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ABSTRACT
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LLEG-JOINT2 (14) =z

RLEG-JOINT3 (2)

LLEG-JOINT3 (15) |,
RLEG-JOINT4 (3) :

LLEG-JOINT4 (16) = %
.

X
t A
" LLEG-JOINTS (17) .
\{ 2

RLEG-JOINTS (4) }/
LLEG-JOINT®6 (18) v‘—ﬁ

RLEG-JOINTG (5)

Inside () = JointId

3N 2.6 uarsmsszyRANLEZUNUYD AR THuA




2.4 3AN3FIUVBIM 38319 Humanoid Model 1111 VRML
oy e A Y Y 9 1 a Y] A Id? @
1. Compatibility Ao aAsudnnuld vzdos lignAaduniwlaniwinils lidiusunimn
a 1 1 [ ~ a ° [ 3
ansUa wu Tl wmen)deuansUanii v ldau 1 1ddudu

'
Y o w A w

., A A ' Y 1t v L. oA y_ 2

2. Flexibility Ao ANNEAtguge Ao lulidosiiamenunisly Application Mozt
4
14

3. Simplicity Ao aAnude aansadeu Tsunsuiedivgou lvareeg W'l Imilume

v ) Y
vaala

2.5 15319 Humanoid Model 1ag VRML
Y
M35a3719 Humanoid Model 1714 mmmm%ﬂmﬁﬂszﬂaumm Ao Segment Node Lng

Y '
Joint Node T ogludnwauzaes Tnsesadaunud s (Hierarchy Structure) #a31/#1 2.7

Base
Upper Legﬂ/\ﬁ[xr Leg Joint
Upper Leg Upper Leg
Lower Leg Joint Lower Leg Joint
Lower Leg Lower Leg
Foot Joint T Foot Joint
SO
Foot pI's Foot
Upper Arm J@D/\Derm Joint
Upper Arm Upper Arm
Lower Arm Joint Lower Arm Joint hand B
Lower Arm Lower Arm

' v
510 2.7 naasTaseadanuudAuF 199 Humanoid

v
o . 1 1 Y < 1 1
Tt 1319211 Humanoid Model 881991001 MiuAUNUIAYDI Node A199 Aau31)
ANNTUAVIADA 1FY 1N Joint Node A0 3UM59NAN UNU Segment Node @20 3UNT9
° ] A A S o Y A ]
ATTUBN LAZUNY UAUVDILUUTIABIAIY JUAMABNgNUIAR WudY HTo1UNUAIB1NT 3

< ' @ ' o 0 {
Tan 18 luaeduduasidimua ldiimsnaniugali 2.8
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31 2.8 uamsiIog191n5 39519999 Humanoid A2831ns satia

9 | aa slo’: Y o =< & v v
N1T9C A9 Humanoid uunmuuﬂ"lﬂuummmmmmmﬁmmwmszuumu W3S

v
aa v W

[ a L4 o a Jd
msadnglnmuuuaiiaiuinegliminensvesnsuiinaesinn o linouiunesig
v Aa ] ° A A =3 1 1 aal ¥
Amiimiglszananad nielinnuds cpu  ludivewe 9z liawrsoadeglawiiald

o F% 9 o AAQ’: 0o R =R 9 P
Taoma luds msvzaduuusassswiiiy arseeiilsfennudoamsvesszuudailu

o w 9

FadAYNINAWY

2.5.1 Insaa Hierarchy 9849 Humanoid Model (Takanishi. 2001)

M99 2.1 naasaIuils2neYe3 Humanoid Model

am I‘H‘uﬂ‘ﬁ Description
#define HEAD 0 (@S VA IUVDIATHE)
#define NECK 1 (FmsuaIuvoIne)
#define BODYT 2 (@FMSVAUVDIR AN OUDY)
#define BODYB 3 (FMSuaIUVIR A MOUA)
#define HIP 4 (dmivazInn)
#define ARMLT 5 (@S uvudenouuu)
#define ARMLB 6 (FMTuvudenouans)
#define HANDL 7 (@ msviledny)
#define LEGLT 11 (FmSundnenouuu)
#define LEGLB 12 (FmTvndneviouas)
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#define FOOTL 13 (@ msuhdnadne)
#define ARMRT 8 (EMTVUVUVIINOU DY)
#define ARMRB 9 (FMSVLIUYNNOUAIN)
#define HANDR 10 (dmivuilova)

