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List of Lab Outcomes 

 

 
1. Apply graphical algorithm for different object creation. 

2. Apply different transformation techniques in 2D and 3D environment. 

3. Creation of games using graphics concepts and animation. 
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List of Program 

 
1. WAP to draw a pixel, line, circle and hut in C 

2. WAP to draw a line using DDA algorithm. 

3. WAP to draw a line using Bresenham’s line drawing algorithm. 

4. WAP to draw a circle using midpoint circle drawing algorithm. 

5. WAP to Scale and Translate an object in 2D. 

6. WAP to Reflect and rotate an object in 2D. 

7. WAP to implement Cohen Sutherland line clipping algorithm. 

8. WAP to implement Sutherland Hodgeman polygon clipping algorithm. 

9. WAP to draw a pie chart and bar chart. 

Value added Program -  WAP to display moving car and flying kite. 
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Program-1 

Objective: Write program to draw a line, circle and hut in C 

C graphics using graphics.h functions can be used to draw different shapes, display 

text in different fonts, change colors and many more. Using functions of graphics.h 

in Turbo C compiler you can make graphics programs, animations, projects, and 

games. You can draw circles, lines, rectangles, bars and many other geometrical 

figures. You can change their colors using the available functions and fill them. 

Line Function 

The header file graphics.h contains line() function which is described below : 

Declaration:  void line(int x1, int y1, int x2, int y2); 
 

Line function is used to draw a line from a point(x1,y1) to point(x2,y2) i.e. (x1,y1) and 
(x2,y2) are end points of the line. The code given below draws a line. 

Circle Function 

The header file graphics.h contains circle() function which draws a circle with center at 
(x, y) and given radius. 
 
Declaration: void circle (int x, int y, int radius); 

Circle function is used to draw a circle with center (x, y) and third parameter specifies 
the radius of the circle. The code given below draws a circle. 

Drawing a Hut 

https://www.programmingsimplified.com/c/graphics.h/colors
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In this program, we will draw a hut on screen using line and rectang8le function and 

then fill it with different patterns and colors. We will use below mentioned graphics 

functions in this program. Using these listed functions, we will be able to draw our hut. 

 

Function Argument Description 

initgraph It initializes the graphics system by loading the passed graphics driver 
then changing the system into graphics mode. 

setcolor It changes the current drawing color. Default color is white. Each color is 
assigned a number, like BLACK is 0 and RED is 4. Here we are using 
color constants defined inside graphics.h header file. 

setfillstyle It sets the current fill pattern and fill color. 

rectangle It draws a rectangle on screen. It takes the coordinates of top left and 
bottom right corners. 

line It draws a straight line between two points on screen. 

floodfill It is used to fill a closed area with current fill pattern and fill color. It takes 
any point inside closed area and color of the boundary as input. 

closegraph It unloads the graphics drivers and sets the screen back to text mode. 
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Program-2 

Objective: Write a program to draw a line using DDA algorithm. 

DDA Algorithm 

DDA algorithm is an incremental scan conversion method. Here we perform calculations at each 

step using the results from the preceding step. The characteristic of the DDA algorithm is to take 

unit steps along one coordinate and compute the corresponding values along the other 

coordinate. The unit steps are always along the coordinate of greatest change, e.g. if dx = 10 and 

dy = 5, then we would take unit steps along x and compute the steps along y. 

Digital Differential Analyzer (DDA) algorithm is the simple line generation algorithm which is 

explained step by step here. 

 

Step 1 − Get the input of two end points (X0,Y0)(X0,Y0) and (X1,Y1)(X1,Y1). 

 

Step 2 − Calculate the difference between two end points. 

dx = X1 - X0 

dy = Y1 - Y0 

 

Step 3 − Based on the calculated difference in step-2, you need to identify the number of steps to 

put pixel. If dx > dy, then you need more steps in x coordinate; otherwise in y coordinate. 

if (absolute(dx) > absolute(dy)) 
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   Steps = absolute(dx); 

else 

   Steps = absolute(dy); 

 

Step 4 − Calculate the increment in x coordinate and y coordinate. 

