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Mobile 3D Graphics API B coxpaHeHHOM pexxuMe Mno3sosseT Bam pabotatb ¢ rpadom cueHbl
-npeacraBneHnem eawero 3D Mupa. 3Ta CcTaTbd, BTOpas U3 cepumn (BCero ABe CTaTbyu), ONUCHLIBAET
nerkmin cnocob ynpasneHuns Bawumn 3D- o6bekTamu.

B nepBomn ctatbe cepun 9 06bsacHUA, Kak Bbl MmoxeTe co3gatb 3D- cueHbl, ncnonb3ya Mobile 3D
Graphics API (M3G, onucaHHbIi B JSR 184)B HenocpeaCTBEHHOM pexkuMe ( immediate
mode) n BbIBOAUTb MX HENnocpeaCcTBEHHO Ha 3KpaH, oTCloda U Ha3BaHue pexuma. Bol moxeTe
npeacTaBuTb cebe HenocpeaCTBEHHbIA PeXUM KaK AOCTYyn HM3Koro ypoBHsA(low-level access) k 3D-
DYHKUNAM.

Ona 6onee cnoxHbiX 3asa4, NONE3HO UMETb B NaMATU npeacTaBneHue Bawero 3D- mupa, Takoe,
KOoTOpoe no3Bosinao 66l Bam ynpaBnsatb aaHHbiMU (3D)CcTpyKkTypupoBaHHbIM cnocoboM. nsa M3G, aTto
Ha3blBAETCS COXPaHEHHbIM PEXUMOM. B coxpaHeHHOM pexume, Bbl onpegensieTe u nokasbiBaeTe
NonHbin Mnp 3D- 06bekTOB, BKIOYas MHMOPMaLMIoO O X BHewHeM Buae. MNMpeacrasbTe cebe
COXpaHEeHHbIN pexunMm 6onee abcTpakTHbIM, HO Takxke n 6onee ygobHeiM, cnocobom nokasaTb 3D-
rpaduky.

CoxpaHeHHbIn pexunm ocobeHHO yaobeH, koraa Bbl co3gaeTte Bawy 3D- cueHY B MHCTPYMeEHTe
mMoaenuposaHusa (Ha MNK) n nmnoptupyeTte AaHHble B Bawe npunoxeHune. B 3Tol cTaTtbe, 9 NOKaxy
BaMm kak 370 Aenarb.

HenocpeacTBeHHbI peXXuM NMPoTUB COXPAHEHHOro peXxuma.

YT06bI NOKa3aTb pasnMuns Mexay HenoCpeACTBEHHbIM U COXPaHEHHbIM peXuMaMm, S Xouy
MCNONb30BaTb YacCTb KOAA HEMNOCpPeACTBEHHOrO peXxunMma U3 nepBon CTaTbM, B NpUMepe COXpaHEHHOro
pexuma. Bbl noMHuUTe 6enbin Ky6? B Knacce, KOTopbli Hacneayetcs ot Canvas (Xoncra), 8 co3gasan
Ky6 C BOCbMbIO BEpPLUMHAMM M MOMECTWUST €ro B LLEHTP CUCTEMbI KOOpAUHAT. S Takxe onpeaenun
NonocCy Tpeyro/sibHMKOB, KOTopasi ckasana M3G, Kak CoeanHUTb BEPLUUHbI, YTOOblI CTPOUTbL FEOMETPULD
Kyba. Kamepa c nepcneKkTUBHOW NMpoeKkumnen caenana CHUMOK Kyba, KOTopbIn 6bl1 OKOHYATENTIbHO
otpucoBaH(rendered) B paint(). B atom MeToge, Graphics3D.render (), Bbi3biBaeMOM C NapaMeTpamu:
AAHHbIMW BEPLUMHbI U NOIOCON TPeyrosibHUKa.

M3MeHeHMs AN COXPaHEHHOro pexwuMa npoucxoaaT B init () u paint()./lucTtuHr 1 nokasbiBaeT Mx
NCMOJIHEHME.

JinctuHr 1. NMpocroi Ky6 B cCOXpaHEHHOM pe)XXuMme

/**

* MpuMep nHULUManNn3auunm.

*/

protected void init()

{

// Mony4deHue singleton gna 3D peHaepuHra un cosgaHue mupa.
_graphics3d = Graphics3D.getInstance();

_world = new World();

// Co3aaHne faHHbIX BEPLUMH.
VertexBuffer cubeVertexData = new VertexBuffer();
VertexArray vertexPositions =

new VertexArray(VERTEX_POSITIONS.length/3, 3, 1);
vertexPositions.set(0, VERTEX_POSITIONS.length/3, VERTEX_POSITIONS);
cubeVertexData.setPositions(vertexPositions, 1.0f, null);
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// Co3naHne nonocbl TPeyrobHNUKOB, YTO OMpeaensioT Kyb;
// VHAeKCbl yKasblBatoT Ha BepwnHbl B VERTEX_POSITIONS.
TriangleStripArray cubeTriangles = new TriangleStripArray(
TRIANGLE_INDICES, new int[] {TRIANGLE_INDICES.length});

// Co3paHne Kapkaca(Mesh) kyba u gobasneHme K Mupy.
Mesh cubeMesh = new Mesh(cubeVertexData, cubeTriangles, new Appearance());
_world.addChild(cubeMesh);

// Co3naHue Kamepbl C nepecnekTUMBHOM NpoeKumei.
Camera camera = new Camera();

float aspect = (float) getWidth() / (float) getHeight();
camera.setPerspective(30.0f, aspect, 1.0f, 1000.0f);
camera.setTranslation(0.0f, 0.0f, 10.0f);
_world.addChild(camera);
_world.setActiveCamera(camera);

by

/**

* PeHAepuHr npuMepa Ha 3KpaH.

b 3

* @napameTp graphics - rpacdunuecknin obvekT 4nsa BbiBOAA.
*/

protected void paint(Graphics graphics)

