Sofiware for the TF99/4A

— SPRH[HHKEK oo e
- A must for programmers and people who like to draw. Draw sprites
directly onto your computer screen! Sprite Maker allows full manipulation

; | of up to 12 sprites. Special functions include: copy, reverse, modify,
‘ rotate, etc. Sets up files for the sprites to be usedin Your own programs.

Extended BASIC cartridge required.
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. {B) ENTER EXTENDED BASIC. (See pa

I (CY TYPE RUN_"CS1", PRESS ENTER. . .
. {D) FOLLOW THE DIRECTIONS AS THEY APPEAR ON THE SCREEN.
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™M A K E R

FProgram type: Frogramming Al d
Author: John E. Brown
Language: TI Extended EASIC

With SRITE MAKER you can draw sprites directly onto your cumguter
screen! Dur program allows full manipulation of up tF 12 sprites.
Special functions include: copy, reverse, modify, rotate, invert, etc.
Save sprites on disk or tape. The dicsk version of SPRITE MAKER can

create “CALL CHAR® statements which can be merged into your own
are small objects on the screen that can be drawn,

rogramns. Sprites . ‘ ;
:adg any of 15 colors, and set in motion in any direction at d1fferept
speeds. The fellowing instructions will guide you step by step in

using SFRITE MAKER.

STEP 1 - LOADING THE PROGRAM
LDOADING FROM CASSETTE:
«A) 'REWIND TO BEGINNING OF TAPE. . - = . o
B ge 11 of the Extended BASIC manual)

.

LOADING FROM DISKETTE:

' 'Iﬁlstﬁféﬂ EITEHDED BASIC (If the SPRITE MAKER disk is already in the

" " drive the program will load automatically. 1f =o, proceed to step

¢tB) INSERT THE SPRITE MAKER DISK INTO DISK DRIVE #1.

(C) TYPE RUN_"DSE3.LDAD", PRESS ENTER.

STEP 2 — DRAWING THE SFRITE

iz the program begins, SPRITE MAKER i1s displaved in lerge letters
acroess the screen. At the bottom of the screen you are 1n5tructed‘ta
"PRESS ANY KEY TD EEGIN". After pressing a key, a menu appears with
three options: 1) Draw Sprite, 27 File Menu, 3) eqer Hex End?- For
now press 1 (draw sprite). Fress enter after selgctlng your choice.

After pressing enter, a large white sguare i1s displayed on the

. page 2 o | | | o .:: TL mm;

- [ - . -

Screen.. You will draw the sprite in this square. ﬂ'imill'hllﬂk.iqﬁlrl
is shown at the top left cormer of the white square, This is called a
cursor. To draw, press the following keys: -
{1) or {,) — places a black square under the cursor and moves the
tursor one place to the right. | |
(0 or (.7 — erases the block underneath the cursor.

Certain keys can be used to move the cursor uithnﬁt drauiﬁg:

(X} - Moves the cursor down.

(E) — Moves the cursor up,

(D) - Moves the cursor right.
- {8} — Moves the cursor left. -

If the cursor should move off the edge of the white square, it will
reappear at the other side. At any time vyou may press Erase (Function
3) to erase the drawing. Proceed (Function &) will turn your drawing
into a sprite and bring you to the next part of this pProgram. Back
(Function 9} will take vyou to the next part of the program without
turning your drawing into a sprite and your drawing will be lost,

Once you have made a drawing which you like, press Proceed. After
@ brief pause, seven small copies of your drawing will appear to the
right of your actual picture. These smaller pictures are differant
sprite magnifications " and ;Will be explained later. Underneath your
drawing are the hex codes of the sprite that yDu have drawn. The hex
codes are used for creating graphics in BASIC or Extended BASIC. For
more information about hex codes see your BASIC or Extended BASIC
manuals. - .The top of the scresn should read - "PRESS C TO CONT; R TD
REDO."™ Now press (C) to continue. oL ' |
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STEP 3 ~ OPTION MODE S

. S | .
At the bottom of the screen you should ses the following -—
“#1 OFTION:1®" with a cursor flashing on and off on top of the 1. In
the middle of the screen is the sprite that vyou drew.  The "%#1":o0n the
left of the screen indicates which sprite vou can control. The sprite
that you drew is sprite #1. After “OPTION:" is a flashing cursor. The
cursor is waiting for you to select an option and then press enter.

