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CHAFTER I
INTRODUCTION —~ UNIT OFERATION/TEST
1.1 OFERATING MANUAL USE

See chapter S for a complete description of all features wand controls
available to the SUFERSCAN user, To acquaint you with these features, Chapters
2y 3 and 4 offer progromming tutorials and examples from beginner to advanced.
This Chapter serves as o general introduction to the SUFERSCAN display console
and presents valuable information pertaining to its use. IN ORDER TO FULLY
UTILIZE YOUR NEW SUFERSCAN DISFLAY CONSOLE, IT IS STRONGLY RECOMMEMDED THAT YOU

TAKE THE TIME NECESSARY TO REVIEW THIS OPERATING MANUAL.

The SUFERSCAN display console provides you with a unique and exciting
way to capture and hold the attention of your customers or patrons. The words
on the display can AFFPEAR and DISAFFEAR; SCROLL UP and/or DOWNS WINK ...
TRAVEL from side +to side ,... REVERSE letters, words, or lines out of a
background; DISSOLVE; DISFLAY SPECIAL GRAFHIC CHARACTERS that you createl and
even ANIMATE those graphics effects, You control the speed of all aspects of
your message and you are only limited by your imagination in the creation of
spectacular effects that will get ATTENTION !

1.2 GETTING ACQUAINTED - INITIAL START UP

Before your first use of the SUFERSCAN display you should examine the unit
for any signs of visible shipping damage. During vyour exxamination you will
nate the KEYEOARD located on the TOP of the SUPERSCAN unit. This Keyboard is
used for user programming and will be discussed in great detail in +the
following sections of this monual. On the REAR of the cabinet vou will find
the FOWER SWITCH, wvarious INFUT and OQUTFUT CONNECTORS, and the unit’s Safety
Fuse. lLocated UNDER the Keyboard Cover is a simplified instruction sheet that
describes how to enter a basic traveling message into the display console.

Located on the UNDERSIDE of the SUFERSCAN cabinet is the opening that
accommodates the Custom Message Module that you receive free of charge when you
purchase a Model PA-308 SUFERSCAN display console, This opening i
constructed to FIRMLY HOLD the Custom Message Module. The plug on the Module
iteelf will only connect ONE WAY - [Q NOT EOQORCE the Module when inserting -
REMEMBER TO TURN OFF POWER WHEM INSERTING/REMOVING Custom Message Modules.

Maoke sure that the Fower Switch on the REAR of the cabinet is OFF. Then
plug in the Fower Cord. Mow turn the Fower Switch ON, and observe the diasplay.
You should see the message [ ONE MOMENT FLEASE 3 appear on the display screen.
If you do not have a Custom Message Frogram Module installed at the time,
vour sign will then display the message [ I'M READY TO GO 1. This message
signifies that vyour SUPERSCAN is operating properly and is ready to accept
Keyboard program entry, input from a tope cassette, or an input signal from a
FIANQCORDER reproducing system.

NOTES: If the Custom Message Module is installed, the [ ONE MOMENT FLEASE 1
message will be displaoyved constantly during the time the Custom Message is
being automatically loaded into memory. You can still program o Keyboard
Entry Message (without removing module) during this time if you wish . . .
BY ENTERING THE EDIT MODE YOU WILL CANCEL INFUT OF THE CUSTOM MESSAGE.,
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1.3 TESTING / USING SUFERSCAN CASSETTE TAFE INFUT

The SUFERSCAN cussette storage system provides a long term methad of
saving the programs that you create for vour SUFERSCAN display. It also
provides you with protection in case of power loss. With ity vyou can create a
library of tapes that can be used to program the SUFERSCAN display at any time.