{

_graphics3d.bindTarget(graphics);
_graphics3d.render(_world);
_graphics3d.releaseTarget();

b

CHauana, a nony4ato koHTeKkcT 3D rpadukm n cosgato o6bekT Mupa, 4To NpeacTaBnsieT MO CLIEHY.
MHnumnanusauusa VertexBuffer n TriangleStrip Ta xe camasi, 4TO 1 B HENOCPEACTBEHHOIO pexmnme, HO
BMECTO TOro 4tobbl NX Ccpasy peHaepuTb , 9 UX BKk4a B Mesh. Mup nmeet aByx aerten:
kapkac(mesh), KOTopbIli 9 TONBKO, YTO CO34aN M KaMepy C NepecnekTUBHOM nNpoekuuein. Metoa
_world.setActiveCamera() rosoput M3G 0 HeE06XOANMMOCTU UCMOIb30BAHUN 3TON A0b6aBNEHHOM K
Mupy kamepbl ans peHaepuHra. Metog paint() cTaHOBUTCS OYeHb NPOCTbIM — peHAepuHr Mupa B
KOHTEKCT rpadmku. MonHbIn NNCTUHI Knaca Hangete B VerticesRetainedSample.java.

M3G paboTaeT B cCOXpaHEHHOM pexuMe Korga Bbl nucnonodyete Graphics3D.render() ¢ napameTpoMm
Mup(World). Bbl BugnTe B JInctuHre 1, COXpaHeHHbIM PEXMMOM MPOCTO yNpaB/isTb KakK U
HENOCpeACTBEHHBIM PEXMMOM, HO KaXAbIi PEXMUM UCMOb3YET HEMHOIO pa3sin4yHblie Bbi30Bbl API. B
Tabnuue 1 npuBeAeH CNUCOK pasnuyni.

Ta6nuua 1. API Bbi30Bbl, UCMOJIb3yEMbl€ B HENOCPEACTBEHHOM U COXPAaHEHHOM peXxXxumax
HenocpeacTBeHHbIN peXXum CoXpaHEeHHbIN peXxum
Job6asneHwe oaHon nnn 6onee Kamep K
YcTaHoBKa Tekyllen kamepbl B Graphics3D Mupy v akTMeBu3auusa O4HOM HUX.
nepej BbI30BOM peHAEepUHra.

Camera e World.addChild(Node child)
e Graphics3D.setCamera(Camera
camera, Transform transform) e World.setActiveCamera(Camera
camera)

Job6aBneHue, 3ameHa win moamdunkauns [LobasneHne ncrtoyHuka Ceerta.
NCTO4YHMKa cBeTa B Graphics3D nepea

BbI3OBOM peHAEPUHIA, O4YNCTKA MaCCuUBa . Wor|d_addChi|d(Node ch||d)
MCTOYHUKOB.

Light e Graphics3D.addLight(Light light,
Transform transform)
» Graphics3D.setLight(int index,
Light light, Transform transform)

e Graphics3D.resetLights()
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Mepepava Transform obbekTa Npu Bbi3oBe cnonb3yem MeToAbl yHac/ieg0BaHHbIe OT
API, Hanpumep: Transformable knacca, Hanpumep:
Transformation

e Graphics3D.render(Node node, « Node.setTransform(Transform
Transform transform) transform)
YcraHoBka ®oHa BbI30BOM MeTOAA YcraHoBka ®oHa B o6bekTe Mupa. Ecnm He
Graphics3D.clear(). Bceraa Bbi3biBalTe yCTaHOBJIEH TO, DOH ouMLLaeTCs
Sedkaraue clear() nepea peHOEPUHIOM. aBTOMaTU4YECKN YEepPHbIM.
e Graphics3D.clear(Background « World.setBackground(Background
background) background)
PeHpepuHr y3nos rpada cueHsbl, PengepuHr Bcero Mupa, Bknwoyas ero
(Sprite3D, Mesh, Group, 1 unx aeten.
MoAKaaccoB), U YacTen
kapkacoB(submeshes) (VertexBuffer). « Graphics.render(World world)
* Graphics3D.render(Node node,
Transform transform)
. e Graphics3D.render(VertexBuffer
Rendering

vertices, IndexBuffer triangles,
Appearance appearance,
Transform transform, int scope)

« Graphics3D.render(VertexBuffer
vertices, IndexBuffer triangles,
Appearance appearance,
Transform transform)

Bbl MOXXeTe KOMBMHMPOBaTb COXPAHEHHbINM M HENOCPEACTBEHHbIN PEXUMbI, CMelnBas
COOTBETCTBYHOLME KOMaHAbl peHaepuHra. Nocne ncnonb3oBaHus Graphics3D.render(World),
akTuBHasa Kamepa u CBeT u3 peHaepyeMoro Mmpa aBToMaTMyeckn 3aMeHal0T Tekywme Kamepy u CeeTt
B Graphics3D obbekTe. TakuM 06pa3oM Npu NOCNeayLemM peHAepUHre B HENOCpeACTBEHHOM
pexXuMe Bbl MOXeTe MCMNOJIb30BaTb TOXE OKPYXeHMe. Bbl MOXeTe Takxe HauyepTuTb (OTpeHAepUTb)
Mup B HenocpeaCcTBEHHOM pexunme Bbi3oBoM Graphics3D.render(Node, Transform) T.k. Mup (World)
HacneayeTcsa U3 ysna.

B atoM cnyuae, CeeT, Kamepsbl, 1 ®OH Munpa UrHOPUPYIOTCS, HO BCE APpYyrue goyepHue y3nbl YepTSaTcS.
M3G's cneundmrkaumsa onpeaenseT COXpaHEeHHbIM peXuM OCHOBbIBasiCb Ha TUMe napaMeTpa npwu
Bbi3oBe render(), 4YTO Bbl MCnonb3yeTte nNpu YyepyeHnn. API paboTaeT B COXpaHEHHOM pexume Koraa
Bbl ncnonbsyete render(World).

Mockonbky Bbl MOXeTe peHaepuTb MuUp n ero goyepHme o6beKTbl Kak Y3en B HEMOCpeACTBEHHOM
pexume, ToO HeT 60NbLIOro pasnnymna Mexay abbiMn pexmMmamu.

