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All rights reserved. No part of this {nstruction guide or of
the included programs may be reproduced or distributed in any
form (e.g. as prints) without the axplicit permission of
GIGA- SOFT, Copiew for personal use are allowed.

The pragram has been develaped and reproduczed carafully,
neither the author ner the distributers, however, can
guarantee that the program and this guide are free of errars.
Therefore BIGA~ SOFT under no circumstances will be liable
for any direct, indirect, incidental or consequential loss of
us®, stored data, profit or contragts which may arise from
any earrcr, dafect or failure of this software.

GIGA- SOFT has a policy of constant davelopment and
improvement of their products. We reserve the right to change
manuals and software at any time and without notice.
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Imntroductionse

Although the Sinclair QL comes with a real good Basic, some
commands are missing, which would offer the full power of the
AL. This extension wet should increase your motivation ta
Program in Basic. With over 70 commands and  functions,
Giga-Bakic i a useful extansion for the QL. Before starting
work with Siga=- Basic you should read this manual carsfully.
You should nevar work with your original copy of Giga- Basic.
To obtain warking coples a backup pragram iz included. To
start this program anter: ‘exec_w mdvi_clona'. You can backup
Giga- Basic up to thras times.

The sxtension includes the following groups 1

grafice

spritehandling and spriteanisation

bace conversion

fullscreen basiceditar

direct access to medium

multitasking clocks i

aousedriven screwnoriwnted senus

pul l ~down—-menus :

multitasking control commands .
A

programmsble function keys
Dthers

LI T N T A A I B Y |

GRAFICY

PAINT #dav,x,y

Fills an irregularly bordered grea of the choocen

o
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scresn with the ink colour.

dmve devicenurher of the screw
na %~ coordinate .
12 y- :aerdinntn' 4

RPirgct dccess o amedium

® GET #dav,variable ¢, ,variable)

Gets a valums from medium and writes it inta the
variable. The type of the value depends on the type
of tha variable. :

Examplat  GET #4,intagery%

#deva devicenunber
variable: any type and number of variables

® BGET #dev,byta (,byte)

Guts byte from medium and puts 1t ints the
variable,

#dave devicenunber
bytei any type and number of variables

* PUT &dev,variable (,variadble)

Writes value to aicrodrive. Any variabletype is
allowed.

#davy davicenumber
variabler Any type and number of variables.

* BPUT Ndev,byte (,byte)
H

Writes byte to microdrive.

#oigvs devicenumber
byffa: variable which gets a byte

SEX_POINTER #dev,pointar

Sets filepointer to new position. With this confand
it is possible to have direct access to microdeive
tor FLP, MDK, FDK and so on).

o
%

Fdgve devicanunber
pojnter: longword contalning the peointer

pointersBET_POINTER (Wdev)

Gete the pointer of the selectasd aicrodrive.
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Sdevit devicenumber
potnter: variable contatning the polnter
Base conversion

The fullowing functicne provide an sasy way to convert bases.,

hexnuws=CHEX$(decinal) e Tk
tonverts a decisal value into s hexadecimal string

string which will contain the hexnumber
variable containing the dacimal nuaber

hexnum$t
decimala

decimaleCHEX (hexnunt)

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

decimala
hewnum¥y

variable which will contain the decimal nuaber
string containing the hexnusber

binary$=CBINS{decinall

Converts a decimal numbwr inta a binary string { 32

bit .
ducimaly variable which will contain the decimal number
binary$: string containing the binary nuaber
|

deciwalalBINtbinaryt)

Convarts a binary string into agdecimal number.
decimals variable which will contaln the ldecimal number
binary$: string containing the binary nu1hnr
Muititesking Control Commands
The following commands are intanded i te control the
multitasking capabilities of the QL. Now it is powsible to
delete, suspend cr activate jobs from Basie.

JOB_INF #dev

This zommand displayw a list of all active jobm. A
Job is a program working in the background.