#define LEGRT 14 (FMTVNVNNOUVY)
#define LEGRB 15 (dmiuvvnnouaia)
#define FOOTR 16 (@ wmiuiva)

[ Y
7 AR T

@ U 4 ' 1 =

e manuaxlsznoudy az Iy Tnseshevesyud awdudieg #ldsey 13l

4 o s ' < 1 <
11 waziierhimsdeuTusunsuTasldndnms ves VRML 141920 Avz1dd21v09 Hierarchy

{ o q’: 1 ° a 4 q’ll o

NaeARdaIUALIA Root Node 93U Child node Taunisazilfifianisinaeu Inaniufifies

4 = 1 9 u’: J U =) 1 g
uAl 1WasuAINTS rotate Yoyaniolu node 11u Fuduamoluunu X, Y 30 z miiu sz
dauiidu Child node vinRoUNRINA UMY Parent node Tilios vhlmisiadoudigausss

v
Tal)auddusuvesTnseadae

2,52 VRML saza il lumsatha (Technology Promotion Associate. 2004)

VRMLYOU19NVirtual Reality Modeling Language (virtual Reality world) #30i58n71

o 2 a { a aa Y
"mesuea” Fulummneuiiwesnlfadugladeussuiluzlamnsfiniiflszneudy
9 v Yq Yo A i J f ¢ 5
anuaInluns Idaeufud 19Mufindiunieus o3 ( real-time interactive ) Y9958V
v
[; a d @ 1 1 aa o a

world wide web (www) vouaiovudumesiunaieunudldid leglulan 3 daiusieg
UoNINITAIWITONT 1NN 3 TAudrdsamnsnrinauedlsdodadiiBuiamunnuaussain
A J [ P a {' @ aa & 2 9 =
gavu iwussvuidveiiludnyae 3 {0, indeu v Feawnso Idneumsnldsunilayuues

¥03419141111701934 ( real-time Interaction ) Tasrumssuiuazaldounlasyudieg moly

t4
=)

210 3 1A ANYALIALY ¥997181 VRMLowez el 1dds
1. a5 1auuu§1a09n3190 3 A (3D graphic)
) ) v Y Yo A A Aa ' 2 J S
2. #319M3 lAnounul 19uinieNiGuniiReal-time interactive
3. %19 uar, (o942 U 3 A (sound 3D)
4. o130 indon1n (animation)
5. yuweslumsyuuuusians 3 4@ 3 mefe

6. MFIAU (walk)
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7. MINYU (rotate)
8. MITU (fly)
v
Y1 VRML o1fsranmsuaainanswnng 2 dauaz 3 4@ lauededsnmsuuy
& aa a e - . = o = Y
"OpenGL"msi‘_lmﬁmmamwmmm}m Silicon graphic wg‘ﬂmmua“luﬂ A.f. 1992 1%
) 1Y) 1 @ 1 1 I~ o ] . J a U
dmsumsavesinga1e 1udnziludumi (coordinate) 5100BANURY (texture) JAIAL
Ig " a wva o 9 o ° '
¥930penGLA0 liVuagiuszuvfiianstein Iddwann T suunsu ldduiudesdriladan
' Vv
wlinuniesrialanagszuvlfianmsuuula Tumsadienmiu OpenGL ghimisadng
V
A

v
@ 1 [} 1 < @
amiag Tavardegusreiugiuvesingneu wazinuly Frame buffer nwiagiugiuluszuy

