Kocu kBagpar

3ajaTak

HaupTaTh KBagpart ca 3a4aTum KoopAMHATaMa [AOoHe JieBe TauKe, AYXKMHOM CTPaHULLE U YyrA0oM
KOju OCHOBMLA 3aKiana ca x ocom. OaLwTamnaTh KOJIMKa je AY*KUHA NpojeKunje HaupTaHor KBagpaTa
Ha x ocy. 3agaTaK ypaauTu:

Kopuwherem TpUroHomeTpujckux yHKUMja.

Kopuwherbem BeKkTopa. Kpeumpatm Knacy Vector2D Koja he npeactas/matv
ABOAMMEH3MOHANHM BeKTop. Knaca Tpeba aa cagpxun metose 3a oapehnBarbe MHTEH3UTETA
BEKTOpa, HOPMa/AM3aLnjy BeKTOpa, LWTamnake BEKTOPA, 33 CKa/NapHU U  BEKTOPCKMU
npou3BoA, W 3a MNpojeKkuujy BeKTopa Ha AaTu BekTop. Knaca Ttpeba pa cagpxum wu
npegedrHUcaHe onepatope 3a cabupare, oAy3MMatbe U MHOXKere. [J03BO/beHO je
[04aBakbe U ApYyrMx NOoTpebHMUX meToza.

3. Kopuwherem GLM 6ubnunoteke.

4. Hanucatu 1 GyHKUMjy Koja LpTa MOJIMIOH 33 3a4aTW HM3 Tayaka, a nopej Tora wrtamna u
NOBPLUMHY TOT NOJINTOHA.

5. WckopucTUTM meToay 3a LpTakbe KBagapaTa nog, HEKMM YI/IOM, U HanpaBUTU aHUMAUWjy Y
KOjoj ce KBaapaT OKpehe OKO Oce Koja MponasM Kpo3 Aoy JIeBY TauyKy KBagpaTa M
HOpMasHa je Ha paBaH x0y.

6. MoaundunkoBaTn meToay 3a LPTakbe KOCOF KBaZpaTa TaKO [a Ce YMECTO AOHe JieBe Tayke
3a/laje LeHTap KBaapaTa, a MOTOM HaNpaBMTM aHUMaUM]y Y KOjoj ce KBaapaT okpehe oko oce
KOja Npona3u Kpos3 LieHTap KBagpaTa M HopMasiHa je Ha pasaH x0y.

Pelmieme
Heka je 3apaTa Ay)KMHA CTpaHMLUE KBaApaTa a, KOOpAMHaTe OOHEe JieBe TayKe KBajpaTa
(x4, V) W yrao koju Tpeba Aa 3aknana Aorba CTPaHa KBagpaTta ca NO3UTUBHMM AE/IOM X OcCe.

1. Heka je Tauka E nogHoxje Hopmane u3 Tauke B Ha npaBy Koja nponasu Kpos Tayky A M Koja je
napanenHa x ocv (Cauka 1). Taga je py»kuHa ctpanuue AE = a - cos(¢), a AykvHa cTpaHuue BE =
a - sin(¢). Kako cy koopamnHate Tauke A(x,, y,), jeAHOCTaBHO ce pavyHajy KoopauHaTe Tauke B:

Xp =Xg +a-cos(ny, =y, +a-sin(p).
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Cnuka 1: Kocu keadpam
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Yrao <DAE jegHak je % + @ na ce Ha cAMYaH HaunH Aobujajy KoopamHaTte Tauke D:

xd=xa+a'cos(§+<p)myd=ya+a-sin(§+<p).

Yrao XCAE jepHak je %+<p. OyxuHa ctpannue AC jepHaka je gujaroHanM KeagpaTa na ce

KoopAauHaTe Tauke Cmory fobutm ca:
T . T
Xc =xa+d-cos(z+<p)myc =ya+d-sm(z+<p).
Tume cy nobumjeHe KOOpPAMHATE CBMX TaYKaKa KBaApaTa Na ce UCTU MOXKe HaLpTaTy.

Oyx FE npeacras/ba €0 X OCe Ha Kome b1 ce npocTMpana npojeKkumja KBagpaTa Ha x ocy. [y*KunHa
ayxun FE jegHaka je

FE =a - cos (g — cp) +a-cos(p) =a-sin(p)+a-cos(p) =a- (sin(p) + cos(p)).

