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B pabote paccMotpeHsl Bo3MoXxHOCTH rpaduyeckux O6ubnnorek Newton Game
Dynamics u OpenGL st HariasaHOTO NpPEeACTaBICHUS AMHAMHUKH MEXAHHYECKHX IIPO-
I[ECCOB.

Knioueswie cnosa: rpadudeckas 6ubIHOTEKA, MEXAHHYECKAsK CHCTEMA.

Xopoiee ycBoeHHe kypca «Teopermueckas MexaHukay» TpeOyeT TiayOOKOro H3ydeHHUs
TCOPHH, NPUOOPETEHUs TBEPIBIX HABBIKOB B pelleHHH 3agad. J{as 37oro HeoOXOAHMO HMETh
- YE€TKOE IPEACTABICHAE O NIOBECHUY MEXaHUYECKOH CHCTEMBI.

Hpu usyuennn kypca «Teoperuueckas MexaHUKa» CTYIEHTHI 4acTO CTAJIKUBAIOTCSA CO
CJIOXHOCTSAMH BH3YQJILHOTO XapaKTepa: HEBO3MOXXHOCTBIO HAarIJHO IPEACTABUTH MEXaHHYe-
CKYIO CHCTEMY B HauyaJbHbI MOMEHT BPEMEHH, HETIOHUMaHHUEM JHHAMHKH JBIXEHHS OOBEK-
ToB. Kak cieacTBue 3TOro CTYJEHTHI 3aTPyJHSIOTCS B YKa3aHWH BEPHBIX HAIIPaBJICHHIH COCTaB-
JISIONIUX CKOPOCTH M yCKOpeHHs. YToObl u3bexars Takux npobiieM, HeoOX0AUMO AaTh CTYICH-
TaM BO3MOXKHOCTH YBHIETH W300pakeHHe MEXaHUYeCKO#M CHCTEMBI B JIIOOOK MOMEHT BpEMEHHM
JUTSL KOHKPETHOM 3aau. J[Jis 3TOro MOXKHO MCIIONIB30BATh pa3liyHble rpaduuecKue MaKkeThl.

I'padmueckue makeThl IMHPOKO UCHIONB3YIOTCA B UTPOBOW MHIYCTPHM U NMPOQEeCcCHOHANb-
HBIX TPEeXMEPHBIX pefakTopax. O4eBUIHO, YTO OHH MOTYT OBITh HCIIOJNB30BaHbI JUIA MOJCTHPO-
BaHHUSA Pa3InYHBIX OOBEKTOB MpPH M3yUeHHH Kypca « TeopeTnyeckas MEXaHuKay.

B nannoit pabore MBI paccMarpuBaeM ucrosib3oBaHme Oubmmorex Newton Game
Dynamics u OpenGL s Bu3yanuszanny y4eOHBIX 3a/1ad.

Newton Game Dynamics siBiseTcst BCTpanuBaeMoil OHOTHOTEKOM [11st MOIETHPOBaHUS (PH-
3MYECKHX IIPOLIECCOB B PEATLHOM BPEMEHH.

Bbubmmorexa Newton Game Dynamics 1erko uaterpupyres B iro6oe npuioxenne. B atoit
TEXHOJIOTHH HEOOXOAMMO 3HATh TOJbKO OCHOBHBIE (PU3NYECKHE IPUHIIMITBI, YTOOBI peai30BaTh
pEATMCTUYHOE MTOBEJIEHIE 00HEKTOB.

K Bo3MOXHOCTAM OHOJMOTEKM OTHOCATCSA: MOJCHMPOBAaHHWE JMHAMHKHM TBEPIOrO Tela,
onpeleneHye KOJUIM3UHA, MOIENMPOBAaHME IUHAMUKA CIOXHBIX OOBEKTOB W MHOTOE JpYyroe.
bonbimM JOCTOMHCTBOM SBIISETCS TO, YTO HCToNb3oBaHWe Newton Game Dynamics mo3BoniseT
II0JIB30BATENAM CO3[ABaTh COOCTBEHHBIE NPHIIOXKEHUS, MOACITUPYIOIIHE TAHAMUKY MeXaHHYe-
CKHUX IIPOIIECCOB.

Jna Busyanusanuu oOBEKTOB Mcronb3yercs rpaduueckas 6ubnmoreka OpenGL ¢ uc-
N0JIb30BaHUEM BCIIOMOTrarTenbHoit Oubmmortexku Glut.
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OCHOBHBIE IIPUHIIMIIBI PABOTHI C BUBJIMOTEKOI NEWTON

ITepBbIM ieTOM HEOOXOIUMO HOJKTIOUUTE 3aroJI0BOYHbIN Moayas Newton.h n 6ubimore-
Ky Newton.lib x npoekry. Jlanubie ¢aiinisl ugyt B crammaprHoii nmocraBke Newton Game
Dynamics SDK [1].

