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"When | was ayoung man, | had liberty, butldid not seeit. | had time, but | did
not know it. And | had love, but I did not feel it. Many decades would pass before |
understood the meaning of all three. And now, the twilight of my life, this understanding
has passed into contentment.

Love, liberty, and time: once so disposable, are the fuels that drive me forward.
And love, most especially, mio caro. Foryou, our children, our brothers and sisters.
And for the vast and wonderful world that gave us life, and keeps us guessing. Endless
affection, mio Sofia.

Forever yours,

Ezio Auditore."
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H CF 80 1% Ogre . iX — 7 FAT B OGE T T5e 4 19 4 ¥ Windows [¥7 SDK 4 e e & R 1)
TFRAEE. R TFELT HMOERIERSMW, KeTLZ% Ogre 3D Wiki, MhEA:
http://www.ogre3d.org/wiki. Wiki 7 T XHE 2 AN [F] (1)1 & T () Ogre &3R5 1 HC & 1 BE -
TXAR AT 4358 0 RO R 1R °F & 0 58 A1, BT DA SRARAE A6 B A I TF R & BEAR(E
o BRI R A N BRI R 1R R R E S 205

#%& SDK

FEFAN 3 SDK B 7R B 271, 1E3RA14eKEF SDK. FATKEHR Windows H#:1E 5
25 b1 SDK 5%, 7£ Linux A MacOS ErJge A i AE. 5, FATFTI bin XA~
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6,906 KB
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615 KE
341 KB
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149 KB
296 KB
224 KB
106 KB
282 KB
367 KB
FITKE

application Extension
application Exkension
Application Exkension
Application Extension
Application Extension
application Extension
application Exkension
Application Exkension
Application Extension
Application Extension
application Extension
application Exkension
Application Exkension
Application Extension
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25.02.2010 15:38
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28.02.2010 15:43
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J samplas.cfg 1KE CFaFile 23.02,2010 1747
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B 7 AT HAT SO DLL SO, I8A 86 ofg SCF. BT ofg S5t 2 Ogre 3D #2351
PUANER A HBC B 0. Plugins.cfg 51 T Ogre 3D A2 2 B BT B b 25 () 4= 3 A 1 . X L83
5 72 Direct3D F1 OpenGL JE Y R4 iL A — L[ N7 5t B R G ddift . 24n#% Quake3 #%X
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1.2 Ogre 3D ~HIERF

Ogre 3D SDK [ff s 7 IR Z il , IX LRl &7 1 Ogre 3D Tl A HIAS R AR SR KITE Fe 2
RHTF%. ARATHAR SN E CHRIREF T, A7 IR Ogre FF DR RAT/6KEF
XTI

LB Z—H& Ogre 3D 7 AIESF

N1 HeEE Ogre 3D RJEAe T, AT EREIRETFIEHES EAT
1. k3| Ogre3D Ky {435
2. FTFF Ogre3d.sin fig v v 75 58 S A
3. FEMRRIA TR AR R BRI TR
4. Visual Studio 2>t ERBIFE T, Xl — LSy [a], Fr DAZES PRIEA 78 U 1 i
T2 B AR 2R IR
5. #Z—VIRAF], $£%] Ogre3D/bin 3
6. 1z1T SampleBrowser.exe.
7. RIEVRROZE BR84S IS5 R

Cel-shurdlngr

= Sample Info

Category: Lighting
Descripfion: A demo of
cel-shaded graphics using
vertex € fragment programs,
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A EH B S Ogre 3D SDK #y% i Ogre 3D 74l EM2 J5, FAi14H —4> Ogre 3D

TR BIEIA

Rl —— DI/ E o TP G RIBCR

FIEEE D 5 MR BIRE R P s 1 ISR R IRCR
a MW, BOERERG IHRAUESE, REARCRAEE
b. 0K, BORFFRL IHE R, BEZCRAEE
c. MM, BUEERERG IHHEALESE, Bl e E

1.3 #F—/ Ogre 3D &%

FERX—#, BAT2EE— AR > 3D BALH) Ogre 3D 257

SRR 2 —6)@ T 5 H P E \DE (AR

T AR 7 HAbR —28 2%, 51§ Ogre 3D SDK 2 A1 75 Ehd & IDE

1 FrEg— =L
2. fE LAEEH @& — A0, 44N main.cpp
3. WSIn—A~ main J7ik:

int main (void)

{

return O;

4. FEZSCAEIF R4 04 _F ExampleApplication.h 3014

#include "Ogre\ExampleApplication.h"

5. VAN “4Ri Ogre SDK #4%\include\” 4RI H include path Gk ICAFERAR)

6. I “4i% Ogre SDK #44%\boost_1_42\” FI{R[{T H include path Sk SCiF##4%)
7. VRN “4RE9 Ogre SDK #4%\boost_1_42\lib\” F/RI55 H lib path (PO )
8. [f] main.cpp BRI —A:
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class Examplel : public ExampleApplication

{

public:

h

void createScene()

9. BN BRI BIR AT main BR %L

Examplel app;
app-go();
10. NN “URE Ogre SDK #5542\ lib\debug\” FIKAIITE lib path (SO 45
11. ¥ OgreMain_d.lib 2|7 255 E (CLAZJE MR Linker->Input) B
12, #h0 OIS_d.lib BT Z ) E (LA EYER Linker->Input) B
13. ZmiFLIiH
14, WEIH AR TAEZ A (working directory) Ny “/4kf#) Ogre SDK 4% \bin\debug”
15. BITZREF?, RIMIZAERSTE B Ogre 3D setup X iGHE
Rendatirg Subspsten [ch.-nfxi Rendsang Subaystem :]
Rardeing Spstom Ogbiore
Cokous Depthe 32 -
Llf:!:t‘:/"vaeq.my N/A
f:‘:-‘,;mn No j
RTT Fiedecred Mode FEO
VS No
VSne Indervat 1
Video Mode: 1004 « 768 =
[Cick OriAn Optoal: | =l
[ ok ]| cee |
16. % T OK #H BB MR « IRSFE R — N RBAKE H. #% T Esc BB HAET .
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HIRIRE T1H4 ?

FAIEIEE 75— Ogre 3D F2/¥ . 9 1 iR e, FAIFG ZER B AR KSR ARAN 2
SO AR DAME T4 AR RES SR B EATT

TEZE 5 FIEE 6 2, FAVEMBIAET RN TIOR8 1. 38— Mk AE2 Ogre 3D
SDK [k 3efhsepk e, e &% frfs Ogre 3D A1 OIS (OIS £ Object Oriented Input System
FIfRIAR, BN “HRXT SR RS, ExampleApplication 1 ] OIS WAL H BN Y
LA OIS AJ2 Ogre 3D HH— s B — ML I H H BA — NIRRT & I BE
TR & HILE Ogre 3D /& [F A ExampleApplication ] 18, iU AFEETEHEW
St . ExampleApplication.h tRZEARAN SO, BT Ogre 3D 2 (R FESCRF, FrlAdk
AT 24 boost SCAF IR MK SCAF R 12 BIAE, FRATH Ogre 3D 5 %A 4 F8 7 théw 1%
AT o WRFERE, Ogre 3D 7] LLEE MR Zm %, ASFEN1E AT LA 282 SRt st B
T boost SCHFJ TR {8 boost HIET B, J kA% 75 EAE 42 boost FE SCHF. BT AFR
AT T boost B E ST SCAF 22 lib path (WLEE 7 42D

10 5, AT “UREY Ogre SDK 42\ lib\debug\” ¥ N 1 FE k422, 14
B TH BTt R AREE, Ogre 3D 4 debug FEF1 release 2. 7EiX BLIRATME ) debug 22, BE Ayhn i
PLat iR, debug FESRUEHASCRE. MAEMA release BN %, ZHE “lib\debug” oM
“\lib\release”. X125 11 A0 HIZE 12 D2 Wit 7EFPILHIRA TN T OgreMain_d.lib 1
OIS_d.lib 1ENTEEFERME . M4 release MUASHIRIE, ok OgreMain.lib #l
OIS.lib. OgreMain.lib 1 OgreMain_d.lib SC {43 &% Ogre 3D &7 12 115 EAE AFEN#
OgreMain.dll 5% OgreMain_d.dll. £ OIS.lib 5% OIS_d.lib Xt N R Gith =2 i th——Ah A7)
hn#k O1S_d.dll 2 OIS.dll. By LAFRATIZh A5 8EH: Ogre 3D 1 OIS, IXFEAF45 FA 1] LATI#6: DLL
MATEEHmIFERET, REEOMERAZWTH DLL MRS ITERAE . X d
FORMEFI ZI T N8 DLL, Fr AR R BERS R 2 A0LE DLL., X gt A1y 24
514 W E TR, I —A 5 R 218 5 T B 08 -

ExampleApplication (Ogre SDK #47—1~3%)

AR T —NH 2K, Examplel, ‘E4k& T ExampleApplication. ExampleApplication
& Ogre 3D SDK 21— 2K, B &N 75 >] Ogre 3D fij 5. —LE1f 7 Ogre 3D E N 1
— M%) . ExampleApplication JNFRATTIF 462421 Ogre $&4t 7 7 B, & vl PUINEASF iR 7,
M H A7 — AN DAES s DU bl B i 5 camera (351D . {4 ExampleApplication
B AR T e IF HEBUE R EL createScene(). FATT&{# A ExampleApplication 25, IXFEHIIE
AT LAE T A TE] .S535 Ogre 3D A TREFI T iz 5, FA 12 A B SRR — mi sl iy
Z 7 ExampleApplication

7E main BRECE, FRATSEGIL T —ASB2EIE R 7 go) rRECR 8 2 B AR 7 7 %k
Ogre 3D. 7E/A3hR, Ogre 3D #k 3 AMAC & C4F——Ogre.cfg. plugins.cfg A1 resources.cfg.
W SAE R 2 debug 125X, BT DLELAEAN SO 44 7 T2 B _d 7 X AR A B %t debug
A release A A FMIECE SCHF. Ogre.cfg t & 1E setup MISHEHIER IR E, Fr ALY
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JREE AR E . plugins.cfg £ Ogre 75 BhNERIEIT51 2 o fit 5 B2 (A A e Ve
ARG, B& Ogre Al OpenGL 5% DirectX JE #3718 1. resources.cfg £ 7% Ogre Ji
B T EZ NI BEIESI K . Ogre 3D SDK iy 1R 2 IR ANRA BT, A4S HI3ixX L,
resources.cfg #5H TALATIES AR . WIRAIRIRAN T f# resources.cfy, FRERILIXA A%
R RARKT AR . X IRA TR B TAE= MM 5 — N EE. ]

Rty o —— B

1.24# F Ogre 3D ) release #Ez0RIA%,  VRIN N BLHE R L 2
a. OgreD3DRenderSystem.lib
b. OgreMain.lib
c. OlS.lib

2. 244844 ] Ogre 3D (¥ debug 52U, PRI LE 5 AR 2
a. fEPESCAFA JE N L “_debug”
b. fECIHY A JETH N L “_d”
c. fEFE AN L “_d”

H#esE—1 30 HE

TN MERARA o AN BT AT A

1. N HPATAIS IR ZS ) createScene() J7i%H:

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

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

2. R IRG IR

3. AEIET . MR —NPIIGERER.

4, A ERARDU AL 37 5, Al “WASD” Bl M B 25 5 BE S 6 1 4R AR TEAL A
LA S

5. KR
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HIRIRAE T4 ?

i mSceneMgr->createEntity("MyEntity", "Sinbad.mesh");, &A1 15 T Ogre AT
##— Sinbad.mesh #5245,  mSceneMgr J& Ogre 3D 1457 SceneManager (37545 F
28) MFRER, X/NREEH ExampleApplication AR . A T B AN entity (5244,
Ogre 7 ZHITE S MBI RY SO, 17 HERATRT AE Fr i SEpiile — 2. RN Z e fh—
TEoWEAER EE, ALK WA TEHMIK, Ogre 3D &4l — A5 . Wl
REHE M2, Ogre3D =HNEM . JFHIA IS TEHR PR

BUEBATA T — MRS, v 7B Bk, BINGEREMInEs Rz . &
NSRS 5 —— R BN i — ik

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

KRR, BIN St 375 b DR RAT RSB 20'e . AR B 12 1K T, & Ogre 3D
R FE Y. B X ARBIATRE BIR 2 XA,

7% ——ExampleApplication FLEREE T H—

Fi 1 O TE S E REBER—/MRR IF FLA T O
1.4 Mg

PA12%21 7 Ogre 3D SDK ;& WA 2L, R 2 F B H, A MR SO 82 75
BSR4 . T H, FRATIAS T —HR ExampleApplication iXN253F H.2% 21 7 anfa] 2548
o WAV T — MR HERT Bk, H#H—T, X—HZGET:
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OGRE3D 1.7 N[ 14T

1. WREESCHEXS T Ogre 3D AR H ), TATEAFILRN, A ENIIER M
2. ExampleApplication =& U1 : 2 BT LAEER, Ogre 3D #2178 3T 1 4t

7
3. BRI FAVFS TR createEntity SREIE—ASHIIBIAISLG], T
B lipESE 7R e i PIRFS

FEIX e T Ogre 3D N A , FATRAE T — 524 >] Ogre 3D /EAHE Bz F ARt
B
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B Ogre 2 R2HE

XA P TRAT 1 5 2 R — e M A {5 FH R B Bid — AN 2 103 5
EXE, RITES:
24 2] 4E 3D & A Hp = AN AR A
* — ANt R WA A 22
* AT AHERAE AN E G 3D 25T

W4, BRI,
2.1 GIBE— 1R .

fE b —Frp C5—% QI Ogre 3D), FATINE 1 —> 3D BLALE HAL Bz 2IFATH
Wt bo DUEBATRE 22 S U0 G — SB35 45 O F U ft 3D RSN 2145 i s

SLRRATH — HH Ogre3D £Y& — NG44

PR 2 A28 — F AR, BECs —E A LR — DN R4 f I HIE SR
ER MR L. BATE ML TR ]

1. TEFRATZRAN ARG F, FRATTE createScene() BRELHAFAAELL FFIAT o

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

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

2. JHRA A # e ek B K B — A7

Ogre::SceneNode* node = mSceneMgr->createSceneNode("Nodel");

3. ARJEENINCATR AT IXPIAT A A IR X 4 5% ) ROR A 520 o

mSceneMgr->getRootSceneNode()->addChild(node);

node->attachObject(ent);

4. wEEIF BB R .
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5. HIRIBITNARR, RN A BIAIRSE 2.

HIRIRE T1H4 2

FATEIE 17— NFrIar 4409 Nodel HI37 545 o SR BATIRINZ AN 375357 45 s BIAR &5 5
FERZ A, FAGRE Z AT 3D MR BIFA T Q2 45l B, XFERiT A BIRER 1.

21T SRR A

i I mSceneMgr->getRootSceneNode() B&EUH 2 iR 1375 HIAR 45 1. s iR 4 i 2 35
BRI — DA R MR TR B 4 BRI i, FATFHRZELL —F 7 {30 e ghe 213 5
MRZE B EE — MNRAE KRB TR A L. M52, T4 REMRG SRR 5455
Z IR R, BEE, T4 EBRAARE L. PR 2 TR IR, il
SE R R R FUEEAN g 50 2 DR O g e 23 5 1IARSS 2l L. Ogre 3D 1 T Bt
H sz B T ok H R 5%

EAEW T A G — W —FE. B RA MR (BRI SRS 2O, IR HEAY
BT LA 145 5. BATT#E mSceneMgr->getRootSceneNode()->addChild(node) H 45 F 7ix —
Rk, REECBRGM RS LM S WG SN T4 R, £X2 )G, WATEH
node->attachObject(ent) 1 55—~ 17 s INEg a5 . X B, AT M —AN Sk 235 5
g i TATIAEAE P MAS RN o] DA I3 5 45 R R o 156, AT DA IR 745 ri sl
AN ECIBINTF4S f R)E, ARG IRV ZE G ok, SUAAR 455, el
ANTTREA 145 il o X ECEHE R GOAT LSRR 0k B4 st ml DA 2 B . 3K
IR 222 ST E AN B R 2 Al e AT BRTE, FRATR T E Stk . RATURIS 5
2 7 SR R B —FE

RootSceneNode

Nodel
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S BA TR EBAR AR A R RS A TR T AR — IR 2 B R RERAE
7 3D 2 8] AN[F] B 7 (K137 55 W] A L SRIBRAE — 2 1 o

3D 55/

Ogre 3D /&> 3D {H4L 5|5, FrAFATH 22— LL3A ) 3D M. 7 3D EiAbatifas
R E, XNMETHRFHIEEEX Y, 2).

A
Y
(xy.2)
y-value
x L
z-value
Z x~value

1E 3D 7% R (47 BB AT P AR T 1 FLAE = A bR R I — A = 4EARBR T R o FRAT 29
U — N AE 3D Ko J5 T AR B AAARR R o T3 A 2822 8] AN [ A 2 4 B4 7 T AT e % (14
1EJ7 A BUEEFAIA AR R, TR RN TR R £ KRS, JATE 2P
R — ELEABAVE IR TR R AT TL AR B A T8 &R

JE MU FAADR 22 44 5K FORE e TARATT 32k 5 TR WO AR ], 77 1 A e T A A ok vk e )
EEM. KIHEE X, fHRR Y S, T IRE Z . BATHEAOT AN, R
TRZIAIOREF 90 FEff. ML T, BATMATUR R — A TR R, SEH AT, K
AT AT LA S — A e T4 b

Ogre I HIEA FAA5 2R, (E R AR 2 A8 X Rl 1B 2Pl i 1 A5 5 HL X Bl ) 4722l
fem e, Y Eh(QER) e B, Z & CE4D BETHRHRSSN, XHFRA y-up convention.
I ATRABAE S . AR TRATA A SAERX LR AR R T 2 W98 Ogre. XAMMIHE
http://viz.aset.psu.edu/gho/sem_notes/3d_fundamentals/ntml/3d_coordinates.html £ &¢ 5 4F f& 7~
AN TR AL FR 22 2 TE] BN [R)RIEE 2R 1 B e e
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IR

Yy 2 B AE B A Gm AR R Bl 2 A S 2 — o TR, XA E R
B —F 75 e BATEE RIS I = B AU — /MRS AU BN TEEE 1 (H2 A 118 %
BV eIy s 2 B b i BB ) R AN s 2 SRR 145 Rt R DAAE 3D 2 ) A8 4 (1Y) bR 40
TR AR AT DL B = 5 T2 R, 2 —— 67 B AR ¥ (position) , HEFE 245 #: (rotation) A4 ik (scale)
Bk AFREII(X Y, 2), BARIRR T4 R b A B . e = DU e ek g A7
(1), VUTCEOR 3D 2 [AAE Il i I — AN B, (RFRATTRT DL e i it & A AL bl — A
VT A, R T 46 i DU N B (P e G R o A G LU i o 17, [RIREI, il e (5
T (X y, 2) BB, I H A A543 2 0 B 3 A ARl ) e A Ll

KT st BRE B — R T A R A . I RPAHME S 1 Q4 T 1A,
TE R H R A . HBAHEAEE R X iR sh AN, I i 745 i
U X AN AN AL BT A R T TR 2 AR T S T AT S R XA
R AE N I A B AR R A TS

RootSceneNcde
Position 10,0,0)

Node 1
Position (10,00}

&

Node2
Position (0,10,20)

MyEntity
Position {10,0,0}

MyEntity2
Position {10,10,20)

MyEntity [I7E37 5 A B #4544 (10, 0, 0)Ff H MyEntity2 #4767 (10, 10, 20).
SRJIGIEIRATIAE Ogre 3D ik — FIX M. ]
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FTEM i — R E GRS e HI L E

1. W T R4k JF A E MyEntity A1 MyEntity2 (5 24 &

a. MyEntity(60, 60, 60)and MyEntity2(0, 0, 0)

b. MyEntity(70, 50, 60)and MyEntity2(10, -10, 0)
c. MyEntity(60, 60, 60)and MyEntity2(10, 10, 10)

RoatSceneNode
Position {0,0,0)

Node 1
Position (20,30,40)

Node2
Position (40,30,20)

Node3

" | Position (-60,-60,-60)

MyEntity
Position (?,2,7)

22 WEYRERAME

MyEntity2
Position (?,?,?)

BUAE, Xt EL B JATH S 2k Gl an R P R R

et — REGREHHIE

1. ERIEY SRR BT — 4740 :

node->setPosition(10, 0, 0);

http://www.adintr.com
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2. 7E createScene()FR 44 Frh AN R I — 47 10AY LRI RS — A 9utk.

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

3. RIGEIES MRS R

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

4. JEH G RIS A LR

node->addChild(node2);

5. WHEH AE R LA

node2->setPosition(0, 10, 20);

6. L ALK S A4 R LT

node2->attachObject(ent2);

7. G AREFF IR R VRt & 24 Sinbad SEH T

http://www.adintr.com
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HIRIRE T1H4 ?

BATOIEE T — AR BT IR A UL 093 5c . BATESR —PAE M E A FrR s EiR
BHWRER], setPosition(x, y, z) HRECERIEEA KRB E L LB R i EX M E A
TAREE AL E . AT EE MyEntity2 7EA7E (10, 10, 20), FNBATAIN T KB MyEntity?2
] node2 4k s, FH. node2 A4 M E LA E (10, 0, 0) 1 . HAMTH FEXE node2 L
EHH(0, 10, 20). HMWNMIELEE|—#, MyEntity2 Hi7E(10, 10, 20) .

FIEi —— IR

1. BATIAEE 5045 5 nodel 7E(0, 20, 0)FF HIRATE NI T4 5 7E node2 7 HEL &
A MR KEE B2 T o W R RA AR AR 7 (10, 10, 10) K7 B E Y, B4 FRATRIZAE node2
WEEMN AN E?

a. (10, 10, 10)

b. (10, '107 10)
C. ('10’ 10) '10)

pFidE —— B—7 Sinbad

750 Sinbad 155 =459 3 H AR #EA B (10, 10, 30)Abie e

2.3 FE—AIRE R

TATC L HE AT E — DI R A B IR, AR 22 2 i 2 i — Mgt
gi It Ha LU — Ao A BB Mg, ]

LB S —— BEFE— 1 RER

AT 2AEFH 2 AT pARRS, (HJ2 424 createScene() RS 4T AHS
1. #%3E createScene() B EH 1T A AR .

2. HatlE—A> Sinbad.mesh HJSEHIIF HAR)G GBI — /MR 45 5. WERE A
MIALE2(10, 10, 0), fEfRJERIKSEARBILE S, I BN — N4 RO R4S M T4 R
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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);

0)

3. [AFEH, BUEE—ANETRISEGIRA, SRR Esa s, JFHRE R FI10, 0,

Ogre::Entity* ent2 = mSceneMgr->createEntity("MyEntity2", "Sinbad.mesh™);
Ogre::SceneNode* node2 = mSceneMgr->createSceneNode(*Node2");
node->addChild(node2);

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

4. BUEEAINCLT AT 2 iE e AR R I HL QIR S 375557 45

node2->pitch(Ogre::Radian(Ogre::Math::HALF_PI));
node2->attachObject(ent2);

PR

5. [FIFER, (HZ X IR AE ] yaw sRERE pitch 8% L4 F translate B %0 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. [FEIREFRRALE yaw() Al pitch() ek K ] roll() ek Boie s ]

Ogre::Entity* ent4 = mSceneMgr->createEntity(*"MyEntity4", "Sinbad.mesh");
Ogre::SceneNode* node4 = mSceneMgr->createSceneNode("Node4");
node->addChild(node4);

node4->setPosition(30, 0, 0);
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node4->roll(Ogre::Radian(Ogre::Math::HALF_PI));

node4->attachObject(ent4);

7. eIt HisArie e, JF AR SF RN aE ]

HIRIRAE TA147?

BAVLFEE T 4 WA SR T — 2N . 3 — IR A A%
B EACRBATZ TS 0 —FERARES, (RIS SR NS I8 Y, FRxT H 3
FEA =AW R JG KA T A4 IS, AR T P —47465: K%L pitch
(Ogre::Radian(Ogre::Math::HALF_PI)) H>k%e X flileit 45 i ShangRA 12 s pr it —+¢, 1X
MR B — NI BN E RS HOE BIRAMER n/2 , st & hei 90 .

HE ST, RAMCE setPosition(x, v, z) BEHM T translate(x, y, z) E%.
setPosition(x, y, z) il translate(x, y, z)ER%Z [H]FIAN[F setPosition() eREDUZ W E &, #
fEAF UL, translate() DA% ERIMEBEE SN E, (HA2'E AR T IE A B A . Wil —
Ny aE s AL E (10, 20, 30)H-FRATTiH A setPosition(30, 20, 10), ARANEE sSE M AE A2
(B AL E (30, 20, 10). F—J5 1, iRFRATIHH translate(30, 20, 10), &5 st & 7EAL E (40,
40, 40). XX AE/N, (HSRAE M EE, Gn S RA TR (R R 5E oAl X P A ek B AT T
AN, urA B E R B L S e R P I B, AT setPosition(x, y, 2)if
o A, HIOTEERZ—ACErE s B4 S, AT translate(x, v,
2).

[ 4%, FATTH yaw(Ogre::Degree(90.0f)) 1 pitch(Ogre::Radian(Ogre::Math::HALF_PI))
BRE. yaw() BRELER Y e s e . BATMEA Ogre::Degree() KA4L# Ogre::Radian(),
4R, pitch A1 yaw {598 75 28— NI S 4. SR, Ogre 3D #&fit 7 —ANAl D gm i 25
H B4 A FE BN R 1) Degree()35. Rk, 1P 7 ml LARE Co BT8R A5 FH — 900 BE i ff i
AN R e 45 08 T o AR A TR IS AR TS 28 11, IR (A VR IE S T e
H R BB

FANBI T =AAF G e i, Herbi)a — > eE— roll() sl XA eRdise Z

Hioe # b s s o . FOFER, AT AT BLAE A roll(Ogre::Degree(90.0f)) K 1R #
roll(Ogre::Radian(Ogre::Math::HALF_PI)). 4271 78R 1 Al LA— 3 e i fBAL A =/
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C&e I 7 A, A BN ), B RN RS X A,
HHE B AR S8 Y Bhe i 1Y), B AR 5% Z Mg it . = ANSERIA R IR T AN
e R AR . RIS 2, pitch() BAZLSE X fhiess, yaw() BRELSE Y fliliEs, roll() ML
2% 7 Whiiess . ATATLAE ] Ogre::Degree(degree) & # Ogre::Radian(radian) FH—NkH
4 BATRA AR e e AR AL

FTER i —— Ve — 1R

1 WA R IERE 45 i = R ?
a. pitch, yawn, roll
b. pitch, yaw, roll
c. pitching, vyaw, roll

spFE —— &/ Ogre::Degree

BT AT ANRIARS B, B #IF /Y) Ogre::Radian & Ogre::Degree B¢ 2 JR9R, Jig
HolG SR FEAAR

24 B ANIFRER

PATOLW K T = PSR LS B 503755 . BE, iR i 5 4 iR 1R (1
%7

LB —— PR TRER

Bk RN BT I RE R B E S BA T 46

1. #7E createScene() BREH AT RS FF4d A LN ARG B

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. [AIFERT, BN Sk

Ogre::Entity* ent2 = mSceneMgr->createEntity("MyEntity2", "Sinbad.
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3. BUAERATE — BB — MR 4 rOF HICEHR IO — 78 . R AR
TR BRI ft o

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

4. BUAE, 1E setPosition() eR¥Z)m, T 47 R4 TSR AL -

node2->scale(2.0f, 2.0f, 2.0f);

5. AU ANHT SR

Ogre::Entity* ent3 = mSceneMgr->createEntity("MyEntity3", "Sinbad.mesh™);

6. FUAEBA T I =20 RIRE I e KL, (B ENI— g I 2 AL

Ogre::SceneNode* node3 = node->createChildSceneNode(

"node3”, Ogre::\Vector3(20, 0, 0));

7. FEFHAISER B A, NI AT DA - ]

node3->scale(0.2f, 0.2f, 0.2f);

8. ZwiRAEIFIE T, A B T T
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HIRIRE T1H4 ?

BATRNE A G (375t 70258 =0 2 BA T ARl R B SRIGBRATER T
—/NEER %L, BlJ2—— node->createChildSceneNode("node2"). iXANERHUE 545 S —A4
FCR BREIE B2 8 I & OB g el v, HECS IR A R, BEER IS B
B4k . Rk, node2 # ¥ node (945 54 o

FEEVEH, BAUEH T34 S scale() % HREUEHEAX, vy, 2)kERIFH
Sh R R . A8, X,y z BIERSHE T, W05, 1.0, 2.0)FR G HEES RBIATE X
i RGN, TR Y BIRREAE, TR Z HROK—fE. MR, WU R, A iR
ANRART, & RARAFEAE A EE Jon iR . TR U ANE B0 GOl AR A 4 rlit
FRARTR. FITLAUE, 45 HUR — AN SRBE T 45 s RE Yokt R AR A B LR S HHESL.

TN, ATUEH T createChildSceneNode() Ei%t, H XA E LS. #
XA R 2 AN S N BRATTE A (x, y, 2). Ogre3D 5 H A (%,
y, z) M2 Ogre::Vector3. B T ABA7FEAH, IXANERME T LIRS E sk £, e A TmT LA
EHERTH =M E. XN mERR T 4358 Sk e d ke, 455,
createChildSceneNode() & AT T LA RS

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

e RAEy

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

FE 85 (10— BOCHES AT DA 4 B

Ogre::SceneNode* node2 = node->createChildSceneNode(

"Node2", Ogre::Vector3(20, 0, 0));

WRIRA TS Vector3 2488, Xk 15— B IS, XA RECEHIRZ A, AR
cMERR. MAEBEHALBEA KR T, X% Oge3D i W E 3T Y
http://www.ogre3d.org/docs/api/html/index.html . & T scale() e&%t, A —1> setScale() B&%L.
XA B B 18] AN A 815 setPosition() AT translate() BA%L—FE.
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FTEM i — )& — TR

1. i H A createChildSceneNode() &% A0 A [A] 77 =

2. WRIXATAH createChildSceneNode() AR RARE 2

Ogre::SceneNode* node2 = node->createChildSceneNode(

"nodel”, Ogre::Vector3(10, 20, 30));

AT AT CLH = ATACRSRARE . SR AT R OIEFEE N, 5B AT ARG A, =47

e YR node 45 5 Fo

Ogre::SceneNode* node2 = mSceneMgr->createSceneNode("Node2");
node2->translate(Ogre::Vector3(10, 20, 30));
node->addChild(node2);

ZpFiRA —— &/ createChildSceneNode() 247

{1 createChildSceneNode() MK E X HARE KA RIS, ]

2.5 FESHM M REE

FEIRER T3 BATRE 25 ST {37 55 4 TRIFK) — e PR A 4537 55 2 R S N ] B X e

DY RBAVST st BN,

LB F —— R R EIEN

XK, BT 2l R Sinbad F 5 —AMEAL,
1. #%2< createScene() BT E IS,

2. WA Z AT 75818 —> Sinbad.
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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. BIERIE— AT PARIALERZE Sinbad #23)[ ninja. (F#7E: Sinbad & K7 RIEH )

KFFEIZE, ninja2HAZE. )

Ogre::Entity* ent2 = mSceneMgr->createEntity("MyEntitysNinja", "ninja.mesh™);
Ogre::SceneNode* node2 = node->createChildSceneNode("'node2");
node2->setPosition(10, 0, 0);

node2->setScale(0.02f, 0.02f, 0.02f);

node2->attachObject(ent2);

4. P HIg T HRRT . MIR5EEE Sinbad MIBHE, IRESE B—ALEM ninja

FIFEAT A 22 T30

5. BI/EAE L B 340, 10, 0).

node->setPosition(40, 10, 0);

6. HUEITIZE X Hh s 180 JE .
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node->yaw(Ogre::Degree(180.0f));

7. GFEIBAT AR -

8. 1R¥4%E | ninja (FR7E Sinbad i) T3 H. Sinbad #Jig4% 1

RIRIRE T1H4 7

AV T — R L ERBE Sinbad F ninja. B ATTAT PLSELR KA ERATTIE ninja #7456
M Sinbad 37545 f i — A?ﬁﬁ Y Sinbad B3I, FAUEH TS5, B
PARRD A AR et 2245 ninja, BROAMWI R4S AR TRA TR E M Sinbad 174555, FHH a3k
MV RIFTUE, — A 4h AU ol S AL 45 B T A (1) 1485 e RT3 tiX — s X B B n st
MAMB R WA WU, WRBAEEQE - MEEETHRE, AT HZ R
AR BRI e 25 5o B, AT 2 — A5 T3 45 SR s 1 N AR PR e
Toim. MERNTEERS T, TRATA T BRSO S 7245 MBI R R85 m s a4,
HHWRRERD) T, BN ETHEe—ERI.
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Truck
House
1
v v v
Kitchen Living room And so on,
v A v <
Oven Rack Freezer Caouch
)f 1
4 4 ¥
Dishes Meat Milk
T Sk A5 Wom 3 s BT AR B 3 i Sk 0 al— BELAR N 2510,

FTER — KT REE

N

S 2 PRl R AR i W A% 3 ) 2

a. AN 725 m BURRES R
b. MARES w2545 5l

FFRE —— B —NREEE H9 ninja

BINE—AIRBEE S - HABENBE 2R .

2.6 R PHIARFREME

FEIX BRI, ARG 252 3755 v BOAN /) 22 1) 9 HL A ik SR 28 25 )

LB —— BHUIFE]

PATRE 2 Lh— M S AR BT B R .

http://www.adintr.com



OGRE3D 1.7 N[ 14T

1 R, FATEL—A31) createScene() pREUT4R; Fr LAZESE AT AT 2 s B i i (X
fth.

2. A5 A,

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. B ASE IR S I HAZ Rk S SE A 2820, 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. GmEIF BB T AR, BRI EEHLE B UG 2URT I ARG 2T H R ROR -
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5. #0 node3->translate(0, 0, 10) X 47Ut & 44 node3->translate(0, 0, 10,
Ogre::Node::TS_WORLD);

6. [FIFER, it Hizdr N ARE P OF B DAAT— R 5B

HIRIRAE T4 7

PAMEH] 1 translate() pRELH— BT S E. 1K K T 5t A2 10 OB A 5 o a] (Y
TR SN T AR T I o
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7E 3D La A R

MR R B 7 [0 AN [E] (R R 4B T Ogre:z:Node:: TS WORLD , #&A11551F translate() B8
B W A A T S B ()T AR — MR A5 2 18] FRATTTE 3D 375t — b s A ——tH: 523 ],
A7 A Jey 3 25 () o o) 2% TR AR AR A AR B i X o i —ANS2 7R 8 /> sl HonT EAFH BA R
PR A B -

R RSB Ko SETT RIS AR AN TR RN 1. 3 SE A 1
A, IXANSL 5 PRt 5 EEAE S 2R R T o Dy 1 SRASAE T 5 2 8] (L T AR I AR b, A3 52
L7 PR A T A 4 R R SR T T T B A TR AR o LU BN TT PRSRHR | — A DL R IkE 37
SRS s 5 R TE, AR T (10, 0, 0). ARJEAEHE R A A XA ST RN T
XHE

RootSceneNade
Position {0,0,0)

i (11,2,-1)
(9,.2,1) v

(9,2,1)

Nodel
Position {10,0,0)

(9,0,-1) (11,0,-1) 1

I (0,0,0}
{9,0,1) {11.0,1} e

PN SEIT R B AN [F) Z ASAE T TR i AR e 1 A B, B B R ) 5, XSS A 1 T TR A

AT translate() %L, A ABATE SRR 18, ST AREURS T302 H
B, BIES TP T — R A SCEE R ST e s AP A T m e i 4 ] Y
translate() &ECRIL AN T2 R[] —Fh07 30 K2 R A T s 0 B 0 19 H 3l
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TR A . H{BRATHA SIS TR0, 0, 10), JFAEMIL R EE—— HEAMR RN
TR T R IR, AR RS RASHCE . SR, U— ARG S e, XN AU
AFRIEG T o 48245 SURFE g, Q23 [ J5 S Rt 2 e %, Al 252078 translate(0,
0, 10) M= L.

