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Getting Started

Springhead 2 X7 Y H— R U TP oA B LDICT2ETORNEZFHIAL £ 7.

2.1 GitHub 5 AFT 3

Springhead (¥ GitHub Z HWTN—=Y a VEHZfToTWET. Z O XEDHER
T Springhead ® GitHub LR Y bV i%

https://github.com/sprphys/Springhead

TY. LAYV MIDRSDI=FRDOXYva—R/70—=VIMEEOI—FDRTIETH,
I—KRZ2233IY T BICEHREHE L UTERINTVWEIRERD D £,

22 REERER

Springhead IJUHERIEMAF OB O L THRIEINTWET. 2070, JFHEIIZIX
Windows, macOS, unix & D% < DMEATHEIET 213 TT. LLrLENS, 1T
A EDEIFE A >N —2 Windows _E® Visual Studio # HHWTHFZT>TWb720, %
NN DOEEE CHRIEM BIET 2 RGEIFZRSBRVSH D FHA (ZREHALVTL & D).
L7935 T, BRTlEa—H% —12$H Windows + Visual Studio &\ 5 BgEi T O % #E
BL 9. Windows % Visual Studio D/N— 3 V2 DWW TIE, Windows 7/10, Visual
Studio 2015/2017 TIEREL <ElEL £ 9.

23 ZA47ZYUDEIR

PAFTl%, Springhead 2f£7F L7275« L2 NV % C:\Springhead & {{/& L C&fi% it
9. Springhead Z AF L6, £TI7A4T7I7VE2LEINLNLET. 2L, Hv 7N


https://github.com/sprphys/Springhead

10 % 2% Getting Started

BHN)  DKOW)  ALTH)

Fig.2.1 Building the library

TuT I LEEINRTEGEIZR I TOEERIAETT (T4 77 VIFEHBNITERK

“hET).
¥, Visual Studio TUAFDYV Y a—>ary 774V EFHWVTFI.

C:\Springhead\core\src\Springhead15.0.sln

(fid] 7 71 VEEEOETIX Visual Studio D=V a VEFEBZRLTVWET. %
DDV Y a—=ary7yAN, Az s b7 7 A NVBEBROBAITH N V7 LT
»H Y F3. Visual Studio 2017 & » BARTD Visual Studio % {# 9 % 5E 12 1308 B A
Bz Tl Exw.

VYa—varvialnis Fig 2.1 1I2R"9 & 512 Springhead 7HY =27 b & EJL K
LTLEZSW., B FIZHEYI U7 5 C:\Springhead\generated\1ib\win32\ X 7z 1%
C:\Springhead\generated\1ib\win64\ 7«1 L' 27 NVIZT 4 75 ) 7 7 A VERK X

N334 9.
Table2.1 IZ/RTED1Z, ELILRDHBEZ LIZELZZ WL OOEMRHEINTVE

T. A= T7 TV = a vOHEIIEDLETHWNSIT T IV,

24 Ho7)N7TOsSSLDEI R

YN 7 a s T Lk, C:\Springhead\core\src\Samples A NiZH D £7. K&
BRILTTH, TRTCOY VTN Tus T LADMER S BET 2REBICITMFERF I LT O E
A . Physics\BoxStack ¥ Physics\Joints DILEKHE K A Y TF Y AT TWET
DTHLUTATL7ZI\W.
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Table2.1 Build configurations

I ADEZ vl RN #EE ERENB 54 TS5V 7744

Release multithread, DLL Springhead##.1ib
Debug multithread, Debug, DLL. Springhead##D.1ib
Trace multithread, Debug, DLL Springhead##T.1lib

- ## 13 Visual Studio X"—=Ya»v & 77y b7 4 —L%KT Win32 XL x64 DflAE LY
LD 9 (715.0x64” Y.
- Trace fi & 1%, 7LV —LARA V XIGHT & Release D Z & T

#l 21X, Physics\BoxStack % Yl N3 5121,

C:\Springhead\core\src\Samples\Physics\BoxStack\

\Z# 8 L T BoxStack15.0.s1ln ZB & £9. BoxStack 2 AX—h+7 v/ 7avzo
WEEL, BILR, FHFLTL I,

FITREFIZ DLL RO 68 W0W/20Il 27— Z 67 LvEH A, TOHEIZIE,
32y MREEAR S IE

Springhead\core\bin\win32, Springhead\dependency\bin\win32
64 £y MEREIZR S

Springhead\core\bin\win64, Springhead\dependency\bin\win64
Springhead\core\bin\win32, Springhead\dependency\bin\win32

DFTANRTIZPath 2L TL 7230,

25 V=3 vDERK

Springhead % ffio THLR T TV r—Ya vy us o L2ERT 2EMEHIAL 7.
LU R TI& Visual Studio 2017 #2%8%E L £ 7.
709 MOERK

[Visual C++ Windows > TAZ by 7 o4 ¥ —FK] 2EHRLET. fERkTET710 L
2 bV % C:\Experiments {REL £T. DT+ L7 M VIZEKT 25EITE, T
VI MNIHEETBEAVIN=RT T ANVKEOTA T IV T 7ANDNAN, FIEFELT-


Release
Springhead# #.lib
Debug
Springhead# #D.lib
Trace
Springhead# #T.lib
# #
Win32
x64
Trace
Release
BoxStack15.0.sln
BoxStack

12
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FLLWIOSTOM

> mawALES 0 wrax
ai2E=E Bl windows 2oy 7Fus—sa>
4 Visual C++

m
ol 9B UYE S4T5

TS W wrr=vm 000 50750 o)
b HORFSw bTA—sn i 8 T rws SATSU

MFC/ATL i

"
FRR Windows X% by T FFUL -3
zof

e — ]
4 ZOMOTOST A NS ‘_‘| Windows T*Z% bwF D4 H—
Visual Studio YJ1—-232

b AT

FUTVREDH RO SBIES
Visual Studio f 2 h—5—ZB3<
ZEN): Sample

BA(L):

| c:¥Experimentsx - &EE)..

YU1-SaZE(M): Sample VU2 3D0F( LI RIEER(D)
[ L0 cit Uit FUBFERI(S)

Frotl

Fig.2.2 Create new project

Windows > X2 ~w = O 1

FT S — 22 DEE(T): HF~w S —OEm:

22— FTUT—3=z | [ aTL(A)

MFC(M
EMOAT =2 O (™)

Y| ZOFOZ T4 ME)

2 AILDI A

FUT A IEE A S —(P)

T UFAAHEESAATH-0) (SDL) FTw2(C)

FrotTl

Fig. 2.3 Project configuration

Springhead Z IEL K 2T 2 LS IZERL T ZX W,

IEIJAI\

TaYr NLIIIFE IR AR %
fFTLEEN, 77V 5= avFRET (A —LT7 TV r—ray] 2EQ,
D7avzl b eFzv I LUET.

(#fi2] Visual Studio 2015 Z{#H L 7256, Fig. 2.2, Fig.2.3 L dH®e5 71 Ky
NERINET, TOEHAIZIE TWin32 70¥ 2 b > k] AT, TavY—)
TV r—vayv), o avz s b 2Fzv I UET,

7o
s

a2 bEREKLEZS (7022 >HUWEHEHDOEM > C++ 771V

(.cpp)l ELTY —RAT7 74NV EFEKRLET. T I TIERIZ main.cpp & LET.


main.cpp

2.5 TV —a voEK
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# LU EEOISN - Sample =)
4 A B—LES WAER: E 12 (Ctrl+E) P
4 Visual C++ @ T S (=) R Visual C++
o-F — Ci++ V=2 I—FEEBI7ILEIE
snnE [H Avs-o700 00 Visual C++  BILET
ATL
s ‘[: Ci+ 552 Visual Cs+
UY—R
Web
2-FAUFA
T~ o=
HLSL
Test
EEFEETrY
b ASTAY
EA(N): main.cpp
BF(L): C:¥Experiments¥Sample¥Sample¥ -l 5=E)..
mwn) |[=r]
Sample F0/ (74 K= 2 [
o e >
< WATD) B> DI~ FAL U /.-|../Springhead /core/include &
28 B0 # Lohy
AV Ty I EROE
Vs S R4 2 FOH] 0F) (wIEHHR- T3
4 C/C++ . AL R
ﬁ Wine 1 LITEREORR
3 .
[\ (/nologo)
Eid LA 3 (/W3)
Sabet VR (WX-)
A
ERERINITEN 5525 (dignostics:dassic)
0 (/sdi)
[T L
P R=IJTZABY 12
b XML KF2X> b ST
b TSoY—fER
b LR ARY R
b NA&L ELK 2T
b 2- Ko
BNOA SO~ FA LR
AN~ K SRICENT 7L NZEELET. BREETSSACHE. £II0STRYS T ES. (IDER])
Feoul 25

Fig. 2.5 Add include path

Y —223— KORE

fER U 7z main.cpp (2 Table2.2 (/R A— FE2FZAATLZI W, 1A Spring-
head ZHH L7z (1Z1F) /o707 L3 —FTY.
oYy MRE

LRI 2EZIWL 2070yl bREVBETT. 64y N T Iy M7 45—
LEMMATBGAITE, TaNT 4 —=R=UD KT+ —Y v —] T [x64] 7Iv b
TH—LERFHERL TERLUTBEET. £72, 23 THMHLAEZIAI T IV DL NI


main.cpp
x64
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Table 2.2 Simplest program code

#include <Springhead.h>
#include <Framework/SprFWApp.h>
using namespace Spr;

class MyApp : public FWApp{
public:
virtual void Init(int argc = 0, charx argv[] = 0){
FWApp: :Init(argc, argv);

PHSdkIf* phSdk = GetSdk()->GetPHSdk() ;
PHScenelf* phscene = GetSdk()->GetScene()->GetPHScene();
CDBoxDesc bd;

!/ R

PHS0lidIf* floor = phscene->CreateSolid();
floor->SetDynamical (false) ;

bd.boxsize = Vec3f(5.0f, 1.0f, 5.0f);
floor->AddShape (phSdk->CreateShape (bd) ) ;
floor->SetFramePosition(Vec3d(0, -1.0, 0));

// FEa%EAFBK

PHS0l1idIf* box = phscene->CreateSolid();
bd.boxsize = Vec3f(0.2f, 0.2f, 0.2f);
box->AddShape (phSdk->CreateShape (bd)) ;
box->SetFramePosition(Vec3d(0.0, 1.0, 0.0));

GetSdk () ->SetDebugMode (true) ;
}
} app;

int main(int argc, char* argv([]){
app.Init(argc, argv);
app.StartMainLoop() ;
return O;

HFATWDEDELET.

FI 7RI bOTENRT A R=VEHE, WEkE TTRTOMK 2L TLEX
V. RIZ TC/CH++ > e > B4 Y2 V—RFT4 L 27 bV ] 12, Fig.25 D& 512
Springhead D1 Y Z NV —R 7 7 A WADNAEBELTLESI W, 512, TV rh—
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Sample J0 (74 "~

===
as0 P S —
< WAT0) #NI7L $(OUEDIr)s(TargetName)s(Targetext)
28 EEFRRORR B
AV M
VCr+ FALONY AIBUXSEIN, U ITENCTS (44 (/INCREMENTAL)
b C/C++ EERRROFET (#1) (/NOLOGO)
4 WEh= A= R SATSUDER A0S
= #HORE A0
25 2t ctovsiot [anr
ToIAN T -/ ib/Win32;../ i ib/wi =l
i 7477)«2§Mw)/0 @
;;1’* SATSURFREOANORA A0S
1202 0L

Windows X657 —%

o= /mﬁmysi

b XML KX ST
» ISR
b ELR RSN
b DAZL EILE 25T
b - R

BAOSATSY F4LI Y
BADSATSY JREL—F 14—/~ 51 KTEBLIICLET- (/LIBPATH:folder)

Fig.2.6 Add library path

Sample J0)t7 4 R—S

10 o]
w0 PR ) (WEwson]
“WD/ kel i in32 i _10.1 L es) [+
TATOREDSAISUDTR
7/0'1' BEOBEDSATSUEER xinput.lib
VCr+ FALE N ES2-LERDF AL
@ ETI-VEFESTUICEN
v - K UY=2 D7 L8025
2 s
A P,
N=IIZNT7ON | pengy uvs -2
FIwy
Sample FO/tF1 R~ (2 ot
s P e
4 WRT0) 71 h in32.i _10.L1 L =]
28 mwa&z@jaj VR
AV 1520}!1!@1‘{771’&Eﬁ xinput.lib
VCr+ FALI Y
b C/C++
v¥n- —R T ALDIBDRH
el SURLSBORE
243 DLL OEEEHAH
I=IEARIZON | peyTy uvs v
FIvo

Fig. 2.7 Specify library file

> 2 > BMOI14 77571412 M) I Fig.2.6 ® X 52 Springhead ® 7 1 75
VD77 ANANDNRAZIEEL LT (64 €y MEKRDEE 13 win32 DD D 12 winéd %5
ELET).

SEIIHEK%E [Debugl IZUET. TC/CH+ > a—RNEE > SVRALTAT T Y]
 [=<)VFALwy KN 728y 27 DLL(/MDA)] IZUET. Wiz TV vh— > A1 > ED
{77 7 4 V'] IZ Springhead15.0DWin32.1ib (F7zi% Springhead15.0Dx64.1ib) %
BILTL 20,

Z M % Release] 12U D FATCHRMOFEEZLET. FVRALTATT )%

[<)VF ALy K DLL(/MD)J & UC, JBIDIKAF 7 7 1 )VIZ Springhead15.0Win32.1ib
(% 7-1% Springhead15.0Dx64.1ib) ZEML £7.


win32
win64
/MDd
Springhead15.0DWin32.lib
Springhead15.0Dx64.lib
/MD
Springhead15.0Win32.lib
Springhead15.0Dx64.lib
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= Springhead: Pp—

Fig.2.8 Program running

IR - 21T

PAECHEfESE YT . ¥R (FT) LT,

IREHEI N T < AU T 9.

FAT (F5) LTATLZIW. Fig.28 D&k 5
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Springhead D#5A%

31 T4 LY MK

Springhead ®7 « L2 b U Kipki% Fig. 3.1 2R LU £ 7.

32 AT V)EK

Springhead (ZEHDEY 2 — D SERINTVWET. Table3. 1 IZEYa— L —E%
AUET. Table3.2 IZE Y a— )VEOMKAERBFREZRL £9. @, =2 —3F Springhead
EHEATHICHI>TING DERGFEBREZICERTA2HEEIH D FHA. /2, AS5H
D HE T Springhead DRFEDHERE (72 Z XYY I a2 —Yay) OAZHWZWE
WOBHIIRIRTE S LT, Y a— VIEOKFERIZ 2 RBIZR 5 X D IZ3GEES
NTVWET. LEF>TIDEIBGEEITEHRIZGUTHEREY 2 —IVDAEREZ S
£ oTWET.

33 V25X -APlDOa&ERAl

BEEVa—IEENDS T T ADAFNTIE, Table3.1 123 END LSBTV 2 —IVEKF
DTV T 4w 7 ANDEET (fl: Physics €Y 2 —)L®D PHSolid, Collision €Y a2 —)L
? CDShape). —&#BIZIEZ DN —IUIZ LD b\WT T AEFEL £F (Hl: Foundation
EY a2 —)LD Object).

API(2 5 AD A VN IZb Wi D 0 9. API AR (BhE +
HWEE) WO BN THBENA ZWmIZRE L 9. £/, HFEDOREXFOART,
ZOMIE/NCF TR L £3. Hl& LTIk PHSolid: :SetMass, GRSdk::CreateScene
IRETY.

17
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Springhead IL—rT4LIN)

— |, bin HNERY—IL
— | doc REFaAk
FATIVTALIN)

— | 1lib
'~ win32
Springhead**.1lib Z473U771L

— | include A IL—RT4LIN)

Springhead.h AvJ)L—kJ74/L

Base
Foundation
EDA—ILBIAIIIL—RTALIN)
— |, src Y—=ATALIN)
— | . Base
— |, Foundation
ESa—LBIV—RTALIN)
— | tests TFANTOT S L
— | Samples YOI TOT T A

Fig.3.1 Directory tree of Springhead

34 AV TI—RETARIYTH

Springhead TlifLikE FEE L P HBET 272012, A VR Tz —RAT T ALFERKY
FADBFITOENTVWET., 2—HFA VX T —RA2 T ADA%HH L T Springhead ®
HEEZFIH L £9. 777U, Base & Foundation EY a2 —IWldH b T EAN LT T X,
B L Framework D7 SV r—va v 7 A o TWET.

%7z, Springhead D7 7 AW FNTNIZT A A2V TEABPHABRINTVET. T+
AoV TRENR, TDITADGAESARLEBIEDAZEDIMEKRTS. T4 A2
TREMHATEHZLT, AUREDA VARV ARLHHET DI EVHBICRD £T.
2, TAAZV TRIET 7 ANANDT — X DRIFERFHAAAMIB VT HELH ET.


Base
Foundation
Framework

34 AYVRITIT—RAETF 4 AZ)TXR
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Table 3.1 Springhead modules

EVa—I% TVT 4w A KRR
Base - 175] - X2 MVERA, A~¥— kKA VX,
Z D EE AR RE
Foundation UT Springhead DA T 7 A, FIFHFRINE
Collision CD iz e
Physics PH Y E A
Graphics GR V=757, HHiH
FileIO FI 77 ANV
HumanInterface HI La— VA VR T T —ATNA AR
1V RZ7vay
Creature CR N—F ¥ )7V —F¥
Framework FW TV a—)UE O
7TV = a VAR
Table 3.2 Module dependencies
EYVa— )L
Base - - - - - - -
Foundation o - - - - - - - -
Collision o o - - - - - - -
Physics o o o - - - - - -
Graphics o o - - - - - - .
FileIO o o - - - - - - -
HumanInterface o o - - - - - - -
Creature o o - o - - - - -
Framework o o - o o o o - -

PARIZ Physics €Y a— )LV OfA%E RS PHSolid 7 7 A%z & > CTHIAL £ 7.

// given PHSo0lidIf* phScene,

PHSolidDesc desc;


Physics
PHSolid

% 3% Springhead DRERK

desc.mass = 1.0;

PHSolidIf#* solid = phScene->CreateSolid(desc);

3 — KT PHSolidDesc | PHSolid Z 9 ADT 4 A2V 7 XTT. T ZDA
VNE mass AR Y VTSI TCHIADERZFHELTWVWET. RIZ, HIKZEE
%3 % 7287 CreateSolid FAKDIE I F 9. Z Z T CreateSolid WY — 2 %
%9 PHScene 7 7 AMD A Y NI TT. HEERIZIX PHScene 7 7 ADA VR T7 = — A
PHScenelf ZHUGTAMLEMNH O FITH, ZZTCEEIZEShTWAELTWET. [
KDMER S N5 &, CreateSolid 7*H 1 & 7 £ — A PHSolidIf DARA VX IR N E
. ZNLAEORUADEREIZZ DA v X 72— A2 L TITFVWET.

solid->SetMass(5.0) ;

HAMIZ, T4 AV T 2N UTREAMRELEIEIZA V&7 2 — 2D Get/Set KB
o THUS, BENTELEIIhoTWET. HEITSUTHEMR 2> T
EAAN

Springhead 7Y 27 METARTHETAEBVFHINTVWETOT, 22—V 1R
12 delete TAHMLEIIH D FHA (F72, LTIEWITEHA). Create SN/=A 7V
I METBRT T LD TIRIZEHENICHEEINET.

FUFEFLCHAYZWAR

UBEOETEHREY 2= WIZDOWTEDFF UL X9, Springhead ZF|fHd % I
T, TRTOEV a2 VEFUSHMBTINEZIDH D FEA. BEIZLGUTSRLTLE
X,


PHSolidDesc
PHSolid
mass
CreateSolid
CreateSolid
PHScene
PHScene
PHSceneIf
CreateSolid
PHSolidIf
Get/Set
delete
Create

I~ =
A

=

Base

Base €Y a2 — VIFHAKEOESKRTT. UFNTIHEHBIIZZNSIZDWTH#EGHL
7.

41 175 - RY MNIVEE

Table4. 1 IZX K fFHLNBZITH] - RZ MLV S AE2RUET. KREOEBIZRZ FLX
THDOY A X&KL, £, dIZZTNFN float B, double BLIZXHL 7.

~NY ML

R NVELIWADOLLEXRHEE, N OYME2KRETH7-OICHBIZFDLNET.
Wl 21X double BIDEEN 545 3IRITRZ ML x ZEHET BHITIE

Vec3d x;
YLET. EEV IR AR D EETFEHVET.
x[0]; // 0-th element

Z DM, Vec[213]1[f1d] iZ2WTld.x, .y, .2 CHEET /L ATEET.
AEREOEEY A XD MVEMZRET. float BD 10 TR ML

21
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4% DBase

Table4.1 Matrix and vector classes

75 A4

fiRE

Vec[2]314] [f]d]

N7 Mb

Matrix[21314] [f|d] 43%

Quaternion[f|d]
Affine[f|d]
Pose[f|d]

B 7 x—R=F
77 4 U
SIMITERT ML T —R =TV DEEH]

TVector<10, float> x;

LUEY. AIERARZ VI

VVector<float> x;
x.resize(10);

TfEZ £9. /=72 L VVector
NEITOTERELTTFIL.
FAR R EHEIL —B D YR—

Vec3d a, b, c;
double k;

c =a + b;
a += b;

k=x*y;

xhy;

// 10-dimensional float vector

// can be resized at any time

ciresize ICKWH A XEEHA1THO EBIFEOHRBISKES

FENTWET.

// addition

// subtraction

// multiply vector by scalar

// scalar product

// vector product (3D vector only)



4.1 F75] - RZ NOVEE
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FTARTORY MVEHZDWTELRD XV NEEEAME 2 £ 9.

a.size(); // number of elements
a.norm() ; // norm

a.square() ; // square of norm
a.unitize(); // normalize

b = a.unit(); // normalized vector

1751

THNT AT E) R Ein 7 & OB, WADEMEE—A Y P2 KRBTS0 ffbivE

3. BlAIE, double BDEHEN 575 3 x 3174 A FIRD XS ITERLET.

Matrix3d A;

BET 7 AR [ HETZHVWET.

x[0] [1]; // element at O-th row, 1-th column

FEREOEEY A AD7FIBMA . AEY RIZHIHANICERPEIL 7217501

TMatrixCol<2, 3, float> M; // column-oriented 2x3 matrix

LRDPITHIANZEES U 74751

TMatrixRow<2, 3, float> M; // row-oriented 2x3 matrix

EHRDET. BARAZIZIZTED Matrix3d 1F TMatrixCol<3,3,double> ¥ HliTT .
A &Y 1 {7501

VMatrixCol<float> M;
M.resize (10, 13); // column-oriented variable matrix
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TXF9. VMatrixCol TIXEHEIZAEY ETHARIZWM O FET. —J VMatrixRow
TIATHPNCEREP O £ 7.

THHINZDONWTH, X7 MUV EFEROMAEER Y R — SN TWET. 75~
MV DBEEIZIRD L 512720 £,

Matrix3d M;
Vec3d a, b;

b=Mx* a; // multiplication

FTARTOFHENZDWTELRD A VN TS K UOVBDPEETE 7.

M.height(); // number of rows
M.width(); // number of columns

2x2, 3x3 1THNZ DV TIZA FOE A V NBEIBAHEI N TV ET.

Matrix2d N;
Matrix3d M;
double theta;
Vec3d axis;

// methods common to Matrix2[f|d] and Matrix3[f|d]

M = Matrix3d::Zero(); // zero matrix; same as M.clear()
M = Matrix3d::Unit(); // identity matrix

M = Matrix3d::Diag(x,y,z); // diagonal matrix

N = Matrix2d::Rot(theta); // rotation in 2D
M = Matrix3d::Rot(theta, ’x’); // rotation w.r.t. x-axis

// one can specify ’y’ and ’z’ too
M = Matrix3d::Rot(theta, axis); // rotation along arbitrary vector

S

T I 4T

R

T 74 VEBIFIZT T 74 7 AIBIIEEHBE2RETH-OIFHLVLET. 771V
T Affine [f1d] 1 4x4 1751 UTOBEEZMA TWVWET. IMATELRD A VN
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PEAET.

Affinef A;
Matrix3f R;
Vec3f p;

R
p

A.RotQ); // rotation part
A.Trn(Q); // translation part

T/, IKMFHHETET 71 VEBEERT DHMA VABPHEINLTVWET.

A = Affinef::Unit();

A = Affinef::Trn(x, y, 2);

A = Affinef::Rot(theta, ’x’);

A = Affinef::Rot(theta, axis);

A = Affinef::Scale(x, y, 2);
JA—5 =%~V

// identity transformation

// translation

// rotation w.r.t. x—axis

// one can specify ’y’ and ’z’ too

// rotation w.r.t. arbitrary axis

// scaling

A =R A VIEEICYHEHEICB T AHAD M E XML E R T B0V ET.
D H—RZF T ARITRT MILVOREAKRER 2 TWVWET.
EET I [0 EEFICHATUTOGENMEZ 7.

Quaterniond q;

q.w; //
q.X%; //
q.y; //
q.2; //
q.VO; //

Same
Same
same
Same

as
as
as
as

q[0]
ql1]
ql2]
ql3]

vector composed of x,y,z elements

HEIFUTO LS IITWET. £9, 74— =F VA LOBIEEOGHEZRL £7.

Quaterniond q, q0, qil;

90 = Quaterniond::Rot(Rad(30.0),

ql

’x’); // 30deg rotation along x-axis

Quaterniond: :Rot(Rad(-90.0), ’y’); // -90deg rotationt along y-axis
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q = ql * q0;

DEI, 7+ —R=A Ve 3MIERTZ MV EDFEIE, R MVOEEEEZRL £T.

Vec3d a(1, 0, 0);
Vec3d b = q0 * a;

ZD&IIT, 7A—R=FVIFRRMIZHETHZREU &S REETHZ £ 9.
Quaterniond[f|d] IZIZLATR DA U NEERH 0 £3. F 9 B B8 A E 2 G
35121

Vec3d axis = q.Axis(); // rotation axis
double angle = q.Theta(); // rotation angle

EUET. /2, WiiEzRTHE I A —X=F V2 H5I121F

q.Conjugate(); // conjugate (reverse rotation)

Quaterniond y;
y = q.Conjugated(); // return conjugated quaternion
y = q.Inv(); // return inverse (normalized conjugate)

U7 . Conjugate ZZ DI+ —R=FVHKRERE I + —RX=F VIZEWTZD
IZX U, Conjugated XML + — X =4 %KL £9. Inv i Conjugated &IXIF
BT TA, ROMED VAN &5 LS ICEREETVET. HiEzRT 7+ —2=
A UATHEGE BT VA0 1 RO TESLIIAETT A, ERIIBMHERIRIC B 558
TRBIZ/IVARTNTL I H D ET. TDL D RFEEFIES 57 DIHEIER
L2175 BERH D £7.

[FHR1T5 E AHE AT 5 IZIFA TSI UET.

Matrix3d R = Matrix3d::Rot(Rad(60.0), ’z’);
q.FromMatrix(R) ; // conversion from rotation matrix
q.ToMatrix(R) ; // conversion to rotation matrix



4.1 F75] - RZ NOVEE

FromMatrix (FJE I N2 [MHRITHI R MR+ —X =AU TqiaikELXT. —
Ji ToMatrix I%, Z2IREL I N R % q LEMRMEEETIE UTHELET.
[FRRIZ, AFIEAA 7 —M e DHEEHEZITVET.

Vec3d angle;
q.ToEuler (angle); // to Euler angle
q.FromEuler (angle) ; // from Euler angle

X#IZ, AFOREEIL2 2O MViZxL, FhAZ® 5 AIC—HI s &5 R mlix
BRI IA—RAVERDFT. —RIZ2DDRT ML —HIFEMHEEIT—ETIED
D £HAM, RotationArc [FMi DR MVIZER T HHIZEET 5 [EfE, WX G
DAL ZE KD E T,

Vec3d r0(1, 0, 0), r1(0, 1, 0);
g.RotationArc(x0, rl); // rotation that maps r0O to rl

K—2

R—=XIE L AEOESTITT. HEL UTET 7« YEBIZHTWETH, 2T
TODRATRHETEDODT 714 VEBREI DSV 7 bTT. R—X3YHEHRTO
MIRDALE L A& 2 RAT D 7OREIZHNET.

