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FLLASH!

'FLASH!'

" Ayt should be

Free!"
(George Santayana)

Congratulations! You are about to get to grips with
our 'FLASH!" demonstration cassette, specially writ-
ten for your enjoyment and practical use. So LOAD
it into your SAM Coupé now. If you're not sure how,
take a look at page 8 of the SAM Coupé User's
Manual, which explains the cable connection be-
tween your computer and a cassette recorder, and
the settings on your cassette recorder are covered
on page 20 of that Manual. When everything is set
up, just type LOAD "" then press the corner-shaped
[RETURN] key on the SAM Coupé keyboard and
start playing your 'FLASH!' cassette. In this booklet
we've put the name of any special control keys on
your computer keyboard in square brackets, such
as [RETURN].

SIDE A of the cassette contains an introductory
collection of demonstration programs, followed by
the 'FLASH!" artist's package by graphics wizard Bo
Jangeborg. On SIDE B, the 'FLASH!' graphic art
spectacular comes first, with the demonstration
programs afterwards. You  will be conducted
through these demonstrations on your screen by
our SAM cartoon character, and you are very wel-
come to BREAK into them and take a look to see
how the BASIC programs work.

This booklet is devoted to the 'FLASH!" artist's pack-
age, which will teach you how to get the very best
out of the SAM Coupé's graphic art capabilities. In
fact '"FLASH!' is a sort of instant graphics processot,
allowing you to achieve anything your imagination
can dream up, display it on your television screen
and use it in your computer programs. It's not only
very powerful, it's fun to use!
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When 'FLASH!' has LOADed, you are presented
with the 'working' screen. This features a range of
options on offer for your use in creating and ma-
nipulating graphic images, set out in a series of
working bars and rows of symbols. The 'control'
area takes up the top part of your screen, and it's set
out exactly as in the diagram above. The lower part
of the screen shows part of whatever graphic image
you want to work on, and we have supplied a ready-
made image so you can begin to experiment right
away.

'FLASH'! has been deliberately designed to be as
easy to use as possible, and once you have learned
to handle the 'control' area, you'll discover how
simple everything is.

MAIN MENU

If you think of the 'control' area as the Main Menu,
then all you have to do is point out which item you
are interested in, and it will be served up immedi-
ately. There are lots of other pages in the Menu, and
you will also learn how to 'pull' them down to make
your selection.

ICONS

Take a look at the rows of boxes with symbols in
them. We call these boxes 'icons', and each symbol
represents the feature that becomes available when
you open its box. The left-hand box on the bottom
row has an image of a BRUSH, and you will notice
a little picture of a stubby pencil pointing at it.
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CURSORS

This little pencil is your main 'cursot’, and you use it
to pinpoint any items on the menu that take your
fancy. There are other cursors ready to help you,
and we'll explain their purpose as we go along, but
all cursors are moved around your television screen
in the same way. You have the choice of using a
joystick or a mouse with 'FLASH!', but let's assume
you are using your keyboard to control things. One
press of the following keys will move your cursor by
one dot (or 'pixel) across the screen. If you hold the
key down, the cursor will keep moving until it is re-
leased:

[Q] moves up

[S] moves down
[I] moves left
[O] moves right

Move the stubby pencil cursor into the lower area of
your screen now, and see how fast it can travel. You
will also  discover that it can move around
diagonally if you press certain movement control
keys together. Still keeping to the lower part of the
screen, watch the coloured checkerboard atea on
the left-hand side of the Main Menu. It is displaying
a magnified version of wherever your cursor travels
in the graphic image, a sort of “blow-up' which will
be useful for creating and changing fine details in
pictures and animations. (Yes, 'FLASH!' can do
animations too.) Now place the cursor in the Main
Menu, which makes the ‘blow-up' display area turn
into a full colour chart, displaying all of the shades to
be found on page 66 of your Uset's Manual. Move
the cursor to somewhere inside this colour chart
area, and leave it there.
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"Colonrs speak

all langnages"
(Joseph Addison)

ACTION KEYS

Once the cursor is pointing out a particular option
on a Menu, or pinpointing a spot on a graphic
image, you need to be able to make your selection
or trigger a course of action. Again, we will assume
that you are using your keyboard to control things,
and the keys [N] and [M] have been given the task
of performing as special 'action keys'.

