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MACRO CONSTRUCTION & ANIMATION

- an innovative perasnal compuler idea from -
*  Pinehurst Data Studios  *

Dear Custamer,

“Thank you for shuwing at nlerest in this new and exelting
habiy for the Lome-computer eathusiast,

The MGA program is the result of many handreds of hours
of researah mnd experimentation, and evory offart has been made
ta tallor the proggam around every need of the home movie-maker?,
The writlig of the prograin was extremely challenging, and ss well
a8 a fair share of headaches, brought much pleasure.

I sincerely hope your new soquisition will bring you, too,
much pleasure, and I wish you many happy hours of cre
animated story-making,

BACKUP IEOyDaily,
ONTAPE

LOADING THE TAPE REVE RSE
The progrem on the tape oussette will just sbout fill the memory

of Uhe 48K Spevtrum computer, [ order to ensure tronble-free
louding plense starl off with o compleicly clean computer memory.
To he sure, please disconncet the Spectrum from its power fox o
couple of seconds and thon rocomnocl, The makers! eopyright line
should then sppear on the sereen, blake sure thul computer is
carreetly conncoted Lo the lape Tecorder, and place MCA cussette
in Tecorder, LABEL SIDE UP. Press computer key J for LOAT
and then hold davn SYMBOL SUIET (next (o M) and press P, TWICE
50 thal you have LOAD " " on the screen. Press ENTER and start
the tape recorder oo PLAY. The loading will cordinue throughout
Lwo Jirocesses, onc af about 8 misutes and the seaand shoul half a
minute o so. As soon as you hear sounds from the computer
STOP THE TADE,
Yo may then sit heok and wateh the PIOehUrel demonstraiion
whioh should give you ilities

E

things beyin happening on the screen

n ides of the program'’s o
e or silghly Lowe




T'VE SEEN THE DEMONSTRATION ... WHAT NOW?

After the demonstration, you have the [ull power of Macro Construc-
tlon and Animatien in your hands

THIS 18 THE POINT AT WHICIL YOU MUST READ AND
UKDERSTAND WHAT FOLLOWS IN THIS BOOKLET, because MCA

is very powerful, aud you will no doubt want to be able to get the
very best from it.

IMPORTANT - no caps please -

The MCA program 18 writton assuming that the computer stnys L
hm—w case letlers mode. That ls one reason why you are asked

art with  cloan computer memory, whioh includes this state.
no NOT press CAPS SHIFT cxcepl where this booklel tells you to,
and NEVER press GAPS SHIFT and CADS LOCK during MCA.
Please note thit the inlopmation in this booklel spplies oly bo the
predicted bebaviour of the 45K Specirun computer when lopdod
willl MUA program, It in no way is intonded to depiot the
funetianing of the eomputer under olher conditions, Thix applies
in particular Lo such functions ag DRAW, in which the tedium of
euleelig parsmeters defining the positlon of the drawn line on the
sereen is made unnecessary by the automatic positioniog which
this program provides, Some other slmilar instances arc BORDER
and CLS, which are made easy for the story-vriler 10 Performi.
BUT JUST FOR STARTERS, without rending further, and while
the cursor 15  Hushing '7* in the Lop left-hand corner of the sereen,
press the compuler key 'C*, and, you udll be asked to seo lisl. Next
press M then R {[or man wal King to the Tight) and press BNTER'
L'o the question COLOUR? press a colour key which will contast
colour, say zero () for bluck, When asked SPEE
110 5, pro ‘e cursor will now W 10 a letter M printed
e it st of a figure faoing right. Mave this
aeross the screen by holding down the 2rrow key '8 for say nalf
a sereen width, Now simply press '@ (zero) to end the movement
nd press ‘Pl and watch! Your figure will come tunaing i
From the let, where it yas orlglually ereated, and stop just oess
you made iL SEOD. You can ¥epesl the performance by pressing i
Tor replay, and then pressing ENTER. OF you enn destroy what you
have done and seart again by pressing just ENTER if you prefer.
Nost, Lry the same for UFO (press €, then U, then ENTER], and
e the craft a red top and a groon bottom. Now read on ...




ABOUT SEQUENCES, CONSTRUCTIONAL AIDS

AND THE CAST

A SEQUENCE i something which you inltlate os soon as you select
an event which you want o take place. Tt cat take two forms

The Gonstructionsl AiQ scquence 1s selected slmply by pressing the
lettered ey sppropriate, in terms of his program, (o the
aclion required, Examgles are press '0' for civele consiruetion,
'R for crugling » rectungle, etc. Other keys have to be prossed
in suceession during the AEQULICE LonSLAMELON,
the computer at each stage, Constructlonal aids nre described in
detail later.

s prompied by

The othior type of sequenca is the calling of a member of cast, This
member may be animate or insimate, ¢.g. a man or a girl, or
a helicopter, UFO ele, oto. Ta tall cast you fivst have 1o press
key 'C' which tells the computer that you will next be selecting a
©cast member, which s entered us o simple abbrev
cast mamber selooted, c.g. "' for girl walldig 4o Tight.

In hoth thst types af sequence seloc
not allowed to forget any informatio
at each slage.

on and description, you are
s full promyting is given

Thero are Lvo types of cnst selection sequence, a moving one, Lo
whleh you call up L member, say man walldag to right, mr

, having described his colour and walking (o running) speed,
move him across the Sereen. You then have to tell the computor
when you have moved him enough, by ending the sequence with the
o key, §f . This key has been chosen for the tevmination of ALT,
Recuence, oldentally, even e wriltig, o make It enny.
Put thera ig slso a non-maving sequence, e.. the eelostion of o
stationary figure. [ this case, no ending of the sequence is required.

