Lucrarea de laborator Nr. 2

Tema: Transformairi geometrice a figurilor grafice 2D si 3D

Scopul lucrarii: Obtinerea cunostintelor practice in realizarea transformarilor
geometrice de scalare, deplasare, si rotire a figurilor 2D si 3D. Aplicarea matricilor
de transformare a figurilor geometrice, utilizind mediul on-line
https://editor.p5js.org/.

Sarcina lucrarii: De creat o scend grafica dinamica 2D si 3D, utilizénd
metodele de transformare din mediul JS - applyMatrix(), resetMatrix(), rotate(),
rotateX(), rotateY(), rotateZ(), scale(), shearX(), shearY(), translate().

Mersul lucrarii:

1. De a elaborat un program pentru sintezarea si afisarea unei scene grafice
2D dinamice utilizind transformarile grafice elementare, utilizind metodele
respective din mediul on-line https://editor.p5js.org/;

2. De a elaborat un program pentru sintezarea si afisarea unei scene grafice
3D dinamice utilizind primitivele si transformarile grafice elementare in mediul on-
line https://editor.pSjs.org/;

3. De elaborat raportul la lucraea de laborator, care trebuuie sa contina
urmatoarele: foaie de titlu (Numele prenumele grupa si tema lucrarii); scopul lucrarii;
sarcina propusa spre elaborare; codul programului; rezultatele programului;
concluzii.

4, Raportul se prezintda in format electronic pe e-mail:
mariana.osovschi@calc.utm.md, pina la inceputul sesiunii de examinare.

Intrebari de verificare:

Translatia in plan

Rotatia in jurul originii

Rotatia imaginilor raster

Transformarea de scalare neuniforma
Imaginea n oglinda a unui obiect

Secventa de transformari

Transformari geometrice 2D si 3D elementare
Scalarea fata de origine

NGk owdE
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9. Rotatie in jurul unei axe a sistemului de coordonate
10.Afisarea unui obiect 2D, 3D pe ecran

Consideratii teoretice

®ynknus rotate(): moBopoT GpuUrypsl Ha BENUYHNHY, YKa3aHHYIO TApaMETPOM

yrna. Ota (yHkius yuuteiBaeT angleMode, mosTomy yribl MOXXHO BBOJIUTH B
RADIANS unu DEGREES.

OOBeKThl BCerja BpAIAOTCS BOKPYT CBOEM OTHOCHUTENLHOW MO3UIMU K
HayaJly KOOPAMHAT, a IOJOKUTEIhHBIC YHCJIa BPAIIalOT OOBEKTHI MO YaCOBOM
ctpenke. [IpeoOpazoBanmsi MPUMEHSIOTCS KO BCEMY, YTO IMPOUCXOJMT IOCHE, U
MOCJIEYIONINE BBI30BBI (PYHKIIMU HakaruuBaroT 3¢ dexT. Hanpumep, BbI30B rotate
(HALF PI), a 3arem rotate (HALF PI) ananoruuen rotate (PI). Bce
npeoOpa3oBaHus cOpachiBaroTCs, kKoraa draw () HaurHAETCs CHOBA.

Texuuuecku rotate () ymHoXaeT TEKyUIyl0 MaTpHIy MpeoOpa3oBaHUsI Ha
MaTpUIly BpamieHus. OTy (yHKIHUIO MOXHO JOMOJHUTEIBHO KOHTPOJIUPOBATH C
rnomoinbro push () u pop ().

CuHTakcuc
rotate(angle, [axis])
[TapameTpsbl

angle: yros noBopoTa, yka3aHHBIH B padaHax WU rpaaycax, B 3aBUCUMOCTH
ot Tekymiero angleMode

axis: (B 3d) 3agaém och ai1s1 BpaleHuss BOKPYT (Heo0s3aTeIbHO)

dynxuun rotateX(), rotateY(), rotateZ(): spamenue Bokpyr ocu X, Y u Z
COOTBETCTBEHHO.

Cunrakcuc

rotateX(angle)
rotateY(angle)
rotateZ(angle)

[TapameTpsbl

angle: yroi moBopoTa, yKa3aHHBIN B paJiiaHaxX WM rpaaycax, B 3aBUCUMOCTH
oT Tekyiero angleMode.



