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ABSTRACT

This project is a study and development about computer game that using force feedback
device (Haptic Device) for input information and for feedback a force. For this game, it shows
force-interaction and relative graphic of a control-ring simulation game, that its rule is prevent
form touching a ring with any bend-coil by collaborative control of two players that join across
computer network. For implementation, we study and apply GHOST SDK for haptic simulation

and OpenGL for graphic representation.
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v q dise (&)

&/3U Collaboration Graphs 1{1n 138§ Diagrams tite Wi un I d i uTveq Class 7

Glussuudsamudy Taonanuilundesfindouiiuansde Class, Ausuvsindesdmaoy
uaAsmnoavFasstusneun iU CRC 409 Class 11 q udaez¥euTosdaugnasl
Somnoinymiifives Class s aufuite ldwihildiduds Tashaveswagnasinneda

~ dy 44 4 '
anlfuSasnnmiifenivves Class fignieg
24.1 CRC

A1 2.1 CRC ¥83 CGameApp

CGameApp:CwinApp Concrete

1.Create SDI Framework
2.Peck Messages
3.Route Commands CMainFrame, CGameDoc, CGameView

4.Render OpenGL When No Message CGameGL



910 CRC, CGameApp ﬁ'rtfﬁ‘ﬁ Do $19 SDI Framework A9 3 Mainframe Window (
CMainFrame ), #2 Document ( CGameDoc ), Ba2A2 View Window ( CGameView ) a1 1A354
a519u89 MFC SDI Framework 2) ¥t s uazsan1s Windows Messages 3) N5 fimua
1‘3{' UN'N Commands HAZHS Commands mgluaa Framework ( fle CGameApp, CMainFrame,
CGameDoc, CGameView ) 4) 50019 CGameGL uaaang 'Iﬂmf}ﬂ‘lﬁﬁ Windows Messages W

Process ( Idle ).

M19197 2.2 CRC %93 CMainFrame

CMainFrame:CframeWnd Concrete

1.Manage View, Menu, Toolbar, Status bar
2.Handle Commands

910 CRC, CMainFrame 311191 1) a3 191a28AN15 Menu bar, Toolbar, Status bar 11aL$ANTS

. o A ] i
View 2) Winii1fid1e 9 A1 Commands %38 Windows Messages.

13140 2.3 CRC 489 CGameDoc

f
CGameDoc:Cdocumen: "Concrete

1.Load/Save Game Setting CGameGL, CGameHaptic, CGameNet

2.Handle Command

910 CRC, CGameDoc Hmii1i 1) s1unTeiiudindaynveununinszuudessis 9 910 IWanse
ashl 2) imnfrfidne q A1 Commands ¥'e Windows Messages.

v
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A1519% 2.4 CRC 989 CGameView

CGameView:Cview Concrete
1.Communicate Other Peer CGameNet

2.Select Curve Set CGameHaptic

3.Start/Stop Game CGameHaptic

4.Load/Save Setting CGameDoc

5.Handle Command

6.Render OpenGL on View Area CGameGL

7.Resize View CGameGL

10 CRC, CGameView iuvi1i 1) tfu Graphic User Interface (GUI) ie15lumsAnaefiug
wurhedy Tasl$usn1s4ee CGameNet Subsystem (lugauvewSnis Tcp) lunisdomsde
yanauRuIAY 15U naEuvensamway 2) i Gul lumsidenyaveudunindalf
wrifoudioz Simulate Tag CGameHaptic Subsystem 3) 114 GUI ‘lunm‘:‘un?wqmnu&w'hl
dal CGameHaptic 992183 Haptic Process WN3EUNTeNgAMS Simulations ¥20 4)
Gut lunsimuadeyniiteriuiin wieden Iddeyaritesin 34141575 CGameDoc Tums
gumSeriuiindeyain v 5) vivmriiane q a1 Commands w56 Windows Messages 6)
dhuitucasnsiiln Tagl#usn1sues CameGL Tunsiadonls! Window UBIAABY
(CGaineView) 131130 Render N5 IaoHaisuves OpenGL 14 7) iffeiinisildounlag
VUIAYD Window vruen i CGameGL Faatitefimauniesansinlddumiussuiy

vuwiinfasuniag
miN'ri 2.5 CRC %84 CGameGL
CGameGL:Cobject Concrete Subsystem
1.Make Window Support OpenGL CGameView
2.Set OpenGL State
3.Render OpenGL CGameHaptic
4.Load/Save Setting CGameDoc
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910 CRC, CGameGL Subsystem I 1) i1I¥ CGameView a13150 Render Hafiguung
OpenGL 1% 2) fmuasan q 119 lunsuaansiln 3) fJunudels Render OpenGL 4) 814

wietiuvindeyovesszuudeslasldusnisein CGameDoc.

13191 2.6 CRC 189 CGameNet

CGameNet:Cobject Concrete éubsystem

1. Support TCP Communication

2. Support Multicast Communication

3.Load/Save Setting CGameDoc

910 CRC, CGameNet Subsystem din{1 1) WuSasmis@eaisivy Tcp 2) Wutnisnisde
aIUUY Multicast 3) BmnTesiuiindeyaveaszuudesTas1$15013910 CGameDo,

@133 2.7 CRC ¥89 CGameHaptic

CGameHaptic:Cobject Concrete Subsystem

1.Control Haptic Process

2.Manage Hzptic Scene Graph
3.Simulate Ring-Curve Effect CGameNet
4.Handle Haptic Scene Graph Graphics
S.Load/Save Setting CGameDoc
6.Load Curve Set

910 CRC, CGameHaptic Subsystem Jvi 1) AIUAY Haptic Process 2) ad1unzdans
Haptic Scene Graphs 3) ifutaufi19luns Simulate NMIMVPUARNNNATBUTINTUYBITEY
thesumsfensuuy Multicast uazmyimesmsasunusIdsusveuduMInda IR uTley .
fifiaevannaaiiou 4) uerasns finluduves Haptic Scene Graph 5) 1un3ofuiindoyn
vosszuudes laul$1u3n1591n CGameDoc 6) 81uS03ja¥84 Bezier Control Points 910 & oe

stsuiuduniadalfuailou
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2.4.2 Collaboration Graphs

USER

NETWORK FiLEs |

311 2.2 Collaboration Graphs v8altsun3siny RealLife.

910 Collaboration Graphs HAAIINAMANNUTUB Classes #1199 WiossUVIBEA1
moluTdsunsuiny RealLite TasTtsunsails MEC SDI Framework 1ﬂu‘v‘€u§1u Falszney
Ay CGameApp (Application), CMainFrame (MainFrame Window), CGameDoc (Document),
CGameView (View Window) stazsiailussuydesanmitiiiae CGameGL (szuudesnsiin)

o & o

miiimiuayunisdunsuaainsfingao OpenGL, CGameNet (sx11888d8815) Yinth
fienfueyuluntsdeaisdas TCP uns Multicast (Ut UDP/IP), CGameHaptic (s2Uv886n13
' ° P . . o e 1
ABUTUBIABISY) il lun13AIuNY Haptic Process inzn13$1n8an1siafuvIenan
witousunuveaesihe uazmItineaminsuausdsuswaudunlana Invaileuiiids
" - o o o . < ¥ o & o s o
wanauaiieu Tasanuduiuin Diagram uaasdenis usas lunthiiuazns18usns
v 1] v 9 []
Tumihidn q vesudas Class e lduhiniu q dufeas anit1desuoudalu CrRC voud

e Class.
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2503

winnseenuuyluiesdudas CRC uaz Collaboration Graphs Wil uInsead
weuny RealLife ufloady $ealsznsuf 31910 MFC SDI Framework Ao CGameApp,
CMainFrame, CGameDoc, It CGaneView ludaufimasutisiiuesniiumied MUNT NN,
mansuNUBIABUSY, tazMs oAt 1s fip CGameGL, CGameHaptic, 1y

e o - ’ J - 4 1 1
CGameNet @1a1AU Tﬁumxﬂuszuuueu mvzaﬁmuswnzzﬁﬂﬂ‘luuﬂa:ﬁ"m‘lmmnzuvma
"l



Unh 3

suuteunTINN

3.1 szvudeunsiin

P ' 1 . o N
GHOST SDK #i1#1un17 Simulation msasuaussdsusfiszrimivauuny RealLife
4 v o [ '
1t hififedsuiisslumsuaasnmanin udfiingln Callback Tun1s Update Soyariie 1
b 4 [y
Application Process ioyatiu Tuanmsefuisuiensuaussds il unisuaasnm
ae o o o 9 o .’o’ (] -“ o 9 al [
asnRduTu U dudy AuiussuudesnsMnsuimitafisessumstaaaninnsfin
[ . A o) & . - 4
tnsuIny RealLife a4 Graphics Library fi8 OpenGL T idnu Application Framework 9114
p VA4 ;
fi8 MFC SDI T nnfien13a1e OpenGL Rendering Context 910 CGameView (i@
] } 4 v e
uaAINIWNH Render Taoila iUy OpenGL, 3055un15d8umenuiiiuannsiiln, seesu

nsdannsnlfsudmimmuesiozuas fludu

3.2 uWIRATIUVEBEN TN

910 CRC a2 Collaboration Graphs ¥eszuus i liifuniivesszuudesnsiin
fifuazanutiiusfudiudy 9 1B 1) M371117% Device Context Y89 CGameView 11150
Render n31Mn91nH3A¥1Y0I OpenGL 2) MIMMUARMNNTIHAAIN q Y83 OpenGL 151 yu
weq, e iludu 3) MunuiSonnTenugunis Resder 1ndaudu q Adeans luasdiny
RealLife 8 53111080A01T10ABUTIAABINT Render nIMNVBIINMIAT UL 008 A
TAuaiieu

vinnhiindnvesszuudeeiaariuda sldnunuiieedy Object 13
(Douglas. 1995) fis Rendering Context (CGDC) v'nuﬁrfltﬁ'n OpenGL Rendering Context (DY
AIUANNTS Render 11 Context il Tao State A 9 U843 OpenGL dmualasdavesszuudes fe
CGameGL At iy State figaennuieldiion q fezdmuaru Graphic Objects Seluftilae
Camera (CGCam) 4y Light (CGLight) 1% CGCam e18ziinsayy, nffouspiues daiinam

Fudau n3e CGLight fiervszyrslunissauns fudu

R 4
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daudasyuvdesiis CGameGL Yiuriiivsramuan wu e CGameView Sinsiiouwiig
Window, CGameGL fvzalszauli CGCam Stz aniite 1HasfUv A0S Window
viuilifu uazr CGameGL dnimihiinesSunndy Wdadauan o #88ams Render A3 73R
Taoilari$uves Openc:L #au Taugrilunis Render e10iiien'ld 2 Yszinm A 11514 Window
Timer #3813 1% Onldle 1ii0'11iA15 Process Window Message. UATMTUINY RealLife 1¥n3dl
'7; 2 Tmu?;tn 13 (Hook) 1u Message Loop 483 CGameApp.

