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WDtP Programmer's Instruction Manual 

Introducing WIAP 

The best introduction to WIMP is to use it. Turn the Dragon on (off 
and then on if you have been using it) and insert the WIMP disk . To run 
WIMP type boot . After a few seconds a blue screen will appear (grey on a 
b:ack and white TV). This will have a white strip at the top with the 
t1 tles of various functions : "TITLES" and "GOODIES" . On the left hand 
side are various i c ons - a little mouse, a grid, a paintpot, a sheet of 
pa.per and a file. There will be dustbin icon in the bottom right - hand 
corner of the screen. You must plug a floating joystick into the right 
hand joystick port. You will see an arrow on the screen - this is 
controlled using the joysti c k. The arrow wi 11 sometime:_::; all - but 
disappear, leaving only the tip. This is so you can point to the very 
edges of the screen. 

Each icon represents a particular func tion. Whenever you select a 
function in WIMP, there are no keys to press (except on oc casion) - you 
simply have to point the arrow tip at the appropriate icon and press the 
joystick button. On the starting s c reen ( the program is called 
"MOIJSMAIN" on the disk) you c an ha ve demonstrated al 1 the major 
functions of WIMP. Firstly, select one of the icons a.nd press the 
button. Try the little 3x3 grid first. This will load in the icon 
designer program (" ICON DES"> and run it. Notice that if you remove the 
WIMP disk, so that the program is not on the disk in the drive, a 
m<?ssage will come up saying "Option not available". Whenever you get an 
error, point at the box and press the button to get rid of it. For 
instanc,~, if you select the mouse icon (to change the device from 
joystick to mouse) and select one, the program will try to load a device 
driver from disk, These are not yet available (hopefully a mouse 
interface will bec ome available, in which case Broomsoft will develop a 
device driver for it) so the program will tell you "Option not 
available". 

Upon selecting the grid icon, the disk will turn on and the icon 
designer program will run . This program has its own manual but notice 
that you can work out how it works without the manual, simply by messing 
about with it. The manual serves simply to explain all the functions, 
and to tell you any keys used (in the icon designer only one key is used 
- the spacebar is an 'undo' key>. Once you have read it, you will not 
have to constantly refer to it - one quick read is sufficient. That is 
the beauty of WIMP programs. 

To return to the main program, select the dustbin icon. This acts as 
a dustbin in WIMP programs - either "trash a file" in a housekeeping 
program or, more usually, "trash this program". This disk will turn on 
again, and the program will load in. This time, if you have changed 
disks, a message saying something like, "File not found" will appear. 
Again, point and press the button to get rid of the error and continue. 
Once you have returned to the main program, you can experiment with the 
icons. Only three will work just now - the grid, paintpot and file 
icons. 
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During your ex per im,::rn tat ion you may have been surprised by boxes 
appearing on the screen. If you were not, try pointing at the tiny icon 
in the extreme top left- hand c orner of the screen Ca little mouse!) and 
press the button. A little box will appear, naming the program and the 
a uthor . It will stay for as long as you keep the button pressed . This is 
a pull - do1vn credit . Most WIMP programs only have one, selected by 
pointing at the mouse icon. The starting program, "MAINPROG", has two . 
One c redits the author of the program, one is the main titles for 'IIIMP. 
Se lect this by pointing at the word, "TITLES" at the top of the screen . 
Other 'w'lMP systems (on other computers) also have this on their main 
program (the tec hnical term for which is "VIMP Front Panel"). 

Anyone who has used a WIMP program before will know that pull-down 
c redits are not the most important application of the top line of the 
sc1~een. You will notice in all v/IMP programs, the top line is reserved 
in this manner . The mouse is al ways to the left but there are other 
1-1ords - "GOODIES" is a favourite. If you select one, you will see a 
pull - down menu . These are like menus in other programs, with a list of 
options. Hm,ever, there are two main differences. These options are 
se lected by mouse, and the titles have been shortened (i.e. "Print icons 
0- 63 " would be shortened to "ICONS") to fit into a small-ish box. The 
box is removed leaving whatever was behind it - it is as though it was 
never there. If you select "GOODIES" on the main program, then you can 
try to select options. To do this, keep the button pressed, point at the 
option (try ICONS first of all) and release the button. The option is 
exe.::;uted. If you try icons, you will see a large white box appear on the 
s,::reen, and fil 1 with icons (these are icons 0-63, the standard icons. 
Look at them and try to imagine what they might be used for). This white 
box wi 11 not disappear, however. It is a slap-down function and wi 11 
stay. You might select DIR, another slap-down function which will go 
over the box of icons. Like there are pull-down menus, there are also 
slap-down menus sometimes . 

The last main feature will be seen if you try the "RESET" option in 
the " GOOD IES" menu. A box will appear saying "OK", which you must point 
a t to reset the system . These appear whenever a risky function is about 
to take place <e.g . kill a file, leave some programs without saving 
dat a, etc. > 

1 
~ 

3 
4 
5 
6 

To s umma riz e , 'w'IMP has many teatures, common to all \i'UlP programs : 

lean se lecti on for f unctions 
Error ll and linB <friendly messages instead o f ?NE ERROR et c. > 

Ea s y tu l earn or go in at the deep end without drowning 
Pu l l - dm-1n cred it s a nd menus 

~lap- down f unc tions e t c . 
l' rul e c U un agn ins l your s e lt by "Are you s ure " messages 
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WIMP programs are designed for ease of use. The last two pages 
should get you up and running any WIMP program, on this system at least 
- the more modern systems on 16- and 32- bit machines have extra features 
such as moving windows around with the mouse and re - sizing boxes etc. 
under user control. These are extra features afforded by the extra speed 
of these computers, such as the Atari ST, Apple Mac and the Acorn 
Archimedes. All the important features of WIMP systems are embodied in 
this system - it may be a good idea to start with Dragon WIMP if you 
want to go on to a bigger and better computer. If you already use a WIMP 
system you may find Dragon WIMP slow and less powerful; this is because 
the 6809E used in the Dragon, although being a 16-bit chip really (it 
just has a cut-down databus which makes it technically only an 8-bi t 
chip) is still fairly slow <at 0.89MHz it is under half the speed of the 
6502 used in the BBC micro and about 100 times slower than the latest 
thing in super-micros, the ARM chip used in the Archimedes). 