XX K K K K K K X % X % K K X X K K X K K X X K X X X K X X X X X X X X X
¥ NOTES IF FOWER IS TURNED OFF OR LOST FOR ANY REASON, ANY FROGRAM IN X
X MEMORY EXCEPT THE FROGRAM CONTAINED IM YOUR CUSTOM MESSAGE MODULE %
¥ WILL BE LOST. T0 PROTECT YOURSELF, USE THE TAFE STORAGE CAFABILITY | %
XK K kK X X K Kk K K K K K K K K K K K K K Kk K K k Kk K K K X K X K Kk K X X

Enclosed with your SUPERSCAN iz a Test Tape that can be is used to check
the cassette input/output function, Find the side of the cossette wmarkKed
STANDARI CASSETTE TEST - put the cassette into your cassette recorder - CONNECT
THE CAELE FROVIDED BETWEEN *INFUT B" OF THE SUPERSCAN CONSOLE AND THE
RECORDER S AUDIO OUTPUT JACK ~ TURN YOLUME AND TONE CONTROL TO MAXIMUM - REWIND

THE CASSETTE AND PUSH THE CASSETTE RECORDER FLAY BUTTON.  NOTE: DO NOT CONNECT

WIRES TO BOTH INFUT A AND INFUT B AT THE SAME TIME -- MAKE SURE THAT YOUR TAFPE
RECORDER IS FLACED AT LEAST TWQ 10 THREE FEET FROM IHE SUPERSCAN DISFLAY
Observe the SUFERSCAN unit -~ the display should show the message!

L LOADING A MESSAGE 1 while dato from the cassette is received (unless you used

MAKE TAFE Mode to record the tape). When *LOADING A MESSAGE" goes OFF -- STOF
THE CASSETTE RECORDIER WHEN THE MESSAGE AFPEARS -~ the message should now "run®,

USE THE SAME METHOD WHEN ENTERING DATA FROM CASSETTE TAFES THAT YOU MAKE
TO STORE YOUR OWN PROGRAMS., If vou choose to record more than one message on o
cassette you willy of coursey not fully rewind the tape ~ but will rather cue
the +tape to the beginning of the program that you wish to enter. WE RECOMMEND
THAT YOU USE A DIFFERENT CASSETTE TO STORE EACH INDIVIDUAL FROGRAM TO FPREVENT
L088 OF MULTIPLE PROGRAMS SHOULD A CASSETTE BE INADVERTENTLY DAMAGED.

NOTE: The recording on SIIE TWO of your Cassette Test Tape will
ONLY workK in conJjunction with +the FIANOCORDER Reproducing System.

If you will be using the SUFERSCAN unit with the FIANODCORDER System
you should repeat this test using the INPUT A connector. )

1.4 CUSTOM MESSAGE FROGRAM MOLULE

The Custom Message Frogram Module is used to permanently enter a program into
the SUFPERSCAN computer memory. When installed, this program is automatically
used any time power is turned on. Using special commands (described later in
this manual) vyou can even INCLUDE this message in custom programs that you
create . o+ .+ providing, that the length of the Total Frogram does not esceed
270@ Characters in length. The Custom Frogram Module can be REFROGRAMMED at any
time by our factory, or you can purchase additional Modules to create a library
of Custom Messages. Instructions for specification of your initial Custom
Frogram Module are included with your Warranty Registration Card. To purchase
ndditional Modules call 1-866-438-7623 (in North Carolina call 1-764~437-7135),
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1.3 GAVING A MESSAGE ON CASSETTE

There are two options available to the user of the SUFERSCAN display
console for writing o message onto cossette tape. In the first, a message in
memory is output (recorded) onto tape for the purpose of using the message
later to "reload® the SUFERSCAN computer memory (instead of having to input the
message over and over by the Keyboard). The message is output in a format that
can  be wused/recorded by almost any standardy portable, monaural cassette
player, In the second option, a special format is used to make a recording
that, when played back through the SUPERSCAN display, will caouse it to operate
IMMEQRIATELY as the message is sent to the unit. This meseage DOES NOT become
stored in the system memory. This type of message allows you to make a tape
with a sequence of messages that will play one after another thereby letting
vou record/use longer messages than could be stored in the SUFERSCAN memory
(useful for meetings, education, etc.)s The first type of Recording is called
SAVE MSG. ~ the second is called MAKE TAFE.

