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LOADING INSTRUCTIONS 

The distribution disk you have received does not have an 
operating system on it, It cannot be backed up, but it has a 
special file tr1nsfer system which can be used to move the 
program files onto a diskette of your choice, Once you have moved 
the files onto your diskette, that diskette then becomes your 
master disk. Make several backups of the master disk, then put it 
AND the ori.ginal distdbutior1 disk J1.way in a safe place against 
that inevitable day when all your working disks are bombed. 

To use the file transfer system, follow these steps: 

1. 

2. 

Model r users: Format a 
using TRSDOS. 
Model III users: Format 
using TRSDOS. If you have 
this diskette in drive 1. 

single density diskette 

a double-density diskette 
more than one drive, place 

If you have only one drive, 
diskette with as much free 
off all unnecessary files. 

create a TRSDOS system 
space as you can. Kill 

Boot the distribution diskette. You will 
presented with a list of the files on the 
and the transfer system will ask you 
destination drive. Enter the drive number 
formatted diskette is. Press <ENTER>. 

then be 
diskette, 

for the 
where your 

3, The file transfer system will move the files onto 
your diskette one by one. If you have only one 
drive, you must enter 0 for the destination drive, 
and you will be told when to swap diskettes. 

4. After all the files have been 
distribution disk out of drive 
diskette. Make several backups 
contains the new files. 

transferred, take the 
0. Boot up a system 

of the disk which now 

s. Put the distribution disk and one copy of your file 
master away in a safe place. Don't touch them again 
unless you absolutely have to. 

If you are using the LOOS operating system (RS catalog i 
26-2213 or 26-2214): This diskette can be treated as an ordinary 
data diskette by the LOOS system. You can simply use the LOOS 
COPY library command to move the fil,~s onto your own diskette. 
However, the distribution diskette cannot be backed up using 
mirror-image backup procedures. 

If you are using LOOS 
system, you must format 

and wish to use the file transfer 
the destination disk using TRSnos. The 
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file transfer system only recognizes TRSDOS formats on the 
destination disks. If you are using a Model I, do not create a 
double-density TRSDOS 2.7DD disk for your destination disk! use 
single-density TRSDOS 2.3 ONLY. 

!!21.!£! 
This software is sold on an AS-IS basis only, and Breeze/QSD 

Inc. shall not be liable for any loss or damage, whether real or 
alleged, arising from the use of this software. No warranties of 
merchantability or fitness for a particular purpose are made, 
expressed, implied, or imagined. Installation, and determination 
of suitability for a particular purpose are the sole 
responsibility of the user. 
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PowerDOT: An overview 

J?owerDOT is a modular program subtitled Partl, Part2, etc. 
Parts 1 and 2 are included in this package and are the Dot Editor 
(PDOTl/CMD) and the Dot Addresser (PDOT2/CMD, the PRINT Module). 
Collectively they allow you to create, review, edit, and print 
full page text, TRS-80 block graphics, and Dot graphics on a 
variety of printers, including the EPSON MX-series and the c. 
Itoh Prowriter 8510A. 

Other uses than those just mentioned have been take11 into 
consideration. A special disk routine has been added to allow 
loading of word processor, BASIC language, and command files. 
With a little ,,pecial planning PowerDOT can be used to add 
graphics to these files and copy them back to disk. 

PowerDOT can be broken into three major routines. 

l. DISK I/0: All disk operations with the exception of the 
special ASCII I/0 routine are done in "blocks". A block is 
defined as the smallest number of bytes that can be saved or 
loaded to/from disk files. One block will be equal to sixteen 
lines of text times whatever width is selected. PowerDOT allows 
you to go beyond the limitations of your screen. You are no 
longer limited to 64 character line lengths. Your screen is 
sixteen lines tall so you can consider a block to be a screen in 
depth. 

If you set the screen width to 100, then one block would be 
equal to 1600 bytes (16 lines* width, which is 101 in thiR 
case). If you set the width to 200 then one block would be equal 
to 3200 bytes. If you set the width to 64 (the minimum allowed) 
one block would equal 1024 bytes. When creating a new graphic, 
the file to hold it must be created, and the width selected 
first. You should read the section of this manual entitled DISK 
OPERATIONS for further information. Information on how wide to 
set your graphic is found in the section entitled "Part2: The Dot 
Addresser.• 

2. KEYBOARD EDITOR: PowerDOT utilizes a "live" keyboard. Th•: 
four arrow keys move the screen up, down, left and right, while 
the numeric keypad is used for pixel drawing. In the character 
mode the cursor is controlled by the four arrow keys only. All 
characters are supported, even Mod III special characters and 
printer co,n.,iand characters. 