Q

-~

a o a a [ J q’l‘
ABUNIADT ADYA (AUATI MWHAIBMALNLAZTAULN (bitmap) NNV TngAgRas1aluIiL
1 1 [ [ a T, QL @ A’,’ P @ @
dmlsznovunazdmziludaszdony auiulumsn/asuunlasdnunzvesingruioniney
'Y o 3 . = 1 o 1 a9 1 g 1o o) 9 a 3
ludeanszimadng ssansgiunwizdruidosniamiiu ludutludean)dsumlasis
@ 4 @ ~ Y =3 =
ag Wenmuesiaghuoniiuguiiug gl Frame Buffer udanmsn/asuilaslag lu
Fesvosnmauliavesiagezgnaaunulag openGL Tavasslidnaduasnlasunilag
Aunis v @ niemIfnHuAmIA ALY T IAIe aaumsinaupeninegly Frame
1< Y - a a7, v
Buffer uaadduntinuesdu1al 1Mguaainilalusonin
v ' '
Myl VRML Hanyaiziaulumsiaasingninsnuaginaeu ninazgeainsaiiny
1 v v A a A 1 0 k o . 1 @
smnuuamumsﬁuq 1Y L?TEN(VOlce), MMNW(image), NWYUAI(movies) Tauriualseuiana
4 :/l @ @ aa
o UI1UYDT (browser) uaﬂmﬂuuﬁaauuauuaﬂym: 3 U@ application programming
interface (API) DnA20 N1¥1 VRML 145Un1551589910 I1SO (International Organization for
. . . n [« é ' d’ o o d'
Standardization) tt8¢ TEC ( International Electronic Commission) mﬁﬂuwmaammmmwﬂ’m
AIVAVVIATFIUAINYDL internet- lavoynI1a1n 1511A531U ISONEC 14772 nwldvadeves
Information Technology-Computer graphics and Image Processing-vertebral Reality Modeling
Language (VRML)
o Y 1 d’l ™ ]
1181 VRML $191un 10 1duunoe19Wug1uves web Browser-server 1211 Tawodogil
2 o w . o &
uuY URL Gailugdunuuinsgiudmiuszuy Www(world wild web) Taosimua lddudu
9 ad o &K A 1 g A A
738 HTTP (Hypertext transfer Protocol) TﬂULG]ﬁ‘NL’JE)imHW VRML Nﬂ@ﬂtﬂmﬂimil’t](luﬂﬁ
a$1eTanaiouss v IninGenin "denulnsunau (cyberspace) tag "FanuiaiiouaTa”
¥
o @ o 1 a
(on-line Virtual Communications) Yuin$1aeadsnunypdluTanuvanuesawn 13lulanves
AauAes 3 1A imihiudafdesvesusiuwes vaza1dInaa(download) Server HINTA4

H = ' <
Ny Tag YOUDNAITNTBITUN I Multipurpose Internet Mail Extensions (MIME) ¢4
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£ A o
(MIME) %97781 VRML uaﬂymztﬂu cross-word/cross-vrml (x-world/x-vrml) Tﬂﬂﬁfﬂ%ﬁ 1159
¢ [ @ 4 A

A0 U515 NiSund1 VRML browser 14 Tagordy Iwddoyalugiuuy VRML(*.wi) #s

) L% { aa a ° [ . 4
d‘luti‘lugﬂuuunma dmivnan/asudoya 3 1a o1femsiuaueIag(object) unuuima

v
(nested) IasdsdoyagtuuuiainuanideutazaudrsszaunuazBuaniondsoido
@ 4 : @ wa o 4 4
NannN13 LOD (level of detail) t1/asunasliunTaednlusifuaziinisisuaes iioadis
o aa d' L4 a’/‘ 1 d' = A A '

HUVD10999n519N 3 UA N VRML US1UH035 1 U194 mumﬂmimi‘lumﬂwimﬂTawgﬂmm

MUY

2.6 103093 N 1T UM sIWanN
9y s A o 9 o . . .
M38319 Humanoid Model 1911111 1411n15%11 Real-time 3D tracking and Rendering
v
U wuamsmaueenidu 2 daudisduie ludruvesnisadiadii Model awiia wazlu

[l y a o d 1 o @ Y
A7UVDN13 Programming Tawinieslons Ta)siunsunlalumsiii fuanaieiu'lide dail

2.6.1 mwnnvinuazgaanymzdIngy (Creative Master. 2002)
Tavun@uda Tumamaiinseiisnmeonithu 2 vilaflo
d
* amnnimwusnianes (Rastering Images)
A a o { d' a aa o 1 a . ~ 1
Whunmiifiannmsihgadmaouianeg AGensuifinma (Pixel) 1i5ose
Musumaiiugam
@ ' - Y o I3 A
A290197M Y [AFalouveInINHIUs Ao AnD AWy Wallpaper  Uu
a o & 9 4‘ 1 Aa a
WUBUINDIVOUTUBY HIBARY 1H TUsun TNV MTLING 131z wD TR Ta1ee
~ - 1 a g @
Foadaiuegaunaiiuginmiitiuuusenimities
*  mnnnHnuuuNAMBS (Vector Images)
Ed
a o a Jd 1
amuuutinannmsihigasnmeadamaas i ldlumsadradumodieg
J A o J o { '
yu TlsunsunodalununvunamesineduTysunsuildlumsnagy iy
Adobe Tllustrator ©5® usia 1151053 3 1A 861915 3D Studio Max 1182 Maya ATy
4 @
NUOARBS UYWAY
9 oA 9 ~ ]
VDAUDINNUUUNAMDIAD MWIZNVeIwYLIa TANINg Tashawee Tuuan
a | J 849 o w vy ' A @
Wugaiinra milounmuuusimaes uafiidediialumsldauegunmilousu

