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[EF £ 3-1]1 Canvas.h SCHIRARD,

#ifndef CANVAS H
#define CANVAS H_
#include<stdbool.h>
#include"Stack.h"
typedef unsigned char byte;
/158 X— a5 ARAF A B & b — MR R S BB E R R
J/HFREEEH 30 m rom gum b AR, 4B RN AL SRR EE MR E S, JEF R 0~255, 10 m_a {H W R R AR
BRI AN W] R B
struct RGBA {
byte m b;
bytem g;
bytem r;
byte m_a;
i
typedef struct RGBA RGBA;
/158 45 Ky A 25 i A 4 25 A 5 8
/ /5 P2 N v T A 43 D00 1 % A B A /0N, 22 ok 2 e DX D) T DR A 2 0 A R Y TR (R BB
struct Canvas {
int m width;
int m_height;
RGBA * m_buffer;
i
typedef struct Canvas Canvas;
/) Z YRR R, FE S A G R AR e 2 AR AR A Y A B R £ B
/ /= Ky RS S0 2% s E 48P 1 E AL E, T RGBA 2B M color NI FH T3 % s A9 B (A 15 B
struct Point2D {
float x;
float y;
RGBA color;
i
typedef struct Point2D Point2D;
[/ S YRR B, R A G A A R 25 = 2 A 2R v — A U A R R £
/ /%y~ z SRS BIE SR ST = 4 L AL, T RGBA SRR M colox M T I % AL (4 (5 B
struct Point3D {
float x;
float y;
float z;
RGBA color;
}i
typedef struct Point3D Point3D;
/ /R BN R
//9% il dx, FIFie LB S H LM 22 8 ymin Al ymax, 10528 BEAE S REZE T 5 A Ly 9 d5 /N A0 0 R 0 A8 s
sp, H TARICIZALE B H14 IR R s 2 4 BGE 2 A Fill XI5,
struct Bian_ list {

float jx, dx;



’

3 int ymin, ymax;
3 bool sp;
| i
3 typedef struct Bian list Bian list;
! /14 B TR R A B R
//5E XAKTES 10 BiF R AU x, T A7 S B E T2 5 R B AR 1Y x A ; AR A num, KR IZTT R
| A% 19 2 BEAS 2
3 struct Xb {
float x[10];
; int num;
| i
typedef struct Xb Xb;
/R BRI
//HERE T num, 10 SRR BOEOE 9 280 48 5T B next, I TAAEIZ AL BUTT L & LR IT R
struct Huo list {
int num;
Bian list * next[10];
i
typedef struct Huo list Huo list;
/IR SRR TE L — L P R, T AR 7 R ZS ML b 2 R AR A A A X
//GT_MODELVIEW il GT_PROJECTION 43 5l £ A% U L 1] i o v 0 v 5% ik o v
enum MATRIX MODE {
GT_MODELVIEW = O,
GT_PROJECTION = 1
i
[/ =R BORZS L

struct Statement {

enum MATRIX MODE m matrixMode; / /R PR S
float m_modelViewMatrix[4][4]; / /A5 ] A e
float m_projMatrix[4][4]; / /5% B

i

typedef struct Statement Statement;

/ /R EHPEALE modelView B # projection (M HIHRAE MY A FERIX, = 4EAR SRS L)
void glMatrixMode (enum MATRIX MODE mode, Statement * m state);

/7 FA% SR 0 R T AR S T A R B (4 X 4 S B, = 4R R RS L)

void glLoadMatrix (float matrix[4][4], Statement *m state);

/7% F ST UCE A M S O A (= 4R R AS L)

void glLoadIdentity(Statement * m state);

/ARSI (4 4 S, = AR HORZS L)

void glMultiMatrix(float matrix[4][4], Statement *m state);

// 10} i3 FVRE B A T (TSR 502, OO 48, = 278 3tk S HL)

void glMultiMatrixVec (Point3D tp3[ ], int npt, Statement *m state);
/ /WA AL 45 8 I BE SR B (K BURBER TR D)

void InitiateHuo list (Huo list * H);

/IR R EER T A b_1ist MAGER H IR B (LRBERIE AT, RBUU RIS
void InsertHuo_list(Huo_list * H, Bian list *b_list);

