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SPf,tlAS SUPERYIS{X PROGTA

INTRODUCTION

Ttle CPC rlnge of Arstrôd conputere ia auDDlled ïlth anexcellent hardware egeclficâtlon. Honever thc- -BASIC aupplledwlth the computer, good !B lt le, doee not ehow oii thecomputer'a full potentlrl 1n the graphlcs rnd aounddepartrenta.
Thia-aulte of progra[s ulll remedy thls by extending thc
BASIC rlth a nurbcr of extra comaâda. Theae-extra coniandswtll allow the user to risnlpulôte graphlca to a far greaterextcnt than s!8 cver posatble ualng Èhe BASIC supplled:
On the dlac thcre are a number- of demonatraËion prograrne
srltten entlrcly in BASIC to ehow you the tvDe of- oràqranthrt you ulll be .ble to create for vôureelf. yirir do nàt Ëeeato have any knowledge of rachine codê.
Try the denonstratlona for youreelf.

RUN rrDE!|()ln and preas ENTER

There are flv€ deDonatratlon pro8rana on the dlac. Thev arecglled- DEl,lo I , DEllO2 , DEMO3 , DÉMO4 and DEUO5. Afrer reâdtn8through_thls msnual and getting used to the extra conmandàyou.wlll be-. rble to rdrite programe of the sa|!e sort ofquatrEy aa Enla.

The progran has the follorring feâtures :-
l) 64 Uaer definable aprltea
2) Antmatlon aequenclng

3) Smooth pixel movement

4) True colllslon detectlon
5) Use of mode O or mode I
6) Joystlck or Keyboard control
7) Comprehenelve sprlte dealgner
8) AutomaEêd commands

9) Simple to underatand ln€tructtons
The_prog-ran haa been deslgned to cllltnrte large anounta ol
BASIC, thereby uaking the prograne ea3ler Èà ertte an(lunderstand. Thts 18 done by maklng the aprlte progrâm do nostof the declelon râklng for'you. It te quite poàettle to wrlt..6 gar€ that only haa thre€ or four lines of BASIC for th.maln loop. The rest of the program uould a€t up the aprltr.
and nusic data.
If yoù take â look at the llstlngs of Èhe demonatratt()rlproSrlDa- you wlll be able to aee Juet hol, ainple they are.
You ahould be able to urlte prograrns Just lli<e then'in rrrr
Èltre at all.



SPI'ITES SUPETVISOI PB(rcB^X

AN OVERVIET{ OF THE SPRITES AND DRATJINCS

It la vêry irportant thât you understand th18 page before you
start to ûee the aprite pro8,r8!. Take your tlre to fully
frnillarize youreelf t tth the polnte Dade on thla pa8,e.
trtthouÈ undeiatandlnS, the baatca of 8prlt€a and thla progrôn
you wlll ftnd Èhe frogran irpoaalble to uae to lta full
éxt€nt.
It la important to fanlllarlze youraelf to the dlfference
betreen ô drâutng and r sprlËe. The drlvi.nB te thc rcÈual
shâpe of Èhe chaiacter thôt stll be stored ln r€nory- Ihe
eprlte ia not an âctu8l drauln8 but it c.n be llnk€d to !
dr8ulng,. Thôt iây sound a blt confuaing but I rtll 8,1ve you
an exanple to trt lnd expl.ln shrÈ I !ern.
Plêare bear 1n Dtnd Èh8È every lndlvldual chârscter on the
screen la ! aepar!Èe spriÈe, bê- lt I aPaceshLg, a lan or a
11aa11e.

lake aa an exanple the I,ane of Breakout. the gaf,e rdrere a
batl bounccg arôund Èhe ecrecn knockinS, ouÈ blocks rt the
top. you control I bat at the boÈtor of the screen and Èry to
kcGp the ball ln plôy by bounclng thê blll off your b6t. To
alnpllfv thlnc,s all the block8 6t Èhe top of the acreen are
the- canê ahapè. alze and colour. Each of the blockE 8t the
top of the Bcre€n arc indtvtdual apritê8' the ball le a
aprlte .nd the bat la a aprtÈê.

we could hav€ 40 blocks at the top of the acrêen' aay four
rous of Ècn. Each of those 40 blocks 1a a sprlÈê. In total ue
hlve 42 aprites on Èhe acreen aÈ Èhe atarÈ of the Same(blockerbat and ball). flowever ue sould only have to deflne 3
drawlnga. that of the block, the baÈ and the ball. Even
thouS,h-se have forty blocka Èhey 6re all identlcal so rre
8lnply llnk 611 40 aprltes to the one drawin8,.

I hope bhat
atorlng all
ûelrory.

starts to mâke aenae. There ls no polnl ln
40 blocks ln menory becauee 1t i8 Juat a wôste of

Tôking the ldea on€ etep further. We have a nan walklng
rcross Èhe scre€n ln an rnllaÈêd 8êquence. That nan is a
atngle sprlte. HotJever Èo I,et the anlnatlon effect ue hav€ to
awao the drsslnts of the aan everyt.ire thrt hc ls Doved. Thls
le i caae of I Èprlte belng llnkea to a nuuber of drawlnga.

Aa anoÈher exanple, conslder ô prlnÈing preee. The preas haa
been act to produce â plcÈure of a 8111. Fror that one
drawlnS, tJ€ cln have a nurber of coplea prlnÈed onÈo paper.
Your diarrlng Btored ln n€uory le the prlntlng preas rnd the
copies on p6per 8re your spriÈ€8. Ue only need one drasing to
produce any rruDber of sprlÈea fror lt.
Pleaa€ rere[ber the dlfference bctue€n your draslngs and your
actual aprltea. Any confu9lon you havc vill clear once you
h6ve used Èhe pro8,r8o a nurb€r of tltes. PracÈicê doea rake
perfect I I



SPTIISS SUPEBVISON PROGTAII

IMPORTAT{T NOTES ON USINC THIS PR(rcRAU

ïou trây uae Èhe Sprltes ln elther Mode O or Uode l.
The screcn PAPER should alnaye be 8et to zero. you nav chooae
any colour _you llkê for the iaper colour by ualng the'coruand
INK O,n. If you uae the PAPER co!||rand nlÊh a vàrtable otherthan zero the Sprltea ulll not operatê correctly.
lJtren ualng the Sprlt€s you MUST NOT scroll the acreên. If you
uônt-to prlnt aorethlng on the botton ll.ne of the acreen iouahould uee a 9etrl-colon after Èhe lnfortatlon vou wantprintlnS. If the acreen does ecroll the Sprltes côordlnate
ayateû slll not Tork corrcctly.
lJhen you are llnklng the colours to the lnks wlth the INK lrcyou crn not uae flashlng colours. If you try to uae flrahlng
coloura ln error reaa6g,€ ulll be dteplayed.
The coordinah€ ayatêr used wlthin the SuDervlsor Droqra! lavery alrllar to the graphlce coordtnate ayaten the Àratrad
uaea; O,O betng the bolton left hand edge o-f th€ scr€en. Thedlfferencea betr.een the two syatema are àg follora
The Arstrad 8yate[ hôa a nuober of coordinrtes on Èhc acreenpointing to thê sô.e plxel-
1e Mode O : O,O ; I,O i 2,O and 3,O are th€ aar€ pointa on

the scre€n.
The aupervisor syate[ haa a dlfferent polnt o.l the screen for
each lndlvidual coordlnate.
le Mode O : I,O ls 6 dlfferent point to O,O.

This appliee to both the X and Y coordlnatea. The Daxl.mum
acreen coordlnatea for each dcreen and Dode cân be found Ln
Appendlx f.
Sone of the coEanda deacrlbed in the nanual t.ill Da6a values
back to BASIC. The8e comande ulLl have the t@-t character
before the varlable n!rre.- It 1a VERI l.porÈônt that youlnclude thls characËer shen lt ts shovn in a comnaàd.Failure to do thts could reeult Ln your prograr belngcorrupted 8nd the colputcr rây cra8h.
IÈ ts _iaportant that you aave your progrôn before you |RUN'
1È. If you h6ve rrdc à .lst.ke ând yôu fooae your plogrâi Itla very frustrrtlng to hrve to type it back inGo thà cà|lpuÈer
rg,a1n.

You IIUST uae elthcr the IERASE or the IRESET cormând aa thcflrst lnalructlon slthln your prograr.
If you are 8,olng, to uae â dlffcrent aLze Bcreen to th...stand.rd Aratrsd acreenr th€ LOCATE comrnd vtll noÈ sorkcorrecÈly. Iou ahould uaè trl8l and êrror to find the correctvaluc for the I.oCATE conrand.



SPTI1TS SUPEI,YISO,I' PI(rcAAlI

SCREEÙ AIID DRAIJING COII{.IANDS

I SCIEgf,n
Itrla co|Drnand rrlll allou the uaer to changc Èhe ahôpe of the
8creien. Ttrerê lrG nln€ dlffêrênÈ acr€en siz€a to chooae froir
theee range fror ISCREEN,O to !SCREEN,7. To return to the
atarrdôrd rcrc€n slrply uaê Èhe ISCR"EEX coûrrnd wlÈh no nu[berafter it. lou ahould 'experhent wlÈh thls cor||rand ïlth Èhe
bordcr reÈ Èo r dlfferênÈ colour to the prper ao you cân aeethê exacÈ ahape thc Bcreen slll tôke. lttê sLica of tltedtffcr€nt acreena cln be found ln sppendtx I.
NOTE : The d€fault settlng la the atandârd A.etrad acreen.

I IIGEI,d, x. y
Thla 18 a comand thrÈ s111 get Èhe drlt,Lng lnÈo th€
conputera remory. d ts the drârlng nuuber, x and y ùG the
drrt'lnS dttenslona. To gc! g draslng lnto r€Dory thè drarlng
ruat be put lnto thc top lefÈ ttand corner of thè ecreen. Iouc6n do thla-bI eithcr deflnlng, ch.ract€rs 8nd prtntlng thcrln the top left hrnd corner, or by usr.ng the PI.()T connand toput Èhe charrcÈêr lnto thc top lêfÈ hand slde.
You should Èhen us€ thc IDGET comand to atore the dr.ulng.
The x rnd y valuca ehould bc thr ytdth and h€lght of tËe
drauln8, ln pixels. In order to conaerve ra ruch reûorv aaposslble, Èhe top of the drlutng, should bc touchlng, Êhe- Èopof thc âcreen and Èhe lêft hônd -dge of the drautn8 ;hould bâ
touchlng the lcft hand edge of Èhe acrecn. The ;cst of Èhe
acreên ahould be coDpletely clear of rny graphlcs. It ls very
lnporÈant th.t therc .re no graphlcs to thc rltht hand edgâof the draulnB you ôre golng to etore.
If you are using th€ SprlÈe dealgner prog,rat, t htch ne
stronS,ly rêconend, you utll not need to u3e thla connand.

NOTE : The correcÈ iode [urt be ect, te l,lODE O or UOI,E t.Also Èhe elza of Èhe acreên nusÈ be 6et to lta default Blzeiê | SCREEN.

You can defLne fron drruing, O up to drôutnla 63. Itr€ naxhurtraize of a drrvlng, ta 32 x 32 plxela.
Pleaae rererber that the
epeclflcd tn plxcla. DO
avateu.

x and y dlDenslona need to be
NOT use Èhe Aratrad coordin.te

Before you get any of the drôeing,a tnto n€mory, you should
€naure thlt you have reaerved enoug,h lerory slth Lhe MEI|ORY
cornand. If you do not reaervê enough re|Dori you lly corruptyour progrr!.
To calculate Èhe aEount of ae|||ory you olll need pleaae aee
Èhe equahlon on thc ncxt pagc.



SPRITAS SUPEI,VIS()I PROGSÂII

MEITIORY CALCUIATIoN oF DRAIIING sIzE

Il-*" :I" Solng to ger the drautn8s tnto .enory by uBlng the
i ocET comand, you elll nccd to knov hon uûch'lctori the.lraulng,r lre golng to t6he up. you elll n€ed to do thie tnorder to calculaÈe Èhe correct vrluê for Èhc MEMORY counand.
lhere ar€ teo dlfferent rethoda of crlculation, dependlrrg onshlch acrcên rode you 8re g,olnt to uaê.

T,OIIE O CALCUT.AÎION

I) DTVIDE X DIUENSTON Br 2 OTSCARDTNG Aray FRAcTroN (r[T)
2)ADDIlloRESULT
3) UULTIPLY ANSIdER BI T DIMENSION

4) UULTIPLY RESULÎ OF 3 BT 2

lc MEtl-It{T(XOIUEÙSION/2+| ) ry*2
ïou rust do thle for rll the draïlnga you are golng to I ItcET.
qlr". y9g hrve a toÈal for rll the drrslncs aubtract rnleêrfror 23389 to flnd the result you ahould iàe ior the UE}.|()Rycouand.

UOIIE I CALCULATION

I) DIVIDE X DINEIISION Br 4 T'ISCAROINC AÙr FRACTION (INT)
2) ADD I TO RESULT

3) MULTIPLy ANSVER By y OIMENSIOif

4) IIULTIPLY RESULT OF 3 BY 4

i.E MEl||' IT{T ( X DIMENSION I 4 + L') T Y T 4

You muat do thte for all the drôulng,s you are golng to IDGET.
l.lhen you hrve 6 tot.l for all the drlulnga aubtract anarrerfror 23389 to ftnd the result you ehould ùÀe ior the MEMORvcomand.
you can teat your calculatlons once you have ItGETed all ofyour drat{l'nga lnto u€aory. Onc€ 6ll the dravlnga are sÈoredtype in the folloulnS ltne

AZ.O: !SIIEM,QAZ:PRINT AZ- I
ltre vôlue that l.B prlnted onto Èhe ecreen ahould be theroughly the sare value ueed for Èhe MEl,()Ry con.nd.

lo



sPBrlES SUPERVISOû. PR(rcttX

I,OADING DRAWTNGS FROM THE SPRITE DESIGNER PROGRAM

We atrongly advise the user to d€6ign hl8/her drawlngs uaingthe aprites deaiS,ner progrôm. Thls has a number of dlettncE
âdvanta8ea over f,ranual ly g,etttng then from the top of thegcreèn. If however the uger wanta to use sprlÈes ln mode I
he/ehe ulll have to uae the ùanual nethod. This meÈhod iadeecrlbed ln deEall on page 9 under the headlng IDCET.

Uaers of the sprlte designer program
instructlons detailed belor, to 6vold anv
occur .

should follow the
probletrs thaÈ may

iDRAW and ICOLOUR coùnrands in more

you have uaed the

l) Fully deelgn your drarrlnga and make aur€ they are ready to
oe uaed Dy your natn progr6n.

2) Before you aelect optlon (8) CREATE SPRITE I,ATA in theaprltea dealgner programr flnd out how much memory thedravlng6 tâke up. To do this preaa optl.on (6) SPRITE- DATA
and then pres8 Y. At the end of the llst of draw{ng6 till
be the total rnemory uaed. Write dotrrr thla number.

3) Now aelect optton (8) CREATE SPRITE DATA. Insert the disc
you wanÈ the drawlngs stored to and enter a fllename.

4) You are now_ready Eo load hhe draulngg into your gro8rrm.
Belore you do this you nugt lnaert a UEIfORY colr|m6nd. Tocalculate the nemory conmand gubtract the total memorv
ueed fron 23389. Thè anaver to the sum should be ueed foi
the MEIiORY conrnand.

5) You ehould nou use the IDRAW conmand. This rrlll load âll
of the drasings lnto nenory. If you would llke the coloursto be altered to the colours uaed wlthln the SPRITE DESIGNproSran use bhe ICOLOUR co|!m,and.

We trill norr deacrlbe the
detail.

Iltl.^t,tftlcn!æ.
Ttria corunand can be u8ed Ln elÈher lmmedlate node or lt can
be lncluded wlthln your progr.n. Ttrle coûrand will lold lnth€ drôwln8 lnforrratlon for the fi lenanne you auDDlv. Thedr6wlng, dâtâ stored on the diac haa -the file' narre
xxxxxxxx.DRlt. Do not include the DRW rrhen you speclfy the
na|'e .

You ehould not uae thts colmand untll
MEI{ORY cor|mand as descrlbêd .bov€.

atrorrn on the prevloug page to ensure
correct value for the I.IEMORY cotrrrand.

ll

You may repeat the teat
thaÈ vou hâve uaed the



SPRITES SUPEX.VISOI PNOGN.â

GENERAL 5CREEN COMMANDS

The colours you u3e ulthln your prograrn are atorêd in
|lemory. By dolng thls you can ôchleve profeaslonal results
uhen puttln8- thê- sprltes onto the Bcreen. If you turn allthe lnka to blâck, put Ehe sprlted onÈo the scr;:en lnd thcn
aet the lnka to thelr correct colour lt ï111 look as tf the
apr{tea have all been put onto the Ércreen ôL the aa||e tlne.
The mernory block uaed to store the colours ia 16 bytea long.
The menory block ts-updated uhen you losd dravinga into thê
computer uaing the lDRAtrt co'rnand. If you load any drawlnge
into the co|rputer, the colours you aelected uelng Ehe
dealg,ner program- t,tll-be Èranaferred- lnto this nenory 6lock.
You can ncceas the colours by uslng the ICOLOUR coùnand asdêscrlbed bêlolr.

The only llmltatlon of uaing, thls f,€thod la that you nay not
uee flaehlng coloura. If you try to uae th€ Ânstraa INK
comrand ulth nore than tt ô varlàbles (ink and colour) anerror neas.ge will be dleplayed.

I ooulun

Ihia conrand ulll, turn âll Èhe lnks on the acreen to theirnornal colours (as dêflned by the AleÈrad INK lrc cotm8nd).Thle conmand rnay be u8ed ln conJunction ulth either the
i INKBI.ACK conrnd or the IDRAW conmnd.
llhen ueing thla cornand in conjunctlon wlÈh the lDRAlt comnandlt rrtll change the lnks to the colours selected 6y the sprlte
deslgner program.

! IXKBTâC!(

Thl.e comand t'lll change all the coloure on Èhe screen,lncludlnS the border 6nd pôp€rr to Black. The colours usedwtll be reDemberèd, you wlll not need to deflne all the
colour-g agaln, you would 8i[pty uee the ICOLOUR corûând asdescribed âbovê.

!rJP

T|lle couand t 111 clear the acreen. The acreen tùill change to
Hode 2, the acreen slll reverÈ Èo lt8 norral si.ze and thè pen
rnd paper colours vlll be changed to nake therr easl.êr-to
r€ad.

I cl.s

If you are going, Èo use a dlfferent slze acrecn to the nornsl
Anatrad acreen uh€n you lsaue the norral CLS conand r siâll
aectlon of the acreen Day not have been cleared correctlv. Toclerr the acre€n colplctély you ehould use thla conand.'

l2
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SPECIAL SPRITES AND HOIJ TO USE THEM

I- have spent quite eoDe tlne Èrying to decide where Èhls pageahould lppêar ln the n6nual. ôn -firgt rcad{ng lt nay àeËntotally confuslng, however, Lf I dldnit lncludà lt neâr thebeS,lnnlng of the nanual you uay not understônd why aoneaprltee behave dlfferently to othere. Ètv augReation iâ thatyou ahould resd th{e p6ge- now rnd thcn râfer-ùack to lt whenyou under6tônd the program ô blt rore.

9prlte O .nd sprlte I are controlled by the lovstlck ândkeyboard, all other sprites (2 - 63) are- controlléd by yourpro8r6n.

If you do not lntend to uBe a eprlte controlled bv lovatlckor keyboæd you ehould not uae spiltc O or aprlte l-. - '
The dlfference3 betueen theae special apriÈeB and the l|roregeneral purpoae sprlÈeg are 6s follol,a :-

* Sprite O and aprlte I wlll not bounce at acreen edge.
r Sprlte O and sprlte I wlll not bounce when thev collide|Jlth another sprite.
r Sgrite O and aprite I slll behave differently shen theyare in colllsion stth other aprltea.
r Sprlte O and sprlte I

all other sprl tea.
hrve separate mlaalle coûrnands to

It ls very eaay to forget uhen you are urlting vour Droqrsmsabout these dlfferênces (I've done it a numbei irt tiireel. ffyou find-one of your sprlt€s behavlng dlfferently check-yourprograû to enaure y9u .rê not ualng apribe O or àprlte l- forany purpoae othcr ttran Joyet lck/keyboard control.
Sprlt€ O ls Èhe i.ln chrract€r apr.lte. It er{ll operate undercontrol of the JoyEÈlck.
Sprite I 6hould only b€ used ln tuo player gamee or in ganedwhich uae the keyboard lnstead of the Joisttèk.

l3



SPRITES SUPETVISOR PROGMII

SPRITES. DRAT.'INGS AND PUTTING THEM ONTO SCREEN

! scEl,8 rd
This corr|nand ulll aLlot' you to llnk a aprite Èo a prevloualv
deftned drawlng. e ia thâ €prlte number and d is tire aiarrfnfnunber. By now you -ahould ,have your drawlnga etored làmenory. To nake uee of your draringâ you muat-link lt Èo aeprt té.
e may -be ôny non deflned aprltê ln the ranP'e O to 63. d nuatbe a deflned dr6wlng, ln the r6n8,e O to 63. -

Uslng the Breakout game aa ôn exanple. you h6ve deftned 3draslnga. Drasing O 18 thc b6t, drrt lng I 18 Èhe ball anddra|,lng 2.la the block.^Ue_t,lll nake eprite O the bat, aprltez the b.ll rnd sprltcs 3-42 the blocke. To do thla ne irouldu8e the followlng co'I|anda.