THE PALETTE

If you look at the bottom line of the Main Menu, you
will see all the colours that are currently poured into
the 16 paint pots of your artist's palette, numbered
0 to 15. The long bar to the left displays the current
paper colour P, and the long bar on the right-hand
side shows the current ink colour I. You can choose
any one of the 128 colours on offer in the checker-
board colour chart and pour it into any of the
numbered paint pots, as well as selecting if that
colour is to be used as the paper (background)
colour or the ink (drawing) colour.

CHOOSE A COLOUR

Move the cursor and select any colour you want
which is different from the ones already poured into
your numbered paint pots. The left-hand coloured
bar is a 'mixing' area, and when your new colour is
triggered it gets transferred there. Another press of
an 'action’ key will transfer it to become the current
INK colour. (You can also trigger the 'mixing' area
directly) If INK is set to any of the 16 paint pots it
can be triggered to send it to the 'mixing' area.
Similarly, move the cursor along the multi-coloured
bar representing the current choice of the 16 colours
poured into your palette's paint pots. When the
cursor is resting over any one of them, press [N] to
make that colour the current paper colour, or [M] to
select it as the current Ink colour.
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SHUFFLING COLOURS

Here are a few short-cuts, using single number keys
on your keyboard to perform instant changes in
colour.

[1] shuffles the current INK colour one paint pot to
the left

[2] shuffles the current INK colour one paint pot to
the right

[3] shuffles the current PAPER colour one paint pot
to the left

[4] shuffles the current PAPER colour one paint pot
to the right

[5] toggles the brightness attribute ON/OFF

COLOUR ANALYSIS

Advanced users might be interested in the colour
analysis reports displayed on the left of the Main
Menu colour chart. It's headed RGB, which stands
for the Red, Green and Blue components that make
up all the colours in the chart selection. The single
numbers below each component colour show the
ratios of those colours mixed together to make up
the current choice selected from the colour chart,
and the number below that is the number that
appeats in the Uset's Manual colour chart. For
example, colour number 37 (hog foot) is made up
of 4 parts red, 2 parts green and 2 parts blue. Colour
analysis is normally given in even values of red,
green and blue pigments, but you can change this to
odd numbered values by moving the cursor to the
bottom line of colour analysis  reports and
pressing [M] for odd values (which gives a subtle
change of colour), returning to even values with a
press of the [N] key. You can also mix colours
directly by changing the RGB numbers themselves, in
the same way as described below for CYC speeds.
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CYCLING

And now for some instant special effects! Under-
neath the colour analysis reports there are the large
letters CYC, which control 'cyclic' functions. If you
look at the paint pot numbers 0 to 15, you can see
that two of them are highlighted in green. These
control the limits for a rapid series of colour changes
that can be cycled over and over again. The first
highlighted number  shows where the sequence
begins and the second one indicates where it ends.
To change these boundaries, simply move the cur-
sor over any number and press [N] to begin the
sequence, followed by [M] to end it. To control the
speed of the cycling, go to the plus or minus sym-
bols below CYC and touch them with the cursor.
There is a range of speeds from 1 to 99 on offer, and
you can decrease or increase this rate of colour
change by using [N] to alter the speed by ten units
at a time, or [M] to vary the speed one unit at a time.
For example, highlight the range of paint pots from
2 to 14, then go for a very fast rate of colour change
by choosing a speed of 5. Now place the cursor
over the left-hand C to make the sequence cycle
towards the left, or over the right-hand C for cycling
to the right. Alternatively, you can choose the Y to
make everything 'pulse’ backwards and forwards
between your paint pot selection. If it either 'action'
key [N] or [M] to start off any of these special
effects, vary the speeds by changing values with plus
and minus, and grind to a halt by reducing the speed
to zero. The letters FLA next to the plus and minus
on the screen are used to trigger the FLASH
command in MODES 1 and 2. Please refer to the
User's Manual if you don't understand what that
means.
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A graphic art package that only displays two-thirds
of a screen at a time is about as useful as a chocolate
kettle. At the extreme right-hand side of the Main
Menu is a vertical indicator bar. The shaded area
indicates the part of the current graphics screen that
is obscured. By moving your cursor up and down
this bar and then pressing [M], you can scroll the
graphics vertically. Of course, we have supplied a
control for revealing the entire screen, and you will
come across that in the next section.

THE ICONS

Now you can begin experimenting with the graph-
ics and start drawing on the screen! Because the
process of creating pictures with your computer can
get a bit complex, there are two safety icons available,
OK and UNDO.

