EVALDRAW programming quick reference             http://advsys.net/ken/download.htm#evaldraw
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(A subset of commands for new EVALDRAW programmers – see EVALDRAW.TXT & RScript.htm for complete list!)
General:
i = 0; /*reset i*/   i=i+1;  //increment i
Comments.: /* … */ comments out middle of line; // comments out rest of line

if (i < 10) { /*true*/ } else { /*false*/ }
Conditional code. The ‘else’ and the following {} is optional.

i = 0; label: printnum(i); i=i+1; if (i < 10) goto label;
Spaghetti loop (this coding style not recommended!)

i = 0; while (i < 10) { printnum(i); i = i + 1; }
While loop: stays in loop while expression is true.

for(i=0;i<10;i++) { printnum(i); } 
For loop. Syntax is: for(initial value; stay in loop while this is true; increment)

static buf[10]; buf[3] = 5; j = buf[i]; 
Arrays. Put “static” before name to declare array size (how much memory).

drawmonst(x,y) { drawsph(x,y,10); }
User Functions.

+  -  /  *  ^  %  <  <=  >  >=  ==  !=  &&  ||
Math operators. ^ power, % modulo, == equal, != not equal, && and, || or

abs sgn sqrt int exp log cos sin tan acos asin atan
Math functions (1 parameter) (ex: sqrt(5), cos(PI))

atan2 fmod log min max pow
Math functions (2 parameters) (ex: atan(y,x), log(v,10), pow(2,8))

Input:
xres, yres
Current width and height of window in pixels. 

mousx, mousy
Current position of mouse cursor (relative to top-left corner of window)

bstatus
Mouse buttons currently down: 0 = none, 1 = left button, 2 = right button, 3 = left &right

keystatus[0xc8]
Check if key is up or down. 0 = key is up, 1 = key is down. Popular key codes:



0xcb: Left arrow
0xcd: Right arrow
0xc8: Up arrow
0xd0: Down arrow



0x1c: Enter
0xc7: Home
0xc9: Page up
0x52: Keypad ‘0’



0x2a: Left Shift
0xcf: End
0xd1: Page down
0x36: Right Shift



0x1d: Left Ctrl
0x38: Left Alt
0xb8: Right Alt
0x9d: Right Ctrl

numframes
# of frames drawn since the last compile: 0 on first frame and increments automatically.

klock()
Time (in seconds) since the last compile.

rnd, nrnd
Random numbers: rnd is uniform, in range {0..1}, nrnd has average 0, standard deviation 1

2D drawing functions:
cls(red,green,blue);
Clear screen to specified color. Color components range from 0 (dark) to 255 (bright).

setcol(red,green,blue);
Set current drawing color. Used by all graphics functions except cls().

setpix(x,y);
Plot pixel.

moveto(x,y);
Set 2D drawing position. Affects: lineto(), printnum(), and printf().

lineto(x,y);
Draw line from previous 2D drawing position to this x,y.

drawsph(x,y,radius);
Draw circle. Example: drawsph(400,400,50); Use negative radius to draw circle outline.

drawcone(x,y,radius,x2,y2,radius2);
Draw thick line. Example: drawcone(200,400,10,700,500,10);

drawspr(x,y,zoom,ang);
Draw 2D sprite. Example: drawspr(400,400,50,0); Use glsettex() to select texture.

setfont(x,y,isfill);
Select font size. Example: setfont(50,80,1); Set 3rd parameter to 1 to fill, 0 for draw outline.

printnum(x);
Display number on screen.

printf(“%g bullets”,numbullets);
Display formatted text on screen.  Supported format types: %e, %f, %g, %s (limited)

refresh();
Update screen. Required for programs that use their own main loop (i.e. never return).

 3D drawing functions:
clz(99999999); 
Clear depth (Z) buffer. You must use this to reset each frame when using 3D graphics.

setcam(x,y,z,hang,vang);
Set camera position & orientation. Angles are in radians (2*PI radians = 360 degrees)

drawsph(x,y,z,radius);
Draw sphere. Example: drawsph(0,0,4,1);

drawcone(x0,y0,z0,r0,x1,y1,z1,r1);
Draw 2 spheres, along with cone connecting them. Example: drawcone(-1,0,4,1,+1,0,4,.5);

drawspr(file,x,y,z,radius,hang,vang);
Draw KV6 voxel model. Example: drawspr(“caco.kv6”,0,0,4,1,0,0);

moveto(x,y,z); lineto(x,y,z); 
Set starting position for 3D line; Draw line from previous position to this x,y,z.

glsettex("earth.jpg ");
Set texture used by future OpenGL functions (the “gl” functions below).

glbegin(GL_QUADS);
Begin texture-mapped polygon. Common types: GL_TRIANGLES, GL_QUADS

gltexcoord(u,v);
Set u,v texture coordinate (0..1); put immediately before glvertex() of the same vertex)

glvertex(x,y,z);
Specify vertex coordinate for polygons.

glcullface(GL_NONE);
Specify culling mode. Supported values:
GL_NONE : Both sides of polygon visible



GL_FRONT: CCW polygons visible

GL_BACK : CW polygons visible (default)

Sound functions:
playsound("shoot.wav");
Play sound effect (must be .WAV file)

playsound("shoot.wav",75,1.25);
Play sound effect with specified volume and frequency scale factor.

playtext("hello");
Play text using voice synthesizer. Supports printf-style parameters.

playsong("fidsong.mid",-25);
Play music (must be .MID file). Volume ranges from 1-100. To stop playback, call again with volume of 0. To make the song repeat, set the volume negative.
