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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
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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, char* argv[] = 0){
FWApp: :Init(argc, argv);

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

// 0000

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));

// 0000

PHS0lidIf* 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, charx argv[]){
app.Init(argc, argv);
app.StartMainLoop() ;
return O;
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Table 3.1 Springhead modules

goooon gooooono oo

Base - goooooooooooooooooo
goooooo

Foundation uT Springhead DO 00000000000

Collision CD ooood

Physics PH oood

Graphics GR ooooooooo

FileIO FI goooooo

HumanlInterface HI OO000ooOoOoooooooogooo
gooooooo

Creature CR goooooooon

Framework FW oooobDoooboono

ggobboooooboo

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;

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

000000 PHSolidDesc U PHSolid DD OO UODODOODOODDODOOODOOO
O000Dmss 000000000000 OO0O0O0OODO0OOODOODOOOOOOO
00000 CreateSolid 0N UOUODOUOUOOUOONODO CreateSolid U D UOOOO
OO0 PHScene D OUOODOOODOOOODODO PHScene D OOODDOOODOOO
PHScenelf OO OODOODOOOODOOOOOOODOOODOODOOOOOODOOOO
O000000000OCreateSolid0 D0 OOOODONO PHSolidIf OO DODDOOOOM
O0000000oooOoo0ooooooooooooooooooa

solid->SetMass(5.0) ;

0000000000 000000DO00000D00DO0000D0DO Get/setdO0O
gogouoobobbbboooogoobboooouobobobbuoooobobboUuoo
goo

Springhead 0 0 0000000000000 0ODOO00O0OOOOOODOOOOOOO
OO0 delete00UODOO0O0OD0DO0OODOOODODOO0ODODODOOMM Creatednognong
gobboooobobuoooobbbooooboboog

Doobogoogogo

0000000000000 000D00000000D000SpringheadDOOOOO
gobobooooobuoooobobuoooobobboooobbboooobboooooboo
oo


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 DOODODODODOOOOODODOOODODOO
Uoobbo0dobDf0dabb00dd float D Odouble OO DOOOONO

goon

ydodooooooooooobobooboobooboboobobbobboooooooooyd
000 double DOODOODOOO 3000000 xO000D0ODOO

Vec3d x;
000000000000 QD0oo0oo0oo0oooo0
x[0]; // 0-th element

OO000OvVec[213][fld] 0O0DO0O .x, .y, .20000000000000
00o0obobobOoboobOoobOobobfleatdb 10DOODOODOO
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040

Base

Table4.1 Matrix and vector classes

oooog 00

Vec[21314] [f|d] ogoong
Matrix[2]3]4] [fld] OO
Quaternion[f|d] O00oooOogo
Affine[f|d] ogooog

Pose[f|d]

Jubboboobobooboobon

TVector<10, float> x;

goboboooobobooo

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

goooo.

// 10-dimensional float vector

// can be resized at any time

gobboooobbooobobouooonoo

Vec3d a, b, c;
double k;

c =a+ b;
a += b;

k=x*y;

xhy;

// addition

// subtraction

// multiply vector by scalar

// scalar product

// vector product (3D vector only)

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

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

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

gd

ggoboboooooboooobboooobbboooobbboooobLbooaoan
O00000Odouble 00000000 3x300 A0D0D0D0DDO0OO0OO0O0OO

Matrix3d A;

0000000 ooooooooo

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

gooboboooobbtbooobbboooobbbuooobboooubo

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

goooobobobobbooooo

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

o000 bUb Matrix3d O TMatrixCol<3,3,double>U 0 000N
goobooood

VMatrixCol<float> M;
M.resize(10, 13); // column-oriented variable matrix

odbobDvMatrixCol U0 DD DOUOOOOODODOOOOOOODODOO VMatrixRow
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gooboooooooboooon
goboboooobobboooobboooobobobooooboboooobooboood
doboboooobobobooooooo

Matrix3d M;
Vec3d a, b;

b=Mx* a; // multiplication

goooooooobbbbbooboooooooouoooooboobobon

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

2x2,)3x3 0000000000000 b000bOobObO0bDOoobOon

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
gooogd

gooboooobbbooobbboooobbboooobbboooobbbooon
000 Affine[fld] 0 4x40000000000000DOCO0ODOO0OOOOOOOO
goboobog
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Affinef A;

Matrix3f R;

Vec3f p;

R = A.Rot(); // rotation part

p = A.Trn(); // translation part

ggoboboooobobooooobooooobobooooboboooooo

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);
goodaon

// identity transformation

// translation

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

// one can specify ’y’ and ’z’ too

// rotation w.r.t. arbitrary axis

// scaling

dddoooooooooooooooooobbbbbbbbboobobbbbobbb
goo0oboOdboo0 400000000000 0DOODObOOO
0000000 Joooooooooooooooooo

Quaterniond q;

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

same
Same
Same
Same

as
as
as
as

qlo]
ql1]
ql2]
ql3]

vector composed of x,y,z elements

gy UUUUUU 4

Quaterniond q, q0, qil;

q0 = Quaterniond::Rot(Rad(30.0),

ql

q = ql * q0;

’x’); // 30deg rotation along x-axis

Quaterniond::Rot(Rad(-90.0), ’y’); // -90deg rotationt along y-axis
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oboboooboobobo 3obobouoobuobobobooobooboboobo

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

ggooboboboobodbdoooooooooobobbbbbbdo0UoUoooUooo
Quaterniond[f|d] OO0 O0OO0ODOOOODOOOOO0OOODODOOOOOODOOO
gooo

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

goboboooboobuooooboouoooboobuoooooo

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

Quaterniond y;
y = q.Conjugated() ; // return conjugated quaternion

y

q.Inv(); // return inverse (normalized conjugate)

Od0dU0O0OConjugate DU O0O0O0OOOOOOOOOOODDOOOODODODOOO
O000OConjugated U0 DUODOOOUDOUODODOUODOOOOInvDO Conjugated O
oooboooobooobgoob11bobobooboobobooboobobooobooo
oooboooboobobo l1gobobboobooboboobuoobobooobooo
gobbogobobobuoooobboooobbboooobbbooobbboooobo
gobobooooobooboo

goobooooboboooobooooooog

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

FromMatrixUOUOOOODODODODO ROODDODDODODOOODOOOOO qUOOOOOOO
O ToMatrixUODODOOOOOOO RO qUUOUOUOOOOOOOODODOOOOO
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gogobbbooooooboooooboboooonoo

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

oooooooboOob 20b0000bO0bOo0obOooOoobOobobooogDbobDoboo
00o0ob0obOo0oboobobooob0o 2000000000 DbLDOO0DDOODO0ODOO
UddddURoetationArc 0000000 0O0O0O0O0O0O0OUO0OUOUOUUOOOOOOO
gooooooooo

Vec3d r0(1, 0, 0), r1(0, 1, 0);
q.RotationArc(r0, ril); // rotation that maps r0O to ri

gon

gogobbooooboboooobboooobbboooobbbooobbbooon
rOO0000O0000OO00O00O00O0O0oDODO0DOO0obOobOOobOO0ObOOobOOoDOoDOoDOoD
gogoboboooobboooobboooobon

Poself|d] OOODOOODO Pos0 0ri0 2000000000D0O00O0ODOOODO
(Vec3[f1d]) 00O OO (Quaternion[fld]) 0000000000

Posed P;

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

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

Quaterniond q = P.0ri();

googogon

Vec[2]3|4][f|d] OO OODOOO0DOODOOOOOOOMatrix[2|13][fld]l OOO
O Affinelfld] 00000000 DOOOO0O0DODOODQuaternion[f|ld]l OD0OODO
ggobbooooobooooobod
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42 0O0O0ODOOOOO

oooboobobooobuoobobooobobobobooboooboboobOoo
oboboooobbibooooobobiboouniDD deletedddoonoooonon
gbooboogoboobooaoon

O0D0D0D0ODO0O000O0O UTRefCount O O OSpringhead OO O OO OODODODO
UTRefCount U0 O UOUO0OO0OOO0OOOOOOUODOOODODOOOODO UTRef OO
goooogoooo

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

43 O00O0O00O0O0O
UTString

O0000000D000 stdesstring0 00000

UT TypeDesc

Springhead 0000000000000 OODO

UT TreeNode

gogooooooooobobn
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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



5.3 00000000000

31

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 APIDDOODDDO

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

[Get |Set]Mode gooogooooo
[Get|Set]Callback goooooooooooon
IsStarted gooogogoog
IsRunning dooooooooon
Start 0d

Stop HEN

Call gooooooooo

SetMode U U UOODOOOOOODOOOOODOO

MULTIEDIA OU0OOO0OO0OOOOOO

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

00000000000 WindowsOOOODOOOODODOOOOOOOOOODOOOODO



5.0 00000000

bobuodbboboodbbibodlb Sleepb0O00bObOOO0OO0ODOOOFRAMEWORK
U IDLEOODOO0OO0OO0D0O0D0 FWwApp U CreateTimer OO DOO0O0OOOOOOOODO
OO0D0 FRAMEWORK O OO OO GLUTODOODODOOOOOOOOOODOIDLEODODODOO
GLUTOOOOOO0OOOooooooCooDOoO

Framework 000000 FWwApp OO O OO0 DO OFWApp O CreateTimer 0 0 00O
oooooooooogn

55 UOUooobond

gogobbuoooobobtooouobbuoooobbboooobbbooobbboooo
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon
ggoboboooobobbooooboobboooobobobuoooooboooooboobooog
00 0O O Springhead 0 0 0 ObjectStatesIf 00000000000 0OODOOOOODO
ggoboboooobbbooobbbooobobobouoon

PHSceneIf* phScene;
UO0OphScenel O OOOO0O0OO0O0OO0OODOOOOOO
UTRef<ObjectStatesIf> states;

states = ObjectStatesIf::Create(); // ObjectStates 00O
ooooooo

states->AllocateState (phScene) ; // 00000000
g

states->SaveState (phScene) ; // 00000

phScene->Step() ; // 00

ooobooooooboooad

ooobooooood

states->LoadState (phScene) ; // 00000

states->ReleaseState(); // 000
ooo

oooboooooboooon

phScene->Step() ; // 00
dooddooooooooo

551 OO0OOOOOOOODOO

Springhead 0 O 0O O (PHScene O CRScene) 0 D0 OO0 OOO (PHEngine O
CREngine 00 00O00)00000000O00OO0OU0O0OOOOUOODOOOUDOOUOO
goooobbbbbboooooooouooooobbbbooooooooooooon
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O 50 Foundation

goo

552 O0O0OOOOOOOO

000000000000 0D0O0D0OD0OD0OO0O0DO0ODOAOAllocateState(),
SaveState(), LoadState() OO O O O O 0ObjectStatesIf::ReleaseState() O 0O
OO00O0DO00O0bjectIf::AddChildObject() OO0 APIOOOOOOODODOOOOO
gobbooodooobuoooobbuoooobobboooobbboooobLbboooobo
gooboogoobobooonobooogoooog
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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 OODODOODODODOODODOOOOUOOOUOUOOODOOOOOOOO
gooo

62 O0OOOO
000000000000000000000

1. o0ooood
2.0000000000
. 00obooobooo

ggoboboogoboooao
goooooobobobbbbobooooogoo

// given PHSdkIf#* 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();

0000000000000 0 PhysiessDODOODOOODOODODODOODOODODOODOO
00000 PHSdk OO OO CreateShape 10D OODOOOPHSdk OO OODO 7000
gobobooooobuoooobobuoooobobooouobobboooobboooooboo
gddddddddduodouooouoouuououg coBoxypoonbbbbbo
O00o0ob0o01.00000b0000D00O0DbO0O0Db0O0O0ODODO0ODbOO CreateShape 00
gobobooodooobuoooobbuoooooboboooobbboooobLbboooono
U000ooooobobob0bDb Cbshape U0 0O0O0O0O0OO0OO0OOOOODODODODOO
U0 ChBoxUOUUOODDODOOUOUODDODOOUOUOD CastnbnooooonO
gooood

gobobooooboboogobobooooboobobooooooo

// given PHSo0lidIf* solid

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

O0000 PHSolidODOODOO 7vOD0OO0OOOOODODODODODODOODOODO
ooobooob 11bo0obobooobobobooboboboobooboboooboon
gobbogooobuoooobboooobbboooobbbooobbboooobo
goboboooobobuooooboboo

AddShape U U OOOODOOOOOOOODODOOOOOOODLOOOOOOOOOODLO
000000000000 SetShapePose LU OOOODO


PHSdk
CreateShape
PHSdk
CDBox
CreateShape
CDShape
CDBox
Cast
PHSolid
AddShape
SetShapePose

6.2 00000 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 U0 100000000000 DOO0DOODOO AddShape DD O0ODO
O0OO0O0DDOAddshape 0 OO O0 100000000DOOO0DOO0OODOOODOOO
gobbboooobbooobbbbo0obbO00o00DDbD GetShapePose U O OO
oon

0000 Springhead 00 0000000000000 OOOOOOCODO

gon

000 (Fig.6.2) 00000 CbBox 00O


SetShapePose
AddShape
AddShape
GetShapePose
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Fig. 6.3 Sphere geometry

CDBoxDesc

Vec3f boxsize gogogg

CDBoxIf

Vec3f GetBoxSize()
void SetBoxSize(Vec3f)

[

0 (Fig.6.3) 000 OO CDSphere 000

CDSphereDesc

float radius od

CDSpherelIf

float GetRadius()
void SetRadius(float)

gooo

0000 (Fig.64) 00000 ChCapsule 000000000 O0OODOOOOO
gogoooooon


CDSphere
CDCapsule

6.2 00000

39

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)



40 060 Collision

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
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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 O-th face

int* idx = face->GetIndices();

Vec3f v = mesh->GetVertices() [1idx[0]]; // get O-th vertex
goooo

6.3 00000

gboooooboooooobobooobobooobooboobooboobooboooboo
gdbDb0d CbShape U U OO OOOMO CDShapeDesc Ul PHMaterial [J 0 U J material
ooooooon
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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



64 DOOO00O0O0O 43

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() ;

0000000000000 000D00OD0DODODO00000000Od0Framework O
goobbuoooobbuooouobbopEsdk b0 bbooonO

