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audio.h

void playAudio(Audio *audio) : 4% 5 %4 4%

void pauseAudio(Audio *audio) : ¥ 1% 5 445

void openAudioFile(LPSTR szFileName, Audio *audio) : F B 4% & 4
szFileName &9 § 445

void restartAudio(Audio *audio) : = ##ER F 4L 4%

long getPosition(Audio *audio) : BAF B AT & # 5 4% 649 £ £ (E £ :ms)

void openMidi(void) : BB windows P & 5 4%

void closeMidi(void) : Bl P windows P 2& & 4%

void playMidi(int piano_or_drum, int pitch, int volume) : 4 windows M &
el

console draw3.h

void drawChar(int ch, int x, int y, int bgcolor, int fgcolor) : 4& console #. %
(Xy)EZHEF U ch,H FEAERA FHEL

void drawString(char *p, int x, int y, int bg_color, int fg_color) : £& console #L
BXY) LZEFE pHRACRARAE

void drawCmdWindow() : #§ 77 # 4F 64 B R 2k F % B>~ 4E console L% L
void clearScreen() : 74 console A& M 2

void saveScreen() : %7 console #L % M 2

void restoreScreen() : H4& console . % M &

font.h

void putStringLarge(Font *fp, int x, int y, char *p, int color) : #£ fp #54%45 ™
B)4% R FHEI KT > 4 console B (x,y) LXREZFALXFH p’ Al %A
ERHZHRE

Font * read_font(char *pixel file) : EIGFH K F o945 &

void destroy font(Font *ip) : R IFHR K F 69321558



image.h

Image * read_image(char *pixel_file, char *color_file) : sEHE k pixel 4 &
A color % %

void show image(Image *ip, int offx, int offy) : #* console # % (offx, offy) L
#a~E kA

void destroy_image(Image *ip) : FE# B #3184

kb_input2.h

void initializeKeyInput(void) : #1451t > fe4E A s\ 69 ) REBL B

int waitForKeyDown(float sec) : ‘& #%4&4% T #88 sec ¥ > =% 1> FA®
%0

int getKeyEventASCII(void) : BAF 4% T &) 4% 4248 $ /& &) ASCII code

int getKeyEventVirtual(void) : B33 T 69324248 & 69 virtual key

2. Tools: B #%%#% ASCII Bl £ &

v’ Step 1: A IrfanView #% B 4% %% i PPM # X (:Z# ASCII encoding)

v' Step2: A Code::Blocks #3% ascii.c &4 ascii.exe

v’ Step 3: 4& cmd ¥ #H4T ascii.exe input.ppm output.pixel output.color
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v framework
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> H 4t Final Project =] f€ & A 2 &9:

B EEFELGERE Audacity
http://audacity.sourceforge.net/
B X F# ASCIH

http://www.network-science.de/ascii/