OK

Every time that you feel satisfied with a stage of your
artistic work, it's good practice to tell your SAM
Coupé all about it. Simply run the cursor over the OK
icon and press [M]. The computer will then fix
the current state of the graphic screen in its memory,
and use that as a reference point. An OK s auto-
matically executed every time you use the BLOK or
CUT icons, or use a "Pull-Down' Menu inside BLOCK
and BLOCK2.

UNDO

On the other hand if you make a mistake with your
graphics and mess up the screen in any way, all you
have to do is trigger the UNDO icon with the cursor
and a press of either “action' key. The computer will
rub out anything on the screen that was placed there
since the last OK reference, allowing you to start
again from the stage when you felt satisfied. And if
you then suffer a bout of second thoughts, another
press of an “action' key will UNDO the UNDO! Both
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the OK and UNDO icons will flash green when you
use them to indicate that the computer has taken
notice of your instructions.

If you've been impatient and started playing around
with the other icons, you are politely requested to
start from scratch and LOAD up 'FLASH!" again,
because the next part of this booklet is a step-by-
step guide to creating graphic images, and all the
settings should be exactly as they were when 'FLASH!'
started up.

There is a choice between two methods for simple
drawing on screen. You can use a range of paint
brushes, from the finest artistic line to the equivalent
of a decoratot's roller! Or you can opt for a spray can
with a range of different nozzles, allowing a more
subtle see-through effect. There is also a method of
filling larger areas with patterns and textures.

PAINT BRUSH

When 'FLASH!'" starts up, you ate automatically
given a hair-line paint brush to use. It is moved by
the usual cursor controls, so position it somewhere
in the graphic screen area now and get ready to
paint. To paint with the current PAPER colour, you
keep the [N] 'action' key held down, and move the
cursor in any direction you choose. This has the
effect of rubbing out any pixels that are set to the
current INK colour. Similarly, if you want to paint
using the current INK colour, keep [M] pressed
down as you move around the screen.

CHANGING STYLES

Now move the cursor over to the right-hand side of
the Main Menu, where you will find three icons
stacked on top of one another. The bottom one is
used to select a new paint brush, so trigger it now
and take a look at the range on offer. Move the [I]
[O] cursors to browse left and right, and watch the
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FILL

different brushes appear in the bottom BRUSH
SELECTION icon. When you have made your
choice, press [M] for action, and try using the new
brush for painting. After testing the various brushes,
UNDO your handiwork and trigger the SPRAY
CAN icon.

SPRAY CAN

This is used in exactly the same way as a paint brush,
and is pre-set with a fine nozzle. To change styles,
go to the middle icon in the stack of three, which is
for SPRAY SELECTION, and experiment with the
various options. Notice how the use of similar styles
has a slightly different effect depending on whether
they are painted or sprayed on.

FILL

If necessary, UNDO your latest daubings and draw
a rectangle somewhere on the graphic screen. Now
select the option for filling in areas with colours or
patterns. The FILL icon calls up a new cursor to
remind you that you are dealing with a different
method of manipulating images, so move this mobile
paint pot into the rectangle that you've drawn, and
hit [M] to fill it with the current pattern that appears
in the PATTERN SELECTION icon (the top icon in
the stack of three on the right of the Main Menu).
Now rub the pattern out by pressing [N]. To see the
selection of patterns available, trigger the PATTERN
SELECTION icon and make your choice as usual.
FILLing in MODE 3 operates over half the screen at
a time.

You can also paint and spray using these patterns, and
this effect is turned on and off by pressing the
[F9] function key on the computer keyboard. You'll
find some similar shortcuts at the end of this book-
let.

10
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If you want to draw geometric shapes by hand, the
process will take a long time and the results may
well be inaccurate. Don't worry, there are several
shortcuts waiting to help you. First choose an
appropriate BRUSH and then experiment with the
following techniques:

CIRCLE

Trigger the top EMPTY CIRCLE icon, which repre-
sents the citcumference of a circle. You draw a circle
by picking a spot on the graphic screen with the
cursor to pinpoint its centre by pressing [N].
Then you move the cursor away to wherever you
want the edge of that circle to appear, and hit [M].
You can draw as many circles as you want, and
overlap them in any way. By triggering the lower
FILLED CIRCLE icon, circles can be drawn in the
same way as empty circles, but they are automatically
filled with the current colour or pattern effect.