A portion of the SAVE MSG., recording is used to store ANY ORAFHICS
characters that are used in the message OR are already in memory from input of
a previous SAVE  MBG. You can use this feature to advantage by loading a
message into the SUFERSCAN that already includes GRAFHICS that vyou wish to
include in a NEW message. You ERASE THE TEXT in the memory - replace it with
the new -~ and use the "old" GRAFHICS characters and any new ones that you may
add. GRAFHICS MEMORY is not erased by any Keyboard command -~ only by power
being removed from the unit or by input of a SAVE MSG. recording (even one that
does NOT use any GRAFHICS).

1.5.1 COMPUTER COMMANDS FOR CASSETTE STORAGE

Connect +the cable provided with your unit BETWEEN the Cassette Recorder
HIC Input Jack and the Jack marked OUTFUT on the rear of the Display. Use
the ¥ Key to place the SUFERSCAN unit into the EDIT mode - Depress the Key
marked CTRL., While holding the CTRL key down press the "Q" Key, and then
release both Keys, The SUFERSCAN display will show the output MENU!

L MAKE TAFE / SAVE M8G. 1

You will note that the "M" and the *8" are flashing. RECORL A VOICE CUE
THAT WILL IDENTIFY THE RECORDING BEFORE YOU HOOK UF THE RECORDER T0 THE
SUFERSCAN DISFLAY ~ THIS WILL HELF YOU FIND/REMEMEER WHAT YOU FUT  ONTO
TarFE, ETC. Start your tape recorder, wait o few seconds to insure that
the cassette leader has possed the tape recorder’s magnetic head assembly.
Then press the "M" Key if you wish to use the MAKE TAFE FEATURE, or press
the *S" Key if you wish to use the SAVE MSG. FEATURE.

The screen will go OFF and the unit will function automatically. When
the cassette OUTFUT has been completed the SUFERSCAN screen will return to
the EDIT mode. You will hear a CONTINUOUS TONE during the time that the
output to tape occurs unless the KEY ENTRY SIGNAL has been switched OFF.
TURN OFF THE RECORDER WHEN THE SIOGNAL STOFS ANI/OR SCREEN DISFLAY AFFEARS.

NOTE? If vyou wish to make additional programs you may repeat
the sequence described in this section. You SHOULD maKe a SAVE
MSG. backup copy of any MAKE TAFE message that you record.



1.6 MESSAGE LENGTH

The GBUFERSCAN console can store and display messoges of up to 2709
CHARACTERS in dit’s MEMORY. By using the SUFERSCAN‘S unique *ELOCK REPEAT®
command, messages with lengths equivalent to 1,008,000 (or MORE) characters can
be created. This command is described in Chapters 4 and 5 in  this manual.
CHARACTERS may be letters of the alphabet (upper or lower case)y, symbols, or
COMMANDS  to the SUFERSCAN computer. Typically, vyou can expect to easily
program messages in excess of 200 words,

The Custom Message Module can be ordered in message lengths nearly equal
to the capacity of the full SUFERSCAN memory. If you plan to INCLUDE the
CUSTOM MESSAGE in programs that you write, and/or if you will be using the
SUFERSCAN console with o FIANOCORDER reproducing system the Custom Message will
provide better service in shorter program lengths. Lengths of 25 ~ 50 words
are bhest for this purpose. The *BLOCK REFEAT®" commond CAN be used in a Module.

When storing or loading messages the SUFERSCAN display operates at a rate
of approximately 35 characters, per second. If a full 27686 character program
is being transferred into or out of memory it will take nearly one and one-half
minutes, It will take the same period for the Custom Frogram Message to be
londed into the SUFPERSCAN computer when power is applied or when you instruct
the SUFERSCAN computer to load the Custom Frogram Message into one of your own
programs as described in the section on advanced programming.

1.7 TECHNICAL ASSISTANCE / SERVICE

In the event that vyou require service for your SUFERSCAN display,y or if
you need technical information regarding operation and/or programming of the
SUFERSCAN display console « + o+ call 1-800-438-7623 (1-764-437~7135 in North
Carolinn). Frior to calling, check to moke sure that you have followed ALL
instructions in this manual regarding operation of the SUPERSCAN display.