Pose[f|d] BID AV NZEH L Pos & 0ri D 2 DDAT, ZNTIAR— XD AL
(Vec3[£f1d]) & [I#£A% 4> (Quaternion[f|d]) NDEMHERL £

Posed P;

P.Pos() = Vec3d(1, 2, 3);

P.0ri() = Quaterniond::Rot(Rad(45.0), ’x’);
Vec3d p = P.Pos();

Quaterniond q = P.0ri();

HEREIC DWW T

Vec[21314] [f1d] B uRT MLizgifbI N £9. Matrix[213][£1d] #B &
O Affine[f|d] BUFBAATHANCHIIALE N E T, F72, Quaternion([f|d] (XEEEH
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Base

H
e~
s

ERT I F—R=F TOIMEEI N E S,

42 RAIX—KERAV%H

STV MIEEDLKAR—=MRAVRTY. BRATV VIR0 otz TV
NDAEY % HEWIZRENT 572012 2=V B FET delete 2ETT 2 FMAET, A
VY =7 DfERMEHTE 7.

ZW D v h2o J Ak UTRefCount T 9 . Springhead D IEF & A LD 27 T A IX
UTRefCount ZfkKLCWEJ. A¥—FMKA VY &XET L —b2 T X UTRef TT.
ARzl mU 7.

class A : public UTRefCount{};
UTRef<A> a = new A();
// no need to delete a

43 ZFDMHDOHEE
UTString

XFHNETT, BPRTIE std::string & 2T .

UT TypeDesc

Springhead ® 2 7 A PR DFEATRIELFHR T .

UT TreeNode

VU —EDHAT T ATY.
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Vavaw =r
5

=

Foundation

Foundation € ¥ 2 —)LiZT R T®D Springhead 7 7 ADHAZ T A2 EHLET. ¥
WIZH > TWBERY, 22— Foundation DFSEE % ERFIAT 5 Z 13DV TL & 5.

5.1 RITHRFHEIEHR

(IFE A E) $RTO Springhead & 7Y = 7 MIEFTRAER (RTTD Z2F->TwE
3. C++ 2% dynamic_cast & D RTTIHRENH D 908, T XD BKRIEIZY v F
IR R I N X T

FEIFRRIE D 7 Z Al IfInfo T . IfInfo IR TN % Object 7 7 AN 5
METExT.

5.2 ATz U b

IEFE AT RTOD Springhead &+ 7Y =2 Mid Object 7 I ANSIRELET. A7
YVl MIEBOFATY 2 MERDOIENTE XY, Springhead DT — XM IE A
TV MR T VY &I & o THE EAY 5> TV E T, Foundation €Y 2 —)LilH
\7% Object 6D 7 7 A% Fig. 5.1 IZRLU X7

9 Object 7 I ADTA TV =7 MOMERK - BEIZERT 282N L £ 7.
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Object  #T7vzsh
LNamedObject LRIGEA TN
|:Scene0bject S—=rF Tk
NameManager (r—ALXXIy

L Scene =

Fig.5.1 Object class hierarchy

ObjectIf

size_t NChildObject()
TATV 2 FOBMERET 5.

ObjectIf* GetChildObject(size_t pos)
pos HEHO A7V =7 M 2T 5.

bool AddChildObjeCt(ObjeCtIf* 0)
FTVx I Mo FATY 7 b ULTEMTS., ELLEMENGZS true, TS
I false X9 .

bool DelChildObject(ObjectIf* o)
ATz ho Tt ATVl MroHIERT S, IELLKHIBREI NS true, THEASME
false #iK9.

void Clear();
72V 79 5.

INSDRBIRIRES 7 AL o THEREINETOT, BMTEEFAT Y22 MO’
BB ENX I T AT LIZ®RAR D £9. F72, Springhead % %38 ({4 FH$ % #ifH N Tl
=PRI NS ORI EZEHEF T THEIERVWTL & .

AN —LHIDEDIZLATOBERELN D » £ 9.
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ObjectIf

void Print(std::ostream& os) const

ATV NONEEARN) —Lhos IZH 1T 5.

Print &, HEAMWIZIZZOAX 7Y 27 VORI ZH AL, +47Y =22 MO Print 21
JREIZRE O U E 3. 7272 UIRES 7 A2 & 5T Print THAHINEZNEN I ARXR <A
AINTVWEEEIXZDRY TlEdH D FHA.

NamedObject \FH4HIFT & A 7Y =2 M TY. NamedObject DIRA T T AT % X
FHTHERDZENTE, ZHIPOA TV VeMETHI LN TEET. AEifdEA
TVl MK, BEOBEATY 7 MU, ZEi2EHT 220D F =L 3T ¥
XU £7.

NamedObjectIf

const char*x GetName()

FHIZIST 5.

void SetName(const char* n)

FHIZBET 5.

NameManagerIf* GetNameManager ()
F—ALXATV Y ERET 5.

BRI EA T2 MRS EI STy —V ATV MRRELET. V—v ATV
I D OIFAEEY 2a— VDA 7Y =7 b (PHSolid, GRVisual 72 &) 2SRAEL £ 7.

SceneObjectIf

Scenelf* GetScene()
HEWhEdT 5y — v 2057 5.

53 RX—ALIRIVyYEI—V

F—=—LXX VY RAFMNEL TV b DAV TFELUTEHE, TN DAATZERL
£9. £, ALY AYYRTNESANEA TV 2 FTT.
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% 5% Foundation

NameManagerIf

NamedObjectIf* FindObject(UTString name)
ZHih name DA 7V 7 b ERERL, BOPNEZDOA TV 7 MEIRT. RO oR

ITIE NULL 23R 9.

V=RV A TV bDAVTFTY. Y-V DEARS J AL Scene T, TZ
MHEAEY 2 —)IVDY— (PHScene, GRScene, FWScene 72 &) 2YR4AEL £9. Scene 7
T AR I RE R Rt U 2 AL

54 44%

X A <HEEEL Foundation TRt N FE . X1~ 27 7 AL UTTimer TY. XA <%
ERR S 5121

UTTimerIf* timer = UTTimerIf::Create();

EUET. UTTimer IZIZBAFD API 23 D 9.

[Get|Set]Resolution ZMAREDEG & FHE
[Get|Set]Interval JAHA DS & 8% E

[Get |Set]Mode T— FOHUS & &
[Get|Set]Callback a— )Ny 7 BB OIS & FHE
IsStarted FHWTWBENE D
IsRunning I—)bNy ZIEOH U
Start UsE )

Stop =1k

Call =Ny ZIFOH L

SetMode CIRETEAE— RIZIZLATAH b 7.

MULTIEDIA NI FATATRAT

THREAD WE ALy R
FRAMEWORK Framework 72t 25 &% 1 <
IDLE Framework 23235714 K)La— Ny 2

SIVF AT 47 ZA<IE Windows et T2 EfEX 1 ~Td. LAV Yy RE—RT



5.5 REDOLRLF - HE

33

= &47%@%VvFﬁ%ﬁéhmﬂmﬁﬁ’£bﬁ%ﬁ%@éMi?:mmmwx
& IDLE E— K% KA T 5 I21% FWApp @ CreateTimer B Z FH WA MENH D £7.
$%:mmwmx%~bfi@ﬂT@&f?:—»Ayﬁﬁﬁbm,mm%~hf
GLUT ®7 41 Fha—n_y 2hflibinEd.

Framework € 2 —)L® FWApp Z M3 554 1%, FWApp @ CreateTimer PH#(%
M 2THMMEFTL & 5.

5.5 REDRTF - B

YIalb—=YarveEiide, Y-VEMKTSATY 2T bORENLIT S, HEE
ATOREERLELTEE, BETLIIENTED L, BATY THIZR 27D, DA
TYTDYIalb—Yarvik, NEMAEGEMABRWEGETHREZD & 0o FEED
T& %, Springhead TlZ, ObjectStatesIf Z H\W5Z & T, BAFD LS IT¥—r 41k
DRFEZ FLDOTAEY LITRFE BHTLIIENTES,

PHSceneIf* phScene;
&AW : phScene MBI alL—2avDI—V) OEE
UTRef<ObjectStatesIf> states;

states = ObjectStatesIf::Create(); // ObjectStates # 7
oy MDERK

states—>AllocateState (phScene) ; // REHOAT
=

states—>SaveState (phScene) ; // REDIRTE

phScene->Step() ; // ARD

YIal—vaveaEHd
A : MEEOMB L

states—>LoadState (phScene) ; // REEDHIR
states->ReleaseState(); // XEY

DEAM

AHBE - NEMA B EDUNE

phScene->Step() ; // BE
DYIal—raviaEEDD

55.1 RE-BROYIIVY

Springhead @ ¥ — ' (PHScene ® CRScene) 1&. D > ¥~ (PHEngine ¥
CREngine Ok FA) ZOHT I T, YIalb—rvarvz#EDsd, ¥— ik,
TYIVVORFTHUPDSAD XA IV T TH XD THREZ T - BT LA T
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% 5% Foundation

&5,

55.2 Y—VIBREEDHIK

RERFHOAEY X, V=Y ORKIZIHKF L TW D, AllocateState(),
SaveState(), LoadState() 721} T7Z <., ObjectStatesIf::ReleaseState() 1K
f#9 5D T, ObjectIf::AddChildObject() mED APLIZ &> TY— v DK% 2L
IETCLES L, 57 - HEAZT TR ATV DK TERL 5, ZHANIHHKT S
VUK ERLU T SHRT 208 NH 5,
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Collision

6.1 #HE

Collision Y 2 — VI G EOHEBE L Lo HmuEHE#mE 2z RE L £, FH L
Collision € ¥ 2 —) V& Physics €V a— )LDV TEVa— )L eik->TED, W&IXHERE
CHRFELTOVWETS. 2 —YiEFEE U Tl E 2 E AR 2 E 0 24 T 5B Collision
EVa - VOWREEZFTTEZ &IT8h 7.

Collision EY 2 — )LD 7 7 A% Fig.6.1 IZ "L 9. HEHELRITTART
CDShape 2*SiR‘EL £9. 7TV XLADOWHE L, RIFTXTHRRTRITNIXRD
FHA.

6.2 FRDIERK
WS2HIE TR R D FIE T - kL 3.

1. Rz ER S %
2. WA~NBIRZ BT 5
3. WIRDALEZ LT %

PUTRIZEZE-> CTHIAL £7.
FITWIREERT B ICIFRDESICLET.
// given PHSdkIf* phSdk

CDBoxDesc desc;
desc.boxsize = Vec3d(1.0, 1.0, 1.0);

35


CDShape
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% 6 %= Collision

CDShape izik

— CDBox [EWALZN
— CDSphere BK
— CDCapsule HTtIL

— CDRoundcone Ho—:
— CDConvexMesh h*via

Fig.6.1 Class hierarchy of Collision module

CDBoxIf* box = phSdk->CreateShape(desc)->Cast();

ERHEIRD A 7Y £ 27 b X Physics EV a—VHMEH L £, 2070, BIREME
%9 % IZ1& PHSdk 2 T A D CreateShape B Z i\ X 9. PHSAk IZDWTIX 7 HEZ2 S
RUTLKZEIW, BREEERT 212, FIRBICRLET« A2 ) T RE2ERL, ik
IREDNIA—REFRELET. ZOHITIXESIKS T X CDBox DT + A2V 7 X% A
U TC—l 1.0 DN R EERLES. 714 A2 Y T X%ZHEEL T CreateShape % I
CHT L, WET2EEORIMER SN, TOA VR Tz —APRINET. =ZEUE
DEIXIRDEIE 7 7 A Tdh 5 CDShape D1 VR T = —ATTDT, REIFTA (ZZ

Tl CDBox) DA VR T7—A%E5IZIF ED & S5IZ Cast FATHINF v+ A N T2 0HE
nHh ET.

R ZEER U7z &, IRIZE DR E 5 2 72 IR &SR L £ 7.

// given PHSolidIf* solid

solid->AddShape (box) ; // first box

Witk 27 2 A PHS01lid IZ DWW T 7T EAZ SR LU TS 23 W, ZITHERI &IF, —F
TEEC U 72041 1 DDORIKIZWS D THEHRTE, E-RRLIEHROMIKICLERTE S
LWHZeTY. oFh, AUBREERORKECHET 22T, BIROERT A b
PAEYHEEMABZ N TEET.

AddShape BAE T EEk U 72 EL DRI, WIAD T — 2 )V FERER D SUZALE L TV E
T, ZNEEHEL WAL SetShapePose BIUZ [ £ 9.


PHSdk
CreateShape
PHSdk
CDBox
CreateShape
CDShape
CDBox
Cast
PHSolid
AddShape
SetShapePose

6.2 JARDERL 37

Fig.6.2 Box geometry

solid->AddShape (box) ; // second box
solid->AddShape (box) ; // third box

// move first shape 1.0 in x-direction
solid->SetShapePose (0, Posed(Vec3d(1.0, 0.0, 0.0), Quaterniond());

// rotate second shape 30 degrees along y-axis
solid->SetShapePose (1, Posed(Vec3d(),
Quaterniond: :Rot (Rad(30.0), ’y?)));

SetShapePose D 1 5IHUIIRIET 5 RIRDFE S TS . HAJIZ AddShape L 7ZJEIRD
Z5M 0 T, AddShape § 570N 1ML £ 9. IROALE X A Z IXHIAD T — F7 )V R
TRTHELET. £/, BROAE - M & 2H45 T 5121 GetShapePose B % f#\»
ES

BARCld Springhead TH AR — s INT WA & RN L £ 7.

B3

B itk (Fig.6.2) @2 5 Al% CDBox T .


SetShapePose
AddShape
AddShape
GetShapePose

38

% 6 %= Collision

Bk

Fig.6.3 Sphere geometry

CDBoxDesc

Vec3f boxsize BLDEX

CDBoxIf

Vec3f GetBoxSize()
void SetBoxSize(Vec3f)

Bk (Fig.6.3) @2 J A% CDSphere TY.

h7tElL

CDSphereDesc

®
DN

float radius

CDSpherelf

float GetRadius()
void SetRadius(float)

717 (Fig.6.4) ® 2 5 X% CDCapsule T . 77 7 I)VIEFHDMNGIZ FEERA DWW

7EZLTWET.


CDSphere
CDCapsule

6.2 ARDIER

39

Fig.6.4 Capsule geometry

Fig.6.5 Round cone geometry

CDCapsuleDesc

float radius EERD PP
float length DR X
CDCapsulelf

float GetRadius()
void SetRadius(float)
float GetLength()
void SetLength(float)
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Fig.6.6 Convex mesh geometry

ANII—v

#3— > (Fig.6.5) D2 7 A% CDRoundCone T . H I — Vid A 7 &)L DMl D 4%
PIEAIRZ 572 DT,

CDRoundConeDesc

Vec2f radius FRBR DR
float length A BRA] D BH
CDRoundConeIf

Vec2f GetRadius()
void SetRadius(Vec2f)
float GetLength()
void SetLength(float)
void SetWidth(Vec2f)

SetWidth BIEE, La—vDeE2REF L ¥ REE2ELHLET.

MAya

Ay a (Fig.6.6) D2 J A% CDConvexMesh TY. A Y ¥ a LM AP A2
MNSHARTY. THREREEZEEST 2L CHHBREAZERT LN TEET.


CDRoundCone
CDConvexMesh

6.3 YttkDfEE

41

CDConvexMeshDesc

vector<Vec3f> vertices  IHAEEREDEIH]

CDConvexMeshIf

Vec3fx GetVertices() THAEH DOEET R LA
int NVertex() THREKL

CDFacelf* GetFace(int i) ¢ H‘ZRHEHODMH

int NFace() T £

A Y ahfER X 5B, CDConvexMeshDesc: :vertices 2N S Nz THA 2 NA
TEHRANDMNMZEAR () APMERSINET. ZHEAKDE % KT CDFace D1 VX 7 = —
AL FIZRLUET.

CDFacelf

int* CGetIndices() THMNA VT v 7 ABHIDOKIET KL A
int NIndex() T D TH s E

NIndex (X Z KT HEMOBZIR L 9 GEHE 354 T9). HEIXTESES 2 Ei%
BEET, 1Ty 7 A U CHREMIZEEZZBUE . L2 > T, HOES S
A2 E5IZE

// given CDConvexMeshIf* mesh

CDFacelf* face = mesh->GetFace(0); // get O-th face

int* idx = face->GetIndices();

Vec3f v = mesh->GetVertices() [1dx[0]]; // get O-th vertex
EUET.

6.3 WMDIEE

JEARITIZ R B Bk AR D (R E O 2FRET 2 Z e TE £ 9. BIROEAR Y
Z A Td % CDShape DT + A2 Y 7' X CDShapeDesc |& PHMaterial B! D Z M material
ERoTWVWET.
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PHMaterial

float density R

float muo i 1l PR R AL
float mu B R LR
float e Bedaik b £RE

float reflexSpring B4R O NI RE (RF VT 1 1K)
float reflexDamper PR D X2 NMREC (RFIVT 1 )
float frictionSpring EBNIRE (RFIVT 1K)
float frictionDamper JEHAX U/ REL (RFIIVT 1 1K)

FEARME A% (W % 5 7€ 97 5 12 1% CDShapelf DB EF\VWE 7.

CDShapeIf

void SetDensity(float)

float GetDensity()

void SetStaticFriction(float)
float GetStaticFriction()
void SetDynamicFriction(float)
float GetDynamicFriction()
void SetElasticity(float)
float GetElasticity()

void SetReflexSpring(float)
float GetReflexSpring()

void SetReflexDamper(float)
float GetReflexDamper ()

void SetFrictionSpring(float)
float GetFrictionSpring()
void SetFrictionDamper(float)
float GetFrictionDamper ()

Yz Fe D 7o BE il D BARI 2 5 RIEIZ DWW T 7.7 #iZ2 2R LU TR I W,

6.4 RMABHROFHE
TEARIZ B B S A 2 75 5 B MUY L £ 5
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CDShapelf
float CalcVolume () NG
Vec3f CalcCenterOfMass () BEd.LEFHE

Matrix3f CalcMomentOfInertia() [EM:AT4]% ZHHE

CalcVolume (FIRDAERZEIR L £9. ABICEE (GetDensity THUR) ZH#HHTH
FEEVPEONET. CalcCenterOfMass BHUE, RO Bu —WIVEERTRINZE
BEHOOKERZFHE LU £9. CalcMomentOfInertia BA%IE, RO T — )V EEREER TR
IN-EEPNMIET AEMETAEZFHELUET. 2720, BEEZ 1 L ULEBAOMEMNES
NETOT, EBROEMTH 2EDIZIIBELZHITIEZLENDD 7.
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Physics

7.1 BE

Physics €Y 2 — VWY I 2 b —va VIR BRMEL X 9. Bty A —-FahTw
50U, YVFRF 4 L4 F I 2 A LIHENBBIK L BIHI% £ OfFD S5 BBHF Y
Rab—vavTyd. 0L AV T MRT 4 RGEK, N—T 1 7R EDBEREIE Y R —
hERTWERA.

7.2 Physics SDK

Physics €Y a—)LDFRTOLA TV 2 MMESDK 7 A PHSdk I & » THEHINE
9. PHSdk 7 7 A, 700 T LDEFEZBEBLCEE LI DDA TV 7 VB EET LIV YV
TWVHNY 2 IFATT. PHSARK A 7V = 7 M ZMERT AIZIEILTDO LS IC L £ 7.

PHSdkIf* phSdk = PHSAkIf::CreateSdk() ;

BHEZOEBEX T 7T L0 LRIC —EZITFEITLUET. /2, Framework €
Va—)VEMHT 5563 —FHNEE: PHSdk Z/EKT 2 HEIXH D T HA.

PHSdk DREREIX S — Y EIIROEHTT. ¥ —VIZBET A8 ETICTRBHL £ 97, £
7z, JEIRIZEES SRR AT D@D T,

PHSAkIf
CDShapelf* CreateShape(const CDShapeDesc&) I (D
CDShapelIf* GetShape(int) AR % HUAS

int NShape () AR DL

45
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By —VETERELETE S X517, BIRERRIZY — 2 Tld% < PHSdk DRERE
WZ->TWET. FLKIF6EZSHELTLZIN.

(3 =

VoVIEPHEY I 2V —va v RTOREEZRLET. BBV -V ERERTEXT
N, Y—VHEHTLIEEWIHYLTEY, YR EEBELULEZ LR WRD I %
FIELHS>ZEH O FHA. —2 2 F AL PHScene T, PHScene A 7Y 7 Mk
PHSAk IZ KX D EEII N T

PHSdkIf

PHSceneIf* CreateScene(const PHSceneDesc& desc) v— v R ERKR
int NScene () V=YD
PHSceneIf* GetScene(int i) v — V&G
void MergeScene (PHSceneIf* sceneO, V=G

PHSceneIf* scenel)

V=V ERERTAIZIEMTOLSIZLET.

PHSceneIf* phScene = phSdk->CreateScene();

BT A A2V TR E2HETEHILHTEET. MergeScene IE, scenel MEET
247V NeTART scene0 IZBE) L 724IZ scenel ZHIFRL £7.

¥ — VMR R 2R & DOk 2 MRS EZR OB /TS 1Eh, YWY Ia -3 v
B 2R EZITORBEZIRA L £9. BEMREROEFRIZOWTRENETNOHTH L
FTOT, UFTRYIab—Ya VEBEKEICOWTRRET.

PHSceneDesc

double timeStep R 2 7 v 7IE

unsigned count YIialb—=—yvavUiATY T
Vec3d gravity EEWRDIIPuY s

double airResistanceRate 24 SRAHUEREK

int numIteration LCP D & [nl1%k
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PHSceneIf

double GetTimeStep()

void SetTimeStep(double)
unsigned GetCount ()

void SetCount (unsigned)

void SetGravity(const Vec3d&)
Vec3d GetGravity ()

void SetAirResistanceRate(double)
double GetAirResistanceRate()
int GetNumIteration()

void SetNumIteration()

timeStep F—EDY I alb—Ya v ATy FTHEDIRHIETT. NIWFEY I
L=y a v ORERESD 92, AUKHY Ialb—va vzl s0iirrdiHa
A MIBRL £7.

count XY —UERRBIZY I al—Ya vy U EEBATY 7 TY. count &
timeStep DA FLBRHZ £ L £ 7.

gravity (FEDIEZ XS ML TY.

airResistanceRate I%, ¥ I a2l —Ya vO@EWZM ET57-2DIZHAT Y TI24&
WA DB IZHNT o N BB TT. #ilZIEX airRegistanceRate 7% 0.95 THNIXAT v
TN 95% 120 £, O XD ICHEHEINICIEE 2T B Z LT, KEEBRE
ZREMEBFD I ENTEXT.

numIteration X, MK N ZEFE T B7-DICHEITEITINSE TV TV X LD KEREL
T, —IT, REFBUZE U THREBIBIICHR I ORED M LU, §HEa X M
AR L 9.

VXal—vavDET
YIial—=vaviE1l ATy T#EDBHIZIE Step ANV ET.

PHScenelf

void Step() YIal—vaviz 1 ATy 7#D S
Step 21795 &, BEENITHRNTHE TIROUHE I THONET.

o [EZ2Y|E & Bl R D A Ak
o MHDFHE
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o MItkDHE B K OHLE D HEH

7.4 LR

MARIZEY I 2L —Ya vOREAEETY. WD 5 A% PHSolid T9 . 3 HI
IRZAMERY - &S 5 728D PHScene DEMZ LU £7.

PHScenelf

PHSolidIf* CreateSolid(const PHSolidDesc&)  MIfA%ERkd %
int NSolids () MR DL
PHS0lidIf** GetSolids() MIAREC ] DSEEET R L A

(102 R S A RN A S

PHSolidIf#* solid = phScene->CreateSolid();

CLET. TRV T REZRELUTERTSHZETEET. £/, GetSolids &
PER U 72 WA Z 1830 U 72 NERRCA D SEEEY R L A2 R L 3. LA ->T, #HlziE0%&KH
DA Z UGS 5 121

PHSolidIf* solid = phScene->GetSolids() [0]; // get 0-th solid

LLUET.
DEIZHHABE S ORREZ L £ 4.

Y
PHSolidDesc
double mass (255
Matrix3d inertia EYEAT 5
Vec3d center B &

bool dynamical YIBRIERANZ U728 S He
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PHSolidIf

double GetMass ()

double GetMassInv()

void SetMass (double)

Vec3d GetCenterOfMass ()

void SetCenter0fMass (const Vec3d&)
Matrix3d GetInertia()

Matrix3d GetInertialnv()

void SetInertia(const Matrix3d&)
void CompInertia()

void SetDynamical (bool)

bool IsDynamical ()

GetMassInv & GetInertialnv X ZNZTNEEDFH BT OHEATH 2K L £
¥ CompInertia (&, ZTOWIEVROREZNSDEEEZ D L ICHItkOER, HEH
DEEWATHZFHEL, %ELET. dynamical I, ZOMUKLYIEIERNIHE S hE S B
ZIBETSH7 727 TT. B LU dynamical W true DEH, ZOMIKITHIDL 2 TIWEHHE S
N, Za— b OEHEANZ U0 > THIEROEENZML £9. —7F, dynamical 2°
false DEEIEIANIT L2 EEZIT T, REINEETHFREF L ET. Zhidb &
5 oD BEREEDLAELFAUTT.

PHSolidDesc
Vec3d velocity H
Vec3d angVelocity ypuYiA

Posed pose Al & A &
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PHSolidIf

Vec3d GetVelocity ()

void SetVelocity(const Vec3d&)

Vec3d GetAngularVelocity()

void SetAngularVelocity(const Vec3d&)
Posed GetPose ()

void SetPose(const Posed&)

Vec3d GetFramePosition()

void SetFramePosition(const Vec3d&)
Vec3d GetCenterPosition()

void SetCenterPosition(const Vec3d&)
Quaterniond GetOrientation()

void SetOrientation(const Quaterniond&)

velocity, angVelocity, pose (FZNE N7 1 — \VERRIZE T 2HIKDOEE, A
W, MEBXIOME%2EXUET. [Get|Set]FramePosition &7 H — /)L EEFER 2B
THMIARDAEZ G/ ELET. ZTNIZH LT [Get|Set]CenterPosition (XMl
OEERLOMEZIG/FEL 9. ML TWAHMRIE T — 7))V B R & Ea b
M—=E LW LIZHERELTL7ZI . [Get|Set]Orientation (&2 H — )L EERIC
B9 DR E 2 HU /e L £9.

NOEMEBRE

BRI A B F71Z 1%

o I—YNHRET LN
o HJ]
o BRI S N B MEHS

DO 3IFENRHY, TNFNIZOWTHHEE ML H O ET. 22T, ESIXEIINE
EEHROEE L DPRED, WERINIIMESMG 22T LS TN TCHENICEIEINE
. URTRI—FDPHUMITIMZ BN 2ERE - ST 5 HiEE2RLUET.
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PHSo0lidIf
void AddForce(Vec3d)
void AddTorque (Vec3d)
void AddForce(Vec3d, Vec3d)
Vec3d GetForce()
Vec3d GetTorque()

Wit 1% % 5121% AddForce #{H\ X 7.

solid->AddForce (Vec3d (0.0, -1.0, 0.0));

Y35 L AR EE A S (0,—1,0) A0 D £F. 72 LAIE 21— L Rk
ROEBEhET. —F

solid->AddTorque (Vec3d (1.0, 0.0, 0.0));

35 eMEROEREFMMIBLUTE—AY N (1,0,0) 2 0b 0 £3. fEAMEEREICE
EI B

solid->AddForce (Vec3d (0.0, -1.0, 0.0), Vec3d(0.0, 0.0, 1.0));

ELUET. ZoHEIRES (0,—1,0) 2MEAAK (0,0,1) 2l b £9. Z I TEHAK
DALEIZHIAD T — IV EREETIE R 70— NV E TR I NS Z LITERL T ZS
\\. AddForce X° AddTorque |FHEHFIER L, ETNENTIEE L 7241 DEJI D EAALH
IRz B4 187D £4.

1% BT 5 121% GetForce, GetTorque Z{H\WE§. 727ZL, I o O THUE
TELDREMDYIalb—Yarv ATy TTHKRIZEHLUZANTY. Lt THERET
DY Ial—vavAT vy 7T AddForce L7z HIZEUFTE £ A.

7.5 [

PR & AXWIA & WA DI AER U C 2 OMXREENZHFI 2 MR 2 ER T . MfRD 7
7 AR % Fig. 71" U £, 9HRISEET L Bz N 3. BIETIEa—YHME
U ETH, EATEEHERERICD EOWTHBICAER - HIlRShE3. BEHiEE S
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PHConstraint #=E
— PHJoint E3)q]
— PHJointl1D 1B HERE

PHHingeJoint e
PHSliderJoint X344
PHPathJoint AVSIER BV

— PHBallJoint  AR—iL¥afrk
— PHSpring INT

— PHContactPoint #ft=

Fig.7.1 Constraint class hierarchy

WL D DFEHEIZ TN ET.
MBI BE LIZ LT, FFIREMOERGE»S RTVWE FT.
BEET D VERK

DARTiEd o HHBEDES e VY DIERZHIZ & > CRHETOERK L ZEH L £
T, LU VREHRTAIZIEROLSIZLET.