A number of special keys have been incorporated to assist you 
in creating your g,aph lcs. !'3,~e the section entitled KEYBOARD 
INPUT. Other than the character mode all special keys are only in 
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effect while the key is being pressed. When the CLEAR key, for 
example, is held down at the same time as the numeric keypad is 
being used, erase mode is enabled. When you let go of the CLEAR 
key you automatically return to the draw mode. This style of 
keyboard use may take a little while to become accustomed to, but 
it was designed this way to minimize switching in and out of 
different modes and remembering which mode you are in at a given 
time. 

There are also insert and delete functions to help mostly in 
centering (left & right) your graphics by enabling you to insert 
spaces as needed. 

3. PRINTER DRIVER: PowerDOT's printer driver is a separate 
command file. See the section entitled •part2: The Dot Addresser• 
for full details. Text and graphics are printed directly from 
disk files only, and the files must have been created by one of 
PowerDOT's other modules, in this case "PDOTl•, PowerDOT utilizes 
its own printer driver and is not compatible with any other 
printer drivers, so make sure no other printer drivers are loaded 
when you are running PowerDOT. 

NOTE TO LDOS USERS: You should clear out all unnecessary 
routines, drivers, etc. from high memory before running PowerDOT. 
This includes KI/DVR and PR/FLT, which will severely interfere 
with PowerDOT's functioning. 

Text, Block, and Dot graphics are supported. Block graphics 
may be mixed with text. However, if printed in dot mode the text 
will be ignored and only the graphics will be printed. Block 
graphics are created using the dot addressable capabilities of 
your printer so even if your printer doesn't know how to print 
block graphics (e ,g., GRAFTRAX+), PowerDOT will teach it. 

There are a variety of print options available and It is 
recommended that you read about PDO'l'2 before attempting any 
printing. There are two example files included with this program 
called "SUPERDO'r" and "SCREEN°. SUPERDOT is the original (first) 
graphic creat.ed on the prototype version of PowerDOT. It is a 
normal-res Dot graphic and can be printed in styles <3> through 
<6>. screen is the same graphic that is displayed when you 
execute PowerDOT and it can be printed in all six print styles. 

Before you create a graphic, you should have an idea of what 
mode you intend to print it in. The same graphic will look 
totally different when printed under each of the different print 
options. The high-res mode will look the closest to what you see 
on the screen. However, Normal-res and Ultra-res will probably be 
the options used roost often. (You' 11 find out after some 
el!perience.) 
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**** PRE-FL!GHT CHECK LIST**** 

1) PowerDOT Parts l & 2 ready for execution on your DOS? 
l"ollow the instructions supplied to transfer tbe PowerDOT /CMD 
files "PDOTl/CMD" & "PDOT2/CMD" and graphic files "SUPERDOT" & 
"SCREEN" onto your destination d:isf{. LDOS usel'.'s, make sure all 
unnecessal'.'y routines have been cleared out of high memory. 

2) Lots of data space available? Single drive owners should 
prepare a minimum configuration disk with around 60k of free 
space available. PowerDOT is capable of cramming more than one 
million five hundred thousand user programmable dots on a single 
sixty-four line by eighty column page. To store that much data on 
a disk file would require some two hundr'i'd and fopty kilobytes of 
free space. DON%T panic! That's possible, but not required. The 
average PowerDOT file; wi 11 be at·ound 150K, but again, it depends 
on width and how many blocks you use. 

3) Printer armed and ready? You,:- printer should be \'.°eady to go 
utilizing "normal" switch (if any) and the proper 
manufacturers cable. PawerDOT , whenever possible, work 
around any routines that would require changing "normal" switch 
settings. 

KEYBOARD INPU'l' 

The following is a complete descr of the keys utilized 
by PowerDOT. Some keys perfo.rm di functions depending 
whether you are in the character/edit mode or the normal draw 
mode. The character/edit mode will ba discussed afterwards and 
the following descriptions assume that you are in the normal draw 
mode. 

NORMAL DRAW MODE FUNCTIONS 

NUMERIC KEYPAD: Ttle numeric keypad is used to draw with a 
blinking pixel for a cursor. When looking at the numeric keypad, 
the direction the pixel will draw is represented by the position 
of the keys. The <5> key in the center of the keypad is the 
reference point. In other words, If you press the <9> key, the 
pixel will draw up and to the right. Notice that the <9> key is 
up and to the right of the <5> key. Keys <4>, <6>, <8>, and <2> 
draw horizontal and vertical and the <1>, <3>, <7>, and <9> keys 
draw diagonally. 
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< l > Draws a diaqonal line down and to the left. 

