Changes in BRepOffsetAPI_MakePipeShell

BRepOffsetAPI_MakePipeShell::Add
void Add
   (const TopoDS_Shape& Profile,
    const Standard_Boolean WithContact =
       Standard_False,
    const Standard_Boolean WithCorrection =
       Standard_False);
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Purpose
Adds the section Profile to this framework. First and last sections may be punctual, so the shape Profile may be both wire and vertex. Correspondent point on spine is computed automatically.
If WithContact is true, the section is translated to be in contact with the spine.
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If WithCorrection is true, the section is rotated to be orthogonal to the spine’s tangent in the correspondent point. This option has no sense if the section is punctual (Profile is of type TopoDS_Vertex).
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void Add
   (const TopoDS_Shape& Profile,
    const TopoDS_Vertex& Location,
    const Standard_Boolean WithContact =
       Standard_False,
    const Standard_Boolean WithCorrection =
       Standard_False);
 

Purpose
Adds the section Profile to this framework. Correspondent point on the spine is given by Location.
Warning:
To be effective, it is not recommended to combine methods Add and SetLaw.

See Also
TopoDS_Vertex
TopoDS_Wire
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…

BRepOffsetAPI_MakePipeShell::Delete
void Delete(const TopoDS_Shape& Profile);
Purpose
Removes the  section Profile from this framework.


…

BRepOffsetAPI_MakePipeShell::SetLaw
void SetLaw
(const TopoDS_Shape& Profile,
const Handle(Law_Function)& L,
const Standard_Boolean WithContact = Standard_False,
const Standard_Boolean WithCorrection = Standard_False);

 

 

 

void SetLaw
(const TopoDS_Shape& Profile,
const Handle(Law_Function)& L,
const TopoDS_Vertex& Location,
const Standard_Boolean WithContact = Standard_False,
const Standard_Boolean WithCorrection = Standard_False);

Purpose
Sets the evolution law defined by the wire Profile with its position (Location, WithContact, WithCorrection are the same options as in methods Add) and a homotetic law defined by the function L.
 

Warning: 

To be effective, it is not recommended to combine methods Add and SetLaw.See Also
Add
Law_Function
TopoDS_Vertex
TopoDS_Wire
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Changes in BRepOffsetAPI_ThruSections

BRepOffsetAPI_ThruSections Class
Inheritance
BRepBuilderAPI_MakeShape
Purpose
Describes functions to build a loft. This is a shell or a solid passing through a set of sections in a given sequence. Usually sections are wires, but the first and the last sections may be vertices (punctual sections).
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Construction of a loft
The resulting shape is built by constructing faces between edges of the same index on two consecutive wires.
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Construction of Faces between Consecutive Wires
The basic geometric surfaces of these faces can be:
-   ruled surfaces, generated between two consecutive wires; this construction mode generally leaves an angle on the edges of wires shared by two consecutive generated ruled surfaces; or
-   a smoothed surface generated by approximation between all successive edges of the same index on the wires.
 

A ThruSections object provides a framework for:
-   initializing the algorithm with the construction parameters,
-   acquiring the successive sections of the shell or solid to be built,
-   implementing the construction algorithm, and
-   consulting the result.
 

Synopsis
Constructor
   BRepOffsetAPI_ThruSections
Member Functions
   AddWire      Build
   Init   
BRepOffsetAPI_ThruSections Constructor
BRepOffsetAPI_ThruSections
(const Standard_Boolean isSolid = Standard_False,
const Standard_Boolean ruled = Standard_False,
const Standard_Real pres3d = 1.0e-06);
Purpose
Initializes an algorithm for building a shell or a solid passing through a set of sections, where:
-          isSolid is set to true if the construction algorithm is required to build a solid or to false if it is required to build a shell (the default value),

-          ruled is set to true if the faces generated between the edges of two consecutive wires are ruled surfaces or to false (the default value) if they are smoothed out by approximation,

-          pres3d defines the precision criterion used by the approximation algorithm; the default value is 1.0e-6.

 

Use AddWire and AddVertex to define the successive sections of the shell or solid to be built.
See Also
AddWire
AddVertex
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BRepOffsetAPI_ThruSections::AddWire
void AddWire(const TopoDS_Wire& wire);
Purpose
Adds the wire wire to the set of sections through which the shell or solid is built.
Use the Build function to construct the shape.




See Also
AddVertex

Build
TopoDS_Wire
BRepOffsetAPI_ThruSections::AddVertex
void AddWire(const TopoDS_Vertex& Vertex);
Purpose
Adds the vertex Vertex (punctual section) to the set of sections through which the shell or solid is built.[image: image11.png]


 A vertex may be added to the set of sections only as first or last section. At least one wire must be added to the set of sections by the method AddWire.
Use the Build function to construct the shape.
See Also
AddWire

Build
TopoDS_Vertex
BRepOffsetAPI_ThruSections::Build
virtual void Build();
Purpose
Builds a shell or a solid passing through the set of sections defined using the functions AddWire or AddVertex.
The resulting shape is retrieved using the Shape function.
Warning
Nothing is built if fewer than two sections are added. In this case, the result is a null shape.
Exception
Standard_DomainError if no wire was added or if a vertex was added in the middle of set of sections.
See Also
AddWire
AddVertex

BRepBuilderAPI_MakeShape:Shape
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BRepOffsetAPI_ThruSections ::Init
void Init
(const Standard_Boolean isSolid = Standard_False,
const Standard_Boolean ruled = Standard_False,
const Standard_Real pres3d = 1.0e-06);
Purpose
Initializes this algorithm for building a shell or a solid passing through a set of sections, where:
-   isSolid is set to true if this construction algorithm is required to build a solid or to false if it is required to build a shell. false is the default value;
-   ruled is set to true if the faces generated between the edges of two consecutive wires are ruled surfaces or to false (the default value) if they are smoothed out by approximation,
-   pres3d defines the precision criterion used by the approximation algorithm; the default value is 1.0e-6.
 

Use AddWire and AddVertex to define the successive sections of the shell or solid to be built.
See Also
AddWire
AddVertex
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