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Introduction  
This sample Surface application demonstrates an alternative to using the Surface άScatterView έ 

control. While not all of the features of ScatterVie w are available in this release (e.g. resize, 

rotate manipulations), this control enables an extremely simple integration of a basic physics engine 

with WPF Surface applications. 

The sample has a number of pages, each of which illustrates a particular concept. Each page is 

accessible from a set of radio buttons, and within each page there may be a further choice of 

options. 

For videos demonstrating the functionality, see the following links: 

¶ 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 

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: 

¶ .NET 3.5 SP1 

Clearly the best experience will be when running this sample on Microsoft Surface, however it is also 

possible to use the Microsoft Surface Simulator, available from the MSDN website as part of the 

Microsoft Surface SDK 1.0 SP1 Workstation Edition. 

In order to demonstrate object interaction this sample requires a number of tags for the following 

behaviours: 

¶ Point gravity attractor  (0xCC) 

¶ Light or gravity direction (0xAA) 

¶ Spring connector  (0x DD) 

¶ Solid object  (0x EE) 

These tags are detailed in the FAQ below and by default are assumed to be attached at the centre of 

standard-sized poker chips. Labels to attach to the front of the chips are available in the Appendix. 

Installation  
Double-cliŎƪ ǘƘŜ ƛƴǎǘŀƭƭŀǘƛƻƴ ŦƛƭŜ άSurface Physics .msi έ. 

If the application install directory is changed from άc: \ program f iles \ surface 

physics \ έ, the configuration file 

άc: \ programdata \ microsoft \ surface \ programs \ surface physics.xml έ ƴŜŜŘǎ 

to be manually edited to point to the new location. 



Shapes Page 
The ά{hapesέ page is shown below in Figure 1 This page demonstrates basic interactions between 

shapes of various types. 

 

Figure 1 Mixture of shapes 

¢Ǌȅ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ƻƴ ǘƘŜ ά{ƘŀǇŜǎέ ǇŀƎŜΥ 

¶ Select a shape by touching it and then move it around. It will collide with other shapes. 

¶ {ŜƭŜŎǘ ŀ ǎƘŀǇŜ ŀƴŘ άCƭƛŎƪέ ƛǘ ƛƴǘƻ ƻǘƘŜǊ ǎƘŀǇŜǎ ƻǊ ƛƴǘƻ ŀ ǿŀƭƭΦ ¢ƘŜ ǿŀƭƭǎ ŀǊŜ άǎƻŦǘέ ŀƴŘ ǎǇǊƛƴƎȅΦ 

¶ {ŜƭŜŎǘ ǘǿƻ ǎƘŀǇŜǎ ǿƛǘƘ ǎŜǇŀǊŀǘŜ ƘŀƴŘǎ ŀƴŘ άCƭƛŎƪέ ƻƴŜ ƛƴǘƻ ǘƘŜ ƻǘƘŜǊΦ bƻǘƛŎŜ ǘƘŀǘ ǘƘŜ 

selected object gives a little, but springs back into place. 

Note the following ƻƴ ǘƘŜ ά{ƘŀǇŜǎέ ǇŀƎŜΥ 

¶ ¢ƘŜ ǎƛȊŜ ƻŦ ŀ ǎƘŀǇŜ ŘŜǘŜǊƳƛƴŜǎ ƛǘǎ Ƴŀǎǎ όǘƘŜȅ ŀƭƭ ǘƘŜ ǎŀƳŜ ŘŜƴǎƛǘȅύΦ LŦ ŀ άƭƛƎƘǘέ όǎƳŀƭƭύ ǎƘŀǇŜ 

ƛǎ ŦƭƛŎƪŜŘ ƛƴǘƻ ŀ άƘŜŀǾȅέ όƭŀǊƎŜύ ǎƘŀǇŜΣ ƛǘ ōƻǳƴŎŜǎ ōŀŎƪΦ ! άƘŜŀǾȅέ ǎƘŀǇŜ ǿƛƭƭ ŎŀǳǎŜ ŀ άƭƛƎƘǘέ 

shape to be knocked away at higher speed. 

¶ wŜŎǘŀƴƎǳƭŀǊ Ŏƻƭƭƛǎƛƻƴǎ ƛƳǇŀǊǘ ŀƴƎǳƭŀǊ ƳƻƳŜƴǘǳƳΣ ƛΦŜΦ ǘƘŜ ƻōƧŜŎǘǎ άǎǇƛƴέ, whereas collisions 

between circular objects do not (there is no friction component). 