It may be a good idea, if you want to program your own WIMP programs 
(and since you are reading this, I assume you will> to have a play on an 
Atari ST or Apple, just to get a feel of what has been done . Most things 
you could do on these computers can be done on the Dragon, so just have 
a look to get ideas. Ubviously, a brilliant disk file manager under WIMP 
with 200 features would take a genius to program (or, at least, to fit 
into 3210 but a fairly competent basic programmer could rack off, in a 
matter of hours, a decent program to do something using WIMP. Just to 
get a few ideas, though, play with the STs in your local computer 
dealer. I recommend that you also play with an AMX mouse on a BBC, as 
Dragon WIMP owes a lot to that, and the things possible on a BBC would 
certainly be possible on a Dragon. 

The Computer Under WIXP 

To program in WIMP, you must first boot up the main WIMP disk, to 
get the front panel (it is possible to customize this s o that you get 
WIMP programming straight away after loading by changing the last line 
in the boot file (at the moment it says RUN "M.OUSM.AIN"), Select the 
dustbin and you will have a programming window. Now, in memory is BASIC, 
the DOS <Disk Operating System) and WIMP, The memory map is as follows: 

$0000 $03FF 
$0400 - $05FF 
$0600 - $0BFF 
$0COO $23FF 
$2400 - $77FF 
$7800 - $7FFF 
$/3000 - $BFFF 
$COOO - $DFFF 
$EOOO - $E8FF 
$E900 - $FOFF 
$Fl00 - $F.'3FF 
$F400 - $FEFF 
$FFOO - $FFFO 

= RAM used by BASIC and DOS 
= Spare RAM (can be used for short machine code routines) 
= RAM used by DOS 
= The WIMP screen <Pmode 4, 1) 
= BASIC program and variable storage space 
= Space reserved for user-defined icons 
= BASIC 
= DOS 
= WIMP proBrarn 
= Standard icons 

Characters for printing to screen 
= Reserved memory for saving bits of sc reen 
= Interfaces (i.e. printer, disk, keyboard, screen etc.) 
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In essence, all that has changed when booting \/IMP is that WIMP is 
in~talled. It is as if you only have 32K of memory to program in 
(al though the systems programmers of you will note that memory is used 
over and above this, for pull-down menus). WIMP will only run on a 
Dragon 64 (or a Dragon 32 with extra memory) so where has the extra 
memory gone? The answer to this is that the top 32K ($8000 - $FEFF), 
which is normally held on ROM (so is unchangable) has been copied to 
NAM. So that WIMP can directly interface with BASIC, it changed the 
program in RAM. Also, WIMP can live in this RAM and all the data and 
variables IT use :s are locked away, without you loosing memory. If you 
imagine that WIMP is a plant which has to interface with the ground, the 
plant cannot root in concrete (ROM) but soft peat (RAM) is easy to grow 
into. ln a way, WIMP does "grow into" BASIC. 

Syntax 

Until the advent of microcomputers, the word syntax (along with 
words like parse and interface) were little used, except by English 
professors. v/hen looking through your Dragon manual for the first time, 
the chances are that when it explained that 7SN ERROR means "Syntax 
error" you were none the wiser. Syntax is the definite form of a 
sentence and cannot be quantified - it is a digital concept (fitting for 
computers!) and a sentence (or command) can either have bad syntax or 
good syntax. While your friends might understand you if you talking in 
any slang dialect, the computer is very fussy, so whenever a new command 
is introduced to the computer (like in WIMP) it comes bundled with 
syntax inatructions . These can be totally ridiculous as long as the 
programmer obeys them. I have tried to keep syntax within the standards 
for Mi c rosoft BASIC, so the following rules apply: 

l .... Pairs of coordinates are held in brackets : (x, y) 
2 .... Other arguments (numbers) passed to a command are seperate, and 
divided up by commas (,). 

Whereas in BASIC you can GET or PUT any size and anywhere on the 
screen, this is slow as it involves shifting registers and other long­
winded processes. The idea of WIMP was to speed up these processes, so 
as a result only whole bytes are played with (as opposed to individual 
pixel s ). If fact, to speed the proce:::;ses up even more, without seriously 
affecting the user, only 8x8 blocks of pixels are used. As a result, 
coordinates must obey these rules: 

Coordinates of the top- left hand corner of a box or icon (expressed 
a s x,y or xl,yl ) MU ST be exact multiples of 8. 

Coordinates of the bottom-right hand corner (x2,y2) must be 
multiples of B minus 1 (so 7, 15, 31, 47 and 255 are valid) 
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WI.KP Comm:inds 

Experimentation is a good way to learn how to use WIMP proEr a ms , a nd 
it is also a good way to learn wha.t the WIMP c omma nds a ll do . !le re is a 
lis t of commands, with syntax and a brief description of their use. 1hi s 
wil l also se r ve as a reference page . The c ommands will be detailed 
later . 

