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Development of a force-reflective simulation program for wax crayon

drawing using a haptic force feedback device
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ABSTRACT

The development of virtual environment using haptic force feedback device is compose
two parts. The part one is a development of graphic rendering module. The graphic rendering
module is used to render a virtual paper and the result when a user drew. The part two is a
development of force reflective module. The force reflective module is composing of two
components. The component one is a friction force and component two is a force of paper
texturing. Implementation of paper texture is use the bump-mapping method. The friction force is
opposite the direction of motion of the virtual wax crayon. The coefficient of paper friction is 0.3
and coefficient of wax is 4.0. The texture-mapping method is use for the rendering of a virtual
paper. The sub-texture mapping method is use for the drawing picture. The development
program is focus on a force reflective.

In this project, the haptic force feedback device (PHANToM) has been used for
development and test on Microsoft Windows NT 4.0 and GHOST API to interface with Microsoft
Visual C++ 6.0.
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fvuadumdalnilumsaeuauesnons A 1Y

M31N 2.4 83A15ENBVVRY Dynamic Property Node Classes

Class Description
gstButton amavestjunuy lauiia
gstDial AangveInsnyuuuy lauin
gstSlider anavesd lawmenuy lavain
gstRigidbody Aaves3savesany launin

2.2.1.5 Haptic interface Device Phantom Node Classes
T lumsddadeyavesgunssilumsdnaazuazdumis niedeyamuany

1 1 P 4’ a v @ ¢ & 9 d A o [
PYOIIN i?ﬂﬂﬁ?ﬂﬂﬂﬂ')ﬂ'ﬁﬁﬂﬂ’dﬂﬂﬂ@ﬂﬂiﬂl ‘B\iﬁi'\\iﬂ'ﬂﬂﬂ'\zq‘ﬂﬂiﬂ! ADA1YIU PHANToM



3199 2.5 8aRYsznavves Haptic interface Device Phantom Node Classes

Class Description

gstPHANTOM HAAIDINS L‘ﬁﬂuﬁiﬂqﬂﬂi al Phantom 14 scene graph

s = >
GstPHANTOM_SCP | uaasganuidImsduia’ly scene graph Tnuatiazyuey

nu1vua gstPHANTOM
4
gstBoundary Li‘luﬂmﬁﬁugmﬁmé"wauwmlm Phantom
gstBoundaryCube Wudunataves gstBoundary dmsumsadiansa

gnuadmieuiumsimuavmna

2.2.1.6 Effect Node Classes
1 lumsaduanuidnlumsdudaiugesivvesoma dmsumsiaunsiyoude

EJ
seniegldnuaeuiumes lunsildlunisnszdumsdudahilsmsnseilavasaiuing

m‘mﬁ 2.6 ’e)ﬁﬁﬂi%ﬂﬂnilm Effect Node Classes

Class Description
gstEffect iHunmevdndmiugunsel Phantom ieifamgnisaivesresing
UYBIDINA
gstBuzzEffect a¥usoanusunsdudmsuginaal Phantom sﬁaﬁaqﬂguw

4
gstConstrainEffect | fmuagadugavesgunsel ilulugilvesya idu nie szuu Tag

A'l ' 9y o a
M3FauABEINUaT

' ' ' v
gstlnertiaEffect UANURBLAZHT O INUANUNTLA ﬁ'l‘l’ﬁ‘U‘U’E]ﬂQﬂﬁNijﬂ‘U'ﬂ\]

gunsal
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2.2.1.7 Manipulator Node Classes

1 Tumsndoun/asgsnveaing 15w translate rotate 3o scale

M1319% 2.7 04A11/52NB VYD Manipulator Node Classes

Class Description

gstManiplator Wusaandndmiumsnsziiiu Tnua

gstTranslateManip n32IMINIU1uTnue translate

gstRotateManip N3z 1M1 lu Tvua Rotate

gstScaleManip AseiIMsHIau uTvue Scale

2.2.1.8 The Phantom Dynamic Node Classes
14ruqunsel Phantom Tumsmivgudumiagmssmuadmisvesdunives

v
Tviuail

M13139 2.8 04A1/52NBUVDI The Phantom Dynamic Node Classes

Class Description

gstPHANTomDynamic Wuaarandndmsuaaa Phantom Dynamic

gstTranslateDynamic Hﬁﬂﬂﬁ ol Phantom JuUn13 mm]w‘iumﬁwmcﬁﬁm?

1w scene graph

gstRotateDynamic 1 lumsmugudwmisaznsnldounilas

AU UIVDIFUNT U scene graph

2.2.1.9 Scene Classes
9 4” ° ° A
°l‘1f1unszmumswu§mmm GHOST SDK millﬂﬂQﬂ’li%’la’ﬂﬂﬂﬁ'ﬂ%ﬂu?u11]&580“']
[ @ & A

. £ a A a o o A A o
Haptlc scene graph ﬁ1u1sﬂ‘1‘lf‘1uﬂ]iﬂﬂﬁuwuﬁluﬂuﬂ‘liﬂig‘nUﬂumﬂQ')ﬁq naIvuaLIYnN

startServoLoop()



13197 2.9 937152 NBVUD Scene Classes

Class Description

gstScene AMINY haptic scene graph HATNITTIADIVUIIADY

o Y = L4 v 9
gstDevicelO mmqﬂﬂs 91 Phantom 113ZAUA

2.2.1.10 Data Type

yiinvestoyanaiwsiai 191y GHOST API

v
=

M1519N 2.10 iavetoyan 141U GHOST API

Class Description
a v @ @ v g 4 o o
gstNodeName ﬂ'l?ﬂﬂtl’)ﬂ‘ljﬂ’)ﬁ]ﬂBSiuﬂ'lﬁ)ﬂtﬂ‘iJ%ﬂﬁ'lﬂi‘UIﬂuﬂ
gstPlane ANEANBINUITUIY
. P [ st A aa
gstPoint ADALNYINUAITNIFYU 3 WA

gstTransformMatrix | TaTaRifloer 4*4 n3manesudumnindg

gstVertex AMAVDII N YALDA 3 I
gstEdge AMAVBITNIY 3 AU
gstTriPoly ARAVDITNNY 3 TWANDU
gstTriPolyMesh AAIAVDITIUIN 3519UUH
gstRay Aaadu sl

gstLine AaAveAUdY

J d _aa
gstVector ﬂmammmsﬁuc‘fmunnmas 3ua
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2.2.2 M31¥914 GHOST SDK

TaseadreveemsiaTiues GHOST SDK viulszneuday 2 dau daunsndetu dau
¥94n52UIUNsad1auelNAnFY (Application  Process) uazdndaunilafie ludiuves
NSTUIUMIMS AU (Haptic Process) Raguii 2.3

