OSDM DEMO TUTORIALT NEwW WORLD ORDER

http://lwww.roysac.com/blog/2010/04/osebiematutoriaknewworld-order.html

Posted on: 4/17/2010 03:17:00 AM

| wrote a couple months ago a tutorial for tlESDM WiKifor the creation of my Oldskool Demomaker mugléirt demo

LINE R dzQéwAWWbyt Oddee @ ! vy F2 Nlidzy 6 St & R28a Ad FLIWISIEN G2 65 (K
engines like Google yet, so | decided to republish it at my personal blog once more that people will be able to find it, if
they are searging for content like this.

OVERVIEW

T bS¢é 2 2 NI RMulipddRBiNdbyRoy/SACCreated in January 2010 with tiddskool Demomaker
(OSDM) V2.01.140 iReace/Testaware

T Watch the Video &pture® of the Demo and download the Win32 executabkge®.

1 OSDM Settings File Locati@atal Prefd Roy- NewWorldOrdeffs.ini
(zip downloadN\WOPrefsIni.zip (6.84 KiB)

1 Download All Resources, Images, Obijects, Ini, Screen Shots, Tutorial in TXT format and Win32 Exe of the Den
one ZIP archive he®dWO TUt.zip NWO (4.9 MB)

THE DEMO PARTS
First a brealdown of the individual demo parts and which OSDM effects were used for each of those parts

1. Roy/SAC is Back 2. Roy/SAC Proudly Presents 3. NWO Logo Animation

- Bounce Bobs Effect - Sprites Effect - Sprites Effect
- 3D Ball Effect
4. Vector Stars 5. Text and Copper Bars 6. 3D Balls Carpet
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- 3D Vector Effect - Mask Effect
- Star field Effect - Plasma Effect
- Copper Bars Effect - Star field Effect
- Amiga Text Effect - 3D Ball Effect

Pagel of 25


http://www.roysac.com/blog/2010/04/osdm-demo-tutorial-new-world-order.html
http://forum.deltaforceteam.de/wiki/doku.php
http://www.roysac.com/osdm/roysac-new_world_order.asp
http://www.roysac.com/osdm/roysac-new_world_order.asp
http://www.roysac.com/osdm/roysac-new_world_order.asp
http://roysacweb.s3.amazonaws.com/files/osdm/tut/NWOPrefsIni.zip
http://roysacweb.s3.amazonaws.com/files/osdm/tut/NWO%20TUt.zip
http://farm5.static.flickr.com/4048/4533059776_095f4862a4_o_d.jpg
http://farm5.static.flickr.com/4068/4532426473_7ecc9068c0_o_d.jpg
http://farm3.static.flickr.com/2718/4533059864_27439dc4fd_o_d.jpg
http://farm3.static.flickr.com/2718/4533059864_27439dc4fd_o_d.jpg
http://farm5.static.flickr.com/4056/4533059896_cb55340009_o_d.jpg
http://farm3.static.flickr.com/2710/4533060008_fe56a43d2f_o_d.jpg
http://farm3.static.flickr.com/2710/4533060008_fe56a43d2f_o_d.jpg
http://farm5.static.flickr.com/4041/4532426711_25ef361d09_o_d.jpg
http://farm5.static.flickr.com/4041/4532426711_25ef361d09_o_d.jpg
http://farm5.static.flickr.com/4041/4532426711_25ef361d09_o_d.jpg
http://farm5.static.flickr.com/4048/4533059776_095f4862a4_o_d.jpg
http://farm5.static.flickr.com/4068/4532426473_7ecc9068c0_o_d.jpg
http://farm3.static.flickr.com/2718/4533059864_27439dc4fd_o_d.jpg
http://farm5.static.flickr.com/4056/4533059896_cb55340009_o_d.jpg
http://farm3.static.flickr.com/2710/4533060008_fe56a43d2f_o_d.jpg
http://farm5.static.flickr.com/4041/4532426711_25ef361d09_o_d.jpg

7. Big Scroller 8. Vector Space Ship 9. Dollar Pyramid Flashing

. T3 ane 1 [E 1)
s EENEEEREE aEE sEEEEEs

15

- Plasma Effect - Plasma Effect

- Star field Effect - Star field Effect - Mask Effect

- Scroll Text Effect - 3D Vector Effect

10. Pyramid Parallax Scroll & Tex 11. Final Part Not really a part12) Quit Demo

via Scroll Text Control Code and
Transitions between many of the
demo parts are using th€64 Back
effect. See details further down.

- Mask Effect - Star field Effect
- Back Effect - Reflection Effect
- Page Text Effect - Logo Effect

- Sinus 16 and 32 Effects

18

- C64 Back Effect
- Scroll Text Effect

THE SETTINGS

| am now going over all Settings Tabs and their configuration in detail. | also added notes to the effects settings where
FStG AG G2 68 AYLRNIFIYyd G2 SELXFAY GKS a21 ¢ |yR a2 !
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MAIN

=10|x||  Enabled Effects
1 Star field
1 Copper Bars
. 1 Plasma
HmlDﬁpla}rIStasICnppHIMaITﬂ'tISD | Misc | Regie | Toois | 1 Logo
— Control Unit 1 Background
v Starfield v Music ¥ Sinus Text 16 1 Mask Picture
™ Borderines ™ Equalizer IV Sinus Text 32 1 C64 Back
¥ Copperbars [~ Keymap IV Scroll Text 1 Music
¥ Plasma [+ 3D Ball Object ¥ Page Test 1 3D Ball Object
¥ Logo ™ 3D Dot Object ™ Zini Text 3D Vector Obiect
[# Background [ 3D VectorObject |~ DYXCP Text T ector Objec
I~ SkinWindow [ 3D DirectObject ¥ Amiga Text T Bounce Bobs
W Mash Picturs ¥ Bounce Bobs [~ Magnifying T Reflection
IV CR4 Back IV Reflection v Sprites 1 Sinus Text 16
1 Sinus Text 32
[T Screen Setup ¥ | Shov o Im 1 Scroll Text
1 Page Text
- Save Prers About 1 Amiga Text
[23:18:21] - Setup to... Roy - NewWorkdOrder-f=.ini
[23:18:Z2] - Intro compiled using script engine!
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DISPLAY

ool emomae

5 - 2008 by Peace of Testawarse

" Msin Dﬁpla:-r|stas|c:uppe:|uuia|Tm | 20 | Misc | Regie | Tools |

W Allow to fade display in and out

[ Bilinear 30 fiter quality

— Mode OF Display — Title OF Demo
ILlse fullscreen mode j INew Word Order by Roy

— Sizs OF Soreen _FPS_ . Display Sz
[640 480 (Best Fulscreen) =] | [ 604 (l 1004

— RGB Hide — RGE Display —— — Render View ——
— i

— Sereen Fading — Rendsring

[23:18:21] - Setup to... Roy - NewWorldOrder-f=. ini
[23:18:22] - Intro compiled using script engine!
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Display:Full Screen Mode
640x480 pixels Resolution
Frame Rate (FP®0

