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+ BAZUER.hgps34
void Fmy plugin1Module::PluginButtonClicked()

{

CWriteParticleSystem writer(&psArr, &levelSet);
if (writer.WriteParticleSystemToFile())
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class UEReaderWriter : public ReaderWriter

{
public: .
UEReaderWriter(): wrappersLoaded(false)

supportsExtension("hgps","hg particleSystem from ue4");

}

virtual ReadResult readNode(const std::string& file, const Options* opt)
const

//readFile

REGISTER OSGPLUGIN(osg, UEReaderWriter)
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fEFeEmitterActorNER, BHTEEFEAAEOpenGLIEO, ATLAFAIIAFOpenGLContextStateKETE

struct FOpenGLContextState

{
GLenum activeTexture: //Zaijs3E

GLuint program; WEGIE =55
FRect viewport; //EaIRE
//Efe/EHE

}

void bindArrayBuffer ( FOpenGLContextState & ContextState, Gluint newBuffer)

{
if ( ContextState .buffer = newBuffer )

{
glBindBuffer(GL_ARRAY_BUFFER, newBuffer);

ContextState .buffer = newBuffer;
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void CFeEmitterActor:renderThreadUpdate(osg::RenderInfo& renderinfo)

{
//preRender

GDynamicRHI->RHIPushAllState();
GDynamicRHI->RHIResetContextState();

//render

oooooooooooo

//postRender
GDynamicRHI->RHIPopAllState();
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« ParticleAndSceneColor = AddParticleAddScenePass(contextID,
Passinputs);




EyeAdaptationTexture

HalfSceneColor HistogramTexture EyeAdaptationTexture




Bloom

HalfSceneColor EyeAdaptationTexture Bloom



ColorGradingTexture

ColorGradingTexture = AddCombineLUTPass(contextID,pActor);
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SceneColor Bloom

EyeAdaptationTexture ColorGradingTexture

FinalTexture
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std::string path = "feParticle data\\’;
std::string fileName = "P Sparks.hgps ",
std::string fileNamel = "P Fire.hgps”;

-
m—— FA RN
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ity

0sg::Node* pActor = osgDB::readNodeFile(path +
fileName);

0sg::Node* pActor1 = osgDB::readNodeFile(path
+ fileName1);
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0sg::Matrix scaleMat;
double fScale = 10;
scaleMat.makeScale(osg::Vec3d(fScale, fScale, fScale));

0sg::Matrix rotateMat;
rotateMat.makeRotate(osg::Pl 2, 0sg::Y _AXIS);
\rLI:I:I:I
——)
]'RE%EBE osg:MatrixTransform* transMT = new osg::MatrixTransform();
transMT->setMatrix(scaleMat * rotateMat);
transMT->addChild(pActor);

0sg::Matrix transMat1;

transMat1.makeTranslate(2000, 0, 100);

osg::MatrixTransform* transMT1 = new osg::MatrixTransform();
transMT1->setMatrix(transMat1);
transMT1->addChild(pActor1);
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pRoot->addC

pRoot->addC

N
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(transMT);
(transMT1);
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