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Introduction 

Computer-aided design is simple and sophisticated with 
Valdraw, an easy-to-use electronic drafting and design tool for 
creating technical drawings. Valdraw makes electronic drafting 
so easy that you' ll be drawing your first picture within minutes 
of connecting your mouse and loading your Valdraw disks. 

A variety of tools and features contribute to Valdraw's ease-of
use. AT-square " squares" your horizontal and vertical lines; the 
Zoom feature lets you work on your design in closer detail; the 
drawing grid provides a structure within which to work; a letter
ing system lets you incorporate text into your drawing; the block 
feature lets you create reusable templates for future drawings; 
and the list continues. 

As a result of its capabilities, Valdraw's applications are virtually 
limitless. Architectural possibilities include floor plans and interior 
design . Educational and business users will find Valdraw par
ticularly well-suited for making presentation quality transparen
cies, especially in conjunction with the Epson Hl-80 four-color 
plotter. Electronic schematics, industrial drawings-as quickly as 
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you think of an application, Valdra\\' is there to accommodate 
\ "O U . 

And after you 've made your first Valdra\\' picture, try using 
Valpaint to add color and shading to your design . You may end 
up \\'ith a striking illustration! 

So take a few minutes to experiment (glancing casually at the 
manual now and then). In less time than you can imagine, you ' ll 
be turning out professional quality line drawings, and using 
Valdraw ior a host of applications. 

HOW TO USE THIS MANUAL 

The following pages are organized to give you as much or as 
little information as you need. Part I presents an overview of the 
Valdraw basics-it contains the minimum of information you'll 
need to start working and experimenting with Valdraw. 

Part II discusses Valdraw in greater detail, by describing in
dividually the \'arious tools Valdraw offers and the tasks it can 
perform. These are listed alphabetically, for greater ease in 
locating the information you need . Additionally, you'll find a 
discussion of the two main menus-the Line menu and the Tool 
menu-organized by their on-screen menu presentation, and a 
listing of keyboard keys and their functions . 

The Appendixes in Part III at the end of the manual describe 
the procedure for installing and running Valdraw, provide a list 
of compatible mice, plotters, and digitizers, and describe a tech
nique for photographing your screen drawings . 

FOR FURTHER ASSISTANCE 

This manual is intended to be your primary source of operating 
information about Valdraw. However, if you have questions that 
are not answered here, or need applications assistance, call Ris
ing Star's Customer Services hotline at 213-373-9127, Monday 
through Friday between 7 a .m. and 5 p .m. Pacific Coast Time, 
and we' ll do our best to help. 

In the meantime, start drawing! 

I 

.. 

Part I 

Valdraw 
Basics 

The first step into your Valdraw experience begins with a look 
at Appendix A, for a description of the Valdraw installation 
procedure. 

Once you've installed Valdraw according to these instructions 
and connected your mouse or other graphics input device to your 
computer, you'll see a blank screen containing a cursor positioned 
near the center. (See Figures 1 and 2.) 

THE MOUSE 

Your mouse has three buttons that are the primary Valdraw 
controls. (The buttons on compatible digitizers have the same 
functions, so throughout the rest of this manual, the controls will 
be referred to as " mouse buttons." ) 

3 



4 Drawing with Va/draw 

t? 

X•l8.827 Y: 12.595 L,Rf:TUAN, lleLoollF0<, R• hetp 

Figure 1. The cursor as it first appears. The size of this figure is deter
mined by the scale selected for your output device. 

Mouse Controls 
The LEFT mouse button corresponds directly with the 

[RETURN) key on your keyboard. Menu selection is made by 
pressing this button or the keyboard [RETURN] key. If no menu 
is shown and the graphics cursor is on the screen, pressing this 
button \•Vill start a line. (More on that in a moment.) 

Figure 2. The digitizer wand (left) and the mouse (right) 

DI 
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Tht• MIDDLE mouse button serves two purposes. When a menu 
is shown on the screen, the button functions as the [UNDO] 
keyboard key, allowing you to leave the menu and return to the 
drawing screen . When a menu is NOT in use, this button activates 
Valdraw's " gravity" or LOOK-FOR function . This allows you to 
move the cursor to the nearest line end point or nearest intersec
tion on the drawing grid . Look-for is an exceptionally handy 
feature when you're working on a complex drawing. 

The RIGHT mouse button lets you select one of the two main 
Valdraw menus, described in a moment. However, if a menu is 
already present on the screen, pressing this button will give you 
access to the Help menu. Help files describing every Valdraw 
menu item are provided on your Valdraw disk. 

THE MAIN MENUS 

Valdraw operates from the two main menus displayed 
whenever the RIGHT MENU mouse button is pressed. 

The Tool Menu 
If no line is being drawn at the time the RIGHT MENU mouse 

button is pressed, the " tool" menu will appear. This menu gives 
you access to all of the Valdraw tools used to create or modify 
images on the screen, such as the Zoom feature, Enter Text 
feature, and Delete ability. 

The Line Menu 
When you press the RIGHT MENU mouse button while a line 

is being drawn, the " line" menu appears. The selections on this 
menu are related to line drawing and cursor movement. For ex
ample, the T-square, used to make a line perpendicular or parallel 
with the bottom edge of a drawing, is found here. Manual 
keyboard entry of a line dimension or cursor position can also 
be performed from this menu. You can also cancel drawing the 
current line. 

