Ozapell Basic - Display Commands

ARRAYDRAW
IN: ARRAY, WIDTH, X, Y
Graphics Mode ONLY.

Draws the provided array at X,Y using the width in WIDTH.

See BITMAPLOAD for loading bitmap image files from the Ozapell Basic work folder.

Images can also be generated by other means and stored in an array.


ARRAYDRAWCLEAR
IN: ARRAY, WIDTH, X, Y
Graphics Mode ONLY.

ARRAYDRAWCLEAR draws the pixels of the array at X,Y using BACKCOLOR only. Also resets OWNER to 0 if OWNER was specified for those pixels.

Used to clear a specific sprite from the Screen before redrawing elsewhere.

Compare with OWNERCLEAR.


ARRAYDRAWCOLLIDE
IN: ARRAY, WIDTH, X, Y, OWNER
OUT: RESULT
Graphics Mode ONLY.

ARRAYDRAWCOLLIDE checks the Screen against the provided ARRAY at X,Y using the width in WIDTH. The specified OWNER is ignored for collision.
If a collision is detected, the highest numbered owner will be returned in RESULT. If no collision is detected, RESULT will contain 0.

ARRAYDRAWOWNER
IN: ARRAY, WIDTH, X, Y, OWNER
Graphics Mode ONLY.

ARRAYDRAWOWNER draws the provided ARRAY at X,Y using the width in WIDTH. The specified owner is associated will all pixels drawn (not transparent pixels).

See BITMAPLOAD for loading bitmap image files from the Ozapell Basic work folder.


ARRAYDRAWTILE
IN: ARRAY, WIDTH, X, Y, TILEHEIGHT, TILEWIDTH, TILEINDEX
Graphics Mode ONLY.

Similar to ARRAYDRAW except it draws a single tile from a single image.

TILEHEIGHT and TILEWIDTH specify the size of each tile on the page in the image. TILEINDEX specifies which tile to draw with 0 being the first from the uppermost far left. Each tile moving right is counted as the next index and then each tile downward.

Used when loading many images of the same size instead of loading each image in its own array.













ARRAYDRAWTILEOWNER
IN: ARRAY, WIDTH, X, Y, TILEHEIGHT, TILEWIDTH, TILEINDEX, OWNER
Graphics Mode ONLY.

Similar to ARRAYDRAWOWNER except it draws a single tile from a single image.
TILEHEIGHT and TILEWIDTH specify the size of each tile on the page in the image. TILEINDEX specifies which tile to draw with 0 being the first from the uppermost far left. Each tile moving right is counted as the next index and then each tile downward.
Used when loading many images of the same size instead of loading each image in its own array.


BACKCOLORBOX
IN: XONE, YONE, XTWO, YTWO

In Text Mode, BACKCOLORBOX changes the background color of text in the specified area to BACKCOLOR.

Has no effect in any graphics mode.


BACKCOLORXY
IN: X, Y, BACKCOLOR

In Text Mode only, the background color of the character at X,Y is changed to the color specified by BACKCOLOR.









BITMAPLOAD
IN: ARRAY, FILENAME
OUT: RESULT, WIDTH

Loads the bitmap image specified by FILENAME into the ARRAY specified. RESULT will contain the number of entries (pixels) in the ARRAY. WIDTH will contain the width of the bitmap image.

EXAMPLE:
FILENAME="MYBITMAP"
IMG=0
ARRAY=IMG
BITMAPLOAD

CLS

COLORBOX
IN: XONE, YONE, XTWO, YTWO

In Text Mode, COLORBOX changes the color in the specified area to TEXTCOLOR.

In Graphics Mode, COLORBOX draws a rectangle using the color in TEXTCOLOR.


COLORS

Predefined colors in Ozapell Basic include:

COLORBLACK, COLORWHITE, COLORRED, COLORYELLOW, COLORGREEN, COLORBLUE, COLORVIOLET, COLORPURPLE, COLORORANGE, COLORBROWN,
COLORINDIGO, COLORCYAN, COLORGREY, COLORPINK

COLORLIGHTGREY, COLORDARKGREY,

COLORPASTELBLUE, COLORPASTELGREEN, COLORPASTELYELLOW, COLORPASTELRED
COLORXY
IN: X, Y, TEXTCOLOR

In Text Mode, the foreground color of the character at X,Y is changed to the color specified by TEXTCOLOR. See BACKCOLORXY for changing the background color of a character.

In Graphics Mode, the pixel at X,Y is changed to the color specified by TEXTCOLOR.


DRAWLINE
IN: XONE, YONE, XTWO, YTWO, TEXTCOLOR
Graphics Mode ONLY.

Draws a line from XONE,YONE to XTWO,YTWO using the current TEXTCOLOR.


GETXY
IN: X, Y
OUT: RESULT

In Text Mode, GETXY returns the character at X,Y in RESULT.
In Graphics Mode, GETXY returns the color of the pixel at X,Y in RESULT.


