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: #include <iostream>

: using namespace std;

int main(int, char *x)

:

cout << "Hello World" << endl;

return O;
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1: #include <FK/FK.h>
2
3: int main(int, char *%)
4: {
5: fk_AppWindow window;
6
7 window.setSize (800, 600);
8 window.setBGColor (0.3, 0.6, 0.8);
9 window.open() ;
10:
11: while(window.update() == true) {
12: }
13:
14: return 0;
15: }
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1: #include <FK/FK.h>
2
3: int main(int, char *%)
4: {
5: fk_AppWindow window;
6
7 window.setSize (800, 600);
8 window.setBGColor(0.3, 0.6, 0.8);
9 window.open() ;
10:
11: fk_Block block(10.0, 10.0, 10.0);
12: fk_Model modell;
13: modell.setShape (&block) ;
14: modell.setMaterial(Yellow);
15: window.entry(&modell) ;
16:
17: while(window.update() == true) {
18: }
19:
20: return 0;
21: }
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1: #include <FK/FK.h>
2
3: int main(int, char *x)
4. {
5: fk_AppWindow window;
6
7 window.setSize (800, 600);
8 window.setBGColor(0.3, 0.6, 0.8);
9 window.open() ;
10:
11: fk_Block block(10.0, 10.0, 10.0);
12: fk_Model modell;
13: modell.setShape (&block) ;
14: modell.setMaterial(Yellow);
15: window.entry (&modell) ;
16:
17: fk_Sphere  sphere(8, 5.0);
18: fk_Model model2;
19: model2.setShape (&sphere) ;
20: model2.setMaterial (Red);
21: model2.glMoveTo(20.0, 10.0, 0.0);
22: window.entry (&model2) ;
23:
24: while(window.update() == true) {
25: }
26:
27 return O;
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1: #include <FK/FK.h>

2

3: int main(int, char *x)

4. {

5: fk_AppWindow window;

6

7 window.setSize (800, 600);

8 window.setBGColor(0.3, 0.6, 0.8);

9 window.open() ;

10:

11: fk_Block block(10.0, 10.0, 10.0);

12: fk_Model modell;

13: modell.setShape (&block) ;

14: modell.setMaterial(Yellow);

15: modell.glVec(1.0, 1.0, 0.0);

16: modell.glMoveTo(-20.0, -20.0, 0.0);

17: window.entry (&modell) ;

18:

19: fk_Sphere sphere(8, 5.0);

20: fk_Model model?2;

21: model?2.setShape (&sphere) ;

22: model2.setMaterial (Red) ;

23: window.entry (&model2) ;

24:

25: while(window.update() == true) {

26: }

27:

28: return O;

29: }
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1: #include <FK/FK.h>

2

3: int main(int, char *x*)

4: {

5: fk_AppWindow window;

6 fk_Block block(10.0, 10.0, 10.0);

7 fk_Model model[2];

8

9 model [0] . setShape (&block) ;

10: model [0] .setMaterial(Yellow) ;

11: model [0] .glMoveTo(-20.0, -20.0, 0.0);

12: window.entry (&model[0]);

13:

14: model [1] . setShape (&block) ;

15: model[1] .setMaterial (Red);

16: model[1] .glMoveTo(20.0, 20.0, 0.0);

17: window.entry(&model[1]);

18:

19: window.setSize (800, 600);

20: window.setBGColor (0.3, 0.6, 0.8);

21: window.open() ;

22:

23: while(window.update() == true) {

24 : }

25:

26: return 0;
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1: #include <FK/FK.h>

2

3: int main(int, char *%)

4: {

5: fk_AppWindow window;

6 fk_Block block(1.0, 1.0, 1.0);

7 fk_Model model[10];

8 int i;

9:

10: for(i = 0; i < 10; i++) {

11: model [i] . setShape (&block) ;

12: model[i] .setMaterial(Yellow);

13: model [i] .glMoveTo(i*5, 0.0, 0.0);

14: window.entry (&model[i]) ;

15: }

16:

17: window.setSize (800, 600);

18: window.setBGColor(0.3, 0.6, 0.8);

19: window.open() ;

20:

21: while(window.update() == true) {

22: }

23:

24 return 0;

25: }
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1: #include <FK/FK.h>

2

3: int main(int, char *x)

4: {

5: fk_AppWindow window;

6 fk_Block block(10.0, 10.0, 10.0);

7 fk_Model model;

8

9 model . setShape (&block) ;

10: model.setMaterial(Yellow) ;

11: window.entry(&model) ;

12: window.setSize (800, 600);

13: window.setBGColor (0.3, 0.6, 0.8);

14: window.open() ;

15:

16: while(window.update() == true) {

17: model.glTranslate(0.1, 0.0, 0.0);

18: }

19:

20: return 0;

21: }
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1: #include <FK/FK.h>

2

3: int main(int, char *x)

4. {

5: fk_AppWindow window;

6 fk_Block block(10.0, 10.0, 10.0);