¥ a q'J
1. nszuIUMITNWeUNAIRTY

a o oA

nszuaumsaduiedndindu vie uerwdindugy hinthiingn fe

° uﬁmn5ﬂnv§endeﬁu§‘h’f (Graphic User Interface)

e a21anSedans haptic scene graph IO A3 AN MIIARBUMS FUR

® (31 nya nie fams nszUIUNIIIARIMITURRAILN Scene Node

o uaasnnlnnndeyadtldsurimmunszuaumsmadula

2. NITVINMIMSEANAT

nSELMMINTFUFavnSe Servo Loop msiifl mssassanmiaadoumsduda
Fagnrimunlay Haptic Scene Graph 1ag Scene Node #ilaa¥uuazdmunaludauves
nsvuaumsafaetiniindy Tasmssraeaaasmisiaiiy snfiumsaumshamdn
Tumsfnnafedmuausslunsaouauesaiuglnsel PHANToM Famolumsiie fu
sefimsvian deil

e 15 uﬂ;aﬁmuwm Phantom Node 11 Haptic Scene Graph

® A39ABUMNTFUAUUBY Phantom Node 11} Geometry Nodes

Auanins i ltginssluaasss Phantom Node

flunszurumsadraednamdulalinis AMvua Graphic Callback #30 Event

3 ]
Callback A5y Tnualag selinismSoudeyadimiuns Callback  dwmSuTnuaiv iile

2 .
Truaiiuiiaoius uy
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Application Process

Scene Creation Haptic Process
+ .
Core Appliction Haptic
30 Hz + Simulation

Haptic State Update [P

+ 1 KHz

Clean-Up

314 2.3 myasraelwiindnTaeld GHOST SDK

2.2.3 Inssasamsldsunsu

nsanuelwanuTasl# GHOST SDK 5 1nssadrams Tusunsy i

1. ahuedwindunndigens

2. ¥ Haptic Scene Graphs U8 11UR Graphic Callbacks %39 Event Callbacks

3. @314 Scene Node lazfiua Haptic Scene Graphs ﬁ‘l‘i’f'

4, ﬂmquﬂszmumsmsﬁuﬁmhu Scene Node

5. (iledosmatoyavesnszurumsmadurie 1Sonmn Scene Node ifle Tnszuu
nmsmsdurmaTondeyanay 1ayIzSunNaUNIY Callback fitmunly Haptic Scene Graphs

6. wiadnly imseadnmsteamninensaneg

2.24 msmuqums{imm (simulations)

TunsniugumssiaesveInssuIuM s FuRe fi’mzﬂ'mﬂmim Scene Node a9
210 gstScene Class i lumsdmua Haptic Scene Graph fivzrhimssiane Taodasy
n30vYn ‘n’%'ﬂ??W%’uﬂ;a%’ay,aﬂszuaumiﬁ'uﬁﬂ dlenszuaumsvowetniindudoanis 1y

o o a a a " @ ’ a o
°lummnm‘uu‘nxm‘waﬂﬁumﬂtJ'Jm1uu°lmmasueﬂwmﬂ‘1m
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gstScene * scene = new gstScene;
scene->setRoot(root);
scene->startServoloop();
scene->updateGraphics();

scene->updateEvents();

scene->stopServoLoop();

JUA 2.4 fredams Tlsunsumsnlugumssiasemsinny

11ngUdlunisa$1a Scene Node Tagfimua root 19iilu Haptic Scene Graph fiagyinis

$1aean1sieu Sudasnsdauiumsiinusinszuaumsmsduia dedlonisiSulge
@ o [ { o o

foyavesmsduda 1¥dmsums Caliback #i ldamabonl’ uazqamoiiunsdmyanis

91884

2.3 Open Graphic Library (OpenGL)

OpenGL flueridiaildlumsAndefugunseimidnisuaamazUnmialudou
yoeenMuaznITaLaAINa 931sznov ludae TnsSe fuasilensu e 19 lun1s Tulsunsu
Weadunsinfifigunmgs TavmmefumsadnsWnuuy 3 57§ OpenGL iy
uuztilull w.1.2534 TaouS% Siligon Graphics Incorporated (SGI)

2.3.1 UANYULIAUVBI OpenGL

1. dlumnasguludunsiiln nanie suazidonves OpenGL gnimuaazinms
TAuauInND a5 Architecture Review Board (ARB)

2. fhadosnm iflesnniimsWannfumediesonuu s 1dinmmegenuaziiv
fiveusuveninwannsifinedaumsnary

3. fmninfedieuas lidufuumantesy OpenGL 1'fu"liiﬁ1ﬁaﬁﬁzwﬂﬁﬁﬁmi
uoUnAind U1 OpenGL  mnsornam lddudneufiunefrinadn famadu sui
ylilesnoniunes

v
g

] (-3 1 A o/ ]
4. avudrwlumslfan OpenGL fifidsdqunuiodeldgniadiulnssaireedied
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° o] ] 3
lniiaudielunmsldau

2.3.2 aminens Yo OpenGL

OpenGL 9neeniuy IudnyuzyeInIue (state) NIABEAILANNTUAAINANIH NA1IAD
A o o v da 3 d?l (Y o 1 9 o’: 1
iefmuagUnsafivenaudwadni idduiusgiunstmuasaugneuntdniuedisls

! o A [ 4 a & dy
wumMstmuad JUiuY JUNs waan WesmtudeznamsuaaInan sy
5 A’l das

2.3.3 M3y u3INaNT1Ye9 OpenGL

2 24 d.avyy . ,
OpenGL Wufliunuuwulumsasioive Idgiannaaunsansu 1dhunenileddulny

b4
I=3

= 2 o o (] - & Y Ao
1%11]1593"15 s'mmmmumsmmumﬂuwmz"ls %QgﬂlLUUIﬂN’di’NHﬂQ

<Library Type><Root command><Number of arguments><Data Type>

Library Type yen 4 laus lnu
Root Command Hurnvsiida
Number of arguments  $1HIUYBINITTADT

Data Type yHaupIRMls

511 2.5 glunnInsadran1saaFouss OpenGL

¥ ¥y ' 9
vIngli 2.5 Aredelunsasde 15U glVertex3f 5INVBIRIAIRD Vertex TIMTUAUAIY

gl fimnanlaviSves gl dau 3fvnoauifiensniumud 3 dudluyila float

2.3.4 ¥1iaUBYAvL3 OpenGL
9 a 9/ A ° d” 4" =Y 9 P}
OpenGL ldwiiavasdoya Fadmuaduies 9ziudas GL awdavriiavesdoya laodi

4 o
719aTIBYAAIU



a19197 2.11 wilavesdoyaiililu OpenGL

Suffix Data Type Typical C type | OpenGL Type Name
b 8-bit integer Signed char GLbuyte
s 16-bit integer Short GLshort
i 32-bit integer Int or long GLint ,GLsizel
32-bit floating Float
f GLfloat , GLclampf
point
64-bit floating Double
d GLdouble , GLclampd
point
8-bit unsigned Insigned char
ub GLubyte , GLboolean
number
16-bit unsigned Unsigned short
us GLushort
number
' 32-bit unsigned Unsigned intor | GLuint ,Glenum ,
ui
number unsigned long GLbitfield