PHSolidIf* s01idO
PHSolidIf* solidl

phScene->GetSolids () [0];
phScene->GetSolids() [1];

PHHingeJointDesc desc;
desc.poseSocket.Pos() = Vec3d( 1.0, 0.0, 0.0);
desc.posePlug.Pos () = Vec3d(-1.0, 0.0, 0.0);
PHHingeJointIf* joint

= phScene->CreateJoint(solid0, solidl, desc)->Cast();

ERR U7z VWS ORBEIZIOUZT 1« A2V T X %2/ERL, Z % PHScene D
CreateJoint BAXUICIE L CHEMIZ/ERLET. 2D E, T4 A2 Y T XRe Tk
ULZWHIERD A > 27 2 —AEPE L 9. CreateJoint |X PHJointIf*Z XKL £ DT,
ER U 7zBfID A > R 7 £ =A% 35121 Cast THINF Y AP L XY

B IZEE 9 % PHScene DR Z AN IZRL £7.
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solide _socket  plug solidl
)—:10 }’ / Y ? e)}.
(a) before connection
(b) after connection
Fig. 7.2 Socket and plug
PHSceneIf

PHJointIf=* CreateJoint (PHSolidIf*, PHSolidIf*, const
PHJointDesc&)

int NJoint ()

PHJointIf* GetJoint(int i)

NJoint XY — v H OO ZE L £3. GetJoint 1 i FEHOHHSIZEEL £7.

Yy NeTSY

IC, LOFITT 4 A2V TRIMHEEZEL TWBEFNICEH LTS ZEI 0. 20
5 CREAMIOE D fHIFAiEZIEE L TWET. Springhead TlE, Y7 v h& T I 7 LW
FNsu—JVEREREHWCHEEIONY FIHfEEZRBELES. Vv e TI7L
&, TOHFESHBT D LD, HET LUK NITL2EE0L50EDTY.
CreateJoint D% 1 5B OMIRIZY 7y MDD E, 2 2 51 BOHUKIC T I 7RO E £ 7.
VIry N T TMENENORURD EDALEIZED T oNd N E2HET 2007 « A
21 7 XD poseSocket & posePlug TT. LOHITIEY 7y MDAED (1,0,0), 77
T DOREDY (—1,0,0) TUZ (Fig. 7.2(a)). ZDHEE Fig. 7.2(b) O & S IZHIAANERKE X
NEJd. BRT2LI1, eVVEVYITY N TITD e BRI EBMKRTT. L
Do THEFE S NZWUKRE T IZY ry b & 75 70 7 il % Blisih & U CHNRIZEEET 5 2
EMTEET.

VI Ne TSI T T A AT TREA VR T =A% MNALET.
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PHConstraintDesc

Posed poseSocket V7w b OALE & A E

Posed posePlug 75 U DALE L M E
PHConstraintIf

PHSolidIf*  GetSocketSolid() Yy MM AR
PHSolidIf*  GetPlugSolid() 75 Z I DA
void GetSocketPose (Posed&)

void SetSocketPose(const Posed&)

void GetPlugPose (Posed&)

void SetPlugPose(const Posed&)

void GetRelativePose (Posed&) A AL & [r) &
void GetRelativeVelocity(Vec3d&, Vec3d&)  HHXHE

void GetConstraintForce (Vec3d&, Vec3d&) HIs Ty

GetRelativePose &V 7y MNEEERMN 6 727 T VR DN 2 E & [ & %
HBfE LU £9. FERIZ, GetRelativeVelocity &V 7y M6 AT I T DN HE %
VIry PEERTHEUET. ZIZTH 15 MEERE, 5 25 808ARETT.
GetConstraintForce (& Z DI A MIMAKIZINA 7R 2 UG U £ 3 (B8 1 5183
B, HE28BMAE—AV M), BRICE, VI MIRHKIZER U 2R D% Y 7y b
JERERTRE Lz 00 BoNnEd. 77 ZRIRKIZIZFERRIERDOEINC K > THim &
DHMPMMERL £H, IhzEENETIEBIEHEI N THEEA.

FEET DIELE
Springhead T Al 6872 B ORI

e b (PHHingeIf)

e A7 X (PHSliderIf)

e NZAYaA I (PHPathJointIf)

e Z"—)LYaA b (PHBallJointIf)
/N% (PHSpringIf)

D5 MEETY. MEI LT, BHE - fROMLS - ZREDORD T VRRLD £7.
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17
(o 'Pa 7S \ﬁe('

x socket

Fig.7.3 Hinge joint

ey

byl 1 EEEEREEi T, e vV, Figl3 W RT LIV Ty N2 T T 7D 7 8
D—HTHECMELET. 20L&V Yy b Oyl 7770y #ORT A (x HllA
TTHERAUZETTN) PEMEME LD £7.

B2 AL 2 53 %5 APL & 1 HHEZBIE (PHIDJointIf) THETY. 2D bV
VIS TATAK - N2V aA vy b THHEHTEXT.

PH1DJointIf 7 2 X

double GetPosition()
BT DN ZEUE L £9. 260100 HIXEHoOEIIKEL £7.

2744

2A74XZ1 HHEOEHBEHTT. 271X, FigTldlZrmT Iy ry b
S70 7 fhHE—EARE EIZEY, hOmED xil, yEHAFEUmEZ@m IS ICHEL X
T, ZOLEV Ty NOFENS T I 7 DFEMETHEME N2 7.

AW SN B S

NATaA Y MEV Ty e 77 7OMMERREZ 1 35 A —XDEHHIIFRTRI T
LEITYT. FELLIFBARL 7.

T.B.D.
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lower

y X socket

x plug

upper

Fig. 7.4 Slider joint

A
z socket

uo;:,;sod/
39>00S X

Swing-Dir
y

(a) (b)

Fig. 7.5 Ball Joint

R—=lLyaq b

R—YaAfryhd3 BHEOHEESTY. F—LY a1 v MIFig7.5(a) ITmRT &
IV T Y N TITTDRENR BT BEDIHRLET. Vv NEERE T T U
RIZEWMT D LI R I A—R=F VDB LD T,
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—HT, "=V aA Y NOENITAAT—HD—FETH 5 Swing-Twist FEE R
(Fig7.5(b)) THAT 22 L TEET. Vv N TI50 2 BilA LIRS A% AL
7 (Swing), 777D z4li% Y 7y MO x-y FHANDHEBY 7y SO x filf & 729 £
ZAA V7 /i (Swing-Dir), 777D z #lifE b OFEMEE Y A X M (Twist) &I
% 9. Swing-Twist JBEIERIX, BT 2 R—ILY a1 > b OB AT B PH D5 € 12 FH W
S

D2 MHDEAIE, TNETNTIG L BB TERTS I N TEET.

PHBallJoint 7 7 A

Quaterniond GetPosition()

Iy NERERE TS TRERIIAEMT 5 L5 s A — R = AV EIBRLET.
Vec3d GetAngle()

Swing-Twist FEFER TR I N/ZBEMIEN 2K U £7.

AP~

X
0
o
(o]
~
)
~+

19>00S X

Fig. 7.6 Spring

MR %2845 2 XV S ENRTT. VIry MNERRE 7T THEERR T 5 L &
NERRET, MLEDLA - BEOEMIZHHIL THRREIZR S X540 - E—A 2 b
EFRAELUET. WMEEB)EHT IR - XU REE, FEGEEICE-RT 2% - XV
INREBUET A A7) T RIZE o TENTNHRETEET.
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PHSpringDesc

Vec3d spring
Vec3d damper
double springQOri

double damperOri

Bie & EWL

i S EN 1269 B N R AREL
A E 269D X MREK
(e B V3 B /N R AR A
[ B XS B X MREL

PHConstraintDesc

bool bEnabled ESRIINE 3 A
PHConstraintIf

void Enable(bool)

bool IsEnabled ()

BB IIHR 2 AU T, EMLINZHRIIEFEE LR VO L [E UIREEIZZ D £
ITH, HIRT 2D RLDWOTEHEAEMETSAZZ A TEET. EREROMEITHE
shibEhTwWE .

38 73 i el
1 BEHEBSDSZE
PHJoint1DDesc
double spring A EHPH TR
double damper A] i IR
double targetPosition A 55l 1T B N e R B
double targetVelocity w] A HI PR &2 N ERE
double offsetForce
double fMax
PHJoint1DIf
double GetPosition() BE i 28 A7 % HUAS:
double GetVelocity() 380 32K 7% A

void SetSpring(double)
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double
void
double
void
double
void
double
void
double
void

double

GetSpring()

SetDamper (double)

GetDamper ()

SetTargetPosition(double)

GetTargetPosition()

SetTargetVelocity(double)

GetTargetVelocity ()

Set0ffsetForce(double)

GetOffsetForce()

SetTorqueMax (double) AR NV o R RE
GetTorqueMax () B KB bV 7 % B

BIEi 2 5KE 3 5 f IR TEZ 6N KT

[ =K(po—p)+ D(vog—v) + fo

ZZTp, viZENETNHMZAL & B EE T GetPosition, GetVelocity THUFTE
9. TOMOTELT 4 A7) TAEREDNIGIZUATO@ED TT.

K
D

Po

Vo

fo

spring
damper
targetPosition
targetVelocity

offsetForce

EORIENZR - ZURETIVE PD IO 5@ ORI TE XY, giFeLTEH R
576 K IZNIRE, DIEX Y MREL, po ENNAFDHRE, vy (FHEEEE L2 7.
BEBELELUTEOLRABGEIEIKIEIPTAY, DIED T AV, po lZEHEEA, vy lHEHE
e s, £/, foldEHSiNVIOA T2y NETY. EOXNTES - b
3BT £fMax OHIFAICINE S LS/ 7 TINET.

A=l aA v hDBE

BV LRI, NAZXYRETIV - PDRIflEEBEL KT, R—Yaq DL
B+ —R=FVTRINDD, HIEZA targetPosition 137+ —&X =4 7T, H
ELEE targetVelocity (XA ML TE X 7.
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PHBallJointDesc

double spring

double damper

Quaterniond targetPosition
Vec3d targetVelocity

Vec3d offsetForce

double fMax

A B R

INIEREL

B IMRE
HERZ AL

H RS
E—X—bML7D
BEET V2 DR

CreateLimit X A[EFIPHEHINA 7V =2 hDT 4 A2V TR 25 Huce b £3. 1 H
FH & B & o0 ] B PR R0 D 354, Vec2d range M ENE AR L £ 9. range[0] A AH)
D TR, range[1] 2’ LR TY. range[0] < range[1] Mili7zINTWVD & ZITRD
AfEYEIPE R DERI L D 3. T 7 4V N Tld range[0] > range[1] & 7 BfEMN
ESINTWT, Al E#EPHHR X ER) & > TV,

BAET D ZEAL N W] B i PH IR SLIC B U 72 & &, P 2 U 722\ K5 1 ay 3 o B R oo
WIROPERLET. 2o &, BEMELMNEZHANICHURTIE AR - KU AETILT
FHREINET. ZONRMREE XV ARRIZENENT + A2 ) T XD spring, damper

THRELET.

tips

AENEIFE A D spring, damper I FHIHETEH+ARETAENERESNTLWETH, BE
FIEICB WTIEBICAZRNAR - U RFEEER WS EAHEBEGHNDONR - V13 D8
FTLESZEDDHYET. ZOBEICITEMFESI Y XRELEHEENICHRET S
&, AEHENCEMSIZFIETZ2ENTEELDICAYET.

1 BEHEBEHOBE

PH1DJointLimitDesc 7 7 X

Vec2d range

AEHEIPHZ R LU £9. range[0] 2V FBR, rangel[1] 2 LERTY.

double spring
double damper

A EHIPH 2 IR T 272D - KU NETIVOFRETT.
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PH1DJointLimitIf ¥ 5 X

IsOnLimit ()
A D BAETREA DS vl F i FHAMZ B A RFIZ true ZIR U 9. ZOBEED true %
R &Sk, BEENIC T AN 2 LT A DD RN EL TVWET.

R—=IbyaA Yy NDFE

K=Y a1 > s OAEHIP X Fig7.5(b) 2R Swing-Twist FEELRIZ X > THEL
9.

A=Y aA Y MIHNUTE 2 EEOHHEFHNZEHTLI N TEET.

e ConeLimit |ZFIHEE O W E#IFHHIF T, T IZBMIDO A A > 7% —E RPN

MLUET.
e SplineLimit |& H HHFE O A EFEFHIKI T, 7F 7 BEER 2 i B % B
iR CIRE T2 e TEET.

Z ZTCl¥ ConeLimit (T DWTHIHAL £9 (Splinelimit (2 DWW TR L £97).

PHBallJointConeLimitDesc 7 2 A

Vec2d limitSwing
AA v MOAEBEETY. BRI, BIEIR @D B a S v &
ST BHHIITY (A 7ADTREZFETHHLTEHDT, EEIZE—&E
PEICE > TRV EDITTHHREDBEL TV ET).
limitSwing[0] A FFR, limitSwing[1] »° EFRTY. limitSwing % HUfS -
WET D7D API 1%
PHBallJointConeLimitIf:: [Set|Get]SwingRange (range)
TY.
limitSwing[0] > limitSwing[1] & &R ARIMILEINEST. 7740 b
Ti¥ 1imitSwing[0] > limitSwing[1] &R 2fEA LY hINTWVET.
Vec2d limitTwist
VA A NAOAEH#HFTT. SESNIE, BEEAEL IR UhRnE Sz
T5200OHKTT.
limitTwist [0] 23 MR, limitTwist[1] AV EFRTY. limitTwist % UG -
WETDH72D API 1%
PHBallJointConeLimitIf: : [Set|Get] TwistRange (range)
TY.
limitTwist [0] > limitTwist[1] &R 2RI N ET. 7740 b



62

TIX 1imitTwist [0] > limitTwist[1] &AMy bENTWVWET.

double spring
double damper

MEHEZHETA72DDNN% - VY RNETILOFEETT. 1 HHEMS DSBS
*EILTY.

PHBallJointConeLimitIf ¥ 5 R

IsOnLimit ()
BITE O B ETE B DS B #IFAANZ B D HFIZ true 2B L £ 9. 1 HHEMBSHOL S
LFEUTY.

A=Y aA Yy DB ENE
AW SVE I (2 N
IR /ARG VN

7.6 BEEHROPEHF

WOEH) Y (IK) 1, MHABHIRIZE W THIADZ BRI &EIZEEY 2 K 5 Bz fil#E s 5
BERE T .

Springhead Tl%, BfiROY a7 v 2 H W IK BERENHHAIGETT. WY I 2
L—=ravdl ATy FZCICEBROY I T VEFHEL, TUIEDWTHIKE HiE
i - BETEDIT D XD R EMOMEEZFALET. YIalb—Yarvzfizdl
&T, BAMRICHRDPEERALE - BB o TR RO NE T

Springhead ORI RIZX LT IK 2HT 2121%, D2 FTHEMAKETT. R
D& H1Z 3 DOMUADERRIRIZ DD o 7 BRI R Z BN & > T L £ 7.

IK #2FHT5121F, T IKICHWAZOOEZ2 (7 27Fax—X] L LTERT S
BERH D 7.
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// given PHScenelf* phScene

// given PHSo0lidIf* solidl, solid2, solid3

// given PHHingeJointIf* jointl (solidl <-> solid2)
// given PHHingeJointIf* joint2 (so0lid2 <-> so0lid3)

PHIKHingeActuatorDesc descIKActuator;
PHIKHingeActuatorIf* ikActuatorl

= phScene->CreateIKActuator (descIKActuator) ;
ikActuatorl.AddChildObject (joint1) ;
PHIKHingeActuatorIf* ikActuator2

= phScene->CreateIKActuator (descIKActuator) ;
ikActuatorl.AddChildObject (joint2) ;

PHIKHingeActuatorIf (& PHHingeJointIf IZXfu 27 7 F a1 L —X T T ATY.
Iz, BHiROBRTFREREERLUET. BT 7 Faz—RIZ, F77Fax—ReEH
LETY.

ikActuatorl.AddChildObject (ikActuator?2) ;

7, IK ZHOWTREIELhmEONAEZ (T N7 7% L UTHERT D0H
BHHET.

PHIKEndEffectorDesc descEndEffector;
PHIKEndEffectorIf* ikEndEffectoril

= phScene->CreateIKEndEffector (descEndEffector);
ikEndEffectorl.AddChildObject (solid3) ;

Bz, MABESROBRFERIZEWT, TUYRI I ROEZEORIZH-5T 2
FaTZ—RIZHL, TVRZ 77 R%28HLET.

ikActuator2.AddChildObject (ikEndEffectorl) ;

ZOHITIE solidl -(jointl)-> so0lid2 -(joint2)-> so0lid3 D & S IZEHHiAEE
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MEINTVWETLS, HHiRORNTH S s0lid3 2TV RT 7 =7 XIZL72HE, EED
BIZH12277F 2L —RIE joint2 TR T 5T 7 FaT—X&, §745 ikActuator2
rWwWi iz k9.

ZZETOMEET, Bl nizA 7Yz POBRIEUTDO LS IZHR->TWBIET TY.

PHIKActuator PHIKActuator
Link System ikActuatorl ikActuator2
Parent-Child PHIKEndEffector
E— ikEndEffectorl
PHSolid PHJoint PHSolid PHJoint PHSolid
solid1 jointl “'solid2 [ joint2 solid3

INTFHiFIZD D TT.
HEAMEZ 2y L, IKZ VYU Z2AMNITEE IK BPHEEHOET.

// so0lid3 goes to (2, 5, 0)
ikEndEffectorl->SetTargetPosition(Vec3d(2, 5, 0));

phScene->GetIKEngine () ->Enable (true) ;

phScene->Step(); // IK is calculated in physics step

KTy

IK OFH1%, PHScene 732 IK T2 Y (PHIKEngine) IZ & » CEEHINTVWE T,
KTV IVIETF 74V NTRER > TWVET.

phScene->GetIKEngine () ->Enable (true) ;

EERITTHILTHRL 7Y £73. GetIKEngine() I%, PHScene 2" fiDIK TV YV
ZHfS9 % API TY.

Springhead (21 5 IK OFFEFHEIL, BROYILTH (Yavyy) [cEI& %
¥. BY 7 F 22— ROBMIMALICHUNEIER A0 252D, BT NI TR0
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ALEDOHUNELE Ar &, BEfiROYIET Y J ZHWT
Ar = JAO

LEREINET. BATY STLIICHEBIRY ATV J B X OCHEREIZ DD BUNEfL
Ar L, EOMIEEN HREAZML 2 L TREMICG A 2ABEEZ RO ET.
K ST AR R DRI T I A=A FIIEIZ L B8 0B UREEZHVWTWET.
D7D 1 ATy TH7=) DD R UEEDORBUC & > TEREHRELFHEEED ML — A
TMWRHO ET. #0IRLOEBUIL,

// 20 iteration per 1 physics step
phScene->GetIKEngine () ->SetNumIter (20) ;

DESIZUTHRETAHILNTEET.

PHScenelf 7 2 R

PHIKEngineIf* GetIKEngine()
IKZYYrzRELEd.

PHIKEngineIf 7 5 R

Enable(bool b)
KTy oS- - Bz 0 B2 £3. 51808 true 2 5 IXAREL, false
oI L £,

SetNumIter (int n)
IK O 0 R UEHEFEEEZ 1 ATy 7H7Z0 nlHicky NUET.

FO9Fa1ILT—4

Springhead T, IK (T2 &MHi2 77 F a2z —REIFUOET. IKIE, 77F 2
T —RZEE XS TR z2 B EICEEI Y X7

<A77V =z MERK>

KTV I VT o7Faz—ReE@BRFEL, &7 7 F 22— X P&BEMEZRRELET.
TO2FaxL—RA7Vx7 b—D21l2&, @i —DOHRLET. 7/7Faz—k%7
Yz b DOEKRKREENE, BEfiOREL IK T2 Y VITEA, IK DEHED S bV a
7 VORELREREi T LIS a2 FE T L, IK OFER RIS > T2 #)03H
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7.

TOFaLT—89 7 ADTEEEERK

AMPERRTE, IKATZ2Faxz—X e UTHHATE 2Dy YR —bVadg
YRDATT., ZNEFNIIHIGLZT 7 FaL—RIIANHD £7.

e PHIKHingeActuator (¥ PHHingeJoint IS 57/ FaL—XTY. I T3
1> b0 1 BHEZEEIZHNET,

e PHIKBallActuator |& PHBallJoint 2957 27 FaL—&XTT. FA—I)LT =
AV MEI3HHEDOREMITTN, BT s2Ty N7 =7 XDOZBHMHZE 7D
(T R 727 XDMEDAZHIET ) HEIE, TV R 7 o7 XROAEZZAL
TRBILDTEL2HHEDOAZHKEZHWET (fHT5 2 HHEOHIX 1 A
TYTTEITEFINET).

// given PHSceneIf* phScene

PHIKHingeActuatorDesc descIKActuator;
PHIKHingeActuatorIf* ikActuator

= phScene->CreateIKActuator (descActuator) ;

T I7Fax—REEKT HIZ1L, PHScenelf @ CreateIKActuator B Z WX 7.
SIET 2 F a2 —XDT 4+ A2 ) 7 X T, PHIKHingeActuatorDesc BlD T 1+ 27
VI R%2ETEeyIHDOT 7 F aL—XWER I 4, PHIKBallActuatorDesc H D
FTAAI) TREET RNV aA Y MNHOT 7 F aT—XBMERINET.

PER X NZRE R TlE, 727 Faz—XIEEME Mo RINTHwERTA. 77F 2
T—RXOTHEFZIZEHI 2 BT 2 Z & TRISMN TP ITONET.

// given PHHingeJointIf* joint
ikActuator->AddChild0Object (joint) ;

TOF1IT—Y DERFERDEE
WD I I RIZDIE L) v o7 2Hlice D £7 -
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actuatorl(root)

actuator3

— actuator2

|—> actuator3

> actuatord

L actuator5

FHE E, IK CEET 28R IIABE TRIFNIEAR Y £ A. Springhead T, 77
Far—ROBFHEREMES L CHfiOAMEZRELET.

actuator2

actuator5

actuatorl
(root) actuator4

// given PHIKActuator ikActuatorl, ikActuator2
ikActuator1->AddChildObject (ikActuator2) ;

AddChildObject 2IFUHIT L, 7o/ Fax—RIZHL [FEHEZ] LB T7 7/ FaT—
ReGikTHIENTEEY. ZTh2L2TDTI7FaT—RIINLTITH I ETT7F 2
I—RDAEENPZESNET. ZOLET I FaT—ROBFHRIE, fTHOXKDOAHM
DEDITHRYXT.

DS v /MR E IK

BE R D EE) 1, TK BEREIC & o TEME S 7 HERBA T AR 5 % B SetTargetVelocity
THIETHEAELUEY. HEHZIZET 2HEHOMRS W, BEEiD damper /N7 X — &
o TZEL £9. —#IT damper R Z W EREAILE L 20, NELOKE L ZITD
SRV ET. ZOMEIZZDOEE IK DIRZFVIZEZ LN ET.

BHTE IK

WE, IK 2 TCOMMiZ /2R FIClH L CHEZERKT 2 LH5HHEINET.
—H, ¥vY 77 XOMIEICHNBEGERET, TRBELMIZE» UKIED £ 0 Eh
BN, EWVWo EAMNITPERINDGHEAH D £ 7.

Springhead @ IK (21, ZO XS REAMITEZRETHIENTEXT.

// given PHIKActuator ikActuatorl, ikActuator2
ikActuatorl->SetBias(2.0);
ikActuator2->SetBias(1.0);
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SetBias 1%, HEEUABEiIiZ2H T 0ENI L WVWEDICHETAHHETT. Bias 2l 1.0
IEDfEZ#ZELET. KEQEZFZEUBEENIZY, IKIZXAEEIINELSRD FT.
FIFANVITIREDTIFaT—2E 1.0¢%->TEL, 2EMGPEE FHINET.

TVRTI7xV%

Wik - BEERE2ERTAAAD —%, TV RT TR IZEETIIeNTEE
T. TVRZ 727 XICIIHERNE - BBERBRTHIZIENTEET. IKZ VI UL,
IR T7 27 RMURPIEE I N/ HIENE - BRAZERT A LD T 7 F a2 — X %HlH
LEd.

IVRIT79DIER
TV R 7 x 2 &% PHScenelf @ CreateIKEndEffector ZHWTIERL £ 3. 514K
|Z 1% PHIKEndEffectorDesc #JEL £ 7.

// given PHSceneIf* phScene
PHIKEndEffectorDesc descEndEffector;

PHIKEndEffectorIf* ikEndEffector
= phScene->CreateIKEndEffector(descEndEffector) ;

TOFaL—REAM, TVFIT7 27 XRLEERRRTEEIKEDFGEZRD EEA.
AddChildObject (2 & DHlfAZ FEE L UTEERTHLELDHD £7.

// given PHSolidIf* solid

ikEndEffector.AddChildObject (solid);

RIS, TV RZT7 27 ZAUAZERAICER L TWETY 7 F a2 —RIIHL, TV RT
T REFEREUTEHRLET.

// given PHIKActuatorIf* ikActuatorParent

ikActuatorParent.AddChildObject (ikEndEffector) ;
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I9FBILYTCIVRIT LV RET 7 Fa— XA AMEDE ) —Renb, IK OFf
BIZfHTE S L5122 £9.

BB, TVRZT7 7 RE—DOOMHRIIN U TEBIERT2Z R TEET. 20
&, IKIFEBOT Y L7 27 X3 ATRERBR 0 RN HEEALE - B2 ERTED LS5 T
JFaT—REGEMUET. $7/, TV RI 72 XIZEMROLIERIRIZEED £ A.

BRAIEDRE
TV RZ7 7 XRDOHEALEIX SetTargetPosition (2 k> THEL £ 7.

// so0lid3 goes to (2, 5, 0)
ikEndEffector->SetTargetPosition(Vec3d(2, 5, 0));

IVRI 7z RICHEZRES#ZRL, TV RI 7o 7 RBREDRE# L2 L B 5512
MRAZEEIRAHLILETEET.

ikEndEffector->SetTargetOrientation( Quaterniond::Rot(’x’, rad(30)) );
ikEndEffector->EnableOrientationControl (true) ;

HZ &2 Quaterniond THEL 9. BEGIEIZT 74 )V b TIRENICHR->TE
D, f§if9 5i21% EnableOrientationControl ZIFA CHAMLT H2HENH D £7.

EnablePositionControl ¥ & U EnableOrientationControl 5% &, A&l
i - ZERIE O S ZERIZAR - T s Z e TETET.

// GLEFIE®DY, ZBHEELL (FT72IN)
ikEndEffector->EnablePositionControl (true) ;
ikEndEffector->EnableOrientationControl (false) ;

// MIEHIEA L, ZBHEEDY
ikEndEffector->EnablePositionControl (false);
ikEndEffector->EnableOrientationControl (true) ;

// BIERIESD Y, REHIEDH Y
ikEndEffector->EnablePositionControl (true) ;
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Fig. 7.7 Contact configuration

ikEndEffector->EnableOrientationControl (true) ;

7.7 HERR
BBETI

Springhead TEAL TWAEME T VIZOWTHHL T, H73HTRRZL DI,
PHScenelIf::Step (L& > T¥Ial—Yvavz 1 ATy T#DLE L, HIDIRIRDEE
HIE L B R DL TN E T, RET 2 D20WRORAEWNHE L, #ilfRoOBER
IZDOWT Fig. 7.7 1R U ET. KTIEFROZDIZ IR TH O T W E A, FEBRIZ I3
flt e 2 %% AR O R TEAICEMBIE A ES N E 3. Bl RS Mo & FEikic Y
Ty NI TTHEKINET. AT, oML IGEWEMPERIZREHET LT Y
AL & > THMICER - BEINXT. 207D, EMULESHIEDOES 512V 7y b
HBENET T IO MFSNDENIERIUKFETH D, 2 6EIRTH I LidTEE
HA.

TITBECVT Y POBESIFTROEISICLTHRED £9. 9, x HldE kg P
FIZEEFT. 20 ELSDEDMENRRIUKZETT. WIT, v Efssicsir 5
TODMIKRDHREE N7 SV % B ARE Uz S I E £, KRR 2 83 x,
yHINZER T2 LI/ ED 7.

PUR CIE A HEfld s AR R IZ DWW T EARINTIR R 9. £, FERA RO AR E
DRMZIE U TEZEE TV EEHINEE T L OWT e BRI N E T,

V< =V o eI
V5>V o BigEEE TV
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ZITo RV Ty "o REZT I TOMNEED x i (BEiJER) M2 T, B4
MEEZALLET. &7z, VR RERET VA BbIHAEETT.

