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* SCHEMATIC DRAFTING PROCESSOR *

(2222222222222 222222222t E )

by Tony DiStefano

for the TRS-80 COLOR COMPUTER
with 64K memory & one disk drive.

FEATURES:

Make professional looking schematic diagrams

Easy to use : Friendly prompts

6 overlapping screens to make a 480 X 540 pixel worksheet
Print text on screen

Help files in all modes

Complete dump to printer

Save & load created schematics to disk

Over 30 electronics symbols

Up to 10 user definable symbols

Logic gates

Multipin chips

Supports three kinds of printers, EPSON, RS, & GEMINI
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INTRODUCTION

This manual describes SDB (Schematic Drafting Processor), for
the Color Computer. The object of this program is to draw, save
and print electronic schematics. This is done by moving a cursor
around on the screen and by hitting the right keys, place
pre-defined symbols on the screen. Lines can be drawn to connect
the components together, and text can be used to label them. In
fact, SDP has everything you need to draw a full schematic. See
Fig # 1 for a printout of the schematic provided by SOP. A full
schematic page of 480 by 540 pixels reside in memory at one
time. That is the equivilent of PCLEAR 24. After a schematic is
finished, a hard copy can be made with a graphics printer.
Several pages can be used to draft a large schematic. The best
way. to get familiar with all the capabilities of this program is
to try all the options available. If you are lost or get stuck,
hit the <CLEAR> key. A short discription of the all options
available in that particular mode will be displayed.
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SDP

1 LOADING AND RUNNING INSTRUCTIONS

Before running SDP, turn your computer off for 15 seconds
then turn it on again. This is to insure that all the pointers
and modes are set right. Now type RUN "SDP" <ENTER). You will
be immediately greated with the SDP title page. A few moments
later you will be ready to start drafting your electronics ideas
and make professional 1looking schematic diagrams. For a hard
copy a graphics printer is necessary. See Section 18.

2 CURSOR CONTROL

The first prompt you will get asks for either joystick or
arrows control. This will determine how you positon the cursor
around on the screen. The cursor is a flashing dot one pixel
high and one pixel wide. In the MAIN COMMAND MODE the cursor is
the focal point for all drawing routines. All electronic symbols
are drawn at the cursor.

= JOYSTICK VS. ARROWS

Hitting the <J> key to the first prompt will transfer cursor
control to the joystick. A RS compatible joystick must be pluged
into the right joystick port for proper operation. An auto
centering joystick is prefered but not necessary. For positioning
the cursor anywhere on the screen move the joystick in the
direction that you want the cursor to go. Putting the joystick
in the center of its travel will stop the cursor from moving any
further. The further you push the joystick in a given direction
the faster the cursor will move. For short accurate movement
Jjust touch the joystick in the direction you want. For frast,
long displacement, push the joystick all the way to the edge of
the travel. If you loose the position of the cursor press the,
<F> for "FIND", key. This will put the cursor in the middle of
the screen. :

Hitting the <A> key to the same prompt will transfer cursor
control to the 4 arrow keys. Pressing any arrow key will cause
the cursor to move in that direction. The cursor will move at a
rate of 1 pixel per flash. If you want to move half way across
the screen, it might take some time. Thank God for the SCALE
FACTOR. Pressing the <2> in the MAIN COMMAND MODE key will cause
the cursor to move 4 pixels per flash, pressing the <3> 1in the
same mode key will cause the cursor to move 9 pixels per flash,
the <4> key is 20 pixels per flash. Pressing the <1> key will
return the cursor to one pixel per flash. Just like in the
joystick mode, pressing the <F> key in this mode will cause the
cursor to move to the center of the screen.






