KE6_element

KE6_element

-enum{number_of_shape_functions=6} -mat_RR inv_J -mat_RR inv_Q -RR det_J -static short int grid[2]={10,10} -static short int order_of_1Dintegration -static short int order_of_2Dintegration

-add_and_extend_to_Fb(ext_vec_RR Global_Fb, short int side_index): -add_to_Fb(ext_vec_RR vector, short int side_index): -correct_nodes(nodes nodes[6]): -correct_nodes(): friend set_KE6_grid(short int x, short int y): friend set_KE6_integration_order(short int order1D, short int order2D):integer -inline plot_rectangle(FILE *output, float x0, float y0, float z0, float x1, float y1, float z0, float z1, float x2, float y2, float z2, float x3, float y3, float z3, const char *eraldaja=""): -inline plot_triangle(FILE *output, float x0, float y0, float z0, float x1, float y1, float z1, float x2, float y2, float z2, const char *eraldaja=""): -inverse_transformation(vect3D& point): -inverse_transformation(vect2D& point): +KE6_element(node new_nodes[6], new_orientation=7): +KE6_element(): -set_coefficents(const vect2D& l12, const vect2D& l23, const vect2D& l31): -set_inv_J(const vect2D& l12, const vect2D& l23, const vect2D& l31): -set_inv_Q(const vect2D& l12, const vect2D& l23, const vect2D& l31): +virtual evolate_Fb(ext_vec_RR& vector): +virtual evolate_Fl(vec_RR& vector): +virtual evolate_K(mat_RR& matrix): +virtual extend_Fb(ext_vec_RR& Global_Fb): +virtual extend_Fl(vec_RR& Global_Fl): +virtual extend_K(sparse_mat_RR& K): +virtual load(FILE *input): +virtual plot_boundary(FILE *output): +virtual plot_labels3D(FILE *output): +virtual plot_nodes3D(FILE *output): +virtual plot_w(FILE *output): +virtual reset_discrete_field(long number, vect3D *new_sources): +virtual reset_nodes(short int number, node *new_nodes): +virtual save(FILE *output): ~KE6_element():