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As children, we were taught, in grade
school, how to create cartoons by drawing a
picture on a sheet of paper, and, on subse-
quent sheets of paper, drawing the same
picture with a slight variation. When we
were finished drawing several pages, we
were told to thumb these pages rapidly. Lo,
and behold, our pictures, crude as they
were, appeared to move. This rudimentarX
knowiedge we acquired at a young age stil
. applies. Only today, we have Commodore 64's
to do most of the work for us.

Sprite animation is the simple process
of storing several sprites in memory and
flipping these sprites in and out to
simulate animation. You may be saying to
ﬁourself that this clown doesn't know what

e's talking about. In this final article
on sprites will attempt to show you just
how easy it really is.

All the rules we have discussed in the
three previous articles also apply to
animation. Let's ﬁo to our computers and

ive it a whirl. The first thing we want to
o is clear the screen and set our border
and background colors:

10 PRINTCHR$(147):POKE53281,0:
POKE53280,0

Tell the co?Futer you will be working
with sprites and clear the sprite register
to prevent any unwanted data from creeping
in:

15 V=53248

20 POKEV+21,0

Now let's set our sprite color:
25 POKEV+39,1

We're now ready to define our sprite.
In the following example I'll define three
sprites which will be used to create the
animation routine. Each sprite will have
it's own data statements and will be stored
in it's own memory location.

30 R=12288:FORS=0T062:READZ:
POKER+S,Z:NEXT S

35 R=12352:FORS=0T062:READZ:
POKER+S,Z:NEXT S

40 R=12416:FORS=0t062:READZ:
POKER+S,Z:NEXT S

100 REM **SPRITE ZERO

101 DATA0,0,112,128,0,248,224,1,252,
120,1,2 55,127,255,224,63,255,192

102 DATA31,255,192,15,255,128,7,255,
0,7,254 ,0,7,124,0,6,120,0,4,112

103 DATA0,0,96,0,0,64,0,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0,0,0,0

105 REM **SPRITE ONE

106 DATA0,0,0,128,0,112,192,0,249,
249,1,255,127,255,240,63,255,
224,31

107 DATA255,192,15,255,128,7,255,0,
0,249,0, 0,0,0,0,0,0,0,0,0,0,0

108 DATA0,0,0,0,0,0,0,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0

110 REM **SPRITE TWO

111 DATA0,64,0,4,96,112,6,112,248,7,
121,255,7,125,240,7,255,224,
15,255

112 DATA192,255,255,128,7,255,0,0,
249,0,0,0 ,0,0,0,0,0,0,0,0,0,0

113 DATA0,0,0,0,0,0,0,0,0,0,0,0,0,
0,0,0,0,0,0,0,0

Now let's set our screen display
location, establish the pointer for our
first sprite, and display it on the screen:

45 X=155:Y=130:P=192 -
50 POKEV,X:POKEV+1,Y
55 POKE2040,P
60 POKEV+21,1

Go ahead and run it. So far, we've domne
nothing unique that we haven't done in
previous articles. But. here's the tricky
part that most people don't understand. We
can set our pointer to point to an¥ sprite
we have stored in memory. If you'll refer
to your sprite chart which was in the first
article in this series you'll see that 192
refers to sprite zero. Pointer 193 refers
to sprite one and pointer 194 refers to
sErite two. If we use these pointers to
flip our three sprites in and out in rapid
succession, we can  very effectively
simulate animation. All it takes is one
short command and a LOOP:






