Note: There’s actually more to the screen than 640x480 visible area.  In the normal screen mode (640x480) there’s actually an additional 339 rows below the 480, meaning you have a virtual screen size of 640x819.  There are commands listed later that allow you pan around the screen and change the virtual screen size.  All of the commands listed work on the whole virtual screen, not just the visible 640x480 screen area.

BASIC PIXEL PLOTTING COMMANDS

X = X Coordinate, Y = Y Coordinate, C = Color, L = Length, W = Width, R = Radius

T = Type (PSet12, OR12, XOR12, AND12)

Set12 X, Y, C, T – Faster than PSET.

Point12%(X, Y) – Faster than point.

Clear12 Clears the whole screen, not just the visible 640x480 area.

Line12 X, Y, X2, Y2, C, T – Slower than HLine12 and VLine12, but can draw a 

    line at any angle from (X, Y) to (X2, Y2).

Circle12 , X, Y, R, C, T – Draws a circle at (X, Y) with R – radius.

HLine12 X, Y, L, C, T – Draw a fast horizontal line from (X, Y) to (X+L, Y).

VLine12 X, Y, W, C, T – Draw a fast vertical line from (X, Y) to (X, Y+W).

Frame12 X, Y, L, W, C, T – Like LINE(X,Y)-(X2,Y2),C,B
Box12 X, Y, L, W, C, T – Like LINE(X,Y)-(X2,Y2),C,BF
================================================================================

TEXT COMMANDS

A = Angle (Normal, HFlip, Vflip, HVFlip, Rotate90, Rotate180)

SetUpFonts – To use the libraries fonts, you must first type this.

SetFontSize 8 or 16 – 8 has the text routines print 8x8 characters.




    16 has the text routines print 8x16 characters.

FontLocate X, Y – Choose the exact pixel location where to start printing at.

NewColor 0 to 15 – Choose the color of the text to print.

PrintCharacter ASCII character code, T, A – Prints a single ASCII character.

Text Text string or variable + CHR$(0), T, A – Prints a string.  If the string is

   longer than the screen, then the

   extra characters printed off of the

   screen.  

WordWrap Text string or variable + CHR$(0), T, A – Prints a string.  If the string

     is longer than the screen the the extra







     string is wrapped around to the next







     line.

CarrageReturn – Sets the X location to 0.

LineFeed – Increases Y by 1.

NewLine – Combination of CarrageReturn and LineFeed.

================================================================================

SPRITE COMMANDS

UC = Unwanted color.  This allows Put12 and SPut12 to draw transparent sprites.

Get12 X, Y, L, W, Array(0, 0) – Like QB’s GET.  

Put12 X, Y, UC, Array(0, 0), T, A – Only used with Get12 images, not GET images.

SPut12 X, Y, L, W, UC, Array(), T – Scaled Put12.  To show the image in its

origional size, L and W must equal the L and

W values in the Get12 you used to grab the

sprite.  Sadly, you can’t change the sprites

angle, but I’ll fix that in the next lib.

(I.E. Get12 0, 0, 10, 10, Sprite(0, 0): SPut12 30, 30, 10, 10, 0, PSet12).

The values you use for L and W are the number of pixels that will be drawn.  Therefor, if you have a 10x10 image and L and W = 5, then the sprite will be drawn as a 5x5 sprite, or if L = 20 and W = 80 then a 20x 80 sprite will be drawn.

================================================================================

SCREEN SAVE AND LOAD

Save12 FileName + CHR$(0)---- Saves all of screen 12 in one file instead of 4.

Load12 FileName + CHR$(0)---- Loads a file saved with Save12.

================================================================================

                                PALETTE COMMANDS

RotatePaletteUp - Rotate color values up.
RotatePaletteDown – Rotate them down.
FadePalette # of times ---- Lowers the RGB palette values if they’re above 0.

BrightenPalette # of times - Brightens RGB palette values if they’re below 63.

SavePalette FileName + CHR$(0) - Save the Palette to a file.

LoadPalette FileName + CHR$(0) - Load a Palette from a file.

ColorEquate Color 1, Color 2 – Color 1 becomes color 2.

================================================================================

                                 MOUSE COMMANDS

Mouse12 – To use the mouse routines in my lib, you must type this first

MouseOn – Use this if you’re in a virtual screen mode because the regular mouse


    won’t work.

MouseOff – This should be obvious (.

Uninstall12 – If you used any mouse command you must end your program with this.

NewMouseCursor Array segment, Array offset – Change the shape of the mouse cursor to








 that in a chosen array.  If you use an








 array that you got an image with Get12








 then the command looks something like








 this:





   NewMouseCursor VARSEG(Array(2, 0)), VARPTR(Array(2, 0))








 And make sure that you dim the
array








 as either (15, 15) or (225).








 If you just create an array and place








 data in it, dim it (8, 8), or (64)

RestoreCursor – This will put the cursor back to its default shape.

================================================================================

SET A VIRTUAL SCREEN SIZE AND PAN AROUND IN IT

VirtualScreen Screen size - Select a new virtual screen size.  When you switch to

                              screen 12 your virtual screen size is 640x819, however

                              , you have 28 additional virtual screen sizes to

                              choose from.  They’re defined in VGA.BI: S640x819/S656x799/S672x780/S688x762/S704x744/S720x728/S736x712/S752x697/
S768x682/S784x668/S800x655/S816x642/S832x630/S848x618/S864x606/S880x595/
S896x585/S912x574/S928x564/S944x555/S960x546/S976x537/S992x528/S1008x520

S1024x512/S1040x504/S1056x496/S1072x489/S1088x481

PanUp/PanDown/PanLeft/PanRight Number of times --- Pan around the screen.

================================================================================

SCROLLING

ScrollScreenUp/ScrollScreenDown – Number of Times

================================================================================

BITMAPS

BMP12 X, Y, File Name + CHR$(0), T, A – Display a 16 color, uncompressed bmp image.






         Note: This will change computers palette

   To the palette to the bmp’s Palette.

GetBMP BMP Array (0, 0), Palette Array (0, 0), File Name + CHR$(0) – Grabs a bmp

      image and

             puts in an

array.  The

image can then

 be show

either with

Put12 or

SPut12.

ReadPalette Palette Array (0, 0) – If you want to change the computer palette to






     the palette of the bmp image you with GetBMP






     then use this.

BMPSize File Name + CHR$(0), Length Variable%, Height Variable% - Places a bmp’s

   length and height

   in the two

   variables.

For questions, suggestions or complaints, e-mail me, Joel, at JBS30000@aol.com
