Springhead Users Manual

Yuichi Tazaki and Springhead Development Team.






L] [

010 oo 7
020 Getting Started 9
2.1 I 9
2.2 SVNODOODOODO ... o e e e e e e e e e e e e e e e 9
2.3 I 9
2.4 I 10
2.5 OO0O00000000n00n0 ... 00 e e e e e e e e e e e 11
2.6 0 11
0 30  Springhead 00O 17
3.1 I 17
3.2 I 17
3.3 OO0O0OAPIODOOOO ... 00 e e e e e e e e e e 17
3.4 O0O0000o00ooooodn ..o e e v d e e e e e oo 18
040 Base 21
4.1 I 21
4.2 I 27
4.3 I 27
Oos50 Foundation 29
5.1 I 29
5.2 I 29
5.3 I 31
5.4 OO0 . . e e e 32

060 Collision 35



g

6.1
6.2
6.3
6.4

070
7.1
7.2
7.3
7.4
7.5
7.6
7.7
7.8
7.9

080
8.1
8.2
8.3
8.4
8.5
8.6
8.7
8.8
8.9
8.10

090
9.1
9.2
9.3
9.4
9.5
9.6

I

I

35
35
41
42

45
45
45
46
48
o1
o8
65
65
65

67
67
67
68
71
72
74
74
75
75
75



0100
10.1
10.2
10.3
10.4
10.5
10.6
10.7
10.8

0110
11.1

0120
12.1
12.2
12.3
12.4
12.5
12.6
12.7
12.8
12.9
12.10

0130
13.1

0140
14.1
14.2
14.3
14.4
14.5

o

Humanlnterface

goooo .. ..
goodooodon
ogooooooo

gooooog ..
Spidar . ... ..

Creature

Creature DO OOOOO0O . ... oo vttt e e e

Framework

Framework SDK .
Framework 0O 0O O
gopoogoogo

OO . e

Framework OO OO OO . . . . . . o v v v e e e e et s e e,

gogooboogn
gogooo ...,

OO . e

Framework OO0 0000000000000 ... ..o oo

gogooog ...
ggobobooon

I I

Python 00O OOO

I

ugooobooan

gooooooon
ugoboobooan
gogooog ...
goboboooon

g

OO0 .o s

89
89
89
89
92
92
95
95
95

97
97

99

99
100
101
104
104
105
109
109
110
114

117
117

119
119
119
120
120
120

121






010

HRERERE

0000000000000 00000Springhead 0000000000 000O0O
O0000000ooo0o0oooo0oDoo00ooooooOoDoooDoDo0nD C++000
goooo

Springhead 00000000000 O0DOO0OOOOOOOOODOOODOOOOOOD
gogobboooobbboooobbbooobobbooobooboooobbooon
ggooood






120

Getting Started

Springhead 00 0000000000000 DODDDOOODOOOOOOOOOO

21 O0O0O0OOOgd

Springhead 0 00 0000 http://springhead.info/wiki/ 00 zipOOOOOO
guoboobooooooooobbboboooooobbboooobbobooooooooo
oo obouobobouooobououoooo
0000000000000 00000 Subversion0O0OO0O0OO00OO0OO0ODOOOOO
ggoo

22 SVNOOOODOOO

Springhead 00 Subversion 00 0000000000000 0OOODOODOOOODOO
000 Springhead O Subversion 000000

http://springhead.info/spr2/Springhead2/trunk

goobboodoobobtboooobbbooobbbuooob bbb bbooo
ggobobooooboboooobobuoooobooooonoo

23 0O0O0OO

Springhead 0000000000000 0ODOO0OOOODOOOOODOOOOOODO
Windows, Max, Unix 000000000000 0OCOO0O0OO0OOO0OOODOOOOODOODO
000000000 Windows OO Visual Studio 0000000000000 O0OOO
gobobbboodooouobbbodoodobbb b0 oobbbbooooo @™


http://springhead.info/wiki/
http://springhead.info/spr2/Springhead2/trunk

10

0 20 Getting Started

0 Springhead10 - Microsoft Visual Studio Academic
J7OUF) BE(E) F(V) JOSzONP) BILEEB) F/twd(D) F—AM) F—5(A) Y—IUT) FRANS) D4>EI(W) ALIF(H)
PP -GSl d| % B9 - -85 b [pebug -|win32 -1 [phikpos HEE]
YUa—>3> THRTO—5— - & X
@lala
4 YU1—23> 'Springhead10’ (10 FOS T 1)

se

—0LYGT —)\—6

N
I

# BILr)
UEJLR(E)
2U—=>(N)
7oz o h0dH()
TOSTH MKEFBEA(S)..
TOST U bOEIL RIEF()...
EIL EDHRZAZ(B)...

nnnnnnn

Fig. 2.1 Building the library
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Table2.1 Build configurations

ogdn goood gogobobooooboboood
Release multithread Springhead#**.1ib

Debug multithread, Debug Springhead#**D.1ib
ReleaseDLL multithread, DLL Springhead**M.1ib

DebugDLL multithread, Debug, DLL.  Springhead**MD.1lib

25 O0OOoOoOoooooboooo

ggobobooooboboooooo
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0000000000000000 C:\Springhead2\1ib\win32\Springhead#**.1lib
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0O00000Physics/BoxStack 00 Physics/Joints 00000000 OOOOODOO
goooobbbobbbooooo
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Fig. 2.3 Project configuration
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Fig.2.5 Add include path
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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();
PHSceneIf* phscene = GetSdk()->GetScene()->GetPHScene();
CDBoxDesc bd;

// 0000

PHSolidIf* 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));

// 0000

PHS01idIf* 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;
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OO0 Framework U 0 OO O0OODOOOO0OODOOOOOOODOOO

000 Springhead 00 0000000000000 0ODOO000ODOODOOOODODODO
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Table 3.1 Springhead modules

goooon gooooono oo

Base - goooooooooooooooooo
googoogd

Foundation uT Springhead DO 00000000000

Collision CD Ooo0

Physics PH ooood

Graphics GR Ooo0oooooo

FileIO FI goooooo

HumanlInterface HI OO0bD0o0o0o0oboobooogoogoo
gooooogoo

Creature CR gooooooooo

Framework FW OOoDO0Oooboon

gbobobooogdgboodad

Table 3.2 Module dependencies

gooooo

Base - - - - oo
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 - -

U000 Physics DO UOUOUOOODOOOO PHSolid OO OOUODOOOOOOOOO

// given PHSolidIf* phScene,

PHSolidDesc desc;


Physics
PHSolid
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desc.mass = 1.0;

PHSo0lidIf* solid = phScene->CreateSolid(desc);

000000 PHSolidDesc [1 PHSolid DO D ODOODODODODOOOOOODOODN
O00Omss 00000000 O0OO0OO0OODO0OO0ODO0ODO0OO0ODOOOOOOOOO
000000 CreateSolidJ D OO0 OOOOONOO CreateSolid 00D OOOO
OO0 PHScene O UOODOOODOOOODODO PHScene OO ODOOODOODO
PHScenelf 00O D DODDODOOODOOOOOOOOOOOOODODODODODOOOOO
O00000000OCreateSolid0 00 0OOOOODO PHSolidIf DO OOOOOOO
000000000 oDoo0oooooooooooooooooon

solid->SetMass(5.0);

OD0D00000000000D0DO000000DODO000000DO0O Get/sSetO OO
goooobobobboooouoooboooooboobbooooobobboooa
goo

Springhead 00000000000 0DO00O0OO0ODOODOOODOOOOOOOOOD
U0 deletelUUOO0DOO0O0O0OUOO0ODOOODDOOOOM Createl 000
goboboooobobooooboboooooobooog

Jobooouoooot

O0000000000000D00000000000D0O0Springhead 000000
gobboodoobbuoooobbuoooobbbooobbbooobbbooobo
agoo


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

Base UODODODOOOOOODOOOOOOOOOODDODDOOOOOODDOO
ogon

4.1 ODO0ODOOOOOO

Table4.1 0000000000000 OOOOOOOOOOOOOOOOOOOOO
0000000000£0d00000 float 00double 00000000

godgd

ydodooooooooooobobooboobooboboobobbobboooooooooyd
000 double DOODOODOOO 3000000 xO000D0ODOO

Vec3d x;
000000000000 Odoooooooon
x[0]; // 0-th element

OO0O0OVecl213][fldl]ODOO0O0OO .x, .y, .20000000000C000
O000D0b0000O0b0ob00oObodbDfleat0bO 100DOO0OODO

TVector<10, float> x; // 10-dimensional float vector
oodooooooooon

VVector<float> x;

x.resize(10); // can be resized at any time
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040

Base

goo

Table4.1 Matrix and vector classes

oooog 00

Vec[21314] [f|d] ogoong
Matrix[2]3]4] [f|d] OO
Quaternion[f|d] Oo0Ooooooog
Affine[f|d] ooooon

Pose[f|d]

Jubboboobobooboobon

uo.

gobboooobbooobobouooonoo

Vec3d a, b, c;

double k;
c =a+b;
a += b;

c =a - b;
a -= b;

b =%k x a;
a *= k;

k =x *y;
XhY;

// addition

// subtraction

// multiply vector by scalar

// scalar product

// vector product (3D vector only)

gobobooobobbboooobbboooobbboooo

a
a
a
a

b

.size();
.norm() ;
.square() ;
.unitize();

= a.unit();

// number of elements
// norm

// square of norm

// normalize

// normalized vector
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g

goobboooobobuoooobboooobbboooobbbooobbboooo
O0000O0Odouble 00000000 3x300 A0D0D0D0DDOOOOOOOO

Matrix3d A;
0000000 QJoooooogoo
x[0][1]; // element at 0-th row, 1-th column
dooooooobobooooooooooooooobooboboooooooo
TMatrixCol<2, 3, float> M; // column-oriented 2x3 matrix
gooooooooooooo
TMatrixRow<2, 3, float> M; // row-oriented 2x3 matrix

Uboobobboobo0obODn Matrix3d O TMatrixCol<3,3,double> 00000
gogoooood

VMatrixCol<float> M;

M.resize(10, 13); // column-oriented variable matrix

gdbobO0O0dvVMatrixCol UUO O DOOOOOODDOUOOODDOOODDOO VMatrixRow [
gogoboboogobobodad

goobboooobobuoooobboooobbboooobbbooobbboooo
ggobobooooobooooooo

Matrix3d M;

Vec3d a, b;

b=M=x* a; // multiplication
00000000000 00000000000o000000000000oo

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

2x2,)3x3 00000000000 00Db00O0bOobDO0bDOoOobOon
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Matrix2d N;
Matrix3d M;

double theta;

Vec3d axis;

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

M = Matrix3d:
M = Matrix3d:
M = Matrix3d:
N = Matrix2d:
M = Matrix3d:
M = Matrix3d:
ododno

:Zero(); //
:Unit Q) //
:Diag(x,y,z); //

:Rot (theta) ; //

:Rot (theta, ’x’);

:Rot (theta, axis);

zero matrix; same as M.clear()
identity matrix

diagonal matrix
rotation in 2D
// rotation w.r.t. x-axis

// one can specify ’y’ and ’z’ too

// rotation along arbitrary vector

goboboooobbbooobbboooobbbooooboboooobboood
000 Affine(f|d] 0 4x4 000000000000 ODOODOOODODOODOODOO
goooog

Affinef A;
Matrix3f R;
Vec3f p;

R
p

A.Rot();
A.Trn();

// rotation part

// translation part

gobboooobbboogobbboogbobobooonooboboooooboon

Affinef:
Affinef:
Affinef:

Affinef:

:Unit Q) ;
:Trn(x, y, 2);
:Rot (theta, ’x’);

:Rot (theta, axis);

// identity transformation

// translation

// rotation w.r.t. x-axis

// one can specify ’y’ and ’z’ too

// rotation w.r.t. arbitrary axis
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A = Affinef::Scale(x, y, 2); // scaling

googgon

oo ooooobobobobobobobobbobobobobooboobD
0o0ooboobo400000000000DO0ODOO0O0DOO0
0000000 Joooooooooooooooooo

Quaterniond q;

q.w; // same as q[0]
q.%; // same as q[1]
q.Y; // same as q[2]
q.2; // same as q[3]
q.VO; // vector composed of x,y,z elements

gogbobdoooboooobobtooobbogoobooobbuoobobooobboooo

Quaterniond q, qO0, qi;
q0 = Quaterniond::Rot(Rad(30.0), ’x’); // 30deg rotation along x-axis

gl = Quaterniond::Rot(Rad(-90.0), ’y’); // -90deg rotationt along y-axis

q = ql * q0;
000000000000 3000000000000000000000000

Vec3d a(1, 0, 0);
Vec3dd b = q0 * a;

godobooooooooooboooobobobobobobobobobon
Quaterniond[f|d] 00 ODO0ODO0O0OODODOODOODOOOOOOOODOOO
ogn

Vec3d axis = q.Axis(); // rotation axis

double angle = q.Theta(); // rotation angle
ggobobooooboboooobobuoooobooooonoo

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

O00OD0OOConjugate U0 O0O00OOD0DOO0DOOOOODOOOOODOOODOOOODO
U0O0OConjugated U U DUOUOOODDUOO0ODDODOOUOInvO ConjugatedJ DO
Oobooooooobob 1ooooboboooooboboboooobooooooon
Ooboo0oboobOobob0 1000o0b0oboooooboobobooooboooooboon
boboobooboobooboooobobooobooboboooboobobooooboboo
OOobooboooogoog

OO0bOO0o00oobO0oboooob0oooooooDn

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

q.ToMatrix(R); // conversion to rotation matrix

FromMatrix OO UOUOUOUOUOOD ROODODDODODDOOOOOOOO qUuUuOooOoOOO
O ToMatrix OO DODOOOOOO RO qUUUOUODODODOOOOODDODOOOOO
goboboooobobboooobbooooooog