JEIB AR B IF A e JF B (0, 0, 100 FoRF8ah L7 bl &g B 4ix 1 10
AL IXAERD z AR SR A R SN T 1] o 24 JR) v 2 1) B 52 2 TR F) A2 bl e % 180
FE, (0, 0, 10) BRF/RILTRIEEIMEH 10 MRS, oA Z & a1 1 b B .

TATATLE BIE B BEE AR, translate() BREGR H A CERRAS 25 [B) 2 40 B . AR
6] = 77 1) R AR . AR UL, TSR R T A A bR R o S IR T A e
AT E—NRE A G R JREALRR RES T AR, MR RS AAY
B RFTA AL S5 5. translate() BRI B B AT AR 8] 2445 SF2 308 A translate() pREL,
EFRATT AT DANE 3% S s AN 7 BE R & i i 7 1l

{ERAEHE LA BN G FRA AR ZEAE AN 5] 1 23 [B) R AR AR e T JEAE — AN A4S (] FEIX LE R 1
T, FAMEA translate() I —ANSH 5 A S%808 L7 BAEEAR R A 23 6]
EFAMHG T, FRAMEFH Ogre::Node: TS WORLD fgii RULE {H 523 6] h 2 5, Xt Ae Syt
R e, RORERATRIBEY 2 5 S8 et 180 B, XAf, X Al Z flif 77 m#ei s 7,
BRI E BB

2.7 FERE A A A

AT Z T 3L S 5 (B FHI 18] 7% 6] (1) A 45 o ILAEFRAT T 2 78 Joy B A 52 72 [) A 45t LA IX 331l
& BIANR I Hox s 1) 2 18] AN R A BEERRA R

LB R —— TSGR E ] 3 e

1. FFRIE %S createScene() PRIAL.

2. N NSHERHM, XIRBATR 2B AR B BA T EUR & EIL, Pre AT A
M ERBHLT .
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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. RN ANHIIE FLSE Y RS 45 FEIE ELTEALE WIS RS EH(0, 0, 20)

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. IEE =R, [FIRESS Y Hliess 45 BEJF BAE R #2sa 1 #%3)(0, 0, 20)

Ogre::Entity* ent3 = mSceneMgr->createEntity("MyEntity3", "Sinbad. mesh");
Ogre::SceneNode* node3 = node->createChildSceneNode("'node3");
node3->yaw(Ogre::Degree(45));

node3->translate(0, 0, 20, Ogre::Node::TS LOCAL);
node3->attachObject(ent3);

5. i FEIFIBAT ML o ARJA FR R BARH LR ] DA LT 2R A 1
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HIRIRAE T4 ?

FATCIE T — S HHALIF BRI T PSSR Y Rliehs 45 FERORRL . SRJE AT
#2300, 0, 20), —MRAIEEINISCAE ], 5 —EREAS]. RS0 R (RS Bhid A
ROREIE Z Wit ahit. EREVEAIGE Y Miest T, RIS E TR, ©
$i 2 AN BERS B I F R AR AE T i i e b iERATER — T

MIAREB AT, BN A B S ], X EREFTARR T ieded 37 5t 4h Mk
il P AL A= TR A2 2N 1 -

A AR, Fed R AE RERE L. AT S 5, A3 A At i 57
HERR AR o

AR SRR MR B I i, RN eRe, FLAR R ARSI IS Riniess , Hap T
ZhA R

T i —Ogre3D A155/H

i 7E Ogre3D A 3 >4 [A]
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S F A —— T

238 MyEntity2 (i FIA% ) ROR B AR . W e R 1 IERA A a) . 50, Blg—
AKIFRA R B 70 RXER . Xt A2 2 Ja IR I

BRI Z—— FEA IR iER

Rk, BATR A RIA R R A e fieks, s prid

1. [FIRER, FRATESLA—AFF5 10 createScene() BREUEJITaR, BT LABBRIX AN b
KA P A AR

2. IINZ R

Ogre::Entity* ent = mSceneMgr->createEntity("MyEntity", "sinbad.mesh");
Ogre::SceneNode* node = mSceneMgr->createSceneNode(*Nodel™);
mSceneMgr->getRootSceneNode()->addChild(node);
node->attachObject(ent);

3. TRINEE —AMRRIE H LA — e 75 AU E - ]

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

Ogre::SceneNode* node2 = mSceneMgr->getRootSceneNode()->

createChildSceneNode("Node2");
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node2->setPosition(10, 0, 0);
node2->yaw(Ogre::Degree(90));
node2->roll(Ogre::Degree(90));
node2->attachObject(ent2);

4. g IR 8] 2 RIS N EF =AM -

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

node3->yaw(Ogre::Degree(90), Ogre::Node::TS_WORLD);
node3->roll(Ogre::Degree(90), Ogre::Node::TS_WORLD);
node3->attachObject(ent3);

5. ZWi¥IBITREY

HIRIRAE T4 ?

GAEH A, BRATBIEBATRE M NS B AT 5 MR —— i
ge Y Rie I HARESE Z Jhliehe . Tede (e B 2 RN R i a3 s Bl 14
B MERGE Y Bl 90 B, Z MU AR AS 7o B MR T T AR RO HL Z
BT RE R REEAE, BRI ORI 54w
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2

FE— SR AR R A TR A AR R fE 5, BATERIZSE Y flligh 90 &
WA R, TE=5 R, FRATHY Z et 90 [E. ILTEBA TR B RE J5 2s g A 5t
(A J5 iAo

BIRBAMRFIRE R e, (R Ry R AT A2 8], JATAE A 2503 7RI AR &, R
AR PMARREER. ]

N I L B

TR AERE R ST 2 WIRLSE R 15 DR AN [ 225 1] 0 4 TSR AT [ ) o AR 22 1) B
AETHELG B LB, ORI A b B L AR A .

2.8 B4

WAEIX F 5 3) TR Z T Ogre3D £ BRI FHE 6 5 Z4 137 5 kst
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HAEFLUTLA:

1 Aty B R e e .

2. BURALE, J7 AN R 4a TR L AN R T30

3. AT T e AnAg He AN R AR R BATUR ] 3% IO A6 3 St B RS PE R QI R
Fip75 -

ZJa, T BEAMGE IR EINR AR5, FATRSHmT8, 5, JFHelER
ITH CHIFEREL
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B=8 ®BH., HIENEAL

Aot Gl — AN R IR HRNRBH CEMARE, BARXRS 5/
A TERE

R, TR 22> 3
* Ogre3D SHF A [FI SR AL A GIR AN AT T2 ey 4 I A

* AN IR AT N AR BB SRR
* A ARG HURIRE I ANFRA A4 75 E A EAT.

3.1 SIE—/ P

FEBATA MBI BATHI S 5 2200, FATE ST 2RI — 7T LU BTG
I, SXFERATAR] AR RIS 1 I8 — DN AR AN Z—A i, BT A S i
A UAT EOGHIME AIAR » SEIR T SRATT] LE — N I RIRE o (AR RRERA TS A
FDEIRAIRAR T

SEECHT Z— & — 1P

AT I, AT A ngk 3D A8 . BIAESRA T B 62—/
1. M createScene() BRI HIFTE LIS :

2. 1t createScene() BRECHENIN T H—ATAME K E L—AF 1 .

Ogre::Plane plane(Vector3::UNIT_Y, -10);

3. BUEGIE T IS SR A

Ogre::MeshManager::getSingleton().createPlane("plane”,
ResourceGroupManager::DEFAULT_RESOURCE_GROUP_NAME,
plane, 1500, 1500, 20, 20, true, 1, 5, 5, \Vector3::UNIT_Z);

4. QU AT SE]

Ogre::Entity* ent = mSceneMgr->createEntity("LightPlaneEntity”, "plane");
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5. KELF I EI7 5

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

6. N TR MART HERTE, BETHNSE N e LR .

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

7. FIFERFIRIEAT, RERE DR k.

TAVEAR 7 SCF RIS DME TR Y G $RIRAUR BRI e

BIRIRE T 114 7

BATRINIEN & 7 — APl E AR i me v msd. £58 Dh®RMNed 7 —4
Ogre::Plane [FSEH . X AR T — AN % ) S A0 5 S S = 101 &

—MEFRECFIEAR )R E 3D BB — MRS . — Pk R R 2
—AEE IR E. ERERKEETZ 1 I H ez N AR R D
THE NI RS TH 5
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TES =20, TAUEM T —AHMH AT 8 USSP S 7 SRBiEAS, FAMEH T Ogre
MeshManager (Ogre PIFGEFEAE). XANEH S S AR M. BT &M SN
MRS, EANE BRI AR — N IRATE O U, MR AT — R,

Ogre::MeshManager::getSingleton().createPlane("plane™,
ResourceGroupManager::DEFAULT _RESOURCE_GROUP_NAME,
plane, 1500, 1500, 20, 20, true, 1, 5, 5, Vector3::UNIT_2Z);

B 1€ SO, AT EE 2 AP I — DN AAFK . 29 RN B AR IRk, 12 3CIF )
R Z BRI A FR . B HE-DMRTER R, XMRRARGF B CH+Iama T
B —#F. =S Ho e PR R A SN A S 8o e SCHHEERIR N 56
N -EANSECE TRV R AR VB AR R R A V)R, BT 25N S,
Jots KA — T4 3D 4 [H) 3D #EA A Rom i

7 3D [ R

JEG—A™ 3D MR T B LSRR TS0 T DS AR i L VB e kAR R iR 7y =0 72
SRR h ik 3D B W W S8 = M T . JRATHI- T mT LU A = JE AT DAAL K
—ANIAIBR T KRR . BT R B XY BN PS4, AT DS 2
M= SIBRAE R A £ I B AT, BATR2F SN, A ==
B R P I . NEBIXMRCR, BATSITRPARRIET R . KR AT A —iH
PR AAL LM, XA T TT LLE R =M 1. T R BB Ia Oy
A, BATRE =MIBITIE T . % T RSN IE R iE e,

FE5E LB RAVEE VT FIRERE, JA ML — MRS HeR & JF Ogre 3D I %
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MR B (B fITE, R R EE T — A E. &A= H0EE
M TS EG ISR, BT B i B AR . SUPHARRR T TR A 51 EE A o S 4
JRE| =i, RON—iKEA & —A> 2D ki, SRS MERI— x My o B
RN A edl(x, y). SCRAARRMEIEHEHIRLITEEDIA 0 £ 1. (0, 0)R7mgrE
M b, L D RRNATH. AREENIMES KT 1, RRRSE ] DR i E R
AORBATEE . XM ERA TR AR T RIGETTRITRR. (2, 2) ] RER R SUHRAS 4 il 5
HWIR. B+ —DSHE U Ogre 3D FA TSP A% . HNADMSHCE X
T AT EZ DA G R BV AT 1A BRSO 5, XS H AR R
AT o Ba—MNSHOE TS up 5 Ao XA SR B AU ARFR AL B FRAT T
Ui Z R up AT -1

(0,0) (1,0)

(0,1) (1,1)

TESEVUE, ARG T —ARIZE MeshManage (4% B B 4 ) 61 @2 1 ~F T (1 se . ZEi
Bl B/ ZAE AR QU R th A28 T 0 A A K. AR5 T sh 3R SR RS 1A 23

=K
Ao

FEEE NG, FATBE T SARSEHI — AN BT . BANSRH A — MR 4 e
RAMBER T BAMEH S S P A ROERCR 5M R AR - AEBRA TR E XA
FRUF I T IS AT, ERRpE g b RO ZE R 6 IR, (HEH
OARTEH RS . BAVEH T —ACEAE media SUFI T & L. XM T
A RSP T RIS N T A Sk BB

3.2 BIM—A IR

BEBA S tE 17— af HERA 5 E WG 101, A7 22—
IREE TR

LB R —— T R

PAPE 20— SOOI BB AR 5, AR e W E IR BA 135 5 I 2L
B

1. fEBCE 58 P I IM B Z 5 ds i AR ARG -
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Ogre::SceneNode* node = mSceneMgr->createSceneNode("Nodel");

mSceneMgr->getRootSceneNode()->addChild(node);

2. G408 Lightl FOGIR I B %5 JF Ogre3D X2 — 4> kOt

Ogre::Light* lightl = mSceneMgr->createLight("Light1™);
light1->setType(Ogre::Light::LT_POINT);

3. BELIRIIBIE AN E -

light1->setPosition(0, 20, 0);
light1->setDiffuseColour(1.0f, 1.0f, 1.0f);

4. QAR HRE /RO ALE, XAERAT AT LR ZDIRIIALE 1.

Ogre::Entity* LightEnt = mSceneMgr->createEntity("MyEntity"”, "sphere.mesh");
Ogre::SceneNode* node3 = node->createChildSceneNode("node3");
node3->setScale(0.1f, 0.1f, 0.1f);

node3->setPosition(0, 20, 0);

node3->attachObject(LightEnt);

5. IFIZATIESF, TRMEE B KSR 28— AR, JF HaB 2IE
i B A AR EER.
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HIRIRAE T 114 7

PAVEG Z I T — A OGO A 17— A A ERARSRAR ] G o B 72 565
B, BATEIE TR RO INE BRI SRS, . FAQIEI R4S 2R
FATER 5 RBR A R A % 36— DB R A SIS R A AR AR SR b SR =%
EREROIE T O RIS AR, BRI A T SR T,
RBATALICEAFR, SR)5 Ogre 3D 22X AFAVER—1.

TAMEA Lightl 1E IR AFR. B )5, FA1EUF Ogre 3D FRATAEEANE—AN 51
R FATTAT LAANEE =PRI EIE, BIA——SO6UR, BB TR e . X A6 2
TR0 — 2T A1 SRR IR . — A SO D)2 — AN ST
1o ER IR 2 A AT DU B — DIl . R =00, RAVEEA 1 WA 2 i
HRE 7TORRMA EMEE . BACIRMBEZH—N, g, bR RIERK . Frf =1
ZHWEEERZ M 0.0 2| 1.0 M HENSEERE T B4 B0 R & 0 i A B 3R
Fisem, rRAt, gRFESE, 0 RFHEEA. (1.0, 1.0, 1.00 £HE, (1.0, 0.0, 0.0)
RN, HARSESE 2R . FRATA K% setDiffuseColour(r, g, b)HHI=ANSHIEE
SR SRR BERI(r, g, b) =S4 VAR BRI T —A B ARk, XFER
15T A BDGIRAE S AL E T .

S FE —— BB = RIW

TE(20, 20, 20)HIH7EININEE AN S 2 5 6 R . FEAERIEID A3 — BRI DL
TNEOCIRIIA B . PA NSt RCR K ]
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3.3 HmIN—ANRMLT

FTAIEAAE 7 — A mOGUET B TR 2 Q8 — A B ——28 —Fh3RAT 7T A
eSS

LB Z] —— 1B —1FIAT

A TR 2 AT 20T 25 4 ARSI B 20— T, SR WE A EOEAT 2 an
TAEH:

1. MIERFATEVE IR AR I Hm A UL AR LLEEE — B i3 548 fl. FERASZMIER
FAME LA Ligthent FARSEL  2RJEAINEL F AR .

Ogre::SceneNode* node2 = node->createChildSceneNode("'node2");

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

2. [AFERY, BUE—ASEIR, (BRI B E KISy spotlight

Ogre::Light* light = mSceneMgr->createLight("Light1");

light->setType(Ogre::Light::LT_SPOTLIGHT);

3. BUEWRE B H, BATR MG HE AT 8

light->setDirection(Ogre::Vector3(1, -1, 0));
light->setSpotlightinnerAngle(Ogre::Degree(5.0f));
light->setSpotlightOuterAngle(Ogre::Degree(45.01));
light->setSpotlightFalloff(0.0f);

4. WEICIRNPUE, SRIEIRIDCIR BRGNS A

light->setDiffuseColour(Ogre::ColourValue(0.0f, 1.0f, 0.0f));
node2->attachObject(light);

5. kBT . ERHSA LT RCR:
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HIRIRAE T4 ?

FATLFBLEIEE ROCIRFIRE BT A T — N EOehT - AR R BA TR TP —2
SH DT, BAEIE TEME 2 MBI SE R . £58 =00, BRATIER —#Ha)
g AR, HERMMEM TARMEERAYE ——XREMNEMH T

Ogre::Light:LT_SPOTLIGHT —— RIREL—NRIGIT . B2 =B RABIIND, FHATAE
HITWE T AFEMSEL
FOHAT

ROGAT IR T i AR . EATE SOCIR AL E AT R — D7 Rl BB 6T
17 e BATTENEE TROGAT 58 R B3 — 1 3. SLERRTT 1A 1) SR8 L T SO 4R A 35T
K BA TR E B S BN RICKT (K13 A FERI A A o SROGKT 1R P 358 43 P e B 11 Y
RS X3, T A1 A4 A R A8 AT DGR RE BRI Sk o SRR D TR T 1
IR . — DN EIER T R AR A WOGER - FIAOGER 7, e AMGER A OGIT B b ol
PRIV ERE 58 FATTHIRE SLHT A ISR PE T IR RS K A A8 A S MR VS BT 22 K. AL
FTMELZG, FATE T —4 TE(falloff) XA TRESHHE T 24 REHNE HEAOLRE
Pk o WIS A R A B R BE SO, T RRCR AU 2. . IR —> iR A 41, 1
EARFASPICIT P 2.
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QOuter angle

=

-

QOuter angle

HATBE TREN 0. B b, BATNAZAE T LA S 5ESR e, (HR2KPRECRA
RAEARK BB AN AL o 18 IR RCR ) SR R BATTIE 28 B2 i ) = f TR i ik
FOGKOFRN TR Ba0g— AT, A5 JF Ogre 3D L 20%20 FIY) A 2R R A
ST o R OR R T AN T A AR A 70 3, X RO G Z AN RER R T 55, R AE DXk
WRARD R R REE M TR NGO IR . Bk, N 73R — A A AE R CR
FATAGAE I T UL He LT BERATIE U0 A 20 2 200, A2 1 614 WS £ D)
Frig et JE gan

Ogre::MeshManager::getSingleton().createPlane("plane™,
ResourceGroupManager::DEFAULT_RESOURCE_GROUP_NAME,
plane, 1500, 1500, 200, 200, true, 1, 5, 5, Vector3::UNIT_Z);

BUE M BATE R ST, BATR 2 NBATROCITE 2 — A TE R R
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RAFUERARTESRM . R, FATRTASG I m U 2, thn] DS eiliioe
—REEEERENTESR. AR BCIREAR R HF R AP A B E A ACR, (H2'E
ATTEIAR 24 52 2% I ELA % 2 IR 15 52 2% o (B BT S 2R DGR BOR , HIEACH R HUR AR R,
B A U B IR LR R

EEVH, BATER T /E Ogre3D HHHR AN 7 —F 7. fEdbZ /i, BAULTH=
AME(r, g, b), SREBEBRADCIEREN G XBEAEH T Ogre::ColourValue (r, g, b) ,
Wil IR 7 A —FE, (HRX R 7 2N DL— A A B U E S — R, NS 2
= B T Y iE

FIE i, —— PRI ER

LRI FE mOGIR AN ROEAT Z [ AN A o

FFE —— BEEHLEE

QI 55— DN EROCITCLEA R —ANFOUIT, @45 — A EOT UL BreLk, Bl
TR EICIR, ATUME A RO HE— 0 o AR T A SIS M ALt B X I
PRGN DR A
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3.4 FFHJEIR

e 7RI M. DEBAHE S ARG — MOt —— Jrrdt
Vo T7 iR — P BRI G YT HAX A OE R A 7 AN, (H2 J1A B R GAT A
JEIR M AR R . & AT PO R R FD G T EAT S, BSR4 Tr i
SFRERA, XA T5 AR AR RO 15 1A

SLEHTZ] —— CIE— 1 TR

1. B 7 5P, MIBRETE K createScene() i+ IHAMS . 1

2. G —AEHEIF HAREDCIRRI R AU TT DG

Ogre::Light* light = mSceneMgr->createLight("Light1");
light->setType(Ogre::Light::LT_DIRECTIONAL);

3. WEGIE A G I HBCE IR IT oA T 5.

light->setDiffuseColour(Ogre::ColourValue(1.0f, 1.0f, 1.0f));
light->setDirection(Ogre::Vector3(1, -1, 0));

4. GMiFIBITREY .

http://www.adintr.com 52



OGRE3D 1.7 A[T4&F

HIRIRAE T4 ?

WAVBIEE T — I DGR B setDirection(1, -1, 0) WEERIGHTTHZL T,
FE R 15, FRATENEE R LT MR I F HoF il R — N Bl DGR B RO AT i i
oo RXH, FAMER T — AN FeE, XUUSEBATF IS 1. IRWRTm g, J5 FoeiR
TRANIYAE AN BH, R BH A H O R B AR, AT A BRFR T o BT A4 K BH &
JEHIEHE, BRI ATE A AT T DG UR R REE .

FIER i —— P REFIIERER

5112 Ogre 3D A ¥ =AML IR I HA W2 18] (1 AN A

EIHIR TG

FATELAMOCIR B AT Ferb, (BRI T — LK P5 . /£ T hEA TR < &
R T A4

LB R —— eI BB T 114

A P 2 AR AR RS AR 37 S it 1A A R

1. AEAIECESE R, AN LEE—4 Sinbad.mesh (525G —4>35 s A
RIPAET .
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Ogre::Entity* Sinbad = mSceneMgr->createEntity(*'Sinbad", "Sinbad.mesh");
Ogre::SceneNode* SinbadNode = node->createChildSceneNode("'SinbadNode");

2. WRIEHE =15/ RBLE Sinabad MI4LLS], IFHEEME LB —r. &, &
B . FRER, Smesins, ZREEHTDgaEs 1.

SinbadNode->setScale(3.0f, 3.0f, 3.0f);
SinbadNode->setPosition(Ogre::Vector3(0.0f, 4.0f, 0.0f));
SinbadNode->attachObject(Sinbad);

BIRIRE T 114 7

FAMEG F il ¥ —A Sinbad #I52]. FATHIIA FARE Kw ), HERAEE
Sinbad I ABU MF T, XA AIIATISERR 1 T PRI R 23T 5%

3.5 BIMBAR

—MNEA AR 3D s AR IR SRR 3D k5. Bk, ERATAIEA]

LB R —— WY

il FH 2 A s I g A
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1. 7£ createScene() eR&HIAF AL Z JEAIMEL N —47

mSceneMgr->setShadowTechnique(Ogre:: SHADOWTYPE_STENCIL_ADDITIVE);

2. GIFBATRESY

RIRIRAE T 114 7

T RIA I —AT7400, AT AR 21103752 . Ogre 3D AFA MM T 7EF T
TAE. Ogre 3D ZHEAFIMFE AR, A T additive stencil shadows. Stencil = /&
efh, UIERY R, AR SRS T

Additive SR 7 5L EITH AL A HE Qe — R AN IR BRI S A i A HTE
o EPEARAE TIRGFRRCR, 2t 7 B ARN . BONERIN—AN6lkE G i
N AT REERNGH T SRR A2 0 TAR SRR AT 4, B S — MR E A%
IS FIRZ R TIRRAL 55, mH, HEREAREPESA I B e TR E R
Fo WIHRARX XA L BRBOGER . /RA] AT NVIDIA A% GPU B)E A R AHEL
ShaderX 5 M+ & IS & i 54k Siggraph G5O EIE BG4S 1) 4N L) 114>
W% Chttp://www.siggraph.org/)-.
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3.6 BIEFTEBIL

HANE, A1LE LM ExampleApplication 2+ 1 IFRAGHL . IAELEFRATH )8
— MG SRENL, A S AT AL BRI IR T — 8 5. R e
I 18] A — NS S RGN, AR RO BA A — Nt Gk, SR BAT Eonds. HE
FE3 5 A T REAE A B SR S N SRR ML B S A BB G o

e Z] —— G181 BRI

XIRFATAME L createScene() tfi%; Pt AR Sinbad F S5 F1BH R

1. 7£ ExampleApplication 17— 44 Jy createCamera() i) % b £

void createCamera() {

}

2. BIE—/NEHFR N MyCameral G0 B 4 Bi s 3 i 2 mCamera:

mCamera = mSceneMgr->createCamera("MyCameral");

3. BEBBHAIAL E IR A A

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

mCamera->setNearClipDistance(5);

4. PUESASE A B LR ]

mCamera->setPolygonMode(Ogre::PM_WIREFRAME);

5. IFIBITRESF
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HIRIRAE T4 ?

BATER, T V0 &R EHLA createCamera() B E E 8 ML B ECIEZ )G,
BATRE eI E I B AEH lookat() sk £ LA B FAGHL BT S5 1 5 . AT~ —
S B BRI

— AN REHLA AT LUE R0 3D H5t. RN 58 BT Y 7 R 9 5 51 1) CPU AT GPU
B JlEGIXFIIENL, (EEYZ AT, s B4R (SceneManager ) =48 K 73 (13 5 W3
SR EETH L. HERGHL AT WA sE R R X — DRk . WA i sy ot
AR RO R A 2 E G IXBEONRAGHL IR . AR T e . U 78
HEITMEAEANTRN R RERREINE R . B 2EEWE
http://www.lighthouse3d.com/opengl/viewfrustum/ 1%

Camera

Nedar|Clipping Plane

Far Clipping Plane
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IR 5 FRA T 3 vE A O LR AR K

TEH %, createCamera() wRELZ I, TAGHLIIEIGAL B2 BAF LR by — &, Bkl
i) J5 s, i setPosition(0, 100, 200), & BIRAIFIFAGHLEE @M E. T E &
N T BRI

FFid —— MEEHF

ol B REHLEIAF AL EAE SR BRI BR3 H, EE BBV A B R AN
B AR — TG R R BT R X A O 2 A4 . T BT RERATE BIRIRK
R, FATATLAE B Sinbad HISKERH A ER(FRE: B ER) Sinbad fIRE SKA_N). IEHEE
BRI E 2 50 AT LA AR IR RCR o

3.7 flg—AM g
S S 2 A T — AR T T AR A T 2 B e E SR 40

F — M RIRIE S 2D K. JATR HEE BRI IR F o ZRRA AT —PNRE
17 HAn R R BOA B e XA Xk, A BATR 2F WKt

LB Z —— T 1307 AN

A TE 2 8 H 2 T RAD I BLAE MBI — AN K vk
1. MIBRTE createCamera() w&%+ i 1) setShadowTechnique() #%i.

2. Bl createViewports() Jiik:

http://www.adintr.com 58



OGRE3D 1.7 N[ 14T

void createViewports() {

}

3. Gl

Ogre::Viewport* vp = mWindow->addViewport(mCamera);

4. BETSPOMIRLLL.

vp->setBackgroundColour(ColourValue(0.0f, 0.0f, 1.0f));

mCamera->setAspectRatio(Real(vp->getActualWidth()) / Real(vp->getActualHeight()));

5. HIFBITREF .

HIRIRAE T4 ?

TATEIE M . BIEIET, AT EA LS — MEGHEN RS 5. MO
AJYE Qe MNEAEHLIET , BT AEAE S0, Ogre 3D 5 & #t R e 852 — MR HE NS
28R, BRAGHLATE S Al getter Ml setter ALK M. BABEEMSL LY =
MBEA NG, JREIRR: 25 =20, IO B st hiEf. FFEESE =0,
a“idl]ﬁET?}M%l:[:——?}M%l:t?” BT S E R EEE R SR . BeEARN: AR =

M9 [ e E

FFRE —— EHT AL

http://www.adintr.com 59



OGRE3D 1.7 A[T4&F

ZIE AR R ER B A FRCR . FRER, Sl R eIfaEm =R,
I AR A L B E N 1/5 BRI

3.8 B4

FEIX — 5, FATARIOCIA B 2 AT 5, Q& TALEIFH T #8 T T AL A .

HAORYL, FATidig:
* AT A GIEAMA T AT E 07 5 AW
* AN INBARE BIBAT I 5
* GUERATE SRR, PUHEARAIRL

FEN 5, BATR 2 WA B - (BB AT ARSI o FA TR =2 2 A 4 2 itk
I T T E .
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SBIUE KEH P BN

124 ik, BATER B IR0t HAE s A R ik . fEIX— =, AR
AR FPILAR o

e, FATR %
* AR A 2 W

NP AR TN
* SEE IS G IRAT A CRIRB AL S

4.1 HZ AR

FER IR IR 0T, BATE Fe MBI — ARSI AR 5. SRR AT a)d—
R,

SLEHT R —— BHE— TR

PRAT A5l FH AT 2 i = A IS TROAS [R) R B 3 S (P AR
1. MIB% createScene() #1 createCamera() BRI A ACAY .
2. MM createViewports() Bfi%k.

3. IRIN— TR AR R R K. XA RARER MRS AR

private:

Ogre::SceneNode* _SinbadNode;

4. fiH createScene() BRELBIEE— AP HFFAINE Bl s -

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

5. RJEIRIN—AGIEE 5

Ogre::Light* light = mSceneMgr->createLight("Light1");
light->setType(Ogre::Light::L.T _DIRECTIONAL);
light->setDirection(Ogre::Vector3(1, -1, 0));

6. FATLFE A Sinbad HISLHY, BIEE—NEERIFRIBSEH] .

Ogre::SceneNode* node = mSceneMgr->createSceneNode(*Nodel™);
mSceneMgr->getRootSceneNode()->addChild(node);

Ogre::Entity* Sinbad = mSceneMgr->createEntity("Sinbad", "Sinbad.mesh");
_SinbadNode = node->createChildSceneNode(*'SinbadNode");
_SinbadNode->setScale(3.0f, 3.0f, 3.0f);
_SinbadNode->setPosition(Ogre::Vector3(0.0f, 4.0f, 0.0f));
_SinbadNode->attachObject(Sinbad);

7. BATRAELES SR IR B AT I EA

mSceneMgr->setShadowTechnique(SHADOWTYPE_STENCIL_ADDITIVE);

8. G — MG EEAEWO, 100, 200) FFEE LA (0, 0, 0); icfEE AR
#| createCamera() A%,

mCamera = mSceneMgr->createCamera("MyCameral™);
mCamera->setPosition(0, 100, 200);
mCamera->lookAt(0, 0, 0);

mCamera->setNearClipDistance(5);

9. JiIFEEAT, IR SF BT E A R RCR
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HIRIRAE T4 ?

HAVE A AT &=
(e

LRIV T M5t JATRI AT RER AL TAT 4 IRk
A s, FATHR Z [k

il
RSk A B T Y LR A AT AR A 1k

4.2 MBS FTZH

el s BRI Es it st

LB S —— IS E| LR

HErAl, ATRAE A2, HIZ, ExampleApplication. X xFA17E% H—/1 k.

1. @) & — ¥ 2k, fr % N Example25FramelListener , 3 1# & A H 4k /K
Ogre::FrameListener

class Example25FrameListener : public Ogre::FrameListener

{3
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2. IIN—FAA I A AR &, —> Ogre::SceneNode [IF5%F, FF'E 4 A_node

private:

Ogre::SceneNode* _node;

3. i c—A Ogre::SceneNode $8% NS E A H #IE RS, XA RENRE EAE
45 R AR & node fREL .

public:
Example25FrameListener(Ogre::SceneNode* node)
{
_node = node;
¥

4. IRIN—/Nr i) frameStarted(FrameEvent& evt) %%, 7ERR%H (0, 0, 0.1)78 4k A
A7 node, SRJEIR[A true:

bool frameStarted(const Ogre::FrameEvent &evt)

{
_node->translate(Ogre::\ector3(0.1, 0, 0));

return true;

5. ¥shn— FrameListener $541 A& A & .

Ogre::FrameListener* FrameListener;

6. WRIN— Y1454k FrameListener 5y NULL #4938 B8 B — AN 2458 15 45 o7 I 1
FrameListener {4744 b8 %L

Example25()

{
FrameListener = NULL;

}
~Example25()

{
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if(FrameL.istener)

{

delete FrameL.istener;

7. B{E, f£ ExampleApplication 2 @il E—/> 444 createFrameListener R4, 7EIX
AN esFd, B8 —> FrameListener ff)SZ4 3578 112 2 mRoot:

void createFrameL.istener()

{

FrameL.istener = new Example25FrameL.istener(_SinbadNode);

mRoot->addFrameL.istener(FrameListener);

8. HiIFBATRET . RN BIANZ ATAHIA I3 5. (ES2IXIK, Sinbad IS8 [F) 40 F2 5)
T I HARARERE B FAZ LB Escape 5% FHIRE /Y (AT LASE A 1l 6 B 1 ) X #2280 5C P
Ho RIS GRS, VR UER] CTRLAC RETHFET -

HIRIRAE TA14 7

BATAIN T — AT CARE Bh3RA 137 345 R AR BATHAES
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Wi

TAE GBS 1) —SHTE S 2 Wl r o B G, Wil 2 36 T — A M s
BATAT LA I — NS s . ARAT U Ogre::Root f) addFrameListener() /i, @id 4k &
H Ogre::FrameListener 4% 1, #I0—/XF R BNFATH Ogre3D M R o 0t G I,
TERf 2 P FE R AR AR SR8 R . XA, FATES T frameStarted() /7
%

fEMT (i, BERE SR EG) PEYZ AT, Ogre::Root i [ B # A i
Framelistener £ FHJL frameStarted() /732, FATEE UL F ek e X, AT X Rlifgi
0.1 A7 R R AR E . IXNGE B Framelistener [ BREIME N . (R, 754K
s Ger i, 25 RURAR ¥ — AL B AR, RN 1. RN TERR s AT IN B B,
BATVR BRG] Escape FHE . IX 2K ix B8 B Framelistener SKREEVERT, 1
1X/~ FrameListener »& ExampleApplication HEZE H 77 ). ExampleApplication »& SDK H 5
IAETRAMRE HEA T FrameListener, f#HRATH S R SEHLERE . XA THEA R
FH B A7 1) Framelistener, {HJ21X 334 PR 2 B3 SCHUAMAT TR 0 GEE 7 Bt DA FAE G
L, FRATATREATI IR U FH LSS 0 1l L B EOR RS BRIABIAT e FEZB YD, AT RR H0R [B]
true. W1 [A] false, Ogre 3D K2 ik false iR B GG IbRE, M5 bLARS, FERFEL
SER . BATESE RS “ 4% Escape ##IB 7 HIEREL.

