MYARC ADVANCED BASIC

MOTION MOTION

Formal
CALL MOTICN(Rsprite-number, vertical-velocity herizonal-velocityl, .[)

Cross Refersnce
SPRITE

Description
The MOTION subprogram enabies you to change the velocity of one or more Spites.

The sprite-number is 8 numeric-expression whose value specifies the number of a sprite as
asgsigned by the SPRITE suborogram.

The vertical and horizonal-velocity are numeric-expressions whose values range from -126 fo
127. If both values are zero, the sprite IS stationary. The speed of a sprite is in direct linear
proportion 1o the absolute value of the specified velocity.

Amﬁmmm-ﬁmmamﬁatﬂmmmmamﬂnmmuﬁmm:lwﬁm
verical-velocity causes the sprite to move toward the top of the screen.

Apnﬁﬂmmnmimymmummmhuu right, a negative horizontal-
valocity causes the sprite to move to the left.

If nadther the vertical nor horizontal-velocity are zero, the sprite moves at an angle in a direction
and at & speed determined by the velocily values.

'Hnenanﬂmmﬂamﬂmsmmﬂmumm.lmm.mmummm
comespanding position at the opposite edge of the screen.

Program
The following program illustrates a usa of the MOTION subprogram.

100 CALL CLEAR

110 CALL SPRITE(#1,33,5,02,124)

120 FOR XVEL=-16 TO 186 STEP 2

130 FOR YVEL=-18 TO 16 STEP2

140 DISPLAY AT(12,11):XVELYVEL

150 CALL MOTIONE#1, YVEL XVEL)

160 NEXT YWVEL

170 NEXT XVEL

Line 110 creates a sprite.

Line 120 and 130 set values for the motion of the sprile.
Line 150 sets the sprite in mation.

Lines 180 and 170 complete the loops that set the values for the motion of the sprile.

VERSION 4.0 DDI SOFTWARE 129