Mou se c ommands : 

H'OINTER < i, m ) - sets pointer to i con number i a nd 1na.sk numb•? r m 
e . g. IPOINTER(2,3) sets the pointe r to a pencil 

*POINT - puts the pointer on the screen 
*IJNPOINT 
•PUTPOINT <x,y) 
•MOVEPOINT n 

- takes the pointer off the screen 
- puts the pointer on the sc reen, at position <x ,y > 
- moves the pointer according to joystick: 

if n = 0 
n = 1 
n = 2 

until button is pressed 
until button is released 
once 

Screen c omrna.nds: 

*BLUE 
• CLEAR <xl,yl> - Cx2 ,y2> 
* I CON i ' ( X' y) 

*DESK 
•STORE Cx l,yl> - Cx2,y2) 
*UNSTORE 

*PICKUP 
* BOX ( x 1 , y 1 ) - ( x2 , y2 ) 

•PULLDOWN <xl,yl) -
Cx2,y2> 

•WINDOW <xl,yl) - Cx2,y2) 

- clears screen to "blue" 
- c lears a rectangle to white 

puts icon number i at position Cx , y> on 
screen 

- sets up a default s c reen layout 
- GETs the area of screen and saves it 
- replaces the last area of screen t ha t was 

STOREd 
- replaces all STOREd areas 
- draws a white box with a black outline 

and shadow 
draws a BOX but first STOREs what was behind 

- it 
- sets the text window 

Here are some sample programs to demons trate some c ommands: 

1 REM Print all icons on screen 
5 PMODE 4,1:COLOR 0,1 : PCLS 

10 I=O 
~O FOR Y=O TO 48 STEP 16 
30 FOR X=O TO 240 STEP 16 
40 *ICON I, <X , Y> 
50 I=I+l 
60 NEXT X,Y 
'/0 •WlNDOW<0,64)-(255, 191>:CLS 
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\t/lMI ' l '1ug 1 t1mm,? r ' s ln s l r Li-.. li on H.anual 

l, l:M l'i-.:1 l I o l li.1 n,j :;_, 
'J PMLJ\ll: .J, I: 1 [)L(Jf\ 1, , l : ! ' 1 l.S 

J 11 i lJNl'Ul Nl : • Bllll: 
__' ,1 l ] ·L) I N 1 l: l\ l .j , ':i l 

~,' • l 'U l N 1 
-111 11· tN!il:.n=- "" rnt:N 311 

t, l:Jli Move poin t e r 
'.:- f 'll!OL'•E .J, l : CO LuF: o , l: f 'C Lf. 

1 ,1 • UNH.JlN T: l l l l: S l\ 
_ (1 • l '•J lhTER lll , l l: •l-' Ol NT 
)1 1 • MLJ\ll:l\JI NT (): • UN!' OINT 
.J 1) I II'] hl•U \11 l ll , V J - C~::>'J I l Y l .I : LLS 
:Jl• nil\1 " ., coord ="; PEEK<&HE0E5 > 
c , 1 ! 'ldi.d " Y ,:oor o1 =" ;l 'EEK< ,31 HE0E6 > 

" d\ .~:u re r.:: m::i 
_ 11 iliODl:. .J, 1: ,:,uLU1-: 1.> , l: i:-'C LS 

1 ,, • UN ?1) I NT : t Bi... ll E 
..:; ,_, . -.111.h{1'.' 11) ,04 ) li'J5 , l 27) : CLS 
)\ J L!H i: <(1 , (),) l - 1255 , ,jj) I i 'SET 
-i C i... JNii c0 ,1 2e l-< ~55 ,1 28J , PSET 

The Commands in LJetuil 

• 1 u1Li1 1 11i ~ is a v,=r v s imple ,: o mroan d , used ror displaying the pointe r . 
! 1 lu•:: pc, i11l•=l i ·" nut o n Lb e sc r ee n, it appea r s. 11 i t I S on the sc rc ~n 
tue-1, it i -:. Hin 1:: r a ·=-= d , but put down aga in . ·11i1 s will l ea ve ..1 lra l l , t r 
Jc:.ir--=a . ~-= _ _,1 ,= f u l, Lh o u 6 h, ii a trail i s not des i,-ed. 

, i1 J>1 'u lln ·1ui =- J :o u...,c.:, i 1, o "ldde" o r r e mo v.? the po i nt e 1 ! t the po int e r 
H.;'= ur1 1.l.J•= =-•-l•.:er1 it l '- r,.: mu v.: ,j tw lrn l c ve r HJ ~ lJo..: hiuJ i t l ::, r epl,1,..,:!,:il ~n'1 
11 J l "'-=- Nuf u 1, Llil: b • .. ! •~c: 11, 1,ul lii11 K hu pp<! ns. • Ulil 'O l!l l', ,.d un~ 1r1lt h 
• J•J• .. !·. IJ i, ·" J, c,ul u L,~ u·.•.:•J ., . .., I. li e: 1 ! 1 ::. L l i ne 0 1 u p1o~ co ru , b<.J.::au:::.c.! .,.,h c: n tho:: 
JA.,,J 1,1 ,:1 J ·- n,,,v,.: .J i 11 u 11,.: p 1 u~ 1.; m, IL lllJY l c:a v,: Lc: hinJ wh ,1L \/A ~ b<)h t nJ tt 
i1, - )J !l •.:J•.: J1 l jJJ (JY., l JJIJ. :~i llJIJ ly LY !Jll lr, , a ., Il l\\! 'J ( )[ I V , • U!l l \Jl N[, 'rll ll 
1 '= !IJ I J' I 1= L L J _. d .:, l 1 ,1. t: I 

