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Disclal mer

All rights reserved. No part of this instruction gQuide or of
the included programs may be reproduced or distributed in any
form (e.g. as prints) without the explicit permission of
GIlGA= SOFT. Coplew for personal use are allowed.

The pragram has been developed and reproduced carafully,
nelther the author nor the distributers, however, can
guarantee that the program and this guide are fres of errars.
Thersfore BIGA~ SOFT under no circumstances will be liable
for any direct, indirect, incidental or consequential loss of
use, stored data, profit or contracts which may arise from
any errcr, defect or failure of this software.

G1GA- SOFT has a policy of constant davelopment and
improvement of their products. We reserve the right to changs
manuals and software at any time and without notice.
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Imntroducticomns:

Although the Sinclair QL comes with a real good Basic, some
commands are misaing, which would offer the full power of the
QL. This extension set should increase your motivation ta
program in Basic. With over 70 commands and functions,
Giga-Basic is & useful extension for the QL. Before starting
work with Giga- Basic you should read this msanual carsfully.
You should never work with your original copy of Giga—- Basic.
Ta obtain working copies a backup program is included. To
start this program snter: “exec_w» mdvi_clona’'. You can backup
Giga- Basic up to thres times.

The extension includas the following groups 1

grafice

spritehandling and spriteanisation
base conversion

tullscreen basiceditar

direct access to medium
multitasking clocks

mousedriven scremnoriented menus
pull ~down-menus

multitasking control cosmands
programmabie function keys
Others

GRAFICY \
PAINT wdev,x,y '

| IO R O A T I A A Y|

Fills an irregularly bordered 4rea of the choosn

.
ol

¢ page [ )

GIGA~BASIC

screan with the ink colour.

duvs devicenunher of the screw

na n~ coordinate .

¥? y= coordinate ¥
Direct access %o medium

® GET #dav,variadle (,variable)

Gets a valum from medium and writes it inta the
variabple. The typw of the value depends on the type
of tha variable,

Examplat GET #4,intsgerX

#devi devicenumber
variable: any type and number of variables

* BGET #dev,byta (,byte)

Gets byta from medium and puts 1t into the

variable,
#dave devicenunber
byte: any type and number of variables

* pUT 8dev,variable (,variable)

Writes value to alcrodrive, Any varlabletype is
allowed.

ddev: davicenumber
variable: Any type and nuaber of varlables.

* BPUT #dev,byte (,byte)

!
Writes byte to microdrive.

#dgve devicenumber
byffe: variable which gets a byte

SEY._POINTER #dev,pointar

Sets filepointer to new position. With this compand
it is possible to have direct access to microdeive
{or FLP, MDK, FDK and =0 on).
'
Hdgve devicanunber ‘

pointer: longword containing the pointer

pointersGET_POINTER (Wdev)

Geta the pointer of the sslected microdrive.
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deve devicenunber
pointer: variable containing the polnter
Base conversion

The following functicne prﬁvld. an sasy way to convert bases,

hexnuwsaCHEXS(decimal) £ ! ﬁ
Converts a decimal value intp a hexadecimal string

hexnum$e
decimala

string which will contain the hexnumber
variable containing the decimal number

decimal=CHEX (hexnust)

Converts & hexadecimal string ( max. 32 bit ) into
a detimal number.

decimaly
hexnum#t

variable which will contain the decimal nuaber
string containing thes hexnusber

binarys=CBINS(decinal}

Converts a decimal nusber inta & binary string ( 32 h R
bit .
decimaly varlable which will contain the decimal number
binary$: atring containing the binary nusber
]

deciwal=lBINCbinary$)

Convarts a binary string into aigecimal cumber,

decimal:s variable which will contain the idecimal number
binary$: string containing ths binary nu1hlr

Muititesking Control Commands
The +following commands are intendad i to

multitasking capabilities of the QL. Now it
delete, suspend tr activate jobe from Basiec.

contral the
is possible to

JOB_INF #dev

This command displayw a list of all active jobs., A
Jobk is a program working 1in the background.
Additionally you can see the priority, the owner
job, the bassaddress and the tagnuaber., Job O is
the Basicinterpreter. For further informations on
multitasking refer to the Sinclair User Guidwe,

fdeve devicenusber : :
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SUS_JOB Jobnr,tagnr , tizecut.

