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Chapter 1

% #USB, 146 1R &) Q| 1F !

1. A http://gameduino.com/code T # Gameduino 2 )42 5 & Gameduino2.zip
HH¥ L 2% £ Arduino IDE¥ o 42 R I %238 4o 47 22 ¥ Arduino % = 7 #2
J5 & . T VA http://arduino.cc/en/Guide/Libraries| 1% %] ¥ 4@
.

2. 4 Gameduino 2 #% # £ Arduino® 3 4% P . % 0 ARIAPT A 89 5] By AR B
At 3.

3. ¥ Arduinods N WA USB#, o 4 Ll &, . A B AT IR R K A2 5 R P Arduino F >
#tB Gameduino 2 ¢ F /R L RAHEMAR L+ -

11


http://gameduino.com/code
http://arduino.cc/en/Guide/Libraries
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CHAPTER 1. #3%USB: 4 1R&e1F!

hd sketch_nov25a | Arduino 1.5.4

File

New
Open...
Sketchbook
IFEEH
Close

Save

Save AS..
Upload
Upload Using Programmer
Page Setup
Print
Preferences

Quit

Ctri+M
Ctr+0

1]

1]
Ctri+n
Cerl+S
Crrl+Shifc+s
Ctri+U
Ctri+Shift+U

Ctri+Shift+P
Ctrl+p

Ctr+Comma

ctrl+Q

benchmark
bringup
dataview
libraries
memloader
sdcard
selftest
sketch
zardoz

3

Gameduino2 v

4. & #Arduino IDEH# H # X\ —4~Gameduino 24 =~ #|#25, 4=
File > Sketchbook > libraries > Gameduino2 > 1.Basics > helloworld

1.Ba

2.Graphics
4.Utilities
5.Demos

6.Games

blobs

fizz
hellowaorld
Jpeg
simon

5. BH T HZ4a%RF RIFFBEAIArduinot . FH—EHHEE. Game-
duino 2 ¥ &R #HH LB F BANGELF .

. RS FHIAEF & B A microSD T B AIE - A T REE F EATR LA

& EBEE— kA& XASE microSDF . ¥ Gameduino2sd.zip /&4 &
P8 LA AN BISDF P (% AT I http://gameduino. com/code L

TH) -

7. XA EAT R BIAE, FEF 2

R


http://gameduino.com/code

Chapter 2

He g ]

AE/N%T Gameduino 2 ¥ R K% A2F % - M “hello world” %] 8132 — /> %
a4 i B 5 3, -

13



14

2.1

CHAPTER 2. & A1

Hello world

Hello world

#include <EEPROM.h>
#1include <SPI.h>
#anclude <GD2.h>

void

{

GD.

3

void

GD.
.Clear();

GD

GD.
GD.

setup()

begin();

loop()
ClearColorRGB(0x103000) ;

cmd_text (240, 136, 31, OPT_CENTER, "Hello world");
swap() ;

ALTRBIRA T, R loop) BAMART FREARZE, 5% —
BXLF R RARFHRGE T R XKL 60 K69 EELENAT, {2

ST ERBEAGASHE, Rk ETARBETTL.

ClearColorRGB 2 — /M4 EIE4A . CRETRAAFREMAERAG T T & .
XEPTR 63 & & R4 & 0x103000 - Gameduino 2 F#HTML—# . 1% )8 =4~



2.1. HELLO WORLD 15

16 #H#FREATRE

Clear Z B — AN B4, €V B & F % A ClearColorRGB() F AT 1% B 89
& . FTA & B AR ZINF 38 468 .

cmd_text £ — M HAGPUL A4S . bR FBTLERAHLTF
REMEHSE . ARG TF, LFRAHNERRGET S, (2,y) Lir
(240,136) & - OPT_CENTER 4 #x#94F & 45 9 42 ] UK B AL 69 Az 4 F 8
AR, BTAARG A6 Pk BA (240,136) - S E P 89 31 & LAY
F5, 3 RNEFRFIREREGRRFT -

®JG GD.swap() 2 EWAHAALABLHLET R, FHERTRE
YRABAELTE LA L. AGameduinot A Ay BH%9#HE N, —HTh
BRELEFGFEIRERGAY, —HREAZGETAP EARBORAL . AR
GD.swap() B & WL AT HATREFE kL. A LHMH (LAFLE
B TR R RGN E AN LT, RAARFIRAM GD.swap() B A &t
T—REESLH .

Gameduino 2 ¢ B &R 5P RN T 480 1%, @212 % . BHROGELLAL
%52 (0,0), ARG AET A LEA (479,271), M Fh T w245 A& (240,136) -

r=y=0 z = 480

y =272

x =240,y = 136)
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2.2

CHAPTER 2. & A1

&5 [

AR 2 44T 4% Bl Gameduino 2 44 M R? BAH L4 A A A4S Begin ##
Vertex2ii- £ ¥ Begin £# AWM ALK ZLHMGEAM LY, M Vertex2ii
WRAM AR TAZELH Bk ATRSE ST A (220,100) & (260,170) A
2Bl e ARG E R AT A

GD.
GD.
GD.
GD.
GD.
GD.
GD.

ClearColorRGB(0x103000) ;

Clear();

cmd_text (240, 136, 31, OPT_CENTER, "Hello world");
Begin (POINTS) ;

Vertex2ii (220, 100);

Vertex2ii (260, 170);

swap() ;

Hello world

Begin(POINTS) %44 #GPU/E & 4 #AT A& H . LG8 Vertex2ii
S R A8 R AR (2, y) RAH — A A . EEWRFRAANEES
#l %4 Begin, A 2AMMEMIFB REHGAY LY, Am 8L Bk
TRATAHE Vertex2ii 89AA .
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GDA A% 6,4 PointSize BMA, ZHFA T HEL B G K. tF
BARA—NHE: AR RGEEZE, B4 1/16 B F - BAHFRALERA TR EM
% (subpixel) £ Bl P 2t 4r w1 ik G R+ A/ B4Fe9424] . TR FML g EEA
i, TREERGITORERER. SEALZERNGLEZRATKRAEARELR
B BTAE, RAF AR T 8 X F 2t 69 B o 16 -

RE, ARAAEH HHZI AWM T —4 PointSize WA, 4H T —4
Fi2A301%% (PHEAZG0%RE) 9A L.

Hels rld

GD.ClearColorRGB(0x103000) ;

GD.Clear();

GD.cmd_text (240, 136, 31, OPT_CENTER, "Hello world");
GD.PointSize(16 * 30); // means 30 pizels

GD.Begin (POINTS) ;

GD.Vertex2ii (220, 100);

GD.Vertex2ii (260, 170);

GD.swap();

Fhl, BFZAELELAF LG H40E 7 X k%4 & (POINTS ). 12
LA FZRNE, RHLHORAAELEZFXT A% ELE. AT
#Gameduino¥, &5 R4k FERT 4% .
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23 &X¥5FEWE

F % Flvertex B M Z AT, L AL ColorRGB MK TLHI69 & .

HellO world

GD.ClearColorRGB(0x103000) ;

GD.Clear();

GD.cmd_text (240, 136, 31, OPT_CENTER, "Hello world");
GD.PointSize(16 * 30);

GD.Begin (POINTS);

GD.ColorRGB(0xf£8000); // orange

GD.Vertex2ii(220, 100);

GD.ColorRGB(0x0080ff); // teal

GD.Vertex2ii (260, 170);

GD.swap();

ClearColorRGB: ColorRGB ## PointSize #F/& T4 E AM KX 6948 K
#, ZLEABRIBFILTIABEFELATOTE—H . TXLERIBEFE
HR)G, BoW B GHERBEE. ATIEAZEF -4, FTAMBARRK
AAEHF—MOFLLAHKERTHKAE. RTHEB T, xtF ColorRGB %k
W, BRING R ek 2L a &6y, X4Z N1t 278 “Hello world” &2 8 &
# . MBI PointSize &£ 8, W ZFMEEW ALK -

R T AR A EREe—HF AR TLRGENE . FAEA@ET
alpha Bz H 69, AXRXELEA 0~255. HP0ATZ2EN, MK



23 G&HBE5ERE 19

IAE 255 AR AATEN . ATEZAA ColorA HFIFEMEZELEN 128, &
A 50% 9FAE . FRER .

Hello world

GD

GD.
GD.
GD.
.PointSize (16 * 30);
GD.
GD.
GD.
GD.
GD.
GD.
GD.

ClearColorRGB(0x103000) ;
Clear();
cmd_text (240, 136, 31, OPT_CENTER, "Hello world");

Begin (POINTS) ;
ColorA(128); // 50} transparent
ColorRGB(0xf£8000); // orange

Vertex2ii (220, 100);
ColorRGB(0x0080ff); // teal
Vertex2ii (260, 170);

swap() ;

AR @15 2 &4 ColorRGB #» ClearColorRGB Fl## % (R, G, B) 4144k
A% . PTYA ColorRGB(0x0080ff) % ¥AE J ColorRGB(0, 128, 255) :

GD.
GD.

ColorRGB(0, 128, 255); // teal
Vertex2ii (260, 170);




20 CHAPTER 2. & A1

2.4 &P fizz

void loop()
{
GD.Clear();
GD.Begin (POINTS) ;
for (int i = 0; i < 100; i++) {
GD.PointSize(GD.random(16 * 50));
GD.ColorRGB(GD.random(256),
GD.random(256) ,
GD.random(256)) ;
GD.ColorA(GD.random(256)) ;
GD.Vertex2ii(GD.random(480), GD.random(272));
}
GD.swap() ;

“fizz” A2 AFE—M P RH 100 M, F-ARAALAMALG KD AE
FEAE . BAF—MOPATEHRRA 1/60 &, (2RAAREERLTLY G,
— A LA R ERBEN M E & —AH .




2.5, BaREH 21

2.5 #HHAFH

Gameduino 2 A AP % XA F &, —FFREH A L6 FIRME A, —4F
REHA P AT RBEF . HTAA. ARAM GD.play() K%, HFiEH
1% A 89 5 & RMIDIH 4 % 5 38 7T A3 203 &2 & 7 -

GD.play(PIANO, 60);
delay(1000);
GD.play(ORGAN, 64);

GD.play() HEZAFMEMRATEY : EI MG FREABXL, T—4
FRES IR TR ATHLEZIFFRNGER, TEZRAMT delay()
I ERFHEINOFFBFALE . Gameduino 2 TR A E R E 7| &4
T . HARP, XYLOPHONE, TUBA, GLOCKENSPIEL, ORGAN, TRUMPET, PTANO, CHIMES,
MUSICBOX #» BELL. ZARXLAERXHOFRA LS L, FXZAZH(EMN
AR FRXMNKXERAAGE. AT THXFREIE, &F2HIMIDI%
% . & Gameduino 2 ¥, H# MK E T AL GMIDI% 5 L EHZ 21 ~ 108 -

T — T A 35569 & % . SQUAREWAVE: SINEWAVE. SAWTOOTH #=
TRIANGLE. X% F T4 ELSA TR ZRRHFOETEXR, A5 T F
AR FTRTIANREFT N, BEFFTwRITIH T, L LERH
WRMATE. RTXLEFRFRUN, RETRA— P H2ITEFRY EH
Fx . TEFHIRMEAMDI%A T 24, TAERSFARENAELYE, 4o
GD.play(NOTCH) - X397 M & F 5| K4 T .

CLICK
SWITCH
COWBELL
NOTCH
HIHAT
KICKDRUM
POP
CLACK
CHACK

&R T AR BB R AR A — N A W AUEAT g B A
P o E—AF FedEa .
o REFERINFILE FHEH T 2AMEA &3 GD.play (SILENCE) -

1A FPIANO THEZ RAHENY T, L XRATUBA . HREHBFRGE—AFNORE .
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CHAPTER 2. & A1

2.6 fRfEARE

RHRITGENTRRELTANRGR EZ I, BH — AT iR E
. INMFEEARRFIRBELANEE. ATREBERT Mg ANHE
[ %% 6945 215 231 B R A 100 F= 101 :

GD.
GD.
GD.
GD.
GD.
GD.
GD.
GD.
GD.
GD.
GD.
GD.

ClearColorRGB(0x103000) ;
Clear();

cmd_text (240, 136, 31, OPT_CENTER, "Hello world");
PointSize (16 * 30);
Begin (POINTS) ;
ColorRGB(0xf£8000) ;
Tag(100) ;

Vertex2ii (220, 100);
ColorRGB (0x0080ff) ;
Tag(101);

Vertex2ii (260, 170);
swap() ;

BARAD o i An A — A AR

Hell0 world

EREINMEFTRRAILAT, —EALAMNINEZIANELLET REH
1, et miir sl (ZEE 100 & 101) REFRATR. LBAEMLA—
ANPE IR G A R BT B S AT 69 Ak AR B 1A ( get_inputs R AN R AT AR AR
%18 €A E GD.inputs )» FHEMmBEH L.
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for (5;) {
GD.get_inputs();
Serial.println(GD.inputs.tag);
}

BH—k, HLERETEF-AALGE, KE o FieRE 100
R 101 9RAG . BEAR S RET —FEFTEHAOXELG A, WREFZ
AL, A 4RSI AS M B — R RIS (2, y) BAR. FHARRFIBZ L A7 % T
FhxdpaZafeitBA . nAEARERE RBAE S Z 0 R—
A Tag FAAREMA, MG A ZHRATEREEFIBT T IME A R 95 EMH .
ATFERBZAHR, REXLFERLERENMEEY Tag - UMAA NS
G%HE —TERREREG T

FERFWRE REMREERAREEF TR kinsl, FH LTk
GD.inputs.tag + .
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2.7 #3X %1t Simon

LA -4 T 1978 F 6912007 &% “Simon” - X AN FH XA £ . A4
BRHEIRF ERFERTOOANETITI—, MR LM R EMGRT E
Bk, wRELIFEM, FAKECERFINTHAIIE - FH, it
THAIMREBIANKFEAE.

AT R ERE LT HRPAERB G ZRRE, G4 H R L e
ks TS

>

#

N

#define DARK_GREEN 0z007000
#define LIGHT_GREEN 0z33ff33
#define DARK_RED 0x’700000
#define LIGHT_RED Oz ff3333
#define DARK_YELLOW 0z707000
#define LIGHT_YELLOW Ozffff33
#define DARK_BLUE 0z007070
#define LIGHT_BLUE 0z33ffff

R ERBEETNSIRA L, ot n—MgEa. BAYRERE
pressed 2R AXRAGEH AL T ELHEAIAMNANT Tag R X Eiz
Z% 0, ZTHAEGEAGEE(LE A FHA LA GD. inputs.tag T & E 22 %
18 .
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void drawscreen(int pressed)
{
GD.get_inputs();
GD.Clear();

GD.PointSize(16 * 60); // 60-pizel radius points
GD.Begin(POINTS) ;
GD.Tag(1);
if (pressed == 1)
GD.ColorRGB(LIGHT_GREEN) ;
else
GD.ColorRGB (DARK_GREEN) ;
GD.Vertex2ii(240 - 70, 136 - 70);

GD.Tag(2);
if (pressed == 2)
GD.ColorRGB(LIGHT_RED) ;
else
GD.ColorRGB(DARK_RED) ;
GD.Vertex2ii (240 + 70, 136 - 70);

GD.Tag(3);
if (pressed == 3)
GD.ColorRGB(LIGHT_YELLOW) ;
else
GD.ColorRGB (DARK_YELLOW) ;
GD.Vertex2ii (240 - 70, 136 + 70);

GD.Tag(4) ;
if (pressed == 4)
GD.ColorRGB(LIGHT_BLUE) ;
else
GD.ColorRGB(DARK_BLUE) ;
GD.Vertex2ii(240 + 70, 136 + 70);

GD.swap();
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S 3 play ) ARIBH A &9 4t AR AW &3k, R A R4 R E & ¥
W (Bp 30 #) .

void play(int pressed)
{
/7 G R Y B
/7 E3 A4 C#} E4
byte notel[] = { 0, 52, 69, 61, 64 };
GD.play(BELL, note[pressed]);
for (int i = 0; i < 30; i++)
drawscreen(pressed) ;
for (int i = 0; i < 15; i++)
drawscreen(0) ;

get note() ZF—MAPIMARF . CHERZTEBHERF@, B HER
M AR Y% £ & GD.input.tag AR R G A 4K AL . —EAZAK A
# BHAM play) R#BAFTRAERAESH R, "B E DML -

static int get_note()
{
byte pressed = 0;
while (pressed == 0) {
GD.random() ;
drawscreen(0) ;
if ((1 <= GD.inputs.tag) &% (GD.inputs.tag <= 4))
pressed = GD.inputs.tag;
}
play(pressed);
return pressed;

loop() BFFENT ZEGHERMIA LA . BFHFREK AR AT T
R — AT, BRE—#H5F7, AERRRXBRNAF €8 %4
75 . WwRAFXERAKFONTFZEEH, HRE—LULET X, wWRR



2.7. #HZ&TH: SIMON 27

R0y R HBIAETHEE, HREZERFREAWGFHFRE, MET—R
loop() HEH & 475 3h 2K, -

void loop()

{
int sequence[100];
int length = 0;

while (1) {
delay(500);

sequence [length++] = random_note();

for (int i = 0; i < length; i++)
play(sequence[il);

for (int i = 0; i < length; i++) {
int pressed = get_note();
if (pressed != sequence[i]) {
for (int i = 69; i > 49; i--) {
GD.play(BELL, i);
delay(50);
¥
return;

}
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CHAPTER 2.

Heik A0



Chapter 3
1% |

Gameduino 2 #GPUME 3k =t 4 #1412 B A & 4 %% 5] 69 ¥ ¥, Gameduino 2 F %
BFeyla A RA

o E&ERT, M1x11%%% 512 x512

o THARWMIZAAGL L#ITEL &

o THE & HALB G B

o Exfoyth i AT RMRE R 44 (AR tiling)

o i, FifhFe il

15 B B 1469 2B REALE &% & 21280895 % FIE—FHEAGPUN
EIBMEF. R—LH5MBBGKRIZ 256 KB

INFEA AR LA, Ax B T T & AR BT AR R 69 B U (sprites) 89 1%

R o f— LR F A7 F B sprite K AN ClFEARERTABNLLAH G
1Zh .

