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RIFEE L. B GPU RS EIRERIITFRS ((EA5EE ) , B CPU LAYMIEEUR
HREVDAITRE ( (EF%E ) | thEERHIEED CPU SUBAIHIFHE ( (R Ork:Object ) ,
REJLIA GPU &EifiEN, GPU LRILRTFE | FIaNTRASEd ( flanEiat L REiETE—"
BE— GPU &I Eism A IifE i — 1 2k , [ proland::PlantsProducer JB{f;
i2).

— P RFHEETLAR S S MERLERRIR. ROERS MMEEERLERE— M EFE(]
AR, — P REFHAILAE S LA RENR | EHrLE i — EEtBECEFFE
AR, NS AEZEIE— T BlARERELIEERENA | Bl A HEERER.
EER— M RIFMEL LIS STNEEIR | B, ARREERATER.

BRI | B) , SRIETREN , BITEER ( NAI—IEETF | siRR—MEL ) |

HREFEER. —TREFRERINZELIIFESTZ AFEE—TIRE B, EiERE
fEPEOVE. RUFEE—  RETHERNEERS, TEEA— GPU HRTFEH ( Fi309
BTN ERNTEEENE Y. GPU BFEERIIR , SR—MERS| - susFhE

£ 2D AR , —MNE— TR ) BRETREFINRFHEZANXR



EF=t#k 3DGIS : B itk SXEarth WWW.SXSIM.COM

Lix.ty | layer used

2.1.1 0 false

212 I3 true

213 1 true

222 |4 false

223 |2 false []__l tileSize=S8 pixels

view frustum . .
TileCache TileStorage

(hash table on CPU) (2D array texture on GPU)

Ltx.ty: logical coordinates
layer: storage coordinates
used: in view frustum
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HARREALIFHERMR, T8 OIRRE (EFHKE ) aILiS—PRERR—H , i
A LAFHEFRPRR—E ( EERFKFE ) .

2.1 REF6E

—/NATEEF proland::TileStorage 33, XSS 3 7 F%
proland::GPUTileStorage, proland::CPUTileStorage #[ proland::ObjectTileStorage , 353

Fi GPU #iit&8dE , CPU HMifSEERE | 0 CPU LEBMEMEIE ({FRILIEE R TP
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FIREFERE— S8  2REEPNRENEE | S RBEEE—I . —MEFEEY
HEEEEENFREEETRENE. SMBEEANTEAFNSE. —SHRETFEESEF
R, — o THRERERE— R ( EAEHEAAER ) .

ZZ B proland::TileStorage::getCapacity 12E1, ZSHRBRRVEER
proland::TileStorage::getFreeSlots 5. ZRAEFILAMA proland:: TileStorage::newSl|ot FEET,

IEEIRREBRIA SRR SRR | TLFE—MR, BR— o E TRIREAILE
proland::TileStorage::deleteSlot #IREIEIZ 1B,

2.1.1 GPU 1R{Ff&

proland::GPUTileStorage 2— T GPU HFEHEEIEaELEE. ©FEMA 20 DIEEy 2D £
ROTERIFAEL, EE— P RTEERTLLR Ork FFERSE 0T
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<?xml version="1.8" ?»

cgpuTileStorage name="myGpuStorage”

tilesize="196" nTiles="512"

internalformats"RGEAS" formats"RGBA" types"UNSIGNED_BYTE"
min="LINEAR_MIPMAP_LINEAR" mag="LIMEAR" minLOD="8" maxLOD="1"
tileMap="false" />

IR MRIBOITE 196196 SRR (k) WRESHNR , MEEME) . 1
BBRUAMER 512 . REIEIETFMS BT — 196196°512 2D SUARIE, IXOIREE
RGBAS PIANESL ( 71.2 MB ) , SUEISRERFNEAR) LOD (BOUERE— ISR,
tieMap R FEAESE— 2R,

@i GPU BiFft S IEAHREBH proland::GPUTileStorage::GPUSIot 254, #5EAR THREE
ERERETRRME. R EHEEREH— MR —ER o B aURR —ER o TR,

EE:

 INR(REA—EESEEEE  BAERRIERESEWN | (FEemEA
proland::GPUTileStorage: notifyChange ( XATEEHFELEEIIIEGNKT ) . TR
HFFBAEAM | RIFES{RE CRERE.

2.1.2 CPU 1R7=f#

proland::CPUTileStorage —°f& CPU LiFitiESdREnvEE. SEREtamEEts (814
RIFEEE CREED ) . XF—TRFHETTLIA Ork FiREREIRE , IF :

<?xml version="1.8" ?»
<cpuByteTileStorage name="myCpuStorage”
tileSize="196" channels="4" capacity="1824"/>

ZB|rhiEERT LGS 1967196 (SEtEARY 1024 P |, & MEE 4 =75, (5
cpuFloatTileStorage BIEANE | B TMEFNN 4 MNESE,
—* CPU HiFfEEIRAVRAEM 20A, ZE8H T 0 ShuiisusnEEmAn.

2.1.3 WRIRTF(E

proland::ObjectTileStorage 2—E CPU HE{TEEUBRNBEIE. S hBEE—MME
[ ork::Object A3iEEt. A& GPU #1 CPU thiFfif | XES MARAISIEFBRFHLE (B
HERFER ) . MEGAFESNFER— BN FEhS s | hevnERie—TREs
R FEhREREER. X —MATFETILAR Ork FRESRSIR , T :

<?xml version="1.8" P>
cobjectTileStorage name="myObjectStorage” capacity="1824"/>
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— TSR TFHEETRAY BB proland::ObjectTileStorage::ObjectSlot 54k, ZAEdHEE
Hla)REE.

2.2 REEF

—MREETFH proland::TileCache 3eRHl. EA—TMRIEGAREFIERES ( RHRFHEMN
1)  MREFHNEEERRLITHIRIFHAIREEZ [Er0sRT , — P E—XeLIATRAER
el e

— I REFEHENNREE,. SEHEPERUTIIRFHIRERZ BRme], —MuEFR—
PEESMREEEER, SR —MRMESRER | NS —RET | ENERETIRE—
TEEMHENSTRN | FEREFRE I ZAA51A. ESIAATE M EERMERN
FTRMETFPIER | HTEMER.

EFEIRNRATL BRI ERNER LIRRERD ( ERPHR—ie RN TS AR
ERMEIEMMEFRR ) . BEAR—MUEFRENE M RNERSHENER. BrER
proland::TileCache::getTile 75iZ3£ER , F proland::TileCache::putTile 75iEEEtR, HiE
— MBI RIRBAPITEEE | ST ZIT G, SiHEEE0 0 FRIERRAER.

