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o FEF2E CDynGuUiApp
e R4 CDynGuiDoc
e HEZE2E CMainFrame

— PSR I TR AT A D)
DynGuiView : CGLView : CView
nenGLEEALE, B —=4EEE
DynScrollView : CView
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o N UEMESR — A8 0 = A H
Z i EE R 3 CPolygonFillDIg
PN R % CScaleDlg

A& CStateNoDlg

R fp e R . CStepSizeDlg
P& 5. CSwitchToDlg

B 7~ I (8] [H] Fg . CTimeStepDlg
PSSR & CTranslateDlg

/\

T H#: CToolDialogBar
*+: CAboutDlg
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o A ALH . CCmdRun
o BENLCAFAFE(ZEM . XAFK): CFFRandlO
o APRICE Bk (3£32): CFEModel

e DYNA3DH#ift.2: CPostDyna: CFEModel

ImportFEModel(char* FileName)
LoadNodalState(int state)
LoadBrickEleState(int state)

e OpenGLiH7/~: CGLDemo
o fT W AHKIH: CLinePrint




JFORTRAN

Calling conventions; Naming conventions;
Passing by value or by reference

2] € 727

o B A 44T (C) k%1 (FORTRAN)
o SEWVEEA: (HALH(C). Huhlf%i%(FORTRAN)
o FAFH AL, PHubE+H K JE (FORTRAN)
TR
o “C”: _name@nn (C++: _name@@decoration)
o stdcall: P AE. name@nn




FORTRAN

extern 7C”

{

void stdcall RWABSF (int* FIT, char* FN,
int LFN, int* US, int* BFS, int* FCS) :

J

FORTRAN
SUBROUTINE RWABSF (FIT, LEN, US, BFS, FCS)

e 52f. CFFRandlO
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e Resource/Menu/IDR_MAINFRAME
Caption (TEST)

ID (ID_TEST)

e Where to response ID_TEST message ?
CMainFrame — Available to all views
CDynGuiView — Only available to this view
CDynScrollView




e ClassWizard

Message Maps ] Member Yariables ] Automation I Activex Events ] Class Info |

i — -
B A et B e

Ermect  Ulassaanes  AddClass... ~
]DynGui j CDynScrollView j
_ _ _ Add Function...)

EA.dinclude\DynScrollView.h, EXA. Asrc\DynScrollView.cpp
Ohject IDs: Messages: Delete Function
ID_Step i q COMMAND ©
ID_Step_Size PDATE_COMMAND _UI Eiiade
ID_Stop_ Animation

ID_SWITCH_TO

CHYIEW 5
Add Nember Function
ID_TIMESTEP v
Member functions: Member function name: DK)
¥ OnBeginPrinting iﬂnm
Cancel

¥ OnDraw

¥ OnDrawFEMModel ON_ID DYNAIDMODEL] Message: COMMAND

¥ OnEndPrinting Object ID: ID_TEST

¥ OnGLDemo ON_ID GLDEMO:COMMET™™ v

Description: Handle a command [from menu, accel, cmd button]

OK Cancel
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e DynScrollView.h
afx msg void OnTest(); pPRZCJR AL BH

e DynScrollView.CPP
ON_COMMAND (ID TEST, OnTest) 5& S HREK £

void CDynScrollView: :OnTest () & XY B AT g%k

{
// TODO: Add your command handler code here
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Ml Test Dialog

Caption: Test Dialog
ID: IDD_TEST_DIALOG
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e Create a new class
[2x)

Message Maps ] Member Yariables ‘ Automation J ActiveX Events | Class Info ‘

Project: Class name: Add Class... -
IDynGui L] |CDyn5cruII‘l.r'iew L] -
EA.dinclude\Dyn o -
Object |Ds:

Adding a Class

IDD TEST DIALOG is a new resource. Since it :
ID_ANIMATION is a dialog resource you probably want to @ EuiEune
ID_APP _ABOUT create a new class for it. You can also select Carcel
ID_APP _EXIT an existing class.
ID DEFO_ANIM
ID_DEFORMED
ID_DY¥NA3D

Member functions]  Create a new class!