ISGET,O,OT lSGET,2,l:FoR IZ-3 1to 42 : lscEr, rZ,2 zNExT tN
We use-the Z- aymbol-becaueê thl8 me8na rre are u8lng integervôrl.bles. thts r,tll be explalned ln detrll l8ter.
!e wogf! u8e sprlte O as the bat aa thte ls controlled by the
Jglatfct. Howev€r tf .we sântcd the bat to be conÈrotiâd btthe keyboard we would need to uae sprlte l.
The llne above linke Èhe sprltes to the correct drarlng. Ifw€ uanted to make the bat .prite I rnd the ball sprlÈe 2-thense would have ueed

lSGET,l,OrlscET,2,l:FOR . . .
IMPORTAIIT : you nust set- the relevrnt ISCREEN before uetng
ISGET corDand. If you t,lah to to use a different acreen eizËto the atandard Aû8tr8d ecreen you mu8t channe the elze oithe Bcr€en t IÈh the ISCREEN corôand before leËulnP' ôn ! SGETcourand r fallure to do thls ulll re€ult ln ÈÉe epitteebehâving lncorrectly.

SSPUT.s,xry
Thle coiytand ia used for puttlng the aprltê onto the acreen.a is the spri-te nu[berr x and -y are the coordlnatea for theposlE''on- ot the aprlte to go onto the acre€n. 9 nuat be âaprlte thôt you have deflnad, x and y nuat be sfthin ihelegal coordlnate6 alloued by that ecrêen. The coordlnatearefer to nhere the top left hand edge of the eprlÈ€ niff !o.
Aleo bear ln nlnd that if you are putting 6 aprlte onto theacreen ne6r the botton or right hand edge-you ;ruet tske lntoaccount the- hetgtrt and uldth of the e[rfie. le If a spritehas a height of ten pixela thên iÈ would be no good trytàg top!! it aÈ coordtnrte 1O0,8 etrply becauae the efrlte w6ulà gooff the bottoo of the acreen.
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SPlIIES SUPEIYISOI' PIOGIIII

GETTING THE SPRITES OH AI{D OFF THE SCREETf

I SPtll, r
ftri a conând 18 ured Èo tskc r sprlte off the acre€n. a ia
thê apr{tê nurber. If you have trkcn r aprlÈ€ off ÈhG ecr€en
thcn by u8ln8, 6nothcr lsPfIf.a conand Èhê eprlÈê rr1ll core
brck onto Èhe scrcen !È Èhc s!.c ptrcc Èh!È lÈ ula Èlkcn off.
In oÈher uords Èhê lsPftf,s coDand Tlll toS,gle the sprlte off
rnd on thê acrcan.

ExaDple.
SPUT,OTIOOTIOO - PuÈ aprlÈe O at locâtlon lOO.lOO
sPrrr, o
SPUT, O

- Tak€ sprlÈe O off Èhe scrêGn
- Put aprlÈe O brck onÈo thê Fcreen

NûfE : In order Èo u3ê the lSPUT,s consnd Èhc apriÈc lusÈ
have been put onÈo the screên lnttlally elÈh . lsPltlrsrxry

lSPltT,.l,.2
Itris coEsnd ls ldcntlcal Èo ÈhG lSPUTrr conand cxcept thlt
it ulll êlthêr r€rovê or put onto the acrêen . nunber of
sprfÈG!. sl belng the flrsè sprllG rnd eZ belng Èhê last
aprlte. It doea not natter lf you hav€ not deflncd â11 of the
sprlÈ€s ln Èhe rrnge sl - e2 aa Êhc progr.r ulll lgnore any
sprlte that hla not be€n deflned.

I SPÙTALL

This conând elll rêiove .11 the rprr.t€s off the acr€cn. Thla
ls useful aÈ the end of a gare rhen you need the acreen
clearing.
II.IPORTANT : If you hôve put a aprlte onto Èhe screen then you
should not try rnd puE thrt sare eprlte onÈo a different part
of the acreen ulthout flraÈ rerovlng, the orlglnal aprlte.
re lSPlrT.O,lO0,lOO:lSPûTrO.l2O,30 - Thls ts lncorr€cÈ

IsPuT,OrlOO,IOO; ISPl.[,O: ISPUT,O,I20,30 - Thia Is correct

I rEsBr

ThIa conand nlll rc.€t rll of Èhê s€ÈÈlrr8a vlÈhln thc
prograr brck to thêlr dèflult vôlue3. lhe data Èhrt llnks thê
sprltca to Èhê drâTln8s rrlll be €raÉêd. Thc draulng d8Èr utll
be kcpt lntrct.

IlrASB
Thla conand s111 do ev€rything thc RESET couand does, buÈ
1t vlll allo cruae the drrrln8, drÈr .3 vcll. ftlls Co}l{Altll
SHOUII) BE ÎIIE FIRST COIIITIAND USEII A1 TflS SÎANT OF ANY OF TOÙR
PROGRAMS .
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SPRITES SUPBI,VISOR PR(rcMX

SETTING THE ATTRIBI,}TES OF THE SPRITES

I XEltGE, s,n
This coEmand rlll deternlne the property of the dprlte shen
lt collld€s rrith the left or rlg,ht hsnd screen edge. s le Èhê
sprite number, n la the number that determlne8 what Èhe
sprite rr1ll do uhen iÈ hltr the acreen edge. The table belot
ttlll ahorû you hot to 3et up the corrêct ôtÈrlbute.

NUMBER ATTRIBUTE

I Diaappear
2 stop
3 Bounce
4 l.rrap

Dlsappear : The sprlte ltlll be taken off the 8crêen uhen iÈ
hlt8 the acreen edge.

Stop : Tl.e aprlte wlll stop movln8 but
acreen.

atay on the

Bounce : lhe aprlte vll.l bounce off the dcreên edge aÉ if
lt had hlt a rall.

lJrâp reDoved from the acreen and
acreen on oppoalÈe acreen

lYEltGE.B,n
Itrla conând le ldentlcal to the IXEDGE conrmand excepÈ that
1È d€terrlnes uhaÈ Èhc agrlte wlll do lf it hita the top or
bottor 3crêen boundarva. It usea the aarDe attrlbute nunber ae
Èhe IXEDCE corrand.

; The sprlte t.lll be
put back onto th€
boundârv.

TÎre IXEDGE and IYEDGE cormands can
valuea. le The IXEOGE could bc sct
IYEDGE could be a€t to urap.

NûTE 3 Ttr€ dcflulÈ settlnts are
BOUNCE aÈ all edges,

fhe dsfault aeÈtLng,B for sprltê O ônd rprlte I are fo-
the eprltca to SloP !È lLl cd8,es.

Iou rry not alter the edgê attrlbuÈes for any sprltes you
deflne to be ûlss{lcs. The Disslle aprtÈes ulll b€ descrtbed
ln uore detall later ln the |r!nuôl.
Sprlte O rnd sprlte I ray only be set to SI]OP or UAAP.
If you try Èo 8€t th€r to bounce or dlsapear an error
[€asrg€ gllI bc dlaplayed.

be aet Èo dlfferênÈ
Èo bouncê 9,hllat the

for the S,eneral aprltes ta

l6



sPl'tTEs sltPtlvlgot Pt(rctAr{

GETÎING THE SPRITES I,()VIiIC

I sDfl.,., rrr y.
Ihls coûrand deterllnes the speed ot r.hlch the aprlte wlll
rov€. I la Èhe aprlte nunber r xa and ya rrc thc sprltc
apêeds. ltrG spe€d varlable determlnea horr nany plxela at a
time the aprlÈe wtll nove. tte do not rccorlGnd th.t thla
value goee above 8. Tll18 ahould be fast enoug,h for roat
applicâtlons. To g€t the eprlte to oov€ to Èhe left then you
ahould uae a negôÈive veloclty for xa. To I,et the aprlte to
rovc dosn Èhc acrecn thcn you ahould use a netaÈlve valoclty
for ye.

NOTE: Under nornal clrcunatancea the speed of aprlte O rnd
apritc I vill be lct by thc I STIXSPEEO rnd IKEBSPBED
coùnanda.

You nay not aet the speed of th€ mlasiles usln8, this
coaand. The epecd for llssllca la ect uslnS th€
IUISSILE corxnrand.

Iou hlve a nuaber of comands whlch rrlll !l1or. vou to control
the aprltea elther by the Joyattck, keyboard or both. Tlrey
range fror sirply reporttn€, th€ poaltlon of the Joystlck Èo
actually rovlng the aprlte under Joyatlck or keyboard
cortt rol .

The comanda in thla aecÈlon deal t,1Èh novlnS, the sprltea ln
thê dlrecÈlon of e{Èher the JoysÈlck or keyboard,

Aa you ttill already know, sprite O and aprlÈe I are
controllêd by u6lng Èhe JoyaÈlck and keyborrd. The courandg
below and on the next page wlll determlne hou aprlte O and
ÉprlÈe I arc control led.

lSfIx,n
The iSTIX conDsnd allorrs sprlte O to iovê undêr the control
of the Joyatlck. the nuub€r afÈcr the couand d€terilncs ln
uhlch dlrectlon that aprttc ulll be allowed to f,ovê. 1hi8
rllot{a for the aprltê to be trov€d only lêft-rlghÈ; or
left.rtght up, down but not dtagonally; or lcft, righÈ, up,
dorn and dlagonrlly. Thls nurbcr stll slao deterrln€ whether
or noÈ the fir€ buÈton utll be actlvated. ltre sprite u111
uove under Joystlck control every tlr€ aprlte O Èries to
f,ove.le IIIOVEALL or IUOVE,OT20 etc.

ll(strn
T'hls conrnd ts ld€nÈtcll to ISTIX connand except Ehât lt
ulll control sprlte I, and tt utll dêteDlne thlch rr6y Èhe
aprlte rlll love undcr control of the keyboffd. Thc sprltc
wlll rove under keyboard control evcry tlDe aprlte I trlea to
nove.ie IIIOVEALL or ll.lOVErO,20 etc.
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In order to lnforr the progran of the dlrections thatgpflte O lnd sprltG I are alloied to love you ihould u8e thefol loulng, table.

NUUBER DIRECTION COM}IENTS

O NO DTRECTION JOYSTICK/KEYEOARO DISAELEDI UP ALLOW SPRTÎE TO GO UP2 DOWN ALLOi.' SPRITE TO CO DOIT,N4 LEFT ALI'iJ SPRITE iO CO r.ArrA RIGFT ALLOW SPRITE TO GO RICHT16 DIACONAL ALLO!., THE SPRITE m t OVE

32 FrRE FIâEoltliËo on64 CONTINUOUS SPRITE WILL NEVER STOP

To uae thia -table dlrDply declde uhlch featuree vou rranrcurned on and add ug the nu[bera !o 8et 8 valu€. Thtâ ls Èh€nurrDer you put atter the ISTIX or INEB corrand.

SPN,IIES SUPETVISOR PN,OGIAI|

USING THE JOYSTICK AND KSYEOARD

Left-Rlght rlth fire button turned on.

Exa.!pl e.

SprlÈe O Èo tove
4+8+32-44
Sprlte I to nove up,Do$nrleft
roverent and no fLre button.
l+2+4+8-15 lKEB.l5
If you wanted the flre butEon turned on aadirectlona then you rrould uee

L+2+4+8+32-47 IKEB.47
If you uanted dlagonal novement ae sell.

I sTrx.44

ônd Right ulth no dlagonal

rrell as Ehe

l KEB,63

Contlnuoue r|ovelrent means the sprlte ulll not atop, even if
19I_"-""!::_!!e Joyertck. The aprite rttl ,top àniy ;ùi i;nlEa a acreen edge.

t+2+4+8+16+32-63

If you are not going to uaeaprlte O onÈo the dcreen ônd
cotDDand.

If you are not golng, to uaeaprlte I onto the acreen and
cof,rand.

the Joyattck you ahould not putyou ahould not uae the |SiIX

the keyboard you ehould not putyou should noÈ ua€ the IKEB

NOTE : The default aettlnga for both the Jovstick ând thekeyboard âre for thér both to be draabïeâ.
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SPBIIBS SUPEIYISOT PIOGTÂX

USIIIG TfiE JOÏSTTCK AÙI' KBYBOARD

l SIIX'SPBED,u,d,l, r
The I STIXSPEED cotrnand lnforna the prog,rÙ of Èhe speed that
sprlte O t 11l .ove shllat undcr Joyatlck conÈrol. A1l Èhe
varlrblea n|dt be uaed. le uae four vrluea. Thls ls Èhe c6ae
ev€n though Èhe Joystlck r.y only be prograDêd Èo love ln
tro dlrecttons. The valuea muat all be po3lttvê nurrbera.

Thle la ldcnÈlcal Èo
ulll control the speed

Exalple.

lsTrxsPEED,l,l,2,2

lXCISPEADiu,d,l, r
Èhe I STIXSPEED comand êxcept Èh.t lt
of sprlte l.

Ttrls rlll nove sprlte O ât r apeed of
I plx€l .È a tL!€ shllaE Dovlng, up
and doïn and 2 plxels ehllat novlng
left or rlght.
Thte stll rllorr sprlÈe I Èo uov€ aÈ a
ape€d of 2 plxels 6t a tlie vhtlat
rcvln8 left or right, rnd 4 plxelÉ
rt ! Èl|re rcvLnt up .nd doun.

lKEBSPEED.4,4,2,2

lf(IlE ; The default settln8,s for both the ISTIXSPEED and
IKEBSPEEO coDDônda arc all dlrectlons 8et to speed

Exaiple. IKEBDEF, 58,63,60,61, 16

The conrnd on the prevtoi.ra pâge uould definc Èhe keyboard aa
fol lowa

Up - E, Dot'n - X, Left - S, Rtght - D, Ftre - RETURN

spâce to flre.Dcfrult sctÈlnt : lrrou keys for dlrectlon,

the
t.

l KElltGF, u,d, l , r, f
Ihis conand t'lll allor. the uaer to deflne whlch keys ulll
rovê aprltc l. the coaônd rccepta k€y nurbera onli. Thls
lrrforDâtlon can be found ln chrpter 7 pÀ8.e 23 of thc ilrÊÈrad
6128 uaer rrnual. thê inforuatlon la ôlso dlsphycd and the
6l2E dlsc drlve caae. Iou |ruaÈ deflne rll Èhe key nurbere
even Èhough you u6y not uae the! all. le you r.y noi gant to
havc a flre button dcflncd, horever you ruat uae a key number
for {È.
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sPa.Irs suPErvtsoR PtoctAtf

USING TIIE JOYSTICK 4ND KEIBOARO

Due t9- the lray ln rrhich the coltputer teBta for certaln kev8tÈ st,ll ao.eÈlraa return the tJrong, key nu[bcr. Thia cineffect the.uly the aprltea _rove lf jou aie uaing both aprilëU,rnd.aprlÈc 1.. If you flnd the aprttee arc not ;ovtng ti thedlrectlon you- hrve gelected or change dlrectlon of tËeir orrnlccorqr you rnoutd try alterlng the key nuubere you sclcctedualng Èhê IKEBItEF coÉand. ThtË probtei diii-;iEo occur ulrhlhe I REAOKEB and IREADJO! comandi.
All the above conunds derl -ul.Èh cctually .ovlng, the sprlte
:i9::_î"Tt.9l of .rhe Joyarlck or keyboârd. rf,i" rt;;-;icontrol la flnê lf you uant the apilte to rove ià ttre
91I91!1":., Èhâl you rovê the Joystlcl. (aplce tnv6dera, pacuan) .douever Enere are g6rea and altuatlona rhen vou rrlll need tol(non ln rrhlch dlrection th€ Joy8t lck/keybo;rd lE potntlnSulthout actually rovtng the - ;prtte ti, thôt paitlculaidlrecÈton. Tâke aa an êxâaple thg glre of Aaterolas, lf yourove- thê Joystlck to the left the -Bhlp should rotate antt_cloct(eta€, tnatcad of lovlng to th€ left.
Ttre -ray to_ g€t around thls probleu ia to €atlbllah ttrcp::M9.-.- "f t\" JoyE r lck,/keyboird and rhen lcr upon thlalnlornatton. .fhe cormanda below ulll teet lf a certlindr.rectlon ls bclng, prcaaed.

l IA^DSTIX r r, evz
T'hLs comrnd uill test Èhe Joyatlck to see if la belng rrovedln r-partlculff direction. k -ahould contai.n a nurber SetweenO and 9. ltrla nunber stll refer Èo Èhe dlr;;tlon to teet.

^ I _ If t/ou slsh to te.t to see if Èhe lovatlck2 5 la puahed atrrrl8,ht up the valuË 'of kshould be l. To -tcst -for dlagonally fcfi3 9 6 and down k ahould have thÀ vÀiuË of A', eiÀ.
Nurber 9 tert.s for Êhe flre butÈon.
Nurber O teaÈs for NO dlrecÈlon. If a vrlueo-f O 18 returned ln your vart.ble ft reaÀi Èhè-lovetfcl' fa rntne centrôl poaltlon, lf a valuc of I ia reÈùrâed it rcana

:1rlÈ 9lc Joyattck la betng puahcd in 8 certaln buÈ unknorrnd1rèction.
îhe conand y1ll. r€turn a value(not pr€aaed) or I (prcaaed). in vZ. Thl.a can clther be O

I llA|!(BB,I,,evZ
Thla conand acta Ln exactly tle aanê uêy aB the IREADJOYcoEsnd -except lt tG8t8 foi thê dlrectloâ oreeaea on thel,eyboard. I1rê dlrectlon keye are defined b; the IKEBDEFconand.
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SPf,,ITES SUPEIVfaOt PtOCf l

CEÎTIIIG TIIE SPRITE ItrcVINC

lll)YE, r
This coD|rand ulll 'rovê sprl.te a. The aprlte luat be olt theacreen and elÈhcr under
been glven a dlrectlon to
Èhe sprlÈ€ ls nol on the

JoyEt lck,/kcybolrd control or havelove ln u1Èh the ISDfR comand. ff
acr€cn the cournd nll1 bc ltnor€d.

ll|wE,rl,s2
Ttrls coûnand wlll rov€ rll thê 8prltea Èhat Ùê on the Bcreen
ÈhaÈ lre slÈhin Èhê el - e2 liuita. sl ls the loïGsÈ sprlÈc,a2 la the hlg,he8t Bprlte.

I rrrvrAl.t.
thls cod|ând rill nove ell Èhe sprtÈes on Èhê acrcên.
ExaDple.

lo yoDE o
20 ?u0tr t IDGET, O,7 | 7:CLS
30 lscET,2,O: lscET.3,O40 IsDIR,2,-l,-l : !SDIR,3r I r-l50 lsPUr,2 ,40,3O: !SPUT,3,6O,7O60 ! I.IOVEALL: OûFO 60

SST ITIODE 10 O
CEl DRÂI'INC O
SET UP SPRITE 2 ANII 3
SET TITE DIRE TIONS
PUT SPRITES ON SCREEN
IIOVE THE SPRITES ATD LOOP

Ttrl a prograE| do€a not set the IXEDGE and IIEDGE coumande asse ulll uÉê thc defrult vllues of bounce aÈ acrcen êd*.e. Trvexperltentlng wlth thts prograE by alt€rln8, ecreen ;ode oiaprlte apaêdE. you could even try to alter Èhe edgeattrlbutea by puttlng in ô llne at 4t'
le 45 lXEDCEi 2,4: lIEtcE,2,4

See if you can rake aprlÈe 2 a.ct
JoysÈlck ln al!. four dtrêcÈlon8. As aalÈer the sprlÈe nulbcr to O.

You-.ay. noÈLce-thrt shGn the sp-rltee colllde they bounce offcach other. ftri9 ls covered on Èhe next page.

ùndcr conÈrol of the
hlnt you ulll ne€d to

ISt INtX,g,!,xl,rh,yl,È
Thla cou6nd ulll reÈ up r slndos tn whtch th€ eprlt€ caniove. E6ch sprlte can have an independent rrindoe. - lnren the
ISGET co[and ls uscd thc flndou ls autorâÈtclllv sct to thêfull slze of the screen. Iou lrav 6lter the alz€ ol the wlndoub!, lrgfl8 thls coulnd. xl 1s the left hand Gdge, xh la Èherlght hand edgêr yl la Èhe bottor ed8ê 6nd !h-ta the topedtê. Thls coEand ahould be used 8fÈcr-the ! ScEi cotltand.
The four values should be expreaeed ln aprit€ coordlnatee.
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APTIIES SUPEIYIAOI' PTOGIAII

COLLISTON DETECTION

I GOLLII'E,., n
Ttls cotand Tlll dctcrrtnc shrt thê eprlte ulll do 1f tthita anythtng other than the- acreen ed!,e. . fa ini apiftànulbcr, n Ir a v8luc Èhrt utll d€terrlne what the .pr{Èe-ellldo rhGn ln colllalon.
Ttre table b€lou elll ahoï
rÈÈrlbute for sprlte e t{hcn

NIJMBER

I
2
3

you hou to Bet
lt la ln coll tslon.