- You may choose any integer from 1-18. The default is 1. I+ YyOou press

enter you will be selecting OPTION #1. Most options allow you to press
R to Rgtufn_ynu to this prompt. Press enter to select option #1l.

"OPTION 1 -~ “MAGNIFY:z"™ .

Your sprite can be 4 different sizes. Enter 13: Your 'sprit-_ ‘e
now much smaller and should lock different than it did before. This is
?EEBUﬁE with magnifications 1 and 2, only the top, left of the sprite
is sheoewn. Try entering 2. This is the sams picture, but a little bit
larger. Try 3. Now you see the entire sprite, but it’s smaller than

before. Enter 4 - and vour sprite is back to normal. When selecting a’
gmagnification, all ' sprites will be displayed that size.
-ipress enter En thurn to the "OPTIGN:” prompt. Press 2 and then press

Type R and
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OPTION 2 -~ “COLOR:"

.Thtre are & different colors that you may changée your sprite ta:

1 - INVISIBLE 9 — MEDIUM RED
2 = BLACK 10 — LIGHT RED
< - MEDIUM GREEN 11 - DARK YELLOW
4 - LIGHT GREEN 12 — LIGHT YELLOW
5 — DARK BLUE 13 — DARK GREEN |
& — LIGHT BLUE 14 — MABENTA .
7 - DARK RED 15 - GSRAY
8

Try different colors. The screen color is usually cyan, &0 by
mai:ing your sprite cyan, it will not be vicible on the_s:reen until wvou
gither change its color or change the screen cCcplor. When rnu have
picked a color vou like, enter R to return to the "OPTION: ¥ prompt.

Enter the number 3.

- OPTION 3 — "RDMW: "

This option allows you to position the sprite vertically on the
sCreen. you may choose any number from 1 to 256, but 1n:§txnn= above
197 are off the bottom of the screen. Enter 001, and you will see the
sprite disappear and appear at the top of the screen. Experiment with
different numbers to see where the sprite goes. Now press R to return
to the “OPTION:* prompt and proceed to the next nptiqn by entering 4.

~ OPTION # - “COLUMN:* o e
- This nptinn allows vou to position the sprite horizontally on the
screen. Chopse any number from 1 to 236. Enter 224, Tbe_ sprite
should appear on the right side of the screen. _Egper:mentlulth
different numbers before proceeding. Make sure the gprite is 1n a
place easily seen, then enter R, then enter 5.

S OPTION S - “ROW VEL.:™

: You may set the sprite 1n downward motion with any number from 1
to 127. Upward motion may be from -1 to -128. The farther thel_numher
is from ©O, the faster the sprite will move. For exampie, 3 will move

the 'sprite very slowly down the screen. -1720, however, will. move the
sprite very fast up the screen. Try these two values to get an idea of -

how the sprite moves. Try entering 1, and the ipritg will mbDve at‘la
very slow rate. I1¥f the sprite is off the ECFEEH,Jlt may take a_uh; e
for it to reappear. Once the sprite 1= in an easily seen position,
enter 0 and the eprite will stop. HNow enter R, then gnter.ﬁﬂ‘
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numbber from 1 to 127. HMotion to the left may be from -1 to -128.
farther the number is from O, the faster the sprite will move. For
example, 3 will move the sprite very slowly to the right. -1201
however, will move the sprite very fast to the lgft. Try these twé
values to get an ‘idea of how the sprite moves horizontally. When the

sprite is in an easily seen pasition, enter O and the sprite will stop.
Enter R, then enter 7. -

" OPTION 7 — “DELSFRITE:"

; By selecting a number from 1 to 12 you may erase the selected
=prite from the screen. Since the sprite on the screen is sprite
number 1, by entering 1, that sprite will disappear. Do that now. ¢

eraces all the sprites from the screen. Now proceed to option § by now
You know how to do that yourself. | |

"OPTION B — “CONTROL' SPRITE:™

_ This‘nptinn_tells the computer which sprite vnuluant to
Since sprite #1 is the only one drawn sp far, Enter 1. The sprite will
reappear and flash a number of different colors. It flashes the colore

sn‘ that when there are a 1ot of sprites on the screen, you will see
which one you chose. Now proceed to option %. '

control.