33CRC
P94 3.1 CRC 909 CGameGL
CGameGL:Cobject Concrete Subsystem
1.Make Window Support OpenGL CGameView
2.Set OpenGL State
3.Render OpenGL CGameHaptic
4.Load/Save Setting CGameDoc

810 CRC, CGameGL Subsystem 11119 1) ¥i11% CGameView 11150 Render Warfisuvaq
° ] [} al ;— A 1
OpenGL 18 2) imuasian o MFlunsiaaaensiin 3) Suauda s Render OpenGL 4) 811

nimfuiindeyavesszuvdeslaslfusnrsein CGameDoc.

13191 3.2 CRC %89 CGDC

CGDC Concrete

1.Make OpenGL Rendering Context
2.Initislize Graphic Objects CGCam, CGLight

3.Render on Rendering Context

911 CRC, CGDC inim Do $a OpenGL Rendering Context 2) fiTHUARUSNAUYBA Graphic

[ 4 ]
Objects luniifie CGCam unz CGLight 3) Render OpenGL 1 OpenGL Rendering Context f
adn.
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1151391 3.3 CRC 989 CGCam

CGCam Concrete

1.Set Camera Position
2.Cnange, Slide Camera Posiuon

3.Row, Pitch, Yaw Camera

91 CRC, CGCam fmi1#l 1) ivuadumtisaznisiaanaveagmes (ndss) 2) saelums

< ° . ' 3
nlasudumiandes 3) saulumsnspundesluiuy Row, Pitch, 102 Yaw:

@131 3.4 CRC Y99 CGLight

CGLight Concrete

1.Set Light Parameters

910 CRC, CGLight finti1# 1) Haslumsdinuanisiinesusauay.
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3.4 Collaboration Graphs

CGameGL Subsystem

@ f—— 3, D CGLight

CGDC

gﬂﬁ 3.1 Collaboration Graphs Y83 CGameGL Subsystem

910 Collaboration Graphs Y8453 U180 WA taaIdauduiusniwluvesssuy
dou Fualszneudas Classes 419 9 18 CGDC, CGCam, (102 CGLight #1970 Diagram ila
CRC vziifuiiszuvsesnsifini 4 witad ae

ude 1 fie ¥i11¥ Window Tinameunselunts Render OpenGL F1vi118 a0 1114
uTn1383 CGDC luts 1 Aip o519 OpenGL Rendering Context itng CGDC A1y
MIMMUARUSUAUYES Graphic Objects Fa1uftilA® CGCam 1n CGLight A2y

Tute 2 e dmuandn q 71§ lunsuaninsiile Feee 1203015 1ude 2 uie 3
483 CGCam Tumsdimunsiidn 4 fifisafuspesndes) uozl$usaslude 1 veq
CGLight lumsimuasmnsiliinesmanes

lude 3 fe Render OpenGL §qﬂz1ﬂ1§u§n1ﬂuﬂa 3 Y93 CGDC Ao ) Render
OpenGL VU OpenGL Rendering Context ﬁﬂ%’w

Tudie 4 Ao snmioiuiindeyavesszuudes Tanviausuiy CGameDoc Fregnie
venvassyuLdesnsauns i Mifin ety Class laluszuvdeonswnda lud

MINIUMILIVLAT A2 TN UT U Diagram,
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35 MIUTAININN TR Y OpenGL

OpenGL 33115 Aa1 Tag Silicon Graphics Incorporated. (SGI) sHluszuunsHnfisl
Uszdninmgs, Taiufuszay Window 1 muzdrIumItaasn s i 3 @ uasds
aunsalddmsunm 2 {ia uarginmidasndao giiuegnsldnisnauguuss OpenGL
Architectural Review Board (ARB) #atlsznsudasuismfnimied uneuiiame fnsiln

HaIOUUY

3.5.1 amiaen 3531984 OpenGL

OpenGL State

OpenGL gneenuuumnlfiiudnyae State ﬁﬁaummums Render A1UMINGUBY
State Tufifite u‘i‘amﬁmuﬁ;ﬂnn‘?‘iwnmﬂflﬂ (lugilves Vertices 1y Image ) nafivanan
Fuduius 18 mun St Thundsusdils Suiide msfimuaiier1s, Model vosumaily
8815 #3® Perspective 1ilung1alsinaeusiudu Taofadsuiildouduiledsudg q
hifiwisllime funninuddiesaufuiy St AdmuandeuiinldRadunmisudeudhy

QpenGL Data Types
OpenGL 1% Data Types voeda10efiodududan GL awdassiiaues Type Vi1t il
i
a9 3.5 wiindayaitl¥lu OpenGL

Suffix | Data type Typical C or C++ type | OpenGL type name

b 8-bit integer signed char GLbyte

s 16-bit integer short GLshort

i 32-bit integer int or long GLint, GLsizei

f 32-bit floating point float GLfloat, GLclampf

d 64-bit floating point double GLdouble, GLclampd

ub 8-bit unsigned number | unsigned char GLubyte, GLboolean

us 16-bit unsigned number | unsigned short GLushort

ui 32-bit unsigned number | unsigned int or GLuint, GLenum,

unsigned long GLbitfield
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mmamswidazszuuiruavinadauls lunw ¢ uaz o+ Timdeudu ruuiessuy
fmua int iu 16-bit daudnszuudmuaiiu 32-bir Hudu Saudtlymlasld Daw type voa

] N J 3
OpenGL #ifimuavuaues uaztiwe Idaunse port l/1¥1dlunasey

3.52 Wan¥ulun1s Render Y84 OpenGL

‘ . y
OpenGL iy Library szAuduilofisuiunan Open Inventor aulunrsadunsifin
a8 OpenGL winpnInMITadngUnsusvindauazamde q Tasflafsuiugiu e
ﬂ' [ J & A T an
iszneuiiunmiidudeutu uazdieunamanin Mode 13 9 Aszifailunmanidents

Taeilandundn o fe

15 4 TR

Geometric Primitives 111u31/513 ) $10 15u 9@, 1fy, auuvdon dudu adlfenns
(3 . s W 3 J - . 4 \
fIMMUA Vertices (JAU8A) AZHIAUNITTUIVOL Vertices &4 Vertices fAvualagiad s iwu
A - ar g .« L
glVertex3f0) ¥ Tan)n@Aflansulu OpenGL voanuuy 13505 umsiiimes lAnaodauls
uoznaslsuinnvesdls AIBe1U gVertex3f...) Aanduna’ldfe #aav 3 munede 3 §
¥
msfunsiiimed 3 & daudasawsihegaidumsuenimsiiimes iuiudaulsuuyla
L] o ' '4 o o .
19U £ 18 GLfloat BNAIBE1IMTIAB glVertex2i(...) Hun1susnIfuns1soian GLint
o @ é o
s 2 dadludu Falszianvesdanlsilullamars 3.1
L4 M 4" 3 _— J d'l Aﬂ'. *
IIMUAAYDA Vertices ilolzapuilu Primitive #13 q Tagsufidmualszinnues
. - : .
Primitive Fuilumis1fiineiue glBegin(...) Anda03avea Vertices ufadariedae glEndO
#29620%U 15 ad 1 Primitive ¥ils Polygon Tat1# Vertices 3 1@ 15214 Float 3231
nun 4 9a tieadegldmBonaunsedon 18w
glBegin (GL_POLYGON);
glVertex3f (1.0, 1.0, 1.0);
glVertex3f (1.0, -1.0, 1.0);
glVertex3f (1.0, -1.0, -1.0);

giVertex3f (1.0, 1.0, -1.0);
glEnd ();

a0 Primitive M3 11 OpenGL umasdagilii 3.2
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1, .4 0 3 1 5 3
4
0,
. 5/ /\XQ .
'3 2 1 0 2 6
GL_POINTS GL_LINES GL_LINE_STRIP

GL_LIN E_LOOSP GL_POLYGON GL_QUADS

3
7 i S
2 4 6 13 8 7

1

0
GL QUAD STRIP GL_TRIANGLES
GL TRIANGLE STRIP ! GL mlANGLE FAN

: 3
711 3.2 jlnsaiugIuves OpenGL

N1511MUA State

daulugjerld glEnable() uaz gibisable() 113 Enable s Disable Mode @14 4 1%
glEnable(GL_LIGHTING) ¥1884115 Enable Lighting Model (&

daumsfmuanves State Asonldawieisuiy 9180 s muai 1% glColor3f

(...) ¥581151MUA Clear Color /1% gClearColor(...) iiudu

36aqpl
. o v
970 CRC U0 Collaboration Graphs yhl¥usauiiunmsuazwimvesssuudes
o ; o 1 H

AsWn 1S udu taznIAndnnIsas q veantsuannsindrs OpenGL A ldiaue 1y §

] P [ 3 4 [ -] ] [] e S/
unziisane lussdunit dmsusoazi®oalunts implement luvnadau iy n1svilld
Device Context Y83 Window %11139 Render OpenGL 914910 MSDN nfematianissants

ndessammianguiinians1Wing ldvn (Hilt. 2001).
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syuvdpaoms