JTHEIE —— FrameListener #9172

1. Framelistener & 1 =0E 2
a. Decorator [#:ffi# ]
b. Bridge [#r]
c. Observer [t ]

4.3 B MR A E T EMEIEshvE T E KZ3)

AR AT FEL 3757 v ROARSEAR mT RE A B0 ) e bR e A8 R I I AT E o 36 RS R FE A%
SRR R, AERATES T, FERRUGEGE —NFTC AT, JATHY Z FhiEmiRe sz 0.1
ANEAL —ANHTET N R RE LLERED 100 MU R GY, R AR SRR EE ) 10 S
A AN H EUAN B, AT RERE 30 MikERD, AR 28220 3 AL, XAREL
U R AR =702 o 18, IATBZREPAEAR BT SR HUANTERE N ORFF— 2 XFEAh
AL R RE IS 4T . IX AT AR Ogre T 541K 58 o

SEERTZ] —— ZETH 55

ATRE 2 A 2 AT AACRS IR e — AT A
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1. R A AR S i BT A

_node->translate(Ogre::Vector3(10, 0, 0) * evt.timeSinceLastFrame);

2. WFIBATREY . IRATRE A BIMFRNI S, RO UAFKEEZ ).

FIRIRE T1H4 7

FATT S Tt (1) 38 B A X A 2 T () AR = AT 0 — AN B ) 3feds 1 Sk T ik
(BB IEWTRT I B e, JETWinisshf —eeh s o J TR s s oA A, FAFRA]
T EAEFTA I E G Ik B [F R s sh AR B AR 2 s g B Em itk 5 —2, &
I Ogre 3D H1—A~ FrameEvent {53450 FH ) frameStartea() %L, XA~ FrameEvent
FALE T AR R P A — iU 78 e BIELAE (R TR

(Ogre: :Vector3(10, 6, ©) * evt.timeSincelLastFrame);

AT AL A XA A AR R AR BB WIRE B (1 K/ AT UEH — > =4Em =3k L H
B RIAE AP ECR T AR SL, FRAMEH T & (10, 0, 0). XEMAIRA
MR GH X #Wsh 10 i, thinid, FRAOTEREY 10 i 2R 5% 46—,
evt.timeSincelLastframe % 4z & 0.1f . fE &M, FATH M & (10, 0, 0)f L
evt.timeSinceLastFrame, I A%ER 4R, 0, 0).X 452N T4 S E
— i,

BIEi —— FETH EIRIE T PiEs2 A

PR E C A5 IR 3 WU T (Rl S AN A o

FFRE — FWE=REY

VRN = MRS ST b Sinbad AR R 7 112
4.4 NN SZFE

BAIAE OB &R ANMIRTI 5, BRIATEZERR T LU JEk—FER H . Fk, 3R
TG ISR, 924 Escape 8% FROR %, FRATAT LGB HAERE. HATNIE, BATH
ffH T Ogre 3D; HIfE, FATES{EH OIS (Object Oriented Input System|[T Xt % )%
AN#4t]), OIS & Ogre 3D SDK Hif i1, K AE#; ExampleFrameListener Frffif, {HZ&fE
Hoh 7 e 2 M Ogre 3D H5g 4 har Hi k.

LEHZ] —— WA
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[FIREFKT,  SATIAE 2 A A AR I 6 2 (R AR AR AR N\ S F -

1. JATHZAIN—ANB 253 Listener HIR)iE A3

Example27FrameListener(Ogre::SceneNode* node, RenderWindow* win)

2. UM PR, AT E SR S ) -

Ogre::FrameL.istener* FrameL.istener = new Example27FrameL.istener(_

SinbadNode, mWindow);

3. fEXZ G, FATTHRERMACSE) listener HIMIERE. BE, TATHZEM MR

il

size_t windowHnd = 0;

std::stringstream windowHndStr;

4, BI7EIE R Ogre 3D FREUE YL & HA)HA

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

5. ¥ handle y—" string:

windowHndStr << windowHnd;

6. B> OIS ZHCRIF AN & H A

(FHE: X3P 5 H £ AR E Paramlist , 1 ParamList #& OISPrereqs.h
std: :multimap<std::string, std::string>ffI%l4&, 1 multimap =% STL KRS, )

OIS::ParamList pl;

plinsert(std::make_pair(std::string("WINDOW"), windowHndStr.str()));

7. S ERAIE RN RS

_man = OIS::InputManager::createlnputSystem( pl );

8. AR EIE > keyboard, IXAFFATH AT LA M T -
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_key = static_cast<OIS::Keyboard*>(

_man->createlnputObject(OIS::0ISKeyboard, false));

9. FANGIEMIXS G, WAHESRE B AIN— DT B AR WU T 8, TR 2k
AT OIS X R

~Example27FrameL.istener()

{
_man->destroylnputObject(_key);
OIS::InputManager::destroylnputSystem(_man);
}

10. 7ERAEWAIE 2 5, SN T I ARS 2] frameStarted() &%+ 1) node A& 42
J&i, return ZRi:

_key->capture();
if(_key->isKeyDown(OIS::KC_ESCAPE))
{

return false;

11, A P A S GA D R A A2 B B W 2

OIS::InputManager* _man;

OIS::Keyboard* _key;

12, ZwFIBATRES . IRBUAERLZ AT LU BIREFr v] LUE IS 1% Escape SR H) .

HIRIRAE T4 ?

FATQNE T — DA RGN LRI - B RO BAT /5 228 1
M EIIR B N R 58, AT W SR i R B, IR Bl T AR 32 A3 i R ) — A
ERE O RREt. RORAESE DM T JATIRE NEUE 2 745 B Bt 5 7RI 54+
#3) OIS S HER . W ZHm &, FA AT LAEIEEHA oA 2 G 491

& O

http://www.adintr.com 69



OGRE3D 1.7 N[ 14T

— AN AR — R A B XU AR R G B D
A H O ARG T EX NN, BOYBAE, ARG RERBG A S
. Ogre 3D NEAIENE T — D& H. FrEly 7S E H AR, A7 25K Ogre 3D
(N T FEAN T

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

TEGLHE A 2R ETE, Ogre 3D SEHL 7 —/NiEH] getter %, Ogre3D thifZ1&
WAL, ROAEES T S H#E B ORI T DA AR 8T, iy DUE I e B0 5 1 & ME— 52
B AUSH, WINDOW & & 11 AR IR AR . BATT 7 ZEAZ 1AL — MR EERAE I A AR R
FERREPIX MR 2B S - RN AN Z )G, BAMEH stringstream KFEHE N —
A~ string 267, R ONIX & OIS Fr i ). OIS A [FIRE I fr) A [ BE RO AR O T2 FEEEE
I, A4 OIS — MUAHKIZ R, KARHR BH— MR R E M — D 77 e R ALK

FEEE N, AR TIXANSHERIFININ A5 8 2R M A . 7255 LD XA S8
REE TIARSG . Wiz ARG, BATRT RS UP el AT a5 1 . XA
BaMTERNRG——H L TR ? X DRSSP e (R AR D
ZIRIR R ). BRHRAERATE G AT, FAVE capture() s ECRIRBUREL IBRIRES -
BLERAN XA BRI BATREA S BB R HOIRES , JEUL R BA MR Gz 3 A RIS S 1.
RS )G, BT WEE R TIEL T Escape #. % FHmHx, A1 T2
JUEELR PR . XA JAT L AUR ] false it Ogre 3D HUEFA KA. S,
W PR ERE P RIS AT, BATATLLIRA] true SRAERE P45 88 1T

FTER i —— FRE 9158

I

M2 2 B I ARIE A E R AT R P AR E R SR A Y 2

B,

45 BRI INBIE

BUEBAT A e JIRBUT P BN, BUAELEIRAT T A B oR% ] Sinbad FET- T - 1Y

B,

L Z —— # Y Sinbad

ATV T ARG B AR SRS 2 3A 75 A7, IR BT ) — . JRAT TR 28
LA TFAES, {6 H WASD k4] Sinbad.

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

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

translate += Ogre::\ector3(-10, 0, 0);
}
if(_key->isKeyDown(OIS::KC_D))

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

4. BT )RR AR, JFIC A 2 T 18] A iz sl i 2 T Wi iz 80 -

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

5. HIFEEATIEY, SRS /REL AT LA WASD $k {7 Sinbad 7.
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HIRIRAE T4 ?

FAMEH] WASD S s e AR szl . BATE W ETA RIS G0 77
BN R . AT JE T ] 77 SO X A A R A, ]

FFRE —— RHRESTIIBELF

T SR BT A KRR (B Bl P I, BAT A A BRI AN A . B
G TR — AN ER RN B E T A, R A float 1f i LA 1 I L [ 13k
ClA I . i — I AR R AR

4.6 BIN—ATEBEHL

FATE L nT LA Escape Jf HAATAT LLR2 5] Sinbad 1« ILAEA BIFATHIBRARNL TAE 1.

LB Z] —— ULBNTHIREIL A LA

HATCLANE T HRAEHL . DERN TR AL EMBA T AL k.

L ¥Rl ft g R 8, i ERRZ —> camera fR%:
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Example30FrameListener(Ogre::SceneNode* node,

RenderWindow* win, Ogre::Camera* cam)

2. [FIREEIN— B AR i A7 camera f54T: ]

Ogre::Camera* _Cam;

3. RIS EEI L 51 A

_Cam = cam;

4. BN PRI IN camera fR%:

Ogre::FrameListener* FrameListener = new Example30FrameListener(_

SinbadNode, mWindow, mCamera);

5. BT BT BARHIAA AR SRR L. i LLGIE —ANHr ) 1 2 AR BoR A I B -

OIS::Mouse* _mouse;

6. fEMIIG A, FEREIRIE R AR

_mouse = static_cast<OIS::Mouse*>(_man->createlnputObject( OIS::OISMouse, false));

7. B CAA BARHPRE T, BATERZERBARAPIRE . SRR AR R

IR A7 A

_mouse->capture();

8. M T A e dh m AR .

_node->translate(translate*evt.timeSinceLastFrame * _movementspeed);

9. ft frameStarted() o £ AL B SE HATIRZS S5 VIR T T 4 CAS R AL B BRARIRAS -

float rotX = _mouse->getMouseState().X.rel * evt.timeSinceLastFrame* -1;

float rotY = _mouse->getMouseState().Y.rel * evt.timeSincelLastFrame * -1;
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10. FWLAE N FH e i A AR 4 B EEAZ AL

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

_Cam->moveRelative(translate*evt.timeSinceLastFrame * _movementspeed);

11, BATENE 7 ADRARS R, FrUASRATTEWTE T BT B B b B

_man->destroylnputObject(_mouse);

12 Gt iefy. IR aBZi—HRE R T, ]

HIRIRAE TA14 7

FAVEE A QR BEHLE I PGS SR . 9 T HEHIBHENL, A7 2% e 2wl
Wr o FRATIAESE — RIS 80 B R3E R P S 13X — s FRATIO R A BB oA I RAT)
MG T LSS — BAINEACE A RARE D, ZACRER P hEm T, MEA1e)
EER AT TR RSB0, FATMA TR B 1 capture() BRECKR EHTRA T

RERE
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A8 isKeyDown() BRECR BB BADIRA . XK IRAMEH getMouseState()
HOR 5E AW BRARIR S A . XA R EUR 8] — AN BRARIRZS1E N MouseState 211561, &
A8 T ¥ T 5 BN _ERFEBURFRRAS T8 R A2 G 5 sh DRSS B o

PAVEERBHIE BARNTH EFGHL TR ZReFE MR/ SR sl R AR T P, B X
ALY fho PIANEIRIRZ BN A BARIRES R ITAE T . JA TR 5 AT LA 2 A 5L
SR . PRUONERATIR XS BFR R Sl M AR SR AR E AR, JATTE FIANME . T 280 (il 62
BT SR AE B L AOME 2o 2 BUbR 2 ST TR P PR D7) DS R i AR R T 2E 10 X
G, BATA T EREENEE, P A o AHXHE Rl Y AR RS 3hid (1
AT AR AL, IFAR A T Ar B AIE

R LN E LW IR R TR -1, -1 52 RO BA TR B AR R I AT 75
LTI g . FTUABATHR A2 s T [ TSR e, FRATR I EAT2] yaw()
A pitch() BRE. B )a—1F 2 S A TS oy A\ B3 R A8 fe ) 2 BB . IRAMRA T,
N BEAV B R E A (0, 0, -1) AT LHEEAEHLIAI AT 230 (52 ek S T34
B A —E LW 1 1275 AL =S 1A P OANR] 5023 (] 0 35— 5 TR R AR
FEo

FTER i, —— BB

AT AFRATT H BRbR B AL 1Y) capture() J7v%?

FFRA — HTm— FHF

AR ER SRR -1 SE S G b T 0
4.7 TSR AN SRR

FEZHTH =5 GRENL, SCIEMBIE) , BATEM R SR B E G A LHER
AR BAETRA T I AR B AT M T

SEERT R —— ISILG BRI R R

FATVEE NI CURE AR, I AT ] SR (AR A ACRE R S B AT TAE (R R 12«

1. BRATT EEAE MU T sR A0 — AN (0 5 AR A DRAF DR IR FeAs ol ]

Ogre::PolygonMode _PolyMode;

2. TEMIE R A PM_SOLID #J4a b g i AL &
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_PolyMode = Ogre::PolygonMode::PM_SOLID;

3. RIGTAE frameStartea)F i M—AS I ERE, KK R B2 B4 . Wi a
FEIXAE, AT AR E et iR B AT AR O SEARAR R, FRATTAR R o R HE T A
o

if(_key->isKeyDown(OIS::KC_R))
{
if(_PolyMode == PM_SOLID)
{
_PolyMode = Ogre::PolygonMode::PM_WIREFRAME;

¥

IR ERLAMER), AR Z S mifi o

else if(_PolyMode == PM_WIREFRAME)
{

_PolyMode = Ogre::PolygonMode::PM_POINTS;
}

4, MRERMBRN, REikER RS

else if(_PolyMode == PM_POINTYS)
{

_PolyMode = Ogre::PolygonMode::PM_SOLID;
¥

6. BAERNCEWE FFAETA, JATHT AR E IR if 155 T

_Cam->setPolygonMode(_PolyMode);
}

7. HFEBATIEF: RN BRI RS, (EGR .

RIRIRE T1H4 7

FAVER T 82 setPolygonMode() KA LRI AONEAERE S, IRJE 2 Mt 3T
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ARG — MA . IXFE SRR, FATRIIE 2 R A4, AT s
2R FATANSEAABL S N ZMERE A S B, S5 SO SRR, JATERS], 24
R RBERS, JEGAR SR AR IR . XA ROERA 1 — Wi R A R B2 A0 T IF HAH
XTI ENL NIRRT, NS T R BRI ZREN. XS, RIOMERF IR
IFEREI TE 4% R 20 R B, X RRE AN E IR TR 22 V)4 B ZAER 0. XA S AR
IO, ABFEAE— BB BRA M o, FRATT R TS E 3

4.8 TIN—ANTES 8

i P IE AR AR PR A — PR I NE R R T & B R IRATE T R B, —A
AR S 1, P RA MR %, RATARELLH S —> R BAIE T .

SLEHTZ] —— B —1 it il %

L 7N TE I g A Mt T (0 Bl A A

Ogre::Timer _timer;

2. (EAEIE R EL P AT 25 -

_timer.reset();

3. BUEARIN—RAGE AN ERIE T R EA 0.25 Mhid %

if(_key->isKeyDown(OIS::KC_R) && _timer.getMilliseconds() > 250)
{

4, WAREF g e], AT EE AL B, R#EHAEL T —IX:

_timer.reset();

5. GmiRIEiTRET: MITER T REE, el E AN T —1

HIRIRE T1H4 2

AL T Ogre 3D (15 —AN¥i2, HIZ Ogre::Timer. B4 L, X447 i
A D ae FATHEWUE r R IE R h AL Tk ES, IRERRCH T R, AT E E3)
RV reset()eRiEl, 0.25 it k. WREIXMEM, WA f FAREE, B4
I 28770 A 2 B — R 7 RO T vE et sl X B AURAIE T 7 e R E 0.25 b2 5 e Ae
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M. HBAT—EH%H R, BATE SRR 0.25 IS, B ati2eiEm iz, 1

FFRE — HEMAEA

A AR AR AV G A AL — N E I TR £ A W oA, AT B R #F/
AL B A 22

4.9 /NG5

FEIX 2, AT 7 WU A A A EAT. BATREES] T e 3 OIS, fE
Rz, FA12] T A0 A S A AR IR -

HAARR), BA1#2 7

* T WURE G, e B A
* B UL T (R E B ) B AN

* g A P AN SERL AT ISR AL RS B
UGS Y GNP S S

BUEBAT OGS T JAMWUEYT EEREPA AL, FATRAE T — F 22 S Wfeis sh Ay
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I,

$BhE f£H Ogre 3D FHEKE

RE ) E f 2R EA 8 R 2 EFE AR B, Rehl2AE Ogre 3D Jifi. BA 5N
A —A 3D YR BA LN . B2 3 5 B SC A R i e BRI R

EX—5, Bl
* R A Ehim .
* JEA SIS AR K.
* fEBE_FORER AL

5.1 ZNINshiE

FEZ BT T, FAVEE A AN 7 RE 5 LA o BUAEBA TV 46 8 0 ) R 4

s — ML B hmx PN SRR EENER. AT, M REER

K

e .

TR EES W LA, 53— MREH R BIINIR A -

FEfF LR HAE SO, (HR2MABSIE )G, 5okt A sk, frbibEATE e

SLEHT S —— IIsYiE

—hAER, AP Z A= A, (BRI A AR .

LoXFIRATBIE, FA 17 ZAEWUE YT P IR R A 2 . IR —MEET KAl A7 3

Ogre::Entity* _ent;

Ogre::AnimationState* _aniState;

2. SR e el AR U P AR 3 R B S AR IR ATV D — DT S 4L

Example34FrameListener(Ogre::SceneNode* node, Ogre::Entity*

ent, RenderWindow* win, Ogre::Camera* cam)

FERIE SR PR B R TR, SRS B SRR A IR 25 8 P A A AR

_ent =ent;
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4, fEIX2 J5, MR B Dance I/EH-AFE R L T TR E IR R R PR . b,
1% & 5 enabled F-EH 2

_aniState = _ent->getAnimationState("Dance");

_aniState->setEnabled(true);

_aniState->setLoop(true);

5. )5, ?ﬂiﬂ'fﬁ%%iﬁiﬂﬂﬁij\i REF B Ot 2 Kaf R . AT STE
frameStarted() PRECHHES X AR X AN RATHATEL,

_aniState->addTime(evt.timeSinceLastFrame);

6. WA H G T B 2% ExampleApplication Zike 1] LA 3 ot W W — e AF
FH o IS8T RR 53 A B B FE SR AR AT — AN Sk T o

Ogre::Entity* _SinbadEnt;

7. AEJER A AR ER T B4a B B ) SRRt 7. 4T

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

BN

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

8. RIS A B L, i th 7R BRI AR (1 2

_SinbadNode->attachObject(_SinbadEnt);

9. 4R, VBRI, ASIE K SECEE AR i R

Ogre::FrameListener* FrameListener = new Example34FrameListener(_

SinbadNode, _SinbadEnt, mWindow, mCamera);

10. BT RE T . R 2F ) Sinbad 7EBEEE. ]
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HIRIRAE T4 7

FARE R LATARAD, FRATTZEHLT Sinbad MIBkal. 7 —0, RATAIMPAS AT,
FFahmfAd . B— A ee 2 E A . 58 4 Ogre::AnimationState #5420 &,
B Ogre 3D Al T-Hiid B — i A1 HAH GBS B o 28 M8 — Dl W IRE 5 HM T, £ 00
PATHE T H38E BREORIE N TR, 28 =07 T — PR Al i g . 5 DY bR
BT, FAVER SRR IS T4 J97Dance” BN . NSRS B AR A7 T SLik A & iy
fIzhm, ¢ HIRATAT LU 775 5 A8 B A getAnimationState() B& AT ) Zh . XA B BGR [A]
Zji [) AnimationState fa%, @ISR BNEAZS, EH IR Bl — A 48Er . 7EIREE S PR,
BATEE

X#51F Ogre 3D #EBOXANENE. [FRE, BATREMEHFEHE A, KA BIEH AT LA
TEAIER, BEREAUF e NIE. B REEN 0, XTI, S an ki
Ko BUSHRAEY, SREEIS BN E], 1XFE Ogre 3D #inl LLEH 1. #DI AU, &
FHRE E BB IRk 23R . X AT BEZE Ogre 3D H A5EK, (HAXF 7= Rif.
tetnn, FRATAT LA INEE —AVBAL, (HRFRATARE M MEshE. Wik Ogre 3D H B #is)
PE, S AAN 2 DA I8 5 3 A LA el 2 i, A2 73 1) 2 8 %o} AT T A A2 AR R ) o (H 2 R
118 C58 A, F-ATAT LAE evt.timeSinceLastFrame *0.25 {f 7] LASEHIGEN1E. X2 )5, §
A AR i B BGHAT /N B (2 ST IS R AR . X, AT TR R R )
I [ SEAR TR ET
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BT —— TR EE

R AFATTE EEF Ogre 3D A M B H IBAER A 25 T 202 X Rl o7 AL A4
At A

FpFid —— BWH =R

AN AR, XA SR 5 — MRS, (HZ DL — MBS EESE . /RN 2
P BRAYAE SR KA R B, AUir8 T T B Sos (KRR

5.2 FIREBHAZHE
EVRIERANE — A EMELIR, AT LTI 4 FUERE IR S

LB —— WME =1 SHE

KH, BA M5 62— M R R IR S — AN sh k-

1. M Dance, 5(ZFz)iH F| RunBase.

_aniState = _ent->getAnimationState("RunBase");

2. JFEATIERF . URATLAE #) Sinbad fE5E5), {H 2 L5 HASIH JF ).
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3. X TRATE =AM, BATTE E MRS RS KB

Ogre::AnimationState* _aniState Top;

4. SRJE  BAT TG BRI AN 0 IR P FE AR Bl o JAT 75 ZE 1 F A 3l 44 79 Runtop.

_aniStateTop = _ent->getAnimationState("RunTop");
_aniStateTop->setEnabled(true);

_aniStateTop->setLoop(true);

5. fJa BN —FERURININE _EGd £ KR, U R BEATER — R E AR

_aniStateTop->addTime(evt.timeSinceLastFrame);

6. SRR FISITIER . BIEVRAT LI 2 Sinbad A5 T30
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HIRIRAE T4 7

BAMERNSERTHAshE. €280, WERAENE DN 2AREBB
playAnimation(AnimationName) X # 1 iK%, 1l 75 23K AnimationState K45 iz il . Hi
EMRAERXT . Oge 3D X K fE W — B B M A 2 F zhm, A H
playAnimation(AnimationName) #1 SE LA T o FRATTH 2 7738 o F — AMMs oo 28 =R
addTime() BRI %, DAAN DG BE R il A5

FF i —— IR EE R A

A Indzdi Sinbad b S AR, 22U 0.5 8L 0.4, JFE NIXA Bl RCR

5.3 EBRATHBRBER P

TG MTERBIE T, (ERBRIF A T IR E . BATRE AL A 7
2y PR A P FRA T Aok VR 5 Bl

SLERTZ] —— HPERIFISIE RS

SRJE, —UnBEAE, BRATRE & BT AR AT ke

1 B, HRATHZTE W o A A B R 1 A B AT R AT e e
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float _WalkingSpeed;

float _rotation;

2. TEMIERRET, BATRIIRACHT AR s JATR:APF2 2 50 AN HALIF LICTEde fE T 46 -

_WalkingSpeed = 50.0f;

_rotation = 0.0f;

3. AT B shE RS IR I BRI . XK, s R, BATH B
HIE A AERE 45 Ogre 3D #4l

_aniState = _ent->getAnimationState("RunBase™);
_aniState->setLoop(false);

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

_aniStateTop->setLoop(false);

4. 7 frameStarted() J7i% T, FATHEMNREAZR, —MEN T BREMEIE G
2 7R, S AR TR RE BN 5 1] o

bool walked = false;

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

5. [AFEAETES, FATAIHT AR IR R A2 5. AT 5 R A% 30
MR IR, A7 ZRAF A AL BRI RZ S K7 1), JF HFR Z Ve 3
7 T SRV B e e A B LA e e A Y

if(_key->isKeyDown(OIS::KC_UP))

{
SinbadTranslate += Ogre::\ector3(0, 0, -1);
_rotation = 3.14f;

walked = true;

6. FATHE LARIFE 7 AN 73 4h =ANJ7 i«

if(_key->isKeyDown(OIS::KC_DOWN))
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SinbadTranslate += Ogre::Vector3(0, 0, 1);
_rotation = 0.0f;
walked = true;

}

if(_key->isKeyDown(OIS::KC_LEFT))

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

}

if(_key->isKeyDown(OIS::KC_RIGHT))

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

walked = true;

7. W, R R, BATHERE - TRXbit walked 27N true.
FfE O, BAHER ESE LS. 20 true I, FATEFITA63)H .

IR

if(walked)

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

_aniState->setTimePosition(0.0f);

}
if(_aniStateTop->hasEnded())

{
_aniStateTop->setTimePosition(0.0f);
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8. URFATEMIAZHIE, 7FEBEN D SEFPRER 0. BN, FATHALE 2F
RAGAEHAT AN —F I PR, X R A RCRAT o« JT P SR IRA T A 75 24T
&, BATFH R EM A B A E . AR, X WO I, AR VR4
PIANBIIE, RO BATIHF A 2B

else

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

}

9. B JEBRATITE R AL B AL M e SR A [ 37 55 45

_node->translate(Sinbad Translate * evt.timeSinceLastFrame * _ WalkingSpeed);

_node->resetOrientation();

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

10 IAERA I P ATIER? . 7E AR WASD BERI1E TS, FATRT LA S 5E L. FJ7
g, FATH AT LA ) Sinbad. BRSNSk, Ab 5 S A ) 3 .
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HIRIRE T4 7

PAgia TR ARSI B 15— MR X 0] DRI ERATH AR S —AEAE
WIS HREFP . AR5 B S 00, JATQIEMAIIAIL T BATRH ZHRE. A5 =0, TN
A LRy R UL, BATTZ AT R RS s IR E . RN EEE
e, PUONBAT R S 2R S R i, BRIt Ao, AR # R stupid.
AR R IR S5 A AR 4 B PR o AT R AR SN BN SRR LA B EAEI T
WARFE, B E SRz,

PAHEA L FEAE frameStarted() ik AIEAS. I, FATRIE 7 — XA
AR R, —MRERFREXMER R S22 bool KMHIITC, H—MREERBINTT
)RR 25 AR ol By B RPIRES . 25— N, JATSA T A F o,
S PR TR I e EAR BN T 50 true. FEES-LD M BATME XTI, Wik flag oy true, RO
EXWE A 5, RATEESI I E R B A SR EAINEE . WRshm ks 2,
FATEE EAIRNE R, ST ARG SARIN 1 RO BB AR S %, FATTA
MEERE RS, B AESE ) P BATR B e E SORREEN]. LD T, AN
TARM. N BB, XA, MR . X OPRELE, DY yaw bR AN
Jie e BUBLA RO Teds , 3RATI7a B4 X A e T AN AT B e e o PRI, AT 15 3 B e R Jm
e 2 BLAE (VA e s L

RWRI7

BATIAEAT — 0] DL I A P i N 42 6147 2 R 20 0 PR AR o B00AE B AT THE A T 7T A T ]
WIN—A5F R BB A L,

1. fEcreateScenepfi % J&, G PIHE IR s Hfdr 44~ Swordl F1 Sword2:

Ogre::Entity* swordl = mSceneMgr->createEntity("Sword1", "Sword.mesh");

Ogre::Entity* sword2 = mSceneMgr->createEntity("Sword2", "Sword.mesh");

2. PAEAE ] — N RRok SR I ) B

_SinbadEnt->attachObjectToBone("Handle.L", swordl);

_SinbadEnt->attachObjectToBone("Handle.R", sword2);

3. GWiXIZATREFP . VoK &% 3 Sinbad T HA ML,
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HIRIRAE T4 ?

FATOIEE T PHHE T SEBI RSB E AT BB 8 o QU RS AS BEXE AR AR . NIA 1 ARED
rb LR HEE EL A A R K 3 0 w2 T B attachObjectToBone(). SAFRM#IX /> g i T A
JRER, PATTEE W — T Bl we] SR AT AR T -

N
§

XFT AR, FAVEH —FFA skeletons(H42) 1 bones(HE#%) MIARTE. XRS5
MRERKAT AR EERT, AR LA AV —MEIORSHEE . fEE RN
LA FE B 2N, S AL R] AR — AN 2 7 TR s Al T SR — & o Eidm, JRATTAT
DA P AR R RIE TR B 2k 1ETHSENLETR 2 rh sl i LRI AR 7 20kiz
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%&

7o RIE 3D MR HOVFE AR H 2L, XAt n] AShE 1o
Jfo ST AEIES B E O HLE SCE BRI Bm T 1] . AR LR A i
XHENZRZ.

I R A KT )
LE; miEE, Ei

%&

RIRAT, EEAE SR A2, S Latn] IR R 2% ahm, Lo andfiIiE e A
(fy Sinbad Zhi . WIFESE, HHELAH T, Ogre 3D LEFAIE XL E B K
HIRISEARR Rl XAHE BRI, GRBibn, KB aBEs—Eaaies, Xk
HURIAE Sinbad ()F A — DRI RIKTIZ)G, MIHe —BAEFH. BOYEN
FABIERS, T2 B RS . WERIXA AR, IR LFA AT REAS IR 31 5 1
B RIS PG BB T R T, e an3AT I T 38— 4. ]

5.4 T BRI g Zhim

AT HE 3 T Y BhE 4 7, (H1R Z B i Bz )\ Ogre 3D SRS 44 1R H
o BATEAT IR XA ) 56 TR 1] B T A A Sl B A R AR A & — R S i Ab
R, R TR FERAG T EE T DERANTE ST FC U 5] & T BT
HIFT A B

LB Z —— FTEHIERI50E

HATRE 2 A5 22 T AARRS R DA s RAT B BRAN TS AR T AT [ 20 i -
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1. 7£ createScene() RR¥iR/E, Fset3RKHUEAY i A7 (1) 2 i :

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

2. IRJEE SC—MIEARER A setiAARAR KA 4R AL -

Ogre::AnimationStatelterator iter = set- >getAnimationStatelterator();

3. I H, &Ja, WA IEEIHTENENT 4 T

while(iter.nasMoreElements())

{

std::cout << iter.getNext()->getAnimationName() << std::endl;

4. GMIFIBATREY . EIMIGRFFIEMBI R )G, (Rl SR A 2] TS

=

%o

Dance
DrawSwords
HandsClosed
HandsRelaxed
IdleBase
IdleTop
JumpEnd
JumplLoop
JumpStart
RunBase
RunTop
SliceHorizontal
SliceVertical

HIRIRAE T4 7

AT SR SR [ 25 AT 2 3 35 S ) B0 £ BRA AR 3t X/ B R 04T B i 30

R A FR . FATHE 24T I 2 By R A S22 AT i) Bl

5.5 /N
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FER T IA 15 2 T AR 2 A S B ANy £ i e R A AT 3D BE A MR F U5 725

HARIUL, FATPr2as 7 IR A

* AT ERELSI AR (3 A E

* AT, PRESAIEA AR AU A4 5 2k URshm B _Ebind 2545 2 KAl
* A ] — N A A Bh i

* R AN R SR ? AR SR SR B i 2

* O AR SR A B

FER 5, JATR2WTFT Ogre 3D 1Y 57— MHT I, FERK TR FK R8T
PSR/ S SEQ LR
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BAE GREHES

Ogre 724t JIRZIREHILIGE. HX 5, BNTFF 1M —LEBN T2 Fi /BT IR,
1HE B —LE7 0 2 7419 3D 721 1R G 77),  Ho SceneManagers, GYEZEZNTH CHIFZ,
BN THIFE TG A F L PR 1 3D H A

ExXE, ik
* )] OB EUA 3 S E HLAR
* 24 Octree.

* 2] ARSI B S S
* 2P PSSR A IR A TR -

6.1 AERRRFENER

RIRFATRE 2 A L2 A R 7 F LR MR PR 9 rd

LB — BIEITHIFE/T

1. BHhRANIFES| N ExampleApplication k{4

#include "Ogre\ExampleApplication.h"

2. QE— MExampleApplication#k K MR KIHIZR I QI — NN createScene () Hi%L:

class Example41 : public ExampleApplication
{
public:

void createScene()

{

}

+

3. &, TATHE—PmaintR R BIEERF M6 HF 81T E.
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int main (void)

{
Example41 app;
app.go();
return O;

4. LARIFEA) Sk SR A H RGP T H o ARF 215 2] — AT BL% escape
R REE L.

HIRIRAE T4 ?

BAEIE T — M ExampleApplication 4k & 135, & — N2 [ createScene pRETE
BRpe— g Rs, mAmREMNAES e, RIAIARE RIS .. AT
(1) fe A R A8 70 K 2 NIRAE TR 46

6.2 REUZREHEABSHIRE

N, FRATREAS I — L AR RAT ENFRATTIEAE A8 37 5 B A 2R A

SLEHTZ] —— FTHIR 1R B a5 IR

PAVE I Z BT AR . —UnBEAE Y, R A a A

1. f§iH createScene() BRELFTENH % B AR 4 -

std::cout << mSceneMgr->getTypeName() << "::" << mSceneMgr->getName() << std::endl;

2. JPEBATIEE . AT IRIESER] G847, ARATLAE SN i —17:
OctreeSceneManager::ExampleSMInstance

HIRIRAE T4 ?

FATEIN T — 4777 LT BV 3 50 S A 44 R B AAD . B4 BT T,
%K 4 /2 ExampleSMInstance, 1X35 & IR 1 EAREIRE 7 1437 S5 v A #7712 4 14
% FR. SM AR3E Scene Manager (37 & BEAR). BB AR, 7E4a0E N T2
J\ SR 375578 $ #% (OctreeSceneManager) AEFRA TP EAH HH# T4 /& OctreeSceneManager 2.
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BT, iEFATHE— F7E Ogre 3D 1 1 5 3 % — ettt 4. 2

LI R B STRT T AH)?

W E AR IR 2 G, 2R A R Ogre HISCRI , JA T 275 R A A IR — 5.
EHARTPEREX T, B55%, R, WEMRERN R, RATCEMH T LK%,
Eb. 4 createEntity(), createLight() I getRootSceneNode() %, 175t # 4% () B BT 552
—HURSEIN R XX RO R A e, Uk, RIREEE HAh—2 Ogre 3D
X R e PRSP — G A S S T . Ogre 3D AT ) JE I & ——if
O, eSS, RRRIRA AR B BR — AR e 4l s, FRATT U I 37 5 4 B2
#5o 0 Ogre 3D W] RE SN G HAIRIAAE, XA RE FERR T BIE .

DB R TEEX R, e TR E B R . XA R S
SR NN R A FPEROME. LW mANEITEE . BRI —
MHREE R, EXRENCHET. B Rgda R g, Fahah mon T4 r AL E R
SPOTEHR BT, ROV LW B X T ORE TS A HX 2
SEHSNEIESZ

N7 FEFRIE I B, BATHE NP 592k R B B LR G A o ANl W
gre XEWRE, BATHE AR R MNE R P s m g k. A AR5
ERSLBUXA H i, Ogre3D iy AN A7 Bas, JF HH 2R ARSI L fdg 572K
i

FAT B2 OctreeSceneManager. X5t B FEgs 4 7R R H — 1)\
NP RAF A5t 444 X2 Octree g ?