¥ OnBeginPrinti} ¢ Select an existing class
¥ OnDraw
¥ OnDrawrFEMie
¥ OnEndPrinting
¥ OnGLDemo ON_ID_ GLDEMO:COMMAND v

Description:

OK Cancel
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—

Hew Cla=s= |E| |E|

—~Class information

Name: CTestDig

File name: Asrc\TestDlg.cpp

Base class: CDialog

Dialog ID: IDD_TEST_DIALOG

—Automation
* None

 Automation

" Createable by type ID: |DynGui.TestDig




FE P v 42 R INAHEAE

HFC Clas=¥aizard

Message Maps ( Member Yariables ) Automation | ActiveX Events | Class Info |

Project: Class name:

Add Class... -

DynGui - CTestDlg -
I . ] J I J Add Yariable...
EA. dinclude\TestDlg.h, EA.. \DynGuil\src\TestDlg.cpp

\J

Control IDs: Type Member Delete Yariable
IDC _EDIT1 int m_From

Uptiare Uolus
IDCANCEL
IDOK Bind All

. N =

¥ RE
Description: int with wvalidation
Minimum ¥Yalue: 0
Maximum Yalue: 1l]l]|

0K Cancel
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void CDynScrollView: :0OnTest ()

{
CTestDlg TestDlg;
TestDlg.m From = m From;

TestDlg.m To = m To;
TestDlg. DoModal () ;

m From = TestDlg.m From;
m To = TestDlg.m To;
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File Edit Draw Animatien View Help

D] &= &|2] £

X]

Test Dialog

From g i b

To 0 Cancel |

258 &
Command:

Ready |_ |_ .r‘?:
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o C

AfxMessageBox ("Error: No free unit available.”):

e FORTRAN

USE DFWIN
INF = MessageBox (0, ~I/0 ERROR!’, “Error”, MB OK)

EEAD ATTEMFTED FEOM HONEXISZTENT FILE !
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e CmdRun.h:

const 1nt m nParameters
const int m NumKeyword
const int m NumHelpText

e CmdRun.cpp

CString CCmdRun: :KeyWords|[m NumKeyword] = {
"SVIEWS”, “DRAWS$”, “ROTA$TE”, “RX$”,

I
CString CCmdRun: :HelpText[m NumHelpText] = {
"SVIW — Switch views 7,
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® /FProcess ¥ N#y 2 A FEFE I B

switch (nKeyWord(cmd, cPara, mPara, m nParas))

{
case 0 : // SVIEW : Switchiviews

pMainFrm—>0nSwitchView() ;

case 19:

pDynGui—>0OnUndeformed () :
pDynGui—>Invalidate()

o




P v 42 1 RN T ELR

e Resourse/Toolbar/IDR_MAINFRAME
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e ClassW.izard

NFC ClassWizard

Message Maps ] Member Variables l Automation ] Activex Events ] Class Info ]

Class name:

-

Add Class...

q

Add Functiun)

Delete Function

ID_TRANSLATESTEP
ID_UNDEFORMED

VIEW DYNA

1D
B o — i
ID_VIEW_TOOLBAR

Member functions:

ol

Project:

[DynGui ~| (JcoynGuiview ~

EA.dinclude\DynGuiView.h, EXA. \src\DynGuiView.cpp

Object IDs: Messages:

ID_TRANSLATE ~
_COMMAND_UI

S BAR

Edit Code

=

Add Nember Function

¥ DestroyWindow
VW OnAnimation
W OnDefoAnim
VW OnDeformed

¥ OnDraw

Description:

Handle a [:um1 Object ID: ID_VIEVW_DYNA

ON_ID | Member function name: 0K
ON_ID_| /157w

g ({0 LViewDynal
ON_ID | Cancel

Message: COMMAND

‘ Cancel




e ClassW.izard

. '_,'4 + B . ‘ .j

2 [x]

Message Maps ] Member VYariables I Automation I ActivexX Events | Class Info |

Project: Class name: Add Class...

= 2

|DynGui ~| {coynGuiview |
Add Function...

EN..Ainclude\DynGuiView.h, EX. AsrcdADynGuiView.cpp

Object IDs: Messages:

ID_THANSLATE »
ID_TRANSLATESTEP

Edit Code

|D UNDEFDHMED
Add Nember Function

ID ‘I.I'IEW D'T'Nﬁ
e ——

Member function name:

LEEViewDynal
Member functions:

W OnTranslate ON_ID_TRANSLATE:COMM| Message: UPDATE_COMMAND_UI
W OnTranslateStep ON_ID_TRANSLATESTEP:Q Object ID: ID_VIEW DYNA

ID_V £
D ‘I.I’IEW TOOLBAR v

£\

¥ OnUndeformed ON_ID UNDEFORMED:CONrrvrer
¥ OnUpdateViewhAxesON_ID_VIEW AXES:UPDATE_COMMAND Ul
¥ OnViewhxes ON_ID_VIEW AXES:COMMAND

= A)
Description: Callback for menu and button enabling/graying ﬁl-@‘%}%’:

EHH &

oK |

Cancel
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void CDynGuiView: :OnUpdateViewDyna (CCmdUT* pCmdUT)

{
// Check/uncheck the option

if (p_FEModel)
pCmdUI->SetCheck (b ViewFEModel) ;

Mimatinn ¥iew Help
v DYHAZD Model On/0fE

|| 4 =2 82| () SThams OOEE

Daformed Model
IIndeformed Model

| D@l (=2 &2 ~(0) Load Stats

Deformation Animation

TEST
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e Resourse/Dialog/IDD _TOOL_DIALOG

A ALSET7 &G

Owner draw; Bitmap
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e Resourse/Bitmap/Insert Bitmap

“RXBUTTONU" Up
“RXBUTTONF” Get focus
“RXBUTTOND” Down

Only for
Bitmap button
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e ToolDialogBar.h
CBitmapButton mLeftButtor’

CBitmapButton m RxButton;

e ToolDialogBar.cpp

void CToolDialogBar::InitDialog()

{
m LeftButton. AutoLoad (IDC_LEFT BUTTON, this) ;

m RxButton. AutoLoad (IDC ROTATE X, this) ;
J

Only for
Bitmap button
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e MainFrm.h
afx msg void OnLeftButton() ;

afx msg void OnRxButton() ;

e MainFrm.cpp
ON_COMMAND (IDC_LEFT BUTTON, OnLeftButton)

ON COMMAND (IDC ROTATE X, OnRxButton)

void CMainFrame: :OnRxButton ()

{
cmd. Format ("RX”) :

SplitPartsString(cmd, s cmdParts);
CmdRun. Process (this, s cmdParts, this—>GetActiveView()) ;

J
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File Edit Draw Animation

View
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o MU Z) |

void CDynGuiView: :OnAnimation ()

{
m CurrentTimer = GUITIMER; // Set up a timer

m iTimerID = SetTimer (m CurrentTimer,
\ m TimeStepSize, NULL):
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o HPRICL K3 H
void CDynGuiView: :DeformedAnim ()

{

p FEModel->CurrentState(m FirstState) :
m CurrentTimer = FEMTIMER;

m iTimerID = SetTimer (m CurrentTimer,
m TimeStepSize, NULL):
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zoid CDynGuiView: :OnTimer (UINT nIDEvent)
if (nIDEvent == GUITIMER) {
m fXRotate += m RxStepSize;
m fYRotate += m RyStepSize;
} m fZRotate += m RzStepSize;
else if (nIDEvent == FEMTIMER) {
p FEModel->LoadCurrNodalState () :
p FEModel->NextState(m Statelnc)

Invalidate(): // Redraw
CGLView: :OnTimer (nIDEvent) :




void CDynGuiView: :OnDraw (CDC* pDC)
{
CDynGuiDoc* pDoc = GetDocument () :
wgMakeCurrent (pDC—>m hDC, m hRC) ;
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT) :
gIMatrixMode (GL. MODELVIEW) :
glPushMatrix () :
glRotatef (m fXRotate, 1. 0f, 0. 0f, 0. 0f) ;
glRotatef (m fYRotate, 0. Of, 1. Of, 0. 0f) ;
glRotatef (m fZRotate, 0. 0f, 0. Of, 1. 0f) ;
glScalef (m Scale,m Scale,m Scale) ;
glTranslatef (m TranslateX, m TranslateY, m TranslateZ):
if (b ViewFEModel && p FEModel)
p FEModel->RenderStruView() ;
if (b ViewGLDemo && p GLDemo)
p GLDemo—>RenderView() :
glPopMatrix () ;
SwapBuffers (pDC—>m hDC) ;
wg1MakeCurrent (pDC—>m hDC, NULL) ;

)



R 32 1 OpenGLKE ¥

o it T4E: HhGLViewzk A 5h58 K
OnCreate: Z v ififFER
OnSize: wE M & N/PAEL T2
o 2| TAE: EOnDraw 34T
B — FFS . Ed:

PR 2] — s AH EoRAIER (S ek L
CFEModel :: RenderStruView())




SVIEW
DRAW [DYNA/GLDEMO]

ROTA [fx] [fy] [fz]

RX [fx] | RY [fy]l | RZ [fz]

SCAL s

ANIM STARt/STOP/STEP/DEF0O/TIME/RX/RY/RZ
HELP

TRAN [fx] [fy] [fz]

TX [fx] | TY [fy]l | TZ [fz]

PROJ ORTH/PERS

FILL/LINE/POINT

TC | RC

STAT nst

DEFO [nFirst] [nLast| [nInc]

UNDE
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