< 2 > Draws a vertical line down. 

< 3 > Draws a diagor.al line down and to the right. 

< 4 ), Draw;; a horizontal li.ne left,~ 

< 6 > Draws a borizont«1 lint~ r'l.ght. 

< 7 > Draws a diagonf.7,\l line up dhd to the left. 

< 8 Draws a v~rtii::a l line :5trair,1ht u_µ .. 

< 9 > D-c~ws a diagon.o.l line up and to the right. 

1rhese same kev functionc1 f.lre chun9gd by pressir19 the £0.llowir1<3 
keys at the same-time~ 

<CLEAR>• Erase Mode 
will enable !RABE mode. Pixels will be 
~an use this function to erase a line 
area of the screun 1a blank line is 

:,!rnn held while drawi.n9 
r~aset instead of set... ··:rou 
or to move across a blarik 

reoet anyway). This is thA fastest way to ition the 
• Any characters passed over by the pixel will erased • 

<Ill>"" Set 
When held 

for the <1>, 
lines wi 11 be 

ltl 
drawing or will sat a different angle 

<.3>, <?>, and <9> horizontal. and vertlcal 
dotted (every otuar pixel sat). 

< N > ~ Set Angle #2 
When held down while drawing or erasing will set still another 

angle to the <l>, <3>, <7>, and <9> keys. Horizontal and vertical 
lines will be dotted. 

< N >and< M > together m Set Angle t3 
When both <N> and <M> are pressed while drawing or era,siosi 

will cause the <l>, <3>, <7>, and <9> to remain at their normal 
angle, but the lines they draw will be dotted (every other pixel 
off). 

< P > "' The PIXEL Mode 
While pressed, the •p• puts you in the PIXE!. mode. When the 

number keys are used to draw while in this mode, only the pixel 
will move. No line will be drawn, In the upper left hand corner 
of the screen there will be three sets of numbers displayed. They 
are the pixel's (X,Y) co-ordinates (0-47 & 0-127) on the screen 
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The third number is the distance the pixel moved during •auto 
repeat". 

This routine has a number of uses. It can be used to move the 
cursor without changing the pixels that are already lit (NOTE: 
text characters will be erased). It can also be u:sed to meas,,rc,, 
locate and match up drawings such as letters, etc. When you let 
go of the <P> key you will return t.o the nornrnl draw mode. The 
present pixel location when you press the key will either be lit 
or darlt. 

This key toggles whether or not the present pixel is left on. 
If you are on a blank portion of the screen and after you hold 
the <P> key the pixel blinks off and then stays on, you can 
release it and press it again and this time it will blink on and 
then stay off. Whatever state the pixel stays will switch 
averytime you press the <P> To relocate the pixel without 
destroying the characters on screen use the CHARACTER/EDIT 
mode (see below). 

The four arrow keys scroll the screen up, down, left, and 
right. If the outer limits of the "page• are met, these keys will 
have no effect. You should be sure to lat go of all number keys 
bafora pressing any of the arrow keys. The graphics you ha~a 
drawri on the screen are on the screen only. The screen is saved 
to the memory buffet baf:01:e the screen moves but "slurd ng" the 
keys (pressing certain combinatio,1s of pressed at the same 
time) can fool the and what on the £;creen will be 
lost~ The present pixe location wi 113ve to be set or reset 
before the scrt~e1t i:v)ves ,:;Ind th,:1 ru.le of what ,,'1ti11 is this .. 
If the pixel location, when an arrow key is pressed, different 
fr6m the last time an arrow was pressed then the pixel will be 
reset (turned off). In aimplac if you move the the 
next tiro.e you ru()Ve thiz• scz:!:.:~n thti will go off the 
screen moves. 

If however, you scroll the screen, then scroll the 
screen again, as long ~s didn 1 t move the it will not be 
;:-e,set nor wi 11 it af h1cct drawJ.ng whatsoever:. If yon did move 
the cursor and moved it back to the same location, the above 
will happ,m ju.st a,s Lt you didn't move pixel at all. 

< LEFT ARROW > Scrolls toward the left side of the page. 

< RIGHT ARROW > Scrol: .. s t<,ward the right side of tht~ page, 

< DOWN ARROW > Scro Us towards the bottom of the p ... 1,y] .. 

< UP ARROW > Scrolls towards tba top of the page. 

