                                           Documentation for WIN95BX,  version 5.6

                                    A graphic file translator for BASIC ,  by ONEWORD

The program WIN95BX translates between Windows 95 Paint and BASIC BSAVE format; both ways.

It is configured for one resolution only; VGA 640 x 480, 16 color.   This corresponds to Basic Screen 12.

It does not support 256 colors or Basic Screen 13.    I repeat, only 16 colors at 640 x 480 resolution.  There

will be no argument to justify this choice.  That’s what WIN95BX was designed to do.  Support Basic 

Screen 12  BLOADing.   This is a keyboard program.   None of the actions need a mouse.   For completeness,  the BLOAD process is discussed at the end of this short documentation.    

Overview

WIN 95BX  can be run inside windows as an executable program with a short cut if you wish or to can be run from a DOS prompt.  First, the program lets you choose the source to translate; MS BMP format or BASIC BAX format.  Press “B” or “M” to toggle your source.  Once a type is set, it stays until changed.  This way a group of files can quickly be sent through the translation without resetting.   Simply type the file name to be processed, no extension needed, and press Enter.  The translated file will have the same name as the source, be saved in the same directory as the source, and be given the new, translated, extension.    BAX to BMP  or   BMP to BAX    The image going through the process comes onto the screen and stays there till you choose to continue.  Some of the image attributes are also shown, to aid programming.

Colors

A classic Basic, BSAVE , memory image file does not carry a palette.  It assumes the default or "standard"

16 colors built into your graphics board and PC which BASIC refers to in many commands.  Remember,  Basic was a very early PC language and its evolution stopped about 1988 long before millions

of  colors and  SVGA resolution was common.  I am always surprised to find how much can be done inside of  the 16  color restriction.   A BAX file is a BSAVE.  The extension was changed from BAS to avoid

conflict with Basic program files.  

MS BMP file format comes in many resolutions and number of colors.   Fortunately for Basic users there is

a 640 x 480, 16 color version.  It's no accident.  Windows started life as a 16 color graphic interface and was still that through Windows 3.1 although Microsoft has its own colors, which are actually more

attractive the old DOS default 16.   There is no one to one conversion from BMP file colors to Basic

BAX default colors.  BMP files carry a palette which describes the colors available to the picture.   There need not be anything  standard about these colors yet with no outside color selection, Windows Paint  falls back to a standard set of colors.   When a conversion is made from BMP,  WIN95BX examines the file header and compares the colors with several sets of colors near the BASIC default.   If the BMP palette is similar to  Basic's colors,  the BMP file is translated to Basic and no color information is attached.   This translation to Basic is identical to a BSAVE file; meaning QBasic or QuickBASIC language accepts the file as if created by Basic.  This simplifies life for the programmer.

In the other direction.   The BMP file needs a palette table of colors.   WIN95BX  attaches a palette of 16 colors which is a compromise between Basic's default and  Paint's equivalents.   In the best of all worlds,  a Basic, BAX file can be translated to BMP,  be edited in Windows Paint and returned to Basic with the same colors.   In some cases a file might go back and forth several times without harm to the colors.        

An important advanced feature of  WIN95BAX is exact exchange of custom palette information between

Basic format and BMP.   This permits Basic to manage the VGA palette in sophisticated ways, display

photographs in Basic, and send photos to Windows Paint for editing to be returned with the palette

in  tact.  WIN95BX  supports both novice and advanced programmer giving Basic uncommon graphic

ability without working outside the language.  
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Files

