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CHARACTER EDITOR EASELINE

.;[ntroch_lction

There is 3 rieed for @ character editor that can create characters
for any of the Character Graphiecs modes available on the Atari BOO.
Current charscter editors not only do rot support all Graphics modes,
but thew have some problems that make usine them very hard.

This document proposes a baseline for a character editor that can
produce characters for all Graphics modes and that is human engirneered.

N
%&ﬁfﬁ The editor will =z2llow wsers to create fonts of characters and to
- sto them on a disk file for later use by programs. Any character in a
foht n be creasted from scratch or can be derived from any other ’

charafter im the same font or in a8 different font. -

i

The character being edited will be displaged in its own node and
in a8 large pixel map. It may also be displayed at the center #ﬁaIB—hBES
L matrix surrounded by any characters desired. At any time a(ézfike of the
?ﬁﬁzjnag be displaged. Also, a printed version of the bit m» pPiET Ray be
“gttained on the 825 printer for either the character being edited or
for the whole font.

The pixel editing capabilities are e:xtensive and allow operations
orn individual pixels, rows of pixels, or on columns af pixels. Insertis,
deletes, copies, moves, exchanges, and toagles are possibtle. Whole
characters may be manipulated by variocus rotations and reflections, and
parts of characters may be manipulated by reflections.

For those modes allowing multiple colors, color and luminance may
be set from smenus of the actual hues and luminances.

Finally, assienment of & particular character pixel map may be made
by entering the decimal or hex ATASCII code for the character,; by the
reystroke to be associated with that character, or by selectina, in a
strike of the font, the character to be replaced by the newly edited

pixel map.

The remainder of this baseline discusses the details of_the
character editar. )

.(f‘ile CEDIT.EL1)



CHARACTER EDITOR EASELTINE

‘Disgla:g

The display presented by the editor will consist of several parts
vertically arranged on the screen.

The top 4 lines are the header and will display?

Character Mode and Editor title
M +  File being edited and Second fTile, if any
Character code in Hex and Decimal ATASCII and Hex and Decimal
Kewboard code and the size of the fomt in characters
> Current command and Frompt

The rext ares will contain the pixel map of the character being
edited and may contain a color menu and a8 luminance menu as well. HWhen
selecting characters fer the adjacent characters display, a8 strike of
the formt will be displayed in this area instead of in the third area.

The third ares will contain an actual display of the character
being edited in its own graphics mode and colors and the 3 by 3 matriy
of adjacent characters, This area may also contain a strike of the

.uhole font unless the 3 by 3 matrix is being displayed.
o
At s
- A
 As the wuser performs editing operations, the display will be—.
vpdated appropriately. In particular, the Command line and prompt line,
Wwill be updated to indircate what is expe dhﬁextf"ﬁﬁgﬁhﬁiﬁeI—Hmr‘—"’/
manipuwlations are expected, the prompt lire will indicate the allowable
items to be manipulated usina the abbreviations "F", "R", and "C" to
indicate, respectively, Fixel, Row, or Column.

(file CEDIT.EL2Z)



CHARACTER EDITOR EASELINE

‘ser Irnteraction

when the editor is started, it will come up in Mode 2 (Easic Mode 0)
with 2 completely zero pirel map displayed. It will prompt the user for

a8 command. (Z vw% 0 ed
: olan? -

Normally, the firgt command will be either a3 "G" to set the
graphics mode ar an to retrieve @ font file created in a previous
session with the® edi If "N" is the first command, and the file
specified is am existinge file, the graphics mode is set from the data
in the file and from then urntil the file is written, the graphics mode
carnnot be changed. If the "N" file does rot exist, the graphics nude.r

can still be changed by the "G" command. A e 7 s
: |\{ [ S .

If the Ffirst command is the D" command toc retrieve a

or

"N", the graphics mode will be set to the mode of the " filer Any
other first command will lock the araphics mode to 2 (Basic mode 0).

