VDF Réar UBASE IN ARMADILLLO BASIC

SESTION 1
VIF RAM USAGE IN SRMADILLO BASIC

Armadille BABIC will differ from its predecsssors (99/44
BAEIC and TI Extended BASIC) in several ways. It will ke ablis to
e  @#ll of the 99184 moades; Graphics I. @raphics TI. Multicolor
and Text. Sprites will be susported in a11 wmodes, grcept the
Text mods. Veser—controllied lsft, vight, top and bottom margins
will B supporited. The default mode will be Graphics I, far
cansistency with the current sroducts. Whenever the mode is
changed, the screen will be cleared and 211 ifables {patiarn
generateor: color, sprite, eftec. } will be inmitislized, The screen
will revert $o patitern mode For sditing,

i.1 Errors

Several ppevations will vesuld in errors, such as attempiing
to draw lines in text mode ov attempting an INPUT statemsnt in
Graphices II mode or Multicolor mads, These will cause fhe error
message CHWRONG SCREEN  MODEY, Maturaelly, the interpreter will
revart o Graphics I mode for errorv display and gditing.

Frevious BASICs had %the patitern name Ltable <(scrasn image )
and pattern gensrator fable {fontsl averlapping. This limited
the number of chavacters zvailable and cavsed characters +tg be
offset on the screen from Sheir stendard ASCII codes. drmadilis
Ba5I0 will meintain completely separvate tables. Characters on
the scresn will have $helv standard AS0IT coadas,

1.2 Compatibility

ROTE

Azsembly Language subosvograms called $from
BAZIC that access the screen will have %o be

modifisd,
PARTIAL FIY: The defaul® charvacker sed will
be loaded twirce: gnce gt rers offset  and

again at &0 offseds 56 that sither at 41 or
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VP RaAM UBAGE IN ARFMADILLO BASIC

& Al din the pattern name table will display
an "&7, This will &%t lessst hels scresn
pubtput.

& BABIC pregram will be able fto define and modify charachers
O through 25%, instead of the curvent 32 throwgh 15% (38 through
1432 #for Ertended BABIC. Inm @raphics I mode thers will bae 32
calor sets instead of the current i&

i.2.1 Gompatinility Probiem Mow 40 we number the color sets?
in currvent BASIC, the sget including %the space character is
numbered 1. It should ke esither T in +the new BABIL. fine
splution would be the following:

Codes Bet Godes et
O=7 =25 1283138 i3
ge-15 30 136143 i4

P ) 44181 18

wa—-31 3 i1523-159% 14

2239 i 140147 i7

4047 2 1&8-175 ig

4855 3 176183 ig

BE-53 % iga-191 20

H4d-TF1 5 192199 Zi

Ta=79 & 200307 2

gG-87 7 S08-215 23

ge-95 & 2is~-223 =24

Fe~103 Ed Pl S o b o 25

iG4-111 is e v R i =

fiz2-11% i1 240-247 =27

120127 iz 248255 =25

1.3 ESpritss

The asutomotionn voutines in the consolse ROM will be modified

e¢p  that they do not depend on fired table leocations. Two woards
in the new part of the scratchpad RAM will be allocated fFar Lhe
sointsrs, The powesr up code will set these to G0 and HVED

FRELIMINARY

Y

Texas Instruments g



VDF RAM USAGE IN ARMADILLO BaBIC

1.4 Srashics ¥ Mads

¥ PO000 Lo POIFY Pattern name tabkle

® X200 Yo FO3VF Sprite attribute table Ffor 32 sprites
# POECO to 2O3DF Calor fable

#  2O03E0 to HO3EF Sound 1ist {(single chovd!

#0780 to SOVFF Sprite velocity %able

#  >OBOG to DOFFF Pattern gensrator bable {charschter tahls)
{Sprite pattern table coinvident with character table!

Arcess from BABIC:

= PRINT, DISPLAY. INPUT, ACCEPT for texk

=~  CaLL HCHaR. CaALL VCHAR for direct writes to PNT
= CALL GCHAR te rzad PNT

=  Lall OHAR., CHARPAT %o access POT

~  CaLL BPRITE, stc. #or sprites

= CALL COLOR sprite culovs and chavacter coiors

- CALL BCREEM for background color

=~  GALL BIVND for chard
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1.8 Text Mode

®  POOG0 bto HOEBEF Pattern name table
¥ POZEDS bto DO3EF Bound list
&  OEOD to POFFF Characisr table

fcewsy from BASIC:

§

BRIMY., DIGFLAY., INPUT, ACCEPY for text

- CALL HOMAR, Call YOMAR #gr dirvrect writes te PNT

= QALL GCHAR to read PHT

-~ (AL LHaR, CHaRPAT to access PEY

-~ CALL BOREEM for foreground and packground colors

- CALL SUUNME for choard
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1.4 HMuiticolor Made

£

Teras

FOGO0
>0300
FOECS
FOEEG
>OTR0

>QBO0

to

o

ts

e

o

o

FOPFF Pattern name table

FOE7F Sprite atiribute table for 32 sprites
POBNF Coler table

FO3EF Sound list {(single chovrdl

OFPFF Sprite velocity table

FOFFF Pattern generator table {charackter tablsz:d

{8prite pattern table ceingident with charascter table:

Areess From BABIC:

= LAkl

= all

-~ LabL

DOY for coelored sguare

LINE for low-resolutien line
GUHAR refurns colar of sgquare
SBOREEN fov bacikground celer

SOUND for chord
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L7 Grashics 11 HMade

#  FO000 to FI7FF Paittesrn generator table (Character tablel
#  IB00 to FIAFF Pattern name fsble

% IB0OD to DIBVF Sprite stiribute table

#  FIBB0 to FIBFF Bprite wvelocity tabls

w  2ICO0 fo FICOF Seund list f{single chaoard)d

% »E0G0 o FEVFF Pattern color table

#®  E800 te POFFF Sprite genesrsior table {initializsd to
standard $sxt font, gust to have 1% in memory?d

ROTE

This mssumes that no pevipheral device {suth
ag disky is trying to use VIP ram.

Aocsse From B&EIC:

- PHINT, DISPLAY fov text {copies patisrns from BET
to PETY (MO input from keybosrd with eched (insert
character would be horrendowus)

- {ALL CHAR, CHARPAT for acvess o 86T

- OaLl, BPRITE. st6c. for sprites

-  CALL COLOR sprites colovs

-  a&LL BLREEM for background colew
- ALl DOT for colorved dot

~  Oall. LINE for calorsd lines

- Oabl, ARG for arcs. 1F we caen find 2 reasunsble
arc-drawing routins.
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= gall. SOUND far chord

“d

e
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