Then there azo constructional aids which are nof sequences ir. them-
selves, but nre grafled on 1o the sequence following their aelection.
These are CLS & scrcen colour, BORDER, INSERT & PAUSE.
Thoy ure conetructionl nids s mich 35 the ofhers, bt after
seloction they MUST he lollowed fiy 2 sequence of ane or ather Lype
or they will be lost on plaghaek, Tn other wonds, you cannot end

4 stary on a border calour change on it own, bt if you want to do
just this, you anly have to ereato & dummy sequenee after i, Tke
sreats a single-square rectagle of sume eolaur as backeround.
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THE CURSOR
The Cursor is normally a flashing symbol ‘7', Tn the beginning it
15 positioned in the extreme Lop left-hand carner of the useable
screen area. 1L may be maved hy the followlng melhads;

1. By pressing any of the arrowed keys, '5','6', 17" & '8, when it
will move one step In the direction of the arrow, or repeated
steps if a koy 1s held depressed,

holding down the SYMBOL SHUFT key (next to "'}, and
simultznoously Pressing onc of tho artowed keys, This mal
the shoot across the sereen In  slngle action to the
extreme edge of sereen, and is very useful in quick repasitioning,

cursor

4. Dy holding down SYMBOL SHIFT and prossing key 'C' whieh
makes the cursor reposition to centre of screen.

1. By pressiag any of the keys "', Y, U & T which gives
diagomal movement in slops, ropeated If key 1s held down.
T moves cursor down and Lo Tefl, ¥ moves 1t up and o left,
U moves it up and ta right and I moves it dows and to right.

Before attempting any animalion it would be wise te familiarise
yoursell with all these cursor movements, 5o thal you can benetic
from the short-cuts they affer, Move the eursor around the soreen
until you are quite used to the idea, but always remember that when
prossing 'C to cantre cursor on sereen you MUST hold SYMBOL
SHIFT down while you do 1t, or you will be asked what member of
cast you would Lik

The cursor symbol ehanges from '7° to 'D' when the 'deawing a line!
mode Ls selected, and to ' when ereating Toctangles o roof -slopes.
When making a member of cast move it changes to "M (for movement)
and when writing eaptions it changes to " ! ta denale quolation.

These fanctions are a1l explained In detail individually in this

bugklet, on seperate pages for ensy reference.

The curisor, ef course, is 1ot visible In auy film you oxedte, but only
used during its actual construction, to denote whero things are t
any time, und to show what mode has been selected.
DEAGONAL MOVEMENTS
¥ A T,
# Y

A=



CONSTRUCTIONAL AIDS
The eonstruetionsl uids are s follows:

RECTAKGLE Grente g roctangle of any colonr, any dimenslons,
including the whole seroon, such that 1t may 'ide’ or not bide any
members of east within its area. In addition to the colours scmm
by keys 010 7, ¥ou can select the BRIGHT modes of colairs 3
6 and 7, simply by pressing SYMBOT SHIET whilst selecting coluuv
Hee RECTANGLE page for full details.

ROOF SLOPES Produce a stenped slanting hypotenuse on an
isoscelos beianglo, In any of the colours mentioned in vicmnaln
above, end also may hide or not hide any cast in its area. Raof
slopes may be sreated slaping down Lo Tefl or L right. s
ROOE-SLOPE page for detalls.

DRAW Draws o line of any ealaur, snd leaglh between the top loft

of any one cursor position Lo the same of any other cursor position.
May bo coloured same a3 background, when it will be visible UNTIL
u rectangle or Toof-lope is ereated over it in non=hiding mode of

a different eolowr, when it will appear in the eolour of originel
background. Useful for drawing fenves, window Eeame divisions and
sor |usex-zaping, when o 1ne L drawn then wiped outt $96 DRAW

PAUSE May be sclected hetween any fwo sequences or eonstruetional
aids, and may be chosen us any mimber of seconds from 1 ta 9.
Pputo is ossontial In the praper ardering of sequences in any slory.
BORDER Calour of horder may he changed between an;
or constructional aids, See CLS and BORDER page,

Lwo sequances

CLS or CLEAR SCREEN AND GIVE IT A SELECTED COLOUR

This cam be done st sny time between mmy U¥O SeqIeNces oT construct-
fonal aids end will wipe out ALL materlal on sereen and make sercen
the calaur choscn, Usclul when ehanging scenes in a story,

CTHOLE You can creaie civeles, elther hollow or fllled-in, in
any colour, for sun, moon, and modify their colours, hide and
make thew reuppear. Very useful, oo, for creating balloons
In which 1o write the speceh af a member of cast, ov even what
it 15 thinking! (... thinks.

1

DELETE Any seqeence may bo deleted by pressing D after sequence
complation, So cun the sequence hefore by pressing it agnin!
Dut sec appropsiate seotlons fur full details on he ubove neiliues
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RECTANGLE

A reclangle may be crealed n gny one of 13 colours, md it can Tange
in sino from & single characler -sguare (s12¢ of o single lottor-spacey
right up Lo the sive of the [l sereen.