ELIPSE

The two elipse icons work in much the same way as
those that allow the drawing of instant circles. First
activate the EMPTY or FILLED ELIPSE icon,
and then set its centre with [N].Now experiment with
your cursor before fixing the elipse's final coordi-
nates with [M]. A choice of a vertical or horizontal
axis is allowed.

BOX

This pair of icons triggers the drawing of squares and
rectangles, and you can select an EMPTY or
FILLED BOX. As with circles and elipses, you use
[NJ to set the first screen coordinate, or starting
point, and then play around with the cursor until
you are happy with the dimensions of your box,
which is finally set by pressing [M].

FILLED citcles, elipses and boxes remain empty
until their positions are fixed on screen with [M].

11
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"Det bar dr ett
Svenskt skamt!”
(Bo Jangeborg)

LINE

To achieve simple line drawings, there are two
icons that can be activated. The top one lets you
create a CONTINUOUS LINE, by setting a starting
point with [N], and then moving the cursor to any
number of further positions and pressing [M] every
time you want to continue the line. To set a new
starting point, simply press [N] again. With the
bottom RADIATING LINE icon, [N] sets up a start-
ing point just like before, but the computer uses it as
a reference position until you choose to use [N]
again to set a new one. Set up a reference point
now, and then draw radiating lines from it, by
pressing [M] every time you mark the end of each
radiating line with your cursor.

BLOK

As you may have gathered, the author of 'FLASH!' is
Swedish. He's been invited to explain why he has
chosen to spell this icon BLOK, and we are pleased
to print the answer alongside. Now that's clear, you
can be introduced to one of the most powerful
functions of this graphics package. When the BLOK
icon has been triggered, 'FLASH!'" immediately dis-
plays the entire graphics screen and waits for you to
define a BLOCK of graphics inside the pulsating
'window'. You can treat the entire screen as the
BLOCK if you wish, or redefine its borders by
setting the first corner of the 'window' with the
cursor and pressing [N]. The cursor can then be
moved around the screen, and you can watch it
pulling the 'window' frame with it, in any direction.
To set the boundary of the BLOCK, press [M]. This
is where the real fun begins.

Make a small BLOCK, as described above. Now
move it around the screen with the usual cursor
controls. Glue a copy of your BLOCK in position by

12
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pressing [M], and move it again. You can position as
many copies of the BLOCK as you want, and they
can overlap in any way. Perhaps you need to
UNDO the screen at this stage, before trying out the
following special effects with these keys:

[1] inverts whatever is in the BLOCK
[2] gives a mirror image

[3] rotates the image through 90 degrees every time
you press it

[4] gives various special effects indifferent MODES,
resulting in certain aspects of the image com
bining to give outlines and enhancement.
(Advanced users can understand this as ORing)

[5] causes solarisation and alternative enhance-
ment. (Using XORing)

The easiest way to understand these effects is to use
them in the four different MODES. (Don't worty,
there's a special Menu for instant MODE changes.)

CUT OUTS

This icon calls up a similar service to creating
BLOCKS as described above, but allows you to
manipulate irregular shapes instead of rectangles.
You have probably guessed that [N] is used with the
cursors to set up a start position on the screen, and
[M] fixes the boundaries of your CUT OUT shape.

ANIMATION

And now for something very speciall Imagine
taking a BLOCK of graphics, copying it, changing it
very slightly, copying it again, and repeating this
process until you have a whole series of “frames' just
like a video or cinema film. No problem: you can
make movies with 'FLASH!'. As soon as the ANIMA-
TION film-strip icon is activated, six new icons
replace those that normally occupy the right side of
the Main Menu.

13
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"The movies is
where you go o
appland your-
self”!

(Will Rogers)

MARK is used to set up the graphic MARKER for
grabbing the current BLOCK as a frame for your
animation sequence.

FRAME (the letter F with a pair of 'highet' and
lower' arrows) is your FRAME COUNTER It is
used to number a frame in the sequence that is
currently  being worked on. Simply trigger the
arrows to change the number. Primitive computer
animation used to flick between two frames, and
even now it is quite normal to use as few as six
frames a second. 'FLASH!' is spectacularly different!
You can create up to 99 frames at a time and animate
them as fast as you like, depending upon how vast
they are. But because all frames must appear on
your working screen before they can be used in a
sequence, large numbers will have to be kept on the
small side.

SPEED is represented by the S icon, and the number
in its box refers to the SPEED at which your ani-
mated sequence is to be displayed from 0 to 255.
Again, the rate of delay varies with the size of your
frames.