• J 'I J I J 'lJ J N I t ; • 1 j I I I, J :.... J , u , ,: tl IIL'l l I ii y l U a 11 1 lll::1 l cl t h" 
.; , __ u J ,j_ J t J ·_, ~ JJul J a J Lu • J'IJ I NI , IJIJL yo u •-ct ll ~c:lc , l 

po in ce c o r tt :; u i,m 
th <.J ~uo cJLnjt a ~ u r 

11,,= LUI, t, · ! I l tJl ,, J 1 ,, 11,1 u l tli ,· 11111u _ ,: la u ~• vcd u,· c, r 1 urn O _:•1-:i _i 11, l L1 l':Jl , 
! Jul JU - I Ht iJ llljl •:- IJ ! c: J r:, Jit , ,; 11,1, JLU l t: llllfHJl l ,;;ill t ly, lt Lh,! p u L1,t t:!( 
o! J ,_; ,J '{ 11..1 _ dt - J L1y .. J, 11, ,: u J ,j t1 11.: 1 , 1.:rnuv.:, l r ll ~, t l t tll b l ~ , l unl:l -,, u 
•JUJ ,_ L J '/ t Ju L J l J uu l. ,1., J l L 11, : 1 " I ::.. c1 p u l 11t -, 1 t!!, JV l ll tl , IL \JltnJ l t1 , l <:[.l•:: nJ ~111t 
u J tJ,,.: !J.J • l!r, 1 uu 1,il 1,•.1J J,' Jt l <, )IJ ::.. t ,111 1llu -, 11J11I 
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lMOVEPOlNT n - Thi s i s like ll'U1TOLN'I, but th r:! r:oo rd i nc1 t<.? s of th r:! 
pointer are read from the joys ti c k . If t he point e r i s not on t he sc r ee n 
1.,rben •MOVErOINT is us ed, a •FOlNT c ommand i s n u to mat i r:all y exec ute d. 
This command c an be pro8ramme d to loop dependine; on th e va lu e · o f n . if n 
is O then t he pointer will be mov r:! d around the sc r ee n u nt il t he us-= 1-
presses the joys tick button; if n i s 1, the point e r Ls mo·,erl 1rntll t he 
button is rel eased, and if n is 2 , the point e r is move d onc e onl y (so 
the BA S I C program will have to check if the button i s pr -= ssed - see the 
Dragon ma nual for details). 

*POINTER (i, m) - This selects which pointer you want. Becaus-= a poin te r 
is not often square, the computer needs not only graphic da t a but 
msking data. If you imagine a piece of card with a c ir c le cut in i t -
you SFray the whole card but on the background only a. circle i s dra,rn . 
The mask on this is similar. Have a look at icon l to se'= a ma sk . fl. 
white pixel is set for where you want the bac kg round to b':! seen a nd a 
black dot is set for where the pointer will be se':!n. In the t; .:1.b le of 
i c ons, i is the icon number (0 for an a.rrow) and m i s the ma sk numbe r c L 
for an arrow ) . Standard pointers are from 0 to 10, with odd numb':!rs 
being the masks for the previous even number. 

Screen Layout Commands: 

•BLUE - This command clears the screen to "blue" by s et t ing ha l f th <? 
dots black and half white. 

•DESK - This is a command used to simplify screen layou-t:. It set s '-'P th'? 
commonest type of screen layout - blue screen with a du s tbin in t h": 
bottom left-hand corner and a white bar at the top . 1 t is iden tical t o 
the corresponding BASIC commands, but slight 1 y qu ic-ker and muc h l es·:=; 
trouble. 

•C:LEAH (xl,yl) <x2,y2) This is precis'?ly the ·::;a rne as t he 
corresponding LINE ,PSET,BF command <providin :;, the •: □ o r d inates obev 
the rules in the syntax section). lt is used simply tC' ,-:; lea r a pl a ln 
white box quickly . 

•BOX (xl,yl> - (:{2 ,y2) - Thi s r; ornmand dr a ws a bo~: wi th a s h-.:tdow be l o w 
and to the right . First it • CLE/\Hs the a r e a, t he n d n rns a b l ac k bo x to 
surround the white bo:<, and then doe s a s ha d o w e ff '?•-: t. No t e t ha t t h'= 
blar:k outline is ins ide the bo:ces bounda i-i e s , so yo 11 ci:\ nnot def i ne c\ 
te:d window whi c h tot a lly fill s the bo :< un lc s ·3 yo u de l e t e the bordet­
(using LIBE (xl,yl> - (x2 ,y2 >,PHESET, B> th e n d1 a w a n~ w o ne OU[S lV E th e box 
<use LllH! (xl - l, y l - 1> - <'x2 ·1l,y2 H>,l'SET, B). Tit~ d"! f c1 111t d )o r de r i tts lde t h'= 
box ) i s the one l pre f e r, but it doe s 1-ia s te s pa '-·P. a bi t . 

