АЛГОРИТМИ НА БРЕЗЕНХАМ ЗА РАСТЕРИЗАЦИЯ

void Bresenham_line(int x1,int y1,int x2, int y2)

//Generates discrete representation of a straight line

{

  int i, t, x=x1,  y = y1, change = 0;

  int dx = abs(x2-x1), dy=abs(y2-y1);

  int s1 = sgn(x2-x1), s2=sgn(y2-y1);

  if (dy >dx) { t=dx; dx=dy; dy=t; change=1;}

  int e = 2*dy - dx;

  for (i=1; i<=dx; i++){    

   putpixel(x,y);

   while (e > 0) {     

      if (change) x+=s1;  else y+=s2; // end if

      e-=2*dx;} //   end while

   if (change) y+=s2;  else x+=s1; //   end if

   e+=2*dy;} //end for

  putpixel(x2,y2); //just for sure
 }

/***********************************************************/

void Bresenham_circle(int zx, int zy, int R)

//Demonstrates Bresenham's algorithm for discrete circle approximation.  

// The circle is centered at (z1,z2) with radius R

int x=0, y=R;

int d, D=2*(1-R);

while (y >= 0){

   putpixel (x+z1,y+z2);   putpixel (-x+z1,y+z2);

   putpixel (x+z1, -y+z2); putpixel (-x+z1,-y+z2);

   if (D < 0) {

      d= 2*D+2*y-1;

      if (d < 0 ) mh(&x,&y,&D);

      else  md (&x,&y,&D); 

      }     

   else if (D > 0){

       d= 2*D-2*x-1;

       if (d < 0 ) md (&x, &y ,&D);

       else   mv (&x, &y, &D); 

       }

  else md (&x,&y, &D); } // end while

}   

void mh (int *X,int *Y,int *d)

{X[0]++; d[0]+=2*X[0]+1;}

void mv (int *X,int *Y,int *d)

{Y[0]--; d[0]-=2*Y[0]-1;}

void md (int *X,int *Y,int *d)

{X[0]++; Y[0]--;

 d[0] = d[0]+2*(X[0]-Y[0]+1); } 

