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(require racket/gui/base)
(require racket/draw)

;vector

(define (make-vect x y) (cons x y))
(define (xcor vect) (car vect))
(define (ycor vect) (cdr vect))

; segment

(define (make-segment pl1 p2) (cons pl p2))
(define (start-segment seg) (car seg))
(define (end-segment seg) (cdr seg))

;george-vects



(define p1 (make-vect .25 0))
(define p2 (make-vect .35 .5))
(define p3 (make-vect .3 .6))
(define p4 (make-vect .15 .4))
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;george-lines
(define george-lines
(list (make-segment pl1 p2)
(make-segment p2 p3)
(make-segment p3 p4)
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(define (make-picture seglist)

(lambda (rect)
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(define george (make-picture george-lines))
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srect

(define origin (make-vect @ 0))

(define x-axis (make-vect 730 0))

(define y-axis (make-vect @ 730))

(define framel (make-rectangle origin x-axis y-axis))

( make-vect¥} make-rectangle2 W ¥4 9] W& X)),

3. th2-8 4-345}0] georgeS framelo] displayStct.

(define frame (new frame% [label "Paint_Triangle"]
[width 747]
[height 7691))
(define canvas (new canvas% [parent frame]
[paint-callback
(lambda(cnavas dc)
(send dc set-pen red-pen)
(send dc set-brush no-brush)
(on-paint))1))
(define red-pen (make-object pen% "RED" 2 'solid))



(define no-brush (make-object brush% "BLACK" 'transparent))
(define dc (send canvas get-dc))

; DEFINE CALLBACK PAINT PROCEDURE

(define (on-paint) (george framel))

; MAKING THE FRAME VISIBLE

(send frame show #t)
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(define (screen-transform pict)
( (lambda rect)
(rotatel180 (flip pict))))
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1.3 Problem 3: square-limit
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;square-limit
(define (square-limit pict n) (4same (conner-push pict n) 1 2
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(define george-squarelimit

(square-limit 4bats 2)
)
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(require racket/gui/base)
(require racket/draw)
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;curves
(define (make-curve pl p2 p3 p4) (list pl p2 p3 p4))
(define (start-curve cur) (car cur))

(define (control-curve cur) (cadr cur))

(define (2nd-control-curve cur) (caddr cur))

(define (end-curve cur) (cadddr cur))

;55 points ...
;5; The fish's curves



(define fish-curves

(list
(make-curve pl p2 p3 p4)
(make-curve p5 p6 p7 p8)

(make-curve p9 pl10 pl11 pl12)
(make-curve p13 pl14 pl15 pl16)
(make-curve p17 p18 pl19 p20)
(make-curve p21 p22 p23 p24)
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2.1 Problem 1: make-picture-from-curve
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(define (make-picture-from-curve curvelist)
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(define (rotate pict angle)
(lambda (rect)
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(define (rotate9@ pict)
(rotate pict (x 0.5 pi)))
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define (above-rotate45 pict)

(lambda (rect)
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; together4
(define (together4 pictl pict2 pict3 pict4) (lambda (rect)
(pictl rect) (pict2 rect) (pict3 rect) (pict4 rect)))

(define fish (make-picture-from-curve fish-curves))

(define fish2 (flip (above-rotate45 fish)))
(define fish3 (rotate fish2 (x 0.5 pi)))
(define fish4 (rotate fish2 (x 1.0 pi)))
(define fish5 (rotate fish2 (x 1.5 pi)))

(define fish-tile (together4 fish2 fish3 fish4 fish5))
fish-tileE display”} th2 1H A Yo =2] shelsj& A.
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(define (quardtet p q r s)
(define (nonet p gr st uv w x)
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(side-push pict n) (corner-push pict n)
(side-push | (side-push (side-push | (corner-
n-1) n-1) n-1) push n-1)
(rotate90 pict pict (rotate270
pict) pict)
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;side-push
(define (side-push pict n) (if (<= n @) empty-picture
)
(define (corner-push pict n) (if (<= n 1) empty-picture
)
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(define fish-side-push (side-push fish-tile 2))
(define fish-corner-push (corner-push fish-tile 2))
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(square-limit pict n)

y (rorate90 (side-push n) (corner-push n)
(corner-push
n))
(rorate270
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(define fish-square-limit (square-limit fish-tile 2))
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3 Triangle
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(define triangle-square-limit (square-limit triangle-tile 2))



