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Show off your graphics by adding an
attention-grabbing visual effect

nan carly issue of Nibble (Vol. 3/No. 4), Todd Livesey showed
us how 10 make the Hi-Res screen flash. His program produces

¢ interesting effects by changing the color bit in each byte
and thus inverting the Hi-Res screen. But after watching a computer
‘game in which the screen not only inverted but changed from a black
background 1o a colorful one. 1'set out to modify Todd's program
50 it 100 could do this.

USING THE PROGRAM

To sce Flash in action, RUN the demo program (Listing 3). If
you want to use FLASH for your own picture, forget the demo and
do the following: type HGR. BLOAD the picture onto Hi-Res page
1 or page 2. and then type

BLOAD FLASH: POKE 6.color

Use HGR2 if you loaded your picture onto page 2. Color s a num-
ber from 0107, corresponding to the Hi-Res colors. See Figure 1
for results of the demo

CALL 768

ENTERING THE PROGRAM

o enter the code, you semble it from Listing 1 if you in-
tend 10 relocate or change it or you can enter the hex data in List-
ing 2. starting at $300, and then type

BSAVE FLASH, A$300.185C

Type in the Applesoft program in Listing 3 and save it to disk
with the command

SAVE FLASH.DEMO

For help with entering Nibble listings, see the Typing Tips section

HOW THE PROGRAM WORKS

As it stands, Todd's program is limited because of the arrange
ment of the Hi-Res screen. Because the byte value for any color be-
black or white is different in odd and even columns, the results
of Exclusive ORing (EORing) in an odd column must be different

Flash Demo

from EORing the same number in an even column. In order for my
Hi-Res Color Flash to change black into color, it must distinguish
between 0dd and even columns.

“The numbers use to obtain different colors are stored in two tables
at the end of the program, COLEVEN and COLODD. These tables
arc accessed once per flash using the Y register as an index. Y con-
ains, on entry. the color number. Notice that for blacks and whites
(colors 0, 3, 4, and 7) the two numbers are the same, while for the
other colors they are different. Notice also that selecting zero as your
color will produce no effect.

The program has two entry points: BASICENT (768, or $300)
for BASIC, and MACHENT (770, or $302) for machine language.
The only difference is that BASICENT loads the Y register with the
color number, which was POKEd into location 6, while MACHENT
assumes the number is already in the Y register.

On entry, the program loads the values as described before and
stores them inside the next section of the program. This section loops
through the entire screen, doing one even column byte and one odd
column byte per loop.

At the machine language entry point, the program looks for the
Hi-Res page number and the specified color. The page number is
stored in memory location 230, or SE6. A 32, or $20, indicates page
1, while a 64, or $40, specifies page 2. This location is set correctly
by HGR and HGR2. The color to flash is the number of the color
10 which a black zero background would be switched.




LISTING 1: HL.RES.FLASH Source Code
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END OF LISTING 1

41855 FLAGH Souren Cose

Inverseiez
STORELs2
SToneze2

Likire
CoLeveN v

ki1
i

15000, v
10000,

CAN BE RE-ASSEMSLED ANTWHERE
ENORY PAGE LOCATION

S7F.380 34 305, 55F

LISTING 2: FLASH

START: 300 LENGTH: 5C

C4|0300:A4 06 A5 E6 8D 28 03 8D

30|0308:28 03 8D 31 63 8D 34 03

93/0310:18 63 20 BD 48 03 B9 4C

25 03 B9 54 03 80

03 A 00 A9 00 59 00

00 00 C8 AS 80 59

108331 08 99 80 00 C8 DO EC

93 EE 2B 03 EE 31

3 EE 34 03 AD 28 03 C9

0 D9 60 00 55 2A 7F

DE|0350:80 DS AA FF 00 2A 55 7F

4E/0358:80 AA D5 FF

TOTAL: 0A20
END OF LISTING 2

LISTING 3: FLASH.DEMO

37 REM

co REM « FLASH.DEA

89

2E

cB

24

as

a7

7c FRINT cits 45 aLoaD FLaSH.As300°

09 | 100

84 170 7: HCOLOR= C

cc FPLOT RND (1) + 379 AND (1) - 1ot 7o RN
D (1) « 278, RND (1) - 191

42 | 130 NEXT : NEXT

Al | 140 FOR I = I TO 7: POKE 6.1: CALL 768 GOSUB
160: NEXT

68 | 150 TEXT : HOME : VTAB 23: END

32 | 160 ETURN TO CON
it : RETURN

15 | 170 'PRINT ERROR WHILE LOADING 'FLASH'": END

ToT)

AL: F667
END OF LISTING 3



