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8-Bit Graphics Library 2 (8bitgfx2.bi)

by Douglas Crawshaw Jr.


Updates:

· Text map is generated from BLOAD/BSAVE instead of using the DrawSprite subroutine.

· Text subroutines have a new argument: mode, which enables the user to choose transparent or opaque text.


Subroutines:


MakeBox (boxmode, x1, y1, x2, y2, boxcolor, bordercolor, shadowcolor)


Generates a box on the screen.  The “boxmode” determines how the x1, y1, x2, and y2 
coordinates will be used.

· Mode 0 – The x1, y1, x2, and y2 coordinates correspond to PSET-like coordinates.

· Mode 1 – The x1, y1, x2, and y2 coordinates correspond to LOCATE-like coordinates, x being the row, y being the column.

· Mode 2 – The x1, y1, x2, and y2 coordinates correspond to BigPrint coordinates, x being the row, y being the column.

· Mode 3 – The x1, y1, x2, and y2 coordinates correspond to BigPrint coordinates with a fancy border, x being the row, y being the column.


The  boxcolor, bordercolor, and shadowcolor are self-explanatory, using the 256 color 
palette.


DrawSprite (filename, x, y,  scale)


DrawSpriteC90 (filename, x, y,  scale)


DrawSpriteC180 (filename, x, y,  scale)


DrawSpriteCC90 (filename, x, y,  scale)


Loads a sprite from a .pix file and draws the sprite using PSET.  Depending on the 

subroutine 
used, draws it normally, or rotated as written (C clockwise, CC counter-
clockwise).  Using GET/PUT, or IMAGECREATE is recommended afterward to save CPU 
usage.


Filename is the filename to load.  Include the file extension .pix.


X and y are the coordinates.


Scale is the size of the sprite to draw.  The original sprite is 16x16, but can be grown to 32, 
64, 128... square pixels.  It won't work below 16.


BigPrint (row, column, txt, mode)


RedBigPrint (row, column, txt, mode)


Generates 8-bit text.  RedBigPrint displays red text.


Row and column are the coordinates, starting at 0.


Txt is the text to be displayed.


Mode is the mode.  If mode = 0, then the text is transparent.  If mode = 0, then the text is 
opaque.


SmallPrint (row, column, txt, mode)


Generates 8-bit text.


Row and column are the coordinates, starting at 0.


Txt is the text to be displayed.


Mode is the mode.  If mode = 0, then the text is transparent.  If mode = 0, then the text is 
opaque.


ECNum (row, column, txt, mode)


Generates Eggcrate font text, like those shown on old TV game shows.


Row and column are the coordinates, starting at 0.


Txt is the text to be displayed.


Mode is the mode.  If mode = 0, then the text is transparent.  If mode = 0, then the text is 
opaque.


MakeChoice (ec)


Activates a menu system using the BigPrint Text.


Ec is the number of choices.


With this subroutine, you must code the following choices first in the following format:


BigPrint(10,15,”Choice 1”,0)


BigPrint(11,15,”Choice 2”,0)


BigPrint(12,15,”Choice 3”,0)


choice(1) = “Choice 1”


choicer(1) = 10: choicec(1)= 15


choice(2) = “Choice 2”


choicer(2) = 11: choicec(2)= 15


choice(3) = “Choice 3”


choicer(3) = 12: choicec(3)= 15


MakeChoice(3)


I hope you enjoy this latest update to my graphics library.  Feel free to use it in 
any way you wish.  Have a nice day and God Bless!