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

OobOooboboboo 2000000000000 0obOooboobDOobDboooOoDo
Oo00ob0o0obOoboooboobobooo2000b0o0boboDoobooboboobOooD
ddUddUORetationArc O ODOOOOODODOOODODOOODOOOOODODODOODODO
goooogoooo

Vec3d r0(1, 0, 0), r1(0, 1, 0);
q.RotationArc(r0, ril); // rotation that maps rO to ri

gog

goboboooobobboooobboooobobobooooboboooobooboood
r00d0bo0o0boobooobooobDbo0obDboOobObooDboobDbUooDbooDboooo
gobobodoooobbooooboooobooboog
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Pose[f|d] O0OOODOOO PesO Ori0 200000000000DOODODOO
(Vec3[£1d]) 00O OO (Quaternion[fld]) 0000000000

Posed P;

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

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

Quaterniond q = P.0ri(Q);

42 0O00O00O0OOOOO

’x7);

gooooboooboooobouobooboobobooooboboboobooobobgobDoboo
oo doooouuboobibibibb deletelooooooon

ggobboooobobbooon

OO00O0O0OD0DDODODO UTRefCount O O OSpringhead OO O OO OODODODO
UTRefCount UL O U000 OO0O0OODODOOODODOOO0O0DOOO00O00O0O0 UTRef UOU

gooboobooooono

class A : public UTRefCount{};
UTRef<A> a = new A(Q);

// no need to delete a

43 O0O0O0O0O0O0
UTString

00000000000 stdesstring0 00000

UT TypeDesc

Springhead 000000000000 DOOODO

UT TreeNode

goobobboooobobooo
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Foundation

Foundation 0000000000 Springhead 0000000000000 OOOO
00000000000000 FoundationOOOOODODODODOOODOOODOOODOODOO

5.1 O00OO0OO0O0OO

0000000000 Springhead 0000000000000 ORTTIDOOOOOO
O0C++ 00 dynaniccast 00 RTTIODOOOOOOOOOOOOOOOODODOO
ggoooooooood

U0bDo000b00odl IfIinfoU00IfInfo 00000 OOMO Object OO OOMO
gogooobod

52 OO0OOOO

00000000 Springhead 0000000 Object 0ODOO0OODODODOOOODO
0000000000000 00000000D00O00Springhead 00000000
000000000000 0D0000000D00D00000 Foundation OO O ODOODO
00 Object OODOODOODOOO Fig.5.1000000

U0 Object OO0 boooobbboooobbboooobbbouooon

29
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O 50 Foundation

Object  #Tvzsh

LNamedObject ZEIFEAFT O Oh
SceneObject Y—rF#TVxHh
NameManager (—LIXDvy

L Scene D

Fig.5.1 Object class hierarchy

ObjectIf

size_t NChildObject ()
goobobooobobbooon

ObjectIf* GetChildObject(size_t pos)
posUUoooooonoooonbon

bool AddChildObject(ObjectIf* o)
gO000o0 oO00ODOOOUOOUOOODDOOOOOOOODOOOOO true oo
O falseOOOO

bool DelChildObject(ObjectIf* o)
Jodddb oOUOUOODDbbObObObODbOOUOUOUUOUULDDODDDODD trvelOOOO
false OO OO

void Clear();
ooooono

gobobooooboobbooobobooooboboboooobobooooboboood
O0000000000000D00000000Springhead 0000000000000
gobobooobobbtoooobbboooobbbooooo

goboboooobobboooobobbooogoo
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ObjectIf

void Print(std::ostream& os) const

Udoboooobobbuoggn esbbood

Print U000 0OO0ODOOOODOOODODODOOOOOOODODODODODODODODOD Print00
gogooouooooogooooooooooD peint 000000 0ODOOOOOOO
gogobbooooboboooobbbooon

NamedObject DO UUODODOOOOODODOOONamed0Object DU OUOOODOOOOONO
ggoboboooobobboooobobboooobboboooooboooobobooog
goobboooobbtboooobbbooobobbooooboboooubbboooo
gooood

NamedObjectIf

const char* GetName()

gogobooood

void SetName(const char* n)

ggoooood

NameManagerIf* GetNameManager ()

ugooboogooood

ggobobooooobooooboboooobboooobbboooobbooon
0000000000000000000 (PHSolid, GRVisual U0 ) 0000000

SceneObjectIf

Scenelf* GetScene()
gopoooooouooogoood

53 0D0O0OO0OO0OO0ODOOOO

goooobbbbbbboooooooooouooobbbobobbuooooooog
gogoboboooobbboooobbuoooobbboooobobo
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O 50 Foundation

NameManagerIf

NamedObjectIf* FindObject(UTString name)
O00Oname OO0 000000 0OOO0OO0OOOOO0OOOOOOODOOOOOOOOO

gdoNLLoggg

gddoooooooooooobbbbbbbbbbbbbibibd Scened g
000000000000 (PHScene, GRScene, FWScene U0 ) 00000 OO Scene [
gobobooooobobooooon

54 00O

000000 Foundation 000000000000 ODO UTTimer JO0O0O0OODO
goobog

UTTimerIf* timer = UTTimerIf::Create();

O0000UTTimer 00000 APIDDODODODDO

[Get|Set]Resolution OOOOOOOOO
[Get|Set]Interval oooooooo

[Get |Set]Mode Oo0000oOoO
[Get|Set]Callback 0oooooooooooon
IsStarted gooogooog
IsRunning ooooOooooooo
Start 0d

Stop HEN

Call gooooooooo

SetMode U U UDODOOOOOODOOOOODOO

MULTIEDIA OUOOO0OO0OOOOOO

THREAD goopogd
FRAMEWORK Framework OO O OOOO0O
IDLE Framework 00O 0OOOOO0OOOOOOOO

00000000000 WindowsOOOODODOOODODOOOOOOOOOODOOOODO
Udbobobo0o00o0o00ooddd SleepU00dduoddodddddFRAMEWORK
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O IDLEOODOO0DOODOD0 FWwApp O CreateTimer 0O OO0 0OOOOOOOODO
000 FRAMEWORK O OO OO GLUTOOOOOOOOOOOOOOOIDLECOOOOO
GLUTOOOOO0O0Ooooooooooooo

Framework 000000 FWwApp OO0 00O OO DO OFWApp O CreateTimer 0O 00O
ooooboooooooo
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Collision

6.1 OO

Collision 00000000 0OOODO0O0O0O00OOODOODODOOOOOOOODOD
Collision 000000 Physiecs 0O ODOOOOOODOOOOOODOOOOOODOODOO
00000000000 00D0000000000DD00D0DO000DO0000 Collision
gogobbooooboboooobbbooon

Collision 00 00OOO0OO0ODODODO Fig.6.1 000D ODO0OOD0ODOOOOODOODO
ChShape UU OO UOODODOOODOOODOOOOOOOOO0OUOOUOOOLODODODOOOO
gooo

62 O0OOOO
000000000000000000000

1. o0ooood
2.0000000000
. 00obooobooo

ggoboboogoboooao
goooooobobobbbbobooooogoo

// given PHSAKIf* phSdk

CDBoxDesc desc;

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

35


CDShape
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O 60 Collision

CDShape Mk

— CDBox [EWaRZ
— CDSphere Bk
— CDCapsule ATt

— CDRoundcone Ha—v
— CDConvexMesh rhAvyya

Fig.6.1 Class hierarchy of Collision module

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

O0000000000000 PhysiesOODODOODOOOODOODODOODODODOOO
0000 PHSdk OO 00O CreateShape DO ODOOODOOPHSAk ODODOOO 70000
goboboodooobuoooobobuoooooboboooobbboooobbboooono
gdddddddddudooooouoougugu cpBoxyppooonbbbbb o
00000 1000000000000 0DO0O0OOO0ODODO0ODO CreateShape OO
goboboodooobuoooobobooooboboooobbbooobLbboooono
doooooobob0n Chshape U U O0O0O0O0O0OO0OO0OOOOOODODDODOO
O ChBox0 U OUOOODDODDOOUOUODDODOOOONO CastOUOUDDOOOOODnO
goood
goboboooobobtoooobobooooboobobooooooo

// given PHSolidIf* solid

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

O0000 PHSolidODOOD 7vOUODODOODDOODOOODOODODOODDO
ooobooo lobooboboobobobobooboboobooboboobooo
gobobooooobuoooobobooooboboooobbboooobbooooobo
doboboooobobobooooooo

AddShape UUUO0OOOOOO0OOOO0ODODODOOOUOOODOOOOOOOOOODLO
000000000000 SetShapePose IO OOOODO

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

// move first shape 1.0 in x-direction


PHSdk
CreateShape
PHSdk
CDBox
CreateShape
CDShape
CDBox
Cast
PHSolid
AddShape
SetShapePose

6.2 00000 37

Fig. 6.2 Box geometry

solid->SetShapePose (0, Posed(Vec3d(1.0, 0.0, 0.0), Quaterniond());

b

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

SetShapePose U0 100 00D000D00O0ODOO0ODOODODOO AddShape DO OO OO
OO0 O00O0OAddshape U0 DO OO 100000O00DOO0OODOOODOOODOOODO
oooobbbobobbbbbbobo0bbbbb0O0O00dd GetShapePose OO OO
ugn

0000 Springhead 0000000000000 0O0OOOOODODO

gon

000 (Fig.6.2) 00000 CbBox 00 O

CDBoxDesc

Vec3f boxsize ooggg

CDBoxIf

Vec3f GetBoxSize()
void SetBoxSize(Vec3f)


SetShapePose
AddShape
AddShape
GetShapePose

38 O 60 Collision

Fig. 6.3 Sphere geometry

N

0 (Fig.6.3) 000 OO CDSphere 000

CDSphereDesc

float radius 0ogd

CDSpherelf

float GetRadius()
void SetRadius(float)

goobo

0000 (Fig.6.4) 00000 CbCapsule 00000000 ODOOOOOOOOO
gogooobooogn


CDSphere
CDCapsule

6.2 00000
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Fig.6.4 Capsule geometry

Fig.6.5 Round cone geometry

CDCapsuleDesc

float radius

float length

CDCapsulelf

ggooo
goooo

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

goobo

0000 (Fig.6.5) 00000 CDRoundCone 1 D 0000 OD0OO0OOOODOOOOO
ggooboooooood

CDRoundConeDesc

Vec2f radius oogoggg
float length gbooooo
CDRoundConeIf

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

Setwidth O DODUOOUOUODODLDOOUOODODOOOOOODOOOOooO

goood

00000 (Fig.6.6) 00000 ChConvexMesh D DO DO ODOODOOOOOOOODO
ggobobooooboboooobbboooobbbooobbboooobnoboa


CDRoundCone
CDConvexMesh

6.3 00000

CDConvexMeshDesc

vector<Vec3f> vertices oooogogdg

CDConvexMeshIf

Vec3f*x GetVertices() Oo0OooooOooooao
int NVertex() oog

CDFaceIf* GetFace(int i) 0000

int NFace() o0

OJ000000000000CDConvexMeshDesc: :verticesOOOOOOOODOODO
Oo0000o0o000oooO00oo0o0oooo0ooobo0o0noon cpFace 0o goon
goo0Oooooooo

CDFacelf

int* GetIndices() UO0O0O0OU0OOUOOUOOOOOOUOOO
int NIndex() ooooo

NIndex OODOO0O0OODOOO0OOOOOODODO 304000 000000O00O0
ggoboboogobbboooobobboooobboboooooobooooobbooon
goooog

// given CDConvexMeshIf* mesh

CDFacelf* face = mesh->GetFace(0); // get 0-th face
int* idx = face->GetIndices();
Vec3f v = mesh->GetVertices() [idx[0]]; // get O-th vertex
ooodon
6.3 00000

ooooobooboooooboobobooobobooboooboobooboobDoboooboo
UO0dO0d CbShape U O OOOOU CDShapeDesc U PHMaterial U U0 material
gooooooo
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PHMaterial

float density HEN

float muO oogogogog
float mu ooggg
float e ooogogg

float reflexSpring gbobooobooboboobg
float reflexDamper ugbobobuooooboboooonboo
float frictionSpring UO0OUOUO0OOOOOOOODO
float frictiomDamper UU00OUOUO0O0OODOO0OODONO

gbobboo0bobobOoodin CbshapeIf DO OUOOOOOO

CDShapelf

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 ()

6.4 ODO0OOO0OO

gooooooboooobbbbobooooooga
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CDShapelf
float CalcVolume() ooooag
Vec3f CalcCenterOfMass() goooooag

Matrix3f CalcMomentOfInertia() OOOOOOO

CalcVolume UUUOOODODOUOUOUOOODDOUOOOGetDensity OO0 O
00000000 0OCalcCenter0OfMass U DO OO OOOO0OOOOODODODODOO
goboobbibbbbO0OOCalcMomentOfInertia U0 U UOOOOOOOOODODONO
oooobooboooboobobooboobobbooboboUo 1oboobooboooo
ugoboboooobobboooobobboooobobbouooobooboooo
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Physics

7.1 00O

Physics OO D O0OOO0OOODOODODOODOODOODOODOODOODODODODOD
goooobboooooooobodooobbbooouoobbbbooooobobooboo
ggoboboogobbboooobobbooooboboboooooobooooobbooon
goobooboood

7.2 Physics SDK

Physics 000000000000 DOOOODO SDKOOO PHSdk OO DO OODOOOO
dpHSdk DO O OOUOOOOOOOoObOOOo0bobObooooobooooobooon
gogbobboodgbbopESdkOOO0O0ODOOOO0ODODOOOOODOOOOOD

