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Type: Sine
iPhase: 0,000
“ Amplitude: +15.000
Offset: 0.000

Gain: +10.000
“ Max, Force: +150,000
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for (int i=0;i<QTD_RODAS;i++)
{

dJointSetHinge2Param(veiculo.roda(i],
dParamVel ,
veiculo.dGiro );

dJointSetHinge2Param(veiculo.roda(i],
dParamVel2 ,
veiculo.dTorque

);

void Obstaculo::GenesisCilindro(dWorldID
Space)

dReal x = float(rand()%50)+10;
dReal y = float(rand()%50)+10;
dMass m;

Raio = 1.0;
Massa = 20.0;
Altura = 9.0;

Body = dBodyCreate ( World);
dMassSetSphere (&m,1,Raio);
dMassAdjust (&m,Massa);
dBodySetMass ( Body,&m);

World , dSpacelD

Geom = dCreateCylinder( Space, Raio, Altura);

dGeomSetBody ( Geom Body);
dBodySetPosition ( Body ,x,y,Altura);
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