OaHako, 06bI4YHO rOBOPS O COXPAHEHHOM peXxuMe UMeKT B BUAY ChoCOBHOCTb Nerko ynpasnaTb
rpynnoi 3D-06beKTOB B CTPYKTYpE AaHHbIX Ha3BaHHOW rpadoM CLEHbI, HE3aBUCUMO OT Koaa
peHAepuvHra.

Npad cueHbl

MpenmMylecTsa rpada CLueHbl CTaHOBATCSA o4YeBMAHbIMKU, Koraa Bol onpeaensiete 6onee ClOXHbIA MUP.
B M3G, knacc World(Mup) opraHnsosbiBaeT 3D- 06beKTbl B CTPYKTYpe AepeBa, y3/bl KOTOPOro -
Knacchl, HacnepoBaHHble U3 Node(Y3na).

Bbl yxxe sngenu gsa nogknacca Node(Ysna) B npeabigywem npmumepe: Camera(Kamepy) n Mesh
(Kapkac). Apyrune obbl4HO ncnonb3lyemble 06bekTbl BkAoYatloT Light(CseT), koTopbin ocBewaeTt 3D-
cueHy, u Group(I'pynny), KoTopasi AENCTBYET KakK KOHTEMHep AN Apyrux y3nos. CrpynnmpoBaHHbIE
y3/1bl MOXKHO pacCcMaTpuBaTb KaK eAuHbIN 06beKT.

Cam Mup - 310 'pynna ¢ AONONHUTENbHLIMU BO3MOXHOCTAMU N MCMONb3YeTCa Kak KOHTENHeEp
BEpXHero ypoBHS Ans rpada cueHbl.

PucyHok 1 nokasbiBaeT AepeBO MUpa, KOTOpbIN BkAoUYaeT CeeT, Kamepy, 1 HeCKonbko Kapkacos,
OpraHm3oBaHHbIX B pynnax. { Takxke BKIOUYMA onpeaesieHHble 3HavYeHus B y3nbl Fpynna n Kapkac,
nx s 06bBACHIO No3xe.

PucyHok 1. NMpuMep aepeBa rpada cueHbl
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B rpade cuenbl ana M3G, oamH Node (Y3en) gomkeH npuHagnaexaTb ToNbko ogHon Group (Fpynne).
Npad pnomxkeH Takxe 6bITb HELMKANYECKMM. Bbl cBOGOAHLI B MOAENNpOBaHnM Bawero rpada,
KOTOpbI COOTBETCTBYET Ballel CTPYKType AaHHbIX. s Moero npumepa, s pewun UMeTb ABe
pynnbl, yeTblpe Kapkaca B kaxgoin. MNMepBas cnHsa Mpynna cogepxut cmHmne Kapkacol, BTopas
KpacHas 'pynna - kpacHble Kapkachbl. lpyras pynna - KOHTEMHEP U ANS CUHUX U ANS KpacHbIX
Mpynn.

Monb3oBaTenbckne NaeHtndukatopol(ID), KoTOpble 9 Ha3Haumn Y3nam Mpynn, no3xe noMoryT MHe
naeHTnduumpoBaTtb nx. Jllobon Y3en MoxeT MMeTb NoAb3oBaTenbCckuin ID. [Ana Moux uenen,
[OCTaTOYHO MMeTb BO3MOXHOCTb HaxoauTb ¥Y3nbl pynn. 1 nobasun y3nel CeeT 1 Kamepy K
KopHeBOMY O6beKTy, HO UX MECTOMOJIOXEHME HE UMEET 3HauYeHns. Bbl MoxeTe 406aBUTb MHOIO
Kamep, 4Tobbl onpeaennTb pasfinyHble TOUKM 0630pa, U NepeknyaTb UX B aKTUBHOE COCTOSIHUE C
nomowbio World.setActiveCamera().Bbl MOXeETe TakxXe MMeTb Cpa3y HECKOSIbKO MCTOYHMKOB CeeTa.
(MakcmnmarnbHoe 4Mcno McTovyHMkos CeeTa, nogaepxaBlmx peanmsaunen M3G, MoxeT 6biTb
nonydyeHo ¢ Graphics3D.getProperties ()).

JIMCTMHI 2 nokasblBaeT MHULUMANMU3ALMIO MUPaA, NMOKA3aHHOro Ha PucyHke 1.

/**

* MpuMep MHMUMannsaumu.

*/

protected void init()

{

// MonyueHune singleton ana 3D peHaepuHra n cosgaHve Mupa.
_graphics3d = Graphics3D.getlnstance();
_world = new World();

// Co3paHmne Kamepbl C NepecrneKTUBHOW NMpoeKLnen.
Camera camera = new Camera();

float aspect = (float) getWidth() / (float) getHeight();
camera.setPerspective(30.0f, aspect, 1.0f, 1000.0f);
camera.setTranslation(0.0f, 0.0f, 10.0f);
_world.addChild(camera);
_world.setActiveCamera(camera);

// Co3paHune UCTOYHUKA CBeTa.

Light light = new Light();
light.setMode(Light.OMNI);
light.setTranslation(0.0f, 0.0f, 3.0f);
_world.addChild(light);

// Co3paHne AByx HAabopoB AaHHbIX BEPLUMH: OAMH ANa cMHUX Kapkacos
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// v oanH ansa KpacHbix Kapkacos.
VertexBuffer blueCubeVertexData = new VertexBuffer();
blueCubeVertexData.setDefaultColor(0x000000FF); // cuHumn
VertexBuffer redCubeVertexData = new VertexBuffer();
redCubeVertexData.setDefaultColor(0x0O0FF0000); // KpacHbin

VertexArray vertexPositions =

new VertexArray(VERTEX_POSITIONS.length/3, 3, 1);
vertexPositions.set(0, VERTEX_POSITIONS.length/3, VERTEX_POSITIONS);
blueCubeVertexData.setPositions(vertexPositions, 1.0f, null);
redCubeVertexData.setPositions(vertexPositions, 1.0f, null);

VertexArray vertexNormals =

new VertexArray(VERTEX_NORMALS.length/3, 3, 1);
vertexNormals.set(0, VERTEX_NORMALS.length/3, VERTEX_NORMALS);
blueCubeVertexData.setNormals(vertexNormals);
redCubeVertexData.setNormals(vertexNormals);

// Co3paHune nonochkl TPEYrosbHUKOB, YTO OMpeaensoT Ky6;

// nHAeKChl yKa3biBatoT Ha BepwunHbl B VERTEX_POSITIONS.
TriangleStripArray cubeTriangles = new TriangleStripArray(
TRIANGLE_INDICES, TRIANGLE_LENGTHS);

// Co3paHne maTtepmana.

