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include emu8086.inc
org 100h
lableShowTip:

call ShowTip;

call scan_num,;

mov ax,cx;

cmp ax, 1
je lableDrawLine;
cmp ax,2

je lableDrawRect;

print Oah,0dh

print "please enter your choice again";
print Oah,0dh
jmp lableShowTip;

lableDrawLine:
call DrawLine;
print Oah,0dh
jmp lableShowTip;
lableDrawRect:
call DrawRect;
print Oah,0dh
jmp lableShowTip;
ret
DrawLine proc
print Oah,0dh
print "you want to draw line! please
enter cord:"
print Oah,0dh
print "x0="
call scan_num

mov [bx+sit+1],cx

print Oah,0dh
print "y0="

call scan_num
mov [bx+si+2],cx

print Oah,0dh
print "x1="

call scan_num
mov [bx+sit+3],cx

print Oah,0dh
print "y1="
call scan_num
mov [bx+si+4],cx
sub cx,[bx+si+2]
ret
DrawLine endp
DrawRect proc
print Oah,0dh
print "you want to draw rect!"
print Oah,0dh
print "please enter cord(x0,y0,x1,y1):"
call get_string
ret
DrawRect endp
ShowTip proc
mov al, 13h
mov ah, 0
int 10h

jmp ShowTipBeg
tip0 db "please choose the shape



to draw:",0ah,0dh,'$'
tipl db "1 draw line",0ah, 0dh,'$'
tip2 db "2 draw rect",0ah, 0dh,'$'
tip3 db "enter your
choice(1,2):",'$'

ShowTipBeg:

mov dx, offset tip0
mov ah, 9

int 21h

mov dx, offset tipl

mov ah, 9
int 21h

ZERATT

mov dx, offset tip2
mov ah, 9
int21h

mov dx, offset tip3
mov ah, 9
int 21h

ret
ShowTip endp

DEFINE_SCAN_NUM
DEFINE_GET STRING

itk emulator screen (40x25 chars)(72...

clear screen

=

flease choose the shape to drawuw:
draw line

2 draw wrect }

enter your choice(l.23:

=] &

e WEEE AR

itk emulator screen (40x25 chars)(72...

draw line
2 draw wrect
enter your choice(l1.23:1

TuA=

clear screen
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flease choose the shape to drawuw:

yuu want to draw linet? please enter cord
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2 draw wrect }
enter your choice(l.2):
you want to draw linet
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rlease enter cord

clear screen
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flease choose the shape to drawuw:
draw line
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clear screen
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=80 ILE S BEAHIE

—. ’AEENER:

include emu8086.inc
org 100h

start:

mov al,03h

mov ah,0

int 10h

k7N msg0
GOTOXY 10,0
mov dx, offset msg0
mov ah, 9
int 21h

k7N msgl
GOTOXY 17,1
mov dx, offset msgl
mov ah, 9

int 21h

;37N msg2
GOTOXY 9,3
mov dx, offset msg2
mov ah, 9

M

int 21h

;37 msg3
GOTOXY 94
mov dx, offset msg3
mov ah, 9

int 21h

;307 msgd
GOTOXY 9,5
mov dx, offset msg4
mov ah, 9

int 21h

;37N msgs
GOTOXY 8,6
mov dx, offset msg5
mov ah, 9

int 21h

CALL
MOV AX, CX

SCAN_NUM

msgo DB ":‘::‘::‘::‘::‘::‘::‘::‘::‘::‘::‘:we'|come_! A XA A A A A A AT AL
msgl DB "please make sure your typewriting is English$"
; B B A S da AT E e A=
msg2 DB "l.Paint the straight$"” B E iR
msg3 DB "2.Paint the rectanglel" ;EREF
ms g4 DB "3.Paint the triangle$” ; BH=EF
msg5 DB "Enter your choise: §" ;i%&iE (ﬁ*‘{$+-£;
msgb DE "Enter the Starting p01nt coordinate: $§" EiE#E Ssldn
msqg7 DE "Enter the Ending point coordinate:§ " ; BHEREE SabsER
msgd DB "Enter the upper-left corner coordinate: § ;2 _EAAEPR
msg9 DB "Enter the width and 'Iength " i EFEFOE
msglO DB "Enter 1 to exit: "
msgll DE "Enter the PointA coor'chnate: " S TH S sk kR
msgl2 DB "Enter the PointB coordinate: §" ]ﬁ"ﬁ;léh—
msgl3 DE "Enter the PointC coordinate: $",]L_ﬂ" L AL R

; 7= B &3 AR BU P IR 3
DEFINE_SCAN_NUM



BITERBRERA

& emulator screen (80x25 chars) = || = || E2

kxxxkinkEExllelcome ¥EXEXEEEXRKEERX
please make sure your typewriting is English

1.Paint the straight
2.Paint the rectangle
3.Paint the triangle
Enter yvyour choise: _

clear screen change font
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HERI L]

001 1dnclude emu8086.1nc
002 org 100h

002 start:

004 mov al,03h

005 mov ah,0

006 4dnt 10h

00% Straiht:

009 GOTOXY 8,10

010 mov dx, offset msgb; % A" Foi5 = setr
011 mov ah, 9

012 int 21h

013 CALL SCAN_NUM

014

015 i EEus s AR I AR R ERT

016 mov ax,cx

017 push ax

018

019 GOTOXY 50,10

020 CALL SCAN_NUM

021 mov bx,cx

022 push bx

023

024 GOTOXY &8,11

025

026 mov dx, offset msg7 ;%5 " 2% = edmw
027 mov ah, 9

028 int 21h

g%% CALL SCAN_NUM

031 CEEE SRR AR A EE

032 mowv ax,cx

033

034 GOTOXY 50,11

035 CALL SCAN_NUM

036 mov bx,cx

| 037 ,

038 pop dx

g?% pop cx;if Hitkft{E A

041 cmp ax,cx

042 je shuxian ;EHEAstRAESE, MBkEE3EELS
043 cmp bx,dx

044 je hengrlan,ﬁf%ﬁ;lé*a?*ﬁ%, MIBkE ZBEIfE £
045 mp i exian ; Al 5 i Bk 5% Bl 4 2

T RIS, T UL B (R
FERIRIT, B4R ZOR H, 7EBRAY R AR % — 05 y1y2 il x1x2 )
FKOANER, T EEFTL B R 1
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(—) KEEZ

hengxian: ; EIfE£2{URG

push bx

push ax

mov al,l13h

mov ah,0

int 10h

pop bx

pheng:
mov al,l1100b
mov ah,Och
inc cx
cmp cx,bx
int 10h

jne loop pheng

; ¥ 1% E Zlstart
GOTOXY 10,1

mov dx, offset msglO
mov ah, 9

int 21h

CALL SCAN_NUM

MOV AX,1

cmp al,cl

je start

(Z) EHEHZ
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vo/
068
069
070
071
072
073
074
075
076
077
078
079
080
081
082
083
084
085
086
087
088
089
090
091
092
093
094

shuxian:; BIE £ {55

mov al,13h

mov ah,0

int 10h

pshu:
mov al,ll00b
mov ah,Och
inc dx
cmp dx,bx
int 10h

jne loop pshu

;3 LR E Flstart
GOTOXY 10,1

mov dx, offset msglO
mov ah, 9

int 21h

CALL SCAN_NUM

MOV AX,1

cmp al,cl

je start

hengxian: ; BiE£2 {8

push bx
push ax
mov al,13h
mov ah .0

15



(=) HREZ

Us4s

048 xiexian:; @HE D

049 mov x1,cx

050 mov yl,dx

051 mov x2,ax

052 mov y2,bx

053 mov al,l1l3h

054 mov ah,0

055 int 10h

056 call oblique
057

058 iELiE E Elstart
059 GOTOXY 10,1
060 mov dx, offset msglO
061 mov ah, 9

062 int 21h

063 CALL SCAN_NUM
064 MOV AX,1

065 cmp al,cl

066 je start

(¥~ )
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116 ;obliqueE BB B RFIE. ENBERNBEHR
117 oblique proc

118 mov ax,x2
119 mov bx,x1
120 cmp ax,bx ;ELEFE SEIEALER
121 jge xZ2po

22 31 x2ne
123 X2po: i x2>=x1F+
124 mov s1,1

125 sub ax,bx
126 mov xd,ax
127 jmp v

128

129 x2ne: s x2<x1Et
130 mov s1,-1
131 sub bx,ax
132 mov xd,bx
133 jmp v

134 y:

135 mov ax,yl
136 mov bx,yl
137 cmp ax,bx; ELEIFE S B2 AL bR
138 jge vylZpo
139 31 yZne
140 y2po: ;y2>=ylpt
141 mov s2,1

142 sub ax,bx
143 mov wyd,ax
144 jmp subyx
145

146 y2ne: y2<ylET
147 mov s2,-1
148 sub bx,ax
149 mov vd,bx

150 jmp subyx

16



mov ah,Och;change color for a single pixel

151 subyx: ;xd ydbb &g

152 mov ax,xd

153 mov bx,yd

154 cmp bx,ax

15% jge 1interchange;yd>=xd
156 31 nointerchange; yd<xd
157 dnterchange: ;yds=xdptgi g
158 mov yd,ax ;EH gydftFTsktrz =
159 mov xd,bx ;ExdftFEEAtrr =
160 mov interflag,l

161 jmp cal

162 nointerchange:

163 mov interflag,0

164 jmp cal

165 cal:

166 mov ax,yd

167 add ax,ax

168 mov bx,xd

169 sub ax,bx;2%yd-xd

170 mov p,ax

171

172 mov dx,yl

173 mov cx,xl

174 paint:

%Eé mov al,ll00b; &=
7

177 int 10h

178

179 cmp p,0

180 jge ppos;2¥yd-xd==0
181 31 phneg;2*yd-xd<0

182

183 ppos:

184 cmp interflag,0

185 je interflagpos;yd<xd
186 jne +interflagneg;yd>=xd
187

128 interflagpos:

189 mov ax,s2

190 mov bx,yl

191 add bx,ax

192 mov yl,bx

193 mov ax,p

194 mov bx,xd

195 add bx,bx

196 sub ax,bx

197 mov p,ax

198 jmp plot

199 dnterflagneg:

200 mov ax,sl

201 mov bx,x1l

202 add bx,ax

203 mov xXl1,bx

204 mov ax,p

205 mov bx,xd

206 add bx,bx

207 sub ax,bx

208 mov p,ax

209 jmp plot

21N
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PLE A CONA ORI T 8RE 2, AT REREN—F AR
B TP REI EWH-
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