7 fk_Model model;

8

9 model.setShape (&block) ;

10: model.setMaterial (Yellow);

11: window.entry(&model) ;

12: window.setSize (800, 600);

13: window.setBGColor (0.3, 0.6, 0.8);

14: window.open() ;

15:

16: while(window.update() == true) {

17: if (window.getKeyStatus(’R’) == FK_SW_PRESS) {

18: model.glTranslate(0.1, 0.0, 0.0);

19: }

20: if (window.getKeyStatus(’L’) == FK_SW_PRESS) {

21: model.glTranslate(-0.1, 0.0, 0.0);

22: }

23: }

24:

25: return 0;

26: }
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1: #include <FK/FK.h>

2

3: int main(int, char *x)

4. {

5: fk_AppWindow window;

6 fk_Block block(10.0, 10.0, 10.0);

7 fk_Model model;

8 fk_Vector pos;

9 int flag;

10:

11: model . setShape (&block) ;

12: model .setMaterial(Yellow);

13: window.entry (&model) ;

14: window.setSize (800, 600);

15: window.setBGColor(0.3, 0.6, 0.8);

16: window.open() ;

17:

18: flag = 1;

19: while(window.update() == true) {

20: if(flag == 1) {

21: model.glTranslate(0.1, 0.0, 0.0);

22: } else if(flag == 2) {

23: model.glTranslate(-0.1, 0.0, 0.0);

24 : }

25:

26: pos = model.getPosition();

27: if(flag == 1) {

28: if(pos.x > 20.0) {

29: flag = 2;

30: }

31: ¥

32: }

33:

34: return O;
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for(i = 1; i <= 9; i++) {
for(j = 1; j <= 9; j++) {
cout << ixj << endl;
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1: #include <FK/FK.h>

2:

3: int main(int, char *x*)

4: {

5: fk_AppWindow window;

6: fk_Block block(10.0, 10.0, 10.0);
7 fk_Sphere sphere(8, 5.0);

8 fk_Model modelA, modelB;
9: int count, div;

10:

11:

12: modelA.setShape (&sphere) ;

13: modelA.setMaterial (Green);

14: modelA.glMoveTo(-20.0, 0.0, 0.0);
15: window.entry(&modell) ;

16:

17: modelB. setShape (&block) ;

18: modelB.setMaterial (Yellow);

19: modelB.glMoveTo(20.0, 0.0, 0.0);
20: window.entry(&modelB) ;
21:
22: window.setSize (800, 600);
23: window.setBGColor (0.6, 0.7, 0.8);
24: window.open() ;
25:
26: for(count = 0; window.update() == true; count++) {
27:
28: div = count/100;
29: if(div % 2 == 0) {
30: window.entry(&modelA) ;
31: modelB.setMaterial (Yellow);
32: } else {
33: window.remove (modell) ;
34: modelB.setMaterial (Red);
35: }
36: }
37:
38: return O;
39: }
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int b = a/10;
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1: #include <FK/FK.h>
2:
3: int main(int, char *x)
4: {
5: fk_AppWindow window;
6 fk_Sphere sphere(8, 5.0);
7 fk_Model modelA, modelB;
8 fk_Vector posA, posB, vec;
9: double distance;
10:
11: modelA.setShape (&sphere) ;
12: modelA.setMaterial (Green);
13: modelA.glMoveTo(-20.0, 2.0, 0.0);
14: window.entry(&modelA) ;
15:
16: modelB.setShape (&sphere) ;
17: modelB.setMaterial (Yellow);
18: modelB.glMoveTo (0.0, -2.0, 0.0);
19: window.entry(&modelB) ;
20:
21: window.setSize (800, 600);
22: window.setBGColor(0.6, 0.7, 0.8);
23: window.open() ;
24 :
25: while(window.update() == true) {
26: modelA.glTranslate(0.05, 0.0, 0.0);
27:
28: posA = modelA.getPosition();
29: posB = modelB.getPosition();
30: vec = posB - posA; // vec = 0000 AB
31: distance = vec.dist(); // vec OO0
32:
33: if(distance < 10.0) {
34: modelA.setMaterial (Red);
35: } else {
36: modelA.setMaterial (Green);
37: }
38: }
39:
40: return O;

\41: }
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gboooobooboooon

B Al = \/(B: — 42)2 + (B, — 4,) + (B. — A.)? (4-3)

0000000000000000000000000000000Oftk_Vector 0000Odist()D0O0O0O
obooobooobbooooobooobooooooooboooo31ocoboogon distboooooogono
goood

e 90000OD0ODOdouble D O0ODOOO0OODOOOOODDOOODODODOODItODOOOOODOOODODOO
oo00ob0oOd0OdoubleDODOOO0OO0ODOODOODOOODOODOODOO31IO000DO0O0ODOODOODO
gooooooo

e 30000 fkVector OO0 ODOO0OODOO0OODOOOODOOOOOOOODODOOODODODODOODDODOODO
OO00000fk Vector DOOOO0O0ODOOO0ODODODOOOO0ODODOO0OODOOOOODOOOOODOOO
gooo

