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Editor ia l/New Look Newsletter  
 
Welcome to the November issue of  the PPL Newsletter.  As you can see we 
have had a  complete  re-des ign to create  a  more profess ional  document and a  
new name ‘Voice of  the PPL’  (Like  i t  eh?)  
 
We have a  new dedicated edi tor  [Mike Hal l iday] ,  who has  taken over creat ion 
of  format  and content and who is  committed to br inging you th is  new look 
each and ever y month.  
 
To g ive us  feedback on th is  new look,  eMai l  info@arianesoft .ca  with your 
comments.  
 
We hope that  as  the newsletter  matures  and g rows the content va lue wi l l  in-
crease s ignif icant ly,  br inging you the la test  news in the world of  PPL pro-
g ramming.  
 
We want  your  he lp…. 
 
Send us  your ar t ic les  and tutor ia ls,  code snippets  and sug gest ions.  The best  
ones wi l l  be featured in for th coming issues.  
 
Also,  i f  you have any tutor ia ls,  we want them too for  the community !  
 
Enjoy th is  new look newsletter  which has  been lovingly  craf ted by  the PPL 
for the PPL.  
 
Thanks 
 
The Arianesoft  Team 



Whats ’  new in the land of  PPL 
 
Since i t ’s  in i t ia l  re lease,  PPL has  g rown more powerful  each t ime an update  
has  been issued.   
 
Conta in ing phys ics  and par t ic le  engines,  spr i tes  and music  fac i l i t ies,  PPL is  
idea l ly  p laced to a l low creat ive indiv idua ls  free  ra ine to produce commercia l  
qua l i ty  games and appl icat ions.  
 
V1.40 is  due for  re lease  soon,  and with i t  you can expect  some of  the  fo l -
lowing.  
 
2 new GameAPI screen update  modes .  This  wi l l  speed up some games immense ly .  
Added new Math.ppl  l ibrary  wi th  functions to  convert  f rom and to Binary .  
F ixed c l ick  in  gut ter  a rea  of  text in PIDE to add breakpoint .  
Added OnKeyPress  event  for  a l l  contro ls in  PIDE.  
Fixed case  in  form genera tor  where two | characters  could stay  grouped together caus ing  
compi le  errors .  
 
Fixed huge Windows API event  cal l  memory  leak.  
 
New g_SetInputOrienta t ion()  function to change the  or ienta t ion of the  mouse and keys 
input  only .  
New g_InputOrientat ion()  function to  re tr ieve  input or ienta t ion.  
New APE 2d phys ic  engine  wi th tons of new functions.  
 
 
 
 
 
 
 
 
WOW … Wel l  done Ala in,  you have  been work ing rea l ly  hard to  improve  PPL and g ive  
us  rea l ly  usefu l  extras  to  he lp  crea te  exce l lent  games!  [mike]  
 

 
As you can see,  PPL is  matur ing at  an astounding rate  -  Is  i t ’s  a im wor ld 
dominat ion? Who knows!  
 
 

You wi l l  just  have  to keep reading future  issues  of   
Voice of  the PPL.  



PBE4PPL 
 
What i s  PBE4PPL? 
 
Programming By Example FOR Pocket  Programming Language is  what  we 
hope wi l l  be a  monthly  tutor ia l  on gett ing the most  f rom PPL.  It  wi l l  in-
c lude examples  or  code snippets  and ideas.  
 
To star t  you off  in  the f i rs t  i ssue we wi l l  look at  the GameAPI.  
 
The GameAPI a l lows you to eas i ly  create  any sor t  of  game from platform to 
s ide scrol ler  to s t rateg y and rpg.  
 
An major a lmost  tota l  par t  of  the GameAPI is  the Spr i te  handl ing.  
 
Dict ionar y term:  

[Spr i te ]  An arbi t rar y-shaped bi tmap that  may be moved without  appli -
cat ions  having to  redraw the under ly ing screen .  Typica l ly  used for  
pointer  cursors  and for  animated f igures  in  games .  
 
Spr i tes  are  an integ ra l  par t  of  any game,  a l lowing character  interact ion and 
animated effects  l ike  explos ions.  The GameAPI has  many spr i te  operat ions,  
many of  which wi l l  be covered in la ter  ar t ic les.  
 
This  i ssue wi l l  d iscuss  SPRITE MOVEMENT—This  tutor ia l  i s  brought  to 
you cour tesy  of  one of  our  users  [Donone] .—Nice one,  keep up the  excel -
lent  work!  
 
Next months issue wi l l  feature  an ar t ic le  on the bas ics  of  game creat ion 
from planning and programming to  test ing and re lease  so keep an eye  out  
for  i t .  
 
 
 
 
 
 
The tutor ia ls  sect ion uses  a  d i f ferent  font from the rest  of  the  news le t ter  
to make i t  eas ier  to read source code snippets  and examples.  



Automat ic  Spr i te  Movement .  
 