The method of operstion is alwsys to tupe a single character that
ic 3 commande The editor will prompt for what it is expecting if the
haracter typed is 3 legzl command. Otherwise it will display an error
prompt that specifies why the command character is illegsal.

.0Once a command is in effect, the command is invoked by either
joystick manipulations or by further kegboard erntries or both. Each
command hss its own requirements in this respect which are spelled out
in detail later in this specification. Generally, the joystick is uvsed
to select something on the screen by moving the cursor to it and
pressing the trigger button to perform the csaelection. Some commands
will immediately be performed wpon the selection. Others require a
secornd selection and will be performed then. Some commands require
sdditionsl information, wsuzally entered through the kegboard.

To zid uvsers, two special commands are available. The "R" or reset
command resets to the current command character with any selections
removed. This 3l1lows wvsers who sccidentally select the wrong thing to
abort the executiorn om that wrong selection., The "UY command will wndo
the last completed command. This is uvsed to recover from errors on
commands that execute at the first selection or from caompletely

erroneous coMmantdse.

At (3lmost) any time, 3 new command character nas be typed in. IF
t is 3 new commandgd, any selection in effect will be removed (as if the
reset command had been aiven), and the new command will become the
current command,



Some commarnds are like sub-commands and will not change the current
command. For example, when @ character pixel map is completed, it can
be stored in any character in the formt. The character may be specified
from the keyboard or the "S" command may be entered which will display

strike of the whole font on the screen but will not chanae the current
command. The user may then use the joystick to select the character
in which to place the new bit map.

—

A firnzal word about the vser interaction. As the joustick is wsed
to move the cursor, the cursor will change shape to match the item that
world be selected if the trigger button were struck at that monment.
Thus, when the cursor is on a8 pixel, it will outline that pixel. Hhen
it is at 2 row, it will indicate the whole row with brackets. MHWhen it
is between rows, it will indicate that fact with insertion arrows that
point between the rows. Thus the user can tell from the shape of the |
cursor exactlw what would be selected if he hit the trieger buttap_gﬁf,)

that momernt. (rt‘ ‘m\-c-.&

‘3 K \$ h&d\w
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CHARACTER EDTTOR EASELTINE

‘Onnand Uperation Details

Each of the commands for this character editor are described in
detail. Information included is the command character, the function of
the command, which araphics modes it is allowed with, the steps rneeded
to invoke execution of the command, and any specisl considerations.

Note. cn Sepecifying Characters

Several commands require specifyimng a character to display or
manipulate. This can be performed in one of four ways:

ﬁﬂk&'!?

i, Type in a HexVYcharacter code “"$rn" where the '"n" are hex digits.

. f\Jkﬂi .
2. Type in a Decimal¥character code "nn'" where the "n" are decimal

digits.

3. Type "K' where "K" indicates a keystroke selection and where
ner je whatever keustroke is desired., The ATASCITI code
correspondine to the keustroke will be used for the character

cade.

4, Type "“S" to display a strike of the font being edited if it is
. mot already displaged. Then wse the joystick to position the
cursor on the character desired. Hit the trigger button to

select the charactier.

Note on Row-Column Correspondence

Some commands in some Graphics Modes 3llow rows and columns to be
interchanged during the middle of command invocation {(e.g. 38 row can be
moved to 3 columnd. The correspondence of row pixels to column pixels
is that the leftmost pimel in 8 row corresponds to the toproest pixel

in a column.
N L]

The rniext section of this specification contains details of each
command. The riext page is a summary of the commands that can serve as
an index into the detailed descriptions which follow.

