Sp oky Sprites Johan Karlsson In ternet: d92jk@efd.lth.se ersion ebruar 26, 1995 Con ten ts Short In tro ducti on Ho to use this program 2.1 Cho osing colours 2.2 Put me do wn 2.3 Sa ving sprites 2.4 Grabbing sprites from picture Ho do use the sprites in wn program Keyb oard commands Sprite and pictur formats 5.1 TRS, rue Colour Sprites (v ersion 1) 5.1.1 File header 5.1.2 Sprite lo cations 5.1.3 Sprite data 5.2 TRP rue Colour Picture History 6.1 ersion 6.2 ersion Short In tro duction With this program ou can create true colour sprites for the tari alcon. The stu� ou require are F030 with at least megs of memory and GB monitor or TV. It’s no compatible with oth screen enhancers and virtual memo ry If ou an this program to GA compatible ou could supply me with the register alues for 384*240 large screen and will put them in the program. Ho to use this program 2.1 Cho osing colours pic colour press the righ button on the colour ou an t. ou can do this an ywhere but on the buttons. create new colours double clic with the left button on the palette ou don’t an an ymore and ou will come to the palette creation screen. The program uses all 65000 colours.

2.2 Put me do wn When ou ha made our sprite ou can put it do wn in to the sprite storage area pressing the put button (arro do wn on the top ro w). retriev stored sprite use the umeric eyb oard eys and to scroll un til the correct sprite is in the middle of the screen, then press the get button. 2.3 Sa ving sprites Sprites ma sa ed in either uncompressed or compressed format. The sprites ma also sa ed as oth formats at once. This is hosen er sprite so ou migh sa some of our sprites uncompressed and some compressed and the rest oth. If ou an to hange all sprites to the same format this can done in the preferences men Selecting format for single sprite is done with the sym ol in the ottom righ corner of the button panel. If it sa ys then the curren sprite will sa ed in an uncompressed format, if it sa ys it will sa ed in compressed format and if it sa ys 1&2 it will sa ed in oth formats. Notice that only sprites that ha een put and sho up in the ottom part of the screen will sa ed. The adv an tages of sa ving the sprites in compressed format is that they are dra wn faster and if they con tain lots of blac they will require less disc space and mem ory than uncompressed sprites. The dra wbac is that if clipping is required when sa ving sprites they will tak longer time to dra and if they don’t con tain an blac then they will require more memo ry and discspace as ell. Since the sa metho is hosen er sprite ou can sa the most imp ortan sprites in oth formats e.g. the shots in sho ot-em-up game. 2.4 Grabbing sprites from picture The grab sprite from picture ou ust �rst load picture. When ou ha done that ou ma grab sprite from it. When grabbing ou shall clic on the top left corner of the part ou an to grab. In the preference ou migh turn on grid with an optional o�set to mak grabbing easier. This is all made from the �le men u. The follo wi ng picture formats are curren tly supp orted. TGA 24-bits yp arga pictures. TRP 16-bits alcon true colour picture. Ho do use the sprites in wn program If ou program in assem bler then ou can �nd sprite dra wing routine in falclib6. If ou are using STOS then ou could hop that An thon Jacques (jacquesa@cs.man.ac.uk) gets his alcon STOS extension ready so on, ecause it supp orts true colour Sp oky Sprites. The assem bler sprite dra wing program is written in osition indep enden co de and could easily used in other languages lik GF A-Basic with ery small mo di�cations. Keyb oard commands Note that the cop and paste comm ands can only used from the eyb oard.

quit preferences fx sa sprites load sprites hange size cop paste set paste mo de paste on to picture paste on to last grabb ed place on the picture anima te set anim ation mo de undo select sprite to the left select sprite to the righ select colour to the left select colour to the righ Sprite and picture formats 5.1 TRS, rue Colour Sprites (v ersion 1) 5.1.1 File header ytes Ascii header ’TCSF’. ord Num er of sprites. ord File ersion. This should 1. ord Xres that the pac ed sprites are calculated for. 5.1.2 Sprit lo cations This section is rep eated um er of sprites times. yte Width in pixels. yte Heigh in pixels. long O�set to unpac ed data from start of �le or 0. long O�set to pac ed data from start of �le or 0. 5.1.3 Sprit data This section is rep eated um er of sprites times. If unp acke data is available then it’s her e. width*heigh ords of ra true colour data If acke data is available then it’s her ord Num er of unks Start of ompr esse chunk (the chunk is ep ate numb er of chunks times) ord Screen o�set. Add this alue to the screen oin ter. ord Nbr of data ords -1. 1*(n br of data ords) ords of ra true colour data End of chunk.

5.2 TRP rue Colour Picture ytes ASCI header ’tru?’. ord picture width in pixels. ord picture heigh in pixels. width*heigh ords of picture data History 6.1 ersion new impro ed sprite grabbing. ou can no load pictures that are larger than the screen and scroll around. Loading pictures do esn’t crash the virtual mem ory an more. ou can no paste sprites to pictures and sa the pictures. No it’s ossible to sa the sprites as ra data and to load ra data pictures. 6.2 ersion The quite buggy �rst ersion.