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OFFICIAL NOTICES

PRODUET COPYRISHT

The softuars, Bpr it @POWER, and thls sanual deseribing said softwars are copyrighted by
BIRITAL E 1987, All rights ars resarved. Excest for archival fpersonal Libraryl use, the
softuare andlor this aanual may not, in vhole ar in part, be shored in any retrieval systos, o
trm-I_H-i in anmy fore or by any seans, elecironlc, seckanical, photocopy, resarding, or
ckheruise without the sxpross witten peraisgion of DIDITAL EIPRESS. Ba advised that il 15
illegal to distribute any copies of bhis software bo unlicenssd usars by sale, Grade, o
gl ft. By Unibed Btakes Copyrighk Law ATITLE L7, LECT, unauthorized reproduction and / or sal#s
Il:i’ result in imprisoneent of = ko coe year and fimes of up to §10,000 117 UBC 5061 . Lopyrighk
infringers may alwobe sub ject tocivil Iiabititles.

PUBIFC DOMAIMN FILES

Hhan wlewing the directery of the Spr it ePOWER sediua (data pack or disk), youf Ll nobe that
the first file (36K in length) isentikled "sp.cbj™. This is the ob ject code of SpritefOUER
progras. This is kheonly progran on the wedius that is copyr ighted by DIGITAL EXPRESS. ALl obher
filles isted in sajd directory are hereby, i1 not al rnd]r previously stated as such, donaked inka
the public dosddn. This includes the three sets of serites (stored both ia 280 and BASIC binary
faage iles), the thre picture f1les stored I SaartPRINT formak, the Pia, BER progras, puff (the

arcade - skyle gase), and Spritelaso.

DIESCISTMER

DIAITAL EXPRESS has evercised due cara in the pr gparation of thiz saftuare Lastruction sanual and
the prograss vhich it describes. M warranty, either wspross or isglied, b8 given as to bhe
accuracy or suitability of the aofkuare or this manual for & particular purpose and DIGITAL
EYPREGS shall not assuse any 1iabelities for consequent bal cr inconeequent ial damagos artairg 42
a resulk of using khe saftware or inkerprating ke docuseatation.

BTORSEE MEDILM WA RREANT ¥

DIRITAL EIPRESS warranka ba the purchaser of bthis produck bhat the storage sodiom is free froa
defective maberials and wor kaarship, 11 theariginal storage pedius Toigetal daka pack ar dizll
Yalls ba Tunckion properly, it wi |l be repaired or Teplaced i T Feturned Lo bhe Tal loving sddress

DIGITAL EXFPRESS
P.0. Box 37
Dak Hill, WY 25901

BLTERNATE COQPYyrRISGHTS
AND TRADEMARKS

gher In copyrighted by Lazer Ricrosystess, 1963, Coleco¥ision Ls 4

ntarpr
::;#:ﬂ'}%thm. EpartBABIC, and Smarthriter are bradesar ks of Coleco Industrios,
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GETTING STARTED

NHOT »OUu Wrrf NEED

¥ Youwl il newd an ANA™ compuber vith a "reevlslon 80° sesory console. To veri Ty your revision
of the mesory console, wimply press bhe "R lekber key vhile halding doun the CONTROL key tn
thi "ELECTROMIC TYPEWRITER MODE™.

B Youwill need revision 79 Sear tBASIC V1.0, To verd fy your veraion of the interpreter, enter
PRINT PEEK (2600 after loading SaartBASIC,

8§ Youwill nesdaTVor monitor, preferably color,

LOSDING SpritaePONWER

The Spr [ LePMER slectronic storage medium includes a nusher of files. The primary progras has
the sase nase as the package title, Spribe®®ER, Bofore you can wee the progras, you ausk
tramsier it fros the data pack or disk into ADMM's sescry. This is ralled loading aor
bogoting the progras. Once the program is loaded, it will sbay in sesary unbi] you choose ko
wxzit to SeartWriter, press Cospuber Reset, or pover down bhe systom, Refer Lo Lhe following
diagram for loading SoritePMER from 4 digital data packs refer bo your disk drive sperabor's
marwal for loading froe adisk.

POWER SWITCH IMEERT DEGILAL DATA PACK COMPUTER RESET BUT oM

0O NOT TURN POWER OM OR OFF WHEN A DATA PACK IS IN THE DRIVE

0O NOT REMOWVE DALA PACK WhILE THE DRIVE |15 OPERANINGI |

T
e
b
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HERE'S HOM T LDAD Sor|taPQHER INTD ADAR'S MERCRY
1. Turn ADW on fhy pressdng the pousr uitch located on Ene back of the AN priater ).
2. Turn on your TV or meniter,
If you have disk drives, turn the power o o thes.
4,  Insart the SpriioPOMER sedium inko cne of the drives.
Close the drive door. Mow, press Cospuber Resat.
B Instantly ADAM will start plﬁnﬂ a simple selody. Within a few secomds, a graghic
bitle screen will appear s resainder ol the progras loads into ADAR's
weacry. A fev seconds later, you'll see six SeartREVs with descripkive labels,
at the bottom af the screem,
THE SpritelPOWER FILES

The SpritePTMER electronic storage sedius contains a nusher of files. The following Bist
duscr ibes these,

H & & . N & W
-

THE_PRIBWRY PROGRM

sp.obj1 Thisisa ful and user friendly sachine code wtility for designing your own
zri.tll s Tor wee with in EaartBASIC or sachine language pregr s, The progras | § enkanced
th sophisticaked graphics design and sound of fects.

IHE SPRITE SETS

The a0 . ob j progras glves you thres opt Lons for storing asek of serites. You can store tha file
n..zgibd.ru.r i-n{il.ln, 4 BASIC bdnary image file (wikh an "H" file type), or & standard ASCE]
data file thak can be transferred via sodes, Tead by Ssartriter, or used wilkk Sear CRASIC (RRis
Tile will have an "A" b, Gimce you say wank bo sbore & parkicular set ol sgrites in esch ol the
thres storage sodes, | recoamonded bhak youuse a shor b Filenase sul iz, You sight want bouse
% 7" dor the zBO file, *.b" for bk BABLC binary image file, and ®.&" for the ABC1] version of the
flle. Tha ritePOWER sadiws containg three sebs of sprites. Esch set is stored both 2z a
£B0 and a BASIC binary isage f1le. Thess are:

gEometry.z geometry.b
miscOl.z miscOl.
alphabet.z alphabet.b
THE TERRETRATION FROGRARS

This medius |ncludes bwo prograes that desonstrate sprite usage; both of these prograss regquire
khat you Lead your own SaarkBAEIC Before you can use thes. The program entitled Spri telemo
is very sisple and replebe with instructions in the REM skatesents, You could easily madidy this
program for wse wibh your ous sgribe programs. The file entitled puf § descostrates speite
usage through an ackion packed arcade style gase. You alght want bo play bhis gase belora using
the design progras just ogek an idea of the eociting mew disensd on that sgrites can add to o

prograns.

THE CAPTURE SPRITE FILER

spri tePOHER glwes you tve ptions lor saking 4 spvite film E)«m.l can draw thes o a large
grid or you can *capbure® thas from a h!r'l resolukion graphics picture Tile, The picture Tile
sust Tirst be "ﬂ_"d in SmartPAINT forsat imhl:r DIGITAL EYPRESS soltvare packagel, The
file Pix. HER is ine luded a0 Bhat you say t.u_w'lrl u:l.:hl'l-tqmwﬁjn'. forsak. You can BRUN
khis prograa altar ani_n;nn your HER screes wi bhoult dl.llturhipg the graphics o you can even load
poi file, Thres picturs files are includsd o the sedies thal are slready in Sear tEATNT
orsat. Eachpdcbure |3 stored as four X 1iles Illih_ll"]!l'l. "HEP, = RIS, CMRIS, and CL R4S

Using thess files 15 pplaimed in detail later in this sl ;
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USEFUE DEFINITIONS

BIT IMAGEL Everything that you see on the your TV or monitor screen displayed by ADAM s
generated by dint of bi® |sage graphics, The screen is composed of 256 by 152 dots, or bits. HWhen
adot s on (displaysd), Lts bit valus (s one. When s dob s of f fnot displayed), ibs bik value is
zero. Since ADA's brain, & zBOA aicrochip, is an B-bit processor, every eight bits {starting at
tha 1aft sdge of the screen) are grouped into 4 speei fic quankity, called abyte. & collectionof
these bytes, vhether one or 439152, is labeled a bit image.

