Liberty BASIC Programmer's Encyc

This is Demo 4 to Accompany Drawing a Tiled Background with CreateCompatibleBitmap

Deno4: Drawing a Large Scrolling Sprite Background
Nonmai nwi n
W ndowwW dt h = 600
W ndowHei ght = 400

G aphi cbox #w. g1, 10, 10, 102, 102

Statictext #w. stla, "lInage Source", 8, 120, 110, 32
G aphi cbox #w. g2, 140, 10, 440, 102

Statictext #w. st2a,

"I mage transf

erred fromnenory using the gdi 32 DLL calls",

Stati ctext #w. st2b,

"CreateConpatibleBitmap and BitBlt", 138, 136, 440, 16

Open the W ndow
OQpen "Appending Bitmaps in Menory Denp" For W ndow as #w
#w "Trapcl ose EndProgrant

D splay Solid Backgrounds
Cal | hueBackground "#w. g2", "Darkgreen”

Get handl es and dc of second graphi cbox with Get DC
Pl ace handl e nunbers in array to nake gl obal

hWGlL = hWhad(#w. gl)
hDCL = Get DC( hW&1)
hWE2 = hWad(#w. g2)
hDC2 = Get DC( hW&2)

Create two conpatible nenory DC with CreateConpati bl eDC
dcMenml = CreateConpati bl eDC(hDC1) ' Conpatible with #w. gl
MenDC(1) = dcMeml
dcMen2 = CreateConpati bl eDC(hDC2) ' Conpatible with #w. g2
MenDC(2) = dcMenR

Get a sinple bitmap for appendi ng
#w. gl "CGetbnp MenBitmap O O 1200 100"
hMenBi t map = hBnp(" MenBi t map")

Create a large bitmap with Creat eConpati bl eBnp
Use ScreenDC and not MenoryDC
hConpBi t map = Creat eConpati bl eBi t map( hDC2, 1200, 100)

138, 120, 440, 16

" menDC
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Select the large bitmap into the second nenory devi ce context
hMenBi t map = Sel ect bj ect (dcMenR, hMenBi t map)

Draw the first bitmap and get its handle
Call Sinpl eHouse "#w.gl", 0, O
#w. gl "CGetbnp Si npl eHouse 0 0 100 100"
#w. g1 "Fl ush"
hSi npl eHouse = hBnp(" Si npl eHouse")

Draw the second bitmap and get its handle
Cal | hueBackground "#w. gl", "Darkbl ue"
Call SinpleTrees "#w.gl", 0, O
#w. gl "Cetbnp SinpleTrees 0 0 100 100"
#w. g1 "Fl ush"
hSi npl eTrees = hBnp(" Si npl eTr ees")

Draw the third bitmap and get its handle
Cal | hueBackground "#w. gl", "Darkbl ue"
Call SinpleFence "#w.gl", 0, O
#w. gl "Cetbnp SinpleFence 0 0 100 100"
#w. g1 "Fl ush"
hSi npl eFence = hBnp(" Si npl eFence")

For i =0to 11
" Select the bitmap into the first nmenory device context
randonPic = Int(Rnd(1) * 3) + 1
Sel ect Case randonPic
Case 1
hPi ¢
Case
hPi ¢
Case
hPi ¢
End Sel ect

Sel ect Obj ect (dcMenil, hSi npl eHouse)

Sel ect Obj ect (dcMenil, hSi npl eTr ees)

I w Il Nl

Sel ect Obj ect (dcMenil, hSi npl eFence)

BitBlt the 1st nmenory device context to the 2nd nmenory device contex

null =BitBlIt(dcMen2, i * 100, O, 100, 100, dcMeri, O, O,
SRCCOPY)
Next i
Desel ect the bitmap from nenory
hMenBi t map = Sel ect Obj ect (dcMenk, hMenBi t map)

Store handle of bitmap in nmenory in array to nake d obal
O declare hMenBi tmap G obal in beginning of program
hMenBi t map(0) = hMenBit map
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Rel easeDC on Screen DC

nul | = Rel easeDC( hWGl, hDC1)

nul | = Rel easeDC( hW=2, hDC2)
Del et eDC on both menory DC s

nul | = Del et eDC(dcMenl)

nul | = Del et eDC(dcMen?)

