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d per OS platform, rendering API, or per scene type. This
library must be on the path or in the current folder to be loaded
at startup. The source for this is completely cross-platform.

OgrePlatform.dll

This library implements concrete versions of the classes
required to be implemented for each platform. There are
currently implementations for Win32 and Linux platforms.
This library is loaded dynamically by the PlatformManager
class (in OgreMain) and must either be on the path or in the
current folder.

RenderSystem_Direct3D7.dll

Plugin library which adds a RenderSystem implementation for
Direct3D. This library is loaded dynamically by the plugin
architecture described above, and must be located in the folder
specified in plugins.cfg. At the moment this uses Direct3D 7
interfaces, because the effort of migrating to v8 was not
justified (the major addition, pixel shaders is still in it's infancy
in terms of standards so hard to generalise), although more
recent use of vertex blending in OGRE may change this stance.
OGRE will definitely migrate to Direct3D 9 when released
since this appears to be worth the effort, particularly the High-
level shader language (HLSL).

RenderSystem_Direct3D8.dll

RenderSystem SDL.dIl

Implementation of the RenderSystem which is based on both
SDL and OpenGL. Used for the Linux platform primarily but
can be used in Windows and because of the nature of SDL
could be used on any platform OGRE is ported to.

Plugin_GuiElements.dll

Plugin BspSceneManager.dll

Plugin specialisation of the general-purpose SceneManager for
rendering indoor levels based on a BSP tree. Allows Quake3
maps to be loaded and rendered very efficiently whilst
exposing none of the complexity to the core Ogre system. This
library is loaded dynamically by the plugin architecture
described above, and must be located in the folder specified in
plugins.cfg.

Plugin_OctreeSceneManager.dll

Plugin_FileSystem.dll

Archive plugin that allows OGRE to read the filesystem of the
target operating system.

Plugin_ParticleFX.dll

Plugin which provides a range of particle system tools such as
standard emitters and affectors.
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VERREELICHT, B VISR, Zip SCAHB A R B
RIS

quake3settings.cfg

quake3 Hit I E SO

terrain.cfg
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g5, )5 EnvMapping.cpp H 1% IS4 app, FFIH ] app.go( ), TEPITU T !
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ExampleApplication 2, 4 ExampleApplication JS 12 XAEMF RN ? EARTE include B3R (1)

ExampleApplication.h H,

EnvMapping.h Sk3CAFEH, [ include 5 T & IXFE 5 1 :
#include "ExampleApplication.h"
A&, £ Demo_EnvMapping -2 1) 34 5L 3% A7 & I8 ExampleApplication.h SCHAFAFE
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Settings, £ C/C++IEIT K 4T JF PreProcessor 7035, 1 LLFE FA =AM i & i ie, I
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HBERATEH S/ OGRE 27, RiF3E4E7K OGRE FrameWork W28 i b B oi )
BT PL T . OGRE FrameWork 5 52 W H )¢ 240 B T

- mfFrameListener X
ExampleApplication ExampleFrameListener
1 1
f /\
myApplication myFrameListener
OGRE FrameWork
ExampleApplication 38

OGRE FrameWork [ 220 Bl 5y, %KL s FEEAM € T —4> OGRE N L7 1z f7 fil
TR IR BA N 20T ExampleApplication IR, 1 45 & SEBrACHS—d /0 #7 .

R A 5

7E ExampleApplication.h 152 . T ExampleApplication J5, 1% X T Wi~ Hds il i«

// & 17 Root X4 [H4R4

Root *mRoot;

I R IR TR AL S
Camera®* mCamera;

/AR ) 5 P AR AR BT
SceneManager* mSceneMgr;

VA =1 T U Rl O E =R
FrameListener* mFrameListener;
/1 FRIEEGEE TR
RenderWindow* mWindow;

IR I > OGRE MR b AT A8 2238, DU MRIRBEAT Al e -
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XT 5 AT DL R 5| S e 340 484, W1 SceneManager. RenderSystem. Resource managers
%5 Root X ZIbFEML— startRendering J7 KT —AMELSLE Yt 2, X% B e
ExampleApplication 2S5 7] LLLE]

Camera: HRZAL
EREE RS B RS NERG B B4
SceneManager: 375 % F 8%

OGRE #3753 A WUMIG OL: il st =AM, SV s E N5, 1
G ST — MR SceneType RAVKI FIEAY, A B IS MEETTER 70 750 MDY
Tz st

enum SceneType

{
ST GENERIC,
ST EXTERIOR CLOSE,
ST EXTERIOR FAR,
ST INTERIOR

¥

OGRE 5 B0 AN 3 5 R AT A [FJTE e SR, antox =5 A 3755 iR ] BSP 3 5t By
2o BRSSO T\ SO 508 BT 3058 o JRATTRT LUR I 9 S48 1) 07 20k 9 JE A
SEAN A SR YL . MRAENIFF 4 OGRE 4 (i %, i H ST GENERIC {752
BT LA T o

TR W TERENMEING S, OGRE ¥ 5 AW KD, —Hatitg
A E AN AR R, 6K R 73R BSP 5 Octree S5 R7 IR IR AR SLIE RS- mE Qe 30k
iR ST AT R S A, XA AR H B AN A AT RN B E R 58 K

FrameListener: il 7728

W P PN B CRUPR . B . BEISAFEE), XHRZNL. W IRSE ST 420,
VEYR A0 L G TR FrameListener FUEA#

RenderWindow: 5 4t% O

TERERPTAER S L, P A FRE R H k. YO Viewport.
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7t ExampleApplication ZEH1 & LT W R AFL % % bR %L
Fit R4 (BE)
Pk (g

go PREL

virtual void go(void):
1% PR /& ExampleApplication ZSFR 443 FIHT A4 8 2 LLAME— 1) public pREL, & — A,
PRl E T REAT 7o AR T
virtual void go(void)

{
if (!setup())
return;
mRoot->startRendering();
H

WA AT LU, S5 ] setup( )RR EE GE Z BT RIAER:, W1 2R setup /82, i mRoot
Wi startRendering()JFAATELL, U1 FA I WE H:

setup BRI %

Setup BRI 5E > OGRE MY JH RS FP I TF A6 TR e iy A HE & A . AR T -
virtual bool setup(void)
{
mR oot = new Root();
setupResources();
bool carryOn = configure();
if (!carryOn) return false;
chooseSceneManager();
createCamera();
createViewports();
// Set default mipmap level (NB some APIs ignore this)
TextureManager::getSingleton().setDefaultNumMipMaps(5);
// Create the scene
createScene();
createFrameListener();
return true;
H
LR AP IRANR
® LA Root KRIXTS,
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® NI 4% setupResources(void )
PEU5 2 OGRE N HIFEFvE Gt B rp R 2SR o ARSI RSO i)
) SCAF () PR . OGRE N HTRE P 75 EEAEE R i i 1X Lo B IR a N A7, Ot 7R 24 ik
OGRE 5| %503 I I R A4E . Fealh) 2 OGRE 51 8¢ AN Zip 4 3¢
PR, FITEL Zip ST 208 1 A R R AR KSR € . /E OGRE 51%Hh JAY
JERASCAE R GRS, 5 1 P SN B SO A I R U S R GER AT ), 5
BEIFATO TSR B — NSO zip M APt 4 I 48 i o IR (1) S A
(50PN a3 1 IS W R 7 e /< (T R 1 W NI S N e 2 N = S T S N
Plugin_FileSystem.dll, S #f#) OGRE hit4% (0.99b) A7 Plugin_ Zip.dll, ¥ Ik
ARG NS T o H RIS SEIUT I 28 SO (R A VT ]

ArchiveEx

_/

FileSystem Zip

RESCAT R G¢
T 77 OGRE F& )P Aas AT IR A He BE s, A0 1 BEUse B SCF resources.cfg. 1X
s ANSURICAT, FRATTAT LAAE OGRE B3 1) AT AT SCAF R [R]— ST R 43 e .
BN AR SRR AR ISR E, Rl
Zip=../../../Media/dragon.zip
Zip=../../../Media/knot.zip
Zip=../../../Media/skybox.zip
FileSystem=../../../Media/
WFGIFAE—A Zip U, 55 Zip=r#+ex*, WGP A— AN T8 (0 4 S 1k
HEE FileSysteme**#%#*, Jf i IX A5 ALAAT o W14 OGRE H 47 1) Demo 1,
S DR 23 DR TBAE N SO L, RRIRI DU SO R Th i) Zip SCFEL.
setupResources PR ¥ 7E ExampleApplication HL, J&— protected &%, AL T:
virtual void setupResources(void)
{
// Load resource paths from config file
ConfigFile cf;
cf.load("resources.cfg");

// Go through all settings in the file
ConfigFile::Settingslterator i = cf.getSettingslterator();

String typeName, archName;
while (i.hasMoreElements())
{
typeName = i.peckNextKey();
archName = i.getNext();



ResourceManager::addCommonArchiveEx( archName, typeName );

H
B I RN R NC S S resources.cfg, T JE € X— &L, I
I O7 2R B SO N A PR R A RIRB K BHis S R i Ae) szt Jf
HHAF ResourceManager 1RSI R E 1A+ . ResourceManager j& OGRE 5|4 {1
TEURE B AR, w R Hw ar . BB AR K RP TR R E AR K,
addCommonArchiveEx pREUZ ZEIN AR AR EL I ISP Bt I A HE R
PRAT, CHARR AP B AT DAY A SRR R B A, AN TR . AR
ConfigFile R 7k WG TR .
i config MIHHE, Bl RenderSystem
setup BRI 21 AR 3 6 TR A, IS B G SR P AT e R R AE KRS S 4%
YIS SETTR
bool carryOn = configure();
if (!carryOn) return false;
configure() B £ /& ExampleApplication Z5H ] protected ZETY pR %, AR WIF
virtual bool configure(void)
{
// Show the configuration dialog and initialise the system
// You can skip this and use root.restoreConfig() to load configuration
// settings if you were sure there are valid ones saved in ogre.cfg
if(mR oot->showConfigDialog())
{
// If returned true, user clicked OK so initialise
// Here we choose to let the system create a default
// rendering window by passing 'true'
mWindow = mR oot->initialise(true);
mRoot->showDebugOverlay(true);
return true;

else

return false;

}

T2l Root X % IFREN 1 H showConfigDialog() £ 54 H X TEHE, ZEIZNHEHEH
TR P n] LLIE AT H A RE Y R4 (OGRE ¢ #F DirectX ] 7.0 LL_Efiu A Al

OpenGL).\ R A BrE G L E 555 . W R 1L $F OK 444, &
J7 1 Root XF 4L [ initialise BR%L, (EILANEYIBMHIEI RS QIR IHVIMG 1 1
1M 5 IR B D FEEr A 45 ExampleApplication 28] mWindow Ji b1 . 'S4 R T
W Root Xf 4[] showDebugOverlay i £ {2 7= 44 7 111 1) DEBUG 15 EVHE (A2
KK P ILI B2 FPS 45 I 145 BHE) o



: DGRE Render Window

Debug
Oerylay

DebugOverlay
i ZE R L OGRE 51K 2 £ AT AT SCAFFITAE A SO P AR A ogre.cfg X
P, ZSHRAF TAVOEHERI BB A5, TR B T HE I 20K R He 45 2R
A EH RN WERIRA AR PIEAT Z AT s — MR HEAR A, i i BR
M5 AMTE CHEan L T T RC & S, BUEAE KER -k ISRE ) SKIC VR R RS
SR ORAE AT PAT STAF R[] SCPF I N A7 AE A R Ogre.cfg B &30, Bl LUE
2 H Root X4 [ restoreConfig() BRI Ak HE R ATE R R G RL B S, 1A T /RAD
B A .
MeFEb S AR R
mSceneMgr = mRoot->getSceneManager(ST _GENERIC);
i ik I Root X 4 [1) getSceneManager MR %1 & £ I 5t 28 & JF W fH 4
ExampleApplication 5[] mSceneMgr i b1, X FAVAGER: Ty =280, 6+ E
Fei¥snl LA#EH ST EXTERIOR _CLOSE. ST EXTERIOR FAR. ST INTERIOR
LBk A E N S A, f£ OGRE 5 % b & fit T
Plugin BSPSceneManager.dll F1 Plugin_OctreeSceneManager.dll P84, 7351 H
BSP Bl Octree (J\SH) FEARRKNT N FAMEE I Sl mauE g e
ar— HHEWEE 1 3 5 2V BE 307
QI WIS
createCamera PR %2 ExampleApplication 2] protected FE i it » ARLAS U
virtual void createCamera(void)
{
// Create the camera

mCamera = mSceneM gr->createCamera("PlayerCam");

// Position it at 500 in Z direction
mCamera->setPosition(Vector3(0,0,500));
// Look back along -Z

mCamera->look At(Vector3(0,0,-300));
mCamera->setNearClipDistance(5);

}
Root X B ATt 51 B M AT RGOR SIS, (HI7 508 P 100 B 412407
s WMENUR TSP S, P RS AL B2 d1 mSceneMgr 8 732K



SE/ ¥ . mSceneMgr i H] createCamera BRECKE IR ZHLINAIEE, %R E IS HUE
LM AT . HT RSB T SR HIE B, e @ M S L a5 A
#y ExampleApplication 5] mCamera Ji 51, U4 HIEATHE 6]
G HOE G, WAL B ST ) AP B AR T T 5

® Gt IR
Tl B ANH AR A 2 A5 Sl s S8 L BN T HE 2 5 B Root X 4L i H] initialise () pRi%L
SERH, ARE QI BEAE AR S b, e D e (Viewport) o 2
ORI, AU

virtual void createViewports(void)

{
// Create one viewport, entire window
Viewport* vp = mWindow->addViewport(mCamera);
vp->setBackgroundColour(ColourValue(0,0,0));

H

H T Viewport +2& J& T 111, FrLlillid mWindow Fr %t H addViewport () pR%if]
HZ S R AN o P R G g R T, e Qe R R R AL “E
FIEE R, PR NAZAE LR A A4 81 Viewport 75 22 HIFER AL S50 9ebr L
S ) Viewport 27— N B S Camera 55 ZRIUY
MO e 5, 1 setBackgroundColour () BRELHEE Y 5tAI(E
o Gyt
BT RTFTERM T MAN— B HANAET . H T ExampleApplication.h ' [
ExampleApplication Z$/& OGRE N FHHESL 2 17y, P LAZEaX BLIF AN JnE g 5erh
B AW, createScene OO BREH AL — M KL, EHEHKIFRA AR
.. 1) ExampleApplication JRA=ZF 2k, LASZILH CARF € 13 5% .
virtual void createScene(void) = 0; // pure virtual - this has to be overridden
VR RUERRER I N AR T T HREIR I S AP RIS N 3 S B, B 2
HHUL R BOR B ST R PTRE Sh R, ORI SO B — IR ST B . By
REEAT B IR,
®  GZM T &
Yy PSS BAEEARN G TS — AFRN ARG E R e #5235
BEAL . BUbR. WA AT CNTTATRE) WHESILAE Soh B e, PrLlifi 245Xt
PRI — AN R S AR L2y, Wl T 2% ExampleFrameListener 5ft A& 56 il X Wil
IR — /N 1E setup BRI i )5 7% % 4 ExampleApplication ] £ — 4>
ExampleFrameListener [554], AAA IR
virtual void createFrameListener(void)
{
mFrameListener= new ExampleFrameListener(mWindow, mCamera);
mR oot->addFrameListener(mFrameListener);
H
ExampleFrameListener [¥) S 5 #% 6 &t 2 5, #% 0 A %] Root Xf &b, X T
ExampleFrameListener FL A4 1) TAF 77 AR B WL J5 PR

2k, setup O BREEWH, ' OEHIE 2 AT A S TAE, K5t i Root Xf %
W startRendering () PREFRFRIE G RS0 TT U LL TE Lt 7



ExampleFrameListener 3%

ExampleFrameListener [f] & 2Z/EHZ MW RGHIAN, FHAHg sob bl sy xR
HITERAR L Can A SR shE ), HRESHH 0] LL ) ExampleFrameListener 56 /%

vE B 3| ExampleApplication 28 ' — A~ % #& % 51 mFrameListener , & &
ExampleFrameListener 5[ 5241 . ExampleFrameListener 25 OGRE [ FHHESE i) 5 H 241 il 40
gre BT RN IR s h B sh Wi e .