KENCLICK: Throughout the BpritePOMER progras various sound effects and tones are used. Host of
these are heard as the result of pressing certain keys. Keyclick is the technique of using
arbitrary scunds to signi fy acinowl edgesent of keypresses.

HENUi As is the case with & restaurant's menu of its speciflc cuisime, a softwvare senu is &
collection of avallable options. SpritePOWER's primary menu consists of six options, Each
optlon, in turn, presents ks own menu of sub - options. Pressing the ESCAPE koy it virtually
any point within SpritePMER will bake you back bo the prisary senu of six options.

PITEL: Pivel is an seronys for Plcture ELement. The tera refers to a single dot on the manibor
screen. This corresponds toa single kit of abik - inage.

SmartkEY: Seart¥EY is the tern that Coleco assigned to the six function keys on the bop row of the
keyboard designated by Rowan nuserslsa. You direct bhe SpritePDMER program by pressing cortain
Sear tKEYs.

SPRITE: Sprites are user - dedined patterns which provide for secobh animatlon withaut
diskurbing the background graphics. They may be pesitioned in multi = level overlays to craate
three - disensional objects. ADAMFS video chip supports T2 sprites to & set, Lower nusbered
sprites-have a highar screen priority than higher nushered sprites. Conseguently, when
overlayed, higher nusbered sprites will appear bo be underrwath | over nushered spritas,

TOGELE) Some of the SpritePOMER controls are selecked by pressing a spech fed BrartEEY o turn
the partizular feature "on® or "aff®. This process; analogous to Mipping a 1ight switch, is
referred o as "toggling® the contral.

WINDOWS: Each screen within SaritePOMER can be considered as composed of threg seebicng o
vindows. The largest of these sections is the graghics vindow) it 1 the upper five- sickhsof bie
screen.  Just below this is the aessage window; it ds & Dight rod bext line used ta gj solay
inatruckions parkinent to the SmartKEY conbrols. 4k the bottom of the screen is thie SrarkkEY
window. This wingow is used to display Rosan nueerals corresponding to the Feybadrd’ s function
keys) bensath sach nuseral a sessage (s displayed duscibing the particular key's cantral,

VRAPARDUMD: A g [d of saall squares £3 weed by Spri bEFOMER to facilitate sarite desion. The grid
condists of 16 rovs of 15 squares each, A single square reprosents one bit of & saritels bit
image.  You can turm the Bits on or of | by using the arrow keys on the keyboard. & larger, solig
bex {4 used a8 & cursor to indicate your currenb position within the gride 1f you sove nlnt the
left edge of the grid, the curser will go tothe right edge af the gridy i f you sove past the bot kea

of the grid, the cursar will ¢
wige um:"u.m‘ i1l go ko the bop edou of the grid, and so on.  This technique is

FrfFfFrssssEsseemsn
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USING THE KEYBOARD

You contral the Spri tePOMER srogras by pressing cartain keyw on the keyboard, The folloving
{Mlustration depicts the standard mn:;mlr“ you sy vant to refer ta ik in reading the key
dwncr ipkl ons blow.

L e S K= e R T B

CONTROL | N T

KEY 0 G, o
oo | a1 2 s

KEYBOARD CHARACTER KEYS  SPACE BAR  CURSOR COMIRCH
KETS

BACKBPACE KEYi You may use this bey or the left arrow curser bey to erase letbers vhen entering a
fi1e's name for storing or rendslng.

CHARACTER KEYH1 You will use the character keys toenter file neses for storing or renasing.

COMTROL KEY1 While drawing sprites, the CONTROL KEY say be used o |ncrsase or decrease the
current sprite nusber. To use the control key, you must Tirst hold dewn the contral key and then
prasn the other indicabed bey — In this case, in conjunction wikh the up or down arrow cursor

ks,

CURGOR COMTROL EEYE; The cursor (or arrow) keys are used ko sove the cursor within the sprite
design grid. They are alsoused bo select sorite sets from the directory's file page.

Throughout the SoritePOMER progras you can branch progras execution back to the
prisary sena of six opkions by pressing ESCAPE,

Gagr {KEYEN Thess nix biys are on the bop rov of the keyboard and are indlcaked by Roman nuseral s,
Mnl“htm‘! the prisary funchions of the SpritePOHER prograa.

LI L]
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USING SpritePOWER
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f “CHAPTER THPEE I‘

THE PRIMARY MENU

Whan Bpr i tePOMER has finished loading Lrko ADAN® s mesory, khe bitle screen will clear and you' 11
sew the six options of the prisary ssou displayed in the SeartKEY vindew. Each opbion will take
woul on & L ferent courss of actlon vithin the progras. At wirtually any poink, you can press the
EBCAPE lory to coss back to these six optlons) and, each courss of action will returs you to this
wenu upon completion, Thepicturs below depicts these six prisary cholces.

Tl | el |
T | B | o | e, | S S

SCREEN COLOR

Pressing the Rossn nusersl SwartkEY "I* from the orisary senu, will bake you to the six screen
color options, The picture belov shows these six cholces, To select the color of your cholce,
Just bap the Smart¥EY which corresponds te your chalice, When you are done, you can press Sear tKEY
Y1, “primary menu®, to go back to thak . Pressing the EBCAPE key willl also take you back to
the prisary memii.

1 [ ¥3 W‘]’
CTah FELLOW | GREEM BLUE RED il

RESFET SPRITES

Prawsing khe Roman nuseral SeartkEY “11° from the prisary senu gives you the cption bo reset khe
sprites in the vorkspace to the default (start - up) shape patterns, de, each one is changed back
jnte a solid block, Use this option vith care; you could accidentally unda hours ef your oun
sprite designs.
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Aa & prwc st {my you are aeked L1 you rmally vant $o resmk the current werite designe. The firsh
plcture balew depicts the SaartKEVs that are presented. Prevs SaarthEY 91, “YES®, if you're
ewrtain thab you want bo reset the sori b designs. 11 yeu would rather not endo any changes tnat
you'va alrasdy laplesented, Just press SeartiEY U, "HO", [f yeu select tha "YEE® cptiom, A
w1l rwset the sqrits desiga to the default block shiges. Then tha sessage uindow it seerise
you that the sprites have been reset, and you’ Ll see tha Emar tKEY depicted in the seond picture
balow, Just presa “¥I®, primary sevs, b go Back to the firak senu of sinopkions.

WwreEw SPRITES

Pressing the Boman nuseral SsartKEY *110" From the prisary sesu i1l allow you to view the sprite
designa in the workspace. Hhen you are ready bo contisue vith bhe progras, jast press Bawr tKEY

V1 “primary memu®.

The fol loving pickure depicts Ehe SsirtKEYs that you'll ser on the view sprites screen. Fress
SaartKEY [V, page cne, o see the Tirst siztem sprites in the set. Fress SnartkEY ¥, pige tvo, to
vimw the second i sbeen spribes in the set. Just above sl Lo the Left of each sprite, its manler
i e et 48 displayed. You can wiew the set ak double magni ficakion by first accessing that

eption Trom the DRAN SPRITES menu (wkich s df scussed belovl.

DRaSN SPRITES

Pressing the Romen nuseral SsartKEY “1V" from the prisary menu will permit you to design your cwn
soribes, either froa scrabch or s ainor s fications of the sprite seb currently ia the
workspace, In addition bo the nornal BmartKEY commands, you also have nine CONTRIL funckions bo
choose froa [m designing your sprites. Thessare listed below, as well as, on the screen.

T = pusber up
4 = rusbar down

@ = grid to sprite
8 = sprita to grid

C = change color
M = change slie

R = reverss grid
F o= flip grid
I = {nvert grid



To use these aine comsands, you sust first hald doun the CONTROL key and then Sepress Bhe other
indicabed key, Each funckion changea an assect of bhe design grid or of the sor (teitsel [, Let's
take & look at the DRAM screes.,

The grashics windov can be considersd as four inteqrated cossonents. Ak the upper left, you' 11
wee the |ist of the ninecontrol functions. Below bhis three DRAM paraseters are indicated.
These aret status (cursor up or down), mode (tursor draws or grases), and number
ireveal g the nusbher of the spribe currently being disslayed).

On the upper right side of the graghics window you' 1] see the sprite design gric. [% consists of
16 rows of 16 blocks wach. Each block represenks one pixel in & sprite’ s design. Thegridis eight
Eimes as large as the sprite {at moraal sagni fication). You'll mote three types of blocks within
this grid. Ween you first stark using the progras, sach hlock ishollow, Each ssall hollowblock
indicakes that thepixel isoff, Aesall solidblock sesvs that the piael is bureed on. The cureor
{peddition indicakor) is a large, {lashing salid black.