< B >=Display current BLOCK 
This key will display tbe current block number and offset from 

the left of the page to the center of the screen of the current 
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location of memory the screen is displaying. If held at the same 
time as the arrow keys are being pressed, it will interrupt the 
screen scroll as long as it .is held. When released the screen 
scroll will continue. 

****** BLOCK 00001 ******************** OFFSET 00032 ****** 
The above line i.11<Hcates that your present position is th;; 

upper left m,.n~t portion of the graphic page. Block 1 is the verv 
':int block (Remember 1 bJ.ock " 16 lines * width?) avai.lab1,,: 
Offset 32 is hAlf the distance acro$S ti1e screen~ The reason for 
displaying the distance to the canter of the screen from the left 
of t:be pa9e :lnstead of to the left. of the screen is that niost of 
the time. yon will be wanting to know when yi:)u .~a:·e in the center 
of. the page. If the width i.s set to 100 then when offset equals 
50 you are in the center. When you 9re all the way to the right 
~f the page the off~et will eq1Jal the width-32w 

The block display line will be displayed in a 
to the top line of ti1e block displaysd~ If you 
just pees:, <B>. 

< S >•Save location of Pixel 

position i,gua 1. 
ever tlilel lu:;t, 

Pressing this key will save th• present location of the pixal. 
It is used as a starting paint for the AutoDraw(tm) routine. 

<D>.,.DRfM 
Ptassing tl)is key wil.l activate the A1~t0Draw(tm) line draw 

rout int=,. 

The AutoDraw(tm) Line llraw Routine 

The line draw routine makes use of the <S> kay and th• <D> 
keys~ ?ressing the <S> (source or st3rt) key marks the starting 
point of the line that will be drawn. It wlll stay in et[ec·t 
~antil tt1e <S> ke~ is prossed again ln a different locatiota. The 
new location then t,,;,comHs the startin9 point.. Whm1 the <D> key i~, 
pressed a line will be drawn as close as possible from the 
,;ti,\(ti.:,,J poiut to the destination point, All lln9.les are supported 
and the line is drawn as closely as possible ta I straight line. 

Lines drawn msy span screens, In other words, a lina can ba 
drawn from tho first block clear through to the last block in 
memory. If tha <E> key is hald after the creation of tba line 
with the <D> (destination draw) key, tba last line drawn with 
1rntoDraw wi 11 be automatically era.!!led !~2.".!..~less of the prei,eint 
plxal cursor locatlog. 

Cara should be observed when usin9 this routine as the line 
will be drawn immediately from the source point to the 
destination point without any notice as soon as the <D> key la 
pressed, 
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The main purpose of this routine is to draw long lines at 
angles which would be difficult to accomplish because of the 
inability to view the ent!re drawing area on the screen. Please 
note that some angles {those closest to 0, 45, 91, 135, 180, 225, 
270, 315 and 360 degrees} may produce a slight error in 
precision. 

CHARAC'rER Ii!DI'r MODE 

<@>•Enable Character Edit Mode 
This key activates the CHARACTER/EDIT mode. When this mode is 

entered the arrow keys will no longer scroll the screen. The 
numeric. keypad will no longer draw with the pixel. The pixel will 
be replaced with a cursor. The ai:-row keys will now move the 
cursor. All other keys will now be live and the corresponding 
character will be printed if pressed. Pressing <ENTER> will exl.t 
back to the normal draw mode. The pixel location will be where 
the cursor was when you exited. You can switch into this mode to 
move to a new pixel location without destroying other pixel lines 
or characters. 

The following keys have special functions while in this mode~ 

< LEFT ARROW> Moves cursor to left. 

< RIGHT ARROW > Moves cursor to the right. 

< UP ARROW> Moves cursor up, 

< DOWN ARROW > Moves cursor .down. 

<(SHIFT) LEFT ARROW> 
Deletes one space at the cursor. The entire memory buffer is 

affected. All succeeding characters are moved up one place toward 
the cursor. 
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<(SHIFT) RIGHT ARROW> 
Inserts one space at cursor, Actually, the character under the 

cursor is not converted to a space. Instead, the entire memory 
buffer is affected. succeeding bytes are moved up one place to 
make room for the new character. 

The main use for the insert/delete routine is to move portions 
of the graphic left or right on the page. If however, you hold 
the keys long enough you will eventually delete or insert an 
entire line. 

To relocate a graphic up or down on the graphic page see the 
section on disk I/0. 

<(SHIFT) @ > Character INSERT Mode 
Pressing these keys will enter the "character insert mode•. 