Additionally you can see the priority, the owner

job, the bassaddress asnd the tagnuaber. Job O is
the Basicinterorester. Fure further informations on
sultitasking refer to the Sinclalr User Guide,

fdeve devicenuaber
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SUS_JOB jobnre,tagnr,tinsout.

Suspends a ich for a periocd.

P

Jubnry Jobnunber -— T
tagnrs tagnumber S
timecuty Number DFf Fframes the Job being deactive (~13

infinite}.

L Jd

REL_JOBR jobnr,tagnr

Relgases a suspended Job.
reverss of SUS _JU0B.

This command is the

Jabnrs
tagnre

Jobnumber
tagnuaber

PRIOR_JOR jobnr ,tagnr ,priority

Sets the priority of a job. Priorities ars allowed
in the range +rom O to 127. 127 is the highast

priority. 1§ the priority is high, more time is
j available for the job.
Jahnrt Jobrnumbm- TS
tagnri tagnuaber - s

priority: priority

é

Giga-Basic offers a graat numbar of efficient camand§ for
development and animation of sprites. So it is was h ta
ganerate actiongames or programs using 1icons. Sprites arse
ofjanized in & 32 x 20 matrix and are flickerfreswe. 4

Ivpartant definitions 1

F
spritedatablack {sprdat): This is & memoryblock which
contains the bytes For the shape (mask} of the sprite. A

sprite shape contalns 1460 bytesw. Every spritedatablock can be
attached to svery sprite.

spritenusber (eprarls A sprite will ba activated under a

spritenumber. Under this nuaber the tprite can be acved over
the whols screen. )
L

SPRDIN spritanr ,datanr ,anstenr

Ressrva mamory for sprites, The defaults are @

EFRDIN 4,16,4 -

spritenr: nusber of possible spritas
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datanr 1
anatenr.

SPRCLR

BIGA-BASIC

number of possible spritsdatablocks
numbar of the spritas which can be aninated

SPACLRA relwmasss the msmory allocated by SPRDIM. All
defined Sprites are lost,

INVMASK #dev , x,y,sprdat

davi
sprdat)

Prints a spritemask anto the SCrean. The
coordinates are relative to the left uppar sdge of
the salected window, Ths coordinates have pixel

size { This is pgt a sprite. ly 2 mask will he
drawn, ¥,

devicaeanuaber
spritedatablock

SPRON sprar , sprdat

Sprars
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
spritenumber
spritedatablock

SPROFF sprnr

sprnrgy

REFRESH

INVSPRITE

sprnry

Removes the salscted sprite.

spritenusber

Important after
refrashed,

‘CL8". All active sprites are
Sprar
The chosen sprite is inverted.

spritesnusher

HOVESPR spror,x,y (,sprdat )

sprora
L% )

Sets & spritea to a new position. The optional
spriteparameter is intended to change the appear-
ance of tha sprite. I+ no spritesdatablock paramater
is given, the sprite image does not change.

spritenusbar
absolute pixel coordinates
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spritedatablock

Sevaral sprites can bHe moved using only aone
command,. This type of motion is named animation. It
iz a really easy task to move rockets, men, cars
and other things now.

SE' NIMATE sprnr,xprdatr,sprdatli(,sprdat?)

spﬁhru

sprpatl

This coomand has as many paramsters as ycu want to.
The gliven spritadatablocks are connectad in serien.

Notet Before using ANIMATE, vou have to inltia
the routine with the SETANIMATE command. A maxi
af 14 spritedatablocks may be connscted, 4

spritenusber H
spritedatablock

CLdﬁﬂHJ’!MTE sprar

"

sprnri

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

spritenuaber

STEPSPRITE spror ,xstep,ystep,statx,staty

sproar
wstep:
yatep:

statxy

statys

ANIMATE

This command can be used after avery SETANIMATE.
You can change the direction and speed of the
animatton in your basic programs.

wpritenumber
stepsize »
stepsixze vy

O After reaching the hordear of the scroen invert
the x-dirsction.

I After reaching thms
otherside.

2 After reaching the bordar kill the sprite.

border appsar at thw

San® as statx but refering to the y-dirsction.