29
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3.1 #A—KIPEG

void setup()

GD.begin();
GD.cmd_loadimage(0, 0);
GD.load("healsky3.jpg");

void loop()

GD.Clear();
GD.Begin (BITMAPS) ;
GD.Vertex2ii(0, 0);
GD.swap(Q) ;

VA LR F . cmd_loadimage #91F M & i 2 GPUY & H — 5KIPEG# A\ %
M H3E 0 & . load MmicroSDF F i B L4 healsky3. jpg! 7 Hi#E4 K42
B4GPU, GPUK BF A — kAL B A4 5 245+ . Begin /A1 /1 BITMAPS
SR, ZHMBEFREM Vertex2ii ARG AL E 6 £ dr (x,y) EA 2 LT A
KGR BANGREE

1Artwork by J. W. Bjerk (eleazzaar) — www.jwbjerk.com/art
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3.2 B R

Z A EA 5B T HRAMN Vertex2ii AL B — 1AL E , 4o iX B

GD.
GD.
GD.
GD.
GD.
GD.
GD.

Clear();

Begin (BITMAPS) ;
Vertex2ii(0, 0);
Vertex2ii (100, 100);
Vertex2ii (200, 0);
Vertex2ii (300, 100);
swap() ;

o TH:

A JPEG LA R <t 4 128 x 128 » B AR MM Vertex2ii #AF4§ & K/
A 128 x 128 B9 AR BM P L X — {2 EH A% . FIRTLAA L BitmapSize
KRBT LHALAGRIRR - Hlde .

GD.Clear();

GD.Begin (BITMAPS) ;

GD.BitmapSize (NEAREST, BORDER, BORDER, 64, 64);
GD.Vertex2ii(0, 0);

GD.swap();
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REALEZHRTIE, RA 64 x 64 69 R A B 3k

e

T REAE RIZBLH RRE LR E E KGR T, 42480 x 272

GD.Clear();

GD.Begin (BITMAPS) ;

GD.BitmapSize (NEAREST, BORDER, BORDER, 480, 272);
GD.Vertex2ii(0, 0);

GD.swap();

HHALAFEFZA 128 x 128 & K69 R -
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A2 HER? EE, GPUNAALH T —18 480 x 272 R+ &9 B4, {2
REARBGRTAA 128 x 128, $ RN ZRA WA ENG L &% FH
#h . 1249 R 3% 4 4 BORDER X4 REPEAT » GPU# & & 4 %] R B A d9xFeydh 7
mLEEREERLHRESL.

GD.Clear();

GD.Begin(BITMAPS) ;

GD.BitmapSize (NEAREST, REPEAT, REPEAT, 480, 272);
GD.Vertex2ii (0, 0);

GD.swap(Q);
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3.3 1ZH 945

{

}

{

GD

GD
GD
GD

GD
GD
GD

GD
GD
GD
GD
GD

void setup()

.begin();
.BitmapHandle (0);
.cmd_loadimage (0, 0);
.load("sunrise.jpg");
.BitmapHandle(1);
.cmd_loadimage (-1, 0);

.load("healsky3.jpg");

void loop()

.Clear();

.Begin (BITMAPS) ;

.Vertex2ii (0, 0, 0); // handle 0: sunrise
.Vertex2ii (200, 100, 1); // handle 1: healsky3
.swap();
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A LEZBERABE G- AE L HE T HT MmKIPEGAE A L —ka A
RBMRET A ORL, BA—KEHA healsky3 WA K - AHEZFH L, H
F % =4 load_image () ®9EMA ¥4 —1 A A Mak Ak, MR E 3L
RERBARFHFZXRIPEGE A FRAS AL AN RE—FBAAZGE . BT
BHFXTARGTRGEGH—ESAR, AT TELERRB A G LKREG#H
£,
BEAKBEABAMN R AL GILE G/, XRERSTRBIREZXAHKEA
BegRFHk— K BR . B FES AR 4T R
A ARt IX Ak A R BATHREE

A% H4LE (BITMAPS ) B, Vertex2ii A % 3 NEh%k. EALHAM
Tl Bz gim, LEEEA8 0. ATREBAGZBGH O 1 P
MALEdE, FELLHT 100 KAZH . RLOEREAE MR EZGE
1%, At LA 78 fizz AL .

GD.Clear();
GD.Begin (BITMAPS) ;
for (dnt i = 0; i < 100; i++)
GD.Vertex2ii(GD.random(480), GD.random(272), GD.random(2));
GD.swap() ;

B4 AARBE 1I6ATRGZAGHRERAPER, EAZXERZL 0~ 15-
RAPTAALH IR P EHRSRALE G4, BT a AL ERGER TR
BRTF16%k. TxL, K2 RAELFRERAE 16 KA LA R, HLE
B R EFA setup() F L BAF 2 2 69 6747 -
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3.4 {iE%EEKX

ARAERAT, FALBYESHREZETIE»IBHLER . FE TR
FGPUAArduino® R4, AP RELECH IR ERGHZH LI R —ATH
& . stik, Gameduino 2 ##E T A THAE A A A X .

B E SR, BREBR
L8 FHEEAAKK .

HHE AGRE, ERAT
L4 AL TEL S

FRE L ARE. AT

L1 FIEFHBH R F
FALiE AT 9 A AR
X




3.4, B BEERX

RGB565

ARGB1555

ARGB4

RGB332

ARGB2

FHE 16 10%E. L+ %
HE5GERThEBzeE
ez 8, 6 LA THRE:
8. EMTREHEEAE
RAEZREGRA AR .

Hlh& 16 15k¥E . LF&
AS5EEATAMEE . %
efEefze, AAH 112
REREARRE L. ZR
1Az B AR A E AT
ENEIE e R i I S
b A

°

HHE 16 125E . SH 4
R T hfEee . e .
KefzHEgize. &R
THEBEEERARBTENAL
OB E, flde. BeRH
Arfa B 7T .

EH 2R T Ak et
Beizb, 3EATE&ER
&. AREATREGLIL =
Fa B 7

H2UERNTHEMEE .
& . Kefldy R
, AREATEARG L
» A2 R T B & KA 6
BT F EFE R R
AwF .

%
%
&

Bl

3
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3.5 fLEE®G

F L ChBIE4S—H4, BITMAPS WA A S AMAEMET. ZBHREA5RRA
B e Rs, ENE—REIHBEHBECTHRL .

GD.Clear();
GD.Begin (BITMAPS) ;

GD.ColorRGB(0x00f£00) ; // pure green
GD.Vertex2ii(240 - 130, 136 - 130, 1);

GD.ColorRGB(0xf£8080) ; // pinkish
GD.Vertex2ii (240 , 136 - 130, 1);
GD.ColorRGB(0xfff£80); // yellowish
GD.Vertex2ii (240 - 130, 136 , 1)
GD.ColorRGB(Oxffffff); // white
GD.Vertex2ii (240 , 136 , 1)

GD.swap(Q);

R LA RGB A &k AHa e (oxffffff), MAEABGEHRERT. @
do R &R A E & (0x000000) > MR ERFTH G EAG WA LA E
&, .
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3.6 HALEN

¥—ANB AR FEIEHRA Gameduino 2 T AL B X FHHALH L . 2t
b, Gameduino 2 A E LA T 65— FIR4EH%#E (asset converter) -
GL AT A K R FIS LB Gameduino 2 T A ¢942 B A& X -

FRERBYGOHEAN - LA xassets.h kW, EFx 2R #ER
HRGIHL . £EZANKIHFF, T LT —4% K% LOAD_ASSETS()» B
YER ZAF4H GG RE R B AE Gameduino 2 ¥ L& F - % LA EE R F &
o BARERFIREEZIANKRIMN, ARBEEBMA GD.begin() &, A HE
LOAD_ASSETS() :

#1include "walk_assets.h”

void setup()

{
GD.begin();
LOAD_ASSETS () ;

F&£ LOAD_ASSETS() /e, FIA LB B2 L A5F . HELEE GH
P REREAERN LN REE. IRGEHGHBEEAELIHTRA,
Z GRS A B EAE A XL aAm, e T

GD.Vertex2ii(x, y, WALK_HANDLE) ;

1% B F R4 4 B Fe Z AT AL MIPEG L AF F &N B A A8 LA AL &

% —, JPEGHE K R ftik e ) RGB565 # X942 B, X2 B A AJPEGHE A
PRAFZENEAZE, PTARRE— T HFHEX

= WRHZRBZAERRATEMR (losslessly ) &4 2 . mJPEGIE A &9
RABMES . T —ROBZEERENKRAFKR, 22T 8wk 6
A . AlsfhFhms, ARPPEREHEYGEHNZHSHIG.

2 % 7 £ zlib INFLATE ( http://www.zlib.net/|) » BPgzipFZipfiit M E %7 £ .
GPU # zlib INFLATE#® 5% # ¥ 4% .


http://www.zlib.net/
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iX 8 7k 32 x 32 ARGB1555 B AL EHE R BIRMR—AAHGHZ . &
FTHABAMRXASRRABGR THEX, MNTAERARN—MIB G4 -
SR LSS EREHNT—MMIB LA (cell ) #/THF, BEZARAA
Vertex2ii £ #Mz BN % 4 Msd. TORBERAE =T ofTA R LR
F o7 8 %k#HIAN .

GD.Begin (BITMAPS) ;

GD.Vertex2ii( 0, 10, WALK_HANDLE, 0);
GD.Vertex2ii( 50, 10, WALK_HANDLE, 1);
GD.Vertex2ii(100, 10, WALK_HANDLE, 2);
GD.Vertex2ii(150, 10, WALK_HANDLE, 3);
GD.Vertex2ii(200, 10, WALK_HANDLE, 4);
GD.Vertex2ii(250, 10, WALK_HANDLE, 5);
GD.Vertex2ii(300, 10, WALK_HANDLE, 6);
GD.Vertex2ii(350, 10, WALK_HANDLE, 7);

HAMMLB GRS RSN 128 KMEBEAL, AREEEEALALALAE T A
EHBHKE . CREANTIEIFHERLATSERNG, AP RERHEE—M
HERZRRFEEA-NMIBORBESGOELBET, RTABIRT/EE R
T RBEHAELGHE ST

AR 8 M BF7, B2 walk £ FF LQIET 256 A& %683
B . FAHBAA RO TRERBHECH ¢ 2HEARSRLFHFHOMB T .
A, BB RPTRAGR G FEMRGZ & (0x000000 ) & # T HREHE
Riwtga e, AmAAT AR ZAESGER .
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41

static int a[256];
#1include "walk_assets.h”

void setup()
{
GD.begin() ;
LOAD_ASSETS() ;
for (int i = 0; 1 < 256; i++)
al[i] = GD.random(512);
}

void loop()
{
GD.ClearColorRGB (0x000050) ;
GD.Clear();
GD.Begin(BITMAPS) ;
for (int i = 0; i < 256; i++) {
GD.ColorRGB(i, i, i);
GD.Vertex2ii(al[i], i, WALK_HANDLE,
alil = (alil + 1) & 511;
}
GD.swap();

(alil >> 2) & 7);




42 CHAPTER 3. 12 H

3.8 it iAol

GD.ClearColorRGB(0x602010);
GD.Clear();
GD.Begin (BITMAPS) ;

GD.Vertex2ii (10, 72);
GD.cmd_rotate (DEGREES(22.5));
GD.cmd_setmatrix();
GD.Vertex2ii (176, 72);
GD.cmd_rotate (DEGREES(22.5));
GD.cmd_setmatrix();

GD.Vertex2ii (342, 72);

GD.swap();

i B 6 Ae 4% Ao fi A & 42 B R 4% (bitmap transform matrix) P72 %l
0. X—JEIEB THEGBMEG -y, CEMNAECAGEERR LGRS
X. BAKREOR, TREEGEFZTERF > B ELEEFLE, HLA P
T VAR AR 09 52 I A% A 4% e U A AX A 89 3 RRAT
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BT cmd_rotate é\f’%ﬁﬁ%'f? BT A E45) P 3% —d@ 4z B - %) VAR B 4t 52 5%
0°. 225° Ao 45° AHI T 3R . TREZINRXREIBABAERT —H2, XA
HARBEASZABAGE LAAF SHITREG . HT EHFHARZX—
%, AT ﬁilﬂ (SRC_ALPHA, ZERO) 4 #tVA M BlendFunc H#§& 9 E % F B
o

Vertex2ii #R4%#H 128 x 128 h & 09 B4, Lk ZPTLRHARGRT. W
TaELH A TRER AT, STHRERLRARETRE, BAELEHR
ZAeSE .

AR AGFCRZARGY LA, BB FER (0,0) 9 L4FEZE. 2
— R T AR R, AFFER P AF AR T, BB P EE (64,64)
AR E . IAARRESATIREN:

1. st EARRAT TS T (translate ) > R 247 (64,64) % £ (0,0) & ;

2. A cmd rotate » YAZ A (0,0) A F oiedk EAG

3. MABAATFH TR RAZE, BPFI LR (0,0) B & (64,64) & -
TEEANKK rotate_ 64 64 - T LHE =PI

// Apply a rotation around pizel (64, 64)

static void rotate_64_64(uintl6_t a)

{
GD.cmd_translate(F16(64) ,F16(64));
GD.cmd_rotate(a);
GD.cmd_translate(F16(-64), F16(-64));
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EBIEMA cmd translate # AR ERE v foy TR EEFHT 64 15 % -
cmd_translate £/ 16.16 & 2% A HAEA L 454 F16() B H# G ¥ 44 £
B T8 E 24

GD.ClearColorRGB(0x602010) ;
GD.Clear();

GD.BlendFunc (SRC_ALPHA, ZERO);
GD.Begin (BITMAPS) ;

GD.Vertex2ii (10, 72);
rotate_64_64(DEGREES(22.5));
GD.cmd_setmatrix();
GD.Vertex2ii (176, 72);
rotate_64_64(DEGREES(22.5));
GD.cmd_setmatrix();

GD.Vertex2ii (342, 72);

GD.swap(Q);
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cmd_scale 454 7T VAR k48 2 B 4%, 38 3E 38 IR rb ) 52 3 45 b Sk 48 B A% -
T @B T+ scale 64 64() HEARB (64,64) B FALEAEA P2 ABR#AT

. RPH—KBRAAERAHXGRAR ;

FkB R 20 EHEHKRA

T, BEARTAKREAG, FZRBRHA0LAFAEART, s HA #AT

WG -

GD.ClearColorRGB(0x602010) ;
GD.Clear();
GD.Begin (BITMAPS) ;

GD.Vertex2ii (10, 72);

scale_64_64(F16(2.0), F16(2.0));
GD.cmd_setmatrix();
GD.Vertex2ii (176, 72);

GD.cmd_loadidentity();
scale_64_64(F16(0.4), F16(0.4));
GD.cmd_setmatrix();
GD.Vertex2ii(342, 72);

GD.swap();
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4.1 H%

\
\

\

S B 69 2 A6 7T A3l i Begin(LINES) 2 # Begin(LINE_STRIP) &% %k 52
. LINES R atikdssh 544 &P @ LINE_STRIP 4§ AT A s& 20 5 8 £
AELH ALK .

static void zigzag(int x)

{
GD.Vertex2ii(x - 10, 10); GD.Vertex2ii(x + 10, 60) ;
GD.Vertex2ii(x - 10, 110); GD.Vertex2ii(x + 10, 160);
GD.Vertex2ii(x - 10, 210); GD.Vertex2ii(x + 10, 260);

}

void loop()

{
GD.Clear();
GD.Begin (LINES) ;
zigzag(140);
GD.Begin (LINE_STRIP);
zigzag(240) ;
GD.LineWidth(16 * 10);
GD.Begin(LINE_STRIP);
zigzag(340);
GD.swap(Q);
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#% HNightStrikef® I LINES % % S MEBf«“ R L @ ey 20k - & A K AEAR
AL E (x,y) BE (xv,yv) PAFT ARG R . ZHE
RAEW, - MKEABEF SAFARSEEE, FRRFT—MEARE
(xv,yv) . MEHE—NKBAXEEBTHRE T GREK, L4 KDL TH
AN

GD.LineWidth(GD.rsin(size, agel[i] << 11));
GD.Vertex2f (x[i], y[il);
GD.Vertex2f (x[i] + xv[il, y[i]l + yv[il);

RBRBEH T —EAKE S AALE L4545 (2,y) T —12 8 L4 2IEA
Fm e RB . kKA Ky (LineWidth) A& JAEFZAKXHAEFE, LAt
Lhtat i, 25 BHhMT MR RN E .

] : ] ]

AL 12 MegE R RIALT —AMKEWEey 22, BAHFREL
A 60 fps, PTRAENKIBGEGRIARAGZ 024 .
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4.2 %W

4 I HET W] T LA4E Bl Begin (RECTS) WA, 1% R B 45T 69 34 A L ARAEA
HE RHEETRDRBEIRG . ERZREEHNGELCSTRA, BAFEZ
AU A RALHAZARE AT . AARSOORZLELLEAIIL, AT
WhmEAXEELT REAH LEH @M. b P AR e [ A X424
# T =R 420 x 20 494ET .