After entering this mode you may type in any three digit ASCII 
code. The character represented by that code will then be 
displayed at the cursor location. For example, to put a carria<Je 
return in your text, you would press <(SHIFT) @> followed by 
three numbers. A carriage return is 13 so you would type l!l3. 
Notice the leading i.'l. You may type any number from 0 to 255. This 
is a good way to insert printer commands or special characters in 
BASIC programs, With BASIC programs you will have to use a 
Chr$ (21) with some special characters. See your BASIC language 
manual, The following keys are usable under this mode: 

<CLEAR> 
In this mode 

Careful! 

Clear Screen 
the <CLEAR> key will clear the screen. Be 

< ENTER > Exit back to normal draw mode. 

<BREAR> Display the COMMAND MENU 
The command menu is displayed when you first execute the 

program. It can be redisplayed by pressing <BREAK> except in the 
CHARAC'l'r:R/EDIT mode and during disk operations. 

DISK OPERA'l'IONS 

PowerDOT disk I/0 is controlled by the command menu. These are 
the commands available: 

<0> = Return to DOS Ready 
This key will exit the program and return you to DOS Ready. 

You may exit this program and then re-execute it without 
destroying the information in the memory buffer. You may have to 
re-define memory, however. 

<1> = The Dot Editor 
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This key will enter the main body cf the program. All drawing, 
editing, etc. are done in this mode. 

<2> = Initialize file 
This should be the first thing you do when you execute 

PowerDOT. When selected you will be asked for the filespec of 
this graphic, If your file is found it will be loaded into memory 
automatically. lf the file does not fill the entire memory buffer 
the remainder of the buffer will be cleared. The width of the 
9raphic will automatically be set and you will be returmid to the 
command inenu. 

If the file specified is not found, you will be notified and 
will have the opportunity to abort the routine by pressing 
<BREAK>. If you press <ENTER>, a new file will be created using 
the filespec given. If no extension was given •;ooT• will be 
added to the filespec, 

You wi 11 then be asked for the width of the graphic and then 
for a message. You may enter any message up to 200 characters to 
further identify the file. The mes sag,? wi 11 be displayed whenever 
that file is loaded; however it does not become part of the 
graphic proper. The file will then be cceated and the mer;iory 
buffer will be cleared. You will then be returned to the command 
menu. 

<3> = Extend file 
This is the fastest way to obtain more space for your graphic 

if you run out of memory space, When selected, the lowest 
numbered block in the memory buffer will be saved to the disk 
file. Then the rest of the blocks will be relocated downward to 
provide room for a new block at the high end. The new area is 
cleared and you will return to the command menu. 

It should be understood that the entire memory buffer is not 
saved to disk, only the lowest single block. If you are only 
interested in saving one block to disk then pressing this key 
would do the job also. 

<4> ~ Save/Load Memory Block 
This routine is for saving or loading the entire memory buffer 

or just part of it. After you select save or load memory you will 
have the opportunity to alter the routine. You may enter a 
different filespec to save to a different disk file. Note that 
under this routine, no default extension is supplied. You can 
also lower the total number of blocks that willbeloaded or 
saved. Regardless of how many blocks ace loaded or saved the 
lowest numbered block is still the first block in the memory 
buffer. 

You may also change the starting block number. This refers to 
the block number of the disk file, not the memocy buffer. E'or 
instance, if you had a graphic in block one, and then saved onto 
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disk one block with "l" as the starting block number and then 
changed the starting block number to •2• and saved one block 
again. Your graphic located in block one of the memory buffer 
will have been copied to block one and two of the disk file. 

<5> = Save/Load Screen 
This routine is used to save what is on the screen to a 

separate disk file and add it back to another screen location. 
the extension •tSRN" will be added to the file if no extension is 
supplied. It should be understood that the file is added back to 
you graphic, not loaded back. In other words only the actual 
space that contained graphics or alphanumeric characters will be 
returned to the new location. The rest of the area will remain 
unchanged, 

For example, if you had a picture of a transistor in a screen 
file, you could load it back to any part of the graphic (for 
instance, a schematic diagram) without destroying the graphic. 
Only the transistor image wi 11 be added back. 

<6> "' ASCII I/0 
This routine will load 

memory buffer. There is 
located at the back of 
TRICKS. 

and save any unprotected file into the 
further information about this routine 
this manual under the title SPECIAL 

<7> ~ Define Memory 
This routine will allow you to resat the width of the graphic. 

It is the same routine that is used when you initialize a new 
file, only there are no disk operations involved. There are 
further suggestions on the use of this routine in the section on 
•special Tricks". 

