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1 UHctannauua Ogre3D

3arpy3ka v ycTaHOBKa HOBOW OMONHMOTEKH SBISIETCS MEPBBIM LIIArOM B
€€ U3YUYEeHHUH U UCTIONH30BaHUU.

B 37011 m1aBe, Mbl JOTKHBI CAENIATH CIIEIYIOIIEE:
* 3arpy3uth 1 yctaHoButb Ogre 3D
* Jlarp Hamiel cpene pa3paboTKu BO3MOXKHOCTH padorats ¢ Ogre 3D
* CosnaTh Hallly IEPBYIO ClIEHY, oTpeHaepeHnyto Ogre 3D

Tak uTo maBaliTe 3aliMEMCS PTUM.

3azpy3ka u uHcmannayus Ogre 3D

[TepBbIM IaroM HaM HYKHO YCTaHOBUTH U CKOHpHUrypupoBars Ogre 3D.

Bpemsa ana gencreus — 3arpyska n ycraHoska Ogre 3D

Mgl cobupaemcs 3arpy3utb Ogre 3D SDK 1 ycTaHOBUTB €ro, 4TOOBI Mbl MOIVIH paboTaTh ¢
HUM TI03KE.

1. Tlepeiiaure Ha http://www.ogre3d.org/download/sdk

2. 3arpysute noaxoasmui naket. Eciu Bam Hy)xHa nmoMorib npu BeIOOpe MPaBUILHOTO
[IAKEeTa, B3IVIAHUTE Ha CIEAYIOLLYIO CEKLIUI0 Ymo npousoulno.

3. CxonupyiTe HHCTAJUIATOP B KaTajor, B KOTOpoM Obl BBl X0Tenn BHIETh YCTAaHOBICHHBIM
Bam OgreSDK.

4. JIBaykIbl KIMKHUATE II0 HHCTAJUIATOPY, OH HAUHET C CAaMOPACIIAKOBKHU.

V Bac JI0JDKHA TTOSIBUTHCS HOBAsI MAIKa B BallleM KaTajiore ¢ MMEHEM, ITOJ00HBIM
OgreSDK _vc9 vl1-7-1

6. Ortkpoiite 3Ty nanky. OHa JI0JDKHA BRIIISACTH MO0OHO CIEAYIONIEMY CHUMKY 3KpaHa:

Umo e npousowsno?

MBeI Tonbko yTo 3arpy3unn noaxoasaumi Ogre 3D SDK s nameit cucremsl. Ogre 3D
SBIIIETCS] KPOCCIUIAT(OPMEHHBIM JIBHIKKOM PEHJIEPa, TaK YTO €CTh MHOTO Pa3HbIX MAKETOB ISl 3TUX
pasnuuHbx ardopm. [loce 3arpy3ku, Mbl pacmakoBanu Ogre 3D SDK.

Pasnuy4Hbie eepcuu Ogre 3D SDK

Ogre noaaep>KMBaeT MHOTO PA3IUYHBIX IJIAaT(HOPM, U TIOITOMY, CYLLIECTBYET MHOXKECTBO
pa3IMYHbIX AKETOB, KOTPObIE MBI MOXeM 3arpy3utb. Ogre 3D nMeeT HECKOIBKO COOPOK ISt
Windows, ogny ans MacOSX, u onun naket Ubuntu. Ecth Taxke naket ans MinGW u ainis iPhone.
Ecnu Bol xotute, Bl MoXkeTe 3arpy3uth UCXOAHBINA Ko 1 tocTpouTh Ogre 3D camocTosTENbHO.
Ora maBa cokycrupoBaHa Ha npexomnuiarupoBanHHoM SDK s Windows, 1 Ha ToM, Kak
CKOH(UTYpUPOBATh Bally cpeny pa3padoTku. Eciu Brl XoTUTE MCTIONB30BaTh APYTryIO
OIepalMOHHYIO cucTeMy, Bol MoxkeTe mocmoTpeTs Ha Ogre 3D Wiki, KOTOpYIO MOXXHO HAalTH 110
anpecy http://www.ogre3d.org/wiki. Wiki conepxut noapoOHbie ypOKH O TOM, KaK HACTPOUTH
cpeny pa3paboTKH JUisi MHOXKECTBA pa3IUyHbIX IaTtgopM. OcTanbHas 4acTh KHUTH SIBIISETCS


http://www.ogre3d.org/download/sdk

MOJTHOCTHIO TIATPOPMO-HE3aBUCUMOM, TaK UYTO €CITU BBl XOTHTE NCTIONB30BATh APYTYIO CUCTEMY
pa3paboOTKH, UyBCTBYITE ceOs CBOOOIHO, /ieast 3TO. DTO HE MOBIUAET HA COEPKUMOE ITON KHUTH,
TOJBKO HA KOH(UTYPAIHIO M COTMANIEHUS 00 OKPY>KEHHH.

UN3yyeHue SDK

IIpexxne, ueM Mbl HAUHEM CTPOMTH IIPUMEPHI, KOTOpbIE nocTasisitorces ¢ SDK, naBaiite
B3nsiHEM Ha SDK. Mb1 mocmotpum Ha cTtpykrypy SDK, nmeromntyrocs Ha urarpopme Windows. Ha
Linux mnu MacOS, cTpyKTypa MOXET BBIIVISLIETh MO-1pyroMy. CHayala, Mbl OTKpbIBaeM Harky bin.
Tam MBI yBUJIUM JIBE TIAIIKK, @ UMEHHO: debug (oTianka) u release (Bbimyck). TOT k€ HCTUHHO JJIS
karasnora /ib. Ilpuunna B ToMm, yto Ogre 3D SDK nocrasisiercst B 0TI1aI04HON M PETM3HOM cOOpKax
CBOMX OMOIHMOTEK U IMHAMUYECKU-CBSI3bIBAEMbIX/pa3ieisieMblX OnOIuoTek. 910 1aéT BO3MOXKHOCTh
UCIIOIB30BaTh OTIAI0UHYIO COOPKY BO BpeMs pa3pabOTKu, YTOOBI MbI MOTJIH OTJIQ)KUBATh HAII
npoekT. Korja Mbl BBIIOIHUM MPOEKT, MbI CTMHKYEM €T0 C PEIU3HONU COOPKOM, 4TOOBI MOITYYUTh
NOJIHYI0 npousBoauTesbHOCTh Ogre 3D.

Korma mbl oTkpoem karasior debug nnu release, Mbl yBUIUM MHOTO dll-paitiioB, HECKOIBKO
cfg-(aiinos, u qBa 3amyckaeMbIX (aiina (exe). 3amyckaembie (paiibl HYy)KHBI TSI CO3aTeICH
KOHTEHTa, 4TOOBI OOHOBJISITh X (hailiibl o HOBYIO Bepcuto Ogre 3D, u, cienoBaTebHO, HE BAXKHBI
JUIs HaC.

OgreMain.dll — nanbonee BaxxHast DLL. 3T0 — ckoMIuiIMpoBaHHBIN HCXOMHBIN KO1 Ogre
3D, xoTopslii MbI 3arpy3um nozxe. Bce DLLku ¢ nmenem, HaunHatorumcs ¢ Plugin_ — 3t1o
riaruHel Ogre 3D, koTopble Mbl MOXeM Hcnonb3oBaTh ¢ Ogre 3D. [Tnaruner Ogre 3D —
JTUHaMH4Yeckre OMOIMOTEKH, KOTOpPBIe JOOABISIOT HOBYIO (PyHKIMOHAIBHOCTH K Ogre 3D,
ucnonb3ys npepiaraemeie Ogre 3D uHTEpdElchl. ITO MOXKET OBITH TPAKTHYECKH BCE, YTO YTOTHO,
HO YacTO 3TO HCTIONIB3YEeTCs A 100aBneHus: GyHKIINHM, TaKUX, KaK YITy4llIeHHbIE CUCTEMbI YaCTHUI
WJIM HOBBIX MEHEIKEPOB CIeHBI. UTO 3T0 Takoe, Mbl 00cyauM no3sxke. CoobmectBo Ogre 3D
CO3/1aJI0 MHOXKECTBO IIJIATMHOB, OOJIBIIMHCTBO M3 KOTOPBIX MOXKET OBITh 0OHapykeHo B wiki. SDK
MPOCTO BKJIIOYAET Hanbosee ynoTpeduTenbHble uiaruubl. [1o3ke B 9TOI KHUTE MBI y3HaeM, Kak
UCIIOJIb30BaTh HEKOTOphIe U3 HUX. DLLKH, uMs KOTOpBIX HaUMHAETCA ¢ RenderSystem , 9ToO
HEYIUBUTEIHHO, SBISIFOTCS] 00EPTKAMU ISl PA3IMYHBIX CHCTEM BU3yalln3aiuu (peHaepa),
nonnepxkuBaeMbix Ogre 3D. B Hamem ciydae, 310 — Direct3D9 u OpenGL. JlonomHUTENBHO K
M AByM cucteMam, Ogre 3D Taxke umeer Direct3D10, Direct3D11, u OpenGL ES (OpenGL mnst
BCTPOEHHBIX CUCTEM) CUCTEMBI BU3YaJIU3alIHH.

Kpome ucnonusiembix ¢aitno u DLL-0nbnuoTek, y Hac ectb ¢fg daiinbl. OHU SBISIOTCS
daitnamu koHurypanuu, kotopsie Ogre 3D MoxeT 3arpyxarp npu 3amycke. Plugins.cfg nmpocto
BKJItO4aeT Bce maruHel Ogre 3D, KOTOpbIe TOJKHBI 3arpy’KaThCsl Ha 3aIlycke. ITO OOBIUHO
cucreMbl peHnepa Direct3D u OpenGL 1 HECKOTBKO TOMOJHUTEIBLHBIX MEHEKEPOB CIICHBI.
quakemap.cfg — 310 Qaiin koHUrypaun, HeOOXOTUMBIN MTPH 3arpy3Ke YpOBHS B (hopMaTe KapThl
Quake3. Ham 3TOT daiiin He HyKeH, HO IPUMEPHI €r0 UCTIOJB3YIOT.

resources.cfg COIEPKUT CITUCOK BCEX PECYPCOB, TAKUX KaK MEIIU, TEKCTYPbI MIIK aHUMAIIUH,
kotopsie Ogre 3D momxeH 3arpyxarb Bo BpeMs 3ammycka. Ogre 3D MoKeT 3arpykath pecypchl U3
daitnoBoit cuctembl win u3 ZIP-apxuBa. Eciii MbI TOCMOTPUM Ha resources.cfg, Mbl YBHIAM
CIIeTyIOIINE CTPOKHU:
Zip=../../media/packs/SdkTrays.zip
FileSystem=../../media/thumbnails

Zip= 03Ha4aeT, 4To pecypc — 310 ZIP-apxuB, a FileSystem= 03Ha4aeT, 4TO MBI XOTUM
3arpy3uTh COACPKUMOE KaTajora. resources.cfg o0nerdaer 3arpy3ky HOBBIX PECYPCOB, WIIH
U3MEHEHHUE MyTeH K pecypcaM, Tak YTO OH YacTO MCIOIb3YETCs I 3arpy3Ku pecypcoB, 0COOEHHO
npumepamu Ogre 3D. ['oBopst 0 mpumepax, nocnenuuid cfg-daiin B karanore — samples.cfg. Ham
HE HY)KHO UCTIOJIBh30BaTh ITOT cfg-¢aiin. Kpome Toro, 310 — mpocToit CuCcoK CO BCEMH MPUMEpPaMu



Ogre 3D nns 3arpy3ku B SampleBrowser (mpocMOTpIIUK puMepoB). Ho y Hac moka HeT
SampleBrowser, Tak 4TO JaBaiiTe ero MOCTPOUM.

lpumepsi Ogre 3D

Ogre 3D nocraBnsieTcs cO MHO)KECTBOM IIPUMEPOB, KOTOPBIE NTOKA3bIBAIOT BCE TUIIBI
Pa3IMYHBIX BU3yaIU3UPyeMbIX 3 (HEKTOB U TeXHUK, KoTopble Ogre 3D MoXkeT ocyiecTBUTS.
[Tpexne, ueM Mbl HaUHEM paboTaTh C HAIIUM MPUIIOKEHUEM, MBI B3[JITHEM Ha IPUMEPHI, YTOOBI
MOJIyYUTh MIEPBOE BIICUATIICHUE OT Bo3MOkHOCTer Ogre 3D.

Bpems ona gpencreusa — coopka npumeponB Ogre 3D

YT1o06BI MMOJYYHUTD IICPBOC BIICHATIICHUC OT TOT'O, YTO Ogre 3D moxeTr JA¢CJ1aTb, MbI IIOCTPOUM
MMPUMCPEI U B3IMNISIHEM HAa HUX.

1. Ilepeitaute B karanor Ogre3D.

2. Ortkpoiite solution-gaiin Ogre3d.sin.

3. Ilem4ok mpaBoii KHOMKOM 10 solution u BeIOOp Build Solution.

4. Visual Studio nomkeH Teneps Ha9aTh COOPKY MPUMEPOB. ITO MOKET 3aHATH HEKOTOPOE
BpEMsi, TaK YTO BBINEITE YallIKy Yasi, TOKa MPOIeCC KOMITUIISIIUU HE 3aBEPIIUTCS.
Ecnu Bc€ mpomwio xoporo, Boiaute B manky Ogre3D/bin.

Beimontaure SampleBrowser.exe.

7. Bbl 10MKHBI YBUAETH HA BAILIEM dKPAHE CICAYIOLIEE:

AN

8. TlompoOyiiTe qpyrue mpuMepsl, YTOOBI YBHJIETh BCE OTIIMYHBIC BO3MOXKHOCTH,
npemiaraemeie Ogre 3D.

4mo npousowno?

Mgl noctpounu npumepsl Ogre 3D, ucnonb3ys Ham cooctBeHHbIN Ogre 3D SDK. IMocne
3TOT0, MBI YBEPEHBI B TOM, YTO UMeM pabouyto konuo Ogre 3D.

PHAaA BUKTOPUHA — KadKue NoCT-3PPEeKTbl NOKAa3aHbl B NpuMepax

HazoBuTte no kpaitHeil Mepe msTh pa3inuHbIX NOCT-3((EKTOB, KOTOPHIE MTOKAa3aHbl B IpUMEpax.
a) Bloom, Glass, Old TV, Black and White, and Invert
b) Bloom, Glass, Old Monitor, Black and White, and Invert
¢) Boom, Glass, Old TV, Color, and Invert

llepeoe npunoxeHue ¢ Ogre 3D.

B 3710i1 yactu MbI co3ganum Haie niepBoe Ogre 3D - npusoxkeHue , KOTOpoe IpocTo
OTpeHAEPUT o1HY 3D-MoeINb.

Bpems onsa gencremsa — Hadyano npoekrta un Kondurypauumsa IDE

Kak u s mo06oit npyroit OMOIMoTekH, HaM HY>KHO ckoHurypupoath Hame IDE npexre,
YeM MBI MOKEM HCTOJIb30BaTh ero ¢ Ogre 3D.

1. Co3naiiTe HOBBIM MyCTON MPOEKT.
2. Co3paiite HOBBIN (hailin It KOJIa M HA30BUTE €0 main.cpp.

3. JloGaBbTE OCHOBHYIO DYHKIIUIO MAin:
int main (void)

{



return 0;

}

4. Bxutouure ExampleApplication.h B BepXHel 4acTu HUXKE UCXOHOTO (aiina:
#include "Ogre\ExampleApplication.h":

5. Jlo6asere PathloYourOgreSDK\include\ B nyTh include (3arosioBouHbIX (aitioB) Bamero
IPOEKTA.

6. Jlo6aBere PathloYourOgreSDK\boost 1 42 B nyTh include Bamiero npoekra.
7. Hob6assre PathToYourOgreSDK\boost 1 42\lib x Bamiemy nyTtu library (6u01m1oTeK).

8. JlobaBbTe HOBBIN KJIACC K main.cpp.
class Examplel : public ExampleApplication
{
public:
void createScene ()
{
}
bi

9. JloGaBbTe criemyrontuii KoJ B Haudaje Bamied GyHKIIUU main:
Examplel app;

app.go () ;
10. Hobassre PathToYourOgreSDK\lib\debug x Bamemy myTH library.
11. lo6aBere OgreMain_d.lib x BammuM THHKYEMBIM OHOIHOTEKAM.
12. lo6assre OIS d.lib x BamMM JUHKYEMbIM OMOIHOTEKAM.
13. CxoMIunupynuTe NpoeKT.
14. YcranoBure BalemMy npuioxkeHuto padounii karanor Ha PathToYourOgreSDK\bin\debug.
15. 3anycTute npunoxxkeHue. Bbl JOMKHBI yBUIETh HaIor HacTporku Ogre 3D.

16. Haxxmure OK u 3anmyctute npuiiokenue. Bol yBunure uepHoe okHo. Haxxmute Escape,
YTOOBI BHINTH U3 IPUITOKEHHSL.

4mo npousowsno?

Mp1 co3nanu Haie nepoe Ogre 3D - npusoxenue. YToObl CKOMITUIUPOBATh, HAM HYHO
HACTPOUTH paziuyHble include- u library-myTtn, 9To0s1 KOMIHIATOP cMor HaiTi Ogre 3D.

B marax 5 u 6, Mb1 no6aBuu aBa myTH include k Hamel cpene cOopku. [1epBoIii myTh OBLT K
katasnory include Ogre 3D SDK, xoTopsrii comepxut Bce (aiiisl 3aroaoskos Ogre 3D u OIS. OIS
npenctaniser coboit O0bekTHO-OpuenTHpoBaHHYI0 Cuctemy BBona (Object Oriented Input
System), u 370 — OubOIMOTEKA BBO/IA, KOTOpasi UCTIONb3YyeTCs KiaccoMm ExampleApplication nst
00paboTku BBOMA nosb3oBarens. OIS He sBnsercsa yactbio Ogre 3D; 7T0 — aBTOHOMHBIH MPOEKT, U
y Hero cBosI rpynma pazpadotankoB. OH npocto nmocrasisercs ¢ Ogre 3D, mockoabKy
ExampleApplication ucnonb3yer ero, U, TakuM o0pa3oM, MOIb30BATEII0 HE HY>KHO JIONOJTHUTENHHO
CKauMBaTh €€ JIJIsl pa3pelieHus 3aBUCUMOCTH. ExampleApplication.h Takxe HAXOIUTCS B 3TOM
katanore include. [Tockonpky Ogre 3D npesuiaraet noaaepky notokos (threading), HaM HYKHO
J00aBUTH KaTAJIOT hoost K HAIITMM ITyTSIM 3ar0JIOBOYHBIX (paityioB. B mpoTHBHOM ciiydae, MBI HE
CMOXEM coOpaTh HUKAKOTO MpUiIokeHus, ucnonb3yromiero Ogre 3D. Ecnu HyxHO, Ogre 3D MoxxHO
coOparh U3 UCXOTHBIX TEKCTOB C OTKIFOUEHHOU MOJIJICPIKKON TTOTOKOB, M, TAKIM 00pa3oM, CHATh
noTpebHOCTh B boost. V1, mpu UCTIONB30BaHUU b0ost, KOMIHIISATOP TaKkKe JOHKEH OBITh CLIOCOOEH
CIIMHKOBaTh 0MOanoTeku boost. Tak yTo Mbl J0OABUIM KaTajor ¢ OMbanoTekaMu boost B HalllU



nytH library (cm. mar 7).

Ha stane 10 mb1 no6asunu PathTo YourOgreSDK\lib\debug k namieMmy OMOIMOTEIHOMY TTYTH.
Kaxk 6bu10 cka3zano panee, Ogre 3D nmocTapiseTcs ¢ OTIaJ04YHBIMU U peu3HbIMU OnbanoTexkamu. C
ATOM CTPOKOH MBI ONPEEIIsieM UCTIOIb30BaHHUE OTIaJ0UHBIX OMOINOTEK, TOCKOJIBKY OHU
NpeAIaraoT JYUIIyIo TOAIEPKKY OTIAAKH, €CIIM YTO-TO CIIYUYUTCS B HENPABUIHHOM HAIPaBICHUHU.
Korna MbI 3aX0THM HCTIONIb30BaTh PEIU3HYIO BEPCHIO, Mbl JOJDKHBI U3MEHUTH [ib\debug Ha
\lib\release. To xe camoe BepHO 1 /s mwaroB 11 u 12. Tam mb1 no6aBunu OgreMain_d.lib n
OIS d.lib x HamuM uHKyeMbIM 6uOnuoTekam. Korma Mbl 3aX0TUM HCTIONIB30BATh PETU3HYIO
BEpCHUIO, HaM HYXHO OyneT no6asuth OgreMain.lib u OIS.lib. O6a daiina, OgreMain.lib n
OgreMain_d.lib, conepxar undopmaruto 06 uatepdeiicax Ogre 3D, u coobmiaroT HameMy
NPUIOKEHHIO, YTO 3arpy3uth: OgreMain.dll vin OgreMain_d.dll. 3ameTbTe, 4TO TOXE CaMO€ BEPHO
u it cuctembl BBoga — OIS.lib v OIS d.lib, onw 3arpyxarot OIS d.dll vmm OIS.dll. tak, Mbl
nuHKyeM (cBsizbiBaeMm) Ogre 3D u OIS auHamuyecku, 4To mo3BosieT HaMm nepekitodats DLL 6e3
MOBTOPHOM MEPEKOMITMIISIIIMY HAIIETO MPUJIOKEHUS, 10 TeX Mop, oKa uHTepdeiic OnbmmoTeku He
U3MEHHTCS, U ITpuiIokeHue 1 o6ubnuorekn DLL ncnonb3yroT O1HU U TE K€ BepcHH OMOINOTEK
BPEMEHH BBITIOTHEHUS. DTO TaKXke MM0/Ipa3yMeBaeT, UTo Hallle MPUIIOKEHHE BCEra HYKIaeTCs B
3arpy3ke DLL-¢}aiinoB, Tak 4TO MBI TOJDKHBI YOETUTHCSI, YTO OHO CMOMKET HAaWTH UX. ITO — OfIHA
U3 MIPUYMH, IOYEMY Mbl YCTaHOBWIM pabounii kaTayor Ha stamne 14. [[pyras npuunna Oyaet
pa3bsCHEHA B CIENYIOLIEH CEKIUH.

ExampleApplication

MpI co3manu HOBBIH Kinace, Examplel, kotopelit Hacnenyercst ot ExampleApplication.
ExampleApplication — xnacc, xotopbiii moctasisiercs ¢ Ogre 3D SDK, u nmo3BossieT caenarsb
uzyuyenne Ogre 3D nerye, npeanaras JONOJTHUATENBHBIN clloi abcTpakiuu noBepx Ogre 3D.
ExampleApplication ctapryetr Ogre 3D nis Hac, 3arpykaeT pa3JIMuHbIe MOJIEIH, KOTOPbIC MBI
MOJKEM HCIIO0JIb30BATh, U PEAIIU3YET NPOCTYIO KaMepy, UTOOBI Mbl MOIVIM [IEPEMEILIATHCS 110 HallleH
cuene. UtoOs! ucnonb3oBats ExampleApplication, Ham IpOCTO HY>KHO HAcJeI0BaTbCs OT HETO U
nepenucars BUPTyalIbHYI0 (pyHKIMIO createScene(). Mbl ucnonb3yem kinacc ExampleApplication
ceifuac, 4ToObI 30aBUTHCS OT OOJIBLIOTO KOJIMYECTBa paboThl, 10 TOTO, ITOKa Mbl HE HAYHEM
xopomo nonumars Ogre 3D. [To3xe, Mbl 3amMmenuM ExamplesApplication 1o 4acTaM HaIIuM
COOCTBEHHBIM KOJIOM.

B dyHKIMEU main Mpl co31ann HOBBIH SK3EMIUISP HAIIETO MPHUKJIAHOTO Kjlacca M BBI3BAIIH
byHKIIHEIO g0(), YTOOBI 3arycTUTh npuiioxkenue u 3arpy3uts Ogre 3D. IIpu 3amycke, Ogre 3D
3arpykaet Tpu KoHPUrypaunoHHbIX (aitna — Ogre.cfg, plugins.cfg, v resources.cfg. Ecnu mbl
UCTIONIb3yeM oTiIazounble (debug) Bepcun, K UMEHH Kax10ro ¢aiina HyxHo 1o6aButs " d". D10
TI0JIE3HO, TIOCKOJIBKY TaKMM 00pa3oM, MBI MOKEM UMETh Pa3In4HbIe (ailisl KoHGUTyparmu st
omIanKy u penusa. Ogre.cfg COIEpKUT KOHPUTYPAIHIO, KOTOPYIO MBI BBIOPAJIH B JHAJIOTe
HACTPOMKH, TaK 9YTO OH MOXKET 3arpy3UTh TE JKe MapaMeTpbl HACTPOEK, YTOOBI U30ABUTH HAC OT
BBOJIa TOM ke MH(OPMAITUU KaXKIbIH pa3, KaKk MbI 3aITyCKaeM Hallle PUIIOKEeHHE. plugins.cfg
COZIEpKUT criicok uryruHoB Ogre 3D, KoTophle HYKHO 3arpy3uTb. Hanbonee BaXXHBIMU SBISIOTCS
TUTYTUHBI U3 Tpynnsl RenderSystem. Oun spnstotrcst uatepgeiicom Ogre 3D s cesizu ¢ OpenGL
wiu DirectX, 4ToOBI OTPEHAEPUTH CBOIO CIICHY. resources.cfg COAEPKUT CIIHCOK PECypCOB, KOTOPHIE
Ogre 3D nmomxen 3arpy3uth Bo Bpems 3anycka. Ogre 3D SDK nocrasnsiercs ¢ 00bmum
KOJIMYECTBOM MOJIETIEH M TEKCTYp, KOTOPBIE MBI HCIIOJIb3YyeM B 3TOM KHUTE, U resources.cfg
yKa3bIBaeT Ha UX pacnoiokeHue. Ecnu Bl mnocMoTpute BHYTPS resources.cfg, Bel yBuaute, 4to
IyTH B 3TOM (paiiie OTHOCHTENbHBIE. DTO Ta MPUYMHA, IO KOTOPOH HaM HYXKHO 3a/1aTh paboumii
KaTaJor.



MonynsapHaa BUKTOPUHA — Kakue OMONMNOTEKN NUHKYHOTCH

1. Kakue 6ubnuorexkn Bam Hy>KHO IPUIIMHKOBATH MPH Ucnoib3oBanun Ogre 3D B penu3HOi
KoHUrypanuu?
1. OgreD3DRenderSystem.lib
2. OgreMain.lib
3. OIS.ib

2. YTO MBI JOKHBI OyIeM W3MEHHUTh, KOTIa MBI 3aXOTUM UCTIOIh30BaTh OTIAI0UYHYIO BEPCUIO
co6opku Ogre 3D?

1. Jlo6aButh debug mocne nMeHn OMOIHOTEKH
2. JloGaButh d K pacmmpeHuro ¢aiina
3. Jlo6aButh _d mociie uMeHN OMOTUOTEKH

3azpy3ka nepeoli modenu

V Hac ecTb 0a30BO€ NPHIIOKEHUE C ITyCTOTON B HEM, KOTOPOE JIOBOJIBHO CKy4HO. Teneps Mbl
3arpy3uM MOJIellb, YTOOBI MOJIyYUTh 00JI€€ HHTEPECHYIO CLICHY.

Bpems ansa gpencrteus — 3arpyska Mogenu

3arpy3uth Mojienb Jerko. HaMm mpocto Hy»KHO 100aBUThH JIB€ CTPOKHU KOAA.

JloGaBwTe ciaenyromue 18e CTPOKHU B ITyCTON METOI createScene():
1. CxoMnumiupyWTe CHOBA Ballle MPUIOKEHHUE.
Ogre::Entity* ent =
mSceneMgr->createEntity ("MyEntity", "Sinbad.mesh") ;
mSceneMgr->getRootSceneNode () —>attachObject (ent) ;

2. 3amyctuTe Balle npuioxeHue. Bol yBuanTe HeOObINYIO 3eNeHYI0 (PUTYpY MOCIIE 3amycKa
MIPUIIOKECHMUS.
3. VYmpasisiite kaMepoi ¢ TOMOILBIO MbIK U KiaaBuil WASD, noka Bel He yBuuTE 3€51€HYI0

burypy nomydiue.
4. 3akpoiTe NPUIOKEHUE.

Umo npousowno?

[TocpencrBom mSceneMgr->createEntity("MyEntity", "Sinbad.mesh"), , b1 coobmm Ogre
3D, uTro HaM HYy’>K€H HOBBIHN 3K3eMIULsIp Moaenu Sinbad.mesh. mSceneMgr — 3T0 yka3arenab Ha
SceneManager (Menemxep cuenst) Ogre 3D, kotopslii co3nan ans Hac ExampleApplication. [lns
TOTO, 9YTOOBI CO3/IaTh HOBYIO CYITHOCTH (entity), Ogre Hy»KHO 3HaTh, Kako# ¢aitn Moenu
UCTIOJIB30BaTh, M MBI JaéM UMsT HOBOMY JK3eMIUIIPY. BakHO, 4TOOBI MMSsT OBLITO YHUKAJIBHBIM; OHO
HE MOXKET UCTIONIB30BaThes ABaXAbl. Eciu aTo cimyuntes, Ogre 3D Bo30ynuT uckimouenue. Eciu Mbt
He onpenenum umsi, Ogre 3D aBToMaTHUeCKH CreHepupyeT ero 3a Hac. [103Ke MbI H3yduM 3TO
noBesieHue OoJree moapoOHO.

MpI Teniepb UMeeM IK3EMIUISIP MOJISIH, U, YTOOBI CCNIaTh €r0 BUIUMBIM, HAM HYKHO
MOAKJIFOYHTH €T0 K Hallel cieHe. [IpucoeMHUTh CYIIIHOCTh TOBOJIBHO JIETKO — IPOCTO 3aIkCaTh
CJIENYIOIYIO CTPOKY: mSceneMgr->getRootSceneNode()->attachObject(ent),

DTO NOAKIIOYUT CYHIHOCTh K HAlIeHl CIIEHE, TAK YTO Mbl CMOXEM YBUETH €€. Y 4TO MBI
BunuM? — Cunban, mozaenb-tanucman Ogre 3D. Mbl yBUIUM 3Ty MOZEIB €11€ MHOTO pa3 B 3TOU
KHHUTE.



NMonynapHaa BuktopuHa — ExampleApplication n kak oto6paxaTtb

Mogellb

OnumunTe CBOUMMHU CJIOBaMH, KakK 3arpy3uTb MOACIIb, U KaK CACIAaTh ee BHHHMOﬁ.

Umoe

Me1 y3nanu kak Ogre 3D SDK opranuszoBano, kakue OMOINOTEKN HaM HY>KHO NPUJIMHKOBATb,
U KaKOM KaTaJlor HaM HYXKEeH B IyTSAX HAIllMX 3aroJIOBOYHBIX (aitnos (include). Taxke, Mbl Opocuiu
nepBbld B3MIsA] Ha Kiacc ExampleApplication, n Ha TO, KaK €ro UCIOJb30BaTh. MBI 3arpy3uiiu
MOJIeNIb U 0TOOpa3uiu eé.

B noapoOHOCTSAX, MBI yBHIEINH:

» Kakue ¢aiinbl Baxxknbl 1718 pa3padbotku ¢ Ogre 3D, kak OHM B3aUMOJECICTBYIOT IPYT C
JIPYTOM, U Kakas y KaKJoro U3 HUX Leib

* Uro ExampleApplication ucnionb3yeTcs Kak 3Ta BCIOMOTaTeIbHbIHN Ki1acc, YT00bI N30aBUTh
Hac OT paboThl, U 4TO ciay4yaeTcs Bo Bpems 3amycka Ogre 3D

* 3arpy3ka Mojenu: Ml y3Haau Kak Mbl MOKEM CO371aTh HOBBINM SK3EMIIPSIP MOJEIH C
HOMOIIBIO createEntity, u OMUH C1IOCO0 MOJKITIOYEHUST HOBOTO YK3EMILIApA K HaIIeH CLIeHe

[Tocne atoro BBenenus B Ogre 3D, mbl y3HaeM Oobliiie o ToMm, kak Ogre 3D opranuzyet
CLIEHBI, ¥ TO, KaK MBI MOKEM MaHUITYJIMPOBATh CLICHOM, B CIIEAYIOLIEH ITIaBe.

HononHeHue nepeeodyuka: komnunsayus Ogre SDK e Linux

Ha moeii nomamneii mammnae ¢ Windows Her MS VisualC++, 1, HaunHas iepeBo SToi
KHHTH, Sl HE TUTAHUPOBAJI €T0 CTaBUTH (JIJ1s1 OOJIBITUHCTBA COOCTBCHHBIX TPUMEHECHUM, B TOM YHCIIC
u ans Ogre, sl MPEANOYMTAIO UCIIONB30BaTh A3bIK Python). Tem He MeHee, MPoBePATH
paboToCrocoOHOCTh MPOrPaMM-IPUMEPOB Kak-To Haao. S permmt noctaButh Ogre SDK Ha cBoit
MaJICHbKUH HETOYK, Ha KOTOpoM y MeHs ctouT Meego Linux 1.0. Kak yxe Hamnucan aBTop KHHUTH, B
npexkomnmmpoBanHoM Buae Ogre SDK mocrasnsiercs Tonbko gt Windows, MacOSX u Ubuntu.
Tax 4To0 MHE IPUIILTOCH KOMIUIHPOBaTh SDK 13 HCXOMHBIX TEKCTOB. DTO OBLJIO HE CIUIIKOM
CJIO)KHO, HO MHE ITOKa3aJI0Ch, YTO ATO MPOIIECC 3aCTY)KHBACT OTICIIEHOTO OMTUCAHUS HA CIyYaid,
€CJIM KTO-HUOYb 3aXx0ueT ero nmoBTopuTth. C ncxomusiMu Tekctamu Ogre 3D nocrasnsercs ¢aiin
BuildingOgre.txt, B KOTOpOM KpaTKO paclHCaHbI mporecchl padotel ¢ CMake , yioBIeTBOpEHUS
3aBUCUMOCTEH, HACTPOMKH OKPY>KEHHsI, KOMIIISIIUA U MHCTALISAIUK. B Kakoi-To Mepe 51 371ech
MIOBTOPSIO 3TOT (haiii1, HO BEJlb HA TO OH U IMIEPEBO/I.

Kparko o Meego: nuctpulyTuB, CO31aHHBIH ISl HETOYKOB, IUTAHIIETOB U (TIOKa CYLIECTBYET
tonbko 1 mpumep — Nokia N9) tenedonoB. BHyTpH, a MIMEHHO C TOYKHM 3pEHUS MAKETHONW CHCTEMBI
CUWIIbHO HanomuHaeT denopy, npaktuuecku coapan c¢ Heé€. [lakeTst ot 12-i1 u 13-it ®enopsl 6e3
BOINPOCOB HHcTaupytores B Meego 1.0. Hdymaro, komnmsiiust Ogre 3D B denope mano Oyaet
OTIIMYATBCS OT TOTO, YTO JAEJIal 5.

Bce nelicTBus 110 yCTaHOBKE MAKETOB TPEOYIOT PYTOBBIX IpaB, IO3TOMY JTMOO0 UX HAZ0
BBITNIOJHSTH OT pyTa, JIMOO JOMMCHIBATh Mepe]] Kax a0l komaH10i sudo u (MHOTIa) BBOAUTH MAapOJIb.

YeranoBka CMake. B daitne BuildingOgre.txt Hantucano, 4to s YOYHTHI HY>KHO B
KOHCOIU HaOpath: sudo apt-get install cmake-gui. JIns Meego, BUIMMO, aHATIOTHYHOTO MaKeTa He
CO3/IaJIH, TIOATOMY $I CHadaJia moctaBmi cmake:

yum install cmake

Ycranosuics naket cmake-2.8.0-2.26.i586.rpm. Ilotom s uepe3 RPMfind namen 6nu3kuii o



Bepcun RPM-naket cmake-gui, cmake-gui-2.8.1-1.1686.rpm, 1 ycTaHOBUJI €0 KOMaHIOM:
rpm -ihv --nodeps cmake-gui-2.8.1-1.i686.rpm

YceranoBka 3aBucuMocTeii. Sl He Oyy MOBTOPSITH KOMaHY NIl YOYHTBI, HAMUCAHHYIO B
BuildingOgre.txt (e€ Tam Jerko HaiTH), Hy>KHBIE TTaKeThI 111 Deqophl OTINYAIHNCH B HA3BAaHUU
(xots O6w1 cydpdukcom, y YOyHTHI 310 -dev, a y Demopsl -devel, HO pa3HHIa 3TUM HE
OTpaHHYMBaiach). BOT Tak y MeHs ToMKHa ObllIa BRIIIISIETh KOMAaH/Ia YCTAHOBKHU, €CIIH OBI 51
CTaBWJI 3TU MAKETHI CKOIIOM, a HE [0 OTHOMY, BBISCHSSI UMS KaXKI0To:

yum install freetype-devel zlib-devel cppunit-devel libXt-devel libXaw-devel libXxf86vm-devel
libXrandr-devel mesa-libGLU-devel

Emgé 3 (ma camom Jienie 6) makera B peno3utopur Meego OTCyTCTBOBAIIH, Sl OTACIBHO CKavdall
ux, Haiiast B RPMfind u ycranoBun depes rpm:

rpm -ihv freeimage-3.10.0-3.fc12.i686.rpm freeimage-devel-3.10.0-3.fc12.i686.rpm ois-1.2.0-
2.fc13.i686.rpm ois-devel-1.2.0-2.fc13.i686.rpm zziplib-0.13.49-8.fc12.i686.rpm zziplib-
devel-0.13.49-8.fc12.i686.rpm

S1 He cMor HailTu makeToB boost-thread-devel u boost-date-time-devel ns cBoei cucTeMsl,
XOTsI makeThl boost-thread u boost-date-time y meHs yxke ObUTH ycTaHOBIICHBI. Bech boost mennkom
CTaBUTh MHE HE XOTEJIOCh, TIOATOMY 51 OTKa3aJIics OT MOJACP KU MOTOKOB. Ha onHosimepHOM HeTOyKe
OHHM HE CJIUIITKOM-TO HYXHBI. Takke BBUY OTCYTCTBUS JUCKPETHOW BHICOKAPTHI U TIOJICPKKU
meiaepoB B HeTOyKe, s He cTai cTtaBuTh nmaket Cg ot NVIDIA.

IMoaroroBka okpyxenust coopku. Co3mai psaoM ¢ KaTtajaoroM ogre src vI-7-4,
COZIepKaIIM UCXO/IHBIC TEKCTHI, TyCTOW KaTajor ¢ UMeHeM ogre-build.

Pa6ora CMake. 3anmyctun cmake-gui, B moie ”Where is source code” onpenenuin
NIOJIOKEHHE KaTayora ogre_src_vI-7-4 ¢ MCXOmHBIMU TekcTamH, B osie ”Where to build the
binaries” onpeaenui MoloKeHue karanora ogre-build, tne Oyaet npoucxonuts coopka. [lanee
HY)KHO TIepBBIi pa3 Haxkatb Configure. OctaBui BRIOpaHHBIME MO-yMondanuto ~Unix Makefiles” n
"Use default native compilers”, naxxan Finish. Ilocne nepBoHa4aabHON KOHPUTypaluyu MOXHO €
MIOMOIIBIO TAJIOUEK BBIOPATh, Kakne KOHKpeTHO YacTu Ogre 3D KOMIMIMPOBaTh, a TAKXKE BEIOPATh
KaTaJor MHCTAJUISALUH, TI0-YMOIYaHUIO OH PACHONOXKEH B /usr/local. B MoéMm citydae s HOMEHsUT
KaTaJIor MHCTAJUIAINU, HO BaMm, ckopee Bcero, 3To He moHagooutces. Korna Ber pemmre, uro Bac
BCcE ycTpauBaet, HoxumaeM Configure emé pa3, 1 €Ciii BCE€ HOPMaJIbHO (T. €. HET mpolIieM ¢
3aBUCUMOCTSIMH ), TO KPAaCHBI IBET ()OHA JOJDKEH CMEHUTHLCS Ha OOBIYHBIN. Ternepb MOXHO HaXKaTh
Generate.

Kommuasinusi. TyT y)xe HET HU4ero HeoObIYHOTO 110 CPABHEHHIO € OOJIBIIMHCTBOM JIPYTHUX
nporpamm A Linux. [lepemien B karanor ogre-build v BeinonHun TaM koMauay make. Ha moém
HEeTOYKE KOMITWJISIIIAS BBITTOJTHSUIACH TIOJIHOYH, HA/ICIOCh, BAIll KOMITBIOTEDP Oy/IET TOIPOBOPHEE.

HNucranasiuus. Toxe BeImonHsAETCS 00BIYHBIM make install. Tak e B OOJBITMHCTBE CITy4acB
TpeOyeT pyTOBBIX IMPaB, TaK YTO BHIMOIHITH HAJI0 Yepe3 Su UiH sudo.

HcnoanzoBanmne Ogre 3D. Ogre 3D He SABISIETCS CaMOCTOSITEIILHBIM MTPHIOKEHHEM, BbI
Oynere UCIOIB30BATh 3TY OMOMUOTEKY PY KOMIMJISIMU U 3aITyCKE CBOMX MPOTPaMM (MM XOTs Obl
npuMepoB, nocrasisieMbix ¢ Ogre 3D). UtoObl komnuisiius Bareit nmporpaMmMsl npoiiia yCHermHo,
HYXXHO YKa3aTh KOMIWIATOpYy ucnonb3oBarh 6ubnuoreku OGRE u OIS. Jlns ceOst g caenan CKpUIT
¢ uMeHeM complie.sh Takoro BUaa:

g++ -B /nymo-k-oubnuomexe-Ogre3D/ MyPrg.cpp 'pkg-config --cflags --libs OGRE OIS’ -o
MyPrg
3neck Ha3BaHue (aiiia ¢ TEKCTOM nporpammsl MyPrg.cpp, noay4yaeMblii OMHAPHBIH

3amyckaeMsblii ¢aitn MyPrg. Eciiu Bel ocTaBUIM KaTalor HHCTAUISALUH 110-yMOJIYaHHUIO (T. €.
/usr/local), T0, BO3MOXXHO, BaM wacTs -B /nymu-x-6udbruomexe-Ogre3D/ He TOHATOOUTCH.



2 Npac cueHbl Ogre 3D

OTa m1aBa MO3HAKOMUT HAc ¢ MOHSATHEM Ipada CUEHBI, ¥ C TeM, KaK MBI
MOYKEM HCIIOJIb30BaTh €ro (PyHKIMU AJIS CO3AAHUS CIIOKHBIX CIEH.

B 37011 m1aBe, Mbl U3yUUM:
*  Tpu ocHoBHBIX onepanuu B 3D-npocTpaHCcTBE
* To, xak opranu3oBaH rpa¢ cueHsl
*  Paznuunbie 3D-nipocTpaHcTBa, B KOTOPBIX MBI MOYXKEM JIEUCTBOBAThH

Tak maBaiiTe HAUHEM.

Co30aHue y351a CueHbI

B npouwioit tnase, [asa 1, uncmannsiyus Ogre 3D, mbl 3arpy3miu 3D-Monens u 100aBUIn
e€ K Hamiel crieHe. Termeps MBI y3HaeM Kak cO3/1aTh HOBBIN y3€J1 CLIEHBI, U OAKIIOYHTE Hamry 3D-
MOJIETTb K HEMY.

Bpemsa ana aencreus — cosnaHue ysna cueHbl ¢ Ogre 3D

Ms1 coOupaemcst ucroib3oBarh koa u3 I aswl 1, Uncmannsayua Ogre 3D, mogudunnpoBas
€ro, 4ToOBI CO3/IaTh HOBBIH y3€JI CIICHBI M MOJKIIFOYHTh €T0 K CIieHe. MBI OyZIeM cIIe10BaTh 3a STUMHU
raramu:

1. B cTapoii Bepcuu Hallero Koja, y Hac ObUIH CJeIyIOIIHNe BE CTPOKU B (GYHKIIMH

createScene():
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","Sinbad.mesh");

mSceneMgr->getRootSceneNode () —>attachObject (ent) ;
2. 3ameHuTE MOCJIEIHIO CTPOKY CIEAYIOIIEH:
Ogre::SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
3. 3arem I[O6aBLT6 clIeayromue ABC CTPOKH; IOPAIOK O9THX ABYX CTPOK HC UMCCT OTHOIICHUS K

MOJTYy4YCHHIO CLICHBI:
mSceneMgr->getRootSceneNode () —>addChild (node) ;

node->attachObject (ent) ;
4. OTKOMIWIMPYHTE U 3aIyCTUTE NPUIIOKEHUE.
BBl N0JDKHBI yBUAETB TOT K€ 9KpaH, KOTOPbIM Bel moiy4dany, Korna 3amycKaiy IPUIOKEHUE
u3 [aewl 1.

9]

Umo npousowno?

Mgl co3manu HOBBIH y3el ClieHbl ¢ iMeHeM Nodel. 3ateM Mbl J00aBUIIN y3€Il CLIEHBI K KOPHEBOMY
y31y ciieHbl. [locie 3Toro, Mbl IPUKPENUIN HAlLY MPEexae co3aannyo 3D-mMo/enb KO BHOBb
CO3/IaHHOMY Y3JIy CIIeHBI TaK, 4YTOObI OH CTaJl BUIHUMBIM.

Kak pabomamb ¢ RootSceneNode (kopHe8bIM y3/10M CUEHbI)

Br13oB mSceneMgr->getRootSceneNode(), BO3BpaliaeT KOPHEBOU y3€Il CIIEHBI. DTOT y3ei
CIICHBI SIBIISICTCS IEPEMEHHON-UWICHOM MEHEDKepa CIieHbl. Korma Mbl XOTHM HEUTO ClieNaTh



BUJMMBIM, HAM HYXKHO HOAKJIFOYUTH 3TO K KOPHEBOMY Y3I1y CLIEHBI TN Y311y, KOTOPBIH SBJISIETCS €ro
pebeHKoM mimi moToMkoM. Kopode roBopsi, ToimKHA OBITh IIETIh OTHOIICHUH POTUTENh-PEOSHOK OT
KOPHEBOTO y3J1a JI0 3TOr0 KOHKPETHOTO y3J1a; B IPOTUBHOM cllyyae OH He OyneT oTpeHaepeH. Kak
cienyeT u3 Ha3BaHus, RootSceneNode (KOpHEBOU y3€Il CIIEHBI) SBIISIETCS KOPHEM CIIeHBI. Takum
00pa3oM Bcs CIieHa Oy/IeT, B KAKOM TO CMBICIIE, IPUIIOKEHA K KOpHEBOMY Y31y ciieHbl. Ogre 3D
UCTIONIB3YET TaK Ha3bIBaeMbIH rpad CIieHbl, YTOOBI €€ OpraHM30BEIBATh. DTOT rpad MOXOXK Ha
JIepeBO, OH UMEET OJMH KOPEHb, KOPHEBOM y3€ll CIIEHBI, U KKIBIN y3€]1 MOXKET UMETh JieTell. Mbl
YK€ UCTIOIb30BAIN ATY XapaKTEPUCTUKY KOT/Ia Mbl BbI3bIBAIH mSceneMgr->getRootSceneNode()-
>addChild(node);. Tam Mbl 70OABUIIM CO3/1aHHBIN Y3€J1 CLIEHBI B KauecTBe peOeHKa KOPHEBOTO y3JIa.
Cpa3zy Bcien 3a 3TUM, MBI JJOOABHIIN JPYTOM THUI peOeHKa K Y3JIy CIIEHBI C TIOMOIIBIO node-
>attachObject(ent);. 3nech Mbl JOOABWIIH CYIITHOCTH (entity) K y3iy CIIeHBI. Y HAaC MOXET OBbITh
HECKOJIBKO PA3JIMYHBIX THIIOB OOBEKTOB, KOTOPHIE MBI MOXEM J00ABHUTH K Y31y CIIEHBI. BO-TIepBBIX,
y Hac ecTb JpYyTrHe y3Jbl CLIEHbI, KOTOPbIE MOXHO 100aBUTh B KaY€CTBE JI€TEH, U OHU MOTYT CaMH
UMeTh JeTeil. Bo-BTOPBIX, y HaC €CTh CYIIHOCTH, KOTOPBIE MBI XOTHM pPeHIepUTh. CyITHOCTH HE
SBJISIFOTCS IETBMU M HE MOTYT CaMU UMeTh jieTeil. OHM — 0OBbEKThI JaHHBIX, KOTOPBIE CBSI3aHBI C
y3JIOM, U O HUX MOXKHO yMaTh, KakK O JIucTax Aepesa. CymiecTByeT MHOTO YEro eMI€, 9TO MBI MOXKEM
N00aBUTh K N300paKeHHIO, HAIPUMEP UCTOYHHUKH CBETA, CUCTEMBI YaCTHII, U TaK Jlanee. Mbl mosxe
Y3HaeM, 4TO 3TO TAKOE, U KaK BCE 3TO UCNOJB30BaTh. [IpsAMo ceiiuac, HaM HYKHBI TOJIBKO
cymHocTH. Ham Texymumii rpad ciieHsl BBIVISLIUT MOXOKE Ha CIeayromlee:

RootSceneNode

Nodel

[TepBast Belllb, KOTOPYIO MBI IOJKHBI TOHIATH — YTO Takoe Tpad CICHBI, ¥ YTO OH Jenaet. [ pad
CIIEHBI UCTIOJIB3YETCs, YTOOBI H300Pa3UTh, KaK pa3IMYHbIC YaCTHU CIICHBI CBSI3aHBI IPYT C APYTOM B
3D-npocTpaHcTBe.