®dynkuus scale(): yBenmuunBaeT WM yMEHbIIAET pazMep (GpUTypbI, paciupsis
u cyxas BepmnHbl. OOBEKTHI BCErga MAacIITaOUPYIOTCS OT UX OTHOCHTEIBHOTO
IIPOUCXOXKJIEHUS 1O CHCTEMBl KOOpDAMHAT. 3HAYEHUS IIKaJbl YKa3bIBAKOTCSA B
JeCcITUUHBIX TpolleHTax. Hampumep, maciitad Boi3oBa GyHKiuu (2.0) yBeInunBaeT
pasmep durypsl Ha 200%.

[IpeoOpa3zoBaHuss TPUMEHSIOTCS KO BCEMY, YTO TIPOUCXOIUT TMOCIE U
MOCJIeYIONINE BBI30BBI PYHKIIMN YMHOXAIOT 3¢ dekT. Hanpumep, BpI30B MaciiTada
(2.0), a 3arem MacmTaba (1.5) Takoii ke, kak MmacmTad (3.0). Eciu scale ()
BbI3bIBacTCs B draw (), mpeoOpa3oBaHue cOpachIBaeTCs, KOTJa UK HAYHMHACTCS
CHOBA.

Hcnonb3oBanue 3To PyHKIIUU € TApaMETPOM Z JIOCTYITHO TOJIBKO B PEKUME
WEBGL. 31y QyHKIIHIO MOXKHO JOTIOJTHUTEIIEHO KOHTPOJIMPOBATH C MTOMOIIIBIO PUSh

(O = pop ().
Cunrakcuc

Scale(s) [Y]) [Z])

scale(scales)
[TapameTpsbl

S: TOpOUEHT Juisi MaclTaOupoBaHUs OOBEKTAa WM TPOLEHT JJs
MaclITabMpOBaHUs 0OBEKTA MO OCU X, €CJIM 33/1aHO HECKOJIBKO apryMEHTOB

Y: IIPOLIEHT JJIsl MacIITaOMpoOBaHUs 00bEKTA 1O OCH Y (HeoOs13aTeNbHO)

Z: TIPOLIECHTHI JJIS MaclITabMpoBaHHUs 0OBbeKTa MO ocu Z (Tojbko webgl)
(HE0Os13aTENIbHO)

scale: mporeHTHI 10 OCH ISl MacIITaOUPOBaHKS 00BEKTA

dyuxkmusa shearX(): obOpesaetr ¢opmy BOkpyr ocu X Ha BEIMYHHY,
YKa3aHHYIO MapaMeTpoM yria. YTIJbl JOKHBI OBbITh YyKa3aHbl B TEKYIIEM
angleMode. O0bexThl Bceraa cpe3aroTcsi BOKPYT MX OTHOCUTENIBHOTO MOJIOKEHUS
OTHOCHUTENILHO UCXOIHOTO TOJI0XKEHHUSI, a MOJIOKUTEIbHBIC YHCIIA CPE3at0T 0OBEKTHI
10 YaCOBOU CTPEJIKE.

[TpeoOpa3oBanus MPUMEHSIOTCS KO BCEMY, YTO MPOUCXOAMT IIOCie, U
NOCJIeTyIONIME BbI30BbI (yHKIMK HakamuBaioT 3¢ dext. Hanpumep, Boi30B shearX
(PI/2)n3arem shearX (PI/2) ananoruuen shearX (PI). Ecnu B draw () BeI3bIBaeTCS
shearX (), npeoOpa3zoBaHue cOpachiBaeTCs, KOTJa IMKJI HAUMHAETCSI CHOBA.



Texuanueckn shearX() yMHOXKaeT TEKYIIyI0 MaTpHIly MpeoOpa3oBaHHUs Ha
MaTpHIly BpamieHus. ITa GyHKIHUS MOXKET Jajiee yIpaBiasaThes GyHKIusMu push ()

1 pop ().
CuHTaKCHC

shearX(angle)
[TapameTpsnl

angle: yron caBura, ykazaHHBIN B pauaHax Wid TPagycax, B 3aBUCUMOCTH OT
Tekymiero angleMode.

®yuknusa shearY(): oOpesaer ¢opmy BOKpyr ocu Y Ha BEIUYHHY,
YKa3aHHYI0 @apaMeTpoM yria. YTJIbl JOJDKHBI OBITh yKa3aHbl B TEKYIIEM
angleMode. O0bekThI Bceraa cpe3aroTcsi BOKPYT MX OTHOCUTENBHOTO MOJIOKEHUS
OTHOCHUTEIFHO MUCXOTHOTO TOJO0XKEHHSI, a MOJIOKUTEIBHBIC YHCIa CPE3at0T 0OBEKTHI
110 YaCOBOM CTPEJIKE.