OCON i, <x,y > - Thi rs print s i c o n 11 u 111b0 r J <0 12 '7) ,, t !'O ':' Lt i o n ~: . v rnt th -:• 
~.,-:; reen. Not e , tho ug h, t ha t if a n i r. 0 11 hac-; [1 blu e bo r de r Lt 1d l l Lo r_1 l, 
s tr a nge in a ~1hi te b (J X , and vi r; e ve r •::;a. Wlt rJ n <l•"s i g nlng Le o n·;:; yc11 1 1uu , t. 
dec id e wh e t.li e r it ~d)l p;o o nl. o blu P. 0 1 1-iltll l'l <o t bl a ,: k i L'ct1.: k.11. 1o u11,l 3. 

l'a p, o 9 
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F'ul ldo 1m Ni2 nu CJmuu n,l s: 

• S TLJ!x~ \x l, y l) - ( ){2 ,y :C: ) - Thi s i :3 a low- level c ommand use d si mply as a 
!JET .:;onunand. In '.'IMP, then~ i s :3K of memory above the program into which 
* STOlrnd b i ts at :::;c reen are saved. They are :=itacked up in a pi le (so the 
iii-s t one out i s the la s t on,:! on). •STORE just stacks a part of screen 
011to thi s. l i there i:::. not enough memory left on the stack, a n ?OM: ER ROR 
I•1i 11 be produ ced. This may happen if you try to get a too - large piec e of 
sc reen or (u nforgivable> you forget to *UNSTORE what you have t STOREd ! 

•UNSTCJl,E - This requires no coordinates, as they are stored with the 
t STOHEd bit of screen. This command simply pulls the first bit of s c reen 
it f inds and slaps it back onto the screen. 

The above 2 c ommands only hint at the real power of pull-dm-m menu :3. 
1 r you •STORE a part of s,:::reen, then draw a menu onto it, you ,::an remove 
the menu by tlJNSTOREing it (i.e. replacing what was behind the menui . As 
there i s 3K to play with and you can store an unlimited number of bits 
iu that :J lC <as lon3 as they do not run out the memory) you can have 
m,::::11us 11ithin menus . If a new menu is put partially obsuring an old one 
then, s in,::e the bits of screen are replaced in reverse order, the old 
one will be restored perfec tly. 

•PULU1UWN 1:-: l,y l> - <x2,y2l - This command saves an area of s,:::reen and 
the n ,irs1·1s a •BOX with the c oordinates. When calculating how much memory 
is u,::;,:: d, note t hat the area saved is 8 pixels wider and deeper than the 
,:oordin.:ites g ive n, u.s the rshadow of the tBOX has to be taken into 
a,:-:0tH1t. Anything :=-,aved u:5ing lPlJLLDOWN is replaced using tUNSTORE, as 
usua l . 

•l0 l 1~KIJl' This :=,hould a lso be used at the start of a p1·ogram . It 
1-2pla,:e,:=; a ll the ,::. tared windows, in the c orrect <i.e . reverse .l or·der. It 
i 5 u.:c;1:: ful i f a pro6ram i :::; interrupted by an error. The disk command 
H rnou GOTO 1-1ill a ll01-1 your prog1-am to take control, so first you must 
Hl.:.Jli:c =-ure 110 pull do1-1n men11 s rc:rn:J. in - use •PI CK UP to do this. 

Hi e:: t ,=:~1 . .J1 i vo::r h , Uk prog 1·a rn Lhn t a l lows t1?xt on t he hi gh­
J •= :::.u luli o ri 0 ro pl!i,_ :.., ,_re::e fl . Tl1 t:: r e: c.1 1e 11u 11 y a vct i.l a bl e , but one has bee n 
spE:,;i.:dl'J 1-iri.t: t,-= r1 Lu (',U 1•1i1:I1 WIMP. lid ~ a l.l o 1-1s us e 1· - cte rlnab l e 1-1indows. 
·11ie o l ,j cu m1nci11J, l ' lllNTC~ h ,.,1 s be,~n r e place d , In addition, to prov ide for 
ti, ,:; ,:::.:t1 0 ,:; 1;1J ,_11 ,:u.., ,·: Ll:r pDs ltions ( □ Id Dra1-i;o 11 sc 1·ee n = 32 x l o = 5 l..~ 
c l w 1 a ,_t-=1 ·=- ; Ikl-1 \Jl Ml ' t, ,: rl.!1::11 - ::JG x ~4 - '(68 c ba 1·ac l a r s ). 

•-IJJN !JLJW ( ;.: 'I, yU <;,:~ , y '.~ ) Thi s s e t s up c1 t ext winduh' on the g 1·apbics 
s --r cl: 11. !Ju Le::-: L 11111 I;,.; pr i11 Lo .J u u h ldu lh h_; 1·1i11Jo1-1 ~bu t see t TcXTPQ.S\ 
or,d U, ,:: U , ,:,; d J111 111a r11J u 11d l li .J 1., Ll!Al1 ll tJ y ~1111 c, 11l y .; l t!.:1 1- thi s 1-1i.nJ□ 1-1 . 
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w'IMP Programmer's Instruct ion Ma nu a l 

•TEXTPOS (x,y ) - Sets the te xt position to be (x, y> wh i c h do not have t o 

be within the current text window . 

Note on text driver: Because of the way the s creen ha s to be c lea red 

when using the [ CLEAR] key, the text buffer is not c lea red - whe n you 

press the [ CLEAR] key, the Dragon remembers what you t yped l ast . 

Therefore, if you type, say, LIST then press l CLEAR] t he n t;ype , for 

instance, DIR, you will get a ?SN ERROR as the computer will think you 

t yped LISTDIR . This is nothing to worry about - just type the command 
aga in - but it is a minor inconvenience. 