PHSdk OO OO OUOOOOLOOOO00OOOooobLboooobboooooboobooad
ggobbooobobobooooobod

PHSdkIf
CDShapeIf* CreateShape(const CDShapeDesc&) ooooo
CDShapeIf*  GetShape(int) ooogo

int NShape () ooo0o
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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

PHSAkKIf

PHSceneIf* CreateScene(const PHSceneDesc& desc) gogoggdg
int NScene () oo0Oooo
PHScenelf* GetScene(int i) ooooon
void MergeScene (PHSceneIf* sceneO, ggoood

PHSceneIf* scenel)

gooooobooobbbboooooogo

PHSceneIf* phScene = phSdk->CreateScene() ;

O0o000bd0bob0obo0oobdbdub0ObdOMergeScene U Oscenel 0000
OO000000000 sceneO00O0O0OUOODO scenel 0 OOOONO

Ooooboodobooooooooooooooooooooooooooooon
Ooo0oooo0oooooooboooobooboooooooooooooooooboooooo
OooooboooboooooboooooooooobooooboOooon

PHSceneDesc

double timeStep obooboodo

unsigned count gooboogoooobooogn
Vec3d gravity goood

double airResistanceRate goooog

int numIteration LCpOOOODO
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7.3 000
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 U0 0 0O0OO0DOOOOO0ODOODOOOODOOODOOODOODOOO
ooooboooooooooooooobbo0ooooooooOobooooObOooDbDbOUoooDon
ooooooooo

count 0 O00OODOD0OODODODOOOOOOOCOCOODOOODOCcount 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

PHScenelf

void Step() oooobooboo1ooogoooob

StepUU0O00OO0OO0OO0OOOOOO0OOLODOOOODLOOOOOOO

e OUUIUODODDOUOODO
e 0O OOO
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e 00O UOOODODOOODO

4 00

oo oobobobbbobbibn PHSolidOOOOOO
ooduoubbbibibb PHScene U UOOOOQUGU

PHScenelf

PHSolidIf* CreateSolid(const PHSolidDesc&) gooogon
int NSolids() gooo
PHS0lidIf**x GetSolids() oooooggogoggg

gooboooon

PHSolidIf* solid = phScene->CreateSolid();

dddoooooououooobbbbbibibod0ooouguogddGetSolids O
Oooboo0oboooobooboboobOooboboooboboboooboo oboO
gooooooooo

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

goood
gobobooooboboooogooon

HRN
PHSolidDesc
double mass OO
Matrix3d inertia oogg
Vec3d center oogg

bool dynamical goooooboobon
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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 U GetInertialnv U UO0O0O0O0O0O0O0O0OOO0OOOODOOOOOOO
UOComplnertial 00O DOOOODOODODODDOOOODDOOODODDOOOODOOOODODOO
0000b00b000bO0oubobOobOddynamical JOO0O0OOOOO0ODOODOOODOOO
Oo0obOoo0obbOodbD dynamical O true 000000 O0O0OOOOO0OOO
goboooobbooobbbooobbbooobbbooobiddynamical O
falseOJOOOODOOOOODODOOOODOODODOOOODDODODOOOODDOOOOOOOO
OO0 0000000 DOOOOOOO

HRN
PHSolidDesc
Vec3d velocity g
Vec3d angVelocity gog

Posed pose goood
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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 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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PHSolidIf

void AddForce(Vec3d)

void AddTorque (Vec3d)

void AddForce(Vec3d, Vec3d)
Vec3d GetForce()

Vec3d GetTorque ()

ool AddForce U

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

00oo00o0o0oooooooooo (0,-1,00000000000000000DOO0OO0
goobobboooooo

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

0oo0oo0ooO0oOoooooooooUo (1,0,0)D0000DOOO0OOOOOODO
goooo

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

ooooooooooooo (o,—-1,000000 (0,0,1)D000000OOUOOOOO
ggoboboooobobbooooboobbooobobobooooobooooobobooog
U 0 AddForce 0 AddTorque U0 U0 U UOOUOO0O0OO0OOOOOOOOODODODODODOO
goobbooobobbooon

00000000 GetForcellGetTorque U D DOUOOOOODOOUOOUODOODOOO
gogobboooobbboooobbbooobbbooonooboooobbooon
Udobb0o0o0obbb0o0nd AddForce OO nooog

7.5 OO

ggoboboooooboooobboooobbboooobbboooobLbooaoan
00000 Fig.71 00000000000 0DO0OOO0OO0OOODOODOOOOOODOD
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PHConstraint #=
— PHJoint  FE8ff
— PHJointl1D 1 B HEREE

PHHingeJoint (<
PHSliderJoint X344
PHPathJoint AVEL P

— PHBallJloint R—ILSaf ok
— PHSpring JA S

— PHContactPoint #flm=

Fig.7.1 Constraint class hierarchy

gooooooooobbbboooooooooooooobbb oo oo

gobobooooboboooooon
gooboooooboooobobuoooobobooobobobooon

gobgd

gooboooobbboooobbboooobobobooooboboooobobooon
gobboogobobooobbooooboo

PHS0lidIf* so0lid0 = phScene->GetSolids() [0];
PHSo0lidIf* solidil 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(s0lid0, solidl, desc)->Cast();

goboooboooboobboobbouobouobuod0obbbdd PHScene U
CreateJoint OO ODODODOODODODODODODDOOOOO0O0OUOUOUOUOUUUOOOUUOO
UO0b0b0o00obbbododbobbDOdCreateJoint 0 PHJointIfx OO O OOON
goooouooooobbobbooogg castdunoonooooon

UO0D0D00O0 PHScene U DO DOOUOOODODOOO
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solide _sogket plug solidl
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‘iifyfi;L—:\ i{ii%éﬁﬁ;l_m

(a) before connection

(b) after connection

Fig.7.2 Socket and plug

PHScenelf

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

int NJoint ()

PHJointIf*  GetJoint(int i)

NJoint U UOUOODDOUOOODDUOOODNGetJoint D iOOODDODOOOOODOOO

goouoood

oot oobooogo
0000000000000 0D00D00OSpringhead 00000000 OO0DOO0O
o000 booooDooooon
gooooooooooooooooooooooooooooooooooooaon
CreateJoint 00 10000000000 O00ODOO0O 2000000000000000
gooobooooooboobuoonooooboobouoobooooonooooo
00000 poseSocket 0 posePlug 00 000D 0OOODOOOOOODO (1,0,0)000
00000 (—1,0,0)000 (Fig.7.2(a))0 00000 Fig.7.2(b) 0000000000
odoooooooooouoonoooooooy z00000000000000
dooooooobobboooddoogoooo z0 00000 ooooooooooo
goooooo

goooobbbbbtoooooooooooooobobbbbooooooo
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PHConstraintDesc

Posed poseSocket goooogoooo

Posed posePlug goboboooon
PHConstraintIf

PHSolidIfx* GetSocketSolid () gooogoggdg
PHSolidIf*  GetPlugSolid() ooooooo
void GetSocketPose (Posed&)

void SetSocketPose(const Posed&)

void GetPlugPose (Posed&)

void SetPlugPose(const Posed&)

void GetRelativePose (Posed&) ooooooooo
void GetRelativeVelocity(Vec3d&, Vec3d&) 0O0O0O0O

void GetConstraintForce(Vec3d&, Vec3d&) oo

GetRelativePose U OO UOUOOOO0ODOOODODOOODOOODLDOODODOOO
000000000 GetRelativeVelocity U O DO OOOOOOODOOOOOO
Oo000o0o0ogooooooboobobooooo 1go0oobobobo0 200000o0obDDO
GetConstraintForce 100000000000 O0DOOOUODODO (0D 100000
000 200000000)0000000000000O0O0O0DODOOO0O0OUOOOO0
goboboodooobuoooobobuoooobobboooobboooobboooooboo
gooobooobobbuoooobbuooobobboooobobuooon

gobgd

Springhead 000000000000

000 (PHHingeIf)

0000 (PHSliderIf)
0000000 (PHPathJointIf)
e 00DO0DDOD (PHBallJointIf)
e 00 (PHSpringIf)

Os000000000000DO0D0DO0OD0O0ODbDOODbODbOODOODbOO
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Fig. 7.3 Hinge joint

oan

o000 1000000000 0Db0O0Fgr300000D0ODOO0O0O0ODODO z0
0000000000000 0000000000 yOOOODO yOOUDOO (x0OO
0000000000)0000oooooood

000000000 APIO 100000 (PHIDJointIf) DD DOODOOOODOOO
gogbobbooobbbuoogoobooobboood

PH1DJointIf [J[][J

double GetPosition()
0000000000000 00oob00ooouooooUooooooon

ggoo

00000 1000000000000 00DO0OO0Figr40000000000ODOO
ydbzOOOUOOoOoobbOOoOoUobboO xUOdyooobbbooooobboooo
ggoboboooobooboooobbbooobbbouoooobobobooon

gogooood

gooobobooboobobooboboboobo 1loboobobobooboobo
ggoboboogoboooooon
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Fig. 7.5 Ball Joint

gooboood

000000000 300000000000000000000 Fig75(a)0000
goodooooooobbbbboooooooooobobooobbbooooooooo

gobboooobobobuoooobobouoooobooboood

0000000000000 00000DDODODOO0O0000 Swing-Twist 00O 0O
(Fig7.5(b))000000000D0O0OO0DO0OOUOODOO z00D0OODOODDOODO
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00 (Swing)DOOOO z000O0O0OO0O xyO00O0OOOO0OOODO0O0O xOOOOO
00000000 (Swing-Dir)DOO0O0O0 200000000000 D000O (Twist) OO
D000Swing-Twist 00 0000000000000 00ODOO0OOOOOOODOO0O
ogan

o020000000000000DO0OO0OO0ODOODOObOODODOOO

PHBallJoint 0O 0

Quaterniond GetPosition()

000000 00o0ooooooooooDooooooooooooooon
Vec3d GetAngle()

Swing-Twist 0 00 0000000000000 O0O0O

uo

X socket

e
)C/

Fig. 7.6 Spring

ggoboboooooboooobboooobboooobbboooobbooon
goobboooobbtbooobbbdooobobbooooboboooubbboooo
gogobboooobobbooobbboooobobboooobboooobbboooo
ggoboboodoobobooooboboooboboooad
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PHSpringDesc

Vec3d spring
Vec3d damper
double springQOri

double damperOri

googooo

PHConstraintDesc

gogoboobooogooood
goobobooooboood
gogobooooooood
ggooboogooboood

bool bEnabled

PHConstraintIf

Oo0/o000o

void Enable(bool)
bool IsEnabled ()

goobooooboobboooobobboooobobboooobbboooobLboboooa
gobobooooobuoooobobuoooobobooouobobboooobboooooboo

goooooooo

goog
100000000
PHJoint1DDesc
double spring goobood
double damper gooobgod
double targetPosition ugooooooaooon
double targetVelocity goboboooooood
double offsetForce
double fMax
PHJoint1DIf
double GetPosition() OOoooogoo
double GetVelocity() Ooooooo

void SetSpring(double)



7.5 00O 59
double GetSpring()
void SetDamper (double)
double GetDamper ()
void SetTargetPosition(double)
double GetTargetPosition()
void SetTargetVelocity(double)
double GetTargetVelocity ()
void Set0ffsetForce(double)
double GetOffsetForce()
void SetTorqueMax (double) OO0DO00oDOoooo
double GetTorqueMax () O00O0ooooooo

O00oooooo fooooooooooog

[ =K(po—p)+ D(vg —v) + fo

Ubdpeo00D000000000DO00O0OO0 GetPositionl GetVelocity OO DO OO
ocooooooooooooooooooOOOOCbObObOOoOoooooo

K
D

Po

Vo

fo

spring
damper
targetPosition
targetVelocity

offsetForce

g000obO0o0ooOobOoo0oO pDOO0OO0OOOODOOOODODOOODOODOOOODO
000 KOOOOooopoUooooOopoOOOOUOOOvwODOOoDOOoDOoOOoOO
000000000000 KOPOOODODODOODOpODOODOODOwvwODOODO
O0o0Odoooodo fpb 000000000000 D00DO0ODO0OO0ODO0OO0ODOO0O0
000D #HAfMax 00000 Oooooboooboooonog

gogoboboooooo

o0oo00O00ooO0oOOobDO0bOoboopPDODOODODOOOOOODODODODO
dodooouoouuouooooogggd targetPosition O OOOOOOOMO
000 targetVelocity U O UODOOOOOODOOO
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PHBallJointDesc

double spring

double damper

Quaterniond targetPosition
Vec3d targetVelocity

Vec3d offsetForce

double fMax

gobgd

gooo
goooo
ggon
goon
gooboogo
goobooon

Createlimit 0000 0O0DOO0OOOOOODOODODOOODOOODOODODO1IO
O0000000000000OVec2d range0 00000000 COrangel0] OOC
O0O000Orange(1] 00000 Orangel0] < range(1] 0000000000000
000000000000 0000000000 rangel0] > range(1] OOOOODO
gobobooooboboooobboooobooog

goouobbboooodoobboooouobobobbooooobbbooooooo
gobboodooobuoooobobuoooobobboooobbboooobLbboooono
goboboooopobobdooobobobuo0oobobuoodobbiddn springl] damper

guoooogd

tips

000000 springddamper 0000000000 O0D0O0O0OO0O0OCOOODOO0O
ooboooooooboooobooobooOobOoobooOoDooobObooOoDOoooboog
coobOoo0oocO0oobOOobOOobOOoOOoocO0oobOobOoOo0oobOOobOOoOooOoonDag

cobooooboooOobOoooooobOooooooboOoo

100000000

PH1DJointLimitDesc O 0O O

Vec2d range

000000000 Orangel0l] 0000Orangel1] 000000

double spring
double damper

ugoboboooooboboooobobbooooboobooon
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PH1DJointLimitIf [J 0 [