Suspends a joh for a pericd.

- ¥
-

Jobnrs Jobnumber — 0

tagnrs tagnumber ml f

timecuts Number of Fframes the job being deactiva (13
infinite). &

REL_JGR Jobnr,tagnr
Relwases a suspended Jjob. This command is the

reverse of SUS_JOB.

Jobnrs
tagnre

Jobnumber
tagnuaber

PRIGR_JOB jobnr,tagnr ,priority

Sets the priority of a job. Prioritias are allowed
in the range from O to 127. 127 is the highest

priority. 1f the priority is high, more time is
j available for the job.
Jghret jobrnumber _ .97,
taynri tagnuaber £E

priority: priority

Giga-Basic offers a graast number of efficient commands for
development and animation of sprites. So it (s was ta
gdnerate actiongames or programs using lcons. Sprites are
offjanized in & 32 w 20 matrix and are flickerfrew. Y

Ispartant definitions

*
spritedatablack (sprdat): This is a memoryblock which
cohtains the bytes For the shape (mask) of the sprite. A
sprite shape contains 1460 bytes. Every spritsdatablock can be
attached to svery sprite.

spritenusber (eprar)y A sprite will ba activated under a

spritenumber. Under this nuaber the tprite can be moved over
the whole screen. )
-~

SPRDIN spritenr ,datanr ,anstenr

Reserve mesory for sprites, The defaults are 1

SPRDIM 4,15,4 -

spritenry nusber of possible sprites
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datarnr 1 number of possible spritsdatablocks
anatenrs  number of the spritas which can be anisnated

SPRCLR

SPRACLR relwmasaes the msmory allocated by SPRDIM. All
defined Sprites are lost,

INVMASK #dev , x,y,sprdat

Prints a spritemask anto the scCrean. The
coordinates are relative to the left upper sdge of
the salected window, The coordinates have pixel

size { This is pet a sprite. ly 2 mask will ha
drawn, }.

davi devicanuaber
sprdat) spritedatablock

SPROK sprar ,sprdat

Activates a sprite with & spritedatablock.

Note: This command does not have any affect on the
scraen. The sprita will not be visible until it is
activated by the MOVESPR command.

L]
Sprars spritenumber

sprdat: spritedatablock

SPROFF sprnr
Removes the sslscted sprite.

sproey spritenusber

REFRESH

Important after °‘CL8°. All active sprites are
refrashed,

INVSPRITE sprar

The chosen sprite is inverted.
sprney spritesnusher

KOVESPR spror,x,y (,sprdat )

Sets & sprite to a new position. The optional
spriteparameter is intended to change the appear-—
ance of tha sprite. I4 no spritedatablock paramater
is given, the sprite image does not change.

sprar spritenusbar
My ¥l absolute pixel cocrdinates
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sprdats spritedatablock

Several sprites can bHe moved using only ane
command,. This type of sotion is named animation. It
iz a really easy task to move rockets, men, cars

and other thinge now.
SE' NIMATE sprnr,xprdatr,sprdatli(,sprdat?)

This coomand has as many paramesters as yocu want to.
The glven spriteadatablocks are connectad in series.

Notet Before using ANIMATE, vou have to inltia
the routine with the SETANIMATE command. A maxi
af 14 spritedatablocks may be connscted, ¢

sorhra spritenuaber H
spridata spritedatablock

CLdﬁﬂHJ’!MTE sprar

"

The II{.Ct.d spritesntry will not be animated after
the use of CLRANIMATE.

sprora spritenuaber
STEPSPRITE sprunr ,xstep,ystep,statx,staty
This command can be used after every SETANIMATE.

You can change the direction and speed of the
animatton in your basic programs.

sprar: wpritenuaber

xstep: stepsize %

yetep: stepsize vy

statuy O After reaching the hordar of the screen invert

the n-direction.

i1 After reaching the border appsar at the
otherside.

