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ART-BASB 

ART-EASE i• a pro9ra11 allowi~9 the uaer to make full use of the 
graphic• of the commodore 64 computer. Create spectacular 
picture• and aave them to tape or diak. 

Loadin9 Inatructiona. 

Place the tape into the cassette recorder, hold down the shift 
key and press the Run/Stop Key . Press play on the tape recorder. 
When loading is complete the screen will display the picture 
frame, and a cross-marker will be in the cen tre of the screen to 
i nd icate whe re the joys tick is positioned. Your jQystick should 
be placed in Port 2. 

Colour Selection. 

To select a colour, mo ve the cross-marker over your choice and 
press t he fire button. The colour will appear half way down the 
right of the screen. 

Free-hand Drawing. 

To draw in free-hand ma.-.e sure the CC'Oss-marker is within the 
bounds of the frame and p reas the fire button . A box with a d o t 
in will appear in the top right of the screen, and wherever you 
mo ve t he joystick y ou will draw a line. 

Function I.eye. 

When the functi on s are in use they will light to show you whi ch 
Is bei ng uaed. 

Fl - Joystick Speed. 

T o ~t>1109e the joyot i c ll speed, proaa rl then press a number 
[ro111 l to 9, ll • slowest 1 g,.raatest). Joystick speed '."ay be 
changed at any time within the funct .ion ... s marked w1th an 
asterisk, ( • ). The default speed value ls ~. 

Pl - Straight Line Drawing . • 

Press F) , then press the fire button at the start position of 
your line then again at the end position . A straight line 
w i 11 be drawn be tween them. 

PS - Fill An Area. • 

Press F5, then move your joystick to the desired fill area, 
press the fire button, and the area will fill with your chosen 

~~;~~ r. If the computer finds an area where f ou r colours, (one 
being the background blue}, are in close proximity then the 
co mputer may leave a gap to show it c annot fill that area. 

Extremely complicated areas may not fill comp letely first 
t ime. Should this happen, perform another fill in the 
unfilled area. 

F7 - Double Width Straight Lines. * 

This function is similar to a si~gle width straight line, 
(Fl), but produces a double vertical width. 

Fl - Text Hode. (SHIFT/Fl) 

When you press F2 the cross-marker wi 11 be replaced by a 
flashing cursor in your chosen colour. The computer may now 
be used as an ordi nary type writer, with a few re strictions. 
No shifted, and some complicated l o wer case characters, are 
reproduced . Ho wever, you are able to print characters in 
REVER SE MOOE, (hold down CTRL and press 9), and back to text 
mode, (CTRL and O). The HOME key will return the cursor to 
the top left of the screen. To return from text mode, press 
the asterisk,( * ) key. 
NOTE: All characters are printed in a rectangular block, and 
any area within that block which is blue is treated as 
'f illed' by the computer. This ensures that if a fill is 
perfo rmed th~ characters are not lqst in the background . 

1'4 - Out Free-hand Drawing. (SHIPT/FJ) • 

By pressing r4 . you can ren1 o ve by free-hand , unwanted areas o f 
t.\1E: p l cL ur~. 

P6 - Empty Colour. (SHIFT / FS) • 

Having pres sed F6, move your joy stick ove r the co l ou r you wlsh 
t o rem ove fr om the screen and press the fire butt o n. This 
chosen colour will be rem oved fr om all o ver the screen. 
NOTE: To rem o ve unwanted text, first use Empty to remove the 
' filled blue• region from around the letters, then r ernove the 
letters themselves. 

PB - Circle. (SHIFT/F7) • 

Move t o the cen tre positi o n of your desired circle and press 
the fir-e button, then move to the rad ius position and p r ess 
the fire butt o n again. A circ le will be drawn as c:- l ose as 
possible t o your desired s17.e. 
NOTE: A circle will not be drawn if part o f it will leave the 
frame of the picture. 

Saving a Pi cture. 

To save a picture t o a tape o r d i sk, move your c r os s-marker over 
the 'S ' on the left of the screen and press t he fir-e utton . 
En 'ter 'T' o r 1 0 1 to choose betwC'en saving t o tape o r disk, then 
enter the name y o u want to use for your pictu re and prr?ss 
'r etu r n '. 1( you are saving t :l disk make cP. rtain a d1!'\k i~ in 



your disk drive, (drive 0 in a dual drive), or i( saving to tape, 
that a tape ia in the tape rec o rder. To exit !t"om a eave bef o re 
it ls completed, pres• the Run / Stop key. 
NOTE : When saving to a disk drive, should you abort the save, 
the directory will probably contain the name you were saving the 
picture under, eo that should you wish to save the picture again, 
then another name should be used. : 

Wiping the sc .. en. 

To reset the screen, move your cross-market" over the 'W' on the 
left of the screen and press the fire button. The screen will 
now be wiped clean and again ready for use. 

Loading • Picture. 

To load a picture from tape or disk, move to over the 'L' and 
press the fire button. Enter 1 T' or 1 0 1 to choose between tape 
or disk and enter the name of the picture you wiah . to load and 
pres1 'return'. Make certain a disk is in your drive. (d rive 0 
!or a dual drive), or a tape in the recorder. Should you wish to 
cancel the load before it is c om plete then press the Run /Stop 
key. 
NOTE: tf you cancel a load, perform a wipe o f the screen before 
proceeding eince it ia possible t~at aome ot the picture you 
wished to load has been loaded to the screen area. 

When not in any other mode, if you press 'H' then the help page 
wlll be dieplayed giving a brief description of the ecreen 
di op lay. 

Th• Brror Sound. 

When yo ·J are uaing th e optione a 'beep' \Jill sound. Should a 
aecund beep sound , at a lower pitch then you have made an er ror. 
Some functions are cancelled when an error occura. 

Di•k S•vin9 and Loading lrrors. 

If an error should occur when you try to aave to, or load from a 
diek drive, wait until you are prompted to return to the picturr 
acreen, and, it the red light on the drive is atill flaahinq, 
remove -0ny diak preaent in the drive, and reset by Sloo'itching the 
drive off and on again. 


