


B. CURVILINEAR OUTPUT (CLASS 2)

For curvilinear output, the output class field
contains the following:

Bits 0-1: 00 indicates line segment mode
(adjacent display points are to
be connected by straight lines)-

01 indicates dot mode

.10 indicates character mode (the
class-dependent field contains a
character from Figure 2 which 1is
to be displayed at each point
('dot-dot' mode is character mode
with the display character 'DOT'

. Y7810 . )
Bits 2-3: unpredictable
Bits 4-7: 0010

For character mode, the class-dependent field contains the
display character; in other cases, the contents of that
tield are: unpredictabilie.  The ‘data field contains a last
of X-Y display coordinates as depicted below:

Xi and Yi are the and Y display coordinates--after
scaling--of the i component of the vector represented by
this record. Each coordinate is contained in a two-byte

field, therefore one component in four bytes, and hence

the context of the vector being displayed is given by the
contents of the length field minus eight divided by thirty-two.
The assumed display area is square, with origin at lower

left, and both X and Y ranging between 0 and 4095. There

is a one-to-one correspondence between vectors displayed

and curvilinear output records transmitted.



C. SPECIAL CHARACTER OUTPUT (CLASS 3)

For special character output, the output class field
contains the following:

Bits 0-3: unpredictable
Bits 4-7: 0011

The contents of the class-dependent field are unpredictable.
The data field contains a contiguous string of variable-
length characters, each representing either a move in one
of sixteen directions or a change in position relative to
the lower right corner of the last character frame (where
for alphameric and special character display, the display
area is square, 4096 units in extent vertically and horizon-
tally, and a character frame is 160units wide and 224 units
high).

The sixteen characters which define move operations
are listed in Figure 3, and each is one byte long. Such a
character indicates a move from the current position, in
the specified direction, a distance equal to that '
of a2 move in the same direction from the center of a
64-unit square to its perimeter. The length of the move
is therefore functionally related to its direction.

A change in position relative to the lower right
corner of the last character frame is represented by a
four-byte character of the form:

1 12 bits 12 bits

x'70" A X DY

where & X and A Y are signed quantities indicating the
number of units change along each coordinate.



FIGURE 3., SPECIAL CHARACTER VECTOR CHARACTER SET

DIRECTION CODE
000.0 47
022.5 48
045.0 51
067.5 52
090.0 53
112.5 54
13540 : 55
157 :.5 56
180.0 57
202.5 58
225.0 ’ 41
247.5 42
270.0 43
292.5 44
315.0 45
337 .5 46
NOTE:

Codes are specified in hexadecimal and are eight bits.

Directions are specified in degrees, increasing counter-
clockwise from 0° at positive X in an X-Y coordinate system.



