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class _OgreExport Node : public Renderable
{
public:
typedef HashMap<String, Node*, _StringHash> ChildNodeMap;
typedef Maplterator<ChildNodeMap> ChildNodelterator;

protected:
/// Pointer to parent node
Node* mParent;
/// Collection of pointers to direct children;
///hash map for efficiency
ChildNodeMap mChildren;

SceneNode

class _OgreExport SceneNode : public Node

{
public:
typedef HashMap<String, MovableObject*, StringHash> ObjectMap;



typedef Maplterator<ObjectMap> Objectlterator;

protected:
ObjectMap mObjectsByName;
/// Pointer to a Wire Bounding Box for this Node
WireBoundingBox *mWireBoundingBox;

SceneNode Scene Cell Octree
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/// Stores the orientation of the node relative to it"s parent.
Quaternion mOrientation;

/// Stores the position/translation of the node relative to its parent.
Vector3 mPosition;

/// Stores the scaling factor applied to this node
Vector3 mScale;
Scene Node Cell

transform Entity
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class _OgreExport Entity: public MovableObject
{

// Allow SceneManager full access

friend class SceneManager;

friend class SubEntity;
private:

/** The Mesh that this Entity is based on.

*/

Mesh* mMesh;

/** List of SubEntities (point to SubMeshes).

*/

typedef std::vector<SubEntity*> SubEntityList;

SubEntityList mSubEntitylList;

Scene Node Mesh  subentity sub entity

class _OgreExport SubEntity: public Renderable
{

// Note no virtual functions for efficiency



friend class Entity;

friend class SceneManager;
private:

/// Pointer to parent.

Entity* mParentEntity;

/// Name of Material in use by this SubEntity.
String mMaterialName;

/// Cached pointer to material.

Material* mpMaterial;

// Pointer to the SubMesh defining geometry.
SubMesh* mSubMesh;
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typedef std:vector=Renderahle™ RenderableList;
typedef std:map=hMaterial*, Rende[ableList =haterialGrouphagp;
typedef std vector=Renderable™= TransparentOhjectlist,

RenderPriontyGroup
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Mesh

%MaterialGruupMap mhiatesialGroups Renderahle

%TransparentObjectList mTransparentOhjects

+1...l;f M\_\_

typedef std:map=ughatt, RenderPriarityGroup®, std:less= = = PriorityMap;
typedef Maplteratop=Priorityap= Prioritetlaplterator; +1
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Render@ueueGroup SceneManager

%Prioriwhﬂap mPriarityGroups =
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typedef std:map¥ RenderdueueGrouplD, RenderQueueGroup® = Render eGrouphiap;
Iif lteratar over guede Broups
typedefl Maplterator=RenderCueueGrouphtap= QueueGrau
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class RenderPriorityGroup

{
friend class Ogre::SceneManager;
/** Comparator to order transparent objects
*/

public:

typedef std::vector<Renderable*> Renderablelist;
/// Map on material within each queue group,
/// this is for non-transparent objects only

material

typedef std::map<Material*, RenderablelList > MaterialGroupMap;

/// Transparent object list, these are not grouped

/// by material but will be sorted by descending Z

typedef std::vector<Renderable*> TransparentObjectList;
protected:

MaterialGroupMap mMaterialGroups;

TransparentObjectList mTransparentObjects;

RenderPriorityGroup Renderable

material Material Renderalbe
material Entity
pipeline config
object list
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RenderQueueGroup
class RenderQueueGroup
{
public:
typedef std::map<ushort, RenderPriorityGroup*, std::less<ushort> >
PriorityMap;
typedef Maplterator<PriorityMap> PriorityMaplterator;

protected:
// Map of RenderPriorityGroup objects
PriorityMap mPriorityGroups;



RenderQueue
class _OgreExport RenderQueue

{
public:
typedef std::map< RenderQueueGrouplD, RenderQueueGroup* >
RenderQueueGroupMap;
/// lterator over queue groups
typedef Maplterator<RenderQueueGroupMap> QueueGrouplterator;
protected:
RenderQueueGroupMap mGroups;
// The current default queue group
RenderQueueGrouplD mDefaultQueueGroup;
group
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class _OgreExport SceneManager

{
protected:

Render System

Scene Manager
Scene Manager

/// Queue of objects for rendering

RenderQueue mRenderQueue;



/// Current ambient light, cached for RenderSystem
ColourValue mAmbientLight;

/// The rendering system to send the scene to
RenderSystem *mDestRenderSystem;

typedef std:
typedef std:
typedef std:
typedef std:

typedef std

:map<std::string, Camera*, std::less<std::string> > CameralList;
:map<std::string, Light*, std::less<std::string> > LightList;
:map<std::string, Entity*, std::less<std::string> > EntityList;
:map<std::string, BillboardSet*, std::less<std::string> >

BillboardSetList;
::map<String, SceneNode*> SceneNodelist;

CameraList mCameras;
LightList mLights;

Ent
Bil

/**

*/

ityList mEntities;
IboardSetList mBillboardSets;

Central list of SceneNodes - for easy memory management.

