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Camera Chase Simulation by Position of Character

using Virtual Reality Equipment
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Dept. of Computer Engineering, Hallym Univ.
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Data Dutput: 3232 Communications with FastTrak established

02 19.46-2043 -27.53 4650 26,40 ~
01 23,38-2024 -76,93 3128 43,63 10993

02 2015-2007-2699 4135 2616 32

01 2381 -1972 2675 3267 42,45 11064

02 19,83 -20.34 -27.44 4657 2779 3

0 23.48-2001 -27.08 3185 434911041

07 20,36 -2006 -27.64 d6db 2742 3

01 23.56-1997 2714 3168 435711039

il b 1981 2106 31,68 4304 110,28
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¥ 2. Tracker's output data
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¥ 5. Euler's formula

void update(float timeDelta) {

tVector3 c;

if(fttest.IsStartContinuous()) {
unsigned int size=fttest.ReadContinuous(ft_data);
c.x = ft_data[0].x — ft_tmp.x;c.y = ft_data[0].y — ft_tmp.y;
ft_tmp2.z = ft_datal0].azimuth / 3.14;
objv = objv+cx10;

}

float angSpeed = 0.05;

float newAngSpeed = angSpeed * timeDelta;

Matrix rotmat(objangle.x,objangle.y,objangle.z);

viewmat = rotmat*viewmat;

objangle = objangle*expf(—2.0f*timeDelta);

tVector3 sideVec(viewmat.p[0], viewmat.p[1], viewmat.p[2]);
tVector3 upVec(viewmat.p[3], viewmat.p[4], viewmat.p[5]):
tVector3 dirVec(viewmat.p[6], viewmat.p[7], viewmat.p[8]);

objlook = dirVec; objright = sideVec; objup = upVec;
campos = (objpos —objlook*3 );
float moveSpeed = 5;
objpos = objpos+objv+timeDelta;
objv = objv*expf(—2.0f*timeDelta);
float m[16]={viewmat.p[0],viewmat.p[3],—viewmat.p[6],0,
viewmat.p[1],viewmat.p[4],—viewmat.p[7],0,
viewmat.p[2],viewmat.p[5],—viewmat.p[8],0,
—(viewmat.p[0O]*campos.x+viewmat.p[l]l*campos.y+
viewmat.p[2]*campos.z),— (viewmat.p[3]*campos.x + viewmat.p[4]*campos.y
+ viewmat.p[5]*campos.z),
(viewmat.p[6]*campos.x+viewmat.p[7]*campos.y+
viewmat.p[8]*campos.z),1
I
gIMultMatrixf(m);

}

18 6. Camera Update Source
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void checkHardware(){
if (!isExtensionSupported("GL_ARB_multitexture"))
chkFlag = NOT_SOPPORT_MTEXTURE;
glActiveTextureARB = (PFNGLCLIENTACTIVETEXTUREARBPROC)
wglGetProcAddress("glActiveTextureARB");
gIMultiTexCoord2fARB = (PENGLMULTITEXCOORD2FARBPROC)
wglGetProcAddress("gIMultiTexCoord2fARB");
glClientActiveTextureARB = (PFNGLACTIVETEXTUREARBPROC)
wglGetProcAddress("glClientActive TextureARB");
if (lisExtensionSupported("GL_EXT_compiled_vertex_array"))
chkFlag = NOT_SOPPORT_V_ARRAY;

13 8. Source Code of Check Graphic Card
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2% 11. Operation view of tracker
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