IsOnLimit ()
0000000000000 0000O trued00Q00O0O0O0OOOO trueOd
0000000000000 00ob00oooO0ooo0oobOoDooooOoooo

ggoboboogooo

00000000000o0oO Figrh(b)OOO Swing-Twist 0000000000
oo

oo0ooooboooooboo 20000b00O00ODODO0ObDOobObOODOoDbDObOO

e ConeLlimit 0O 0OD0ODODOOODUOUOUOUOUOUOUOUOUOOOOOOODDLDODODbOOO
goood

e Splinelimit OO OUDOOODODODLODLODDODOOOOOOO zUOOUOOOOOO
dobobooooboboooon

0000 ConeLimit 0O OO DDOOODO (Splinelinit 00000000 ODO)O

PHBallJointConelLimitDesc 0 0O 0

Vec2d limitSwing
ggooooooooooboooobbooobbbbbbbbbbboboo
00000000 (0000000000000 UOo0oUOoODoOoUoOO
0000000000000 0000000O00oO0OoDO)O
1limitSwing[0] OO0 0 O1imitSwing[1] 00000 O1imitSwing 0O OO
0000000 APIO

PHBallJointConeLimitIf:: [Set|Get]SwingRange (range)
oo
limitSwing[0] > limitSwing([1] 00O 0OOO0OO0OOOOOOOODOO
00 limitSwing[0] > limitSwing(1] 00000000000 0OOOO

Vec2d limitTwist
ggooooooooooboooobbooobbbbbbbbbbboboo
ugobooooooo
limitTwist[0] OO0 0 0 1imitTwist[1] 00000 O0limitTwist 0000
0000000 APIO

PHBallJointConeLimitIf:: [Set|Get] TwistRange (range)
udn
limitTwist[0] > 1limitTwist[1] OO 0O 0000000 ODODOOOO0OO
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00 limitTwist[0] > 1limitTwist[1] O00OODOO0OO0O0O0O0O0000O

double spring
double damper

oob0obooboobooboooboobobooooobooloooobooo
gooood

PHBallJointConelLimitIf OO O [J

IsOnLimit ()
J0000oooooogooogggdgd true 00000100 ooooDoDOO
gopoogo

gobbobouoooobboboood
goooood

gobggoooaad

(6 OJOoooooog

0000 (IK)DOO0O0O0DODO0oO0o00o0oo0o0oo0o0o0o0o0o0oooooooooooo
goood

Springhead 0000000000000 OOO IKOOOODOODOOODODOOO
ooobooo loboboboboobobobobooboboboboobobooobooon
0ooobooooboboooobbooooboboooobobooooboboooooo
gobobdoodbbbuooobobbuooobobboooboboboo

Springhead 00000000000 IKOOOOODODOOOODOODOOOODOO
OOoboO0300b0bobooooboobooboobooboooboobooboon

IKOODODODDODODODOOo IKOoOoODooOoooDoooooooooooooooooo
gooboood
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// given PHScenelf* phScene

// given PHS0lidIf* solidl, solid2, solid3

// given PHHingeJointIf* jointl (solidl <-> so0lid2)
// 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 00U O UOODOOOOOOODOOOOO
gboboobooboobooboobooobooboboooboobooboooboobOoboooboo
oood

ikActuatorl.AddChildObject (ikActuator?2) ;

O0O0IKOODOOOOOODOOoOOOobOobOOoDooOoobobooooooobo
gooood

PHIKEndEffectorDesc descEndEffector;
PHIKEndEffectorIf*x ikEndEffectoril

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

goboobobobbooooboboboooguobuobbboooobbboooobboo
gogobobooooboobooooooboooonoo

ikActuator2.AddChildObject (ikEndEffectorl) ;

00000 solidl -(jointl)-> solid2 -(joint2)-> solid3 00 O0OOODODO
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bbb bogbobodd selid30000n0ogonobooonobogon

oboogobogoibibd joint2 000000 DOOOO0DOOODOO0O ikActuator2

goobooooooo
goboogobooobobuoooboboobobooobbooobooobbooobo

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

goboboooobobooo
OO0D0O0O0O00O0DIKOODOOoOOOooOooo IKOoOooOooooo

// 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 IKOOOO (PHIKEngine) 0000000 OOOOODO
IKOOODOOOOoooooooooooooboo

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

O00000000000000O0OGetIKEngine() OOPHScene OO IKOOOO
Oo0000 ApPIOODO

Springhead D000 IKOODOOODOOOOODOODDODOOODODOODOOODOOOO
0000000000000 00000000 APDDODODODOODODOOOOODODOO
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00000000 Ar000D0DODODOODOO JOOOO

Ar = JA0

oboo00odbO0obO0oOobOobobOobOO0oobOob0b JooobDoobOooooobooo
Ar000000000000D0D0D0O0OOCOOOOO00000000O0OOOODODOO

gooobobboooooobbo=000000o0bbbooooobobbooooon
000 lgbooboobobooobo0obobooobobobobDoobobobobDOoo
ggobobooooooooodon

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

gogobobboooobobobooooooon

PHScenelIf 0 0O 0

PHIKEngineIf* GetIKEngine()
IKOOooooooooo

PHIKEngineIf [0 0 [

Enable(bool b)
IKOODOODOOOODOo0O0oOO0DOo0O00OO00O trued00000O0OOfalse
OO00oO0oDbooooon

SetNumIter (int n)
IKOODOODOOOOoOOoO 10000000 n000ooooooo

goboobogd

Springhead 00 0IKOOODOOOOODOOOOODOODOOOODOOIKOOODODOO
ggoboboooooboboboooooboooooo

ggobooboogooo

IKOODODOOoODOOooOobooooooooooooboooooobooobooooo
gooboboboooouooobbooooooboobobbooooobobobobbobooooonn
oooob0oo0oOooOOobobooooobD IKObOoooooboIkKoboooooobooo
0000000000 DO00O00000O0DOO00DIKODODOOOoOOoDOOooooooo
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goo

goobooooboboooooo
OO0000DOO0O0O0IKODOOOoOOoobOOoDOooOoooOobooooboboooo
goobooobooboooobbuooooboboooboobuooan

e PHIKHingeActuator 0 PHHingeJoint U DO OO OOOOOODOODOO0OOODOO
o000 1000b00000ooog

e PHIKBallActuator 0 PHBallJoint UU DU D UDODNUODOODOOODODOO
0000 3000000000000 00000DO0O0000O0OO000OOOa
(000000000000 000000)00000O0DUD0O0UOoO0UoOoOooOo
000000000 20000000000000 (000D 200000010
0000o00ooooOooo)o

// given PHSceneIf* phScene

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

000000000l UdOnDlPHScenelf 0 CreatelKActuator U U OO OON
OoOoOD0OD0OO0O0O000000000000D0DDOPHIKHingeActuatorDesc 00 0O 0O 0
0000000000000 0000000D00OD0O0OOPHIKBallActuatorDesc U [
000000000 oo0ooooobooooobooooobooooooon

O00o0o0oO0o0000ooooooooooooOoooooooooooooooono
000000000000 oooooooooooooon

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

goboboooobobooooan
gooboogoobobuooonoboooooboood
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actuatori(root)

actuator3

—> actuator2

|—> actuator3

> actuator4

L actuator5

O000IKOOOOOOOOOOOODODoOOUOoooOdoOoOoSpringheadJOOODO
ggobobboooobobooooobobuooooboboooon

actuator?

actuatorb

actuatorl
(root) actuator4

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

AddChildObject U D UOUOUODOOODODUOOUOODOODOOOOOUOUOOOOOOOO
ggoboboogobbboooobobbooooboboboooooobooooobbooon
gooboboooobbtbooobobboooobbboooobboooubbbooon
gogoooboood

oooooDoooog Ik

O0O0000OKODODOOOOO0O0ODOOOO0O00O0DO0OO0O000 setTargetVelocity
ggobbboooooboboooobbboooobbboodnn damper OO0 ™
gogobbboooobbbtd damperddonoogoboboooooobbbooon
0000000000 0bO0bO00 IKOODOobOoooooooboooo

oooo Ik
O00IKODODODODODOODOoDOOoDOoooOoooooooOoooboooooboooo
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon
ggobobooooboboooobobbooooboood
Springhead 0 IK O OO OODOOODOOODODOODOOOODOOOOOOO

// given PHIKActuator ikActuatorl, ikActuator2
ikActuator1->SetBias(2.0);
ikActuator2->SetBias(1.0);
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SetBias OO O0O00O0ODOO0ODOODOOODOODOODOOODOODOOODOBIasOO 1.0
OOob0oo0oOooOob0obo0ooooboboboooobuIKOoboooooobooooo
oo0oo0ooboobobooobobo 1o0b0obboobDoobOobDbobDoobooo

goboooood

goobboobobbobbbbbbbh™ooooooooobobobobobbobobbobo
OO00DO000Ob0O0O0bO000ObO0oDOO0O0bU0OobOOOoO0DbOoOobObDOoIKOODOooo
gobobooooobuoooobobuoooobobboooobbboooobboooooboo
gooo

O000oO0OOo00ooooog
O00O000000 PHScenelf 0 CreatelKEndEffector U OO OOOOOOOO
00 O PHIKEndEffectorDesc OO OOOO

// given PHSceneIf* phScene
PHIKEndEffectorDesc descEndEffector;

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

gobogobooogbobooobboubooboboobooboboobboobd
AddChildObject U O UODOOOOUOOOODOOODOOOOODOOOO

// given PHSolidIf* solid

ikEndEffector.AddChildObject (solid);

goboboooobobboooobboooobobobooooboboooobooboood
doboboooobobobooooooo

// given PHIKActuatorIf* ikActuatorParent

ikActuatorParent.AddChildObject (ikEndEffector) ;
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obobOooO0o0obOO0bOooOOooOoobOobOOobOU0oOobOobDOobOUOoOobOobLOoIKDOO
gogoobooooobouooon

goobbooooboboooobbuoooobbboooobbboooobboboooo
o0lKOOODOOoOooOooOoooOoboooobooooOoboooobooboooooo
ggobobooooboboooobobboooboboboooooboooobobooon

ggooood
Udo0bDbO0o00bobbO0d SetTargetPositionU OO ODOOOOM

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

ggoboboooooboooobboooobbboooobbboooobLbooaoan
ggoboboooooooooon

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

00000 Quaterniond 000000000 0OOOO0OOOOOOOOOODOOO
00000000 EnableOrientationControl O OO OOOODODODOOOOOODNO

EnablePositionControl [0 U [0 EnableOrientationControl UL U OO OOONO
oo0ooobooooooobooooooboooooobooooon

// 000000000000 00000000
ikEndEffector->EnablePositionControl (true) ;
ikEndEffector->EnableOrientationControl (false) ;

// 00000000000 0OQd
ikEndEffector->EnablePositionControl (false) ;
ikEndEffector->EnableOrientationControl (true) ;

// 0000000000000
ikEndEffector->EnablePositionControl (true) ;
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ikEndEffector->EnableOrientationControl (true) ;

(7 OO0

T.B.D.

(8 DUooooooooooon

T.B.D.

79 00O

T.B.D.



[J 80

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

71
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GRSdAkIf
GRRenderIfx* CreateRender () Oooooooo
GRDeviceGLIf*  CreateDeviceGL() OpenGLOOOOOOO
GRRenderIf
void SetDevice (GRDeviceIfx*) Oooooooo
GRDeviceIfx* GetDevice() Ooo0Ooooog

ERERE

Graphics 00000000000 DODOO0DOOOOOOOOODODOOODODOOOOOO

GRRenderIf* render = grSdk->CreateRender();

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

render->SetDevice(device);

GRRender U SetDevice U U DU UO0O0O0OO0OOOOOODOOOOOOOOOOOO
gogoguoobobbooooobbobobbodoouobbbooooobbbooooobo
0000000000000 000000000O0Framework 000000 OOOOO
goboboogobobooonobooooooobooboood

8.3 0LOO
oooooo

Graphics 000000000 DOOO0OOODO0OOODOOOOOOODOOODOODOO
U00oooooooboobobobbbibb GRScene U OO OOOOOOOODODODOO
goooog

GRScenelf* grScene = grSdk->CreateScene();

GRScene DD ODUOODODOOODODOOODDOODODODODFig81O00D0O00O0O
GRSk U0 UOUODDOOOOUODbDDbOOOUOUObLbbOOOUOD
goboboooob eGredkddnnoooooonon
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Graphics SDK (GRsdk)
L»o scene O (GRScene)
~— world (GRFrame)
£ l~+o light (GRLight)
5 § mesh (GRMesh)
> e
2 >
< « o frame (GRFrame)
? mesh
mesh
frame
(—wa-Frame (GRFrame)
— camera (GRCamera)
scene 1 (GRScene)
o scene N (GRScene)
Fig.8.1 Graphics data structure
GRSdAkIf
GRScenelf* CreateScene() oooooo
GRScenelf*  GetScene(size_t) oooooao
size_t NScene () ooooo
void MergeScene (GRSceneIf*, GRSceneIfx*) oooooo
gooodd

gogobbuoooobobtooouobbuoooobbboooobbbooobbboooo
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon
0000 FilelOODODDDOODOOODOOOOODODODODODODODODODOODDDDODOOODODDO
U000 GRScene U OO OODOOO
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GRSceneIf

GRFrameIf*  GetWorld() O0oo0oO0ooo0DoDoOoo

GRCameralf* GetCamera() ooo0ooOo

void SetCamera(const GRCameraDesc&) OOoDooon

GRVisualIf* CreateVisual(const goooooodn
GRVisualDesc&, GRFrameIfx)

void Render (GRRenderIfx*) oo

Fig.810000O0ODOO0O1OD00ODOODOOO 1O000O0DbOoO0OOO0obOoOoDOoDOoOO
goboboboboooooubobbddodobbobbuoooobbbidd GetWorld
goooogd

gooobbboooogobboooodoobobbooooobbboooooo
O0O0O0OGRScene 00O OODO (Fig.8.1) 000000 OD SetCamera DI IO OO0
OO00000000 GetCamera U DD O ODOOOODOODOODOODOODOODOO 1000
gogouobobboboooodoobtbodoouoobobbuoooobobboUooo
gobboodooobuoooobbuoooobobboooobbboooobLbboooono
gobobooooooboooobbooogoo

googgd

0000000000000 00000000o0OoOGLUT 000000
glutDisplayFunc OO0 000D DOOOO0OO0O0O0O0O0O0O0O0O0O0O00O Frame-
work 000000 FWwApp OO OOOO Display 00O O0O0O0O0O0O0O0O00000O0O00O
guobdoooogod