[IpeoOpa3zoBaHus NPUMEHSIIOTCS KO BCEMY, YTO MPOUCXOJUT TOCHe, U
HOCJICAYIONINE BBI30BBI (DYHKIIMU HakaruiuBaroT 3G ¢ekr. Hanpumep, Bei3oB shearY
(PI/2) u 3atem shearY (P1/ 2) ananoruuen shearY (PI). Eciu B draw() BbI3bIBaeTCs
shearY (), mpeoOGpa3zoBaHue cOpachIBacTCs, KOTJa IMKJI HAUMHACTCS CHOBA.

Texnuuecku shearY () yMHOXaeT TEKYyIIyH MaTpully MpeoOpa3oBaHUs Ha
MaTpHUILy BparieHus. ITa QyHKIUS MOXKET Jajee yrnpaBisaThes GyHkuusmu push() u

pop().
Cunrakcuc

shearY(angle)
[TapameTpsbl

angle: yrous cnBura, yka3zaHHbII B paJldaHax WM rpaaycax, B 3aBUCUMOCTH OT
Tekyiiero angleMode.

dyuxmmusa  translate(): ompenenser cmerieHue OOBEKTOB B OKHE
otobOpaxenusi. IlapameTp X yKas3bIBaeT IMEPEBOJ BJICBO/BIPABO, Mapamerp y -
epeBo/l BBEPX/BHU3.

[IpeoOpa3zoBaHus SIBISIIOTCS KYMYJISTUBHBIMU U IPHUMEHSIOTCS KO BCEMY, UTO
MIPOUCXONUT TIOCJE, W TOCIEAYIONINE BHI30BHI (DYHKIIMU HAKAITUBAIOT J(PQEKT.
Hampumep, Bo3oB translate (50, 0) u 3atem translate (20, 0) ananoruuen translate



(70, 0). Ecnu translate () Bei3biBaeTcs B draw (), mpeoOpa3oBaHue cOpachIBaeTCs,
KOrjJla THMKI HA4YMHACTCS CHOBA. Ty (QYHKIHWIO MOXHO JOIMOJTHUTEIHHO
KOHTPOJIMPOBATh C omotibio push () u pop ().

CuHTaKCHC
translate(x, y, [z])

translate(vector)

[TapameTpbl

X: JIEBBIH / IpaBbIid IEPEBO/T

y: IEPEBO]I BBEPX / BHU3

Z: IpsiMoit / oOpaTHbIN niepeBo 1 (Tosibko webgl) (Heobs13aTebHO)
Vvector: 3a1a€T BEKTOp CABUra

®yukmusa applyMatrix(): YMHOXkaeT TeKylIyro MaTpuily Ha Ty, KOTopas
yKa3zaHa B IapaMerpax. DTO MOIIHAas OIepanus, KOTOpas MOXKET BBIIOJIHSITDH
OKBUBAJICHT CIIBUTA, MACIITAOUPOBAHWMS, CIBHTa U IMOBOPOTA OJHOBPEMEHHO. BbI
MOJKETE y3HATh OOJIBIIIE O MAaTPHUIIAX MPeoOPa30BaHUs B KOHCIIEKTE M0 rpaduke.

ViMeHOBaHME apTyMEHTOB 37I€Ch CIICAyEeT 32 HAMMEHOBAHUEM CITen(puKaum
WHATWG u cOOTBETCTBYET MaTpuiie MpeoOpa30BaHUs BUIA:

Matpuiia npeobpa3oBaHusi, UCHOJb3yeMas MpHU BbI30Be applyMatrix

a ¢ e
b d f
00 1

Cunrakcuc

applyMatrix(a, b, c, d, e, f)

[TapameTpsbl

a: yucia, KOTOpbIE ONPENEIISIIOT YMHOKAEMYIO MaTpHILy 2X3
b: 4ncia, KOTOpBIE OMPEICIAIOT YMHOKAEMYIO MaTpuIly 2x3
C: YHCJIa, KOTOPBIE ONPENEISIOT YMHOKAEMYI0 MaTpHIly 2X3
d: yncna, KOTOpbIe ONPENEIAIOT YMHOKAEMYI0 MaTpuily 2x3

€: yucia, KOTOPbIE ONPENEIIIOT YMHOKAEMYIO MaTpHILy 2X3



f: uncna, KOTOpBIE ONPENEIAIOT YMHOKAEMYIO MaTpUILy 2x3

dynakmusa resetMatrix(): 3amMeHseT TEKyIIyl0 MAaTpHUIly Ha CIUHHYHYIO
MaTpHILY.

CHuHTaKCHC

resetMatrix()