QUIT is the option for calling back all the drawing
icons in the Main Menu, which is why it's repre-
sented by a series of geometric shapes fitted inside
one another.

BEGIN and END are the pair of icons used to define
at which frames your animated sequence starts and
finishes. You trigger the numbers in these icon
boxes to achieve this, and when the sequence is
kicked off the screen clears and a movie screen the
exact size of your animated BLOCK appears at the
top left of your picture. The animation sequence

will then repeat itself according to your instructions
regarding FRAMES, SPEED, BEGIN and END.

14
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FONT

If an animation frame is called up that is not yet
defined, 'FLASH!" will automatically go to MARK,
and wait for you to set a new MARKER. When used
with the other graphics techniques available in
'FLASHY', the animation possibilities are almost infi-
nite, but there is even more to come.

Before moving on to all of the Pull-Down Menus
supplied to help with your own graphic program-
ming, the two character options should be exam-
ined.

TEXT

When you activate this icon, you are presented with
a new cursor in the shape of a type-setting bar.
Move it onto the graphic screen to any position
where you feel like entering a caption, some graphic
symbols, or anything you feel like from the com-
puter keyboard. Press [M] to insert text, and type
something in. You can use the [DELETE] key to rub
out mistakes, or set up the cursor again to overtype
at a later stage. To glue your text on the screen,
simply press [RETURN]. If you don't do this, any
text will stay safe in a 'buffer'. By pressing the
[EDIT] key you can move your text around the
screen, and reposition it.

FONT

When the FONT icon is tickled, the screen changes
completely. The whole character set is displayed
along with a magnified working area. Move the
cursor around the character set, and highlight a new
working area with [M]. Now place the cursor over
any of the magnified characters and change it pixel
by pixel, using [N] to delete or 'unset' and [M] to
insert or 'set'. You can do a whole lot more besides,
as you are about to discover. When the FONT icon
is activated, there are five special Pull-Down Menus
in agreen line, which are accessed by moving the

15
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cursor to the very top of the screen and touching the
appropriate Menu title. From left to right, the new
menus ate as follows:

FILE is fully explained in its own section, later in this
booklet. It's used to integrate existing or new styles of
characters (or FONTS) into your computer pro-
grams, and the options are DRIVE, LOAD, SAVE,
VERIFY, CAT, ERASE and QUIT.

FONT. Are you unhappy with the character set?
Then trigger the new FONT Pull-Down Menu and
pick another from SMALL, BOLD, GOTHIC or
FUTURE. And if they don't satisfy you, you can
change anything you like in them. The SPECIAL
font is for manipulating the cursor icons for BRUSH
and SPRAY, and you are also allowed to load in
other fonts as well.

" Characters are CHR changes a single character already highlighted

intimate éf ’in the. m’ain menu, as follows: INVERT producgs a

. negative' version of that character by swapping

connected with over the pixel settings. MIRROR produces a mirror

the water-closet” image of the character. TURN rotates the character
(Voltaire) through 90 degrees every time you use it.

ALL changes every single character in the character
set simultaneously, in exactly the same way as above

with INVERT, MIRROR and TURN.

QUIT returns you to the original Main Menu of
'FLASH!'

PULL-DOWN MENUS

The next section deals with all the hidden Menus, that
are called up from the selection displayed along the
green top row of the Main Menu. If you move the
cursor and touch one of the headings there, its own
menu will be 'pulled down' immediately. All the
options contained in each Pull-Down Menu are
selected as usual, by moving the cursor over your

16
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FILE

choice and activating the selection with [IN] or [M].
When certain options appear with a green back-
ground, this means that they can NOT be used in the
current screen MODE, or that they are unsuitable
for the particular device you are using, such as a disk
drive. Otherwise, this sort of highlighting of a Menu
option shows what the current setting is. We'll
explain the Pull-Down Menus one by one, starting
at the top left-hand corner of the Main Menu.

FILE Menu

This is the section that helps you to handle all the
artistic masterpieces fed in to or pumped out of
'FLASH!'". Inexperienced users should first become
familiar with the concepts of computer software
and SAVEing and LOADing techniques, all ex-
plained in Chapter 3 of the Uset's Manual. Running
from top to bottom of this Pull-Down Menu, the
options are as follows:

DRIVE sclects between your use of a cassette re-
corder or a disk drive, for storage of screens and files.