NI

Jiaa G, SRR — R T4 . RIS — R, R — R B AT
25 A — NSO o AR TS5 AN AR OB S m e 2  )\ A>T 45 5 4 Octree
O\ o N EZRFUE R 17— Octree (AR,
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ZERISRIE:  http://commons.wikimedia.org/wiki/File:Octree2.svg

B 942 Ogre 3D A —A )\ XU RAFA# 3D 37507 — A\ WA — Letl A H &
VERAFH 3D . HhZ —HUREA 28 8 M TEim. i, aRIAHAE —EP
IXRI 3D st FATAT A7 AORE 7 5

-

WERBAHERX AL, 98, mi—FRo0K, FATATLIS 2] 8 AN L i ik,
ANEH T 18 1St 1K \ASSLIT AR LURIIA DY A& S5 325 R H AN T4 R
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W

-

BUE PN 5 B SAESLTT B BT 1o HAB-EASLITRAR 2 H, RIIE A g
A Te BATRE AL E A PR R AISL TR R

/// {//

BUERE ST RE A — A TR R, AT T4 .\ SR X MRS
PRIEAAF ] BT P o iGN R, FAES Frb A — D&, P —HUHE
MR o FRATT AN SO BAR &5 s AR TR R RS TE AR X R o A0 RAIME 55 575 AR AR 2 3
FAIAk S [ T4 . DA EREOLEGR AR, BUOTHRIN SRS B 7 SRR, )\
MO0 TFIaZ G| RJEEER S\ EIE — )=, gl RARSE S 74 . JATERIO T
2 AT PR TR IR, AR e TARAS, RATIAREE R SIS TR L5k . [RIFE, iR
J7 BB A EMMEIR A, BRATAS T ZEREAT IR LRI Py, RO BRAT I FE 207 BN i A 1 3007 1
WARAEAMESR A o — LR PR E 28 I BT ouik, SRR 4k8Em 5 — A raia, BERM
TRk JERXRPEEE, BAVEESET R KM E S5, R AP, Bl
BN TR B AN R SR SRR AT EARITE AR L0 G P IRE JeXt R o KRR
IRI D AR AL FT AT 45 LD st n] A5 K8 3 i3 5t BUnfEBA T B, AT
HEVRE RIS XT RAER LN 1 IS5 iR eh, JATAT DRSS — D 5w 8 02 7 i st.

R AL E T SR T O e AN F A T WA \AS TR, T JEE R
PIAS T4 5

6.3 FH—FREHEERRA

B OIS — A RS T BUEEEATRE T 5 —Fh.

http://www.adintr.com 97



OGRE3D 1.7 N[ 14T

LB —— 7T R e

BATE A ] 2 1T example F ) 4CHS .
1. M2 createScene() B % BT A HIARAY .

2. IN—A~4 K chooseSceneManager() 35T B& BRI RE - i 2K

virtual void chooseSceneManager(void)

{
¥

3. BUET IR 23T ) R A b AN — > 60 & AT AR Ay s B g ST

ResourceGroupManager::getSingleton().addResourcelLocation(
"../I../media/packs/chiropteraDM.pk3", “Zip",

ResourceGroupManager::getSingleton().

getWorldResourceGroupName(), true);

4. fEAINTEHIEZ )5, BATRHREE e B K A5 e st %

ResourceGroupManager::getSingleton().initialiseResourceGroup(

ResourceGroupManager::getSingleton().getWorldResourceGroupName());

5. SR 5 A1 175 B4 ] createSceneManager() EA%L:

mSceneMgr = mRoot->createSceneManager('BspSceneManager");

6. UL iz i B e AT TAR 22 B o 2 BTN A 4 -

mSceneMgr->setWorldGeometry(*'maps/chiropteradm.bsp™);

7. MIFIBATREY . ARG BN IUE A AR N3 B LR AT DL R 2 R
o AEZPIAIZANIERAE AR up A&, B BUREHA LA R HL e ok th e A ik

o

R

HIRIRAE T4 ?
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BAIER T chooseSceneManager() ERECK B —MNANETBRIA 5L HLgs . 7EIXFP
50T, A6 T BspSceneManager (BSP 5 B #lds). BSP AKX A3 #], T2
— gl 22 4 {1 2% 2 R SR AP (5 B E AR . BSP 23 B2 A2 AN HAE BAT 13
WAk, 2R EFR L, XEERAN N ERARS T AR E Y. 14, BSP
R CA B ZFERTHET .

HREE S

ARHG ) 25— 47 A FBRAT T AR AE I FR N ResourceGroupManager (%3 5 & P 25 ) ) & B
B o IXFPE RS AE FRATRE T B AE A R R — BN S S A R . 7R R s, PR EE AR IR
BB BRI H AR MBATEEINE N zip B4 . XA H I LSRR E, et
resources.cfg, B Al DUE U SR ARG . X2 S5, Bl Tk vl DAAUAE FH e 4ok
SR SAR, AT BN BE, AEEROSRGIT T A 4RMN8IER 5
(S5 AR B B A S BRI N2 >R . 2R 51 35 IO A T8 G0 1 Ik R REABEZRY (1) R I (PO R 2
{BRRATE AL R, B BB BAR AL — IR, I H 2 7R EE PRI RE B S5 (i fige,
PR L& hndad B I HoAN 2 BNk

addResourceLocation() EREIRIL—ANSCAF Y zip B4R HIEAE, 3B oANSH0E LER
KA, WEE A LA zip EAREEEE — NSO, R E, FATATLAARINE S BRI
B, MIRATAEEINE E O BRI, XS RIEEAH.

B =ASHCE A VBB ISR BT SR AR - IR G CH+ I &2 i) —
FEs BUONTRATINE A — TRkt B 1) — 553, A& n#k it i AF 4% WorldResourceGroup
R R IR AR e — R E R Ogre 3D , FRATTINER Ak AR AR A .
R E N false, RATEH KSR, 787 SRS INEL . Witk E N true,
Ogre 3D WaN#E T SCAHI SO BRINIIREE N false.

iEIL R A initialiseResourceGroup() B %L, FA 175 Ogre 3D 2% 5| 7E ResourceGroup 7%
HRELIBINCM. 458, BATLIR IR ER M EIRH . X/ NMEH TG, AR LA
FH OB 2 S B YR 4H 10 v S

setWorldGeometry

setWorldGeometry() #&/ME5FER I R B0+ 1 BspSceneManager 25 INZRARTELE bsp U457
HRHLIE o TN, AU LRAEAE pk3 NJE 4R BSP S F——X e At A 3kdi]
7 BAE S — 20 o 4 A 1 iR AT

6.4 AIEEATE CHIEE

AT EF BN anfal e A [F) 37 5 BRAS A ] FH — AN 37 e i B3 n b 1) o LR
AT 2wt 7T r A plane SERIHE B T AU B — 4> mesh. XK, FATH<E CHTH
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FE . BAVEZOIE — D A7 SRR,

LB — GI8— B — BRI

X, AT B OctreeSceneManager, Ft LAFRA AN Z24# F chooseSceneManager()
PRI T

L RATHE AT

class Example43 : public ExampleApplication

{

private:

public:
void createScene()

{

2. AT EAE createScene() BRI E S A2 — AT I E Lo BATRE XA
ST BRA T BCE B T «

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);

3. ARG SEBIALBAT TR G g (1) ~F T 45 8 B B — P 5T . FA K2 fd B M expamles H
hn# %) GrassFloor #7 )i :

Ogre::Entity* ent = mSceneMgr->createEntity("GrassPlane”, “plane");
mSceneMgr->getRootSceneNode()->createChildSceneNode()->attachObject(ent);

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

4. RIFHIITEDC R . BN, SRR A BE AR T
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Ogre::Light* light = mSceneMgr->createLight("Light1");
light->setType(Ogre::Light::LT _DIRECTIONAL);
light->setDirection(Ogre::Vector3(1, -1, 0));

5. PLAEGIEEHT Y ManualObject 2874 -5 1 begin() J5i%:

Ogre::ManualObject* manual = mSceneMgr->createManualObject(*'grass");
manual->begin("Examples/GrassBlades", RenderOperation::OT_TRIANGLE_LIST);

6. NH DL WM TSI B AR S AR bR«

manual->position(5.0, 0.0, 0.0);
manual->textureCoord(1, 1);
manual->position(-5.0, 10.0, 0.0);
manual->textureCoord(0, 0);
manual->position(-5.0, 0.0, 0.0);

manual->textureCoord(0, 1);

7. BATBFELR A =fMIEH— C B ML

manual->position(5.0, 0.0, 0.0);
manual->textureCoord(1, 1);
manual->position(5.0, 10.0, 0.0);
manual->textureCoord(1, 0);

manual->position(-5.0, 10.0, 0.0);

manual->textureCoord(0, 0);

8. MDA LE R T IATER € S ikFRATEEN manual f 4.

manual->end();

9. WA, QIE-—NETRYI R AL R RIC manual object 28 L

Ogre::SceneNode* grassNode = mSceneMgr->getRootSceneNode()->create
ChildSceneNode("GrassNode2");

grassNode->attachObject(manual);

http://www.adintr.com 101



OGRE3D 1.7 N[ 14T

10.  ZWIFBITRET. XASTH RS ENEEE, JFEaA AR L.

HIRIRAE T4 ?

FATHAFRIB L] 7P, XGRS, FfE, A6 1INt BE — R
BT o B — DGR UL NAZB AR R BRI o, SR e i Sl Xt . ME— A9 A R
FAER] T B Z A A Sk SE OGS RE e AN A S o A TR AE T — S 44 A R %
T — £E R0

TESEFAG, FAVILE] T HHI2A . A0 T —4> ManualObject %,

Manual X/5¢

—> manual XF G I — BT SOAE . FETT AR RO S/, (ER 472 ANF
HAE DM e R . S —> manual Xf %, FATATLAEIEE 3D B, O 1B — 1Y,
AT TR G AT R HIR =M . BATE AW 1R FRATAE 3D I35 s Al FH A A 5 G e
=M. HETIUGE, FATHENDS =M, TITKRMEE 2.

S FPEIE T — D21 manual object IR 44N grass. ARG T
begin() J7V%, XA TVEAERFEIR manual object FITH S R — AN THAH 3D ABFRKE IR,
begin() /7% s B — N A M R4 7, $8 e — D ERA T E i TS E B, XBE
NPT kSR 2 i i) manual object (1I45 2. o A =M AR Z- 78 7] A# A manual object £,
BIN——5, A =M.
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Points Lines Triangles

Y

M T RGNS o BRRIRATI I — A A B, FRATEIEE — A8 e X P
PR OT_POINT_LIST. X%k, HMAMARRKTZERAEEAT. —A o 72
B — 28 1) BB E NS — k4, B =R A B B LA NS R4k, &5
XHERRAY OT_LINE_LIST. 55— Fh 7 Al FH IR AN /B RS — 2% 2k, (HARIGAN B e L
FAERHAERMEE MR EHRE N RIERNRXFLN S — Ao s; X2
OT_LINE_STRIP J7:.

=0
Z
o—e

[ O 1IN

R

Linelist Linestrip

AT AT DL =07 08 L=/ o S —Fh o2 i 5 77 22 triangle list: 57 =AN mifER
— =M, RE=AMENE A=A, Wk, XN OT_TRIANGLE_LIST. A5
FATAT LA AT = ME NS — A=A A E AT A 22 ST M s L R —
M= ZEFRN OT_TRIANGLE_STRIP k. fifa—Fh 7 =0 H BT = AN /B v —
M=/, BREHE AR, BRsEH SRR S EN T =M.

3
3
2 5 4 & 2
:;; 4 4
<]
.::77 6
3 5
1 ]
Triangle List Trangle Strip Triangle Fan

FATATELE 2, AT R A, B/ B 2 10 RORA IR 3D &I . H triangle list 55X,
T A ZMIBRATTEE A H strip 8¢ fan, @1 =AN S0 — 8=/, GRS A
e —Hr =i
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7E begin()EREUH FIIVIIE], FAI15E U triangle list SRR VYL . FoATRE BEPU 4 IE 55
N 10 ANEALHEA 10 ANSEAL LR A TUA s, FHHAA S0 55106 A ARbriR

{-5.0,10,0,0.00 (50,1000, 0,00
2 4
(1,00000,1)01,1)
(0,0
3 1
(- 5.0, 0.0, 0.0) (5.0,0.0,0.0)

FBANEMEHEER 1,2 M 3 A =MIETEN L 2 M4, 425752 H position()
BREUE LE— N =M, RSP position() K E L T -AN=MIE. IR
A BE T R BILE AR position() JE A T textureCoord() BE%L.

RS

XFF Ogre 3D W] LAt - (R BIBATHI UL b, RANTIRER 1 R 2 BRI B AR
WRIE T EGOR AR . SUHAAARE ZJndR (U, V). (U, v) R ENER R PAE, u
AT x L vaRMT y fle (0, 0)FRRSCRE R A B, (1, D RoRgEEE R AT,

(0,0 (1.00

(0,1} (1,1)

WERBAMEA AT LAOE, AREMBIE KA, KRRTH R BE . WRBA
wrap #30, ALK S ER . WRMEH clamp X, FNKT 1 AEESEE] 1.00 WiE
NT 0 AR FRER T —— ARty 0. £ mirror B, 14887 0, 2 &4E T 1,
FERXAEOL T R T80, R ENIRMERT 2, FIGHE R m, Mz E, X
AR, DA, e e SO T UHESE, 1E[0, 1]JZAMAFTE RITHR S idE Qe
IAHEFI L

LSRN T E AR 2, BT 2B 2 F BT LR IIME R -
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{-3.0,10.0,0.00 (540,10.0,0,0)
2 4
3 1
[-5.0,0.0,0.0) 15.0,0.0,0.0

FATE — /B AE-G  SEARDAT LI B R b o ARFRAT S AR IR Ao B 2
NSy

)L, BATFERT manual X 5. EEEILE, ATRIE 1 M7 moRRBREATH
QRN 5, RFEE A AE S T .

FFERR — & manual object

§H manual object ZXiAAFEIIHIAX G077 e [FRE, ZRE&AM S r . x4
TR N, fd A BaseWhiteNoLighting AR UM . JEIE X PR R, IRAS T EEAL
AR, R A TFHEAE A position() BREIFINR . TREIE A RIS SgE AT, ]

6.5 HEMAHINER

AT EIEGe 7285, (H2 L BATRBEN BN AT nT B S TR 2 AR L
THAE 2D W, IRARAAKIR. AERARIAITE O/ 3D BARE YR AT, XA
ARANATREf B ke WARIRA MR T, SARTHILRERCR, HERAKE S, BRI
FEINTE G R L, T RRRAS T AORRRE o B T EORMERAS A KT FRATIL
FER] LR — Aok 7y 5

Lt —— RHEZH=HTEREI AR

FATRE 2 2 AT AR R AP A BT AL A B AT vt L

L AERINERHTRA = ML G, INEE =AU = AT RIS — AL

/[third triangle
manual->position(2.5, 0.0, 4.3);

manual->textureCoord(1, 1);
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manual->position(-2.5, 10.0, -4.3);
manual->textureCoord(0, 0);
manual->position(-2.0, 0.0, -4.3);

manual->textureCoord(0, 1);

[[fourth triangle
manual->position(2.5, 0.0, 4.3);
manual->textureCoord(1, 1);
manual->position(2.5, 10.0, 4.3);
manual->textureCoord(1, 0);

manual->position(-2.5, 10.0, -4.3);

manual->textureCoord(0, 0);

2. ININES AN N = A B 55 =AU .

[[fifth triangle

manual->position(2.5, 0.0, -4.3);
manual->textureCoord(1, 1);
manual->position(-2.5, 10.0, 4.3);
manual->textureCoord(0, 0);
manual->position(-2.0, 0.0, 4.3);
manual->textureCoord(0, 1);

[Isixth triangle

manual->position(2.5, 0.0, -4.3);
manual->textureCoord(1, 1);
manual->position(2.5, 10.0, -4.3);
manual->textureCoord(1, 0);

manual->position(-2.5, 10.0, 4.3);

manual->textureCoord(0, 0);

3. G AT, ARJEAE R B R G FEZRTHE] T, AT E H g
B R H A RN, HIERAREA LT
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BEFORE AFTER

HIRIRAE T4 ?

P v 1 B AR UG — R R S5 B2 R R O T oA i, A
I B BIEE T P ASB I TIL I, A8 B IR IIR AR, JFEEATHERAE . s R N
IR —FE:

TAVEAA R, A& AT IR A —FE, BA TR ELOERZ A 72 8614
PN PUATE 2 T8 A60° 1 ffo =ANDUILFEAE L I PIAR S, IXFEERATTRIA 6160 (11 A1
BRAATIRB60/L . XA KR el 7 BIARES 51 R BOAER K 1) e JAT T o T8 55 A A Y
B ROBTAARR? XU T R = A TRy, AT T IEsZAE, X
T AR AR  BA M XA 5 B TP e lE e o, R L RS
XFh474 billboarding MIBIAR, 1EHL IS IXMHAY 2 M .
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5 unit long

=sin(G0) * 5

&0 degree

=gos(Bl) * 5

B — L

BUEBATH — A&, iEIRITRAIE —Hese B F AT

1. FATFEZ AT RS, BFrilf% i manual object 4 mesh:

manual->convertToMesh("BladesOfGrass");

2. FATHE —RFEIEAL 550 * 50 FIFISEG]. i AFRA 7 Z P MEH .

for(int i=0;i<50;i++)

{
for(int j=0;j<50;j++)
{

3. FEPRPRNER, U —NTCA AR — AT I 54 R

Ogre::Entity * ent = mSceneMgr->createEntity("BladesOfGrass™);
Ogre::SceneNode* node =

mSceneMgr->getRootSceneNode()->createChildSceneNode(Ogre::Vector3(i*3, -10, j*3));

node->attachObject(ent);

4. ANESICRKAEHA
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5. BT, IR SE S RER . BIRIRMIACE, XREIE AR 184

ST

RIRIRAE T 114 7

EE—2, TAVEH T —H) manual object FR% R BREL. 1X > BR & manual object
AR —Avmesh, IXFEFATHL T LT 3% 5 B4R ¥ createEntity () bR R B i mesh (52451 . A
REfd P A S, R 75 Bk 2 — MY 5 fE createEntity () BR 2 H 8 FH IS4 . Xk, Al
{4 FiBladesOfGrass{F Jyftfi i meshi#) 44 7 . FRAT AR B T B S g, i DAFRATIAE 28 2D A
THAMER, BN50R. EH =PRI TR EIEHART, FATE RGNS
AR T — N A ORI R R R T IRATEE AN S 50t A createEntity () iR L,
B —ANSEARR A — MR EQIR IS4 . XK, AT T IR BUE ML S, MidE4
Fo (BT R RN AR E— M — T 8 S, TS E— N FR? X
ARV IERR T, FRATE A PR UR — MR, E R E SRR 2, A
EaHOER 4T, RE RS HRE AN T IR N
BladesOfGrassEntity— fii 1742 & 44 7 BT 5 R B BRAIL o FRAN 1A FH [F) R 284 1) R BBk ) a7 s 25

BEE LT 5

PAE, 1EFRATHRIE N — T Ogre 3D A4 LI 44 5

1 EMEIMARIS R, 00T T e 15 A -

std::cout << node->getName() << "::" << ent->getName() <<

http://www.adintr.com 109



OGRE3D 1.7 N[ 14T

std::endl;

2. FFIS TR S A TR R — KA 7. SRR, /250017, BUATEM
R T50*501%. N RJE T4 T

Unnamed 2488

Unnamed_2489::

Unnamed_2490::

Unnamed_2491::

Unnamed 2492::

Unnamed 2493::

Unnamed 2494::

Unnamed_2495::

Unnamed_2496::

Unnamed_2497::

Unnamed_2498::

Unnamed_2499::

Unnamed_2500::

::0gre/M02487

Ogre/M02488

Ogre/M02489

Ogre/M02490

Ogre/M02491

Ogre/M02492

Ogre/M02493

Ogre/M02494

Ogre/M02495

Ogre/M02496

Ogre/M0O2497

Ogre/M02498

Ogre/M02499

HIRIRAE T4 ?

BATRIRAT BN 3 5 45 i 27, H B AR — N2 RE NS, G I SRR )
[1IR7 T Ogre 3D H 3l 2E B 44 FK oA 1 248 F (1937 e 45 s A A 77 X Pt = Unnamed_Nrr,
Nr&— T3S, BRI — AN T A s, BESm. SSAMH T — A1
75 %, 1B ZEMOM . MOsZmovable object(f)f# 5. moveable object #£Ogre 3D+,
AYERZ P FIZR ISR ISR 54 s R 3l 1 A AR PE /2 46 7K | — 1~ movable object.
SRR EIE FR & 4k K | Movable object 2, {HI&A 522 )4k 7K [ movable object. T /&
— i@k H TOgre 3D 4K A 7~ T MMovableObject4k 7k B 2K
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Ogre::BillboardChain
Ogre::Frustum

{ Ogre::InstancedGeometry::Batchlnstance |

Al Ogre::Light

4
Ogre::MovableObject

IYYYY) Ogre::ManualObject
{ Ogre::MovablePlane

{Ogre::PamcleSyslem / Ogre::InstancedGeometry::GeometryBucket

{ Ogre::SimpleRenderable Ic—i Ogre::Rectangle2D I
{ Ogre::SIaticGeometry::Regio:l\l Ogre::WireBoundingBox ]
—{ Ogre::TerrainQuadTreeNode::Movable ]

ZoRlSkIE:  http://ww.ogre3d.org/docs/api/html/classOgre 1 1MovableObject.html

ATVE B E E B2 —movable object; X2 RAE, T MIFRATAREIL & KL
458 . R MovableObject )12 AT LLAT ISERER B 545 mi o A4 T A RIS
WERBRR S5 i b, I X P H R T AR R S DA IS AR B e 44 45 R

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

6.6 B L

BATONE T — P, (ER AR T R B R S IR, 3247 RO 2418 . Ak mT LA Ogre
3D —ANFRA StaticGeometry [HIZERAERE FFAZAT I E R

e Z] —— RS/

A A BT AR, R P IE G PR
1. MERITENER); FATFHARFEE T,

2. BAERIF] manual object [Ji% &, MR FTA A INAH R S position() eRELHIIA . XF
FRANTLIE, NAPUSSN A T HAEMER 2 RSG5 AR

manual->position(5.0, 0.0, 0.0);

manual->textureCoord(1, 1);
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manual->position(-5.0, 10.0, 0.0);
manual->textureCoord(0, 0);
manual->position(-5.0, 0.0, 0.0);
manual->textureCoord(0, 1);
manual->position(5.0, 10.0, 0.0);
manual->textureCoord(1, 0);
manual->position(2.5, 0.0, 4.3);
manual->textureCoord(1, 1);
manual->position(-2.5, 10.0, -4.3);
manual->textureCoord(0, 0);
manual->position(-2.0, 0.0, -4.3);
manual->textureCoord(0, 1);
manual->position(2.5, 10.0, 4.3);
manual->textureCoord(1, 0);
manual->position(2.5, 0.0, -4.3);
manual->textureCoord(1, 1);
manual->position(-2.5, 10.0, 4.3);
manual->textureCoord(0, 0);
manual->position(-2.0, 0.0, 4.3);
manual->textureCoord(0, 1);

manual->position(2.5, 10.0, -4.3);

manual->textureCoord(1, 0);

3. BLERAGE IR R T SR O M= T . A=A T3k =
A EOASARR T H BB O, MR AR R R A
LM O FFRETHHIN:

manual->index(0);
manual->index(1);
manual->index(2);
manual->index(0);

manual->index(3);

manual->index(1);
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4. FIRRERT T A0 55 AP DU LT -

manual->index(4);
manual->index(5);
manual->index(6);
manual->index(4);
manual->index(7);
manual->index(5);
manual->index(8);
manual->index(9);
manual->index(10);
manual->index(8);

manual->index(11);

manual->index(9);

5. Bl{Eik-SceneManager f1l7—ANHT HIERAS LA -

Ogre::StaticGeometry* field = mSceneMgr->createStaticGeometry("FieldOfGrass");

6. DIELEfOrfEIA T, GRS, PRI, XIREINE RIS U A SEBlm A2 5

+
2R

for(int i=0;i<50;i++)
{
for(int j=0;j<50;j++)
{
Ogre::Entity * ent = mSceneMgr->createEntity("BladesOfGrass");
field->addEntity(ent, Ogre::\Vector3(i*3, -10, j*3));
}

7. A Hbuildpg £, RESHRERS LA

field->build();

8. ZIFIZATREY, PR G BIRFEN —FrEdh, ERXIR, REPRSBTIRIRZ
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HIRIRAE T4 7

FATCIE 1IN BT —FERI 557, ERIZVCEATHIE R 7o Al ? mE— 5 A2
&IV EERE LA A B JEA A AN A ?

HRLE

BXFANER— M5, Ogre SDAE REFE M — LV K. Jilogeifd—L&, H
AR, AT — B ik, IAERATITE — L A TRA BRI P IR

FATVENTE X R AT AFEAN [ 2 8] o, ey 38 22 [ B 5 2 8] o BATT H R X e — )
G AT EACEAN IR RS A T A3 ) o D) 303 1) 280 1 57 2 18] ) A8 i fif SR 4 oiis
SR, Ogre 3D 5 ZAFWITH SEAF AN R SUAA It AR AAR . AWl R ELAR 2 (AT, (B TERY
R S B S A AT IR 25 GPUYE B o IXAE SR TR AU IE), 10 HOX A2 At AREFriatT
IR .

FATRT LAAE P 0 25 LSRR ORI A s £E58 Tl SRV S8 PSR QI 7 — i
SIUATHSEB . SR, FEARIAEIAEE, SRATAIN QIR ISR, AR AR A AT i SRR 23 5
25 i ERORA T30 R B, BATERGAME RIS LT, JFa RS B S =5

FEBATA N 78 LA i A T LT SE 2 5, BAT7 2 Abuild() s K. 14> BB IRATT
INIMBIETA SR, IR A ARER, EEE MR 2 i H . BATH & EAE R 51 53R IR
R, PR s LA 2l R AR BT R 5 AR A B I Ak ok USE KO IRAL IR o AT
AR AN R AS RERS ShR N 158 25 LA B S o 2 B KRR 00, IR IFAN AT 24512k 5
RSN B, #AJLAH TIPSR, BOvERMt 7 — AN LR st
RN RCR o AH—A skt M BATE R b A KRR S IG], —rw A LAE
HEVEH 2, PRIEFRGARERT, FUOVERAX RAR L IHE G
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#5/

PAVEI AT IN O F S T LT Se NI &R 51 i sed . (B E e BATBA THE A4
Blo NPEMRX AR, AEBATE R UL 51

(-5.0,10.0,0.0} ($.0,10.0,0.0)

{-5.0,0.0,0.0) (5.0,0.0,0.0}

AR, B HAT BB AE A A N6 A s i) 75 2ORACHES DUAS s P A R s n 17 K

R

VAT DU i RIS = AL E o B BA T T T 248 A DY L i 1

[[First triangle

manual->position(5.0, 0.0, 0.0);
manual->textureCoord(1, 1);
manual->position(-5.0, 10.0, 0.0);
manual->textureCoord(0, 0);
manual->position(-5.0, 0.0, 0.0);
manual->textureCoord(0, 1);
/ISecond triangle
manual->position(5.0, 0.0, 0.0);
manual->textureCoord(1, 1);
manual->position(5.0, 10.0, 0.0);
manual->textureCoord(1, 0);

manual->position(-5.0, 10.0, 0.0);

manual->textureCoord(0, 0);

FERIT AL M2, WA T IR, O eI A =M . — APk E R ER

175 2t A2 1 il two-step systemRFfiid =i . &5, FAIEIE T —MEE/M K S50,

= BATENERAE RUAE ST BATEE A KK =M.
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{5.0,10.0,0.0) {5.0,10.0.0.0)
20 [ 2 ®s: 2 4
e ol 3 1 ze B
(-5.0,0.0,0.0) {5.0,0.0,0.0)

KL, FATE ST WA, AR EFR=ABA M 1, 283, JFHEE AN =MIB M A
2, 2, M4, XA T EATHRIN—LL PR, BUEZ I, KT M. ZEBRAAGNN
FIANTE], AER S BATH LT RR R I, IZXAt2™ AR KRR 1o S LT ER AT R
TSI R IR Sek, BEOSIAIE, BT LA — N T s (R e ) 1
HIRANE P 25 A1 o A0 RBATOE T R s ISR, @2 LAT A /5 2N — 22 5
MIAZHT o X TR B R, X2 — MERIE AT

6.7 /NGE

BANCEKE 7T HATR g s, QR E SR, HES LTI
BARRu, JA1F T

1. f+4 s&ManualObject.

2. A AFATN3DIE A % 5],

3. Rl RAART IS FH A T L AT

ERBERNCLMEHEMR. £F =, RIGEEE DM bR,
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$-t&E Ogre 3D 5

BAMB FAIARES RIS, T TR B2 R 45 A48

B MREE RS, THEX AR SR UL, AR AL BRI . MU
FETEAT HYBIE FEAR A 2 A R P 3 A

R, BT

1 22U B BAT B DRI

2. NS RIFATHI YL .

3. HELT AP Qe R A AR

4. fE A g R A HA B ARIR AE ST ROR

BUE, 1ERATIET. ..

7.1 RIg—ABRmluaE

FEZRTET T, BATHAGSEE 1 B O/ 3D B, B, JATRS MM IrNER
B — T s s i ML B

SLEHTZ —— GI&— VI

BATE LN RIS, AL S 2 createScene() BRI%K:

1. FF4R6)% manual object:

Ogre::ManualObject* manual = mSceneMgr->createManualObject("Quad");

manual->begin('BaseWhiteNoLighting”, RenderOperation::OT_TRIANGLE_LIST);

2. NIYLF B A

manual->position(5.0, 0.0, 0.0);
manual->textureCoord(0, 1);
manual->position(-5.0, 10.0, 0.0);

manual->textureCoord(1, 0);

manual->position(-5.0, 0.0, 0.0);
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manual->textureCoord(1, 1);
manual->position(5.0, 10.0, 0.0);

manual->textureCoord(0, 0);

3. R GIREA ML

manual->index(0);
manual->index(1);
manual->index(2);
manual->index(0);
manual->index(3);

manual->index(1);

4. 5ER% manual object Ff#45 B8 mesh:

manual->end();

manual->convertToMesh("Quad");

5. GUESARIISER], R RE R B R

Ogre::Entity * ent = mSceneMgr->createEntity("Quad");

Ogre::SceneNode* node = mSceneMgr->
getRootSceneNode()->createChildSceneNode(*"Nodel");

node->attachObject(ent);

6. HiFEITIE . B SFER D EOKIYLE.
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HIRIBIEE T 114 7

PAUE I Z /T AR FR AN T — MU S EREK— DA GRM . ~— P01
R R RIE H SR

7.2 RIERATE CRIM R

ERTERITA ARV N A EIARZ A GBI, el R EA18 S —1
5o

LERHF — CIBHE

B, BT e R 3 @I RAIE A SR

1. fEFE 7 F 344 5 () 42 B BaseWhiteNoLighting 2475 5 MyMaterial1:

manual->begin("MyMateriall”, RenderOperation::OT_TRIANGLE_LIST);

2. 7£ Ogre 3D SDK [ media\materials\scripts 3C {4 J& fill i — AN 8 19 Sk 4 F N
Ogre3DBeginnersGuide.material »

3. BN MRS RIRIA f S

material MyMateriall
{

technique
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{
pass
{
texture_unit
{
texture leaf.png
}
}
}
}

4. GRFISATREY . (RESE SIEAGRILE B — Y.

HIRIRE T 114 ?

BATENE T @ KIS — MM SCE. 1E Ogre 3D o, #4J5 AT LLYE material 3244 5E S
R B BRATHIA S, FoAl 175 A resources.cfg H s H R B SRR H SR AI R . AT E
FAEARHS 1 ResourceManager 45t EATITE XA IES AR, BRI G IRATIE 2 A =15 R/ 43
[k Hchk i 77 SCARAL . oA AR A R SO SRR I, FRATT TR BEAE 46 A manual
object s A4 5 ) 44 %

FOEAT R A B 70 M i S
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el

TN TS LA TR OGSV E N TG, MR &7, RIERE{ <. TEMTNLS
RAEH T}, R B AT R BN R T o BT i —FhEl 2 FhEA (technique)
AL BRI T SR ORI 77 20 RONA R B R A EA RS, BATATCUE
N ZFHIA, Ogre 3D MIF4HE o (13 I SCAF—, PR —FH P 8RR 78
— MR B, RATLAE 2 pass. —AN pass S ST UM TR S . o TIRA TR EE A ALK
WM, WFEE—A pass. SR, XFTOIHE 1B & J= ) — b i 772 A8 =AM pass,
Tk Ogre 3D F i3k 145 Fii AR L Fh pass. 7EIXA> pass L, FRATHE X T —ANgrris
BLo —ANSELRANT 8 T —ANSCERE B o IXURIRATT 58 SCAME— 8 PR A e SCHE ] L
o TAVER leaf.png 1E NS EME . X492 Ogre SDK HAr i, I HZE
resources.cfg 1] LLAIT ARG SO, XFERATAT AABE R I HE T .

ZFi —— BT —THE

14 i Water02.jpg €172 —/NFK A MyMaterial2 (#3408

7.3 SUE AR

FEZ AT EESTH, JATTHE 7 H SRR 0 2 1 Mya FIR, 2547 s (8 I s
DU, EIRATGIE — LM AR B AT SRR

SLEHTZ] —— HEEBANTE SRV

AT 2 8 Z AT 7 SO DY A AR A5 5

1. JENL R SO AR PRIE A0, 113224[0, 2] b AN EY S NN

manual->position(5.0, 0.0, 0.0);
manual->textureCoord(0, 2);
manual->position(-5.0, 10.0, 0.0);
manual->textureCoord(2, 0);
manual->position(-5.0, 0.0, 0.0);
manual->textureCoord(2, 2);

manual->position(5.0, 10.0, 0.0);

manual->textureCoord(0, 0);

2. BUEGM BB TRES Y o WAEH — B, BATRSF SN B — AT s, =
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REIXIRBA B B SHE

HIRIRAE T4 ?

AT H I T A THINUILTE, (AL A AR HIVE N[0, 2]. X EWAH Ogre 3D
EAE ARG A IER R T 1 S AR R BRINAIR O B2 T A X (wrap) . X &R
ERAHE 1 ER 2 9 0 AN 1S FEZ 18] o N A ER B 1 S ARBR & A0 e 45 7 o 1 o
FEILSA AR, BATRT UL B SCHAR bR SR AR TL A BN, JRATTE 21 1 B 5 2 Jm SO AR bR
MME. [FRE, 97 SEar B, FATTCLERINANEE NS, BRI LR ERR.

12,0 (0,00
(1,09 0,00 d,m (0,0
(1,1} (0,1 | 1 (0,1}
(1,0 0] a,m (E3, 0
(1,1 15 (1,1 (0,13
i2,2) (0.2
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FATELHE RIERIN IS wrapping A2 W 7 o AT SCR T . BA T 0 S0
AN RCRARGS , ERE I B BN EORKIAIAL o AETA T 55— AN SUHKE T wrapping

B IaFAE . PSS —SCEf#E ] wrapping #K

LB F] — W — 1T H AR

XTI T BATRE AL 55— A E B, FA VAL E B SO AIROR ]

1. GV E— M AR A 5T, ERIXNMEM AN terr_rock6.jpg -

material MyMaterial3
{
technique
{
pass
{
texture_unit
{
texture terr_rock6.jpg
¥
}
}
¥

2. M\ MyMateriall c722 341145 FH (144 52 v MyMaterial3:

manual->begin("MyMaterial3", RenderOperation::OT_TRIANGLE_LIST)

3. BT . IR WL A A A SO
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3 q R
Ao TPl
&%

L4
Lt

38 &l X A >
A ‘{j': & _\.- :l.Q)A ' : ,..-
@y g - 4 -

|

HIRIRAE T4 ?

