Using the DATA command:

The data command is essential for complicated applications and even games.  It has too purposes for me especially, one is to create graphics pixel by pixel and then planting them on the screen.  The advantage of this is the detail and the ease of use because to a degree you can see what you’re drawing even when programming it in.

It is also used to save a string of raw data so that it can be accessed quickly, throughout this tutorial we’ll look at both:

First the graphics ability:

Though this is not part of the graphic section of the tutorials, I thought it useful in understanding it’s varied ability by mentioning it here.

For detailed use of graphics and moving them around and using them in more suitable ways see the graphics tutorial, in this case we’re just going to focus on the DATA that is being manipulated.

The following is a good example of creating a simple graphic displayed in the top left hand corner of the screen.

It uses the DATA command quite well because what it’s doing is recognising each data item as a colour to be drawn, you should realise that data when in any form is just numbers of letters that are meaningless without being manipulated, for example the below data set can be seen to be meaningless, you should be able to work out what it is by looking at the pattern though, but that is only because of the nature of the graphic.

SCREEN 7

CLS

DATA 0,8,0,0,6,0,0,0,0

DATA 0,8,0,6,0,6,0,0,0

DATA 0,8,6,0,0,0,6,0,0

DATA 0,6,0,0,0,0,0,6,0

DATA 6,0,0,0,0,0,0,0,6

DATA 6,0,0,0,0,0,0,0,6

DATA 6,0,0,0,0,0,0,0,6

DATA 6,0,0,8,8,8,0,0,6

DATA 6,0,0,8,0,8,0,0,6

DATA 6,0,0,8,0,8,0,0,6

DATA 6,6,6,6,6,6,6,6,6

FOR Y = 1 TO 11

FOR X = 1 TO 9

READ Z

PSET (X, Y), Z

NEXT

NEXT

Now the PSET function there should be ignored because it’s a graphic command that draws pixel for pixel and if you’re clever enough you’ll have noticed that it uses the number of rows and characters for it’s co-ordinates and the loop allows it to be drawn, the z is the colour part of PSET and so it’s that part that defines the Data as a set of colours and hence we get a graphic from it.

So broken down quickly, the x,y co-ordinates are defined by the loop, so at a split second in the process which we do not see, the program reads the first co-ordinate as 1,1 because of the loop, that goes into the PSET as (1,1) then the READ z command reads from the DATA as we will look at in more detail, so now for that one pixel we have 1,1 being drawn with the colour of z, so we have the first pixel, then the second is drawn down as Y is the first to loop and that is now 2,1 and the next to be read is the next along in the data string.  It is essential for this for the Y = to come first in line because data is read along the first line then the second and so on, so we need the x co-ordinates to be drawn first in order to coincide with the data string, so in our case 1 to 9 pixels will be drawn horizontally before the Y loop moves onto 2 and then 1 to 9 on x will be drawn again, and this all happens in milliseconds.  And so we end up with a picture, but the data here us used for a graphic, we can also use it as a means of storing information as shown next:

RANDOMIZE TIMER

CLS

b% = INT(RND * 9) + 1

FOR I% = 1 TO b%

READ J$

NEXT

DATA WET, DRY, SUNNY, OVERCAST, PATCHY, CLEAR, COLD, HOT, SNOW, SLEET

PRINT "THE WEATHER TODAY IS "; J$; ""

This short program allows a random forecast for the weather to be chosen.  In the past before you discover this, randomisation of this kind would take far longer because you’d have to say if b% = 1 then let a$ = “cold” and then the next line, if b% =2 and so on, instead the data command allows us to get information from the data set which can be anything, numeric or text and then get that information from it.

To see this in action just copy the information from the screen, the program was too small to bother with an executable example.  However, we do need to go through this complicated procedure.

Okay, now the Randomise timer at the start tells the computer to re randomise the value in the RND function, if this did not exist you’d get the same value if you looped the program over and over again and subsequently after the first value would no longer be random.

The random function shown next you should know if you’ve done the randomise tutorial and is picking a value between 1 and 10, this value decides which of the 10 available weather types will be chosen.

A for and next loop is essential and for this type of manipulation of Data the ordering shown above is essential because if it were not in that order you may end up with the first 4 types of weather being displayed instead of just the fourth.

I’ll explain in a mo after we understand the next command that goes with the Data command which is Read, once data is inputted we need a way of retrieving this data, the read statement tells the computer to read from the data given and you then assign a variable like J$ as shown.

So now the data being taken out is known as J$, now what I was talking about before is that the standard reading process for the computer is to read from left to right, so if we simply type print J$ we’d get only the first weather type which would always be Wet which we don’t want every day.  Also if we were to put the print j$ inside the for next loop, then we’d get all of the weather types up to the randomised value.  So we have to make sure that the read statement is inside the for next loop so that it clocks up the value for the given weather, and then the print outside so that it only prints that one clocked up weather type.  It is a little confusing, but there is no substitute for experience and practice, so using the program above try out all of what I said to see what happens and then try to work out why.

The important thing to notice about this program is how a single data type can be chosen from a series which opens up massive potential for storing data and accessing it.

So that’s the end of this tutorial, you should now be able to experiment with the data command to allow access to words or numbers which are helpful, I’ll tell you now, data can be helpful for movement of objects so a number +5 could be made to mean move right five spaces.  Again data can do anything providing you manipulate it after entry.

This basic tutorial is for all beginners and is written by Jamie Lawrence for anyone, if you would like to use my tutorials please contact me first thanks.
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Any questions just E-mail me and within a few days or sometimes hours I’ll get back to you.
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