OFTION 9 - “SCREEN COLOR: "™

L

This option allows you to chonse the color yaou want the screen to
be (see chart under option 2). It is advisable not %o choose screen
color 2 (black) because that is the color of the letters an the
and you will not be able to read them. '

different colors, select a color yDu
option.

SCreen
After experimenting with
like and proceed to the next

-

OPTION 10 — “DRAW SPRITE: "

After selecting option 10, you will see “#1 DRAW SPRITE: #1" at
the bottom of the screen. You may chooee any sprite from 1 to 12, but
for now just enter 2 to draw sprite %2, See step 2 (Drawing the

sprite) if you have forgotten the use of the various keys. After vou

_ press proceed (Function &), then press C to
cnnt;nue. At the "OFTION: " prompt, enter 11. ) P

OFTION 11 - “ENTER HEX CODE FOR SPRITE: #"

Hexadecimal is a number system used in :dmputers which is based on
16 numbers (01234547B9ABCDEF) rather than the decimal system, based on
10 nughers. With your computer hexadecimal is used in BASIC to create
graphfcs. - for more inforamation about using hexadecimal to create
graphics, see your BASIC or Extended BASIC manuals. ' ] '

yaﬁh this optioh you may take the hexadecimal numbers written in a
i.

1.
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0
L L a " .. L. . . i . ' . ] . .. ,;

The



Py

page O -

-

“CALL CHAR" statement in either BASIC or Extended BASIE and input -them
into the computer to make sprites out of them. Lets try it -~ <£irst
enter 3 to create sprite #3. HNow suppose you s a statement in a
BASIC program that looks like this ~ CALL CHAR (%94, "3C7EFFFFFFFF7E3C").
Ta turn this statement into a sprite simply type in the hexadecimal
number, then press enter. S50 vou will be entering this number -—
<C7EFFFFFFFF7ESC. A small circle will appear on the screen when you
press enter, but vou may not be able to see 1t because sprite #2 is
directly on top of it. PFroceed to the next optien. '

OPTION 12 - “COPY SFRITE"

When fselecting this option, the following prompt will appear’ on
the screen — “#3 SPRITE TO BE COPIED:#". This is asking you to enter
the number of the sprite to be copied. Enter the number 3. Now you
will see — "85 NEW SFRITE:#". Here vou must ernter the numher of the
new sprite that will look just like sprite number 3. Enter 4. 0On the
screen should be vour original Ficture and two circles, but the circles
are directly on top of each other so you will just see one. To be able
to see all the sprites, follow the next sequence of commands:

ENTER: _
4 {go to optian 4)
200 (place sprite #4 at calumn 200}
{return to option prompt)
{go to control sprite prompt)
{control sprite #1)
~ (go to option 4)
{place sprite #1 at column 3E5)
{return to option) ' - | .
" {gp to control sprite) ' T
{(control #2)
{go to option 4)
(place #2 at column 70
{return to option)
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OPTION 13 = "REVERSE SPRITE"

This ﬁptinn allows you to “flip over" vyour drawing. If 1t is
facet to the right then it will change to be faced to the left. At the
prompt “#4 REVERSE SFRITE #" - Enter 1. After a brief delay, the

sprite that vou had drawn will flip over. Bo to option 14.

GFTION 14 -~ "MODIFY SFRITE"

This will return you to the "DRAW SPRITE" section of the prugram
and place vour drawing in the large white square. Enter 1 to wmodify

your - sprite. Now make any changes you feel are necessary. If you do
not want to change vour drawing, press BACK (Function 9. BGo to option

15- . ' . . : T L
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. OFTICON 15 - “INVERSE SPRITE®
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This will make a “cut out" of your drawing. Enter 1 and aft!r a
brief delay your sprite will appear inverted. Eu to nptinn 1&.‘"'

qPTxuM 14 - "ROTATE SPRITE".

_ This option rotates your sprite clockwise in 90 degree increments.
Enter 1 to rotate vour drawing and after about 1% serconds, it will
rotate to the right. Enter 1 again it will be upside down. Froceed to

option 17,

OFTION 17 — “FILE MENU®

_ This option saves  and retrieves vyour sprites onte and from
e:xternal devices such as a cassette recorders, disk drives, and

printers. On the top half of the screen all of the sprites in memory
are displayed and numbered. The bottom of the screen displays the
fol lowing—

L4

-1)DISFLAY CODE - SYRETURN
2Y INFUT FILE . S&YQUET

- 3)¥SAVE FILE -
4)SAVE MERGE FILE

ENTER YOUR CHDICE

Enter 1 to "DISPLAY CODE".