Display Sizet00

RGB Hidg0,0,0) (Black)

Allow to fade display in and out:
enabled

Render View / Adjust to size of
Display:enabled


http://farm5.static.flickr.com/4003/4532417801_2183976ca5_o_d.png
http://farm5.static.flickr.com/4003/4532417801_2183976ca5_o_d.png
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1 3D Simulatiorenabled
1 X, Y and Z Rotatioanabled
Aalel 1 Number:200
1 Planes Depth4
- . . 1 Angle:9
Mzin | Display 5135|Capper|uacia|Tm|3D | Misc | Regie | Tocis | 1 Speed?
—Mode Of Stars—— 20 Simulation In Flane Depth———— 1 Use Star Picture:
" Move in 2D order [V Xrotate starfield by speed Datd BobsMiscellaneousd3 PNG
¢ Tumin 20 order ¥ Y rotate starfield by speed
¥ 3D Simulation ¥ Z rotate starfield by speed
— Mumber ——————— Plane Depth Angle / Speed ———
i 74| |4l o4
— U=a Star Picture
d=z &

[23:18:21] - Setup to... Roy - NewWorkdOrder-f=. ini
[23:18:22] - Intro comipiled wsing script engine!

Stars Effect Notes

1 The stars effect is used for the background and mostly just as visual support for the main effect in a whopping &
parts of the demo

Part 5) Amiga Text

Part 6) 3D Ball Carpet
Part 7) Big Scroll

Part 8) Vector Space Ship
Part 11) Final Part

arwWNPE

==

The settings for the rotation and speed were configured primarily for the Vector Space Ship part, because there
the effect plays an integrated part in the scene beganerely providing visual support.

Pageb of 25


http://farm5.static.flickr.com/4034/4532417831_5c06c45557_o_d.png
http://farm5.static.flickr.com/4034/4532417831_5c06c45557_o_d.png
http://farm3.static.flickr.com/2799/4532417101_2a02ebae99_o_d.png
http://farm5.static.flickr.com/4034/4532417831_5c06c45557_o_d.png
http://farm3.static.flickr.com/2799/4532417101_2a02ebae99_o_d.png

CoPPER (FX) AND PLASMA

- Copper bars Effect
1 RGB Coppédrars Color64, 128, 128
‘Main | Display | Stars Cw'uaﬁale | 20 | mise | Regie| Tools | 1 Number:16
— RGE Copperbars — — Numbsr Size Speed— —Tail 1 Speed3
| [d| (| [ 4] e o f Tail:on
— RGE Pla=ma — Random Plasma Color——— — Colorize — Plasma
I:I [~ Generate color every start [~ On
—¥ Sin ¥ Spesd  Sin ¥ Speed— Step—— 1 Color:0, 0, 40
| 12@‘ “ 2:—‘ “ H-E‘ “ 1L 24 1 RandomOff
1 ColorizeOff
— RGE Borderiines & Borderiines —Spesd —— X-Sin:120
|:|—‘ {I‘ Use copper bordeine effect | | [ 10-] 3 X-Speed?
1 Y-Sin:95
1 Y-Speedl
1 Step:2
[23:18:21] - Setup to... Roy - NewWorldOrder-fz.ini
[23:18:2Z] - Intro compiled using script engins! .
Copper Media
Copper Amiga Text
= & 5 N@oppekgreencoppert b D £

See Amiga Text Settings for Image
Jcool DermoMale

2008 by Peace of Testaware

— Copper Amiga Text

Igreen-copper.png

[23:18:21] - S=tup to... Roy - NewWorldOrder-f=.ini
[23:18:22] - Intro compiled using script engine!
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Copper Bars Effect Notes

1 The Copper bars are only used as background for the Amiga Text Effect of part 5) of the demo

Plasma Effect Notes

1 1like to use the plasma effect to add some visual depth to various scenes. It just looks cooler if you have
something going on in the background instead of having just a black screen there. | like blue as a color in
general, but it is also a nice fit ftrte space scenes in this demo. However, the effect is used for visual support in
3 parts of the demo altogether.

1. Part 6) 3D Ball Carpet
2. Part 7) Big Scroll
3. Part 8) Vector Space Ship

MEDIA T LOGO

—{bix| CAf S YAnimérticalwomen0lby + pd e L.

(click on image for full size version)

‘(nnl prnnlﬂal o

"Main | Display | Stars | Gopper Media|Tm | 3D | Misc | Regie | Toots |

Loge |L,a1.-'er| Foms,l Mus'u::l Keymapl

— Logo Picture Anim Vertical Frames - Delay

Iwnmenmb-_w.jpg |E|. ’7V On I_j I_j—‘

— Loga Effect RGB Hide —
IWa'.'e stretch - I “:I

— XY Position
[ center [ e02 [ 1003

— Alpha ——
Iﬁﬂ v Fade I 2 j

—F¥ Speed— — MY Swing——— Anim:O

1[I Of Off T nim:on

I :I I :I I :I # Frames9

Frame Delayl5
1 Logo EffectWave Streth

[23:18:21] - S=tup to... Roy - MewWorkdOrdar-f=.ini

[23:18:22] - Intro compiled using script engine! ﬂ RGB H|dd3|aCk (O,O,O)

1 Position:
X =80
Y =100

= 1 Alpha:100

1 Fade:Enabled
Speed?2

1 FX Speed

1 X/Y SwingOff
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Logo Effect Notes

 The logo effect is only used for the final part (11) of the demo. | almost did not use it at all, but falvdaatd
that fact and decided to add a small and short bonus part at the end of the demo as a result of it. | use a Vertice
Frame animation as logo, a girl covered in silk throwing back her hair in slow motion. It almost looks like she is
underwater, whiclh & (G KS NBI a2y ¢gKeé L LI ASR GKS a2+ @S { 4N
further.

