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ABSTRACT 
Computer graphics have become an integral part of modern computing, ranging from simple 2D 
drawings to advanced 3D visualizations. In the context of C++ programming, the 
Graphics.hheader file has played a significant role in introducing students to graphical 
programming. This research paper explores the origin, features, applications, and limitations of 
the Graphics.hlibrary. While it is outdated in modern computing environments, its educational 
value remains relevant. The paper also highlights contemporary alternatives such as OpenGL, 
SDL, and SFML, which have replaced `Graphics.h` in real-world applications. The study 
concludes that although Graphics.his no longer widely used in industry, it still holds pedagogical 
importance for beginners in computer science and programming courses. 
 
1. INTRODUCTION 
Programming languages have always been used to solve problems and automate tasks. However, 
visual representation and graphics are equally important for enhancing user interaction and 
understanding algorithms. In C++, the Graphics.h header file was introduced with Turbo C++ as 
part of the Borland Graphics Interface (BGI). 
 

For decadesgraphics.h has been a foundation for students in India and other countries 
learning C++ in academic institutions. It provides simple functions to draw shapes, set colors, 
and animate objects. The purpose of this paper is to analyze the technical aspects of graphics.h 
its applications in education, and its relevance in modern computing. 

 
 2. LITERATURE REVIEW 
Several studies and academic reports suggest that visual learning through graphics helps 
beginners understand programming concepts more effectively. For instance, researchers have 
observed that graphical representation of sorting and searching algorithms improves student 
comprehension compared to purely textual outputs. 
 

However, modern literature also criticizes graphics. for being outdated, since it is 
primarily supported by Turbo C++ (a 16-bit compiler) that runs only on DOS or DOSBox 
emulators. Current programming practices prefer modern frameworks like OpenGL, DirectX, 
and Unity for handling graphics. 
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3. OVERVIEW OF GRAPHICS.H 
He Graphics.h library was introduced with the Borland Graphics Interface (BGI). It provides an 
easy way to create 2D graphics such as lines, circles, rectangles, and polygons without requiring 
advanced knowledge of graphics theory. 
 
Common Functions in Graphics.h 
Initgraph () – Initializes the graphics mode. 
Closegraph ()  – Closes the graphics system. 
Line(x1, y1, x2, y2) – Draws a line between two points. 
Circle(x, y, radius) – Draws a circle. 
Rectangle (left, top, right, bottom) – Draws a rectangle. 
Putpixel(x, y, color) – Sets the color of a specific pixel. 
Setcolor (color) – Sets the current drawing color. 
Setfillstyle (pattern, color) – Fills a shape with a color and pattern. 
 
Example Program: 
#include <graphics.h> 
#include <conio.h> 
void main() { 
    int gd = DETECT, gm; 
    initgraph(&gd, &gm, ""); 
    circle(250, 200, 50); 
    line(200, 300, 300, 300); 
   line(250,250,500,500); 
    getch(); 
    closegraph();   } 
This simple code draws a circle and a line using `graphics’. 
 
4. APPLICATIONS OF GRAPHICS.H 
Despite its limitationsGraphics.H has been widely used in the following areas: 
1. Educational Purposes – Commonly used in schools and colleges to introduce students to 
computer graphics. 
2. Animations – Simple animations like moving cars, bouncing balls, and flying birds can be 
created. 
3. Games – Basic 2D games such as Snake, Tetris, and Racing are often made using graphics. 
4. Algorithm Visualization – Helps in visualizing sorting algorithms (Bubble Sort, Quick Sort) 
and path finding algorithms. 
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5. LIMITATIONS OF GRAPHICS.H 
Although usefulGraphics.hsuffers from several drawbacks: 
Outdated Technology – Works only on Turbo C++ which is DOS-based. 
Limited Compatibility – Not supported in modern compilers like GCC or Visual Studio. 
Restricted Graphics – Only supports 2D graphics with limited color and pixel control. 
No Industry Use – Modern software development relies on advanced libraries that provide 3D 
graphics, hardware acceleration, and cross-platform support. 
 
6. ALTERNATIVES AND MODERN RELEVANCE 
Since graphics is outdated, programmers now use modern libraries such as: 
OpenGL – Industry standard for 2D and 3D graphics. 
SDL (Simple Direct Media Layer) – Used for games and multimedia applications. 
SFML (Simple and Fast Multimedia Library) – Provides an easy-to-use API for graphics, sound, 
and networking. 
DirectX – Microsoft’s API for multimedia and games. 
While these libraries are more powerfulgraphicsstill haseducational value. It introduces students 
to the basics of computer graphics without requiring complex setup. Many BCA and B.Tech 
curriculums still include it as a starting point. 
 
7. CONCLUSION 
The graphics.h library has served as a valuable tool for students to understand basic graphics 
programming in C++. Although outdated and limited, it continues to play a role in academic 
environments where the focus is on learning fundamentals rather than real-world applications. 
As studentsprogress, they should migrate to modern libraries like OpenGL or SDL to keep pace 
with industry standards. 
 

In conclusion graphics is not just a library, but a historical milestone in computer 
graphics education, bridging the gap between text-based programming and graphical user 
interfaces. 
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