MENU ITEM &I — "“DISPLAY CODE"

This item will display on your screen the hexadecimal code of
whichever sprite vou choose. 0On the screen yvyou should see - "ENTER A
SFRITES NUMBER, OR R TO RETURN TO MENU:“". Enter the number 3 and the
hex code of sprite #3 will appear on the screen. It should 1look
something like this:

3C7EFFFFFFFF7E3SC
0000000CR000000G .

e 0000000000000000 . S ST IS T

GDGDGGBDGDGGDUGQ

PRET

- .

: 'Enter R tn return to the menu. Enter 3 to ga “SAVE FILE" Hé will

-.return to item 2 atterwards.

MENU ITEM 3 - "SAVE FILE" -

4

fhis item allows vou tn save your drawings on tape aof diik..' The

< sereen should read = "ENTER DEVICE FILENAME®. If you are using a tape
recorder, put a blank cassette in and type C£51 and press ernter. - Now

ﬁ'fnllnw the 1n5trn:tlnns as they appear on the screen. 1€ vou are u=ing .
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each <cprite that vyou choose as wel i
label soch sprite. - €ll as a name that you may input to
The screen should now read - "ENTER A SPRITES e 5
i} NUMBER, OR R TDO
RETURN TO MENU: " - Enter 1, then Z, .then 3, then 4. You ma; Never sSave "
aore than 12 sprites on a single file. AN :
Enter R to return to the menv, then enter 2. '*--’ 
- - o S
MENUD ITEM 2 — "INFUT FILE" ' - L L i
This is fuf rEFrieving sprites from a File that y;u already -:.-rﬂ
created. As in item 2, enter CS) for tapes or DSK1.SPRITEFILE for L
- disks. This will read the sprites that you had drawn from the file [
. that - you just created. When finished, enter 4 if vyou have a disk e
drive, S if you use a cassette recorder. Item 4 cannot be used with a PR
tape recorder. _
MENU ITEM 4 — “SAVE MERGE FILE"
This item rcan only be used with a disk drive it all
: _ - OWs you to
fdd sprites that yvou have drawn to your own programs., it wil] cr:ate a
CALL CHAR™ statement which Extended BASIC understands for each eprite
You choose. These statements can then be merged to already existing
programs. |
The bottom of the screen should read — "MERBGE FiILE
ENTER R AT :
DEVICE-FILENAME DR DEFINE CHAR. T0 RETURN*, "FILENAME: DSK". T o
Enter “1.SPRITECHAR". - -
The screen will look like thie: A %QT:
. FILENAME: DSK1 . SPRI TECHAR E
DEFINE CHARACTER: 96
AT LINE: 100
SPRITE NUMBER: 1 ]
Enter 96 for “DEFINE CHARACTER", 100 for "AT LINE®
“SPRITE NUMBER™. ’ r NETs and 1 dor
' This will write a merged praogram that at line 100 will make = i
“EAFL CHAR" stﬁtemept which will define characters 95-9% tn look like
sprite #1%. For information about merging this file with your own
program, see appendix A.
Enter R, then S5 to go to menu item 5.
. " : w .
i .. b
i o : b R A
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in any word of 10 letters or less, but when you want to retrin#é.the
sprites from the file, vou must remember the name that you gave it. If

- you have a printer you may enter the printer device pname at this prompt

(such as RS2Z32 or PI0) and the program will print cut the hex coge  of )

........
e -
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MENU ITEM 5 — “"RETURN" . zl_fff:-. | j-'f:_ LT
This item returns you to the OPTION part bf_th? program. Enter
4o go to the next option - . .

.. -
- 1. L

OPTIDN 18 - “UIT™ . . .- -

Dption 18  and menu item & serve the EETE purpn?E.; TheyEErEDj;
leaving SPRITE MAKER. The screen will read WARNIMG: ™, UHEA: -
WILL BE LDST UPON LEAVING THIS PROGRAM”, "CONTINUE PR?EHAH. (Y!h;.