THE CURSOR 

The cursor and its movement are controlled via your mouse. 
Each time you move the mouse, the cursor moves accordingly 
on the screen. 
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Drawing a Line 

To dra"" a line on the screen, first press the LEFT RETURN 
mouse button to start the line, then move the cursor. A " rubber 
band" line will stretch between the starting point and the cur
sor. Press the LEFT RETURN mouse button a second time when 
you 're ready to " set" the end point of the line and make it per
manent. If you tap the LEFT RETU RN mouse button quickly, the 
line ends at the end point and the .:irrow cursor returns. If you 
hold the button down for a moment, you can continue drawing 
from the last end point. 

Continue to draw a second line from the end of the first by mov
ing the cursor to a third location on the screen and again press 
the LEFT RETURN mouse button. Figure 3 illustrates how you 
can draw a triangle on the screen. 

Start a line by pressing the LEFT RETURN mouse button, then 
move the cursor to adjust the first line . Press the LEFT RETURN 
mouse button to permanently draw the line, then move the cur
sor to the desired end point. End the second line by pressing the 
LETT RETURN mouse button, then move the cursor to the desired 
end point. Press the MIDDLE LOOK-FOR mouse button to move 
the cursor to the beginning of the first line. Without moving the 
mouse, fix this line in position by pressing the LEFT RETURN 
mouse button. (fhe LOOK-FOR function is called " gravity, " and 

- - ,-~-l ~ 

co 0~ 

Figure 3. Drawing a line 

DI 
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it precisely positions the cursor at the nearest line end point, 
eliminating the possibility of intersections where lines " almost" 
come together.) 

To Stop Drawing 
When you've finished drawing your line, tap the LEFT 

RETURN mouse button or press the (RETURN] key. 

UNDOING MIST AKES 

Valdraw is probably unique in the electronic drafting field , by 
allowing you to " UNDO" your changes (and mistakes). If you 
inadvertently erase an important part of your drawing, you can 
either go to the Tool Menu and select the < U > ndo a Deletion 
option to bring it back or simply press the [UNDO] key. Valdraw 
keeps track of the last thousand or so deletions, so you can " back 
up" and recover your work. If you are in the process of drawing 
a line and you change your mind, you can delete it by pressing 
the RIGHT MENU mouse button and selecting the < S > top 
drawing the line option. 

STORING AND RETRIEVING DRAWINGS 

When you' re ready to save or print a drawing, simply press 
the [PRINT] or [STORE] key on your keyboard. These and most 
of the other Valdocs function keys work just as you would ex
pect. (For a complete listing of all the keyboard keys that have 
specific meanings for Valdraw, see the section entitled " The 
Keyboard" in Part II of this manual.) 

A FINAL WORD 

With this brief introduction, then, you' re ready to begin your 
acquaintance with Valdraw. Experiment with the tools you' ll find 
in the menus. If you need information about the use of a specific 
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tool, or how to perform a particular task, the following section 
of the manual will probably answer most of your questions . You 
can also get additional information when in any menu by press
ing the (HELP) key, or the RIGHT MENU mouse button. 

Above all, experiment and enjoy. You ' re moments away from 
your first professional Valdraw drawing. 

Part II 

Beyond 
Basics 

In addition to the ease-of-use that you 've no doubt already en
countered in your experimentation with Valdraw, you've prob
ably begun to realize that Valdraw gives you access to a wide 
variety of drafting tools and features. 

The first section of Part II is a dictionary organized on a " tool " 
or " task" basis. Each Valdraw function is described individual
ly, as are many common drafting tasks. Topics are arranged 
alphabetically, so that you can flip through to the information you 
need . Most of the tools found in the various menus are listed as 
they appear in the menus, although some are grouped together. 
For example, Circles and Arcs appear with other similar items 
under the heading " SHAPES." 

A listing of Valdraw menus and sub-menus follows the dic
tionary, so if you have a question about where to find a particular 
tool or task, simply check the menu listings provided here. 

Finally, at the end of Part II you'll find a section entitled " The 
Keyboard, " which not only tells you how particular keyboard 

9 
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keys function with Valdra,v, but also tells you how to operate 
Valdrcnv frnm the keyboard, w ithout a mouse or d igitizer . 

DICTIONARY OF TASKS AND TOOLS 

Blocks 
Valdraw's " block" fea ture represents an important 

aspect of Valdraw-that is, it allows you to approach 
and work on your drawing as a collection of screen 
blocks. This, in turn, lets you create and store your 
own series of templates to use in fu ture illustrations. 

Defining a Block: A block is that area on the screen 
that you wish to copy or move to another screen posi
tion, delete, save to a disk file, or modify. All block 
operations follow the same general procedures as 
shown in Figure 4. 

Place the cursor in a corner of the area you wish to 
treat as a block. Press the RIGHT MENU mouse but
ton and select the < B > lock option. Move the mouse 
so that the desired block area is enclosed inside the 
rectangle that forms as you move the mouse. Press the 
LETT RETURN mouse button to highlight and define 
the block. Move your mouse to relocate or change the 
block; press the LETT RETURN mouse button to com
plete the block operation . 

Note: If any part of the line or shape in the block 
you 've selected extends outside the block's boundary, 
Valdraw w ill not treat it as part of the block. 

Rotating a Block: The procedure you' ll use to rotate 
a block d iffers slightly from other block operations. 
First, define and select the block as outlined in the 
steps shown above. Then : 

1. From the menu that is presented, choose to 
copy or move the block to the new position, 
and press the LEFT RETURN mouse button. 

2. Place the cursor at the position around which 

1' 

I 

1• 
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0 [ 
Figure 4. Defining a block 

the block will bE 
RETURN butto1 

3. The block will re 
Press the LETT 
the rotated ima .g 
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and press the LEFT 

,u move the mouse. 
mouse button to fix 
screen . 
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The rnt,1tion foatun.-' \\'ill, for L''\ample, allow you to in
vert d st>..: til,n of your drawing. By rotating ·the block 
sever<1l times in succession, yuu could create c1 geumetric 
figure that w.1~ radially symmetrica l. Once yliu get thL' 
hang oi rntating blocks, you might even want to try 
drawing a gear by drawing a single tooth and then 
rotating the tooth around the circumference of the circle. 