GD.Clear();
GD.Begin (RECTS) ;

GD.Vertex2ii (30, 30);
GD.Vertex2ii (450, 50);

GD.LineWidth (10 * 16); // corner radius 10.0 pizels
GD.Vertex2ii (30, 120);
GD.Vertex2ii (450, 140);

GD.LineWidth(20 * 16); // corner radius 20.0 pizels
GD.Vertex2ii(30, 220);
GD.Vertex2ii (450, 230);

GD.swap() ;
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4.3 # %

READY PLAYER ONE

MER—ANToERAGRGAGR, TAEERLEZAFRGESTIE. A
BB —RBTRARTAEZILEH G, 122 cmd gradient A € o
FAR AL

W RpAMFE RGAEFILE, cmd gradient AL LKL E LA
BFEOHT. AT@OBFF, RELZLZLA (0,0), REEZTRES
(0x0060c0) ; MR AZLAT A (0,271) » & REZREE (0xc06000) -

GD.cmd_gradient (0, O, 0x0060c0,
0, 271, 0xc06000);
GD.cmd_text (240, 136, 31, OPT_CENTER, "READY PLAYER ONE");

GD.swap(Q);

EhlEE A AR EERT —ANEAH T, TRk, cmd_gradient &
R LHAEEAE TG T E . AT REAMLIREH G2, AP
I AL H B ARF R E N ARTRGH T E

%X 2 cmd_gradient #ATIR M Z 2t F A LATA B & AR ATR B, FTA
TR kB Clear. YA ERABAFG—FoLFH T e, TER
ScissorXY ## ScissorSize RMTLHGEM R . wREXEEIWE 28
BRERB, TAEZREEMEA -
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4.4 RBERE

GD.Begin(POINTS); // draw 50-pizel wide green circles
GD.ColorRGB(20, 91, 71);
GD.PointSize(50 * 16);

for (int x = 100; x <= 380; x += 40)
GD.Vertex2ii(x, 72);

GD.BlendFunc (SRC_ALPHA, ONE); // additive blending
for (int x = 100; x <= 380; x += 40)
GD.Vertex2ii(x, 200);

BELAGHEGN, HOGERLTABBEIRGEY . IfF X2y
Bl +asm, BRGEERNEE Z#TEBK RS/ - BlendFunc
Bp A4z Al X324 X4, BlendFunc W% — M4 ZRESR T, AR
HIMANGBEGEE. FASRZEERSGR T, ATHHMSACEERNE
GHEPELAGAL. AMNBABRALEABRRFHEREIE, RL&SHFS4E
R )G 6 AL
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incoming source existing destination
pixel color |blend factor| pixel color |blend factor

N

final pixel
color

KNG A X 4 BlendFunc (SRC_ALPHA, ONE_MINUS_SRC_ALPHA) , X # 4%
KT, WMABBE &FARE S aralphaidl @ 69 K e B a7 B F A 25 el R
A

A =% A X4 BlendFunc (SRC_ALPHA, ONE) - ONE Y54 B 47 %4
AF£2 543 NAEY e iES 3 RAECAYARNEL, X—BX+5iE
ATREREEZXERE. w L@@ REBHIR, T—BXTLHNGENR LS
BRAAGEAGE#ITRS, HAESRUEELZE R I,

% ML A BlendFunc(SRC_ALPHA, ZERQ) X —###E X, e ZEREHE
wE. AFERERT ZEROA TS AR OEARGRGIR TR 2K AE
SF

Hello world
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4.5 FIK

16 This font 24 This font

17 sgosamnc ¢ s This font

18 This font 26 This font

19 Lee<apnef 27 This font

20 This font 28 This font

21 This font 29 This font

22 This font 3 This font

23 This font = This font

Gameduino 2 ®9GPUA & 16 # F, FF5ELEA 16 ~31 - X+ FF

26~ 31 BREMELHGHREFHR. A APTUMEAFRERS (F 39
\.%%Eﬂ)mﬁﬁmﬁm%&(xﬁ)%%ﬁ he G, B P TAE

£ & 4 B 48 4 T A8 R AN FAR
byte font = NIGHTFONT_HANDLE;
GD.cmd_text (240, 40, font, OPT_CENTER, "abcdefghijklm");
GD.cmd_text (240, 100, font, OPT_CENTER, "nopqrstuvwxyz");
GD.cmd_text (240, 160, font, OPT_CENTER, "ABCDEFGHIJKLM");

GD.

cmd_text (240,

220, font, OPT_CENTER, "NOPQRSTUVWXYZ");

ah:defghijklm

grstuvwxyz

ABEDEFEHIJ KLM
OPBRSTUVWXY




4.6. FRIFA 55

4.6 THIFA

B Ek, FIAXTLH R ASMLAITAM Vertex2ii F I, 1'9
Vertex2ii RAEAH 0~ 511 /&.Q’Jﬁ%‘(ﬁ%ﬁr (x,y) - ABAdefThH —

AR A RALG B KT L IR RR? ZEHEILTTARAM Vertex2f - ’E’
T ooy GRIRHARA R EH @G Ll T RGRMEE - Vertex2f 4
RO AL R 1/16 % F . B, e TATREM Vertex2ii 69K .

GD.Vertex2ii(1, 100);

LZAM Vertex2f FIHEIETH .

GD.Vertex2f (16, 1600);

BEEATERDE mEERAT, T—RB LA THTRA 16 097 Xt
5 .

N
P

GD.Vertex2f(16 * 1, 16 * 100);

#Bd Vertex2f 4% & (POINTS ) - % (LINES) #¢4E/# (RECTS) 7T
AE ki, TETE 16 ANE &L y RARMEIRKE I 1/16 B E TR H
éﬁ B SEAAERETE 1/16 BREH, A %/\xﬂfﬁ?é’]m # A

AT RN GET o XA R &K e R K KA RE F R K
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4.7 Furmansf &
GDREFELEATHRAT LT RBAKZGRA

e cmd_rotate F&4 AL F AR AR S

e cmd dial AL —4F T A A AR R EEH;

o M cmd_track JIRA I G 40 55 232 0 A A

o 3% Zfrsin - rcos - polar f atan2 A8 H EEM AL ALK .

ERAER, AEGELASE T A FurmansAE . TR A EFRE .
Furman# —# A ZE € #42, T L—AH A& 65536 MFurmans/Z - L4 14k
* F 4 T A KA

1 2
1 Furman = —— circle = 360 degrees = " radians
65 65536

536 65536
BB 7 e R 4t 7 e, 0 R BEAAET
0x8000

0x6000 0xa000

0x4000 0xc000

0x2000 0xe000

0

AT HE, GDRFEZ LT —A~Z % # DEGREES() » T ¥ A A 3 ik Al
& #Furmans A &

#define DEGREES(n) ((65536UL * (n)) / 360)



4.7. FURMANS#A & 57

1% A Furmans A B A5 7 AL 6948 2 & T € 7T vAfE @/‘ﬁl 6 FEH E I
HTHAE. Blde, BHFKRE m%%%ﬁﬁﬁ]}?ﬂ‘f AREZRALAY 16 12EHE
T A =M 65535 2l 0 E{éﬁFurmanﬁ] JE &

50
100/100

f 7% B NightStrike ¥ » KB L Akdx F R EIBEZG AL . HREBFH
i, AR T4 4 GPURIRAL AR EAR S 4 0x01 8 fik & -

GD.cmd_track(240, 271, 1, 1, 0x01);

cmd_track 45 4 #MAT/E > GD.inputs.track valif ik T MG & £ 47 (240,271)
Bl AR R AR X — @ B9 Furmans A £ . G AR)F B I — FE A 4 e 35 8
AERE

if ((GD.inputs.track_tag & Oxff) == 1)
turret.angle = GD.inputs.track_val;

L4103, cmd_rotate 4B MR —AE T ERBBLGEL,
T B 34 0 Furmans A B i 69 )5 B 1% .
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4.8 IR

NIGHTSTRIKE

static void blocktext(int x, int y, byte font, const char *s)
{

GD.SaveContext () ;

GD.ColorRGB(0x000000) ;

GD.cmd_text(x-1, y-1, font, 0, s);

GD.cmd_text(x+1, y-1, font, 0, s);

GD.cmd_text(x-1, y+1, font, 0, s);

GD.cmd_text(x+1, y+1, font, 0, s);

GD.RestoreContext();

GD.cmd_text(x, y, font, 0, s);

NightStrike 8478 @ 1% Fl & 4 blocktext k& %l & A B & 48 B 69 F4F
s FTME—FRE, B44M ColorRBHFAETHEEL, REHH UL
F AT AL ATOANA TG IOEERER I AL DR MEFER
BRALKBAGR AP IR, LLNORFCERIARGRERENZ
&, FERIRRAGREE %

ATRREIAEL, 24 %A AMA SaveContext W ATH Y AN & 4
ORI BRFEIEZE — BHRE—DNRINEBRE . B HBNAT
RestoreContext TR B AWM G H B, BHEIAGRELLKE
A &AM SaveContext B #I71 & .

@i 418 Bl SaveContext ## RestoreContext. B & ZA9IK & 7T A
WRG, R, LERATTAKRE . RAEREARA, JFATHBGBNEE
BT a5 . Gameduino® GPUA & 4% 49 M 4 = 18] 3 3% & 5 21 /b = 3 %
o B B &




Chapter 5
k42

5.1 :RELAREE B 69N

H 4% get_inputs T YA1% I Gameduino 269 FT A i A4k dE . E 7 35 m R 45 R
oyt . ERARHEE, IRT L@ L GD. inputs.x # GD.inputs.y & 2%
HAr B agAn AR o A2)5 P A I AR A0 60 stk B 1) R A TS R AT @
(W’ 'ﬁﬂTﬁﬁﬂ“\ :

GD.get_inputs();
GD.Clear();

R A MRIE1Z 58, GD.inputs.x #° GD.inputs.y 891E 4 —32768 - AkdE
FrAG 6 A7 A (z,y) RARFFLOG T4, ZRESHZ (0 <2 <479) F=
(0<y<271)» BHRBFLARHBIA T LA Z LA R F A0 2 £ A
16 - 4= F T+

blobs[blob_i] .x = GD.inputs.x << 4;
blobs[blob_i]l.y = GD.inputs.y << 4;

59
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5.2 &7t % 4]: blobs

[ ] .s

D

£ F AL “Dlobs” ¥ » R AM FAR KA F B ER B —F $ BN E TR
T A o KB LA ELEMIR 128 MA, FAAMBITRHKXTFHE
A AR IR — A AR R HAR

258 # B begin() R4 H s BT A blobs#) & A7 1% A S A B E S -

v

#define NBLOBS 128
#define OFFSCREEN  -16384

struct xy {
int x, y;
} blobs[NBLOBS];

void setup()

{
GD.begin();

for (int i
blobs[i].
blobs[i].

}

}

0; i < NBLOBS; i++) {
OFFSCREEN;
OFFSCREEN;

< oW
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5B A EN, REL BT LR LR RF I E blobs 5T
& blob®) ZA K e F A2 ik B L S A A R . FTIRHMAER & %5
bR B AR 6

void loop()
{
static byte blob_i;
GD.get_inputs();
if (GD.inputs.x != -32768) {
blobs[blob_i].x = GD.inputs.x << 4;
blobs[blob_i]l.y = GD.inputs.y << 4;
} else {
blobs [blob_i].
blobs[blob_il.y
}
blob_i = (blob_i + 1) & (NBLOBS - 1);

OFFSCREEN;
OFFSCREEN;

o]
]

GD.ClearColorRGB (0xe0e0e0) ;
GD.Clear();

GD.Begin(POINTS) ;

for (int i = 0; i < NBLOBS; i++) {
// Blobs fade away and swell as they age
GD.ColorA(i << 1);
GD.PointSize((1024 + 16) - (i << 3));

// Random color for each blob, keyed from (blob_i + 1)
uint8_t j = (blob_i + i) & (NBLOBS - 1);

byte r = j * 17;

byte g = j * 23;

byte b = j * 147;

GD.ColorRGB(r, g, b);

// Draw <t!
GD.Vertex2f (blobs[j].x, blobs[j]l.y);
}
GD.swap();
}
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5.3 fRiEizs

YEAGPUR — 4 & o) b, e AR B E A M TAFE B . £ S HHFR
T, @&%%%Lﬁ#%ﬁ% hRAFERERBBEGY LML HS
R fdk Eas — At &ut, RT At mst LT OSGTAEE AR T —A
”*%%gcmﬁ,lﬁ NOKFz4a, LA a4 o4& T R aqE
44 . ®E, HEEAp EERINERA, RS %ﬁ%*%ﬁ%%§ﬁ44 ARig
MREEHANEFTIERM, EEKO0~255  Fid, &EF 255 L—AFEEM
AT AL A”, Rbir S ERTRAEEA 0~ 254 -

fo]

5
2
3
5

1
7
3
69
85

TEREM|FELHENEKFIANELTT izl BEFMFHTA
1% & BAR A AR T & E@&ﬁfﬁ%5’®1WWSMgzm % EA
é’rﬁ]‘,‘i:&é’]#(% ArduinoT AR E R FEL S o BB AR L.

GD.Clear();
for (int i = 0; i <= 254; i++) {
GD.Tag(i);
GD.cmd_number ((i % 16) * 30, (i / 16) * 17, 26, 0, 1i);
}
GD.swap();
GD.get_inputs();
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5.4 %1

RBRAEZREIRATRARBBEMANAREZLEH#ITALA . Gameduino 2 ¥9GPUL
RERBHRE, B L F @ T Arduinodst NAEFTHE 4B 7T & 4114 £ B AL .
cmd_sketch 4 M TEFHL BB, M cmdstop HASM TIFELH . &
&> GD.finish() WA W45 % F R 6945 4 LB 5% 4] X AGPU T -

AN

void setup()

{
GD.begin();
GD.cmd_memset (0, 0, 480UL * 272UL); // clear the bitmap
GD.Clear(); // draw the bitmap

GD.BitmapLayout (L8, 480, 272);

GD.BitmapSize (NEAREST, BORDER, BORDER, 480, 272);
GD.Begin (BITMAPS) ;

GD.Vertex2ii(0, 0);

GD.swap();
GD.cmd_sketch(0, 0, 480, 272, 0, L8); // start sketching
GD.finish(); // flush all commands

void loop() { }
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5.5 #=# 5 REREH|

szhzvmrﬂm.l

Gameduino 2 ﬁ$§éﬁa‘;ﬁ=7ﬁ%ﬁiiﬂ AL . 4. TSR BHLk
Bk . ﬁ?iﬁ?i&%ﬁl'ﬁ TGO XE, T RARZFEEH IS
fele RATEREGIFELRA L. AARESR &ﬁﬁfﬁ%ﬁ5ﬁﬁﬁ%ﬁ
Fe9% L 2 45 50 rﬁl@liﬁfiﬁ? =4, %iFZ:{X'TM TR A TRBEFSE, £
VG fo 38 R 6g A AL F .

widgets 1'5]& HBETHAGEALXE, FESTEIF=ZATAE

s AE. BHEFRRFIFXZ—F R TREZHNDES TN M
ﬁ%ﬁoﬁﬁﬂ FEANTHEEEL LSS AR TR 2G4 2E . 200 -
201 #2 202 -

202

201
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ZERFHAGPURBE R ZATREHARRAGRIE . 257 AL ER
F 200 89Ax B4, REAMA cmd_track S GPUMRIR AT A £ X Mr B4 T 89 Ak
o AMEEATERES S (FALIFZEA (68,68) ) #9tast{L® .

GD.Tag(TAG_DIAL);
GD.cmd_dial(68, 68, 50, options, value);
GD.cmd_track(68, 68, 1, 1, TAG_DIAL);

2 F &M 4o B B K Ae K B KA KA R Tk

GD.Tag(TAG_SLIDER) ;
GD.cmd_slider(16, 199, 104, 10, optiomns, value, 65535);
GD.cmd_track(16, 199, 104, 10, TAG_SLIDER);

GD.Tag(TAG_TOGGLE) ;

GD.cmd_toggle(360, 62, 80, 29, options, value,
"that" Il\Xffll nthisn);

GD.cmd_track(360, 62, 80, 20, TAG_TOGGLE);

R G, #2549 @ LB GD. inputs. track_tag # GD.inputs.track_val
o Akt TAE 4 Fe9 A 2442 B . GD. inputs.track.val ¥ 8914 £ iF 5
16 12 %A A, EWEA 0~ 65535. 3 FiHRIZE—NEE—ZMERE
w8y Furmansfg iz A &, At TAMRE, ZANKRELEN P RRBEALE .
0 RAREM, 65535 KA KL -

switch (GD.inputs.track_tag & Oxff) {
case TAG_DIAL:
case TAG_SLIDER:
case TAG_TOGGLE:
value = GD.inputs.track_val;

}
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Chapter 6

X S
P

Gameduino 2 A A E F A% . F—#HPFEF LA TMARE 9% A&
MR—RIBTOFERAREEN . BAANTARF Y RmER+0 A4
B3, EETEFZEMARLY, A ARGETRNZETTHAASRKE

FoNEFFAARRHEOR, ZAARYBAERENG TN S ABXGF
MEM. ZFAGHATREZERRKRE I, 2REERAELSTINEM,

FARAMT BNPTE FH -

6.1 &FHFak

FHORERBETERGTHFH, LRAARP RERGRBEFAE
M. @AM GD.play () HE ARG FHEMGID, Tk E 5 69 F 3 -
B AT T L 8 % 3 5] Ao T

CLICK
SWITCH
COWBELL
NOTCH
HIHAT
KICKDRUM
POP
CLACK
CHACK
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6.2 KREETH

e RBERREFH . RAMFTRL ﬂmwphﬂ)%%& F
4”5‘“’ AREZNMERLT, F—ABEREAT RBEHLAR:

HARP
XYLOPHONE
TUBA
GLOCKENSPIEL
ORGAN
TRUMPET
PIANO

CHIMES
MUSICBOX
BELL

XAAEILT, GD.play() & T A X —AMHIE A4, A T& EMIDIF
F5, LEAA 21 ~ 108. Z AL EEHN, 25 KIABKRCIN F
BPMIDI& 4 60 -

FMARE LT A A — L6 F2 . KR F SQUAREWAVE: SINEWAVE:
SAWTOOTH #= TRIANGLE A& 4% & sk f £ 69 3& S0k, X -T AR T/ 4 2 XX,
8 & 2 & o 5K % BEEPING> ALARM, WARBLE #» CAROUSEL & &% & m & X &4
BEARF . A, ASCIMRA ‘0-9, * Fo ¥ fe4% £ Road &2 99DTMF & &

(BEME S T2 -

BEFERBEOPLAY FHRTURMNE T REERXER. SUFHERN

#EA O, REAFFLEBHLE R

GD.play (PIANO, 60);
while (GD.rd(REG_PLAY) != 0)

’
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MIDI 4  ANSI §# i #%. (Hz) MIDI &4 ANSI §# 4%, (Hz)
21 A0 27.5 65 F4 349.2
22 A#0 29.1 66 F#4 370.0
23 BO 30.9 67 G4 392.0
24 Cl 32.7 68 G#4 415.3
25 C#1 34.6 69 A4 440.0
26 D1 36.7 70 A#4 466.2
27 D#1 38.9 71 B4 493.9
28 El 41.2 72 C5 523.3
29 F1 43.7 73 C#5 554.4
30 F#1 46.2 74 D5 587.3
31 G1 49.0 75 D#5 622.3
32 G#1 51.9 76 E5 659.3
33 Al 55.0 77 F5 698.5
34 A#1 58.3 78 F#5 740.0
35 Bl 61.7 79 G5 784.0
36 C2 65.4 80 G#5 830.6
37 C#2 69.3 81 A5 880.0
38 D2 73.4 82 A#5 932.3
39 D#2 77.8 83 B5 987.8
40 E2 82.4 84 C6 1046.5
41 F2 87.3 85 C#6 1108.7
42 F#2 92.5 86 D6 1174.7
43 G2 98.0 87 D#6 1244.5
44 G#2 103.8 88 E6 1318.5
45 A2 110.0 89 F6 1396.9
46 A#2 116.5 90 F#6 1480.0
47 B2 123.5 91 G6 1568.0
48 c3 130.8 92 G#6 1661.2
49 C#3 138.6 93 A6 1760.0
50 D3 146.8 94 A#6 1864.7
51 D#3 155.6 95 B6 1975.5
52 E3 164.8 96 c7 2093.0
53 F3 174.6 97 C#7 2217.5
54 F#3 185.0 98 D7 2349.3
55 G3 196.0 99 D#7 2489.0
56 G#3 207.7 100 E7 2637.0
57 A3 220.0 101 F7 2793.8
58 A#3 233.1 102 F#7 2960.0
59 B3 246.9 103 G7 3136.0
60 Cc4 261.6 104 G#7 3322.4
61 C#4 277.2 105 A7 3520.0
62 D4 293.7 106 A#7 3729.3
63 D#4 311.1 107 B7 3951.1
64 E4 329.6 108 c8 4186.0
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6.3 XHFEEHK

Gameduino2 17 § 2 AL TUAAITRHEE K. REEKEAAER LH—AR
TAERKEA R FTHGRELFTNEM, RS LA S RAFGF K
CAVRA A —AR#ITIER .