1.8 USER FROGRAMMING / KEY ENTRY SIGNAL

The SUFERSCAN computer is equipped with an Audible Alert Device that will
provide the user with means of determining when the computer accepts Keyboard
entry of individual characters OR WHEN OQUTFUT TO TAFE OCCURS. This feature CAN
he turned ON or OFF by means of a special Keyboard command. To disable this
feature, press the Key marked CTRL and hold it down while pressing the *H" Key.
To turn the KEY ENTRY SIGNAL on simply use the same command procedure again.
The function will switch back and forth with each CTRL H command entered.

. YOU ARE NOW READY TO FROCEED WITH USER FROGRAMMING OF THE SUFERSCAN
DISFLAY CONSOLE. This will be covered in three sections that will toke vyou
from basic message programming to advanced programming of the SUPERSCAN. While
basic progromming of the SUFERSCAN is very simple, by learning advanced
techniques you will be able to fully utilize the unique features that will
bring all of your messages to life.



CHAFTER II

EASIC FROGRAMMING

2.1 FROGRAMMING CONTROL LOCATION

Using the “Key" provided, open the Keyboard Cover on the +top of the
display. Look at the KEYEBOARD. l.ocate the ELACK Special Function Feys!
BACKSFACES ESC (ESCAFE); CTRL (CONTROL)$ SHIFT LOCK} LINEFEED; DELETE; RETURNS
and X (8TAR)., Flease takKe a moment and study the location of these Keys as you
will be using them often while programming. The Letters, S8ymhols, and the
black Space bar have the same basic functions as the Keys of a regular
typewriter, fit the REAR of the cabinet you will find the Power Switch and the
Input/0utput Jacks which are used during Tape Cassette Storage operations.

2.2 SPECIAL FUNCTION KEY OFERATION

In this section the basic functions of the BLACK Special Function Keys

that you located in part 2.1 will be described. These Keys are used in
editing programs and will be described and demonstrated as you proceed through
this section, On the SUFERSCAN screen during editing/message writing, vou

will see the Flashing UNDERSCORE LINE that is used to identify the place in the
message that is affected by Keyvyboard commands. This *"Line® will also cause the

character that it is positioned under to flash on and off. It is called the
CURSOR.
BACKSFACE ~ BacKspace Kevy. This Key when depressed will move the

CURSOR RACK one space.

Linefeed Key. This Key when depressed will move the

CURBOR FORWARID one space. In effect "LIMEFEED" is the

opposite of "BACKSFACE'.

DELETE ~ Nelete Key., This Key when depressed will remove the
character indicated by the CURSOR. It will also remove
a space or special edit character,

CTAL = Control Key. When FRESSED, AND HELD DOWN WHILE PRESSING
ANOTHER KEY ON THE KEYEOARID, this kKey will call into play
one of the special CTRL features available to the user,

CTRL A -~ Insert space. This command is used to insert o &pace
Just before the CURSOR when in the EUIT mode.

CTRL. B - Clear memory. This command is used at the beginning of
an  EDNIT session during which the user plana to create a
new programmed message, DDoes not clear GRAFPHICS memory.

SHIFT - Shift FKevy. This Key serves the same function as if it
were on a normal typewriter. It switches from upper to
lower case on the Keybeard.

LOCK - 8hift Lock Key. When pressed, this key "locks* the
ALFHABRET SECTION of the Keyboard into upper case. When
pressed agoin it will "unlock" the shift function to
allow lower case letters to be typed, NOTE! NUMBERS AND
SYMEOLS ARE NOT °LOCKED® RY THIS COMMANDY « .+ .+ TO TYFE
THESE YOU MUST USE THE SHIFT KEY.

LINEFEED

H
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(cant.) SPECIAL FUNCTION KEY OPERATION

ESC - Escape Key. This Key is used to modify the function of
various kKevs when these Keys are pressed immediately
after the Escape Key hns been depressed.

RETURM - Return Key. This Key is used to move the program cursor
to the beginning of your program.
X ~ Star., This Key is used to command the computer +to go

into and out of the EDIT mode.

NOTE! The message will *start® at the point *marked® by the CURSOR
position at the time that the X Key is pressed to go out of EDIT.
The ¥ Key will position the cursor at the point that it occupied when
the EDIIT was terminated. This feature allows you to view/test a
message part without running the entire message from the beginning.