4.3 0OO0O0OO
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2000000000000 O0OO0O0O0O0OO0OO0OO0bOO0OO0OO0DbOOOOO020000000000000
oboooooooooboobobooooobooogoboo
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2000000000O000O00O0O0O0O00DOOO0ODOOODOO 3400000000000O0O00ODOO
gboooooboooobobooooboboboobooboooobobo
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obobooo oo oooooboooooobooobooooooooboooobooooooooooooboooon
obooobooboooooboooo
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oboooooobonbo 1ox10=1000000000000000000000000O000O0O00OOOOOO
obooooobooooobobooooooboooog
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5.1 0O0O0OOogdg

0000000000000 00000 (fkBlock) OO (fkSphere) 0000000 DO0OO0O0O0OOODOO
00000tk Block O fk-Sphere 0000000000000 D000Ok-Model 0000 setShape() 0000
0oooooooo

5.1.1 0O

O00poo0omtkCicleD00O00D0O0OO0O0ODOOOOO

[fk_Circle circle(8, 5.0); )

gboobooboooboooooboooobooooboooboooboooo 4000000000 0DbO0O0O0DOn
goobobobobo320bdboboboboooboobboooboboboboboooobobobon
gbooooboboooooboooobobooooboboooooboboo200b000O000bO00

0000000000000 000O000000000000000 @UO00000 glVee()DOOOOO
gobooaon

5.1.2 0O0OQggooo

oooooOoOoOoOO0OM &k Prismd0000000000O0OC0OCO

[fk_Prism prism(3, 4.0, 3.0, 5.0); ]
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200 3000000000D0bOO0DO0OO0DOO0oDbDO0ObOOODODODOoDbDObLOODOOODODOObDODOODOD
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obobooooobooooobobooob0 —000000 42000000
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5.1.3 0OU0OO0Ogooo

go0pDooOooooomf&kConeD0O0ODOOOOODOOOOOO

[fk_Cone cone(3, 4.0, 5.0); ]

oobooooboooobooobooboooboooboooobooobooobooobooobooon

00000 (3200000)0000000000O0O
2000000000000000000003000000000 (DO0)ODODODOOUOOO
gboooobooboooboobooobobo —000000 4200000000

5.2 0O0O0OOOO

2 0000ooboooooooboooooboooooooobooooooobooOooooobooooooon
000000000000 00000000000000000 Otk Window 00 0O 00O getSpecialKeyStatus()O
gobobooobooooon

fk_AppWindow win; h
if (win.getSpecialKeyStatus(FK_UP) == FK_SW_PRESS) {
b

N /

000000 getKeyStatus() 0000 O0O0O0O00OO0OOOFK UPOOOOOOOOOOOOOOOOOOOO
ggbbooobgoboobobooboobooboobooboobobbobooboobooaon
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5.3

obooooboobooobooboooboboooobooboooooboooobooooobooboooobooboonog
gbooooboooboobobooorKOOooooooo
Ofk_Window::printfOUO 000000000 OO0O0O00O0O000O00O0DOOO00OOOO0OOOODOOOO
gboooobobooobooboooobobooobooboooogoo

O 0o
FK_SHIFT_R 000000

FK_SHIFT_L 000000

FK_CTRL_R 000000000
FK_CTRL_L 000000000
FK_ALT R 000000

FK_ALT_L 000000

FK_ENTER 0000 (0000000)00
FKBACKSPACE | 0000000 (00)00
FK_DELETE 0000 (0O0)0o0
FK_CAPSLOCK | 0000000000
FK_TAB 0000

FK_PAGE_UP 00000000
FK_PAGEDOWN | 00000000
FK_HOME 00000

FK_END 00000

FK_INSERT 0000000

FK_LEFT 00000

FK_RIGHT 00000

FK_UP 00000

FK_DOWN 00000

FKF10 FKF12 | FIOF12000000000

goooboon

ka_Window: :printf ("This is Sample.");

)

0000000000000000 (it0)00000%dMD 00 (doubleD) 00000 %OOO00O0O0O

f

a
b

-

int

10;

a, b;

a + b5;
fk_Window: :printf("a = %d, b = %d", a, b);
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0000000000000 0o000O000O00O00000U0O000000%d00DO%00O000000000O0
0000000000000 0o000 (DUoo)oooUoooooo

fk Vector 00O O00O0OO0O0OOOOO0ODOOOO0ODOODOOODODOOODODOOO

fk_Vector vec;

fk_Window: :printf("vec = (%f, %f, %f)", vec.x, vec.y, vec.z);

printf 00000000 OCOO0O0OOOO00OOOO000O0OOOO0O0OOO0OOO0OOOOO0OOOOOOOO
00 C++ 0000printf()0 000000000000 OO0OOO0O0O0O0OO WebOOOOOOOQoooQ
oon