M ExampleFrameListener.h [ 18 4 rt w] DL & #| ExampleFrameListener 2K Jk /£ H
FrameListener 25, FrameListener 25 /& £ OGRE 5| % FrameListener.h 7 5& X 1) — 425,
FrameListener & X 1 F :

class _OgreExport FrameListener

{

public:
1 Wiy G 2 i ) S b B TV
virtual bool frameStarted(const FrameEvent& evt) { return true; }
/] W ez Ja () A b B T
virtual bool frameEnded(const FrameEvent& evt) { return true; }
virtual ~FrameListener() {}

¥

OGRE 75| % {5 y8 4 b #2 A 19 & — Wi 2 57 W H frameStarted 77 7%, 1M 2 J5 2 H
frameEnded 777, X Fi7, o DAEE AN 5000k (BIETESHLD T8,
AR, AR AT L E L e AR B

VER 3 frameStarted A1 frameEnded #f LA FrameEvent 424, 7F FrameListener.h "' 175G
5E ST FrameEvent 2544, 44516 ¢ LUnF:

struct FrameEvent

{
P b A R A B 2 IS R R L I R (BPD, A fameStarted F
frameEnded 2 [H]5%—™ frameEnded %! fameStarted 2 ] 25 (I [H]
*/
Real timeSinceLastEvent;
[ AN R S 2 TR BT 2 S TR) (FBD, P frameStarted < [A] 544
frameEnded < [F] (RIS H], AR50 AN 50 Bt T 46 2 (RIS T]
*/
Real timeSinceLastFrame;
¥

LG T P PRAN I TR 76 25 AT LA (5 FRAT DT ol = A2 P Ak 3L
2 N RIATI I 45 ExampleFrameListener 25 .
TR R 5

U GRS

EventProcessor* mEventProcessor;



I VN E

InputReader* mlnputDevice;
Il $EZHL

Camera* mCamera;

/] E G
RenderWindow* mWindow;
/1 RS TFRAR

bool mStatsOn,;

I AL G2 i N 7 3K
bool mUseBufferedInput;

A Vi

unsigned int mNumScreenShots;

B 53 R 8

TR T 25 X 0 N S (R A BTV ARG SRR 22 pp e ek AL R
E5T 3D Y@t A2, UAERE R Z AT, REMRMARIRE, FHRR X LR AN
Wy s b AR S A LEAT ] g2 UE A T GUI S A o0 Cani &3 ), faA
W AR W DA R ) 45 GUI JU R AT AR CUnde el i d% ) o

JirLh, ExampleFrameListener 4415 iR 3017 useBufferedlnput Z4{(, #4415 Ul /2 false,
Wl &R S BIAR S 1E4h, ExampleFrameListener 443 bR H04 75 278 Y i R BT 6%
WL ASEL A OGRE SCRFZ B IE M2 8% 41, ExampleFrameListener 7 %2 5136 45 il 1)
fERXT S,

Fa 3 R 2

ExampleFrameListener(RenderWindow* win, Camera* cam, bool useBufferedInput =
false)

{
mUseBufferedInput = useBufferedInput;

/R B ER GEAT GUI FHH 5 D0
if (mUseBufferedInput)

{
mEventProcessor = new EventProcessor();
mEventProcessor->initialise(win);
OverlayManager::getSingleton().createCursorOverlay();
mEventProcessor->startProcessingEvents();

H

else

{

KSR GE S 53 508 RIS OO
mlnputDevice = PlatformManager::getSingleton().createInputReader();
mlnputDevice->initialise(win,true, true);



}

mCamera = cam;
mWindow = win;
mStatsOn = true;
mNumScreenShots = 0;

}

Foy 3 BRI BB XA [R] P 2 A BRASELCEAT AN R A6 A TAE . 0 T2 b B ARESA, DROA
BRI GUI TG 2 KA R S b PR Crialiy 483055, A{ETSE8L, OGRE kK
FH— A AL FE 2% EventProcessor K UEAT F44F 4L # . 7F EventProcessor JS 135124 1 X6 AN [ =
PRI EE T, WA TEIR . X FAr B, OGRE 7£ ExampleFrameListener [#4)3g i £
[ERREL PN &K () =Rl X

U HY BT ik, ExampleFrameListener 28 /& FrameListener 28R A& H ok 19 2 AR, 1
FrameListener "17€ X T frameStarted 1 frameEnded 1X P4 ANKF 2 7 B —WiveE Y& 5 5 48 HH 1
a2 PR 2L, (EiX L ExampleFrameListener ¥4 SEHUIX /N ek 4k, - DU st A ()45 1 .
—MEOLT, AN FTEE frameStarted 5t T .

frameStarted B %Y

bool frameStarted(const FrameEvent& evt)

{
if (mUseBufferedInput)
{
// What to do here?
return true;
¥
else
{
return process UnbufferedInput(evt);
¥
¥

MRPEA R A b R, frameStarted BRECH AN R SEINIME . W TR, RSt
K H EventProcessor AKIEATHAFAbFE, &4 5 /& FrameListener ZK[IRAF, ©H HOMH
PRAERIpE, DLJETEIR . TR T LRI, RS A processUnbufferednput bR K X4 A
A b3

processUnbufferedinput p& 2 LEER, H'E B F I REE MR A B ARE, PRI A
WANGEOUNT S S AR N AR . Wr: W4 T ASWD BN SRS HE S a1 H Bbs# s )
RSN UeR,, CIEZIU R W4 ™ OPIK BN e 85t Wikd% T F g8
DEBUG X/ Bon 57 ; W% PrintScreen B W 2w R %2,  FHORAF RIREAL o

KK eiER R, SLRIBIT frameStarted #REI 3= 22 ) B2 AL B B8 B A0 PR B A1 80
FEHIRGAL, SR DALE SEBR N A, EIRAEAR 3 Y myFrameListener Ji7, H08sK
I frameStarted pR%L, EHAEHISELE 3D YA A3hahm . A3hash%E. HRAZE Tk
1B frameStarted B8 Z0H HFE 2K ExampleFrameListener Z5H1 [ frameStarted B %, ANIRIR
R BREREAN UAR P R D REAt i R R T



E—1 3D EF

T f#5¢ OGRE ] FrameWork 5, AT HNZAERSRIAT N R AR, KK E
KINAE T 5% F FrameWork J5, 3D 2P T K SAR 152 A fhj 5.
Bt L E A — T FrameWork F152 bR FFEFHIC R

— mfFramelListener X
ExampleApplication ExampleFrameListener

myApplication myFramelListener

FrameWork 5 55 3 H ) ¢ 2
OGRE [ FHHEZEH 52 LUF T ExampleApplication 5 ExampleFrameListener 25, 334
T 3D MHTREFP A EEER, T TT A I A TAE 284 2 A
1o JRAEH A SN RS2, HOHr eI createScene B LB EE 5%
2. URZEH EH ORI RS, WORTEERTE, FOHrCBl frameStarted A LEATRERR
By A2 TR 5 e 4
F17F Demo_EnvMapping T2, 31X & — AR5 /) 5. 5 [ FE 7 S .
XA LA PN CF EnvMapping.h F1 EnvMapping.cpp .
EnvMapping.h S {5 X T ExampleApplication ZE[¥JJK 2 EnvMapApplication, Jf 587 S
T createScene BRALAIEE H— NS A BAT PRS0 £ N BE K5 ARG A0 R
class EnvMapApplication : public ExampleApplication
{
public:
EnvMapApplication() {}
protected:
/] HHTSEIN createScene BRI, QIEESE BRI
void createScene(void)
{
Il BCEIEDG
mSceneMgr->setAmbientLight(ColourValue(0.5, 0.5, 0.5));
/B OB
Light* | = mSceneMgr->createLight("MainLight");
/1 WCE ROGIE VAR, BB 6
1->setPosition(20,80,50);
/] BEN ogrehead.mesh FH A, A — Entity o
Entity *ent = mSceneMgr->createEntity("head", "ogrehead.mesh");
/I BEE £ N Entity (IR O E AT CRBEIGIED
ent->setMaterialName("Examples/EnvMappedRustySteel");
/] ¥t N JBE Entity SRS 5007 05
mSceneMgr->getR ootSceneNode()->createChild()->attachObject(ent);



}3

—MNEARR I SRS RO EHAIRRSE . X B A B U@ iR R AL SR A
J&KH T ExampleApplication & A A TS AL (M. FrameWork # 7))

RN SO RN G W0V B Entity . 24 T8 7437 54 B OGRE 5N T 350711
RUISNES, P 3500 A A B BR RORE, 14330 Entity #BEE LR SO h A
A1 R e 53 PR mSceneMgr T 5 OB IR ER F2K 58 ot I S AR I B . K
TIXE NS F 5 1) 5 B

Y s 2 )5, B T ORACER N R N TR 8, 3% 3553 ACS 7E EnvMapping.cpp
B, R
/I PR IE 5, OGRE & F: 7851,

#f OGRE_PLATFORM == PLATFORM_WIN32

#define WIN32_LEAN_ AND MEAN

#include "windows.h"

// Win32 V&

INT WINAPI WinMain( HINSTANCE hInst, HINSTANCE, LPSTR strCmdLine, INT )
#else

/1 AE Win32 ‘P&

int main(int arge, char **argv)

#endif
{
/1 B N IR 0 5
EnvMapApplication app;
try {

I AT go BREL, JTHRNY FHRRFP Rl 72
app.go();
H
/] FH A
catch( Exception& ¢ )
{
// Win32 - & R R
#if OGRE PLATFORM == PLATFORM_WIN32
MessageBox( NULL, e.getFullDescription().c_str(), "An exception
has occured!", MB_OK | MB_ICONERROR | MB_ TASKMODAL);
/14 Win32 V& S iR
#else
fprintf(stderr, "An exception has occured: %s\n",
e.getFullDescription().c_str());
#endif

}
return 0;

}
GiEAR TR, A exe UM, KiiZ exe SCIFHE LRI AT A5 H kAT, BRI SBI45R
ANERT OGRE RE/¥ s AT A e (IR AT WIS i) RBE A sg (RS,



QUM CAFEED

EnvMapping /7

OGRE H 2

OGRE J& — M= 4e R JEiE S 515, (E1R 2 AbH i R vh &0 75 A0 ] B8 IX — A F B,
i TR B LAAME TR E R BRI AR FHZ 5 . fF OGRE HHfit | 30 S Es, &
1153 4 /F math. Vector3. Vector4. Matrix3. Matrix4 FIl Quaternion 28 HL, XFFHERE
T AN R R B BRI 2 772U SIS asm.math.h SCAFH

asm_math.h

TEASKL A E AR I FF A& (MSVC Hl GNUC, {H GUNC ASZRHR NI a7,
P LT GNUC JLsids 2 i HAs AT s ). T g /3 i 07 2RS0T AR5 75 2 m ieR (1)
B2 R oA AU HE asm_arccos, asm_arcsin, asm_arctan, asm_sin, asm_cos, asm_tan, asm_sqrt,
asm_rsq. apx_rsq. apx_rsq. InvSqrt. asm rand. asm rand max. asm In 55pRA%L. —MATH
B N IF R EAR X BLE SRR, IXEE R 0t Math R A

B AYE

Math 3%

AR e T IR EC oA, R RS e C 3 AT PR AR R0 44, Al RT3 R
77 X SR RIAE T 0T LRI LR R4 R ()R o Math S (18 3 RR B SR Aa 335 FH AT ) pR 25 LA
AL R A B U 7 R, s il AR S OO . X T Math 28 1) 52451 442
1 Root H BNIEAT K], BT LALEALE FH IS fige 7522 A RE s 20U T 280 s 880si v LA T 2 Mathe:
PR 4 ()8 Math:: getSingleton( ).Bi%(44 O

Math 257 K #0248

i Math 25 0% T #8500 I 0



POS INFINITY:

SEXUIR

const Real Math::POS_INFINITY = std::numeric_limits<Real>::infinity();
NEG_INFINITY:

SEXUIR

const Real Math::NEG_INFINITY = -std::numeric_limits<Real>::infinity();
PI:

I PV G SEBLT tan BREL Catan) oF SR 42

SEXUTR :

const Real Math::PI = Real( 4.0 * atan( 1.0 ) );

TWO_PI:

SEXUTR :

const Real Math::TWO_PI =Real( 2.0 * PI);

HALF PI:

PII =32

const Real Math::HALF PI =Real( 0.5 * P1);

WU A A
int Math::IAbs (int iValue)
BORTZ 50 e N ERL
int Math::ICeil (float fValue)
BN T Z 50 B KA
int Math::IFloor (float fValue)
IO, IR 1, A SEIR-1, 4 0 1O,
int Math::ISign (int iValue)
WS A A A
Real Math::Abs (Real fValue)
SRIARTZRE, S5 RAE 0 B PL 2 W), SEBr Ll asm arccos PRIZLSEIL .
Real Math::ACos (Real fValue)
R IESZ A, 45 RAE-PI2 2 P2 2 [A). SEFr # IS asm_arcsin pRECSEEN
Real Math::ASin (Real fValue)
RICEVIREL, 45 RAE-PU2 3 PI/2 22 |H]
Real Math::ATan (Real fValue)
K2 B SOEYME, SEbritiad C 3847 % s 2SI
Real Math::ATan2 (Real fY, Real X)
KK TZH B/ NEEE, IR INME D 524
Real Math::Ceil (Real fValue)
KRG IR VSR LM, 38— ASEERE RGN ERE. A b, A aR
W AR SR N 90 FEJE I IESZ . EERIEHISAA R B R 53 2 4096 4y, RN BT /N 22
e MR E R, 4% Math REME 8L 2. WERAMEBRE, Kl oty
Y SCHLI) asm_cos BRBUREE R .



Real Math::Cos (Real fValue, bool useTables)
VHAAREREU, 259 e 1) fValue K J7 - e Jhy ARG 4L 2.7182818. i C 18T i Hexp
BRI S
Real Math::Exp (Real fValue)
WUNTZ R B R, 85 R 528,
Real Math::Floor (Real fValue)
TSR B AR EE,  SERRIE I G SEIL Y asm_In BR AT K
Real Math::Log (Real fValue)
VSRR IO, SEBRIRL C 84T R pow BRESEIN .
Real Math::Pow (Real fBase, Real fExponent)
WA, KT 03 1.0, AT 03[F-1.0, 55T 0 &[H] 0.
Real Math::Sign (Real fValue)
KIESZBRA, HBoASHIRE T ELRE, R EN false. WERAERE, il
T GmSEIL) asmsin BRALSETHE
Real Math::Sin (Real fValue, bool useTables)
AT
Real Math::Sqr (Real fValue)
VSR ITPT7, bRl I g S IR asm_sqrt BRI SERGTBE
Real Math::Sqrt (Real fValue)
TR SEEO 7 Ja MBI, Bln: 1/ Sqrix), SFF s Id—f R G k.
Real Math::InvSqrt (Real fValue)
RIANO. 1 Z [MIBENLEG 450 FT 1. gL asm rand il asm rand max BA
H5E .
Real Math::UnitRandom ()
IR PIANE E S E A BEA L
Real Math::RangeRandom (Real fLow, Real fHigh)
541 B N Wl 1191 i5% 1 SR K T O
Real Math::SymmetricRandom ()
e ey IR
Real Math::DegreesToRadians(Real degrees)
SIVRE A oy £
Real Math"RadiansToDegrees(Real radians)
FE - YE2 [ HA A SR SE D =ML, g I, R .
bool Math::pointInTri2D( Real px, Real py, Real ax, Real ay, Real bx, Real by, Real cx,
Real cy )
KIEVIRRE, B ASHERE LGN ERIL, AN false. WIRAERE, sl
G SEILIY) asm_tan PRESERCTH B
Real Math::Tan(Real radians, bool useTables)
FIBT MBS ASE, B =ASHOE AVFIRZEE, #illl: a=5. b=6. tolerance=2, NI
ZE B a=b. {H tolerance [MH4{H 4 std::numeric_limits<Real>::epsilon() .
bool Math::RealEqual( Real a, Real b, Real tolerance )



Vector3 2%

RKiE=YEmE V (x, y, z) B2, =Z4E A p A E L 7 A4 18R 4B v LA Vector3
KFE, REEERUTERESEHE.

H T HRERR, Vector3 JEIR S BREOCH 7 # SE D WK ER 2. SXOh T W R4 T 18,
Vector3 [P EHE Bl 2 ZR SN public 287,

R

static const Vector3 ZERO;
static const Vector3 UNIT X;
static const Vector3 UNIT _Y;
static const Vector3 UNIT Z;
static const Vector3 UNIT SCALE;
TP AR I X A AT ) B Y A e B Z AR e R RS A (s
FEANAETRD, XA AT IS, P ASE ) H A

PR ERAERT, W MAR 1, 2, 3WLIN X, y, z 0.
inline Real operator [ ] (unsigned i) const

H AR, RIS, AT .

inline Real& operator [] (unsigned i)

G ERAERT, RG], ZRn DU .

inline Vector3& operator = ( const Vector3& rkVector )

TR IR, TP B R T A

inline bool operator == ( const Vector3& rkVector ) const
HPAGE SRS, HIBTPIA ) B A A

inline bool operator != ( const Vector3& rkVector ) const
HHN T ERAELT, s EA

inline Vector3 operator + ( const Vector3& rkVector ) const
HPIIEBRAELT, S DML,

inline Vector3 operator * ( Real fScalar ) const
FHTIEIRAELT, SEA 17) E AT e .

inline Vector3 operator * ( const Vector3& rhs) const
HHBRIEIRAELT, sem B — N is .

inline Vector3 operator / ( Real fScalar ) const
HACGERAERT, Rt B R

inline Vector3 operator - () const

HIIFIRAELT, MR I S, Sl — A S — MU R
inline friend Vector3 operator * ( Real fScalar, const Vector3& rkVector )
FRA=IEFAF, A+=B.



inline Vector3& operator += ( const Vector3& rkVector )
HHP-=12HFF, A-=B.
inline Vector3& operator -= ( const Vector3& rkVector )
FHF=IEHAT, A*=B.
inline Vector3& operator *= ( Real fScalar )
HH/=12HFF, A/=B,
inline Vector3& operator /= ( Real fScalar )
K EACREE, PUOASKRE R BT, 24 FE CPU INTH], iy LLAn SRAT W] R st /= TR
SR A BT R
inline Real length () const
KIS )1 T7, AR 22 I 1 & ] DR SK 1) A R R R 8, R BT I 707, T
AR E AR
inline Real squaredLength () const
R AR =SSV AN v AE SR I ANAEER
Cos(theta) = DotProduct(v1,v2) / (length(v1) * length(v2))
vl
vZ

JITLA, 038 P A [h) et BRI B 2 J gl T RASRAS 1) 2 ) )R AR AR R TR A
e 5 AR BT o) B R AL, T R ORR R 45 SO AR R R4

inline Real dotProduct(const Vector3& vec) const

) e Ak, B3R Ay 7 1) ANAR BB [k B o VA AR B T VA REAS 23 AR DA ) R

inline void normalise(void)

SK 1) AR

Ie) et SCRR ) 5 SRARFIZ A [ 8 JIr 701 T ARk )

I SOBUBEAR AT VR, DS — ) B8 () 55 — i) i, KRR ) 1) m) i A2 SORR S5 2R
Bltn: PRk /il o EE, B RGO i, A eI SRR G R ) B L
Tl o [ ) SCRRTH S AT DU R AN W A ) B4R R (R 290D

inline Vector3 crossProduct( const Vector3& rkVector ) const
) i ] DAREIA ) ARKR A RR B T RE S TH P AN R TR B o AR B
inline Vector3 midPoint( const Vector3& vec ) const

FHNTERAERT, WOR A SR H) & AN T B i, WA &N T B ).

inline bool operator < ( const Vector3& rhs ) const

FHNTERAERT, WR A SRR & AT B i, WA & KT B .

inline bool operator > ( const Vector3& rhs ) const

e AL B ) RS 2 B MBS OB Y 1)

inline void makeFloor( const Vector3& cmp )
K AL B )RS 20 ORAE 5 OB 1)
inline void makeCeil( const Vector3& cmp )

VIRl A R R E EL A, AN REAEE R R T 2, K HEHREA,



JH it it B Xl g el SR 280 16 5 R 1) A D 1) 8 g X 2 o o 0~ T 95 1)
HOEEE TR A, RRECR XA R . W R RIS B 45 R R 0, X Eh
Length(VectorC) = Length(Vector1) * Length(Vector2) * sin(theta), iR &E5 X IEHE S
(sin(theta) 4 00, HBAMLECH KGR E S Y IERIRME R 45 R in & .
inline Vector3 perpendicular(void)
75 280 Ot 29 D 17— 5 A 2 AR BEATL )
AR ECEESR BN+ T8 I« %R Math S8R s 30508 T BT 2RAE
W AR Z BT, WA T Math 28, g nT DUIE F A8 AR R 40
H—ASHOE SRVFIRFES IO
HBoASHGE W, AOREE. RO R AN R .
inline Vector3 randomDeviant(
Real angle,
const Vector3& up = Vector3::ZERO )
73 B EERs =1 v B/ B AR e e 20 H B0 ) B DU o4
Quaternion getRotationTo(const Vector3& dest) const
R ERAERT .
inline _OgreExport friend std::ostream& operator <<