MEDIA i BACKGROUND

¢ 05DHM =I01X|  File "DataLayeANovus Okdo

Seclorum2.png”
e (click on image for full size version)

“Main | Display | Stars | Copper Media |Text | 30 | Misc | Regie | Toois |

‘loge  Layer IFomsI Music | Keymap |
Background | Skin Window | Mask |
— Background Picturs

Iqus COkdo Seclorum2 pn Ul-

— Horizontal Scroll ————————————
I 5 j ISwing left j
— Wertical Scroll

I 5 ﬂ ISwing down j

— Miirnor Zoom

[ Into line ’7| Soresnsize vI

1 Horizontal ScrolSwing Left

Amount:5
1 Vertical ScrollSwing Down
[23:18:21] - S=tup to... Roy - NewWorkdOrder-f= ini Amount:s .
[23:18:22] - Intro compiled using script engins! ﬂ Zoom:screen size
1 Mirror: Off

Background Effect Notes
§ This effect is only used for part 9) of the demo. The black regions of the image are transparent and make the
al!{yY STFSOl OrarotSd® ¢KS 2NRSNIJAY gKAOK GKS STFSO
0KS GwS3IASéE eI Derfacey v Gl 0o 2F
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MEDIAT MASK

I ] e File: "DatalLayekNovus Okdo Seclorum2.png"
(Same Image as for Backgrojind

. _ 1 Mask EffectFlashing Skid Boxes
Main | Display | Stars | Copper Ile:cialeI:tD | Mise | Regie | Toois | 1 Alpha:30

— Mask Picture

|Nnvus Okdo Seclorum2 pn

— Mask Effect

Ny Y W p—
IFIashing Skid Boxes j ’7|_3ﬂﬂ

[23:18:21] - Setup to... Roy - MeaWorldOrder-fs.ini
[23:18:22] - Intro compiled wsing script engine!

Mask Effect Notes

1 This nice effect is used in 3 parts of the demo 5) Text and Copper (to enhance the copper background effect), ¢
just on its own and 10) as background for the same image used with the BACK image and only visible through
the black and thus transparent regie of the BACK image effect.
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Font 16
File "DatdFontd 16\ megafont16x16.png"

"Main | Display | Stars | Copper Media | Text | 30 | Miso | Regie | Toos |

‘Logo | Layer Fomts |Mu5ic| Keymap |
— Font 8 Pielsk

| "™

—Font 16 Poeelsize —————————————————
Imegafont'l&'—x'l Epng Ulﬁ Flont, 32
File:6Data Fontd 32 OSDM_Fnt32x32_EarwigFactencu.png"”

—Font 32 Poeelsie ————————————————————
[0SDM_Frt32<32_EawigF: U[ﬁ

— Font Amiga Tesxt

[0SDM_Frt32<32_Onesizel U[ﬁ

[23:18:21] - S=tup to... Roy - NewWorldOrder-f=.ini
[23:18:23] - Intro compiled using script engine!

Amiga Text
File "Datal Fontd 32 OSDM_Fnt32x32_OnesizeReve@&#dCCU4.png"

HETHUHETEHE (L -

T Used for Big Scroll and Sinus Scroll 16 (Final Part). As you can see, most characters of the font were replaced
graphical elements, which are vital for itse for the two effects in the demo.

Font 32 Notes

1 Used for the End Scroller in part 10 of the demo (Page Text) and for the short Sinus 32 Scroller in the Final Par
(11) of the demo

Amiga Text Font Notes

1 Only used for the Text Part (5) of the demo watlgreen copper effect applied to it. See details at the
AYF2NXIEGAR2Y | 02dzi GKS a! YAIlF ¢SEilGa STFFSON
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Music

=10ixi|  File: "DataModuled Nervous Disorder by Keith 303 o
[ |\ '<lm| memﬁdh Radical Rhythm¥M" (N\WOmodule.zip (305.41 KB)

M S by Pe:

0.5.0M B - 2008 by Pe: f Testaware

"Msin | Display | Stars | Copper Meﬁa'Tm |20 | mise | Regie| Toois |
“Logo | Layer | Fonts Music | keymsp |

[ 2 Browss for Music Format |
— e
INenmus Disorder by I_'Ij Al formats
r TRt | | e CPC Pormat
II:’"'E‘:’t Sample j" I w ﬂ Asylum Format
Atari Emulated Modules
—XPos—— —¥ Pos—— —Pesk—— Atari SNDH Format

Iﬁﬂ Iﬁﬂ Iﬁﬂ :::34' n;::thh;t rFomr;an

Brizn Fostma 1.0-3.8
— X Zoom — —Y Zoom— — Delay —— Comodors 84 FlaySID

I | ) - | e
—Mlpha —— — Front—— —Back—— DeliTracker Custom ~507% | W

||| | —

[23:18:21] - Setup to... Roy - MewWorkdOrder-fs.ini
[23:18:22Z] - Intro compiled wsing script engine!

Music Notes

1 lonly used a single Fast Tracker 2 (.XM) tune, so there was nothing really to configure for me on this screen
(except forselecting the tune itself). | am not using the Equalizer effect nor the multiple tunes packed into an
OMA archive features.

TEXT -SCRoOLL TEXT

=00 | | resesting Tetsting
~B8 HHH HHH HHH HHH HHHHHHHH ~B3 JJJ JJJ JJJ JI33 J3J
— | |
Y Pos. o Y Pos
o s e e
i | Gy | S | o e Tt |20 | s | g e |
%?ﬂ.;e:ti‘!m.rm' WTMI P*PTMI ZiiTm' DWTm' IT:;M IIT III III III III III —_— III ITI ITI IITI III IITI
| ~pa~gl
o _|Ia;:.m 333 JJiPosJJJ 333 333 Ie,:lm —
Scru}l T:;t e X ouncin enter - Dl‘ -ont
f Shluﬂ (::‘ I h'_j D] ] [ ) ]

Ay _ 5 o
Y# = Set vertical position - I'B'i pre— FEE  LLLLLLL
>|

| [ e

[22:18:21] - Setup to... Roy - NewWorkiOrder-f=.ini
[22:18:27] - Intro compiled using script engins!
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Scroll Text Effect Notes

ID1-7 are used for theBig Scroff" Part
ID 8 is used to quit the demo at the end. It only contains control codes. ~P3 for a short pause and "g¥kto tri
GKS v'!L¢ oFyR &a2YS aLl O0Sa i GKS o6S3IAYYAYy3d & abdz

TheBig Scroff uses a special tweaked font where the letters are replaced by graphical elements that make up
the scroller, in this case square boxes in blue colors with different shades.

9F OK aONRffSNIadlINIa ¢gAGK I w. O2olitNRetto Ddff@&tvale Ay
for each scroller to achieve the stretch and swing effect that you can see in the final demo. The *S0 code at the
end of each scroller sets the speed to 0 to avoid that the scroller restarts.

