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Section 1: What You Should Have

When you receive your MECCA III system you should have the following pieces
of equipment:
An IBM Personal Computer AT with 512 kilobytes of RAM
A one-and-a-half megabyte memory board from Amgraf (inside the PC/AT)
A MECCA II graphics board from Amgraf (inside the PC/AT)
A standard IBM PC/AT keyboard
A standard IBM monochrome monitor
A special High Resolution color monitor from Amgraf
A Hitachi graphics pad ("Hicomscan Data Tablet Digitizer") with electronic
stylus
e  One or more of the following output devices:
»  Apple LaserWriter laser printer
*  Autologic APS-5 or Micro-5 typesetter
e  or other Amgraf approved printer or plotter
e  Several cables and connectors to link all these together
¢  Manuals for all this stuff

Most MECCA I users will have had a representative of Amgraf, Inc. set up
the system for them, but if you haven’t (or if you need to move it later), complete
hardware installation instructions are given in Volume 1: Getting Started.

Section 2: What You Should Know

In order to get the maximum advantage out.of your MECCA III system, you
really need to have some knowledge in these areas:

Basic DOS Commands

When you’re not using MECCA III, your IBM PC AT can function as a normal
AT, using IBM’s Disk Operating System version 3.1, and running standard
commercial DOS 3.1 programs. You should know how to format a blank floppy
disk, make backup copies of your DOS 3.1 system disk (and other program disks),
copy and rename and erase files, etc. Inside the IBM PC AT, by T. J. Byers (Micro
Text/McGraw-Hill, 1985), or another basic book on the AT and its Disk Operating
System, will prove helpful. You should be able to safely practice most DOS
commands and procedures, as long as you don’t try to copy DOS files to the
Xenix-formatted harddisk while running DOS.

And obviously, if you’'re going to be using a commercial DOS word processing
program to prepare text for later use, you’ll want to be familiar with that program’s
commands as well, especially its "print to disk" procedures.

Basic Xenix Commands

MECCA III, 05/10/86 1 Read Me First!



The primary operating system used by MECCA III is Xenix. As with DOS,
you’ll need to know how to format floppies, copy and erase files, set up
subdirectories on the harddisk, etc. You can start using MECCA III without this
knowledge, but soon you’ll want the added power and flexibility that knowledge
will give you. A good book for beginners to get is The Business Guide to the Xenix
System, by Yates, Emerson & Basham (Addison-Wesley, 1985).

Basic Geometrical Terminology

If you aren’t the person in your organization who normally creates graphics,
but you do intend to use MECCA III for this purpose, you might find it useful to
review a high school or grade school text on basic geometry. You should be familiar

with such terms as "line,” "intersection", "rectangle", "circle", "arc", "tangent",
"angle", "midpoint", "rotation", etc.

Basic Typesetting Terminology

If, on the other hand, you know a lot about graphics, but little about typesetting,
you’ll want to pick up a passing familiarity with such concepts as "points", "faces",
"styles”, "flushing", "kerning", "headers", "footers", "callouts”, etc.

Section 3: What You Should NOT Do

Your MECCA III system is pretty sturdy. If everything is hooked up properly,
it’s hard to do any serious damage to the hardware or the software, as long as you
remember these three simple rules:

Don’t turn the power on to the AT and the LaserWriter simultaneously. Turn the
power on to the computer/monitor/pad combination first, wait a few seconds,
then turn the LaserWriter (or other output device) on. Or you can reverse the
order. Just don’t turn them all on at the same moment, in order to avoid causing
a power surge. The same rule holds for turning the power off, but...

Don’t turn the power off without "shutting down" Xenix first. Unlike DOS, Xenix
can be stuffy about leaving. If you don’t say a "formal goodby" to it, it may
retaliate by damaging your software and data files on its way out the door. So
always be polite and go through the official ceremony for "shutdown" before you
power off.

Don’tpanic! If you think you're in trouble, just call Amgraf’s Help Hotline (see
Volume I’s introduction for details). If your system seems to freeze at 3:00 am,
or on a weekend, relax. If necessary to avoid a major loss, you can leave MECCA
IIT running "as is" for two or three days without damaging any of the hardware
or software (though you might want to turn the graphics pad off). One of Amgraf’s
technical specialists will be able to help you long before your system’s in any real
danger.
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Section 4: Your MECCA III Documentation

Because MECCA III is a complex and powerful system, we’ve broken its
instruction manuals into bite-sized (or is that "byte-sized"?) pieces, in order to
make the information in them easier to digest.

Volume 1: Getting Started -- This will give you the most basic instructions on
how to set up and use your MECCA III system. You’ll be taught simplified versions
of the more complex procedures described in the later volumes. Because of the
large number of previously prepared (or "canned") page formats and graphics
supplied by Amgraf, some users may never need to go beyond these beginner’s
methods, although most of you will want to.

Volume 2: Batch Composition -- This will teach you how to prepare text files
with "embedded codes" that MECCA III can read and use to provide automatic
electronic page makeup and typesetting. Included is a complete listing of all the
available codes, with hints and examples on how to best use them.

Volume 3: Illustrating and Drawing -- This will give you instructions on creating
both simple and complex graphics, with dozens of powerful commands for
copying, combining, rotating, mirroring, stretching and otherwise altering your
originals. You’ll also learn how to save complete or partial graphics, and how to
later merge these into text pages for "cutline-free" electronic pasteup.

Volume 4: Page Formats, Tables and Forms -- This reference text will give you
examples and instructions on using the dozens of page formats, tables and forms
provided by Amgraf, and will also teach you how to create your own for any
imaginable purpose.

Volume 5: System Maintainance -- This volume gives you technical details about
keeping various parts of your software up-to-date, such as the spelling and
hyphenation dictionaries, kerning tables, the symbol libraries, adding new type
fonts and special characters, etc.

As time goes by and even more features are added to MECCA 1II, we’ll be

adding additional volumes of documentation, to make sure that every bit of
information you need is at your fingertips.
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MECCA III User Guide Comment Form

RETURN TO:

Debra Poll

Amgraf, Inc.

1501 Oak Street

Kansas City, Missouri 64108-1424

If you use this form to forward questions, comments or useful information related to the
MECCA III User Guide, they’ll get to the people at Amgraf who will most appreciate
them! In fact, you might want to make photocopies of this page, use them. and keep this
original clear for future use.

COMMENTS:

Note: If you found an error in the manuals, or your people have been adding useful
marginal notes, please send us copies of those pages, so we can improve the
next version of the documentation.

FROM:

Company:

Name:

Address:

City, State, Zip Code:

Telephone Number: ( ) DATE:
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PLEASE ENCLOSE ALL AVAILABLE MATERIALS WHICH MAY HELP DETERMINE THE CAUSE OF THE PROBLEM.

= REPORT NUMBER
% (FOR AMGRAF USE)
= SOFTWARE PERFORMANCE REPORT

INSTRUCTIONS

1. THIS FORM SHOULD BE FILLED OUT COMPLETELY, PLEASE TYPE OR PRINT LEGIBLY, AND MAKE 3 COPIES.
(SUGGESTION: PHOTOCOPY AND SAVE THIS ORIGINAL FOR FUTURE USE.)

AFTER COMPLETING FORM, MAIL COPIES 1, 2, & 3 TO: AMGRAF, INC.
1501 OAK STREET
KANSAS CITY, MO 64108-1424

A

3. UPON VERIFICATION OF REPORTED PERFORMANCE BY AMGRAF, COPY 2 WILL BE RETURNED WITH THE ESTIMATED
SOLUTION DATE AND REPORT NUMBER.
4. WHEN REPORT IS RESOLVED, COPY 3 WILL BE RETURNED WITH WRITTEN SOLUTION.
COMPANY NAME PHONENO. () EXT.
BOX/BUILDING NO. DATE MAILED
STREET ‘ PERFORMANCE TYPE (CHECK ONE)
ciTY STATE ZIP [0 — STOPS PRODUCTION COMPLETELY
CONTACT NAME [0 — LOSS OF PRODUCTIVITY
HOURS AVAILABLE [0 — OTHER (MINOR)
P.C. MANUFACTURER TEXT FILE NAME
WARRANTY NO. TEXT FILE NAME
" MECCA Ill SOFTWARE VERSION NO. GRAPHIC FILE NAME
" PROBLEM NAME (KEYWORD) GRAPHIC FILE NAME
DISKETTE ENCLOSED? FORMAT FILE NAME
HARD COPY ENCLOSED? FORMAT FILE NAME
PRINTOUT ENCLOSED? OTHER FILE NAME

DESCRIPTION OF PROBLEM; INCLUDE INFORMATION ON HOW TO DUPLICATE IT

DETAILS:
BELOW THIS LINE - FOR AMGRAF USE ONLY
DATE RECEIVED DATE VERIFIED TYPE
RECEIVED BY VERIFIED BY RESOLUTION CODE

PROBLEM SOLUTION

BY DATE

COPY 1: ORIGINATOR COPY 2:  VERIFICATION COPY 3:  SOLUTION COPY 4. FOR YOUR FILES
(MAIL) (MAIL) (MAIL)



MECCA III SOFTWARE
LICENSE AGREEMENT

CAREFULLY READ ALL OF THE TERMS AND CONDITIONS OF THIS
AGREEMENT PRIOR TO OPENING THE SOFTWARE DISKETTE PACKAGE.
OPENING THE DISKETTE PACKAGE INDICATES YOUR ACCEPTANCE OF THESE

TERMS AND CONDITIONS.

TO ACTIVATE WARRANTY You MUST RETURN the accompanying Customer Registration Form

within five (5) days of purchase.

1. PERMITTED USES. You may use the MECCA III
SOFTWARE on the single computer system designated by
you on the Customer Registration Form which you must
complete and return to AMGRAF within five (5) days of
opening the MECCA IIT SOFTWARE DISKETTE package.
If you wish to use the MECCA I SOFTWARE on a com-
puter system other than the one designated by you on the
Customer Registration form, you must obtain a new and
separate License from AMGRAF for each such additional
computer system.

2. USES NOT PERMITTED. You may not elec-
tronically transfer the MECCA III SOFTWARE. You may
not make any copies of the MECCA III SOFTWARE
BINARY OBJECT CODE or the SOFTWARE
DOCUMENTATION (except that you may make margin
notes in the Manuals for your own use). You may not assign
or grant sublicenses, leases, or other rights or obligations to
the MECCA TII SOFTWARE or the USER MANUAL to
others, nor may your copy or other copies of the MECCA
III SOFTWARE or USER MANUAL be distributed to
others. You may not use the MECCA III SOFTWARE on
a computer system other than the one designated by you on
the Customer Registration Form. You may not reverse en-
gineer, disassemble, reverse translate, or in any way derive
from it any source code form.

You may not transmit to countries prohibited by the U.S.
Federal Government, including without limitation: Afghan-
istan, The People’s Republic of China, Romania, Hungary,
Poland, Albania, Czechoslovakia, Bulgaria, Estonia, Latvia,
Lithuania, German Democratic Republic, East Berlin, Mon-
golian People’s Republic, U.S.S.R., North Korea, Vietnam,
Kampuchea, Laos, Cuba, Libya.

3. BACKUP COPY. You may make one (1) copy of
the MECCA III SOFTWARE solely for your own backup
purposes. You must reproduce and include any copyrights,
trademark notices, and legends on the backup copy. You
must maintain an accurate record of the location of the
backup copy at all times.

4. COPYRIGHTS, TRADEMARK NOTICES,
LEGENDS AND LOGOS. The MECCA I
SOFTWARE and USER MANUALS, logos, product names
and other support materials, if any, are either patented, copy-
righted, trademarked, or otherwise proprietary to AMGRAF
or its suppliers. You agree never to remove any such notices
and product identification.

5. TERM. This License Agreement is effective until ter-
minated. You may terminate this License Agreement by de-
stroying the MECCA I SOFTWARE and USER
MANUAL and all copies thereof. This License Agreement
will also terminate if you fail to comply with any term or
condition herein. You agree upon such termination by
AMGRAF to destroy all copies of the MECCA II
SOFTWARE and USER MANUAL, and to certify to
AMGRAF that they have been destroyed. Upon termina-
tion, there will be no refund of any monies or other consid-
eration paid by you.

6. LIMITED WARRANTY.THE MECCA 1
SOFTWARE AND USER MANUAL IS PROVIDED ¢AS
1S” WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESS OR IMPLIED, INCLUDING, BUT NOT
LIMITED TO THE IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE. THE ENTIRE RISK AS TO
THE QUALITY AND PERFORMANCE OF THE
MECCA II SOFTWARE AND USER MANUAL IS
WITH YOU. SHOULD THE MECCA III SOFTWARE
AND USER MANUAL PROVE DEFECTIVE, YOU
(AND NOT AMGRAF NOR ANY AUTHORIZED
REPRESENTATIVE OF AMGRAF) ASSUME THE
ENTIRE COST OF ALL NECESSARY SERVICING,
REPAIR OR CORRECTION.

SOME STATES DO NOT ALLOW THE
EXCLUSION OF IMPLIED WARRANTIES, SO THE
ABOVE EXCLUSION MAY NOT APPLY TO YOU.
THIS WARRANTY GIVES YOU SPECIFIC LEGAL
RIGHTS AND YOU MAY ALSO HAVE OTHER
RIGHTS WHICH YARY FROM STATE TO STATE.



AMGRAF does not warrant that the function contained
in the MECCA I SOFTWARE will meet your requirements
or that the operation of the MECCA III SOFTWARE will
be uninterrupted or error free. However, AMGRAF war-
rants the media on which the MECCA III SOFTWARE is
furnished, to be free from defects in material and workman-
ship under normal use for a period of thirty (30) days from
the date of delivery to you as evidenced by your completed
and returned Customer Registration Form which you must
complete and return within five (5) days of opening the
SOFTWARE DISKETTE package.

7. LIMITATION OF REMEDIES. AMGRAF'S
entire liability and your exclusive remedy shall be:

a. refund of purchase price within ten (10) days IF the
seal is unbroken on the diskette package, and the
package is returned to the dealer with a copy of
dated Proof of Purchase.

b. the replacement of any media not meeting
AMGRAF’S “Limited Warranty’’ which is re-
turned, with a copy of your dated Proof of Purchase
to AMGRAF within thirty (30) days of purchase.

c. termination of this License Agreement, and refund
of your licensing fee, by returning the MECCA 11
SOFTWARE and SOFTWARE DOCUMEN-
TATION and all copies thereof to dealer, if
AMGRAF or its authorized representative is
unable to deliver replacement media which is free
of defects, found within thirty (30) days of pur-
chase, in materials or workmanship.

IN NO EVENT WILL AMGRAF OR ITS SUPPLIERS
BE LIABLE TO YOU FOR ANY DAMAGES,
INCLUDING ANY LOST PROFITS, LOST SAVINGS
OR OTHER INCIDENTAL OR CONSEQUENTIAL
DAMAGES ARISING OUT OF THE USE OR
INABILITY TO USE SUCH MECCA II SOFTWARE
AND USER MANUAL EVEN IF AMGRAF OR AN
AUTHORIZED REPRESENTATIVE OF AMGRAF
HAS BEEN ADVISED OF THE POSSIBILITY OF
SUCH DAMAGE OR FOR ANY CLAIM BY ANY
OTHER PARTY. IN ADDITION, AMGRAF OR ITS
SUPPLIERS SHALL NOT BE LIABLE FOR ANY
CLAIM BY YOU OR ANY OTHER PARTY FOR
DAMAGES ARISING OUT OF THE USE OR
INABILITY TO USE SUCH MECCA II SOFTWARE
AND USER MANUAL AND BASED UPON STRICT
LIABILITY OR AMGRAF’S NEGLIGENCE.

SOME STATES DO NOT ALLOW THE
LIMITATION OR EXCLUSION OF LIABILITY FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES SO
THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU.

8. UPDATE POLICY. AMGRAF may, at its sole dis-
cretion, advise you of, and license your use of PRODUCT
UPDATES and NEW RELEASES of the MECCA III
SOFTWARE at the current prices for such PRODUCT
UPDATES and NEW RELEASES. In order to be advised
of or to be licensed for the use of such PRODUCT
UPDATES and NEW RELEASES you must complete and
return the attached Customer Registration Card to
AMGRAF. ALL PRODUCT UPDATES and NEW
RELEASES which are provided to you shall be governed by
the same terms of this License Agreement.

9. MISCELLANEOUS. This License Agreement shall
be governed by the laws of the State of Missouri, and shall
inure to the benefit of AMGRATF, its successors, adminis-
trators, heirs and assigns. If any legal action is brought by
either party to this License Agreement regarding the subject
matter of this License Agreement, the prevailing party shall
be entitled to recover, in addition to any other relief, rea-
sonable attorney’s fees and expenses.

In the event that one or more of the provisions contained
in this Agreement shall be invalid, illegal or unenforceable
in any respect under any applicable statute or rule of law,
then such provision shall be considered inoperable to the
extent of such invalidity, illegality or unenforceability and
the remainder of this Agreement shall continue in full force
and effect. The parties hereto agree to replace any such in-
valid, illegal or unenforceable provision with a new provi-
sion which has the most nearly similar permissible economic
or other effect.

10. ACKNOWLEDGEMENT. BY OPENING THE
SOFTWARE DISKETTE PACKAGE YOU
ACKNOWLEDGE THAT YOU HAVE READ THIS
AGREEMENT, UNDERSTAND IT, AND AGREE TO
BE BOUND BY ITS TERMS AND CONDITIONS. YOU
ALSO AGREE THAT THIS AGREEMENT IS THE
COMPLETE AND EXCLUSIVE STATEMENT OF
AGREEMENT BETWEEN THE PARTIES AND
SUPERSEDES ALL PROPOSALS OR PRIOR
AGREEMENTS, ORAL OR WRITTEN, AND ANY
OTHER COMMUNICATION BETWEEN THE
PARTIES RELATING TO THE SUBJECT MATTER OF
THIS AGREEMENT.

Should you have any questions concerning this agreement,
please contact in writing:

AMGRAF, INC.
1501 Oak
Kansas City, Missouri 64108
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Introduction: What This Book is About

Welcome to MECCA II -- a remarkable breakthrough in graphics and text
communication technology! With this manual alone, you can start to use all of
the basic functions provided by this incredible system. With the later volumes in
this series, you can quickly become an expert in as many different aspects as you
choose (while ignoring the parts you don’t need more than the basics on). What
can you do with MECCA III? We're glad you asked.

Typical Uses of MECCA III

Here are some of the many things that MECCA III has been or could be used
for:

Newsletters and magazines, both public and private, commercial and
nonprofit (MECCA IIT’s low price and operating overhead makes it especially
useful for nonprofit organizations operating on a tight budget).

Book publication -- anyone can be a book publisher with MECCA III. Camera
ready copy, complete with "cutmarks" for any standard or unusual page size
up to 8.5"x11", can be quickly prepared from raw text keyboarded by anyone
who can use a word processor, with just a few hour’s of work by an
experienced MECCA III operator.