A GD.sample T A XA BT RBE TN . RIKEEOLAEA . &
g A HAE, TR, MBEARBX . B RE, ZE2HH—KME
Tk 0, FIMIAKRADH 22050 FF . MEA 44100 Hz89ULAWA &, 8 F
%/#ﬁ’ ﬁih—%"ﬁUT:

GD.sample(0, 22050, 44100, ULAW_SAMPLES);

KRB E R AL LFIF T
®% X TR TR
LINEAR_SAMPLES 8 AAFET L&, —128-127
ULAW_SAMPLES 8 AR 8 AL p-lawém A
ADPCM_SAMPLES 4 A7 #£IMA ADPCM % 75

Gameduino 2 & KR FHE (% 39 N : £EM ) TUABELFHEY
wav LSRR EREERR . B RS RS TALF SkHZH XA R, A
WHET . ADPCME X FMEM O Z TR ERAMKEMNFR . F R, £k
METHFMTEABYGR RS, KA Z 24 kBytes/s. AT THAH
RAF R AR KA EGADPCMF M - noisy BIEHRT HRF 0 £ 98 FHMK
M, RHEEAH 8kHz, %A XHADPCM. XREXHEGFEFTHENAT, &4
A & T 26 kBytes®) .45 -

AAFE&E A, GD.sample() T HEA —MNRARA . Ak A EK A M
BRELMZERIEH. FTEFRERESOFHTRETHATRAE, AT
R Pt R E B AT A4k ek gtk .
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#include <EEPROM.h>
#include <SPI.h>
#ainclude <GD2.h>

#include "noisy_assets.h”

void setup()
{
GD.begin();
LOAD_ASSETS();
}

static void saydigit(byte n)
{

uint32_t base, len;

switch (n) {

case 0: base = DIGIT_O; len
case 1: base = DIGIT_1; len
case 2: base = DIGIT_2; len
case 3: base = DIGIT_3; len
case 4: base = DIGIT_4; len
case 5: base = DIGIT_5; len
case 6: base = DIGIT_6; len
case 7: base = DIGIT_7; len
case 8: base = DIGIT_8; len
case 9: base = DIGIT_9; len

}

DIGIT_O_LENGTH;
DIGIT_1_LENGTH;
DIGIT_2_LENGTH;
DIGIT_3_LENGTH;
DIGIT_4_LENGTH;
DIGIT_5_LENGTH;
DIGIT_6_LENGTH;
DIGIT_7_LENGTH;
DIGIT_8_LENGTH;
DIGIT_9_LENGTH;

GD.sample(base, len, 8000, ADPCM_SAMPLES);

3

void loop()
{

saydigit(GD.random(10)); delay(1000);

}

break;
break;
break;
break;
break;
break;
break;
break;
break;
break;
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mesmeriz.ima

HTRKGFN, BEAFTARBEAENAFAFTTAE . RAaRIGE,
TME R XA AL BRI ERRBE R BTN . AZXAHRAT, Arduino ™
Wiz BSDF, HHE#HERBERYTH . GD2RF E 49 Streamer £ 7T A
o EEI LY . F ok, B EY begin() F &, FF AmicroSDF
EERMIHG L FHAN A% Streamer KINF LT RARXBEEH 441
kHz®IMA ADPCM®) X4 %85 . FHM AN 4 K% . X EE KL H
TEA TR .

A Streamer ¢ feed() 7 EM X PRI FM KA, FEHELET .
AR R FEIRAR feed() AHIEE B T FMRMHEILR . ETH T, 42
B — AR 278 A — K stream.feed() -

Streamer i& T VAR fo &9 iE At A2 L 2R ATEIM 2442 & - progress() #
S B E — 1642694 F . val 47 range - 1 F AT A A6 A2 A T A @
i (val/range) HH Mk . A T@GFARY, 25 H#EHK val # range 1F4
B % ( cmd_slider ) 89#F M54k .

W RACREY sox FRAELR, TR vav X9 FMEHA AD-
PCM IMA# X, AR 45174 T AT .

$ sox mesmeriz.wav -c 1 mesmeriz.ima
$ play -r 44100 mesmeriz.ima

w5, play KB EERB O TN - §T .ima & XEA LK R
x4 T play kL& B RBEE A TABATEN, TAARFHREA
44100 Hz -
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#include <EEPROM.h>
#include <SPI.h>
#ainclude <GD2.h>

#define MUSICFILE  "mesmeriz.ima"
static Streamer stream;

void setup()
{
GD.begin();
stream.begin(MUSICFILE) ;
}

void loop()
{
GD.cmd_gradient (0, 40, 0x282830,
0, 272, 0x606040) ;
GD.cmd_text (240, 100, 31, OPT_CENTER, MUSICFILE);
uintl6_t val, range;
stream.progress(val, range);
GD.cmd_slider (30, 160, 420, 8, 0, val, range);
GD.swap();
GD.finish();
stream.feed();
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Chapter 7

REAERE

Gameduino 2 £ A4 —ANZd R EAR S, BMARZOMELEZEERE
2| Arduino®9A0, A1fr A28 s A5 Bp £ o Al P T A8 i get_accel &F kKR
LA 6 Imik KD

int x, y, 2Z;
GD.get_accel(x, y, 2z);
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get_accel() HHEMMERZERATTHE, FREEZENA x,y Rz LY
TRAAEA 256 - R Gameduino 2 TAM @ £, KT EAT &K
. x=-256,y=0,z=0. BAAZWREZLEZBRUEHA, FTAR L
BaBhi—RiZE. ERFRS tilt 7, KRB FRAWRE AR S G HE
PR A B A RN R B

#anclude <EEPROM.h>
#include <SPI.h>
#include <GD2.h>

void setup()
{

GD.begin();
}

void loop()

{
GD.get_inputs();
int x, y, 2Z;
GD.get_accel(x, y, 2z);

GD.Clear();

GD.LineWidth(16 * 3);

int xp = 240 + x;

int yp = 136 + y;
GD.Begin(LINES) ;

GD.Vertex2f (16 * 240, 16 * 136);
GD.Vertex2f (16 * xp, 16 * yp);

GD.PointSize (16 * 40);
GD.Begin (POINTS) ;
GD.Vertex2f (16 * xp, 16 * yp);

GD.swap();
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MicroSD F

Gameduino 2 &4 — /1% fFEmicroSDF# 2 . € 5 Gameduino 2 #GPUY A
£ —4SPI4# v, i@ dArduino®) # F 5| Mo T4k 6 . MAEA RS EFE
T AR T FHmicroSDF, MGDERFE LA T MM BERORETE . %
A2 5 & T VAR T B8 hFAT# K #9microSDF . #H# EH5GDEW A A R4EE & -

MicroSD#) X #F 4 % 4% AL # M AN BIGPUS # 4 A ¥ . GD.load() # 4%k 2
o3ty CH TAERLRL . R AFISDT RI— A, Hie e ey R Bl %
3| Gameduino 2 ¥YIGPUF . H—AHlF, AP TABIE R TIHASAREANA—
FRIPEGH X 69 A A

GD.cmd_loadimage(0) ;
GD.load("kitten. jpg");

&% cmd_loadimage % #*GPU & # M —MNJPEGHE & » X )& load &% ¥ A
h e 2R REIGPUT -

T@EAI—NBF, BT T L MIASDF49“nem. raw ” A F 15 B 16KB 49
Jods 403

GD.cmd_memwrite(0, 16384);
GD.load("mem.raw");
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Bl 65, A cmd memwrite & #GPUKE &Mk, LB W load HIIF %
HEEREGPUF -

W RHELE(H 39 T HAEB )ERY gd2 & XA L& 4R,
A load HE B

GD.load("frogger.gd2");

BEZFT4L FTA frogger HREFERVWAN L ERKBANTAEF, HHF
IR B4 T AR 6942 B ) AR - ot R 4R B £ R Kk U frogger assets.h
FooESTATHRZL:

#define LOAD_ASSETS()  GD.load("frogger.gd2")

BT VAL frogger 89425 F , A F £ 3A setup() F 4+ A LOAD_ASSETS ()
T ABNPTH G BR FRT .
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AR 5k
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9.1 AlphaFunc

R BERR MR A

void AlphaFunc(byte func,
byte ref);

func AWM KA i s X, T 454 NEVER- LESS- LEQUAL-
GREATER- GEQUAL-. EQUAL-. NOTEQUAL £ ALWAYS

ref b AR B A 6 FhqE

FBRARAMNARATHRMNPTAGE RGEREM, FA LB HHBLLH
B&k A Bldo.
GD.AlphaFunc (GEQUAL, 160);

ARRBIFLHBVEMAL (A>160) 918 F & . RAKRAETaEH X
& ALWAYS » BP&#I P A& & -

4

O

GD.Begin (BITMAPS) ;

GD.Vertex2ii(110, 6); // Top left: ALWAYS
GD.AlphaFunc (EQUAL, 255); // Top right: (A4 == 255)
GD.Vertex2ii (240, 6);

GD.AlphaFunc (LESS, 160); // Bottom left: (A < 160)
GD.Vertex2ii (110, 136);

GD.AlphaFunc (GEQUAL, 160); // Bottom right: (A >= 160)

GD.Vertex2ii (240, 136);
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9.2 Begin
BHRATaMGLALE

void Begin(byte prim);

prim BITMAPS. POINTS- LINES-. LINE_STRIP-. EDGE_STRIPR-
EDGE_STRIP_L- EDGE_STRIP_A- EDGE_STRIP_B 2 RECTS X —

Begin 4 M TRE S AAHNGABAHF L. X— ?aé\ﬂ'z‘ 2 ) AT B
g B E AN B Vertex2f K Vertex2ii 4 FH . H T
Ak 2 4] éﬁ@mb’ﬁ?

BITMAPS X Rl vertexds 4 B 15 4 %J d&;fi BHAEAR

POINTS 45 %8 A vertexds /\HT ¥4 SRCEVE LIPS

LINES &/)\TFJ R — stvertexds 4 it /lfr % %J &R A&

RECTS 5 X A — 2stvertexs 4Bt 4 £ AR %6 4R TS

LINE_STRIP A — thvertexds 4B 47 E U }’ %J B RAREY %ﬁ 4&
EDGE_STRIP.A Pl LINE.STRIP £4L, FE R &K EF 645 34T
EDGE_STRIP.B Fl] LINE_STRIP £ &L, i Zstds E&’Fﬁéﬁ 1B & 2itiT
EDGE_STRIP.L [l LINE.STRIP X4, FidZxt4s T & 2 M 914 & L #4T
EDGE_STRIP.R [ LINE_STRIP X4, FHZxt4 T &AM G & E#ITL

he ﬁ‘}

BITMAPS  POINTS LINES  LINE_STRIP
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9.3 BitmapHandle
wELRE 6k

void BitmapHandle(byte handle);

handle XA OW%HT, EBRA: 0~ 15

BitmapHandle #& 4 A TR Bz A ¢J 4, {2 B 74 T Al T Vertex2f -
BitmapSource - BitmapLayout #¢ BitmapSize . 4L &]4% & B IR G —
o, LBIAEA O .
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85
9.4 BitmapLayout
REALBE N F S A
void BitmapLayout(byte format,
uint16_t linestride,
uint16_t height);
format 12 1% %894 X, ARGB1555 - L1 . L4 . L8 . RGB332 -

ARGB2 - ARGB4 - RGB565 - PALETTED - TEXT8X8 - TEXTVGA
. BARGRAPH ¥ 4% —

linestride EBE®RFTHEITRELEGMEFTOR D, LA FT
height LR SE, A% E
BitmapLayout {64 A TR EAAEBMEE T2 A - format A T4 #

EEBIATHERAEE . B—ABABEEOEETAS 1. 4.8 K2 16
. CHERTAREA G RO EIE T HRGE, S5 XA TH®, £

PR TEG R RO
#X  HHBFAE% alpha & % i3
EOETR5d
L1 1 Vo 1.0 1.0 1.0
L4 4 vso 1.0 1.0 1.0
L8 8 V7.0 1.0 1.0 1.0
RGB332 8 1.0 V7.5 V4.2 Vi.o
RGB565 16 1.0 Vis..1 Vi0..5 V4.0
ARGB2 8 V7.6  Vs.a V32 Vi

ARGB4 16 Vis.12 Vii.s V7.4 V3.0

1 fede 44209 F B BNEELEQRFATERAFY, RALFFFRL
B EEERTFTORAE. I6EARASET RN REHMBEXEMH4, &
B fEnt ol iR iz BARE A B AR 7.

PALETTED # X #H 1% & & 84z KN, H—1% % 443548t &2 RAM_PALETTEY #
%8 256 A~ 32 {1 & 2 — o
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9.5 BitmapSize

& AL A 6 R - BRI

void BitmapSize(byte filter,
byte wrapx,
byte wrapy,
uintl6_t width,
uint16_t height);

filter AzME&)LIE% X, NEAREST 2 BILINEAR
wrapx  x fh7% @R AL X, BORDER 2 REPEAT
wrapy  « 4h7% @& X, BORDER 2 REPEAT
width  AFHRELHMNOTE (BE)

height A& E4&HOZHE (B

BitmapSize 84 A TR E S AL AERF LY L THF X .
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9.6 BitmapSource
% B AL 69 IR 3k

void BitmapSource(uint32_t addr);

addr LB EMHE, BMAEE A 0x00000 ~ 0x3ffff

BitmapSource 484 H T BRAZ A 69 k33t . # T 16 12 F 384 X 6942 A
A, BHRHE LR AR
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9.7 BlendFunc

BT e RATE

void BlendFunc(byte src,
byte dst);

strc BAEASBRF, Tk A %A ZERO- ONE- SRC_ALPHA-
DST,ALPHA~\ ONE_MINUS_SRC_ALPHA #= ONE_MINUS_DST_ALPHA

dst HAR"R A B F. T #% 4% % ZERO.- ONE- SRC_ALPHA-
DST_ALPHA - ONE_MINUS_SRC_ALPHA & ONE_MINUS_DST_ALPHA

BlendFunc #4 A TR T BAG E SAIME P B A ZH#ITRMGRS . H
A@ﬁ%ﬂé%ﬁ%oﬂ%ﬁi mBAMETREPHRGLE BARRSRTF
MF, REBFEXAFRTGERMIIFR RLRASL.

GD.Begin(POINTS) ;

GD.ColorRGB(0xf88017);

GD.PointSize(80 * 16);

GD.BlendFunc (SRC_ALPHA, ONE_MINUS_SRC_ALPHA);

GD.Vertex2ii (150, 76); GD.Vertex2ii(150, 196);
GD.BlendFunc (SRC_ALPHA, ONE);

GD.Vertex2ii (330, 76); GD.Vertex2ii(330, 196);
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CELL

9.8 Cell
KEALE E T

89

void Cell(byte cell);

Cell 34 A FT1& T % AT Vertex2f 4541 M 6942 B 3£ 7T, .

cell fZHE%ETH, BALEN 0~ 127

GD.
GD.

GD

GD.
GD.
GD.
GD.
GD.
GD.

Begin (BITMAPS) ;
Vertex2ii( O,
.Vertex2ii( 50,
Vertex2ii (100,
Vertex2ii (150,
Vertex2ii (200,
Vertex2ii (250,
Vertex2ii (300,
Vertex2ii (350,

10,
10,
10,
10,
10,
10,
10,
10,

WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,
WALK_HANDLE,

0);
1);
2);
3);
4);
5);
6);
7);
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9.9 C(ClearColorA

R FHREFEF & dalphadl @52

void ClearColorA(byte alpha);

alpha HHAH F & ojalphail®i@ o2, BUELE A 0 ~ 255

"
ClearColorA &4 M TR X A # % & t9Alpha® B . MGG
Clear & ¥ B B N & 7% ¥ £ #alphaifi i F .
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9.10 Clear

R

void Clear(byte c = 1,
byte s = 1,
byte t = 1);

c KEGAAN, FEREEZFR
s XEGAAN, FEEREZFR
t BREZAE, FEHREZETR

Clear 54 A THEHL COMEFS .

GD.ClearColorRGB(0x0000ff); // Clear color to blue
GD.ClearStencil (0x80) ; // Clear stencil to 0x80
GD.ClearTag(100) ; // Clear tag to 100
GD.Clear(1l, 1, 1); // Go!
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9.11 ClearColorRGB

REFHFHAFFCHLEL . & BREELy

b

void ClearColorRGB(byte red,
byte green,
byte blue);
void ClearColorRGB(uint32_t rgb);

red @ BEfE, RIAEEN 0~ 255
green % &@EA, BIAFEEA 0~ 255

blue BedEd, RAEEAN 0~ 255

rgb 2445 &, MMFRR AL . K
BAE & B A 0x000000 ~ Oxffffff

GD.ClearColorRGB(0x008080) ; // teal
GD.Clear();

GD.ScissorSize (100, 200);

GD.ScissorXY (10, 20);

GD.ClearColorRGB(0xf8, 0x80, 0x17); // orange
GD.Clear();
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9.12 C(ClearStencil

& T AR 8 I R

void ClearStencil(byte s);

s FRIFHRBBRETR PORRM, REABEA 0~ 255

ClearStencil 34 M TR T F EFHROREMRM . MEAMA Clear FEIG
LT —EABENSHBEREFE P .
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void ClearTag(byte s);

s A&, BAEEA 0~ 255

ClearTag 5 4 M TREHFEFH IR EM . MEHMA Clear KX —AF
ANBHARERFEF -
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9.14 ColorA

YR %A €Hi% B 69 Alphail # 44

void ColorA(byte alpha);

alpha alphai@i&fa, IMAEEA 0~ 255

ColorA {84 A T& & 4 al4hH & %1% & 69 Alphai@ 14

GD.Begin (POINTS) ;
GD.PointSize(12 * 16);
for (int 1 = 0; i < 255; i += 5) {
GD.ColorA(i);
GD.Vertex2ii(2 * i, 136 + GD.rsin(120, i << 8));
}
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9.15 ColorMask

R ER EH BB ERR

void ColorMask(byte r,
byte g,
byte b,
byte a);

r REGALN, RS LEEHRENE A
g ARG, RAEHRE EHMEHE A
b RREGLN, RS EEEHRENE A
a REAZALE, 1% AExtalphaill 8695 A

ColorMask # 4 A TR T &MV AEWREER, 6/ ZbxtME+EF
4x . %k . 3 Ralphaifl i 69 5 X\ .