In Order to prevent the ScrolléNo 8 with the Script command to be executed while my Big Scroller runs, | set its

ALISSR GAl h{5a {ONARLIG (2 n LINR2NIJ NMHzyyrAp/@ HKSiHKS 3S)
demo to execute the command. To avoid any accidentalgi@t caused by potential delays between the

effect activation and the modification of its speed to stop it, | added a few spaces at the beginning of scroller #8

and also the pause (“P3) prior the quit command.

Note: | removed 52 blanks/space Charactescailler texts 1 to 7 before the

SO0 control command for display/space reasons. | also adddar&aks for the same reasons.

ID: 1, Speed: 6, YPos: 110, Font Mode: Font 16

~B1 HHHHHHHHH HHH HHH HHH HHHHHHHH HHH HHHHHHHH HHHHHHH

HHH HHH HHHHHHH HHH HH HHHHHHH HHHHHHH HHH HHHHHHH
HHH HHH HHH S0

ID: 2 , Speed: 6, YPos: 126, Font Mode: Font 16
AB2 T T 00 TR EEE T EeE T e

CEEEEE TEETHE e EEE TEE THE T Fee Eee

[ 11 "S0

ID: 3, Speed: 6, YPos: 142, Font Mode: Fot6
AB3JJJ JJJJIJJIJIII JIIIII AT III III

JJJ JJJJIJJIJIII JIIIJIIIIIIIT IIIIIT AT I
JJJ JJJ SO

ID: 4 , Speed: 6, ¥Pos: 158, Font Mode: Font 16

"B4 KKK KKKKKKKKK KKK LLLLLLL KKK LLLLLLL KKK KKK KKK
KKK KKKKKKKK KKK KKK KKK KKK KKKKKKKK KKK KKK KKK KKK
KKK KKK S0

ID: 5, Speed: 6, YPos: 182, Font Mode: Font 16

AB5 JJ3J JJJ JJJ JIJ JIJ JIJ JIJ JII JIJ I
NNNINNNINNNIVARININNN VNN BN A NIV NN IVA N INR NIV NN INA NN A NIV N
JJJ JJJI ~SO

ID: 6 , Speed: 6, YPos: 200, Font Mode: Font 16
ABG6 11T IR R
Rl

I *"S0O
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ID: 7 , Speed: 6, YPos: 222, Font Mode: Font 16

~88 HHH HHH HHH HHH HHHHHHHH HHH HHHHHHHH HHHHHHH

HHHHH HHH HHH HHHH HHHH HHHHHHH HHH HHH HHHHHHHH HHHHHHH
HHH HHH HHH 7SO0

ID: 8 , Speed: 1, YPos: 240, Font Mode: Font 16
"P37Q1

TEXT -SINUS TEXT

Sinus 16 Settings

ol Demoiigle

WS by Peace of Testaware 1‘[ H|gh44
‘Msin | Display | Stars | Copper | Media Text |aD | Misc | Regie| Took | 1 gre%desncw
" Coroll Text  Sinus Test |Am'gaTm| F‘agETex'tl ZiniTE:ctI D‘r’XCF'TE:ctI E Y.%ii-loo
— Sinus Text Font 16 ﬂ COpperOff
|Asc33FEF:DCBABCQEF@FE3caasc33FGF:::BAB:::FEF::
High - Frequency - Speed el Copper Sinus 32 Settings
“ e || E{I‘&mﬂmnﬂ “ Oﬁﬂ_‘ J
. 1 High:100
— Sinus Text Font 32 ﬂ Frequencyio
| THANE ¥OU FOR WATCHING THIS DEMO! 1 Speed5
High - Frequency - Spesd Vertical Position Copper 1 Y-Pos:90
“ 1004 0] 54 {I‘ Center [ 90 ﬁ Oﬁﬂ 1 CopperOff
39

Sinus Text Effect Notes
1 Both Sinus Text Scrollers were only used for the final part (11) of the demo

Sinus 16 Text

Note: | addedline-breaks to the scroll text for display reasons

ABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCB
ABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCB
ABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCBABCDEFGFEDCB

Sinus Texfl6 Effect Notes
1 It uses the modified font like the Big scroll but it uses different letters, which were replaced with gray boxes in
different shades.

Sinus 32 Text

THANK YOU FOR WATCHING THIS DEMO!
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TEXT -AMIGA TEXT

l_:l-l.‘((]{)l_ Darmolfahe Letter FX
. —— Tm _ — 1 Zoom:Enabled
r-uam | stplayll Stars | ci:::erl Mediz |3|:.>. | Mise | Regie | Took | q ShadowEnabled
st SeuTo AT | Fae x| 2o x| G2 T | 1 CopperEnabled (set at Copper/Copper
— Amiga Tesxt Editor [ maoe. 2016 / Page | — Letter FX A~ - A A , 7
MOUING I Fade aSRAI { ONE&oBpékgreedr 5 I U |
o o l'f;:‘:; coppert b D¢
LT [V Shaddow 1 Page EffectVertical
I Copper 1 Page Linesl
‘I—_,P““E_ E'I"*‘“ f Wait: 45
— 1 XPos:25
—PageID. Page LiTE.—Wai‘t.— X.l"r'PcE:i‘tinn - Siae—. 1.|. Y—POSGO
[ed|| 74 sg| (=40 a4 [ =4 ! Soan
—Page Text —MM
e Pesves | o
Page 1 Page 2 Page 3 Page 4
THIS IS THE IT IS CALLED | HOPE YOU MOVING
LASTEST OSDM NOVUS OKDO ENJOY WATCHING ON
DEMO RELEASE SEDORUM THIS DEMO
BY ROY OF WHICH TRANSLATES AS MUCHAS ...
SUPERIOR ART NEW WORLD ORDER | ENJOYED
CREATIONS IN NO, THIS IS NOT A CREATINGIT ...
THE YEAR 2010 CONSPIRACY THEORY FOR YOU!
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http://farm5.static.flickr.com/4024/4533051342_225a6419b4_o_d.png
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http://farm5.static.flickr.com/4024/4533051342_225a6419b4_o_d.png
http://roysacweb.s3.amazonaws.com/files/osdm/tut/green-copper.png