User guides, repair manuals, engineering reports, scientific reference texts,
and other technical materials can be produced with remarkable ease and
reliable precision.

Catalogs and price lists can be published and updated as often as necessary,
with only those items that have actually changed needing to be retyped or
redrawn. MECCA II's page formats, tables and forms will automatically
adjust the entire text for you.

Proposals & announcements, business cards, restaurant menus, display
advertising, and dozens of other routine typesetting tasks can be handled with
speed and accuracy. With several PC’s organized into a network built around
a MECCA 1III system, you could set up your own typesetting business.

With MECCA 111, your only limit is your imagination!
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Introduction Book Outline/Printing Conventions

What’s in this Book?

Chapter 1: Hardware Installation, will give you clear instructions on how to set
up and attach all the pieces of the MECCA III system. It’s no substitute for the
manuals that come with the computer, the printer, etc., but it will help you tie
everything together.

Chapter 2: An Overview of MECCA I1I, talks about all the different things you
can do with your MECCA III system, explains what the standard and optional
input and output devices are, and gives you information about standard learning
curves.

Chapter 3: Starting the System, will teach you how to boot both DOS and Xenix,
how to use the various menus that will appear on your monochrome screen, how
to fire up MECCA III itself, and how to safely shut down the system when you’re
finished with it.

Chapter4:Creating Simple Graphics, will guide you through the basic procedures
of drawing, printing, and saving graphics, using both the graphics pad and the
keyboard.

Chapter 5: Creating More Complex Graphics, will take you step by step through
the process of drawing a typical organizational chart based on simple geometrical
shapes. You’ll learn how to shadow items, make multiple copies, insert and edit
text, and merge graphics from other files.

Chapter 6: Using Batch Files and Page Formats, will give you some background
on using embedded commands and prepackaged formats to produce automatically
typeset, camera ready copy, complete with merged graphics.

Some Printing Conventions

There are some printing conventions used throughout the MECCA III user
guides, in an effort to make it easier for users to understand the sometimes complex
concepts involved. ,

Using Boldface Type

Boldface type is used to indicate keyboard keys and/or commands you can or
should type into the computer in order to get various things accomplished. For
example, if there was a DOS program called "FNORD.COM" that we wanted you
to run, we would tell you to type FNORD [Enter]. Or we might want you to run
a Xenix program called "Immanatize" on a file called "Eschaton", so we’d tell you
to just enter:

Immanatize Eschaton [Enter]
and wait for the results. As you can see, sometimes these command entries will

appear in the middle of a text paragraph, and sometimes on a line of their own,
depending on what seems likely to be easiest to understand.
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Using "[" and "]" to Indicate Keys

Sometimes, as in the examples just given, you’ll need to type a particular key
as all or part of a command to the computer. That’s when we’ll use the square
brackets (the "[" and "]"), in order to make it clear that we want you to press the
[Enter] key, and not to type the letters "E", "n", "t", "e", and "r", or to use the
[Del] (Delete) key instead of "D", "e", and "1". So most of the time in these
manuals, if you see square brackets around a short word or symbol, look for a
corresponding key on your computer keyboard.

If a combination of keys are required to produce a desired effect, we’ll connect
their names with hyphens, like this: [Ctrl]-[A] for "hold the [Ctrl] key down while
pressing [A]" or [Ctrl]-[Alt]-[Esc] for "hold the [Ctrl], [Alt] and [Escape] keys down
all at the same time."

Using "{" and "}" to Indicate Options

When you’re working with MECCA III, you’ll be constantly using the electronic
stylus on the graphics pad to choose options from the various menus and submenus
offered. Many of these options are called by common names that might also appear
in regular text, like "edit" or "save files". In order to let you know when we’re
refering specifically to an option to be chosen, we’ll use the curly brackets (the "{"
and "}"). For example, if we wanted to discuss the ability to "zoom up" on a
portion of the screen’s "window" view of your graphic, we’d talk about the
{Window} and {Zoom} options.

Help!

A hotline for MECCA III users is maintained by Amgraf, Inc., at (816) 474-4797
during regular Central Time Zone business hours. Before you call, please make
sure that you have read, and to the best of your ability, understood this manual,
as well as those manuals that came with your PC/AT, graphics pad and LaserWriter
(or other output devices). If you can clearly identify all your equipment and
understand what each piece is supposed to do, it will be much easier for us to
help.
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Chapter 1: Hardware Installation

Checking All the Parts

Your MECCA III system consists of the following pieces of equipment:
e An IBM Personal Computer AT with 512 kilobytes of RAM
¢ A one-and-a-half megabyte memory board from Amgraf (in the PC/AT)
e A MECCA III graphics board from Amgraf (in the PC/AT)
e A standard IBM PC/AT keyboard
e A standard IBM monochrome monitor
¢ A special High Resolution color monitor from Amgraf
e A Hitachi graphics pad with electronic stylus
¢ One or more of the following output devices:
» Apple LaserWriter laser printer
* Autologic APS-5 or Micro-5 typesetter
» or other Amgraf approved printer or plotter
e Several cables and connectors to link all these together
eManuals for all this stuff

Figure 1-1: The MECCA III System

Figure 1-1 shows one common arrangement of the equipment in both a picture
and a diagram style. If you’re like most MECCA III users, someone from Amgraf,
Inc. set up the system for you. But whether they did or not, sooner or later you’ll
need to move it (across the office or across the country), so complete hardware
installation instructions follow. You can skim through this material lightly if you
don’t need it at this instant, but if you are going to do the physical installation
yourself, please read it very carefully. A careless mistake in the hardware
installation process could cause both you and us a loss of time, energy and/or
money fixing the results.

Installing Your PC/AT and the Two Boards

The brains of your MECCA III system are to be found inside your IBM PC/AT.
Without the AT, all the rest of the equipment is useless, so it’s important to make
sure that you have read and understood all of the manufacturer’s instructions for
unpacking and/or moving the System Unit (that’s what IBM calls the main box
of the computer).
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Hardware Installation The Boards

Note: if you’re moving your MECCA III system, make sure that the last thing
you do before the move is to boot the AT Diagnostics Disk and run the program
that locks the read/write heads safely. Then unplug the System Unit immediately,
so that no one else powers it up and unlocks the heads again.

Figure 1-2: Removing the System Unit Cover

ONOCHROME ADAPTER - SLOT 1
ERIAL/PARALLEL INTERFACE - SLOT 2

DISK CONTROLLER - SLOT 8

Figure 1-3: Initial Arrangement of Circuit Boards

The System Unit’s cover is retained by the larger slotted screws on the System
Unit’s back panel. Remove these screws with a screwdriver or appropriately sized
nutdriver. Remove the System Unit’s cover by pulling it forward from the front
of the unit, lifting the cover up slightly for the last six inches or so. See Figure
1-2 for details.
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Hardware Installation The Boards

As you look at the opened System Unit from the front, you can see a number
of "expansion slots" located at the left rear of the box. The two on the far left and
the one on the far right may be the only ones with circuit boards plugged in, as
in Figure 1-3, or a different combination of boards may be present.

If you got your PC/AT directly from Amgraf, then the memory and graphics
boards will already be in their correct slots for your type of color monitor (see
Figure 1-6). Otherwise, you’ll have to move any incorrectly placed boards. So
here’s how: First, touch something metal elsewhere in the room, in order to
discharge any static electricity you may have in your hands. Then locate the
expansion slot that has the "wrong" board in it. Use a small screwdriver or a hex
nut driver to remove the screw that holds the board in place. Grasp the board
gently but firmly in at least two spots along the top, and rock very slightly towards
the front and back (not the right and left) of the System Unit, while lifting. See
Figure 1-4.

REMOVING

INSERTING

REMOVING

INSERTING

Figure 1-4: Removing & Inserting Circuit Boards

Locate the correct slot for that board to be in (see Figure 1-6 again). Remove
and keep the retaining screw for that slot, and remove the dummy bracket (if
present). Now just insert the board into its new slot exactly the same way you
removed it, gently but firmly pressing it into position. Naturally, the board should
be oriented in the System Unit with its bracket toward the rear of the System
Unit, just as it was when you removed it. Then you can replace the retaining
screw.

Once you’ve got the standard boards in their correct slots, you can easily insert
the special MECCA III memory and graphics boards into their spots. Figure 1-5
shows a closeup view of these two boards, so you can be sure which one is which.
The jumper and DIP switch positions shown should already be set when you
receive the boards.
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Hardware Installation The Boards
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Figure 1-5: The MECCA I Graphics & Memory Boards

" 1 MONOCHROME ADAPTER - SLOT 1
1 6 SERIAL/PARALLEL INTERFACE - SLOT 2
Color Monitor

MEMORY EXPANSION - SLOT 4 (16" or 5 (13)
Card Arrangement GRAPHICS CONTROLLER - SLOT 6 (167) of 7 (13

DISK CONTROLLER - SLOT 8

Color Monitor
Card Arrangement

Figure 1-6: Final Positions of the Circuit Boards
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Hardware Installation , The Monitors

Check Figure 1-6 one more time to make sure that every board is where it
belongs. Then you can put the System Unit’s cover back on, starting with the
cover tipped slightly upward at the front and gradually leveling it as you move it
back. Replace the screws of the back panel that hold the cover. That’s all there is
to this part!

Installing Your Monitors

Figure 1-7 shows front and back views of both the IBM PC monochrome CRT
display and the MECCA IIT high resolution color monitors. It’s fairly easy to tell
the color and the monochrome ones apart, even when off, because the color
monitors are much more complex from the back, as well as being larger.

NN A\\Y W\ AN
16" Color
Monitor
]
N
Ny g
. T .
DI | 5.5
Yay e
N e

Monochrome
Monitor

Figure 1-7: The Color and Monochrome ‘Monitors

All you need to do with them is to (a) figure out exactly where you want to put
them physically, and (b) attach the power and data cables. Most of our illustrations
assume that you’ll put the color monitor on top of the PC/AT and the mono
monitor off to the side. But as long as they’re close enough for the cables to reach
the back of the System Unit, you can put them anywhere that’s comfortable for
you to view them from. We’ll tell you about the cables later.
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Hardware Installation Graphics Pad/LaserWriter

Installing Your Graphics Pad & Stylus

This part is pretty easy too. Figure 1-8 shows closeups of the graphics pad and
stylus. All you really need to do is to plug the stylus into its socket, the power
cord into power, and the data cable into the System Unit. Details on doing this
appear in the section on cables near the end of this chapter. The DIP switch
positions shown in Figure 1-8 should already be set when you receive the pad.
For now, just position the pad comfortably for your righthanded or lefthanded
use. Note: don’t leave floppy disks on top of the pad -- it’ll erase them!

Black - Swich Posifon |R00N000ON||DNNNORO0||/NR000R00
ORNONRNDIERO00RORN ROCRREOND
1.2 3 4.3 F 1.2 3 4 5 6 7 sllF1 2 3 4 5 8 7 8
Dswi osw2 DSwW3
==
[\
O
BACK VIEW WITH SWITCH SETTINGS FRONT VIEW
Figure 1-8: The Graphics Pad

Installing Your Apple LaserWriter or Other Output Device

Most people who have MECCA III systems are using them with Apple
LaserWriter brand laser printers, so that’s how most of the illustrations we’re using
are done. Figure 1-9 shows front and back views of the LaserWriter, along with
the correct setting for the 4-position switch (toward the 9600 baud label). The
25-pin socket is the one that usually attaches to a cable back to the System Unit
(see the cable discussion coming up real soon now).

To install the LaserWriter, see the manual that comes with it to make sure that
you know how to fill it with paper, cartridge, etc., then just figure out where a
convenient place to put it is, and do so.

If you are using MECCA III with an APS-5 phototypesetting system, your output
device probably won’t be right next to the rest of the MECCA III setup, but instead
a long cable will go off to wherever the machine happens to be. Naturally, you’ll
want to consult the appropriate manuals for your equipment in order to make
sure that it is setup to receive the sort of data that MECCA III will be sending to
it.
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Hardware Installation The Cables

Special
9600
o | 0D 0 =]
wo OEEEEDoO O
Z=9 0

25-pin socket 4-position switch

Figure 1-9: The Apple LaserWriter

Attaching all those cables

This is the only really tricky part of the hardware installation, since several of
the cables resemble each other, so we’ll take it one small step at a time. Read
through this entire section carefully before you begin following the instructions.

Figure 1-10: Rear View of Cables & Power Cords Attached

Figure 1-10 shows a rear view of the final cable arrangements, though the exact
positions of the units themselves will, of course, depend on your decisions.
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Hardware Installation The Cables

Figure 1-11 shows a full and closeup view of the back of the System Unit, which
is where all the rest of the hardware plugs in, as well as closeups of the socket
areas and power switches of the other equipment. Make absolutely sure that every
unit with an onloff switch has it set in the OFF position! Otherwise you could hurt
your system very badly.

The monochrome monitor is a good place to start. It’s got one power cord and
one data cable. The power cord plugs into a reverse socket next to the System
Unit’s power cord. The data cable plugs into the monochrome graphics card on
the far left of the System Unit in Slot 1.

The two color monitors both have power cords, which go to a wall socket or
power strip. The 13" one also has three data cables which go from the top three
left sockets of the monitor, labeled "Red", "Green", and "Blue", to the exactly
corresponding top three sockets on the MECCA III graphics board in Slot 7. The
16" one has four sockets clearly labeled (from right to left) "Red", "Green", "Blue",
and "HD/Comp". These go in that order to the four sockets, from top to bottom,
on the graphics board in Slot 6.

The graphics pad has a power cord, which goes to a wall socket or power strip.
It has a data cable running from the stylus, which should be plugged into the back
of the pad, and another running from the pad to the top socket in Slot 2 of the
System Unit.

The LaserWriter has a power cord, which should go to a wall socket. Don’t plug
it into the same power strip that other units may be attached to, in order to avoid
having power go to all items simultaneously at startup, and thus accidently causing
a power surge that could damage the software or hardware. The LaserWriter’s
data cable goes to the top socket of the expanded memory board, in the System
Unit’s Slot 4 (if you have a 16" RGB monitor) or Slot 5 (if you have the 13" one).

Now you can plug the System Unit’s power cord into the wall or power strip,
making sure all power switches are OFF. Finally, plug the keyboard into its socket,
and you’ll be ready to go.
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The Cables
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Chapter 2: An Overview of MECCA IIT

The Purpose of MECCA III

MECCA III is a complete electronic desktop publishing system that will enable
you to merge text and graphics from a variety of sources, to produce camera ready
copy suitable for printing. It can easily replace and surpass bulkier systems costing
literally ten times as much, since it is based on the latest in microcomputer
technology, instead of the minicomputer and mainframe computer hardware used
by other systems. Writers, editors and typesetters can become graphic designers,
while technical illustrators and artists can at last be sure that the typesetting on
their work is exactly the way they want it to be.

With one MECCA 1II system and a good photocopy machine, you could set up
your own newsletter publishing house. With several MECCA II’s tied into a
network, you could run an entire internal communications division for a
multinational corporation. Repair manuals and user guides for thousands of
products can be produced quickly and easily, with the text and graphics closely
integrated by the authors, and with updates instantly available! Architects,
engineers, drafters, interior designers and other technical graphics users can create,
edit and combine a library of frequently used graphic elements, to produce precise,
technically accurate artwork in minutes.

Anyone who needs to communicate complex ideas and images on paper, quickly
and precisely, will find MECCA 1II a liberating tool.

What You Can Do with MECCA II1

MECCA III enables you to prepare text files for batch page composition
(automatic typesetting) with a minimum of embedded codes. Text preparation
can be done on any DOS or Xenix compatible computer, either a standalone
system writing to floppies or any member of a network tied into the PC running
MECCA 1III. It’s possible to have several people keyboarding raw text with only
one or two others inserting embedded codes as necessary.

With MECCA III you can prepare standard page formats to be accessed by the
software every time a certain type of job needs to be done. If you know that every
issue of your newsletter has the same margins, typesizes and column pattern, then
you can design a format just once, and never have to worry about it again -- unless
you decide to change it, which can also be done quickly! If all the tech manuals
prepared by your department use the same types of chapter, section and subsection
headings, with odd and even pages using a different layout, you can figure out all
the details once, create a standard format, and relax.

If you have ever had to typeset tabular materials, or business, engineering or
scientific forms, you know that they are normally difficult and unpleasant to
produce. With MECCA 1II, you can create standard tables and forms files to take
care of the details, while you concentrate on the content.
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Overview Environment

Best of all, Amgraf supplies dozens of sample page formats, tables and forms
that you can use as-is, or customize to your personal needs.

If you're used to using rulers, protractors, triangles, technical pens and other
manual tools to do precise technical illustration, you’ll be delighted with MECCA
I’s graphics creation abilities. You can draw lines with 1/723 of an inch accuracy
in length, circles and arcs with the same precision of radius, copy parts of a picture
with 100% identity, rotate elements of your drawing through all 360 degrees in all
three planes, scale the size up or down by any percentage, and more.

You can take illustrations created on different occasions and combine them to
create new ones. You can take any graphic you’ve created and merge it into a text
file, either automatically through the batch pagination process, or interactively on
the color monitor.

The MECCA I1I Environment

MECCA III was originally designed to run on an IBM PC/AT microcomputer,
but will also run on NCR’s PC-8 system and other AT "clones" that are 100%
hardware and software compatible. We assume that you’ll have had PC-DOS (or
MS-DOS) 3.1 supplied with your machine. The MECCA III software itself runs
under the Xenix System V operating system, and is written in the C language.
Source code listings are available to qualified programmers by special arrangement
with Amgraf, Inc., just in case you need to do some special customization work.

The standard input devices are the computer’s keyboard, plus the graphics pad
and electronic stylus. You can also use DOS or Xenix-formatted floppy disks with
straight ASCII text files, or graphics files generated by standard graphics output
devices (special data filter programs called "CTU"s -- Custom Translation Utilities
-- are available from Amgraf if needed). Naturally, you can also use the
communications ports on your PC to import similar files over cables.

The standard output devices are (1) a monochrome monitor for DOS and Xenix
displays, (2) a 13" high resolution or 16" ultrahigh resolution color monitor for
the MECCA 1II display, and (3) either a laser printer and/or a phototypesetting
system. We currently support the Apple LaserWriter and other devices using the
PostScript interface language, including:

LZR-2600 and LZR-2665 laser printers from Dataproducts Corp.

OMS-PS 800, 1200, and 2400 laser printers from QMS, Inc.

Linotronic 100 and 300 typesetters from Linotype Co.
We also support the APS-5 and Micro-5 phototypesetters from Autologic, Inc.,
and other phototypesetting systems compatible with Amgraf’s GRAFICA
software.

Figure 2-1 shows a diagram of the basic input/output design of MECCA III.
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Figure 2-1: The MECCA 1II Environment
Getting Started
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MECCA III Learning Curves

All these procedures will be explained in the remaining pages of this manual,
and the other volumes in this series. We estimate that the normal learming process
for MECCA 1I will run something like this:

The average technical illustrator will take one or two days to learn the basics
of using MECCA 1III to create graphics. He or she should be able to produce almost
any drawing desired within a couple of weeks, and will reach peak effiency in
about three months.