GD.Begin (POINTS) ;

GD.ColorMask(1, 0, 0, 0); // red only
GD.Vertex2ii(240 - 100, 136);
GD.ColorMask(0, 1, 0, 0); // green only
GD.Vertex2ii (240, 136);

GD.ColorMask(0, 0, 1, 0); // blue only
GD.Vertex2ii(240 + 100, 136);
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9.16 ColorRGB

B EMEe By G, FaEM

void ColorRGB(byte red,
byte green,
byte blue);

void ColorRGB(uint32_t rgb);

red e @Ef,. RIAREAN 0~ 255
green K &MEMA, BFIAREA 0~ 255
blue HE@AEME, RMAEEAHN 0~ 255

rgb ALt WMFRERA L. % &,
A LB A 0x000000 ~ Oxffffff

ColorRGB # A A TR X S WMEHLE . X—REeREEANTHALRAR
1k -

GD.Begin (RECTS) ;

GD.ColorRGB(255, 128, 30); // orange
GD.Vertex2ii(10, 10); GD.Vertex2ii(470, 130);
GD.ColorRGB(0x4cc4l7); // apple green

GD.Vertex2ii (10, 140); GD.Vertex2ii (470, 260);
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9.17 LineWidth

R H R F TR

void LineWidth(uint16_t width);

width &30, #1424 1/16 5%

LineWidth 4§ 4 M T1& £ 4 %] LINES #» LINE.STRIP & & &% E - A
#4127 1/16 1% % . PP LineWidth(16) &= 1 R H AT - AMFEETH L,
WA ERERENL TP R BEZGER, MARMEYFZ . B
KO LR AL T R

RKIAFGETALA 4095 - BP 25505 5% -

GD.Begin(LINES) ;
for (int i = 0; i < 136; i++) {
GD.ColorRGB(GD.random(255), GD.random(255), GD.random(255));
GD.LineWidth(i);
GD.polar(x, y, i, i * 2500);
GD.Vertex2ii(240 + x, 136 + y);
}




9.18. POINTSIZE 99

9.18 PointSize

WRE B K

void PointSize(uintl16_t size);

size REKR/, #4214 1/16 %%

PointSize 464 A T8 & & % POINTS B A6 K. E K #EALH 1/16
%%, PP PointSize(16) &= 1 B E A K . EMAZEHT, LR IRE
BB PSR A ER, P2, Ribae) A2 ZEY R .

R RALA 4095 BP 25515 15 % -

GD.Begin (POINTS) ;
for (int i = 0; i < 136; i++) {
GD.ColorRGB(GD.random(255), GD.random(255), GD.random(255));
GD.PointSize(i);
GD.polar(x, y, i, i * 2500);
GD.Vertex2ii(240 + x, 136 + y);
}
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9.19 RestoreContext
W B FIRFA RAT R A GRS

void RestoreContext(void);

AW L B &AM A BRI (graphics context ) - @ SaveContext
¥ X—BMEEHME— &M, ™ RestoreContext 15 4 A T 4§ B M IRF %
BEAR—EmORE

REXFEE RS A & . ZABIRRART IS

B AR AR A
#HYE MK AL AlphaFunc
{2 )4 BitmapHandle
B4 R4E %% BlendFunc
LB %L Cell
FHRBFZEHM  ClearColorA, ClearColorRGB
FHRABMAL  ClearStencil
HHRARZMEL  ClearTag
EXHEEZEM ColorMask
£ BEB & ColorA, ColorRGB
% LineWidth
B K] PointSize
HWIEME 2 ScissorSize, ScissorXY
EHRAAM I FE  StencilFunc
B EFER StencilMask
BRBEAE  StencilOp
W EZMR  TagMask
##EMA  Tag
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9.20 SaveContext

& B IR

void SaveContext(void);

AR L7 B P8 5 & 48 ) B 335 ( graphics context ) - SaveContext
EAMTHRX—BHESBM—r&MH, @ RestoreContext ¥ B M IRHE Ik
BEAZR—FMORES -

WHITE

WHITE AGAIN

GD.cmd_text (240, 64, 31, OPT_CENTER, "WHITE");
GD.SaveContext () ;

GD.ColorRGB(0xff0000) ;

GD.cmd_text (240, 128, 31, OPT_CENTER, "RED");
GD.RestoreContext();

GD.cmd_text (240, 196, 31, OPT_CENTER, "WHITE AGAIN");
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9.21 ScissorSize

BREHRWEN T atg R+

void ScissorSize(uint16_t width,
uint16_t height);

width RWEBFoOTE, FEHEE, BRMELEA 0~ 512
height RWEMGo®IZHE, FEAHBKE, RMALEA 0~ 512

ScissorSize #A4 A TR EHWEM G OO RTHE . RIEHK G AT
BB BARAAE—ANBTHELNRRF .

GD.ScissorSize (400, 100);

GD.ScissorXY(35, 36);

GD.ClearColorRGB(0x008080); GD.Clear();

GD.cmd_text (240, 136, 31, OPT_CENTER, "Scissor Example");
GD.ScissorXY (45, 140);

GD.ClearColorRGB(0xf88017); GD.Clear();

GD.cmd_text (240, 136, 31, OPT_CENTER, "Scissor Example");
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9.22 ScissorXyY

REBWEN GO L LA EIRIZE

void ScissorXY(uinti16_t x,
uint16_t y);

x RWEMGToGLLEAY £ HAE, BEREA 0~ 511
y BRWEHEGoe L LAYy Hsdr, BRELEAN 0~ 511

ScissorXY 4 M TRERWEM T e r LA LIREE . RWEHNE
O TR R EERA AT GEY T .
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9.23 StencilFunc

& AL AR MK ) A

void StencilFunc(byte func,
byte ref,
byte mask);

func KEHEMRMXIEIFG IS X, T#%{AH . NEVER - LESS
LEQUAL - GREATER » GEQUAL - EQUAL . NOTEQUAL 3
ALWAYS

ref XA THEGERAEME, REAEEA 0~ 255

mask S1EEM. BZERASALALMNAT I E ref FEGBEMMRITE
B, BALEAN 0~ 255

StencilFunc 154 A Tz 4l B AR MXBEE . L4 E, ErMXsSE A
THE—AMEE, wRMNAERARRY, GHREETELS . KZE func A
ALWAYS A R4 AGE L (BPARER) -
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9.24 StencilMask
KR TEH B NEE BRI

void StencilMask(byte mask);

mask A AL 45 B BERARE R R 69 2 R ALE) B NRAF

StencilMask #4 A THEH GEREFTRBENEE . G TERE TR A 8
12 K> mask POEF —An iz B % P R 63t AL 6 B AAE AL . . mask
A 0x00 WA 2 AR BN, 7 mask A Oxff HIFHEBRKR B N -
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9.25 StencilOp
R TR B ARAF

void StencilOp(byte sfail,

byte spass);

sfail Z X2 E AR R &Mt s L #4769384F . ZERO » KEEP

, REPLACE > INCR > DECR # INVERT ¥ #%#HL—

spass % X% E AR KA LT LA 4794 - ZERO 5 KEEP

, REPLACE > INCR > DECR # INVERT ¥ #%#HL—

StencilOp &4 A T % 1§ & A # AT AR BN o MHEEABRRE TR .
LR R RGARRMX KB, AT sfail B GH|AF . BLM R,
AT spass 18 L 89 #1E -

GD.
GD.
GD.
GD.
GD.
GD.
GD.
.StencilFunc (EQUAL, 2, 255);
GD.
GD.

GD

StencilOp(INCR, INCR); // incrementing stencil

PointSize (135 * 16);

Begin (POINTS); // Draw three white circles
Vertex2ii (240 - 100, 136);

Vertex2ii (240, 136);

Vertex2ii (240 + 100, 136);

ColorRGB(0xf£0000) ; // Draw pizels with stencil==2 red

Begin (RECTS) ; // Visit every pizel on the screen
Vertex2ii(0,0); GD.Vertex2ii(480,272);
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9.26 TagMask

BEARE B R B NI

void TagMask(byte mask) ;

mask I BALE, LHOBGRBQIFLEESTEALKIE

TagMask 384 MA THEH IR EL B T HIFEFANMEE. S nask A 18, &
G FEEALARE Tag ¥ @OREEAEANNARFIHALFEML. &
mask A 08, KHBRENEEEAETLF LA
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9.27 Tag

R LR H 2 R AR S A

void Tag(byte s);

s A&, BAEEA 0~ 255

Tag 4 A TR —MEF T LAAMEA BB RO EM
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9.28 Vertex2f
EFHEFLEATESHEG

void Vertex2f(intl6_t x,
int16_t y);

x GHEBILEY » BARE. HAEA 1/16 5%
BUA R E A —16384 ~ 16383

y SHBEGILEY g LA, HAEA 1/16 %
BUA R E A —16384 ~ 16383

Vertex2f 384 A M THEZL A ARG ERILE., MLHOAZE S AT
Begin 8 893 £ kT - Vertex2f 48 € F 447 & (subpixel ) %47, Ff¥A
AR 1/16 2% - Frsbksh, RIABFOLHRRBERTERAARGR
B B THRHRTRTRFGES S E 2R K 8-

44| BITMAP Bt Vertex2f 448 & % AT BitmapHandle #» Cell 4§ & 49
1B &AL B £ 50 .
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9.29 Vertex2ii

R LR AGRE LR H AR

void Vertex2ii(uintl6_t x,
uintl6_t vy,
byte handle = 0,
byte cell = 0);

x SR BB EG o AArE, BREAEEAN 0~ 511
y A EBRALE G y AR, BIAEEA 0~ 511
handle fzHE &4, BAELEA 0~ 31

cell

LEET, BALEA 0~ 127

Vertex2ii #6 4 M TH T L BGGRHFLE, MAHOEGEAE G S A7
Begin 4§ & 693 £ kT -

4] BITMAP B, Vertex2ii 478 & handle #= cell 4§ £ 494% 6] 45 fe
{LB#7U. ftT 484 BitmapHandle 7 Cell P9 E M B &, %4 HK
Fote B Rt L ATH & .



Chapter 10
&R

& —3 5 LR A% Gameduino 2 YGPUL#F 8 — L FH R4 . L L35 4547
AGPUTE4T, MAMEIE £42MCU & % 72 T i 2% 'ﬁ&#u‘ﬂ&ﬁ%

FRIAG 2R T EEMS, BHUIRSGET. LTSRS
R T ik EEGPUA G - mBBABRLC TR .

L~%\hﬁﬁﬁ%ﬁﬁ%&xiﬁﬁTuﬁﬁﬁ%%%~% % & 4R
. WEHRIBSHTEF L, FH5 LFTS004 2T 4 .

i

10.1 cmd append

void cmd_append(uint32_t ptr,
uint32_t num);

111
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append {84 A TR A & 433k ptr A4, KEA num F ¥ 894 B34

7. B—7 XS TRIAFASREERER, S THRERARF—KER
154 RE+2ER . RBEOpenGLY 89 L =7 & -

10.2 cmd_bgcolor

void cmd_bgcolor(uint32_t c);

bgcolor #HAM TR E LA EHHEAGHE FE . HARMFHEE— LA
X, TELLXFHEAHFFE (cmd bgeolor ) L&#Hl, HTRXELK
FE AR F & (cmd_fgecolor ) Ll . WH W ILT RAF1E A &RIR GG &.4F
AH % & (cmdbgeolor ) » RANAEFAANFE (cmd fgecolor ) -

10.3 cmd_button

void cmd_button(inti6_t x,
intl6_t y,
uintl6_t w,
uint16_t h,
byte font,
uintl6_t options,
const char *label);
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button 48 4 A T A B #k L 47 (2,y) REF K IHA wxh
89342 . label A TR ELRNYIZE . g’k‘t}\'{k’k‘l‘_
- 3D RGN E T - ¥ options BEA
OPT_FLAT T4 % 2 72D#& R .

10.4 cmd calibrate

void cmd_calibrate(void);

calibrate 44 M FEHFGPUN B X Z X G R ERLF

10.5 cmd_clock

void cmd_clock(int16_t x,

intl6_t vy,

intl6_t r,

uintl6_t options,

uint16_t h, // hours 0-23
uint16_t m, // minutes 0-59
uinti6_t s, // seconds 0-59

uint16_t ms); // milliseconds 0-999
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clock &4 M T & f HAE & £45 (z,y) B H —AF42
Ar QGENGS . ERGEEEh - m . s Foms 15
E o RINKRAET, B—#MHEASDERGIIAL T -
% options %% & A OPT_FLAT T4 £ 2 72D#R -

10.6 cmd coldstart

void cmd_coldstart(void);

coldstart 54 R THAT A 469 RE T E A KIAE -

10.7 cmd_dial

void cmd_dial(intl6_t x,
intl6_t vy,
intl6_t r,
uintl6_t options,
uint16_t val);

dial &4 A T & & HRAG & 24 (v,y) REH —F42
Ar®irELE. val AT REARER LT T AEAL
E. #42 AFurmansA/E - KIAKA T, & —f#44
3D RN W E = - ¥ options X E A OPT_FLAT
TAL L F2DEK -

10.8 cmd_fgcolor

void cmd_fgcolor(uint32_t c);




10.9. CMD_GAUGE 115

fgcolor /A M TREMA THMBEMHHG I T E . AR ELE— 4R
X TEXELKFHEAHFFE (cmd bgeolor ) LHl, HTRXEK
SR A A F & (cmd_fgecolor ) Ll . W HILT RAF1E A ARG 3R & 4F
A ¥ & e (cmd_bgcolor ) » AWM EFAMFE (cmd_fgcolor ) -

10.9 cmd_gauge

void cmd_gauge(intl6_t x,
intl6_t vy,
intl6_t r,
uintl6_t options,
uintl6_t major,
uintl16_t minor,
uintl6_t val,
uint16_t range);

gauge A A T — MR AL, EZELTH
FGELE (zy) & FEA T, BLAEE - najor
Fo minor A TR EMAE LR KRR DZIEML. 5%
i (val/range ) AMAERALRMA. FKIARE
T B AIDARGINNE T - ¥ options &
#7 OPTFLAT T4A L L R2DA R .

10.10 cmd_getprops

void cmd_getprops(uint32_t &ptr,
uint32_t &w,
uint32_t &h);
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getprops 44 M T19 FIGPUL — K & cmd loadimage 154w & &) E h Btk
ptr AX—E R WA, @ (w,h) AR—BRAGRT R, E2AhBE.

10.11 cmd gradient

void cmd_gradient(int16_t xO,
int16_t yo,
uint32_t rgbo0,
int16_t x1,
intl6_t yi,
uint32_t rgbl);

gradient # 4 A T4LH —FR RGBT EH T,
o ARG E 2R (20,90) L8 & rgb0 & ¥ R AL
ERRBELAE (cLyl) RFLTAME rgbl. % T [NAEEEACIELS
cmd_gradient () 8 ARG AZE AN B K GAZE -

10.12 cmd_inflate

void cmd_inflate(uint32_t ptr);
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inflate 484 A T * & B 4B R AT MR G5 £ L 508 B33k prr F - A
%48 45 L R AR R 69 B 4% B . 4544 X 4E A zlib DEFLATE -

10.13 cmd keys

void cmd_keys(intl6_t x,
intl6_t vy,
intl6_t w,
int16_t h,
byte font,
uintl6_t optiomns,
const char *keys);

keys &4 M Todl —H kit M KRG FH
% (chars) WHANFHF#ITHRE, HLEETREE
BEk 2 (r,y) &> KD Awxh. KIAKRET, ¥
—#E A A3DA RIS E R - ¥ options BREA
OPT_FLAT T4 X £ 72D R . #& options & & F 4
E—NFHERDE AT LB ITHEET -

10.14 cmd_loadidentity

void cmd_loadidentity(void);

loadidentity 48 &1 T 44 A% B 35 45 4 A S AT 46 5 238 -
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10.15 cmd loadimage

void cmd_loadimage(uint32_t ptr,
int32_t options);

loadimage 4% 4 M T ¥ — 1 JPEGH A i /E BN £ /4 36 —
W optr FHGFHHEEE, FHRERGREXSERE M o
ELATEE g4 . B R GKIAE XY RGBS65: W %
options & & # OPT_MONO B, #& X% L8. XT
cmd_loadimage () &9 B 1R#424F & W 12 E o) 47 89 A

10.16 cmd memcpy

void cmd_memcpy(uint32_t dest,
uint32_t src,
uint32_t num);

memcpy 4 A TH B AHAEA src, KEH nun F 7 69 33E £ 41 2 dest
T4 8 B Gk =2 A

10.17 cmd_memset

void cmd_memset(uint32_t ptr,
byte value,
uint32_t num);
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memset 18 4 A TN L 433k ptr A4 KEA num F VKB MAEL—EZEA
value -

10.18 cmd memwrite

void cmd_memwrite(uint32_t ptr,
uint32_t num);

memwrite A A TH KM ELEKREN num TV O4IE, # MBI HFHiu
ptr 68 Bk 2 1A .

10.19 cmd regwrite

void cmd_regwrite(uint32_t ptr,
uint32_t val);

regurite 34 A THGPUF A4 & ptr 89{E X T A val -

10.20 cmd _number

void cmd_number (intl6_t x,
intl6_t vy,
byte font,
uint16_t optionmns,
uint32_t val);
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number #4 M T L7 — 8L F val » L FHKd font
wE, REBEATEERERELE (0y) & %
options WE A n B, BHLERFILIT n 2k
F, wREEFY, KFAhe 04 F . Z options 42
% EA OPTCENTERX B, X A¥K KFE+FT E 5.

A OPTCENTERY B, X A¥ EHEFTET. # 0042
OPT_CENTER B, X AKRBEAKFETF, X EAEF R T 00000042
75/m OPT_SIGNED & B B, val 89134 R 54 A &

TREE, BPAMAHAHKN, ARATKEI TR

.

10.21 cmd progress

void cmd_progress(intl6_t x,
int16_t vy,
intl6_t w,
int16_t h,
uint16_t optionmns,
uintl6_t val,
uintl6_t range);

progress #84 A ThMAE K, i TR &G %
B (z,y) & RTA wxh B2A%F. 254
(val/range ) A= Zaf# M. Zw>hi, &
—EHE aKFRH, TR EERH .

