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Phoenix Wright Calculator Case Maker version Alpha 1

Author: MeleeMaster500
Program’s Site: http://forums.court-records.net/viewtopic.php?f=36&t=12607&start=0

So you’ve downloaded this epic program… now what?

This program lets you create and share your own fan cases involving characters from Phoenix Wright.

These files are compatible with the ti 83 and ti 84 calculators, as well as any computer ti 83/84 calculator emulators

READ THIS: Due to the nature of this program you CAN NOT make any profit off of and/or sell this program, or any related files to it. The characters and themes this program has are property of Capcom, and this program is merely a non-profit fan work. I am not responsible for anything you might use this program inappropriately for. If you choose to edit these sprites or this program and release it online, please include credit for whatever was modified. This includes merging a case program and the case maker program. Somewhere in the credits of your program, include credit for me on whatever edited/copied part you use and release.
Note: This program will be improved more and more, download the newest release at: 

http://forums.court-records.net/viewtopic.php?f=36&t=12607&start=0

Instructions on getting started
You have downloaded a pack of files that need to be put on your calculator, or in a calculator emulator.
These files include


-program “CASEMAKR”

-program “PWDEMO” (not needed, but useful)


-pictures “Pic5” through “Pic9”
You can only put these files onto a ti 83 or ti 84 calculator if you have a link cable, which comes with a new calculator
To transfer the files to the calculator, you need to download and install Ti Connect: http://education.ti.com/educationportal/sites/US/productDetail/us_ti_connect.html (right side of page)
After this is installed, you should be able to right click on the files and say “move to device” otherwise, consult the help of the ti connect program

For people unable to do this, and still run the game, you need to download and install the ti 83 flash debugger (TI-83 Plus SDK ): http://education.ti.com/educationportal/downloadcenter/SoftwareDetail.do?website=US&appId=177
Then load all of the files into the program
Instructions on making a case

The Case Maker is used… well to make (and play) cases.

Included in the programs was a file “PWDEMO” this program runs an example of a case, simply covering many of the actions available for making a case. You can run it by pressing “PRGM” and going down and highlighting “PWDEMO” and hitting enter twice
(look at the bottom of this topic for the fastest way to make a case)

To make a case, you need to copy the programming structure for “PWDEMO” into your own program:

Go into “PRGM” and hit right twice until you are in “NEW” and select “Create New”

Now, make the name of your program (it has to be short to fit), something like “TNBTCOOL”.

Now, if you know how to program a calculator, you can run this from scratch, looking at the demo’s code. But for everyone else (and as a cheap way to copy), you can hit “2nd” and then hit “RCL” (“STO>” on the bottom)

Next, hit “PRGM”, hit right twice to go under “EXEC” and go down until you select “PWDEMO”

Congrats, you’ve now have the programming format.

If you notice the code, at the beginning, there is a menu linking to a key for 2 variables, E and G. the E variable is the Character who is speaking, while the G variable does special modifications to how the text is written.

Now, to make your case. Simply edit the code I have to suit your needs, following the key provided.

At the bottom, notice a pattern of me declaring:

“some random phrases”->Str1

1->E

2->G

prgmCASEMAKR

and repeat

The phrases becoming Str1 is the text a particular character is going to speak

The variables get declared according to the key,

And the program CASEMAKR is being ran

This is the format to run your cases. If you run out of these code things, copy and make more below it.

FASTEST METHOD

Lastly, these programs can be edited on the computer. Go to http://www.cemetech.net/projects/basicelite/sourcecoder2.php and select browse to open a program (like “PWDEMO”). Hit “Parse File” and hit the down arrow next to the program name. then hit edit, and you can edit stuff there, and save it off as another program.
FAQ:

Q. I have these vertical and horizontal lines in front of the character sprites, it’s really annoying. What do I do?

A. Those are your graph axes lines, they can be disabled (and enabled) by pressing: “2nd”, then “FORMAT”(“ZOOM”, at the top) and you can select axesOn or axesOff (use axesOff for this program)
Q. This program doesn’t have ______. Am I doing something wrong?

A. No, this program does not have every feature fully implemented yet. Check around for more updated programs, when it becomes updated.

Q. Where’s the sound?

A. Calculators do not make sound

ANY OTHER QUESTIONS OR COMMENTS CAN BE POSTED IN THIS THREAD: http://forums.court-records.net/viewtopic.php?f=36&t=12607&start=0

Known Bugs
-Whenever the characters swap, or more specifically, whenever the programs go back and forth, there is a noticeable small gap of time where nothing is on screen, this technically isn’t a bug, but I’m trying to improve this transition
-if string 1 is set to nothing as all (“”) then the game will freeze

-if string 1 is set to 1 blank (“ ”) then the character will open and close their mouth without saying anything. Still not a bug, but never the less something unwanted.

-making a case with incorrectly labeled variables or string may cause the game to freeze when attempting to run the program, USE SYNTAX CORRECTLY!!!

-unsure if just the right characters in the string would cause the game to move to the next screen without any text displayed. If someone encounters this, report it

-unsure how large a case can go up to. It’s built to run any size of a case, but it might easily exceed regular program length

-you can set a string to be too large, there is a limit, and the game will freeze if it is exceeded. Simply create another instance where a character finishes the rest of the string, if this happens to you, the strings can hold a lot of characters by themselves…

IF YOU ENCOUNTER ANY OTHER GLITCHES OR BUGS, PLEASE REPORT THEM TO THE FOLLOWING THREAD: http://forums.court-records.net/viewtopic.php?f=36&t=12607&start=0

Advanced Case Making Notes

Feel free to edit the case maker program to suit anything you want. Tampering with it might cause it to not work though, but then you can just replace that file again. Read the beginning of this file if you plan on sharing your creations.
Some more features are being implemented later for this program, but don’t let that stop you in making anything you want happen.