(file CEDIT.EL%4)



.‘,EDIT Command Summary

S

CHARACTER- EDITOR EASELINE

WH=o

TOQZICrAHITO M moOD

~

—_ WA= N NXILTC-0RQ

x N

) .

set pixels, rows, columns to "Q0"
set pixels, rows, celumns to "1
set pisels, rows, columns to "2"
set pinels, rows, columns to "3"

set Adjacent characters display

Copy pixels, rows, columns

Delete pixels, rows, columns

Edit character from "N" file (initialize editine pixel map from
"N" font file)

edit character From "0" file (initialize editing pixel map from
"0" font file)d

set Graphics mode

set Huwe

Insert pixels, rows, columns

Kill-—-quit but don’t write font file (requires verification)
set Luminance

Move pixels, rows, columns

New font file name

Optional font file mame (optional source of pixel maps)
Frint pixel maps

F C = print Current character pixel map

F § = print Strike of 211 character pixel maps

Quit and write font file (file "N") (requires verification)
Reset selections

display Strike of font (all characters)

Joagle (or cycle) pixels, rows, columns

Undo last command

Hrite font file ("N" file) (requires verification)

eXchange two pixels, rows, columns

Zero editing pixel map

reflect character on / diagonsl

reflect character on \ diagonzal

reflect rows on — axis (top to bottom mirror imaae)
reflect columns on | axis (left te right mirror image)
rotate 90 dearees counter clockwise (top goes <)
rotate 90 dearees clockwise (top qoes )

invert pixels (Atari Kew)

save editing pixel map in "N" font file
remember current cursor poasition

return cursor to remembered position
for help display

.(f:i.le CEDIT.SUM)



CHARACTER EDITOR EASELINE

.;nhnand Descripiions

"g" Set Fimels, Rows,; Columns tec "0" or “0O0"

All Graphics Modes

1. Select pixel, row, column with joystick

2, Trigeer button sets pixel (2ll pixels in row, column) to "0" in
modes 2 (RO)Y, 3, 6 (E1), and 7 (E2)

3, Trigger button sets.pixel (311 pixels in row, column) to 00" in
modes 4 and 5

4" Gat Finels, Rowss Columns to "1" or Y01

All Graphics Modes

1. Select pixel, row, column with joystick

2, Trigger button sets pixel (a3ll pinels in row, column) to "1" in
modes 2 (EO0), 3, & (El), and 7 (BZ)

3. Triager button sets pixel (311 pixels in row, column) to 01" in
nodes 4 and S '

.'2" Set Firels, Rows, Columns to 2" ("10')

Graphics Modes 4 and O

1. Select pixel, row, column with joystick
2. Triager button sets pixel (z2ll pixels in row, column) to "10"

"3n Sat Pinels, Rows, Columns to 3" (™11')

Graphics Modes 4 zand 9

1. Select pixel, row, column with Joystick
2. Triagger buttorn sets pixel (511 pixels in row, column) to "117

(file CEDIT.ELS)



CHARACTER EDITOR EASEL INE

.A" Set Adjacent Eharaclters Displav

All Graphics Modes

1. If the display is rniot already on the screen it will be placed on the
screen in the bottom display area

2. The display consists of 2 3 hy 3 matrix with the character currently
being edited in the center position

3, The other 8 peositions can be set to amy charascter from the font
being edited (riot from the "0" file font) .

4, Select character. position with:the jogstick. : Lo

5. Trigger butiorn will prompt for character to d159133 at ‘selected 3
character position

&. Select character by Hex or Decimal value, by Heystiroke, or from =2
strike of the font

7. Each of the 8 surrounding character positions can be f1lled ar
changed by repesating steps 4 through &

“C" Copy Firels, Rows, Columns

All Graphics Modes

. Select pixel, row, column to copy with the joustick
‘. Trigger button selects the pixel, row, column as the copy source

3. Select pixel, row, column 35 the copy destination with the Josstick

4, Trigager button copies pixel, row, column from step 1 to destination ..