. Enterimg Y will let you continue with the program, N will stop :;
- program. Enter N, then if you are using the cassete version, ent:

i Wh:
"RUN. With the disk version type RUN_Loki.LbAlL _ _ ,
the title screen appears press any key to begin. ﬂhen the first me_
appears enter 2 to go to the file menu.  Now try tq 1ﬂpuf the +§15 th:
you previocusly created.. GOOD LUCE ! Lo . S o




AFPENDIX A

Following are two pragrams for recovering sprites that

saved using SPRITE MAKER. have been

: The +First program is fo
second for disks. in line 110 of the sercond p:n;:::EttE:Ea:::
L |

ZDSK1:SPRITEFILE™ to "DSK1 EXXXXXXXX X"
=2 ITRIICFILET —IT L ARAARAARXRLY where XXXxX i
the file that you saved the sprites with. _ YAXXX 13 the name of

CASSETTE

100 CALL MAGNIFY (X) |
:;g gEEHTiiz;EEI',IHTEﬁHHL,IHFUT +FIXED 45 : '
= 0 12 z: INPUT . =z =wyu |
CHAR (92+49T. a8 ) UT #1:A% -: IF As="X THEN 140 ELSE CALL
1530 NEXT T .
140 CLOSE #1
150 CALL CLEAR
160 FOR A=1 TOD 172
170 CALL EFRITEI!H,?E+4IA,2,IG,H}
180 NEXT A
190 GOTD 190

DISKETTE

100 CALL MAGNIFY¢3)
:;g E;:H #1:"DSK1.SPRITEFILE®, INTERNAL
T=1 TO 12 sz INPUT #1:8% :: IF as<vy= '
i A L ="X* THEN 140 ELSE CALL
130 NEXT T
140 CLOSE #1
150 CALL CLEAR
140 FOR A=1 TO 12 -
170 CALL SPRITE (#A,92+4%A. 2. 1G.a)
180 NEXT A ’ e
190 GOTO 150

MERGING SPRITES WITH YOUR OWN PROGRAMS (DISK ﬂML#l'
STEP: | ;

1) LOAD YOUR PROGRAM
2) TYPE MERGE DSK1.XXXXXXXXXX {(replace XXXXXXXXXX with the naﬁe of

bl w— . S — T e der S — . o — — — N m—

Your merged file.

3) REMDVE THE REM STATEMENTS FROM T
STATEREN S : HE BEGINNING OF THE CALL CHAR

P
3

APPENDIX B

COLOR TﬂELE

RANGE

i1 - 4

1 — 16

1 ~ 256

1 - 2a56

~-128 ~ 127

-128 - 127

O - 12 (O deletes all}
1 - 12

1 - 16

1 - 12

up to &4 hex numbers
1 - 12

1 — INVISIELE 2 - MEDIUM RED
2 - BLACK 10 — LIGHT RED
3 -~ MEDIUM GREEN 11 — DARK YELLOW
4 — LIGHT GREEN 12 — LIGHT YELLOW
5 — DARK BLUE 1X - DARK GREEN
& = LIGHT BLUE 14 - MAGENTA
7 - DARK RED 1S - GRAY
8 - CYAN 1& - WHITE
KEYS FDR DRAWING SPRITES
{1) DR {(,) -~ DRAW BLACK
(0) DR (.) - DRAW WHITE
(X) DR (FUNCTION X) - MOVES CURSOR DOWN.
(E) DR (FUNCTION E) - MOVES CURSQOR UP.
(D) DR (FUNCTION D) - MOVES CURSOR RISBHT
(S) OR (FUNCTION 5) — MDVES CURSOR LEFT.
OPTIONS
NUMBER OPTION
1 MAGNIFY
2 COLOR
.t ROW
A COL UMN
S ROW VEL.
& COL VEL.
7 DELSFRITE
8 CONTROL SPRITE
2 SCREEN
10 ) DRAW SPRITE
11 ENTER HEX CODE
12 COPY SPRITE
13 REVERSE SPRITE
14 MODIFY SPRITE
15 INVERSE SPRITE
1& ROTATE SFPRITE KN
17 FILE MENU '
18 OUIT

1 — 12
1 - 12
1 - 12
1 — 12
1] - &

Y/N

‘o