-

Moves all asprites which ars declarsd with the
SETAMIMATE comaand over the screen,

sprite=COLLISIONCsprnr)

Anks whathar two wprites ars -overlaid. I4 it is
true COLLISION returns the apritsnuaber) otherwiss
"lo
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sprnro spritenunber
spriter 14 the sprite isn’t in contact th another sprits
~1 will be resturned, otharwiss ti§ spritenusber,

Spritedef

Sprites can be defined ¥for Hl:lfk 4 or MIDE 8.
Following an sxample of an eightcolour sprita

100 1

110 SPRDEFBLOCK starship
120 »

130 508 “iassvavsvnansene
140 SPH ".sevsasarsasvean
1%0 SD8 ".esaaesllonsanae
140 GDH ".iaeenaflllinanes
17¢ SD9 ™,...22222222....
180 SDE "..33333ITIIIII..
190 SDB "...3333333333%...
200 SOB "aesvaFesueTunnsn
L]

f
1
IS

210 sc8
220 sbe

otut?o---..?-.--

£ T 3 2 8 3t 1 B K

waeTavsssansFuve
The fourcolour example 1

100 :

110 ¢ SPRDEFELOCK disk

120 1

1350 SD4 . .uuuinsswonsovesssonnsaannnsrss
140 SD4 ", ARNANURRARNARRSREARRRRENRBNRRE, "
150 SDA ", SRS NRNERNEESANNRENNNANREN, . . "
150 SDA ", RARREERSRENEENNERNEBRARRARRINN, "
170 SDA " ARNEENREREANRDRRANARBERBURNIRE, "
180 SDA ", SHASERSAURREN, . .  NHESRERBIANNR. "
190 SDA . NNAREENENNE, . ... HODRRBRENEN,
200 SOA ", RURSRRRREE, L .0 0., FEEIRARRNN,. "
Z10 SD4 "L ENRNENENRRN. . L. .. L HERRRERRANEN, °
220 SDA " ASRARRRNRNARY, . .  BRENEANENENNE, "
230 SD& ", HUSSREERERENRRERFARNERRHHANRED, "
240 SD4 ", S0NRRNEIREAREN, NEEURARDBRNERS, "
IO SDA Y. HEANSEREREANNR, . HABRBHEVUARENN, "
250 S04 " AHASRAEANRRHARARRBARNENDERRERS

270 SDA P, hsunarmvitsssovotanscnnanninte

Thae colours are ant in the following form:

MODE 4

red " T

Qqreen r '2°

white 1 ‘3, e

black 1 all othar characters

MODE B
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blug 1 't '
red 1 ‘2"

mag¥nta I : +
qregn 1 CAC

cyam [ -

yvallow L -

white " A &

black 1 all other characters

SPRDEFBLOCK sprdat

Clwars the salected spritedatablock and prepares it
for a new definition. :

sprdats spritedatablock

D4 dethblock®

Command to define a fourcolourwprite. Up to 20
commands can bw used after a SPROEFBLOCK command.
The string must be 32 characters long.

SD8 defblocks ' L

Command to define an eightcoloursprite. Up to 20
commands can be used after a SPRDEFBLOCK command.
The string must have a langth of 14 charactars.

SPRLOAD navned

With this command you can load previcusly defined
spritedatablocks. Pefore you use this command
#nough spacs must be resarved by SPRLIM.

Example @ SPRLOAD "MDV1_PALMAM_EPR*

SPRSAVE nawme$

1 you want o save the allocated sprite ares you
can use this command, Only the area for
spritedatablocks will be savad.

Tlag=SPRACTIVE(sprar)}

With SPRACTIVE you can ask whethar 8 uprite is
active. i is true and O is falsm, ’

sprori wprltenusber .

xwSPRXPOS (sprur}

y=SPRYPOS(sprav)

With these functions you can ¢ind cut the location
of a sprite. -
sproes spritenusaber '
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MEMU CONTROL  COMMANDS

The +ollowing commands suppart useririendly scrasnorientated
monus. Now you can progras mousadriven Renus as witth the
APPLE MACIMTOSH 7 -

The handling i very simple. With comnands like MENUPR ar
MENUBLOCK you define a BLOCK. This block can bte manually
tnverted or selectsd with the MOUSE function. Possible
inputmedis are the cursaorkeys OFf a Mouse with tha ASC-
interface (included in the big ABC package).