2 After reaching the border kill the sprite.

statys Sam® as statx but refering to the y-dirsction.
ANIMATE

Moven all sprites which are declarsd with the
SETAMIMATE comaand over the screen,

sprite=COLLISIONC(sprnr)

Anks whather two wprites ars -overlaid. I4 it is
true COLLISION returns the apritsnuaber) otherwiss
"lo
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sprnrs spritenunber
spritey 1¢ the sprite isn't in contact
-1 will be returned, otherwiss tH

th ancther sprite
spritsnuaber.,

Spr et

Sprites can be defined for HUﬂL 4 or MODE 4.
Following an example of an eightcolour sprite:

100 1 i
110 SPRDEFBLOCK starship 1
120 »
130 BDB .IQDOUI!.v-..‘.'.n
140 SDG -.'.'...III....II.
1%0 SD8 "..icneallineaneas"
1640 808 ".... .. 1l10,....."
170 SD9 *...,.22222222...."
180 SDO *..3333IITIIIZIY. .
190 SDB ™...3333333338..."
200 SDB “4.sseTeevsTanaes®
210 SDB ..-IO?..'...?....-
220 SD8 "..oTeessecnsTere”
The {fourcolour sxamnple 1
100 1 - A
110 ¢+ SPRODEFBLOCK disk
120 :
130 SD" .-'.Ilql.".l..!ﬂ.'ﬁ.ln.-II.'I!..-

140 SDA4 ", HBNANUARABNARIBREARRRRERANNRER, "
150 SDA ", #UNNSENRNRRNEGRANNREENINNREY, .. "
1680 SDE4 " RANNRRNERENSUANNENVESENENNERIBN, =
170 SD4 "_ARBAKNRAREANGNRNAARSSUNDERORRS, Y
180 SD4 ", A40S0NSNERRNN, ., . NORIRANNNANNR.
170 SD& " _HSRRNNNNRSE, , ., ... SEDRARARRNN. "
200 SDA ", SUBNRRNREN, . .. au . HUBARNNRNE, "
210 SD4 " HENRRNNNERR. . .. .. . HERNRNERNEH,_ "
220 SDA ".B4RENNARRNNEY, .,  SRENNANNNENES, "
230 SDE ". A4S NNERRARARNNNNIBRENRANANRED .~
240 SD4 " . A0RNRRESRERNEN,  AENARADONGRERS, "
230 SDA “.HRNNNSRNAEANND, . HARRBNADRENEON, "
250 SD4 7. AHASRNENRERIRNARRARRRENNOBRERD .~
270 SD4 » »

R Y R R R s

The colours are eamt in the

MODE 4

following fora:

red [ A 5

green -

white 1 38

black 1 all other characters

MOoODE
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o Rl

blug | T

red (I

magénta r “3° {
gre 1 A"

cyan . 3"

vallow LI -

white [ A T

black ' all other characters,

SPRDEFBLOCK sprdat

Clears the selected spritedatablock and prepares it
for a new definition. :

sprdats spritedatablock
D4 detblocks

Command to define a {ourcoloursprite. Up to 20
commands can be used after a SPRDEFBLOCK command.
The string must be 32 characters leng.

SDS defblocks b

Command to define an eightcoloursprite. Up to 20
commands can beo used after a SPRDEFBLOCK command.
Thae string must have a langth of 1& charactars.

SPRLOAD naned

With this command you can load previously defined
spritedatablocks. Before you use this command
snough space must be ressrved by SPRDIM.

Example 1 GPRLOAD “MDV1_PALMAN_SPR*

SPRSAVE nawe$
14 you want to save the allocated sprite area you
can use this command, Only the aresa for
spritedatablocks will be saved.

Tlag=SPRACTIVE (sprar)

With SPRACTIVE you can ask whethar a sprite is
active. i is true and O is falew,

wprnri wpri tenusbier .

xuSPRAPOS Csprur)

y=SPRYPOS(sprar)
With these functions you can #ind out the location
ot a sprite. ®

aprors spritenusber *
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MENU CONTROL, COMMANDS

The following commands suppart userfrisndly scrasnorientated
senus. Now you can progras mousadriven menus as with the
APPLE MACINTOSH '™ -

The handling ie very simple, With commands like MENUPR or
MENUBLOCK you define a3 BLOCK. This block can be manually
inverted or selected with ths MNOUSE function. Possible
inputmedia are the cursorkeys or a mouse with the ABC-
interface (included in the big ABC package).