LOAD prepates 'FLASH!" to accept a graphic scteen
into available memory.

SAVE starts the process of storing the current screen
on to cassette or disk.

VERIFY checks that a stored screen is exactly the
same as the curtent screen.

CAT is short for CATalogue, and will display a list of
all the names of your screen files saved to a disk,
ready to be called up.

QUIT hauls you out of the Menu and returns you to
SAM BASIC, for programming.

17
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PRINT Menu

This Pull-Down Menu is for anyone using a printer to
make copies of graphic screens on paper.

FINAL will set 'FLASH!' to prepate a high quality
copy of the current screen in monochrome, which is
another way of saying 'lots of. shades of black, grey
and white'.

DRAFT prepares 'FLASH!' to produce a snapshot-
quality image of the current screen, for your refer-
ence.

LARGE DUMRP is available for specialist users, and
prints out a full-scale graphic image in 'landscape’
format (or sideways-on, if you don't like jargon).

SMALL DUMP not only describes the place where
I was born, but also commands a reduced-size colour
print-out to be  produced in 'portrait' format
(or with the paper turned short edge up).

GREYDUMP L. prints a monochrome version of
LARGE DUMP, using 16 shades.

GREY DUMP S. prints a monochrome version of
SMALL DUMP, in the same 16 shades.

BLOCK Menu

This is a wonderfully creative Menu that involves
isolating a rectangular block of your graphic screen
and making mincemeat out of it! It's got so much in
it, we need two columns for all the options. You will
notice that it kicks off with the entire screen being
treated as the 'block' in question, surrounded by a
dotted 'frame'. As you might expect, when you get to
work on your screen, you use your cursor control to
set the dimensions of whatever block you want,
followed by the action' keys to get your creative
commands going.

18
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"Art for art's

sake"

BLOCK2

(10 CC)

WHOLE BLOCK sets up the entire graphic screen
as a 'window' of graphics to be manipulated in any of
the ways listed below.

OPEN BLOCK allows the marking out of a rectan-
gular 'window' block of any size on screen, ready for
manipulation..

CLEAR instructs whatever is drawn in the window
to clear off, and rubs it out. (If you regret your
actions, don't forget the use of UNDO)

INSERT allows you to LOAD in the contents of
another graphic image into your window, and the on-
screen prompts are fully automatic.

SCROLL is used to move the contents of your
window by scrolling it one pixel at a time.

TWIST will rotate the contents of the window
through 90 degrees, every time you use it.

INVERT swaps over the PAPER and INK colours
of whatever is within the window frame.

MIRROR is exactly like holding up your framed
image to a mirror, and results in its reflected image

appearing.
THICKEN makes certain lines and outlines of the
graphic image take on a stronger definition.

OUTLINE creates a definite graphic border effect
around shapes and lines in the image. The best way to
understand all of these effects is to try them out!

BLOCK2 Menu

This set of options is also designed for use with
windows, and it is concerned not so much with
graphic manipulation but more with the handling of
blocks of colours inside the window frames. This is
a good example of the use of green highlights in the
Pull-Down Menu indicating that you can't use cer-
tain options in particular screen MODES.

19
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MODES

SET ATTRI allows you to set up the attribute values
in relevant MODES. (Maybe you should read my
Uset's Manual after all, because there simply isn't
enough room to explain all these terms in this
booklet!)

In the relevant MODE, SET INK, SET PAPER,
SET BRIGHT and SET FLASH will set those
attributes to all character cells within the current
window.

SWAP P/I instantly swaps over all paper colouts to
the colour of any ink that is drawn on them, and vice
versa.

REPL P/T will replace the current paper colour with
the current ink colour.

MODES Menu

This is a tricky one. If you have read the Uset's
Manual, you will understand why you are able to
swap between MODES 3 and 4 “til the cows come
home, with no effect on your graphics. You will
also show no surprise when swapping between
MODES 1 and 2 and other modes results in all sorts
of degradation and weird effects. The MODES Pull-
Down Menu is normally preset for operation via the
computer keyboard in MODE 4, which is why
those two options are highlighted in green. Anyone
used to Spectrum graphics should select MODE 1
now and see what happens to the sample graphic
screen. You'll probably want to return to the SAM
Coupé's start-up MODE 4. In fact, 'FLASH!' remem-
bers in which mode any graphics have been saved
from within itself, but if you need to load in graphics
that have been saved from anywhere else, you
should check their source first, because 'FLASH!
will load them into the current MODE setting, and
they may well get altered.
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FLLASH!

