Marv's Cube Rendering Thingy = a Minimal 3d Engine





////////////////////////////////////////////////////////////////////////////////////////////


///Open this in Visual C++, its easier to read!!


////////////////////


//Features: Cubes, PlanarCubes, Planes, Point Manipulation





Cubes : are obsolete, see PlanarCubes





Planes:





//Creating a new Plane Object called aPlane of length and width


//at coordinates x,y,z the plane is initialized as a vertical plane facing you


Plane aPlane = Plane(length, width, x,y,z, int color);





//to Force rotate the plane to a different angle�aPlane.ForceRotate(angle x axis, angle y axis, angle z axis);





//to set the plane to bounce all objects from it on the z axis


//basically reversing the object's z velocity


aPlane.nAxis = Z_AXIS;


//on the x axis


aPlane.nAxis = X_AXIS;


//etc etc





//to draw the frame of a plane, no colors


aPlane.DrawPlane(window &aWindow);





//to draw the Color part of a Plane


aPlane.DrawPlane(window &aWindow, nColor);


//where nColor can be either M_BLUE , M_RED, M_GREEN, M_BLACK


//M_L_GRAY, M_LL_GRAY, M_FADE_BLUE 





//to set the penwidth of the plane to 3


aPlane.nPenWidth = 3;





//to change the world coordinates of the plane(the point it rotates about and is moved about)


aPlane.ForceWorld(x,y,z);





//to force the vertices of the plane without forcing the world coordinates to be different(used in cube object //to make world coords be center of cube, but vertices away from the center


TPoint temp[4] =		 //TPoint has the members nX, nY, nZ


{


	{x1,y1,z1},{x2,y2,z2},{x3,y3,z3},{x4,y4,z4}


};





aPlane.ForceVertices(temp);





//to rotate the plane without actually rotating orignial vertices(just to draw it once rotated)


aPlane.Rotate(angle x, angle y, angle z);





//to check if a point POINT  is colliding with a plane ABC and couting "collide" if it is


if( ABC.CheckCollisionPoint(  POINT ) == true)


{


	cout << "collide";


}





//to check if a point POINT is colliding with plane ABC and modifying POINT's Velocity


//PVELOCITY after the bounce while couting "Collide"


if(ABC.CheckCollisionPoint(POINT, PVELOCITY)==true) //given the velocity this will auto bounce 						//the velocity vector and change it


{�	cout << "Collide";�}





//to check if a PCube's center  is collided with a plane and to bounce the cube


aPlane.CheckCollisionPoint( aPCube.tWorldCoord, aPCube.Velocity);





//CheckCollisionPoint returns true if collided and false if not








PlanarCubes:�


//Creating a new planarcube called aPCube of length length


//Center of Cube at Xcoord, Ycoord, Zcoord


PCube aPCube = PCube(length, Xcoord, Ycoord, Zcoord);





//to rotate a Planar cube for drawing


aPCube.Rotate(angle x, y, z);





//to draw the cube


aPCube.DrawPCube(window &aWindow);





//to draw the cube with colors


aPCube.DrawPCube(window &aWindow, int nColor);





//to Move a Cube's Center


aPCube.tWorldCoord.InitVertice(x,y,z);





//to set a cube's velocity


aPCube.SetCubeVelocity(x,y,z)//where x is x velocity, y, y velocity etc





//Move the cube after setting velocity


aPCube.UpdateMove();








////end of documentation ask me if you have further questions 


////Email : MarvG007@aol.com