PHSdkIf* phSdk = PHSAkIf::CreateSdk();

000000000000 0000OOO000DOO0O000DOO0dOFramework 0000
odobbo0ooobbboooUo pHSAk DO OODODDODOOOODDODOO

PHSdk OO ODOOUOUOUOOOOOO0UobObOoouobLboooobbooobobooad
gogobboooooboooooobod

PHSdkIf

CDShapeIf* CreateShape(const CDShapeDesc&) OOO0O0O
CDShapeIf* GetShape(int) ooooo
int NShape() oooo
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ddddddooouououoooooooooooooooooobbbb pEHSAk O OO
OO0bO0o0o0oOobOOobOoboe0bbOUObOODbObbOO

(3 000

gogoobbobooooobbobooouobobbiooooooobbboooaon
goodoouobobboooogoobbobboooobobb oo bboUuoo
Uodb0o0dbobo00bd00bu0bio00ibd PHScene UOPHScene U OO OONO
PHSdk DO OO OOOOOO

PHSAKIf

PHSceneIf* CreateScene(const PHSceneDesc& desc) gogogog
int NScene() oooOono
PHScenelf* GetScene(int i) ooooon

void MergeScene(PHSceneIf* sceneO, PHScenelfx* scenel) O0O0OO0O0O

ooo0O0OO0COO0O0o0oOooooooooo
PHSceneIf* phScene = phSdk->CreateScene();

ooooboboboboobbbobbiboO0000dddMergeScene Ulscenel DO OOMO
0000000000 scene0JDOO0OO0O0O scenel JOOOOOMO
OobobooobooboooooobobobooooboboooobooboboboooDoDo
OobobooobOobooooboobooobooboboooobobooooboobooo
Ooboboboobooboboooooboboooooboboooo

PHSceneDesc

double timeStep ggbooood

unsigned count gboboobooboboon
Vec3d gravity goooo

double airResistanceRate UOUO0OOOO

int numIteration LCPOOOOO
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PHScenelIf

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 U0 0 0O0OO0DOOOOO0ODOODOOOODOOODOOODOODOOO
ooooboooooooooooooobbo0ooooooooOobooooObOooDbDbOUoooDon
ooooooooo

count 0 O00ODOD0OODODODOOOO0OOOOCOCOODOOODOCcount O
timeStep DO OO 0OOODOOOOODO

gravity OO OUOQDOoooooooO

airResistanceRate DO OO OO0OOOOOOOOOOOOODOODOODOOODOO
U00b0O0000000000Db0D00D0 airRegistanceRate 0.950 000000
0000000 %% 00000000000000000000000O0O0O0O0O0O0
oo0oooOoOoboooobooo

nunlteration J 0000000000000 O0OO0OOOO0ODODOOODOOOOOO
ooooboooooooooooooobbo0ooooboooooboooobOooDbbOUoooDon
oooooooo

goboogoboboooo

000000000 10000000D00 step0obgoono

PHSceneIf

void Step() OO0O00OO0O0O0OODO 10000000

StepUU00OO00OO0OO0OO0OODOOOO0OOLDOOOODLOOOOOOO

e OUUIUODODDOUOODO
e 0O OOO
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e 00O UOOODODOOODO

4 00

oo oobobobbbobbibn PHSolidOOOOOO
ooduoubbbibibb PHScene U UOOOOQUGU

PHSceneIf

PHS0lidIf* CreateSolid(const PHSolidDesc&) OCOOOOOO
int NSolids() ooono
PHSo0lidIf** GetSolids() googooggogoggdg

goooooogg
PHS01idIf* solid = phScene->CreateSolid();

gobobooooobuoooobobuoooobobooouobobboooobboooooboo
gooo

PHS0lidIf* solid = phScene->GetSolids() [0]; // get 0-th solid

goood
goooooooooobobobobon

RN
PHSolidDesc
double mass ogd
Matrix3d inertia gogg
Vec3d center goog

bool dynamical 0O0OOO0OOOOOOO
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PHSo0lidIf

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 U GetInertialnv U 0O 0O0O0OU0O0O0O0OO0OU0OU0OU0OOOOOOOOO
odn

CompInertia0 00000 OOOOOOOOOOOOOOOOOOOOOOOOOO
oooooooooooooogn

dynamical U0 0O ODOODOODOOO0OODODODOODODODODLDODOODO
dynamical 0 true U0 OO0 0O0OO0O0O0ODOODOO0ODOODOOO0ODOODOOODOOODOO
O00Oo0b00bo0obobOo0obddbdynamical O falseDOOODOOOoOooonO
0o00oo0bDo00o0obobo00o000bbO0o0obbdddbeep0oooobooon
ogn

0o

PHSolidDesc

Vec3d velocity RN
Vec3d angVelocity 00U
Posed ©pose goooo
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Physics

PHSo0lidIf

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 UU DO UOODODODOOO0DOOOO0DOOOODOOOOO
O000000000000000 [Getl|Set]FramePosition 00O OOOOOOODO
0000000000 /O00000000000 [GetlSet]lCenterPosition OO0
00000000000 /0000000000000000o00oUo0oDoOOoDoOOO
O00000000000000000 [Getl|Set]Orientation 00O OO0OOOONO
00000000000 /000000

gooogoo

gooboooon

e DO OUOOODDOO

e (I

e 00O UOOOODLDDOUOODO

0300000000000 00b0o0bOobDooboobobDoobobOobDboDg
goboboodooobuoooobobooooboboooobbbooobLbboooono
goobogdoobuooooobuoooobobooooobooooon
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PHSo0lidIf

void AddForce(Vec3d)

void AddTorque(Vec3d)

void AddForce(Vec3d, Vec3d)
Vec3d GetForce()

Vec3d GetTorque()

0odddddd AddForce DO OO OO
solid->AddForce(Vec3d (0.0, -1.0, 0.0));

000o000ooOoUooooooo (0,-1,00)0000000000000O00O0DOO0
gooboobooooono

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

0o000o0o0oo0oooooooooUo (1,0,0)0000000OO0DDOO0ODOOOO
ggoo

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

00oooooooooooo (o,-1,000000 (0,0,1)0D000000O0OOOOOO
goobbobodoooobobboooouobbbboooouoobbbboooooboo
U U0 AddForce [0 AddTorque U U U UOOOOOOOUOOOOOOOOOODDODODOO
gogobobuooobobbooon

00000000 GetForcellGetTorque U O DOUOOOODDOOOOOUOODODOOO
ggoboboogobobbooooboobboooobboboooooboooobobooog
U00b0Db0000bbO0O000 AddForce 0O OUOOOOOOOO

7.5 OO

goobboooobobuoooobboooobbboooobbbooobbboooo
00000 Fig.71 00000000000 0DO0OOO0OO0OOODODODOOOOOODOD
ggoboboogobbboooobobbooooboboboooooobooooobbooon
ggobboooobobbooon

ggoboboooobbboooobbbooobobbuooobobooboo
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PHConstraint #=

gobgd

— PHJoint  FE8ff
— PHJoint1D 1 B HEREE
PHHingeJoint (<
PHSliderJoint X344
PHPathJoint NV SEEMIN
— PHBallJloint R—ILSaf ok
— PHSpring INA

— PHContactPoint #fi=

Fig.7.1 Constraint class hierarchy

gobobooooboobboooobboooobobobooooboboooobbooog
doboooobobboooobboooooo

PHS0lidIf* s01idO
PHSolidIf* solidl

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

PHHingeJointDesc desc;

desc.poseSocket.Pos ()
desc.posePlug.Pos()

Vec3d( 1.0, 0.0, 0.0);
Vec3d(-1.0, 0.0, 0.0);

PHHingeJointIf* joint

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

000000 bbi0ouobbiboobobdoUobbO0oUobbd PHScene [

CreateJoint O DOODODODOODODODODODODDODOOOOO0OUOUOUOLOUUUOLUUUUO

UO0bobo000obbbododobDbDOdCreateJoint [ PHJointIfx OO OO OON

goboboogobbobuoodgbbbdod cestdggnnboooonon
00000 PHScene U DO DOUOUOOOODOOO
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solide _sogket plug solidl
o —

y > y y
‘iifyfi;L—:\ i{ii%éﬁﬁ;l_m

(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 0O UOUOODODUOOOODDUOUOODNGetJoint D iOODODOOOODODOOO

goouoood

goooooboooooobboooouobboboooobbobooooobbboboon
0000000000000 0000000Springhead 0000000000000
gbgobgoboobooobuoobooboobobbobuoobbooboboon
goooboooobdooboboooboboobooboboobbooboboobboooDbo
CreateJoint 00 100000000DO0OOOODOO200000000000000O
goooobbbbbboooooooouooooobbbbooooooooooooon
00000 poseSocket 0 posePlug 000D 0DOUOOOOOOOO (1,0,0)000
00000 (—1,0,0)000 (Fig.7.2(a))0 00000 Fig.7.2(b) 0000000000
gogoboboooobbooobbbdoodobbbdu z000000000OO0O00
goobbuoooobboooobbbooub zbbooobbbooobbboog
gogooood

ggobobooooboboooobobbooobbboooobooboboogn
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position

V' cange

{0}

X socket

Fig. 7.3 Hinge joint

PHConstraintDesc

Posed poseSocket ULUOUO0ODOOOOOON
Posed posePlug gbooooboobood

PHConstraintIf
PHSo0lidIf* GetSocketSolid() Ogo0oooooooon
PHS0lidIf* GetPlugSolid() googogogooooo

void GetSocketPose(Posed&)

void SetSocketPose(const Posed&)

void GetPlugPose(Posed&)

void SetPlugPose(const Posed&)

void GetRelativePose(Posed&) oooooooog
void GetRelativeVelocity(Vec3d&, Vec3d&) O0O0O0O

void GetConstraintForce(Vec3d&, Vec3d&) ooo

GetRelativePose U U U UUOOOOOOOOOOOOOOODOOOOOO0OOO
O000000000D0GetRelativeVelocity DO OO OOOO00OO0OOO0OOOOO
OO0O000oboobbO0o0oooooobo 1000000b00Db0 2000000000
GetConstraintForce 000000000000 UOOOUOOO (0D 100000
000200000000)00000000000DO00OO00O0O0O0O0O0O0O
Oooooodoooooooooooobodoooooooooooooooooooon
OoooooooboooooooOoooboooobo0ooobooboOoooon
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l;,t’f1 --------- range[0]
x socket

x plug

-/,,"—’/- --------- range[1]

Fig. 7.4 Slider joint

gon

o000 1000000000000 0Fig.730000000D00D0OD0ODO z0
000000000000 0o000000D0OU000 yOOOOODO yOOUDO (x0OO
0000000o0Uo0)0oo00oooooood

goon

0000 1000000000000 b00ObOOb0Fig7400000000000O00O
b zO00OOUOOoOoooOoOoOOoOoobLoOoO xOOdyoooooooooooboooo
goobboooobbboooobbtbooobbbooobobboooo

gobogoon

oooobdoboooboobobooboboboob0 1oboobooboooboobo
gooood
T.B.D.

gobogogood

oooobooboo3boboobooboboboobooboooboobooooboooboog
ggobboooobobbooon
T.B.D.
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RN
T.B.D.
ggoodggo
PHConstraintDesc
bool DbEnabled 00/00000
PHConstraintIf

void Enable(bool)
bool IsEnabled()

goboboooobobboooobboooobobobooooboboooobooboood
goboboooobobuoooobbuoooobbboooobbbooobbbooooboo
gobooooonon

good

OO0100000000b000boobooboooo

PHJoint1DDesc

double lower oooobood

double upper gooood

double rangeSpring gooooooooon
double rangeDamper gobobooooooooa
PHJoint1DIf

void SetRange(double lower, double upper)
void GetRange(double& lower, double& upper)
void SetRangeSpring(double)

double GetRangeSpring()

void SetRangeDamper (double)

double GetRangeDamper ()

bool IsLimit ()
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lowerJupper U O OUOOODODOOO0ODODOUOOOODODOOlower < upper 000
gboboobooboobooboboooobooboooo

goooobooboooooboobobooobobooboooboobooboobDoboooboo
gooobobooooobooboooobobooooobobooooboboooogn
Uoobboodobbioooobbb0dgulbi rangeSpringl] rangeDamper U U O
oood

ooooooooooooo : T.B.D.

gooo

1000000000 00boobooooo

PHJoint1DDesc

double spring goooog

double damper gooood

double targetPosition ggobooboogooo
double targetVelocity uooobooogoodo

double offsetForce

double fMax

PHJoint1DIf
double GetPosition() ooooooag
double GetVelocity() 000o0oooo

void SetSpring(double)

double GetSpring()

void SetDamper (double)

double GetDamper ()

void SetTargetPosition(double)

double GetTargetPosition()

void SetTargetVelocity(double)

double GetTargetVelocity()

void SetOffsetForce(double)

double GetOffsetForce()

void SetTorqueMax(double) oooooooood
double GetTorqueMax() oOooooooood
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dodooogn fDDDDDDDDDDD
f=K(po—p)+ D(vg—v)+ fo

OO0 pUo00000000D0000000 GetPositionl GetVelocity U U D OO
Ooboobooboobooooboboooobobooobooboon

K spring

D  damper

po targetPosition
vo targetVelocity
fo offsetForce

OOobo0obo0ooboooob pDOODOOOODOODOOOODOODOODODOO

000 KODOOOODODODOOOOOpOOODOOODOvwOOOOODOOODOO

000000000000 KOPOOODODODOODOOpoODOOODOOwvwOOOO

OO0000o00ooO0 fpOOOODOOOODOOOUOOODOOOODOODOOOOO

00000 £fMax 00000 0OD0O0OOOOOODOODOODO
OO0D0o0oo0oooboooD : T.B.D.