Materials  Page 
Windows Presentation Foundation (WPF) supports realistic textures and lighting in 3D, as shown by 

ǘƘŜ άaŀǘŜǊƛŀƭǎέ ǇŀƎŜ in Figure 2 below. 

 

Figure 2 Wooden material 

Note the following ƻƴ ǘƘŜ άaŀǘŜǊƛŀƭǎέ ǇŀƎŜΥ 

¶ ! ƭƛƎƘǘ ǎƻǳǊŎŜ ŦǊƻƳ ŀ ŎƻƴǎƛǎǘŜƴǘ ŘƛǊŜŎǘƛƻƴ ǊŜŦƭŜŎǘǎ ŦǊƻƳ ǘƘŜ ǎƘŀǇŜǎΩ ŜŘƎŜǎΣ ŀƴŘ ŀ Ǝƭƻǎǎȅ 

άǎƘŜŜƴέ Ƙŀǎ ōŜŜƴ ŀŘŘŜŘΦ 

¶ ! ǎŜƭŜŎǘƛƻƴ ƻŦ άǇŀǘǘŜǊƴǎέ ƘŀǾŜ ōŜŜƴ ŀŘŘŜŘ ǳǎƛng simple black and white brushes, as shown 

below in Figure 3. 

¶ ! ŘƛŦŦŜǊŜƴǘ ƭƛƎƘǘƛƴƎ ƳƻŘŜƭ ƛǎ ǳǎŜŘ ŦƻǊ ǘƘŜ άDŜƳǎέΦ Lǘ ƛǎ ǇƻǎǎƛōƭŜ ǘƻ ŀƭǘŜǊ ǘƘŜ ŘƛǊŜŎǘƛƻƴ ƻŦ ǘƘŜ 

ƭƛƎƘǘƛƴƎ ƻƴ ǘƘŜ άDŜƳǎέ ǇŀƎŜΦ !ŘŘ ŀ 0xAA tag (for how to re-configure the tag id or size see 

the FAQ below). Turn the tag to control the direction of the light, as shown below in Figure 

4.  



 

Figure 3 Custom texture patterns 



 

Figure 4 Changing the direction of the light source 



Forces Page 
Some basic forces have been implemented, such as gravity, as shown in Figure 5 below. 

 

Figure 5 Point gravity tag 

¢Ǌȅ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ƻƴ ǘƘŜ άForcesέ ǇŀƎŜ: 

¶ {ŜƭŜŎǘ άbƻƴŜέ ŀƴŘ ŀŘŘ ŀ ǇƻƪŜǊ-chip with a 0xEE tag (for how to re-configure the tag id or 

size see the FAQ belowΦ LǘŜƳǎ άŦƭƛŎƪŜŘέ ŀǘ ǘƘƛǎ ά{ƻƭƛŘέ tag will bounce off.  

¶ {ŜƭŜŎǘ ά5ƛǊŜŎǘƛƻƴŀƭ ŦƻǊŎŜέ ǘƻ ŀǇǇƭȅ ŀ Ŏƻƴǎǘŀƴǘ ŦƻǊŎŜ ƛƴ ŀ pre-defined direction. 

¶ {ŜƭŜŎǘ άtƻƛƴǘ DǊŀǾƛǘȅέ ŀƴŘ ŀŘŘ ŀ ǇƻƪŜǊ-chip with a 0xCC tag (for how to re-configure the tag 

id or size see the FAQ below). Items will be attracted to the tag.  

¶ {ŜƭŜŎǘ ά5ƛǊŜŎǘƛƻƴŀƭ ŦƻǊŎŜέ ǘƻ ŀǇǇƭȅ ŀ Ŏƻƴǎǘŀƴǘ ŦƻǊŎŜ ƛƴ ŀ ǇǊŜ-defined direction, and add a 

0xAA tag (for how to re-configure the tag id or size see the FAQ below). Turn the tag to 

control the direction of the force, as shown below in Figure 6. 

¶ {ŜƭŜŎǘ ά{ǇǊƛƴƎέ ŀƴŘ while selecting one or more items, add a poker-chip with a 0xDD tag (for 

how to re-configure the tag id or size see the FAQ below). The selected items will be 

attached to a spring which originates at the tag. Multiple springs can be attached to one or 

more items, as shown below in Figure 7. 



 

Figure 6 Changing the force direction 
















