Computer Graphics
Practical 2 – Report (Additional material)
Assignment 3
Background:

The version of the code for moving rectangles given in the report I signed off caused pixels of other rectangles over which the rectangle being moved travelled to disappear until the move was over. Although this was by design and was signed off as a correct way of doing it, it wasn’t really aesthetically pleasing (i.e. it still seemed a bit rubbish, and not good practice). The alternative, mentioned to me at the time, was to move the rectangle, then clear the screen and redraw all the rectangles. This, however, causes flickering, so in a way it’s worse (and certainly no better) than the solution I’d already produced (or to put it another way, my solution didn’t make people’s eyes hurt, so I claim it was more user-friendly!)
New material:

My new version of the code avoids both problems:

// Move it without graphical artifacts (e.g. gaps in other rectangles, flickering).

g.setColor(top.getBackground());

DrawRect(g, nearestBlock.getLowerLeft(), nearestBlock.getUpperRight());

g.setColor(top.getForeground());

nearestBlock.Move(new Point((int)(current.getX() - last.getX()), (int)(current.getY() - last.getY())));

bag.ProcessAll(new DrawBlock(g));
The observation is that you don’t need to clear the screen (thus causing flickering), since all that that was intended to do was to erase the rectangle in its pre-move position. In fact, all you need to do is to erase the rectangle, move it, and then redraw all the rectangles. This method has no obvious graphical artifacts.