You can make the program run better if you make/merge and case file with the actual case maker program, so that it doesn’t have to return to another program. You can also implement saving, puzzles or what not, but future versions of this program will allow for more of these features, have fun!

Variable Purposes
If you wish, you can change the variables in the case maker program, this is what each does
A=Used in conjunction with timing (for loops)

B=The current X position of the text (in pixels; going right)

C=The current Y position of the text (in pixels; going down)

D=The current Character (letter) of string 1 being displayed

E=The current Character (sprite) speaking (like Phoenix)

F=Tells the program to pause the game when the text has filled up the screen or at the end of the string

G=the special modifier

String1 (str1)= the current text being displayed, what the characters are speaking

Picture 5 (pic5)=Miles Edgeworth

Pic6=Phoenix Wright

Pic7=“Objection!”

Pic8=The Judge

Pic9=Larry Butz
Case Maker Source Code (with loop indents and colorized syntax)

:Lbl 0
:Str1+">"→Str1
:ClrDraw
:51→C
:0→F
:1→D
:2→B
:0→H
:Lbl 1
:If E=1:Then
:¦ RecallPic 6
:End
:If E=2:Then
:¦ Pxl-Off(14,64)
:¦ Pxl-Off(14,63)
:¦ RecallPic 5
:End
:If E=3:Then
:¦ RecallPic 8
:End
:If E=4:Then
:¦ RecallPic 8
:¦ Pxl-Off(16,49)
:¦ Pxl-Off(16,45)
:End
:If E=5:Then
:¦ RecallPic 8
:¦ Pxl-Off(15,49)
:¦ Pxl-Off(15,45)
:¦ Pxl-Off(16,49)
:¦ Pxl-Off(16,45)
:End
:If E=6:Then
:¦ Pxl-Off(19,44)
:¦ Pxl-Off(20,45)
:¦ Pxl-Off(20,46)
:¦ Pxl-Off(20,47)
:¦ RecallPic 9
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:If E=1:Then
:¦ Pxl-Off(19,35
:¦ Pxl-Off(18,35)
:¦ Pxl-Off(18,34)
:¦ Pxl-Off(18,33)
:¦ Pxl-Off(17,35)
:¦ Pxl-Off(17,34)
:¦ Pxl-Off(17,33)
:¦ Pxl-Off(17,32)
:¦ Pxl-Off(16,32)
:¦ Pxl-Off(15,32)
:¦ Pxl-Off(14,33)
:¦ Pxl-Off(14,34)
:¦ Pxl-Off(14,35)
:¦ Pxl-Off(14,36)
:¦ Pxl-Off(15,36)
:End
:If E=2:Then
:¦ Pxl-Off(13,62)
:¦ Pxl-Off(13,63)
:¦ Pxl-Off(13,64)
:¦ Pxl-Off(15,65)
:¦ Pxl-Off(15,64)
:¦ Pxl-Off(15,63)
:¦ Pxl-On(14,64)
:¦ Pxl-On(14,63)
:End
:If E=3 or E=4 or E=5:Then
:¦ Pxl-Off(22,48)
:¦ Pxl-Off(22,46)
:¦ Pxl-Off(23,47)
:End
:If E=6:Then
:¦ Pxl-Off(21,46)
:¦ Pxl-Off(21,47)
:¦ Pxl-Off(21,45)
:¦ Pxl-Off(20,44)
:¦ Pxl-Off(19,43)
:¦ Pxl-Off(16,43)
:¦ Pxl-Off(17,44)
:¦ Pxl-Off(19,49)
:¦ Pxl-Off(19,48)
:¦ Pxl-Off(19,47)
:¦ Pxl-Off(19,46)
:¦ Pxl-Off(18,45)
:¦ Pxl-On(19,44)
:¦ Pxl-On(20,45)
:¦ Pxl-On(20,46)
:¦ Pxl-On(20,47)
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1)
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:For(A,1,10)
:End
:If F=0:Then
:¦ Text(C,B,sub(Str1,D,1))
:¦ B+4→B
:¦ D+1→D
:¦ If B≥90:Then
:¦ ¦ 2→B
:¦ ¦ If C=57:Then
:¦ ¦ ¦ 1→F
:¦ ¦ End
:¦ ¦ If C=51:Then
:¦ ¦ ¦ 57→C
:¦ ¦ End
:¦ End
:¦ If D=length(Str1):1→F
:End
:If F=1:Then
:¦ 2→B
:¦ 0→F
:¦ 51→C
:¦ If D=length(Str1):Then
:¦ ¦ If G=2:1→H
:¦ ¦ If G=3:1→H
:¦ End
:¦ If G<4 and H=0:Then
:¦ ¦ Pxl-On(58,90)
:¦ ¦ Pxl-On(59,90)
:¦ ¦ Pxl-On(60,90)
:¦ ¦ Pxl-On(61,90)
:¦ ¦ Pxl-On(62,90)
:¦ ¦ Pxl-On(59,91)
:¦ ¦ Pxl-On(60,91)
:¦ ¦ Pxl-On(61,91)
:¦ ¦ Pxl-On(60,92)
:¦ ¦ Pause 
:¦ End
:¦ ClrDraw
:End
:If D=length(Str1):Then
:¦ If G=1 or G=2 or G=5:Then
:¦ ¦ ClrDraw
:¦ ¦ RecallPic 7
:¦ ¦ For(A,1,350)
:¦ ¦ End
:¦ End
:End
:If D=length(Str1):Return
:Goto 1
