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YakumoDemo Controls FPS: 41708042

= Movement [ Screenshot © Pick up objects M Move camera (M Link objects
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/I If in release mode, use WinMain so no console wi
#ifdef _DEBUG

int main( int argc, char * const argv [])
#else

int  APIENTRY WinMain (  HINSTANCE hinstance
LPSTR IpCmdLine , int nCmdShow)

#endif

8< 66 * %%$9

1& I+,

ndow is displayed.

HINSTANCE hPrevinstance
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Inititalisation
Completed

Game over?

Update 10 Subsystem

v

Update Movement Controller

v

Update Sound Subsystem

v

Update Physics Subsystem

v

Update Bridge Subsystem

v

Update Graphics Subsystem

v

Join Job Queue

v

Wait until timestep has elapsed
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float lastTime = stopwatch . getElapsedSeconds ();
while (! gGameOver)
...
/I Wait until it's time for the next frame to be pr ocessed.
while ( stopwatch . getElapsedSeconds ()< |lastTime + timestep );
lastTime += timestep
}
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/I Use a different config in debug mode so it loads debug DLLs
#ifdef _DEBUG
mRoot = new Ogre:: Root ( "Plugins-debug.cfg" );
#else
mRoot = new Ogre:: Root ( "Plugins.cfg” );
#endif
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—Q — Movement [ Screenshot % Pick up objects (% Move camera 3 Link objects
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mWindow->writeContentsToTimestampedFile( "ykd-" , ".png" );
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/Il Render an individual scene node to memory.

/Il dataOut points to allocated memory of the rende r.

Il Size of dataOut is returned (bytes).

/Il Please remember to delete dataOut when you're f inished with it!

int getimageData (  Ogre:: SceneNode* target , std :: string & title

unsigned char *& dataOut );
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/I Allocate a buffer to receive the data and wrap i tin a PixelBox
Ogre:: PixelFormat pf = mRemoteTexture ->suggestPixelFormat 0;
Ogre:: uchar * pbBuffer = new Ogre:: uchar [ 480 * 320 *
Ogre:: PixelUtil :: getNumElemBits (pf)];
Ogre:: PixelBox pb(480, 320, 1, pf, pbBuffer );

/I Render the texture and copy it into the buffer.
mRemoteTexture ->update ( false );
mRemoteTexture ->copyContentsToMemory ( pb,
Ogre:: RenderTarget :: FB_AUTO);
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class RigidBodyRef

public :
RigidBodyRef
mRb=
}
hkpRigidBody
I3
<=+#3
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public  Ogre:: UserDefinedObject

( hkpRigidBody * rb)
rb;
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1

/I Rigid body <-> Ogre Entity

1

static Ogre:: Entity * convert ( hkpRigidBody * rb );
static hkpRigidBody * convert ( Ogre:: Entity * entity );

1

/I hkVector4 <-> Ogre::Vector3

1

static Ogre:: Vector3 convert ( const hkVector4 & hkVector );
static hkVector4 convert ( const Ogre:: Vector3 & v);

1

/I hkQuaternion <-> Ogre::Quaternion

1

static Ogre:: Quaternion  convert (const hkQuaternion & hkQuat );
static hkQuaternion convert ( const Ogre:: Quaternion & q);
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if ( mYkRemote-> isReadyForimage ())
{
mRemotelmageManager -> update ();
}
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/I mRigidBody = player character rigid body.
tTranslation . setSub4 ( rb ->getPosition (), mRigidBody -> getPosition ());
/I To counter the world-space rotation of the pc ro tate the
translation by 1/pcRotation
hkQuaternion  flip ;
flip . setinverse ( mRigidBody -> getRotation () );
tTranslation . setRotatedDir  ( flip , tTranslation );
l ) n
E n
/I Get a rotation for the rb in the pc's local spac e.
tRotation . setlnverseMul ( mRigidBody ->getRotation (), rb-
>getRotation () );
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hkReal r = gPlayerCharacter -> getRadius ();
( event . m_contactPoint ) > r *0.09)

if ( getDistance
event . m_status = HK_CONTACT_POINT_REJECT
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a. An unobstructed camera vector,

M
SN AN

7
il

¢ An obstruction undetectable with a rycast:

The near clip plane of the camera collides with

the wall, but the camera's vector does not.

Camera vector is clipped here

o

b. An obstruction detectable with a raycast,

QX\\\\\‘*

R

Z
I

d. Using a shape cast to detect obstructions which
do not collide with the vector, but cause
artefacts because some of the wall is between the
camera’s viewing origin and near clip plane.
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Volume of some body (e.g.. a wall)
. Volume of body behind the near clip plane

D Viewing frustum

= Near clip plane
<-== Raycast from camera target 1o camera origin {no hits returned)
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/I Different allowable states of interaction
enum YkdMouseControllerState

h

) "& 7' !
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) (%
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) Q7'
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) Q7'
) "& 7'}
E

INACTIVE,
LINKING ,
DRAGGING

/I Current state of interaction
YkdMouseControllerState

/l'is the camera being moved?

bool

mDraggingCamera ;

(-

{

mMode
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mousePressed()

No

mMode == INACTIVE?

beginLinking()
mMode = LINKING

beginDragging()
mMode = DRAGGING

Left mouse button
pressed?

Right mouse button
pressed?

iddle mouse button
return

pressed?

mDraggingCamera =
true




mouseReleased()

mMode ==
DRAGGING?

Left mouse button
pressed?

endDragging()
mMode = INACTIVE

mMode == LINKING?

pressed?