Xincrement = dx / (float) steps; 

Yincrement = dy / (float) steps; 

 

Step 5 − Put the pixel by successfully incrementing x and y coordinates accordingly and 

complete the drawing of the line. 

for(int v=0; v < Steps; v++) 

{ 

   x = x + Xincrement; 

   y = y + Yincrement; 

   putpixel(Round(x), Round(y)); 

} 
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Program 3 

Objective: Write a program  to draw a line using Bresenham’s line drawing  algorithm 

Bresenham’s Line Generation 

The Bresenham algorithm is another incremental scan conversion algorithm. The big advantage 

of this algorithm is that, it uses only integer calculations. Moving across the x axis in unit 

intervals and at each step choose between two different y coordinates. 

For example, as shown in the following illustration, from position (2, 3) you need to choose 

between (3, 3) and (3, 4). You would like the point that is closer to the original line. 

 

At sample position Xk+1,Xk+1, the vertical separations from the mathematical line are labelled 

as dupperdupper and dlowerdlower. 
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From the above illustration, the y coordinate on the mathematical line at xk+1xk+1 is − 

Y = m(XkXk+1) + b 

So, dupperdupper and dlowerdlower are given as follows − 

dlower=y−ykdlower=y−yk 

=m(Xk+1)+b−Yk=m(Xk+1)+b−Yk 

and 

dupper=(yk+1)−ydupper=(yk+1)−y 

=Yk+1−m(Xk+1)−b=Yk+1−m(Xk+1)−b 

You can use these to make a simple decision about which pixel is closer to the mathematical line. 

This simple decision is based on the difference between the two pixel positions. 

dlower−dupper=2m(xk+1)−2yk+2b−1dlower−dupper=2m(xk+1)−2yk+2b−1 

Let us substitute m with dy/dx where dx and dy are the differences between the end-points. 

dx(dlower−dupper)=dx(2dydx(xk+1)−2yk+2b−1)dx(dlower−dupper)=dx(2dydx(xk+1)−2yk+2b

−1) 

=2dy.xk−2dx.yk+2dy+2dx(2b−1)=2dy.xk−2dx.yk+2dy+2dx(2b−1) 
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=2dy.xk−2dx.yk+C=2dy.xk−2dx.yk+C 

So, a decision parameter PkPk for the kth step along a line is given by − 

pk=dx(dlower−dupper)pk=dx(dlower−dupper) 

=2dy.xk−2dx.yk+C=2dy.xk−2dx.yk+C 

The sign of the decision parameter PkPk is the same as that of dlower−dupperdlower−dupper. 

If pkpk is negative, then choose the lower pixel, otherwise choose the upper pixel. 

Remember, the coordinate changes occur along the x axis in unit steps, so you can do everything 

with integer calculations. At step k+1, the decision parameter is given as − 

pk+1=2dy.xk+1−2dx.yk+1+Cpk+1=2dy.xk+1−2dx.yk+1+C 

Subtracting pkpk from this we get − 

pk+1−pk=2dy(xk+1−xk)−2dx(yk+1−yk)pk+1−pk=2dy(xk+1−xk)−2dx(yk+1−yk) 

But, xk+1xk+1 is the same as (xk)+1(xk)+1. So − 

pk+1=pk+2dy−2dx(yk+1−yk)pk+1=pk+2dy−2dx(yk+1−yk) 

Where, Yk+1–YkYk+1–Yk is either 0 or 1 depending on the sign of PkPk. 

The first decision parameter p0p0 is evaluated at (x0,y0)(x0,y0) is given as − 

p0=2dy−dxp0=2dy−dx 

Now, keeping in mind all the above points and calculations, here is the Bresenham algorithm for 

slope m < 1 − 

Step 1 − Input the two end-points of line, storing the left end-point in (x0,y0)(x0,y0). 

Step 2 − Plot the point (x0,y0)(x0,y0). 

Step 3 − Calculate the constants dx, dy, 2dy, and (2dy – 2dx) and get the first value for the 

decision parameter as − 

p0=2dy−dxp0=2dy−dx 
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Step 4 − At each XkXk along the line, starting at k = 0, perform the following test − 

If pkpk < 0, the next point to plot is (xk+1,yk)(xk+1,yk) and 

pk+1=pk+2dypk+1=pk+2dy 

Otherwise, 

(xk,yk+1)(xk,yk+1) 

pk+1=pk+2dy−2dxpk+1=pk+2dy−2dx 

Step 5 − Repeat step 4 (dx – 1) times. 

For m > 1, find out whether you need to increment x while incrementing y each time. 

After solving, the equation for decision parameter Pk will be very similar, just the x and y in the 

equation gets interchanged. 
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Program 4 

Objective: Write a program to draw a circle using midpoint circle drawing  algorithm. 

Mid Point Circle Algorithm 

Step 1 − Input radius r and circle center (xc,yc)(xc,yc) and obtain the first point on the 

circumference of the circle centered on the origin as 

(x0, y0) = (0, r) 

Step 2 − Calculate the initial value of decision parameter as 

P0P0 = 5/4 – r (See the following description for simplification of this equation.) 

f(x, y) = x2 + y2 - r2 = 0 

 

f(xi - 1/2 + e, yi + 1) 

        = (xi - 1/2 + e)2 + (yi + 1)2 - r2  

        = (xi- 1/2)2 + (yi + 1)2 - r2 + 2(xi - 1/2)e + e2 

        = f(xi - 1/2, yi + 1) + 2(xi - 1/2)e + e2 = 0 
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Let di = f(xi - 1/2, yi + 1) = -2(xi - 1/2)e - e2 

Thus, 

 

If e < 0 then di > 0 so choose point S = (xi - 1, yi + 1). 

di+1    = f(xi - 1 - 1/2, yi + 1 + 1) = ((xi - 1/2) - 1)2 + ((yi + 1) + 1)2 - r2 

        = di - 2(xi - 1) + 2(yi + 1) + 1 

        = di + 2(yi + 1 - xi + 1) + 1 

     

If e >= 0 then di <= 0 so choose point T = (xi, yi + 1) 

   di+1 = f(xi - 1/2, yi + 1 + 1) 

       = di + 2yi+1 + 1 

     

The initial value of di is 
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   d0 = f(r - 1/2, 0 + 1) = (r - 1/2)2 + 12 - r2 

      = 5/4 - r {1-r can be used if r is an integer} 

   

When point S = (xi - 1, yi + 1) is chosen then 

   di+1 = di + -2xi+1 + 2yi+1 + 1 

  

When point T = (xi, yi + 1) is chosen then 

   di+1 = di + 2yi+1 + 1 

Step 3 − At each XK XK position starting at K=0, perform the following test − 

If PK < 0 then next point on circle (0,0) is (XK+1,YK) and 

   PK+1 = PK + 2XK+1 + 1 

Else 

   PK+1 = PK + 2XK+1 + 1 – 2YK+1 

  

Where, 2XK+1 = 2XK+2 and 2YK+1 = 2YK-2. 

Step 4 − Determine the symmetry points in other seven octants. 

Step 5 − Move each calculate pixel position (X, Y) onto the circular path centered on (XC,YC) 

(XC,YC) and plot the coordinate values. 

X = X + XC,   Y = Y + YC 

Step 6 − Repeat step-3 through 5 until X >= Y. 
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Program 5 

Objective: Write a program to Translate and Scale an object in 2D. 

Transformation means changing some graphics into something else by applying rules. We can 

have various types of transformations such as translation, scaling up or down, rotation, shearing, 

etc. When a transformation takes place on a 2D plane, it is called 2D transformation. 

Transformations play an important role in computer graphics to reposition the graphics on the 

screen and change their size or orientation. 

Translation 

A translation moves an object to a different position on the screen. You can translate a point in 

2D by adding translation coordinate (tx, ty) to the original coordinate (X, Y) to get the new 

coordinate (X’, Y’). 

 

From the above figure, you can write that − 

X’ = X + tx 

Y’ = Y + ty 
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The pair (tx, ty) is called the translation vector or shift vector. The above equations can also be 

represented using the column vectors. 

P=[X][Y]P=[X][Y] p' = [X′][Y′][X′][Y′]T = [tx][ty][tx][ty] 

We can write it as − 

P’ = P + T 

Scaling 

To change the size of an object, scaling transformation is used. In the scaling process, you either 

expand or compress the dimensions of the object. Scaling can be achieved by multiplying the 

original coordinates of the object with the scaling factor to get the desired result. 

Let us assume that the original coordinates are (X, Y), the scaling factors are (SX, SY), and the 

produced coordinates are (X’, Y’). This can be mathematically represented as shown below − 

X' = X . SX and Y' = Y . SY 

The scaling factor SX, SY scales the object in X and Y direction respectively. The above 

equations can also be represented in matrix form as below − 

(X′Y′)=(XY)[Sx00Sy](X′Y′)=(XY)[Sx00Sy] 

OR 

P’ = P . S 

Where S is the scaling matrix. The scaling process is shown in the following figure. 
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 ALGORITHM: 

1.      Start 

2.      Initialize the graphics mode. 

3.      Construct a 2D object  (use Drawpoly()) e.g. (x,y) 

4.      A) Translation 

a.       Get the translation value tx, ty 

b.      Move the 2d object with tx, ty (x’=x+tx,y’=y+ty) 

c.       Plot (x’,y’) 

5.      B)  Scaling 

a.       Get the scaling value Sx,Sy 

b.       Resize the object with Sx,Sy  (x’=x*Sx,y’=y*Sy) 

c.       Plot (x’,y’) 
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Program 6 

Objective: Write a program to Reflect and rotate an object in 2D. 

Reflection 

Reflection is the mirror image of original object. In other words, we can say that it is a rotation 

operation with 180°. In reflection transformation, the size of the object does not change. 

The following figures show reflections with respect to X and Y axes, and about the origin 

respectively. 

 

Rotation 

In rotation, we rotate the object at particular angle θ (theta) from its origin. From the following 

figure, we can see that the point P(X, Y) is located at angle φ from the horizontal X coordinate 

with distance r from the origin. 
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Let us suppose you want to rotate it at the angle θ. After rotating it to a new location, you will get 

a new point P’ (X’, Y’). 

 

Using standard trigonometric the original coordinate of point P(X, Y) can be represented as − 

X=rcosϕ......(1)X=rcosϕ......(1) 

Y=rsinϕ......(2)Y=rsinϕ......(2) 

Same way we can represent the point P’ (X’, Y’) as − 

x′=rcos(ϕ+θ)=rcosϕcosθ−rsinϕsinθ.......(3)x′=rcos(ϕ+θ)=rcosϕcosθ−rsinϕsinθ.......(3) 

y′=rsin(ϕ+θ)=rcosϕsinθ+rsinϕcosθ.......(4)y′=rsin(ϕ+θ)=rcosϕsinθ+rsinϕcosθ.......(4) 

Substituting equation (1) & (2) in (3) & (4) respectively, we will get 

x′=xcosθ−ysinθx′=xcosθ−ysinθ 

y′=xsinθ+ycosθy′=xsinθ+ycosθ 

Representing the above equation in matrix form, 

[X′Y′]=[XY][cosθ−sinθsinθcosθ]OR[X′Y′]=[XY][cosθsinθ−sinθcosθ]OR 

P’ = P . R 

Where R is the rotation matrix 
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R=[cosθ−sinθsinθcosθ]R=[cosθsinθ−sinθcosθ] 

The rotation angle can be positive and negative. 

