keyframe_sample

© 00 ~10 Ul WD —

//
[/ AV a—RTT7 v AR
% F—T VL —ALT=A—=vay $rINTusT A

/] BRI~ BT 7 A NDA 7 — R
#ifdef _WIN32

#include <Windows. h>

#include <mmsystem.h>
#endif

#include <string.h>
#include <vector>

/] GLUT A~y B 7 7 A NVDA T )— K
#include <GL/glut.h>

// vecmath~v %7 7 A VDA 7 b— K
#include <Vector3.h>

#include <Point3.h>

#include <Matrix3.h>

#include Matrix4.h>

#include <Quat4.h>

#include <Color4.h>

#include “vecmath gl.h”

/] ATV NOME - mE 2T ATERIET 572007 7 A
#include “ObjectLayout.h”

/) BIATGIRA T V=7 b RO FEArir e - R B
#include “Obj.h”

// FRUERIAT R - EROE R

#define _USE_MATH_DEFINES
#include <math.h>

//
% H AT - CLUTO ASJILBIZ BT % 7 m — L 285

/] 1 AT DEHED =8 DL

static float camera_yaw = 15.0f; // 30.0; /) Y dih A s & B el
static float camera_pitch = -20.0f; // —30.0; // Xz s.is &3 25 [Alfsfq fE
static float camera_distance = 5.0f; // 15.0; // HLh B A T O

/] RUAD KT v T DI OELL . )
static int drag_mouse_r = 0; // FHARZ VWK
static int drag_mouse_1 )

static int drag mouse_m = 0; // HARZ B K
static int last_mouse_x, last_mouse_y; //
/] U4 RTDY AR

static int win_width, win_height;

//
% FT V=l bORE - FoRIZET L 7w — VK

/] BEEAT V=7 POME - & EY T RATERIET 57200F Y2 —L
ObjectLayout * layout = NULL;

[/ FRRORMARA TV =7 b
Obj * object;
Vector3f object_size;

/1 ROICIRONLE (OS2 I7Tm)
Vector3f light_pos( 0.0f, 10.0f, 0.0f );

/] O
Colord4f  shadow_color( 0.2f, 0.2f, 0.2f, 0.5f );

//
% AL - & OMFNCE Y 2 7 o — S V%

VIR A=K [ bp e e i

enum PositionInterpolationEnum

PI_LINEAR,
PT_HERMIT,
PI_BEZIER,
PI_BSPLINE,

) NUM_PT_METHOD

/)1 E M i A R A

enum OrientationInterpolationEnum

OI_NONE,
OI_EULAR,
OT_QUAT,

) NUM_OT_METHOD

// LT IEOA N Z R CFH] (Feri)

const char * pi_name[] =
Linear”, “Hermit”, “Bezier”, ”“B-Spline” };

// T E A ED AR E R SCES (R H)
const char * oi_name[] =
“None”, “Eular”, “Quat” };

/) AER T D08 - ) Ak
PositionInterpolationEnum pos_method = PI_LINEAR;
OrientationInterpolationEnum  ori_method = OI_EULAR;
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113
1141//

115]// F—7 L —AFRICBT 5 7 v — VLA
116|//

117
118|// F—7 L — AlfH
119 |struct Keyframe

120 {
121 float time; // W§Z|
122 Point3f pos; // fLE
123 Matrix3f ori; // [M&X
1241}

125
126|// BESNTVWHEF—7 L—ulEH (AL RES)
127 |vector< Keyframe > keyframes;

128
129
1301//

131|// T=A—ya MED S a—VE
1321//

133
134|//) T=A—varfnEosnekTro7
135|bool  on_animation = false;

136
137|// &7 L— 2l — K - PuBHimt— K
138|bool  on_draw_frames = false;

139|bool  on_draw_trajectory = true;

140
1411/ 7=A—v a3 » OFERRH
142|float animation_time = 0.0f;
143
144|/) T=A—=va v FOETVx s FOME - [7& &R TEWRITS
145|float model mat[ 16 ];

146
147
148
1491//

150|// F—T7L—AT=A—1a Dz
151|//

152
153
154|// i )
155 % ATV MRBIZH LN TRF—7 L— AlEHE T
156

H3|void UpdateKeyframes ()

158] {
159 Keyframe key;
160
161 /] F—T L— bR RE

162 int num_keyframes = layout—>GetNumObjects () ;
163 keyframes. resize ( num_keyframes ) ;

164
165 /] HF—T L— LD REBRE

166 for ( int i=0; i<num_keyframes; i++ )
167
168 /) IBAOF—T7 L— LD %A iMET 5
169 key. time = (float) 1i;