Centered below the sprite design grid, the current spribe is displayed. Wote thak when you first
skark using bthe program, all TFsprites are just large blocks,

AL the very bottos of the screen the six SearthEY funckions are revealed. The picture below
deplets these funchlions,

o | [ | 0% | me | )

Mow [t"s wxaming 411 these design contrals e lunchions bhat you hawe sccess bo. First, let'e
bry bhe BearXEY funckions. SeartkEY 1, chenge status, will boggle the cursor status, Tryik.
Tap thie Roman ruseral key and vatoh the status description (4t the Jower Left side of the oraphics
window) change. [f 1% wws “up®, 1t will chasge to “down®. [f ik was “down®, it will change bo
"up=, The status eontrols the curser effect on sowing within the designgrid. Bhen the status ie
*yp®, cursor movesant will not have an effeck on the grid. Wees the skatus i5 "doun®, any cursar
movesent wil 1 change the design on the grid. THIS IS5 HOW YOU CREATE A DESIGN,

SaartkEY 11, change sode, toggles that peraseter Detueen "drav™ and “srase”; 10 the eode was
sdraw®, it uill chasge to “erase®. [f bhe sode vas "erase®, ik vill change to "draw®. Kobe that
the skakus MUST BE "DIMN® in order for durser sowesent fo change the grid. Hoving tke cursor
[uhElw the sbatus 19 “down®) when the mode s “draw” will sake & grid block selid.  Moving the
cursar [while the status 15 “down® ) when the scde L "erase® will make 4 grid block hollow. Hate
that sol id blecks represent the wievable porbion of & spribe and hollow Blocks Fepresent the part
khat 18 nok seen.

The function of Lk third and fourbh Saart¥EYs i vory simple and straight {forvard. Ssark®EY 111,
cloar grid, vi1] instant]ly make a1l bheblocks in the design gridhallo. SeartEEY IV, fill grid,
w11 dnstantly sake ail the blocks in the design grid gulids Kobe tkat both of these options will
clear the design thak was previeusly displayed on the grid. Thus, you should use thos withk CARE,

Tow wixth Searb0EY, prisary menu, will jusk return you bo the prograst s entry ssnu of &L 1T baary
funckloms, Also, pressing SESCAPED will branch the progras back Lo the First seng,

' B F FF B EE
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Thee #1118 Gmar tKEY from the DA sarst, 1 ubelind "ar o, 411 s yous to shorw or vabrinve 2 3prite

dusign fros s {nternal progras storape bufiar, This saralbs you b exchange or sarge sor it
from a0 skt 1o ansther.. Hoan v §4p Saar HIEY U, the graghica scram will clear gscept for the
‘the sprite designgrid. fou are then presented with the folLoving thres cplisns.

Prawsing BaurtkEY IV hare, store grid, will put the grid values inta this internal bulfar. The
grid itaal f uil] MOT chasge. Laber you could ratrieve 4 file from a disk o data gact and khen use
the Sear®VEYY option, Load buffer, iotransfer thesprite from fhe seslier sek tothe latter.
Whan pou first stark waing  Bprd E@POWER, the centents of the buffer sprite is 4 large
block, Mobe that RESETing the sprike designs will ROT have an offect on the sprite design in the
buf far.

Thiese two buffar otioes enly invelve the sprite [MODRECTLY, access haing accosslished via the
grid = this i1 a failsafe Festurs to prevent accidental destructios of an actual sprite in the
ek, Ween you UOAD the BUFTER, the spribe utich uas previously on the grid uill be replaced by the
conkenks of b buf fer,

Upon tapping any of the three BFFER funckion SeartKEYs you are bakes Back b0 bhe IRAK samu. The
#ixbh SaartkEY hare, previous senu, o lows you be go back without any bulfer sxchange {in the
wvmit thit you chasged your aind aiter depreasing the SsarkEEY for *HMORE" draw optiensl.

Luk's take & losk at thess nine CONTROL ¢cassnds and cursor sovesant. You can sove LR cursor
witiin the grid (as you say have al ready quessed! with any of bhe four arvew keys Locabed on bhe
lower right aide of the beybcard, Mote that a grid wraparound fmature i3 esgloyed, 11 you sove the
cursor beyond cne edge of the grid it will “wagaround® o the opposite adge. This feabure |5
wapleyed bo provide for rapld relocakion of bhe cursor.

Halding dewn the {OONTROLY ey and Rian deprieasing i ther bie UF or DOWN arvew key will change the
current sprike masber, This will cause buo changes in the graphics vindouw, Thee current rasher
(disp] ayed at the lower 1ait side of bhe graphics windoud will change toreflect the newnusber,

And, the current sprite Ssign {MOT THE GRID DESIGH], which L5 centored beneak®s the grid, will
reflect the design of that particalar sprite nuster.

The pexk buo CONTROL options (0 and "3) are anfithetical, Haldieg down the {COMTSOLY key and
then depressing the "8% Letter key will tranafer the design on bhe grid te the current serite
nusber (displayed benaath the gridl. &nd, halging dous the CCONTROLY key and then deprassing tha
"5® |etber koy will transler the corrent spribe’s design bo Lhe grid.

hing the COMTROL + 8 comsand i3 bow you enfer a sprite iato Lhe current sab. First desigs The
shape on bke ghrd, then use G pat tRe design inko thesprite set.

Tha CONTRIL + S cossand a1 lovs you ko edit or modi Iy a design al ready in particalar sek. Firsk use
CONTROL plus &n up or down arrow kay bo gak bha sprite that you want to edit. Then use the *3
coanand Yo tranafer the spribe ko the grid. Mow edik the shape (using bhe previously discussed
controls and funcklons), When you're [inisked, jest big °6 bo bransler the sodifiod shage on Lhe
grid to the actual sprite.

Ab thds point you should note that thegrid's design vill resain the sase unkil you chamge |1,
Thus, you can scve anywhars throughouk the program vithout disturbieg the grid® s design values.
Try ik, When you coss batk bo the DRAN serm, you' 1] ses that the design is stil] thers,




Th-lm + C consand vill change the color of the current serite. Repeatedly using “C will
:r I' through the avallable color cholces, The color will inskantly change for the sprite
splayed belov the design grid. This new color vill remain im effect unkil you RESET the
Iprlitnl GETting another file froma dats packordisk will net change the sprite calor valugs,
You'1l notw that all sprites in this progras are displayed on 2 black background, This feature is
waployed to prevent any possible confusion regarding the calor of a mrite. Accordingly, the
progras does not allov you to chamge the color of & sprite to black, This is an inteational
Lialtation of the program; in your ows prograss you aay, of o as, use black colared sprites.

The CONTRIL + H command netant]y changes the sagni fication or size of the sprito sot. Theentire
et say be either standard size (16 by 16 plusls! or double sagni Tication Tenlarged to 32 by 32
plaglsl. Once you toggle the size of the b, the new size vill resain inef feck unbil you change
L. You should nobe that *M 14 the sane a5 pressing the SRETURNY kay.

The last three CINTROL comsands persit you bo quickly sanipulate the bits designated on the
sprikedesign grid. CONTROL + R uill reverss the grid; the praviously solidblecks will change to
hol low and the previowsly hol low blocks wi 1] change te solid, Thus this cption complisents the
bik image transposing set and resat biks.

The CONTROL + F comsand will flip the grid horizoatally., This produces a alrror image of the
previous design. An even ausher of conssculblv® wias of this option restores the grid ta the
erlginal shape design. The CONTROL + 1 comsand inverts bhe grid verfically. This generates an
upside-down image of tive previous shape. Again, a0 even mesher of corseculive wies of the comaand
restores the original shape desipa, These two comsands ady apeear to have no ef fech on & desinn
thak is symsetrical.

ANIMaTE SPRITES

Pressing bhe Rosan romer al BeartKEY V¥ from the prisary sews will present the sprite anisation
cptions. These are depicted belov.

S | | . e | 2

At bhe top, conter of the graphics vindow you'l] see & small sguareg thix is the sprite activation
window, [t allows you to wiew sorites Ehat are not currently displayed sosevhare olss on bhe
animation screen, How let'sexplove the s Seart¥EY anination Functiens.