//MBREER B 5 AR (REBGRARE, A )

void Deleteb list(Huo list * H, int j);
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/XG5 FE SR AR B b 57 1) 6 B0 T 4 B OT 3R BN B R I BEAT B I HE Y (e BR PO R (R B A IR
1) 5
void pai_xuHuo_list (Xb * xb); :
/ /1 SRR QR AR, AT ) % pR RO T AR A L2 R, RS S8 Point2D Z5 M A HI Canvas 4
i 3
void drawPoint2D(Point2D pt, Canvas _canvas); 3
/ /L AR (DDA 5% GRS A b, 25 A5, B, Canvas 5 HA) , 1] DDA BB 16 45 %€ K B 1 _canvas I 1
BIB 6 _color 2 A pt1 14 pr2 by KL 3
void drawLineDDA (Point2D ptl, Point2D pt2, RGBA color, Canvas _canvas); 3
[/TEG FE AT _canvas ERIBIE _color FIZKVAME nwidth 75 8L pt AL il — Z M 1] 2 B (o5 Ak AR, £k 5, |
Bt Canvas 4 ) 1
void horilineBrushLine (Point2D pt, int nwidth, RGBA color, Canvas _canvas);
//TERE AT _canvas [ PABIfA color A H M nwidth 7E 51 pt b2 il — 4O\ 1 42 B (A1 Ak HR, £k 52,
Pift, Canvas Z514k)
void vertlineBrushLine (Point2D pt, int nwidth, RGBA color, Canvas _canvas);
/A8 RE L TE AR AE G AR, AR, B, Canvas S5 HIIK) , 7E 43 E i1 _canvas ERIBIfL_color 22
il — LRI N nwidth B L, k5N ptl, X 5 pt2
void drawLineByWidth (Point2D ptl, Point2D pt2, int nwidth, RGBA color, Canvas _canvas);

/ /AR (R ) GRS AR AR, A bR, B, A ), R 2 Bk 2 ] AR

RGN,

ptl.pt2: EERM PTG ai A 25 A S B Point2D,
_color: 2l HERIBIE , 45 AT RGBA,
_canvas: il HE MWW AT EEHGRIER Canvas.

void drawLineMid (Point2D ptl, Point2D pt2, RGBA _color, Canvas _canvas);

[/ HAE (Bresenham B1%) GE AL AR, & s M A5, B, Canvas Z5 1K) , 84 52 BFI A 45 (ptl il pr2) 2
[I] ) B £k ) 76 1 45 |, ] Bresenham HZ 5 1,

void drawLineBresenham(Point2D ptl, Point2D pt2, RGBA color, Canvas _canvas);

/I BRI« v R [ (50 AR AR, AR, B, Canvas Z5HE )

void drawCircleMid(Point2D pt, int r, RGBA color, Canvas canvas);

/ /T B 42 5 PR AR (R Ak bR, £ 58, B8, Canvas S5 H91K) : FE45 € A pt BT I — AN 56 B O nwidth A9 ZE B T AL bR
il 4 T

void vertlineBrushCircle(Point2D pt, int nwidth, RGBA color, Canvas canvas);

/M BB - 48 S 2T TP B (G A A, PR, R E, B, Canvas Z5HR{A)

void drawCircleMidByWidth (Point2D pt, int r, int nwidth, RGBA color, Canvas canvas);

//Bresenham £ il [BJE (8.0 A6 45, 42, Bi€5, canvas S5 1K)

void drawCircleBresenham(Point2D pt, int r, RGBA color, Canvas _canvas);

/ /T ZYEH A AAR R (Canvas Z5H81K) , AR AR IE SFE (300, 300)

void drawCCS (Canvas canvas);

/ /1 = 4EH M AL AR &R (Canvas ZiH1K) , ARFR IR TE (300, 300)

void draw3D(Canvas _canvas);

/ /2 A = MTE (S MBI TS A4, canvas S5 H14)

void drawTriangleSingle (Point2D shape[ 3], Canvas canvas);

/72 A DU (M3 TR B4, canvas 2519 1K)

void drawRectangleSingle (Point2D shape[4], Canvas _canvas) ;

/745 = HE B (TR B0, TR 40, canvas S5 14%)

void draw3DGraphics (Point3D tp3[ |, int npt, Canvas canvas);
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/73X 3 FEARTR B 1, B 2, B 3, B S AR MO 0 5 D

void multiplyMatrix2D(float a[3][3], float b[3][3], float c[3][3], int npt);

/74X 4 SRR (KA 1, B 2, B0 3, B SRR I R A

void multiplyMatrix3D(float a[4][ 4], float b[4][4], float c[4][4], int npt);