170
171 /) AL - & A BROE

172 key. pos = layout->GetPosition( i );
173 key. ori = layout—>GetOrientation( i );
174
175 /] F—T L— ADERERE
176 keyframes[ i ] = key;

177 }

178}
179
180
181//

182 % EREATHIAN S A A T —f~DZH (yaw — pitch — roll DMEDLEE)  (vecmathd THIZ 514 L 3 %)
183

184 ?oid ConvMatToEular ( const Matrix3f & m, float & yaw, float & pitch, float & roll )

185

186 Vector3f y_axis, z_axis;

187 m. getColumn( 1, &y_axis );

188 m. getColumn( 2, &z_axis );

189

190 yaw = atan2( z_axis.Xx, z_axis.z );

191

192 float cos_yaw = cos( yaw );

193 pitch = atan2( —z_axis.y, sqrt( z_ axis.x * z_axis.x + z_axis.z * z_axis.z ) );
194

195 float sin_yaw = sin( yaw );

196 float cos_pitch = cos( pitch );

197 \ roll = atan2( cos_pitch * ( sin_yaw * y_axis.z — cos_yaw * y axis.x ), y axis.y );
198

199

200

201

//
202 % EHEATHIAN S A A T —f~DEH (yaw — pitch — roll DIEDEE)  (RINRBEOITHIEZLIHE T D)
203
204 ?oid ConvMatToEular ( const float m[9], float & yaw, float & pitch, float & roll )
205
206 s{truct Vector3f

207

208 float x, vy, z;

209 I

210 Vector3f y_axis, z_axis;

211 z_axis.x = m[2];

212 z_axis.y = m[5];

213 z_axis.z = m[8];

214 y axis.x = m[1];

215 y axis.y = m[4];

216 y axis.z = m[7];

217

218 yaw = atan2( z_axis.Xx, z_axis.z );
219

220 float cos_yaw = cos( yaw );

221 pitch = atan2( cos_yaw * z_axis.y, fabs( z_axis.z ) );
222

223 float sin_yaw = sin( yaw );

224 float cos_pitch = cos( pitch );
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225 \ roll = atan2( cos_pitch * ( sin_yaw * y_axis.z — cos_yaw * y axis.x ), y_ axis.y );
226
227
228
229|// .

230|// WROALE - X & R B

231 % (F—7 L —2% F—7 L —2lH, BZE AL LT, ZORINCET DALE - X 2 RTEWRITHNE )
232

H3 \Eoid UpdateModelMat ( int num keyframes, const Keyframe % keyframes, float time, float mat[ 16 ] )

234
235 if ( num_keyframes <= 1)
236 return;

237
238 FERPAZANIET 2 K O 5 & KRN TOIERLRER (0.0~1.0)
239 1nt seg_no = —1;

240 float t = 0.0f;

241 ) A
242 // FEERZNZ G T 2 X OF 5 % s
243 Eor (int i=0; i<num_keyframes—1; i++ )
244

245 /) FREREZD 1% B O KIS T 2 2% )
246 i{f ( ( time >= keyframes[ i ].time ) && ( time <= keyframes[ i+l ].time ) )
247

248 seg_no = i;

249 A
250 // KN T O IER LR % 315

251 t = ( time — keyframes[ i J].time ) / ( keyframes[ i+l ].time - keyframes[ i ].time );
252
253 break;
254 }

255 }

256 i{f ( seg_no == -1)

257

258 [/ WRIOF—7 L— AKX HIORZPEE SN S RO XM OB AL A i
259 if ( time < keyframes[ 0 J.time )

260 {

261 seg_no = 0;

262 t = 0.0f;

263 }

264 /{ REDOF—7 L— A LD EORZPEE SN, RO XM O TR A
265 else

266 {

267 seg_no = num_keyframes — 2;

268 t = 1.0f;

269 }

270 }

271
272 o
273 /) FBERENCBIT ATV = NONE - 01X
274 Vector3f p;

275 Matrix3f o;

276 A
277 /] AL ZBICARRIC X 0 T
278 1{f ( pos_method == PI_LINEAR )

279

280 // X[ 00 Wit A3 O A HLAS:

281 const Point3f & p0 = keyframes[ seg_no J.pos;
282 const Point3f & pl = keyframes[ seg no + 1 ].pos;
283

284 // T A BRI A AR

285 p.scaleAdd( t, pl — p0, p0 );

286

287 // W R A IR (FRloFEE 5 TH )
288// p=t* (pl —p0) + po;

289 }

290

291 // TV — MR
292 ?lse if ( pos_method == PI_HERMIT )

293

294 // BT 0D T i 5 DAL % B AT

295 const Point3f & p0 = keyframes[ seg no ].pos;
296 const Point3f & pl = keyframes[ seg no + 1 ].pos;
297

