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Code Reference

Code referenced in these slides is from
» Terrain2STL 1la, commit b2731563



Small Code Block

© O~ A WNKR

void startSTLfile(FILE * file, int numTriangles){

rewind (file);

//write the 80 byte STL header (can be whatever)

for(int i = 0; i < 80; i++){
furite("t",1,1,file);

}

//write the number of triangles (4 bytes)

furite ((uint32_t *)&numTriangles ,4,1,file);




Small Code Block - Correct Line Numbers
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void startSTLfile(FILE * file, int numTriangles){

rewind (file);

//write the 80 byte STL header (can be whatever)

for(int i = 0; i < 80; i++){
furite("t",1,1,file);

}

//write the number of triangles (4 bytes)

fwrite ((uint32_t *)&numTriangles ,4,1,file);




Small Code Block - Language Label

Here I've told Beamer to present these lines as C code

61| void startSTLfile(FILE * file, int numTriangles){
62 rewind (file);

63 //write the 80 byte STL header (can be whatever)
64 for(int i = 0; i < 80; i++){

65 furite("t",1,1,file);

66 }

67 //write the number of triangles (4 bytes)

68 furite ((uint32_t *)&numTriangles ,4,1,file);

69| }




Small Code Block - linerange Test

Here I'm taking lines 61-63 and 67-69 - note how the line numbers
don’t reflect the discontinuity! Not ideal for my purposes

61| void startSTLfile(FILE * file, int numTriangles){
62 rewind (file);

63 //write the 80 byte STL header (can be whatever)
64 //write the number of triangles (4 bytes)

65 furite ((uint32_t *)&numTriangles,4,1,file);

66|




Large Code Block

On this slide I've tried to include too many lines...

1| #include <stdio.h>

2| #include <stdint.h>

3| #include "STLWriter.h"

4

5

6| int voidCutoff = 0;

7| char endTagl[2] = {0,0};
8

9

10| vect3 normalOf (vect3 pl, vect3 p2,
11 vect3 u = {0,0,0};

12 vect3 v = {0,0,0};

13 vect3 r = {0,0,0};

14 u.x = p2.x-pl.x;

15 u.y p2.y-pl.y;

16 u.z = p2.z-pl.z;

17 v.x = p3.x-pl.x;

18 v.y = p3.y-pl.y;

19 v.z = p3.z-pl.z;

20 T.X = U.y*V.Z-U.Z*V.y;
21 .y = U.Z*XV.X-U.X*V.Z;
22 .z = U.X*XV.y-U.y*V.X;
23 return r;

24|}

25

26

27| triangle createTriangle(vect3 j,
28 triangle t;

29 t.a = j;

30 t.b = k;

31 t.c = 1;

32 t.normal = normalOf (j,k,1);
2 radtrrn o

//Determines the normal vector of a triangle from three vertices

vect3 p3){

//Creates a triangle and its normal vector from three vertices

vect3 k, vect3 1){




Large Code Block - Overflow Into Next Slides |

... but here I've made them overflow onto subsequenct slides!

#include <stdio.h>
#include <stdint.h>
#include "STLWriter.h"

int voidCutoff = 03
char endTag[2] = {0,0};

//Determines the normal vector of a triangle from three vertices
vect3 normalOf (vect3 pl, vect3 p2, vect3 p3){
vect3 u = {0,0,0};
vect3 v = {0,0,0};
vect3 r = {0,0,0};
.Xx = p2.x-pl.x;
= p2.y-pl.y;
= p2.z-pl.z;
= p3.x-pl.x;
= p3.y-pl.y;
.z-pl.z;
= U.Yy*V.Z-U.ZXV.Y;
= U.Z¥V.X-U.X*V.Z;
= U.X*V.Y-U.YRV.X;
urn r;
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26| //Creates a triangle and its normal vector from three vertices
27| triangle createTriangle(vect3 j, vect3 k, vect3 1){

28 triangle t;

29 t.a = j;

30 t.b = k;




Large Code Block - Overflow Into Next Slides Il

31 t.c = 1;

32 t.normal = normalOf (j,k,1);
33 return t;

34|}

35
36| //Writes a triangle into the STL file

37| void addTriangle (FILE * file, triangle t){

38 //normal vectorl

39 fwrite (&t .normal.x, sizeof (float), 1, file);
40 fwrite (&t.normal.y, sizeof (float), 1, file);
41 fwrite(&t.normal.z, sizeof (float), 1, file);
42

43 //vertices

44 fwrite(&t.a.x, sizeof(float), 9, file);
45 /* vvv replace by ~"°

46 fwrite(&t.a.x, sizeof(float), 1, file);
47 furite(&t.a.y, sizeof (float), 1, file);
48 fwrite(&t.a.z, sizeof(float), 1, file);
49
50 furite(&t.b.x, sizeof(float), 1, file);
51 furite(&t.b.y, sizeof (float), 1, file);
52 furite(&t.b.z, sizeof (float), 1, file);
53
54 furite(&t.c.x, sizeof (float), 1, file);
55 furite(&t.c.y, sizeof (float), 1, file);
56 fwrite(&t.c.z, sizeof(float), 1, file);

57 */

58 fwrite (endTag, 1, 2, file);
59|

60

61| void startSTLfile(FILE * file, int numTriangles){
62 rewind (file);




Large Code Block - Overflow Into Next Slides

63
64
65
66
67
68
69| }

//write the 80 byte STL header (can be whatever)

for(int i = 0; i < 80; i++){
furite("t",1,1,file);

¥

//write the number of triangles (4 bytes)

furite ((uint32_t *)&numTriangles,4,1,file);




Added Source Name

Finally | defined a macro to encapsulate this code excerpt pattern
and add a title containing the source file, so my final \excerpt
macro produces results like:

../Terrain2STL/src/STLWriter.c:

61| void startSTLfile(FILE * file, int numTriangles){
62 rewind (file);

63 //write the 80 byte STL header (can be whatever)
64 for(int i = 0; i < 80; i++){

65 furite("t",1,1,file);

66 ¥

67 //write the number of triangles (4 bytes)
68 furite ((uint32_t *)&numTriangles,4,1,file);
69|




