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Animated Sprites is a set of two components: TSpritesPad and TASprite. With these two components you can EXTREMLY EASILY use sprites in your apps/games.





Both components are visual and include procedures and functions which will give you full control of your sprites. You can detect collisions between sprites or move the background with just few lines of code. Put SpritesPad and ASprite on form, assign them values, call UpdateAll or UpdateSprites function with TTImer, and you have already an animated sprite onscreen!!!


SpriteMaker software for making sprites from bitmaps is included. Make your own shareware games or make your app look better.





This software is SHAREWARE and works only when DELPHI is runing.


How to register: explanation below.





UNPACK ZIP FILE AND INSTALL ASPRITE.DCU AND SPRITESPAD.DCU!!!





Components description:


TSpritesPad





Propertys


	


	BkgrBitmap	-Name of background bitmap file (when you load a bitmap from


			 current directory, path is not included just file name, otherwise


			 a whole file name with path is included)





	Brush		-Standard Brush property but if bitmap is loaded and you change


			 brush value - bitmap is erased and a rectangle appears





	Pen		-Standard Pen propery but if bitmap is loaded and you change


			 pen value - bitmap is erased and a rectangle appears





	X		-Upper left corner of rectangle which will be copied to screen


			 Use this to move background! It has effect only when background


			 is a bitmap.





	Y		-Upper top corner of rectangle which will be copied to screen


			 Use this to move background! It has effect only when background


			 is a bitmap.





Events





	Standard mouse events!





Procedures





	UpdateAll	-Updates a whole SpritesPad - no dirty rectangles. Use this procedure


			 when moving background, or if you think that is faster to update


			 whole spritepad (usually when you have many sprites but small Pad)





	UpdateSprites	-Updates SpritesPad using dirty rectangle. Usually faster than


			 UpdateAll but you can not move background.








TASprite





Propertys





	Active		-If set to True a Sprite is active and will be shown on sprites pad


			 when you call UpdateAll or UpdateSprites, otherwise you will


			 see sprite in designing time with text (OFF) in upper left corner,


			 and sprite will not be shown until you set it to True.





	Animated	-if set to True and AnimTime is >0 a sprite will be animated


			 automatically, otherwise sprite is not animated.





	AnimTime	-Animation speed.





	Loop		-When True sprite will be animated just once and after that


			 the Animated property will be set to False, otherwise a sprite


			 will animate continuosly.





	Sprite		-Name of sprite file (when you load a sprite from


			 current directory, path is not included just file name, otherwise


			 a whole file name with path is included).





	SpritesPad	-A TSpritesPad on wich sprite will appear.





	X		-X position of sprite (same as Left but without invalidate)


			 Use this to move sprites.





	Y		-Y position of sprite (same as Top but without invalidate)


			 Use this to move sprites.





Events





	Standard Mouse events!





Procedures





	IncFrame	-Increases a current frame of sprite by one.


	


	DecFrame	-Decreases a current frame of sprite by one.





	SetFrame(Frame : Integer) - Sets a current frame of sprite.





Functions





	CollisionWith(Sprite : TASprite): boolean - Use this function to determine if


			 two sprites have collided. Return Value is True when collision


			is detected, otherwise Return Value is False.


			EXAMPLE:


			if ASPrite1.CollisionWith(ASPrite2) then ...;





IMPORTANT


			Background color of sprite must be BLACK and you should leave at 			least one pixel border around sprite, if you want to move sprite by 			more then one pixel, leave bigger border of Black. Do not move


			sprite by more pixels then the border around the sprite!!!


			This components works fine with standard TTimer(one wich comes


			with Delphi). There can be some problems using faster Timer but


			you can try it.





MakeSprite program


			is a simple program to make sprites from bitmaps or to extract


			bitmaps from already made sprites. Click on Add button or choose


			AddBitmaps from file menu to add bitmap to list (You can select


			more than one bitmap in one move - first selected will be last on list), 			click on file name in list to show bitmap, click on Remove to remove 			selected bitmaps. Bitmaps MUST have same size. All bitmap


			formats are allowed! Click on Create button or choose it from menu


			to create sprite file. When you click to Extract bitmap from sprite


			and select sprite to EXTRACT, a bitmaps will automatically be


			created in a current directory with same name as that of sprite


			but with frame no. and (.BMP) added to it.





Try Demo app. from Demo.zip


Happy coding!





New in this version:


			There were some bugs in CollisionWith function and in


			Make Sprite program wich were corrected!





This software is SHAREWARE and works only when DELPHI is runing, everything else works just fine!





When you register you will get components without this .


Source code is not included in registration - please contact me for it.





To register send 30US$ or 40DM with your E-Mail, adress... to





Djogo Nebojsa


Am Feldbach 2


61118 Bad Vilbel


Germany





E-Mail:


CompuServe : 101567,1747


Internet: 101567.1747@compuserve.com


  