TEXT -PAGE TEXT

OTi<kool Dotmomale Settings
0.5.0.M WS by Peace of Testaware
: : T Page Linest6
Msin | Displayl Stars | Ccpperl Megis  Text |3D | Mizc | Hegiel Tools | ¢ Wait: 10
" Soroll Text | Sinus Text | Amiga Text  Page Text IZini Text | DYXCP Text | M1 XPos:25
— Fage Text Editor T Y-Posb
= 1 Page ModeFX scroll up
“NEY WORLD ORDER" o 1 Font SizeFont 32
NOUUS OKDO SEDORUM T FX Spee@
AN 0OSDM DEMO BY T FXFade3
ROY OF SAC IM 20818
NEMA CRETTTE - LI FX Effects
— Page Lines - Wait — — X Position Page Mode - Fontsize
[ e[ o] 2534[ 53 “Fxscmllu; =] [Fort 327] 1 Jump:Enabled
1 Stretch:Enabled
— Fx Speed - Fade — — Fx Effect Fx High — . .
FXHigh:480
I_Zﬂ |_3ﬂ ™ Move W Jump ¥ Stretch IVI 43Dﬂ :TT Teth
4_2
Page Text (continued 1) (continued 2) (continued 3)

"NEW WORLD ORDER'

NOVUS OKDO
SEDORUM

AN OSDM DEMO BY
ROY OF SAC IN 2010

DEMO CREDITS:
CODE: PEACE & EPYX
DESIGN: ROY/SAC
GRAPHICS: ROY/SAC
VECTORS: ROY/SAC
MUSICKEITH303

GREETINGS TO:

ALL MEMBERS AT

FORUM DOT
DELTAFORCETEAM
DOT DE

ESPECIALLY TO
WILDCOP, REBELL
PEACE, BOBO
DER EIZ, JIZZY
MARIE, GENOM
SANITY, INC

SKID, TWILIGHT

ALSO GREETINGS TO

MAD MAX/CPI
RAD MAN/ACID
BEN GARRET
LORD SCART
JASON SCOTT

ALL CURRENT AND
FORMER MEMBERS O
SAC, DYNASTY
RAZOR1911, DYTEC
TRSI/FAITH, TOAO
BACKLASH, PNS

CHEERS!
ROY OF SAC IN 2010!

DO NOT FORGET TO
VISIT ROYSAC.COM

SIGNING OFF...

Page Text Effect Notes

1 This effect was only used in the E&droller Part (10) of the demo
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3D -3D BALL

L & ::-W ‘
44 45
A,
P———
48 a9

Uses the SolarsysterhBobs Set from OSD#/Files:

=a =4 =& -8 -8 -8 8 9

e | oupy | s | o s x| | e T |
3DBal|3DDm|3Dvm|3DDim|
30 Object — 30 Object Editor ————
[Wwio moB. "™
—X Position— — Position—, —Z Fosition—
[ o | [ od||[ o
— X Rotate— Y Ratste— —Z Rotats —
[ord| | [ord |
—XMove— ¥ Move— —ZMove— —KYiZAnge—
[ orsf| | [ org| [ ord| [T sl sl 53
— Active 30 Bobs — Actuzl Bob Set
prm—
| 2 2 2 i N A e

43

Datd Bobd SolarsysteD0.PNG
Data Bob4 SolarsystefD1.PNG
Data Bob4 SolarsystetD2 PNG
Data Bob4 SolarsystefD3.PNG
Data Bob4 SolarsystetD4 PNG
Data Bob4 SolarsystefD5.PNG
Datd Bob4 SolarsysterfD6 PNG
Datd Bob4 SolarsysterfD7 PNG

The MOBJ file was created using ti@éate Multiple

3D Ball Object" feature underToold Utils® (select Tool
via the Dropdown in the top right)

File: "DataObjectaNWO.mOBJ"
(NWOmMOBJ.zip (9.38 R‘B); which contains:

1. The Roy/SAC object from the beginning and
2. the 3D Ball Carpet.

Position

1 X,Y,Z Positio®ff (will be set via Script)
1 X,Y,Z MoveOff
(Not used, can't be controlled via script)

Rotation
(fix for all objects, cannot be changed via script)

1 X:Off
1 Y:Off
1 Z:16

Angle
T X5

T Y5
1 Z5
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http://farm3.static.flickr.com/2511/4532417067_462e0869f2_o_d.png
http://farm5.static.flickr.com/4014/4532416849_6ce5f495bd_o_d.png
http://farm5.static.flickr.com/4014/4532416849_6ce5f495bd_o_d.png
http://farm5.static.flickr.com/4053/4532416907_d57e180500_o_d.png
http://farm5.static.flickr.com/4053/4532416907_d57e180500_o_d.png
http://farm5.static.flickr.com/4022/4532416967_0d91d936d7_o_d.png
http://farm5.static.flickr.com/4022/4532416967_0d91d936d7_o_d.png
http://forum.deltaforceteam.de/wiki/doku.php?id=documentations:osdm_features_notes-3d_ball#multiple_3d_ball_objects_in_one_demo
http://forum.deltaforceteam.de/wiki/doku.php?id=documentations:osdm_features_notes-3d_ball#multiple_3d_ball_objects_in_one_demo
http://forum.deltaforceteam.de/wiki/doku.php?id=documentations:osdm_features_notes-utils#create_multiple_3d_ballobject
http://roysacweb.s3.amazonaws.com/files/osdm/tut/NWOmOBJ.zip
http://farm3.static.flickr.com/2693/4532418223_8c758f9849_o_d.png
http://farm3.static.flickr.com/2511/4532417067_462e0869f2_o_d.png
http://farm5.static.flickr.com/4015/4533050048_8936c95ee0_o_d.png
http://farm5.static.flickr.com/4014/4532416849_6ce5f495bd_o_d.png
http://farm3.static.flickr.com/2699/4532416881_0eeb64fbab_o_d.png
http://farm5.static.flickr.com/4053/4532416907_d57e180500_o_d.png
http://farm3.static.flickr.com/2683/4532416939_2dcb683458_o_d.png
http://farm5.static.flickr.com/4022/4532416967_0d91d936d7_o_d.png
http://farm5.static.flickr.com/4028/4532417021_165366e8f9_o_d.png

3D -3D VECTOR

Usesalso a multi object file, created using th€reate
Multiple 3D Vector Object"
feature underToold Utils™’

"Main | Display | Stars | Copper | Media | Text 3D |Misc | Regie | Toois |

|30 8all | 3D Dot 3D Vector |3D Direct | File: "DataVectoraNWO.mVOBJ"
3D Opject (NWOmMVOBJ.zip (10.88 R¥) It contains:
[NwO mvOB &
X Pasifion—| Y Pasitian—, Z Pasition - 1. the Bouncing Stars Circle Object and
[ ors| ([ ord || [ o 2. the Space Ship Object
—X Rotate— Y Rotate— —Z Rotate —
I 1 T Y I Position
—XMove— ~—% Move— ~—Z Move—
[ ord [ org||] o T X,Y,Z Positio®ff (will be set via Script)
— Light Mode ———  — Wireframe -
™ Fast Vector Shading [~ On Rotation
(fix for all objects, cannot be changed via script)
55

X1

Y:1

Z:16

X,Y,Z MoveDff

Fast Vector Shadin@ff
Wireframe:Off

= =4 =4 -4 -4 A

3D Vector Effects Notes

il

|l

Due to the lack of control of 3D objects via OSDM Script in the current version of OSDM (Peace is fixing this in
the upcoming version of OSDM) is it quitehallenge to use multiple different objects in a single demo, because
the rotation settings etc. are all fix and the same for all objects. You can only control the movement of the
object on the X and Y axis as well as zoom it on #ve<Z While the settigs worked nicely for the Stars Circle
vector object, it was a different story with the spaceship. It just did not look right and changing the current
settings would have screwed up the other effect. As a solution for this dilemma | added animation cagrtmand
the space ship object. All points are animated on the X, Y and Z coordinates to add some extra movement.