10.22 cmd_rotate

void cmd_rotate(int32_t a);
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rotate 54 A T2t S AL B & %5 % & A 32 4% a Furmans A & 09488 4F .

10.23 cmd_scale

void cmd_scale(int32_t sx,
int32_t sy);

scale 454 M T VA (sx, sy) Hofil 3t B AT4Z B T 4B 5 M ATHARE . L&A
BB XA 16.16 T 2F 2%, BFP 65536 &~ 1.0 . mfEAN, ARARE K
F16() THF A FES R A A F T 16.16 92 AH X .

10.24 cmd scrollbar

void cmd_scrollbar(intl6_t x,
intl6_t vy,
intl16_t w,
intl16_t h,
uintl6_t options,
uint16_t val,
uintl6_t size,
uint16_t range);
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scrollbar 454 M T & B #% & 245 (z,y) L& H K
A wx hEFKGEH K. 2%4E (val / range )
AT RELENRRALGILE, Ty MA (size/
range ) A TRERMFRGRT . Hw>hit, &
—EHkaKTFLH,. THEERLSH .

10.25 cmd_setfont

void cmd_setfont(byte font,
uint32_t ptr);

setfont A M T EXHAEAHF FHIES font AT 0~ 15 O FHK. BF
R B BEAE NG ptr R FHRIRE L . AR setfont A, FIRE L
MEGBHBAENET, BEROMLMEEEET . FHRRGKRIAN 148 F
T, BB AE S TH®

Mo bk FCIN i 1

ptr+0 128 HANFHRFHOGTE, $ahhk
ptr +128 4  FHREEEX, Flde L1 . L4 K L8
ptr+132 4  FRTHEE, FEAFT
ptr+136 4  FHREE, ELA%E

ptr+140 4 FHRFHE, ELA%E

ptr+144 4  IEAH T FHREY AL E 09354

10.26 cmd setmatrix

void cmd_setmatrix(void);




10.27. CMD_SKETCH 123

setmatrix 4R TH S AL BA THERL A TREBREET .

10.27 cmd_sketch

void cmd_sketch(int16_t x,
intl6_t vy,
uintl6_t w,
uintl6_t h,
uint32_t ptr,
uint16_t format);

sketch 54 A T AL —RELWLERE. B4

LM Z G AMBRGEELALE. 29 AMASE

T faEegkNd ptr B8, HEELTREERE SKERMNG
A5 (z,y) & RITA wxhe. LEBX (format [FlllieN x
) BRTTAALL T IAN L8 - B4LE#LK — LG
%, AF AP EHBEM cmdstop A HE. X T
cmd_sketch 8 BRI AZE AN % 63 M. ®i 4R
L~

GAMEDINO

10.28 cmd slider

void cmd_slider(inti16_t x,
intl6_t vy,
uintl6_t w,
uintl6_t h,
uint16_t optionms,
uintl6_t val,
uint16_t range) ;
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slider 64 A T2 HH k. HAL B2 T 5 & 4%
(x,y) &> RTA wxh- #%Mh (val /range ) H
TREFRGLE . Hw>hi, T—HB/HKAHK
Findl, TMAFLALH . KINKAT, T—H4H4HE
3D R 6 5h W E = - 4 options & E A OPT_FLAT
TAHLLF2DEAK -

10.29 cmd_spinner

void cmd_spinner(intl6_t x,
intl6_t vy,
byte style,
byte scale);

spinner &4 A TA K — M/ o3, Hl2E AR
FEE LT (z,y) AP S style AT RE% EE
RA&; 0 A=A MsHE, 1 ZAF-E&WsHE, 2 2FH
e, 3ATHEAND . scale AT REHEEA
HRT: 0~24kTdPEX,

10.30 cmd stop

void cmd_stop(void);
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stop A A TAF L B AT EAT6) 5 8 R EA AT R BRE . BikHL
cmd_spinner # cmd_sketch & A %

10.31 cmd_text

void cmd_text(intl6_t x,
intl6_t vy,
byte font,
uintl6_t optioms,
const char s);

text AR T A —XARFH$ s, LFHKd font
%X, REBEETAEREFLE (o) & %
options % # # OPT_CENTERX B, XA KFE F
£, # OPT.CENTERY B, XA¥EAEFTIF, H
OPT_CENTER B, X AKRBKEAKFEF, XEHLETEF. Hello world
x/m OPT_SIGNED #®% BB, val 89E% &R A A4 A &
TR, BPHMAS e, ARAEAANHIE T AR
F . %XT cmd_text() % B4R 4215 % R Hello world
8P .

10.32 cmd toggle

void cmd_toggle(intl6_t x,
intl6_t vy,
intl6_t w,
byte font,
uintl6_t options,
uintl6_t state,
const char *s);




126 CHAPTER 10. & %454

toggle 4 M T & B H& & 247 (z,y) REH—AT
BA whiEORHFX. ERhAixsmigie i d state
%E; 0 RATHEZEAREM, 65535 AT AERAE
M. EirEXARA—FHE, HASCIHF HF4 0xff
. HIAKRAZT, Z&—# 444 A3DRR G5
£ . ¥ options R E A OPTFLAT 7T 4 X & R2D3X
2.

10.33 cmd track

void cmd_track(int16_t x,
intl16_t vy,
uintl6_t w,
uintl6_t h,
byte tag);

track 84 T £ RGPUB IR TAr &84 tag 09% & Ly, Flhtam
i A\GD.inputs.trackval. 2T HHFEE L (z,y) & RTH wxh®
SERE R A THAEBIRORIE . SIRBRA 1 x1 9% F 506, MBEHN
kit g8 2t T AL & (2,y) ¥9Furmansf % > & GD.inputs.track val # fi
ZAKE . AEEBIRA RN T cmd dial - cmd clock & Rz A & & A it bk
#4425 (F4e NightStrike ) +4-5% A -

Frsb oA g, BREHHZBRTA wx h QEHRB KT @@ 4T4
PEiE 3R89 . JLBY GD.inputs.track val 8918 & &G 4EM R ki L% 308
BEH, RBRMEEEA 0~ 65535 - AHWER+T2EMAT cmd scrollbar -
cmd_toggle *AR cmd_slider & £izx4 .

% T cmd_track 8 BARBIAREA R 24 5REHEH A% .

10.34 cmd translate

void cmd_translate(int32_t tx,
int32_t ty);




10.34. CMD_TRANSLATE

translate 484 M T 4% B T 4B fF AT A (ta, ty) 89 FH Tk o
SR KRN 16.16 T &F 5% BP 65536 &A= 1.0 - #1&AL. AA
#F16() THFABMELRAAF T 16.16 9 RAH X .
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Chapter 11

BT 35 A

11.1 begin

void begin();

#1440 Gameduino 2 % . AR HE, FAEM LAIET oD 184 AT
TR —354

11.2 finish

void finish(Q);

KPR AT 045 4 K FIGPU, HFFH LIS SMATRE . %L finish -
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11.3 flush

void flushQ);

BT R s 4 &1\@] GPU. X %454 R 24T A 54154 K EFIGPU,
R RFFIX ’H“’f%’i TRE . £ N flush -

11.4 get_accel

void get_accel(int &x, int &y, int &y);

st Z ik B R B RMARITRAE . BOEZEF A RESY,. 1GHRT
B4 256 « MRFEFRHOKIATQEXL T xBOEFTEAL, vy ES
BMAT, z e E&AiseEERE.

11.5 get_inputs

void get_inputs();

WM get_inputs &> Gamedumo G I B S BT A AR Bt R B I N3
H B X GD.inputs T . Xy )\%’(?& a3 .
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X
y

rz

tag

tag x

tag.y
track_tag
track_value

ptag

11.6 1load

131

Medzis B 69 o fhA AR, BoHARER, (A4 —32768
MEdRAs B 69 o Az, A ARIERT, (A4 —32768
A B AL, AR RRAERY, (A 32767

RRAEAR L, BMAEEA 0~ 255

RRAEAR BAL E 69 o fh A AR
Mediir B E 0 ¢y Fh AR

BT IRz 3% 4] 6 AR AR &

A TRz 4= H] 6 0 fE

KA ELER

byte load(const char *filename,
void (*progress) (long, long) = NULL);

MmicroSDF ¥ % H 4% A filename 89 LA AL, HHLWwBAGPUT . R
RAXEIAE 2 AR R — A RAE . A AR A w0, ST AR A
progress Jf AR & Al A fif 4L B R XA SR KA 54 progress #9 b &
BRESRKRTHEE T B LA2GRA .

11.7 play

void play(uint8_t instrument, uint8_t note = 0);
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BN REEM . LF instrument RN EZER BTN RS RE PG HL—
(p.68) > note HFBLHFMIDIFH5 (p.69) -

11.8 self calibrate

void self_calibrate(void);

AT RO RBAREAS

11.9 sample

void sample(uint32_t start,
uint32_t len,
uintl6_t freq,
uintl6_t format,
int loop = 0);

BAEIA R, BB EAEGPUR G T 69 —BFMRME LM . start AF M
TG 46 HAEAL R len A FMIXAFKR D, RALAF T, freq A FM LA
XH R, £{iHHz; format A FM AKX, T#{E% LINEAR_SAMPLES
» ULAW_SAMPLES #X ADPCM _SAMPLES £+ —. & loop AR EN1, &
X #ATRITRIER - S F PP E R A, THEMA sample - FF A0 H
len 54891 . &, start #» len 5289 1E 2 4889123k -

11.10 swap

void swap(void);
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TR S A EAREGER, FFEBRINNERITET. T—HALAAR
hin B 24 RUG #ATRA -
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Chapter 12

35 R AL

GDEF E L £ #£1FH4 Gameduino 2 B — A3 EHE o, {22kt
ZHCREET —LHERESFRETEROEA K 8 JHH R
u% TR — N TAENFERRFEEERGAREE.

e F OO §E ] Tﬁi’&ur\}ﬂ TEM A M RAAITHRE . EFH P TR
ZMAECPULSEIA Fikiz

12.1 atan2

uintl6_t atan2(intl6_t y, intl6_t x);

arctan y) <0
atan2(y,z) = ¢ arctan %) +m x>0
R E L y=0,2=0

atan2 &R G AR L AFALE (0,0) & @ L A4FLE (2,y) ¥Furmans A
B BEMEAEEN 0~ 65535 - HH# A polar 89HZEH .

135
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12.2 polar

void polar(int &x, int &y, intl6_t r, uintl6_t th);

GHBEBREARFR AARR, AEA th BERA r 9247 (z,y)- th
AFurmans A & - *RE A atan2 WHEF .

12.3 random

uint16_t random();
uint16_t random(uint16_t n);

BE —ANEMNE . e REAR AL, NEATSEEEA 0~ 65535; FXL
TH%n, ZHRFEEED - ENEME r, ZEEAAN (0<z<n) - random()
BREEA — AN BN BRIERRBERESFETF0AE, BAR
AR EEGMAVEE R

2t TR AR LB IT R A FHA P M) B B R BT8R random()
o XERABHRIEE, FAEQEMAKEERH TN .
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12.4 rcos

int16_t rcos(int16_t r, uinti6_t th);

%ok r 5 th ($4iFurmans) #9RZMAE#AITAAR, FRETHHELERGE
FARAAE -

% W rsin > polar -

12.5 rsin

int16_t rsin(intl6_t r, uintl6_t th);

%4 r 5 th (#{iFurmans) @ EZAH#AITMAR, FREHELRGK
F A PIAE

i

%W, rcos » polar -
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B &

AE T ZHAKT fT1E F Gameduino 289 B o #t k 4) # & 5 72 69 5 R AF K -
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13.

1

CHAPTER 13. A% L%

4 &

#include <EEPROM.h>
#anclude <SPI.h>
#include <GD2.h>

#include "tiled_assets.h”

void setup()

{

3

GD.

begin();

LOAD_ASSETS();

void loop()

{

GD.

GD

Clear();

.Begin (BITMAPS) ;
GD.
GD.
GD.
GD.
GD.

BitmapSize (BILINEAR, REPEAT, REPEAT, 480, 272);
cmd_rotate(3333);

cmd_setmatrix();

Vertex2ii(0, 0);

swap() ;
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KPP 69 R4 A E— A 256 x 256 69 B4 LI, 1% % # d Patrick Hoesly! 2]
1% .

1% B 44 BitmapSize ¥ 1% B £ T4 5] £/~ 480 x 272 K-y Rk L, Tuk
BEATHR.

BALGFARAERAE, AT REABBRALIHELER ). BRAMLEEA
% cmd_rotate #®iF—NH %A K - 43333 Furmans A&, K4 418° —
AL E R GH > R RAR AR .

! #FlickrM 35 L2 A # R B AMES, 238 ATCChit -
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13.2 £#HM#

READY PLAYER ONE

ATEAMGHHR, FERKEHAREY . FARAMYHREE D
GRNE (ofy 5@ EERIT—RGS) SH—BEAY, LERATNEE
BRGH—BAY .

GD.cmd_gradient (0, O, 0x0060c0,

0, 271, 0xc06000);
GD.ColorRGB(0x000000) ;
GD.cmd_text (237, 139, 31, OPT_CENTER, "READY PLAYER ONE");
GD.ColorRGB(Oxffffff);
GD.cmd_text (240, 136, 31, OPT_CENTER, "READY PLAYER ONE");
GD.swap();

IABFIERT 3BENREEARLHMY, TRLEF T ERKFHRILEK
Ao T h—aegFk, 182450 RGEAELEL T8,

Rl FZLTARELSZBLE: &
ARZelREBALME R L EAE
FHREARLERLS —R. 2 BA M
A 7 % % % T Gameduino®JLogo, X A
T 50%%9 3% A kA2 B B 89 2R -
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13.3 EABH K

NIGHTSTRIKE o NIBHTSTRIKE oo NIEHTSTRIKE
> /4 / 4
// // g i 4

4
e - A 4/ e

EN R —HBRHATRERECHOER. EAFNZERF L RT LY
AAPHR, SREANBNLERELZTRY . EP -2 EEAKRGS
HERGH AR FRKR N, AL B AT 4 69alphafh k 9 LA E 69 &%
Ko TAAphaty KRR TREAGAE S KBREHRELELET, IHERELE
#f ¥ alpha X AL 0 LFH2] 255, ST A LAY FHLRGR .

VAT 2 NightStrike ) — B AR, %A E 7 T 4T £ G 47 A 3 & & 3 L
BB Z e k.

GD.TagMask(0) ;
GD.ColorA(fade) ;
GD.ColorRGB(0x000000) ;
GD.Begin (RECTS) ;
GD.Vertex2ii (0, 0);
GD.Vertex2ii (480, 272);

EE ) TagMask @4 G ARE EAMBAZEGETF . WREAKZ
b, BAENRIGEN B LR EMA CHG L ORBARE
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13.4 #HEEMH

HAEABRBMBREA T FREDRGES, ARG EHIRLEN AR,
BPas tzadaet TRAHIBEMBAITTESL. WRANEN LA,
RS DIF R FW . B Riem EM IR ELLER ATLAaHSE
E AN A — Ak s gk .

% Gameduino 2 PEFHABMA RN FEX—, RAR—WRAMA %/~
TR FRE LB — Ak, EIXA “chess” WETRAZFF, MTEEY
#¥ %2 % OVERSAMPLEZ &4z 4169, H A& ZEN 8. BLREXRBRXMEHLENR
AR S LAY, F—ARMBIAGAEMOESRE. wik—%, 8 Mt
F ity BRI ORABHIEZ LT A T EBGMTZE

GD.ColorRGB(Oxffffff);

GD.ColorA((255 / OVERSAMPLE) + 50);

for (int j = 0; j < OVERSAMPLE; j++) {
byte linear = 255 * (i * OVERSAMPLE + j) /

(OVERSAMPLE * MOVETIME - 1);

byte scurve = sinus(linear);
int x = x0 + (long) (x1 - x0) * scurve / 255;
int y = yO + (long) (y1 - yO) * scurve / 255;

GD.Vertex2f(x, y);
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13.5 &b

AERABRAZE T 7GR TR . XERBLET 1000 NMEAAZHY
81 EWAM, AL% A T BlendFunc %%k . ZRIEZXETHENME
MREEFEFOREHITE . ARABAYRHNAET, MEGEAEAGR
& A 4h %k & (0x00££00) & 4848 A 69 & — A % 49 % & (0x60c030) -

TG ek, EMEREMNGAMVRAZZEY . M TREERE
0x60c030 — L& T4 &, ek Eghe -, HF—RENSHAT2LRE R
ARR—., TEAEIMRFERLT, B—MERLH 6 RIERETREEG
@ Oxffffff, WERLETHERT -

GD.Clear();
GD.BlendFunc (SRC_ALPHA, ONE);
GD.PointSize(8 * 16);
GD.Begin (POINTS) ;
for (int i = 0; i < 1000; i++)
GD.Vertex2ii(20 + GD.random(440), 20 + GD.random(232));
GD.swap() ;
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13.6 SR BT 45 F]

RERBELRZXET —AMARADA Ix1 B FY L84 HE . Eb& K (ONE,
ZERO) MR ZE—PMHEEHHLBS . S EZMNZAFTHE, HEHBAEL +
P -8B MmET, RGBEEWEAXZL L AR E .

B RAIFALE G LA KPR E A T60x30 4% - XANE%RA 60x30
RAOGIEEAMEE L AR EE S . ZHEGE, HFRIER vertex 4 #] 6 i 12 A7
AR—ANECEHT .

R RERGERESANAFT AR TR RECTS 44 . B4, B
WHEHMEAR ARG SN RITALEEZE 6030, MEAFIEFE D
GTFRRLE. FATRILET, AHE—A Vertex2ii ML H — 4%
%, @i RECTS ¥, H#—MEM F E8 M & Kvertex -

GD.BitmapLayout (L8, 1, 1);
GD.BlendFunc(ONE, ZERO);
GD.BitmapSize (NEAREST, REPEAT, REPEAT, 60, 30);

GD.Begin (BITMAPS) ;

GD.Vertex2ii(10, 10); // each vertex draws a 60X30 rectangle
GD.Vertex2ii (110, 110);

GD.Vertex2ii(210, 210);

GD.swap(Q);
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13.7 —441 K

GD.BitmapHandle (SPECTRUM_HANDLE) ;

GD.BitmapSize (NEAREST, REPEAT, REPEAT, 512, 512);
GD.Begin(BITMAPS) ;

GD.Vertex2ii(0, O, SPECTRUM_HANDLE);

RBERAER T AT 512x1 B 6k B . EABRGEN—
ANRGB565 (2 B K BABAMLEL T .