(6 ODOOOO0Ooon

0000 (dK)DoOooOoooOoooUooOoooOoooUuooooooouoooooo
goood

Springhead 00 000000000000 0O0O IKODODODOODDODDOOODDODDOODO
ooob00o0ol1l0booboboo0oboobooboobobooboobobooobooo
gobobooooobuoooobobooooboboooobbbooobbboooono
gobobooooboobuooobooobuooobooboooboooboo

Springhead 00000000000 IKOOODOODODODOODODODOODOOODOD
Ooobo30b00booobo0oboboooboobuooboobnoobooo

IKOODOOOOoOooOo IKooooboooooooobooooooooobooo
gooboogod
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// given PHSceneIf* phScene

// given PHSolidIf* solidl, solid2, solid3

// given PHHingeJointIf* jointl (solidl <-> so0lid2)
// given PHHingeJointIf* joint2 (so0lid2 <-> s0lid3)

PHIKHingeActuatorDesc descIKActuator;

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

PHIKHingeActuatorIf* ikActuator2
= phScene->CreateIKActuator (descIKActuator) ;
ikActuatorl.AddChildObject (joint2) ;
PHIKHingeActuatorIf [ PHHingeJointIf U U UOUOOODODOOOOODOOOON
gogobobooooboboooobboooobbboooobbboooobbooon
gooo

ikActuatorl.AddChildObject (ikActuator?2) ;

O00IKOODODODOODOODOOoOO0oOooOoooooooOobooopooooo
gooood

PHIKEndEffectorDesc descEndEffector;

PHIKEndEffectorIf* ikEndEffectorl
= phScene->CreateIKEndEffector(descEndEffector) ;
ikEndEffectorl.AddChildObject (solid3) ;
ooobobooooooooboobbboooobobobbbooooooooooo
gboobobobobooobuoobobboobooon

ikActuator2.AddChild0bject (ikEndEffectorl) ;

00000 solidl -(jointl)-> solid2 -(joint2)-> s0lid3 000000000
Uoooobooooobigoboon selid3d0000oooooooooooo
Uboboobobobdon jeint20000000000000O0000O00 ikActuator2
gooooooooon

gy UUUUU U
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PHIKActuator PHIKActuator
Link System ikActuatorl ikActuator2
Parent-Child PHIKEndEffector
— ikEndEffectorl
PHSolid PHJoint PHSolid PHJoint PHSolid
solid1 joint1 1 solid2 | joint2 solid3

gobobooooooboooa
0000000000 IKODODDODOODOoOOOoDOoD IKOODoOooooo

// solid3 goes to (2, 5, 0)
ikEndEffectorl->SetTargetPosition(Vec3d(2, 5, 0));

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

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

IKOOOO

IKOOOOOPHScene D00 IKOO OO (PHIKEngine) 0000000 OOOOODO
IKOOODOOOOooooobooooooooooboo

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

O00000000O000000OGetIKEngine() DOPHScene IO DO IKOOOOO
0000 APIDDD

Springhead D000 IKOODOODODOOOOODOODDOOODDOODOOODODOOO
0000000000000 00000000 AP0 0DO0DO0O0OoOODOooooooooon
00000000 Ar00000D0DDODODO JOOOO

Ar = JAO

OO00ob0o00O0bO0o0O00obO0oobOoo0oobOo JoooOooboobooooobo
Ar00000000000000DODODOOOCOOOOO0O0O0O00O00OOOOODDOO

gobobbboooduobbboto=000ooobbbboooobobbbooooo
Oo001l10bobobooboobobooboobobooboboboobooboboooo
gbooboogoooooooooon
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// 20 iteration per 1 physics step
phScene->GetIKEngine () ->SetNumIter (20);

gooboboooobboboooooob

Reference

PHScenelIf 0000

PHIKEngineIf* GetIKEngine()
IKOOooooooooo

PHIKEngineIf [1 0[]

Enable(bool b)
IKOODODODODOODOOOOO0DODOoO0oO00O00D trued000000O0OfalseO
Oo0Doooooog

SetNumIter (int n)
IKOODODOOOOOO 10000000 000000000

goooggo

Springhead 00 0IKOODOODODDODOOODODODODODODOOOODODOOIKDODODDOO
gogobboogobboobooobooboooobo

gogoboooogooo
IKOOODOOoOoOOooOobooooobooooooboboooooboooooooo
guobobbobooouobboooooboobbbooooobobobobbboogon
0000Db00000O0bOo0oo0O0oDOoD IKOOoooOooOoIKOoOooooobooo
godbOooOO0oO000obO0oOOobO0ooboOobDOooIKOODooOooboboooooobooo
ogn

gogoboboooobbbooon
obobOoooooIKoooboooooobooooooboboooooobo
ggobboooobbboooobbboooobbbouooboboao

e PHIKHingeActuator U PHHingeJoint U0 O OO OUOOOOO0OO0O0O0O0O0OOO
OoO0O0 1000000000000

e PHIKBallActuator U PHBallJoint U DO OO OOOOOOOOOOOON
o000 3bobooooooooboooboobobobooooobooooboooobooOon
(0000000000 O0oU0O0O00O0)00000O000O00O0oDO0ODOono
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000000000 20000000000000 (DUDO0O 200000010
000000o0ooooo)o

// given PHSceneIf* phScene

PHIKHingeActuatorDesc descIKActuator;
PHIKHingeActuatorIf* ikActuator
= phScene->CreateIKActuator (descActuator);

OO00000000000000PHScenelf [ CreateIKActuator U DO ODOOOON
odiboibob0o0odguobbU0od0dibblbUUPHIKHIingeActuatorDesc U O OO O OO
oooooboobobbbbbobbbob0000DD0OPHIKBallActuatorDesc U000
goboboodobbdoooobbuoooobbuoooobobboooooo

gogoobbbododooouobboooooobbboooobbboooobooooo
goboboooooboboogobboooobobooooobooo

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

dobobooooboboooon
gooboooobbuoooobbouooooboboog

actuatorl(root)

actuator3

— actuator2

|—> actuator3

L> actuatord

L actuator5

O000IKODODDODOOOOOOOO0O0OooooooooooSpringhead 00000
gobboooobobboooobboooobbbooooobo

actuator?

actuator5

actuatorl
(root) actuator4

// given PHIKActuator ikActuatorl, ikActuator2
ikActuator1->AddChildObject (ikActuator?2) ;

AddChildObject U DO UOUOUOOUOODDOOOOODOODODOOOUUOUOLOODOOOO
gogooooboooooobobooboooooboboooooobbooooooo

goodoooooobbbbboooooooouooboboobobbb oo oooog
gooooooon
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Ooooooooo ik

O00000OKODODODODOOO0O0ODOODOO0O000DO0ODOO0O000 SetTargetVelocity
ggobbboooduobboooobbbuoooobbbooUnon damper 00 d
ggobbbooooobobto damperddgonoooooooooooonoboooon
0000000000000 bO0o0 IKODODOoOooooooooood

oooo Ik

OO00IKOoOoOOoOoOooOoOOoOobOooooooooooooooooboooooo
gooboboooobbtbooobobboooobbboooobboooubbbooon
ggobobooooboboooobobbooooboobood

Springhead 0 IKOODODODODODODODODODODODODOODDODODODOOODOOOO

// given PHIKActuator ikActuatorl, ikActuator2

ikActuatorl->SetBias(2.0);

ikActuator2->SetBias(1.0);
SetBias U0 UO0DDOUO0ODOOODOODOODOOODOOODODOODODODOBIasODO 1.0
o000ooO0boO0o0o0O0obO0obOo0oOoobDOobOoobooIKOoODoooboooooooo
o0o0ob0ooo0obDoobo0obO0o 1000000 0o0obob0bOOobDooDOo0oDbOoD

T.B.D.

goboboogd

ool oo on
oo0o0bO0o0obOO0oOoobO0oOooObOOo0oobObUoOobODOoOoOoDbOoOoOboIKOOODOO
gogobboooobbboooobbbooobobbooobooboooobbooon
gooo

Ooo0o0oooooooo
OO00000000 PHScenelf [0 CreateIKEndEffector 0O OOOOOOONO
00O PHIKEndEffectorDesc OO OO OO

// given PHSceneIf* phScene
PHIKEndEffectorDesc descEndEffector;

PHIKEndEffectorIf* ikEndEffector
= phScene->CreateIKEndEffector(descEndEffector) ;
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gobogoboooboboooboboodobooboboobooboboobboooobo
AddChildObject U DD UOOOODODODOOOOODOOOODODOO

// given PHSolidIf* solid

ikEndEffector.AddChild0Object (solid);

gooboooobbbooobbboooobobboooobbboooobbboooa
goboboooooboobooooooo

// given PHIKActuatorIf* ikActuatorParent

ikActuatorParent.AddChildObject (ikEndEffector) ;

OO0000bOO0bO0oO00oO0b00obOooOOooO0o0ob0obOobooobOoOobOooDOooIKOOO
goboboogoooobooogon
goboboooobbbooobbtboodbbboodobbboooobbbooon
OO0IKOOOOOOooOoooOoooooOoooooooooooooooooooooo
gobobooooobuoooobobuoooobobboooobbboooobboooooboo

Oo0Oooooo
U00DO0000obbO0O0Odn SetTargetPositionU OO OO
// solid3 goes to (2, 5, 0)
ikEndEffector->SetTargetPosition(Vec3d(2, 5, 0));
O0000000ooo00ooooooooooooooooooooonoooooooon
O00oooooooooooon
ikEndEffector->SetTargetOrientation( Quaterniond::Rot(’x’, rad(30)) );
ikEndEffector->EnableOrientationControl (true) ;
00000 Quatermiond 0000000 OOOOOOOOOOOOOOOOO0O00O0O
000000 EnableOrientationControl 0O UOO0O0OOOOOOOOOOO
EnablePositionControl OO 0 0 EnableOrientationControl OO O OOOOODO
O00o0o000oo00ooooooooooooooooonogon
// 0000000000000 000000O0

ikEndEffector->EnablePositionControl (true) ;
ikEndEffector->EnableOrientationControl (false) ;

// 00000000000 O0Og
ikEndEffector->EnablePositionControl (false);
ikEndEffector->EnableOrientationControl (true) ;
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// 0000000000000
ikEndEffector->EnablePositionControl (true) ;
ikEndEffector->EnableOrientationControl (true) ;

(.7 O

T.B.D.

/(8 O0O0OO0OOoOoOooboooDoO

T.B.D.

9 OO

T.B.D.
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Graphics

g.1 OO

Graphics0 3D 000D 0O0O0O0OOOOOOOOOODOOODO

8.2 Graphics SDK

Graphics 000000000 OO0ODOOOOOO SDKOODO GRedkOOODOOODOO
godboGersdkdggpooooooooobooobobooooobooonoobooon
oobobooooboboGersdk 000D OOOODDODDODOOOODDODOOOOODO

GRSdkIf* grSdk = GRSAkIf::CreateSdk();

O0000O0O0O000DOO000OOoOo00ooOOo00O0oDOOdOFramework 0000
godobbiboooobbboooo eredkggobbbooobobog
GRSdk U OOoOooooooon

e DO OODODO
e OOOODODO
e 0O OOO

O0oooOooooooOoooobobOoooooobOooooooOooooooooon
000000 GRRender O 0 [

0000000000000 00000000D0D000000D00000 Springhead
OO0 OpenGLODODOOOOODOODOOODOOODOOOpenGLOODODOODOOO
GRDeviceGL 00 0O O

JO00oo0Do00o0ooooog GRSk DO O0O000OoOOoOoOn

67
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GRSdAkIf

GRRenderIf* CreateRender () Ooo0Ooooog
GRDeviceGLIf* CreateDeviceGL() OpenGLOOOOOOO
GRRenderIf

void SetDevice (GRDeviceIfx*) oooooon
GRDeviceIf* GetDevice() Ooooooon
HEERE

Graphics 00000000000 DDOO0DOOOOOOOOODDOOODOOOOODOO

GRRenderIf* render = grSdk->CreateRender();

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

render->SetDevice(device);

GRRender U SetDevice U U U UUO0O0OU0OOO0OO0O0O0O0O0OO0O0O0O0O0O0OOO
googuoobbooooobbbbbodoouobbbooooobbboboooobo
O0000000000D000000000000Framework 000000 OOOODO
goboobooooboobuoooobobouooooooood

8.3 OO0

goboobd

Graphics 000000000 QOO0OOODOOOODOOOODOOODOOOOODO
00ooooooobobobobobbbOlbb GRSceneUUOOOOOOOOOODODODOO
goboobog

GRScenelf* grScene = grSdk->CreateScene();

GRScene DD ODUOODODOOODODOOODDOODODODODFig81O00D0O00O0O
GRSk U0 UOODDOOOOODODOOOOUODbDDbOOOOOD
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Graphics SDK (GRsdk)

L+o scene O (GRScene)

~— world (GRFrame)

L»o light (GRLight)

mesh (GRMesh)

array of scenes

frame (GRFrame)

mesh

array of visuals

mesh

frame

(—wa-Frame (GRFrame)

— camera (GRCamera)

scene 1 (GRScene)

o scene N (GRScene)

Fig.8.1 Graphics data structure

goboboboodn Grsdk0gooooogooon

GRSdAkIf

GRScenelf* CreateScene() gooooo

GRScenelf* GetScene(size_t) goooogo

size_t NScene() ooooag

void MergeScene(GRScenelf*, GRSceneIfx*) goooono
googodnd

gogobbuoooobobtooouobbuoooobbboooobbbooobbboooo
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon
0000 FilelOODODDDOODOODOODOOOOODODODODODODODODODOODDDDODOOODODDO
U000 GRScene U OO OODOOO
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GRScenelf