WRETNTE, 1 ATy THROMMSEE o BERK DR e 2 e DWTHRED,
ZTNehd & BmEMOMNERINE .

v = —ev® (7.1)

ZIT, BRAOK Y REUIMEZE T S IR DY E 8 S N7z Bh0K © R D SFIET T
i EEAE TV T, IRALOEAEE d X1 ATy T THEDEHEGTHAT S L5
REMERDET. DFD, 1 ATy TROEAREEEZ J LT

d' = d — ymax(d — d**',0) (7.2)

LD ET. TIT Ay REMPEOMEABIERTYT. £, d° ZHEEAEETT.
BB, DT RERMEIIOVTERT T, F3, ERAAITIERIES D AE
HAd2Zeho, MO x ks > 12X

fr=0

NERESNXT. A TEMODD y Bk Y, 2R 7 IRESELERL XY, BN
IZBIL T, DM E OMNEEZIZS & O SFEREPFIEEIPHE T, THITSU
TRAEZENOHPRINET.

—pof* <fY < pof* it — Vi< <V,
wf* <f¥ < uf* otherwise

T, FRIEEEELRE po B X OBIEEERE p 1d Bk b RE L FRRIZ SR O WAl o
FYEAHWSNE T, £z, VI IIEIEBERE BIEESY 0 BD SEREETT. 2 il
HENZ DWW T FABOHI PRSI N E T
BEMETFTIVOBRT 51 VR 72— RAIZIZUATRH D £7.

CDShapelf

void SetElasticity(float e) k43R b FRE R R AE
float GetElasticity() B4R b RE % IS
void SetStaticFriction(float mu0) i EBREREN & BXRE
float GetStaticFriction() i EE AR A & BV
void SetDynamicFriction(float mu) BRI B

float GetDynamicFriction() FEE RN & AU
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PHSceneIf

void SetContactTolerance (double tol) R VRS % B E
double GetContactTolerance() TR 2R % BUS
void SetImpactThreshold(double vth) B/ IMET SR % X E
double  GetImpactThreshold() /MBS [ % AU
void SetFrictionThreshold(double vf) /N R R % 5%
double GetFrictionThreshold() e/ NE EE R & HNAS

=E5

o HMIEHDOMZIZOVWTIE, WIRALOEAEEL2S L IZREL T, 22Tl
FLSBREEA.

o FEEJNZEAL Tk y M, zWAMERNICKDONE TAY, EEROBEEIIIL y B L z K
DDENELTEZONET DT, GHVRKEBDZEET SAHENHD £
3. ZD&SIZ Springhead DEEETFIVIIH FTHMAR LD TIDTHEREL
THRIW.

EAR D DERS
R OWMUKIZAER 2 il h 2 ST 272001 V27— AFHEBEINTWEE

b TDD, 2—FH A FTHLBREDFREZTIBENDH Y 9. BITIZ, HIHHHUE
ZERS DA 2RO HH 2R L X

// given PHScenelf* scene
// given PHSolidIf* solid

Vec3d fsum; //< sum of contact forces applied to "solid"
Vec3d tsum; //< sum of contact torques applied to "solid"

int N = scene->NContacts();
Vec3d £f, t;

Posed pose;

for(int i = 0; i < N; i++){
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PHContactPointIf* con = scene->GetContact(i);
con->GetConstraintForce(f, t);

if (con->GetSocketSolid() == solid){
con->GetSocketPose (pose) ;
fsum -= pose.Ori() * f;
tsum -= pose.Pos() % pose.Ori() * f;

}

if (con->GetPlugSolid() == solid){
con->GetPlugPose (pose) ;
fsum += pose.Ori() * f;
tsum += pose.Pos() % pose.Ori() * f;

F9, - O K D % PHScenelf::NConstacts THU S L, for
V— 7T ¢ FHOEM K % PHScenelf::GetContact THIAF L ¥ 9. IRIZ
PHConstraintIf::GetConstraintForce THfl/IDIiES) £ L E— AV b t ZHUfEL
90, BMIROLEE— AV MI0OTTDOTHWERA. £, BoNdHHEIIERY
N TS THRER TR LB DT, FHMIEY Ty VTS RS TYT. Ih
ZERUTHHRICTER TS NEE—A Y MAZHL, AJICRLAEDETWE T, il
WISV Ty MMUITHB2LEFEH - KIEFH2ZR LU TRE5E2KIET S Z LITHERELUTT
AN

EMOBEOR/ENDOPYEZ

% DT TV r—YaryTld, TRTOREKDMAGHEIZE L THEAZ LD &5 HE
Y EEA. TOEIBRGEFIBELAARDORIZEL TOAEMZ AT S Z & THF
HaANEHIJETE 9. Springhead Tk, HHADI AL HOEEIZRZHE S L Ol
NERZTODEYIVEZ S N TEE£T. TNITIX PHScenelf: :SetContactMode
EHWET.

PHScenelf

void SetContactMode (PHS0lidIf* lhs, PHSolidIf* rhs, int mode)
void SetContactMode (PHSolidIf** group, size_t length, int mode)
void SetContactMode (PHS0lidIf* solid, int mode)

void SetContactMode (int mode)
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—ZH XML 1hs & rhs OFIZBILTE—NZ2ZREL 3. ZFHIZEH [group,
group + length) IZI&IN S N7-MAD R AGHEIZE U THREL £9. =Z&FH IZHIAE
solid DMk E DMAAHLHIZELTHELET. WEHIZY —YFDOITXTOHM
ROMAGDOEIZEAL THEL £7.

REARELRE— NIILFTOND—DTT.

PHSceneDesc: :ContactMode

MODE_NONE RAHED L OEMAEEZITD RV
MODE_LCP RAHEZIT, WERDEFEEZH VWS
MODE_PENALTY RAYEZRITN, RFIVT 1 KIEEH NS

T 7 A F T T RTORARIZE LT MODELLCP 2SEIRX N TWE 3. #Hle LT, K
E DML E TARTA 7125121

// given PHSo0lidIf* floor

scene->SetContactMode (PHSceneDesc: : MODE_NONE) ;
scene->SetContactMode (floor, PHSceneDesc: :MODE_LCP) ;

LLUET.

7.8 FHEESEERYIalL—Y3av

T.B.D.

79 *7

T.B.D.
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7.10 AREB7ILTY TLDETE

DPTRTCIEYHYIal—YaryoRNBETHOYSONTWAS 7LD Y XADEMR % EIEE
WIZDOWTEHL £7.

WERAGAET VDV

WIRDEHR T VY VX, B E MRz R T 5 7o DME DR ZITVE
T WHDFHHE T Y D2 J A% PHConstraintEnginelf T, TN ZHFT 5121
TORBEZHVET.

PHConstraintEngineIf D1 Y X 7z —A%Z A MIIRUET.

PHConstraintEngineIf

void SetVelCorrectionRate (double) iR O BB IERZ2 HE
double GetVelCorrectionRate () iR D BB IER 2 BE
void SetContactCorrectionRate (double) EZflifsR DEEEERE ERE
double GetContactCorrectionRate () Bl ok oD 3R 58 1E K % HUG

MABIEREE, 1 ATy I THERZEDOREBIET 0% R_RTHET, @H [0,1]
DZEZELET. BEBELREZ 1IT2E, 1 ATy FTHHEEEEZ 012F 2 &k 54
FHOUDFHBEEINETH, RIRAKXREDOYI 2L —Y a VORZEREBLMEARDH 0 £
. O WIBEREZ/NSHIZRETNWEY I 2L =2 a VIFLEM L ETH, BN
KUET.

PRDFHRET Y YV, WEBTREMO 7 VT AL THENZFRLET. 7TV
AL DAL PHScenelf: :SetNumIteration THEL £3 (55 7.3 fizR).

PHScenelIf::SetContactTolerance TiX/ERIHE T T .

PHConstraintEngineIf::SetContactCorrectionRate TiX & AIRETY (&5 7.10 i
Z).

iy
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Graphics

8.1 #H=E

Graphics 1 3D ¥ — v ORiEREZ IRt TH5EY 2 — LT,

8.2 Graphics SDK

Graphics EYV 2 — IV DTRTOA 7Y =2 MMESDK 27 7 A GRSdk (2 &k > THEHI N
9. GRSdk 7 T RIE, TR TLDFEFTEBELTCHEEZE LI DDA TV 27 MBFHET DY
YINWNYIZTATT. GRSAk ATV L M EERT DIZIEAFD LS I LET.

GRSdkIf* grSdk = GRSAkIf::CreateSdk();

BEZOBMEIXTa 7 5 LAOWILRIIC —EZITESFLUET. £z, Framework £V a2 —
NEEHT A58 13 22— D ER GRSk #ET A HEITH D THA.
GRSdk (ZIZLA FORERED H b £ 7.

o L VXTI DIERK
o TNA ZADIER
o V— Y DEH

LY R T AT RITIRT U WIIR b S - REig s 2 8t 56 2 S A T3, LU X
Z D2 Z A% GRRender T .

—H, TN AR T L OFELILDFER %2175 7 7 AT . BIED Springhead
TlE OpenGL IZ X AHE O ARY R— M INTWET. OpenGL T /N1 A2 F A%
GRDeviceGL TY.

LY XTI %TNAZZET 5 GRSdk DB ZEUFITRLET.
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GRSdkIf
GRRenderIfx* CreateRender () LRI EERK
GRDeviceGLIf*  CreateDeviceGL() OpenGL T /31 A % VERK
GRRenderIf
void SetDevice (GRDeviceIf*) FTNA ZADEE
GRDeviceIfx* GetDevice() T NA A DES

#HAME

Graphics €Y 2 — )V FHT 21T T O %2 BT FEITT 2 HERH D £7.

GRRenderIf* render

grSdk->CreateRender () ;

GRDevicelIf* device = grSdk->CreateDeviceGL() ;
device->Init();

render->SetDevice(device);

GRRender @ SetDevice B TT NA A2 &§kd 5L, L VX I IFTEBEORHMELILZ Z

DTNAZZHCTHTVWET. FFERIICAUER T LIZT NS A2 H 01T 5 2 & 2 8E

U, EOMIIZZ—HDITH Z il >TWVWET. Framework Y a— V&2 ffifHT 5%
HBIEI—VHETLOFHRESZITOMLEITZH D £HEA.

83 v—v
> — > DVERR

Graphics BV a—)LDY =ik, IV Va2 —RTIT T4 7 RATIBTHE0bDEY—V
I 7LRA%EDEDTT. ¥—> 2 5 AE GRScene TT. ¥—VaEMT BIZIFIRD &
SIZUET.

GRScenelf* grScene = grSdk->CreateScene();

GRScene &7 1+ A7V FRIZEHF[EHHZRLEHA. £72, Fig.81I1ITxRT L5
GRSk A 7V 7 MIEEDHDO Y — v 2R TE £1.
¥ — UERRIZEE T % GRSAk DRI LA T D@D T .
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Graphics SDK (GRsdk)
L—»o scene O (GRScene)
> world (GRFrame)
% l~+o light (GRLight)
5 E mesh (GRMesh)
sl |3
< « o frame (GRFrame)
? mesh
[
m©
mesh
frame
r frame (GRFrame)
— camera (GRCamera)
scene 1 (GRScene)
o scene N (GRScene)
Fig.8.1 Graphics data structure
GRSAKIf
GRSceneIf* CreateScene() V=V EAERK
GRScenelIf* GetScene(size_t) = g
size_t NScene () =D
void MergeScene (GRSceneIf*, GRSceneIfx) =V DG

o — v DRERE

V=V EERLUEZS, WEZTOIAVTFUYTHE IV =LAy ¥a, HATRIA b
BRERERLTY—VIZMATOWEEST. ZOHEE UTIE5SERICFETY — v 2T
L2 E FilelO €Y a— NV EFHALT7 7 MR Y= 20— R3T5HEEHD £7.
PARIZ GRScene DB Z/RL £9.
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GRScenelf

GRFrameIf* GetWorld() 7 —)L R 7L —LDHE

GRCameralf* GetCamera() J1 AT DHUS

void SetCamera(const GRCameraDesc&) AT DBFE

GRVisuallf* CreateVisual(const T AN Y (55
GRVisualDesc&, GRFrameIf*)

void Render (GRRenderIf*) ETL|

Fig. 8.1 2RI LD, 1 2OV —=VdEZ 1207 =V R 7V —L%Fb, ThiEE
EUTCTHEEOHOE T A T L0V —RIZHERD 3. 77— F7 L —AIGetWorld
THEL 7.

KSRl 7 A T HATRHDET. WATET—IVRTILV—LUTFTOYY =&
IZ5iZ, GRScene 2RFFL £9 (Fig.8.1). 7 A T DFE I SetCamera TITWVWET. &
AT EAET HIZ1E GetCamera WX T . £7/2, IAFTWEF V=TI I77dFD1DOD7
L—L%ZU, ThE2HMAOBEIZHVET. 1 A=Y L TEIAITVRERED T
L—LIZMO T onTwWa EEZSAMVEARTL LS. SIEDOT LV —LOBENILL
THAAZEY—VHEBEITLHIEIZHRD £7.

o — v DRE

FELEIXTa 7 7 LofENY RITIHWET. GLUT %24 5 5 & 1%
glutDisplayFunc TEH L7723 — L Ny JEEXZHIZH 72D, £ 7 Frame-
work €Y 2 — )LD FWApp % ff 5 541 Display AR Z iz 720 £9. DUFA
LHERNDpA YD (R G

render->ClearBuffer(); // clear back buffer
render->BeginScene() ; // begin rendering
grScene->Render (render) ; // render scene
render->EndScene() ; // end rendering
render->SwapBuffers(); // swap buffers

ClearBuffer (IHfili/Ny 7 7 ZFEDBTHED DI L ET. B DXL BOHSG/HE
!X GRRender @ GetClearColor, SetClearColor Z{#i\F 3.

render->SetClearColor (Vec4f(1.0f, 0.0f, 0.0f, 1.0f));
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GRVisual #E7A4TL

— GRFrame TL—L

— GRMesh ARYToAYT 2
— GRCamera A

— GRLight 4k

— GRMaterial XTUTIL

Fig. 8.2 Class hierarchy of visual items

render->ClearBuffer(); // clear back buffer in red

BeginScene & EndScene | ¥ — > OfH O Fi% THTIEOH U 3. SwapBuffers
B7BRY MRy T 7ENY I Ny 7720 HZ 52 & CRIBNA &2 B EIZRRU
£7.

GRScene @ Render B#(%, # X 7 (GRCamera) ® Render &7 —J)L K7 L — A
(GRFrame) ® Render ZJEIXKIFH L EF. T 7 AT ORMEIZE > THA L ERE
MR E SN, KIZT =)V R 7 L= LADHHEIZ X > Ty — > 27T 7 BRI il S h
£7.

8.4 HETATLA

V=TT 7 BERT AHE T AT LADEA Y T X% GRVisual T3 . GRVisual 2*5
RHET 220 7 A% Fig. 82 1R UET. #7417 LI TOEEDORRELRH O £,

GRVisualIf

void Render (GRRenderIfx*)
void Rendered (GRRenderIfx*)
void Enable(bool)

bool IsEnabled()

Render (X7 1 7 L DO %47\, Rendered Il DZMWILZ T\ FE T, HIHELIIX
7 4 T LADFBEI L ICE D £9. T DOWTITIREIABETHEL £ 7.

Enable BIBUIFEILEL D ERN(L /AL 2TV E 3. AL I N/ T A 7 L I3 &
NEHA. IsEnabled BIUIIAR/MEXREZIKL £4.

Hi 7 A 7 L ZAEK S 5 121X GRScene D CreateVisual BIRICFEEI L DT 1 A2V
TRERFELVTIFOH LU £T.
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85 TZL—A

TV — LI BEA 2 EHRT S L RRFICMBOEE T T40a3 T+ & L TOXRE %2 F;
HFEJ. 7L—LD2Y T AL GRFrame T3 . ROI—KIE, 7V—L4LZEKLTT7—IL
K7L —LDFE LUTERLET.

GRFrameDesc desc;
GRFrameIf* frame =

grScene->CreateVisual (desc, grScene->GetWorldFrame())->Cast();

CreateVisual BABUIFERE I NZT 4 A2V T RIZHIGT BHE T 1 T L2 /EK L, BE
NPTV —LDFE UTERLET. Bl7LV—0%2E8< T 74NV NTT = K7
UV—LIZEHINET. ULzA > T EDOI— Nid CreateVisual(desc) X LTHNE W
FHA.

GRFrame @ Render %%, il 74 7 L D Render % JEIRIFOH L £7.

HFE®
7LV —LEOBEFBEBZREEET AEBITIIIROE DR H D £7.
GRFrameIf
GRFrameIfx* GetParent ()
void SetParent (GRFrameIf*)
int NChildren()

GRVisualIfx*x* GetChildren()

GetParent I 7 L —LZ MG L £9. SetParent I3Z D7 L —LDH 7L —L%
BHET L7201\ ET. NChildren ZZD 7L —LDFTH LT 1 T LD %EE
LET. Z06iliEZ 7V —L0UADHET A TLEEENSZ EICERLTLZI V.
GetChildren X Tl 7 1 7 LA DA Z Hifg L £ 9.

R

T L — L DMEIEE M BT HBEBUIA R D@D T .
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camera frame
y

2z

world frame

(a) Perspective frustum

size.x

///,///

camera frame size.x

Z <

v
X

size.y
center.y
y
camera| frame X

center.x front

back

(b) Front view of screen (c) Top view of screen

Fig.8.3 Camera parameters

GRFrameIf

Affinef GetTransform()

Affinef GetWorldTransform()

void SetTransform(const Affinef&)

GetTransform, SetTransform ZZTNZTNT L —LEZTDHE T L —L L OO
TR ERR AL A S i E L E Y. FIAIE

frame->SetTransform(Affinef::Trn(1.0, 0.0, 0.0));

EITBHEET U — LT U THNIIZ x G2 1.0 BEIL £
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%5 8 % Graphics

8.6 HXZ

A Z IR BT BB DFRE L ELEMAER L X T, BULDIZAATDT 1 A
DI RERTNEET.

GRCameraDesc

Vec2f size A7) —vY A X
Vec2f center A7) — il A
float front B2V 7
float back %7y JH

BEBOEHEE Fig. 8.3(b),(c) 22RLTLEE V. BEELFETZITIEUTOLS 10
L.

GRCameraDesc desc;
grScene->GetCamera () ->GetDesc (&desc) ;
desc.front = 3.0f;

grScene->SetCamera(desc) ;

E Tl GetDesc I TCREFEDRERZ T+ A2 FXIZav¥—L, front ZZHELTHhH
SetCamera B CHHZFEL TWVWET.
—7, GRCamera DEHEIILA FD@E Y TH .

GRCameralf

GRFrameIf* GetFrame()
void SetFrame (GRFrameIfx*)

GetFrame, SetFrame BA¥IE 7 AT 7L — L2 EfS/#%EL 7. Fig.8.3(a) D& S
2, ARATTIV—LIFHATOHRNZERZLET.

8.7 T4 bk

FAMEY—VORHERET 2-ODHET AT ALATY. 714 D2 J A GRLight
DT A A2V TROREMIRERZUFITRUET.
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GRLightDesc

Vec4df ambient BB
Vecdf diffuse NSO
Vecaf specular I
Vecaf position 74 MLE

BWERECARY b T4 MO X OEEHAREHEHBIZOWTIZY — A7 71 )V &2 S|
U TLZZ . OpenGL Oflkk L [Fkk, position D 4 Fi/ position.w 730 DHEH
EPEATHIRE 720, (x,y,z) AHOHERIEIZT A M23H 5 Z L1270, position.w H¥ 1
DHZER (x,y,2) DMNBEIZFEPEPNET.

88 ~¥7r 77

RTFVTIVEMEZEET57-OD0O7 14 FTLTY. 7V T7ILDY T AL GRMaterial
TY. B8, TV T IIIREICHHT 2 Ay Y aDFHE T FLER0ET. 774
AP RAy Y az0— KT 581, Ay YadfEREEEICT) 7L HERICE
BEd, Ay adDFE UTEMENET. GRMaterial DT 1+ A2V FXIFLLFDED
TY.

GRMaterialDesc

Vecaf ambient BB

Vec4df diffuse /N QE!

Vecdf specular FATREE!

Vec4f emissive B a¥k

float power 54 T PR 2

UTString texname TIOAF YT 714NV

VYRR TITIVERET DL, IZHDOIT ) 7TIVERET S E TOMDRH
EIZZDOX TV 7TIVOFHEE M EHINET. YTV TLVERET DIV DD N
EDH Y £F. —DOHIX GRMateriallf @ Render B A MR GIETT: ZHuTimzx, BA
FIZ/R9 GRRender DD WITNAZHAVWSEZLETEET.

GRRenderIf
void SetMaterial (const GRMaterialDesc&) i~ 7 7T ILDHFE
void SetMaterial (const GRMaterialIfx) FHE~ TV T ILOEE

void SetMaterial (int) fHE~ T 7 ILDK
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ARDHNEY TV TN EHRET S 3@ DAHEEZRLTVWET. YOAEEZHVTEER
XZEb b FHA.

// given GRRenderIf* render, GRScenelf* scene
GRMaterialDesc md;

md.diffuse = Vec4f(1.0f, 0.0f, 0.0f, 1.0f);

// 1.

render->SetMaterial (md) ;

/] 2.

GRMateriallf* mat = scene->CreateVisual(md)->Cast();
mat->Render (render) ;

// 3.

render->SetMaterial (mat) ;

1

&

BET TV T VEFERT20REO LI LHBY T, TD LS 7S

W z2iBETHZ L HAETT.

i
op

L Xo07%

// 4.
render->SetMaterial (GRRenderBaseIf: :RED);

AR B A1 X11 web color iIZH & DWTWE 9. L < X SprGRRender.h ~ v
X7 74)\V%
GRRenderBaseIf MO FHIfh (4 24 i, Table8.1 &) TY.

89 AXwia

Ay Y a2 HAEBIRERETE-ZODDOHET A TALTYT. Aviabdy I Ak
GRMesh T9. A vy azfERT 2 HEIZI

o T A AN T REMANTCTFHTIERT S
e FilelO EVa— Va2FHLTIZ7A AN OAyaza— RT3

DIEONHY ET. BEDOHILTIE, TV VIV T MTEMKL, Direct3D @ X X
BRETHAULET7 7 ANDSRRET—FTLIENTEET. FLIFIEEZSRLT
EIW. e, AviaDhzen— T 55 L LT FWObjectIf: :LoadMesh A°
HEIhTWET.

DR CRETHDOFEFHEEDOHIRIIODVWTHPLE . Av>adT 4 A7) TRIFIRD
WO TY.
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GRMeshDesc

vector<Vec3f> vertices T
vector<GRMeshFace> faces iil}
vector<Vec3f> normals AR
vector<GRMeshFace> faceNormals [1RES;
vector<Vec4f> colors t
vector<Vec2f> texCoords T I AF ¥ FERE
vector<int> materiallList <7V TINVY AR

vector IX C++ DA A ERIF| 3 V5 F T3 . vertices IFTHSBIE Z KL 7-H4T9 .
T2 UVHRBEZBRE LT TREBREIEEINTEA. AV IValdHOEETITD
T, faces ZHTETHHENDH D 9. GRMeshFace DEHEIFLLTFDED TT.

GRMeshFace
int nVertices TE S
int indices[4] BHEA YTy 7 A

nVertices ¥ 1 DOMHZ MK T ATHLK T, 3214 25X E L £9. indices 21X
nVertices fHDIEHNA VT v I AZHELET. TDEE

vertices[faces[i].indices[j]]

NiHEHOHED j HHOTHAEBE L 72D £7.

GRMeshDesc D A Y NEFDHIT vertices & faces IFMHETIT A, ZTDMD AN
BT UHHRETAHEIEIH D £V A. normals IFZTESDIERRD A & % % MM T 5
5|T3. normals[i] #° vertices[i] Dikfi%E 5 X £9. normals Z2EMKL =54, &
FULHBIERINET. 208 &, FEHADERIIZDOHMZ LA T B H OEMD T
HAZohEd.

normals (212 C faceNormals % i€ L7z58E, B2 HETHERIEGEZONET.
DL E

normals [faceNormals[i].indices[j]]

i FEHOHED j FHEHOHEAMIIGT HEME 2D £7.

colors IXTHMETY. colors[i] 7V i HHODHMOEEZ S X 7.

texCoords IFHR I L DTV AF v UV BfEE2 52X 9. 77 AF v 2fiE$ 51213,
Ay Y allBOBTEIYTIVTIVIZTIAF Y 7 7ANVEPRESNTVDERHENDD
7.
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%5 8 % Graphics

materiallist XMW Z EICEBRBET VTN Z2ED B TCEHEZDIZHWE T.
materiallist[i] 7Y BHOHEO YT VTNV ESZ 52 9. =770, BEIINILNT S
ST UTIWVEHIERA Y Y 2 lZH#H D BT TEIBELHD 7.

Awa~ndOITYT7ILDEIYET

T7ANDEAYy a0 —RT554, L7 7AHIZT ) 7TIOVIERIEGENT
WX ZENZ D LICHBIIZS T U TR Ay Y anBl b Y TonEd.

FETAY Y228 DY TBITIE, AddChildObject 2\ E 3. U FIZHlZ R L
£7.

// given GRScenelf* scene, GRFrameIf* frame
GRMeshDesc meshDesc;

// ... setup discriptor here ...

// create mesh and attach it to frame

GRMeshIf* mesh = scene->CreateVisual (meshDesc, frame)->Cast();

GRMaterialDesc matDescO, matDescl;
// ... setup materials here ...
GRMateriallf* mat0 = scene->CreateVisual(matDescO, frame)->Cast();

GRMateriallf* matl = scene->CreateVisual(matDescl, frame)->Cast();

// attach materials to mesh
mesh->AddChildObject (mat0) ; //< material no.0
mesh->AddChild0Object (matl) ; //< material no.1

BOIZE DL ToNZT VTNV EZ0FZBELELUTCHIETYT Y 7LESHRE O FT. §id
DITVTNV)ANEHAWSEEIZZOYT Y 7LEBRSZHEHBIZHEEL T X,

810 LV4¥5

LY RS DOREZTEHINCHILET. Ly XS T2 7Y 3 57 ¢ 7 fimegeE 1%
FERNZZIGIZIED £TH, TNS5DIEL AL OBEIBUXR 22 ML 2 B E U2 WR D
I-YHREBEFCHT I EH 0 EHA. J2OBKEFLCHHAL TV R RIC
MO ETOT, ZITIEF—EREIZLEDET. FEMRARIETY —AI—FDaA VM %
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ZIBLTL X,

EARBsE
HHEFRFOBIRE D OMETT. 83 {2z L TLEX .
GRRenderIf
void GetClearColor (Vec4f&) RO S
void SetClearColor (const Vec4f&) B DOERE
void ClearBuffer() FEANNy 7572207
void BeginScene () i D R LG
void EndScene () FHEOSE T
void SwapBuffers () HE NNy 7 7 DAT Y 7

TARATLAYRb

TAATLAYAMIBEBRT AHEEETT. GRMesh XHERTHEH L £ 7.

GRRenderIf

int StartList () F 4 AT V1) A MESBE
void EndList () T4 ATVAY)AMERSET
void DrawList (int) T4 AT VA1) A b O
void ReleaseList (int) T4 ATV 1Y R DR

FTRATFAN, P77 TLYTa4VY, G474

HiERE 2 D 2 2720 DT .