3D-npocmpaHcmeo

Ogre 3D — 370 rpaduueckuit 3D 1BUKOK, TaK YTO HAM HYKHO IOHMMAaTh HEKOTOPbIE OCHOBHBIE
xoHuenuuu 3D. OcHoBOM KOHCTpyupoBaHus B 3D sABnsieTcss BEKTOP, KOTOPBIN MPEACTABIISAIOT
YIOPSAOYCHHOH TPOiiKo# uncen (X,y,z).



(x,.2)
y-value
x L
z-value

k/z X-value

Kaxxnas mozunmst B 3D-npocTpaHCTBE MOXKET OBITH MPEICTABICHA TAKOH TPOUKOH, UCTIONB3YS
EBxinioBy cucremy KOOpAMHAT JIsl TPEX U3MepeHuid. BaskHO 3HATh, UTO €CTh PA3IMYHbBIC THUITBI
cucteM koopauHat B 3D-npocrtpanctse. EanHcTBEHHOE paznuune Mexay cCUCTeMaMy —
OpUEHTAIIUS OCH U MOJOKUTEIbHOE HanpaBieHue BpamieHus. CylecTBYIOT JIB€ CUCTEMBbI, KOTOPhIE
HIMPOKO UCTONB3YIOTCS, & UMEHHO: BepCHs JIEBOM pyKH U mpaBoi pyku. Ha crnemyromiem pucyHke,
MBI BHJIUM 00€ CHCTEMBI — CJIEBa MBI BUAMM BEPCHUIO JIEBOW PYKHU; C TIPABON CTOPOHBI MBI BHIUM
BEPCHIO MPABOIl pyKH.

Ucrounuk: http://en.wikipedia.org/wiki/File:Cartesian_coordinate_system handedness.svg

HazBanue neBast u mpaBasi pyka OCHOBBIBAIOTCSI HA TOM, YTO OPUEHTALIUIO OCU MOXKHO
BOCCTaHOBHTb, UCTIOJIB3Ys JIEBYIO U MPaByIO pyKu. bosbIoi maner sBisieTcst OChIo X,
yKa3aTeJIbHbII Majiel — 3TO OCh Y, a CpeJHUI nanen — och z. Ham Hy)KHO ep:kaTh Halllk PyKH
TaK, 4ToObl y Hac ObUT yroi B 90 rpaaycoB MeKIy OOJIBIIUM U yYKa3aTeIbHBIM MabIlaMH, a TAKXKe
MEXly CPEAHUM U yKa3aTelbHbIM najbleM. [Ipu rucnonb3oBanuy npaBoi pyKd, Mbl IOJTy4aeM
CUCTEMY KOOpIuHAT mpaBoii pyku. [Ipu ncnons30BaHUM J1€BOIl pYKH, MBI ITOJTy4aeM
JIEBOCTOPOHHIOIO BEPCHIO.

Ogre 3D ucnoib3yeT CUCTEMY MPABOW PyKH, HO TOBOPAYMBAET €€ TaK, YTOOBI MTOJIOKHUTETbHAS
4acTh OCHU X ObUIa HaIllpaBJiieHa BIIPAaBO, a OTpHULIATeNbHAast yacTh HasleBo. OCh y HaIllpaBieHa BBEPX, a
OCh Z YKa3bIBaeT U3 DKpaHa, U TaKasi CHCTEMa M3BECTHA KaK y-BBepX coriiamenue (y-up
convention). [ToHadany 3T0 3By4UT pasnpaxarolie, HO Mbl CKOPO Hay4HMCs [yMaTh B 9TOH cUCTeMe
koopauHat. Bebcaiit
http://viz.aset.psu.edu/gho/sem notes/3d fundamentals/html/3d coordinates.html comepxut
JIOBOJILHO XOpoIIiee, OCHOBAaHHOE Ha WILTIOCTPAIHSIX, OOBSICHEHNE Pa3TMYHBIX KOOPIUHATHBIX
CHCTEM, ¥ TOTO, KaK OHH COOTHOCSTCS IPYT C APYTOM.

pag cueHbl

I'pad cuensl — oHO U3 HanboJIEe UCTIONIb3YEMBIX MOHATUH B TpaduUeCcKOM
IpOrpaMMUpPOBAaHUH. | OBOPSI O-IIPOCTOMY, 3TO CIOCOO XpaHUTh HHPOPMALIUIO O ClieHe. MBI yke
oOcymuiy, 9To Tpad CleHbl IMEET KOPEHb ¥ OpraHu30BaH Mo00HO aepeBy. Ho MbI He 3aTparuBanu
HaunOosee BaxHYyI0 GyHKIUIO rpada crensl. Kaxaplii y3en rpaga uMeeT CUCcOK CBOUX JIeTel, a
Takke npeodpazoBanue (transformation) B mpoctpanctse 3D. [IpeoOpazoBanue hopmupyercs u3
TPEX acCMeKTOB, @ UMEHHO: MO3UIUH, BpallleHus, 1 Maciutada. [lo3unus — 310 Tpoiika (X,y,z),
KOTOpasi, O4EBHUIIHO, OTIMCHIBACT IMO3UIIMIO y371a Ha ClieHe. Bpamenne 3anmoMuHaeTcs ¢
UCTIOJIb30BaHMEM KBaTepHHOHA (quaternion), MaTeMaTHUYECKOTO MOHATHS JUIs XpaHEHUs BPALlleHUH B


http://viz.aset.psu.edu/gho/sem_notes/3d_fundamentals/html/3d_coordinates.html
http://en.wikipedia.org/wiki/File:Cartesian_coordinate_system_handedness.svg

3D-npocTpaHCTBE, HO MBI MOJKEM JyMAaTh O BPAIlleHUH, KaK O €IMHUYHON BEJIMUMHE C TIaBarolen
TOYKOU JIJISI KOKJIOW OCH, ONKCHIBAIOIIECH TO, KAK y3€J MOBEPHYT, C UCMOJIb30BAHUEM PAIMAHOB B
KadecTBe eAuHMIl n3MepeHus. C MacmTabupoBaHUEM COBCEM MPOCTO; CHOBA, OHO MCTIONb3yeT
TPOUKY (X,y,Z), ¥ KaXKaas €€ 9acTh MPOCTO SIBISICTCS BETUIMHON, HAa KOTOPYIO MacIITa0upyeTCs
COOTBETCTBYIOLIAS OCh.

Baxxnp1it MOMEHT 110 1TOBOTY Tpada CIIeHB COCTOUT B TOM, YTO MPE0Opa30BaHHE
MIPOU3BOJIUTCS OTHOCUTEIBHO POJIUTENIBCKOTO y3J1a. ECM Mbl ©3MEHUM OPUEHTALIUIO POJIUTENSA, HA
JIeTel Takke OyyT BO3/IEMCTBOBATh ATH M3MeHeHus. Korma Mbl mepemMeniaeM poautesns Ha 10
eIMHUII BIOJIb OCH X, BCE JIETH TaKkxke OyayT nepemermarsbes Ha 10 eauHuil BAoab ocu X. Koneunast
OPHUEHTAIHS KaXI0T0 PEOCHKA BEIYUCIIACTCS C YI€TOM OPUEHTAIMH BCEX pOaUTENeit. ITOT (hakT
cTaHeT OoJiee SICHBIM C TIOMOIIBIO CIEIYIOIICH JUarpaMMBbl.

RootSceneNode
Position (0,0,0)

l

Node 1
Position {10,0,0)

Node2

i) Position (0,10,20)

Position (10,0,0)

>

MyEntity2
Pasition (10,10,20)

[To3uruss MyEntity nHa stoii cuene oyzner (10,0,0), a MyEntity2 OGynetr HaxoquTcs B
(10,10,20). /TaBaiite monpoOyem 310 B Ogre 3D.

MonynsipHaa BUKTOPUHA — NMOUCK NO3ULIUM Y3JTOB CLEHbI

1. TTocmoTpute Ha ciemyroliee JEpPEeBO U onpeneauTe koneunsie no3unuun MyEntity u
MyEntity2:
a. MyEntity(60,60,60) u MyEntity2(0,0,0)
b. MyEntity(70,50,60) u MyEntity2(10,-10,0)
¢. MyEntity(60,60,60) u MyEntity2(10,10,10)



YcmaHoeka no3uyuu y3J/ia CUeHbI

RootSceneNode
Position (0,0,0)

-

I

Node 1
Position (20,30,40)

}

Node2
Position (40,30,20)

Node3
Position (-60,-60,-60)

MyEntity
Position (?,7,7)

MyEntity2
Position (?,?,7)

Tenepb MBI TIOTIBITAEMCA HACTPOUTL CIICHY B COOTBCTCTBUU C Z[HarpaMMOﬁ Ha NpCAbIAYHICM

"Sinbad.mesh") ;

PHUCYHKE.
Bpems ansa geMcTtBus — ycTaHOBKa MNO3ULIMU y311a CLEHbI
1. Jlo6aBbTe 3Ty HOBYIO CTPOKY IOCJIE CO3/IaHUS y371a CLICHBI:
node->setPosition(10,0,0);
2. Jlns Toro, 9ToOBI CO3/1aTh BTOPYIO CYIIHOCTb, JOOABBTE 3Ty CTPOKY B KOHIIE (DyHKIIMH
createScene():
Ogre::Entity* ent2 = mSceneMgr->createEntity( "MyEntity2",
3. 3areM cozmaiTe BTOPOU y3€l CLEHBI:
Ogre::SceneNode* node2 = mSceneMgr->createSceneNode ("Node2") ;
4. Jlo6aBbTE BTOPOH y3€i K IEPBOMY:
node->addChild (node?2) ;
5. YcTaHOBUTE MO3UIMIO BTOPOTO y37a:
node2->setPosition(0,10,20);
6. llomkirounTe BTOPYIO CYHIIHOCTh KO BTOPOMY Y3I1Y:
node2->attachObject (ent2) ;
7. CxoMnuiMpyuTte nporpammy, U Bel 1omkHBI yBUIETh ABa dk3emiuisipa Cunbana:




4mo npousowsno?

MeI co3nanu creHny, KoTopasi COOTBETCTBYET Npeablayiieit nuarpamme. [lepBas HoBast
GbyHKIMS, KOTOPYIO MBI UCIIOJIB30BaIH, ObuTa B 1 miare. Jlerko goraaarbcesi, 4To QyHKIUS
setPosition(x,y,z) 3a1a€T NO3ULMIO y3Jia 33JIaHHON TPOoWKoH. MimeliTe B BUTY, YTO 3Ta MO3ULIUS
OTHOCHTEIIbHO poauTesis. Mbl 3axotenu, utoObl MyEntity2 naxonuics B (10,10,20), TOCKOIbKY MBI
n00aBUIN y3e1 node2, KOTOpBIiA coaep xut MyEntity2, K y31y CIIeHbI, KOTOPBIH y)Ke ObUT B IO3ULIUU
(10,0,0). Ham TonbKo HY>KHO 3a1aTh no3uiuto node2 B (0,10,20). Korga o6e mo3unuu
komMOunupyrorces, MyEntity2 oxaxercs B (10,10,20).

Mon NAPpHaA BUKTOPUHaA — Urpaem C y3riaMum CUEeHbI

1. VY nHac ectb y3en cueHsl nodel, Haxonsuuiics B (0,20,0), 'y Hac €CTh y3€Jl CIIEHBI-TIOTOMOK
node2, K KOTOpOMY MPHUIIOKEHA CYITHOCTh. EClM MBI XOTUM, YTOOBI CYIITHOCTh ObLIa
nzobpakena B (10,10,10), B Kakoii O3UIIMK HAM HYKHO YCTaHOBUTD node2?

a. (10,10,10)
b. (10,-10,10)
c. (-10,10,-10)

Have a go hero — [lo6aBneHne CuH6apa

Jlo6aBwre TpeTuii sx3emiusip CunOama, v MycTh OH OyzeT n3o0paxkén B mozuruu (10,10,30).

BpaLueHue y3Jia CUeHbI

MeI yxe 3HaeM, KaKk YCTAaHOBUTbH MO3UIUIO y371a CIEHBI. Tenepb, Mbl y3HAeM, Kak BpalllaTh
y3€J1 CLIEHBI, U APYTUM CIIOCOOOM MOIUPUIIMPYEM MO3ULUIO y371a CLEHBI.

Bpemsi onsa gencTBusa — BpalleHue y3na CueHbl

MBI HCIIOJTB3YEeM MPEIBIIYIINHUNA KOJ, HO CO3/1a/IMM ITOJTHOCTHIO HOBBIN KO JUIS (DYHKIIUU
createScene().

1. VYmamute Bech kon U3 QYHKIHH createScene().
2. Cuauvana co3naiite sxk3eMIutsap Sinbad.mesh, 3aTemM co3aaiTe HOBBIN y3€J CLIEHBI.
YcranoBute no3uiuto y3ina ciensl B (10,10,0), B KOHIE TOIKITIOYUTE CYIITHOCTD K Y371y, U

n00aBbTE y3el K KOPHEBOMY Y31y CIIEHBI B KQ4eCTBE peOCHKA:
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity", "Sinbad.mesh");

Ogre::SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
node->setPosition(10,10,0);
mSceneMgr->getRootSceneNode () —>addChild (node) ;
node->attachObject (ent) ;

3. CHoBa, co3aiiTe HOBBIN 3K3EMIUISIP MOJIENIN, TAKXKE HOBBIM y3€J CLIEHbI U YCTAHOBUTE €T0 B
(10,0,0):
Ogre::Entity* ent2 = mSceneMgr->createEntity ("MyEntity2","Sinbad.mesh");
Ogre: :SceneNode* nodeZ = mSceneMgr->createSceneNode ("Node2") ;
node->addChild (node2) ;
node2->setPosition (10,0,0) ;

4. Teneps no0aBbTE CIEAYIONINE ABE CTPOKHU, YTOOBI MOBEPHYTH MOAEIH U MOAKIIOYUTH

CYITHOCTD K Y31y CHCHBEI:
node2->pitch (Ogre::Radian (Ogre::Math: :HALF PI));

node2->attachObject (ent2) ;

5. CpenaliTe CHOBA TO )K€ CaMO€, HO Ha ATOT pa3 UCHOJB3YTe PYHKIUIO yaw (OTKIOHSTD)
BMECTO (QYHKIMHU pifch (HAKIOHATh) U GYHKUUIO franslate BMecTo (pyHKUUU setPosition:



Ogre::Entity* ent3 = mSceneMgr->createEntity ("MyEntity3","Sinbad.mesh");
Ogre: :SceneNode* node3 = mSceneMgr->createSceneNode ("Node3", ) ;
node->addChild (node3) ;
node3->translate (20,0,0);
node3->yaw (Ogre: :Degree (90.0f) ) ;
node3->attachObject (ent3) ;

6. U ewg pa3 ¢ pyHkuuei roll (MpokpyuuBaTh) BMECTO yaw WM pitch:
Ogre::Entity* ent4 = mSceneMgr->createEntity ("MyEntity4","Sinbad.mesh");
Ogre::SceneNode* noded4 = mSceneMgr->createSceneNode ("Noded") ;
node->addChild (node4) ;
noded4->setPosition (30,0,0);
node4->roll (Ogre: :Radian (Ogre: :Math: :HALF PI));
noded4->attachObject (entd) ;

7. CKOMIWIMPYHUTE U 3aIlyCTUTE POTPaMMYy, U BBl TOJI’KHBI YBUIETh CIEAYIOIIYIO KAPTUHKY:

4mo npousowsno?

MBI yeTbIpe pa3za HOBTOPUIIM KOJI, KOTOPBIN Y HAc ObUI IO 3TOTO, U IMPH 3TOM U3MEHSIIH
HEKOTOpble HeOOobIINE AeTall. B epBoM NOBTOPEHNHN HET HUYETO cenu(UIecKoro. ITo TOT ke
KOJI, KOTOPBI MBI HCIIOJIB30BAJIM PaHee, M Ha 3TOT SK3EMILISP MOAETH OyJeT peepeHCHBIM, YTOOBI
BHUJIETh, YTO CIIYYUIIOCH C TPEMs IPYTUMU SK3EMIUIAPAMU, KOTOPBIE MBI J€JIallu JaJIee.

Ha miare 4 mb1 100aBUIM OIHY CIEAYIONIYIO TOTIOMHUTEIBHYIO CTPOKY:
node2->pitch (Ogre::Radian (Ogre::Math::HALF PI));

Oynknus pitch(Ogre::Radian(Ogre::Math::HALF PI)) Bpamaet y3ei ClieHbl BOKPYT OCH X.
Kak ckazaHo panee, 3Ta QyHKIIMS TPUHUMAET TapaMeTp B paJiaHax, U Mbl HCIIOIb30BaJN
MOJIOBUHY Pi, YTO O3HAYaeT BpAIIeHHE Ha JEBSIHOCTO TPAIyCOB.

Ha 5 srame, Mb1 3amMennn BeI30B pyHKIMM setPosition(x,),z) Ha translate(x,),z). Paznuuune
Mmexny setPosition(x,y,z) u translate(x,y,z), B TOM, 4T0 setPosition ycTaHaBIUBAET MO3UIIUIO —
37I€Ch HET CIOPIIPU30B. translate 106aBIseT MOTYYSHHYIO BEJIMUMHY K MO3UIIUU y3J1a CLEHBI, TaK
YTO OHA MEPEMEIACT y3eJI OTHOCUTEIBHO €r0 TeKyIlel mo3uiun. Eciu y3en cleHsl pacionoKeH B
(10,20,30) u, Ml BeI3bIBaeM setPosition(30,20,10), Toraa y3en 3aitmMer nozunuto (30,20,10). C
JPyTOi CTOPOHBI, €CIIM MBI BbI3bIBaeM translate(30,20,10), y3en Bctanet Ha nosunuio (40,40,40).
D10 — HEOOIBIIOE, HO BaxHOE, oTinune. O0e PyHKIIMH MOTYT OBITh TIOJIE3HBIMH, €CITA UX
HCIIOJIB30BaTh B MPABWIIBHBIX 00CTOATEIHCTBAX, HAIPUMED, KOTJIa MBI XOTUM CHO3UIIHOHUPOBATH
00BEKT Ha CIIeHEe, MBI JIOJDKHBI MCTIONB30BaTh GyHKIMIO setPosition(x,),z). B To ke BpeMs, Koraa Mbl
XOTHM TEPEMECTHUTh YK€ YCTAHOBJICHHBIN HA CIIEHE Y3€ll, MbI JIOJDKHBI UCIIOIB30BATh
translate(x,),z).

Taxoke, Mbl 3amenunu pitch(Ogre::Radian(Ogre::Math::HALF PI)) na
vaw(Ogre::Degree(90.0f)). ®ynkuus yaw() Bpamaet y3ei CIieHbl BOKPYT ocu y. BMecto
Ogre::Radian() mp1 ucnions3oBanu Ogre::Degree(). Koneuno, pitch u yaw Bce e1ie J0IKHbI
WCIIOJIB30BaTh Il B paauaHax. Tem He meHee, Ogre 3D npennaraer kiacc Degree(), KOTOPBIi
UMEET OIepaTop MPHUBEACHUS, TAK YTO KOMITHIISATOP MOXET aBTOMAaTHYECKU TIEPEBOAUTH TPayChl B



paauanbl. ClieoBaTeNbHO, MPOTPAMMHUCT CBOOOICH B UCTIOIB30BAHUH PAJMAHOB WM TPAIyCOB MpHU
BpaIleHUH y3JI0B CleHbl. O0s13aTeIbHOE UCTIOIB30BaHNE KJIACCOB JAET YBEPEHHOCTh, YTO BCETIA
M3BECTHO, KaKWe €IUHUIIBI UCIIOB30BAIHCH, YTOOBI IPEOTBPATUTH HEPA30EPUXY U BO3MOXKHBIC
HCTOYHUKH OIIMNOOK.

[ITar 6 BBOAUT MOCHEAHUIN U3 TPEX PA3NUYHBIX UMEIOIIUXCS (PYHKITUI TTOBOPOTA y37Ia CIICHBI,
a UMEHHO — roll(). DTa QyHKIMS BpamiaeT y3el ClieHbl BOKPYT ocH z. CHOBa, Mbl MOTJIH ObI
ucnonb3oBarh roll(Ogre::Degree(90.0f)) BMmecto roll(Ogre::Radian(Ogre::Math::HALF Pl)).

[TporpamMma mipu 3arycke MoKa3bpIBaeT MOZEIh B IEPBOHAYATHLHOM TOJIOKEHHUH U BCE TPU
BO3MOXKHBIX BpalleHus. JIeBas Mmozenp 6e3 BpallleHus, MOJIeNb IpaBee OT He€ MOBEPHYTA BOKPYT
OCH X, 3-51 MOZIeJIb IOBEPHYTA BOKPYT OCH Y, M1 MOJZIEJb CIIpaBa MOBEPHYTA BOKPYT OcH Z. Kaxk1blIii
13 3TUX TPUMEPOB MOKa3bIBaeT 3HPeKT oT paznudHbIx GyHKIMN BpamieHus. Kopoue rosops, pitch()
MIOBOPAYMBAET BOKPYT OCH X, yaw() BOKPYT Y, U roll() BOKPYT z. Mbl MOXKeM HUCIOIb30BaTh WIH
Ogre::Degree(degree) win Ogre::Radian(radian), aro0bl 3a1aTh yroil, Ha KOTOPBIH MBI XOTUM
IIOBEPHYTb.

NMonynsipHass BUKTOpUHA — BpalleHue y3ra CLeHbl

Kakue Tpu QyHKIIUM BpaIaroT Y36l CIICHBI?
a. pitch, yawn, roll
b. pitch, yaw, roll
c. pitching, yaw, roll

Have a go hero — ucnonb3oBaHue Ogre::Deqgree

[lepenenaiite Ko, KOTOPBIM MbI MHCAIN B IPEABIAYIIEH CEKIIUN TAKUM 00pa30M, UTOOBI
KaXJIplii ciryuait ucrionbs3oBanust Ogre.:Radian Obln 3amenen Ogre::Degree 1 Ha000pOT, a
BpAILIEHUE OCTABAJIOCH BCE TEM XKE.

MacwmabupoeaHue y3na cueHbl

Me1 yxe pa3o0pairch C IByMs U3 TPEX OCHOBHBIX JIEUCTBHM, KOTOPHIE MBI MOXKEM
UCIIOIb30BaTh, MAHUMYIUPYS HAIIUM TpadoM ClieHbl. Terneps MOAOIIIO BpeMs IS MTOCIETHETO, a
MMEHHO, MacIITabUpOBaHUSI.

Bpemsa ons pencrBmsa — mMaclitabmpoBaHue y3rna CLeHbl

CHOBa, MBI HAYMHAEM C TOTO K€ OJIOKa KOJIa, KOTOPBIH MBI HCIIOIB30BAIH JIO ATOTO.

1. VYmamute Bech ko U3 QYHKINU createScene() M BCTaBBTE CICTYIONTUI KO :
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","Sinbad.mesh");
Ogre: :SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
node->setPosition(10,10,0);
mSceneMgr->getRootSceneNode () —>addChild (node) ;
node->attachObject (ent) ;

2. OnAre, co3qalTe HOBYIO CYIIIHOCTD:

Ogre::Entity* ent2 = mSceneMgr->createEntity ("MyEntity2","Sinbad.mesh");

3. Temneps MbI HCTIONB3YeM (YHKITHIO, KOTOpAsi CO3AAET y3€JI CIIEHBI U I00aBIISIET €TO

ABTOMATHNYCCKHU B KAYECTBEC pe6eHKa. 3areM MBI ACJIaCM TO K€, YTO MbI ACIIATIN MPCKIC:
Ogre::SceneNode* node2 = node->createChildSceneNode ("node2");

node2->setPosition (10,0,0);
node2->attachObject (ent2) ;

4. Teneps, mocne QyHKIUH setPosition(), BBI3OBUTE CIEAYIONIYIO0 CTPOKY IS



MaCI_HTa6I/IpOBaHI/IH MOICIN:
node2->scale(2.0£,2.0£,2.0£f);

5. Co3pgaiiTe HOBYIO CYITHOCTb:
Ogre::Entity* ent3 = mScene Mgr->createEntity("MyEntity3","Sinbad.mesh");
6. Tenepb MbI BBI3BIBAEM TY K€ (DYHKIIHIO, UTO U Ha JTare 3, HO C JIOMOTHUTEIHHBIM

apaMeTpoM:
Ogre: :SceneNode* node3 = node->createChildSceneNode ("node3",
Ogre::Vector3(20,0,0));

7. Tlocne BbI30Ba (D)YHKIIMH, BCTABBTE 3Ty CTPOKY, UTOOBI OTMACIITAOUPOBATH MOJIEIIb:
node3->scale (0.2f,0.2£,0.2f);

8. CroMOwIMpyWTe MpOrpaMMy U 3aIyCTUTE €€, U BbI TOIKHBI YBUIIETh CIIEAYIOLIEE
n300paKeHue:

4mo npousowsno?

MB&I co3fanu cueHy ¢ MacuTabupoBaHHBIMU MozesiMu. Hudero HoBoro He O6bu10 110 3 miara.
3areM MBI UCITOJIb30BAIM HOBYIO (DYHKIIUIO, @ UMEHHO: node->createChildSceneNode("node2").
Ota QyHKIMS sBAseTCs (PyHKIMENH-UICHOM Kilacca y3Jia CIIEHbI U CO3JaeT HOBBIH y3el ¢
MOJTYYCHHBIM UMEHEM U JT0OABIISIET €T0 HETIOCPEACTBEHHO B KauecTBe peOeHKA K y3IIy, Y KOTOPOTO
Obu1a BeI3BaHA QyHKIM. B 3TOM cinydae, node2 O6bu1 100aBieH, Kak peOeHOK y3i1a node.

Ha stamne 4, MbI ucrionib30Bany PyHKIUIO y3i1a ClieHbI scale(). DTa QyHKIUS TPUHUMALST
TPOMKY 4mcen (X,Y,Z), KOTOpasi yKa3bIBaeT, KaK y3eJl CIICHBI JOJDKSH ObITh MACIITA0OMPOBAH. X, Y, U Z
— noxkazarend. (0.5,1.0,2.0) o3HadaeT, 4To y3ei CIEHBI TOJKEH ObITh YMEHBIIIECH BIBOE 10 OCH X,
OCTAaBJICH TAKUM JK€ 110 OCH Y, ¥ YIBOCH 10 ocH z. KOHe4HO, eciH MOJIOWTH K BOIPOCY CTPOTO, Y3eI
CIICHBI HE MOKET MACIITA0UPOBAH; OH TOJBKO COJCPIKUT METaJaHHBIC, KOTOPOE HE OYyIyT
peHneputhes. boree TouHBIM OyIIET CKa3aTh, YTO KAXKIBII BU3YaJIM3UPYEMbIil OOBEKT,
MPHIIOKEHHBIN K ATOMY Y311y, TOJDKEH OBITh MAaCIITA0MPOBAaH BMECTO CAMOTO y3J1a CIICHBI. Y3el —
9TO TOJIBKO TO, YTO COJICPIKUT CCHIJIKU Ha BCE MPUCOSANHEHHBIC IOTOMKH U BU3YaJIU3HPYEMbIE
OOBEKTHI.

Ha mare 6 mb1 cHOBa uctionb3oBanu GyHkiuto createChildSceneNode(), HO Ha ATOT pas ¢
OOJBIIMM KOJIMYECTBOM MapaMeTpoB. BTopoii mapameTp, KOTOpbIi pUHUMAET 3Ta (QYHKIHS,
Tpoiika (X,y,z), KOTOPYIO MBI TaK 4acTo ucnoiib3oBanu. Ogre 3D nMeet coOOCTBEHHBIN Ki1acc JJst
Heé, Ha3biBaeMblll Ogre:: Vector3. Kpome XpaHeHHs TPOHKH, STOT KJIacC Mpejyiaraet GyHKIUH,
KOTOPBIE OCYIIECTBIISIIOT OCHOBHBIE JICHCTBHS C TPEXMEPHBIMU BEKTOPAaMU B JIMHEHHOM anredpe.
DTOT BEKTOpP OMUCHIBAET CMEIICHHUE, Ha KOTOPOE JIOJKEH OBITh CIBUHYT CO3/1aBAE€MbIM y3€J1 CLICHBI.
createChildSceneNode() MOXHO HCTIOJB30BaTh, YTOOBI 3aMEHUTH CJICTYIOITUE CTPOKH KOJa:

Ogre::SceneNode* node2 = mSceneMgr->createSceneNode ("Node2") ;
node->addChild (node2) ;

WIH JaxKe



Ogre::SceneNode* node2 = mSceneMgr->createSceneNode ("Node2") ;
node->addChild (node?2) ;
node2->setPosition (20,0,0);

ITocnenHrow YacTh KOaa MOYKHO 3aMEHUTH Ha

Ogre: :SceneNode* node2 = node->createChildSceneNode ("Node2",
Ogre::Vector3(20,0,0));

Ecnu Mb1 mpontyctum napametp Vector3, Mbl MOXKEM 3aMEHUTH NEPBBIN KyCOK KOJa.
CymiecTByeT O0JIble BepcHid 3Toi (DyHKIIMU, KOTOPBIE MBI UCTIONIb3yeM To3ke. Eciu Bel He XxoTHTE
JKIaTh, B3MITHUTE Ha AokyMeHTanmio Ogre 3D 1o anpecy
http://www.ogre3d.org/docs/api/html/index.html.

Kpowme scale(), cymectByet Takxke QyHKuus setScale(). Paznuune Mexay 3TUMU QyHKIUSMU
TaKoe ke, Kak u Mexnay setPosition() u translate().

MonynsapHaa BUKTOpUHA — co3AaHue y3roB CLUEeHbl - NTOTOMKOB

1. HazoBute aBa pa3nuuHbIX crioco0a BbI3oBa createChildSceneNode().

2. Kak cnenyromas cTpoka Moriia Obl OBITh 3aMEHEeHa 0€3 MCTIOIb30BaHUS
createChildSceneNode()?

Ogre::SceneNode* node2 = node->createChildSceneNode ("nodel",
Ogre::Vector3(10,20,30));

9Ty CTPOKY MOKHO 3aMCHUTH TPEMS CTPOKaMHU. HCpBaH CO34acT y3CJI
CLIEHBI, BTOPAast €ro NepeMEIAET, U TPEThs MOJKIKYAET €r0 K y3I1Y.
Ogre: :SceneNode* node?2 = mSceneMgr->createSceneNode ("Node2") ;
node2->translate (Ogre: :Vector3(10,20,30));
node->addChild (node?2) ;

Have a go hero — ncnonn3oBaHue createChildSceneNode

[Tepepaboraiite (refactor) Bech KoJl, KOTOPBIN Bl HamMca Iy B 3TOH IJIaBe, YTOOBI
ucnonb3oBarh createChildSceneNode().

YMHbIU crnocob ucnosib3o8aHusi 2pagha CUEeHbI

B sT0li cexunu MbI y3HaeM, KaKk Mbl MOJKEM HCIIOIB30BATh XapaKTEPUCTUKU Tpada CIEHBI,
4TOOBI OOJIETYNTH HEKOTOPHIE 3a/1a4ur. DTO TAK)KE PACIIMPHUT HAIIM 3HAHUS O Tpade CIICHBI.

BpeMﬂ ana nencTeBuAa — nocTpoeHue gepeBa C Ucnosfib3oBaHunem y3noB

CLIeHbI

Ha stor pa3 MbI CO6I/Ipa€MC$I HCIOJB30BaTh el OAHY MOJCJIb IIOMHUMO CI/IH6aI[a — HUHO34.

VYnanute Bech kon U3 GyHKIUH createScene().

Cospaiite CuHOana TOYHO TakKe, KaK MbI BCerna ACIajin:
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","Sinbad.mesh");

N —

Ogre: :SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
node->setPosition(10,10,0);
mSceneMgr->getRootSceneNode () —>addChild (node) ;
node->attachObject (ent) ;

3. Temeps co3naiiTe HUH/I310, KOTOPBIN MOBCIONY OyAeT cienoBarhk 3a Cunbagom:

Ogre::Entity* ent2 = mSceneMgr->createEntity("MyEntitysNinja",
"ninja.mesh") ;


http://www.ogre3d.org/docs/api/html/index.html

Ogre: :SceneNode* node2 = node->createChildSceneNode ("node2");
node2->setPosition (10,0,0);
node2->setScale (0.02f,0.02f£,0.02f) ;
node2->attachObject(ent2);

4. Cxomnunupyiite u 3amycrure npuioxenue. Korna Bel mocmorpute nobnuxe Ha Cunbana,
Bl yBUAMTE 3€JIEHOTO HUHA3K0 CO CTOPOHBI €r0 JIEBOU PYKH.

5. Teneps n3amenurte nosuiuio B (40,10,0):
node->setPosition(40,10,0);

6. U nosepuure moaenp Ha 180 rpaaycoB BOKpYT OCH X:
node->yaw(Ogre::Degree(180.0f));

7. CrOMOWIMPYWUTE MpOrpaMMy U 3allyCTUTE €€.

8. BBl JOIKHBI YBUIETh, YTO HUH/I3S BCE €IIE€ HAXOAUTCS 110 JIeByIo pyKy oT Cunbana, a
CuubOazx noBépH

4mo npousowsno?

MBI co31anu IpOHBIPINBOTO HUH/310, KOTOPBIH clenyeT 3a KakapiM maroM Cunbana. Mel
c/ieJialii 3TO BO3MOXKHBIM, TIOCKOJIBKY JOOABUIIH y3€I1, K KOTOPOMY HPUIIOKEHa MOJIeNTb HUH/3U TaK,
YyTOOBI OH OB peOEHKOM Yy371a CLIEHbI, K KoTopoMy npuiiokeH Cunban. Korna mbl nepeMenianu
Cunbana, Mbl HCTIOJIB30BAJIM €T0 Y3€JI CIIEHbI, TaK YTO Kax/Jasi TpaHCPOpMaIs, KOTOPYIO Mbl
JIeNaiy, TaKkKe IPUMEHSIAaCh K HUH/I3€, TOCKOJIBbKY 3TOT y3€ll CLEHBI SBISETCS peOCHKOM
MoAM(PUIIMPYEMOTO y3I1a, U KaK CKa3aHO paHee, TpaHchopMalyst poanuTeIs nepena&Tcsl BCeM AETAM.
OToT QakT 00 y371ax CLEHbI UPE3BBIYANHO M0JIE3€H, YTOOBI CO3/1aBaTh CIEAYIOLINE APYT 3a JIPyroM
MOJIENTH UJIH CIIOXKHBIE CIieHbl. CKaXkeM, €ClIi Obl MbI 3aX0TeNU CO3/1aTh IPY30BHK, KOTOPBIN HECET
Ha ce0e eIl 10M, Mbl MOIVIM OBl CO3/1aTh JI0M, UCIIOJIB3YsI MHOTO Pa3IMYHbIX MOJIEJIEH U y3JI0B



CIieHbl. B koHeUHOM CUCTC, ¥y HAC OBLI OBI Yy3€JI COCHEI C HpI/IKpCHHéHHLIM AOMOM, a NpCAMETHI €TI0
HHTEPbEPA )1063BJ'ICHBI K HEMY B Ka4€CTBC JICTCH. Tenepb, KOTZ1a MbI XOTUM IIEPEMECTUTH I0M, MBI
MMPOCTO NOAKIIIOYACM Y3CJI IOMa K y3JIy I'PY30BHKaA, U IIPU NEPCMCIICHUN I'PY30BHUKa BCCh JIOM
nepeMeniacTcsa BMECTE C HUM.

Truck
House

v v v

Kitchen Living room And s0 on...
L
v v v I
Oven Rack Freezer Couch
v v v
Dishes Meat Milk

Crpenkn moKa3bIBaOT HAIIPABJIEHHE, B KOTOPOM IIPE00pa30BaHMs PACIPOCTPAHAIOTCS BAOIb
rpaga CLeHb.

DHasi BUKTOPUHa — eLé bonble o rpade cueHbl

Kak nndopmanus npeodpa3oBanuii mpoxoAauT B rpade cueHsl?
a. OT IUCTOB 10 KOPHS

b. OT KOpHS 10 JIUCTOB

Have a go hero — po6aBneHue cneayroLwero HUHA3U

Jlo6aBbTe BTOPOro HUHA3IO K CLIEHE, KOTOPBIN OyAET cie10BaTh 3a MEPBbIM HUHA3EH.

Pasnu4Hble npocmpaHcmea Ha cuyeHe

B sT0# yacTu MBI Y3HAEM, 4YTO €CTb Pa3JIMYHBIC IIPOCTPAaHCTBA HA CLUCHE, N KaK Mbl MOXXEM
HCIIOJIb30BATh 3TH MPOCTPAHCTBA.

Bpems ansa gpencrtema — nepemelieHuns B npocrtpaHcTee Mupa

Mgl coOupaemcst mepeMecTUTh 0OBEKT CIIOCOOOM, OTIIMYAIOIIMMCS OT T€X, YTO MbI
UCIIOJIb30BAJIH.

1. CHoBa, HauHUTE C TyCTON QPYHKLUU createScene(); ylaauTe BeCb KOJ, KOTOPbIN €CTh B 3TOU

byHKIUH.
2. Cozpnaiite pedepeHCHBII OOBEKT:



Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","Sinbad.mesh");
Ogre: :SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
node->setPosition(0,0,400);

node->yaw (Ogre: :Degree (180.0f) ) ;
mSceneMgr->getRootSceneNode () —>addChild (node) ;

node->attachObject(ent);

3. Co3spaiiTe 1Ba HOBBIX dK3EMIUISIpa MOJENHU U TiepeMecTuTe Kax bl Ha (0,0,10):
Ogre::Entity* ent2 = mSceneMgr->createEntity ("MyEntity2","Sinbad.mesh");

Ogre: :SceneNode* node2 = node->createChildSceneNode ("node2") ;
node2->setPosition (10,0,0);

node2->translate (0,0,10);

node2->attachObject (ent2) ;

Ogre::Entity* ent3 = mSceneMgr->createEntity ("MyEntity3","Sinbad.mesh");
Ogre: :SceneNode* node3 = node->createChildSceneNode ("node3");
node3->setPosition (20,0,0);

node3->translate (0,0,10);

node3->attachObject (ent3) ;

4. CxoMIMIupyiTe U 3allyCTUTE NPUIIOKEHHE. YIIPABISIUTE KaMepoil, noka Bel He yBuanuTe
MpeabIAYIINE MOJIEIN NPUMEPHO TaK:

5. 3aMeHHTE CTPOKY:
node3->translate (0,0,10);

Ha
node3->translate(0,0,10,0gre: :Node::TS WORLD) ;

6. CHOBa, CKOMIWJIMPYWUTE U 3aIlyCTUTE MPUIOKEHNE U HACTPOUTE KaMepy Kak MpeIbl1yInii
pas.

4mo npousowsno?

MBpI HCTIONB30BaNIM HOBBIN apameTp GyHKUUH translate(). Pe3ynsraroM cTano To, 4To jeBas



MOZCJIb Ha CHCHC MEPCMECTUIIACH B IPYTI'OM HAIIPABJICHUHA OT CpGI[HCfI MOJICIIN.

Pa3snu4Hbie npocmpaHcmea e 3D-cueHe

[IpuunHa, Mo KOTOPOH MOJIENb EPEMECTHIIACh HHAYE B TOM, YTO C IIOMOIIBIO
Ogre::Node::TS WORLD wpl coobmmnu GpyHKIUU translate(), 4T0 iepeMelieHne JOHKHO
MIPOUCXOJUTH B MUPOBOM IPOCTPAHCTBE, @ HE B IPOCTPAHCTBE POJIUTENIS, YTO YCTAHOBIIEHO IO-
ymonmyanuto. CymiecTByeT TpH Tuma npoctpanctsa y 3D-cuensl: MupoBoe (world) npoctpancTso,
MIPOCTPAHCTBO poauTens (parent), u gjokanbpHOE (local) mpocTpancTBo. B 10KaIbHOM ITPOCTPAHCTBE
orpeseneHa cama Mozeib. Kyd cocTouT U3 BOCbMHU TOUEK U MOJKET OBITh OMUCAH Kak Ha
CIeayrouen quarpaMmme:

(-1,2,-1) (1,2,-1)
(1,2,1)
(-192r1]
1,0~ 4
7 (1,0,-1)
{0,0,0)
(-1FO|1) {1,0,1)

UYepHas TOUKA SBIISETCS HA4aJIOM KOOPAMHAT JIOKATBHOTO TIpocTpancTBa. Kaxmas Touka Kyba
OTHCaHa OTHOCUTENBHO Havyasa koopauHar. Korna ciieHa penaepuTcs, Kyo Hy)kKeH B MUPOBOM
npoctpaHcTse. YToObI MONIy4YUTh KyO B MUPOBOM MPOCTPAHCTBE, BCE POJIUTEIILCKHE
npeoOpaszoBanus rpada CIeHbl IPUMEHSIOTCS K 3TUM ToukaM. CKaxkeM, KyO MPUIOKEH K Y31y
CII€HBI, KOTOPBIN 100aBIeH K KOPHEBOMY Y31y CIeHHI ¢ translate(10,0,0). Torna Ky0 B MUPOBOM
MIPOCTPAHCTBE TOKEH BHITIIAIETh TAK:

RootSceneNode
Position (0,0,0)
9.2,-1) (11,2,-1) I
9,2,1
(9,2,1)
Nodel
Position (10,0,0)
':910-'1} (11'0'_1)

I (0,0,0)
(9,0,1) (11,0,1)

Pazauume MCKAY ABYMs Ky6aMI/I B TOM, 4YTO Ha4YaJI0 KOOpAHUHAT IMEPEMECTUIIOCH, UJIH, YTOOBI
OBITH OOJICE TOYHBIM, Ky'6 NEPCMECTUIICA OAJIBUIC OT Ha4aJIla KOOPAWHAT.

Korna mbl BeI3bIBaeM pyHKkImIO translate(), KyO epeMeriaeTcsi B pOAUTEIIbCKOM
IPOCTPAHCTBE, €CJIN UCTIOIB3yEMOe MMPOCTPAHCTBO HE ONPEAETICHO, TOJOOHO TOMY, KaK MbI JIeJIaln
Ha otane 5. [Toka HM oIMH U3 peKoB KyOa He ObUT MOBEPHYT, translate(), BeneT ce0s Tak ke B
MHUPOBOM MPOCTPAHCTBE, KaK 3TO ObUIO OBl MPU MCTIOIB30BAHUN POJUTEIBCKOTO MIIH JIOKAIBHOTO
MPOCTPAHCTBA. DTO BEPHO, IOCKOIBKY MEHSIETCS TOIBKO IMO3UIIHS Hadasla KOOP/IWHAT, a He
opueHranus oceil. Korna mbl, Hanpumep, nepemeniaeM ky6 Ha (0,0,10) equnun, He UMeeT



3HAYEHUs, TI€ HAXOJIUTCS HAaYaIo KOOPJAMHAT — TOKA OCU KOOPAMHATHBIX CUCTEM OPUEHTUPOBAHBI
OJITHAKOBO, PE3YNIBTAT Tpoliecca epeMenieHust He OyieT MeHsIThCs. TeM He MeHee, eCITi POTUTENs
MOBEPHYTh, ITO TIEpecTaHeT ObITh UCTUHOM. [Ipu MOBOPOTE pOIUTENS TAKIKE TTOBEPHYTCS OCH
Hayvajia KOOPJAWHAT, YTO U3MEHUT pe3ynbtat translate(0,0,10).

y y
z
X
X
Zz

e ______________________________________|

JleBas koopamHaTHas cuctema He moBEpuyTa, u (0,0,10) o3HagaeT nepememnienue kyoa Ha 10
enuHuUIl OrKe K 3puTento. Jleno B ToMm, 4TO OCh Z HampaBlieHa 13 KpaHa HapyxKy. C mMOBOpPOTOM Ha
180 rpagycos, (0,0,10) o3nauaet nepemernieHue kyda Ha 10 equHUIl BOaIbh OT 3pUTENs, TOCKOIBKY
Tenepb OCh Z YKa3bIBaeT B IKPaH.

MpbI BUAMM KakK BaXKHO, B KAKOM IIPOCTPAHCTBE MBI OMMCBhIBaeM (YHKIUIO translate(), 9TOOBI
HOJTYYUTBH JKeTaeMblid 3 pexT. MupoBOe MpOCTPaHCTBO BCETa UMEET OJHY U Ty K€ OPUEHTALUIO
oceil. UToOb! ObITH TOUHBIM, MUPOBOE IPOCTPAHCTBO MCIIOJIB3YET JIEBOCTOPOHHIOI KOOPAMHATHYIO
cuctemy. Popurenbckoe IpocTpaHCTBO UCIIOIb3YET KOOPAUHATHYIO CUCTEMY, IT1€ IIPUII0KEHbI
BpallleHUsI BCEX poJuUTeiel BBEpX MO Lienoyke. JIokanbHOe MPOCTPaHCTBO BKIKOUAET BCE BpaLCHMUS,
OT CBOETr0 COOCTBEHHOTO y3J1a CLEHBI M BceX poauTeNbekux. [To-ymonuanuto translate() nonxHo
HCIIOJIb30BaTh POAUTEILCKOE IPOCTPAHCTBO. DTO MO3BOJIIET HAM BpallaTh caM y3ell, He U3MEHSIS
HalpaBJieHHE [IepeMEIeHus y3i1a, Korja ucnonb3yercs translate(). Ho ObIBaroT citydau, Korna Ham
HY)KHO IepeMellaTh B MPOCTPAHCTBE, OTIMYHOM OT POAUTENHCKOTO0. B TakuX cirydasix, Mbl MOXKEM
UCIIOJIb30BaTh BTOPOil mapameTp (yHKuuu translate(). Bropoil mapameTp onpenenser
IIPOCTPAHCTBO, B KOTOPOM MBI XOTHM IPOU3BECTH MepeMelieHre. B HalieM koje, Mbl HCIIO0JIb30BaIU
Ogre::Node::TS WORLD, 4To0bl iepeMeIiaTh MOJIeJIb B MUPOBOM IIPOCTPAHCTBE, KOTOPOE
WHBEPTUPOBAJIO HAMPABICHUE ABUKEHHS MOJIEIIH, IOCKOJIBKY MbI IOBEPHYIH y3ei Ha 180
IpaaycoB, U TAKUM 00pa30oM, IEPEBEPHYIIH HapaBieHue ocel X u z. Kpome Toro, B3mIsSHUTE Ha
n300pakeHne, 4To0bl YBUIETh (D (PEKT.

lMepemeuweHue e 10KkasIbHOM NMpocmpaHcmee

Mgl yxe Buaenu 3pQeKxT nepeMerieHys B poJUTeI-CKOM U MUPOBOM MIPOCTpaHCTBe. Tenepn
MBI Oy/IeM IiepeMenaTh B JIOKAIbHOM U POJUTEIHCKOM MPOCTPAHCTBE, YTOOB! YBUIECTDH U TIIy0Ke
MOHATH PA3IUYMSI MEXTY IPOCTPAHCTBAMH.