[/ == TG PR (= A8 45 DU i A b ], B B2, < P AR BE S, v AP A2 BE S, canvas S5 10 14)

void translate2D(Point2D ptArrayl ], int arrayLength, float xs, float ys, Canvas _canvas) ;
/) = HEEE 1V (2 R 4% T 1 AR AR B, B B, < B P RS B B, v P BB BE B, 2 B P B )

void translate3D(Point3D tp3[], int npt, float deltax, float deltay, float deltaz);

/) Z Y = FRIY BT (= AT A TR A AR AR B, BUH K B, f ¥, canvas 45 H81A)

void rotate2D(Point2D ptArray[], int arraylLength, float jd, Canvas canvas);

[/ =58 x BT VA (TR A, B K, )

void rotate3DByX (Point3D tp3[ ], int npt, float jd);

[/ = M58y TR T (DU RO, B KB, A )

void rotate3DByY (Point3D tp3[], int npt, float jd);

[/ =4S 2 R (DU RO, B KR, A )

void rotate3DByZ (Point3D tp3[], int npt, float jd);

/) =4 = SAIY AT (SRR A TR A AL AR B, B B, < WA A, v B4 L, Canvas Z5H4(K)

void scale2D(Point2D ptArray[ ], int arrayLength, float xs, float ys, Canvas _canvas) ;

[/ = SR VOV (T A, B KB, < A, v AR, 2 AT

void scale3D(Point3D tp3[], int npt, float deltax, float deltay, float deltaz);

[/ Y = FAIE BRI RR (= AT 4% T i AR AR A, B K ¥, a, d, b, e, Canvas S5 H1K)

void reflect2D(Point2D ptArray[], int arrayLength, float a, float d, float b, float e, Canvas
_canvas) ;

[/ =R (B B, BB, < BT Ly ST 2 ST

void reflect3D(Point3D tp3[], int npt, float deltax, float deltay, float deltaz);

[/ = HE =ML SEY] (S AT A TR A b B, B K, < JAS DT 7, v S U1 T, canvas #5f1K)

void shear2D(Point2D ptArrayl ], int arraylLength, float deltax, float deltay, Canvas _canvas);
/)= HERE VRN G < BT 1) (1, %2) , Wy BT (v1, v2) , W 2 WO (21, 22))

void shear3D(Point3D tp3[], int npt, float x1, float x2, float yl, float y2, float zl, float
z2);

/ % ffifl Cohen-Sutherland B LN} 5 (%, yv) BY X 38 2 % A5 — 00 W 3 7R (R 05 2 A9 = 2B FR, R i 05 1Y v 2k
b, RONERIE DAL T B 4 AR E (XD XRYBLYT) , T3R8 0T D 2 T, T RN AR 5T X A
AT, FH 7 2 75 3 BT DX ) 5 3 1A, JH T 2R 70 28 09 DX 4 14 T00 76 18T , 77 i o4 B 45 2R B 4 1 7R k)« /

void encode (int x, int y, int XL, int XR, int YB, int YT, int LEFT, int RIGHT, int BOTTOM, int
TOP, int * code);

/ % Cohen-Sutherland BB, H x1, yv1,x2, y2 4051 LB A 5 (& S Y AL BR{E ; XL XR.YB. YT £ IR
BOTE O A4 T b 43 FHE; LEFT 378 389 X300 76 M T8 ; RIGHT 278 3 89 X 3 19 45 0l i ; BoTTOM £ 7% #4
B DX A4 I B 1T ; TOP %78 R BT DX s A U iy /

void CSline(int * x1, int * yl, int * x2, int * y2, int XL, int XR, int YB, int YT, int LEFT, int
RIGHT, int BOTTOM, int TOP);

/ % Cohen-Sutherland ¥ 5y £ i, %) £k Be#EAT# 99 2 Jm 2 i 76 1m0 A5 b, I OR B2 00 0 300 57 75 2R B2 9 3 4, G o
x1, yl,x2, y2 Jr 5N BIRE A A G AR E  XLOXRVYBL YT RN BB B S T k4 Nl FHYH, LEFT %
718K B DX 38 25 A0 TG ; RIGHT 3275 4R 39 IX 48 Y A5 M0 187 ; BOTTOM 3 78 £ BY X 358 1) Ji #7817 ; TOP 38 7 4% 39 X 3 1Y T
R * /

void CSlineDraw(int * x1, int * yl, int * x2, int * y2, int XL, int XR, int YB, int YT, int
LEFT, int RIGHT, int BOTTOM, int TOP, Canvas _canvas);