Neither BMP nor BAX files are compressed.   The two are approximately equal in size; the BAX file being a few bytes smaller.  Image files hold a lot of information and get big quickly.   16 color files are smaller than 256 color files.   WIN95BX is aimed at images up to one fourth of the screen area.   There are other tools, by ONEWORD that deal with images up to a full screen in BSAVE BAX format.  You will find it efficient to work with images toward the small size and make a composite screen of drawn and BLOADed graphic elements.  If a large part of the screen area in your program is a solid color it is sometime easier to fill the screen with color and build on it rather than save the blank space with some small graphic content in a big file.  Even with a fast machine, small things run the fastest.  Finally, the Basic BLOAD process is quick.  You will not gain loading speed by switching to GIF, PCX, or BMP images and loading them with a third party routine.  The only argument in favor of another graphic format load in Basic is if file storage space is at a premium and you must have an encoded graph files to crowd a program an its graphics into a small place, like a single disk.  BAX files and BMP files both respond to compression with programs like PKZIP.    Unfortunately few programs make a BSAVE file.   There is little demand;   few Basic program writers take advantage of the graphic possibilities.   A graphics based screen is much easier to assemble than one constructed of ASCII characters.    WIN95BX is a graphic Basic program.  

File listing

After a source file type (B or M) has been entered, file names with the corresponding extension, in the present path, will list in the image frame.  This is to serve as a name reference.  You type the name into

the filename box.  The list does not distinguish if BMP files meeting the 16 color criteria of Basic.  If the file is not 16 color it will fail to load and translate and a brief notice will show in the filename box.

When a directory holds more than 56 file names you may scroll left or right using the arrow keys in the 

cursor “T” of the keyboard to bring the other file names into view.  A small green prompt with the list indicates more files will show if scrolled.  Scrolling is active when the “Select source” box is active.  You might have to press Enter to cycle back.  This is one of several operations available when the Filename box is grayed over.  From this location you may look at a file list for whichever source file type is marked, go back and forth, and scroll.  New translations, are added to this list immediately.

Path

The path to BMP and BAX files is shown in the box at the bottom of the screen.  When WIN95BX  is started the path will be the current directory;  the location of the program, WIN95BX.   If it is your custom to keep images in another directory,  you may set that path to that location  of source files and to save translations.  At any time the small “Path” box in the lower left corner is not grayed over, press “P” to activate the new path input.  The present path is retained until you enter a path your computer can find.  Your new path, when accepted will be displayed in the path box and stay in effect till changed.   The file names with BMP or BAX extensions will show immediately in the list in the image frame.  This feature lets you search directories for files mislaid.  If you open the path box and do not wish to make a change, Backspace or Delete any entry on the line and press Enter.  No change will be made and the box will close. 

Keystrokes 

       B    
Set the translator path to convert a BAX file.  No extension needed with the filename.

      M    
Set the translator path to convert a MBP file.  No extension needed with the filename.
        

   none  
Translator will extract it if none was marked and a filename with extension  is entered.

   Enter  
Move forward from source box to uncover the file name box.

             
Move back from the file name box to source box – reset source, path, sound, scroll file list.

             
Enter a file name to translate.

    Esc.  
End the program.  This option is not available when the filename entry box is uncovered.  If

             
Esc to Quit is faded, covered over,  press  Enter to move to that function.                                    

     S     
Toggle sound on or off.    The function is available at the same time as the Esc - Quit bar.

     P     
Opens Path BOX.  Change current path to BMP and BAX images when Esc is active

Arrows 
Use Left/Right arrows to scroll file list as indicated with green pointers in the image frame. 
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Using Windows95 Paint

Paint in Windows95 is not a great paint program but it does some thing just right for Basic programs.  Its 

16 color aware and willing to save that way.    There are several custom color options.   I suggest you ignore them at the outset.   If you set a beautiful palette of colors and render something very nice,  Paint will discard your custom colors and default to its standard 16.  This is a disappointing lesson to learn after you have spent time painting with special colors.   If  you suspect  your colors are not standard and want to keep the work, save it in 256 colors, and a different file name before you ask for a 16 color save.