%
2.3.5 JUN3INUGI14VLI OpenGL

16

3 ¥
siinsaitugIuves OpenGL 1 ad1nldninmisdivuagates uazdrvunmsSeaiuves

A - @ o J o
aven Fafmua Taoiandu glVertex3f () msdmunsavsigagen edmuaiuging

| Q’I’ a ° P21 9 & ] 4 = I'd
AN UU TﬂU%Sﬁll%’lﬂmiﬂ'lﬂuﬂﬂizlﬂﬂ‘llﬂx‘lgﬂﬂﬂﬂﬂﬂﬁﬂ'li mﬁ‘lumwuwmwmnmes

glBegin () AMNAILYAVDIYALDA UAZFANIUAB glEnd )

o & i & &
matmnwﬂ%'ngﬂmwu ‘B&’Ll’dﬂﬂﬂ']iﬁ%"NE‘lJ‘VINﬁ'ﬂJmaUWN%zﬁ‘QﬂUﬂﬂﬂiﬂNﬂ 390

4 v aw a oo d s 4 4 v 4 Yo 4
mﬂﬂﬂ\iﬁhﬂninﬂﬂﬂi 3 ﬂ?lﬂuﬂizlﬂﬂ float AUNITU 3 lWﬂﬁi‘lQEﬂﬂ’IUlﬁﬂUn llﬁﬂ\?‘lﬂﬂqu
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Begin( GL_TRIANGLES);
Vertex3£(1.0,1.0,1.0);
Vertex3£(1.0,-1.0,1.0);
Vertex3£(1.0,1.0,-1.0);

End();

51 2.6 Aredmsadngilauimagylu OpenGL

F 4 v ]
de lvziunisuaasgynssitugwaieg #1410 openGL daneaalugalii 2.7

e W a 3 ) 1 5 3
O ¢
*3 2 ‘/ /\XQ 4
22 1 Q 2 [
GL POINTS GL_LINES GL_LINE_STRIP
1 2 1 ) 3 6
¢ 8
3 0 0 Z
q
L 3 1 4 7
GL LBNE_LOOF‘ GL_POLYGON GL OUADS

GL CUAD STHIF' GL TRIANGLES

2 4 0
GL_TRIANGLE_STRIP GL_TRIANGLE _FAN
P -y Hq v
3UN 2.7 guUnsanugunlylu OpenGL

2.3.6 MIMHAUATDIUL
° c’: Y A = Y 1 a a 1 =) Y
msfvuagaueiulame lunmsSenlvaudiunuauaieg Taveziinsvould
uanananse lueey Iuaana Hansun 1§ lunseenliiinsuaninafe glEnable () au
' 9y
Handui livenliinmsuaninaiiufe giDisable) ~ #296191%U glEnable(GL_LIGHTING)

e veu IR uMIuaaInaveIns 1suae
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£ 4 ¥
daumssmuaaniusiusziSonldawileddutu irunsldd ¥ fuing s 1d

glColor3f(...)

24 usauluMINaMw
§ oo 2 4 dd
usad ez uiumsiulsznouTudae 2 use Asussdumsindoud Fuzuaadds
Y 4 A o Y A4 A4 g a4 oA v
usadmlumslumandeoudi WunssaswssdmmsindouiiieaiusmianTeusedu
A { i o 1Y) v @ a
msindeufivemsnanu ehimsnanmiunssanlardulsednsusuoanezidiu
J é 1 4 [ :’ a i o Q o
AMHY wazdaeiinisnaningt Tugaduilaninisaianinudrezdinissiaes
o a o s g S 4 &
dudszanusudsamusnamiuie 194193 nanunitaveslifia daudnausaniiaiudu
é o o A o o o 4 a o
UIIHIT1009GNYULVBINTEAY (hoINTs TaesdnyurAuAIveInTEAINS a0
Y /4
2.4.1 NIDIROINUAD
a o dy a o Q‘ Y 4? o d‘d A
lumatamsdrassiudrmuisari ldlasmanuanuuguss IdtuRuA G oy 4
s ¥
mileudumsrasesiiuizlussufiuasiniiln wagatievesnisiiasefiufafons
asudusIiAnIvewss Innudly
2.4.1.1 YHIAVOIUIS
d' (V-1 Ay = a 9 -1 U ¥ A
die hifinnuwgussuuiuAannd sxldnguesnnutangulunmsaeuaussdsisad
4?’ 1 = n:i ] 9 o 4‘ (Y ~ A J o Y o
wasgiuanuanimzgimidh 1 ludng ednyaslanuguiuiu i lddnsazvens
$1e09veausannlaounias’y
2412 AAMIVBITIAY
Tumsesnuuvfiamves Wi lunssiaeussduda dauaswnin bump-

& P & Y i a o
mapping Fel¥luneniiunesnsifin Fudumsadrednvazvesiuildlinnugelaomsn
o 4 = a { > o o § Py a & o
Tanvaizvesitufilndnldoundaslll fuusnifudesgiidnuazyesiufnd Fazild
- 3 <2 [ Af - A 9 :; Q’: c’:
adnyuzvess i lasBandnvesiufiGudunas msn/doundasvesnrmgaiugmiu

y 14 [
anugaiuhIdiudlinnuged dsauns

=N, -Vh+(VhN,)N, )

|

14
8 WUAINNA9INN1SNM texture mapping

N

surface normal ABUAILYINS map texture

=]
oy

o By =
®©

o d 2 oA
) oas sl dsunlasvesnum

d
>
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& (Y ¥ o G’I’ 1] ° (-3 4 3 ¥V
ma"lﬁ'anymwmﬁumuﬁ'ouuﬂ'a"lil*nz‘n1msmmmmus~1ﬁ%zmmma‘uﬁum’lﬁ'nu

Aldaudaauns

. 'é':xlum mapped
] £
]/P\HJ )‘i\

HIP

= o & o v A o L a
31.]‘1] 2.7 ANHULVBINUAININAININNTINSUNUAUAD

F=d M ¥))

A
il

F fla  usafivzesuaueslddudld

= A ! a [V - o 3

M fo  #uRINenAINn1s v texture mapping

14
d Ao anwdnvesmsnzgn il luiuis

2.4.2 usIuMsIAaeun
9 o A ° 0 n’l’ 2 A a g/
usaduszAaniums Iagmssausniiuauasilunisnanin Fuiomfeald

L [-3 4 'A q Q' & ] o
ﬁﬂﬂﬂ58\1ﬂ‘]Jﬂ'm')u:l:lﬁQﬁﬂﬂﬁ\?‘Uuﬂizﬂ']B WeFuuspreimsnanmnseaed lilimsanas

= ﬂl

: [ 4
vunszadumsirnesdudss@niusudoaniuvesnszay uazideshinsnanwinluga
14

a 2 A ' y:u:fé'a A4 A v Y o ° a a
muﬂﬂnmanﬂﬂwmmagwwummmnizmyum 1wmmn1amusqﬁuﬂizﬁmumﬁm

J & S ~
MUVOIVNHVTINUINUN
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Fp=uFy ®)

ussduiuaas 1ol

(=)

b 4
AannAveINuRD

R~ Z'TJ& el
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®
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msdumsindouNvesnadiion wazmasnuusdumanieundmsunszay A1veq
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MIBDAUVLITUY

mseonuuusruy Insemsmsiaun Tusunsudasaseduiavesmsnanindod
iou Tavldgunsaldraesmsdusaudiaiiu 2 dau Aeszuudesvesmsnsuausideiusy
FUAT AUTIUVDINITUAAING 3 A 5&1{\11‘]’5’ MFC (Microsoft foundation Class) 14 Microsoft
Visual C++ 6.0 Jumstimuisuny GHOST (General Haptics Open Software Toolkit) SDK
(Software Developer’s Kit) 4.0 @aun1siaaiwaly OpenGL lumsitanena 3 ia c’fﬁ;ﬂunums