GRRenderIf
void SetDepthWrite (bool) TTANY T 7NDHEZAA
On/Off

void SetDepthTest (bool) TS AT A D On/Off

void SetDepthFunc (TDepthFunc) T T ANy 7 7 OHE M

void SetAlphaTest (bool) TNT 7TV YT 47D 0n/Off

void SetAlphaMode (TBlendFunc, TIVI7TLYyT4YIDE-R
TBlendFunc)

void SetLighting(bool) 7474 Y27® On/Off



90 % 8 # Graphics
TIAFv
GRRenderIf
int LoadTexture (UTString) TIOAFYDOA—F
void SetTextureImage (UTString, int, TIAF ¥ DX
int, int, int, char*)
vI—%
GRRenderIf
void InitShader () ¥ — X DY
void SetShaderFormat (ShaderType) VI—RT74—3v hO
bool CreateShader (UTString, VI—XRA T dDIER
UTString, GRHandler&)
GRHandler CreateShader () VI—XATV I N DIERK
bool ReadShaderSource(GRHandler, Y z—&X7HJJL%Hu—F
UTString)
void GetShaderLocation(GRHandler, W7 —¥ 3 VIHEHRDEUS
voidx*)
B
GRRenderIf
void SetVertexFormat (const HR7 4+ —~v hOEE
GRVertexElement*)
void SetVertexShader (void*) HEY = — X —DfEE
void DrawDirect (TPrimitiveType, HEEHELTTYIT+ 7%
void*, size_t, size_t) F |
void DrawIndexed (TPrimitiveType, HREA VTV IAERBELT
size_t*, void*, size_t, size_t) 7Y I T4 7 R
void DrawArrays (TPrimitiveType, THER DD Z L OfdH % F8E L
GRVertexArray*, size_t) T, 7TV IT 1 TR
void DrawArrays (TPrimitiveType, ATV I RAETHRDBET Z L

size_t*,

GRVertexArray*, size_t)

OfigF #EE LT, 7Y IT«
7 %
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BRI E
GRRenderIf
void DrawLine (Vec3f, Vec3f) K> 7% Fei 1]
void DrawArrow(Vec3f, Vec3f, float, R EN 7% |
float, float, int, bool)
void DrawBox(float, float, float, bool) 1E 54K 7 Fi ]
void DrawSphere(float, int, int, bool) BRAK % Fi 1o
void DrawCone (float, float, int, bool) P 0D F e
void DrawCylinder (float, float, int, I {57 D i 18]
bool)
void DrawCapsule(float, float, int, F1 7 % )L O HiE
bool)
void DrawRoundCone (float, float, float, B 9 o |
int, bool)
void DrawGrid(float, int, float) 70w K % i
void SetFont (const GRFont&) 7+ ¥ hDRE
void DrawFont (Vec2f, UTString) 2 IRIET F A b D]
void DrawFont (Vec3f, UTString) 3L T F A b D
void SetLineWidth(float) RO KT DAL
AXZ
GRRenderIf
void SetCamera(const GRCameraDesc&) AT DBFE

const GRCameraDesc& GetCamera()

71 A T DEAS

714 b
GRRenderIf
void PushLight (const GRLightDesc&) FA4hETvTa
void PushLight (const GRLightIf*) FJA4hETyva
void PopLight () T4 hERY T
int NLights () 71 D



92 % 8 # Graphics
BERR AT A
GRRenderIf
void Reshape (Vec2f, Vec2f) T4 Y RUY A XOEHE
void SetViewport (Vec2f, Vec2f) Ya—FR— D
Vec2f GetViewportPos () Yo —FK— MEADHE
Vec2f GetViewportSize () Y a—KR— Mo XD
Vec2f GetPixelSize() 1 ¥27 VoYY 1 X% s
Vec3f ScreenToCamera(int, int, float, AZ U —VEEMNSH AT pEE
bool) NDZEH
void EnterScreenCoordinate () A7) — VBRI DB Z 5
void LeaveScreenCoordinate () 27 — VEERN SRS
GRRenderIf
void SetViewMatrix(const Affinef&) REATH]DFBEE
void GetViewMatrix (Affinefg&) B RATH D HUAS
void SetProjectionMatrix(const Affinef&) #FATHIDIKE
void GetProjectionMatrix(Affinef&) BT 5] D HUS
void SetModelMatrix(const Affinef&) T IVITHI DR
void GetModelMatrix (Affinef&) £ T IVITHI DI
void MultModelMatrix(const Affinef&) T NVATHNC Bz T 5
void PushModelMatrix () ETNMTEE Ty Y a
void PopModelMatrix () ETNATHI R Ry 7
void ClearBlendMatrix () TV REBITHIOZ )T
bool SetBlendMatrix(const Affinef&, int) 7L v REEITHDHK
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Table8.1 Reserved colors

INDIANRED n (205 92 92) AQUA (0 255 255)
LIGHTCORAL (240 128 128) CYAN (0 255 255)
SALMON (250 128 114) LIGHTCYAN (224 255 255)
DARKSALMON (233 150 122) PALETURQUOISE (175 238 238)
LIGHTSALMON (255 160 122) AQUAMARINE (127 255 212)
RED u (255 0 0) TURQUOISE (64 224 208)
CRIMSON u (220 20 60) MEDIUMTURQUOISE (72 209 204)
FIREBRICK u (178 34 34) DARKTURQUOISE u (0 206 209)
DARKRED | (139 0 0) CADETBLUE u (95 158 160)
STEELBLUE | (70 130 180)
PINK (255 192 203) LIGHTSTEELBLUE (176 196 222)
LIGHTPINK (255 182 193) POWDERBLUE (176 224 230)
HOTPINK (255 105 180) LIGHTBLUE (173 216 230)
DEEPPINK u (255 20 147) SKYBLUE (135 206 235)
MEDIUMVIOLETRED u (255 21 133) LIGHTSKYBLUE (135 206 250)
PALEVIOLETRED | (255 112 147) DEEPSKYBLUE u (0 191 255)
DODGERBLUE u (30 144 237)
CORAL (255 127 80) CORNFLOWERBLUE u (65 105 225)
TOMATO n (255 99 71) ROYALBLUE u (65 105 225)
ORANGERED | (255 69 0) BLUE | (0 0 255)
DARKORANGE (255 140 0) MEDIUMBLUE ] (0 0 205)
ORANGE (255 165 0) DARKBLUE u (0 0 139)
NAVY ] (0 0 128)
GOLD (255 215 0) MIDNIGHTBLUE ] (25 25 112)
YELLOW (255 255 0)
LIGHTYELLOW (255 255 224) CORNSILK (255 248 220)
LEMONCHIFFON (255 250 205) BLANCHEDALMOND (255 235 205)
LIGHTGOLDENRODYELLOW (250 250 210) BISQUE (255 228 196)
PAPAYAWHIP (255 239 213) NAVAJOWHITE (255 222 173)
MOCCASIN (255 228 181) WHEAT (245 222 179)
PEACHPUFF (255 218 185) BURLYWOOD (222 184 135)
PALEGOLDENROD (238 232 170) TAN (210 180 140)
KHAKI (240 230 140) ROSYBROWN (188 143 143)
DARKKHAKI (189 183 107) SANDYBROWN (244 164 96)
GOLDENROD (218 165 32)
LAVENDAR (230 230 250) DARKGOLDENROD u (184 134 11)
THISTLE (216 191 216) PERU u (205 133 63)
PLUM (221 160 221) CHOCOLATE u (210 105 30)
VIOLET (238 130 238) SADDLEBROWN H (139 69 19)
ORCHILD (218 112 214) SIENNA H (160 82 45)
FUCHSIA u (255 0 255) BROWN u (154 42 42)
MAGENTA ] (255 0 255) MAROON | (128 0 0)
MEDIUMORCHILD u (186 85 211)
MEDIUMPURPLE u (147 112 219) WHITE (255 255 255)
BLUEVIOLET u (138 43 226) SNOW (255 250 250)
DARKVIOLET u (148 0 211) HONEYDEW (240 255 240)
DARKORCHILD u (153 50 204) MINTCREAM (245 255 250)
DARKMAGENTA u (139 0 139) AZURE (240 255 255)
PURPLE u (128 0 128) ALICEBLUE (240 248 255)
INDIGO u (75 0 130) GHOSTWHITE (248 248 255)
DARKSLATEBLUE u (72 61 139) WHITESMOKE (245 245 245)
SLATEBLUE u (106 90 205) SEASHELL (255 245 238)
MEDIUMSLATEBLUE | (123 104 238) BEIGE (245 245 220)
OLDLACE (253 245 230)
GREENYELLOW (173 255 47) FLORALWHITE (255 250 240)
CHARTREUSE (127 255 0) IVORY (255 255 240)
LAWNGREEN (124 252 0) ANTIQUEWHITE (250 235 215)
LIME u (0 255 0) LINEN (250 240 230)
LIMEGREEN | (50 205 50) LAVENDERBLUSH (255 240 245)
PALEGREEN (152 251 152) MISTYROSE (255 228 225)
LIGHTGREEN (144 238 144)
MEDIUMSPRINGGREEN (0 250 154) GAINSBORO (220 220 220)
SPRINGGREEN (0 255 127) LIGHTGRAY (211 211 211)
MEDIUMSEAGREEN u (60 179 113) SILVER (192 192 192)
SEAGREEN u (46 139 87) DARKGRAY (169 169 169)
FORESTGREEN ] (34 139 34) GRAY ] (128 128 128)
GREEN u (0 128 0) DIMGRAY u (105 105 105)
DARKGREEN | (0 100 0) LIGHTSLATEGRAY u (119 136 153)
YELLOWGREEN (154 205 50) SLATEGRAY u (112 128 144)
OLIVEDRAB u (107 142 35) DARKSLATEGRAY u (47 79 79)
OLIVE u (128 128 0) BLACK ] (0 00)
DARKOLIVEGREEN n (85 107 47)
MEDIUMAQUAMARINE (102 205 170)
DARKSEAGREEN (143 188 143)
LIGHTSEAGREEN u (32 178 170)
DARKCYAN | (0 139 139)
TEAL | (0 128 128)
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FilelO

9.1 #=E

FileIO 137 7 1 WV AH i#gE 2 2k 5 € 2 — )V TF. Framework S FHT LD
DR TTH, BRTHWS & XD EENTE T,

9.2 FilelO SDK

FilelO EY 2 — VDT RTOA TV 7 bESDK 75 A FISdk IZ k> CTEHINE
9. FISdk 7 7 A, 7007 LDEFEZBLCEELI DDA TV VBREET SV
TNVHNY 2 IGATT. FISAK ATV 27 MEMERT AIZIZLLTO LS Iz LU £ 7.

FISdkIf* fiSdk = FISdkIf::CreateSdk();

WHEZOEMEIZ T 7S5 Ao bRz — AT EITLUET. £/, Framework €
Va— ) EMHHATEGEIZI—YIERE FISdk 2EKT ALEIEIH D FHA.
FISAk IZIZBAFD 2 DDOBERENH D £ 7.

e 77 ANAT VT bDIER
o TVR—b AT bDIERL

T7ANA Tz ML, 7740060y —r0Oa—R8Ltt—7%2H0ET.
T7ANVDRIES T AL FIFile T, 77 ANV 74—y NOFEI L IZEHD 7 7 1)L
7 I AWREL £9 (Fig9.1).

7 7 A IWAERIZEE T 5 FISdk OB ZLLNIZR L £7.

95
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# 9% FilelO
FIFile T7AIL
— FIFileSpr Springhead AT+ ANT+—< Wk
— FIFileBinary SpringheadHE B /N\AF) T+ —< vk
— FIFileX Direct X
— FIFileVRML VRML
— FIFileCollada COLLADA

Fig.9.1 Class hierarchy of file objects

FISdkIf

FIFileSprIfx* CreateFileSpr()

FIFileBinaryIfx CreateFileBinary ()

FIFileXIfx CreateFileX()

FIFileVRMLIfx* CreateFileVRML ()

FIFileCOLLADATf* CreateFileCOLLADA()

FIFileIfx* CreateFileFromExt (UTString filename)

CreateFileFromExt (X filename DR ¥ 67 7 A IV 7 4 —~ v b ZHH U THIn
TET7ANA T bRERLET.

93 T77AILT7A4A—<v b

Z OffiTlx Springhead TH—R - =7 TE537 74 VDT 7 AN T r—<v N %
TLUET,

931 spr774J)b

LR 7 .spr @ 7 7 1)V, Springhead IED 7 7 1 VLA TT, ADVHAFTEZ LY
3 <. Springhead DEFRNZILL TERVFEZZITRVWESIBRERNITHR-oTVWET,
T7 ANV EFEETIHEAERIOEAEZMH>TLEE W,

spr 7 7 AIVIE /) — NEZEDIEVIELTY, spr 77 A VOHIZERLET,

PHSdk{ #PHSdk / — K
CDSphere sphere{ #1 DF ./ — RIZ CDSphere / — K% iB10
material = { # CDSphere D material (PHMaterial #)
mu = 0.2  # BEEFH nu IC0.2 ZKA
}



93 774NV T7Fx—< vk
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radius = 0.5 # radius IC 0.5 ZKXA
}
CDBox bigBox{

boxsize = 2.0 1.1 0.9
}

Spr 77 ANVD ) —RiET 4 A7) 7R (F34H) 22 ) 11 THIGL T,
TAAZY TRIZABITNIETHEWIMHZ S ) — NORMBMEZ £, 771V TlE%
RALZBRWE, T4 A7) TRXOUEICZ Y £F, EOHITIX, PHSdk IZEME N5
sphere(CDSphere ) I,

CDSphereDesc desc;
desc.material.mu = 0.2;
desc.radius = 0.5;

LT AATY) T X desc TEADEFRULZ &2 £,
Spr 7 7 1 VD XiE%E BNF + EEKRBFETEL &

Spr = nodex*
node = node type, (node id)?7, block
block = ’{’ (nodelrefer|data)* ’}’

refer = ’*’ node id

data = field id, ’=’, (block | right)
right = °[’ value*, ’]’ | value

value = bool | int | real | str | right

L7320 £9, right URBEOMHIE field DRUTKFL £9,

932 X774

[X 774)V ] % Direct3D D7 7 A V7 4+—<v hT, #ERFIZ x TF, EFY V
7YV 7k XSITffibh T, ZLKDETY VIV - THITEET, 3D DRT —
R, XTIVTIN, TOAF ¥, R—rvR¥%aEDHDDHILPTEET, Springhead2 Tl
A7 X 7 74 vDa— K&, Springhead2 HH®D / — FDOu— Rt —T7NTEZF
T, HEUME —F2FEESTEEE8E Spr 77 A VD REEPTLMHEMTTOT
ZHLoDHEBTIOLET,
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X774 NVOHZERLET,

xof 0302txt 0064 DT NI SHEED
# J— RI,
# g, /J—RE { 74— RDEYRL F/—K }
# INDYANZ
PHScene sceneil{
0.01;0;; #74—JLK X fE; DEYRL
1;0;-9.8;0;; #HEIE BUE, XFHFEEIEFT1—ILR
PHSolid soFloor{ #F/— K&, /—RKERAL
€-1.))
}
}

# XY NE #HIC // BEZD

mE/—RKDOEE

Springhead2 D@EH D /) — K%, A7V 27 bDF 4 A2V FXx (4 3.4 Hiffi) 121
M1THIEUET. B— KR, T4 A2 TRICHIGT 24TV 227 MBERS N,
V=TI 7ICEBMENET. v —TWHZIE, ATV MRS T4 AT ) TR EGAE
L, /—RNDIERTT7 7 A VI FEnE 7.

ATV DT 4 A2 ) TRIZE, BIR/RTE//—FhHo xd. #Hl2IE,
SprPHScene.h (213,

struct PHSceneState{
double timeStep; /1/< BRARATY T
unsigned count; ///< D LB
Irg
struct PHSceneDesc:PHSceneState{
/// R - MRERT Y Y Y OFEE
enum ContactMode{ MODE_NONE, MODE_PENALTY, MODE_LCP};
Vec3f gravity; ///< EANMEENRY M. 77+ )L MEIE
(0.0f, -9.8f,0.0f).
};

DEIZ, AT—FeT4 ATV TEAPESINTWVWET. ZD PHSceneDesc (ZX)G
T5X 771400 —Kig,



94 774 )lDOua—RK - -t—7 99

PHScene sceneilq

0;; #PHSceneState: : count %D ; |% PHSceneState DD %
Y.

1; #PHSceneDesc: :ContactMode

0;-9.8;0; ; #PHSceneDesc: :gravity =%E®D; |& PHSceneDesc BN’ Y %= R~
7.
}

DESIZHRDET. VF5ADRAUNEERZTOEFE T =V NIz FET. /2, HEAK
75 A, REEIZ T 4 — IV RASBINI NI R D £7.
WH ) — RFO—% X TBU: TAZ Y IR —EDOR— ZHBFTI .

X7Z74ILD/—K

Springhead2 OMH / — FZFTHL, HWHEDOX 774D/ —REu—RFTEET,
X 77 AT,

Frame{

FrameTransfromMatrix{ 1,0,0,0, 0,1,0,0, 0,0,1,0, 0,0,0,1; }
}

DEIBRTV—LD/ —FEINH D £33, Sprinhead2 (ZIXHIT ST+ A2 Y TR
ATV N BEHY EFFA. I T, TSI, GRFrame X PHFrame IZA#iI T
n—RNXhExd. TBW /— K —ED~— (pageNodeDefList) &SI T X .

94 774 )0OAO—RK-&—7

Fig9.2 &, 774 )1Du—K - ¥t —T7DFEEZRLTVWET, O—NRIZIZET 7 7
ANEN—ALTTAAIZVTRZDY Y —%EDET, IRITT A ATV TRZDYY —% 7
EDRPS, ATV OV —REDET, —H, B—=TRIZIE, T4 ATV TERY
D—=3ED FXA, ATV MV ) =% 0RBEA TV NPT A TR
EED, ZTOBTI7ANMIZEELLTWEET,

T7AND) —RETF A AZ)TEZY ) =D/ —RiF 1 LIZ/HIGULETH, A7V
DY) —TIEEDS LIEREL A,

0.01
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Fig.9.2 Overview of file operation

941 774)O—RKRDMHLHEMA

T77AILDIR—2R

7 740D — KX, FIFileSpr ¥ FIFileX O & 5 7% FIFile DJRE T 7 A D
LoadImp() * YV v RDBfFWVWET, 77 1)L 8—Z2ADFEHEX, boost:spirit % T HE
BINTVET, Init() AV Y RTHA—VOLEEEHZLTVET,

TARY) THYDERK

N—H (X FILoadContext # I VT F A ML U THWERLRONN—ZA2HED F T,
fieldIts IZE—RFDF—ROMERZ LY PLTWEET, /—KAP AN
MOET AR TRROAVNORZHZHENH D £, EILFERIZ SWIG THERKL
TWbT 4 A7) FROEIEHR%?7Sdk: :RegisterSdk () BEHKLZHDEHAVT W E
T, LW/ — NPT AEIZ FlLoadContext: :datas (2T 1+ A2V T X ZHEL.
T—REO—RTEHLZZIEEZEY PLTWEET, D/ — RADHRIL, Z DA
TiE/ — FHOXEH| TRk L THE 7,

SROY VY

T7ANVETRTH— R UKD 5B L Loadlmp() 7 5K T .FIFile: :Load(FILoadContext*)
CR->TExd, o/ —F (o741 220 FR) ~D2E ) — RZ{OLFH 2 HHD
LKA VR TORVWTWEET,
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7Y NDEK

A7V MERKIE, FILoadContext: :CreateScene() 7%, T4 A2 Y S XYV —
EWRANSTZED RV OIEIITVET, T4 A2V TEAPSA TV b aERT 5D
. ZOA TV FNORMA TV 2 NTYE, ATV MHRERTERVES
& SDK O Az ik A %9, SDK DADR—BRARICHLT7 7M1 V20— KT 57012
. POXRMUA T2 PEHELTELBENRH D £9, FIFile::Load(ObjectIfs&
objs, const char* fn) @ objs BIEIFZFDHEEZ L £7,

RN ATY 27 M, BlO AddChildObject () TIT SIKFE L TEMENET,

SBROY VY

T4 AT TREOBIIIRA Y RIZI>TVWETH, V—r I I 738N ->TnIEd
Ao TAARZNTRDBBIEST, TA4AZ ) TEADPSERINIATY 7 MEIZS
AEBMUEY, Y2k, AddChildObject() B ZIEUH T Z & TiHibhvE 3, Bl
FeZ2BOXINION LBV ET, HD/ —FORNIZF/ —Kz2EVWTH, jlorZl s
WZEWZ ) = RADZBEENTCERILY =27 7128 5DIFTT,

942 774)LO— RDERE

Framework % f# 5 @ & ffH# T,

virtual void FWMyApp::Init(int argc, char* argv[]){
UTRef<ImportIf> import = GetSdk()->GetFISdk()->CreateImport();
GetSdk()->LoadScene(fileName, import); // Z7A4JIDO—K
7

GetSdk()->SaveScene("save.spr", import);// 77 AIDE—TF R b

FISdk HAATH S GEIZIRD L 512700 £7,

int main(){
/] T7F7ANA—FTERTES LIS, & SDK DRIER%E Fik
PHSdkIf: :RegisterSdk();
GRSAKIf: :RegisterSdk();
FWSAkIf: :RegisterSdk();
// Z7A)OA—R
UTRef<FISdkIf> fiSdk = FISAkIf::CreateSdk();
FIFileIf* file = fiSdk->CreateFileFromExt(".spr");
ObjectIfs objs; // O—RBAATIV I bMRYY Y
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FileIO

s

%9

fwSdk = FWSdkIf::CreateSdk(); // FWSDK ZFHE

/] FATI U MERRBIC fuSdk £ R4 v 7 ICHED

objs.push_back(fwSdk) ;

// FWSDK AFEHKZT 7/ 560—K

if (! file->Load(objs, "test.spr") ) {
DSTR << "Error: Cannot open load file. " << std::endl;
exit(-1);

}

// Z7AIHRDIL—k /=R (BEHROFREEHY) 5 objs ICEEENS,

for(unsigned i=0; i<objs.size(); ++i){
objs[i]->Print (DSTR) ;

}

043 774N tE—TDMHLHEM

T 7 ANV —=TIX FIFile WY =V 7537 %780 RN1R6 ATV ek —T0L T
WEFd, KA TV T D GetDescAddress() H. EEHINTWRITHIE GetDesc ()
EMOHLTT A A2 ) TR E2GABLUET, V=V 77712 5/ — KPEHD
J—=RKDF /) —=RiZioTWBGERH L7, 2HIZE—TULHRWVWE 5122 EHDKIZ
ZIR L TE—7 L%,

TFTARAZ)TREROELZS, T4A2) TRXOMERZMHE LT, T4 A2V 7
RDAVYNEEFIZL—T L TWEET, EBIIT—X2%2 7 7 A IVIZHRIES 5 a3 — Fid,
FiFileSpr & ¥ FiFile OJR‘ESZ T AIZH D £7,

9044 TJ7ANtE—TDERKE

Framework Zf#i5 @ & A Td,
virtual void FWMyApp::Save(const char* filename){
UTRef<ImportIf> import = GetSdk()->GetFISdk()->CreateImport();

GetSdk()->SaveScene (filename, import); // filename IC>— V%
-7

FISdk HAATH S SHEIZIRD L 512720 £7,
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void save(const char* filename, ImportIf* ex, ObjectIf* rootNode){
!/l 77ANDE—T
UTRef<FISdkIf> fiSdk = FISdkIf::CreateSdk();
FIFileIf* file = fiSdk->CreateFileFromExt(".spr");
ObjectIfs objs; // O—KAATITIMRIYY
objs.push_back(rootNode) ;
file->SetImport (ex);
file->Save(*objs, filename) ;

9.5 A VKR—MNEROEE

TB.W. (Import Z{#H> LB D7 7 A VIZE N/ —REROHET I ENTE S,
Import Z2ffi>TCHA— KL~y —ra2Ee—T848, 771 VIRERICEYZEZTR2 77 1)L
ZRAFT 2 DD RIEIZR 5, ZHE2EET 5 DM Import DEE7Z LB S, by BRI
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Humanlnterface

10.1 =

HumanlInterface € ¥ 2 —ILix, N— R = 7R ANT A A% AT 572D IR
IRIE LWL VX 7 o — A2 REL £ 5.

T L A EDYE, Humanlnterface D#ERE I Framework €Y a— V2N L TT7 7 A
THZLIChVET. ZOHEAE, BT ea— VAU T AKX TV M RT
NA ZDEZ I—FHGTITOBEIETDH D £HA.

10.2 Humanlnterface SDK

HumanlInterface EY 2 — VDT RTOA 7Y 27 ME SDK 75 A HISdk 12 & - T
MXNFET. HISdk 7 7 Ak, 7027 LDEFEZBLTREIZELI DO T Y =7 bHEE
TEHEYYIINVNRNY I SATT. HISARK A7V 27 M E2ERTAIZIEUTO LS IZUET.

HISdkIf* hiSdk = HISdKIf::CreateSdk() ;

EHEZOEEL T T T L0 LRI —EZITEITLUET. 72, Framework €
Va— )V EMHHATEGEIZI-YDEE HISdk 2/EKT A0 EIEH D FHA.

103 7SABEET—91EiE

HumanInterface €Y a2 — VD2 7 AR % Fig. 10.1 (TR LU £ 7.
TNA ZNZWEFETNA ALFERT NS ZADD D £F. ET A AFHEDN—RY =7
IR L, BIZIE Wind2 YV ZAXHBEA—HD A/D ER—RE2RTET NN ZANDH

105
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Sdk

L HISdk

Humanlinterface SDK

NamedObject
— HIBase Ea—< AR T—X
I— HIPose CEREREI E2TI—X

I— HIHaptic HARRFA2TT—X

'— HIDevice TINAR

|: HIRealDevice ETNAR

HIVirtualDevice #&RET/(X

Fig.10.1 HumanlInterface class hierarchy

HISdk Humaninterface SDK

Ea—UAVRTT—RAT—)L

HIBase Ea—IAVRTT—R
[ HIVirtualDevice ﬂﬁﬁéhé{&?@?‘/wxm

TINART—)L

-

HIRealDevice EFNAR

[ HIVirtualDevice #R#shaRET MR m

N

N
J
J
A J

Fig. 10.2 HumanlInterface module data structure

DET. —h, KT NA REET NS AT AR 2R L, WHRICKEL
TA. BIZIE, 120 A/D EB#E—- N PHBAINAEZI TR VR T 2= ABRINILH
720 9. HARMIZ, WIHEREZ RO TIE—PIEE TN 2l g Z 2 i<, KA
TNA A% B TENS OBREZFIHT S L2 x7.

La—IVA VR T z—ARFT NI ALY L EETHMBILINHIEA V2T — 2%
AL £ 9.

12 HumanlInterface €Y 2 — )V DO 7 — X &% Fig. 10.2 128 LU £ 9. HISdk A4 7
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VI I a—UA VR T —AT=NWVETNA AT =V EFSTVWET. TR
TNV EEETNAZADEFE DT, TNETNDET N AIZTOHHEE WL DD T
NAZE UTAMBIZERHEL £9.

TINA ZDKERE % AH S 121

1. EFNA A EEKRT 3
2. BT NA APRMET BT NS AT 7R AT 3

WD 2RO FIEE AT T, UNIZZIZEER T 5 HISdk O EZ AL X 7.

HISAkIf

HIRealDeviceIfx* AddRealDevice(const IfInfox ii, const void*
desc = NULL)

HIRealDeviceIfx* FindRealDevice(const char* name)

HIRealDeviceIfx* FindRealDevice(const IfInfo*x ii)

AddRealDevice IZBIIESR ii & T 14 A2V T X desc 28 LU TETNA A2/ERKL £
3. FindRealDevice I i HLE %EE‘US:% ELT, E%Y?@%T/*’fl%’:i‘ﬁ%bi‘é‘. =&
ZI1E, AT GLUT 2ZHWAF—KR—K - IO AETNAS A2 EFT 5

hiSdk->FindRealDevice (DRKeyMouseGLUTIf: :GetIfInfoStatic());

LLUET.

IRATNA Z %A E X OORKIS 2 51213 HISdk #7195 Jjik & HIRealDevice %
BEEFEOCHEST HEO 2O BH 0 £7.

HISdkIf

HIVirtualDeviceIf* RentVirtualDevice(const IfInfo* ii, const
char* name, int portNo)

bool ReturnVirtualDevice (HIVirtualDeviceIf* dev)

RentVirtualDevice T N1 A7 =)L & AF v > L CTRUERIZEE U 72 ) DA T
NAA%BUET., ETNA AZREL7Z\WEE L name TET NA X%’i’i‘b%’bi’é’
¥/, BEOBRBTNA ZAZ2RETE2HET NS ZAEHVET. ZOHAER-—VES
portNo THUE L 72\WET NA A2 EETEET. 71 ZADHE ’5:575< =iz, —&
S S NIRRT N TR AR IZZ2 0 £5. FIHBO TN ZH 72 :EW%T%
e TEFEFHA. Wk 5727 /31 Xl ReturnVirtualDevice TEHIT 5 Z &1
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Lo THUHRGTRRIZAD £,

HIRealDeviceIf

HIVirtualDeviceIf* Rent(const IfInfo* ii, const char* name, int
portNo)
bool Return(HIVirtualDeviceIf* dev)

IHGIRETNA AN S EHEIRG, BT L7200 TY. KiglXFEKRTT.