For positive rotation angle, we can use the above rotation matrix. However, for negative angle 

rotation, the matrix will change as shown below − 

R=[cos(−θ)−sin(−θ)sin(−θ)cos(−θ)]R=[cos(−θ)sin(−θ)−sin(−θ)cos(−θ)] 

=[cosθsinθ−sinθcosθ](∵cos(−θ)=cosθandsin(−θ)=−sinθ)=[cosθ−sinθsinθcosθ](∵cos(−θ)=cosθand

sin(−θ)=−sinθ) 

ALGORITHM: 

1.      Start 

2.      Initialize the graphics mode. 

3.      Construct a 2D object  (use Drawpoly()) e.g. (x,y) 

4.      A. Rotation 

a.       Get the Rotation angle 

b.      Rotate the object by the angle ф 

                    x’=x cos ф -  y sin ф 

                    y’=x sin ф  - y cosф   

c.       Plot (x’,y’) 

5.      B. Reflection 

a.      x’= -- x       y’=  --y 

b.     Plot(x’,y’) 
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Program 7 

Objective: Write a program to implement Cohen Sutherland line clipping algorithm. 

Cohen Sutherland Algorithm is a line clipping algorithm that cuts lines to portions which are 

within a rectangular area. It eliminates the lines from a given set of lines and rectangle area of 

interest (view port) which belongs outside the area of interest and clip those lines which are 

partially inside the area of interest. 

Example: 

 
The algorithm divides a two-dimensional space into 9 regions (eight outside regions and one 

inside region) and then efficiently determines the lines and portions of lines that are visible in the 

central region of interest (the viewport). 

Following image illustrates the 9 regions: 

 

As you seen each region is denoted by a 4 bit code like 0101 for the bottom right region 
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Four Bit code is calculated by comparing extreme end point of given line (x,y) by four co-

ordinates x_min, x_max, y_max, y_min which are the coordinates of the area of interest (0000) 

Calculate the four bit code as follows: 

 Set First Bit if 1 Points lies to left of window (x < x_min) 

 Set Second Bit if 1 Points lies to right of window (x > x_max) 

 Set Third Bit if 1 Points lies to bottom of window (y < y_min) 

 Set Fourth Bit if 1 Points lies to top of window (y > y_max) 

 

The more efficient Cohen-Sutherland Algorithm performs initial tests on a line to determine 

whether intersection calculations can be avoided. 

Step 1: Assign a region code for two endpoints of given line 

Step 2: If both endpoints have a region code 0000 then given line is completely inside and we 

will keep this line 

Step 3: If step 2 fails, perform the logical AND operation for both region codes. 

Step 3.1: If the result is not 0000, then given line is completely outside. 

Step 3.2 : Else line is partially inside. 

Step 3.2.a : Choose an endpoint of the line that is outside the given rectangle. 
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Step 3.2.b : Find the intersection point of the rectangular boundary (based on 

region code). 

Step 3.2.c : Replace endpoint with the intersection point and update the region 

code. 

Step 3.2.d : Repeat step 2 until we find a clipped line either trivially accepted or 

rejected. 

Step 4:  Repeat step 1 for all lines 
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Program 8 

Objective: Write a program to implement Sutherland Hodgeman polygon clipping 

algorithm. 

The Sutherland - Hodgman algorithm performs a clipping of a polygon against each window 

edge in turn. It accepts an ordered sequence of verices v1, v2, v3, ..., vn and puts out a set of 

vertices defining the clipped polygon. 

  

This figure represents a polygon (the large, solid, upward pointing arrow) before clipping has 

occurred. 

The following figures show how this algorithm works at each edge, clipping the polygon. 