('std::ostreamé& o, const Vector3& v )

Vector4 3¢
WXy, z w AR .
Mo i PR

R R BRI A

inline Vector4()
PV S B R 3 e

inline Vector4( Real fX, Real fY, Real fZ, Real fW )
PR YA TT 3R ) S HCHU A Rt b 2
inline Vector4( Real afCoordinate[4] )
P32 DU int ()2 RO RE) 3 R ER
inline Vector4( int afCoordinate[4] )

P52 SRR BRI pR

inline Vector4( const Real* const r)

P4 VUK o

inline Vector4( const Vector4& rkVector )

2 (RIETE:

inline Real operator [] (unsigned i ) const



inline Real& operator [] (unsigned i)

inline Vector4& operator = ( const Vector4& rkVector )
inline bool operator == ( const Vector4& rkVector ) const
inline bool operator = ( const Vector4& rkVector ) const
H Vector3 X} Vectord I, HHw b 1.

inline Vector4& operator = (const Vector3& rhs)

Vectord el Matrix4

inline Vector4 operator * (const Matrix4& mat)
HH LR ERAERT .

inline _OgreExport friend std::ostream& operator <<( std::ostreamé& o, const Vector4& v )

Matrix3 3
3%3 SEEK,
HE

const Real Matrix3::EPSILON = 1e-06;

const Matrix3 Matrix3::ZER0(0,0,0,0,0,0,0,0,0);
const Matrix3 Matrix3::IDENTITY(1,0,0,0,1,0,0,0,1);
const Real Matrix3::ms_fSvdEpsilon = 1e-04;

const int Matrix3::ms_iSvdMaxIterations = 32;

Matrix3 ();

Matrix3 (const Real arr[3][3]);

Matrix3 (const Matrix3& rkMatrix);

Matrix3 (Real fEntry00, Real fEntry01, Real fEntry02,
Real fEntry10, Real fEntry11, Real fEntry12,
Real fEntry20, Real fEntry21, Real fEntry22);

2 (RIETE:

NARERERT

Real* operator[] (int iRow) const;

TREHERAEAT

operator Real* ();

Matrix3& operator= (const Matrix3& rkMatrix);
bool operator== (const Matrix3& rkMatrix) const;
bool operator!= (const Matrix3& rkMatrix) const;
Matrix3 operator+ (const Matrix3& rkMatrix) const;



Matrix3 operator- (const Matrix3& rkMatrix) const;

Matrix3 operator* (const Matrix3& rkMatrix) const;

YT BRAERT

Matrix3 operator- () const;

Matrix3 3¢ Vector3, %5452 3*1 ) Vector3.

Vector3 operator* (const Vector3& rkVector) const;

PLUAC 7 5 BAERF, Vector3 J€ Matrix3, 255 0& 1*3 [ Vector3.

friend Vector3 operator* (const Vector3& rkVector,const Matrix3& rkMatrix);

Matrix3 L, —Mrte

Matrix3 operator* (Real fScalar) const;

R G5 bR I Matrix3.

friend Matrix3 operator* (Real fScalar, const Matrix3& rkMatrix);

13 Matrix3 HHJHEE 51 o

Vector3 GetColumn (int iCol) const;

BOE Matrix3 R E 51

void SetColumn(int iCol, const Vector3& vec);

fa =AM, M Matrix3 R BENIE Matrix3 I 4.

void Matrix3::FromAxes(const Vector3& xAxis, const Vector3& yAxis, const Vector3&
zAXis)

SR IR P e

Matrix3 Transpose () const;

SR B R AR R, 3 RCIR [BIME E bool BUIK), 4531 25 A FEAE S — NS 4R,

bool Matrix3::Inverse (Matrix3& rkinverse, Real fTolerance) const

SRR RIS R, 3R (AR A SRR

Matrix3 Matrix3::Inverse (Real fTolerance) const

RASFFEAREAT I

Real Matrix3::Determinant () const

AT — LR PR BN REANT, HARBAE L

Matrix4 3¢

4%4 S,

=R

M B

Matrix4::ZERO ZE40 [
Matrix4::IDENTITY HLf7 %0 [



APEREAE

inline Matrix4()

inline Matrix4(Real m00, Real m01, Real m02, Real m03,
Real m10, Real m11, Real m12, Real m13,
Real m20, Real m21, Real m22, Real m23,
Real m30, Real m31, Real m32, Real m33)

DAREEE €

HH M ARRAETT

inline Real* operator [] (unsigned iRow )
HH P ARRAERT

inline const Real *const operator [] (unsigned iRow ) const
FL A IR

inline Matrix4 concatenate(const Matrix4 &m2)

L IR

inline Matrix4 operator * ( const Matrix4 &m?2 )

P HTRE R 58 1% Vector3 AR #, R [MI{E /245 A Vector3
inline Vector3 operator * ( const Vector3 &v ) const
HFE ik

inline Matrix4 operator + ( const Matrix4 &m?2 ) const
PR RES

inline Matrix4 operator - ( const Matrix4 &m?2 )
PSS

inline bool operator == ( const Matrix4& m2 ) const
HPALS

inline bool operator != ( Matrix4& m2 ) const

H Matrix3 ¥4 Matrix4

inline void operator = ( const Matrix3& mat3 )

L

inline Matrix4 transpose(void)

BB AR TR R )

AR St

Jo || R | vx

i |11 |18
B s | R | vy
i |11 |18
o R || vz
i |11 |18




inline void setTrans( const Vector3& v )
R S~V A% AR AR R
SE I IE

inline void makeTrans( const Vector3& v )
R 1A% AR AR R
G Rt

0 0 0 tx

0 |0 |0 |ty

0 0 0 tz

0 0 0 0

inline void makeTrans( Real tx, Real ty, Real tz )
tH Vector3 345 AP AR AR I o VE RS HaAS B DL PR AR
EE T

0 0 0 V.X

0 0 0 v.y

0 0 0 v.Z

0 0 0 0

inline static Matrix4 getTrans( const Vector3& v )
3 AN SEHORTG A PR AR . VE RS e A B R
g Rt

0 |0 |0 |tx

0 |0 |0 |ty

0 |0 [0 |tz

0 0 0 0

inline static Matrix4 getTrans( Real t x, Realt y, Realt z)
BEE R A G50 73
G e

vx | B[R] R
B | ||
vy | RO IR
1H 5 |18




BB vz | R
5 | 1H fH
B |15 |1E ||

inline void setScale( const Vector3& v )
1 Vector3 K154 I8 B
g Rt

vx |0 0 0

inline static Matrix4 getScale( const Vector3& v )
HH AN S AR A A TR
g Rt

sx |0 0 0

0 sy |0 0

0 0 sz |0

0 0 0 0

inline static Matrix4 getScale( Real s x, Real s_y, Reals z)

M A FE R T B e A T8O, SHOERI T AME 2, s R,
inline void extract3x3Matrix(Matrix3& m3x3)

A R A AT

inline _OgreExport friend std::ostream& operator << ( std::ostream& o, const Matrix4& m )

Quaternion 2

VU Hide o2 T3 e RN 7 A 5 R ke Rk iy o AR, AT AP et m] LA,
FHETH L S B, A0 R DU e (R TEFE Tk

Wl MR BOE T LLG B xity, Horb xR A, y 2 SiBe AT i 9P 555+
-1, IBAS -1 BRI RGIHR VR AZ RE RRE, HOFAAE AR AR H A I 4

B xi+y & NREG AATATRAL M EoE AR A PR A
JER, T =AY DU TS S xi +yj + 2k +w, fEIXHL i j k PR -1
MRS, AR BATE Y e bR, Hot ] 'S X Fw(x y 2)].

VU TC BT TR R BT AT I A e e o IEARITE 2, DUOCEU A 2 DUN7 L BTl
SUREERS A FE B I T 25 DUASH0 2 o IXAS R PE T A B TR UKV 2 K g e b B Ak 21 SO
e (InoGBE D o (AR SRR [w.(x y 2) ]I HEdE e ?

BGRAEX, IR G B AR DY e B, DUIC B R BT R L. el i
sqrt(w? + x? + y? + 22) T BRI 1, U 2P IR I AL DY e QESALRE )



ME— RS DU T BT R I e, R AR 206 R R DY e AT 3 — 1k

VU TTEHFAS R A 9 HAT e i R, DRI (R A — S 46 Y S B e ) — 28 B T
1o AR AT A7 A 2 1) (1) DU 76 2800 48 A R A sl £ (R 3R 7R, R e 2 vl i OpenGL A4
PIFERE . BATTP R A s AN Pl e i A A 2 Al e R, llan: AP 58 A Billie
o KW AR RXA eI e H € L Q= (¢ s Xu S Yar s Za)o i s=5in(0/2), ¢ =
co0s(6/2). A

A

A B A

F Y cHk

Quaternion Quaternion::ZER0(0.0,0.0,0.0,0.0);
A7 P TGEL

Quaternion Quaternion::IDENTITY(1.0,0.0,0.0,0.0);

TE)3E PR 2

WA SER G R A, A w, x, y, zHE.
Quaternion::Quaternion (Real fW, Real fX, Real fY, Real fZ)
P4 DRI R A

Quaternion::Quaternion (const Quaternion& rkQ)

DARTEE

1 3*3 Bk R AR U ook, SHUL R

void Quaternion::FromRotationMatrix (const Matrix3& kRot)

K VU TCEC e N e b, ZHOR ML SH, SRS 2 B J B .
void Quaternion::ToRotationMatrix (Matrix3& kRot) const

WAL BRSO TCE, SO AR, RVt ARl 2 DR,



void Quaternion::FromAngleAxis (const Real& rfAngle,

PO e il A RRIEIN AR . SECESI S, %,

void Quaternion::ToAngleAxis (Real& rfAngle, Vector3& rkAxis) const

H1 3 A Ji A A e R B A B VY Te i, SRR R 1) ) 22 A 1) 30 1 T e ARG
(A 34

void Quaternion::FromAxes (const Vector3* akAxis)

H1 3 A 1) SR TA R AR B A s DY e £

void FromAxes (const Vector3& xAxis, const Vector3& yAxis, const Vector3& zAxis);

e DY A e e R b, AR R AR R 2 A (B3 A R ERIA,

void ToAxes (Vector3* akAxis) const;

P PO TCBUE e R, 2R 3 A ) R

void ToAxes (Vector3& xAxis, Vector3& yAxis, Vector3& zAxis);

=R AERT

Quaternion& operator= (const Quaternion& rkQ);

HHRIERT

Quaternion operator+ (const Quaternion& rkQ) const;

- BRAERT

Quaternion operator- (const Quaternion& rkQ) const;

YRR, DUTCEe I o

Quaternion operator* (const Quaternion& rkQ) const;

HYPHHRIELT, oo bri.

Quaternion operator* (Real fScalar) const;

FHHRIELT, Do DU oli. BEEON A5 T

friend Quaternion operator* (Real fScalar, const Quaternion& rkQ);

HP AT RAETT

Quaternion operator- () const;

== AETT

bool operator== (const Quaternion& rhs) const;

VU e o

Real Dot (const Quaternion& rkQ) const;

VU e HOR AR

Real Norm () const;

VU TCHOR FE, ZRADY ek 0

Quaternion Inverse () const;

LR VALpIve-s & NG O N N I v G R AL 8

Quaternion Unitlnverse () const; // apply to unit-length quaternion

KRPU RS, R e MDY ey

Quaternion Exp () const;

LA e Ay T S DU e AR x4

Quaternion Log () const;

HIVYTCHOie s 17 B (LT nVidia B SDK A 30 ) .

Vector3 operator* (const Vector3& rkVector) const;

WA R, ERIZMEAdiE . 240 T 2 0-1 IR A1~

static Quaternion Slerp (Real fT, const Quaternion& rkP, const Quaternion& rkQ);



ARSI G R Al TR BRI M EAE (. 23T 0-1 BTN 1.
static Quaternion SlerpExtraSpins (Real T, const Quaternion& rkP, const Quaternion& rkQ,
int iExtraSpins);
A L R RN A &
static void Intermediate (const Quaternion& rkQO,
const Quaternion& rkQ1, const Quaternion& rkQ?2,
Quaternion& rka, Quaternion& rkB);
RIS A BRI, FESRHME CUUdfiD . HERAE QARSI LR, i # fH43
FPEII H IS o £T 24 0-1 (RIS R I8 o okP 1 1kQ W FESR RIS SN 28 550, T tkA F14 kB
B P 2 — R B RO T (I RE LD

B A
Q
“/f\vf\\ﬁ/y\\/A\‘
A B

Xt AB BidifE SHBIK AB B idiE
static Quaternion Squad (Real fT, const Quaternion& rkP,
const Quaternion& rkA, const Quaternion& rkB,
const Quaternion& rkQ);
LR ERAERT .
inline OgreExport friend std::ostream& operator <<
('std::ostreamé& o, const Quaternion& q )

FE AR H &

AEEE

MISCA RISk Ogre RGEWIIATL . 81T G5 AR LLARBUE B AT HSAE T AT Bl
e

Ogre HHERFE AL
Ogre HERGHMW N RYLE: Log K5 LogManager. I HIFRA 3 A KA XA,
Log 2

REMTIEREEMHE. Log KM— RGN T —AN H &30
Log ZFEML T ) H &S5 B IR 2L logMessage, HLE LR



void logMessage (const String& message, LogMessagelLevel Iml = LML_NORMAL) ;
24 message, String R TE, [FEEES ATEE.
ZH ml, FRERANEERIG0N, Kb —%E B EEREE.

ZHUH 5 DI E R
LML _TRIVIAL AL
LML NORMAL — K
LML _CRITIAL e

N T I — A5 R, i R AR %0 BB A H G AR A
SRR, N RN H S SO SRR . Log 2R3t T — 1 PR 4L setLogDetail
KBEE H S SO H R, HoE L h

void setLogDetail (LogginglLevel 11);
ZH N, e iz HE S, ks H & SO EEARE .

SHE REAEXHHEZRE

LL_LOW =K
LL_NORMAL —h%
LL_BOREME BS

LogManager 3¢

EHITA Log RIS, WUE s B A I H &S R0t HE S b E S
LogManager ﬁfm{ﬁTﬁUL Log X% i B 2K createLog o
HE, ANEH Log KEAZAIEXN %, % LogManager [1) createLog MUK A Log
X% BRUMIXLRIE T i LogManager 4E47 A 1) Log X1 %, it LogManager W] L7 {§i
AT ARG EEE . createLog & L UNF:
Log* createlLog( const String& name, bool defaultlLog = false, bool
debuggerOutput = true );
S¥nameZStringK B, EIEEMENEBETHRIXHZ, 0gre. log.
S¥defaul tlog@ M /REERY, WRAtrue, MEFEHAEIENHELHREAN
LogManager BRIARY B E3CH. 8 FLogManager Ry [ R &UED X I ST 3L
S debuggerOutput BT /REER, R Atrue, MAREBEXHFHMBER, B
mEiEXEOPREER.

F 73 BR B
X R iR #lgetlog Al LUBIT XA A BRI HARMLog K. EHIENXINT:
Log* getLog( const String& name) ;

S¥namelf E T ESHKBBENHZ -

W E EIALog ST 2R 51| B BY, 53 BR 2 -
void setLogDetail (LogginglLevel I1);



SHIHEERAREXHNERRE, EAUE:

ZHUH (CEENINE TS
LML TRIVIAL A
LML NORMAL — K
LML _CRITIAL R

R R K #getDefaul tLogiR B EXIA ALog Xt &
Log* getDefaultLog() ;

B R H | ogMessage M BNIAR HEXHFEANER, EAERMER:
void logMessage ( const String& message, LogMessagelevel Iml = LML_NORMAL) ;
void logMessage ( LogMessagelLevel Iml, const char* szMessage, ... );
SHInEERANNEENEERE.
—logMessage I AB HEXLHHREA—KIER. E -1 logMessage ] LIS NI
HEEER.

Ogre HE RS 2561

EFitit

# %) ExampleApplication [ createScene BREL, 1EREAN I — 1444 Test.log MY 1H &
A, FFmRAZSCA TN B R

oA

void createScene (void)
{
Log *p_Log = LogManager: :getSingleton().createlLog( “test. log” );
p_Log—>logMessage( “| write a message to test. log” );
}
fEcreateScenei{E &, B ALogManager Bcreatelogi R BREEEIE—E A
test. logfIBEH, FHAp_LogirfFIk BEXHRYIEST. AR/, FATBiILoghI X 5 iF £
logMessage[gltest. log B AN—A]1E.
PIT—BREFRE, MESEZUEFANITXEHREMERTE T —1 % Atest. loghIX
1, 3EEITHtest. log, FEFEN—ITF: | write a message to test. log.
LR, XPMEFMMHFEETAEX. EHNBEMRARER—TO0gre BERGZWFERAE,

KT 0gre BERZMNA, AT —HIRELEFEENE



FHaE

Ogre [l C+ -+ R 3 AL BELHIDR AL AR 1%

fi I 57 W AL B O 3T Ak

HOG, M ALE, FTRME C+ e A AR A LA X 3570 38 2 3 ol O
FIRDD o ACTIN 257 BB o AT LA L S8, i 5 800 mT LA RS % A AT AL B

Fok, AR AC B, T URE S T IR (IR 2 SR A R AR, — A e
WA, XA BB TR R RS .

