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The Turtle. 

The red arrow or TURTLE in the centre of the logo screen acts 
like a pen drawing a line on the screen by following the 
instructions in your PROGRAM. 

.. 
Current 
program 

Main Logo Screen 

..... 
Red arrow 

<<<Click on a line. 
DMDLmO 
[]lli[] 

Ofil:J [illO 
I WIPE PROGRAM! I .. 

Command window 

Writing your Program. 

.. 
Routines 

Your program is a list of instructions for the turtle to follow. 
Use the mouse to create this list. 
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You create your program in the left hand column. 

Choose the line you want to fill or change by 
moving the mouse until a blue rectangle appears 
around the line and then click the SELECT button 
on the mouse. 

@Jlll•1111Jr~ro1]v If you need to add a new line between two others, 
move the mouse to the right hand side of the 
column to make a blue arrow appear. When this 
is pointing between the right two lines click the 

""----• SELECT button to slot in a new line . 

If your program is too long to fit on the screen you can look up 
or down the length of your program by clicking the SELECT 
button on the arrows at the top and bottom of the column. 

If you have empty lines in your program you can remove them 
by clicking SELECT on the TIDY button. 

Once you have selected the line you want to change, the 
command window changes giving you a choice of instructions 
for the turtle. Use the mouse to select the instruction you need. 
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I FORWARD 

lM:CKWABQJ 

When you select either of these buttons, a 
set of numbers will appear allowing you to 
choose how far you want the turtle to travel. 

FORWARD? ITJ []] By clicking on the arrow buttons you 
ITJCillillJOOCillOOCillOOOOOO can change the numbers shown (e.g. 
lillllilllfillllillllillJ 1se lill]lillJlillllilll to 11 , 21 , 31 , 41 etc.) so you can 
lillllillllillllilll lillllillllillllilll se I ect any va I u e from O to 36 9 
lilll lilll lilll [ill] 

LEFT 

[RIGHT] 

RIGHT? 

PEN-UP 

!PEN-DOWN] 

[CLEAR] 

1HOM}] 
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When you select either of these buttons 
another set of numbers will appear allowing 
you to choose by how many degrees the 
turtle will turn before continuing its line. 

By clicking on the arrow buttons, you 
can change the numbers (e.g. to 12, 
22, 32, 42 etc) so you can select any 
value from 0 to 369. 

When you select PEN-UP, the turtle will stop 
drawing until you select PEN-DOWN. You 
can use this to move to a new starting place. 

This instruction will clear the drawing area of 
the screen. 

This instruction brings the turtle back to its 
starting place at the centre of the screen. 

1REPEAT] 

REPEAT? 

EN_Q] 

DELETE I 

LEAVE 

FRESH ! 

Crystal Logo 

You can use this button to repeat a series of 
instructions. Pressing REPEAT will bring up a 
box of numbers from which you can choose how 
many times you want the instructions repeated. 

By using the arrow buttons you can 
change the numbers so you can 
select any figure from 0 to 73. 

You must insert an END instruction at the end of 
the series of instructions you want to repeat. 

Use this instruction to rub out a line if you want 
to remove it. 

If you change your mind and want to leave the 
line you have selected, use the LEAVE button. 

This instruction clears the screen and brings the 
turtle back to its home position. 
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Running and Saving your Program. 

<<<Click on a line. 
LIDcmcJ 
[llliO ---f 
CillLJ Lill[] OYillJ 
I WIPE PROGRAM! I [illlliJ 

Once you have written your program, you can run it in one of 
two ways by either clicking on RUN or FAST. 

IRUN I 

IFAST I 

Clicking on RUN allows you to watch the turtle 
follow your instructions as it draws on the screen. 

If you click on FAST the turtle will disappear from 
the screen and the program is run quickly. 

[FRESt!] This instruction clears the screen and returns the 
turtle to its home position. 

ISAVE] 
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When you are pleased with your program, click on 
the SAVE button . A box will ask you to name your 
program. All saved programs from Crystal Logo 
begin with P _. Type in the name after these letters 
and press Return. The computer will tell you if you 
need to change discs and when to do so. 

Save program 
What name? 