Also to consider was the fact that once you enable the vector effect, ALL objects within the mVVOBJ object
definition file start to rotate accordigito the settings in OSDM. This happens regardless if you selected a
particular object via IDN = X. This means that the appearance of an object changes depending on how long yot
had the effect enabled prior to show other objects. Depending on the objattlarotation settings, this can

have dramatic impact on how each of the vector parts are going to look like.

The same limitations and challenges also apply to the 3D Ball vector objects.
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MiIsCc.T SPRITES

| uses 6 of the available 8 Sprite slots

‘Main | Display | Stars | Copper | Media | Text | 30 Misc |Hegie|'Tmts|
Sprites |Boum:>e Bcbrsl Heneminn| I'.lagnil'yirugl cB4 Backl Flazh ".l'iewl

[=]

anewproductioncalled png

proudlypresents png J

MewWorddOrder png

mouZblackbag_H20 png - z
| ;I_I B

— X% Position — Anim Horzontal Frames - Delay - Start——

[0 [ 2904 | Con [ 14 04[54

— Alpha - Zoom — Angle - Effect - Spesd

oAl wod|[Cord o =1 74

—Sat—

o
5
(=]
I
(¥}
=
m

L

ERERERE
[=r W& I

F

1. File: "DatdAnim\HorizontaASmokebursgray h18.jpg'lclick on image for full size version)

1 XPos1, Y-Pos,Alpha:1, Zoom:205
1 Anim:On,Frames18,Delay:20, Start: 1
1 Angle:285,Rotate:Left, Speed2

Sprite 1 Notes
1 Used as background effect of the intro part (2) with the 3D Balls Roy/SAC logo

2. File: "DatdAnim\HorizontalearthO5b_HB.png"(click on image for full size version)

EEOOONARBRSPOAMM

1 XPo0s:100,Y-P0s:390,Alpha:1, Zoom:240
1 Anim:On,Frames30,Delay:22, Start: 1
1 Angle:Off, Rotate: Off

Sprite 2 Note
 Used for the Title animation part (3) of the demo
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http://farm5.static.flickr.com/4065/4532418317_185ec759d3_o_d.png
http://farm3.static.flickr.com/2698/4532417325_16bac94293_o_d.jpg
http://farm3.static.flickr.com/2762/4532417525_220d1655df_o_d.png
http://farm5.static.flickr.com/4065/4532418317_185ec759d3_o_d.png
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http://farm3.static.flickr.com/2762/4532417525_220d1655df_o_d.png

3. File: "DataLayenanewproductioncalled.png”

Anewipredligiionicalled

|®
N

1 XPo0s:320,Y-P0s:350,Alpha:1, Zoom:100
1  Anim:Off
1 Angle:Off, Rotate: Off

Sprite 3 Notes
1 A simple text layer used for the intro sequence (part 2) of the demo. Faded in and out using OSDM Script.

4. File: "DataLayenproudlypresents.png"

1 XPo0s:320,Y-Pos:155,Alpha:1, Zoom:100
1  Anim:Off
1 Angle:Off, Rotate: Off

Sprite 4 Notes
1 Another simple text layer faded in and out during the intro sequence (part 2) of the demo

5. File: "DataLayeANewWorldOrder.pngfclick on image for fulsize version)

1 XPos:320
Y-P0s:240
Alpha:1
Zoom:100

1 Anim:Off

1 Angle:Off
Rotate:Off
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http://farm3.static.flickr.com/2687/4532417431_730c2c455e_o_d.png
http://farm3.static.flickr.com/2693/4533050628_2b59603c89_o_d.png

Sprite 5 Notes
1 Used for the title animation part (3) of the demo. Zoomed &udkd via OSDM script.

6. File: "DatdAnim\Horizontalmou2blackbg_HZ20.png'tlick on image for full size version)

[ LI ] i o o U > B . i .
1588388388382 adnas0n 65
1 XPos:121 ,Y-P0s:240 ,Alpha:1 ,Zoom:200

Anim:On ,Frames33 ,Delay:22 , Start: Off
Angle:Off ,Rotate:Off

= =4

Sprite 6 Notes

1 The funny animation of the mouse that is scared of what it sees to escape with a squish in classic comic style.
Used for the title animation part 3 of the demo.

Misc.BOUNCE BoB

File "DataLayenRoySACisBacknoyear.png"
(click on image for full size version)

DlaSool Demoltale

0.5.0.M & 2005 - 2008 by Peace of Testaware

"Msin | Display | Stars | Copper | Media | Text | 3D Misc |Regie|'Tm|s|
" Sprites  Bounce Bobs Iﬂelleminnl Magnifying | C84 Back | Flash View |
— Bounce Bob Picture

IHcrySAGsBacknD}fear.png uu R@V@A@
— Size n Percent — Girownd —— Hg @
[~ Random Iﬁﬂ I_Oﬁﬂ
— Mumber — —Alpha——— — Rotate——
4| [ =d| o
— X Mirmor —— — Frames — — Delay —— 67
Con || ofd[|[ =4
XY Bounce Off Mask— 1 Sizel100
v xon # von [ 1 Ground:Off
1 Number:1l
o 1 Alpha:50
- 1 Rotate:Off
1 XMirror: Off
1 FramesOff
1 X/Y Bounce Off Mask *:
X:0n
Y:On

Color:RGB(0,0,128)

Bounce Bobs Effect Notes

1 * The Bounce Off settings are irrelevant and can be switched off, because the bounce bob appears on a screer
that is entirely black.