Mpumep 1. Kocn KBagpaT — Kopuwherem TPUroHOMETPUjCKUX PYHKLM]a.

void drawSquareTrig(double a length, double fi, double xa, double ya)

{
double xb,yb,xc,yc,xd,yd;

double senka = a length * cos(fi) + a length * sin(fi);
cout << "Senka ce biti duzine " << senka << "\n";

xb = xa + a length * cos(fi);
yb = ya + a length * sin(fi);

xd = xa + a _length * cos(M PI/2.0 + fi);
yd = ya + a_length * sin(M PI/2.0 + fi);

double d = sgrt(a length*a length + a length*a length);

xc = xa + d * cos(M PI/4.0 + fi);
yC ya + d * sin(M PI/4.0 + fi);

glColor3f (1.0, 1.0, 1.0);
glBegin (GL POLYGON) ;
glVertex2f (xa, ya

)
glVertex2f (xb, yb);
glVertex2f (xc, yc);
glVertex2f (xd, yd);

glEnd () ;
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2. Ca cnuke 1 ce BMAM Aa je jeAMHNYHN BEKTOP Y NpaBLy BEKTOpaA AB jeaHak

ABnorm = (cos(¢), sin()),
a jeANHUYHM BEKTOP Y NpaBLy BeEKTOpa Ejep,HaK
—_— s . T
ADnorm = (cos (5 + go) ,sin (5 + (p))
Tapa je:
AB=a- ABnorm,

AD = a - ADnorm.

- —_—

Jame Baxku: B=A+ABuD =4+ DB, rpe cy ff,l? mD paanjyc Bektopu Tavyaka A,B n D.

- — —

TauKa C ce MoKe ogpeanTn Ha cieaehn HaumH: C=A+AB +AD.

OyxuHa ayxun FE padyHa ce Kao 36up MHTE3UTETa BEKTOPA AF v 4AE. BekTop AF ce [obuja Kao

npojeKunja BekTopa AB vax ocCy, a BEKTop AF kao npojeKunja BekTopa AD Takohe Ha x ocy.
MNpumep 2. Kocn kBagpat — Kopuwherem BeKTopa.

Y npumepy 2 KopuwheHa je metToaa Koja je aedmHucana y knacu Vector2D, a Koja Bpaha BekTop
npojeKumMje NOCMaTpPaHOr BEKTOpa Ha 3a4aTh BEKTOP:

Vector2D ProjectionVector (Vector2D &V).

void drawSquare (double a length, double fi, Vector2D &A)
{
Vector2D ABnorm(cos (fi), sin(fi));
Vector2D ADnorm(cos (M PI/2.0 + fi), sin(M PI/2.0 + fi));

Vector2D AB = ABnorm * a length;
Vector2D AD
Vector2D AC

ADnorm * a length;
AB + AD;

Vector2D xAxis(1.0,0.0);

double senka = AB.ProjectionVector (xAxis).Intensity() +
AD.ProjectionVector (xAxis) .Intensity () ;
cout << "Vektorski: Senka ce biti duzine " << senka << "\n";

Vector2D B A +AB;
Vector2D C A +AC;
Vector2D D = A +AD;

glColor3f (1.0, 1.0, 1.0);
glBegin (GL_POLYGON) ;
glvertex2f (A.m x, A.m y

)
glvertex2f (B.m x, B.m y);
glvertex2f (C.m x, C.m y);
glvertex2f (D.m _x, D.m_y);
glEnd();
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3. Ymecto Knace Vector2D Kojy je noTpebHO HanmMcaTW, MOXKe ce KOpuUcTUTM bubnmoteka GLM
(OpenGL Mathematics) kKoja cagpXu eduKkacHe 1M TecTUpaHe nMnaemeHTaumje 2D BeKTopa U Apyrux
K/laca Koje ce 4yecTo Kopucte y paay ca OpenGL-om. 3a oapehunBarbe Npojekuuje BeKTopa Ha 3a4aTtu
BEKTOp KopuwheHa je pyHKuUMja:

detail::tvec2<T> glm::gtx::projection::proj( detail::tvec2<T> const &x,

detail::tvec2<T> const &Normal

Mpumep 3. LipTatbe NOANIOHA U M3payvyHaBatbe HErose NnoBpLnHe.