FONT

INVERSE will change every colour displayed in
your graphic screen to its inverse equivalent,
giving a 'negative' effectin MODES 1 and 2.

OVER causes a 'swapping' of colours where they
overlap on screen, when drawing in MODES 1 or 2.

COLOUR instructs 'FLASH!" to make use of the
current selection of colour for DRAWing or FILL
ing, in MODES 1 or 2.

PATTERN sclects the current pattern for use with
a BRUSH or SPRAY.

MOUSE allows you to use an MGT mouse for
controlling 'FLASH!', instead of the keyboard. The
cursor follows the movement of the mouse, Button
[1] is the equivalent of key [M] and Button [2] takes
over from key [N].

KEYBOARD is the selection for keyboard control.

JOYSTICK allows you to use a joystick for control-
ling the cursor, with the fire-button performing
instead of key [M]. You will still have to operate key
[N] from the keyboard.

MODE 1, MODE 2, MODE 3 and MODE 4 are
selected from the right-hand column of this Menu in
the usual way.

FONT Menu

We have come across this Pull-Down Menu before
(inside the FONT icon options). You may call up
the following different styles of characters for use in
your own programs and graphicscreens: NORMAL,
SMALL, BOLD, GOTHIC, FUTURE, (which can all
be customised to your liking) as well as the SPE-
CIAL font.
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FLLASH!

SCREEN

SCREEN Menu

The final Pull-Down Menu offers some more spe-
cialist options, as follows:

GREY.COL sets the palette to a monochrome scale
of shades, ranging from black through subtle de-
grees of grey/blue to white, to give a 'newsprint’
effect.

SPEC.COL instantly emulates the screen colours of
the Spectrum micro computer.

GRID operates in MODES 1 and 2, and superim-
poses a checkerboard grid over the graphic screen by
making alternate character cells bright.

VIEW reveals the whole graphics screen. Press [N]
or [M] to get the Menu back.

CLEAR ANI is a powerful command, that erases all
frames held in any current animation sequence.

FUNCTION KEYS

Users may find it easier to use the function keys on
the right-hand side of the SAM Coupé keyboard to
achieve the following controls:

[F7] moves the choice of PATTERN to the left
[F8] moves the choice of PATTERN to the right

[F9] toggles the PATTERN option in the same way
as explained in the MODES Pull-Down Menu

[F4] moves the choice of SPRAY nozzle to the left
[F5] move the choice of SPRAY nozzle to the right

[F6] toggles the COLOUR option in MODES 1 and
2, tutning the attributes ON/OFF

[F1] moves the choice of BRUSH size to the left
[F2] moves the choice of BRUSH size to the right

[F3]toggles the FLASH option ON/OFF in MODES
land 2
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FLLASH!

THIS 'FLASH!' INSTRUCTION BOOKLET IS WRITTEN
AND DESIGNED BY MEL CROUCHER, LASER TYPESET
BY KATE CAMERON-DAUM AND ILLUSTRATED BY
ROBIN EVANS, FOR YOUR ILLUMINATION.

FIRST PUBLISHED 1989 BYMILES GORDON TECHNOI-
OGY ple,

LAKESIDE, PHOENIX WAY, SWANSEA ENTERPRISE
PARK SWANSEA SA7 9EH, U.K.

® MILES GORDON TECHNOLOGY ple, 1989. All rights
reserved.

'FLASH!" GRAPHIC ARTS PROGRAM BY BO
JANGEBORG
Additional demonstration software, with thanks to
Dave Hood
Gary Thomas
David Whittaker
Andy Wright
SAM COUPE OWNERS ARE WELCOME TO USE ALL OR
ANY PART OF PROGRAMS FEATURED ON THEIR ORIGI-
NAL 'FLASH!'" DEMONSTRATION CASSETTE FOR ANY
LEGITIMATE PURPOSE, WITH OUR VERY BEST WISHES!

NO PART OF THIS BOOKLET MAY BE REPRODUCED OR
ADAPTED BY ANY MEANS, UNLESS FOR THE PURPOSES
OF REVIEW OR FOR THE USE OF THE OWNER OF THIS
BOOKLET IN ENTERING PROGRAMS INTO THEIR SAM
COUPE. EVERYTHING IN THIS BOOKLET IS OFFERED
IN GOOD FAITH, AND MILES GORDON TECHNOLOGY
ple WILL NOT BE LIABLE IN ANY EVENT, FOR ANY
LOSS, HOWEVER ARISING. WE RESERVE THE RIGHT TO
ALTER THE SPECIFICATIONS OF THE SAM COUPE AND
THE DEMONSTRATION SOFTWARE, AND TO UPDATE
THIS BOOKLET AS NECESSARY.