1 1 only used the bounce bob effect for this, because | could not use another sprite slot anymore, because adding
7th sprie would reduce the maximum allowed file size for all other sprites as well and some of the vital frame
animations would exceed this lower maximum.
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Misc.T REFLECTION

OISKOo P Dermomare

0.5.0.M ® 2005 - 2008 by Peace of Testaware

"Main | Display | Stars | Copper | Media | Text | 30 Miss |Hegie|'Tw|s|
' Sprites | Bounce Bobs  Reflection | Magnifying | C84 Back | Fiash View |
— Start Mirror Y

— Hight ———

T oisply [ 14| [ 3124
— Wiew Miror Y — Size % ——
eeow [ 3254 | [ 544
~RGEMask— _Alpha——
v o | |[ 4

Reflection Effect Notes
1 The Reflection Effect is used for two parts of

Misc.-C64 BAcCK

Statt Mirror Y:11
Height:312

View Mirror Below Y325
Size54%

RGB Mask2,2,2)
Alpha:29

= -4 —a —a —a 9

the demo, 5) Text and Copper and 11) Final Part

O <kool PDarmomaie)

0.5.0.M © 2005 - 20038 by Peace of Testaware

File: "DataCoppekCopper_3PNG'

‘Main | Display | Stars | Cogper | Medin| Tew | 3D Mise |H,Egie|'Twls|

" Sprites | Bounce Bobs | Reflection | Magnifying (C84 Back | Flash View |

— CE4 Back Picture

ICDpper_SS.png |ﬂ|-

— Wertical Position — High
W Center [ 254 | [ 4204
—Effectmode ———————— —Speed ——
IF{.astar Mirror Curtside LI I 2 ﬂ

1 Vertical PositionCenter
High:480

1 Effect ModeRasteMirror Outside
Speed?2

C64 Back Effect Notes:

1 1 use the C64 Back Effect for most of the transitions between the individual demo parts. See screenshot of a

transition further up in this tutorial.

1 1 call the effect vi&CAL = C6MDSDM Script) right before | stop the display at the end of a demo peBiiRa=

DISPLA&Nd stop it within the next demo part
DISPLA¥ommand.

VBITP = C64ight before | enable the display again via @&L =
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REGIE (DIRECTION )T STORYBOARD

Bi |\‘<00I Dprrmlﬁal o

......|:..|.- © 2005 - 2009 by Peace of Testawars

“Main | Display | Stars | Copper | Media | Tet | 23D | Mise FleoElels|

[A] Plasma -
T — r
[E] Borderiines

’VI_|| 01150 |

[F130 Dot Object

’7|_|| 01150 |

[B] Back Picture

=il |

[C] Copperbars
(ru:

D] Star!
’VI_|| 0150 |

[O] Mask
’VI_|| 0/150 |

’7[61 3D Vester Object

[H] Bounce Bobs

™ |

P |

|_|| 01150 |

[L] Sinus Text 16

| |

!
Ll
Iz
|

1] 30 Ball Object
I=0 |

[] Lege

(rn:

[M] Sinus Text 32

T

[N] Page Texct

4 I

B e

End

[0

1 Fade:On
1 Speed25
1 Restart:2:00(irrelevant)
Order (Top to Bottom = Back to Front)

(A) Plasma
(E) Border Lines (Not Used)
(F) 3D DOT Object (Not Used)
(B) Back Picture
(C) Copper bars
(D) Star field
(O) Mask
(G) 3D Vector Object
(H) Bounce Bob
10 (X) Sprites
11. (K) Scroll Text
12. (L) Sinus Text 16
13. (1) 3D Ball Object
14. (J) Logo
15. (M) Sinus Text 32
16. (N) Page Text
17. (P) Equalizer (Not Used)
18. (Q) 3D Direct Object (Not Used)
19. (S)Zini Text (Not Used)
20. (T) Magnifying (Not Used)
21. (V) DYXCP Text (Not Used)
22. (W) Amiga Text
23. (R) Reflection
24. (U) C64 Back
List with NOT used Effects removed

(A) Plasma

(B) Back Picture
(C) Copper bars
(D) Star field

(O) Mask

(G) 3D Vector Object
(H) Bounce Bob
(X) Sprites

(K) Scroll Text
10 (L) Sinus Text 16
11. (1) 3D Ball Object
12. (J) Logo

13. (M) Sinus Text 32
14. (N) Page Text
15. (W) Amiga Text
16. (R) Reflection
17.(U) C64 Back

CeNoOoGORAWNE

©COoNoOoOR~WNE
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Storyboard Notes
1 Start and End of each effect is irrelevant because it is controlled via script. It is also irrelevant if an effect is
a OKSO1SRa 2N y2G2 YSIyAy3a AT (KS OKSO1062E Ay TFNRY

REGIE (DIRECTION )i SCRIPT

Include Script and Sort effects by
Storyboard OnlyEnabledIMPORTANT!!)!
1 Paste by SelectioiEnabled

DU f

S ETEETE = = (I have no idea what that is for)
Serpt | storyboard | 1 See Script Code below
— Editor

FPS = 6@ ﬁl —
PSH CaL
CAL = MUSIC STP
STP - DISPLAY CS
L = Label Dt w
| >
Effect |«
ALL
STARS |
.T!il! =1 _|;I BORDER
1 | L4 COFFERBAR
PLASMA
[ Include Script and sort effects by Storyboard onty | LOGOD
BACK
Help [V Paste by sslection | MASK |
72

Script Notes
1 The heart and core of the demo where everything comes together. The whole direction of the demo and the
separation into its individual parts is controlled via script, also the direction of the individual effects within each
part as well as the transitiongiween them is all done via this script.

Script Code (continued 1) (continued 2) (continued 3)

PSH REP =52 LAB =14 REP = 350

CAL = MUSIC ADA= -4 ;3D Vector Star ADX =2

STP = DISPLAY LOP ;outx5.vobj ADZ =2

:New World Order MVA =0 :Z - rotate 16 LOP

;11 Part OSDM NOP =1 CAL = 3DVECTOR CAL =C64

;Demo by Roy/SAC LEA = 3DBALL LEA = 3DVECTOR STP = DISPLAY

;in 2010 IDN=0 IDN =0 NOP =1

;RoySAC.com/osdm/ REP = 200 MVX = -640 STP = C64
ADZ =4 MVY = - 320 0sSz=0

:0 - isback ADX =1 MVX =0 0OsSX =0

JSR=1 ADY =1 MVY =0 0OSsY =0

;1 - 3DBalls LOP MVZ = 1000 STP = 3DBALL

JSR=2 REP =400 OSX = -100 STP = STARS+PLASMA

2 - Mouse ADZ= -4 OSsY =0 RTS

JSR=3 ADX = -1 0SsSz=0 j mmmmmmmmmmmmooen

;3 - Vector Stars ADY = -1 MVS =30 ;Scroll

JSR=14 LOP OSX=0 LAB =8

4 - Amiga REP = 200 STP = C64 TRS

;plus 6 ADZ =4 CAL = DISPLAY CAL = STARS

;(subroutine for ADX =1 NOP =9 CAL = PLASMA

Amiga) ADY =1 CAL =C64 CAL = SCROLL
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JSR=5