ERPAREHEN" , B , ETERFEPIORIBFEBTEHRMR | RBRREERT.
fHR  — T RERRTLEERARENEFPRE , ERRETLRBTF#ERMR. BRE
E  BRIRSREER—MARN | MAERREERS I, — R ERRINEEFRERIR
B WEEREHEN. AT EM— I RNEERRIRE  REFIERLARE A~
fERRER (IZEAEE ARIEEREN - 5 LRU - BATUER ) .

BRT getTile 1 putTile , BRIETFHRIERTHES !

+ proland::TileCache::findTile FFiZBTFREFPEE—MR, ZHFETHTROIGRAIAF
HE, ZAALIEERPRRIIRDER  SREFEENTERPER | TeEEER
H.

= proland::TileCache::prefetchTile 73R FiEREM—FREET BRI, 1Z75ETHD
B, ZREERRERRER. NRISETREBFMELEFHTRRGR , 3fA—PRERR
s,

+ proland::TileCache:invalidateTiles /BT iBHAE iz AR A E IRz IR, FRraRk
FERTFHEPREENN=SAIRE  (BREASTEEANGETE ( SRRERFRIREL
BIEITE | F(EMANREFEEEITE ) .

L—NER getTile IERETEMRMESR :

- NBZHEETFP |, EAIEFPHENEIN 1 . MRiRAER | NIZE RS

+ BEMZRE— T REEPaE— M SCRiizE s ( FREA ) AtREEPERL. LF HZRTR
STEDSERE, TORIRE—MERMIRAY ork: Task {155 ( 7E proland::TileCache: Tile P9EB ) .
ZA S T REEEF A B ork:Scheduler #4147,
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2.2 RBEFHR

—REFEI LA Ork SHFEREA | BLITHE ( REFEERASABALAE—
cpuXxxTileStorage Ei—* objectTileStorage ;| EffikSHEFIEHXAIHERE ) -

<?xml version="1.8" ?»

¢tileCache name="myCache"” scheduler="myScheduler”>
<ppuTilestorage .../>

¢/tileCaches

2.3 BRALIBR

— NG EEER proland:: TileProducer %I, ZMGEEREERTE | EHEE TN
B, — M REES— I REFEX , BTREFCEMR (B
proland::TileProducer::getCache £54 ) , —MREMEEQS—MMABFRX | (B—MAES
LSS MAMNBNKIEX (NREMMRER—ZE ), ATROTELMESERRANR , B
QMBI e — BB ERREIRT | ANEESIER B8
proland::TileProducer::getld ff.

—NERGMEERYEETTER proland::TileProducer::doCreateTile 5 775%. TaChathid e
=, B, ERNTRINEERRE. AMEGEAFEERR  mERE
proland::TileProducer:getTile 75iZER. NRE—MERIRATEET T , getTile =3 7E14E
iR, MERE—TEMZIRE ork:: Task {£55.

— R HAMESSRE— N BATAT ork::Task (ESREERSE , B , — R MIESH
{£55. 18R, ERS—TIRREEMRIE NN SHRIRIMEZSRE— ork:: TaskGraph
S, ZFEERESEMRRES | RRTERMASIRRES. flIN— RS8N
EERATREE A AR — N EE AL, IARIIEN TR | EFHEE

NormalProducer ElevationProducer
uses
TileCache TileCache
GPUTileStorage GPUTileStorage

[E5 : ERAS— TR RRR R A RO 2R
ABAHERSLIESRAY getTile SiARMEMESSEINT
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NormalProducer ElevationProducer ResidualProducer

getTile(2,1,2) D uses D uses [:]

GraphProducer

B7 : 7% . B | RENERLEXZENXR

ERGEERIR (2.1.2) BHESS N(2,1.2) 2— 1 ERMEFE (MLPZERZEESH , Bh—NE
LA RERBCENIEN | ERENERLER—F) @

E{2,1,2)

EI .. Task

R(2,1,2)

N(2,1,2) E10.1)
TaskGraph._ D R(1,0,1)
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B8 : &R N(2,1,2) BEEE

EREREIIAE—MREES N2.1.2) 1 E2.1.2) ESE |, SRI—MPlF—HEEZ
EEfd. ALEE E(21,2) F5A8me—TESE. IRRTEN R RESENE
A CRULUER | MIBERGEESECHEAER. PEIRNNEEISH T HIES
MESERYES | B, EESEZEHE (FMMEESRE—EH ) .

HE—THEEHERA getTile Hi% , BRIEERE— ork::Task L, E—MESLZHRHIT
—X (NEFE ) LB, —BRE , BAESHeeanEsiiT. TR ts8EST
BT |, LT StENT. M RBESHERERNE ( XEEEEEIERIE
proland::TileProducer::invalidateTiles 309 ) |, B4 Ork IEEE B ERESEHEES ST
fREMASIESs. EATE ERESE MR T oS B EitE.

231 XBAiE
proland::TileProducer SR H—L—R751% | IXEHERH T ERRERIRINES

- proland::TileProducer:isGpuProducer 1§ 2% HEETE GPU HEERiiifE sz, —
“~ GPU 4B 2R E(FEH proland::GPUTileStorage #HXAYRER.

+ proland::TileProducer::getRootQuadSize £5HiZAHEASETE 00 W AR MDiDRZA0%
v, iEFATLLER proland:: TileProducer::setRootQuadSize 25,

- proland:: TileProducer::getBorder FiEigtH BT iZANEELFRIREDR. BEfiREiEH
IXENREA) | @RARM (BiRiZRESHERE ) . BUARE 0 (B, B2
®/) . (HILESE.

+ proland::TileProducer:hasTile 73i£38 2SR AR RH ERNSEAFIEERR.

NZzmERRERE  BER2FLIESE. il BIRNEREEERS— I F ol

= B, NEspsAEsl.

proland::TileProducer::hasChildren 73iZi5HH ETWMESE A LIS — T A EME SRS

EARAYTFRR. AHEXIEREEINE M RATRAILIER , APAZRIN P FRIGHE

. BENSIEERINA TFERALARER | iZEEEE (18E] hasTile ) .

.

th# proland::TileProducer::update 75i% , B EEEA—X (&
proland::UpdateTileSamplersTask §] proland:: TileSampler::update ) . ZAERIMTAEA
i , (EERERISFEILIESEE—MRIH (B, IR ASIERTER— T ENE
R - MNRZE A EEREBINRLERIATHABEXAM . ESiEE Ok ESERE
Feik) . A | MBREMBUBLREGELE | TR LB AR ENE T EmT LR ERRA
.