One final point - to get the x and y coordinates of the top left ­

ha nd corner of the pointer, use PEEK<&HE0E5 ) for the x coordinate and 

PEEK(&HE0E6) for they coordinate 

Standard I c ons 

These are stored from SED00 to SF0FF - each icon takes up 32 byt es 
therefore there are 64 standard i cons, numbered 0 - 6J. 
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Kousearl Instructions 

To loa,i Mou seart, use the same procedure as for loading the icon 
des i Bne r prog r a m but sel ec t the paintpot icon instead of the grid . 
Ag a ill, Hous e u. rt viill load in a few seconds and a slightly more comple x 
sc ree n will a ppea r . 

Th 1:: ,3,:; r ee n wi l l c ontain a top bar containing "TRASH" for leaving the 
prog r a m (as the dustbin' s :3pace is taken up) and "UNDO" to undo 
c om1Da nd,3, "FILE" and "GUOlJIES" a re two pull-down menus. Along the bottom 
oi the s ,-:; r ee n 1-1ill be s ixt e en patterns, used for painting and drawing 
with . A bo:-: fu l l of fun c tions ( 16 i c ons) will be shown to the left of 
t he sc r ee n, a nd the r est of -che screen is taken up by a "window" on the 
L .:i r g8 r s,:: r een . 

The vii ndmf s hm1:::: pa rt of the Pmode 4, 5 s creen C\IIIMP use:3 Pmode 4, 1) 
u.nd it should now b,:: white, unle s:3 you have be en u,3ing WIMP for a while 
.J.lre .'J. Jy -- i t may s how part of a picture or it may show utter garbage. If 
you h.:i ve ju s t BOOTe d WIMP, the window will be white. 

You may noti c e tha t when you move the arrow about in this program, 
i t c ha nge s to a bl ack s quare when it is over the window. This is so you 
c.:a n drd w. At the moment, the paint colour will be black, and you will 
ha ve a rnedLum--s ized (s ize 3 out of 5 ) square pencil/paint brush. lf you 
pn~ ::,S the button, a trail will be left where you were, in the paint 
c olour 0£ bl ac k . To change pa.int colour, just click on a new selection 
on the bottom line . 

You Lav~ a c hoi ce of 3 types of bruehes - square, round and airbrush 
in :j si zes (2 :tor the airbrush). The bottom three icons in the 

function bo x show brushes . Cli c king on one of the brushes will have the 
joint e ffe, : t of c hanging the brushes' size and also selecting that type 
o ( brush. Se l ,?,: ting airbru s h (the spray can) will select an airbrush, 
and s ele,:;ti ng pe nc il wi 11 alternate between square and round pencils 
lthes e two do not c hange the size of brushes). 

One ~ you ha v e drawn, say, a square it is easy to fill it . Select the 
paint rollGr <noti c1~ the roller does NOT change over the window) and a 
s uitable c olour to paint in . Position the roller's point over the .:1.rea 
to be fi 1 l e d and pres:3 the button. If an area is V<~ry complicated, the 
computer m.:i.y run out of memory so the paint may suddenly vanish - if 
this happe n~ j us t spli t the area into two halves and paint each of them 
s ep1_u..1t e ly. Not e a lso that the paint is only stopped by a solid black 
line - suwe pa tterns (paint colours) do not provide adequate boundaries 
but you wi 11 s oon t?;et to know which. 

A::. the 1-1inctow only shows part of the screen, you can move it around. 
Se le ,: t t he hand icon to get a menu of movements. The arrows show the 
1·1indo\'1 1

S direction of moveme nt; the screen will move the other r1ay. 
De l.::c t an arrow to move the window and c lick elsewhere to leave the 
a r rov1,"' me nu. 

::_:,::: l ec ting "UNDO" will allow you to correct mistakes. \vhenever you 
c li,~.h OUTS I DE th,:: windm,r, the current window is stored so if you mes;3 up 
a. p.:1 iri l job or line, jus t c li c k on "UNDO" . 
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Kousenrt Instructions 

The letter "a" will allow you to write on yo 1Jr picture . Sel<:> c U.ng it 
will give you an "i" as a pointer; select the correc t '3 pac e for wr·iting 
and press the button. Note that if you type too mu r.:: h, the sc reen may 
scroll and you will have to UNDO. 

The er~ser option gives simply a white squar<:> bru s h, without hav in~ 
to explicitly select square brush or white paint. 

The line option will allow you to draw "rubber - bo.nd" lines. Fo·3il;ion 
the cross- hairs on the screen (after selecting linr?) and pr<? s s the 
button. Without releasing the button, you then move the line to .,.,here 
you \'iant it to go, and release the button there. A line falways blac k ) 
will be drawn. Note that you can only UNDO the last line drawn . 

The recto.ngle, filled rectangle, ellipse and filled ellipse options 
are all similar. Again, set the cros:3- hairs to the corner, and d.o not 
r<?lea.se the button unti 1 the rec tangle shown is c orrer:;+,, The rectangle 
or filled box or ellipse to fill the box drawn will then be put in . If 
you want a filled ellipse it will take a while to draw, as there is no 
command to always fill an ellipse so a short routine is used. The 
outline box and ellipse are drawn in black; thr? filled ones are drawn in 
the current paint colour. 

The disk opt1on is a safeguard against power cuts, etc. When you 
select the disk, a copy of your picture will be saved as "BACKUP.PIG" on 
the disk. 