BAGIC TRAVELING MESSAGE

Fress the X (STAR) Key., This action places you into the EDIT mode and is
also used to terminate the EDIT session and display a programmed MESTAGE s

Fress the CTRL Key - hold it -~ and press the letter B Key. This command
clears any message that may be in the SUFERSCAN memory and readies the
screen  for  your message. The flashing underline symbol indicates the
pogition in the message that will be affected by Keyboard command. This
symbol is called the CURSOR. It can be moved through your message wusing
various commands.

NOTE: At the beginning of a message the CURSOR will move to the
center of the display from the left and then will remain
stationary - after which the temt will appear to move about the
CURSOR‘s position. When the CURSOR is placed on a letter ROTH
the letter and the CURSOR will alternately flash.

Type the +following exercise just as you would on o standard typewriter
(don’t be concerned with any mistakKes that you make)!

I‘m o SUPERSCAN display console advertising system

After your message is typed, press the CTRL Key and the letter E Key
simultaneously. @A symbol (consisting of a */"with two dots above the left
side of the "/*') will appear on your screen. Freas the Key with the X
(star) symbol. You should now see the message appear on the screen and
travel off the screen to the left, again and again.

Congratulations! You have .just programmed your first message.

Fress +the X (8TAR) Key again. You are in the EDNIT mode again and your
text should be readable, with the blinking CURSOR at the end of the
message. You should experiment with the use of the LINEFEED and BACKSFACE
Keys at this time. Try using the RETURN Key to put the cursor back to
the beginning of the message. You will use these Keys in the next section
which will provide instruction on the basic editing commands used to
correct a typical program message.

10
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BASIC MESSAGE EDITING FROCEDURES

2.4.41 INFUT MESSAGE

NOTE? ANY TIME vou see the symbol CTRL followed by a letter in this
manual it means that you should press the CTRL Key AND HOLD IT [OWN
while you press the second Key,

Key in the command CTRL R, The command CTRL B clears any message in the
display unit memory and readies the unit to accept a new message.

Nowy let’s type in o message with mistakes, That’s right, we want to make
mistakes o that you can learn how to correct or 'edit® the text vou want
to write. The CURSOR should be at the far left of o blank screen. If it
is not, press CTRL K again.,
Type in the following message!

i am laerning howto EDIT my my new SUPRSCAN display console

Fress CTRL E (ALWAYS end every message with CTRL E). If the control

command hns been entered properly you will see the CTRL E EDNIT symbol

(*/%with two dots above the left side of the */*) appear, CTRL E is the

command that marks the end of your message. If it is not put at the end
of your message, your message will not repeat and vou will have +to go back
into the EDNIT mode and insert this command. If you have made your own

mistakes, don’t worry you can correct them as we go along.

Fress % (8TAR) and watch your mistake filled message travel across the
screen in the DNISFLAY wode.

2.4.2 EDNIT COMMAND LISTING / DESCRIFTION
The following commands will be used to edit the practice message that
we have .Jjust created!

LINEFEET: moves the CURSOR one space forward.
BACKSFACE! will move the CURSOR one space bacKward.

DELETE! removes the letter, character or blank space at the CURSOR'S
location.

RETURN? will cause the CURSOR to move immediately to the beginning of
the message.

ESCS this Key MUSBT be used together with the following commands AS

SHOWN RELOW,. FIRST the ESC Key is pressed (NOT held) THEN
press the second Key in the sequence as shown below !
ESC then LINEFEED! ploces the CURSOR 15 spaces to the RIGHT
ESC then BACKSFACE! places the CURSOR 15 spaces to the LEFT
ESC then RETURN! places the CURSOR at the ENDI' of the message
CTRL. Al this command is used to INSERT A SFACE at +the point just
BEFORE the CURSOR position.

i1



2+4.,3 CORRECTING SAMFPLE MESSAGE

Your message now looks like thist

i am laerning howto EDIT my my new SUFRSCAN display console.

Firsty press X (8TAR) to put your SUFERSCAN into the EDIT mode.