ﬁmﬁ'ﬂyﬂﬂums ponuuuezld CRC (Class/Responsibilities/Collaborators)

3. 1 CRC (Class/Responsibilities/Collaborators)
A (] o A (] [
crC dlumsesnuuuaaa uie seuda Afiegluszuuiuiiuaaa oxlsdumoninan
] 1 4
aaaes 15 Ivihfisies lsthe uazmsiauvesnarmiudesinnusuiuaaianse
o o Yy & 4 ' 9 Y A A
90U19A 1A1119 F9¥BUBINAIAITOYUUIIIVBIAITN ANAIGIATDINUIIAINA0IATOINUY
4 a
Tnaeu uazdenaia Mduneau @ilnsdunes lasnielumsrondududonans
4 27 . i /I ;
wihflvesnataindgnitudienusey daudmvnudiunae fivhausuduie Tdnihd
9
Tudoriy 9 dude

3.1.1 CRC 993 CCrayonApp

M1519% 3.1 CRC 904 CCrayonApp

CCrayonApp: CHapticApp

1.Create SDI Framework
2. start_program
3. end_program
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970 CRC 484 CCrayonApp 1l
1. %19 SDI Framework fi® CCrayonDoc CMainFrame CCrayonView auInseada
993 MFC SDI Framework
2. start program SumsmavesTilsunsy Swgimsfmuamnsiaves
Tusunsy sauBamserd198unsivveq Haptic process
s/

o o { é
3. end_program ﬂqmﬁmqmmmwsunsu N1MN3aY Phantom Node ﬁ“ﬁﬂgﬂﬂiw

g A qu
Juuueldau

3.1.2 CRC 9984 CCrayonDoc

A131971 3.2 CRC 904 CCrayonDoc

CCrayonApp: CHapticDoc

1. DECLARE_MESSAGE_MAP

2. NewDocument

91 CRC 9849 CCrayonDoc Tinthi
l.ﬁ‘lﬂ‘l‘ii‘lv‘iijﬁiJ Windows Message Aldalsemeld

2. a51enasnse SpI vy

3.1.3 CRC ¥949 CCrayonView

A15197 3.3 CRC 983 CCrayonView

CCrayonView : CHapticView

1. EnableServoLoop

2. QueryPHANToMNames
3. QueryCursorPos

4. TermGraphics

5. ResizeGraphics

6. UpdateGraphics




A13197 3.3 CRC ¥84 CCrayonView (AD)
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CCrayonView : CHapticView

7. InitGraphics

8. ProgramDone
9. EndProgram CCrayonApp
10. StartProgram CCrayonApp

910 CRC %84 CCrayonView JH111
1. msvenldimsSudumsaugilmsinuveginselsasesmsduda
& o ” o A q °

fosuasveginsalfrmesmsduimive 19 lumsvinu
%’ BIVDIA N UIVDY HIP (Haptic Interface Point)
gABNNITNINTULBINTIHD
JFulasusiaveansiin

o 4 A i '
Usunlasuaouzveanisin Weiimsilasuudas wulinisnanin
o a 3
AMYUATDIULISUAUVBINT NN
o ~ 1
Marwdunsvineumseensn lusunsy

uAANATNINIY AeueenYIn lsunsy

v 0 N o oW

10. SudumsiauvesTlsunsy

3.1.4 CRC 9949 CMainFrame

f15199 3.4 CRC 993 CMainFrame

CMainFrame : CHapticFrame

1. DECLARE_MESSAGE_MAP

2. Manage View Menu Toolbar and Statusbar

910 CRC 9849 CMainFrame i
1. ﬁ‘lﬂ‘lii‘l"ﬂfjﬁ‘u Windows Message Aldlsemel3

. 4
2. $an15AY View Menu Toolbar and Statusbar 1o 1 lumsiaana
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3.1.5 CRC 9949 CPlane

™131991 3.5 CRC ¥84 CPlane

CPlane : gstShape

1. LoadGLTextures
2. DrawScene
3. DrawPlane

4. DrawTexture Texture

5. collisionDetect CTextureEffect

910 CRC 984 CPlane A1l

4" a :3 =1 x ] o
. T‘naﬂgﬂﬁmwuwwmnszmuwmmu”lo‘lunmammm

N

MnsNagyIudIuveInIsuaaINavYeInTZAIY 1ASNINANN

HAAINR THAIUVDINTHAAINTZATY

w

o g a { ° o £ a a
4. minsnanmussiuAai lddhinsilSulpsutasnmsnaninlagldusnsnn
AN Texture
o o { o 4 L3 o L. Q é
5. Q939 UMITUNUYDI HIP mJnszmyﬁmaaﬁumufﬁmmsmaamsaﬁuwﬁm

GonlFuSnisnnnaia CTextureEffect

3.1.6 CRC 94949 Texture

M15199 3.6 CRC U949 Texture

CPlane : gstShape

1. LoadTexture

2. LoadSubTexture

910 CRC W04 Texture inii1f
? o o 2
1. TnangivesiumInaniuuiudana
-4 a 2 v { 0
2. Tnangdvesiiufsesduiluduaamadildneasliuunszaudiaes
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3.1.7 CRC 994 CTextureEffect

ﬂ'lﬁ'Nﬁ 3.7 CRC 994 CTextureEffect

CTextureEffect :gstEffect

1. calcEffectForce

2. setEffect gstPHANToM

911 CRC 994 CTextureEffect ﬁ‘nﬁﬁ

=h.

. P
AT L TIL R AT E A TSV RT, (A

e

2. dwuaussldfuginssliweldlumsuaaswa

3.2 The HapticView Framework

ﬁ'Juﬂﬁﬁmum’fﬂﬂswmTﬂsunsmﬁaiﬁ’ﬂﬁﬁmuﬂﬁfuﬁuuwamlas"n“lm Felwdh
Tasailoztsznenldroiledduluntssams iy GHOST SDK e dlumsiausnfuty
Windows/MEC %50 X Windows tsit Insfisenuuuyuiteniamsaufudy OpenGL i
Nigunsarinusmsunsiinlaussug

lumsiez 19410 HapticView Framework 11492@0991015 derive method 11910AANA
HapticView Fenaaiidudnudouseitea Usznenl&o Interface Function §ail

virtual void StartProgram(BOOL bPHANToMMouseEnabled);

virtual void EndProgram();

virtual BOOL ProgramDone();

virtual void InitGraphics();

virtual void UpdateGraphics();

virtual void ResizeGraphics(int cx, int cy);

virtual void TermGraphics();

virtual void EnableServoLoop(BOOL bEnable);

virtual LPCSTR* QueryPHANToMNames();

