
Pictures
Commands:
StorePic


Stores a picture

RecallPic


Recalls a picture

Using the Commands:

Pictures are used mainly to increase program speed.  If you have a background or picture that you need to use repeatedly, drawing it over and over can dramatically slow down your program, especially if you are drawing circles.  You can store up to ten pictures (or more if you know how to use “hacked” pictures, but for our purposes, we’ll just pretend those don’t exist for now).  Here’s the syntax for our new commands:
StorePic #
RecallPic #
where # is an integer 0 through 9.

Sample code:




Output:
[image: image1.png]


:ClrDraw:FnOff:AxesOff

:0→Xmin:94→Xmax

:-62→Ymin:0→Ymax

:Circle(10,-10,10

:Circle(47,-31,14

:Vertical 47
:Line(0,0,94,-62
:Text(31,0,“HELLO!

:StorePic 1

:Pause

:ClrDraw

:Pause

:RecallPic 1

:Pause

Explanation:

That’s just an example to show you how useful pictures can be.  The first time everything is drawn, it takes awhile, but when you use a picture to store the screen and then recall it, everything pops up very fast.

Sample code:

:ClrDraw:FnOff:AxesOff

:0→Xmin:94→Xmax

:-62→Ymin:0→Ymax

:For(A,0,156,7
:Line(0,-A,A,0

:End

:47→A:-31→B

:While 1




Output:
[image: image2.png]7
.




:Pt-On(A,B,3

:getKey→Z

:If Z=45:Stop
:If Zø0:Pt-Off(A,B,3
:A-(A>0)(Z=24)+(A<94)(Z=26→A

:B-(B>-62)(Z=34)+(B<0)(Z=25→B

:End
Explanation:

First, the program sets up the graphscreen and draws a background consisting of some diagonal lines using a For( loop.  Next, a While loop lets you move a cross around the screen.  Notice, however, that when you move the cross through the diagonal lines, it ruins our background.  Hmmm… how could we fix this?  By using pictures, of course!  Modify the program so that it matches the next sample code. 
Sample code:




Output:
[image: image3.png]


:ClrDraw:FnOff:AxesOff

:0→Xmin:94→Xmax

:-62→Ymin:0→Ymax

:For(A,0,156,7

:Line(0,-A,A,0

:End

:StorePic 1

:47→A:-31→B

:While 1

:Pt-On(A,B,3

:getKey→Z

:If Z=45:Stop
:If Zø0:Then

:Pt-Off(A,B,3

:RecallPic 1

:End
:A-(A>0)(Z=24)+(A<94)(Z=26→A

:B-(B>-62)(Z=34)+(B<0)(Z=25→B

:End
Explanation:

Now the background is stored into a picture after it is drawn.  If a key is pressed in the While loop, the background is quickly pasted to the screen, thus maintaining the quality of our background.

Conclusion:

Pictures are pretty easy to use and can be very useful if you are making a graphical game.  One thing to avoid: drawing pictures outside your program, and then recalling them.  Always make sure you draw the picture within the program first and store it before you recall it.  If you rely on pictures that you draw yourself outside the program, many bad things could happen.  First off, they could easily get overwritten or accidentally deleted.  If you distribute your program, you’ll have to distribute the picture as well or else whoever uses your program will get an error.  So the point is, take advantage of what pictures can do, but don’t use them in a manner that could cause headaches for both you and the users of your program.  Next, go to “Game: Falling Pixel”.
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