@note
Note that this list is used only for memory management;
the structure of the scene is held using the hierarchy of
SceneNodes starting with the root node. However you can look
up nodes this way.

SceneNodeList mSceneNodes;
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Camera in progress

Camera* mCameralnProgress;

17/

Root scene node

SceneNode* mSceneRoot;

// Sky params

// Sky plane

Entity* mSkyPlaneEntity;
Entity* mSkyDomeEntity[5];
Entity* mSkyBoxEntity[6];

SceneNode* mSkyPlaneNode;
SceneNode* mSkyDomeNode;
SceneNode* mSkyBoxNode;



Quaternion mSkyDomeOrientation;
// Fog

FogMode mFogMode;

ColourValue mFogColour;

Real mFogStart;

Real mFogEnd;

Real mFogDensity;

Scene
Manager Scene Manager BSP Terrain
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- § createAABBQuery[const AxisAlignedBox &box, unsigned long mask = OxFFFFFFFI

- § createAnimation[const String &name, Real length]

- § createAnimationState[const String &animMName)

- § createBillboardSet[const String &name, unsigned int poolSize = 20)

- § createCamera[const String &name]

- @ createEntity[const String &entityName, const String &8meshName)

- § createEntity[const String &entityMame, enum SceneManager;:PrefabType ptype]

- & createlntersectionQuery[unsigned long mask = 0xFFFFFFFF)

- @ createLight[const String &name]

- § createMaterial[const String &name)

- § createOverlay[const String &name, ushort zorder = 100)

- 4 createHayQuery[const Ray &ray, unsigned long mask = 0xFFFFFFFF]

- § createSceneMode[const String &name]

- § createSceneNode|)
%% createSkyboxPlane[enum SceneManager::BoxPlane bp, Real distance, const Qua
% createSkydomePlane[enum SceneManager::BoxPlane bp, Real curvature, Real tili
- @ createSphereQuery[const Sphere &sphere, unsigned long mask = 0xFFFFFFFF]




- @ removeAllCameras|[)
& removeAllEntities|)
- removeAllLights(]
- § removeBillboardSet[BillboardSet *set)
- @ removeBillboardSet{const String £name])
& removeCamera[const String &name]
- fp removeCamera[Camera *cam]
- d removeEntity[const String Ename]
- § removeEntity[Entity *ent)
& removeLight[const String &name]
= § removeLight[Light *light]
- @ removeRenderQueueListener{RenderQueuelistener *dellListener]

- @ sethmbientLight[Colour¥alue colour]

- @ setDisplaySceneNodes[bool display]

- i setFog[FogMode mode = FOG_NONE, Colour¥alue colour = Colour¥alu
-4 setMaterial[Material *mat, int numLayers]

- @ setOption[const String &strkey, const void *pValue]

 setSkyBox|bool enable, const String &materialMame, Real distance = £
- @ setSkyDome[bool enable, const String &materialName. Real curvature
- @ setSkyPlane[bool enable, const Plane &plane, const String £materialN:
- P¢ setViewport[Viewport *vp)

- @ setWorldGeometry[const String &filename)

b g destroyAllAnimations|)

- @ destroyAllAnimationStates|)

- @ destroyAllOverlays()

- fp destroyAnimation[const String &name]

- i destroyAnimationState[const String &name]
- @ destroyOwerlay[const String &name]

i g destroyQuery[SceneQuery *query]

- @ destroySceneNode[const String &name)

® (et



i @ getAmbientLight()

& gethnimation[const String &name]

% getAnimationState[const String &animMName]
----- § getBillboardSet{const String &name]

% getBillboardSetlterator()

& getCamera[const String &name])

4 getCameralterator]]

----- § getDefaultMaterialsettings|)

4 getEntity[const String &name])

- § getEntitylterator()

& getFogColour]]

----- @ getFogDensity()

& getFogEnd|]

% getFoghode[]

§ getFogStart])

----- 4 getLight[const String &name]

@ getLightlterator()

4 getMaterial[const String &name)

@ getMaterial[int handle]

----- § getOption[const String &strkey, void *pDestValue]
@ getOptionKeys[std:list<{5tring> &refKeys)

@ getOptionValues[const String &strkey, std::list<SDDataChunk:
- getOverlay[const String &name]

Scene Manger RenderQueuelListener

Summary
Scene Manager