Set the cursor (when it is flashing 7 symbol) o the position you
want 10 be the top left-hand comer of the rectangle, and simily
press R, Immediately, you will be asked whal calour of reetangle
you roquire. In Teply to this you may press any of the colour keys
0 10 %, or if you want BRIGHT versions of colouts 3 o 7, then you
slmply hold down the SYMBOL SHITT key (next to My and at the sume
time press the key corresponding with the colenr you want, This
BRIGHT function will only work In the program en colour keys 3 Lo 7.
‘Ihe oursor will now have changed from it famillar flashing 7 form.
MNew you may move the eursor to any position Lo the right of, and/o
Dbelow, the eriginal cursor position, or simply leave the cursor wheto
it i if you want only u single character-space rectangle. When you
move the eursor, you will notioe the original position of cursor is
mirked by = statlonary ' symbol, This allows you to remember
where you starled, whilst the eursor now beeomes o flashing '+
wherever you move it. You ean draw single-chareter space helght
ctangles by moving the cursor horizontally to the right, or single-
ehargeter spnce width vertical rectangles by moving eursor vemmw
downwards, If you want Lo produce » true square, then use key '

ta move the eursor diagonally downwards to ihe Tight 111l you ve’\ul;
the pasition required for the bottam right-hand corner. Whaterver
form you chose, when yon are satisfied with the finishing position,
press zero, @ key. The computer will then ask you if you widh Lo
THIDE CAST IN AREA? (y/n)7 You may now press Y for yes or N
for ne depending on whether you want ny ltem of east inside rectangle
aren o be hidden, or to remain in its orlginal colour or colours.

The program will report an error if the finish position of u rectangle
1s elther above the start posilion, or Lo the Left of the start position -
or bath, [t's best ta keep b the simple mulos!

Fou can ereate blue sky by starling rectangle construction with cursor
in top lelt-hond corner of soreen, centering it using SYMBOL SHIFT
and key €, then move it to ngm extreme uging SYMBOL SHIFT and
key 8, then preseiug zere, ¢ - then ¥ or N depending on wlwu\g there
ave any cast members in tho arca and If you wich to hide



ROOF-SLOPES - left and right
Look earefully at the keys for mimbers | and 2, und nolice the
Graphics = mbnh(nu these two keys. They are mirror-images
of one mother, @nd show 2 filled-in squave with & small

=

out of the Lop corner, creating « small step, The symbol on key 1
Tss a plece out on the cight, giving the impression of a stepped
slope Lo the right and e syl on key 2 has the oaposite, Siving

the impression of a stepped slope to the Teft. This is why these
two keys heve boen chosen for he Tefl and Tight sloplag roof slopes.

Using rooi-slopes s similas o creating reclangles, in terms of
olour, but differs mainly in that you MUST choose g finishing point
DIRECTLY BELOW (ke slasling point, and this MUST veprescut

a vertieal line divectly above the BOTTOM OF THE SLOPE.
This is best undersioad by referring o the rectangle and roof-slope
hagrams, and then tr7ing a few cxperimental ones for yoursell.

To seloot  roof-slape staping down to the lefr, press the key 2 u
the cursor Ls tn ? made, and pasitioned st the vighl keight far the
roof-slape triangle, but directly OVER the positian where the slupe
must end. Then seloet colour, aither o key Tumber 2exw Lo 7, o1
for BRIGHT, SYMAOT SHITTed keys 3 to 7. Now move the errsar
twhich will have changed to ¥, and wi
cursor position) move the curser vertieally diwmwards anly
pasition for hottom of slope (scc diagram). Now press zero 0
and, as with vectongle construction, you will be asked whether sou
wanl Lo hide or net qny cust In the area. Press T or N, and the
roat-slope will appear.

You can udkd perspective o (say) a Teft roof—clope by firet creating
a triangle by left Toof-slope, (key 2) in pethups grcen, then moving
the cursor one square L the cight ond, using the sume pogitions, but
ono square to the Tight, creale aother left Toof-glope almost over
the Lop of the firsl, fut in BRIGLT green, when the ficst slope’s cdge
will appear fo he al an angle 1o the second (main triangle.

o areate right-sloping roof slopes, simply follow the Same routine,
bt soleet key 1 ta call-up the slope. Remember, the cursor must
sUi1] define e height of the triangle, a8 measured aver the BOTTOM
of the slope. Raof slopes are alse uselul as steps up Lo o uilding.
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RECTANGLES & ROOF-SLOPES

How te Posilion the Cursor

CTANGLI

Posilion of Cursor when you prese 'R' for R
L

fiatin
Position of Cursor when you terminale sefience by pressing ‘@'
Posillon of Cursor when
Position of Garsor when you Terminale sauence by prassing 'd'

R' for RECTANGLE

Position of Cutteor when you press ' for RECTAT:

e
Position of Cursoxr when you terminate sequence by pressing

Positiai of Cursor when you press 2! for left ROOF-SLOPE

Positian of CurBF whon you terminste seqience by pressing 'g’
Poaition vl Cursor when you press '1' for right ROOF-SLOPE

Position of Cursor when you torminare sequence by pressing

Ploase note that only the vullines of the shapes called-up are shown
here, for purposes of Mustration, Bul when you eroate n RECTANGL
or ROOF-SLOPE in the program, the whole aren assumes the colour
which you have ehosen for 1L,

Reetangles ae used Lo creste houses, windows, doors open and shut,
sky, distant sky In BRIGHT colour, grass, distant grass in SRIGHT
colour and many ether situations, including 'blding a member o

cast for future 'materialisation’ 1f remuired! For this you create

o roctangla the same colour as the background, wnd press "Y' when
asked il you want to hide the Cast in its arca.




