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Abstract

GL STUDIO is a powerful and virtual instrument development tool that can be used to create
real-time, three-dimensional virtual instrumentation interactive simulation graphical interface.
By analyzing the structure of GLS virtual instrument object, aimed for OSG rendering engine, GL
STUDIO virtual instrument was transplanted to the OSG environment, the GL STUDIO virtual in-
strument was realized to load, display, update, and interact under OSG environment.
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1. 3l

Open Scene Graph (f8#x OSG) & — /MR EERE 3D B & TH, ©ff A TkFs#ER OpenGL J&
JETEYE APL, 4 3D MR FEF IR AL T 3t H SVE BRI S G AL S5 Thae, T2 N TR B R
e, BHERAL S AUK[L] [2] [3]. OSG W LLZATIE K ZHURIER G2 b, i/ OSG #HATH K AL BH i
TR, BT OSG At 5 AR, BRI 2 1 AT 32 R 07 B0 S 3R H 46 R OSG AT & [4] [5],
BN FFIE E) AT ELAAE FlightGear. MAK A &) () = #8534 #F VR-Stealth 25, OSG 7t A n #4640 F
(RN R ERe STSaceiny=N

FIFH OSG F& 4= et 2 — AT LA TR 2, (HJRAE AT LA, VML BE AR AN SR 1 g — RIS e A
BT TRECR KA 5E R, OSG HuTH A IR L I I BICERI K TH, H—Ji HATEE A AT
5 FLAER VA R R R I K T2 DISTI A ®] (1) GL STUIDO #f4, Bfeft 7 Ijsesmk. A fE
TR RUCR R T B, IR AE02% OSG 37 5 BRI EZIE YL ft /15 GL STUDIO [ iz SN R 17 L i
BERE 14 Ak, BATBh TH#Esh OSG 16 ¥ HLIT B AT R -

2. ERINFETI R GL STUDIO #&4y

GL STUDIO (fii#x GLS)/& DISTI 24w JF A& B MR TT R TR, B — M- & ol 7 A T A,
FAR AR T2 1) = 4R REAUACGR B3 TR St - {1/ GL STUDIO #EAT MR A AR an ] 1 B,
AT LME R GLS Skl 44k BITE gt 38 50 OB AUACGR AR TFC. #0558 o ass, SR 5 f8TH GLS
FRAS 28 58 FRAN R A B B B, e 18 GLS ACRS A B 2% A i C++/0penGL JEACHY . X L4 CHY
B R DA 126 RSO S7. 1) T AT 2T (standalone 13X, 1] AZw 3 277 (component #5%3X) [6] [7] [8]-

GL STUDIO #il/E i i AR AE F e M5 51 B rp S I, 38 8 9 3B component B, BIRREAE i) 4%
TS el — BN AEEREE . Ry OSG M55 %K )Z 5 GL STUDIO —#£f8 H OpenGL #4785t il TE
e, PRI Bk, HERRAE MR R GLS MM R (B! GL STUDIO fHil/E AL & MR B A R4
FEYVRIINER . B BRI HoN L, ELEERS K GL STUDIO M EEFEHE E] OSG M5 T .

7t Component BT, 1 GLS A= U R HMU R G 72 A disti::ComponentBase 28R4, &)1
ANEZR KA REL, Fod PreDraw 1 53 % 22 355, Draw 58 SO FER 21, GetExtents 12 [7] LY
KAEIELHE &, SetResource/GetResource 1 57 B Hi/ZR U i JE 4, Handlelnput £ 57 4 PR H 7 §RbR B8 A
L HFHAE, Calculate BRAT(M disti::Group 4k &) 7 ST AXFEIR S HEATH AN E 3. BLANME GLS il xt
SN S, & BT CreateRSOlInterfacel xxxClass T 5 H pR E (3L b xxx & FEAIX /T 5
MI4HK), XA BB IR GRS 1 RSO i AR =484, i RSO FEET (194H ¢l i i £ mT LA FH
BRI B 1) PreDraw. Draw. GetExtents. SetResource. Handlelnput. Calculate %5 k% 5 & %
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Figure 1. GL STUDIO virtual instrument development process
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Figure 2. Call sequence of GL STUDIO virtual instrument
dynamic library
[ 2. GL STUDIO EUXRENZSE R R INF