/ /) R TS0 R A b B0 222 ) 22 3008 (EDE B, B K B2, canvas 25014

void drawPoly(Point2D vlist[ ], int n, Canvas canvas);



MR AL AR, border T A7 fif 4 Filt FLE BN AL A M5 R

int calculateCode (float x, float y, float border[]);

//Sutherland-Hodgeman £ I JE# BT 5 1 (GO SHAH , 778 BY 19 U B, B K B2, canvas 45 191k)
void sutherlandHodgeman (float border[ ], Point2D sp[ ], int spLength, Canvas _canvas);

//LiangBarsky Fk (81 1, 80 2, x ZE MR, = A PRI, v EBRIN, v FERE, 5i64, canvas #4485 5h)

void LiangBarsky(Point2D ptl, Point2D pt2, int XL, int XR, int YT, int YB, RGBA color, Canvas
* canvas) ;

/AE RS WA R — A2 Y, il 3 S8 Point3D A5 M AR A AT A K num_point,
Canvas &5t &

void ScanLine (Point3D * Polygon point, int num point, Canvas canvas);

#endif

3.3.5 Windows %&£ & It

Windows S [ g £ 15 FF & £ XF Microsoft Windows $521F 5 4t 1 5 11 N FH A% 3 1 2 72
XAz 177E Windows V& AT AT LA T 2 A A N TAER K. % WA Windows
ST R A 45 SOAS G 6 45 L SR AR A R AL B AR L A B, EER Windows
CAE T EEEi % ORI I

(1) Win32 API. Win32 API &—4] API sieR 5% . 7T T4 E Windows 5 [ I Ji 72
SNt LA ST E AR IDOR Y [ - An R IO IS R I R PR
Win32 API#&flt T C/C++ 4’5 Windows 51 b H 2 7 B IS )2 Tk .

(2) NETHEZE . . NET B2—MEFE MM HBFESR, EXHFZMEmEins n Cs,
VB.NET %), &y Windows 5 1 i FH R P 82 4t 17 —Fh s 2 HL sk 19 1 & 5 =0, NET HE4E 4
FTTZMEEM LRG0/ LK 6 Windows W HFR T B9 & 72 .

(3) WPF, WPF J&H Microsoft A &) J¥ & i —FiBi & Windows 5 I i F 72 5 JF & °F
f. WPF i Jl] XAML BN ) Fhricis 5O MNP RN MRIES B8 TF2 R
Bl 42 0 25 o 8l i 235 2R AT L S B R 09 R P 28 ARG

(4) UWP., UWP J&—F B 8 1) Windows F &N HBRFF LG, BEXHLZMiks
Can PCFHLAE) L I H BA [ S N A = AL A pE e 5 555 . UWP JE 2 i i XAML 47
W%, 344G CH# .C++ \VB.NET 5405 52 B2 #4571

M Z . Windows 5 4 B AR IEH Z 4k IF & A B DU A O 09 75 R 38 38 B il 5
HOMIFR TR, Lib/E Win32 APLik & WPF, #8428 T 38 K i 20 68 FE F1] Y 2 A2 A6 71
13 Windows & W FHFE ¥ T & AR 1S I 5 .

7F main.c 3XHH 5] A windows. h 3k 30 ffi 1] Win32 API #5147 Windows % I 4w 72 , 8]
A DR AT B ML E L 24 RS #0K #E Render O BRECTP AT R . JRREF 3-2 K
main.c S HP TG B RS,

[ F 3-2]  main.c S0,

#include <windows.h> / /8 FURE DG B Sk SO
#include"Canvas.h" // B RE SCI AR 45 46 4 1 3k S
#include <math.h> / /B0 SR 56 1 3k S

#define pi 3.1415926535898 / /B SC w1 H



HENEREEESSHN

’

#define DEC (pi/180) / /IR R Ry £ L 1Y AR
LRESULT CALLBACK MyProc (HWND hwnd, UINT message, WPARAM wParam, LPARAM lParam) ;
/ /75 BT 8. ] ) o

HWND hWnd; / /%€ S FH R AR A U B 1 1 S I 1 ) ) A
int wWidth = 800; / /% H SEEE

int wHeight = 600; / /% 1 B

HDC hDC; / /BRI 1R 3, R A BOECHE B9 b Ty, — BN A
HDC hMem; / /4B pe, HA 1 %] hoc i, W FF

void * buffer = 0;

struct Canvas canvas; / /7€ ST A7 45 16 4

void Render () ; / /%2 Pl R B T

int WINAPI WinMain (HINSTANCE hInstance, HINSTANCE hPrevInstance, LPSTR lpCmdLine, int

nShowCmd)

