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/'l Function called by the EntityManager to store the previous state
[l of the Entity for interpolation
voi d Exanpl eEntity:: PreUpdate(float FixedFrequencyTi ne)
{
/1 Store the previous world matrix
Previ ousWorl dvatrix = CurrentWrl dMatrix
/1l Store the previous array of bone matrices
Previ ousBoneMatri ces = Current BoneMatrices
/1 Notify our EntityRepresentation
EntityRepresentati on->PreUpdat e( Fi xedFrequencyTi ne)
/'l Reset changed flag for next frame
Changed = FALSE
}
/'l Function called by the EntityManager after PreUpdate to
/'l update the state of the Entity
voi d Exanpl eEntity:: Update(float FixedFrequencyTine)
{

/1 Update ganme state (animations, position, etc.)

/1 The EnityRepresentation needs to know if anything changed this frame

/1 that requires interpolation

1/15



if (CurrentWorldMatrix or CurrentBoneMatrices changed)

Changed = TRUE
}
/'l Function called by Entity::PreUpdate to store the previous state
/'l of the EntityRepresentation for interpolation
voi d Exanpl eEntityRepresentation:: PreUpdate(float FixedFrequencyTi ne)
{

/1 This flag indicates of for the next 1/15 th second the EntityRepresentation
needs to interpol ate

Must I nterpol ate = Entity->Changed

/1 Note the current tine

Last ChangedTi ne = Fi xedFrequencyTi me
}
/'l Function called by the Representation manager to update the state
/'l of the EntityRepresentation

voi d Exanpl eEntityRepresentation::Update(float Real Tine)

{
if (Mustlnterpol ate)
{
/]l Calculate the interpolation fractor, the factor will be in the range [0, 1]
f1 oat Fact or = M n( (Real Ti ne - Last ChangedTi ne)
/ Fi xedFr equencyTi neStep, 1)
/'l Use spherical linear interpolation for the world matrix
WorldMvatrix = SLERP(Entity->Previ ous\Wrl dMatri x, Entity->Current Worl dMatri x,
Fact or)

/'l Use linear blending for the array of bone matrices
BoneMatrices = (1 — Factor) * Entity->PreviousBoneMatrices + Factor * Entity-
>Cur rent BoneMatri ces

}

el se

/1 W're not interpolating so we can sinply use the current Entity /'l state
Worldvatrix = Entity->Current\Wrl dMatrix

BoneMatri ces = Entity->Current BoneMatrices
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solve these problems simply turn off interpolation for one update by setting
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SSN67 Kasper J. Wessing, Remco

Straatman, Frank Compagner, Robert Morcus, Stefan Lauwers

® [SSN67]: Shellshock: Nam '67 — Developed by Guerrilla, published by Eidos

( http://www.shellshockgame.com/)

® [Bloom]: Stranger's Wrath — Charles Bloom — Speech at game|tech 2004
( http://www.cbloom.com/3d/game_tech _04.zip )

® [Butcher]: Halo 2 — Chris Butcher — Speech at game|tech 2004 ( http://www.game-

tech.com/)
® [Stelly]: Half Life 2 — Jay Stelly — Speech at game|tech 2004 ( http://www.game-

tech.com/)

® [DP]J: Design Patterns: Elements of Reusable Object-Oriented Software - Erich Gamma,

Richard Helm, Ralph Johnson and John Vlissides
( http://www.amazon.com/exec/obidos/ASIN/0201633612/002-1551927-3481617 )

® [LUA]: The LUA scripting language ( http://www.lua.org/ )



http://www.shellshockgame.com/
http://www.cbloom.com/3d/game_tech_04.zip
http://www.game-tech.com/Talks/Butcher.doc
http://www.game-tech.com/Talks/Butcher.doc
http://www.game-tech.com/
http://www.game-tech.com/
http://www.amazon.com/exec/obidos/ASIN/0201633612/002-1551927-3481617
http://www.lua.org/

