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The most useful routines within GRAFPHIX can be

MNMOTES

accessed via a jump table

located at the top of the Romi it is intended
futwre versions of GRAFHIX, and to ensuwre that
are upward compatible yvou should use the table

to retain this tabls in any
vour own machine code routines
where possible.

Certain routines terminate on an error by resetting the stack pointer to a
value saved on entry. The line drawing routine always uses this technigus.
More deltails are given in the following detailed instructions.

GRAFHIX uses several zero-page locations. Refer to the souwrce listing and
ensure that vouwr own routines do not make conflicting use of locations.
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This routine tests a point on the high resolution scresn,
woard (5T) to O if the point is reset, or 1 if it is set.

seatting the status

Sat FLAGL
Set XPOINT
Set YFOINT

($EB)Y to $04
($ZEE/F) to X co-ordinate value
($23F2) to Y co-ordinate value

(lo/hi}

Enter routine with JSR $EFF7
Location $00%4 contains the result
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The same routine will either clear or invert the screen,

depending upon bthe
condition of FLAG.

Set FLAG (3FF) to $00 (clear scoreen) or $FF (invert socreaen)

Call routine with JSR $EFF4
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See GRAPHIX documentation for exact details of this command.

Set FLAGL ($BE) to #04

Set MAPTYFE ($FB) to $00 (srase) or $FF (111

Set XPOINT ($93EE/F) to X co-ordinate value (lo/hi)
Selt YFPOINMT ($93F2) to YV co-ordinate value

Enter with JSR $EFF1
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The same rouvtine can be used to set, reset, flip, or dot a line depending upon
the value in FLAGL.
Set XFOINT ($9ZEE/F) to the start X co-ordinate (lo/hi?
Set YPOINT (#93FZ) to the start Y co-ordinate
Set XEND ($9Z2ZEC/D) to the end X co-ordinate (lodhi?
Set YEND ($93F1) to the end Y co-ordinate
Set FLAGL ($BBE) to O (set), 1 {(reseb), 2 (flip! or 3 (dobt)
Set FLAG to © (or 1 ONLY for a dotted line to start with a
met oot

Call routine with the following code:s
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One routine allows a point to be set,

TR T
To display text on
in memory. $ATFB/9

TEGX transfer stack pointer to X register

DEX - now arrange so that it will return
DEX - to the instruction after thes JSR
8TX STACKCORY - 1.2, $O0OB4

JER $EFEBR - not a JMF!

An alternative way to set up the retuwn address is via a

Tdummy® JER AN youwr own program, 1.e.

B

JER CALLINE - JER to the routine below

TSX - get stack pointer
STX STACECORY - raebturn address already there
JMF SEFER - gould be a JSR, but would NOT return hers

reset, or flipped.

Set FLAG and FLAGL as for line drawing
Set XFOINT and YPOINT as for line drawing

Call routine with JSR $EFEE

he high resolution screen a table of characters must enist
must point to the start (or desmed start) of the table.

Set
Sel
Get

TEXTYFE ($BE) to %00
FLAGL ($BE) to 04
ONEBYTE ($E1) to 200 (normall, $FF
Set FLOTDIR ($BD) to $FF (horizontal), $00 (vertical)
Set XFOINT ($9ZEE/F) and YPOINT ($93F2) to the
co-ordinates of the top left-hand corner of the first
character

(flip), #$40 (overlay), or ff

(reverse fisld)

TO DISFLAY A STRING:
Selt TWOBYTE ($BZ) to
Set STRINGFTR ($32/3)
St STATUSWORD ($94&)

255

(lo/hi?

the string lenghth (1 to
to point to the string

to O

Enter routine with JSR $EFFA

TO DISFLAY & SINGLE CHARACTER
Set CHARNUMEBER ($BC) to the character position in the table

Enter routine with JSR $EFFD or JSR $EFES which
automatically updates YPOINT and XPOINT for continuing
text sither horizontally or vertically
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The latch which controls the high resolution board cannot be read. This
routine maintains a copy at $0279.

Load accumulator with the reguired value (Q to 135

Ernter routine with JER $SEFEZD
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This routine tests to see whether the high resolution scoreen is snabled. If
not the status word (5T) is selt to 2.

TEX - transfer stack pointer to ¥ register
5TX STACECORY - HO0OR4
JER HEFDF = calls routins

Test $946 to discover the result ($FE or $00). Note that
FL.AGL is set to $04 by this routine
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This routine converts an X,Y co-ordinate pair into a scrsen byte, and retwns
with the Y-register squal to the number of right shifits reguired to set the

bit of A10000000 in the correct position (end when Y=0).
Set FLAGBL ($BE) to $04

Set XPOINT ($93ZEE/F) to the X co-ordinate valus (lo/hi)
Set YPOINT ($93F2) to the Y co-ordinate value

Enter routine with JS8R $EFEE ~ the screen bvte is returned
in BYTE ($C9/04)
Pt T CTEZL LBV S PO X WEE

The following entry points may prove useful:

SEFED loads the accumulator with 199, and deducts from it the current valus of
YEOINT

FEFCD decrements the variables YFPOINT and BYTE. You must first call $EFES,
then check that the value is below 199 before calling $EFCD

SEFDC increments YRFOINT and BYTE. First call $EFES8, then test for O befors
calling $EFDO

SEFDE increments XPOINT

$EFDEG decrements XFOINT

# BYTE may nesd modifying after calling either of the last two routines:  Ltwo
sultable routines are avallable within GRAPHIX, $EFCA to increment BYTE or
HEFCY to decremsnt BYTE

FEFDE will store the contents of the accumulator and registers in XEND and
YEMD: load the X-register with the Y co-ordinates load A and ¥ with the low

and high byvtes respectively of the X co-ordinate

$EFD? is similar to $EFDL, bult stores the registers in XPOINT and YPOINT



