F¥¥¥ PROGEAMMIMNG LOW-RES GRAFHICS IM Applesoft BASIC ¥i¥dk

¥¥f¥ Getting Started ¥i¥

Boot inmto ygour fawvorite wversion of 005 or FROODOS that supports
Applesoft BASIC low-res graphics mode ¢GRE command?»?. Most copies of 005,
FroDOS or the Apple Suystem Utilities DOisk include Applesoft BASIC.

You can also enter Applesoft BASIC by pressing control-reset durina the
boot =equence. Howewer:, Jou will not be able to =sawve programs using
this method. Enjog gour ephemeral art. .. 1f you want to get even more
exlstential:, simply tuype the command=s at the prompt without writing
them as a full program with line numbers. ..

ave yJour programs dJou will need a disk formatted for Jour wversion
05-FraobD05, or dou may use a disk with other programs already on it
has =some space left. If vou are using an emulator. Jou canm use 3

a =
f O
hat
lank disk image., ar use the one prowvided.

odo -

¥¥% MWritinmng Your First Program in Low Res Graphics Mode %X

The "GRE™ command i=s used to enter low-res graphics mode. In this
example, let’s =start a nmew program in araphics mode. Use the “HOME™
command toa clear ang leftowver text on the =screen before drawinga. i1t
will make vour image look a little nicer. CO0ptional?l

1 18 HOME
1 28 GE



HMow we can start drawing. We will need to =set our first color. The
calors are numbered B-15. See the color chart provided for reference.
In thi=s example., let’'=s start with Color # & aka "medium blue™

1 38 COLOE = &

You can draw points and linmnes in low-res mode. The screen consists of
484 ¥ 48 rectangular pixel=s, numbered @ througoh 39.

Let s draw a point _to show each corner. Foints are plotted using x=.4
coordinates, with B.8 being the upper left-most point. We can add a
camment or remark (EEM>» to remind ourselwes of what we are drawing for
future reference.

48 REM DREAM COREHMHERS
28 FLOT @.8

g8 FLOT @.33

ra PLOT 22.8

=28 PLOT 29,35

e b bd bd L

Mhat pointdi=2 would gou plot to mark the center?



disk image., this would be a good time Lo

If you are using a disk or
e SAUVE command followed by the name for your

zave dJdJour work. Use th
Program.

Faor example:
1 SAVE DEMO

To see what gou hawve typed =o far use the “LISTY command. To run the
program uwuse TREUOH.T

If you tuped LIST and noticed that it was hard to read dgour progaram
cade in the 4 lines of text at the bottom under the image space. Jou
can use the "TEXTY command to switch back to text mode while you are
writing code. If vyou want to clear the =creen first. tuype “HOME.™

For example:
1 TEXT
1 HOME
1 LIST

How., let’= draw some lines. lUse the "HLIHY command to draw horizontal
line=s and "WULIWY o draw wertical lines. Let = change the colaor to
arange and connect the dots.

1 85 REM DEAM LIMES
1 %8 COLOR = 3
1 188 HLIHW B.3%2 at @



The HLIH command abowe will draw a line from B.8 to B,39. You could
plot each point indiwvidually., but drawing lines can =sawve Jou lokts of
time. WLIH works the zame wag except 1t draws wertical lines.

1 118 ULIH 8,33 at B8

This will draw a wvertical line at the leftmost part of the =screen.
Let "= run the program again and see what 1t looks like:

1 SRUE DEMO
1 EUH

4



Oh no! Mhere did the corner dots go¥7ll

Foint=s or limes are drawn in_ the order dgou programmed them. =o anything
Jgou draw on the same spot will replace what was previously there. IFf
Jou wanted the dots to stagy on the screen: you would need Lo draw them
after the lines.

Faor now. let'=s just finmnish drawing the box around the edges of the
SCrean.

1 128 HLIH B8.,33 at 33
1 138 ULIW @a,33 at 3239

You can then SAVE and ERUN gour program to s=ee the whole box.

How vou have the commands to draw dots and limes and change colars. Use
the araph paper prowvided to design Jour own image., or Ltry writing a
progaram to recreate one of the sample images prowvided.

¥3¥ Tip=s and Tricks *¥%%

¥¥ Filling the Screen ¥¥

If you want a colored backaround. dou canm use a function to fill the
screeT wmith a background color before drawing youwr image. Here 1= an
example:



2 REEM SCREEEHW FILL
18 TERT

28 GE

28 COLOR = &

48 FOR M = @ TO 33
28 HLIHW 8,32 AT M
B8 HERT

¥¥ Animation *¥

You can mimic the effect of animation using a few tricks.

¥ Drawing order *

If you want gour image to be drawn in a particular order. for example.
the backaround first. then a circle., then a =miley face on the circle.
Write gour program in that order.

It take=s longer to draw images pixel by pixel rather than using lines.
but 1if gou do that, and plan carefullg, gyou can write ygour image in
order to hawe 1t appear more like it i=s dissolwing in. You could plot
all pixel=s of one color, or plot the image from top to bottom to look
like it i=s being drawn line by line. etc.



¥¥ Simple Color Changes fX%

You can u=se a random number generator and a function Lo make ygour
images flash between different colors. See the Christmas tree program
provided for an example of this (TREE3 ).

l=ing "GR™ will clear the screen and can giwve a “flipbook™ tupe effect.

¥¥ Faux-nimation **%

Far more sophisticated looking animation. Jou can “"move”™ Jour plixels
across the screen. For this gou will need to plan ahead a bit and make
same of Jour polinkts wvariable=s, then mowe them +1 pixel across the
screen. Look at the xyz program for an example. llse a3 pause function to
add time to s=peed up or =low down 4dour images. See the "AMIMY program
for an example of uw=sing this to draw rain from the clouds.

¥¥ Using a Timer *%

You can use a FOR loop as a counter, which will pause befaore runninag
the next part of vour program. giwving the illusion of animation. See
the "LIHE™ proaram for an example of this.

Mhat other wads can Jdou uwuse these in gyour programs. orF what other ideas
do Jou hawve™