Bpemsi onsa oencTBusa — nepemMelleHne B IOKarnbHOM U pOAUTENIbCKOM
npocTpaHCTBax

1. CHoBa ounctute yHKUMIO createScene().
2. [lob6aBbTe pethbepeHCHYH0 MOAESb; Ha 3TOT pa3 Mbl NMEPEMECTUM €€ BrIKe K HalLeN Kamepe,

TaK YTO HaM He I'IpVI,CI,éTCFl nepeEMELLIAaTb KaMepy TaK CUJTbHO:
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","Sinbad.mesh");

Ogre::SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
node->setPosition (0,0,400);

node->yaw (Ogre: :Degree (180.0f) ) ;
mSceneMgr->getRootSceneNode () —>addChild (node) ;
node->attachObject (ent) ;

3. [lo6aBbTe BTOPYIO MOAESb, NMOBEPHUTE €8 Ha 45 MPaayCcoB BOKPYr OCU y U MEPEMECTUTE Ha

(0,0,20) €AMHALL B POAUTESIBCKOM MPOCTPaHCTBE:
Ogre::Entity* ent2 = mSceneMgr->createEntity ("MyEntity2","Sinbad.mesh");



Ogre::SceneNode* node2 = node->createChildSceneNode ("node2");
node2->yaw (Ogre: :Degree (45) ) ;

node2->translate (0,0, 20);

node2->attachObject (ent2) ;

4. [106aBbTe TPETLIO MOAESb, M TAKOKE MOBEPHUTE €8 45 MPalyCcoB BOKPYr OCU y U

nepemMecTmnTe Ha (0,0,20) €UHNLL B JIOKa/IbHOM MNMPOCTPaHCTBE:
Ogre::Entity* ent3 = mSceneMgr->createEntity ("MyEntity3","Sinbad.mesh");

Ogre: :SceneNode* node3 = node->createChildSceneNode ("node3");
node3->yaw (Ogre: :Degree (45) ) ;
node3->translate(0,0,20,0gre: :Node:: TS LOCAL) ;
node3->attachObject (ent3) ;

5. CKOMMUAMPYHTE 1 3anyCTUTE NPUIOXKEHWE. 3aTeM NoABUIaNTe KaMePOW CHOBA, YTODbI
NOCMOTPETb Ha MOZENMN CBEPXY.

4mo npousowsno?

MBsl coznanu Hary pedepeHCHYI0 MOJEINb U 3aTeM T00aBWIIN JABE MOJICNTH, KOTOPBIE
MOBEPHYIH Ha 45 rpaJycoB BOKPYT OCH y. 3aTeM MbI niepeMmecTiiin 00e mozaenu Ha (0,0,20), ogny
MOJIEJIb B POJUTEIHCKOM MTPOCTPAHCTBE, pabOTAIOIIEM MO-YMOTYaHUIO, U APYTYIO MOJICIIb B
JIOKaJIbHOM MPOCTpaHCTBE. MoJieb, KOTOPYIO MbI IIepeMelialid B POAUTEIHCKOM MPOCTPAHCTBE
CMECTHJIACh MPSAMO MO ocu Z. Ho MOCKOIbKY MbI TOBEPHYIIM MOIEIIM BOKPYT OCH Y, TO MOJIEIb,
KOTOPYIO MbI IIepeMelIalii B JIOKaJbHOM IIPOCTPAHCTBE, CMECTUIIACH U3-3a BPALICHUS U
nepeBUHYIAch BBEPX U BIIEBO Ha pucyHke. [laBaiite moBTOpuM 3T0. Korna Mbl BeI3biBaeM translate,
HACTPONKOU MO-yMOITYAHUIO SBJISETCS POUTENIBCKOE MPOCTPAHCTBO, 3TO 03HAYAET, UYTO BCE
BpalICHUs, 32 UCKIIFOUEHUEM BpAIIEHUS TOTO y3J1a CIEHBI, KOTOPBIM MbI IEpEMEIIaeM,
UCIIOJIB3YIOTCS JUIs pacueToB. [Ipu Hcmonb30BaHUK MUPOBOTO NMPOCTPAHCTBA BOOOIIE HUKAKOE
BpallleHUE HE MPUHUMAETCsl BO BHUMaHue. [Ipu nepemeniennn ucroinb3yeTcs MUPOBas CUCTEMa
koopauHar. [Ipu nepemeniennu B JIOKaIbHOM IPOCTPAHCTBE, YUYUTHIBACTCS Ka)X10€ BpallleHuE,
Jla)kKe BpallleHUEe CBOETO y3Ja.

NMonynsapHaa BuktopnHa — Ogre 3D n npocTpaHcTBa

HazoBute Tpu pa3nnyHbIX NpOCTpaHCTBa, KoTopble 3HaeT Ogre 3D.



Have a go hero — po6aBneHune cummeTpmu

N3menute Bpamenue u nepemenienue MyEntity2, 4ToObl ceNaTh H300pakeHUe
CUMMETPHUYHBIM. YOEIUTECh, 4TO BBI HCIOIb3yeTe MPaBUIbHOE IPOCTPAHCTBO; B IPOTUBHOM
ciydae, OyJeT TPYAHO CO3/aTh CHMMETPHUIO. BOT Kak 3TO OJKHO BBITIAACTS:

BpaweHue 8 pa3nu4HbIx NpocmpaHcmeax

Mpz1 YK€ BUACIH, KaK PA3JIMIHBIC ITPOCTPAHCTBA UCITOJIB3YIOTCA ITPH IICPEMCIICHNH ; TCIICPb
MBI CZICJIa€M TOT K€ CaMOC€ C BPALICHUEM.

Bpems onsa gencrBna — BpalwleHue B pa3ninyHbIX NPOCTpPaHCTBaXxX

Ha sToT pa3 mbl cobupaemcst Bpaiarhb, HCIOIb3Ys Pa3IUYHbIC TPOCTPAHCTBA, CICAYIOIINM
obpazom:

1. U cHOBa, MBI HAYHEM C OYUCTKHU QYHKIMHU createScene(), TaK UTO yAAINUTE BECh KOJ B 3TOM

(byHKIUH.
2. JloGaBbTe pedepeHCHYIO MOJIEb:
Ogre::Entity* ent = mSceneMgr->createEntity ("MyEntity","sinbad.mesh");

Ogre: :SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
mSceneMgr->getRootSceneNode () —>addChild (node) ;
node->attachObject (ent) ;
3. Job6aBbTe BTOPYIO MOJIENb U TOBEPHUTE €€ HOPMAIIbHBIM CIIOCOOOM:
Ogre::Entity* ent2 = mSceneMgr->createEntity ("MyEntity2","sinbad.mesh");

Ogre: :SceneNode* node2 = mSceneMgr->getRootSceneNode () -
>createChildSceneNode ("Node2") ;

node2->setPosition (10,0,0);
node2->yaw (Ogre: :Degree (90) ) ;
node2->roll (Ogre: :Degree (90) ) ;
node2->attachObject (ent2) ;

4. Jlo6aBbTE TPETHIO MOECIb U MIOBEPHUTE €€, UCTIOIB3YsI MUPOBOE MTPOCTPAHCTBO:
Ogre::Entity* ent3 = mSceneMgr->createEntity ("MyEntity3","Sinbad.mesh");
Ogre: :SceneNode* node3 = node->createChildSceneNode ("node3");
node3->setPosition (20,0,0);
node3->yaw (Ogre: :Degree (90) ,0gre: :Node: : TS WORLD) ;
node3->roll (Ogre: :Degree (90),0gre: :Node: :TS WORLD) ;
node3->attachObject (ent3) ;

5. CxoMIWIMpYHTE U 3aIlyCTUTE NPUIIOKEHUE.



Umo npousowno?

Kak Bcera, Mbl co3nanu Hanry pedepeHCHYI0 MOJIEIb, KOTOpasi clieBa Ha M300paxeHnu. Ml
MOBEPHYJIU BTOPYIO MOJIENIb CHadaj1a BOKPYT OCH Y, U 3aTeM BOKpYT OcH z. BpailieHue nucnonb3yer B
KaueCTBE MMPOCTPAHCTBA M10-YMOTYAHUIO JIOKAJIBHOE IPOCTPAHCTBO. DTO MOAPA3YMEBAET, YTO MOCIIE
TOTO, KaK MbI IOBEpHYJIN NIEPBYIO MoJiesb Ha 90 rpalycoB BOKPYT OCH Y, OPHEHTALHs OCH Z
u3MeHu1ach. Bropas Monens Ucnosb30Baia MUPOBYIO CUCTEMY KOOPJMHAT, U TaM OPUEHTALUs OCU
Z OcTanach TOH e, Jjake KOrza Mbl IIOBEPHYIIH y3€Jl CLICHBI.
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Mopenb mos HomepoM 1 — 3TO opUrHHaNIbHas CUCTeMa KOOpAMHAT, KoTopast y Hac Oblia. [lof
HOMEPOM 2, Mbl BUJIUM CUCTEMY KOOpPJMHAT MOCIIE TOTro, KaK Mbl oBepHY/H €€ Ha 90 rpamycos
BOKpYT ocu y. [Ton HomepoMm 3, Mbl Bpamanu Ha 90 rpagycoB BOKpyr ocu z. Teneps naBaiite
MIOCMOTPHUM Ha Te K€ BpallleHusl, KOTia MbI HCII0JIb3yeM MHUPOBOE MMPOCTPAHCTBO BMECTO
JIOKQJIBHOTO NTPOCTPAHCTBA.
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31ech MBI JIEJIaeM TE K€ BpAILEHUs], HO IIOCKOJIBKY MBI BCET/Ia UCIIOJIb30BAJIN MUPOBOE
IPOCTPAHCTBO, MbI HE UCIIOJIb30BAJIM U3MEHEHHYIO CUCTEMY KOOPJIUHAT, U, CJIEZ0BATEIbHO, MBI
MOJIYYWJIA IPYIOW PE3ysbTar.

Macwma6bupoeaHue e pa3fiu4HbIX MPocmpaHcmeax

MacmrabupoBaHue BCera NPUMEHsIETCs K M3HaYaIbHOM MOJEINH, TaK KaK HET pa3Iu4HbIX
IPOCTPAHCTB JUIsd MaciiTabupoBanus. Her oco6oro cMmbiciia MaciTabupoBaTh B pa3inyHbIX
IIPOCTPAHCTBAX, IOCKOJIbKY pe3yabTaT OyAeT OIMHAKOBBIM.



moe

MBI y3HAIM MHOTO B 3TOM I1aBe o rpade cieHsl, ucrnonbdyemoM Ogre 3D, 1 oT TOM, Kak
paboTarh ¢ HUM, YTOOBI CO3/1aBaTh CIIOKHBIC CIICHBI.

[Tonpo6Hee, MbI pa300panrch CO CIEAYIOUTUM:

* UYro Takoe rpad cueHsl, 1 Kak OH paboTaeT

*  Paznuunble criocoObl U3MEHEHUS [TO3ULIUH, BPALLIEHHSI, 1 MacIITaOMPOBaHUS Y3JI0B CLICHbI

*  Pa3nuuHbIe TUIBI IPOCTPAHCTBA, KOTOPBIE Y HAC €CTh JUIS BPAICHUI U ITIEpEMEILCHNN

* Kak MO’XXHO HCKYCHO HCHOJIb30BaTh CBOWCTBA rpada CIEHBI Ul CO3JaHMs CIIOKHBIX
M300pakeHU

[Tocne n3ydenust co3laHus CIOKHBIX CIICH, B CIEAYIONIEH I1aBe, Mbl cOOMpaemcsi J00aBHUTh
CBET, TCHU U CO3JIaTh HAIly COOCTBEHHYIO KaMepy.



3 Kamepa, cBeT U TeHb

MBplI yke y3HaIU, Kak cO3/1aBaTh CIOKHYIO CIICHY, HO 0e3 CBeTa U
TEHU ClIeHa He OyJeT MOJHOM.

B 37011 m1aBe MBI y3HaeM o:

* Tunax pa3IWYHBIX UCTOYHUKOB CBETA, moaaepkuBaemMbix Ogre 3D, 1 0 TOM, Kak OHH
paboratoT

® ﬂO6€lBJ’ICHI/II/I TEHEl Ha CHOCHY U pa3IMYHBIC TOCTYIIHBIC MCTOJbI 3aTCHCHUA

*  Yro0 Takoe kKaMepa U opT NPOCMOTPa, U IOYEMY OHH HaM HY>KHBI

Co30aHue nnockocmu

[Tpexne, ueM MBI CMOXKeM JJOOaBUTH OCBEIIEHHE K HAlllel clieHe, HaM HY>KHO CHaJasa
N00aBUTH TUIOCKOCTb, Ha KOTOPYIO TEHHU U CBET OYyT MPOEIMPOBATKCS, U, CIIET0BATEIBHO, CTAHYT
BUAMMBIMHA HaM. HopManmbHOMY MIPUIIOKEHUIO TIOCKOCTh HE HY)KHA, IOCKOJIBKY TaM Oy/ieT
MECTHOCTB HMJIH TOJI, 9TOOBI CIPOELIMPOBATh HA HETO CBET. BrIunciieHne ocBeeH s JOIKHO
pabotaTh 6e3 MITOCKOCTH, HO MBI HE CMOXEM YBHUIETH (P PEKT OT CBETA.

Bpems ansa gencrBna — cosgaHue NOCKOCTU

Jlo cux mop, Mbl Beerna 3arpyxainu 3D-monenu u3 gaiina. Tenepb Mbl CO30aAUM OAHY
HETOCPEICTBEHHO:

1. VYmamute Bech Ko B PyHKIMH createScene().

2. JloGaBbTe CIEAYIONIYIO CTPOKY, YTOOBI ONPENETUTh IIIOCKOCTh B (DYHKINH createScene():
Ogre::Plane plane(Vector3::UNIT Y, -10);

3. Tenepb cosz[aﬁTe IIJIOCKOCTH B TaMATH KOMIIBIOTCPA:
Ogre: :MeshManager::getSingleton () .createPlane ("plane",
ResourceGroupManager: : DEFAULT RESOURCE GROUP_ NAME, plane,
1500,1500,20,20,true,1,5,5,Vector3::UNIT 7);

4. Cozpaiite SK3eMILLAP IIIOCKOCTH:
Ogre::Entity* ent = mSceneMgr->createEntity ("LightPlaneEntity", "plane");

5. TloakiarouuTe MIOCKOCTH K CIIEHE:
mSceneMgr->getRootSceneNode () —>createChildSceneNode () - >attachObject (ent) ;

6. Jlns Toro, 4TOOBI NOTYYUTH YTO-HUOYAb, KpOME OEJI0H MIIOCKOCTH, YCTAHOBUTE MaTepHal
TUIOCKOCTH B OJIMH W3 CYIIECTBYIOIIUX MaT€pHUaIoB:
ent->setMaterialName ("Examples/BeachStones") ;

7. CroMIuIMpyiTe MPUIOKEHUE U 3aIyCTUTE 3TO. BBI TOIKHBI YBUAETh HECKOJIBKO TEMHBIX
KaMHEH.



MpbI MTHBEPTHPOBAIIM I[BETA JIJIS YIOOCTBA UTCHMUS !

4mo npousowsno?

MBI TOJIBKO YTO CO3/1aJIH IJIOCKOCTh U JoOaBmin e€ K cueHe. Ha mare 2 cozganu 3K3eMInsip
knacca Ogre::Plane. DTOT Ki1acc ONMUCHIBAET IJI0CKOCTh, UCIIOJIb3Ysl BEKTOP HOPMAJIH K IIJIOCKOCTH
U CMEILEHUE OT HYJIEBOM TOYKH, C UCIIOIb30BAHUEM BEKTOPA HOPMAJIH.

BexTop HopManu (MM Kopoue ToBOpsi, IPOCTO HOPMaJIb), — YacTO UCHOJIb3yeMast
KoHCTpyKIMs B 3D-rpaduke. Hopmans moBepXHOCTH — BEKTOP, KOTOPBIN CTOUT MEPHEHAUKYISIPHO
K 3TOil moBepxHOCTH. J{TMHAa HOpMaii 0ObIYHO paBHA 1, M OHA MIMPOKO UCIIOIB3YETCS] B MAIIMHHON
rpaduke sl BRBIYUCIEHUST OCBEIIEHUs U occlusion.

Ha mare 3, MbI UCIIONIB30BaIH OTIPEACIICHUE TITIOCKOCTH, YTOOBI co3/1aTh U3 He€ Mmerl. J1jis
3TOro, Mbl Ucnosb3oBau 00bekT Ogre 3D ¢ umenem MeshManager. DTOT MEHeKEp yIpaBIseT
MeIlIaMH, KOTOpPbIE HE JOJKHBI OBITH cropnpu3oM. Kpome yrpaBiieHus: MeIiaMy, KOTOPbIE MbI
3arpyxacm ms (bafma, OH MOXKCET TAKXXC CO34aTh INIOCKOCTD 11O HAIEMY OIIPEACIICHUIO, a TAKKC
MHOTO JPYTHUX BELIEH.

Ogre: :MeshManager::getSingleton () .createPlane ("plane",
ResourceGroupManager: :DEFAULT RESOURCE GROUP_ NAME, plane,
1500,1500,20,20,true,1,5,5,Vector3: :UNIT 7Z);

Kpome onpenenenns miiockocTy, HaM HY)KHO Aathb eid uMs. [Ipu 3arpyske memieut ¢ 1ucka,
uMs (aiiia uCronbp3yeTcs B KadecTBe MMEHU pecypca. OHO Takke JODKHO MPUHAJIEKATh TPYIINe
pecypcoB, TPYIIILI pecypca — MOX0XkKHU Ha MpOocTpaHcTBa UMEH (namespaces) B C++. Tperuit
napameTp SBISIeTCS ONpeeNieHuEeM TIOCKOCTH, @ YeTBEPTHIN U MATHIM MapamMeTphl SIBISIOTCS
pasmepom 1uiockoctu. lllecToi u ceapMoil mapaMeTpbl UCTIOIB3YIOTCS, YTOOBI CKa3aTh CKOJIBKO
CErMEHTOB JIOJKHA UMETh TIOCKOCTh. UTOOBI OHATH, UTO 3HAYUT CETMEHT, MBI IOITYCTUM
HeOOoJTBIIIOE OTKIIOHEHUE, YTOOBI TT0Ka3aTh, kKak 3D-Moxenu npencrasineHs! B 3D-npocTpaHcTBe.

lMpedcmaeneHue modesnu e 3D

Uto6w1 oTperaeputh 3D-Mo/enb, OHA JOHKHA OBITH OMKMCaHa KAKHM-TO CITIOCOO0M, YTOOBI
KOMITBIOTEP MOT MOHSTH M BU3yaIH3upoBaTh €€ Hanbonee r¢dexkruBHo. Hanbonee
pactipocTtpanéHHas ¢hopma npeacTaBieHus 3D-Moaeny B MPUIIOKEHUH PeaIbHOTO BPEMEHU —
TpeyroJibHUKH. Hala miockocTs MOXKeT OBbITh IPEICTABICHA C UCIIOIb30BAHUEM JABYX



TPEYTOJABHUKOB, YTOOBI C(HOPMHUPOBATH YETHIPEXYTOIbHUK. C OmMnei CEerMEeHTOB VIS X- U y-0ceid,
MBI MOJKEM YIIPABIISITh TEM, CKOJIBKO TPEYTOJIbHUKOB OyeT CreHepUpOBaHO IS miockocTu. Ha
CJIENYIOLIEN KapTUHKE, Mbl BUAUM TPEYTOJIHUKHU, KOTOPBIE CO31AI0T INIOCKOCTD C OJHUM, ABYMS,
WIM TPeMs CeTMEHTaMHU JUIs K101 ocu. UToOb! yBUIETh 3TOT 3(h(EKT, MBI 3ammyckaeM
IIPUIIOKEHHE, @ 3aTEM HAKUMAEM KJIaBHIy R. DTO NepeKII0OYUT NepBOHAYAIBHBIA PEKUM PEHIEpa
Ha KapKacHBIH, T7I€ Mbl YBUJUM TPEYTOJIBHUKHU. JIpyroe Ha)kaThe KJIABUIIN U3MEHUT PEKHUM HA
TOYEUHBIH, TJI€ Mbl YBUJIUM TOJIBKO BEPIIMHBI TPEYTOJIBHUKOB. Clieayroliee HaKaTue BEPHET
HOPMAJIBHBIN PEKHUM PEHIEPA.

[Tocne Toro, kak Mbl OIIPEIETUIN, CKOJIBKO CETMEHTOB HAM HYXHO, MBI IIEpE1aeM
Jlornueckwuii (Boolean) mapamerp, kotopslit coobmmaer Ogre 3D, 4To MBI XOTUM HOpMAaJIb
IJIOCKOCTH, KOTOPYIO HYKHO BBIUMCIUTh. Kak ckazaHo paHee, HOpMaJlb — 3TO BEKTOP, KOTOPBIN
CTOUT BEPTUKAJIBHO HA OBEPXHOCTHU IUIOCKOCTH. Clienyrouiye Tpy napaMeTpa UCIOIb3yOTCS A
TeKCTypupoBaHus. UTOObI 3aTEKCTYpUPOBATh BCE TOUKHU YEr0-TO, HY’KHBI TEKCTYpHbIE KOOPIUHATHI.
TekcTypHbIe KOOPAMHATHI COOOIIAIOT ABMKKY PEHIEPa, KaKk 0TOOpa3UTh TEKCTYpPY B TPEYTOIbHUKE.
[TockonbKy n3o0paxenue spisercs 2D-MmoBepXHOCTHIO, TEKCTYPHbIE KOOPIUHATHI TAKKE COCTOST
U3 IBYX BEJINYMH, @ UMEHHO: X U y. OHM IIpe/ICTaBIEHbI KaK KOPTEX (X,y). Jluana3oH BEIUYUH
TEKCTYPHBIX KOOPJIMHAT HOPMUPOBAH OT HYJI A0 eauHuIlsl. (0,0) o3HauaeT BepXHUH JICBBIA yTOJ
TeKCTyphl, a — (1,1) HIKHUI paBbIil yroa. Horaa 3Ha4eHust MOryT ObITh Oomnblie, ueM 1. D10
03HAYaeT, YTO TEKCTypa MOXKET ObITh TTOBTOPEHA B 3aBUCUMOCTH OT crioco0a Habopa. Dta TemMa
Oyzer mmpe oObsICHEHA B MOCIEAyoMIeH TiaBse. (2,2) MOTIIO ObI IOBTOPUTH TEKCTYPY ABAXKIIBI 110
obenm ocsiM. JlecsITeiii 1 OMMHHAINATHIN MapaMeTphl coodmarT Ogre 3D, Kak 4aCTO MBI XOTHM,
4TO0OBI TEKCTypa ObliIa pa3MHOXKEHA T10 MIOCKOCTH. JeBATHIN apamMeTp ONpeAeseT, CKOIbKO
TEKCTYPHBIX KOOPAMHAT HAM HY>KHO. DTO MOXET OBITh MOJIE3HBIM MpHU paboTe Oosiee YeM ¢ OJTHOM
TEKCTYpOH Ul ONHOU NoBepXHOCTH. [locnennuil mapaMeTp onpenesseT HalpaBIeHUE «BBEPX» U1
HamMX TekcTyp. OH Takke BIUSET Ha TO, KaK TEKCTYpHbIE KOOPAUHATHI OynyT creHepupoBaHbl. Mbl
IPOCTO TOBOPUM, YTO OChb Z OyJIeT HalPaBICHUEM «BBEPX» JJISl HAIIEH IIOCKOCTH.

(0,0 (1,0

(0,1) (1,1)

Ha 4 mare mMbl co3aiu 3K3eMILISP IIOCKOCTH, KOTOPYIO Mbl TOJIBKO YTO CT€HEPUPOBAIIH C
nomoiisio MeshManager. UtoObI cienath 3T0, HaM HY>KHO UCIIOJIb30BaTh UM, KOTOPOE MBI ATl
IUIOCKOCTH BO BpeMs co3zfanus. lllar 5 npukpemiser cyluHocTh K CLEHe.

Ha sTane 6 Mbl yCTaHOBWJIM HOBBIM MaTepHall i SK3eMILIpa cymHocTH. Kaxknas cymHocTh
MMeEET MaTepuall, Ha3Ha4YeHHbIN €ii. MaTepuan OnuChIBaeT, KaKyro TEKCTypy MCIIOJIB30BaTh, KaK
OCBEIICHHE B3aMMOJICHCTBYET C MATEPHAIIOM, U €Il MHOTO 4ero. MbI y3HaeM 000 BCEM ITOM B
miaBe 0 Marepuanax. [1mockocTs, KOTOPYIO MBI CO37aJIH, TIOKA HE UMEET MaTepuaia, u,
CJIEZIOBATEIBHO, TOJDKHA PEHIEPUTHCS OebIM 1BeTOM. [10CKOIbKY MBI XOTHM BUIETH 3PQEKT OT
OCBEILEHMsI, KOTOPOE MbI CO3Aa UM Jlasiee, OelIblii He SIBISETCS HAaWTy4IlIuM [[BETOM IS
UCTIOJIb30BaHMs. MBI HCIIONB30BaIM MaTepuall, KOTOPBIH yxKe OnpeesieH B Karajore media. ITOT
Marepua pocTo A00aBIsAET TEKCTYpy ¢ KAMHSIMHU K HallleH MJIOCKOCTH.



,qo6aeneHue mo4e4Ho020 UCMO4YHUKa ceema

Tenepb, Koraa MbI CO3aaJIu IIJIOCKOCTD, YTOOBI BUIACTH S(b(beKT TOTO0, KaK CBCT BO3,I[CI>1CTBy€T
Ha Hally COCHY, HaM HY>KHO IIOGaBI/ITL HCTOYHHK CB€TA, YTOOBI YTO-TO YBUACTD.

BpeMFI Ana gencTeua — gobasBneHMe TO4e4YHOro UCTOYHMKA CBeTa

Mgl co31aIuM TOUYEUHBIN CBET U JOOABUM €T0 K Halllel CIieHe, YTOObI YBUIETh dPPEKT,
KOTOPBII OH JA€T HalleH CLEHE:
1. I[O6aBI>Te CJ'IG,HYIOH_II/Iﬁ KO IOCJIC YCTAHOBKH MaTcpHraja AJId MIOCKOCTH:
Ogre::SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
mSceneMgr->getRootSceneNode () —>addChild (node) ;

2. Co3zpnaiiTe HCTOYHUK CBeTa C UMeHeM Lightl u coobmute Ogre 3D, 4T0 3TO — TOUEUHBIN

HCTOYHHUK CBCTA.
Ogre::Light* lightl = mSceneMgr->createlLight ("Lightl");
lightl->setType (Ogre::Light::LT POINT) ;

3. VYcraHoBurte OBET OCBCIICHHA U ITO3HUIIUIO:
lightl->setPosition (0,20,0);
lightl->setDiffuseColour(1.0£f,1.0f,1.0f);

4. COSHaﬁTC cCpepy 1 YCTAaHOBHUTC €€ B O3 NCTOYHHKA CBCTA, 9TOOBI MBI MOIJIH BUICTD,
A€ OH:
Ogre::Entity* LightEnt = mSceneMgr->createEntity ("MyEntity",
"sphere.mesh") ;
Ogre::SceneNode* node3 = node->createChildSceneNode ("node3");
node3->setScale(0.1f,0.1£,0.1f);
node3->setPosition (0,20,0);
node3->attachObject (LightEnt) ;

5. CrxoMImImpynTe ¥ 3allyCTUTE MPUIOKEHHE; BbI OIKHBI YBHIETh KAMEHHYIO TEKCTYDY,
OCBEIIEHHYIO O€JIBIM CBETOM, U O HEMHOTO BBIIIIE TJIOCKOCTH.

4mo cny4unocb?

MpbI 100aBUIIM TOYSUHBIN UCTOYHHK CBETA K HAIIEH CIICHE, U UCTIOIB30Balu Oenyro chepy st
0003HaueHHUs TO3UITUN UCTOYHHKA.

Ha sTame 1, MBI co3manu y3ei CIeHbI U T0OaBHIIM €ro K KOPHEBOMY Y31y clieHbl. MBI co3nanu
y3€JI CLIeHbI, TOCKOJIBbKY HaM MTOHA00UTCS 3TO MO3XKe, YTOObI MOAKIIIOUaTh CBeTIyIo cdepy. [lepBas
MHTEpEeCHast BEIllb MPOUCXOIUT Ha dTare 2. Tam MbI co3alIi HOBBII HCTOYHHK CBETa, HCIONB3Ys
MCHCIKCP CUCHBI. Ka)KI[BIfI HCTOYHHUK CBCTA JOJIKCH UMETh YHHUKAJIIBHOC UMs, €CJIM MBI pClIacM
Jath eMy 3To uMs. Ecnu Mbl perraeM He ncnonb3oBath ums, Torga Ogre 3D crenepupyer ero 3a
Hac. MbI ucnionb30Bainu B kauecTBe uMeHu Lightl. Ilocne coznanusa Mbl cooOumin Ogre 3D, uto



MBI XOTUM CO3/1aTh TOYEYHOE OCBelIeHNe. ECTh TpH pa3nuyHbIX THIIa HCTOYHUKOB CBETA, KOTOPHIE
MBI MOJKEM CO3/1aTh, @ UMEHHO: TOUEYHbIE UCTOYHHUKH, TPOKEKTOPHI, U HAIIPABIEHHOE OCBELICHHE.
31ech MBI CO34aJIM TOUEYHOE OCBEIIEHUE; CKOPO MBI CO3[aIUM APYTue TUIBI HCTOYHUKOB cBeTa. O
TOYEYHOM MCTOYHHMKE CBETAa MOXKHO yMaTh KakK O JaMIO4Ke. DTO — TOYKa B IPOCTPAHCTBE,
KOTOpast OCBEIAeT Bce BOKPYT ceOs1. Ha aTane 3 Mbl U1 CO31aHHOTO HCTOYHHMKA CBETA YCTaHOBHIIU
€ro MO3MIHNI0 U 1BET. L[BeT Kak10ro NCTOYHMKA CBETa OMMCHIBAaeTCs KopTexkeM (1,g,b). Bee Tpu
napamerpa umerotT Auana3oH ot 0.0 7o 1.0 u npencTaBisiOT COOTBETCTBYIOLIYIO YacTh 1IBETA. 'T'
yCTaHaBIIMBaeT KpacHbIH, 'g' — 3enensiid, u 'b' — cunwmii. (1.0,1.0,1.0) — 370 6emnbrit, (1.0,0.0,0.0)
— KpacHbIii, U Tak qanee. OyHKIMsA, KOTOPYIO Mbl BbI3BaH, Obuia setDiffuseColour(r,g,b), xoTopas
MIPUHUMAET TOYHO 3TU TpU napamerpa ais 1seta. Lllar 4 nobasnser 6enyto chepy B MO3HUILHIO
HCTOYHHKA CBETA, YTOOBI MBI MOTJIM BUJIE€Th, IJI€ TOT UCTOYHUK HAXOAUTCS B CLICHE.

Have a go hero — po6aBnsiem BTOpOVI TOY€YHbIN UCTOYHUK CBeTa

JloGaBbTE BTOpOH MCTOYHUK cBeTa B mo3uIuio (20,20,20), KOTOPHIH OCBETUT CIIEHY KPAaCHBIM
cBetoM. Takke 100aBbTe APYryIo cdepy, YTOOBI MOKa3aTh, 1€ HAXOAUTCS dTOT UCTOUHUK. BOT Kak
3TO TOJDKHO BBHITIISICTS:

Job6aeneHue npoxxekmopa

MBI co3any TOUYeUHbI HICTOYHHK CBETA, a TETEPh MBI CO3/1aMM MPokeKTop (spotlight) —
BTOPOW TUI UCTOYHUKA CBETA, KOTOPHIH Mbl MOYKEM HCIIOJIb30BATh.

Bpemsa ons pencreusa — nod6aBneHme npoxekropa

MBI HCTIONB3yeM KOJI, KOTOPBIM MBI CO3/IaIH MIPEX/Ie, 1 MOJU(PHUIUPYEM €ro HEMHOTO, YTOObI
YBHJIETh KaK paboTaeT MpoXKEKTOop:

1. VYmamute koA, r7ie MbI CO3/1aJIM UCTOYHUK CBETA, M BCTABBTE CIEIYIONIUI KO AJIsi CO3AaHus
HOBOTO y3J1a CIIEHBI. BybTe 0CTOPOKHBI, UTOOBI HE YIAIUTh YaCTh KOJIa, KOTOPBIN MBI

UCTIONB3yeM Ui co3nanus LigthEnt. 3atem 100aBbTe CIEAYIONUN KOJ:
Ogre: :SceneNode* node2 = node->createChildSceneNode ("node2");

node2->setPosition (0,100,0);

2. CHoBa, co3/1aliTe HCTOUYHUK CBETA, HO TETIEPbh YCTAHOBHUTE €r0 THUI B MpokeKTop (spotlight):
Ogre::Light* light = mSceneMgr->createlLight ("Lightl");
light->setType (Ogre::Light::LT SPOTLIGHT) ;

3. Temneps 3amaiiTe HEKOTOPBIEC MTAPAMETPHI; MBI OOCYIUM, YTO OHH O3HAYAIOT, ITO3XKE:
light->setDirection (Ogre::Vector3(1,-1,0));
light->setSpotlightInnerAngle (Ogre::Degree(5.0f));
light->setSpotlightOuterAngle (Ogre: :Degree (45.0f));



light->setSpotlightFalloff (0.0f) ;

4. YCTaHOBUTE IBET OCBEIICHMS, U JOOABHTEC NCTOYHHUK CBETA K BHOBb CO3JIAHHOMY Y31y

CLCHBI:
light->setDiffuseColour (Ogre::ColourvValue(0.0£,1.0£,0.0£f));

node2->attachObject (1light) ;

5. CKOMHHHprﬁTe " 3alyCTUTC MPHUIIOKCHHUEC, 3TO JOJKHO BBITTIAACTE IPUMEPHO TAK:

4mo cny4unocb?

Mu1 CO3JaJId IPOKEKTOP TaK KE, KaK MBI CO31aJIN TOYCYHBIH HCTOYHHK CBE€Ta, MbI TOJIBKO
HCIIOJIB30BaJIM HECKOJIBKO JPYIruc nmapaMmeTphbl I CBETA.

[ar 1 cozmaér apyroit y3en ClieHbl, KOTOpbIi oHamoouTcs mozxe. Illar 2 co3maér cBet Tak
JKe, KaK MbI JeJIalid IPEXK/I€; Mbl TOJIBKO UCIIOIB30BAJIHU JAPYTrOil TUI UCTOUHHUKA CBETAa — HA TOT
pa3 Ogre::Light::LT SPOTLIGHT, ato0s! mony4uTth npoxkektop. llar 3 — neiicTBUTEIBHO
MHTEPECEH; TaM Mbl HACTPOWJIN Pa3INYHbIC TApaMETPhI IS POXKEKTOpa.

lpoxxekmopsbi

[TposkeKTOpBI — MPOCTO TOAO0OHBI (HOHAPSAM 10 cBOeMY dPQEKTy. Y HUX €CTh MO3UIHS, TIe
OHM HaxXOJSATCS, U HAIIPaBJICHHE, B KOTOPOM OHU OCBEIIAIOT CLIEHY. JDTO HampaBlieHue ObUIO MepBOit
BEIIbI0, KOTOPYIO MBI YCTAaHOBHJIU TIOCTIE co3Manus cBeta. Hanpapnenue (direction) mpocto
OTIpEe/IETISIeT, Ky/la yKa3bIBaeT MPOKeKTop. CIeayonMu IByMsl TapaMeTpaMy Mbl YCTaHOBUIIN
BHYTPEHHUH M BHEITHUHN YIJIBI IPOXKEKTOpa. BHYTpEeHH:Is 4acTh MPOXKEKTOPa OCBEMaeT 00IacTh ¢
MOJTHOM MOIIHOCTBIO UCXOJHOTO UCTOUHMKA CBETA. BHENIHAS YacTh KOHYCa UCIIOIb3yeT MEHBIIYIO
MOIIHOCTh CBETA, OCBEIIAst OOBEKTHI. DTO CICIAHO, YTOOBI AMYITHPOBATH AIPPEKTHI PECATHHOTO
donaps. PeanbHblil poHaph TaKkke UMEET BHYTPEHHIOIO YacTh U BHEIIHIOI, KOTOPasi OCBELIaeT
obmnacTh ciabee, 4eM IEHTP npokekTopa. InnerAngle u OuterAngle, KOTOpbIE Mbl YCTAHOBUIIH,
OTIPEIETISIOT, HACKOJIBKO OONBITUMHI BHYTPEHHSS ¥ BHEIIHSSL YacTU JOKHBI ObITh. [loce
YCTaHOBKH YIJIOB, MBI yCTaHOBIIIN mapameTp cnazaa (falloff). OToT mapameTp omnmceiBaeT, CKOIBKO
MOIIHOCTH CBET TEPSIET, OCBEIas BHEITHIOIO YacTh CBETOBOTO KOHyca. UeM fanbliie ocBemaeMas
TOYKA HAXOJHUTCS OT BHYTPEHHETO KOHYCA, TEM CHIIbHEE CIIaJ BIHsIET Ha TOUKy. Ecim Touka
pacmoiokeHa 3a ImpeeiaMyi BHEITHET0 KOHYCa, TOTIa OHA HE OCBEIICHA MTPOKEKTOPOM.



Quter angle

angle a...‘hu
—

Outer angle

Me1 ycranoBunu falloff (cnam) B Hynb. TeopeTH4eCKU, MbI IOJDKHBI BUJETh OTITMYHBIN
CBETOBOM KPYT Ha IJIOCKOCTH, HO OH MOJTYYWICS JOBOJIBHO CMa3aHHBIM U A€(OPMHUPOBAHHBIM.
[IpuurHa 3TOr0 B TOM, YTO OCBELIEHUE, KOTOPOE MBI UCIIOJB3YEM B JAHHOE BPEMSI, HCIOIb3YET
TOYKH TPEYTroJbHUKA TUIOCKOCTH, YTOOBI BRIYUCIIATH U IPUMEHATH OCBelieHue. [1pu co3nanuu
MI0CKOCTH, MBI cooOmmm Ogre 3D, 4To MI0CKOCTh TOJDKHA OBITH co3nana u3 20X20 cerMeHToB.
DT0 — MOBOJBHO HU3KOE pa3pelieHre sl TAKOW OOJBINOH MITOCKOCTH, YTO 03HAYAET, YTO CBET HE
MOKET BBIYMCIIATHCS JOCTATOYHO TOYHO, OCKOJBKY 3/1€Ch CIMIIKOM Majlo TOYEK JJIs IPUMEHEHNUS
K 007acTH, 4T0OBI clienarh KPYT MIaBHBIM. Tak, 9ToObI MOMYYHUTh JTy4lliee KaueCTBO PEeHEpa, MbI
JIOJKHBI YBEJIMYUTh KOJTUYECTBO CETMEHTOB IJIOCKOCTH. CKaXXeM, Mbl YBEITUYUM KOJIUYECTBO
cermeHTOB ¢ 20 10 200. Kox co3naHus IIIOCKOCTH CTaHET MOXOKUM Ha TaKOH 1OCJe yBEIHUEHUS:

Ogre: :MeshManager: :getSingleton () .createPlane ("plane",
ResourceGroupManager: :DEFAULT RESOURCE GROUP_NAME, plane,
1500,1500,200,200, true,1,5,5,Vector3: :UNIT 7Z);

Teneps mocie NEPEeKOMIMIALUN U TIEPE3aAyCKa IIPUIOKEHM S, MBI ITOJIy4MM XOPOILIEee
KPYIJIOE IIATHO CBETA OT HALIETO MIPOXKEKTOPA.

Kpyr Bce eiie He naeanbHbIi; €CIU HY’KHO, Mbl MOIVIM OBl YBEIMUYUTH KOJMUYECTBO CETMEHTOB
IUIOCKOCTH, YTOOBI CAENAaTh €ro COBEpIIEHHBIM. CyIIECTBYIOT pa3JInYHbIE METO/IbI OCBELLIEHUS,
KOTOPBIE JTAIOT JYYILINE Pe3yNbTaThl Ul IVIOCKOCTH ¢ HU3KUM pa3pelieHHeM, HO OHU — JJOBOJIBHO
CJIOXKHBI, U cefiyac TOJIbKO BHECYT ImyTaHUIly. Ho qake mpu ClI0KHBIX METOJjaX OCBEIIEHHUS, OCHOBbI
OyZnyT TEMH e, U Mbl CMOYKEM H3MEHHUTh CXEMY HAlllero OCBEILEHHs O3KE, UCIOIb3YS TOT XKe
UCTOYHHK CBETA, YTO MBI CO3/AJIU 3/1ECh.

Ha stane 4 mMb1 BuanMm napyroii crioco0 onucanus 1sera B Ogre 3D. [pexae Mbl
WCTIONB30BAJIA TPH BEIWYHHEI, (1,2,b), 4TOOBI 3a/1aTh M y3HBINA [[BET HAIIIETO UCTOYHHUKA CBETA.
3neck Mbl ucnionbsizoBanu Ogre::ColourValue (r,g,b), KOTOpBIN B OCHOBE CBOEH TO K€ caMoe, HO
W30JINPOBAH (MHKATICYJIUPOBAH) B KJIACC C HECKOIBKUMU JIOTIOTHUTEILHBIME (DYHKITUSIMU, U, TAKHAM



06p2130M, OH ACJIaCT CMBICII 3TOIO IMapaMeTpa 0oliee SICHBIM.

Mon JNIApHasA BUKTOPUHA — pa3yindHblieé UCTOYHUKUN CBeTa

Onummurte pasianduAa MEKIAY TOUCHHBIM CBETUJIIBHHUKOM U IMPOKEKTOPOM B HECKOJIBKUX CJIOBAX.

Have a go hero — cmewmBaHuMe LBeTOB OCBeLLEeHUs

Cozpnaiite BTOPOU MPOXKEKTOP, PACTIOIIOKEHHBIA B JPYTOM MECTE 110 CPABHEHMIO C IIEPBBIM
poKeKTOpoM. [laiiTe 3TOMy NPOXKEKTOPY KpacHBIN IIBET U CIIO3ULIMOHUPYNUTE €r0 TAKUM 00pa3om,
4TOOBI KPYI'M 000X MPOXKEKTOPOB CJIeTKa MEepeKpbIBAJIN APYT Apyra. Bbl 10MKHBI yBUAETH, KaK
I[BET CMEIINBAETCS B 00JIACTH, T/I€ 3€JICHBIM U KPACHBIN JIy4H TEPEKPHIBAIOTCA.

HanpaeneHHOe oceeuwjeHue

MBI co3fianu NpoXKeKTOphl U TOUeUHOE ocBelleHne. Teneps Mbl coOupaeMcs co3aaTh
MOCTIEHUI THT OCBelIeHus: — HarnpasieHHoe (directional) ocBemenue. HanmpaBieHHbIi cBeT —
3TO CBET OT UCTOYHMKA, HAXOJAIIETOCs /1aJIeKO, U OH UMEET TOJIBKO HalpaBieHHE U IIBET, HO HET
HUKAKOIO CBETOBOI'O KOHYyCa WJIU pajuyca, HOA0OHO OCBEIICHUIO MPOKEKTOPOB UM TOUEUHBIX
CBETWJIBHHUKOB. O HEM MOXKHO JyMaTh, KaK O COJHIE. /1 Hac COMHEUHBIN CBET UCXOAUT C OJHOTO
HaIpaBJICHUs, HAIIPABJICHUS HAa COJIHLIE.

BpeMﬂ ANnA AenNcTBUA — co3faHue HanpaBJ/ieHHOro ocBeLlleHunsA

1. VYmanute Bech cTaphlil Kol B GYHKIMH createScene(), 3a UCKIIOYEHUEM KOJIa, CBI3aHHOTO C
IUIOCKOCTBIO.

2. Co3paiiTe UCTOYHUK CBETA, U 33/IaiiTe €ro THUIl Ha HanpaBieHHbIH (directional) cBer:
Ogre::Light* light = mSceneMgr->createlLight ("Lightl");

light->setType (Ogre::Light::LT DIRECTIONAL) ;

3. 3apnaiiTe ocBelIEeHUIO OBl IBET M HAIIPABJICHUE JIyYeH BHU3-BIIPABO:
light->setDiffuseColour (Ogre::ColourValue (1.0£,1.0£,1.0£f));

light->setDirection (Ogre::Vector3(1,-1,0));
4. CKOMIMIIMPYWTE U 3aIyCTUTE NPUIOKEHHE.



4mo npousowno?

MBI co3fa/Iu HAIIPaBICHHOE OCBELICHUE U HACTPOUIIH, YTOOBI OHO CBETUJIO BHU3 U BIIPABO C
nomouslo setDirection(1,-1,0). B npensiaynux npumepax y Hac Bcerja Obljia OTHOCUTEIbHO
YyepHasi IJI0CKOCTh, @ HeOOIIbIIast YacTh TUNIOCKOCTH OblIa OCBEIEHA HAIIMM TOYE€YHBIM UCTOUHHUKOM
WIH NTPOKEKTOPOM. 3/1€Ch MBI HCIIOJIb30BAJIN HAIIPABJICHHBIHN CBET U, CJIEA0BATEIbHO, OCBETUIIH BCIO
iockocTh. Kak ObUTO CKa3aHO paHbIe, O HAIIPaBICHHOM CBETE MOXHO JyMaTh, Kak O COJIHIIE, a
COJIHIIE HE UMEET paJiuyca 3aTyXaHHs WK 4ero-HuOyap emE. Tak, Korja OHO CHSIET, OHO OCBEILAeT
BCE BOKPYT; TO K€ SIBJISIETCA UCTUHOMW I HAIIETO HAIPaBJICHHOIO OCBEILEHUS.

Mon NAPHaA BUKTOPUHaA — pa3JindiHble TUMNbl OCBEeLleHUA

BcenomnuTe Bee TpH THIIA UICTOUHUKA CBETA, KOTOpble ecTh B Ogre 3D, u ykaxuTe pa3inyus.

Omcymcmeyroujas eeujb

Mgl yxe 100aBIIM CBET K Halllel CIIeHe, HO YTO-TO MPOIyCTUIU. UTO IMEHHO MPOMyLIeHO,
OyZIeT TI0Ka3aHo B CIEAYIOLIEM ITPUMEpE.

Bpemsi onsa gencTBus — NOUCK NPonyLweHHOro

MBI HcTIONb3yeM NPEeAIOKEHHBINH paHee KoJl, YTOObI HalTH, YTO MPOMYIIEHO B HAlleH CIIEHE.

1. Tlocne cozmanus OcBelIeHUs, 100aBbTE KO CO3MaHus dK3eMIusipa Sinbad.mesh, a Taxxke

CO37alTe y3€Il U MOAKIIUNTE MOJIENb K HEMY:
Ogre::Entity* Sinbad = mSceneMgr->createEntity ("Sinbad", "Sinbad. mesh");

Ogre::SceneNode* SinbadNode = node- >createChildSceneNode ("SinbadNode") ;

2. 3arem yBenuubTe pasMep CuaOana B TpH pasa, ¥ IEPEMECTHTE €T0 HEMHOTO BBEPX; B
MIPOTUBHOM CITy4ae, OH OyJIeT BOTKHYT B INIOCKOCTh. Takke 700aBbTe €ro K y3IIy CICHBI,

4TOOBI OH OBLT OTPEH/IEPEH:
SinbadNode->setScale (3.0f,3.0f,3.0f);

SinbadNode->setPosition (Ogre: :Vector3(0.0£,4.0£,0.0f));
SinbadNode->attachObject (Sinbad) ;

3. CxoMnuIMpyiTe U 3aITyCTUTE MPUIIOKEHUE.



Umo npousowsno?