Example

100

110 REMark small exampla amsnu
120 @

130 cLs

140 PRINT "M E N U*

150 PRINT:PRINT

140 MENUFR 1," Btart a progras®
170 MENUPR 2," List a programs®
180 MENUPR 3,” End®

190

200 a=MOUSE

M0

220 SELect on a

230 =listart

240 =21 LIST

2%0 =3 8TOP

260 END SELect

After entering and starting the program, thas menupoints
appear as i¥ they were printed with the PRINT command. An
arrow appears, %t00. This arrow can be noved over ths whole
screen. If the arrow is in range of a senupoint this will be
inverted. 80 you can sse exactly what you have chosen, By

pressing the button or space the selected menunuaber will be
returned.

SETHDEV mode

Gelecte inputmedium for the senucosmands,

aode: 01 keayhoard (cursorkeys/ space) §
13 mouse §

RENUDIN nusber

Resarves mnemory Ffor the wesandpoints. Space for
pull-down-menus will be automatically allocated.

nuber | the aaxisus nusber of T-nupnintn
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MENUBLQCK #dev,blknr x,y,x0,y0

This coammand marks a block with the chaosen
b

menublocknuaber.
sdevt devicenumber of a scresn =
blknra blocknumber
Xyl vize of the block
®0,y0z position relative to the selescted window

NENUPR ddav , blknr text?

Prints a text on the scresn similar to the priat
comaand and activates it as a senublock.

#duvi devicenumber of a screen
blknre blocknunber
textss text

The ssparator “}° is allowsd.
ICON #dev , blknr, sprdat,x,y R T A

Similar to the INVMASK comsmand it displays a
spriteblock on the screan, The difference is that
ICON marks it as menublock. With this comsand it is
pussible to access symbolw in a similar way as the
MENUPR command. You can dafina ICONs and use thes
for defining MACINTOSH ™ gtyle prograas.

davse devicenuaber

bilknrz aanubl ocknumbear

sprdat: spritedatablock

Yyt pixel coordinates relative to the window

INVBLOCK blknr

Invarts a bhlack,
hlknra menublocknuaber
CORBLOCK blknr

Slears a block.

bijenrs nenubl ocknusber ' y
arpNOUSE(x,y) . i
] Displays an arrow which can be msoved over the
i screan by using tha mouss. With the arrow you can
selsct an iten,
nr if no senupoint wan chosen =1 will be returned,
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otherwiss the menublocknuaber will be returned.

Xy ¥1 startcoordinates of the arrow

k= HXPOS,y2HYPOS

These functions return the position of the arrow
sfter pressing the SPACE-key.

Pull-Down=Mepus

This a naw typs of menutechnigue. On top of the scresn you
can sa® a headline holding the menupoints. If you move the
arrow to one of the points, & window will bs cpened with a
submenu, Now you can choose the point you want in the
submgnu. With the Pull- Down+ Menus you can handle a great
number of menupoints on & very small room.

Example 2

100 SPRDIM i1REMark Raserves space for the arrow

110 MENUDIM tREMark Allpcates space for the pull-down—-menu
120 ¢

130 MENU 0,0,1,"Addrasses”

140 MENU 1,0,1,"Clear®

130 MENU 2,0,1,"Input®

1460 MENU 3,0,1,"Edit” !

170

180 MENU 0,1,1,"File"

190 MENU 1,1,1,%.cad"

200 MENU 2,1,1,"Save”

210

220 MENU 0,2,1,"Exit”

230 MENU {,2,1,"Reset” ‘

240 MENU 2,2,4, "Basic*

230 1

260 SETMENU tREMark Clears the screen and shows the
menuheadline ‘

270

200 GETMENL 1REMark Shows the arrow and qnel the menupoint
290 x=HMENU

300 yaVMENU
310 2
KENU var hor,active,stringt

Command to define a pull-down—-menue.

