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Y — A3 — K 1: picking_sample.cpp

//
// AV ¥Ea—&xT7T=ZA—-va v
/] v FvT I rsTuas I n
//

/] GLUTAY X774 NVDA V7)) —FR
#include <GL/glut .h>

[/ N7 by T DRE - FREIC vecmath %
#include <Vector3.h>

#include <Point3.h>

#include <Matrix3.h>

#include <Matrix4.h>

#include <Color4 .h>

#include ”vecmath_gl.h”

/] BAERA TV 2o b AT, dAA A - HEE K
#include ”Obj.h”

/] FEER M - RO E E
#define _USE_MATH_DEFINES
#include <math.h>

/!

// A AZ - GLUTO ALWBMIZEET 270 — NIVEK

//

/] FA T DEERED D DEK

float camera.yaw = 15.0f; /) YH#hiz2 eI 5 MEEAE
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float camera_pitch = —20.0f; /) Xl E g 5 Wl

float camera_distance = 15.0f; // WL 5 7 XA T O

/] RUVADR T v ITDIdDDEK

int drag_mouse.r = 0; // GREX VBRI v 753207527 (1:FJ v 7, 0:9%F
7y 7o)

int drag.mouse.l = 0; // BEXRX VPRI v T ES52r07 57 (1:FF v Jd, 0:9% K
Z v )

int drag.mouse.m = 0; // MAR VBRI v T hpES 207527 (1: ¥F v 7di, 0:3E N
Z v 7 )

int last_mouse_x , last_mouse.y; // mMBRIZELHE I NIV AN — V)L O JEEE

/] U4V EY DY AR

int win_width, win_height;

//
/] ATV s b ORE - BRCHET S0 — N LK

//

/] XA OEMPIRE TV
Obj * object;

Obj * object_selected;
Vector3f object_size;

/] RHIEFEOME (oY FM)
Vector3f light_pos( 0.0f, 10.0f, 0.0f );

/] DM
Color4f shadow_color( 0.2f, 0.2f, 0.2f, 0.5f );

/) ATV 20 E
struct ObjectInfo

{
/) G-
Point3f pos;
Matrix3f ori;
[ EBGH (ALE - rE A S R Ak )
Matrix4f frame;
// BEHEHETOME (Ey ¥y r70kzdizi®)
Point2f SCreen_pos;
b
/] ATV o O
int num_objects = 0;

ObjectInfo =* objects = NULL;

//
J/ By F U IMEICIET S8 - NV EK
//

/] €y F Yy IUEREERT AL
enum PickModeEnum

{
PICK_SCREEN,

PICK WORLD,
I

/] ¥ v ¥y IHE Rk
PickModeEnum pick_-mode = PICK_SCREEN;
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[ ATV FORRER (BREOAT Vs FEF)

int selected_object_no = —1;

/] ATz bOERER (BRINZHAOME) (T LV FERERIRTOHUERO AER)
bool enable_slected_point = false;
Point3f selected_point;

/] RBBIZEY F T 2ok ED0HMANZ PV (V- FEERTOHERDH)
bool enable_eye_line = false;

Point3f eye_line_org;

Vector3f eye_line_vec;

J] RMAN T CVERETENESNORE (T — L FEERTOMEROREH)

bool draw_eye_line = false;

//
[T
//

//
/] ATV rs N OBEE LD EEE R

/!

void UpdateObjectProjection ()

{
J] D=V REER SN A TERRNDERGIARBEINAT VIO LT S

Y ET
Point3d projected_pos;

// OpenGL @ % #17 5| % HL 1%

double model_view_matrix[ 16 ];

double projection_matrix|[ 16 ];

int viewport_param| 4 |;

glGetDoublev ( GLMODELVIEW MATRIX, model_view_matrix );
glGetDoublev ( GLPROJECTION.MATRIX, projection_matrix );
glGetIntegerv ( GLVIEWPORT, viewport-param );

/] ATV o FoHEmEOMNE R A
for ( int i=0; i<num_objects; i++ )

{
/] iIBHOL 7Yz b 0E®HENE
ObjectInfo x obj = &objects|[ 1 |;
/] ATV Ol EEDNEE R
/] (D= IV REERATOMEBEZ A7) — vV ERIZEL)
/] XV AKR—bh#E
// obj—>screen_pos.x = ?777;
// obj—>screen_pos.y = ?777;
}
}
/] \
/] EvFdFUy A (X27) — VERR)
//
int PickObjectScreen( int mouse.x, int mouxe.y )
{

/) ERENEHEShEMET SO0, W EH LT oo K
/] ATV bR LB ARBORBAMMENFTHrNIE, BRE WL LHET 5




157 const float threshold = 20.0f;
158
159 /] AT Yz FOHEmEOANE%E FEH

160 J/ (R, SR OFFERH» S HEPERINLTVATNIHEIFEOLE T2 WA, EF0HEFHE
EiT-o>TWwW3)

161 UpdateObjectProjection ();

162

163 /] XL K- b #HE

164

165 /] &A TV 2 FOEMEEDNE (objects| i ].
screen_pos) &YV AMEDOMOER %23 H L T,

166 /) BEHIPEMEATT, BRI VAMBREVWA TV 7 M2 BR

167

168 /] BERENAEZA TV VOEEEKRT

169 /] IUABEOELSICA TV "hBRVEAERK., -1 2&T

170

171 return —1;

172 |}

173

174

175 | //

176 | // =M EFTEHRO R ZHE

177 | //

178 | bool CheckCross( const Point3f & p0, const Point3f & pl, const Point3f & p2, const
Point3f & seg_org, const Vector3f & seg_vec, Point3f & cross_point )