B5 | proland:: TileProducer Zthig{it— S BN EE S EHEXNRER CEBERNS
& XETEE

+ proland::TileProducer::getTile
= proland::TileProducer::putTile
« proland::TileProducer::findTile
+ proland:TileProducer:prefetchTile

%10 |
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« proland::TileProducer::invalidateTiles

2.3.2 RQERE

—EAMPAFILIRERES. — T EERLMES REEEE— T EEEMIEE. i
fReafLlig— BEE— REERR ("REE ) LAXESIESTIER  — BEETE
BB EHIREUICRETE | it PEMEEND. SiEE—&  —EERLIGER
HitbhbERE RIS (FIfl  EECREREENEBEENEN ) . —NUIME
EHEZEH proland::TileProducer::getLayerCount, proland:: TileProducer::getLayer ]
proland:: TileProducer::addLayer 7772,

2.4 RRBEEXLTESR

{REILAEIE Y & proland::TileProducer ZEEEMRANTRSE, AT THMAIXEAE , LI— M8
F8 CPU M4 piUERIEAIARY GPU LbIESEM)

class MyProducer : public TileProducer

{

public:

MyProducer(Ptr<TileCaches cache, Ptr<TileProducer» input, ...) :
TileProducer{"MyProducer”, "MyCreateTile™)

{

init(cache, input, ...);

}

virtual ~MyProducer()

{

H
protected:

MyProducer() : TileProducer("MyProducer”, "MyCreateTile")
i

}
void init{Ptr<TileCache» cache, Ptr«TileProducer> input, ...}

{
TileProducer::init(cache, true);
this-»input = input;

LA EARBEE T I ESRAMIAIAR | RS RNENZSM— Ok FiRTFE
(AFEENER ) . MERMER—TRETFHESH , BTETERNR, ZSHbEsE

AUMHSERLIER, ZRISEBERIFASMREA IS, RIMBREE—T
CPU RbiEze,

%11 W
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virtual Ptr<Task» startCreateTile(int level, int tx, int ty,
unsigned int deadline, Ptr<Task> task, Ptr<TaskGraph> owner)

{

Ptr<TaskGraph> result = owner == NULL ? new TaskGraph(task) : owner;
TileCache::Tile *t = input-sgetTile(level, tx, ty, deadline);
result-saddTask(t-»>task);

result->addDependency(task, t-»task);

return result;

}

startCreateTile HiZES THREMNIEXAE. ENREEREEEMAERIMTSHTRE. X
BRI ERS — MBS | FRLAERFII0Re B4 15 - Bahfs
BB task SO - TZEANESE— MK ( IETERI e gith

7). XREALAEHEET—MES task BESE |, FUES t EMMAN. REHIxKL
FEIHESE  HEEilBEtlE— . 5 t 29 getTile TRENAY « SOSBIRiZmALR
BEIFATER putTile |, B, WA AEHEASTHNEFRE].

virtual bool doCreateTile(int level, int tx, int ty, TileStorage::Slot *data)

{
CPUTileStorage<unsigned char»::CPUSlot *in;

GPUTileStorage: :GPUSLlot *out;

TileCache::Tile *t = intput-»findTile(level, tx, ty);:

in = dynamic_cast<CPUTileStorage<unsigned char»::CPUSlot*s»({t-»getData());
out = dynamic_cast<GPUTileStorage::GPUSlot*»(data);

getCache()-»getStorage( ). cast<GPUTileStorage»()->*notifyChange{out);
}

doCreateTile TiAES FEERANTTE, CERAGBRERMRIR, XEZTEEHEIFR
TWRVMIALR, EEER findTile 7ep% : BB ZREEFPEACERIEITEA putTile ZF

HE] (B3 ) . AISEIREURRAERAIRAGERIR, ZHUBLE data PIFASEUEIEELM

NIERREE, —BREER (Ed'R") | HERENEIRFEZRAVRRRREE | L
FrIEoERRYBRMCEER EINGEIANERT ( I GPU LRTFE ) .

virtual void stepCreateTile(int level, int tx, int ty)

{
TileCache::Tile *t = input-»>findTile(level, tx, ty);

input-»putTile(t);
¥

private:
PtreTileProducer> input;

i

stopCreateTile 7ZE5 FERRANTTE. CHRABREBECRERIMERER. XBi%
FIiEERGE R NATEA putTile , BIZRIOASFERTE. EANBNERZE
AR (MREEHHAMAFNE ) | ERALIEEIRRNEREFRYE,

%12 W
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2.4.1 BREEXLEXE

R LABIEY B 2eEEMRLEXRER, ZESHIRMEENE I FEELL SRE— MR
LMEXEEEEERY startCreateTile, doCreateTile I stopCreateTile /5% , B 15{EENA
aEalLILMERERS N ES.

3 HEFZHESR

I EMERER S MEE | B MRS —MUMEERESER, ME MR | it
AR E T LA SNSRI S0. SRS TN  SERAERRERETE
FRRIRIATR, MRAECRBIRALTHNY GLSL —HEeqt | AR GRRER—NAEsUR—H6E
FRSIREFIIRM. BRI LIErRIE G R ERIZEOUE —FEAEAR. RERE
SRR TR EEIRG A EMEREERE | K (B ) .

3=

+ XERNN 0 B LEEA RS IR AD, i b SHRExXa9RNERERT
LA RRfEfaIsetiniEE | SEERIER: EY 30 MREEE Ry (1 ‘trees1” 3561 ) . @
I Az AR T LAR T iE s R,

3.1 R TR

ARSI, XE— M EREREMEN. MESE s — B3R, fIin
it — M REREEEEE. SESERETEAREEN , FEiE (fin—P il
B A G ) .

— I ERER— T EEEENRE— R

localToDeformed
e,

localPt deformedPt 2" ., tangent frame
R W y

i deformedToLocal
.

AT

plane z=0 ?w deformed plane

%

xi
local space deformed space

B9 : TR

P13 |/
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R RE=ER AR TE XAE) - RANRRER,. ERS=EY S E =E2
¥l z=0 , z REELIN. ZFELAERAERE , HES. ANEE— TSR 7TED
3D == |, fiAR— 54 20 FH ( XRERETFELLENS) .

proland::Deformation 3= T— MR, EEN THFEERIEMEITE | LIRSERTTE

SeEERITERZ (BN, 58BEE0H ) . proland:SphericalDeformation B—F2 | Sk FEmEmIrEA
B, m=fE . proland:CylindricalDeformation 287 EmaERaE. TEFTLIEENE
CRYEERT

+ proland::Deformation::localToDeformed : ZFi—{~ B 5= @MY SZITR=SE

» proland::Deformation::deformedTolLocal ;| TE— LTS EHN ARG E

« proland::Deformation::localToDeformedDifferential : i+ E—Eaka 2R FR2RE
7. EROEHT TS REERASMEER MR p EiR localPt |, BBAEXT p BT
Fraal LA localToDeformedDifferential{localPt) * (p - localPt) {5,