Ogre " H 575 14811«
try {
app. go () ;
} catch( Ogre: :Exception& e ) {
/) RBRE
}
G, XBARIE S Ry, Al try 5 catch B R, WIH app.go) A HR 74,
Ogre::Exception R (¥ 35 @i, catch #B0 il sk I F AL HLXAN 4

HR, WREA 7H, BRI AT RS SR IX AL :
if( lapp.go() )
{
// RIBEEIR
}
FATAFAH R E IR [FHE K 8 AR . IXRE, AMERFR (S BAER, 1 H S8R
B AL ERARHS 55 N AR VR AE 2, AN T4,

Ogre X} 5 % AL ) ST H¢

Ogre::Exception

Ogre & X T HMW R H R Ogre::Exception, Btk T &R TS BB RS . 7F
MR HRAER A TS . YRR AR, Ogre 2x#il X AN R 0, I
XA C S R RS B 5 A3 LogManager BRI H & SCFH,

Ogre::Exception $&fit TNl 73 MR 2L getFullDescription, ‘& 1IR [FI{H /& String 28 T 1],
PRAT T XTI ) PSR s



Ogre::Exception 447 T — MR FRERG . $R4E T — N AKL %L pushFunction, ‘B#21%
—A String KRS 4, F— A H AR EL popFunction. FATTRR EEAEREA B EL K L 4R 1 B
HH_pushFunction, FH-4i% R E I REA SESHUE N . FE45 AL E Y _popFunction »

LA 5EBhE

Except(num, desc, src ) #H4] throw( Exception( num, desc, src,  FILE , LINE )),
a, b, ¢ 7 ACERE RS T, BRI SRR AETT/E RS, FILE Ml LINE 2 R&HEL
a5, eI R R A I AR SR T HL

OgreGuard( a ) #H47T Exception::_pushFunction( (a))

OgreUnguard( a ) #H>47T Exception:: popFunction( (a))

Ogre 7 & W #1457

s TR

// Log.cpp
Material Application app;

try {
app.go();
} catch( Exception& e ) {
#if OGRE PLATFORM == PLATFORM_WIN32
/I RTE Win32 -G, W — MR TR, SRR ER R TR R B
MessageBox( NULL, e.getFullDescription().c_str(), "An exception has occured!", MB_OK |
MB_ICONERROR | MB_ TASKMODAL);
#else
/I RANE Win32 16, W E B AR A TEAIAE B
fprintf(stderr, "An exception has occured: %s\n",
e.getFullDescription().c_str());

// Log.h

/)€ AR AL Wudil, 75N uRIBr il A

void Wudil()

{
OgreGuard( "Wudil" ); 1] ¥4 BR AL TR s N HERR
Except( 888, "wudi", "Wudil"); / i FH
OgreUnguard(); /] AR T G 3R



/)AL Wudi2, 7E R Wudil

void Wudi2()
{
OgreGuard( "Wudi2" ); 1/ ¥ R A PR S N HERR
Wudil(); /1 Vi Wudil
OgreUnguard(); /] AR TG 3R
H
class Material Application : public ExampleApplication
{
public:
Material Application() {}
protected:
// B createScene PR
void createScene(void)
{
Wudi2(); /1 V] Wudi2 pa %
H
¥

BATREN Y, ot — DR T AE

X

An exception haz occured!

@ An exception has been thrown!

Details:

Error #: 853

Function: Wudil

Description: wudi.

File: d:‘programming exercizes‘ogreflF'ogred9firemwind logilog b
Line: 32

Stack unwinding: Wudil ()<-%udi2 (1<-<<beginning of stackir

L} L . J—— - — L]

B H &S0 Ogre.log i id % T [RIFE (AT 215 B
5:49:48: An exception has been thrown!

Details:




Error #: 888
Function: Wudil
Description: wudi.
File: d:\programming exercises\ogre 1§ F\ogre99f\renwind log\log.h
Line: 32
Stack unwinding: Wudil()<-Wudi2()<-<<beginning of stack>>
WA AT, WoR TR ETT . ATATLUE , HRIEKREDE Wudi2(), 75
RAEAERETH Wudil B ELA -

3 Ogre (T HERG L W AL, AT DURE N & H RGISAT B, HRIEE A7 B
RRAERINLE, JFEhAS AL B R

7y AN

3D Sy seie—A 3D FEF RIS E I N2 . WiR 3D Wik e ARl SHELHEMI7E I 5 B,
WA A R s E kg 7. MRFHEARFNAL, KEEf— 3D 550
AR PR I

OGRE N T fif# ey st BRI I B T LA BB & R e AT S Bk 5 1 4 rh i) 26

Entity: 35702, Mesh (FZY) fE37 5 i)l

Light: 508, B ARG g serh i) sl

Camera: I 50UCHE, I F RIS 17 501 1K) 541

SceneNode: 15 (137 5t 5 LT

1 7 3 SceneNode A& JLAMMESA—FE, He JLAMESHE I HY R PSR, M
SceneNode 7EILSA FE A AL, B2 T AU st M S & .

OGRE [ JIALUZ AL RIS S b 137 5 o0 iedh G AN [R) 23 ), X3 v BAK)
I IEANIF ) NAS 8], BN AE ) B —A SceneNode X % K H, SceneNode Kb ¥4l . Jighk
R4 i A5 5 23 MM R AT A o ZERES SceneNode |- 1 BLEE $2 25 Fl 3 5t 70 % (U : Entity | Light,
Camera %5 ), ) 5t 0 3% A 5 I A 5157 5 28 [ A7 B AH DG AT 4, A3 A8 4+ SceneNode i ( Light
Al Camera KW LRAE A A E, (HIRZ B A% S SceneNode FoRANEE, W5 TiA).
OGRE ¥ K i SceneNode $4 [ 7% [H] I K1) 73 JZ R AL SR S5 40, M 58 O BN S 54 R A
M. et EunrT:



lighti

Yy sk K

M R AL B AT AR 3 5 R o o BN R T S0 B 1 53 ORA 7 AR T S5 R R A
RERS FIAO e B GOX— RURE S o 19 SR LR S M e e s 8. XA R L R
AR BRI e (R I, LA m A A R 3 5O R A S R B R e i . MG —
T 5 A NH SRRV DL, AR S I, 5 A AFIR AN AL E BRI
{EABATTERBE A VR 30 T Xt T O A S s B R T BHAE—TF, U4i/ N F ey
R RIS iz, AN SRS A /N oK

OGRE #&ff:—~™ SceneManager Z&K 11 57 347 5017 s 144 . SceneManager 14 11 5t
Entity. Light Il Camera M8 BERIZEY .y AFRATEX 3 S BEATHRAE MR E 2 1 2 5

SceneManager FJACTH .

Entity 3%

Mesh #HE7E 3755 H K S o

void setMaterialName(const String& name);
ZHIM URA ST (GE124F OGRE ISAT GG 4 i 44 24 .material FIASSC A 2 )
58 U LA R 1% A4 IR E W AN Entity IR 5

AR ADUTPAERE P b B —A Entity, X375 1) Entity Q0 HEF1E BE—

#& H SceneManager K521, T AFRATIARE L 1 1 SceneManager [ createEntity pR#K A1
% Entity.

SceneNode 2%

W e,



MEEHT GO R BV T 1. REEEBNN T fifn 44 o SHOL 39 D T 241 1O
R ZN) S

SceneNode* createChild(const Vector3& translate = Vector3::ZERO, const Quaternion&
rotate = Quaternion::IDENTITY);

MR R BB T A B DS ERIZ T RAIR, RS EE 775 T
T A AL B

SceneNode* createChild(const String& name, const Vector3& translate = Vector3::ZERO,
const Quaternion& rotate = Quaternion::IDENTITY);

FZR TG BRI

SceneNode* getChild(unsigned short index) const;

FZAFRIRIC T R

SceneNode* getChild(const String& name) const;

B E R G 5 19

SceneNode* removeChild(unsigned short index);

It B4 T 44 PR FR) 5

SceneNode* removeChild(const String& name);

FE M H1 55T H:82 MovableObject. MovableObject /& Entity. Light. Camera ZS[1)25E2K.

void attachObject(MovableObject* obj);

FEHT R RO, BN EIZRAE attachObject 58 B

void attachLight(Light* 1);

FEHT P HEERAE ML, AR N HIZZ 4T attachObject 58 B

void attachCamera(Camera* ent);

45 FE & % 515 ) MovableObject

MovableObject* detachObject(unsigned short index);

J6 445 % 44 PR ] MovableObject

MovableObject* detachObject(const String& name);

A RS 58, M Node 284k KM I K%L, 4 setScle( )4

SceneManager 2t

WEEHE, 2 REENROk.

SceneManager 2K P # f& 17 std::map 28! ) CameraList . LightList - EntityList /1
SceneNodeList , Jf $& ffk % Fft 77 VA% AT HEAT & BRI 4E 47 . SceneNode [ £ ) 5 v i
SceneNodeList SZ 5 [t — MR g5 8 . fEREA™ SceneNode H1 5] H CameraList. LightList.
EntityList H1 [ 70 S T 375 JCEAE SceneNode [ [FJ#E4z. SceneManager X148 H AR A7 3%
ST RUR R Y AR BT AR AZA I N H

A e 3 R K



SceneManager();
B BT BRI
virtual ~SceneManager();

FHAGH AR 5% 28 2

virtual Camera* createCamera(const String& name);
virtual Camera* getCamera(const String& name);
virtual void removeCamera(Camera *cam);

virtual void removeCamera(const String& name);
virtual void removeAllCameras(void);

AT G b £

virtual Light* createLight(const String& name);
virtual Light* getLight(const String& name);
virtual void removeLight(const String& name);
virtual void removeLight(Light* light);

virtual void removeAllLights(void);

4 JFUAH 5% R 5
virtual Material* createMaterial(const String& name);
R [B]—ANFE )RR BBOE FREE, AN RE AT DL i e
R BOEW T
- ambient = ColourValue::White
- diffuse = ColourValue::White
- specular = ColourValue::Black
- emmissive = ColourValue::Black
- shininess = 0
- No texture layers (& hence no textures)
- SourceBlendFactor = SBF ONE
- DestBlendFactor = SBF_ZERO (no blend, replace with new
colour)
- Depth buffer checking on
- Depth buffer writing on
- Depth buffer comparison function = CMPF_LESS EQUAL
- Culling mode = CULL_CLOCKWISE
- Ambient lighting = ColourValue(0.5, 0.5, 0.5) (mid-grey)
- Dynamic lighting enabled
- Gourad shading mode
- Bilinear texture filtering
virtual Material* getDefaultMaterialSettings(void);
virtual void addMaterial(const Material& mat);
virtual Material* getMaterial(const String& name);
virtual Material* getMaterial(int handle);



Yy 1 R SR B

virtual SceneNode* createSceneNode(void);

virtual SceneNode* createSceneNode(const String& name);
virtual void destroySceneNode(const String& name);
WAGA i, AR s h A MR A

virtual SceneNode* getRootSceneNode(void) const;

virtual SceneNode* getSceneNode(const String& name) const;

H] Mesh @il A~ S A
virtual Entity* createEntity(const String& entityName, const String& meshName);
AR L) shape B SEAAK
PrefabType J& —/MAS, FEALTIHIY) shape, ASFq EATY
enum PrefabType {
PT PLANE
i
virtual Entity* createEntity(const String& entityName, PrefabType ptype);
virtual Entity* getEntity(const String& name);
BSR4 SceneNode JIT attach, U1 ALVRAN & A& 15 38 A7 S R 4%
attach, i H] SceneManager::clearScene()
virtual void removeEntity(Entity* ent);
virtual void removeEntity(const String& name);
virtual void removeAllEntities(void);

EY5t, B45 SceneNodes, Cameras, Entities, Lights
virtual void clearScene(void);

BOEFEDG, A4 B ColourValue::Black
void setAmbientLight(ColourValue colour);
ColourValue getAmbientLight(void);

BT AR AR AR
virtual void setWorldGeometry(const String& filename);

M SceneManager ALHAF— M HESE ) viewpoint, I8 HIX AN 7 VIR MR R, B AR R
SceneManager::setWorldGeometry Y& T AW FR Rl tH FLAMNE RAELE T4 . WA
ZT M RL KR M A, WURZSH random A EL, K BEHLAYIR A,
virtual ViewPoint getSuggestedViewpoint(bool random = false);

4 SceneManager T —/MRFIR SR 1326 Tt

virtual bool setOption( const String& strKey, const void* pValue ) { return false; }

virtual bool getOption( const String& strKey, void* pDestValue ) { return false; }

i\ SceneManager J& 15 — MR SR L 0

virtual bool hasOption( const String& strKey ) { return false; }

virtual bool getOptionValues( const String& strKey, std::list<SDDataChunk>& refValueList )



{ return false; }
virtual bool getOptionKeys( std::list<String>& refKeys ) { return false; }

Enables / Disables — /M KZ5 I
virtual void setSkyPlane(
bool enable,
const Plane& plane,
const String& materialName,
Real scale = 1000,
Real tiling = 10, bool drawFirst = true, Real bow =0 );

Enables / Disables —/M K25 £
virtual void setSkyBox(
bool enable,
const String& materialName,
Real distance = 5000,
bool drawFirst = true,
const Quaternion& orientation = Quaternion::IDENTITY );

Enables / Disables — /M K25 25 il
virtual void setSkyDome(
bool enable,
const String& materialName,
Real curvature = 10,
Real tiling = 8, Real distance = 4000, bool drawFirst = true,
const Quaternion& orientation = Quaternion::IDENTITY);

S HH R R
BCE Y ST %7

void setFog(

FogMode mode = FOG_NONE,

ColourValue colour = ColourValue::White,
Real expDensity = 0.001,
Real linearStart = 0.0,
Real linearEnd = 1.0);

virtual FogMode getFogMode(void) const;

virtual const ColourValue& getFogColour(void) const;
virtual Real getFogStart(void) const;

virtual Real getFogEnd(void) const;

virtual Real getFogDensity(void) const;

YNSLTEEPSE
virtual BillboardSet* createBillboardSet(const String& name, unsigned int poolSize = 20);



virtual BillboardSet* getBillboardSet(const String& name);
virtual void removeBillboardSet(BillboardSet* set);
virtual void removeBillboardSet(const String& name);

5 %11 SceneManager A& 113 ¥ii 44 1% 17 51

virtual void setDisplaySceneNodes(bool display);

2y AT K bR £

virtual Animation* createAnimation(const String& name, Real length);
virtual Animation* getAnimation(const String& name) const;

virtual void destroyAnimation(const String& name);

virtual void destroy AllAnimations(void);

virtual AnimationState* createAnimationState(const String& animName);
virtual AnimationState* getAnimationState(const String& animName);
virtual void destroy AnimationState(const String& name);

virtual void destroy AllAnimationStates(void);

FENEGTTE, mB ]
virtual void manualRender(
RenderOperation* rend, Material* mat, Viewport* vp,
const Matrix4& worldMatrix, const Matrix4& viewMatrix, const Matrix4&
projMatrix) ;

Overlay FH K BRI

virtual Overlay* createOverlay(const String& name, ushort zorder = 100);
virtual Overlay* getOverlay(const String& name);

virtual void destroyOverlay(const String& name);

virtual void destroyAllOverlays(void);

TEWE—ASB RvE G A B M W 2, 4T S BA 51 Ak R IR 48 B
virtual void addRenderQueueListener(RenderQueueListener* newListener);
virtual void removeR enderQueueListener(RenderQueueListener® delListener);

H s E IR ARAO{E 2B

XA TR S A VRS AL T 75 1% REFAs AT IR 1) 2 S N — S el
3, FREANESBAERT,

SELB

I S PEGSAE SOT LA T 3 A



yd \\
// .
pNodeHeadGroup pNodeDragon
N B
pNodeHead1 pNodeHead2

TAICamiay oo E Entity (WO HERI 500 A, S8 R4 80E X AT
FAHR T A ST A AR NBESs MIAEAT A BB R 5 ST 07 A K. {E
OGRE &%, M7 mpska i Eesm sob (WiE 0, 0, 0478, WA se iy g
S ST B g, N S TR AL 0, B4 pNodeDragon Al
pNodeHeadGroup 5 i (A B WAE 5L, TR 2 M NEFE—K, AT
pNodeHead1 F11 pNodeHead2 7 1573 7l #H X} T pNodeHeadGroup 17 st X Hli_ LA 1E £ 200
AR o IXFEBCE IS5 R 2 S th I eI serboly, T 2 A8 NS il e e R Pl .

R REVRIIZ S, BT RIE Bl K s 20 A v G i B v B SO A () A R i e
i, X EAE? AEE T OGRE 4 FrameLisener MiliWr 5 (\# & . FrameLisener
K I frameStarted J7 V5 2 76 B — MU VE B¢ 2 HT 4% . OGRE W H HE B2 v (1)
ExampleFrameListener EL£552H T frameStarted Jyv%, HEE TERESH PN, #Hl5
GHlo AR AT U4k K ExampleFrameListener 28, 3778 frameStarted J7 Vil e #5 HIW A )
123,

if i il pNodeHeadGroup Hf— MR g — & (1) A1 FE, mT LUHY ) 1745 SOFS s 44
R RIFE A RE, AR A H S T o HRIFE 5, Bl 73l e pNodeHead1 Al

pNodeHead2 7 si—3& M BT LLEATIN H o

pNodeHeadGroup

pNodeHead1 pNodeHead?2




EIFEANE
// Sample SceneManager.h

// myFrameListener 28

class myFrameListener : public ExampleFrameListener

{
protected:

ISR RS, AT RE sl i

SceneNode *pNodeHeadGroup,*pNodeHeadl,*pNodeHead2;
public:

myFrameListener(RenderWindow* win, Camera* cam, SceneNode* pNodel,SceneNode*
pNode2,SceneNode* pNode3)

: ExampleFrameListener(win, cam)

{
pNodeHeadGroup = pNodel;
pNodeHeadl = pNode2;
pNodeHead2 = pNode3;

H

/1 F TS frameStarted PREL, 7RI HLSEIUN I S AR 2 B 45
bool frameStarted(const FrameEvent& evt)

{

Il TR R R, AR MEUEE R T e AT T HERR Ak
pNodeHeadGroup->yaw(evt.timeSinceLastFrame * 30);
pNodeHead1->pitch(evt.timeSinceLastFrame * -360);
pNodeHead2->roll(evt.timeSinceLastFrame * 1440);

I ANEST, ISR frameStarted B AL, DLSEIUH] AR (REEALIET

return ExampleFrameListener::frameStarted(evt);

// myApp K

class myApp :public ExampleApplication
{

public:

myApp(){}
protected:



SceneNode *pNodeDragon,*pNodeHeadGroup,*pNodeHeadl,*pNodeHead2;
/] SEBR createScene PREL, A7 5
void createScene(void)
{
I WEIREDG
mSceneMgr->setAmbientLight(ColourValue(1, 1, 1));

/] AERRTT 55T 1 pNodeDragon 7 4
pNodeDragon = mSceneMgr->getR ootSceneNode()->createChild();
/B “Je” Entity

Entity *pEntityDragon = mSceneMgr->createEntity("Dragon", "Dragon.mesh");

/I ¥4 )& Entity 4% 2] pNodeDragon 5 55 T
pNodeDragon->attachObject(pEntityDragon);

I KRR T, G/ NEPTAEIS R, ISR ORIt 4N T

pNodeDragon->setScale(0.5,0.5,0.5);

/" B1% pNodeHeadGroup 3755 17 15

pNodeHeadGroup = mSceneMgr->getR ootSceneNode()->createChild();
/] 1 pNodeHeadGroup 3735t 15 s I A1) pNodeHead1 15 51
pNodeHeadl = pNodeHeadGroup->createChild();

// 1§ pNodeHead1 7 fii 25 52 17 51

pNodeHead1->translate(200,0,0);

/I G “fr NBE” Entity.