179 |{

180 /] XUV &K—bhRE

181

182 | )/ SABLEMFSETAHAR. EOME LT true 2ET
183 /] RELZWEA&IF, false ZRT

184 /] El. BETLZHAEIF. KADERE%E cross_point 2K L TET
185

186 return false;

187 |}

188

189

190 | //

191 |// v xrZmm (7 —)b NEER)

192 | //

193 | int PickObjectWorld( int mouse.x, int mouse.y )

194

195 // OpenGL O % #1147 %] % HU 1%

196 double model_view_matrix[ 16 ];

197 double projection_matrix|[ 16 ];

198 int viewport_param| 4 |;

199 glGetDoublev ( GLMODELVIEW MATRIX, model_view_matrix );
200 glGetDoublev ( GLPROJECTION.MATRIX, projection_matrix );
201 glGetIntegerv ( GLVIEWPORT, viewport_param );

202

203 /] XU AMBEICKIET S 3R EM DY HER

204 double wx, wy, wz, dx, dy, dz;

205

206 /] XUV K- bM#RE

207 /] BEAE (wx,wy,wz) EH~R27 bV (dx ,dy,dz) &8
208 wx = 0.0f;

209 wy = 0.0f;

210 wz = 0.0f;

211 dx = 0.0f;

212 dy = 0.0f;

213 dz = 0.0f;

214

215

1

216 /] PEBMOBN (HAMLE) chHrmxs by (B8 X27 bV) 2 RE
217 Point3f line_org;




218 Vector3f line_vec;

219 line_org.set( wx, wy, wz );

220 line_vec.set( dx, dy, dz );

221

222 /] EvFrreiiok oMy by Easgk (LXRAE)

223 enable_eye_line = true;

224 eye_line_org = line_org;

225 eye_line_vec = line_vec;

226

227 /] FFTEHZERK

228 Point3f pO, pl, p2;

229 Point3f cross_point, closest_cross_point;

230 Vector3f wvec;

231 bool cross;

232 int dist;

233

234 /] BEBEBRICEVWEROA T Vs VESCHES (RA1E -1 THHL)
235 int closeset_object_-no = —1;

236 float closest_dist = —1.0f;

237

238 | /) /AT Vo b L EEO RN

239 for ( int i=0; i<num_objects; i++ )

240 {

241 const ObjectInfo & obj = objects| 1 ];

242

243 /] ATV POEKERY TV EDOREHTE

244 for ( int j=0; j<object—>num_triangles; j++ )

245 {

246 /) ZABEOEMEZE 2GS (7 IVERESR)

247 p0.set ( &object—>vertices|[ object—>tri_v_no[ j*3 + 0 ] ].x );
248 pl.set ( &object—>vertices|[ object—>tri_v_no[ j*3 + 1 ] ].x );
249 p2.set ( &object—>vertices|[ object—>tri_v_no[ j*3 + 2 ] ].x );
250

251 J) SREOESEEE G (7= FEER)

252 obj.frame. transform( &p0 );

253 obj.frame.transform ( &pl );

254 obj.frame. transform( &p2 );

255

256 J)OEEE L S O

257 cross = CheckCross( p0, pl, p2, line_org, line_vec, cross_point );
258

259 /] RETHHEH5O0MH

260 if ( cross )

261 {

262 /] RAREBAOHER % EE

263 vec.sub( cross_point, line_org );

264 dist = vec.length ();

265

266 /] BRBHARCEVRREZTDOA TV NES %G

267 if ( ( closeset_object_-no = —1 ) || ( dist < closest_dist ) )
268 {

269 closeset_object_no = i;

270 closest_dist = dist;

271

272 /] 2R D ALE % G 8k

273 enable_slected_point = true;

274 selected_point = cross_point;

275 }

276 }

277 }

278 }

279

280 /] ATz B ERINELLZEAEF., REAOMBIRR & T 5
281 if ( closeset_object_.no = -1 )




282 enable_slected_point = false;

283

284 /] BRI WA T V7 bOEBEIRT

285 return closeset_object_no;

286 |}

287

288

289 | //

200 | /) E v X v Ium

21 | //

292 |int PickObject( int mouse_x, int mouse.y )

293 | {

204 | /) ERENEAOMBEOME. BMAZ N LOWEE ) 7
295 enable_slected_point = false;

296 enable_eye_line = false;

297

298 /] ATV — R THE

299 if ( pick-mode = PICK_SCREEN )

300 return PickObjectScreen( mouse.x, mouse.y );

301

302 /] 7 — v N EERER TOHE

303 else if ( pick-mode = PICK.WORLD )

304 return PickObjectWorld ( mouse_x, mouse.y );

305

306 /] ATV IR ERI N oG AEE -1 KT
307 return —1;

308 |}

309

310

311

312 | //

313 /) MTF., 7u2Z 3240 A41vLH

314 | //

315

316

317 | //

318 | /) Y —vAIH (AT V22 2T URXAICEE)

319 | //

320 | void InitScene( int n )

321 | {

322 /] BFA TV ORBREKMT DS E YA

323 num-objects = n;

324 if ( !objects )

325 delete [] objects;

326 objects = new ObjectInfo[ num_objects |;

327

328 /] BFA TV NONMNE - NEETVRELITHRE

329 ObjectInfo * obj = NULL;

330 float yaw, pitch, roll;

331 Matrix3f rot;

332 for ( int i=1; i<num_objects; i++ )

333 {

334 obj = &objects[ i ];

335 obj—>pos.x = ( (float) rand() / RANDMAX ) % 10.0f — 5.0f;
336 obj—>pos.z = ( (float)rand() / RANDMAX ) % 10.0f — 5.0f;
337 obj—>pos.y = ( (float)rand() / RANDMAX ) % 5.0f + 0.2f;
338 pitch = ( (float) rand() / RANDMAX ) =« O5f*MPI—025f*MPI
339 yaw = ( (float) rand() / RANDMAX ) % 2.0f x M_PI;
340 roll = ( (float) rand() / RANDMAX ) % 0.5f =« M,PI — 0.25f = M_PI;
341 obj—>ori.setldentity ();