The average word processing typist without a typesetting background can learn
the basics of preparing text files for batch pagination in one day, and will be able
to handle most general needs within a couple of weeks. He or she should reach
peak effiency in about three months, and will probably always use "canned"
formats.

A person with a typesetting background will have a similar learning curve, but
will be able to create new formats within a few days. (Writing a format is a
programming sort of task. A programmer couldn’t do it alone, but could do it
working with an experienced typositor.)

A person with a background in layout and pasteup could learn the basics of
rearranging a batch composed file on the MECCA III screen in a day, and would
reach peak efficency in about a month.

Managers should arrange for employees who will be using MECCA III to be

able to concentrate on study and practice for the first two or three weeks, to the
exclusion of other responsibilities.
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Chapter 3: The Monochrome Menu Functions

Your Two Monitors

Your MECCA III System comes with two television-like devices called
"monitors". The first is the one that came with your PC. This usually shows green,
amber or white letters on a black background and is called the "monochrome"
(single color) monitor. Although your monochrome monitor can show graphics
as well as text, with MECCA III you’ll only be seeing text there. In fact, this is
the main monitor you’ll be using for preparing "batch" files, as explained in
Chapters 6 and 7.

The second monitor you’ll have is a color one, which will be used to display
both graphics and text. It will probably be one of the two shown in Figure 1-7:
either a 13" (diagonal) high resolution RGB (red-green-blue) monitor, with
512x480 pixels (dots), or else a 16" very high resolution RGB monitor with
1024x768 pixels. Different users prefer different degrees of resolution, so we make
both available.

Almost everything we’ll be discussing in this chapter has to do with the
monochrome monitor, just as Chapters 4 and 5 are almost exclusively concerned
with the color monitor. We should point out here that monitors, whether
monochrome or color, are also sometimes referred to as "CRT’s" (for cathode ray
tubes), "displays" and "screens". If you want to be picky, "monitor" and "CRT"
are usually applied to the entire box, while "display" and "screen" are normally
used for the front part of the box that you spend all your time staring at. But to
avoid monotony, we’ll use the terms interchangably most of the time.

A Word About Operating Systems

An operating system is a collection of programs that handle the routine
"housekeeping” procedures necessary to shuffle information around inside the
computer, and between it and the outside world. Without some sort of operating
system, your computer has no way to communicate with you -- it can’t show you
what you need to see on the screen, it can’t print anything out, it can’t even receive
your instructions from the keyboard! There are many different operating systems,
some of which will only run on one brand of computer, while others are "industry
standards" that are made in different versions to run on different brands. Some
of them are called this-or-that "DOS" (which stands for "Disk Operating System"),
"CP/M", "Xenix", etc.

Your MECCA II system is based on an IBM PC/AT microcomputer, so
naturally you can use IBM’s "PC-DOS 3.1", (or, if you are using a 100% hardware
and software compatible AT clone from another company, "MS-DOS 3.1") and
this is what we’ll be referring to when we talk about DOS from now on. But the
MECCA 1III programs themselves require a version of Xenix designed to run on
PC/ATs. Much of this chapter will be about the latter operating system.
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Before a computer can do anything else, it first has to "boot" an operating
system. The word comes from "bootstrap" and is a reference to the old saying
about "lifting yourself by your own bootstraps." The computer has just enough
intelligence built into its wiring to go to the floppy disk drive (and if there’s no
floppy there, to the harddisk drive) and look for instructions on what to do next.
The first instructions it receives are to load the operating system. Then you can
get to work.

Booting DOS

You'll need to boot standard DOS 3.1 before using your MECCA III system.
If you have a 13" color monitor, you’ll have to run a DOS program called
"DEMOI13.EXE", or for the 16" monitors, "DEM016.COM", the correct one of
which will be provided to you by Amgraf on a formatted DOS diskette, complete
with the DOS system files and an "AUTOEXEC.BAT" file. These DEMO
programs simply set up the color monitor to handle input from a color graphics
card.

(If you intend on using DOS word processing programs to produce your batch
files, as discussed in Chapter 6, you’ll naturally need to boot DOS in order to run
them. Some DOS word processing programs may require "installation" to
communicate with the LaserWriter through the Amgraf graphics controller card’s
serial port. Consult their manuals and Apple’s.)

Fortunately, it’s pretty easy to boot DOS. Just put your MECCA I DOS Disk
into the floppy drive ("A:" Drive, if you have two), close the door and turn the
power on to the PC/AT, the color monitor (the monochrome one will come on
automatically if its power cord is plugged into the back of the System Unit), the
graphics pad and the LaserWriter (in that order). The monochrome monitor will
clear and begin to display messages indicating that your PC is going through its
self-diagnostic procedures (counting its fingers and toes to make sure everything’s
there). After a while, you’ll see a message saying something like:

C )

Today's date is Wed 10-01-86
Enter new date mm-dd-yy or press Enter: _

- J

If the date’s OK, just press [Enter]. If not, type in the correct date using the
pattern shown (two digits each for month, day and year, separated by hyphens)
and then press [Enter]. After a moment or two, you’ll see a similar message:

4 A\

System time is 17:25:05

N Enter new time hh:mm:ss or press Enter: _ y
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Once again, you can change the information, this time by entering a new time
(using a 24 hour clock), or you can simply accept the computer’s version of what
time it is and press [Enter] again. Then the computer will say something like:

C N

A> AUTOEXEC
A> DEMO13

- J

and you’ll see your 13" color monitor display a geometrical pattern of colors and
lines. If you’re running DEMOI16 instead, your 16" color monitor will go solid
grey and a software notice will appear on it as well as on the monochrome screen.
After another few moments, the computer will give the go-ahead to run your
programs:

‘ N
A>

- ' J

Since you now have what’s called an "A-prompt" (that’s the "A>"), you can
type in the name of any other DOS programs you want to run (ignoring the ".EXE"
or ".COM" after its name), and [Enter]. For example, if you need to run
FNORD.EXE, type FNORD [Enter] or fnord[Enter]. Unlike Xenix, DOS doesn’t
usually worry about whether your commands are in upper or lower case letters.
After a few moments to load the program into the computer’s memory from the
floppy disk, it will start running.

When you’re finished running your additional DOS programs (if any), and
you're back to the A-prompt, it’s time to either turn the power off (if you’re not
going to use MECCA III just then), or to boot Xenix by first removing the DOS
floppy and then pressing [Ctrl]-[Alt]-[Del] (holding down all three keys at once).

Don’t do either of these (turning the power off or rebooting) unless you have a
clear DOS A-prompt ("A>") or the final Xenix "shutdown” message telling you that
it’s safe to do so (see later in this chapter). Otherwise you could severely damage
your software and data files.
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Booting Xenix

This is even easier, since your MECCA III system will boot Xenix all by itself
when the power comes on, unless you have a DOS disk in the floppy drive. As
soon as the self-diagnostic tests are done, the computer will check for a floppy,
then go to the hard disk for instructions. Soon you’ll see this on the monochrome
monitor:

4 A

XENIX System V
boot

N\ J

At this point you can press [Enter] or just ignore it, and in 15 seconds the
booting will start automatically. The next message on screen is:

- A
hd (40,0) xenix
\ J

and a bunch of copyright notices and technical details about the internal mechanics
of the computer. Eventually you’ll see:

- A

Type CTRL-d to proceed with normal startup,
(or give root password for system maintenance): _

- J

Obviously enough, you now type a [Ctrl]-[d]. Several seconds of grinding noises
go by, and you’re told:

a N

Current system time is Wed Oct 01 17:05:05 CST 1986
Enter new time ([yymmdd]hhmm):

- J

Unless the date and time are wrong, you just press [Enter]. If the date is OK,
but the time is wrong, you type in the correct time in the "hhmm" format (meaning
5:25 pm = "1725"). If the date is wrong, type both the correct date and time,
using two digits for each, using the format shown and ignoring Xenix’s square
brackets. For example, May 1st, 1987 at 3:05 pm would be entered as
"8705011505". Naturally you’re going to add an [Enter] at the end of the time/date
correction.
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The computer will make more noise for a while, then repeat the date to you
with a startup message:

4 A
I *** cron started *** pid = 29 Wed Oct 01 17:05:25 CST 1986
xenix286! login: _

N\ J

At this point, you type in whatever login name you’ve been assigned, using all
lowercase letters, and [Enter]. Instantly you’re asked for your password (which
may simply be your lastname, or whatever else your System Manager has decided):

4 I
Password: _

N J

and you type your password [Enter]. For example, your entries might look
something like "rachel [Enter] welch [Enter]", or "adam [Enter] weishaupt [Enter]",
or "george [Enter] sysmgr [Enter]", etc. Once this has been accomplished, the
computer replies something like this:

dhkkhkhhkhkhkhkhkhhkhhkhhkhhhhhhhhhhhhhdhhkhhhhhhkhkhhhhhhhkhhkrhhhkkhhkiih

dhkkkdkhkhkhkhhdhhhkhhkkhdhkhkhkhhkhkhhkhkhhkhhkhhhkhhhkhhkdhhhhhhrhhkhhhkkhhhidr

Document Service Centers, Inc.
MECCA |1l Electronic Desktop Publishing System
Software Copyright (c) 1986 by Amgraf, Inc.

dhkkkhkhkhkhkhhkhkhhhhkbhkhkkhkhkrk bbbk hhhbdhdhdhhhdhddbbkhhkhkbhdds

hhkkkkhkkkhkhhhkdkhhkhhkbhhbrkhkbbbhhbrdbhbrhhrdhhbdrrhbhhbrbhbrhhrihin

Terminal type is ansi
\ ' J

After about five seconds, the monochrome monitor’s screen clears and you’ll see
a display very similar to that shown in Figure 3-1, which brings us to.....
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The Monochrome Menus

This is when you’ll normally start the MECCA III program, by pressing the
[F8] key, as described later in this chapter. But for now, let’s look at the various
functions you have available to you on the monochrome monitor menus. The
first thing to know about is that there are actually two main monochrome menus,
one for "Major Functions" (that’s the one in Figure 3-1), and one for "Minor
Functions" (shown in Figure 3-2). There are also several monochrome submenus,
plus special screen displays, for the various choices you make on the two main
ones.

The box at the very top of Figures 3-1 and 3-2 lists the Xenix "Path Level" you
are at for a given directory display (there’s an explanation of that later in this
chapter). The box at the very bottom lists what commands you have available via
the Function Keys (see next section) at any given momeunt. Since these Function
Key assignments are the most important part of the monochrome menus and
submenus, we’ll usually just show them inside their box instead of the entire
screen. Sometimes we’ll call these menus by their full "formal" names (such as
"Major Functions" or "Xenix Floppy Disk Functions"), and sometimes by the
abbreviated names (such as "MajorFcn" or "XnxFdFcn") that go with the Function
Keys.

The names listed in the middle of the screen are all the files (probably only
directories), that happen to be in your user area when you log-on. Usually this
will be a short list, like that shown in Figures 3-1 and 3-2, when you are first using
MECCA 111

f ~

Path Level 1 Path Level 2
Jusr /isaac ‘ \\

Xenix pathnames
(directories and
subdirectories)

This high-
lighted cursor bar
shows which file
can be affected
by the Function
Keys below

indicate
directory
files

This is a
list of what the
Function Keys can
do at this time

= Edit F2 = = Copy F4 = Move/Ren F5 = DirBack
F6 = DirFwd F7 = Compose F8 = MECCA F9 = Print F10 = MinorFen

Figure 3-1: The MECCA III Major Function Monochrome Menu
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4 N\
Path Level 1 Path Level 2
lusr /isaac
D araphics Feb 30 23:55 2896
D text Feb 30 05:00 5844

Notice that
the only real changes
from Fig. 3-1 are
down below

DelFen F2 = SysFcn F3 = XnxFdFcn = DosFdFen F5 = FileFen
SendFen F7 = SysMain F8 = = F10 = MajorFen

Figure 3-2: The MECCA III Minor Functions Monochrome Menu

Using Your Function Keys

If you’ll look at the left side of your keyboard, you’ll notice ten keys stacked
together in two rows of five each, and labled "F1", "F2", etc. These are called
"Function Keys" and are there to allow clever programmers to give them special
meanings in their programs. With MECCA III, each of these keys can have one
of three major meanings, as shown in Figure 3-3, and several minor ones,
depending upon what you’re doing at the time you use them. If you’re at the
Major Functions monochrome menu, they have the meanings listed first in Figure
3-3 for each key; if at the Minor Function monochrome menu, the second
meanings listed; if using the Xenix text editor called "vi", they have the third set
of meanings listed.

During the rest of this chapter, we’ll be talking about how to use these Function
Keys to get various tasks accomplished. If they start to seem too complex, try to
remember two things: First, the Major and Minor meanings of the keys, as well
as the minor meanings, are always displayed on the monochrome monitor
whenever they’re usable, so you really only have to remember the "vi" set (and
that only if you are using "vi" instead of a commercial word processing program).
Second, although many programmers are fond of Xenix as an operating system,
most nonprogrammers consider it to be "user-hostile". We’ve designed MECCA
I, the monochrome menus, and the various uses of the Function Keys in such
a way as to hide most of the Xenix operating system from you, so that you won’t
have to put up with it unless you really enjoy that sort of thing.
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Major fcn: Edit Major fcn: Create
Minor fcn: DelFcn —> F1 F2 é- Minor fen: SysFen
vi fcn: Start of line vi fen: End of line
Major fcn: Copy Major fen: Move/Ren
Minor fen: XnxFdFen ——} F3 F4 é— Minor fen: DosFdFen
vi fen: Exit vi fen: Quit
Major fcn: DirBack Major fcn: DirFwd
Minor fen: FileFen ——) F5 Fé e Minor fcn: SendFen
vi fen: Delete line vi fen: Delete word
Major fcn: Compose Major fcn: MECCA
Minor fcn: SysMain —% F7 F8 {—- Minor fen: unassigned
vi fen: Join lines vi fen: Split lines
Major fcn: Print Major fen: --> Minor menu
Minor fen: unassigned —'> F9 F10 (— Minor fen: --> Major menu
vi fen: Delete to end of line vi fcn: Replace in line

Figure 3-3: The Three Primary Ways to Use the Function Keys

The Monochrome Menus’ Major Functions

We’re going to look at the list of Major Functions first. We suggest that you
skim through the entire chapter before trying any of the commands, since not all
of them are practical to do in the numeric order that we’re presenting them here.
This is material you can go through quickly the first time you read it, but which
you’ll need to learn well if you want to get the most out of MECCA III.

[F1] = Edit: Changing Text Files

When you press the [F1] key, whatever file the cursor bar is over at that moment
will be placed on your monochrome screen for editing with the built-in Xenix text
editor called "vi".Don’t do this now, unless you have a text file in your opening
directory. Trying to edit a graphics file or a program file is likely to get you into
trouble (unless you're an experienced programmer). Trying to edit a directory file,
on the other hand, will get you nowhere! In the next section we’ll show you how
to Create a new text file that you can then practice these commands with.

"vi" is not the world’s greatest text editing program, but it does come free with
the Xenix operating system, and we can be sure that all of you will have it. If you
decide to use some other word processing or text editing program that runs under
Xenix (something which we highly recommend), the monochrome menus software
can be easily modified (by us or by your inhouse programmer) to call up your
program instead of "vi", and to assign values to the Function Keys that will fit
as needed.
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However, we’re going to assume for this and the next section that you are indeed
using "vi", and that the values assigned to the Function Keys will be those listed
in Figure 3-3:

[F1] will move your cursor to the start of whatever line it’s on when
you use it. This equals the usual "vi" command of 0 (zero).

[F2] will do the opposite, moving the cursor to the end of its line.
This =$.

[F3] [Enter] will exit from "vi", saving your file with whatever changes you

have made since the last save, and taking you back to the
monochrome menu display. This = :x.

[F4] [Enter] will quit from "vi", without saving your changes, taking you
back to the monochrome menu display. This = :q/

[F5] | will delete the line that the cursor is on. If you type a number
first, that number of lines will be deleted ("3 [F5]" will delete
three lines, etc.). This =dd.

[F6] will delete a word, from wherever the cursor is to the end of
the word. You can use a number in front of it too. This = dw.

[F7] will join the line the cursor is on with the one immediately
following it. This =J.

[F8] will split the line exactly where the cursor is, putting everything
to the right of the cursor onto the next line. This =r.

(F9] will delete everything from the cursor to the end of its line.
This =D.

[F10] will let you type over characters beginning where the cursor is,

substituting new text for old. This = R.

These functions are not enough to use "vi" all by themselves. They’re just some
of the most commonly used ones, and we thought you’d appreciate having them
be one keystroke each. You’ll also need to know about using "i" and "a" to insert
text, "o" to open lines in insert mode, [Esc] to escape from insert and other modes,
etc. You must read your Xenix documentation in order to get any real value out of
this text editor and its commands (including our Function Key assignments).

One point we should make here is that if you are using text files created by
other text editing programs (especially DOS programs), you’ll probably need to
do some Xenix based editing of them before MECCA III can run its batch
composition processes using them as input. What you’ll need to do is to remove
the embedded "control codes" that your other programs may have added to your
text. For example, one popular word processing program uses *Z’s (Ctrl Z’s) to
indicate the end of a file, and "M’s (Ctrl M’s) for the carriage returns and line
feeds at the end of each line. You’ll need to delete these *Z and "M codes by using
the following two "vi" commands (after having typed a colon to get to the bottom
command line):
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g/(Ctrl-V)[Ctrl]-[ZY/s//lg [Enter]
g/(Ctrl-V)[Ctrl1]-[MV/s//lg [Enter]

The two references to "(Ctrl-V)" are to indicate that, although you’ll type the key
combination, all it will put into the edit command line is a "A" sign. When you
subsequently type [Ctrl]-[Z] and [Ctrl][M], the regular letters will appear after the
"A"_ And be sure to delete the empty lines at the end of your file where the "M’s
and Z’s used to be! See your Xenix documentation for detailed instructions.

You’ll also have to make sure that you don’t have any $ or # characters in your
text files, since these Xenix prompts tend to confuse MECCA III’s "compose"
program. If you need to print either of those signs in your text, use the Special
Character substitution method: insert a\191A for a §, and a\2152 for a #

[F2] = Create: Starting Text Files

When you use this key from the MajorFcn Menu, the middle of the
monochrome screen will clear, and you’ll see a display that looks like this:

r )
MECCA Illl: Create New Text File Screen

New File Name:
g J

Type in the filename of the text file you want to create and press [Enter]. Remember
to use the regular Xenix file naming rules (see your documentation) and you will
probably want to invent some sort of standard extensions to help you keep your
files sorted by category, such as ".txt" for general text files, ".Itr" for letters, ".doc"
for documentation, etc. Once you have pressed [Enter] here, the screen will clear
and you’ll be in "vi" with an empty file to start filling. The Function Keys will
now have the meanings discussed in the preceeding section. When you exit out
of "vi", your new file will appear on the monochrome monitor’s file list.