298 // X o Wi Al O & & A5

299 Vector3f v0, vl;

300 const Matrix3f & o0 = keyframes[ seg no J.ori;
301 const Matrix3f & ol = keyframes[ seg no + 1 ].ori;
302 00. getColumn( 2, &vO0 );

303 ol. getColumn( 2, &vl );

304 v0. negate () ;

305 vl. negate () ;

306

307 // Hermltef’%ﬂi’ézﬂ)ﬂ FHE

308 /) FEEE (R 7077 MIHBEREBR)
309

310 /) ¥ U IR— N

311

312

313 }

314

315 // Bezier|Z X 2 #ifif
316 ?lse if ( pos_method == PI_BEZIER )

317

318 // FETEREANHIE T HBezier il LK OF & & KN TOERILIER (0.0~1.0)
319 int bezler seg no = —1;

320 float s = 0.0f;

321

322 // Bezierffiff] O X [#F 5% FH 5

323 /) T D 400F—7 L—2A (3XRH) ZFELDHT1IHOOXME LTHD

324 // KX 3+ 1HDOF—7 L— A NLE

325 bezier_seg no = ( seg_no ==0) ? 0 : (int) floor( seg_no / 3 );

326

327 /] BHOKEMTHF—7 L—AH03 4 DI 0 WA, R0 X o 5k D REZ % fil
328 if ( ( bezier_seg_no + 1) * 3 + 1 > num_keyframes )

329

330 bezler _seg_no ——;

331 s = 1.0f;

332 } A

333 // KN TOERERR (0.0~1.0) ZFHE

334 else

335 {

336 s = ( time — keyframes[ bezier seg no * 3 ].time ) / ( keyframes[ bezier seg no * 3 + 3 J].time — keyframes[ bezier seg no * 3 ].time );
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}

[/ OB KMBFHELRWES (F—7 L—2 803U TORE) 1, &flox—

if ( num_keyframes < 4 )
} p = keyframes[ 0 ].pos;
// Bezierfifit] % &5

else

{
// Bezlerﬁﬁ@l:ﬁ@Al’D@ﬁ'fﬁ]m (g & MO 250 5) OhLEZ i
const Point3f & p0 = keyframes[ bezier seg no * 3 ].pos;
const Point3f & pl = keyframes[ bezier seg no * 3 + 1 ].pos;
const Point3f & p2 = keyframes[ bezier seg no * 3 + 2 ].pos;
const Point3f & p3 = keyframes[ bezier seg no * 3 + 3 ].pos;

// BezierBIR D& 515
/) & BFEE (RIFHEREEZ S H)
KON, ¢ TR s 2D 2 LICER

/) ¥ UR— i

}

// B-SplinelZ k % 4if]
eflse if ( pos_method == PI_BSPLINE )

/) KRoOmEE . SHIZZOMOL (b Lbiud) oL
int kO, kI, k2, k3;

k0 = ( segno >0 ) ? (segno-1) : seg_no;

kl = seg_no;

k2 = seg_no + 1;

k3 = ( seg no + 2 == num keyframes ) ? ( segno + 1) : ( segno + 2);

keyframes[ kO ].pos;
keyframes[ k1 ].pos;
keyframes[ k2 ].pos;
keyframes[ k3 ].pos;

const Point3f & p0
const Point3f & pl
const Point3f & p2
const Point3f & p3

// B-Spline BA¥DfE% 315
/B FEE GUImsEb 23 R)

/) LR b

// & DR L
i{f ( ori_method == OI_NONE )

o = layout—>GetOrientation( seg no );

}

/] & & A A T — £ THfH
eflse if ( ori_method == OT_EULAR )

// K O Wi A O] & & Hf5
const Matrix3f & o0 = keyframes[ seg no J.ori;
const Matrix3f & ol = keyframes[ seg no + 1 ].ori;

/] AT — I
float y0, p0, r0;
float yl, pl, rl;
ConvMatToEular ( 00, y0, p0, r0 );
ConvMatToEular( ol, yl, pl, rl );

// 2 [EE A FE A M AR )
float vy, p, r;
if (y0 <yl - MPI)
y0 += 2.0f * M_PT;
else if (yO > yl + M_PI )
y0 —= 2.0f * M_PT;

y= (yl —y0) %t + y05
p=(pl -p0) *t+p0;
r=(rl -r0) *t +r0;

/] ATHNZ A
Matrix3f rot;
o.rotY(y )
rot. rotX( p)s
o.mul (o, rot );
rot.rotZ( r )3
o.mul (o, rot );

}

// T A& ook & BRirSIE RIS L0 FHE
eflse if ( ori_method == OI_QUAT )

// K O Wi A D) & & Hf5
const Matrix3f & o0 = keyframes[ seg no J.ori;
const Matrix3f & ol = keyframes[ seg no + 1 ].ori;