When you save an image, Paint asks for a file name, same as any Windows program.   The scroll box below the save filename line has an option for 16 colors.  You must set this option every time you need it, Paint falls back to 256 colors between saves and you must over ride its default.   Also, Paint only saves BMP format.  It will load several formats but no matter the extension when the image is imported, Paint only saves .BMP 

If you wish to originate something for a Basic program, in Paint,  decide on its approximate size and use View | Attributes to set width and height of the painting canvas.    Paint will hold those dimension until

changed.   That’s handy if you are making several text panels in Paint to later put on Basic pages.  All will be the same size unless you change.   Let’s say you want to make a text panel.    First select a dark color from the left end of the color chart.  Click right, on the color then use the paint bucket tool to fill the background.   Right mouse button for Background; left mouse button for foreground or painting color.  Now pick a text color from the left side of the color palette, click left,  then select the text symbol “F” on the tool bar;  the cursor changes to a plus sign.  Click and drag to outline the area to receive the text.  Choose a font at the top of the work space and you are ready to type.  Paint will automatically align the type and line spacing to make neat paragraphs.    When done click the mouse at the top of the tool bar to erase the box and keep the text.  With the text frame gone the word  processing function ends.

You may select, cut, copy  and paste text, but not edit the text, when the frame is removed.     What you can do is select another color and font,  make a new frame and add more text.   A headline and a paragraph would be two separate tasks.   A single word in a third color might be an additional separate task.

Text can be cut or copied with the background color or without background (transparent).  You could for example Edit | Cut a bold text word in transparent mode, leave it on the clip board and open a new image file.   Then  Edit | Paste the text word and position it on top of the new image with the image showing through the transparent background part.   This is one of several ways to change the background under text whether a solid color or a pattern.

Anything saved to the clipboard (cut or copy) is said to be floating when Pasted..  It can be moved around as if floating over the background.  It become anchored and part of the permanent picture when the left mouse button is clicked while pointing at the top of the tool bar.  

I you want to make a small image, an icon , a sprite, or clip art.   Pick a background color and flood a generous area to work on.  Using the colors and tools available make your small image.  You might wish to zoom in to edit corners and insert details with the pencil tool.   If that new small image is to be BLOADed later we should get rid of all but a tight cropped rectangle holding the image.   Click the Select rectangle at the top of the tool bar then click and drag the cursor to capture the image  tightly.  Now Edit | Cut the image (usually with the background color).   Follow immediately with Edit | Paste and while your new image is floating, push it tight into the top left corner of the work space and anchor it.      Now using the View |  Attribute  dialogue box shrink the canvas width and height to the size of the image.  This might take several steps.  Approach the limit carefully.  If you shrink too far  go immediately to Edit | Undo and recover.   Edit will only undo the last action you can not backup two steps.   A valuable picture should be saved as a backup if something hazardous is going to threaten it.   Cropped tightly,  Save AS filename.  But first be certain to select 16 color BMP from the pull down menu under the filename.          
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BLOAD

There are several demonstrators and tutorials to look for which explain graphic BLOAD:

        BLOADING.EXE    A tutorial for straight BLOADing, with code.   Very good.

        WinFonts.BAS         Source code for BLOADing bit map test panels, clip art, and a photo.

        BSAVEit.EXE          A complete conversion utility, several  formats to BSAVE, viewers, help files.

        VGANotes.BAS       An illuminated text page.  Everything including animation.

        QBWorm.BAS         Animation.

The following is classic Image BLOAD code:

DEFINT A-Z    


SCREEN 12

DIM Holder (2680)
                              ' (1)  Array to hold the image. dimension is one half  


      


                              '        of the bytes in the file.

 
'


'


'


DEF SEG = VARSEG (Holder(0))

 '(2)  These two lines must be kept together .   The image is 

BLOAD "FILESPEC",  VARPTR(Holder(0)) '     now in an array which Basic keeps track of.


'


'


'

PUT(120, 232), Holder, PSET
               '(3) PUT the array holding the image when and where you                                                                                                                                                                                                        





               '      you wish The coordinates position the top left corner.  