Lines and shapes not originating and ending inside 
a block are not affected by block commands. 

Use standard Valdocs indexed filenames to store 
your blocks, and then press the [STORE] key. Blocks 
can be retrieved by using the [RETRIEVE] or [INDEX] 
keyboard key. 

Blocks, like completed drawings that you 've stored 
in a Valdraw file , can be re-scaled and inserted into 
your current drawing by using the [RETRIEVE] or [IN
DEX] keyboard key. (For more information on incor
porating an already drawn illustration into your cur
rent design, see " Merging Two Drawings." ) 

Templates from Blocks: The block feature can also be 
used to create " templates" (basic drawings that are 
used frequently in other drawings) . Examples of fre
quently used templates might include scaled shapes 
for furniture and appliances (for use in floor plan 
layouts) and electrical or electronic symbols such as cir
cuit breakers, transistors, gates, etc. Once composed, 
a template can be used over and over without the 
necessity of redrawing it every time. 

For a description of how to merge or insert your 
template into a drawing under construction, see 
" Merging Two Drawings." 

Delete 
Lines, shapes, and dimension lines can be deleted 

by first placing the cursor on or near the item you want 
to delete. Then press the RIGHT MENU mouse but
ton and select the< D>elete option. Alternately, posi
tion the cursor as above and press the < X] (left delete) 
key. 

Beyond Basics 13 

Note that text can be deleted either using the 
< D> elete Text option found in the Text menu or with 
the [X> (right delete) key. 

Dimension Lines 
Valdraw provides automatically scaled dimension 

lines when you select the <A> dd a Dimension Line 
option in the Text menu. 

To add a dimension line: 

1. Position the cursor at one end of the line or 
shape to be dimensioned and press LEFT 
RETURN . 

2. Press RIGHT BUTTON, select <T>ext, then 
< A> dd a Dimension line. 

3. Move the cursor to the end of the line or posi
tion to be dimensioned and press the LEFT 
RETURN mouse button. The scaled dimen
sion will be computed and the dimension line 
drawn in. 

The size of the dimension characters is set by the 
< S > et Height of Dimension option, also found in the 
Text menu. 

Drawing Grid 
U you would like to organize your drawing layout 

within a grid, select the On-Screen Format menu, then 
the < G > rid On/Off option. Alternately, you can press 
[CTRL][G]. 

The drawing grid shown in Figure 5 is an aid to draft
ing layout and should be turned off prior to printing 
or plotting. The cursor can be automatically directed 
to an intersection on the grid by means of the gravity 
" LOOK-FOR" function . (See the On-Screen format 
menu for the Grid/Point Look-for options.) 

Drawing Lines 
To draw lines on the screen, position the cursor at 

the desired starting location on the screen, and press 
the LEFT RETURN mouse button. Draw the line, then 
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Figure 5. The grid 

press the RETURN button again to " set" the end point 
of the line. You can extend another line from the end 
of this line by moving the cursor to a third location and 
pressing the RETURN button to end it. 

Note: You can use the keyboard [RETURN] key instead 
of the mouse RETURN key . 

Erasing the Screen 
Select the < M > iscellaneous menu and then select 

the <E>rase Screen option to <T>hrow away the 
current screen image. The original file copy of the 
drawing, if you saved one earlier, is still retained and 
can be used again. 

Gravity 
Valdraw provides a " gravity" function (Figure 6) 

that lets you precisely place the cursor at a line end 
point, the center of a circle, or drawing grid intersec
tion, thus increasing accuracy and enhancing the pro
fessional look of your drawing. To activate gravity, 
place the cursor near the desired target and press the 
CENTER LOOK-FOR mouse button. Alternately, press 
either (CTRL](L] or (CTRL]( +) (plus). Tht• cursor will 

Ill 

(co [!] 

I ~ · I (G 
Figure 6. The CENTER LOOK-FOR mouse button 

automaUcally moves the cursor to the nearest line 
end point of circle center. 
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move to the closest line end point, circle center, or 
drawing grid intersection. (See the On-Screen format 
menu for the Grid /Point Look-for options.) 

If the cursor moves to a point other than the one you 
want, position the cursor closer and try again. (It may 
take several attempts if the desired point is closely sur
rounded with other intersections . You may want to 
magnify the image with the ZOOM option to make 
cursor positioning easier.) 

Manual Cursor Positioning 
The cursor can be positioned manually from 

numbers you type on the keyboard. First, start your 
line by pressing the LEFT RETURN mouse button or 
the keyboard [RETURN] key. Press the RIGHT MENU 
mouse button and select the < M > ove Cursor to a 
Location option or press either a [CTRLJ[P] or the 
[DEC. TAB] key. Then type the desired cursor loca
tion as X position and Y position on the keyboard . 

A line started before you selected this option will be 
drawn to the position you specified in your keyboard 
entry. The line can be ''set' ' or thrown away by follow-
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ing the usual procedures: either pressing the LEFT 
RETURN mouse button or selecting the < S > top 
Drawing Line option . 

Manual Line Entry 
A line segment can be drawn using the length and 

angle specifications you type from the keyboard. Start 
a line in the normal fashion by positioning the cursor 
and pressing the keyboard [RETURN) key or mouse 
RETURN key. Press the RIGHT MENU mouse button 
and select the < E > nter Line ' s Dimension option or 
press the [ + / -] key . Then type the line length and 
angle. Line lengths can be specified to three decimal 
places; angles can be specified to two decimal places. 
(These values may be slightly adjusted depending on 
the scale you select and internal Valdraw rounding 
when the line is drawn .) 