LS & BORDER - and DRAW

CLS {or Clear Screen of all material and give screen selected colaur)

This may be done e Letwoen two sequences. It cannot be dene
it no sequence follows it, £.0, at tho end of 3 series of sequences,
This is because it ac mm; forma the initlal part of the sequence
lollowing it. Nor can it 5 dene i the middle of & single setuence,
e.g. I the mlddle of moving # characier across the screen, in the
middle of creating a rectangle, elc, Be careiul when using C1LS
because It will literally remove all materiel from the sereen st tho
time it Gomes into action. To use CLS simply pross the OLS key,
V' and tmmediately the computer will ask you what celour yeu would
like the soreen to be after the CLS setfon, You lell it this with a
single colour—key stroke (kevs @ to 7) and It Lmmediately vesponds.
Note thal CLS does not merely "hide! any members of east, but
permanently crases m. i, a well as any rectangles, roof-slopes,
deawings o the

BORDER

TIORDER works as normal use on the computer, except that when you
prass BORDER (key 'B) the computer mmeditely asks you what
eoloar berder you weuld like, You then touch o colour key as for
€15 above, and the border colour immediately oheys, Like CLS

the Border command MUST he bofore o sequence, or it will he lost
on playbuck. 1L you select HORDER Lwite in succeasion hefore
adding & sequence after it, oaly the second or subsequent cho
be socepted. Sa you can change your mind if yau decide in tim
Al Dorder commands will work during the construction poried, hut
anly the last one which preecdes the next sequonce will appear on the
played-hack story

e will

DRAW

1418 18 a very simple sequence of the constructional id type. Unlike
reetangle ereation, 1t has no fules as to where it begins or ends. You
can draw from the fop left-hand corner of the cursor at one point to
the same  al any other point on the screen, In any of the colours.

@10 T (BRIGHT cpuunt be used on Deawl Ty drawing o few lines

by prossing DRAW (key 'W'), moving cursor, lhen pressing '@

to complete soguence, AL euTsor movements can he usod in DEAW.
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CIRCLE {hollow and filled-in)

This 1& a very nseful canetructionsl uid, allowing sun, moon, 1
round abjects in the sky or elsewhers to zrow or shrink, and

wven neat olreles around the wrliten remarks made by members of
ast', It s selected by simply pressing (chviously enough) the
Loy lettered 0, The cirele key H was deliberately not uzed,
becauge of the temptation Lo use double-shifted H 28 18 normal with
this computer, as denoted by the red lettering under the hoy,

80 whea you requive a oirele ot disc contered on the cursor "'

¥ou slmply press key letter '0', and you will be asked calour of
cirele. Auy eolous @16 7 ean be selected. Next, you will be

asked what dinmeter you vequire, and be told what s the maximum
Fou oan have with the curser in I prosent position, without exceed-
ing the seTeen area. You can Lype in mumbers of more than one
digit, including deciimals, using SYMDOL SIIETed M lor the
deeimal polnt. Biinimum satisfactory diameler 15 .5 far non-

filled in clrcles, bul there are certuly diameters which may make
imperfect dises when filled fn. Units of dixmeter ure Lo chsructer
squares, and you should try 1o Lol used to entering the DLAMKTER,
not Tudiug, 1 the lang run this ks more convenieat L picture
ereqtion. Afler entering the diamater, you have Lo press ENTER
PRINTING 'OFER" “This Tneility has been provided to allow 2
pragressive vanishing of » dise [rom inside or outsido, or of o
hollow direle, Te print oirele OVER vou select clrele by holding
CAPS SUIET down while you press letler 0. If gou ave likely to
wanl 1 over=prial a eitele ot dise Lo make it vanish progressively
ey Lo remember to priat bofh the original and the wipinz-out
cireles ln aver mode, Loe. select both by CALS SHIFT leuer 107,

INSTANT APPEARANCE OF SUN, MOON ETC. Do this by choos-
g 2 colour bacground the same ns e Teguired colonr of chject,
and create a rectagle in the areu in this colour, Then pring

a diso of the same colour where required, and finally create s
reetanale over the first {or parl of the frst for sun o horizon)
this time of another eolour.  Flilsh rectangle by not ammg cast.
Tor most scearate ontline in flled-in disos and bos:
R D el Gy el i S,




CAST & TUNE SELECTION HE
The seluction or calling of members of tho oast consists of pressing
10 for call or easl. When this is done the computer will Tefer you
to the cast lst. In this list you will notice that all scloctions consist
of one or more Leitors, which are alvays an ablieevistion of the

cast members they ; this mekes (hings oasy 0 remember,
You simply tyye 4 the akbreviation s fhen prass ENTER oy,

The computer will now ask for a colour, or for the larger cast
members, goluur uf tap, You simply press the appropriate colour—
key. Afler this, you will normally he nsked whet speed you want

the abject to move at when played back, and you press n key numbered
1o 8, 5 being fustest, On somo sclections, other questions will ba
asked, which ave answored, aguiu by a siagle keystroke fno ENTER),

A bloop will be heard nd the eursor will become a Hashing 0,
superimposcd on the head of the figure, if a figure has boen celonted.
You move the cursor (and the cast meniber) in the appropriate
direction by the arrowed koys § o 8, or, if dlagonal movement is
required, by keys T, ¥, U or | {soe CURSOR pagol. In the Movement
made, you CANKOT use the qulck-poxitioning dodgo of using

