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main function

main( )

{

init( );

arVideoCapStart( ); //start video image capture

argMainLoop(mouseEvent, keyEvent, mainLoop);

Ht] oA e 3]

if{ arDetectMarker(dataPtr, thresh, &marker_info, &marker_num) <0)
{
cleanup();
exit(0);
}

for(i=0; i < marker_num; i++) {
ifl marker_info[i).id < 0 ) continue;

argDrawSquare( marker_info[i].vertex, 2, 1 );

r Pattern file loading
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if{(patt_id1 = arLoadPatt(PATTERN1)) <0 ) {
// pattern 1 loading
exit(0);
}

if{(patt_id2 = arLoadPatt(PATTERN2)) <0 ) {
// pattern 2 loading
exit(0);

Transformation matrix 3D A X 4 7))

double marker_center{2] = {0.0, 0.0};
double marker_width =40.0;
double marker_trans[3][4];

arGetTransMat(&marker_info{i], marker_center, marker_width,

marker_trans);

Virtual object overlay

argDrawMode3D();
argDraw3dCamera(0, 0);

/Ntoad the camera transformation matrix
argConvGlpara(trans, gl_para);
glMatrixMode(GL_MODELVIEW);
gll.oadMatrixd(gl_para);
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