1. Type in the following program.

/* ==============  Program Description  ============= */

/*            ball moving application.                                                 */

/* =========================================== */

#include  <graphics.h>

#include  <dos.h>

void main()

{ 

    int     i,x = 100, y = 160, radius = 20, xdir=4;

    int     driver = DETECT,mode;

    initgraph(&driver,&mode,"G:\\APPS\\BC31.WIN\\BGI");

    rectangle(79,139,521,181);

    for(i=100; i<=500;i=i+4)

    {

       setcolor(BLACK);

       circle(x,y,radius);

      // if ( x == 500 )           /* touch the rightmost */

      //          xdir = -4;

      // if ( x == 100 )      /* touch the leftmost  */

      //  xdir = 4;

       x += xdir;

       setcolor(WHITE);

       circle(x,y,radius);

       delay(50);

    }

    getch();     /*holds the screen until you type a key. */

    closegraph();

}

2. Click on “Options”,  select “Linker”,  then “Libraries” and then”Graphics library”.

3. Click  “O.K” on that  pop-up windon.

4. Compile the program and run the program.

5. Try to understand the meaning of every statement.

The use of graphics functions

To use graphics functions, please pay attention to the following issues:

1. In your program,  the two statements:

          int     driver = DETECT,mode;

          initgraph(&driver,&mode,"G:\\APPS\\BC31.WIN\\BGI");

are standard. You should use the correct path of BGI, e.g,  "G:\\APPS\\BC31.WIN\\BGI"  in our CS Lab.  If you use  your computer at home, and you install your Borland C++ compiler under the directory  C:\BC, then  you should modify the path as “C:\\BC\\BGI”. 

2. You must do the following before you compile your program:

 Click on “Options”,  select “Linker”,  then “Libraries” and then”Graphics library”.
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