1. The CURSOR will be positioned at the end of the message - press RETURN
to move the CURSOR to the beginning of the message. It will cause the
first letter of yvour message (the "i*) to flash.

2., To capitalize the letter *"i*, press SHIFT ~ hold it - and then press
the letter *"I" (the *i* will be replaced with an upper case "I"),

NOTES this method "OVER-TYPING® is the simplest way to correct a
letter or character. It could alsc have been done by deleting
the letter (DELETE Key) and/or adding a space, wusing the CTRL A
command, and then adding the desired letter.

Second, press LINEFEED (the CURSOR will move one space right each time
vyou press this Key) as necessary to move the cursor.

1. Move CURSOR to the "e" in the misspelled word "laerning®.

2+ Type the letter *"a*§ the screen should now display "laarning®.

Third, press BACKSFACE (The CURSOR will move one space LEFT each time you
press this command) as necessary to move the CURSOR.,

1. Flace the CURSOR on the FIRST "a® in "laarning®.
2, Fress the letter "e” to over type the incorrect "a'} the screen should
now show the correct spelling of the word "learning®.

Fourth, press LINEFEED as necessary to move the CURSOR.

1. Move the CURSOR to the position directly under the *t* in "howto". @A
SFACE is needed BETWEEM these two words.,

e Fress CTRL A (this command opens or places a SPACE immedintely in
front of the character indicated by the CURSOR).

3. Now +the display screen should show "how to" and the CURSOR is
paositioned at the blank space vyou inserted. "

Fifth, press LINEFEED again as necessary to move the CURSOR,

1+ Move the CURSOR until the "E® in EDIT flashes.

2+ You will change the capital letters in this word to lower case letters
by simply over-typing the whole word.

3. Type "edit" exactly where the upper cose letters are on the screen.

4, The space after +the "t should be flashing showing vyour current
position when vyou are done.
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Sixth,y, press LINEFEED to move the CURSOR,

1, Move the CURSOR to the *"m" in the second "my?®,

2. To remove the extra "my"* in your sentence, press DELETE and the *m*
will disappear,

3. Now repent the same command to remove the *"y*.
4, You still have too many spaces between the words *my new'.
Y+ Fress DELETE until only one space remaing between the two words.,

Seventh, press LINEFEED to move the CURSOR.

Move the CURSOR to the "R in the word *SUFRSCAN®

Remember +.. the CTRL A command ADNS o SPACE immediately BEFORE the
flashing CURSOR.

3+ Fress CTRL A to add a space between the "P' and the *R".,
4, Fress SHIFT and type the letter "E" to complete the word *SUFERSCAN®'.,

e
L d £

Eighth, press LINEFEED to move the CURSOR.

1. Move the CURSOR to the *d*" in "display"*

2¢ Fress SHIFT and press the letter "D°*. An upper case *I" will appear
in it’s place.

Ninthy, use the same procedure as in step 8 above to correct the "c' in
*console” and thereby finish your first editing session.

Finally, press X (S8TAR), to put your SUFERSCAN unit into the DISFLAY mode.

Your corrected message should now travel across the screen, If vyou still
find errors in your text, simply press the X (8TAR) to re—enter the EDIT
mode and use the commands that you have learned in this section. IF

THERE ARE NO FURTHER ERRORS YOU CAN SIT EACK AND ADMIRE YOUR WORK t 1t |

One more thing, a computer, even a small one, can make some people a
little nervous. Operating this Keyboard and it‘s controls is no harder +than
learning how to operate o microwave oven after you have used a2 conventional

oven . The microwave has different types of buttons and switches and is
capable of turning out time-saving, delicious meals in a fraction of the time
vour old oven could. It Jjust takes a little time and study to learn how to
aperate.

You can make mistaokKes with your SUPERSCAN Display Console, (and as long as
you do not throw it on the floor) there is no way you can damage the computer
by Just programming it. S0 rela, play with your SUPERSCAN. It can be as
entertaining for the owner as for the observer!