Merging Two Drawings 
The procedure for merging a previously drawn il

lustration or a template with your current drawing is 
quite simple . (Refer to Figure 7.) 

1. Use the [RETRIEVE) or [INDEX) key to select 
the drawing you want to work on, and choose 
< M > erge drawing from disk. Then choose 
your drawing. 

2 . Point the cursor at a feature within the merge 
drawing to indicate a positioning reference 
point, and press the LEFT RETURN mouse 
button to set it. A cross-hair will appear on the 
merge drawing to identify this reference point. 
This reference point enables you to precisely 
align the merge drawing with the current 
drawing. 

3 . Select the spot in the main screen where you 
want the corner of the retrieved (merge) draw
ing to go and press the LEFT mouse button. 
(Note that you can push down the bottom 
window to see any part of the drawing 
covered up by the merge drawing.) 
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Figure 7. Merging 
illustrations 
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4. Set the size of the screen area that will be oc
cupied by the merge drawing by moving your 
mouse. (The merge drawing will be scaled to 
fit inside this area .) A rectangle showing the 
size is drawn as the mouse is moved . Press 
the LEFT RETURN mouse button to set the 
size. A reference cross-hair corresponding to 
the one already drawn on the merge drawing 
will appear inside the size rectangle. 

5. Using the cross-hair as a reference, move the 
rectangle to the screen position you want it to 
occupy and press the LEFT RETURN mouse 
button once more. 

Paint Current Drawing 
You can enhance your Valdraw screen images with 

the addition of Valpaint. The color, shading, and other 
details supplied by Valpaint can make a dramatic dif

l ference in the appearance of images printed with dot 
matrix printers. (See Figures 8 and 9.) 

I 
Applying Valpaint to your Valdraw illustration on

ly changes the appearance of the screen image; your 
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Figure 8. A Va/draw Illustration 
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Figure 9. The painted version of Figure 8 

original Valdraw file is not affected, and it can be used 
again without any painted effects. You can make any 
number of " painted" versions of your Valdraw image 
by retrieving the Valdraw file and passing it to Val
paint each time you wish to paint it. 

To paint your illustration, press the RIGHT MENU 
mouse button and select the < P > aint Finished Draw
ing option. 

Images composed or modified by Valpaint must be 
printed with a dot matrix printer; plotters cannot print 
the Valpaint image. 

Panning 
Panning allows you to move to any part of a draw

ing after you 've zoomed in. After the new section of 
the drawing is displayed, the cursor is relocated to the 
center of the screen. For example, to see a section of 
the drawing that is above the current display, press 
either a shifted-(UP ARROW] or a shifted-(8). The 
other shifted-arrow keys and shifted-numeric pad keys 
pan the display accordingly . (See also < P > an view 
under the On-Screen format menu.) 
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Figure 10. The ruler 

Ruler 
To assist you in making scale drawings, you can 

dis play a ruler at the left and bottom edges of the 
screen. Select the < R > uler On/Off option that ap
pears in the On-Screen Format menu . You can choose 
a " decimal" or " English" ruled scale . The decimal 
scale is ruled in tenths and hundredths; the English 
scale is ruled in halves, quarters, eighths, etc. The frac
tio nal divisions o n the scale are no t visible until the 
image is magnified with the ZOOM feature (see 
" Zoom" ). 

The ruler scale is measured in arbitrary ''drafting 
units ." You can set the number of drafting units per 
inch on the plotter unit by selecting the scaling option, 
also in the On-Screen Format menu. (See Figure 10.) 

Scaling 
Valdraw lets you scale your drawings to any 

reasonable size, thus permitting you to use a wide 
variety of plotter and printer options. 

Set the scale from the On-Screen Format menu by 
indicating the < D > efine Scale of Drawing option. The 
scale is set in arbitrary " drafting units ." You can set 
a ny number of drafting units between 0 .1 and 100.0 
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to represent om.· inch on your plotlt-•r or prinh:r llU t
put devict' . 

Shapes 
Vaid raw <1 utomatically draws rectangles, arcs, circles, 

and French curves . First, select the shape you wa nt 
to draw from the Sha pe menu . You c.in access the 
Shape menu through the Tool mC'nu or by press ing 
either .i [CTRL][S] o r the ( x ] (multiplication sign) key 
on the nume ric pad . The general procedure for draw
ing e.ich shape is the sa me; individual variations are 
explained o n the summaries be low. 

Circles: (Refer lo Figure 11 .) 

1. Select the < C > ircle o ption from the Sh ape m enu 
or press the (OJ (zero) key . 

2. Adjust the size of the circle by moving the cursor, 
then press the LEFT RETURN mouse button. 

3. Position the circle on the screen by m oving the 
mo use. Set it in place by pressing the LEFT 
RETURN mo use butto n . 

Arcs: (Refer to Figure 12.) 

l . Place the cursor on one of the desired e nd po ints 
of the arc, then select the Shape menu and the 
<A> re option . Alternately, position the cursor and 
press either the (0 or [)] key. 

2 . Move the cursor to the other end po int of the arc 
and press the LEFT RETURN mou se butto n . 

3 . Set the chord of the arc (the height of the arc above 
or below the two end points) by moving the mouse . 
Set it in the drawing by pressing the LEFT RETURN 
mouse button . 

Rectangles: (Refer to Figure 13.) 

1 . Place the cursor at the desired corner position for 
the rectangle, then select the Shape menu and the 
< R > ectangle option. 