ILOAD I 

Crystal Logo 

When you want to use your program again , click 
on LOAD. The computer will tell you if you need 
to change discs and when to do so. A list of all the 
programs and screens saved will appear. Type in 
your program's name (the P _ is already there so 
you don't need to type it in again) , and press 
Return. The program will load and will appear in 
the left hand column. Now you can run it again or 
change it. 

IWIPE PROGRAM! ! If you de~ide not. to save yo~r 
'---------------' program, click on this button. Just in 

case you select this button by mistake, 
you are given a chance to change 
your mind. One more box will ask you 
if you really want to KILL the program 
or KEEP it after all. Be careful!! 

Building your own routines. 

!BUILD By selecting BUILD, you can write up to four 
routines which you can use in your main program. 
These routines will be built up in the small box in 
the bottom right hand corner of the screen. You 
need to type in a name for your routine then press 
Return. 
You BUILD your routine by making a list of 
instructions just like you do for the main program. 
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Rll!ij You can test and see your own routine working by 
clicking on this button. You can change your 
routine by selecting lines as usual. 

!FINISH WRITING When you are happy with your 
routine, click on this button. It is now 
available as a complete routine to 
use within your main program. The 
name of the routine will appear, in a 

Change line to.... d b b 1 th h I FORWARD llBRCKWRRDIL.illLJDlliO re ox, e ow e ot er commands 
Im oowNl[fil][][Jill[]c::HQU in the command window. Clicking on 
OOlliJ D!D LltliliJ OlliLI QlliD its name will insert the routine into the 

=lrR=IR=NG=LE=ll =so=uRR=E =-' ___ ___J current line in the main program. 

CHANGE NAME ] Click on this if you want to change the 
name of any of the routines you have 
built. Delete the existing name and type 
in the new one. 

CHANGEj 
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Click on this if you want to change one of the 
routines you have already finished. The names 
of your routines will appear at the bottom of the 
selection box as well as in the routine list in the 
bottom right hand corner of the screen. Click on 
the name of the routine you want to change. 

Change BUILD 
What name? 

,HWIHW 

lumE 
SIM 
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Colouring your screen. 

Once you have run your program and the turtle has drawn on 
the screen, you can do several things with it. 

COLOUR This instruction brings up a paintbox of colours 
from which you can choose. Select the colour 
you want by clicking SELECT on one of the 
paint pots - its lid will open. Now colour your 
picture, area by area, by using the mouse and 
clicking SELECT in the area you want to paint. 

D 
R~~· 0'{,Jr 

[FINISH I 

R~DllllDLJDlllllD 
o~ colour in! [illillJ LillIJ [illKJ 

If yo~ make~ mistake when you are colouring, 
clicking on this button will rub out all the areas 
coloured since you last clicked on a paint pot. 
The areas will return to the colours they were 
before. 

Click on this button to finish your colouring and 
return to the main screen. 
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Saving and printing your screen. Index KILL 7 

lsAvE: You can name and save your screen in the !Draw 10 
same way as you saved your program. The !Paint 10 L 

screen will be saved as a sprite wh ich can be A LEAVE 5 

used with !Paint or !Draw (Sprites take up a lot Add a new line 3 LEFT 4 

of disk space!) The computer will tell you if you B LOAD 7 

need to change discs and when to do so. BACKWARD 4 
p 

BUILD 7 Paint pots 9 
I 

PRINT ! If you have the correct Rise OS printer driver Building your own routines 7 PEN-DOWN 4 

installed before running the program, you can c PEN-UP 4 

print a copy of your picture. CHANGE 8 Printing your screen 10 

CHANGE NAME 8 PROGRAM 2 

It is a good idea to save your work first before you attempt CLEAR 4 R 

to print. Colouring your screen 9 REPEAT 5 

COLOUR 9 RIGHT 4 

Command window 3 RUB OUT 9 

D RUN 6,8 

DELETE 5 s 
E SAVE 6 

END 5 Saving your screen 10 

F Saving your program 6 

FAST 6 Sprites 10 

FINISH 9 T 

FINISH WRITING 8 TIDY 3 

FORWARD 4 TURTLE 2 

FRESH 5, 6 w 
H WIPE PROGRAM 7 

HOME 4 
K 
KEEP 7 
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