54 0000
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gobogobooobooboobooboboboobobooboon
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000 410000000000000000000000O000O00O0O00bO0O00bOO00bOb00bOOOn
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6.1 0OO0O0OO0OO

(’~D googyonog

1: #include <FK/FK.h>
2
3: int main(int, char *%)
4: {
5: fk_AppWindow window;
6 fk_Block block(10.0, 10.0, 10.0);
7 fk_Model modelA, modelB;
8 fk_Vector origin(0.0, 0.0, 0.0);
9
10: modelA.setShape (&block) ;
11: modelA.setMaterial(Yellow);
12: modelA.glMoveTo(20.0, 20.0, 0.0);
13: window.entry (&modell) ;
14:
15: modelB. setShape (&block) ;
16: modelB.setMaterial (Red);
17: modelB.glMoveTo(20.0, -20.0, 0.0);
18: window.entry (&modelB) ;
19:
20: window.setSize (800, 600);
21: window.setBGColor (0.6, 0.7, 0.8);
22: window.open() ;
23:
24: while(window.update() == true) {
25: modelA.glRotate(origin, fk_Y, FK_PI/180.0);
26: modelB.glRotateWithVec (origin, fk_Y, FK_PI/180.0);
27: }
28: return O;
\‘29. }
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e 300000tk Vector D (DDOD)00D0O0OD0OODOO 30000000000 DOOO(k Vector
gboboooooobooooboobobobobobooboooooooboobo0morigindbOonOan
0(@U000o0U00o0)00000000000O0000U0000LOO0OU0ODO0OUOO0DODOOUOOOO
O00(0000000orgD 0000 M orignall0 0000000000000 0OOOOONO)

e 2526 000000 glRotate()O O O glRotateWithVec() D OO OO0 D00 000000000000 0000
0000300000000 0000000000000000000000(MO0000000000
oooo)

obobooooboooboooboboooboooboobooooboooobooobooooooooooooooobooon
obooooooooogoo

O0000o0ooooD0origmd 000000000k YOOOyOOOOOoOooooOOoooDODODO
gobbooboobooboy0oboobobbobbobboboobooobo

3000000000000 (000D)000002r0 100000000000 0D00O0O0290000
OOFKPIODODOOOD FKOOOOOOOOOOOODODOOOOO0OoOD ~0O000DODOOOODO

0000 1000000000 5(ad) 00000000000 1°000000

e glRotate() 000 glRotateWithVec() 0000000000000 0000D0O000O gRotate() OO
00000000000000000000000000000000000000000000000
glRotateWithVec() 0000 0000000000000 0000OOOODOOOOOOOOO
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6.2 0O0O0O0OOO0O

(,-D ooooooooooooao N

1: #include <FK/FK.h>

2

3: int main(int, char *x)

4. {

5: fk_AppWindow window;

6 fk_Block block(10.0, 10.0, 10.0);

7 fk_Model modelA, modelB;

8 fk_Vector origin(0.0, 0.0, 0.0);

9:

10: modelA.setShape (&block) ;

11: modelA.setMaterial(Yellow) ;

12: modelA.glMoveTo(20.0, 0.0, 0.0);

13: window.entry (&modell) ;

14:

15: modelB.setShape (&block) ;

16: modelB.setMaterial (Red);

17: modelB.glMoveTo(20.0, 0.0, 0.0);

18: window.entry (&modelB) ;

19:

20: window.setSize (800, 600);

21: window.setBGColor (0.6, 0.7, 0.8);

22: window.open() ;

23:

24: while(window.update() == true) {

25: modelA.glRotateWithVec(origin, fk_Y, FK_PI/180.0);

26: modelB.loRotateWithVec(origin, fk_Y, FK_PI/180.0);

27: }

28: return O;

29: }
N J
0o

e 000D OODODOOODOOODOOOODOODOOOOODOOOODOOODOOOODOOOOOn
gboboboobooboboboboooboobobobobobooooobooboboboboooana
goboobobooobooboboooboobobooobooobooboobbooboobboooboo
0000000000 000000000000xw 00000000002y 00000000000
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ge6l1:0000000000O0DOOODOO

ftk Model 0000 O0OOOOOOOOOQOOOODODOOOOOOOOOOOOOOOOOOOOOOOO
gbobuooabobuobuoboboobobobobuobooooooboboboboboooaooa
gbobooooooboboboboboooooooboobobobobobooooooboobobobo
gbooobooboooboobobooooboobooooboooo

e 26000 000IoRotateWithVee()D D DO OODOODOOODOODOOOOOODOOOOOOOO2rOOO
glRotateWithVec() 000000000 yOO0OODO0O0O0D0OODOD0OOO0OODOODOOOOOOOOOOOO
0000000000000 00OmodelBOOOOODOOOOOOOOOOOODOO modelAD (DOO
0000O00)00o00ooooUooooooo

e JUOOODO glTranslate() D000 00 loTranslate )00 O 000000000 fk-Model 00O OO0 modelO
goooobooon