5. If 3 pixel was selected as source, it can only be copied to another
pixel ’

6. If 3 row was selected as source, it may be copied to a row or column
in Graphics Modes 2 (E0), 3, & (E1), and 7 (BZ) (since 1 bit per
pixel) ’

7. If 3 column was selected as source, it may be copied to a row or
column in Graphics Modes 2 (E0), 3, & (EBl1), and 7 (B2)

8. If the Graphics Mode is 4 or 5 (2 bits per pisxel), 2 row may only be
copied to another row and a3 column only to another column ]

*p" Delete Pixels, Rows, Columns

All Graphics Modes

1. Select pixel, rows; celumn with joystick

2, Tricger button deletes pixel, row, column

3. A pixel is always deleted from a8 row and will cause all pixels from
the deleted pixel to the right end of the row to be moved left with a
nge or "00" pixel inserted as the rightmost pixel in the row

4, Deletion of 3 row will cause all rows below the deleted row to bhe
moved up and am all "0" or “00" row will be inserted at the bottom

‘. Deletion of 3 column will cause 311 columns to the right of the

deleted column to be moved left with an 2311 "0" or 00" column
inserted as the rightmost column

(file CEDIT.EL&)



CHARACTER EDITOR EASELINE

.‘E" £dit Cheracter (From "N File)

All Graphics Modes

i. Select character by Hex or Decimal
strike of the font

2. Character pixel map is copied into
cernter display aresa

-

"F® Fdit Character (From "0" File)

All Graphics HModes

1. Select character by Hex or Decimal
strike of the "0" file fort -

2. Character pinel map is copied into
center display ares

"G" Set Graphics Mode

valué,-bﬁ Keystroke,:or from.a-.

the large editing map in the

value, . by HKegystroke,_ or from a-

the large editing map in the -

This command ‘may only be used if the Graphics Mode. is not courrently-
locked by virtue of sn earlier cémmandg

currently being edited or by specifyging a3 new "N" file

Lo

mode by typinal

Ilzl'i or l'E:ol'

ll3ll

llqll

I!Sll

Il6ll or IIBI 1]

!l7ll or IIBZII .

in resporse to the prompt

(file CEDIT.EL7)
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CHARACTER EDITOR EASELTINE.

dl_lll Set HUE .

All Graphbics Modes .

1. The color register whose hue is ‘to be set can be specified explicitly- .
bw enterirmng the name asi

“EAK"
"EFO

: “FF1Y
"EF2Y e
.!PFSII .7

in response [to the.prompt.: . e e
« The color-refister’ can“be'speclfned Amplicitly by, selectlng a pixelt - -
with the Jogst1ck and ‘hitting the trigger botton —-—- i -
3, Uporn specification of the ¢olor register, a bhue wmenu in the forn cf -
a8 band of color down the right side of the screen will bhe dzrplaged
arnd the cursor~-will move to the current hue of -the chosen color. L.

register e
4, To the right of the hue menu will: be another vertical band of color - -
o containing the -8-luminarnces of: the color onder the cursor with the .- v

Z.  current’ “luminance «6f the: chosen: color-register indicated.r ind.oates
5, Use the Josst1ck to move the cursor to the desired colar in the hue .

. merws. (the luminance menu-will- be-uvpdated to match)- - - --

“&s Hitting the trigger button with the' cursorr-on the hue menu w111 set-r: -

& .. the selected:hue-iftothe -chosen~color: register _with: whateversih» o0 5

= 1umipance thatcolor reagister had before

7. Maoving the cursor right into the luminance menu will lock in the hue
that the cursor exited and 3llow setting the luminance as well

8. Move the cursor vertically in the luminance menu to select the
luminance desired

9. Hitting the trigaer buttion with the cursor on the luminance menu will
set the hue ard luminasnce selected into the chosen color register

(file CEDIT.ELS8)



CHARACTER EDITOR EBASELINE .