vnrs Vartical coordinate. The theadline han the
coordinate zaro.
Notet The menupoints within the hsadline tvar=0) must be

defined in ascending order. Every headlinepoint
must have a submenu, A manisum of 10 {tems can be
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detined in ths vertical direction,

hnr Horizontal coordinate. The number of horizontal
items is restricted to a maxisum of 8, The total
length of the items in the headliine must bLe
seulected to #fit according to the selected scree~-
nmode. This is importint far compatibility between
mode 254 and mode 312,

-cttv¢=' Flag which selects whethar yﬂu can access the
manupoint or not.

string®: Text of the menupoint. The length ie restricted to
14 characters.

SETHERY paperi,paperl,actcoll,pascol

Clears the whole sc¢reen, Displays the headline.

papaeris Screencolour

paper2i Bordercolour of the headline
actpols Colour of the active menupoints
pangkol: Colour of the passive awnupoints

GETQIENY x,y

Displiyl the arrow and allows the user to selsct
menupoints.

.Y atartposition of the arrow ;
Defhults GETMENU 234,100
ACTHIVE wnr  bnr,active

)

i Activates and deactivates msenupolints,

vnre vertical Position of menupolint
hnri horizantal Position of asnupaint
actives ¥lag, i-active, O-inactive
x=HNENI}

yaVHENU

utth these functions you can get tha position of
the shosen msnupoint.

possible range 1
HNENU { 0=7 )
VMEMU ( 3-9 )
Erporamnable function keve
¥

Directly after starting the Basic sxtenmion, the functionkeys
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are programmed., Information about the assignaents can be
gained by pressing “Fi", This assignment can easily be
changed by the user. Furtherasore the Ffunctionkeys can be
switched off 1f thay would disturb the Ffunction of other
programs.

XEYS ®dav = it 5

Liste all functionkey astignments to the specified
device.
devi devicenumber (default is 1)

KEY keynr,strings )

Allows the user ta

change the
assignment.

functionkey

kaynri Number of the functionkey {1 to 10, numbere greatar

than 3 are aktivated by prassing the shiftkay
simul taniously. \

string®r Btring containing the command {(max. 32 characters).
Example: KEY 1, 'LIST" & chr$(i0}

KEYSON

Turna funktionkays on,
KEYSOFF

Turns funstionkeys off.
CLOCKCOMMANDS
it is possible to display weither a aigital or an

anclogue-clock on the screen, There is alsg the possibility

of changing ¢olour and size to adapt the clocks ta own
programs,

DCLOCK on,x,y,paper ,inkl,ink2

Displays a digital eclock.
Default : DCLOCK 1,340,0,2,7.4

ony flag, O-removes the clock, othars—activates the
clock

Kayh right upper coordinate of the clock in pinel
coordinateas

inkis inkcol aur

tnk bordercol dur

ACLOCK  on,x,y,size,paper, inkl iok2, ink3, inkd
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Displays an analogue~ clock.
Default ¢ ACLOCK 1,0,0,40,0,2,2,4,46

ony flag, O-removes the clock, others-activates the
clock
N,¥? right upper coordinate of the clock ta pixel
| B coordinates
sige: vertical ize of the clock

papercolour.

i-43 colour for thae hands of the clock an the circle
around Lt

CAT @&sdvnr e S - T -

Displays the directory of the specified drive in a
formatted form, Furthermore it displays the nukber
of blocks (512 bytes) sach program uses.

Badvnirs number of drive (default 1 1)
DU;P d#dav
Displays all vartables with contaents, proctdu;us
_ and functions with linenusbers.
fdevs outputdevice (default is 1)

COMKAKDS #dasv

Listx all new Basiccommands with their startaddress
an the outputdevice.

¥

#davi cutputdevice (default is 1}
HRDCOPY inv ‘
Prints hardcapy on EPSON~compatible printera.