KR, EAVIAFE B RIS — RS . BATEAZIAHEMES, R
PSR SRR A —FE, X2 wrapping #RE B SR . £ —HegUFE K i
Ko, SN UHANERFGES, QN AMWERRE. XS TESEE . B
THEFRMSEAE A, AL, FisEEMPHER K. RN EXMEN, TATH TG
FI| GO B R

7.4 fERH—ANEEBER

FAIELE D) wrapping BRI BCRA AL . BLE, iEERATE— T3 —MFA clamping
FREAELE Y |

LB R — B — 1 H AR

A ERMFRRIE , TR AT S

1. AU HISCY MyMateriald (S0P, UK Y RRATZZ /T O S — 4«

material MyMaterial4
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{
technique
{
pass
{
texture_unit
{
texture terr_rock6.jpg
}
}
}
}

2. FELFBALIB, IIn—1T5 45 1F Ogre 3D i clamp ##i3K:

tex_address_mode clamp

3. EBATHIVYATEA T 1148 M MyMaterial3 27 5 MyMateriald:

manual->begin("MyMaterial4”, RenderOperation::OT_TRIANGLE_LIST);

4. JRIBATRET . MRRLE B UL SR A IASka . DU H) 73 /b =3 A
IF B R R AL T
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HIRIRAE T4 ?

PATHEAR S AN clamp. XM SO IO GAR FRIETE T KT 1 IS0 AR
b FESERERH, XERE AN R I SAERR EAR R T s BATAT LU AT B R T 2
EGLEVE

7.5 fEFH mirror =R,

AEHENT — AN ERATA A I SO K

SERGHTZ] —— 1€/ mirror B

1. AT R B R, B —ANETIIRR Y MyMaterialS A1) -

2. B AR mirror:

tex_address_mode mirror

3. BURSCHIEA T AT E L 5 SO

texture leaf.png

4. GRIFIBATRERY, VR =E SR BT 1 UK
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HIRIRAE T4 ?

BAT — WA T SO ——IX K2 mirroring. 24 T8 44— e A0 B ISRE Ak
AL XS, A mirror BEUst RS LR R TA L T BRSERAAMERT 1 B, 808
A EIENEE, SR EE a0 A wrap B T . AT LATE R A ER T E 2 mirror 7GR

NI

2,0]

2,2]

(0,0 (1,00 | (1,0 (0,0)
i1 (1,1 | (1,1) (0,1
(0,1 (1,10 | (1,1) (.1
(0,0 (1,00 a0 (0,0)

(0,00

(0,2
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7.6 f#H border B

eJa— R BRI, EIDY, border 5.

SERERTZ] —— 1&/H border BE=(

1. G — oy MyMaterial6 HR 5T, SUANRTT L0 FF, R ET Z i ST I
Jiie

2. SRS CA border #EE:

tex_address_mode border

3. [AIRFICAE A AE ARG AEFAT M Y (044 o 44 7K -

manual->begin("MyMaterial6”, RenderOperation::OT_TRIANGLE_LIST);

4. GFIBITREF . 2 NHEIFRR, RXRBATRAE R — 1

HIRIRAE T4 ?

Sl B - SR L 12 border A3 AN 2T mirro R wrap A5 — A1 T E0H
M2 40P Do MO AR KT 1 I, XS S AT fo] 2R PSS AE S o —— BN i
SRIE R, MR RGB HiEE N0, 0, 0).

7.7 BTUMERIBE
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AR IATAAE N B A NILAES e, XN IERBCAE A A RIAL T o iE3RATE TR
UHERIZE .

LB —— HBLHEHIEE

1. BflEE— MR, FFar4 48 MyMaterial7 .

2. fEWESEM IR IG, NI T AR DA v B IIAE At i

tex_border_colour 0.00.01.0

3. WIFIBATRESF . XK, BATR A FE R — M-8, (B2 IATERR R N

HBIRIRE T 114 ?

FATAR O BRI B Yl . SRABLRY, BRATRT DM IE R e i e e, 4
HEZ AT LA RGB BRI » XA SUHERL AT LU T8 . logo BRI X FEHIXT R« FiATT
R B ETUAE RN B, SRS TR . ISR SO AR ARAF A SR B HER , A1
FANZ TS HSRANKT 37, RO 4 A HER (2 — FE I

FIERE —— REE

PP R ——wrap, clamp, mirror, I border 2 ] A H 4 AR ?
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a. AbT 0 A 1 2 (8] R S AR bR BT 1 FH ) 2
b. mT 1 8UNT 0 s AR R AN AL B ?
c. SUHIIBUEZ WTE S ?

FFRE — TR

LARMEI KT 2 30T 0 HULIEALHR.
7.8 BIh— o

AL B UM S, BRI MO — A EtE. BUE, BRI
53— Rk 24 R R 1

LB —— BERZ)—XE

R, BATPRE 2 SR AT WYL ARG HA ot AR -

1. Ul A 94 59 MyMaterial8 [\ B 8 S0 A 2 £ 0.2:

manual->begin("MyMaterial8", RenderOperation::OT_TRIANGLE_LIST);
manual->position(5.0, 0.0, 0.0);

manual->textureCoord(0.0, 0.2);

manual->position(-5.0, 10.0, 0.0);

manual->textureCoord(0.2, 0.0);

manual->position(-5.0, 0.0, 0.0);

manual->textureCoord(0.2, 0.2);

manual->position(5.0, 10.0, 0.0);

manual->textureCoord(0.0, 0.0);

2. BUAEGIEEAER RSO o 80T A 5 MyMaterial8 . 3X 1%, AT 75 BAR A SR K
U fi FHSUEE terr_rock6.jpg HLATLA T

material MyMaterial8
{

technique

{
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pass
{
texture_unit
{
texture terr_rock6.jpg
}

FIRIRE T1H4 7

PATA BB RIS — 8 7r, AZFOAEATHI UL B RSB AR bR i K3 0.2; IRERAE
T3 Z WU BUEEAS BeE Qe RIFRA T AIDUILTE o« SRR “SRBNTZ0 7 o R AR K A S B gt R B
R, FOveE RRRATH AR S22 BRI E A . R IRAKILRE, HEHRE ] TR,

LB Z] —— B — R

DUEBA THE R 4 DUIL TR, JTIRIR S

L IR AT AR R 5 S A SO v EA RS B LR B S

scroll 0.8 0.8
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2. JEEBATIER . XK, VRNE BISCEEIANFFR 23

HIRIRAE T4 ?

AN R VEAR T S AR 48 SE S B . T I ER BoR TIRBIIIRCR . A BRIk
MIFER SRS — 87, 2 ARIRENE TN SRE s ) — & 0. ]

(1,00 (0,00
{0.2,0.2)
(0.8,0.8)
(1,1 (0,1

TRATTAT AZE AR 7 BRI A B UV A b7 ARSI R, RS0 S0 AR bR A R
7.9 BHERZ)

5 1 TR TRV E AT AR E R B R MU SRS, BT LR BDRRAT 529
SR . LR LA TR
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SLECHTZ] —— IRIIZERSY

PATRAE L IRENIS SIS R AESEIE.,

1. BN B IO e R 2 (0 R A ) R B -

scroll_anim 0.01 0.01

2. WCAERIF SR AE H #9 manual object FIRF BT, 75 0, 430K B AN B AT (Y 25022

3. IFIBATIEF . HFAIMENINS, RN ASEMNA EREENERIE T M. AR RARX
sKE T, RO LRI R R ASREST I (FTREAR KA W RESEILT).

HIRIRAE T4 ?

PAVER 75— AN EEAESERs). BT 47, ZANRERRSEYER 47 LA,
EEANEIR, (HEEZ DO AL T BATIAE BB R A2 2 B

B HEH Z R4 TR, — BN YR ATE
http://www.ogre3d.org/docs/manual/manual 17.htmI#SEC9 #k %,

7.10 4k&M R

FERATHEAETE O A R AT /T, JA IR 22Nk 5

BT H —— M FRE

PA R = B FR T FATRIRE 2 SR P IE I X

L xR, BATHE DL RE R S0 SR ER 2 AR 0 2
1 Z I8 AR RR,  FRCAE SR H A 84 T R AN MyMaterial 11:

manual->begin("MyMaterial11", RenderOperation::OT_TRIANGLE_LIST);
manual->position(5.0, 0.0, 0.0);

manual->textureCoord(0.0, 1.0);

manual->position(-5.0, 10.0, 0.0);

manual->textureCoord(1.0, 0.0);

manual->position(-5.0, 0.0, 0.0);
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manual->textureCoord(1.0, 1.0);
manual->position(5.0, 10.0, 0.0);

manual->textureCoord(0.0, 0.0);

manual->index(0);
manual->index(1);
manual->index(2);
manual->index(0);
manual->index(3);

manual->index(1);

manual->end();

2. M BB S A M, 33 rotate_anim (@ VE, BT S LASS & I35 g
o AHE i B BN RS 2 iy 4 SO R T texturel :

material MyMaterialll
{
technique
{
pass
{
texture_unit texturel
{
texture terr_rock6.jpg
rotate_anim 0.1
}
}
}
}

3. BUIEAIEEE —ANUATE, FiE X #if3) 16 ML, R e e 58— AN UiAEAH
Lo [FIFEAH setMaterialName() BR £ ci38 #l SRS F (144 5 28 MyMaterial12:

ent = mSceneMgr->createEntity(*"Quad");
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ent->setMaterialName("MyMaterial12");

node = mSceneMgr->getRootSceneNode()->createChildSceneNode("Node2", Ogre::Vect
or3(15, 0, 0));

node->attachObject(ent);

4, B R EMIMAAIE MyMateriall2. FRATE 2 M MyMaterialll 47K 15 B S 5 44
(texture alias) 9 55— ] ff FH (1) S0 :

material MyMaterial12 : MyMaterial1l
{

set_texture_alias texturel Water02.jpg

¥

5. iFIZITRESY, R SFEBIWA — BB —— N RE A8, Ji—
AR GLH

RIRIRE T1H4 7

AEIE TN, AR A QR EE B P, (B
FISIERAL KR, AHHAE[0, 1MITEREZ N . 7E55 b, RATEIE T VUL fk 5 48 5@
PE rotate_anim x , XANEHERFIELLOE x BT m——E A A 5% FRIFERI1GSHE
HALdr 4N texturel; HEIRATRAEHXAL T, =0, TATEIE S — N PUBIBR) S
#ilIFfEH setMaterialName() R4 HSCE e SAARE IR ot . 2B D00 R BB —&. X BfEH
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RN T —FA o, AR INESTRA TR ELECAZR, T CH+ 22 — 21, NewName :
ParentName . 7£iX fi 4% & F, MyMateriall2 4k & MyMaterialll . 28 f5 A4 T
set_texture_alias J& 4 LAZR & S(FE Water02.jpg FISCFEHLIT texturel, XFHHELL T, FRATH
Water02.jpg 8% terr_rock6.jpg. PRI Jyix & @ g Hiid o A RS e — el s, FRATTILAE v] LA7E
XHEEIET,

S 44 B L BATTAT LAEVAR 24150, BATATE 2O TR WL EilE, R
i AL A FEFATEL T, i HRATE R AR AT REA IS LT R

BAICE TR T X TMRRZ SN, HRERITETHEEMIRE Rt HAFT¥C8mE
TSR A, 7R SCRY RIS BT, BRAE N R DABRAE TR A4 B R A B R B G B T
HSHXE http://www.ogre3d.org/docs/manual/manual_14.htmI#SEC23 . AT T¥ £tk —5 %
N FFEE ST S 1Y) shaders 4 5 #6411 E R 2R REF .

7.11 FERLENE R

FEIX— 5, FAT— B —MRONE LB HOR . X2 — AR R RE e ARG 2
REMGHITEREAE BOR o IEUNA = [ 58 B s BIIRRE, FHB0A e B S R ORI 34 [
SELEE o JRATTAT LU A BSCAOE — eS8, (BRI Ao XA ] L
HUFAMNIANZE A B OS2 PR RINER /N, T H B& BT DA A TE A B — 873
RSB OBATHEMU C SR, BERD, HERANKREREFE. A0S, &
AT L 5e il sm a1 H AT DAAS IO [ 2648 KA 1 TR 2L

HRLEE

NBRAE s, AR EXHER AR NS R A E e R B AR . ATE G, AN
AR (BRSO AT AL AR N SR 8 28 (B AR N SRAGHLS [RL A, SRS B = AR et . X,
BRI R P AR XSS B RO Fr Bl B P Bb Ja AR BRI AT . 3R
AT LANE I SCEL ) — ANRFIR 8 20 BT A Fr BOR R I P B0 24 DA — R e G i, 3
AT ] IR 2 E — AP XA S, BRI BoR 401 — E R SR G
B, B RN AEITREHIRIL A B WAGEIXAREIL, X4 BUgtal Ll R 78
B bo FEBCHTREMEh, X — ] IFEARBE R Be iR AR anRAE R JE I Es Rerb, Ky
(K137 S REANR] UL, XA AT DT B AR 2 oH SR 18] o R i — Ay 10 Bs o i T R I

i d
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Er-titj.r

To camera space

<

Vertices

Rasterization

N
Fragments
~7

Screen

Depth testing

MTIVP AR — R R, BriE e a I THRRNEZ TR, &R/
FrBUE gt . TUAE AR RS R BRI G 2G2S 5, AR5 2, T B Efr X
KB, #EAE GPU LsE BRIShE . B B QRSSO B T H— bl 75
AN SO EERAEEAT, ol X THGER RO, AR E R %, T
LA s, (ER RN AL XA iy 18, BOSMA TR EEBSE IHOR, AR 2
SCREI, T HAE XA YRR T

SLEHTZ] —— EAIFE —1 shader F2/7

IEBA DTS FATE — AT F BB (s

1 RN, BAVNG ESRE M. SN MyMaterial13. [FIFEF2
B AN YL

manual->begin("MyMaterial13", RenderOperation::OT_TRIANGLE_LIST);

2. BUERAN T ZAEM B PRI . B, BATR &€ 5 thas. Ogre 3D
EHRE RO IFELR.
. B O ATR.
. FWRARRE S SR
- AERRAN SR AT
. OAR I main bR ECR IR .
- FRAT TR B R O AR TR S

g b~ W DN P

3. TR (5 BN A% ILE A R SO

fragment_program MyFragmentShaderl cg
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source Ogre3DBeginnersGuideShaders.cg
entry_point MyFragmentShaderl
profilesps 1 1 arbfpl

4. T s T AR (HR AT 258 L—> M Ogre 3D ZI75 th 23 124
RS T T AN T B S ARN LA (] AR -

vertex_program My\VertexShaderl cg
{
source Ogre3DBeginnerGuideShaders.cg
entry_point My\VertexShaderl
profilesvs_1 1 arbvpl
default_params

{

param_named_auto worldViewMatrix worldviewproj_matrix

5. M S LA TR AN R B s I 2 AR R A W AN

material MyMaterial13

{
technique
{
pass
{
vertex_program_ref My\ertexShaderl
{
¥
fragment_program_ref MyFragmentShaderl
{
¥
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6. EERNTFEEEME 1. 7E4K Ogre 3D SDK ) media\materials\programs C#F3
B85 —4 4y Ogre3DBeginnersGuideShaders.cg 344 .

7 BAEORERRE AR Kb A FERRZ AT U out SSEE AR IR — A
SR RS HORENABOANASH AN SHGRAE T DR ERAE . TaE
e S B, AN DMEEEOTEN IS8 BREORIE NS
PO T O R A MTEGA R ICE EF R4 S0, Ogre 3D Wik AFIE. 1k
LR BB di A oI s, DO e BLR R

void MyFragmentShader1(out float4 color: COLOR)

8. Ji BUE s i 2 iR ol i A N R ME EIE R .

color = float4(0, 0, 1, 0);

9. Kt B g BUERNPRAIN G E R . TRAEOAHEA =S — TiA
MR, TR A i f AN BRAIE AR, I AR NEATH 22545 uniform A2 & .

void MyVertexShader1(
float4 position : POSITION,
out float4 oPosition : POSITION,

uniform float4x4 worldViewMatrix)

10 EEOARNE, FAVEH 7R AR N RO EOR T 5AL A B

oPosition = mul(worldViewMatrix, position);

11 ST . RNE R —IUAE, ZIREPEEGTNE T,
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HIRIRAE T4 ?

TEIXNTRAE TIRZ ARG BAH LA PN aG . X B, 1w LT BN B
HELE R RTIRIE R, Ogre 3D 77 20 T35 tadd () .54 15 2. IATH fragment_program
AR AR R P BUE B s, R WL TR 148 BRI R B 7R SR 5 & — B H%
EIXATR G, ERSANMEHNEGRSE. S TREFNS, HasefHiCamk5m, m
HAERI, 5 AR S & 20D, AR TIEmERMrES A T . mH, X+
—RMRIEE S, MAESMHIMESE AR BEES T . Hil, A=MARIES T
PLE N0 2%: HLSL, GLSL A1 CG. & {iE 5 HLSL #% DirectX firf#i Fif, GLSL &4k OpenGL
EHRIES . CC i E & Nvidia M EEF K, HH HESTATGZLEHINE S XMES
TERR T JE B i dm Bkt & B I AAS . FrLLA HLSL 5 1955 ta 2% R REdY DirectX 34, FF
H.H GLSL %5 ()55 (2% R Ref OpenGL il 3 kF. {HA2E CG A LA%i A\ DirectX A1 OpenGL ff]
TE G ARRD o BATVE & 1 JE R R AR T & 5 28 1 FL24 15 B I 26 2& Ogre 3D Fr s 21,
RAMERFES R =5, MANEERTF G — Bt —F — R E8, AEeHE. &
A P 0 8 T R 1) 6 G B SO AR A B o FRATTR T B4 Y e B 642, IR BT
4, N Ogre 3D 2HHGFRATN B R H HARYE 75 LM U4 KK B S0

T ANAVE KI5 2 entry_point, EFEIE R IRA T BN E (g N RS
FRo TEARRS SO, FRATTEIEE T —ANFK N MyFragmentShaderl (8%, HBRA XA 2K
Y254y Ogre 3D fEAFRMTA BB LB N T . IR EMRE, SRIRNFE BN BEE O, X4
PRECR AR . X RS A —ANME 23 out float4 color : COLOR. IXANATSE out Rk
ENSHRE— M S, BEERITESBSN—ME, XMEEHR G B e B .
XA BRI N floatd, FnA A float (HIE . XTI, AT LA KNE £&—
PUIC4(r, g, b, a), rfFEa, giUERLE, b AFREEA a AF alpha 8: A A
Bt e, SRR G, AT T —1: COLOR. £ CG ', XPFRIEE YL
oS B B AR . S HCCOLOR BRI YL o — i th . 1 out J4 71
HET, ZRAT — AN BAE R, I YL T DU X R I B (g (i
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e — 45 BRRATPRALE F SC8E 7 profiles AIBIME ps_1_1 A1 arbfpl. Jyff T 1,
BMFER— X THEORY. B—ROEFR, Hi—RIE ARSI, BTG
15 F AR 2 7 B AT Of 254 C 1S KA I4mAE , (HILTEE A 14> & 4% Bt KM gmAEiE S .
I HIEAAAEA B CES A FIRCA, 10 HA ARG s & #dk . Ogre 3D 2 A11E
EAE BB RAS . ps_1 1 KRG RECIRPMAL 1.1, arbfpl R B AEETIRA
& 1o BATFENAMYZR SR, A ps_1_1 42 DirectX 5 IR E4E, 1 arbfpl J& OpenGL
HIF R BUEE . BT 1450 DLYE http://www.ogre3d.org/docs/manual/manual_18.html %%, iX
HO T BAEM P e R Bt ds . 1E58 =20, AT LT HATHIT S G s . X545 F
TE S B AR AR AL B R BRI 2 default_params FRBARAS . X BE X T
EPAT IS E S H . param_named_auto & X 7 — M Ogre 3D HIMEAE LS
o ERXMREF G, BNTEASE—NLH, mMAELZ G, RATEZEEHA T
A . AT %S0y worldViewMatrix; 714 FHaFMSERIER, JEHRMEZEEA
KB worldviewproj_matrix. iX /> X 8 7 5 U Ogre 3D AT E RIS HW A
WorldViewProjection %5 R FI{E o 3 ANHE R R 1 FH 2 HU2 153 3508 2 1) PR 00 A5 23 A 4 A 0L 2 i) o T
Ho TGRSR AT LAZE hitp://www.ogre3d.org/docs/manual/manual_23.htmI#SEC128
R FATAATAE A IX EAE AR 2 58 B

VSR T 2 il 5k RS, —anfEs, ATH—FEARM—A pass & L T
I, AT & L— NS, (H2M A 78T vertex_program_ref. fEIXAN%
B2 E, BAIHESGE A8 LT SRET AR, ARG, XANBHE
MyVertexShaderl. R FEE, AT LA 2 M08 e X, HE2RNFEATRE, B
PAERATMN K HE 5 R aa A1 O PAARIE B o IX NN T fragment_program_ref 12 3& A .

Eili— N EEa

RAEFRA T U T MBS I BT A DR R, iERATE 25 — N EASEET . A
e ST BAVZ AT IS R E S HER, B DA TSR NG . 28000 e ST R i
TR BEAR, RERRE R, RATEIE T —S8m floatd 740, 0, 1, 0), R T H
IS EIRE RS8P . XU BT A F e T S AR PR A W . BT R BeE
R BV IX L T, AEIRAEE R ISR A s b 7R85 \UE T REERER . T
HEARA 3 ASH—WANEH CG EEMRCE, B —S3HEMH flatd 1/E R
worldViewMatrix {5 [ —~ 4*4 FIFRE. TESEEERE L2 T, A uniform 508 7.

BV BRATITN S5 s, E3RE— AN TSR NN AL B S50 T A AL
&, fRfFEF oPosition 4. RXREREFRIAH KL, SEHHEEE. 1 worldViewMatrix
HAMAE ., R8T uniform RSB XR KR HZEZR . JIRATE I YL B,
worldViewMatrix AegA8, i HAth S50 2 R R T G 88 BT A B TS (AN R AN ] o 7258
U, QI T T AE BB Rk . TERR AR, BATTR A FUAE R SR 1 I T Ak A5 45
GRS ] T AT, o IR ANAR R TR (A7 A BB 2 B A B AR B . ERAMECE 2
KEOBRELE G, HAOSELE B0 THEREE .
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7.12 gEER

PATHEE AR IR , (E A T8 JE A 2 A 2.

LB ) —— B TR

1. BIEE—FRN MyMaterialld FOETA . [FIFEQIEE P ASHTIFR A MyFragmentShader?2
H1 MyVertexShader2 )35 €435 . 1CAE B HIEM BT SO i) sE SOS R BORVE /UG R F . T
TN—AN A SO B B SO

texture_unit

{

texture terr_rock6.jpg

}

2. PATFE EAMEAF ISR B O B — R TSR
float RAUM) — e AL, FATTFIREAL PR BORAR S LS BOvEA TR 28— SO AR B,
NS EI R sampler2D, XGRS T — D AFK. BRUOVSEIA SR LAt E
BN BL BATRREN uniform. XA TR SHUER B AR CG Ry, JFHE
ARG A B B, £ AT OLU T, A& Ogre 3D BLEH

void MyFragmentShader2(float2 uv : TEXCOORDO,
out float4 color : COLOR,

uniform sampler2D texture)

3. FERBCE AT, B E R T — AU A

color = tex2D(texture, uv);

4. FETURE O R R E RN — A float2 REZAENPSEARR, —
A~ float2 1E Ak tH 208 Akbr . AN SR AL AR 2 TEXCOORDO, PKI4& N ¥AAARAN 53— ME
H ¥ A8 kR #R  TEXCOORDO:

void MyVertexShader2(

float4 position : POSITION,
out float4 oPosition :POSITION,
float2 uv : TEXCOORDO,
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out float2 oUv : TEXCOORDO,

uniform float4x4 worldViewMatrix)

5. fERRELIAT, ATV ST A% H ARAR «

oPosition = mul(worldViewMatrix, position);

6. XTI AR, FATRE L NFMERIE

oUv = uyv;

7. CESARAERE T P B EAES, RRIFIEITE .. IRRE BIINLAE e A
AL

FIRIRE T1H4 7

TEEE— D PN A — S A TTININ T 5 A0 SRR, Vet A5 ) o A2 58 — 2B s in 7 —A float2
RARAFBRAARAE 2 FIRERRATSE — IR T sampler2D. sampler2D J&—A> —4ES(FE A4k
BRE A FR, T H DA SRR SO EA B T HR B TAMTR CG R, RATEHER
uniform. 7E%5 =, ﬁﬁﬁ?texZD PR, U RR U F RIS AN sampler2D Al float2 44,
IR Al —ANRAY g floatd HFIEL . XA ek Hfl ] float2 /E A7 BoRAGZ sampler2D X 4151
EIFIREIXA B . FEA b, SRS E RS ARFRESEEP & . EEDYSH, Imp
NG FRBI TS A ——— DN RAAEANSE, —MRERSH. EETOPREAR NS
e BH. XTI R A EE YR E T
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HEERLGEFRETI4?

FATHIT i 55 A R URE A T T A4 e BIERBA LA 8] o AL FT AT Tl i IR A ez
Ja, EPEAE T IEEIEAN TSR B =08, AR eMEelT. e SRR, =MIBgor N
IR P BLo A BUAR SO B 4 o (R X 20k DX W SREA A SO A A B B ot
Mg, e EErtk. ke, BB AR FldfEd, ERLEMAT S, st
SO ARARIE PR BChE . I REZ R, BT BUEE T B g AR, iy B3R M3 H
RMOTFAEBRRGHE P RBEOE . 808 B B CREEEASR . IX B JA T 4
ARBR IR B R o EBUSEE S rpy, XA THE G2 B 1) e v A2 H, B AR A B
TRATEAE, (EAR G2 E R .

(1,0 (0,0

(0.75,0.25) | (0.25,0,25)

(0.75,0.73) | 10.25,0.75)

HELS BT R — AU, JAVEEA TARF A . IUELEBRATE IR 1 X fh
RORIE .

FFRH —— I OFIXBLFFBE A R

3 I —ANET ) MyVertexShader3 Ti s 148 FIFR A MyFragmentShader3 Bt (4
A5 o B BB BOZIE J BT B AR U R4, TV S 5 38 T H PR S AG L 2 1R T R I A
I R RSO AR bR AL 25 B (8% . 1 BOE (s BTSN EAMECAS TAET R, (23R4T
MWEHEE.

7.13 B HIH

N T HEBBRIRCREEREIR, EERATUAB AT S

LR Z] —— RHEERBRLE

WHE— T B R SO T E I, BRATEME & 280 — A,
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1 R, BHESCT MBS IF ORI T A 14 7
2. FAIE— T B R AR S P R BT AN TR EE S AT LB R E .

3. EREF R, FRATREELL color() BAECRACE textureCoord() %k

manual->position(5.0, 0.0, 0.0);
manual->color(0, 0, 1);
manual->position(-5.0, 10.0, 0.0);
manual->color(0, 1, 0);
manual->position(-5.0, 0.0, 0.0);
manual->color(0, 1, 0);

manual->position(5.0, 10.0, 0.0);

manual->color(0, 0, 1);

4. (ETR A CE TPl E 20, EOSEE P SO AR KIS HOE R L
T AEL AR AR 472

void MyVertexShader4(
float4 position : POSITION,
out float4 oPosition : POSITION,
float4 color :COLOR,
out float4 ocolor :COLOR,

uniform float4x4 worldViewMatrix)

{
oPosition = mul(worldViewMatrix, position);
ocolor = color;
}
5. hBEOSIEAMMIOSH — —DREASHR S — M S

void MyFragmentShader4( float4 color : COLOR, out float4 oColor : COLOR)
{

oColor = color;
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6. Zi¥ AT . R BB — MRS, Ailgst, oy RILy.

HIRIRAE T4 ?

LS =0, FATEE] 53— manual X REIK G REL A =NF A MRARL G, &
ERTE RSN ] — AT 55 D0 b B B S AR N — MBS —— IXIRERATE
ERRPEMARSH. TP R FRIB . XA IFAE R Bl WA NS, E2
s HBECR TR X2 AT TR B t s A A A I R

7.14 FERIBA LR

VUL TAE NS BT BAFIS I, 8 A 1EFRATTHT Sinbad AR 4 fh o

Lot —— FIBRZEFAEZLE

5 P Z BT (KA AT 1R 26 A Sinbad SRARE DUILTE «
1. MERR TR IR T a0 U B B 4 i A

2. flEE— Sinbad.mesh FsSZ, FH&HMEI LS5, M MaterialManager (44
AR SR E SR AL T 2] MyMateriall4:

void createScene()

{

Ogre::SceneNode* node = mSceneMgr->
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getRootSceneNode()->createChildSceneNode(*Nodel™);
Ogre::Entity* ent = mSceneMgr->createEntity("Entityl"”, "Sinbad.mesh");
ent->setMaterialName("MyMaterial14");
node->attachObject(ent);

3. YmPFIFIZITREY; [ROA MyMateriall4 i TSR, Sinbad $4 2B k2 A A
B LI

RIRIRE T4 7

X L NI A IR AR T AR VR R R 1% T R 2% 1o JRATEIEE 7 — ML 52
B, JERBAb R R L, RIEECEM BTN MyMaterial14.

7.15 fEREAIAE X B _EHRE)

HAECh I, BAMUUEH T B 8. DERRMELRAMER T RS A T .
LT Z] —— T —1 K5

IR IR2h B BA TR -7 f] S I ELA 5 22 25— S5 AT AR
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1 X, BAMLFE—AH TS E CBREARITESEH CE MR BE . QI
—/AN4N MyVertexShader5 BT 55 thgs I AE BT A T MyMateriall7 &, (WA

MyFragmentShader2, &K XA (B AERA TR Eavn 1808,

material MyMateriall7
{

technique

{

pass

{

vertex_program_ref MyVertexShaderb

{

}
fragment_program_ref MyFragmentShader2

{
¥

texture_unit

{

texture terr_rock6.jpg

2. RXASHITI A s M T2 017G 2L K g AR {UXAE default_params

AREGEHIIN T — A8 25, FO8 pulseTime. & B IR ] S8 5 Hh SRIUE -

vertex_program My\VertexShader5 cg
{
source Ogre3DBeginnerGuideShaders.cg
entry_point MyVertexShader5
profilesvs 1 1 arbvpl

default_params

{
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param_named_auto worldViewMatrix worldviewproj_matrix

param_named_auto pulseTime time

3. AN FEBURET A GRS (B LR EEN— T setMaterialName (12
HO o AT ZM 55 — 1 F i G —ASENT AE (088 . MyVertexShaders /2 5: T
My\VertexShader3 ). X8I — 175K AE oPosition AF & 1) x 3¢ LA(2+sin(pulseTime)):

void My\ertexShader5( uniform float pulseTime,

float4 position : POSITION,
out float4 oPosition : POSITION,
float2 uv : TEXCOORDO,

out float2 oUv : TEXCOORDO,

uniform float4x4 worldViewMatrix)

oPosition = mul(worldViewMatrix, position);
oPosition.x *= (2+sin(pulseTime));

oUv = uv;

4. GMRISATREFY . 1K 2% 2 Sinbad 7E x Bl U7 FI4RSD,  RIEE M AR 3 B8 AN = 1% 98
}i{zl"ﬂo
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HIRIRE T1H4 ?

RAVERBA X 3G T AMRS. RNFEEATE GBE S HiiNTNE 15
e ATV T IR TE 2 LA 1 50 3 2 W B (P13 R i sin SBR[, 1]+2 = [1,
VK, MEARATRI T A X ATV LRIER . I T — MRARCR. X
FIHAR, JRATIT DL R (S B AR, DR TR . IR SR
EL s PR — R

7.16 /NG5

PATXF 4> TIRZ A KA 50 Ogre 3D KT .

BARRYE, FATHKI AR T
* WA BB A R
* 0T A PR S S 2SR A E
* WA B LB AT e SO 5 BN
*JE G S U] AR AR A e A5 T o g R AB S LA AR

FE N5, AT post-processing KR ASETH AT 7557 BRI 5 S5t B A €1 2 6 )
RLE AR o
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BINE BRAHER

FEIX — 5, BATR A INE BRI 5 b, AT USRI st AL st R R H
ARG R A . X — TR 2 R G R AN T QIS 5 s AN AN o 45 5 E AT BB R 2K

R—m, R
QU & A BAAS T L At AT 2 AT 3 5
il AL FOR B2 53
R P S I & s A E A g 24

Wz, AT, ..

8.1 HE&H—IIHR

PATRE 2 & AR R (HAE, FEMEAIMATZRT, AT MG — D5, R
U7 H SRAT RN AN AR R T

SLEHTR] —— WEHEGR

AT = _E— =R a1

1. MR SRR B —AT ARG o FRATTARZE & A8 FH AR B 4 5T -

ent->setMaterial(Ogre::MaterialManager::getSingleton().getByName("MyMaterial 18"));

2. R AR B RO A R 0N T —FF

class Example69 : public ExampleApplication

{

private:

public:
void createScene()

{

Ogre::SceneNode* node = mSceneMgr->getRootSceneNode()
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->createChildSceneNode(*Nodel"”, Ogre::Vector3(0, 0, 450));
Ogre::Entity* ent = mSceneMgr->createEntity("Entityl"”, "Sinbad.mesh");
node->attachObject(ent);

}

3. HIFBATIET. 1RR 2 2 Sinbad A< B 44 5T FITE G s o

BIRIRE T 114 7

ATV — AT R ZEAE A Bl 1 B 37557

/I =

FEMRREAT 2R B AR AT, LA — AR R B HE BORHS .

1o BATRHEE AR, BT HATAEIE . AN AT b4 5 212 fi AL i

MRS, i 44 4 Ogre3DBeginnersGuide/Compl:

material Ogre3DBeginnersGuide/Comp1

{
technique
{
pass
{
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texture_unit

{
¥

2. NG, VAU RAEERA B & A A . FIM RSO A — AN EH sk, 4
##— /N EAr 44~ Ogre3DBeginnersGuide.compositor

3. EIXASCIER, AR RIAE ) 7 SR e SCIRATT & s

compositor Compositorl

{

technique

4. A, U ATE SCA AR R R BATRE G 137 5%

texture scene target_width target_height PF_R8G8B8

5. & XEAMTEIRMNA . ELATIIHOT, BRI ATEG 5

target scene

{

input previous

}

6. G plas BRIA ) B Ja — 2 e St «

target_output
{

7. B R AN TE EAT AN L A R e BN N DA e X AN
FEAE A4 7 Ogre3DBeginnersGuide/Compl 375 B F AT 11037 5 H ARME N — L35\«
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input none

pass render_quad

{

material Ogre3DBeginnersGuide/Comp1l

input 0 scene

¥

8. XFFIXNE AT AR 1o B HTA e 5

9. BAERMEAEER T — N MASHA, ILBATFIE R g50h . ARE M, BAT
{5 FH} CompositorManager (& 25 & B 2% ) FIFERATEAZH LA T A8 ARG ) createScene() Bk 4L
W

Ogre::CompositorManager::getSingleton().addCompositor(
mCamera->getViewport(), “"Compositorl");

Ogre::CompositorManager::getSingleton().setCompositorEnabled(

mCamera->getViewport(), "Compositorl", true);

10. JWIFIZATREFY, 1R 2E BIMZ AT — R 5.

FIRIRE T1H4 7

TAVEA —MNE G A AR B & B3 SO I T RAT S — NG s o 35— A A1 3
TR, XM RNEREE R, (HIEARIERIRER . 82000 T —AS8m
SCAFRAFAETRAT B A A UG T —FF, ARG . 5= RAT R
WRT: BRIV ATATE A8y Compositorl, FF bt iisc b SCRIRER, I —
F technique, & s X T A RIS R A A techniques. M EEPUDHGARE LA R 71X
HFIRRABIE T — %A scene HEFTSUEE, "ERE R HARSELE FIFERI KN, Hx g
XA B AR 8 M. X g A = 77 U PF_R8G8B8 K& X .