4.1 ssuvdsaiRmS

vnnnfauazseenuuy luumnsesnu swuieyaiilslunisdemanielu
13 RealLife 1 2 sziamdle 1) Goyouny 2) deyanaunuiny tazudasdsznniisnyas
Aoz Tuntsdemisfiaradu fo Foyninumie Local View of Global State (Kuross, 1999) 184
wudnmaunnwaieuiiins dwann/don lugdidudu q el diausu @ 'l
AT Global State YeaFaBTYH AMINIIAALALIINAST Haptic Process 1g/ lun1sdam
MIABUTUBIABLINT 1 kHz unzmma‘s‘qﬁim1‘:11’1’15\1‘\79@:11&114 Haptic Process 7l lif1u
gﬂﬂa lirhwunisiFonTasdagulivanse Callback Tﬁﬂmgﬂuu'lmmmﬂﬂauaumﬂwaqqﬂ
W we hisuseaiigndes (Sensable Technologics, 1998) Wilimadriiafeyaniolu Haptic
Process (Y111 1 kHz %3890 q 1 ms. fufugdassadidglunsfiesilinuaeuausissie
TUTOU NN ITABUAUBIABIIIBYTTZAY 1 kHz ninudas lunsitedeyaves Haptic
Process w‘i’aé‘ams‘lﬂﬁe@duf’?u 9 #1115 Implement AM11WIRA Transmission Control
Mechanism 484 (Kurose. 1999) it/ difisevnadanminduy,

deymunuiidons e Local View of Global State vesgaguinasmuaiioud
dmazlumsdunzdnnuiinnysellud ﬁa‘lzfﬁuﬁuﬁagndeuu% uazaInAs At
Tufnneuy Real-time il wdens lumsdsfisaadafiqe, Overhead Tteuiiga
msilntsced, uazdeyatiuniedind Play-ou veekasiuss hifisz Towd defunisdems
UV Unreliable 1%1 UDP frhseminzaund uazvinmisesnuuy Taol$udnmssnanmyy
nszerwTasmyselduannlaoudeynunn Local View of Global State ¥l msdsludnuais
Multicast hwziiiudaufeniimnemnnnns1 Peer-to-peer Aaustasiifios 2 flau sz
Implement 13 WAzSraruNsOVNE IUdEUNT oo WUy AT sifhignie

Answimsdemsienaniae T fudu



« ¥ (3
daudeyanauguiny isuludiiife deyantuguaisFungany, yaveudunia
ifeuild, deyonzuuu fudy fiaamdesnisnisdemsi Reliable ganddoyanusssua
LKy ° o & . & o < c g - '
uaziinnuazinnaigalaganianandimsassesdudnog 3918 Tcz Tunisdeasaw

Una

4.2 IIRATTYUdRa DM

[ |

vnnsesMIY sTuudssiemsiii 2 wihiifd iy fe
1) mivayuasdemsuuy TCP
2) mivTyunITABAITILY Multicast (W1 UDP/IP)
4.2.1 msaﬁ'uauunm"mmﬂmv TCP
14n15 Implement A15@0A13 UL TCP AAndna Implement #4810 Client une Server
#1180 Implement funuas Tulsunsy oxildgeennuaysuden dufuseraui Client uay
Server W14/ Code iAoafiu I uNTIqR nzn13711% Windows Socket 1115 Implement 924
Socket 3 Ulszinniiinadeq A Listening Socket, Server Socket, {122 Client Socket Iasiidau

MIMIIUATINAT

NN 4.1 Hun1 991493 Window Socket U1 Client-Server

Server Client

1. Create Listening Socket 1. Create Client Socket

2. Listening Socket Wait for Connections

3. Client Socket Request Connection

4. If not Accept this Client go to Step 2
If Accept this Client so Create New Server
Socket for this Client and then go to Step 2

5. Server Socket Communicate with Client 5. Client Socket Communicate with Server

Socket Socket

. 4
Taslunseanuuuse s object oavimtiii 1w 3 uuudsnan uderdonmisadrsuu

Dynamics Tutau Application Protocol 82 LIe{usufuanIZAITUBA Message U84 Clicnt
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Socket 1Yl Server Socket #a¥N1SUINTZIAN Message i daunsasuTuBIA
Application Protocol 9t 1¥iflumiiives CGameview tadiuntsutianiifiaanu uas
[#51% CGameView fidauluntsmauguuaunnniiqa lunsusndsinn Message 9z 19316
Code Tudaumiues Message lunsuomlszian uazadraily Message Object amidmua
131 Message Factory udada Message Objects 11& CGameView Tasld User Window
Message. iifloisafin lavaguvesmismiumyuntsfemsuwy Tcp

422 n1saﬁuaqun1s§aa1muu Multicast (% UDP/IP)
Tudaunsmiumyumisensiy Mutticast 14 Window Socket 1##19917 TCP

a39# 1ifing Connect furisu uazld Group Address iy Taail Socket #itafiuda Join

Group UNSABYTY Multicast Message. @2udn Socket ﬂdﬁﬁmﬁ"l‘ﬁﬁi Message T Group

4
2
Address Wilednans

4.3 CRC
151971 4.2 CRC 989 CGameNet

CGameNet:Cobject Concrete Subsystem

1.Support TCP Communication
2.Support Multicast Communication
3.Load/Save Setting CGameDoc

%0 CRC, CGameNet Subsystem fimii 1) shemivmpulunisdeaisuuy TCP 2) $20
afumyuluns feasiuy Multicast 3) SnmTeruiindsyavesszuudesTaslduTnisen
CGameDoc.

4.3.1 CRC Y2307 TCP

iifesnnludauves TCp amfioSinomndngu aaulngiiin1s197uuuY Dynamics
#am131% CRC uaz Collaboration Graphs @i (Douglas. 1995) v hizansassine Idkenun
duhufal¥madou crC ung Collsboration Graphs ffioaunedaufineszvinld saufuntg

-~ [ 1t o o o ° .
efnouszney misd hifidgdnvallunsesauuulaiiefuiemsiauuuy Dynamics 14
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13191 4.3 CRC Y84 CCommSocket

CcommSocket:Csocket Concrete

e

1.Connect/Disconnect Server

2.Wait for Connection from Client

3.Communicate with associate Socket CCommMsg

4.Separate and Create Message Object CCommMsgFactory

5.Send Message Object to Application Protocol | CCommMsg
Handlers

»

91 CRC, CCommSocket #afiAe Class Mimmifiunut Socket ¥ 3 Usstnniing1aunluasu
fu ﬁﬂlﬁ'ﬁ [} 'ﬁmﬁ"lﬁ Server/Client Socket is Connect/Disconnect 2) ﬁ‘mfl"l'ﬁ Listening
Socket 1UA13ABY Connection 3) AAABABAT TZMI19MU (Client Socket-Server Socket) Tay
Ensode ifjli Message Object (A Class HAun®eAvIn CCommMisg) tumisaadoyn 4) lunsdif
fu Message Packet uﬂﬁ'uummztf%’mﬁu Message Object 1'fum Taold Message Factory fis
CCommMsgFactory Tumsadn Message Object mll?d; Encode 31y Message Packet 5) G

i d o M £
Message Object 11/ 1fdaufifufiayeu Application Protocol $8n151a814 Window Message.

A1319M 4.4 CRC ¥89 CCommMsg

CcommMsg:Cobject Concrete

1.Set Message Object Code

2.Serialize Data

J A ﬂ' [ 3 L
911 CRC, CCommMsg Futlu Base Class Y83 Message Object fimli 1) fmuasHaveq

Message Object Anz¥tin 2) s1udsudoynvesdaes.
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A1919%1 4.5 CRC 89 CCommMisgFactory

CcommMsgFactory Concrete

L.Register Message Object Type Suite

2.Create Message Object from Type

A & 4 2
810 CRC, CCommMSsgFactory v Message Factory fimim 1) fiualseinnyes Message
<
Object 7114 2) 7§13 Message Object amlszinm.

4.3.2 CRC ¥83817% Multicast (U UDP/IP)

$113199 4.6 CRC 989 CMcastSocket

CmcastSocket: CAsyncSocket Concrete

1.Join/Leave Group

2.Receive Message from Group

3.Create CasyncSocket Instance for Send
Message to Group

4.Send Message to Group CAsyncSocket

é -~ ] =t 47 . \J
910 CRC, CMeastSocket 01315 Tuauves Multicast it 1) dhiauueesnsnngu
Y89 Multicast 2) reasudeynvinagy 3) 1513 Socket dFudadeynhlfangu 4) Wusas
dsdeynldangy.
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4.4 Collaboration Graphs

4.4.1 Collaboration Graphs V84831 TCP

j‘d“?l' 4.1 Cofisborution G aphs Y33y TCP

A21M18984 Collaboration Graphs ¥8aria1 TCP s iegilszneusindesiolu
deaduvesirdumsimives ‘Window Socket 411 Client-Server 313 Socket 3 Ussinn uda
ainneeauuu i Socket Class e Tagvimiiii 3 Usziammilewdy ATy
1efie iifaAansiadeufa Client Socket i Server Socket it audussH s vingysy
MUITINT B Messages 51313901180 Encode Tug1 Message Type A1 ﬁufunms’ui‘:’agn
191171d81 Decode fBuTAB1H Message Factory fits1immua, Factory fiftezada Message
Object ¥iimusun ufasniue Message Object 114t 1 Serialize i’:’agn('luthuﬁ‘lﬁ'litf’m
48y Encode Type), lﬁe'lé'-t’fagnﬁswm Message Amunsadase 11§ Handler iviim
i Application Protocol tteasuaue el Tasaaludnyas User Messages VB3I
Windows fiiiw131#iinesiiu Message Object 1144 1 Pointer ¥849 Socket Hauite e auon

Bﬂﬂ'm"i‘l vﬂu Server nse Client.
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4.4.2 Collaboration Graphs 484833 Multicast (U} UDP/IP)