Be aware that this command only works for text files, such as are described in
Chapters 6 and 7, and not for graphics files. Those are created on the color monitor,
using the Edit Illustration menus and submenus described in Chapters 4 and 5.

You probably noticed that when the Create New Text File Screen showed up,
the bottom box had only one Function Key assigned, [F10]. This "GoBack"
command is your escape hatch for this and several other menus, if you push the
wrong button and don’t really want to do what the screen then requests. "GoBack"
will always return you to the previous menu or submenu.
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[F3] = Copy: Duplicating Files

When you press this Function Key on the MajorFcn Menu, the monochrome
screen will clear and you’ll see a display very much like this appear:

r A
MECCA llI: Harddisk Copy File Screen

From Name To Name
usr usr
isaac isaac
graphics graphics
filename
g J

The words on the left side of the screen, under "From Name", reflect the full
"path" and filename of the file your cursor was on when you typed [F3]. The ones
on the right, under "To Name", assume that you may want to use all or part of
the same path as the destination of the copy you are making. If you want to stay
in the same directory as you currently are, simply type, on any empty line on the
right, whatever new filename you want your copy to have, and press [Enter]. If
you want to copy your file over to a different directory, or even a different user,
simply use the [Tab] key to move the cursor to the start of any line on the right
that you want to change, and type over the characters there with the correct ones
you want (use spaces to replace any unwanted characters at the end of each name).
When it looks just the way you want it, then press [Enter].

You’ll be returned to the MajorFcn Menu as soon as the copy is made. If you
made your copy within the same directory, you’ll be able to find it by moving the
cursor bar around. If it’s been made to a different directory, you’ll have to move
to that directory using the [F5] and [F6] keys as described later in this chapter.

Of course, it’s always possible that the file you're copying was already in the
destination directory under the "To Name" (perhaps from an earlier incarnation),
or that some other file there already has that name. In either case, you’ll see this
warning message:

4 N
MECCA IlI: Harddisk Copy File Screen

The destination file already exists.

Do you want to write over it? (y or n) _

N J
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This gives you a chance to back out and, if you’re at all uncertain of whether or
not you really want to write over the existing file with the new one, you should
answer n[Enter]. Then go to the destination directory and look at the existing file
carefully before making your decision. If you want to overwrite the existing file
with your new one, you can answer y [Enter] at this message.

These Copy procedures are only for making copies between different parts of
your Xenix formatted harddisk. There are different Function Keys that are used
to transfer files between the harddisk and Xenix or DOS floppies, and these are
discussed on the sections on Minor Functions, later in this chapter.

[F4] = Move/Ren: Moving and Renaming Files

When you press [F4] on the MajorFcn Menu, you get a display very much like
the last one:

4 N
MECCA IlI: Harddisk Move/Rename File Screen

From Name To Name
usr usr
isaac isaac
graphics graphics
filename
g J

In fact, the only obvious change is in the title line! That’s because this submenu
is used in exactly the same way as the Copy one is. You just type in whatever
new path/filename you want your original file (the one the cursor bar was on) to
have, and press [Enter]. With this submenu you can do three things: you can give
a new name to an old file, you can move a file from its old directory and/or user
to another without changing its name, or you can both move and change its name
at the same time. If you accidently come up with a destination file name that’s
already in use, you’ll get the same message (handled the same way) that you got
with this situation in the Copy function.

The difference between Copy and Move/Rename is that in the first case, you
get two versions of the file with either new paths or new filenames. In the second
case, you still only have one version of the file, regardless of whether you changed
its name, its path, or both.

This talk about directories, subdirectories, paths and users may be getting
confusing, so we’ll explain it a bit in the next section.
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[F5] = DirBack and [F6] = DirFwd: Changing Directories

These two keys on the MajorFcn Menu will enable you to manuver all over
the MECCA 1III harddisk, climbing up and down its "tree" structure of directories
and subdirectories. Figure 3-4 shows a diagram of the sort of tree you’ll find on
a typical MECCA III harddisk.

graphics text formats graphics text formats graphics news memos

sysmgr suzy lsaac adam

bin usr sys

root

Figure 3-4: A Typical Directory Tree

In order to store large amounts of data on a harddisk, it has to be very tightly
structured. What Xenix does when it "formats" the disk (hard or floppy), is to set
up elastic borders around different sets of data in different categories. Each of
these sets has smaller sets within it, and others can be placed within those, and
so on. Each of these sets can be called a "directory” or a "subdirectory", depending
on whether you’re interested in the set itself, or in its relationship to others higher
or lower on the tree.

The term "path" is used to describe programmed relationships between
directories, both direct ("vertical") and indirect ("horizontal"). The term
"pathname" usually refers to a listing of the vertical relationship between a
filename and the "root" directory, considered to be "Path Level 0". The directories
for all the users on a system are in a subdirectory called "/usr" on Path Level 1,
along with several other subdirectories containing parts of the software. These
user subdirectories are labled by each person’s name, and are on "Path Level 2".
You can create as many further subdirectories as you like, on Path Levels 3, 4,
and 5, using the commands available via the MinorFcn Menu. Each directory is
a "sub" directory to the ones below it on the tree (they are also sometimes called
"branch directories").

When listing the full "pathname" of a file, such as "/usr/isaac/graphics/f3-4.g"
(which is the name for Figure 3-4), forward slashmarks (/") are placed in front
of each unit. This is why you can see them on the top of the monochrome menus.
However, when using functions like Copy or Move/Rename with the Function
Keys, don’t add the slashmarks unless the examples on the Screen use them, since
they’ll be added internally if needed.

So now the use of the [F5] and [F6] keys on the Major Functions monochrome
menu should be a bit clearer. Starting out with the opening screen (shown in Figure
3-1), you can climb "back down" the tree to Path Level 1 (the "/usr" directory)
by pressing the [F5] key once. The results should look like Figure 3-5.
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~
Path Level 1
lusr
|D adam Feb 30 23:55 72] D wanda Jan 15 09:45 72
D adm Nov 31 05:23 80 D will Feb 21 10:12 56
D bin Feb 30 23:55 3376 D zack May 23 12:02 72
D bob Mar 15 12:12 480
D cheryl Feb 30 23:55 24
D deb Apr 01 05:05 128
D frank Feb 30 23:55 160
D george Feb 30 05:00 96
D isaac May 01 23:05 23
D lib Nov 31 05:32 464
D menu Feb 30 23:55 48
D news Feb 30 05:00 88
D rachel Feb 30 23:55 32
D sharon Feb 30 05.00 80
D spool Nov 31 2355 128
D suzi Feb 30 05:00 32
D sys Nov 31 17:17 112
D tom Feb 30 05:00 48
D tmp Apr 31 13:48 56
Dyvea _ Feb300500  _ 24 _ _ _ _ _ _ __ _______
F1 = Edit F2 = Create F3 = Copy F4 = Move/Ren F5 = DirBack
F6 = DirfFwd F7 = Compose F8 = MECCA F9 = Print F10 = MinorFen
J
Figure 3-5: File Display After [F5)-ing Back to Path Level 1
\
Path Level 1 Path Level 2 Path Level 3
lusr fisaac /graphics
| bots.g Apr 18 19:28 168 | 3-3.9 Apr 18 19:38 15976
f1-1.g Apr 20 17.08 34776 f3-4.g Apr 10 17:28 1410
f1-10.g Apr 10 17:24 178975 f3-5.g Apr 22 19:35 9420
f1-11.g Apr 20 16:59 258533 3-6.g Apr 22 19:03 10394
f1-2.g9 Apr 10 17:25 45368 f3-7.9 Apr 22 18:15 1117
f1-3.9 Apr 10 17:26 63542 f3-8.9 Apr 22 18:14 1097
f1-4.9 Apr 10 17:27 93937 f3-9.9 Apr 22 18:13 1111
f1-5.g Apr 10 17:27 132040 f4-1.g Apr 18 20:13 2681
f1-6.g Apr 20 02:01 129075 mono.g Apr 10 17:30 2175
f1-7.g Apr 10 17:27 132314 screen.g Apr 10 17:31 1100
f1-8.g Apr 10 17:28 56978 sizel.g Apr 07 15:01 286
f1-9.9 Apr 20 16:02 26635 size3.g Apr 07 15:02 202
f2-1.g9 Apr 10 17:28 19756 size6.g Apr 07 15:35 202
f3-1.g Apr 22 17:51 7151 size7.g Apr 07 15:31 286
3-10.g Apr 22 18:12 4580 smalll.g Apr 19 20:39 286
f3-11.g Apr 22 18:11 1106 small3.g Apr 10 17:30 202
f3-12.g Apr 22 18:.09 6649 smallé.g Apr 10 17:31 202
f3-13.g Apr 22 18:.08 5598 small7.g Apr 10 17:31 286
f3-14.g Apr 22 18:.07 1111 temp.g Apr 19 18:16 1209
f3-2.9 Apr 22 17:54 4058 tops.g Apr 18 19:26 168
F1 = Edit F2 = Create F3 = Copy F4 = Move/Ren F5 = DirBack
F6 = DirFwd F7 = Compose F8 = MECCA F9 = Print F10 = MinorFen
\. _J/
Figure 3-6: File Display After [F6]-ing Forward to Path Level 3
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Usually all of the files in the "/usr" directory are themselves (sub)directories,
either of individual users on the system, or of different parts of the MECCA III
software.

You should have in your /usr directory at least one subdirectory created for
you by your System Manager (or Amgraf). It will have a "D" in the left margin,
and (probably) your name. Move the cursor bar to it with the [arrow] keys and
press [F6]. The middle of your screen will clear and the previous file listing will
be replaced by the Path Level 2 listing you started out with. Place the cursor bar
over another directory file and press [F6] again. This time you’ll get a new one,
listing the contents of this directory (including some files that may be directories
themselves). At the top of the monochrome menu screen, you’ll see that another
Path Level lable (3) has been added, plus the name of this new directory. Figure
3-6 shows a typically full graphics subdirectory on Path Level 3. As you see, you
can climb "forward up" the tree to higher numbered Path Levels, by using the
[F6] key whenever the cursor bar is over a directory filename.

You can use the [arrow] keys to move the highlighted cursor bar around the
screen, moving from one file name to another. Try this, watching how the
[uparrow] key makes the cursor bar skip to the bottom if you’re at the top line
when you use it (and vice versa for the [downarrow] key when you’re at the
bottom).

The [End], [Home], [PgUp] and [PgDn] keys can be used to manuver between
large numbers of files when you have several screens’ worth of them. The [End]
key will take you to the last file in the directory you happen to be in at the moment,
while the [Home] key will take you back to the first one there. [PgUp] and [PgDn]
will move you a screenfull backwards and forwards respectively.

Try to get very comfortable with the concepts discussed in this section, since

some 90% of all problems with Xenix programs are caused by incorrect or missing
pathnames!
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[F7] = Compose: Typesetting Files

When you’ve got your graphics files (Chapters 4 and 5), batch composition and
page format files (Chapter 6) created, all you have to do to print them out is to
follow these simple steps:

Make sure your page format is stored in the same directory on the Xenix
harddisk as your text file -- usually this will be your "/usr/name/text" directory.
Otherwise, make sure you have a Xenix pathname attached to the format’s
filename inside the \PFMT command. In your "/usr/name/graphics" directory
you should have any of your graphics that you intend to merge into the text, and
the pathname in front of every graphic filename inside a \FIGURE command
(for example, "NAME=/usr/name/graphics/figure5.g").

Go to /usr/name/text (or wherever your batch file is stored). Then move the
highlighted cursor bar on the Major Functions monochrome menu to the name
of the batch file you want to compose, and press [F7]. This will take you to a
screen that looks like this:

- A
MECCA |llIl: Composition Control Screen

Name: filename.ext__

Output to: _ Laser; _ APS-5; _ Preview File
Do: _All ...or..Pages ___ Through ___
Trace only: _ Galley ... or ... _ Pagination

Laser name: /dev/tty01
APS-5 name: /dev/lp0
Preview name:

& J

As you can see, the name of your text file will be displayed along with weird
looking Xenix default filenames for outputting to the LaserWriter or an APS-5,
and blanks to let you indicate which pages you want output on which device. Use
the [Tab] key to move around the screen. Put anx in the blank in front of the
device you want, and anx in front of "All" or the beginning and ending page
numbers you need composed. To output pages 10-15, for example, you would
[Tab] down to the blank right after "Pages" and type 10 [Tab] 15 [Tab] (not "10
[Enter]..."). When the screen looks the way you want, press [Enter] (that’s why
you don’t use it after the first page number!), and the file will be composed and
output to your preferred device.
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If you can’t get (or don’t want) access to the output device at that exact moment,
type in a new filename of your choice (perhaps the text filename with a different
extension such as ".Isr" or ".aps") on the line where the default Xenix name for
that device is before you press [Enter]. In this case, a special composed file will
be created that can be output to your device later.

If you try to output a file to a device that isn’t actually attached at the time,
you will probably hangup the program. In that case you’ll have to bail out with
the [Del] key (see the end of the next section).

The "Trace" option is discussed near the end of Chapter 6. For now, let’s just
say that it’s used to help you find any mistakes in coding that might be preventing
your batch files from composing.

What about that "Preview" option? If you put anx here, then move to the
"Preview Name:" line, type in your chosen filename (again, come up with a
standard extension to use, such as ".cmp" for "composed" -- don’t just type in
the same filename as the source batch file), and press [Enter]. Your file will be
composed and saved under the new name, but not printed. You can then call it
up on the color monitor later for interactive editing, as described in Chapter 6.

Once you’ve made your choices and pressed [Enter], the computer will grind
away for a few moments, and soon you’ll see the monochrome screen clear and
these messages appear:

4 )
Composing "/path/filename.ext"
Printing: page=1
Printing: page=2
Printing: page=3

(. J

and so forth, counting out the pages as they are composed. The usual time for
composing and printing is about 45 seconds for straight text pages, and a minute
or two per page of graphics and text combinations. A very complex graphic, such
as Figure 1-11, can take as long as five minutes. If you’re not outputting to a
device, the composing time is much shorter.

If you’re printing out a series of batch files (or even of individual graphics), on
the Apple LaserWriter, make sure that it’s finished blinking after the last page of
each file, before you begin composing the next. Usually it’s best to give the
LaserWriter a full minute to clear its memory completely between files.

You should be aware that different types of paper will produce different quality
results. Not surprisingly, the better the paper, the better the text and graphics will
look. So you may want to experiment with different sorts of stock.

If you output the same file more than once before logging off, the Composition
Control Screen will remember your last instructions and follow them as soon as
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you press [Enter]. This can be a time saver, but if you want to make any changes
(such as doing a different set of pages), you’ll need to [Tab] to and [Space] over
any fields that should now be blank, and type correct information over fields that
need changes made.

[F8] = MECCA: Starting the Color Side

Although we’ve used the term "MECCA" to refer to the entire cluster of
programs that run on both the monochrome and the color monitors, for most
folks the important side of MECCA is the color side. If you intend to create or
edit graphics, edit composed batch documents or forms, or combine illustrations,
this is the main Function Key to remember.

Make sure that you’re at the MajorFcn Menu, put the graphics pad’s electronic
stylus in its holder, and press [F8]. Your monochrome monitor will clear, and
you’ll see the following appear there:

4 A

error at start = 0

input shared data created
display shared data created
menu shared data created
edit shared data created
loader shared data created
plot shared data created
menus loaded = 71
kprocess ready

- N

The color monitor will change and its opening screen (shown in Figure 4-1 at
the beginning of the next chapter) will appear. You’ll then be ready to use the
main part of MECCA III. But before you do for the first time, you should study
carefully the rest of this chapter, and make sure that you understand the
instructions given. If you can’t wait to see what it looks like, go ahead and start
it up, but make sure to read and follow the instructions in the next subsection.

Exiting from MECCA III

As you’ll see in the upper right corner of your color monitor, MECCA III starts
out with something called the "Main Menu". This gives you entrance into the
various programs that comprise the color side of the MECCA III system. The
procedures for using the electronic stylus, graphics pad and keyboard for choosing
options are all explained in the next chapter. For now, you should notice the word
"Exit" that appears at the bottom of the blue area.

This is the {Exit} option, and is the best way to stop running MECCA III and

get back safely to the monochrome menus. It’s used by pressing the stylus down
when its cursor is over it and the blue background has changed to black.
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If you ever wind up confusing the software to the point of "locking up" the
keyboard and the graphics pad, your emergency exit is the [Del] key on your
keyboard. [Del] is the standard interrupt for most Xenix programs, and it will stop
both the monochrome and the color sides of MECCA III dead in their tracks if
you hit it accidently. (So if you have a word processing package that uses the [Del]
as one of the ways to erase characters, try to get into the habit of using any other
available key combination that will have the equivalent results for that program.)

If you wind up needing to use the [Del] key to bail out of a lockup, one of two
things will happen, depending on whether you’re running the monochrome or the
color side of MECCA III at the time. If you’re on the color monitor, pressing [Del]
will kick you back to the monochrome menus, and you’ll be able to restart the
color side by using the [F8] key.

Be warned that if you exit from MECCA III, whether via {Exit} or [Del], in the
middle of creating or editing a graphic, you will lose the "live” version of that
graphic. So always try to save your work before exiting.

If you accidently or deliberately press [Del] while in the Mono Menus, whatever
you are doing will stop and the standard Xenix $-prompt will appear somewhere
on the left side of the screen. Not only that, but you’ll find that the next time you
try to type something, your letters don’t appear on the monochrome screen. You’ll
have to carefully type keyon [Enter] to restore the character display. Then type
mscreens [Enter] to get the MajorFcn Menus back.

You can’t just turn the computer off simply because you’ve exited from MECCA
111, or are through for the day! You must go through formal "shutdown" procedures
as described later in this chapter. So we should get back to the discussion of the
monochrome menus and their Function Keys...

[F9] = Print: Getting Text File Printouts

This process is probably easier than any other one on the MajorFecn Menu. If
you want to look at an ordinary printout of any text (batch, format, etc.) file, all
you have to do is to position the cursor bar over that file’s name and press [F9].
Within a matter of seconds, your printout will appear in the LaserWriter’s hopper
(assuming that, like most MECCA II users, you have a LaserWriter). This
command is not set up for use with an APS-5 or other phototypesetter, since (a)
typesetting film is so expensive, and (b) most people using phototypesetters will
also have LaserWriters to produce quick and inexpensive proof copies of their
text and graphics files.

