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Version 1.0
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Wall Graphics by Nick Bernier

Overview:


This is preliminary, albeit completely workable, version of, as far as I know, the only 3D Maze program for TI-83+ BASIC.  It is compatible with the entire TI-83+ family of calculators.  The mazes can be edited and saved in many slots and are saved as matrices by the program MEDIT2.  Then the maze can be recalled by the main program, MAZE3D, which will turn the matrix into a fully 3D maze.

The Save Slots:


There are ten slots for you to save your mazes.  These mazes are saved in matrix format (slot 1 into [A], 2 into [B], etc.).  Slots 1-9 are general-purpose slots, and slot 10 is slightly different.  Slot 10 is the slot that all mazes are run and edited through, so if you have a maze saved in slot 10 and you do anything with any other maze, slot 10 will be overwritten.  Therefore, you should only use slot 10 if it is the only maze that you will be working with.  The advantage of slot 10 is that it uses much less memory.  To save a maze in slot 1, the program will require twice the memory already needed to store [A].  Working only with slot 10 will eliminate this potential problem, however, if you have a lot of smaller mazes, you may find it helpful to use the other slots also.


Because of the method of working with matrices, if you run into an ERR:MEMORY, while editing or walking through a maze, the maze will be left in slot 10.

Using MEDIT2:

MEDIT2 is a newer, faster, more workable update to MMEDIT (unreleased).  Once you launch the program you can either make a new maze, or load an old one.  If you select a new one, you will then have to enter the dimensions of the maze.  The program will tell you the maximum dimensions of the maze, but you will not have enough RAM to make them nearly this big.  After entering the dimensions of the maze, it will be drawn onto the screen at 20 pixels per second.  The walls will already be drawn in.  Editing the new maze is the same as editing an old maze, which I will describe below.


If you choose to load an old maze, you will be asked which slot to load it from, then the maze will be drawn in.  In the upper left-hand corner of the screen will be a blinking cursor that you can move around using the arrow buttons.  You can then press the 2nd key to toggle a pixel on/off.  To jump the cursor directly to a pixel row and column, press ALPHA and then enter the coordinates.  To quit, press CLEAR.  If you get an ERR: MEMORY, which you probably will eventually, just restart the maze and load it from slot 10.  To finish up, you can make one or more exits on the outside wall of the maze.  Note: do not make the halls more than one pixel wide, or MAZE3D will have problems correctly drawing the maze.

Using MAZE3D:


Once you have a maze saved you can load it using MAZE3D.  Loading them from the slots is the same as MEDIT2.  If you encounter the ERR: MEMORY in the program just run program MRECOVER, which will run MAZE3D again but will place you right where you left off.  To walk through the maze, us the directional keys, however, you cannot walk backwards.  Press CLEAR to quit.  Once you have quit, you can pick up where you left of by selecting Load, Position.

Future versions:

The next version of this program will hopefully be more user-friendly and more memory efficient.  There will also be an exit sign drawn on the screen when you see the exit.  I am also going to experiment with saving the mazes slightly different to save possibly several hundred bytes on an average maze.  I will also try to make the introductions a little bit splashier.  This help file will also be worked into an HTML document and put on my website, which is not yet uploaded and will not be for some time.


I hope you enjoy this program.  Included with this zip file is a maze saved in [J], so you can run it from slot 10.  This demo maze does not have an exit.  As you can see, these programs are not locked, so you are free to use a portion of the source in your own program, as long as you give credit to me for the code and to Nick Bernier for the wall graphics.  The technique that I used to draw the maze has never been done before.  It is by far the fastest 3D program ever written in BASIC and is, as far as I know, the absolute fastest way to do it.


Please go to www.ticalc.org and rate and review this program as soon as possible.  I have not supplied my email address, so if you have any recommendations, please put them in a review.  Thanks for downloading this!
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