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const int WindowWidth 800, WindowHeight 800;

void DDALine(int x@, int y@, int x1, int y1)

int x01 X0 20, yol yo 20, x11 x1 20, yli yl 20;
int dx x11 x01, dy yl1l yo1;
if (dx Q)
{
int k dy 20 dx;
if ((k 20) | | (k<-20)) {
if (dy < @) {
int tempx@ x01, tempy© yo1;
x01 x11, yol y1l1;
x11 tempx0, yll tempy@;

}
int x x01;
k dx 20 / dy;
int tempx Q;
glVertex2i(x01, yol);
for (int y = yol1l + 20; y y11;)
{
X X ks
if (x < 0) {
if (x % 20 10)
{
tempx X 20;
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b
else
tempx (x 10) 20;

bj
else

tempx = (x + 10) 20;
glVertex2i(tempx * 20, y);
y =y + 20;
b

bj

else{

if (dx < @) {

int tempx® = x01, tempy® = y01;
x01 x11, yo1l yl1;

x11 tempx0, yll tempyo;

b

int y = y01;

int tempy 9;

glVertex2i(x01, ye1);

for (int x = x01 20; x x11;)

{
y =y +k;
if (y < 0) {
if (y 20 10) {
tempy y 20;
glVertex2i(x, tempy 20);
)i
else
tempy (y 10) 20;
)i
else
tempy (y 10) 20;
glVertex2i(x, tempy 20);
X X 20;

else
{
if (dy < @) {
int tempx@ x01, tempyo yo1;
x01 x11, yol yl1;
x11 tempx0, yll tempyo;
)i
for (int y yol; y y11;)
glVertex2i(x01, y);
y

void BresenhamLine(int x@, int y@, int x1, int y1) {
int x01 X0 20, yol = yo 20, x11 x1 20, yl1l
int dx = x11 x01, dy = yll1 - ye1l;
if (dx 9) {
if (dy < @) {
int tempx@ = x01, tempy@ = yo01;
x01 x11, yel yl1;

yl




x11 tempx0, yll tempyo;

s

for (int y yol; y y11;) {
glVertex2i(x01, y);
y

s

s

else {
if (((dy > dx) (dx < 9) (dy * dx
int tempy yol;
int e dx;
if (dx < @) {
int tempx® = x01, tempy® = y01;
x01 x11, yo1l yl1;
x11 tempx0, yll tempyo;
dx = x11 x01, dy = yl11l - y@1l;
e dx;
tempy yo1;
b
for (int x = x01; X x11;) {
if (e < 0) {
glVertex2i(x, tempy);
e e 2 dy;
X 20;

e 2 dx;
tempy tempy 20;
glVertex2i(x, tempy);
e e 2 dy;
X X 20;

else if (((dy < dx) (dx < 9)) ((dy > dx) (dx
int tempx x01;

int e dy;
if (dx 0) {
int tempxo x01, tempyo yo1;
x01 x11, yol y1l1;
x11 tempx0, yll tempyo;
dx x11 x01, dy yl1l yo1l;
e dy;
tempx Xx01;
)i
for (int y yol; y y11;) {
if (e 9) {
glVertex2i(tempx, y);
e e 2 dx;
20;

2 * dy;
tempx tempx 20;
glVertex2i(tempx, y);
e e 2 dx;

y =y + 20;




b
s
else if (((dy + dx < 9)
X01;
int e dy;
if (dy < @) {
int tempx® = x01, tempy©
x01 x11, yo1l yl1;
x11 tempx0, yll tempy@;
dx = x11 x01, dy = yll
e dy;
tempx
b
for (int y
if (e < @) {
glVertex2i(tempx, y);
dx;

(dx
int tempx

yo1;

yol;

X01;

yol; y y11;) |

e e p
20;

€ p
tempx

dy;
tempx 20;

glVertex2i(tempx, y);
e e 2 dx;

y =y + 20;

else {

int tempy = yo01;
int e dx;
if (dx < @) {

int tempx® = x01, tempyo
x01 x11, yo1l yl1;

x11 tempx0, yll tempyo;
dx x11 x01, dy yl1l

e dx;

yo1;

yo1;

tempy
}

for (int x
if (e < 0) {
glVertex2i(x, tempy);
dy;

yo1;

x01; x x11;) {

e e 2
X 20;

e p
tempy

dx;
tempy 20;

glVertex2i(x, tempy);
e e 2 dy;

X X 20;

9))

((dy dx 9)

(dx




void resetSize(int w, int h)
{
glutReshapeWindow(WindowWidth, WindowHeight);

}

void inIt()

{

glutInitDisplayMode(GLUT SINGLE | GLUT_RGB);
glutInitWindowPosition(50, 50);
glutInitWindowSize(WindowWidth, WindowHeight);
glutCreateWindow( );

gluOrtho2D(-WindowWidth 2, WindowWidth 2, -WindowHeight
glutReshapeFunc(resetSize);

glClear(GL_COLOR_BUFFER_BIT);

glColor3f(e0.1, 0.1, 0.1);

glBegin(GL_POINTS);

for (int x (-WindowWidth); x < WindowWidth; x++) {

for (int y (-WindowHeight); y < WindowHeight; y 20) {
glVertex2i(x, y);

b

s

for (int y (-WindowHeight); y < WindowHeight; y++) {
for (int x (-WindowWidth); x < WindowWidth; x 20) {
glVertex2i(x, y);

)i

b

glEnd();

}

void Draw()

{
glBegin(GL_POINTS);

glColor3f (10, 10, 10);
glVertex2i(9, 9);

glEnd();
glFlush();

}

int main(int argc, char argv) {
glutInit(&argc, argv);

inIt();

glutDisplayFunc(Draw);
glutMainLoop();

return 0;
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