<BREAK> 
The break 

subrnenus and 
will have to 
any dlsk 1/0 

key wi 1 l&ex it to the command menu 
prompts. If you break out of a filespec 
re-enter the filaspec under option <4> 

routines other than <3> = Extend File. 
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**** Part2 The Dot Addressor **** 
PowerDOT P,nt 2 (PDOT2/CMD) will print your graphic on your 

printer. Part2 prints directly from disk files, The file must 
hava been created by the "Initialize File" routine of Partl. Yom: 
printer manual will have informati0n on how many dats are 
po,;;sible per line of text. The width of the dot graphic printed 
may not exceed one half of the total number of dots po• 5lble per 
line. A 9x9 dot matrix printer such as the 8PSON MX-ee will havm 
a maximtw1 number of 960 dots per li!'le. Ttiat means tlrnt th~, 
ma~imum width graphic that can be printed is 480. ~han printing 
character & block graphics the maxi0um width must not oxcaed the 
column width of the printer. For the MX--80 that would oe 80. F,n· 
the MX-100 that would be 132. 

After yo:J select the pdnt mod.; of your choice you wUl be 
pr:ompted for the fUespec o.f: the graphic, 'fou m;,y omit the 
extension if you wish. You will then be able to select one of 
three centering modas1 canter, left, or right. Your grephic will 
then be printed directly from t.lle dl sk file to y,,ur printiH. '!'he 
disk cont~lning tba filo to be printed must remain in the drive 
until the graphic is pr:inted- When the entire file b;~s been 
printed the •End of file• message will be displayed. At this time 
you inay return to the menu and continue with another fil<:wp,;,c or 
<'lo a form feed. If you do not use PowerDOT to fornif:e€cd th,; pope.r 
at least once the printer will be lGft in a non-standard line 
feed mode. You will have t;:.::, turn J.t off and then b.r;ck to restore 
norr<Ml settings. Using t.his program's line feed con11n1md at 1,rnst 
once will return the linefeed spacing of your printer tu normal. 

If Your printer has static switch settings thay should be sat 
to the most flexible condition (Probably the setting they are in 
nowj with autoniati.c linefeed on c,~r:r iage returns, You shCJ>.!ld ~li,,o 
be using the proper manufacturers cable. We are not talking about 
tlle computer• s manufacturer but the printer's mam;tacturer. Por 
instlrnce, If you are using an MX-80 with a Radio Shack cablf}, 
this program will not operate correctly. It WILL if it is either 
an EPSON c<1ble, an EPSON •type• c11ble, or a modified for EPSON 
Radio Shack cable. 

Pin1lly if you somehow reserve too much high memory and this 
program does not have enough memory to create the print buffers 
it needs it will notify you. You should have just enough memory. 
to print the widest possible graphic with a 32k machine if you 
don't you will need to narrow the graphic or install ~he 
additional memory chips to updat<, to a full 48k. You need ti,,, 
extra memory anyway! 

The following is a complete description of each print mode. 
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<l> = Print Block Graphics 
This routine will manufacture its own block graphic set so 

that even if your printer doesn't have a block graphics set it 
can still print them. Any characters that are mixed with the 
Jr3phics will also be printed, Printer commands may be used, b,Jt 
your total line length in the style of type you have selected 
must not cause a wrap around by your printer. For instance, If 
you use the expanded print mode, you must use the character 
insert mode to place a carriage return in the line so that it 
will terminate before the line wraps around. 

Printer commands will not affect the graphics printed. Yo•1 
should also avoid any double strike printing or distortion of the 
block graphics will occur. 

<2> = Print Block Graphics {Bold) 
This routine is the same as the one above except both the 

characters and the block graphics will be double struck twice, 
therefore filling in the space between all dots with additional 
dots. You may not want to use this mode with a brand new ribbon, 
but you would with the average "worn out• one. 

<3> = Print Dot Graphics 
This routine will print your graphic in dot mode. Each block 

graphic that is in the file will be converted to one dot on the 
• All characters that are in the file will be ignored. The 

spacing will be one dot per dot in all directions. The 
maximum width that can be printed wi be l/4th of the maximum 
allowed by your printer. For the MX-30 this would be 240, 

<1> = Print Dot Graphics (Bold) 
This routine is the same as the one above except that four 

dots will be lnted for every one block graphic in the file. The 
additional dots will be placed one half space to the left 
and below the first, effectively filling in the spaces between 
dots. The outcome will be littla squares instead of tiny dots. 
You may not want to use this routine vlth a brand new ribbon but 
you certainly would with an old one. 