13



14

CHAFTER TII

INTERMEDIATE LEVEL FROGRAMMING

3.1 INTRODUCTION TO INTERMEDIATE LEVEL FROGRAMMING

In this section you will learn to create eye-catching effects with vyour
SUFERSCAN IDisplay Console. Each command that you learn will add to vyour
ability as a SUPERSCAN Programmer. You will be able to experiment with each
new command ag it is discussed. In all casesy the busic commands that vyou
learned in Chapter II will be used emxtensively. All SUPERSCAN messages start
with text +typed in exactly as you did in Chapter 1II. Intermediate level
programming will simply involve additional control commands thot will ollow you
to add special effects ANYWHERE in your message that you wish. You will also

be exposed to commands that allow you to control the speed of vyour message
display.

As we proceed you will see that each special command that you learn will
have a special symbol that will identify where you have placed these commands
in your program. This allows you to always see esmactly what commands you have
used in creating special effects. These commands will MOT show up in  the
message that appears on the screen in the DISFLAY mode +s+¢ only in the EDIT
maode will these symbols be visible.

NOTE ¢ Remember you must ALWAYS terminate a message with CTRL
E. (This command signals the SUFERSCAN to recycle the

MESSAQE, ) This is true even if not specifically noted in
your instructions,

3.2 TRAVEL SFEED CONTROL

2.2.1 FREFARATION

First, put your SUFERSCAN console into the ENIT mode +.+++ Fress K.
Theny press CTRL B to remove any previous messaqge that may be in the unit,

Type in the message §
SUFPERBCAN can travel at different speeds

At the end of the message ..+ press the CTRL E command. The CTRL E edit
symbol (*/"with two dots above the left side of the "/") will appear on
the screen at the end of vour message.

Fress X. Your message should appear on the screen and should be
traveling from right to left across the screen in a smooth motion.
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3.2.2 CHANGING THE SFEED

Fress X to return to EDIT mode. Mow we will proceed to demonstrate the
CTRL Y command that is used to vary the speed of your messages.

When vyou use/press the CTRL Y command, you should see the symbol [ Y 1.
This command sets the rate at which letters or characters are passed to
the screen for display. The letter or character following CTRL Y
determines +this rate. There are 35 different speed settings. The
fastest speed is CTRL Y 1. The slowest speed is CTRL Y Z. The number
order is the sequence 1 through 9 and then the letters A through Z. The
SUFERSCAN will ALWAYS begin displaying messages at the rate of CTRL Y S if
you do not command it otherwise.

NOTE! YOU HMUST ALWAYS RESET THE SFEED WITH A CTRL Y 5§
COMMAND  IF YOU WISH TO RETURN TO THE "NORMAL® SFEED FROM A
SFECIAL SPEED SETTING,

The CURSOR should be flashing at the center of the screen under the CTRL E
edit symbol at the end of the message. Fress RETURN to move the CURSOR to
the front of the message under the *§" in SUFERSCAN,

Fress CTRL A two times. This will insert the two spaces necessary for
your speed command. Then type CTRL Y 1 (this is the FASTEST speed). Nouw,
press RETURN, then %X ... and watch your message speed across the screen.

Fress X to return to the EDIT mode. (Flashing CURSOR is under the [ Y 1
symbol) Move the CURSOR (use LINEFEED command) to a position under the
number *1°, Change the number 1 to a number 9, Then press RETURNy then X
and note the difference in speed.

Go ahead and experiment with the timing by changing the character
following the CTRL Y to a few different wvalues.

NOTE?! WHEN IN THE TRAVEL MODE - Speeds slower than CTRL Y & will
be wvery *jerky' and should only be used when this type of
effect is required. Speeds faster than CTRL Y 4 may cause data
or characters +to display improperly when the messoge section
that is "speeded up" is longer than 66 characters in length. IT
IS NOT RECOMMENDED THAT SFEEDS OTHER THAN 4,5, OR 6 BRE USED IN
THE  TRAVEL MODE UNLESS SFECIAL EFFECTS ARE REQUIRED. It has
been determined that reading messages traveling faster than
speed value 4 is difficult for many people.
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.3 SCROLLING EFFECTS

The SCROLLING mode is used to cause words or characters to enter the
screen from the top or bottom of the display screen rather than from the right

aof the screen as they do in the TRAVEL mode. This feature is used on groups
of characters or on words thot are less than or equal to 18 characters
dincluding spaces) in length. Words on the screen can be made to go off the

screen or to appear using this display effect.
3.32.1 FREFARATION

Fress X to return to the EDIT mode, then press CTRL B to clear the screen.

