#Conposi te Mul d Tool

i mport viz

i mport vizuniverse

i mport viztracker

i mport vizact

i mport vi zi nput

i mport vizshape

i mport projector

i mport math

i mport viztrackerutils

viz.setMul ti Sanpl e(4)
vi z. fov(60)
vi z. go()

#Main vi ew

Vi z. Mai nVi ew. set Position([-1, 1, 0.5])
Vi z. Mai nVi ew. set Eul er ([ 90, 30, 0])

# Enabl e physics

vi z. phys. enabl e()

#Decrease the force of gravity

Vi z. phys. setGavity(0,-9.810, 0)

#Backgr ound col our

#vi z. cl earcol or (vi z. BLUE)

#Add a sky with an environment map.

env = viz.add(viz. ENVI RONVENT_MAP, ' sky. | pg')
done = vi z.add(' skydone.dlc")
done. t ext ure(env)

G ound = viz.addChild('ground. osgh')
G ound. col | i dePl ane()
G ound. di sabl e(vi z. Pl CKI NG

Tabl el=vi z. addChi | d(' VR Model s\ Table.w "', col or=vi z. BLUE)
#i dea: use variables instead of constants
#originTranslate = [0, 1, 0]

#originRotate = [0, 90, 0]

Tabl el. set Eul er (0, 90, 0, viz. ABS_LOCAL)

Tabl el. set Position(0, 0.9, 0)

#Tabl el. col | i deMesh()

#di sabl e pi cking of table

Tabl el. di sabl e(vi z. Pl CKI NG

#Add physics obj ect

Tabl el. di sabl e(vi z. DYNAM CS)

Tabl elPhys = Tabl el. col | i deBox( bounce=0, fricti on=0. 00000001 )
Tabl el. enabl e(vi z. COLLI DE_NOTI FY)

Tabl e2=vi z. addChi | d(' VR Model s\ Tabl el. wr| "', col or=vi z. PURPLE)
Tabl e2. set Eul er (0, 90, 0, viz. ABS_LOCAL)

Tabl e2. set Position(0, 0.9, 1)

#Tabl e2. col | i deMesh()

#di sabl e pi cking of table

Tabl e2. di sabl e(vi z. Pl CKI NG

#Add physics obj ect

Tabl e2. di sabl e(vi z. DYNAM CS)

Tabl e2Phys = Tabl e2. col | i deBox( bounce=0, fri cti on=0. 00000001 )
Tabl e2. enabl e(vi z. COLLI DE_NOTI FY)



#hol der conponent

Hol der =vi z. addChi | d(' VR Model s\ Hol der Only.w ")

Hol der . set Eul er (0, 90, 0, vi z. ABS_LOCAL)

Hol der . set Posi tion(0, 0.9, 0)

Hol der . col | i deMesh( bounce=0, fricti on=0. 00000001, density=5)
Hol der . enabl e(vi z. COLLI DE_NOTI FY)

Hol der . enabl e(vi z. CONTACTS)

Hol der . di sabl e(vi z. DYNAM CS)

#Di scs

Di scl=vi z. addChi I d(' VR Model s\Bottom Di sc.w "', col or=vi z. GREEN)
Di scl. set Eul er(0,90,0, viz. ABS LOCAL)

Di scl. set Position(0,0.901, 0)

Di scl. di sabl e(vi z. | NTERSECTI ON)

Di scl. col I'ideBox()

Di scl. enabl e(vi z. COLLI DE_NOTI FY)

Di scl. enabl e(vi z. CONTACTS)

Di sc2=vi z. addChi I d(' VR Mbdel s\M ddl e Disc.w "', col or=viz. ORANGE)
Di sc2.setEul er(0,90,0, viz. ABS LOCAL)

Di sc2. set Position(0,0.902,0)

Di sc2. col I'i deBox()

Di sc2. enabl e(vi z. COLLI DE_NOTI FY)

Di sc2. enabl e(vi z. CONTACTS)

Di sc3=vi z. addChi I d(' VR Mbdel s\ Top Disc.wl ', color=viz. YELLON
Di sc3.setEul er(0,90,0, viz. ABS LOCAL)
Di sc3. set Position(0,0.903,0)

Di sc3. col I'i deBox()

Di sc3. enabl e(vi z. COLLI DE_NOTI FY)

Di sc3. enabl e(vi z. CONTACTS)

#arrow i nstead of nouse cursor

arrow = viz.addChild('arrow. wl")
arrow. set Scale([0.1,0.1,0.1])

arrow. vi si bl e(vi z. OFF)

arrow. di sabl e( vi z. DYNAM CS )

arrow. di sabl e( vi z. PHYSICS )

#link the hand to a 3D nmousetracker
nouseTracker = viztracker. MuseTracker ()
nouseTracker.scroll (-8)
vi z. i nk(nouseTracker, arrow)
#turn of f nouse navi gation and hide cursor
Vi z. mouse(vi z. OFF)
link = None #renove any object |inks
def pickOoject():

gl obal Iink

obj ect = viz.pick()

link = viz.grab(arrow, object)

def rel easeObject():
gl obal Iink
if link:
[ink.renove()
[ink = None

vi zact . onmousedown( vi z. MOUSEBUTTON_LEFT, pickObj ect)
vi zact . onmouseup(vi z. MOUSEBUTTON_LEFT, rel easehj ect)
Discs = [Discl, Disc2, Disc3]



def onCollide(e):

print "collision!"

gl obal Discs

#Did a screw hit the box?
vi z. cal | back( viz.COLLI DE_BEA N_EVENT, onCollide )
viz.collision(viz.ON