FonnUanvamusa lumseuduinnnniiesiedy
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2.6.2 ANNENIavealdsunsy 3 1A waznuNNeIVea (Lead Animator. 2002)
v
9MAY. Computer Graphic Hinmonmnunue audulnainezidaiine
4 Y A o { [ o dq Y
o aummeuaiuazinsitmd Wursmsih llFaunniiga Tidnadumiild
[l o §=i > d d
Computer Graphic 3919 n3om3ld wWiflngd (Effect) 199 as'liIunmeuad A
mu
o amsamifaenssumazmsneadie vy MusuUUeIA1S 914 Perspective 30
' 9
uanuaanielu Wudu
Y o @ < 1 Y aa
* aunianunu davsdunanugan sztuduanluilyiunaedunuuuy 3 53
v 4 v
i lUnuands mswaniunudwitednauhaula ek oudmdug
v a d Y} o 2 A qu g iy
* awannmmani ¥y Msailuaadiassiununs IHiiunnveadaneg
NNMIANVATIU

d 4 { aa @
o uauiulad (Website) (Judnaumile Hm 3 17 MawusatufeIty

o A A a :g @ 3 o @ ' c’:
uazdeiinaenduq inavuInuIe lnsotiamsluunii lywaude lumaiuq

2.6.3 NunvealU5un 33 3D Animation A/W Maya (Creative Master. 2002)
4 '
111 1997 Tdsunsy Maya semngaaraiiiunsausandouanuawisan Taaauly
A & o P a a a 4 ido a ' aa
seansinaouInivesdrnzasfazdoaausiwiniigaluvaz iy udddeiivisdudiil
doirinogihe medudalusunsufie Alias Wavefront ldann Tusinsuedederiiosaumi
du A A Vi1 a '
1B3FUN 3 Mo lanlinnuisuediann
A & g ) ) o
VM INNANVETD Tumsindou nauny Non-Linear 19111 wéousianisadis
v
@IMNWVUNUHD 3 TAAWNITWY (Texture Paint) Liag Plug-in 1a5u8NnN1Y ¥l Maya 3
1a5un13dousueIn Hollywood  ifluedied Aignilldainnisii Tusunsugniir 114y
o & @ 1 =X ~ a
MNBUATHAIY (509 YugANANAB DY Maya 5 AdensnudiuTusunsufiuse uags
A ] o Vet 1 = @
anugangulumsian ldangaru@eiu
dmiuTlsunsun1dlumsade Model inaeTdsunsudaodu uafidonuiile Maya
Version 4.5 10z 19 Plug in t11)as1Wd (File) .ma 130 .dxf 1189100159180 Maya iy File
> v
format 1131 x dwmSuuaaswaluTnuanmeaulifues DirectX 9.0 TudIuv09§2 Model 11U
a { ' 4 =]
2111 Model Uiy fE o1 Low Polygon Model site1msuananastnida waziily Real-
time 1ABAMANTAYDI Low Polygon Model D 923$1147U Polygon Tiouu1ng uaAdananNm

v 1
AWNVBIA Model Bgimiloudn nMyad1eriu 39 lua1u13n 11 High Polygon 3D Model (i)
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¥
1 1 o
¥ Download Free @11 Website @199 19U www.3dcafe.com) 111)5zgnd 1418 dosairaiuin
' & Y 2 o Y o o and & amdo quy
alvinanua 1d399311115 Map Texture 19170 Model 35H21Tu357M1 1% Model gany

< v
Nuazlu Low Polygon A7y

2.6.4 miadalupamuiiasiaewvulnssadiasamensyue dae11suns1 Maya Versiond.s
(Unlimited)

