MaTtpuue TpaHcpopmanyje. KBagpar koju ce okpehe

MaTtpuue Tpancpopmanmje

3a TpaHchOopMaLMjy ABOAMMEH3MOHANHUX BEKTOPA CE MOTY KOPUCTUTU MaTpuLe AumeHsnje 2X 2 :
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MHOeHe MaTPULOM je NIMHeapHa TpaHcPopmaumja BeKTopa. MHOXeHheM MaTpULLOM AUMEH3Uje

2% 2 ce moxe AedUHNUCATU CKaNMparbe, CMULLakbe, poTalmja u pedaeKkcuja y AB0ANMEH3INOHANHOM
npoctopy. MehyTum, Tako ce He MoXKe geduHUCaTK TpaHcAaumMja. 3a noMmeparbe je NoTpebHo
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Ha nctun HaumH ce dopmupajy matpuue 3a TpaHchopmaLmjy TPOAMMEH3IMOHANHUX BEKTOPA NPU Yemy
ce Kopucte maTtpuue 4x4 n sekTopu Knace Vector4D.

OpenGL
[o capa cy npas/beHe aHMMaLMje Koje Cy ce M3BpLUaBase Hajopke moryhe M HMje KOHTpOaUCaHa
H6p3nHa HUXOBOT U3BpPLLABAHSA.

MeTtoaom

void glutTimerFunc (unsigned int msecs, void (*func) (int value), value)

Ce MOKe OA/I0XKUTM U3BpLUABakbe Heke dyHKLUMje. Kaaa ce e oaN0XeHO No3MBakbe HEKE METOLE,
Ha MecCTy peryiapHor nosunea (Koju b1 ce ogmax M3BpLUMO) NO3Ba ce PyHKLMja glutTimerFunc KOjoj
ce Kao Apyru aprymeHT npocnehyje 6aw ta metoaa. Mpeu napameTtap ogpehyje MUHUMANHO Bpeme y
muancekyHgama Koje he npohu npe nosmsa npocneheHe ¢yHKumje. Tpehn napameTtap ce moxe
NPOWU3BO/LHO MCKOPUCTUTH.

Onuc npo6iema

Kpeunpatn knace Vector3D n Matrix3x3. Knaca Vector3D Tpeba aa npeacraB/ba TPOAUMEH3UOHANHN
BEKTOP Ca METOAama 3a MHTEH3UTET BEeKTOpa, HOPMasiM3auujy, LUTammnare, 3a CEKY/AapHU 1 BEKTOPCKU
npou13BoA, 3a NPOjeKLMjy AaTOr BEKTOPA Ha APYrU BEKTOP, KAo U NpesedrHUCaHMM onepaTopmMma 3a
cabuparbe, ogy3mmarbe U MHOXKere. Knaca Matrix3x3 Tpeba ga cagpxu npegedmHucaHe onepaTope
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3a cabupatrbe, oay3vMarbe U MHOXere MaTpuue MaTPULOM, MHOMeHe MaTpule BEeKTOPOM U
MHOere maTpuue ckanapom. Takohe Tpeba aa cagpxu cnegehe metoge:

e void LoadTranslate (double dx, double dy) — Ha ocHOBY 33aAaaTux napameTapa
noctaB/ba BPEAHOCTM MaTpuULe Tako Aa ce Aobuje maTpuua TpaHcAauumje 3a BEKTOP
[dx dy]".

e void LoadScale (double sx, double sy) —HaocHOBY 3agatnx napameTapa NocTaB/ba
BPeAHOCTU MmaTpuLe Tako Aa Ce ,u,06v1je mMaTtpuua CKannpara U 170 NO X OCU SX NyTa, a NOoy
ocu Sy nyTa.

e void LoadRotateAboutOrigin (double alpha) — Ha oCHOBY 3a4aTor yria nocras/ba
BpeAHOCTM MaTpuLe TaKo Aa ce Aobuje maTpuua poTalmje 3a yrao @ OKO oce Koja nponasu
KPO3 KOOPANHATHM NoYeTak, a HopMasHa je Ha pasaH x0y.

3ajanu:
1. HanpasBuTn aHMMauMjy y Kojoj ce KBaapaT okpehe yraoHom 6p3nHom og 20 cTeneHu no
CEeKyHOM OKO OCe KOja NMponasu Kpo3 AOmY /JIeBy TauyKy KBagpata M HOPMaA/Ha je Ha pasaH
XQV . UcupTasarbe BpwmTK ca 60 dpejmosa nNo cekyHAu.
2. HanpasBuTu aHMMauMjy Yy Kojoj ce KBagpaT okpehe yraoHom 6p3vHom og 20 cTteneHn no
CEKYHAM OKO OCe Koja MposiasW Kpo3 LEeHTap KBagpata M HopmanHa je Ha pasaH XOY .