Fress LINEFEED three times to give you some space for inserting message
commands and to center your message on the screen. If you were inserting
this command into an existing message, you could use a series of CTRL A
commands to center your message on the screen and to provide spuace for
other commands that you may wish to add.

Type in ¢ HI I’'M SUFERSCAN

End your message with the CTRL E command.

3.3.2 SCROLLING COMMANDS

Fress HRETURN (this will move the CURSOR to the far left of your screen).
In +the space BEFORE the first word insert the commands: OCTRL K +then
CTRL. T. After the message you will insert commands for the SCROLL effect.

NOTE: The command CTRL R (it‘s edit symbol which is a "BACKWARDS

R* should appear) CLEARS and RESETS the screen for the next
command, CTRLL. T ("T" over a dot symbol will appear) sets the

SCREEN DISFLAY to an INVISIBLE state.

Fress EBC RETURN (escape return) to place the CURSOF at the end of the
message .

Fress the CTRL A command two times to insert two spaces in front of the
CTRL. E edit symbol,

Fress CTRL U (up arrow edit symbol will appear) then CTRL I' (down arrow
zymbol will appear) to command the message to SCROLL UP onto the screen

and then to SCROLL DOWM off the screen. {MAKE SURE THAT YOU HAVE NOT
OVER-TYPED THE CTRL E COMMAND THAT ENDS THE MESSAGE.)

Fress X and your message will scroll up into your screen and down out of
the screen over and over. If your message does not SCROLL, go back to the
EDIT mode (%) and go through the steps again to make sure that you entered
all commands correctly and in the order and positions listed.
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COMRIMNATION DISSOLVING EFFECTS

Go into the EDIT mode. Using the dissolve commands you will cause the
word SUFERSCAN to dissolve right, then left, then right, etc. ending with
a command to reset the screen and another to reset the speed from the Y1
speed previously programmed.

After the last exclamation point in SUFERSCAN, use A to insert eleven
epances. Type the following commands in this space! "M | AJ | AM | AJ | AM
AL AN D A L AR T AYS

Use *A to insert two gpaces after the *u® in *you®, Type AL ! _ in this
QUreEd.

Fress RETURN then X to go into the Display mode and view the message from
the start - the word SUPERSCAN should "move® in a *flashy® manner then
disappear and be replaced by the words "making you" which will appear and
hold on the screen for 2 seconds. The remainder of the message will
*travel’ as before. The edited message should now be!

AXZ7T_am_ALARAX4AYLISUPERSCAN! | AMAJAMA JAMA JAMAJARAY4  making_youAl__LAUGH_ & _
GIGGLE__ _when_I_WINK_and _WIGGLE___I‘m o_FLASHY_ITEM! AE

SCROLLING UF AND DOWN

Continuing with the originnl message, you will now learn to animate words
with the SCROLLING commands so that the word *GIGGLE® will make the people
watching “giggle®!

Go into the EDIT mode, and use LINEFEED +to move the CURSOR to the space
after the AL that was inserted after the words "moking you®.

Type *R before the word *laugh®. This command clears and resets the
screen and couse the words "maKing vyou" to DISAPPEAR,

Move the CURSBOR to the Space Jjust after the "&*' and use ~A to insert a
space at this point. Type AL command into the spaoce that you have made at
this point.

Move the CURSOR and insert 8 spaces immediately after the word *GIGGLE".
Type the following command at this point! AX@ (the 6 remaining spaces will
"*print" at the first through sixth screen positions).

These commands (with the three spaces already in the message) print out
*GIGGLE® after "LAUGH &" have been on the screen for two seconds and then
causes the first 7 characters currently on the screen (*LAUGH &") +to be
WIFED OUT, leaving only the word "GIGGLE®.
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