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Have fun creating colourful and imaginative patterns
with this program. Or make any picture you want
This book shows you how.

It helps you to see the shapes in things and builc
them on the screen. At the same time, it guides you
through the use of the keys, providing ideas for
you to experiment with.

Instructions on how
to load the program
are on page 18
Follow these instructions and
then work through the book
starting on page 5.
This will introduce you

to what Picture Builder
can do.

Take the simple shapes. . .

Explore how each one can be used. Choose the ones you
want and where to put them. Colour them in.

page 4-5



‘;ﬁ'etch or squash them

r:d you can have a whole set of new shapes to work with:
é rectangle as well as a square, an oval as well as a circle.
ke them fatter or thinner, longer or shorter . ...

e 8-9

Cut bits off

and you can have curves and waves,
bulges and hollows.
Or scoop a hole from the middle . ..

page 10-11




The program

You have five basic shapes and a line to work with.

You can make each of these larger or smaller.

They can be squashed or stretched sideways. You can spin them
to different angles; move them up and down, left and right.
Finally, you can colour them in.

Once you have coloured a shape, you can do no more with it.
You must choose another shape.

You can also label your pictures. Later, they can be
put back on the screen for you to have another look or to
carry on working on them.

If you want to draw something, you first need to observe
what shape it has. Does it have straight or curved sides?
Isit long or short, fat or thin?

Many objects are really made up of a few basic shapes
added together in different ways. Your first task is to
experiment with how these simple shapes may be combined.
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.‘ . The simple shapes
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After you have loaded the program and chosen your colours (page 19)
try designing objects from the basic shapes.

You can use circles, triangles, lines and squares to build a car.

Press space bar until the arrow reaches a triangle.

Then press return. Press the arrow keys to take the triangle to where
you want it.

Now press colour, and then space bar until the arrow reaches your
chosen colour. Press return. Now do the same with your next shape.

What shapes have been used
to make this castle?

Your turn now
Make a seesaw,

using a few lines
and a semi-circle.




Bigger and smaller

—_— To make this flower, take a circle and press bigger
a few times. Colour it. For the petals, take another
circle and press smaller. Move the small circle to
the edge of the larger one. Colour it a different colour.
Repeat this for all the petals.

What different shapes
have been used to build
this cathedral?




"‘ Turning shapes
a6

Take a square.

Make it larger and colour it.

Take another square and make it
as big as the first.

Press turn once.

Colour it.

Turn will always rotate a shape by
45°. Can you see how this can be
used to make the pattern on the left?

Your
turn now
Experiment with designs and
patterns, using any of the shapes.
Make them different sizes, and
spin them to different
angles.




Stretch and squash

O

Take a large circle and stretch it a little.
Colour it.

Take a second circle and squash it.
Colour it using a different colour.

Take a third circle and squash it

more than the last.

Colour it.

Repeat this until the ball is complete.
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This is made with several circles, This maze uses lines
each one squashed and spun of different lengths.
to a different angle. You need to spin some upright.

Take a look at the windmill. You can now make all the shapes you need
to draw it. But the way you build up the picture is very important.
Start with the grass, then the building, lastly the sails and clouds.
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Your turn now

Make a church with a steeple,
a clock, arched windows
and doors, stained glass . . .
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first shape add second shape

AL

colour in with the
background colour

1 7

Red rectangle — the hull! Shaping the hull I

5 6
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Finishing the stern Add the cabins
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Cutting away

Notice the curves of the boat’s hull,
the waves, clouds and smoke.
Notice the anchor.

You can make any shape you want
by partly covering one shape with
a second, then colouring the
second one in the background
colour.

This will make it disappear, and so
‘rub out” part of the first shape.

® 0 0060 00 00 0

Clearing the deck Rounding the stern

% 8

Now the sea Waves and smoke from circles.
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You can also make interesting shapes
and patterns by ‘rubbing out’.
Try it yourself.
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What shapes were used to make the objects in this picture?







Experiment with ways of making things
look as though they have depth as well -
as height and width.

Your turn now

Look at objects in your home.
How would you make a kettle, a mug
a telephone, a teapot, a chair?