2 . Adjust the size and direction of the rectangle by 
moving the mouse. The rectangle grows as the 
mouse is moved. 
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Figure 11. Circles 

3. Finish the recta ngle by pressing the LEFT RETURN 
m ouse butto n . 

French Curves: (Refe r to Figure 14.) 

1. Place the cursor a t the desired end point of the 
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•e menu and the 

d point of the curve 
Ff RETURN m o use 
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Figure 13. Rectangles 

3. Bend the line to fo rm the curve you want by mov
ing the cursor. Fix the curve in the drawing by 
pressing the LEFT RETURN mouse button . 

Stop Drawing Lines 
Valdraw lets you draw one line segment after 

another by pressing the LEFT RETURN mouse button 
at each end point. Stop d rawing the line by a quick 
tap on the LEFT RETURN mouse button, or you can 
cancel the line by pressing the RIGHT MENU mouse 
button and selecting < S > top Drawing Line. You can 
also stop d rawing the line by pressing the [RETURN) 
or [ENTER =] keys . 

Text 
Enter text into a drawing via the Text menu option 

or by pressing the [WORD] key. Single lines of text can 
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Figure 15. Using text with Va/draw 

Position the cursor where you wish to add text, then 
select the Text menu and the < E > nter Text option. 
Type the text, (.'nding with a RETURN. Set the size of 
the text by moving the cursor. (A rectangle showing 
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Figure 16. The T-square 

the window size is drawn on the 
is moved .) Press the [RETURN) k1 

screen as the mouse 
'Y tu set the size. Set 

the angle of the text by moving the cursor again. Press 
the LEFT RETURN button to place the text in the 
drawing. 

T-Square 
The Valdraw T-square (Figure 16) lets you " square" 

your horizontal or vertical lines . It can only be used 
while a line is being drawn . 

Tu "square" a line, press the RIGHT MENU mouse 
button while you ' re drawing a line, and select the 
< T > -square option or press the (LINE] key. 

Undo a Deletion 
As you delete lines or shapes from your illustration, 

Valdraw keeps a record, so you can restore deleted 
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elements on command. To restore a deletion, press the 
RIGHT MENU mouse button and select the < U > ndo 
a Deletion option. 

Deletions are recovered in the reverse order in which 
they were made, i.e., the last deletion is recovered first. 

Text deletions are not recoverable . 

Zoom 
The Zoom feature (Figure 17) lets you magnify your 

drawings up to 1600 times their normal screen size. 
Zoom menu options include closer (magnified) views, 
previous views, or full-sized viewing of the current 
screen image. You can zoom in repeatedly to get suc
cessively increasing magnifications . You can access the 
Zoom menu as a selection from the Tool menu or by 
pressing [CTRLJ[Z]. 

Enlarge a portion of a drawing by selecting the Zoom 

• 

~o 
~ 

I -$- ~ ~ 

[!] 
Figure 17. The Zoom feature 
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option after placing the cursor near the area to be 
magnified . Select the < Z > oom in Ooser option, then 
move the cursor to enclose the area of interest in the 
enlargement rectangle. Press the LEFT RETURN 
mouse button to draw the enlarged area on the screen. 

Images drawn in a highly magnified state might be 
reduced into illegible smudges when the normal screen 
view is restored. From the Zoom menu, you can also 
select the < P > an view option, in which you move 
the cursor to a new location and then press the LEFT 
RETURN mouse button. The drawing is panned over 
and that cursor location becomes the center of the 
screen. (See also the section of Panning.) 

MAIN MENU FEATURES 

Valdraw's tools and facilities are organized and presented in 
two main menus . The Line menu provides you with items for 
lines under construction. The Tool menu lets you select various 
Valdraw drafting tools whenever a line is not being drawn. 

The Line Menu 
The following menu appears when the RIGHT MENU mouse 

button is pressed while a line is being drawn: 

< T> -Square (or press the [LINE] key): Selecting this option 
allows you to square the line currently being drawn with one of 
the borders . Whether it squares the line horizontally or vertical
ly depends on the orientation of the line . 

< S > top Drawing the Line: This option cancels the line current
ly being drawn. 

<E>nter the Line 's Dimensions(or press the[+ /-] key): Use 
this option to manually enter a line dimension and an angle from 
your computer keyboard . 

< M > ove Cursor to location (or press [CTRLJ[PJ or [DEC. 
TAB]): This option allows you to move the cursor to an X-Y loca
tion according to the coordinates you enter manually from your 
computer keyboard . 
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THE TOOL MENU 

The tool menu appears when you press the RIGHT MENU 
mouse button and a line is not under construction . Some of the 
tools listed below are selected from the sub-menus shown, and 
may require additional user input. 

<Z>oom 
The Zoom feature lets you isolate and magnify an area on the 

screen so that you can work " close up" on a particular aspect 
of your drawing. 

< Z > oom i11 closer 

< R> et11m to full picture 

< P > a11 view: Cursor location becomes new center of screen. 

< G > o to previous view, prior to last zoom 

< D > elete (or press < X] key) 
Use the Delete option to erase a line, circle, or arc. 

< U>ndo a Deletion (or press [UNDO]) 
Valdraw keeps a running count of your deletions as you work. 

By backing up, or [UNDO)ing, you can restore your deletions, 
beginning with the most recent ones. 

< C > ursor move ( or press [CTRL)[P]) 
This option lets you move your cursor to a location indicated 

by the coordinates you type manually from your keyboard. 

<T>ext 
Use the text option to do any of the following: 

< E > 11ter Text (or [WORD]): Lets you enter text in your drawing . 

