Document for my little graphical demonstration.

When I first made my web-site from scratch some time ago now, I actually said that I was never a graphical person, but it’s pretty much the same thing as the rest of QB programming, a lot of numbers and logical programming.  I created on that screen 6 features, two of them are using the DATA command that is the man and my logo.  Another is the cross hair that moves from side to side, you’ll see all three of these things in Police Commander.  The other three are the funny fence shape at the bottom of the screen that appears last, that was done off the top of my head, and uses a circle that is not refreshed and just stays on the screen when it is drawn, this happens using boundaries on the screen.  The other one was strangely enough the hardest to create and that was the rotating square, this took me along time at my white board in my room trying to think about the co-ordinates of the four corners of the square.  It took me ages because I teach myself programming and had no idea of what to do, all I knew was that I must create a square and make the square rotate.  The circle that gets drawn was found my mistake, the circle is drawn by the circle command, its created pixel by pixel using the sin and cos functions which you’ll only understand if you’re good at maths, and thank god I am.  It then draws the circle and by delaying the drawing process you see it being drawn which can’t be done using the circle command.

I also slowed down the drawing of the graphics using the data command so that it appears to be growing downwards.

It’s little things that you can do like the ones on the screen that make the foundations of modern games, and it’s true, the basics of the 3d engine evolve around simple  techniques used cleverly.

Anyway, as best as possible I’ll explain each of my little tricks, but I do have other things to do so I’ll keep it quick.

One important thing that I realised when creating the primary missions on Police Commander was that if you want successful animation, you need to draw the next image before removing the last, this is pretty easy to do, however I decided not to in police commander because it makes it a little harder if the image doesn’t look solid, so I left it.  By the way, graphics really will look different on every type of computer, as they are more or less dependant on computer speed, so in police commander I tried to get a good speed so that the difficulty isn’t too much different for a slow machine or a fast one.  I believe there is a way of preventing your computers speed from effecting things like graphics, but I don’t know it, if you do, please tell me.

It does get complicated by the way, especially if you go for the next image drawn before the last is removed, be careful when doing this, I got stuck many times.  Also if the animation is created every few pixels, some images won’t work with this method because they will cancel each other out a little and will end up looking worse then before, so you have a lot to think of, but it is worth it in the end.  See my little program on smooth graphic to show how it looks presentable without having to use a command you don’t understand I.e. the wait command because I only understand it’s principle.  It doesn’t look as good as graphics do with wait, so if you want to create good graphics you’ll have to lower the resolution and it looks much better, most graphics in a high res like screen 12 will look a little dodgy.

The circle first:

Okay, this uses the sine and cosine functions, the cosine function gives us a co-ordinate along the x axis, the sine function gives us a co-ordinate along the y-axis, both of these to a given angle, so by using each of these functions as a point on the screen from a set location translated by a given amount to place it somewhere on the screen other then where it is first created.  Okay, I said it would be hard, by using sine and cosine for x and y and then looping it and increasing the angle by one each time we get a circle drawn.  Please see my graphic tutorial for more on graphics when I’ve finished it.

But quickly:

Letting a variable  = the sin function it saves complexity when creating the co-ordinates, so I had.  A# = 20 * cos(ang%) + 20

The first 20 changes the width of the circle, the radius, or amplitude or hypotenuse which ever you want to use, but it does the same thing, the circle I drew was 40 pixels in diameter, the other 20 translates the circle to somewhere on the screen, and as it’s the cosine function it translates it 20 to the left.

(translates means moves),  the same thing exists for sine function, so the circle has a centre point at (20,20) and the sides of it move around 20, so at one point it’ll touch the side of the screen which I think it does.

The rotating square:  this was the first purpose of the circle, I just decided to keep the circle as well.  After long thinking I realised that a rotating object of any king has corners that moves around the circumference of a circle, and so I made four points equal distance’s apart, and this is harder then it seems because look out, the measurement of angle is in radians which is not worth explaining, but know this, there are 3.14 radians in a circle, which is like 3.14 large degrees, so to get four, just divide 3.14 by four and find the first part, that’s what I did, then I had four corners of the square on the circle, then I connected them using the line command, that’s easy, then just loop it so that the angle increases each time for each corner of the square and then because the lines connecting them are using the same variables they will adapt, and so in effect, you have a tiny, tiny AI system at work.

Of course with QB it’s never that simple you must remove the last created image I did that by using color 0 and drawing it again on top of the white image, this something I’m not sure is the best way and if you know another I’ll happily accept your knowledge.

The DATA images, this is explained in the tutorials already, so I can say that it is easy to understand in them, but basically, I made is so the data is read across from left to right and printing on the screen using the pset value then I just slowed down the process to make it look good, the same goes for the little man who gets shot a lot in police commander.  Okay, the cross hair just oscillates back and forth, this uses the same animation technique as before, so that’s easy to understand, it’s using the get and put command this time, that’s the only difference.  The way I made it oscillates is to use what I call and I think it’s a suitable name a ‘switch’ In order to make the crosshair move from side to side, it’s not as simple as saying when the x% > 300 make it go the other way, because as soon as it starts to go the other way the command > becomes invalid because it’s now less than 300 because it’s gone to 299.  So now what, well that will always happen unless you use a switch.  What you do is to say that when x% = 300, let switch% = 1, and when x% = 100 switch% = 2, this way the command will stay as 1 or 2 until the next is encountered witch is 100 or 300 which then moves in the opposite way because the switch is now 2 and it’s going the other way till it is made to = 1 and so that’s why a switch is needed, I hope you understand, you will if you ever try to do it yourself.

The last is the cool effect at the bottom which I half intended, what I actually wanted was as zig zag which I got and I wanted it to bounce back once to create 3 x’s, but I over did it by mistake on the first test, and then I realised how cool it’d look if I way overdid it, and so I completed the cycle so that it fills the whole lot, so I’m ruining my cool image here of looking like a master programmer when I accidentally came across the idea, but then again, it is all mine, so I can still take credit! Hah!

Okay, seriously, you use the same the idea as above with the limitation and using the switch idea, so that you can bounce around the screen at any limit you want, just by changing that value that it switches at.  This has to be done for both x and y axis so that it bounces up and down as well.  Then just loop it till it creates a cool pattern, I used a circle and did not delete the last image so I get that cool effect.

The key for truly good graphics is if you do them yourself and make them up like I did, you see, you might take what I’ve done and use like the bottom graphic in a program, and I bet it’ll look good, but it isn’t original because I am the inventor not you, true programmers use help from other people to develop there own ideas.

So that’s how I did them all.  I hope someone is reading this and understanding some of what I did.  I create all my own things I have never had a single lesson in programming, and still I’m willing to share what I find with others, and all I ask in return is that you don’t take it and use it behind my back for your own web-sites and stuff.

Thanks.  Jamie Lawrence, Qbasic Made Easy.
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