NcupTtaBarse BpwnTK ca 60 dppejmoBa Mo ceKyHau.

Pelueme

Mpe cBera je NoTpebHO KpeupaTu KoopauHaTe NPOM3BO/LHOI KBagpaTa. Te KoopauHate ce mory
3aMNamTuUTK y rnobanHoj npomeHs/bMBOj. Kako 6U ce KBagpaT poTupao yraoHom 6psuHom og 20
CTeneHu No CeKyHaM, a ucupTaBarbe ce BplwmM 60 nyTa y CEKYHAM, yrao poTauuje Keaapata he butn
20/60 ctenenn. a 61 6uno moryhe BpeMeHCKU KOHTPOANCaTH UcUpTaBakbe KopuliheHa je dyHKuMja
glutTimerFunc. Y meTogM timer Koja ce npocnehyje ¢yHKUMjM glutTimerFunc BpPWWU ce
TpaHchopMaumja TayaKa KBagpaTa, Kao M no3uBame PyHKUMje glutPostRedisplay @4a 6u ce
MCLPTAo KBagpaT Ynja cy TeMeHa poTupaHa. Takohe, Kako 61 ce HacTaBuna aHMMaumja, y GyHKLMjK
timer NOTPebHO je NOHOBO NO3MBake MeTohe glutTimerFunc. [a 6u ce ucuptaBake Bpwnao 60
bpejmoBa No cekyHAM, NpBKU MapameTap npu nosusy ¢yHKUMje glutTimerFunc umahe BpegHocT
1000/60.

Y knacu Matrix3x3 HanpaB/beHa je PyHKUM]ja 3a Kpempatbe MaTpuLe poTalmje OKO oce Koja nponasu
KpO3 KOOPAMHATHM NoyeTak, a HopmasHa je Ha pasaH XOY . Kako 61 ce kpenpana maTpuua poTaupje

Koja 6U ce KopuCTWMNa 3a pOTMpakbe 3aZaTor KeagpaTa, MoTpebHOo je Kpeupatu Tpu matpuue
TpaHchopmaumje.

1. Heka je gorba NeBa Tayka kBagpaTa A. [la 61 ce U3BpLIMAO pOTUPabe KBaZpaTa OKO Tauke A,
noTpebHO je KBaapaT MPBO TPAHCAMPATM TaKo Aa ce Tadka A NOKAOMM ca KOOpAMHATHUM

noyeTtkom (3a BeKTOp A0 nobuja ce matpuua TpaHcnaumje MTranslateAO ), notom
pOTMpPATK KBaApaT 3a 3aJ4aTu yrao OKO KoopaMHaTHor noyetka (MRotate), n Ha Kpajy

TpaHCAMpPaTM KBaApaT TaKo 4a ce TauyKka A BpaTi y NoyeTHU NonoxKaj (3a sektop OA nobuja ce
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maTpuua TpaHcnauuje MTranslateOA). Tako ce KoHayHa maTpuua poTaumje KBagpaTa
nobunja no popmynu:

MT = MTranslateOA « MRotate * MTranslateAO

void CreateTransformMatrix (Matrix3x3 &MT)
{
Matrix3x3 MTranslateAO, MTranslateOA, MRotate;
MTranslateAO.LoadTranslate(-1.0, -1.0);
MTranslateOA.LoadTranslate(-1.0, 1.0);
MRotate.RotateAroundOrigin (alpha) ;
MT = MTranslateOA * MRotate * MTranslateAO;

2. KaKo je y oBOM npumepy notpebHO poTMpaTH KBaApPaT OKO OCe Koja Mposiasu Kpo3 LieHTap
KBaZpaTa, pas/iMka y 0gHOCY Ha NpeTxoaHu npumep 6uhe y TpaHcaMpatby KBagpaTa. TauHuje,

npso Tpeba u3BpWNTK TpaHcnauujy 3a BekTop CO (C ueHTap KBaapaTa) Kako 6u ce LeHTap
KBaApaTa Hallao Y KOOPAMHATHOM NOYETKY, Na HaKOH poTalpje OKO KOOPAMHATHOr noYeTka

M3BPLWNTU TpaHcnaumjy 3a sektop OC Kako Bu ce LeHTap KBagpaTa BPaTMO Ha MOYETHM
noaoXaj:

MT = MTranslateOC * MRotate * MTranslateCO

void CreateTransformMatrixCenter (Matrix3x3 &MT, Vector3D &C)
{
Matrix3x3 MTranslateAO, MTranslateOA, MRotate;
MTranslateAO.LoadTranslate (-C.X (), -C.Y());
MTranslateOA.LoadTranslate(C.X(), C.Y());
MRotate.RotateAroundOrigin (alpha) ;
MT = MTranslateOA * MRotate * MTranslateAO;

Mpumep 1.AHMMaUnja — KBagpaT Koju ce poTupa.

