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3—F 2-1 MoCam SDK C++ API {3 F35l

mw: :mo: :mocam: :autofocus: :Handle aHandle;
aHandle.Initialize(myMalloc,myFree);
aHandle.Calculate(srcO,srcl,640,480,640*%2,128);

3—F 2-2 MoCam SDK C API {5 5l

mwmomocamautofocusHandle* aHandle;
mwmomocamautofocusHandlelnitialize(&cHandle,myMalloc,myFree);
mwmomocamautofocusHandleCalculate(&aHandle,src0,srcl,640,480,640*2,128,false);
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MoCam SDK O — k7 # — 4 A §fEA A4 5121, mocam_Autofocus.h 77 AV &AL 7)—KRL, £D
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3—F 3-1 mocam_Autofocus.h Z7AILEY—RAI—FIZL429)L—F

#include ""mocam_Autofocus.h"
MoCam SDK API f FHiEDBMIEHRIZ OV TIEL, MoCam SDK # 7 La—RERRLTTEENY,
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mw: zmo: :mocam: :autofocus: :Handle 47 x=/bhDA/yREMEOHTES, FE1IZ Initialize A/ yR%
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a—FK 3-2 MoCam A —k27+—hR#HAIEDHI

extern void* myMalloc (size_t size); //The memory allocation function

extern void myFree (void* ptr); //The memory de-allocation function

mw: :mo: :mocam: :autofocus: :Handle aHandle;

aHandle.Initialize(myMalloc,myFree);
W AT ZEI Y CTREBRL CRER AL T 358X A— R 7+ — B AL TV x7bD Finalize AV yREN
HUET, 2L T, ZOAVYRIFIMEISEUT CH T AN ZZIZNFOMHEIET,

a—F 3-3 MoCam A —hFI7A+—HARAKTHLE

aHandle.Finalize();
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a—F 3-4 MoCam #A—hrI74A—HREHEDH]

aHandle.Calculate(
camera.GetlmageChannel (0),

camera.GetlmageChannel (1),
CAMERA_WIDTH,CAMERA_HEIGHT,CAMERA_WIDTH*2,
CAMERA_WIDTH-SCREEN_WIDTH) ;
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32 focus;
cHandle._Get(1.5f,focus);
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3—F 3-6 MoCam Z—F27#4—HX SetCallback

static void AutofocusThread(mw: :mo::mocam: :autofocus: :Handle* aHandle)

{
for(:3)
aHandle->Calculate(

camera.GetlmageChannel (0),
camera.GetlmageChannel (1),
CAMERA_WIDTH,CAMERA_HEIGHT ,CAMERA_WIDTH*2,
CAMERA_WIDTH-SCREEN_WIDTH) ;

he

static void AutofocusCallback(void* param)

{
}

static void AutofocusExample(mw: :mo: :mocam: :autofocus: :Handle* aHandle)

{
aHandle->SetCal Iback(AutofocusCal lback,0);

nn::os::Thread autofocusThread;
autofocusThread.StartUsingAutoStack(AutofocusThread,aHandle,4096,16) ;
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static void AutofocusThread(mw: :mo: :mocam: :autofocus: :Handle* aHandle)
{
for(;3)
{
// Thread synchronization
[-1
aHandle->Calculate(
camera.GetlmageChannel (0),
camera.GetlmageChannel (1),
CAMERA_WIDTH,CAMERA_HEIGHT ,CAMERA_WIDTH*2,
CAMERA_WIDTH-SCREEN_WIDTH) ;

static void AutofocusCallback(void* param)
{
u32 sleepTime=*(u32*)param;
nn::os::Thread::Sleep(nn::fnd::TimeSpan: :FromMilliSeconds(sleepTime));

static void AutofocusExample(mw: :mo: :mocam: :autofocus: :Handle* aHandle)
{

// Make the thread sleep during 30 ms

aHandle->SetCal Iback(AutofocusCal Iback,30);

nn::os::Thread autofocusThread;
autofocusThread.StartUsingAutoStack(AutofocusThread,aHandle,4096,16) ;

for(::)

{

// Camera capture

L1
32 focus;

aHandle->Get(1.5F, focus);

// Display the image centered
tx0=CAMERA_WIDTH-SCREEN_WIDTH+focus;

tx1=CAMERA_WIDTH-SCREEN_WIDTH-focus;

Display(camera.GetlmageChannel (0),tx0,
camera.GetlmageChannel (1) ,tx1);
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mw: :mo: :mocam: :autofocus: :Handle::Set PEIA A L £

a—F 3-8 A—FI74+—HR Set FAED S

32 focus;

if (autofocusEnabled)
aHandle->Get(1.5F, focus);
else

{

focus=0.f;
aHandle->Set(0.T);

}
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