B RUITEESTH

B N AT TR 0 e B — MBS 7 N BARIZAS, JATHG B AR & peas (1 T
TEIRH. SRR RIER G RESOAF I IR & 52 P i) e AL,
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FITAR Jo B A Bt FE R A T G N I B RS 280 A T SRR MT 45, A RS T BB Y5 113
SAEAN—EE, XTI DgE s 7. BATESE VD0 T xANSE, HHAE R, &
1%+ Ogre 3D LA¥g st 2 A VB G RIH A IX NG . X A2 H input previous SRSERGHT. ILTE
PATE =M ERANE PG5S, BAT T — 75 B8 T B e 0 — AN
g, XANEUGER AP R & LR, X — R RSN OGS output F1—4
H AR Bk 52 B o

TEEL w SUXANM - BATATEALATHRN, FAYRSEE A ER . AERE
MBS, AT AU R s N R &, FRATAT AIE XN & E G OB T
K35, 1XsEH pass JCEET 5 render_quad FRIRFFRSZILA . X B AR Z 5 AT DLk
£ pass K O ¥ 5 kb R O o M AT oW OBLOfE X R M kb
(http://www.ogre3d.org/docs/manual/manual_32.htmI#SEC163) 4b#k .

£ pass HIACHS B, FRATE LT M TERALE K LA FERE M. 55— A2 341000
TN ZLAH IR T 3% L FRATTAUAE I BRATHE AT SCUF IR 5T, XM 5 T A8 2iE e DU e (1
U T AN EEE LT ISR IR s X B IRATAE R A 5 SR A IR A
o SZbr b, RIORBAVEE A TR SRR R — D SEEIER 2 — AN o6 84 Fe s 100 L
o FEIXH, FAEEABIAINE A HER KIS A AR BTN — LA 2]
MBS A RKIIEO T TSI AR R 2 2 Bt NSO IF IR NI 4524

B EING s BIBATL DR E s BATAING s 2 — ML MR35
KNG B B UE T R s, B AL E 2 5L DRI B AR R 3K
TR EE BN R EIR R, AT & s 20 5, MERE LTI RA S5

N A B R s T AR A N T AR 5 s BEAS 1) AR AR, s s 1 AR
KB IRAE .

Render scene target scene
to texture {

input previous
! l }

Modify texture target_output

{
input none
pass render_quad
{

Display texture ) }
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8.2 BLEHE

BATERBA T 57 2] —AEOE, HERRRCRINEA A3 XA TTm .
LN T ERAS A — .

LB Z] — BAXE

1. ATE S — BE 8BS, BB i BoE thas . [AIFER)
BOH M BN & RS . XA G A 4 5 NN Compositor2 . i 44
Ogre3DBeginnersGuide/Comp2:

fragment_program_ref MyFragmentShader5

{
¥

2. FEAEH] 51 Z AT AN EE SIS RSB S vh o SO B (s

fragment_program MyFragmentShader5 cg
{
source Ogre3DBeginnersGuideShaders.cg
entry_point MyFragmentShader5
profilesps_ 1 1 arbfpl

3. FFEAER s AP eI — NI A BEE (s i AT 5 X438 (uds A SO AR bR
ANSCEFER . 2P Bt S, Bty ik el

void MyFragmentShader5(float2 uv : TEXCOORDO,
out float4 color : COLOR,

uniform sampler2D texture)

4. FESURLAARR 22 B B AR B )i £

float4 temp_color = tex2D(texture, uv);

5. FAG A IR LR
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float greyvalue = temp_color.r * 0.3 + temp_color.g * 0.59 + temp_color.b * 0.11;

6. JF X AMENE ="M B B E

color = float4(greyvalue, greyvalue, greyvalue, 0);

7. GIFIBATRE . IR B BIRIFFAE T, (BRI KRBT Y

BIRIRE T 114 7

FATTIN—A> Fr BUE e 2| BA TG plids o EERE AT S )5, BN UY
T I3 SO A F AT B (g BIVE e o Fr BU 0 83 1A F A O SO AR Bk £ 1)
AR E B SR EREI AL (5 50 0.3, SRE5) 511 0.59, JE (75 0.11 4 RGB
PUEAE AR PERE AN B . ISRt o0 T NIRIESZ 2 RE sl . X
LS AN MBI B QIR T AU L BoR BT R R RIS R Ia , BT & A
R ARR AR BN R B RIRCR, (ERCRE LA 5 ]

8.3 HHZEFH

UL 53— A& s R A7 SO B 75— A T .

SLEHTZ] — FHES
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i F R ARG A AR, FRATIAE A i o

1. EHE O, MG R R AR 5 T TR 2 7 2 38 A e 2 (0 38 R 2 1 1 iX A5
. REUERXANMNEXANERP R BEOR. NN FBEEOENT AN
MyFragmentShader6, #4J5 it 4 v Ogre3DBeginnersGuide/Comp3, 1E A&k # Compositor3.

2. X, FRENSCH F BUA B RIBUEE, SR 1.0 AN 73 S R SRR e i B (B -

color = float4( 1.0 - temp_color.r, 1.0 - temp_color.g, 1.0 - temp_color.b, 0);

3. JIEEATIERF . XK, HWRMSEATGK, Sinbad H4in N EEREVREE, HE L
e LU BRI € -

HIRIRAE T4 ?

FATHAL T R B (s DU b AT -2 A 40 A5 P 1) R s oo R P O AR R 0 v A4
AL, Fe i RGB i i A LU B DU 0 B B R R 25 It |, A5
FATHAHEOL T2 1.0. REARPIEEFIRE T I S .

8.4 ZHE M

X ARAEIBG RTCIN T, A AL A S5 & PRl s (2 R R .

LB —— LGEHE A
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NEEEPNE RS, BATHZQE— B &

1 ONEIE— G R, BATHEN NSO ——— RIS 5O H— R —
LB I (1) 25

compositor Compositor4
{
technique
{
texture scene target width target_height PF_ R8G8B8
texture temp target_width target_height PF_R8G8B8

2. WZRT—FEHTE IR SO, SRR 1 A1 StarE AN EATT ) FR A SCHDR IS temp
AL

target scene

{

input previous

}

target temp

pass render_quad

{
material Ogre3DBeginnersGuide/Comp2

input 0 scene

}

3. SR A P I AR A B AN SATT AR S e A i o 1) A ) S0

target_output
{
input none

pass render_quad

{
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material Ogre3DBeginnersGuide/Comp3
input 0 temp

4. GIFMIBITIER: RSB RED Mol h 2B at, RIS,

BIRIRE T 114 7

FATRIE 155 — MBS XS MEG AR By AR, 5 A S
A B0 B A G REEM A, A2 BTG A S LR

8.5 WD>EHEEH

FEZ Ry, BAMER WA —— A2 RIRI S, 55— DRAEPTID SR AR
ISR AR R 2 T . IR FRATT 2R ] — Fh g

LB Z] —— WOXBEEH

A AT AIARRS, FRATTRE b BA T s IR SR AL

1 BATHE R GRS, R G0
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compositor Compositorb

{

technique

{
texture scene target width target_height PF_ R8G8B8

2. IRJE RHE SR SR se S0

target scene

{

input previous

3. fi FISCERAE ot NSCHR[R] ISt 9t S0P

target scene

{

pass render_quad

{
material Ogre3DBeginnersGuide/Comp2

input O scene

}

4. TUREHY, PR SO A A AR

target_output
{
input none
pass render_quad
{
material Ogre3DBeginnersGuide/Comp3

input O scene

}
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5. WIS IS S -

6. JiiFIZITIE . RURE—FEH, ERBATXIMEAMEM T — 2.

FIRIRE T1H4 7

FAVUE ] — B T BA TG s, I BB s ol AN IE— R 22
Blo JATTABUAT LATR] s A SCER AT i A Ay 1

FFE —— XHRR OB CEE

QI — A AR S S BRI B . SR SE TR T E:

8.6 —ULTEH ZHIZRTG

HETA &, JATRER T BRI RS s B AEERATE — N E R IR,
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LB —— RAFHIE/AS

BT EE B A s, MR BoE s

1 AR EAR G IR AR . BATHE R 0G0, 2R E B XA
SORAE R AR R R Y Far ] 7 — P

compositor Compositor7
{
technique
{
texture scene target_width target_height PF_R8G8B8
target scene
{
input previous
}
target_output
{
input none
pass render_quad
{
material Ogre3DBeginnersGuide/Comp5
input O scene
}
}
}
}

2. MIBRABIFBA AR R FHIAER —FOGERIN— A Fr BUoE th s

material Ogre3DBeginnersGuide/Comp5
{

technique

{
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pass

{
fragment_program_ref MyFragmentShader8

{
¥

texture_unit

{
¥

3. ANEIEICAEM M B BTA I BOE AR 1€ X

fragment_program MyFragmentShader8 cg
{
source Ogre3DBeginnersGuideShaders.cg
entry_point MyFragmentShader8
profilesps_1 1 arbfpl

4. MAER A BIRS T R BEESRT, ARG —RERRECLE AT A
s RARBIRSE 7. H%, RINFEMNNEE, FON, num A stepsize. L& stepsize

A& 1.0 BELA num 145

float num= 50;

float stepsize = 1.0/ num;

5. SRJE M8 FHI AR B AN SO AR TH SRR (R S0 AR «

float2 fragment = float2(stepsize * floor(uv.x * num), stepsize *

floor(uv.y * num));

6. 1 BT IS AR R R MSCER A 2R I .«
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color = tex2D(texture, fragment);

7. BURREFPAUE IR AN E s, A GG M. RIEMIFIZITRT. KNG
JURIASRIBREL R 2 5 A T Sinbad 1IE# 541 .

(B> AFRR R AE 7 SR T 5 A7 AN F, IR RE R R BCR A, 4
REAE D EEIRRCR, "TRAZRAH OpenGL )7 E AL . )

HIRIRAE TA147?

RATEIEE T 55— TS 5 RO i . AR LT AT R, 25—
RS SRADLRIE T, BIAIMEAE A (AR, ERIISGRE: SO R=
5, FSCHH R A THRRE) | SR T RATRE . — R RO
GFEIF IR, FIARATEEN 50X TR, x 1y, 24 50 FF. HMER
stepsize, EAMERLH 1 MR EMEZMBCRE. BT B AR EORI A8

FESE D, FAVEE IH A SCHE A bR AT BAT T AN 22 F € SCH P AME R TS B (1 S0 A
bro ASAFATRAE A Bt as R MBI B H W 2 e o5 a0 R R 2
100*100 73 #K o QR IXAI D HERRIEGS 5, RSB ERIRIEHE A F BIE A
P17 A EEAMER IR o VT D 1 B AR R DIRBOX A ACR , BATHZ LSRR AR R IR
FERIB o FRATTE T TP T — MR R SR SEBL 7 IRAPACR - 55— DR R R Ak hrafe LA
M mr MERBREH, )T —PIERAE A E N & A RA R SO 245 1A
RABEMFARHRAEH
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ELanii IRA 1 5 A 4%4 3 iR, AT ER A M EG R 222, RBAITE — FIE L
HFEAEFR(0.1, 0.1), FRATHBAMSERED HER AT, ASE15210.2, 0.2). ANV
FNIXEAE A0, O)PURAIBER , X HIFBRATLE RN RLEZ N0, 0). WRE—BEM
AFRN(0.75, 0.75), 55K N5, 15)FHMUEFH NN, 1). EidixANME s m e, &
TR DI S RIS R IR A R

{00} {0;1)

{1,0) (11

FEBAVHIETC R B R MR EAG R G , BATH ET O AR LU RSG5 208 ER R
PUEAE . NSEBLZAS, BATH ERATE — AN stepsize (I . A IBITH stepsize HIE A
0.5, BIOAFRATA 1 B AFRATER — 0 BUE 4F B s A8 . SR)5BATH stepsize 3fe LAAN A (IS0 R AL
PRE, DRI IR A ISR AA R .

{0,0} {0,0.5}

{0:5:0) {0:5;0:5}

FRATIAE P AX LA 37 S5 SO PP 2R A A P I S A Dol B o BT IRl
ROMUAME A FFE BT E, IXAER R R — D RIER R B XS S
SKBRIRNE A BER R S8, XMERIFATESR . — DRI R R R RS
AP EHE DI B AR R
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8.7 LB EEE

BATIAEAT — D A v LUE AT 7 B R LU SE PR R 2D, ER R IR A
Fi BUE g i gt o 4 BRA TR LA R R ZORAE A A s i, AT/ 20— NH
R, MR BUE 8%, IXARARCRNIE. 5 D BATE SRR 5 E AR
RECET AR BUE tdsh o Xk, JATZEAD AT BLE FIA F B AR 1A O USSR TR &
HERER.

et Z — HEBEHEEHT

BUAESRATRE 2 WA ORAZ il 5 3R R I A R 2 A B

1. Bl —NHREENE BN A BE AL, HZ2 T —R uniform iS5, oM
numpixels [1J7F m ML S

void MyFragmentShader9(float2 uv : TEXCOORDO,
out float4 color : COLOR,
uniform sampler2D texture,

uniform float numpixels)

2. RJm, FERBE OGS, RTINS HORBIE num 22 &

float num = numpixels;

3. B AR AR AR AN T B g A

float stepsize = 1.0/num;

float2 fragment = float2(stepsize * floor(uv.x * num), stepsize * floor(uv.y * num));

color = tex2D(texture, fragment);

¥

4, WAL R — JUFRUECSRH R R EIA . HA B E ORI A RSN —T,; 5
HEAET U, TERIN AR default_params DB, ERXEF, E XA
numpixels Z%, XA~Z%k float 243 HAE 4 500:
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fragment_program MyFragmentShader9 cg

{
source Ogre3DBeginnerGuideShaders.cg

entry_point MyFragmentShader9
profilesps 1 1 arbfpl

default_params

{

param_named numpixels float 500

}

5. BUAEQIE —AME DM B RHT & eds, o A R & s . e, S
PESITIET . IR B —MaE Y Sinbad FISEB], 1XAN S EE SRR AIRLRY 73 B N

6. BLAEMCE numpixels (IR 25 JFRFUGEATRER . ANTE ZEEB g 26, RO HRAT AR (1
& MEATT A RAES S
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HIRIRAE T4 ?

PAHCAERREHE N BoE s IR 7 AR Z M5, SRR AT A VRERATITC 75 i 3e A
H5 R BE ARSI GREH

N T B SEBIR AN H s AT AR 0 — B [ uniform A2 & 21y BUE t a8 RN
— default_params RS EIR SR, AN ILEM A BOh 2 5 20E LA E A, KA
param_named S<H FHIME T . %11 Ogre 3D, N 1 RERSMURAF 5 o (925031 Fy BoE G di b,
TRAF B A4 AR R+ AL L

FFRE — SN AHEEHE

L numpixels {114 50, 100 Al 1000 KB 1TFE

8.8 AL RRETE

AT numpixels 228 M BUE G 8 AR AR2Zh IR BUIIAC . BUAE, ARBRATZ MR P
S EE. ]

SLEHTZ] — MEFFRETE

BATATCAE R BT & s, MR BoE tuds . RA R ERFA S E.

N

1 BATAREERAE ] TER LM BT, BFOSRA TR P A FIEARAS UL . i
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ME— ] LASEME & B E el RE 3848 . Ogre 3D $24E 17— A& it W i3 1 o JRATTwT DA
FHIZASRA AN B ) T »

class CompositorListenerl : public Ogre::Compositorinstance::Listener

{
public:

2. 7 IXAE M BUE NI B 59

void notifyMaterialSetup (uint32 pass_id, MaterialPtr &mat)
{

il FH AR R A B 641 R 203 numpixels 2405 125 -

mat->getBestTechnique()->getPass(pass_id)->

getFragmentProgramParameters()->setNamedConstant("numpixels", 125.0f);

4. LETRINSEWE & A FARRS 5, 7 createScene() BRI R IR I ARRD ASRAS- & e 3%
5Ll

Ogre::Compositorinstance* comp = Ogre::CompositorManager::getSingleton()

getCompositorChain(mCamera->getViewport())->

getCompositor(*Compositor8");

5. FATFTE—A> private LKA J5 A7k W S

private:

CompositorListenerl* compListener;

6. HFEFP AR R, BT BTN R3Oy NULL -

Example78()

{
compListener = NULL;
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7. WATCIERIXT R, FATHRE EHEEE . B — DS T S T B R R e

~Example78()
{

delete compListener;

¥

8. PUEGIEE — M I AN e 215 R 2 5 1

compListener = new CompositorListenerl();

comp->addListener(compListener);

9. iXIZATIEFF. RESEIH - MHEFERNSSR, 0T EER— .

HIRIRAE T4 ?

PATEAL 7 IRATMIRE Y, XFERUAT EUNEE PP A 2 R 38 H I AN WA R A
PO E R B T M BRI S, s AT, AT B RIBR & iliE g i ML i 8aH,,
It CABANT 75 BB Fr B 2 1R E— SO TR AR - 9 1 7588 T LAAE A AT, Ogre 3D
SRt T — ML IT 88 A% B R M I 42 11 o 2 BRI DU 2R I, 1A 7 5 ) 25 A A
XA e BRI A B pass FY) 1D AT— MR B AR B 4R ET

WM AR, BA T DR PR 2 I RIBOR, FATIRIE] pass A1'EFT s i A BUE
OE S8 RERNE 728, BT SRR REH « X — M4 K AIHA R, B
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NBAVEER S HGRAERY KR RN . A TTUH]—F, FATATLUE X240, tha] DIFERE
Fe P A T s — R ORISR i T AT T DA TR T &%, PR 244 I SEAR I
FATAT A ELHE SR B SEAR K — AR S

8.9 JEFBITHRRBENBERNEE

HATCLAERE ARSI T SRR R A B R LEHRATE A5 i — e F L BRATTAT LA
WA SR B R .

SLEHTZ] —— B HIRMARE LR EHHE

AR B —2emmil,  Fein ) PRI S = s (G, AT%, BIRE) UHR i

1. AL 72 FrameListener. 81— N8 private 48 & KA X MRkt

Ogre::FrameListener* FrameListener;

2. [EIRER, FrameListener 5 1Z#) 46444 NULL:

Example79()

{
FrameListener = NULL;

compListener = NULL;
}

3. EBRIZLARIRE K5 2 B

~Example79()
{

if(compListener)

{

delete compListener;

}

if(FrameListener)

{

delete FrameListener;
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4. ININBREOE AT R A AT AR

void createFrameL.istener()

{

FrameL.istener = new Example79FrameListener(mWindow, compListener);

mRoot->addFrameListener(FrameListener);

5. {EG%E FrameListener 2/, FRATH BMENA s BT, €752 —A> private 28 &K A7
BRA 1 FARERG R

class CompositorListenerl : public Ogre::Compositorinstance::Listener

{

private:

float number;

6. 7EALIE BREL P LL 125 VIR i AL &

public:
CompositorListenerl()
{
number = 125.0f;
¥

7. WAEM notifyMaterialSetup t(3878 5 iR EM 4 F7°A notifyMaterialRender, - H. {81 H
num A8 &k B 4 — M E B LR B AR R I E R

void notifyMaterialRender(uint32 pass_id, MaterialPtr &mat)

{
mat->getBestTechnique()->getPass(pass_id)->

getFragmentProgramParameters()->setNamedConstant(*'numpixels*, number);
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8. [FIFf 24 number 7% & 7 B — > getter and setter pRi%{:

void setNumber(float num)

{

number = num;

}
float getNumber()

{

return number;

9. BLYEAS N FrameListener, ‘© A = /NFAH 4 & ——input manager, FIFATCF11H
keyboard 2§, Fl—AMi& & s & A FEE

class Example79FrameListener : public Ogre::FrameListener

{

private:

OIS::InputManager* _man;
OIS::Keyhoard* _key;

CompositorListenerl* _listener;

10. fEMJIE R E T, FRATFE E AR BATHIAN R G HIRAF & Bt BT a5 4R 5

Example79FrameL.istener(RenderWindow* win, CompositorListenerl* listener)
{

_listener = listener;

size_t windowHnd = 0;

std::stringstream windowHndStr;

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

windowHndStr << windowHnd;

OIS::ParamList pl;

pl.insert(std::make_pair(std::string("WINDOW"), windowHndStr.str()));

_man = OIS::InputManager::createlnputSystem( pl );

_key = static_cast<OIS::Keyboard*>(

http://www.adintr.com 174



OGRE3D 1.7 N[ 14T

_man->createlnputObject( OIS::OISKeyboard, false));

11, JFH, Wz wr—#, FAITZHEBEAIEE A RS

~Example79FrameListener()

{
_man->destroylnputObject(_key);
OIS::InputManager::destroylnputSystem(_man);

12. 785 frameStarted() 77i%, 7EXAEREH, R A% T Escape €l FRECERLY)
NIRRT -

bool frameStarted(const Ogre::FrameEvent &evt)

{
_key->capture();

if(_key->isKeyDown(OIS::KC_ESCAPE))
{

return false;

¥

13, WERM S T By s, FRIBCGRA I G BB HBL 1 e AR5
B E T BV ANHT AR -

if(_key->isKeyDown(OIS::KC_UP))

{
float num = _listener->getNumber();
num-++;
_listener->setNumber(num);

std::cout << num << std::endl;

14. 5SRO R BRUER R 7 % T U -
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if(_key->isKeyDown(OIS::KC_DOWN))
{
float num = _listener->getNumber();
num--;
_listener->setNumber(num);

std::cout << num << std::endl;

15. XHta e 1. BESCH] frame started pR%L:

return true;

16. JwiFiZATRER . [N ARG R B HKRCR.
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HIRIRAE T4 ?

AW AR R ] Lo s SR 7 T SR R = R B — B AR DU s
InAnGEE T s . fESE B WIih1k FrameListener 1 CompositorListener Jy NULL, FfH.7E
F=IB R M TTHEERIX MR . S TURIEE 7SN T — BN & 25 s T 28
XA EAR T ARERAN G B R

EENE, A ME 8 1178 51 notifyMaterialSetup B4 notifyMaterialRender. iX—
WA a 4 notifyMaterialSetup R /£ M i Bk O & 5 A <A, HEZ
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notifyMaterialRender 2> fEE M Jii 15 ZITE G B A A o ROAAR EEAEIBAT N U R R INH =,
AT EAE AR E R B0 ATiE g R . 9, — ANEFINER MG R EE
AR I A B SR XS 48 CPU IR ], (HR FRATTFEIX B0 T rh R TR S e I 4
ER

55 )\ G EHE T T —A the getter and setter J732:, I BLAE 46 JUE T 4475 I T .
BAVFE LS R T ] DS Mg R, AT In—A private TeEF B RIS
B W5 Py 2%

TES 25, 3REU T CompositorListener &£ H 7248 & H 7766 © H RN R AR VIR T,
X FIREA 12 BT C @ikt . 758+ P BATEA A 2B St . 72+ =M+ Ip
{1 getter and setter SK7EA AR VT M) BB REME G EEH . fER)5, B0, 5l T
M T 5 FLI gt 2 B TR TR A T .

FF —— WL

SUBFE 7 AE T AR R I E SRR, M IS ECE B — AN E . T AN B
F notifyMaterialRender; #fi{# 4 notifyMaterialSetup.

8.10 dIM— R

HAETAz &, RATCEE B e asin— > G pds 2R, (HR A IE W] DMAR 2 5 A
RS, g — b

LB Z —— W — 1G5

FEM T KRZHRBRETER L )G, BB 20— B

1L BAIATE LB pra S, BrCUINER & plas W &8 A T 25 -

2. FATTE B —AFENL, Pl — MR ER IR E

private:

Ogre::Camera* mCameraz;

3. createScene() BRI 75 EA 4> Sinbad.mesh 5245 H B E B3 Fr 4k 05

void createScene()

{
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Ogre::SceneNode* node = mSceneMgr->getRootSceneNode()->createChildSceneNode();
Ogre::Entity* ent = mSceneMgr->createEntity(*"Sinbad.mesh");
node->attachObject(ent);

4, BAETRNTTE—/ createCamera() K%L, XA BRECREIE—MEHIMO, 10, 20)
gm0, 0, 0):

void createCamera()

{
mCamera = mSceneMgr->createCamera("MyCameral™);
mCamera->setPosition(0, 10, 20);

mCamera->lookAt(0, 0, 0);

mCamera->setNearClipDistance(5);

5. PLIEAE BB MRS AL S R AZ i 5 — MR, BRI E—MNMREHE R FE— &, H
JEIXANEMALE (20, 10, 0)KFE:

mCamera2 = mSceneMgr->createCamera("MyCamera2");
mCamera2->setPosition(20, 10, 0);
mCamera2->lookAt(0, 0, 0);

mCamera2->setNearClipDistance(5);

6. WATEHTGHL, HEHNMEATEMR D, FLUES createViewport() 777%:

void createViewports()

{

7. AEAE N RBHLEE AL OO S 1E S A 10 2~ 3 20

Ogre::Viewport* vp = mWindow->addViewport(mCamera, 0, 0.0, 0.0, 0.5, 1.0);
vp->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));

8. SRJE A EE A BB HLEI i 2 — L TR s iE A R i A - 00
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Ogre::Viewport* vp2 = mWindow->addViewport(mCamera2, 1, 0.5, 0.0, 0.5, 1.0);

vp2->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));

9. PINHENLFHEIEFMIBIEL; 5 EER 2B RN

mCamera->setAspectRatio(Real(vp->getActualWidth()) / Real(vp->getActualHeight()));

mCamera2->setAspectRatio(Real(vp2->getActualWidth()) / Real(vp2->getActualHeight()));

10. GiFISATRER . AR 2 NP AN O RL AR 7 2 R R S

HIRIRAE T4 ?

BAVAFEFBIEE T W BN A — DB EHUAS [F] 1 R0 7 SR S FRAT T A Y
Sl REAFRATTAR ZE AN R A b WS, AN OISR 2 B L. BRI, RATHE
5P T — RS IRAEBA TS AN BB 7558 = DAL T — NS — ML
s 5. (EEVIPEE | createCamera() BREH H AR 7 RATE —MREHL, X NEAEHL
FEALE (0, 10, 20)5HM(0, 0, 0). XEREXMRGHLEAFIEE Z 4, XFTFH7FRkUE,
ALK B AT . 7E28 F2BAE(20, 10, O)AbIE: T —MERGHL, XAEEHLEARATE X fh.
TESE/NH 'S T createViewports() BEEL, XANMRETER G I B A S4i A RS, R0
B T MO, RIS —NEEYLE] RenderWindow. X 2i#id addViewport() 55
BT o LERRE 2 — AN SO AL 3B R B IR G L. 235 = ASHGEWN O B = ik
e, MO ESMEHEX A SEEM . = MBS HUE E XM O ITE A, IFH
EAAEANNSHOE E SR EM T, AN SHVEEDN 0 2 LN E A Bor T RATME
Ll AL 2 e ST
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width,. height
(1,00

(0,00 (0.5,00

cameral | camera?

1,1

(0.5,1)

0,1

= S|
(A

(8 BEAN R A5 I

I
aif

&H

—

FIPIORE TN RAENAREL, 52

[FIRE, A RBAT 2 6l SRR AN RS S AG AL, JATTRT BE i B BATTAL AT LA

e
MIRL o SRR A B LI FREE mCamera & HHER DA I s SRzl i) o G SRFRATTAR

il
9k
P BT A AL, AT EAZ 24 ExampleFramelListener

FFRE —— HHOREEHH
QMU ARRER — —DNREFERTE, —ANEEE, NEAEL, ANEA

ZERPZAE AR

&

181
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LB —— HFE N EEE

TA TR 2 H Z AT IACRS, (B BATH SR AT — L 2

1 EHhtE—-NHEBEOR. BTIEFERSE, BIn—A floatd 257K uniform S5
AT IEIE IR 1 o 48 FH X S8 IR TR e DAL, AT TKs 2 MR UGB 37 S SR FP A R

void MyFragmentShader10(float2 uv : TEXCOORDO,
out float4 color : COLOR,
uniform sampler2D texture,

uniform float4 factors)

color = tex2D(texture,  uv);

color *= factors;

2. M BoE s R GV — DN H M BOF EBOAEQ, 1, 1, 0REIN. XEWE
WEAREAURNSE, R R EY:

fragment_program MyFragmentShader10 cg
{
source Ogre3DBeginnerGuideShaders.cg
entry_point MyFragmentShader10
profilesps 1 1 arbfpl

default_params

{

param_named factors float4 11 10

¥

}
material Ogre3DBeginnersGuide/Comp7

{

technique

{

pass

http://www.adintr.com 182



OGRE3D 1.7 N[ 14T

{
fragment_program_ref MyFragmentShader10
{
}

texture_unit

3. SRJE R AN — A s -

compositor Compositor9

{

technique
{
texture scene target_width target_height PF_R8G8B8
target scene
{
input previous
}
target_output
{
input none
pass render_quad
{
material Ogre3DBeginnersGuide/Comp7

input O scene
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4. TATE=APIEIEE, FrelBATR & FE=AD G IR NSRS 8. Bk,
AI— AL EEE YT B E B D AR M B S I HIRATAN R B IS AT I SR e

1171z

class CompositorListener2 : public Ogre::Compositorinstance::Listener
{
public:
void notifyMaterialSetup (uint32 pass_id, MaterialPtr &mat)
{
mat->getBestTechnique()->getPass(pass_id)->getFragmentProgramParameters()

->setNamedConstant(“factors", Ogre::Vector3(1, 0, 0));

5. BUAE, g R i 2 e il i -

class CompositorListener3 : public Ogre::Compositorinstance::Listener
{
public:
void notifyMaterialSetup (uint32 pass_id, MaterialPtr &mat)
{
mat->getBestTechnique()->getPass(pass_id)->
getFragmentProgramParameters()->setNamedConstant(

"factors”, Ogre::Vector3(0, 1, 0));

class CompositorListener4 : public Ogre::Compositorinstance::Listener

{
public:
void notifyMaterialSetup (uint32 pass_id, MaterialPtr &mat)
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{

mat->getBestTechnique()->getPass(pass_id)->getFragmentProgramParameters()

->setNamedConstant("factors", Ogre::Vector3(0, 0, 1));

6. BISEHIREr, AP D BIRE

class Example83 : public ExampleApplication
{
private:

Ogre::Viewport™ vp;

Ogre::Viewport* vp2;

Ogre::Viewport* vp3;

Ogre::Viewport™ vp4;

7. B —AIA R 2 BRI ELAC TSR 7T LA 2 Sinbad i T AL -

void createCamera()

{
mCamera = mSceneMgr->createCamera("MyCameral™);
mCamera->setPosition(0, 10, 20);
mCamera->lookAt(0, 0, 0);

mCamera->setNearClipDistance(5);

8. 1514 createViewport() BEEAE FH— NRAZHLIE AP B BRI B ARG -

void createViewports()

{
vp = mWindow->addViewport(mCamera, 0, 0.0, 0.0, 0.5, 0.5);
vp->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));
vp2 = mWindow->addViewport(mCamera, 1, 0.5, 0.0, 0.5, 0.5);
vp2->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));
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vp3 = mWindow->addViewport(mCamera, 2, 0.0, 0.5, 0.5, 0.5);
vp3->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));

vp4 = mWindow->addViewport(mCamera, 3, 0.5, 0.5, 0.5, 0.5);
vp4->setBackgroundColour(ColourValue(0.0f, 0.0f, 0.0f));
mCamera->setAspectRatio(Real(vp->getActualWidth()) / Real(vp->getActualHeight()));

9. IIN="NFREERAAEIRAT I G2 ) & e M -

CompositorListener2* compL.istener;
CompositorListener3* compListener2;

CompositorListener4d* compListener3;

10. 7EMIE R BRHTA AR NULL:

Example83()

{
compListener = NULL;
compListener2 = NULL;
compListener3 = NULL;

11 JFH, [FIRE, FEMTH s AP IR AR AT

~Example83()
{

if(compListener)

{

delete compListener;

}

if(compListener2)

{

delete compListener2;

}
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if(compListener3)

{

delete compListener3;

¥

12. 1t createScene() BRE(H, EQIERBIAY IR St 2 G, NI 2 B AHS LA

A ERATE L, WIS, JFRBCE R A A YT, XA R A B E G

Ogre::CompositorManager::getSingleton().addCompositor(vp, “Compositor9");
Ogre::CompositorManager::getSingleton().
setCompositorEnabled(vp, "Compositor9", true);
Ogre::CompositorInstance*comp=  Ogre::CompositorManager::getSingleton().
getCompositorChain(vp)->getCompositor(*"Compositor9");
compListener = new CompositorListener2();

comp->addListener(compListener);

13. 4558 A =AML R I, AERAE F AN R B0 % G R0 5 it B U -

Ogre::CompositorManager::getSingleton().addCompositor(vp2, "Compositor9");
Ogre::CompositorManager::getSingleton().
setCompositorEnabled(vp2, "Compositor9", true);
Ogre::CompositorInstance* comp2 = Ogre::CompositorManager::getSingleton().
getCompositorChain(vp2)->getCompositor(*Compositor9™);
compListener2 = new CompositorListener3();

comp2->addListener(compListener2);

Ogre::CompositorManager::getSingleton().addCompositor(vp3, "Compositor9");
Ogre::CompositorManager::getSingleton().
setCompositorEnabled(vp3, "Compositor9™, true);
Ogre::Compositorinstance*comp3= Ogre::CompositorManager::getSingleton().
getCompositorChain(vp3)->getCompositor(**Compositor9™);
compL.istener3 = new CompositorListener4();

comp3->addL.istener(compListener3);
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14, R FISATIER . IRR 2 RIS FE AR UK R, IO E G Bl T8 AT [X
Ao FELE BB, OGRACIEE AT 24 EAARA, (UOGRERETE; A T MM
WA, REER); A AR, 2 a S GEER:

HIRIRE T1H4 ?