Material material = new Material();
material.setVertexColorTrackingEnable(true);
Appearance appearance = new Appearance();
appearance.setMaterial(material);

// Co3paHue rpynn ans rpynnuposaHus Ky6oB.
Group allMeshes = new Group();
allMeshes.setUserID(USER_ID_ALL_MESHES);
_world.addChild(allMeshes);

Group blueMeshes = new Group();
blueMeshes.setUserID(USER_ID_BLUE_MESHES);
allMeshes.addChild(blueMeshes);

Group redMeshes = new Group();
redMeshes.setUserID(USER_ID_RED_MESHES);
allMeshes.addChild(redMeshes);

// Co3paHue kaxpaoro kyba B uukne.
for (int i=0; i<8; i++)
{

Mesh cubeMesh = null;
if ((i%2) == 0)
{

cubeMesh = new Mesh(blueCubeVertexData, cubeTriangles, appearance);
blueMeshes.addChild(cubeMesh);
b

else

{
cubeMesh = new Mesh(redCubeVertexData, cubeTriangles, appearance);
redMeshes.addChild(cubeMesh);

b

cubeMesh.setTranslation(1.5f * (float) Math.cos(i*Math.P1/4), 1.5f * (float)
Math.sin(i*Math.PI/4), 0.0f);
cubeMesh.setScale(0.4f, 0.4f, 0.4f);
b
b

BHauane - obblyHas yctaHoBka Kamepbl n CeeTa, KoTopble s gobasun k Mupy. Ons Kapkacos, 4
co3gato aBa VertexBuffers, ogMH Mo yMOA4YaHUIO C CMHUM LBETOM U APYrOM Mo YMOAYAHMUIO C
KpacHbIM LBETOM. XOTS OHU - OTAENbHblE 06BEKTbI, OHN MMEIT obuiee: NOI0XEHMNS BEPLLUNH W
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HOpManemn, 4YTo NO3BOJISET SKOHOMUTb NaMATb. S TakXe co3aal MaTepuarsn, KOTopbii Heobxoanm ans
OCBELLEHHOCTM M NO3BOJSET NPOC/eXnBaTh LBETa BEPLUNH MO YMONYAHUIO N UCMONb30BaTb UX B
BblYNCNEHMN OCBeLleHHOCTM KapkacoB. 3aTeM, 9 co3aato y3abl Fpynn U B LMKNE CO34at0 BOCEMb
KapkacoB u pacnonarat ux no Kpyry. Kaxabiit yeTHbili Kapkac — cMHui 1 nobaBnsieTca K CUHeNn
pynne, Kaxabln HeYeTHbIN Kapkac — KpacHbii n gobaensercsa K KpacHon Mpynne. Kaxgon 'pynne
Ha3Ha4yeH nosb3oBaTenbCkuit ID; JINCTUHE 3 MOKa3sblBAET, Kak MX MCMNO/b30BaThb.

Jinctnur 3. lepesBo rpada cueHbl, 4acTb 2: AHMMaUuNA

/**

* MpuMep NOKasblBaeT KakK MHULUMaNU3npyeTcs
* 1 ctapTyeT Hutb aHumauumu.

*/

public void showNotify()

{
init();

Thread thread = new Thread(this);
_isRunning = true;
thread.start();

¥
/**
* BegeHue aHuMMauumn.
*/
public void run()
{
while(_isRunning)
{
// MoBopoT Kapkacos.
Group allMeshes = (Group) _world.find(USER_ID_ALL_MESHES);
allMeshes.postRotate(2, 0.0f, 0.0f, 1.0f);
_counter++;
if ((_counter%COUNTER_MAX) == 0)
{
_scale *= -1;
b
// MacwTtabupoBaHune cmHux Kapkacos.
Group blueMeshes = (Group) _world.find(USER_ID_BLUE_MESHES);
blueMeshes.scale(1 + _scale, 1 + _scale, 1 + _scale);
// MacwTtabunpoBaHue kpacHbiX Kapkacos.
Group redMeshes = (Group) _world.find(USER_ID_RED_MESHES);
redMeshes.scale(1 - _scale, 1 - _scale, 1 - _scale);
repaint();
try
{
Thread.sleep(50);
b
catch (Exception e){}
b
¥

371oT MpumMep BbinonHsaeT Thread(HuTb) koaa, 4TO6bI CO3a4aTb NPOCTYO aHMMaUMIO, C
Transform(Mpeo6pa3soBaHnem) Y3nos 'pynn. Npeobpa3oBaHns B COXpaHEHHOM pexnme paboTtatoT
HEMHOIro NO-ApPYromy rno CPaBHEHUIO C HEMOCPEACTBEHHbLIM PEXUMOM. B HenocpeaCTBEHHOM pexume
Mpeobpa3zoBaHne NpeacTtaBfseT OAMHOYHYIO MaTpuuy, KoTopass MaHunynupyet 3D-ob6bekTom. B
COXpaHEeHHOM pexumnMme, BMECTO 3TOro UCnonb3ylTcs metogbl obbekTa Yana(Node), yHacnegosasLiero
nx oT knacca Transformable(Mpeobpasyembliit). Knacc MNpeobpasyembii UMeeT YeTbipe KOMMOHEHTa
npeobpaszoBanus: translation (T; nepemeweHune), orientation (R; nosopoT), scale (S;
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MacwTabuposaHue), n generic 4x4 matrix (M; ocHoBHOe 4x4 MaTpu4yHoe). Bce yeTbipe KOMMNOHEHTa
MOryT 6bITb YCTaHOBJ/IEHbI OAHOBPEMEHHO WU BMECTe BbIMOMHAT puHanbHoe npeobpasoBaHue. Bektop
p, KOOpAMHaTbl BEpLUWHbI, Npeobpa3oBaH B p', UCNObL3YySa ypaBHeHne p' =TRSMp.