970 Collaboration Graphs 142 Multicast 85118 1831 CMcastSocket ¥imntiw
. o v (] P
Join/Leave Group LALABYTL Message UAS19 01 Message #941% CAsyncSocket fiadnasu

33 Join Group Tutivsda

4507l
- - 3 a o v ] 1 o d’
nAuuIRALaznITsenuULi Idna 1N esmunimed a1 q lumhiivesszuuil
i N - 5 \ . :
FlAun mymivmyuniseaisinuniediovaluiun TCP uaz Multicast (U4 UDP/IP)
v W W ¢t - -f - L 2 -t
dwiudydnueinlFlunsesuemsesnuuyil swssqdunu mawluileyinuda bil
s o J - x J . .'l L s s
Fydanainlfetuiosruuiidluuun Dynamics 1Aunsdlusissiiulaoia i dnfudierdogy
J’v N o ’ o~
11111983 CRC Un Collaboration Graphs Midauilaanayfudeiue lumsefinamissenuuy

T 4
ITUUYBOU
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sTuNgssNIRBLAUBABLTIAMH IdesnuunTuumnIseeniuy Suthiudnde
IAIUAY Haptic Process, M50 19Uy 8AN15 Haptic Scene Graphs, Asuarans inludau
V81 Haptic Scene Graphs, N13610a83n15AIUAUHIINaMaTous afuvssasstharunisde
WITUYY Multicast, n1sneudunindalfuniiounznissasusinsuausweudunia
anlRunitoudifidevrenauaiiou éanw"luunf‘fﬂzaﬁuwt‘?mqyﬁﬁxﬁmﬂwmzﬁaszuu
deon1sasuTUsABNsY TudiduReil
5.1 nquiiifoades
5.1.1 nvsivouTusunsudas GHOST SDK
5.1.2 M3 Extend Functior.s Y89 GHOST SDK
5.1.3 Bezier Curves
5.2 STUVLHBINITABYTUBIABILTY
5.2.1 Uufa
5.2.2 A1599AULY
5.2.3 115 Implement
53 aqy

5.1 nquiiitoides
44 -l o v . -t '] J [ -t -t

ngufnsIdesdimsussuudsansasuTUBIABLSIT 3 dauiidiy fis 1) mudisy
Tsunsudas GHOST SDK rite1#lunssasinisasuausdsisq 2) A3 Extend Functions
V83 GHOST SDK (#1811591a89015ABLTUBIABUIUTINIIN GHOST SDK 151 113591984019

. i 4

avsUauBIABUITWe Nt UnIAda IduaieuRiidesnaadoulussuudeyil 3) Bezier
Curves ﬁ‘l%"lummﬁﬂafmﬂmmz'l#ahs'lumsimeausmauzfuawmxﬁumaﬁ'ﬂ'[ﬁ’qmﬁeu
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5.1.1 m3vaulisunsudie GHOST SDK

GHOST SDK U Software Library 1145231 PHANToM Suffugulnsel Force
Feedback Device ﬁwﬁmm:ﬁwuﬂmn‘i‘ﬁw Sensable Technologies, Inc. 3 1¥luns
Implement 12! RealLife 7| TaenqudnisiouTusunsudas GHOST soK Tuumilerndnt

5.1.1.1 GHOST SDK

5.1.1.2 Tnsaard1aues GHOST SDK Applications

5.1.1.3 Taseardren1s Tl sunsy

5.1.1.4 nsadn Haptic Scene Graphs

5.1.1.5 MSAIURKUANIT Simulations

5.1.1.1 GHOST SDK
GHOST (General Haptics Open Software Toolkit) iilu API (§a3agn1n c-++ /141y

a1 dans 4arAIUANNIT Simulation Haptic Environment 483 PHANTOM ( é«i’lu Force
Feedback Device ‘/’iﬁmuﬂﬂa Sensable Technologies, Inc.) vfauuszuu Windows NT #1ag IRIX
Tas GHOST SDK 1¥Tnsaa1aiunt Scene Graph (A8n15111 Object U84 Class A1) Fadte 'l
92130091 Node 3nTUWUT S UUUL Tree ) MBAMuUAR AT YOS Haptic Environment.

Tagdnnla1aued Tree 92eiiu Node ﬁtmuzﬂma (Geometry Nodes) H3uiNUANY AT UBY
uselugalsidne 9 4o Node funiuda PHANToM Device (Phantom Nodes) dauitlile
1m6uea Tree 91 Node 119 un1s5aunga (Hierarchical Nodes) iofimuadnuaizsan
iy é?wn%zﬂn15s:mﬂq'mmzﬁﬂﬁﬁanduﬁwqﬁmmfmﬁ'wmu Dynamics H38UUY Static

tunsmauRus Simulations 9219 Scene Node Aaunu Aslfuntsdmua Haptic Scene
Graphs fifBansiaeanisaevausseiss unz 1§ lumsiy, uya, viedan1sn1s
Simulations 1g Class #19 9 n1ulu GHOST SDK fludegilii 5.1 -
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— g ¥ tap getSaipe o ¥
lpmuupm
|- gstCone
|— ofcute
|— getcynosr
Qe orceField e QHPHANTOM_SCP
[ guismen
|— gettons
| gutagmnar. 0w
s
gelSpetiaiObct ~———————— getPiene- ————— guitiod
L garePoiysese e vy
Lgutroy o
— _Ll_
L qamipaybesh
TNt —— Gelhertakred e wiaty
i Lo }:m }
L gricicakant prctciiany

1 5.1 GHOST SDK Ciass Trees.

5.1.1.2 In39ar519999 GHOST SDK Applications
Tn3aa$19v84 Haptic Applications Tiad12Taa14 GHOST SDK s:alszneudas 2
Process 8 1) Application Process L10¥ 2) Haptic Process ﬁa;ﬂﬁ 5278

Application Process

Application Process #38 Application Loop ﬁmlﬁ‘ﬁﬂﬁ 19 fio
® [{01A4 Graphic User Interfaces 110% Functions @19 ] Y843 Application
e afriams Haptic Scene Graph n’i‘aai’u Haptic Environment
L 1':‘11/“ gA/8AN13 Haptic Simulation Process H1U Scene Node

® uaninsiinendayaii 1Ae1n Haptic Process

Haptic Process
- * 4 - - - . 4 [ 4
Haptic Process %38 Servo Loop Y111 1# Simulation Haptic Environment 430111 UA
Ao Haptic Scene Graph a2 Scene Node i Idaf nuazimualu Application Process Tnonis
Simulation sziflumsugunsinnWed muausasuTUBfivziaAiIM PHANTOM

] i o £ . o
Device 1831 1 kHz Famslugmsimaaseiinsinau fe

L4 ‘lﬁ"uﬂ; 3D 1UL DY Phantom Node 1u Haptic Scene Graph
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¢ i iljaaeuziuy Dynamic ¥830gY Dynamic Nodes

®  @FIVABUAITYUYBI Phantom Node fil! Geometry Nodes

® FuInusIgNFTiiing Phantom Node

® 1l Application Process iM3fi1MuA Graphic Callback #59 Event Callback §11151 Node
1a feziinimaS oudeyadmsy Callback v84 Node ﬁyuq (§i0 Node 1iu q Heome i

Agiplication
Process

aphic e .. J. . e
248 9,

Clean )i

11 5.2 Tnsac$19989 GHOST SDK Applications

s.1.1.3 lnssadanisTdsungu
Tunisads Haptic Application #28 GHOST SDK i1 Iassard1an1s Tulsunsy de

e 5.1 TnsaadamisTsunsaudas GHOST SDK

1. ad Application A1nA

2. a5 Haptic Scene Graphs 118z 1MUA Graphic Callbacks %38 Event Callbacks

3. 7314 Scene Node tazfmun Haptic Scene Graphs 1%

4. AYUAU Haptic Process WU Scene Node
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31 5.1 InssadrensTdsunsudae GHOST SDK (ie)

5. ileABen13fayavea Haptic Process 1913 nr1U Scene Node 1110117 Haptic Process 13034

yaldnoureu uazeziSenndun1u Cailback fifitiualu Haptic Scene Graphs

6. We@n 14 vin1ssaidnn1sesanswensde

#8879 197U
MmN 5.2 fedwnsidsunsndis GHOST SDK
anauﬁ 78813
1 // Make application

2 // Create Root Node of Haptic Scene Graphs

gstSeparator* root = new gstSeparator;

// Create PHANToM Node

gstPHANToM* phantom = new gstPHANTOM("phantom.ini”);
// Create Geometry Nodes

gstSphere* sphere = new gstSphere; // Create sphere
sphere->setGraphicsCallback(callbackfuntion); // Set Callback functions
sphere->serRadius(20); // Set radius to 2 milliineters

// Build Haptic Scene Graphs

roct->addChild(phaniom);

root->addChild(sphere);

// Create the only one Scene Node for the Application
gstScene* scene = new gstScene;

// Set Haptic Scene Graphs

scene->setRoot(root);

4 ]/ Controls Haptic Process through Scene Node
scene->startServoloop();

's't‘:ene->stnp5ervoLoop();

// Use catlback mechanism through Scene Node when want to know Haptic
// Process Data

scene->updateGraphics(); // For Graphics callback
scene->updateEvents(); // For Events callback

// The Haptic Process will callback to Callback Function

// when it prepare data ready

6 // Clean up
delete scene;
delete root;
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5.1.1.4 M3a3e Haptic Scene Graphs

CHOST $DK l¥nisashs Haptic Scene Graphs n“feﬁmuﬂ Haptic Environment Tag
1135111 Node A1 ) MaUAUTAULUY Tree T Node nuqﬁvhmi"r?itﬁu Root U84 Haptic
Scene Graph i} Node mulufivimihiidmuandunierteduneadnua, NGANTIUAN 9
Hudrdusu §f Node 1anqaﬁﬁ1uﬁ'1‘7§m1uﬁz'3'ﬁq wismansuausasusalugluundi q
#i®8an13 Simulation

