MYARC ADVANCED BASIC i

Pattern Mode

in Patiemn Mode, the screen is considered 1o be a grid 24 characters high and 32 characters wide. Each
character is 8 pixels and B pixels wide. The 256 available characlers are divided inlo 32 sets of 8
characiers each. You can use the COLOR subprogram to assign a foreground- and a background-color,
from among the 16 available colors, 10 each character set.

In Pattern Mods, you have access o sprites.

The DCOLOR subprogram has no effect in Pattern Mode. if you use a CIRCLE, DRAW, DRAWTO,
FiLL, POINT, or RECTANGLE subprogram, the emor message Graphics mode error in line-number is
displayed.

Text Modes
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(Graphics(2,1)) or 26 characters high and 80 characters wide (Graphics(3,1)). Each character is 8 pixals
high and & pixels wide.

You can use the SCREEN subprogram to assign one background-color from among the 16 availabie
colors. The colors you seled are assigned to all 256 characlers.

In Text Mode, you do not have access to sprites (the SPRITE subprogram has no effect in Text Modes).
Using the COLOR subprogram to assign colors to sprites has no effect.

The DCOLOR subprogram has no effect in Text Mode. i you use a CIRCLE, DRAW, DRAWTO, FILL,
POINT, or RECTANGLE subprogram, the amor message Graphics mode error in line-number is
displayed.

Graphics(1,2) and (1.3)

In these modes, the screen Is considered 1o be a grid 192 pixels high and 256 pixels wide.
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CAUSES AN SImor,

Yoii can use the DCOLOR subprogram to assign color to the graphics you display.

Use the COLOR subprogram only to assign colors to sprites; any olher use of the COLOR subprogram
CAUSES an &fmar.

In these modes, you have access to sprites.
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