Cambili nerkuii cnocob nepesectn npeobpasoBaHMe U3 HENOCPEACTBEHHOIO peXmMMa B COXpPaHEeHHbIN
PEXWNUM COCTOUT B TOM, 4TObbI Ucnonb3oBaTb Transformable.setTransform () n Takum obpasom
N3MEHSATb OCHOBHYIO MaTpuuy. MHade, Bbl MOXeETEe MCNONb30BaTb COXPAHEHHbIE TPU KOMMOHEHTA, HO
obpaTuTe BHMMaHMeE, 4YTO NOPSAOK MAaTPUUHOIO YMHOXEHUS (PUKCUMPOBAH M He MOXeT 6bITb M3MEHEH.
Mpeobpa3zoBaHnsa Takxe NMpMMeHUMbl K FpynnaM Y3n0B.
pynnupoBka - nerkuin cnocob obpabaTbiBaTb HECKOABKO Y3/10B KaK OAUH eAUHbIN 06beKT.

B JluctuHre 3, Bce Kapkacbl BpalwakoT BOKPYr ocn Z, HO cuHue Kapkacbl MacwtabupoBaHbl no-
ApYyroMy rno cpaBHeHUIO C KpacHbiMK Kapkacamu. NpeobpasosaHne Kapkaca onpeneneHo ee
cobcTBeHHbIM NpeobpasoBaHneM U npeobpasoBaHMEM BCEX ero poauTenen. [lga CKpMHLWOTa
aHMMauMm MOXHO NOCMOTPETb B PuCyHKe 2; NOMHbIA UCXOAHbIA KOA HAaXOAUTCS B
SceneGraphSample.java.

I:rcyuox 2. Avaauvm rpada cuyeHbl

M3G's oBOUYHbIA popmMmaT

Co3zpaHune 3D- 06beKkTOB BPYUHYI YTOMUTENBHO, M 3TO 06bACHSAET, MOYEMY S MCNOMb30Bas 40 CUX
nop npoctble Kybbl. B aTON cekuumn, g nokaxy Bam, kak ncnonbsosatb 3D MHCTpyMeEHT
mMoaenupoBaHus, 4tobel co3patb 3D MuMp 1 3aTeM MMNOPTMPOBATL €ro B npuoxeHne M3G.

O6meH gaHHbIMM MexAay npunoxeHuamm Tpebyet obwero dopmata dannia. Bmecto Toro, utobhl
n3obpetaTtb Baw cob6CTBEHHbIN, Bbl MOXeTe ncnonb3oBatb M3G's BCTPOEHHbIN ABOMHON hopMaT,
KOTOpPbIA Balle NpUIOXKeHMe MOXeT YnTaTb C noMowbio Loader.load ().

MHOIr0 MHCTPYMEHTOB MOTIYT yXe COXpaHsTb MUpbl B popmaTe M3G dannos, nnmn Bl moxeTe
nobaBnTb 3Ty pyHKUMIO aKcnopTa B dopMaTe M3G K MHCTpyMeHTaM TpeTbux numu. U3 mHorux 3D
WHCTPYMEHTOB, KOTOpble CYLWeCTBYIOT, S Bbibpan Blender, KOTopbIn BNSETCS MOLWHbIM, Open source
nakeTom moaenunpoBaHus. Blender - 6ecnnateH, u Web coaep>XxXuT MHOXeCTBO XopoLuen
OOKyMeHTauuun. BaxxHo, 4Tto Blender moxeT 6bITb pacluMpeH CKpunTaMmu, HanMCaHHbIMU Ha SA3blke
Python. 4 Hawen gBa ckpunTa, KoTopbie NMWyT M3G's dopmaT daina. d ncnonb3oBan CKpUMT,
HanucaHHbIM Gerhard Volkl, noToMy 4To OH nMeeT 6onblue PYHKUMOHANBHOCTU U AOCTYNEeH COrjlacHo

nuueH3snn GPL.
Resources — CCbIJIKM Ha YNOMSIHYTbIE MHCTPYMEHTBI.

CueHa, KOTopyto 1 Xo4y co3aaTb — 3D-TeKCT, KOTOPbI BpallaeTcss BOKPYr Havyana CUCTEMbI
KoopAWHaTbl. Bbl MOXeTe pasrpy3nTb 3aKOHYEHHbIW NpoekT Blendera ns cekunm Sample code, Ho BOT
- MepeyeHb Waros, YTobbl CO34aTb MOAEb CAMOCTOATENbHO:

[E—

Cozpaii HoBbI dann(Ctrl-X), yaanm ky6, uto Blender cozgan no ymMonyaHuio.

2. TloMecTu Kypcop B Ha4yaso CUCTEMbl KOOPAMHAT W 3axXxBaTh KYpPCOPOM CeTKY B (DpPOHTa/IbHOM
o0630pe(front view) wn npeacraBneHunmn ctopoHbi(side view) (Shift-S-3). Kypcop - Tenepb
TOYHO B Hayane KoopAMHarT.

3. B dpoHTanbHoOM 0630pe, AobaBbTe TekcT (Add > Text), KoTopbI co3A4aeT peaakTUpPyeMbIi
06bekT wpudTa. Beegn noboin TekcT; g BBen "Hello, world!".