[F10] = MinorFcn: Toggling to the Minor Functions Menu
This one is also pretty simple. Pressing [F10] will toggle you back and forth

between the Minor and the Major Functions monochrome menus. And that means
we're ready to go on to.....
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The Monochrome Menus’ Minor Functions

Once again we’re going to go through a list of Function Keys and what you can
do with them, this time working through the second of the main monochrome
menus. These functions won’t be used quite as often as the Major ones, but they
are still necessary for you to know about. So we’ll try to go through them as
painlessly as possible. First, here’s a reproduction (in Figure 3-7) of the MinorFcn
Menu, so you won’t have to keep paging back to Figure 3-2:

Fi1
F6

DelFen F2
SendFen F7

SysFen F3 = XnxFdFcn F4

= DosFdFen F5 = FileFen
SysMain F8 = F9

F10 = MajorFen

nn
nn

Figure 3-7: The MinorFcn Menu

[F1] = DelFcn: The Delete Functions

When you choose [F1] on the AtlFcn Menu, you get a menu that looks like
Figure 3-8. This one is called the System Functions or "DelFcn" Menu. As you
can see, you have four choices here: delete a single file, delete a group of selected
files, delete every file in the directory, or go back to the Major Functions
monochrome menu.

F1
F6

DelFile F2
F7

DelSel F3 = DelAll F4
F8 F9

F5 =
F10 = MajorFen

[
nn
mon

Figure 3-8: The DelFcn Menu

Deleting a Single File

If you press [F1] again, you'll go to this:

e N
MECCA IllI: Delete Last Chance Screen

Do you really want to delete: "filename.ext" ? (y or n)
NG J

Type y [Enter] to delete the listed file and be sent back to the DelFcn Menu. If
you got there by mistake and don’t really want to delete it, n[Enter] will take you
back directly to the DelFcn Menu.

Sometimes, instead of being asked if you want to delete "filename.ext", you’ll
get this message instead:
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4 N\
MECCA IlI: Delete Last Chance Screen

The file "filename.ext" cannot be deleted by you.
You are probably not the owner of the file.
Press [Enter] to continue.

- J

Xenix, like many other operating systems, allows files to have "owners", who
alone may copy, delete, modify, or rename them. If you need to do something to
a file that you’re being denied access to, ask your System Manager for help.

Deleting Several Files

If you want to delete several files at once, you first need to "select” them. This
is done with the [5] key in the middle of the numeric keypad (surrounded by the
four [arrow] keys). Use your arrows to move the cursor bar over a filename, and
press [5]. You'll see the cursor bar begin to blink off and on. This indicates that
the file has been "selected". Press [S] again, and the blinking will stop, unselecting
the file. You can have two, six, a dozen, or more files selected at once, all blinking
away, and delete them with [F2]. You’ll go to the Delete Last Chance Screen again,
and be presented with the names of the selected files one after the other, so you
can approve or cancel each deletion decision swiftly. At the end of the deletions
you’ll return to the DelFcn Menu.

Emptying a Directory

Every once in a while you’ll want to erase every single file in a given directory
so that you can later remove the directory itself. You can do this with the [F3]
key on the DelFcn Menu, but since its a very powerful (and thus very dangerous)
command, you are firmly warned of the need for caution:

4 N
MECCA llI: Delete Last Chance Screen

dedkkdkkdkhkkkhhhdhhkhhdhhkhddhhhikhhdhhidhhdkhkdkiliit

~ * Files once deleted cannot be recovered! *

khkkhkkhkhkhkhhhhkhhhhhhhkhkkhrkhkhhhkkhhhhbkb b bribhhhidd

Do you really want to delete EVERY SINGLE FILE ? (y or n)
NG J

You answer this question as before, but we recommend that you pause and think
long and hard before answering,.

This time when you’re finished making your deletions, you’ll be sent back to
the MajorFcn Menu (since there won’t be anything left to delete!).
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If you got to the DelFcn Menu by mistake, a simple [F10] will take you back
to the Major Functions Menu.

[F2] = SysFcn: The System Functions

This choice on the MinorFen Menu brings you to the "SysFen" or System
Functions Menu shown in Figure 3-7. From here you can create or destroy
directories, exit to Xenix, logoff or shutdown the entire system.

F1
F6

DirMake F2
F7

DirRemv F3 = Xenix F4
F8 F9

Logoff F5 = Shutdown
F10 = MajorFen

non
o
o
U]

Figure 3-9: The SysFcn Menu

Making and Removing Directories

If you need to make a new directory within your current one, press [F1] here
to get this display:

a N
MECCA lll: Make New Directory Screen

New Directory Name:
- . J

Type in the name you want to call your new directory (see your Xenix User Guide
for its naming rules for directories), and press [Enter]. You’ll go back to your
previous file display, with the new directory file name listed with its "D" in the
left margin.

The new directory is always a subdirectory to the one you are in when you
create it, so be sure to pay attention to what path level you want it on.

Getting rid of an old directory is just as easy. First, delete every single file inside
the directory. Then go one path level back (that’s [F5] on the MajorFcn Menu),
put the cursor bar over the directory file name you want to get rid of, use [F10]
again to get to the Minor Functions, [F3] for the SysFcn Menu, and [F2] for
"DirRemv". You'’ll get a screen very similar to the one for deleting regular files:

' A\
MECCA Ilil: Remove Old Directory Screen

Do you really want to remove: "directoryname” ? (y or n)

NG J

A simple y [Enter] here will banish that directory forever.
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Exiting to Xenix

If you should ever have a need to use the Xenix operating system directly,
choosing [F3] on the SysFcn Menu will yank you out of all the MECCA III
software, clear the screen, and give you the standard Xenix $-prompt:

4 A
$_

- J

You can now run whatever Xenix procedures or programs you need. If you want
to start up MECCA III again, and return to the Mono Menus, type mscreens
[Enter] at any $-prompt.

Logging Off

When it’s time for you to quit for the day, but somebody else is going to be
using the system, pressing [F4] on the SysFcn Menu will let you "logoff", clearing
the screen and prompting the next user to login and give their Password, just as
described earlier.

C N
xenix286! login: _

N J

The new person will handle this in exactly the same way that the first person for
the day did.

Shutting Down the System

Perhaps the most important function on the SysFcn Menu is the one initiated
by pressing [F5]. We can’t overemphasize how important it is to "shutdown"
Xenix before you power down the computer. An important part of this process
consists of "closing" all the files that have been "opened" during your session.
Failing to do this could scramble your data and/or your software. The resulting
mess can usually be repaired by an expert programmer, but it’s a dull,
time-consuming task. If you have deadlines to meet, the last thing you need is
that kind of trouble.

So at the end of the working day, when it’s time to turn off the computer, first
go to the SysFcn Menu and press [FS]. The screen will clear and you’ll be asked:

- A

\ Do you want to Shutdown the system now? (y or n) y
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Answer with y [Enter]. The computer will reply:

- A\
System will shutdown now.

& J

and a few seconds later you’ll get the "all clear" message:

a N

** Normal System Shutdown **
** Safe to Power Off **
-or-

** Hit any key to Reboot **

\ J

At this point you have 15 seconds to turn the power off. After that, the computer
will reboot itself automatically, going into either DOS or Xenix, depending on
whether you have a DOS disk in the floppy drive or not. If you’ve gotten up to
get a cup of coffee and Xenix has rebooted while you were gone, you must go
through the shutdown process all over again. Sorry. If it’s only rebooted to the
point of going through the self-diagnostic tests, then you can safely power-down.

What to Do if the Power Goes Off Accidently

If you ever actually have a power failure that crashes the program, what you
should do depends on whether it’s a momentary power failure or one that lasts
long enough for you to consciously react. In the first situation you may be lucky,
and the MECCA III software will appear to still be running properly. You should
{Exit} out of the color side back to the monochrome menus (without trying to save
your current illustration) and immediately shutdown. Wait a few minutes and
turn the power back on as usual. With bad luck however, the {Exit} option and
even the [Del] key won’t work. In that case, you’re best advised to have someone
who is a computer techie in your organization call Amgraf.

If you find yourself saying, "Hey, the power’s off!", reach over and turn all the
switches OFF before the power comes back on and, again, have someone in your
organization call Amgraf. It may be possible to give him or her instructions over
the phone on how to diagnose and repair any damage the power failure may have
done to your hardware and/or software.

Before we continue, here’s a picture of the menus we’ve covered so far (in Figure
3-10):
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MajorFcn Fi = Edt  F2 = Create  F3 = Copy  F4 = Move/Ren F5 = DirBack
F6 = Dirfwd F7 = Compose F8 = MECCA F9 = Print F10 = MinorFen
MinorFcn F1 = DelFcn F2 « SysFen  F3 = XnxFdFecn F4 = DosFdFen  FS = FilaFen
F6 = SendFcn F7 = SysMain F8 = F9 = F10 = MajorFcn
DelFcn F1 = DelFile F2 = DelSel F3 = DelAl F4 = FS =
F6 = F7 = F8 = F9 = F10 = MajorFcn
SYSFCI'I F1 = DirMake F2 = DirRemv  F3 = Xenix F4 = Logoft F5 = Shutdown
F6 = F7 = F8 = F9 = F10 = MajorFcn
Figure 3-10: The Major, Minor, Delete and System Functions Menus

[F3] = XnxFdFcn: The Xenix Floppy Disk Functions

The [F3] key on the MinorFcn Menu takes you to the Xenix Floppy Disk
Functions ("XnxFdFcn") Menu shown in Figure 3-11. These functions exist
because many people use Xenix-formatted floppy disks as data disks to hold their
graphics, batch and format files. By using these functions you can prepare your
files on any MECCA III system, save them onto a floppy disk, then transport
them for loading onto another MECCA III, across the hall or across the country.

FdArkFcn  F5 =
F10 = MajorFcn

FdUnMnt F3 = FdFmt Fa
F8 F9

F1

FdMnt = F2
F6 F7

]

Figure 3-11: The XnxFdFcn Menu

(An experienced Xenix user, such as your System Manager, can also use the
standard Xenix commands to copy files from a non-MECCA system running
Xenix onto a floppy that can then be loaded onto your MECCA III. Text files
from a non-MECCA source should always run if coded properly. However,
graphics files may need to be translated into MECCA’s data array structure through
one of the Custom Transfer Utilities mentioned in Chapter 2.)

Mounting and Unmounting Xenix Floppies

Before you can copy files back and forth between your floppy disk and your
hard disk, you first have to tell Xenix that it should pay attention to the disk in
the floppy drive. This is called "mounting" the disk, and is done by pressing [F1]
on the XnxFdFcn Menu. The monochrome screen will clear and you’ll see this
display:
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4 N
MECCA llI: Xenix Floppy Disk Mount Screen

Is the floppy disk double or high density? (d or h)
\ J

Naturally you reply with h [Enter] for high (or "quadruple") density floppies, or
d [Enter] for double density disks. Next you’re asked:

' I
MECCA IlI: Xenix Floppy Disk Mount Screen

Insert floppy disk and enter drive when done. (a or b)
g J

Here most folks will answer a [Enter] since most AT’s only come with one floppy
drive. But if you're one of those lucky folks who has two floppy drives on your
machine, you can answer with a b [Enter]. Your floppy drive light will come on
for a few seconds and the drive will grind a bit. After it stops, you’ll be sent back
to the XnxFdFcn Menu and be able to continue.

If you look at the very bottom of the screen, below the menu box, you'll see
that a message has appeared, saying "Floppy A Mounted" (or B, as the case may
be).

Once in a while, the computer may discover that you’ve made a mistake and
will tell you in no uncertain terms:

4 I
MECCA IlI: Xenix Floppy Disk Mount Screen

The disk in Drive A is not a formatted high density Xenix floppy.

Press [Enter] to continue.
& J

As soon as you press [Enter], you’ll be sent back to the XnxFdFcn Menu and can
try again. Check to see if you actually put the floppy into the correct drive, what
its label say its density is ("2d" = double, "4d" = high), and whether or not it’s
been properly formatted as a Xenix disk. If it’s a brand new floppy, it probably
needs to be formatted (see the next section). Once you’ve figured out what the
problem is (or asked your System Manager), you can try again.
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Whether you’re copying files to or from the floppy, when you’ve finished making
your file transfers, you’ll need to "unmount" the floppy disk by pressing [F2] on
the XnxFdFcn Menu. This will give you a screen that looks like this:

4 N
MECCA liI: Xenix Floppy Disk Unmount Screen

Enter floppy disk drive you wish to unmount. (a or b)
\ J

Your answer of a [Enter] will unmount the floppy disk in Drive A (and b [Enter]
the one in Drive B, naturally). Again the light will come on, the drive will make
a short noise, and you'll go back to the XnxFdFcn Menu, with the mounted drive
message disappearing from the bottom line of the screen.

If you're going to be "swapping floppies" in the same drive, you must unmount
each old disk with [F2], then mount each new one with [F1]. Otherwise your Xenix
will get very confused and may scramble your data.

Formatting New Xenix Floppies

"Formatting" is the process that sets up places to put data on a floppy or hard
disk. Every operating system, whether DOS, Xenix, or whatever, uses a different
pattern of "tracks and sectors" to organize the magnetic surface of each disk. So
before you can transfer files from your MECCA III hard disk to a floppy, you first
have to have the latter formatted as either a Xenix or a DOS floppy. With MECCA
III you can format Xenix floppies without having to exit to Xenix first.

Make sure that the disk you want to format is either brand new or (if it’s a used
one) that you don’t care about what happens to any data on it, since the formatting
process will erase any data that might have been on the disk. Press [F3] on the
XnxFdFcn Menu, and you'll get this reply:

r 2
MECCA lil: Format Xenix Floppy Disk Screen

Is the floppy disk double or high density? (d or h)
N\ J

You answer as before, probably with h [Enter], since high density disks are the
ones that come with AT’s. The computer will respond:
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' B
MECCA IlI: Format Xenix Floppy Disk Screen

Which floppy drive will you be using? (a or b)
N\ J

Put the floppy in the drive you want, close the drive door, press a [Enter]or b
[Enter], and the regular Xenix formatting process will start, complete with the
standard Xenix progress (and error!) messages (see your Xenix documentation).
This takes about a minute, so don’t touch anything until the process is complete
and you’ve been brought back to the XnxFdFcn Menu. If you put the wrong sort
of floppy in, or put it in the wrong drive, you’ll get an error message; unless you
had another disk of the right description in the designated drive! In that case, you'’ll
probably wind up formatting (that is, erasing) the wrong disk. So be very careful
when using this process. The error message looks like this:

r A
MECCA IlI: Format Xenix Floppy Disk Screen

An error has occured in formatting your disk. Please
insert another disk and press [Enter] to try again.

- J

If you try to format a mounted floppy you’ll see this:

e N
MECCA lil: Format Xenix Floppy Disk Screen

Floppy Drive A is currently in use.
Press [Enter] to continue.

- ' _J

Press [Enter] with either of these error messages, and you’ll be sent back to the
XnxFdFen Menu, for another try.

By the way, if the person who formats a given floppy happens to have Xenix

"superuser” status at the moment she or he does so, nobody else (except another
superuser) will be able to read or write to that floppy!
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FdArkFen: The Floppy Disk Archive Functions Submenu

If you press [F4] on the XnxFdFcn Menu, you’ll see this appear:

'a N
MECCA IllI: Xenix Floppy Disk Archive Screen

Which floppy drive will you be using? (a or b)
. J

That’s your cue to type a [Enter] (or possibly b [Enter]). The Xenix hard disk
directory will come back and FdArkFcn (Floppy Disk Archive Functions)
Submenu will show up. A picture of this, along with its own four Submenus,
appears in Figure 3-12.

You can toggle back and forth from a file listing of the floppy disk and your
current hard disk directory by using [F1] and [F2] respectively. The top box on
the screen will say "XENIX diskette" instead of the usual "Path Level 1" and
"/floppya" (or "/floppyb") instead of "/usr".

The [F5] key will take you to a FileDir Submenu where the commands work
exactly the same way (except for [F10]) as the already discussed (and identically
named) commands on the MajorFcn and SysFcn Menus do, although with
different Function Keys assigned to them. [F10] returns you to the FdArkFcn
Submenu instead of the MajorFcn Menu. These commands work on both the
hard disk and the floppy, depending on which one’s set of files is on screen when
you use them.

The [F6] key on the FdArkFcn Submenu will give you the FileDel Submenu,
which works exactly the same as the DelFcn Menu described earlier (again, except
for [F10], which goes back to the FdArkFcn SubMenu). You can delete files on
both the hard disk and the floppy, so be careful to pay attention to which files
are on screen at any given time.

The [F7], [F8], and [F9] keys also duplicate the functions of another menu, in
this case the FileFcn Menu (to be discussed soon), though with different numbers.
They’ll let you do file sorting based on alphabetical order of the file Names, the
Date of last change to the files, or the largest to smallest Sizes of the files. You
can do this with the files on both the hard disk and the floppy.
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XnxFdFcn F1 = FdMnt F2 = FdUnMnt F3 = FdFmt  F4 = FdArkFen F5 =
F6 = F7 - F8 - F9 = F10 = MajorFcn
FdArkFcn Fi = FdFiles F2 = HdFiles F3 = FdToHd F4 = HdToFd  F5 = FileDir
: F6 = FilkDel F7 = NameSort F8 = DateSort F9 = SizeSot  F10 = XnxFdFen
FdToHd Fi = FileToHd F2 = SeilToHd F3 = AliToHd F4 = F5 =
F6 = F7 - F8 = F9 = F10 = FdArkFen
HdToFd F1 = FileToFd F2 = SelToFd F3 = AllToFd F4 = F5 =
F6 = F7 = F8 = F9 = F10 = FdArkFen
FileDir Fi = DirBack F2 = Diffwd  F3 = DirMake F4 = DirRemv  F5 =
F6 - F7 = 8 - F9 = F10 = FdArkFen
FileDel F1 = DelFile F2 = DeiSel F3 = DelAll F4 = FS =
F6 = F7 = F8 = FO = F10 = FdArkFen

Figure 3-12: The XnxFdFcn Menus & Submenus

Copying Files from a Xenix Floppy Disk to the Hard Disk

The [F3] key on the FdArkFcn Submenu gets used when you want to go to the
FdToHd (Floppy Disk to Hard Disk) Submenu. As you can see by referring back
to Figure 3-12, this gives you a choice of copying one file, several selected files,
or all files in the floppy’s directory over to the hard disk.

To copy a single file, make sure tnat the cursor bar is over the file on the floppy
that you want to copy. (You may need to [F10] back to the FdArkFcn Submenu
temporarily, so you can [F1] the floppy files into view first.) With the cursor bar
in place, and the FdToHd Submenu showing, press [F1]to get this screen:

e N

MECCA lll: Archive Screen
To Path
usr

N J

This screen works somewhat like the ones we’ve seen before for Copying files.
Fill in the rest of the pathname (don’t try to change filenames here) to get the file
in the precise directory and subdirectory you it want to be, and press [Enter]. This
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message will appear during the copying:

4 )
MECCA |ll Archive in progress.

Currently archiving file "filename.ext".
- J

If the path you chose is illegal, this message will appear:

e N
MECCA Il Archive in progress.

You cannot archive your files to the specified path
since you do not have write priviledges there.
Press [Enter] to continue.