.'I" Irnsert Firxels, Rows, Columns '

All Graphics Modes

1. Select position to the left of a pistel or column or above:.a row with
the joystick - - !
2. Hitting the trigger button will insert 3 "0" or "00" pixel or row or
column of "D" or "00*" pirels at the location :of the cursor ... .. __
3., A pixel is 3lways inserted into 3 row and will cause a3ll pixels to:
the right of the insertion point to.-move right with the rightrmost -
xel of the affected row being deleted - | :7 -
4, Insertzon of 8 row will cause 211 rows belou the 1n5ert10n point to-- - -
move dowr with the bottom row bheing deleted -
Insertiom.of 8 column will cause all columns to the right of the
insertion point to move right with -the- rlghtnusT column_ beina- deleted-r

L
-

upe i1l Execution

All Graphics Modes - - "~ . 1

=1 . Kill allows exiting the editor _without writina the "N file.
ST The editor will ask for. ver1f1cataon -ip - the- forn of s-TRETURNI® tu—L SRR P
prevent accidental loss of data entered- during’ the'editing session.ir: <

i
i

“‘"L" Set Lnnlnanceua (ST o T TSI

A1l Graphics Modes

1., The colar register whose luminance is to be set can be specified
explicitly by entering the name as?

lIBAKII
IIPFO [1]
IIPFI ”"
|IF|F2II
IIPFSII

in response to the prowmpt

2. The color reaister can be specified implicitly by selecting a pixel
with the joystick and hitting the trigger button

3. Upon specification of the color register, s hue menu and luminance
menu in the form of two bands of color will be displaged down the
right side of' the screen and the cursor will move to the current
luminance of the chosen color reqgister

4, From this point, the "L" command acts Jjust like the Y“H" command
(which see for details of operation)

(file CEDIT.EL?)



CHARACTER EDITOR EASELINE

) 1
'
v

'

"M" Move Fixels, Rows, Columns

All Graphics Modes

1, Select pixel, row,icolumn to move with joystick RN

2. Trigger bDtton selects: the pivel,: row, column as. the move source and
deletes it from the pixel map

3. Select position to: left of 2 pixel or column or sbhove a row with
the Joygstick :

4, Trigaer button moves the pixel, row, column to the new position by
inserting it and shifting the pixel map arownd as necessary -

5. Note that a move acts exactly like & "D" -command followed by an "I"- [ =
command except that the item inserted is the previously deleted item - -
rather than "0* or "0D" pixels, rows, oOr columns '

6, A pixel msy only be moved to another pixel location-:w . : - Y

7+ A Trow may’ be.noved .40 a-.vow or column location in Graphics Modes : .
2 (ED), 3, (E1Y; and 7 (B2) (sinceé 1 bit per. pixelldlt waor ;,u,.

8. A column nas be moved to @ row or column location in Graphics Modes
2 (BO), 3; &_(B1), and 7 (B2)

9. If the Graphics Mede. is 4 or 5.(2 bits per pixel), a_row may only. be ..:
moved to another row location and a8 column only to another column. ... -
location :

P = X R e
R S e ——— . T
D

zim
= ’
QN" New Font File Name

——.l-_-m._' C—

+ If the Graphics Mode is not locked (at-start of execiution or afTter- ---
writing out previous font file), this connand will Spen the file name
specified after the prompt

2, If the file does not exist, a3 new file of the requested name is

created but the Graphics Mode is not locked _

3, If the file does exist, it is opered and the Graphics Mode is set and

locked from inmformation in the file and the font is entered into
the editor tables ready for editing

4, ITf the Graphics Mode is locked (becauvse some editine has been

performed already), and an "N" file name has already been entered,
the editor asks whether the current editing results showld be
written to the file to save it .

s. If "Y" is the response, the prior "N" file is written and the editor

unlocks the Graphics Mode and prompts for 3 new "N" file nane

6. Ang response but "Y' wvnlocks the Graphiecs Mode arnd clears the editor

tables of ang prior editing results

7. If the Graphics Mode is locked (becavse of prior editing), but o "N"

file name has been given, the editor asks whether the current editing

: results should be destroyed

8, If "Y" is the response, the editor unlocks the Graphics Mode and

clears the editor lables
.. Any other resporse exits the command with no action

J

NOTE: This is one of the few commands that cannot be wvndore with the
"U" command



