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Foreword

Ever since it was invented, the television set has had its own way

in our homes. If a program wasn't broadcast, we couldn't receive

it. If a story we wanted to see wasn't filmed, we couldn't see it. TV

-^ was a passive medium.

All that's changed, now that you have a Commodore 64

hooked up to your television. The television will display what

ever you tell it to display. New owners usually begin by running

commercially produced programs or games. But because the 64 is

a fully programmable computer, you don't have to be limited by

_, what software developers have produced.

John Heilborn, well-known author of books about Commo

dore computers, clearly and accurately explains all you need to

know to make your television screen show you anything you

want to see.

• With character graphics, you can combine words and pic

tures however you want.

• If the built-in character set doesn't have the characters you

need, you can design your own.

• Fine-line drawings are possible with bitmapping.

• Business and educational software can be created with

different-colored windows using the extended color mode.

• You can animate figures with sprite graphics.

And to help make all of this as easy as possible, you can type

in and run any or all of the complete editor programs:

,*. • Character editor

• Sprite editor

• Bitmapped screen editor

• Multicolor character editor

• Multicolor sprite editor

What's on TV tonight? With the help of COMPUTE'.'s Reference

Guide to Commodore 64 Graphics, you can create your own show.
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Graphic Shapes



COMPUTED Reference Guide to

Commodore 64 Graphics

A Picture Is Worth A Thousand Bytes

Here is the book that teaches you how to use every feature of the

Commodore 64's powerful graphics. Beginning and advanced

programmers alike will find clear, complete explanations of how to

use every graphics mode. And to help you in designing your own

visuals for the 64, we've included complete sprite, character, and

screen editor programs that will turn your TV screen into a canvas

and your 64 into a palette of color.

• Learn how to create screen displays in character and bit

mapped modes.

• Make the screen come alive with standard color, multicolor,

and extended background color modes.

• Design sprites and characters painlessly with standard (and

multicolor) sprite and character editors — complete programs

ready for you to type in and run.

• All programs are in. BASIC, so you can study them and see

how each technique is carried out.

• Animate your pictures with movement and shape-changing

techniques.

• Dozens of example programs illustrate every graphics

technique.

Noted Commodore author John Heilborn uses clear writing

and full explanations to help you understand and master graphics

programming. Whether you want to program graphics for business

applications, games, educational programs, or just for fun, every

thing you need is right here.

ISBN 0-942386-29-9 $12.95