[model.ngranslate(0.0, 0.0, -1.0); }

ooooooOoooooooooo (o,0,—-1)0000000ODOOOO

[model.loTranslate(0.0, 0.0, -1.0); )

0000o000000o00oU0oo0o0oooOoo(FKOO (0,0,—-1) 000000000 OOOODO)

30



6.3

goooon

(z-D ooooooono N

1: #include <FK/FK.h>

2

3: int main(int, char *x)

4. {

5: fk_AppWindow window;

6 fk_Model camera;

7 fk_Vector origin(0.0, 0.0, 0.0);

8

9 camera.glMoveTo (0.0, 1.0, 0.0);

10: window.setCameraModel (&camera) ;

11: window.showGuide (FK_GRID_XZ);

12: window.setSize (800, 600);

13: window.setBGColor (0.6, 0.7, 0.8);

14: window.open() ;

15:

16: while(window.update() == true) {

17: if (window.getSpecialKeyStatus(FK_UP) == FK_SW_PRESS) {

18: camera.loTranslate(0.0, 0.0, -0.1);

19: }

20:

21: if (window.getSpecialKeyStatus (FK_LEFT) == FK_SW_PRESS) {

22: camera.loRotateWithVec(origin, fk_Y, FK_PI/180.0);

23: }

24: }

25: return 0;

26: }
N J
oo

gobooboboobooboboooboobbooboobbooboboooboobboobbooboo
001100000 fk-AppWindow OO0 OO0

OshowGuide() DO OOOUOOOOOO0OU0OOOOUOOOODOOOOOOOOOOOOOOUOOOOOO
gboboboaboabodbdud zz0b00bugobobbobboaobon

1000 0 O setCameraModel)D O O0O0OO0OO0O0OO tkModelOOOOO&OOOODOOOOOODOOO
oo0ooOo0o0oooOoooooOoooObO0ooobooOo0o0oDObOO0ooO0ooOoO0OObO0O0OD0 FKODODO
obobobobooobooboooboobooooooooooobooboooobooobooboboboobobon
oooooooooooon

8000000000000 0UOOoTranslate) 0000000000000 2r000000O0OOOO
00000000000000o0ooo0ooo0oooooooooooooooog ((0,0,—-0.1)0000
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7.1 OUooooodgd

(r-[][]D O
1: #include <FK/FK.h>
2:
3: int main(int, char *x*)
4: {
5: fk_AppWindow window;
6: fk_Block bodyShape(1.0, 0.2, 2.0);
7 fk_Prism tireShape (20, 0.2, 0.2, 0.2);
8 fk_Model body, tirel[4];
9: fk_Vector origin(0.0, 0.0, 0.0);
10: int i;
11:
12: body . setShape (&¥bodyShape) ;
13: body.setMaterial (Red) ;
14: window.entry (&body) ;
15:
16: tire[0].glMoveTo(0.5, 0.0, 0.6);
17: tire[0].glVec(1.0, 0.0, 0.0);
18: tire[1] .glMoveTo(0.5, 0.0, -0.6);
19: tire[l].glVec(l.O, 0.0, 0.0);
20: tire[2] .glMoveTo(-0.5, 0.0, 0.6);
21: tire[2] .glVec(-1.0, 0.0, 0.0);
22: tire[3].glMoveTo(-0.5, 0.0, -0.6);
23: tire[3].glVec(-1.0, 0.0, 0.0);
24 :
25: for(i = 0; i < 4; i++) {
26: tire[i] .setMaterial (MatBlack);
27: tire[i].setShape (&tireShape) ;
28: tire[i] . setParent (&body) ;
29: window.entry(&tire[i]);
30: }
31:
32: window.setCameraPos (0.0, 10.0, 30.0);
33: window.setCameraFocus (0.0, 0.0, 0.0);
34: window.setSize (800, 600);
35: window.setBGColor (0.6, 0.7, 0.8);
36: window.open() ;
37: window.showGuide (FK_GRID_XZ);
38:
39: body.glMoveTo(10.0, 0.1, 0.0);
40:
41: while(window.update() == true) {
42: body.glRotateWithVec(origin, fk_Y, FK_PI/180.0);
43: ¥
44 return O;
45: }
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Word 0 PowerPoint 0000000000000 OODOOCOOO00O0ODODOOOOOOOODOODOLOO
OO0O0O0O00000000000FKDO tkModel DOOOOODODODOODOOOODOOOOOOOOOO
Oo0o000d0 ADOOD BOOOODOODOOOOOOOOODAOOOOOOOOOO BOOOOOO
OO0000ooooOo0oDOo00oo0o0ooo00ooo0ooOo0oDoO0oOooOooooOdbodyD OO
goboobooboobdtrebd0boobOoDb0obo0obo0obo0obOoobobbobboobon