< D > elete Text ( or [X > key): Lets you delete the text you 've 
entered in your drawing. 

< A> dd a Dime11sio11 li11e: Automatically draws scaled dimen
sion lines. 

< S > et Height of Dimension: Adjusts the dimension line letter
ing height. 
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< T > ext Height. Adjusts the size of the text. 

< F> ixed Height Text Entry-. All text is entered in a fixed height. 

< S > hapes ( or press [CTRL][S]) 
The Shapes option provides access to the following menu for 

drawing the shapes listed: 

<C> ircle 

<A>rc 

< R > ectangle 

< F> rench Curve: You will be prompted to provide additional 
parameters for drawing each of the shapes above. 

< B>locks (or press [CTRL][B]) 
The block selection provides you with the following options: 

< C > opy Block 

< M > ove Block 

< R > otate Block 

< E > 11/arge/Shri11k Block 

< A> lter Proportions 

< N > ew Block Color: All displayed elements within block are 
changed to current color. 

< S > tore Block to Disk 

< D> e/ete Block: You will be required to provide additional 
parameters for manipulating blocks. These are requested, as 
needed, by the menus that will appear according to your selection. 

< M > isce//aneous (or press [CTRLJ[M]) 
The Miscellaneous menu has the following options: 

< C > hange data disks 

< L > og in a different disk drive 

< E > rase screen 
< K > eep the drawing 
< T > hrow tire drawing away 
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< 0 > n-Screen Format 
Selecting the On-Screen Format l)ption will reveal the follow

ing menu options : 

< G > rid on/off 

< R > uler on/off 

< D > efine Scale of Drawing 

< E > 11glislt/Decimal Ruler 

< S > elect Colors 
<A> II colors on 
< B > Jue on/off 
< R > ed 01iloff 
< P > urple on/off 
< G > reen on/off 
< C > yan on/off 
< Y > ell ow on/off 
< W > hite on/off 

< B > oth grid & ruler on/off 

< I> ntersection of grid Look1or 

< P > oint Look-for 

< L > ook-for both point & grid 

< P > aint Finished Drawing 
When you 've finished drawing with Valdraw, you now have 

the option of painting your drawing (provided you have Valpaint 
and a color screen). This option takes the current screen image 
to Valpaint for image touch-up. 

Note: It' s a good idea to store and retrieve your drawing before 
you paint it. That way, you ' ll have a " backup" version of the 
drawing if you want to work on it again . 

THE KEYBOARD 
A number of your keyboard compute r keys perform the same 

functions as your mouse controls. The following is a lis ting of 
all keyboard keys that have particular applications to Valdraw . 

~ 

Function Keys 
[STOP] 
[HELP] 

[STORE) 

[RETRIEVE] 
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Stops output to the printer or plotter. 
When pressed from the drawing screen, 
retrieves the main Valdraw menu . When 
pressed when a menu is on the scree n, provides 
information about the feature you 're using. 
Stores the current screen image as an indexed 
file . 
Loads or lets you merge a previously s tored 
image with your current drawing. This function 
works the same as it does with the Valdocs 
editor. 

[PRINT] Lets you print the current image on an Epson 
dot matrix printer, or on a plotter if that's what 
you've indicated in SETUP. (See Appendix A 
for information about printer and plotter 
selection.) 

[INDEX) Serves the same purpose as in the Valdocs 
editor . This key can be used to retrieve draw
ings from an indexed list. 

[DRAW) Re-draws the screen. The screen is first erased, 
then repainted with the current image you've 
been working on. 

[SIZE] Lets you zoom in on your drawing. You can 
zoom in repeatedly to increase the 
magnification. 

[CTRL] (SIZE] Zoom out. (Press repeatedly to return to nor
mal magnification.) 

[STYLE] Lets you select the display color if you have a 
color-equipped QX-10 or QX-16 computer. 

[CTRL] [STYLE] Changes the color of the drawing element 
closest to the cursor. (Color QX-10 or QX-16 
only.) 

[UNDO] Restores the las t line or shape that was deleted. 

Special Keys 
[RETURN] Serves the same purpose as the RETURN 

mouse button . If you 're using the keyboard 
keys to draw a line, a lternate presses on the 
(RETURN] key will toggle the start-line/stop
line cursor . 
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( +] (plus) 

[LINE] 
[WORD) 

ca or [)] 

Serves in the same capacity as the LOOK-FOR 
(gravity) mouse button. 
Provides the T-Square function 
Selects the < E > nter Text optio n fro m the Text 
menu. 
Selects the <A> re optio n from the Shapes 
me nu. 

< X] (left delete) Deletes the line nearest the cursor. 
[X > 

(right de lete) 
[OJ (zero) 

Deletes the text nearest the cursor. 
Selects the < C > ircle option from the Shapes 
menu. 

Numeric Keypad Function Keys 
[DEC. TAB] Numeric X/Y entry mode . 
[ +] Tool menu. 
[ x] Shape menu . 
[ ±) Numeric angle/le ngth entry mode . 
[ENTER=] Start1end drawing line . 
[OJ Start drawing a circle. 
[1-9) Move cursor. 
[SHIFT) [1-9) Pans in the corresponding direction (ie.e, 

[SHIFT) [6) pans right, [SHIFT) [2] pans down, 
etc.) . 

Note: [SHIFT] [5) makes the current cursor position the new 
center of the screen . 

Arrow Keypad 
Unshifted-Normal cursor movement. 
Shifted-Pan in the corresponding direction . 

Control Keys 
[CTRLJ [BJ 
[CTRLJ [G) 
[CTRL) [L) 

[CTRL) [M), 
[KJ , [Q) 

[CTRL) [OJ 

Block menu . 
Toggle grid on/off. 
Looks for (moves cursor to) nearest end of line, 
center of circle, or g rid pattern intersection . 