1s1nMUBa Node 1isannlszinnyes Class Feilidnwazndiid  fu do
Geometry Node Class

lsznevudae gstCube, gstCone, gstCylinder, gstSphere, gstTorus LD
gstTripolyMeshHaptic 'v‘i'mﬁﬁxmugﬂmamu#a HASAMYUARHUTAT maagﬂmufu @2

8811 fie

M319N 5.3 61386190131 J310 331 Geometry Node

gstSphere* sphere = new gstSphere;
sphere->setGraphicsCallhack(sphereCB);
sphere->setTranslate(0,50,0);
sphere->satRadius(20);
sphere->setSurfaceKspring(0.3);
sphere->setSurfaceFdynamic(0);
sphere->setSurfaceFstatic(0);

5§tCube* cube = new gstCube;
cube->setGraphicsCallback(cubeCB);

[ ] * A [ -~ .
dhunsadransananiadl 20 mm. fidumia 0,50,0 nanwazAasinnjuunz hitla
unzadragnuiad '

Hierarchical Node Class
o 4; J 3 o 1 L o ' &
fis gstSeparator 'nmﬁ'ms"mnqu Node 1ﬁemnamsﬁtﬂuﬂqmﬁmnu YU 1A U

fe, mgu, Ysuvuia waedu fle
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M99 5.4 13981971311 5UN 53 Hierarchical Node

gstSeparator *root = new gstSeparator;

gstSeparator *rootPhantom = new gstSeparator;
gstSeparator *rootHaptic = new gstSeparator;
root->addChild(rootPhantom);

root ->addChiid(rootiaptic);
rootHaptic->addChild(sphere);
rootHaptic->addChild(cube);
rootHaptic->setRotate(gstVector(0.0,0.0,1.0),M_PI/2.0);

flun1sa$19 Root Y84 Haptic Scene Graphs i® root 1102 a3 Tree n818 root Tasusndiu
1 4 i 4
rootPhantom (A rootHaptic 91ANUTMAGY sphere 11 cube N84 rootHaptic LA MU

AgusBLIAY Z iemaudinitn1 90 o

Haptic Interface Devis Node Cl
° ‘d g . 4
fi® gStPHANTOM 1% gsPHANToM,_SCP i Wiumuda Device tite 1¥eya
4
Aumiiaza urYeId e wazA WM URTRUAD Surface Contact Poiat (SCP) (

SCp mﬁmamlmm'ugﬂmq) AdAY WJ@UN fio

AT 5.5 42961901311 51N 53 Phantom Node

gstPHANTOM* phantom = new gstPHANTOM("phantom.ini”);
gStPHANTOM_SCP *scp = new gstPHANToM_SCP;
phantom->setSCPNode(scp);
rootPhantom->addChild(phantom);
rootPhantom->addChild(scp);

/1 If use SCP Node for Graphics
scp->setGraphicsCallback(scpCB);

ihmser§ 109 Phantom Node 1102 SCP Node 1a8 SCP node Resiina sy Phantom
Node find 1081195 Tudnuaizats14emie199: 181912 Phantom Node A% uaidfeiing
ﬁuﬁmueun’fﬂﬂ°1uﬁ¥uﬁnzﬁﬂﬁmmml‘ﬂ?mﬁaw'lﬂﬁaumm’x’aqm?a drdeans ity
aneaf 19ey0ves SCP Node Tumisuamsnwuufiauny aﬁaﬁﬁﬁulmﬁaﬂh’fﬂagamn Node

}
1ﬁﬁﬁ1‘"uﬂ Callback Function 11¥ﬁ'1j Node HUHBY Node 1A87.

iti ic Inte vice

fi8 gstBoundaryCube Y Widmuaveuvaliiu Device #0811 e
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A15199 5.6 13881401311 5UN 51 Workspace Node

gstBoundaryCube* wrkspc = new gstBoundaryCube();
wrkspc->setGraphicsCallback(wrkspeCs);
wrkspc->setWidth(WRKSPZ_WIDTH);
wrispc->setlength(WRKSPC_LENGTH);
wrkspc->setHeight{WRKSPC_HEIGHT);
wrkspc->setPosition(X,Y,2);
phantom->setBoundaryObj(wrkspc);
rootPhantom->addChild(wrkspc);

R & o & o
xﬁumﬁmnummmmwaummm Device lﬁaﬂumsaanuanwuw

uaz GHOST SDK 841 Node Classes #1 9 801520 luAITAAUITIMBLTHEY HTedANUIZA
9 1%Y Effect Node Class, Manipulator Node Class, Dynamic Property Node Class, PHANToM
Node Class (Sensable Technologies, 1998)

5.1.1.5 MIAIUHUMS Simulaﬁdﬁ;

lumsduguns Simulation Y84 Haptic P-ocess $2AIUANAIM Scene Node #er132a
910 gstScene Class VMY 1A1MUA Haptic Scene Graph 7193 Simulate, t?u‘s‘umm Haptic
Process fuf§unlysdeynves Haptic tife Application Procsss 309n151¢ unsexilifics Node

& . 3 [ U]
1Awalunita Application A28819 v

M9 5.7 6388190151151n 53 Scene Node

gstScene* scene = new gstScene;

scene->setRoot(root);
scene->startServoloop();

scene->updateGraphics();
scene->updateEvents();

'szene->sbopServoLoop();

Wunsa 14 Scene Node Taafimua root il Haptic Scene Graph ez Simulate, GRIERT
Haptic Process #9151/ 3e¥eyn Haptic M3 Callback 11 1damuiiion'l uardanga Haptic

P
Process 11BABANTS
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5.1.2 119 Extend Functions 483 GHOST SDK
(iiofi915%1 GHOST SDK 510315 048AA AT NS 9 eon1diilu 3 nqu Ae
1. mydaemsasyauesludnyuzInalijunse (Geometry) 15U N3INAN, NSINTTUBA,
NTINTIY
2. MITIABINITABYAUSS IUANY UL AU (Force Fields)
3. A199108INTABYAUBUIVVHIAY Effect IRT Manipulator (Effect and Manipulator) [%U
mﬂ'}'u, U 89, MISINAAWNUY
uazudasmiuﬁmuwmﬁmﬁummmmsa'laumﬁuﬂ1sﬂunamﬁaw‘i"uﬂaf?§min quly
ualufifl eulemmizmsiuAuRa e s 0ves Effect Faiinanuudaluumnisesnuuy
sufufeventdaans Extend Functions Wuda1uamis gstEffect.
gstEffect
gstEffect 1 1un1s e uitanda gstPHANTOM n5o gstPHANToMDynamic 1A8A53
Fruonmileninuuusnn1svuiufaZag 1aoil Derived Classes D gstBuzzBffect i
Effect 1un13 8, gstConstraintEffect 1 Effect lumss1fiadumiiaves PHANTOoM, 11
gstinertiaEffect 151 Effect lumsaiausuiios
Tun13 14 gstEfect sx@a$1a Instance oz mual Y Instance Y89 gstPHANTOM
30 gstPHANToMDynamic W14 Method setEffect #9023 nna Effect 1aol¥ Mediod
startEffect OXITHgATB IR THUANTOA U Method stopEffect 4UAILHAL Class 7

Implement 31 AR08

MINT 5.8 A8819n1351 51033 gstEffect Class

gstBuzzEffect* buzzEffect = new gstBuzzEffect;

phantom->setEffect(buzzEffect);
phantom->startEffect();

phantom->stopEffect();

3 z z
dluns1¥ gstBuzzEffect Fuiiu Effect lunsdu Taon1s14 Effect 9214 1@ san 02 1 Effect

. &
miuu
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gstEffect 11U Abstract Base Class lumsdausuiin 1ds PHANToM usaunilesinnis

AU IDINNITFUTURITAGUDI Class WInTizUnss TAsd1dd1 fie

131N 5.9 AasthamsRaan ¥ gstEffect

double time;
gstBoolean active;
virtual gstBoolean start()

active = TRUE;
time = 0.0;
return TRUE;

\}/irtual void stop()

{active = FALSE;

\}/irtual gstVector calcEffectForce(void* PHANTOM)

{gstPHANT oM* phantom = (gstPHANToM*)PHANTOM;
// Read current state from phantom

gstVector force;
// Calculate force

r'étum force;

}

Ta @au1)s time 15111 Elapsed Time AaARY Bffect
Fanls active fludruendagausatsiuniongaves Effect
Method start 0% stop 1i11d2u Implement ez lumsFunTongn Effect
Method calcEffect (U1 Implement spunlunisdmansefedadinlds
PHANTOM #192#1u Pointer ¥89 gstPHANToM funite It mouy
¥83 PHANToM




38

5.1.3 Bezier Curves

[ t 4
Bezier Curves l‘i'.'l'u Curve ﬁ‘lﬁ’%’lﬂmi 91141 Affine Combination Control Points hlzﬂ
UYY £ A (1-0) 15U

0391 Linear Bezier
Linear Bezier Spline
P(Q-(i-g?b . fR!, Os=f<=]
;1]1‘1: 5.3 Linear Bezier Spline
£:39%1 Quadratic Bezier
-Quadratic Bezier. Spline

By =108, ¥ Py, B =(1-0P, 1P,
PO~ (198" + 1= [IGI-OP + P,] + G(1-0P, + P,

jﬂﬁ 5.4 Quadratic Bezier Spline
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= . .
D3Rt Cubic Bezier

Cubic Bezier Spling

PO=(1-0°P 31:07R+ 32 10R - PR,

Boints Py, P!, PR Mg and Bk P, 5! P,
aré control points.of new smallsplings again.