Example

100 3

110 REMark soall sxample asnu
120

130 CLS

140 PRINT "M E N U*

150 PRINT:PRINT

140 MENUPR 1,* Btart a prograa“
170 MENUPR 2," List a prograa®
180 MENUPR 3," End"

190

200 a=MOUSE

210

220 SElLect on a

230 =l istart

240 *2: LIST

2%0 =3 8TOP

260 END SELect

After entering and

atarting the program, the menupointm
appear as 1¥

they were printed with +the PRINT command. An
arrow appears, %too. This arrow can be hoved oOver the whole
scrown. I+ the arrow is in range of a smenupoint this will be
tnvarted, S0 you can sse exactly what you have chosen. By

pressing the button or space the swlected nenunusbher will he
returnaed.

SETHDEV wmode

Seiwcts inputmwdium for the senucosmsnds.

aode: 01 kaybhoard {cursorkeys/ spacm)d

1: mouse b

NENUDIN nusber

Ressrves mnemory Jor the eandpoints. Space for
pul l ~down-menus will be automatically allecated.

nunbar 1 the maxisus nusher of Tonupoint-
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MENUBLOCK #dev,bliknr ,x,y,x0,y0

This coammand marks a block with the chaossn
b

manublocknuabhaer.
adavt devicenumber of a scresn .
hlknrsy blocknumber
X, ¥I wize of the block
®x0O,y0: position relative to the sslected window

HENUPR ddav , blknr taxt?

Prints a text on the scramn simtlar to the priat
comaand and activates it as a menublock.

fdavi devicenumbor of a screen

Blknrs blocknuaber

texts: taxt
The separator ;" is allowed.

ICON ddev ,blknr , sprdat,x,y R o
Himilar to the INVMASK command it displays &
spriteblock on the screan. The difference is that
1CON marks it am ssnublock. With this command it is
pussible to access syasbolw in a similar way as the
MENUPR command. You can dafina ICONs and use thes
for defining MACINTOSH ™' gtyle proagrams.

dave devicenuabaer

blknr: aanubl ocknumbar

sprdat: spritecatablock

nyyt pixel cogrdinates ralative to the window

INPBLOCK blkar

Inverts a hlack.
higknra manublocknusher
CIRBLOCK bliknr

Slears a block.

bigknr: nenubl ocknumber N Y

nrENOUSE(n,y2 . i
] Displays an arrow which can bte asoved over the
' scresn by using the mcuss. With the arrow you can
‘ selact an ltem,

nri if no aenupoint wan chosan -1 will

be returned,
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otherwiss tha menublocknuaber will be returned.
X,y startcoordinates of the arrow
xeHXPOS ,ya Y POS
These functions return the position of the arrow
sfter pressing the SPACE-key.
Pull-Dewn-Mepus

This a naw typs of menutechnique. On top of the scresn you
can so® a headline holding the menupoints. If you move the
arrow to ons of the points, & window will b opened with a
submenu. Now you can chooss the point you want in the
submenu. With the Pull- Down+ Menus you can handle a great
number of menupointw on a vary small room,

Example @

100 SPRDIM :REMark Reserves space for the arrow

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

130 MENU 0,0,1,"Addrasses”
180 MENU 1,0,1,"Cluar®

150 MENU 2,0,1,"Input®

160 MENU 3,0,1,“Edit”

170 &
180 MENU ©O,1,1,"File”
190 MENU 1,1,1,*Load"
200 MENY 2,1,1,"Save”
210 ¢
220 MENL 0,2,1,"Exit”