You may a l ready know th is  or  have deduced i t  fo r  yourse l f .  I f  not ,  hopeful l y i t  
w i l l  save you a  lo t  of  search ing and read ing t ime.  
 
Termino logy.  
The term g_Speed re fers  to  the interva l  between ca l ls  to  WM_TIMER and is  
measured in  mS (mi l l isecond,  1000th  of  a  second),  th is  is  the main  cyc le  con-
t ro l .  Automat ic  (among other)  act ions are  carr ied out  a t  each of  these cyc les,  
so  the longer  the in terva l  the s lower the act ion,  but  remember th is  has a 
g loba l  ef fect  on the program and covers a l l  ac t ion that  wi l l  be  carr ied out  by 
the engine in  that  'cyc le ' ,  not  jus t  one spr i te .  
The normal  f igure  recommended for  g_speed is  about  5mS and th is  can be set  
in  In i tGameApiEX shown above.  In  fact  i f  -1  is  used the cyc le  s tops.  
 
The term Veloc i ty re fers  to  the number of  p ixe ls  a  spr i te  wi l l  move dur ing 
each of  the g_Speed cyc les.  
 
The speed and smoothness of  operat ion re l ies  on these two in ter- react ing va l -
ues 
 
Some of  the most  common re levant  commands.   
 
I t  is  of ten d i f f icu l t  to  f ind  the funct ions you requ i re  because you don ' t  know i f  
they exis t  in  the f i rs t  p lace,  and i f  they do,  what  are  they ca l led? 
 
The exce l lent  and d i f f icu l t  to  produce Help  f i le  wi l l  a l low you to  run down the 
l is ts  o f  funct ions and you wi l l  f ind  that  you can spend a  long t ime read ing 
each (severa l  t imes) .  
 
Occasiona l ly d i f fer ing terms are  used to  refer  to  the same th ing,  which may 
cause you to th ink that  they act  d i f ferent ly.  

 
  
 



In i tGameAPIEX (* ,  * ,  * ,  * ,  * ,  Speed,  *) ;  re fers  to  g_Speed 
In i tGameAPI  (* ,  * ,  Speed);  refers  to  g_Speed 
g_In i t  ( * ,  * ,  * ,  * ,  * ,  A ISpeed, * ,  * ) ;  refers  to  g_Speed 
g_Speed ( long Speed);  
SetAISpeed (* ,  * ,  AutoMoveSpeed);  re fers  to  g_Speed  
SetAISpeed (Speed,  * ,  * ) ;  refers  to  g_Speed 
SetSpr i teVeloc i ty (* ,  f loa t  Ve loc i ty) ;  re fers  to  spr i te  Veloc i ty  
SetSpr i teVelX or  Y (* ,  f loa t  Speed);  re fers  to  spr i te  Ve loc i ty  
SetSpr i teDirect ion (* ,  * ,  f loa t  Ve loc i ty) ;  re fers  to  vVeloc i ty 
 
Movement  considerat ions .  
 
A spr i te  cannot move o ther  than in complete  p ixe ls .  
Moving Spr i tes smooth ly requ i res that  each movement is  a  whole  number o f  
p ixe ls  per  cyc le  (which might  seem obvious,  but  read on ) .   
 
To accompl ish  th is  the ve loc i ty o f  the spr i te  shou ld  use in tegers for  numbers 
1  and above.  More about  <1 la ter .  
 
I f  in tegers are  not  used then what  happens is  that  the numbers are added 
each cyc le  and then t runcated to  produce in tegers,  but  i r regu lar ly spaced in-
tegers.   
 
For example� 
 

 
 
 
 
 
 
 
 
 

o f  course the average over  the repeat  sequence ( in  th is  case two cyc les )  is  
1 .5  (wow).  
 
Th is  wi l l  lead to  a  je rky movement  and even at  fast  speeds can be vis ib le .  I f  
acce lera t ion is  used a t  the same t ime th ings may not  look as good as you 
might  expect ,  and you may spend a  long t ime t ry ing to  t rack down the ef fect .  
 

Velocity Relative movement (pixels) 

1.5 = 1 1 

1.5 + 1.5 = 3 2 

1.5 + 1.5 + 1.5 = 4 1 

1.5 + 1.5 + 1.5 + 1.5 = 6 2 

1.5 + 1.5 + 1.5 + 1.5 + 1.5 = 7 1 



As an exper iment  (you cou ld  use the demo ‘S imple2-1.pp l ’  to  save e f fo r t )  wi th  
g_speed set  to 1000 then the update  cyc le  is  once per  second (great  i f  you 
want  to  see what  goes on ) .  I f  you then set  the ve loc i ty  to  1  you wi l l  see the 
spr i te  move a t  1  p ixe l  per  second.  Set  ve loc i ty to  2  and i t  moves in  jumps of  
two p ixe ls  per  second.  
 
