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25.1.11 COP Graphics Engine Tests and Tutorials 
 

Figure 25:11  

COP Graphics Engine in Action  

 

Author:          Colin Phillips 
Top level filename(s): CP_COP_test_010.spin,  
              CP_COPGFXTEST_001.spin,  
              CP_COPGFXTEST_003.spin,  
              CP_COPTUT_001.spin   
Additional sources in: \DEMOS\Colin_Phillips\graphics\ 

Colin Phillips experimented a great deal with the Propeller chip’s graphics abilities and tried 
numerous performance experiments resulting in a slew of graphics engines. These engines 
were then later used by many of the demo coders to create their own demos on. Make sure 
to review all of the engines within the directory \DEMOS\Colin_Phillips\graphics\. There 
are two classes of engines in there: the “COP” engines, and the second generation 
“COP-GFX” engines. Even though you could concentrate on the latest versions of each 
engine, I highly recommend reviewing the engines as they were developed (they are all 
dated) since this gives you a better chance of following how they work. The engines can be 
found in this directory: 

\DEMOS\Colin_Phillips\graphics\CP_COP_01_24_06  
\DEMOS\Colin_Phillips\graphics\CP_COP_02_03_06 
\DEMOS\Colin_Phillips\graphics\CP_COPGFXTEST_03_10_06 
\DEMOS\Colin_Phillips\graphics\CP_COPGFXTEST_06_07_06 

Finally, there is a complete tutorial on using the graphics engine which is composed of a 
sample demo along with sources. This can be found on the CD here: 

\DEMOS\Colin_Phillips\graphics\CP_COPTUT_03_02_06 