Entity *pEntityHeadl = mSceneMgr->createEntity("headl", "ogrehead.mesh");

/| HA%% “fr NJEE” Entity ¥ pNodeHeadl
pNodeHead1->attachObject(pEntityHead1);

/| 1t pNodeHeadGroup 1 5i i pNodeHead2 7 51

pNodeHead2 = pNodeHeadGroup->createChild();

// 1§ pNodeHead2 17 i 25 52 17 51

pNodeHead2->translate(-200,0,0);

/) HETTHEE R “& ANBE” Entity sl H A 4h—A “f& AJE” Entity
Entity *pEntityHead2 = pEntityHead1->clone("head2");

/] FEH “ NJEE” Entity #4423 pNodeHead2 17 5 I
pNodeHead2->attachObject(pEntityHead2);

/] EEHT SN createFrameListener PRL, R 42428 ExampleApplication M1 bR £ 6] 4 (1)

#& ExampleFrameListener % %, TM3A 11X B 2 Ad ] myFrameListener X % o

void createFrameListener(void)

{

mFrameListener= new myFrameListener(mWindow,

pNodeHeadGroup,pNodeHeadl,pNodeHead?2);

mCamera,



mRoot->addFrameListener(mFrameListener);

0 X HE KA R GAROCHEHAZ 2 55 b SO XA RSB SRR AL L
ExampleApplication Z8H & ML T3 501 i 550l 35015 Entity A—Ff, Entity
ARG A S E RG], UGN A CHEER 500 AR, I 50 R
AL B RIS B R A 5 AL E R H K, BRI, ProAn ISl R 5
SRR 505 /BT DAERAR 2 7 . iR B EESNIAD G 5 L b, Tk
H:4% Entity AT A X 5, #EIE 1Y £ attachObject A AR, attachObject bR 41241
#& MovableObject KU1, 1l MovableObject /& Entity. Camera 1 Light X335, Frid
attachObject B& % AT LA Entity. Camera I Light 288 )24

BB

OGRE H B E NS RREMBLY (Haa B0 5 ki ) MIESBGY OVM S
Jok, JE CAD il I H BGE 730« BB SR mB. SrHB, KRR
A LME G OGRE 75t il LIAT 2 SR HL, nTLLKEZHL “F 27 Es RiE 2
ZAE I, FEAE 8 SISy BE R O D RS . OGRE H R AT LIS 7 T3 5045 mi (4
SGAG W HATRE . e @k & d=H1770%), W LA attach B3 501 5 b, g o g5t
T L PRI IA B S AL ] o

Camera 2%

P& <2 INEOF iiE S ARk R LR
PRAERL I R 2

Camera(String name, SceneManager* sm);
PRAERT R R 2

virtual ~Camera();

R IFIYE % B AR ML scenemanager 145 £l
SceneManager* getSceneManager(void) const;
WA BHRHLIN 447

virtual const String& getName(void) const;
BOEPGERA QESTEGERD, S8 B
void setProjectionType(ProjectionType pt);
HASHAE ] PO B B

ProjectionType getProjectionType(void) const;
BT LSRG 2L HVE S 40 5 200

void setDetailLevel(SceneDetailLevel sd);
AT BN L HTE e 401 20



SceneDetailLevel getDetailLevel(void) const;
BOE BB HLA AL

void setPosition(Real x, Real y, Real z);

void setPosition(const Vector3& vec);

BAFR BRI &

const Vector3& getPosition(void) const;
¥k Bal

void move(const Vector3& vec);

void moveRelative(const Vector3& vec);

BT SRR JT 11 [7) B2

void setDirection(Real x, Real y, Real z);

void setDirection(const Vector3& vec);
WAL T i)

Vector3 getDirection(void) const;

KJE MBI TR B 3 vk AL J7 ) ), AR E TR A, B
targetPoint & —r) H A7 TG 11 o

void lookAt( const Vector3& targetPoint );
void lookAt(Real x, Real y, Real z);

W EEGNLL8 z R e 45 w2 £l B

void roll(Real degrees);

58 y BhISINE hee di o A

void yaw(Real degrees);

28 x il bR A e

void pitch(Real degrees);

TEHEAT = A

void rotate(const Vector3& axis, Real degrees);
18 DU TC A SeA T A e e

void rotate(const Quaternion& q);

TR TR B GEA Y y Rk 247 72 1 2 e e
void setFixedYawAxis( bool useFixed, const Vector3& fixedAxis = Vector3::UNIT Y );
BOE y 7 1) BRI, KA1 1) AT g R e v B
void setFOVy(Real fovy);

WA y J7 1] A AL 4

Real getFOVy(void) const;

0T Aol T P

void setNearClipDistance(Real nearDist);

ECA5 3830 el T 4 P 2

Real getNearClipDistance(void) const;

B0 )28 2l T PR

void setAspectRatio(Real ratio);
AT AT IR L

Real getAspectRatio(void) const;
WEREHT, I B BB SO
const Matrix4& getProjectionMatrix(void);



WEREHT, I B AR B S

const Matrix4& getViewMatrix(void);

WS-SR s 5 T

const Plane& getFrustumPlane( FrustumPlane plane );

M2 52 AR AR S AR

bool isVisible(const AxisAlignedBox& bound, FrustumPlane* culledBy = 0);
bool isVisible(const Sphere& bound, FrustumPlane* culledBy = 0);
IG5 7 T AP B A

bool isVisible(const Vector3& vert, FrustumPlane* culledBy = 0);
A EIER S NS i pap

const Quaternion& getOrientation(void) const;

BT SRR JT 11

void setOrientation(const Quaternion& q);

T e

friend std::ostream& operator<<(std::ostream& o, Camera& c);
WA SR AR BT 1), A0 455 DB G 15 i R A AT A e e
Quaternion getDerivedOrientation(void);

WA AR AL B, B BT kAR AR

Vector3 getDerivedPosition(void);

IRAS AR AR 1) T 11 i)

Vector3 getDerivedDirection(void);

78 1 MovableObject [¥] 5%

void _notifyCurrentCamera(Camera* cam);

const AxisAlignedBox& getBoundingBox(void) const;

void _updateRenderQueue(RenderQueue* queue);

const String getMovableType(void) const;

e/ A fE A B ERER scenenode
void setAutoTracking(bool enabled, SceneNode* target = 0,

const Vector3& offset = Vector3::ZERO);

Camera {E %6 —

TJF OGRE $24Lff) Demo_EnvMapping HAMA) T-RLE, 38T 2 o 0 T3X/Ma] 7 FRATI %
IRFAE T, kB B bR ] DU IR S sehigis, A SR ) AR 7 ok
We? M EnvMapping.h F1 EnvMapping.cpp " &S HA 2GRS AL | AR T A& HE
T OGRE ¥ HHE SR 37 (113X A1 7, 75 OGRE R FHESE (1) ExampleApplication.h HL oA FAT]
QI THEZ L, $T7T ExampleApplication.h SCAF AT LUAHLATT b £y

virtual void createCamera(void)

{



/1 BIERZ AL

mCamera = mSceneMgr->createCamera("PlayerCam");

I A% BEZHIRE] 0,0,500 {7 E -
mCamera->setPosition(Vector3(0,0,500));

I AETEEHL 17 Z WO CBE A ) R HLD - DUBERLUR IR IR
mCamera->look At(Vector3(0,0,-300));

I RSN G RN I

mCamera->setNearClipDistance(5);

}

FF—Nillik OGRE N HEZE G 1) 3 H F27 #2304 — il ik ExampleApplication 2
1) createCamera PR EUAEE H R TES ML, Z IS ALEEAE 0,0,500 78 F&E M5 h .

TEHUN GRS 1, HIa i FRUbR R A 2 1 B8 ML A 3 5% v 3 i (0 AR A 7 R L
We? 7E OGRE M HHEZE  ExampleFrameListener 251 frameStarted R HL . 1% bR 20 H
processUnbufferedInput B8 %0, AR LLLE processUnbufferedInput p&#L & B an RS .

milnputDevice->capture();

...... (HBEETAT)

mCamera->yaw(rotX);

mCamera->pitch(rotY);

mCamera->moveR elative(vec);

T OERIERARIRES, T E AR R ST IR SN e F e sl i, 5 Camera 1
JUAN ST s 5

TR R RS HE MO T3 500 SR 2 A . FRATE 2 T #3135 505 0 ] LA
FEH2 Entity . TRENURDG . W8I0 37 5005 /028 A7 B 45 i T DL 21 X0 LN 42 11 Entity,
TEHAOCHIAE R H 1. (H7F & Entity MEERHLA—FE. /& OGRE 5% #1571 Entity

SETEREWARY) TR I, Prle AR SRS AT 45 I 5T RURTE K, TTHRESHLA

BN R, DLl s A — 8 B e A5 501 UK SE X SR 545 o X 5 [ H — AR
PITERE, TEGHLBE 5 RO RSB L DO e a1 2 K. —BokiE, BEEHL AL
s R, EEARE A, R A R EEESE, MM b —FE . A8
G—TFALECS ™, URAHESS, ARHOR T USSR RS (R3L? $5HL? ) s s
2, HRFEFEERARAE, ST DRSS RXR 3 e MaR RS AR 50 b, B4
RS MU RN s R R £E AT 55 R e Entity 954E 12 T, — AL IXPIME LT AN $2
BAER SN AL, T2 A Entity —FEAS 4375 19 SR 15 LR [ 4 30) 1 M 400 44 ot A2 Pl
FERAE [R5 U Entity CRALASEIAD R HLA N EH 50PN, AT Sk
(Entity) FHR i (Camera) S 15—, St AT RS T — Mg ey s
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M RIEE S Camera

AB 5 tEEntity

“NT LR
PA_E P #8H Camera SRR T /0N, #ATLLSEOLSH AARNIR I (A R 20 o (HES— Bl A
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Playerl | | Player2|| Player3

i 5 B8 B

AL AN AN LSS A48 KL, 183 FrameListener 451X =
A Player #7E H 8l Jig# s . it 4% TAB 84 Camera 3¢ 74428 =A™ Player e 15 A1 L,
KRBT 2 I BE 3 b 2x HIRANIR] Player 9 LA#: 1 AR AR I 1 T 5

K TAET X Player Hfii, F27 A H —A std::map SKERAT Player #1138, 14513 {RAF
A Player BT &9 s FRAINY sl 4T

iggae
// myExample.h

/] % M PlayerList
typedef std::map<std::string,SceneNode*> PlayerList;

/- BN HESE Hh 1¥) ExampleFrameListener K4 ) myFrameListener

class myFrameListener : public ExampleFrameListener

{
protected:
/] FEW myapp LI KK Player #1134, PAFEIX B4l H g 4%
PlayerList *mPlayerList;
/] ARAF 2471 Player [T
PlayerList::iterator currentPlayer;
public:

myFrameListener(RenderWindow* win, Camera* cam, PlayerList *pPlayerList)
: ExampleFrameListener(win, cam)

mPlayerList = pPlayerList;
/] 4 Player JEFIRHP I — A
currentPlayer = mPlayerList->begin();



I BRGNS % Player JTAEI) 56717 1

currentPlayer->second->attachCamera(mCamera);

bool frameStarted(const FrameEvent& evt)
{
/| % TAB B 1 )5
if (mInputDevice->isKeyDown(KC TAB))
{
/] FEEEZ BT Player |31 F R
currentPlayer->second->detachObject(mCamera->getName());
/1 Y1441 Player
currentPlayer++;
if(currentPlayer == mPlayerList->end())
currentPlayer = mPlayerList->begin();
/I PHESEZR RS2 T Player oK.

currentPlayer->second->attachObject(mCamera);

/1 AEANTR] Player LAA[R] 018 B2 e 4
mPlayerList->find("Robot")->second->yaw(evt.timeSinceLastFrame * 30);
mPlayerList->find("Head")->second->yaw(evt.timeSinceLastFrame * -60);
mPlayerList->find("Razor")->second->yaw(evt.timeSinceLastFrame * 120);

/1 W FERTE frameStarted PREL
return ExampleFrameListener::frameStarted(evt);

}s

/] HH R HHESE ) ExampleApplication JRA: H myApp
class myApp :public ExampleApplication
{
public:
myApp(){}
protected:
// Player %13
PlayerList mPlayerList;
JAREE S 755
void createScene(void)
{
SceneNode *pNodeRobot,*pNodeHead, *pNodeRazor;
I WEIREDG
mSceneMgr->setAmbientLight(ColourValue(1, 1, 1));



I BVERA &
mSceneMgr->setSkyBox(true, "Examples/SpaceSkyBox", 50 );

/1 LA A B b SR

// Create Robot Entity and attach it to a SceneNode

pNodeRobot = mSceneMgr->getR ootSceneNode()->createChild("Robot");

Entity *pEntityRobot = mSceneMgr->createEntity("Robot", "Robot.mesh");
pNodeR obot->attachObject(pEntityRobot);

mPlayerList.insert(PlayerList::value type(pNodeR obot->getName(),pNodeR obot));

// Create OGREHead Entity and attach it to a SceneNode

pNodeHead = mSceneMgr->getR ootSceneNode()->createChild("Head");
pNodeHead->translate(200,0,0);

Entity *pEntityHead = mSceneMgr->createEntity("Head", "ogrehead.mesh");
pNodeHead->attachObject(pEntityHead);

mPlayerList.insert(PlayerList::value type(pNodeHead->getName(),pNodeHead));

// Create OGREHead Entity and attach it to a SceneNode

pNodeRazor = mSceneMgr->getR ootSceneNode()->createChild("Razor");
pNodeRazor->translate(-200,0,0);

// Create headl entity and attach it to pNodeHead1

Entity *pEntityRazor = mSceneMgr->createEntity("Razor", "Razor.mesh");
pNodeRazor->attachObject(pEntityRazor);

mPlayerList.insert(PlayerList::value type(pNodeRazor->getName(),pNodeRazor));

//81) % myFrameListener
void createFrameListener(void)
{
mFrameListener= new myFrameListener(mWindow, mCamera, &mPlayerList);
mR oot->addFrameListener(mFrameListener);
H
/1 FHTSEIFEZR Y createCamera BRI, SOHEE BB ALY FLITAEY 5049 RO AR A7 By
0, 100, 0. Bl 100 MKBEHAL, B 1EFE R HLLE Entity KI5 5L
virtual void createCamera(void)
{
// Create the camera
mCamera = mSceneMgr->createCamera("PlayerCam");

/I BCEARE AL E
//mCamera->setPosition(Vector3(0,0,500));



mCamera->setPosition(Vector3(0,100,0));
// Look back along -Z

mCamera->look At(Vector3(0,0,-300));
mCamera->setNearClipDistance(5);

J T AR TR N, 3K LR R T S IR S S AR ST, LS
Entity AN & S SE RS LI setPosition BRETERT, IXFEMOEA L — MBIFHI k.
BOR G A A AT DF R 55— AP IR 5 SR AL 507, FEES ML Entity AR E K
RACE W A SRS AL B A AT LACE Y 0,0,0

HIGER A LA, PATESHUEIE T Player 17, AT TEA GELH R PR BT S A LR
B G ARLLAN, B AT 28 4 ExampleFrameListener.h ' frameStarted pAELHIACAS, B4
ExampleFrameListener.h ;& OGRE N HHEAR K37y, B LA copy %3044, F 5 4,

K F] frameStarted BRI 1R LR

mCamera->yaw(rotX);
mCamera->pitch(rotY);

mCamera->moveR elative(vec);

R Ja AT R, By BLERES LT LLSZ S bz il liee CRIKPEER? O, (HARER 3D,
g
MR T 2

EARHE

7l

Ogre [1]#1 ;T (Material)

H T ACTE G, I FOIRAS IR AR Aok 21 5 /) o T e A 28 PR R O3 2 AR
B CRZ 2L

Ogre [¥] Material ZR325¢ T KRR P AR R ETE, J8BLT 3D Studio ' material [ # %
PR R B TR JEYE, & culling BIxCURIVRE S A7 5 555, W Material £ 751
KT o DAL Ja 1 AL T AR AR, e AT E] Material 28 B o] IR 508 T 52
WA ) JEYE . XA D3D R R A B L AT ¥ A SUE R ) Material A B S ANA] . Ogre
) Material 7] LABEIA 2 72 Shader” () 55 [F]47)

Material RGN JLAS B2k -

1. SRR PUEYE, WA BUE R SO % . Shininess 5555 :

2. 2% Material 1203 )=



LU Z MRS (Blend) J73k
TR Gt i
Culling 5=
GUE T (R Xt )
TR 26 I
Shading 1L T3
NI 4
o3 R ML Z W AT 24>, Ogre 11 Material 281 A #85E X T TextureLayer 5.

O 00 3 O W B~ W
P2 )

LI Z (TextureLayer)

NGRS, TR i DR SOE s E R, R LU
2R G ALK B m . e R LASELZ M AU, W BUMPMAP. IAEGIG &1L 188 i SCBE,

MBRE S (MaterialManager)

MaterialManager 91 575 2. Material /2. FIA A SRR W1 F -

MaterialManager ~ Materal @ - TexturelLayer
1 0.. 1 0..n

MaterialManager it 11 57 70§ Material A (Material Script), MTI#J4A1E Material [¥])&
PEo IR T—T Ogre $RALMIM FURIATE 5

Ogre K941 [REZ

Ogre &AL (A A ] LS By o R o 1 B 1 1B S SCRZ R SR &%, T AN 8 g
PEo MARIRM AT LU Material FI1 TextureLayer ZRFEAE 1 2 Bl 0L R BCKARE], (HIXHA A
KT .

Ogre 14 5t I A< 1) BRI 97 Ji& 44 4 .material , f% tH 7] LL3# i MaterialManager 2% [f)
parseAllSources J7 VKM E B Y 4 « REVIIRAI 25 F 873 1 A A A A, 5F
WEMBEE . da, XEREEMRREE, A BSEE A NAE, B IRFE
BRI N A FE !