 

a. Clipping against the left side of the clip window. 

b. Clipping against the top side of the clip window. 

c. Clipping against the right side of the clip window. 

d. Clipping against the bottom side of the clip window. 
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Step-1:  Identify the type of Edges: 

As the algorithm goes around the edges of the window, clipping the polygon, it encounters four 

types of edges. All four edge types are illustrated by the polygon in the following figure. For 

each edge type, zero, one, or two vertices are added to the output list of vertices that define the 

clipped polygon. 

 

The four types of edges are: 

1. Edges that are totally inside the clip window. - add the second inside vertex point 

2. Edges that are leaving the clip window. - add the intersection point as a vertex 

3. Edges that are entirely outside the clip window. - add nothing to the vertex output list 

4. Edges that are entering the clip window. - save the intersection and inside points as 

vertices 

Step2: Calculate Intersections: 

Assume that we're clipping a polgon's edge with vertices at (x1,y1) and (x2,y2) against a clip 

window with vertices at (xmin, ymin) and (xmax,ymax). 

The location (IX, IY) of the intersection of the edge with the left side of the window is: 

i. IX = xmin 

ii. IY = slope*(xmin-x1) + y1, where the slope = (y2-y1)/(x2-x1) 

The location of the intersection of the edge with the right side of the window is: 

i. IX = xmax 

ii. IY = slope*(xmax-x1) + y1, where the slope = (y2-y1)/(x2-x1)\ 
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The intersection of the polygon's edge with the top side of the window is: 

i. IX = x1 + (ymax - y1) / slope 

ii. IY = ymax 

Finally, the intersection of the edge with the bottom side of the window is: 

i. IX = x1 + (ymin - y1) / slope 

ii. IY = ymin 

Step3: Perform Clipping  
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Program 9 

Objective: Write a program to draw a pie chart and bar chart 

Pie charts are a form of area charts that are easy to understand with a quick look. They show the 

part of the total (percentage) in an easy-to-understand way. Pie charts are useful tools that help 

you figure out and understand polls, statistics, complex data, and income or spending. This way 

everybody can see what is going on. Use them to make excellent visual displays that explain data 

to other people-- in school projects, work presentations or pitching sales figures to clients. 

In this program, we will draw a pie chart on screen having centre at mid of the screen and radius 

of 120 pixels. We will use outtextxy and pieslice functions of graphics.h header file. Below is 

the detailed descriptions of graphics functions used in this program. 

Function Description 

initgraph 
It initializes the graphics system by loading the passed graphics driver 

then changing the system into graphics mode. 

getmaxx 
It returns the maximum X coordinate in current graphics mode and 

driver. 

getmaxy 
It returns the maximum Y coordinate in current graphics mode and 

driver. 

outtextxy It displays a string at a particular point (x,y) on screen. 

pieslice 

It draws only a sector of circle having radius r and centre at (x, y), it 

takes two additional arguments start-angle and end-angle. It also fills the 

slice with pattern and color set using setfillstyle function. 

setfillstyle It sets the current fill pattern and fill color. 

closegraph It unloads the graphics drivers and sets the screen back to text mode. 

In this program we first initialize graphics mode, by passing graphics driver(DETECT), default 

graphics mode and specifies the directory path where initgraph looks for graphics drivers 

(*.BGI). Then we will draw multiple pie slices having same center coordinates and radius but 
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varying the start angle and end angle. Before drawing a pie slice we change the fill color using 

setfillstyle function. 