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

ClearBuffer 00000000000 Ooo0oOooooooooogoog []/D O
O GRRender O GetClearColor SetClearColor OO OO OO

render->SetClearColor (Vec4f (1.0f, 0.0f, 0.0f, 1.0f));
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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->ClearBuffer(); // clear back buffer in red

BeginScene [J EndScene UU U U DO UOOUOLODODOOOODDOUOSwapBuffers
dooooooooooooooooooboobooobooboooboooooon
aoo

GRScene J Render 0 00 U0 O O (GRCamera) 0 Render 00 0 OO0 D O0OD
(GRFrame) 0 Render 0 0 0000000 UOO0OODUOOOODOODOUOOODODO
doooboooooooooooobooooooooooooooboooooooon
agoo

g4 0O0OOOOO

gogobbobooodobbbuoooobbbOdd GRVisual U U UOGRVisual U0
00000000 Fig.820O00O0O0O0O0ODO0O0O0O0OD0O0ODODOOODOODODOODOO

GRVisualIf

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

bool IsEnabled()

Render U UOOOUOUODOOOUODORendered DD OUOOOOOOOOOOODOONO
gogobobboooobbboooobbboooobbbuooobobobooooono
Enable 00000000000 /0000000000O0ODOOOOOOOOOOOO
O000O0OIsEnabled0 0000 /0000000000

UU0O00bD0OO0O0O0000D GRScene [0 CreateVisvwal O UOOODOODOOOOOO
ggoboboogobooooo
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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

GRFrameIfx* GetParent ()

void SetParent (GRFrameIf*)
int NChildren()

GRVisualIfx*x* GetChildren()

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

good

goobooooobuooooboobuooooooboood
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77

camera frame
y

P4

world frame

(a) Perspective frustum

size.x

/////’

camera frame

Z 4—

size.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 0O0O0O0OO0O0O0O0OOODODOOOOOOOOO
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 size oooogoggg
Vec2f center goooogogogdg
float front oooogogg
float back oooogogg

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
Vecdf ambient agod
Vec4f diffuse oogd
Vec4f specular aono
Vec4f position goood

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

oooo x,y,z) 0000OODOOOCCDOOO

3.8 UUogn

ggobbboooobobobooodobobboooobbbuoogobbOd GRMaterial
goobboooobbtbooobbbdooobobbooooboboooubbboooo
gobobbodoooobbbooodooobbbooooobbbbooobobboboo
dobbbooooobbioouubbbOGRMaterial OO OOOOOOOOOOO

gog
GRMaterialDesc
Vecdf ambient ood
Vec4df diffuse oonQ
Vecdf specular aoo
Vec4df emissive ogood
float power goon
UTString texname goobooooooo

ggoboboooooboooobboooobbboooobbboooobbooaon
ggoboboooobobbooooboobboooobbobooooobooooboobooon
JO00b0D0O0O00D0OD0 GRMateriallfJ Render U UOODODOOOO: DOOODODOO
U000 GRRender OO UOOODOOOOOODOOOOOOO

GRRenderIf
void SetMaterial (const GRMaterialDesc&) OgoUoooooog
void SetMaterial (const GRMaterialIfx) O000Ooooooon

void SetMaterial (int)

gogodooooon
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oooboooboboooboob sguboboobooboboooboobobooo
gooboogod

// 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) ;

gobboodooobuoooobobuoooobobboooobbboooobLbboooono
goobooooboboooodgn

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

O00000000 X1lwebcolorOO0O0O0OO0O0O0DOOOOODO SprGRRender.h 00
oggooodg
GRRenderBaseIf DO 0OOOODO 2400 Tableg. 1000000

39 OOOUond

gobooobooboouobbuooobbuooobbooobbuooooboboon
GRMesh LU UOO0OO0OOOOO0OODOOOO

e 0 UIUOODLDOOUOUODLDLDOOOO
e FilelOODODOODOOUODOOOUDOOODOODODODOODOOO

0000000000000 0000000D00000D0000DO0 Direct3DO XO0O
oooboooboboooboobobooboobobooboboboobYoUobUoboob
gobobobdoooobbbuooooubbibd0duunbibD FWobjectIf: :LoadMesh [
gooooooon

gooboooobbbooobbboooobobboooobbboooobbboooa
goood
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GRMeshDesc
vector<Vec3f> vertices 00
vector<GRMeshFace> faces O
vector<Vec3f> normals 00
vector<GRMeshFace> faceNormals ood
vector<Vec4f> colors O
vector<Vec2f> texCoords oooogogg
vector<int> materiallist oooogoggg

vector C++ U 0000000 0O0O0OOOvertices OO OOOOOOODOOOONO
guobobbbooouobobooooobobooooobobobbbooooobobbn
UOfaces 0O UUOUODDODOUOUOUODODOGRMeshFace U DO OUOUOODOOOOO

GRMeshFace
int nVertices ood
int indices[4] oooogoggg

nVertices 0 10000000000 0O0O0O30 400000004indices OO
nVerticesOOOOOOOOOOOOOO0OOOOOOO

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

000000 0000000000000

GRMeshDesc U O OO OOOMO vertices facesUUOOOUOOOOOOOONONO
OdooodooooooododbUOnomals 000 00OO00OO0OOOOOOOO0O
000 Onormals[i] O vertices[i] 00D OD0D0OO0OOOnormals 00000 OO0ODO
oo oooooouoooooooooooad
ogoooooad

normals 0000 faceNormals U0 OO OOOOOOO0OOOOOOOOOOONO
oogo

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

U.00000700000000b000bO00bOoobon

colors 000000 Ocolors[il] 000000 0OO0DOOOODOO

texCoords 00O O0O0OODOOODO UVOODOODOODODODOODODOODODODOODOO
goobbobodoooobbbodoooobobbboooouoobobbbooooooobon
ugn
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materiallist D0 00000 oooobooobbbooogdd
materiallist[i] 0 0000000000000 0O0ODOOOOOODOOOOOOOO
gobobooobbbuoooobbouooobobboooobo

gobogoboooooboooo

goboboooobbbooobbtbooobbboooobbboooobbobooon
goboboooobobboooobobboooobobbuoooobobooon

Ub0b0b0obdobdb0OodibdAddChildObject U DO D UOODOODOOOO
goo

// 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 ..

GRMaterialIf* matO 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.l1

ooob0ooboboooboobo ooboboobOoobobDooboboboobooo
goobooodobobuoooobobuooooboboooobbbooobboooan

.10 OO0

goboboooobobbooobbooooobobobooooboboooobbooaoad
gobbooooobuoooobobuoooobboooobbboooobbooogoboo
goboboodoobobuoooobbuoooobobbooobbbooobbbooobo
gobboodooobuoooobobuoooobobboooobbboooobLbboooono
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gogoooboood

goon

oboobobobooboobogs3uoubnuooboooon

GRRenderIf

void GetClearColor(Vec4f&) oooooo

void SetClearColor(const Vec4f&) ODoOoooo

void ClearBuffer() ooooooboooo
void BeginScene () ooooo

void EndScene () ooooo

void SwapBuffers() goooooooooo

gobooooobd

goooobobbbbbbob0ooddddGRMesh oo

GRRenderIf

int StartList () dooogoooboooagn
void EndList () gooooooooooog
void DrawList (int) oogoooooooog
void ReleaselList (int) doodoogoooogodg

gobggobuoobuoobuooonooond

goooobbbbbbboobooooo

GRRenderIf
void SetDepthWrite (bool) ggogbooooobboodgd
On/Off

void SetDepthTest (bool) 0000000 On/Off

void SetDepthFunc (TDepthFunc) OoO00oooOoooooo

void SetAlphaTest (bool) 000000000000 On/Off

void SetAlphaMode (TBlendFunc, goboboooooobooooon
TBlendFunc)

void SetLighting(bool) 0000000 On/Off
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gobgd
GRRenderIf
int LoadTexture (UTString) Oo0oooogooo
void SetTextureImage (UTString, int, gobobooodon
int, int, int, charx)
good
GRRenderIf
void InitShader () OO0oOoDooon
void SetShaderFormat (ShaderType) O000ooooooogooo
bool CreateShader (UTString, goooooogogogoggdg
UTString, GRHandler&)
GRHandler CreateShader () O000oooooogooon
bool ReadShaderSource (GRHandler, gooooooogogggdg
UTString)
void GetShaderLocation(GRHandler, O0OO0OOO0OOOOOO
voidx*)
good
GRRenderIf
void SetVertexFormat (const goboboooogooo
GRVertexElement*)
void SetVertexShader (voidx) O00o0ooooooo
void DrawDirect (TPrimitiveType, goboboooobbooaon
void*, size_t, size_t) 00
void DrawIndexed (TPrimitiveType, uooboooobobooan
size_t*, voidx, size_t, size_t) ooooooooo
void DrawArrays (TPrimitiveType, gpoboboooobbooan
GRVertexArray*, size_t) O0O00ooooooo
void DrawArrays (TPrimitiveType, gooboooobobooan

size_t*, GRVertexArray*, size_t)

gogoooooooobobobon
goono
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ggoodg
GRRenderIf
void DrawLine(Vec3f, Vec3f) ooooag
void DrawArrow(Vec3f, Vec3f, float, ooooo
float, float, int, bool)
void DrawBox(float, float, float, bool) ooOoooo
void DrawSphere(float, int, int, bool) ooooag
void DrawCone(float, float, int, bool) goood
void DrawCylinder(float, float, int, ooooad
bool)
void DrawCapsule(float, float, int, goooogd
bool)
void DrawRoundCone(float, float, float, oooooo
int, bool)
void DrawGrid(float, int, float) goooodgd
void SetFont (const GRFont&) ooooooog
void DrawFont (Vec2f, UTString) 2000000000
void DrawFont (Vec3f, UTString) 3000000000
void SetLineWidth(float) gooooooo
Ood
GRRenderIf
void SetCamera(const GRCameraDesc&) oooooo
const GRCameraDesc& GetCamera() oooooo

HRERN
GRRenderIf
void PushLight (const GRLightDesc&) oboobodod
void PushLight (const GRLightIfx*) oooooooo
void PopLight () O000ooo
int NLights () 00000
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good
GRRenderIf
void Reshape (Vec2f, Vec2f) O0O00ooooooo
void SetViewport (Vec2f, Vec2f) OoOooooooo
Vec2f GetViewportPos () Oo00o0O0o0oooo
Vec2f GetViewportSize() OoOoooOooobooo
Vec2f GetPixelSize() l0oooooooooooon
Vec3f ScreenToCamera(int, int, float, goooooodooodgod

bool) oooo

void EnterScreenCoordinate () OOooo0ooooooooog
void LeaveScreenCoordinate () OO00D00OO0O0Dooogoon
GRRenderIf
void SetViewMatrix(const Affinef&) ooooogo
void GetViewMatrix (Affinef&) Ooooooo
void SetProjectionMatrix(const Affinef&) OOOOOOO
void GetProjectionMatrix(Affinef&) oooooood
void SetModelMatrix(const Affinef&) Oo0oDooooon
void GetModelMatrix (Affinef&) oooooooad
void MultModelMatrix(const Affinef&) O0O0DoOooOoOoDon
void PushModelMatrix () Oo0oooooogon
void PopModelMatrix () gooooooon
void ClearBlendMatrix () O0O0DoOoooooDaon
bool SetBlendMatrix(const Affinef&, int) O000000OO0OOOO
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Table 8.1 Reserved colors
INDIANRED | (205 92 92) AQUA (0 255 255)
LIGHTCORAL | (240 128 128) CYAN (0 255 255)
SALMON u (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 n (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 u (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 u (255 127 80) CORNFLOWERBLUE u (65 105 225)
TOMATO H (255 99 71) ROYALBLUE H (65 105 225)
ORANGERED ] (255 69 0) BLUE u (0 0 255)
DARKORANGE ] (255 140 0) MEDIUMBLUE ] (0 0 205)
ORANGE (255 165 0) DARKBLUE ] (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 u (188 143 143)
DARKKHAKI (189 183 107) SANDYBROWN (244 164 96)
GOLDENROD u (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 u (139 69 19)
ORCHILD u (218 112 214) SIENNA u (160 82 45)
FUCHSIA u (255 0 255) BROWN u (154 42 42)
MAGENTA u (255 0 255) MAROON | (128 0 0)
MEDIUMORCHILD u (186 85 211)
MEDIUMPURPLE u (147 112 219) WHITE (255 255 255)
BLUEVIOLET n (138 43 226) SNOW (255 250 250)
DARKVIOLET | (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 ] (75 0 130) GHOSTWHITE (248 248 255)
DARKSLATEBLUE n (72 61 139) WHITESMOKE (245 245 245)
SLATEBLUE n (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 u (0 250 154) GAINSBORO (220 220 220)
SPRINGGREEN n (0 255 127) LIGHTGRAY (211 211 211)
MEDIUMSEAGREEN | (60 179 113) SILVER (192 192 192)
SEAGREEN | (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 ] (128 128 0) BLACK | (0 00)
DARKOLIVEGREEN u (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 OO

FilelOOODOOOOODODOOOOOOODODOOOOOFramework OO OO OO0
ggoboboooobbooouobbboooooboooon

9.2 FilelO SDK

FilelOOOODOOOOOOODOOOOODO SDKOODO FIsdkOOOOOODOOO
JOFIsdk D000 ooooooooobooooboooooboooobobooon
gdobboogbobrisdkddbbooooboboooobboooooon

FISdkIf* fiSdk = FISdkIf::CreateSdk();

O000D0ODODO0O00000000b00OD0ODODODbOO000000OdFramework O
goobboooobbuooooobo FIsdkbnooogoonooooonoo
FIsdk OO OODO 20000000000

e O UIUOODLDDDOUOODO
e OO OOODDOOODODOD

00000000000000000000000000000000000000
00000000000 FIFile00O0O0O00O0O0O0O0OO000000000000000
000000000 (Fig??)o

0000000000 FISdkOOOOOOOOOOOO

89
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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()

FIFileBinaryIfx CreateFileBinary ()

FIFileXIfx* CreateFileX()