// @Eﬁ%fio’(ﬁ?ﬁﬁﬁ/ﬁﬁ%ufﬁ
/) FAFEE (RUFHEREE 22 H1)
// vecmath @ Quat4f. 1nterpolate() Ay REERTHIE, BEOICHAETES

/) ¥ UR— N

}

/] AT V= FOSLE - & ERT AT ARSI 2 B —
Matrix4f f;

f.set( o, p, 1.0f );

f. transpose () ;

memepy ( mat, &F.m00, sizeof( float ) * 16 );

5

A NOLIATS

ZHJ)
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H3

556
557
558
559
560

//

/] VLR, a7 DAL L

/!

//

/) HOEMUDERINIAT V= MNRBEERE

/!

void SetupScene( int no )

if ( !layout )

return;

Matrix3f ori, rot;

if (no==1)
{

}

layout—>DeleteAl10bjects () ;

layout—>AddObject () ;

layout—>SetObjectSize( 0, object size );
layout—>SetObjectPos ( 0, Point3f( —1.0f, 0.5f, —1.5f ) );
ori.rotY( M_PI * 0.6f );

layout—>SetObjectOri( 0, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 1, object_size );
layout—>SetObjectPos( 1, Point3f( 0.0f, 1.0f, 0.0f ) );
ori.rotY( M_PT * 1.2f );

rot. rotX( M_PT / 3.0f );

ori.mul ( ori, rot );

rot.rotZ( M_PT / 4.0f );

ori.mul ( ori, rot );

layout—>SetObjectOri( 1, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 2, object_size );
layout—>SetObjectPos( 2, Point3f( -2.0f, 0.5f, 1.0f ) );
ori.rotY( M_PT );

rot.rotX( — M_PI / 6.0f );

ori.mul ( ori, rot );

layout—>SetObjectOri( 2, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 3, object size );
layout—>SetObjectPos( 3, Point3f( 0.0f, 0.4f, 1.5f ) );
ori.rotY( M_PI * 1.2f );

layout—>SetObjectOri( 3, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 4, object_size );
layout->SetObjectPos ( 4, Point3f( 1.0f, 0.35f, 1.75f ) );
ori.rotY( M_PT * -0.4f );

rot. rotX( M_PT / 12.0f );

ori.mul ( ori, rot );

layout—>SetObjectOri ( 4, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 5, object_size );
layout—>SetObjectPos( 5, Point3f( 1.5f, 0.6f, 0.0f ) );
ori.rotY( 0.0f );

layout—>SetObjectOri( 5, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 6, object size );
layout—>SetObjectPos( 6, Point3f( 1.0f, 1.0f, —-1.0f ) );
ori.rotY( M_PI / 3 );

layout—>SetObjectOri( 6, ori );

camera_yaw = 15.0f;
camera_pitch = -20.0f;
camera_distance = 6.0f;

?lse if (no==2)

}

layout—>DeleteAl10bjects () ;

layout—>AddObject () ;

layout—>SetObjectSize( 0, object_size );
layout—>SetObjectPos( 0, Point3f(-1.0f, 0.5f, 0.0f ) );
ori.rotY( M_PI * 0.6f );

layout—>SetObjectOri( 0, ori );

layout—>AddObject () ;

layout—>SetObjectSize( 1, object_size );
layout—>SetObjectPos( 1, Point3f( 1.0f, 0.5f, 0.0f ) );
ori.rotY( M_PT * 1.2f );

rot. rotX( M_PT / 3.0f );

ori.mul ( ori, rot );

rot.rotZ( M_PT / 4.0f );

ori.mul ( ori, rot );

layout—>SetObjectOri( 1, ori );

camera_yaw = 0. 0f;
camera_pitch = -20.0f;
camera_distance = 5. 0f;

/] ATV =y MEBIZH ESNWTRF—7 L— A& 5
UpdateKeyframes () ;

//
[/ A& TR DR 2 48
553|//

\Eoid DrawFloor ( float tile_size, int num_x, int num_z, float r0, float g0,
555

int

X, Z5

float ox, oz;

glBegin( GL_QUADS )
glNormal3d( 0.0, 1.0, 0.0 );

float b0, float rl, float gl, float bl )
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561

562 ox = - ( num_x * tile_size ) / 2;

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

564

565 oz = - (num_z * tile_size ) / 2;

566 for ( z=0; z<num_z; z++ )

567

568 if ((&x+2z) %2)=0)

569 glColor3f( r0, g0, b0 );

570 else

571 glColor3f( r1, gl, bl );

572

573 glTexCoord2d ( 0.0f, 0.0f );

574 glVertex3d( ox, 0.0, oz );