GRFrameIf* GetWorld() Oo0000oo0ooooo
GRCameralf* GetCamera() oooood

void SetCamera(const GRCameraDesc&) oooood
GRVisualIf* CreateVisual(const goooooooo
GRVisualDesc&, GRFramelIfx)

void Render (GRRenderIfx*) Od

Fig.81OOOOUODOOlODOOOODOOO 1bo0ooobooooboobooboobon
0o00b0Dbo0000dubbobbd0odobobbb00ooUubbDbOOd GetWorld
gooooaad

gogoobobobooouoobboboooouooooobbooooobbbooooooon
OO0O0O0OGRScene JO0ODO0DD0O (Fig.8.1) 00000 DO0O SetCamera 00 DO OODO
O00000000 GetCamera OO O0OOOODOOOODOODODDOOODO 1000
gooobobobobboooouoooboooouoooobboooouoobboboooa
gobbooooobuoooobobuooooobboooobbboooobbooogoboo
gobobooooboboooobbboooooo

goooggad

Oo0o00o0o00oooUoooooooooooooGLUT ODOOooOOO
glutDisplayFunc 0 OO0 000000 ODOODOOOOODOOOODO Frame-
work 000000 FwApp U0 OO0 O Display OO O0OO0OO0D0OOCOOOODOOOO
OOobOO0oboooogoog

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

ClearBuffer U000 O0UOUOO0OOO0O0OOOU0ODOOOU0OOOUOOOOODOOd []/D O
0 GRRender [0 GetClearColor(l SetClearColor 0O OO OO
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GRVisual #E7A4TL

— GRFrame JL—LA

— GRMesh RYTUAYT 2
— GRCamera HAZ

— GRLight Z4k

— GRMaterial RTITIL

Fig.8.2 Class hierarchy of visual items

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

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

BeginScene [J EndScene 1 0 U OO0 UOOOO0OODOOOODOOODQNO SwapBuffers
coOooooboooooboooobObooooboboooobOooooOobooOooDbOoOon
odo

GRScene U Render 0 0 0 OO OO (GRCamera) O Render D0 D0 O0DO0ODO
(GRFrame) 0 Render 0 D 0O O00O0O0DUOOODOOOODOODOOOODDOO
cobooooooobooooooooooooboobooboobooboooooooooon
ooo

g4 0ODOOO0OO

gbooboobooboobuooboobobbd GRVisual U0 O GRVisual U0
00000000 Fig.82OOOOUOOODOOOOOoOoOoDOOoOOoooOoboDoboooo

GRVisualIf

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

bool IsEnabled()

Render 0O 0OOOOOOOOORenderedd 0000 OOOOOOOOOOONOO
00oooDo0oooooooooooOooooooooooooooooooon

Enable 00000000000 /00000000O00O0OO0OODOOOOODOOO
O0000IsEnabled00000/0000000000

0000000000000 GRScene [ CreateVisual O OOOOOOOOOOO
oooboboooooboooo
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g.b OO0

gooboooobbbooobbboooobobboooobbboooobbbooon
oodbobobobbobbbb GRFrame U O OOOOOOOOOOOOODODODODODODO
gboobogoboobooaoon

GRFrameDesc desc;
GRFrameIf* frame =

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

CreateVisual OO 0O0O0OOOOODODOODODODOOOOOOOOOOOOOODODOOO
000o0oooooooooooDooooooooooooooooooooooon
O0000000000D000000O0DO0000 CreateVisual(desc) DO OOOOO
oooo

GRFrame [ Render 1 OO OO0 DOOOOO Render DO OO DOOOOONO

good

goboboooobobtoooobobooooboobobooooooo

GRFrameIf

GRFrameIf* GetParent ()
void SetParent (GRFrameIfx*)
int NChildren()
GRVisualIf** GetChildren()

GetParent U U OO UOUODO0OUODOODOSetParent DO ODDODOOOOOOOODO
gddddooodgdgddnchildren g ooooooooooooonon
godbobooboboooboobbuoobbooboobboobboobuobbo
GetChildren U U UOOODOOOOOODOOOOODODO

good

goobooooobuooooboobuooooooboood
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camera frame
y

P4

world frame

(a) Perspective frustum

size.x
camera -Frame/ size.x
Z 4—
v
X
size.y
center.y
y
camera| frame X
center.x front
back
(b) Front view of screen (¢) Top view of screen

Fig.8.3 Camera parameters

GRFrameIf

Affinef GetTransform()
Affinef GetWorldTransform()

void SetTransform(const Affinef&)

GetTransform[ SetTransform OO0 00O 0O0O0O0OO0O0O0OO0OOODOOOOOOOOOO
ooo0Ooooog /D oo0OoOoooog

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

gooobobooobooboboooxbobo 1oboO0obOO
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8.6 OOO

gooboooobbbooobbboooobobboooobbboooobbbooon

gooboooooooo

GRCameraDesc

Vec2f
Vec2f
float
float

size
center
front

back

ggooooan
gogoooboogn
ggooooo
ugooood

0000000 Fig.8.3(b),(c) 00000000000 OOOOOODODOOUOOOOO

gooo

GRCameraDesc desc;

grScene->GetCamera () ->GetDesc (&desc) ;

desc.front = 3.0f;

grScene->SetCamera(desc) ;

O00 Gethesc OO ODODOODOOOOOOOOOOOODOOOOfrontOOOOOOO
SetCamera U 00O O0OOOOOOOO
OOOGRCamera OO0 QOOOOOOOOOO

GRCameralf

GRFrameIf* GetFrame()
void SetFrame (GRFrameIfx*)

GetFrame[SetFrame 0 J 0000000000 DO/000000OFig.83(a) 000
goobooooobobooonobooooobooog

g./ OO0

dgoouoobbbibioooooouobbbbbbo0o0b0o00ggdd GRLight
gobobooooboboooobobboooobooog
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GRLightDesc

Vec4f ambient uod
Vec4f diffuse gog
Vec4f specular U000
Vec4f position UOOOODO

ggoboboooooboooobboooobboooobbboooobbooon
O000000OpenGLOOOOOOOpositiond0d 400 position.wD 0000
Oo0ooooooo(Gx,y,z) 000000000000 0O00O0O0O0Oposition.wO 1
ooono (x,y,z) OO0ODOOOODOOOOOOO

3.8 UUogn

ggobbboooobobobooodobobboooobbbuoogobbOd GRMaterial
goobboooobbtbooobbbdooobobbooooboboooubbboooo
gogobboooobobbooobbboooobobboooobboooobbboooo
gogobboooooboooooobod

3.9 UOOond

gobboooouoboboboooobboooobbobboooobbbd GRMesh O
00000000000 000000000D0000000000000000A0 FilelO
ggoboboooobobboooobobboooobobbooooboboooobboOoon
ggoo

8.10 ODOOO

ggoboboooobobooooboboooobboooobbboooobbooon
gooboboooobbtbooobobboooobbboooobboooubbbooon
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon
ggoboboooobobbooooboobboooobobobuoooooboooooboobooog
gooboboood

good

00o0obOoboooboobos3uounoobooooon
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0 80 Graphics

GRRenderIf

void GetClearColor (Vec4f&)

void SetClearColor(const Vec4f&)
void ClearBuffer()

void BeginScene()

void EndScene()

void SwapBuffers()

goooooobd

goooog
goooodg
gooobooooooo
goood

goood
goobooogooo

gbobobooooobobuoo0obbUOddGRMesh D OO OOOOOOO

GRRenderIf

int StartList()
void EndList ()
void DrawList(int)

void ReleaselList(int)

gobobbooogoobobod
gobobooooobboo
gooboooooood
goboboooooood

gobggobuoobboobbuobobuoooon

gooooooooboboobooooo

GRRenderIf

void SetDepthWrite(bool)

void SetDepthTest (bool)

void SetDepthFunc(TDepthFunc)

void SetAlphaTest(bool)

void SetAlphaMode(TBlendFunc, TBlendFunc)
void SetLighting(bool)

ooooooooooood
On/Off

0000000 On/Off
goooooooouoo
000000000000 On/Off
ggogoooooooooon
0000000 On/Off
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gobood

GRRenderIf

int LoadTexture(UTString)
void SetTextureImage(UTString, int, int,

int, int, charx*)

goon

GRRenderIf

goooogoon
gooboood

void InitShader()

void SetShaderFormat (ShaderType)

bool CreateShader (UTString, UTString,
GRHandler&)

GRHandler CreateShader ()

bool ReadShaderSource(GRHandler, UTString)
void GetShaderLocation(GRHandler, void*)

gooboood
gooboooooboada
goboboooooobooad

goboboooobobood
gobobooooooboood
gobobooooboo
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0 80 Graphics

good

GRRenderIf

void SetVertexFormat(const
GRVertexElement*)

void SetVertexShader(voidx*)

void DrawDirect(TPrimitiveType, voidx,
size_t, size_t)

void DrawIndexed(TPrimitiveType, size_tx*,
void*, size_t, size_t)

void DrawArrays(TPrimitiveType,
GRVertexArray*, size_t)

void DrawArrays(TPrimitiveType, size_t*,

GRVertexArray*, size_t)

gobobooogooo

gooobooooooo
goobooooooboooooo

goobooooboboooooon
goooogd
goobbooobboooooon
gooboooon
gooboooooboooooon
gobobooooooboooooon
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gooogd

GRRenderIf

void DrawLine(Vec3f, Vec3f)

void DrawArrow(Vec3f, Vec3f, float, float,
float, int, bool)

void DrawBox(float, float, float, bool)
void DrawSphere(float, int, int, bool)
void DrawCone(float, float, int, bool)
void DrawCylinder(float, float, int, bool)
void DrawCapsule(float, float, int, bool)
void DrawRoundCone(float, float, float,
int, bool)

void DrawGrid(float, int, float)

void SetFont(const GRFont&)

void DrawFont(Vec2f, UTString)

void DrawFont(Vec3f, UTString)

goobogd

GRRenderIf

goood
goood

goooog
gooog
goood
goood
goooogd
gooobog

goooognd
goooogn
2000000000
J0oooboonog

void SetMaterial (const GRMaterialDesc&)
void SetMaterial (const GRMateriallfx*)
void SetMaterial(int)

void SetLineWidth(float)

gooooooooo
gooooooooo
gooooooooo
goooognd
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ERERE
GRRenderIf
void SetCamera(const GRCameraDesc&) ooooono
const GRCameraDesc& GetCamera() gooooog
ERERE
GRRenderIf
void PushLight(const GRLightDesc&) OoOoOoooood
void PushLight(const GRLightIfx*) Ooooooooo
void PopLight () O00ooooo
int NLights() 0oo0oo
ggoon
GRRenderIf
void Reshape(Vec2f, Vec2f) 000o0oooooooo
void SetViewport(Vec2f, Vec2f) 0oooooooo
Vec2f GetViewportPos() O0oo00oooooooo
Vec2f GetViewportSize() goooooooooog
Vec2f GetPixelSize() l0000ooooooooon
Vec3f ScreenToCamera(int, int, float, gooooooooooogoogn
bool) 0ood
void EnterScreenCoordinate () 00000oooooooon

void LeaveScreenCoordinate() 000o0ooooooooo
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GRRenderIf
void SetViewMatrix(const Affinef&) goodoogd
void GetViewMatrix(Affinef&) OOoDOoooOgd
void SetProjectionMatrix(const Affinef&) OoOooooo
void GetProjectionMatrix(Affinef&) OOoDooog
void SetModelMatrix(const Affinef&) ooooooogd
void GetModelMatrix(Affinef&) OoOoooogo
void MultModelMatrix(const Affinef&) ODoO00oooOoooooo
void PushModelMatrix() oooooobooo
void PopModelMatrix() Oooooooogo
void ClearBlendMatrix() OoO00oooOoooooog
bool SetBlendMatrix(const Affinef&, int) goboooooooog
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FilelO

9.1 OO

FilelOOODODDOOODOOOOOOODOODDOODOOOO

9.2 FilelO SDK

FilelOOOODOOOOOOODOOOOODO SDKOODO FIsckOOOOOOOOO
drisdk oggooobooooooboooboboooooobooonoobooon
Joobobooopoorisdkddnoboooonobooooboboooooo

FISdkIfx fiSdk = FISdkIf::CreateSdk();

O0000O0O0O000DOO000OOoOo00ooOOo00O0oDOOdOFramework 0000
gdobobiboooobbbooo FIsdkOgogobobbooooboobogo
FIsdk OO QOOO 20000000000

e OO UOODLDDOUOODO
e O UIOODDOUOODDLD

00000000000000000000000000000000000000
00000000000 FIFile00O0O0OO0OO0OO0OO0OO0OO0OO0OO0O0OO000000000000
000000000 (Fig 9.1)0

0000000000 FISdkOOOOOOOOOOOO

83
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090 FilelO

FIFile T71IL

— FIFileSpr Springhead AT F AN TA—< Vb
— FIFileBinary SpringheadHEH/N\AF) T+ —< vk
— FIFileX Direct X

— FIFileVRML VRML

— FIFileCollada COLLADA

Fig.9.1 Class hierarchy of file objects

FISdkIf

FIFileSprIf* CreateFileSpr()

FIFileBinaryIf* CreateFileBinary()

FIFileXIf* CreateFileX()

FIFileVRMLIf* CreateFileVRML ()
FIFileCOLLADAIf* CreateFileCOLLADA()

FIFileIf* CreateFileFromExt(UTString filename)

CreateFileFromExt 0 filename U0 OO 0O0O0O0O0O0OO0OOOOOOOOOO0O0OO
00000000000 oooooooo