PAHERZH T RIRRLEE B2 T — MR, BN MO — G
=G AR T A s ALE AR TR A B (B CLIE TE AN 25 15 5 R ROR « JX M5 B S
A AFEIAF; WRGE, EFEHAMK G T DB ]

8.11 /Mg

X T PA S BVR 24 5 & A AL R
BARRYE, 1223 7

WAl R G s A F H AT AR A T 203 ATT R 32 5

AnAR A 4 e AN P BOER e R ERVE AT 52

0 A 1 S BOMAN T CERA o BRIAS 52 i AT T RO (B B ELRRAE AR P ARG B
B 45 5 B SR LR 3RAT 1 22 T 5 AR

EE BT R AN TN AT LA F P 420 015 e -

a r wbh e

FATIAE C A% 2] TIRZA 5% Ogre 3D HIAIR: AU — MR EEHTHE IS IRA W X
Herfr &, ]l —EWK#%E ExampleApplication. £ F —i&, RATKSE5RATE K
ExampleApplication.
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$/LE Ogre 3D KIS 3hIRF

BAE 2 )X T TR 23R AR X —F B &2 2] — MR 1R
L G AR ExampleApplication G RATH CHIFET . JBA1ZF T ERA T, KFES
B G T, A N R B RS A

X—E, AL
1. =1l JE 234111 Ogre 3D.
2. fifthT resources.cfg SCAFARINERIRAT 7 ZE ORI
3. GA AT FAT P R A — AN NIRRT R SR R IR AT 1 BT

I AFRATTHFARIE. ..
9.1 J83) Ogre 3D

Hi A1k, ExampleApplication 28 & AFATE I AIYIL64L T Ogre 3D; ILAERA M2
H ORI AN FE

SLEeHTZ] —— JE55 Ogre 3D

RIRBA R A2 AR TR

1. =2 ARSI E TS, I Ogre3d.h Skacft, FFAIE— 2 T k.

#include "Ogre\Ogre.h"
int main (void)
{

return O;

2. B —> Ogre 3D Root K5 X /NKTEE plugin.cfg 1 AS 4L

Ogre::Root* root = new Ogre::Root("plugins_d.cfg");

3. WURECEXSIEHEASRE AL AT B0 HY P e $EiB Y, RN HITREFY -

if(root->showConfigDialog())
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return -1;

4. QU NEGLE H:

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

5. T Al MR

Ogre::SceneManager* sceneManager = root->createSceneManager(Ogre::ST_GENERIC);

6. Bl —MREHIFL Hdr 4

Ogre::Camera* camera = sceneManager->createCamera(*'Camera");
camera->setPosition(Ogre::Vector3(0, 0, 50));
camera->lookAt(Ogre::Vector3(0, 0, 0));

camera->setNearClipDistance(5);

7. AEREAN AN, Bl DI BE T Ry R

Ogre::Viewport* viewport = window->addViewport(camera);

viewport->setBackgroundColour(Ogre::ColourValue(0.0, 0.0, 0.0));

8. PLE, MMM EIFs BRI AL .

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

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

9. )5, 5iF root JFHATE YL:

root->startRendering();

10. HIEHSATIEE: VR¥SE BIEH IR BEXHEHEIR G 2 RO & 1. XN DA R
Escape Ko< M, BIS3RATT H RTiSA A D2 s ) o 130T LLEE R SR i %] & 4% CTRL+C
KRR -
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HIRIRE T1H4 ?

A5 — IR A 1E ExampleApplication # B A% | Ogre 3D #2/7 . K RFA AN F-A8
ExampleApplication 1, FZ 5| A\ Ogre3D.h , & Hi#F561E 5] ALE ExampleApplication.h
W ERAMEA Ogre 3D Z A, AT Z—A root L. X root & —~r] LLEHE Ogre 3D
mE R, G HE CTEANMRAE HARN S )RR E, D30 B 288 75 222 P9 11 R (S FL A ) — 26 2R
P, A48 root S5l — NS4 8 OIS

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

B TR E SO R, BRBOEA T Ogre Fe B U AR H S0 . AR E
A — AR FR, BUONIRAN S 2 debug FRASFERE, BRI IRATTARE N4 debug /1
RN IS0 44 4 plugins.cfg, +& Ogre 3D SDK release SCF3 NS4, (ERTRAIFEF AL
debug SCHFIIEAT, T LA FR N plugins_d.cfg.

ogre.cfg L& T HAIE Ogre F&F IR 7EAL B T TEAE P BRI, X2 J7 8 7 H P
BRI LA LAAH R L B R B0 2T . I8 IEIX AN A, Ogre 3D ] LAiCAE AR A -8 F B4 11E
N RBSIIET R SEAFE, U ashAIE, FTUIRMIATRERM_d 2iXA
AL G, AT DAEHBIA RIS E, XM 0s 06T B SO AR A

f 1 root S, H = L3ATLL Ogre 3D 45 HI /7 Bos T HCEXIEHE. A7 IR HIXHEHE
R A TAT AR, BATE IR FRERF R . SN, BATSHATH PR A —4
BEGE DA ST R B A . M S s, A T MBI, ARG
PLBATEIE TR RS, FATTHE T RGN L. BN O e A2
2B FIR T BAMES =Z(BHEHL, DU SIS efl. EIEIra TR
ZJi s BAVEVREGIAKITUGE G, ZAEBATM S R T T R B B 1 Q0 Al )
MR T EA AR R

Root

SRy

ScencManager  Window

o

Camera

v

Viewport
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9.2 WWINBEIR

BATIAERNE 7 RATEH — A5 2 ExampleApplication 2511 Ogre 3D /7. {H 2 — /N
BPARVGIER 7. BATE AT AR I EANE G — A ]

SEEEM %] —— Jp#E Sinbad #7 mesh

TACEA THERARER, IHELEIAITSN— MR, ]

1. fEBCE e LT aRTE Y2 1, WINEL S Sinbad ALK zip M4 SR S EATHI BE
U5

Ogre::ResourceGroupManager::getSingleton().

addResourceLocation("../../Media/packs/Sinbad.zip", "Zip");

2. ATHAEABER I EZ BT, B ADUE DCR 51N B

Ogre::ResourceGroupManager::getSingleton().initialiseAlIResourceGroups();

3. BL7ER % —A™ Sinbad mesh [1 52451 33N H 37 5

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

sceneManager->getRootSceneNode()->attachObject(ent);

4, YiFIBiTRE Y PRIE 2 Sinbad 75 5 %5 1E H1 UL
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HIRIRE T1H4 ?

FAMEH T ResourceGroupManager KA 2 91 Sinbad mesh FISUHE S 1) zip He 40,
i seixAs, JAIE =05 UFFEF H createEntity() K n#k s .

9.3 f#H resources.cfg

N EATEZ NN zip BCF SO IR I — A7 RS 2 — RS Z R 1 TAE, Brid
NiEEIXAE . ExampleApplication 2518 ] 7 — MR resources.cfg Bt B SCE, X AMEL B
FIH TR SO IR S, FF HAE X AN SCHRATINE T FTA W4 . LEBRATTIAE 8 2 503
— FIXAIRE

SLEGRTZ) —— &/ resources.cfy JEEANTHIEZE

AT BT RIRE A, X BLERAT TR 2 fi#bT resources.cfg.

1. BNk zip WIS N —ANE 17 resources_d.cfg FHC B SO SLH -

Ogre::ConfigFile cf;

cfload(“resources_d.cfg”);

2. PRI AT DA g e B SR RO X RIS AR

Ogre::ConfigFile::Sectionlterator sectionlter = cf.getSectionlterator();

3. S X=ANTAF 8 AORAF IHC B SO rh SRR A7 K I Hol B A X R

Ogre::String sectionName, typeName, dataname;

while (sectionlter.hasMoreElements())

{

4. FREUX BRI A FKR -

sectionName = sectionlter.peekNextKey();

5. SRMIXReh B HIBCE, FR, $RATEE— D XHRAEAS:

Ogre::ConfigFile::SettingsMultiMap *settings = sectionlter.getNext();
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Ogre::ConfigFile::SettingsMultiMap::iterator i;

6. f£ X Bk bR B

for (i = settings->begin(); i = settings->end(); ++i)

{

7. A FEARAR KRR ) A4 BRI

typeName = i->first;

dataname = i->second;

8. fHBTIRA IR, KRR P ARG IR IR T -

Ogre::ResourceGroupManager::getSingleton().

addResourceLocation(dataname, typeName, sectionName);

9. HiIFBITRET, IR SE B AT FEII

RIRIRE T1H4 ?

RS, FAULH T Ogre 3D B —NBIF-I o X AT DL R 1) B A AN A 7 o
IECE S, X AN name-value SH2H R FR-AT1H0HF debug #2207 R IS4 5 NFE TS
KIEA TR 1) SI5 I BLAE SEBRIAE 7 o 3R AT 2 15 F #ifdef SR A48 debug F11 release #52 DL ik
AR GRS SCA 44 - ExampleApplication 2l & X L5 ; 1EFRATTE T~ ExampleApplication.h
%5 384 17

#if OGRE_DEBUG_MODE
cf.load(mResourcePath + "resources_d.cfg");
#else
cf.load(mResourcePath + "resources.cfg");

#endif

BEEX IR

Bo & SO B FINE, HAEHE AWM X 52 resource.cfy HIfIF. X5R1K
[ resources.cfg 5L 7 5 A [F] 1 845
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[General]

FileSystem=D:/programming/ogre/ogre_trunk_1_7/Samples/Media

PL [General] EN—XBIFFME, PLB—A [sectionname] FJHBI/E NS R . A E
LHATESIREZMX B 58 SRA0E T — AN AR ) U A X B, FR1E
=B AMER T —A> while 783K,  PUE i 58 84N X B g ol

—AXBEOEARNEEIF AN RESER T M ME . FRATIRAE 45
FileSystem & A D:/programming/ogre/ogre_trunk_1_7/Samples/ Media. fEZEPUZ, FAIAIZ:
T AHEARES, IXFERATH AT LR AN E T . W E L name-value oo FRATE
PiiEA~ map X TEEANSEEIERA A map FIBEVE N BEIRZERY, map FIEHRIE v,
X B AR RTHIRAL, BATES )G E A SR A RN BT I8 . N ZEIRAIMR AT 781X 4N
i, BATRER 51 58 BB B S

0.4 BN HARERFR

FAIIAE 447 H 2 Ogre 3D R I EZERy 1, (HAZAFTT UL ARAE main R, X
FEAS R BATTREZL ) Aol m] 5 A AR

BRI R — BB —1E

5 P 22 T P I AR » BAT TIRAEHS 2 Bl — A SR SE B Ogre AUA% A main B8 £ (1190 1

1. GIEA PTG IFE %) MyApplication 25, —METH) Ogre 3D SceneManager, % —
A~¥8 1\ Root 24

class MyApplication
{

private:

Ogre::SceneManager* _sceneManager;

Ogre::Root* _root;

2. AN A: 571519 public:

public:

3. iz — loadResources() PR%L, 1X/NpR%LNEL resources.cfy Hc & SC4F:
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void loadResources()

{
Ogre::ConfigFile cf;

cf.load(""resources_d.cfg");

4. 3 il ESCAF T X BL:

Ogre::ConfigFile::Sectionlterator sectionlter =
cf.getSectionlterator();
Ogre::String sectionName, typeName, dataname;

while (sectionlter.hasMoreElements())

{

5. FRINX B MR B B R IE A s -

sectionName = sectionlter.peekNextKey();
Ogre::ConfigFile::SettingsMultiMap *settings = sectionlter.getNext();
Ogre::ConfigFile::SettingsMultiMap::iterator i;

6. BT I B B A INEEA B

for (i = settings->begin(); i != settings->end(); ++i)

{
typeName = i->first;
dataname = i->second;
Ogre::ResourceGroupManager::getSingleton().addResourcelLocation(

dataname, typeName, sectionName);

¥

Ogre::ResourceGroupManager::getSingleton().

initialiseAllIResourceGroups();
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7. [AIREAIE—A startup( %k, 18 plugins.cfg €1l —A4™ Ogre 3D root 255241 :

int startup()

{
_root = new Ogre::Root("plugins_d.cfg");

8. WoRMCE & H IR, IR [E-1 ISR PR

if(!_root->showConfigDialog())
{

return -1;
}

9. @)% RenderWindow £ SceneManager:

Ogre::RenderWindow* window = _root->initialise(true, "Ogre3D Beginners Guide");

_sceneManager = _root->createSceneManager(Ogre::ST_GENERIC);

10. g —FEHLA— A

Ogre::Camera* camera = _sceneManager->createCamera("'Camera");
camera->setPosition(Ogre::\Vector3(0, 0, 50));
camera->lookAt(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->getActual Width())/

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

11, VAR ECR I IBA T Y IF AR e R Eck g tld — Ma5; &5, Ogre 3D 1]
PLFFURVE L T -

loadResources();
createScene();

_root->startRendering();

return O;
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12. SRJE B 517 SceneNode A1 Entity [1) createScene() PRAZ%L:

void createScene()

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

_sceneManager->getRootSceneNode()->attachObject(ent);

}
13. FRATTH BRI R B B AR RN NULL, RS ABRE, IR FEFA T P LA R
(=t
MyApplication()
{
_sceneManager = NULL;
_root = NULL;
}

14, G I %, FRATTRE ZEMIFR root 52451, BT LA B —ANHT R R R AL 2

~MyApplication()
{

delete root;

15. feJr 6 R B R 1E 2 main pRAL:

int main (void)

{
MyApplication app;
app.startup();

return O;

16. JwiFIZATREFY: I RIKIHBA .
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HIRIRE T1H4 ?

FATER 7 IFUE R ACRD X AEAN R ) & 015 2 1 S A A2 FRATT I 1 — i ek 8
TXRE 2T 5% PR B g 60 2 1) S0 P DAAS: S0 o3 o — A T i gl A1 T PR AT ) R A R 845 51
P, B startup( B EUIGE AR, SRERBEE -2 TR S RAT TR o AT B
Jin—A> FrameListener 275 i/f Ogre 3D {5 IL7E 4.

9.5 AII—MiE T

A1 2w 448 Fid ExampleFrameListener; iX — R IRA TE £ HERATE S5 BRI .

BRI R] —— T — Wi Ar

il FH AT RS, BT 27 A1 H S FrameListener 75 9]

1. BIEE—ANE PR N MyFrameListener, 151 H = AN A B FA 0 5 pF £ -

class MyFrameListener : public Ogre::FrameL.istener

{
public:

2. H4, A frameStarted BREL, IIAEX AN BRI ELLIR [A] false K45 o R %L

bool frameStarted(const Ogre::FrameEvent& evt)

{

return false;

3. FIRERATEZE—A frameEnded %L, W23 [A false:

bool frameEnded(const Ogre::FrameEvent& evt)

{

return false;
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4, B FATE B — A R frameRenderingQueued B, 2% [A] false:

bool frameRenderingQueued(const Ogre::FrameEvent& evt)

{

return false;

5. B FMRT E—EEKA7fi% FrameListener:

MyFrameListener* _listener;

6. DIICAER IS o B B E T O AR L O (E 9 NULL:

_listener = NULL;

7. AT BR BB B X A S -

delete _listener;

8. HJa I —> FrameListener [5X45], FEAINE R root X5 IXLEARLLE startup() ek
e

_listener = new MyFrameListener();

_root->addFrameListener(_listener);

9. JIFIBITIEF: BERFEBITRERKA.

HIRIRE T 114 ?

FA1EIE B ) FrameListener 28, X ANEAMKEI T ExampleFrameListener [1S2H. iX
IRIATTE B FrameListener £2 044K . XAMZE S T =AMEEREL X =AM KRR EIR
fI17E B &) FrameListener 1785, FATCZLH11E frameStarted()BREL, (H 2 FHAMFIAN BT
PR, T =ARBORIA false, #AZIEH Ogre 3D 15 1ETE It HR R« 48 HFATK) L
W, ¥hi—A> FrameListener I root S 3¢ HIFURTE GLf8 )T AT 2580, X B F Ei
KMo
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9.6 B4 FrameListener FIZhRE

AR FrameListener SEELA =A% BNRTEAFRMNZIAH .. AT 2575 —
TR ABATT R AV G R R AN o R A A

SERE %] —— JH FrameListener #9sEFl st

4 FrameListener i I, 1 FH 2 il & 040 Hi A 2 o0 S 4 00

1 EEAEA BRI, A — N E B 5 .

bool frameStarted(const Ogre::FrameEvent& 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"<<endl;

return false;

2. JIFIBATRER?; FEIZEHI G PIRSE B2 — A7 475 Frame started.

RIRIRE T1H4 7

BATEINT — debug ¥ B4 H B4 FrameListener F 5% % BT LWL SIS 58 20k 1
M7 . BT, BANEERRAE D debug 5 85 7. XA KA frameStarted 3% [7] 1
false, X/ —/ME3K root S|k HIREF 1S 5 .
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Mainloop

4

frameStarted I:D exit

RESRFRATIZ0E Y frameStarted() iR [7] false, FBikFATE— T4 frameStarted() iz [7] true
I A A T A4

LR #] —— 7 frameStarted &4 H28 /] true

BUEBA TR = 224 FrameListener AT A LABEST, X MBS AT 1 HAT N,

1. 24 frameStarted Jf-i% [A] true:

bool frameStarted(const Ogre::FrameEvent& evt)

{

std::cout<<"Frame started"<<end|I;

return true;

2. PFBATREY . EREFRMIZHT, IR 2E BIERNIS SN T — I HAESEH] & f
2T T PIAT

Frame started

Frame queued

HIRIRE T 114 ?

P TE, frameStarted B %R [F] true Jf H X f# 15 Ogre 3D 4k 42iE 4+, H Z|
frameRenderingQueued i [7] false A1k, FATIXIKLE frameRenderingQueued B& 5 18 A (8 fig
A5, ERNEAEREFRAZHAR 7 8#. ]

9.7 XNEHF

MM SHE G HIRAR, B HE R S HE S R B g A IEW
Kl S RPEGR B AT, I H ME R WA, AR T AR IXAE T DL 0
RAEE YR — AP0, — L8 o R A B 58 Bl ) R R & B s 78 2 7s B . FramelListener 1)
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frameRenderingQueued %L, 417 5tiE Y B R BIR I G G A7 G WA  (EGAF AT 01,
ERCE TR EM AR, HEHH 5 frameRenderingQueued, ZZAF133IZ5#:, AEFEF1E
F| return A, REXRABRT. XRLRIMNAER —RE . WE, RIETY
frameRenderingQueued i [A] true & H 4R A

LR #] —— 7 frameRenderingQueued 28 /5/ true

AT A AR SRl FrameListener FI4T M.

1. 4% frameRenderingQueued Ji [A] true:

bool frameRenderingQueued (const Ogre::FrameEvent& evt)

{

std::cout<<"Frame queued"<<endl;

return true;

2. GIFIBATRERS . MR SAEREFP R 2T 2 Sinbad —/M2, R IHIX =47 242 5 %
i -

Frame started

Frame queued

Frame ended

BIRIRE T4 ?

RESR frameRenderingQueued K %R [F1 4 true, B4 Ogre 3D <= 4k 48 v 4k H %
frameEnded 75 7% [1] false.
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hainloop

4

frameStarted

@ rendening the scene

frameRenderngQueued

ﬂ swapping the buffers
exlt

frameEnded

WAL —AMoF, ERREATH T, XFERATA] DL B R R 375 . 24y e
J5i » frameEnded 2 0] false, X 2 o< IR P, TEXMHE LT, A 75 B4R %) FrameListener
A FR A

SERERTZ] —— 7 frameEnded & 4048 5] true

BUELEBATIN R B Jm — ] eV »

1. 5% frameEnded(PEyE:* 5 3¢S Ny frameRenderingQueued), ik’ 1R[] true:

bool frameEnded (const Ogre::FrameEvent& evt)

{
std::cout<<"Frame ended"<<endl;

return true;

2. JWIRIBATIERE . 1K 3 Sinbad (5L, JFH TF =474 & — B
Frame started
Frame queued

Frame ended

HIRIRE T4 7

BUE, BT MR B e 2R 0] true, JF B, BRARERATE SRR, RS
FLAER Mo
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ﬁﬁiiﬁ}
frameStarted

rendering the scene

=

frameRendennglueued

swapping the buffers

¢—

framaEnded

.

9.8 WINEA

PAVIAEAT 1 — HIBAT KR P I HAL SR G P s X R ARSI 5 3 IR A LEBATTA
I B E I F HAEAHRE T LU Escape 1R H

SLEHTZ] —— BHHA

RESR AT O 4 40108 FrameListener 2] TAERY T, ABALEFRATASIN—L84m N IE,

1. FAFEEGIN OIS L RAEH] OlS:

#include "OIS\OIS.h"

2. MF% FrameListener HHIFTA KA, FHARIMPNFAA B KRA7#  InputManager Al
Keyboard:

OIS::InputManager* _InputManager;
OIS::Keyboard* _Keyboard;

3. FramListener 75 2 —/ME[A] RenderWindow SR 8% kW) th 4k OIS, FrLAFRA1 52—
ANCLE CHREHE N S 5P 8 R 2

MyFrameL.istener(Ogre::RenderWindow* win)
{

4. OIS [ FIZ B R ARA IR, FATFIRET 2 D15 R & D RReR A E S5
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R QI =ADLERAR BRI AT HE

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

std::ostringstream windowHandleString;

5. 345 RenderWindow HIFJRIF A E N — P78«

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

windowHandleString << windowHandle;

6. A FHEE " WINDOW K ERIN 745 Hf SR (1 AR B S 4R

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

7. S H KA InputManager:

_InputManager = OIS::InputManager::createlnputSystem(parameters);

8. ME A K44 keyboard:

_Keyboard = static_cast<OIS::Keyboard*>(
_InputManager->createlnputObject( OIS::OISKeyboard, false));

9. A, WCHERNME R RIER, AT ZAENT I R e 5 -

~MyFrameL.istener()

{
_InputManager->destroylnputObject(_Keyboard);

OIS::InputManager::destroylnputSystem(_InputManager);

10. G —/MHiY frameStarted PRAL, SRIFDCHATEAIRA, JF HWRi% ™ 1 Escape,
2R ] false; 50, A2z El true:

bool frameStarted(const Ogre::FrameEvent& evt)

{
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_Keyboard->capture();
if(_Keyboard->isKeyDown(OIS::KC_ESCAPE))
{

return false;

}

return true;

11, e B —fF ot & 8 — B4 R 3 FrameListener [SE45], IXFEAE startup
PR KPR T DAV A T T

_listener = new MyFrameL.istener(window);

_root->addFrameL.istener(_listener);

12. WiFIZATIER . IRERS, JEHIEW UL T Escape BRI HIFET -

BIRIRE T4 ?

FATH 2 5058 DU 22 (F45 F P S AN A F U i) pEad 74 75 3045 FramListener 7500 T #ii A\
HIBE T (HREIX KA SRR, AT A S AT example HZ5 12K, XIRERITH S
HSR RS .

Pl —— =AFHLEE

MR =S R Rt T FrameListener [RI82 11, 3% = AN pREE AE A4 B4 i 31 2

9.9 RATH CHIEIEF

BAICAR T 7 startRenering B R JE S IRATIFET . (HEX Z )5, HKEFE FrameListener
Fe AT H HTE—TE Gt 77 20 (H 2 — SN IRA TR E B PRI e AR T REEE AR 3R
TR AT X AEOL, Ogre 3D #4755 — M5, ATRERATZBFE G E6
o

RIIERT2) —— (E/FEANTH CHEFIEH

i P FATTZ AT AOACRS, BUAEBRA TR 2 A BA T HITE B84
1 BATHRE P & EIE R B B — BN T %5 BRI — MR B AL i R AR &
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PAIE SR 5 IR «

bool _keepRunning;

2. MIBRTE startup BEELH 1) startRendering %5

3. W — A F BIFRAN renderOneFrame 1 5% £, X MR Z A T root 52451 11
renderOneFrame pRI%L, I H 7T AR [B{E fRAF7E_ keepRunning A A8 &b . fERAHXANZ
BT, WNI—A R AL R T 1) T 1 S

void renderOneFrame()

{

Ogre::WindowEventUtilities::messagePump();

_keepRunning = _root->renderOneFrame();

}

4. IsIM—A3REL_keepRunning f 51748 & (1) bR 4 -

bool keepRunning()
{

return _keepRunning;

5. #An—> while 753 E R b, HZ keepRunning BRIk 1] true, fEIFK— BT
N2 TEMEMALL, $EFFEF renderOneFrame BR%:

while(app.keepRunning())
{

app.renderOneFrame();

6. IFIBITIT . BRSO L — M7 %A AP B RIAR .

HIRIRAE T 114

FAHE LA BIFEHIBN Ogre 3D B RIFANTHIREF 2 . FEBAE AT, Ogre 3D fH] 1
—ANWE T, XA TS AT BA TR T FAZ R0, IF HAFAMKA FrameListener ik
EEIPA WL BHTESE T o
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DAEBANSA B ORI ENEH . NI TRE, FRATFHE— Boolean A &, XA
A BRI AN TR e AR B AR BE ey XN EERNEE —Bhimeie. £ =P
K& 17 2 BRI startRendering B, IXFEFRATEEAS S HEE Qi EIEIA L2 Ogre 1. 1R =
&, BATEIE T — R, HEERECE S T Ogre 3D [—/ANEBIBREL XASBRBOR AL HE K
HEERANE D FEE . ML AN E—E R G A MG S, XA e
1ERGINTE D RGP RIIER .

1Eix 2 JE AT 7 Ogre 3D ] renderOneFrame B3, XN BREIE UNE 44 5 FT G 7
FIFREE: VEYAmi, 35 H M frameStarted , frameRenderingQueued #1 frameEnded £/ %
W M A A B, AR ) — ST R L false, B4 MLEREGR[E] false. FRATE
R EME IR B 25 _ keepRunning B AR &, IXAEIRATEE T LU IUAR 7 & BERFELIZ AT Y
renderOneFrame R [A] true (I, FEFNIZEOSIT T2 iR [A] false, FRATHRIE &M
W ARG IR, XREFRAITIE B keepRunning A5 & false. 5 V0BV IN T getter BREURIR
HY_keepRunning frI1E .

B, FAVEH T _keepRunning & AE AT, XEREWHE keepRunning
i[9 true, flFEEEZE T I35, HFB|— FrameListener i [5] false, iX¥<x 3% while fH3E

AR AR PR M - £ while 7538 N AT A RE 1K) renderOneFrame b8 A1 LS (T S5
EEBERE . R RATE ZAE B SR BT

9.10 BHII—NREHL(FEIK)

SCEHT R —— B — T IEAT

fEFFATE SRIWUETT,  JATPR A 42 B AR L .

1 AEHIRGHEANTR A B REE, — D EAEHLREE A — AN RGN 3
LI (AR

OIS::Mouse* _Mouse;

Ogre::Camera* _Cam;

float _movementspeed;

2. el iE B PRI B G AR SR — B S EOF i B sh 3 0 50:

MyFrameL.istener(Ogre::RenderWindow* win, Ogre::Camera* cam)

{

_Cam = cam;

_movementspeed = 50.0f;
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3. f# 4 InputManager ¥451E mouse &4 :

_Mouse = static_cast<OIS::Mouse*>(_InputManager

->createlnputObject( OIS::OISMouse, false));

4. FFICAEAENT R R 5 L T R S

_InputManager->destroylnputObject(_Mouse);

5. Vsl WASD 4k sh SRS AT frameStarted 4443 rf pf ok 45 1 55 H 1 F2
B FE RS -

Ogre::Vector3 translate(0, 0, 0);
if(_Keyboard->isKeyDown(OIS::KC_W))
{

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

translate += Ogre::Vector3(0, 0, 1);
}
if(_Keyboard->isKkeyDown(OIS::KC_A))
{

translate += Ogre::Vector3(-1, 0, 0);
}
if(_Keyboard->isKkeyDown(OIS::KC_D))
{

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

}

_Cam->moveRelative(translate*evt.timeSinceLastFrame * _movementspeed);

6. FARTzE il [F] B

_Mouse->capture();

float rotX = _Mouse->getMouseState().X.rel * evt.timeSinceLastFrame* -1;
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float rotY = _Mouse->getMouseState().Y.rel * evt.timeSinceLastFrame * -1;

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

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

7. fa — S 02 FrameListener SEA AL ES 75«

_listener = new MyFrameListener(window, camera);

8. HiIFEITRET . MRt BIRBCA AL, (ERUERATAT LA RIS T

HIRIRAE T4 7

AT 2 BT =5 ARSI T — AP AT AR AR L. T — 22 E At s &
JRASANA RS E, AEBRA TR P B R AR, MR R BA T ATl i Fil. ]

9.11 HInE Hiss

T, BATRIE T =AApas, BUERA TR & 45 R 7 I8N AT LASE B M BT 5% P 254
.

LB Z] —— IEIEIES

FACA VP 5E T BATHIRE Y, FA TR I e 5 s 2 BATT I RE 7 5 97—

e,
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1 BA AR h A A pas, I ABRAT AR 2 — M E L R A

Ogre::Viewport* _viewport;

2. FATRIRERIN =AM RS 53 AL R RAZ 1] 45 Fs RO K«

bool _compl, _comp2, _comp3;

3. FAVE R BERL ARV G BRARHOTT K. T RENS X 04, AR Bl R A%
BEAPIRAS

bool downl, _down2, _down3;

4. 27 FrameListener 4438 B B0 AN 1S4

MyFrameL.istener(Ogre::RenderWindow* win,

Ogre::Camera* cam, Ogre::Viewport* viewport)

5. JERE MBI D S HORE 2 AR R, IR RIIRAL T A ZR SRR AR B false:

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

_down?2 = false;

_down3 = false;

6. WIAREZT 18, JEH 1 BZATRA%NE, SERENET, B ERAIPIRE,
FALFH S R BOE B B & s, X LA 1% 5 7E frameStarted pREL

if(_Keyboard->isKeyDown(OIS::KC_1) && ! downl)
{
_downl = true;

_compl = lcompl,;

Ogre::CompositorManager::getSingleton().
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setCompositorEnabled(_viewport, "Compositor2"”, _compl);

7. FFRERIRZRAE L 53 A0 AN s -

if(_Keyboard->isKeyDown(OIS::KC_2) && ! down?2)
{

_down2 = true;

_comp2 = lcomp2;

Ogre::CompositorManager::getSingleton().

setCompositorEnabled(_viewport, "Compositor3",

}
if(_Keyboard->isKeyDown(OIS::KC_3) && ! _down3)
{

_down3 = true;

_comp3 = lcomp3;

Ogre::CompositorManager::getSingleton().

setCompositorEnabled(_viewport, "Compositor7*, _comp3);

_comp2);

8. WML N HBEAEIL T T, AT ZE SR AR

if(!_Keyboard->isKeyDown(OIS::KC_1))
{

_downl = false;
}
if(!_Keyboard->isKkeyDown(OIS::KC_2))
{

_down2 = false;
}
if(!_Keyboard->isKeyDown(OIS::KC_3))
{

_down3 = false;
}
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9. 71F startup(BRZE T, TERREIRERIN = AN A A ZA0

Ogre::CompositorManager::getSingleton().

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

addCompositor(viewport, “"Compositor3™);
Ogre::CompositorManager::getSingleton().

addCompositor(viewport, "Compositor7");

10. /324 FrameListener (SIS ANAL H TR EHE NS HL:

_listener = new MyFrameL.istener(window, camera, viewport);

1. Ty, M 1L 2, 38, IRt A T RA RN G, 1RGSR
ERABE, 2 MR SOEER AR, 3 EMEEREBHREERVE NI HER; RaT DHEEfTAR
TR G K -

< original 3 =>

HIRIRAE T4 7

AV BRI — LG pds, JFSRBL T ATBMER] 1, 2, 3 $BRIT AT, A
TEHAARRBF =G, Ogre 3D 2 H & UG s REE o
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9.12 ¥InFE

BA I NS IR, £E 3D Iy ] Fh 47 [ 5 PRI MR, T DABRAE LEBRAT TR I —
MM o

SEERT R —— T — 1B — ATk

XK A RN 25 (E createScene() B8 8 TH3EAT 1)«

1 B SEBATHRZIRIN— AT H A E X

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, Ogre::Vector3::UNIT_2Z);

2. MIERIE I AL sl, e LRI, I B A i

Ogre::Entity* ground= _sceneManager->createEntity("LightPlaneEntity”, "plane™);

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

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

3. [AIREEA IR ARLE 55 th NN —2eXT D B LUK BLERAT M I — N7 DG :

Ogre::Light* light = _sceneManager->createLight("Light1");
light->setType(Ogre::Light::LT_DIRECTIONAL);
light->setDirection(Ogre::Vector3(1, -1, 0));

4. ISR 2 A RCR

_sceneManager->setShadowTechnique(Ogre::SHADOWTYPE_STENCIL_ADDITIVE);

5. Hi FBATRET . IR SE R MEE KGN, A BB Sinbad )
A .
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HIRIRAE T4 ?

AT — YR T 2 T RIS BIE T — AP A—AMT 6, I8 RN T 5.
9.13 N P #EH

HATCLAE I AT TR S, HRRATH A RERZE; LERAIBE S e,

LB —— T IIRRE R

BUAESRATAE I A0 FH P 42 AR R Th RESR A N 32 5 58 LA

1. FrameListener TR MR, — PN ERIBRINTEEREINLS S, B DR
AR B A

float _WalkingSpeed,;

Ogre::SceneNode* _node;

2. fERIERBH IS INGS B A DB IR AL 5 B I o B0 -

MyFrameListener(Ogre::RenderWindow* win, Ogre::Camera*

cam, Ogre::Viewport* viewport, Ogre::SceneNode* node)
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3. JE45 AR IRE 25 iR R I A B L 50:

_WalkingSpeed = 50.0f;

_node = node;

4. f£ frameStarted bR H0H AT EASETAOACE, KA ACER 2 RAEH T R T45

R RE AT T2 -

Ogre::\ector3 SinbadTranslate(0, 0, 0);

float _rotation = 0.0f;

5. SRJEBAT T ZASIACHD SEBURR SR P S AR SRS A% -

if(_Keyboard->isKkeyDown(OIS::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;

6. ORJE AT BN T RS AU e 21 45
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_node->translate(SinbadTranslate * evt.timeSincelLastFrame * _
WalkingSpeed);

_node->resetOrientation();

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

7. REFFAS B 7 BEORAFAE A TR B ] SR 45 s it

Ogre::SceneNode* _SinbadNode;

8. FrameListener S5 75 BiX AN EET

_listener = new MyFrameL.istener(window, camera, viewport, _SinbadNode);

9. createScene pA%L R EAE H LA FRE R AR AAFAEFRA TR B B SRR 25 555 18K
BR H5 R AR AR -

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

10. i BT o AROR vl LA TS T SR RS B SE 4k«
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HIRIRE T1H4 ?

FAIERL AL FrameListener ¥ IS, {3 fAmT DLUERE T A1 BER M 50 . TUAEBRATHY Sinbad
AU BEAR T — Rz 7 ]

9.14 #NinzhiE

RS E R P AR EATIT AR E R B DAERATI I — LE s m g,

LEHZ] —— IWIZYE

PATHIRER T LARE B, (HARBUERIABEMBITE, 1EBATE P RS E:

1. FrameListener 255 EHANBhHEPRE:

Ogre::AnimationState* _aniState;

Ogre::AnimationState* _aniStateTop;

2. NFEMIE R AT EhEIRES, FATHZ AR TR

MyFrameL.istener(Ogre::RenderWindow* win, Ogre::Camera*

cam, Ogre::Viewport* viewport, Ogre::SceneNode* node, Ogre::Entity* ent)

3. EILAE X AR BRATAT LA R A RS, IR T R8I b ORAF AR AT

_aniState = ent->getAnimationState("RunBase™);
_aniState->setLoop(false);

_aniStateTop = ent->getAnimationState(<RunTop>);
_aniStateTop->setLoop(false);

4, BESRIEATIAE T AnimationState, FA175EAE frameStarted BRE T H —NFR, XA
AR T SRR SN T o FATISINIXAN IR if AW ok A B FIR A

bool walked = false;
if(_Keyboard->isKeyDown(OIS::KC_UP))

{
SinbadTranslate += Ogre::\Vector3(0, 0, -1);
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_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(OIS::KC_LEFT))
{

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

_rotation = -1.57f;

walked = true;
}
if(_Keyboard->isKeyDown(OIS::KC_RIGHT))
{

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

_rotation = 1.57f;

walked = true;

5. WURKIRREZ) 1, BATEOESE; IR, BATEF T A

if(walked)

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

_aniState->setTimePosition(0.0f);

}
if(_aniStateTop->hasEnded())
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_aniStateTop->setTimePosition(0.0f);

6. WIRBM I ARERN, BATEMEE, ¢ E 3w HIT IR & -

else

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

7. fERiT, BATFEENS NG KR G shm; S0, EsA %

_aniState->add Time(evt.timeSinceLastFrame);

_aniStateTop->add Time(evt.timeSinceLastFrame);

8. Ryl B MRISERNITRE

Ogre::Entity* _SinbadEnt;

9. FRAEWIUEAL FrameListener HImfizfs H 7 X AN g4t

_listener = new MyFrameListener(window, camera, viewport, _SinbadNode, _SinbadEnt);

10. [FIFE, BigEsik.