1. BHoehnEsh A%, /5 Mrh3REL R 3 CreateRSOlInterfacel_xxxClass FIhl, % & i FH itk 8 %
SREUCR AT 51 RSO R4

2. M EEGBEANFWE, B Calculate w3 AT I RARSHHEMEF, AR5 HH
Handlelnput &b H S22 B, 5 )5 1 FH PreDraw F Draw 2 il iz #U4R ;

3. FRFIR M, BYSBACRN GO EI BN A B

3. EF OSG By GLS U FRER

LR GLS EAMNRAE OSG Wy st IS HT . Lehi|FI7E ., IETHELEGH B E] OSG I 5t 4 H Al 4
WFE, FFMR LR 1]

1. W SE BB MGR 4] 2 76 OSG Hi, BT I AT 4l % 548 /& M osg::Drawable 28JRA=1, FEHU
A B4 A 75 352 M 0sg::Drawable 28R4 — AT 5E K.

2. GifrHs GLS HERMX RN R A1Z1E] OSG 5t ? LI osg::Geode J LA 1 sZRIRAE — 2K,
0sg::Geode *f 5 & OSG &yt B Rt 15 &, M ST JUAARRIZEH], — osg::Geode X G nl DAL & — AL
# %/ osg::Drawable % 4.

3. QAT B R AMSCGR F R MEAIRES 2 R UM 3R I B 37 P LAt 162 0T G B [ R S B, T i) %o
G (1) 57 [ 26 2B 1 osg::Drawable::UpdateCallback ¥R ZE, 7E 537 [l i 7 i F] - disti::ComponentBase::
Calculate & iR AT 50RTEE BT RS AR IR 8 PEADIRES o

4. WAL B P A AR A HFR AL BT DL E AN F A B EE SE, EH 0sgGAGUIEvent
Handler J&k4:, FEHEHI handle pR LRI PT# 3K OSG F44F K e p 1) bR A 56 4 v GLS 4%, SRR A
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disti::ComponentBase::Handlelnput i 23K zh iz 4R 31728 B3 b
iR FIR R, BRI R E w3 B

osg: :Drawable GLSUpdateCallback

<<virtual>>+update(nv::NodeVistor*,drawable:Drawable*):void

f ! ! {

GLSDrawalbe 3 osg: :Drawable: :UpdateCallback

_rsoPtr::disti::RSOInterfacel*

<<virtual>>+drawImplementation(ri:RenderInfo&):void
<<virtual>>+computeBound() :BoundingBox
<<virtual>>+accept(pf:PrimitiveFunctor&):void
<<virtual>>+supports(pf:PrimitiveIndexFunctor&):bool

‘f

osg: :Geode

0sg::GUIEventHandler | GLSGeode
: # hInstance:HINSTANCE
% 3 +~GLSGeode( void )
+loadGLSComponent (szD11:char*,szClass:char*):bool
GLSEventHandler +update(name:char*,value:const char*):bool
<<virtual>>+handle(...):bool +GetGlsRsO() :RSOInterfacel*

Figure 3. Class diagram of GL STUDIO virtual instrument integration plugin
[%] 3. GL STUDIO FE#MY FRE R E

0SG M5 5| %)% /2 5 GL STUDIO —F£{#i [l OpenGL BHATALFHIE S, M Bk, HEfE
Wit GLS FERMXERXT R (AP GL STUDIO HiIfE A& MU R M shAFEEE) K. Son. M a
8, HiAEHSKE GL STUDIO EHCGRFEAE S| OSG Ml . kIS H GLSDrawable 11 57 B2 # R 14
#, GLSEventHandler fi 57 A ¥ P A2 B, R4 OSG SARFAF K H %3 GLS RIRFMFIFIREN NS
PEHEAT BAR SR AL ], GLSUpdateCallback 471 57 5 7 MY R, GLSGeode 41 57 S RE AN R BN 7 FE (1)
pIIE="% 1775 S HEAE A

3.1 EMUSERAIMEL

TR LR, R IR N 7 B 0sg::Geode YR T35 GLSGeode 51k, GLSGeode 115t M)
A PEHINEL GLS R IMGGE IR EAIMCR A 23337 5 B b, HIn B #2E7E loadGLSComponent b 4 523,
AT

1. E5EIHA Windows API #6441 LoadLibrary MN#dia & MIahaS &, SRECH AR IR AF 2 51 _hinstance
i

2. SR GetProcAddress B8 #{3RHL CreateRSOlnterfacel xxxClass F Hi e& H bk (3 xxx 2 5
EPENEIOE LR 9P

3. IR A iR G R EGREUE AR A R ) RSO 184t pGIsSRSO, #RJ& ff F b Hg 4t kit — A
GlsDrawable X G35 % GLSGeode % 4.

4. £ GLSGeode Xf GAfrtay, 75 2% 47 (1) Drawable X R IR A FE -

3.2. BRI RILE
REFMY 222 7E GLSDrawable::drawlmplementation % 58, Hee il AR Ik
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;void GLSDrawable::drawlmplementation (0sg::Renderinfo & renderInfo) const
¢
int viewport[4]={0,0,0,0};

disti::RSOlnterfacel::MatrixD mdl;