- J

Press [Enter] and you’ll be returned to the FdToHd Submenu for another try.

If the file already exists under that name in the directory that it’s being copied
to, you'll get the same kind of error message that an overwrite threat inspires with
the Copy and Move commands.

It’s a good idea to pay attention to questions of file "ownership". You're better
off to copy to and from floppy directories with your own name as part of the path.
Otherwise you’ll have to bother the System Manager to change the ownership
status of your files.

If you’ve selected several files on the floppy with the [5] key, you can copy them
over at the same time by choosing [F2] on the FdToHd Submenu. The same
screen we just saw will appear, you’ll fill in the rest of the pathname and press
[Enter]. The archiving commentary will repeat for each file as it’s done.

To copy over the entire contents of the floppy’s directory, choose [F3], and do

the pathname [Enter] routine on the same old screen, and watch the familiar
messages return (they may be boring, but they’re consistent!).
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Copying Files from the Hard Disk to a Xenix Floppy Disk

[F4] on the FdArkFcn Submenu is used to summon the HdToFd (Hard Disk
to Floppy Disk) Submenu. This works exactly the same way as the opposite
copying just discussed, except that the screen is a little different:

4 )
MECCA |lI: Archive Screen
To Path
floppya_
isaac
graphics___
N J

With the copying going in this direction, the assumption is made that most
people will want to save their files to directories and subdirectories that match
their hard disk records. What’s more, this particular command will automatically
create any needed directories on the floppy as it flies. You can change the default
path of course, just by typing new characters over the old ones (use spaces for
erasing unwanted characters). But remember to use the [Tab] key to move from
line to line, because as soon as you press [Enter] the copying process will start.

As before, use [F1] to copy/archive a single file; [F2] to do a group of files; and
[F3] for all the files in the hard disk directory you’re in at the time. Do make sure
that you really are looking at the hard disk directory before you start though, and
don’t do a "AllToFd" ("All to Floppy Disk") unless you’re sure there’s enough
room on your floppy.

If you wind up filling your floppy before you have finished making all the
requested file copies, you'll get a series of messages telling you to insert additional
floppies as needed (and the copy process will back up enough to restart any
interrupted files).
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[F4] = DosFdFcn: The DOS Floppy Disk Functions

The [F4] key on the MinorFcn Menu takes you to this screen:

r N
MECCA Illl: DOS Floppy Disk Mount Screen

Is the floppy disk double or high density? (d or h)
_ J

As with the equivalent Xenix screen, you reply with h [Enter] or d [Enter] for
double density disks. Next you’re asked:

4 A
MECCA Ili: DOS Floppy Disk Mount Screen

Insert floppy disk and enter drive when done. (a or b)
. J

As before, most people will answer a [Enter]. Your floppy drive light will come
on and the drive will grind. After it stops, you’ll be sent to the DosFdFcn Menu
(with the hard disk files listed) and be able to continue.

Despite the use of the term "Mount” in the preceding screen, you do not have
to "unmount” DOS floppies. You do, however, need to back track to the MinorFcn
Menu and start over with [F4] if you need to swap DOS floppies.

The DOS Floppy Disk Functions ("DosFdFcn") Menu leads, through its
Function Keys, to a few more Submenus, as shown in Figure 3-13.

Similarities to the Xenix FdArkFcn Submenu

It should be obvious that the DosFdFcn Menu is almost identical to the Xenix
FdArkFcn Submenu discussed in the last few pages. As before, you can toggle
back and forth between a file listing of the DOS floppy disk and your current hard
disk directory by using [F1] and [F2] respectively.

The [F5] key takes you to the FileDir Submenu. Here too, the commands work
the same as they do on the FdArkFcn Submenu, except for [F10], which returns
you to the DosFdFcn Menu.
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DosFdFcn F1 = FdFiles F2 = HdFiles F3 = FdToHd F4 = HdToFd  F5 = FileDir

F6 = FileDel F7 =« NameSort F8 = DateSort F9 = SizeSort F10 = MajorFcn
FdToHd F1 = FileToHd F2 = SeiToHd F3 = AllToHd F4 = BinToHd F5 =

F6 = F7 - F8 = F9 = F10 = DosFdFcn
HdToFd F1 = FileToFd F2 = SelToFd F3 = AllToFd F4 = BinToFd F5 =

F6 = F7 = F8 = F9 = F10 = DosFdFecn
FileDir F1 = DirBack F2 = DirFwd F3 = DirMake F4 = DirRemv  F5 =

F6 = F7 = F8 = F9 = F10 = DosFdFcn
FileDel F1 = DelFie F2 = DelSel F3 = DelAl F4 = F5 =

F6 = F7 = F8 = F9 = F10 = DosFdFcn

Figure 3-13: The DosFdFen Menus & Submenus

The [F6] key on the DosFdFcn Menu will give you the DOS FileDel Submenu,
which is identical to the DelFcn and FdArkFcn versions described earlier (except
for [F10] again). The "Last Chance" screens all mention DOS.

The [F7], [F8], and [F9] keys also work the same as they do on the FdArkFcn
and FileFcn Menus.

All of these DosFdFcn commands work on both the hard disk and the DOS
floppy, again depending on which one’s set of files is on screen when you use
them.

Copying Files from a DOS Floppy Disk to the Hard Disk

The [F3] key on the DosFdFcn Menu gets used when you want to go to the
DOS FdToHd (Floppy Disk to Hard Disk) Submenu. As you can see in Figure
3-13, this gives you a choice of copying one file, several selected files, or all files
in the floppy’s directory, over to the hard disk, just like the Xenix FdArkFcn
Submenu does. In addition, due to special DOS considerations, there’s a special
function for copying a binary data file (such as a graphic).

To copy a single file, make sure that the cursor bar is over the file on the floppy
that you want to copy. (You may need to [F10] back to the DosFdFcn Menu
temporarily, so you can [F1] the floppy files into view first.) With the cursor bar
in place, and the FdToHd Submenu showing, press [F1] to make the copy. This
message will appear during the copying:
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4 A
MECCA Il Archive in progress.

Currently archiving file "filename.ext".

N J

If the file already exists under that name in the directory that it’s being copied
to, you won’t get an overwrite warning, so be careful! On the other hand, since
DOS filenames are usually stored as ALL CAPS and Xenix filenames as lower
case, a file coming from a DOS floppy will overwrite an already resident file only
if the resident file is listed in ALL CAPS. This also means that you will want to
Move the file to a lower case version of its name after copying.

If you’ve selected several files on the floppy with the [5] key, you can copy them
over at the same time by choosing [F2] on the FdToHd Submenu. The archiving
commentary will repeat for each file as it’s done.

To copy over the entire contents of the floppy’s directory, choose [F3], and do
the pathname [Enter] routine on the same old screen, and watch the familiar
message return (it may- be boring, but it’s consistent!).

If you have a binary data file you want to transfer, use the [F4] key. Binary files
consist of nothing but 1’s and 0’s, instead of the ASCII characters (normal letters
and numbers) that make up most other files you’ll be using. DOS handles these
differently than Xenix does, which is why you need a separate function to transfer
them.

Copying Files from the Hard Disk to a DOS Floppy Disk

[F4] on the DosFdFcn Menu is used to summon the DOS HdToFd (Hard Disk
to Floppy Disk) Submenu. This works exactly the same way as the Floppy to Hard
Disk version just discussed earlier.

As before, use [F1] to copy/archive a single file; [F2] to do a group of files; [F3]
for all the files in the hard disk directory you’re in at the time, and [F4] to copy
a binary file to the floppy. Do make sure that you really are looking at the hard
disk directory before you start though, and don’t do a "AllToFd" ("All to Floppy
Disk") unless you’re sure there’s enough room on your floppy.
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[FS] = FileFcn: The File Display Functions

If you choose [F5] on the MinorFcn Menu, you’ll get the "FileFcn Menu" shown
in Figure 3-14:

F1
F6

FileSel F2
F7

SizeSort F5
F10 = MajorFcn

NameSort F3 = DateSort F4
F8 F9

Figure 3-14: The FileFcn Menu

These functions are to enable you to rearrange the file display on your screen any
way you like. If you choose [F1] here, you’ll see this display:

4 N
MECCA lli: File List Selection Screen

File List Selection Qualifier:
g J

This is where you can type in a filename and extension combination using
Xenix wildcards, such as "march??.txt" for all your March text files, or "*.doc"
for all your documentation files, or "adam.*" for all of Adam’s files, etc. Press
[Enter], and only the files that match your criteria will be displayed on the
monochrome monitor.

You can also sort your file display by alphabetical order (NameSort), most
recently updated (DateSort), or largest to smallest (SizeSort), by pressing [F2],
[F3], or [F4] respectively. Naturally, [F10] is what takes you back to the MajorFcn
Menu.

[F6] = SendFcn: Outputting Previously Composed Files

This choice on the MinorFcn Menu lets you send previously composed batch
files to a desired output device. Pressing [F6] will present you with the SendFcn
Menu, shown in Figure 3-15:

F5 =
F10 = MajorFen

Fi = ToLW F2
F6 = F7

ToAPS F3 F4
F8 F9

non
wu

Figure 3-15: The SendFcn Menu

If you choose [F1] here, the previously composed batch file your cursor is on
will be sent out to the LaserWriter (or other PostScript device). If you choose [F2],
it will go out to an APS-5 phototypesetter (or other Grafica compatible system).

As with the regular Compose command, if ybu try to use either of these Send

commands to send a file to a device that isn’t actually attached at the time, you’ll
probably hangup the program and have to bail out with the [Del] key.
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[F7] = SysMain: System Maintenance

This choice on the Minor Functions Menu gains you access to several highly
technical functions. These functions exist to be used by your System Manager or
another highly skilled technician in your organization. We do not recommend that
the System Maintenance functions be used by amateurs! If you don’t know what
you’re doing, you should avoid this menu completely.

Fi
F6

XlateEdt F2
HyphUpdt F7

XlateNew F3 = KernEdt F4
F8 F9

KernNew  F5 = HyphTest
F10 = MajorFcn

Figure 3-16: The SysMain Menu

Figure 3-16 shows the available functions: you can edit or create Translation
Tables, edit or create Kerning Tables, or modify the Hyphenation Dictionary, by
pressing the labled Function Keys.

On each occasion when you invoke one of these functions, you’ll be given a
series of menus like those discussed in this chapter. Because these matters are
highly technical, information about them is given in Volume 5: System
Maintenance.

[F10] = MajorFcn: Toggling to the Major Functions Menu

This Function Key on the Minor Functions Menu does one simple job: it takes
you back to the Major Functions Menu.

And that’s it for the monochrome menus and their various functions. Together

they represent a powerful collection of file management tools. More importantly,
they enable the user to avoid having to learn Xenix!
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Chapter 4: Creating Simple Graphics

Starting Up MECCA III

In this chapter and the next, we’ll explore some of the basic techniques for using
MECCA III to create simple and moderately complex graphics. Details on creating
very complex graphics will appear in Volume 3: Illustrating and Drawing.

We start by firing up MECCA III as described in the last chapter: by pressing
[F8] from the Major Functions Mono Menu. The computer’s hard disk will whir
and grind for a while, then you’ll see on your color monitor a display that looks

like Figure 4-1.

The MECCA III Color Screen

The large square box taking up most of the screen is the "Window". It can show
an entire large graphic or a giant-sized expansion of a tiny part of a graphic (with
the {Zoom} option discussed in the next section).

4 ™
Primary
Menu
Area
Universal Position
Option Function
. Area Area
Window
Area
User Input Area
Prompt_Area
Query
Reply
Area
\_ J

Figure 4-1: The Opening Screen of MECCA III

The blue rectangle in the top right is the "Primary Menu Area". This is where

the most important of the menus you’ll be using will appear.
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The green rectangle below it to the left is the "Universal Option Area". It
contains options that can be used at any time within the other options chosen
from the other menus.

The orange rectangle to the right of the green one is the "Position Function
Area". It contains options that are used to allow precise positioning of the starting
and stopping points needed by the options chosen from the other Areas.

Below the green and orange areas is the "User Input Area", which is where you
will type your instructions to MECCA III, and below that, the "Prompt Area",
which is where MECCA IIT will ask you for the information it needs to follow
your instructions.

Finally, at the bottom right of the screen is a red rectangle called the "Status
Area", which is where MECCA III gives you detailed information in answer to
your questions.

r N

Uer. 1.20 MAIN MENU
Edit Files

Output Files

Save Files

Figure 4-2: The Opening Screen Menus

Figure 4-2 shows how we’re going to present actual screen images from the
MECCA 1III color monitor. You’ll immediately notice that our figures have black
ink where the monitor has bright light, and white space and letters where the
monitor has dark. So when we talk about a black bar appearing in the menu areas
when you move the cursor, you'll see this effect as a white bar in the screen images.
(The important point, that moving the cursor over menu choices makes those
choices reverse their lettering and backgrounds, should still be clear.)
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The Stylus, Cursor and Crosshairs

Figure 4-3 shows a detailed view of the electronic stylus that attaches to your
graphics pad, as well as closeups of two items you’ll often see on your color monitor
screen: the X-shaped cursor that indicates the relative position of the stylus on
the pad; and the "crosshairs” mark made on the screen when the stylus is pressed
down to indicate a position to be held in memory by MECCA III (frequently with
the {Hold} option).

cursor graphics pad

stylus

crosshairs Figure 4-3: The Stylus, Cursor & Crosshairs

Make sure your graphics pad is turned on and cabled properly (see Chapter 1).
Pick up your stylus in your regular drawing hand and place it gently on the surface
of the graphics pad, near the left side. If the stylus is anywhere near vertical, you’ll
probably see the X-shaped cursor appear on screen in the Window Area. Move
the stylus around gently, without scratching the surface of the pad. You’ll notice
that you can move the cursor everywhere on the color screen, and that when you
place it over words in one of the colored areas, the background shifts to a bar of
black instead of its previous color.

Move the cursor back over the Window Area. Press the stylus very gently down
on the pad, and you’ll notice that there is a slight "give" in the stylus. This closes
a circuit inside the stylus that, under various circumstances, will cause MECCA
III to display a set of the crosshairs, or to initiate the running of a chosen option.

"Choosing" and'' Picking"

As used in these books, "choosing" refers to moving the cursor over the various
options and functions listed in the colored boxes, and pressing the stylus down
to indicate what you want MECCA III to do next. Throughout the rest of this
chapter, we’ll be using boldfaced type to tell you what options to choose, in what
order, to accomplish your goals. "Picking" refers to using the cursor in the Window
Area to indicate positions or items to be affected by the options or functions you
have chosen.
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Choosing Options with the Function Keys

Throughout this chapter and the next, we’ll be talking about choosing options
with the stylus. However, if you like, you can also choose options in the Primary
Menu (blue) Area and the Universal Option (green) Area by using the Function
Keys that have associated numbers. There’s a maximum number of ten options
that can appear in either area. Those in the blue box take Function Keys [F1]
through [F10], in simple top to bottom numeric order. Those in the green area
take [Shiftled versions of [F1] through [F10] in the same order (if you have a
keyboard with Functions Keys labeled [F11] through [F20], you can use those
instead).

Figure 4-4 shows how these Function Key assignments work. Remember that
these are an alternateway to "choose" options from the blue and green boxes only.
Most users will prefer to use the stylus to choose options and that’s the way we’re -
going to give most directions.

There are two other ways to use the Function Keys when creating graphics: to
load graphics or composed batch files (see next section and Chapter 6) and to edit
text within graphics or composed batch files (where the Function Keys will have
their usual "vi" meanings, as shown in Chapter 3). However, in both these
situations, your attention will then be on the monochrome monitor.

4 ™

First Option

Second Option

Third Option

Fourth Option Use [F1]
Fifth Option through
Sixth Option [F10]
Seventh Option

Eighth Option

Ninth Option

Tenth Option

1st Option
2nd Option Use

3rd Option [Shitt]F 1}

;:: g:m through X
ot Opten [ShitiF10]

or
7th Option ; .
h Opton F11] - [F20] °

10th Option

.......

Figure 4-4: Color Function Key Assignments
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Starting a Drawing

Figure 4-4 also shows a simple graphic: a star inside a circle inside a square. In
the next few pages we’ll explore how to use MECCA 1II to create this picture, as
well as many others.

Begin by moving the cursor over to the Primary Menu Area. Notice how the
display of each of its lines shifts from black letters on blue to white letters on a
black bar, each time the cursor passes over a line. Choose your first option by
placing the cursor over {Edit Files} and pressing gently down (or you could press
[F2] instead). You’ll see a new menu appear, called the "Edit Files Menu". Choose
{EditIllustration} by once again pressing the stylus down while the cursor is over
the desired option (again, you could press [F2] instead).

The blue area will clear and a prompt saying, "Select File Name from
Monochrome Screen Display” will appear. All of a sudden your monochrome
monitor will clear and your files will appear as they did with the monochrome
menus discussed in Chapter 3. A list of Function Key assignments will be at the
bottom of the screen, as usual. Figure 4-5 shows a closeup of this "LoadFcn Menu".

F1
Fé

Load F2

_ Filter_2 F3 = Filter_3 Fa
DirfFwd F7

F8 F9

Filter_4 F5 = DirBack
F10 = Quit

nu
nou
o
o

Figure 4-5: The LoadFcn Menu

[F5] and [F6] should look familiar, since they’re the same old "DirBack"” and
"DirFwd" functions discussed in Chapter 3. They can be useful if the graphic or
composed batch file you need to load is in some other directory than the one you
started the color side from.

[F2], [F3], and [F4] will not be used by most of you. They will allow you to
load graphics taken from other systems, by filtering through Custom Translation
Utilities. If you haven’t gotten any CTU’s from Amgraf, then these choices won’t
do anything.

[F10] will Quit the Loading Mode, leaving the Window Area of the color screen
filled with whatever graphic (if any) was there when you first went to the Edit
Files Menu (and taking you to the menu discussed next).

The most important Function Key on the LoadFcn Menu is [F1]. You can
move the cursor bar to a graphic (or composed batch file if that’s what you asked
for), and press [F1] to load it. As soon as a graphic file has finished being loaded
(anywhere from ten seconds to a minute or two), the monochrome monitor will
clear, and the blue area on the color monitor will be filled up with the most
important menu for creating and modifying graphics: the "Edit Illustration Menu",
which we’re going to call the "E.ILM." for most of this chapter. Figure 4-6 shows
the sequence of option choices which will lead you from the Main Menu to the
E.ILM.
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\

ver. 1.20 MARIN MENU
Edit Files

Output Files
Save Files

Edi t Batch Document
dit Illustrations .

Edi t Standard Forms
—_) Combine Iillustration \

Select File Name
from Monochrome

Line Screen Display

Rectangle

ArcsCircle

Move

Copy

Group Select

Delete

Modify Geometry

Text Functions

Fi =load F2=Fier2 F3=Filer3 F4= Fier4 F5 = DirBack
Y, E=m¢w¢ F7 = F8 - F9 - F10 = Ouit

Figure 4-6: Getting to the Edit Illustration Menu

All this is the normal way that you would load a file for editing. But for this
first exercise, just go to the LoadFen Menu (wait for it to actually appear), press
[F10] to Quit without loading a graphic, and wait a few seconds. You'll get the
E.IM. and the Window Area will remain empty (this technique, of just Quitting
out of the LoadFcn Menu, is also useful when you want to resume editing a graphic
that you have just saved for security reasons).