+ proland::Deformation::deformedToTangentFrame : itH— RIS ERYIEREE
HRexR, ZeERN w FRRTRAEFER 187 E5FEE z=cste BIFFEF
H. ZESERSERZEHETHRMRES  —RFAE— T EEaETie, zEs
RN TGRS E A=,

proland::Deformation #tBATREREE GPU EHMFETNMAR GLSL BEsE—HTER, F
Fi proland::Deformation::setUniforms 755552, BFEIAE | £E— o LLIgEFERSIMA
ER—HER (IAKEERIEENIFE ) ST TULUAEENIRIRE—HER, X
FiEREN GLSL —H TSR T L[ EE,

3.1.1 BRI ER

proland::SphericalDeformation IE/KEMIMBEATE. BifitAER—MESH R A9 ( £
S ) |, fERAT— 2R™2R"2R ZU/MIIITTARAYE_ERY 6 MAZ | S IR R
B—8By

E10 : £H : BAZFERTLIA 6 M ERIBFRE—T . 58 : MIREFHLLEHRIER

14 7
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HMFLE |, WREXAT : NEBZEE— R p=(xy.z) , RINERERESER ([RRUbIR
FROPHEER ) F , EHH TR ( LEFEEERD ) W@ —T R P=(xyR). E=BTE
BrpABERPENTIRS , W

qg=(R+z) P/ I P, where P = (x,y,R}
B TE z=0 B—Mam. AEECRMIESERTESENEE. ATRE

2, SEFEFRLRE LAY 6 NbRZ |, W EAmA, RIERiEFm b ( xR fFeRgs - Wk
) BRGIEENEREEINISOR , BT EIRE . AUERR | R

p= I:R qn"q” RQU’J;qu Iq n- R}

TEs o (UEEEIT RS EER | HUTTFESERENERERUENY
ux = (0,1,0) = uz /(| (0,1,0) x uz 1l

u:=q/llgl

GLSL —HE&E

HELE q = (re2) P/ I P | ZHRAILURESE GPU i, AREMMEERE , ANfEER
32 iiFmE., BlS—1HLEX , AERREE T RAUTHREPONEFSRPIHTE
689, B F—ERikanisk | IERARSHRIERA (BRI R=6360000 X ) 8HE
BRI RARRINGR. 5T URERSXEATTIRE A SE RN | R
HAFRPRL (HERTEEELNAHSSEFERNSE ) .

ATHRXFEAEE , BB RERRIOFENAFE CPU FERNEEIZIREZENS
FR, EREGVVEIRS | FILIESME GPU SMEEMmSEEEE., SRt i)
£ CPU

FitEMOER oi=1....4) TIXLHAIRAEE n, EENEEEDP , BIFE GPU FitH.

XMBEGERIAFAETANEETE | ItHREENEE

localPt " defonxl.edPl
! ; i
P3 — Pz
AT c=3d'c
n=2dain

# 15 |/
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B11 : — R RELAERIEREER c BIGETS  isEESHAESH n B

RIS ES A pi |, FEMNT A ( ci=RrPi/ 1P 11 , FEE
EFREP Pi=(pix,piy.r) ). BDEISTFHEEGDRn (FESEREPF ni=Pi/ |
Pill ). BiIIEHE— G ENNERES  EXAp=Yaipi+(00h)(Fai=1). &
AT Hmag

quFaia+h XZaim

BEFATEE Y o i=1 , LIETLIEAILIEEASER56ER. FA o i 7 0 JLaED
EFESERFHLLEXRHE , BITZEERP q NEMILLE , g=(R*h)P/IPI :

g=Zadia+h Zaini=(R+h)EZa"  RjfIPI

gq=(R+h)P/UIPI=(R+h)Za:R/01ZaPi

Zai=1

AiBdi=kallPil/IZaiPill , BIF{TEMA k(R + W)= (R +h)., FAIFETLIM kit
B, EEE=aRiEkK L 58

gi=a PRI/ ZalP

h'=[h+R(1-k)]/k,wherek=1ZaPI/ZalPI

BIWE CPU _LAEETREEAMNEERR o 1 ni , EEERS=EPRE (6D, 8
EERPTRZ T , NBMREZE ) . FBE CPU LItEER 1P,
proland::Deformation::setUniforms J5i5{& 8B 5{ES] screenQuadCorners F1
screenQuadVerticals matd —¥3FE, LA screenQuadCornerNorms vecd —HT R, HEEE
BT LARLL RS EPORAE M TR R A R BB AR ( I terrain2" ELBIRSZ LB AV R K
fEA - HANMRIR zfc FEOZ T SHINRAISIEE 21, 2¢, zm ) @

float R = deformation.radius;

matd ¢ = deformation.screenQuadCorners;

matd N = deformation.screenQuadverticals;

vecd L = deformation.screenQuadCornerNorms;

vecd P = vec3(vertex.xy * deformation.offset.z + deformation.offset.xy, R);

vecd uvlv = vecd(vertex.xy, vec2(1.8) - vertex.xy);

vecd alpha = uvlV.zxzx * uvlV.wwyy;

vecd alphaPrime = alpha * L / dot{alpha, L);

float h = zfc.z * (1.8 - blend) + zfc.y * blend;

float k = min(length({P) / dot{alpha, L) * 1.8008083, 1.8);
float hPrime = (h + R * (1.8 = k)}) / k;

gl_Position = (C + hPrime * N} * alphaPrime;

%16 W
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EZARERTE PR P=YaiPi. B alpha PETF xy MAdiRHE 7 o (EiRHED
FEF 0 1) . BB alphaPrim FHHT o'i , HHHhH k, EhPrim PHE TR,
5 alphaPrime RERETE TSR,

proland::Deformation::setUniforms 75518128 T—~ tangentFrameToWorld mat3 —¥3F &
( AL EEMA ux, uy fluz ) |, BFEEMLEROMTISSERNNEZEEITFaEE
o

vec3 Ntangent = ...; // fetches normal in tangent space
vec3d Nworld = deformation.tangentFrameToWorld * Ntangent;

3.2 Az PO T it

3.21 BEFEEYS

HAAEZRA— BT Sl B ot S Rz | o TIREINE LS SR04
. ZHoENETRAZIOENES | B, SRS TSR S5, B
thift | INRETRNRAES d NFEMDE L |, BBAMNSERE S | d FR2EULEERS |,
2 max(dx, dy) IFE :

.X;V

§d=mﬂxfmin(lx-ﬂxi. Ix-0x-L|), min(|y-oy|, |y-oy-L|))

0X,0
Lox.oy

E12 : MRCHRSMIES d MFEMDE L |, BBa— T HiREHEDS. « 2EEHSE
F

AT k PIEENSEF. MRFEER—IRBIBNE , B, — O REmMEHRITa
FRERZENERSR 08k 1, 3P4 k #TATF 1 ¢
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= —
: LKL, k>1
KL k<l :
et i b T i
E --*I-- .
' k2 | k2 [
5 VH -; s L2 i
= P . i o e
k<1 : not a restricted quadtree! e e

