Animation Tutorial


x.t.r.GRAPHICS





Introduction:





     Okay, here I will discuss animation in QBasic. This is probably standard stuff, but I've never read any  QBasic animation tutorials. I just sat and thought of the best way I could animate something and did it. So I'm just writing this for those who don't won't to ponder and just want to learn (which is much easier). Enough of my typing, let us get to it!





Frames (Multiple Sprites)





     Before you can animate, you need frames, or a bunch of sprite of the same thing just in different positions. Right, so lets draw a object to animate...





Code:


SCREEN 13


DATA 23,23,23,23,00,00,00,00,00,00,00,00,00,00,00,00,23,23,23,23


DATA 22,22,22,22,00,00,00,00,00,00,00,00,00,00,00,00,22,22,22,22


DATA 21,21,21,21,00,53,53,53,53,53,53,53,53,53,53,00,21,21,21,21


DATA 22,22,22,22,28,55,55,55,55,55,55,55,55,55,55,28,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,28,55,55,55,55,55,55,55,55,55,55,28,21,21,21,21


DATA 22,22,22,22,00,01,01,01,01,01,01,01,01,01,01,00,22,22,22,22


DATA 21,21,21,21,00,00,00,00,00,00,00,00,00,00,00,00,21,21,21,21


DATA 20,20,20,20,00,00,00,00,00,00,00,00,00,00,00,00,20,20,20,20


FOR y = 1 TO 20


    FOR x = 1 TO 20


        READ z


        PSET (x, y), z


    NEXT


NEXT


DIM sprt1(20 * 20): GET (1, 1)-(20, 20), sprt1


/Code:





     Okay, in QBasic that makes a robot. We need to make an exact copy of this and change the tracks position. We are going to create the effect of rolling tracks. To come up with this, we move the track's treads up one position, or back one, either way the effect will be the same, look at this...





Code:


CLS


DATA 23,23,23,23,00,00,00,00,00,00,00,00,00,00,00,00,23,23,23,23


DATA 21,21,21,21,00,00,00,00,00,00,00,00,00,00,00,00,21,21,21,21


DATA 22,22,22,22,00,53,53,53,53,53,53,53,53,53,53,00,22,22,22,22


DATA 21,21,21,21,28,55,55,55,55,55,55,55,55,55,55,28,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,28,55,55,55,55,55,55,55,55,55,55,28,22,22,22,22


DATA 21,21,21,21,00,01,01,01,01,01,01,01,01,01,01,00,21,21,21,21


DATA 22,22,22,22,00,00,00,00,00,00,00,00,00,00,00,00,22,22,22,22


DATA 20,20,20,20,00,00,00,00,00,00,00,00,00,00,00,00,20,20,20,20


FOR y = 1 TO 20


    FOR x = 1 TO 20


        READ z


        PSET (x, y), z


    NEXT


NEXT


DIM sprt2(20 * 20): GET (1, 1)-(20, 20), sprt2


/Code:





Animation:





     All right, we have two frames ready for animation. We now need to make a master loop and a control loop inside of that one. Sound confusing? Its really easier than it sounds, take a look...





Code:


DO ' Master LOOP


   FOR i = 1 TO 10  'Control LOOP


      WAIT &H3DA, 8   'Keeps it clean..





      FOR a = 1 TO 1000: NEXT   'Controls speed..


   NEXT


LOOP UNTIL INKEY$ = CHR$(27) 'Ends LOOP on Keypress <Esc>..


/Code:





     Now how to use the controll loop to controll the animation. The FOR.. NEXT loop cycles 10 times. We will use this to change the pictures every 5 cycles...





Code:


      IF i <= 5 THEN PUT (160, 100), sprt1, PSET 'First frame on LOOP 1 - 5


      IF i > 5 THEN PUT (160, 100), sprt2, PSET 'Second frame on LOOP 6 - 10


/Code





     Notice the: "IF i <= 5". "i" is the loop number created by the FOR: "FOR i = 1 TO 10". Now with: 


"IF i <=5" on the first five LOOPs PUTs the first frame. And the same with: "IF i > 5" PUTs the second frame on the last five LOOPs.