104 ZEF/N1M1 R

Springhead TIEWL DDA =D N— KT =7 PRET NI R LTHR—-rEN
TWETA, WERICEARET DTN THEH7ZOARNFa Ay bONGS e LT, B
DB B HIEY —AT—=RE2RTLIZIW,

105 F—HR—K-T9R

F—AR—FNBLUOY Y ADOKREIZEH LTI 207 72 LTRENTVWET. F—
A= R - 7 ZADOMEA T /N1 XL DVKeyMouse TJ. HT /N1 A& LTIk Win32 API %
Fi\» % DRKeyMouseWin32 & GLUT % f\»% DRKeyMouseGLUT 2% b £9. f&fitxh
LHEREICZDDERDR D LD THERELTRFI.

fRi8F—— K

Ascii DR F — ICIFMHERIKEFEOF —T— RBRE O LB THENTVWET. ZOEZIK
INT 272D A R DY ViRV DVKeyCode BRI TEHRZR I N TV T.
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DVKeyCode

ESC IRAT—7
F1-F12 JrvovarE—
LEFT —

UP T

RIGHT -

DOWN l

PAGE_UP Page Up
PAGE_DOWN Page Down
HOME Home

END End
INSERT Insert

BB U T VRVPEMES NS AEEERH D £TDT, BRIRVAMINYXT 7
AIVTHER L TL 720,

=y ARV RY

DVKeyMouse 7* 5 DA RNV bk % QLI 9 % |Z 1% DVKeyMouseCallback 7 T A & fkK L,
ARYINYRTZF =T A FUEXT. DVKeyMouseCallback (FW DDk 2 —<
VAVRT 2 — AT TADMKL TWBIER, BikT ST T r— a7 J X Fiulpp
LA LTVET.

DVKeyMouseCallback

virtual bool OnMouse(int button, int state, int x, int y)

RUARR YTy va/))—2A

virtual bool OnDoubleClick(int button, int x, int y)
RITNTV) o
virtual bool OnMouseMove (int button, int x, int y, int zdelta)

XA =V NVEE) )T ARA —)V[EHE

virtual bool OnKey (int state, int key, int x, int y)
F—Tvva/))—2X
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OnMouse XYV ARRXR YD Ty adhHbWiEV ) —AREUZE SITHUOHINET.
button |1 XY MIBRT B2 T ARZ VB LWL D ORI F — O+ % (R FF
LU, ZOffil% DVButtonMask 5|2 FDfED OR FEATREINFT. state ldv T AR
R VIREZE L %E R L, DVButtonSt ¥ FOWITNODEEZFKLET. x, yidA XY B
D=V VR AR LU ET. HlE LT, ERRYOTy Y ad Xy MEUET 512
FIRD L SIZUET.

// inside your class definition ...
virtual bool OnMouse(int button, int state, int x, int y){
if (button & DVButtonMask: :LBUTTON && state == DVButtonSt::DOWN) {
// do something here
}

OnDoubleClick ZY VAKX VDX TNI )y IBREL & ZITIFENET. 518D
7€ #%1% OnMouse X [FIFRTT .

OnMouseMove (X~ V7 AN =V IV DBENT 55, U AKA — )DL L 72 BRIZIE X
9. button IFERIOY T ATy ¥ aA Ry MIEBEWT OnMouse IZHEINZDE[HU
ExRbHET. x, y IIBEERO I — YV IVER, zdelta ¥V AN —V ILO[EEETT.

OnKey IZF —HR—RFRDF =2 Ty ¥axnNsdmnV ) —AINEZERITFIENET. state
IZ DVKeySt FIBFDIEZFFH T, key X T v adb b0tV U —AIh/-F— DM
F—I—-FZ2HRFLUET.

UFICBEEST 2% FDOEHEEZRLET.

DVButtonMask

LBUTTON KRR
RBUTTON HARZR YV
MBUTTON hRX v

SHIFT Shift F—fL FIF
CONTROL Ctrl ¥—# L FIF
ALT Alt F—#ILU T
DVButtonSt

DOWN RR Ty va

UP AR )Y —A
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10.5 F—AKR—F - -<TT XA
DVKeySt
PRESSED HEhTnwsd
TOGGLE_ON KL ENTWS

APl & L TRt S n B HaE

BARIZ DVKeyMouse DEE %R L 7.

DVKeyMouseIf

void AddCallback (DVKeyMouseCallbackx*)

void RemoveCallback (DVKeyMouseCallbackx*)

int GetKeyState(int key)

void GetMousePosition(int& x, int& y, int& time, int count=0)

AddCallback (F 32— Ny 72 5 228U £9. —DORET /N A 25 U THEEUE
DA— )Ny 7 %2EiKTE£9. RemoveCallback (FEFKFED I — IV Ny 77 5 A% fiR
PRUE9.
GetKeyState (% DVKeyCode THiE L 72 F — DfRfE% DVKeySt DE TR L £ 7.
GetMousePosition |Z count A7 v FHID~Y U A K — V)D& % TGS 5 DIZHWN
F9. 72720 count X 0 A E 63 A RTRITNIERD XA, x, yITH7— YV IVEED,
time IZX A LAR YV THMEIMMES N ET.

HR—MRRICET 2ER

T 2 HKT NS AL > TE OB RIS RV DOTERL TS,

OnMouseMove IZHEWT YV AFK A — IV OEEKFEZIET 2121k, ET N1 AL LT
DRKeyMouseWin32 % fifH3 % 7», freeglut &Y > 2 L TEIL K U7z Springhead T
DRKeyMouseGLUT Zffifi 4 2 B ENRH D £7.

OnKey IZHWVWTF—D b ZIVREEZHF T 512135 T /3 1 A & L T DRKeyMouseWin32
EHHTOHEPDD £7.

GetKeyState X DRKeyMouseWin32 TOAY R— I N E 7.

GetMousePosition (ZHBWT, XA LARY T %49 %121% DRKeyMouseWin32 %
AW BENHD £7.
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Fig.10.3 Trackball

106 YaARTa4vYy

VaA AT 4 v DT NA AL DVJoyStick TF. EF /N1 AL LTIk GLUT %
FH\% DRJoyStickGLUT ODAMNH D £7.
T.B.D.

107 ~ZvoR—I

FIYIR=IIEF—R—F - VAL DN - BED 6 HHEZ AT HL 2 —<
VAVRTz—ATY. bIvIR—NEMSIZLIZED, IATEEHMAEDDITHA
BETLHIENTEL XD ET.

NI v I R—IVEEET S HEICIE, API 2 BEENOH T ALk, (REx Y Riza—)L
Ny VBT HAEOBORH Y £, FARIZ, Ty I R—IVOREEZIGT 5 Hik
ZH APITIEH L E - Ny JBERO @O RS ET. REXT AL NI v IR
VB L0 —H T8I LDOEKRE Fig. 10.3 IZTRUET.
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EExr0 & EERAE
HA T DALE L A E I, TR, REA, MEAS IO S OB & > T
DEd.
HITrackballDesc
Vec3f target [ 8 L
float longitude FEJE [rad]
float latitude #JE [rad]
float distance PR
HITrackballlf
Vec3f GetTarget ()
void SetTarget (Vec3f)
void GetAngle(float& lon, float& lat)
void SetAngle(float lon, float lat)
float GetDistance ()
void SetDistance(float dist)
HLHEEE

PAT ORgie CAE S L OB HEPATIRZ A s 7.

HITrackballDesc

Vec2f lonRange o8 JEE A ]

Vec2f latRange e JEE i ]

Vec2f distRange RER e
HITrackballlf
void GetLongitudeRange (float& rmin, float& rmax)
void SetLongitudeRange (float rmin, float rmax)
void GetLatitudeRange(float& rmin, float& rmax)
void SetLatitudeRange(float rmin, float rmax)
void GetDistanceRange(float& rmin, float& rmax)

void SetDistanceRange(float rmin, float rmax)
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O—I)b/Ny &%k

HITrackballIf

DVKeyMouseIfx* GetKeyMouse ()
void SetKeyMouse (DVKeyMouseIf*)
void SetCallback (HITrackballCallbackx)

NTw I R—IVES Y AEIET 521X DVKeyMouse 2 7 A 3 — )L Ny 7 & EkT B dh
ENH D x93, I—I)b Ny 7 BET 5IT1F SetKeyMouse, E&LDM~ 7 A% HUEFT
%1Z1% GetKeyMouse % UM 9.

£/, =TT ILNI Ty IR—IIZ A =Ny &L TREZILIZKIGTE
% & 5129 31Z1%, HITrackballCallback 7 7 A&k L, SetCallback BHEUIZIEL
¥ 9. HITrackballCallback IZMA FOH—DKAEKE RS £ 7.

HITrackballCallback

virtual void OnUpdatePose (HITrackballIf* tb)

OnUpdatePose |& b 7 v 7 R — )V DAE - [ SIZLMPEL BEICIFEN XS, 518D
th IFMEOHLILD M Ty 7 R—LERLUET.

JOARY VEIYT

HITrackball (& N#8 T DVKeyMouseCallback % k7 L £ 9. SetKeyMouse (Z & D
DVKeyMouse (2 I —)L Ny Z&8kd 5 L, Y7 AA—VIIVHBET % 72 FIZ OnMouseMove
ARV INY RIBFOCHEHN, Ty I R—IVONEIRELEHINET. vV ABH
RORXREBIZIGE TR Ty 7 R—VDEDRENEIT 20D IBEI AT A X
MARETY. DANICBE S o2 R L 4.

HITrackballDesc
int rotMask FEEERED R XV E4 T
int zoomMask A — LEED R R VEY T

int trnMask SEATRRENHRIED R RV E2Y T
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HITrackballIf

void SetRotMask(int mask)
void SetZoomMask(int mask)
void SetTrnMask (int mask)

rotMask, zoomMask, trnMask (&% NZNEEREEE, X — LEAE, FATREIHEIEICEHD
WTWI T AKX 2T 5 OnMouseMove D button BIFDfEEZFRL 3. LAFIZ
SRR O ET.

~ U AME SiE button fE 2tz

iy &) rotMask 313

£ rotMask 13

£ zoomMask PR

iy &) trnMask AR A x AR
EF trnMask LRy HERE

TI7AINEDRR VELTIILARDO®EY T

rotMask LBUTTON
zoomMask RBUTTON
trnMask LBUTTON + ALT

U7ho T, ERX Y R Ty 7 CHEERME, ARX Y KT v 7 TA—L#{E, [ALT] ¥— +
FER Ty T TETREIE LD 9.

7B, HRTIEIVAOBE ML DONIRENAXIA XTEHILIETEERA. £
72, XTUARA—)NVDEERE NTy 7 R—)V 7z #Ej X580 REHETT.

N RABEICT T BB & RE

Y UAMEIR L MELLE, FELlEL OBIREE FEOBEETHRETE ET.

HITrackballDesc
float rotGain [[§57 1 > [rad/pixel]
float zoomGain A= L7 A v [rad/pixel]

float trnGain SEATRBEN T A v
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HITrackballIlf

float GetRotGain()

void SetRotGain(float g)

float GetZoomGain ()

void SetZoomGain(float g)
float GetTrnGain()

void SetTrnGain(float g)

NSy O R—IILTHRAEEENT
NIV I R=INDANELHEE DA TIZIKIT 5121F, HEHLHEDOEETATDO L SI1Z
L.

// given GRRenderIf* render
render->SetViewMatrix (trackball->GetAffine() .inv());

10.8 Spidar

Spidar (&7 1 VEREIEID 3 #f - 6 I RIE R 2 —< VA V& T 2 —ATT.
T.B.D.
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Creature

Creature EY a—JLiE, MEBLIalL—49Z2AVWTIN—Fv IV Y —F+ (BEHE
T2FXv3570%) ZENT 2HEZRHELFT.

Springhead OB I a L —2 a3 VieEld, ABE-E¥ - F+v >4 - 08y NED
BFREMEESIaAlL—>avd Rl EiICBVWTHAAMELGHY £9. RBlF - EEIRTE
FETIVEERL, BEEICHEAAFTNFIEKECREIRO IK #EEXBAWTEREIEE
T HIENTEEYT. MESIAL—IROBER WEDES - B - BRAHE) %
FALTNAN=—FvILRREE (EvY) BROERETEET. BE - HHO/IL—T&2ET
ZETERBET2FX v 040Ny MIRETEET.

IOLENR=FvIax v 3048 -OFRy NEERHLT, "—=Fv LI )—F¥
(Creature : £Z#)) WU XY,

11.1 Creature Y 2 —JLDEK

Tz Creature Y a— )LD — W) —kEE%2 R U E T,

CRSdk
+-—- CRCreature
|  +-- CRBody

| |  +-- CRBone
| +-- CREngine (CRSensor, CRController)

CRSdk & Creature DfREZR T HMAL B ATV 27 FTT,

117
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CRSdkIf* crSdk = CRSAkIf::CreateSdk();

CRCreature ¥, X—=F ¥ V27V —F ¥ 1 (KD OEEEZHIET A2 A7V bTT. &
R, R, HEEZAL TWET. CRCreatureDesc IZIFFFIZEREITRNEIHEHIEH D £
A,

CRCreaturelf* crCreature = crSdk->CreateCreature(
CDCreaturelf::GetIfInfoStatic(), CRCreatureDesc());

CRCreature ZfEf L7566, MBI Ia L —Ya oy —v e EHEDITB72017,
PHScene 2 #4727 b2 LTy FLTL I,

// PHSceneIf* phScene; // should be taken from somewhere
crCreature->AddChild0bject (phScene) ;

VIalb—ya VEFRKIX 1 A7y 721 [H, CRCreature @ Step ZIFATL 72X
VW, I ZIERE Creature 23R D4 Engine @ Step BWFETINE T,

// Every time after simulation step
crCreature.Step(Q) ;

11.1.1 51K
CRBody &, N—=F ¥ L7V —F ¥ DHRETINEMRIEL . FERETIVIZH R
M DEARTT .

CDBodyIf* crBody = crCreature->CreateBody (
CRBodyIf::GetIfInfoStatic(), CRBodyDesc());

CRBone 1%, BAERERIBHOE D0 EDIZNIRT 52 A 7Y 7 T, WKL, IK
DEZHOOTI7Fax—& GHEIZE->TEHZVRZ T 7X) 22y MZUEZHEDTT,
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CRBonelIf* crBone = crBody->CreateObject(
CDBoneIf::GetIfInfoStatic(), CRBoneDesc());

CRBone [ZBHE DI 5 REAF TV 27 MITARTTEAT V27 b LTLEZI W,

// Z D Bone IZXF ST 2 @K
// PHSolidIf* phSolid;
crBone->AddChildObject (phSolid) ;

// Z D Bone % 3R Bone IC##td 58, Root Bone DIZHIFHFEE LB VD TEMFE,
// PHJointIf* phJoint;
crBone->AddChild0bject (phJoint) ;

// IKOIVRII7x949 (FhLE) THBHBEIINIET D PHIKEndEffector
// PHIKEndEffectorIf* phIKEEff;
crBone->AddChildObject (phIKEEff) ;

// phloint ICXWIEY S IKFP I/ F1T—%
// PHIKActuatorIf* phIKAct;
crBone->AddChild0Object (phIKAct) ;

11.1.2 RE&:

AR (CRSensor) & CREngine ® —# T4, CREngine |&, N—F v L7V —F ¥
DAT v T DEFTFEIRTY. CRCreature @ Step BIEAY 1 [HIEIX N 5 72 T,
CRCreature DME£id %542 TD CREngine @ Step BIBMIHIZEf TSN E 7.

CRSensor (2135 (CRVisualSensor), ffi% (CRTouchSensor) 3% Y £,

WRE BENICH DA% 1Step TEITV AT Y T 58BETT,

/] ’E

CRVisualSensorDesc descVisualSensor;

/] BEOKEX : KEFAE, EEAE
descVisualSensor.range = Vec2d(Rad(90), Rad(60));

/] FDEBFOKREX . KEAE, EEAE
descVisualSensor.centerRange = Vec2d(Rad(10), Rad(10));
/! BREVYENREAURICELY 1T BAE - B
descVisualSensor.pose = Posed();

// ZDIEBAMZ =t DISIREFH
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descVisualSensor.limitDistance = 60;

// YERX

CRVisualSensorIf* crVisualSensor = crCreature->CreateEngine(
CRVisualSensorIf::GetIfInfoStatic(), descVisualSensor);

BRI % HiAaH 37121 NVisibles() & GetVisible(int n) 2 fHWE 3, #HHEEHRZ R
9 2E1Z13463 Update 2547 LT L 72X\, Update #5179 5 & HEIHEROBH D
Step ([ZHED S HMICHEFIINE T,

crVisualSensor->Update() ;

for (int i=0; i<crVisualSensor->NVisibles(); ++i) {
CRVisualInfo info = crVisualSensor->GetVisible(i);
// FREIE—ES DREIER
info.posWorld; // EIERENAD T —IU N EE
info.posLocal; // BREEAEL LARRIEDOO— 0 )L ER

info.velWorld; /] RE

info.velLocal; // O—AHIVEETDERE

info.angle; /] BHERONSEEZTORA (FLFA)
info.solid; // EIRREE

info.solidSensor; // BEL VYL FEEHNB D)
info.sensorPose; // BEEVHREIEDAE - B8 (F23XA)

info.bMyBody; // BRDOEREBERT DAIATHNIL true
info.bCenter; // FDRFICA > TLIIE true

11.1.3 #HliELR

CRController |% CREngine ® —FET, N—F ¥ L7V —F ¥ D EAGHIEZHEY L
3. FEEROHIHEEEEE X CRController ZMA L 72& 2 7 ANHY U 9. B EH) £,
IRERGEE IR E 03D D £9,
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Framework

12.1 =

Framework (€Y a— )V OEEEZRELTT SV —va v OEREZ XHET 5720
DEYVa2—)LTT.

Framework €Y 2 — VD7 — X #iEi% Fig. 121 2R U ET. & EMACET 7Y 7 —
Yav s I A FWApp WH D 3. 2 —PIX Fihpp 2 kAT 2 Z & THEDOT 7Y
r—vavEERLUET. Fibpp TOHIZ by LRV Y 1 > K'Y (FWWin) O 4,
Framework SDK (FWSdk), 8 & UV 1~ R U< %Y ¥ (FWGraphicsAdaptee) ZfiH
7.

FWWin X by 7LV 4 Y RYT, OV 14 Y KR T AT NANA AP 2 —
R— MEREZRFFT L YXT, TOT 1V Ry eBEIT Ny - DS %
Fbxd. £/, MPTIHEARINTVWETHEY T+ Y RN GUI Y bE— )L 2K
DZLEHTEET.

FWSdk DEZENIJEHLEY 2 —VOKBEHRE TS . TOHIZHULEY 2 —)LD SDK 7 5
2% Framework ¥ — Y (FWScene) OFl4 % £t £ 9.

74 Y RUIR YV T RIKGTT 2731 ZDHIER A XY MY R VTR
WET., UV RIREIYIEAVE T —AZAELTWERADTI—HIZZF DELE
ZBICERT AHEEIH Y FRA. KTIET—XMEDHHD-HITH A T L TW»
7.

DR Tl % DR ERIZDOWTHBHIL TWE X T,

121



122 % 12 % Framework

FWApp 7704 —vavy3x

FWGraphicsAdaptee | Ewsdk  Framework SDK
GRDevice TITARTINA R PHSdk Physics SDK
DRKeyMouse F—AR—RRIRT NI GRSdk Graphics SDK
DRJIoyStick  SaARTFAYIT/NAZ FISdk  Fiel0 SDK

S / HISdk Humaninterface SDK
FWWin — mquky ‘

YRR SR FWScene Frameworks—> |||
GRRender i o o
FWScene JAURYICEE S St cene Physics>—>

= GRScene Graphics>—>
DVKeyMouse RAEF—R—R- IR \

DVJoyStick RESARTAY
HITrackball rSwiR—iL
HIDragger RSvH

Fig.12.1 Framework data structure

12.2  Framework SDK

Framework Y 2 —I)LDITARTOF TV 7 MESDK 75 A FWSdk 12 & » TEMHX
NEFF. FWSdk 7 7 AL, 7RI I LDFEGFTEBELTHEE 1 DOA TV 7 MDPIFEET S
VUV TATY. FWSdk A7V 2 7 M AREKRT AIZIFMTDO LS IZLET.

FWSdkIf* fwSdk = FWSdkIf::CreateSdk();

W Z OEEE T8 7T LOMMLRIC —E 2T EIT LU 9. Fusdk 2/Ekd 5L, H
[Rf1Z PHSdk, GRSdk, FISdk, HISdk HEEKENET. Lo TINsz 21— FH)
TERTAREIHD IHA. KREVa—ILOBEEIZT 72 AT 32U TOBEKIZED
SDK ZHfFL %9
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Framework SDK (Fwsdk) £ Physics SDK (PHsdk) P Graphics SDK (GRsdk)

o scene (FWScene) »> scene (PHScene) »o scene (GRScene)
E O (S IS world (GRFrame)
© object (FWObject) %0 solid (PHSolid) Lgp frame (GRFrame)
T - p
object (FWObject) & solid (PHSolid) < frame (GRFrame)
} 7777777777777777777777 L . 4

Fig. 12.2 Data structure of Framework, Physics and Graphics modules

FWSdkIf

PHSdkIf* GetPHSdk()
Physics SDK % {33 5.

GRSdkIf* GetGRSdk()
Graphics SDK #HUf§9 5.

FISdkIf* GetFISdk()
FileIO SDK ZHif93 5.

HISdkIf*x GetHISdk()
HumanlInterface SDK % H59 5.

12.3 Framework >—>

Framework € ¥ 2 — )LD FE 4 BEEED 1 DI Physics ¥ — > & Graphics ¥ — ¥ O [A
RHOET. Fig. 122123 D2DEYVa—I D SDK &> —rDEFEZxR L £9. FWSdk
FEEDOEDY — (FWScene 7 7 A) #fRFFLET. £/, ¥—VIIEEOKOA T
Y7 b (FWlbject 7 7 A) ZRFFLET. Fig. 122 2R T DL, A 7Yz Mk
Physics € ¥ 2 — )L Ok & Graphics EY a2 —IVD by 77 L — L% ——IZMEDF
FT. ZIThY T IVL—LERET—VRILV—LOERNIHZTIL—LDILTT. ¥
HYIalb—ya T BEINIHEOERZ 7 L — L DBIEEARIZ KX E5 2
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T, YIalb—varOkk+% Graphics EY a2 — )IVOREEEZFH L TAI#HLT s Z &
TEBH&51Tm0 9.
¥ — UAERIZBE S % FWSdk OBEE LA TIZRL £7.

HITrackballIf

FWScenelIf* CreateScene(const PHSceneDesck, const GRSceneDesc&)

V=V KT 5.

int NScene()
V=D EAUGT B

FWSceneIf* GetScene(int i)
iBHOY —VERET 5.

void MergeScene(FWScenelf* sceneO, FWScenelf* scenel)
scenel DA 7Y 2 % scenel IZHKT.

V=V ERERTAIZEUATOLSIZUET.

FWSceneIf* fwScene = fwSdk->CreateScene();

FWScene Z#fEpkd % &, [FIRFIZ PHScene & GRScene H/EfK X 41, FWScene &V > 7
INFT. CreateScene IZT 4 A7) T RERET HZLHTEEY. NScene ITfEK
LIz —VDERLUET.

V=V EIST AIZ1E GetScene 2\ F 9. GetScene IZHHET A ELBUIMER I /-
JEFIZY —VIZ5EZoN5BELESTY.

fwSdk->CreateScene() ; // create two scenes
fwSdk->CreateScene() ;

FWScenelf *fwSceneO, *fwScenel;

fwScene0 = fwSdk->GetScene(0); // get 1st scene
fwScenel = fwSdk->GetScene(1); // get 2nd scene

MergeScene Zffi5 & 2 DDV —VEHALT1 DOV —VIZTEET.
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fwSdk->MergeScene (fwSceneO, fwScenel);

E® 33— NTld scenel 7 FFD FWlbject % scene0 2B I, FKFIZY — Y HSMH
3" % PHScene & GRScene I[ZBAL TH ZNE N D MergeScene BEIZ & D #iA I TTHN
9.

{RIZ, FWScene DEAREAEZ LA FIZRL .

FWSceneIf

void SetPHScene (PHSceneIf*) Physics ¥ — ¥ D& E
PHScenelIf* GetPHScene() Physics ¥ — ¥ O HfF
void SetGRScene(GRScenelf*) Graphics ¥ — > D E
GRScenelIf* GetGRScene() Graphics ¥ — > O HUS
FWObjectIf* CreateFWObject () ATV N DIERK
int NObject()const FTV I SO
FWObjectIf** GetObjects() F 7Y =7 MRS OIS
void Sync(bool) kY]

[Set|Get] [PH|GR]Scene ALY — > IZE] h 24T 5 7= PHScene *° GRScene % HY
BL720, MOy —rZ2HDYTEZDTLEDOIMHAL XT.

CreateFWObject BI%IL FWObject A 7Y =27 M A2MERLET. ZD& &, #HzlfE
B & 1172 FWObject (21X PHSolid # & Of GRFrame (F#H| D 4 THNTWARWVIRIBIZZAR 5T
WADTHERLTLZI W, Zho HHERHTERT 512E, AROa—F%2 1+y hTHE
FLET.

FWObjectIf* fwObj = fwScene->CreateFWObject();

fwObj->SetPHSolid (fwScene->GetPHScene () ->CreateSolid()) ;

fwObj->SetGRFrame (
fwScene->GetGRScene () ->CreateVisual (GRFrameDesc())->Cast) ;

Sync %% PHScene & GRScene DFRIMHIZFHVE .

fwScene->Sync (true);
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E3BE, TOY—UNEMT S PHScene HOMHADIE L EH, MU ZDY—
VBT S GRScene HD hy T 7LV —ADMELAZIIKMEINET., 20L& =DM
R by 77— ORI FWObject IZX W ERINET.

Wiz

fwScene->Sync (false) ;

E35L, AMRDAN=ZAXLTE N Y 7V —LDALE LA E DG 2 RIARIC KB
nEy.

124 v—roO—RKR&etw—7

FilelO EY a— )V Z2FHLTY—rv2u—K, t—7353-00BEELHEINTWL
9. T —RNIZIEUTOBEBEZHWET.

FWSdkIf

bool LoadScene(UTString path, ImportIf* imp, const IfInfox ii,
ObjectIfs* objs)
Y—rv%u— RT3,

path ZB— K957 7 A NVADNZAZIEN L X FHI TS, dmp 1ZIEA > A — MER
ZMANT 27200 Import A7V 7 b2 HEZXET. A4V AR— MERZFET 2 HEDOR
WG I NULL THWEEA. i1 Bu—F95 7 7M1 VOREEZHRT 5 720 ORIEH
T9. NULL Z48E T 5 L N ADILE T2 6 HEPHRI TN ET. objs ldH— FIZ k> THE
RENDZA TV MYV —DEATY = NEBEHLZESGTT.

O— RNIZKINd 5 & true, £WT 5 & false BV EINFT. m—FInzd—ik
FWSdk O ¥ — VEIFIDORKEIZMA 6N E T

Wz, V=2 —T7F5IZIEATORKEMNET.

FWSdkIf

bool SaveScene(UTString path, ImportIf* imp, const IfInfox ii,
ObjectIfs* objs)
V—VER—T95.
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I D EK X LoadScene L [ABRTY . imp (2130 — FRHZER L 721 >R — ME#RZ
H2F9. ATy —VRERPR—D T 7 AT —TINET.
=TT B L true, KT 5 & false BRI NET.

12.5 Framework #7> x4 b

FWObject (% PHSolid & GRFrame D& LA EL&E#TT DT, TNHEMKITZNIZE
%< OWREZFi> TV EHA.

126 Z7FU5—>a3aviI5R

Springhead ZFIHT 257 V=Y a VOEREBRIZT 572012, 77V Ir— 3
Y2 T A Fuhpp BB INTWET. 2.5 2 FWhpp 2 fli-> ClHALT SV r—rav%
ERRT B HIEIZODWTHALELZDTEL S HH5OETHEIC LTIV,

HUETCTHM L@, Springhead DIFLAEDA TV 27 M, ATV D
Create R % > TIEK L £ 2%, FWApp IFHIAHIZ, C++ O F F Afka %z W T
A—HOT7 TV r—ra v 7 ARERTLHHELZL VY. ZOHPREEBIZE-T
BED N AR A AR T VF Y TIVITA D06 TT.

PURTld FWApp OBREX® L — KT RSB OWTHIZ R TWE £ 7.

#HEA1E

FWApp DI (RAE Init T/ 7.