               '      You may PUT the array again and again.

This example above assumes you are BLOADing a file named "FILESPEC" which is 5360 bytes long.

Only a BSAVEd  file can be BLOADed.   No other formats are accepted.  BLOAD is purely a Basic matter.

In the example code,  the two lines,  DEF SEG and BLOAD  must be kept together.  No other command or

statement can be between them or you risk an error.   After the Segment and Offset pointer are connected

you may wait till later in your program, to PUT the image on the screen.

More than one image?   To begin with, dimension a separate array for each image file and  BLOAD each to

it’s own array.   Then, as in the example, PUT the array(s) where you like.  Your Basic program knows an image only by its array name.  An animation might have a dozen arrays to accommodate the variations of your sprite. A dimensioned array can be reused.  Another image can be BLOADed  to an existing array when it is no longer needed.   The caution is this;  the array dimension should be no smaller than one half the bytes in the file to BLOAD.  And it should not be much oversized either.  A close fit of image and array will avoid problems.   The ERASE statement allows you to recover the memory used by an array.  Large programs with many graphic clips can occupy a lot of memory.   Its good practice, in QBasic programs to be frugal with memory.      
 

Summary

WIN95BX is a reliable way to obtain bit map images for a Basic program.   It is intended to be used with Windows95 Paint which explicitly offers to save in 16 color mode.   Windows3.1 Paintbrush will do the same but setting the 16 color mode is quirky.   Many other programs save BMP format but very few offer

a 16 color option.   For many Basic screens the 16 color restriction is no handicap.  On the other hand the

benefit of working at the higher resolution of Screen12 is very attractive.   I hope you like and use WIN95BX.     
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SB

Included in this Zip file is a BAX file viewer,  SB.EXE.    Any BSAVEd image file can be viewed with

its attributes and complete palette information if any is present.   It is useful to look at the BAX files made

with WIN95BX before using them in your programs.    From the command line enter SB to go to the

main screen where filename is entered.     You may also name the file on the command line thus:

                                SB  filespec             filespec includes extension and path if not in the current directory.

There is no restriction on copy and distribution of the program WIN95BX, except that it be kept with its two support files and this documentation.    Also there is no liability accepted for any problems that might

arise from using this software. 

Paletted?

A Basic, BAX, file made by WIN95BX from a BMP file might or might not have and need a palette of custom colors different from the BASIC default 16.   The BLOAD process is the same whether or not color information is attached to the BAX file.   If you are satisfied the colors of the image are close enough to the original; good don’t worry about it.  Use the simple four line routine to BLOAD and PUT the image on the screen with default colors.   Often, BAX images will have palette information only slightly different from Basic’s 16.  But different enough to trigger a palette addition.  On the other hand if the colors of the BLOADed image are clearly different from the source, there is a palette attached and you must employ the “Palette Trick” SUB to set the palette to the exact and correct colors.  Almost all file formats other than Basic’s employ a palette routine in the loading process.  It’s the price you pay for color exactness.  

 The SB utility above is a very good way to view a BAX file.   If  BS shows a palette being employed and the colors are substantially different from the Basic 16 you should let the Palette Trick set your palette.  The problem introduced with using a custom palette is that all other colors you might use with that screen must agree with that custom palette.    If the Palette is 16 grays distributed uniformly over the range, it is quite easy to pick contrasting shades for fonts, lines shading etc from the gray tone palette.  The SB viewer is very valuable to align attribute numbers and gray tones.   And all gray tone images have approximately the same palette which means the palette can be made up once and used for several BLOADs  sharing a similar gray tone palette.  A gray palettes in Basic is an extraordinarily versatile and useful programming feature.  Gray tone pictures almost always look good.   

So, you can always BLOAD with Basic setting the colors to the default 16.  If the colors are not good,  the image file probably need’s palette correction via the Palette Trick. 

R. E. Aukerman                                              e-mail correspondence     raukerman@compuserve.com
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