[Fundamentals of Computer Science I: Media Computing (CS151.02 2007F)

L aboratory: Programming with the GIMP Tools
Summary: In this laboratory, you will explore how one instructs the GIMP to create some simple images.
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Prepar ation

Create a new 200x200 image caltshvas.

Exercises

Exercise 1. Simple Faces

Here are the instructions for drawing a simple face from the reading, modified to work as a procedure.

Procedur e:
draw smi | ey!
Par anet er s:
i mage, an inmage
Pur pose:
Draw a variant of a smley face in the given inage.
Pr oduces:
[ Not hi ng of inport; Called for the side effect]
Precondi tions:
image is at |east 200 by 200
Post condi ti ons:
i mage now contains sonething that mght be deened to be a
smley face.
(define draw i mage!
(lanmbda (i nage)
Draw the primary circle
(i mage. sel ect-ellipse! inage selection.replace
10 10 180 180)
(envt.set-fgcolor! color.yellow
(image.fill! inmage)
(envt.set-fgcolor! col or. bl ack)
(envt.set-brush! "Crcle (09)")
(i mage. stroke! image)
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; Draw the eyes
(i mage. sel ect-ellipse! inage selection.replace
50 60 30 20)
(i mage. sel ect-ellipse! inmage selection. add
120 60 30 20)
(envt.set-fgcolor! color.wite)
(image.fill! inmage)
(envt.set-fgcolor! col or. bl ack)
(envt.set-brush! "Crcle Fuzzy (07)")
(i mage. stroke! image)
(i mage. sel ect-el lipse! inage selection.replace
60 60 10 20)
(i mage. sel ect-ellipse! inmage sel ection. add
130 60 10 20)

(envt.set-fgcolor! "light steel blue")
(image.fill! inmage)
; Snmile

(i mage. sel ect-el lipse! inage selection.replace
40 60 120 100)

(i mage. sel ect-el lipse! inage sel ection.subtract
40 45 120 100)

(envt.set-fgcolor! color.white)

(image.fill! inmage)

(envt.set-fgcolor! col or.red)

(envt.set-brush! "Calligraphic Brush#3")

(i mage. stroke! image)

; CGet ready to show

(i mage. sel ect-not hi ng! inmage)))

a. Copy these instructions into your definitions pane. Read through the instructions to see what image you
predict they will draw.

b. In the interactions pane, create a new 200x200 image caltadas and usealr aw- sni | ey! to draw
in that image. If things have gone well, you should see a new image with a smiling face.

If the image is not visible, try clicking on the window or typ{renvt . updat e- di spl ays!)

c. In your interactions window, write instructions for drawing a nose onto the image. Your instructions
might look something like the following:

(i mage. sel ect-rectangl el canvas sel ection.replace 90 90 20 20)

(i mage. sel ect-el lipse! canvas selection.intersect 80 85 30 30)

(envt.set-fgcolor! col or.green)

(image.fill! canvas)

If the instructions don't seem to create a new drawing, try clicking on the window or typing
(envt. updat e-di spl ays!).

d. Add the instructions for drawing the nose to the definitiodr@w- sni | ey! .

e. It is possible to clear an image by selecting everything and then clearing the selection. Do so now.



(i mage. sel ect-all! canvas)
(i mage. cl ear-sel ection! canvas)
(envt. updat e-di spl ays!)

f. Sometimes it's more fun to see an image drawn bit-by-bit. . DrFu allows you to pause a bit between
actions, as when you want to show each step in the creation of a drawing. In particular, the procedure
(usl eep n) pauses fon microseconds. Hence, if you want to pause for a half a second, you might
write (usl eep 500000) .

Insert instructions to sleep for half a second and to update the displays immediately after each call to
i mage.fill! andi mage. stroke! and redraw the image.

Exercise 2. Drawing Faces, Revisited

a. Write a procedurd,i mage. dr aw-f ace! i mage), that draws a face different than the sample we
gave above. You should try a different shape of face, different brushes, and additional facial features.

b. What do you expect to happen if you try to draw this face in a 100x100 image or a 300x300 image?
c. Check your answer experimentally.

d. If you predicted or encountered results that you consider undesirable, summarize how you might fix
them. (Don't fix them, just indicate how you might fix them.)

Exercise 3. Drawing Houses

a. Write a procedurgi mage. dr aw- house! inage left bottom w dth height), that
draws a house iimage. The house should be the specified height and width, and its lower-left corner
should be atléft,bottom).

b. Usingi nage. dr aw- house! , make a small village.

For Those With Extra Time

Extra 1; Animation

As our step-by-step face drawing suggested, it is possible to do simple (but not incredibly attractive)
animations by drawing something, updating the displays, pausing for a bit, drawing something else,
updating the displays, and so on and so forth.

If we are to generalize the idea of animation, we might think about writing a proceéduee)- f r ane!
i mmge frane-nunber total-franes), that draws one frame in the sequence. For example,
here’s a simple picture that draws a circle whose radius and position depend on the frame number.



(define drawfrange!
(lambda (image frame-nunber total-franes)
(i mage. sel ect-ellipse! inage selection.replace
00
(* 5 (+ frame-nunber 4))
(* 11 (+ frame-nunber 1)))
(envt.set-fgcolor! (rgb.new (nmodulo (* 10 frane-nunber) 256)
(rmodul o (* 15 frane-nunber) 256)
(rmodul o (* 20 frane-nunber) 256)))
(image.filll inage)))

We could show a sequence of frames with instructions something like the following:

(draw si nmpl e-frane! canvas 0 10)
(envt. updat e-di spl ays!)

(usl eep 100000)

(i mage. select-all! image)

(i mage. cl ear-sel ection! image)
(draw si nmpl e-frane! canvas 1 10)
(envt. updat e-di spl ays!)

(usl eep 100000)

(i mage. select-all! inmage)

(i mage. cl ear-sel ecti on! image)

(draw si npl e-frane! canvas 8 10)
(envt. updat e-di spl ays!)

(usl eep 100000)

(i mage. select-all! image)

(i mage. cl ear-sel ection! image)
(draw si npl e-frane! canvas 9 10)

Of course, whenever we write code that repetitous, we consider whether it would be better to write a
procedure that does the repetition for us. Fortunately, the DrFu library contains such a procedure.

(i mage. ani mate! inmage drawframe numfranes) creates a simple animation by calling
draw-frame on each frame number from Ortom-frames-1.

a. Tesi mage. ani mat e! with thedr aw si npl e-fr ane! procedure above.

b. Write your own, more interestindr aw- f r ame! procedure and use it to create an animation.
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