SYMBOL SIET a5 you can when fhe cursor is in '?' mode, but you
oan use Tepeal by holding wn arrowed or diagensl movement key dovn,
Witen in the movernent made o bleen will Le heard cach Lime a moves
nent key is pressed, or repeats if held pressod, When the st
member has reached its roguired destination, you ean end the soguence
in one of two v Pross 7ero, ‘¢’ and the abject will cense to move
and eursor w1l vevert to & Mashing !, leaving the east member
printed on the sereen. Allematively, you can end the sequence by
ITeSsing V! (for VANISI}, whon the cast member will he [stontly
erased st the lust slep of {ts movement. This is particularly usefyl
when yon want s ligure to walk behind o house ..., ke it vanish

when if eachos the house odge, MaeTt § pruse of suitable longtl,,
thien vecall the figure just beyond the other house-wall edge. It Ls
also usehul o dematerialiss A TFO or ofher crall at the edge of the
soreen,

ach time a cast member 1g selected, the scquence number in the
botton loft-hand corver of lhe sereen incresses by ono count. Tt
decreases whea DELETE (g uged,
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SELECTING A TUNE - FROM MEMORY

Selection of g tune (dlready written und n the memory under a
wnmber | to 8) is the same s solecling o member of cast, Yon
pross © for odll east, then PT and ENTER, You will then be asked
Lo prese number of fune you want played at this pert of the story.
You press the numbor key, and you will e askad if you want it
played now or nat {y/n). If yes, it will be playod, provided that
there is a tune in that mumber slot, Whether you want it played now
or nal, that fune number (even if empty) will be alloeated to the
eurrent sequence number in the stary, for playing it In playback,

Tt L8 wige to listen to the tune when selecting it to make sure it's
the Tight one, and not emply, If emply or wrong anc, use DELETF.
CALLING FOR "WRITING A TUNE'

Again, this is just like calling-up o member of cast, except that no
soquence reservalion is made in the story program, Le, the sequence
number, bottom left of the sereen, is not incremented. To eall
WRITE TUNE, presa 'C’ for eall, then enter 'WT' and press DNTER,
You will then be tald whet the fivst vacant tne number space is, *

and uskod I you are happy with this, Normally, you will be, and will
answer 'V, But you may want o overwrile on existing tme with
anew one. If you say ¥ you will be told the computer ix in tune-
writlag mode, bul if you say ¥ yon will be asked whicl tunc you

ish to alter/rewrlic. $o you entor the number you wish to dlter

and the compater will then play the tane as it is at present, so as to
ullow yor to be sure of your aclions. After thls, it will give you

the options of adding Lo the end of the tuna (which slgo allows vou to
delete noles backwards from the end and revrite them), o completely
Tewrite the fune, or declde afterall not to alter 1t ut wll (STORE, §)
1T you apt for ADD TO, the tune will again be played before WRITING
MODE oceurs, o refvesh your memory of the func 45 it exists.
WRITE TUNE can be ealled ot any time without interfereng with the
progress of the construction of « story, But PLAY TUNE adds the
sequence Lo the list of sequences for subsoguent replay, lut can

be deleted with DELETE the sqme a8 ofber soquenees (ses DELETE)
* Fivat vaeant numbor iy lowest mumber unused. Numbers after this
iy be agcupied -or not.




THE WRITING OF A TUNE s

1t ds assumed at this stage that you have arrived at the TUNE
WRITING MODE stage of the lune wriling part of the program,
(se¢ CALLING FOR "WRITING A TUK

Onee in this mode, you are Teady to compose your own tue, bnt
you need not be nervous in cage you make a mistake, as note deletio
is very simple. Imagine the keys numbered 1 to & are the white
notes an a piano or other keyhoard and that '1! is middle C, and '8’
1stop C. B, for keys 1 to 8 we have ... C,D, K, F,G, 4, B,C.

Try playing the scale, but stop for a moment alter playing the first
note, key 1, You will now be told that you have played note No, 1,
and reminded fhat for & single fune you arc allowed up to 99 notes.
This is ot such & lmdialion, as 98 notes take quite & time to play,
You will have nuticed that 7o are also told you are In Octave No.1,
and, if you have no loud nolse in the raom you will have heard the
mote you played coming from the compuler, Now continue with the
seale, but when you reach kev 8, hold It down for the note to repeat
say four times ...ok?. Try that bit out now by pressing zoro, @,
then 'P' for PLAY, and the scale you played will bo plaved back,
rather quickly, with u long duxation acte on the lust note. The
theory of musle will not be gane into here, but o lot of experiments
went Luto the systom nllowing an easy way of varying note durstion,
and you sheuld find the final system quite easy to get used to. I
you are playing a quick tune or passage of « tune, then only allow

a single beat when you press the keys, A beat plus a repeat will
glve 2 lenger note, cte,, up to 6, when na longer notes will be
possible. Naw try a few nates by pressing '8 betwoen them, after,
of course, having fivat got hack into writing mode by pressing R'
(RE-DO).  '9" gives a pausc between notes, but only a short one,
but it can be Tepented for longer pauses, but each onc counts as 2
nole on the nole counter, Sharps and Huts are explained later.

Now, in ths middle of a series of notes, press 'R' und continue
playing. The pitch will have riscn by an setave, and the octave
number will now read 2. Things will remain unchynged wntil you
press 'L when cetave 1 will agaln return, Preesing 'L' aguin will
now tuke you to oetave @, which is the lowest in this program,
After re-entering tune-writing mede, octave always resetsto 1.
R & L stand for raise and lower octave.