FWApp

virtual void Init(int argc, char* argv[])

DRI Init OT 74NV v OFELZRLUFET.

void FWApp::Init(int argc, char* argv[]){
// create SDK
CreateSdk () ;
// create a single scene
GetSdk () ->CreateScene() ;
// initialize window manager
GRInit (argc, argv);
// create main window
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CreateWin();
// create timer
CreateTimer () ;
}
T UHIZ
CreateSdk() ;

T SDK Z/ERL£3. D&IZ

GRInit(argc, argv);

T4 Y RIURIVYHMERSINET. 74NV ITIEGLUT 2WA2 71 VY RU~

AV Y PERINET. oI

GetSdk()->CreateScene();

T FWScene # 1 DfELEd. 2OV T

CreateWin() ;

TAA VT4V RUERERLET. WA

CreateTimer () ;

TXRAXEERL ET.
ZDEANFIEIMU TRA SO 24T 5 541X

virtual void Init(int argc = 0, char* argv[]
// select GLUI window manager
SetGRAdaptee (TypeGLUI) ;

= 0{
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// call base Init
FWApp: : Init(argc, argv);

// do extra initialization here

D& ST, Fuhpp:Init ZFET LT SEMOMUEZTI DPRRWTL LS. —F, B
TIZET 2 LD B A AR A XAVBERLE T Init OISR Z IRE 2 5 25k
TEOEMBENDD FT.

o V—VHERENARTA X L\N
e T4V RIDHMY A XKL FPILEEELZWV
o ERATEIHD XA < AMH N2\

Z DA, EBIZ#EEZ Init OF 7 40 MU Z E LI HBRIERIRPITEBERZMNZ S DM
BWwWTL&S.
TS5 AOREOREITEEUTD LS 0 9.

MyApp app;

int main(int argc, char* argv[]){
app.Init(argc, argv);
app.StartMainLoop() ;
return 0;

Z ZC MyApp (FZ2—PWEHK L 7z FWhpp DIkEZ 7 ATT (H 5 AAMDARTTH K
WEHA). Myhpp DA VARV A% 70— N)VAE L UTEHE L, main BT Init,
StartMainLoop % JIHYRFFT L £ 3. StartMainLoop BEUIET 7V r—>Yavd A1V
V=T ERBLET.

T4 <

2 A< DIERKIZ X CreateTimer B Z W £ 3. @4, CreateTimer (X Init ODHF T
O£ 7.
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FWApp

UTTimerIf* CreateTimer (UTTimerIf::Mode mode)

518 mode IZE5E T & A UTTimer D SetMode ¥R U T . hAfizZHEL T~
X\, EDfEE LT UTTimer DA VX 7 = —ADEINET. AR EDOHEIZI DA
VR Tz—AENLUTITWVWET.

YIal—varyHEHERIZ2 ODX A EERTAHEUTICRUET.

UTTimerIf *timerSim, *timerDraw;
timerSim = CreateTimer (MULTIMEDIA);
timerSim->SetInterval (10) ;
timerDraw = CreateTimer (FRAMEWORK) ;
timerDraw—->SetInterval (50);

ZOFITEYIalb—ya YHIZIZEABZ 10(ms] DYVF AT 47 XA <2y, f
A EAY 50[ms] D7 V=27 =2 & 14< (GLUT X1 %) 2ffioT\WET.
RA T RIFENT B, I LI T OREBEEARIEN E T

FWApp

virtual void TimerFunc(int id)

A < DOHFNEEE id THFWE T

TimerFunc @7 7 # )V N DIRZFENTIX, ALY T4 VY RUDY—2D Step %I
¥, D&IZ PostRedisplay THMEEREZFRETL £ (ZDOKE, ERIC Display Bl
MDIEOCHEINET). ZOWREIFVEHIZAXITA XL WAL TimerFunc B % A —
N4 LY.

void TimerFunc(int id){

// proceed simulation of scene attached to current window

if (id == timerSim->GetID()){
GetCurrentWin()->GetScene()->Step();

}

// generate redisplay request

else if(id == timerDraw->GetID()){
PostRedisplay() ;

}
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ZORITIEYIalb—a vy e HWEIZERSE 200X A v E2MHALTWNET.

i

T LR IR DB TIT W R T,

FWApp

virtual void Display()

Display IFfHIERBFIT I N/ & IO H I N ET. Ml EKIL PostRedisplay
BTV ET.

FWApp

virtual void PostRedisplay()

Display B DT 7 4 )V F DIRBEFENTIEHI L >V M7 1 > R D Display BAEAIIEIE
nNxd.
F—R—RKR - -TIRARV |

FWApp 13& 7 « ¥ R O IZBEAHT S A F — R — K - <7 A5 /341 X DVKeyMouse
WA= Ny ZFEFINTVWET. LB TUTNOEBEKE A -4 RT56Z LT
F—AhR—F ITVAARY M2 UHETEET.

FWApp

virtual bool OnMouse(int button, int state, int x, int y)
virtual bool OnDoubleClick(int button, int x, int y)
virtual bool OnMouseMove(int state, int x, int y, int zdelta)

virtual bool OnKey(int state, int key, int x, int y)

BARYINANY RIOFEMIZOVWTIZ 105 fHiZ2SBU TR,

N
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127 24>V FkD

4 Y RYXFDOMD GUI 2 ba— I LOFERKR S Framework (2 & o THER— X
NTWET. TTITARRTEZEED, Fiubpp i by 7L X)Ly 4« v R DES 2 FH
9.

12.8 Framework ZFAW/=> I a L — 3 v & ifiE

Framework Y 2 — L2 A U TYWHS I 2L —> a3 Y ETDITIIATOBEE A H WV
7.

FWSdkIf

void Step()
FWSdk D Step (&7 77 1+ 7Y — VD Step 2 U'£ 9. L7zh > T GetScene()->Step()

LT3 . — /i FWScene @ Step (&, f£FiL T\ % PHScene ® Step ZM-UF£J. L
72h > T GetPHScene ()->Step() L4&ffiTY. MAL HHE T v N—BITTH, 21—
YO XA TEBHHODIZHEINhTVET.

Framework % F\W7zf{#121X 2380 O AERH D £9. 1 DiF Graphics DY —> 25
TEHAWSHE, 5 121F Physms V= VR EERET 5 5IETT. BEIXT Ny I
H & EHFENTVET.

FWSdkIf

void Draw()
void SetDebugMode (bool)
bool GetDebugMode ()

Draw BIBUIHIE € — N6 U 2 MM 21T\ £ 9. Draw Ci‘ﬁiﬁ%‘"}—’ TVr—varn
N R0 SIFH L 9. [Set|Get]DebugMode (Xl i€ — N (false) & T
Ny THIEE— R (true) 2Y O FZ £ 7.

BHBEE— FIZBWT Drav BB ZIPRE, FULHIZT I T4 7Y =IOV T
Sync (true) N MEIXIL, HUKDIRFED Y —> 7T TIZKMENET. RIZT VT4 7 —
Y SMT 5 GRScene D Render BB XN, v — v 7 I 7B EINET. TN
BT =V I IR DI74 M T 7 AF ¥ R EDOERERARRMHEALTTZ A YTV
AT 4w ZIHEAFRETY. TONM, WY IaLb—Ya VBERRNTH 25510
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V=V TS TDRERE WS MK IR N R XD RITNIERSBEVWE WS TF XY v b
HOFET.
TN THEEIZ DO W TIXIRET Tl L £ 9.

129 TNy JE

TN w JHl € — N TlX PHScene DIFH 7 2 W THIE AfrbhhbdDT, ¥—v 7
7 IMEOFHNRETET. T/, MR R EOYHY I 2L -y a3 VIZET 5
HlRE UL T 62 e NTEET. — AT, PHNALMERARWVWARY, fEOBEHEICIE
—EOHMINEL 7.

TN JHEH € — N TlX FWScene ® DrawPHScene BEUIZ & 0 HiH LA T HhN E T .

FWSceneIf

void DrawPHScene (GRRenderIf* render)

DrawPHScene (&, AMMAIZEID 4T o5 TWBEZEHERLIR, BT, /EFHLTWS
JI, BEflrEAR S 2HEm L £, HEMNIHEEZT o720, fHEfEERET DI %R
5 i S 2 VW E 7.

TNy JHBIFEDAAZEZA b
i

TNy TRIENIZEWTH N A T DIEHRIL GRScene BRI NE T . £ L GRScene 24
AT EBREAELUTWBIEEIXZT DA AT D Render DEIEN, Fe BEABAEREINE
3. GRScene WA X J 2R W BIIXFEHTHETHIHENDH Y £7.

T4 MZOWTIE, BULAMBTL Y XIFIZH LTI PBREVRSINTWBGEIEZTDH
EPMERIN, LYEIP12H 74 FaREBWEAERNTETT 740V b I 1 FPRE
INET.

%! 0D e

PN O BI%UE DrawPHScene 2 5 O X N K §°4%, T —HWMEJIZIFTHT I L $ T
EESE



134 % 12 ¥ Framework

FWSceneIf

void DrawSolid(GRRenderIf#*, PHSolidIf*, bool) WA 7 T

void DrawShape (GRRenderIf*, CDShapeIf#*, bool) AR % Fe 1]

void DrawConstraint (GRRenderIf*, PHConstraintIf*) 15 % ffiH

void DrawContact (GRRenderIf*, PHContactPointIfx*) B Al & H |

void DrawIK(GRRenderIf*, PHIKEngineIfx) TK 175 % $ 1

¥ 168 1) D

LR OB O On/Off 2810 B2 £ 7,

FWSceneIf

void
void
void
void
void
void

void

SetRenderMode (bool solid, bool wire)

EnableRender (ObjectIf* obj, bool enable)
EnableRenderAxis(bool world, bool solid, bool con)
EnableRenderForce(bool solid, bool con)
EnableRenderContact (bool enable)
EnableRenderGrid(bool x, bool y, bool z)
EnableRenderIK(bool enable)

SetRenderMode XV U v Nl (HZ2¥®DDXRT) & T710 ¥ 7L —LfHl (HOIRE)
D On/Off ZYIH HER £7.

EnableRender (FfEE L7 A 7Y =27 M DOHE D On/Off 20 FEZX 4. HEHTIE
BA TV 27 b UARVTHIEHIE LU 72\WEEIZHERTY. obj IZHETE % DIZHIAE
(PHSolidIf*) 2#J%¥ (PHConstraintIfx) TY.

EnableRenderAxis |XIHH AT FEAEHN O it 2 3% € U £97. world 127 —)b ks,

solid

(ZHIE, con I3 HITR D FEEEHIT .

EnableRenderForce (3 J & E— XA ¥ b DHfili 2 5% E L £9. solid IZMUAIZIID S )
(772U 1D ATHIHRITIZFRL ), con I TT.

EnableRenderGrid IX&HIZBIL T2/ v FOfEZ&EL £7.

EnableRenderIK & IK &R DM % & L £ 9.

DITF OB HEENEZRE T 5 DIV E 7.
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FWScenelIf

void SetSolidMaterial (int mat, PHSolidIf* solid)

void SetWireMaterial (int mat, PHSolidIf* solid)

void SetAxisMaterial(int matX, int matY, int matZ)
void SetAxisScale(float world, float solid, float con)
void SetAxisStyle(int style)

void SetForceMaterial (int matForce, int matMoment)
void SetForceScale(float scaleForce, float scaleMoment)
void SetContactMaterial(int mat)

void SetGridOption(char axis, float offset, float size,
int slice)

void SetGridMaterial(int matX, int matY, int matZ)

void SetIKMaterial(int mat)

void SetIKScale(float scale)

SetSolidMaterial (XfEE L7ZMH{AD Y V v Nt ZfE L £9 . mat IZIRETE
5t 8.8 Hi TR AR FHETT. solid IZ NULL 2I5ET % & TR TOMMAD I FEE
INT/MEIZARD £, SetWireMaterial IXFEERIZHIAD T 1 ¥ 7 L — LK 1% i55E L
9.

SetAxisMaterial IXJEfEHHDE % x, v, z fAMIZHEE U £ 9. SetAxisScale IFHfE
HOMER Zf8E L £9. SetAxisStyle IFEREHD A XA IV EZREL £7.

SetForceMaterial, SetForceScale I&dZNENJ) (ML E—X 2 ) DM
CHERZREL 7.

SetContactMaterial |l OB ZHHE L £ 7.

SetGridOption &7V w ROA 7> a V2 EEL £79. SetGridMaterial &7V v
FoRiEGZREL £7.

SetIKMaterial, SetIKScale I& IK [EDfHE A LR ZHEEL £7.

1210 ABA V95023 >DEdDT7 T )r—oay

Springhead2 IZIZ>¥ =Y EDIEA VXTI a v D=HD LYY PHHapticEngine
PEENTVES. ZITROIRAVEI I arvDizbDT 7V r—2a v OFERAE
WOWTHHLUET. £90%, @D Framework 7 7V 7r— a Y OERK & FAkkIZ, O
WD 5 ATHD Fibpp AL TT TV —2a v a2 ERLET. £UTC, Init B
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NCTHRAVERIT7vavieasbe, HEA VARSI a vy AT LADE—RZ2HREL
9.

// given PHSceneIf* phScene,
phScene->GetHapticEngine () ->EnableHapticEngine (true) ;
phScene->GetHapticEngine ()->
SetHapticEngineMode (PHHapticEngineDesc: :MULTI_THREAD) ;

NEA VRS a VY ATLDE—RBEY Y INVALY RT IV Tr—2arnizdn
SINGLE_THREAD, WYLV F AT 4 77 ) r—ardDiz&H® MULTI_THREAD, @Y I =2
L— 3 %R U7z LOCAL_DYNAMICS @ 3 f¥HA3%H » 4. ##EC|X MULTI_THREAD
DREINTWET. MULTI_THREAD, LOCAL_DYNAMICS DE— KiZ~)LF AL v K&
AU TV r—vaveirb, WHYIaL—vavz2ERTEALY R, DL
VRN T REITFTEIHREAL Y KPNFNICEIE XS, TDRD, TNTNOAL Y K%
A—NUNY T EEDIIRATERELVETLERDD 7.
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// given PHScenelf* phScene,
int physicsTimerID, hapticTimerID // &% 4 YD ID
// FWApp::TimerFunc 24 —/N54 R L7d—/L/\y VB
void MyApp: :TimerFunc(int id){
if (hapticTimerID == id){
[/ AEZXL Yy ROOA—JL/Ny Y
phScene->StepHapticLoop() ;
}elsed{
/MBIy ROIA—)L/Ny Y
phScene->GetHapticEngine () ->StepPhysicsSimulation() ;
PostRedisplay(); // HEE

RIZA—YWRF TV 2 N AV RTI2avT20D0RA VR, hERS V&
PHHapticPointer ZfED £3. Z LT, YOS VAT —ALHELETHIONZHEL
¥ 9. PHHapticPointer | PHScene 755 Z £ AT & £ 9. PHHapticPointer |
PHSolid Zi#f7k L7z~ 7 AT PHSolid DR ZAM L T, HE, HET >V, BRZ
CEREOLETERELET. Hlx1E Spidar-G6 & #EHi T 254121,

// given PHScenelf* phScene,

// given HISpidarIf* spg,
PHHapticPointerIf* pointer = phScene->CreateHapticPointer();
/*

BE, BETVVI, PREBEEERET S
*/

pointer->SetHumanInterface(spg) ;

¥ L %7. 52 PHHapticPointer 22 W T KO ZHWT, HEEREDEZHD
NIRA—REZRELET.
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% 12 % Framework

PHHapticPointerIf

void SetHumanInterface(HIBaseIf* interface)

void SetDefaultPose(Posed pose)

void SetPosScale(double scale)

void SetReflexSpring(float s)

void SetReflexDamper (float s)

void EnableFriction(bool b)

void EnableVibration(bool b)

void SetLocalRange(float s)

void SetHapticRenderMode (PHHapticPointerDesc: :HapticRenderMode

m )

SetHumanInterface Z HEFRA VXl a—< v A VX7 —A%2E DY TET.
SetDefaultPose Y — VY HNTOHREKRA VX DYMNEZFE L T . SetPosScale
EY—YNTONRARAS VXDOAEA T — )V 2 EE L £7. SetReflexSpring IFJ1H L
YR VT (KIEHE) Oz DNIMREMEZRE L £ 9. SetReflexDamper 1% L
YR VT DD R NMEEUE % E LU £ 3. EnableFriction $HEAF A v X DA
BORRZ2E%L L 3. EnableVibration IZ R K1 VX DOIREERZ AL £
§. SetLocalRange XY I al—Ya vy AT L2FARORHYIalL—Yay
#ipH % f5E L £3. SetHapticRenderMode IZE L VXV Y7 DE—REHELET.

B O SetHapticRenderMode (Z (% PENALTY, CONSTRAINT O E€— N23H b £ 7.
PENALTY X R AR A ¥ X DSRIMEIZHEfil U 72 D KM DR AR & N2 XV R E
FELEZEDZERLULODODELZDDORKNELUTHEIN, 127 z—ArolihanE
9", CONSTRAINT XN HEAA ¥ X ABHUAIZR AL TWARWRE (Fuaxy) 2k, N
HRA VR TuX Y OEMOER TN R MEHER L7202 KITTE UTEIREL
9.
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Python §5& & DEE

EmbPython €Y 2 —JLid, 7)) 7 NEEFE Python & DEEMEZIRELET.
Python 4 >4 7"\ 4 55 Springhead O#BE%E U H L72Y, Springhead 7 7)) 7 —
>3 VIZ Python 41 V9 7YY EHPRAATRAI) TF4 VT VIV ELTERT S E
WoleENTEET.

EmbPython €Y a—I)LDFERICE Y, Python 4 >4 71) 4 I Springhead API ¥
SAANDA VY T T —RYZAMNRHFINET. 1—HF Python 41 V97 —XI5 2R
Z{EF L T Springhead OD&#EEEICT VAL X, Python 41 V¥ 71—V 5 XIEH
BRBYIC Springhead DMEEEZM O L, #ER% Python 1 Y9 7 —R IS RICEHL T
RLET.

13.1 FIRE

REK DT T @Y OMHEZEELTVWEXT.

— D%, C++ THEEIN Springhead 7 7'V 75— 3 YIZxf U, Python 1> & 7Y
R EMAIAG Z 2 TF. Springhead 7 7V r—3 3 Y OEEED — % Python A7) 7
o U, #EERMEZ SO £,

£ 95—, Python 1 > & 7'V 22543 5 HMHRALIRE ¥ 2 — )b (Python DLL, pyd) &
LU CTHfit X 17z Springhead 2 F|fH9 5 Z & T, Python 7 7'V 7 —< 3 Iz Springhead
DORe Z AR DFHIETT.

EHL5DEEIZEWTH, EmbPython €Y a2 — )X Python fil2: & Springhead d B4
BEaWOHT7200(4 27 2 — A% L £79. Bff% Figl3.1 IZRLUET.
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%133 Python SiE & D

Springhead Application Python

Python Interpreter

Springhead Objects

EmbPython

EmbPython

Springhead Objects

Python Interpreter

Springhead DLL (Spr.pyd)

Springhead 7 7)) &r— 312 Python|Z
PythonZfAALIHE Springheadz fA# AL IHE

Fig.13.1 Python ##; & EmbPython €Y 2 — )LOALE DS

13.1.1 IRIZEZEH PATH DRE

Springhead @ B {F X . Springhead2\core\bin\win64 7 #* )L & | & & U
Springhead2\dependency\bin\win64 7 # LV XN D dll FEIZEKFEL TWET, Z
NSDT AV XD N A 2 BRETZH PATH (ZEMU T ZE W,

Springhead ~® Python #H3A &

Springhead 7 7'V 77— 3 >»iZ Python 1 ¥ X 7'V X & #lAAA THHAT 5 ik % i
MUET. AHEITIEE T Springhead IZ[FM X 1172 Python 1 > & 7" X AAARY > T
WERBNAL, fHRENAZHALET. 0%, 2 7NICBIF 5 Python 1 v & 7'V
AAAADIZHDY — AT = RIZDWTHL .

PythonSpr > ZILD EJL K & T

Python 1 > & 7)) ZfAAAY >~ 7 )ViL src\Samples\EmbPython\PythonSpr (Z &
DEd. EIRNT 5L PythonSpr.exe D TE X 7.

PythonSpr ¥ ¥ 7IVIFEEHER) 72 Springhead ¥ IV T TV r—va v 7L —LT —
212 Python 1 Y X 7V X 2 MARAALEELEDT, WY — 2 - v Ial—vay -
HE3 2HENTEEY. Python 1 VX 7V XA 5 1% phSdk ¥ fwSdk (27 72 AT 5 Z
ENTE, RERBEZUOBZ 0= I A TV F2ERLZDE VWS /2Z &N
Python o647 A £ 7.
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FITORNZ, BRRAHZHEL £9. I, Springhead 7 7V 7 —3 3 VITHAA
E N7z Python 1 > X 7V XA Python DIEMES 4 TS5 VRIZT VL AT 572 DITME
TY.

SPRPYTHONPATH IRIZEZ 2
Springhead V V — A% &R L 72 7 + L XN D bin\src\Python32\Lib ~®D 7 )L
NAZHEL £9. Python3.2 & c:\Python32 iZ1 YA =L L THB5H,
C:\Python32\Lib THNFE WX HA.

PythonSpr.exe {79 5 LIRD K 5 LEH VBN E 7.

<AZV—v¥ayb>

473 Springhead D SEATHHE, A£D 3> Y —)VH Python 710> 7 N T9. &EEIRHIZIL,
Springhead EATEENZ IZI DY — Y HEREINTVWRWZD, VIV NEERZRT R
FHDOADHEH I N T WX T.

BRI T O@E Y TF.

RNORAERTYY HEEE (A1)
RORXRARTYY HEEE (FEKMEN)
AR—=2F— YIalb—ra Vs —FER REERZIMEIELTVWED)

PythonSpr %>~ 7LDV A

ZDfiTlX, Python 22— K%Zrdulh& U T Springhead OFHE % Rl H 3 5 BARK 70 1k
/AU E9. Python 25 ® Springhead API FIFIZEI T 23 U\ W ERkIZEE 13.2 iz
ZIRLTL7ZE W,

Python 7w > 7' b EIZ Springhead D 23— R %2 ASJUTHEITTHI LN TEET. M
FDEIIZANLTYIab—yarvzehlh (AR-ZAF—) $5&, WAPERENT
EHLTWEET.

# BAEIEEBETOY Y TIL

>>> fuScene <« HWHRBTERINTWIERT, 7TV Ir—YavhiRETS
fuScene IC7 V EATEXT

<Framework.FWScene object at 0x05250A40>

>>> phScene = fwScene.GetPHScene()

>>> desc = Spr.PHSolidDesc()

>>> desc.mass = 2.0

>>> 501id0 = phScene.CreateSolid(desc)
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k25 A5Z L TEET. 0P, mEDITD s01id0.AddShape (box0) % FET T
% F CTHHRIZIPIRIZFN D B THNBRNWDT, ZDF2 AN LKDLETIIAR-AF—%
fxFicrIab—vavez—mERREILTEL LW TL LS.

# WROHDEENELZLETOY Y T

>>> phScene = fwScene.GetPHScene ()

>>> phSdk phScene.GetSdk ()

>>> descSolid = Spr.PHSolidDesc()

>>> s501id0 = phScene.CreateSolid(descSolid)

>>> descBox = Spr.CDBoxDesc()

>>> descBox.boxsize = Spr.Vec3f(1,2,3)

>>> box0 = phSdk.CreateShape (Spr.CDBox.GetIfInfoStatic(), descBox)
>>> s01id0.AddShape (box0)

R (RLEDEE S NME) 2EKT25E, ToiI2xho LA Y.

>>> phScene = fwScene.GetPHScene()
>>> phSdk phScene.GetSdk ()

# K=2<%

>>> descSolid = Spr.PHSolidDesc()

>>> s501id0 = phScene.CreateSolid(descSolid)

>>> descBox = Spr.CDBoxDesc()

>>> descBox.boxsize = Spr.Vec3f(10,2,10)

>>> boxifinfo = Spr.CDBox.GetIfInfoStatic()

>>> s501id0.AddShape (phSdk.CreateShape (boxifinfo, descBox))
>>> 501id0.SetFramePosition(Spr.Vec3d(0,-1,0))

>>> s01id0.SetDynamical (False)

# ROEICFEZDS>THES

>>> solidl = phScene.CreateSolid(descSolid)

>>> descBox.boxsize = Spr.Vec3f(1,1,1)

>>> boxifinfo = Spr.CDBox.GetIfInfoStatic()

>>> so0lidl.AddShape (phSdk.CreateShape (boxifinfo, descBox))

NEMABZLHTEET.

>>> solidl.AddForce(Spr.Vec3d(0,200,0))
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Python ® For ¥ While Zfi> Tkt L CHZEMA DI L HTEET.

>>> import time

>>> for i in range(0,100):

>>> solidl.AddForce (Spr.Vec3d(0,20,0))
>>> time.sleep(0.01)

B E LT, LGV -T2Eo I TEXT.

>>> import time
>>> for i in range(0,500):

>>> y = solidl.GetPose().getPos().y
>>> dy = solidl.GetVelocity().y
>>>  kp = 20.0

>>> kd = 3.0
>>>  solidl.AddForce(Spr.Vec3d(0, (2.0 - y)*kp - dyxkd, 0))
>>>  time.sleep(0.01)

X TIRHHADAT U2, BfibERTE X9,

>>> phScene = fwScene.GetPHScene()
>>> phSdk phScene.GetSdk ()

>>> descSolid = Spr.PHSolidDesc()

>>> s501id0 = phScene.CreateSolid(descSolid)

>>> descBox = Spr.CDBoxDesc()

>>> descBox.boxsize = Spr.Vec3f(1,1,1)

>>> boxifinfo = Spr.CDBox.GetIfInfoStatic()

>>> 501id0.AddShape (phSdk.CreateShape (boxifinfo, descBox))
>>> 501id0.SetDynamical (False)

>>> solidl = phScene.CreateSolid(descSolid)
>>> so0lidl.AddShape (phSdk.CreateShape (boxifinfo, descBox))

>>> descJoint = Spr.PHHingeJointDesc()

>>> descJoint.poseSocket = Spr.Posed(1,0,0,0, 0,-1,0)

>>> descJoint.posePlug = Spr.Posed(1,0,0,0, 0, 1,0)

>>> hingeifinfo = Spr.PHHingeJoint.GetIfInfoStatic()

>>> joint = phScene.CreateJoint(solid0, solidl, hingeifinfo, descJoint)
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PythonSpr.exe (25| 8% 52 % &, python 7 7 A WV ZGAIAATEITTSHILEHTE
£9. TZEFTIZHEVWZHAAE test.py LWVWI 77 A IIZEHE WTHRIFEL, a~v>¥ N7
YIIMPOLATDLSIZEITT B L, test.py ICEWIZHNBNETINET (AR—ZAF—
EHTETYIab—raviBRRINBANWI LITERL TS LI W),

C:\src\Samples\EmbPython\PythonSpr> Release\PythonSpr.exe test.py
>>>

Python 4 © % 7"V ¥ #AHAHD7=HD 21— Kl
PythonSpr ¥ > 7 )WIZEWT, Python 1 VX 7V X Z ARG TZHD I —RIZDOWNWT
HALET.
tips
Python 4 49 7Y 9 FHAH DM AR S % 7= ICIE Springhead 72 1F T#: <
Python @ C §5& API ICDWTCHZMENHY £9. L <HY7WAIE Python/C
API Y77 vAR=a7)L*t FHEBRLTET L.
*1 ... http://docs.python.org/py3k/c-api/index.html
PythonSpr ¥~ 7)WiZEWT, Python filAAAD7H D 3 — K id main. cpp (ZFLiR
INTVWEY. BEERZHRELTHALET.
Python fflAA AR HEDOERE % 9 %121, EmbPython.h ~v X%& A 27 )L—RLUL

7.

#include <EmbPython/EmbPython.h>

Python 4 > & 7V &%, Springhead 7 7'V 7 —3 a3 VRIKL IR B AL Yy R TH)
ELET. WY Iab—Ya v ATy TOFEFTHFRFEE O FIZ Python 887 — X %2 &
SMATLES 2wk S, fHMtny 720 THREL 7.

virtual void OnStep(){
UTAutoLock critical (EPCriticalSection);

}
virtual void OnDraw(GRRenderIf* render) {
UTAutoLock critical (EPCriticalSection);


http://docs.python.org/py3k/c-api/index.html
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virtual void OnAction(int menu, int id){
UTAutoLock critical (EPCriticalSection);

EPCriticalSection &7 7V 7 —>Ya viZ—D2UMEFEMHELEZWVWAS VAR VAT,
EPCriticalSection (Z &b Hiiuy 7 2z B{ETE 5201327 7V r—Ya vhT—
DDAI—TDATT. Python 7 5 Springhead DEEFENIE O H X N B BRI IZ 46T
EPCriticalSection DHUF%Z £ D LK 527> TWAH DT, Hifin v 7 2 B4 L 7z OnStep
DEAFHIZ Python #* Springhead O#HE%E FEIT79 5 Z & idkd b THA*L.