Foman manes il SAIrtEEY [, scan bo burs om, pewad ts you bo cycLe through the spribes wiich dre not
currently dlsplayed elsevhere on the screen. The measage windo ingtructions direct you, Use
the up or dows arrow bey bo change the spribe nuster tdisplayed |nside the sorile ackivation
wingow along with the sprite (tself). 17 you vant to shork ERe *turn on® procedure, just tap
CEBCAPEY, Whan you find the sprite bhat youwant to “take® for anisation, Just prece LRETURM?,
This scanning will pass over any sprites that are already displayed aleevhere on the screen. An
error Bz will sowd i you depress SeartkE¥ 1 s all 32 sprites are already disgplayed for
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SaartHEY 11, Locate sprit 10l th
#, iameful in finding & particular spribe vhen you hind seueral o L]
:m'w on bne acremn, 1 pou saleck Sear$SEY 11 when no sribes are displayed, an arrcr buti

You will b anbed to enker the spribe nusher that you vant ko locabe, The marites wra nusheréd |
Wwu 22, You cas also enber the susbar zerc bo locabe the Dast sprite turned oa tregardless of ke

To Jocakw bhe sprite an intersecting horizonksl and verbical Line is drawn. The spribe is just
inslde the sosthesst interssction suadrant. Gince scee plaels say not be berned on in the
woribe’s shape, it maybeoffeet bo bhe right Trom the istersection border.

BaartREY 111, furn 817, allows you to rescve 2 ssrite Tron the snisition screem. [fnosgritasare
alrmady burned on, anerrer buzz uil] sewsd vhn you depr#ss the Rossn nussral key.

¥ed wl 1] b prospbed Lo waker b nusbier of the sprite that you wend to burn oTe Again, o say
kit the rumber 2ero bo dndicabe She §ask sprite that vas Lurnes oo,

SaartKEY IV, change incresent, permils you to seleck the glunl incresent lor anlmation. The
dufaulh setking (s "ome™. Tou may enker vy value bebveen one ind TLFEy, dncluslve. Fou may alise
praws SaartKEY [V slaply Bo ascartais the cerrent valus. Hith this eption, just bas (ESCAPEY
rakier than miering a nev incresent valus.

Saart¥EY ¥, anisabe sprite, is the cenbral control of this sevs of opbloms. 11 o sprites are
lrmady turned on, an srror burz will sound when you press the Rosan nuseral key,

First, you are asked to enter the sprits resber to anisabs {sove on the scresni. o may lsa
erter zero o opk for U Jask sprite thet you burned on. Bobe thak you MUST turn oo bhe sprite
BEFORE the progras will peredb yos o anleate it.

Uise 4 Tour arro ieys (located st the lover right slde of the keyseard) to sove tha particular
sprite, Hiwen you have Tinished, prass (RETURND bargo bick to Ehe semu of s & animakion opliews.

In actual use within your cwn prograss, you day want o ukilize several sprikes o create one
Large and/er mal ki = layered shape wiich arn to be axisated in enison, The anisation aspect of
£his program is st designed Lo deacnatbate that sophisticated feature. However, you could use Lt
to place several soribes close bagather b2 visw & statlonary image of such an arrangesent.

-
BaartHEY VT, prisary seeu, uill return yos to bhe progran’s first sis optiens. Tapping (ESCAPEY
willl 418 accosp] ish tile. You should note that Spv | 1 aPOWER does not sbore ke locallons ko
whii ch you seved the spri bes. Thus, very time thak you selech thit ANINATE SPRITES cotion frea the
primary senu, yeuwill start et with no sprifes burned on for animation,

EXTT

Preasing bhe Fonan muser al SaartKEY VI irom bhe grisary senu of six options al lows you bo Leave
ke progras. You arw wnied 11 you really want to resed yeur ADHA wi'th ke Tolloving bwo choices.
if you select "HO*, you' L1 ke retursed o the prisary sei. Choosing "YEE® will reset your
coaputer Just s |1 you had pulled the cosputer reset sultch, 11 thare is a sediua in ot of the
drives, 1k will babocked, 1fnot, your ADAH Wi 11 jusg bo Smar biri ber,
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DIRECTORY OFPTIONS
Prossi
wakng tha STORE/EET word proceddlng kiy froa the prisary senu will present you with a variety

of Tile access cholces. Unlike the other
% g options from the prisary senu, this one has sore than one
weri of sub = options, The Tirst of these sub - senus presents three m;Hm-l. These are depicted

belov.
Elmr
HENL

Baar tKEY V1 wil] bake you back to the prisary sens, BeartKEY Vwill read the sedius (data pack or
disk) Ln the spect fled drivey be CERTAIN that yeu have & storage mediun in the spec i {ied crive
BEFORE pressing SeartkEY V. At first this speci fied drive i1l be the one that Sor | LEPIHER was
booted from, You can changs the current drive wikn the SaartkEY IV opkion, seleck neudrive.

When you press SeartEEY IV, ADMH will scan pach storage drive to ascerbain vhather or not it
containg o wedius, This, you should insert any alkarnate sedia in the drives BEFORE pressing
SaartKEY 1V, seleck new drive. 11 you have a skorage mediua inall four drives, you'll see bhe
infarsation in the Tirst illuskrakion below in the Sair tKEY windov, Only drives which centained
medi a vhen you chose "select nev drive® vill be displayed. For instance, if only the first tape
and dlsk drives contained a skorage sedium, wou'd wem bhe information depicted in the second

plckure belov.

g

sking the Spri tePOWER progrsa

You'll note that SmarteEY Y 1S Labeled randisk. Upom cospl
its af programaing in sichine cadal,

tgp.obij}, VM ol wser amaoTy was still fres (oneaf the bera
This extra RAM has been dedicated to serve you a8 a rasdisk, it acks as an ubtra - last storage
drive al lowing you ba store afid retrieve sprite Tiles wikhoul Jccessing tha :tmda_rd Auniliary
davices, When you EXIT the progran thess fil89 will helosk. Thusg wu_ihwlu usp knis rasdisk a5
2 beApOT ATy WOrEERCE. Then when you are ready ka coaplete your SEEELON with the proqras, just
g7 the Tiles individually fron the randisk that you want o keep and 9TORE khea permanently o0 a

dishk or duta pack.
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To salect & ey drive, jusk tap the SeartiEY vhich corresponds to the drive that you vant to
acowss. Mhem you do, SpritePOMER will take you back to the first senu of three directory
options, Then sisply depress the Roman nuseral *V" key, read sedius.,

CONTINUED DIRECTORY OFTIONS

When you do press SsartKEY V, read sedius, (ros the first set of three directary spbions, you'll
sow ablank file folder displayed inside the griphlcswindou as ADAH reads the selected davice.
hen this task 18 Tinished, the file names contained in the mediua’s directory will be written
oka the il folder. Thepickure below shows vhat you' 11 e revealed within the file falder lor
khe Spri tePOMER medius.

" BTRECTEEY OF FILES ™
%,
unlmme bitler SeritePOUER waed %gz ﬁ
currest devicer BISK DhE Frees
=3k mp.ohl EE aponetry.z %8 miscl].x
& alrhabet -z uH seowetri.b -} -u:u% ]
T alrhabet 2l PifF 1§ Fix NER
5t onsE 5H st onae. HR2 a8 ctonae HEY
L -1J| M shirdl % ghirlll.
EH shirbl HR2 24 shirdl EH snoney
EH smanryHRE EL =8 shooed
20 Seritelenn

In the top part of the felder, the current device is shown (disk one in the pickure abovel. #nd,
the voluss's title is also shown. To the right of this data, you®ll sew how sany blocks of the
storage sediue are USER (for file storage) and how many blocks are FREE (available for {ila
storage). Below khis, on the file folder, all the file nases are shoun (in thres coluansl, Just to
the 1o ft of mach [1]le nase, you'!! see the fLle's tyne displayed las with SmartBASIC). This will
wosk Likely be an A" (Tor an ASCTL diles BASIC progran, Searths | ber docusent, & BASIC bext Tile,
#kc. ), an "H® Cfor a binary isage BASIC file, Smarthirlter docusent, & Binary corverted RASIC
program, ete, ), or & "B (for 2280 progras —— zB0 programs acually have an "ASCI] 2 Filetypel,
Just to the left of the {11 type, an asterisk may be displayed i f the file is LOCKed,