31 5.5 Cubic Bezier Sptine

. 2 . & 4 (] o 5 &
Tao ¢ lifadaud 0 s 1 Faile Run eiad$uves Bezier Curve P(o) fioy 181y Curve F9a1n

' 3 . : v . P ° J i
HIUYAN £ A1 9 A3A 0 83 1 TAw Control Point fhisafis i muatuuiie 19 lun1seenuuy
Curve AT IADINTT
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5.2 S2UVLBHN1TAD VA UDIABUTI

GHOST SDK #4105 Simulation MIABUAUBIABUS WL UNIRAIU AL RealLife
iy Object-Oriented API ﬁi%’ﬂ‘ﬁﬂ 374 Scene Graph Y93 Haptics w‘i‘aaé’ N Haptics Environment
ITULLBINITABUAUBIABUT IR M7 32 Scene Graph youAM HALAIUANMISAUT UV
inuludauntsasuausdens Tatr1u Scene Node fasuioniuda 11t 114vse GHOST SDK
un:aﬁnﬁqummﬁmnsﬂﬂwmw}nz'}'ﬂq’v‘:é'lnaaﬂ‘fuu" FeazgniSonWurashunaiimne
aulagszuudesns Win wuluitiide gﬂma'ﬁumudn 9, ¥annueiieu uozifualnda
Wuailou fudu sztuldrsuudoniifoauaimifia e Scene Graphs #1431 ufafinay
fuTAoA U Scene Node hiies sdudou uddaud oy Effect Node #1151 Implement #1131
lﬂasimaqmmam;m:'unnumﬁau uaznaRLsIRBLTUs et UnInRa IdunilouiTide

. & - *
wannuaiiou daes desviode 1

5.2.1 1\Ifa
nnuLIRanazsesauuuluunn e AuLY wiiuduennInn1sahe Haptic

Scene Graph UD¥AI15ATLAY Haptic Process 1f3 szuidosnisnsuauessusainiseisfiiiy
daundnvauny 2 Usza1s Ae nrsdeduraesauiuuss 2 fidwinundevisnenfiames 3
1 Rac 1 Bluaeunnfaiioe Wmsforsuvy Multicast un1suanidsu Loca: View of
Global State #alufiiinAe yaguinateveerasnas Taeviasszoznisuannldoudeyalusy
Haptic Loop fi8NA 9 1 ms. szmsiiassde MIATIVABUIM AU UaIAAA IR uailoune
hi Taslunmisesnuuiiduninda TRuaiiows 14 Cubic Bezier Curve 1z 18m1sfiuaaiie q
lumsasasaeumsyusznirianauadeusuduntada Tduaiiou de fszozvineaga
guannevIeiU ML Projection ¥8ayRgUINA I mIs LA ALY X
nandnluniiownnndfaiiveaac urmsimiasnudunanfigmiy uarezaeuausidas

] o . da &
usqmﬂuammaumumnuuu
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5.2.2 N139BAUVY
5.2.21 CRC

dwSuszuudesnisasuaUBIABNSY IzEBALLULATETUBIRIE Class id HRyves
mum'nfu fis A35 z‘U‘l.ltiEltl(CGameHaptic), Ring-Curve Effect(HRingEffect), {182 Bezier Curve
(CBezier3d) winfu 89U Class 5'11 9 Tus znnﬁﬁ"a Class 14 GHOST SDK %78 Derived Class
910 GHOST SDK firituilaf#umans finidh 1 ve lieunems g WWanenmsves

GHOST SDK 184 110231115 Implement thsuan laiuniin

#1519 5.10 CRC 989 CGameHaptic

CGameHaptic:CObject Concrete Subsystem

1.Control Haptic Process

2 Manage Haptic Scene Graph

3.Simulate Ring-Curve Effect CGameNet
4.Handle Haptic Scene Graph Graphics

5.Load/Save Setting CGameDoc
6.Load Curve Set

1 CRC, CGameHaptic Subsystem 111 1) AaUAa Haptic Process 2) f31aunz$an1s
Haptic Scene Graphs 3) iudauii14lums Simulate Msmruguvaenauailousmiuveaaes
shesumsfea suuy Multicast tazas§neansasuausdBIT e NdUNIAGA IR Tiou
fifdevasnauileu 4) urmans1ilnluduyeq Haptic Scene Graph 5) 81unTetiufindeyn
vpaszuudeslagl$u3n13e1n CGameDoc 6) 81udBYNYUBS Bezier Control Points v Irafie:

seuthuduniadalduaiiou .

715131 5.11 CRC %24 HRingEffect

HRingEffect:gstConstraintEffect Concrete

1.Exchange Data for Collaborative Controlled- | CGameNet
Ring
2.Simulate Ring-Curve Effect CBezier3d

3.Render Ring-Curve Graphics CBezier3d
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910 CRC, HRingEffect i1l 1) uonn/doudeyaiilflunsniuguvizsssnitassthorim

Network 1A8Y19145 31 CGameNet Tudauvesusnis Multicast 2) Suadaufildlunts

Simulate MyAIVAUYIINANIEEUT WA UYBIIBhe aznisiemsAB YA LB IABIT VB

fumada lfuaiiouniaevsnaumailouTagyius 1wy CBezierdd Tumsdannisru

3) uzraansWn luaiuves vanauailsuunsidualnsalfuaiou

M1519% 5.12 CRC %84 CBezier3d

CBezier3d:CObject

Concrete

1.Load Bezier Control Points
2.Render Bezier Curve Graphics

3.Calculate t from x

o

910 CRC, CBezier3d {imi1# 1) 811 Control Points 910 IW# 2) uaAINT NN Bezier Curves

3) fiTUIUA £ 9IAA1 x VBIYAVU Curve

5.2.2.2 Haptic Scere Graphs

ig:”cene"ﬁﬂae:{’i‘

RobLNGde.

4 RingEffect:

WorkSpnce&@thers phmum

jﬂ‘ﬁ 5.6 Haptic Scene Graphs Y8103 RealLife

91031 Haptic Scene Graph R213m118fi® 1318 Root Node iU Root tdausianganiiu

Root Haptic 1iieda nq'nﬁﬁ'flu Geometry Objects 122 Root Phantom eiiu Parent vBq
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Phantom Node @3ulun1s Implement 13 1wzl Ring Effect Node iU Effect a Scene Node

fludanaun Haptic Process
5.2.3 7% Implement

5.2.3.1 msaa Haptic Scene Graphs

15190 5.13 1150319 Haptic Scene Graphs

// WorkSpace

m_WorkSpace = new HBoundaryCube;

m_WorkSpace->setWidth(m_Xmax-m_Xmin);

m_WorkSpace->setHeight(m_Ymax-m_Ymin);

m_WorkSpace->setLength(m_Zmax-m_Zmin);

m_WorkSpace->setPosition((m_Xmax+m_Xmin)/2,
(m_Ymax+m_Ymin)/2,
(m_Zmax+m_Zmin)/2);

// Phantom

m_Phantom = new HPhantom(PHANTOM_NAME);

m_Phantom->setBoundaryObj(m_WorkSpace);

// Game

m_RingEff = new HRingEffect;

// RootHaptic

m_RootHaptic = new gstSeparator;

m_RootHaptic->addChild(m_WorkSpace);

// RootPhantom

m_RootPhantom = new gstSeparator;

m_RootPhantom->addChild(m_Phantom);

// Root

m_Root = new gstSeparator;

m_Root->addChild(m_RootPhantom);

m_Root->addChild(m_RootHaptic);

// Scene

m_Scene = new gstScene;

m_Scene->setRoot{m_Root);

P ) . & P

{1fi® Code Tudaunisad1e Haptic Scene Graph ysunx (Froeeriinisildsunlaats vels
3 » v

gimamanilundndmiunts implement afsqatn) dumsadreanizyil 5.7 Haptic Scene

Graphs 183101 RealLife
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mInanallsunsanny RealLife

1.1 ANUABINITZUVYUM

1. Pentium-class PC 166 MHz at minimum

2. Windows NT 4.0 + Service Pack 6 at minimum

3. PHANToM

4. PHANTOM Device Driver Version 2.1 at minimum

5. Ethernet LAN 10/100 Mbits/sec

0.2 YHADUMIAAAI

1) Waldsunsy setup.exe NA Next

Welcome (0 the RealLife Setup program. This
L oalLie

It stiongly secommended thal you exit all Windows programs
before running this Setup program.
Cick Cancel to quit Setup and then closs any programs you

g Click Next @ vith the Setup program.

‘WARNING: This program is peotecied by copyright law and

Unauthorized reproduction or destribution of this program, or any
»ﬁndl.-ql-l'nm_-na‘d-duihdm.ﬂ

G o | |
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A ) = a ﬂ’/’ v
2) 189N Directory NIZAAAI LAINA Next

Tonstal o thes folder. chok Nest.

Toinstall 10 a different lolder, click Browse and select another
foldes.

You can choose ot to netal Reallie by clicking Cancelto ext
Sewo.

Setup has finished instaling Reallile on your computer.

Setup can launch the Read Me fle and Reallife. Choose the
options you want below.

Click Finish to complete Setup.

|

m3i5onl¥11sunsufe Start->Programs->Mvlab->RealLife

59



MANUIN Y

s¥HalUsunsuny RealLife

o [ Y 2 c:’ a 1 P
dmivusvaldsunsuiny RealLife lumianuani @onnnz ldsunsuuediud

¥ [ 4 L 4
Sdguazithniloudnminiu msesialusunsuiamuaiisaunnde liaunsoRuie

nua'ld

60



Hiin i
// HPhantom.h:
M L
#ifndef _ _ HPHANTOM_H_

#define _ HPHANTOM_H___

#include <gstPHANToM.h>
#include "HGraphics.h"

class HPhantom :public gstPHANToM ,public HGraphics
{
public:
HPhantom(char* PHANTOMName,int resetEncoders = TRUE);
virtual ~HPhantom();
void SetPhantomSize(float PhantomSize=1.f);
virtual void PreDraw();
virtual void HandleBuildList();
virtual void OnGraphicCB(gstTransform *node, void *caliData);
protected:
float m_PhantomSize;
GLUquadricObj* quadObj;
private:
static void HandleGraphicCB(gstTransform* node,void* callData,void* clientData);

WU GHOST Standard /f{{1HITHITTTTT

public:

virtual gstType getTypeld() const;

virtual gstBooleanisOfType(gstType type) const;

static  gstType getClassTypeld();

static  gstBoolean staticIsOf Type(gstType type);
protected:

virtual void putInSceneGraph();

virtual void removeFromSceneGraph();
private:

static gstType HPhantomClassTypeld;
T GHOST Standard /11111

b

#endif // _ HPHANTOM_H___
i
// HPhantom.cpp:
s
#include "stdafx.h"