Hanee HEOOX0UMO HHHIMATH3UPOBATE caMy OHOIHOTEKY.

OCHOBHBIMH IOHATHAMH GUONHOTEKH SABIMIOTCS TBepAbIe Tena (rigid body), nanee — npo-
cto Teno. Tena XapakTepu3yrTCs MacCol, CKOPOCTBIO M YCKOPEHHEM (YITIOBBIMH H JIHHEHHBI-
mu). K TenamM MOXHO NPHKIIaAbIBATH CHIIBL, BPAIAOMIHN MOMEHT, JI00ABIATH HMITYJIBC.

OOBEKTHl KOJUTM3HM MOFyT OBITh pa3iH4yHO (GOPMEI: Iapaliiesenurie]], dUIHICOU I, KO-
HyC, KallCyJla, UWHJIHHIp, a TaKXe MycTod o0beKT. Takke MMEETCS BO3MOXKHOCTE COCTABIATH
KOMOMHHPOBaHHBIE OOBEKTHL

ITo ymonmuanuro neHTp Mace Tena Haxoautes B Touke (0, 0, 0) OTHOCHTENBLHO Tela, T. €. B
uenTpe Tena. OOBIYHO 3TO MOJI0XKEHHE JTACT IPUEMIIEMbIE [0 TOYHOCTH PE3YIBTAThl MOJEIUPO-
BaHMs, OJHAKO MHOT/Aa BCTPEYAIOTCS CHUTYAIlMH, KOTJIa IIEHTP MacC HEOOXOIUMO CMECTHUTh, Ha-
IPUMED: TEJIO UMEET ACUMMETPHUIO MIIH JUIs KAKUX-THO0 crenuaibHbIX 3¢ derTos.

OcHoBHBIMU PyHKIMAMH GUOIHOTEKH JUist pabOThI C TBEPABIMH TEJIAMHU SBISIOTCS:

® 33JaHUe MacChl T€JIa © MOMEHTA HHEPIIMH OTHOCHTENBHO KaX)I0H U3 OCei;

e [OJy4YeHHE HHPOPMAIHH O Macce Tela;

e Olpe/eNeHne [TOJIOXEHHS Tea B IPOCTPAHCTBRE;

® [OJIy4eHHEe TeKylleH MaTpHIlbl TpaHCPOpMAIIuH Tella;

® CMeLIeHHUE [IeHTpa Macc;

e 3ajaHue oOLIel TMHEHHOU U YIJIOBOH CKOPOCTH.

bubmoreka gaet Hauboiee TOYHBIE PE3yJIbTAThI, €CIIH MAcChl CAMOTO TSDKEJIOTO M CaMOTO
Jerkoro o0seKTa paznuyarorcs He 6osiee ueM Ha 200 k.

Newton Game Dynamics crpoeKTUpOBaHa TaKHM 00pa3oM, 94TOOBI OBITE KaK MOXHO 00-
Jiee HE3aBMCUMOKR 110 OTHOHICHHUIO K mpuioxeHuto. OHa co3faBanach AJs TOro, 4toosl oOpada-
THIBaTh MacCUBBI IAHHBIX HOPSAAKA THICSIYH TN, He 3a00TICh O TOM, KaK OHH MPeICTaBIAIOTCS B
npuioxeHud. [lo3ToMy Korma co3aeTcs HOBOE TeJ0, UIMEETCS BO3MOXXHOCTE 3a/1aBaTh I0JIb30-
BaTeNLCKUE JIaHHBIE, a TAKXKe HECKONbKO ykazarened Ha T. H. QyHKUUH-coObITHs (callback
functions). Newton ucmons3yer 3Tu QyHKIMH AT TOTO, YTOOBI CBA3BIBATHCS C IIPUIOKEHHUEM
BCSIKHI pas3, KOTI/ia IIOMEHsAEeTCs KaKoi-nnbo napaMeTp Tena.

OnuieM HEKOTOPbIE PYHKIUN COOBITHS, TPUMEHUMBIE JUI TBEP/BIX TEI.

o Destructor callback — Bei3bIBaeTCS IEpE]] YHUUTOXKEHHEM TeIA.

¢ Force and torque callback — MmoxeT ucrionp30BaThCs 111 JOOABICHUS pa3InuHBIX CHII U
BpAIIAIOIIETO MOMEHTA K TeNy. DTO MOXeET ObITh, HallpuMep, CHIa OPUTSDKEHHS HMJIM Jpyras
BHELIHSIS CHJIA.