You' 1} sew & red arrov polaking ko bhe right. You can pesltion this arrew using any of the four
cursor arrow keys to select a file by pointing B (k. A full wraparound feature is esplayed for
woving thin painter arvou — this permits fast pointer movesent. Alse, pressing the HOME key
will rekurn the poinker ko the uppar left starting pesition. [Ff the sediua doesn't comtain any
shandard files, a message stating sowill e displayed vice any file nases.
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m:ﬂilm eertain conditions you' Ll see one of thr oo possille sets of SaartREY options bancath
® folder, 11 the sedius that ADAN Just read had a two Cor sored blogk directory with file
r'rl_—'l- in the estra directory blocks, you'll be prasented uith the set of optlons depicied in the

irst pickure belov. [f you accessed a sbandard one block directory Cuith files stored on the
sediun), you'l] wee the ot of aptlons depleted fa the sacond ploture below. [T th nesdjus was
bl_lﬁ {did nod contain any standard files), you" [l be given the sat ol tva cptions depiatad in the
third ploture below,

T RERAHE CHERBE L]
LE FiLE STRTUE OPTEONS | NE

=

The "next page® optlonuill resd the mext directory block {for two or three block divectoriesd,
This eption works Ln & rowd = robin faghien, fe, it cycles trrough b direchory blocks abirtieg
cwer again when the last filenase in the directory |8 road,

The “gat f1le” eption vill retrieve the sprite sat ko uhich the arrow b8 palnking. Whes tha file
has Been retrigved, BpritePONER will branch ack to the “yiew spr | tes® screen b show you Lhe
sat}, You will scwt [iksly wint to “pet® & sprite sek bhat you wart b sodify or to continue
devwloping.

The "renass Ti1e" epkion allows you tochange the nase of iny file stored on the current sedius.
Yo do MOT eeed to enber thar TiLe Type vhen renaalng 3 fileg the pregranwill give the nev {ilenane
tha same {1 Letype &% the previcus (ileness, As is the cise vith all of the file sscess cphions, ke
cartain bhat the arrov la polnting to the filease that you want bo acoess BEFORE you select

Saar tKEY function.

Witk thin ootisn, BaartkEY 0L, the file nase will be highlighted on the Tile felder after you
proas the Reaan fumesal funchion kay. Just bype in the new Tilenase acd press the RETURM ey to
have ADAY change the nase. You can press BACKSPACE or the Ledt arrow ke bo erase typed
LEbters in the pew filenase, 11 you press ESCAPE vhile entering bhe nev nasa, the proagranvill
go back %o the PREVIOUS senw rather than to the prisary aend, whlch 5 the normal response Lo 4n
EBCAPE keypreis.

Pressing SeartEEY [V, "change status® gresents ancther set of file access choices, Thase ire

rewedled Bn the iLluskration Belew.
T | [

Mhen you press i Gaar tKEY from this senu, the speed fied sckion uill be per formed on the filmane
which L5 highl ighted on the file folder, DELETEing a file erases it from the directory) use this
aption with EXTREPE CAUTION! LDCKing & file protects it froa defebion. When 4 iile is first
stored, it stabus ia "UMLOCKed®, All the files that coes on the SpritePOWER sedium are
Cprotected fros DELETE) and incapsble of being LMLOCKRd — this a precaulionary sgasure,

SSFFFEETEEEEEEREREN
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MORE DIRECTORY OFPTIONS

The “sors cptiona® sal i trols, The illustration
Peirgil opt : wction gives you three sdditional directory contro

Une the *indt directory® opblon with EXTREME CAUTION) this will clear all the files skored on 2
sediun, Motw Bhat the SoritePOWER mediua s protected froa [NITializing. When you select this
eption, you' 1] be prospted %o enter the nev valuse nase and the block size for the directory, e
one (skandard}, bwo or thres blocks,

The *renase voluse® optlon permits you o change @ voluse' s nase i thout clearing the files fros
the dirsctory, You'll ba prospted bo enber the now nase, Whes you presd the RETURN ker,
Bpri bePDMER will renase the current vol use.

The “stere (1le” cption will save the aprite set in the wrkspace bo the currant medius, You'll be
prospted %o bype the (ile nase. [f the nase you enber already exists, you'Il be asked to enter
ancther nase. [F you wank Lo bransfer sprite saks fros one sediue bo anather, you can "RET™ 4 file
from the scurce sedius and then "STORE® it on the destinution sedium. bhen you design a =prile
set, you MUST wéore it if you want to uae it laber, Otherwise, when you EXIT the SoritefRER
proyram, your vorkwill be loat.

W you tap BearKEY ¥, store file, you'll be given three optiors Tor seving khe sprites. These

1 FREW | OUS
I FILE | EEng

BaartKEY [11, ascii daka, peraits you bo store bhe spribe values of the set a5 a sbandard Lecl ile
with line rusbers. The Lnforsakion will be entersd in BATA statesents (18 slesents per progras
1ine usbErd. You cam GET this TEle uith Bearkiriter o= LOAD it from SaartBASIC == the file can
even bg tramaferyed via the AOAM] ink sodes soltwire, You'll be asked bo enter the stasting Lire
nusber {1 to £3000, Lncludival and the 15ne ruster incresent (1 Eo 10, inclusivel. Ehan you view
the ASCIT aprite file fros one of the aforesenticned prograss, you'll note that leading &'s are
included, This might b considered 4% an inkentional bug im the prograsg but, it provided for &
standard length for sach of thesa ASCIL Files. Mote that the SprileFORER progess fop.objd will
NOT al low you ko BET an ASCIT data file.

Baar tKEY [V, binary s, allows you ta store the sprite values as a BARIC *H® file. The default
BASIC BLOAD address |s 29636 bub, you can use pour cun address paraeeber. The SpritePOWER
progras DOES persdt you Lo GET a spribe 111e stored as a BASIC binary {mage file {byes "H"Y,

SaartkEY ¥, binary 280 file, allows you bostore thespritevaluds as aeB) binary Leage Tile.
This file j: {ntended for use vith meching code prograss. The Epri tePCRER proge an DOES perait

toBET & sprite file shored as & 790 binary laage flle. Whes you store files on the rasdisk,
you will sost likely want to esploy EhES wtion == thus alloving roce for eleven files on the

ramdli k.



CAPTURING SPRITES

In ¥
odition to dracing sprites on the deaign grid, SpritePOVER alao gives you the option to
sprites from high resolukion graghics pickures, First, though, the picture sust be

conwerbed ko SeartPAINT format (khis s anoth
er DIOITAL EXPRESS
BhowOFF I packagel. ™

The progras lnilHHHx_.PﬁR is included om this medium so Ehat you may cofvert your oun HGR
pictures or BLE picture Tiles to SeartPAINT forsat, ‘You sust Tirst boot your cun SmartBASIC

belore wsing this progras. 1
2 you arg alr in HER mod
Wil s i e By graphics mode when you BRLN the progras, it

Thare are also scores of public domain SearPAINT pi
cturs files availahie. The
1ne Luded on the Spr | |ePOMER sediun, , g el Theee. o Ehas ac

Spr 1 LePOVER. al lows you %o BET three types af [11es: BASIC binary fasge sprite 1ilex, 200 binary
image sprite files, and SearkPAINT picture files. ToGET thwe latter, just peink to any oneof the
four component Tiles of the picture (decignated by the salfis * HRP", ".HEZ", *,HR3", o1 " HR47).
Hhen you tap the BET Smar tEEY, ADAM uill retrieve the pickura (it does MOT matter vhich ene of Ehe
cosponent 1iles you point tob,

Only the bit image of the file will be rekrieved; since a =prite can only be assigned one color
there is no reaser to geb the pickure colars, When the picture s 1oaded inko meecry, you'll ke
presented vith four SaartkEY options. Theseare depicted in bhe iblustration belou.

The pictireuil]l have tws colors black and the currenk screm color . Tha pertions of the picture
that areblack represent the set piaels of the bit inage. The porticns of the pickure that are MOT
Black (the current screen coler) represent the unsek (or reset, nokt viewable} plusls of the Bit
isage. Yeu can reverse the Bit imsge (st to resst, ad vice versal by bapping BaartkEY II,
YT S8 SCT RN,

At the upper left of the screen you' I} nobe 4 seall vhite square. This is the sorlte capbure
frase, Tomove this friss, just sress SaartKEY IV position frame, Theon - screen inskrugtions
direct you to save the frase vith the arrad keys (at bhe lover right side of the keyhoardl, When
you hawe (ini shed relocating the frama, just press bhe (RETURKS key.