#include "HPhantom.h"

HPhantom::HPhantom(char* PHANTOMName,int

resetEncoders):gstPHANToM(PHANTOMName, resetEncoders)

{
m_Material.SetAmbient(1.0, 0.2, 0.4, 1.0);
m_Material.SetDiffuse(1.0, 0.2, 0.4, 1.0);
m_PhantomSize = 1.f;

quadObj = gluNewQuadric();

setGraphicsCallback(&HPhantom::HandleGraphicCB, this);

}

HPhantom::~HPhantom()
setGraphicsCallback(NULL,NULL);

gluDeleteQuadric(quadObj);
removefFromSceneGraph();
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}

void HPhantom::SetPhantomSize(float PhantomSize/*=1.f*/)

m_PhantomSize = PhantomSize;
m_Transform.SetScale(&CVector3d(m_PhantomSize,m_PhantomSize,m_PhantomSize));
Draw(); '

X

void HPhantom::PreDraw()

glScalef(m_PhantomSize,m_PhantomSize,m_PhantomSize);

}
void HPhantom::HandleBuildList()

gluQuadricDrawStyle(quadObj,GLU_FILL);
gluQuadricNormals(quadObj,GLU_SMOOTH);
glEnable(GL_CULL_FACE);
glEnable(GL_DEPTH_TEST);
glDepthFunc(GL_LEQUAL);
gluSphere(quadObj,m_PhantomSize, 16,16);
¥

void HPhantom::OnGraphicCB(gstTransform *node, void *callData)

gstPoint pt;
getPosition_WC(pt);
m_Transform.SetTranslation(&CVector3d(pt.x(),pt.y(),pt.z()));
getScaleFactor(pt);
m_Transform.SetScale(&CVector3d(pt.x(),pt.y(),pt.z(}));
getCumulativeTransform().getRotationAngles(pt);
m_Transform.SetRotation(&CVector3d(pt.x()*180/M_PI, pt.y()*180/M_PI,pt.z()*180/M_PI));
Draw();

}
void HPhantom::HandleGraphicCB(gstTransform *node, void *callData,void *clientData)

((HPhantom*)clientData)->OnGraphicCB(node, callData);
}

] GHOST Standard /1111111111111
gstType HPhantom::HPhantomClassTypeld;

gstType HPhantom::getTypeld() const

{
return getClassTypeld();
¥
gstBoolean HPhantom::isOfType(gstType type) const
{
return staticIsOfType(type);
}

gstType HPhantom::getClassTypeld()

gstAssignUniqueld(HPhantomClassTypeld);
return HPhantomClassTypeld;
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gstBoolean HPhantom::staticIsOfType(gstType type)

if(type==getClassTypeld())return TRUE;
else return(gstPHANTOM::staticIsOf Type{type));

}
void HPhantom::putInSceneGraph()

gstPHANToM::putInSceneGraph();
// Your Code

}

void HPhantom::removeFromSceneGraph()

// Your Code
gstPHANToM: :removeFromSceneGraph();

}
I GHOST Standard /(11111111

// HRingEffect.h: interface for the HRingEffect class.

I
i

#if 1defined(AFX_HRINGEFFECT_H__271E1F73_D436_11D6_AF4A_00036D1FDFF6__ INCLUDED_)
#define AFX_HRINGEFFECT_H__271E1F73_D436_11D6_AF4A_00036D1FDFF6__INCLUDED_

#if _MSC_VER > 1000
#pragma once
#endif // _MSC_VER > 1000

#include <gstConstraintEffect.h>
#include <gstPHANToM.h>
#include "..\Comm\McastSocket.h"
#include "..\Lib3d\Material3d.h"
#include "..\Lib3d\Vector3d.h"
#include "..\Lib3d\Bezier3d.h"

class HRingEffect :public gstConstraintEffect

{
public:
HRingEffect();
virtual ~HRingEffect();
public:
void SetMcast(CMcastSocket* pMcast){ m_pMcast=pMcast; }
void DrawGL();
CBezier3d m_bezier;
public:
virtual gstBooleanstart();
virtual void stop();
virtual gstVector calcEffectForce(void* phantom);
virtual gstVector calcEffectForce(void* phantom,gstVector& torques);
gstVector calcEffectForceV2(void* phantom);
gstVector calcRingForce(gstPoint pt); '
public:

BOOL LoadCurve(LPCTSTR IpszFileName);

gstPoint m_ptMyGlobe,m_ptMyGlobeRing;

gstPoint m_ptOtherGlobe[2]; // Future 0:Sum,1..:Individual
gstPoint m_ptCgRing; :

gstPoint m_ptPhantom;
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fioat m_LocalWeight;
float m_GlobaiWeight;
int m_nHandle;
float m_RadiusRing;
BOOL m_bCollide;
private: -

gstPoint m_ptRecv;

CMcastSocket* m_pMcast;
private: // OpenGL

GLUquadricObj* m_quadObj;

CMaterial3d m_mat{3];

gstPoint m_ptCenterRing;

void doughnut(GLfloat r,GLfloat R,GLint nsides,GLint rings);

}H

#endif // |defined(AFX_HRINGEFFECT_H__271E1F73_D436_11D6_AF4A_00036D1FDFF6__INCLUDED_)
// HRingEffect.cpp: implementation of the HRingEffect class.

I
T T T T T

#include "stdafx.h"
#include "HRingEffect.h"
#include <math.h>

#ifdef _DEBUG

#undef THIS_FILE

static char THIS_FILE[]=__ FILE_ ;
#define new DEBUG_NEW

#endif

I L T L LT
]/ Construction/Destruction

s

HRingEffect::HRingEffect()
:m_pMcast(NULL)
{

m_nHandle = 1;
m_GlobalWeight = 0.5;
m_LocalWeight = 1;
m_bCollide = FALSE;
// OpenGL
m_RadiusRing = 8;
m_quadObj = gluNewQuadric();
gluQuadricDrawStyle(m_quadObj,GLU_FILL);
gluQuadricNormals(m_quadObj,GLU_SMOOTH);
m_mat[0].SetAmbient(0.4f, 0.2f, 1.0f, 1.0f); // MyGlobe
m_mat[0].SetDiffuse(0.4f, 0.2f, 1.0f, 1.0f);
m_mat[1].SetAmbient(0.4f, 1.0f, 0.2f, 1.0f); // OtherGlobe[1]
m_mat[1].SetDiffuse(0.4f, 1.0f, 0.2f, 1.0f);

}

HRingEffect::~HRingEffect()

¢ m_pMcast = NULL,

}

%stBoolean HRingEffect::start()

return gstConstraintEffect::start();



}

void HRingEffect::stop()
{

}

gstVector HRingEffect::calcEffectForce(void *phantom,gstVector& torques)
{

gstConstraintEffect::stop();

torques = gstVector(0,0,0);
return calcEffectForce(phantomy);

}
gstVector HRingEffect::calcEffectForce(void *phantom)

if(tactive){
return gstVector(0,0,0);

I3
return calcEffectForceV2(phantom);
}

gstVector HRingEffect::calcEffectForcev2(void *phantom)
{
static BOOL bFirst = FALSE;
static CString msg;
static float fx,fy,fz;
static gstPoint tmp,diff;
static gstPoint ptRcv;
static gstVector force;
force.init(0,0,0);
gstPHANToM* p = (gstPHANToM*)phantom;
p->getPosition_WC(m_ptPhantom);
// m_ptCgRing <~ m_ptPhantom
m_ptCgRing = m_ptPhantom;
m_ptCgRing.sety(m _ptCgRing.y()+m_RadiusRing*m_nHandle);
if(m_pMcast){ // Send Local View of Global State
msg.Format("%f %f %f",m_ptCgRing.x(),m _ptCgRing.y(),m_ptCgRing.z());
if('m_pMcast->SendTo(msg,msg.GetLength()))
TRACE("[HRingEffect::calcEffectForceV1] SendTo Fail\n");

)
if(m_pMcast){
if(m_pMcast->bDataReceived){
m_pMcast->bDataReceived = FALSE;
sscanf(m_pMcast->m_strBuffer,"%f %f %f", &fx,&fy,8fz);
ptRev.init(fx,fy,fz);
/] Separate
m_ptOtherGlobe[1] = ptRecv; // 2 Joints
bFirst = TRUE;
Jelse{
[T Error Control
if(bFirst){
//m_ptOtherGlobe[1] = ?
}else{

}

} ,
JIHHHT Cale Global State
// Calc of all other Global

m_ptOtherGlobe[0] = m_ptOtherGlobe[1];
m_GlobalWeight = 0.51;

m_ptOtherGlobe[1].init(0,0,0);



diff = m_ptOtherGlobe[0] - m_ptCgRing;
tmp = m_ptCgRing + diff*m_GlobalWeight;
m_ptMyGlobe = tmp;

b
T Play out JTHHIIIIIITTTIHINT
// Calc Ring
m_ptCenterRing = m_ptMyGlobe;
// m_ptMyGlobeRing <-- m_ptMyGlobe
m_ptMyGlobeRing = m_ptMyGiobe;
m_ptMyGlobeRing.sety(m_ptMyGlobeRing.y()-m_RadiusRing*m_nHandle);

pointConstraint = m_ptMyGlobeRing;
force = gstConstraintEffect::calcEffectForce(phantom);
if(m_pMcast){

force = force + calcRingForce(m_ptMyGlobe)/2;

return force;

¥

gstVector HRingEffect::calcRingForce(gstPoint pt)
{
// Calc Collision between Ring and Bezier Curve
static gstVector force; // Force Output
force.init(0,0,0);
static gstPoint ptMe; // Center of Ring
ptMe = pt; // ptis Center of Ring
double t; /[ tin P(t)
static gstvector vitDiff;
static gstPoint ptOnCurve;
static CVector3d viTmp;
// Detect in Range
if(ptMe.x()>m_bezier.m_P[0].x && ptMe.x()<m_bezier.m_P[3].x){
// Find x-plane projection on Bezier Curve
// Solve t from x in cubic polynomial
t = m_bezier.GetTfromX(ptMe.x()); // t > 0 and t = real number
// Find point on bezier curve from t
viTmp = m_bezier.PointOnCurve(t);
ptOnCurve.init(0,viTmp.y,viTmp.z);

