PRILOHA P1: BRESENHAMUV ALGORITMUS RASTERIZACE USECKY

double CLine::Bresenham(int x0, int yO0, int x1, int y1)
{
Barva (red, green,blue);

Casovac—>Unpause () ;

int dy vl - vyO;

int dx x1 - x0;

int krokx, kroky;

if (dy < 0) { dy = -dy; kroky = -1; } else kroky =
if (dx < 0) { dx = -dx; krokx = -1; } else krokx =
dy >>= 1;

dx >>= 1;

Bod (x0,y0) ;
if (dx > dy)
{
int predikace = dy - (dx >> 1);
while (x0 != x1)
{
if (predikace >= 0)
{
v0 += kroky;
predikace —-= dx;
}
x0 += krokx;

predikace += dy;

Bod (x0,v0);
}
} else
{
int predikace = dx - (dy >> 1);
while (yO != yl)

{
if (predikace >= 0)
{

x0 += krokx;

e

// dy je 2*dy
// dx je 2*dx

// dy — 2*dx



predikace —-= dy;
}
y0 += kroky;
predikace += dx;

Bod (x0,vy0);

Casovac—->Pause () ;

return Casovac->GetTime () ;



PRILOHA P2: VYPOCET BEZIEROVY KUBICKE KRIVKY

bod CCurve::Souradnice_Bezierova_Kubika_TIterativne (bod pl,bod
float t)

{

float poml, pom2, pom3;

float BO,B1,B2,B3;

bod point;

// pomocne promene pro zprehledneni kodu
poml = 1 - t;

pom2 = poml * poml * poml;

pom3 = t * t * t;

// Bersteinovy polynomy
BO = pom2;
Bl = 3*t*poml*poml;

B2

3*t*t*poml;

B3 = pom3;

// vypocet bodu krivky pro t = <0,1>
point.x = BO*pl.x + Bl*p2.x + B2*p3.x + B3*pd.x;
point.y = BO*pl.y + Bl*p2.y + B2*p3.y + B3*pd.y;

point.z = BO*pl.z + Bl*p2.z + B2*p3.z + B3*pd.z;

// vrat novou souradnici

return point;

p2,bod p3,bod p4,

double CCurve::Bezierova_Kubika_TIterativne (bod A, bod B, bod C, bod D)

{

Barva (red, green,blue);

Casovac—->Unpause () ;

// pocatek krivky
bod point0 = A;

bod pointl;



for(float t = 0; t <= (1 + (1.0f / MAX KROKU)); t += 1.0f / (MAX_KROKU

pointl = Souradnice_Bezierova_Kubika_Iterativne(A,B,C,D,t);
Cara->Bresenham(point0.x, point0O.y,pointl.x, pointl.y);

point0 = pointl;

Casovac->Pause () ;

return Casovac->GetTime () ;
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PRILOHA P5: BEZIEROVY BIKUBIKY




PRILOHA P6: NAVRH KAROSERIE AUTA POMOCI COONSOVY KRIVKY
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