Wow, ta capture the bit isage within the Frase, just tap BaartKEY ¥, capturs sprite. Thegraphics
virdow will clear, Three itess of interest aro then ravealed. At the left top of the screen,
you' 11 saw the captured bit isage, A% the canter top of the screen, you' 11 38 @ the current sprike
design. And, ak the right bop of the screen, the currant sorite rusber [5 shown. You fan change
thae pasber with eithar the up cr downs arrow key,  Ta Eransfer that captured image to b currest
sprite, just press JRETURNY, When you are Finished ui th that particular isage, press LEBCAPED ko
go back to the senu of four SaartkEY capture opkions.

You may caghurn as sany apribes as you want from the hi-res pickure (note only 32 sprites bo a8k,
., Ta lesve the capture sode, just desress SmartKEY VI, primery sems. Hhen you do the
picture vill be logt. You may then wint Lo choowe the DRAW option fros the prinary eer o edik o

{ﬂ““* 11 N
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USING THE SPRITE SETS

SPRITE FUNDAMENTALS

Sprites are graphics pattavas ich proviée for sssoth sxination by net dmtraying backgraund
Graphicuor bet, ADMEy vides chip mupports 32 wr iten on a vingle e, Thiy can ba wiad 10 1
colum TEIT sode, §raphice sodw 1 (R, HER, s HERZ), and multi~color wodw inob sccesssd By
Saar tRASTC), Gooriten arn st avai Lable in 80 coluss TEIT scde.

The vides chip gives sach sprl be o screen prior ity based on 1y vegquence inthebit imags tablw,
Tha first sprite hes a higher priority than the wcond ohe, ind %0 an. Tha thirty secend aprite
has the |ovest priority, The prieritiss are iaportant because mach wpri e occupies o di IHarant
Lievnll o Sapith on Lhe v deo soreen.

Thers are M planes af dupth to the screm. Tha seat &istank Ls the delaalt Background whlch
conprines the Di-by-T-pinal vides sirem. This defmalt bachground in sspleyed salaly lor
scromn calor, Hacksrswill be recognize thal the V0P regiater 7 conlials the ealor.

g thin plane of seath {8 the graghics scren which |9 736 plaslds acroes by 192 pi vel s down. Tha
graghics scramn can b used o dimplay ovy by of bit jnsge designn  alphabeiic characlers,
shapes, trig graphics, and s on. In 10 poluss TEIT mede, calor in wsdigned fo sach st of wight
characters. s graphicy mode 1 0GR, HOR, il HERZ) one st and ene rest colier can be ankigned to
wich bytw of i BiE Daage Levery sight pixeln stariing from the upger 11T cornar of b grighice
wcremn),  Sot bits of bhis screen are commond y relerted (o o bhe foreground and reert Blis wre
umanl1y £l 1 #d the batkground.

Tha upper X2 planes of depth are fesar v Towr b mpri s, Thus, 011 e d s appaar b0 5 on Lop ol
the graghics screen (beat and sther BIR inage graphicad. [4 in Uhesn planes of degth bhak perail
_u“mn“-umluluhq the greghics wreen, Lach igri l@ aefupies 108 mn plane
mlwlﬂhlrﬂ‘ﬂuw. The T&=* sprite (s is the pl e junt sbove the gr sphics screen.
The 31 sprite I8 in the plane jush above tha one desigrated for the 3=, wed so on. The first

spribm is ln the plass which is sost diskant from the graghics screen (closer Lo poul, The
arraegeeent 13 LIRS

plans 3
plang I
plane 12:
plane 31z
plane ¥
plane T
plane 1
plane 1t
YOU, the cospuber user
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This dimemsional inforsation can b used by the prograsser to crmate 30 shapes by posikioning
soriben according bo thalr scree prioriky. Alss, you should design your sarites vith thase
facts n mind. Most 13 kaly, youwidl it to use the first sprite for your sost impar bant design.

SERITE B1IE

Thers are tuo basic sizes of sprites: B=by=8 plusl and 1i-by-15 pisel (bocause af the greater
design resslution, SoribePOMER only vorks with the larger size), Each size may alsc be enlsrged
to double sagni lication. But, this enlargesent cpticn changes the entire oty magni fication can
MOT be set for individual sprifes.

POSITIMING SPRITRS

Sorites can be positioned at any graghics screen pivel locakion. Thus, they can have a verticil
peadtion of “0° thru *190", inclusive. MAnd; Shey can have a horizontal posikion of "0 thru
sotme . {nclusive. When anisating sprites, you'll note that a "fade off® feature i3 eeployed oy
the video chip for the boktoa vertical coordinates and the far right horizental coordinates.

There |s ore major initation [ anissting sulibole ssrites. The video chipwill only peralk fosr
sprites to be vieustle at any given vertical coordinate thorizontal planed. Wngn more bhan four
sprites aro positioned 4t the sase vertical locabion, the lower ariority (highes niasosred)
sorbbes will vanish partially or entively. #s a prograsser, you'll need ta enaure that this
Lindtation does nat hava an adver =8 #f fect on your craations.

In addition to the standard 192 pessibie vertical pesdtions, ADAN's sprites can be lacated at Lo
special vertical coordinates. A vertical position of "M007 burns a sorikte off. & vertical
position of “208° turns that sprite of f plus all the higher rranbered (§nwer prioriby) sprites, &
well, For inskance, suppase you have all 32 wprites displayed on the screen. LT you sat the
vertical coordinate of the second sprite bo "2067, all bhe spr i bes rusbered fros bhe seond bo the
thirty second will inskantly disappear.

SPRITE AND GRAPHICS COLDR

Each mprike say be wssigeed ORE color Tor the BET pixels, The RESET pixzels will default Lo the
next lover oriority plane’s color giving the sprite the appearance of being on top of backeround
graphics, kay of the wides chip's 15 <olors aay be saployed. The color code values are different
than thoss waed by gi bher BR COLOR or HER HCOLOR, Rathar, the brueinternal color code values are
engloyed, These are descr ibed balow,

& = transparent B = pediun ved
1 = black = light red
7 = sediun green 10 = dark yellow
3 = light green 11 = light yellow

4 = dark blus 11 = dark gresn
5 = medius blue 13 = saganta
b= dark red 14 = gray

7 = cyandaqud 15 = white

The transparent optiocn assuses ke caler af the defaulk background [discussed abowe). Mediuered
iy more of & venekian rod ke which say be used & brown, These L6 color code values are AlWH's
asster color codes. Here are scee tips o using these walues to asd visual appeal bo your own
BABIC progriss.
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SaartBASIC VL0 screen colorm

Let's start with bhe version of BAGIC thut cise vith your cosuter, SaartBASICVIL0. Each of the
Pour wvideo mides that it susports (32 colusn TENT, &R, MER, and MERZ) uses individual satup

Featines.  You can PINE values ints thess interpreter routines bo set screen color.  The
addrevies arsp

1039 = TEXT default backgreund
L7115 = TEXT WMORMAL foats
1712 = TEIT IMVERSE fonks

18807 = % defwult backgroed
133 = 6R graphice window
1871l = &R TEXT fonks

431 = HGR defaulb backyround
THTL = HER graghics window
TE6E = HOR TEIT fonts

Changing the default background calors is very simple, Just select your color preference from
ke naster color code table (Uisted ab the Boktes of the previoes gage, 18) and POKE ik inta the
sgpropriate address. Then just enber the corresponding vides axde conmand.  Suppose you want to
chinge the TEXT defaul b background todark Blue, Josk de bRis . ..

PKE |M59, 42 TEAT  <RETURND

Changing the other screm coler valussisalittle sore complex. Eack of these addr esses requires
w0 color values per byte. The SET pixel collor is stored in the high nikble Dsaltiplied by LEN of
the ¢alor byte and the REBET pi rel color 1s stored i the lownibble of the color byte. Suspces you
wank khe MORMAL TEXT fonts be be black on a cyan backgrousd and you want the INVERSE TEXT fonts to
bewhite on a dark red background, Here®s what youdo...

PIEE 17115, (lelfd + 7
PIRE 17126, (15016 = 6
TEXT

when changlng the BASIC scrwen colors, you should keep o Tew lachs im mind, You sust enber ]
o raspondleg video sode comsand (TEXT, O, HGR, or HER2) in crder bo isplesent the color change,
The HERZ POKEs are the =eee as those Tor HER except thad no TERT will be displayed, FLASH, in bhe
TERT madn, £% the resalt of alternabing between HORMAL and IMVEREE colovs, In TEXT sade you
should NOT use the sase telor for SET and UNSET plaals == the fonbs will NOT be viewable. Aed, vou
may wank to PEEK bhe nine scréet col of addressed BEFIRE PKEing tn new values.

