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Computer Programming Using Kivy 1.9 for Python 3 - Canvas 2 - Rectangle Painting Program
GOAL: Add code to the touch event to make the program draw where the user touches the canvas.

[image: ]A Canvas is a GUI object that is used for drawing.

[bookmark: _GoBack]Many programs only need a canvas, and no other gui objects. Clicking can instead be handled by creating objects that are displayed on the canvas such as sprites (cutouts of characters, such as used in a game).  In some cases, the mouse is only used as a guide and controller for the character, so clicking position is the only thing that matters (such as walk to a certain location) and what you click does not matter—in that case you don’t need any types of buttons except for in menu screens such as when you first open a game and may decide to let user use mouse to choose “New” or “Continue”.
· Open Geany, File, Open, Computer, Resources (R:), Classes, ComputerProgramming, Examples, kivyCanvas.py
· File, Save As, your home drive (such as T:\username), canvas2paint.py
· Indented under class CanvasForm, write a painting method called blotch. It is not a good idea to name it paint since paint in some frameworks means drawing the window and you don’t want to override that. This blotch method below draws a circle at any position which you can get from the touch object, and can add a color instruction (which this code makes random, with half opacity) to change the color first. There is no need to bind anything since your on_touch_down method is named the same as the built-in touch event handler (and therefore overrides it):

[image: ]

· Click Execute to try your program. So far, you can only draw one dot per click. To make the program more useful, also override the on_touch_move method to draw blotches (but you can keep the color the same by sending None as the color parameter):

[image: ]

· Click Execute and make sure you can paint by clicking on the canvas

You can save your painting by saving a screenshot. Save a screenshot of your Window by pressing holding Alt while pressing Print Screen once, then opening IrfanView and clicking Edit, Paste, then File, Save As, choose your home drive such as username (H:) or T:\username, then name it by whatever your drawing is.
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def on_touch_down(self, touch):
self.blotch( (touch.x, touch.y), self.get_color())

def blotch(self, pos, color):
diameter = 10.0
radius = diameter / 2.0
shape = Ellipse(pos=(pos[0]-radius, pos[1l]-radius), size=(diameter,diameter))
if color is not None:
self.canvas.add(color)
self.canvas.add(shape)
self.widgetCount += 2

def get_value(self):
return (random.randrange(0,101) / 100.0)

def get_color(self):
#random red, green, blue, then half alpha (opacity):
return Color(self.get_value(), self.get value(), self.get_value(), 0.5)
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def on_touch_move(self, touch):
self.blotch( (touch.x, touch.y), None)