4. Tepekntoun pexum obbekTa(Tab) n yBuanwe koHTekcT Editing(F9; PenaktupoBaHus).

LenkHu kHornky Center New (HoBbIl LeHTp) Ha naHenn Curve and Surface (KpuBas u

MoBepxHOCTb). TeKCT Tenepb OTUEHTPMPOBAH FOPU30HTaIbHO OTHOCUTEIBHO Havana

KoopAauHar.


http://www.ibm.com/developerworks/library/wi-mobile2/#download
http://www.ibm.com/developerworks/library/wi-mobile2/#resources
http://www.ibm.com/developerworks/library/wi-mobile2/sidefile2.html
http://www.ibm.com/developerworks/library/wi-mobile2/#figure2
http://www.ibm.com/developerworks/library/wi-mobile2/#code3
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5. B TOM e camown naHenun, Beean 0.100 B none Extl, ans BbITeCHEHUS MTYyOUHbBI(TONWMHbI
bykB; extrudes the depth) Tekcra n nonyunws 3D —-Bua Tekcra.

6. B Bepxy dpoHTanbHoro ob63opa gobasbTe Kpyr Besbe(Add > Curve > Bezier Circle; ), 310
OpPTOroHasbHO K TeKkCTy. A 6yay ncnonb3oBaTh 3TOT KPYr NO3Xe, YTO6bl COrHYTb TEKCT, TaK
yTo 6bl OH CriefoBan 3a Ayrowm Kpyra.

7. Kpyr Bbl6paH Mo yMOA4aHWUio; yBenuubTe ero(BBeanTeS A5 MaclTabrupoBaHus).

8. Blender co3gaeTt cBeT u kamMepy no ymon4yaHuto. OctaBbTe UX 6€3 U3MEHEHMUS.

B 2TOM NyHKTe Bbl UMeeTe MoAeNlb MMpa, NMOKasaHHY Ha PucyHke 3.

PucyHok 3. lNMpoekT Blender nocne po6aBneHus tekcra (BMA KaMepbl; camera view)

{1} Font

S v view setect Oject [ % ovjectvode =] [ | [@ =] [ B0 = [Giova =] FHHH

MockonbKy CKpUMAT 3KCNOpTa MOXET ToNbKo obpalaTbcs ¢ Kapkacammn(meshes), s gonxeH
KOHBEpPTUpPOBaATb 06bEKT WpudTa. Bnocneacrenm, s corHy pesynbTupytowmin Kapkac Bokpyr kpyra.

1. B Object Mode (pexxnMe o6bekTa;nepeksoyaeTca Tab), BbibepuTe TEKCT MpaBbiM LENYKOM
Mbiwn K Alt-C koHBepTupyinTe TMn obbekTa. CHavana Font(®oHT) B Curve(Kpusyto), 3atem
Curve koHBepTupyiTe B Mesh (Kapkac).

2. BblbepuTe TekcT, NepenauTte B KOHTEKCT peaaktupoBaHusi( Editing;F9) n B naHenu Links
and Materials(Ccbisiku n MaTepmanbl) C NoMoLbio KHoNkn New co3ganTte HOBbIN
MaTepwuan co 3Ha4YyeHMeM no ymonyaHuto. Kapkac 4oKeH MMETb MaTtepuan, nHade CKpunT
3KCMopTa BblAacT OWmnbKY.

3. BblgenunTe TEKCT, U3MEeHUTe BbibMpaeMblit Kpyr, U Co34anTe poAUTENbCKO-A0UYEPHEE
OTHOLWeHune ¢ noMouwbto Ctrl-P. B oTKpbITOM CrncKe BapuaHTOB, Bbibepu curve
deform(paecdopmaunsa Kpusomn).

4. C BblaeneHHbIM TEKCTOM, nepenanTe B KoHTekcT Object (F7). Boibepu Track X(AQopoxka X)
naHesan yCTaHOBKM aHMMauuMn. DTo BbIOMPAET OCb X A5 BbipaBHUBAHUA MEXAY TEKCTOM U
Kpyrom. Tenepb TEKCT NPUATHO U30OrHYT B hopMe Kpyra.

5. TekcT Tenepb CTan U30rHYyTbIM MO KPyry. TpaHchopMUpyiiTe TEKCT MO BaleMy Bbibopy(BBOAS
G Ans nepemelleHns 1 R ana sBpalleHums).

6. Wcnonbayiite Ctrl-Shift-A ans Tekcrta ana pob6asneHns gedopmaummn k Kapkacy v yaaneHue
Kpyra 3a ganbHenwen HeHagobHoCTbo. ECnn BUAbI TEKCTA CUNbHO MCKAXEHbI NOCne yaaneHus
Kpyra, TO HaxmuTe aABaxabl Tab ana nepekntoyeHns Mexay pexunMmaMmmn obbekTa u
penakTMpOBaHUS.

7. LiBeT doHa MOXeT 6biTb M3MeHeH B NaHenn World (Mup; nepekntoyeHneM B KOHTEKCT
Shading(TeHnun) c F5 Bbibopom kHonkn World).

8. B naHenu Links and Materials koHTekcta Editing(F9), nepenMeHyitTe nMs TEKCTOBOIO
obbekTa B Font#01. Yncno B nmeHn Kapkaca 6yaet nonb3oBatenbckmm ID Kapkaca.

PrYcyHOK 4 nokasblBaeT pe3ynbTaT. Ecnn Bbl XOTUTE MMETb NpeaBapuTESIbHO MPOCMOTPETb
mozenb, Blender MoxeT npopeHAepUTb ee C NoMoLblo Knaesuwm F12.


http://www.ibm.com/developerworks/library/wi-mobile2/#figure4
http://www.ibm.com/developerworks/library/wi-mobile2/#figure3
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PucyHok 4. MNMpoekT Blender nocne usrnba rekcra B kpyrioun ¢popme (Bug kamepbl; camera
view

{1} Fontell

J# 2] = view select Object [ 12 ObjectMode = | [@ ¢ [@ o[:=:| [TI&]© ] = [Globar =] FHHH

3aKka4YnUTeNbHbIN War 4o/mKeH akcnopTuposatb 3D mogenb B M3G cann.

1. YcTraHoBWUTe CKpMNT 3KCNopTa KONMpoBaHMEM B nanky .blender\scripts Bawero
yCTaHoBneHHoro Blender.

2. CKpUNT UCNOSb3yeT HECKO/IbKO BO3MOXHOCTEN nMnopTta(onepatopos Python), koTopble
yCTaHOBNEHHbIN No ymMondaHuio Python BMecTte ¢ Blender-om He nMeeT. Bbl MOXeTe pelunTb
3Ty Npobnemy nHCTannmMpys oTAenbHO MHTepnpetaTtop Python. BmecTo aToro, s
3aKOMMEHTUPOBasn HeCKONbKO onepaTopoB umnopta Python n ckpunt paboTtan npekpacHo.