Drawing Lines

Choose the {Line} option on the E.LM. and you’ll immediately see the Line
Menu show up in the blue area. In the red area you'll see a status report on the
"Current Setup” for line weight, style, layer and mode (these are all the default
values at this point). In the Prompt Area, the words "pick vector start" will appear.
Move the stylus over to a part of the pad corresponding to the Window Area and
press it down. The Prompt Area now says "pick vector end". Now move the stylus
away a few inches and you’ll notice a funny white line following the cursor on
screen. This white line will shorten or lengthen depending on how far away from
your original starting point the cursor is. As soon as you press the stylus down,
the line changes to a color and freezes on screen. The color will probably be green,
indicating a 1-point line weight (the default value). Practice moving the cursor
around, and make lots of lines (but avoid the lower right corner for now). See
Figure 4-7.
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s ' —

Set Line Weight

Set Line Style

Set Line Layer
‘_,___,_.——-—-""‘ Eight Directions
All Directions
Trim line
Modify One End
\\ Move Uertex
Break Line
Free-hand Sketch
\\\\\\\\ Prev Pnt
Align
Intersec
Cir Cen
\R

Mid Line
Midpoint
DirsDist
Hold

pick vector start

ﬁ\\“\\Q\ Current Setup:
' Ueight = 10
Style = SOLID

Layer =1
&l Directions

Figure 4-7: Drawing Lines

Choose the {Set Line Weight} option now. You'll see a listing of available point
sizes of lines, with associated colors. It should look like this:

5 (0.5 pt) Cyan

10 (1.0 pt) Green
15 (1.5 pt) Blue

20 (2.0 pt) Magenta
25 (2.5 pt) Red

30 (3.0 pt) Orange
0 (Invisible) Cyan

The numbers used in the listing are in tenths of a point: 10 = 1pt, 15 = 1.5pts,
etc. (All the size references in MECCA III are done in these units, called
"decipoints".) Choose a new line weight and you’ll be returned to the Line Menu.
Try drawing some more lines. Then go back and {Set Line Weight} to something
different, and draw again.

If you like, you can choose the {Set Line Style} option and look at the variety
of line styles you have available:

Solid

Solid Rounded Ends
Dotted

Dashed

Solid lines (with squared ends) are the default setting. Rounded ends work best
with thick lines. Dotted or dashed lines have a variety of uses, especially as
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Creating Simple Graphics Drawing Lines/Deleting & Restoring

construction (temporary) lines. Try choosing a different line style and draw a few
more lines. (They won’t look different on the 13" RGB monitor.)

Choose the {Eight Directions} option and see what happens when you try to
draw lines (put them in the lower right corner of the Window Area). Yes, it’s true,
in this mode you can draw lines only at 45 and 90 degree angles (see the matching
corner of the Window Area in Figure 4-8). This mode can be very useful when
you want precisely horizontal or vertical lines, or 45 degree ones. In order to get
back your previous flexibility, choose the {All Directions} option.
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Figure 4-8: Using the {Eight Directions} Mode

Deleting and Restoring

After a while, your screen is going to get filled up with lots of different colored
random lines, so you’ll want to get rid of them. Move your cursor down to the
green area and choose the {Quit}option. You’ll immediately be out of {Line} mode
and back at the previous menu: the Edit Illustration Menu (E.LLM.). This is what
{Quit}ing usually does -- it stops whatever you are doing at that instant, and either
immediately sends you back to a previous menu or lets you go back with one
more choice of {Quit}. By choosing {Quit} repeatedly, you can march back to the
original Main Menu, then go forward again in a different direction.

Now that you are back at the E.LM., choose {Delete}. You’ll be prompted to
pick an item to delete, so press the stylus down when the cursor appears to be
over a line you’d like to get rid of. It should vanish instantly. Go ahead and
{Delete} several more. Figure 4-9 will give you some idea of what it might look
like.
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Creating Simple Graphics Deleting & Restoring/Selecting (Grouping)
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Figure 4-9: Using {Delete} Mode

You may have noticed that when you first chose the {Delete} option, a single
option then appeared in the blue area, saying {Restore}. Try choosing {Restore}
now, while looking at an area where you erased the last line. The line you had
just {Delete}d will reappear. This safety feature is handy for correcting mistakes,
as is the {Backup} feature in the Universal Options Area (the green), which works
with other modes. But both {Restore} and {Backup} will reverse only the most
recent action on your part.

Selecting and Unselecting Items for a Group

If you created a lot of lines on the screen, it could take a while for you to {Delete}
them all. So try choosing the {Group Select} option now. You’ll see a listing, the
Group Menu, of eight ways to Select or Unselect items. Choose {Select Pick} for
now, then use your stylus to pick several different lines. Each of them will go
white as you touch them, regardless of their original color. Now {Quit}{Quit} out
of the {Group Select} mode (people often want to use several different types of
Selecting and Unselecting, which is why it takes two {Quit}s here). You’ll be back
at the E.LM., so choose {Delete} again, and pick just one of the white lines.

They all vanished! This is because by {Select Pick}ing them, you defined them
to MECCA III as all being members of a Group you were interested in. Anything
you do to one member of a Group, you do to all its members ("All for one, and
one for all!"). To see further examples of this, {Quit} out of {Delete} mode, choose
{GroupSelect} again, then {Select Inside}.
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Creating Simple Graphics Selecting & Unselecting (Grouping)
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Figure 4-10: The Elastic {Group}ing Box

Move your cursor back over the Window Area and press it down somewhere
near some short lines you drew. Move it away slowly in a random direction and
you’ll see a white box appear, with one corner where you started and the other
where your cursor is. Expand this box enough to enclose several lines completely,
and press the stylus down. See Figure 4-10 for an example of what the box can
look like (though the white lines are printed as black ones). All the lines that were
inside the grouping-box will turn white to indicate that they have been Selected.
To prove this, {Quit}, {Quit}, {Delete},and pick any of the now white lines, and
watch them vanish.

To see a slightly different method for {Group Select}ing, {Quit}out of the {Delete}
mode again, then choose {Group Select} {Select Intersect}. Once more you’ll be
able to draw a grouping-box, but this time make sure that some of your random
lines are partly in and partly out of the white box area. When you finish the box
by pressing the stylus, you’ll see that every line that was intersected by the box
(or even touching it) has now been Selected. You could {Delete} them again, but
that’s getting boring. So instead, let’s {Quit}onceto halt the {Select Intersect} mode,
but keep the Group Menu, so we can choose {Unselect Pick}. Pick a few of the
white lines, and they’ll go back to their original color. In fact, the Unselect modes
are all the exact opposites of their Select versions, and they can be handy if you’ve
accidently Selected something you didn’t really want included in your Group.

But for now, let’s get rid of all your previous lines as quickly as possible. {Quit}
out of {Unselect Pick} mode and choose {Select All} -- and everything in the
Window Area will turn white. {Quit},{Quit},{Delete},and pick any white line. The
entire Window Area will be empty within seconds! {Quit}out of {Delete} mode
and we’re ready to go onward.

MECCA III, 05/10/86 4/10 Getting Started



Creating Simple Graphics Rectangles & Squares

Making Rectangles and Squares

When you choose the {Rectangle}option, you’ll find that you get a submenu
(not-too-surprisingly called the Rectangle Menu) very similar to the Line Menu.
You can {Set Line Weight} here if you like, then move the stylus over to the
Window Area. Press it down somewhere, then move it around. A white rectangle
will appear, in exactly the same way that the grouping-box did, only this one will
turn an appropriate color when you press the stylus down (instead of white). Go
ahead and make several rectangles like those in Figure 4-11.
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Figure 4-11: Using {Rectangle} Mode

With practice you can make some that look like pretty good squares, but if you
want to be precise, there is another way. Press the stylus down in the middle of
a clear area. Then, instead of moving it across the pad, put it back in its holder,
and type 350 and press the [rightarrow]key. You’ll see a white line representing
35pts of length appear to the right of your original spot. Now type 350 and press
the [downarrow]key. The white line will turn into the top of a white square. Now
just press [Enter] and the square will be accepted by MECCA III (and change to
whatever the last color/line weight selection was). By using numbers and the
[arrow] keys, you can produce very precise rectangles and squares. Play with these
techniques for a while, then {Delete} most of them and {Quit}back to the E.IM.
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Creating Simple Graphics Circles

Making Circles

Circles are just as simple, and are done in much the same way. Choose the
{Arc/Circle} option to get to the Arc/Circle Menu. {Set Line Weight} if you like,
then press the stylus down wherever you’d like the center of a circle to be, and
slowly move the cursor. You’ll see a white circle appear, which will expand and
contract as you move the cursor further from or closer to the chosen center. When
you like the size of the circle, just press the stylus down, and a colored version
(in the last selected line weight) will remain. You can then make several more
circles in the same fashion, as shown in Figure 4-12.
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Figure 4-12: Making Circles with {Arc/Circle} Mode

As with the {Rectangle} mode, you can get precise with circles as well. Pick a
spot to be the center, set the stylus aside (not on the surface of the pad!), type 150
and press any [arrow]key. This defines the radius of the circle you want, it will
show up on screen, and all you have to do is press [Enter]to make it permanent.
Go ahead and make a few more in different sizes and line weights, then {Delete}
most of them and {Quit}back to the E.LM.
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Creating Simple Graphics Moving Items

Moving Items

Obviously, not everyone is going to be able to position illustrations on screen
by eye, so MECCA III enables you to pick up items and {Move} them around
anywhere you like. Try it now. Choose {Move} to get to the Move Menu, then
{Move Anywhere}. Pick a corner of one of your rectangles by pressing the stylus
down on it (you'll see a set of crosshairs appear), move the cursor away a short
distance, and press it down again. The rectangle you picked now has that same
corner in the new position. Pick something else, say one of the circles, and do it
again. Notice that every time you {Move} something with the {Move Anywhere}
option, the picking spot on the original matches the destination spot picked. See
Figure 4-13.
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Figure 4-13: Using the {Move Anywhere} Mode

Now {Quit} out of the {Move Anywhere} mode and choose {Move Y Position}
instead. Pick an item, then move the cursor directly above or below it, and pick
a destination spot. The item will move straight up or down, with the picking spot
on it matching the exact vertical position of the destination spot. Think about
that a moment, then do it again, this time choosing a destination spot at a wide
angle above or below the item’s current position. Again the item will move straight
up or down, to match the Y-coordinate (the precise vertical position) of the
destination spot (see Figure 4-14). {Quit} out of {Move Y Position} mode, and try
{Move X Position}. You’ll quickly see that it works exactly the same way, only in
the horizontal. Try moving things around on screen for a while, then eventually
{Quit} back to the Move Menu.
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Figure 4-14: Using {Move Y Position} Mode
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Figure 4-15: Using {Move to Plumb} Mode
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Creating Simple Graphics Moving/Copying Items

When you want to be very precise, you’ll want to move items to a Plumb Line
or a Level Line, so let’s see how to do that. Choose the {Move to Plumb} option
first. You’ll see a prompt asking you to indicate the Plumb Position, so pick a
spot somewhere near the middle of the screen. A vertical white line will appear.
Now pick a few items and watch them move horizontally to place their pick spots
on top of the Plumb Line. You have something you’d like centered? Just choose
the {CirCen} function in the Position Functions (orange) Area, before picking the
edge of a circle; or the {Mid Line} function before choosing a horizontal line in a
rectangle or square (or any other noncircle really). See Figure 4-15 for examples
of items being Moved to a Plumb line.

{Quit} out of {Move to Plumb} mode and try {Move to Level} instead. You’ll
see it works in exactly the same way, only on the vertical axis. When you’ve
{Move}d things around as much as you like, {Quit},{Quit} back to the E.IM.

Copying Items

Choose the {Copy} option now, to go to the Copy Menu. It looks suspiciously
familiar! Yes, it’s just variations on the same commands you were just using. Try
{CopyAnywhere} first. Pick a spot on an item, then pick a destination spot. Just
as with the {Move} option, you’ll suddenly see the item in the new position. But
the original is still right where it was (see Figure 4-16).
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Figure 4-16: Using {Copy Anywhere} Mode
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Creating Simple Graphics Copying Items/Windowing & Zooming

If you like, you can choose the {Step and Repeat} option which will have
appeared in the blue area, and another copy will appear exactly the same distance
from the first copy as it was from the original. And another and another, each
time you use the {Step and Repeat} option. See Figure 4-17.
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Figure 4-17: Using {Step and Repeat}

The other {Copy} options act exactly like their {Move} counterparts, and a little
experimenting will teach you more than we can here. When you’re finished, go
back to the E.LM. with the {Quit} option.

Windowing and Zooming

There’s one last bit of technique to mention before we go about creating the
graphic shown back in Figure 4-4. Many times you will want to see very tiny
details of an illustration, and with MECCA III there’s practically no limit to how
much detail you can see. Choose the {Window} option from the green area, and
you’ll see a Window Menu appear in the green. Then choose {Zoom}. You’ll be
prompted for a starting spot, so look around at your current collection of items
on screen, and find an area where several items closely overlap. Pick a spot off
to the side of this and move the cursor slowly. Yes, it’s another of those
"rubberband boxes", but watch what happens this time when you press the stylus
down: the Window Area is suddenly filled with an expanded version of the area
you marked out with the box -- just as if you were using a zoom lens on a camera.
See Figures 4-18 & 4-19 for before and after pictures of this.
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Creating Simple Graphics Windowing & Zooming
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Creating Simple Graphics Windowing & Zooming

Press the stylus down in the corner of the Window Area and watch the image
jump. You may not have noticed, but the Prompt Area had a message for you,
telling you to pick a new center (for the Window Area) or another of the
{Window}ing options. You can keep pressing the stylus down, and thus keep
moving the view, a process known as "panning" (again from movie cameras). Or
you can choose one of the other options from the Window Menu, to expand or
contract the image on screen. You can even {Zoom} up again and again, making
more and more of the details clear. So even if you had picked an area where the
lines were so close together that they originally appeared to be overlapping 100%,
{Zoom}ing will show you them distinctly enough that you can pick one or the
other fora {Delete}, {Copy} or {Move}. That’s the whole point of the {Zoom} option!

When you’ve done a lot of {Window}ing, and you want everything back to its
original size, just choose the {Fit} option on the Window Menu. This will take
everything in the current picture and fit it into the regular Window Area boundries
(see Figure 4-20). Then just {Quit} again to get out of {Window} mode and you
can continue with whatever you were doing (but you can also continue most of
the other functions and options while {Windowing} -- you just can’t go back to
any earlier menu without exiting the Window Menu first).
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Figured-20: After {(Window}{Fit}{Quit}

By the way, it’s a good idea to get in the habit of doing a {Window }{Fit}{Quit}
every few minutes while you’re working, as well as just before saving your graphic.
It can be especially important if you’ve been doing a lot of Grouping and decide
to {Delete} something. If you’re ever nervous that you might have forgotten to
{Unselect} something important from before, you can use the { Window } {Fit}{Quit}
procedure while you still have the {Delete}{Restore} option visible.
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Creating Simple Graphics Making the Simple Graphic

Now About that Simple Graphic...

Youcould {Group Select}, {Select All}, {Quit}, {Quit}, {Delete}, but it’s probably
easier to {Quit},{Quit},{Quit} all the way back to the Main Menu and choose {Edit
File},{EditIllustration} again. Once more you’ll be prompted to select a file name,
and this time move the cursor bar to sizel.g (which your System Manager should
have copied over to your graphics directory from its original spot in
/usr/amgraf/graphics). Press [F1] on the LoadFcn Menu and the screen will clear.
A tall rectangle will appear (see Figure 4-21) with the same general proportions
as a sheet of typing paper (that’s because it’s a standard framing size of 6.5"x9",
which fits nicely on 8.5"x11"). This will be our work area. (If you hadn’t specified
a filename to call up, but had pressed [F1] alone, you’d get the E.ILM. all right,
but all your previous junk would still be in the picture, and you would have to
erase it all before beginning.)
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Figure 4-21: Starting Out with "sizel.g"

First choose {Rectangle} and pick a spot near the middle of the Window Area.
Type 3000 [rightarrow] 3000 [down arrow][Enter] to make your square. {Window},
{Zoom} up on the square, then {Quit} out of {Window}ing and {Quit} out of
{Rectangle} mode. Choose {Line}, pick one corner of the square, then pick the
opposite corner. {Quit} out of {Line} mode. Your results should look like Figure
4-22.
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Creating Simple Graphics Making the Simple Graphic
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Creating Simple Graphics Making the Simple Graphic

Choose {Arc/Circle}and when you’re prompted to "Pick circle center”, choose
the {Mid Line} function (in the orange area). Pick the line you just drew between
the opposite corners. When prompted for the tangent point, choose {Mid Line}
again, and pick one of the sides of the square. The circle you want will appear on
screen. Now {Quit}out of {Arc/Circle} mode, choose {Delete}and pick the diagonal
line (which is called a "construction line" -- one meant to be removed after it has
served its purpose). Now your picture should look like Figure 4-23.

{Quit} out of {Delete} mode and choose {Line}.Now you can draw your star,
beginning at any edge of the circle you like (we used the {Midline} option and
picked the top line of the square).

When you’re done, {Quit}out of {Line} mode and do a {Window},{Fit},{Quit}.
Choose {Group Select}, {Select Pick}. Pick all six parts of the "sizel.g" frame, {Quit},
{Quit} back to the E.ILM., and {Delete} the frame with one pick. {Quit}out of
{Delete} mode and do another {Windows}, {Fit}, {Quit}. You should now have a
picture that looks like both Figure 4-4 and Figure 4-24.
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Figure 4-24: Final Results
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Creating Simple Graphics Saving/Printing Graphics

Saving Your Graphic

This part is easy. Just keep choosing {Quit},{Quit}{Quit}, etc., as many times
as necessary to get you back to the Main Menu. Do a {Window}{Fit}{Quit}. Then
choose the {Save Files} option. This will take you to the Save Menu, where you’ll
have these options: {Save Under Old Name}, {Save Selected Group}, and {Save
Under New Name}. When you choose the first one, your graphic will be
automatically saved under whatever file name it had when you first started your
{Edit Ilustration} session. So if you combined several graphic files (see the end of
next chapter) together, this Save would be under the old name of the very first
file that the others were merged into.

{Save Selected Group} lets you save a part of your drawing as a separate graphics
file. Just make sure you have every single bit you want {Select}ed before using this
option. Obviously, {Save Under New Name} lets you assign a new name to your
entire graphic. When you choose either of these options, you’ll be shifted over to
the monochrome monitor, where you’ll be asked for a name to save the graphic
under, using the same format as was used for the Copy and Move procedures
described in Chapter 3.