B13 : ERMMSEATFOAATF 1. T8  WRSEEMNNLRR | BEeMARakSmA
RO . AmZHFERE. 58 : 3 k> 1 ZMTERF SN

k {EREINEEES AR AGY S HEEER L EEE/. AR « BREIERE LS
FERSHEE. Fll0 , MRS UILER T'T SRS, R DXEaIRSEangs i
1BEEH W2k T tan(fov/2)) , Hep W BEICABINEERE |, fov EMANE. TES
HTS4MAT1 89 k BRI RS NG9S REIF ( U “helloworld” BilF ) -

B14 : WESH : LTSRS |, BF k=1.1, 1.5, 2.0, 2.8 MRS IES
3-8

« FRRINARAI A 2 [ERIES R RS « d=max(min(|x-ox|,[x-ox-L[}, min
(ly-oy|,ly-oy-L|), z-groundz) , E z-groundz ZEittEz FRUEHNRE. EEZEST
[EEEESE | MARERTE (LX) . AN S EE e e
&,

3.2.2 TS AEEER

L—PULRER S BARARMNTBEUEN FILARENR L8RS, B8 . &
k>1 B, ERJLIERFHREHEAINGEE | HBE BRRREE/MIERGEE. XA—ind
RORLEE L T SefAnEEiR. 1ZRUERTLACHER | FEPQIOME (ox, oy, ) B9 xy £ , MR =E
(cx, cy) , BRARIESFREENA :
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blend = clamp{(d/i-k-1)/(k=1), 0, 1), where d=max(|x-cx|, |v-cy¥])

FARIR S| ARYSIREGEFIRR A FHREUE

x = blend * Xparent + (1-blend) * Xchia

Thr b, YT RIS EEEY . dmin=k , {455 blend=clamp(-1/(k-1), 0,
1)=0,MHE x=xchid, RT3k , ZRAATRIIPLFAVSFEERET , d max=(2k+1)l , 3B
{152l blend = clamp(k/(k-1), 0, 1) = 1 T H x = x parent . XFHREEHE EERITEIEE ,
(ETE T blend=0 ] blend=1 Z B BREARE. EREST (k- 1) , 708 k BX |, HER
I |, ATEE S, TENM TR

BE15 : NEMESNRSRY (88 ) . k=1.2 (Z8) SRR Fk=2 ) (58 )
GLSL —¥&EE

proland::Deformation::setUniforms Fi%ig s T F-M—HEE | B¥E GPU FiHE EMAMS
#E. deformation.camera vecd —EEEEFHIENAE BT INOREAL A ox, oy Fli
I. deformation.blending vec2 —E(ZFE7FM k+1 Fl k-1, ERXE—HNTE , BISEHALL
BOTHE ( AENEReARRE 01 2@) -

verd ¢ = deformation.camera; /¢ (cx-ox)sL, (cy-ov)/L, (cz-groundz)/L
vec2 k = deformation.blending; // k+l, k-1

vec2 v = abs{c.xy - gl Vertex.xy);

float d = max(max({v.x, v.¥), C.2);

float blend = clamp({d - k.x} / k.y, @.8, 1.8);

3.2.3 bz
HEAZPUAER proland: TerrainQuad SAURITET, 1ZEA0E N SIS RS ;
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+ parent £5 BRI ILAFEANEET

« level, tx, ty £5HH FUIDFEAIEIEAR

* ox, oy, | {5 H IR EE AR

+ zmin ] zmax H{H LK ERENSARIME

children 2ZINARAII - FINAFRISHEE, EEAESI I =E | RO

=T, ENRMmLFEELN S | eSS MEnFIbERErsEH (£ F . &

T . EEf0aL)

» visible IETFMILSRE | BENARERAI R , ol NaisSfa Y. Z=FRB
proland::TerrainQuad::update J5iE8E5

proland::TerrainNode ZE£FA— Mz, EE&—MES@HERE N HEIE
proland::TerrainNode::root f9iSE, EEUTFER :

- splitDist ERTRTEEMSHRSEF K (BEX)
« maxLevel X5 EMELERERANEHER
« deform BFETFHFR9EEAR ( MEST)

proland:: TerrainNode FFiE SRR EFISATNHER. XUERTLAGEA
proland::TerrainNode::getDeformedCamera,

proland:: TerrainNode::getDeformedFrustumPlanes,
proland::TerrainNode::getLocalCamera M EEBFITERZZS(BI-PIREN ( WMEAZEERZ ) . EAEE
proland::TerrainNode::update F5i5&E 5 , ZmAFER—EN T HRE==ESP R ENHE
TRIEABN ( A MENAE BT LAEREY ) .

3.2.4 HRZER
proland:: TerrainNode RTLAFR Ork FFERE A | BLITER -

<terrainNode name="myTerrain” size="6368808" zmin="8" zmax="16880"
deform="sphere” splitFactor="2" maxLevel="18"/»

ZREEEE T — M | SARILRES 12720712720 T ( 12720=2'6360 ) , BIEE0
F1 10000 28] , EFEBRZER ( SPAKBERURILIBCEN ) . ZHFIY R k=2
RIS EFE (34— 80 ErYiin , MORESR 1024 &2, HF— 1B s —7r8
AEHRO |, ¥l EEEARIEE i, LETF—MUIENLETEE e MR s
TF)RoE 16 E (B 16 B ) . TR : X7) deform iEIN{N3ZHF none F sphere , {EZEK
Resefierh |, BRERIRE R size . “terrain1” ] “terrain2” ZLGIARTE T EEFEKEAVBRE T A
YnfarsEre.
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3.3 HufziREREESE

proland::TerrainNode {NF—-ETFE I XanMinf SEELSRtHEALNEINER,. ©FE
iz PR EENE. iR CtE s SMEER R | FifERFHETD | B
HEFEEE ( AMEEED ) . RERNFE—THERENINEZ EMNEHE | (552
DRI ET |, RSB RAETF, %M proland::TileSampler 2244,

proland::TileSampler 5—4* GPU iRbEXEX, ENEERBELMFIDAFAIISHT , F
RAMREAEFRR, FTMABRIRE GLSL —HERRATEGRRTIZ AL
FREL— IR,

F—-AA proland:: TileSampler:update Fi%3Ehe. /7 ELUBTE IO RS RMHE A2
. SEZNTHN E—RERZSENRI—MEZE . A |, eI | BE
A getTile ERAMEREEFHUAFR, HR  WTFEMNEMLRE (8, DIEABEENRE
H—8Bsr ) . EfER putTile BAMEEBMAVRAEHER. XHETRYEETAEMHED
2HEN (MRERF ) | REERAIGARAIFE,

iFE

+ 35 E proland::TileSampler::update J5iiEE—M & S AL FRE LR R RSTIRAMES
MHESE, HTEF RS | ZESEREEIRNT.