342 rot.rotZ( roll );

343 obj—>ori.mul( obj—>ori, rot );

344 rot .rotX( pitch );

345 obj—>ori.mul( obj—>ori, rot );




346 rot .rotY ( yaw );

347 obj—>ori.mul( obj—>ori, rot );

348 obj—>frame.set ( obj—>ori, obj—>pos, 1.0f );

349 }

350

351 J/ 12HOA 7Yz b, BT HRAICKET 2,

352 objects|[ 0 ].pos.set( 0.0f, 0.3f, 0.0f );

353 objects|[ 0 ].ori.setldentity ();

354 objects|[ 0 ].frame.set( objects[ O ].ori, objects[ O ].pos, 1.0f );

355 |}

356

357

358 | //

359 | // M FEEERODIR % A

360 | //

361 | void DrawFloor( float tile_size , int num.x, int num.z, float r0, float g0, float bO,
float rl, float gl, float bl )

362 | {

363 int x, z;

364 float ox, oz;

365

366 glBegin ( GL.QUADS );

367 glNormal3d( 0.0, 1.0, 0.0 );

368

369 ox = — ( numx x tile_size ) / 2;

370 for ( x=0; x<num_x; x++ )

371 {

372 oz = — ( num.z x tile_size ) / 2;

373 for ( z=0; z<num.z; z++ )

374 {

375 if ((((x4+42)%2)=0)

376 glColor3f( r0, g0, b0 );

377 else

378 glColor3f( rl, gl, bl );

379

380 glTexCoord2d( 0.0f, 0.0f );

381 glVertex3d( ox, 0.0, oz );

382 glTexCoord2d( 0.0f, 1.0f );

383 glVertex3d( ox, 0.0, oz + tile_size );

384 glTexCoord2d( 1.0f, 1.0f );

385 glVertex3d ( ox + tile_size , 0.0, oz + tile_size );

386 glTexCoord2d( 1.0f, 0.0f );

387 glVertex3d( ox + tile_size , 0.0, oz );

388

389 0z += tile_size;

390 }

391 ox += tile_size;

392 }

393 glEnd ();

394 |}

395

396

397

398 | // HMIKRE TV (ObjEIR) DO HHE

399 | //

400 | void RenderShadow( Obj * obj, Matrix4f & mat )

401 |{

402 Matrix4f frame( mat );

403 frame. transpose ();

404 RenderObjShadow ( obj, &frame.mO00, light_pos.x, light_pos.y, light_pos.z,

shadow_color.x, shadow_color.y, shadow_color.z, shadow_color.w );

405 |}

406

407




408 | //

409 | // T F A b & HiE

410 | //

411 | void DrawTextInformation( int line_no, const char * message )
412 |{

413 if ( message = NULL )

414 return;

415

416 /] # AT F 2 AL (R0 B3 Ak @ BT BLAE O 47 51 & R k)
417 glMatrixMode ( GLPROJECTION );

418 glPushMatrix ();

419 glLoadIdentity ();

420 gluOrtho2D( 0.0, win_-width, win_height, 0.0 );

421

422 /] ET VY 2 — 175 & @ AL (¥) 1 AE @ i BAE O AT B & R k)
423 glMatrixMode ( GLMODELVIEW ) ;

424 glPushMatrix ();

425 glLoadIdentity ();

426

427 /] ZNY T 7 TAT v ITIEATIZT S

428 glDisable ( GLDEPTH.TEST );

429 glDisable ( GLLLIGHTING );

430

431 /] Ay — YO HE

432 glColor3f( 1.0, 0.0, 0.0 );

433 glRasterPos2i( 16, 40 + 24 % line_no );

434 for ( int i=0; message[i]!="\0"; i++ )

435 glutBitmapCharacter ( GLUT_BITMAP HELVETICA_18, message[i] );
436

437 /] BREEZE2THEIT

438 glEnable ( GLDEPTH.TEST );

439 glEnable ( GLLIGHTING );

440 glMatrixMode ( GLPROJECTION );

441 glPopMatrix ();

442 glMatrixMode ( GLMODELVIEW );

443 glPopMatrix ();

444 |}

445

446

447 | /)

448 | /) B E B ICIEENR S 3 -1 Ny 7K

449 | //

450 | void DisplayCallback( void )

451 | {

452 // WmEZYT

453 glClear ( GL.COLOR.BUFFERBIT | GLDEPTHBUFFERBIT | GL.STENCIL.BUFFERBIT );
454

455 /] BTN EHFEE (T VENEER->TATEESR)

456 glMatrixMode ( GLMODELVIEW ) ;

457 glLoadIdentity ();

458 glTranslatef( 0.0, 0.0, — camera_distance );

459 glRotatef( — camera_pitch, 1.0, 0.0, 0.0 );

460 glRotatef( — camera_yaw, 0.0, 1.0, 0.0 );

461

462 /] IR DAL E & E

463 float lightO_position[] = { light_pos.x, light_pos.y, light_pos.z, 1.0 };
464 glLightfyv ( GL.LIGHT0, GL_POSITION, light0_position );
465

466 | /) KT EOEE O K % B

467 DrawFloor( 1.5f, 10, 10, 1.0f, 1.0f, 1.0f, 1.0f, 0.8f, 0.8f );
468

469 /] ATV =7 b &R

470 for ( int i=0; i<num_objects; i++ )

471 {
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/!
//
//

glPushMatrix ();