Miscellaneous menu. 
On-screen menu. 

[CTRL] [P) 
[CTRL] [R) 
[CTRL) [SJ 
[CTRL] [Z] 

Numeric X/Y entry mode . 
Toggle ruler on/off . 
Sha pe menu . 
Zoom menu . 

Cursor Control from the Keyboard 
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The cursor can be controlled from either the mouse, the editing 
arrow keys, or the numeric keypad . 

The editing arrow keys move the cursor up, down, left, and 
right in the directio n of the arrows. 

The numeric keypad performs curso r movements and 
functions . 
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Installing 
Valdraw 

Installing Valdraw is a simple operation, and making it run is 
even simpler. The three basic steps are: 

1. Plug your mouse or digitizer into the serial port of your 
computer. 

2. Using SETUP, tell Valdocs what kind of graphics 
peripherals you are using with Valdraw. 

3. Run Valdraw from Valdocs by pressing the [MENU] 
keyboard key, and then selecting Valdraw as an applica
tions program. 

These procedures are explained below. 

STEP 1: CONNECTING A MOUSE OR DIGITIZER 

Although you need nothing more than your computer keyboard 
to operate Valdraw, you'll enjoy greater control and flexibility if 

37 
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Figure 18. Connecting the mouse to the RS-232C interlace 

you have a mouse or digitizer. (A Rising Star mouse is included 
with the standard Valdraw/Valpaint package. If you want to use 
a different mouse or plan on buying a digitizer, make sure that 
it's compatible ,-vith those listed in Appendix B.) Either one func
tions as a graphics pointer that allows you to move the cursor 
rapidly around the screen. The three buttons on the mouse or 
digitizer wand provide you with instant fingertip control. 

Follow the instructions in your mouse or digitizer manual for 
assembly. When the components are fully assembled, the mouse 
or digitizer must be connected to the RS-232C serial interface on 
the back of your computer, as shown in Figure 18. 

If your mouse or digitizer has a male connector, you should 
be able to simply plug it directly into the serial socket on the back 
of the computer. 

Should you find that you have a female (socket) connector, it 
will probably work if it's connected to your computer via a stan
dard " modem" cable, such as an Epson tf113 cable. 

If your mouse has an adjustable baud rate, set it for 1200 baud. 

Troubleshooting the Installation 
If your system doesn' t recognize the mouse or digitizer, first 

check to see that it's properly connected to your computer. Other
wise, consider the following : 

1. The signals on pin 2 and pin 3 of the mouse or digitizer 
connector may be reversed . 

2. The mouse or digitizer serial baud rate may be set incor-

I. 

• 
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rectly. The mouse baud rate should be set to 1200 baud. 
Digitizers should be set to the " autobaud" setting us
ing the internal option jumpers. 

3. There may be a hardware malfunction in the mouse or 
digitizer. 

If you 've checked all of the above and are still experiencing 
problems, contact Rising Star Customer Services at 213-373-9127 
Monday through Friday between 7 a.m . and 5 p.m. Pacific Coast 
time. 

Setting Digitizer Options 
The following procedure applies only if you' re using the Sum

magraphics MM1201 digitizer. If you' re using a mouse, skip 
directly to " Step 2: Configuring SETUP for Valdraw." 

Several options must be set before the digitizer can be used with 
Valdraw. The procedure is simple, but does require care. 

Follow the procedures and safety precautions outlined in Ap
pendix A of your Summagraphics manual when you make the 
following jumper changes inside the digitizer. Failure to do so 
can cause damage . 

1. Remove the back of the digitizer tablet to gain access to 
the jumper option area. 

2. Remove the jumpers at locations AC and M; make sure 
the jumper at AB is left in place. 

3. Reassemble the tablet. 

Figure 19. The digitizer wand (left) and the mouse (right) 
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When the jumpers are removed as described above, your 
digi tizer will be set for auto-baud operation, packed binary for
matting, and eight-bit serial data . 

If you are using c1 digitizer that is compatible with the Summa
graphics MM1201, make sure the same settings are programmed 
into it. 

Note: Throughout this manual, we refer to your Valdraw con
trols as " mouse buttons ." These buttons appear in the same 
general locatio n as those on a digitizing wand . Since the buttons 
on each tool are functionally the same, we' ve made no distinc
tion between digitizer and mouse buttons. (See Figure 19.) 

STEP 2: CONFIGURING SETUP FOR VALDRAW 

You will use the Valdocs SETUP program to inform the Valdocs 
system of the peripherals you have connected to your computer . 
This allows Valdocs to properly handle graphical input and 
output. 

First, turn on your computer and start Valdocs in the normal 
manner. When Valdocs is ready, press the [MENU] key and select 
the < M > iscellaneous Peripherals option. Once the menu is 
displayed , select the appropriate item from among the following 
graphical output devices: 

• Epson HI-80 four-color plotter 
• Comrex ComScriber I single pen plotter 
• DMP-42P (Houston Instruments) plotter 
• None (which will cause all Valdraw output to be sent to 

the dot matrix printe r selected in the < P > rinter 
Characteristics option in SETUP). 

The " None" selection is the default value chosen automatical
ly by Valdocs unless you indicate otherwise. 

Next, select one of the following to indicate the type of graphics 
input device you have connected : 

• None (You can still use your computer keyboard to draw 
Valdra w pictures if you make this selection . Unless told 
otherwise, Valdocs selects this setting automatically .) 

• The Mouse Systems PC (or compatible) Mouse. This is 
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equivalent to the Rising Star Mouse applied with 
Valdraw. 