FIFileVRMLIf* CreateFileVRML ()

FIFileCOLLADATf* CreateFileCOLLADA()

FIFileIfx* CreateFileFromExt (UTString filename)

CreateFileFromExt [0 filename I U U U UOU00O0O0O0O0OOOOOOOOOODOOO
dobobooobbbooobbooon

03 O0OOooooon

00000 Springheaed 0000000000000 DOOOOO0ODODOOOOOODO
goood

931 spr0Ogd

000 spr 0000000Springhead 0000000000000 O00ODOODODOO
O000Springhead 00 000000000000 0OO0OODOOOODODOODODODO
goboboooobobboooobobbooooboboooaad

sprUddooooooobobooogubbsprdgbbboogoooogd

PHSdk{ #PHSdk O O O
CDSphere sphere{ #1 000000 CDSphere DO O OO O
material = { # CDSphere [0 material(PHMaterial 0) O
mu = 0.2 #0000 ma O 0.2000



93 0000000000

radius = 0.5 # radius 0 0.5000
}
CDBox bigBox{

boxsize = 2.0 1.1 0.9
}

Spr00000000000000O0O0O0U??0)0000000000O0OODOOO
goooboboooouoobobooooobbooooooobobbooooooooooo
gbgobooboobboobbobuobuooboooboobpepEsdrk b0 ggn
sphere(CDSphere J ) 0 O

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

Udobb0oOodnbob descUbbOOO0oooobboooonO
Spr0 0000000 BNFOODOOOOOO

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

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

value = bool | int | real | str | right

Ud0b0D00right 00000 fieldODOOOODODOO

932 XOOOO

O XOODODO OOODirect3aDO0OOO0ODOOOOODOOOODD xOOOODDOO
0000 XSIOOoOooooooooooooooooooooooooo3booooo
0000000000000 0000DO0000000DO00D0O0O0Springhead2 000
0000 XO0OO0OOO0OOoOOoOOSpringhead200000000000000O000O0O
0000000000000 0D00000 SprO000D00D0O0D0O0ODOODOODOOD
gogobobooooobooooon
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XO0Oooooooooooo

xof 0302txt 0064 #0 O O0OOOOooooDbo

# oooond

# 00o0oooo { 0boooooooa oooo 3
# ogooon

PHScene scenelq

0.01;0;; #0OOooOO O O, oOO0O0DOOd
1;0;-9.8;0;; #00O O0O0ODOOO0OO0OODOOOOOOn
PHSolid soFloor{ #000000000000

(oo
}

}
# 00000 #0000 // 0ODOO

Oooooooo
Springhead2 000000000000 ODODODOOOOOCCOCOOO??000C00000
bobooobooboboooobobooobooboboooboobobooooboboo
oobooboobooboooobooobooooobobooooboboooobobooo
Oob0oooooobooooogn
Ooooooobobobobobooboobooobooboboboboobooo
SprPHScene.h U U [

struct PHSceneState{
double timeStep; ///< 000000
unsigned count; ///< 000000
Irg
struct PHSceneDesc:PHSceneState{
/// 000000000000 O0
enum ContactMode{ MODE_NONE, MODE_PENALTY, MODE_LCP};
Vec3f gravity; ///< 0000000000000 00DO0O0
(0.0f, -9.8f,0.0f)0
I8

doboboboooobobbioouobbbdooubbbU0U0Uy PHSceneDesc U U0
OO0 XOOOoOoooooo
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PHScene sceneilq

OFE #PHSceneState: : count 000 ; 0O PHSceneState O 0 0 OO
oo

1; #PHSceneDesc: :ContactMode

0;-9.8;0; ; #PHSceneDesc: :gravity OO0 ; O PHSceneDesc OO OOOO
oo
}

ggoboboooooboooobbooooboboooobbboooobbooon
gooboobooooboboooubboooobooooo
gooboboodoo TBU:dgdobbouoooobb oooboobodg

XOoOoooooo
Springhead2 00000000000 000OD XOOODDOOODDODOODODODOOOOOO
XO0Ooooooo

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

0000000000000 000000OSprinhead2 0000000000000
Uobodoboobbd0dbobd0odb0obUOdDGRFrame U PHFrame DO OO OO
O000000O0OTBWOOOOO0OO0OO0O0O (pageNodeDefList) DO OOOO0O

94 DODOOOOOOOOOO

Fig920 000000000000 0O0O0ODOODOODO0OODOODOODODOOD
goobboooobbtboooobobbdooobobbuooobobboooubLbbooon
ggoboboooobobboooobobboooobobobooooooboooobobooon
gogobboooobbboooobbbooobobbooobooboooobbooon
godobobooooboboooobbboooooboo

ggoboboooooboooobboooobbboooobbboooobbooaon
gogoboboogobooboooooon

0.01


TBU: �f�X�N���v�^�ꗗ�̃y�[�W
TBW �m�[�h�ꗗ�̃y�[�W(pageNodeDefList)
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0O 90 FilelO

PHSdk sdk{

sdk sdk

PHScene phScene{
: :PHSdkD
PHSdk esc PHSolid solid{

T
phScene pose=1000 -0.5100
inertia=1000 010 0010
:PHSceneDesc ;
T dynamical = true

solid CDBox box{
- PHSceneDesc }box5|ze =2.01.109
T
}
}

phScene
:PHScene

1

solid
: PHSceneDesc

box

box :CDBoxDesc }
CDBox Descriptor tree _

Scene Graph File

(Object tree)

Fig.9.2 Overview of file operation

941 ODOOODLOODODODO

gooooboood

00000000 U0OFIFileSpr U FIFileX DO OO FIFile OO ODODODOO
LoadImp() OO O0OOOCOCDODOODOOOOOOCODDOOOODboost:spirit 00000
00000000 mit()O0OO0O0DOOO0DOO0OODOOODOOO

ggobooboooon

0000 FIloadContext 0 0 0D UUOU0ODNDDODODOOOODDODDODOOOODDOOOO
fieldIts U0 O OUOOOO0OOOOOOO0O0bOobOooDoobLDoobobobDg
000000000000 00000000D0DoOo000oDoOoo0oo0n0 SWIGODODOO
OO000000000DODO0OD0O®??Sdk: :Registersdk() OO0 ODOOOOODOOODOO
Uob0000b0b00000D0 FILoadContext::datas U DO OUOUOUOOOOOOOO
ggobobooooboboooooboboooooboboboooobbboooobbooog
gogobbboogoboobuoooobobod

gooood

O000000000000000 MoadImp() O0OO0OOCFIFile: :Load(FILoadContext*)

0000000000000 (boooo0oUO0o0)0D00D0OO0O0DDoOOoDoOOo0OoOO0
oboooboobooooooboon
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ooooboooo

000000000 OFILoadContext: ::CreateScene() 0D DD ODODOOOODO
oboooooobooboboooboobooobooboboooboooboooboooDn
gbooobogooboobooooboobooobooboobobooboobboOoobDbo
OSbhKOODOO0OOOoODOooSbKOOOODODoODOooooooooooooooooo
OO00000O0O00DO0O000DO0O00DbOO0000O0O00OFIFile: :Load(ObjectIfs&
objs, const charx fn) 0 objs 00000 O00ODOOODO

O00OD0O0OO000000000D AddChildObject() DO OOOOOODOOODOODOO

gooood
ggobobooooobooooboboooobboooobbboooobbooon
goobboooobbtboooobbbooobobbooooboboooubbboooo
00000000000 00AddChildObject() OO0 OOOOOOODOOO0O0O0OOO
ggobobooooboboooobobbooooboboboooooboooobobooon
goooboooobobobooooobbooooboboooooobo

942 0O0ODOOODOOOO

Framework OO0 OO0 OO00OO0O0OO

virtual void FWMyApp::Init(int argc, char* argv[]){
UTRef<ImportIf> import = GetSdk()->GetFISdk()->CreateImport();
GetSdk()->LoadScene(fileName, import); // 00000 0OO0O
GetSdk () ->SaveScene("save.spr", import);// D0 ODODOOOOOODO

FISdkODOOOOOOOOooooooooo

int main(){
// 000000000000000000 sokO0000000d
PHSAkIf: :RegisterSdk();
GRSAKIf: :RegisterSdk();
FWSAkIf: :RegisterSdk();
// 00000000
UTRef<FISdkIf> fiSdk = FISdKIf::CreateSdk();
FIFileIf* file = fiSdk->CreateFileFromExt(".spr");
ObjectIfs objs; // O0O0O0O000OOOOOOOOO
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fwSdk = FWSdkIf::CreateSdk(); // FWSDK OO0

// 00000000000 fwsdk OO O OOOODO

objs.push_back(fwSdk) ;

// FWSDKOOODODOOODOOOOOOOO

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

}

// O00000000000000000000000 objsOOODOODO

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

9043 0O0O0OODDOOODOO

O00000000FIFiled 000000 ooooooooooooooooonoon
0000000000000 GetDescAddress() D0 0000000 OOMO GetDesc()
oo ooooooooooooan
0000000000000 0000o0oO0o0o0b0200000000000 200000
OooooooooOoon

ddddooododooodooooooooooooooooooooooon
ddoodoodoodoodoododuoouoooooooooououooooon
FiFileSpr U0 FiFileUUUOOOOOOOOOO

944 0O0DODO0ODOODOO

Framework OO O0O0OOO00O0O0O
virtual void FWMyApp::Save(const char* filename){
UTRef<ImportIf> import = GetSdk()->GetFISdk()->CreateImport();

GetSdk () ->SaveScene (filename, import); // filename 00 00O
ooo

FISdkOOOOOOOoOoooooooooo
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void save(const char* filename, ImportIf* ex, ObjectIf* rootNode){
// 00000000
UTRef<FISdkIf> fiSdk = FISdkIf::CreateSdk();
FIFileIf* file = fiSdk->CreateFileFromExt(".spr");
ObjectIfs objs; // 000000 DOOOOODOOO
objs.push_back(rootNode) ;
file->SetImport (ex);
file->Save(*objs, filename) ;

05 0O0O0O0O0O0OOOOO

TBW. Olmport 0000000000000 0OODDODODOOOOOOODODODO
Import 0000000000 DOODODOODOODOODOODOOODOODODODOODOOO
O00000000000000000000000 Import 0000000 O0by 00O0O)
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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() ;

O000D0ODODO0O00000000D00OD0ODDODDODO0O0000000dFramework O
gogobbooobobboooobboHIsdk O Ooooobooooonoo

103 OOOooooooood

HumanlInterface 000000000000 Fig.10.1 000000
g000OOo0o0oOooO00oooO0U0bDOoO00OoOooU0OooOoOOUoDboUOUbDooooo
00000000 Win320000OD0O0O0OO0O0O0 A/DO0DOOO0OOOODOODOOO

99



100

HumanInterface

O 100
Sdk
|— HISdk Humanlnterface SDK
NamedObject
— HIBase Ea—< A3 T7—X
I— HIPose CEMEREZTI—X
|— HIHaptic HERRAVZTI—Z
'— HIDevice TINAR
|: HIRealDevice EFNAR
HIVirtualDevice #&RET/NAX

Fig.10.1 HumanlInterface class hierarchy

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

gobboodooobuoooobobuoooobobboooobbboooobLbboooono
0000000100 A/DUODODDDOODOOODOOOOODOOOOOODOODOOO
gobobdooobobuoooobbuoooobobboooobobbooobbboooooboo

gobboodobobboooobboooobbboooon

gooboooobbboooobbboooobobobooooboboooobobooon

goboobog

00 HumanlInterface 000000000000 Fig.10.200000 OHISdk 00O



10,3 00000000000 101

gogoboboooobobbooobobbooobobobooooboboooobbooon
ggoboboooobobboooobobboooobboboooooboooobobooog
gooboboooboboboooon

gogobobooooooboooada

1. 00o00booobgn
2.00000000DbO0ODODbO0ObDOoOobOoboboOoog

000 20000000000000000O00D00O0 HISkDOODOOOOODOO

HISAkIf

HIRealDeviceIfx* AddRealDevice(const IfInfo* ii, const voidx*
desc = NULL)

HIRealDeviceIfx* FindRealDevice(const char* name)

HIRealDeviceIfx* FindRealDevice(const IfInfo*x ii)

AddRealDevice U 0D ii 00000000 descOUOUOUOUOODOOOOOOOO
U0OFindRealDevice U O UUOODODODOOOODOOODDOOO0ODODODOOOODOOOOO
000000 GLUTODODOODOO0OOOO0O0DOOO0O0O0oDDooOooDooo

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

goooo
odoobobbobbibdoouooduonbbb HISdkOD OO OO OO HIRealDevice O
ooooooboOobO 200000000

HISdkIf

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

bool ReturnVirtualDevice (HIVirtualDeviceIf* dev)

RentVirtualDevice UU OO UOOODOOOOOOOODODOOOOOOOOOOOOO
gooouoooooooooooobbibbibibbOname D0 000O0O0O0O0O0O0O0OOO
gboooodobobobobobooooobobobUobobobobobUooo
portNoUUUOOOOODOOODOOOOOOUOOUOOLUDOOOOOOOUOUOUUUOOO
gooboboboooouoobbobooooobbooooooouobobobooooooboobooboo
UO0oobooooo0bobodobiodild ReturnVirtualDevice U OO DOOONO
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gobobooooboboooaon

HIRealDeviceIf

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

goboboodbobbuoooobbuoooobboooobbboooobboo

104 OOODOO

Springhead 00000000000 0DO0O0O0OOODOOOOODOOOOODODOODOO
goboboodooobuoooobobuoooooboboooobbboooobbboooono
gobboooooboooobbooon

105 OOOODOOOOO

OO00000ob0oo0oobo0obooboDo0 10o0oboboob0Oo0obobDooDbOon
0000000000000 00 DVKeyMouse JOOOOOOOOOOO Win32 APIO
000 DRKeyMouseWin32 [0 GLUT OO OO DRKeyMouseGLUT OO OO OOODOOO
oooO0O0O0O0O0O0000ooooooooooo

gooogogoo

Ascii0 00000000000 0DO00D00DO000O000O000O0O0O0O0O0O0OO
00000000 DO0000 DvKeyCode DD OUOUOODODOOOOO



105 000000000

103

DVKeyCode

ESC ooogo
F1-F12 goooooooo
LEFT -

UP 1

RIGHT -

DOWN !

