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1 |Biomass
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Requirement

Realistic, full 3D motion graphics in real-time
Easy to use graphic user interface
Portable design

Loosely coupled



Overview

Server Core (EWEG)

GameClient (VB .NET)

Visualization (Blender GE)
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environment layer

model entity layer

boundaries layers
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cylOfinfluence.py
Capture.py
boundary. py
Alstates. py
Alleader.py
AlFlock.py
addOhject.py
__clearConsole
cDPost

eDF oy
cDFocusT
ZDFocusl
cDControl

mouselook.py
It orld.py
InitGLI oy
GUIControl.py
GLsLsurface
GLSLShark
GLSLRay
GLSLKelp
GLSLGrass
GLSLFlock
GLSLFish
GLSLCrab
GLSLCaustics
eventClient.py

depthController.py

VIEWROM. Ry
verCheck.py
updateFPop.py
toDotNet.py
timeLine.py
testPop.py
stereo.py
showData.py
sharkHunting.py
reporthlouse.py
rayGround.py
rayFollow. py
Parser.py
moveDome.py




Python



XML Parser

G.

Update Population

End Object Add Object




State Machine

Boundaries

Flocking

Fish Al

Skeletal animation

OC

OC

0: Predation

o: Growth



Initialization

Turn Right

Slow

Panicked
Swimming
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GLSL

* OpenGL Shading Language
— Vertex Shader

— Fragment Shader

* Operates on the GPU

— Fast!



Code snippet

vecd v = gl Vertex;
Vec3 weight = gl Color;

V.X = V.X + sin(timer)*weight.r;

gl Position =gl ModelViewProjectionMatrix * v;






{1light_position,1.8}).xyz - (gl_ModelViewMatri gl_Vert
rmal;

sition = gl_ModelViewProjectionMa
ord[8] = gl_MultiTexCoordd;

Wi

FragmentShader = """

ition’, lamp.getPosition

(obj.timer))
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YertexShader = """

uniform float timer;

void maind)

//get the first UV Tayout
gl_TexCoord[B] = gl_MultiTexCoordH;

vecd v = vecd{gl_Vertex);
vecd weight = gl_Color.xyz:

/fweight is the vertex color, black is no motion, full red
v.x = wv.x + sin(timer#8.4)*weight.r;

gql_Position = gl_ModelViewProjectionMatrix * v;

b

FragmentShader = """
uniform samplerZD colorMap;

void main{void)

d

vecd color = textureZD{colorMap,qgl_TexCoord[B].st);

float fogFactor = (gl_FragCoord.z / gl_FragCoord.w)*B.81;
fogFactor = clamp(fogFactor, B.2, 1.8};

color.rgh = mix(color.rgb, gl_Fog.color.rgb, fogFactor);

color.a *= (l.B8-fogFactor);
gq1_FragColor = color;

}

mesh_index = @
mesh = obj.getMesh{mesh_index)

for mat in mesh.materials:

shader = mat.getShader()
if shader != Mone:
if not shader.isValid{):
shader.setSource(VertexShader, FragmentShader,1)

shader.setSampler{ colorMap’,8)
shader.setUniformIf(’ timer”, (ohj.timer))
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— Repeat for in X direction, thenY.







