3. NMocne nepesarpy3sku Blender-a, 3arpysute Bawy 3D Mogenb M BbINOJIHUTE CKPUNT BbIGOPOM
File > Export > M3G in J2ME.

4. BbibepuTe Export into *.m3g binary file. Ckpunt MoOXeT Tak)xe creHepnpoBaTb UCXOAHbIN
Koa Java™- skBuMBasneHT Bawern 3D mogenn. 310 yaobHo ecnu Bbl B nocnenyowem XoTmuTe B
PYYHYIO BHECTU n3MeHeHus. B moeM cnyuyae, ABOMYHbIN hbann —Hauay4dwmin Bblbop.

5. BbibepuTte uMs 1 nanky ans M3G - ¢aiina, KOTopblii Bbl XOTUTE COXPAHUTb U HaXMUTE KHOMKY
Save M3G J2ME.

NTak BCe. Bbl aKCnopTUpoOBann Bawy Moaenb. [JaBanTe UCNonb3yem ee B npunoxeHunm(mmgnete). A
6yay ncnonb3oBaTb CTPYKTYPY Nogo6HY0 npeabiayliemy npuMepy. JIMCTUHE 4 NoKa3sbiBaeT
n3MeHeHus B init() un B run().

H*v:<CTVIHr 4. YteHue M3G gBouyHoOro c¢gaina
! : NHunumnanusaumsa npumepa.
pr{)tected void init()
{// MonydeHue singleton ana 3D peHaepuHra.
_graphics3d = Graphics3D.getlnstance();

try

{
// 3arpy3ka Mupa n3 M3G gBondHoro daiina.
Object3D[] objects = Loader.load(M3G_FILE_NAME);
_world = (World) objects[0];

// N3aMeHeHne CBOWMCTB KaMepbl Ha COOTBETCTBME TEKYLEMY YCTPOMUCTBY.
Camera camera = _world.getActiveCamera();
float aspect = (float) getWidth() / (float) getHeight();


http://www.ibm.com/developerworks/library/wi-mobile2/#code4
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camera.setPerspective(60.0f, aspect, 1.0f, 1000.0f);

b
catch (Exception e)
{
e.printStackTrace();
b
b
/**
* BegeHue aHMMaUM,
*/
public void run()
{
while(_isRunning)
{

// Hantu Kapkac v noBepHyTb €ro.

Mesh text = (Mesh) _world.find(USER_ID_TEXT);
text.postRotate(-2.0f, 0.0f, 0.0f, 1.0f);

repaint();

try
{
Thread.sleep(50);

¥
catch (Exception e){}
b
b

MpunoxxeHune ctano AENCTBUTENBbHO NMPOCTbIM. B init(), s untato M3G ¢aiin, S3KCNopTUPOBaHHbIN N3
Blender-a n nomewato cogepxnmoe B 06bvekT World (Mup). A 310 Mory caenaTtb MOTOMY, YTO A 3HAKO
CTPYKTYpPY KOTOPYK CKPUNT rnponsBen. ToNbKO 0AHO pyYHOE U3MEeHEHMNE B YCTAaHOBKE KaMepbl.
OTHOWeHMe acnekTa 3aBMCUT OT pa3Mepa 3KpaHa KOHKPEeTHOro TesieoHa U AO/KEH BblYUCASTLCA BO
BpeMsi BbiNnonHeHus. B metoae run(), s Haxoxy Mesh(Kapkac) TekcTta no ero nosb3oBaTesibCkomy ID;
Mo 3Tol NpuunHe s Tak HasBan TekcTosbili O6bekT B Blender-e. BpaweHne npuMmeHeHo K 06beKkTy
Kapkac, noToMy 4To caM Mup He MoxeT bbiTb Npeobpa3oBaH.

Bbl 4ONXKHbBI 6bITb OCTOPOXHbI C 0OCSAMM KoopAMHaT. Ecnmn Bbl 6epeTe Balwy npaByto pyKy u
yKa3blBaeTe HanpaBo ocb X (Baw 6onbwoi nanew), ocb Y Blender's (ykasaTenbHbI naney,)
yKa3sblBaeT OT BacC 1 0Cb Z (cpeaHuin nanew) - eeepx. M3G's X oCb Ta Xe camas a, oCb Y yKasblBaeT
BBepx M oCb Z yKkasbiBaeT Ha Bac. (CMoTpu B YacTn 1 onmncaHme KOOpPAMHATHOM cuctembl M3G's
coordinate system.) O6e cucrtemsbl “npaBon pykn”, HoO NnoBepHyTbl HA 90 rpaayCcoB OTHOCUTETIbHO OCU
X. Nockonbky Kamepa n Kapkac TekcTa aKCNopTUpOBannCb, NCNOb3ys cUCTeMy kKoopauHaT Blender-a
— TEeKCT NpeKpacHO nokasbiBaeTcsd. OAHaKo, ecnn Bbl XOTUTE NPUMEHUTb Balln COBCTBEHHbIE
npeobpasoBaHuns, Bbl AO0MKHbI U3MEHUTb OCU. UIMEHHO N03TOMY B JIMCTUHT 4, BpalleHMe - BOKPYF OCH
Z.