#include <GL/freeglut.h>
#include <vector>
#include <iostream>
#include "Vector2D.h"
#include "Vector3D.h"
#finclude "Matrix3x3.h"

using namespace std;
double w = 2.0; // angular velocity
int FPS = 60; // frames per sec

double alpha = w/FPS ;

Vector3D centar kvadrata(l.5, 1.5, 0);
vector<Vector3D> kvadrat;
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Matrix3x3 MT, MTcenter;

void CreateSquare ()

{

kvadrat.resize (4);

kvadrat[0] = Vector3D(1.0, 1.0, 1.0);
kvadrat[1l] = Vector3D(2.0, 1.0, 1.0);
kvadrat[2] = Vector3D(2.0, 2.0, 1.0);
kvadrat [3] = Vector3D(1.0, 2.0, 1.0);

void CreateTransformMatrix (Matrix3x3 &MT)

{
Matrix3x3 MTranslateAO, MTranslateOA, MRotate;
MTranslateAO.LoadTranslate(-1.0, -1.0);
MTranslateOA.LoadTranslate(-1.0, 1.0);
MRotate.RotateAroundOrigin (alpha) ;
MT = MTranslateOA * MRotate * MTranslateAO;

void CreateTransformMatrixCenter (Matrix3x3 &MT, Vector3D &C)
{
Matrix3x3 MTranslateAO, MTranslateOA, MRotate;
MTranslateAO.LoadTranslate (-C.X (), -C.Y()):
MTranslateOA.LoadTranslate(C.X (), C.Y());
MRotate.RotateAroundOrigin (alpha) ;
MT = MTranslateOA * MRotate * MTranslateAO;

vold Transform(Matrix3x3 &M, vector<Vector3D> &v)

{

for (int i

{

0; 1 < v.size(); 1i++)

vi[i] M.Transform(v[i]);

void DrawPolygon (vector<Vector3D> v)
{
glBegin (GL_ POLYGON) ;
for (int 1 = 0; 1 < v.size(); 1i++)
{
glVertex3f(v[i].X(), v[i]l.Y (), vI[i].Z());

glEnd() ;

void display(void)

{
glClear (GL_COLOR BUFFER BIT);
DrawPolygon (kvadrat) ;
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glFlush{() ;

void timer (int wv)

{
Transform (MTcenter, kvadrat) ;
glutTimerFunc (1000/FPS, timer,v) ;
glutPostRedisplay () ;

void init (void)
{
glClearColor (0.0, 0.0, 0.0, 0.0);
glMatriXMode(GL_PROJECTION);
glLoadIdentity ()
glOrtho (0.0, 3.0, 0.0, 3.0, -1.0, 1.0);

int main(int argc, char** argv) {
glutInit (&argc, argv);
glutInitDisplayMode(GLUT_SINGLE | GLUT RGB) ;
glutInitWindowSize (500, 500);
glutInitWindowPosition (100, 100);
glutCreateWindow ("hello") ;
init () ;

CreateSquare() ;
CreateTransformMatrix (MT) ;
CreateTransformMatrixCenter (MTcenter, centar kvadrata);

glutDisplayFunc (display) ;
glutTimerFunc (100, timer, 0);

glutMainLoop () ;

return 0;

Jdomahu paz

Kpeunpatn knace VectordD n Matrix4x4. VectordD he nmatu cse onepauuje Koje cy HaBegeHe y
NPeTXo4HOM MPUMeEpPY 3a TPOAMMEH3MOHaNHN BeKkTop. Matrix4x4 Tpeba fa uma cse onepaumje u
MeTOo/ie HaBedeHe y NpeTxogHOM npumepy 3a Matrix3x3. YseTn y 063up ga ce paam ca 4D BeKTopuma
M CXOAHO TOMe KpeupaTu matpuue. Mopes HaBeaeHWx, Tpeba fa NocToje MeToAe 3a poTaumjy BEKTOpa
oKko X, Y u Z oce. KpenpaHe knace 6uhe kopuwheHe Ha KONOKBUjyMUMA, TAaKO Aa CTYAEHTU UMajy
cnoboay Aa Aoaajy meToae Koje HUCY HaBeZeHe, a cmaTpajy aa he um 6uTn notpebHe.
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