The spr i te  does not  move a t  1 p ixe l  per  hal f  second!  
 
F ina l ly,  se t  Ve loc i ty to  1 .5  as in  the tab le  above and you wi l l  observe the se-
quence 1 ,2 ,1 ,2 ,1 .  
 
To ensure smoothest  work ing,  regu lar  s ingle  p ixe l  movement  is  good i f  a t  a l l  
poss ib le .   
 
Th is  means that  i f  g_speed is  ef fect ive ly f ixed a t  5mS, v isua l  speed and 
smoothness must  be governed by ve loc i ty a lone.   
 
S lowing i t  down.  
 
Slower ve loc i t ies  can be ach ieved in  s ingle  p ixe l  movements by us ing num-
bers <1 i .e .  0 .2  or  0 .7  which are  in  ef fect  in tegers be low 1.  Therefore ,  as be-
fore ,  0 .15 wi l l  no t  be smooth.  
 
For  a l l  these ' in tegers '  <1 the spr i te wi l l  s t i l l  move one p ixe l  a t  a  t ime,  i t  wi l l  
jus t  take longer  between each movement .  Instead of  s lowing down the whole  
system wi th  a  la rger  g_Speed,  use ve loc i t ies  <1.  
 
i .e .  Set t ing ve loc i t y to  0 .2  (or  one f i f th )  means that  5  cyc les o f  5mS (g_Speed) 
must  pass before the spr i te  moves one p ixe l .  But  i t  wi l l  move one p ixe l .   
 
Th is  cou ld  be cons idered the same as saying that  the spr i te  moves one f i f th  
of  a  p ixe l  per  5mS cyc le  (but  i t  doesn ' t  actua l ly move unt i l  the f i f th  cyc le) .  
 
Other  t ime set t ings cou ld  be used for  g_speed but  i t  a f fects  the whole  of  the 
program cyc le ,  whereas ve loc i ty is  spec i f ic  to  each spr i te .  

 
 
Did you get  that?  -  Thanks Donone for a  g reat  tutor ia l  on Spr i te  Movement 
with in the GameAPI.—I’m sure you wi l l  a l l  f ind i t  useful .  
 
Think you can do better?  Send us  your tutor ia ls  and we wi l l  inc lude them in 
these pages.  



In Development 
 
In development wi l l  feature  PPL projects  that  are  be ing created by our us-
ers.  This  i s  YOUR chance to give a  project  or  game exposure to the outs ide 
world .  
 
Anyone in the PPL community  can use th is  sect ion to promote the ir  crea-
t ions.   
 
You can submit  your deta i l s  to mike.ha l l iday@dsl .p ipex.com in the fo l lowing 
format [ to  avoid spam and to a ide organisat ion]  
 
 
To:  mike.ha l l iday@dsl .p ipex.com 
Subject :  PPL Development Submiss ion 
Attachments :  . jpg,  .bmp,  .g i f  only—no more than 4 indiv idua l  images 
 
You can attach demos for  review but they must  be submitted in .z ip format 
and must  be  v ir us  free !  Any hint  of  Vir us  or  SPYWare is  de leted by my mai l  
scanner immediate ly  and you wi l l  miss  your chance to  show off  your  coding 
exper t ise.  
 
Idea l ly  they should work on a l l  formats  but  they must  work.  This  i s  not  a  
debugging ser vice ! ! !  
 
Hopeful ly  by the next  i ssue we wi l l  have some interest ing th ings  to show 
you a l l .  I  don' t  want to be the only  one showing off  what  I  c reate !  
 
So here is  your chance to show of  and brag I  suppose !  : )  
 
‘Send em by the  bucket  load! ’  
 
You can a l l  check out my OLDSKOOL demo in the ‘Made with PPL’  sect ion 
of  the web forum to see what  I  had in development as  I  was wri t ing th is  
newsletter.  
 
[Mike]  



See Ya’  Next Month 
 
Wel l  that ’s  i t  for  the f i rs t  ‘ re- issue ’  of  the PPL newsletter.  
 
Arianesoft  hopes that  you enjoyed i t .   
 
 
Next Months Issue  
 
With Chris tmas just  around the corner,  expect  Santa  to br ing some glad t id-
ings  to the PPL Community  and th is  news le t ter !  
 
YEY! -  Its  Chris tmas… -  Press ie  t ime!  
Boo!  Its  Chris tmas…. -  Time to  buy press ies !  : (  
 
I  have an  interes t ing ar t ic le  from the Pocket  PC World that  should t ick le  
your fancy and some Ideas  to share  with you for games that  I  th ink should 
be re-made for  Pocket  PC,  so  i f  you are  s tuck  for  ideas,  check back  next  
month and I wi l l  be your muse to g ive you inspirat ion.  
 
Thanks aga in for  s t ick ing wi th us  and PPL and take care  unt i l  next  month!  
 
The ArianeSoft  Team. 
 
 