[/ ATV FOME - MEICL O EMITH ERE (ETVEER->T — L N E
R
glMultMatrixf( objects|[ i ].frame );

/] BIREhTWE AT Yzr b EHHE
if ( i = selected_object_no )
RenderObj( object_selected );
/) WEOA T Y s &R
else
RenderObj( object );

glPopMatrix ();
/] A7z bOKEFEMH

RenderShadow ( object , objects|[ i ].frame );

/] EAR T ER % R
if ( enable_slected_point )

{
glPushMatrix ();
glTranslatef( selected_point );
glColor3f( 1.0, 0.0, 0.0 );
glutSolidSphere( 0.05f, 16, 16 );
glPopMatrix ();
}
/] BBIZEYy XV T EfFo e EORMAT MV ERKE (HEAH)
if ( draw_eye_line && enable_eye_line )
{

float s = camera_distance * 2.0f;
glBegin( GL_LINES );

glColor3f( 1.0, 0.0, 0.0 );

glVertex3f( eye_line_org );

glVertex3f( eye_line_org + s * eye_line_vec );
glEnd ();

}

/] BHEOERE - F %2 RR

if ( pick-mode = PICK_SCREEN )
DrawTextInformation( 0, ”Picking on Screen” );

else if ( pick.mode = PICK.WORLD )
DrawTextInformation( 0, ”Picking in World” );

J/ Ny Ny Ty ICHELUAZEEE 7O Y Ny T AT SRR
glutSwapBuffers ();

T4 YR A XEERIZEIENS 3 — LNy 7B

void ReshapeCallback( int w, int h )

{

u

/] T4 FUVHNOREEGOHMAERE (ZZTIEY 1y Py afIichE)
glViewport (0, 0, w, h);

/] AATEERSRAT Y — VEERAND LTI EFE
glMatrixMode ( GLPROJECTION );

glLoadIdentity ();

gluPerspective( 45, (double)w/h, 1, 500 );




535 /] VAV RUOY A XA ek (FTFAMEEHLEDOZD)
536 win_width = w;

537 win_height = h;

538 |}
539
540
541 | //

542 | /) XU AZ VU w JRIZEENRS I - LNy 7B

543 | //

544 | void MouseClickCallback( int button, int state, int mx, int my )
545 | {

546 /] ERZYPHINZS NI v THA

547 if ( ( button = GLUTLEFTBUTTON ) && ( state =— GLUT'DOWN ) )
548 drag_mouse_.l = 1;

549 /] ERRZYPEHEINZS NI v TKT

550 else if ( ( button = GLUTLEFTBUTTON ) && ( state =— GLUT.UP ) )
551 drag_mouse_l = 0;

552

553 /] BERZYBHEINZS NI v T

554 if ( ( button = GLUTRIGHTBUTTON ) && ( state = GLUT'DOWN ) )
555 drag_-mouse.r = 1;

556 /] BERZVYVEEINZS NI v TKT

557 else if ( ( button = GLUTRIGHTBUTTON ) && ( state = GLUT.UP ) )
558 drag_-mouse.r = 0;

559

560 /] FRRUPMEINSLS NIy IR

561 if ( ( button = GLUTMIDDLEBUTTON ) && ( state =— GLUTDOWN ) )
562 drag_mouse.m = 1;

563 /] AR YDBHINIZS NT v TRT

564 else if ( ( button = GLUTMIDDLEBUTTON ) && ( state = GLUT.UP ) )
565 drag_mouse_.m = 0;

566

567 /] ERZYPHINEZS, ATV FEER (CyFr )
568 if ( ( button = GLUTLEFTBUTTON ) && ( state =— GLUT'DOWN ) )
569 selected_object_no = PickObject( mx, my );

570

571 // B

572 glutPostRedisplay ();

573

574 /] BIED T AREE% Gk

575 last_mouse_x = mx;

576 last_mouse_y = my;

577 | }

578

579

580 | //

581 | /) YD ARIT v IJRIZHEENS I3 =Ny 7B

582 | //

583 | void MouseDragCallback( int mx, int my )

584 | {

585 J) ERAYDE Ty Z R R R

586 if ( drag-mouse_r )

587 {

588 /) BIiE O ZEEESE O~ AR ZEIZG U THEZ MR
589

590 /] XU AOBBEICE L TY & gl iz [ g

591 camera_.yaw —— ( mx — last_mouse_-x ) * 1.0;

592 if ( camera_yaw < 0.0 )

593 camera.yaw += 360.0;

594 else if ( camera_yaw > 360.0 )

595 camera_.yaw —— 360.0;

596

597 J/ XU ADOMEB B IS U T X W& oz [

598 camera_pitch —= ( my — last_mouse_y ) x 1.0;

10




599 if ( camera_pitch < —90.0 )

600 camera_pitch = —90.0;

601 else if ( camera_pitch > 90.0 )

602 camera_pitch = 90.0;

603 }

604 | /) MEAYDORTy S HEEAL AT ORI MELET B
605 if ( drag-mouse.m )

606

607 J)RE O A S DY A RO S LT &
608

609 /] XU AOMBE N U CHH#EBH

610 camera_distance += ( my — last_mouse.y ) * 0.2;
611 if ( camera_distance < 2.0 )

612 camera_distance = 2.0;

613 }

614

615 /) SO~ AR %

616 last_mouse_x = mx;

617 last _mouse_y = my;

618

619 /) T Hi

620 glutPostRedisplay ();

621 |}

622

623

624 | //

625 |// F—AFR—FoF—2flanizeEizPiEnda—-— 1Ny 7EHK
626 | //

627 | void KeyboardCallback( unsigned char key, int mx, int my )
628 | {

629 /] EvFYITHUEHEDOER

630 if ((key =— ’'p’ )