PAGE_UP Page Up
PAGE_DOWN Page Down
HOME Home

END End
INSERT Insert

ggoboboooobobooooboboooobboooobbboooobbooon
gooboboooooogd

gooogd

DVKeyMouse U U OO0 OOOO0OOOOOO DVKeyMouseCallback U0 U OO0 OO
OO000000o00b00000b0000ODVKeyMouseCallback HOOOOOOOMOO
cobooboooooooooooooooooboobooboobooboobOoodn FWwApp
oooboooooo

DVKeyMouseCallback

virtual bool OnMouse(int button, int state, int x, int y)
ooooogogogg []/D gogd

virtual bool OnDoubleClick(int button, int x, int y)
oo0Oooooo
virtual bool OnMouseMove (int button, int x, int y, int zdelta)

000000000 /Oo0ooooooo

virtual bool OnKey(int state, int key, int x, int y)
000000 /0o000



104 0O 100 HumanlInterface

OnMouse DO O OUOUOOOOODOODODOOOO0OOOOOODOOOOOOUOOLOLDOOD
button U0 UOOO0O0O0O0OO0O0OOODOODOOOO0O0OOOO0O0OOOO0OOOOOOn
000000 DVButtonMask 000D OO0 ORODDOOODOODOOOstate0 0000
dddoooooobvButtonSt U OO OODOOOODODOOOUOOxUyOOODOO
gobobooooobuoooobobuoooobobooouobobboooobboooooboo
gooooooooo

// 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 DO OO OOO00O0O0OOOOOOOODOODODODODODDODOOOOO
000 OnMouse OO OO

OnMouseMove U0 OO OOOODODOOOOOOOODOOOOOOOOODOOOONO
O00Obutton 00D 0O0OOOOO0OOODODOODODOOO OnMouse DO O OO OOOO
DO000000x,yOObOODOOODOOODOOzdeltaODOODOOOOOODOOODOODO

OnKey UUOOODOOOOOOODOOOODODOOOOODDODOOOODDOOOstate
O DVKeySt U DUOOODOOOOkeyODODOUOOOOooOoOoOoooobooobDOO
Oo0oooooooooaa

000o0o0ooooooooooooon

DVButtonMask

LBUTTON gogd

RBUTTON gogod

MBUTTON googd

SHIFT ShittOoogooQ
CONTROL CtrlOOO0OO0OOO
ALT AtOoQOQOQooog
DVButtonSt

DOWN gogogogogg

UP ggooobod
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105 000000000
DVKeySt
PRESSED gbogdaod
TOGGLE_ON ggooooon

APIDODODOODOODOO

OO0 DVKeyMouse U OO DO OODOO

DVKeyMouseIf

void AddCallback (DVKeyMouseCallbackx)

void RemoveCallback (DVKeyMouseCallbackx*)

int GetKeyState(int key)

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

AddCallback DD OO OOOOOOOODODODODDOOOOOOOOOOOOOOOO
0000000000000 0ORemoveCallback DO O ODODODODOOOOODODODOO
goooo
GetKeyState U DVKeyCode U U U O DD OOONODNO DVKeySt O U OO DOOO
GetMousePosition Ul count JU U0 OO OO0OOOOUOOOOOOODOOOODOOO
O0000D count 0 OO0 6300000000000 0O0x,yOOOOODOOO
time 1000000000 ODOOOOO

gobggoouoood

gboooobooboooooboboooobobooooooobooooobooo

OnMouseMove U O ODODOOOOOOOOOOOODODOOOODODOOOOOO
DRKeyMouseWin32 0 0 00 D00 Ofreeglut 0O 0000 O0O0OODO Springhead OO
DRKeyMouseGLUT UL O UODOOOOOOOOO

OnKey DU DOOOO0OO0OO0O0OO0OO0OO0O0O0O0DOO0OO0O0OOOOODOOD DRKeyMouseWin32
oooooooooboonog

GetKeyState [l DRKeyMouseWin32 DU OO OOOOOOONO

GetMousePosition U0 O UOUOOOUOOODODODOOOOOODLD DRKeyMouseWin32 [J
gobooooboooo
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Fig. 10.3 Trackball

106 OOOOODOOO

O000000000000000 DVJoyStickODOODOOOOOOODODO GLUTO
U000 DRJoyStickGLUT OO OOD OO
T.B.D.

107y OOOOODOO

oOoboooboboboobobooobobooobobobobebbobOobobUobDboOon
gobobooooobuoooobobuooooboboooobbboooobbbooogooboo
doboobooooboboooobooboo

0000000000000 0000APIDDDODOOOOOOOOOOOOOODODOO
gobobooooobuoooobobuooooboboooobbboooobboooooboo
O0 APIO00O0ODOO00OODOOO00ODOOO0O0ODOOOO00OOODO0OODODOOOO
OO0D0000000DO000000 Fig.10.3000000
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gobogooobd

goobboooobobuoooobboooobbboooobbbooobbboooo

gogdg
HITrackballDesc
Vec3f target goon
float longitude 00 [rad]
float latitude 00 [rad]
float distance oo
HITrackballIf
Vec3f GetTarget ()
void SetTarget (Vec3f)
void GetAngle(float& lon, float& lat)
void SetAngle(float lon, float lat)
float GetDistance()
void SetDistance(float dist)
gogo

ggoboboooobobuoooooboooboobooood

HITrackballDesc

Vec2f lonRange goon

Vec2f latRange gogoo

Vec2f distRange goao
HITrackballIf
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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goboooood

HITrackballIf

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

OO0D0O0O0000000O000000 DVKeyMouse OO OOODOOOOOO0ODODODO
U0dddddbooboobobOboOb0Ob0ODbOO SetkeyMousel OO ODOOOODODODODODO
OO0 GetKeyMouse U U DO O OO

000000000 DOoO000oo0bOo0o0oooooOooooooOo0oooooooon
000000000HITrackballCallback DO OO OOO O SetCallback OO OO0
00 0OHITrackballCallback OO0 OO OOOOOOOOOOOONO

HITrackballCallback

virtual void OnUpdatePose (HITrackballIf* tb)

OnUpdatePose U U U UOOOO0OOUOOOOOOODOOOOOOOOOOOOOOOO
tb 00000000000 oooouoooo

goooooobd

HITrackball U 0O U O DVKeyMouseCallback [ U 0O 0O O 0 [ SetKeyMouse U U [
DVKeyMouse OO0 0000000000 OOO00O0O0O0O00O0O00O0O OnMouseMove
Oooooboooooooooooooboooooooooooooooooboooooan
Oooooodoooooooooooooooooooooooooooooooon
Ooooobooobooobooooooobooboon

HITrackballDesc
int rotMask Ooooooogoggg
int zoomMask Oo0ooooogogggdg

int trnMask goboboooopoobood
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HITrackballIf

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

rotMask, zoomMask, trnMask 1 0 000000000 OOOOOOOOOOOOOO
J0000ooOoo0oD0DO00000 OnMouseMove I button DD OO OOOOOOOOMN
ooooooooooo

goobogd button [ gono

HEN rotMask HEN

HEN rotMask HEN

ud zoomMask ud

HEN trnMask uobx0O0O
gd trnMask god yono

gogobbooooboboooobbbooon

rotMask LBUTTON
zoomMask RBUTTON
trnMask LBUTTON + ALT

000000000000 000000000O000U00U00D00D0O0D0OOOALTIOD +

ggoboboooooooooon
goooobooooooobooogobboooooobbooooooboboooon

ggobobooobobobuoooobbuooobobbooobobbboooobo

gobobbooooobobd

ggoboboooobbbooobobbooobobbuoooobboooobboo

HITrackballDesc
float rotGain 00000 [rad/pixel
float zoomGain 000000 [rad/pixel]

float trnGain goooogd
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HITrackballIf

float GetRotGain()

void SetRotGain(float g)

float GetZoomGain ()

void SetZoomGain(float g)
float GetTrnGain()

void SetTrnGain(float g)

gobbouooooboobod

gooboooobbbooobbboooobobboooobbboooobbboooa
gooo

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

10.8 Spidar

Spidar 00000000 3006000000000000000DO0O0O0ODO
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 U0 0OODUO0ODOODOO 100000DO0ODODOODOO0ODODOODOO
ggoboboooooooooon
CRBody D DO UOUOOOOOOODODODODDODOOOOOOOODDODODDDOOY
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OO0000000OCRBedyPart DU DO ODOOOOOOODOOOOODOODOOOOOOO
ODoO00o0O0o0ooo0o0ob 2000000000 IKODODOOOOOOOOODOOOOD
0040000000000

CREngine U0 UO0OD0O0O0OO0OO0OOO0DOOO0OO0OOODOOO0OOO0LODODUOCRCreature U
StepU 00 100000000O0OCRCreature 100 UOOOMOMO CREngine [0 Step U
ODO0000000D0O00OCRController [ CREngine U UIDOODOODOOODOOONO
Ob0bO0000obOb000b0b00000 CRControllerdddnnouooonononOng
OoboooobOoobooooboobooobooon
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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
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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 ook N :
GRRender zgg:u%éﬁw%ht 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 = FWSdkIf::CreateSdk();

dobbooobbbdooobbbooobbbooubbborwsdk oo
00O PHSdk[ GRSAkU FISdkU HISdk U U O OO ODDOOOOUOUOOODOOOOOOoooO
gobobooooobuoooobobooooboboooobbboooobbooooobo
SbKOOOoooo
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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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O000000D0000000 GraphiecsOOODOOOOOOODOOOOOODOOODO
goobooooooo
dobobo00o0o0ob FwsdkOOOoooooooooo

HITrackballIf

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

gogobooboooad

int NScene()
gooogoooogno

FWSceneIf* GetScene(int i)
id00o0gooooogoogo

void MergeScene(FWScenelf* sceneO, FWScenelf* scenel)
scenel O OOOO0OOO0O sceneO 0O OO

gobboooooboboooobobooon

FWSceneIf* fwScene = fwSdk->CreateScene();

FWScene 0 0 OO DOOOON PHScene U GRScene J 10 00 FWScene 1 0000
OO00O0O0OCreateScene 0D UIOOOOOOOOOOOODOOODOONScene OO
0oo0oooooobooo

J000000D000 GetSceneU O DODOOGetScene D OOOOOODOOOOO
000o0o0oooooooooooogn

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

FWScenelf *fwSceneO, *fwScenel;

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

fwScenel

MergeScene U U0 20000000000 100000O000O0ODOO
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fwSdk->MergeScene (fwSceneO, fwScenel);

000000 scenel 000 FWObject O sceneO DU UOODOOODOOOOOOO
U0 PHScene 1 GRScene U0 0O DOD0OOUOOON MergeScene UL U UOUOUOOOODO
oon

UOO0OFwWScene OO OODOOOOOOODOO

FWSceneIf

void SetPHScene (PHSceneIf*) PhysicsD OO OO0
PHSceneIf* GetPHScene () PhysicsOD OO OO0
void SetGRScene (GRScenelIf*) Graphics OO OO OO
GRSceneIf* GetGRScene() Graphics 00O 0 OO
FWObjectIf* CreateFWObject() ODoOooooooo
int NObject()const OoOoooogo
FWObjectIf** GetObjects() goooooooooo
void Sync(bool) 00

[Set|Get] [PHIGR]Scene 100D OODODOOOODODONO PHScene O GRScene [0 [
gododoooooooooooouooooooooooo

CreateFWObject UU 0 FWObject UL DO OOOOOUODODODDODDOOOOOOOU
U000 FWObject U U PHSolid U U U GRFrame U DO OOOOOOOOODOOOOO
dooooobobobooooodoooooooobobobooooooooboo 1ooooo
agooon

FWObjectIf* fwObj = fwScene->CreateFWObject();
fwObj->SetPHSo0lid (fwScene->GetPHScene () ->CreateSolid());
fwObj->SetGRFrame (

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

Sync U U0 PHScene [l GRScene U U IO DDOONI

fwScene->Sync (true);
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U0ddobobobbobobbbbODb PHSceneUUUUOUOUOUOUOUOUOOOooooooOoO
0000l GRScene U U UOUOUOUOUOOOOOOODODOOOOOOOODOOOOOO
gbboboooobobbooofobi Fwobject OO UOOUOOOOO

g

fwScene->Sync(false) ;

goboboooobbbooobobbooooobobooooboboooobboood
gooo

124 0O0O0O0OO0ODOOOOOO

FilelOOOOODDODOOODODOOODDODOOODODOOODODOODODDODDOOODODDOOODOO
goboboooobobboooobbboooooboo

FwSdkIf

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

path 00O OOODODODOOOOOOO0O00000000OOimp OO DOODDODOO
Uoboboodd Import DO UOOUOOODOOOOOODODOOOOODLDODOOOOODODO
gddod N NLLgoooobbiigooouoooboobooooooooooooo
ODOONLLOODOODOO0bO0DO00b00b0b000bOoebjsOOboonboon
gobobooodobobboooobobboooobobbooooboobooboa

0oobooooD truel 00000 falseUUOODODODOOooooooooon
Fwsdk 00000 Ooooooobooooan

gobbooobobbuoooobbuooobobbood

FWSdkIf

bool SaveScene(UTString path, ImportIf* imp, const IfInfox ii,
ObjectIfs* objs)
gboobogoboon
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UU00000 LoadScene 1 DO OO Oimp U OODODOOO0O0OO0O0O0OOOOOOO
ggoboboooobbboooobbboooobbbouooobooboooo
gooooobibD true 00000 falseOOODOOOO

125 Framework OO O 00O O

FWObject U PHSolid 00 GRFrame U U DU ODOOOOOOOOOOOODOOOOO
ggoboboooobooooo

126 00000 DODODOOOO

Springhead 00000000000 0DOO0O0OOOOOOOODOOODOOOOOOO
U000 FWAppU D OOOODODOO260 FWwApp OO OO ODOOOOODODOOODO
goobboooobbtboooobbtbooobbbuoobobboooobo