Loadbnmp from handl e

Loadbnp " Si npl eScene”, hMenBi t nap
#w. g2 "Drawbnp Si npl eScene 0 0"

#w. g2 "Fl ush"

Unl oad the snall bnp's as they are no | onger

Unl oadbnp " Si npl eHouse"
Unl oadbnp " Si npl eTr ees”
Unl oadbnp " Si npl eFence”

Set Si npl eScene as background

#w. g2 "Background Sinpl eScene"

Create 2 sprites and cyclesprite for aninmation

Call SinpleCar "#w gl", 1, 15

#w.gl "ds; Fill Darkgreen; Flush"
Call SinpleCar "#w gl", 2, 30
#w.gl "ds; Fill Darkgreen; Flush"

needed

#w. g2 "Addsprite SinpleCar SinpleCarl SinpleCar2"
#w. g2 "Spritexy SinpleCar 200 68"

#w. g2 "Cyclesprite SinpleCar
#w. g2 "Drawsprites"

Scrol | background
Program sRunning = 1
x =0
Wil e Program sRunning = 1

#w. g2 "Backgroundxy ";x;" 0"

1"

Cal | DLL #kernel 32, "Sl eep",

Scan

Xx =x + 10

#w. g2 "Drawsprites"
Wend
Wai t

Sub EndProgr am handl e$

APl Bi tmaps cannot be unl oaded wi th Unl oadbnp

50 as Long,

result as Void
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' Del ete(bj ect instead
nul | = Del et eObj ect (hMenBi t map(0))
" Unl oad the appended bnp and sprite bnps
Unl oadbnp " Si npl eScene”
Unl oadbnmp " Si npl eCar 1"
Unl oadbnp " Si npl eCar 2"
Cl ose #w
End
End Sub

Functi on Get DC( handl e)
Cal | DLL #user 32, "GetDC',
handl e As U ong,
Get DC as U ong
End Function

Functi on Rel easeDC( handl e, hDC)
Cal | DLL #user 32, "Rel easeDC',
handl e As U ong,
hDC As U ong, _
Rel easeDC As Long
End Functi on

Functi on Del et eDC( hDC)
Cal | DLL #gdi 32, "Del eteDC",
hDC as U ong,
result as Long
End Function

Functi on Creat eConpati bl eDC( hDC)
Cal | DLL #gdi 32, "CreateConpati bl eDC",
hDC as U ong, _
Creat eConpati bl eDC as U ong
End Function

Function Creat eConpati bl eBi t map( hDC, wivem hMenm)
Cal | DLL #gdi 32, "CreateConpati bl eBi t map”,

hDC as U ong,

wivem as Long,

hMem as Long, _

Creat eConpati bl eBitmap as U ong
End Function

Function Sel ect Qbj ect (hDC, hPi c)
Cal | DLL #gdi 32, "Sel ect Obj ect”,
hDC as U ong,
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hPic as U ong, _
Sel ect Obj ect as U ong
End Function

Functi on Del et eObj ect (handl eQbj ect)
Cal | DLL #gdi 32, "Del et eQbj ect ",
handl eCbj ect as Ul ong,
result as Long
End Function

Function BitBlt(hdcDest, xDest, yDest, wbDest, hDest,
hdcSour ce, xSource, ySource, ROP)
Cal | DLL #gdi 32, "BitBIt",
hdcDest as U ong,
xDest as Long,
yDest as Long,
wDest as Long,
hDest as Long,
hdcSource as U ong,
xSource as Long,
ySource as Long,
ROP as U ong,
result as Long
End Function
Sub hueBackground handl e$, hue$
#handl e$ "Down; Fill ";hue$
#handl e$ "Fl ush; Discard"
End Sub
Sub Si npl eHouse handl e$, xLoc, ylLoc
Cal | hueBackground handl e$, "Dar kbl ue"
#handl e$ "Col or 128 64 0; Backcol or Brown"
#handl e$ "Place ";xLoc + 5;" ";yLoc + 50
#handl e$ "Boxfilled "; xLoc + 95;" ";yLoc + 90
For x = xLoc to xLoc + 100
#handl e$ "Line ";xLoc + 50;" ";y + 10;" ";Xx;
Next X
#handl e$ "Backcol or 128 64 0"
#handl e$ "Place ";xLoc + 10;" ";yLoc + 60
#handl e$ "Boxfilled "; xLoc + 30;" ";yLoc + 80
#handl e$ "Place ";xLoc + 65;" ";yLoc + 60
#handl e$ "Boxfilled "; xLoc + 85;" ";yLoc + 80
#handl e$ "Place ";xLoc + 35;" ";yLoc + 70
#handl e$ "Boxfilled "; xLoc + 60;" ";yLoc + 90