Through technical restrictions, it is only possible
to print a maxinum of 480 horizontal points.

invy $lag, l-inverted print, O-normal print

- -
SYSTEN #dav -~ -~ . z s A

Displays the systeavariables on scrsen.
#dmv ocutputdevice (default is 1)

asFREE

Returns tha amount af fres Basicmemory.
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SCREEN #dev,linenr ,tab
default 1 SCREEN #1,1,3 - ‘

This command sntere the screensditor. It allows the
user to edit Pasicpraograme in a way simtlar to
GUILL. Uniike a narmal ASCII-Editor &ll aentered
lines are syntactically chacked by the intesrpretesr.

Note : The interpreter will not accept llines after
a programbreak if the functions and procedures are
not reinitialized. This is paossible by using the
CLEAR command, which will produce the message
"PROC/DEF CLEARED'. After this wsessage the work
with the screensditor can go on.

devi windownunbaer to sdit in
linenr: linenunber which will be displayed first
tab stepuize of the inbullt tadbulator

The editor accepts the following keysequencest

cursup

cursdown

cursright

cursleft

ESC leaves the wditor

TABULATE tabulator

SHIFTLAL TLUP Jumps to start of prugran

SHIFTLALTLDOWN Jumps to end of program

ALTLUP pags up

ALTLDOWN page down

CTRLARIGHT dalates character under cursor

CTRLLLEFT delutes character at the laeft
of the cursor

CTRLALTLLEFT clears Basicline

CTRL&ALTLRIGHT delates all characters at tha
right of the cursor

SHIFTLUP Jumpe to the first line of the
screaen

SHIFTLDOWN jumpme tao the last line of the
screaen

ALTLLEFT Jumpa to start of line

ALTLRRIGHT

jumps to snd of line
SETFONT #dev,Tountl,fount?

Gives the  wuser the possidility of using a
selfdefined Charactersat. It is possible to define
up to two charactersets at one timw, in which case
a character is displayed from the first
characterset, if defined there, 1¢ not defined, it
iw taken from the second and, 1¢ it also is not
datinwd there, the first defitnwd charactar of the
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second set ie displayed. To swslect tha inbullt
fonts of the Al Just enter ero far the
startaddress of the font.

B WA T

fountl v startaddross n( the first font
fount2 1 startaddress of the second font
-

Example: (Using the supported characterset ‘BIG_CST’.)

100 a=RESPR (1024) tREMark Ressrve space for font,
110 LBYTES ‘mdvi_B1G_C8T’,a tREMark Load new font.

120 FOR channel = 0 TO 2 tREMark Loop

130 SETFONT #channel ,a,0 1REMark Activate new font for
140 CLS #channel tREMark avery window.

130 END FOR channel tREMARK End loop

HONSCR mode

Activates the switch-on-status of the windows for
the monitormode. 4

madas Selects 4 or 8 colourmoda.

TVSCR mode

Activates thae switch-on-gstatue of the windows for
the telavisionmode.

mode: Selects 4 or 8 colourmode.

SETHONM wdev, xslze, ysize, x0, y0, paper, strip, ink,
bordernidth, bordercolour

Changes a defaultwindow in the menitormode.

SETTYV #dev, xsize, yvize, x0, y0, puper, strip, ink,
bordermidth, bordercolour

Changews a defaultwindew in the televisionmoda.

node=GETHODE

Raturns the screenmode.
4= fourcolour, 8= sightcolour.

Windowgonmands

The windowcommande allow the user to work with ‘real”’
windows. With these commands it 1s possible to save the
background of a window before writing to it and to restorse

this bacquound aftar closing the utndnu. This technique is
known as ‘refreshing’.

scqs[ﬁfar P XS YE 2, Y

I ¢ page 14 )



GIBA-BASIC

Saves an area ;2 the scresn.

Number from O to 13. Tis number represents the
label +{or the saved scrsan. It has to be spewcified
in the other commands refering to the saved scresn
Arsa.

Y81 size of the window
'3 laft upper position of tha window
RLOAD nr
Radisplays an saved areas of the screen.
) Labelnumber (0 to 15)
RCLEAR nr

Clwars the part of the memory containing the savad
SCreasn.,

Labelnumber (0 to 1%)

B BN
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