
при повороте вокруг точки

x1=(x-x0)cosa + (y-y0)sina + x0
y1=-(x-x0)sina + (y-y0)cosa + y0

void paint_spiral_vectorom(double dlina, double ugol, struct point shade, int shag)
{
    double param = 100;
    double a = dlina * cos(ugol);
    double b = dlina * sin(ugol);
    double c = 1 * cos(0);
    double d = 1 * sin(0);
    double c1, d1;

    for(int i = 0; i < shag; i++)
    {
        c1 = a * c - b * d;
        d1 = b * c + a * d;
        paint_vector_segment(c * param + WIDTH / 2, d * param + WIDTH / 2, c1 * param + WIDTH / 2, d1 * param + WIDTH / 2, shade);
        c = c1;
        d = d1;
    }
}

void paint_round(double radius, double ugol, point shade, int shag, int x0, int y0)
{
    int x = x0 + radius;
    int y = y0;
    int x1, y1;
    for(int i = 0; i < shag; i++)
    {
        x1 =(x - x0) * cos(ugol) + (y - y0) * sin(ugol) + x0;            ///x1=(x-x0)cosa + (y-y0)sina + x0
        y1 = - (x - x0) * sin(ugol) + (y - y0)* cos(ugol) + y0;        ///y1=-(x-x0)sina + (y-y0)cosa + y0
        paint_vector_segment(x, y, x1, y1, shade);
        x = x1;
        y = y1;
    }
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