ATTRIBUTE

Dlaappcrr
Stop
Eouncc

the correct

sprlte I la to

lllsappear : Tîre sprlte elll be reroved fror the .creen uhentl hlts an obJect other Èhan Èhê dcrecn edgc.
3 The sprlte tilll stop Dovlng but aÈay on the

acre€n.

: Tl|e ôprlte ulll bounce off the objecÈ that lthas hl È.

NOTE I the d€fault setting for the general purpoae apritea lsto bounce shen ln colllalon.-
The default aettlng for Bprlte O and
STOP shen in colllsion.

Igy.*lt not .altcr t!: colllston ôttrtbute of any sprlteadetlned aa rlaalles. The tlsslle aprltêr nlll be deeêrtÈed lndeÈall later ln the ianual.
SprlÈ€ O lnd 8pr1te I can only STIOP when in collielon. Iou
lly not _alter the colllalon attrlbuÈe for theae two aprltes.
{f y9" a" try to 6lter the attrlbute an error ne8sa8e ifff ù"dl splayed.

I TEFOX, e

Stop

Bounce

r€ trave

In.order. f9I y9" to srlte your prograr you rrlll n€ed to be.ore co cetl 
'.t 

certatn aprltea rre ln colllsion. There are anunber of corrnda Èo help you achleve thla. you [ôy not need
3:.11.1.: ?!:y-!_::":I_"?ll11-r.ô! on.r!€^_screen, ana i6r- i. vtrfôbout evcrv

lncluded the IREPON and IREPOFF cornÂnde.
The IREPON conand slll turn on the colllston reporÈing foraprlte s. Thie colltelon - reporÈing hrs no aay in rtraË ttreaprlt€a wlll do shen th€y collide. tf the 're!,ortlng lsawltched on for a partlcul;r sprite and hôs lts âttrtbùteeeet to bouncc and Ëhe sprlte -collldes wtth aoncthtng tùeaprtte uill bounce and ita aprlte number wlll be rerenbeied.
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SPTIIES SUPEIVISOI PIOGI^II

COLLISION DEîECTIOII

If the same sprlte hr3 lta r€portlng, aultched off and lt
uaa In collislon, lt sould ltlll bounce but the eprlte nunber
uould not be rerembered.

IE ia beat lf you keep the nurb€r of aprltes ulth reportlng
turned on to a Dlnl.um. Sone of Èhe calllslon detectlon
courande are rclrtlvcly slos, therefor€ Èhe lêea aprltes that
th€y hsvc to Èest thê lâster your progrsr slll be.

NoTE : The defaulÈ s€tÈ1n8, for colllaton rcporÈln8 for all
aprltes ls OFF. In ordcr to us€ th€ colll8lon
detectlon conrnda the collislon rêporÈlng rust bc
turned on.

Iou cannot turn on Èhe collislon detêctl.on for rlsalle
sprltcs. Theaê €prites hlvc Èhe1r orn detectlon rouÈi,nee. iJe
elll deal rlth the rlealle cormânds further lnto the nanual.

lIAFOFP|.
Thle couand lE the oppoelÈê to thê IR-EPON couand. l.È stll
turn Èhe colllsion detectlon for aprite s off.
The follortng courrnda all tesÈ the colllalon reportlng, flag.
If the fl88 ,.s turned off 8nd r aprltc ia in colllslon
the aprlÈc nulbcr stll noÈ be reported.

I coLLTESl,., €vl
T'h1a corDand will Èell the user rhether a partlcular apritc
ls ln colllslon. a 18 the sprlte nurber, vZ ls Èhe vsrlable
thrÈ vou uant the lnforDatlon atored in. Plcaae be ausre thlt
vou nûat us€ Èhe @ iust beforc thc v6rlrble. Thls ls because
Éhe sprtte progran ie paealng a varlable back to baelc.

AfÈcr uilng Èhts couand Èhe variable you have uaed l,ill
contaln a nunber. Thie nunber wlll be elther O, 64. 128 or
215 ,

O - Sprtte ln colllslon
64 - collleton deÈectLon turned off

128 - Sprtte not on screen
255 - sprlte not colllded

SUGGBSTION: lJhen you ane puÈtlng sprltes onto the acreen
rando[ly you can test to ensure â spriÈe hls not
bcên put onto another sprlÈe.

lO AZ-O:FOR IZ-2 1() 3O: !SGET.IZ,3: IREPON,IZ
20 !spr'Î, rz,RND(8)r l40,RND(8)r l60+30
30 lcoLLTEsT,IZ,@AZ:IF AZ.O THEN ISPUT,IZ:GOTO 2O
40 NEXT

If a aprlte ls
triea 6gr1n.

in coLlt slon, t t
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SPRITBS SUPEI,VISOR PROGRâN

COLLTSION DETECTION

! BERORT, €vZ

Thls conDand ie ueed to check âll spritee that are on theacreen.to aee if 9h.y are in colllelon. By lasuing tht€connand, every aprite on the acreen th6t hae colllelonreport.ing,turned.on 1s checked for collialon. All Èhe sprlteatlrat are ln colli8lon ar€ atored ln a table. The variatrle vZtells you the aDount of sprltês that were tn colllslon whenthe command rraa laBued. Therefore lf vZ returna a value ofO, then none of.the sprltes rrlth colllaton r-portlng turnedon eere ln collLalon.
By uslng thie command togêther slth the INEXTREP connand Èheuaer rrlll hâve ô ltst of the aprttes that were tn colllslon.

this conmand la identicâl toth.at lt slll check a range
aprltea. al 1s the atartlng
endlnS sprite nuDber.

I XBTIÎ'AP r €vZ

llrie counand wlll g€t the next value from the table that t{asset up-by Èhe I REPORT corEand. trftren using thla comand thevariable vU ulll contaln the nunber of a aDrlte that uâa incolliaion.- lJtren you have thls nuDber. th.f sôr{Èe nutber sillDe reroved froD the table-. By -doing anoÈher INEXTREP,@VZcomônd the next sprlÈe nurber iJlll bè taken froà the ta6le.If the varlable vZ contalns the valu€ 255 then thôt neans allthe aprlte nurbers in th€ t.ble have been reporÈed.
An lnportant polnt to reneuber le that only the spritea thatrcre ln colllsloo rt Èhê the of the lnEpORT èouand arestored ln the tâble. If you rove any aprltes after the
IREPORT cocrnd and sore -of the nen- uoleuenc cauaeg acollielon that utll not, be reporÈed.
You can lsaue another IRE9ORT counând before you have renrovedall-ol Èhe aprlte nunber8 froD the Èable.- The old sprltenumbera that were in rhê table rrtll be eraeed to ,rrtce wi! iàithe neu numbers.

An i|Dportant polnt to reDêIober la thaÈ thia routLne la qultealov. You ahould not call lt needleaalv.

! cLB rSP

Thle comând wlll clear th3 report rable. If a INEXTREPcomrnd i8 laaued after this èomand thê varlabie willcontatn 255, ie no more aprltea ln colllaton.

InEPtonT..l,32,€vZ
the IREPORT,(avz coûûand exceptot aprlt€a lnaÈead of all theaprlte numb€r ïhllet a2 ia Èhe
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sPlrtzs suPtnvlsa)l PtocnÂr

COLLISION DEÎECTION

| trI!,.,evz
Ihi. comDand t 111 rllou Èhe ua€r to flnd ouË ïhlch sprlte hashlÈ anoÈher sprlte. ie You .!y knou sprlt€ 4 la ln èolllelonbut there ia no uây to ftnd- ouÈ yhich aprlte that it hÀacalllded slth. By ualng, thls coD.nd you vlll bê ablc to flndout -

a. la Èhê eprite nurbcr thôt you know le ln colllston. vZ iathc varllble Èh.t elll hold the nurber of Èhe sDrlÈc tÉ.t hlrhtt aprlÈc s. If vZ contalna 2jt then the epilÈe ruat havehlt r piec€ of .cenery or r sprltc ÈhrÈ -doGa noÈ h6vccolllÉion reportlng, turned on.

I tttVE[IT, r ,€bt
Ttrla conand cln b€ uacd a-fter you hrve Just loved I sprtÈe.s ls thê aprtrê nurber, bZ ls- the vaitabte that hàÀ ihireault of thc colllsLon tcst ln tt. If bz-2t5 then thc sprlÈc
waa not ln colltslon. if br-O the aprlte hra colllded'ldtheorcthtnS.

Ttle advantage of u.tng thia coDand ln preference to
ICOLLTEST comand ts !h"t Èhls con nd ls -6 grert derlfaater. Durlng the _aprl.te æveuent routine the -aprlÈe LstcaÈed for colllaion ruto.âtlcllly. Thls routlnc- ,Lrolvchecka Èhe flag, withln Èhe rovenenÉ routlne to eee ff [hécolllslon flag hae bêen eet.
lf you.rcve the-aprlte again then the colll.ston flag ï1ll beclcared. It is i.porÈ6nt thst you fully und€rrÈrnd-hos Èhtscomônd TorkB ln order Èo uae lt to lte full rdvantage.
Exarple.

You .ove sprlÈês O to lO stth the lllOVE.O.lO conand. tJhenaprlÈê O la rcvGd it doêa not htt' anvÉhine Èherefore thJcolllslon flag 1. not eet. llhen aprltc 'l ià noved it httsaprlte O Èhcr€for€ th€ colllalon f l.g lb 8eÈ foruprlÈe l. Ifyou.dtd a- lUovEHIT.,O,@bZ corand, te-ttng to cee if eprlte ôla ln colllsloni the routlnc uould reEurn a vclue-of 251(sprite not ln colllslon). Ttrls ls becauee ehên aprite O uaarov€d tt dtd not htt ônyrhint. If you dtd a 1rcùerrf,i,èUicoaand, teatlng to aee'tf -prlte I uee ln èolltatori.'theroutlne rould return a valuc of O (sprlÈe 1n colllalon). -

If lnstesd of _ .dotnç_-the I!.'OVEHIT conônd rfter the lltOVEcoDûtand you dld a ICOLLTEST,O,@bZ courând Èh€n th€ routlneuould r€turn a value of O (aprlte ln colllalon)- rltrl s tEbecsuae- Èhe ICoLLTEST comenà checke Èhe eprite afteiêverything haa noved.

Please noÈe : The colllglon reportlng rust be turned on Lnorder for thls routlne !o work.
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SPTI1IS SUPEI,VISOA Pl(rcRÂU

IXp'Ol'TAl.f I|OTES

Throughout th€ colllalon detectlon coulnda rê have been
uslng, â varl.able vZ. There 16 a rGr character before thiecouand. Ite ar€ uslng fhe r€r character becauee that Èêlls
BASIC that ue are golng to pasa a value fro. the sprltês
prograr brck_ to your orn progrla. IÈ 18 exÈr€rcly l.porÈantto ,.nclude thls characÈer before your varLable naie. Failure
Èo do thla could r€sulE in your prôgran being d€atroyed.
We have used vZ aE a varlable nôDe throughout the colllBlon
dêÈectlgn colnônda. you !.y uae .ny varl.able nare.
We have us€d the rzr characÈer after Èhe vrrlable nane. Thlala becsuae- the aprite progru la pasalog Lnteg,er varlablea.you ruat alwaya uae lntegar varlable8 wËllet ètther prsaing
or recelving v8rl8bles frou the sprlte prog,r![. Therefore itla lrportônt thrÈ you underatand fully hou Èo uee lnt€g,er
vâr1!blea.
An lDporÈant polnt to remember about pas8ing lnteg,er
varlablcs bâck Èo BASIC ls Èhat the varhble Dust ba knot,n tothê Drograr. At the atart of the progran the varlrbles luat
conÈalrr r nuDber, thla can be zero. 7e 8Z-O.vZ-OtfZ-lO
It ls alt ays a Sood ldeô to save your prog,ram before you
'RlrN' lt. l{hllat every effort hae beèn rade to €naurc Èhatlny errora that you nake are reporÈ€d by the error routine
there are 8 few lnatancea ïere an error rlght be llaaed bythe prograD.

EI[(N, XESSAGES

If the program flnde an êrrorr then the coûnand Èhe error waa
found In slll be diaplayed âlong ulth the error nurber. Th€prog,rar wlll then pauee and the cureor t'lll appêar on the
acrecn. It lB nou up Èo you to break lnto the proqrâ! bypresslng the 'BREAI( | key ônce. If you prese any kef othei
than th€ BREAK key the Èrogra. wlll cônttnu..
If you h6ve ml s-sed - 

preas lng the BREAK key and th€ progran has
contlnued you ehould stop the prograa by preeelng tËe BREAK
key twlce. You ahould nou aort out the error.
The error nunbers cln be found in appendlx II.
After you have preaeed Èhe BREAK key the co|Dputer trlll report
BREAK IN LINE xxxx. Ttti a û6y not be the line tn shlch theerror occurred. The error ma!' h6ve occurred in the prevlouE
llne. If !n error occura ln Lhe la6t ataÈ€nênt of a line when
Èhe_ BREAK key le pressed the cot|puter uill dlsplay the llne
nuûber a8 the llne folloutng the erroneous llne.
Le ïour pro8,rarn 

- startâ at llne lO and enda at llne 25O gotng
up in atepa of lO. If the conputer dteplays aREAK IN LIùE 6ô
Èhe error could be ln llne 60. or lt -could be the last
connand on th€ prevloue line. ie 50.
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SPBITÉS SUPER,VISOB PROGTâI|

MISCELLANEOUS COIGIANOS

l sl(FoS. r, €xl
thle comrand siLl tell Èhê uaer Èhe X coordlnâte of apartlcular sprtÈe. s ls the nuDber of. thc sDrltc. xZ la th€varlable that you uônt the rprite X coordlnàte to be storedln,

!SYFOS,a,€yl
Thlg connand wlll tell the uaer the y coordlnate of âpartlcular €prlte. a la the nutbêr of Èhe eDrlte. vZ ls thevôrlable that you uant the aprlte y coordlnàte to 6e etoredtn.

I SItrAl,, a,€dZ

Thla cotrmand ulll tell the uaer the Drsslnp, nurber Èhat' thesprlte currenÈly te. a ls the nuober of the éprlte. dZ ts thevarlable thôt you uant Èhe drarlng nu[ber to be etored ln.

I slclr,€ri!
Thls conûand t,lll tell the user the aDount of rerorv Èhlt Èhêdrowlngs hrve tsken up in DeDory. Thia value Ehould'aluavs behlgher- Èhan the HIMEtt value. QrZ ls the vartrblc thaÉ youwsnt the ærcry Lnforratlon stored in.

l l(Dtf,., e,€x.l
Thla cou.nd t,ill t€l,l the-user the apeêd ât rrhlch Èhe aprltela [ovlnt on th€ horizontal plane. à te the nulber oi the
_dpritc. L{xZ le the variable that you rr.nÈ thê sprite speed tobe stored ln.

!IDIR,a,€yZ
Ttrl s cormand uill Èell the user the speed ôt rrhlch the apritela [ovlng on the vertical plane, s 18 the nurber oa Ehe
:prtte. lIZ ia the varlable thaÈ you tr6nt the aprlte speed Èobc stored ln.

I CSPT ITA r s

ItrlB conând ï111 clêôr sprlte 8 froD .enory. ff the spriÈela on the acrecn uhen thla counand ia lsaued,-thc sprlte-slllbe reuorved. Iou noy now, lf you ulsh u8e the ISGET éoaand toIlnk Èhi8 sprltê tô rnother ilrautn3.

ltlAIT,n
Itris comand t'lll cauae your prograD to Druse. n iB theôrcunt of tllc 1n l,/2othrs- of a aecônd lt slll rratt. If n saalOO, the progralr uould walt for 5 seconde.
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sPI'ITES SUPBT,YI SOA, PROCIAT

ANIMATTNG THE DRATTIINCS

Tlte u8er ean deflne 16 anltatlon aequencear The anlDâtlon
a€quÊnc€|a conaisÈ of r llst of draglng nuabers ln sequencefor Èhe elght dlrectlons thaÈ the aprlte-can nove ln.
The drat lnga to be used 1n anlultlon Duat all hsvc Èhc a.re xtnd y dlDenalona. they rnst rlao be in aequence one 6fteranother. Iou dcflne thê dr.ulng, aequencea fof thc sprlte forthe eight dlrectlona in whlch -the sprlte can iove. you mavnot srnt Èo uee .11 dlrectr.onsr lndeèd you lav onlv nant thÉ3prlte to be anlrrted ln onc or two dllectloira, h6rrever you
uuaÈ dêflne the aprlÈe rcvelcnt for all €lghÈ dlr€cÈlons. -

lhe aprltea progral ulll autoDatlcrlly eelect the correctdraslng a€quencc dcpcndlng on shich dir€ctlon Êhe aprltê iarovlng,i once thê drôrlng aequcnc€ hae been defined.
A. nurbcr of sprttcE aay u8e thc aale acqucnce of drreinaa.Snerelore you- ray have r gre6t derl rcre thôn 16 sprlteaanllated on the screen 8t the lrre tlrc.

The rray you define your aGquènce l.r rs follot eI --
2 3 Theae are the elght dlrections that yoursprlt€ can love ln.3o6-

you rust deflne a draulng aequenc€ for4 7 erch dlrcct ton.
I

I sEQOaxcE,!or ll,lh,2l,2h,31,3b,al,4h,51, tb.6r,6b,71, 7h,ôt,rh
Tlrla te qulte a long conand, you
ercn rcquencc and not €vêrytlre vou
Ttre I and h tn the conand- exarlle
nqrbcra of a scquence.

only
ranÈ
trc

naed do lt oncê for
to anl8!Èc a aprl tê.
for the loe 6nd htgh

an la Èhe aequence nr.ruber. Ttrta should not be confused rlththc sprttc nulbcr. lou rlll learn hos Èo t in&, a aequ€ncê to ôaprr.te ahortly. Tîre aequcnce nurber can be betrcen -O and li.
49:..t"". dcfine I a€quencc fror lon to hlgh, every drarlng,vlthln that aequence rudt hrvê the aaue x.y-dinenal6na. AleËthêrc should-not b€ any draslnts rlsstng:-The Eequencca canbe repcôÈed for a nurber of different dlracÈions
Ex8rplÊ :^Iou havc dcsigncd â nurbcr of drar.lngs of a ran,drarlng3 O to 5 are the rôn ealklna left. drasinc.a 6 to li8rG thê r8n yrlktnt_ rlght. The !!n c6n saik lcft ind right.Tl.e corand ahould look aorethl.ng, llkc thla

I acquencc.O,O, 5,O, 5,O,5,O,5,6, I f ,6r f l,6r I 1,6, ll
IÎrls conand 8et3 up aequence O. If the rcn happcned to atartrovlrrt .È r dlatonâl Èhc flgure uould sÈtll bc- anlratcd.
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SPRIÎBS SUPERVISOR PROGTAIi

ÀNIIIATINC TIIE DRAI{INGS

Once you hsve aet up your rnl ation aequence6 you uill then
need to llnk the acqucnccr to ô dprlte. You ahould do Èhl3
after you have laaued rn ISGET cornrand. Uhen you do llnk a
aprtte to ! drrt{ln8,, the draïtng nurber you should uae ahould
be lower than the higheat drlttlng nunber deflned ln the
aequencc.

ie. you havc ltnked drôulng lO Èo BprlÈe nunber O. Ttre
aequcncê you are golng to uge nu8t have ! dr8u1n8, nunb€r ln
it trhlch io greôter than lO.

Once the aprlEê Ls rnlrstcd Èhe drÀuln8 nunb€r ls lncrenented
untll it iB equal to the laaÈ aequence nu[ber, then lt ls
r€Bet Èo Èh€ sÈârt sequ€nce nuuber. If you iaaued 6n ISGET
comrand with a drawLng nunber hig,her than the htgheat
aequence nunber, an error uould occur.

If vou s19h to uae onlv one drswl.nq for each dlfferent
dlrâcElon, you ehould uae' the 6âme diaotng nuuber for both
the hlAh and the lou value6.

Exaople.

You have deelgned elg,ht draulnge of a spaceshlp, one drawlng
for erch dlrectlon Ehe ship can move ln. The sequence colrratld
ahould look aomethlng ltke thts.

I SEQUENCE, t,O,O, l, 1,2,2 t3,3, 4, 4,3,5,6,6 t7,7

lAlfIMATars,sn
Th18 18 a coDrrand that ltnkg a sprlte to an anlDatlon
sequence. a ls th€ sprtte nuDber, an ia the 8equence number.
Ihe aprlte ahould hôve already been llnked to a drâwlng ulth
the ISCET command,

IArfIl('FF, E

Thls connand turna the anllnatlon of aprlte Ê off. The draulng
Èhat the aprlte rrâs ualng .t the tlre the command tja8 Lsaued
slll nou be frozen. le not anluated. lf the sprit€ la not'
noved the sprlte vlll be llnked to the 18at drawlnS.