OWNERBOX
IN: XONE, YONE, XTWO, YTWO, OWNER
Graphics Mode ONLY.

In Graphics Mode, OWNERBOX sets the owner for a rectangular area using the value specified in OWNER.






OWNERCLEAR
IN: OWNER
OUT: RESULT

Searches for all pixels associated with the specified OWNER and replaces them with the current BACKCOLOR. Also sets the OWNER to 0 for each pixel found.

RESULT will contain TRUE if at least one pixel with the associated owner was found. Otherwise, RESULT will contain FALSE.


OWNERINVERT
IN: OWNER
OUT: RESULT

OWNERINVERT Searches for all pixels associated with the specified OWNER and inverts their color (Black becomes White, White becomes Black, etc.).

RESULT will contain TRUE if at least one pixel with the associated OWNER was found. Otherwise, RESULT will contain FALSE.


PRINT
IN: TEXT

Displays string contained in the variable TEXT to the Screen at the current cursor location. The cursor is moved forward based on the number of characters contained in the string displayed.

Does not support Graphics Mode.

Shortcut:
PRINT "hello"

The string "hello" is copied to the variable TEXT and then displayed.


PRINTBOX
IN: XONE, YONE, XTWO, YTWO, TEXT

In Text Mode, changes the character displayed in the specified area to TEXT. Only the first character is used in TEXT.

Has no effect in Graphics Mode.


PRINTLINE
IN: TEXT

Displays string contained in the variable TEXT to the Screen at the current cursor location. The cursor is reset to the leftmost position on the next line.

Does not support Graphics Mode.

Shortcut:
PRINTLINE "hello"

The string "hello" is copied to the variable TEXT and then displayed.


PRINTLINEWRAP
IN: TEXT

Displays string contained in the variable TEXT to the Screen at the current cursor location. The string is displayed using word wrapping where spaces in the string will be located to start new lines. The cursor is reset to the leftmost position on the next line.

Does not support Graphics mode.

Shortcut:
PRINTLINEWRAP "hello"

The string "hello" is copied to the variable TEXT and then displayed.

PRINTXY
IN: X, Y, TEXT

Displays string contained in the variable TEXT to the Screen at the location contained in the variables X and Y.

Text mode: x range is 0 to 39, y range is 0 to 21.

Graphics Mode 1: x range is 0 to 319, y range is 0 to 179.

Graphics Mode 3: x range is 0 to 1279, y range is 0 to 719.

Shortcut:
PRINTXY "hello"

The string "hello" is copied to the variable TEXT and then displayed at the location contained in the variables X and Y.


REPLACE
IN: ARRAY, CODE

Replaces the font character specified by CODE (either an ASCII value 0 to 255 or a one-character string) with the new font character in array.

The ARRAY must contain eight string entries, and each string must be eight characters long to represent an 8x8 font character. An "X" is used to indicate where a pixel will occur while any other character will indicate a transparency.









RESET

RGBCOLOR
IN: RED, GREEN, BLUE
OUT: RESULT

Combines the RGB (RED, GREEN, BLUE) values into a 24-bit color value.

RED, GREEN and BLUE must each contain a value between 0 and 255.

RESULT will contain the 24-bit color value. Use this value in TEXTCOLOR, etc.


SCREENCAPTURE
IN: XONE, YONE, XTWO, YTWO, ARRAY
Graphics Mode ONLY.

Captures the Screen from XONE,YONE to XTWO,YTWO. The variable specified in ARRAY will contain the data. Use ARRAYDRAW or similar subroutine to display the captured screen data.


SCREENHIDE

Stop immediately displaying text or graphics and instead make changes to an offscreen buffer.

Use SCREENSHOW to display the offscreen buffer.

Use SCREENHIDE before a series of text or graphics subroutines and then use SCREENSHOW to display all changes at once. This is faster and eliminates Screen flickering.






SCREENSAVE
IN: INDEX

Saves the current Screen to one of four buffers. INDEX must be in the range of 0 to 3.

Works with both Text Mode and Graphics Mode 1.

Use SCREENRESTORE to restore a  saved screen.


SCREENSHOW

Displays the offscreen buffer created while SCREENHIDE was active.

Use SCREENHIDE to make changes to the offscreen buffer.


SCREENRESTORE
IN: INDEX

Restores a saved Screen from one of four buffers. INDEX must be in the range of 0 to 3.

Works with both Text Mode and Graphics Mode 1.

Restoring a saved screen from a different display mode will change the current display mode.

Use SCREENSAVE to save the screen.








SETMODE
IN: MODE

Changes the current display mode.

When MODE contains 0, Text Mode (default) will be used. Text Mode has a resolution of 40x22 characters.

When MODE contains 1, Graphics Mode will be used. This graphics mode has a resolution of 320x180 pixels.

When MODE contains 3, Graphics Mode will be used. This graphics mode has a resolution of 1280x720 pixels.