SEEPEARESENNY NS N ULFERR, FER B8 AN FIAFEmR , B,
ARl B EEE HiET |, AEEFINNFER. et R IibfEmse , B , BREeiNsEE

SRS a0 ( Rk ) . ATIBHES e — MUhREERR | {Re IR TECE
Hik:

+ proland::TileSampler::setStoreLeaf fSHHREA— M HFIULFERMR, BAER
» proland::TileSampler::setStoreParent $§HH 2 A— AR AR (BD , IEH

F). HMNEE
- proland::TileSampler::setStorelnvisible IgHEFRERISEIMOIGNEE ML, AR
"

+ proland::TileSampler::setStoreFilter iFII—MEERIEHETIENAET IR, S IEREE
A EOEIEREY | BERESTATCEMRR, RSP NEREREZRE
Bt | BPARERE

RE— AR LIATRRRI—F - BERRE. RAESERS | EREENRE
SRR AERMREHESERZAER. ERESEARRIIFIERERASER. SR
ERANESINER , EESIERN  XaENEHMEELINES.

XELARR SRR, e E M ERRAMES AT LA EE R SRR, BL—EE]
LISEDfE—LiEiee, A —MESRIEATE, XRR 7IEREME , BRI NE
B tESRERETRE | SFEHHSERANEIRIES TR | BarEaT I
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BXH ( BEESHEEAT 2 BRER  FBARTETHNRHARER SN
B) . ATERSSHRD  WAEET LRI ( "earth-sitm-async” 7B - FralEE
VAEZERIEN ) ¢

= proland: TileSampler:setStoreParent IR EAE. HEATHEIEINR—HIEEE
£, BTN UEL RS S TaREL

+ proland::TileSampler::setAsynchronous #¥iie S R

+ @f5 , ork::Scheduler #/szEHEA2ERIANESTMMEL ( CPUFD GPU ). {#FH
ork::MultithreadScheduler , IXRBTHEEREER | & —EEAINI=ERT BT LU

==
- (FATLLRE ARSI R USRI R b St 0TS, B — R e AR S AL
AR R,
3.3.1 GLSL @&y

HN_EATA |, proland::TileSampler (N AEREIRE GLSL —HTEAFEBRETHREHET
ihiasBR, ZMmEiEE proland::TileSampler:setTile 75553008 | %75 A {ER— MBS
SHRERMANEEL. (EH findTile TERFFIEPHIIZIRAMIE, AFIEEVE GLSL —HEF
BN EEEROZEERBNAE. BAH | NREERMEERE | BERATRR,
Rz ARSI |, NIEMZLHRANAeETE | DUEEHE | SEEERhERpEM%. IPAasEm
GLSL —HETERIGE AT AIFEEEHaEMERRAE R —E 5.

N7 ERFEPHOSIEREEHER | —MRAEEEE T FENSGE, M1D, 2D, 2D 8
{Hal 3D LH— | 7 GLSL [ sampler1D, sampler2D, sampler2DArray B sampler3D =

BE , F texture1D(), texture2D(), texture2DArray(), 8i texture3D() EREUFER , Hii 1 AERTEEHR
TFHERIETERTE M —5riY samplerTile SEEF0—5THY textureTile &Y. BEMIHVEMH
textureTile gls| 3T,

FELtbe GPU HlihEEss p AEpkRIREILAMNTFGIE)., TS5z EECIE— TileSampler

Ptr<TileSampler» u = new TileSampler(“mySamplerTile®, p);

EF “mySmaplerTile” ;& samplerTile —HEFRIIEF , BATEERSETIHEIR, update 75
ZRAERE | EEREIHESHEITE , BIHRE "mySamplerTile" —EEEEAENIEER |
FELEIERERY GLSL 22F ( 1D ork::SceneManager::getCurrentProgram ) , {#F5

u=»setTile(level, tx, ty);

EE—EEEAYLL
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PtreUniform3fs v = new Uniforma3f("myUniform™);
v-»set(vecif(l.8, 6.8, 8.8));

AEBATESAAMAIIYANZ. £ GLSL fUi3 , ReILian ™ ( 0 “terraint” fil ) :

#include "textureTile.glsl”
uniform samplerTile mySamplerTile;
void main{) {

vecd v = textureTile(mySamplerTile, uv);

}

HrpIinfzepag uv SERERTE 0 2 1 Z[8) (iE8 textureTile iSRRI RATOFRRE , LEWNED
Bi9 : [0...1) SEEIRSTEIRAIAET ) .

jEF= i

+ W15 GPU LA NEAREST fiztiEBo |, {MATLIEEESE{ER textureTilelinear
HE textureTile {EEMHEE (1Z@REGAR textureTile F:AERERRIGHE ) .

3.3.2 1ReRgd

A ET5iE , samplerTile —HEFRREFFE—MEBSEP—RLE—MR, BIMFEILIAT
EEHEZNR ( ERE— M EERE AT ) MEERRPEEZ samplerTile , B{EHR
REFE— T EEIRAESE | SHIEXULE SRR —TRES | SHEXLLE | LULE
FFrBmiaR. #m , SNFEERDE— (ES4 ) HEEAIRRER, XeTLUfERIRERES
FELH - —PMABFIRE— GPU hpliElEEH | EiISHE MNMAERIFEPRTFESE. BT
— MR LUMET SRR | FRLARET LGS A 2SI AT A R,

&M

—MARBEHET TileSampler (£, (EEEMNEMBRHICHABEIN TieSampler TEFRAZARE]
SEFEERTRREERN, BREFREREHTME 65N, BkE0EER—
ML TileSampler, ;R BRMGHEZ SEAERIRFMENRLEINEX | GERERNER
( SEfR (eI RERE S IR HERES ) .

—Ni%EE TileSampler BTLAMIEE A7) —MABRET |

» B—EEES TileSampler #8600 GPU QbR ESIALRIRET | {EH tileMap="true" 1%
{ W GPU BiFiE )
« BV RRIE S RO MBS sl proland::TileSampler::addTerrain 7ER

EEEEPER textureQuadtree FEZH) |, iZHRMS ALBRTER
proland::TileSampler:setTileMap 735£ ( "terrain5” {5l F9fY "terrainShader.glsl” 37
#) :
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#include "textureTile.glsl”
uniform samplerTile myTiles;
void main{) {

vecd v = textureQuadtree(myTiles, xy, 8.8);

}

TZERHUERS x, y WIRAE (FE-L2F0 L2 ZEEEE, L BIRERYT , B, RIUbRENK - I
QHERSSIEZR =, XEE 0.0, HHER d) (FABASH. EESKRHESZARY
HFIGOAREAE , ASERRPETEFHTRIMENER, REEEFAEREIZRY
H&.