0000000000000 280000setParent()D0000000O0000O0 tirelil D000 body
OO000oDOooO000DOoo000oobo0o0onoooooD29000000D0000 window OODODO
0000000000 (D0000)000D00000000D000000DO00O00DO0D0O0DO0OOO
gboooOoboooboobobooooobooooboooobobooo
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gobooboobboobsz3asbupobooboobooobobooobuooboooboonboo3ssnog
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420000 body UOODODOOODOODOOODOOOOODOOOOODOOOODDOOOODDOOODODOO
gobgoboooboooboboboobooboobooboobobbobooboobooo
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7.2 00000
(/-D goo ™
1: #include <FK/FK.h>
2:
3: int main(int, char *x)
4: {
5: fk_AppWindow window;
6 fk_Prism bodyShape (20, 0.5, 0.5, 2.0);
7 fk_Sphere headShape (10, 0.5);
8: fk_Model body, head;
9: fk_Vector pos, speed;
10:
11: body . setShape (&¥bodyShape) ;
12: body.setMaterial(Yellow) ;
13: window.entry (&body) ;
14:
15: head.setShape (&headShape) ;
16: head.setMaterial(Yellow);
17: head.glMoveTo(0.0, 0.0, -2.5);
18: head.setParent (&body) ;
19: window.entry(&head) ;
20:
21: body.glVec(0.0, 1.0, 0.0);
22: body.glMoveTo(-15.0, 0.0, 0.0);
23:
24: window.setCameraPos (0.0, 10.0, 50.0);
25: window.setCameraFocus(0.0, 0.0, 0.0);
26: window.setSize (800, 600);
27: window.setBGColor(0.6, 0.7, 0.8);
28: window.showGuide (FK_GRID_XZ);
29: window.open() ;
30:
31: speed.set(0.05, 0.1, 0.0);
32:
33: while(window.update() == true) {
34: pos = body.getPosition();
35: if(pos.y >= 0.0) {
36: speed.y -= 0.001;
37: } else {
38: speed.y = 0.0;
39: }
40: body.glTranslate(speed) ;
41: }
42: return O;
\‘43: } D
gud

e OO DOOOODOOODLOODLDbODODLDOUODLOOLDbDOUUObLObOOODbDOOLbDOObLbOOODbDOOn
gboboooogbbboooooboboooooobob 200000b0obOobobOoboobon
gbooooboooobOoboooobobooooboooomooboooboooooono
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8.1 UUOLUOUOOOon

(r-[]D goooood ~\
1: #include <FK/FK.h>
2:
3: int main(int, char *x)
4: {
5: fk_AppWindow window;
6 fk_RectTexture texture;
7 fk_Block block(1.0, 1.0, 1.0);
8: fk_Model texModel, blockModel;
9: fk_Vector origin(0.0, 0.0, 0.0);
10:
11: texture.readPNG("Chinmi.png");
12: texture.setTextureSize (7.0, 5.0);
13: texModel . setShape (&texture) ;
14: texModel.setMaterial (White) ;
15: texModel.glMoveTo(0.0, 5.0, 0.0);
16: window.entry (&texModel) ;
17:
18: blockModel.setShape (&block) ;
19: blockModel.glMoveTo(2.0, 6.0, 0.0);
20: blockModel .setMaterial(Yellow) ;
21: window.entry(&blockModel);
22:
23: window.setCameraPos(0.0, 5.0, 20.0);
24 : window.setCameraFocus (0.0, 5.0, 0.0);
25: window.setSize (800, 600);
26: window.setBGColor (0.6, 0.7, 0.8);
27: window.open() ;
28: window.showGuide (FK_GRID_XZ);
29:
30: while(window.update() == true) {
31: texModel.glRotateWithVec(origin, fk_Y, FK_PI/360.0);
32: ¥
33: return O;
\34: } y.
0O

e 3DOUIDOODOOOODODOODOODOOODODOOODODOOOODODODOOOOOODODOOODOOD
oboooobo30boo0oo0ooboooobooobooooboboooboobooooboooobooooboobooboon
obooooooooooboooobooobooobooobooooboooboobOOoob 10b0obobobobobon
gboooobooboooooobobooobooboobooboobooooboboooo

37
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Ofk RectTexture0 0 000000000000 CCOCOOOO0O0O000O00O0O0OOOOGO0OCOOODOO
oboooooboooooobonoo
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12000 setTextureSize OO ODOFK OO0OOO0O0O0O0O0OO0O00O0OOOO0OODOOOOOOODOOO
(0000OO0)0D00UOO0O00O0O0OUODO0O0DOOOOUODOOOOoO

M“oooooooboooooobooooooboobooooobobooooboobobooboooboooDboOoon
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(,-D oooobooo x\

1: #include <FK/FK.h>

2: #include <sstream>

3:

4: string IntToString(int argl)

5: {

6: stringstream ss;

7 ss << argI;

8: return ss.str();

9: }

10:

11: int main(int, char *x*)

12: {

13: fk_AppWindow window;

14: fk_SpriteModel sprite;

15: fk_Block block(1.0, 1.0, 1.0);

16: fk_Model model;

17: fk_Vector origin(0.0, 0.0, 0.0);