• The Summagraphics MM 1201 digitizer. 

When you've made your selections, press the [STORE] key to 
save the changes (the changes will be incorporated into your com
puter's memory; they are not kept on the disk), then press the 
[MENU] key to return to the Valdocs menu program. 

Valdraw is now installed and ready to run! 

STEP 3: RUNNING VALDRAW 

Start up your Valdraw program by performing these steps: 

1. Press the [MENU] key on your keyboard and select the 
< M > enu of Applications option. 

2. Place your Valdraw program disk in the disk drive you 
have indicated in Step 1, above. 

3. Select VALDRA W from the Menu of Applications 
displayed on the screen. 

Valdraw is up and running. You can now edit an existing draw
ing by using e ither the [RETRIEVE) or [INDEX] keys (these work 
exactly as they do with the Valdocs editor), or start a new design 
from scratch. 

A SWITCH OPTION 

If you are using an external modem or have both a printer and 
plotter, you can avoid a lot of wear and tear on both your com
puter and fingers by investing in a switch box. A switch box lets 
you change connections from one peripheral to another with the 
press of a button . 

Comrex makes a CR-700 printer switch tha t lets you swap 
printers and plotters. Other manufacturers make RS-232C 
switches which can be used to switch between your mouse and 
external modem. Check with your local Epson dealer for infor
mation about these useful accessories. 



Appendix B 

Compatible Mice, 
Digitizers, 

And Plotters 

The following is a list of several graphics peripherals that can 
be used with Valdraw. Since new equipment is announced dai
ly, this listing is provided only as a guide to users. The left column 
lists those selections as they appear in the Valdocs SETUP menu 
(as described in Appendix A). The right column lists compatible 
devices. 

V aldocs Mouse Selection 

Mouse Systems PC Mouse 

Valdocs Digitizer Selection 

Summagraphics MM 1200 

Compatible Mice 

Mouse Systems PC Mouse 
Mouse Systems Field Mouse 
Versatech Mouse 
Rising Star Mouse 

Compatible Digitizers 

Summagraphics 1201 
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Valdocs Plotter Selection 

Epson 

Comrex 

DMP-42P 

Compatible Plotters 

Epson 1-11-80 
Hewlett-Packard 7000 Series 

Comrex ComScriber 
Sweet Pea I 

Houston Instruments DMP-42P 
Houston Instruments DMP-52P 

Appendix C 

Photographing 
Your Screen 

One of the most obvious graphics output devices is your 35 mm 
camera. You can directly photograph your Epson high-resolution 
screen in either black and white or color. All you need is the 
following equipment: 

1. A sturdy tripod. 
2. A shutter cable release. (You can also use the built-in 

shutter delay timer if you don' t have a cable release. ) 
3. A low-power telephoto lens that can focus on the full 

screen. A normal 55 mm lens, when equipped with ex
tension tubes or a macro focusing capability introduces 
" barrel distortion ." A 105 mm lens (or zoom equivalent) 
·with macro focusing capability is ideal. 

Screen photography is best performed in a dark or dimly lit 
room, in order to minimize reflections and image " washout. " 
If you can ' t darken your computer area, plan to shoot at night. 

Use ASA 400 or fastt:-r film, and daylight color film when 
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s hooting in color. SlidL• film givL'S all till' radiant color you SL'l' 

nn thl' scn.'L'n, and it works wt•II for monochrome scn.>t•ns , too . 

METERING ANO SHOOTING THE SCREEN 

Ynu won't be able to get an accurate exposure reading with your 
camer,1 metering system from .1 computC'r screen, so try this 
,1pproach : 

I . In a dark room, turn the screen brightness up until the 
entire active part of the screen begins to glow . Turn the 
brightness down until the glow just disappears. This set
ting is the brightest that will still give clear images. 

2 . Us ing ASA 400 film , set your camera for manual ex
posure at F8 and 1/4 of a second . You' ll probably have 
to experiment to find the bes t exposure for your particular 
computer screen. 

3. Never shoot a picture of your screen with the lens " wide 
o pen." Even though the screen appear flat, there is a 
curve to the image. Use at least an FS.6 or F8 setting for 
sharpness and depth of field . 

-t . When setting up, make sure your camera is lined up 
" square on" with the screen . Then use the cable release 
o r the shutter delay timer to take the picture. Since screen 
exposures are long, any camera or floor vibration will blur 
the image . Stand still until the shutter closes. 

"NEGATIVE" PRINTS 

Black and white positive pictures (white lines, black 
background) are usually clear and sharp, but you can also choose 
to make " negative" prints (white background, dark lines) if you 
have access to a darkroom . To do this: 

1. Make a normal print, but put the negative in the enlarger 
upside do wn. Remember the enlarger exposure settings 
and time . 
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2. Process and dry the print (a hairdryN will ,;; peed u p the 
process). 

3 . Makl' a " contact print" from the print you just dried . 
Put the dried print on top of a piece of unexposed print 
paper, emuls ion s ides facing each other, then clamp tlwm 
toge ther in a contact proofe r or between two layers o f 
g lass. Without any film in the enlarge r, expose the print 
paper through the pos itive print us ing about 2½ timL·s 
the amount of light u sed to make the original print. 

4 . Process the print in the normal fashion . 

Screen photography is an art in itself. Accurate color reproduc
tion from the screen can be difficult because the color balance of 
a CRT screen often changes with the brig htness setting and nu 
two scree ns have exactly the same color balance or saturdtion . 

But it can be done, and it 's great fun learning the process. These 
few pointers s hould get you started on the way to enjoying 
Valdraw through your camt•ra . 
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