230 MENU 1,2,1,“Resat”
240 MENU 2,2.%,"Basic™
230 1

2460 SETMENU :(REMark Clears the scraen and shows the
menuheadline ‘

270 1 i

200 GETMEMU 1REMark Shows the arrcw and gets the menupoint
290 x=HMENY
300 y=VMENL
I

RENU var hnr,active,stringf

Command to define a pull-down=mssnus,

wnr Vartical coordinate. The headline han the
coordinate zaro.
Notet The menupoints within the hsadline (vnr+0) auest be

defined in awncending order. Every headiinspoint
must have a submanu., & aauimum of 10 items can be
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deflned in the vertical direcition,

hnr Horizontal coordinate. The numbar of horizontal
fttoms is restricted to a maxiaum of 5. The total
length of the items 1in the hgadline must b=
swlected to Fit according to the selected scree=
nmode. This is importint faor compatibility tatwean
mode 234 and mode 312,

activer Flag which selects whethar you Can access the

mesnupaint or not.

string$: Text of tha menupoint. The length is restricted to
14 characters.

SETHENU paper{,paper2,actcoll,pascol

Clears the whole scresn. Displays the headline.

paparls Screencol our

pap§r2| Bordercolour of the headline
actrol: Colour of ths active nenupoints
paskolts Colour of the passive mewnupolints

GETHERY x,y

Displiyu the arrow and allows the user to sefact
menupoints.

oy startposition of tha arrow g
Dufaults GETMENU 234,100

ACHIVE wnr  hnr,active

]

I Activates and deactivates menupoints,

wnrs vertical Position of menupoint
hnra horizantal Position of mesnupaint
actives $lag, i-active, O-inactive
x=HHENL

yaVRENU

e,
With these functions you can get tha position of
the chosen menupdint.

possible range 1
HMENU { 0=7 )
VMENU § 1-9 )

Programmable function keve
»
Directly after starting the Basic satenmion, the functionkays
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are programmad, Information
gained by pressing

GI1GA-BASIC

about the assignaents can be

“Fi1*, This assignment can wesasily be

changed by the user, Furthersore the functionkeys can be
switched off 1f they would disturb the function of other
programs.

KEYS Rdav I B !

devi

Liste all functionkasy assignments to the specifiad
device,

devicenumber (default is 1)

KEY keynhr,strings )

kaynri

string#

KEYSON

Allows the user ta
assignment.

change the functionkey

Number of the functionkey {1 to 10, numbers greatar
than 3 are aktivated by pressing the shiftkay
simultaniously. \
8tring containing the command {nax. 32 characters).
Example: KEY 1, LIST" & chr${i0}

Turns funktionkays on,.

KEYSOFF

Turns funstionkeys aoff,

CLOCKCOMMANDS

It is

pessible to display =ither a <aigital or an

anblogue—-clock on the scraen, Thers is alsa the possibility

ef changing ¢olour and size to

adapt the clockse ta own

programs,

PCLOCK

ony

LEY A}

inkls
inky

ACLOCK

on,x,y,paper,inkl ink2

Displays a digital elock.
Default : DCOLOCK 1,340,0,2,7.4

flag, O-~removes
clork

right upper
courdinates
inkcolaur
bordercol dur

the clock, othsrs—activates the

coordinate of the clock in pinel

on,x,y,sizw,paper inkl , ink2,ink3, inkd
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Displays an analogus- clock.
Default ¢ ACLOCK 1,0,0,840,0,2,2,4,4

ony flag, O-removes the c¢lock, others-activates the
clock
Wyt right upper coordinate of the clock tn pixel
| coordinates
vertical ize of the clock
pajers papsrcolour.
i-431 colour for ths hands of the clock an the circle

around 1t

CAT #advnr L R T

Displays the directory of the specified drive in a
$ormatted form., Furthersmore it displays the nuiber
of blocks (512 bytes) wach progran uses.

¥advnr number of drive (dafault 1 1)
DU;P #dev
Displays all vartables with contants, proctdu;us
I and functions with linenumbers.
fdmvy outputdevice {(default is 1)

COMKRANDS #duv

Listx all new Basiccomamands with thetr startaddress
an ths outputdevice.