BitmapSize 4§ 4 B4 REPEAT A& T H#AT T4 . dTIEAGFHAE
E—NMMy&k, CAEB—ITHRBTTER . KMNPESTEM—DP—%LE X
B, AFTAMNHE AT Ao dedt . ATHER—MIEZT 03268 %ES
80° mFEIEHFENLER.

r’
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13.8 %M &

GDAMEHR —NETTRTHHM S4Bt R Poly. o RERBH —
N AR, BRERAM begin(O) Tk, X EBEAKSUHBOT AERTFH
FAARRRERSL v Fik. ZEEA drav) RS ATRAE TR Z AW E%
# .

BIRPRERAT 4AME, PEFLESIHBEZETALE 16 ATE.
BT AR K, HETAR— AT B RRTLEH -

Poly ¥ %M AT — AP 69 EZ TP RERTTE S U MO RE . RET
1M % AR & feAlphati X B A % 4 M6 A, EA L 42F POINTS R A&
LINES +42 &4 .

GD.Clear();
GD.ColorRGB(0xf3d417);
Poly po;

po.begin();

po.v(16 * 154, 16 * 262);
po.v(16 * 256, 16 * 182);
po.v(16 * 312, 16 * 262);
po.v(16 * 240, 16 * 10);

po.draw() ;
GD.swap();
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12 & fo POINTS ## LINES 7 E R, $ M HARAMNLERITFELRX
W, XERTSUMWORLE LA ENES. BAFTEAI—RZASIHBHY
S ERRYHEERL% . SLAH APoly %8 % ik outline(), — AT EE
h4% Wit LINESTRIP k4 # T k.

GD.ColorRGB(0x000000) ;
GD.LineWidth(3 * 16);
po.outline();

142 cobra 1 M T XANE) 7 ik, BRM Poly &% T 3 4M, G X q%
RRCEC S S AR AR R
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13.9 EAT i) A4,

RABLTMRARTRAANAEE, TAATUAEAFFTERNOBABLERE -
F AL sprites ¥ — /A5 28 12 % - Alpha 50%8 2 & 5% A &AM A THH T
XAEGH & .

GD.ColorRGB (0x000000) ;
GD.ColorA(140);

GD.LineWidth(28 * 16);
GD.Begin(LINES) ;

GD.Vertex2ii(240 - 110, 136, 0, 0);
GD.Vertex2ii(240 + 110, 136, 0, 0);

NightStrike 725 P A B @ WmE AT ZAKFR BT AR RS HEE
% . ﬁﬁt—‘/l\101’%??%5%%@&%1"?77%23&% R, mEARENIE TS
7 & BB BB 50 —45A 0B FHEFE, %A A% EOREBE.
A ﬁﬂ/\—F%?/tﬁ'i' TANBHRTE .
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13.10 # Bk (vignetting)

Eik RABHV T —FBBELDARLORR. LFZEAFRIE ZoEN
T AN EE . ZB R KRG Z — 4 480x272 1254 L8 A4 # T B
s MR 3 %RE AR

WwRAGELHINMIA, ﬂ%Aﬁ@Léé%L%A% i A 2 & 4% 4
GALE, MAEB % F ., BAGREERTABIGZBRZBIZS, &
T3 3 ColorA k& T 4o B &g Ri&E W .

GD.ColorA(0x90) ;
GD.ColorRGB(0x000000) ;
GD.Vertex2ii(0, 0, VIGNETTE_HANDLE, 0);

lﬁz%@%ﬁ%%&ﬁt§%$ FTARM R LT BER &
RIS 6 Bvh . Hode— A 240x136 % &8 %Bﬂw_@%w/\ 480272 f?ﬁ?éﬁ
u@ﬁm%aﬁtﬁﬁﬂﬁi%,ﬁ%ﬁ%R5HTE%Wﬁi*%méo
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13.11 %% BT

#ih —ARL, BERECHRGE ST E L, RADHERT 08 AR
4% . Gameduino 289GPU% LT AL e B T, AR LML L
TEBAERA . RTAFB—ANELEGIELIF LR R2xFERAT-145, %
#EA cmd_scale LT A F AR - KA+ HK cmd_translate A A R EH
RTAABGEE, ARESHSG P ORHAER TGP L. AZXAMHFF. A
A 32 % FR, AR ZE ¢ =16 L TR

1

GD.Begin(BITMAPS) ;

GD.Vertex2ii( 0, 10, WALK_HANDLE, 0);
GD.cmd_translate(F16(16), F16(0));
GD.cmd_scale(F16(-1), F16(1));
GD.cmd_translate(F16(-16), F16(0));
GD.cmd_setmatrix();

GD.Vertex2ii( 30, 10, WALK_HANDLE, 0);
GD.swap();
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13.12 #Ek53%%

Gameduino Zéﬁﬁﬁﬁfrlfﬂélxiﬁ‘?—w Bfe A& % 4 . A 2atefT2iL LA
AR ARGBABRGHERER? ZREFTHE - L4AHLRK.

"/\ﬁﬂlkéﬁﬂﬁf’tmﬂ/ﬁ‘éﬁhﬁ@ %ﬂi% ZEMP— R EFERRA
;IR e S“T’T‘ ?? ek Rk, BHRFE YA &g RE.
kﬂ\%ﬁié’)li #%TU\%‘%/I\%?’F—‘/\%%% @5

TRYERAOIGERLEZREANLAL - —MEaBeABkF— A
w AMEEMEE A
X AP % %% 7 k4T AR T POINTS, LINES #= RECTS ¥ .
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13.13 R 8912 & &
b=

st F AR KA % 7 0% Nick Criscuolo sk #.. & # A % A Gameduino 2% A
B AREINE otk . 811 £ A F B . & Zardoz B ¥ . BT A ¢ B A
RARAEAY R0y 7 KB 8 . EHE—MABIA,. HERAATRE R
LR FEAMIBY R A

GD.cmd_scale(F16(2), F16(2));
GD.cmd_setmatrix();

TR ERARFBFTOENGERTRTARZLE 22 AR . B %
BT HRGFRSPHETHT 240x136 (Gameduino 2 4974 29 £ % 480
x136) -
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13.14 XEZRBI

&

XEBMHERALTO 8090 F KA. HA Lot Hzrag s &4, TR
ACRTETELLHENE . B xEA&E. FA-NBEABEKR T4
FAEXOEPAETRERRENHBE. AN — LG FERARG AL
BMEMME . Gameduino 2 AIEF R ENFRAEF RGLH L&, AR
TR GEMERFRELB S X

Afmde R A AR REFHER, DHMAELEERERT . 2 FEHBGR
RBAR LA RO R . BAEZE S RAY LI . 84%5 dravgame ()
R, AERARLHAFLEMAGAEL, L EHEARAFTRGELEER
WA ZRERITEE . F—FO8%P. REAZABTORT. AFE
TR ERERHITH AL, LG WENA dravgame() - HF =T LHGEEALE
TAEME, ERXAFXEERNTEARR, BEATR@GAK . XRT LS
G, PR AAAERT OB BR .

GD.Clear(); // Clear to black

GD.ColorA(0x30) ; // Draw background glows
GD.LineWidth(48);
drawgame () ;

GD.ColorA(Oxff); // Draw foreground vectors
GD.LineWidth(10);

GD.BlendFunc(SRC_ALPHA, ONE); // additive blending
drawgame () ;
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CHAPTER 13. B &

A T A A A A A A
N N NN
F
I,
A AT AT AT A A T A A
N N NN MMM NN,

b

A S
D

e A Y e e
AR A KA

A R

Lttt

¢l

FRAMNAZARBEN—BHELETIE, FHAOBERHEZE LE TR

fmZ b, REARETHIRAEIEY o S b

R AL AR A R Rl AE 89 7 ik %ot

B . cmdmemwrite HEIWE 8 MNFFMARGWEEE ANAARLHIN 09
BRI P o Z 2 H a6 B RAK A A picture[] T - “Ob” AT4L A T B
A—#HFEAT. B, BAELFERXAN 8x8 L1 XL A A BN &Y ¢

Foy £T4

GD.cmd_memwrite(0, 8);

static const PROGMEM prog_uchar picture[] = {

0b01110111,
0b11100010,
0b11000001,
0b10100011,
0b01110111,
0b00111010,
0b00011100,
0b00101110,

GD.copy(picture, 8);

GD.BitmapSource(0);

GD.BitmapSize (NEAREST, REPEAT, REPEAT, 480, 272);

GD.BitmapLayout (L1, 1, 8);

GD.Clear();
GD.Begin (BITMAPS) ;
GD.Vertex2ii(0, 0);
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B A

AENBTEAZRGBANBEKR, LE/GPURF A

T A R4 K — 18 Alphail it 42 4| 77 &8 i .

159

o Al B —1F) o) ey 4
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14.1 Alphaé-&

IAARGt4 2N aeaRBE, — AN YERERABf—4 cnd_clock
AR GG B4 AR .

GD.Begin (POINTS) ;

GD.PointSize(16 * 120); // White outer circle
GD.Vertex2ii (136, 136);
GD.ColorRGB(0x000000) ;

GD.PointSize(16 * 110); // Black inner circle
GD.Vertex2ii (136, 136);

GD.ColorRGB(Oxffffff);
GD.cmd_clock(136, 136, 130,
OPT_NOTICKS | OPT_NOBACK, 8, 41, 39, 0);

19 % 4o RARFE A L Hm—ANJPEGHK R 69 % 096915, S RAHAKBE .

s
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TR, ZeRA%ETEOEKRG LR . »REF P CRAETAEN
&, ¥ EmARERERT . RENE—FMAIHE . 4 Ralpha% it -

B #& L& A% & AR — A~0-2558alphafd . X Aalphaft @ & #= 7 & %
R B A . —Ackitalpha®k h G AEFELE, BACHLITL, @
BERXL®ma%&RB%. M ColorMask # 4 T A AW R Z Lt &%+
Fealpha%k /P 89 5 L . ZAFARE R BB H Zalphak b+, B 1%
J BlendFunc(DST_ALPHA, ONE) SFMLxt A&k LA G FOREGBEXNSH . £
416, R Aalpha%k FAERNA 2L Bk

LHRREMOT TS, AALM ColorMask H#E LR EL+F 5 N,
Z & % BlendFunc B A— A7 ¥4 X & éjalphafd & # & Nalpha% i+ 4 %
. REFZERKRREEGET®XEN ONE:

GD.ColorMask(0,0,0,1);
GD.BlendFunc (ONE, ONE_MINUS_SRC_ALPHA);

LA Fo Z AT — A IR ] SRR

GD.Begin (POINTS);
GD.PointSize(16 * 120); // outer circle
GD.Vertex2ii(136, 136);

IHRBEIE, A EAAMAELScAEARALE. BALEXBEEFLEAS
#ehalpha% P, BATALEZRT G . L5 AFENTE R REEXLE
AR EIMCELHNGT AL E, PKRASEFTELEN ZERO:

GD.BlendFunc (ZERO, ONE_MINUS_SRC_ALPHA);
GD.PointSize(16 * 110); // 4nner circle
GD.Vertex2ii (136, 136);
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J& B4 42 #H 89 R ARAE R ONE 89086 B T 34T T 24

GD.BlendFunc (ONE, ONE_MINUS_SRC_ALPHA);
GD.cmd_clock(136, 136, 130,
OPT_NOTICKS | OPT_NOBACK, 8, 41, 39, 0);

I EgHEAEIE. BA ixﬁﬁﬁﬁ'&ﬁ%ﬁ/ﬁ-%iqﬁu—?@
%MM%kﬁéﬁiTﬁR(}B W H . f2% Ealphak b L. &4
ATATORAE.

—F AL E ANalpha P EA TR, REBEALLH —NERG X E
SR FEIR. TR, wRRXEELEZ2MARTT, FRAILETHLEKR
BARFREANT DSTALPHA, A —sk, HH{E K] 3tk A Talphak
7.

GD.ColorMask(1,1,1,0);

GD.BlendFunc (DST_ALPHA, ONE);

GD.ColorRGB(0x808080) ;

GD.Begin (RECTS) ; // Visit every pizel on the screen
GD.Vertex2ii(0,0);

GD.Vertex2ii(480,272);




14.1. ALPHA® &, 163

TR 4= T
GD.Clear(); // now alpha is all zeroes
GD.ColorMask(1,1,1,0); // draw tree, but leave alpha zero

GD
GD

GD.

GD
GD
GD

GD
GD

GD
GD
GD

GD

.Begin(BITMAPS);
.Vertex2ii(0, 0);

ColorMask(0,0,0,1);

.BlendFunc (ONE, ONE_MINUS_SRC_ALPHA) ;
.Begin (POINTS) ;

.PointSize(16 * 120); // outer circle
GD.
GD.
GD.

Vertex2ii (136, 136);
BlendFunc (ZERO, ONE_MINUS_SRC_ALPHA);
PointSize(16 * 110); // inner circle

.Vertex2ii(136, 136);
.BlendFunc (ONE, ONE_MINUS_SRC_ALPHA) ;
GD.

cmd_clock(136, 136, 130,
OPT_NOTICKS | OPT_NOBACK, 8, 41, 39, 0);

.ColorMask(1,1,1,0);
.BlendFunc (DST_ALPHA, ONE);
.ColorRGB(0x808080) ;
GD.
GD.

Begin (RECTS) ; // Visit every pizel on the screen
Vertex2ii(0,0);

.Vertex2ii (480,272);
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14.2 Slot gags

Slot gags #—MNFEFEXZRA TRANALEZESERAE —RGHBHEAR L. AKX
i slot gagtg ]+ + . %A1 Gameduino®y 1z Blogo®yalphak /& A T 255,
Mt LT R EA0. XERE—ATU AL, B BlendFunc ¥4
4% B (DST_ALPHA, ONE) . #w3dt—3k. alpha%k s &4 Z kB4 A
%, XA% A A falpha’k /¥ A 255 693 A Ao dlth & . KL RAZLHFE
— At B &G IR @ AR

GD.Vertex2ii(240 - GAMEDUINO_WIDTH / 2,
136 - GAMEDUINO_HEIGHT / 2,
GAMEDUINO_HANDLE) ;

static int x = 0;
GD.LineWidth(20 * 16);
GD.BlendFunc (DST_ALPHA, ONE);
GD.Begin(LINES) ;
GD.Vertex2ii(x, 0);
GD.Vertex2ii(x + 100, 272);
x = (x + 20) % 480;

1 1, Steve Wright ¢ “Digital Compositing for Film and Video” — 4 -
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ZREE SO N

14.3

A BRI ARIER T F2Z ATslot gagsta ML K . 2L, X AR{XAEalpha%k
FRLE . G- B8 W EBAEAREMNRERLARE R, 2RO TENR
J& @ aplha%k it kT -

GD
GD

GD
GD

GD

GD
GD
GD
GD

.BitmapHandle (STRIPE_HANDLE) ;
.BitmapSize (NEAREST, REPEAT, REPEAT, 480, 272);

.ClearColorRGB(0x103000) ;
.Clear();

.ColorMask(0, 0, 0, 1); // write A only
GD.
GD.

BlendFunc (ONE, ONE);
cmd_text (240, 136, 31, OPT_CENTER,
"STRIPES ARE IN, BABY!");

.ColorMask(1l, 1, 1, 0); // write R,G,B only
.BlendFunc (DST_ALPHA, ONE_MINUS_DST_ALPHA);
.Begin (BITMAPS);

.Vertex2ii(0, 0, STRIPE_HANDLE);
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14.4 Alphai% 1k

RT A% B — A & A1k 7T Kk #9alphad a J $6g T M £4F . 3L
PAINT_ALPHA() &= “/alpha%k /¥ ¥ % #|”; @ CLEAR_ALPHA() M &= “Jalpha%
oA R

#define PAINT_ALPHA() GD.BlendFunc(ONE, ONE_MINUS_SRC_ALPHA)
#define CLEAR_ALPHA() GD.BlendFunc(ZERO, ONE_MINUS_SRC_ALPHA)

GD.ClearColorA(0x80);
GD.Clear();

PAINT_ALPHAQ) ;
draw_left_circle();

CLEAR_ALPHAQ) ;
draw_right_circle();
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[ 4 B A

14.5

EFEBRRE—/MEA Vertex2ii £ #1869 128x128 /2B . A% AL LR
QR L TR RO R ANG . SHXHBAHLGHIET,. & kikalpha®k
FRLH AR AEL, LBEAARXNEH R ERALBAGZAE, RAEA
BlendFunc &%k -

Aa¥zrEZHTRAGREE, 2G4 GE. r REAIRAFTH, &K

EAK, BAELEHEK.
GD.Begin (BITMAPS) ;
GD.Vertex2ii( 52, 50); // left bitmap
GD.ColorMask(0, 0, 0, 1); // only draw A
GD.Clear();
int r = 20; // corner radius
GD.LineWidth(16 * r);
GD.Begin (RECTS) ;
GD.Vertex2ii(300 + r, 50 + r); // top-left
GD.Vertex2ii(300 + 127 - r, 50 + 127 - 1); // bottom-right
GD.ColorMask(1, 1, 1, 0); // draw bitmap
GD.BlendFunc (DST_ALPHA, ONE_MINUS_DST_ALPHA);
GD.Begin(BITMAPS) ;
GD.Vertex2ii( 300, 50);
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% 6 dx 4

BERRBEEALHT2RARIOFFAA, REHAG AT LBTH
Fbutton() %44l & Talpha%k i F . M KA & & )G >~ 47 italphaill @ % 4 7T

e

GD
GD
GD
GD
GD

GD.
GD.
GD.
GD.
GD.
GD.