N ET S TE S

::glGetintegerv( GL_VIEWPORT,viewport);
10 é::gIGetDoubIev(GL_MODELVIEW_MATRIX,de._data);
11 é::gIGetDoubIev(GL_PROJECTION_MATRIX, prj._data);
12 @/l #J3% disti::RSOlInterfacel::PreDraw S

1

2

3

4

5 disti::RSOlnterfacel::MatrixD prj;
6

7

8

9

13 @ disti:z:RSOInterfacel::0penGLMatricesmatrices(viewport,&prj,&mdl);
14 disti::RSOlnterfacel::Culler culler;

15/ AL

16 : _rsoPtr->PreDraw( matrices , culler);

17 _rsoPtr->Draw();

18 renderInfo.getState()->apply();

19 3

T RERRERSHIAR, MENEE “Q)” ., AEE “Eq.(1)” 8¢ “Equation (1)” .
3.3. EMURAER

GLS MR G 1 58 J s T FA I (4 Caleulate sBCA A, XANMEAIAE OSG FAEE T af LLE L
HEIASEEHL. 58 osg::Drawable::UpdateCallBack 25JkE GlsUpdateCallBack, #X /5 # % update B%%Y,
7£ update HiE i B2 SRR G 1 RSO 5411 F Calculate #EAT FEAUC R ITHEATE B . T OSG #E4E—
T PRIV G 2 T, 2 U SECRT (Bl 0 37 b o6 g AT TR B, I8 A R E BRI S OSG 7EvE 4t
GLS MM 2 i #B4> GlsUpdateCallBack::update 58§ MY &, ot i T .

1 wusing namespace disti;

2 ivoid GlsUpdateCallback::update(osg::NodeVisitor* nv,o0sg::Drawable* drawable)
3 q

4 istatic disti::Timer timer,;

5|

6 iGLSDrawabIe* pGLSDrawable =dynamic_cast<GLSDrawable*>(drawable);

7 if( pGLSDrawable)

8 A

9 ERSOInterfacel* pGIsRSO =(RSOlnterfacel*)pGLSDrawable->GetGLSRSO();
10 EpGIsRSO—>CaIcuIate(timer.EIapsedMiIIiseconds()/lOO0.0f);

1o}

2 3}

B R I NS NS D osg::Drawable X} 4454 & —4> GLSDrawable X} 4 i 524, i
SN 24 Ry I [ (P AL =2 #0) I ) Caleulate B8 331 T 5 37

3.4. XEEHHILE

GLS BAMXEMHE] OSG #5i)5E, EIFARE BNl RIFA B A A, PR b SR 75 2 e i
FURSZEFAE, B EAE OSG A e A sy GLS MEAMMBCRIEAT A8, X AT LU F 0 Ab B g s
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£ OSG H1, M o0sgGA::GUIEventHandler Jk 4 —/>F{F 4L 3 35 GlsEventHandler, HE#H: handle pFi%k
A CAEGER B B A 10 P A8 B, (R AR B SR 2 B OSG & X, GLS AN REHR AR IR L8 AR5 X,
DR ML DA 2504 OSG S it GLS A B 3R, SRJG 4 REHH GLS 4b3i. HOCHEESLIARID I T

1 Eusing namespace disti::RSOlnterfacel;

2 using namespace disti::RSOlnterfacel::MouseEvent;

3 ibool GlsEventCallback::handle(const 0sgGA::GUIEventAdapter& ea,0sgGA::GUIActionAdapter& aa)
4 A

5 U FULEERBRE FVRHOGS)

6 Eswitch( ea.getEventType() )

7  {

8 case 0sgGA::GUIEventAdapter::PUSH:

9 case 0sgGA::GUIEventAdapter::RELEASE:

10 case 0sgGA::GUIEventAdapter::DRAG:

11 ' break;

12 1 default: return false;

13 !}

14 0 I 4 OSG HFHiE GLS Hft

15 ! MouseEvent me;

16 me._eventType = Event::EVENT_MOUSE;

17 me._winLoc.Set( ea.getX(), ea.getY(),0.5);