03 0D0O0OO0OO0OOoOoO

00000 Springhead 000000000000 DOOO0O00O0ODDOODDOOOOO
goood

931 sprOO0gd

000 spr 0000000Springhead 0000000000000 0O0O0OOOODO
O000Springhead 00000000000 O0OOO0OOOODOODOODODOODODODO
gobobooooobobboooobbooooboobooood

sprUdd0oboodoobbboodubbsprdbbogooboog

PHSdk{ #PHSdk 0 O O
CDSphere sphereq{ #1 JUD0O0O0O0O CDSphere U O U ODOO
material = { # CDSphere [J material (PHMaterial J)



93 0000000000 85

mu = 0.2 # 0000 ma O 0.2000
}

radius

0.5 # radius J 0.5000
}
CDBox bigBox{
boxsize = 2.0 1.1 0.9
}

Spr0000000000000000034)000000000000000000O
oo ooooooooooooood
0000000000000 00000DO00DO00OoooooPHSdkDOODOOO
sphere(CDSphere 0 ) 0 O

CDSphereDesc desc;
desc.material.mu = 0.2;

desc.radius = 0.5;

O00000000D descOO00OD0ODOODOODODOODO
Spr0 0000000 BNFOOOOOOOOO

spr = nodex

node = node type, (node id)?, block
block = ’{’ (nodel|refer|data)* ’}’
refer = ’*’ node id

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

value = bool | int | real | str | right

O00000right 000000 field000O0O0DOOOO

932 XOOOO

0 XOODOO OO00Direct3DOD0O0O0OODOO0ODOODO0OODODO xOODOODOOO
D000 XSIooooooooooooooooooooooooooo3booooo
000000000000000000D0O0000D0DO0000OSpringhead2 000
0000 X0DO0OO0OODOOO0OOSpringhead2000000000000000O00O0O
00000000000 00000000 ??cSprFile 000000000 ODOOO0O
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090 FilelO

gobobooooboboooaon
XO0Oooooooooogo

xof 0302txt 0064 #0000 DLbooooobooboodg

# goooo
# Ooooooo {o0o0booooooo oooo }
# goooo

PHScene scenel{

0.01;0;; #Jguooo 0O g, bbobon
1;0;-9.8;0;; #0O ODODOO0OO0oO0Oobboboooon
PHSolid soFloor{ #0000 DOoooooood

(oo
}

}
# 00000 #0000 // 0000

gooooooao
Springhead2 0000000000000 O0ODOOOODOOOOO??00000000
do0doooooboooooboooooob oo ooooooboooooa
doodooooobooooooboooooooooooooooooooooooa
dooooooooooooooon
gooooooooooooooooooooooooooDooooo0oOnn
SprPHScene.h 0 0O O

struct PHSceneStated{
double timeStep; ///< 000000
unsigned count; ///< 000000
+;
struct PHSceneDesc:PHSceneState{
/// 00000000000000
enum ContactMode{ MODE_NONE, MODE_PENALTY, MODE_LCP};

Vec3f gravity; ///< 0000000000O000O0000O (0.0f, -9.8f,0.0£)0
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0000000000000 00000000000oo0ognO PHSceneDese OO0
OO0 XOOoOooooooo

PHScene scenel{

0;; #PHSceneState: : count OO0 ; O PHSceneState 0O O 0O O
oooad
1; #PHSceneDesc: :ContactMode

0;-9.8;0; ;#PHSceneDesc: :gravity OO0 ; O PHSceneDesc OO OO OO
oo0ono

by

ggoboboooooboooobboooobbboooobbboooobbooaon
ggobobooobobobuoooooboooboboooad
goobobooono TBU:00dobbo0ooobb oooboboog

XOoOoooooo
Springhead2 00 000000000000 D XOOODODOOODOOOODOOoOOoOooOO
XOooooooo

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

00000000000000000000Sprinhead2 00000000000000O
000000000000 0000000000GRFrame O PHFrame OO O 000
00000000 TBU:000000000O (pageNodeDefList) OO DO OO0

94 OJOOOOOOO

T.B.D.

05 OO0Ooouooog

T.B.D.


TBU: �f�X�N���v�^�ꗗ�̃y�[�W
TBU: �m�[�h�ꗗ�̃y�[�W(pageNodeDefList)

88

0O 90 FilelO

06 DOOOOOOOOO

T.B.D.
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Humanlnterface

10.1 OO

Humanlnterface 00 0000000000000 O0O0DOO0OODOOODOOODOOOOO
gododooooooooooooooon

00000000 HumanInterface 1000 Framework 0000000000000
goddoboooodobooouoooooobooooooooooooooooa
gododobooooooobooooooooooon

10.2 Humanlnterface SDK

HumanInterface 00 0000000000000 O0O0 SDKOOO HISdkO OO OO
gdbobbOOHIsdk DO ooouooboboogobboooobobooonoobood
godobbuoooobbbooUoHIsdk 0o bbooooobboooobobobooog

HISdkIf* hiSdk = HISdkIf::CreateSdk();

000000000000 00000000000DO00D000O D OFramework 0000
dobboooobbboooo HIsdkOgoooooooooooa

103 OOOooooooood

HumanlInterface 000000000000 Fig.10.1 000000
ggobobooooobobooooboboooobboooobbboooobbooon
00000000 Win3200O0OO0OO0O0O0O0O0OO0O A/DO0DOOO0OOODODOODOOO
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon

89
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HumanInterface

Sdk

|— HISdk

NamedObject

Humanlnterface SDK

— HIBase Ea—< A3 T7—X

I— HIPose CEHHBEEZREI 2T —X

|— HIHaptic HERRAVZTI—Z

'— HIDevice FTINA R

|: HIRealDevice
HIVirtualDevice

Fig.10.1 HumanlInterface class hierarchy

ETFNAR

RET/NAR

HISdk Humaninterface SDK
Ea—xUAVBTT—RAT—)L

HIBase

Ea—UAVBTT—R
[ HIVirtualDevice ﬂﬁﬁéhéﬂ&%@v‘—‘/wxm
w
J
J
J

TINART—)L

-

HIRealDevice EFNAR

[ HIVirtualDevice #%f#énéﬂm%wxm

N
\

A

Fig. 10.2 HumanlInterface module data structure

0000000100 A/DOU0OOO0O0OODOOO0OUOOOOUOOODOOOUOOQg
gobobooooobuoooobobuooooboboooobbboooobbbooogooboo

gogodooooooobbbooobooooooouoog

gooboooobbbooobbboooobbboooobbboooobbbooon

goooog

0 0 HumanlInterface 000000000000 Fig.10.200 00 0 OHISdk OO
dooooooooooboboooddoooooooooooobooooooooo
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gogoboboooobobbooobobbooobobobooooboboooobbooon
gogoobooooobouooon
goobobooooobooo

1. 0000b0oooon
2.00000000D00DbOoO0OOO0oDOobDOobOoboOon

000 20000000000000000DLO0ODOO0O HISkOOOOOODOODOO

HISdkIf

HIRealDeviceIf* AddRealDevice(const IfInfo* ii, const void* desc =
NULL)

o000 4{ii0000doo0dd descUb0000O000ooooooOoOn
00000000 GLUTOOO0O0O0oOOO0O00o0oboObOo0ooooobooooooo

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

goooo
odoobobbbbibdoouooduobobb HISdkODOOO4Od OO HIRealDevice O
oo0oooOoboOobo 200000000

HISdkIf

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

o0 iiddoooooooboooooobooooooogooooognol name O
ool portNoOOODODOOO

bool ReturnVirtualDevice(HIVirtualDevicelIf* dev)

gogoboboooobooooooooo

RentVirtualDevice UL OO UOUODOOOUODODODOOODOOODODOOOOOOOOO
gobbooobbobooob0buo0o0bbUtnamedg0noooo @
ggoboboooobobbooobobboooboboboooooboboooobbooon
portNo U0 DO OOOOODODOOOODODOOOOO

goboboboooboobuobooobobobobuoboooobobobooo
goobooodoboboboboboobooboobobobobobuobobobooboo
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ReturnVirtualDevice OO OOOOOOOOOOOOOOOOOOOogog

HIRealDeviceIf

HIVirtualDeviceIf* Rent(const IfInfo* ii, const char* name, int

portNo)

bool Return(HIVirtualDeviceIf* dev)

goobogooobuoooooboooooboboooobbbooooboobooa

104 OOODOO

Springhead 00 0000000000000 0ODOO00ODOODOOOODODOOOODOO
goboboodoobobuoooobbuoooobobbooobbbooobbbooobo
gobbooooooboooobobooan

105 O0OOoooooOon

O000000000000000000O0 10000000000000000B0O0
000000000000D000 DVKeyMouse JOO0O0O0O0O0O0O0D00O Win32 APIO
00O DRKeyMouseWin32 [0 GLUT 00O O O DRKeyMouseGLUT O OO O OO

goboobod

Ascii0 000000000000 0O0OOO0000O0O0OO0000ODOOOO0O0OOOOO
U000 00dbbbO0Odn DvkeyCode DD OOUOOODOOOOO



105 000000000

93

DVKeyCode

ESC googo
F1-F12 gooooooon
LEFT -

UP 1

RIGHT -

DOWN !

PAGE_UP Page Up
PAGE_DOWN Page Down
HOME Home

END End
INSERT Insert

gogobbooooboboooobboooobbboooobbbooobbbooon
ggoobooooooo

gooogd

DVKeyMouse U U OO DOUOOOODODOOONO DVKeyMouseHandler U OO O OOONO
UbboobO0ob0bo0o0oobO0obOdbDVKeyMouseHandler OO OOOOOOOOO
gobbooobobooobbooobbooobbooobbooobDb FwApp OO

gogooood
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0O 100 HumanlInterface

DVKeyMouseHandler

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

button DVButtonMask OO OOOOO

state DVButtonSt [

xOy oooooo

virtual bool OnDoubleClick(int button, int x, int y)
goooooooooao

button DVButtonMask OO 0OOOOM

xUy goooon

virtual bool OnMouseMove(int state, int x, int y, int zdelta)
goooooooooooo

state DVButtonSt [

xOy gooooo

zdelta 0OO0OOO0OOOOOO

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

state DVButtonSt [

key ascii J 0 0 O DVKeyCode U

xOy ooooon

goboboooobobboooobbooooboooooon
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DVButtonMask

LBUTTON Ogoooooono
RBUTTON ooooooon
MBUTTON ogoooooon
SHIFT Shit 0o0oooOQ
CONTROL CerlOOOO0OOO
ALT AtOoOoQooOoO
DVButtonSt

DOWN goooooon
UP oooooon
DVKeySt

PRESSED ooooono
TOGGLE_ON ooooooon

106 OOOODOOOO

00000000000D000D0O0 DVJoyStick DD D OOODODODODODODO GLUTO
U000 DRJoyStickGLUT U OO OO OODO
T.B.D.

107y OOOOoOOO

obooobobooobooboboboooboouobobooe0boobOobbOobDOn
ggoboboogooo
T.B.D.

10.8 Spidar

Spidar 00000000 3006000000000000O0O00O00DO0OOODO
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0O 100 HumanlInterface

T.B.D.
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Creature

Creature 00 0000000000000 DOO0DOOOOODODOOODOODOOOOO
goooboooobobboooobobooon

Springhead 0000000000 O0D0O0O0OOOO0OODO0OOOODOODODOODOOOD
ggoboboooobobboooobobboooobobobooooooboooobobooon
OO00000DOOo00DOoO0ooOO00DOoOOobOoO00DOoo0 IKOODOoooooooo
gooboboooobbtbooobbbooobbboooobboooubbboon
ggoboboooobobboooobobboooobobobuooooboboooobbooon
ggoboboooobboooobboooobobooon

gboboboboboboboobobOobobUobobbUobUobobooo
OCreature : 0000000000

11.1 Creature 0 OO0 OO0DO0O

000 Creature 000 O00O0OOO0OOOOODO

CRCreature
+-- CRBody
| +-- CRBodyPart (CRObject)
+-- CREngine
+-- CRController
CRCreature 00000 0OOOO0OOO 10000000O00O00OODOODCOODLOOO
gooogooooboogbogadg
CRBody DD OO UOUOUOUUOUOUoobobbbObbOO0O0ooouoobobbbbbooog
dobbOO00gddcRBodyPart U OO ODOOOOODODOOOOOODLDODOOOOO

OO000Oo000OoOobO0O 2000000000 IKODOO0OOO0O0DOOOODOOODO

97
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O 110 Creature

O0O40000000000

CREngine U0 UDOO0OOOOOOO0O0O0O0O0O0O0O0O0O0O00O0N0UOCRCreature [
Step000 1000000000OCRCreature 000000000 CREngine O Step U
OO0bOO00000000CRController U CREngine U0 O DOOOOOOOOOOOONO
OOodbOoobodgobodbodooidibdd CRController DU UOOOODOOOOOON
Oobooboobooboboboobobooobooon
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Framework

121 OO

Framework 000000000000 O0OO0DOODOODOOODOODOODOOODODODO
gogobooboooad

Framework 0000000 O0OD0OOQO Fig.121000000000000D00O0OO
UoooboDb FwApp U DD DOUOOUOUOO FWApp U OO DODODOOOOOOOO
00000000000 0OFWApp U0O0OUO0OOUOOUOOUOO (Fwwin) OO OO
Framework SDK (FwSdk) DO OO OO O OOOO0OOO (FWGraphicsAdaptee) 00O
oo

FwinOOQO4OOooOoOooooboboobooobbooooboboooobboooo
ggobobooooboboooobobbooooboboboooooboooobobooon
0000000O0o0o0000oooO000DDoOoDOoU0oDoDooOOo GUIDDODDOOODODOO
gooboboood