{
MSG msg; / /5B SCIH B 45 K AR AR i
static TCHAR szAppName[ | = TEXT ("ITHHLEFE ") ; / /7 LT 124 FR
WNDCLASS wndclass; / /46 FE R
wndclass.style = CS_HREDRAW | CS_VREDRAW; / /38 € B E R
wndclass.lpfnWndProc = MyProc; / /48 ] A 3R 173 S 1 BRI 1H1 1) oR S04
wndclass.hInstance = hInstance; / /BB T R A S 8] ) A
wndclass.hIcon = LoadIcon (NULL, IDI_APPLICATION); //¥% & & M i E 45k NULL
wndclass.hCursor = LoadCursor (NULL, IDC_ARROW); //¥E & MM Y645 N NULL
wndclass.hbrBackground = (HBRUSH) GetStockObject (WHITE BRUSH); //WEH HMERNAEG
wndclass.lpszMenuName = NULL; /IR T B BRI, G E s

wndclass.lpszClassName = szAppName; //¥f H & X1 [E 2 FF7 44 szappName 1E 3 & H 254
/ /TN AR, AR SR W B R ) 0 £ TR
if(!RegisterClass (&wndclass))
{
MessageBox (NULL, TEXT ("error"), TEXT("title"), MB_ICONERROR) ;
return 0;
}
hWnd = CreateWindow (szAppName,
TEXT ("I TE %),
WS_POPUP,
CW_USEDEFAULT,
CW_USEDEFAULT,
wWidth,
wHeight,
NULL,
NULL,
hInstance,
NULL
)i/ /AR A
ShowWindow (hWnd, nShowCmd) ; /R B APT B AT B R ) B R A A B R =X
UpdateWindow (hWnd) ; / /il 3 7 1A 1 APT



/ /A 3 2 P T 7 4 46 1
hDC = GetDC (hiWind) ;

hMem = CreateCompatibleDC (hDC) ;

BITMAPINFO bmpInfo;

bmpInfo

bmpInfo.
bmpInfo.
bmpInfo.
bmpInfo.
bmpInfo.

/ /B i
HBITMAP hBmp = CreateDIBSection (hDC, &bmpInfo, DIB_RGB_COLORS, (void *¥) sbuffer, 0,

.bmiHeader.biSize = sizeof (BITMAPINFOHEADER) ; //48E45H K &

bmiHeader.biWidth = wWidth;
bmiHeader.biHeight = wHeight;
bmiHeader.biPlanes = 1;
bmiHeader.biBitCount = 32;

bmiHeader.biCompression = BI_RGB;

il

SelectObject (hMem, hBmp) ;

memset (buffer, 0, wWidth * wHeight * 4);

/ /)46 Al 1 A
_canvas.m_width = wiWidth;
_canvas.m_height = wHeight;
_canvas.m buffer = buffer;
Render () ;

while (GetMessage (&msg, hWnd, 0, 0))

{

TranslateMessage (&msqg) ;

DispatchMessage (&msq) ;

}

return msg.wParam;

/ /3% 52 Y 1 58 B

/ /%6 E BB =

/ /3858 E bR B A 1T T A
/ /36 7 2 B A S L 3] 14 437 5

/ /46 RE LR RS, bR AT fit )7 U8 bgr

//TEX B buffer BR/N

//¥E % buffer 0

/14 E PR

LRESULT CALLBACK MyProc (HWND hwnd, UINT message, WPARAM wParam, LPARAM lParam)

{

switch (message)

{

case WM_DESTROY:

}

PostQuitMessage (0) ;

return 0;

return DefWindowProc (hwnd, message, wParam, lParam) ;

/14 R PR

void Render ()

{

a2/ S

] T A 3 2

if(_canvas.m buffer != NULL)

N

1
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1
1

0);



’

memset (_canvas.m buffer, 0, sizeof (struct RGBA) * canvas.m width * _canvas.m height);

/ /75 X LA i I 2 45 i 4 1B ] 24 A 56 30 1 v AR

BitBlt (hDC, 0, 0, wWidth, wHeight, hMem, 0, 0, SRCCOPY); //¥%4 4k BEH F& 4 T X

>
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3-1  OpenGL A H 4 H 57
3-2 OpenGL A4 DfE?





