
Subject: Re: Draw stuff
Posted by mrjt on Fri, 01 Feb 2008 15:44:08 GMT
View Forum Message <> Reply to Message

I see the problem now. You are trying to draw the image into a Splitter, but the Paint routine is a
member of the main window yes? If that is correct then the image is being drawn and then the
Splitter is drawn over the top.

What you need to do is add a Ctrl to the Splitter, and have the ctrl draw the Image. You can use
ImageCtrl for this, though you may with to roll your own once you have it working.

You don't need the Paint function or MyDraw, just:
// Member variables
ImageCtrl imgctrl;

void LoadImage()
{
  ImageBuffer ib( 128, 128 );

  for( int y = 0; y < 128; y++) {
     RGBA *l = ib[ y ];
     for( int x = 0; x < 128; x++) {
        // in picture[ ][ ] there is the image
        l->a = 255;
        l->r = picture[ y ][ x ];
        l->g = picture[ y ][ x ];
        l->b = picture[ y ][ x ];
        l++;
     }
  }

  imagectrl.SetImage(ib);
}

// And in your window constuctor
..
splitter.Add(imgctrl);
..

PreMultiply is only needed for versions later the 2007.1, but if I were you I would upgrade to the
latest dev version and add the call. Dev versions are always very stable and then you won't have
to remember to do it later, plus it's been a long time since 2007.1 and there are manby
improvements.
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