O0000000D0OSpringhead 00000000 DO0OOOODOOOCODOOODO
Create 00000000000 D0OO0FWApp ODODOODOC++000D0000O00ODOO
gooboboooobbtbooobobboooobbboooobboooubbbooon
ggobobooooboboooobbbooooboobooga

ool FwAappUUooooogoooboooobbboooobbooooooo

gon

FwApp OO O OUODOD0DOOO0O0O Imitdgononono

FWApp

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

U0 Inmitddooooooooooooooo

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 () ;
}
ooono
CreateSdk() ;

OSbKOODOOOoOooooo

GRInit(argc, argv);

00000000000 0D000DO000ooOoooon GLUTODOoOooOOoOoooon
gooboooooooboooon

GetSdk()->CreateScene();

O FWScene [ 10 0000O0O0ODOODO

CreateWin() ;

gobbooobbbooobbooaon

CreateTimer () ;

goobooooooo
goboboooobobboooobbooooooog

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

// do extra initialization here

U0bOO0OFwApp:Init U0 DO O0OOOO0ODOOO0OODODOOOOODLOOOOO
ggoobbobtooooobobbbdooun Init0000oooooobobooooon
gooboobooooono

e O UOUOODODLDDOUOODODOD
e OO UOOODLDOOOODLDOOOODLDOO
e OO UOODDOUOODDOD

ggoobbobtoddd mmit000oooooooboooooooobobooooon
ggooobod
ggoboboooobbbooouobbbooobobog

MyApp app;

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

U000 MyApp U0 O0O0OO0O00O00 FWwAppUOOOOOOOODOODODODODODOO
Ub00MMyAppUOOO0OOO0DOOO0DOOO0DOOO0DOO0O0O000Omain 000 InitQd
StartMainLoop UU O UOOODODODOStartMainLoop U OO DOOOOOOOOOOOO
oooobooooon

gon

OJO0000000 CreateTimer 0O 0OO0OO0O0O0O0OOCreateTimer O Init 0O OO
ooo0o0ono
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FWApp

UTTimerIf* CreateTimer (UTTimerIf: :Mode mode)

OO0 mode 000 0OODOODO UTTimer O SetMode DO OO0 O0S400000000
oobobobobobobo uTTimer U000 ooooooooboboboobobobobobbn
gobboooobobbooodan

OO0Oo00o0obo0ob0obbo0 20000b000b0OO0bO0ODOoObDOODbO

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

0000000000000000000 10ms)] 00000000000 DOOOOO
000000 K0ms]0000000000O00GLUTOO0OO0OOO0OOOOO
gobboooobbboooobboooobbboooooo

FWApp

virtual void TimerFunc(int id)

O0000000+«W@0O000on

TimerFunc U0 0000000000000 0O0O0O00OODODOO0O0O0O00 Step O
00000 PostRedisplay U DO UOOUOO0OOOOO0O0OO0DOOOODOO Display O
dogoooobbmooobbbboooouoobbibblbUd TimerFunc OO oo O
gooboood

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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ooooboboooboobobooob0ob0 20b00booDoOobDOoobOo

0o

ggobobooooboboooooboo

FWApp

virtual void Display()

DisplayUU DO D0OOUOOOOOODOUOOOUODDODUOOOODODOD PostRedisplay
oooooood

FWApp

virtual void PostRedisplay()

DisplayUUOUODODODOOOOOOUOOODODODOOOOOOONO bisplayd oo
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)

oboooboboboboobooboo 1os0b0obbOobOoOoD
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0000000000 GUIODODOOO000000 Framework 00 OO00O0OODO
ooooboboobobodoouubFwApp 0000 oooooon
goo

128 Framework OO0 OO0 O OOOOOOCOOOO

Framework 0000000000 D0ODOO0OO0OOOODODODOOOOOOOODODODOO
goo

FwSdkIf

void Step()
FWwSdk O Step0 0000000 ODO Step00ODOODOOODODO GetScene()->Step()

0000000 FWScene I StepU U UUUON PHScene U StepUUOOODONO
0000 GetPHScene(O->Step() DO OO0DODOOODODOOODODOODOOOODOOOODO
OOob0oooooOoboboooobooboooogon

Framework OO O 0O0000 200000000000100 GraphiecsOOOOOO
OO0000C0000 100 PhysiesOOOOOOOOOOOO0O0O0OOOOOODOODDO
OOobO0oboooogoog

FwSdkIf

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

Praw U000 O0OO0OODDOOO0O0ODLODODUOOU0O0ODODrawD OO OO0 bOOOOO
D00000000000000 [SetlGetlDebugMode 00D 00D OO (false) OO
00000000 (true) 00000000

gobogubuodtb prawd bbb boobboobbogn
Sync(true) 00000000000 DODOO0ODODOOODOOODODOOODOOOODODOO
UO00O0O0O0 GRScene l Render U DODOOODOODDODODDOOOOOOODODODODODO
gobbogobobobuoooobboooobbboooobbbooobbboooobo
goboboodoobobobuoooobbuoooobbboooobbbooobbbooobo
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gogoboboooobobbooobobbooobobobooooboboooobbooon
goooo
gooboboooobobbooooboboo

129 OO0OOOOO

JUddd00ooddd PHScenelbbuoooo O
ggoboboooobobbooooboboboooobobobooooboboooobobooon
ggoboboogobbboooobobbooooboboboooooobooooobbooon
goobobboooooo

UO0O0b0DbO0O00000 FWwScene U DrawPHScene 1 OO UOOODOOOOODODOOO

FWSceneIf

void DrawPHScene (GRRenderIf* render)

DrawPHScene U OO OO OODOOODODODOODODODODOODODOODODOOOOOODODO
goooobbbbbboooooooooooobbbbbbooooooooooooon
gogobboooooboogada

guoboooouoooooogo

Uoobb0o00bobb0Oo0bobibd GRSceneUD D DOUOOUODODODO GRScene U
ggobbbooooobbioooubib Renderdgdoonooooonooboooon
UOOGRScene IO UOO0O0OODOOUOODDODDODOOOODDODOOOODOD

gogobobooooboboooobboooobbboooobbbooobbbooon
gooobdobooboob l1bobooboobobDooboobobDbooboobon
goooo

gobogd

00000 brawPHScene UL U O OO OOOOOODODOODOOOOOODOOOOO
gooo
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FWScenelf

void DrawSolid(GRRenderIf*, PHSolidIf*, bool)
void DrawShape (GRRenderIfx, CDShapelf*, bool)
void DrawConstraint (GRRenderIf*, PHConstraintIfx*)
void DrawContact (GRRenderIf*, PHContactPointIfx)
void DrawIK(GRRenderIf*, PHIKEngineIfx)

good

00000oo0oo On/OfO00ODOOOOO

FWScenelIf

goooo
goooo
goooo
goooo
IKODOOO

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 U U DO ODDOUDODOOOOODODOODDOOOOODLODOOOODOOOO

O On/Off0000DO0OO0O

EnableRender 00 0000000000000 On/OA00OOOOOOOOOO
goouobbobooooobbobooouobboboogdbboepybboooonno

(PHSolidIf*) [0 0 O (PHConstraintIfx) O[]

EnableRenderAxis U UUODOO0OOUOO0O0ODODODOO0O0OOworldOOOOOODOOO

solidJ U0 00DconODOOOOOODOOO

EnableRenderForce U0 OO OOOOOOOOOOOOOOsolidOODODODODODOO

go0bbdodbobbibodobMcondgonboog

EnableRenderGrid D000 0O0OO0O0OODOOOOOODOOOOO

EnableRenderIKO IKOOOOOOOOOOOO
oo bonogn
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FWSceneIf

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 U UOUOOOOOOODOOOOO0DOUO0OO0OOmat 0000
000 88000000000 O0OsolidI NULLODODODOODDODODDOODOOODO
0000000000SetWireMaterial 0 00O0OOO0O0O0OO0OOOOOOOOO0O
agoo

SetAxisMaterial U U UOUOUON x,y, zUUOUOOOUODOOUOSetAxisScale U O [
UO0bDbO0O00O0ODbDDsetAxisStyleU U OO DODOOOOOOOOOOO

SetForceMaterialll SetForceScale U U U UOUOUOOOODOOOOOOOOODOO
goooobboboon

SetContactMaterial DD OO O0OOOOOOOOOONO

SetGridOption U U U ODDODOOOOOOODODDODSetGridMaterial U0 0O
gooooooobooon

SetIKMateriallldSetIKScale O IKOODOODODOODODOODOOOODOO

1210 DOOoOoU00ooooobobobobbooooooo

Springhead2 0000000000000 000O0O0O0OOOOOO PHHapticEngine
O000oO0O0ooo0o0ooo0oDo00oo0o0oooooooOoooDoooooo
0000000000000 0000 Framework OO ODOOODOODOODOODD
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Uobobo0od0d Fwapp U OO OO OOO0OUODLOOOOOO0DLDOOInit OO

gobobooooobuoooobobooooboboooobbboooobbooooobo
goo

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

gooboooobbbooobbboooobbboooobbboooobbbooon
SINGLE_-THREADU O D DOUOUOODDOOUOUOUODODOOOOODO MULTI_THREADO O DO O OO
O000000DO0O0 LOCALDYNAMICSO 3000000000 DOOQO MULTI_THREAD
00000 D0ODODOOMULTI_THREADO LOCALDYNAMICS OO UOUOOOOOODODODODOO
gobobooodooobuoooobbuoooooboboooobbboooobLbboooono
gobbooooobuoooobobuoooobboooobbboooobbooogoboo
gobboodbobbuoooobbuooobobbuoogobo
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// given PHScenelf* phScene,
int physicsTimerID, hapticTimerID // OO OO O ID
// FWApp::TimerFunc 0000000000000 OOOO
void MyApp: :TimerFunc(int id){
if (hapticTimerID == id){
// 0000000000000
phScene->StepHapticLoop() ;
Yelse{
// 0000000000000
phScene->GetHapticEngine () ->StepPhysicsSimulation() ;
PostRedisplay(); // 00

oooooooooooooooooooooboobbobbobbobobooogoog
PHHapticPointer O OO0 O0ODOO0OODOOOOOOODODOOOOODODOOOO
U 0O O PHHapticPointer [ PHScene U0 U U000 DO OO DO UPHHapticPointer [
PHSolid D UODOODOODOO PHSolidU OO OOOOUOOOOOOOOOOOOODOO
000000 00000oooO Spidar-G6 00 O0O0OODODODODO

// given PHSceneIf* phScene,

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

ooobOooobobobooooboboooon
*/

pointer->SetHumanInterface(spg) ;

O00OD0OD00ODO PHHapticPointer 000000000 0O0OOOOOOODOODOO
gogobobooooboo
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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



0 13 0

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

00000000000 0EmMmbPython 00O O0O0OO Python OO O Springhead O O
0000000000 00DO000DO00D000bO000Db0OD Figl3.1lOOOODOO

131
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Springhead Application Python

Python Interpreter

Springhead Objects

EmbPython

EmbPython

Springhead Objects

Python Interpreter

Springhead DLL (Spr.pyd)

Springhead 7 7)) &r— 312 Python(Z
PythonZ# H#ALIHE SpringheadZ &AL IGE

Fig.13.1 Python 0O 0O EmbPython 00 OO0OOOOOODO

Springhead 0 00 Python 0 0O O

Springhead 000000000 PythonOODODODOOODOODOODOOODOOOO
00000000000 Springhead 000000 PythonOOOOOOOOOOOODO
00000000000 000O0O000O0O0000ODO00Do0OUn Pythonooooono
goooooobobobooooboooooobooood

PythonSpr 0 0000000000

Python0O0OOO0OO0O0OO0DO0DOO0O0OO src\Samples\EmbPython\PythonSpr 00 [
0000000000 PythonSpr.exe U O ODOO

PythonSpr 0O OO ODOODOO Springhead OO OO0OO0O0OOOOOOOOOODOO
OO0 PythonOODOODOOODOODOOOOOODOODOODOODOODOODODODODODOO
O0000000000PythonODOODODOOD phSdk 0 fwSdk DD OO0 DO OO0
0ooooooooooooooooooooooobooobooooooogonooo
Python OO OO OODO

O00000000000000000000Springhead 000000000000
O00 PythonOODOODODO PythonOODOOODOOOOOOODODODODDOOOO
ggod

SPRPYTHONPATH U O U U
Springhead 0 00000000000 O0OO bin\src\Python32\Lib OO OO
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000000000Python3.20 c:\Python32 00000000 OOOOOO
C:\Python32\Lib O OO OO OODOO

PythonSpr.exe U UOUOOOOOOOOOOOOOOOO

ggoboooooooo

00 Springhead 0000 000000000DO PythonOOODOODODODODOODOODODOO
Springhead 00000000000 0D0O0O0OOODOODOODOODOOODOODODOO
gogobboooooboogada

gogoboboogooooo

oo boboodo bboooooo
g0 boboboodog bobooooboobogoo
gogooobo gobbboooobbbooobobobuooooboboogooo

PythonSpr 00000000

O00000PythonOOODOOODOOO Springhead 000000000 OOOODO
O000000Python 00O Springhead APIDODOO0OOD0OOOODOO 13.200
goooooooo

Python 0O OODOOO Springhead 0000000000 O0OO0OODOODOOOOOO
gooooooobooboooooououododoiodoooooooooooon
gooooooo

# 0000000000 D0OO0OO

>>> fwScene ~ DO0O0O00o0obObO0ooobbboooobobooobobooooo
fwScene DO OO ODOOOO

<Framework.FWScene object at 0x05250A40>

>>> phScene = fwScene.GetPHScene ()

>>> desc = Spr.PHSolidDesc()

>>> desc.mass = 2.0

>>> s01id0 = phScene.CreateSolid(desc)

00000000000 00D0ODO0O0O00DO0ODO s01id0.AddShape(box0) OO OO
goobboooobbtboooobbbooobobbooooboboooubbboooo
ggoboboooobbboooobobbooobobbouoooboboboo
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# J000O0oo0oooooooboobooon

>>> 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)

goboboooobbbooobobbooobbboooobboooo

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

# 0O0OooOg

>>> descSolid = Spr.PHSolidDesc()

>>> 501id0 = phScene.CreateSolid(descSolid)

>>> descBox = Spr.CDBoxDesc ()