23



"This flash is
everything"
(Leon Trotsky)

"Flash! Ab-
abh, Saviour of

the universe!”
(Queen)
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We've been testing out FLASHY, the graphics package included with the Coupé - and Bo Jangeborg's
done a super job. The manual bears the normal Mel Croucher hallmarks too - clear,
comprehensive, witty - but there are just two areas that we felt needed better documentation.

First, FLASH! print-outs: the manual is incorrect. In fact, only grey-scale print-outs are printed
sideways on, in spite of what the manual suggests. And you don't have to be a specialist to use large
screen-dumps. You'll get a lot of fun out of them even if you only want to use yout ptint-outs to
wallpaper your room. (Kids - please ask your parents about this first.)

The menu selection allows you to choose either DRAFT or FINAL. In DRAFT mode, the printer head
will make only one pass over the paper and if you are printing out a Large Dump or a Small Dump, the
image will be in black and white only. However, if you've selected a Grey Dump, a Draft print-out will
retain your 16 grey tones. In Final mode, a Grey Dump will look spectacular, with the printer passing
over the paper four times. But even a Final Large Dump or Small Dump will look pretty good. What
happens here is that the printer head will print each dot one, two, three or four times. FLASH!
determines for you where the colour on your screen is at its highest intensity and overprints
accordingly.

Bo made a late change in FLASH! on the CUT routine. Many graphics packages simply allow you
to cut and replace a rectangular block (or BLOK, as Bo prefers it). FLASH! is a lot more subtle. Using
the CUT command you can trace an irregular outline with great accuracy, placing the cursor in up to
100 positions to select the shape. You could therefore define a centagon - if such a shape existed!

In fact you can define a number of different areas using the CUT command. When you've set up
the areas you wish to CUT, use 'M' to define which areas you want to deal with. Then type 'N' as usual
to move on to the next stage.

At this point there's another extra twist. You can then ovetlay a pattern on the area you have CUT. If
you don'.t select a pattern, FLASH! defaults and fills the area with black. But you could, for example,
select a pattern which would give the effect of looking at the image through gauze: hiding part of it
behind the black part of the pattern while allowing the rest to show through. Use function keys 7 and 8
to experiment with patterns, and then move the areas you've CUT to another part of the screen, in the
same way that you move a BLOK around.

We're told that there have been some other late additions to FLASH! - including a pattern editor
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Sure, you like to play computer games - who doesn't - but the SAM Coupé is a computer,
not just a games machine. There are always new ways of doing things, new tricks to learn,
new problems to solve. How deeply you want to get into it is-entirely up to you.

But if you'te interested in digging below the surface, there's no better way to do so than with
FORMAT. After three years of supporting the Spectrum and MGT's DISCIPLE and PLUS D
disk systems, FORMAT now covers the SAM Coupé. And because we've been involved with
the Coupé right from the beginning, you can rely on us to show you how to make the most of
your new computer.

FORMAT'S regular mix of articles includes something for everyone, from beginners to
computer experts. Overleaf, there's a taster, with the latest updated information on FLASH!, the
Coupé's superb graphics programme. But other regular features are:

o ADVENTURE CORNER. A must for adventure players and writers.

o HELP PAGE. A column written by experts to help you solve both software and
hardware problems.

® PROGRAMMING. Articles and teach-ins on BASIC, Machine Code, and many
other languages as well as utilities, games, education and business programs for you to type
in.

o ELECTRONICS. Hardware interfacing and projects for you to build.

e Plus: HARDWARE & SOFTWARE REVIEWS, YOUR LETTERS, EDUCATION, THE HACK
ZONE, MUSIC AND MIDI, PRINTER TECHNIQUES & lots lots more.

FORMAT is only available by mail, which helps us to keep our subscription rates as low as
possible, while keeping the scope of FORMAT as large as we can. A yeat's subscription to
FORMAT costs just £10 if you live in the UK, or £16 for surface mail overseas (airmail £25).
Payment (in STERLING) may be made by cheque drawn on a UK bank, postal order,
international money order, or Eurocheque. Please make cheques payable to FORMAT.
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