IIOTES OII ANIIIATIOX

If a sprlte hlta anoÈher sprlte lrhllaÈ lt la anirrated then lt
la poaslble for the eprltes to sElck together. thla la due to
the naÈure of th€ aninatlon and the colllsion detectl.on.
under normal clrcu[stances aa aoon 6a a aprlÈe collldea slth
another by one plxel the aprlte wlll bounce. Houever if at
the tlne ôf coll{sion the dratdtng overlsps the other draering
by more than one plxel due to the change in the ahape of the
spriEe through animation, a atick nay occur. There are a
nrmber ot thingg you can do to get around this problem (if it
occure). There are aone notes towards the back of the manual
to hel p you.
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SPRIÎBS SUPER.VISOR PR(rcR,AII

USING MISSILES

There have been a number of commands lncorporated wlthln theaupervleor program to alloar the spr{tes to flre nlsalles. Thecomand8 ray aeer co.pllcated at flrat, but ulthexperlDentatlon the commandg t,lll eoon becone ea6y to u.e.
Iou luaÈ fl.reÈ deaig,n a rllsslle drauing. Iou do thla ln the
aare- say rs you eould d€fln€ 8ny dravlng, be lt I sullclrclc or a nore rectang,ular ahaped mlaall€.
The rl,sslle nust thcn be llnked to every DRAWING vou slsh toflre |rLaailes. l.l.e reaaon you llnk a 'niaaile tér a drawlngrather thln to 6 aprlt€ ls àtûple.
If you have defined a aprite to be a apace8hlp (ae ln the.nhrtlon exuple), the sprlte crrn Dove ln €lg,ht dlrectlon3.
Each of theee- elght dlrecttona has 8 difaer€nt drawing
asaociabed elth lt. Becôuae ue have llnked thc Dtsslle to thédraulng rather thôn the aprlte we knou uhlch directlon toflre the ulaslle Ln, t e rl8o knos Èhe offseÈ rt rhtch tofirgt puÈ the .lsalle onto the acrêen.

You-are probâbly toÈ8lly confuaed by thst descripÈlon. l./ewlll now go through the ôomnônda aegociated rrlth the-mtaalles
and se nlll glve you ao[e exa[ples aftcr that. There le rdemonatratlon pro8,r6m on the dlac called DEl,Ol that vou canlook through to glve you r beÈter idea of the couanda:
Ttrere are thre€ typea of rlaslle8 tyDe O. I and 2. Tvoe Omlsallea are fireil from dprite O, tlrpe I nfeefles are firedform-sprlte I and typ" 2 rlsalles -àre fired from aprltes2 - 63,

{e iUISSTYPE,O | 2: IMISSTYPE,2,2

Thls rrould deflne rrlsai.le typê O to draelnp, 2 and misBlletype 2 to drawing 2, ReDenbei type O nissllee-are fired froneprlte O and type 2 rnieallee arè flred fron sDrlte6 2 - 63.Both are uelng draulng 2 .s the nl8alle draving.
IMISSTIPE, O,3 r llllssTIPE,l ,4

You should have bv now
otaei le(s). You ma-y have
misalle or .ll typês nay
coumand slll inform thê
for the ||lissile for each

Thie uould deflne nigatle Èype O
type I to drawlng 4.
The drawing,B you de61gn ag
drâwlng, l.

ITISSTIPB. Èyrd

Eo dralr{ng 3 ônd nisalle

mLEsile drawings |!u5t be above
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deftned your drauing(s) for your
r e€per!Èe drarrlng for esch typè ofuae the a6t|e drauing,. The above
aupervlEor of shtch drâwlng to uae
mlsalle type.



SPIIÎES SUPENYISOA PROCAAX

USINC MISSTLES

llfISSIl.ErDrr,tyrxo,lorX.rIr
Thls la the coDnând that ulll llnk a rls6ile type to I
drawing nuDb€r. Dn ls thê drauJ.ng th.t vlll flre the llaaile.
ty 18 the nlssile type (O,t,2).
If you requlre sprlte O to flre rlaallea 8nd sprlte O is
rnimated wlth dratrl.ng,a O Èo 7, rre would need to uae I
IMISSILE corr6ndr atarÈlng lMISStLE.O,O,xo,yorxa,ya and
endlng lVISSILE,TrOrxoryorxarya. Retrenber the second
varlable ls Èhe !L8311ê ttpc and not the dr6vlng, nurber of
tbe ril aal le.
Tte advantage of Linking ô ||!lesllê to a dratrlng, raÈher than
Èhe aprtEe for uae 1n dlfferent typea of gâic ls obvloua. The
Brr€ of asterolds has a ship that can rotate throu8h elght
dlrecÈlons. I'lhen you flre a [leslle. vou flre lt ln Èhe
dtrêcÈlon Ètre shlÉ 1a polnting and nôvlig. Howev€r the gâne
of epace Lnvadere has ê shlp novln8 to Èh€ left and rtght but
Èhe riesilcs ôluays flrc upwarda.

The IfiISSTyPE coDrrnd ruat be lsased before you 8t.rÈ to ude
thla couand.

Xo rnd lo ôre th€ X and I offsets for the nlaslle. 10
calculaÈc th€ offEeÈa you should u.€ a plece of graph pôper
or a calculator.

cAlÆl,ltTllfc lflssllx oFFstrs

llter€ la a utlllty on the dlac Èo help you to calculate the
offs€ts. T'trl s utliltv ts cslled troFFsEisr'. Full ln8tructlon8
âre lncluded ulÈhln Éhe prograD.

To allpllfy thlnS,s t.e Ehall crll the drawlng that la golng to
fLre thê rlaslle drawlng, 'A', ônd the rlaalle ltaelf dr8ulng
'ar.
Aa you ahould know by now. all the iprltes âre put onto th€
8cr€€n slth th€ orl8,tn betnS Èhe top lêft h8nd corner.
t sing êithêr graph paper or by calculaÈln8, yourself you
should rak€ I plctur€ of drawtng A. you ahould Èhcn plcturc
where you trant draulng I to bc. Iou ahould beff in nlnd that
drautng, A should not be touchlng drâslng B. Iou should thcn
calculrtê the diatance betueen the Èop left hsnd corner of
dr!uln8, A to Èhe Èop lefÈ hand corner of drsslnt B. ltris lE
the offaet, you ahould do thtB for both X 6nd I.
ThG offe€Ès rry be €lthcr poalÈ1vê or n€t.tlve.
Xs ând Ys are thc specda
Iou should not try Èo ect
I SDIR corand.

at ehlch the riaaile trlll tr.vel.
thc cpccda of . .la.il€ stth Èhc
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USING MISSILES

Ihe. x apeed and y speed of the nleatle need to be slgnednurbere. I-f you urnt the .ias1l€ to Èr.vcl left along È6e xaxia you ehould uee a negatlve number for the x apeed.-If vouwant thê rl8slle to Èrôv€l dosn Èhe acreen vou àhould ueÉ aneSatlve nu[ber for the y speed.

By now you ahould havc deftncd the drrt,intEe to be uscd 18nlaailea and also rhich draelng,a vlll rcÈualiy ftre nlsallea.
You should nov h6ve declded hôs far and hoir oftên . rprltêcan flre rls8llea. 1îr€ next trro corunda trlll determlne Éheaefactora.

IHISSItgIâl, ty, dc

Thie conand t'lll lhit hotr fa€È the ||ll3allea can be fired.ty is thê rleaile type, a6 descrlbed on th€ Drevloua D6qe(O,1,2). d€ ia the dèlay between flrtng. de uill contain-a
nuDber, thls nunbcr tdlll deterulne hos uany lovea ! [l8sileruat Dove before the next DleBlle can be put'on the ecreen.

SPITÎES SUPEBVISOT PTOGRAX

of 4, the ltaatle thaÈ hre [oaÈ
4 timee before the next nisail.e

ie. If you aeÈ de Èo a value
recently been flred nuet nove
ca.r be put on the acreen.

Thle coruland haa a number of advantagee. It enables theprevlously fired nissile to qtove out of the iray before thenext Disaile le f1red, thls wtll etop Diasllea frô|n collldlnpwlth e6ch other. The oÈher advantogè ls Èhat you c8n !lte;
how frequently a sprlte can flrê .lssllea throughout the
I,ane .

ï'he DlnLrrum value for de le 2 and the |naxlnur value ls 63.

I rISSDISI ,dl
.Ihie couand sLll dete lne hor{ f.r all of the niasilea slllÈravel before they lre rêloved fro! the acreen. dl Bhoutdcontaln the nuDber of lov€a 8 riaalle can nake before lt leremoved.ie. ff the value of dl ras 5, then after Èhe flfth
I.IOVE aÈâtê!ént for Èhrt sprltc, the aprlte rould be reuovêd.If_you do-not tant the aprlÈe to be reloved then alnlpy use avrluc of 127.

Tlre trlnlmum value for dt ls 5 rnd Èhe raxirun value is 127.

The couând8 conccrnlng ilEsilee th6t have .pDe8rcd ao f8r Lnthla manual are ln the aaue order ae they-ôhould appear lnyour prograr. If you frll to put then in thls oiàer theIrlealles Day not-uork correctly. Ttte order they ahould appearln your progrlD la

lrilrssTrPE, lMrssrLE, lMrssDELAy, llitrssDlsT, IBULLET
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we are now ready
mlsalles.

sPtrTgs suPEa.vI so8. PRoGnal

USING ùIISS I LES

to deflne a nuDber of sprltes to be uged aa

I lULLtT, ty, rpl ,.p2
Thle comand definea horr rany apriteg ôre golng to be uaed aa
rlsallea. ty ts Èhe nlaslle type. There ôre three aepsr6te
banka of Dlaallea you |Day uae, Orl and 2-

Sprlte O hâa lts orrn bank (O). Sprtte I h.s lta onn b.nk (l).
Sprltes 2-63 have thelr ol'n bânk (2).
6pl ls the lorresl aprlÈe Ehat can be used as a uiaelle, ep2
la the hl8,hest aprlte thât cln be ueed aa c |'laalle.
A sprlte cân hsve ûore thrtt one [i8sl.le on thê screen at Èhe
aa!|e t i[e.
EXAIIPLE.

you rrish for Bprlte O to have up to lO niaalle8 on the screen
at the asoe tlûe. You lay then elnply uee the command

IBULLET,O.20,29

ThlE co@and t tll defln€ apritea 20 to 29
sprltea.

to be nlsslle

To geÈ the aprite to actually flre a nisalle ls slnple. For
sprites 0 and I you !6y shply Èurn on the fire button uslng,
the ISTIX or INEB conmanda. Everytlrê the bùtton ia preaeed a
rlselle wlll be flred.
Itre oÈher uay to flr€ a liLselle, thia works wlth all sprite6
fror O to 63, le to u6e Èhe ISHOO'I coEand rrhich vtll be
deacrlbed a llttle later -

NOTE : lùll€n definln€, th€ lower and upper aprlte nu&bers to be
uaed aa niaellee you ehould not uae these aprltes for any
oth€r purpose. Also the loweet sprite nunber csnnot be loser
than 2.

The three banke of nlsallea ehould not overlap.
lrftren your proSrr[ ls worklng and you 9ÈrrÈ Èo flre the
rlaailea you ray Bet an error 'IIISSILE TyPE IrlISllATCHr. Ttrt8
occura when you try to fire a rlrslle of the urong, typc.
e8,

you have deftned drawlnge O Èo 4 to flre rleailea of type O
slth Èhe IMISSILE connand. If you laaue a ISHOOT,2 comand
.nd aprl.tê 2 ls ueing dr6ulng, I an error slll occur becâuae
ISHOOT,2 ls trying to ftre a Èype 2 nlsslle and drrwtng I ta
only allowed to fl.re type O nlEsiles. BE CAREFUL l!
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USING MISSILES

I St|(XyT. sp

tllis comônd t l11 allou a aprite to flre a mleslle whenever
this comnând Ls Lasued, sp belng, Èhe sprlte that ulll fire
the ||l sal le.
ff you have deflned only a enall nuDber of aprites to be used
as ll8slles and vou have onlv uaed a enaLl nurber for the
delay you wlll find th6t thê aprlte r'lll fire misalles ln
bursts. Ttis 1€ due to th€ fact Èh6t onlv the nunber of
mlaallea you have deflned can be on screen ôL the aalre tlDe.
If you continue to preaa th€ flre button or uaê the ISHOOTcornand the actlon gtll be lgnored untll â !|isall€ hâa been
re[oved froo the acreen and ao freetn8 Èhla nlsstlê to be
used agaln.

l'rhen the nr.sallea collide rith the ecreen edge they dtaappear
and can be ueed s8,aln. If . rlesile collldes utth I plece of
acenery, or a sprlte that doea not have colllslon reporting
Èurned onr the nlaslle slll also diaappear and can be ueed
again.
If the I'lsslle hlta a sprite tjlth colllalon reporting turned
on (lREPONre) the llsslle r.1ll atop novlng and it sill et.y
on the acreen. lhe sprlte it hae colltded trith t,lll alsô
atop novlng (lf it was noving).
We not, have tt o comônds thaÈ deal t lth trlasileB once thev
hâve colllded t ith a sprltê that had collision reporttnl
turned on.

lxIssllIl.Qvl
Thle conmand store in vârLable vZ the number of |Dls6iles ttrat
are curr€ntly ln collision and are sttll on the acreen. It
does not take into account the type of niaaile. It vz
contal.ra Or no Diaslles that are currently on the dcrêen are
ln collision. ff vZ contalned the value 3 th€n 3 mlgailes on
thê dcreen are ln colllelon r{rith ô sprlte.

IXISSr|I1,Èy.QvZ
ty ie the type of nlssile (O,1,2). When this corlmand ia
isaued, lf a-llsalle of the type you apeclfled in Ey lras ln
colliaion, the riasile utll be- iernoied fion the ecreeir and vZ
vill contaln the nuober of the sprlte that Èhe misalle had
colltded rlth. The aprlte that the misslle had hit t{lll not
be âble to Bove a86ln. It ia up to you to decidê r{hat to do
rtth the sprlte that the miseile hlt. Iou have the aprlte
nu[ber ln vZ, th€refore lf you wlahed to reDove that gprite
you could uee the coDrratrd iSPUT,vZ-
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USING UISSTLES

It la- hportant that you check regularly to enaur€ lf any
rlsallea h.ve colllded Tlth sprltca. If yôu do not vour ra*ray become cluttered rrlth apritea that ire not roving. Àlaolf you hrve only speclflcd Èo uae only a auall nulber of
bulleÈs uith the IBULI^ET comrand you nry- not u3e the ilealle
aprlte .g.ln unùll lt ls reroved Fron thâ acreen.

xrtEs ol| usrtrc T8E ltlssr|.Es
If you ahould flnd that uhen flrlnr vour tlsailea thev do notsork correctly, there nay be a nur5ei of reaaona for Êhta.
l) Ttre offaeÈ you have choaen ls to clo8e to the maln

drrulng. $rhên the ileaile ia put onto th€ screen lt
collldee ulth the aprttc ÈhaÈ la flrlnB lt. you should
Lncreaae the off.et betrccn the sprtte anii the ltaslle.2> You are not rovlng the rLeaLle faaÈ enough. ff the
Elaalle h8a not been roved coDDleÈely awav fron the rsin
flrlng, sprlÈe and you preaa the flie buLton 8g,aln, the
next llaalle vlll colltde sith Èhe old ulaalle. you
should either increase the delay betueen fLrlng, ilaallea
t lth the |I.{ISSDEL conrand, or Lnclude lore I||oVA routlne6to Dove the [leslle faster, or increaae the apeed therl3sile novee fron vlthln the IMISSILE conand.

3) you are not checkln8, fg. thè nlsellee collidlng oftên
crroug,h. Aa soon 8s you find I nlsalle 1n colllsion voushould act upon it. You ahould check for nleeile
colllslona RACUIARLI. Recenber the ntaslles do not remove
theleelvea uhen they htÈ soDethlng, ita up to IOIJ to
rerove ttre rlaslle rrlth the !MISSHIT cournd.

4> If you flnd the Dlealle does not flre correctlv shen vou.re movlng the sprlte in the dlrectlon you aie flrfirg,
you ahould lncreaae the offaet dlstance bèÈueen Èhe nain
flrtnS, draslng and the nlsstle.

l lcRcE r s,d
Thla comand rcy be uaed once a sprlte 18 on the ecreen. fÈslll atrsp the dr.iring that ls currently lLnked to the aprlteulth another draulng. s la the sprite 'thaÈ Bhould be on the
acreen, d la the net drarrlng nurber to u8e. the old drrr,{nt
and the new drawing ahould have the aaDe X and I dl|renalona.-
Itrls comand could be used ff you do not eLrh to uae theroverenta thôt the ISTIX coDand'allowa. The ISTIX comand ieftn€ tf you t,ant Èo progr r gâtrê like Spice Invad€ra, lf
you Dove the Joyatlck to Èhe left the sprlte ulll love Èo thelcf È . If hose-ver you stsh to progra! a g,rrê llke AaÈeroLds luere [oving Èhe atick to the left elll rotate thê apôceahlp
slÈhout âcÈually Dovlng lt, th€n this conônd should bê uaêa
Ln your prograr in conjuncÈIon t'lth the IREADSTIX cormand.

You-ehould use-eprlte O [n thls lnatsncet even though thesprlÈe la lrot dtrectly controlled by the Joyàttck.
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I'IORE MISCELLANSOUS COI{MANDS

! SCENERY. dn , r, y

ltria co|x|and âllotra the ùÉer to put drawlnga onto the acreen
to lct da ecenery. dn is t.he dr.vlng number. the x rnd y
nurnberB are the coordinatea uhere you are Solng to plaee the
scenery. You ||ay use this col|rând to put borders around gânea
or to pùt acenery onto the acreen. lte poÊltlon a dratalng, la
put onto the screen is noÈ reDenb€red lnd 8o to rerove lt you
must clear the acreen. Iou aay uae 6 drâtring any nunber of
tlmcs. You ||ray uae a drarrlng th.t Ie linked to a aprlte, thts
does not tnatter. This coD6nd hae nothin8 at 6ll to do rrtth
the dctu6I spr l tes.

Ttre coordlnate 8y6te!t uaed for the scenery ls the Bame syateùl
6s used by the sprll€s. REMEIfBER, you crnnot 80 over Èhê edge
ol a 9creen.

I EXPU)DE, rpr, sDot,lnc,ltr.dGl

this corrmand eill iake a sprite explode on the acreen. l.rhllst
Èhe êxplosion i6 toking plsce everythtn8 on Èhe screen uill
atop lrovin8 until thê exploaion dieB down.

spr is Èhe eprite thrt is to explode, lt luat be on Èhe
acreen. spot la the nuriber of pixels that are put on the
acreen before the explosl.on expande. lnc la Ëhe slze of the
lncreaae of the explosion ln pixela. llri ls the maximum aize
of the €xploslon i.n plt(els. del is a delay to alou the
€xploalon down.

The only rr6y of gettlng ueed to thi€ coll|trand la to try lt
slth dlfferent value8 to ree Èhe effect lt h.s on the acreen.

Bpota : range O - 32767, av€rage IOO - 4OO

inc : range I -32 ,average2-lO
l1! : range fo - 128

del :rsngel-215
, average 2{} - tOO

. averrge lo - loo

A program to
lo
20
30
40
50
60
70
EO

test Èhe explode co|f,l|land nay look llke thls
I,|ODE O: LOCATE l,I:PRIMT iOT':!DGET,O,7.7
! SGET, 2, O ; AZ-O .ÈZ-O I c'l-O.DZ*O
cLs
rNPUT 'tSPOftS r, 

, AZ
rNPrr rNc n, Bz
INPUT 'LIU ,,,C2
INPI}T trIlEL ".DZ
lJltILE fNKEI$-'tn

90 l SPUT.2, 75,99 : I EXPIoDE,2 tlïl.aZ,cZ.DZ
IOO WEND r !SPUTALL:GO$ 30
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IiORE III SCELLANEOUS COIiO{ANDS

IFI^IC
Ttrla comand rrlll sâ1t unttl Èhe frare flyblck lntêrrupt
occurs before allowlng thè prograr to continuè. It la useful
for slorln8 dosn grtphlca lf they are iovlng too faet. It c.n
âlao nâke the 8,rlphlca ln cerÈain cl.rcuratônce9 appêar to
rcve iore srootf,ly, llrhough I ftnd lÈ doesnrt rc8lly rtLe
all thât ruch dlfference.

I SFlrcL,t,€vZ

Ttrls com.nd t,lll tcll thc uacr ff r prrtlcul8r sPrlte haa
becore Etuck to lnoth€r 6trlte or r pl€ce of acenery. Thls
can occur during lnli8Èlon, rnd 13 d€scrlbed ln the ânltr8Èlon
accÈlon. If . sarlte hag bccone atuck you thould lsPuf lt off
thê acre€nr alÈer thê coordin.tes 8nd ISPUr fl back onto thc
screen. a la thc 3pr1Èe nuDber to teaÈ. vl wlll then cotrtaln
a nurber O (not stuck) or I (stuck).