using namespace glm;

void drawSquare (float a length, float fi, vec2 A )
{
vec?2 ABnorm(cos (fi), sin(fi)):;
vec2 ADnorm(cos (M PI/2.0 + fi), sin(M PI/2.0 + fi));
vecZ2 AB = ABnorm * a length;
vecZ2 AD = ADnorm * a length;
vec2 AC = AB + AD;
vec?2 xAxis(1.0,0.0);

float senka = length(proj (AB,xAxis)) + length(proj (AD,xAxis));
printf ("$£f\n", senka) ;

vec?2 B A + AB;
vec2 C = A + AC;
vec2 D = A + AD;

glColor3f (1.0, 1.0, 1.0);

glBegin (GL_ POLYGON) ;

glVertex2f (A.x, A.y);

glVertex2f (B.x, B.y);

glVertex2f (C.x, C.y);

glVertex2f (D.x, D.y);
glEnd();
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4. Na 6u ce M3payyHaaa NOBPLUMHA NOJMIOHA NOBPLL MOJMUFOHA CE MOXE NOAENUTU HA TPOYr/OBE, A
NOTOM M3PaYyHATU MNOBPLUMHA MNOJIMFOHA KAao Cyma MOBPLUMHA TUXTPOYraoBa. [oBpLluMHa Tpoyraa ce

MOXe wu3padyyHatu XepoHosBum obpacuem P = \/s(s —a)(s—=b)(s—c), roe je s nonyobum
Tpoyrna, a a, b v ¢ AysKMHe cTpaHMLa TPOYraa, Kao M NPEKo MHTE3UTeTa BEKTOPCKOr NPou3BoAa A8a
BEKTOpA.

Mpumep 3. LipTatbe NOANIOHA U M3payyHaBatbe HEerose NnoBpLInHe.

double sqr(double x) { return x * x; }

void drawPolygon (vector<Vector2D>&points, int n)
{
glColor3f (1.0, 1.0, 1.0);
glBegin (GL_POLYGON) ;
for(int 1 = 0; 1 < n; 1i++)
glVertex2d(points[i] .X (), points[i].Y()):
glEnd();

// Povrsina
double p = 0.0;
for(int 1 = 1; 1 < n-1; 1i++)
{
Vector2D vl (points[i] - points[0]);
Vector2D v2 (points[i+l] - points[0]);
p t= (0.5*fabs(vl.CrossProductIntensity(v2)));

cout << "Polygon area = " << p << endl;

for(int 1 = 1; 1 < n-1; i++)

double a = sqgrt(sqgr(points[i].m x - points[0].m x) +
sgr (points[i].m y - points[0].m y));

double b = sqgrt(sqr(points[i+1].X() - points[i].m x) +
sqr (points[i+l].m y - points[i].m y));

double c = sqgrt(sqgr(points[i+l].m x- points[0].m x) +
sgr (points[i+l].m y - points[0].m y));

double s = 0.5* (atb+c);
p += sgrt(s*(s-a)*(s-b)*(s-c));

cout << "Polygon area (HERONOV) = " << p << endl;

PauyHapcKa rpaduka, MpupogHo-matemaTMukm dpakynTeT, Kparyjesal,




Mopes npeacTaB/bEHOr anroputma, NOBPLIMHY MHoroyria je moryhe edukacHo wm3payyHasaTu
nomohy popmyne nepTtae, Koja ce jow Hasmea u MaycoBa NOBPLUMHCKA popMyna 1 Koja rnacu:

n

1
P = > in(yHl = Yi-1)
i=1

5. AHumauuja
Mpu Kpenparby aHMMaLMje NOTPEeOHO je KopUCTU:
void glutTimerFunc (unsigned int msecs, void (*func) (int value), value);

Bp3nHy aHMmaumje nogecntn Ha 60 fps. AednHuwemo metoay timer y Kojoj yeheBamo BpesHOCT
yrna .

volid timer (int wv)

{
fi += deltaFi;

if (£1i > 360)
fi = 0.0;

glutTimerFunc (1000 / FPC, timer, v);
glutPostRedisplay () ;
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