4

#davi cutputdevice (default is 1}

HRDCOPY inv

b
Prints hardeapy on EPS0N~compatible printers.
Through technical restrictions, it ie only possible
to print a maxinum of 480 horizontal points.

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

SYSTEN #dav -~ - v.. _ . . teors S

Dixplays the systeavariablss on scrsen.
fdevi outputdevice {(default is 1)

asFREE

Returns tha amount of fras Basicmemory.
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SCREEN %dev,linenr,tab

dufault 1 SCREEN #1,1,3 - i

This command snters the screseneditor. It allows the
ussr to edit Basicpraograms in a  way siatlar to
GUItL. Uniike a normal ASCII-Editor all entared
1ines are syntactically chacked by the intesrpraetar.

Note : The interpreter will not accept lines after
a programbreak iF the functions and procadurss are
not reinitialized. This is possible by using the
CLEAR command, which wlill produce the owssage
-PROC/DEF CLEARED'. After this eessage the work
with the scresenweditor can go on.

devi windownuaber to sdit in
linenrs linenumber which will be displayed first
tab stepsize of the tnbullt tabulator

The editor accepts the following keysequencesi

cursup

cursdown

cursright

cursleft

ESC leaves the wditor

TABULATE tabul ator .

SHIFTLAL TP jumps to start af program

SHIFTLAL TRDOWN jumps to end of program

ALTLUP pags up

ALTLDOUN page down

CTRLLRIGHT daletes character under cursor

CTRLLLEFT delstes character at the laft
of the cursor

CTRLLALTLLEFT clears Basicline

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

SHIFTLUP jumpas to the first line of the
sCreen

SHIFTLDDWN jumpw to the last line of the
sCrean

ALTLLEFT jumpa to start of line

ALTRRIGHT

jumps to snd of line
SETFONT Wdev ,Tountl ,fount?

Gives the user the possidility aof using a
aelédefinad Charactersat. It is possible to define
up to two charactersets at one timw, in which case
a~ charactur is displayead from the first
characterset, if defined there, i¢ not defined, it
iw taken from the second and, 14 1t also 1is not
defined therw, the first deftowd charactar of the
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5 second set is displayed. To swslect tha inbujllt
‘ fonts of the Ql, Just snter zero for the
i startagdress of the font.

fountl v startaddross o( the first font

fount2 &t startaddress of the secend font
»*

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

100 asRESPR (1024)

110 LBYTES ‘mdvi_BIG_C8T’,a
120 FOR channal = 0 TO 2
130 SETFONT #channel ,a,0
1430 CLS #channel

150 END FOR channel

tREMark Reserve space for font.
tREMark Load naw font.
tREMark Loop
yREMark Activate naw font for
1REMark avery window.
tREMARK End loop

HONSCR modw

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

madas Salects 4 or B8 colourmode.

TVSCR mode

activates tha switch—on-gtatus of the windows for
the talavisionmode.

mode: Salects 4 or 8 colourmode.

SETMON #dev, xsize, ysize, x0, y0, paper, strip, 1ink,

bordermidth, bordercolour

Changes a defaultwindow in the sonitormode.

SETTV #dev, xsize, ysize, x0, yO, puper, strip, ink,

borderwmidth, bordercolour

Changes a defaultwindews in the televisionmoda.

node=GETHODE

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

Wi ndowgommandsy

The windowcommands allow the user to work with ‘real’
windows. With these commands it is possible to save the
background of a window befora wsriting to it and to restors

this background aftar closing ths window. This technigue is
known as ‘refreshing’. :

SC&SI&&W s XE LYE X,y
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Saves an area 5¥ the s¢resn.

flumber +rom 0 to 13. Tis number reprosents the
label +for the caved screan., It has to be specified
in the other commands refering to the saved screen
ArFEa.

¥YB1 slze of the window
i} laft upper position of the window
XLOAD nr
Radisplays an saved ares of the screen.
| Labelnumber (O to 13)
RCLEAR nr

Clears the part of the memory containing the saved
SCrasn.,

Labelnumber {0 to 19}
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