IfOTE : Thle rouÈl$ê la not foolproof. It ulll only return a
vrlue of sÈuck lf lt crnnot (tve ln ! certaln direcÈton. If
you are uar.ng 6 JoyEttck to control 6- sPrltc rnd _you Èry to
iov. the aorltc lirto aore acen€ry the stuck flrg rôy be
Èurned on for thlt 8pr1t€ even ÈhôuAh lt c6n aÈlll love 1n
other dfrect lond .

A nonê Joyst lck/keyboard controlled sprlte vtll try to free
ltsclf by rcvlng in all d{rectlona. Only when lt csnnoÈ rove
ln ôny dlrectlon rrlll the stuck f188, be ret. A aprltc |rry
look âÈuck to your however tt .8y be bounc{ng backuârda and
foruard8 a ratter of plxelB and therefore Èhe atuck flag rlll
noÈ be sct (Ëhe aprtte 18 iovtng).

lSPEEX,x,y,€vl
nris comand will teat â plxel on the 8creen. The x and y arê
tho 8crêên coordlnatca Èo t€at. vZ slll conÈlln th€ lnk
number of Èhat partlcular plxel. lhis cornand rlll only uork
ln Modc O or Hodc l.

lSPtttIE,r.yrl
Thls conand ulll ploÈ e pixel onto the screen' IÎre x and y
are Èhc scrcen coordlnôÈes' I ls Èhe tnk. Iou should uae
the apritea coordlnrÈe syaÈ€r (NoÈ Aastrrd).
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usING AUTOHATTC SOt ltOS

the aupervlaor allora for the rprlÈe8 to ruto[âtlcllly
8,cnerrtc 8ounda uhcn certrln condltlons apply. tltrenevcr thtâ
condltr.on ls ret the aupcrvr.aor slll gen€ratè a 8ound. lhere
lrc tro co|[ nda thrt derl ulth ôuÈor8Èlcrlly gcn€rlting
aoundB.

t 3(X lt,.o,ch,.G, tê, tpinp,1.,du
Tùla coDand 18 tdcnÈ1cll to Èhe standard Arstrâd round
corand I ulth trc €xcapÈlons. ntê flrat varllblê (sn) ts thc
Bound nurber. Iou can deflne up Èo 16 dtfferent sound effects(O - fi). thc only othcr dlffcrcncc bett c€n Èhta con nd ând
the ADatrld vêrsr.on, ls that you iu3È use rll th€ varlables.

rn - Sound nurbcr (O - 15)
ch - Channelg to u8e and rendezvoue requlrerents (O - 25t)
re - Arplltudc envclope to uac (O - lJ)
Èe - Tone envêlope to use (O - l5)
Èp - Tone perlod (l - 4095)
np - Nolae perlod (O - 3l)
18 - Inltlll upltÈudc (O - 15)
du - DurâÈlon of aound <-327 68 - +127 67 >

Plerae sce your AreÈrad u8€r ilnu8l for a full dclcrlpÈlon of
thl.a conand.
Aa atrted above you ruat uae â11 E vôrlâblca. If you do not
requlra â cerÈain funcÈlon, you ahould use r value ôf zcro.
To deflne Èhe lDplltude lnd tone envelopea, you ahould uae
the sÈandârd Aratrrd coaanda ENV lnd EilT.

O!çg yor, -hâve_deftned the soundÉ ulth the above corranda you
rlll necd to llnL thê! Èo the sprltcs ând thelr lctLone.

| 5ATll, rp, rc, rn
Iou can 8et the aprltes to l88ue a sound uhenevêr one of thê
fol lotrlng a!.tu!Èlons occur

I Flre ô .l ssl le.
2 Exglodc.
3 Bounce rt ulndotr edge.
4 Eounce t lth rnythtng Glse.

sp ls the nunber of an already defln€d aprlte. ac la th€
lctlon (l-4 .bove) wh€n thc sprtÈê vlll lesue 6 aound. 8n 18
the nulber of a aound you have crested slth the ISOUNDcorand.

: Iaaue aound 2 uhen
rlarlle.

eg lsATrR!O,1,2
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USIIIG NODES

ln ccrtôln gan€s ( Pacran ctc) thè aprlÈes ârê only lllot €d Èo
aove ulÈhln Èhc conflncs of a lazc. There arc-a nurbcr ofconands bullt lnÈo the lupervl8or that l'lll allos theuacr Èo slDulâÈG thts typ€ of g.rc.
To creaÈe a naze for thê aprltesr rre have Èo defl.ne r nuubêrof nodes. A nodc ls Èh€ polnÈ elthln r razc ghlch r1l1 âllouthe aprltes to chônge dlr€cÈlon.
To daiondÈrate th{gi conaldcr r llrg,e aquâre on thc acr€en.
The aquare haa four corner3r thercfoie there elll nêed to befour nodcr. (top left, top rltht, bottor left and botÈonrlght).
To lnforr thc aupêrvlaor of the Bhapc of your laze we need to
epccLfy thr€€ vûlrbl€a. Itrc flrrt tïo - vrrlablea Ùc thê xrnd y coordlnrtes of the po€lÈLon that the 8pr1te8 ârc!l lorred Èo chrng,ê dlrcctton. Thc thLrd vÙlrblc la a valucuhlch lnforrs thê aprltca the dlrectlona Èhêy are allowed toleavc fro. thôt fr.rtlculrr node.

To aake Èhlnts a llttlG craler for your se have ïrltÈen a
-pro8r6. thrÈ ylll hetp you to dcfin. lour nodcr. The prog,rsr
har ltd own lnatructlona. You will flnd the prograr on aide
orrc,of your ayatc! dlsc. Itl ordcr to u8c thla prôgr.r to ttsfull advantagô I ulll norl try and explatn nodêa In I ltttlerorc dat8ll.
A node ls !n lnvlalble polnt on the screen. ygu cannot Bee anodc, horever you cân .|cG thê 8cÈ1on! of a node. Ttredeuonatratlon prog,ran DEMO5, shows you Èhe nodes in sctton.In thla deronatr.tlon the sprttcs lôve cround Èhe scrcen .ndlecl to chônge dlrêctlon rt flxed, but lnvlslble. poinÈs.
Ttresê polnta arc nodca. To |!ke the qare plavable vôu sill
Deed to ahou the prths the aprlt€s can-Èake. ff you iou look.t DEl06 r,e hlvc lncludcd Èhcae pâths. thc piths are put
thcre to lake the gau€ plryable. IDag,tnc trylng, to play
Paca.n vlthout b€lnt rblc Èo 8cc sherê you can changêdlrêcÈlon. It ta up to you to rake the.e pathà vlalble. It ist vcry Ecdloua Job, but thc rclults are rorth lt.
A8 stated above you rrlll need to speclfy Èhe x rnd y
coordlnrÈêe for €v€ry nodc. You stll 6lso need Èo apeclfy thê
dtrecÈlon a aDrlte le allolred to leave tlre node. l,rhtlst the
nodc dealtncr progra! ytll bc of g,rcat uae to you. u€ sug8eetyou tlt doun ulth a plece of Lraph papêr and- VERI carefullvplan your rrzc. Iou rtll nccd Èo trkc lnto rccount the rldth
and hêl8ht of the sprltes thrÈ wlll be used t'lÈhln the raze.
lc If you hlvG r rprlÈc rlth a rtdÈh of 12 Dlxele lnd vou aredealg,nlng a .!z€ ln rcde O elth the standard elze Âratrad
acraen_ 8nd thê sprlÈGs arc rGÈ to bouncG rÈ scrêcn cdtc lteould bc no u.e puttlng ! node rt polnt 154.4O etlply beèauaethc rprltê sould ncvcr reach Êhat polnt. It sôuld havc
bounced lrhen lt reached 147,4O.
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USTNG ITOIIES

lou rùlll alao need Èo Èâte lnÈo rccount the helght lrnd lrtdth
of th€ eprltea when you Ùe d€rlgnlng th€ pôËh- the 3pr1È€s
ulll take. If Èhe path la too mrrou or lor, the aprlte trlll
colllde ulth Èh€ p!Èh and get lÈs€lf rÈuck.
Îhê sprltes chôn8€ dtrêctlon uhGncvêr the top left hand
corner of thê aprlÈe has th€ aat€ coordl.raÈea !s the nodc. If
you have put I node !t l2Or4O and you hlvê put the eprtÈê
onto thê ecreen !E lllr4o tovlng rlght stÈh a speed of tso
the sprltc ulll bypasa the node Dovlng fron ll9,4o to l2l,4O.ïou |,lll naed to be careful to ensure Èh.t thÊ spêed of Èhcsprlte doea not rllorr the aprlte Èo ple8 over Èhê nodê. Ilrle
can be uaêd to your ldvônÈag€, slloylng cerÈaln aprttes to
ignore apeclflc nodea whtlst other aprltêa do not.
mren you rrc ulrlng the oode dêslgn€r prog,rsr rnd you core to
vlee your nodea, the sprltea ulll only ch8ngê dtrèctlon uh€n
they hlt a node. Tlhcn thc paths the aprltes rre allosed to
tôke arê drawn onÈo the acreen ônd Èhe prths cro3a èrch ottrer
8nd Èhêr€ La no nodc aÈ that polnt shere th€y croes. Èhceprltes elll not change dlrectlon. When ôll the pathà are
drasn the dlrecÈLona th€ sprltea can leavc thG rrodes 8rG
shoun by a llght coloured line lêavlng, Èhe node.

Ttrê nodcs (shen d€slgned) uae up ! certaln ræunt of letory.
The rrounÈ of reuory they use 18 dtsplayed after you haire
Eaved Èhe nodee (for uee sIÈh the aupervlaor) to diec. Iou
rrlll need to rake a note of thls nurber. llhen you are
côlculatlng Èhe vôlue for your .€!ory corund, oncc yôu havc
ôn lnarrer you ahould then subtract frôD thê ansuer thâ .lountof lercry the nodee rrtll ua€. Tou ehgqld thcn ua€ ÈhG n€ufigure for your De[ory corurand.

lJe ulll nor, 80 through thê
rlÈh the nodea.

aupêrvlaor coranda raaoc lôtêd

ItlOOB. rf llGncr
Ihla con rnd t il.l load the nodea you have deflned lrlth the
nodc dcsttner prograr larto !êrory.- You ehould have rlreadv
taken into lccount the extra reDorv the nodea wlll use ana
rlÈGrêd thc ME!.|()RI comand.
you can only load the nodea lnto remory ArTER ALL thc
drauln8,s h.vc be€n aÈored ln !e!ory. If aftêr executlnt thls
conand you Èry to,19"9 drôrlng,a or- IrcET drat tne,a lnto ienoryrn error reeaôte slll bc dlapl.ycd.
The IRESET corlnd ulll not clear the nodes frol lenorv. The
IERASE conand slll clcar th€ nodea as w€Il âs thc dr!i{in8r.
llhen you spccify the fllenane you should not ua€ !next€nslon. lc cAMEl.nde. The Gxtênalon ulll be 8dded
autorrÈlcally. nrle conând wlll load ftlea trtth the
ext€nalo.r .lfDE .
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I ùfODESPEED, Ep, xs I ys

This command sets the apeeda the Bprites will trâvel around
the maze. sp is the nunber of an âlready defined sprite, xs
and ys are the eprite speeds. The apeeds you Gpeclfy mrrst
both be posltlve numberlt bett,eên I and lO.

The node apeeda will not be used until. a sprl.te hlt8 lts
flret node. Therefore lf you are not going to initlally SPUT
a gprite directly onto a node you t^rill also need to define
Èhe speed of the sprite lrith the ISDIR coumand. Once ô sprlte
hae hlt a node the valuea uaed in the ISDIR corm|and r^till be
overwrltÈen.

You do not need to speclfy the speedE for sprlte O and aprlte
l. The epeeds for these two aprite€ is taken from the
ISTIXSPEED and IKEBSPEED courmands.

Please remeûber the point made earlier about the apeede of
the aprltes, make sure the apeeda defined will not allow the
aprltea to skip over nodes (unless you specifically uanE then
to).

I|ODEATTR.spr!t

Thia command will determlne how the aprltea you have defined
erill anove around the naze. Sprlte O and aprite I nove around
the maze under control of the Joyst tck/keyboard. Houever the
resÈ of the aprltes (2 - 63) need to be told ho!, to move.
This conmand doee Just that. ap la the number of an already
definêd sprtbe (2 - 63), at ie the sttribute nu[ber ÈhaÈ
determlnea hov the aprlte u1ll rove.

The norrral sprites (2 - 63) can either move randomly around
the nazer chaee after spri.te O/1. or flee array foi sprite
ol r.
To determlne shlch of these actlons
pleaae uee the follotding table.

the sprlte t lll take,

I - Random move
2 - chase after sprtte 0./l
3 - Flêe fron aprtte O/l

You should uae one of Ehe numbera above for the at v8r18ble.
NOTE If you âre I,oln8, to use optlon 2 or optlon 3 the nodea
can chaee/flee frorr either eprlte 0 or sprite [, they cannoÈ
chaee/flee fror both sprltes. Ttre sprite that they are Lolng
Èo chaee or flee from ls deflned rrtth lhe coonand on the next
page. ff the sprlte Èhat they are goln8 to chaae/flee la noÈ
on the gcreen then the sprltes slll aasuie optlon I untll
apritê O or sprlÈ€ I is put back onto the screen.
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USING NODES

ll|OlrESPtIlG,.p
Thia comnand t'lll deternine uhlch sprite rll oÈher sprlt€srill chaae/fl€e. ep i8 Èhc aprlte nu.bcr O or l. If Bp iE Oth€ sprltGs uill chase/flee Bprite Or uhich ie controlled bythe Joystlck. If dp ls I the sprttes elll chôse/flee apritâIr which la controlled by the keyboard.

Il|ODEOlf| sD

Thia comnand nlll turn on the raz€ funclion for a sppclflcsprlte. All of the sprl.tes do not need to follôw Èhedlrectlona th€ nodes dlctrÈe. Soue of the sprltea n8y tSnorethe nodea totally. SDrltes Èhat hôve been deilned ae iieËlleaslll alao tgngre the nodes. If you try to u€e Ehls corrnernd ona Disalle aprlte an error neeaage wlll be dlsplayed.
Before uslng Èhls conrnd you should hsve dêflaed bhe
NODESPEED ând the NODEATTR for the aprtte.
ep la the nunber of the aplt€ Èhat wtll travel the raze. tou
c6n not use thi3 conmand on sprlte O .nd aprlte I as theyare autonaÈlcally turned on t{hen a raze la deflned.

I !|()|'EOFF I rrr

This comând lrlll turn the Ëaze feature off for eprlte sp.
ap can be any sprlte nu.ber betqreen 2 and 63.

lX)DBALTEI,r,yrnd
Thle corrrrand wlll alter the dlrectlona a sprlte la allowed toleave a nodc. Iou cannoE add exÈra nodeÊ irtth thls cor[and,only olter exlstlng nodes.

x and y rre the coordinates of an already deflned node. nd lathe vaiiable that rrtll hold the new dlréctlonB that â aprLtec.n Dove on leâvlng the node. To calcul!Èe the neu direcÈlona
use the followtng table.

I - up.
2 - Down.
4 - Left.
I - RighÈ.

Irecide whlch dlrectlons the aprlÈea cân non Lesve the nodc
ând ôdd up the valuea to the left of the dlrection. Ttrê Èotal
ahould be the vllu€ uaed for Èhe nd varlable. you can not uaea v6lue of O.

eg New dlrectton lefÈ,rightrup : l+4+STherefore nd- 13
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USINC NODES

I xAzEorf

îtria conmand trlll turn on the nâze for all the 6prltes. After
you hâve set up the nodes ônd deflned 811 thetr atÈrlbuÈes
and-apeede and turned then on ulth the INODEON connrnd, theywlll noÈ f ol lor^, the rsze untll thls coDnànd h6s been taàued.-

ixAzmF?
This con|'and ulll turn the rnaze off. If you rrlsh to turn the
naze back on lgôin you |,ill not need to Lurn alt the aprltea
back on lndlvidually, etrnply uae thls corl|||and. Aff thesprltea that sere turned on when thls comand ls laaucd uillbe renernbered.

ttles€ tt o co|nmanda are
facillty.

the trâster arrltches for the maze

l()NE TÛTES OII SPRITES ATfTI MX'ES

Sprltea can not nove diagonally through the !||6ze. If I spritehas been deflned to uae Èhe nàze but haa not hlt lta flretnode it côn move diagonally. Even though a sprite h6s been
Èurned on t,iÈh the INOOEON cormând lt wlll not foLlow therules of the maze until it hlta lts firat node.

In order_ for the -dprltes to use the |'aze straight .I,ay, theyneed to be SPttTed onto a node or thev ehould be SpUTÉà ontirthe screen ulth a direcÈlon set rrith the SDIR connand ao Èh6tthev hit a node.

If sprite O or sprlte I ia SPlJll onÈo
not on 6 node th€v catn m{rve ôround
they do hlt a nodê.

the acreen and Èhey ar€
Èhe ecreen freelv ûnttl

W-henever r sprlte enters 6 node, the sprite vill not leôve bvthe dlrection lt has entered unle8s there is onlv one exltfrorr the node. le the aprlteÉ rr111 not reverae dtreétion.
You can create one tdav
see the exampl e below.

aysteris st thtn the rrze. Plesae

Conalder ô T junctlonr the node path runa up and doun the
acreen and another node prth connccta fron thà left. At theconnection point if the node onlv allotdêd the aDrlte to lelveelther up or doun, you h.ve cieated a one ely syater. Asprite travelling up the path reaches the node aird êan onlv
conÈ-inue to trâvel uprrarda. Another aprite trâvelllng froithe left reaches the node and can then travel up or doùn. Byconatructing a nunber of Juncttons, r very co!ôlex ncze caâtre set up.
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SPEED OF TOUR PROGRAM

Every effort haa been rade
code routlnes as flst aa
ttlth thls Bort of progral
you n8kê Èhe routlnes the
l{e have trled Èo speed up
poaelble by ruÈorat lnt oany
tl||ê when tde hâve to dr6w a

to trake the Bùpervt sor râchlnepoaalble. The problei th6È occurs
l.É that Èhe lrore generrl purbose
6lorer th€y beco[c.
the pro8rdr executlon âa ruch aa
of Èhe courande. ltrere cotca !

llne-
The probler elth urltlng ganea tn BASTC ls speed. you rrtll
need to uae BASIC to 1lnk âll the com.ndB wlthln the
aupervlsor toS,ether. ftrls rlll alorr your prog,r6[s dotrr, IÈ ls
up to you to rûlte your ga|lea aa efflclently aa poealble.

to convert vour BASIL
lrtll dra!6tlcally lnprove

Try to uae the aupervlsor Èo do your rork for vou.Incorporate aa nany of Èhe auÈonâted - connanda aa poegible
(MISSILET SOUND EFFECIS, !rcVEHIT erc).
Some of the cormandg used rlthin the aupervlaor arerelrÈlvely alow colpared Èo others. Aa an €xanple the REPORT
colfrand ha. to check every 8prlte on the acreen. plan your
8,r!€ 8o Èh.t only a certaln group of sprltês could bê tncolllalon and llr1t the REPORT comand to thla sectlon ofaprlter.
Try to keep the eprlÈea re srral I aa poaalble.
Utren deflnlng sprltes kggp ther tn a block. Ke€p the aprit€
nunbera aa low as posalble. If you deflne sprtte O and aprtte
63 8nd you isaue r connand th8t opGrrÈes on all the apiltealc ITOVEALL dll Èhe sprltea need Èo bê check€d (even Èhoughthcy ray noÈ hrve been deftncd).
ff after .ll thls your progrân runs rt a snall8 pâce Èherelre ! nurber of ôltern6Èlve8.
l) hle wtll be aelltng a conpll€rpro8rr! ln Èo rachlne code. Thts
the apeed of your progran.