Running the program

The first part of this book has introduced you to the basic commands
and has given you some ideas for designing your own pictures. This
section contains all the other information you need to run the program.

Loading the program

RML 4802

1 Insert cassette into your cassette player and rewind if necessary.
2 Type LOADGO “PICTURE", followed by RETURN

3 Press PLAY on the cassette recorder.

4 The program will load and run automatically.

BBC model B [cassette)

1 Insert cassette into your cassette player and rewind if necessary.
2 Type *TAPE and press RETURN.

3 Type CHAIN"" and press RETURN.

4 Press play on the cassette recorder.

5 The program will load and run automatically.

BBC model B (disk)

1 Insert the disk into drive O with the label uppermost. Close the disk
drive door.

2 Hold down SHIFT, now press and release BREAK.

3 Release SHIFT.

4 The program will load and run automatically.

18



Selecting your colours

Begin by selecting the background colour. Press SPACE repeatedly until
the small arrow is pointing to the colour you would like as your
background. Now press RETURN. The colour selected will fill the box
labeled ‘background’. Select the three foreground colours by pressing
SPACE to choose the colour and RETURN to confirm. Press C when
you are ready to continue.

Saving a picture
1 Types.
Answer Y to the check question Are you sure?’.

Type in the name of the design using no more than six letters, and
press RETURN.

If you are using a cassette, a message appears directing you to press
the PLAY and RECORD buttons on the cassette recorder. Make sure
there is a cassette in the recorder, and wind the tape past the header.
Press PLAY and RECORD on the cassette recorder and RETURN on
the computer. If you are using a disk, insert a blank, formatted disk
and press RETURN.

The title that you have given the picture will appear at the lower
edge of the screen and the block numbers will increment as the
design is saved. This process takes a few minutes. This will not apply
to disk users.

Once the design has been saved the ‘drawing board” and shape
reappears on the screen. Turn off the cassette recorder.
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Loading a picture

Type L.

Answer Y to the check question ‘Are you sure?’.

Type in the name of the design you wish to load and press RETURN.
If you are using a cassette, a message appears directing you to press
the PLAY button on the cassette recorder and RETURN on the
computer. Make sure that the cassette head is positioned before the
design on the tape. If you are using a disk drive, press RETURN
when you have loaded the disk with the design stored on it.

The computer will search for the named design. When it has begun
to load the name of the design will appear on the screen and the
block numbers will increment as usual. This will not apply to disk
users.

As the design is loaded it will appear on the screen. On the BBC
machine the choice of shapes appears automatically; to include this
on the RML 480Z press the space bar.

Once the loading is complete, turn off the cassette recorder.
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Before you save a picture you may wish to label it. Use the space bar to
point the arrow at the word LABEL in the top right-hand corner of the
screen. Press RETURN and then type in your label in the space
provided at the bottom of the screen. Again press RETURN then move
the cross around the screen, as you would with a shape, until it is
correctly positioned. Press RETURN and your label will be printed with
the first letter at the position of the cross. You can use the label
command to print other keyboard characters on the screen as part of
your design. For example, you could use *'s as snow flakes. However,
you can not colour, rotate, or distort a label.

Drawing a picture

The program initialises an EPSON printer. Consult your manual for
instructions about how to connect it to your computer.

Type ‘D",

Answer ‘Y to the check question ‘Are you sure?’.

Check that the printer is connected and switched on.

The printer will begin its task. Printing a design takes a considerable
amount of time (5-10 mins). Once the picture has been printed out
the ‘drawing board’ reappears on the computer.
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The key strokes

These will appear on the screen after the colours have been selected.
They are also marked on the keyboard overlay which should be placed
over the function keys.

BBC 480Z
Move left - —
Move right — —
Move up T i
Move down | |
Colour fo E1
Turn fi F2
Bigger fz F3
Smaller fa 7
Stretch fe X
Squash fs Z

Pressing ESCAPE at any time, except when the printer is operating,
ends the program.

Holding down CONTROL and pressing C will clear the design from
the screen.
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