Fwsdk 0000000000000 DOOO0ODODOO0ODOOO0ODOOO0OOO SDKOO
00 Framework 000 (FWScene) 000D DD D0ODOO

ggobbuoooobobtoooobboooobbboooobbbooubbboooo
ggoboboooobobboooobobbooobobboooboboboooobLbooon
goobooboboooouoobobodoodooobobbooouooobbbooooooboooo
oo

gogobbboooobobboooobobooooonoo

99



100 0 120 Framework

FWApp 77Ur—avy3&

FWGraphicsAdaptee | FWSdK  Framework SDK
GRDevice TITARTINA R PHSdk Physics SDK
DRKeyMouse =~ %—#—f-wox¥r (x| GRSdk  Graphios SDK
DRJoyStick CAMATAVIT AR FISdk Filel0 SDK

e ! HISdk Humanlnterface SDK
COFWWIn ek :
GRRender Zf;:c%@ﬁwent FWScene Frameworks—> ||
FWScene SRR PHScene Physics>—>
g GRScene Graphics>—>
DVKeyMouse RABF—AR—R-<HX

DVJoyStick RABSIART 495
HITrackball  t5vo®—uL

HIDragger kSyH

Fig.12.1 Framework data structure

12.2  Framework SDK

Framework 000 0000000000000 O SDKOOD FWwsdk OO OOOOO
ddrwsdk OO oooooouoooooobbbbooooooooooooo
gobboooobbOodrwsdk DO OO0ooooboooobbooooboobog

FWSdkIf* fwSdk = FWSAkIf::CreateSdk();

gobboooobbbooobbooobobbuooobbbUOrwsdkogooooO
0 PHSdkO GRSdkU FISdkU HISdk O U UOUOODODDOOOOUOUOOODOOOOooooon
ggooobobiodooooobooobooooobobobooooobobbooooooo
SbKOOOOoOooOo
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Framework SDK (Fwsdk)

,,,,,,,,,,,,,,,,,,,,,,,,,,

£ Physics SDK (PHsdk)

£ Graphics SDK (GRsdk)

o scene (GRScene)

world (GRFrame)

b
.

Lao frame (GRFrame)

frame (GRFrame)

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

FWSdkIf

PHSdkIf* GetPHSdk()
Physics SDK OO OO OO

GRSAkIf* GetGRSdk()
Graphics SDKOOOOOO

FISdkIf* GetFISdk()
FilelO SDKOOOOOO

HISdkIf*x GetHISdk()
HumanInterface SDK OO O OOO

12.3 Framework (0 00 0O

Framework 000 00O0O0O00O0O0 100 Physics 0000 GraphicsOOOOOO
O000000Fig 1220 300000000 SDKOOOOODOOODOOOOQOOFWSdk
000000000 FWScene U OO0 oooooooOoO
OOOOOFWObject DODOODOOOODOFg.1220000000000000O0
Physics 000D O0O00O0D0 Graphics OO OODODOD0DO0O0ODO0ODODDOODOOODOODO
gooboboooobbtbooobobboooobbboooobboooubbbooon
ggoboboooobbboooobobboooobobbuooooboboooobbooon
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0 120 Framework

O000000D0000000 GraphiecsOOODOOOOOOODOOOOOODOOODO
goobooooooo
dobobo00o0o0ob FwsdkOOOoooooooooo

FWSdkIf

FWScenelf* CreateScene(const PHSceneDesc&, const GRSceneDesc&)

gogobooboooad

int NScene()
gooogoooogno

FWSceneIf* GetScene(int i)
id00o0gooooogoogo

void MergeScene(FWScenelf* sceneO, FWScenelf* scenel)
scenel DO ODODODODODODO scene0O 0O OO

go0o00o0o0o0ooooooogogggoooo
FWScenelf* fwScene = fwSdk->CreateScene();

FWScene 1 0O O ODOOON PHScene I GRScene 1 0 0O 0O HOFWScene 0O DO O
OO0O0OCreateScene DD UOOOUOOOUOOOODOOODOOOONScene J00d
0o0o0o0oooooooo

J00o0o0o0b0b000 GetScenel DO OGetScene I OOOOOODOOOOO
O000000ooooooooooogn

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

FWSceneIf *fwSceneO, *fwScenel;

fwScenel fwSdk->GetScene (0) ; // get 1st scene

fwScenel = fwSdk->GetScene(1); // get 2nd scene
MergeScene U0 U0 20000000000 100000000O00DOO
fwSdk->MergeScene (fwScene0, fwScenel);

0000000 scenel UUDO FWObject U sceneO 0 UOOOUOOUOOOOOOOOO
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PHScene 0 GRScene U U U UODODO OO MergeScene U UOODDOOOOODODOOO
UOOO0OFWScene DO OOODOOOOODOODOO

FWSceneIf

void SetPHScene (PHSceneIf*) PhysicsD OO OO0
PHSceneIf* GetPHScene () PhysicsD OO OO0
void SetGRScene(GRSceneIfx*) Graphics OO O OO0
GRSceneIf* GetGRScene() Graphics OO OO0 OO
FWObjectIf* CreateFWObject() O0ooooooo
int NObject()const oooooogg
FWObjectIf** GetObjects() gooooooooon
void Sync(bool) 00

[Set|Get] [PHIGR]Scene 0 0 OO0 OOODODODODODODO PHScene [0 GRScene [ [
odo00DodoooooooooooooDoooooood

CreateFWObject 00O FWlbject D OO ODOODOODOOOOODOOOODODOO
O0O0O0O FWwObject 00O PHSolidO OO GRFrame OO OO DOOOOODOOOODOOO
odoodoD00oo0ooooooooooooooooooooooooo 100000
ooooo

FWObjectIf* fwObj = fwScene->CreateFWObject();
fwObj->SetPHSolid (fwScene->GetPHScene () ->CreateSolid());
fwObj->SetGRFrame (

fwScene->GetGRScene () ->CreateVisual (GRFrameDesc())->Cast) ;
Sync U U0 PHScene [0 GRScene U UODODODOONO
fwScene->Sync(true) ;

UdddddddoUduuuun pHSceneUdoooooooo @
Udddd GRScenel oo ooooooobbboboboobo
gobobobooobbboodl FWwobject OO OUOQOooooOU

RN

fwScene->Sync(false) ;

gooboboooobbtbooobobboooobbboooobboooubbbooon
oo
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124 0O0O0O0OODOOOOOO

FilelOOOODODOOODOOOODODOODODODOODOOODODOODOODOO
gobobooooboobooooboboooonoo

FwSdkIf

bool LoadScene(UTString path, ImportIf* imp, const IfInfox ii,
ObjectIfs* objs)
gbooooabodn

path 00O 0OOOODODODOODOOO0O0O0O000000000imp O OOOODODOODO
goboboodd Import DO UOOUOOODOOOO0OODODOOOOO0OODOOOOOODODO
oo NLLggooobbiiggogouooobbobbooooooooooooo
gooNLLOODOO0O0obobOogouobboooobbdtoebjsddobobooon
gobobooooobobooooboboooobbboooonboood

000000000 truel 00000 falseJOOODODOOOO0OOOoOoOoooOO
Fwsdk DO O OdOooooooooboooan

goboboooboobuooonoboouoooooboood

FwSdkIf

bool SaveScene(UTString path, ImportIf* imp, const IfInfox ii,
ObjectIfs* objs)
gbooooabodn

UO00O0OO0O LoadScene U U UOUOimp O ODODOOOO0OO0O0O0OOOOOOOO
gobobogoboobuooonobbuooobbbooobbobuooan
00000000 trved 00000 falseOOODOOOO

125 Framework OO O 00O O

FWObject U PHSolid U GRFrame U O DO DOOOUOOOODODOOOOUOOODDODO
gooboooooooboooon
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126 OUODOOOOOOOOO

Springhead 0000000000000 0O0OOOOOOOODOOODOOOOOOD
U000 FwApp OO OODODOOOODO260 FWwApp DU OOODOOOOOOOOOoOO
gogoboboooobbboooobbboooobbbuoobboboooooon

O00000000OSpringhead 0000000000000 ODOOOODOOODO
Create 0000000 ODOO0OOOFWApp OO ODOOOC++000000CODOO
ggoboboogobbboooobobbooooboboboooooobooooobbooon
ggobboooobbbooouobbbooobobog

ool FwappU oo boooobbbooobobbooooobooo

gon

Fwapp OO O OUOOO0OOOO Imitdgononono

FWApp

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

U000 Initddboooooobobooooooo

void FWApp::Init(int argc, char* argv([]){

ggoo

// create SDK

CreateSdk();

// create a single scene
GetSdk () ->CreateScene() ;

// initialize window manager
GRInit(argc, argv);

// create main window
CreateWin();

// create timer

CreateTimer();

CreateSdk();



106 0 120 Framework

OShDKOODOODOooood
GRInit(argc, argv);

00000000000 00000000000o00 GLUTOOOOooOoooooon
goboboooooobood

GetSdk () ->CreateScene() ;
0 FWScene I 1000000 OO0OONO

CreateWin();
gooodooooooooooooogo

CreateTimer();

gooboooooooo
goboboooobobboooobbooooooog

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

SetGRAdaptee (TypeGLUI) ;

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

// do extra initialization here

}

UO00D0O0OFWApp:Init DO OO OUOOOOOO0OoOOOooooobooooooo
gobobbooooooobbodooobb Init0dgoooobooooooooo
gooooooon

e OO OODODOOODODOD
e 00 UO0ODLDDUOOODLDDOOOUODLDDOO
e O UIUOODDOOODDD

gobobbobodddU Imitdggoooobbooooooooobobooooooooo
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gogooood
ggobobooooboboooobbbooooboood

MyApp app;

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

3

U0 MyAppU U DOUOUOOO0OO0OO FWwAppOUOOO4oOoooOoooboooooao
UdbOO0OMMyApp U000 bbbiddUUmain 000 Initd
StartMainLoop UU U 0O DOODO OO StartMainLoop U DO DO OOOOODOODOOONO
gbooooabodn

goo

OJO0000000 CreateTimer 000000000 OCreateTimer O Init 0O OO
ooo0ono

FWApp

UTTimerIf* CreateTimer (UTTimerIf: :Mode mode)

OO0 mode OO OOODODO UTTimer O SetMode DD DO 0O0SA40000D0O0O00O
doddddoddg uTTimer bbb O
gogooboooooooboooon

0000o00oDoDo0ob0o0ob0o 200000000000DO0ODO0O0ODOO0ODO

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

timerDraw->SetInterval (50) ;

0000000000000000000 10ms]D00000000O0ODOOODOOO
00000 A0ms] D000000O0000OGLUTOOOOOOOOOODOO
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goboboooobobboooobboooobobobooooooo

FWApp

virtual void TimerFunc(int id)

00000000+« 0O00000n

TimerFunc 0 000000000 DOO0O0O0O0OOOOODDODODOOOOO Stepl O
UO0000 PostRedisplay U UOUODODOOUOOODOOOODODOOOODOO Display O
gogoooobbmooobbboooouooobibibibUdld TimerFunc OO OO O
gooboood

void TimerFunc(int id){
// proceed simulation of scene attached to current window
if (id == timerSim->GetID()){
GetCurrentWin () ->GetScene () ->Step() ;
b

// generate redisplay request
else if(id == timerDraw->GetID()){
PostRedisplay() ;

}

Obooboooboobobooboobob 20bobobOobooobOoobo

gd

goboboooooooboooooo

FWApp

virtual void Display()

Display U0 D D0DOOOO0O0O0DOUOOO00O0ODOO0O0DODOD PostRedisplay
gooboood
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FWApp

virtual void PostRedisplay()

DisplayUUOUODODODOOOOOOUOOODODODOOOOOOONO bisplayUd Qo
ggoo
gobouooooooobd

Fwapp UL OOUOOO0OOOO0ODOOOOOO0ODODOOO0ODDOOOOODDOD DVKeyMouse
gogobboooobbboooobbbooobobbooobooboooobbooon
goobboooobbboooobbooon

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)

oboooboboboboobuooboo 1os0b0obbOobOoOoD

127 00000

O0000D0D0O0o00O GUIOODOOO0ODO0OOO0O Framework OO0 OO0OO0OODO
gooboobbiboboooooobbbOFwApp U000 oooooooooon
odn

12.8 Framework DD DO O0OODO0OODOOODOO

Framework 000000000000 O0OOOOCDOOODOODOOOOOOODOO
ugn

FWSdkIf

void Step()
FWwSdk O Step0 000000 00ODO Stepd0ODOODOOODODO GetScene()->Step()
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0000000 FWScene I Step U UUUON PHScene U StepUUOOOODONO
0000 GetPHScene()->Step() OO 00O OOOOO0OOOODDOOCODOOOOO
O0D0000000DO00DOO0D0oOooooon

Framework 00000000 200000000000100 GraphiecsOODOOOO
0000000000 100 PhysiessOOOOOOOOOOOODOOOODOOOOODDO
OO0D0000D0Ooog

FwSdkIf

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

PrawU U000 OUOO0O0ODOO0O0OODOOO0O0DODraw O OOOO0ODOOOO
000000000000 000 [SetlGetlDebugMode 00D OO OO0 (false) IO
00000000 (true) 00000000

gbobobobobUd raw D000 oooobobobobon
Sync(true) 0000000000 ODOOODODOOODOOOODOOOODOOODDOO
UO00O0O0O0 GRScene l Render O DOOOODOODODODODOOOOOODODODOODODO
gobobooooobuoooobobooooboboooobbboooobboooooboo
gobobdooobobuoooobbuoooobobboooobobbooobbboooooboo
gobboodoobobuoooobbuoooobbbooobbbooobbbooobo
goood

gobbooooboboooobboood

129 O0OOOOO

0000d0do0oddd PHSceneJUUUUUOUUOUUOUUOUUOUOUOUUOUUOUooooooo
goboboodoobbuoooobbuoooobbboooobbbooobbbooobo
gobobooooobuoooobobuoooobobooouobobboooobboooooboo
gbobobooooboo