575 glTexCoord2d ( 0.0f, 1.0f );

576 glVertex3d( ox, 0.0, oz + tile_size );
577 glTexCoord2d ( 1.0f, 1.0f );

578 glVertex3d( ox + tile_size, 0.0, oz + tile_size );
579 glTexCoord2d ( 1.0f, 0.0f );

580 glVertex3d( ox + tile_size, 0.0, oz );
581

582 oz += tile_size;

583 }

584 ox += tile_size;

585 }

586 glEnd () ;

5871}

588

589

590|//

591 % BATZIRET L (ObjIEAR) DR OHHE

592

H3 \Eoid RenderShadow( Obj * obj, const float matrix[ 16 ] )
594

595 \ RenderOb jShadow( obj, matrix, light pos.x, light pos.y, light_pos.z, shadow color.x, shadow_color.y, shadow color.z, shadow color.w );
596

597

598 \Eoid RenderShadow ( Obj * obj, Matrix4f & mat )
599

600 Matrix4f frame( mat );

601 frame. transpose () ;

602 \ RenderOb jShadow ( obj, &frame.m00, light pos.x, light pos.y, light pos.z, shadow_color.x, shadow color.y, shadow color.z, shadow_color.w );
603

604

605

606|//

607(// T XA N EHHE

608|//

H3 \Eoid DrawTextInformation( int line_no, const char * message )
610

611 if ( message == NULL )

612 return;

613

614 /] SATH A I (WL O RN BUEDTTH 4 3RikE)
615 gIMatrixMode ( GL_PROJECTION ) ;

616 glPushMatrix () ;

617 glLoadIdentity();

618 gluOrtho2D( 0.0, win_width, win_height, 0.0 );
619
620 /] BT IVE 2 — 178 E UL (WIHHE O RN BIIE DT 4 1)
621 gIMatrixMode ( GL_MODELVIEW ) ;

622 glPushMatrix () ;

623 glLoadIdentity();

624
625 /) LN T 7 e TAT L TFATITTD
626 glDisable( GL_DEPTH_TEST )

627 glDisable ( GL_LIGHTING ) ;

628
629 // A v '— T O

630 glColor3f( 1.0, 0.0, 0.0 );

631 glRasterPos2i ( 16, 40 + 24 * line_no );

632 for ( int i=0; message[i]!="¥0"; i++ )
633 glutBitmapCharacter ( GLUT_BITMAP_HELVETICA 18, messagel[i] );
634

635 /] BUERETHETT

636 glEnable ( GL_DEPTH_TEST ) ;

637 glEnable ( GL_LIGHTING ) ;

638 glMatrixMode ( GL_PROJECTION ) ;
639 glPopMatrix () ;

640 glMatrixMode ( GL_MODELVIEW ) ;
641 glPopMatrix () ;

642}
643
644
645(//

646 % TR PR D 20— Ny 7 B
647

H3 \Eoid DisplayCallback( void )

649
650 // WiEZE 7 YT

651 glClear ( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT | GL_STENCIL_BUFFER_BIT ):
652
653 /] EEATIN R E (U —)v RIS R— T A T RS R)
654 gIMatrixMode ( GL_MODELVIEW
655 glLoadIdentity();

656 glTranslatef( 0.0, 0.0, — camera_distance );
657 glRotatef ( — camera_pitch, 1.0, 0.0, 0.0 );

N

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

659 glTranslatef( 0.5, 0.0, 0.0 ); // U—/b REEAE A TOEMMA G4 2200 & % &% iE)
660

661 // IR ONLTE %

662 float 1lightO_position[] = { light pos.x, light_pos.y, light pos.z, 1.0 };
663 glLightfv ( GL_LIGHTO, GL_POSITION, lightO_position );

664

665 // HEFREERD IR % i
666 DrawFloor ( 1.0f, 50, 50, 1.0f, 1.0f, 1.0f, 1.0f, 0.8f, 0.8f );

667

668 /) AT Y= b ORGEE
669 if ( on_draw_trajectory )

670

671 /) AT Y= S ORGEE
672 float mat[ 16 ;
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glDisable ( GL_LIGHTING ) ;

glLineWidth( 2.0 );

glColor3f( 1.0f, 0.0f, 0.0f );

glBegin( GL_LINE_STRIP );

t;or ( float t=0.0f; t<=layout—>GetNumObjects()—1.0f+0.001f; t+=0.1f )

UpdateModeIMat ( keyframes. size (), &keyframes.front(), t, mat );
glVertex3f( mat[12], mat[13], mat[14] );

glEnd () ;
glEnable ( GL_LIGHTING ) ;

/] X—=TVL—LDAT V= b &
if ( on_animation )

Eor (int i=0; i<layout—>GetNumObjects(); i++ )