#handl e$ "Col or 16 16 16; Backcolor 16 16 16"

"5y + 50
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End

Sub

End

Sub

End

Sub

End

#handl e$ "Place "; xLoc;" ";yLoc + 90
#handl e$ "Boxfilled "; xLoc + 100;" ";yLoc + 100
Call SinpleG ass handl e$, xLoc, ylLoc
Sub
Si npl eTrees handl e$, xLoc, ylLoc
#handl e$ "Col or 128 64 0; Backcol or Brown"
#handl e$ "Place ";xLoc + 30;" ";yLoc + 60
#handl e$ "Boxfilled "; xLoc + 50;" ";yLoc + 90
#handl e$ "Place ";xLoc + 65;" ";yLoc + 40
#handl e$ "Boxfilled ";xLoc + 75;" ";yLoc + 90
#handl e$ "Col or 0 64 0; Backcolor 0 128 64"
#handl e$ "Place ";xLoc + 40;" ";yLoc + 40
#handl e$ "Circlefilled 30"
#handl e$ "Pl ace ";xLoc + 70;" ";yLoc + 50
#handl e$ "Circlefilled 20"
Call SinpleG ass handl e$, xLoc, ylLoc
Sub
Si npl eFence handl e$, xLoc, ylLoc
#handl e$ "Col or 64 64 64; Backcolor 192 192 192"
#handl e$ "Place ";xLoc + 10;" ";yLoc + 60
#handl e$ "Boxfilled "; xLoc + 95;" ";yLoc + 70
#handl e$ "Place ";xLoc + 10;" ";yLoc + 80
#handl e$ "Boxfilled "; xLoc + 95;" ";yLoc + 90
#handl e$ "Place ";xLoc + 10;" ";yLoc + 40
#handl e$ "Boxfilled "; xLoc + 15;" ";yLoc + 90
#handl e$ "Place ";xLoc + 30;" ";yLoc + 40
#handl e$ "Boxfilled "; xLoc + 35;" ";yLoc + 90
#handl e$ "Place ";xLoc + 50;" ";40
#handl e$ "Boxfilled "; xLoc + 55;" ";yLoc + 90
#handl e$ "Place ";xLoc + 70;" ";yLoc + 40
#handl e$ "Boxfilled ";xLoc + 75;" ";yLoc + 90
#handl e$ "Place ";xLoc + 90;" ";yLoc + 40
#handl e$ "Boxfilled "; xLoc + 95;" ";yLoc + 90
Cal |l SinpleGass handl e$, xLoc, ylLoc
Sub
Si mpl eGrass handl e$, xLoc, ylLoc
For x = xLoc to xLoc + 100

greenHue = Int(Rnd(1) * 128) + 16

#handl e$ "Col or 0 "; greenHue;" 0"

y = Int(Rnd(1) * 10) + 85

#handl e$ "Line ";x;" ";y;" ";x;" 100"
Next x
Sub
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Sub

End

Sub

End

Si npl eCar handl e$, nCar, angle

#handl e$ "d's; Fill Bl ack"

#handl e$ "Col or White; Backcol or \Wite"
#handl e$ "Place 0 0; Boxfilled 100 30"
#handl e$ "Col or Bl ack; Backcol or Bl ack"
#handl e$ "Place 25 12; Boxfilled 75 22"
#handl e$ "Place 50 12; Ellipsefilled 30 20"
#handl e$ "Place 40 22; Circlefilled 7"
#handl e$ "Place 60 22; Circlefilled 7"
#handl e$ "Col or Red; Backcol or Red"
#handl e$ "Place 25 42; Boxfilled 75 52"
#handl e$ "Pl ace 50 42; Ellipsefilled 30 20"
#handl e$ " Col or Bl ack; Backcol or Lightgray"
#handl e$ "Place 40 52; Circlefilled 7"
#handl e$ "Place 60 52; Circlefilled 7"

Cal | Si nmpl eWheel handl e$, angl e

Si npl eCar$ = "Sinpl eCar"; nCar

#handl e$ "Getbnp ";SinpleCar$;" 0 0 100 60"
Sub

Si mpl eWheel handl e$, StartAngle
#handl e$ "Col or 16 16 16"

For angle = StartAngle to 360 + StartAngle Step
#handl e$ "North; Place 40 52; Turn ";angle

#handl e$ "Go 7"

#handl e$ "North; Place 60 52; Turn ";angle

#handl e$ "Go 7"
Next angl e
Sub

¢ Return to Drawing a Tiled Background with CreateCompatibleBitmap
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