     You can use any number of LOOPs. If you want faster animations, you could use: "FOR i = 1 TO 6" and cycle every 3 LOOPs. Make sure the control LOOPs can divide by two, this way you can PUT the different frames for the equal amount of time. And if you wanted three frames, the control LOOP needs to divide by three and so on... For this tutorial, I’ll leave with this working code.





Code:


SCREEN 13


DATA 23,23,23,23,00,00,00,00,00,00,00,00,00,00,00,00,23,23,23,23


DATA 22,22,22,22,00,00,00,00,00,00,00,00,00,00,00,00,22,22,22,22


DATA 21,21,21,21,00,53,53,53,53,53,53,53,53,53,53,00,21,21,21,21


DATA 22,22,22,22,28,55,55,55,55,55,55,55,55,55,55,28,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,28,55,55,55,55,55,55,55,55,55,55,28,21,21,21,21


DATA 22,22,22,22,00,01,01,01,01,01,01,01,01,01,01,00,22,22,22,22


DATA 21,21,21,21,00,00,00,00,00,00,00,00,00,00,00,00,21,21,21,21


DATA 20,20,20,20,00,00,00,00,00,00,00,00,00,00,00,00,20,20,20,20


FOR y = 1 TO 20


    FOR x = 1 TO 20


       READ z


       PSET (x, y), z


    NEXT


NEXT


DIM sprt1(20 * 20): GET (1, 1)-(20, 20), sprt1





CLS


DATA 23,23,23,23,00,00,00,00,00,00,00,00,00,00,00,00,23,23,23,23


DATA 21,21,21,21,00,00,00,00,00,00,00,00,00,00,00,00,21,21,21,21


DATA 22,22,22,22,00,53,53,53,53,53,53,53,53,53,53,00,22,22,22,22


DATA 21,21,21,21,28,55,55,55,55,55,55,55,55,55,55,28,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,00,55,55,55,55,55,55,55,55,55,55,00,22,22,22,22


DATA 21,21,21,21,00,55,55,55,55,55,55,55,55,55,55,00,21,21,21,21


DATA 22,22,22,22,28,55,55,55,55,55,55,55,55,55,55,28,22,22,22,22


DATA 21,21,21,21,00,01,01,01,01,01,01,01,01,01,01,00,21,21,21,21


DATA 22,22,22,22,00,00,00,00,00,00,00,00,00,00,00,00,22,22,22,22


DATA 20,20,20,20,00,00,00,00,00,00,00,00,00,00,00,00,20,20,20,20


FOR y = 1 TO 20


    FOR x = 1 TO 20


       READ z


       PSET (x, y), z


    NEXT


NEXT


DIM sprt2(20 * 20): GET (1, 1)-(20, 20), sprt2





CLS


DO ' Master LOOP


   FOR i = 1 TO 10  'Control LOOP


      WAIT &H3DA, 8   'Keeps it clean..


      IF i <= 5 THEN PUT (160, 100), sprt1, PSET 'First frame on LOOP 1 - 5


      IF i > 5 THEN PUT (160, 100), sprt2, PSET 'Second frame on LOOP 6 - 10


      FOR a = 1 TO 1000: NEXT   'Controls speed..


   NEXT


LOOP UNTIL INKEY$ = CHR$(27) 'Ends LOOP on Keypress <Esc>..


/Code:





     Hay! The tracks move!! I'll cover creating animation only when you move, and also how to move the animation in another tutorial. This way you can practice on this alittle, and I'll have something to submit for Pete's QB Express next month....


     Have fun making animation, and until next time, happy animating!!!





Contact Me: Rattrapmax6@aol.com


Webpage: http://members.aol.com/rattrapmax6/qbfiles/qbsite.html





-Kevin (x.t.r.GRAPHICS