AoududosdadaTlsunsy wladlid daxf wio ma Wiy lna x dou TaoTalsunsy
wilaa IWad i plug in ¥04 Maya ffudo

maya45and5Sxexport.zip

niaRads Plug in 3eudoouda Tau5uldan1dlae msadianmaiiniiasa
TnseadresenmonyuddloTisunsy Maya W vzdevimsatiuias Save File 15y
a1 TaznauaITU83 Segment Node 115015 define 111l Hierarchy Structure Panua
17 drudsanslugdiio Tassuf Tvuad 0 auds Tuuad 16

nanlumsadie Model luynduuy mwiadem lUldsuTsunsulszgnd cr+
AL DirectX 910 511 DN Model Toonin Wugaliuuy low polygon [5] Tasazuun

dailsznaueaniludinanen munnar3uds uazfinms map texture 19110 1w Taely

v Y

Nzins 114ms Map senidlu 3 dufe @118 uV/A (Arm/Legs) fisbe (Head) 11ag

8167 (Body) Aduaadluzii 2.9

M3 Map Texture

Arm/ leg

Body
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Head

317 2.9 udA3IN13 Mapping Texture Tuu@az @493 Model

1MW 1un3ims Mapping texture Taua3149 texture 910 Tsunsuadrenineag

) [6] 191 Adobe Photoshop version 7.0 11411 Texture #1 Idu MU TUAY model ¥1

v

T 1ddduaesan Tavluiiiaglinig Mapping a4 Texture 3 MWdanoiuTanfiousn Tnud

wazuTnUNOYAD

4 o 1 1 H Y 3 1
1. Inan19i1d7u Head (@2ufsug) fv09 Texture MinavudzyFupId 1KY LAz

Tundududulng

L

d' L 1 o o A L] = 3 A ik
2. IWdn19vdau Body (@2udia) Texture daulnajaziludvoudof e lufiidiy
v
Ay
Vv

3. TWla# 14%1d Arm and Leg (dauuvumazvy) dnladludidle

2.6.5 IWsunsumnlylumsniugumsia@enni Model (MSDN. 2003)
4 3 LY o A -
1199910 DirectX SDK A UAYUNITMINUAIWLAIN VCH VB Uaz C# Fadl

Fannafiuniosdedmiuimuidae Delphi 420 udmauangwanndaulnguusild

o e

o 4 o
1191UDirectX SDKA1 VC++ AoDirectX Qﬂﬂ'E]ﬂll‘U’iJ!J'lﬁ’JUﬁﬂ'lﬂﬂUﬂiﬂJCOM PINMWNIUDU

Yy v
v 9

[ v  }
c++ Wundndniuanudidu18sgendinmdu dufudmiulsunsui191uns Coding

aa

[ ) v v 9
ienIuAUMIIATEN TMIved Model auiiAriu v 19 T1)sunsu Visual C++ wiousisnda

t4
=

DirectX 9.0 SDK 91 T1uaz1n 151y File 619
luaauve4 Include P51 File 99a 1117 11/
DXSDK\INCLUDE

F 4
L

' g o a V@
luaauve Library Mimsiiy File 197 Tivuduaai
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DXSDK\LIB

aa

' v 1
*FNUING: AIMTUYA (Set) VoIMWAWIAN 1911 DirectX 9.0 W 1519215 0nF0 11391 Mesh

2.7 MIWEUMBUTIING tazmsa31alisunsuds Microsoft Visual C++
M 51001 TU5UATUIVY Object Oriented Programming (OOP) 1uiuifalumsidon

A L) = I ! = 1
Tsunsunuuniia Taee liganiu T lums@eouTdsunsuiiesediaded uaifumsuesnin

Y
o o w - W 1

A A Y @ ' 1 S v
swpadaniegsoun duslavannsaldmsinannulddedl “Iaquaazedismeniidnymus
ad <3| v @ g @ 1 a 1 @ 1 3 ' @
uaz3sms Isnuiluvesdiiues naae Iequaazyiauaazou aeniiglsdnyue waz
' v
msl¥auiuanasiueen il 519zSonnaidnsazyesing i Adribute 1az1519250n35Ms
[ 1 g 1 ' (% kg A k=) L% d' = kg !
151190991 Method vnded1uafy Inseufunilaiiduas annsaldiuald duasdaduiu
. @ = o I~
Attribute ¥93305071 TuyaizimslFauduiteilu Method dludu
< Y = A a Y a A A &
wiiu1dhmsdouTusunsniuy 0op iflumnfafindesssuravesdavesdaniis
& ' = 1 ﬂ y 9 ° a A
FuaIULeN A1 pemtunarwlsznnla dusineuaaaves oop w1 lgly
= @ v ' A Jd w = 3
mMaweulsunsy wagmsdanmisgiudeya sznud Isunsy vise Wendy azianuiu
a 1w 1 =4 9 o a ' A A ¢ v ] v R 9 ~
daszannueduvn 1dda a51udien Afe Tilsunsy wSeilindu uaasditadazanani
a2 o ' o Y 4 A g g Ty
@eanu uaeninsahaluauasmihvsemudoyaauaza 1