_SinbadEnt = _sceneManager->createEntity("'Sinbad.mesh™);

11, GEIATREY . RS Bl A It vT AR SO L (R RS s 3l 1«
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HIRIRAE T4 ?

PATEBA TN T B B B AR AE S RIS AT

FFE —— BUIERNTEH T4

P FIRAT E— AT BT A B A R 6 2545
0.15 M4

AR PIRATE S TR Z TG BATFE 7 AZ 173411 Ogre 3D F2/7 HIAH &K

R, A1VEE TRLF AT 1H:

1. Ogre 3D &/ EAEITI.

2. ERHEIRATNE R EIERIBAT .

3. G HIRATE SN S AT U ) S

LB AR QA LB T ERIE RN EANS SRR A1
2 o

PUERAICE %) 7RI ATH O Ogre 3D N BTG ZRIFTA NZE . N — & T4
U O 5 P LA ) P2 i — L PR 4 T A N IR P S N 5 5%
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$Ft+E MFREM Ogre3D TR

XREEAPW G 7, ROTBESEABIRATR G AW —FE——R T R%. 7Tk
2 G, EEHL RP—LOgre 3D AR TE, IXIEASKN TR K22 1R H 2
(), AR AN XS BT I RR T AR b L
X —5, A
1. AR RGN EFEHE
2. QLA FRIBRLF RG
3. Tf#Ogre 3DY &
4. AR AN

IR ATIF G
10.1 ¥hi—AMRF R4

ATRGE & — M SR BORL T R 403 sinbad |-, XA B TIATHE € FrEfIA7 .

LB —— BHNEE

PA PR A 1 5 e — Mo 5 A AXHS -

1 B TEE SCRL T BIAHR T R Gt I IIXANRL T RGEI0E 2UAN sinbad SEA4 (1
4SS R L

Ogre::ParticleSystem* partSystem =
_sceneManager->createParticleSy stem("Smoke", "Examples/Smoke");

_SinbadNode->attachObject(partSystem);

2. JIFIBATRESY . K52 F BSinbad/™ A KBS
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HIRIRAE T4 ?

BATC L E GBI T IIAREIE —DRT RSt KR, KRR T RGUREEE A
MR A — s8],

1HARKFRE?

FERATEVE B CHIRL T REMARRATEE LA, BAIREZHE— T 2R
LRRLT RS RATCEE W TR RS IR BOR —— AT Ll b, 22—
MMHFHETAR; (HREREAPEIER?

— T RGP R =AAF RIS G —— A S A, R MOS8 (AT HER)D

R=fr R EER R TA Y, EMErA TR TR . —MREd—4 il
TSR — AP EE SO, B BRI AERAE ). SR AN, RN
W ER G Ja IEX A TGN BARTA —HS 8, OFEAEAERE, T A
K, BREAMRZHLENSH, HEX=ARETRAGMSEEREEN =13, &
HUEAET (M — AR I AEARSET . — R, — DT E SR AT 2 A T
JUPFIE o RARCER AT UAEBATZ AT S B T h B 2 Bl —DRFIHR S X
TR, AT 385 20T HIX LR T4 58
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J7 AR AR AR T BN AT . FERXNHE BT, BATR A e &5
B — T E SCREAD B A (R 40, AT DUR U R T IR Rvids, A
—IT R, AR THEHER BTN — S E. R h RN DA B BUERT
RN, HZ R B E]. — DRSNS RER AR T J5 A, A, B RN 381
et A TS

Affector
color changer

og O o
O O (m] O
O O o I

I:||:I':'|:| O

Emitter particles [m]

PHERM CLFIE 17— SR, BaEBANTA CTFahtldE Sk R 5E.

102 RIE—MRBEERLT R
I —RT RGOV MRG0T R, LR 7.

LB ——EIE— TR TR

QI —ARITF RS, AT EE SUBENRAEMAT N, THRRFHRITA.
1. ki RGifE particle XU EH i L. #Emendia/particle SCA% FRAIEE—AS.

2. & SUXAFR G091 w44 IMySmokel:

particle_system MySmokel
{

3. BR8] Example/Smoke#r 5 - H 104 B4 K104 BT 55«

material Examples/Smoke
particle_width 10
particle_height 10

4. BATAREL A 5 KB Y500 [ I 45 AR5 H L 2 IE X B SR AR ML 5
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guota 500
billboard_type point

5. FATEE AR AR, BN A8 b DLRERD 3N KL T A R R SR T

emitter Point

{

emission_rate 3

6. FL 7N 47E (1, 0, 00 Jli) b P20 5 Jo Ak b Yk B A 5 -

direction100
velocity 20

7. ARIHR A Z . HEHES

8. 7£ createScene() ¥,

Ogre::ParticleSystem* partSystem =

_sceneManager->createParticleSystem(*Smoke", "Examples/Smoke");

Ogre::ParticleSystem* partSystem =

_sceneManager->createParticleSystem("Smoke", "MySmokel");

0. GIIFRELT. (RNE4F EI—A- sinbad FURHEH— W IRL,
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HIRIRAE T4 ?

PATCIEE T2 — Ry R G0 W TE, BATRH Z—A particle ST RAFEIA AR .
TEX ARG H, FRATTLA G i particle_systemFF4f sk e UKL F R 48, SR &A1
L %A, VR EIAIRE . 53D H, JATE L TR . Bl 1 SDK
B A e XA AR — A S IFEE & XA SO B T A b i 2 e kT
N e B A LA -

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
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WA T REARF LM TR BRI B . 35420, 2 T AT EAT R 45 2 A Z1
FEAFAERL T R G R iR R IR B TR MR IR T R Ge T
SHEATRANE T (s TEE. QERIER] TIXNE, RIS AR VR R
T R E ST AT EAE R i B T A SR L. 58N 7 — A i E
)RR RERD R 3R T AR S A o SRE LA TR TSI [ AT R . SRR BAT TR
AREFPAE RTBT IR T R 98, RIS E.

10.3 —EFE LS

BUERATA A AR T R 88, AEBA 20 2RI S

SLEHTZ] ——BN TN — LT 1) S5

TA RGN — L35 I 2 B

L AN =S HORE I — A s %%

angle 30
time_to_live 10

color1001

2. JPFISAT . AR BIANF TS A RAT AL R
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HIRIRAE T4 ?

FATEGIN T = BAKL T RGAT A S . BHERL TR ORIEA R T7 A E
Ko S¥anglesE 3T RAIE—ANRLT R 2 M B RENE g5 E K7 1A _EIXITT
K. Ogre 3DMEH] 1 —MBEHLA BAs A2 AE — € VE I N IO DT 170 o BRIDIR AN )] A
BOKFIB0RE, o i) — Ltk 1 RENS Wt T .

Z4ftime_to_live B & /BRI HIE M S, ERATHIBI T, Dh10s. BRIA
{E5s. EILIRAS, FATEM TEARLT— R0 A AT, BT DATRATT AT DUSE A A0
AT T

ZHcolori B 1R T I R B N4 € Bt &, ARG 5, N4
.
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FIEME —— AL TLEE— T TFRE

Y =N EUEERL T ARG ALAE S 2 TR ?

104 HHIZH

AT A ZRA R R T R Gt A ERATAIE 2 — LI,

LB R —— LT R

AR FRA TR I — L H e S HOR M EATRIROR -

1. SZ&%time_to_live y— AN K Al B /IME VS FH «

time_to_live_min 1

time_to_live_max 10

2. U color F{E AIAH R ) 7572

color_range start 100

color_range end00 1

3. MERE P Y; REH BT, RE B RIS A — SRR R AE 5
— LR AR
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HIRIRAE T4 ?

FATER T 48— FE R S HORMB A A 24, 285 1kogre 3Dk
FERA VIR . XG0 1 BATHRL T R GUH) 2 FEVE I T AR R SRy B AR CR,
PRI SERR b, AR AR DU AE I TR AN A [A]_E A — AR B AR

FIEE —— LR

FH H S s iR time_to_livefltime_to_live_minZ [8] [ [X 5]

10.5 FrHIFFR

FZIEHEZ NS

ZLEHTZ] —— I TR TR 6]

BUERATR A BN — S H e AR T (AN, 1 RS2 e A
Jiae

1. #Er{Epoint emitter LIGINZ 4, IRH emission rate> direction: H

velocity:
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emitter Point

{

emission_rate 30

direction 100

velocity 20

2. BRI IS — KL i 75 I 8 IR 2 HOM BB TR 2 B 76 22850 2 A S AL

duration 1

repeat_delay 1

3. ZWIFIZAT. IRNHFE B — B A QUKL B A R RCR R BT W — T A g A T
PR

HIRIRAE T 114 7

AN T S Hduration, 5 X T ERSTEEH 2 BT SRR R SR 2 KA .
Repeat_delay % & T K5 2% 50T R SR 7 2 U 75 B 2 KR . BIXMSH, B84
SE X T — ARSI 5 PR K5I R 5T 5% .

FIER i —— K2

FE A 1240 RS S S B e AT T TR RS R R 4 6
10.6 NN 2% (affector)

AT L8 A B AN FH A S 2 O 0% R (R AT 9 AT o B BRA T Ao P 2
& ERHER AT AR A I B O ST .
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SLEHTZ] —— TN — IR RIS

1N TR A, FA] 75 B MR B A point K 4 # &R FD LA20 B 03 B K 4301
KLy I HAAF )5 39179100s:

emitter Point

{
emission_rate 30
direction 10 0
velocity 20

time_to_live 100

2. TERIFHUEAEG IR, BRANTEEEGEK AR RN N TMEX A, A1
A Hn—NScaler R v 5% -

affector Scaler

{

rate 5

3. HFTHN AT IRNIE B A AE I (8] P ARAD AL K TR T
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HIRIRAE TA14 7

ARG T — SR R SRR TR R/ Scaler R4S i 45 7€ B4R oKL . 1
FATHGI T, BEASRLT AR/ NE I — AR S0 1 R BOR 48T -

10.7 BB

FATELBA TR, BUEREZE TR E .

LB —— KB

1. B fescaler, Hhn—Ng—NEithiEIE AR F:0.25F) ColorFader & v #%
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color channel per second:

affector ColorFader
{

red -0.25

green -0.25

blue -0.25

2. GRIEAT . RN T BRI M AAF A H B AR R AR 1 N 138
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HIRIRE T4 2

PTG T — SRR B IEIE R S, ] T AN E LHE .

FFuid —— KOG

tiAzcolorfaderfUid, bk A FHREIZL . 45 RNAZAE LRI T K
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10.8 XA 238

AT A RIS g —F, (ERA I AT XA SR A T 1 (0 A A7 F 391
2 3 ORI Z5 SR I i 2 AR R

SLERRTF] —— IR TFAE T [T TR %

FATIUAE A L2885 KA 21 B 2 It

L FRAME T, FATAEIATHIRLT171%100s, BT LABCRAE A7 Ji 1 J94s

emitter Point

{
emission_rate 30
direction 1 0 0
velocity 20

time_to_live 4

-

2. RUABRM AR E— NN EIAT N, B CAFRAT 148 28 — /> F ificolorfader. &
M FEEIER G — IR B

affector ColorFader2
{
redl -1
greenl -1
bluel -1

3. BUfE, 2Ry HAg2sig ], A RIARIEtamiE, SRR rE

state_change 2
red2 +1
green2 +1

blue2 +1
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4. HHGRIFIBATRY

HIRIRAE T4 7

BAMEF T colorfader2 2B 85 . IXAN RN &% B S iEId 45 Tredl, greenlAibluelf1I{A
KM, ki A fstate_change ZHU I AE A7 TR IS % . Gred2, green2, blue2f1)iX
SefE BB R B BN TR0 T ERXAMI T, FRATMER T IX AN 2% R e U kLT 1
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CNEFE, 54t AT ENERIH.

10.9 X RAHBAOERE

— RN A B B R T AR A T i

LB —— R EWRF T ELRIE

B BAMER R B I eEq ]

1. FATEATH — S H AN 2867 48 ColorInterpolator:

affector ColorInterpolator

{

2. BRI IRATI E AR N 2 A PR B . A PR A

color0111

I VAN R AT Ega s e B i =i9] I e 1 i B (PR AN A WA EAN LR

timel 0.25
color1100

4. fEWGr 2 — B —r 2 — AR, IR NGt

time2 0.5
color2010

5. fE 2z — N2 =M, ENENES, Hne SRR G

time3 0.75
color3001
time4 1
colord111

6. JIFIZAT. IRNCSE BRI, EAIN M A BIL B2 3 A m A2 m] 5
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HIRIRAE T4 7

BAVER T 55— BRLAs RO — NS AR M B 454 . ColorInterpolator 451X AT A ki
T FA T SR time X Flcolor XSk & SUXAMEAE, XU AUZ0FI52 7], timeOfI0&
FATAERL T4 1 8 10 Pk A8 B0 18 % ()1 ucolor0. timed 0,25 7 ok 25 R A1 T AR B A S 4 11
colorl 4 F A7yl B e A an IR VU 4> 2 — o FEIX AN 8] 55 2 0], RIS 8% B 2 4 (B R IA 2
AR . BATBI T8 LA S, FEREA G — A FENEE . E— MR — A
Rt B SR, FoAERESE, FIUAMERE G A SHEUE A7 R
=, FTUATEREAAAFRA, BB A T A R BB A B
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10.10 HmBEHLIE

N T I AR, ATCLE G I — SRS BRA TR T R 5, R ERS
BRI AR,

SLECHZ] —— HSHIBEDIIE

B RS ) MAT SRR, LR ITR I
1. #F% ColorInterpolator XM s,

2. WhI— AN FEIR RN 255 44N DirectionRandomiser:

affector DirectionRandomiser

{

3. E I TE SHNERAE RS T (4 _E RS2 fE -

randomness 100

4. SRJE A TR BE N AN B, A7 2 DR RS . 1.0/8%100%, 0
RA0%. IRIF AT E — N2 FA VRT3 ORI T A 1 AR Bl e 75 T 5B 4
A

scope 1

keep_velocity true

5. ZwikigAT. XK, BATARNGE B —DRIERI i, 2, REAKRT ITEAN
BE T 1A b, (ER K — AN b
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HIRIRAE T4 7

DirectionRandomiser X N 2518 ik 45 8T FIAN FE, T EZS TR 1 75 7] o 18X A2
Nog%, ERESLARLTIE sh i in— N EEA LA .

10.11 fw#e

A TR 2 5 — > RO 8 AR TR S AT 7 T) A — A B 1 ~F T
T 38 B P i B2 28R

et —— RS i FIE

N T REMEAEBA THORL T BEAET T S S (R Y, ICRE R FRATIE X LR LAY
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1 REBEHLIER S #, FA 112 H DeflectorPlane X Ni#s

affector DeflectorPlane

{

2. XAV E SR T — AR (B R B R AT T FRR 26 -

plane_point 0 20 0

plane_normal 0 -1 0

3. RJEE SCURL T AT, Ky B 2 B A, FATEE AR EA
JRSERITRSE, P EABRATIE 1.0V i -

bounce 1.0

4. N TS mAS T I RCR . BATTE EIATNRL 7R K7 17 ERg s, fr OE
BRI &% R RO AR T FIEHB0RE AN BT [ A8 EAh, d T s A, AT
RLy A T 1E _EF 7 16 ) R AR AR T J7 140 o

emitter Point

{
emission_rate 30
direction0 1 0
velocity 20
time_to_live 4

angle 30

5. ZwikIEAT. KLy HH I BT S
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HIRIRAE T4 7

PG T — AT A, I R R R R

FFRE — UBNIHESE

Bl —ASHIARR, RS ANFIEALT (0, 0, 0) A SR T2 25— FH 1)
20, [A IS mColorinterpolator AR 2% o AR B Y B E R AT Bl —FF:
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10.12 HAmKREIH 2 5128

WAL T A sk as, (H, 498, A SRR RS SRR AR TEH] .

LB F —— @ — 1B

M A m RSB T RAR B, A —DboxoR AN = AT ]

1. BRI RN A RS &

emitter Box

{

2. EX TR TH box:

height 50
width 50
depth 50

3. RS ER B R AP 10K T I H e TS 3 5 820:

emission_rate 10

direction010
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velocity 20
}

4. EFIFT IR T RGL, REIT. RRESE BIR T 0V fEsinbad T, KR4,

HIRIRAE T4 7

PAVER T 75— DR ERRA, IR, @RS E%(Box emitter) . FATE LT —
Abox, Ff HAXAN KR A 1 BEHLAE S B0box N E e dffr BOR G RL T IXANR ST
REE 1T CUE A MHER RS R T R GE, T2 — M B RS R BT E— AT
REF R P TE—25 2k, AT 7 2R Rt i Ebox (I 2 AL BT A

10.13 AR K 5

F TboxRA, A HE RN AR, k.

LB —— SRR T

B A rEE &, BATT B — I R S8 -

1. oA A 5 2 2R N Ring

emitter Ring
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2. iEiFwidthAlheightsk & X Ring K 5

height 50
width 50

3. BUE, NT R IRIMAR A, BATHEZE AR AR T X)L
FATE A ¥ 73 H

inner_height 0.9

inner_width 0.9

4. RTEEABAES, WF:

emission_rate 50
direction010
velocity 20

5. JiiFEAT. BRBHLBIRRAAT, VRN 2 B R T 3A
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| &

>

HIRIRAE T4 7

BAHE— A SUF AN TR RS 8 R IR T N T @ SN, BAUEHT
K, AR AYA. KEMS THRKERAME. X8, TEERTHZENE
M. @itinner_widthAlinner_height, FA1E SGATE NE 2 D R—A RS RF. 1% HIATA

2= A, T2 E 5 E.
/ﬁfﬂmm

10.14 ERJE, BRATEE—EHK

PAGRARMIRE T, FTUBURUE KRB R .

LB Z] —— T —LEEA

FE—HRS 0 (R BT S5 R AL 2 AR B
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1 B —MEAR R 1) b DURE E I 8] 1) R K AN TR C KR KL T 2R 45

particle_system Firework
{
material Examples/Smoke
particle_width 10
particle_height 10
quota 5000
billboard_type point
emitter Point
{
emission_rate 100
direction010
velocity 50
angle 360
duration 0.1
repeat_delay 1
color_range start 0 0 0

color_range end 111

2. BUEESANIXAIRL T R G Ll

Ogre::ParticleSystem* partSysteml =
_sceneManager->createParticleSystem("Firework1", "Firework");
Ogre::ParticleSystem* partSystem2 =
_sceneManager->createParticleSystem("Firework2", "Firework");
Ogre::ParticleSystem* partSystem3 =
_sceneManager->createParticleSystem("Firework3", "Firework");
Ogre::ParticleSystem* partSystem4 =
_sceneManager->createParticleSystem("Firework4", "Firework");
Ogre::ParticleSystem* partSystem5 =

_sceneManager->createParticleSystem("Firework5", “Firework");
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3. RJa G ILAER A AL B4 R

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* node4 = _sceneManager->getRootSceneNode()->
createChildSceneNode(Ogre::Vector3(-10, 11, 0));

Ogre::SceneNode* node5 = _sceneManager->getRootSceneNode()->

createChildSceneNode(Ogre::\Vector3(-20, 19, 0));

4. fJ5, PERT RGRNG S L.

nodel->attachObject(partSysteml);
node2->attachObject(partSystem?2);
node3->attachObject(partSystem3);
node4->attachObject(partSystem4);

node5->attachObject(partSystem5);

5. e T, =% T
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HIRIRAE T4 7

FATCNE T — D EIE KR T R GRS T8, iILEBEERGEAT I 2 KA

TR, —— PR 7

5 AT AT IR B A5 PR B0 1 B AR 2, A — S DA ) R
10.15 OGRE 3D ¥ BEFR

BA1CEE 21 £ Ogre 3DFAEFIAFThRE, HOgre SDMAR Z TH e FriThae. A
HIRZAFERPE, FRBIN—5H ) Thae 45 0gre 3D. AT ITILXEeE, iR FE AW
InThae. —AN5E8ERIFF, 7T DAIE4ERE | RIER1S : www.Ogre3D.org/tikiwiki/OGRE+Libraries

Speedtree

Speedtreesz —A F AVE BAR 22 I bR B R R VAR ok T 58 i) iz S LA 7 i
X% F1Ogre 3D/ # Sinbad #2145 Ogre 3D— M4 . Speedtreeft10gre 3DARAZIIN K, ANT]
DA S FHI . B2 H0ME R, 7 LUA BLEhttp://www.ogre3d.org/tikiwiki/OgreSpeedtree .
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Hydrax

Hydrax#4 inj& — /N Inasheg, & n BLAOgre 3DVE YL /K 75 @I X AN InDh
Ae, KEEMEHEIEINEg = B BT LM TR Z A ERS R, B K R E . BNy
KT IGLR o, 254, FhnThie3 L: http://www.ogre3d.org/tikiwiki/Hydrax .

Caelum

Caelumsz 7 — Iy fE, FEAZOgre 3D KB EWRAEHEJe. & A AKBHAH AR YE
—/NH A R R G AR AR LN F BN, — MR A i BAEREERERE
FSLHRT . 25 WAEFE AL http://lwww.ogre3d.org/tikiwiki/Caelum.

Particle Universe

5y — AN LBt A Particle Universe. Particle Universedé in—/N8r (ki 1 R G4 ogre
3D, ‘Eftftitogre 3DKLT RGH L RVFHIRLFRERL. FINF, & d — MR T, RUr
5 TAE— MBI RE P BURL T, ARG TR S AT DL XA G kL T I AR o X AN F

Z LT http://www.ogre3d.org/tikiwiki/Particle+Universe+plugin

10.16 GUIs

HIRZ A FIGUTE R fik0gre 3DIEH], &F—FAEMAT EAAAERELE, (HHAIFA —GUTE
AN Sl IER 2R T PR — L, SRE B E B R AT/ I P

CEGUI

CEGUIT 825 — M5 2 Ogre 3D HIFE . BT —ANGUIRG N A R HH 2
B2, et 7 — /N 2 4hGUIgnEE 2% F R G 1 F B 7 S A N /R I GUIE il
ANER R . BHEZ2Hs B2 0L: http://www.cequi.org.uk/wiki/index.php/Main_Page .

BetaGUI

BetaGUUZ M H /NI EE, B RAE— kA —epp STt . ME— [ 2 Ogre 3D, Jf
REfR (R AR DI Re R G T 1, %4, ORI, ARSI, IAR— a8 ETEH -
FEI, HR eI 7 AR D e T A BAR AT R, PRIk ] DL A — A Ta7 5 T PRk R A o
7% . fEhttp://lwww.ogre3d.org/tikiwiki/BetaGUI #ifEFLF .

QuickGUI
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QuickGUIE ttBetaGUI—Fh B & 2« flss K 7 5. BARQuickGuIHE LB £ 1) T AR /N
4, B AL R AR IS YR M. QuickGUIE — NI GUIRR R T &, A T & FhA
FIIH, EHEH . 485 TR L8R Fhttp://www.ogre3d.org/tikiwiki/QuickGUI

Berkelium

Berkelium A& —ANGUIESE, BN E BTG rE . Mk, ©ff Ogre 3D
8 Jefd FH A Sk Chromiumf& o 7EXANE BT, A58 — MR NS48 A il fE. &
%% .. http://www.ogre3d.org/tikiwiki/Berkelium .

10.17 B4g

PN TS TIRZ IR,

FE, AT R T
* EFREE A RIS R S A B E R T RS
* N A BRI S AR
*  Ogre 3D —LEf i f& 2
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i

AR A PRI EER, TR PRI o PR B3 — A 58 B ) 2 A ) o 7 i
KRETAER, JFHMEEA RG], KB En, (He IR At m B amiRx
TJE TR Wi IR EXOXAS, EHGIR B INREAIE A QR A NI3DMN A
Feitsid, BN, ERER, KRR SR A0k b A8 H s SR g — 4
Ao

o] AR R

Chapter 1

Installing Ogre 3D

1 a which post effects are shown

in the samples

Bloom, Glass, OIdTV, BlackandWhite, and Invert

2.1b

and

which libraries to link OgreMain.lib and OIS.lib

2.2 which libraries to link Add _d after the library name

3 ¢ ExampleApplication

and how to display a model

Create an entity using the createEntity()

function of the SceneManager and then attach
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this entity to a scene node

Chapter 2

Setting up the Environment

1 afinding the

position of

scene nodes

MyEntity will be at (60, 60, 60) and MyEntity2 will be at (0, 0, 0)

2 b playing with

scene nodes

(10, -10, 10)

3 brotating a

scene node

pitch, vyaw, roll

4 creating child

scene nodes

4.1)One way is to only give a name for the scene node and the other

one is to give a name and a position where the scene node should be

created.

4.2) Please refer the code.

5 b even more

about the
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scene graph

From the root to the leafs

6 Ogre3Dand

spaces

The three spaces are world, parent, and local.

Chapter 3

Felix Gogo

different

light

sources

A point light is like a light bulb and a spotlight is like a flashlight

2 different

light types

Point, Spot, and Directional.

Chapter 4

Felix Gogo

¢ design pattern of

FrameL.istener
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Observer pattern

2 the difference between

time- and frame-based

movement

When using frame-based movement, the entity is

moved the same distance each frame, by time passed

movement, the entity is moved the same distance

each second.

3 window questions A window handle is a unique identifier used and

created by the operating system to manage its

windows, we need the handle of our application

window to receive the input events our window

gets in focus.

4 capturing the input To get the newest state the keyboard has

Chapter 5

The Book Inventory Bundle

1 the

importance

of time

Because this way the animation is independent from the real time that

has passed. This also enabled us to run the same animation at different
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speeds.

Chapter 7

The Bookshelf: First Stab

1 texture

modes

How texture coordinates are handled that are lower or higher than the

range of 0 to 1

Chapter 9

The Ogre 3D Startup Sequence

1 the three

event

handlers

frameStarted which gets called before the frame is rendered

frameRenderingQueued which is called after the frame is rendered

but before the buffers are swapped and

frameEnded which is called after the current frame has been rendered

and displayed.

Chapter 10

How About a Graphical Interface?

1 what makes a

particle system
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Particle, Emitter, and optional Affector

2 emitter

parameters

emission_rate: How many particles should be emitted

per second

direction: In which direction the particles should move

velocity: At which speed they should move

duration: How long does the emitter emit particles

repeat_delay: How long until it start emitting again

time_to_live: The length of the life of a particle

time_to_live_min: The minimum lifespan of a particle

time_to_live_max: The maximum lifespan of a particle

angle: How much the particles’ movement direction can

differ from the direction given

colour: The color of a particle an particle has

colour_range_start: Beginning point for the particle's

color interpolation

colour_range_end: End point for the particle's color

interpolation
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=5

Symbols

3D model

rendering 50, 51

3D scene

animations, adding 87-90
basic movement control, adding using WASD
keys 77, 78

camera, creating 61, 79, 80
camera, makingwork 79, 80
creating 67, 68

input support, adding 75, 76
movement, adding 70-72
plane, adding 47

point light, adding 51, 52
second point light, adding 53
shadows, adding 60, 61

spot light, adding 53, 55
swords, adding 97, 98
time-based movement, adding 73

timer, adding 84
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two animations,  playing at the same

time 91, 92

3D space 21, 22

_keepRunning variable 224

A

addCompositor() function 177

add-ons

list 267, 268

addResourcesLocation() function 109

addTime() function 93

addViewport() function 196

affectors

adding 248

scalar affector, adding 248-250

animated scrolling 146

animation

adding 233-236

animations

about 87, 99

adding, to3Dscene 87-90

printing 100, 101
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skeleton, using 99, 100

application class

creating 211-214

attachObjectToBone() function 98

B

basic movement control

adding, to3Dscene 77, 78

begin method 113

Berkelium 268

BetaGUI 268

billboarding 118

blank sheet

creating 103, 104

border color

changing 141, 142

border mode

border color, changing 141, 142

using 140, 141

box emitter

using 261, 262

BSP 109
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BspSceneManager

creating 108

build() function 125

C

Caelum 267

camera

adding 224

creating 61

capture() function 77

CEGUI 267

child scene nodes

creating 32

chooseSceneManager() function 108

clamp mode

using 135-138

color

changing 250, 251

changing, particle life time dependent 253, 255

changing, tored 252

complex color manipulation 256, 257

color channel
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selecting 198-203

ColorFader2 affector 255

Colorinterpolator 255

ColorInterpolator affector 260

color parameter 245

colorX 257

compositors

adding 167, 168, 226-229

combining 173-175

complex compositors 178-182

green and blue color channels, swapping 178

incode, combining 177

working 169

ConfigFile class 211

configuration file

structure 211

createCamera() function 61, 194, 196

createChildSceneNode() function 31

createEntity() function 120

createScene() function 19, 47, 97, 100, 130,

186, 194, 202, 230, 233, 243
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createScene() method 16

createViewport() function 201

createViewport() method 195

createViewports() function 196

createViewports() method 64

culling 62

D

default_params block 155

deflector plane

using 259, 260

directional lights

about 57

creating 58

DirectionRandomiser 257

DirectionRandomiser affector 258

ExampleApplication 15

ExampleApplication class 205

falloff parameter 55

field of grass
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creating 118-120

fireworks

adding 264-266

fixed function pipeline 149

fragment_program keyword 154

fragments 150

frameEnded function 215, 219

true, returning 219, 220

FrameEvent 74

FrameL.istener

about 72

adding 215, 216, 224, 225

frameStarted function, true returning in 217

implementation, experimenting with 216, 217

FrameListener class 216

FrameListener function 217, 218

frameRenderingQueued function

about 215, 218

true, returning 218, 219

frameStarted function 215, 216, 218,

221, 227, 234
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frameStarted() method 74, 94, 191

G

getAnimationState() function 90

getMouseState() function 81

GUIs 267

grass field

creating 118-120

H

Hydrax 267

image

inverting 172, 173

initialiseResourceGroup() function 110

input

adding  220-222

input support

adding, to3Dscene 75, 76

intervals

adding, to particle system 247, 248

iskeyDown() function 81

K
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keepRunning function 223

light

adding 229-231

loadResources() function 212

local and parent space

translating in 40

local space 38, 39

lookat() function 62

M

manual object

about 113

creating 111

lines 113

playing, with 116

points 113

triangles 114

material

another material, creating 133

creating 131, 132

inheriting  146-149
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mirror mode

using 138-140

model

creating, for displaying blades of grass 110, 111

loading 16

quad, replacing with 160

models

loading, resources.cfgused 209, 210

MouseState class 81

movement

adding, to3Dscene 70-72

moveRelative() function 82

My\ertexShader3 159

N

name scheme

about 120

names, printing 120, 121

number of pixels

changing 182

changing, while running application 188-193

putting, in material 183-185
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0]

Object Oriented Input System(OIS) 14

Octree

about 106

diagrammatic representation 106

example 107, 108

features 107

OctreeSceneManager 110

Ogre 3D

downloading 7

extending 266

installing 7

name scheme 120

starting 205-207

texture mapping 115

Ogre 3D application

IDE, configuring 12-14

project, starting 12-14

Ogre 3D samples

building 11

Ogre 3D SDK
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downloading 7

installing 8

versions 8

Ogre scene graph

about 19, 23, 24

local space, translatingin 40

RootSceneNode, working with 21

scene node, creating 19, 20

scene node position,  setting 25-27

scene node, rotating 26

scene node, scaling 29

spaces 35

spaces, rotating 42

spaces, scaling 45

transformation information 35

tree, building using scene nodes 32, 33

using 32

oPosition parameter 156

OT_LINE_LIST 113

OT_LINE_STRIP 113

OT_POINT_LIST 113
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OT_TRIANGLE_LIST 114

OT_TRIANGLE_STRIP 114

out parameter 155, 156

parameters 244, 245

particles

emitting, ringused 262, 264

particle system

about 241

adding 239, 240

creating 241, 243

intervals, adding 247, 248

particle universe 267

pitch() function 28, 82

plane

adding 229-231

adding, toscene 48

creating 47, 48

point light

adding, toscene 51, 52

position() function 114, 122
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pulse

adding 162, 164

Q

quad

preparing 133, 134

replacing, with model 160

QuickGUI 268

R

randomness

adding 257, 258

rendering loop

using 222, 223

renderOneFrame function 223, 224

render pipeline 150

ResourceGroup 110

ResourceGroupManager 109

resources

adding 208

resources.cfg

using, toload models 209, 210

ring
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used, for emitting particles 262, 264

roll() function 28

Root class 206

root instance 208

RootSceneNode

working with 20, 21

scalar affector

adding 248-250

scale() function 31

scene

preparing 165, 166

scene graph. See  Ogre scene graph

scene manager

about 103, 105

creating 108

functions 105

using 108

scene manager’s type

printing 105

scene node
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3D space 21

creating, with Ogre3D 19, 20

RootSceneNode, working with 20, 21

rotating 26-28

scaling 29, 31

scene node position

setting 24-27

SDK

exploring 9, 10

setMaterialName() function 148, 149

setPolygonMode() function 84

setPosition() function 30

setShadowTechnique() function 64

setWorldGeometry() function 110

shaders

about 149

shader application 151-155

textures, using 156-158

writing 155

shadows

adding, toscene 60, 61
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Sinbad

controlling 77

Sinbad mesh

loading 208, 209

spaces, 3D scene

local space 38, 40

rotating in  42-45

scaling 45

world space 36

Speedtree 267

split screen

adding 193-196

spot light

about 55, 57

adding, toscene 53, 55

light colors, mixing 57

startRendering function 222, 223

startup() function 213, 216, 222, 228

state_change parameter 255

static geometry

about 122
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indices 126, 127

pipeline, rendering 125

using 122-124

swords

adding, to3Dscene 97, 98

T

tex2D function 158

texture

modifying 170, 171

scrolling 143-145

textureCoord() function 114, 159

texture count

decreasing 175, 176

texture mapping 115

texture modes

using 142

time-based movement

adding, to3Dscene 73

timer
adding 84
time_to_live
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changing 246, 247

timeX 257

translate() function 38

two animations

playing, atthe same time in 3D scene 91, 92

u

user control

adding 231

model, controlling with arrow keys 231-233

user input and animation

combining 94-96

\%

variable

incode, setting 185

setting, from application 185-187

vertex 113

viewport

about 64, 197

creating 64, 65

volume

adding, toblades of grass 116, 117
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w

white quad

creating 130, 131

window handle 76, 77

wireframe and point render mode

adding, to framelistener 82-84

world space

translating in 36, 37

wrapping mode

using, with another texture 135, 137

Y

yaw() function 28, 82

y-up convention 22
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