18 '

19 switch( ea.getEventType() )

20 1 {

21 case 0sgGA::GUIEventAdapter::PUSH:

22 me._eventSubtype= Event::MOUSE_DOWN;

23 me._buttonMask= MouseButtonType(ea.getButton());
24 : break;

25 1 case 0sgGA::GUIEventAdapter::RELEASE:

26 ! me._eventSubtype= Event::MOUSE_UP;

27 me._buttonMask= MouseButtonType(ea.getButton());
28 ! break;

29 case 0sSgGA::GUIEventAdapter::DRAG:

30 ' me._eventSubtype= Event::MOUSE_DRAG;

31 me._buttonMask=MouseButtonType(ea.getButtonMask());
32 ' break;

33 ¢ default:

34 ! return false;

3 1}

<T

37 1 [l HIGLS EAMY RS H AT A

38 ((disti::RSOlnterface1*)pGIsRSO)->Handlelnput(&me);
39 & return false;

40 }

4, —EHERERBRT*
4.1. RIFEHRRR R EEE

B S (R 455 A 7 1) R B AE VEGA PRIME GL Studio Plug in version 2.6 H. i ji) @tk 4n 4] 4
Fizs, MAFEMI a h 8 sl BARES, P BOARRORIZENGER 1 A2 T MM b 44, R NGE 2 /2
AN ¢ HHIE AL TR 1 RTHIF BAE AR s 75 m) b, A SR 28] ¢ B E s gk . a4
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Figure 4. Click projection of mouse events

4. BAREHR RERFEE

A RTINS HT, S ARUbR b B o s, DA B AL 1 Y A 5
IR — 2 ST R (B B PR B a i sl 4R 1R ¢ s IOATER), SRJE 8 LI 2k 537 P I B (B35 GLS R4
AT R)EAT AT N I HA%IEAZ o B 3 AT HE Y, W SRR AR A B2 GLS R 5,
LK F A0 R B FOL ) GLS MRS, I HARE A Sl AL H

4.2. HmPIEERHMLEMES

P E IR GLSGeode X GUM A 2375t , OSG #irl LATE S GLS MY RIFE5 2 A H. B
2R R FCGR TBCE AR A SR G IE A B e 2 X m DUl IS & BRI ZH 1 OSG 35 B S o KL =l
RGN AL N E 5 iR . LB SRR e — A osg::Transform ZB3715 &, JK GLSGeode Xt % AE
N ST I 5, IXFELLR OSG 7E 4 il GLSGeode Xt %2 Bii, B o2 bhAT 15 48
e, TRARBRKFENE] OpenGL IRAHL AT I BUHFE . RAIHL R REAHL LA #45, #£ GLSGeode::
drawlmplementation £l i #2 #1 AT LATH 2] OpenGL HEREHIE . HEAUALEIAERE . ML AR ME, DU E(E
NSHH RIMCR, BRI E . RS2 2] osg:: Transform A8 #1555 820 . M 1T T DAIE
W H osg:Transform A8 #e T S INALE . BE . FEIESh & HE IR EIOGE .

osg: :Transform

— GLSGeode

)

SE =
=
Ru=

—E osg::Transform

GLSGeode

osg::Transform

L GLSGeode

Figure 5. Example of scene diagram organization structure of GLS virtual instruments
5. B8 GLS ERMURIIAREHRALED KA
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Figure 6. Aircraft virtual cockpit constructed by GLS virtual in-
strument in OSG environment

[ 6. 7£ OSG IFMZHER GLS EIMLFRITER CHLE LIRS

PEBEE TR S B AE M4, MOk 1) AT B 05 B2 3P 4R A OSG iEATFF R »
ACHES 4T GL STUDIO REFMX 45K, 1% Open Scene Graph 4 58 4L 5| #0145 s, 78 OSG ¥4
TSI T GL STUDIO mERUNEN S inEk. S, EHAML L., EEA WL ITHEII%G RS T, &
AITE AL 3D MAX =4 E B ECAEHIVE T 60 2 BEAR N 34015 X KL =48, SR8 H GL STUDIO X
KM T BEACRAIAT T AR B, X SCRIR R BB A RIS , 75 OSG HH il it 4 i {4 e iU &
WA 1) = 4t JE AR AL o AT S ELOR Y, L REAR 1 B A 6 . SEERER W% 7V REE AN GLS TF R
T HA I BhES B IR ICGR AT B . BEHTAAS L, HE PR | TE OB AR 2 LI 3
FIRF A7 B R

SE0Ek
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