1. Start 

2. Initialize the graphics mode. 

3. settextstyle(BOLD_FONT,HORIZ_DIR,2); 

4. outtextxy(220,10,"PIE CHART"); 

5. x = getmaxx()/2; 

6. y = getmaxy()/2; 

7. settextstyle(SANS_SERIF_FONT,HORIZ_DIR,1); 

8. setfillstyle(SOLID_FILL, RED); 

9. pieslice(x, y, 0, 60, 120); 

10. outtextxy(x + 140, y - 70, "FOOD"); 

11. setfillstyle(SOLID_FILL, YELLOW); 

12. pieslice(x, y, 60, 160, 120); 

13. outtextxy(x - 30, y - 170, "RENT"); 

14. setfillstyle(SOLID_FILL, GREEN); 

15. pieslice(x, y, 160, 220, 120); 

16. outtextxy(x - 250, y, "ELECTRICITY"); 

17. setfillstyle(SOLID_FILL, BROWN); 

18. pieslice(x, y, 220, 360, 120); 

19. outtextxy(x, y + 150, "SAVINGS"); 

20. Close 
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Value Added Program  

Objective: Write a program to display moving car and flying kite. 

Moving a car 

In computer graphics, use graphics.h which provide direct functions to draw different coordinate 

shapes (like circle, rectangle etc). By using these functions we can draw different objects like 

car, hut, trees etc. In this program, we will draw a moving car using line and circles. 

Functions used in program: 

 delay(n): This function is used for holding the program output for a small period of time 

since processing is very fast so use it to see the result. 

 setcolor(n): A function from graphics.h header file which set the color of the pointer 

(cursor). There are some predefined colors in computer graphics. Here n is color number. 

 line(x1, y1, x2, y2): A function from graphics.h header file which draw a line with (x1, 

y1) as first coordinate of line and (x2, y2) as second coordinate of the line. 

 circle(x, y, r): A function from graphics.h header file which draw a circle with center (x, 

y) and radius r. 

   

1. Start 

2. Initialize graphics mode 

3. setcolor(RED);  

4. line(0 + i, 300, 210 + i, 300);  

5. line(50 + i, 300, 75 + i, 270);  

6. line(75 + i, 270, 150 + i, 270);  

7. line(150 + i, 270, 165 + i, 300);  

8. line(0 + i, 300, 0 + i, 330);  

9. line(210 + i, 300, 210 + i, 330);  

10. circle(65 + i, 330, 15);  

11. circle(65 + i, 330, 2);  

12. circle(145 + i, 330, 15);  

13. circle(145 + i, 330, 2);  

14. line(0 + i, 330, 50 + i, 330);  
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15. line(80 + i, 330, 130 + i, 330);  

16. line(210 + i, 330, 160 + i, 330);  

17. delay(100);  

18. setcolor(BLACK);  

19. line(0 + i, 300, 210 + i, 300);  

20. line(50 + i, 300, 75 + i, 270);  

21. line(75 + i, 270, 150 + i, 270);  

22. line(150 + i, 270, 165 + i, 300);  

23. line(0 + i, 300, 0 + i, 330);  

24. line(210 + i, 300, 210 + i, 330);  

25. circle(65 + i, 330, 15);  

26. circle(65 + i, 330, 2);  

27. circle(145 + i, 330, 15);  

28. circle(145 + i, 330, 2);  

29. line(0 + i, 330, 50 + i, 330);  

30. line(80 + i, 330, 130 + i, 330);  

31. line(210 + i, 330, 160 + i, 330);  

32. Close  

  

 

Flying a kite 

33. Start 

34. Initialize graphics mode 

35. line(250,200,200,250); 

36. line(200,250,250,300); 

37. line(250,300,300,250); 

38. line(300,250,250,200); 

39. line(250,300,225,325); 

40. line(225,325,275,325); 

41. line(275,325,250,300); 

42. i=0; 

43. cleardevice(); 

44. line(250-i,200-i,200-i,250-i);         

45. line(200-i,250-i,250-i,300-i); 

46. line(250-i,300-i,300-i,250-i); 

47. line(300-i,250-i,250-i,200-i); 

48. line(250-i,300-i,225-i,325-i); 
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49. line(225-i,325-i,275-i,325-i); 

50. line(275-i,325-i,250-i,300-i); 

51. i+=5; 

52. delay(100); 

53. Repeat from 45 to 54 until i< 200 

54. Close 


