
C++ and Gamebryo: Introductory Material for the Intermediate/Advanced Track 

 

 

Lecture Nine: Gamebryo PhysX 

 

The Gamebryo-PhysX tutorial is a brief introduction to the very basics of creating a Gamebryo world 
with PhysX content. The focus is on loading PhysX content in a NIF file and the run-time function calls 
that must be made to update the physics and push the results to and from the Gamebryo scene graph. 

It is strongly recommended that you work through the Beginner Lessons that come with PhysX before 
attempting to use this tutorial. Gamebryo-PhysX does not wrap PhysX in a separate API, so you will find 
yourself frequently going direct to the PhysX API for some functionality.  

The tutorial comes in four stages:  

 Initializing the SDK: which introduces the basic set-up for using PhysX in Gamebryo.  
 Ball-in-a-Box: demonstrates  

1. loading PhysX content,  
2. instantiating it in a Gamebryo scene, and  
3. updating it at run-time.  

 Kinematic Actors: adds an animation controlled object to the PhysX scene.  

 Asynchronous simulation: how to run PhysX in parallel with rendering.  

1) Simulation Controls 

Keyboard GamePad Button Action 

'r' START Reset the simulation. 

'v' RIGHT DOWN Toggle debug rendering 

'Esc' START & SELECT Exit application 

2) View Controls 

Keyboard GamePad Button Action 

'Z' and 'X' Left V-Axis Translate the viewpoint in the X-axis direction.  

'A' and 'D' L1 and R1 Translate the viewpoint in the Y-axis direction.  

'W' and 'S' Left H-Axis Translate the viewpoint in the Z-axis direction.  

'J' and 'L' Right H-axis Rotate the view (pan) about the Y-axis.  

'K' and 'M' Right V-axis Rotate the view (pan) about the Z-axis.  

  

  



Unfortunately we need to have one more thing installed in LH115 for this tutorial to work.  

Expect this to be happening soon.  

  



 

 

 Homework Nine 

Perhaps combine with the PhysX Terrain Demo Overview: 

 

 