A I

e 5 WoR—AY OGRE 3k, JFBCE LR M BUN IS &, I 50k 5] 1) & P 1
Example.material "% & . AT/ E— 1 createScene() &AL FIA LIS :
void createScene(void)
{
IBECEIED
mSceneMgr->setAmbientLight(ColourValue(0.5, 0.5, 0.5));

I




1B — Sk (OGRE k)
Entity *ent = mSceneMgr->createEntity("head", "ogrehead.mesh");

TV B SR IR T
ent->setMaterialName("Examples/EnvMappedRustySteel");

1] ¥ SR & 27 S &5
mSceneMgr->getR ootSceneNode()->createChild()->attachObject(ent);
H
FEIXHL, Entity [ 51 PR %L setMaterialName A2 JCHE, 455 5t 2870 (1) 2 H06E A 5 R A
R T 4 o "Examples/EnvMappedRustySteel" it J& #4 i 44, ‘B 4E Example.material SC {4+ 52
XTI, A T
14 544
Examples/EnvMappedRustySteel
{
/ /G
ambient 1.0, 1.0, 1.0
/ /G
diffuse 1.0, 1.0, 1.0
shading phong
/ /S0
{
/ /SR E G
texture RustySteel. jpg
}
/B EL
{
/ /SR G A
texture spheremap. png
/ /S TR R e S
colour op add
//$8 e PG 75 5K

env_map spherical

}

MNIX AN BT Tr] DA BAS ] A K e XM AR 7 . 50, TIACSR HIZE CHH1)iE
%y VLAY AN RRAT, LUMEREREST. & —> Material W20H— 45, {EIXAM)5
it /& Examples/EnvMappedRustySteel, ‘EXTN.— N 5o BIASKIE — w4 by —47, AnLL
HAT.

Ogre 4 XM T A 52 LT VF 2 Q87 (w4 ), JH R 18 W 5UE 1 - i _F 48] v (¥ ambient”
5 “diffuse” BE AT, 20l EM TS IRED SO G SO % . 71 Material & ik
BV, AEAGEE, R DRSS S KGO ER @k, Bl A RS
B, FERMMERT BN “RustySteel.jpg” FIEE , LZSEERA T IR, K IF5k



E T W ZECR IR A T O B AR D
MR AR At 7 AR 2, AR S 2% Ogre Tutorials 1) “Material Seript” — 7,

7~ —.: Example.material

0T 2238 B B Ogre 1217 M55 W1 1) Example.material SCf4F, FF7E Ogre #4138/~
TextureFx.exe HHERA . T HIZH ))& TextureFx.exe " A 21 =M ) & X
/] TBNIK RERL
Examples/TextureEffect3
{
ambient 0.2 0.2 0.2

[/ R IRE  RAFARE,  BIDBUHT VE

/) R, REER S T BE T = AR R A OB EE, ERD .
<clockwise|anitclockwise|none>

/) ARG, AR LM ENGE SR g, TR BT MBS (=
TERI ISR RE D)

cull hardware none

cull software none

// KHT RS

// GHJZ0

{
texture WaterOl. jpg
scroll anim —0.25 0.1

}

// B

{
texture WaterOl. jpg
scroll_anim —0.1 0.25
/) BURZEVSEERZE2 2 MIRRG T, addfCRM JZ B EAH N .

colour op add

VAP NGNN %4 T RE S
Examples/TextureEffectl

{
ambient 0.75 0.75 0.75

// RPAREPERIE SRk, RIS S

/) R, BEPRERER DTt ST E= AR ORI e, 30D

/) AR, AETT LS S es BIREPRas 2 i, BEATIRIE. T =MBRAE (Gh=11
TR RE) .



cull hardware none

cull software none

// BUHEO

{
// SORE R4
texture BumpyMetal. jpg

// wave xform¥giE —MEIEREL, KIFRENRSHZE BN (scalediscrollilrotate)
Al

// wave xform <LIEEZHIFEABIE> <> <base> <HZE> FHA> <PM>

// RIHX )R] DAMARRE S SO = QUMY+ IESRBCAHTIN TR
{i (base+sine)

wave xform scale x sine 0 0.1 0 5

[/ AR = R+ IESRBECART A

// wave xform rotate sine 0.1 0.1 0 5

// BRI TE
Examples/TextureEffect?2
{

scene_blend add

{
texture Water02. jpg

scroll anim 0.5 0

M U AR S A - B

ambient ¥ B ARG A

#3(: ambient <red> <green> <blue>

IERIIZEE 0.0 A1 1.0 Z I . ERSE IR FON IR B SO ae . BRAME A B (1.0

1.01.00 .

diffuse ¥t #1518 R A T



#%: diffuse <red> <green> <blue>
TERARZ50AE 0.0 A1 1.0 2 [a)HUE o 4% W W) AR b 50T 38 5 D1 1) B S Jeg ok« BROAME 2 11 63.(1.0
1.01.0) .

specular & EM TG R EHE

#=: specular <red> <green> <blue> <shininess>
RO S50E 0.0 Fl 1.0 Z ALY, shininess &1k LU IES. 13 mai At it
(eI A @ . BRIMEh JEBEIH ) (0.0 0.0 0.0 0.0) &

emissive % B AL KR IEFEE

#%3: emissive <red> <green> <blue>

IEM B S 4005 0.0 A1 1.0 Z MHUE. WUR—DE ARG, S ATESN R, HE,
{HAFT BRI AR PRI  — A ERASBE AT, BRIALEE (0.0 0.0
0.00 .

scene_blend #E 5 RIIEE TN, AFFER

¥ 1: scene_blend <add|modulate|alpha_blend>
A A P i ] — 2%, S48 LR

VE R4 B DA I S A st 2, 5 scene_blend one one % .

add e, o, B, RSO R T

THA I 25 R 5 3 SRR S BT AN RE MY RCR BT - 55 scene_blend

Modulate .
src_colour one_minus_src_colour Z4y.

E g g5 Wb i Alpha J it ¥ g AE I ¥ . 5 scene_blend src_alpha

alpha_blend .
Pha_ one_minus_src_alpha %,

¥ 2: scene_blend <src_factor> <dest_factor>
XA LR, (2 L seis . 45 R B AUk (texture * sourceFactor) +
(scene_pixel * destFactor) L+ sourceFactor #i destFactor 41T :

One W 1.0

Zero 45 0.0
dest_colour YHT R
src_colour SO Y. s R B,

one_minus_dest_colour|l - (dest_colour)

one_minus_src_colour |1 - (src_colour)

dest_alpha H7 A Alpha 1
src_alpha SUBENT NV ) Alpha i1

one_minus_dest_alpha|l - (dest_alpha)

one_minus_src_alpha |1 - (src_alpha)




#RINMH: scene_blend one zero (4NiEH)
depth_check 27 J & Bl

#:: depth_check <on|off>

BRNIT IR ZA7 . AT B TIPS sl IR DG R AR R R AR, R =4E T ANk

depth_write 2% ¥ CEEFERIREZFHEIT R

#:\: depth_write <on|off>

ERINSCVE, JCHIRAE, WL Material 2 — sl T ik i i .
depth_func 4iXEZFT IR, PhE—A LR

#=: depth_func <func>

always_fail |IWALLER

always_pass |5 i s H

less BT LG TH RN e b

Less_equal [/ 145 T IH i

equal E RS

not_equal [T uidfhi

greater_equal #1451 IH i fi

greater  [HrLLIHR gL

Bh N TEET i depth_func less_equal
cull_hardware % Z%# 4 Cull £

#32: cull_hardware <clockwise|anitclockwise|none>

BOANUN £ Culls X5 OpenGL FIERUE—HE#, (HAT D3D AIERIAAH -

J& OpenGL KH A TP R
cull_software % &% Cull <\
¥ cull_software <back|front|none>
BROATT M. AR TREAE Cull BRI £

lighting Jt/&

(X2 Ogre HIf

BER BN ARSI AT I WUERH, A5 AER UA & (11T47 1Y) ambient, diffuse,

specular, emissive fil shading JEHTE3, U E MG K.




#=: lighting <on|off>
BRIk: lighting on
shading B

#%x: shading <flat|gouraud|phong>

Flat RER OO AEHTIRTE

gouraud|Zk Pkt ER

phong DJFARFTA MIREPFARSCHE, RPN E B3 — AN T i B

#Rik: shading gouraud
filtering % & 43338 70
#3X: filtering <none|bilinear|trilinear>

BRI (bilinear)

Texture Layer % H B

texture ¥t B QB EFH KB4

#2\: texture <texturename>

TBRINE, IR E —DNEEA .

anim_texture 3 E 43

R B WSO AT A SR A

#2201 (JH1): anim_texture <base_name> <num_frames> <duration>

BE—TMRRFLZ, UENMKREZ 1. 2 —HP_num (i num_frames 5 %) , duration
& e 8] FR A 1]

2 2 (KK): anim_texture <framel> <frame2> ... <duration>
— A=A K 48K, duration F8 e [ BEE E .

PR NN



B F R G KR 1 A

Ri7 RGUE =4 Won P AR E AL, 3D IR, T, WUR, BERORAEA
Ri7 RGN AT I 1R D

AT LR Py (5 OB S [ RS B SR LA RS B ) 3 S5t KRN
PR I DU AL ks WRHR IR KA, R, A 2 BT R AR AL . ANERIIFAE
PRSP R 2B a0 T MUF IR 7 R GE. W, KA, 3X4E 3D R Rl Al
APRLF R GUR A o

EARHE

B RV RE RN ERKSE, FMIELTm, FHEMME, A ERE, X mEE
BHAERF B IRy (Affector) 1, Affector HU B 3 IR L4235 ( ColourFaderAffector)
ML 52 AR 445 (LinearForceAffector) . A1/~ AL ki ¥ & AE4F (Emmiter) f=4, &
WEA IR R AELS (BoxEmmitter) F DR 1 &£ ( PointEmmiter), HiIX 284 i
Ko A SO, Cloparticle A R4 o sCHRORE 5 A 2 Bl L AR — (1) f R SR+ &Ik
B AR 2 B AL A — AN DX SR SR 7 o 83 A4 Plugins #R W] LA ) ogre HLHG I—N TRk
P45 . AT ogre HSZRF AP R AR A8 RN GUIRb 1 A 2R

MR R AR ANME IR KRBT I, mtnT DU RO KRR ESE R

PARREE S ey 3| <SP

Flyweight Pattern [

ParticleSystemManager

ColourFaderAfectorFactory || LinearForceAfectorFactory
ColourFaderFactory ‘ ‘ LinearForceFactory ‘

PointEmitter
RingEmitter

‘ PointEmitterFactory‘ ‘ BoxEmitterFactory ‘ ‘ RingEmitterFactory

BoxEmitter

BT RGERIZ

OGRE $24t TR 7 RGMATE 5, AT LALERAIAS i BB R 115 PRk, 1A E g i
FEJY o XFEL A AR T, S BGER IR T RGA S A O, K C+
TR/ {3 RIX TR o EASCRAAEACS 5 BRVERE

R R GEAERIA h ot LSRR R 20 S, Rl EAERE P is AT W1 B 22 A sl



NPT HIA

K R G A I 76 R GG A I BN, B s B0 T R S8 A A 3L BRI R 4R
(Root::addResourceLocation FRIEFRE) N ERITAY LA “ particle” [FISCAIE@NTEN -

kAR T B HE P ke 44 n 1 H ParticleSystemManager::getSingleton().parseAllSources /5%,
o XM oo A ok T R % W oA 3 oW A H
ParticleSystemManager::getSingleton().parseScript /7 7% o

— H N 7 R & W k< #H #& AN, K oW L AE H
ParticleSystemManager::getSingleton().createSystem() J7 £ KB & — AN SLFIL KR T RS, 1%
TR S, —MERL T RGN SIR, M ASHRE SRR AR (W2
JIA R SO AR A4 R

X

A LAE— AN ASC R 58 L2 AR T RGN
DUR & — N RRL - JRIAS, a2 JBIAS R & =M RSB, &9 T OGRE Bk +
DEMO ', fRALAiZ4T 1% DEMO KA H PR AR o 23R R L n] DU SO 288 Mok o3 2408
I/ KL ¥ RGN A4
// Exudes greeny particles which float upwards
Examples/GreenyNimbus
{
/] FL ¥ ¥ Material
material Examples/Flare
1/ K558 B
particle width 30
1/ KL e
particle height 30
VAR AR ALY B R S NN e e S S S o A A

cull each false
i
quota 10000

NN

I A ERRIIZETY: point FRARERL T 1) DU
billboard type point

S THI [ AR Lo

S

RN s R
emitter Box
{
/R F RGN R 5 direction F) 55 KA 2
angle 30
I RS A (AN
emission_rate 30
/1 LA I TR (R

time to live 50



11 RSB 7 18]
direction 010
/]
velocity 10
/I BRI
colour range start 110
/1 B S R (FE AR AR (B AN 45 AR 2 TR B BE AL £
colour range end 03103
15 SRR 4% BOX K/
width 60
height 60
depth 60

// LinearForce: XJI&#)H FIkirim_E—ANh 1, sz s,
// Make em float upwards
affector LinearForce

{
/1 F&5EAN I FE T 1) 3R
force vector 01000
//add: KL FHEEE) EIN EAN . AR A iz,
force application add
H
// ColourFader: 5ZMak; -+ B
// Fader
affector ColourFader
{
/] BERPEEDK 0.25
red -0.25
green -0.25
blue -0.25

// A sparkly purple fountain
Examples/PurpleFountain
{
material Examples/Flare2
particle width 20
particle height 20
cull each false
quota 10000



billboard type oriented self

// Area emitter

emitter Point

{
angle 15
emission_rate 75
time to live 3
direction 010

velocity min 250
velocity max 300

HIE A e b1 R
colour_range start 000
colour_range end 111

// Gravity

affector LinearForce

{
force vector 0-1000
force application add

// Fader
affector ColourFader
{
red -0.25
green -0.25
blue -0.25

// A downpour

Examples/Rain

{

material Examples/Droplet

particle width 50

particle height 100

cull each true

quota 10000

// Make common direction straight down (faster than self oriented)
billboard type oriented common

common_direction 0 -1 0



// Area emitter

emitter Box

{
angle 0
emission_rate 100
time to live 5
direction 0-10
velocity 50
colour range start 0.310.3
colour range end 0.710.7
width 1000
height 1000
depth 0

H

// Gravity

affector LinearForce

{
force vector 0-2000
force application add

H

A b BB — AR RGBS DT — A7, BBAUEAE “ {7 fris—1T. &4
ARRLAEME— ) AT LIS <77 KA 1S, {H OGRE 5% HA e Y v A7 Hf
Ry HAEIERITIXAN S, EAOT R T 51k X 5 E R

—/MRF RGN LR E L FEEME, W quota RIR SLVFIMIERI AN Br THRA
JEPEA, B RIAE— AR R A RS 2 SR Emitters FlE A2 4% affectors.
TN B P S AT 2R A K

PP REMAREIERZ, 12 % OGRE Tutorial "'/ Particle Scripts #77

wBl—

17 OGRE DEMO "' Emample.particle i 28 ¥ & 4% Cemitter Box A1 emitter
Point) FURL ¥ RS (LU emission_rate 100 4 emission_rate  30), i § 4 17
I TRI(FP) (time to live ) ARG, ERIX NG, 74, RIS 15i21T Demo_ParticleFX .exe
BREUAR.


file:///D:\object\ogre-0.9.7\ogrenew\Docs\Tutorials\1_Overview\ParticleScript.html

wB=

{777 OGRE '] Demo_ParticleFX T2, & W pgd, BRAERL T RIEH1E T 7%,

GREFPARIEATI, sth T NN, Sk EEESONESE R RS, FiUam
AN FRL TR AR A TNt LR T RS .

OGRE 51 #AEWIIRA ) Iz 25 A BN KL T RGASAT, BATAHEE .

£ F ¥ I createScene BRI At H , i 1 ParticleSystem* pSysl =
ParticleSystemManager::getSingleton().createSystem("Nimbus", "Examples/GreenyNimbus"); !l
AN SEFR IR T R4 Nimbus, &K H A "Examples/GreenyNimbus" Bt A2 7ERL T R 4L
JEIAS TP E SR

AREFPHAT =R R G, QIERTTVEA R, AR AT BB .

KL R AR LSS, LUK I attach B3 5015 i B2k, [ Tigghshl. A9

mSceneMgr->getR ootSceneNode()->createChild()->attachObject(pSys1);

— HRF R attach 2375015 /b, #in] LUES FrameListener [ frameStarted 777K
S iz, B AL SR T

2] 1 FE A

SO R FEA B AN ST B — DS A, 2SS AL AN . #E
FA KB [ E L L (Spline S sRE AR BEATH (R A e & s, —A>
i ARSI ER R EE A . S ShEfRCE . 2 AR
Yo B A AT LAAR E FAE R Y R

OGRE 5 &7zl 18 X A3

YR P, A TZ A LR LK



AnimationState AnimationTrack
[EZmAnimationName : String [E¥mKeyFrames : KeyFrameList
-@'mPositionSpline : SimpleSpline
F¥getvalue() [B¥mScaleSpline : SimpleSpline
F¥setvalue() [E¥mRotationSpline : RotationalSpline

E¥mParent : Animation*
o __—[&mTargetNode : Node *
Animation mParent 1.

&JmTrackList : TrackList 5 B apply ToNode()
o.n | Sapply()

[EZ¥mName : String

®apply()

',

1

2
SimpleSpline RotationSpline

KeyFrame

SimpleSpline 5 RotationSpline 2

SEIL T FESS AR ST - SimpleSpline F KX} Translate F1 Scale #f 17 #fi {H , RotationSpline
FH2K X} Rotation HEATH6H{E .

X2 (KeyFrame)

A Sahm e AR e R . — DSl AT 24N, BN REEWURAT B S ALE.
A TRCELRIERE A1, RN REAS SO CRAFAT B CAE BBl B2k L P A AR I 8] Ao AESIEBR
IBATIN, AR AT TR, S A SC BRI B T AR i CHRTAZE . Aeii AT
D . BEEIRIAR L, SR AT 2 2 At 2 A2, Shml ™42 1. i ocsmit
FEOLEAR S A LS SRR R, BT LAR] ASE B BBl | 46 50h i A e e sl LA

A BN
ZhiE 33 (AnimationTrack)

L7 RN EAPS UiV St U RS A I EG IR

FEAS B RAF WIS R ARSI P JE 2 (Animation) 7 3y i 5 328 P 42
I Node, S rh+ah i ik 51 50 WO {EL,  Jr LUE PR A7 SimpleSpline  (fa] HRE A48 5
T4 A RotationSpline (HEFEFEAC I {E VAR ) X G LAS IR (EL DD fiE »

AN AT DO AR AR, AR AL s s s . XA R LU
A Node (B kol St i) — N4 R0 o IR E k2 shm B, v LS s)m,
USRI S R AR, AT ARSI SR AR B s S .