The final set of commands is for getting areas of the scree n . The 
dotted-line box commands is selected, then a rec tangle i s indi cated (as 
in the draw box command) . If the rectangle is too big, a beep will be 
made otherwise the computer will remember the conten-i:s of that 
rectangle, To put the rec tangle down, selec t the "GOODIES" menu . P-oth 
"PUT" and "PUT-OR" will put the rectangle down ·- "PIJT- OR" will plot only 
blac k lines (i . e. the background will still be there) but "FUT" will 
simply paste the whole rec tangle down (imagine "PUT-OR" is stickin~ on 
tracing paper but "PUT" is sticking on normal pap8r ) , An arro1·1 is us':.'d 
to point at the top left-hand corner of wher<?. you want the rectanp;le . If 
you press the button, the rectangle will be put down cunless you try to 
put the rectangle overlapping the edge of the window, when nothing will 
happen). 

The "GOODIES" menu has a few other useful fe a tures . "CLEAR" c lears 
the window (not the whole picture) to white. "PATTERN" give·;; you another 
16 patterns along the bottom of the screen . "SHOW" just shows the whole 
picture at once <click once to leave "SHOW" mode ) . 

The "FILE" menu just gives you save, load and direc tory di s k 
facilities. It is self- explanatory. Press ENTER when a filename is 
requested to abort save or load . All pi c ture have a default extens ion of 
.PIG <i.e . if you type "WIMP" a file "'wDtP . PI C" wtll be sa ved). 

"TRASH" will let you leave Mouseart . If you 50 s trn i ?:; ht bac k to 
Mouseart your picture will still be there. 

( c) 19813 by Broom3oft 

Page 2 



lean Designer lnstructions 

The i con designer program included in WIMP will allow you to design 
,.rnd iua.nipulate i c ons - smal l graphic representations. You ruay also use 
it to design graph i cs for games and fonts for printing on the screen or 
pr i11 t2r . 'Io lua d the progrctrn, insert the WIMP disk (it is rec ommended 
tllat you b-:1.:k t bi s disk u p und use the backup c opy to BOOT from) and 
type " i31JOT". You l'lill get the front panel program (f rom ~,hich you ca n 
se l ect a ll th,2 othe1- su pplied WIMP programs), To select an item, point 
tll it using a floating joystick and press the joystick button. This is 
known as " poi nt and ,:lick" ·- point the arrow, click the button, From the 
front p::1nel you can do a few u,3e ful things (select the GOODIES menu ) but 
to loctd the icon d•c!signer, ,:;;elect (point and click) the small :3 x :3 grid 
on the lef t of the screen, The icon designer will load (froru disk) and 
run in a fe~, :3econds. l c on number O wi 11 be displayed in a box at the 
bottom oi the scre,2 n and al::;o i.n a large format, filling about a third 
of the s ,::: re e n . 

\¥'IMP p1·ogra 1w5 c ons i st of the following - pull-down menus and on­
sc ree n selecti ons. Any i cons on the screen now ( like the pencil or spray 
ca n ) ca n be select ,:! d ,3 traight a1-1ay, and are usually very simple and 
ba .::.ic f unctions - the most often used. The other 50 or so functions are 
hiJden o. lfaY at t he t op of the screen. There is a white bar with a mouse 
ar,d the v1oz-ds "l CDNS" and "GOODIES" at the top of the screen. Selecting 
a ny of the:3e 1-1ill g ive you a. menu. To select an option from a pull-down 
menu you mu s t first. select tl1e menu, then without letting go of the 
button, point at the uenu item you want. Release the button when you are 
pointing at the desired function. To leave a pull-down menu without 
doinlJ anything, just release the button while pointing away from the 
menu. Host WIMP programs a l so have a title screen, similar to a pull­
dmm menu, ~,hich is selected u E-; ing the tiny mouse i c on to the left of 
the whit e me nu s ba r , 

Io des i gn i c o ns (and graphics for games, etc.) you have a pencil and 
a spraycan in eac h of 3 colours - black, white and "blue". At the bott~m 
of the ::;;c reen are ,;hmm boxe:3 of black, white and "blue" and a penc 1. l 
and a s pra ycan. Two of these (one colour and one tool) will be shown in 
11 i 1,ve r se" - 1-,hi te on black ins tead of black on white. This shows you 
1-,bi,::; h are c urr e ntly ,3e lected. At the moment it will be pencil and blacli: 
( i. e. a black pencil), Now look at the l a rge representation of an arrow . 
Note t ha t it i s n~de up of l a r ge s quares in a 16 x 16 grid, Each square 
in thE: <1T i d ,:an be black or 1-1hi te and the pattern of black and white 
dot s, ,,1:en n:du,:;ed to a s mall ,.3i::;ale, looks like an arrow , The sma ll 
:::-,:a l e v,~r:::. i on ca n be seen to the right of the penci 1/colour selection 
bo:: . li you po int and c l i,::; k one of the white square,3 (with your blac k 
pe n-:: il .> it 1-iill turn to bla,:::k. A c orre!3 ponding blac k dot will appear on 
the redu,: 1.:: d ver,3 ion a t the bottom of the screen, Any changes you make on 
the large copy of the icon, wi 11 appear on the normal-sized one at the 
bottom of the screen. 
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Icon Designer Instructions 

To Glw.nge your tool from a black penci 1 , point and. c: l i ,:;k c1 t the 
colour ~ranted (the boxes of white and blue) to change ,::; olo 1.1r; point 0.nd 
click at the tool wanted to change tool. A white p<?n•:: il will rub out 
black dots. The blue pencil will seem strange. ~:::01112+,ime'=· a whits, dot 
will appear, sometimes a black dot. If you solour on ar<?.a with this 
pencil, you will see a pattern emerge and the area on the small scc1ls, 
dia~ram will look blue (blue on a colour IV or grey on a black and white 
TV or printer). Blue pencils are not much use, but blue paint is. If you 
look at some of the icons to the left of the s,:::reen, the y of ten ha.ve 
blue borders. This is so they will match the blue screen background of 
the front panel and other programs (the dustbin to the screen's bottom 
right is outlined in blue), Blue is also useful for graphir::s where 
shading is required. Black and white paint also ezii3ts - bla.ck po.int 
fills a white area black and white paint fills a black area white (blu e 
paint fills a white area). 