631 {

632 if ( pick-mode =— PICK_SCREEN )

633 pick_mode = PICK WORLD;

634 else

635 pick_mode = PICK_SCREEN;

636 }

637

638 | /) BEMAZ N LEHETANOREELE

639 if (key = ’d’ )

640 draw_eye_line = !draw_eye_line;

641

642 glutPostRedisplay ();

643 |}

644

645

646 | //

647 | /) BB A 1 K

648 | //

649 | void initEnvironment( void )

650 | {

651 /] B EERST 2

652 float lightO_position[] = { 0.0, 10.0, 0.0, 1.0 };
653 float lightO_diffuse[] = { 0.8, 0.8, 0.8, 1.0 };
654 float lightO_specular[] = { 1.0, 1.0, 1.0, 1.0 };
655 float lightO_ambient[] = { 0.1, 0.1, 0.1, 1.0 };
656 glLightfv ( GL.LIGHT0, GL_POSITION, lightO_position );
657 glLightfv ( GL.LIGHTO, GL.DIFFUSE, lightO_diffuse );
658 glLightfv ( GL.LIGHTO, GLSPECULAR, lightO_specular );
659 glLightfv ( GL.LIGHTO, GLAMBIENT, lightO_ambient );
660 glEnable ( GL_LIGHTO );

661

662 /] HKBEFHEEZEHIZT S
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663
664
665
666
667
668
669
670
671
672
673
674
675
676
677
678
679
680
681
682
683
684
685
686
687
688
689
690
691
692
693
694
695
696
697
698
699
700
701
702
703
704
705
706
707
708
709
710
711
712
713
714
715
716
717
718
719
720
721
722
723
724
725
726

glEnable ( GLLIGHTING );

/] MO mE®REAICT D
glEnable ( GL.COLORMATERIAL );

/] ZTALEERIZT S
glEnable ( GLDEPTH.TEST );

/] BHBREZERIZT S
glCullFace ( GLBACK );
glEnable ( GL.CULLFACE );

/] st i EE
glClearColor( 0.5, 0.5, 0.8, 0.0 );

/] ATV bDEMBRE T IO G AL
object = LoadObj( ”car.obj” );
if ( !object || ( object—>num_triangles = 0 ) )

/] AR ARITERBLZSOKT
printf( ”Failed to load the object file.” );
exit ( =1 );

ScaleObj( object, 1.0f, &object_size.x, &object_size.y, &object_size.z );

/] BREFHAOA TV bOKMBRET NV OMEK

/) (AUAT Yz N %2HEARAAT, BEEFH)

object_selected = LoadObj( ”car.obj” );

ScaleObj( object_selected , 1.0f, &object_size.x, &object_size.y, &object_size.z );
for ( int i=0; i<object_selected —>num_materials; i++ )

{
Mtl * mtl = object_selected —>materials|[ i ];
mtl-—>kd.r = 1.0f — mtl->kd.r;
mtl-—>kd.g = 1.0f — mtl-—>kd.g;
mtl—>kd.b = 1.0f — mtl-—>kd.b;
}

/] Y= o@ift (A7 Vs bNESVELIZEE)
InitScene( 30 );

//
/] AAVHEE (FTuor Skl sEEB)
//
int main( int argc, char *x argv )
{
// GLUT®D#I1tL
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT_DOUBLE | GLUTRGBA | GLUT.STENCIL );
glutInitWindowSize ( 640, 640 );
glutInitWindowPosition( 0, 0 );
glutCreateWindow (” Picking” );

/] A= Ny 7 BB E
glutDisplayFunc( DisplayCallback );
glutReshapeFunc( ReshapeCallback );
glutMouseFunc( MouseClickCallback );
glutMotionFunc( MouseDragCallback );
glutKeyboardFunc ( KeyboardCallback );

// BB AL

initEnvironment ();
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727 // GLUT® A A ¥l — F 12 B % %+
728 glutMainLoop ();
729 return O0;
730 |}
1.1 HBAERETNOHEHFAH & HE

AKTBTITALTIE, F—T VLT A= a Vit 5PReXF—T7 L — L2 RTYEKRELRRT 572012, Obj
TERDBMIBIRE TN %2 FHAAA THIE T 5, Obj JERDBMIIRE TV DFHAA AL IZIE, #EIMER L -
712" Z . (obj.h, obj.cpp) ZHT S, ZIZ Tk, objh DV —AI—KDHA%ERL, objcpp DV —AIT—K
IZAMES 5, obj.h TIE, BATPIRETILE KT Obj Mgk, EAIRE TV DFAAAZEITS LoadObj B,
BATIARE 7OV O % 175 RenderObj B, FMTAIRTE TV D DO 247 5 RenderObjShadow BE%Z: & H%
EHEINTND,

ALY OY TV T s T L (picking sample.cpp) 725, EEOBEBEIFCHLUTHHAT S, 70750
FALAIE 2. initEnvironment B D T, LoadObj B ZIEOH LT, BATEIRE TV DOHARAZITV, 7
B OVEHE U TR S U obj BHIT, RAAALITBIE 7 Oz T 5. BIEHIBIFCIEENS
DisplayCallback BIEDH T, ZER-IZHIE S N TV AYMAZ HiE§ 572912, RenderObj BB RenderObjShadow
BBZIPOH U T, StARAZZEBMIPIRE 7V 2 /il $ 5,