Y writiig o Tuse (cont'd)

Yo will have noticed that us you press ‘9" for a paise, you heard
Ligh-pliehied uote. This note Ls only to conflrm hal @ puuse
boon solectod, and doos K0T lorm part of the tuno,

Nat 4l funes can be compased using anly the white nates C to C

of a Swyboard, Provision hus been made in this program to play

the hlsck notes as required. Tn the key of C, these are eallod

sharns and fiate, but o blzck note which s o fnt Lo the nest higher
white note, 13 also  sharp to the white note below it. So the progeem
simplifien the isome by allowing you fo play the sharp of any note

€1 C (keys 1 ta 5). I you want, say, D-sharp, fizst press 'S' for
sharp, then press '2* for D, This will give a pitch one semitons (#)
above . Now press D again, and the natural D will agatn sound -
uot Bshurp. The Sharp mechanism Is Am,,uu} o rosel IMVEDTAT-
ELY w0 £ you want to repest
You MUBT eamemiveniln prass ‘) bofore wamaing 1 sach st [

But 1his dove not apply {0 sustained notes, when you hold a key dawn
for scvoral boas this case the sharpucss ined for
the wholo duration of the note, both during composiog and playba

NOTE DELETE (for use sl any time if vou press the wrong note? )

AL any tme when you are composiag, you cen end the tune fempox -
urily by pressing 3, ond play It back so Tar, by pressing P,

after Listening 1o it, add to It by pressing A
(ADD=TO),  when 1t will play again to refresh your memory..
our fune wits 0.k except for the third to last uote. Whin in the
fune-writlng mode, pross D', for DELETE, mud yeu will hear a
Towaole, At the same time the note mimber will decresse by ons,
Tiis means tho last note bas becn deleted. Press D) two more Limes
and you will have deleted the offending wrong note, and you can
corecet 1t, and finish the tune, hopefully correctly.

We have now covered gll aspeets of line composition, and it enly
xemaing for you to get some practice in, Most pecle will find tho
rystem simple 1o gel used 10 1n a shart time,  Ineidentally, you can
completely dostroy o fune by golng inte writing mede os 1f to comp
then pressing "¢ lmmodistely. The final filing of a tune result,
With oF With?ut notes in it, only oecurs when you answer the
‘miestion "STORE™ with 'S', when a trimmphant sound will b b

d
and the tune mumber will be confirmed, o that you mow how Lo el
up that fune in future,




CAPTIONS, ANNOTATIONS or QUOTATIONS - Typewriter Mode

The writing of words on the screen ie done by a constructional

ald type of sequonce, i that it do8s N0t TEQUIXS you Lo call it up
with 'C'. When you want o member of east to "speak”, you simply
positian the eurser (in free mode, i.e. when it is '#') to the right
of the cast member, er above it, and press 'Q'. You will then be
asked what colour you want the pristing to appear in, and leld that
if you choose 19 it will contrast with the background, i e. black

LE background is a light eolour or white If background is dark, So
vou seleet your colour (single key-stroke, @ to 1 or 9 vontrast),
and the computer bleeps and the cursor becomes flashing inverted
commag, " . You can now write your caption, or st least the [irst
ling of lt. I wrltlng ceptions, you may, whenever you wish, use
the CATS SHIFT (left, hottom of keybogrd) to give enpltal leticrs.,
This is arare  case in which you should use the eaps shift lu thig
program. You may also use the SYMBOL SHIFT in order to print
things like ? and ! znd & if you need them. When you have

put all you want on the first line, somplete the sequence hy pressing
@' (ag with all other sequences) and meve the cursor 1o the next
line down and to the left to begin the next line of caption, Note that
the progression of the ("} -mode cursor is automatic towards the
right as you type the caption, and it cannot be positioned by the
normal curser direction keys in mode Q. So, if you make n mistale,
simply end the sequenes (press '$') and use DELETE SEQUENCE
and re-do the wrong part of the captlon. If you approach the right—
hand edge of the soreen tou elose, you will be given & warnlog,
eventually fellowed by the advice to xe-do the line, starting lurther
in from edge, ©n this warning you may type one more leller ONLY
plus the end of sequence '@, 1f you do not use DELETE ufter a
mistake, but simply start a new caption over the ald one, BOTH
will come out in sequence Lu the replay, the wreng one first.
INSTANT PRINTING. MNormally, captions come sut on veplay,
letter Ly letter, In the order they were written, If you wint them
to appear instantly, you can do €0 by typing them in the same eolour
us the backsround (15 101 a5 the background ks not @ BRIGHT
solour), and then creaiing a rectmgle over the whole caption, in

# contrasting celour, snd ending the rectangle with "N' (for not
hidiag cupl in area). The printing will then assume the colour

in whdeh 1t was printed. Note thal printing epaces over print,
DHAW ilems or cast members permanently erasee thom,