;5 - Balls2
JSR=7

;6 - Scroll
JSR=8

;7 - 3DVect Ship
JSR=9

;8 - Mask and
Credits

JSR =10

9 - End

;Plus 12 for Quit
Demo

JSR=11

:Is Back

LAB =1

CAL = BOUNCE+DISPLAY
NOP =1

CAL = C64

STP = DISPLAY

NOP =1

STP = C64+BOUNCE

;roy23b - Copy.obj

LAB =2

CAL = SPRITE

LEA = SPRITE

IDN=1

MVA =0

MVX =320

MVY =240

IDN=2

MVA =0

IDN=3

MVA =0

IDN=4

MVA= 0

IDN=0

MVX =320

MVY = 240

CAL = 3DBALL

LEA = 3DBALL

IDN=0

;MVX = -500

;MVY = - 240

MVX =0

MVY =0

MVZ = 700

NOP =0

CAL = DISPLAY

LEA = SPRITE

IDN=0

REP =40
ADA =2
ADZ =5

LOP

LEA = SPRITE

IDN =2

REP =52
ADA =4

LOP

MVA = 255

NOP =1

REP =52
ADA= -4

LOP

MVA =0

NOP =2

CAL =C64

STP =

DISPLAY+3DBall

NOP =1

RTS

:Mouse
LAB=3
;Initialize
LEA = SPRITE
IDN=0
MVA =0
IDN =4
MVA =0
MVZ =0
MVX = 320
MVY = 240
IDN =5
MVA =0
IDN=1
MVA =0
MVZ = 200
MVX = 320
MVY =240
NOP =0
STP = C64
CAL = DISPLAY
;Fade+Zoom - In Logo
IDN =4
REP =100
ADA=1
ADZ =1
LOP
REP =50
IDN =4
ADA =3
LOP
IDN =4
MVA = 254
IDN=5
MVA = 254
;Play Anim
:and Switch Off
IDN=1
REP =20

STP = DISPLAY
NOP =1

STP = 3DVector
STP = C64
OoSY =0
OSX=0
0Sz=0

NOP =0

CAL = MASK

LEA = MASK

MVA =100

CAL = REFLECTION+STARS
CAL = COPPERBAR

TRS
CAL = DISPLAY
NOP =1

CAL = AMIGATEXT
LEA = AMIGATEXT
MVC = -2
REP =100

JSR =16
LOP
TIM = 22
CAL = C64
STP = DISPLAY
NOP =1
STP = C64
STP = AMIGATEXT+STARS
STP = COPPERBAR
STP = REFLECTION
LEA = MASK
MVA =30
STP = MASK
NOP =0
RTS

LAB=6
LEA = AMIGATEXT
REP =6
ADC =1
LOP
REP =6
ADC= -1
LOP
NOP =0

;3DBall 2

LAB=7

CAL = STARS+PLASMA
CAL = 3DBALL

LEA = 3DBALL

IDN =1

0SzZz= -100

;OSX =100

LEA = SCROLL
IDN=7

MVS =0

CAL = DISPLAY
NOP =1

TIM =17

CAL = Co64

STP = DISPLAY
NOP =1

STP = C64

STP = SCROLL
STP = PLASMA+STARS
NOP =0

;Vect Spaceship
LAB=9

CAL = 3DVECTOR
LEA = 3DVECTOR
IDN =1

MVX = -700
;MVY = -300
MVX = -100

MVY =0

MVZ = 1200

NOP =0

CAL = STARS+PLASMA
CAL = DISPLAY
NOP =1

NOP =8

CAL =C64

STP = DISPLAY
NOP =1

STP = C64

STP = 3DVECTOR
STP = STARS+PLASMA
NOP =0

:Mask and Credits
LAB =10

TRS

CAL = MASK

CAL = DISPLAY
NOP =1

NOP =2

STP = DISPLAY
NOP =1

CAL = BACK

CAL = DISPLAY
CAL = PAGE

TIM =52

CAL =C64

STP = DISPLAY
NOP =1

STP = C64+PAGE
STP = BACK+MASK
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LOP

NOP =1

LEA = 3DBALL

IDN=0

REP = 200
ADZ =4
ADX = -1
ADY =1

LOP

REP =400
ADZ= -4
ADX =1
ADY = -1

LOP

REP = 200
ADZ =4
ADX = -1
ADY =1

LOP

LEA = SPRITE

IDN=3

REP =52
ADA =4

LOP

MVA = 255

NOP =1

ADA =5
ADZ =5
LOP
MVA = 254
NOP =2
IDN=5
MVA =0
:Fade+Zoom Out
Logo
REP =253
IDN =4
ADA= -1
ADZ =1
IDN =1
ADA= -1
ADZ =2
LOP
CAL = C64
STP = DISPLAY
NOP =1
IDN =4
MVA =0
IDN =1
MVA =0

;OSY =100

MVZ = 1900

;MVX = -600

MVY = -400

MVX =0

MVY =0

CPW =100

CPZ =20

NOP =0

CAL = DISPLAY

LEA = 3DBALL

IDN=1

REP =300
ADZ= -6

LOP

REP = 250
ADZ =4

LOP

REP =250
ADZ = -3

LOP

REP =250
ADX = -1
ADZ =2

LOP

:End
LAB =11
CAL = SINUS16
LEA = SINUS16
MVS =10
NOP =1
MVS =4
CAL = DISPLAY
CAL = LOGO+STARS

CAL = SINUS32
CAL = REFLECTION
NOP =3
JSR =12
RTS
LAB =12
;Quit  Demo
CAL = SCROLL
LEA = SCROLL
IDN =7
MVS =0
NOP =1
MVS = -1
RTS

TooLs T EXPORT

EXTRAS

1 Export IconEnabled
File: "DataMisd RoySAC.ico"
(NWOMisclco.zip (625 Bytéd)

1 Start Screen Pictur&nabled

File: "DatdLogosRoysacny201doading.png"

1 NWO Tutorial Resources NWO TUt.zip NWO (4.9 MB)
! This Tutorial in PDF Format OSDM_Demo_TutoridNew World Ordetby RoySAC.pdf (1.7 MB)
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