YV —A 32— K 2: obj.h
L/
2|// TIvEa—RT=A—Va Vi
31// HBMAEKRETL (ObjERX) OHRARAGHEBHOY >V TV T us I L
|y
5
6 |#ifndef _OBJ.H_
7 |#define _OBJ_H_
8
9
10(// X7 ML TF—2X&
11 | struct Vector
12 |{
13 float X, V, Z;
14 | };
15
16
171/ #7—FT—2%
18 | struct Color
19 | {
20 float r, g, b;
21 | };
22
23
24 |/
25 | /) HRMERETLVOREH (AT 77 LATEMEHL LW)
2 | //
27 | struct SampleGeometry
28 | {
29 int num_vertices; // TH A #
30 Vector x vertices; // THREFER S [num_vertices]
31 Vector * normals; /] HEERANZ S IVE S [num_vertices]
32 Color * colors; // 777 — 5 [num_vertices]
33
34 int num_triangles; // = fi T &
35 int = triangles ; // ZAMOERESES [num_triangles %3]
36 | };
37
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38
39
40
41
42
43
44
45
46

47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69

70
71
72
73
74
75
76
7
78
79
80
81
82
83
84
85

86
87
88
89
90
91

92

93
94

95

/!
/] HBAEBERETVORMBER (MtIER)

//
struct Mtl
{
char * name; /] T VTNV
Color kd; /] B (&0 A THEK S % glColor3f()
%)
char x texture_name; [/ TZAFYHEHBEDT 714 LVE
};

//
/] HMAMERETNV (ObjER)

TR

//
struct Obj
{
int num_vertices; // TH R
Vector = vertices ; J/ THR B S [num_vertices]
int num_normals ;
Vector *  normals; /] HE#EANZ FOVEF] [num_normals|
int num_tex_coords;
Vector x tex_coords; /] T2 AF v EEES [num_tex_coords]
int num_triangles; // = f4 1 &
int * tri_v_no; J/ ZATHEORTHROE N EERS K [num_triangles x3]
int tri_vn_no; /) ZAHHAOZEHERDOERNZ PILESE S [num_triangles *3]
int * tri_vt_no; // SAHHEOZEHRDT 7 AF ¥ EHERXRSES [num_triangles
*3]
Mtl tri_material; // Z MM DO #EHM [num_triangles]
int num._materials; // ¥ 7 U 7 L&
Mtl *x materials; /] T U T7NVDE S [num_materials]
I

// Obj7 7 4 )LD HA M~
Obj * LoadObj( const char % filename );

/] Mtl7 7 A VDGt &k &
void LoadMtl( const char * filename, Obj % obj );

/] BABREFTADRAT =V VS (AFr =YY 7 BOF 1A XEET)
void ScaleObj( Obj % obj, float max_size, float x size_x = NULL,
, float % size_z = NULL );

/] BB IRE TNV (ObjEIR) O
void RenderObj( Obj * obj );

/) BEBREF L (ObjBK) ©fE (5% e T Hm)
void RenderObjUnicolor( const Obj % obj, float color_r,
float color_a );

float color_g,

/] BMABRET N (ObjER) OoHimE (KY) T UvEEIZTXDHEOHME)

void RenderObjShadow( const Obj % obj, const float obj.matrix[ 16 ],
, float light_dir_y , float light_dir_z , float color_r,
, float color_a );

float
float color_g,

14

float * size_y = NULL

float color_b ,

light_dir_x
float color_b




96
97
98
99
100
101
102
103
104
105
106
107

0~ T W

W W WWWWWNNNNENDNDDNDNNDNDLD = =2 == =
DU WP, O OO U WNFE OO0 Uk WwNn = O o

/] HBAERET NV EZEMAES 26> THEARELE T VICE KR
void ConvertObjForVertexArrays( Obj * obj );

/] BAAMIRE TV &2 HAB S 2 M > T HiH
void RenderObjWithVertexArrays( Obj * obj );

/] Obj7Z 74 LVDEESHL
int SaveObj( const Obj % obj, const char % filename );

#endif // _OBJ_H_

1.2 vecmath f#BIEE#K

AP TNras s LTI, 75 - RT MV E RS 728012 veemath C++ 74 75V 2{#iH 3%, OpenGL
DOREEIE, TR PR ED AN ZBEBORI L UTHETEHAE, EROBERPEMERORINIZ L > THET
iz > TH D, vecmath DIFFIRRT ML 2JET & Ei2id, BEPBEIZR S, HREZD LS Lz iTh7%k
CEHRWVWESIZ, OpenGL OBEE L FZDEBT, vecmath DITHPRT ML ZEFIEE UTZITED, NERT
EW% 17> T OpenGL O AN OHITEKEZECEL T, MATESL L3295, A1 YOy IV s I A4
(picking_sample.cpp) 7256, ZH 5 DEKZIECH L CHHT 2,

Y —A3— K 3: vecmath_gl.h

//

// AvEa—&RT=A—varviia

// vecmathAt 7Yz 7 b%&FHLLTOpenGLEAKZ ML T ZdOREIEK
//

#ifndef _VECMATH.-GLH.
#define _VECMATHGLH.

#include <Vector3.h>
#include <Point3.h>
#include <Point2.h>
#include <Color3.h>
#include <Matrix3.h>
#include <Matrix4 .h>

inline void glVertex3f( const Tuple3f & v )

{
glVertex3f( v.x, v.y, v.z );
}
inline void glTexCoord2f( const Tuple2f & t )
{
glTexCoord2f( t.x, t.y );
}
inline void glNormal3f( const Vector3f & n )
{
glNormal3f( n.x, n.y, n.z );
}
inline void glColor3f( const Color3f & ¢ )
{

glColor3f( c.x, c.y, c.z );
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37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66

}

inline void glColor4f( const Colordf & ¢ )

glColor4f( c¢.x, c.y, c.z, ¢c.w );

}
inline void glTranslatef( const Tuple3f & t )
{
glTranslatef( t.x, t.y, t.z );
}
inline void glMultMatrixf( const Matrix4f & m )
{
Matrix4f mat;
mat. transpose( m );
glMultMatrixf( &mat.m00 );
}
inline void glMultMatrixf( const Matrix3f & m )
{
Matrix4f mat;
mat.set( m );
mat . transpose ();
glMultMatrixf( &mat.m00 );
}

#endif // VECMATH.GLH.