Bz

F—FHEE SRR (xy) B p MM ETLRE g BIEIELAE (level tx ty) | BEXR/NNE
L B RIS IEEE T k=1 Bl , = (excy) . —BHIETEE level |, FIRSFSHKE
tx, ty ( ZCER b te= |2/l +1/2)] , ty th—4#E ) . FRLIERaEHEITE level ,

HANER p A2 BRYIER d=max(|x-cx.ly-cyl) , FOMUAAE q STR-B0IER (FH) d,.
A\ d, <d <dgtU2=, BIEIR q gHHRlD | B4 :

k2™ < dy < d

B BRI q B IDEER ST | ifEr , TR <kli2== | Hd, <d<d+L2==1 {8
2

d < (k+1)L/2"==t

ARAFA 1= FEFFMER | d < kL/2ev=n B d > kL2t | E—mhiE RIS — KR kL/2es
<d < kL/2== | #5HH level = [1+Iny(kL/d)|. EZHMERBMNBEZTRE k2= <d <
(k+1)L/2evek B FE—SBEZE , 4 1+In,(kLid) < level < 1+In,(kL/d)+Iny(1+1/k) <
2+Ing(kLid), REELAL  FERMERT . 1+Ino(kL/d) <= level <= 2+In,(kL/d) . FREAZR(IEET
H level : BFEITHE | = [1+Hn(kUid)| , AAPRESE tx #0 ty |, KRS ZIULEANEER d, /T
kL2, BEFIER |, BIIET level BAR | BAR +1,

—BER7E TIZERAT | FTERIIRBIZRERFHEIOUE. XRRRFRTIE , AE
REFFIHEPFHTRR (MNREFTETREMEPIE ) . LEEE—EEk | %
EEE—TAD : X 16 FAVMSH | FHEL 4 TEER | B, BElHZBAR !
—MERTIFERE GPU FFEN MRS, BRER —TREFEHEM. 5—MMFR
FIERMA GPU LRUSHE , (Bl PseRFIERANE. RNERAS—THREE
TBR T BEIERNENSE (AEbR |, g MIRERR ) . BiIXEPES— M OXRE
RERXE |, FILAREFER - F RS ERBR A SRR,
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—NR (Lixty) BIRIRINRIRE D | APERAEETTE. WRIATE (oxoy) , BEMmBIRR
(1, | 211 (edL+1/2) |, | 2 -1 (cy/L+1/2) |) #EHll5T. -1 B EEER/NT kL2- BORFERth &R
7. EPGHZRERRS kPXEFR | B, H1 ELEE 2k PR, BiEX | ERFE
RIEEH (@k+2PPHFIR |, Ko | ERSD. ¥ k<2 FR |, XEFEH— 102.depth K/
HOLRBRST , 20, RAEIR 16 A 1600 PALD (MAZENHZAN ) .

BRI | CPU B RSN FIUAAMARENRRGT SR (5 EE , BURT 4]
ox, cy B9E ) |, ERSIERL -

i=ix+iy(d k] +2)+1L{4]k]+2)?

Hrep .

I =t-2] 2" (ex/L+1/2) | + [ k]
ly =ty -2 2" (cy/L+1/2) | + [ k|

GPU £ , —EYIEBANR (x.y) ARIAY (Ltcty) SiFEEEEI  MEHEZERS| | B3 |PRESNE
MERFRATE PR |, SEZtiiE EaaBi RSl E,. “terrains™ Ay
"terrainShader.glsl” 3RS EEERIEMFCH].

3.3.3 IRRAVH R EIR
proland::TileSampler ETLLAE Ork EIRIESREA , BUTIER ( terraint” filF )

<tileSampler sampler="mySamplerTile” producers"myProducer”
storeLeaf="true" storeParent="false" storeInvisible="false"/>

sampler JBM35E GLSL samplerTile —EFFEHNET |, iZ—HITFEH setTile i88. producer
EHE GPU g E S ENE . storeleaf, storeParent #] storelnvisible EME S AT |
BERGN—TEEMDFEERS ( WS ) . (#A tileSamplerZ (45 tileSampler 36l
tileSampler BUF2E |, SSTRENRER GPU |, Big SRR | SAiZEIRTER T MR
zmin 1 zmax 528 ( MEREEE ) |, LURTE proland:: TerrainNode::groundHeightAtCamera th
BN TaEEEE.

proland::TileSampler LN ATEEASRSHE—HhERET ( “terrains™ 7 ) :

<tilesampler sampler="mySamplerTile" producer="myProducer”
terrains="myTerrainl,myTerrain2,myTerrain3"/>

Heh terrain EEEET T AEIREE L proland::TileSampler ( &ZE0ILIFEE 6
t&ﬁz J a
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3.4 HEAAESS

PR 7= ork:AbstractTask FEEET—PMMEFET R | Eif—TSOREERE | BEELH
iz,

3.4.1 EFAAESS

proland::UpdateTerrainTask FE—{~tbfs L& 8REMA proland::TerrainNode::update 753,
BF— i Maia s BN YA), proland::UpdateTerrainTask JLAE Ork #5iE
HEGEelER |, BLITHEDN ( "helloworld” FlFH1HAE )

<updateTerrain name="this.terrain"/>»

name EHHSEMNEEHRMES R, EeALTFER

+ name: XEHEFE RREEF A name BB REIR
« this.name, $v.name, flag.name : XEHFET AR BIRASETI A this, $v i flag ( I
%) B name FE ( IMASET ) BUE

3.4.2 EFREAVEERS(ESS

proland::UpdateTileSamplersTask fE—oUEthENFESEtE S H982iAM
proland::UniformSamplerTask::update 5%, FiZ{TE ERiTE RSO ERLR,
proland::UpdateTileSamplersTask BJLAEA Ork FiRIELEEE |, ST ( terrain1” §5lF
BikA) -

<updateUniform names"this.terrain"/»

name BIHSELMFEMINERET R , ERLITRED

« name; XIS S REH name R SEE
- this.name, $v.name, flag.name : XEHEFET AR BIRGET S this, $v B flag ( M7
iE ) Y name FE ( WHSETS ) BE

ZESEH TS Ok BIENTHESRINS ST REXNMESIRREFEE, Lirt—M5
SETATLIEMRARX—EEESR | 81F proland:TileSampler ( ork::Uniform B9—F2 ) ,

3.4.3 LLHIBRZESS

proland::DrawTerrainTask B RIEFAE RS A AYE— M FILOFAH THER, B
BRME—ERASK |, 3 GLSL fErEEE | fahl |, (8 , EibEisSEAEEFE T mmn
e, TELEIZET , 1Z{E5% A proland::Deformation:; setUniforms igE— 11— 2 AT
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tthifz, th{#FF proland::TileSampler::setTile & proland:TileSampler::setTileMap 128 ——
HEFEFEnoizmibmEit ( M85 ok AT ISRENET B XA ESEE
HVHERE ) .

