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‘Two procedures are suggested as below:
Selects a color with a 50% probability of red, a 25% of green and 25% of yellow

Receives: nothing
: Returns: EAX = randomly selected color

ChooseColor PROC

Randomly selects an ASCII character
Receives: nothing
AL = randomly selected character, from ASCII code 20h to 07Ah

aloop to set a color array bufColor and a char array bufChar selected. The requirement s to

Now, you can simply call them

practice Windows API calls you just leamed. So you can write the 50 random characters per line with

INVOKE WriteConsoleOutputAttribute, outHandle, ADDR bufColor, MAXCOL, xyPos, ADDR cellsWritte
INVOKE WriteConsoleOutputCharacter, outHandle, ADDR bufChar, MAXCOL, xyPos, ADDR cellsWritten

An alternative implementation is to use SetConsoleWindowlnfo and SetConsoleScreenBufferSize to make the console to be
exactly 50 columns wide. Then keep writing all the random characters with random colors. You should be very careful to prepare
the console and resume it including both screen buffer and console window. See cht1_O4winBuf.exe to understand.
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iMove_with_Control_Keys (Chapter 11, Supplied)

‘This exercise s to try practice using control keys by a programming exercise to run like this. You can use arrow keys and other
‘control keys to move a character within the rectangle area. When press ESC to exit it islike this

iMove Guide:
1. Directly use four arzow keys for Up, Right, Down, Left.

2. AUp: Up-Right, “Right: Down-Right, Down: Down-Left, Left: Up-Left.
3. Home: back to center. ESC: Exit. F1: Toggle Help Text

Press any key to continue.

You may need the following procedures
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You may need the following procedures:

rawChar PROC charToWrite:BYTE, x:BYTE, y:BYTE, clr:BYTE

: Draws a character at a given position.

: Receives: charToWrite - the character used to represent
x, y - position at coordinate x, y (Col, Row)
clr - the color used to draw char

rawRectangle PROC
Draws a boarder rectangle from MinX, MinY to MaxX Max.
: Receives: Conctant symbils: MinX, MinY to MaxX MaxY

‘oggleHelp PROC
; Turns on/off the help text when F1 pressed

rocessKey PROC
: By reading a char, checks its scan code to recognize

; Arrow, Control Arrow, Home, ESC, and F1 keys. Then take
: the action accordingly

: Return: carry flage set if ESC pressed, else cleared

Now you can make itin this way:

» Prepare cirToShow and dirToHide that will have char moving effect
« Initialization: Draw a boarder rectangle, show a help line, and draw a centered char
« Starta loop until ESC is pressed
o Read a key and process it based on the scan code of Arrow, Control Arrow, Home, ESC, and F1
o Make the boundary check to keep the char within the rectangle. To beep, wite a char of ASCII code 7
© Make the char moving by redrawing it with clrToHide and cirToShow by calling

NVOKE DrawChar, chToMove, dl, dh, clrToHide  ; previous 'I' at dx

: current 'I' at bx

An example can be found at iMove.exe for your understanding.




image3.png
Random_Color_Char_Screen_Fill (Chapter 11, Pr 4, Modified)

Wite a program that fils each screen cell with a random character, in a random color. The characters could be printable from
ASCII code 20h (Space) to 07Ah (lower case z) without control characters. Assign a 50% probability that the color of any character
will be red. Assign a 25% probabilty of green and 25% of yellow. Display 50 random characters a line and then show 20 lines as,
the following is expected:

Press any key to continue .

Two procedures are suggested as below:
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