1.3 A7V MDOAIE - AEDIFHR

Y IV F v s T L (picking sample.cpp) D 61~72 17T, A7V =7 b OEEEHR (L& - [11EOFHR) 2R
3 ObjectInfo HEERMNERINT WS, AHEERIZ, A& (Point3f pos) &A1& (Matrix3f ori) ZF&K$ A N
ERAERD, /-, WIBMECHHT 27200 A Y NEKE LT, HEHCHEHTMEL EE2 E D7 4x4
ZH 75 (Matrix4f frame) & A2V — VEEER TOALE (Point2f screen_pos) %KD,

75~76 47T, ObjectInfo HEEADEFIE LT, £®TDOAT V=7 b DIHFHREZMINT 572 DZEE (int num_objects,
ObjectInfo * objects) WEHEI N TS, 2% objects IZ1%, num_objects 5D ObjectInfo & AR DEIF D FE
HWaEE DY TS,

320~355 77D, ¥ — AL 24T S InitScene BHET, A7V 27 bR L T v X LIZEE (pos, ori,
frame) ZIRET D, 118~14717D, AT Y =7 b O EONLE % EHHi$ % UpdateObjectProjection BT,
EBTCOF TV bDAZ Y — VEBIERTONME (screen_pos X Y NNER) 2HET S,

1.4 Evx>Ja0E

Vw7 HEICETAE#RE LT, VT a s T L (picking sample.cpp) @D 84~88 17T, 2FIHDE »
FUTHEERTHNBRNERZINT VWD, £/, 9117T, ZOHMER M- T, BIEMHTIE Y ¥V 7 ik
BRI 0—N)VER pick.mode BTEZEEINTW3,

U fFT, EvFUIIZLDERINAEZAT V7 NOBBEZMEMNT 22 8 — 1 IVER selected_object_no H37E
HINTVWD, EOATV7 PERERINTVRVE EITIE, ZOEBUTIE -1 BEHI N T Wb DL T 5,

IHIT, V=V REBIERTOY Y ¥V THAT AL LT, 97~98 17T, ERIN/A TV =7 DK
LETOERI N DM EDNERE KT 70— OVER selected_point DEZRI N T WD, 101~103 17T, [HH
MOV 73N EDOT T AMBEIINIGT DHHERT ML ERT 70— NVEHPERZINT NS,
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Yy ZUBOFHRNE UTIE, 544~577470D 7 A2 Y v ZHRHZIEIEN S MouseClickCallback BAEt D ¢,
Yy ¥ 27N %4T S PickObject BIZFEFOH L TW5, £ LT, 292~308 17D PickObject B D h T, BfE
DY F T HEGEUT, A2V —=VEETOY Y ¥ 7 %475 PickObjectScreen B%A, 7 — )b NEIER T
DYy ¥ 7 %175 PickObjectWorld A Z IEUH LT W5,

PickObject B%X. PickObjectScreen %X, PickObjectWorld %KL, WIne, AS & LT~ AEEE |}
WO, ZOYYAMEFHETE2A 7V VOFESEERT, ¥V AMMBICHINT 24 7Y =7 MABFEL RN
BEE, -1 2R, ZOHAN, 71— VA selected_object_no IZMEMN S b, X 512, PickObjectScreen
B (0 SO H T 5 UpdateObjectProjection Bi%X) Tl £ TOA TV 27 bDRA T ) — ¥ ERER TONE
ZROT, 7B —NVERIZHMNT 5, 72, PickObjectWorld BAXTlX, BRI N/-A TV 22 bDOKRE ET
DERI N FDMER, ¥ 7 AMEITTIGT DHMER 7 SV ERO T, 70— OVERIHENT 5,

2 LAR—NERE

LAR—PMHEEL LT, A7) —VEBETOYYF U7 TV RERTOY Y X 70 2 DM ZERT 5,
BAFRIL, X512 2 BBOMEIZAPNTWAEED, RIKT4 DO EFERT 5,

2.1 RIVY—VEEZETDODEYFXxVY

Yo I 7u 5 L (picking sample.cpp) @ 84~88 {7 T, A7V —VEETOY Yy ¥ 7 %175 PickOb-
jectScreen BB EBEINT WS, ZOBEKTIE, £ TOA TV bOfLEE T =)V REERN S A7V — Vi
BRI AHT 2L 227 ) — VR TOMBELKZIT WY Y AMBEIZRDIEWA 7Y 27 M2 HERT S
WD 2 BB DIIET, ¥y ¥ v 7 2EBT 5, D55, fiEOMLEIE, 118~147 17® UpdateObjectProjection
Bz Ol d Z & TEBT 5, RT, ThTh O EERT 5,

2.1.1 Tl REEBZEHNASRY Y —VERZADEZEH

DARDFHAXX 70 75 LOZEFIZASD I — RXFEME2FZA T, 7075 Lz FRE L,

ETCOATY 7 hOHH ETOMEBLEFET 5,

ObjectInfo FLDELH] objects DETDHEFZIIX LT, 7 —Ib FEERDMEZRT A U NEEHR A 1o,
AT —VEERDAEERT A VNE EHB REET 5,

OpenGL @ gluProjection B ZIFOH LT ( EBHC ~ EWF ). A2V —VEERTOMEZ T — )V
I projected_pos IZHEM L., ZDEZ, A7V —VDERNZFERETEEERNLS, A2 )=V EZFEE
T D PERERDAEIZAERL T, A VANEH ZEMB ICKNTS ( EWG ~ 2 H ).