/] ATV = bl

glPushMatrix () ;
glMultMatrixf ( layout—>GetFrame( i ) );
RenderObj( object );

glPopMatrix () ;

/] FT V= hOREHE
RenderShadow ( object, layout—>GetFrame( i ) ):

}
}
/] BT V—LADFT V= b EAE

else if ( on_draw_frames )

float mat[ 16 ]
t;or ( float t=0.0f; t<{=layout—>GetNumObjects()—1.0f+0.001f; t+=0.2f )

UpdateModeIMat ( keyframes. size(), &keyframes.front(), t, mat );

/] ATV SRR

glPushMatrix () ;
glMultMatrixf ( mat );
RenderObj( object );

glPopMatrix () ;

/] FT V= hOREHE
RenderShadow ( object, mat );

}
/] T=A—a yHOF T s b ERE

if (on_animation && !on_draw_frames )

/] TE=A—arfioF 7Y s b EdiE
glPushMatrix () ;
glMultMatrixf ( model mat );
RenderObj( object );
glPopMatrix () ;

/] FT V= hOR A
RenderShadow ( object, model mat );

}
// e — R O R

else

{
/) KAT Vs b EE
Eor (int i=0; i<layout—>GetNumObjects(); i++ )

glPushMatrix () ;
glMultMatrixf ( layout—>GetFrame( i ) );
RenderObj( object );

glPopMatrix () ;

/] FT V= hOREHE
RenderShadow ( object, layout—>GetFrame( i ) ):

// BRVE R A% i
} layout->Render () ;

// BUEOHIET— R & £R
if ( on_animation )

DrawTextInformation( 0, “Animation Mode” );
else

DrawTextInformation( 0, “Layout Mode” );

/] BAEOME— P2 R

if ( on_draw_frames || on_draw_trajectory || on_animation )

char messagel[ 64 ] =
sprintf ( message, "Position: %s, Orientation: %s”, pi_name[ pos_method ], oi_name[ ori_method ] );
DrawTextInformation( 1, message );

// BEDOBAET — RERR
e{ se
DrawTextInformation( 1, layout—>GetOperationMode() );

// BIEDWEL & FoR
f ( on_animation & !on_draw_frames )
char message[ 64 ] = 77;
sprintf ( message, “Time: %2.2f”, animation_time );
DrawTextInformation( 2, message );

[/ N I Ny 7 I LTE B A 7 v by T 7 LR
glutSwapBuffers () ;

//
/] U4y RO YA REHERFIHIND 23—y 7 B
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H3
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H3
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/!

void ReshapeCallback( int w, int h )

//

/] U4 v R N OHEE AT #EHER RE (22 TIRY 4 v Ry 2RICHiE)
glViewport (0, 0, w, h);

/] T A TERER— A Y — AR~ OIS WA TH % 3
glMatrixMode ( GL_PROJECTION ) ;

glLoadIdentity ()

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

/] U4 RUDYA XEFE (T %A MEELE O D)
win_width = w;
win_height = h;

/) U AT Yy JRETMEHEIND T — Ny U B

void MouseClickCallback( int button, int state, int mx, int my )

/] FERZUPMENTZDH RT v ZBtG

if ( ( button == GLUT_LEFT_BUTTON ) && ( state == GLUT_DOWN ) )
drag_mouse 1 = 1; .

/] FERE UBHEENTZD Ty 78T

else if ( ( button == GLUT_LEFT_BUTTON ) && ( state == GLUT_UP ) )
drag_mouse_1 = 0;

/) BRE BRSNS KTy JBikh

if ( ( button == GLUT_RIGHT_BUTTON ) && ( state == GLUT_DOWN ) )
drag _mouse_r = 1; .

/] FHRE UBHEENTZD T v 7T

else if ( ( button == GLUT_RIGHT_BUTTON ) && ( state == GLUT_UP ) )
drag_mouse_r = 0;

/)RR E BRSNS KTy JBkG

if ( ( button == GLUT_MIDDLE_BUTTON ) && ( state == GLUT_DOWN ) )
drag_mouse m = 1; .