¥
a

) ) ' [ ! o @ g
dmsvaaia (Class) 1y OOP fonquundingnnmanyuziug 1y nagilanguny

=) 1 1

= @ 1 1 a A a =] o 1
Puimilouny wu aaiaau e lunaussiiye 01w wa 01y vioduguila Nezdneg

q

A @

3 & g = o d v dy Y
1uﬂﬁ1ﬁﬂl@\3ﬂuﬂ\1ﬁu¢] PINVSUAUANHUS HﬁzWQﬂ‘ﬁuwuﬂqulwwﬂuﬂu IﬂUEjl“UUUIﬂﬁllﬂﬁu

' ° a . A ' 4
Timusothaanald1gau1dlasase Aealimsasia Object M30NI58nI1 Instance) YUUN

@

o2 4 J < v

oY &3 Object NA31991N Class lavzlAMdNYUHUFUNINN Class 1L F20 AU M3

adalisunsudiedsmsuuy oop i limsadieldsunsuiinnutangu waziidszdns
ANGIAY

= va a a 1 é A o Y =

Tsunsuuuy  ooP  Hgmantianeydnediantianm limaou T sunsuluuuy

1 A wva A . ~ o a dy Y o v

OO0P 1ana 19000 11 Aoguaula M3AUNA (Inheritance) M3N OOP 1A 19 1A

a 0 a 3| @ Aoy o

AdouTdsunsuaunsniine Source Code N919921TUAY Class NiGUow 1Auda aansarh

nduu 19 Inai 1880 (Code Reuse) wiownlavundawdly Imunzauivaumnizeds

a J~? 1 3 Ao a o

Tas@ouTdsunsuiluly1dedesaadwazidlumsle Source Code Miiogl¥inailse Tomi

qaga



18

Tusunsuuuy 00P 1 fafimsdmuasyiumadhdadeyaniolu Class e
Yaoasy Tumsidhdedoyaniely Class uq & Famsfmuaszaumsidhdedeyanoly
Class i1 fuuianasnedeiiiiluafauuy 0op madhddeyanislu Class i s
auiasnesisiiilumafauuy 0op madhfsdoyaniolu (Member Variable) w3o Hlafdu
A0 (Member Function 736071 Method) ttjseen It 3 szdudaneluiife

o 52 Private ifuseAufiazgnimua 3 laesa A Taomidi set 1370 Default §1

windWouldsunsy lildimssmuaszauerld seduifuszaunsileatu
qaga nafe ifunstiosiulil¥nssuinnslan fieguen Class Gonlddaiiog

' J { o
11& Class ﬂ15%$l%’15\1%@uaﬂ1ﬂiu (Access Data) %?ﬂé‘jﬂqw’]u%'lﬂ WQﬂ%uﬁ!ﬂum@Q

u

v
Class Wuoyaalildla

o 5ufu Public iuszdviinsafudwiusesy Private nd 1o nszuaumslan fiey
1o Class 1 amnsaiidsdoyaniolu vieflaffunioluifededase it
dudeslasveyananoumsidhldau
®  52i1 Protected AN IUTZAY Private uAldoLAnAIAUAD TH32AY Protected
1111 Class gnivdUMEARENHAIZINN Class 1l vzannsaihdadeyaniolu Class
w18 Tauass
anyasa lunsdvuaszaumsihiadeyaniolu Class 01950071 gaauians
¥oruing ¥30 Data Hiding
msiFeuWsunsmivy 0op 1 AdouTlsunsy s auauifvesilsddu
AUAATAIABS (Constructor) 110 (Destructor) ftariiuauBangulriuTsunsuld lums
%1 Class usinzasust hisuihudosadae neuaniamos iax Aaasame 1wl nsadas

@ 4 = @ J 3 4 '@ o & 1 o o Aa
ADUTATALNDILATATATIANDIUU s'fiueﬂﬂ‘ummmtﬂu“luumzﬁmmnm LHAZNIAUUUIU

