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Motor

Grafico d Motor fisico

(3)

(1) El motor fisico calcula el praximo estado del mundo virtual,

(2) El motor gréfico solicita los datos de los objetos al motor fisico.

(3) El motor fisico devuelve los datos solicitados al motor grafico

(4) El mator grafico aplica los valores de posicidn v ratacidn a los objelos 3D
(5) El motor grafice dibuja los objetos en pantalla.
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delta := 0.01; f/pasc del motor fisico
timeElapsedint:=0;
accuwnulated time := 0.
while (noti(exit))] do
begin
timeldctual = clock.GetElapsedieconds; /Jobtener tiempo actual
timeElapsed := timeldctual - timeElapsedint:
tiweElapsedint = timebctual;
accurulated time = accuwulated time + timeElapsed:
while {accumulated time > delta | do
begin
world.update (delta);
accwnulated time = accuwrulated time - delta;

0; //acumul ador

end;
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TPhysicsFactory

# wcurrentEngine: String

# objects: TRegistrationinfa
- PF: TPhysicsFactony

+  wleanUpl): void

+ wreateBox]) : TPrimitive

+ wreateCylinden]: TPrimitive

+ wreateObjectString) : TPrimitive

+ wreatePhysicsWerld] : TP hysicsworld
+ wreateSphera : TPrimitive

+ getinstance : TPhysicsFactony

+ selectEngine(String) : woid

) 3&% )

0 /

+

TODEFhysicsFactory

+ Created) :woid
cre ate P s caWorldHookD : TP hysicsinford
initialize ObjectsHook : void

+
{; ___________________________
Client
Vo
Vo
Zr H
H
Vo
Vo
Vo
THewtonPhysicsFactory i
Vo
Vo
+ Create : woid =SSt : E
- createPhysicsilordHook( @ TP hysicsitonld H
initializeObjectsH ook © void H
1
'
'
'
'
________________________________________ i
*
2 0

%0 2 O

/!

It 3&%

%5 /!

%



- W~

0

TPrimitive

#
#
-------------------- T #
#

Client #

freezed: Boolean
mass: Single
position: TWectar3f
size: TWector3f
world: TP hosicsiifarld

-
¥
-
¥
¥
¥

A
¥
¥
¥

cloned) : TPrimitive
Create() : void

freeze) twoid
getPositiond) : TWector2f

getTransformations) : Thlatrizdd

isFreezed]) : Boolean

| =etlinealelocity TWecto 3 : woid]- - -

setP osition(TWector2f) : woid

setRotationalelocity TWector2f) : vaid
setiforld Qvne TP hysicsifard) : woid

unfreezel) : waid

THewtonPri mitive

body: PMewtonBody

+ 3

clametaalk]) | TPmitive
Create) : woid '
freezeHook : vaid E
getPositionHook) © TWector2f B
getTransformationsHook : Thiatrizdd |
itk ; void W

setlinealVelocityH ook TWectar3f) : \roid|

setPositionHook TWe ctor2f) : woid
setRotationalVelocityHo ok TWector2f) : waid
unfreezeHook] : vaid

THewtonBox

TODEPri mitive

a*

body: PdxBody
# geom: PdxGeom

*

aloreiaok() - TP e

Create) : woid

freezeHook : vaid

getPositionHook]) : TVector2f
aetTransformationsH ookl © Thd atrizadd
imitiook]) ©woid

T

=

setlinealVelocityHo ok TWe ctor3f) : waid

setPositionHook{ TV e ctor2f) : woid
setRotationalvelocityHook TWector3f) : waid
unfreezeHookl) : void

%

cloneHook() : TRrimitive
+  Created : void
initHook) : woid

THewtonSphere THewtonCulinder TODEBax TODESphere TODECyinder
cleneHool) : TRrmitive cloneHodd) : TPrimitive # cloneHook() : TPrimitive | [# cloneHook: TPrimitive | [# cloneHook : TPrimitive
+ .Cr.eateo:\rold. + .Cr.eateo:\rold. +  Createl) : void +  Created : void + Create): void
initHook : void initHo okt : void # initHookD) : woid # initHook() : void # initHook : woid
-0 L 2
" 2 !
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AA85e elige el motor fisico & utilizar
TPhysicsFactorv.getInstance () .selectEngine ('Newton' ) ;

FA5e obtiene &l ambiente fisico (TPhysicsWorld)

world := TPhysicsFactory.getInstance () . .createPhysicsWorldl) ;

world.init (initWVector (-50,-50,-50), initVector (50,150,50) ,
initVector (0,-9.581,01);

/i%e crea umna esfera

spherel := TPhysicsFactory.getlInstance () .createiphere|) ;

spherel.init (positionl.x, positionl.y, positionl.z, radiol, masal,
world, MatrizIdentidadi)):

FA5e crea otra esfera

sphered := TPhysicsFactory.getInstance () .createlphere() ;

sphereZ.init (positionZ.x, positionZ.y, positiond.z, radioZ, masa,

world, MatrizTdentidadi)):
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