18: int count;

19: std: :string str;

20:

21: if (sprite.initFont ("rounded-mplus-im-bold.ttf") == false) {

22: fl_alert("Font Read Error");

23: }

24: sprite.setPositionLT(-280.0, 230.0);

25: window.entry(&sprite);

26:

27: model.setShape (&block) ;

28: model.glMoveTo(0.0, 6.0, 0.0);

29: model.setMaterial (Yellow) ;

30: window.entry (&model) ;

31:

32: window.setCameraPos (0.0, 5.0, 20.0);

33: window.setCameraFocus(0.0, 5.0, 0.0);

34: window.setSize (800, 600);

35: window.setBGColor (0.6, 0.7, 0.8);

36: window.open() ;

37: window.showGuide (FK_GRID_XZ);

38:

39: count = 0;

40: while(window.update() == true) {

41: str = "count = " + IntToString(count);

42: sprite.drawText(str, true);

43: model.glRotateWithVec(origin, fk_Y, FK_PI/360.0);

44 count++;

45: ¥

46: return O;
\‘47: } )
oo
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8.3 ULOOO
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s ™

string DoubleToString(double argD)
{

stringstream ss;
ss << argD;

return ss.str();
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90 3DUOOOon

9.1 U0OOLOO0OOOooon

(r-[]D gooobooobooood

1: #include <FK/FK.h>
2:
3: int main(int, char *x*)
4: {
5: fk_AppWindow window;
6: fk_IFSTexture ifsTex[2];
7 fk_Model model[2], parent;
8 fk_Vector origin(0.0, 0.0, 0.0);
9: int i;
10:
11: for(i = 0; i < 2; i++) {
12: if (ifsTex[i] .readJPG("violin. jpg") == false) {
13: fl1_alert("Image read error");
14: }
15: model[i] . setShape (&ifsTex[i]);
16: model[i] .setMaterial (White);
17: model[i] . setParent (&parent) ;
18: window.entry(&model[i]);
19: ¥
20:
21: if (ifsTex[0] .readMQOFile("violin.mgo", "nomal") == false) {
22: fl_alert("Shape read error");
23: ¥
24: if (ifsTex[1] .readMQOFile("violin.mgo", "mirror_z") == false) {
25: fl_alert("Shape read error");
26: ¥
27:
28: parent.setScale(0.1);
29:
30: window.setCameraPos (0.0, 50.0, 50.0);
31: window.setCameraFocus(0.0, 0.0, 0.0);
32: window.setSize (800, 600);
33: window.setBGColor(0.6, 0.7, 0.8);
34: window.open() ;
35: window.showGuide (FK_GRID_XZ);
36:
37: while(window.update() == true) {
38: parent.glRotateWithVec(origin, fk_Y, FK_PI/360.0);
39: }
40: return O;
\¥41: }
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9.2 FK Performer0 0000004

KPerformerDDDDDDDD

1: #include <FK/FK.h>

2:

3: int main(int, char *%)

4: {

5: fk_AppWindow window;

6: fk_Performer chara;

7: fk_Vector origin(0.0, 0.0, 0.0);

8: int motionID;

9:

10: // 000000
11: if (chara.loadObjectData("girl.mqo") == false) {
12: f1l_alert("Object read error");

13: }

14:

15: // 000000
16: if (chara.loadJointData("girl_setup.fkc") == false) {
17: f1l_alert("Joint read error");

18: }

19:
20: // 00000000000
21: if (chara.loadMotionData("walk.fkm") == false) {
22: fl_alert("Walk motion read error");
23: }
24:
25: // 00010000
26: if (chara.loadMotionData("punchl.fkm") == false) {
27: f1_alert("Punch motion read error");
28: }
29:
30: window.entry(&chara) ;
31: window.setCameraPos (0.0, 25.0, 100.0);
32: window.setCameraFocus (0.0, 25.0, 0.0);
33: window.setSize (800, 600);
34: window.setBGColor(0.6, 0.7, 0.8);
35: window.open() ;
36:
37: motionID = -1;
38: while(window.update() == true) {
39:
40: if (window.getSpecialKeyStatus (FK_RIGHT) == FK_SW_PRESS) {
41: chara.getBaseModel () ->glRotateWithVec (origin, fk_Y, FK_PI/180.0);
42: ¥
43:
44 if (window.getSpecialKeyStatus (FK_LEFT) == FK_SW_PRESS) {
45: chara.getBaseModel () ->glRotateWithVec(origin, fk_Y, -FK_PI/180.0);
46: ¥
47:
48: // 0000000
49: if (window.getKeyStatus(’1’) == true) {
50: motionID = O;
51: } else if(window.getKeyStatus(’2’) == true) {
52: motionID = 1;
53: } else if(window.getKeyStatus(’ ’) == true) {
54: motionID = -1;
55: }
56:
57: if (motionID == 0) {
58: // 00000000O0ooooo
59: chara.playMotion(0);
60: } else if(motionID == 1) {
61: // 000000000000O0O0000OO0
62: if (chara.isMotionFinished(motionID) == true) {
63: // 00000000000
64: chara.setNowFrame (motionID, 0);
65: motionID = -1;
66: } else {
67: // 000000000000
68: chara.playMotion(motionID);
69: }
70: }
71:
72:
73: }
T4: return 0;
75: }
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10,1 OO0OOooogoooon