// Detect collision
ptMe.setx(0);
vtDiff = ptMe - ptOnCurve;
float over = vtDiff.norm()-m_RadiusRing;
if(over>0){ // Collision
force = over*(-1)*viDiff.normalize();
m_bCollide = TRUE;
Yelse{ // Non collision
m_bCollide = FALSE;
}

return force;

}

void HRingEffect::DrawGL()
{
gstPoint* pt;
// Draw Bezier Spline Curve
if(m_bCollide){
CMaterial3d::SetMaterial(CMaterial3d::RED_PLASTIC);
Y
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}

m_bezier.DrawGL();

// Other Peer

gstPoint tmp;

tmp = m_ptOtherGlobe[1};
tmp.sety(tmp.y()+m_RadiusRing*m_nHandle);
pt = &tmp;

glPushMatrix();

m_mat[1].Show();
glTranslatef(pt->x(),pt->y(),pt->2());
gluSphere(m_quadObj,1,10,10);
glPopMatrix();

// Draw Ring

pt = &m_ptCenterRing;

glPushMatrix();
glTranslatef(pt->x(),pt->y(),pt->2z());
glRotatef(90,0.f,1.1,0.); // Fix Orientation
doughnut(0.5,m_RadiusRing,20,20);
glPopMatrix();

void HRingEffect::doughnut(GLfloat r, GLfloat R, GLint nsides, GLint rings)

{

inti, j;

GlLfloat theta, phi, thetal;
GLfloat cosTheta, sinTheta;
GLfloat cosThetal, sinThetal;
GLfloat ringDelta, sideDelta;

ringDelta = 2.0 * M_PI / rings;
sideDelta = 2.0 * M_PI / nsides;

theta = 0.0;

cosTheta = 1.0;

sinTheta = 0.0;

for(i=rings-1;i>=0;i--){
thetal = theta + ringDelta;
cosThetal = cos(thetal);
sinThetal = sin(thetal);
glBegin(GL_QUAD_STRIP);

phi = 0.0;
for(j=nsides;j>=0;j--){
GLfloat cosPhi, sinPhi, dist;

phi += sideDelta;
cosPhi = cos(phi);
sinPhi = sin(phi);
dist = R + r * cosPhi;

giNormal3f(cosThetal * cosPhi, -sinThetal * cosPhi, sinPhi);
glVertex3f(cosThetal * dist, -sinThetal * dist, r * sinPhi);
gliNormal3f(cosTheta * cosPhi, -sinTheta * cosPhi, sinPhi);
glVertex3f(cosTheta * dist, -sinTheta * dist, r * sinPhi);

}

glEnd();

theta = thetal;
cosTheta = cosThetal;
sinTheta = sinThetal;
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BOOL HRingEffect::LoadCurve(LPCTSTR IpszFileName)
{

CString sName = IpszFileName;
CFile file;
if(ifile.Open(sName,CFile::modeRead)){
- AfxMessageBox("Load Curve Fail");
return FALSE;
Jelse{
CArchive ar(&file,CArchive::load);
m_bezier.Serialize(ar);
ar.Close();
file.Close();

}
return TRUE;
¥
// Bezier3d.h: interface for the CBezier3d class.

I
T T T T T T

#if 1defined(AFX_BEZIER3D_H__EA6B3D28_DD5A_11D6_BDCA_8C57C83DCD6B__INCLUDED_)
#define AFX_BEZIER3D_H__EA683D28_DD5A_11D6_BDCA_8CS57C83DCD6B__INCLUDED_

#include "Object3d.h"

#if _MSC_VER > 1000
#pragma once

#endif // _MSC_VER > 1000

class CBezier3d : public CObject3d
{

public:

DECLARE_SERIAL(CBezier3d)

CBezier3d();
virtual ~CBezier3d();
const CBezier3d& operator=(const CBezier3d&y);
void Serialize(CArchive& ar);
CVector3d m_P[4];-
publicc
double GetTfromX(double x);
BOOL BuildListGL();
CVector3d PointOnCurve(double t);
private:
void DrawBezier();
void SolveCubic(double a,double b,double ¢,double d,int* solutions,double* x);
double m_StepT;
BOOL m_bShowCylinders;
GLUquadricObj* m_quad;
b

#endif // \defined(AFX_BEZIER3D_H__EA6B3D28_DD5A_11D6_BDCA_8C57C83DCD6B__INCLUDED_)
// Bezier3d.cpp: implementation of the CBezier3d class.

I
i

#include "stdafx.h"
#include "Bezier3d.h"
#include <math.h>

#ifdef _DEBUG
#undef THIS_FILE



static char THIS_FILE[)=__ FILE__;
#define new DEBUG_NEW
#endif

i
// Construction/Destruction

I e e g
#define M_PI 3.141592654

IMPLEMENT_SERIAL( CBezier3d, CObject3d, 1)

CBezier3d::CBezier3d()

{
m_P[0].Set(-85.0,10.0,1.0);
m_P[1).Set(-40.0, 50.0, 1.0);
m_P[2].Set( 60.0, -70.0, 1.0);
m_P[3].Set(80.0, 10.0, 1.0);
m_StepT = 0.005;
m_bShowCylinders = TRUE;
m_quad = gluNewQuadric();

}

CBezier3d::~CBezier3d()

gluDeleteQuadric(m_quad);
}

const CBezier3d& CBezier3d::operator=(const CBezier3d& v)

{
if(this===&v) return *this;
for(int i=0;i<4;i++){
m_P[i] = v.m_P[i];

}

m_StepT = v.m_StepT;
m_bShowCylinders = v.m_bShowCylinders;
m_bModified = TRUE;

return *this;

}
void CBezier3d::Serialize( CArchive8. ar )

CObject3d::Serialize(ar);
if(ar.IsStoring()){
for(int i=0;i<4;i++){
for(int j=0;j<3;j++)
ar << m_P[i].m_pt[il;
}

Yelse{
for(int i=0;i<4;i++){
for(int j=0;j<3;j++){
ar >> m_P[iJ.m_pt{j]);
}

}
m_bModified = TRUE;

}
BOOL CBezier3d::BuildListGL()

if(!m_bModified &8 m_bListDone) return FALSE;
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}

// Erase last list
glDeleteLists(m_nListOpenGL,1);

// Search for a new list
m_nListOpenGL = giGenLists(1);
if(m_nListOpenGL==0) return FALSE;
/{ Start list
glNewList(m_nListOpenGL,GL_COMPILE_AND_EXECUTE);
//gIPushMatrix();

DrawBezier();

//glPopMatrix();

glEndList();

// List is done now

m_blistDone = TRUE;

m_bModified = FALSE;

return TRUE;

void CBezier3d::DrawBezier()

}

for(double t=0.0; t<1.0; t+=m_StepT )}{

CVector3d vPoint = PointOnCurve(t);

if(m_bShowCylinders){
glPushMatrix();
glTranslatef(vPoint.x, vPoint.y, vPoint.z);
glRotatef(90,0,1,0);
gluCylinder(m_quad,0.5f,0.5f,1.0f,5,1);
gtPopMatrix();

CVector3d CBezier3d::PointOnCurve(double t)

}

double varl, var2, var3;
CVector3d vPoint;
vPoint.Set(0.0f, 0.0f, 0.0f);
// Bezier curve:
JIB(t)=PL*¥(1-t) A3+ P2*3*t*(1-t)2+P3*¥3*t"2*%(1-t)+P4*tr3

varl =1-t; /-t

var2 = varl * varl * vari; // (1-£)"3

var3=t*t*t; /] 73
// Calc

vPoint.x = var2*m_P[0].x + 3*t*vari*varl*m_P[1].x + 3*t*t*var1*m_P[2].x + var3*m_P[3].x;
vPoint.y = var2*m_P[0].y + 3*t*varl*varl*m_P[1].y + 3*t*¥t*var1*m_P[2].y + var3*m_P[3l.y;
vPoint.z = var2*m_P[0}.z + 3*t*varl*vari*m_P[1].z + 3*t*t*var1*m_P[2].z + var3*m_P([3].z;
return(vPoint);

void CBezier3d::SolveCubic(double a,double b,double c,double d,int* solutions,double* x)

{

long double al = bfa, a2 = ¢/a, a3 = d/a;
long double Q = (al*al - 3.0%a2)/9.0;
long double R = (2.0*al*al*al - 9.0*al*a2 + 27.0*a3)/54.0;
double R2_Q3 = R*R - Q*Q*Q;
double theta;
if (R2_Q3 <= 0¥
*solutions = 3;
theta = acos(R/sqrt(Q*Q*Q));
x[0] = -2.0*sqrt(Q)*cos(theta/3.0) - a1/3.0;
x[1] = -2.0*sqrt(Q)*cos((theta+2.0*M_PI)/3.0) - a1/3.0;
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by

x[2] = -2.0*sqrt(Q)*cos((theta+4.0*M_PI)/3.0) - a1/3.0;

Yelse{

}

*solutions = 1,

x[0] = pow(sqrt(R2_Q3)+fabs(R), 1/3.0);
x[0] += Q/x[0];

x[0] *=(R<0.0)?1:-1;

x[0] -= a1/3.0;

double CBezier3d::GetTfromX(double x)

{

double x0 = m_P[0].x;
double x1 = m_P[1].x ;
double x2 = m_Pl2].x ;
double x3 = m_P[3].x;
double cx = 3*(x1-x0);
double bx = 3*(x2-x1)-cx;
double ax = x3-x0-cx-bx;
double dx = x0-x;

int sol;

double time[3];
SolveCubic(ax,bx,cx,dx,&sol,time);
return time[2];
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