Mpr no6asuim sx3emiusip CuaOana B Hanry crieHy. Haia ciiena Bce ere ocBeIeHa, HO MbI
BUUM, yTo CuHOa He 0TOpachIBaeT T€Hb, UTO JOBOJIBHO HepeaTucTHuHO. CleAyIOIuUM I11aroM
HY)KHO TOOABUTH TEHU B HAIITy CIICHY.

Job6asneHue meHelu

bes Teneit 3D-crieHa He BRIIIAIUT MOJHOCTHIO 3aBEPIIICHHOM, TaK JTaBaiTe 100aBUM HX.

Bpemsa ans npencreua — nobaBneHne TeHU

Hcnonb3yiite npeaspl Iy Koa.
1. Tlocne moGamieHHs BCETO OCTAIBLHOTO KoAa B GYHKIUU createScene(), noOaBbTE

CICOYIOIIYIO CTPOKY:
mSceneMgr->setShadowTechnique (Ogre:: SHADOWTYPE STENCIL ADDITIVE);

Umo npousowsno?

C noMo1ibio BCEro 0IHOM CTPOKH Mbl J00aBWIM T€HH B Hainy cueny. Ogre 3D nenaer
OCTaJIbHYIO 9acTh paboThl 3a Hac. Ogre 3D moanepkuBaeT pa3InIHbIC METOIBI 3aTCHEHUS. MBI
ucnob3oBau nooarneHnsie (additive) ctencunbHbIe (stencil — Tpadaper) Tenu. Tpadaper
03HAYAET CrenuaIbHbIA Oydep TeKCTYphI, HCIIOIB30BAHHBIN MPU peHAepe CIeHbBI. JJoOaBneHHBIS
MOJPa3yMEBAET, YTO CLIEHA PEHACPUTCS OAUH pa3 U3 MEPCIEKTUBBI KaMEpPbl, U BKJIA]] KaXkI0TO
HCTOYHHKA CBETa OyJEeT MPOCYMMHUPOBAH B OKOHUATEIILHOM M300paXCHUH. JTa TEXHUKA CO3/1aeT
XOpOUINE Pe3ybTaThl, HO TAKXKE OYEHb JJOPOTa, MOCKOJIbKY KaXK[blii HICTOYHHUK CBETA J100aBIsSET
JIOTIOJTHUTEBHBIN TIPOX0A peHaepa. Mbl He OyZieM B1aBaThCs B IOAPOOHOCTH TOTO, KaK pabOTaIOT
TEHH, MIOCKOJIBKY 3TO — CJIOXKHAasi 006JacTh. MHOTO KHUT MOXHO Hamucarb 00 3TOl TeMe, U KpoMe
TOTO, METOJIBI 3aTCHEHUS OBICTPO MEHSIOTCS M MHTEHCUBHO Hcclenytores. Ecimu Bac
3aMHTEpECcOBaJIa 3Ta TeMa, Bbl MOXKeTe HalTH UHTepecHbIE cTaThu B KHIKHOU cepun GPU Gems
xopriopauuu NVIDIA, kamxkHoii cepun ShaderX, u B mporokonax koHpepenuu Siggraph
(http://www.siggraph.org/).



http://www.siggraph.org/

Co30aHue kamepbl

Jlo cux mop MbI BCer/ia UCTOIb30BalId KaMepy, KOTOPYIO CO3/1aBaj 3a Hac KIJIacc
ExampleApplication. Teneps naBaiite co3nanum e€ camu. Kamepa, kak u npe/mnonaract Ha3BaHHe,
CHUMAET YacTh HaIlIeH CIIEeHbI U3 OMpPENeICHHON NO3UIUU. B KOHKpETHBII MOMEHT BPEMEHH
MOYKET TOJIBKO OBITH O/IlHa aKTUBHAs KaM€pa, IIOCKOJIbKY Y HAC TOJIBKO €CTh OAWH BBIBOA, TO €CTh,
Hail MOHUTOpP. Ho BMoIHE BOBMOXKHO HCIOIB30BaTh HECKOJIBKO KaMep Ha OJIHOM clieHe, Koraa
Ka)KJasl PEHACPUT IIOCIIE IPYTOM.

Bpems ansa gencrena — cosfgaHue Kamepbl

Ha stoT pa3 Mbl He Oynem nepenensiBaTh GYHKIUIO createScene(); TPOCTO OCTABBTE €€ TAKOM,
Kakoi oHa ObuTa — C 3Kk3emMIuIsIpoM CHHOAIa U TEHBIO:

1. Coznaiite HOBYIO MycTyr0 (QyHKIIHIO ¢ MeHeM createCamera() B Kilacce
ExampleApplication:

void createCamera () {
}

2. Co3pnaiite HOBYIO KaMepy, ¢ umeneM MyCameral n npucBoiite e€ nepemenHoil mCamera:
mCamera = mSceneMgr->createCamera ("MyCameral") ;

3. 3agaiiTe MO3UIMIO KaMEPbl U HAMPABBTE €€ B3IVIS]] HA HYJEBYIO TOUKY:
mCamera->setPosition(0,100,200);
mCamera->1lookAt (0,0,0);
mCamera->setNearClipDistance (5) ;

4. Tenepb UBMEHUTE PEXKUM PEHEPA B KAPKACHBIMN:
mCamera—->setPolygonMode (Ogre: :PM WIREFRAME) ;

5. CxoMIWIMpyHTE U 3aIlyCTUTE MPUIIOKEHUE.

Umo npousowno?

Mp1 nepenucanu meton createCamera(), KOTOPbIi U3HAYAIBHO CO3/IaBal KAMEpy U CTaBUII €€
B onpenenénHoe Mecto. [locne co3nanus, Mbl 3a/1a11 MMO3ULIMIO, U UCTIOJIB30BAIN (PYHKIIHIO
lookat(), uToOBI HACTPOUTH B3MIS KaMephl Ha Hayano kKoopauHat. CIeayroniM aroM Mbl
YCTaHOBWJIU OnmkHee (near) pacctosinue orceueHus. Kamepa MoxkeT BUAETh TOJIBKO YacT 3D-
CIIEHBI, TaK YTO PEHAECPUTH €€ MOIHOCTHIO OBLIO OBl MYCTOM TPATOM AParolleHHOTO0 BpeMEH!
rpauuecKoro ¥ HEHTPATBHOTO MPOIecCOpoB. [ Toro, 4ToObI MPETOTBPATUTH ITO, TEPET
peHiepoM OOJIbIINE YaCTH CIIEHBI «OTpe3aroTcs» OT He€ MeHemkepoM ClieHbl. PeHiepsaTcs: TONbKO
00BEKTHI, BUAUMBIE B KaMepe. IToT mar Ha3bsiBaeTcs culling (BriOpakoBka). Tonbko Te 0OBEKTHI,
KOTOPBIE HAXOMATCS JaJIbIIE, YEM TIIOCKOCTh OTCEUEHUS near, U ONInxKe, YeM MI0CKOCTh OTCEUCHUS
far, OynyT OTpEHIEPEHBI, T.€. TOJIILKO KOT/Ia OHM HAXOIATCS B yCCUEHHOW MUPaMHU/IE, Ha3bIBAEMOM
view frustum kamepsl. Bug frustum sBnsieTcss TMpaMuioN ¢ OTpe3aHHBIM BEPXOM; TOIBKO OOBEKTHI,
HAXOJISIIMECs BHEH, KaMepa MOXKET YBHJIeTh. bombIiie nH(OpMaIiuu MOXKHO HAUTH I10 aJipecy



http://www.lighthouse3d.com/opengl/viewfrustum/. Mbl ycTaHOBUIIH IJIOCKOCTh OTCEUEHUs near B
3HauyeHue 5. Korna Ber ucrnonb3yete Oonbliee 3Ha4YCHUE, TO OOJBIIAs YAaCTh CICHBI, PACTIOIOKEHHAS
OKOJIO KaMephbl, 3TO OyIeT OTpe3aHa M CTAHET HEBHIUMOI.

Camera

f|Clipping Plane

Far Clipping Plane

3areM Mbl U3MEHWIHN PEXHUM PEHIepa Ha KapKacHBIA. ITOT ApPEKT MbI OTyYaeM Npu
Ha)xxaTuH Ki1aBuIIM R, kak cka3zaHo paHee, Tak ke, KaK TOrja, KOrJia Mbl 3aX0TeNId YBUIETh
TpeyroibHUKH maockocTu. C momoirsio R 31oT 3pdexT Taxke MoxkHO 0TMeHHUTh. Korna
MIPWIIOKEHHUE CTAPTYET, MBI BUJIUM Pa3IMuUe 10 CPABHEHHIO C TEM, YTO OBLJIO paHbIe; KaMmepa —
teneps Boilie CuHOaa 1 HanpasiieHa BHU3 1ol HUM. [lepen nepesamnuckio GpyHKIIUN
createCamera(), Ipy HaYaJIbHOM IOJIOKEHUM KaMepa 3aBrcajia HEBBICOKO HaJl INIOCKOCTBIO, B3IV
HafpasJeH Ha Hayaso koopauHatr. C nomoisio setPosition(0,100,200) Mbl yCTaHOBUIIN KaMepy
BBIIIIE, YEM TIPEXK/IC; CACAYIOMIMN CKPUHIIIOT MOKa3bIBaeT u3MeHeHne. OJIMH UHTEPECHBIN aCTeKT,
KOTOPBIM MBI MO>KEM HAOJIOaTh, TO, YTO JaXKE MOCTE TOTO, KaK MbI CO3/IaIH Halll COOCTBEHHBIN
AK3EMIUTSIP KaMEPbl, MBI BCE €I11€ MOXKEM JIBUTAThCS 10 CIIEHE, KaK MPexk/ie. ITO BOZMOXKHO,
MOCKOJIBKY MBI HCIIONIb30BaJIM nepeMeHHyto-wieH mCamera knacca ExampleApplication. Ona
ucnonb3yercs B ExampleApplication st ynipaBleHUs HAIIe KaMepou, U, TAKHM 00pa3oM, MOXKET
ObITH MO UIIMpoBaHa. OHA BayKHAS XapaKTEPUCTUKA KaMepbl — OHA MOXET TaK)Ke ObITh
MIPUJIOKEHA K Y31y CIIEHBI, U OyIeT pearupoBaTrh TEM Ke CII0cO00M, KOTOPBIM CYIITHOCTH (entity)
JEHCTBYET, KOT/Ia OHa MPHJIOKEHA K Y3J1y CIICHBI.

Have a go hero — genaem 6onbLlue

[TorrpoOyiiTe UCTIONB30BaTh pa3INYHbIC TIO3UIUHU 1 TOUYKH 0030pa (look at) , yToOBI yBUAETS,
KaK 3TO BIIUSET Ha CTAPTOBYIO MO3HIIUIO KAMEPHI.

Taxoke nonpoOyiTe yBeIMUUTh PACCTOSIHUE OTCEUEHUS near, U IOCMOTPUTE, Kakor 3P dexT
3TO BO3BIMEET. DTO JOHKHO MPUBOAUTH K CTPAHHBIM U300pa’keHUSM, IOA00HO CIIEAYIOIIEMY, [Ie
MBI MOXEM IOCMOTpeTh B rojioBy Cunbana. PaccrosiHue orceuenus near Obl1o yctaHosiaeHo Ha 50,
YTOOBI OJTYYUTH 3Ty KAPTHHKY.



http://www.lighthouse3d.com/opengl/viewfrustum/

Co30aHue nopma npocmMompa

TecHo meperuieTeHo ¢ MOHATHEM KaMephl IPYTroe MOHITHE — MOPT MpocMoTpa (viewport).
[ToaTomMy MBI cO31a1UM Halll cCOOCTBEHHBIN MOPT npocmotpa. [lopt npocmorpa — 2D-
MIOBEPXHOCTb, KOTOPasi UCIIONIL3YETCs JIIs peHiepa. Mbl MOXKEM JlyMaTh O HEM, Kak 0 Oymare Ha
KoTopoii momydaercs (oro. bymara umeer nser ¢ona (background color), u ecnu dporto He
3aKpBIBACT ITOT PETHUOH, TO IBET ()OHA OYIET BUIUMBIM.

BpeMFI ONns eUCTBUA — aenaem YTO-TO, UTO UNNKOCTPUpyeT Bellb "B

aencrtBun”

MBbI ucnonb3yeM Ko, KOTOPbIA Mbl HCTIOJIb30BAIN MIPEXKIE, U CHOBA CO3/IUM HOBBIN ITyCTOM
METOJI:
1. VYnamute Be3OB DyHKIMU setShadowTechnique() w3 dynkuuu createCamera(). Mbl He
XOTHUM, YTOOBI Hallla CIieHa OblIa H300pakeHa KapKaCHOM pexXHIMe.

2. Cozpnaiite mycToi MeTon createViewports():
void createViewports() {

}

3. CoznaiiTe mopT IpOCMOTpa:
Ogre::Viewport* vp = mWindow->addViewport (mCamera) ;

4, Ycra"HoBuUTe OBET (l)OHa N COOTHOLICHUC NINPHUHBI K BBICOTEC:
vp->setBackgroundColour (ColourValue (0.0£,0.0£,1.0£f));
mCamera->setAspectRatio (Real (vp->getActualWidth()) / Real (vp-
>getActualHeight ()));

5. CKOMOUIMPYWUTE U 3aITyCTUTE MPUIIOKEHUE.

4mo npousowno?

MBsI coznanu mopt npocMoTpa. UToObl caenarh 3To, HaM HY>KHO MEepeaaTh KaMmepy B
¢bynkuio. Kaxxapiil mopt npocMoTpa MOXKET peHIepUTh BT TOJILKO OJHOM KaMepbl, Tak uto Ogre
3D oGecnieunBaeT oHa Kamepa, JaHHYIO TPH co31anui. KoHedHo, kamepy MOYXHO TIOMEHSITh
BIIOCJICACTBUH, UCIIONB3Ys MOAXOAAIINe QYHKINH getter U setter. Hanbomnee 3aMeTHOE H3MEHEHHUE B
TOM, 4TO IBET (pOHA M3MEHUIICS C YePHOTO Ha cHHUU. [IprunHa 1okHa ObITh OUYEBUTHA: HOBBIN
HOPT MPOCMOTpPa UMEET CHHUH 1BET (POoHA; MBI 3a1a/K 3TO Ha 1mare 3. TakKe Ha STOM IIare Mbl
ycTaHOBHIHN aspect ratio — k03 (GUIIMEHT COOTHOMIECHHSI ITMPUHBI K BBICOTE BU3YAITH3HPYEMOTO
N300pakeHHsT; B MaTEMaTHYECKUX TEPMUHAX: aspect ratio = IIMpUHA OKHA, pa3/eNéHHas Ha BBICOTY
OKHa.

Have a go hero — urpaem Cc pa3nmmiyHbiMn COOTHOLUEHNAMU

[TonpoOyiiTe mourpark ¢ pa3HbIMHU 3HAYECHUSAMH aspect ratio U MOCMOTPUTE, KaK 3TO BIMSET Ha
noixy4yeHHoe nzobpaxkenue. Takxke namenure et GoHa. Bot kapTuHka, riae mMprHa B
COOTHOIICHHUH pa3ZeiieHa Ha IIATh.



moe

B 3To0ii raBe MbI 100aBUIIN OCBEILIEHUE U TEHH K HAIlleH CIIEHe, CO3/aly MOPT IPOCMOTPA, U
pabotanu ¢ viewfrustum.

ITogpoOHee, Mbl U3yUHITU

* Kakwue MoryT ObITh HCTOUHUKH CBETA, M KAK OHU MOTYT MOAM(DUIIUPOBATH BU/I HAILICH CLIEHBI
* JloGaBneHue TeHE Ha HaITY CIIEHY
* Co3nmanue Hanreli cOOCTBEHHOH KaMepsl, frustum, 1 mopra nmpocMoTpa:

B cnenyroreii rmaBe Mbl y3HaeM Kak 00pa0daThiBaTh BBOJI MMOJIB30BATENS C KIABUATYPHI U
MBbIIIK. MBI TaK)Ke Y3HaeM, 4TO Takoe Framelistener, u Kak HCIIOJb30BaTh €T0.



4 NMonyyeHne BBOAA Nonb3oBaTesifa U UCNOMb30BaHue
Frame Listener

Jlo cux mop MBI BcerJa co3aBajil M300pakeHUs, KOTOpbIe OBLIN
CTaTMYECKHMH, W B HHX HHYETO HE JIBHTAJIOCh. B 3TOi TiiaBe MBI
W3MEHUM 3TO.

B stoli Ti1aBe, MbI Oyzem:

* Wsyuare FrameListener

* VY3HaBarh, Kak 00pabaThIBaTh BBOJ MOJIH30BATEIS

*  OObeauHATH 00a MOHATHUS, YTOOBI CO3/1aTh HaIlle COOCTBEHHOE yIpaBIEHUE KaMepoi
Urak, naBaiiTe IpOgOJIKUM. ..

lToO2omoeka cueHbI

[Tepen moGaBieHreM NBMXKEHHS Ha HAIly CIICHY, HAM HY)KHA cama CIIeHa, Ha KOTOPYIO MOXHO
4TO-TO 100aBUTh. Tak AaBaliTe CO3MaINM CIICHY.

Bpems ansa nencrteBmMsa — noarotoBKa CLUEHbI

MBI BCTIOTB3yeM HEMHOTO OTVIMYAIOIIYIOCS BEPCHUIO CIIEHBI U3 TIPEIICCTBYIOIICH TIIaBhI:

1. VYnanure Bech ko B pyHKIMAX createScene() u createCameral().

Hazosume knacc, nacneoyemwiti om ExampleApplication umenem Example25. — 006. nep.
2. VYnanure QyHKUMIO createViewports().
3. Jo06aBbTe HOBYIO IEPEMEHHYIO-WICH K KiIaccy. JTa MepeMeHHas-YIeH SBISETCS yKa3aTeaeM

Ha y3¢€JI CLICHBI:
private:

Ogre::SceneNode* SinbadNode;

4. Co3zmaiiTe IIOCKOCTh U T00aBETE €€ K CIIeHe, UCTIONIb3Ysl METOI createScene():
Ogre::Plane plane(Vector3::UNIT Y, -10);

Ogre: :MeshManager::getSingleton () .createPlane ("plane",
ResourceGroupManager: : DEFAULT RESOURCE GROUP_ NAME, plane,
1500,1500,200,200,true,1,5,5,Vector3: :UNIT Z);

Ogre::Entity* ent = mSceneMgr->createEntity ("LightPlaneEntity", "plane");

mSceneMgr->getRootSceneNode () ->createChildSceneNode () - >attachObject (ent) ;

ent->setMaterialName ("Examples/BeachStones") ;

5. 3arem no0aBETE OCBEILEHHUE K CIICHE:

Ogre::Light* light = mSceneMgr->createlLight ("Lightl");

light->setType (Ogre::Light::LT DIRECTIONAL) ;

light->setDirection (Ogre: :Vector3(1l,-1,0));

6. Ham Taxke HyxeH sx3eMiuisip CuaOana; co3maiTe y3ei U MOIKIIOYUTE IK3EMIUIAP K HEMY:
Ogre::SceneNode* node = mSceneMgr->createSceneNode ("Nodel") ;
mSceneMgr->getRootSceneNode () —>addChild (node) ;

Ogre::Entity* Sinbad = mSceneMgr->createEntity ("Sinbad", "Sinbad. mesh");

_SinbadNode = node->createChildSceneNode ("SinbadNode") ;

_SinbadNode->setScale (3.0£,3.0£,3.0f);

_SinbadNode->setPosition (Ogre::Vector3(0.0£,4.0£,0.0£f));

_SinbadNode->attachObject (Sinbad) ;



7. MBbI TaKxe XOTUM, YTOOBI B 3TOH clieHe 0TOOpakaIuCh TEHU; TaK YTO aKTUBU3HPYEM HX:
mSceneMgr->setShadowTechnique (SHADOWTYPE STENCIL ADDITIVE) ;
8. Cosnaiite kamepy, ycranoBute e€ B nosunuio (0,100,200), u 3anaiiTe HarpaBieHrue B3MIAaa

Ha (0,0,0); He 3a0ynbTe 106aBUTH KoA K pyHkmu createCameral):
mCamera = mSceneMgr->createCamera ("MyCameral") ;

mCamera->setPosition(0,100,200);
mCamera->lookAt (0,0,0);
mCamera->setNearClipDistance (5);

9. CxoMnunupyuTe U 3alyCTUTE NPUIOKEHNE, U Bbl JOIKHBI YBUIETH CIEAYIOLIEE
n300paKeHue:

4mo npousowno?

MBI MCTIOB30BAIN 3HAHMS, MIOJTYYEHHBIE B IPEIECTBYOIIUX [IABAX, AJI CO3aHUs CLICHBI.
BbI 10/mKHBI OBITH CIOCOOHBI TOHUMATh, YTO MPOUCXOAUT. ECiu HEeT, BbI TOJDKHBI BO3BPATUTHCS K
IIPEAIIECTBYIOIINM ITIaBaM U YUTaTh UX CHOBA, [IOKAa HE MOWMETE BCE.

JJob6aeneHue O8uXXeHUs1 Ha CUeHYy

MpI co3nanu Hally CIIeHy; TeNeph JaBaiiTe 100aBUM JBUKEHUE K HEH.

Bpems ans gpencrema — nobaBneHne ABUXEHUA K CLLIeHe

o cux nop y Hac ObLI TOJIBKO OAMH KJIacc, a UMeHHO, ExampleApplication. Ha 3ToT pa3 Ham
HY)KEH elE OJUH:
1. Co3znaiite HOBBIN Kiacc, Ha3oBuTe ero Example25FramelListener, u caenaiite ero myoanyHO

yHacienoBanHbeIM oT Ogre::FrameListener:
class Example25Framelistener : public Ogre::FramelListener

{
b
2. JloGaBbTe MpUBATHYIO NIEPEMEHHYIO-UJICH, C TUIIOM yKa3arenb Ha Ogre::SceneNode, n

UMEHEeM _node:
private:

Ogre::SceneNode* node;

3. JloGaBbTe myONMMYHBIN KOHCTPYKTOP, KOTOPBIH IPUHUMAET yKa3atenb Ha Ogre::SceneNode B
KauyecTBE MapaMeTpa U MPUCBAUBACT €T0 MEPEMEHHON-UICHY:
public:
Example25Framelistener (Ogre: :SceneNode* node)

{



_node = node;
}

Jlo6aBbTe HOBYIO (DYHKIIUIO, C UMEHEM frameStarted(FrameEvent& evt), KOTOpbIN CABUTACT

(translate) yzen Ha (0.1,0,0), a 3aTem Bo3BpalaeT UCTUHY (frue):
bool frameStarted(const Ogre::FrameEvent &evt)

{
_node->translate (Ogre::Vector3(0.1,0,0));
return true;

}

Hanee pabomaem ¢ kraccom Example25 — 000. nep.

JloGaBbTe B CEKLIUIO private HOBYIO IEPEMEHHYIO-UJIEH U1l COXPAHEHUs yKa3aTels Ha
FramelListener, KOTOPBI MbI CO31aIUM TTO3XKE:

Ogre: :Framelistener* FramelListener;

Jlo6aBbTe KOHCTPYKTOP, C HAYaJIbHBIM NPUCBauBaHUEM yka3zarens B NULL, u necTpykTop,

KOTOPBIN YHUUTOXKAET FramelListener py 3aKPbITUH IPUIIOKEHUS:
Example25 ()

{
FramelListener = NULL;
}
~Example25 ()
{
if (FramelListener)
{
delete FramelListener;
}
}

Tenepb co3naiite HOBYIO QyHKIMIO B ExampleApplication ¢ umenem createFramelListener. B
3TOM (pyHKIMHU co3naiite sx3eMIuIsip Framelistener, KOTOPBIA MBI ONIPECIININ, U J0OaBbTE

€T0, UCII0JIb3Yy: mRoot:
void createFramelListener ()

{
FramelListener = new Example25FramelListener ( SinbadNode) ;
mRoot->addFrameListener (FramelListener) ;

}

CroMIIIUpYHTE U 3aIyCTUTE MPUIIOKEHUE. BBl JOIKHBI YBUACTH TO K€ H300pakeHUE, KaK
BHJICTIU PaHbIIle, HO Ha 3TOT pa3, CuHOaa IBUTaeTCs BIpaBo, HO Bel HE MOXeTe mepeMeniaTh
KaMepy WJIH 3aKpbIBaTh MPUIIOKEHUE ¢ KiaBuleil Escape. [1yis Toro, 4T00bI 3aKpPHITH
MIPWIOKEHHE, METKHUTE KHOMKY X B KOHCOJIM OKHA, WJIH, €CJI BBl 3amyCcTrIn npuiokeHne
¢ koHcouH, Bel Mmoxkete ucnonb3zoBate CTRL+C.



Ymo npousowno?

Mps1 106aBUIM HOBBIM KJIACC K HAIIEMY KOJY, KOTOPBIM IMepeMeniaeT Halll y3ell CIICHBI.

FramelListener

HoBoe monsTHE, C KOTOPBIM MBI 3/1€Ch CTOIKHYITHCHh — MOHsTHE FramelListener. Kak u
npearnonaraet uMms, Framelistener OCHOBaH Ha naTTepHe (1mabnone) Habmonatens (observer). Mbl
MOYKEM JI00ABHUTh SK3EMILISP KiIacca, KOTOPBIN Hacienyercs ot uatepdeiica Ogre::FrameListener B
Ham KopHeBo# 3x3emusip Ogre 3D, ucnonb3ys meron addFramelistener() xnacca Ogre. :Root.
Korna sToT 3x3eMmisip kiacca 100aBJeH, Halll KITacC U3BEIIACTCS, €CIIU CIIyYalOTCs ONpPEIeICHHbIC
coObITHsA. B 3TOM MpuMepe, MbI iepenucanu meton frameStarted(). Ilepen Tem, kak kaap (mox
KaJpoM, MbI 0003HauaeM €MHUYHOE U300pakeHue cleHbl) OyaeT orpenaepeH, Ogre.:Root
nepedupaer Bce A00aBICHHbIE K HEMY 3K3eMIUIIpbl Framelistener, N BBI3bIBAET Y KaXKIOTO METOJ
frameStarted(). B namei peanuzanuu (cMoTpu mmar 4) 3Toit pyHKIMU, MBI iepeMerniaeM y3en Ha 0.1
EIMHUILY 110 OCH X. DTOT y3eJ OblI niepenan B Framelistener B ero koHcTpyKkTOpe. CieaoBareiabHO,
BCSIKUH pa3, KOI/a CIIeHa PEHACPUTCA, Y3€I CMEIIAeTCsl HEMHOTO, H, B pe3yJbTare, IepeMenact
MO/JIEJb.

Kak MbI Buzienu Bo BpeMsi paOOThI IPUIIOKEHHU S, Mbl HE MOXKEM IepeMellaTh Hallly KaMepy
WM BBIMTH U3 HALIETO IPUJIOKEHUS UCIIONIb3Ys KIIAaBUILY Escape. J1eno B TOM, 4TO BCE 3TO
JIeHCTBOBAJIO MIOCPEACTBOM FramelListener, KOTOPBIN MOCTABISICSA ¢ KapkacoMm ExampleApplication.
Kapkac ExampleApplication noctasnsiercst ¢ SDK. Terneps, korna Mbl 3aMEHHUIIN €T0 HAIICH
cOoOCTBEHHOM peanu3alyei, Mbl 0OJIbIIE HE MOXKEM HMCIIOJIb30BaTh (GPYHKIIUU MPEIaracMoro
FramelListener. Ho MbI MOBTOPHO peasin3yeM OONBITMHCTBO U3 HUX B ATOM INIaBe, TaK YTO HUKAKUX
OecnokoiicTB. Eciin HY>KHO, MBI BCE €I1le MO>KEM BbI3bIBaTh (DYHKIMHM 0a30BOT0 KJlacca, YTOOBI
MOJTyYUTh TIOBEJCHHE ITO-YMOTYAHHUIO.

Tare 4, HaIl KIS BO3BpaLIaeT ucmuny (true). Ecnu Bo3BpatuTh 10dich (false

Ha srarme 4, nama 03Bpalae t Ec 03Bpa Ise), Ogre
3D noyKeH MHTEPIPETHPOBATh 3TO KaK CUTHAI OTKIFOYHTH LUK PEHACPa, U, C TOMOLIBIO 3TOTO,
HPUIOKEHHUE JIOJDKHO OBITH 3aKPBITO. MBI HCIIOIB3YyeM 3TOT (PaKT B MOBTOPHOW peann3aiu
¢dynkun "press Escape to exit the application" (Haxxmute Escape, 4TOOBI BBIATH U3 TIPUIOKEHUS).

NMonynsipHaa BUKTOpMHa — WAaOGNOH npoekTupoBaHua FrameListener

Ha xaxom 1ra6mone (maTrepHe) IpOeKTUPOBAaHUS OCHOBaHA KOHIeNus FrameListener?

a. Decorator



b. Bridge

c. Observer

Modudpukayusi koGa, YmobbI d8uxKeHuUe 3asucesio om
epeMeHuU, a He om Kaodpa

B 3aBucHMOCTH OT Bamiero KOMITbIOTEpa, MOJICTh Ha CIIEHE MOXKET MIEPEeMEeNIaTbCsl CIUIIKOM
OBICTPO, WJTU CITUIIKOM MEUICHHO, UIIH C HOPMAJIbHOW CKOPOCThIO. [IprurHa pa3IuyHbIX CKOPOCTEH
nepemMeuicHus MOA€CJIM B TOM, YTO B HAIIEM KOAC MEI IICpEMEIIACM MOACIIb Ha 0.1 CAVHUILY IO OCH X
nepes1 KaxIbIM HOBBIM KaJIpoM, KOTOPBIH OyneT oTpenpepeH. HOBbBIN KOMITBIOTEP MOXKET OKa3aThCs
crocobeH penaeputsh ciieHy co 100 kaapaMu B CEKyH/IY; 3TO JOJKHO TMepeMeniaTh Mojaeas Ha 10
CIIMHUII B CEKYHY. [Ipy HCIIOJIh30BaHUU CTAPOTO KOMITBIOTEPA, Y HAC MOXKET OKa3aThes 30 KaJpoB B
CEKYyH]IY, TOTZIa MOJIEb JJOJDKHA TTePEMENIaThCs TOJIBKO Ha 3 AMHUIBL. DTO TOJIBKO OFHA TPETH 110
CPaBHEHHIO C HOBBIMH KOMITBIOTEpaMH. B HOpManbHOM CUTYyaI[Mi HaM XOTEJI0Ch Obl, YTOOBI HaIlle
MPWIOKEHHE paboTalIo CTAOMIBHO HA PA3INYHBIX TUIaTGopMax, U OBLIIO CIIOCOOHO paboTaTh Ha
onuHakoBoit ckopoctu. B Ogre 3D 3TOro Jierko J0CTUTHYTb.

BpeMﬂ ans peuncTeua — pobasneHune nepemelweHunsAa, OCHOBaHHOIO Ha

MpI1 Bcionb3yeM NpeabLIyIIUi KoJ 1 MOAU(GHUIIUPYEM TOJIBKO OJTHY CTPOKY:

1. H3menwute cTpOKY, re Mbl iepemenaeM (translate) y3en, Ha Takyro:
_node->translate (Ogre::Vector3(10,0,0) * evt.timeSinceLastFrame);

2. CoMIWIMpYyHTE U 3aIlyCTUTE IPUIOKEHHE. Bl TOJDKHBI YBUIETH TO K€ N300paKeHUE, KaK
U J10 3TOTO, TOJIBKO MOJIENb MOXKET IIEPEMEIIATHCS HA IPYTOM CKOPOCTH.

4mo npousowsno?

MpbI U3MEHWIIH Hallle IEpEMEIIeHHe MOJIENIN U3 OCHOBAHHOTO-HA-Kapax B OCHOBAaHHOE-Ha-
BpeMeHH. MBI JOCTHIJIU 3TOTO, J00OABUB MIPOCTOC YMHOXKeHHE. Kak cka3aHO 4yTh paHbIIIE,
KaJpoBOE MepeMEIIeHNe UMEET HEKOTOphIe HeocTaTku. [lepemeniienne, OCHOBAaHHOE Ha BpEMEHHU
Jy4IIIe, TOCKOJIBKY MBI ITOJTy9aeM OJUHAKOBOE TIEPEMEIICHHE BO BCEX KOMITLIOTEPAX U HIMEEM
Ooubliie KOHTPOJISI HAaJl CKOPOCThIO nepementenus. Ha stane 1 Mbl ucnonbs3oBanu to, yro Ogre 3D
nepenaet FrameEvent ipu BeI30Be MeTOA frameStarted(). DTOT KIacc COAEPKUT BpeMs B
CEKyH/Iax, MPOIIEAIIee MOCTe MOCIEIHEro OTPEHIEPEHHOT0 Kaapa:

Ora CTpoKa UCHONb3YeT 3TU JaHHbIE, YTOOBI BHIYUCIIATh, HA CKOJIBLKO MBI XOTHM I€PEMECTHUTD
HAaIly MOJEJIb B 3TOM Kajipe. MBI HCIIOJIb3yEM BEKTOP M YMHOXKAEM €r0 Ha BPEMs B CEKyH/aX,
IpouIe/IIee Mocie MpeablayIero kaapa. B HameM cirydae, Mbl ucnonbszyem sextop (10,0,0). O1o
03HAYaeT, YTO Mbl XOTUM, YTOOBI HaIlla MOAEIb NepeMenianach Ha 10 eUHHUL IO OCH X B CEKYHITY.
Cxkaxem, Mbl peHepuM ¢ 10 kagpaMu B CEKyHy; TOT/Ia TSI K&KIOTO Kaapa,
evt.timeSinceLastFrame Oynet pasHo 0.1f. B kaxxaom kagpe Mbl yMHOXKaEeM
evt.timeSinceLastFrame na Bexrop (10,0,0), uro B pesynsrare aact Bekrop (1,0,0). 1ot pesynbrart
IIPUMEHSETCA K 311y cLeHbl B KakaoM kaape. C 10 kagpaMu B CEKyHy 3TO IacT IEpEMEIIEHNE Ha
(10,0,0) B cexyHy, YTO B TOYHOCTH SIBJISIETCS HY’KHOM HaM BEJIMYUHOMN CKOPOCTHU MEPEMEIICHUS
MOJIEJIH.

NMonynsipHasas BUKTOpUHA — pa3nuuve Mexay nepemMelleHuem,

OCHOBAHHbLIM Ha BpeéMeéHU N Ha Kaj

Onumure CBOUMU CIIOBaMU pasiniuAa MKy NCPEMCUICHUECM, OCHOBAHHBIM Ha Kaapax, U



OCHOBAHHBLIM HAa BpECMCHU.

Have a go hero — pgo6aBneHue BTopon Mogenu

Jlo6GaBbTe BTOPYIO MOJIETH K CIIEHE, U IIYCTh OHA MEPEMEIAETCS B MPOTUBOIOI0KHOM K
MEepPBOIl MOJIEJIM HATIPABIIECHUHU.

Job6asneHue noddepxKu esoda

VY Hac Tenepb ecThb JBUKYLIAsICS CLIEHa, HO Mbl XOTEJIX Obl UMETh BO3MO)KHOCTD BBIXOAMUTD U3
HAIIIETO MPUIIOKEHHUsI, Kak paHblie. CieaoBaTenbHO, TeNeph Mbl cOOMpaeMcst J00aBUTh MOAIEPIKKY
BBOJIa, U IIpX HaXkaTuM Escape MblI BBIMEM U3 HALIETO NPWIOKEHHU. [0 cux mop, Mbl
ucnoib3oBanu Toiabko Ogre 3D; Tenepb MbI Takxke Oyaem ucnonb3oBats OIS (O0bekTHO-
OpuentupoBannas Cucrema BBoaa), kotopast nocrasusiercs Bmecte ¢ Ogre 3D SDK, nmockonbky
e€ ucnons3yet ExampleFramelListener, HO B OCTJIbHOM 3Ta OMOIMOTEKA MOJIHOCTHIO HE3aBHCHMA
ot Ogre 3D.

BpeMﬂ ans pencreua — pobasneHune nogaepXxkKy sBoaa

OnsATh, MBI HCTIONIB3YEM TPEIBIAYITNN KO U T00aBUM HEOOXOAMMOE, YTOOBI TIOJTYyUUTh
MOJIIEPKKY BBOJIA!

1. Ham HyXHO 100aBUTH HOBBII MapaMeTp K KOHCTpYKTOpy Hamrero ciuymarens (listener). Ham
HYXKEH YKa3arelb Ha OKHO peHjepa, koropoe ucnonb3yercs Ogre 3D. UtoOsr 100aBUTH
HOBBII MapaMeTp, KOJ JOJKEH BBIVISAETh TOXOKUM Ha 3TO:
Example27FramelListener (Ogre: :SceneNode* node, RenderWindow* win)

2. HpI/I HU3MCHCHHUU KOHCTPYKTOPA HAM TAKKC HYKHO USMCHUTDH SK3CMILIAP:
Ogre::FramelListener* FramelListener = new Example27FramelListener ( SinbadNode,
mWindow) ;

3. Tlocne 3TOoro HaM HYXHO 100aBUTH KOJI B KOHCTPYKTOp ciymiarens. CHayana HaM HYXKHBI

JABC BCIIOMOI'aTCJIbHBIC IICPEMCHHEIC!
size t windowHnd = 0;

std::stringstream windowHndStr;

4. Teneps cnpocum Ogre 3D XeHaT OKHa, B KOTOPOE OH PEHIEPUT:
win->getCustomAttribute ("WINDOW", &windowHnd) ;

5. KonBeprupyeMm XeHMJI B CTPOKY:
windowHndStr << windowHnd;

6. Coznmagum crincok napametpos st OIS u 7o6aBuUM K HEMY XEHIUT OKHA!
OIS::ParamList pl;
pl.insert (std::make pair(std::string ("WINDOW"), windowHndStr. str()));

7. COS,I[aI[I/IM CUCTEMY BBOJA, UCIIOJIB3Yys 3TOT CIIMCOK ITIapaMETpPOB:
~man = O0IS::InputManager::createlnputSystem( pl );

8. 3areM co3mgaauM KJIaBUATYpPY, YTOOBI MBI MOTJIM MPOBEPSITH HAJTMYKUE BBOJIA TTOJIB30BATEIIS:
_key = static cast<0IS::Keyboard*> ( man->createlInputObject (0IS::0ISKeyboard,
false ));

9. Bcé, uTo MBI c031aéM, MBI JOJDKHBI YHUUTOXKUTE. J|00aBbTe 1eCTpyKTOp K Framelistener,

KOTOPBI YHUYTOXKAET HAIIK co3AaHHbIe 00beKTh OIS:
~Example27Framelistener ()

{
_man->destroyInputObject (_key);
OIS::InputManager::destroyInputSystem( man) ;
}

10. ITocme TOT'0, KaK MbI 3aBCPpIINIIN MHUIIUAJIN3AULO0, ,Z[O68.BBTC CJ'ICI[yTOIJ.[PIfI KO B MCTO/



frameStarted() nocie nepeMeIeHus y3ia u nepes] BBIXOI0M:
_key->capture();

if (_key->isKeyDown (OIS::KC ESCAPE))
{
return false;
}
11. JIo6aBbTe MCTIONB3yeMbIe OOBEKTHI BBOIA B KAYCCTBE MIEPEMEHHBIX-UWICHOB K FramelListener:
OIS::InputManager* man;
OIS::Keyboard* key;

12. CxoMnmnupyite u 3anycTute npuioxenue. Tenepb Bol JOIKHBI UMETH BO3MOXKHOCTD
BBIXO/IUTh U3 NIPUIIOKEHUS, HAKUMAas KIaBuly Escape.

4mo npousowno?

M1 CO3JaJIv SK3CMILIAP CUCTEMBI BBOAA U UCII0JIB30BaIA €TI0, qTOOBI 3aXBaTLIBATH HAKATHE
KJIaBUII TIOJIb30BaTeneM. [10CKObKy AJIs CO3aHMsl CHCTEMBI BBOJIa HAM HY)KEH XEH/IJT OKHa, MBI
U3MEHWIN KOHCTPYKTOp FrameListener, 4T0OBI OH MOTYYHII yKa3aTellb HA OKHO peHAepa. ITo ObLIO
cenaHo Ha Tane 1. 3areM Mbl peoOpa3oBasid XEHT U3 YKCiIa B CTPOKY, U T0OABUIIN 3Ty CTPOKY B
cnucok napameTpoB OIS. C 3TuM CMCKOM MBI CO3/1aJIH HaIll 3K3EMIUISIP CUCTEMBI BBOJA.

XeHOs1 OKHa

XeH/JT OKHa SIBJIIETCS MTPOCTO YUCIIOM, KOTOPOE UCTONb3YeTCsl KaK UACHTU(PHUKATOP JUIs
OMMPCACIICHHOI'O OKHA. DTO YUCIO COS,Z[aéTC}I OHepaHI/IOHHOfI CHCTGMOﬁ, 1 KaXKJ0€ OKHO UMECT
YHUKaJIbHBIN XeH 1. CucTeMe BBOa HYKEH ITOT XEHJJI, TOCKOJIbKY 0€3 HeTo OHA HE CMOXKET
oJIy4aTtb COOBITHSA BBOJa. Ogre 3D C0O31a€T OKHO AJIs1 HacC. Tak uto AJI TIOTYYCHUS XCH/JIAa OKHA
HaM HY>KHO OITPOCHUTH €r0 B CIEAYIOIIEN CTPOKE:

win->getCustomAttribute ("WINDOW", &windowHnd) ;

CymiecTByeT HECKOJIBKO aTpHOyTOB, KOTOPBIE UMEET OKHO peHjepa, Tak uro Ogre 3D
npumensieT o0myto getter-¢pynkuuto. OHa TaKke JOJIKHA ObITh I1aT(HOPMO-HE3aBUCUMOM; Kaxas
aTgopMa UMeeT COOCTBEHHBIE TUITBI IEPEMEHHBIX ISl XEHIJIOB OKHA, TaK YTO 3TO €AMHCTBEHHBIH
yTh I KpoccratrdopMeHHocTu. WINDOW sBisieTcst KIIIOYEBBIM CIIOBOM JIJIsl XeH11a okHa. Ham
HYXXHO Tiepenath B (yHKLHUIO yKa3aTelb JIs COXpAaHEHUs 3HAYCHUS XEH/IJIa; B 9TOT yKa3areib OyaeT
3anKMcaHo ero 3HadeHue. [locne mosydeHus XeHuia Mbl IpeoOpas3yeM ero B CTPOKY, UCIIONb3Ys
Stringstream, MOCKOJNBKY 3TO To, uTo oxkuaaeT OIS. OIS umeer Ty ke npobiaemMy U UCHOIB3YET TO
e pewieHue. Bo Bpems co3nanus, Mel nepenaém OIS crmcok ¢ napaMu napameTpoB, COCTOALIMMU
U3 CTPOKOBOTO HJIEHTU(HUKATOPA U CTPOKH cO 3HaueHHeM. Ha 3Tame 6 Mbl cO31a/1 3TOT CIICOK
napaMeTpoB U J0OABUIIM B HErO CTPOKY XeH/u1a okHa. Illar 7 ucnone3yer 3T0T CMCOK I
co3naHus cucteMbl BBozia. C cuCTeMOil BBOAAa MBI MOXKEM CO3/IaTh Halll HHTEp(denc K1aBuaTypsl Ha
stamne 8. DToT uHTepdeiic OyaeT UCIOoIb30BaThCs A OIPOCa CUCTEMbl — KaKHUe KIaBHIIHM HaXaThl
nosap3oBarenemM? Jto aenaet kox mara 10. Kax el pa3 10 Toro, Kak Mbl OTPEHAEPUM KaJp, Mbl
3aXBaThIBa€M HOBOE COCTOSIHUE KJIABUATYPBl, UCTIONB3Ys (PyHKIUIO capture(). Eciu Obl Mbl He
BBI3BIBAIM ATY (DYHKIIHIO, MBI HE TTOTYYMJIA ObI HOBOTO COCTOSTHUSI KJIAaBUATYpPBI, U, CIIEA0BATEIbHO,
MBI HUKOI/Ia HE MTOJyYMM HUKaKuX coObITuH KkiaBul. Ilociae 0OHOBIEHHS COCTOSIHUSA, Mbl
3aIpalBaeM KIaBHATypy, HaXkaTa JIM KJIaBUIIIA escape IpsMo ceifuac. Eciu 3To Tak, To MBI 3HaeM,
YTO I10JIb30BATEIIb XOUET OKUHYTh MIPUIOKEHUE. ITO 03HAYAET, YTO MbI JOJIKHBI BO3BPATUTH JIOKb,
4yT00BI JaTh MOHATH Ogre 3D, 4TO MBI XOTUM OTKIIIOUUTH TMPHIOKEHUE. B MPOTHBHOM ciydae, eciiu
I0JIb30BAaTEIIb XOUET, YTOOBI MPUIIOKEHHUE IPOJOIIKAI0 paboTaTh, Mbl BO3BpAILIA€M UCTHHY, YTOOBI
IPOJIOJDKUTH BBITIOTHEHUE TIPHIIOKCHHUS.



MonynsapHaa BUKTOPUHA — BONPOCHLI 00 OKHe

Urto Takoe XeH T OKHA U KaK OH MCIOIb3yEeTCs HAIIMM MPUIIOKEHUEM U OTIEPAlIMOHHON
cucrteMoun?

Job6aesneHue dsuxxeHusi Mooesu

Teneps, Korna y Hac €CTh BO3MOXXHOCTH IOJIy4aTh BBOJI TIOJIB30BATEIIS, JaBAUTE HCIIOIb3yeM
ero /i yrnpasiieHus nepemenienneM CuHOaaa 1mo mioCKOCTH.

Bpemsa ana gpencrema — ynpasneHne CuH6agom

MBI BcTob3yeM IPEIbLIYIYI0 IPOrpaMMy U J00aBUM 3TOT KO TaM, I7ie HaM HY)KHO, KaK MbI
nenany npexae. Mul co3naaum ynpasnenue kiaBuimaMua WASD s Cunbana ciaenyronmm
obpazom:

1. 3ameHuTe CTPOKY, I7ie MBI IIepeMeILiaeM y3eil B FramelListener ¢ HylIeBbIM BEKTOPOM IIPU
BBI3OBE franslate:
Ogre::Vector3 translate(0,0,0);
2. 3arem m00aBBTE CIEAYIONIUH 3aPOC KIaBUATYPHI MOCTIE 3aIpoca escape:
if (_key->isKeyDown (OIS::KC W))
{
translate += Ogre::Vector3(0,0,-10);
}

3. Tenepw no0aBbTE KO AJISI TPEX OCTANBHBIX Ki1aBulll. OH B OCHOBHOM OJIMHAKOBBIH,
MCHAIOTCA TOJIBKO KOJbI KJIAaBHUIII U HAIIPABJICHUS BEKTOPOB!:
if (_key->isKeyDown (OIS::KC_S))

{

translate += Ogre::Vector3(0,0,10);
}
if (_key->isKeyDown (OIS::KC A))
{

translate += Ogre::Vector3(-10,0,0);
}
if (_key->isKeyDown (OIS::KC D))
{

translate += Ogre::Vector3(10,0,0);
}

4. Tenepb UCIOIB3YITE BEKTOD translate, 4TOOBI IEPEMECTUTH MOJIENb, U HE 3a0yIbTE, YTO
HCIIOJIb3yeTCs MepeMEIEHNEe, OCHOBAaHHOE Ha BPEMEHH, a HE Ha KaJpax:
_node->translate (translate*evt.timeSincelLastFrame) ;

5. CxoMnuiMpyWTe U 3allyCTUTE NpuiiokeHue, 1 Bl cmoxete ynpasnsate Cunbanom ¢
nomo1pto ki1aBum WASD



4mo npousowsno?

Mp1 no6GaBuim 6a30BO€ yIpaBlieHUE TIEpEeMEIICHHEM, UCTIONb3yrotee kiaBum WASD. Mer
ONPOCHUJIN BCE YETHIPE KIIABUILN U MOCTPOUIIM CYMMApPHBIN BEKTOP MEPEMEILEHUs. 3aTEM Mbl
MPUMEHUIIN TOT BEKTOP K MOJEIIN, UCIIONb3Ys MepeMElIeHuEe, OCHOBAHHOE Ha BPEMEHH.

