Sprite 1.2.0 control 

Objectives

Building 2D games easily and quickly.

Reading images files

Can read these images: *.jpg, *.jpeg, *.bmp, *.gif(and animated gif, but don’t read the method style), *.cur and *.ani.

Properties
Custom: is for open the properties pages window.

Name: is for change the Sprite control name.

ActivateJoystick: is for activate or deactivate the Joystick and the Joystick event. Here you can work with joystick.

ActivateMoveNotMove: is for activate the Move and NotMove events. Is for see the Sprite control movement.
ActualSubImage: is for see and change the actual subimage(in animation).

CausesValidation: is a Visual Basic 6 property… (Accept suggestions).

ChangeImageTime: is for change the timer animation.

DragIcon: is the cursor image that you can see when you drop something in Sprite control.

DragMode: is for choose the Drag type. If it is automatic or manual.

FileName: is for change the image.

Height: is the height size of sprite control.

HelpContexID: is a Visual Basic 6 property… (Accept suggestions).

HoverTime: is the time that is use when the mouse is stopped in control. After some milliseconds the Mouse Stopped event is activate.

Index: is the Sprite control id array.

Left: is the left control position.

LimColActivate: is for activate the precision collision (not the control size, but what you want).
LimColHeight: is the Height size of rectangule collision.

LimColLeft: is the Left position of rectangule(Left control position plus LimColLeft) collision.

LimColTop: is the Top position of rectangule(Top control position plus LimColTop) collision.

LimColWidth: is with size of rectangule collision.

MouseIcon: is for change the cursor image (only accept *.ico)(accept suggestions).

StripsActivate: is for active the strips image. The strips images are the sprites images (images with subimages and if you plus some subimages, you can do 1 animation).

StripsHeight: is the height rectangule(subimage) size.

StripsImageColumn: is the number of subimages by column.

StripsImageLine: is the number of subimages by column.
StripsLeft: is the left position of the 1st rectangle (subimage).

StripsSparationHorizontal: is the horizontal separation betwen rectangules.

StripsSparationVertical: is the vertical sparation betwen rectangules.

StripsTop: is the top position of 1st rectangle (subimage).

StripsWidth: is the width size of rectangle (subimage).

TabIndex: the focus order. My advice is put the 1st to 0(zero), then with these control you have the entire control.

TabStop: Visual Basic 6 property (accept suggestions).

Tag: Visual Basic 6 property (accept suggestions).

ToolTipText: the text that you can see, when you stop the mouse in these control.

Top: is top position of this control.

TotalSubImage: the number of sub images.

Transparent: active or deactivate the backcolor transparency. If the images have the backcolor transparent, you don’t need work with this property.

Visible: put the control visible or not.

WhatsThisHelpID: Visual Basic 6 property (accept suggestions).

Width: is width of sprite control.
Property pages
General
HoverTime: is the time that is use when the mouse is stoped in control. After some milliseconds the Mouse Stoped event is activate.

FileName: is for change the image.

MouseIcon: is for change the cursor image(only accept *.ico)(accept suggestions).

Strips

Activate Strips: is for active the strips images. The strips images are the sprites images(images with subimages and if you plus some subimages, you can do 1 animation).

Selecting color: is for change the rectangle image selection color.
Column Images: is the number of subimages by column.

Line Images: is the number of subimages by column.

X: is the left postion of the 1st rectangule(subimage).

Y: is the top postion of the 1st rectangule(subimage).
Height: is the height rectangule(subimage) size.

Vertical Separation: is the vertical sparation betwen rectangules.

Horizontal Separation: is the horizontal sparation betwen rectangules.

Select Subimages command: is for see the selected subimages and the animation.

Collision

Precision collision: is for activate the precision collision(not the control size, but what you want).

Top: is the Top position of rectangule(Top control position plus LimColTop) collision.

Left: is the Left position of rectangule(Left control position plus LimColLeft) collision.

Width: is with size of rectangule collision.
Height: is the Height size of rectangule collision.
Select the color: is for change the collision rectangule color.
Events

Event Click(MouseButton As MouseButtons, Shift As ShiftKeys, x As Long, y As Long)
Is when the user click in a button. The X and Y is the mouse position.