Y

IS 9

& @ d o [ 4
Y94 Class uazly Class nilsannsoiineuansamos lanaedd lasilanduneuaninmes
Y ad 7o 4 A = A v @ I3
foal¥eilanFumilouyoves Class waz luiimsauala senuuas HenFunouaasanos
= 9 va A A 9 . Y . 1 A
'i)zQﬂLiUﬂTﬂU@ﬂTunﬁm’ﬂumi’diN Object LLAZNITETIN Object ANHITDWIU Parameter (Y130
[ =] ' & . J o [ [ wa Y
Tairiuf 18usvziilu Default) ¥ Compiler vzi3unilandu aouaasamos 1dnseiu qaauiall
' o d v
3un3 ansa lenes lnaailandu 1d
v v
o = o v 0 . . é
N3U OOP mﬁﬂmawm Dynamic Binding (Late Binding) (18 Polymorphism iy

auautiaiere i l¥msidouTdsunsuuuy 0oP uanannmslouuuy Tnseadedndae
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2.7.1 DirectX

DirectX 1iugafmdsilFlumsmuqumsidouTsunsy Taveziflugamdaih1ng

Vv

=1 ] I~ a a §op
WwouTsunsuiSenldanuauisadiy Hardware U935200 Mot uanlszansamn 1
<] = A 1 o = d' @
Wumw 1@es ¥TeMInIuAuNYy IaeszaisduisanuazaIn lunmswouTlsunsuneny
a wva . é I~ a wva a @
n3iMnlasase 1asaz support VU 52UVUHIAMT Windows Futluszuvlfiansnilegiiu

9

mlanidldunige

1 | 1 =)
DirectX uugoontily 2 aaune
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3.3 Class viann ¥ lua)1sunsu

v v
Class Human 3115 Define Class MuMan 1n59931981¢U%U VRML daae lil

Source Code File

#include "CHuman.h"
#define HEAD 0
#define NECK 1
#define BODYT 2
#define BODYB 3
#define HIP 4
#define ARMLT 5
#define ARMLB 6
#define HANDL 7
#define LEGLT 11
#define LEGLB 12
#define FOOTL 13
#define ARMRT 8
#define ARMRB 9
#define HANDR 10
#define LEGRT 14
#define LEGRB 15
#define FOOTR 16

CHuman::CHuman(

CMyD3DMesh *m_pHead,
CMyD3DMesh *m_pNeck,
CMyD3DMesh *m_pBodyT,
CMyD3DMesh *m_pBodyB,
CMyD3DMesh *m_pHip,
CMyD3DMesh *m_pArmLT,
CMyD3DMesh *m_pArmLB,
CMyD3DMesh *m_pHandL,
CMyD3DMesh *m_pLegLT,
CMyD3DMesh *m_pLegLB,
CMyD3DMesh *m_pFootL,




CMyD3DMesh *m_pArmRT,

CMyD3DMesh *m_pArmRB,

CMyD3DMesh *m_pHandR,

CMyD3DMesh *m_pLegRT,

CMyD3DMesh *m_pLegRB,

CMyD3DMesh *m_pFootR,
LPDIRECT3DDEVICE9 m_pd3dDeviceBuffer)

InitBoneComponant(17);
//Set Bone each part name
/[This steb is not important for CLASS MyD3DBone work
//out usefull for work with animation tool

SetComponantName(HEAD,"Head");
SetComponantName(NECK,"Neck");
SetComponantName(BODYT,"Body Top");
SetComponantName(BODYB,"Body Bottom");
SetComponantName(HIP,"Hip“);
SetComponantName(ARMLT,"Arm Left Top");
SetComponantName(ARMLB,"Arm Left Bottom");
SetComponantName(HANDL,"Hand Left");
SetComponantName(LEGLT,"Leg Left Top");
SetComponantName(LEGLB,"Leg Left Bottom™");
SetComponantName(FOOTL,"Foot Left");
SetComponantName(ARMRT," Arm Right Top");
SetComponantName(ARMRB,"Arm Right Bottom");
SetComponantName(HANDR,"Hand Right");
SetComponantName(LEGRT,"Leg Right Top");
SetComponantName(LEGRB,"Leg Right Bottom");
SetComponantName(FOOTR,"Foot Right");
//Set whole bone object 's name