CHARACTER EDITOR E:ASELINE

.0" Optional Font File Neme. .
All Graphics Modes

il, The file specified in resppnse to the prompt must already.exist. - - -
2, If the Graphics Mode is- locked, the file specified must -be compatible
with that Graphics Mode (i.e. if the Graphics Mode is a8 1 bit per
pivel mode, the "D" file must be 2 1 bit per pixel font file and.

similarly for the 2 bits per pixel modes)
3, If the Graphics Mode is not set locked, it will be set and locked to
_ the mode of the "0" file specified N
‘4, Access tosthe DS ROM based character set as the "0" file is provided
' by accepting "EI" or "G 35 legitimate "O" file names -
5, The file specified is opened and the font is entered into the editor
tables for use .y the “E" cnnnand thus destroving the previpous - MO"---_ ..
file table contents .l o 4

NOTE: This is one of the few commands that cannot be undone with the
" command

“"pP* Print Pixel Maps . ... . _—

izx R e o e e s

e = el SR, 8 .o

F=A11 Graphics Modés -~i~ics Mol o

’.‘L. This: command pronpts for 2 second entry-to-specify_wbat_is.to be... ... .
% —‘Prln_tEd—" T ""*_"l’t - - -
W27 "CY will print the: current contents -of thelarge.pisiel- ﬁapwc—rnwwa ¥y

—r—

3. "S" will print a strike of the whole font

4, A pixel map will be printed 3s an 8 by 8 array

5, 1 bit per pixel maps will be printed with blanks for "*p" and
_asterisks for *1" “

4. 2 bit per pixel maps will be printed with "0." for "DO" picels, "1."
for "D1" pixels, “2." for "10" pixels, and "3." for 11" pixels

7. The Graphics Mode snd "N" file name will be printed as a header
for the printout a3s a whole (i.e. it will only bhe printed once when
a strike of the font is beipa printed)

8, For strike primtocrts, the contents of =all color registers will be
printed as a header

9. The.Hex, Decimz3l, and Heystroke values for each character will be
printed as a header for the character

(file CEDIT.ELE)



CHARACTER EDITOR EASELINE o -

vQ" Quit arnd Hrite "N File

All Graphics Modes

1., This command will prompt for wverification that the editing session. -
is really over

2, If no "N" file has bheen specified, a8 file name and [RETURN] may he
typed ard the results of the editing sessiort will be written to the
specified file before exiting back to the coperating system

3, If o "N" file has been specified and omly 3 LRETURN] is tsped, the
editor will simply exit to the operating system

g, If an "N" file exists, 8 [LRETURN] will write the font to the NY file.
and exit te the operating s4ystem

5, If an "N": file exists,:it can be overridden by typing 8 file name and..
CLRETURN]} wheifeupon'the font will be written:to-that: file: anstead-ofp -
the "N" file! before exitinag to the operating system—-- - -~

4. Any mon-alphabetic character will be tzken to mean that the "Q" was
a mistake - R,

"R" Reset Selections.

oy . R
== P -

Eﬁll_ﬁfaphICS HDdeE“—-.-*rr_‘-:,"-_&—. -l-“’".—..l..;

ot —

.. This command is used to unselect ang selections {(and masbe-restore---- -

== ~ the:pixel mapd- inicommands like "C", SPHY L ML Mg UMY T andl U XMTHT L and UF
2%2.. Tt-"has-no~ eff9ct#1f~nobfaﬁ=the middie-of -2 nﬂlti—part COMMBNO & i m

T TNE TS TEETET M e _

ng" pDisplay Sirike of- -3 Font -

All Graphics Modes

1. This command will display the complete fornt in its own Graphics Mode
in either the middle or botiom display area, depending on the command

in effect when "8" is typed
2. If the “F" command is in effect, the strike will be from the "0" fi}e
3. For any other command, the stirike will be from the "N Tile

(file CEDIT.RLC)



CHARACTER EDITOR EASELINE _ " ;

.ITOI

All Graphics Modes

Togale (Cycle? Fixels, Rows, Columns.