SaartBASIC V1.0 graghics color tablest

The valus af the curret R COLOR 0 of eddress 1BT7E. The value of the current MR WCOLOR iy at
address 16777, Yoa can #199 uie the HPLOT commend to erase paints (IPUDTY by FORTing 4 128 inkg
adéress 16777 Instead of uiing the HIOLOR cossand .

ou can correct the COLDR, HCOLOR, and SCAN comsands so bhab khay use the susber color code
walues, Thisway, you only have balearn one ek of color values. Here'show. ..

Te correck HOOLOR:
FR & = 0 70 150 POME IB7ES + =, xp MEXT

To correck COLOR and SCEM:
FOR x = 0 0 (5« POEE 18781 + 5, &1 MEXT




SaarVBABIE V2.0 ncreen coloras

EI:.::.,L":‘ wren golor conbrol addresses for the Colweo’s public demain version of the

I71B4 = TEIT defaelt background
17345 = TEIT MORMAL fonts
17251 = TEIT IWERSE fonts

1ETED = HOR graphics windew
2ATEd = B grapghlcs ulndwo

4TS = B and HER dafault backpround
H4ST = BR TEIT and HGR TEIT fenis

Saar VBASIC V2.0 graphlics color bablem

The walum of the current 81 COLDR 15 at address 17100. The value of the current HER HCOLODE i35 ok
m 16776, You can FOEE a 12§ isto address L6776 Lo #rase polnks [EPLOT) using tha HPLOT
[ u

Yeou e correck the COLDR; HCDLOR, and SCRN cossands so thak khey wse the sasier color code
valurs, You® 11 enly need to learn one set of color values, Herefshou ..

To eorrect HOILDRY
FOR x = 0 TO 15 POE 25360 + 5, %z MEXT

Te correct COLOR and BCRR,
FOR x = 0 TO 15 PORE 25970 + 5, xs HEXT

Bwar-tBSsFICcC Z-0 SPRITE CONTROL

e of the sore power l'ul snhangssents that this latter version of fers over the criginal is its
bullt=in sprite comsesd, BASIC 2.0 ¢leverly uses the DAN cosmand To posliion spribes. Address
16758 (s used az a Tlag byte. Whan (b8 valus DSaberained by PEEELNG) {8 2era, the DRW cossand can
e used for Scraal bi-ras shapes. Hhen ifs value is MOT zers £ bo 255, inclusivel, Ske DEAH
cossand i3 designated for sprite anisation. 3

BASIC 7.0 cosss with two defould apribest a sallboat aad & Star Trek Enterpr s, This ssall bit
Laage table cccupies 64 bytes sbarking ab sddriss D92, Vou can selug pour cwn Bik dsage Latle at
any usused are of RAM,  Addresses 167DG and [E7B7 ere bhe Low and high bybe poinlers Lo the
starting addrews of thebit isape beble,

Smar BASIE 2.0 sprile buger

For sose usknoen reason, 2.0 sebs the dofault vertical position of @1l sprites be “20B". This
wmaes that you have ks wake the spribes appeir on bhe BFBN fmnusarical ordery you can®t simaly
turn on the tvel {th sprite, lor examsle. A slaple POKE correchion allovs you Lo fern on the
sprites any sequence that you deea TiL, IR ls...

MRE 17229, 200 TEIT
Also, 2.0 will aet Luk yom set Bhe verbical coordinate of sprites to wither of the bvs special

itioms (for turning ofl sprites sither individually or callectively). This sakes il rear
m.njnmm.qun once it '8 driwni. Here's how bo corrich Lhic desiamer oversighl ..,

POKE L1347, 208 (in STOMEM)
POKE 1454, 208 {in EXTHEN)

Borites are drawn in the corrent HCOLOR. Thes, you’!l most Iakely want o use the HooLDR
correction Cdescribad abova) before using sprites vith .0,
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Using SordkeFOMER mpribes with BABIC 2,00

o you crmuke your BASEC 2.0 wpr{te progras, you' 11 nesd bo setup bha afarssent Loned sddresses,
st LOVEM, and BLOWD a Gpr| SoPOMER sprite set atored as o BASIC Binary dmage file, Then, o sove
Vhr apriben, jout wse the ORAH cosmand, Conalder this sisple sxasple,

100 LIMEMs 20370

110 PRE |7229, 2000 TEXT

13 POME 11943, ml

130 FiR = = 3 To 15

40 POKE 29360 + x, x1 MEIT &

150 PRINT * one sosent plesss ...°

LB PRINT CHEHCA) | "BLDAD geometry.b, AZ9696*
mcrvw bhe mrite

t?ﬁ?rq 41 TEXT

=0 T0

=]
M0 DRAH 1 ak &, By MEIT &

yZE
s

Changing sprite sizm

Saar tBASIC 2.0 Lneludes & short routLne that ablovs e ba changs the size of sprites displ ayed on
tha scremn Cnorsal or double magni ficition). Here's howbouse it ...

for instant sgribe enlargesent
POME 17339, 22T CALL 1728 i

for standard slze spribes,
POKE 17339, 226 CML 1738

THE HINKLE SPRITE COMMaSNDS

In thelr dekalled peide bo SearEBASIC VI 0; The Hecker' s Suide to A0AM) Yolusa Tus, Peber and Bes
Hinkle revedl hou to oot up four MEN sprife cossands. These imclude: SETUP, DEF [WE, SPORAM, ans
M. The SETUP comsand 4l lows you to set the odze and saged Ticakion fackor Tor the sprfbe sek.
BETIME il 1ows you ba crsaks abit image of thesprite designe. SPORAN {5 used in similar Faghion ta
the [RAH comsand ko positlon spr L Les o ths scraan, BUNP |8 uded bo debermine sgribecol lisions.
The sprite’ s color is aasigned vi kh the currevt HCOUDR value.

To use a SoritePTMER sprlte set wikh these conmands, you' 11 need to store the file with the ASCIL
DATA option. Then you can LOAD tke file and READ the bit imsge values (in the DATA statesents)
Inta bk DEF [HE comsand a9 numer ¢ var [abled.

THE SpriteaslPONER SPRITE ROUTINES

Ir sddltion to the sbove sent{oned sprite contral eptloms, the SpritePONER sediue al so coees i th
o program entitled "Spritelenc”. Theprogran is LISTed on pages 23 and 24 of this manual s that
you nary sanb ly shudy how L vorks,

1% umes Vi da saching code 7 out Lnes Tor seedte contred bhal veve donuted Dnto bhe puhlic doasin.

Thot ot Lnws use 4 cosslned total of 100 bytes. s our BASIC sxamgls, they ccoupy sddresses 27600
by STI0A, inclusive. These roub [nes can be usid Ul th SaartBASIE 1.0, SeartBASIC 7,0 gnd any xBO
suchine code prograa [hackers will b Enterasted to know bhak the routines are not sddress
sowciflc), [n fack, thess sase routines are even used in the Spr ] LePDMER progras Copoob ) kel 1,
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The primary routing occupies sddresses 27600 thru 27641, inclusive. This is the sprite setup
rogting.  You sust CALL 27600 after esing a BASIC vide sode commind, ia, TEXT, GR, HGR, or HGRZ.
This routlne performs four Functionss it Sransfers the Blt Isage data bo bhe video chip, it sets
up the VOP register pointers, it burns of { any seribes that vers slroscy displayed; ad it sats
the magni fication of the sprite set. Aoy bime bhat you vent bo burn o F abl the zoribes, jost CALL
27624,  You can change the sire by POKEing inko address 27635 (195 = double size, i 194 »
skandard sizel, Then, CALL 27635 to implement the size change.

If you're a hacker, you L1 noke that the ML VDP interrupt in disabled vith this routine. Thisis
inbenlicnal . The interruplt reul ine at address 102 (RBE) is koo long (uses too such cospuler tiee
== in microsecondsh. Although the roukine enables FLASHimg fonkd, F can cause Bit Geage
distertlons on the wideo chip when sprites are used. This is parbicularly ovident in the
Saar EBAGIC W1, 0 TERT woude. Thus, i routine disables FLASH Duntil the TEXT command §§ usedt, tuk
it wlinimates any video di stortion,

The sk routine ccouples addresses J7642 thru 27680, dnclusive. This one ba used Lo sove the
sprites and change srite colors, POKE the vertical coordinate into addréss 2TE43. PONE the
herizontal coordinate ints address 27644, POKE the sprite nusher (1 bhre 32, inclusivel into
addreas 77646, POKE the soribe coler inbe address 27647, Then CALL 27642, 1f you plan on soving
the sprd e ofben, vou iy vant bo POKE nuseric virlable values into these addreases rather than
absilute nushers.