Have a go hero — ucnonb3oBaHue nNokKasaTens CKOopoCThn AnsA

nepemMeLleHus

Henocrarok 3T0ro Meroaa B TOM, 4TO KOTZla MbI 3aXOTUM U3MEHUTh CKOPOCTh IIEPEMELLICHUS
MOJIEIH, MBI JIOJKHBI MOAUDUIIUPOBATE YeThIpe BekTopa. Jlyurmum crnocodboM 066110 Obl
UCIIOJIB30BaTh BEKTOPHI TOJIBKO JAJISl TOTO, YTOOBI YKa3bIBaTh HAallpaBJI€HHE [IEPEMEILEHUS, U
UCIIOJIb30BaTh ACHCTBUTEIbHYIO IEPEMEHHYIO KaK (PaKTOp CKOPOCTH — YMHOXATh IepeMelaroIuit
BEKTOp Ha He€. VI3MeHnTe Kojl, 4TOObI UCIIOIb30BaTh IEPEMEHHYIO CKOPOCTH.

JlobaeneHue kamepsbi

VY Hac ecTb BBIXOJ 10 KiaBuie Escape, u Mbl MokeM nBurath Cun6azna. Teneps mopa
BEPHYTH 00paTHO HalTy paboTarONIyI0 KaMepy.

Bpems ans nencrema — gernaeMm Kamepy CHoBa paboTaroLien

MBpI y>ke co3liaiy Hally KaMepy; Terepb Mbl COOMpaeMCs UCTIONIb30BaTh €€ B KOMOUHAIIUY C
BBOJIOM TI0JIB30BATEIS CIASTYIOIUM 00pa3oM:
1. Pacmupsre KOHCTpYKTOp Framelistener, 4TOOBI OTYYUTh YKa3aTelb HAa HAILy KaMepy:

Example30FramelListener (Ogre: :SceneNode* node, RenderWindow* win,
Ogre: :Camera* cam)

2. Taxxe no06aBbTE IEPEMEHHYIO-UJICH ISl XpAaHEHUS yKa3aTess Ha KaMepy:
Ogre::Camera* Cam;

3. 3arem NpUCBOWTE NapaMeTp MEPEMEHHOMN:
_Cam = cam;

4. Mopuduuupyiite sx3eMiutsip FrameListener, 4ToObl T0OOABUTH yKa3aTelb Ha KaMepy:
Ogre::FrameListener* FrameListener = new Example30FrameListener (_SinbadNode,
mWindow, mCamera) ;

5. YTO6BI nepemeLLaTb KaMepy, HaM HY>XHO NOMYYMTb BBOA MbILLK. Tak YTo cospanTe HOBYIO

NEPEMEHHYIO-YNEH A1 XPaHEHUA MbILLN:
OIS::Mouse* mouse;



6. B KOHCTPYKTOPC HHPII.[PIaJIHEBPIpyﬁTe MBbIIb MOCJIC KIIaBUATYPhI:

_mouse = static cast<0IS::Mouse*>( man->createInputObject( 0IS::0ISMouse,
false ));

7. Tenepp, KOrga y HaC €CTh MbIIIb, HAM TAaK)KE HYKHO 3aXBaTbIBaTb COCTOSIHUE MBIIIH, KaK MbI
9TO JieNiajy ¢ KiaBuaTypoi. Jlo6aBbTe 3Ty CTPOKY MOCIIE BHI30BA 3aXBaTa KJIaBUATYPHOTO
COCTOSAHUA:

_mouse->capture () ;

8. Ynanute cTpOKy, IEPEMEIIAOIIYIO Y3€Il:
_node->translate (translate*evt.timeSincelLastFrame *  movementspeed);
9. Tlocne oOpabOTKH KIIABHATYPHOTO COCTOSIHUS B MeToJIe frameStarted(), no6aBbTe

CIEeIYIOIIUN KOJ 1151 00paOOTKH COCTOSIHUS MBIIIIH:
float rotX = mouse->getMouseState().X.rel * evt. timeSincelastFrame* -1;

float rotY = mouse->getMouseState().Y.rel * evt. timeSincelastFrame * -1;
10. Tenepp mpuMeHNUTE BpallleHUs U IIEPEMEILIECHUS K KaMepe:

_Cam->yaw (Ogre: :Radian (rotX));

_Cam->pitch(Ogre::Radian(rotY));

_Cam->moveRelative (translate*evt.timeSincelLastFrame *  movementspeed);

11. Mu1 co3aaIn 00BEKT MBbIIIH, TAK YTO HAM HYXHO YHUUYTOXKHUTD €TI0 B AICCTPYKTOPEC

FramelListener:
_man->destroyInputObject (_mouse);

12. CKoMIUIMpYHTE U 3allyCTUTE NPUIOKEHHE. BbI MOXKETe ABUraThCs 10 CIICHE TaK JKe, KaK U
IPEKIE.

4mo npousowsno?

MBI HCTIONB30BANIM HALITY CO3JaHHYIO KaMepy B KOMOWHAIIMK CO BBOJIOM IOJIb30BATEIs.
Yr1oObl UMETH BO3MOXKHOCTh MAaHUITYJIMPOBATH KAMEPOM, HaM HY)KHO IepeJaTh e€ HalleMy
FramelListener. 310 O6b110 clienaHo B marax 1 u 2, UCHONb3yst KOHCTPYKTOP. UTOOBI YyIIPaBIATH
Halllell KaMepo#, Mbl PEILIMIIN UCIIO0JIb30BaTh MbllIb. Tak YTO CHauana Mbl JOJIKHBI CO3IATh
uHTEpQeiic MBILIH [T UCTIONIB30BaHUA. JTO ObUIO c/eNaH Ha 3Tane 6, Tak ke, KaK Mbl 10 3TOr0
co3jaBaiu KinaBuaTypy. Ha srane 7, Mbl ObUIH BBI3BAIN (QYHKIMIO capture() Halllero HOBOTO
uHTepdeiica MbIIIH, 4TOOBI OOHOBUTH COCTOSTHUE MBIIIIH.

CocmosiHue Mblwiu

Omnpoc cocTosIHUA KIaBUATYPbI MbI J1e1aJIH, Uconb3ys GyHkuuto isKeyDown(). UtoObl
HOJTYYHUTh COCTOSIHUE MBIIIN, MBI HCIIOIB30BaIH (hyHKIHMIO getMouseState(). D1a dyHKUIusA
BO3BPAILAET CTPYKTYPY COCTOSIHUS MBIILIHN KaK 3K3eMIULAp Kiacca MouseState, KOTOpbIA COINEPKUT
MH(OPMAIIUIO O COCTOSIHUYM KHOIOK, HA’KaThl OHU MJIM HET, U O TOM, KaK MBIIIb IIEPEMECTUIIACH C
TeX MOp, KaK MPOILeN NPeabLAYIIHNA orpoc. Mbl XOTUM 10 UHPOPMALMK O IEPEMELICHUN



BBIYHMCIIUTD, KAK CUJILHO HY>KHO ITOBEPHYTH Hallly kaMmepy. [lepemenieHue Mpllyd MOXeT
MIPOUCXOJUTH 10 IBYM OCSIM, @ IMEHHO: 10 X U 10 y. [lepeMerniennst mo o6erm ocsM COXpaHsSIOTCS
OTJIEJIbHO B IEPEMEHHBIX X U Y COCTOsIHUS MbIlIU. KpoMe Toro, Mbl UMe€eM BO3MOXKHOCTh
HOJ'IyIII/ITI) OTHOCI/ITGJ’IBHyI-O NI a6COJ'IIOTHYIO BGJ'H/I'—II/IHy. HOCKO.]'H)Ky MBI SaI/IHTepeCOBaHI)I TOJBKO B
MEPEMEIIEHUH MBIIIH, a He €€ TO3UINH, MbI HCIIOJIb3YeM OTHOCHTEIbHBIC BETMUHNHBI. AOCOMIOTHBIC
BCIIMYHNHBI cozlepmaT IIO3UIIUIO MBIIIIN HaA 3I<paHe. OHI/I HYXXHBbI, KOoraa Mbl XOTHUM BBIACHUTB, YTO
KITUK MBIIIY TIPOU30IIIET B ONPEEICHHON 00IaCTH HAIIETO MPUIOKeHUs. J[J1s BpaleHus: KaMepbl
HaM HY)KHO TOJIBKO HepeMemeHI/Ie MBIIIH, TaK YTO MBI I/ICHOJ’IBSyeM OTHOCUTCIIBbHBIC BCJINYNHBI.
OTHOCUTENbHAS BETMYMHA YKAa3bIBAET TOJIBKO CKOPOCTh M HANPABIECHUE NIEPEMEIICHUS MBIILIHU, HO
HE KOJIMYECTBO ITUKCEIIEH.

3areM 3T BETMYMHBI YMHOXAIOTCSI HAa BPEMs, IPOIIE/IIEE [TOCIIE IPEABIIYIIEro Kaapa, U Ha
-1. -1 ucnonb3yeTcs, MOCKOIBKY MbI IIOJy4aeM MepeMelIeHne B HalPaBJICHUH, TPOTUBOMNOI0KHOM
TOMY, KyJla Mbl XOTUM Bpaiars kamepy. Mitak, Mbl IpoCTO MHBEPTUPYEM HAIIPABIICHUE
nepemenenus. [locie pacuera BeIMYUH BpallleHUs, Mbl IPUMEHSIEM UX K KaMepe C MOMOIIBI0
bynkuuit yaw() u pitch(). Ilocnennee, 4o HEOOXOAMMO CIeNaTh, IPUMEHHUTH BEKTOP MEpEeMEIIEeHUs,
KOTOPBIM MBI CO3/JaJIM Ha OCHOBE JJAHHBIX BBOJA C KJIaBUATYpBhI, K Kamepe. J{Jist 3Toro, Mbl
UCTIONIb3yeM (DYHKIIMIO KaMepbl moveRelative(). ITa QyHKIMS JBUTAET KaMepy B JIOKAJIbHOM
MIPOCTPaHCTBE, HE OOpallas BHUMaHUS Ha BpalleHHe KaMephl. JTO MOJIE3HO, MMOCKOJIbKY Mbl 3HAEM,
410 B JoKaiabHOM mpocTtpancTse (0,0,-1), mepemeraer kamepy Briepén. Ecnu ke k kamepe ObLIH
MIPUJIOKEHBI BpallleHuUs, TO 3TO HEe 00s3aTenbHO Tak. [locMoTpuTe miaBy 0 pa3nuyHbIX
npocTpaHcTBax B 3D 11 6onee moapoOHOro 0ObsICHEHUS!.

NMonynspHasa BUKTOPpMHA — 3axBaT BBoAa

[Touemy MbI BbI3BIBaEM METOJ capture() AJi1 MBIILU U KJIaBUATyphl?

Have a go hero — urpa ¢ npumepom

ITorpoGyiite yopaTh -1 U3 BeIYMCICHHS TOBOPOTA U IOCMOTPUTE, KAK 3TO U3MEHUT
yIIPaBJICHUE KaMEPOM.

[TonpoOy#iTe yaanuTh BBI30BBI PYHKIHUH capture() U TOCMOTPUTE, KaK 3TO TTOBJIHSIET.

JJobasneHue KapKkacHO20 U MO4Ye4YHO20 PEeXXUMO8 peHOepa

B npenpiaymieit mase, To ecth, [ 1asa 3, Kamepa, Céem, u Tensb, Mbl UCTIOIB30BAIN KIIABUIILY
R, 9T00BI H3MEHSTH CIIOCO0 peHIepa Ha KapKacHBIN WM TOYeUHBINA. Tenepb MbI XOTUM J100aBUTH
3Ty BO3MOXXHOCTH K HaIleMy COOCTBEHHOMY framelistener.

Bpemsa ana aencremnsa — aobaBrieHne KapkacHOro u To4e4yHoro

DEXXUMOB peHaepa

MBI HCTIONB3YEeM KO, KOTOPBIH MBI TOJIBKO YTO CO3/AJIH, U, KaK BCET/a, MPOCTO T00aBUM KO/,
KOTOPBIN HaM HYXEH JJIsl 5TOM HOBOI BO3MOXHOCTH:
1. Hawm HyxHa HOBasl IepeMeHHAsI-WICH B framelistener, 4T00bI COXPAHATh TEKYIIUH PEKUM
peHzepa:
Ogre::PolygonMode PolyMode;

2. MuaunmanusupyeMm 3Hau€HUE B KOHCTpYKTOpe KoHcTaHTo PM SOLID:
_PolyMode = PM SOLID;

B opueunane knueu sma cmpoxka viensioena max:
_PolyMode = Ogre::PolygonMode::PM_SOLID;



HO, K COANCANEHUIO, NPU KOMAULAYUU MO0 dasano ouudky «'Ogre::PolygonMode' is not a
class or namespacey. Ilocne eyenenus 8bIACHUIOCH, YO MY U OCHMATbHBLE KOHCHAHMbL
HyotcHo nucamo npocmo PM_SOLID, PM WIREFRAME, PM_POINTS. Janvwe no mexcmy
KOHCMAHMbl UCNPABTIEHbl MHOU. — NPUM. nep.

3. MBpI 3arem o6aBisieM HOBOE YCIOBHOE BRIpaxkeHUe if B pyHKIMIO frameStarted(), KoTopoe
IIPOBEPSET, HaXKaTa M KiaBuiua R. Eciu 3To Tak, Mbl MOJKEM U3MEHUTH PEXKUM pEHAEPA.
Ecnu Texymuii pexxum sBisieTcst TBepAoTeNbHbIM (solid), TO Mbl XOTHM, YTOOBI OH CTal
KapKacHbIM (Wireframe):
if (_key->isKeyDown (OIS::KC R))

{
if (_ PolyMode == PM SOLID)
{
_PolyMode = PM WIREFRAME;
}
4. Ecnu oH KapKacHBIH, TO Mbl XOTHM, YTOOBI OH U3MEHWJICSI HA TOYEUHBIN (point) pexKuM:
else if (_PolyMode == PM WIREFRAME)
{
_PolyMode = PM POINTS;
}
5. W u3 ToueqyHOro pekrmMa — 0OpaTHO B TBEPAOTEIbHBIMH:
else if (_PolyMode == PM POINTS)
{
_PolyMode = PM SOLID;
}

6. TenepL, KOTJIa MbI BBIYMCIINIIM HOBBIHN PEXKUM pCHACPA, MBI MOKEM IIPUMCHUTD €TI0 U

3aKpBITh BBIPAKEHHE if:
_Cam->setPolygonMode (_PolyMode) ;

}

7. CxoMOWIMpyHTE U 3aITyCTUTE MPUITIOKEHUE; Y BAC JOJKHA MOSBUTHCSI BO3MOXKHOCTD
W3MEHSTh PEKUM PEHAEpA Ha)KaTUEM KJlaBHuINU R.

Umo npousowno?

Mgl ucnonbsioBanu pyHkiuto setPolygonMode(), 4T00b1 U3MEHSTH PEXKUM PEHIIEPA U3
TBEPJOTO TeJa, B KAPKACHBIN, IIOTOM B TOYEYHBIH. MBI BCET/Ia COXPAHSIIH MOCIIEIHIO BETHYNHY,
TaK YTO MPH HOBOM M3MEHEHUHU MBI 3HAEM, KaKOH PEXHM SBISETCS TEKYIHM, M KaKOH JJOIKEH OBITh
CIIEAYIOMMM. MBI TaKk)Ke TOJKHBI ObUTH yOSTUTHCS, YTO y HAC BCE PEIKUMBI 3aI[UKICHBI. MBI
MEHSIEM C TBEPIOTEIBLHOTO B KapKaCHBIH, IIOTOM B TOYEYHBIH, U 3aTEM OIIATh B TBEPAOTEIBHBIN.
OpnHa Belp, Ha KOTOPYIO HaJ0 00paTUTh BHUMAHHUE — YTO PEKHMBI MEHSIOTCS IOBOJIEHO OBICTPO
IpU HaKaTHU KJIABUIIU R. /leno B TOM, 4TO B Ka)XKJJOM KaJjpe MbI IPOBEPsIiEM, HA)KaTa JIM KJIABUILA, U
TaK KaK MBI JIFOAW MEJICHHBIE, BBICOKH IIAHCHI TOTO, YTO MBI HAKUMAEM KJIaBHINY R JIOJbIIE, YeM
CMEHseTCs OIMH KaJp. B pesynbrare Harle Npuio)KeHHE CUUTACT, YTO MBI HAXKAIHM KIABHITY R
HECKOJIBKO pPa3 B TEUEHUE KOPOTKOTO TEPHO/Ia BPEMEHH, U TIEPEKITIOYAET PEKUMBI B KXKIOM KaJpe.
OTO HE OYeHb XOPOILO, U €CTh COCO0 TO YAYUIINTh, YTO MbI cEHYac YBUIUM.

HobaeneHue mailivepa

Pemennem [yt mpoOneMbl CIIMIIKOM OBICTPOTO U3MEHEHHUS PeXUMa PEeHIepa sBISETCS
WCITOJIB30BaHUEM TalMepa. Beskuil pas, Korjaa Mbl HOKUMAEM KJIaBUIy R, TaliMep CTapTyeT, U
TOJIBKO MOCJIE TOTO, KaK MPOIILJIO JOCTAaTOYHOE KOJIMYECTBO BPEMEHH, Mbl HAYHEM 00pabOTKY



APYroro HaxaTtus KJaBUIIn R.

Bpemsa ansa gpencrema — podbaBneHune Tanmepa

1. JloGaBbTe TaliMep Kak MEPEeMEHHYIO-YJICH K CITymarelnto kaapoB (framelistener):
Ogre::Timer timer;

2. CoOpacbiBaeM TaiiMep B KOHCTPYKTOPE:
_timer.reset();
3. Teneps noGaBbTe MpoOBEPKY, mpouutu Ju 0.25 CeKyHbI ¢ TEX MOp, KaK B TOCIEAHUN pa3

ObLa Haxkara kiiauiia R. Toiapko eciiv 3TO UCTUHHO, MBI IPOJIOJKUM 00pabaThiBaTh BBOJ:
if (_key->isKeyDown (0OIS::KC R) && timer.getMilliseconds() > 250)

{

4. Ecnu npouwio J0CTaTOYHO BPEMEHH, HaM HY>KHO COpPOCHUTH TaiiMep; B IPOTHBHOM CIIy4ae,
KJIaBuIa R moria 6BITI> TOJIBKO UTO HakaTa.:
_timer.reset();

5. CxoMnuIMpyiTe U 3aITyCTUTE MPUIIOKEHUE; TENEPh HAXKaTHE KIIABUIIHA R TOJKHO U3MEHATh
PpEXUM peHAepa TOJIbKO OAUH pas.

4mo npousowsno?

Mp1 ncnone3oBanu Apyroi HoBeIM Kitace u3 Ogre 3D, a umenHo: Ogre:: Timer. DTOT Knacc
npeJyIaraeT, Kak ¥ MpearnoiaraeTcs o Ha3BaHuio, GYHKIIMOHAIBHOCTE TaiiMepa. Mbl copocuiu
(reset) TaiimMep B KOHCTPYKTOPE HAIIETO CIIYIIATENs], U KaX /bl pa3, Korja nojab30BaTeilb HAKUMAET
KJIaBUIILY R, MbI ITpoBepsieM, npouwuio Jik 0.25 cekyHAbI ¢ TeX Mop, KaKk Mbl B IOCJIEIHUN pa3
BBI3BIBAJIH reset(). B 3ToM ciydae, Mbl BXOJIUM B OJIOK if M TIepBasi BEIb, KOTOPYIO MBI TaM JIeJIaeM
— cOpacbIBaeM TaiimMep, a 3aTeM U3MEHSEM PEKUM PeHIepa, Kak mpexae. Takum o0pa3oM MbI
yOeXKIaeTcs1, YTO PEKUM peHJepa H3MEHUTCS TOJIbKO Tocie 0.25 cekynasl. Korma Mbl mpogomxaem
HaXUMAaTh KJIABUIY R, Mbl BUJUM KaK Hallle PUIOKEHUE YepeayeT PEXKUMbI pEHAEPa C
oxkuganueM 0.25 ceKyH mocae Kak10ro U3MEHEHUSI.

Have a go hero — usmeHeHune pexunma Beoga

CnenaiiTe CMEHY pekuMa peHJepa, U3MEHUB KO TaKUM 00pa3oM, YTOOBI PEKUM MEHSUIICS He
MOCJIe MPOIIECTBUS OMPEIETICHHOTO BPEMEHH, a TOJIKO TOT/Ia, Korna KiiaBuiia R omxumanace u
Ha)KMMaJlach CHOBA.

moe

B stoii riaBe Mbl y3Hanu o0 uHtepdeiice FramelListener, 1 0 TOM KaK €T0 UCMOIb30BaTh. MBI
TaKKe U3ydriId, Kak 3amyckarh OIS, u mocie 3Toro, Kak 3ampanimBarh COCTOSHIEC HHTEP(EHCcOB
KJIaBUATYPbI U MBILIH.

[TogpoOHee, MbI M3yUYWIIH:

* Kak nony4arb U3BENIEHUE, YTO PEHJICPUTCS HOBBIN KaJIp
*  Baxsble pa3ianuus MEX1y IEpEeMEIICHUsIMU, OCHOBAHHBIMU Ha KaJipaX U Ha BpPEMEHHU

* Kak OCYHICCTBJIATH HAIIIC COOCTBEHHOE NEpEeMCIUICHUC KaMCPhI, UCITIOJIb3YsI BBOJ
IIOJIBb30BaTCIIA

*  Kak u3MeHsATh peXUMBI peHJIepa KaMephl

Teneps, Korna Mbl OCYIECTBIIIM OCHOBHYIO (DYHKIIUIO 17151 Hatero FramelListener, Mbl
cobupaemMcsi aHUMHPOBATh MOJIENIN B CJIENYIOILEH IJIaBe.



5 AHumunpoaHue mogeneun B Ogre 3D

Ora m1aBa choKycHUpyeTcs Ha aHUMAIlii, Ha TOM, KaK OHa paboTaer
BooOme B 3D, u B wactHocTH, B Ogre 3D. be3 anumanuu 3D-ciieHa
Oe3KU3HEHHA. JTO — OJIMH M3 HauOoJiee BaXKHBIX (DAKTOPOB MOTYUCHHS
peaJII/ICTI/I‘-IHI)IX nu I/IHTepeCHI)IX CIICH.

B atoli Ti1aBe, MBI Oyzem:

* [IlpourpsiBaTh aHUMAIHIO

*  OObenuHATH ABE AHUMALIUU B OJHO BPEMsI

* Tlogkiroyars CynIHOCTH K aHUMAIUSIM
Tax gaBaiiTe HAUHEM...

Job6aeneHue aHumayuu

B npeapinymieit raBe Mpl 700aBHIIM MHTEPAKTUBHBIN BBOJI TOJIb30BaTENs. Tenepsb Mbl
cobupaemcst 100aBUTH APYTyi0 (OPMY UHTEPAKTHHOCTH K HAIICH CIICHE Yepe3 aHUMAIIHIO.
AHMMAIH SBJISIOTCS IEHCTBUTEIBHO BAXXHBIM (PaKTOPOM JIJIsI KKI0H CIieHBI. be3 Hux, Kakmas
CII€HA BBIIVISIUT HEMOJABIKHOM U O€3:KU3HEHHOM, HO C aHUMalMsIMU CIIeHa OKUBaeT. Tak raBaiTe
100aBUM HX.

Bpemsa ona pencrBna — pob6aBneHmMe aHMMaLum

Kak BCCraa, MbI co61/1paeMc;1 HCIIOJB30BATh KO M3 HpCI[I:II[YIIICf/'I IJ1IaBbl, 1 HA 3TOT pa3 HaM HE
HY)XHO HUYCTO YAAJIATh:

1. s Hameil aHuManuy HaM HYXHO J100aBUTh HOBBIE IEpEMEHHbIC-WICHBI K FramelListener.
JloGaBbTe yKa3aTeab Ha CYIIHOCTb, KOTOPYIO Mbl XOTUM OKUBUTb, U yKa3aTesb Ha
HCIIOJIB3YEMOE COCTOSIHUE AaHUMALUU:

Ogre::Entity* ent;
Ogre::AnimationState* aniState;

2. 3areM MU3MEHUTE KOHCTPYKTOp Framelistener, 4TOObBI IOMYYUTh yKa3aTedb HA CYIIHOCTD B
BHJIC HOBOTO TapaMeTpa:
Example34Framelistener (Ogre: :SceneNode* node,Ogre: :Entity*
ent, RenderWindow* win,Ogre::Camera* cam)

3. B rene pyHKIMHU-KOHCTPYKTOpA HA3HAYBTE JIAHHBIA yKa3aTellb Ha CYIIIHOCTh B HOBYIO
MNEPEMCHHYIO-YJICH!
_ent = ent;

4. Tlocine 3TOro U3BJIEKUTE COCTOSHUE aHUMALUU ¢ UMeHeM Dance (TaHel]) U3 CYIHOCTH U
COXpaHUTEC €TI0 B HepeMeHHoﬁ-qneHe, KOTOPYIO MBI CO3JaJIu C 3TOU IEJIbHO. HaKOHeI_I,

YCTaHOBHUTC aHUMAIUIO, KOTOPYIO HY>KHO BKIIFOUWUTDH W 3aIUKIIUTEC eé:
_aniState = ent->getAnimationState ("Dance");

_aniState->setEnabled(true);
_aniState->setLoop (true);

5. 3arem HaMm HY)XHO COOOIIMTH AaHUMAIIUHU, CKOJILKO BPEMEHH IPOILIO C T€X MOp, KaK OHA B
NocCleqHMH pa3 Obl1a 0OHOBIeHA. MBI cienaem 310 B MeTone frameStarted(); B HEM HaM
M3BECTHO, CKOJIbKO BPEMEHH TPOIILIO:

_aniState->addTime (evt.timeSincelLastFrame) ;

6. IlocnenHss Bels, KOTOPYIO HAM HY)XHO cAeNaTh — qopadotars Hatn ExampleApplication

IUTsL pabOTHI C HOBBIM FramelListener. Jlo0aBbTe HOBYIO TIEPEMEHHYIO-UJICH K TPUIIOKCHHUIO,



YTOOBI XpaHUTD YKa3areyib Ha CYIIIHOCTb:
Ogre::Entity* SinbadEnt;
7. BwmecTO Ha3HAYEHUS BHOBL CO3I[3HHOI>1 CYIIHOCTH JIOKAJIbHOMY YKa3aTcCJIt0, COXpPaHUTC eé,
MCIIOJIb3Ysl IEPEMEHHYIO-WICH. 3aMEHUTE
Ogre::Entity* Sinbad = mSceneMgr->createEntity ("Sinbad", "Sinbad.mesh");

TAKOU CTPOKOM:
_SinbadEnt = mSceneMgr->createEntity("Sinbad", "Sinbad.mesh");

8. Toxke HYXHO ClleNaTh MPH MPUCOSTUHEHUN CYIITHOCTH K y3IIY:
_SinbadNode->attachObject (_SinbadEnt) ;
9. U xoneuHo, npu co3nanuu FrameListener 106aBbTE HOBBIN MApaMETP K BHI30BY

KOHCTpPYKTOpA:
Ogre::FramelListener* FramelListener = new
Example34FramelListener (_SinbadNode, SinbadEnt,mWindow,mCamera) ;

10. CxoMnunupyiiTe U 3anycTUTE NpuiiokeHue. Bol momkHbl yBHaeTs TaHer CuHbOasa.

4mo npousowsno?

C moMoIIbIo HECKOJIBKUX CTPOK Kozia MbI 3actaBuinu CunOana tanienars. Ha atame 1 Mbl
J00ABUIIM JIBE HOBBIX TIEPEMEHHBIX-UWICHA, KOTOPBIC OYyT HY)KHBI BIIOCIICICTBUM JJIST aHUMAIIHH
mozenu. [lepBasi mepeMeHHas-uIeH Oblla MPOCTO YKa3aTeiaeM Ha CYIHOCTh, KOTOPYIO Mbl XOTUM
OXXUBUTEL. BTopas Obuta ykazarenem Ha Ogre. :AnimationState, KOTOpbIi uctonb3yercs B Ogre 3D
JUTSI TIPEICTaBJICHHSI OTMHOYHOM aHMMAaIuu U cBsi3aHHOU nHpopMmarmu. lllaru 2 u 3 mpocThl; Mbl
WU3MEHWIH KOHCTPYKTOP, IPUCIIOCOOMB €r0 K HOBOMY HY)KHOMY HaM yKa3aTello, M Ha dTare 3 Mbl
3arpy3uiM yKaszareib B IepeMeHHbIe-UJICHBI, KOTOPbIE MBI cO3/1aiu Ha dTane 1. Heuto unTepecHoe
MIPOUCXOAUT Ha 3Tare 4; TaM MbI MIOMIPOCUIIH CYIITHOCTh BEPHYTh HAM aHMMAIIUIO ¢ uMeHeM Dance
(tanen). Kaxxgast CyliHOCTb COXpaHseT BCE CBOM aHUMAIUH, U MBI MOJKEM 3alIPOCUTH UX, UCTIONB3Ys
CTPOKOBBIN WACHTU(UKATOP U PYHKIUIO getAnimationState(). DTa PyHKIINS BO3BpaAIIaeT yKa3areib
Ha 3Ty aHUMaIIUIO, IPEJCTABICHHOE KaK AnimationState, Ui, €Clii aHUMAaIHUS OTCYTCTBYET, OHA
BO3Bpamaer ykazarens null. [Tocie Toro, kKak Mbl IOJTYYHIIH COCTOSTHUE aHUMAIIUY, MBI BKITFOYaeM
ero. O1o ykaxeT Ogre 3D, 4To HY)KHO MPOUTPATh ATY aHUMAILIHIO. TaKxKe, Mbl YCTAaHOBHIIU
CBOMCTBO loop (IIMKIT) B HCTHUHY, YTOOBI aHMMAIIHS TPOUTPHIBAIACH CHOBA M CHOBA, TTOKA MBI HE
ocTta”HoBuM e€. Illar 5 — Ba)KHBII; C 3TUM KOJOM MBI MOKEM 3aCTABUTH AHUMALIMIO OKUTh. Beskuil
pas, Korjaa Haie u300pakeHHe pEeHIEPHUTCS, Mbl T0OaBIIsIeM HEMHOTO BPEMEHU K aHUMAIUH, 1
cienoBarenbHo, Ogre 3D npourpaer e€ HemHoro. Eciiut ObITh TOUHBIM, "HEMHOTO BpeMeHH"
COOTBETCTBYET BPEMEHH, MPOUIEHHOMY C TIpeabIayiero kajapa. Koneuno, 1o MoxHO ObLIO
caenath nocpenctsom camoro Ogre 3D, HO Tako# cioco6 Oomnee rubok. Hampumep, Mbl MOTITH ObI
T00aBUTH BTOPYIO MOJIENb, KOTOPYIO MBI aHUMHUPYEM B 3aMeUIeHHON cheMke. Ecin 061 Ogre 3D
CaMOCTOSITENIbHO KOPPEKTUPOBAT aHUMAIIKIO, OBIJIO OBl TPYAHO MIJIM HEBO3MOXKHO aHUMHUPOBATh
OJIHY MOJIEJTh C HOPMAJIBHOU CKOPOCTHIO, M OHY B 3aME/JICHHON cheMKke. C HUCIONIb3yeMbIM



METOJIOM, Mbl MOJKEM BpeMsl, MMPOIIEHHOE MOCIE TOCIEIHEr0 Kaipa, YMHOKUTH Ha (.25, u Mmoaenb
OyZeT aHUMUPOBaHA B 3aMEICHHOM TEMIIE.

[Taru mocye 3Toro — mpocTo HeOOoIbIINe MOTUPUKAIIMN HAIIETO PUTIOKESHHS, YTOOBI OHO
CTaJI0 COBMECTUMBIM C U3MEHEHHBIM KOHCTPYKTOpOM FramelListener. [Ins 5TOro HaM HYKHO
COXpPaHUTh yKa3aTelslb Ha CyIIHOCTh, KOTOPYIO MBI 3aXOTEJIM aHUMHUPOBATb.

NMonynsipHass BUKTOpUHA — 3Ha4YeHUe BPeMeHMU

[Touemy mbI omkHBI coobmars Ogre 3D, CKOIBKO BpEMEHH MPOILIO C MOMEHTA TOCIIEIHETO
OOHOBJICHUS aHUMAIINH, U KaKOBBI MIOJIOKHUTENbHbIE T000UHBIE 3D ()EKTHI TAaKOH apXUTEKTYpPbI?

Have a go hero — po6aBneHune BTOpou moAaenu

Jl06aBBTE BTOPYIO MOZIEIB, CTOSIIIYIO PSZIOM C MIEPBOIL, U MyCTh OHA TAHILYeT B 3aME/IJICHHOM
pexXUMe.

BbI 1OMKHBI BUZIETH IB€ MOJICIH B PA3IMYHbIX CTAJAUSIX OJHOU U TOM ke aHUMAIIHH, KaK
MOKa3aHO Ha CJIEAYIOIIEM PUCYHKE.

lMpouzpbieaHue d8yx aHUMaLUUll 8 OOHO U MO XXe 8peMs

[Tocne noGaBneHus Hallel NEPBO aHUMALIUK MBI COOMpaeMCcs HOCMOTPETh, 3a4€M M KaKUM
00pa30M BO3MOXHO UIPaTh JIB€ aHUMAIMH OJHOBPEMEHHO.

Bpemsi ans gencrema — nobdasneHne BTOPON aHMMaLuu

BHCCB MBI UCTIOJIB3YEM TOT K€ KO, KOTOprﬁ MBI UCIIOJIB30BAJIN JJISI TICPBOTO IIpUMEpa:

1. HM3smenute annmanuio ¢ Dance Ha RunBase.
_aniState = ent->getAnimationState ("RunBase");

2. CxoMmuiupyite u 3amycTure npuioxenune. Bol nomxHbl BUaeTh Oerymero Cunbana, HO
TOJILKO C HUYKHEN MOJIOBUHOU €ro Tela.



3. Jlns Hameil BTopoll aHMMalliy HaM HY)KEH HOBBIN yKa3aTellb JJi COCTOSHUS aHUMAalIUU:
Ogre::AnimationState* aniStateTop;
4. 3arem, KOHEUHO, HAM HYXHO IOJyYUTh aHUMALIMIO JUIsl 3TOTO COCTOSIHUS, BKIIFOUUTH €€ U

3alMKJINTh. AHUMAIMA, KOTOpasi HaM HY)KHa, Ha3bIBaeTcs Runlop:
_aniStateTop = ent->getAnimationState ("RunTop");

_aniStateTop->setEnabled(true);
_aniStateTop->setLoop (true);

5. Tlocnemnee, 94TO HY)KHO ceNaTh — J00aBUTh MPOIIEAIIESe BpeMs K 3TOH aHUMAIIUH,

NOA00OHO TOMY, YTO MBI JICJIaJIH JUIs IEPBOMA:
_aniStateTop->addTime (evt.timeSinceLastFrame) ;

6. 3areM CHOBAa CKOMMWIMPYHTE U 3alyCTUTE NMpUIoKkeHue. Tenepsb Bbl JOIKHBI BUIETh
Cunbana, paboTaroIIero BCeM TEJIOM.

4mo npousowno?

MBI ipourpaiy IBe aHuMaIi OIHOBpeMeHHO. Panbiiie Bbl Moru Obl ClIpOCHUTh, TOYEMY MBI
TOTOKHBI TIONyYarh AnimationState i IPOUTPHIBAHKS aHUMAIIUU, BMECTO TOTO, YTOOBI BBEI3BATh
byHKM0 Bpoae playAnimation(AnimationName), Tenepb y Bac ecTh Ha 310 oTBeT. Ogre 3D
MOJICPKUBAET PabOTy HECKOIBKUX aHUMAIUH 3a OJMH pa3, a ¢ MPOCTHIM
playAnimation(AnimationName), Tak He nonydutcsa. C COCTOSHUSIMU aHUMAIIMA Mbl MOJKEM UTPATh
CTOJIBKO aHUMAIIHA, CKOJIBKO HaM HYKHO. MBI MOXKEM JJake IPOUTPaTh aHUMAIIUU C PA3TUIHBIMU
CKOPOCTSIMH, UCTIONB3YysI MOAU(PUITUPYIOINIYIO IepeMeHHYyI0 U GpyHkuuio addlime().



Have a go hero — po6aBneHue nokKkasartens K CKOPOCTU aHUMaLumn

JloGaBbTe MmoKa3aTellb K BEpXHEW aHUMAIMK U TPOOYHTE pa3TUYHbIC BEIMINHBI, HATPUMED
0.5 niu 4.0, 1 TOCMOTPUTE, KaK ATO MOBJIMSIET HA AaHUMAIIUIO.

Jaealime HeMHO20 npoudemcs

Y Hac ecTb aHUMalusi XOI[]':>6BI, HO Hallla MOJ€CJIb HC U3MCHACT CBOIO IO3HUIIUIO. Tenepb MBI
I[O6aBI/IM OCHOBHBIC 3JICMCHTHI YIIPABJIICHUA IICPEMCIICHUCM K HaIeu MOACIN U CME€IIacM HX C
AaHUMalUusIMU, UCITOJIb3Ys BCE TO, YTO MBI YK€ 3HACM.

Bpemsa ana gencreBusa — o6beguHeHNe Nosib30BaTeNbCKOro

npaBneHnsa n aHnMmaumnm

W, xak Bcerga, Mbl HCIIOJIB3YEM NPEABIIYIIHNA KO KaK OTIIPABHOM ITyHKT:

1. Bo-nepBeIX, HaM HY)KHBI JB€ HOBBIX IEPEMEHHBIX B FramelListener s yrpaBleHUs

CKOPOCTBIO ICPEMCHICHUA U COXPAHCHUS HAIICTO BPAIICHUA:
float WalkingSpeed;

float rotation;

2. B KOHCTPYKTOPE€ Mbl HHULIUAJIN3UPYEM HOBBIC BCIIMUUHBI; Mbl XOTUM ABUIATHCA HA 50

CAVHUI] B CCKYHAY U HAYaTb C COCTOSHUA 663 BpalICHUA:
_WalkingSpeed = 50.0f;

_rotation = 0.0f;

3. 3arem Ham HYXHO UBMCHHUTDL HAIIM COCTOAHUA aHUMAIllUu, 4TOOBI npeaoOTBpPaTUTh UX
3allUKJIMBAaHHC. Ha stot pa3 MbI CO6I/Ipa€MCH CaMM YyIIPpaBJIATH 3aIlyCKOM HOBOH aHUMallnuy,

0e3 3anukinuBanus B Ogre 3D:
_aniState = ent->getAnimationState ("RunBase");

_aniState->setLoop (false);

_aniStateTop = _ent->getAnimationState ("RunTop");
_aniStateTop->setLoop (false);

4. B metone frameStarted() Ham HyXHBI JIB€ HOBBIC JIOKAJTbHBIC IEPEMEHHBIE, OJ[HA, YTOOBI
yKa3aTh, YTO MbI TIEPEIBUHYIU HAIIly MOJIETH JJIsl 9TOTO KaJipa, U BTOpasi, 4TOOBI XpPaHUTh

HaIlpaBJICHUEC, B KOTOPOM MBI NEPEMECTUIIN HAIDY MOJCIIb.
bool walked = false;

Ogre::Vector3 SinbadTranslate(0,0,0);

5. Taxxe B merone frameStarted() Mpl 10OaBIsIEM HEMHOTO HOBOTO KOJIa, YTOOBI YIPABIATh
nepeMeIeHeM Halei Mosieny. Mbl UCIIOIb3yeM KIIaBUIIH MO3UIIMOHUPOBAHUS (CTPEIIKH)
Juist nepementienus. Korja kiaBuia Hakata, HaM HY)KHO U3MEHUTh IEPEMEHHYIO
npeoOpa3oBaHusl, YTOObI COXPaHUTh HAIPABJIEHUE, B KOTOPOM MbI XOTHM NEPEMECTHUTh
MO/I€NIb, U HaM HY>KHO 3aJ1aTh IEPEMEHHYIO BpallleHus], YTOObI TOBEPHYTh MOZEINb TAKUM
00pa3oM, 4TOObI OHa CMOTpEJIa B HAIIPABJICHUH NTEPEMEILCHU:
if (_key->isKeyDown (0OIS::KC_UP))

{
SinbadTranslate += Ogre::Vector3(0,0,-1);
_rotation = 3.14f;
walked = true;

}

6. Ham HyxHO TO ke camo€ Ul OCTaJIbHBIX TPEX KIABULI MO3ULIUMOHUPOBAHUS:
if (_key->isKeyDown (OIS::KC_DOWN) )

{
SinbadTranslate += Ogre::Vector3(0,0,1);



_rotation = 0.0f;
walked = true;
}
if (_key->isKeyDown (0IS::KC_LEFT))
{
SinbadTranslate += Ogre::Vector3(-1,0,0);
_rotation = -1.57f;
walked = true;
}
if (_key->isKeyDown (0OIS::KC RIGHT))
{
SinbadTranslate += Ogre::Vector3(1,0,0);
_rotation = 1.57f;
walked = true;
}
7. 3arem, nociie 00pabOTKHU KJIaBHIl, HAM HY>KHO IPOBEPUTD, JBUTAEMCS JI MBI B 3TOM KaJIpe.
Ecmu sT0 TaK, HaM HYKHO IPOBCPUTH, 3aKOHYNJIACH JIM aHUMAIIUA. B s>Tom cJ1yuac, Mbl

riepe3anycKkaeM aHIMAaIHio:
if (walked)

{
_aniState->setEnabled(true);
_aniStateTop->setEnabled(true);
if (_aniState->hasEnded())
{

_aniState->setTimePosition(0.0f);

}
if (_aniStateTop->hasEnded())

{

_aniStateTop->setTimePosition (0.0f);

}

8. Ecnu MbI He IBUTalMCh B 3TOM KaJipe, HaM HY>KHO YCTaHOBHUTH 00a COCTOSIHUSI aHUMAIIUH B
HyJIb. B IpoTHBHOM ciydae, Hallla MOJIeNIb OKaKETCSl 3aMOPOKEHHOM Ha MOJIITYTH
MPOBENEHHON aHUMALIUH, U 3TO BBITVISAACIIO Obl HE OUY€Hb XOPOoIo. Tak YyTo, €CIIM MBI HE
JIBUTAEMCS B 9TOM KaJIp€, Mbl YCTAHABIMBAEM JIBE€ aHUMAIIUU B CTAPTOBYIO MMO3UIIHUIO.
Takske, Mbl OTKIIFOUaEM aHUMALIMH, ITOCKOJIBKY MbI HE IEPEMEILIAEM MOJIEIb B 3TOM KaJIpe, U

IIO3TOMY MBI HE HYXXAa€MCA B aHUMallUAX:
else

{
_aniState->setTimePosition(0.0f);
_aniState->setEnabled(false);
_aniStateTop->setTimePosition (0.0f);
_aniStateTop->setEnabled(false);

}

9. TlocnenHss Bellb, KOTOPYIO HaM HY)KHO C/€JIaTh — MPUMEHUTD [IEPEMEILIEHUE U BpallleHNE

K y3JIy COCHBI Hamel MOACIIN:

_node->translate (SinbadTranslate * evt.timeSincelLastFrame *

_WalkingSpeed) ;

_node->resetOrientation();

_node->yaw (Ogre: :Radian( rotation));

10. Terepb MBI KOMIIUIUPYEM U 3armyckaeM npusioxkeHue. C moMoIbio MBIIIY U KJIABUII



WASD, MbI MO3keM nepeMelaTh KaMepy. A KJIaBUILIAMU TO3ULIMOHUPOBAHUSA Mbl MOKEM
nepemeniarb CuHOaza, 1 aHUMAaIMsI IPOUTPHIBAETCS BCAKUN pa3, KOT/Ia Mbl IIepeMeliaeM
ero.

4mo npousowsno?

MBI co3fanu Hale nepBoe NPUIOKEHHUE C BBOAOM I0JIb30BATENsI 1 KOMOMHUPOBAaHUEM
aHUMaIMi. OTO MO>KHO Ha3BaTh IIEPBLIM PEAIbHBIM MHTEPAKTUBHBIM IIPUIIOKEHUEM, KOTOPOE MBI
CO3J1aJIU K HACTOSIIEMY MOMEHTY. B marax 1 u 2 MblI cO31an¥ 1 MHUIMAIN3UPOBAJIA HECKOJIBKO
IIEPEMEHHBIX, KOTOpPbIE HaM HYXXHbI B AajbHelmeM. Ha atane 3 Mbl USMEHWIN TO, KaK MBI
OIIEpUPYEM HAIIMMH aHUMALUAMU; IIPEXKIE MBI BCEIa Cpasy BKIIOYAIM aHUMALMHU U 3alUKIINBAIIA
ux. Teneps MBI HE XOTUM, YTOOBI OHHM BKJIIOYAJIMCh aBTOMATHYECKH, TIOCKOJIBKY MBI XOTUM, YTOObI
aHMMAallM¥ IPOUTPBIBAIACh TOIBKO MIPH MEPEMEIIEHUH Halllel MOAEIH, HHa4Ye Obl 3TO BHINIAIEIIO
ryno. I1o Tol ke npuYruHe Mbl OTKJIFOYaEM BBIIIOJIHEHUE LIUKJIA aHUMALUKU. MBI TOJIBKO XOTUM
cpearupoBaTh Ha BBOJ] [10JIb30BATEIISA, TAK YTO HET HEOOXOIUMOCTH JUIsl 3aLIMKIMBAHNS aHUMALUH.
Ecnu Hy»HO, MBI CaMU 3aIlyCTUM aHUMALHIO.

Cawmble OornbIIe U3MEHEHUS MBI CIIENIaNH B MeTojie frameStarted(). Ha stamne 4 mMbl coznanu
napy JIOKaJbHBIX IIEPEMEHHBIX, KOTOpbIe HAM HY>KHBI BIIOCJIC/ICTBHH, & UMEHHO: JIOTHYECKAsI
BCJIMYKMHA, KOTOpas UCIOJIb3YCTCA KaK (I)Jlal“ NnepeMeuICHUA MOACIIN B 3TOM KaaApe, U BEKTOP,
HpeICTaBISIONINI HarpaBienue nepementenus. lllaru 5 u 6 onpammBarOT COCTOSHNE KIIABHUII
MO3UIIUOHHUPOBAHUA. Korna KJIaBHIlIa Ha)XaTa, Mbl U3MCHACM BCKTOP HAIlpaBJICHHUA U ITIOBOPOT
COOTBETCTBEHHO, M yCTaHaBIMBaeM (hiiar mepemMenieHus B uCTUHY. MBI HCIIOIB30BaJIM 3TOT (hiar Ha
sTane 7: ecnu ¢ar sBIsLEeTCsS UCTHHOM, 3TO 03HAYAEeT, YTO HAIlla MOJIEIIb IEPEMEILAETCS B 3TOM
KaJipe, Mbl BKJIIOYaeM aHUMAIMIO M IPOBEPsieM, HE IOCTHUIVIA JIM aHUMAIMs CBOero KoHna. Ecim
aHMMAaIUs 3aKOHYMIIACh, MBI TIepe3aryckaeM e€ co CTapTOBOM MO3UIIUH, YTOOBI OHA MOTJIa
npourparscsi cHoBa. [IockoIbKy MBI HE XOTUM pabOTHl aHUMALIMH, KOI/Ia MOJIENIb HE TIepeMeInaeTcs,
MBI YCTaHABJIMBAEM UX B CTAPTOBYIO [TO3ULIMIO U OTKJIIO4aeM Ha 3tare 8. Ha stare 9, Mbl
IpUMEHSEM IIepeMeIeHre. 3aTeM MbI COpachIBaeM OPUEHTAIHIO, ¥ [TOCTIE ITOTO, TPUMEHIEM HOBOE
BpalieHue. ITo He0OX0JUMO, IIOCKOJIBKY yaw JOOaBISIeT BpallleHUE K Y)KE CIACTIaHHBIM BPAILICHUSM,
YTO B HAIIEM ClTy4dae ObLIO Obl HEMPaBUIIBHBIM, IIOCKOJIBKY MBI HCIIOJIB3yeM a0CONIIOTHOE, a He
OTHOCHUTENbHOE Bpatienue. CiienoBaTeIbHO, Mbl CHauaJla BOCCTAHOBUIIM OPUEHTALUIO, & 3aTEM
NPUMEHWIN Hallle BpalleHHeE.