virtual BOOL QueryCursorPos(double* pX, double* pY, double* pZ);
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3.2.1 MANTINVYDN Framework
4 4 9 9 o 9 o v . 4 . o
WolSHANESI 1A AT INTI9INITES e rendering context %4 InitGraphic() NN
<y & o d" ° ° ! . . . .
Sonldau Feamsihauileedmuanshianuves OpenGl (%Y depth buffering culling lighting
4 o_w o o o o ' A =;
Tuvsagid Insemdahaudud InssuiludemsuidunisvesgunsalFa lususi
o_ o v U o"‘ ° 9/t ° Vet ° ° [ 4 <2 A ° 4
Mdsadnegiuszhldlimstmualifimsdmuadumisesginsaiswdalimsfmuaie
' oA P = P
¥99g1/n58i 19U Default Phantom nouflezad e View 1a3992in15550n 19 ResizeGraphics() &4
o dy ° . Y o y ° o 1 . & A P2
flanduilszdmunuuiaves view Jiau193Avai1n15USUUAY OpenGL viewport #300UNT
o/ o/ J <t A
AWennszuudens Mondannmsadia view udane luiflumsiSon1d StartProgram() Fez
° - ' ' & g
fimsuaasgnmldinisdSusaduimiues Phantom Hegludaiug reset Fediaseglu
o I 4 0’; é dy L]
Aumiauda1¥ing Enter 1899101 StartProgram() s¥gnisenly Faningaidumadinlums
Whianisdimuamiaegues Tusunsy gianndesadndunsmsdansilndrenideants
A o "r - . o
WenseRimsiaSoiiu HapticView 92130014 EnebleServoLoop)  waziinisiSonld
UpdateGraphics( 11/1520¢ q Tum321an1Mu8e OpenGL

] [ 4 [
Tuvasfifidaiauegiiu ProgramDone)  vzv1amidlussozieliniled servoloop

¥ t 4 k4
duiaey friuneuiifuduilu TRUE WsunsuszihmsausmianuaudidaTysunsu
<

&4

v
meRgaiezenntinTysunsuezlinigBonldauieduves TermGraphics)  uaz

A 1} o o z 1 .
EndProgram() @992 19 lumsAumisvanudr ldfussuunsludmveansiflauaz Haptic

3.2.2 HapticView Interface Function
1. StartProgram(BOOL bPHANToMMouseEnabled);
Function Prototype:

virtual void StartProgram(BOOL bPHANToMMouseEnabled);
Function Description:

FugaddglumsidridamsfmuaidnveansfinuasHaptic Faezdesdimsaii
instance Y94 gstScene 110Y gstPHANToM #7Uv99 bPHANToMMouseEnabled &ulﬁﬂﬁi’ﬁﬂ
#0473 reset Phantom uenNINTIRBIIMsfnua ludaues gstPHANTOM constructor
{4 TRUE #20t1a5u
BOOL bResetPHANToM = 'bPHANToMMouseEnabled;
gstPHANToM *myPHANTOM = new gstPHANToM(“Default PHANTOM”,bResetPHANToM);
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2. EndProgram()
Function Prototype:
virtual void EndProgram();
Function Description:
o A 1A ) ¥ Yo & ad . &
NINTAUAIN Haptic 1‘11'\1']111'ﬂﬂ‘l]5$1JU FIVSUVNATTAY instanceVD gstScene HIVLAY
o a ¥y
Tnuagnianuanegnisld root
3. ProgramDone()
Function Prototype:
virtual BOOL ProgramDone();
Function Description:
) ~ Y 1 A o 1 @ o " A t 9
5]3”ﬂ'liliﬂﬂi‘lfﬂglﬂu'i%ﬂ%‘]lW'ﬂ'ﬂ"Iﬂ'liﬁi'Jﬂ'd'ﬂ'U’J"l servoloop 8\1711\11148914561” 01
’ } 4
Hadvuiiauaniu TRUE egsimsesnainlusiunsy
4. InitGraphics()
Function Prototype:

Virtual void InitGraphics();

Function Description:

v y
su o

whmsad view uag rendering context U89 OpenGL Trlanduiilunisdemlums
UAAINALTY depth buffering culling lighting
5.UpdateGraphics();
Function Prototype:

virtual void UpdateGraphics();
Function Description:

HapticView Fonldanuilafsuillums redraw ¥09 view fitlszanas 30 Hz Feaznoody
msinuves Inswansiin 15u n15i5on1% upDateGraphics 150 updateEvents n1uludiu-
ns uazv‘i1n1s'nﬂ'3'ﬂqﬁagj°lw§u1fu HapticView 92¥1017 clear f1U83 OpenGL 13U color
13® depth buffers MEUALHINTEUN UpdateGraphics) Mendaninfiuaudiozims swap
buffer 1¥fuTzZUY
6. ResizeGraphics(int cx, int cy)
Function Prototype:

virtual void ResizeGraphics(int cx, int cy);
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Function Description:

ﬂuzﬁNmzﬁ"mﬁﬂmqmmfmnﬂ?iﬂuwmmm view $3 parameter 1 2 Fathuduving
Tmiluunu x uag y FsmsTlsunsudrudeviiganisesiife

glViewport(0, 0, cx, cy);

7. TermGraphics ()
Function Prototype:

virtual void TermGraphics();
Function Description:

wihmsfiuail$lunsuaasmansiiln iy display lists 150 texture
8. EnableServoLoop(BOOL bEnable)

Function Prototype:

virtual void EnableServoLoop(BOOL bEnable);
Function Description:

HapticView 9zi3onldaniiladduiilums start s stop servoloop AB4YI1A15 override
function f‘hu M350 gstScene::startServoLoop() ¥3® gstScene::stopServoLoop()  1udau
instance YD gstScene HAAIYDI bEnable 951811921 servoloop 111015 start 130 stop
9. QueryPHANToMNames()

Function Prototype:

virtual LPCSTR* QueryPHANToMNames();

Function Description:

TuvaiziifimsdmuasiSudueed view HapticView #84n15n3 15 PHANToM fildfeg
ABaMIfiee reset §111idBaMT92i50n StartProgram MENFTTMIa21 view 10 Sl
niuﬁmzuﬁmgﬂmmmsf‘imum'humiwaa PHANTOM dauilerduiiiul#lumsisonde
vosqUnsaif I8vhimsdadeiely Hapticview tuozdedeldus 2 udludauves GHOST 1

szausaivua’ldog 4
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LPCSTR *MyHapticView::QueryPHANToMNames()
{
static LPCSTR apszNames[] = {
“Default PHANTOM”,
NULL
b
return apszNames;
}
10. QueryCursorPos(double* pX, double* pY, double* pZ)
Function Prototype:
virtual BOOL QueryCursorPos(double* pX, double* pY, double* pZ);
Function Description:
iflunauAoenisvee HapticMouse TumsiSungardumisilogsiuves PHANTOM 1u
ftavesTdsunsudedumivinfudesmslunsudlasein 3o Tifhifisn 20 vee mouse &9

$ & 4 o
Handuilvzgnisenldiiiemamgnisal OnPhantomLeave()

3.3 STUVHRUA UM SIAAINANTITN
o o A Y a 4? o Q2 A
lumisdaesmsiinmvesszuuiie IHinwaneSanniulunsiausuded
snmviednyazvesiaqite 1§ lumsuaana uasmsuaasmadns Ifud1duns 1wt