GD.
int x0 = 160, x1 = 240, x2 = 320;
int yO = 656, y1
button(x0, yO, 1); button(xl, yO, 2); button(x2, y0, 3);
button(x0, y1, 4); button(xl, y1, 5); button(x2, yl, 6);
button(x0, y2, 7); button(xl, y2, 8); button(x2, y2, 9);

cmd_loadimage (0, 0);
load("tree.jpg");
Clear();

ColorMask(1, 1, 1, 0);
Begin(BITMAPS) ;
Vertex2ii(0, 0);

ColorMask(0, 0, 0, 1);

136, y2 = 216;

.ColorMask(1, 1, 1, 1);
.ColorRGB(Oxffffff);

.BlendFunc (DST_ALPHA, ONE_MINUS_DST_ALPHA);
.Begin(RECTS) ;

.Vertex2ii(0, 0); GD.Vertex2ii (480, 272);
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button() HE B ALK T —AaeEH, REERFERGF -/
M. ®E1EMA cmd_number # 4 £ 4L F {4, OPT_CENTER 54k UKL EH
EFf LT

static void button(int x, int y, byte label)
{

int sz = 18; // button size in pizels

GD.Tag(label);

PAINT_ALPHA(Q);
GD.Begin(RECTS) ;
GD.LineWidth(16 * 20);
GD.Vertex2ii(x - sz, y - sz);
GD.Vertex2ii(x + sz, y + sz);

CLEAR_ALPHA(Q) ;
GD.ColorA(200);
GD.ColorA(200);
GD.LineWidth(16 * 15);
GD.Vertex2ii(x - sz, y - sz);
GD.Vertex2ii(x + sz, y + sz);

GD.ColorA(0Oxff);
PAINT_ALPHAQ) ;
GD.cmd_number(x, y, 31, OPT_CENTER, label);
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14.7 &4t

B Stk Al dFlogoty i B . X B AT »fialpha%ﬁ:z“l’“?7 2 T — A 128x1 69 ¥
T, ZHTEKFIOLER, A3 4B SR

Z G R A ML B T tflogoa Y & L 4T T 8045, AT A QI AR A
% 154 W . G RBE T PR R . )G 89K HFlogotYalphaid i i F
LA t9alpha M & 43 5 A Blalphak i+ F -

KRB RAFAL R T K MASK_ALPHAQ) > % % 8918 A & Jlogo#9alphaill i 4=
I 69alphatk 18 24T e k4R 1F -
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"G — ¥ KB4 B logoid Talphatk i+ 4 Hl % -

#define MASK_ALPHA() GD.BlendFunc (ZERO, SRC_ALPHA)

void loop()

{
int x = 240 - GAMEDUINO_WIDTH / 2;

GD.BitmapHandle (GRADIENT_HANDLE) ;
GD.BitmapSize (NEAREST, REPEAT, BORDER, 480, 272);

GD.Clear();
GD.ColorMask(1, 1, 1, 0); // don’t touch A yet
GD.cmd_gradient (0, 40, 0x505060,

0, 272, 0xc0c080);

GD.Begin(BITMAPS) ; // top bitmap
GD.Vertex2ii(x, 80, GAMEDUINO_HANDLE);

GD.ColorMask(0, 0, 0, 1);
GD.BlendFunc (ONE, ZERO);
GD.Vertex2ii(0, 180, GRADIENT_HANDLE);

// invert the image
GD.cmd_translate(0, F16(GAMEDUINO_HEIGHT / 2));
GD.cmd_scale(F16(1), F16(-1));
GD.cmd_translate(0, -F16(GAMEDUINO_HEIGHT / 2));
GD.cmd_setmatrix();

MASK_ALPHA() ; // mask with gradient
GD.Vertex2ii(x, 190, GAMEDUINO_HANDLE);

GD.ColorMask(1, 1, 1, 0); // draw the reflection
GD.BlendFunc (DST_ALPHA, ONE_MINUS_DST_ALPHA);
GD.Vertex2ii(x, 190, GAMEDUINO_HANDLE);

GD.swap();
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15.

1

CHAPTER 15. A& T 4

L&, 4% A

{

}

{

GD.

#anclude <EEPROM.h>
#enclude <SPI.h>
#anclude <GD2.h>

#1include "mono_assets.h"

void setup()

begin();

LOAD_ASSETS() ;

GD.
GD.
GD.
GD.
GD.
.Vertex2ii(0, 0);
GD.

GD

void loop()

ClearColorRGB(0x375e03) ;

Clear();

Begin(BITMAPS) ;

ColorRGB(0x68b203) ;

BitmapSize (NEAREST, REPEAT, REPEAT, 480, 272);

swap() ;
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sk B R 69 9% B 1%k B T Patrick Hoesly & 1169 £ 4E 4032 .

—MHE LT, XA E R 2 M RGB565 AL . Rk B A X KE KR AL
TR#Ae, 2LESRAERTUEN L4 AKX KRG, wb—F%T L
FHBR Y AEKEANE (AABARXEXNRG ARG S RAELEA LGS
BitmapLayout ) - BAMRLEE R BB ERLERAFT, AEHRELTL
D HAF B R A &0 BRRGBEE - A KM E, KL EH 0x375¢035 W
ELE B A 0x68b203. X ERIERERAEELE, FEENLE, FELAL

EZhamaRLE .

GRFORBE LG REFTRREGEE, LGEH LA HERBRAXEYRE
SHlb k. IR EEFRWOBARAEARRRY, EHFHTREGAR
. ZTA128 x 128 89 LA 12 A& TKBé’JI"]ﬁL

Mt Z sh, RETRAERFEITHMEMEALTZERTZE, 248K
RATF EARERRKITT -
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15.2 A#E 6 L2 & X

Gameduino 289GPU L #ZFH = £ &4 X . L1, L4af18. RE&RRAZAH L2
KR, 2L BTRRAHFTAFE R . AT LB R E R %% R
AL LLAZ A, Ed— BRI, B —AF6 a1

VAL 24 ABEBR A EBAD TALE L5004 1%, {2 H 4 454 ABE_HANDLE -
B ETOP H 420, ZBETIPAHEALL. RBELELHTZRBR . A
MR 57 ¥ AL B B Blalphatk ¥ F . @ = R4 Kalphak b TA T
m.
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SRR B &R ColorMask A THELZFHEAN. X EHK HiE
M alphafi Oxaa &7, &4zl A 0x556 &5 - X343 2| Talphatdf=242% %

Z e R XA
ZiL  f&k4Z  alphafd

0 0 0x00
0 1 0x55
1 0 Oxaa
1 1 Oxff

GD.ClearColorRGB(0x00324d) ;
GD.Clear();

GD.ColorMask(0, 0, 0, 1);
GD.Begin (BITMAPS) ;

GD.BlendFunc (ONE, ONE);

GD.ColorA(Oxaa); // draw bit 1 into A
GD.Vertex2ii(240 - ABE_WIDTH / 2, 0, ABE_HANDLE, 1);
GD.ColorA(0x55); // draw bit 0 into A
GD.Vertex2ii(240 - ABE_WIDTH / 2, 0, ABE_HANDLE, 0);

// Now draw the same pizels, controlled by DST_ALPHA
GD.ColorMask(1, 1, 1, 1);

GD.ColorRGB(0xfceda8);

GD.BlendFunc (DST_ALPHA, ONE_MINUS_DST_ALPHA);
GD.Vertex2ii(240 - ABE_WIDTH / 2, O, ABE_HANDLE, 1);

GD.swap();

REH Vertex2ii I A MAL AL AL HGAN T4HE, 2&dF

BlendFunc % % %1% & M 4 T (DST_ALPHA, ONE_MINUS_DST_ALPHA)
Bt AWKASE T, RamR 9 Zalpha%k b+ % & 2%

L EAH
o o Ve
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15.3 4 & &9 & (matte)

NightStrike # 3%, ¥ PTi% H 69 35 i & — A €, SalphaB B ey £ &4 B . B4
AT IHRA HDEALME X IFE E SalphaB B G AKX, 22T ABELTER
AL B 5 B R — A WA (matte) kEKk . L —MRR Kk alphaid i, 5 —
MRAFAR -

Y

I

U ERAMMLBAL L4 B XEBANRG, AL B B B es Bk, L4t

¥ ColorRGB XEMNZ & . BABRGURAMARMMBEZYORBFET, I GEA
=B R RBAT S R ER

R —)
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15.4 mFo#HFE
1 NightStrike %%, , BEAAE93 S1% A T AM1001% % T4 RGBAA B K -

MAAMNKE T LERNROOIRNERN T A AW HS . BAT
FORARRE, IS ARERPH, —Smy LOREAF LI RA P
iEE . TAEZIAHS PR HERAING—F . MTF50%%. &
FHEESRIA, AEA cmd_scale ¥ HALE %R B RIHYGRTHTAT «
18 R R B PEE, TAT A75%Y AHEAE -
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15.5 8{zE B &% X

T REHE R kL, 16426912 B 4 X 4= RGB565. ARGB1555 ## ARGB4 7
AN . EANMIZETAHEKEN, AR BAFEGIRGELT A~
AR KE.

TR PG AR RGB332 X mAGE, ML EMREAINFEY
(81z) - mTAEPGEEH B N4EA T ARGB2 ¥ X . st T4 %L,
AR T RAESFHGR EeHb, PTAER e THE RGB332 A &2 KKE
o, mTHREHS R, RAEASAIRAA028 690 H, HRikdgsh1ERk

R TREEE LMK
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15.6 DXT1

DXT 2 —/MMBEEHE A%, CHRROBREHRA E NGB NRF L
BRYAHZ. A7 OREZHREARAFEIT. /§ R4 NightStrike K% @, &
A & £ Gameduino2 L £ IRE/TE G, FHFEEDXTIESEHRA. A
BARARRES>E7, E£ADXTIEHENER RERTRE K@y —
EORAPEaN

B LRI, DXTIO TR EZRREBR SF R A4x4 B EZORR . &
—AMRBAERTAAFRE . L8 CyFo C)- B RBANGEMEEAMET
& Cy F2 Cy 89414 . DXT1 1% Al RGB565 # XA TME C) #» C» mtf
G EAE R RAL G Y AL

WA R

00 G

01 0.666 x Cy +0.333 x (4
10 0.333 x Cy + 0.666 x Cy
11 ¢

o —R, FA 4x4 EUPTE R LKA

Ch 16
el 16
EH 16 x2=232

TE/FRE—ARRELE AR IAML, BRA-NMELTHIONEE
B, FPHTRE-ABLEZLAEAGALERA4ME . EBR L FEANMMIAZAR
RGB565 %L 6y, MM AHEAMNMEE W & M164L, ADXT1E% =T A ¥ 475%4 A
R

T 89 & Gameduino 289 A #F 5 R A4 F #¥HDXT1, 2@ % ksl fein
Tt 7 ik T AN EAEBE & .
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vA NightStrike 69 & @ A4, RE R 6 KA 480x272 % % -
ADXT1IA 4x4 KADA =20, TREABLA 120x68 ¥70. KA %
H Cy Fo Oy 2 FEBAERAKADA 120x68 1% % « % 4 ARGB5654 B A

*
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lﬁﬁi#&kzﬁﬁfjhg}%%i%: FAL 69 Y A AL B AR HF 9 ) 7 SRk — AL Y A

GE A, LAAEEIL B 176 T . A6 125X .

NightStrike DXT1 % % % % & % & St falphak iF P T (2 69ial, <
B #/¥ Cy An Clﬂ'—L@ﬁiIﬂ cmd_ scale GERKRMEFABANREE TP, L

’]%’ 'ﬁalpha%:/“}’ OB #FT RS

void draw_dxtl(byte color_handle, byte bit_handle)
GD.Begin(BITMAPS) ;

GD.BlendFunc (ONE, ZERO);
GD.ColorA(0x55);
GD.Vertex2ii(0, O, bit_handle, 0);

GD.BlendFunc (ONE, ONE);
GD.ColorA(Oxaa);
GD.Vertex2ii(0, 0, bit_handle, 1);

GD.ColorMask(1,1,1,0);
GD.cmd_scale(F16(4), F16(4));

GD.cmd_setmatrix();

GD.BlendFunc (DST_ALPHA, ZERO);
GD.Vertex2ii(0, 0, color_handle, 1);

GD.BlendFunc (ONE_MINUS_DST_ALPHA, ONE);
GD.Vertex2ii(0, 0, color_handle, 0);

GD.RestoreContext () ;
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16.1 Kenney

kenney i# =42 /51& M T Z A K Kenney.nl ! 894X ERME®2 . EARFL
HTAABAE, TAVA60HZE R E AW ELT . L F R BHARZ AL A
By Xinhleg, PTA 1L EAR LA ARGBA %) . F—EX—ANEAHT @
BT, OB TREZEEARE

GD.cmd_gradient (0, 0, Oxa0a4f7,
0, 272, 0xd0f4f7);

Thttp://www.kenney.nl/|

http://opengameart.org/content/platformer-art-deluxe|
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T—HARAEERAT —AM=£RBL, IAKBTERASA CLOUD_HANDLE F . X &
ERGEILE RAMNE, 1LEZ ERAAE state.clowds[] - FTAME
RUATRROREGTHES, REARG S LREN . I KB &K FRTH
2, CNEFMAZLT A B . 2569158 2 R1/1644 50 24565 F
BE LR ETY, BRABRGEETARIES ERSAESEZ R,

B

T— |

GD.Begin(BITMAPS) ;
GD.BlendFunc (ONE, ONE_MINUS_SRC_ALPHA);
GD.BitmapHandle (CLOUD_HANDLE) ;
GD.Cell(0);
for (dnt i = 0; i < 20; i++) {
byte lum = 128 + 5 * 1i;
GD.ColorA(lum) ;
GD.ColorRGB(lum, lum, lum);
GD.Vertex2f (state.clouds[i] .x, state.clouds[i].y);
state.clouds[i].y += (4 + (1 >> 3));
if (state.clouds[i].y > (16 * 272))
state.clouds[i].y -= 16 * (272 + CLOUD_HEIGHT) ;
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T—ABREZMBIE, MELEZEMERESE L
A4 (http://www.mapeditor.org/) - XA G

BIAFHEREMS NFH A layerl map- 204
T4 W A& T H— M2 32x32 ARGB4 AL B9 AL A
&) 4 & £ TILES_HANDLE . F4H % AL BOo4 & — 4
THET, BEAAEX—EFELAL4EOLT.

(i
N>

= -

GD.Begin (BITMAPS) ;
GD.BitmapHandle (TILES_HANDLE) ;
const PROGMEM prog_uchar #*src = layerl_map + (y >> 5) * 15;
byte yo =y & 31;
for (byte j = 0; j < 10; j++)
for (byte i = 0; i < 15; i++) {
byte t = pgm_read_byte_near(src++);
if (¢ 1=0) {
GD.Cell(t - 1);
GD.Vertex2f (16 * 32 * i, 16 * ((32 * j) - yo));

[}
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AF R P M &R ARGBA 9L B, W ERKAR B F AR . ©A18
B ARE ARG A state.p T o

R A EYY EE B Z£E M POINT . ARA T & =4 state.trail 3t %
B,

GD.BitmapHandle (PLAYER1_HANDLE) ;
GD.Begin(BITMAPS) ;
for (int i = 0; i < 3; i++) {
rotate_player(a + i * 0x7000);
GD.Cell(i);
GD.Vertex2f (state.p[il.x - (16 * PLAYER1_SIZE / 2),
state.p[il.y - (16 * PLAYER1_SIZE / 2));
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“FAat LR ENELEZLBAERMRZOBAEZIALFG. AN —F
P ZRABEFZINT HEARDERG L4 . HE burst() LH T EAERLLR,
%3 sunrise() &4 T H &4 &8 burst (0> FHBE ARG &K
PR B R

BRE—NBERZMRAEGEZ T, IR E T 2RAEZHAYA
BARAMIL . %4 state.hearts[] BHFRF CHILE, FEMNFENEEEZK
e, AINTREE A HI .
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16.2 NightStrike

NightStrike %)% X % # %k 8 & KK MindChamber /8 Z R4E& 3. &
A AR AR AR AR R 3R K B A9 AS S Ak, T AR 4T A 60HZ . 8K
ERATRSEELER B ALK 256 KBRAF - BEAHFRER BAX
T BoAARFRA—ARIGLELMS . BALHRETHEEFHAF
ROAF . RFARAARFTAANE . FXFOF FTHL 480x272 9B A . 1%
R RWIDXT18 &% %A (% 181 W . DXT1), £ HE4x& A65 KB RAME 5 -

3http://opengameart.org/content/nightstrike-png-assets
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WP B A RTFIEGZRALE, BT A K9 H A VA ARGBA # A AL

a9 .

o .- . .
= = - -
o —-r or T

RIFG 2 3 ik BA ARG &, AT e A ARGB2 X F AR F (L
% 180 W : 8IzE A #HX) -

R E"EZ G, AR TAANLLEREMH (LE 178 0. 4 H 8
M (matte)) -

s
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MRTAEREFHOLERENBRERR, HFREEA T RAERBEPDERIEG
K (LFH 48 . HE). BHAEAR{{E A LINES Fhfe, PTAR & KR
F B4 FAEAT B E G

] W

HR P TR LFARN T12x19% T 09 F4K, RFHRE G R% é’JTrueType?—
HEEHmE . FHROGLEREA L4 EXINARATFRGL %L

I falSislal P ol | V10K als Bl 18
1133
NI [a)R]
dle ff Jo

L 1hd
N
| =~
= |~ |
lalEd
B3

WAL P A=A AR ELT A RS G RITEE, TR L .
Fires, Explosions, Sparks, Soldier(Object, MissileObject,
Rewards, BaseObJect YA % HeliObject. #—Mx L H —A draw() 7 &
Kk FARLEH B R, HAH— A update) ZHEATEN#H S . H 3
VAR AL TR G . AR 69 EE 4 AL FEARARAE R T 4B MRk - NightStrike 1% 7
T Arduino 32KB Flash¥ 8520 KB, # /~if 2% /& 47 /£ 16MHz %) Arduino b 1& /7
GRIY A7 ms-
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16.3 Invaders

HI-ECORE

Invaders =M Gameduino 1 PHMH KA 4. AT EEHBARKR, €
1R THABRRT O LRFE . HAG705FRFRIAA — A2 EGCRTE
TR, ATkCEEERE, RHHRKREBETAT —AMRAEE -k KTAAR
ZHETAEABYGESY . REXIHRAINEE, SHRFAEEN, KRR
BETIFALER. IAGF NI HEHITRRAECRTRERYRFBEET —
NEBWHEMER, FHATRTBET LG EE. ARBRAGHERT,
BRTALNGHRARTRERRNKAETHRE .

Gameduino 2 invaders 8 T — 4> 248272 ¥ JPEGE A kA H %, % H
AL &6 KBR &, BT AT 42 5 K NArduino®Flash&# + . & x4 R E
GEGAITRA, LIEAEFRXTHLH —AHEORE, THETARES R
BJIPEG/E % H K69 7 B A& .

ARG F G AR L B Aalpha® P T8y, G M B AL EELT
. BELRZ 28x32 911 B, % 3L K842 ¥ 248%x256 /5 A BlendFunc
(DST_ALPHA, ONE_MINUS_DST_ALPHA)%#l| . 4wdb— kb4l T R4 %,
mAEAHRATELZRE .

4http://artlum.com/gameduino/gameduino.html
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Appendix A
xR BB

& #7189 Gameduino 2 * % 4% # & T YA£ http://gameduino.com/code # AT
T AR A HH B ILE T M -
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