2> lf yott have knouledge of nachinc code, ue ulll be seltlngt cutdoun v€ralon of the euperviaor ulth docunentrtlon of all
Èhe cntry polnts and vrrlôblê lnfortaÈton.
Ple88e conÈact ua about
.val labt I 1ty.

any of the sbovê opÈlons for

If you do hrvê, probleDs ïlth the aupervl.sor prograu pleaee
srlte Èo ur lnd ee stll try to resolve the problen-.a qutckty
as posrlble.
If you hâve âny comrentr or uaeful ldêag for lmprovementa tothe proSran plelae contlcÈ usr lf uG llke thc ldea you wtllrecelve a revi.Bed and updltêd copy of the prograrr- free of
charg,c.
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SCREEN

tl

o

I
2

3

4

5

6

7

DIMENSTONS

16O x 20O

152 x 2O6

144 x 224

t36 x 240

l2A x 248

166 x 192

176 x 184

lE4 x 176

192 x 168

DIUENSIONS

32O x 2oO

3O4 x 2O8

288 x 224

272 x 24Q

256 x 248

336 x 192

352 x 164

368 x 176

3E4 x l6a

SPIIEA SUPEIYISOT PTOGf,AI

APPEIII'II( I

sclE8r |truENsrotfs

trtt E o

CHARACÎERS

2|)x23
19x26
lEx2E
17 x 3O

16 x 3l
2Lx24
22x23
23x22
24x21

t(,ltt I

SCREEN CTIARACTERS

N 4(,x25
O 36x26
I 36x28
2 34x30
3 32x31
4 42 *24
5 44 x23
6 46 l(22
7 48 x2l
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ol
02
o3
o4
o5
o6
o7
o8
o9
totl
l2
l3
l4
l5
t6
l7
t8
l9
20
2l,,,
23
24
25
26

26
29
30
3t
32
33
l4
35
36
37
3a
39
40
4l
42

43

44
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APPETIDIX II
EAIOI llEssAGES

Incorrect nuuber of varlablês uaed ln conn8nd.
The draulng number lB greater thân 63.
'lhe sprlte nunber ls gr€ater thrn 63.
Ttre drarrlne, ha8 not been deflned.
Ttre aprlÈe hrs not been deflned.
Ttle startlnS number 1s greater than flnlah number.
Ttre sprlte hâ8 not been on the acreen.
Th€ aprlte 1Ê already on the acreen.
The drasing has been deftned alre8dy.
lte aprlÈe haa already been defined.
The sprlte 19 outalde erindot, coordlnateg.
The X coordlnate equalg zero.
The Y coordlnate equrla zero.
The X coordlnate ls B,reater then 32.
The y coordlnaÈe ia I,reater than 32.
Ahe varlable ueed le greater than 7.
The x speed ls SreaÈer than lO.
The Y epeed i6 Brêater than lO.
The ecreen node ts S,reater than l.
The edge varlable equale zero.
The ed8,e vâriable I8 greater than 4.
The colllsion 6ttrltute equala zero-
The collislon altribute i6 greater Èhôn 3.
The colllglon et{ltch ie greater than l.
The varlable uaed ls greâter than 63.
The left apeed la greater than lO.
The right apeed ls greater thôn 10,
The up apeed ia Sreater than lO.
The dogn apeed td Lreater than lO.
The wlndow ls to tride.
The wlndow ie to narrow (x).
The t'lndot' la to lor'.
The elndotj ls to nrrrow (y).
Ttre ul.ndoe la Èo tal I .
The colourg have not been d€fined.
The sequence la greater than 15-
The antiôtlon sequence la greater than lO drawlnge.
The draulng ulthln sequence haa not been defLned.
The X dlrenston slthin aequence ls dlfferent.
Ille Y dlrension trlthin sequence la dlfferenÈ.
l1le eequence has not been deflned.
Tlte current sprlt€ dratring, nunber is Breater than
Th€ highest nu[b€r r.lthln sequence.
The current X coordlnate 1s dlfferent to X
coordlnate t{lthln aequence.
The current I coordlnate
coordinate ulthln aequenc€.

ls different to Y

45
46
47
4A
49
50

The risell€ type haa not been deflned.
The ulsslle type ls gresEer th.n 2.
Ttre rlsslle type la already defined.
The liastle dranlng haÊ not been deflned.
ltre ll3atlê x offaet ia B,reater than 40.
The rlsalle Y offa€t ls gr€aÈer Ehan 40.
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5l
52
53
54
55
56
t7
58
l9
60
6l
62
63
64
65
66
67
68
69
70
7l
72
73
74

75
77
7A
79
ao
al
82
83
a4
85
a6
a7
a8
a9
90
9l
92
93
94
95
96
97
9a
99

SPI'IIGS SUPEAVISOI Pf,OGIâII

ERROR MESSAGES (COTfi)

lhe dlatance ls lcss than 2.
The colour 18 greater Èh.n 26.
The lnk ls great€r th6n 15.
The nu[bcr of apots equala zero.
Ttre explo8lon lncreôae la greater than 32.The exploslon lirlt ts greàter 128.Ttl€ vlrlable cannot be àero.
The varlable la great€r Èh8n 9.
The nlesile X apeed is greater than lO.
T-he rlaslle Y ape€d ls g,reater Èhrn lO.
The .lsslle drôtrlng la greôter Èhan 63.
Thê rlsslle drawlng equila O.Sprltê O .nd Sprtte I cannot be ila3tlea.lher€ .rc uore th8n lO ilsalles deftned.
The aprlte used for a nlsslle ls alreôdv deflned.The ]llsslle Èype h6s been nla[atched,
Tt|e r|ls6lle dàlay ta greater than 63.
The rlsalle distince Ia greater thsn 127.
Ttre nlsslle delay equale -0.
You cônnot do th6E to I f,laalle sprlte.you cannot alter that on sprite O or sDrtte l.
Mlsal lê overflon. TvDe O.lltsalle overflow. fi,ôe l-
Mtsai lc ovcrflos. fv-pe 2.
You cannot uae fleahlne colours.the coordinate la ouÈslde slndos (x).
Th€ coordlnate la outalde stndow (vi.
Th€ drastngs ruat be deflned beforê the nodee.The 6p€ed cannot equal zero.
The nodea hâve not been loaded onto the auDervlao..The eprltes node sp€eda have not been def iired.The aprltes node altrlbute har not been deflned.
The node âttrlbute cânnot equal zero.
The node attrlbute le creatér than 3.lhe eound nulrber can nàt be greater than 15.The uplltude cnvclope can nàt be Rreater Èhan 15.The tone envelope can not be creatèr than 15.The tone period can not be Rréater thsn 4O9J.
T.l'e nolse perlod can not be-greater than 31.The inltlal ôlplltude can noE be greater thrn 15.TÎle eprlte Bound actlon can not e{ual zero.The apritê €ound sctton c.n not be *reater th.n..The Bound ha€t not been deflned.
The aprlte nunber la Rr€ater Èh.n l.The x coordlnate has not been deflned.
The node dlrectlon ls not correcb.
Thê y coordlnate has not been d€ftned.The x coordinahe i9 Êreater thân 383.The y coordlnâte le àr€ater than 247.
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APPAXDIX III
AI'VAIICBD USER TÛTES

Oue to the technlque "*" "" 
a"" "*"t*aor prograîr to detect

for collletons, collr.slons bett een certaln .lnks rr111 not be
lg,nored. Thte c8n be uaed to your ôdvônt.ge. Th€ folloulnS,
tàble shorrs rrhich lnka wh€n colllded vlll not reglster .
colllston. Flnd the two lnke ueed along Èhe top 6nd the left
hand slde of the table, follou the patha to shcre the Èt'o
lnke lnt€rcept. lf therê la ! croaa characÈer at th€
lnteraectlon the supervl.eor rlll not regiaÈer . colllslon. l.le
have uaed Hêx notstlon sround Ehe boundrye of the È8ble, lf
you do not understand Hexadeci|ral then substltute A-lO' B-ll.
ô.r2, rr.l3r E-l4r F.15.

o123456789ABCDEF

When the aprites overlap êach other thelr colour will change.
The follot tng t.ble utll ahor the colour the sprite slll
change to. We utll deacrlbe on the next page the advônta8e6
of uslng these Eâblee.

ol234t6789ABCDEF

xxxxxxxxxxxxxxxxxoxoxoxoxoxoxoxoxxooxxooxxooxxooxoooxoooxoooxoooxxxxooooxxxxooooxoxoooooxoxoooooxxooooooxxooooooxoooooooxoooooooxxxxxxxxooooooooxoxoxoxoooooooooxxooxxooooooooooxoooxoooooooooooxxxxooooooooooooxoxoooooooooooooxxooooooooooooooxooooooooooooooo

ol23416789ABCDEF
lo32547696BADCFE
230l6745AB89EFCD
32lO7654BA98FEDC
45670l23CDEF89AB
5476lO32DCFE98BA
6745230lEFCDAB89
765432lOFEDCBA98
89ABCDEFOl234567
98BADCFElO325476
AB89EFCD230l6745
BA98FEDC32lO7654
cDEF89AB45670l23
DCFE98BA5476lO32
EFCDAB896745230l
FEDCBA987654l2lO

o
t
2
3
4
5
6

a
9
A
B
c
D
E
F

o
I
2
3
4
5
6

I
9
A
I
c
D
E
F
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AP?EII'IX III

âtrvAxcEtt Itstt nnt6

V€ hlvc .ÊaÈcd throughout ÈhrÈ onc€ r aprlÈG collldes t,lth.nottrer aprltê they both change dlrection. Thte la not.trlctly Ëruc. Èh€r€ arc uaya Èo g,et sround Èhlr.
Con8lder a plaÈfor! gare. The character rtll probably need to
cllrb uD . l6ddcr. the ladder cannoÈ bc ÈhG aarc lnk .a thG
blckground colour becauae you uould noÈ aee lÈ. If you look
.È thc tlblcs on th€ pràvloua pa8€ you r.lll notlce thtt
collr.slons bctweên cerÈôln tnk cônbliatlone can not be
d€ÈecÈed. If Èh€ rlln chæactêr raa onc off Èherc lnks andtha ladd€r uaa another, Èh€ character could rove up the
ladd€r ulthouÈ thc colllslon detêcÈLon routlnc tnouln8 about
,.1. llowcvGr Èh€re 1s sÈ111 one problcr. llhen two tnks are.er8e Èogethcr they forr . nGU lnk. lhl,s 1s u€rc the aêcondtable coaeg ln. If yè BGt the nerr lnk to Èhc rôle colour aa
the r81n chærct€r nobody slll bc able to tell uhen thc
ctrarôcter mvêa over thê lôdder. I ar usint a ladder ae an
exanple, you cân apply thls technlque to !.ny-g,!res.

Ex[ple.
lhc .a1n ctraracÈer sprlte 1a deflned 1n lnt I rnd Èhe lodder
1s dcflnêd ln lnl. lO (A). l{c cln .ee fro. Èhe ftrsÈ Êrblc
that a colllalon cannot b€ deÈècted beÈt cen ttreae tuo 1nkE.
Irokfnt ôt ÈhG aGcond Èrble se find thst r coll,lslon b€tue€nlnl, I and lnk lO (A) rcaulta ln r ch".nsê of lnk the tnk ll(B). If wc nos ral,e ln|c ll thê eaæ coloui as ln|t I, you rrl1l
noÈ bc able to detecÈ the chrrrg,e ln colour.

T8kln8 thla proccea onê atep furÈh€r. lf you study th€ flrst
tablc you rtll noÈlce thrt tnk I utll not h!vê- colltâlons
dGtccÈGd lf tÈ collldes utth lnke O Èo 7. Looklng, .È Èhc
lccond Èablc uhen tnl.a O Èo 7 collldê ulth 1nk I Èhcv all
produce an {nk g,rcltGr Èh.n 7. ltrcrcforG uê c.n hlve Èvo
coloura for backgound coloura. horever se have ll.lÈcd the
arount of forground colours to 7.
If you flnd lt acceptrble Èo only tuve acven forS,round
coloura rrrd you ïrart Èuo blclground coloura, follos thGÉG
atrplc lnatrucÈlont.
The tïo background lnke rrat be O ônd 8. lfhen you have
decld€d shlch colours you nêcd for your forg,round èoloura.
theae colours should ôlao be coptcd inÈo lnks 9 Èo 15.

1e
1nk I - 1nL 9, lnk 2 - 1nk lO,
lnl( 4 - lnk l2r lnl( 5 - lnk 13,

lnk7-Lnk15.
lnk3-
lnk6-

llr
l4
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SPN,ITES SUPEB,VISOR PROGRAII

lJe have us€d thld prlnclpl.e ln
( DEllO5 and DEItlO6 ) .

APPETIIIX III

AIIYAIICED USEI' I('TBS

The p.revlou-a pgge h6s suggesÈed a way of avoldlng colllslons
Dy |naklnS the. drat'lng- alze larg,er than Èhe actual drôelng.rnere la ônoEner nethod you |lay uae to Drevent ânllateddrawinga from stlcklng tog,êther.
If you drar a box around your drawlnÊ ln an lnk thât irtllnearly aluaya detect collls-iona le tnk- 7 6nd then set thleink to thê sai€ colour aa the background colour. The uacrt,lll never see the box. houever the-suDervLaor elll dct€ctwhen€ver Èh.È box l€ ln colllslon 8nd -8llos the sprlte to
change dlrectlon without becoiing stuck.

the nodea delonatr!È lons

In caae you were rronderlng how t'e nanated to Êet the acenervlooktng ltke lt dld ln DEltO6. r{€ ueed t6e Advaàced Art Studtô
pro8,raD.
Ita noÈ _a alnple J9! ana tt sould take nany pag,ea ofinstrucblons lf ve told you how to do tt in . eleo-bi atco|nanner. I wlll explaln the baslc princlples to you aird yoitcan Èhen sork tt ouÈ for vourselvea.If you are 8,olng to load- drawlngd into the supervlaor ulthth€ IDRAIJ cornand, you t{111 ncad to rlke . note of thecolourg you have selècted. llhen you enter the Art Studlo vougill need to slter Èhe pâleÈtc 'colours to sutt the coloûreaelected elthln the sprite6 dealg,ner prog,rau.
Next dealgn your ecrcen l.yout. lJe deflned a prttern ondftlled the screen ulth th€ pettern. then we went tà toun slth
Èhe sprry can.
Next you t'lll need to 6lter a pattern eith the prttern edltorto be thê aarc alze 8s thê sprltea you are g,olng to uae. Onceyou have ô pattern the aG|tDe a[zê. you -ahoùld clear tltepaÈÈern to tnk O (the background èolôur). Select the Bruahoptlon.and ualng the curaor [,ey8 cut the trâcks out of yourpôlnÈ€d acrcen.you t'lll need to note Èhe coordinaÈea every Èire you changedlrectlon (crcaÈe 8 node). Once you hrve llnlshea aqve ÈËeacrêen talthout compreasion turned ôn.
You should nos have â llat of rll the coordlnates where thenodes ehould be. lhe coordlnates used are the AraÈrôdcoordinrÈea and Èhese r1ll. need to be converted to sprltccoordlnaÈ€s before enterlng, the[ lnto the nodea progral.
The Art atudlo glvcs you Èhe coordlnatea for lhê-ccntre ofthe bruah. You ulll naed Èo convert thesê to the top lefthand corncr. To do thiE dlvtde the slze af the bruah bv- 2 forboth thê x and the y. Subt.ract the x alze from the coirvertedArt atudlo x coordlnltc. Add the y elze to the converÈed Artatuldlo coordinrte. The result -of thla ahould be thecoordln8tee you should Èype lnto nodea prograr.
Sorry w€ have ran ouÈ of epace.
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SUPERVISOR II'DEX

COTiqXD PâGE IRIEF DSSCN,ISTIOX

ANIIIATE 29 Llnk a sprlt€ to ô sequence nurber.
ANIIT€FF 29 Turn aniorati.on of . aprlte off.
BULUT 33 Dêfine x number of aprltea to be

bul l€Ès .
CLBAREP 24 Clear the Report table.
CLS 12 Clear the acreen.
COLLIDE 22 Deflne cÈtrlbutes of sprltê rrh€ncollldlng t,tth lnothcr object.COLLTEST 23 Test loi an lndivtdual- sprtte tncolllslon.
COLOUR 12 Turn on Èhe acre€n coloure.
CSPRITE 27 Eraae . aprtÈe fron !eù<rry.
DGET 9 Deflne a new drarrlng,.
DRATJ ll Lo.d draslngs fro[ sprlte deslgner.
SRASE 15 Clear all lnfortratton on sprltea,lncludln* the drlstnqs.EXPLODE 36 Cauae ô ;prlte ro exf,lode.
FRAME 37 l{at t f or f rar€ f lybrck.
HIT 25 ReporÈ uhlch sprlte has htt a

TNKBLA.K t2 Ëi::Éïlîi i3ilii; ro brack.
KEB 17 Keyboard control for sprlte l.
KEBDEF 19 lreflne keys to operàte sprtte l.
KEBSPEED 19 Oeflne speed for aprlÈê l.
MAZEOFF 43 Turn off all nodeg.

IIAZEOH 43 Turn on all nodea.
MERGE 35 Uergê a new drawlng, onto exlatlngaprtte.UISSDELAY 32 Define hou faat a mlsatle la flred.
atfISSDISA 32 Define how far ô rlsaile t tll

Èravel. -MISSflfT 34 ReporÈ colllded niseilee.
DIISSILE 3l Deflne a rlaBl.le for a drarring.
IIISSTYPE 30 llnk drsvtng to niaatle type.
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ooNitAxD

MOVE

MOVEALL

MOVEIIIT

NEXTREP

NODE

NODEALTER

NODEATTR

NODEOFF

NODEON

NODESPEED

NODESPRTTE

READKEE

READSTIX

REPOFF

REPON

REPORT

RESET

SATlR

SCENERY

SCREEN

SDIR

SDRAW

SEqUENCE

SCET

snooT

SMEII

solrNI)

SPEEK

PACE

2l
2'
25

24

40

42

ôl
42

42

4l
42

20

20

23

22

24

l5
3a

36

9

t7
27

2A

t4

34

27

38

37

IIIEF DESICBI PTTOI|

llove a apr I tc.
llove all the aprltea.
Check for colllslon of the lasÈaprlte that vaa toved.
ReporÈ nexÈ sprlÈc tn colllalon.
Load nodea into Demory.

Alter le.vln8 dlrectlona of nodê.
Set attrlbutes for sprlte.
Turn a aprlte off to use nodes.
Turn a sprlte on Èo uae nodea.
SeÈ gpeed of sprltes in E6ze.
DeÈermlne chaee/flee aprlt€.
TesÈ a dlrectlon fron the keyboard.
T€at a dlr€ctlon fror the Joyatlck.
Turn colllalon reportlnt off.
Turn colllalon reportlng on.
Check 8ll apriÈeÉ for collteloo ândator€ reaulÈ ln a list.Cle.r sprltc varlrble8.
Set aound attrlbuÈes for sprlt€.
Put ! dr&lng onto the scrcên.
Alter the ahape of the acrecn.
Deflne the spe.d of 6 sprlte.
Report thê draulng ! sprlte ia
ua 1n9,.
Ileflne rn anlaatlon aequence.

Llnk a sprltc to ! drarring.
Flre â ilaslle fron a aprltc.
ReporÈ alounÈ of rcrory free.
Dêflne a eound.

RcporÈ tnk rt coordlnltea.
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ootttAxt pacE BtrEF ltgscttplt(nl
SPOKE 37 Sct lnk at coordtn È€a.

SPUT 15 Put a aprlte onto the screen.
SPUTALL t5 R€iove rll Éprltes off €creen.
STIX 17 Joystlck control for sprl.te O.

STIXSPEEO 19 Ocflne epeed for sprlte O.

STUCK 37 R€porÈ lf r aprlte cannot !ove.
SUINOOir' 2l Deflne . t'tndou for r €prlt€.
SXPOS 27 Report x poaltlon of sprlte.
SIPOS 27 R€port y poelÈton of aprtÈe.
f,rAIT 27 Pauee progran.

IJP 12 Change to llodc 2 lnd alÈer coloura.
XDIn 27 Report x speed of Bprltê.
XEIrcE 16 O€fln€ Èhe attrlbutee for Èhe aprlte
YDrR 27 *;:lPr'}i":1":r"5n1ïi":'"o"''
YEITGE 16 Deftnc the attrlbutea for the aprlte

htttlnS, the edSc of tt6 rrindow.
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Th€ Sprltc Dealgner progrâr on your syatet dlak rrtll en6blêyoY-to de8lgn 64 rultlcoloured airlÈea ùrlth eaee. Thc progran
rlll only- run-on !n AMSTRAD 6128, !a the progrsn uàes-thc
exEra otn|(a ol r€mory.
To u3€ th€ progrrn, alnply lnaert
dlac lnto the drlve and type

the corrècÈ elde of the

RUN IIDESTGNII

you t lll then b€ asked to tnaert ! dlrc. contrlnlu your
drawln8 data, lnto the drlve. Donrt pantc li you do noÈ have
any data aaved yct. hle havc lncludcd a nulbcr ôf slnple fllcaon the dlac for you to uae. Press anv key on the kevboard.After . short tiie you vtll be prcscnlcd ;rith a llst'of the
draelng, fllea stored on Èhe dlac.

r)
2>
3)

OATAI
GAUE
CREATE NEW FILE

TIIE OPTTONS }IENU

EDIT A TIRAiJI}IC
VIE[' I1IE I'RAWINGS
ANIMATE TIIE DRAS'I[||CS
DISC OPBRATIONS
DRAI{INC EOIToR
SPRITE INFORI'ATTON
ALTER THE COLOURS
CREATE SPRITE DATA
END THE PROGRAN

Thls ts hou r typlcal renu nay look. tllle renu i6 telllng you
thaE there are Èwo drlt{tna ftlee dËored on the dtac cilied
'DATAI I .nd rGAUEr. The Èhlrd optlon ôlloua you to createyour osn draslng f llc.
S€l€ct optlon I by presstng the rlr key

Aft€r a short delly, th€ MAIN |!enu t{111 be dlaplayed.

t
2
3
4
5
6

I
9

PLEASE I.IAKE YOUR SELECTION

tJe wtll look 8t each indivldual optlon shortly. To rel€ct anoptlon, press the relêvant nuEber. You nust ûae the nunbera
along -the Èop of -the- - k€ybosrd as Èhe functlon keya on thcrlght havê been dlerbled.
SelocÈ optlon 2.