Now you can design icons - these six tools provide as much (probably 
more) control as most icon designer (or graphic designer) progrc1.ms you 
may ha.Ve come a.cross. But I mentioned 50 or so oth<::r functions ea.rlier. 
Just wait! The first thing you may have noticed the appar<::nt lack of is 
a clear screen function. If you select the pul 1-down m<::nu entitled 
"ICON,S" you will see a list of options, including "CLEAR". If you sele,::t 
this now the icon will be cleared. Notice that if you are holding o. 
white pencil, the icon is cleared to black, so that you can dra~r whi +;e 
graphics on a black background. The standard is black on white, so 
clearing the icon while holding a black or blue pencil will give a plain 
white icon. 

If you have just spent ages doing an icon, and spill black paint all 
over it, you wi 11 be glad to hear of an "UNDO" key. When you pre,::;:3 the 
button, the current icon is stared before the computer changes it, so to 
undo the change just pre,3s the space bar, This i:3 the only key us<c>d in 
the icon designer 

You will have noticed that upon loading the icon designer, an arrow 
first appeared on the big screen. When you messed about with it you Here 
really just re-designing the arrow. To store this re-designed arrow <at 
least the computer thinks it is an arrow, even if it is a fa c e> select, 
"TRANS" (short for transfer) from the "ICONS" menu. The 11e1·1 icon will 
appear in the box full of icons, where the arrow was. Obviously you do 
not want to spend all day designing one icon over and over again - this 
progrci.rn le+,s you design up to 128 in memory at once. ;35 icon are on the 
screen and you can select these simply by clicking them. To redesign the 
spraycan, just click the spraycan. However, this only gives you 35 out 
of 128 icons. Selecting "SET" from "ICONS" will give you another 35 
(actually the two SETs of 35 overlap - they are the top 35 and bot+om 35 
of a "bank" of 64 icons). The other 64 icons ,:;a;1 bi? selecte r:\ by 
selecting "7800" from "ICONS" (Note that to return, the '78('0 has chan3.:,,d 
to E900 - the addresses in memory where the banks are held). 

It is best not to re-design too many of the default i c ons Cthe first 
bank) as they are used in programs (not least of which is this one), rhe 
bank at '1800 is totally unusr~d (probably empty at the ruom0nt ). lhe·3e arr:., 
USER icons and r::an hold anything. 
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Icon Designer Instructions 

Tb12 " S AVE" item in "ICONS" allows you to save the current bank or 
i c on . Selec t "TAPE" or "DISK" and "ONE" (one icon) or "ALL" Call icons 
in T, hi s bank). Selec t "GO" to do the save or just click elsewhere to 
abort the :.:;a.ve . You will need to type in a filename and ·then the program 
wi 11 ,3ave the icon ( s ). 11 LOAD" works in exactly the same way. 

'Ile have not used "GOODIES" yet - these functions work on the banks 
of i c ons or do special things to the icon you are working on. 

First, try "MOVE" . A menu of arrows will appear. Click the arrows to 
move the icon in that direction. Click outside the menu to leave the 
move option . "FLIP" allows you to flip the icons or mirror them, or 
rotate them. There is a short delay after selecting a flip option - you 
can see the option being performed in the small-scale icon box before 
the finished function is put into the large-scale icon box. Rotate takes 
longest . The:3e options may not ,seem useful now, but do become 
indispensable once used (like a video recorder). 

The "COPY" function lets you make copies of icons within the set of' 
35 . A hand will appear, instead of an arrow. Select an icon, which will 
then be picked up, and put it over another icon. Note that the icon it 
will be copied to is the one that the top left-hand corner of the icon 
i s over. This is important. Any nulJlber of copies can be made, At any 
time, pointing outside the box full of icons will leave copy mode <.you 
will get your arrow back). 

The "COL" function al lows you t'o "invert" the current icon. Black 
dots turn white and white dots turn black. 

The "PIC" function is used when designing graphics. The large icon 
is turned into a mini si:;reen - the sarue colour as the pencil is now, so 
a black pencil will give a black screen. You can select an icon by 
clicking it, and then put it on the mini-screen. To drop the icon, click 
outside the mini ·-sc reen. You will get the arrow back. Now you can get 
another icon to put on the mini - screen or click outside the two boxes to 
le1:tve . "PIC'~ mode. To get the ?ther SET, you can al_s _o click on "_ICONS'.'. This allow.-=, . you to rnalce up pictures so you know 1f your graphics f1 t 
togethe r properly. 

It is possible to re-design the pointers used by WIMP. The first 10 
icons (bank E9 00) are pointers. First come an arrow, then a penci 1, 
hand, spray can and cross-hair. Each pointer is made up of two icons -
one is the graphic and one is the MASK. The mask is black where the 
graphic goes, and white · where you want the screen to show through 
(otherwise every pointer would be square). "TEST" lets you test these 
pointe r s , so you know they work . 

To leave the icon designer, select the dustbin icon. 

Dragon WIMP and the icon designer are copyright (c) 1988 by 
Brooms oft. The owner is granted a 1 icense to copy the software for his 
own per s onal use, but it is an offence to supply copies of any parts of 
this program set to other people, or to re-sell this program set. 
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