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Figure 1.2 Composite Pattern's Structure
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I Component
n Declarestheinterface for objectsin the composition;
n Implements default behavior for the interface common to all classes, as
appropriate;
n Declaresand interface for accessing and managing its child components;
n (optional)Defines an interface for accessing a component's parent in the
recursive structure and implementsit if that's appropriate;
I Leaf
N Representsleaf objectsin the composition. A leaf has no children;
n Defines behavior for primitive objects in the composition;
I Composite
n Defines behavior for components having children;
n  Stores child components;
I Client
n Manipulates objects in the composition through the Component interface.
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Figure 1.3 Inheritance Diagram for 0sg::Node
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/** Base class for all internal nodes in the scene graph.
Provi des interface for nost conmon node operations (Conposite Pattern).
*/
HIl osg::Node 284 i1 ¥ 5t R IUHEE, O K2 BRe 5 s s gt 11, SRR AL A8
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/** A\c Ceode is a "geonetry node", that is, a |eaf node on the scene graph
* that can have "renderabl e things" attached to it. In O8G renderable things
* are represented by objects fromthe \c Drawable class, so a \c Geode is a
* \c Node whose purpose is grouping <tt>Drawabl e</tt>s.

*/
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typedef std::vector< ref_ptr<Drawabl e> > Drawabl eLi st;

TR R A AR

Dr awabl eLi st _drawabl es;

PLR 4y 75 B 2% osg:: Group 45 Hi R R«
/** General group node which nmaintains a list of children.
* Children are reference counted. This allows children to be shared
* with nenory managenent handl ed automatically via osg:: Referenced.
*/
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typedef std::vector< ref_ptr<Node> > Nodeli st;
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NodeLi st _chil dren;
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Figure 1.4 OSG Node Class Diagram
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Figure 1.5 Add More Models to Scene Graph
AR A F
e R
/1 Copyright (c) 2012 eryar All Rights Reserved.
/1
/1 File : Main. cpp
/1 Aut hor : eryar@®63.com
/1 Dat e : 2012-1-3 20:58
/1 Version : 1.0v
/1
/1 Description : Add nore nodels to the Secne.
/1
/1 == == == == = == == =

#i ncl ude <osg/ Node>

#i ncl ude <osgDB/ ReadFi | e>

#i ncl ude <osgVi ewer/ Vi ewer >

#i ncl ude <osgVi ewer/ Vi ewer Event Handl er s>

int main(int argc, char* argv[])

{
osgVi ewer: : Vi ener Vi ewer ;
osg: :ref _ptr<osg:: G oup> r oot =new o0sg: : G oup;
0sg: :ref _ptr<osg:: G oup> group =new 0sg:: G oup;

root - >addChi | d( osgDB: : r eadNodeFi | e("gl i der. 0osg"));

gr oup- >addChi | d( osgDB: : r eadNodeFi | e(" osgcool . osgt"));
gr oup- >addChi | d( osgDB: : r eadNodeFi | e(" axes. osgt"));
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r oot - >addChi | d( group);

Vi ewer . set SceneDat a( r oot ) ;
viewer.realize();

vi ewer . addEvent Handl er (new osgVi ewer : : W ndowSi zeHandl er) ;
vi ewer . addEvent Handl er (new osgVi ewer : : St at sHandl er) ;

return viewer.run();
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Figure 1.6 Render OSG Node
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