Surface Physics Demonstrator
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Introduction

This samplé&urface applicatiodemonstratesan alternative to using the Surfad8catterView €
control. While not all of the features &catterVie ware available in this release (e.g. resize,
rotate manipulations), this control enables an extremely simiplegrationof a basic physics engine
with WPF Surface applications.

Thesamplehas a number opages each of which illustrates a particular copteEach page is
accessible from a set of radio buttons, and within epabethere may be a further choice of
options.

Fa videos demonstrating the futionality, see the following links:

1 http://drdave.co.uk/blog/post/SurfacePhysicdDemoPartl.aspx
9 http://drdave.co.uk/blog/post/SurfacePhysicdDemoPart2.aspx
9 http://drdave.co.uk/blog/post/SurfacePhysicdDemoPart3.aspx



http://drdave.co.uk/blog/post/Surface-Physics-Demo-Part-1.aspx
http://drdave.co.uk/blog/post/Surface-Physics-Demo-Part-2.aspx
http://drdave.co.uk/blog/post/Surface-Physics-Demo-Part-3.aspx

Requirements
The following is required to run the sample:

1 .NET3.5SP1

Clearly the bestxperience will be when running this sample on Microsoft Surface, however it is also
possible to use the Microsoft Surface Simulator, avail&iol® the MSDN website as part of the
Microsoft Surface SDK 1.0 SP1 Workstation Edition

In order to demonstrate objedhteractionthis sample requires aumberof tags for the following
behaviours:

Pointgravity attractor (0OxCQ
Lightor gravitydirection (OxAA)
Spring connecto (0x DD

Solid object(0Ox EE)

=A =4 =4 =4

These tags ardetailedin the FAQbelowand by defaulare assumed to be attached at the centre of
standardsized poker chips. Labels to attach to the front of the chips are avaitatile Appendix

Installation
Doublecli®O] @ K$S Ay Birade PHydick 2 ymsiFéh f S &

If the applicationinstall directory ichanged frontc: \ program files \ surface

physics \ €, the configuration file

oc: \ programdata \ microsoft \ surface \ programs \ surface physics.xml E Y
to be manually edited t@oint to the new location
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ShapesPage
Thed Kapeg page is showhelowin Figurel This page demonstrates basic interactions between
shapes of various types.

Figurel Mixture of shapes
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9 Select a shape by touching it and then move it around. It will collideatlithr shapes.
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selected object gives a little, but springs back into @lac
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shape to be knockedway at higher speed.
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between circular objects do not (there is no friction component).



Materials Page
Windows Presentation Foundation (WPF) supports realistiztegtand lighting in 3D, as shown by
0§KS @al ( SiNgiguré2®alow.LJr 3 S

Figure2 Wooden material
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belowin Figure3.
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fAIKGAYT 2y K OxAARG (6ahdw tadecanfigbre thet&yy idlor size see
the FAQbelow). Turn the tag to control the direction of the light, as shdvatowin Figure
4.



Figure3 Custom texture patteris



Figure4 Changinghe direction of the light source



Forces Page
Some basic forces have been implementath as gravity, as shownRigure5 below.

Figure5 Point gravitytag
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{ St SOU &b 2y S échip witR aOkER#y (for howl#oreSoNfigure the tag id or

size see th&AQbelowd L (i SYa & Faf{ A2G4d Ssounteldff. i K A &
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id or size see thEAQbelow). Items will be attracted to the tag.

{ St SO0 a5ANBOGA2Y It F2 ND8dfineddrectiohJaddddda O2y adl
OxAAtag (for how to reconfigure the tag id or size see tRdQbelow). Turn the tag to

control the direction of the force, as shovinelowin Figure6.

{ St SOG & HiliNSklgtthg oné of Rore itemadd a poler-chip with aOxDDtag (for

how to reconfigure the tag id or size see tRdQbelow). The selected items will be

attachedto a spring which originates at the tag. Multiple springs camattached to one or

more items, as showhelowin Figure7.



Figure6 Changinghe force direction
























