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main.cpp

Camera

+m_gdiplusToken: ULONG_PTR
+gdiplusstartupinput: GdiplusStartupInput
+models: string*

+nunMadels: ink

+menu: ink

+mm; ModelManager®

+theCamera: Camera

+pane: CollisionPans

+fowvy: Gldouble

+width: GLFloat

+height: GLFloat

+winfidth: GLFloak

+windfidth: GLFloat

+drawBo: bool = brue

+texturing: bool = False

+bDrawoBE: bool = False

+moveCamera: bool = False

+oldx: int

+oldy: int

+flags: int = DF_WIREFRAME | DF_SOLID
+cone: GLUguadric

+lightPosition: GLFloat[]=<{ 1.0, 1.5, 0.0, 0.0 }

-mPosition: wector3d
-mLookak: Yeckar3d
-mlp: Yector3d

= «creates=-Cameral)

< <create =-Cameralpos; Vector3d, lookat: Wector3d, up: Yectorad)
+pitchitheta: double): woid

+roll{theta: double): void

+yawmitheta; double): woid
+FarwardBackidist: double): woid
+rightLeft{dist: double): vaid
+upCown(dist: double): void
+setLookati{what: Yectorad): waid
+setLookTowards{where: Yector3d): woid
+setPosition{where: Veckor3d): woid
+setUp(direction: Vector3d): void
+getPosition): Vector3d
+doGLULookaE ) woid

+menuCalbackiindex: int): woid

+createMenul): void

+mouse_funcibutton: ink, skate: int, ¢ ink, v ink): wvoid
+drawixes(): void

+displaw(): woid

+inik(): woid

+reshapelw: int, b int): woid
+maouse_passive_movelx: ink, v ink): void
+mouse_mowex: ink, wiink): void
+kevboard(key: unsigned char, x: ink, v: int): void
+kevboardEspeciallhey: ink, x: int, v ink): void
+quadErrar): GLvoid

+mainfarge: ink, argy: char**int
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Yector3f

Yector3d

+:: Float
+v: Float
+z: Float
+uhxiss Veckor3f
+yhis: Veckor3f
+zfxis: Yeckor3f

+origin: Weckor3f

+:: double
+v: double
+z: double
+uhxis: Veckor3d
+yfxis: Meckor3d
+zfxis: Weckor3d

+origin: Mectorsd

< rreake = =-vector3f()

< =creake > =-Vector3f{_x: Float, _v: Float, _z: float)
< <creake > =-Vector3f{sro: Vectoraf)
+lengthSqrd(): Floak

+lengthi): Float

+normalized): Vector3f

+normalized): Vector3f

+distancesqrd(rhs: Yector3f): float
+distance(rhs: Vector3f): float
+distanceSgrdipl: Mector3f, p2: Yector3F): Float
+distance{pl: Vector3f, p2: Yectordf); float

< <CppOperator ==+ ={other: Vectaraf): bool
<< ppOperator ==+ <{other: Vector3f): bool
<< ppOperator = =+==(rhs: Yector3f): boal
<< ppOperator = =+!=(rhs; Yector3f): bool
+isldnitLengthi): bool

+isZerol): bool

<< ppOperator ==+-(): Yector3f

< ppOperator = =+-+rhs: Yector3f): Vectoraf
<< CppOperator = =+-(rhs: Vector3F); Yector3f
<< CppOperator = =+*(scalar: Float): Yector3f

<< CppFriend = =+*{scalar: float, wector; Yector3F): Yector3F

<< ppOperator ==+ {scalar: Floak): Yeckor3F
<< ppOperatar = =+=(src: Yeckor3f): Yeckor3F
<< ppOperator = =++=(rhs: Yector3f): Yeckar3f
< <CppOperator = =+-=(rhs: Yector3f); Yector3f
< <CppOperator = =+*=(scalar; float): Vector3f
<< ppOperator ==+/=(scalar: float): Yector3f
<< ppOperator ==+ ]loc: int); float

+dot{rhs: Vector3F): Float

+cross(rhs; Meckor3F): Yeckor3f
+angleBetweenirhs: Yector3F): Float

< grreate > =-Yeckor3d)

< rreake > >-Yector3d{_x: double, v double, _z: double)
< <rreate > >-Yector3disrc: Yector3d)

+lengthSagrd(): double

+lengthi): double

+normalize(): Yector3d

+distancesqrd(pl: Mector3d, p2: Mector3d): double
+distance(pl: Yectorsd, p2: Wector3d): double

< ppOperator = =+==(rhs: Yector3d): bool

<< ppOperator = =+!=(rhs: Vectorad): bool
+isUnitLengthl): boal

«<CppOperator = =+-(): Vector3d
«<CppOperator = =++irhs: Yector3d): Vector3d

<< ppOperator = =+-{rhs: Vector3d): Yeckar3d

<< ppFriend = =+-(lhs: Vector3f, rhs: Yector3d): Vector3d
<< CppOperator = =+*{scalar: double): Yectorsd

< < CppFriend = =+*{scalar; double, vector: Vector3d): Yector3d
<< ppOperator ==+ j{scalar: double): Vectorad

<< ppOperator = =+=(src: Yector3d): Vector3d

<< CppOperator = =++=(rhs: Yector3d): Vector3d

< <CppOperator = =+-=(rhs; Vector3d): Yector3d

< <CppOperator = =+*=(scalar: double): Vector3d

<< ppOperator > =+/=(scalar: double): Vector3d
+dot{rhs: Vector3F): double

+dotirhs: Yector3d): double

+cross(rhs: Yeckor3d): Mectorsd

+angleBetween(rhs: Yector3d): double
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