proland::DrawTerrainTask PILA{ER Ork FFHIEREEE , BUOHES

¢<drawTerrain name="this.terrain” mesh="this.grid" culling="true"/>

name EBIHEEL/MEEAINEET R, ERLITRE

« name: IXETHERE T MBS A name AIHERET IR
« this.name, $v.name, flag.name : AT SR BIRGET S this, Sv i flag ( Il
&) B9 name FB ( WERTR ) B9E

mesh BIEE—MEMERNEF ( NEM ) . BEETRTEHE M FRoEIMEN. &
TR

« name.mesh : XFERES S name.mesh BUFRERETER
+ this.name, $v.name, flag.name : XEHERMEERHET A this, $v & flag ( WAE ) 89
FEREE

culling BIHEERSABIMFIGDEEERRH |, BREUcHBPEEN#r LR, BUAE
TE , BWERENMF IO,

4 ARPEO

Proland FYEMECHEETSADME, AT BFAFUERRER B , 7 Proland R E
RIS REVSARRA 78,

Ul S8R | SR (1SR, &ES... ) Fl TweakBars , FHTFA—EETHR BT IALHE
B, TweakBars th23{FEH , oJLIMRIEEE | 740 OpenGL 44,

4.1 AR

4.1.1 WEDHE

L{HEAU Proland IX1FHER , —NRIFINSIMASKR LR, Proland LT —MRA
proland::BasicViewHandler FIRS. ERMTHIEEERE | LiIRGRMFHOEHEIERFRE
T EEREESN. BASMESRS : PageUp 1 PageDown EEFIESRE ( 2
i) . BFRASED « y WFEEVEY. , MAREAEERE TR, CTRL+EHAEREE
#. BHREIET] PageUp PageDown {EFR—#.
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proland::BasicViewHandler 3 7 BiF T{EFR—
proland::BasicViewHandler::ViewManager, 1Z{LEFE SR YT ork::SceneManager |
proland::TerrainViewController 130 R tHRATEERAYAR], BN S RErSEE R
it EEUE | RENRNE SR ERROEE.

proland::TerrainViewController FH#EHGIEFIAS M. RIAERTFEMFEERRT R , B
= Proland {24 TERFFHEARISCIN.

EAEFIHET LA Ork BERIEZREIN ¢

<basicviewHandler name="myWViewHandler” wiewManager="myWindow"
next="an0ptionnalEventHandler™/>»

+ viewManager: 4HE S Ul BY proland::BasicViewHandler::ViewManager 15
= next: —EIERIEHSOIE | FRIEEGR N ORI

"terrain3" SEAIRAR TiZ#NEFEFUMEERT Ork BiRR{EH ( $FEIR2 355 "terrain2” EbiE
B ) . “oceant” ZL{HHBAT UNATE Ork R FEEAD.

4.1.2 BHCHR

PR BICR— RN EAGTERGEM , AR R F.
proland::EventRecorder FEAILAMIXEE, HET F12 60, EEMCESBHET F12 BX
W T ( FrEEERR , Bindl OpenGL B{HERETE BRSO ) . Bi4 . AFEILUER
F11 B T shift+F11 B , EESLIEE 25 MAESHRCREER E ((FRe S
RIREER  MARERNATE , EXMMESEEERFEEIREETEL ) . XAFRFE
Z[EREEA. AT LIRS ARSI,

FHHCHRACR T Recordable WRIRMOVFEY, CHEFHIRPREBE—HIEF . B, ©
BT U EEEINE (PSSR ) | iCRIFAESEM , FHERZIRE U g5k
W T HEES— PR .

EHCREEFTLAA Ork FFIRIESREEA

<eventRecorder name="myEventRecorder" recorded="myWindow"
videoDirectory="\home\myVideos\" cursorTexture“cursor"” next="myBasicViewHandler"/>

+ recorded ZHEHHOREEOICFIER

+ videoDirectory FiH{RFRSREEN S8
» cursorTexture BRI R YEEr EAEFRSIR
- next iZE{HFCRIEBICERINENAIEHRIEIIRE
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4.2 TweakBars

fRTHEREIRELISN U BEEESStREE | B el ISR E AR T Husk(s
. LR, MFEEXR | EEMEENETHSEEE. Philippe Decaudin F&T—
BEEL SR TEREESE : AntTweakBars , Proland TEf=ETIHHESE,

hTRAEREFERAZTEE | Proland 88 77— proland:: TweakBarManager , AJLA
MIE(T poland:: TweakBarHandler iFIIAZE , ERAZELLE]. SERE | BIRILEELESE
IMEERFRRYSHE IR |, IRARIIE (IN4E4ERS ) . TweakBarHandlers BEJLIR =R : {<HY
B ((—EERE)  BEE (FREEAHEMIREaRMERTTA ) StREd! ( TLETH S
it).

EHFCFEE N , TweakBarManager B457E Ul E1888 FATEAE. BHE—Z4E
i, AHET LR SRR 18 TweakBarHandlers , IR EMIERTEESET
i+ NRE , EFEEEREHREREENEE tweakbar ,

TweakBarManager BJLLF Ork BRETRERSA. ¢

<tweakBarManager name="myTweakBarManager” minimized="false" next="myViewManager":»
ceditor id="myEditorl" bar="myTweakBarEditor"

exclusive="true" permanent="false" key="r"/»

c\tweakBarManager>

+ minimized : RiE TweakBarManager 2FLAEIVYEEN
- next : GRAMNBEF{EREAINEE
+ bar : —MIERIASHNE] TweakBarManager £ TweakBarHandler

« exclusive : JREREE TweakBarHandler EEHRY. E—RERE— 0ol LIEME
+ permanent : JR7E TweakBarHandler £50]FH

» key 1 —PolERRERESEAEE TweakBarHandler
—ULE2RIA DT FERY TweakBars :

- proland:: TweakResource | — B xml AR TweakBar , REMR Ork BHiF—#

» proland:: TweakSceneGraph : FHFEH1HRE. (£ proland::SceneVisitor IISRFIELS
SEHERSTETE M. EATAFPBRSLENFHIEA

+ proland:: TweakViewHandler : #§I—-EFNFOHE, 55— adinogfEs g
i, EELESEE R,

Proland SEAiligBE 7iXLE tweak bars SANTFERAY (5B "edit1”, "edit2”, “edit3” ] “edit4”
). TEIRZT proland:: TweakSceneGraph [ : tweak bar £5H—MRIFEIINIZEE |
SMEETEAILY R ( ATERREEZET =, SECHNEFE | FeiRtlEF ) . X
M TEEBSHT—MELIETHRSNENTIR ( AR ERIE R RETFERRS
), BEERRTRTATREFNFE (B8 , FAPIHRERANRNSES ) .
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BE16 : proland::TweakSceneGraph tweak bar RiE. TILIAEFSIIMEENED , A
SHIFT+EIFIERIBEINE. M CTRL BiFEMEA , FEFRRENKTE). SHkENES
B
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