Right mouse button

endLinking()
mMode = INACTIVE

iddle mouse button

mDraggingCamera

pressed? false return
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/I avgForce is a vector persistent across updates
/I newForce is a vector received in the callback
/I ¢ is an scalar averaging constant. 0.05f is a go
avgForce = avgForce + newForce *c;
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gMovementController -> setMovingRight
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gMovementController -> setMovingFoward
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gGraphicsSubsystem -> moveCameraRelative ( xDelta *1.5,- yDelta ,0);
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gGraphicsSubsystem -> moveCameraRelative ( xDelta *-1.5, yDelta ,0);
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update()

Update has been
requested before?
raSceneNode |= NULJ

Less than 1sec since
last update?

Less than 3sec since
update request?

Yes
No
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/I a 4-byte aligned header struct.

typedef __ declspec (align (4))
uint8_t  type ;

} Header;

struct

Header {
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uint8_t * dataStart = recvBuffer + sizeof (Header);

enum {
YKR_TYPE_GOODBY40,
YKR_TYPE_NOQP
YKR_TYPE_ACCEL
YKR_TYPE_TOUCH_BEGAN
YKR_TYPE_TOUCH_MOVED
YKR_TYPE_TOUCH_ENDED
YKR_TYPE_IMAGE
YKR_TYPE_IMAGE_PORT

switch ( header ->type )

case YKR_TYPE_ACCEL
{
AccelerationData * accel =( AccelerationData *) dataStart ;
fireCallback ( boost :: bind (& YkRemotelListener :: accelerometerUpdat
ed, mListener , accel ->x, accel ->y, accel ->z));
break ;

}
case YKR_TYPE_TOUCH_BEGAN

{
Point * p=( Point *) dataStart ;
fireCallback ( boost :: bind (& YkRemoteListener :: touchBegan
mListener , p->Xx, p->y));
break ;
}

...

?6



- E @ E )
?< 1
<%6;
) % **p 1" " . 8<6$#6 B
- * ?2<9 0 % +, 1
& "1$1% "+, L

2 8<6%# CO * ?<9 - *

)
& " % 1% "+, 1
<%6= !
1 8JZ Z K98 <%+ @) * ?2+9
1 ) . IAE
78 + " 1 " 7 0
8 ) o* 1 7 0
7 0
! ) *
<%6<)!
4 Y $ +, g
* 1, " )
* "'$ 0+, 1
) 1, 8 VS 7 9 * )

?#



11} ) mn &
8 = )g; 9
1 " s 7
l 11}
) " "
) " @
>#6 B * 0669*
/(" o# >
l n
" 1
! 8
1 &

/Il This callback is fired whenever accelerometer d
from the remote device.

virtual void accelerometerUpdated ( double
/Il This callback is fired whenever a touch beings.
virtual void touchBegan ( float x, float

/Il This callback is fired whenever a touch moves.
virtual void touchMoved ( float x, float

/Il This callback is fired whenever a touch ends.

virtual void touchEnded ( float x, float

/Il This callback is fired when the connection to t
is lost.

virtual void disconnected () {}
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void
void

void
void

void
void

mn (
map<void *, boost :: shared_mutex *> mLockMap;
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lockForwrite  ( void * object );
unlockForWrite  ( void * object );
lockForRead ( void * object );
unlockForRead ( void * object );
lockUpgrade ( void * object );
unlockUpgraded ( void * object );
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mWindow->writeContentsToTimestampedFile(

1

boost::bind( &Ogre::RenderWindow::writeContentsToTi

mWindow,

1

<6PH#
"3 %4( (
2

"3 %4 ( (**

)

.:&

"ykd-" , ".png" );
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void YkdWorkerThread :: YkdWorkerThreadMain ()

/I'If the following code is uncommented it will all ow Havok-related
/I jobs to be performed with YkdWorkerThreads. Howe ver, Havok already
/I has its own worker threads and job queues so thi s is currently not
/I enabled.
I hkThreadMemory threadMemory( &hkMemory::getinsta nce() );
I char stackBuffer[512*1024];
I threadMemory.setStackArea( stackBuffer, sizeof(s tackBuffer) );
I hkBaseSystem::initThread( &threadMemory );
for (3)

/I fetch new job. This will block until a new job i S

retrieved.

YkdJobPtr job = gJobQueue -> getJob ();

/I Don't allow interruption until the job is done.

boost :: this_thread :: disable_interruption di ;
job ();
}
I hkBaseSystem::clearThreadResources();
}
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/I Add socket to run loop

CFSocketRef sockRef = CFSocketCreateWithNative ( kCFAllocatorDefault ,
mControlSocket , kCFSocketReadCallBack , &recvData, nil );
CFRunLoopSourceRef runLoopSource =

CFSocketCreateRunLoopSource  ( kCFAllocatorDefault , sockRef, 0);
CFRunLoopAddSource ( CFRunLoopGetCurrent (), runLoopSource,
kCFRunLoopDefaultMode );

CFRelease (runLoopSource );

CFRelease ( sockRef);
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[[UlAccelerometer sharedAccelerometer] setUpdatelnt erval:(  1.0f /
60.0f )];

[[UlAccelerometer sharedAccelerometer] setDelegate: self ];
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- ( void )sendNoop;
- ( void )sendGoodbye;

- ( void )sendAccelerationDataFromEvent:( YkEvent )e
X:( UlAccelerationValue X Y:( UlAccelerationValue )y
Z:( UlAccelerationValue )z;

- ( void )sendPointFromEvent:( YkEvent )e X:( float )xY:( float
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