/] RRE S NTZD KTy 7T

else if ( ( button == GLUT_MIDDLE_BUTTON ) && ( state == GLUT_UP ) )
drag_mouse_m = 0;

/) —UEE 1‘%‘5 WD Yy 7 il

if ( ( button == GLUT_LEFT _BUTTON ) && ( state == GLUT_DOWN ) )
layout->OnMouseDown ( mx, my )

else if ( ( button == GLUT_LEFT BUTTON ) && ( state == GLUT_UP ) )
layout->OnMouseUp ( mx, my );

// T
glutPostRedisplay () ;

// fﬂﬁ@v?ﬂﬁ“%uﬂﬁ
last_mouse_x =

last_mouse_y = my

//
/] = U ABBERHIFEEN D 3 — 8y 7 B

void MouseMotionCallback( int mx, int my )

//

/] VBB U ABE & 8
if ( layout )
layout—>OnMoveMouse ( mx, my );

// Tl
glutPostRedisplay () ;

/) RUARTy JRHIMEHIND 71—y 7 B

void MouseDragCallback( int mx, int my )

// FHARZ O RT y 7RI AEEERRT 5

f ( drag_mouse_r )
// HIEID~ 7 ZAERE L SR D~ 0 A FEREO TG U TR % [EliR
// 7'7Z0)1‘ﬁ%9@3 ThR U T Y #l & H 2[Rl

camera_yaw — mx — last_mouse x ) * 1.0;
if ( camera yaw <0.0)

camera_yaw += 360.0;
else if ( camera_yaw > 360.0 )

camera_yaw —= 360.0;

// = AORFEENIE U T X il P [Elfs
camera_pitch —= ( my — last_mouse_y ) * 1.0;
if ( camera_pitch < -90.0 )
camera_pitch = -90.0;
else if ( camera pitch > 90.0 )
\ camera_pitch = 90.0;
// PARF D RT y ZHIIRRE I AT OEEEER T 5

f ( drag_mouse_m )
// HIEID~ 7 ZAERE L SR D~ U A FEREO TG U TR % [EliR
/] =T ADORBEIER U C L B E)

camera_distance += ( my — last_mouse_y ) * 0.2;
if ( camera_distance < 2.0
camera_distance = 2.0;

}

/] BB U ABE & 8
1{f ( layout )

layout->Update () ;
layout—>OnMoveMouse ( mx, my );
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897

898 /) ATVl FREICH ESNTEF— 7 L— LA T
899 UpdateKeyframes () ;

900 }

901

902 /] AEO~ 7 AR Gek

903 last_mouse_x = mx;

904 last_mouse_y = my;

905

906 // PR

907 glutPostRedisplay () ;
908}
909
910
911|// ‘

mz% F—AR— ROF =izl IR D a—A Ny 7 B
913

H3 \Eoid KeyboardCallback ( unsigned char key, int mx, int my )

915

916 // s F— ’CT A =g OFEIE - TR
917 if (key ==’s" )

918 on_animation = lon_animation;

919
920 /] BFX—THONPLDERINIAT Vs MIlEEZRE
921 i{f((key>:’1’)&&(key<:’9’))

922

923 SetupScene ( key = 0" );

924 }

925

926 // Z’\‘—Z% TT A — = & BR
927 if (key = 7))

928 {

929 on_animation = | on_animation;
930 if ( on_animation )

931 animation_time = 0.0f;

932 on_draw_frames = false;

933

934

935 // pF—ThLE ﬁﬁb&éﬁi
936 if ( key ==

937 {

938 } pos_method = (PositionInterpolationEnum) ( ( pos_method + 1 ) % NUM_PT_METHOD )
939

940 // oF— Tﬁéﬁﬁb&éﬁi
941 1{f ( key == "0

942

943 ori_method = (OrientationInterpolationEnum) ( ( ori_method + 1 ) % NUM_OI METHOD ) ;
944 if ( ori_method == OI_NONE )

945 } ori_method = (OrientationInterpolationEnum) ( ori_method + 1 );

946

947

948 // £F%—CuE - HEA T L— Ll - SEiiE 20 %z
949 i{f (key ="1")

950

951 if ( lon_draw_frames & lon_draw_trajectory )
952 on_draw_trajectory = true;

953 else if ( lon_draw_frames && on_draw_trajectory )
954

955 on_draw_frames = true;

956 on_draw_trajectory = false;

957

958 else

959 on_draw_frames = false;

960 }

961

962 // a¥— 'C7j‘7 vx7 NS =
963 1{f (key =="a" )

964
965 layout->AddObject () ;

966

967 /] ATV FERBICH ESNTERF— 7 L— AR E HH
968 } UpdateKeyframes () ;

969

970 // d¥%— fﬁ7/17hém@
971 if (key ==’'d )

972 {

973 layout—>DeleteObject () ;
974
975 /) ATVl FRBEICH ESNTEF— 7 L— LA T
976 UpdateKeyframes () ;

977 }

978 ]
979 // 1% —CHIOREE — N2
980 i{f (key =="1")