" DRLETE - - Seaucnes
DFLETE may be used as often as you find necessary during story-
compiling, and it funetion is 1o delete the last sequence completed.
The procedure i vory simple; so stmple i Inct that & safeguard has
bean incorporated Lo prevent aceldental use, Suppose for a moment
st vou had crested a house with windows and doors, inserted a
suitable pause and then called-up a standing figure in the doorway,
“Ihen you suddenty vealise that you should have opened the door
before showing the figurel AI you have to do 15 to press D' for
DELETE. The computor will then tell you you have asked to delete
sequence No. (say) 10, and ask you I you are sure, If you sre sure
you enger *Y' and press ENTER, whon the sequence number 10 in the
Lefi-liund Bollem camner of the sereen will change to 8, denoting thit
sequence 10 has been deleted snd when played buck the Sigurc will not
appear at the dovr. 50 you can now srrange for a reelangle of o
different colour ta the door, down one half of the door to give the
appearance of tho door hall-opening (which s more eflective than
changing eolour of the whole door), and then pur your standing figure
in the open part of the doorway. Note thul, If thers is an ervor in
the sequences further hack, which you want to correet, thon you nmst
elther destroy all subsequent sequences, orking boel
or redo the whole siory from serateh, You eunnot dolete mid-
sequences, I you use DRLETE for a moving sequence, e.g. u fgure
waliding or nmning acrass the serecn, be sure thal you kave completed
fhe sequence [Lrst (with 0 pr '¥%. When you have deleted, and play
back, you will find the whole ereatlon of the figure ond its mavement
will b absent, In the find story, On the ather hand, if vou make &
mistake in seleoting DELETE, you oaly have to answer!N! when asked
$f yau ave sure, and normnal story compositien mode 15 resumed as
If nathing hed happonod,
DELRTE will work with sny soquence, elther a cust-call sequonce
or constructionsl anything which has = sequence mimber.
Vs it on Rectangle, Roof-slope, Draw, casl call sequcnce of
stationary o moving cast members, or Play Tune call, a3 wall as
captions (' for quotation - Lypewriter mode sequence), Dut rem=
ember that each line of Quotation has Lo be 2 sepurate sequence 50
you anly delete une line at o time when deleting printing fram a s
DELETE will erase a casl member if sequence was cast, hut s
1eave other items 4t the constructlon or writing stage, making them
absent from Teplay, though.

e last,




CONSTRUCTIONAL ALD AND CAST CALLING s

CONSTRUCTIONAL AIDS

Eack of the following aids arc called direet by their appropelate
keys; i.c. you do NOT preas 'C! as they are not members of 'cast!.

Aid tyme. Press key lettered
RECTANGLE R
ROOF-SLOPE LEFT 2
ROOF -SLOPE RIGHT 1
DRAW w
PAUSE M
BORDER B
DELI n
CLEAR SCREEN v
SAME 8
Q

QUOTATION
uypevmm mode)

CIRCLE

above aid sequences except
T s are ComAEES iy peesalg ger .
© CAPS SHLFTED O (60 CIRCLE page),

Remarks
Colours 0 to 7 plus
bright version of 3-1
colouTs as above

#s wbove. All above
may hide or not hide
ainy east In their area.
Colowrs 0 4o 7 anly,
May be wiped out by
DRAWIng over same,
Pansie before next
sequence 110 % secs,
Chinges Border
Golour ut sterd of

mext sequence, (0 10 7).
Deletes last sequence.
after cheeking validity,
Removes all material
from sereen and givos
screen colour 0 1o 7.
Callg last member of
cast to be called, 50
saving having to eall
and repeat colour ele,
but asks for new spoed
For cast recall ouly,
(none of above uids).
Colours 0 to T plus
Conbrast with bisgud,

stantaneons ones, border,

tof




MEMBERS OF CAST' LISTING
The following may each be called whenever the curser 1s in *2" made
and sutomatic correction Is made should cursor he placed toa close
Lo edge of screen area to aceanmodate complete graphic. Calling
procedure (s prose 'C! for call, or east, then Lype in cxast code,
which 13 an abhrevistion of graphic Tepresentation vequired, Then
pross ENTER, The waving ligure, standing figure and front~facing
choice of certain ofher figures are not moveable, and sequence ends
with their appeatance on the sercen. Otherwise, where movement
is available, or ehosen, they ate moved by the arrow keys 5 to &
end dlagonally by keys T,Y,U & I (see Tha Cursor page). Sequence
ol mevoment, L& ended by pressing (§ zero leaving grapiic an screen,
or by V which makos it vanish at end of its travel, 1f deleting 2
sequence, complete it first with @, (see DELETE|

DESCRIPTION Call Codtng DESCRIFPTION  Call Coding
Man walldng to Tight e coaleft ml
Girl walldng ta Tight * g oaleft® al

Figure standing
(ehoice of facing 1,r or [) st =
Figure waving W (speed of wave selectlle, one wave
per calling

Figure climbing

Tacing right clr alt
Cat walking to right *  er e
Car maving fo right err et erl
Hear walking o right * b coleft® 1
Extra-terrestrial
walking to right ~ *  elr o0 deft * el
Astroniut walking to ol & ar 1o leftr al
pird flying to right +  bdr bl

% Motareyele to right mat mel
§  Helicopler to TIght hor el
% UFO, smcer typs (hyrumetrical]
*means these seleetlons i you Lo choose stationary Front-facing

view also, axecpt bird which faces way you selectod whon settied.

i soparate eolours for top and bottom halves for vider gad bike),
The culls for WRITE TUNE and PLAY TUNE {wt & pt) are deall
wilh in the appropriate section




SAVING YOUR MASTERPIECES ON TAPE
After having made a few try-out storiee and played them back, you
ave uo doubt itehing by now Lo Ut 3 stery on tape, $0 Hat you san

load the computer with L af any time you like, and show your fricnds
your brainchild!

Saving on tape is made espeeislly easy for you, You are advised
to use a C 10 cassette for saving your storics, perhans ne story
an each side of the tape. Saving and subsequent loading is done
In two stages esch, total time about 33 minutes, Make sure you
use highmquality computer tape Like we do, and you should find
the proceas entizely relizble.

After playing u story, and being satisfied vith the Tesult, you o
put the computer program inle saving mode by pressing T and

then FNTER. Tl actlon has been deliberately made Lwo-slage

to pravent accidental taping mode or acoidental erasure of story!