V—ZA3— K 4: T— )V REERN S A7) — VBIERAND A

void UpdateObjectProjection ()
{
/] EHEHE
Point3d projected_pos;

// OpenGL @ % # 17 51| % HY /%

double model_view_matrix[ 16 ];

double projection_matrix|[ 16 ];

int viewport_param| 4 ];

glGetDoublev ( GLMODELVIEW MATRIX, model_view_matrix );
glGetDoublev ( GLPROJECTION.MATRIX, projection_matrix );
glGetIntegerv ( GL.VIEWPORT, viewport_param );

17




/] BA TV POETELEDMNEEFEAE
for ( int i=0; i<num_objects; i++ )
{

ObjectInfo * obj = &objects|[ i |;
/) XV AR—bPFRE (ZZCEHMPERLEZ RS I 0 %27ERT 3)
gluProject ( %2 #C,

25D : model_view_matrix, ZME : projection_matrix, ZZH{F : viewport_param,
&projected_pos.x, &projected_pos.y, &projected_pos.z );

obj—>screen_pos.x = % #G;
obj—>screen_pos.y = % fllH;

2.1.2 YURUBICERHAEWA TV I MDIER

AROHAXRY 707 I LDOEMIIASD I— NPEAEZEZEZXT, 70T T LBERT L,

&ATYxy OB EOMEE ¥ 7 AREOHME LT, MY RO T T, b < v AR
EWAT Yz NERRTS ((EMA ~ EMEF ).

V—ZAa2— K 5 IYUAMBIZREEEWA TV 7 N DR

int PickObjectScreen( int mouse_x, int mouxe.y )

{
/] BRI ES»2HET S72O0, HIE L TOEMHOBRME
/] ATz b OO MNEEYYAMEOEBIEAMUA T O NIE, BRI WZEHET S
const float threshold = 20.0f;

/] ATV bOEELEONMNE EFEH
UpdateObjectProjection ();

/] XUV AR PFPRE(ZZCHAPERLETO S L28RT 5)

TR LT

int closest_no = —1;
int closest_dist;
int dist, dx, dy;

/] BEFA TV bR UTHDY KL
for ( int i=0; i<num_objects; i++ )
{
const ObjectInfo & o = objects|[ i ];
dx = ZEfiA;
dy = Z2 fiB;
dist = dx * dx + dy * dy;

it ( ZEMC)

continue;
if ( ( closest_no = —1 ) || ( Z=HMD ) )

closest_no = ZEME;
ZE F
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/] ROoWroltd 7V b EBE2ET

return closest_no;

2.2 T—J)LREEZRTODEYFVY

Yo IV Ta s L (picking_sample.cpp) @ 193~286 17T, 7 —J)V NEERATOEY Y ¥ 7 %475 PickOb-
jectWorld IR EHE SN T WS, ZOBEBTIX, 7 ALEBIZHIET 5L E & AR 27 bV &k 2 g
. RUAMEIZRIET BYEMREZETEIA TV - ZAEE R THUE (ZAH L PEROR A E
DOUHL) D 2BEOMIET, ¥y XYy 7 2EET 5, DET, TNTNOMEZERT 5,

2.2.1 RVYY—VEEZRNMST—IL REERADMIRS LTI
DUTOHHX® 70 S LADRMIZAZ 3 — KPBME2EZ T, 7075 LR ERE XL,

RYAMBIZRIRT B, HEME L GRRRT MV ERD B, ZD72HIZ, OpenGL @ gluUnProject BH#U%
CHILT, 7 AMLBEIZHIGT 27 —)b FEERTONE (dx, dy, dz) 2358532 ( EA ~ 2 C ),

V—=Ad—=FK 6: A7) —VEBERANS T — )b NEEAND S EE

int PickObjectWorld( int mouse_x, int mouse.y )

{
/] A
/] XU AREIZH G T S 3Rt MO E KR
double wx, wy, wz, dx, dy, dz;
/] XUVAR—-PFPRE(ZZZHAPERLET O S L28RT 35)
gluUnProject( 0.0, 0.0, 10000000000.0, model_view_matrix, projection_matrix ,
viewport_param , &wx, &wy, &wz );
gluUnProject ( ZZ MA, ZE B, %2 MC, model_view_matrix, projection_matrix ,
viewport_param , &dx, &dy, &dz );
dx = dx — wx;
dy = dy — wy;
dz = dz — wz;
/] A
}

2.2.2 =ZAECFEBROXEZ=HE

DAROHAXRY 707 I LDOEMIIASD I— NPEANEZEZEZT, 70T T LBERT L,

XY AMBIZHIRT B PEMERETEA TV b - ZAHTEERRT 57200, =M & PEEFRO R EHE
EITOBIBDONE 2 ER S S ( WA ~ ZWG ).

YV — A 32— R 7o = &R ERRO ] E

bool CheckCross( const Point3f & p0, const Point3f & pl, const Point3f & p2, const
Point3f & seg_org, const Vector3f & seg_vec, Point3f & cross_point )
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J/ XV FEF - +PRE (22 CBEPPERLEZT0 s I 02 dd %)

TEEYET
Vector3f norm, x;
Point3f p;

float t;

[/ ST A AT BT E O KRG
7 il A

J) PHEMEADERE S A GG BT E O LA E

/] REBEERD LB B b & E
if (% ME )
return false;

J) R EAEONMIE D BN, pOkpl®LITH L THE

22 F
if ( #=WG)

return false;

[/ BRPBZAEDONMIZH 2%, plep20i T U THE

/) B (EoWB & L)

[/ BRPB=ZAEDONMIZH 2%, p2ep0Dl iz U THE

/) EW (Lo Y E L)
/] REEET

cross_point.set( p );

return true;

20