H H é " 4 A
anmginlaonlvesssuy Fadeserdonalnues GHOST SDK el lunsuaana Falu
1 Q’I‘ ] o 4 1 G'l é
d2uved GHOST SDK wulldulumsmivayunsifinlauiFegudniufio GHOST SDK 44
o A o { U
TaimsWauuie Iddiassyvuamsefivgsauenaind luaanaludauves
¥

amnadeumsduda msuaawwariusuiudeciimssudadoyasznin Haptic Process fiu

v o do &

Graphic Process (fle 1fmshanitszauduiusiu §1 GHOST SDK 'Idvmssamioums
191913 1hiufie Graphic Callback 370ATdUYBIUBINT Redraw 9998111115 Redraw
U230 30 Hz amsSamsoumsseedunisiieuves OpenGL udiumiiiiues GHOST
sDK Wuddanmsdiidwannszun hidesimsmmuansuaasnaeainldniswann
sruviinamasaInnntety usiorvee hifanguiindeda sDK ieeldTidaulunstusenis

NaUIssuLaINIsaNTiImuaan IuzveIns1ineud flidssesazalnuinindy

&e

& 4 -3 o 1 g L (- Q,: A
mmmnﬁmmsmﬁuﬂquum NTUUALTIA N é’wwméfaqmmsnmuﬂmmwuﬂ B
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Aloufadiadnanugaeninnni uddrdesmsarndanguniedanniianuiuigy
uduihidadendivhauletunsiesn udntsiauisauty GHOST SDK4.0 Ty lifidym
Tunms1191u5uAY OpenGL
3.3.1 muaRasvuutesluauvensHn

msuaanaludiuvesmsin wwiidiudseney lddredundng fe ludruves HIP
wiedanesived manaawmisdeuenveniavasanmuaadon msuaasnaludiuves
nszaTy sawiemsuansraiodiuves HIP  1dhnsungfunseauiilenaasnisnanv
d7Uve4 HIP éuﬂzﬁﬁﬂymzxﬂumanamﬂﬁ"au°7‘imu°‘7iwwt‘1'uqﬂnmfusaﬁnﬁﬁ daumiaiy
szegiuf liannsanden 214 douvesnszamuazdauvesmsdnesnisnauezld
M&NN15U83 Texture mapping 1A% Sub Texture mapping 5auAeiinsUiuGouruiaves

wihaulied14linsdsundeuana

3.3.2 mataasnanwnluaIuues Haptic Interface Point
MAAMTIIINABINITUAAINAYD HIP Sund1IfD
1. af1eiagnsnay
2. FunANNUIDI PHANTOM

3. Sedagriu lufiduonisues PHANToM fldn

Pseudo Code dniumsionduiniaazmsinuing
gstPoint cursorPos;
((gstPHANToM *) phantom)->getPosition_WC(cursorPos);
gl Translatef{cursorPos.x(), cursorPos.y(), cursorPos.z());

End

411 3.1 Pseudo Code dmsunisSondumianazmsdneing
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333 mmtmmamﬁin‘ludquwﬁa
o e’: 9/ g [ v o A P 4 9/ o
AHING 4 muumzn]umm‘nuﬂ‘uanwmmmimaeu‘mmq HIP miumsmwwm
1 4
Y o o o o . & 3 1 LY
Wuvzduiusumsfmuaveuaved haptic Feaznanateae 1 lumsadwmisesisznou

4

11@e 4 daufle A Audhe Auars wazdumds 9w 1¥ OpenGL Tumisnamia

// Create list for right wall
glBegin(GL_QUADS);
gIiNormal3£(-1.0, 0.0, 0.0);

glVertex3f(0.5, -0.5, -0.5); // right bottom back

glVertex3(0.5, -0.5, 0.5); // right bottom front

glVertex3(0.5, 0.5, 0.5); // right top front

glVertex3f(0.5, 0.5, -0.5); // right top back
glEnd();

5% 3.2 frwdnen1snaniie Tagls OpenGL

3.3.4 nsuaawans WnludiuvesmsuaawanIzAIY
u’/’ 8 . A s/
Tumsuanwnaginszainldnannisves Texture mapping Figmmwnnuiindeya
} 4 4 [] 3
Huwdalu13lu butfer 18291113 map nwiuasliigl Indneuudrhmsuaasmaie s
A o . é @
Aldaunsamiu’ld deluiflumsuens Pseudo Code 4891511 Texture mapping FandnMS
1 4 [
Mnufe wihms Tnaagiidinlumiasanudwdminisads texture Furnangliinan
3 14 o .qYd Y o oA, o
Wi neufiveyh Iy texture ABATNISAMUA parameter UNBHINBAMUARUAN NS

[ [k 4 ] []
984 texture 48291115 map texture 1 18U Indneulufitifegldmauy



Pseudo Code M3 UMW Texture

TextureImage =LoadBMP(PICTURE)
glGenTextures(1, &texture);
gIBindTexture(GL_TEXTURE_2D, texture);
glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MAG_FILTER,GL_NEAREST);
glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN FILTER,GL NEAREST);
glTexImage2D(GL_TEXTURE_2D, 0, 3, TextureImage->sizeX, Texturelmage->sizeY, 0,
GL_RGB, GL_UNSIGNED_BYTE, TextureImage->data);

End

gﬂﬁ 3.3 Pseudo Code @11 5UM N1 Texture

Pseudo Code 1M 3UMS Inaan 1 Bitmap

FILE *File=NULL; // File Handle
File=fopen(Filename,"r"); /l Check To See If The File Exists
auxDIBImageLoad(Filename); // Load The Bitmap

End

31 3.4 Pseudo Code d13UN5 InaAn I Bitmap

32
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Pseudo Code 1M 3UN15Y11 Texture Mapping
glBegin(GL_QUADS);
glTexCoord2£(0.0f, 0.0f); glVertex3f(-0.5, -0.5, -0.5); // back bottom left
glTexCoord2f(1.0f, 0.0f); glVertex3£(0.5,-0.5, -0.5); // back bottom right
glTexCoord2f(1.0f, 1.0f); glVertex3f(0.5, 0.5, -0.5); / back top right
glTexCoord2f(0.0f, 1.0f); glVertex3f(-0.5, 0.5, -0.5); // back top left
glEndQ;

End

gﬂﬁ 3.5 Pseudo Code §113UN15%11 Texture Mapping

3.3.5 msuamwans1Wﬂ’luﬁ'mmmmsutmam‘nmmw
v
wﬁ'nn157‘imu°lumummmmﬁmmsammwﬁu%zel‘i’fﬁanmsv‘h subtexture
. Y o n’l’ [} A A 1 ° o ’
mapping UAMImINanwiuInalliFesq Welinsaanmlnitesiimalsulgenu
Y & a P o 3 - v &
Wi'E]ll‘ﬂQLiUﬂﬂ'lWGl?m‘Uull'lllﬁﬂQ nismumﬂummUnTﬂaﬂmwuumuauﬂmﬂm'a"lﬂuﬁ"a