SetComponantName(m_iBoneCount,"Whole Human Body");

//Set Pointer for Mesh data
SetComponantMeshIndex(HEAD,m_pHead);
SetComponantMeshIndex(NECK,m_pNeck);
SetComponantMeshIndex(BODYT,m_pBodyT);
SetComponantMeshIndex(BODYB,m_pBodyB);
SetComponantMeshIndex(HIP,m_pHip);
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SetComponantMeshIndex(ARMLT,m_pArmLT);
SetComponantMeshIndex(ARMLB,m_pArmLB);
SetComponantMeshIndex(HANDL,m_pHandL);
SetComponantMeshIndex(LEGLT,m_pLegLT);
SetComponantMeshIndex(LEGLB,m_pLegLB);
SetComponantMeshIndex(FOOTL,m_pFootL);
SetComponantMeshIndex(ARMRT,m_pArmRT);
SetComponantMeshIndex(ARMRB,m_pArmRB);
SetComponantMeshIndex(HANDR,m_pHandR);
SetComponantMeshIndex(LEGRT,m_pLegRT);
SetComponantMeshIndex(LEGRB,m_pLegRB);
SetComponantMeshIndex(FOOTR,m_pFootR);

/ISet Inverse Mesh
SetComponantInverse(ARMLT, TRUE, FALSE, FALSE);
SetComponantInverse(ARMLB, TRUE, FALSE, FALSE);
SetComponantInverse(HANDL, TRUE, FALSE, FALSE);
SetComponantinverse(LEGLT, TRUE, FALSE, FALSE);
SetComponantinverse(LEGLB, TRUE, FALSE, FALSE);
SetComponantinverse(FOOTL, TRUE, FALSE, FALSE);

/ISet Matrix Constant
SetComponantVector(HEAD, 0.0f, 0.5f, 0.0f );
SetComponantVector(NECK, 0.0f, 2.5f, 0.0f);
SetComponantVector(BODYT, 0.0f, 0.0f, 0.0f );
SetComponantVector(BODYB, 0.0f, 0.0f, 0.0f);
SetComponantVector(HIP, 0.0f, 0.0f, 0.0f);
SetComponantVector(ARMLT, -1.2f, 2.0f, 0.0f);
SetComponantVector(ARMLB, 2.0f, 0.0f, 0.0f );
SetComponantVector(HANDL, 1.7f, 0.0f, 0.0f);
SetComponantVector(LEGLT, -0.5f, -0.9f, 0.2f );
SetComponantVector(LEGLB, 0.2f, -2.4f, -0.08f);
SetComponantVector(FOOTL, 0.15f, -3.0f, -0.15f);
SetComponantVector(ARMRT, 1.2f, 2.0f, 0.0f);
SetComponantVector(ARMRB, 2.0f, 0.0f, 0.0f );
SetComponantVector(HANDR, 1.7f, 0.0f, 0.0f);
SetComponantVector(LEGRT,0.5f, -0.9f, 0.2f );
SetComponantVector(LEGRB, 0.2f, -2.4f, -0.08f );
SetComponantVector(FOOTR, 0.15f, -3.0f, -0.15f);
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//Set juntion Bone
SetComponantJunction(HEAD,NECK);
SetComponantJunction(NECK,BODYT);
SetComponantJunction(BODYT,BODYB);
SetComponantJunction(BODYB,ROOT_BONE);
SetComponantJunction(HIP,ROOT_BONE);
SetComponantJunction(ARMLT,BODYT);
SetComponantJunction(ARMLB,ARMLT);
SetComponantJunction(HANDL,ARMLB);
SetComponantJunction(LEGLT,HIP);
SetComponantJunction(LEGLB,LEGLT);
SetComponantJunction(FOOTL,LEGLB);
SetComponantJunction(ARMRT,BODYT);
SetComponantJunction(ARMRB,ARMRT);
SetComponantJunction(HANDR,ARMRB);
SetComponantJunction(LEGRT,HIP);
SetComponantJunction(LEGRB,LEGRT);
SetComponantJunction(FOOTR,LEGRB);

//Set Initial Transformation Value
SetRotateX(0);
SetRotate Y(0);
SetRotateZ(0);
SetScale(1.0f,1.0f,1.0f);
SetTranslate(0,0,0);

InitDeviceObjects( m_pd3dDeviceBuffer );

CHuman::~CHuman()
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