LAB 1-15

GRAPHICS MACROS

OBJECTIVE

To use the concept of macros to make graphics programming easier

REFERENCES

Mazidi, Volumes I & II: Chapter 4, Section 4.1, Chapter 5

MATERIALS

80x86 IBM (or compatible) computer

MASM (or compatible) assembler

ACTIVITY 1

Write and test a macro to draw a horizontal line.  The macro should have 3 arguments: one for the starting column, one for the ending column, one for the row. See Example 4‑5 of the textbook for a reminder on how to draw a line. See Worksheet question 1.

ACTIVITY 2

Write and test a macro to draw a vertical line.  The macro should have 3 arguments: one for the starting row, one for the ending row, one for the column.

ACTIVITY 3

Write a program to draw a tic‑tac‑toe symbol on the screen using the above two macros. Use whatever graphics mode you like (medium or high resolution, 4 or more colors).  Remember that to reset your monitor to text mode enter  "mode co80" at the DOS prompt (letters co followed by numbers 80). While testing the program you might want to use INT 21H Function 07 (get one character, no echo) at the end of the program, so that you can see the tic‑tac‑toe symbol before the DOS prompt reappears. See Worksheet questions 2 and 3.

1. Draw a flowchart representing the algorithm you used in the macro you wrote for Activity 1.

2. Did you declare program labels LOCAL in your macros?  If not, what happened when you called them more than once from the program you wrote for Activity 3? Attach a list file showing the expansion of all macros. Circle any local labels in the macro expansions. 

3. How did you determine the beginning and ending points for your lines?  Did you code these points into the code segment or did you use data labels?  What advantage is there in setting up the line row and column information in the data segment as opposed to the code segment?

