Visible motion programming of carrier robot for human interface.
HASEGAWA Tatsuo and MINAMIHABA Tomeo

Recently, 3D-CAD is rapidly used in the design field of electronic equipment and machine
part. It is known that 3D-CAD can extract the problem in the early design phase. In additon to this
reason, it can be seen that the 3D-CAD facilitated the complicated design task in conventional
technique. However, the problem exists that it’s too expensive, and only the expert user can use it.
We suggest the minimum CAD which limited function, not the multifunctional CAD which re-
quires the time for the use. We developed the software that trajectory control is possible with
computer graphics. This software has features of voice input and kinesthetic sense, network

remote manipulation, and real robot drive.
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glFeedbackBuffer(1024,GL_3D_COLOR);

glRenderMode(GL_FEEDBACK) ;

glRotatef(6 ,0,0,1);

glRenderMode (GL_RENDER);

Find_xyz_by_Token(GL_POINT_TOKEN);

glGetDoublev(GL_PROJECTION_MATRIX, Pmat);

glGetDoublev(GL_MODELVIEW_MATRIX, Mmat);

glGetiIntegerv(GL_VIEWPORT, Vport);

gluUnProject(x,y,z,Mmat,Pmat,Vport,&wx,&wy,&wz);
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