AN SCBEMT, AR AN WU P £ R P 1] 55

KeyFrame* createKeyFrame(Real timePos);

AR AT 1], 73 B E VSR ) 2T

KeyFrame getInterpolatedKeyFrame(Real timeIndex) const;

A 22 il m B FAE R R RO AR R, SO AT R AL BCRERTDE A RV
void apply(Real timePos, Real weight = 1.0, bool accumulate = false);

ZhiEJE (Animation)

—Ngh 2 A s (AnimationTrack) ZH %, 11— AN A0S 0] DA —AN T,
XFE—N i n] LU 2 A5 fiy A B ALz,

WA ANBRATES I, N5 ERSCT RS A Sz, R~ 1y
ROEREEEK, WUBRCE Sk, FRLESR TR PR 52 Sk TS 5)), i Sl R A T

FEAENE LRAF H 2% AnimationTrack 7138, CRAFSNE AFRAKE (R,

VB A (46 (E 7 . S50 IM_LINEAR AR LVEIR(E . IM_SPLINE UE K44
{E.

void setInterpolationMode(InterpolationMode im);

G AL, A SHCE XA S E R E AR, BB AN SR E TR
EZ BN RE R

AnimationTrack* createTrack(unsigned short handle, Node* node);

Al >4 i 0 AR )5 1O AR ] (596 AnimationTrack HEAT ), 2B 4 i I A A1
B AE A BT

void apply(Real timePos, Real weight = 1.0, bool accumulate = false);

FERASZE (AnimationState)

—ANEHEPR S IR G NN B E RIS, A LIHFZEE, AnimationState [ #
. i1 mAnimationName 5 Animation ZE%04E Bl 77 mName & AHXT R 1) " PRATAH N 311 1)
TN

EEPR S CIFEENE 2 S ET TR T, AEAC R CRINTR]D) S B A FE R Al i ¥ enable FF
Ko

BCE BN AT



void setEnabled(bool enabled);
B ur s o), b sh RS/ s I (A2 b i sh. SECh#ahE .
void addTime(Real offset);

IZ=EIE3_E (SceneManager)

s HEE NI mMAhERENUW RSy Ay nE RS L RAES
mAnimationsList (#4713 ) Fl mAnimationStates (ZHPRARFNE ), FHorhaE/S 2 m F 5l im
RS F——X Yo

s A — AR EZE R 75 applySceneAnimations , ‘B {E B UK VE G 1

(_renderScene EREH) HRH M CABIAHIANTR ZRF D, B RAFSS 2 AEBE— M
YEL G 7R 0 2 1 PR S B T B i, 5E AN 1 o applyScene Animations 7 i [ 4 I S EPIRE
FEARPEX LR 5 2 —— X B, P4 AN Bl b R4 S ok, (R REAN ok
AR P 15 55 . applyScene Animations 772 5544 1 L4k 2 ] 42 1] (1) 775 1 A I8
SRR, 105 PR B (1) apply J7 344 23005 s SR 29 A & . K/ a7 ), A
A2 i) [r] {7 12E47

W3 FrameLisener i ZhHPRA K addTime J77%, 0] LASE S BRI B, 3 50
FRZ517)_applyScene Animations 7152 H 4 8T 1K) 2 IR 25K 6T I 0y 88 (14 A D15 A A B S K/
FNJ7 [ BE B, IXaJ OGRE HH 2B i 1) F A4 Ji BRI 790 o

G B Animation, ZHCH B4 IS (R
virtual Animation* createAnimation(const String& name, Real length);
B ZNEIR A AnimationState, 205 Bl 0 M. A FK

virtual AnimationState* createAnimationState(const String& animName);

BB iE L

SE A 10 MRzl , XA S S — N Sm L CETN I o XA ] £
RGN E LR, R, 3 CGE— AREEHLD Nazde B s .

1t createScene R HEAMAIAR 1 TAF .
A IATE B IS RETT LU Bl Y 22 B B AL o B — S slm m] LR ] A
b BrRART LRI N R 2 BT BEAL attach FIXANTT S B, AT
SceneNode* camNode = mSceneMgr->getR ootSceneNode()->createChild();
camNode->attachObject(mCamera);

N HEE SCA B DL S
/)€ X B, 35 E S AR AR XL 10 #)

Animation* anim = mSceneM gr->createAnimation("CameraTrack", 10);



/1 F585E By ST ) RAE T 2 CRLHG S Al (AR S 4 (D
anim->setInterpolationMode(Animation::IM_SPLINE);

I/ € XA, IFeE XA ZAFE ] 3] camNode 9 51 _F i)
AnimationTrack* track = anim->createTrack(0, camNode);

/1 7€ SCE AL S ST, R T SC T PUAN OSBRI, LR At
I A RAEWTE T — A B ) 2y

KeyFrame* key = track->createKeyFrame(0); // startposition

key = track->createKeyFrame(2.5);
key->setTranslate(Vector3(500,500,-1000));

key = track->createKeyFrame(5);
key->setTranslate(Vector3(-1500,1000,-600));

key = track->createKeyFrame(7.5);

key->setTranslate(Vector3(0,-100,0));

key = track->createKeyFrame(10);

key->setTranslate(Vector3(0,0,0));

AR5 7€ X AnimationState FEHIN G, ERINIA E LRI B HIZEAN N o 1 B PR A A
Jei
mAnimState = mSceneMgr->createAnimationState("CameraTrack");
mAnimState->setEnabled(true); // J& 1%zl
Bk, WAt TAEARE T .

eJa, BEAMERm Sk, P17 2 H 4 ExampleFrameLisener (1) frameStarted pR%Y,
S I TR S G R/ AN £ i3 B 117 O ) LT R VNS mAnimState-

>addTime(evt.timeSinceLastFrame);
AL >=h YEn

B 5] 1H]
EAB=

(Y=gl

HEEIE S G — RS M R AR AR RS ERAF SR B, R0 st
17 S5 P 4 B JURARS JE 0 T RS Pl s 5 g o il BEA T AR B, M b DU ) Sl i B AR R T
REHUE SR A SR B AR 7 1), XS8R Sk LI I A SV R e % . Bl S
TR RATI T IR SO R R I T i JH R ekl 2 Bl sh I is sl 1
KYTFRFE 23],

IR E AL A PR ™ A= B R R 7 FRATT T LAAGE P A L PR A T A O0S E F— Be g
ZHATR, IR SRR S IS RS AL B R A R S 2P R, W 2t i
i B ACE R R 2 BRI SO TR A SRR S (N TRUROR Y — i Sk, ARl 1.0

)o



ORI AT L, A A B S AT IR 2. G, R sl o 2 LR A (KB A E e i
AEH N Jk, R EARIBCE, TR S R 2 A sh 1908 48—l OB i 301
i T LASEELSAE [ 1R~ I A

AR IR SR S, B A B (12 30 e 7 EOCREMOR SE B (AR B R AT .

Ogre & B 3NH|

Ogre ‘B H#¢15 BA B 15 B - A7 2 5 28 4 M .skeleton [FI3CAEH, k0] BLE T OGRE $ 4t
)5 4G 4 T H (Milkshape F1 3Dmax [ exporter) K 5 HAZ B S04 4R A1 3 T Mesh
SCAFIP) Entity B, .Skeleton SCF¥ 2 HEIME RGN K. N THEAE G E, Entity H3)45 %5
— N {E$E & — 1 AnimationState 2K (1§ Z % AR ) B XF 5, KAl LLid ik
Entity::get AnimationState BRCKAT 2 HARIIBNAE

wB—: ITERHBEA

Ml OGRE Render ¥Window

ZSEBIIEEIE T robot. mesh SCAFISERR (Entity) X%, $Raet “E” s (OiffEfE
SHRLE. skeleton SCAFHD), WL B/ RBISF % F. robot. mesh SCAFHPIRAEHLES N B FEAR
K, Entity 2% A 30 80R A7 A B2 B #E A5 B 1 robot. skeleton SCAF . AT H 4
ExampleApplication 25 createScene PR, HEB/CIBUI T .

void createScene(void)

{

...

U a5 A A TN E G EWARP AL S S K (e
Animation::setDefaultInterpolationMode(Animation::IM_SPLINE);

/1 BVEEEET WS ST robot.mesh [#) Entity

Entity *ent = mSceneMgr->createEntity("robot", "robot.mesh");

11 R AR 23 B 45 vl L

mSceneMgr->getR ootSceneNode()->createChild()->attachObject(ent);
/I AFE|SR “FE” SER AnimationState X%

mAnimState = ent->get AnimationState(" Walk");

/| “Enable’ (H24H) ZaN1E



mAnimState->setEnabled(true);
H
1t createScene BREUE I FRE T LA NS BTEIED 38", T BEikzhm “5)
Bk, I T SRR I R) 5 B2 v S5 24 B RS B B A7 . FE 4K ExampleFrameListener 2K
frameStarted Pf#{:
bool frameStarted(const FrameEvent& evt)
{
/] K P[] (R ) ) 22 A% N\ AnimationState::addTime BR%Y, %A ST HET H B)
/1 1 R 2 IS )
mAnimState->addTime(evt.timeSinceLastFrame);

/1 WAL frameStarted PREL
return ExampleFrameListener::frameStarted(evt);

wBI=. EHINEARNE

F-THI

XHL A SRS . HUD M 3R BHEAE N I 2R B4

EARHE

Overlay

BBEYAE Yl ot WA Z LRIJZ . Overlay A& S 37 5ol Yo 2 5 A TE s
FI AT R AE R 2 A o X LT A2 -6 44 1 HUD (heads-up-display) & o e 7 1 5t
K2 ERERARYE.

—> Overlay EJE diili—> viewport A RS, RE S-S A IR A AR, B
%% . Overlay HAREAEAT TR, & H&—A T AL A2

Overlay 7] LLl i I ] SceneManager::createOverlay B ECK N, st e e X4E—
AN A SO B (Loverlay files), 514884 B ANENTIXELA, FHEIEEA]. R LLE TR 24
Overlay. —~ overlay # G 2 Ja 2 AT UL, R show REGHENTE R H K. X
FEURE AT AT & AR 2 Overlay C(LLWIZEHL), fEFTE SN A K e 2otk e
I ZI] LA ER T 7R 24 Overlay, Overlay [¥] zorder J&PE ¥ e T HEAE LUELE R o

B TEDUR, Overlay 2 78 G2 34 5B 1K viewporto R AN bf viewport [F] I {5
RARF U, AR SRR LA viewport £ i i rpi (i, R ] B AARLE /S i
[ H W 27~ Overlay. 7] LUl ik i F viewport [1) Viewport::setDisplayOverlays Jj 244 J £
viewport [1] Overlay ‘27~ RZ& K]



Overlay SZFrlieds . B8 4. WL Overlay::scroll, Overlay::rotate and Overlay::scale
XJLAN R HO] LLIS S H
Overlay "A] LAt 4% 2D Jo %, L n] LAELH5 3D Jo 5.

GuiElement

ALE Overlay " R 2D JGE - IXNRIMGR T 1L overlay T I 2D Jo 5 M AEE
Be F92 b, JHETA T GuiElement 1S 1# ] LA I F] Overlay ', 47 GuiContainer
X (GuiElement ZEIRAEF) HI5EHI4 1 L. GuiContainer %% 1] LA 7 GuiElement % 4.
Wt A& W — M o0 R, Overlay £ &% — A~ 8 £ 4~ GuiContainer , 1 GuiContainer %
GuiElement,

GuiElements #{ GuiManager % # . GuiManager 71 57 8 A &k GuiElements, JfH. 1757
M plugins FZHCHIZR AL GuiElements o

GuiElements J& ¥ 47 B A RSP RIAT7 0 CFs REEAD A PiF: Pixel Mode B 1
Relative Mode B3 . 4K H] Pixel Mode I, 475 AR Pixel 4 547, X R T7 57
FOCHE AL E R RN S B WA 0% BN 800%600 73 #H T, KA~ GuiElements [
Je EARARRR N 10, 10, K/ 50, 500 HS A EHG s 7E 4 /e b5 o (B2 70 HF AR O 1024768
I, BRI ER 0 e B S — R, HAERKSZE AN KA Relative Mode #CI,
GuiElements AL B AR 2 0.0 - 1.0 IS EERIAN, & —ANFI R A5 56 B A = FE R LU AR
EFEAR R 77 Ko o T IR LB 5 SR HER TG O%, AT S 7 45 SR ] LU N AFART 43 15 2 o 451
e 0.5x0.5 HTARR B SE A s 10— K, EAMEER,  0.5x0.5 F R FEFR 4 b SR
KIFAR—NETTE, BENFRAS A RZIETTE .

GuiElements # % U197 & (1), ‘&2 StringInterface ZR[I72, I LU St /&

BATTLAGE 7 GuiElements 28, SCHLH O DIEER 2% GuiElements. — il Ml it 5
plugin K4 GuiElements .

GuiContainer

Al LU HLE GuiElement S 45 7% GuiElement. GuiContainer 28 H: 5 /& GuiElement
KIIRAES . B n] LU B # attach 3] Overlay 5 /Nt % . GuiContainers 1 i
GuiManager ., GuiManager 11 37 82 I ER GuiElements, Jf H. 4157 M plugins #0878
1) GuiElements.

] Overlay I\~ GuiContainer [¥)77V1R & 5, i 1] Overlay I¥] add2D pREUHATEAT .

5] — GuiContainer JIIA T JCE 5% BRI 42, i ] GuiContainer 1) addChild 5 %(
WAL T o FIeE A PL&E GuiContainer, 7] PAJE GuiElements. i —2—Z& M A FICH
A DA s — A BPIR G R . T R, FICE AL E AN TR e 5 1.

GuiElementFactory

GuiElementFactory: )% GuiElement [f] 1) 8. % & MG, T HAE
GuiElement [ T.) #0204k A e, FFSE 4 0.



GuiManager

EAES AE H GuiBlement (S L7288 sl 28 dr FI30,  JF A plugin By i
B GuiElement 287,

TextAreaGuiElement
2D St 2, GuiElement ) HEGIRAEZS, & A SCAS X

PanelGuiElement

2D RIfi6%, GuiContainer [ B IR, € XA A TR X I8, AE A is
FEHE R E

&
@

BorderPanelGuiElement

2D FHHEIVLE, GuiContainer [ FARIRAR, & SCHHI P (R TIAR X 5, #E17 I T AR
RNk R NEE T

ButtonGuiElement

2D #Hfit#, BorderPanelGuiElement H HH2IRAEZE, & AL %4

ListGuiElement

2D JHHIJtE, PanelGuiElement [ EL LRSS, & A 5 R IEPAE.



GuiManager
1

1
0..n
GuiElementFdtBry GuiElement
A ..n
GuiContainer |~
1
on
1
Overlay
GUI Ff a4k ]

Overlay Bz

Overlay A FRATER AL 748 A & a5 HI Y overlays Bt o
BNAHA

Overlay JHIAALE RGHWIGEHIBHE BN . BLETEN T, RESHEALRERLE (3%
Root::addResourceLocation) FJIi 5 4 & % N'.overlay' I SCAFAREN F-ARHNT « WIRARIT) Overlay
JAAE ] 7 ey 44, ARaT L] OverlayManager::getSingleton().parseAllSources PR (7
NEAT WRIREEZEN A Overlay A, 5t H OverlayManager::getSingleton().parseScript
PRI

X

A LE—NAIA S g XA overlay. JAIACSK IO CHH630, I 0B, VERER A
I QEBASCRRERRE, M HSZRAR K. LUR e — IR Sl

// The name of the overlay comes first

MyOverlays/ANewOverlay

{
zorder 200

container Panel(MyGuiElements/TestPanel)



// Center it horzontally, put it at the top
left 0.25

top 0

width 0.5

height 0.1

material MyMaterials/APanelMaterial

// Another panel nested in this one
container Panel(MyGuiElements/AnotherPanel)
{

left 0

top 0

width 0.1

height 0.1

material MyMaterials/NestedPanel

PLERIB e LT A%k “MyOverlays/ ANewOverlay ” [ overlay, JLHEHE 2 4Nk
B panelso. e HEA FAHN bR R (H 0-1 MECKR R R KRG E, 0-1 (RS
S5 e 5 S R v BE R R AEDD

A R R — overlay #RA A 247, HAIE “{” ZH—ATHRE. BT ARER.
Al DA “s A kgl R/ RD, HLAX 32 R 44, {H OGRE 51 AE
XL PR I — AN R IR G, BN TER R

LERFG S RS2 overlay I8 MERI A IR E I JC . ABI, overlay 2 —/'zorder'
JE 1, 'zorder HH T NHZ 1 overlay X 73 i K &R, zorder {H K IPRE YA F T

1E overlay FIIATTER

7t overlay H 0] LI{U 4% 2D Fl 3D JG 5. IXEET0E 20 LA T O 7T 3k
‘element’ ANREFHKEILEICHEM 2D JT0 %
'container' FJ k% 2D JUZE M container [ %%
'entity' 3D J0E, HAEHE overlay H, AREMEAEILTHSH .
if 1 'container' 1] LLSEIR 2D JUE N Z)E K E

'‘container' F 'element' Lt

DL A% A TF Sk

[container | element] <type name> ( <instance name>) [: <template name>]
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type name:: GuiElement [J2R %! 4, W 20 #E GuiManager 7% it . OGRE 5| 2 [
Plugin GuiElements.dll # CUH2fL[¥25 745 : Panel. BorderPanel . TextArea. Button fll List.
YRATLLH 25 Plugin 9 78 Hg 80,

instance name : Fr W A Ju K M OME — B &4 K . W L@ o
GuiManager::getSingleton().getGuiElement(name) 3k X B8 & 4 FR I # FRE

template_name:: W IEZHL, FREHRRAFR.

e g e R TR U R KA, UT Bt R A TR AT 1

metrics_mode s OB

horz_align 1) 0 5%
vert_align I\ 1) 0t 55

left e Uk VA
top LifrE
width i g

height =3
material 2

caption N
TextArea A (1 JEME:

font name RS
char_height PR
colour top B
colour bottom B

BorderPanel $547 1 J@ Pk :
border_size
border material
border_ topleft _uv
border_ top_uv
border topright uv
border left uv
border right uv
border bottomleft uv
border bottom uv

border bottomright uv

Buttonff 1 &«
border up material FEH IR M
border down material Fe % MRS

List %A sk
item template TS AR
v_spacing T E] FIYN ) BE B
h_spacing

item material selected  IEIUHLIEH 5 HIAS
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‘entity’ it

WAL F 4 TF 3k

entity <mesh name> ( <entity name>)

(.

mesh_name: .mesh S 44

entity name: ME—¥] entity %

i Ay AE SN Ja 1t

position

rotation

T AT T LA mesh SCAFP R i, 8RR AT LU € 4 material g SCHYILE M T
Templates

PRAT LU ISR R & SR BA MR B PR TeER . BBUE AN GEINAE] overlay 1SR
T . AP ICE AT ALk AT IR 0 LA B . fE70% (container, element, or entity)
(1€ SCHT AN 'template' 5C B 5t T LUE SRR o B 03— g AERIASSCAE RISk, i HAS
RERE XAE Overlay HLIT o FEUGEAAR T E E AEMAL (RIASSCA IR AT AR 5 S o
FHAAPEAL %

TR AT CHHIRFER] “: 7 FF 5 kR BB “ 7 BHE SR A MIATE S5 . B
PROCBAE “:0 7 #5595

A template can contain template children which are created when the template is subclassed
and instantiated. Using the template keyword for the children of a template is optional but

recommended for clarity, as the children of a template are always going to be templates themselves.

template container BorderPanel(MyTemplates/BasicBorderPanel)
{
left 0
top 0
width 1
height 1
// setup the texture UVs for a borderpanel
// do this in a template so it doesn't need to be redone everywhere
material Core/StatsBlockCenter
border_size 0.05 0.05 0.06665 0.06665
border material Core/StatsBlockBorder
border_topleft uv 0.0000 1.0000 0.1914 0.7969
border top uv 0.1914 1.0000 0.8086 0.7969
border topright uv 0.8086 1.0000 1.0000 0.7969
border_left uv 0.0000 0.7969 0.1914 0.2148
border right uv 0.8086 0.7969 1.0000 0.2148
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border bottomleft uv 0.0000 0.2148 0.1914 0.0000

border_bottom_uv 0.1914 0.2148 0.8086 0.0000

border bottomright uv 0.8086 0.2148 1.0000 0.0000
}

template container Button(MyTemplates/BasicButton) : MyTemplates/BasicBorderPanel
{

left 0.82

top 0.45

width 0.16

height 0.13

material Core/StatsBlockCenter

border up material Core/StatsBlockBorder/Up

border down_material Core/StatsBlockBorder/Down

H
template element TextArea(MyTemplates/BasicText)

{
font name Ogre
char_height 0.08
colour top 110
colour_bottom 1 0.2 0.2
left 0.03
top 0.02
width 0.12
height 0.09

MyOverlays/AnotherOverlay

zorder 490
container BorderPanel(MyElements/BackPanel) : MyTemplates/BasicBorderPanel
{

left 0

top 0

width 1

height 1

container Button(MyElements/HostButton) : MyTemplates/BasicButton

{
left 0.82

top 0.45
caption MyTemplates/BasicText HOST

container Button(MyElements/JoinButton) : MyTemplates/BasicButton

{



left 0.82
top 0.60
caption MyTemplates/BasicText JOIN
H
H
H

CL_E R A AR R Bt — AN . 1 =3 button AR 4K 7K H borderPanel iR, iX
JD T O I T R B I E .