Job6aeneHue cabesnb

VY Hac teneps €cTh Laramnas, aHUMUPOBaHHAs MOJIEIIb, KOTOPAask MOXKET yIPaBIATHCS
BBOJIOM I10JIb30BaTelIs. Termeps Mbl COOMpaeMcst YBUACTh, KaK MBI MOYKEM TOOABUTh OOBEKT K HaIeH
AHUMHUPOBAHHOMN MOJEINH.

Bpema ona nencrteua — gnobaBneHue cabenb

Kak BCCra, MbI UCITIOJIB3YEM KOA M3 HAIIUX MPEABIAYIIHUX ynpamHeHHﬁ:



1. B xonue ¢yHkumu createScene() co3nanTe J1Ba dK3eMILISIpa MOJIEH Ca0lld U HA30BUTE UX

Swordl u Sword2:
Ogre::Entity* swordl

mSceneMgr->createEntity ("Swordl", "Sword.mesh");
Ogre::Entity* sword?2 = mSceneMgr->createEntity ("Sword2", "Sword.mesh");

2. Temnepb MOAKIIOUUTE CAOIH K MOJIEITH, UCIIONB3YS HMS KOCTEH:
_SinbadEnt->attachObjectToBone ("Handle.L", swordl);
_SinbadEnt->attachObjectToBone ("Handle.R", sword2);

3. CxoMmuiupyiTe u 3amycTure npuioxkenue. B pykax y Cunbana JOmKHBI HOSABUTHCS 1BE
cabnu.

Umo npousowsno?

MBpI co3nany JiBa SK3eMILISIpa MOZEITH ca0lii M MPUIIOKIIIH UX K KocTsaM. Co3maHue
AK3EMILISIPOB HE JIOJDKHO OKA3aThCs CIIUIIKOM TPYIHBIM JJIsi MOHUMaHus. TpyIHOU U HHTEpEeCHOMN
4acThIO SBIsIETCS QYHKIUSA ¢ UMeHeM attachObjectToBone(). UToOBI MOHATD, YTO ATa QYHKIIUS
JIeNIaeT, HaM HYKHO OOCYIUTh, KaK aHUMAIIHH COXPAHSIFOTCS M IPOUTPHIBAIOTCSI.

AHumMmauyuu

Jlst aHuMaIuit Mbl UCTIOJB3yeM TakK HaszbIiBaeMble ckeneThl (skeletons) u koctu (bones).
CucremMa BIOXHOBISIETCS OT MPUPOJIBI; B IPUPOJIE, TOYTH BCE UMEIOT CKEJIET, YTOObI MOAIEPKUBATh
ce0s1. C mOMOIIIBIO ATOTO CKEJIETa U MYCKYJIOB dKUBOTHBIE U JIFOAM MOTYT MEpEMENIaTh 4YaCTU CBOETO
TeJa B ONPEEICHHBIX HanpaBieHUsX. Kak mprumep, Mbl MOXKEM CAeNaTh KyJaK U3 HAllUX MajblLEB,
UCTIONB3YS IAPHUPHI B HUX. AHUMAIINH B MAaIlTUHHOHN Tpaduke paboTal0T aHATOTHYHBIM CIIOCOOOM.
XynoxHUK onpenenseT 3D-moaens, U 1718 3TOM MOJIeH co3Aa€TCsl CKETET, TaK YTO OHA MOYKET OBbITh
anuMupoBaHa. CKeJleT COCTOUT U3 KOCTeH U mapHUpoB (coenunenuil). LllapHupel coequHsioT 1Be
KOCTH U OTIPEACIISIOT, B KAKOM HAINpPaBJIEHUU KOCTH MOTYT nepeMeiarscsa. BoTt kpaiine
VIPOIICHHBIN PUCYHOK TaKOTO CKelieTa; 0OBIYHO, OHU HMEIOT Topa3io OOJbIe KOCTEH.

eck Bone
Left Arm Boné Right Arm Bone

Body Bone




B mogenu onpeneneno, Ha Kakue TPEYroabHUKH BIUAIOT KOCTU Ipu niepemeniennn. Kaxnas
KOCTb BJIUSIET TOJILKO Ha YacTh MOJIEJIH: KOCTh JJISl JIEBOM PyKH MOAUPHUIMPYET TOIHKO
TPEYTOJbHUKHN MOJENH, KOTOPBIE MPEACTABIISIIOT JIEBYIO PYKY; Ha BCE OCTAJIbHbIE TPEYTOJIbHUKH OHA
HE BO3/ICHCTBYET.

C mapHUpaMu, KOCTIMHU, U pPaanycoM 3PQeKTa KOCTH, XyA0KHUK MOXKET CO3/1aBaTh CIOKHBIC
aHUMaIH, MoJ00HO aHuManusaM A Moaenu CunOaaa, KOTOpbIe MBI HCTIONB3yeM. Takke Kak u
aHuMalluu, KOCTH UMCIOT UMCHA. Ogre 3D IIO3BOJIACT UCIIOJB30BATH OTHU KOCTHU B KAYECCTBC TOUYKHU
JUTSI TIOJIKITFOYEHUS IPYTUX CyIHOCTed. OTpOMHOE MPEUMYIIECTBO B TOM, YTO KOTJa OHA
MPHIIOKEHA, CYIITHOCTh TPacHOPMUPYETCS MOA00HO KOCTH, TO €CTh, €CIIH y HAC €CTh TOUKa
npucoeanHeHus K pykam CunOaza, v IpUiIoKeHbl cabiu, OHU Bcerna OyayT B €ro pyKax,
MTOCKOJIBKY KOTZIa PYKH TOJY4aroT TpaHC(HOpMaInio OT aHUMAIUH, ca0JI TOY4aroT Ty JKe
Tpancdopmaruo. Eciau Obl 5Ta GhyHKIMS HE CylIeCTBOBAIA, ObUIO ObI MOYTH HEBO3MOXKHBIM JaBaTh
MOJCIIN YTO-TO B pYKI/I WKW IIOAKJIIFOYUTH YTO-TO K HUM C3a1U, HO)IO6HO TOMy, KakK HpOCTO MBI 3TO
cle1any ¢ cabIsaMu.

Meyamb ecex aHUMauyul, umerouw,uxcsi y mooesnu

MBI yke 3HaeM, 4TO XyAOKHUK OINpENEseT MMEHa aHUMAalMi, HO HHOTA Ba)KHO MOJTYYUTh
MMEHa aHUMaInui HemocpeacTBeHHO 3 Ogre 3D. D10 MoXKeT ObITh HY)KHO, KOTJIa y Bac HET
XyoOKHUKaA HaHHOﬁ MOICIN, ‘ITOGBI CIIpOCHUTDL, WJIN KOrla Br1 xotute MMPOBCPHUTH, YTO MPOLECCC
AKCITOPTA OBLIT YCTICIICH.

Tenepb MBI YBUJIHUM KaK BBIBCCTH UMCHA BCCX aHI/IMaHI/Iﬁ MOICJIM Ha KOHCOJIb.

Bpemsa ansa nencrtema — nevyartb BCcex aHMMaLUn

MpI ncnionb3yeM MpenbIIyIIni KoJl Kak 0a3y, 4ToObI HareuaTaTbh BCe aHUMAIINH, KOTOPhIC
UMEET Hallla CYIIHOCTb.
1. B xone ¢pyHkuuu createScene(), moirydaeM Bce aHUMAIINH, KOTOPbIE UMEET MOJICITb, B BUIC

Habopa (set):
Ogre::AnimationStateSet* set = SinbadEnt->getAllAnimationStates();



2. 33.TCM OMPCACIIACM UTCPATOP U MTHULUATIU3UPYEM €TI0 UTCPATOPOM Ha60pa:
Ogre::AnimationStatelterator iter = set->getAnimationStatelterator();

3. I/I, HAKOHECI, IPOU3BOAUM HUTCpALUMIO HAJl BCCMH aHUMAIIUAMM U I1€4aTacM UX MMCHA:
while (iter.hasMoreElements ())
{
std::cout << iter.getNext () ->getAnimationName () << std::endl;
}

4. CxomnuiupyiTe u 3amyctuTe npuiaoxenue. [locne 3amycka npuiioXXeHus U 3arpy3ku

CIICHBI, Bri JOJIDKHBI YBUJICTH CJ'IGILYIOHII/Iﬁ TCKCT B KOHCOJIM ITPHUJIOKCHU A
Dance

DrawSwords
HandsClosed
HandsRelaxed
IdleBase
IdleTop
JumpEnd
JumpLoop
JumpStart
RunBase
RunTop
SliceHorizontal
SliceVertical

4mo npousowsno?

MBI OIIpOCHIIN CYIIHOCTD, YTOOBI MOTYYHTh HA0Op, colepKalluii Bce aHMMalluH, KOTOPbIE
OHa UMeeT. 3aTeM Mbl IPOBEJIU UTEPALMU HaJ 3TUM HAOOpOM U HareyaTaaud UMs aHUMaluu. Mbl
BHJIMM, YTO CYIIECTBYET MHOKECTBO aHUMALIMM, KOTOPBIE MBI HE UCIIOJIb30BAJIN, @ TAKKE TE, YTO MbI
YK€ UCIIO/Ib30BaIN.

moe

M5!I y3HaIM MHOTO B 3TOM IJIaBe 00 aHUMANUsAX M O TOM, KaK MX HCIOJIb30BaTh, YTOOBI
caenatb 3D-cuieHy 6osiee UHTEPECHOI.

B yacTHOCTH, MBI U3y4YWIIH CIEYIOIIEE:

* Kak nomyyaTh aHUMAIUIO U3 CYITHOCTH U IPOUTPATh €€
* Kak BKJIIOYaTh/BBIKITIOYATh U 3AI[UKINBATh aHUMAIIMH, U TIOYEMY HaM HY>KHO COOOIIaTh
aHUMAIINH, CKOJIbKO BPEMEHH MPOIILIO MOCIIE OCIEAHET0 OOHOBIEHUS
*  Kak MBI MOXXEM CBITPATh JBE aHUMALIUU B OIHO U TO K€ BpeMs
* Kak aHumanuu npourpbIBatOTCs, UCIONIb3Ys CKEJIET, U YTO BO3MOXHO MOAKIIOUYHUTD
CYIIHOCTB K GHHHCTBGHHOﬁ KOCTHU
* Kak 3anpocuth CylHOCTh 000 BCEX aHUMAITUSAX, KOTOPhIE OHA COIECPIKHT.
B cnenyromieit rmaBe Mbl coOupaeMcs MocMOTpeTh Ha eiié oauH actiekt Ogre 3D, raBHbIM
00pa3oM Ha BO3MOXHOCTb UCIIOJIb30BaHUS PA3IMYHBIX MEHEIKEPOB CLEHBI U IPUYHUH JIJISl TAKOTO
UCIIOJIb30BaHMSIL.



6 MeHepxepbl CUEHbI
7 MaTtepuansl

8 KomMno3nTtopbl NOCT-00paboTKu

Om nepegoouuxa:

Iaswl 6, 7 u 8 yumaiime 6 nepegode ysascaemozo pozitiffcat, komopulil, Kak 8bIAICHUNIOCY,
nepesoousl My KHU2Y 0OHOBPEMEHHO CO MHOU, Ulu oadice HeMHo2o paubuie. Ceou nepegoosi OH
sviKIa0bI8Aem Ha Gopyme no aopecy http://forum.boolean.name/showthread.php?p=224502

IIpsmas ccolnka na nepesood, pabomocnocoonas no cocmosinuio Ha 01.06.20122.:
http://malcdevelop.ru/downloads/ogre _book_rus.zip



http://malcdevelop.ru/downloads/ogre_book_rus.zip
http://forum.boolean.name/showthread.php?p=224502

9 NocnepoBatenbHOCTL 3anycka Ogre3D

Mp1 nponuti 60NBIIONW MYTh B XOJI€ 3TOW KHUTH. B 3TO# IaBe MbI
OXBaTUM OJIHY U3 HECKOJBKHX MPOMYIIEHHBIX HAMH T€M: KaK CO3/1aTh HAIN
cOOCTBEHHbBIEC MPUIOKEHHUs, He monarasick Ha ExampleApplication. Tlocne
M3Y4YEHUS ITOM TEMBI, B 3TOM I1aBe OyyT MOBTOPEHBI HEKOTOPHIE TEMBI U3
MPEIBIIYIINX [J1aB, YTOOBI CO37aTh JAEMOHCTPAIIUIO TOTO, YTO MBI Y3HAJIU
00 UCHOIB30BAaHUH HAIIIETO HOBOTO OTKPBITOTO KJIacca MPHUIIOKEHHUSL.

B »To¥ raBe MbI:

* V3Haewm, kak 3anmyckarb Ogre 3D caMoCTOSTENTbHO

* Pa3Gepém resources.cfg, 4TOOBI 3arpyKaTh MOAEIH, KOTOPbIE HAM HY>KHBI

*  CxoMOuHHUpYeM BCE€ U3 MPENLIECTBYIONIUX [VIaB, U CO3/1aIUM HEOOJIbIIOE
JEMOHCTPAIIMOHHOE MPUIIOKEHHE, OTOOpaXKarolee BCE, YTO Mbl y3HAIH

JlaBaiiTe HAaUHEM...

3anyck Ogre 3D

Jlo HBIHenHero MoMeHTa kiace ExampleApplication ctapToBan U MHAUAIN3APOBAI IS HAC
Ogre 3D; tenepsb Mbl coOOUpaeMcs cAeaTh 3TO CAMOCTOSATENBHO.

Bpemsa gpna pencreua — ctapt Ogre 3D

Ha sToT pa3 Mbl paboTaeM ¢ YUCTHIM JTUCTOM.

1. Haunwure ¢ myctoro (aiina mporpammsl, noakiarounte Ogre3d.h, u co3manTe MyCcTyIo

byHKIUIO Mmain:
#include "Ogre\Ogre.h"

int main (void)
{
return O;
}
2. Cozpnaiite 3x3eMIusip kinacca kopHa Ogre 3D Root; 3TOT Ki1acc HyK/1aeTcsi B UMEHU
"plugin.cfg":
Ogre::Root* root = new Ogre::Root ("plugins d.cfg");
3. Ecmm Aruajior KOH(bI/IpraHI/II/I HE MOXCET 0T06paSI/ITBC$I, WJIH €CJIM M0JIB30BaTejIb Ha)Kajl B HEM
OTMEHY, 3aKPOUTE MTPUIIOKCHUE:
if (!root->showConfigDialog())
{

return -1;
}

4. Co3zpaiite OKHO peHjaepa:
Ogre: :RenderWindow* window = root->initialise(true,"Ogre3D Beginners
Guide");

5. 3areMm co3naiiTe HOBBI MEHEIIKED CLIEHBI:
Ogre: :SceneManager* sceneManager = root-
>createSceneManager (Ogre::ST GENERIC) ;

6. CoznaiiTe kKamMepy 1 Ha30BUTE €€ camera:
Ogre::Camera* camera = sceneManager->createCamera ("Camera");

camera->setPosition (Ogre: :Vector3(0,0,50));



camera->lookAt (Ogre: :Vector3(0,0,0));
camera->setNearClipDistance (5);

7. C noMolbIo 3TON KaMepbl COo3/1aiiTe MOPT MPOCMOTPA U YCTAaHOBUTE B HEM LIBET (hOHA Ha
YEPHBII:
Ogre: :Viewport* viewport = window->addViewport (camera) ;
viewport->setBackgroundColour (Ogre::ColourValue(0.0,0.0,0.0));

8. Temnepp UCHONB3YHTE ITOT MOPT IPOCMOTPA JJIsi YCTAHOBKU COOTHOILIEHUS IIUPUHBI U

BBICOTHI:
camera->setAspectRatio (Ogre: :Real (viewport->getActualWidth())/
Ogre::Real (viewport->getActualHeight ()));

9. Haxkoser, coo0muTe KOpHIO (9K3eMILISIPY Ki1acca Root) HauaTe peHIepuHT:
root->startRendering () ;

10. CxoMmuupyiiTe U 3ayCTUTE MPUIOKEHNE; BBl TOIDKHBI yBUAECTH HOPMATbHBIN IUATIOT
KOH(HUTYpaIu, U 3aTeM YepHOE OKHO. DTO OKHO HEIb3sl 3aKPhITh, HAKUMas Escape,
MOCKOJIBKY MBI TTOKa He JI00aBHIIN 00pa0OoTKy KIaBUIL. Bbl MOXeTe 3aKpBhITh MPUIOKEHHUE,
HaxuMmass CTRL+C B KOHCOJIH, C KOTOPOH NPHIIOKEHNUE OBIIIO 3aITyIIECHO.

4mo npousowsno?

Mp1 co3nanu Hame niepoe Ogre 3D - npunoxenue 6e3 nomomu ExampleApplication.
[Tockonbky MBI O0JIBIIIE HE UCTIONB3YeM ExampleApplication, mbl noiKHBI noAkIounTs Ogre3D.h,
KOTOPBIN paHbllle moJkiItouancs uepe3 ExampleApplication.h. Ilpexnae, 4eM Mbl CMOXKEM CHENaTh
yT10-HUOYIE ¢ Ogre 3D, HaM Hy)eH sK3eMIusIp KopHs. Knacc root siBnsieTcst KitaccoM, KOTOPBIT
yrnpagisieT Ogre 3D Ha BepxHEM ypOBHE, CO3/IaeT U COXPaHseT 00bEKThI-(HaOpUKH, UCIIONb3yeMble
JUTISL CO3/IaHMSI IPYTUX OOBEKTOB, 3arPYKAET U BHITPYKAeT HEOOXOIUMBIE IJIArUHBI, © MHOTO Y€TO
emi€. Mbl niepeany SK3eMILIIpY KOPHS OIUH MapameTp: uMms ¢aiiina, B KOTOpOM OMpeesieHO, KaKie
MJIarvHbI 3arpyxath. Crlenyloinee sBIseTCs MOJTHOW CUTHATYPOUM €ro KOHCTPYKTOpa:

Root (const String & pluginFileName = "plugins.cfg", const String &
configFileName = "ogre.cfg", const String & logFileName = "Ogre.log")

Kpome nHanmenoBanus (aiina koH(GUTYypaluy IaruHoB, GYHKIUS TaKKe HY>KIaeTcs B
nMeHax (¢aiina konduryparuu Ogre u log-daitna. Ham Hy)kHO U3MEHUTH UMs TIEpBOTO (paiina,
MOCKOJIbKY MBI UCTIOJIb3YEeM OTJIAJJOYHYIO BEPCHIO HAIIETO MPUIIOKEHHS, U, CJIeJ0BATEIbHO, XOTHM
3arpy3uTh OTJIQJ0YHbIE TUIArMHBIL. 3HaU€HHUE 110 YMOJIYAHUIO - 3TO plugins.cfg, KOTOpPbIi
UCTIONIb3yeTCs A Karajora penusHoi Bepcuu Ogre 3D SDK, Ho Haiie npuioxeHne padoTaeT B
OTJIaJ0YHOM KaTajiore, ISl 4ero UCIoNib3yeTcs uMs daina plugins d.cfg.

daiin ogre.cfg conep>XUT HACTPOMKH JUIA 3aIrycka npriioxenust Ogre, KOTOpbIe MBI BEIOUpaeM
B auasore kKoHpurypauuu. OH nMpeoxXpaHseT Moab30BaTelNsl OT HEOOXOAMMOCTH U3MEHSITh OJTHO U
TO K€ B 9THX HACTPOMKaX KaXKIbli pa3, KOTOPBII OH/OHA 3alycKaeT Hale nprioxeHue. C
noMol1so 3toro ¢aitna Ogre 3D MoXeT 3aIOMUHATH BHIOpaHHBIE HACTPOIKHU M UCTIOIB30BaTh UX
KaK YCTaHOBKH MO YMOJTYAHHUIO TIPH CIEAYIOIIEM cTapTe. DTOT (aiiin co3aaéTes, eciiu OH He
CYIIECTBOBAJI IPEXK/IE, TAK YTO MbI HE 100aBisieM d K MMEHH (aiiyia 1 MOXKEeM UCTIOIb30BaTh
CTaHAAPTHOE; TO XK€ caMOe UCTHHHO st log-daiina.

Vcnonb3yst SK3eMIUTSIp KOPHS, MBI T03BOIMIHN, yToOb1 Ogre 3D mokasain auanor
KOH(Urypaluu 1nojp3oBaresnto B mare 3. Korja nonp3oBareiib Ha)KUMaeT cancel B Juanore, Win
4TO-HUOY/Ib UAET HETIPABIIBHO, MBI BO3BpaIaeM -1 1, Takum 00pa3om, 3aKpbIBaeM IpuiiokeHune. B
IPOTUBHOM CJIy4ae, Mbl CO3/1aéM HOBOE OKHO PEHJepa U HOBBII MEHEKep CLIeHbI Ha JTare 4.
Hcnonb3ys MEHEIKEp CLIEHBI, MbI CO37jaJIi KaMepy, U ¢ HEM Mbl CO3J1aJIM ITOPT IPOCMOTPA; 3aTeEM,
UCTIOJIB3Ysl €r0, Mbl BEIUMCIIMIIM COOTHOILIEHHE IIMPUHBI K BbICOTE JUIs KaMmepbl. Co3jaHne KaMephl U
MOPTa MPOCMOTPA HE JIOTHKHO OBITH JUISI YMTATEIS YeM-TO HOBBIM; MBI YK€ JeJalu 310 B [ 1ase 3,
Kamepa, Céem, u Tens. Ilocne cozpanus Bcero, 4To TpeGOBanoCh, Mbl COOOIMIN IK3EMILIAPY
KOpHS HayaTb PEHJIEP, TaK YTO HAIll Ppe3yNbTaT J0JDKEH CTaTh BUAUMBIM. BoT auarpamma,



IOKa3bIBaroIas, KakKue 00BEKThI OBLIH HYXHBI TP CO3aHUHN APYTroro 00BeKTa:

Root

Y

SceneManager Window

s
0

Viewport

JobaeneHue pecypcos

Mei1 coznanu Hamie niepBoe Ogre 3D npuioxenue, KOTopomy He HyxkeH ExampleApplication.
Ho xoe-uTo Ba’kHOE IPOIYIIEHO: Mbl ITOKA YTO HE 3arpy3WId U HE OTPEHAEPENIA MOJIENb.

Bpema ona aencreBua — 3arpy3ka mewa CnHb6aga

VY Hac ecTb Hallle IPUIOKEHHE, TEeTIePh JaBaiTe 100aBUM MOJIEIb.

1. Tlocne HacTpoiku aspect ratio u mepes 3amyckoM peHiepa, 100aBbTe K HAIIUM pecypcam
zip-apxuB, coaepxauiuii Mogens Cunbaza:
Ogre: :ResourceGroupManager: :getSingleton () .addResourceLocation ("../../Medi
a/packs/Sinbad.zip","Zip") ;
2. Hawm Gomnbliie He HY)KHO HUKaKUX PECYPCOB B JAHHBIM MOMEHT, TaK YTO NMPOMHAECKCUPYEM
Bce JI00aBIICHHBIE PECYPCHI ceiuac:
Ogre: :ResourceGroupManager: :getSingleton () .initialiseAllResourceGroups () ;
3. Teneps co3zpaiite s3x3eMIusip Menta CuHOana u 100aBbTE €ro K CLEHE:
Ogre::Entity* ent = sceneManager->createEntity("Sinbad.mesh");
sceneManager->getRootSceneNode () ->attachObject (ent) ;

4. CxoMOHWIMpYyWTE M 3allyCTUTE MpuiokeHue; Bol momxubl yBuaets Cunbaa B cepeaune
JKpaHa:

4mo npousowsno?

Me1 ucnionsioBanu ResourceGroupManager, 9T00bI TPOWMHICKCUPOBATH ZIP-apXUB,
coneprkarmii et CuHOa1a 1 Gailsibl TEKCTYP, U MOCIIE STOTO MBI 3arPY3UJIH IAHHBIE C TIOMOIIIBIO
BBI30Ba createEntity() Ha drarme 3.

Ucnonb3oeaHue resources.cfg

Z[O68.BHCHI/IC HOBOH CTPOKHU KOAa IJIs KaXXJA0I'o zip-apXHBa WJIK Karajiora, KOTOpBIfI MbI XOTHM
3arpysuThb, SABJIACTCA CKy‘IHOﬁ 3&)1&‘-16171, 1 Mbl JOJIDKHBI ITOIIBITAThCs n30eKaTh 3TOro.



ExampleApplication ncnonb3oBan (aiin KOHGUTYpaLUU ¢ UMEHEM resources.cfg, B KOTOPOM ObLI
yKa3aH KaXKIbIil KaTaJIoT WIN Zip-apXHB, U BCE UX COACPKUMOE 3arpyKanoch, HCIOIb3Ys ITOT
¢aiin. /laBaiiTe ckomMpyeM Takoe MOBEICHHUE.

BpeMil ANA 0eNCTBUA — UCNOSIb30BaHUe resources.cfg AnA 3arpy3kKku

HawWux moaeneun

Hcnonp3ys Halie npeapayliee NpuiokKeHNe, Mbl COOMpaeMcs Tenephb BhIMOIHUTD
rpaMMaTHYecKuil pazoop ¢aiina resources.cfg.
1. 3amenuTe 3arpy3Ky zip-apXuBa dK3eMIUIIpoM config-daiina, ykaszaB Ha resources_d.cfg:
Ogre::ConfigFile cf;
cf.load("resources d.cfg");
2. CHauazia noyiy4urte UTepaTop, KOTOPbII OTCUNTHIBAET KaXAYl0 ceKlnto config-daiina:
Ogre::ConfigFile::SectionlIterator sectionlIter = cf.getSectionlIterator();
3. Ompenenute TpU CTPOKH JJIsi COXpPAHEHUS TaHHBIX, KOTOPBIE MBI COOMpaeMCsl U3BJICUb U3

config-daiina, ¥ MOBTOPSUTE NEHCTBUS MO KaXKIOW CEKIINHU:
Ogre::String sectionName, typeName, dataname;

while (sectionlIter.hasMoreElements())

{

4. Tlomy4yuTe UMS CEKIUU:
sectionName = sectionIter.peekNextKey () ;
5. IlomyuuTte HACTPOMKH, COAEPKAIIUECS B CEKLUU U, B TO KE CAMOE BPEMS, IIPOIBUHBTE

HUTCPATOP CCKIMHU, TAKIKC co3z[a171Te UTCPpaTOp AJId CaMUX HACTPOCK:
Ogre::ConfigFile::SettingsMultiMap *settings = sectionlter.getNext ()

Ogre::ConfigFile::SettingsMultiMap::iterator i;
6. IloBTrOpuTE MO KAXK/10M HACTPOUKE B CEKIIUH:
for (i = settings->begin(); i != settings->end(); ++1i)
{
7. Wcnonp3yiiTe ureparop, 4To0bl MOIYYUTh UMS U THII PECYPCOB:
typeName = i->first;
dataname = i->second;
8. MHcmonb3yiiTe uMs pecypca, TUII, 1 UMsI CEKLIMH, YTOOBI J00aBUTh €T0 K HHIEKCY PECYPCOB:

Ogre: :ResourceGroupManager: :getSingleton () .addResourcelLocation (dataname,
typeName, sectionName) ;

Bcé-maxu, mym mysucHo 3axpulms cKOOKU YUKI08 — Npum. nep.
}}

9. CxoMnunupyiTe U 3alyCTUTE NMPUIOKEHUE, U Bbl JOIKHBI YBUIETH TO K€ N300pakeHue,
YTO U paHblIIe.

Umo npousowno?

B nepBoM m1are Mbl UCIIOIB30BaNIN APYToi BerioMorarenbHbli kiaace Ogre 3D, Ha3bIBaeMblii
ConfigFile. DTOT K1acc UCTIONB3YeTCs, YTOOBI YIPOCTHUTD 3arpy3Ky U BBHIIIOJTHEHUE
rpaMMaTHYeCKOro pazdopa NpocThIX ailioB KOHGUTYypaH, KOTOPbIE COCTOAT U3 Map UMs-
3HaueHue. Mcnonesys sxzemiuisap kinacca ConfigFile, Mbl 3arpy3uiu resources_d.cfg. Mbl xkEcTko
BIIKCAJIN UMsl (paiisia ¢ MoCT(HUKCHOM OTIaAKOM; 3TO HE SABJISETCS XOpOIlel NPaKTUKOMN U B
MPOMBIIIIJIEHHOM NPUI0KEHUH MBI JJOJDKHBI UCIIONIb30BaTh #ifdef, yTOOBI U3MEHATH UM4 (hailia B
3aBHCHMOCTH OT peKuMa: OTJIaJKu Win penusa. ExampleApplication nenaet 31o; nqaBailTe B3IISIHEM
Ha cTpoKy 384 daiina ExampleApplication.h:

#if OGRE_DEBUG MODE
cf.load (mResourcePath + "resources d.cfg");

#else



cf.load (mResourcePath + "resources.cfg");
#endif

Cmpykmypa ¢hbatina koHhuaypayuu

@aiin koH(UTypaIH, 3arpy>KaeMblii BCIOMOTATEeNIbHBIM KJIACCOM, CIIeIyeT MPOCTOM
CTPYKTYype; BOT puMep u3 resource.cfg. Koneuno sxe, Baui resource.cfg OyaeT cOCTOSITh U3 APYTHX
IyTeu:

[General]
FileSystem=D:/programming/ogre/ogre trunk 1 7/Samples/Media

[General] HauMHaET CEKIMIO, KOTOPAsl IPOIOIDKAETCS 10 TeX MOp, MOKa Apyroe [ums cekyuu]
He BcTpeTuTcs B ¢aiine. Kaxapiil gaitn koHpUrypaum MoxXeT coepKaTb MHOKECTBO CEKIUI; Ha
3Tarne 2 Mbl CO3JJaJIi UTEPATOP, MPOXOAALINHA [IUKIOM 10 BCEM CEKIUM B (hailsie, ¥ Ha 3Tane 3 Mbl
WCITIOJIB30BAJIA IIUKJ While, KOTOPBIN BBITIOTHSAETCS, IOKAa MBI HE 00paboTaIl KaXIyto CEKIIUIO.

Cekuusi COCTOUT U3 HECKOJIBKUX HACTPOEK, U KaXKAasi HACTPOUKA CBS3bIBAET KIIIOY CO
3HaueHueM. Mbl Ha3HauaeM kitouy FileSystem 3nauenue D./programming/ogre/ogre trunk 1 7/
Samples/Media. Ha stane 4 Mbl co3/1a11 UTEPaATOp, TaK YTO MbI MOXKEM ITPONTH LIUKIIOM I10 KaXKA0H
HacTpolike. BHyTpeHHe HaCTPONKH COCTOAT M3 Nap UMsi-3HaueHue. Mbl iepedupaeM 3T
OTOOpaXEHHUs, M JUIs KQXKI0TO BXOX/IEHUS Mbl UCIIOJIb3YEM KIIIOY, KaK TUII pecypca, U JaHHbIe, KaK
nyTh. Vcronb3yst MMsI CEKIIMU KaK TPYIILY peCypcoB, MBI I00aBIsIeM pecypc, HCIOIb3ysl MEHEIKED
rpymni pecypcoB Ha 3tane 8. Kak Tonbko Mbl pazo0panu (aiin nelnkoM, Mbl HHAEKCUPYEM BCe
Gaibl.

Co30aHue Knacca npusioxeHusl

VY Hac Teneph eCTh OCHOBA JijIsl Harero cooctsennoro Ogre 3D nmpuiiokeHusi, HO BECh KOJI
HaxXoOouTcCsa B (I)YHKLII/II/I main, YTO Ha CaMOM JACJIC HC KCJIATCIIbHO IJIA TIOBTOPHOI'O MCIIOJIB30BAHUA
KoJa.

Bpemsa Ana aencTBus — cosgaHue Knacca

Hcnonp3ysa paHee NpUMeHEHHBIN KO/, MBI TEIIEPh cOOMpaeMcs CO3aTh KJIACC, YTOOBI
BbLIENTUTH Ko Ogre u3 QyHKIUN main.

1. Cosnaiite knnacc MyApplication, KOTOpbIiA UMEET JBa IPUBATHBIX YKa3aTellsd, OIMH Ha

Menemxep cuensl Ogre 3D, apyroii Ha kiacc Root:
class MyApplication

{
private:
Ogre::SceneManager* sceneManager;
Ogre::Root* root;
2. OcranpHas 9acTh 3TOTO Kjacca JOJKHA ObITh MyOINYHOMN:
public:
3. Cosnaiite pynkuuro loadResources(), kKotopas 3arpyxaet (aitsl KOHPUTYyparuu

resources.cfg:
void loadResources ()

{
Ogre::ConfigFile cf;
cf.load("resources d.cfg");

4. TloBropsiiTe UK MO BCEM CEKIUAM (aiiina KOHPUTypaluu:
Ogre::ConfigFile::SectionIterator sectionlter = cf.getSectionIterator();

Ogre::String sectionName, typeName, dataname;



while (sectionIter.hasMoreElements())
{

ITosmyunTe UM CEKIIMM U UTEPATOP IJI1 HACTPOEK:
sectionName = sectionlIter.peekNextKey () ;

Ogre::ConfigFile::SettingsMultiMap *settings = sectionlter.getNext ();
Ogre::ConfigFile::SettingsMultiMap::iterator i;
[Ipoiinure NUKIOM IO HACTPOMKaM, U JOOABISUTE KaXKIbI pecypc:

for (i = settings->begin(); i != settings->end(); ++1)
{
typeName = i->first;
dataname = i->second;
Ogre: :ResourceGroupManager: :getSingleton () .addResourcelocation (

dataname, typeName, sectionName) ;

}

Ogre: :ResourceGroupManager: :getSingleton () .initialiseAl1lResourceGroups () ;
}

Taxoke co3maitte PyHKIMIO startup() (3amycK) , KOTOpasi CO3/AaeT IK3EMILISP KOPHEBOTO

knacca Ogre 3D, ucnonb3ys plugins.cfg:
int startup()

{

_root = new Ogre::Root("plugins d.cfg");

ITokaxxute auajaor KOH(bI/II‘ypaLII/II/I, H, €CJIN MMOJIb30BATCJIb BBIXOAUT U3 HCTO, BO3BPATUTC -1,

YTOOBI 3aKPBITh MPUIIOKEHUE!
if (! root->showConfigDialog())

{

return -1;
}
Co3zpnaiite OkHO peHaepa 1 MeHemxep CIEHBI:

Ogre::RenderWindow* window = root->initialise(true,"Ogre3D Beginners
Guide") ;
_sceneManager = root->createSceneManager (Ogre::ST_ GENERIC) ;

. CoznaiiTe Kamepy U OPT MPOCMOTpa:
Ogre::Camera* camera = _sceneManager->createCamera ("Camera") ;

camera->setPosition (Ogre: :Vector3(0,0,50));
camera->1lookAt (Ogre: :Vector3(0,0,0));

camera->setNearClipDistance (5);

Ogre::Viewport* viewport = window->addViewport (camera) ;
viewport->setBackgroundColour (Ogre: :ColourValue(0.0,0.0,0.0));
camera->setAspectRatio (Ogre: :Real (viewport->getActualWidth()) /

Ogre: :Real (viewport->getActualHeight ()));

. Be13oBuTe (hyHKIINIO, 3arpy’KAOIIYI0 HAIIIA PECYPCHI, B 3aTeM (YHKITUIO, CO3IAIONTYIO

cueny; nocne storo, Ogre 3D HauMHAET pEeHAECPUTH:
loadResources () ;

createScene () ;
_root->startRendering () ;

return 0;

. 3arem coznaiite pyHKIMIO createScene(), KOTOpasi COMEPIKHUT KO JJISl CO3/IaHMSI y3J1a CIIEHbI

U CYILIHOCTH:
void createScene ()

{

Ogre::Entity* ent = sceneManager—->createEntity("Sinbad.mesh");



__sceneManager->getRootSceneNode () ->attachObject (ent) ;
}

13. HaM HyX€H KOHCTPYKTOD, YTOOBI YCTaHOBUTH 00a yka3atesst Ha NULL, Tak 4To MbI

CMOKEM yIaJIUTh UX, JaKE€ €CJIIN UM HC OBLIIM HAa3HAYEHBI 3HAYCHUS:
MyApplication ()

{
__sceneManager = NULL;
_root = NULL;
}
14. Ham Hy>XHO yIalauTh 3K3EMILUISAP KOPHs, KOTJIa HAlll SK3EMILISP IPHIIOKEHUS! YHUUTOXKAETCS,

TaK 4TO COo3aaauM AECTPYKTOP, KOTOpBIﬁ 39TO CACJIACT:
~MyApplication ()
{

delete root;

}

15. EnuncTBeHHAs Belllb, KOTOPYIO OCTANIOCh CAENaTh, UCIIPABUTh (PYHKIIUIO main:
int main (void)

{
MyApplication app;
app.startup () ;
return O0;
}
16. CxoMITIApyHTEe U 3aITyCTUTE MPUIIOKECHUE; U300paKeHHE JODKHO OCTAThCS HCM3MCHHBIM.

4mo npousowno?

MsI nepepaboTaiii Hally HadaJlbHbIA 0a30BBINA KO IS JIyUIIed OpraHu3aIiy M0 Pa3IndHbIM
q)YHKHI/IOHaJ'IBHI)IM Ha3HauYeHUIM. MBI Takxke }106aBI/IJ'II/I JACCTPYKTOP, TaK KaK Halllh CO3AaHHBIC
HK3EMIUISPHI TOJKHBI OBITh YIaJIEHBI, KOT/Ia Hallle MPHIIOKeHHE 3aKkpbiBaeTcs. OnHa npobiema B
TOM, 4TO HAIll IECTPYKTOP HE OyAET BbI3BaH; MOCKOIbKY Sfartup() HUKOTJa BO3BPATUTCS, HET
croco0a 3aKkphITh Hallle npuiokenue. Ham HyxxHo n06aButh FrameListener, 4T00bI COOOIIUTD
Ogre 3D ocTaHOBUTH PEHAECPHHL.

Job6aeneHue FramelListener

Mp1 yxe ucnonb3oBanu ExampleFramelListener; Ha 3TOT pa3 Mbl COOMpPAaeMCs UCIOIb30BaTh
Halry COOCTBEHHYIO pealn3aluio uHTepdeiica.

Bpemsa ana aencreusa — nobasneHune FramelListener

Hcnonb3yem npeapiaymmii Ko, KyJia Mbl coOupaemcst 100aBUTh Hallly COOCTBEHHYIO
peanusauuto FramelListener

1. Co3spaiite HOBBIH Ki1acc ¢ umeHeM MyFramelistener, nepeonpeaensiiolui Tpy myOIyHbIe
byHKIIH 00pabOTKU COOBITHIA:
class MyFramelListener : public Ogre::FramelListener

{
public:

2. Cuauana omnpenenure GyHKIUIO frameStarted, KoTopas ceiiuyac BO3BPAIIACT JIOXKb IS

3aKPbITUSA ITPUITOKCHUS:
bool frameStarted(const Ogre::FrameEventé& evt)

{



return false;

}

3. Hawm taxxe HyxHa QyHkuus frameEnded, koTopasi Takke BO3BPALLAET JIOKb:
bool frameEnded (const Ogre::FrameEventé& evt)

{

return false;

}

4. Tlocnenneit GpyHKIIMEH, KOTOPYIO MBI onpeenuM, Oynet GyHKIMs frameRenderingQueued,
KOTOpasi TAaK)KEe BO3BPALIAET JIOKb:
bool frameRenderingQueued (const Ogre::FrameEvent& evt)
{
return false;

}

5. OCHOBHOMY KJIacCy HY>KHO M€CTO, 4TOObI XpaHUTh FramelListener:
MyFrameListener* listener;

6. IloMHuUTE, 4YTO KOHCTPYKTOP JOJDKEH YCTAaHOBUTH HadalbHYI0 BeInuuHy /istener B NULL:
_listener = NULL;

7. Tlo3BosbTE NECTPYKTOPY YAATUTH SK3EMILISP:
delete listener;

8. Haxonen, co3naiite HOBBIH sK3eMIuLsAp FrameListener n 100aBbTe €ro K 00BEKTY KOPHS; 3TO
HY)KHO c7ieNiaTh B QyHKIMH startup():
_listener = new MyFrameListener () ;

_root->addFrameListener ( listener);

9. CxoMIWIMpyHTE U 3aITyCTUTE MPUIIOKEHUE; OHO JTOJKHO Cpa3y 3aKPBITHCS.

4mo npousowsno?

MeI1 co3nanu Hat COOCTBEHHBIN Kiace Framelistener, KOTOPBIN HE TIOJaraeTcs Ha
peanuzanyio ExampleFrameListener. Ha 3TOT pa3 Mbl yHaclleI0BaJId €r0 HEMOCPEICTBEHHO OT
unrepderica FramelListener. 10T HHTEp(DENC COCTOUT U3 TPEX BUPTYATbHBIX (PYHKIIHI, KOTOPBIC
MBI peajan3oBain. Mbl yxe 3HaeM pyHKIMIO frameStarted, HO ocTaibHbIE 1BE HOBbIE. Bee Tpu
(GYHKIMM BO3BpAIIAIOT JI0XKb, yTO IpeanuckiBaeT Ogre 3D 3aBepinTh peHAep U 3aKPbITh
npuioxeHue. Mcrnonb3ys Hally peain3aiuto, Mbl 100aBwin FrameListener K 3K3eMIUTSIPY KOPHS U
3aIlyCTUIIU NPUJIOKEHNE; He ObUIO CIOPIIPU3a B TOM, UTO OHO TYT 7K€ 3aKPbUIOCH.

UccnedoeaHue ¢pyHKyuoHanbHocmu FrameListener

Hama peanuzanus FrameListener umeeT Tpu GyHKIMM; KaXKasi BBI3BIBAETCS B Pa3HOE BpEMSI.
Mp1 coOupaemcst uccienoBaTh, B KaKOil MOCIIE0BaTEIbHOCTA OHU BbI3bIBAIOTCA.

Bpems ans nencreBma — 3KcnepmmMmeHT ¢ peann3auuen FramelListener

Hcnonp3ys nevars B KOHCOIU, MBI COOMpaeMcsi IPOBEPUTh, Korna FrameListener
BBI3BIBACTCA.

1. Cnauana 3acTaBUM KKIyIO QYHKIIHIO ITe9aTaTh COOOIICHUE B KOHCOJIH, KOT/Ia OHA
BBI3BIBACTCA:
bool frameStarted(const Ogre::FrameEventé& evt)
{

std::cout << «Frame started» << std::endl;



return false;

}

bool frameEnded (const Ogre::FrameEvent& evt)

{

std::cout << «Frame ended» << std::endl;
return false;
}

bool frameRenderingQueued (const Ogre::FrameEvent& evt)

{

std::cout << «Frame queued» << std::endl;
return false;

}

Ymobwl 3mo pabomano, 0obasbme 6 HA4ALO NPOSPAMMbL NOOKIOUeHUe Oubnuomexu iostream
— OononHeHue nep.
#include <iostream>

2. CKOMIUIMPYHTE U 3allyCTUTE NPUIIOKEHUE; HA KOHCOJIU BbI JOMKHBI HAWTH NEPBYIO CTPOKY
— Frame started.

4mo npousowsno?

Mps1 no6GaBuin "0TnaqouHBINA" BBIBOA K KXKI0U U3 GyHKIMI FrameListener, 4T00b1 YBUIETh
Kakas GyHKIMs Oblia BeI3BaHa. [Ipy BBITIOIHEHUH MPUIIOKEHUSI MBI OOpAaTUIIM BHUMAaHHE, YTO
HareyaTaHo TOJIBKO MepBOe OTIagoYHoe coodmenue. [Ipuunna B ToM, uto QpyHKUUSA frameStarted
BO3BPAIIACT JIOXKb, KOTOPAs SABIISETCS CUTHAJIOM JIJISl DK3EMIUISIpa KOPHSI 3aKPBITh PUIIOKEHHUE.

Mainloop

frameStarted [::> exit

Temnepb, Kora MbI 3HAEM YTO CIIy4aeTcs, Koraa frameStarted() BO3BpalaeT JIOKb, JaBaiTe
MOCMOTPHUM YTO, CIIYIHTCS, KOT/Ia frameStarted() BO3BPaTUT UCTHHY.

Bpemsa ans nencreua — Bo3BpaLlaemMm UCTUHY B ¢

Teneps Mbl coOupaemcs MoaHPHUIMPOBATh OBEACHUE Hamero Framelistener, 4T00bI
YBHUJIETh KaK OHO U3MEHHTCH.

1. Usmenure frameStarted, uToObl OHA BO3BpaIllaia UCTUHY:
bool frameStarted(const Ogre::FrameEventé& evt)

{

std::cout << «Frame started» << std::endl;
return true;

}

2. CxoMnuiaupyuTe u 3anmycTuTe npuioxenue. Ilpexe, yem npuinokeHne HemocpeICTBEHHO
3aKkpoercs, Bl yBUIUTE KOPOTKUIT TPOOIECK OTPEHIEPEHHOM CLIEHBI, M HA BBIBOJ IOJDKHO
OBITh MO/IAHO JIBE CIEAYIOIINX CTPOKHU:

Frame started

Frame queued

4mo npousowno?

Teneps QyHK1US frameStarted Bo3BpaiaeT UCTUHY, U 3TO To3BoJsieT Ogre 3D mpomomKUTh



peHnep, nmoka He OyzeT Bo3BpailleHa JIOKb (GyHKIueH frameRenderingQueued. Ha 3ToT pa3 Mbl
BHJIUM CIICHY, TOCKOJIBKY HETIOCPEICTBEHHO TOCHE TOTO, Kak GpyHKuwms frameRenderingQueued
Oyzmet BbI3BaHa, Oydepsl peHIepa MOMEHSFOTCS Tepel TeM, KaK MPUI0KESHHE MOTYYUT BO3MOKHOCTD
3aKPBITHCS.

Mainloop

@

frameStarted

@ rendering the scene

frameRenderingQueued  swapping the buffers

[

Korna criena peneputcs, oHa 0ObIYHO HE BBIBOAUTCS HEMTOCPEACTBEHHO B Oydep, KOTOphIH
otoOpaxaercs Ha MOHUTOpE. OOBIYHO, CLIEHA PEHEPUTCs BO BTOpoii Oydep, u Koraa penaep
3aBepIeH, Oygepsl MEHSIOTCS. DTO ClIeTIaHO0, YTOOBI MPEIOTBPATUTD MOSBICHUE HEKOTOPHIX
apTedakToB, KOTOPbIE MOT'YT HOJXYYUTHCS, €CIIM MBI PEHJIEPUM cpa3y B TOT ke Oydep, KOTOphIi
otoOpaxkeH Ha MoHuTope. dyHkuus FramelListener'a frameRenderingQueued BbI3BaeTcs OCIe
TOT0, KaK CLIeHa OTpeHIepUTcs B 00paTHblil Oydep, Oydep, koTopslil He 0TOOpaXkaeTcs B JaHHOE
Bpems. [Ipexne, uem Oydepst OymyT 3aMeHEHBI, pe3ylIbTaT peHAepa YKe CO3/aH, HO eIle He
ortobOpaxeH. HemocpeacTBeHHo nocie Toro, kak GyHkuus frameRenderingQueued OGynet BbI3BaHa,
Oyhepbl MEHSIOTCS, U 3aTeM IPUIOKEHHE MOTyYaeT BO3BPAIIAEMYIO BEJTMUNHY U 3aKPhIBACTCS
camo. I1o 3Toii npuyrHe Mbl BUAUM H300paKeHUE Ha ATOT Pas.

HeotiHas 6ychepusauus

Tenepb MbI HIOCMOTPUM, UTO CIIyYUTCS, Koraa frameRenderingQueued Takixe BO3BPAaTUT
UCTHHY.

Bpemsa ana aencrens — Bo3BpaLlaeM UCTUHY B PYHKLUN

CHoBa MBI MOAM(UITPYEM KO, YTOOBI TPOTECTUPOBATH MoBeaeHue Frame Listener.