981
982 bool & flag = layout—>GetRenderOption(). enable_xray_mode;
983 flag = | flag;
984 }
985
986 glutPostRedisplay () ;
9871}
988
989
9901//
991(// T A RARFICMEEILD 2 —/LN 7 B
9921//
H3|void IdleCallback( void )
994 | {
995 /] T =A— 3 LB
996 if ( on_animation )
997
998 [#ifdef WIN32 )
999 [/ VAT MR A I L, TR D ORGERRICIE UTA t 2 RE
1000 static DWORD last_time = 0;
1001 DWORD curr_time = timeGetTime();
1002 float delta = ( curr_time - last_time ) * 0.001f;
1003 if (delta > 0.1f )
1004 delta = 0. 1f;
1005 last_time = curr_time;
1006 animation_time += delta;
1007 |#telse
1008 // EEDA t 2l



keyframe_sample

1009 animation_time += 0. 02f;
1010 |#endif
1011 /] TE=A—=a Okl (& f’ﬁi’(ﬁi#%bot%ﬁ—ﬂ”ﬂéo R
1012 if ( animation_time >= layout—>GetNumObjects() - 1)
1013 animation_time = 0.0f;
1014
1015 /] T=A—=va HOFT Vs FOME - 71X & EH
1016 UpdateModelMat ( keyframes. size(), &keyframes.front(), animation_time, model mat );
1017
1018 // T O R Z NS (ZO% TEIEO 22—/ 3y 7 BESIEEN )
1019 glutPostRedisplay () ;
1020 }
1021 |}
1022
1023
1024|//
1025|//  BRETHINELRI%K
1026|//
H3|void initEnvironment( void )
1028 | {

1029 // R EAERRT D

1030 float 1lightO_position[] = { 0.0, 10.0, 0.0, 1.0 };
1031 float 1light0O_diffuse[] = { 0.8, 0.8, 0.8, 1.0 };
1032 float 1light0O_specular[] = { 1.0, 1.0, 1.0, 1.0 };
1033 float 1lightO_ambient[] = { 0.1, 0.1, 0.1, 1.0 };
1034 glLightfv( GL_LIGHTO, GL_POSITION, light0_position );
1035 glLightfv( GL_LIGHTO, GL_DIFFUSE, 1light0_diffuse );
1036 glLightfv( GL_LIGHTO, GL_SPECULAR, 1light0_specular );
1037 glLightfv( GL_LIGHTO, GL_AMBIENT, lightO_ambient );
1038 glEnable ( GL_LIGHTO )

1039 )
1040 // FHEEH DT D
1041 glEnable ( GL_LIGHTING ) ;
1042
1043 /] BiEoEFREFNT D
1044 glEnable ( GL_COLOR_MATERTAL ) ;
1045
1046 /] ZT A NEFDTD
1047 glEnable ( GL_DEPTH_TEST ) ;
1048
1049 /) BRREEZAEDCT D
1050 glCullFace ( GL_BACK );
1051 glEnable ( GL_CULL_FACE );
1052
1053 /] EEOEBRE

1054 glClearColor( 0.5, 0.5, 0.8, 0.0);
1055
1056 \ )
1057 /] ATVl SO IAI
1058 object = LoadObj( “car.obj” );

1059 i{f ( lobject || ( object—>num_triangles == 0 ) )
1060

1061 /] BEIRATI R L T2 e T

1062 printf( “Failed to load the object file.” );
1063 exit( -1);

1064

1065 ScaleObj( object, 1.0f, &object_size.x, &object_size.y, &object_size.z );
1066

1067 [/ ATV = MEREEEOLIL

1068 layout = new ObjectLayout ();

1069

1070 /] HENLOERSNEZAT Vs NBERE
1071 SetupScene( 1 );
1072}
1073
1074
1075|//
1076|// AA VB (27T 2EZ 2HhBER)
1077(//

H3|int main( int arge, char #* argv )
1079 | {
1080 // GLUTO#IL
1081 glutInit ( &arge, argv );
1082 glutInltDlsplayWode( GLUT_DOUBLE | GLUT_RGBA | GLUT_STENCIL );
1083 glutInitWindowSize ( 640, 640 );
1084 glutInitWindowPosition( 0, 0 );
1085 glutCreateWindow ("Keyframe Animation”);
1086
1087 // =X 7 BBk
1088 glutDisplayFunc ( DisplayCallback ) ;
1089 glutReshapeFunc ( ReshapeCallback ) ;
1090 glutMouseFunc ( MouseClickCallback ) ;
1091 glutMotionFunc ( MouseDragCallback ) ;
1092 glutPassiveMotionFunc ( MouseMotionCallback ) ;
1093 glutKeyboardFunc ( KeyboardCallback )
1094 glutIdleFunc ( IdleCallback ) ;

1095

1096 /] BREEIIE

1097 initEnvironment () ;
1098

1099 // GLUTD A A 2 v—T \ZHBR % F5 9
1100 glutMainLoop () ;

1101 return 0;

1102}
1103
1104




