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i nt  * i nt Pt r ;

i nt Pt r  = new i nt ;

* i nt Pt r  = 6837;

del et e i nt Pt r ;

i nt  ot her Val  = 5;
i nt Pt r  = &ot her Val ;
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6837* i nt Pt r

0x0050i nt Pt r

5* i nt Pt r

0x0054i nt Pt r

ot her Val

&ot her Val
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i nt  i nt Ar r ay[ 10] ;
i nt Ar r ay[ 0]  = 6837;

i nt  * i nt Ar r ay;
i nt Ar r ay = new i nt [ 10] ;
i nt Ar r ay[ 0]  = 6837;

. . .

del et e[ ]  i nt Ar r ay;
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char  mySt r i ng[ 20] ;
st r cpy( mySt r i ng,  " Hel l o Wor l d" ) ;

mySt r i ng[ 0]  = ' H' ;
mySt r i ng[ 1]  = ' i ' ;
mySt r i ng[ 2]  = ' \ 0' ;

pr i nt f ( " %s" ,  mySt r i ng) ;
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i nt  add( i nt  a,  i nt  b)  {
r et ur n a+b;

}

i nt  a,  b,  sum;
sum = add( a,  b) ;
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i nt  add( i nt  * a,  i nt  * b)  {
r et ur n * a + * b;

}

i nt  a,  b,  sum;
sum = add( &a,  &b) ;
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i nt  add( i nt  &a,  i nt  &b)  {
r et ur n a+b;

}

i nt  a,  b,  sum;
sum = add( a,  b) ;
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#i f ndef _I MAGE_H_
#def i ne _I MAGE_H_

#i ncl ude <asser t . h> 
#i ncl ude " vect or s. h“

c l ass I mage {

publ i c :
. . .

pr i vat e:
. . .

} ;

#endi f

.��
���	
���	��'�
�

.��
���	
��	
'�
�

����������
���
���'�������

!	��	�
��	��'��������

	�������
�'���	��� ���

!	��	�
��	��'��������	�������
�

��
�'������ ��� ���
	��

���	����	�����	���

I mage myI mage;
myI mage.Set Al l Pi xel s( Cl ear Col or ) ;

I mage * i magePt r ;
i magePt r  = new I mage( ) ;
i magePt r ->Set Al l Pi xel s( Cl ear Col or ) ;

. . .

del et e i magePt r ;
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i mage. C

mai n. C

voi d Set Al l Pi xel s( const  Vec3f  &col or ) ;

voi d I mage: : Set Al l Pi xel s( const  Vec3f  &col or )  {
f or  ( i nt  i  = 0;  i  < wi dt h* hei ght ;  i ++)

dat a[ i ]  = col or ;
}

myI mage. Set Al l Pi xel s( c l ear Col or ) ;
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cl ass I mage {
publ i c :

I mage( voi d)  {
wi dt h = hei ght  = 0;
dat a = NULL;

}

~I mage( voi d)  {
i f  ( dat a ! = NULL)

del et e[ ]  dat a;
}

i nt  wi dt h;
i nt  hei ght ;
Vec3f  * dat a;

} ;
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I mage( i nt  w,  i nt  h)  {
wi dt h = w;
hei ght  = h;
dat a = new Vec3f [ w* h] ;

}

�������������	�	
���	%��	�	������

I mage myI mage = I mage( 10,  10) ;

I mage * i magePt r ;
i magePt r  = new I mage( 10,  10) ;
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I mage( I mage * i mg)  {
wi dt h = i mg- >wi dt h;
hei ght  = i mg- >hei ght ;
dat a = new Vec3f [ wi dt h* hei ght ] ;
f or  ( i nt  i =0;  i <wi dt h* hei ght ;  i ++)

dat a[ i ]  = new dat a[ i ] ;
}

I mage( I mage * i mg)  {
wi dt h = i mg- >wi dt h;
hei ght  = i mg- >hei ght ;
dat a = i mg- >dat a;

}
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bool  I sI mageGr een( I mage i mg) ;
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bool  I sI mageGr een( I mage * i mg) ;
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bool  I sI mageGr een( I mage &i mg) ;
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cl ass Obj ect 3D {
Vec3f  col or ;

} ;

c l ass Spher e :  publ i c  Obj ect 3D {
f l oat  r adi us;

} ;

c l ass Cone :  publ i c  Obj ect 3D {
f l oat  base;
f l oat  hei ght ;

} ;
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Spher e: : Spher e( )  :  Obj ect 3D( )  {
r adi us = 1. 0;

}
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cl ass Obj ect 3D {
v i r t ual  voi d set Def aul t s( voi d)  {

col or  = RED;  }
} ;

c l ass Spher e :  publ i c  Obj ect 3D {
voi d set Def aul t s( voi d)  {

col or  = BLUE;
r adi us = 1. 0 }

} ;
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cl ass Obj ect 3D {
v i r t ual  voi d i nt er sect ( Vec3f  * r ay,  Vec3f  * hi t ) ;

} ;

c l ass Spher e :  publ i c  Obj ect 3D {
v i r t ual  voi d i nt er sect ( Vec3f  * r ay,  Vec3f  * hi t ) ;

} ;

myObj ect - >i nt er sect ( r ay,  hi t ) ;
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Spher e * mySpher e = new Spher e( ) ;
Obj ect 3D * myObj ect  = mySpher e;
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i nt  mai n( i nt  ar gc,  char * *  ar gv) ;
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ar gv[ 0] ��� ������	��	��
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#def i ne PI  3. 14159265
#def i ne s i nf  s i n

0��� �#def i ne �����
�����������'�������	���

pr i nt f ( " val ue:  %d,  %f \ n" ,  myI nt ,  myFl oat ) ;
cout  << " val ue: "  << myI nt  << " ,  "  << myFl oat  << endl ;

0��� �pr i nt f ��cout '��������'��������	�����������

asser t ( denomi nat or  ! = 0) ;
quot i ent  = numer at or / denomi nat or ;
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i nt  i nt Ar r ay[ 10] ;
i nt Ar r ay[ 10]  = 6837;

I mage * i mg;
i mg- >Set Al l Pi xel s( Cl ear Col or ) ;
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vi r t ual  voi d I nt er sect ( Ray &r ,  Hi t  &h)  = 0;
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Vec3f & oper at or +( Vec3f  &a,  Vec3f  &b) ;