B E 3 Button Y SE B 44 K158 & caption JE P . HA B ] LAY elements ] T-2h74&
BT elements (FZEHEIEE T —> TextAreaElement KAF 4 H L1 caption)

Overlay 32—

15 OGRE BT M8 Ogre.overlay 3L, 7 OGRE [ ) DEMO H#Hfi ] 71X/
A E L) overlay o
FPS [ 54 el 5/< 2 overlay H11192 2 2 2

Overlay 34—

7E Ogre.overlay &R -, NP/ BTY overlay. HH 45—/ OGRE ) LOGO. Y
A overlay fUFE—> 3D Jt 3. FEFEAITIHE LOGO 1 overlay >k[Hiz 3] .

SELB

overlay HHEI P DL 5 2D Je W LA F 3D Jt 5. 1l overlay [1 setScroll &%) LA
Hizgh.

R A

Ogre.overlay SCAFFIIAUNT AT, 3 5 &40 I SCHF .
// A silly example of how you would do a 3D cockpit
Examples/KnotCockpit
{
zorder 100
entity knot. mesh (hudKnot)
{
position 0 0 —-50
rotation 0 0 0 O



}

// another logo overlay
Examples/MyLogo
{
zorder 100
container Panel (Examples/LogoPanel)
{
metrics_mode pixels
horz align right
vert_align top
top 20
left —165
width 160
height 85

material Core/OgreText

}
XA 2 T WA Overlay. — /M7 3D JGE ANl 2D JG &K
PLF J& myapp.h {4
#include "ExampleApplication.h"
class myFrameListener : public ExampleFrameListener
{
protected:
Overlay * pMyOverlayLogo;
public:
myFrameListener(RenderWindow* win, Camera* cam)

: ExampleFrameListener(win, cam)

pMyOverlayLogo = (Overlay*)
OverlayManager::getSingleton().getByName("Examples/MyLogo");
pMyOverlayLogo->show();

/] EEHT SN frameStarted FREL, 751X HLEH Overlay 112 3))
bool frameStarted(const FrameEvent& evt)
{
static float angle = 0.0;
if( angle >= Math::TWO_PI)
angle = 0.0;
angle +=0.1;
/1 AE X Bz E sk ek 0 s 3
pMyOverlayLogo->setScroll(Math::Sin(angle),0);
I ABIST, PN frameStarted BREL, LLSZIUM FARASES] EEAL
B .



return ExampleFrameListener::frameStarted(evt);

H
}3
class EnvMapApplication : public ExampleApplication
{
public:
EnvMapApplication() {}
protected:
// Just override the mandatory create scene method
void createScene(void)
{
// Set ambient light
mSceneMgr->setAmbientLight(ColourValue(0.5, 0.5, 0.5));
// Create a point light
Light* 1 = mSceneMgr->createLight("MainLight");
// Accept default settings: point light, white diffuse, just set position
// NB I could attach the light to a SceneNode if I wanted it to move automatically
with

/| other objects, but I don't
1->setPosition(20,80,50);
Entity *ent = mSceneMgr->createEntity("head", "ogrehead.mesh");
// Set material loaded from Example.material
ent->setMaterialName("Examples/EnvMappedRustySteel");
// Add entity to the root scene node
mSceneMgr->getR ootSceneNode()->createChild()->attachObject(ent);
/] SREUFR 2 A R Overlay FR%E!
Overlay * pMyOverlayLogo = (Overlay*)
OverlayManager::getSingleton().getByName("Examples/MyLogo");
I SRAETEOL T Overlay BN G A B, EILEIR.
pMyOverlayLogo->show();
/1 FREARE A FRIK) Overlay 54T
Overlay * pMyOverlayKnot = (Overlay*)
OverlayManager::getSingleton().getByName("Examples/KnotCockpit");
I SRAETEOL T Overlay SN G EA B, EILEIR.
pMyOverlayKnot->show();

void createFrameListener(void)

{

mFrameListener= new myFrameListener(mWindow, mCamera);
mRoot->addFrameListener(mFrameListener);



OGRE & {EREFIBATI A BN overlay X, SATENL T EAERT. £ OGRE
I FIHESE ) ExampleApplication 25 H14% DebugOverlay 12/~ IH I T, HE 11 overlay
W m R Y B F L IR . BL b 2P AE createScene PR AL P i@ it
OverlayManager::getSingleton().getByName () EREGRULE] overlay HIFR%Er, FRilid show
BREHT I TR T K.

Overlay &R A . TeFE 4R %L, 7E FrameListener #4 il HR B R 4F Huil 3] T 5

ESIE T S

OGRE 5|8 D20 — e LT 0 35 I EEA SRR AL B 56 18, 491 40 = 42 e s BN R B VR R
List 4138 g TP e 85 RF IR s 55 o (FOR IR NG B 58 it 4 S 18 T 22 7 i B
CL5E M 1N Exit el kds B R R EHE H . Option JZH1IHHE T 5 SHEN R 40 B E S A%,
OGRE WAL H I AR A 58 %, 158 2% OGRE [#) Demo_Gui.

BRI

OGRE B T AT T4 LIk (1) 37 5 LAAME LR R ST 2R 3 5t Wl SERA 0 BT Ah B
ST AERIRE o 3D 518 SR KT 2837 5 1) B LA T g st A SR k. —
AN KIy 500 = B AR IR, B A s A SN 1%, VH RN TE G
IR SR . AR HROR I A2 ] BSP B0\ SR S 08 25 i K 3 e AL 8k k, RIS X
R &5 R AR DG IR RS R S B S AU B N B IE ok, PR BITE e as AT L, X
FE AL EE S5 (1) A 2 kN

7t OGRE 137 555 FL g8 1) 245 U o «

ST GENERIC, Wil 75t
ST EXTERIOR CLOSE, =AM
ST EXTERIOR FAR, EHM IR 75
ST INTERIOR ENR

R 7R A, e LR AL P A i) B T B P As . OGRE 513y —
A SceneManagerEnumerator ¢, ‘B [/ /FE 2 5 BE CLSE LN 17 5t B 38 . /1 OGRE ¥ Root
KA T SceneManagerEnumerator X%, ST E M & H4% . £ OGRE
FrameWork [*] ExampleApplication 285 1] DL B ALY :
virtual void chooseSceneManager(void)
{
// Get the SceneManager, in this case a generic one
mSceneMgr = mRoot->getSceneManager(ST _GENERIC);



MELEACRE T 0, Bl s Ol B A ()2 Tl ) SO PR o 0 A PR R IR 1 S PR
i3k mRoot->getSceneManager () PREMMUHEERER T LL T o

7t OGRE [J SceneManager &1 A7 IXFE (1) — N R £ setWorldGeometry, ‘& I/EHZ A
HFEE (A s Rk BPAMIR AR SN A, X T RE e 00 =N vy B4
fMm sz, KL ERER. T @ AR, ®A “Wold
Surface(Terrain,Room...)” XS, i FHIX AN R 20K K 254l H— 4> "World geometry is not
supported by the generic SceneManager. [f] 7 ¥ . 1M OGRE f& H 75| % 42 fit (1)
Plugin BSPSceneManager.dll HH it 7 i i BSP HyA S ST INTERIOR = 37504 1
&, EHEFIEIL T setWorldGeometry BREL, AT LA LATE A —> bsp H% N 1 50 IR
Z o .bsp s QUAKE 1 CS %55 Ui sl H 137 5t SO 28 8 . OGRE 71 o | 42 A1k (1)
Plugin_OctreeSceneManager.dll HH &4 1 1 i )\ XM 5L 501 ST_EXTERIOR_CLOSE ‘%
AN I S AR, EIFRAEFRSEIL T setWorldGeometry pREL, fHILAT DA .cfg =4k
WSO ST RN UK FE BB ORI R = R ]

T R R R R 5 B AT DU B R el 5o h IR )8 T “World Surface” (5
Ao M AN EAL S NS B st A, e HAT 5 3 500 B I A
UiRg. JTLAFER I, 03T setWorldGeometry BRELEAN “ AT 2 J5 AR T LA )37 5%
TN\ SceneNode 1 Entity 25 HE 350 0 2%, AR T DLl i FrameLisener >R 42 1% 46311 17
SOUREMNIEE) . AALENTRAE AR E sl sz 7.

ERF=

Demo_BSP Tfi/& OGRE 5% 1) % NI 5t 1. 41 JF Demo_BSP L&A L.
OGRE 75 H:5 [ 4LAL[¥) Plugin. BSPSceneManager.dll i £F FH 4t 7 18 i BSP 558
ST INTERIOR = N7 5t B Hids . OGRE 5 AW AR I I 25 3N Plugins.cfg H45RE 14>
HRAEE,  HUEAE Plugins.cfg 47 Plugin BSPSceneManager.dll fdif-5f nl IMEH T o
T OGRE H Hi (#7102 QUAKE3 [, Jr Ll Ziify —> quake3settings.cfg KiR &
QUAKE3 ) [& 1, (. pk3 SCf, HoSz@—AS ZIP SO ) R eb i) 3 81 S0 44 Cbsp) » QUAKE3
s AT R A Ferh i A B PR SR BRI 1 ID 2 7] BT BL OGRE 515 ) DEMO
REFPIFBCA M AT QUAKE3 MUK, fRinZitfe A v HLE 22k QUAKES [, Jf
42150 E B quake3settings.cfg H12%, Demo BSP A BB IEMIZAT .
7E BSP.h XA H, 5 LT BspApplication 2, iR [ #)18 PR AL B 46152\ quake3settings. cfg,
AT H G e P A SR A4 R B SO R4 o AR AR T
BspApplication()
{
// Load Quake3 locations from a file
ConfigFile cf;
cf.load("quake3settings.cfg");
mQuakePk3 = cf.getSetting("PakOLocation");
mQuakeLevel = cf.getSetting("Map");

}

Ho A SRSz b B A ZIP e, 1% ZIP SO 4 OGRE ELIE T (K SEprd) e 4
g bsp HIHBIEI SCAE, T LLE 20K Hu I 4, ZIP SO B OGRE RIS EHE R i h . AR
IR



void setupResources(void)
{
ExampleApplication::setupResources();
ResourceManager::addCommonArchiveEx(mQuakePk3, "Zip");

H
BT R TREER IO = A S st B, P LADA 20 H BT S chooseSceneManager BRI, LA
EPEER ) 5 B s . AR
void chooseSceneManager(void)
{
mSceneMgr = mRoot->getSceneManager(ST_INTERIOR);
H
= EpilfEs7=NE (MC I
void createScene(void)
{
// Load world geometry
mSceneMgr->setWorldGeometry(mQuakeLevel);

// modify camera for close work
mCamera->setNearClipDistance(4);
mCamera->setFarClipDistance(4000);

// Also change position, and set Quake-type orientation
// Get random player start point
ViewPoint vp = mSceneMgr->getSuggested Viewpoint(true);
mCamera->setPosition(vp.position);
mCamera->pitch(90); // Quake uses X/Y horizon, Z up
mCamera->rotate(vp.orientation);
// Don't yaw along variable axis, causes leaning
mCamera->setFixedYawAxis(true, Vector3::UNIT Z);
H
R R R, R Y R A HEER Y setWorldGeometry J7 A ZR A ML
PR BCE RSN QUAKE i | rh A7 il BB i kS 4k R 2677 17, a1 5t
EERAR I getSuggestedViewpoint 7772 i] LLIRHNEIX A ViewPoint, 1 Ji7 PR S LE A7 213X
A rile BT QUAKE &L XY Sk s~ 1i k7K1, Z 5l EJ7 18], BT A Z00kE 3 Gl
F} mCamera->pitch(90)1% 1] 1% 90 Ji . mCamera->rotate(vp.orientation); 1) [ R LS K 55
PURHE SRR TT ) o B KA B e il o, R AL Re Sk 1m) LaE ik, ANBES WHUIREE
360 42X R BHIE . M TE QUAKE H Z Hlifw) I, PrLAlifiid mCamera->setFixedYawAxis(true,
Vector3::UNIT_Z); )52,

EIMA=
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OGRE 7EH 5|4 4HL1¥) Plugin_OctreeSceneManager.dll $diftFHH$ 40t T 18 3o )\ SO 435



L) ST EXTERIOR CLOSE #Z4h ) [4137 528 BE 3% o OGRE 5188 7E W WA A6 11 Ik 2 N
Plugins.cfg 8 E iR, R EALE Plugins.cfg {47 Plugin_OctreeSceneManager.dll $di
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BRICZAE, AT B bR SO B R R, IR AR T 40 775 1) m] DF % A 40
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virtual void chooseSceneManager(void)

{

// Get the SceneManager, in this case a generic one
mSceneMgr = mRoot->getSceneManager( ST EXTERIOR CLOSE );

}

PRI E AN BRGSO B A ST L T .

void createScene(void)

{

// Set ambient light
mSceneM gr->setAmbientLight(ColourValue(0.5, 0.5, 0.5));



// Create a light

Light* 1 = mSceneMgr->createLight("MainLight");

// Accept default settings: point light, white diffuse, just set position

// NB I could attach the light to a SceneNode if I wanted it to move automatically with
/| other objects, but I don't

1->setPosition(20,80,50);

mSceneMgr -> setWorldGeometry( "terrain.cfg" );
mSceneMgr->setFog( FOG_EXP2, ColourValue::White, .008, 0, 250);

mRoot -> showDebugOverlay( true );
H
DL E createScene B JL I B, XA T — DG, i mSceneMgr ->
setWorldGeometry( "terrain.cfg" ); i T2 terrain.cfg BL'E S/, @NTE, RN AEME. 3%
5 %TIE%; [ setFog BN LAV B 5 AR
EARBIAE TR S M A B, FRATHAR AT LU B B 75 1) 35 5 N Entity
%%Efu%, WA ) B oI S ARSI A RO
Entity *ent = mSceneMgr->createEntity("head", "ogrehead.mesh");
// Set material loaded from Example.material
ent->setMaterialName("Examples/EnvMappedRustySteel");
// Add entity to the root scene node
mSceneMgr->getR ootSceneNode()->createChild()->attachObject(ent);
oA s mAT A ANE. NXHEATLUE R, b 508 AN
setWorldGeometry J7 V2204 [t & AR B QI 4, FA 138 w] MR J7 ) [ 37 55 PO AL e
SR GRS S, AL AN H S i B A A

b e T AL
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“File” ->“Import” -> “Autodesk 3DS", ZR/FIEPFE F AN, R, XHEIRATE
FER) 2 Autodesk 3DS, "B 4B E S AL H Audodesk 73] 77 i 3D Studio T A 1 45 74,
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DAL 2 Texture, W LAELHESUERAARR, #ELEME (Ambient, Specular, Diffuse) Z5{5FJE) .
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Rk, ®FE “File” -> “Export” -> “OGRE Mesh/Skeleton...”, X2l —/>
X EHE:



OGEE Exzport Options

X

Export Mesh
Export Skeleton & Animation

Frame Rate: |24 (frames per second)

[ 5plit keyframe sequence into mulkiple animations
[ ]Export Material Definitions

Mote; OGRE supports more advanced materials than Milkshape. ¥ou can get better
effects if wou just name the material in Milkshape, buk then define the material in an
QGRE .material script, You don't have to export the material definitions in this case.

| ok | [ Cancel
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Definitions” , MMl E. 4% H] Milkshape ] Material & X o

QT SRR S R i sl U 3E Y “ Export Skeleton & Animation” SIEHE, i n] LA ) i fig
LB,
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1, OGRE homepage: ogre.sourceforge.net
OGRE 1371, OGRE H#iz)n. OGRE Roadmap {H3—F -

2, OGRE in sourceforge: www.sourceforge.net
OGRE [f] CVS &%

3, OGRE Forum: ogre.sourceforge.net/phpBB2/
OGRE 1%, OGRE [J{E# Steve Streeting JL-T-F7 ] 4% !

4, Jeff Leigh's Ogre Projects: www.enygmaarts.com/Ogre/
17 Jeff 1] OGRE fil¥137 5t g 4%, 1R !



5, Pong: emotion.sourceforge.net
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6, BadCamel: badcamel.sourceforge.net
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7, DIE: die.sourceforge.net
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