¢ Transformation callback — BbI3BIBacTCS KaxIbIi pa3, KOT/a TEJIO IOMEHSET CBOE I10JI0-
KEHHE B IpocTpaHcTse. Eciu, HampuMmep, ¢ TEJIOM CBA3aH F€OMETPUYECKUN NPUMHUTUB, TO OC-
HOBHOE TPHJIOKEHUE MOXET He 3a00THTHCS O TOM, KOTAa OOBEKT MOMEHSUI CBOE I10JI0KEHHE.
Bce o10 cnenaer 6ubnnoreka.

Orpannuenus (constraints) Win joint’sl — 3T0 0OBEKTHI, KOTOPBIE COEIUHAIOT JBa Tela,
OrpaHHYHBAIOIINE B3aMMHOE MepeMelieHAe Tell OTHOCUTENBLHO JPYT Apyra 1o OAHOMY MM 6o-
nee Harpasienusm. Newton AP omepupyeT psaaoM pazIuuHbIX joint’oB: MIaPHHPHOE COENMHE-
nue (ball-socket joint), merensuoe coenunenue (hinge joint), craiinep (slider joint), mronop
(corkscrew joint). iMeeTcss BO3MOXXHOCTb KOMOMHUPOBATh Pa3IMYHbIE BHILI COCHUHEHMH, a
TaK)Xe CO3/1aBaTh MOJIH30BATEIBCKUE THIIEL
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IIPUMEP BH3YAJ/IM3AIINHA 3A/TAYH

B xadecTBe npumepa pacCMOTPUM CEAYIOMYIO 3a1a4y [2].

Touka M neuxercs Broub npsamoid OA co ckopocTeio U, a cama mpsiMasl BpamaeTcs B
iockocTH Ox1y; BOKpYT HeHtpa O ¢ yrioBo# CKOpocThio ®. OnpenennTb cKOpocTh TOYKH M
OTHOCHTEIILHO ocell Jx1y| B 3aBUCHMOCTH OT paccTosHus OM =r.

B xauecTBe npsaMoit 6epeM HMIMHAP U CBA3BIBAEM €r0 C TBEPIBIM TEJIOM:

cylinder = new CylinderPrimitive (nGrapphicWorld, location,
0.1£,5.0f);

collision = NewtonCreateCylinder (nWorld,0.1£,5.0f, NULL);

boxBodyl = NewtonCreateBody (nWorld, collision);

NewtonBodySetUserData (boxBodyl, cylinder);

NewtonBodySetTransformCallback (boxBodyl,
PhysicsSetTransform) ;

ITomenzaem Ha HETO e1me 0JHO Teo chepuyecKor GOPMBI U CBA3BIBAEM C LIIMHIPOM IO~
CPEIICTBOM CBSI3H craiaep:

collision = NewtonCre-
ateSphere (nWorld,0.15£,0.15£,0.15f,NULL) ;
boxBody2 = NewtonCreateBody (nWorld, collision);
location.m posit.m x=-9.0f;
sphere = new SpherePrimi-
tive (nGrapphicWorld, location,0.15£,0.15£,0.15f) ;
sphere->userdata = 1;
NewtonBodySetUserData (boxBody2, sphere);
NewtonBodySetTransformCallback (boxBody2, PhysicsSetTrans-
form);

dVector pin(1,0,0);
joint = NewtonConstraintCreateSlider (nWorld,
&location.m posit.m x, &pin.m Xx,boxBodyl,boxBody2) ;

VY nmnuHApa cMeIaeM HEeHTP Mace B JIEBBIH KOHEI[ ¥ IIPUIaeM eMY YTITIOBYIO CKOPOCTh:

dvector pivot(-2.5,0,0);
NewtonBodySetCentreOfMass (boxBodyl, &pivot.m Xx);
pivot.m x=0;

pivot.m y=0;

pivot.m_z=0.1;
NewtonBodySetOmega (boxBodyl, &pivot.m x);

Codepe npuaeM THHEHHYIO CKOPOCTD:
pivot.m z = 0;

pivot.m x = 0.1;
NewtonBodySetVelocity (boxBody2, &pivot.m x);
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Puc. 1. JIBuxeHNe TOYKM IO BpaIIAIOLIENCs IPAMOi
B MOMEHT BpeMenH |
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Puc. 2. ]IBuxeHne TOYKH 10 BpAIAIOIEHCS IIPSIMOH
B MOMEHT BpeMEHH 2
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