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ActiveBuff = GsGetActiveBuff();
GsSetWorkBase (GpuPacketArea[nActiveBuff]);
GsClear0t(0,0,&Wor1d0OT [nActiveBuff]);
sp = sprite;
for(i=0;i<=count; i++ , sp++) {
pageno = sptable[spview[i].no].page;
sp->tpage =GetTPage(
0,0,640 + sgo_tpx[pagenol,sgo_tpy[pagenol);

GsSortFastSprite(sp,&WorldOT [nActiveBuff],0);

}

DrawSync (0) ;

VSync (0) ;

GsSwapDispBuff () ;
GsSortClear(0,0,0,&WorldOT [nActiveBuff]);
GsDrawOt (&WorldOT [nActiveBuff]);
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1void draw_sprite(GsSPRITE* sp) {
2 ps2utilSprite *obj;
3 ...
4 obj = &sprite_obj[sprite_counter++];
ps2util_sprite_Set_basicAttribute(
obj,
ADJS_SCREEN_X + (ushort)sp->x * ADJS_SCREEN_W,
ADJS_SCREEN_Y + (ushort)sp->y * ADJS_SCREEN_H,
9 (ushort) ((float)sp->w * ((float)sp->scalex / \\
ONE_f)) * ADJS_SCREEN_W,
10 (ushort) ((float)sp->h * ((float)sp->scaley / \\
ONE_f)) * ADJS_SCREEN_H,
11 (ushort)sp->u+ADJS_TEX_X,
12 (ushort)sp->v+ADJS_TEX_Y,
13 (ushort)sp->w-5, (ushort)sp->h-0,
14 SPRITE_PRIO_FOREGROUND ) ;
156 obj->attribute.rot = (float)sp->rotate / ONE_f \\
/ ANGLE_HALF180_f * M_PI;
16
17 ps2util_sprite_Set_pivot( obj,

5
6
7
8

18 (ushort) ((float)sp->mx*((float)sp->scalex/ONE_f\\

)) * ADJS_SCREEN_W,

19 (ushort) ((float)sp->my*((float) sp->scaley/ONE_f\\

)) = ADJS_SCREEN_H) ;
20 ps2util_sprite_Request( obj );
21}
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3 Demonstration
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jiki.x+=pad[0].right-pad[0].left;
jiki.y+=pad[0] .down-pad[0] .up;

bania++;

bania%=3;

DefSprite (12,0,16%bania,160,16,16,480);
count++;

PutSprite(count, jiki.x+8,jiki.y+32,12);
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python 00O 8O0 00COOOOOOO
self.__oldAnimSeq = self.__animSeq
if self.__frame % self.__ANIMRATE == O:
self.__animSeq += 1
if self.__animSeq > 3:
self.__animSeq = 0
self.__gameObj.changeMaterial (self.__JET[\\

.__animSeq])

self.__gameObj.putAt(x, y)
self.__frame += 1
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