A bleep will sound after entering T and you will be nsked to coler

a litle fpr your story, De sure to fit this into 2 tetal of 11 key-
presses maximum, and if you don't want A name, then entex a single
space. Press ENTER and you will hear a bleep and be reminded to
check that recorder Ls connoetod & roady bo go, Mke sure Lupe

15 a llank or unimportant one, and thal you have run 1t rom ls

cnd to the end of the coloured leader-tape. When all s well, press
ENTER and yeu will be told to press ENTER once more, having
startod tho recorder on RECORD first, Saving will now teke place
and last approximately 3 minutos, Siay nearby, ns after this Lime
there will be g Bloep and you will bo asked to pross ENTER again.
Do this as soon 25 you can when asked, and after about 30 seconds
the story will be saved. Most recorders now have buili=in level
controls which are antomatie, snd volume setting Ls not necessary,
I you uge & manual Tecord-level machine, ploase do an experiment -
al run ot bwo on short stories to find best volume for record wad
loading, because you only get ONE CHANCE bo save your story
After saving a story o Lape il Ls TIAL to disconnect the
computer and re-loud the MCA tape before attempting to make nw
stories. Dut vour masterplece, once saved, ean be reglayed as
often us you like when I euds, by prossing ENTER ug instructed.




| 20 IF YOU GET AN ERROR MESSAGE OR ACCIDENTALLY 'BREAK'
The program has been extensively tested and error messages
should nol ecour in the normal run of {hings. Bul when you ara
in typeiter mode, ( QUOTATION, when cuTsor is ), and if you
are printing a caption In caps with fhe CALS SHIFT down, and 1T
you press SPACE while CAPS SHIFT is down you will break inta
program. The best remedy is not to Lot It happon, but LL it daea,
then press C for Cantinue, then ENTER. There will be 2 space,
as you intended, in the printing on the scrcen, but NOT in the
computer’s memory, If you wanl & spaes at this point on playback,
be sure ta add another, so that there are tvo gpaces together whare
you wanted only one. On playback you will find just one space,
(test this far yourself by ending the ¢ sequence with zero and
prassing P for playbacky.

Any alher ervor message will probably be a fresk condition in which
the copputer gels % wrong bit of information for one techaieal reason
or anothur, 1t s unlikely that C for contimue will put the pragram
back o worle, as the crror will gtill be present, depending an what
itanature 1s, 1 this £ils, you may have to type G for goto, 1.
This will destroy the story so fur, rogrettably, but the likelyhood of
& erTOT Mestago under normal working of this program is so small
that it is hardly worth lnsing sleep over its happening!
NEVER 'RUK'
Under no eircrmstonees muat this program, MCA Lo RUN in the
normal way. That is why you have been told, if in real trouble with
e e e e
BY-IASSING THE MCA DEMONSTRATION STORY

You may well tive of having to wait for our demoustrution show to
i each tims you want 10 Malks Up your owh Story. On such
oconsions, the remedy is quite simple. BREAK Lo 1o the program
whilet the demenstration is in progress, by holding CAPS SHIET
down and simultsieously prossing the SPACE kep. Now press G
(to princ GOTO, and 1. When you pross rotum, after  couple of
secands the cursor v.-m 4PDEAT I tho Lop left-hund cormer of the
sereen and it's a1l yours!

Similurly, U you want o over —write fhe fuies | and 2 you can {see
WRITING A TUNE]. No. L 13 God Save the Queen, and No.2
pyslght sive 1905, .8, Rally) ol n, O

ik, ne T W v any volunlar,

o-T




HELDEUL INFORNMATION 5

Stories muy b started with black boder aad bleck serocn by using
BORDER i C1.S
not fo malce U fiest owwinliar of cast black also, tough, or it will
ot e seeul T is @it a good iden Lo producs sy und fsay) arass
i 5oon as possilies, and cerluinly before eraating o houso el
ar vm, elie In U1 Xeetangle o roof-slaps cyivgory, 11
ure all in | vl wipe newnother vut , 1o,
I you print o W eectangle over a ved oo, the b sl filo aver
whers they oveslap. Dut members of oust tny be moved oycr any
af thse paper-prinied arcus, without disniv
too that DRAW is i ink eolour, Tile the
rased by  anst menber passing aver it, just
Ut by east. This lutier s (ortunate, be h
e to Ling 1 elationary ligure baek 10 1ile to make L wall
10 Tun abent when you wanted to. DRAW is a PRINT OVER fuetion
whiel means that if tvo Idencloal DRAWS are superi mposed, th
second wipes vul the fivst cne, USE PLENTY OF DAL ey
story-creutlon. Hormally, a 1 or 2 sec. puuse should d
whera you want to add susjense pop dn a 5-secon |

eolour, B carahil

dl prossing sero for eac

£ menbers

The Ihree non-sequence effects, CL.§ AND cm\r,m PREEN
COLOUR (wiping iL cles of EVERYTHING), T it Galour ehinge
imd PAUSE gso-many secends 1 Lo 4) may all e onee
durlig playliels, by duig ers sequentially and follewing then
any sequence, eonsteuetion or east, 1 ol wan ta chang suren
ealonr av part seresn eolour, use IEC over part ar ull
au vl DIAT, CTCLE or east nsmbers o
L K (10 Lo hide 15t 13 a7t
al

o hackgvound for sach,
veatangle over wholc or (i, ogain wid ‘uL\thm{ cast. T
wark out how iy i e Geino were created ..., ey ail v
the techuieies sy ialle Lo you.

You wre 1 uopy el olinuedie, sinco e pra
i reasanably priced and handzeds of writing Tou

should reasunably
IE U By eI o LD kL o o
voluted Lo fis pacdicula innovidion i hente compies e,

SIS

expootod o bEing fair rowar