10.1.1 0OO0O4OOgOooOoboOO

C:\FK_VC13\redist DO O 0oalinst.exeDO OO O0O000O0DOOOCOO0OOO0O0OODOODODODO 10000
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e libogg.dll
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10.2 BGMOOUO

OggOOOOOOO
O A

1: #include <FK/FK.h>
2: #include <FK/Audio.h>

3:
4: int main(int, char *x*)
5: {
6: fk_AppWindow window;
7 fk_Block block(1.0, 1.0, 1.0);
8 fk_Model blockModel;
9: fk_Vector origin(0.0, 0.0, 0.0);
10: fk_AudioStream bgm;
11: double volume;
12:
13: if (bgm.open("epoq.ogg") == false) {
14: f1l_alert("BGM Open Error");
15: }
16: bgm.setLoopMode (true) ;
17:
18: blockModel.setShape (&block) ;
19: blockModel.glMoveTo (3.0, 3.0, 0.0);
20: blockModel .setMaterial (Yellow) ;
21: window.entry(&blockModel) ;
22:
23: window.setCameraPos(0.0, 1.0, 20.0);
24 : window.setCameraFocus (0.0, 1.0, 0.0);
25:
26: window.setSize (800, 600);
27: window.setBGColor (0.6, 0.7, 0.8);
28: window.open() ;
29: window.showGuide (FK_GRID_XZ);
30:
31: volume = 0.5;
32: while(window.update() == true) {
33: blockModel.glRotateWithVec(origin, fk_Y, FK_PI/360.0);
34:
35: if (window.getKeyStatus(’Z’) == FK_SW_DOWN && volume < 1.0) {
36: volume += 0.1;
37: }
38: if (window.getKeyStatus(’X’) == FK_SW_DOWN && volume > 0.0) {
39: volume -= 0.1;
40: }
41:
42: bgm.setGain(volume) ;
43: bgm.play();
44 ¥
45: return O;
\¥46: } 4)
oo
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10.3 0O00OO0OOOO0OOO(SE)DOO

WAVOOOO0ODO00O
4 A

#include <FK/FK.h>
#include <FK/Audio.h>

1:
2:
3:
4: int main(int, char *x)
5
6
7
8

: {
: fk_AppWindow window;
fk_Block block(1.0, 1.0, 1.0);
: fk_Model blockModel;
9: fk_Vector origin(0.0, 0.0, 0.0);
10: fk_AudioWavBuffer se[2];
11: bool seFlag[2];
12: int i;
13:
14: if (se[0].open("MIDTOM2.wav") == false) {
15: f1_alert("Sound(BD) Open Error");
16: }
17: if(se[1].open("SDCRKRM.wav") == false) {
18: f1_alert("Sound(SD) Open Error");
19: }
20:
21: blockModel . setShape (&block) ;
22: blockModel.glMoveTo(3.0, 3.0, 0.0);
23: blockModel.setMaterial (Yellow) ;
24: window.entry(&blockModel) ;
25:
26: window.setCameraPos(0.0, 1.0, 20.0);
27: window.setCameraFocus (0.0, 1.0, 0.0);
28:
29: window.setSize (800, 600);
30: window.setBGColor (0.6, 0.7, 0.8);
31: window.open() ;
32: window.showGuide (FK_GRID_XZ);
33:
34: for(i = 0; i < 2; i++) {
35: seFlagl[i] = false;
36: se[i] .setGain(1.0);
37: }
38:
39: while(window.update() == true) {
40: blockModel.glRotateWithVec(origin, fk_Y, FK_PI/360.0);
41:
42: if (window.getKeyStatus(’Z’) == FK_SW_DOWN) {
43: seFlag[0] = true;
44 : se[0] .seek(0.0);
45: }
46:
47: if (window.getKeyStatus(’X’) == FK_SW_DOWN) {
48: seFlag[1] = true;
49: se[1] .seek(0.0);
50: }
51:
52: for(i = 0; i < 2; i++) {
53: if (seFlag[i] == true) {
54: seFlagl[i] = se[i]l.play(Q);
55: }
56: }
57: }
58: return 0;
\\59: } 4/
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0000000000000000D0000000000Ofk_AudioStream, fk_AudioWavBuffer, fk_AudioOggBuffer
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pause()
BGMUO SEO0O0OO0OUOOODOOUOD play() DOOD0OO0O0O0O0DOOO0OODDOOOOOOOODOOOOO

tell()
oooooooooooooooooooooooooooooooooooon

fk_AudioStream bgm;
double playTime;

playTime = bgm.tell();
o
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