The MouseButton the  mouse button contants:

MouseButtonsNone = 0

MouseButtonsLeft = 1

MouseButtonsRight = 2

MouseButtonsLeftRight = 3

MouseButtonsMiddle = 4
The shiftkeys is the contants shift keys:

ShiftKeysNone = 0

ShiftKeysShift = 1

ShiftKeysControl = 2

ShiftKeysShiftControl = 3

ShiftKeysAlt = 4

ShiftKeysAltShift = 5

ShiftKeysAltControl = 6
Event Collision(Name As String)
Is when the collision method is called.

The Name is the collision identification.

Event ChangeImage(Subimage As Long)
Is  when the image is changed. The subimage is the actual subimage.
Event Create(PosX As Long, PosY As Long)
Is when the control is created. PosX and PosY are the control position(left and top).

Event DblClick(MouseButton As MouseButtons, Shift As ShiftKeys, x As Long, y As Long)
Is when the mouse button is double clicked. The variables are the some, like in click event.

Event Destroyed(PosX As Long, PosY As Long)
Is when the control is destroyed. For use these method, you nust use the destroy method. The PosX and PosY are the control position.
Event Joystick(JoystickNumber As Long, JoystickDirection As Direction, JoystickButton As Long)
Is when you use the joystick, but for these you must have the joystick activated.

Joysticknumber is what joystick was used.

Joystickdirection is what joystick direction was used:

DirectionNone = 0

DirectionLeft = 1

DirectionRight = 2

DirectionUp = 3

DirectionDown = 4

DirectionLeftUp = 5

DirectionLeftDown = 6

DirectionRightUp = 7

DirectionRightDown = 8

Event KeyDown(KeyCode As Integer, Shift As Integer)
Is when the key continue pressed. Keycode is the key. The shift is for combine with Alt, Control and Shift.

Event KeyPress(KeyAscii As Integer)
Is when a key is pressed and unpressed. The keyascii is the key. Some keys can’t be used with these event, like the direction keys(for example).

Event KeyUp(KeyCode As Integer, Shift As Integer)
Is when the key is unpressed. The keycode is the key. The shift is for combine with Alt, Control and Shift.

Event MouseDown(Button As MouseButtons, Shift As ShiftKeys, x As Single, y As Single)
Is when the mouse button continue pressed.

Event MouseEnter(Button As MouseButtons, Shift As ShiftKeys, x As Long, y As Long)
Is when the mouse enter in control.

Event MouseStoped(Button As MouseButtons, Shift As ShiftKeys, x As Long, y As Long)
Is when the mouse is stopped(hover) in control.

The mouse stopped time is changed by HoverTime property.

Event MouseExit(Button As MouseButtons, Shift As ShiftKeys, x As Long, y As Long)
Is when the mouse leave/exit the control.

Event MouseMove(Button As MouseButtons, Shift As ShiftKeys, x As Single, y As Single)
Is is when the mouse is moved.

Event MouseUp(Button As MouseButtons, Shift As ShiftKeys, x As Single, y As Single)
Is when the mouse button is unpressed.
Event MouseScrolling(Scroll As MouseScroll)
Is when the scrolling button(whell) is used.

Scroll is the scrolling direction:

ScrollUp = 0

ScrollDown = 1
Event Move(PosX As Long, PosY As Long, Direction As Direction)
Is when the control is moved. The PosX and PosY are the position.

The direction is the direction.

Event NotMove(PosX As Long, PosY As Long, Direction As Direction)
Is when the control is stopped. The direction is the last direction.

Event Resize(Width As Long, Height As Long, RTResizeType As ResizeType)
Is when the control is resize. Width and height are the control size. RTResizeType is the resize type:

ResizeVertical = 0

ResizeHorizontal = 1

ResizeVerticalHorizontal = 2
Methods

Collision(Object1 As Object, Object2 As Object, Optional Name As String = "") As Boolean

Is for testing the collision. You must put the name of 2 objects. And then the name of collision.

If the collision exists then collision will be true, false otherside.

Destroy()
Is for destroy the control.

JoystickDetect(NumberJoystick As Long) As Boolean
Is for detect if the joystick number(id)(joystick number) is connect to computer. If so, then will be true.
DetectSelectedKey(Key As Long) As Boolean
Is for detect if one or more(use and conditions) keys was selected. If so the will be true.

Img() As StdPicture

Is for see the actual image control.
SaveImage(Folder As String)

Is for save the image in a Folder. These method not(at least yet) don’t save animation.

StopAnimation()

Is for stop the animation. 

PlayAnimation()
Play or continue the animation.
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