Curs 03
(plan de curs)
1. Desenare pixel cu pixel: tutorial pixeli.pdf

. iy Dalie : complet = O X

import ComplexPygame as C
import Color
import math



def Dalie():
R = 30
C.setXminXmaxY¥YminY¥Ymax (-2 * R, 2 * R, -2 * R, 2 * R)

# memoram centrele

N = 12
delta = 2 * math.pi / N
centre = [C.fromRhoTheta (R, k * delta) for k in range (N) ]

# coloram regiunile
for col in C.screenColumns () :
for z in col:
niv = 0
for g in centre:
if C.rho(z - g) < R:
niv += 1
C.setPixel (z, Color.Index (1000 4+ 60 * niv))
C.refreshScreen|()

am contururile

omega = 2 * math.pi / n

for g in centre:
cerc = [g + C.fromRhoTheta (R, k * omega) for k in range(n)]
C.drawNgon (cerc, Color.Whitesmoke)

print ("GATA!")

if name ==
C.initPygame ()
C.run (Dalie)

main

2. Interpretari geometrice:

- structura de spatiu vectorial: adunarea, scaderea, inmultirea cu scalari, ecuatia dreptei ab
z(t)=a+t(b—a)

produsul scalar <z,,z,> :Re(zlfz):%(zlzj+zjzz)

- structura de corp: inmultirea, ridicarea la putere, radacinile unitatii, ecuatia cercului
z(t)=q+r(cost+isint)
conjugatul, impartirea, raportul laturilor unui triunghi, asemanarea triunghiurilor
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3. Transformari geometrice:
1. Translatia z =z ' +(z—z,)
2. Omotetia z =zy+A(z—z,), cu A real.
3. Rotatia z =zy+w(z—2,) cu lw|=1.

4. Simetria fata de un punct z =2z,—z.
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5. Simetria fatd de dreapta ab z =a+w(z—a) cu ®=
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6. Asemanarea

o b'—a’
directd: z'=a'+w(z—a)cu w=
b—a
V_a'
inversd: z'=a'+w(z—a)cu W=——
—a

4. Teorema lui Van Aubel (vezi https://en.wikipedia.org/wiki/Van Aubel%27s theorem)
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https://en.wikipedia.org/wiki/Van_Aubel's_theorem