1 ] & o 1 ~ q’: o o [ o
mummunmwmr’i‘lumamwaqﬁmuuuuwnﬂuanymwmgﬂmwwmmﬂmmmi

]
<

[y " & oy ° @ 1 o 1 LA 9 L Aav 9y °
ﬂsuﬂ;qmwmmﬂ‘lnq; %mmmmisnﬂmumuwaqQﬂnimmei‘nmmmwnﬂmmmtm

14
#una 114113 map a9

Pseudo Code LoadSubTexture(int cx, int cy)
AUX_RGBImageRec *Image = auxDIBImageLoad(SUBPICTURE);
gIBindTexture(GL_TEXTURE_2D, texture);
glTexSubImage2D(GL_TEXTURE_2D, 0, cx, ¢y, Image->sizeX,
Image->sizeY, GL_RGB, GL_UNSIGNED BYTE, Image->data);
End

;ﬂﬁ 3.6 Pseudo Code LoadSubTexture
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33.6 gy

TudanvesnisuananansiiinluTasamsin 1dosiondeudtodusiaTsunsy Iu
msuﬁmﬂsfﬂﬂ'tfuﬂzﬂsxnauﬁ'wﬁmnﬁ'ﬂqﬁ'a AIUVINITUAAING HIP NISUTAIVOLIUA
oeTU5HATY MSUAAINANIZATNSIABY TIAINITHINBININANTH MIUAAINITHANLADY
enSonldaudifled$u UpdateGraphics FeazgniSoniduszana 30 Hz Mldmsmauves

Ay R Insiwe FuiusAuiy Haptic Twsiaa

3.4 szVUtoHEIUM I8N TN

msﬁ1ammsﬁuﬁﬁﬁnmmumimuﬂn Haptic IWs1w@ n1sa31uazdan1sny Haptic
Scene Graph Msuaans finludauves Haptic Scene Graph M3$1a0aus 98 Millohns@ou
Fiiou sawdamssudidednmsdudaiuiag Tums@ouTdsunsuiduiiululasemsiity
umsiiudnludnues gstShape Lﬁeuamﬁﬂyngﬂmwmnszmy 18 gstEffect 71191
MIUAAINIFURETIMNDIUTIANY
3.4.1 MNTINVLIM3I¥1H GHOST SDK

saitnan ludalamd 2 shiludauiivgna1ifems Tusunsudas GHOST SDK (e
Hunuane lumswennde a
3.4.1.1 MyTiuveslassadlamsldsunsy

Tun15e319 Haptic Application A98 GHOST SDK il Insear§19n15 Tsunsa fis

1. ¥ Application mulna
#3519 Haptic Scene Graphs 12311 UA Graphic Callbacks %39 Event Callbacks
#3149 Scene Node tiazfimua Haptic Scene Graphs Ay

fAIUAN Haptic Process K1Y Scene Node

LA

Lﬁ"aef’fmms %gamm Haptic Process 1 5uni1u Scene Node Lﬁﬂal?’l’ Haptic Process
w3oudeyalindeureu unzezSonndusii Callback fifunalu Haptic Scene
Graphs

6. iioEnld Mimson@nmsteaminensag o

511 3.7 Tnseardren1s Tsunsudae GHOST SDK
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3.4.1.2 M3ada Haptic Scene Graphs
GHOST SDK 140158319 Haptic Scene Graphs (Wefi11ua Haptic Environment 1atns
111 Node A4 9 NFURUTAULUY Tree 1Al Node nuqm‘imﬁ'ﬁzﬂu Root U84 Haptic Scene
S o o k) o o J & 4' o/ o J 0 o
Graph U Node mu‘lunmwumﬂmuﬂnqumamaﬁwaﬂanymz, UHANTIUAN 9 l'ﬂuﬁ']ﬂﬂ
g <4 A o 9/ o LY = J J Y
%u 3 Node Uanogaiimihmunudaing niemsasuaueneusalugluuue1e  #dsans

Simulation
1 4 s ¥ A [ |
15211983 Node HUIMNUTLINNUDA Class TIUANHULHUINAN 90U A8
1. Geometry Node Class

sznouday stCube, gstCone, gstCylinder, gstSphere, gstTorus (0¥
8 8 gstCy gstSphere, g

4 oy X o v d
gstTripolyMeshHaptic §931nsevianuail derived 11910AA8 gstShape Mniinunugins

3 b
e wazhmuadnYuLA1N q Y8e5UNIU A2001 fin

gstCube* cube = new gstCube;

cube ->setGraphicsCallback(cubeCB);
cube ->setTranslate(0,50,0);

cube ->setWidth(2.0);
cube->setHeight(5.0)

cube ->setLength(0.3);

3171 3.8 #29619713 11514033 Geometry Node

Fumsaregnurduuianniig 2.0 A2mga 5.0 Anwdn 0.3 figa 0,50,0
2. Hierarchical Node Class

“ ° Y a 1 A o A o t A @ ]
fi® gstSeparator MHUINTINNGN Node mammﬂmimﬂunqnmuaﬂu (YU

A 9 Qs o ] -~
IAA9UYIY, YU, USuvuia @29814 fiv
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gstSeparator *root = new gstSeparator;

gstSeparator *rootPhantom = new gstSeparator;
gstSeparator *rootHaptic = new gstSeparator;
root->addChild(rootPhantom);
root->addChild(rootHaptic);
rootHaptic->addChild(sphere);
rootHaptic->addChild(cube);
rootHaptic->setRotate(gstVector(0.0,0.0,1.0),M_P1/2.0);

317 3.9 A2981915 T1ls1nsw Hierarchical Node

Humsad1 Root 104 Haptic Scene Graphs 19 root 11aa$14 Tree 7014 root Tasuon
E 4
(T4 rootPhantom 18 rootHaptic mnﬁuimﬂqu sphere U@ cube neld rootHaptic ué’mqu

14
nanguseuunu z irnaudiuuiing 90 eeem

3.4.1.3 Haptic Interface Device Node Class

o d. o/ A A
flo gstPHANTOM 102 gstPHANToM_SCP ¥imthiiunuaainiesils iive Iddeya
4
AWMU TOIUSVDIR N UIVTWATA N UITUATNUAY Surface Contact Point (SCP) (

SCP inatlisduRaiugUnsq) amd1ay

Previous PHANToM Postion
N

~
~
~N
~
~

Object Surface ~ @juﬂacc Contact Point (SCP)

-

~ |
~ damper rin
damp I spring
~ 1
~
~

New PHANTOM Postion

v y
3N 3.10 Aumdsdudaiuia
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3.4.1.4 MIaTaMNIAdonves Haptic
0 1 4
wasnnii ldnswd Ivuanarauuuaieg udaduseude luidumsadanimuaaden
o @ o’/’ 4’, a L acy A
msduid Tuasuiuguiiog 2 33 fe
& o ' .
1. @§ Scene Graph #91)szneu 11/d7u junsmSeTaga1aq separator LY dynamic
node
o 1 . . Yy o
2. W19IUVDY Phantom Haptic interface 191189 1u scene
anmunadsumsdudaudie1dilu 2 vilafie wuy static futuy dynamic na1fe
1. Static Haptic Environment
- d. a L] A d' 4 o/ QU
Audnvazvesammnadouniag isunsandeun 18 efinsdusionse
ADUAUDIADNITUTINTEH
2. Dynamic Haptic Environment

dudnvazvesanminadeuiitagaimsonsuauseiensnseives PHANToM

A ﬁl 1 o 1 1]
18 FavzApufiuluduves gstDynamic 161 T1ldaed 109

gstCube *myCube = new gstCube;
myCube->setWidth(50);
myCube->setHeight(50);
myCube->setLength(20);

gstButton *myButton = new gstButton;

myButton->addChild(myCube);