So type one in (let’s use {Save Under New Name} and mystar.g as the filename),
and press [Enter]. In anywhere from a couple of seconds to a minute or so, your
file will be saved and the Main Menu will reappear.

You may have noticed that all the filenames we’ve been using have only
lowercase letters and end in ".g" (like "mystar.g"). Xenix prefers filenames to be
all lowercase letters, so if you use capital (uppercase) letters you are likely to
confuse the computer. The ".g" is the standard "file extension" used by MECCA
IO for graphics files. You could use a different extension, but try to avoid using

one that’s already in use by other parts of the MECCA III software.

Printing Your Graphic

This is almost as easy. Get back to the Main Menu and choose the {Output
Files} option. You’ll be presented with a choice of output devices, so simply choose
the one you have (making sure it’s connected properly as well as running), such
as {Apple LaserWriter}. In a minute or two, the file you have live at the time (in
the Window Area) will be printed out and the Main Menu will reappear.
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Creating Simple Graphics Murphy

Security Procedures: Homage to Murphy

If anything can go wrong, it will. Murphy’s Law warns us that mistakes happen,
design opinions change, and buildings lose power unexpectedly. Because of this,
we highly recommend that you pause every 5 or 10 minutes, {Quit} back to the Main
Menu, {Save Files} (perhaps under a name like "temp.g"), possibly print out a
proof, and then return to your work. If you suddenly realize that you’ve {Delete}d
something you shouldn’t have several steps back, you can always {Quit} back to
the Main Menu and call up the most recently saved version of your graphic.

Start this habit right now with the exercises in the next chapter, and we promise
you won’t regret it. Stop and save after every stage of your drawing, and that way
you won’t have to go back to the beginning and start over when you make your
(inevitable) mistakes.

If, later in your work with MECCA III, you find that you are dealing with
material that is likely to change often, or for which you’ll need several versions,
you can save your work under several different filenames. You can then tailor
each one individually, without having to do the early work over.
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Chapter 5: Creating More Complex Graphics

What We’re Going to Draw

If you’ll look at Figure 5-1, you’ll see an organizational chart of the sort common
to many institutions. The following discussion will take you step-by-step through
the creation process. We start up back at the Main Menu with {Edit} and {Edit
Illustration}. When the LoadFen Menu appears, move the cursor bar to size3.g
(if you don’t have it in your graphics directory, ask your System Manager to copy
it over from /usr/amgraf/graphics). It will be the frame around our picture. Press
[F1], and when the graphic is finished being loaded (pretty fast for this one), the
E.ILM. will appear.
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Figure 5-1: Organizational Chart

Making the First Shadowed Box

Choose {Rectangle}, then select a {Line Weight} of {10} (=1pt). Now pick a spot
to start, about two inches in from the middle of the left side of the frame. Instead
of moving the cursor (and thus the opposite corner of the rectangle) freehand, put
the stylus down and type in the desired width in decipoints (tenths of a point),
700, and press the [rightarrow] key. Then enter the height in decipoints, 500, and
press the [down arrow]. This will produce firstly a white line, and then a white
rectangle on the screen (see Figure 5-2), which will be approximately equal to 1"
x 3/4" when printed (since 723pts=1"). To accept this as the correct rectangle,
press [Enter]. Then choose {Window}{Zoom} around the rectangle, not too tightly,
and {Quit} out of {Window} mode. This will serve to put the rectangle in the center
of the screen.
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Creating More Complex Graphics First Shadowed Box
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Figure 5-2: Making a Measured Rectangle

We’re going to put a shadow around the left and bottom sides of the rectangle,
but it will have to be outlined first. The way to get the effect we want will be to
use the {Copy} option. First choose {Copy},{CopyAnywhere} and when prompted
to "pick item to copy", move the cursor to touch the rectangle. Press the stylus
down (for this exercise, anywhere) on the rectangle, and a set of crosshairs will
appear. The next prompt will say "indicate copy position”, but instead of using
the cursor, type the number 60 and press the [left arrow] key. Then immediately
type 60 again and press the [downarrow] key and [Enter]. A duplicate rectangle
will now overlap the original one, 6 points down and to the left. See Figure 5-3.

You’ll need to get rid of the parts of the new one that are inside the old. So
{Quit}{Quit} out of the {Copy}ing mode. Choose {Line},{TrimLine}, then use the
cursor to pick the left side of the original rectangle when prompted to "indicate
trim position”. Then pick the right third of the top line of the copied rectangle
when asked "indicate item to trim". The picked line will vanish to the edge of the
original rectangle. Figure 5-4 shows this stage.

(When {Trim}ming a line, make sure that you pick it near the end furthest from
the trim line. If you pick it between its midpoint and the trim line, the part of
the line that’s on the opposite side of the trim line will be what disappears).

Now choose {TrimLine} again, and pick the bottom of the first rectangle as the
trim point and the right side of the second rectangle (near its top) as the item to
trim, and most of it will vanish as well. Now {Quit},{Quit} back out of {Line}
mode. You should have results that look like Figure 5-5.
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Figure 5-5: The Finished Shadow Area

Having achieved an outline for the shadow we want, it’s now time to do shading
(or "sectioning"”, as it’s known to engineers): First choose {Modify Geometry},
{Combine/Separate}, and pick the original rectangle as the object to separate into
its components (four lines). Then {Group Select}, {Select Pick} and use the cursor
to pick the left and bottom sides of the original rectangle and the remainding part
of the copy.

{Quit},{Quit} back to where you can choose {Modify Geometry} then {Shading
(Sectioning)}. That takes you to a menu where you can choose {Set Line Weight}
and type 15 [Enter] (=1.5pts). Next {Set Line Spacing} to 13 [Enter] (at least two
decipoints of difference so there will be an overlap). Decide on an angle, such as
45 degrees, then choose {Set Section Angle} and type 45 [Enter]. Finally {Do
Sectioning/Shading} and watch the shadow area fill in with parallel lines. The
results will be solid black when printed, even though on screen we can see space
between lines. See Figure 5-6.

Now {Quit}{Quit} back to the E.LLM., then {GroupSelect}, {Unselect All},{Quit},
{Quit}. This will make sure that you're not leaving parts of your picture Selected
(and thus vulnerable to any later commands that affect other Selected parts). Now
you can do a {Window},{Fit},{Quit} and you’ll see that the first box, complete
with shadow, is done. See Figure 5-7.
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Figure 5-7: The First Shadowed Box
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Making the First Shadowed Circle

We next need to do something similar with a circle. Starting from the EIM,,
choose {Arc/Circle} to get to its submenu. Here you can {Set Line Weight}, {10}.
You’ll be prompted for the location of the circle’s center, so pick one (more or
less under the left side of the box, but down at least a visual inch on screen) with
the stylus. Instead of determining the radius freehand, set the stylus down, and
type 240 and any [arrow] key (see Figure 5-8). This will draw a white circle, with
a radius of 24pts. Press [Enter] to accept the circle as is. (This is actually using
the {Center/Radius} option on the Arc/Circle menu, which happens to be the
default.) {Quit} back to the E.IM.

Now you can use {Window},{Zoom} around the circle, and {Quit}to put the
circle nice and large in the center of the screen.

Choose {Copy}, {Copy X Direction}, pick the circle, and type 60[left arrow]
[Enter]. This will copy the circle to the left 6 points, producing two identical
overlapping circles (see Figure 5-9). {Quit} out of the {Copy} mode. Choose the
{Arc/Circle},{Modify Arc} options. "Arc modification” means that you can decide
on new starting and ending points for a circle, and thus erase the parts not included.
This process always goes counterclockwise, so first, pick the recently copied circle
to indicate that it’s the one you want to modify; second, pick the new position
for the circle to start at the top overlap point of the two circles; and thirdly, pick
the new end ending spot at the bottom overlap point. The rest of circle (the right
half of the left circle) will vanish (Figure 5-10). The {Delete} option wouldn’t work
here, because it would take away the entire circle. {Quit} back to the E.ILM.
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Figure 5-8: Drawing a 24-point Radius Circle
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Now it’s time to set up boundaries for the {Shading (Sectioning)} process. This
is done in a very similar way to what we just did with the box. First choose
{Arc/Circle}, {Modify Arc}, and this time choose the original circle as the one to
modify. Pick the top overlap point as the new start for the arc, and the bottom
overlap as the new end. This will give you a crescent shape. Now { GroupSelect},
then {Select Pick} the two parts of this crescent.

Then follow this sequence: {Quit}{Quit} out of the {Group Select} mode. Choose
{Modify Geometry},{Shading (Sectioning)}. Set the same variables you did before:
{Set Line Weight} 15 [Enter], {Set Line Spacing} 13 [Enter], and {Set Line Angle}
45 [Enter]. Finally, you can {Do Shading/Sectioning} (see Figure 5-11). {Group
Select}, {Unselect All}, {Quit}.

When that’s done, it’s time to put the circle back. {Arc/Circle}, {Modify Arc},
pick the right side of the crescent as the arc to be changed, then press the stylus
down wice in the same spot (say, the top overlap point) to redraw the complete
circle. Now do a {Window},{Fit},{Quit} to see how it looks (it should resemble
Figure 5-12), and {Quit} back to the Edit Illustration Menu.

Inserting Text

One way to make sure that a series of captions that are supposed to match do
so, is to make one caption, copy it as many times as needed, and then use the
{Edit Text} option to change copies. This is an example of a general principle: if
you are going to be doing a lot of replication, do as much as possible in the original
item before making copies. We’ll talk about editing text inside graphics later, first
we have to make some original text to be multiplied.

So let’s try it. {Window}{Zoom} in on the box, then {Quit}. Choose the {Text
Functions} option, to get to the Text Functions Menu. Choose {Set Text Attributes},
{SetFont}, which will give you a menu listing available type fonts. Choose {Times
Roman} with the stylus, and you’ll be back at the Set Text Attributes Menu. Next,
{SetStyle} to {Normal}. Next {Set Point Size} to {10points}. The composition mode
we want (centered) is chosen through {Set Composition Mode}, {Center}. Now
{Quit} back to the Text Functions Menu.

Finally we can {Key & Compose Words}. Move the cursor to where you want
the text to be (center point since it’s to be centered), and press the stylus down to
leave crosshairs. Then type your text out (it will appear in the User Input Area):
XYZ [Enter]. You'll see the crosshairs move down on the screen, so you can type
Company [Enter]. On the next line, as shown in Figure 5-13, type Headquarters
[Enter]. Since we only need three lines of text for this stage of the exercise, {Quit}
out of the {Key & Compose Words} and {Text Functions} modes, and you’ll be
back at the E.ILM.
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Moving Text to a Plumb Line

Now most people aren’t very good at eyeballing text position at first, so MECCA
IIT gives us a way to precisely position the text (or anything else) both horizontally
and vertically. Use the {Move} option, then choose {MovetoPlumb}. You’ll notice
some functions appear in the orange area on screen. These are to let you say
exactly where you want your plumb line drawn. Choose the {Mid Line} function,
which will drop the plumb line from the exact center of any line you pick. So pick
the top line of the box, and you’ll see a white vertical line suddenly appear. Now
you can pick the center of each of the text strings ("XYZ", "Company", and
"Headquarters"), and they’ll be moved right or left as needed. When all three lines
have been {Moved to Plumb} (see Figure 5-14).

{Quit} back to the Move Menu. Should you decide it’s necessary, you can now
use {Move Y Direction} to adjust text vertically. After you move the first item in
each box, you can use the {Bring Others} option to move the second and third
items, simply by picking them. When you’re satisfied with the way things look,
{Window},{Fit},{ Quit},{Quit}.

Text for the circle will be done pretty much the same way. {Window}{Zoom}
on the circle, then {Quit}. Choose {Text Functions}, {Key & Compose Words}, pick
a spot inside the circle a bit above the center, then type Zone [Enter] A [Enter],
as in Figure 5-15. {Quit} back to the E.LM.
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Figure 5-15: Inserting Text into the Circle
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Then {Move to Plumb}, using the {CirCen} function. This works very similarly
to the {Mid Line} one, except that you can pick anywhere on the circumference
of the circle (Figure 5-16). This runs the plumb line through the center of the
picked circle, and you can then pick the type near the center of each text string
(near the middle of "Zone" and on the "A"). When the type is where you want it,
{Quit} back to the E.LM. and {Window},{Fit},{Quit}. Your current results should
look like Figure 5-17.

Copying and Rearranging the Graphic Elements

At this point, we have the basic components of the picture, including starter
text. Now we need to copy and arrange them. We’re going to make a pyramid
with one box on top, three boxes below it, six circles below them. Because there
are more circles than anything else, we’ll use them to determine spacing factors.

Let’s start this part of the exercise with {Group Select},{SelectInside}, and draw
our grouping-box around the master circle. Wait for all the parts of the master
circle to turn white, then {Quit} out of {Group Select} mode. Choose {Copy}{Copy
X Direction}. Pick the master circle as the item to copy, then pick a new spot to
the right side (by number and [arrow] key, or by hand). Remember that relative
positions on the original and its copy will match, so you’re safest to pick a spot
near the left side of the master circle and a second spot well to the right of the
master circle’s right side. As soon as you pick the second spot, we’ll have two
shadowed circles with text (Figure 5-18).
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Figure 5-18: The First Two Circles
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Figure 5-19: The Construction Line Between the Two Circles

We want the couplets about half an inch apart on screen, so if you did wind
up with an accidental overlap, then {Move}, {Move X Direction}, pick the copy of
the master circle, which is now white -- indicating that it’s Selected as a Group,
and pick a new spot a little further over. When everything is as it should be, {Quit},
{Quit} to the E.ILM.)

Choose {Group Select}, {Select Inside}, and wrap the grouping-box around the
currently unselected (actually the original) master circle. Since groups are additive,
both circles are now part of the same group. {Quit}.

Because we’re going to want to do precise positioning of these circles later, we
need to add a construction line (later to be deleted). Here’s how: {Window}Zoom}
up on the two master circles, {Quit}. Choose {Line}, {Set Line Weight}, {0}, then
{Set Line Style}, {Dotted}. In general, it’s a good idea to use dotted (if you’ve got
the 16" color monitor), nonprintable lines as construction lines, since they will
stand out on screen and if you forget to delete them later, they won’t embarrass
you by printing out as part of your graphic.

When you’re prompted to "pick vector start”, choose {Cir Cen} before picking
one of the complete circles, then (at the "pick vector end" prompt) choose {Cir
Cen} again before picking the other complete circle (avoid picking the arc on the
shadowed side). A dotted cyan (light blue) horizontal line will appear, linking the
centers of the two master circles. {Quit}, {Group Select}, {Select Pick} that line, to
add it to the group, and {Quit}. The total group Selected now consists of two master
circles connected by a construction line, as shown in Figure 5-19. We’ll call this
a "couplet”.
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Do a {Window},{Fit},{Quit} to make sure you can see what you’re going to do
next. Choose {Copy},{CopyXDirection} again, and pick the couplet’s original and
destination positions, making sure that the left side of the copy will not overlap
the right side of the original. Then, instead of {Quit}ing back to the Copy Menu,
choose the {Step and Repeat} option once. This will repeat the last copy made, to
produce a total of three equidistant sets of two circles each.

Now you can {Quit} back to the E.LM. and {Group Select}, {Select Inside} the
currently unselected circles by putting them inside the grouping-box. {Quit} out of
{Group Select} mode; then {Move}, {Move to Plumb}, picking the {MidLine} of the
topborder ("size3.g") box as the plumb position and the {Mid Line} of the middle
construction line as the thing to be moved. This will center all three couplets of
circles (see Figure 5-20). Now, before anything awful happens, {Group Select},
{Unselect All}, {Quit}.

{Window}Zoom} up on the left side of your graphic, so you can see the leftmost
box and couplet. Then {Group Select}, {Select Inside} the entire shadowed box.
{Quit} out of {Group Select} mode. Next, {Move}, {Move to Plumb}, {Mid Line},
and pick the leftmost couplet’s construction line. Then choose {Mid Line} and
pick the box’s top. This will center the box over the couplet, as shown in Figure
5-21. If necessary, use {Move}, {Move Y Direction} to raise or lower the box to a
proper height above the couplet. {Quit}{Quit}, out of {Move} mode.
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Figure 5-20: The Three Couplets Centered
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Figure 5-21: Centering the Box over the Left Couplet

Do a {Window},{Quit},{Fit}. Use {Copy},{Copy to Plumb}, {Mid Line}, and pick
the center couplet’s construction line, as the plumb position. Follow this with
{Mid Line}, and pick the top of the box. Since all the distances are going to be the
same, you can use {Step and Repeat} to make the third box (Figure 5-22).

Here’s how to make the top box: {Quit} back to the Copy Menu. {Copy}{Copy
Anywhere}, the already Selected box to a point above the center box. {Quit} out
of {Copy} mode, then {Move}, {Move to Plumb} the new box: the {Mid Line} of the
box below being the plumb position, and the {Mid Line} of the new box being
whatgets {Move}d. {Quit}{Quit} back to the E.ILM., then {Group Select},{Unselect
All},{Quit}. See how closely your work resembles Figure 5-23.

You may now need to adjust the position of your drawing vertically within the
frame. The easiest way is to {Group Select}, {Select Pick} the four sides of the
frame, then {Move}, {Move Y Position} it up or down as needed. The reason this
is easiest, is because the less you move or copy, the faster it works. (and the less
chance for you to make a mistake).

This is where you get into graphic design judgements. You may decide that the
couplets of circles and the boxes should be closer together or farther apart
horizontally or vertically. Just make sure to {Group Select} all the items you want
to move at once, and use the number and [arrow] technique to make matching
{Move X Position}s and {Move Y Position}s. Rememberto{GroupSelect},{Unselect
All} after each time!
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Figure 5-23: After the Top Box Has Been Added
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Adding the Connecting Lines

Now {Window}{Zoom}, up on the left side and middle of your drawing (get all
four circles). It’s time to draw the connecting lines. Choose {Line}, {Set Line
Weight} {10}, {Set Line Style}, {Solid}, to get back to regular lines (away from the
construction type). Choose {Mid Line}, pick the top box’s bottom line (make sure
you don’t pick one of the section lines by mistake). Choose {Mid Line} again, pick
the top of the the box underneath the top box. Then choose {Mid Line}, pick the
bottom of the left box, {CirCen}, pick the left master circle (not the shadow arc)
below; {Mid Line}, pick the bottom of the same box, {CirCen}, and pick the other
master circle below (again avoiding the shadow arc). Then connect the middle
couplet to the middle box in the same way. See Figure 5-24 for what it should
look like at this point.
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Figure 5-24: Drawing the Connecting Lines on the Left

{Window}{Zoom} up on the left couplet, {Quit}. Choose {Trim Line}, pick the
edge of the circle as near as you can to the line coming from the box, pick the
line inside the circle to trim it away. {Quit}. Now do the same for the other circle
(Figure 5-25). Then choose {Window}, positi<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>