frsTrigger Class for Truevision3D
Visual C# Edition
Classes
frsTriggerBox
Constructor
Has 2 Override Parameters

ref TVScene TVScene

-
TV3D Scene from your project
TVMesh mesh



-
Mesh of object to detect collision

TV_3DVECTOR TriggerSize

-
Size of the TriggerBox
TV_3DVECTOR TriggerPos

-
World Space Position

bool TransparentTrigger

-
Make TriggerBox Transparent

String TriggerTexture

-
Add A Texture to the TriggerBox
Functions
public bool isTrigger()



-
Check if the trigger has 








occurred
public void Render()



-
Render the TriggerBox
public void SetOpacity(float fOpacity)
-
Set Opacity of the TriggerBox








0
-
Invisible








0.5f
-
Half Transparent








1
-
No Transparency
Events
public event CollisionDetected()

-
Occures every time a 







collision is detectect you







can use in replace of the







isTrigger() function
frsTrigger Class for Truevision3D
Visual C# Edition
Usage

Add frsTriggers.dll to your project references
Add then following to your using section at the top of your project

using frsTriggers;
Declare a public frsTriggerBox object
frsTriggerBox frsTriggerTest;
Init The frsTriggerTest object in my case


Parameter Descriptions
ref scene = my TVScene
m_chassis = my vehicle TVMesh
new TV_3DVECTOR(5,20,5) = size of TriggerBox to create
new TV_3DVECTOR(-10,5,10) = Posision of TriggerBox in World Space
true = Yes I want my TriggerBox Transparent
“grass.png” = A Texture to add to the TriggerBox

frsTriggerTest = new frsTriggerBox(ref scene,m_chassis,new TV_3DVECTOR(5,20,5),new TV_3DVECTOR(-10,5,10),true,"grass.png");      

To Change the Opacity of the TriggerBox, By Default the Opacity

Is set to 0.8f.

      frsTriggerTest.SetOpacity(0.5f);
We can also use the Event CollisionDetected see below for further details on this event
frsTriggerTest.CollisionDetected += new frsTriggerBox.CollisionHandler(ChassisHit);

Here is the complete frsTrigger Construction
frsTriggerTest = new frsTriggerBox(ref scene,m_chassis,new TV_3DVECTOR(5,20,5),new TV_3DVECTOR(-10,5,10),true,"grass.png");

frsTriggerTest.SetOpacity(0.5f);

frsTriggerTest.CollisionDetected += new frsTriggerBox.CollisionHandler(ChassisHit);

In your main render loop you can choose to render the trigger mesh 
frsTriggerTest.Render();
To manually detect a collision
if (frsTriggerTest.isTrigger())
{
}

Using the CollitionDetected Event 
you can declare the new event in your constuctor when creating the
init frsTriggers class

frsTriggerTest.CollisionDetected += new frsTriggerBox.CollisionHandler(ChassisHit);

Notice that ChassisHit is at the end. This is simply a function that the Event will call

Create a function but keep the parameters the same

private void ChassisHit(object sender, EventArgs e)
{
}

I Really hope I havn’t confused you in any way with all this 

Please give your comments to Lyrical98@Hotmail.com
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