<5> ~ Print Dot Graphics (High-res) 
This routine is the same as the one above except that only one 

axtra dot will be supplied by the program. rt will be placed one 
half dot width down from the one you programmed. Dot spacing 
across the width of the page is still one half dot so you may 
vrint a graphic that is twice as wide in the same amount of 
space. The maximum width of the graphic may be equal to 1/2 of 
the total number of: dots allQW<'ld by youl:' printer. ~'or the MX-80 
that would be 480. 

<6> ~ Print dot graphics (Ultra-res) 
This routine produces the highest possible resolution. Dot 

spacing in all directions is one-half dot. That means that you 
can program each dot every half dot space. Creating a full page 
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graphic to run on this routine would require multiple files or a 
hard drive system. or you can use it to produce a miniature 
graphlc. 

NOTICE: PowerDOT will push your printer: to the maximum 
res0Tut10n· it is capable of. At times your printer will be 
required to petform one dot line feeds and multiple line feada 
accurate to one third dot space. We have not.iced that some 
printers (not r•,lated to any specifJ.c model) will oq,asion,:11ly 
,11L;fire on t.he position of a dot or a line 1;f dots, This i.s iwt 
the:- tc1,.1lt of t;he pr,,gram and may not (pr,,bably won' 1;) occur ,in 

,your printer. lf it does, experimentation will t,;11 you how to 
correct fer it. If we knew exactly what your prlnter would do 
1mds?r. 11.11 circumsteo1nces we would have correctad for it. We have 
?Jlready (;orrf~cted for bugs that are common to all of i¼ J.1pei:::ific 
mode\ of printer. To minimize any undetectable errors, you should 
adjust your tractor feeds as accurately ,Jts possible, and 1<1,;K,, ,.;,1n•, 
your paper can be fed freely and straight. Ive also recommend th,H: 
you leave the top {removabl•.i or hinged) ,~over open while printin9 
intricate graphics, We have read nothing ,1bout; th<e heat that can 
be created by tl)e print head during long printing sessions in th~ 
manuals of the printecs sopported, btlt, it would ace1n tt, 11$ that 
the cooler you keep the print head the longer it will la~t. Ww 
have done MANY printoutii on our Mx-si•s and Prowriten;, with no 
probleills or notice~ble wear at all* 

rinnlly, i[ you have qn~stlons concocnlng the W,ll,Y your ~tinter 
should be set up t,, print dot •Jraphi,;,;, please contact: t!rn store 
ynG purchased the prlntur from or the nanutactu,0r. We cannot •nd 
will 11c,t a~ 1!ept inquiries concerning yot1r pr1nter~s operation~ If 
yn,.i fe,;,l that only we ,:;,n answer y,,ul' '}uestton plcairn inq11ii:e by 
mail with a self addressed, stamped envelove included. Itts not 
that we don't want to hulp a,; much as we ,:an, r ,1 ther most 
probltnu!I have nothin.:i t.rJ do wi.th the program am! tie up phone 
lines and people that m,ed to acco•npl i,w other thinge.. 

Srmd your letter3 and questions concernin9 Powe,Dot· t.o: 

PowerSOFT 
11509 Stammons Expressway, Suite 125 
Dallas, TX 75229 
attn: PowerDOT Suppoct 
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**** SPECIAL TRICKS**** 

Shading in areas: Shading can be done probably a lot easier 
than you think. A shaded area could be created by filling in an 
area with alternating dots and spaces. The way to shade is simply 
to draw a series of diagonal lines in the area to be shaded. As 
long as you don't press any of the horizontal or vertical 
direction keys on the keypad you will never have two dots side by 
side. Try this and you'll see how easy it is. The effect will be 
alternating dots and spaces throughout the shaded area. 

Clearing memory: The best way to facilitate clearing memory is 
to attempt to load a file with the initialize file routine that 
doesn't exist. Initializing a file only writes one sector. If 
there are no additional records to the file the memory buffer the 
rest of memory will be cleared when it is read in. I personally 
have a file named •NoNo• (don't ask me why I chose that name) 
that I use to clear memory with. The file consists of record 0 
only. It also sets the width for me. 

Where to start drawing: This is a valid question, and is 
simply answered. You should start with the main part of the 
program located as near as possible to the correct portion of the 
page. If you need help deciding where that should be I would 
suggest that you create a file similar to a piece of graph paper. 
This can be done simply by using the line draw routine. Your grid 
should basically be the size of the screen per square. Then print 
the file in the mode you wish. You can then pencil in your idea 
on the paper and use it as a reference. Drawing with this program 
gets easier and easier as you use it and become accustomed to its 
features. 