1. Select = pinel, row, column with the'joystick: -+ . ved 4 i
2, In Graphics Modes 2 (B0), 3, & (BYl), amd 7 (B2), & pikel (every . pixel
in the row, celumn) will be toagled from "0" to "1" or from "1" to

“0" wyhen the trigger button is pushed--
3., In Graphics Modes 4 and 5, pinel value(s) u111 be cycled fromi
"go" to "OI1' 0 o _ : r
"01“ to "10" . T . i
|l10ll to Il11ll

l!lill tn "00"-_1 N S

when the trigger button.is pushed - e o0 j

"Yy" Undo Frior Command, ... .

All Graphics Modes

.'il ;k

-
b

- Al1- pixel ‘manipulation commands save:-s. copy of.ithe pixel map- beforel - —==
the command is commenced arnd this commang restores the-pixel -map from—=

that copy —- oz
._Chﬁnands thatoclear tahles and write..files cannot beée_uvndone!2i— -——=——-

B gt TS o —
T Tt S - ety PP SR LR St

-t e E——

the

"W Write YN" Font File

All Graphics Modes -

2, This command will prompt for verificatieon that the "N" file is really
to be written

3. A [RETURNDY will write the current font to the "N file

4, A file name and CRETURN] will write the font to that file

5. After the file is writteny the Graphics Mode is wnlocked and the font

tables are clesred

NOTE! This is orne of the few commands that carnnot be undone with the
"U" command :

(file CEDIT.ELD)



CHARACTER EDITOR EASELINE

ILX" Excharge FPixels, Rows,; Columns , -

All Graphiecs Modes

U‘ u

Select 8 pixel, row,; column with the joystick. ) :

Trigger bwtton selects the pinxel, row, column as first member ‘of.
pair to exchange ‘

Select 2 second pixel, row, column with the joystichk

Triager button selects the pixel, row, column as the second member of
the pair to exchange and performs the exchange

Selection of the first item copies it to a holding register and when
3 row and columrr are-exchanged, there is 8 pixel overlap. The

aoverlapped pixel in the result is. from the first item selected since - -

the operation copies the second item into the locationm of the first

and then copies the holding register content to the second item - — - -

A pixel may only be exchanged with another pixel -
A row may be~exchanged with. s row~or.column:-in: Graph1c5 ﬁodes Zi1BG)Y »

3, & (BR1), and 7 (B2) -

A column may be exchanged with & row or column in Graphics Modes

2 (BO), 3, 6-(B1), and 7 (EB2). . ... i

In Graphics Modes 4 and 5 3 row may nnls bhe exchanged with another. :-
row and a colunn w1th another column

L e s —— - e

PR - -~

="y

Z" Zero P1\e1 Map _

A 1 1 G.l;‘aphl cs‘ Ho é :-1:: ?:’-:“’: ?i‘"&"z'{!‘:“’-’—} s e Fae e R RTRL WA L s R im0
= et = S e — o wT s mm—
—_-l- o =

1.

" The curﬁent contents of the large editing-pixel-map dis: filled=with #=-

"D" or "OB" pixels

(file CEDIT.ELE)



CHARACTER EDITOR E:ASELINE

nys" Reflect Character Disagonally .

Graphics Modes 2 (E0), 3, 6 (Rl), and 7 (EZ)

1. This command reflects - the pixel map across. the lower left to vpper - -
right diagonal- © - - i

"\ Reflect Cheracter Diaconzlly

Graphics Modes -2 (R0), 3, & (Bl), and 7 (EZ)

1. This command reflects the pixel map across the uvpper left to lower:
right diagonal

-

M
wot Reflect Rowes(Top to-Eottos Mirror -Image) - .

[

1
{
!
|

#11 Graphics Modes .. -—.