1. Wsmenwure frameRenderingQueued, 4T00bI OHA BO3BpaIllaja UCTHHY:
bool frameRenderingQueued (const Ogre::FrameEventé& evt)
{
std::cout << «Frame queued» << std::endl;

return true;

}

2. CKOMIUIUPYHTE U 3aIlyCTUTE MpuiiokeHre. Bol 1omkHbI yBUuAeTh CHOAIa HA KOPOTKOE
BpeMs, IMPEIKAC, HEM IMPUIIOKCHUC 3aKPOCTCA, U Ha BBIBOJAC KOHCOJIN JOJIKHBI TOABUTHCA
CJIeyIOIINe TPU CTPOKH:

Frame started
Frame queued

Frame ended

4mo npousowsno?

Teneps, korna o6pabotuuk frameRenderingQueued Bo3BpalaeT UCTUHY, 3TO no3BossgeT Ogre
3D npoaomkuThe peHaep, noka 00padoTuuk frameEnded He BEPHET JI0XKb.



Mainloop

@

frameStarted

@ rendering the scene

frameRenderingQueued

swapping the buffers

exit

frameEnded |:>

[TomoOHO mocnenHeMy npumepy, Oygepsl peHaepa NTOMEHSIIUCh, TAaK YTO MbI BUJIEJIH CIIEHY B
TEYCHUH KOPOTKOTO Tieproza BpemeHu. [locie Toro, kak kaap orpenaepuics, GyHkuus frameEnded

BCPHYJIA JIOKb, YTO 3aKPbUIO IIPUIIOKCHHUEC U, B 3TOM CJIy4dac, C HaIlley TOYKH 3PpCHUS HUYCTO HC
HN3MCHHIIOCH.

Bpemsa ons pencrensa — Bo3Bpallaem UctuHy B chyHkummn frameEnded

Teneps naBaiTe IPOTECTUPYEM MOCIEAHIOO U3 TPEX BOSMOKHOCTEM.

1. Wswmenwure frameEnded, 4To0b1 OHa BO3BpaIiajia UCTHHY:
bool frameEnded (const Ogre::FrameEventé& evt)

{

std::cout << «Frame ended» << std::endl;
return true;

}

2. CxoMIuiIMpyHTe U 3amycTuTe NpusoxkeHue. Bol nomxHb! yBUaeTh n3o0paxenne Cunbana u
OeCKOHEYHOE MOBTOPEHHE CIETYIOLUIUX TPEX CTPOK:

Frame started
Frame queued

Frame ended

4mo npousowsno?

Teneps Bce 00pabOTUUKU COOBITHI BO3BpAIIAIOT UCTUHY U, CIIEA0BATEILHO, MPUIOKEHUE
HUKOTTIa He OyJIeT 3aKpBITO; OHO OyJIeT paboTaTh BEYHO, TOKA MBI HE 3aKPOEM MPUIIOKEHHE CaMU.

A:>@

frameStarted

@ rendering the scene

frameRenderingQueued

swapping the buffers

frameEnded

U

{—




JlobaeneHue eso0da

VY Hac ecTh MPUIIOKEHHE, BBHITIOTHSIONIEECS TOCTOSTHHO, U MBI JIOJI’KHBI 3aCTaBISATh €T0
3aKPBIThCS; ITO HE XoporIio. JlaBaiiTe 700aBUM BBOJI M BOZMOXKHOCTb 3aKPBITh MPUIIOKEHUE IO
Haxkaturo Escape.

Bpemsa ans npencreua — pob6asneHne sBoga

Teneps, korna Ml 3HaeM, Kak pabotaet Framelistener, naBaiite 1060aBUM BBOJI.

1. Hawm Hy)XHO MOAJIOYUTH 3aroi0BOUHBIN (aiin OIS.h, urods! ucnonb3osats OIS:
#include "OIS\OIS.h"

2. VYnanure Bce pyHkimu u3 FrameListener u 106aBbTe Ba MPUBATHBIX WIEHA, YTOOBI XPAaHUTD
InputManager u KnaBuarypy:
OIS::InputManager* InputManager;
OIS::Keyboard* Keyboard;

3. Kunaccy FrameListener nHyxeH yka3arenb Ha Render Window, 4To0bI HHULIMAJIU3UPOBATh
OIS, Tak 4TO HaM HYXE€H KOHCTPYKTOP, KOTOPBII MPUHUMAET OKHO B Ka4eCTBE IapaMeTpa:
MyFrameListener (Ogre: :RenderWindow* win)

{

4. OIS Oyner HHUIMATU3UPOBAH, UCIIOJIb3Ys CIIUCOK MapaMeTPOB, HAM TAK)KE HYKEH XCHJIJ
OKHa B (hopMe CTPOKH JJIs CIIMCKA TapaMeTpOB; CO3aiTe Tpu HEOOXOJMMBbIE TepeMEHHbIE
JUISL XpaHEHUs JaHHbIX:

OIS::ParamList parameters;
unsigned int windowHandle = 0;

std::ostringstream windowHandleString;

5. TlomyuuTte XeHAJ OKHA peH/Iepa U MpeoOpasyiTe ero B CTPOKY:
win->getCustomAttribute ("WINDOW", &windowHandle) ;
windowHandleString << windowHandle;

6. JloGaBbTe CTPOKY, COAepKAIIYIO XEHJI OKHA, B CIIMUCOK MapaMeTPOB, UCIONIb3Ys KITI0U
"WINDOW™":

parameters.insert (std::make pair ("WINDOW", windowHandleString.str()));

7. Wcmonmb3ylTe CIIUCOK IMapaMeTpoB, 4ToObI co3aarh InputManager:
_InputManager = OIS::InputManager::createlnputSystem(parameters);

8. C momolpI0 MEHEIKEpa BBO/Ia CO3/JaliTe KIIaBUaTypy:

_Keyboard = static_cast<0IS::Keyboard*>( InputManager-
>createInputObject ( OIS::0ISKeyboard, false ));

9. TO, YTO MBI CO3JaJIM B KOHCTPYKTOPC, HAM HYXHO YHUYTOXUTH B ICCTPYKTOPEC:
~MyFrameListener ()
{
_InputManager->destroyInputObject ( Keyboard) ;
OIS::InputManager::destroyInputSystem( InputManager) ;
}

10. Cozpnaiite HOBYIO (DyHKLUIO frameStarted, KOTOpasi 3aXBaThIBaeT TEKYIEE€ COCTOSHUE
KJIIaBUATyphbl, U, €CIIN HAXKAT Escape, OHa BO3BpAIIacT JIOXb, B IPOTUBHOM CJIy4ac, OHa
BO3Bpallla€T UCTUHY:
bool frameStarted(const Ogre::FrameEventé& evt)

{

_Keyboard->capture () ;



if (_ Keyboard->isKeyDown (OIS: :KC ESCAPE))
{
return false;
}
return true;

}

11. IlocnenHas Belb, KOTOPYIO HAAO CAENATh, 3TO U3MEHUTh PEaIU3alUIo dK3eEMILIIpa
FramelListener, 4To0bI HCTIOJB30BaTh yKa3aTeh HA OKHO peHJepa B (YHKITUH 3aITyCKa:
_listener = new MyFramelistener (window) ;

_root->addFramelListener ( listener);

12. CkxoMnuIMpyiTe U 3alyCTHTE NpUIIOKeHHE. Bbl OIKHBI YBUETh H300pakeHHe, U TeNephb
€CTh BO3MO)KHOCTb 3aKpbITh OKHO, HXUMas KiaBuily Escape.

4mo npousowsno?

Mps1 10oGaBUIM BOBMOKHOCTE 00paOOTKH BBOJA B Halll FrameListener TeM ke MyTEM, YTO MBI
nponenanu B I nase 4, [lonyuenue Bsooa Ilonvzosamens u ucnonvsosanue Frame Listener.
EanHcTBEHHOE pa3inuyune B TOM, UTO HA 3TOT Pa3 Mbl HE UCIOJIb30BAJIM HUKAKUX KJIACCOB MPUMEPOB,
a TOJILKO HAIIIA COOCTBEHHBIC BEPCHH.

NMonynsapHasa BUKTOpUHA — Tpu 06paboTymnka cobbITUN

Kakue Tpu ¢pyHkimu npeniararorcs natepdericom FramelListener'a, 1 B KakOM MeCTe Kaxaas
U3 3TUX (DYHKITMI BBI3BIBACTCS?

Haw cob6cmeeHHbIl 2nasHbIl YUK

MBsI ucnionb3oBaiu GyHKUUIO startRendering nis 3amycka Hauiero npuioxkenus. [locie
3TOTO, €IMHCTBEHHBIN CIOCO0 YIPaBICHUS PEHIEPOM KaJApOB, KOTOPHII HaM JIOCTYIEH, BO3MOXKEH
uepes3 FrameListener. Ho MHOTIa HEBO3MOXKHO MJIM HEXKEIIATEIIBHO OTKA3bIBAThCS OT YIPABJICHUS
HaJl OCHOBHBIM IMKJIOM; 115 Takux ciryyaeB Ogre 3D oOecnieunBaet Apyroit Meros, He TpeOyrommii
OT HAaC OTKa3a OT KOHTPOJISl HaJl OCHOBHBIM ITUKJIOM.

Bpems ansa aeMcTtBusA — UCNosnb30BaHUe Hawero CO6CTBEHHOro LuKna

Vcnonb3yst KoJl, HalMCaHHBINA paHee, Mbl TeTeph OyIeM UCIIOIb30BaTh HAIll COOCTBEHHBIH
LUKJI peHepa.

1. HameMy MNPUIOKCHUIO HAZ10 3HATb, JOJIDKHO JIM OHO IIPOJO0JIKATh BBINMOIHATHCA WUJIIU HET,
n00aBbTE MPUBATHYIO JIOTHUECKYIO MEPEMEHHYIO-UICH KJIacca MPHUIIOKEHUS, YTOOBI
IIOMHHUTB COCTOSAHUC!
bool keepRunning;

2. Vnanure BoI30B PyHKINU startRendering B GyHKIUU startup.

3. JloGaBbTe HOBYIO (PYHKIIHIO, C UMEHEM renderOneFrame, KOTOpasi BbI3bIBAET (PYHKIINIO
renderOneFrame 3K3eMILIsIpa KOPHA U COXPAHAET BO3BPAILAEMYIO BEIMUUHY B IEPEMEHHON
_keepRunning. Ilepen 5TuM BBI30BOM J00aBbTe (DYHKIIHIO, 00pabaTHIBAIONIYIO BCE COOBITUS
OKHa:
void renderOneFrame ()

{

Ogre: :WindowEventUtilities: :messagePump () ;



_keepRunning = root->renderOneFrame () ;

}

4. Jo6aBbre PyHKIHMIO MOJYYCHUS 3HAYCHHUS IS IepeMeHHol _keepRunning:
bool keepRunning()
{
return keepRunning;

}

5. HobaBbre nuki while B GyHKUIUIO main, KOTOPBIA Oy/eT BHIIOIHATHCS 10 MOMEHTA, ITOKa
byHkuus keepRunning Bo3BpaliaeT UCTUHY. B Tene nukina BeI30BUTE QyHKINIO
npuiioxenus renderOneFrame.
while (app.keepRunning())

{

app.renderOneFrame () ;

}

6. Ilpu 3anycke npunodcenus 8 mom guoe, Kak npeoiazaem agmop, OHO Cpasy JHce
3axpuiganocs. [lopasmeiuiniag, 1 000asul uHUYUAIU3AYUI nepemerHol _keepRunning 6
Koncmpykmope. Ilocie smoeo npunosicenue cmano padbomams Kaxk Ha00. — OONOJTHEHUE
nep.

_keepRunning=true;

7. CxoMOWIHPYWUTE U 3aIyCTUTE MPUIOKEeHHEe. B HEM He TOMKHO OBITh HUKAKUX 3aMETHBIX

OTJIMYMI OT NOCIIETHErO IPUMEDPA.

4mo npousowsno?

MBI nepemMecTuiIn yIripaBieHue aBHbIM KoM 3 Ogre 3D B Hamie npunoxxenue. J{o atoro
n3meHeHus: Ogre 3D ucnosib30Basl CBOM BHYTPEHHUH TJIaBHBIHN ITUKJI, HAJI KOTOPBIM Yy HAc OBLIO
HUKAaKOTO KOHTPOJISA, M HY>KHO OBUIO monarateesi Ha FramelListener U1sl TOTy4eHHUs COOOLICHU O
TOM, YTO KaJip OTJCHJIEPEH.

Teneps y Hac ecTh Ham cOOCTBEHHBIH ITaBHBIN HUKI. YTOOBI MOMACTh Ty/a, HAM HYXXHA
JIOTMYCCKas NCPEMCHHAA-UICH, KOTOpasds CUTHAJIM3HUPYCT, XOYCT JIM MPHUITOXKCHUEC ITPOAO0JIKATH
BBITIOJTHATHCS WIIM HET; 9Ta NepeMeHHast Obuta obasnena B mare 1. [llar 2 ynanser BbI30B QyHKIUH
startRendering, Tak Kak Mbl HE XOTUM IiepenaBaTh ynpasiaenue Ogre 3D. Ha arane 3, mbl co3nanu
(GyHKIHIO, KOTOpas CHavaIa BeI3bIBaET BcrioMorartenbHyro pynknuio Ogre 3D, ona oOpabarsiBaet
BCE COOBITHS OKHa, KOTOPBIC MBI MOKEM IMOJTYYUTH OT OHepaHHOHHOfI CHCTEMBL. 3aTeM OHa
HOCBIJIAET BCE COOOIEHHMSI, KOTOPBIE MBI MOIIM CO3/1aTh C MOMEHTA TTOCIIETHETO Kaipa, H,
CJIEIOBATENIBHO, JIEIAET MPUIIOKEHUE ""XOPOIIo paboTaromuM" B KOHTEKCTE OCHOBHOW OKOHHOM
CHCTEMBI.

[Tocne atoro mel Be3biBaeM ¢ynkiuto Ogre 3D renderOneFrame, koTopasi efaeT B
TOYHOCTHU TO, UTO MPEATONaraeT e€ uMsi: OHa PEHIIEPUT KaJp, a TAKXKe BBI3bIBAET 00PaOOTUNKHU
coOwITHii frameStarted, frameRenderingQueued, v frameEnded xaxmoro 3aperucTpupoOBaHHOTO
oObekTa FramelListener, u BO3BpAIlaeT JIOXKb, €CIIN JTH00ast U3 3TUX QPyHKIUN BEpPHYIA JIOKb.
[TockonbKy MBI HA3HAYaeM BO3BpallaeMoe 3HaYeHNE QYHKIUH IEpeMEHHON _keepRunning, Mbl
MO’KEM HCIIOJIb30BATh 3Ty MEPEMEHHYIO ISl IPOBEPKHU, JOJKHO JIU MPUIIOKEHHUE MTPOAOIKATh
paborate. Korna renderOneFrame Bo3BpamaeT JI0Xb, Mbl 3HA€M, UTO HEKOTOPBIN FramelListener
XOUeT 3aKpBITh MPHUIIOKEHUE, U MBI YCTAaHABIIMBAaEM 3HAUC€HUE NIEPEMEHHON _keepRunning B 10Xb.
UeTBepThIii IIar IPOCTO J00ABISIET (PYHKITUIO TTOTyUSHUS 3HAUCHUS JIJIs IEPEMEHHOM-1IeHa
_keepRunning.

Ha stane 5, MbI UCTIOJIB30BaJIA TIEPEMEHHYIO _keepRunning B Ka4eCTBE yCIOBHS IS IIMKJIA
while. 3T0 03HaYaeT, YTO UK OymeT paboTaTh TaK JOJTO, TIOKA 3HAYCHHUE TTEPEMEHHOMN



_keepRunning paBHO UCTHHE, U YTO €ClU OfHA U3 PpyHKIMN FramelListener'a BEpHET JI0XKb, 3TO
MPUBEAET K TOMY, UTO 3aKOHUUTCS UK While, n BCE IpriiokeHue OyneT 3aKkphITo. B 1iukie while
MBI BbI3bIBaEM (PYHKIIMIO MTpUiIoxkeHus renderOneFrame, 410061 0OOHOBUTH OKHO peHepa U
MOJTYYHTh HOBBIM Pe3yJIbTaT peHaepa. ITO BCE, YTO HaM HY)KHO JUTSI CO3/IaHUSI HAIIIETO
COOCTBEHHOTO TJIABHOTO ITUKIIA.

JJobaeneHue kamepsi (cHoBa)

MBpI yxe peanu3oBbiBasiu Kamepy B [iase 4, [lonyuenue Beooa Ilonvzoeamerns u
Hcnonvzosanue Frame Listener, HO, TeM He MEHEE, Mbl XOTUM UMETh YIPaBIIIEMYIO KaMepy B
Haiei coocTBeHHOH peanu3anuu frame listener, Tak 4TO 34€Ch MBI €€ CIENIaeM.

Bpems ona gpencremna — nob6asneHune frame listener

Ucnonwiysa Ham FramelListener, Mmbl coOupaemcs 100aBUTh KaMepy, YIIPaBIIEMYIO
10JIb30BaTEIIEM.

1. [ns ynpaBiaeHHs KaMEpOM HaM HYXKHBI CIEAYIOIIUE IEPEMEHHbIE-YWICHBI HAILIETO
FramelListener: natepdelic MbIllM, yKa3aTeiab Ha KaMepy, U IepeMeHHasl, ONpeAesIronas
CKOPOCTbh, C KOTOPOH Hallla Kamepa JA0JKHA MePEMEIaThC:

OIS::Mouse* Mouse;
Ogre::Camera* Cam;

float movementspeed;

2. OrtperynmupyiTe KOHCTPYKTOP: J00aBbTE yKa3aTellb Ha KaMepy, KaK HOBBIH ImapameTp, U
YCTaHOBUTE CKOPOCTH MepemenieHus Ha 50:
MyFrameListener (Ogre: :RenderWindow* win,Ogre::Camera* cam)

{
_Cam = cam;

_movementspeed = 50.0f;

3. Huaunumanusupyiite Mpiib, ucnons3ys InputManager:

_Mouse = static cast<0IS::Mouse*>( InputManager-
>createInputObject ( OIS::0ISMouse, false ));

4. U He 3a0bIBaiiTe yHUUTOXUTH €€ B necTpykTope. Coenatime smo J{O ynuumoosicenus
MeHeddicepa 86004 — NPUM. nep.:
_InputManager->destroyInputObject ( Mouse) ;

5. JloGaBbTe KOJ IepeMEeIIeHUsI KaMephl, UCTIONb3YIOImMK KiaButu W, 4, S, D, u ckopocTh
nepemeIeHust B 00paboTurk coObITuil frameStarted:
Ogre::Vector3 translate(0,0,0);
if (_Keyboard->isKeyDown (OIS::KC W) )

{

translate += Ogre::Vector3(0,0,-1);
}
if ( Keyboard->isKeyDown (OIS::KC_S))
{

translate += Ogre::Vector3(0,0,1);
}
if (_ Keyboard->isKeyDown (OIS::KC _A))
{

translate += Ogre::Vector3(-1,0,0);
}
if (_Keyboard->isKeyDown (OIS::KC D))



translate += Ogre::Vector3(1,0,0);
}

_Cam->moveRelative (translate*evt.timeSincelLastFrame * movementspeed);

6. Tenepw caenaite TO ke AJIs YIIPABICHUS MBIIIBIO:
_Mouse->capture() ;
float rotX = Mouse->getMouseState().X.rel * evt.timeSinceLastFrame* -1;
float rotY = Mouse->getMouseState().Y.rel * evt.timeSincelLastFrame * -1;
_Cam->yaw (Ogre::Radian (rotX));
_Cam->pitch(Ogre::Radian(rotY));

7. TlocnemHsst Belib, KOTOPYIO HAAO CACNIATh, ’TO U3MEHUTH dK3eMIUIAp Framelistener:

_listener = new MyFramelistener (window, camera) ;

8. CxoMnwiInpyuTe U 3ammycTute npuiokeHue. CrieHa JoKHA 0CTaTbCsl HEM3MEHHOM, HO
TENepb Mbl MOXEM YIIPABIATh KAMEPOM:

4mo npousowsno?

MBz1 ncIoIB30BaIN HAIIK 3HAHUS U3 NPEABIAYIINX TJ1aB JJI 2106aBJ'I€HI/I$I praBJmeMoﬁ
MMOJIL30BATCJICM KaMCPHI. C.HCIIyIOH_II/Iﬁ mar JOJIDKCH I[O6aBI/ITB KOMITO3UTOPBI U APYTHUC
BO3MOXHOCTH, YTOOBI CACJIAaTh HAIIC IMTPHUIIOKCHHUEC Ooinee HHTEPCCHBIM M HUCIIOJIB30BATh HEKOTOPHIC

N3 MCTOAOB, KOTOPLIC MbI Y3HAJIX HA OTOM ITYyTH.

Hob6aeneHue komno3umopoe

Panee MbI co3anu Tpy KOMIIO3UTOPA, KOTOPBIE MBI T€NEph cOOMpaeMcs J00aBUTh K HAILIEMY
HPUI0KEHHIO, C BO3MOKHOCTBIO BKJIIOUATh 1 OTKJIFOYAaTh KaXKbI U3 HUX, UCIIONb3Ys BBOJ C

KJIaBUATYPbI.

Bpems onsa gpencrema — nobaBneHne KOMNO3NTOpPoOB

HNmest moutn 3aBCPIICHHOC IMMPHUIIOKCHUC, MbI CO6I/IpaCMCH I[O6aBI/ITB KOMITIO3UTOPLI, YTO
CACIaCT NPUIIOKCHUC Oonee HUHTCPCCHBIM.

1. MBbI cobupaeMcs HCIIOIB30BaTh KOMIIO3UTOPHI B HallleM Framelistener, Tak 4YTO HAM HY)KHa
IIepEMEHHasA-YwICH, ColepaKallas MopT IpOCMOTpa:
Ogre::Viewport* viewport;

2. MBsl Takxke codupaemcsi XpaHUTh HH(DOPMALIKIO O TOM, KaKO KOMIIO3UTOP BKIIIOYEH;
no0aBbTe TPH JIOTHYECKHUE TIEPEMEHHBIE IS ATOM 3aa4u:

bool compl, comp2, comp3;

3. Mu CO6I/IpaeMC$I HCIIOJIb30BaTh BBOA AJAaHHBIX C KJIIABHATYPbI IJI BKIIFOYCHUSA U BBIKIIFOUCHU A
KOMITIO3UTOPOB. YTo0OBI OTINYATH HAXKATHS KJIaBHIII, HAM HY>XHO 3HAThb MPCAbIAYIICC



COCTOSAHUC KJIABUIIIN:
bool downl, down2, down3;

N3menute koHCTpyKTOp Framelistener'a, 4To0bI OH TIOTy4Yall IOPT MIPOCMOTPA B BHJIC
napamerpa:

MyFrameListener (Ogre: :RenderWindow* win,Ogre::Camera* cam,Ogre::Viewport*
viewport)

HpHCBOﬁTe YKa3arcjib Ha NOPT IIPOCMOTpPAa U HAYAJIbHBIC 3HAYCHUA JIOTUICCKUM

[IEPEMEHHBIM:

_viewport = viewport;
_compl = false;
_comp2 = false;
_comp3 = false;
_downl = false;
_down2 = false;
_down3 = false;

Ecnu knaBumia Homep 1 Haxara, u oHa He Oblila Ha)kaTa Iepes] 3TUM, U3MEHUTE COCTOSTHUE
KJIABUILM HA HAXKATOE, IOMEHINTE COCTOSIHUE KOMITO3UTOPA, U UCIIOIb3YHUTE N3MEHEHHYIO
BEJIMUMHY JIJIS1 BKJIFOUEHUS WM BBIKJIIOUEHUSI KOMITO3UTOpa. DTOT KOJI 100aBIISeTCs B

byukuuto frameStarted:
if (_Keyboard->isKeyDown (OIS::KC 1) && ! downl)
{

_downl = true;

_compl = !compl;

Ogre::CompositorManager: :getSingleton () .
setCompositorEnabled( viewport, "Compositor2", compl);

}

CﬂenaﬁTe TO K€ CaMOC i1 ABYX APYIUX KOMIIO3UTOPOB:

if (_Keyboard->isKeyDown (0IS::KC 2) && ! down2)
{

_down2 = true;

_comp2 = !comp2;

Ogre::CompositorManager: :getSingleton () .

setCompositorEnabled( viewport, "Compositor3", comp2);

}
if (_Keyboard->isKeyDown (0IS::KC 3) && ! down3)
{

_down3 = true;

_comp3 = !comp3;

Ogre::CompositorManager: :getSingleton () .
setCompositorEnabled( viewport, "Compositor7", comp3);

}

Ecnu knaBuima 6onbline He Ha’XXaTa, HaM HYXHO U3MCHHUTb €€ COCTOsTHHE:
if (! Keyboard->isKeyDown (OIS::KC 1))
{
_downl = false;
}
if (! Keyboard->isKeyDown (OIS::KC 2))
{

_down2 = false;



if (! Keyboard->isKeyDown (OIS::KC 3))
{

_down3 = false;

}

9. B ¢yukuuu startup() no6aBbTe TpU KOMIIO3UTOPA K TOPTY MIPOCMOTpA B KOHIIE (HYHKIIUU:

Ogre::CompositorManager: :getSingleton () .addCompositor (viewport,
"Compositor2");
Ogre: :CompositorManager::getSingleton () .addCompositor (viewport,
"Compositor3") ;
Ogre: :CompositorManager: :getSingleton () .addCompositor (viewport,
"Compositor7") ;

10. He 3a0ynpTe u3MeHUTD 3K3eMIuLsip Framelistener'a, 100aBUB yka3aTellb Ha IOPT IPOCMOTPA
B BHJIE lTapaMeTpa:
_listener = new MyFrameListener (window,camera,viewport);

11. CxoMnunupyite u 3anyctute npuioxenue. Mcnons3ys knasumm 1, 2, 3, Bel moxxere
BKJIIOYATh U BBIKJIIOUATh pa3jInyHble KoMIo3uTopsl. Kiapuina 1 — i mony4eHus: 4epHo-
0enoro n300pakxeHus, KjJaBullla 2 MHBEPTUPYET LIBETA, U KJIaBUIIA 3 YMEHBIIAET
paspenieHue y uzoopaxenus; Bel Moxkere 00beAMHATE Bce 3G GEKTH TaK, KaK BaM

HpPaBUTCSL:

<:Iorigina| 3 |:>

all together = > h

4mo npousowsno?

MpbI 100aBUIIM KOMIIO3UTOPHI, KOTOPHIE MBI CO3/IaJTH B IJIaBE O HUX, U CAETAIH BO3MOKHBIM
BKJIFOUATh WX, UCTIONB3Ys KIaBuIH 1, 2, u 3. UToOBI KOMOMHUPOBATH KOMITO3UTOPBI, MBI
UCTOB30BaH TOT (akT, uro Ogre 3D aBTOMAaTHYECKU IPUMEHSET KOMIIO3UTOPBI
MOCJIEZIOBATENBHO, €CJIM BKIIFOYEHO OOJIbIIE OAHOTO.

Job6aeneHue nnockocmu

be3 nonnmanus TOI'O, I'’1C HAXOAUTCA 3EMJISL, HABUT'AllUA B IIPOCTPAHCTBC 3D 3aTPyAHCHA, TaK



4TO JaBaliTe CHOBa I[OﬁaBI/IM IJIOCKOCTH I1IOJIA.

Bpems ansa gpencrema — pobaBrieHne nNyoCKOCTU U OCBeLUeHUs

Bc€, uto MbI coOupaeMcst 106aBUThH Ha ATOT pa3, PacIoIOKEeHO B QyHKIIMHU createScene():

1. Kak MBI yxe 3HaeM, HaM HY>KHO OIPEJIEIUTh III0CKOCTh, TaK YTO JOOABUM e€:
Ogre::Plane plane(Ogre::Vector3::UNIT Y, -5);
Ogre::MeshManager::getSingleton () .createPlane ("plane",

Ogre: :ResourceGroupManager: : DEFAULT RESOURCE GROUP NAME, plane,
1500,1500,200,200, true,1,5,5,0gre: :Vector3::UNIT Z);

2. 3arem CO3I[&I>1TC OK3EMILIID 9TOH IIJIOCKOCTH, I[O6aBBTC €TI0 K CIICHC U UBMCHUTC MaTCpHUall:

Ogre::Entity* ground= sceneManager->createEntity("LightPlaneEntity",
Al Al
plane");

__sceneManager->getRootSceneNode () ->createChildSceneNode () -
>attachObject (ground) ;

ground->setMaterialName ("Examples/BeachStones") ;

3. Taxxe MBI X0TETU OBl UMETH KaKOC-HI/IGyILL OCBCILICHUEC CLICHBI, I[O6aBBTe OOUH
HaHpaBHeHHLIﬁ CBC€THUJIbHUK:
Ogre::Light* light = sceneManager->createlLight ("Lightl");
light->setType (Ogre::Light::LT DIRECTIONAL) ;
light->setDirection (Ogre::Vector3(1,-1,0));

4. U TeHu MOMKHBI BHITJISIETH XOPOIIIO:
_sceneManager->setShadowTechnique (Ogre: : SHADOWTYPE STENCIL ADDITIVE) ;

5. CxoMIMIMpYWTE U 3aIlyCTUTE NPUIOKEHNE. BBl TOKHBI BUAETH MJIOCKOCTh C KAMEHHOMN
TEKCTYpOil, 1 cBepxy He€ sk3eMsip Cunbana, oTOpachIBaOInil TeHb Ha IIOCKOCTb.

4mo npousowno?

CHoOBa MBI UCTIONB30BANIM HAIIIA 3HAHUS, TIPUOOPETEHHBIE paHee, TSl CO3aHuUs TNIOCKOCTH,
OCBEILEHHS, ¥ 100aBJICHHS TEHEH K CIIEHE.

ﬂo6aeneHue yripaeJsieHus rnoJsib3oeamesieMm

Y Hac ecTh Hall 3K3eMIUIIP MOJIETU Ha TUIOCKOCTH, HO MBI ITOKa HE MOYKEM IIepeMeNIaTh ero;
JIaBalTE TENEPh 3TO U3MEHUM.



Bpems onsa gencrTBnsa — ynpasfieHue Mozenbio ¢ NOMOLWbIO KNaBuLU

Tenepb MbI coOMpaeMcsi J00aBUTh HHTEPAKTUBHOCTH B CLIEHY, JJaB BO3MOXKHOCTh

IMOJIB30BATCIIIO YIIPABJIATH IICPEMCIICHUCM MOACIIN.

1.

FramelListener'y HyxHO 100aBUTH /IBa HOBBIX YJICHA: OIMH yKa3aTellb Ha y3€l, KOTOPhIH MbI
XOTHM IepeMeELaTh, U OAHY IEPEMEHHYIO, COIEPKALLYIO CKOPOCTh IEPEMELLICHUA:

float WalkingSpeed;

Ogre::SceneNode* node;

VYkazareip Ha y3en nepeaaércs Ham 4epe3 KOHCTPYKTOP:

MyFrameListener (Ogre: :RenderWindow* win, Ogre::Camera* cam,
Ogre: :Viewport* viewport, Ogre::SceneNode* node)

ITpucBoliTe yka3arenab Ha y3el IEPEMEHHON-UIEHY U 3aJjaiiTe CKOPOCTh IBUKEHUS B 50:
_WalkingSpeed = 50.0f;
_node = node;

B dyuxuuu frameStarted Ham Hy>)XHO J1IB€ HOBBIX IEPEMEHHBIX, KOTOPbIE COIEPKAT TIOBOPOT
Y BEKTOp MEPEMELICHHUS, KOTOPBIE MTOJIb30BATENb XOUET IPUMEHUTD K Y3IIY:

Ogre::Vector3 SinbadTranslate(0,0,0);

float rotation = 0.0f;

3areM HaM HYXXCH KO, BBILII/ICJ'IﬂIOH_II/Iﬁ NEPEMEMCHUE U BpalliICHUE B 3aBUCUMOCTH OT TOTO,

KaKylO KJIIaBUIY MO3UIMOHUPOBAHWA HAXKAJI IMOJIB30BATCIIb:

if (_Keyboard->isKeyDown (0OIS::KC_UP))

{
SinbadTranslate += Ogre::Vector3(0,0,-1);
_rotation = 3.14f;

}

if (_Keyboard->isKeyDown (OIS::KC_DOWN) )

{
SinbadTranslate += Ogre::Vector3(0,0,1);
_rotation = 0.0f;

}

if (_Keyboard->isKeyDown (OIS::KC LEFT))

{
SinbadTranslate += Ogre::Vector3(-1,0,0);
_rotation = -1.57f;

}

if (_ Keyboard->isKeyDown (OIS::KC RIGHT))

{
SinbadTranslate += Ogre::Vector3(1,0,0);
_rotation = 1.57f;

}

3areM HaMm HY)KHO IPUMEHUTH ABM)KEHUE U BpallleHHUE K Y3Iy:

_node->translate (SinbadTranslate * evt.timeSinceLastFrame *
_WalkingSpeed) ;

_node->resetOrientation();
_node->yaw (Ogre: :Radian( _rotation));

Camo IIPUITOKCHUE TAKXKC JOJPKHO XPaHUTh YKAa3aTCJib Ha y3€JI, CYHIHOCTBIO KOTOPOI'O MBI
XOTHUM YIIPaBIIATh:
Ogre::SceneNode* SinbadNode;



8. OxzeMiupy FrameListener Hy)K€H 3TOT yKa3arTelb:
_listener = new MyFramelistener (window, camera,viewport, SinbadNode) ;

9. WU dyHK1MU createScene HY>XKHO HUCIIONIB30BaTh 3TOT YKa3aTellb JJIS CO3IaHMs M XpaHEHUS
y3J1a CyIIHOCTH, KOTOPYIO MBI XOTHUM IME€PEMEIIaTh; MOIUPHUIIUPYHTE KOI PYHKIIUH
COOTBETCTBCHHO:

_SinbadNode = sceneManager->getRootSceneNode () ->createChildSceneNode () ;
_SinbadNode->attachObject (sinbadEnt) ;

10. CxoMnunuMpynTe U 3aI1yCTUTE NPUIOKEHHUE. BbI TOMIKHBI UMETH BO3MOXKHOCTh IIEpEMENIATh
00BEKT C MOMOIIBIO KJIABUIII CO CTPEJIKAMHU:

Umo npousowsno?

Mu1 ,Z[O6aBI/IJ'II/I NEPEMEIICHUE CYIIHOCTH, NCITIOJIb3Yys KIIAaBUIIXW ITIO3UIMOHUPOBAHNA B

FramelListener. Teniepb Hallla CyIIHOCTH TUTBIBET HAJl TUIOCKOCTHIO, CIOBHO HEKUW BOJIICOHUK.

JobaeneHue aHumMayuu

IInaBanme He SABISCTCSI UMESHHO TEM, €0 HAM OBl XOT€CJIOCh, I[aBaf/'ITe I[O6aBI/IM HEMHOTI'O

aHUMaluu.

Bpemsa ans pencrteBua — gooaBneHue aHMMaumm

Harmra mogens MoxeT nepeMeaTbCs, HO OHa IMOKa HC aHUMHUPOBaHa, JlaBaiiTe M3MEHUM 3TO.

1. Framelistener'y Hy’)KHO JIBa COCTOSIHUSI aHUMAIUU:
Ogre::AnimationState* aniState;

Ogre::AnimationState* aniStateTop;

2. YtoOsl MOJIYYUTb COCTOSAHUS aHUMAIIUHU B KOHCTPYKTOPEC, HAM HY’KCH YKa3aTCJIb HA
CYIIHOCTB:
MyFrameListener (Ogre: :RenderWindow* win, Ogre::Camera* cam,
Ogre::Viewport* viewport, Ogre::SceneNode* node, Ogre::Entity* ent)
3. CaTuM ykazaTeneM Mbl MOKEM U3BJIEUb HYXKHbIE AnimationState 1 COXpaHUTb UX JUIS
MOCICAYIOIIETO NUCIIOJIb30BaAHUA:
_aniState = ent->getAnimationState ("RunBase");
_aniState->setLoop (false);
_aniStateTop = ent->getAnimationState ("RunTop");
_aniStateTop->setLoop (false);

4. Teneps, korna y Hac ecTb AnimationState, HaMm HyXeH ¢uar B GyHKUuU frameStarted,
KOTOPBIN COOOIIAeT HaM, XOIWJIA JIU CYIIIHOCTh B 3TOM Kaape. Mbl 1o0aBisieM 3ToT ¢uiar B
YCIIOBHS if, KOTOpPbIE ONPAIINBAIOT COCTOSIHUE KIaBHIL:
bool walked = false;
if (_Keyboard->isKeyDown (0OIS::KC _UP))



SinbadTranslate += Ogre::Vector3(0,0,-1);
_rotation = 3.14f;
walked = true;

}

if (_Keyboard->isKeyDown (OIS::KC_ DOWN) )

{
SinbadTranslate += Ogre::Vector3(0,0,1);
_rotation = 0.0f;
walked = true;

}

if (_Keyboard->isKeyDown (0OIS::KC LEFT))

{
SinbadTranslate += Ogre::Vector3(-1,0,0);
_rotation = -1.57f;
walked = true;

}

if (_ Keyboard->isKeyDown (0OIS::KC RIGHT))

{
SinbadTranslate += Ogre::Vector3(1,0,0);
_rotation = 1.57f;
walked = true;

}

Ecnu monenp NnepeMeacTCAa, Mbl BKIIFOHaCM aHUMAIIUIO; €CJIM aHNUMalus 3aKOHINJIACh, MbIL
3alMKIINBaEM €€:
if (walked)
{
_aniState->setEnabled (true);
_aniStateTop->setEnabled(true);
if (_aniState->hasEnded())
{
_aniState->setTimePosition(0.0f);
}
if (_aniStateTop->hasEnded())

{
_aniStateTop->setTimePosition (0.0f);

}

Ecan MOJ€CJIb HE NEpEMEIAIacCh, Mbl OTKIIFOYAEM aHUMAILIUIO U YCTaHaBJIWMBAacM e€ B
CTapTOBYIO MTO3ULUIO:
else
{
_aniState->setTimePosition(0.0f);
_aniState->setEnabled (false);
_aniStateTop->setTimePosition (0.0f);
_aniStateTop->setEnabled(false);

}

B Ka>XA0M Kap€ HaM HYKHO ,Z[O6aBI/ITL K aHUMaluu MImpomeanee BpeMsi; B IPOTHUBHOM
ciIydae oHa He OyaeT paboTaTh:
_aniState->addTime (evt.timeSincelLastFrame) ;



_aniStateTop->addTime (evt.timeSinceLastFrame) ;

8. IlpmiokeHuro Tenepp TakKe HY)KHO XpPaHUTh YKa3aTelb Ha CYITHOCTD:
Ogre::Entity* SinbadEnt;

9. MBI ucnonb3yeM 3TOT yKa3arelb [IPU CO3JaHUU dK3eMIuLsipa FrameListener:

_listener = new MyFramelistener (window, camera, viewport, SinbadNode,
_SinbadEnt) ;

10. Y, xoHEe4YHO, TIPU CO3/IaHUH CYIITHOCTH:
_SinbadEnt = sceneManager->createEntity("Sinbad.mesh");
_SinbadNode = sceneManager->getRootSceneNode () ->createChildSceneNode () ;
_SinbadNode->attachObject (_SinbadEnt) ;

11. CxoMnunupyiTe U 3ayCcTUTE NpuiiokeHne. Tenepb Mosieb TOJKHA IEBEIUTHCS ITPU
CBOEM IIepeMEIEHHUHU:

Umo npousowno?

Mps1 106aBUIM aHUMAITMIO K HAIIEH MOJEINH, KOTOPasi BKIFOYAETCsl TOIBKO TOT/A, KOTa
MO/JIENb MTePEeMEIIAeTCs.

Have a go hero — uwem TO, YTO Mbl UCNOJ1L30BaAJIInN

HOI/IIIII/ITG TJ1aBbl, B KOTOPBIX MbI paCCMaTpyUBaJId MCTO/bI, UCIIOJIE3YEMbIC HAMU IJIA
MOCJICAHUX IMPUMCPOB.

moe

MBI MHOTO y3HAJIH B 9TOM IJIaBE O CO3/IaHUU HAIIIETO COOCTBEHHOTO MPUIIOKEHHS, O 3aITYCKE U
BbinoiHeHun Ogre 3D.

B YaCTHOCTH, MbI U3YYHNJIU CICAYIOLICC:

* Kak paboraer npouecc 3amycka Ogre 3D
e Kak cienarh Hal cCOOCTBEHHBIN IVIaBHBIN IMKII
* Hanwucanu Hairy cOOCTBEHHYIO peanu3aliio NpuiIokKeHus u FrameListener
HexoTopble Tembl ObLTN Y)k€ HAMU U3y4YEHbI, HO Ha 3TOT pa3 Mbl OObEAMHWIN UX IS
co3/1aHus 00JIee CI0AKHOTO IPUIIOKEHHUS.

MBslI Tenephb y3HalIU BCE, YTO HYXKHO IS CO3[JaHus HaluXx coOcTBeHHbIX Ogre 3D -
npuioxeHuit. Ciemyromas rmasa chokycupyercs Ha pacmpenun Ogre 3D apyrumu
OMOIMOTEeKaMM MIIH JOIOTHUTEIBHBIMU BO3MOYKHOCTSIMH, YTOOBI CieNaTh MPUIOKEHUS JTyYlle 1
KpacHBee.



1 0 Cucrtembl yactuy u pacwmpeHume Ogre3D

OTO TmoOCHenHss TIJlaBa B OTOM KHHIe, B KOTOPOM MBI coOupaeMcs
pazobparbcst B TeMe, KOTOpPOH MBI HE KacaluCh JO0 CUX IMOP — CHCTEMBI
gactull. [locme »3toro OyayT mpeAcTaBie€Hbl HEKOTOPHIE BO3MOXHbBIE
pacmmpenust st Ogre 3D, xotopeie Mornu Obl OBITH TIOJE3HBIMH B
Oyayliem, HO He SBJISIOTCS 0053aTEIbHBIMU JIJISI KXKIOTO MPHIIOKEHUSI.

B a710i1 ri1aBe mMb1 Oyem:
* H3yuars, 4TO TaKO€ CUCTEMA YACTHIL, U KaK €€ MOXXHO UCIOIb30BaTh
* Co371aBaTh HECKOJIBKO PA3JIMYHBIX CUCTEM YACTHUIL
*  3HAaKOMHUTBCS C HEKOTOpBIMU paciupenusmu Ogre 3D
* TopauThbCs T€M, UTO MbI 3aBEPILMIN YTEHUE STOW KHUTU
Tak naBaiiTe 3TO cAenaeM...

JHo6aeneHue cucmembi Yacmuy,

Mgl cobupaemcs NOAKIIOYUTH CUCTeMY YacTull 1biMa K CuHOamy, Tak 4To MbI Bceraa Oyaem
3HATh, I1€ OH CKPBIT.

Bpems ans pencrema — pobaBrneHne cUCTeMbl YacTul,

\Y b3 co61/1paeMc;I HCIIOJIB30BAaTh KO U3 MMOCIICAHECTO IIpUuMepa:

1. Co3paiiTe cUCTeMY YacTHIl, KOTOPAasi HCIIOJB3YeT BCTPOCHHBIN CKpHIT YacTuil. Jlo6aBrTe

CHCTEMY YacTHUI[ K TOMY K€ y3]1y CLIEHbI, K KOTOPOMY IpuiIokeHa cyuiHocTh CunOana:
Ogre::ParticleSystem* partSystem = sceneManager-
>createParticleSystem( "Smoke", "Examples/Smoke") ;

_SinbadNode->attachObject (partSystem) ;

2. CxoMIUIMpYyHTe U 3aITyCTUTE MPUIOKEeHHEe. TaM JOIKHO OBITh MHOTO JIbIMA, UCXOSIIIETO
ot Cunbana.




4mo npousowsno?

MBI HCTOB30BANM 3apaHee ONpPEeICHHBIN CKPUNT YACTHUIL JUISl CO3/IaHUsI CUCTEMbI YacTHII,
KOTOPYIO Mbl IPUJIOKHIN K TOMY K€ Y311y, K KOTOpOMY Obljla MPUIIOKEHA HAllla CYyITHOCTh. TaKkum
o0pa3oM cuctema yacTHll OyJeT clIeI0BaTh 3a HAILlEH CYIIHOCTBIO ITOBCIONY, IIPU €€ EPEMEILIEHUHU.

Ymo makoe cucmema Yacmuuy?

[Ipexxne ueM Mbl CO34aIUM Hallly COOCTBEHHYIO CUCTEMY YacTHUIl BMECTO 3arpy3Ku
BCTPOEHHOM, HaM HY>KHO 00CY/IUTh, YTO B TOYHOCTH MPEJCTABISACT U3 ceds cucTeMa yacTUll. Ml
BuAETH 3(h(PEKT CO3MaHUS CHCTEMBI YaCTHI] — B HAIlIeM CIIy4ae, KOHyca JIbIMa; HO KaK OH
MOJTy4HJICs?

Cucrema yacTHI] COCTOUT U3 JBYX WJIM TPEX Pa3IUYHbIX KOHCTPYKIMH — SMUTTEpA, YaCTHII,
u affector'a (onuuonansHo). Hanbonee BaxkHOW cpean 3TUX TPEX ABNISETCS caMma 4acTHIA, KaK U
NpeAroiaraeT HAaMMEHOBAaHUE CUCTEMBI YacTull. YacTuia oro0paXkaeT IBET WIH TEKCTYPY,
UCTIOJIB3Ys CIOCOOHOCTD IrpauuecKuX KapT peHIEePUTh MPAMOYTOJIbHUK WK TouKy. Korna yactuna
UCIOJIb3YET NPSIMOYTOJIbHUK, 3TOT IPSIMOYTOJIBHUK BCET/a MOBEPHYT JUIOM K Kamepe. Kaxxnas
YacTUIla UMeeT Habop mapaMeTpoB, BKIIIOUasi BpeMsl )KU3HHU, HAIIPaBJIeHUE, U CKOPOCTh. ECTb
MHOYKECTBO JIPYTUX IapaMeTpOB, HO 3TH TpU HanboJiee BaXKHbIE /1711 TIOHATUSL CUCTEMbI YaCTHLI.
[TapameTp BpeMeHH KU3HU PETryIHpYeT )KU3Hb U CMEPTh YacTHLbl. OOBIYHO YacTUIIA )KUBET HE
Oosbliie, 4eM HECKOJIBKO CEKYHJI, IPEXAE YEM OHA YHUUTOXKAETCA. DTOT IPPEKT MOKHO BUIETDH B
JI€MOHCTpAIMH, KOI1a Mbl CMOTPUM Ha KOHYC JibIMa. TaM ecTh TOuKa, IJe JbIM ucue3aeT. i 3Tux
YaCTHI] CYETYUK BPEMEHH KU3HU JOCTUT HYJIS, U OHU ObUIM YHUUYTOXEHBI.

HapaMeTpLI HaIpaBJICHUA 1 CKOPOCTHU OIMKUCBIBAIOT MOBEACHUEC JABUKCHHA YaCTULBI. B mamem
CJIy4dac, HallpaBJICHUEM ObLIO BBCPX.

DOMUTTEP CO3/1Aa€T 3aJaHHOE KOJIMYECTBO YAaCTHUIl B CEKYH]ly U MOXKET paccCMaTpUBaThCsl Kak
ucTouHMK yacTtull. Affector'st, ¢ Jpyroit CTOpPOHBI, HE CO3/1AI0T YACTHII, HO U3MEHSIOT HEKOTOPhIE UX
napaMmeTpsl. Mbl oka He Bujenu Hukakux affector'oB B 31011 cuene, HO yBuauM nos:xe. Affector
MOJKET U3MEHUTDH HAIPABIEHUE, CKOPOCTh, MJIU LIBET YACTHII, CO3/1aBAEMBIX YMUTTEPOM.

Affector
color changer

Emitter

Tenepb, KOoraa Mbl 3HAa€M OCHOBBEI, JlaBalTe cO34aJMM HECKOIBLKO CUCTEM YaCTHII
CaMOCTOATCIIBHO.