I, Python 1 > &2 7V XL HOBEEZEHRL £7.

void EPLoopInit(void* arg) {
PythonSprApp* app = (PythonSprApp*)arg;

// Python TEYVa—I/LDFERES
PyRun_SimpleString("import Spr");

// Python M5 C DEHICT 7 £ AABEICT % %fim
PyObject *m = PyImport_AddModule("__main__");
PyObject *dict = PyModule_GetDict (m) ;

// Python M5 fuScene IC7 V7 ZAFHEICT

PyObject* pyObj = (PyObject*)newEPFWSceneIf (app->fwScene);
Py_INCREF (py0Obj) ;

PyDict_SetItemString(dict, "fwScene", py0bj);

// Python 7 7/ JL%=0O— KL TEITT 3
if (app->argc == 2) {
ostringstream loadfile;
loadfile << "__mainfilename__ =’";
loadfile << app->argv[1];
loadfile << " ";
PyRun_SimpleString("import codecs") ;
PyRun_SimpleString(loadfile.str().c_str());
PyRun_SimpleString(
"__mainfile__ = codecs.open(__mainfilename ‘r’,’utf-8’)");

- d

PyRun_SimpleString(
"exec(compile( __mainfile__.read() , __mainfilename__, ’exec’)"

L —TRFED DD LB T Y 22T TWET. EROBE Y Y — AR U 2Pkl © &
585, FERON—Y a VTCEER BRI NLARMELHD .
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",globals(O"
" locals())" );
PyRun_SimpleString("
}
}

mainfile__.close()");

ZOBBIIBEBER A U XRDIETA YR TV XA TV 27 MZEI N, EITHBRIC I —
Wy 72X ET. H 5L Python £ T Springhead Z{HHA[REIZ T 572D DFHi & &,
C EoZH%ET )y YT5-oDa—FN, LU CEERICEEEINZpy 771V EH—
Rg¥5a3—RETTd.

L D#HITIE app->fwScene DA% Python IZJE L TWETH, ICEZIFEL I WE
BOEBNTE5E81E, UTFOLS52~7aBERTL LS.

#define ACCESS_SPR_FROM_PY(cls, name, obj)

{
PyObject* pyObj = (PyObject*)newEP##cls((obj));
Py_INCREF (pyObj) ;
PyDict_SetItemString(dict, #name, pyObj);

~ s s s

}

// EWA:
// ACCESS_SPR_FROM_PY(E!#, Python lITOZEHA, 7/ ERT 2EH)
ACCESS_SPR_FROM_PY (FWScenelf, fwScene, app->fwScene);

FEFED PythonSpr ¥~ 7V Tk, ZOx 2702 H0TWL DhDZEE % Python 75
FOHES E51IZLTWET.
V—TEBHEHLET. ZHIZOVWTREETLZZLIEIRTL LS.

void EPLoop(void* arg) {
PyRun_InteractiveLoop(stdin, "SpringheadPython Console") ;
I

&X#1Z, main BIEN T Python 1 > X 7' & 27 5 A TdH % EPInterpreter % fEf L
Ta— Ny 7 &&EL, Mt - EF2TVWET.

int main(int argc, char *argv[]) {
app.Init(argc, argv);
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EPInterpreter* interpreter = EPInterpreter::Create();
interpreter->Initialize();

interpreter->EPLoopInit = EPLoopInit;
interpreter->EPLoop = EPLoop;

interpreter->Run(&app) ;

app.StartMainLoop() ;
return O;

Python ~® Springhead #H3A &

Python @ DLL 1 >R — MBE% F]F U T Springhead % Python 2@ — KU THW
L5ZEMTEET.

Springhead D#EEIE Spr.pyd £ \W5 DLL 7 7 1 )LIZE & HHNTWE T, Spr.pyd
1%, bin\win32\Spr.pyd ¥ 7zid bin\win64\Spr.pyd & L T Springhead V V — AT &
FNTWVWETAH, src\EmbPython\SprPythonDLL.sln Z )L FUTHEKTEH I & H T
S-S

Spr.pyd OfEWA

Spr.pyd 1, Python O > A h—)I7 4 )VXNIZH S DLLs 7 AL KXIZA—LTH
WX 7.

import TH— KL 7.

Python 3.2.2 [MSC v.1500 64 bit (AMD64)] on win32
Type "help", "copyright", "credits" or "license" for more information.
>>> import Spr

Springhead 7 7'V r— a VIZHAAGHE L E Y, O— NRETIRMOA 7Y =
JhEERINTVWERTA. £9 PHSdk 24 % L, YXIZ PHScene 435 Z & T,
PHSolid 23R TEB L5120 7.

>>> phSdk = Spr.PHSdk.CreateSdk()

>>> phScene = phSdk.CreateScene (Spr.PHSceneDesc())
>>> 501id0 = phScene.CreateSolid(Spr.PHSolidDesc())
>>> for i in range(0,10):
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print(solid0.GetPose() .getPos())
phScene.Step()

Vec3d(0.000,0.000,0.000)
Vec3d(0.000,-0.000,0.000)
Vec3d(0.000,-0.001,0.000)
L (RED L
Vec3d(0.000,-0.011,0.000)
>>>

API OO U fiZ Springhead 7 77V 7 — ¥ a2 VlAAADGE L ALY ¥ A. -
72U, ZORETIET T 74 7 AFRRPEA L VD NIETF AP T 7 A IVIZRS N
£9. VI 747 ARREMD 7-DIZIX, pyopengl FDOHHE T 1 77 ) LlAGLES
I—RNE2EIBELRDHD 7.

SRR G
Spr.pyd DtfAFID—21Z SprBlender 2% b ¥ 7.

SprBlender 1, 3DCG ¥ 7 b Blender IZH0— K3 % Z & T Springhead % {#i [ AT #E 12
I HHLREEE T, Springhead BIFEF — L2 Lo TARICHAF SN TV E T .

Blender (& UI #§88D K2 Python TRlik TN TH D, A I N7z Python API %@
UCTHHOMEZFHTSI LA TEEY. £Z T, Blender E® Python T Spr.pyd
ZUO—RLU, Blender E® CG A 7Y 2 h% Springhead T Ial—YaryT&5 &
S 1ZE N7z Python A2V 7 b %% SprBlender T

FHLU<IE Web 31 222U TL 230,

*2 http://springhead.info/wiki/SprBlender
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13.2 Python » 5 ® Springhead API A%

Python #*5 Springhead API % IEONH T BRDFEMZR L L WL D DERERITDOWNWT
fREL £ 7.

SprEY 2a—ILIZDWVWT
Springhead D42 7 A& Spr EV a—J)LIZ Xy T =Y INTWVWET.

import Spr

IS5 2 CHMHAEEE D £ 9 (Springhead 7 7'V r— 3 VI ARG EE I
EPLoopInit DI TA VKR— M 2FEFLUET).

Springhead IZB# 3% 27 7 A32T Spr €Y a— )VDHE FIZEZRINE T . Spring-
head DA VR T7 2 —A2 T AFT T AL S If ZHlo7cH D (xkkxxIf —kkkxk), N7
ML RT = R=F VEIEFDEFEDI TIAZTERINTVET.

B TIE, T Springhead 7 7 A% Python 7 5 DR FIZX G L TWA DI T
XH Y £FEA. Python 7 SFIfITE % Springhead 7 7 A%, dir BIMTHRTE £ 7.

>>> import Spr
>>> dir(Spr)

T NOERK

C++ T Springhead 2 FIH 9 255G L kR, £31% Sdk 2/ET 2 HEXH D £7.
Sdk Z{ERKd %1Z1%, PHSdk 7 9 ADA Y AKX >V AM 5 CreateSdk Z MEUOH T HEH
HHET.

phSdk = Spr.PHSdk() .CreateSdk()
grSdk = Spr.GRSdk() .CreateSdk()
# ... etc.

¥ — > ® Create (& Springhead [Afk sdk DA VA XV A SITWVET.
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phScene = phSdk.CreateScene (Spr.PHSceneDesc())
grScene = grSdk.CreateScene (Spr.GRSceneDesc())
# ... etc.

Ifinfo, BEIY VY F v R b

A7V 2 % Create 35 API OH1ZiX, BIEET T4 A7) T RORIZE - TH
247V bOFEEZMNTSEDRH D £9. 5l XX PHScene: :CreateJoint
IX, PHHingeJointDesc Z{Ed &b > YV a1 >~ h%&4EKL, PHBallJointDesc Z %9
ER=VVat v NEERLET.

I 5D Create B %Z Python 225 RMAT 556, 71 A2V 72O Z YRS 5 H
BIEEHRATIHAREI N TWARWEZD, ERLZWA T Y 227 hORIZXIET 5 Iflnfo
TV MEERIZEIEIZEL 7.

# Hinge
phScene.CreateJoint(sol,s02, Spr.PHHingeJoint.GetIfInfoStatic(), desc)

# Ball
phScene.CreateJoint (sol,s02, Spr.PHBallJoint.GetIfInfoStatic(), desc)

IfInfo A 7Y =2 MY 7 A% .GetIfInfoStatic() THUFT A Z N TEET.

K OIEMEIZIE, TRV TR TRT A7V 27 b2 EZX 5 & 57 Create B
Bk, AFOLSIZAPINY X7 7 A NVIZEVWTT Y7 L— b 2HVTHBRINTWE
§. Python API T, 7 v 7L — MERD Create BBD AN KR — I NTWBED,
IfInfox ii IZHY T BE[EAIBEITRY £,

// in SprPHScene.h
PHJointIf* CreateJoint(PHSolidIf* lhs, PHSolidIf* rhs,
const IfInfo* ii, const PHJointDesc& desc);

template <class T> PHJointIf* CreateJoint
(PHS0lidIf* 1lhs, PHSolidIf* rhs, const T& desc){

return CreateJoint(lhs, rhs, T::GetIfInfo(), desc);
}

nE, BBREEO I I ADA TV 27 &KL D 5 AP B4, C++ Tlddt
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Mg B A== 5 A (BHHi7 5 PHJointIf 72 &) AV 2 728 H 43 C DCAST 55 %
TR VXY ANTZ2HENHY E£TH, Python IZEWVWTIKIZLORSMHL D7 T A
(PHHingeJoint, PHBallJoint 72 &) OMIEHZ KDL S ITHBWIZX Y Y F v A b h
EDPRINET. £oT, 2—PPEHRLTXY U FY A MTHLEEIHD £EA.

enum DK LY

PHScenelf::SetContactMode D & 512, enum B Z [T L 2B H L £7. HEE
5, B TIE enum DEFE X Python N F— M IR TWERTA. Ths O ZEIT
OH35E1E, T 2BEBEZEL T ZI V.

# C++ T phScene->SetContactMode(sol, so2, PHSceneDesc::MODE_NONE) & [A
b}
phScene.SetContactMode(sol, so2, 0)

Ny ML, R—X
Vec3d, Quaterniond, Posed %% Springhead XU 2 J A/ THHTE 9. K&
T x yHFEOTURT ALV T ILATE, HOLEELAHETT.

>>> v = Spr.Vec3d(1,2,3)
>>> v
(1.000,2.000,3.000)

>>> v.X

1.0

>>> v.x = 4.0

>>> v
(4.000,2.000,3.000)

Posed, Posef IZDWTIX, w, x, y, z 7UNT 4 BT+ —XR=F V5, px,
Py, Pz TEHNT A BRI VKA ANDT 72 AL 0 £9. £72, Posed::Pos(),
Posed::0ri() IZX a9 5% & LT

e .getOriQ)
e .set0riQ)
e .getPos()
e .setPos()
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PHEINTVWET.



F14E=

LB
Al

CHEDE
I FE

E£H LU Unity ETD

J— LTV Unity £T Springhead ZFIAT 2 AEICDVWTHANE T, Z DOBEE
RAFERDLH, FERKAEREREEEZT2HENHY X7,

BERAODLLA#0—R$3Z &LV, Springhead D#EESE CHDSFIAT 2 Z & A
HETY, F7. Springhead IZI& Unity ® GameObject & Springhead DA 7Y x4V b %
B - AT 2-00—FED CHRI) TR EEFNET,

LARE Tl Unity £ T Springhead ZFIH 9 276D DLL & —&D C#R V') 7 MNE¥
% FE EHT SprUnity EFUET,

14.1 Springhead C# DLL ®EJL K

Springhead O#HE%E CHA TS 72D IZIXLATND 3 DD DLL 7 7 1 VDB EIZZR D
E S B

e Springhead2\bin\win64\SprExport.dll
e Springhead2\bin\win64\SprImport.dll
e Springhead2\bin\win64\SprCSharp.dll

I3 5D DLL & SprUnity 7y MZIEIEEFNTWADOTENLN R T HHEITH D £H
AR, D ELEIDBRWVEER, BFDY —AZ2HWTWEER X, CIVRTI2HENDH
DEdT, TNODT7 7ML EEILRTEHITE, AFOY Y a—Y 37 7A)L% Visual
Studio 2013 THI &, Release #% - x64 77 v F 7+ —ALTENLVRULET,

Springhead2\src\SprCSharp\SprCSharp12.0.sln
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142 FAEE
1421 RIEZIHPATH ORE

Springhead @ &) fE |& . Springhead2\core\bin\win64 7 #+ ) X [ & Kk U
Springhead2\dependency\bin\win64 7 x L XN O dll BIZEKFLTWE T, Z
NoD 7+ )V XD /8 A 2 BREIZ PATH ITEM UL TLZ X0,

REAROBEZE T 20 EIX, Unity 78y 227 PAD 7 4 )L X Assets\
Springhead\Plugins IR dll 22 TIE—F2L VI HEEMZX 2139 TT,

1422 #FMKHHALTHD

Unity 7B Y =2 b Springhead2\src\Unity % Unity T7 « X THI &, Scenes DH
75 RigidBody ##ATHE, 77— LZFEITLUTATLZI W,
S FLENHE, FELZD, R—IDED 72095159 T,

1423 7€y kDI YV AR—F

Unity 7B ¥ =7 b Springhead2\src\Unity % Unity T7 «+ X THI &, Assets D
Springhead 7 # V&% 42V v 2 LT Export Package 2 %E17L 9 ,*!

HT&7- X4 712 T Springhead AFDETD 7 4+ IV XIZF = v 7% A, Export
RE VMU, EYRIGIIZEY L7 7 A VAR THREFL ET, HLRFIE .unitypackage
12720 £9, Z I Tl Springhead2\SprUnity.unitypackage I[ZfRIFL72H£ D& LT
HED F 7,

1424 BHO Unity 7AYV Y MIT7EY MEA ViR—Fb

SprUnity ZfiW\7z\W 71 =2 b % Unity TH &, Assets #42 Y v 27 L T Import
Package — Custom Package Z#E UV F3, 77 A IVERX A T IR DOT, Lizy
T AXR—h U7z SprUnity.unitypackage ZiZV T, 1 VR — M RIIFEDHH
MWRTNERTDTZ 7 ANIIF v 72 ANET, A VR — b 2FETTE L, Assets N
IZ Springhead 7 # VXX TE £,

LA IE, BADPS T AR N U r— VAT AZ 2 IChE EEVET,
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1425 —2VDERK

PHScene (23 % GameObject Z /ERKT 2 HEHH D £9, GameObject X =2 —
— Create Empty 27U E T, fEo2AT7 V2 MZIEIAPDRTVWLRIZDIT 5L
F\WT9, T ZTlix SpringheadScene & WA ZHTZffIF 7z DE LET,

SpringheadScene A 7Y =27 F & #EIR L, 1 >~ A7 X T Add Component — Scripts
— PH Scene Behaviour % 3#'% 9, Z 4T, SpringheadScene % 7Y = 7 b iZ PHScene
A7) TIPS S E U7z, PHScene @ 7185 1 1%, PHSceneBehaviour A 2
)7 N > AT ZT Ph Scene Descriptor #EFd 2 & XK RINET, HBHODOME®
KRR 2 ZZCAETHIENTEET,

1426  BEIEDIERK

GameObject — 3D Object = Cube 2 %2 ES, A7V MN2EKLET, 2T
X4 10% Cube & U9, Cube 7Y =2 bi&, SpringheadScene & 7Y =7 bD ¥+
TV b LTLEI,

RIZ Cube A7V 22 DA VAT Zh 5, Add Component — Scripts — PH Solid
Behaviour Z:#UF 7,

PHSolidBehaviour @1 >~ A~ %7 X Cl, Solid Descriptor % &Ri3 % Z & THI{AKD X
TA—X (HEP, HIET 0 ES0RY) 2R ETEET, HlZIX Dynamical DF = v
JENTE, RDOXDIZEDP VWA TV 7 M T,

COWRTT —L%2FETT5L, FPELTWIET T,

1427 aAYToavofts

Springhead T HLflii 28 Y& % £ 5 121k, Unity & 7Y =2 b @ Collider & 1511z,
CDBoxBehaviour 7 ¥ D A7 ) 7 N fFT 2 BB H O £,

Cube A7V 2 N ERL, 1 A7 X T Add Component — Scripts — CD Box
Behaviour #:#&0 %9, EI2HEARD Y 1 X% Box Collider DK E X 2Fib N E T,

Springhead Mil{AA 7Y = 7 + % 2 fHE L. F® Dynamical DF = v 7 24 L TIK
EU. F—Lb%z3795 L, BMEORTFIHIATESLTL LD,

14.2.8 BEIDIERK
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1429 IK OERK

TBW

143 TNV TDAZE

SprUnity ZF]fH 3 % & 12, Springhead DLL WD 73y 7 247\ 7254, DLL
% Debug T FUTELBERDHD £,

Unity =5 1 X %28 L 724R#8 T, Springhead C# DLL 2 )L KL7ZV ) a— 3
> 7 7 4 )% Visual Studio THI &, Unity.exe 702 AIZT7 Xy FLET, ZDRET
TF—L%EFTHE, DLL N TT 7 —23%4 L 72K Visual Studio TT /Ny 7 %17
ST EMTEET,

14.4 SprUnity ZRAE T AN
1441 BEFER Unity 702V b

SprUnity ZFd%9 %728 ® Unity 710 Y = 7 b A Springhead2\src\Unity (25 D
9, SprUnity IZHBERAZ Y FMITEZS7ZFZO Unity 78Y =2 NNTRHEAEL T
IV (B UELS Unity 70y 2 b THELZGALRMENICZO Ty 7 ME
BOTLZIWV),

TuY 7 DT ANZHERIZEAT D@D TY,

+- Scenes/ FAERADORES —V

+- Springhead/ Springhead 7t v h—R, TDT7#IWNF%ET I AR— T BEE
+- Editor/ Springhead M7= ® Unity TF 1 ¥3H3_RR 2 1) 7 b
+- Plugins/ Springhead C# DLL AAZ ZICA%

+- PHxxxx.cCS PHxxxx %Zf# 3 72D Unity Script
T= oo

Springhead C# DLL % &)L K3 % & Springhead2\bin\win64 ([ZH{ 1IN 5 D
T. BAFH Unity 7m0 ¥ =2 b THIH T % (Z1& Springhead2\src\Unity\Assets\
Springhead\Plugins (I ¥ —3 2K ELNH D £7,



14.4 SprUnity ZBEd 5 H~ 157

14.4.2 Behaviour FEDFB| &

Unity ETHIFH L 72\ Springhead 7 7 A Z & 12*2Behaviour A2 VU 7'~ %2/ED, =D
A2 ) 7 T Springhead & 7Y = 2 s DERK - Unity & ORIFHEZ L I ETLZEI W,
il 21X PHS0l1id %43 25 A~V 7 L PHSolidBehaviour T, ZDAZ Y 7 s —
L BRI IZ Springhead ¥ — Y NIZ PHSolid ZfERK L. 1 A7 v 7T & IZ PHSolid DAL
BT =LA TV VOMNEEZEHL X7,

Behaviour A 27 ) 7~ DEZEE - B DB E| %, PHSceneBehaviour % @M (Zfi#di L
9,

using UnityEngine;
using SprCs;

public class PHSolidBehaviour : SprSceneObjBehaviour {

Springhead DOFEREZ FIH 95 DI SprCs #AT%EM % using L TH L L ffF] T,

PHSdk %> PHScene O 1 %% % {E 3 % Behaviour A2 ') 7 b %, SprScenelbjBehaviour
ZEAL TLZE WV, 22 & D PHSceneBehaviour % # L T PHScene % {33 %
phScene YU 3T 4 X, phSdk THNT 4 MHZ B KD IZWRBIEN, 1 VAT ZDOIH
MEE X N7 Kz HEIIZ Springhead 4 7Y = 2 b @ SetDesc 23X 5 BERE /R & H3F
KINnEd,

public PHSolidDescStruct desc = null;

public override CsObject descStruct {

get { return desc; %}

set { desc = value as PHSolidDescStruct; }
}

public override void ApplyDesc(CsObject from, CsObject to) {
(from as PHSolidDescStruct) .ApplyTo(to as PHSolidDesc);
X

public override CsObject CreateDesc() {
return new PHSolidDesc();

}

*2 HImORMD D
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XXXDescStruct B public £ Z/ELZ & T, TAZ ) TXRONENZREHHE LT
A VAR RIZFRINE T, T2 Tl XXXDesc TlE7: < XXXDescStruct ZFH L T
I, 72, MAMEIEAT null & LTRIW,

SprSceneObjBehaviour % k&9 % 27 F A%, descStruct 7'H/ 37 1, ApplyDesc ¥
#. CreateDesc A ZEHR L BRI NIETR D EFHA, TNHIFA VAR XROMENEFHEX
N7z & ZIZHET Springhead & 7Y = 7 MIKMEI N X S12T 572DIZHETT (&b
EDRENGE TR SO (HEWiEnull 238T) BREEZRLTRIWV),

public override ObjectIf Build() {
PHS0lidIf so = phScene.CreateSolid (desc);
so.SetName("so:" + gameObject.name) ;

Vector3 v = gameObject.transform.position;
Quaternion q = gameObject.transform.rotation;
so.SetPose (new Posed(q.w, q.%, 9.y, 9.2, V.X, V.Y, V.2));

return so;

Build() (&, 7' — ABHMAEFIZ, Awake() DX A IV TEITFINE TS,

Z Z T desc 2> T Springhead A 7Y =2 b EEK L, EKLZA TV T b %
return L TL 723\,

Build() DK Y fliiZ Behaviour @ sprObject 7 H /37 1 IZ/RA X1, Behaviour N
XAt Behaviour 2257 7 2 AHHEIZR D £9,

void Link () {
// PHSolid Z&IEKFICN B Z & Ei L
}

Link() EH 6534 7Y b® Build) O B THIENE T, BEARMIZIX,
Build() 7% Awake() DX A I VI TEIFTINDZDIZHN L, Link() X Start() DX
1 IV TEITINET,

LA TV NOMENKRTUZRIZ, BEINZAT7 Y27 MNALOBKREZRE

B2 )T hDOANY MEBIZOWTIE http://docs.unity3d.com/ja/current/Manual/
ExecutionOrder.html % Zi#
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(“Link”) 9 51F¥% ZZTi7T\W%d, #lZIX PHIKEndEffector % PHIKActuator (Z
AddChildObject T2 &, A4 7Y 7 MESETRVWETZARNE D R %EZ Z 212
kLU x9,

public void Update () {
if (sprObject != null) {

PHSo0lidIf so = sprObject as PHSolidIf;

if (so.IsDynamical()) {
// Dynamical 7:fl{&(% Springhead D> I a2l —> 3 VER%

Unity ICRBL

Posed p = so.GetPose();
gameObject.transform.position = new Vector3((float)p.px, (float)p.py, (f:

gameObject.transform.rotation = new Quaternion((float)p.x, (float)p.y, (1
} else {

// Dynamical T7 WAL Unity DAIE% Springhead IC/RBE (3%

fEalRE
Vector3 v = gameObject.transform.position;
Quaternion q = gameObject.transform.rotation;
so.SetPose(new Posed(q.w, q.%x, q.y, 9.2, V.X, V.y, V.2));
}
}
}

Update (Z1%, Springhead ® ¥ I 2L —Y 3 VEER%Z Unity DA 7Y =27 MY
53— FE2HENTHFIW,

KB, EBED PHSolidBehaviour Tld, Update TiZ7: < UpdatePose B A E % X
v, PHSceneBehaviour @ Update 3% Solid ® UpdatePose % FE3R & 51272 > TW &
T, ZHIEHIAA 7Y =7 b DOALED KBE%E PHSolidBehaviour @ Update Tf7 - 7245
By AF Ay Y aDHIERD £ WHARNZHTYT,

1443 22T MNEFTIEFOHRE

% Step 2B W T, PHSceneBehaviour ¥/ Physics 2 A2 U 7 b &K b BIZFETI N
LZRENHDET, WA Z Y TN E2BIMUZGEREE, FREI EYRFETIEY %
RELTLEIW, RELVEZAZ Y TMEGIHFBEZ I AR - IN5ERICEEINDED
T. SprUnity ® 2 —HIZRIZKUZETHATE £ T,

FATEF D% E X Edit A =2 — — Project Settings — Script Execution Order 75
FVET,
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15.1 H=E

AETIRLILS DB NI TN EZDONMAEEZEN LU ET.

15.2 A ZLDEIR

F1Z Visual Studio k- C Springhead % )L REIZ X <#EET 5 b T 70 & lLikiz >

WCTHERE T

HR linclude 7 7 A VZEZBITEEA] WS a0 1)L T —HH5

BREE 7Yz s MERE T Springhead DA ¥ 7 )L — RANADERE I NT W5 D i
RLTLZI W,

B& (RO VRV ~IP~THRINE L] LWVWD Y VAT T —HiHh
%

R oYz MERET Springhead DT 1 7T U IRANHE I N TV B PHER
LTL7ZXW,

5 S (~FBRC~TEEINTVWET ] WS Y AT 5 —H 5

BRE TRV INRET, FVRALTATITIVNRI—FTuS T LE Spring-

head 74 77V & CH—2ZREL T ZI W,

161



162 F15#E NI TNVa—Tq T

153 Y IalL—Y3aVEE

154 774 JLEE

R 77 ANHRE— RTERN

R 1 T I LDETT 4 LI N EERL, 77 A INDINADEEDHEZE L T
{7220,

BARAER2 NMFIFRAOX 774 VIEHEOEFFA. TFAMNATHREL TS
W,

ARIRTR 3 W AEPFHOLNTVWTHDLDENWZI EEH D T, HRZFICHEDLYE
TL7ZX W,

155 ZDfED~ZTIL

RE D E DR N
BERE N—=Ya UDNEHVWAREENH D £F. £7 svn update ZEFLTI— %
B2 L, WIZ Springhead 74 77 VDY ¥V KE1T-> TLZE .

HE  zhTHHHAL
SRS 72 %2 (7)Springhead DA TH B Z LB 0 £9. BRKEICINE b
TLEE.
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Affined, 24
Affinef, 24

Base, 21

CDBox, 37
CDCapsule, 38
CDConvexMesh, 40
CDRoundCone, 40
CDShape, 35
CDSphere, 38
Collision, 35

FIFile, 95
FilelO, 95
FISdk, 95
Foundation, 29
Framework, 121
FWApp, 127
FWObject, 123
FWScene, 123
FWSdk, 122

Graphics, 77
GRCamera, 84
GRDeviceGL, 77
GRFrame, 82
GRLight, 84
GRMaterial, 85
GRMesh, 86
GRRender, 77, 88
GRScene, 78
GRSdk, 77
GRVisual, 81

HISdk, 105
HumanlInterface, 105

IfInfo, 29

Matrix2d, 23
Matrix2f, 23
Matrix3d, 23
Matrix3f, 23

NameManager, 31

Object, 29

PHBallJoint, 56
PHConstraint, 51
PHHingeJoint, 55
PHJoint, 51
PHMaterial, 41
PHPathJoint, 55
PHScene, 46
PHSdk, 45
PHSIliderJoint, 55
PHSolid, 48
PHSpring, 57
Physics, 45
Posed, 27

Posef, 27

Quaterionf, 25
Quaterniond, 25

Scene, 32
Springhead, 7

UTRef, 28
UTRefCount, 28
UTString, 28
UTTimer, 32
UTTreeNode, 28
UTTypeDesc, 28

Vec2d, 21
Vec2f, 21
Vec3d, 21
Vec3f, 21
Vecdd, 21
Vecdf, 21

T T4 MR, 24

A7 eI, 38
HAT, 84
B R R, 74

X7, 74
B, 38
1751, 23
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JF—R=F v, 25

A —hRA VR, 28
AT4 K, 55

Hefu, 70
Yy b, 53
24 <, 32
EJ5K, 37
TN R, TT
Ay o, 40

NAYaA vk, 55
NA, BT

Y 55
77 AN, 95
Yk, 41
722, 53
7V —5h, 82
R M, 21

R—X, 27
A=y aA vk, 56
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HI—V, 40
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