1, Select a row as 3 houndary with the joystichk
2. Trigger button sets the selected row as one boundary of the set of
.. rows to he reflected s ~-:
¢ Select 2 row as &’ second bonndars with the joystick:: . :
wt. Trzgger button sets the selected row as the second boundars of the. =
2= TE “pus’ f=*he ref‘lectedm R Sl B
:’5 Se eCc 'a rou*ur’a space betweenLtwo TOWS wlthln the:selected set. of_fﬂ—-
M T (Ous for the-reflection axislwith: the, josstivKiie swazwnr . .
&. Triager button cauvses reflection shout the reflection axis
7. Anyg rows reflected outside the pi%el map are discarded
8., Arny rows hot reflected.into ™ 3re unchangedrz o o e
9. Note that rows outside the set reflected will be chanaed 1f the
reflection axis is roi cermtered in the reflected set

""" Refleet E€olumns (Left to Right Mirror Imace)

All Graphics Modes

1, Select 2 column as a8 boundaryg with the joustick

2. Triager button set the selected column as one boundary of the set of
columns to bhe reflected

3. Select a column a3s 2 second boundary with the joustick

4, Trigger button set the selected column as the eacond boundary of the
set of columns to be reflected

5, Select a3 column or 2 space between two columns within the 5elected
set of columns for the reflection axis with the joystick

6., Trigger buiton causes.reflection about -the reflection axis---- ~-~- —°___

m. Any columns reflected outside the pixel map are discarded
. Any colunmns ot reflected inte are unchanged e

9. Note that columns outiside the set reflected will be changed it the - - -

reflection axis is not centered in the reflected set

(filts CEDIT.ELF)



. CHARACTER EDITOR EASELINE Qo

"o Rotate 90 Deorees Counter Clockwice

Graphics Modes 2 (B0), 3, 6 (B1), and 7 (EZ) _

-1. This command rotates:the pixel map 90 degrees counter clockuwise so
that the top row becomes the leftmeost column

"> Rotate 90 Degrees Clockwise

-

Graphics Modes-2- (B0), 3, 6 (B1), and 7 (E2) -~

1. This command rotates the pixel map 90 dearees clockwise so that the
top row becomes the rightmost column:.-~=: o1 !

"/ZIN\" (Atari Key) TInvert Pixels

Graphics Modes 2 -(B0)y3,-6 (BL)y and 7 (B2) ~ « - 1+v77°

1. This command converts 311 "0" pixels to "1" and all ni"* piwels to "O0O"
in the ed1t1ng p1 tel map--~ .

R

=" gave Editing Fi: el Map in "N" -Font File =-—-—-- - -
= FIToLEmr TS

= PR F R

ﬂ_l}:ﬁraphlcsf Hofﬁl—::‘?"i‘z:i_*:::?:;_'.'_ - L
1. Select character by Hex or Decimal value, by Keystroke, or from 2
strike of therfont .7 - 7. .0
2. The editing pixel-map: contents are copied into the' font tahle . for
the specified character-(Cthe file is not actually written) !
3, The old corntent of the character is saved so that the "U" command
can.restore the original character

g Romember Current Cursor Position

All Graphics Medes

1., This command simply saves the coordinates of the current cursor
position for later use by the_" " command

“." Return Cursor to Remembered Fosition

All Graphics Modes: --::o = -z -

.. This command returns the cursor to the last pus1t1on saved by the "
command (rno action:if. no position remembered with 'X¥)-

(file CEDIT.ELG) -~ o:m <o



. CHARACTER EDITOR_EASELINE

“?" Help Display

All Graphics Modes

1. This command displays a more detaiied explanation of;what'the editor .
is waiting for the vser to do

. i
{tfile CEDIT.ELH)Y & :T.% ) ' {
% REry==_—iil o
ot 2 e I L I L = he e
Y= TgmErwee - L -



CHARACTER EDITOR EASELINE

.'cmt File Format
The format of the font file created by CEDIT is:

Eute(s) Content

Graphics Mode

EAK contents

FFO contents

FF1 contents

FPFZ2 contents

PF3 contents

6——-21 Eit wvector of legitimate characters

22—-7° Bit maps of all characters suvitable for wse by ANTIC

bW M= o

(file CEDIT.ELI)
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