Co30aHue npocmou cucmembl Hacmuy,

YT1o0OBI CO31aTb CUCTEMY YaCTHI, HAM HY>KHO OIIPEACIUTE ITOBECACHNEC CUCTEMBI B IICJIOM U
MOBCACHUC SMUTTCPOB B YACTHOCTH.

BpeMﬂ ONs NeUCcTBUA — co3aHMe CUCTeMbl YacTul,

MpI coOupaemcst UCTI0NIb30BaTh KO/ U3 MPEALIECTBYIOLIETO IPUMEPA:

1. Cuctemsl yacTuIl onpeAenstoTcs B (aitnax .particle. CoznaiiTe ouH B Tanke
media/particle.

2. Omnpenenure cucteMy U HazoBute e€ MySmokel:
particle system MySmokel



{

Kaxxmast wactuia qomKHa CIONB30BaTh Matepuan Example/Smoke, u e€ pa3mep nomkeH

ObITh 10 eUHUIT B IIUPHUHY U CTOJIBKO JK€ B BBICOTY:
material Examples/Smoke

particle width 10
particle height 10

Ham Hy)xHO MakcumyM 500 gacTHI] OJHOBPEMEHHO, U KaXKask YacTHIIA JTOJDKHA ObITh

TOYKOM, KOTOpasi BCETIa HAIPABJIEHA HA KaMepy:
quota 500

billboard type point

Hawm HYXCH 5MUTTCP, KOTOpBIfI HCITYCKACT YaCTULIbI U3 €IMHCTBEHHOI TOYKHU C YaCTOTOM 3

YACTULBI B CEKYHAY:
emitter Point

{

emission rate 3

Yactulel 1oKHBI UcTycKaThes B Hanpasienuu (1,0,0) co ckopocthio 20 eauHumIl B

CEKYHIY:
direction 100
velocity 20

Ha sTom Bc€ ¢ 3TuM ckpunToM. 3aKpoiTe CKOOKH:
}

}
B dyukuuu createScene uameHuTe CTpoky

Ogre::ParticleSystem* partSystem = sceneManager-
>createParticleSystem ("Smoke", "Examples/Smoke") ;

Ha
Ogre::ParticleSystem* partSystem = sceneManager-
>createParticleSystem ("Smoke", "MySmokel") ;

CKOMITUITUPYHTE U 3aITyCTUTE NpuiioskeHre. Bol qomkHb! yBuaeTh CuHOAMA U ABIMSIIAKCS
ClIeJ, KOTOPBIM BO3HUKAET M3 HETO.

4mo npousowsno?

MBI co3fanu Halry NepByr0 COOCTBEHHYIO CUCTEMY YacTHLL. J[J1s 3Toro, HaM Hy»XeH .particle

daiin 11 XpaHeHHus CKpUNTa. B 3TOM CKpUIITEe, MBI HaYalli C OMPEIEICHUsI CHCTEMBI YaCTHIL C
MOMOIIIBIO KJIFOUEBOTO CJIOBa particle system, U 3aTeM HaM HY>KHO MPUCBOUTH €l UMS, TOAOOHO
TOMY, KaK MbI J€JIaJIM JUIsl BCEX OCTANIBHBIX CKpUNTOB. Ha aTane 3 Mbl onpeaenunu Marepua,
KOTOPBIH TOJKHA UCIIONB30BaTh KaXkKaas yacTuiia. Mbl HCIIOIb30BajIM MaTepua, KOTOPbIi
nocrasisercs ¢ SDK. DToT Matepuan mpocTo MOAKIIOYaeT TEKCTYPY, OOBEANHSET 3TY TEKCTYPY C
I[BETOM BEpILIMH, 1 UTHOPUPYET JH000€ OCBelieHne. BOT MoMHbIM CKpUIIT 3TOro MaTepuaia:

material Examples/Smoke

{

technique

{

pass



lighting off
scene _blend alpha blend
depth write off
diffuse vertexcolor
texture unit
{

texture smoke.png

tex address mode clamp

}

Mpl onpeaenuiy JUIMHY ¥ IWUPUHY Kax0i yactuis! B 10 enunun. lar 4 onpenenser
MaKCHMaJbHOE KOJIMYECTBO YaCTHUL], KOTOPOE Mbl XOTUM MMETh B JIFOOOH TaHHBI MOMEHT BPEMEHHU
Y CUCTEMBI YaCTUILL; 3TO YUCIIO MOJIE3HO JUJIS IPEIOTBPAICHUS CUTYalllH, KOT/Ia HEPABUIIBHO
onpeznenéHHas CUCTEMa YacTHULl 3aMeIJIeT BCE MPUIIOKEHNE LEIUKOM. Eciin J0CTUTHYTO 3TO
YKCII0, HHKAKOMY 3MUTTEPY HE Oy/IeT MO3BOJIEHO CO3/1aBaTh HOBBIE YACTHUIIbl. DTOT IlIar TAKXKE
OIPEAEIIS, YTO MBI XOTUM YaCTHIIBI B BUJE TOYEK, KOTOPBIE BCEra HalpasileHbl B kKamepy. lllar 5
J00aBIISIeT SMUTTEP, KOTOPHII HCITyCKAET TP YaCTUIIBI U3 ofHOH Touku. Illar 6 ycTranaBiiBaer
HalpaBJIeHHE U CKOPOCTb MEPEMEIIEHHUS YaCTULL. 3aTeM Mbl H3MEHWIM HAIlly IPOrpaMmy, 4TOObI
HCIIOJIB30BATh 3Ty HOBYIO CUCTEMY YACTHII, U YBUIEIH €€ B ICUCTBUHU.

HemHoz0 60osibWwe napamempos

Teneps, korna y Hac €CTh CHCTEMa YacTHUIL JJIs HIKCIIEPUMEHTOB, JaBaiiTe nonpoodyem
HEKOTOpBIE pyrue napaMeTpsl.

Bpemsa onsa pencrBna — HeMHoOro 6onbLue napameTposB

Mps1 106aBUM HECKOIBKO HOBBIX MTAPaMETPOB.
1. JloGaBbTe TOUKE IMUTTEPA CIAEAYIOIINE TPH HOBBIX MTapameTpa:
angle 30
time to live 10
colour 1 0 0 1
B opucunanvnom mexcme 30ece u 0anee cmosio c¢io6o color, HO C MAKuM napamempom
yeem He MeHANCA. — NPUM. nep.
2. CxoMIUIMpPYHTE U 3allyCTUTE NPUIIOKEHNE. BBl JOKHBI yBUAETh KPACHBIE YaCTHULIBI,
JIETSIINE B CJIETKA PA3JIMYHBIX HAIIPABICHUSIX.



4mo npousowsno?

Mps1 noGaBUIM TPU MapaMeTpa, KOTOPhIE U3MEHWIIHN MMOBEACHHUE HAIICH CUCTEMbl YaCTHIL.
Tenepb yacTUIbI CTAIM KPAaCHBIMU U BBUIETAIOT B PAa3JIMYHBIX HarpaBieHusx. [lapamerp angle
(yromn) ompenenseT KOIUYECTBO IPayCcoB, HA KOTOPOE KaXk/as CO3/1aHHAs YaCTUIIA MOXKET
OTKJIOHUTBHCSI OT 3a/1aHHOTO HampasieHus. Ogre 3D ucnosib3yer reHeparop Ciiy4aifHbIX YHCel,
4TOOBI TEHEPUPOBATH HATIPABICHUS U3 33JaHHOTO Jrana3oHa. [1ockoIbKy HampaBlIeHUE MOXKET
OTKJIOHATHCS Ha 30 rpaycoB, TO HEKOTOPbIE HAILIM YaCTUIBI MOTYT YJIETaTh B 3€MIIIO.

[Tapametp time to live ycTaHaBNIMBaeT AJMHY KU3HU Ka)XXJI0W 4acTUIGI, B HalIeM ciaydae 10
cekyn. [To-ymonmuanuio paBHo 5. U, Takum 00pa3oM, MbI YIABOWIIH KU3HD KXKIOW YaCTHIIBI, TaK
YTO MBIl MOYKEM MOHAOIIONATH 32 X TMOBEICHUEM JIOJIBIIIE.

[Tapametp colour ycTaHaBIMBAeT I[BET BEPIIUH YACTHUI] B COOTBETCTBUHU C TIOTYYCHHBIM
BEKTOPOM 1IBETA, B HAIIIEM CITy4ae, TO KPacHbBIN I[BET.

NMonynsipHasa BUKTOpPUHA — 4YTO CO34AET CUCTEMY YacTuL,

HazoBurte TPU KOMITOHCHTBI, KOTOPBIC CO3AAal0T CUCTEMY HAaCTHUII; KaKasd U3 UX OHI_II/IOHaJ'ILHa?

Apyaue napamempsbi

Cy1iiecTByeT MHOTO APYTUX MapaMeTPOB, KOTOPbIE MOXKET UMETh CUCTEMa YacTull. Bot emié
HECKOJIBKO.

Bpemsa ansa gpencteBua — auana3soHbl ansa fime to live v colour

CHoBa MbI coOupaemMcs 100aBUTh HECKOJIBKO MApaMeTPOB K HAIllEH CHCTeMe YacTHUIl, 9YTOObI
yBUIETh 3((HEKT, KOTOPHI OHU JAIOT.

1. Usmenwure time to live Ha Tuana3oH ¢ MUHUIMYMOM U MaKCHMYyMOM:
time to live min 1



time to live max 10

2. CpenaiiTe To XK€ camoe IS I[BeTa:
colour range start 1 0 O
colour range end 0 0 1

3. OtperynupyiTe KOJ Balllero MPUIOKEHHUS; 3aTEM CKOMITIIUPYWUTE U 3aIyCTUTE €ro. Bbl
JIOJOKHBI BUJIETh Pa3HOLIBETHBIE YACTHIIbI, 1 HEKOTOPbIE U3 HUX MCUE3al0T PaHbllle APYTUX.
... He ouenv nownsn nocneonuii nynkm, 4mo u 3auem pez2yiupoeams U KOMNUIuposams? Beowb
NOMEHSLICS MONILKO CKPUNM... — NPUM. nep.

.

Umo npousowno?

BwmecTto nenonp3oBaHus mapamMeTpoB ¢ EAUHCTBEHHON BETMYUHOW, MBI HCTIOJIb30BaIN
napaMmeTpbl, KOTOPBIE OMHICHIBAIH UANa30H BETUYUH U no3Bossuiu Ogre 3D camomy BBIOMpATh
BEJIMYMHBI. DTO JOOABISET pa3HOOOpa3usl B HAILY CHCTEMY YacCTHII U MOXKET HCIIOIB30BATHCS MIPH
MOJIETUPOBaHUU 0O0JIee TOCTOBEPHBIX €CTECTBEHHBIX A(D(HEKTOB, MOCKOIBKY B PUPOAE PEAKO
BCTPEUYACTCS YTO-THO0, YTO HE MCHSICT BHEITHUI BUJI B TPOCTPAHCTBE M C TCUCHUEM BPEMCHHU.

MonynapHaa BukropuHa — time to live

OOBsicHUTE CBOMMU CIIOBAMU pa3liniyre MEXIy apaMeTpamu time to live u
time_to_live min.

BkrniroyeHue eé u ebik/iro4eHue obpamHo

W ucnbiTaem emé 60blle mapaMeTpoB.

Bpemsi ona gencreusa — gobaBneHne MHTepBanoB K cMCcTeMe YacTul

MBI Teneps yBUAMM, YTO €CTh TAKKE HEKOTOPBIE TaPAMETPBI, KOTOPBIE HE BIMSIOT Ha



MOABJICHUC 4YaCTHUII, 4 TOJIBKO Ha CII0C00 UX HCITYCKaHUs.

1. VYmanute noGaBieHHBIEC MTApaMETPhl SMUTTEPA U OCTABBTE TOIBKO emission_rate, direction, n

velocity:
emitter Point

{
emission rate 30
direction 1 0 0

velocity 20

2. 3arem 100aBBTE ApaMETPHI, KOTOPBIE OMPENEISAIOT, KaK JOJITO YaCTHIIBI TOJIKHBI

BbIAAaBaTbCA, 1 CKOJIBKO BPECMCHU OXKUIATh IICPEa HAYaJIOM:
duration 1

repeat delay 1

}
3. CxoMmunupyiTe U 3alyCTUTE NMPUIOKEeHNE. Bbl TOMKHBI BUAETH MOTOK OENBIX YacTHIl,
KOTOPBIN KPATKO MPEPBIBACTCS BCAKUU pas3, KOTJIa SMUTTEP OCTAHABIIUBACTCS.

T* _JN . R

4mo npousowsno?

Ms1 nobaBum napameTp duration (JJTUTETLHOCTD), KOTOPBIN OMPEAENISIeT CKOIBKO BpEMEHH
SMUTTEP BBIIAET YACTHIIBI TIEPE]] OCTAHOBKOMU. repeat delay onpenensietr Bpemsi, KOTOPOe 0KUIaeT
SMUTTEP TEPe TEM, KaK HadyaTh CHOBA MCITYCKaTh YacTHIBI. C 3TUMU ABYMS TapaMeTPaMH, MbI
OTIPEACTUIIA SMUTTEP, KOTOPBIH OHY CEKYHY BBIJACT YACTHIIBI, 3aT€M KAET OJHY CEKYHY, ’
HauYMHACT CHOBA.

MonynsapHasa BUKTOPUHA — napamMeTpbl IMUTTEpPa

[TorpoOyiite Ha3BaTh Bce 12 mapaMeTpoB SMUTTEPA, KOTOPHIE MBI HCIIOIB30BAIH K
HACTOAILEMY MOMEHTY, ¥ TO, KAaK OHU BJIUSIOT HAa IMUTTEP.

Job6aeneHue affector'oe

Mpb1 U3MEHNIIN TOBEICHHUE U MOSIBJICHUE YACTHI] BO BPEMSI UX CO3AaHMs, UCTIOIb3Ys IMUTTED.
Terneps MbI uciob3yeM affector'sl, KOTOpbIE H3MEHSIOT MOSBICHHUE U TTOBEICHUE YACTHUIIHI B
TEYEHUU UX BPEMEHHU KU3HU.

Bpemsa gna gpencreusa — gobasneHne macwrtabupyrouwero affector'a

1. YToOsI moKa3arh, 4To jaenaet affector, HaMm HykeH IPOCTO TodeuHbIH (Point) SMUTTTED,
KOTOPBIN BbIAAeT 30 4acThIl B CEKYHAY CO CKOPOCThIO 20 enquHul 1 BpeMeHneM ku3Hu 100
CEKYH/I;
emitter Point
{

emission rate 30
direction 1 0 O
velocity 20
time to live 100



}
2. B TeueHue BCEH KM3HM YACTHIIBI MBI XOTUM, YTOOBI OHA YBEITMYHMBAJIACh B pa3Mepe B MSTh

pa3 3a cexkyHay. [ns aToro mel no0asisiem Macutadbupytromuit affector Scaler:

affector Scaler

{

rate 5

}
3. CxoMOuiIMpyWTe U 3alyCTUTE MPUIOKEHNE. BbI MOMKHBI BUAECTH YaCTUIIBI, KOTOPHIE

CTaHOBSATCS OOJIBILE C KaX10M CEKyHJIOH CBOEH KHU3HH.

Ymo npousowno?

\Y b3 I[OGaBI/IJ'II/I affector, KOTOpBIﬁ HU3MCHACT pasMEp HAIUX YaCTHUI B TCUCHUC BCEH MX JKU3HU.

Affector Scaler macmTabupyeT Kaxayr0 YacTHILY, UCTIONb3YS 3aIaHHYI0 BEIMYUHY. B Harrem
cilydae, pa3Mep KakJ0W YaCTHIIbI MACIITAOMPYETCsl MMOKAa3aTeIeM MSATh KXy CCKYHTY.

N3meHeHUe usemos

MBI U3MEHUIN pa3Mcep. TenepL JlaBaiiTe N3MEHUM LIBET HAIlIMX YaCTHII.

BpeMﬂ Ons NeUcTBUS — U3MeHeHue LBeToB

1. Bwmecto macmtabupoBanusi, nooaswte affector ColourFader, xotopsriit Beruntaet 0.25 u3

KaXa0To OBETOBOI'O KaHajla B CCKYHY:
affector ColourFader

{
red -0.25
green -0.25
blue -0.25



2. CxoMIUIMPYyHTEe U 3aITyCTUTE MPUIIOKEHHUE. BBI TOMKHBI BUIETh, KaK O€JbIE YaCTHUIIBI
CTaHOBATCS TEMHEE C KXKI0M CEKYHION CBOEH HKU3HH.

4mo npousowsno?

Mp1 no6aBuim affector, KOTOpBI U3MEHSIET KaXIbIi IIBETOBOW KaHA BO BpeMs
CYIIIECTBOBAHMS YaCTHIIBI, UCIIOJB3YS 3a/IaHHBIC BEJTUYHHBI.

Have a go hero — nameHeHue LuBeTa Ha KpacHbIU

Wzmennte xon y ColourFader Tak, 4T00bI YaCTUIBI MEHSITH LIBET OT O€JIOTO 0 KPACHOTO.
Pe3ynbrar mo/mKeH BBINIAACTH TOX0KHUM Ha 3TO:



JeoliHoe uameHeHue

Mpb1 H3MEHWIIN OJIMH IIBET Ha APYTOi, HO HHOT/IA HaAM XOTEeJIO0Ch Obl, YTOOBI N3MEHEHUE

3aBHUCENIO OT BPEMEHHU KU3HU YACTHUIBL. ITO MOXKET OBITh IMOJIE3HBIM MIPHU MOJICTHUPOBAHUH OTHSI UITH
IBIMA.

BpeMﬂ ANA 0eNCTBUA — U3MEHeHUue B 3aBUCUMOCTHU OT BpeéMeHU XXNU3HU

yacTuubl

Tenepb Mbl coOupaeMcst BBECTH OOJIBIIIE IIBETOB, HCTIONB3Ys affector'sl yacTwuil.

Mgl He XO0THM, 4TOOBI Hama yactuua xuia 100 cekyH]] B 3TOM pUMepe, TaK 4TO U3MEHUM

BpeMs KU3HU Ha 4:
emitter Point

{
emission rate 30
direction 1 0 O
velocity 20
time to live 4

}

[TockonbKy MBI TOOMBaeMCsI HECKOJILKO JIPYTOTO IMOBEACHHUS, MBI COOMPAEMCS HCIIOJIb30BATh
BTOPO# JOCTYNHBIN colorfader. OH AOMKEH U3MEHATH KaK/Ibli IBETOBON KaHA Ha €AMHUILY

B CEKyHAY:
affector ColourFader?2

{
redl -1
greenl -1
bluel -1

Tenepp, KoTIa YaCTUIIA TPOCYIIECTBOBAJIA TOJIBKO JIBE CEKYHJIBI CBOEH KM3HU, BMECTO
BBIYUTAHUS [[BETOBOTO KaHAJIa, JOOABUM TY K€ BEIMUUHY, KOTOPYIO MBI YIATHIN TIEpe



9TUM!
state change 2

red2 +1

green2 +1

blue2 +1
}

4. CxoMIUIUpPYHTE U 3aIyCTUTE IPUTIOKEHHE.

4mo npousowsno?

Mgl ucnonsioBanu affector ColorFader2. Jtot affector cHayasia u3MeHsET KaX1yI0 4aCTUILY
UCXO/1s U3 BEJIMYMH, TOIy4YeHHBbIX Ui redl, greenl, u bluel, xoraa yactuia *HUBET NepBbIe 2
CEKYH/Ibl B COOTBETCTBHMHU C TapaMeTpoM state change. Benuuunsl red2, green2, u blue?2
UCTIOJIB3YIOTCS JUI MOAM(UKALIMY YAaCTULl TIOKAa OHU He yMepiu. B 3Tom npumepe, Mbl
MCIIONIb30BaH ATOT affector, 4ToOBI CHaUama U3BMEHHUTH YaCTHUILY OT OEJIOTO J0 YEPHOTOo, U 3aTeM, 3a
JIBE CEKYH/IbI ITepel] CMEPThIO, Mbl M3MEHWIIM YePHbI Ha Oeblil, Cle0BaTeIbHO co3iaBas 3P QexT,
IIOJIYYECHHBIN Ha MIPEABIAYIIENH KapTUHKE.

Ewé 6osee croxHbIe MaHUNynsyuu c yueemom

CymiecTByeT crmocob co3aaTh Jaxke 0osee CIOKHYI0 00paboTKy B OTHOIIICHUH I[BETA YACTHII.

Bpemsa ona oencTBUA — UCNOJIb30BaHWE CIIOXXHOM MaHUNYNALUM C

LBETOM

CHoOBa MBI urpacm € IBeTaMu 4acTull, U ¢ TCM, KaK Mbl MOKCM IIOBJIUATH HA HUX.

1. Mg coOupaemcst ucnoib30BaTh HOBBIN affector, HasbBaemsblit ColorInterpolator:
affector ColourInterpolator

{
2. MBpI 3aTeM ompezaensieM, Kakoi LBET MUKCENb JI0JKEH UMETh P €ro co31aHnuu. Mbl



UCTIOJIb3YyeM OeIbIii:
timeO O

colour0 1 1 1

3. Korna yactuna npoxxuia oiHy YeTBEPTh CBOETO BPEMEHHM JKU3HHU, OHA JOJIKHA CTaTh
KpacHOM:
timel 0.25
colourl 1 0 O
4. B KoHIIE BTOPOIi YETBEPTH KU3HH YACTHIIBI MBI XOTUM, YTOOBI OHA ObLIA 3eTICHOM:
time2 0.5
colour?2 0 1 O
5. B Tperheit ueTBepTH OHA JOHKHA CTaTh CUHEH, U, B KOHIIE, CHOBA 0Oeloii:
time3 0.75
colour3 0 0 1

timed 1
colour4 1 1 1
6. CxoMIWIHpYyWUTE U 3aIlyCTUTE MPUIIOKECHUE, UCTIONB3Ys HOBBIN affector, — BbI JOIKHBI

BUJIETH MOTOK YaCTHII, U UX [[BET JOJDKEH MEHATHCSA OT OeJIOro Ha KpacHBIN, Ha 3eJICHBIH, Ha
CHHHI, 1 Ha OEJIBIii.

4mo npousowno?

MBsI ucnions3oBanu apyroi affector, 4roOsr mpoBecTH OoI€E CIIOKHBIE MAHUTTYIISILIAH C
usetoM. Colourlnterpolator ManuTynupyeT IIBETOM BceX yacTuil. Ml onpeaenunu o0paboTky,
UCTIONB3Y KITtoUeBbIe ciioBa timeX u colourX, tae X momkeH ObITh MeXy 0 u 5. time() () 03HaUaeT,
YTO MBI XOTHM, 4TOOBI affector ucnonb3oBai uBeT colour() Bo BpeMs co3aanus yacTHibl. timel (.25
O3HAYaeT, YTO HaM HYXHO, uToOBI affector ucrons3oBan colourl, Korja 4acTUIla MPOKUIA OTHY
YETBEPTh CBOCH KU3HU. MeX Iy STUMH JByMs MOMEHTaMu BpeMeHH affector unrepnonupyer
BeIMYMHBL. Hamn mpumep onpeaesnseT msaTh TOUeK, U KaK1as U3 HUX UMEET OTIIMIAIOIIHIACS [IBET.
[TepBas u mocienHss TOYKA HUCTIONB3YIOT OETbli B KaueCcTBE 1BETa, BTOPAsi TOUKA UCTIOIB3YeT
KPaCHBIH, TPEThs 3€JICHBIN, U YeTBEpTasi CHHUN. TOUKM OBUIN pacTONOKEHBI Yepe3 OIHY YeTBEPTh



BPEMEHH JKU3HHU, TaK YTO B TCUCHUH KU3HU YACTHUIIBI KAXKIBIN I[BET ObLI 3a/IeiCTBOBAH OJTHO U TO
KE BpEeMs.

HobaeneHue cny4aliHocmu

UT0o0BI cO3MaTh KPAaCUBO BRINIAAIINN A (PEKT, HHOTIa MOXKET MTOMOYb JTI00aBICHUE
He6OJH>H.IOFO KOJIMYCCTBA HpOI/I3BOJ'H)HOCTI/I B CI/ICTCMy qacCTull, Tak, ‘-ITOGLI OHa HEC BBIITIAACIIA
HEECTECTBEHHO.

Bpems ans pencreusa — [JobaBneHue cny4amHoOCTH

JlobGaBieHne CITyJaifHOCTH MOXET YIYUIIHTh BU3yaJIbHOE KaueCTBO CIICHBI, TaK YTO JaBaiTe
CEIIaeM 3TO.

1. VYnmamure affector Colourlnterpolator.

2. JloGaBswre apyroi affector c umenem DirectionRandomiser:
affector DirectionRandomiser

{

3. CHavaya MBI omIpe/ieNsieM, Kak CHITbHO JIOJDKEH BIUATH affector Ha KaXKayro U3 ocel Halmx
YACTUII:
randomness 100
4. 3areM MBI TOBOPHM, CKOJIbKO HAIIMX YACTHII JJOJDKHO OBITh IMOJIBEPTHYTO BO3/IECHCTBHIO
BCSIKUH pa3, koraa npuioxked affector. 1.0 oznavaer 100 mponentos u 0 i Hyins
IIPOIIEHTOB. 3aTeM MbI ONPEACIIAEM, XOTUM JIK MbI, YTOOBI HAIIM YaCTUIIBI COXPAHSIIA CBOKO

CKOPOCTb, WA e€ TaxKe HYXXHO UBMCHUTD:
scope 1

keep velocity true

}
5. CxomnuiupyiTe U 3anycTUTe npusoxkenue. Ha 3ToT pas, Bl TOJKHBI BUACTh HE

€IMHCTBEHHBIN TIOTOK, a IOBOJILHO MHOTO YaCTHI], JIETSIIMX HE TOYHO 110 OTHOMY M TOMY JKe
IyTH, HO OOBIYHO B OJIM3KOM HaNpPaBJICHUH.

4mo npousowsno?

Affector DirectionRandomiser i3MeHUI HAIIPaBICHNE HAIIUX YACTHI], UCTIONb3YSI pa3TUYHbBIE



BEJIMUMHBI 11 Kaskaoi yactuibl. C atuM affector'om, BO3MOXKHO 100aBUTH KOMITIOHEHT
CIYYailHOCTH K EPEMEIICHUIO HAIIUX YACTHII.

Deflector (OmkrnoHssimernb)

[Tocnennwuii affector, kKOTOpHI MbI cOOMpPaEMCs UCTIBITATh — IJIOCKOCTh, KOTOPasi OTKJIOHSET
YACTHUIIBI TSI HMUTALMY PETSATCTBUS HA UX MTyTH.

Bpemsi onsa AecTBUSA — UCNONb30BaHUEe OTKITIOHAOLEN NNOCKOCTU

CriocoOHOCTh 3aCTaBUTh YACTHUILY OTCKAKUBATh OT HEKOTOPOI MOBEPXHOCTH MOXKET OBITh
TMOJIE3HOM, TaK YTO MBI COOMpAaEeMCsl C/IeNIaTh ITO 371€Ch.
1. Bwmecto randomizer, ucnons3yiite affector DeflectorPlane:
affector DeflectorPlane
{
2. IlnockocTh onpeaensercs C MOMOIIbIO TOYKH B MPOCTPAHCTBE U HOPMAJIH K TJIOCKOCTH:
plane point 0 20 0
plane normal 0 -1 0

3. Tlocnenuss Bemb AJsi OMPEAEICHUS — TO, KaK TUIOCKOCTD JTOJIKHA BIUSATH HA YACTHIIBI,
yaapuBiuecs B He€. Mbl XOTHUM, YTOOBI OHH COXPAHSITU CBOIO MIEPBOHAYAIBHYIO CKOPOCTb,

TaK 4To MbI BbIOMpaeM 1.0 B kauecTBE 3HAUCHUS:
bounce 1.0

}

4. YtoOsl yBUACTH 3(h(DHEKT OT MI0CKOCTH deflector, HAaM HY>KHO, YTOOBI HAIIIH YaCTHIIBI
JIBUTAJIMCH B CJIETKA PAa3JIMYHBIX HANPABICHHUAX. Tak 4To Tepe/ieiaeM SMUTTEP TaK, YTOOBI
pa3bpoc HampaBieHHs IBUKCHHS yacTuil paBHsics 30 rpagycam. Kpome Toro, Tak kak

IIJIOCKOCTD PECT B H€6e, Y HalluX 49aCTUl JOJIDKHO 6BITB Ha4vaJIbHOC HAITPaBJICHHUEC BBCPX.
emitter Point

{
emission rate 30
direction 0 1 O
velocity 20
time to live 4
angle 30
}
5. CxoMOWIMpyWTE U 3aIyCTUTE MPUIOKEHUE. YaCTUIbI OTCKAKMBAIOT OT HEBUIUMOM
TUIOCKOCTH B Hebe.



Have a go hero — coenaem 6onblue

Co3naiiTe HOBOE MPUIIOKEHHUE, T1ie BTopasi MmIockocTh B Touke (0,0,0) OTKIOHSAET YacTUllbl,
KOTOpBIE€ OTKJIOHWJIMCH OT NepBoi miockocT. Takxe nodassre affector Colourlnterpolator.
Pe3ynbTar 10JIKEH BBIMISAAETH OX0KUM Ha CIETYIOUUI CKPUHILOT:

JApyaue munbi aMmummepos

Mu1 BCCraa UCIoJIb30BajJInu TOYCYHBIN OMUTTCP I HAIUX IIPUMEPOB, HO, KOHCYHO K€,
CYHICCTBYIOT APYTUC TUIIBI SDMUTTCPOB, KOTOPBIC MBI MOKEM HCITI0JIb30BAaTh.

I/ICHYCKaTL TOJILKO U3 OJHOM TOUKH CKYYHO, UCIIOJIb30BATh IPOCTPAHCTBO Iropas3go BeCeice.

1. W3menwute Tun smurtepa ¢ Point Ha Box:
emitter Box

{

2. Omnpexaenure pa3Mepsl MapajuieNenurena, B KOTOpoM A0KHBI CO34aBaThCsl YACTULIBL:
height 50

width 50



depth 50

3. Ilyctb amurrep co3aaet 10 yacTuil B CEKyHY, U OHU JOJIKHBI IEPEMENIAThCsl BBEPX CO

ckopocThio 20:
emission rate 10

direction 0 1 O
velocity 20
}
4. Hcnonw3yiiTe HOBYIO cucTeMy 4acTull. CKOMIMIMPYWUTE U 3aIlyCTUTE MPUIOKEHHE. Bl
JOJI2KHBI BUICTH, KaK YaCTHUIIbI CO3ar0TCS BCIOAY BOKP CI/IH6aI[a " JICTAT BBEPX.

4mo npousowsno?

MBI MCTIONB30BAIH IPYTOH TUIT IMUTTEPA, B JAHHOM CIIy4ae SMUTTEp THia Box. Ml
ompeAeTTIA 00bEM, H SMUTTEP UCIIOIH30BAI IIPOU3BOJIBHBIC TOUKH B 3TOM 00bEME, KaK CTAPTOBBIC
MO3UINH JIUIS CO3aHUS YACTHUIl. DTOT SMUTTEP MOXKHO HCIIOIB30BaTh JJIsl CO3IAHMS CUCTEMBI
YaCTHII, KOTOpasi UCITyCKaeT He TOYHO M3 OJTHOHM TOUKH, a U3 HEKOTOpoi obmactu. Eciin HaMm HykHa
MPOCTO MIOCKOCTh, UCITYCKAIOIIAs YaCTUIIbI, WIIH Ja)Ke JTHHUS, HAM TOJIBKO HY)KHO YCTaHOBUTh
COOTBETCTBEHHBIM 00pa30M MapaMeTphl pa3MepoB 00bEMA.

UcnyckaHue u3 Konbya

Kpome box'a, cyiecTByIoT Ipyrue TUIIbI SMUTTEPOB, HAIPUMEP KOJIBLIO.

Bpemsa onsa gencrTBuA — UCNofb30BaHMe KonbLa ANsi UCNYyCKaHUA

yacTuy,

BMmecTo TOukM M npsMOyroiabHOT0 00bEMa, MBI MOJKEM JJa)ke MCIIOIb30BaTh KOJIBIO KaK
AMUTTEP.
1. W3menwute THI SMUTTEpA Ha Ring:
emitter Ring
{

2. 3apaiiTe mapameTphl KOJbLA, UCHOJb3Ys IIUPHUHY U BBICOTY:
height 50

width 50

3. Tenepsp, uT0OBI CO3AATh KOJBIO, @ HE KPYT, HAM HY)KHO OIpEJeINTh, KaKas 4YacTb BHYTPH HE

JIOJKHA BbIJaBaTh YaCTHUIIBL. 3/1€Ch MbI HCIOJIB3YEM IIPOLCHTHI:
inner height 0.9

inner width 0.9

4. OcranbHOE 0CTa€TCsS HETPOHYTHIM, TAKUM 00pa3oM:



emission rate 50
direction 0 1 0
velocity 20
}
5. CxoMnuiIupyuTe W 3amycture npuioxeHue. [logsuraiite kamepy Haja 3K3EMIUIIPOM MOJIETH,
1 Bbl 1O7KHBI YBUIETH, UTO qaCTHiLE)I WCITYCKAIOTCsl U3 KOJIbIIA.

¥
L

-
Umo npousownno?

MBI HCTIONTB30BAIH KOJIBIIEBOM SMHUTTEp, YTOOBI BBIAABATH YaCTHIIBI TOJIBKO U3 33aHHOTO
KosbIIa. J{i1st Toro, 4TOOBI ONMPEAETTUTh KOJIBIIO, MBI HCIIOIB30BAIM BEICOTY M IIMPHUHY, a HE TOUKY U
panuyc. Width u height onuceiBatoT camyro 60bIIYI0 HIMPUHY M BBICOTY, UMEIOLIYIOCS Y KpyTa.
3neck, cieayromas HeOoblas AuarpaMMa MoKa3blBaeT, Kak onpenensercs Kpyr. (Bcé-maxu
npasuivhee e2o0 Ha38amy dNAUNCOM — NPUM. 3aHYOH020 nepegoouuka) C moMolIbIo inner width n
inner_height MbI omipeniensieM, Kakasi 4acTb BHYTPEHHEH 00JacTh Kpyra He JJOJDKHA BBIIaBaTh
YaCTUIIbl. 3/1€Ch MBI UCIIOJIb3yeM He a0CONIIOTHBIE €UHMIIBI Pa3MEPOB, a MPOLIEHTHI.

NS

HakoHeu, mbl xomersnu 6bI nonny4yums ¢heliepeepk

Oto OyneT nocjaeIHui IpuMep B 3TOM KHHIe, Tak uTo (heriepBepk OyneT KCTaTu.

Bpems ans gencrema — nobdasneHune henepBepka

Bcerna npuatHo BuaeTh eliepBepk Mocie CrenualbHOro MEpOIpPUITHS.

1. Co3paiiTe cucTEMY YacTHUL, KOTOPasi B3pbIBAETCS pa3HOLBETHBIMU YaCTUIIAMU BO BCEX

HaIpaBJICHUAX C IIOCTOAHHBIM MHTCPBAJIOM:
particle system Firework

{
material Examples/Smoke

particle width 1



particle height 1

quota 5000

billboard type point

emitter Point

{
emission rate 100
direction 0 1 O
velocity 50
angle 360
duration 0.1
repeat delay 1
colour range start 0 0 O
colour range end 1 1 1

}
Co3paiiTe MATh SK3EMIUISIPOB ATOM CUCTEMBbI YACTHII:

Ogre::ParticleSystem* partSysteml = sceneManager-
>createParticleSystem( "Fireworkl","Firework");
Ogre::ParticleSystem* partSystem2 = sceneManager-
>createParticleSystem( "Firework2","Firework");
Ogre::ParticleSystem* partSystem3 = sceneManager-
>createParticleSystem( "Firework3","Firework");
Ogre::ParticleSystem* partSystem4 = sceneManager-
>createParticleSystem( "Firework4","Firework");
Ogre::ParticleSystem* partSystemb = sceneManager-
>createParticleSystem( "Firework5","Firework");

3areM IATh Y3J10B B pa3IMYHbIX TO3UIUSAX B HEOE:

Ogre::SceneNode* nodel = sceneManager->getRootSceneNode () -
>createChildSceneNode (Ogre: :Vector3(0,10,0));
Ogre::SceneNode* node2 = sceneManager->getRootSceneNode () -
>createChildSceneNode (Ogre: :Vector3(10,11,0));
Ogre::SceneNode* node3 = sceneManager->getRootSceneNode () -
>createChildSceneNode (Ogre: :Vector3(20,9,0));
Ogre::SceneNode* noded4d = sceneManager->getRootSceneNode () -
>createChildSceneNode (Ogre: :Vector3(-10,11,0));
Ogre::SceneNode* nodeb5 = sceneManager->getRootSceneNode () -

>createChildSceneNode (Ogre: :Vector3(-20,19,0));

HaKOHeLI, NOAKIIIOYUTC CUCTCMbI YaCTHUI K UX Yy3JIaM:
nodel->attachObject (partSysteml) ;

node2->attachObject (partSystem?

node3->attachObject (partSystem3) ;

’

( )
( )
noded->attachObject (partSystemd) ;
node5->attachObject (partSystemb)

’

CxoMnunupyiTe, 3alyCTUTE MPUIOKEHUE B MOCIEIHUMN pa3 U HacIaXIalTech MPOCMOTPOM



4mo npousowsno?

MBI co3falii CUCTEMY YaCTHIl, TIOX0XKYI0 Ha (peliepBepk u TyOIupoBaiu e€ Tak, YTOObI pe3ylIbTar
BBIIJISIZICTT TIOXOXKUM Ha HECKOJIBKO (peliepBepKoB B HeOe.

Mon NAPHAaA BUKTOPUHA — pPaA3JINYdHbIe TUnbl IMUTTEPOB

HasoBure Bce TUIIBI DMUTTEPOB, KOTOPBIE MbI UCIIOJIB30BAJIM B 3TOM IVIABE, U HECKOIBKO UX
pa3JIMuuii U CXOJICTB.

PacwupeHue Ogre 3D

MBE1 BUIET MHOXKECTBO Pa3IMYHBIX (DYHKIIMOHAIBHBIX HA3HAYCHNH, KOTOPBIE IpeIaraeT
Ogre 3D, o Ogre 3D Taxxe MO3BOJISET €T0 JIETKO pacIupATh HOBBIMH (DyHKIMsAMU. BoT mouemy
CYIIECTBYET OOJIBIIOE KOMTMUECTBO PA3IMIHBIX OMOINOTEK, KOTOPhIE MOYKHO HCIONb30BATh IS
nobasieHust HOBBIX (yHKIHH k Ogre 3D. Mbl 00CynuM HEKOTOPBIE U3 ATUX OMOIHOTEK, YTOOBI
HOJYYUTh NPEICTABICHUE O TOM, Kakue ObIBalOT pacmupenus. [10aHbIH CIMCOK MOXKET OBITH
oOHapyxeH B wiki mo aapecy http://www.Ogre3D.org/tikiwiki/OGRE+Libraries.

Speedtree

Speedtree — koMMepUecKoe pelieHre, UCIOb3yeMOoe, YTOObI PEHIEPUTH OOJIBIIIOE
KOJTMYECTBO KPACHUBBIX JIEPEBLEB U TpaBhl. LIIHpoKo MCTIONB3yeTCsl HECKOIBKUMU KOMMEPYECKUMU
urpamu, u ocHoBatesb Ogre 3D Sinbad npennaraer ceszyromiee 110 (binding) ans Ogre 3D.
Speedtree u cszyromiee [10 aiis Ogre 3D momkHBI OBITH KYIIJICHBI U HE TOCTYITHBI CBOOOTHO.
bonbiie nadopmariuy MokHO HalTH 10 anpecy http:/ www.ogre3d.org/tikiwiki/OgreSpeedtree.

Hydrax

Hydrax — pacmupenue, kKoTopoe 100aBsieT ClIOCOOHOCTh PEHEPUTh KPACUBBIE BOIHBIC
criensl B Ogre 3D. C 3tuM pacmmpeHueM MOXKHO J00ABISATh BOAY K CIICHE U JOCTYITHO OOJIBIIOE
KOJIMYECTBO HACTPOEK, KaK HApUMep, YCTAaHOBKA ITyOUHBI BOJIBI, JoOaBieHue s ¢dekra neHsl,
MOJIBOAHBIC JIyYW CBETA, U TaK Jajnee. Pacimpenre MOXHO HAUTH 110 aJpecy
http://www.ogre3d.org/tikiwiki/Hydrax.

Caelum

Caelum — npyroe pacmupeHue, KOTOpoe BBOAUT PeHEp HeOa ¢ IUKIAMHU JTHS U HOYHU B
Ogre 3D. Ono penaeput Comnnie u JlyHy, KOppeKTHO UCTIONB3Ys AaTy U Bpemsl. Takxke peHaAepsATCs
3¢ (dEKTHI TOToIbI, TOJOOHO CHETY WIIH JIOXK/II0, U CJIOKHBIE CUMYJISIITUU 001aKOB, 4TOOBI HEOO
BBITIISAJIENIO TIO BOBMOXKHOCTH ecTecTBeHHee. Pazaen wiki i1s 3Toro pacupeHus —


http://www.ogre3d.org/tikiwiki/Hydrax
http://www.ogre3d.org/tikiwiki/OgreSpeedtree
http://www.Ogre3D.org/tikiwiki/OGRE+Libraries

http://www.ogre3d.org/tikiwiki/Caelum.

Particle Universe

Npyroe kommepueckoe paciumpenue — Particle Universe (Bcenennas YacTun). Particle
Universe no6asinsieT HOByIO cucteMy dactuil k Ogre 3D, koTopast 1aét ropasno 0oJblle pa3aTHyHbIX
s dexToB, ueM mo3BosIET 00bIuHas cuctema yactull Ogre 3D. Kpome Toro, oH mocraBiseTcs ¢
Penakropom YacTwil, mo3BOJISIONIEM XYTOKHUKAM CO3/1aBaTh YaCTUIIBI B OTIETHHOM MPUIIOKECHHUH,
MOCJIE YEeTO MPOrPaMMHUCT MOXKET 3arpyKaTh CO3aHHBIA CKPUNT YACTHI] IO3XKe. DTO paclIMpeHne
MOKHO HaWTH B http://www.ogre3d.org/tikiwiki/Particle+Universe+plugin.

I'pagpudyeckue unmepgpeticbi nonb3oeamers (GUI)

CymectByeT MHOXeCTBO pa3muuHbix 6udmmorek GUI, noctynHbix s Ogre 3D, xaxnas u3
KOTOPBIX UMEET CBOM MPUYHHBI CYIIICCTBOBATh, HO HET HU oHOM OoubanoTeku GUI, koTopyro
JIOJKHBI UCTIONB30BaTh Bee. Jlyure Bcero monmpoOoBaTh HECKOJIBKO U3 HUX, a 3aT€M PEUTUTh IS
ce0s1, Kakas OMOIMOTEKa OTBEUAST HAIITUM TOTPEOHOCTSIM.

CEGUI

CEGUI — no-Buaumomy riepBast 6nbnmoreka rpaduaeckoro naTepdeiica moip30Baress,
KoTopast 6bu1a mHTerpupoBana B Ogre 3D. Ona npeanaraet Bce GyHKIUH, 0XKUIAEMbIE OT CUCTEMBbI
GUI, u mHuoro 6omsie. Ectb GUI-penakTop 11 coznanus Bailero nHTepgeiica BHE Koaa u
MHOKE€CTBO Pa3IMYHbIX CKUHOB U1 MOAM(UKALIMY 110 3aKa3y MOJIb30BaTENs Ballero HHTepdeiica.
Bornp1re nHGpOpMAIIUN MOKHO HAMTH TIO aJipecy

http://www.cegui.org.uk/wiki/index.php/Main_Page.

BetaGUI

BetaGUI — ouenb MasneHbKasi OMOIHMOTEKA, KOTOpasi COCTOUT U3 OJJHOTO 3aroJ0BOYHOIO U
onHoro cpp-daina. Ennncrennas e€ 3aBucumoctb — Ogre 3D, u oHa npensaraer 6a3oByro
(YHKIIMOHATBHOCTbD, MOAOOHO CO3aHUI0 OKHA, KHOIIOK, TEKCTOBBIX 00JacTel, U CTaTHYECKOrO
Tekcta. OHA HE IBIISETCH ITIOJIHOILICHHBIM Fpa(i)I/ILIeCKI/IM HHTep(beﬁCOM I10JIB30BAaTeCJIA, HO
npezaaraeT 0a30Byr0 (GyHKIIMOHAIBHOCTD 0€3 3aBUCUMOCTEH, TaK YTO MOXKET ObITh UCIIOJIb30BaHA,
KOTJIa HY»HO MIPOCTOe U ObICTpOe pelieHue. bosbine MoXKHO MPOYUTATh MO aJpecy
http://www.ogre3d.org/tikiwiki/BetaGUI.

QuickGUI

QuickGUI — 6onee cnoxxknoe u momHoe perienue, ueM BetaGUI. Xots QuickGui
mpejyIaraeT ropasao OobIle BUIKETOB, €€ MPOIECC MHTETPAIUY TaK)KE HEMHOTO CIIOYKHEE.
QuickGUI — nomnoniennoe GUI-pemienune, KOTopoe MOXKET OBITh UCITOJIB30BAHO JIJISI CAMBIX
pa3HBIX IPOEKTOB U PETYSpHO OOHOBIsETCS. BUKU-caiT MOXXHO HalTH 110 ajpecy
http://www.ogre3d.org/tikiwiki/Quick GUI.

Berkelium

Berkelium ne sBnsercs GUI-0ubmnoTekoi, Kak TAKOBOM, Tak KaK y He€ HET HUKaKUX
BUJDKETOB WM YeTO-HUOY/Ib MOXokero. BMecto atoro ona mo3soiser Ogre 3D perneputs BeO-
caifThl, ucnonb3ys onbmorexy Google Chromium. C momoisio 3Toi 6uOINOTEKH BO3MOXXHO
MOCTPOUTH BHYTPUUTPOBOI BeO-Opay3ep. BeO-caliT MOXKHO HAalTH 1O ajipecy B
http://www.ogre3d.org/tikiwiki/Berkelium.



http://www.ogre3d.org/tikiwiki/Berkelium
http://www.ogre3d.org/tikiwiki/QuickGUI
http://www.ogre3d.org/tikiwiki/BetaGUI
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http://www.ogre3d.org/tikiwiki/Caelum

moe

Mpb1 y3HQJIM MHOTO B 3TOH TJIaBe.

B YaCTHOCTHU, MbI U3YUYUJIU:

* Kak co31aBaTh CUCTEMY YaCTULL, UCIIOJIb3Ysl pa3JIMYHbIE TUIIBI SMUTTEPOB
* Kak affector'sl MOTyT BIHATh Ha YaCTHUIIBI
* Kaxkue pacmmpenns ngocrynsst g Ogre 3D

KoHeu

3TO KOHeIl KHUTH, U s XoTel Obl Bac mo3apaBuTth. S 3Hat10, 4TO 3T0 — OO0sbIIast padora,
YUTATh LEIUKOM KHUTH MO MPOTrPAMMHUPOBAHUIO U BBITIOJIHATH BCE MPUMEPHI JIsi HOHUMaHUS HOBOM
TEMBI, HO OHA TaKX€ HA CaMOM JIeJie BO3HATPaXKIaeTCsl, © HOBOE 3HAHHE HABCET]a OCTAHETCS
BamuM. Sl HazerCh, 4T0 Bl HaCTAIUIHCh 3TON KHUTOW, U U3YYHIIA IOCTATOYHO, YTOOBI
CaMOCTOSITENILHO CO3/IaBaTh Ballld COOCTBEHHBIE HHTEPAKTUBHBIC 3 D-NPUIIOKEHUS, TIOCKOIBKY, 10-
MOEMY, 3TO OfIHA M3 HAanOOJIee MHTEPECHBIX U OBICTPO U3MEHSIOIIMXCS 00IacTei
MIPOrPaMMHUPOBaHUS U HTHPOPMATUKH B LIETIOM.
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