You t'lll be told the nunber of drarrlnge deflned and the
drarrlng r!n8e. The progrr|r ls 6sktng, you lf you rrould llkc to
aee rll thc drauln8,B. Presa rYr.
You lre nos ahoun the drrt inga Èhrt are atored ln nerory rÈ
Ëhe rorenÈ. you côn uae thegé drarrlngs to experlDent ïtth'thevlrloua optlon! ulÈhln thc prog,r.r.
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lf-ât_6n/ tlme throughout the progra|| you ||ak€ I rlsÈrke, le.rrlect' Ene erong optton, you côn pre6s the rESCr key Èordturn to the IIIAIN !cnu.
llc wlll now go through e6ch lndlvldual optlon.

OPTIOif I : EDIT 1rtE DIATTII|GS

Aftcr selectLng this opÈlon you ul.lt be .sk€d
PLEASE ENTER DRAT'ING NIJIIBER

]ao" ç"!r. lype alry nurber- beÈt,ccn O lnd 63. Aft€r you hrv€typed thi€ nuiber prêBa TRETUANT.

If the drrutng nulbcr you have typed la ô draslng thâÈ has
"l::agy been deftned rhe progra'l uill dlEpky rhe dèstgn grtd
rrtÈh_the -drlslng dlaplayed in tÈ, hoscvcr- lf tt ti a-ncsundeltned drqulng nurber you ulll be aeked

PLEASE EIITER ORAIJINC COORDTNATES

You then have to enter the draulng,a x and y coordlnat€a. Iou.ây usé .ny coordinste beteeen I ind 32. The raxluur slzc ofdrrwlng you |rây uae ls 32 x 32.

PLEASE ENTER DRAWING DESCRIPTIOII

You- rray- €nter a deacrlptlon upÈo lO ch.racÈcra tn length. you
muat ênter .È lerat one characÈer for the dcacriptloi or youulll not be ablê Èo conÈl.nue vlÈh th€ prograr.
After entcrlng ô d.scrlptlon you
dêalgn 8rid. Thls ls the Ecreen

rrlll be prGsented with therlÈh uhtch you r1l1 deslgn.ll your dr8rlngs.
Along th€ top of the acrecn are Èhe 16 colourÊ thaÈ vou Davuae- Èo d€8ltn your draulnge. Belot, thedc coloura ire thlnumter8 O to 9 and Èhê letÈGrs A Èo F. To select a colour yourlrply presa Èhc rclevlnÈ nuDber or leÈtêr.
In the llddle of the Bcreen Ls the u.ln grtdr thls const,atsof a nulber of squrree, the nurber of- sqùarca thcre arcdêpenda on the alze of the coordr.nates vou gelected. The.qu.rer trlll rl-ro vary Ln alze dcpendlng,- on the drasirrldln€ns,'onr you trrve choaen. Ttre grld rrlll aluays be to à.cale atzc. lc I larger veralon of Èhe rcÈurl drauing.
The area.to llg I.lgh! hônd atd€ of the deatgn grtd ts wherêthe drat,lng, wlll be placed. Thls drruln8 la n6rlàl elze.

^t 
the bottom of the screen la Èhe inforûrÈlon area. Thiaarea lnforus thc us€r of a nurb€r of thlng!.

DRAiTING NO. : O5
DIIIENSIONS : 16x2O
SPRITE SPACE t 12324

DESCRIPTION
SPRIÎE SIZE
SPACB LEFÎ
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The ORAiJII{G Ntn{BER rnd DESCRIPTIONT ârc aelf explanatory.
The DIMENSIONS are the x and y dlnen3lons of Èhe grld on th€
acrecn.

The SPRfTE SIZE ls the anount of memorv lt rrtll takè Èo atore
Èhe drrvtng that you rrlll deelgn ôn the acreen. IÈ ls
lnportant to uae aa llttle rer|ory aa posalble. I'hls can be
.chlevcd by .rklnt 8ure there .r€ no splccs l€ft rround th€
outaldê of your dra|Ùln8. If Èhere are apaces left after you
hrve flntshed your drrulng,r you lay rltcr thê dlmenelons- aa
descrlbed lôtei on ln the rairual - -

Thc SPRITE SPACE la thc .!ounÈ of rerory
draulnge, you have ao far dealgnedr take up. -

The SPACE LEFT 1s Èhe ârount o1. !€[orv vou have left ulth
utrlch to-deai8rl your drrlulngB. Tou oilginllly have 3EIOO
Bytea. Plerac bê.r ln f,lnd thât you slao h8ùc to urlte 6progra! to control the sprltea ln relory ae sell. Once 6gâ1n
try to usê as liÈÈle oefirry 88 poaalble.
Ttre X-Ol , Y.Ol .re th€ coordlnôtea of the cursorE trlÈhln thegrld.
You can rov€ the curaora rround the outslde of the rrld bvprclraln8 thé .rrou keye. Aa you (rvc thc cursor3 aroùnd thêgrld you vlll note that the X and Y coordlnate3 change.

To desl8n r drat,lnt you ahould rove the curaora Èo the aqusrê
you uant a colour on and preae the relevônÈ colour key. If
you rlke . Eistrk€ you r6y clear tt by preaelng rO' (thc
background colour) on the square you nlde the nletrke on.
you rôy notlcc Èhrt uhen you aelecÈ r colour, the colour you
.elccÈêd rpperr8 rt the Èop rlght hand aide of the acreèn.
thle ahove th€ uacr thê sclected colour. You rrv now fltl ln
Equârêa rlthin the grtd ylth that colour by-preaelng the
SPACEBAR. To chrngc the aclcctcd colour, Elrply prèaa a
diff€rent colour nurbêr or lctter.

Èhât â11 th€

f4
f5
f6

ft
f.2
f3

DELETE
CLEAR
DINENSIONS

f 7 IIOVEI.IENT
fE COTI)UR SEARCII
f9 UAIN MENU

Iou ray oou try th€ optlons !enu. To do Èhla prere the IESCi
key onc€. Ihe bottor of Èhe acreên ulll cle6r 8nd the optlons
lanu ulll 8pp€ar.

RBNAI.IE
COPY
COI,oUR LAÎCH ON

To a€lecÈ an optlon preas the rppropriatê funcÈlon key

To return Èo Èhe de8lgn grid preas the rESCr key 8ga1n

thls ls Èhê only acre€n u€re preastng 'ESC' doea nqÈ r€turn
you to thê l,lAIN Ecnu. To return Èo thc MAIN renu shen ualng,
th. dcalS,n acrccn you ahould prcss 'ESC| to get the .bovc
acnu .nd then É|elect functlon kev 9-
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ft aExAl|E

I'r6.rlng fl sll1 €lloy the u.rêr to alÈer the d€ecrlgtton oftlr. current draulng.

^lter 
pre-asing fl the old descrlptlol ia diaplayed on the

:,_:.:l:-TI" uaér. rây nolu enter -ô nês deecriptlàn.'If t;u e;rot wl8h to do thla, preaa rESCr to return to the Denu.
Atter enterLng r nêt, de8crlption pr€as . RSTUR I to rcturn tothc destgn 8,rld.

f2 00Pt
Preeelng f2,t lll allow the_ ueer to copy the current draulngto ônother dranrlng ar€a. Thla ia trrpoiÉant for anilatton 6ethe uaer can then alter Juat a s[all sectlon of the drarlnelnrtead of hêvtng to do Èhc shole drrrlng frot the etari.
After preaalng f2 the user wlll be prompted Èo entêr

COPI THIS DRAIJINC TO DRAtrrI c NIJMBER :

ll you do not trânt to copy to another draulng, prese |ESCI

You should nos typé ln the drarrln8, nurbêr you rrant to coDvth16 draelng to and preaa 'RETURNT. If the drâwinr. nunber vôûôntered rlready h6a a drsrrlng sÈored therê. you rrlll be ehôr,nLhe draulng you.would overwrlte rt the bolton rlght of thercreên and rakêd

YoU WILL OVERWLITE THE DRAWING ON THE BOTTOT,t Rlclrf,
CONTINUE T/N

ll you select N then you t'ill return to the deeig,n acreen.
lf you eelecË y the drautng wtll be overwrittên by the('rrrrent draulng,.

PLEÂSE NoTE : tJllEN YOU COPy A DRAhTTNG AND RETURN TO THE MAINrl!9lcI_9!rg, THE CURREITT DRAVTNC rS NOtr lHE DRAWrtrc TfiAT lrAs.'UST EEEN COPIED. I,oI( A1 TIIE DRAWING NIJITIBER. BE WARNED t t

f 3 00u)uR taTctl
I'reaaing f3 sl.ll toggle the colour latch betrreen on rnd off.
'llro colour latch optlon is the function thôt allorr6 thê..pdcebar to reoeDber the colour that hras l6st Èyped in. trthentlr.r colour lôtch ia on every tl.ne you preas thé- apacebar in,1,i .t::19I. screen the coloui Èhât ie at rhe top i.lght hsndÉr(re-ot Èhe acreen la placed at the x,y cureor poalÈion. Ify,'r turn the colour latch offr the epacèbar slll not rereober
1!',. lg:t colour. pressedr it trfll làetead, act aa ôn eraaer.rr rrlrr cle.r the colour at the x,y cursor poaltlon to thelrrtr:kground colour.
l'r..$e rESCr to reÈurn to destgn grtd.
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f a ItEt tlt
Presalnt f4 vtll 8llow the uaer Èo d€letê the currenÈ drarlng
frou nenory.

Aftêr preaalng, f4 the uaer ulll be asked

AR,S YOU SURE IOU 1{AIfT TO DEL TE flIIS DRAIJINC Y/N

If you aelect rNr you wlll return Èo the dealgn grtd trlÈh
your dr.rlng sÈlll lntacÈ.
If you aelect 'Yr thê dranrlng wlll be eraaed and you ulll
raturn to the MAIN lcnu.

f5 ctlAf,
Preaalng f5 wtll allow the uaer to clear thc curr€nt grtd buÈ
keep the I,rld ln meiory.

After pressln8, f5 Èhe uaer ulll be aaked

ARE YOU SURE YOU IJANT TO CLEAR ffiTS DRAUING Y/Ù

If you preaa rNr you slll r€turn to Èhe dest8n Brid t ith your
draulnS, stlll lntacÈ.
ff you prees ryr the dranring grtd rlll clear and you wtll
return to the deal8,n g,rid.

PLEASE NOTE ; You should not clear th€ 8,rtd lnd thêrr return
Èo thc HAIN !€nu. Ev€n Èhough thcre le no draslng atored ln
the Srtd tt etll Btlll count . as a drawlng. If you lntend to
return Èo the l|Altl rênu rlÈhout a drawlnt stored, you ehould
uae the f4 optton and delete the grld fron rerrory.

f6 ItmENSr('l|S

PresslnS, f6 stll allor the uaer to alt€r the dlnênslona of
the current grld. You n8y lncreaÊe or decr€aae Èhe slze of
the gr ld.
After presslng f6 the ueer wlll be aeked

OLD DIUENSIONS : 16 x 2O
NEll DIMENSIONS : x

You should nor{ enter the dLlenslona th.t vou rrould ltke Èhe
grtd to be.

ff you are enlarglng the grld then the destg,n 8r1d t lll b€
redraun t'lÈh the larger dr.n€nalon€.

If you are reducing the grtd, Èhe arêa that wlll be cut off
ulll be ahsded. Thls sill €nable Èhe uaer to eee tf thev will
loae any of the drôulng.
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^ttcr 
the area to b€ cuÈ off ls shaded Èh€ uder utll be asked

VITH DRAI{ING DII,IENSIONS OF lO x lO IOU r.rILL II)SE THE DRAWING
OATA IN TTiE SHAOED ARAA. I)o TOU VISH TO COITTINUE T/N

ll you select 'Nt ùhe ful1 grtd wlll be redrawn and you wlll
roturn Èo the des18,n grld.
ll you select rI' the grld r11l be redrawn t 1Èh the new
(:oordlnltes rnd you ulll reÈurn to the d€slgn acr€€n.

IISEFUL TIP: l,lhen you ôre gol.ng to rêduce the slze of the
grld, lf you !.tvc thc xry curaora to the squares you raant to
rGduce the draulng, to, by notlng, Èhe xry coordlnates at the
bottor of the Ecrccn you ehould savc yoursêlf countlng the
.quarea by h6nd.

f7 ttwEla|Î
Presalng f7 trlll allorr the u3er to nanipul6te the drlslnga.
Iou o8y .!ke a rlrror 1Da8,€ of th€ drôuing or lnvert thê
drôstng.

After preaslng, f7 the uaer w111 be aaked

PLEASE MAKE ïOUR SELECTION : ll - XIRROR IMAGE
I - INVERÎ THB DRAWING

If you do noÈ t,tsh to do elther of Èhese optlona. preaalng
'ESC' slll return you to the deal8n grld.
Pre.rtng, rur stll produce r llrror lrage of the dr.t lng,. Thlg
la uaeful lf uaed ôlong, utth th€ copy coEênd. You only need
to desLSn ! drâulng, for one dlrectlon. ff you then copy Èhe
draulng to r free areâ .nd press t7 the drawlng rlll be
produced Èo Fvê thG aprlÈc Ln thG optroal.tê directlon.
Prêaaing 'I' etll tnvert thê currênt drawtng.

fE couxn s8Arctr

Prerslng fB rrl1l rlloe Èhê uacr to repllcê .ny colour on thG
8,rld wlth moth€r colour.
Aftcr prcaalnt f8 thc uacr slll bc Èold to
PlÂcE x,y cutsoRs ovER TllE coll)uR lou ItIsH To CHANGE AND

PRESS THE COPI KEI.

You can nou f)vc the cursora around
lnteracct on th€ colour vou t,lnÈ to
kev to aelecÈ the dealreâ colour. You
coâflrl Èhc colour.

Èhe 8,rld untll Shey
chlntc. Prcss Èhe @PI
rlll then bê adkêd Èo

PLEASB CONFIRI.I vOU i{ANT TO CIIANGB COU)tlR : t l/N
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ff^you-prêss rNt Èhcn you vtll rcturn to the deslgn Srtdulthout rny alterÀtl.on! bêing, rade.

5 TO NEr.t COII)UR :

nurbcr or l€ttcr thrt you u.nt

If you prreae 'Ir you rJtll thên be agkcd

cnAlGB COU)ltR :

Iou tu8È nou enter the colourthe old colour châng,ed to.
After €nt€rlng Èhle nulbcr/lêttcr Èhe .€aa.gê rrtll rerd

IOU CANNOT ALTER ANT }.IISTAI(ES AFTERI'ARITS. ARE YOU SURE I/N
If you preae rN' you rlll r€turn to th€ dêalen screên ulthoutany alterôtlons belng, .6de.
If-you preaa rY'th€ old colour stll be rcplaced slth the nevcolour and you ulll return to Èhe de.ig,n gild.
VARNltlc : If you .ltcr r colour
belng uaed on the deslg,n grid. lnd
you rlll .ltar .ll of the colourorlglnally changed. Be careful lt

to a colour Èhrt ls rlreldv
you Èry to châng,e lt bac[,

and .rot JurÈ Èhe colour you

f9 I|AIX r@ru

Pre€slng f9 slll rllou the usêr to return to Èh€ MAII{ f,cnu.Thê drrulng th.st te currently in the deatgn grld rrtll bcarved to rcrcrr/.
NOTES on optlon l:
If you_are sÈorlng a lrrgê nurber of drarlng,a Ln nelory keeDt c6rctul €yc on aprce lcft. If lnate.d of dtaDlsvlni ;nurber lÈ lhous 'OtT OF I.tE ORy. you do not have enou!,h ieràrylefÈ to us€ option 8 on thc NAIN-..nu.

a|IIFTIIG tf,A tnAglx(i8
The uaer.ray- nrvê--the drrelnga around lnald€ the dealgn g,rld
9y pres._ln8, thc SHIFT kcy and then Èhe approprlatc arràe Ecy.rt-you ahttt ptrt of the- drarlng over thc edge of the Arld iÈ|JIII bc loaÈ 8nd you rrlll not bè able to recàvêr tÈ.

OglIOf 2: VIEU ltt |f, yftacs

AfÈ€r selecting thls optlon you elll bê shown

DR Ut cS DEFINED z 2O

DRAtJItlc RANCE ! O0 - 3l
DO TOU IJISfi 11O SEE ALL TIIE DRAUIùICS YIII
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'l'htd la glvtng the uaer certaln lnfornatlon about the
drawlnga thaÈ have been atored in leDory so far.
ITRAiTINGS DEFINED : Tells the uaer th€ nurber of drarlngs that

hâve so far been dcslgned.
DRAT.'INC RANCE 2 Tella thc ua€r the lotresb and hlgheat

draslnga that have eo far been dealgnèd.
If you presa lYtt to the questton the gcreen t{lll shot, upto 16rlrâulngs. If more than 16 drawln*a have been dealqnèd vouulll see the reaÈ of the drlelnge after presslng any [ey. '
lf you-preBg rESCr whilaÈ the drawlnga are belng dtaplayed
you r{lll_return to the above optlon n€nu. Llkeaia€ if ioupreee rESCr at thla renu you wlll rcturn to Èh€ IIAIN [enu.-
If you preEs ]N' Èo the queetlon you rrlll then be rsked

PLEASE ENTTR DRAWING RANGE I x
You should not{ enter the lowest drasinp. nunber vou r{l€th toree, followed by the hlghest drar lng nùnber. AftÉr enterln8
these Et,o valuea the drat{lng,s stll be dteplayed,

OPfIOll 3 : AtfIllATItlG IllE ttf,AUIttGS

After selectlng this optlon you wlll be preaentêd rrlth â grtdof 64 nurbers rrnging frorr 0 to 63. Thege numbers representthe draslngs Btored ln D€rrory. ttnderneath drâsing O there laan arrow

lf any draulngs have been defined the numbera of thatpartlcular drrulng wtll be a dlfferent colour. If the coloura
have not been- chalged nith optlon 7, the undefined draulng
nudbera slll be blue and thé deflned drarrlng numbera nlll bàred.
At the boÈtom of the acreen there wlll be the deecrlptlon ofthe drat{lng th.t the arrow ia potnttng t.o. If the àrrow lapointing to an undefined drawing the bottom of the scr€enwllI dlsplry INOT DEFINEDT.

If.the drarlng ia deacribed the I.y dlneneions of Èhe drâlringulll be displ.yed 6t the bottom left of the acreen.
f MPORTANT NOTE : All drat'lngs that are to be anlDated nu8t

have the aa|re x lnd y coordinatea.
You rnay mov€ the arrou around the ecreen by ualng the arrowkeya. To aelecÈ I drawlng, to be 6ninrted prêse thé SPACEBAR.'lhe drawing numberd you have selected uill be llsted alon*,the botEof,i of the screen. If you rake a nlstake prese thè
'DELi key and the drôrrlng nunbei wtll be renoved.
Yorr may select up to 8 drauinga to be anlnated.
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After selectina all the draelnga you wanb 6ntnaÈlng lrrean thc
RETIIRN key.

!f you have made a rlatôke (drautnga havlng different x,ydimeneiona) the error ecreen vlll bc àteplryedi
Itle error screen liats all the drarelnca you have aelected andIt will hlahlight 6ny dr.utng - t.ith dlfferenr x.y.coordlnates. After pres8lng a key y6u t lll be returned to ËÉéaelecÈlon !€nu to try rgrln.
Once you have aelêcted Èhê drôuln8a and thêre Ere no errorayou wlll be pr€ecntcd rdlth the anlmstlon optlona screen.
The acreen looks like thts :

SPEED OF SPRITE :

SELECT DTRECIrON (UrD,L,R) :

DELAY BETI{EEN MOVES :

The_apeed-of sprlte optlon ulll deterDlne hou rnany pixels thes-prlte t{lll nove at a tirc. 1o get thê €[oothêat ùovetent you
Bhould select tlr and preaa RETURN. you mav uae anv nurnbergp to s naxl|run of 9. If you wlnt Èhe eprttê to be âni[aEedbut not to f,rove you ahould eelect r0r. -

The select dtrectlon opElon wlll lllow the u8er to determinethe dlrection in trhich the sprlte ls Èo r|ove, Up , Dot'n ,LefÈ or R18,ht. If you have aelêcted rhe efrtÉe- to béatâtionary by selectlng .O. 8t the last opÈlon you rr6v tvDetny dlrêct1on, Èhe sprlte hrlll be atltlonarv. -There-le-no
need to press RETURN on thls optlon.
the delay betseen nove8 option sllot,a the u8er to gelect the
apeed betueen Êprlte nove|renta. ygu lav u8e anv number
b€trreen O and 99. An averlg,e nunber ie betireen 30 - ZO.

If you select ror th€ sprlte utll Dove everytlDe you presa akcy. Thls feature ts uaeful Èo check the -alow irotiàn of aaDrlte to enaure the anlm6tlon ls corrcct.
After preaslng RETURN on thls opÈion th€ scre€n t{lll clearand you trlll then see the aprlte beinlt anlmat.ed. To reÈurn tothe MAIN ncnu preaa the rESCr key.

ft le lnport.nt for you to
on the dtsc. Thle ehould
hêartache.

On the dtsk there la a file call€d TDISKDATA.SPRT. Thle flleholda tnforraÈlon sbout the sprlte flles that are stor€d onthe dlsk. If you d€clde to eraae any of thê flles off thed{6c trlcr.e uà€ the erase functlon wtthin thla opÈion.