You can also leave notes throughout the dot graphic. In the 
dot mode of printing all non-graphics are ignored. So you don't 
have to worry about erasing them later. 

Adding graphics to BASIC programs: Although programs like 
PowerDRAW are better suited to this kind of thing, You can do it 
with PowerDOT. First create a BASIC program with a series (16 per 
screen) of print statements or A$= type statements. An example 
would be: 

10 PRINT• 
11 PRINT• 
16 PRINT• 

-sixty four spaces-•; 
-sixty four spaces-•; 
-sixty THREE spaces-•; 

Notice that the last line had only 63 spaces inside the 
quotes. That is so the final screen position is left black to 
prevent the screen from scrolling. You can do the same thing with 
A$*• - sixty four spaces-•. Notice also that the line numbers 
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take up the same amount of space. Each i s two digits wide. Now 
s ave the program to disk. Exit BASIC and execute PDOTl. Use the 
clear memory file technique I discussed above to clear the memory 
buffer. Use the ASCII I/0 routine to load the BASIC file you just 
saved i nto the buffer. Press <l> from the menu to view the 
prog ram. Don't worry about the stuff that doesn't make sense. 
We're inte r e sted i n the spaces between the quotes. Use the define 
memory routine to set the width to 256. Now go back to viewing 
the BASIC program. Move the arrow keys to line up the first line 
of th e program so that you are centered between the first and 
second quotes. When you have centered the top line, reset the 
width to 71. Return to see the BASIC program. the quotes should 
now be all lined up. If not, experiment with the width until they 
are . Now you can use PowerDOT to draw in the scr een the way you 
want it. 

After you are done save it back to disk using the ASCII I/0 
routine. Don't forget to add the extension "/BAS" to the 
filespec. You might also want to save it under a different 
filespec in order to keep the first program available to create 
additional screens for other BASIC programs. 

It is important to clear memory before loading an ASCII file. 
PowerDOT utilizes its own end of file ma£ker in the memory 
buffer. When writing out in ASCII it looks from the top to the 
bottom of the memory buffer for the marker. It writes out 
everything before it. The end of file marker PowerDOT uses are 
the CHR$ codes 244, 245, and 246. On a Model III those characte rs 
look like the "fickle finger of fate• special Mod III character. 

Adding graphics to word processor files: Similarly to the 
explanation above you can load the file, adjust the width and 
draw in the graphics and write t he file back out. Not all word 
processors can print graphics. You can also use the Character 
input mode t o insert inter commands • 

.I / / 
i' 1' / ,/ ./ 

1 l l / ,,... 
j l / /. ,. l· 

__ ,..- _______ .... 

--· 
-----

04~1:_-:;-----~-·-__ -··_·_-___ _ ----····--__.-----

- -·---·- - -- - ------ -----------.::.::.-~ 

--- -~-~- ~;3J ~/~I II 

/ ,·' / / / ,' I I 
.. --·:::.✓-/··/.··/ / ' ,/ / , I, 
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NOTICE: The enclosed software is provided for the sole use of the registered owner. Please read the non-disclosure agreement 
below. 

HE.GISTRATION and Non-Disclosure of the Below Stated Product: 

The person whose name appears below recognizes that he/she has received a copy of the above stated software, and that this 
program's only intended use IS fort he below stated person for his or her own computer. Further, purchaser agrees that all copies of this 
program are licensed tohim/herfortheirexclusive use, therefore ANY copy of this program that is given away, loaned, or sold to another 
person, without the written permission of Breeze/QSD, Inc .. will be in violation of the United States Copyright laws. and will result in 
great damage to Breeze/QSD, Inc. that is far in excess of the copies involved. To continue to receive support, SEND THIS card in! 

Please fill out completely and LEGIBLY (print or type) 

Date 

Product Name ___________________ Where purchased __________________ _ 

Date purchased ___________________________ Version _____________ _ 

Serial # ____________________ Type Computer? ___________________ _ 

Your Name _____________________________________________ _ 

Address---------------------------------------------

City ____________________________ State _____ Zip ________ _ 

Telephone ___________________________________________ _ 

I have read this agreement. understand it, and agree to its terms. 

Signed ___________________________________ Dale __________ _ 



A DIVISION OF BREEZE/OSD, INC. 

11500 STEMMONS FWY. 
SUITE 125 
DALLAS, TEXAS 75229 

PLACE 
STAMP 

HERE 
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