317 3.11 @108 T1)sun sy Dynamic Haptic Environment

91031 myCube Hudnvazvesingd static  uailon1n151 181 mycube 1911414
A LY U { \ o/
7614 myButton Fuiludnymzyes Dynamic Aetjuiiunaldtamunsoiznalfyidifiudnvas

994 Dynamic
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3.4.2 mafalumInasnausaes TN
Tumssiasussduiaszlsznay 11dao 2 dau AedruRisrassuseniiaveenseary
A uwya d a Y o Ja s 4 & &
uaziiie ldimsnagdadlduuiiufvesnszarmudaiimsnaddnaimilaiuanunila
A o H Q‘ o ' !
YoInsTAINABIAAD Famsnszimsieedea liuAnludiuves gstEffect  Uazdndau
é 0"’ -3 Q Q) 4 { 4 o Q7 QU Y - é
wiain  seihnsadusaduianisndeuiided 1o ldins dudaduiag dadeqlyl

muAnludIuae gstShape

3.4.3 M390AUUY Haptic Scene Graph
2 9) 1Y) 1 @ o’ v o ] 4 9/
Scene graph (Huniseenuuuiel¥lumsianguiamsfunguvesiagereq ieldlu

159197409 Haptic Twsisd fagall 3.12 lunmsesnuu Haptic Scene Graph

geoSep

gPhantom
Paper

gﬂﬁ 3.12 Haptic Scene Graph

11ngiiluniseenuuy Haptic Scene Graph Falszneulidae gScene FuTh Scene
YBITTUVUALTINIAINUA Root YO Scene ﬁ"uﬁa rootSep cANLi‘Ju gstSeparator du gPhantom
fudauves PHANToM uasdnfanilaufiuludauues geoSep Fudludruvesnifniiuan
1% Scene Graph ﬁ'uﬁa paper

ae lezifumsuaasludiuveansTasunsulumsadhs Scene Graph fvanniuly

= a { '
Tnsan1s%ed198au19n31/n588NUUY Scene Graph #i 1dna1dalaluda
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gScene = new gstScene();
rootSep = new gstSeparator();
gScene->setRoot(rootSep);
gPhantom = new gstPHANToM(PHANTOM_NAME, PHANToMReset);
gPhantom->setGraphicsCallback(phantom_graphics_callback, NULL);
rootSep->addChild(gPhantom);
paper = new CPlane(workSpaceBounds);
paper->setTouchEventCallback(contact_event_callback, NULL);
geomSep = new gstSeparator;
rootSep->addChild(geomSep);
geomSep->addChild(paper);

g‘ljﬁ 3.13 M3 15 UN3UHaptic Scene Graph

3.4.4 MIMNUATBUIVAVOINITIINY
o’: a a v a A & & 3 o J -]
TunsTusunsufu@fiddgdndmilafienistimuateuivavesnisiiaunaife
day o 4 4 19 ¥ a oo 4 q yad o
nmsfiidedimualumsinfeuiivenginsel lil¥ituveuiwafidiua e Iilinuiluns
o4 ¢ e 4 {
Mo U M15AINN1T gstBoundaryCube  Fuiluaaialumsimuaveuvaves
) 4 4 a ] & °

Tusunsudezltgunsalinaeui 1 1dfiamalassoemaninlaths dsmssmualulasems

£ 4
vz ldiludnuazvesgmnad dalusunsy

gstBoundaryCube *workSpaceBounds

workSpaceBounds = gPhantom->attachMaximalBoundary();
workSpaceBounds->setWidth(m_Xmax-m_Xmin);
workSpaceBounds->setHeight(m_Ymax-m_Ymin);
workSpaceBounds->setLength(m_Zmax-m_Zmin);
workSpaceBounds->setPosition((m_Xmax+m_Xmin)/2,(m_Ymax+m_Ymin)/2,

(m_Zmax+m_Zmin)/2);

77 3.14 m3Tdsunsumshimuave uivaveen1s i
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J| ° ° o
vnglidumssmuaveumaveimsiaulasmstmuaniunii arwen uay
awdn 1AMy gPhantom Sudu Tasmssumgegaundnnaudaihmssmuasdafindn

a2 19" gPhantom Tvua

3.4.5 MIABAHUNTZATY

A1581enszAITINITS1a09voHNNTEAI TAUN1T Extend  M191RRANH
gstShape c‘ﬁuﬂuﬂmammmsﬁmuﬂﬂmﬁnymwaqgﬂmq 114'7551ﬂugﬂﬂsamaqttviuﬂszﬂ1y
Fadmundn e 18duRa HIP w2 lnyamsindewfives HIP uasieas PHANTOM SCP

AN Iuauves gstShape Usznoulidas n135A1m8111 Collision Detection

Retrieve contact state for gstPHANToM node.
Create a line segment from the previous position of the SCP to the current position, in the local coordinate
frame of the object.

If (the line segment intersects the object)
Calculate the surface contact point, defined as the point on the surface of the object such that the
distance between that point and the phantom position is minimized. Set the variable SCP, defined in
gstShape, to this value in local coordinates.
Calculate the normal of the object at the SCP. Set the Variable SCPnormal, defined in gstShape, to
this value in Local coordinates.
Update contact state in state array for PHANTOM
Add the object to the collision list of the PHANTOM.
return TRUE

else
Update contact state in state array for PHANTOM
return FALSE

gﬂﬁ 3.15 Pseudo code @11 51IN15H collision detection
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N, =(V2-V1) X (V1-V4)

Pseudo Code NormalVector
V1 = gstVector(x,y,z)
V2 = gstVector(x+1,y,z)
V3 = vector->sub(V2,V1)
V4 = gstVector(x,y-1,2)
V5 = vector->sub(V1,V4)

—

End

N, = vector->cross(V3,V5)

V1

V3

V2

gﬂﬁ 3.16 Pseudo Code N13¥11 Normal vector
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dx =1/3{
Height[x+1,y]-Height[x-1,y}/2 +
Height[x+1,y-1]-Height[x-1,y-1]/2+
Height[x+1,y+1]-Height[x-1,y+1]/2
}
dy = 1/3{
Height[x,y+1]-Height{x,y-1]/2 +
Height[x-1,y+1]-Height[x-1,y-1]/2+
Height[x+1,y+1]}-Height[x+1,y-1]/2
}
Vh = dxi + dyj
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4. 92 1A159 192 U5 pafousIAUMSIAdoUR HazussTiia1InN1TS 109

-4 y
a o &

WUAY 119 2 AeuseiudanalidldTaodagl 3.17

calcEffectForce(void *phantom)
gstVector force;

gstPHANToM *PHANToM = (gstPHANToM *)phantom;

—_ -
force= F +F ;

return force

31 3.17 msTdsunsumsadrusaduda
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