OPTIOX 4 : DrSC OPETATIOIfS

knotr how thê lnfornatlon ls storedprevent any ltahrpÉ rnd poesible
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ll you erôse any of the draulng files off Èh€ dlac slthout
||rt;r8, thia optlônr Lhe loâd nenu ttlll stlll dlsplay thê ftle
rr bêtng presenÈ. Thts i9 because the draslng fll€ n6iea are
rtorod in DISKDATA.SPR. onlv the eraae function stthln thlE
optlon t,ill erase Èhe relevânt lnformatlon fron thia flle.
ll vou eraee the DISKDATA. SPR file frott| the dlac vou ttlll not
tr.r ible to recover rny of Èhe dralring data ftleâ th.È ntght
b.! dt(,red on the dlsc. BE CAREFUL !

tl you nish to copy aone drawlng fllee fron one dlsc bo
errother, you ahould lo6d the dratring dât6 ftle you uish to
copy off Èhe diac, tnsert the dtac yorr w6nt to copy lt to 8nd
thên Éâve Èhe f ile.

^ 
blânk For|Eltted dlac can Btore 4 aeÈe of drawln8

tnfornatlon. Each f1le of drarrlng lnfortratlon tskcs 36k. Try
to enaure uhen you are 8,otn8 to aave draulng data to dlsc you
have enough apaèe left on Èhe dlsc. Don'È loae sleep over lt
Lhoug,h, the progran doee check to enaure Èhere la enouSh
.pôce. It Just eaves you a blt of Èlre Èhôts all I

The progrâm doea lta orJn houaework ie.
nrÀ6ês any backup coplea it createg,

1t aùtomat lcal ly

'l'he drawings are atored in the forDat

: firat brnk of ncnory (l7k)
: second bank of nenory (l7k)
: drawlng,,colour lnfo ( 2k)

f I lenane.da I
filenô|ne.da2
fllenaDe.da3

Il you want to atore drarrlng data on a new disk, enaùre that
I t is fornraÈEed. ft doee not nsbter ÈhaE Ehere la no
I)ISKDATA.SPR flle on the dlac, the program rrlll create one.

lf you trske a û1at6ke and Èhe dtac drlve has atlrtcdr Do NCn
Lrv to retnove the dlsc. Itre a bad hablt ând vou could loae
all the dlta on the dlsc. The DISKDATA.SPR ?1le la eraaed
l)cf ore lt 1s updated.

^fter 
aelecting optton 4 you wlll be presented uith the menu

LOAD DRAI{INCS
SAVE DRAWINGS
ERASE DRAiTINGS
RETURN T{' trlAIN MENU

@
After selectlng thla optton the t,arnlng rcaaage t.tll bê
(l I Èplayed

YOU WTLL DESTROY INFORUATION IN MEMORY CONTINUE Y/N

tf you eelect rNr you wlll return to the above nenu.

l)
2)
3)
4>
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If you aelect 'Y' you will see displayed Èhe |reseage th6t ls
atrot n uhen you firat run the progran.

PLEASE INSERT OISC WITH DRAWTNG DATA INFORMATION AND
PRESS ANY KEY

You ahould nor, lneert the dlsc Ehat vou would llke to load
and preaa any key.

ff you have lns€rted a dlac that doed not hôve a DISKDATA. SPR
file on lt you are given the followlng ogtlons

DATA NOT FOTINI)

I) CREAÎE NEW DATA DTSC
2) TRY ANOTHER DISC

lf you aelecÈ option 2 you are
dlac and try agaln.
Selecting optlon I slll create
dlac.
Il the diac you lnaerted haa no dratrlng file3 stored on lt or
you have Just creôÈed I nee, DISKDATA file you t tll get the
neaasS,e

NO DRAWING FILES STORED AS YET
PRESS ANT KEY TO CONTINUE

Pr€aaing any key rrill dlaplay the MAIN menu.

If Èh€ dlsc you lnserted had any ftles on lt. thc fll€E slll
be dieplayed-along uith a nunber to the flienaree lefthand
slde. Typlng thla nurber will load the relev8nt ftle.
At tlre end of the filenamea t lll be a CREATE NEW I,ATA optlon.
Tl|te option rlll 8llot, the uaer Èo atart a new file t{hlch h€
can aave utth th€ 8avê option that ls docunented next.
If there h6s been I llshap and the ftle you try to lord ls
nlssing or corrupt the program ulll check the cônplete dtec
to see lf 6ny other files are trlsslng. If lny oÈher fllea are
found to be EidsLng thelr narûea rrlll be reported ônd the
DISKDATA.SPR fll€ t,lll be updated. Th€ ur€r slll then be
offered a cholce of loadlng a flle from the updated
catalogue.

5AVE THE I!ûAVIIIGS

If the flle you are I,olng to
flle te hra been loaded off

E6ve ls not a newly dealg,ned
the dlsc, you wlll h6vê the

followtng reasage dlsplayed.
CURREIIT FILENAME : DAÎAI

DO YOU I.'ISH T'O SAVE TO TIIIS FILE Y/N

grorlpted to ina€rÈ rnoth€r

r DISKDATA.SPR flle on the
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ll you eelect 'Nr you rrtll then be aeked

ENTER NEW FILENAUE :

Y(rr may now enter a f11en6[é of up to elght lett€rs.
'l'hô flle ulll not{ be aaved to elther the old fllenane tf vour;lected rYt as an optlon orr saved ad Êhe nei, filenane'lfy('u aelected rNr as the optlon.
ll there is not -enough roon on the dlac to atore the flle to,
you olll be told to lnaert another dlsc and try agaln.

ESASIXG THE InAIJITCS

^fter 
selecElng thlE optton you r,lll be pronpted to

PLEASE INSERT DISC WITH DRAWING DATA FILE YOU WOULD LIKE
TO ERASE AND PRESS ANY KEY

^lter 
inaertlng the dlrc alth the ftle(e) you uant to eraaerrrd pre€31n9 rny key, you wlll be dlsplsyêd a liat of ÈheI lles on the dlac. ft rrill look llke tht;

ERASING THE DRAi'INGS

l) DATAI
2) TEST
3) CAME3
4) RETURN TO MENU

PLEASS UAKE YOUR SELECTION

Y()u- nay not{ Belect one of Ehe fllee by typtng Èhe relevlntrrrrmber. ff you select the optlon RETURN- Tô MEùU vou wlll ber..turned Eo the MAIN aprtÈe progrsm menu.

^lter 
ael.ectlng the file to erâse, the screen rrlll clear andyorr will be aaked to conflrn the flle you uant to eraae.

PLEASE CONFIRM YOU WANT TO ERASE

DATAI yea or No

tl you decide noÈ to erase_ that partlcular flle you ahouldprr.es Èhe rN' key, this stll reÈurà you to the dilectory ofI llcB gcreen-

ll you select rYr the file till be eraeed from the dlac andy,rrr will be returned to the MAIN spritea menu.

IEÎr'RX 1l) IIAIX I|ElrU

ll'is option vill ei!|ply return you to thê MAIN sprltea nenu.
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OPfI0ll 5 : lltAtJlllG EIIIIIOR

AfËer aelecting thts opÈion you rrl1l be presenÈed wlth a grld
of 64 nurDbers ranging frorr 0 to 63- Thàee nurbera repre;entthe draslngs atored ln |'eDory. Underneath drârrtng O there le8n arrou.
If any drawlng,a have been defined the nuDbers of thatp6rtlcul.r drar{lng, will be a dlfferent colour. If the coloura
hôve not been alter€d using option 7, the undeflned drawlnp
nunbera slll be blue and the deflned drat,tngs nlll be red.
At the botton of the acreen, ln the nlddle, ther€ lrlll be the
d-escrlptLon of the drârrlng that the arrow la pointlng to. Ifthe arrow ia polntlng to an undefined drawlng ihe ecréen sllldieplay I NOT OEFINEDt.

Undêrneath Èhe drawlng descrlptlon la o rre6aage

Delete , R€na!€ , Copy , ESC to end

PreaElng the rel.evant k"y (DtRTCTESC) uill enable thatfunctlon Èo act on the dr.ttng number the arrow la polnting
to.
You can nove the arrou key around the ecreen by using thearrow keye on the rlght haôd gtde of the keyboard.-
If you select any of the optLona above (except ESC) tûhen the6rrot, Ia poinEing at an undeftned drawlng, the computer rrtllemit a beep and nothlng rrlll happen.

We nlll nol, look !t the functions ln nore detail.

I'ELTTE

Presaing ttrç lD' key rrhen the arrow la pointing at I defined
dr.rJln8 t.'ill dlsplay Èhe n€edage

ARE YOU SURE YOU WANT TO DELETE Y/N

If-you aelect rNr this neegage arlll clear and the dratJtng
ui 1l atay intact.
If-you sel€ct rYr the 

- 
drarrtng uill be erased fror nernory. thecolour of -the p.rtlcular number the arrow ts polntlng tô-olll

change and the description wlll notr dlsplay NôT DEFINED.

PresainS therRr key uhen
drâeing wllI display the

N,ElfAXE

the arroe is polnting, at â deflned
|f,e9aag,e

OLD : old description NEW:
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You are nos pro[ptcd to enÈer . net{ descrlDÈlon for Èhrtpàrtlcular draulng. If you declde you |.ônÈ to keêp the,lr6l,1ng d€ecrlptlon Èhe aare you rôy preaÉ Èhe ESC key.

OOPI

Predalng tttg 'C' key lrhen the lrrou ia polnting aÈ a deflned
drrulnS, t,lll dlsplry the followlng, i€asagc

COPY DRAIIINC : 03 TO DRAWINC :

You are not, pro[gted to enter 6 drrt,ln* nuûber. The Droqra!l,lll now nake a copy of the ftrdÈ dr8-lnr vou aelecÉêd-andcopy lt to the drlsing, nu|lber you htve Juat-citered.
If-you.have entered â drarrlng - nuuber that ha8 already beendeflned, ao error reaalte ntll be dlaglayed.

YOU CANNOT OVERWN,ITE EXISTING DRAWINGS

Thls lE r€lf explanrtory. If you do t lsh to overt rlte adraslng, you ruat uBê the copy conand froD wlthin EDIT A
DRAWING.

If-you dtd enter an undêf1n6d drauln8, nu.ber, Èhe drrutngstll b€ copled.

Es1C

PresslnS the ESC key wlll return the uaêr Èo Èhe aprlte8 I|AIN
|Iênu.

OFTI()I 6 : SPl,ftz IXFOtl|ATrot|

After aelecÈlng tht8 optlon th€ folloutng acreen slll be
d l splryed

DRATJINGS DEFINED : 3O

DMt{INc RAI{GE : OO - 43

DO IOU WANT IIIFOR}IATION ON ALL DRAUINGS T/N

Thla acrc.n t€llB you the uaer, lnfomrtlon about Èhe
drawlnSa that are ln ierory at the ronent. See optlon 2 VIEW
THE DRAUINGS for thta lnfoiratlon.
lf you s.rnt lnforrstlon on all the drawlnga presa ryr.
lf you pr€a8 rN' you vlll thên b€ sakGd

ENTER TIRAWING RANGE T

You DuaÈ nor cnÈcr the loucaÈ drlring rnd Èhe hlgheat dratrlng,you uant lnforutt on on-
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Then you ulll be 8aked

OUTPUT TO Screen On' Prlnter
you Day s€lect one by preaalng rsr or rPr.

PlttlTEl sErtcrl|t
If you aelecÈ€d prlnter the next questlon you rrlll be aaked

DO ÏOU REQUIRE CONTROL CODES SENDING 11O PRTNTER T/II
If you uânt to 6end control codea to your prlnter, Pre3s the
'l' key. Th€8e control cod€a could bc to change prlnter Èo r
dlfferent fonÈ, etc.
If you do requlre control codes serldlng you ahould nou eee
dteplayed

PLEASE TYPE EACH INDIVIDUAL CONTROL CODE ANTI PRESS RETIJRN

COUTROL CODE :

At Èhla polnt you ahould enter each control. code and preaa
RgfUnN. lrhen you have flniahed €ntêrlng thê control cod€8 you
ahould preaa the 'fsc' key. As you ànter the conÈrol coâea
Èhgy ulll be- dlaplayed-.lo!g the boÈtor of Èhe acreen. If you
rak€ a rletake pre8a Èhe iDEL? key.

NOrE : Iou lry enÈ€r . LttxL.ur of 6 conÈrol codes. They
cânnot be greôter thân 63.

You ulll non be aaked

DO ÏOU WAIIT TIIE LINE FEED COIITROL OODE SENDING TO PRINTER Y/N

Iou should 8n8rer 'y' Èo thls que8Êlon. lf you flnd your
prlnter 18 println8 a blank I lrre betueen eàch ptecè of
infoneÈlon thcn in futurc you should rnsucr 'ù{r.

PLEASE ENSURE TOUR PRIN?ER IS ONLINE AND READY TO PRINT
PRESS ATII KET hIHEN IOU ARE READY

Will not, be dlaplayed. After checking your prlnt€r, preas ôny
key. lour prlnÈer should prlnt ouÈ Èhe lnforoltlon on the
drarrlnga you lrlve sêlêcÈed.

scSEEX Sttlcr8lt
ftrê lnforrstlon thâÈ elll b€ prlnÈêd id a8 b€l.oe

DRAT' IIIIIIENSIOI| I'ESCRIPTION YEUORY
OO 32 x 32 UAlf toSa

IIIAN IOAS

T0TAL I.lEloRï 2L76

ol 32x32
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'l'hls lnforratlon la n€êdêd for rêfêrettcc shGn uai.nÂ thê rrln.prlte8 progr . Tlre total reuory v6lue rl11 be-needed tor:ôlculâte rhlch vrluê Èo uee for thc baclc llEl.|oRI coEand.

OPfI(If 7 : ALIEAfIF IllB ODIIIIIA
Aft€r sêlccÈlng thts optl.on you t lll be ôaked

DO IOU I'ISH 1(' ALTER

o) uoDE o coLouRsr) oDE I COLOURS

MoDE O COLOURS : Thege are the colours thaÈ you t lll dcsign
your draulngs ui th.

MODE I COLOURS : Theae ôre the colours for thc .enus and
!€9Aô8Ca.

To select the type of coloura you rant to chang€ presa €lther
'O' or rlr-

r,|rB o oot otns
You will seê dlaplayêd on Èh€ acrêen threc band3 of colortra.The Èop Èuo b.nds of coloura arG thc 27 colours avallablc onthis colpuÈer. Iou ray only count 26 colours, the backgroundcolour la alao th€rc but yôu can noÈ 8GG lÈ.
The third ba,nd of colourd are thê colours thaÈ ar€ curr€nÈlvselccÈ€d for rodc O. Undêrneath tht. band of coloure are thânunbers I - 9 and the Lctters A - F. tou can only uae 16colour6 ln rodc O.

At the top of Èhe acr€en undêrneaÈh the flrat colour ls ù6rrou. Tou can ûrvc thir ârrou fron colour to col.our by usingthe ârrou kêys.
To_aLtcr a colourr- rove Èhe trrrou to thê colour ygu ranÈ todelect lnd prcss the nurbcr,/l€ÈÈcr of Èh€ colour vou ïrnt tochange. Ttre ney colour rrtll nou be dlaplayed in-Èhe bottorblnd.

You rây alao alter the background colour by novlng, the arrotato the colour you rould llke Èhe backgrouird Èo bi and prcaathe SPACBBAR- '

When you are ualng th6 dealg,n scre€n you elll notlce thrt thelnfor.atlon .t Èha boÈÈor of ÈhG rciecn la ln .odc 2. The(.olour of the t€xt ta Inltlllly plnk. colour 16. Iou rav alaoÀlter thls colour. Iou do not hevc to uge one of thê Éir(têênr'oloure ygu have dclected for rod. O. To chrnge thla colour,
move thG rrroï kcy to the colour you uant .nd-Dreaa Èhe COpikey. The lnforratLon at Èh€ bottôa of Èhc aelectlon acre€n(al.o ln rodc 2) rlll ch.n8c. Thts ulll cnrble you to dectdcll thls colour 1g readrblc agrlnst ttre backgrounâ colour.
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SPRITA I'ESIGTTER PROCn'AX

When you have made your flnal selectlon press the 'ESC| key.
NOTE ! The coloura for the background and the mode 2
foreground- cannoÈ be Ehe aame, lf -you Èry to do this the
co||lmand wtll be ignored.
The colours you hsve selected wtll be saved along wtth Èhe
drôtrl.ngs, therefore you ulll not need to alter t[e colours
when you load the drawlnge back lnto the progra|l|.

The coloure ulll algo be savêd t.lth the drarrlnp dâta rhen vouload the drawing8 into the nain sprltes proÈram. To accâesthe coloura in the aprltea progran u8e the ICOLOUR co|r|mand.

t('t E I coLouRs

A-lterlng these coloura slll slter all the Denua and nelrdâgeathat are dleplayed in node l. îhls lnforElation is aaved wËenyou sâve draslng, data to dlsc.
hlhen you Éelect thls optlon you erill see dtaplayed

BACKCROUND O CURRENT : OO CHANGE TO :
FOREGROUND I CURRENT : 16 CHANGE TO :
FORECROUND 2 CURRENT : O6 CHANCE TO :
FOREGRoUND 3 CURRENT : 02 CHANGE TO :

19: r9J now ly-pe ln the nunbers of the coloura you wanE (O -27). tJhen you have entered the four nurnbere the-colours wlll
ctrange and the lessage

ARE THESE COLOURS OK Y/N

ttill be diaplayed. If you presa rNt the colours will revert
back t<, the colours thaÈ uere ueed before Èhe corrmand ua6
execuEed. You r'lll then be asked to try agaln. If you do notuish to ôlter the coloura preee |ESCI

If you preee tYr ln anss€r to the 6bove questlon the coloursuill be permanently changed and the I'iAIN nenu wlll bedisplayed.

OPTIOII 8 : CREATE SPRITE DATA

This ia the comrDand that t,tll convert vour drarrLnqa into aforn thôt the n6ln sprites progrsr! I{lll uhderatand. -
llhen yog have selected thls optlon the followlng neesage will
be dieplayed.

WARNING

TOU T.'I LL NOl BE ABLE TO RETURN TO
THE SPRITE DESIGNER PROGRAM AFTER
IOU HAVE CREATED TIIE SPRITE DATA.
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You mây uae
entering the
you Eo

SPRITE DSSIGIIET PROGRâH

YOUR DRAWINGS IIUST BE FULLY READY
TO BE USED BY TIIE }IAIN SPRITES

PROCRAÈI

ARE YOU SURE YOU T{ANT To CONTINUE Y/N

lrr order for the prog,ran Èo convert the drarrlnga inÈo a forn
I lre mêin sprttea prog,ram can understsnd, the prograD has torr6se a large chunk of ltself. If you anewàr Ty' to Èhis(lueatlon you wtll not be able to ;eturn to the de6lgnerprogralr wlthout reaetlng the computer and rrunning,r -the
tlrogram agaln.
IXPORIAIùT : SAVE lOltR IIRÂ9IlrcS lt0 DISC BEFORE USIIG TflIS

oPlIOtf
If you do-not want to contlnue wlth creating the aprlte data,preasing 'Nr ntl.l return you to the MAIN apilte renu.
If you _w6nt Èo contlnu€ preag tyr. tou will norr be promptedfor a f I lenane.

SAVE AS FILENAME :

any- filenane up Èo eight lctters long. Aft€rfilenane preaa RETURN. The program.trlll pronpt

PLEASE INSERT TIIE DISC YOU T.'ANT T.IIE
DRAWINCS SAVING TO AND PRESS ANI KEY

You should nolt lnaert the dlsc on uhlch you tJant the drauingastoring. We 8dv{ae agalnat using the ayeÉeo dtec.
After preaaing any key the ecreen lrlll change colours 6 fewtlmea. Th{s 19 noÈ unusual, the prog,ran uae3-the acreen ôa abuffer for the drawlngs. Finally the ecreen wlll clear and
d i €pIay.

THE FILE HAS BEEN SAVED
YOU MAY NOt, RESET lHE COÈIPIITER BI

PRESSING SHIFT-CONTROL-ESC

'l'he prograrû hae nov ended.
'l}le drat lne, flle that hae been created trlll have the format

uaernaûe. DRl.,

OPfIOlf 9 : AND TllE Pl,OGMlf
'l'his optlon la Èo end the program and retùrn back to BASIC.

^l 
ter selectlng thls optlon the folloi|log, neasage slll be

rl I eplayed.

73



cæIgjlsgâ!
PtoGtA|l tttxtrar r or{

YOU IflLL II)SB ALL TTIB IIIFORIIATION IN

uEt(rtï tF tou EtfD ll|s pRoGtAu I Hops

IOU IIAVE SAVED n|E I'RAI'IIrcA IO DISK.

s{o Îflt PtocRAtit t/N
Prcrllnt rlr rlll Èhcn rê.ct thc corpuÈer.

Pr€.lLnt 'l{1 t,lll rcÊurn you to Èhê UAII{ .cnu rlth th. d.Èâ
stlll 1nÈrcÈ.

f,APPT DGsIGXINC
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