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

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

>>> s01id0.AddShape (phSdk.CreateShape (boxifinfo, descBox))
>>> 501id0.SetFramePosition(Spr.Vec3d(0,-1,0))

>>> s01id0.SetDynamical (False)

# 0000000000000
>>> solidl = phScene.CreateSolid(descSolid)
>>> descBox.boxsize = Spr.Vec3f(1,1,1)

>>> boxifinfo = Spr.CDBox.GetIfInfoStatic()
>>> solidl.AddShape (phSdk.CreateShape (boxifinfo, descBox))

goobooooooboood

>>> solidl.AddForce(Spr.Vec3d(0,200,0))

Python O ForO WhileOOODOOOOOOOOOOOOOODOOODO
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>>>
>>>
>>>
>>>

import time

for i in range(0,100):
solidl.AddForce (Spr.Vec3d(0,20,0))
time.sleep(0.01)

goooobbbbbbbooooooooouoooooo

>>>
>>>
>>>
>>>
>>>
>>>
>>>
>>>

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 - dyx*kd, 0))
time.sleep(0.01)

gogobbboooobobooooboboooobo

>>>
>>>

>>>
>>>
>>>
>>>
>>>
>>>
>>>

>>>
>>>

>>>
>>>
>>>
>>>
>>>

PythonSprexe 00000000 0python 000000000000 0ODOODODOO
ooobobbbbb0ddg test.pylddooooobbbbbboooonoo

phScene = fwScene.GetPHScene()
phSdk = phScene.GetSdk()
descSolid = Spr.PHSolidDesc()

s01id0 = phScene.CreateSolid(descSolid)

descBox = Spr.CDBoxDesc()

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

boxifinfo = Spr.CDBox.GetIfInfoStatic()
s5011d0.AddShape (phSdk.CreateShape (boxifinfo, descBox))
501id0.SetDynamical (False)

solidl = phScene.CreateSolid(descSolid)
solidl.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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gobbogdoboodbobbddUtestpyd oo oooooobooon
gobobogoobobboooobbbooooboboboooobooboon

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

PythonOOOOOOOOODOOOODOOOODO
PythonSpr 0000 00000Python0DO0O0ODD0O0O0OOOOODODOODOOOO
goooog

tips

Python 000 OOO0OOOOOOOOOOOOOOOOO Springhead DO OO0
Python0 CUOO0O APIDOO0OUDOUOOOOOUOOODOOOODOOOOOO Python/C
APIDDOODOODOOD * 00000000000

*1 ... http://docs.python.org/py3k/c-api/index.html

PythonSpr 00000000 0OPython OO OO0OODOOOOOOO main.cpp OO0
gooooooooobobbboooooogoo

PythonOOOOOOOOOODODOOOOOEmbPython.h OO0 ODOOOOODOO
agoo

#include <EmbPython/EmbPython.h>

Python OO OOOOOOSpringhead 0000000000 ODOODOOOOODOO
OO000000000000DOO00DOO000OOoo0o0DoO0g PythonOOOOGOOO
gobobdodbbbuooobobbuooobobbuooobobboo

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

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

}

virtual void OnAction(int menu, int id){
UTAutoLock critical (EPCriticalSection);


http://docs.python.org/py3k/c-api/index.html
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EPCriticalSection U U O OO OUOUOOODDOOOUOUOOODOOOOOLDOOOO
EPCriticalSection U O DUODUOOODUOOOODOUOODODOOODOOOOODOO
O00000000000Python 00O Springhead 00000000000 O0O0ODO
EPCriticalSectionU 00O U0DDUOOODOUOO0ODOOOOODOOODDOO OnStep
00000 PythonO Springhead 0000 0000000000000

OO0OPythonOOOOOOOODODOOODOOODOOOO

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

// Python O0O0O0OOOOOOOO
PyRun_SimpleString("import Spr");

// Python OO COOOOOODOOOOOODOOO
PyObject *m = PyImport_AddModule("__main__");
PyObject *dict = PyModule_GetDict (m) ;

// Python 00 fwScene 0O OOOOOODO

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

PyDict_SetItemString(dict, "fwScene", py0bj);

// Python 000000 OOOOOOOO
if (app->argc == 2) {
ostringstream loadfile;
loadfile << "__mainfilename__ =’";
loadfile << app->argv([1];
loadfile << "2 ";
PyRun_SimpleString("import codecs");
PyRun_SimpleString(loadfile.str().c_str());
PyRun_SimpleString(
"__mainfile__ = codecs.open(__mainfilename__,’r’,’utf-8’)");
PyRun_SimpleString(
"exec(compile( __mainfile__.read() , __mainfilename__, ’exec’)"
",globals()"
" locals())" );

PyRun_SimpleString("__mainfile__.close()");

100000000000 000000000000000000000000000000000000
gooooooooobooobooboboooobboooooDo
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goboboooobbbooobbboooobbbooooboboooobboood
000000000000 Python OO Springhead 0000000000000 OO0O
CcOO0DOoOO00O00DOoU0DOoO0OOO0OU0DOOOOUdOU0ODOUOD.pyOOOOOOO
goobooooobooo

00000 app—>fwScene 000 Python OO DO ODOOODOODOOOOOOOOOD
goboboodoobobdooooboboooobobbooooobooo

#define ACCESS_SPR_FROM_PY(cls, name, obj)

{
PyObject* pyObj = (PyObject*)newEP##cls((obj));
Py_INCREF (py0Obj) ;
PyDict_SetItemString(dict, #name, pyObj);

P

// 000 :
// ACCESS_SPR_FROM_PY(O O, PythonOOODOOO, ODOOOODOOO)
ACCESS_SPR_FROM_PY (FWSceneIf, fwScene, app->fwScene);

000 PythonSpr 0000000000000 O0O0OOOOOOOOO PythonODO
goboboooobobooon
gooboodooobuoooobobuoooobobooooobooan

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

O000Omain 0000 PythonOOOOOOOOODOOO EPInterpreter 0000
Ooboooooobobooooboboooogon

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

EPInterpreter* interpreter = EPInterpreter::Create();
interpreter->Initialize();
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interpreter->EPLoopInit = EPLoopInit;
interpreter->EPLoop = EPLoop;
interpreter->Run(&app) ;

app.StartMainLoop() ;
return 0;

Python O O Springhead 0 0O O

Python 0 DLLOOOOOOOODOOOO Springhead O Python 00000000
gooooooon

Springhead 0000 Spr.pyd 00 DLLOOOOOOOCOOOODODOQOD Spr.pyd
0 0 bin\win32\Spr.pyd 0 0 0 bin\win64\Spr.pyd 0 O O Springhead 000000
0000000 Osrc\EmbPython\SprPythonDLL.sln 00 0000000000000
aoo

Spr.pyd OO0

Spr.pyd 0OPython OO O0OO0OOOOOOODOOOODLLsO0O0O00O0OOOOOOO
ooon

mport 0 OOO0OOO

Python 3.2.2 [MSC v.1500 64 bit (AMD64)] on win32
Type "help", "copyright", "credits" or "license" for more information.
>>> import Spr

Springhead 0000000000 D0O0OO0OOOODOOOOODOOODOODOOOO
gbodbooobobbobOob pHSdk UODOODODO PHScene U D O ODOODOOO
PHSolidO DO OUOOOODODOOOO

>>> phSdk = Spr.PHSdk.CreateSdk()
>>> phScene = phSdk.CreateScene (Spr.PHSceneDesc())
>>> s01id0 = phScene.CreateSolid(Spr.PHSolidDesc())
>>> for i in range(0,10):
print (s0lid0.GetPose() .getPos())
phScene.Step()
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Vec3d(0.000,0.000,0.000)
Vec3d(0.000,-0.000,0.000)
Vec3d(0.000,-0.001,0.000)
(OO, ..
Vec3d(0.000,-0.011,0.000)
>>>

APIODOOODODODO Springhead 00 000000000000 DOODOOOOOO0OO
ggobboooobbobooobbobooobboboooobboooobboood
000000000000 00000OO0pyopengl 0000000000000 OO0O
ggobooboogoooooo

aoo
Spr.pyd0 0000000 SprBlender 00 OO0 OO

' Physics Step Enable

SprBlender 0 03DCG OO0 Blender 0000 OOO0OMO Springhead 00 0000
O0D00D0O00OSpringhead 0000000000000 O0OOCOODODOO

Blender 0 UIOOOOOO PythonDOOOOOOOOO0O0O0OOO Python API OO
0000000000000 DO0OD0OD0OD0ODO0O0D0OBlender 0O Python O Spr.pyd
O000O0OBlender 00 CGOOODOODODO Springhead 000000000 OODO0O
000000 PythonODOOOODO SprBlender 00O

0000 WebOODO*O0OODOOOOOOO

*2 http://springhead.info/wiki/SprBlender


http://springhead.info/wiki/SprBlender

13.2 Python O OO Springhead APIO OO 141

13.2 Python O 0O O Springhead API 0 OO

Python O O Springhead APID O 0000000000000 00OOODODOODOOO
gooood

SprO0000dOoooong
Springhead 000000 Spr 00000000 OO0ODOOOODOOOO

import Spr

0000000000 000O0O0O0Springhead 000000 OOOOODODOOOO
EPLoopInit U UOOODOOOOODOOOM

Springhead 00000000000 Spr0000000D0O0D0O0OO0OODOSpring-
head 0000000000000 00000 HOO0DODO0 (kkkkkIf kb)) 00
gooooobboboooooooogooooooboboboooooo

0000000000 Springhead 0000 PythonOOOOOOOOOOOOOODO
O000000OPythonODOODOOO Springhead 00000dir 0000000000

>>> import Spr
>>> dir(Spr)

gooboboood

C++ 0 Springhead D0 00000000 OO0OCO SdkODOOODOOODOOOOOO
Sdk 00 O000000PHSdkOOODODOOOOOODO CreateSdk 0O OOOODOO
goooo

phSdk = Spr.PHSdk() .CreateSdk()
grSdk = Spr.GRSdk() .CreateSdk()
# ... etc.

0000 Create d Springhead 00 sdk OO0 OO0D0O0OOOOOOOOO
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phScene = phSdk.CreateScene (Spr.PHSceneDesc())
grScene = grSdk.CreateScene (Spr.GRSceneDesc())
# ... etc.

lfinfo0 000000000

O000000 Create00 APIOOOO0O0O0OOOOOCOOODOODOOOODODOO
ooooboobobobobbbbobbbbbbbbb0O000d PHScene: :CreateJoint
U 0OPHHingeJointDesc U OO DO UOUOUOOODOUOOODOPHBallJointDesc U0 O
OOoboOoboooooboobooog

0000 Create 000 Python OO ODOODOOOOOODOODOOOOODODOOOO
Oo00O0O0C0COOOO0O00000oooOO0OOCODOO0O0OO000O0OOO finfoO
Ooboooooobooooobogn

# Hinge
phScene.CreateJoint(sol,s02, Spr.PHHingeJoint.GetIfInfoStatic(), desc)

# Ball
phScene.CreateJoint (sol,s02, Spr.PHBallJoint.GetIfInfoStatic(), desc)

IfinfoO0OOO0OO0OODODOO .GetIfInfoStatic(O DOODOOOOOOOOODO
00000000000 00000000000000000000000 Create O
000000000 APIO0OODOOO00ODOOO0O0ODOOOOOOOOOOOOOOO
O00Python APIODDODOOO0DDOOO0OOO Create 000000000000 ODOOO
IfInfox i1 00 O0O0OO0OODOOOOO0ODODOO

// in SprPHScene.h
PHJointIf* CreateJoint(PHSolidIf* lhs, PHSolidIf* rhs,
const IfInfo* ii, const PHJointDesc& desc);

template <class T> PHJointIf* CreateJoint

(PHSo0lidIf* 1lhs, PHSolidIf* rhs, const T& desc){
return CreateJoint(lhs, rhs, T::GetIfInfo(), desc);

}

0000000000000 0000000000 APloOOOoOOoOC++ 000



13.2 Python O OO Springhead APIO OO

143

0000000000 (D000 PHJointIf 00 )0O00O0OO0DOO DCASTOOODO
OO00DO00O0O0DOOoOO0DoO0ooOodOoOPythonOOOOOODOOOOODOODOOO
(PHHingeJoint, PHBallJoint 00 )0 0000000000000 O0O0O0OOOOOO
ggoboboooobbboooobbbooobobbuooobobobuoooobbooon

enum J 0O 0O

PHScenelIf::SetContactMode I 00O HNenum DO OO0 OOOOOOOOOOOONO
000000000 enum 0000 PythonOOOOOOODOOOOODOODOOODOODO
goooobobbobbtbooooooooooooo

# C++ 00 phScene->SetContactMode(sol, so2, PHSceneDesc::MODE_NONE) 00O
O
phScene.SetContactMode (sol, so2, 0)

gooooooo
Vec3d[ Quaterniond[d Posed 0 O Springhead 0000000000 O0OOOOOO
Ud .x.yogdooboobooooobobooobbobooooobooaon

>>> 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 U0 UOU0O0O0Ow, x, vy, zUUOUOUOUOUOOOOOOOO0OUOUOUOpx,
py, pz 0000000000 DODOCODOO0OOOO0O0ODDDOODOUOPosed::Pos(),
Posed::0ri() 00000000 ODO

e .getOriQ)
e .set0riQ)
e .getPos()
e .setPos()
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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
oan

ggooogd
O0000O000O0C00DOOC0O0DO0O0 svnupdateDOOOOOOOO
0000000 Springhead 0000000000000 OOODOOO

goobooon
000 (7)Springhead 00 0000000000000 0O0OOODOOOO
gooood
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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, 89
FilelO, 89
FISdk, 89
Foundation, 29
Framework, 113
FWApp, 119
FWObject, 115
FWScene, 115
FWSdk, 114

Graphics, 71
GRCamera, 78
GRDeviceGL, 71
GRFrame, 76
GRLight, 78
GRMaterial, 79
GRMesh, 80
GRRender, 71, 82
GRScene, 72
GRSdk, 71
GRVisual, 75

HISdk, 99
HumanlInterface, 99

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
PHSliderJoint, 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

oooooo, 24

oooo, 38
ooo, 78
ooooo, 70

oo, 70
0, 38
oo, 23
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