The third routine occusl es sddresses 27681 vhru 27709, inclusive, This routine Ls used tolocate
spribes, Towss ik, Jusk PONE the sprite rusber (1 thru 32, inclusivel inte address ITEAD and Yhen
CALL 27661, The four sprite abbribute elesents will be ot address 4272, PEEKIHETI i 11 reveal
that sprite’s wrtical position, PEEKIS427I) ufll rewwal that sprite’ s borizontal coordinate.

Sddrwws S4774 containg bhe spribe rusber Cthe nusber that ysu POREd dinko sddres 2TEB2). And,
PEEKCHITS wi L] Foveal ke spribe's current color value,

The progras desorstrabes the use of these routines, [f this is your first expossrs to sprikes,
all Bhis inforsakion may nct be entirely lucid on bhe Tirsk reading. Don't worry. Try bhe
pregran. Experlssnt, Youcennot do any persanent dasage to ADRN with the progras.

1n your own BASIC programs, you ulll meed to POKE the DATA valuss for the machine code roubines
into the proper addresses just as the prograe does, Be sure to enber each walue correckly. Ewven
onp ipcorrect valun could cause your systes to lock up (you'd hive to rescct SeartBASIC) vhen you
BALL & rowtine’s starting address.

Halcoms Bo the exciting rev disenslon of sprite wsape ...
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LIST of SpriteDesc ...

18 REW sprite usage deso

20 LOWEN 30728

1B8 REM sprite setup routine
118 DATA 33,8, 116,17,8,56, 1, 8, 4, 205, 25, 253

128 DATA 1,62,5,285,32,253,1,7, 5, 205, 32, 253

138 DATA 62,288,17, 128, 8, 33,8, 31, 285, 38, 293

148 DATA 1,194, 1,395, 32, 253, 281

158 FOR x = 27688 TO Z7641: READ mc: POKE x, mc: NEXT

151 REM CALL 27688 to setup sprites after TEMT, HER, HERZ, or GR

to

152 REM CALL 27524 turn off all sprites

153 REM POKE 27636,195 for double size, or

154 PEH POKE 27636,1%94 for standard smizej then

135 REM then CALL 27635

208 REM sprite sovement or color change routine

218 DATA 33,800,088, 17,8, 8

226 DATA 34,8,212,237,83, 2,212,123, 61,135, 135,50, 2, 212
238 DATA 79,6,8,33,8,31,9,93,84,33,08, 212, 1, 4,8, 205, 26, 253, 281
248 FOR x = 27642 TO 27600: READ wmc: PDKE x, mci MEXT
241 REM POKE 27643, vertical pesition

242 REM POME 27E44, horizontal position

243 REH POKE ZTE4E, sprite nusbher

244 REM PIME 27E47, sprite color

245 REM then CALL 27642 to effect changes

328 REM find sprite position routine

310 DATA 62,

328 DATA 245,61,135,133,79,6,0,33,8,31,9,93, 64

338 DATA 33,8,212,1,4,0,285,73,253,24],38, 2, 212, 291
348 FOR x = 27681 TO 27789: READ mc: POKE x, mc: MENT
341 REM POME 276B2, sprite number

REM then, CaLL 27681 to get attribute data
REM after this, PEEK(34272)=vertical position
REA PEEK (S4273v=horizontal position

245 REHM PEEK(S42T74)=sprite number

346 REM PEEK(S4Z75)=sprite color

438 REM let's try Ehe routines

1888 POKE 17115, 241: TEXT: PRINT * one moment please ..."
1813 REH get the BSAVED file into RAN

1828 PRINT CHE%(4); “"bleoad misc@i.b": HOHE

20093 REM setup sprites

2818 CALL Z7aB8

3908 REM turn on #1

3@18 FOKE ZTE43, BF: REM wvertlcal posltion

aF28 POKE 27644, 1281 REM horizontal position

338 POKE 27646, 1i REA sprite nwenber

S48 POKE 27647, 11r REM sprilte calar

@58 CALL 276461 REM transfer the 4 parameters
3188 REN leawe it there for three seconds

3116 FOR % = 1 TO 3e758: NEXT x

31



BpriteDewo LIST continued .

4308 REH move it around

= page M =

4188 ch = 112 cv = B4z 8 = 58

4116 FOR y = 1 TO 3: REM nusber of circles
= pi/lB@

4138 FOR point = 2#pi TO @ STEF =radi an*&
4148 ht = resSIN{pointlz vk = rsRCOS (point)

4178 pi = ATH(L)#4: radian

4283 FOR z = 8 TD 3
4218 POKE 27843, cwtvtizel

4488 PEM turn thew off
4418 CALL 27624

B: FOKE ZTE44, ch+ht
4728 POKE 27646, 1+z+2: POKE 27647, 742
4308 CALL Z7642: MELT z: MEXT point: HEET ¥

5808 REM move sprite with Joystick
2318 vi = B8: ht = 1281 eo = 3 o = 12
S1g@ HOME: PRINT * use joystick ta move™
5118 PRINT: PRINT " press {escape> to end”
5208 POME 27643, vt POKE 27644, ht

s71@ POKE 27646, nu: POKE 27647, o

S228 CALL 27642

5388 js = POL{S)z IF PEEK(6488%) = 27 THEN EWD

5318 IF js = 1 THEN wt =
s328 IF js = 4 THEN vt =
5338 IF ja =8 THEN ht =
5348 IF js = 2 THEN ht =
5488 IF wt » 192 THEN vt
=418 IF vt ¢ @ THEN vk =
s428 IF ht » 255 THEM ht
5438 IF ht £ 8 THEN ht =
55ga GOTD 52848

wt=2
wi+2
ht=2
ht+2
= @&
192
=8
55
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(____CHAPTER FIUE l
| ASSORTED PROGRAMS

Pix MR

The program entitled "Pix.MGR" allows you ko store and retrieve hi-res plctures, 1F isa public

dosain donation fros DIBITAL EXPREES, And, it is designed for use with SeartBASIC V1.0, 11 you

don' t already have BhowOFF I or Powsr P& TNT by DIOITAL EXPRESS, you'll find this progran

I:f:l fer ::::ihﬂ the hi-res picture Tiles in SeartPAINT format ©for use with SpritePDMER Ln the
spkure® A

Touss it, jusk book your own SeartBASIC WI.0 and enter BRUNPix.MGR. [t sutowatically deteraines
i1 you are already in HGR sode. 1T you are, it von't clear bhe screen. This way you can BRUN the
progris after drawing anice HER pickure vithouk disturbing your graphics.

Yous € an sbore and rebr ieve screens plus some other cptioms. The LOAD feature al lowa you to LOAD &
standardized FLE (Run Length Encoded) picture, a SeartPAINT plcture, or a LOK picture file
praviously stored with the program. Due to the RLE copatibliity, you can set the background and
HWPLOT colors. Wikh the SBAVE feature, you can sbore the pictore in SaartPAINT forsat or as a single
10K file. Wikh the SeartPATHT cption, you can also clear the area that SaartPATHT uses as a title
bar .

The prograa also allovs you bo change colors alresdy on the screem. You can change all of cne
HPLOT color o anotker color of your cholce. And, you can change the tokal Background colar
vithout disturbing the WPLDT colors. Unlike our comsercial graphics prograss, these color
changes are accongl i shed prisarily from BASIC which makes bhe process a LikEle slow.

e s

PUFF i3 & fask action, arcade style gass (witten in BASIC) which uses sprites for anisation, The
gase iz played in wimultanecus cpposition; with the one player ontion vou compete againsk ADAY,
Mout umar input e accepted through the gamse controller (keypad, joystick, and briggers). ey
can bap the (E3CAPED kwy at any pednt torestart the progras. Hi-res graphics, sound effocts, and
simple selodies eohance the program, The first tise you play ik, you sheuld selsct ngt.;n ]
{from the keypad) to view the pages of instructions, A the end of sath page just ba

kyboard by b cortines. ! il

This progras provides a good illustrakion of sprite wsage, reveals soes FAS)

tricks, and can offer sany hours of en joysent FOR THE WHOLE FAHILY, © prograssing
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