VectorScript: Introduction To VectorScript

Il caad:hbt:arch:ethz I T

4096 Geraden And No Loop

O0f,  9A 0 9A
S eI
1 HH H HH
H B . B
of, _HHER T Of, HHHRT
g p o g o
alEtd %
1 i O 1 T i mmu*u HHF
o S =r=ia === e a
- H HHH analan A HH
j* _ml O _ml OT Wl
0 ! O [ O [ - Hmﬂu
HWW.J - _mu ﬁ%l.l..l..l mu ﬁ% _L £HU
1A O [ [m} [ 1
B 2, B TR
1 T j]]ﬁc
jL ] [
- O o0 100
N S
[ T T - O
0 == mEaE i ot
L Of R Ah hp, B
O W ﬁ mu [ =
thnno on HHHH HH _rlumﬂ
IEEgn} 1 |
& AR o9 oRH af° b
E%IMHL#S OO0
T T | | A
OT _m O W_j
[ [ T
HH S HH
Eﬁ%l _m Eﬁ*l ]
magl=s magd=s




|l | caad:hbt:arch:ethz Il 1111111111111 ———VectorScript: Introduction To VectorScript

The dragonCurve VectorScript

PROCEDURE second;

VAR
startPoint,endPoint:VECTOR;

{start procedure}
PROCEDURE dragonCurve(pa,pb:VECTOR;depth:INTEGER);

VAR
vab,p1:VECTOR;
ablength:REAL;

BEGIN
vab:=pb-pa;
ablength:=Norm(vab);
pl:=pa+(vab/2.0);
p1:=p1+(Perp(vab/2.0));

IF(depth=1) THEN BEGIN
MoveTo(pa.x,pay);
LineTo(p1.x,p1y);
LineTo(pb.x,pby);

END ELSE BEGIN
dragonCurve(pa,p1,depth-1);
dragonCurve(pb,p1,depth-1);

END;

END;
{end procedure}

BEGIN
startPoint.x:=0;
startPointy:=0;
endPoint.x:=0;
endPointy:=10;
dragonCurve(startPoint,endPoint,16);
END;

run(second);
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How does it works?

PROCEDURE second;

VAR
startPoint,endPoint:VECTOR;

{start procedure}
PROCEDURE dragonCurve(pa,pb:VECTOR;depth:INTEGER);

VAR
vab,p1:VECTOR;
ablength:REAL;

BEGIN
vab:=pb-pa;
ablength:=Norm(vab);
pl:=pa+(vab/2.0);
p1:=p1+(Perp(vab/2.0));

IF(depth=1) THEN BEGIN
MoveTo(pa.x,pay); —— Wann wird etwas gezeichnet?

LineTo(p1.x,p1y); Nur wenn die depth = 1 ist !!
LineTo(pb.x,pby);

END ELSE BEGIN
dragonCurve(pa,p1,depth-1);
dragonCurve(pb,p1,depth-1);

END;

END;
{end procedure}

BEGIN
startPoint.x:=0;
startPointy:=0;
endPoint.x:=0; . .
endPointy:=10; Der Endpunkt bleibt immer gleich!
dragonCurve(startPoint,endPoint,16);

END;

run(second);



