
CHARACTERS

A simple character  des igner  suppl ied with over  20 prede f ined sets  
of characters  ( f o n t s ) .

S ide  1 of  the c a s s e t t e  c on ta i ns  the d e f i n e r  which can be loaded  
wi th a LOAD "" command. The program a l l o w s  any of  the 96 
character s  from SPACE to COPYRIGHT to be rede-fined. Press any key 
from the i n t r o d u c t i o n  to get  to the main e d i t i n g  screen .  At the 
bottom of the screen the normal f lash ing  'Lf cu r so r  i s  displayed,  
you can e i t h e r  type in a l e t t e r  to r e d e f i n e  or  the words ' l o a d '  
or ' save1 (not the keywords)  to a l l ow those act ions  to be ca r r i ed  
out.  Some c h a r a c t e r s  e.g.  BACKSLASH ( V )  r e q u i r e  the use of  
extended mode ( ' E '  cursor )  as normal on the input routine.

Se l ec t ing  the SAVE routine br ings  up" the f o l l ow i ng  op t i on s : -

Ve r i f y?  -  reply 1 y '  or 'n'  as required

Re load  at? -  the d e s t i n a t i o n  a dd re s s  f o r  the c h a r a c t e r s ,  i . e.  
where they w i l l  be when re loaded.  So f o r  example  i f  you wanted to 
put the s e t  at  60000 (which would r e q u i r e  the Spectrum CHARS 
var i ab l e  at 23606/7 to be POKEd with 96 and 233 respect  i vly -  as 
233*256+96 = 59744 which i s  256 be low the s e t ! ) .  ENTER w i l l  
d e f a u l t  to 64700 which i s  where the se t  i s  anyway,  t h i s  f e a t u r e  
i s  u s e f u l  f o r  e ns ur i ng  UDG's a re  in the c o r r e c t  p o s i t i o n  f o r  
Q u i l l .

No. of  Chars  to save? ENTER \ ?f ; . . ch3rict  ; r s ,  mainly
intended to a l l ow only 21 to be saved ( i . e .  a UDG s e t . . . ) .

Filename? -  enter  a va l i d  Spectrum f i lename.

S e l e c t i n g  the LOAD opt ion  r eq u es t s  a f i l e n a m e  (wh i ch  may be 
' nu l l '  to load the f i r s t  f i l e  on tape by press ing  ENTER), the set  
in memory i s  then replaced with the set requested.

Should any e r r o r s  occur during LOAD or SAVE you w i l l  be returned 
to the opening s creen  ( w i th ou t  damage to the s e t  in memory on 
Save ! ) .

S i d e  2 o f  t he  t a p e  c o n t a i n s  22 p r e d e f i n e d  f o n t s  f o r  
m o d i f i c a t i o n / u s s .  They a re  c a l l e d  SET 1 t o  SET 22 ( v e r y  
i mag in at i ve ! ! )  -  note the space in the name. . .

ADDING A REDEFINED CHARACTER SET TO A QOILL GAME

The b e s t  way to do t h i s  i s  to use The Patch o r  The P re s s  which  
include rout ines  to load character  sets.  I t  i s  s t i l l  poss i b l e  to 
do so without  them but i t s  a b i t  long winded (A s e r i e s  users  who 
want to use a new set  wi th  the I l l u s t r a t o r  w i l l  have to upgrade  
to C s e r i e s -

L e t s  assume you have a f i l e  on c a s s e t t e  c a l l e d  "newchar "  which  
rede f i nes  th«  ent i re  96 characters.
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The be st  p l ace  to put a new c h a r a c t e r  se t  i s  d i r e c t l y  a f t e r  the
Q u i l l  database as this  a l l ows  i t  to be used with The I l l u s t r a t o r .

1/ Make sure the da t abase  you use i s  tne f i n a l  v e r s i o n  and note  
down the address  of  the f i r s t  f re e  byte as  g ive n by opt ion  
0. This  w i l l  be r efered to as dbend so subs t i tute  the value 
at each occurence.

2/ Then do a Save Adventure (not database)  onto a cassette .

3/ Ex i t  back to BASIC/ and type in the f o l l o w i n g  program and 
save i t  onto a blank cassette .

10 REM new characters  
20 CLEAR 24999
30 LOAD "gamename" CODE 25000
40 POKE 23606,dbend-256irlNT (dbend/256) ( don ' t  forget  
50 POKE 23607,1 NT (dbend/256} - l  -dbend! )
60 RANDOMISE USR 25000 (or  25063 f o r  s e r i a l  C)

4/ Now do a CLEAR 24999 and LOAD "" CODE on the saved adventure 
from step 2.