0000000 D0ODOO FWScene U DrawPHScene U UODOOUOOOODDOOOOO

FWSceneIf

void DrawPHScene (GRRenderIf* render)
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111

DrawPHScene U 00O 0OOOODOOOODODOODODOODOODOOODOOOOOOODODO
ggoboboooobobboooobobboooobboboooooboooobobooog
goobobooooobogoo

goboooouooobooon

UbooboboobOoobOobOO0bl GRSceneU DO UDOOODOOD GRScene U I
Uoobbboooduobbioouubb Renderldddononooooonoboboooon
UOGRScene DO UOOOODOOOODODOOOODLDDOOOODOD

goobbooooboboooobboooobbboooobbboooobbboooo
oooobobooboob 11bobooboobobDoobooboboboobooboo
goooo

goobogd

UO00ddbO brawPHScene U U UOOOODOOOOOODOODOOOOOOOOO
gooo

FWSceneIf
void DrawSolid (GRRenderIf*, PHSolidIf*, bool) ooooad
void DrawShape (GRRenderIf*, CDShapeIf#*, bool) oooono

void DrawConstraint (GRRenderIf*, PHConstraintIfx) OOOO0O
void DrawContact (GRRenderIf*, PHContactPointIfx) goood
void DrawIK(GRRenderIf*, PHIKEngineIfx) IKOoODOooo

goon

000000o0ooD On/Of0D00DOOOO
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FWScenelf

void SetRenderMode(bool solid, bool wire)

void EnableRender(ObjectIf* obj, bool enable)

void EnableRenderAxis(bool world, bool solid, bool con)
void EnableRenderForce(bool solid, bool con)

void EnableRenderContact(bool enable)

void EnableRenderGrid(bool x, bool y, bool z)

void EnableRenderIK(bool enable)

SetRenderMode 0 U0 000O0OOODOOOOOO0OOOOOOOOOOOOOOGOO
0O On/Off 00000000

EnableRender 0 0000000000 ODDODO On/Of00DO0O0OOODOOOO
OO0Ooo0DbO0oobObooobooboboobo0obobuoobbepjbooobooDoDO
(PHSolidIf#) 000 (PHConstraintIfx) O[O

EnableRenderAxis 000000 0O0OOO0OOO0OOOOOworld0OOQOOOOONO
solidJ0000con DO OOOODODOOO

EnableRenderForce U 0O OOOOOOOOOOOOOOsolid00OOOOOOO
000000000000 000 M condddooOog

EnableRenderGrid 0000000000 DOOOOOOOOOO0O

EnableRenderIK O IKOOODOOOOOODOOODO

000oDo0o0oooobooooooboooooo
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RED

BLUE

CYAN

WHITE
ORANGE
LIGHT_BLUE
DARK_GREEN
DARK_CYAN
LIME_GREEN
INDIGO
OLIVE_GREEN

TURQUOISE_BLUE

FWScenelIf

Table12.1 Reserved colors

W (1.00, 0.00, 0.00)
W (0.00, 0.00, 1.00)

(0.00, 1.00, 1.00)
O (1.00, 1.00, 1.00)
W (1.00, 0.27, 0.00)

(0.67, 0.84, 0.89)
W (0.00, 0.39, 0.00)
W (0.00, 0.54, 0.54)
® (0.19, 0.80, 0.19)
W (0.29, 0.00, 0.50)
W (0.19, 0.39, 0.00)

(0.39, 1.00, 0.79)

GREEN

YELLOW
MAGENTA

GRAY

BROWN
MEDIUM_PURPLE
DARK_VIOLET
GREEN_YELLOW
INDIAN_RED
GREEN_INDIGO
NAVY_BLUE
EMERALD_GREEN

™ (0.00, 1.00, 0.00)

(1.00, 1.00, 0.00)
W (1.00, 0.00, 1.00)
® (0.50, 0.50, 0.50)
W (0.19, 0.00, 0.00)
W (0.57, 0.43, 0.85)
W (0.57, 0.00, 0.82)

(0.67, 1.00, 0.18)
® (0.80, 0.35, 0.35)
W (0.00, 0.19, 0.19)
W (0.19, 0.39, 0.79)

(0.59, 1.00, 0.39)

void SetSolidMaterial(int mat,
void SetWireMaterial (int mat,
void SetAxisMaterial (int matX,

void SetAxisScale(float world,

void SetAxisStyle(int style)

PHSo0lidIf* solid)
PHS0lidIf* solid)
int matY, int matZ)
float solid, float con)

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 DU OO OUOOUOUOUOODDODODODO0O0O0O0OOOmatd00nn

000 GRRenderBaseIf DO DO OODO 2400Table12.1 00000 O solid O NULL

Jooobobbbobod0o0uoobbbbibU0U0UUUnOSetWireMaterial OO0

ggobobooooboobooooooboa
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SetAxisMaterial U0 UOUO0O0OO x,y,z000OOO00OONOOSetAxisScale 0O
OO0O0000D00O0DOSetAxisStyleU DO ODOUOOOOODOODOOOO

SetForceMaterialll SetForceScale 00U D DOOOOOOOOOOOOOOONO
oooooooooo

SetContactMaterial DU OO OOOOOOOOO

SetGridOption U U O DODDOOOOOODODODODOOOUOSetGridMaterial [0 00
Oooooooooood

SetIKMaterialllSetIKScale O IKOODOODOODOOODOOODODODO

1210 OdOoooooobooooodoooooooog

Springhead2 00 00 0000000000000 O0COOOOODODO PHHapticEngine
Joodoodoobooooobooooonoooouooooooonoooogd
oobobobobbbb000udun Framework DO OO OO0 ooooooooOO
Uobobo0o0d Fwapp U OO OO OOO0OUoLOOOO0OO0DDODOOInit OO
gobbogooobuoooobboooobbboooobbbooobbboooobo
goo

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

oo booooooobboooooobboooooooo
SINGLE_THREADO O DO DO OUOUOODDOOUOUOUODODOOOUOOD MULTI_THREADOD O O OOO
OO000O000000O0 LOCALDYNAMICSO 3000DODOO0O0OODODOO MULTI_THREAD
00000000 0MULTI_THREADD LOCALDYNAMICS U O UOOOOOOODOODODOO
goboboodoobobuoooobbuoooobobbooobbbooobbbooobo
goboboodooobuoooobobooooboboooobbbooobLbboooono
goboboooobobobooonoboouoooobobuoouoobo
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// given PHSceneIf* phScene,
int physicsTimerID, hapticTimerID // OOOO0O ID
// FWApp::TimerFunc 00000000000 ODOOODOO
void MyApp::TimerFunc(int id){
if (hapticTimerID == id){
// 0000000000000
phScene->StepHapticLoop();
Yelse{
// 0000000000000
phScene->GetHapticEngine () ->StepPhysicsSimulation() ;
PostRedisplay(); // OO

oooooooooooooooooooooobbbbbbbbOoooooo
PHHapticPointer UO OO 0OOO0ODOOO0ODOOO0OOOO0ODODOOOOOOODOOO
U 0 O PHHapticPointer J PHScene U 0 0 0 0O 00O OO 0O 0 PHHapticPointer [
PHSolid OO OOODOOODO PHSoelidO U UDLDUOOOOOODLOUOODLOOOOOOOOO
000000 O000O0oooonO Spidar-G6O0O0O0O0OODOOODO

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

pointer->SetHumanInterface(spg) ;

O00D00O00OD PHHapticPointer 00 OO0 OD0OOO0OOOOO0OOOOOOOOODOODO
ggobooboooooo
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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 0 00D OO0 OODODODODOD0OOODOOODOOOOODOODO
SetDefaultPose OO OOODOOOOOODOOODOOOODNOODO SetPosScale
O0O00D0000000b0o0Ob0o0b00b00bOOD SetReflexSpring 0000
DO000buobooboobbo0ob00obboO0obDbOUSetReflexbamper U0 OO
dodbbbb0o0000u0bbbU0UUUUEnableFrictionD 00 0ggoonon
00000000000 OEnableVibration DO O OO O0O0ODO0DODO0O0DODOOOOOO
O0OSetlocalRange I U ODODUOOODOOODOOODOOOODOODODOODODOO
OO0D000000OOSetHapticRenderMode U0 OO OOOOOOODOOOOODODOOO

0O 0O 0O SetHapticRenderMode U 0 PENALTYU CONSTRAINT U0 OO OODOOOO
PENALTY OO DO UOODODOODODODODODODODODOOODODODO0ODO0OOOOoOOoDOooDoOog
0doooooboooooobboboooogobbooooooooobboooooooo
OOCONSTRAINTO OO ODODOODODODUODODODODODOODO0o0oooDoooooon
000o0oooooooooooooooooooooooooooooooooon
ooo
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Python 000000

EmbPython 000000000 O0OD0OOOO0 PythonDODOODODODOODOOODOO
Python 0000 0O00O0O Springhead 0000000000 OSpringhead 00000
0000 PythonODOOODOOODODOOODOOODODOODOOODODOODOOODO
goooooooon

EmbPython 000000000000 PythonO0ODOODOOOO Springhead API O
000000000000 bOoDoO0oOo0bOOoDoOonD PythonOOOOOODOOODO
00000 Springhead DO O DOO0OO0O0OOOOO0OPythonOOOOOOOOOOOO
000 Springhead 000000000000 PythonOOOOOOOOODOOOODODO
goooo

131 00O

dooooooboooooooooooooon

0000C++ 000000 Springhead 00000000 OO00OOPythonOOOOO
00000000000 Springhead 000000000000 00O PythonOODOO
gooooooooooooo

O00000OPythonO0OO0OODO0OOODO0OO0OO0OOOO0OOOO (Python DLL, pyd) O
O00D0DDO Springhead 00000000 OPythonO00OOODODDOOO Springhead
doooooobooooooo

Springhead 0 00 Python O 0O O

Springhead 000000000 PythonDOODODOOOODOODOOOOOODOOODO
00000000000 Springhead 000000 PythonOOOOOOODOOOODODO

117



118 0130 PythonODOODOOOO

00000000000 0000O000O0O0000D000DO00n PythonoOoooQo
goboboogoboobooonoboooooooboood

PythonSpr OO 00O OO

Python 0O 0DOO0OO0O00D00D00O0O0OO src\Samples\EmbPython\PythonSpr 0 [
UO0b0000dbO0l PythonSpr.exe UU D OO

PythonSpr 00 OO OOOOO Springhead 000000000 OOOOOODOOO
OO0 PythonOODOODODODODODODODODODODODOOOOOOOOODO
OO00C0CO0D000000PythonODOOOOODOO phSdk O fwSdk OO O OO OODO
0000000000000 oooooboboooooo
PythonOOOOOODO
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[ 14 (1

Jooooobboodd

141 OO

goobbooobobbuooouobbuoooboboboood

142 0OO0OOOOOOO0OO

00O Visual Studio 00 Springhead 000000000000 DOOOCOOOOODOO

ggooood

g Oinclude 000000000 OO0ODOOOODOOOODOOOOOO

000 000000000 Springheaed 00000000000 OOOOOOODO
gooboooon

o ugobbooobbuoooobboooobbboobooobboooonoo
0

O00 000000000 Springheaed 000000000 D0OOOOOOOOODO
gooboogod

o goboboooobbuoooobbuoooobobooooobo

000 0O0000O000O000000D00O00000DO0O0D0OO000O Spring-

headOOODOOOOOOOOODOOODOOO
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0140 00000000000

143 0O0O0OOODOOO0OOOOO

144 0O0O0OOOO

RN
ooo1

gono 2

oog 3

goobooooboobod
uooboodooboboooobobooooobobooooboboooobooog
goood

0000000 XO0oOooooooboobooooboooooooo
ud
ggoobbbooouoobboboooouooobboobooouooobon
gooogo

145 0OOO0OOODOOO

o
ugn

o
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ggooogd
O0000O000O0C00DOOC0O0DO0O0 svnupdateDOOOOOOOO
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goobooon
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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, 83
FilelO, 83
FISdk, 83
Foundation, 29
Framework, 99
FWApp, 105
FWObject, 101
FWScene, 101
FWSdk, 100

Graphics, 67
GRCamera, 74
GRDeviceGL, 67
GRFrame, 72
GRLight, 74
GRMaterial, 75
GRMesh, 75
GRRender, 67, 75
GRScene, 68
GRSdk, 67
GRVisual, 71

HISdk, 89
HumanlInterface, 89

IfInfo, 29

Matrix2d, 23
Matrix2f, 23
Matrix3d, 23
Matrix3f, 23

NameManager, 31

Object, 29

PHBallJoint, 55
PHConstraint, 51
PHHingeJoint, 55
PHJoint, 51
PHMaterial, 41
PHPathJoint, 55
PHScene, 46
PHSdk, 45
PHSliderJoint, 55
PHSolid, 48
PHSpring, 56
Physics, 45
Posed, 26

Posef, 26

Quaterionf, 25
Quaterniond, 25

Scene, 32
Springhead, 7

UTRef, 27
UTRefCount, 27
UTString, 27
UTTimer, 32
UTTreeNode, 27
UTTypeDesc, 27

Vec2d, 21
Vec2f, 21
Vec3d, 21
Vec3f, 21
Vecdd, 21
Vecdf, 21

oooooo, 24

oooo, 38
ooo, 74
ooooo, 65

oo, 65
0, 38
oo, 23
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