5/ a l so  LOAD "newchar” CODE dbend

6/ Now you can save the ent i re  block of code with a l ine l i ke :  

SAVE "gamename" CODE 25000, {dbead+768)-25000 

onto the cassette a f t e r  the loader  in 3.

I f  you a r e  u s i n g  the I l l u s t r a t o r  t o  add p i c t u r e s  to y o u r  
adventure  the above method w i l l  s t i l l  work as  long as  you l eave  
800 b yt es  spare  in the g ra p h i c  database .  (Note  you can only  
c a l c u l a t e  dbend wi th an a c t u a l  C s e r i e s  Q u i l l  the r e s u l t  g i ve n  by 
an A s e r i e s  i s  mea ni ng le ss  a f t e r  c o n ve r s i on . ) .  I gn o r e  s t ep  4 
onwards and use the f o l l owi ng :

4/ Do a CLEAR 24999 and then LOAD "* CODElLOAD " H CODE on the 
saved adventure from step 2.

5/ Then LOAD "newchar” CODE dbend

6/ Now save the e n t i r e  b l ock  a f t e r  the l o a d e r  from s t ep  3, wi th  
the l ine:

SAVE "gamename" CODE 25000,4053 5

CHANGING THE ODG*S IN THE QOILL

The Q u i l l  s t a r t s  up by p r i n t i n g  the a dd re ss  in memory where the 
UDG d e f i n i t i o n s  are s t o r e d  -  t h i s  may vary f rom v e r s i on  to  
v e r s i o n  so we w i l l  r e f e r  to i t  as ' uda' .
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In o r de r  to change the udg' s in the Q u i l l  you should c a r r y  out 
the f o l l l o w i n g  steps;

1/ Use the c h a r a c t e r  e d i t o r  to r ed e f i n e  the f i r s t  21 
characters  SPACE to '4 '  as the designs you requ i re .

2/ Save t he m' as  a f i l e  on tape,  us ing  the SAVE op t i on  
se l ect ing  to save only 21 characters to Reload at  uda.

3/ Now load the q u i l l  i nto  the machine,  s e l e c t  op t i on  ’K* 
{ l o a d  da ta bas e )  and play the f i l e  you j u s t  saved.,  Th i s  
w i l l  r e l oa d  to address  ’uda ’ thus o v e r w r i t i n g  the udg 
de f i n i t i on s  which the Qui l l  s t ar t s  with.

MORE ABOUT THE CHARACTER SETS

The character  sets produced by the ed i to r  are not only of  use in
the Q u i l l  but may be used in any program i f  r eq u i r e d .  J us t  l oad
the data f i l e  i nt o  the Spectrum and POKE CHARS(23606 and 23607 )
to point  256 bytes below. I f  you are using a Spectrum 128 in 128
mode you must put the set below 43152 or the page swi tching w i l l  
cause problems.

The sets  provided are as f o l l o w s : -

Fl B C D £ s-~ C a b o d e ;r £■© 12 3 H S $ X # ! £ 
RBC:DEF=Gabc:deFgB13345$Xtt ! £■ 
f i B C D E F G a b  c d E f g a i a a a s s M #  « 
FIBC30EF33 b c d e f 3 0 1 5 3 ^ 5 $ Xtt! £ 
nitOMKFC.t I, o <1 e f»1 2  JHIfif sa «  5 £ 
ABCDHFU,! ]»«< [« f <rOl:&1 4 G$X*t * £ 
f l B C D E F G a b C d e f S 0 1 2 3 ‘r 5 4 ’,:it ! £ 
f l B C D E F G 3 f o c d e f g 0 1 2 3 4 S i x # ! £  
RECDEFG q b c d e f ^ 0 1 2 3 1t5 $Xtt ! 
f i& C »E F G 3 *> cd e 4 \ s0 1 2 3 k 5 lv :#  • 
f l S C D G F G a b c d e f  g O I 2 3 4 S j  'A i t !
Ft B C BE F GO. b o  d<? F © 2 2 3 <1 $ XIt
a©eBi£3F(G.a bo rfe F:=r 0 12 3 U 5 5 X # !

q  h  f .  ?\ e  f  g. &1 2  0  4  5  s  x «-  ^
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A S + Z r  $:•<#  ! £  
H  |) [ | E F (» o t  C ■! c f 3 «:« 1 2 3 <4 5 $ >. M ! £
RBCDEFGA^€»^SF^0 i 2 3 4 5 $ K « ! £
R B C D E F G c b c d e  F g © 1 2345$Vi1t ! £ 
ABCDBPGQbcdc P \  £
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