PrYcyHOK 5 noKa3biBaeT CKPMHLLOT U3 3aKOHYEHHOro npuioxenus; BinaryWorldSample.java
NMoKa3bIlBaET MOJIHbIN UCXOAHbINA KOA.

fwcyHOK 5. Mopgenb Blender-a vmnoprnpoBaHHass B M3G npunoxxeHue

Bonblwoe npemmyectso hanios, SKCNOPTUPYEMbIX U3 3D-MHCTPYMEHTOB COCTOUT B TOM, YTO Bbl
MOXeTe pasfennTtb paboTy Mexay paspaboTumkamum n xyaoxHukamun. Korga Bbel co3paete 6onee
CNOXHYI0 Moaenb B Blender-e, ckopo noiMeTe, UTO K HaBblKy Ha pa3paboTKy NporpaMMHOro


http://www.ibm.com/developerworks/library/wi-mobile2/sidefile3.html
http://www.ibm.com/developerworks/library/wi-mobile2/#figure5
http://www.ibm.com/developerworks/library/wi-mobile2/#code4
http://www.ibm.com/developerworks/java/library/wi-mobile1/index.html#N10077
http://www.ibm.com/developerworks/java/library/wi-mobile1/index.html#N10077
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obecneyeHnsa Hy>KeH AOMNOAHUTENbHbIN XYA0XECTBEHHbIN HaBbliK. B KOMMepyeckux nrpax ans
KoHconen n PC, 60NbLWKMHCTBO TPYAOBbIX PECYPCOB U AEHer NoTpavyeHo Ha XyAOXeCTBeHHble paboThbl.
Ona MmobunbHbIX TeNnedOHOB, MOAEsb HE TOJIbKO AO/MKHA BbIMAAETE XOPOLWEN, HO TaKXe N A0JIKHa
6bITb ManeHbkon. ®ann, akcnopTupyembii 3 Blender-a - 48 Kb; 601bLUIMHCTBO MecTa UCNONb3yeTCs
A1 BEPLUWH, HOpManen, n onpeaeneHnii Nosockl TpeyronbHuka. Ecnm Bel npoaHanunsunpyete dann,
Bbl MOXeTe BUAeTb, 4To MoAenb nMmeet 3 392 BeplwmnHbl ¢ 1 364 TpeyronbHMKaMm, onpeaeneHHbiMn B
1 014 nonocax TpeyronbHUKa.
BmecTe c npeacTaB/ieHHbIM OCBELLEHNEM, 3TO - TshXkenas pabota no ob6paboTke ons Bawero cpegHero
MobunbHoro TenedoHa. Ecnu Bbl BbikntounTe ocBelleHne, Bbl HE HYXAaeTeCb B HOPMansax U MoXeTe
COKOHOMUTb Ha pa3smepe danna n Tpebyemoli MmowHocTn obpaboTkn. M3G's dainn nogaepxmeaet
cxaTue, HO 6e3 3Toro Bbl yXxe 6onee obecrneyeHbl ckaTeM, NOToMy, 4To M3G dann byaeTt cxaT Tak
WM nHade, Koraa oH gobasneH yepes pecypchl K JAR dariny Java-npunoxexHus. B npumepe
npunoxenuns, M3G - dann cxat go 16 Kb, kak yactb apxumBa. Blender Takxe coaepxut
WHCTPYMEHTbI, KOTOPbI€ NO3BOASAIOT BaM yMeHblwaTh 4Mcno BeplwmH Bawero Kapkaca ¢ MMHMManbHbIM
Bo3aencrTenemM Ha dopMy (Ucnonb3yrite MHCTpyMeHT Decimator B naHenn Mesh koHTekcTa
Editing).

YTo6bl Mcnonb3oBaTb Blender gna kommepyeckoro npoekTa, Bbl 4onxHbI 6b1nm 6bl 3aTpaTUTb
HEKOTOpPOE BPEMS B YNy4lLleHMe CKPUMNTA 3KCropTa, KOTOPbIA HE NOAAEPKUBAET BCE 0COOEHHOCTHU
M3G's n pasbopums B cnocobe, KoTopbiM Bbl MogenupyeTe Bawn 3D- cueHbl. 9To NnoMoro 6bl
caoenaTtb MHBECTUUMM B HECBOBOAHBIN 3aciyXuBalowmii BHMMaHMs nakeT. C Apyror CTOpOHbl, CKpUnT
poctyneH nog GPL(npwuM. JlnueH3snen ), Tak, uto ntobomn MoXeT yny4lwnTb ero. ABTOp CKpunTa
HenaBHO aob6aBua Noaaep)KKy TekCcTyp. K cyacTblo, KTO - TO y)Xe MHBECTUpOBan BpeMs B
obecneyeHne cBo604HOINO MHCTPYMEHTA.

BbipaBHMBaHue n Bbi6op

Mocne Toro, Kak MoAeslb UMNOPTUPOBAHA B Balle NPUIOXKEHME, Bbl MOXETe NPUMEHUTL BCe
BO3MOXHOCTM M3G. 4 nokaxy Bam, aBa MmeTtona obwero ncnonb3oBaHUs Bo3MoXxHocTten M3G B
COeAMHEHUN C COXPaHEHHbIM PEXWUMOM - BblpaBHMBaHWE Y3108 1 Bbibop.

Koraa Bbl knagete mMa4 ans nepBoro yaapa B urpe ronbd, Bbl xoTenn 6bl, 4Tobbl KamMepa Bceraa
nokasblBas Wap B cepeauHe 3KpaHa, u ero nyTb noneta K 3emne. C Node.setAlignment(), y3en, Tmna
Kamepa, MOXET aBTOMaTn4yeckn OpUEeHTUPOBATLCA Ha Apyron 06beKkT, HanpuMmep Mad ana4 ronbda. B
cnepywouwem npumepe, 1 6yay ucnonb3oBaTb 3TO, YTOObI Npeobpa3oBaTb TEKCT, TaK YTO OH
HenocpeaCcTBEHHO CTOUT nNepes KamMmepowu.

Opyras obwas npobnema B urpax bibop obbekTa, ¢ BbiI30BOM Bblbopa(picking). Korga Bebl
NpoeKTUpyeTe CTPesika M 3anyckaeTe nynaw, Bbl 40NXXHbI NpOBEPUTb, MOPAXaET /N OHa Leflb.
Group.pick() 6pocaet ny4d, KoTOpbI Bbl cCHabxxaeTe TOUKON oTcuyeTa W HanpasneHnem. Ecnm nyy
nepecekaetcs ¢ KapkacoM, MeToA BO3BpallaeT UCTUHY M coobwaeT o nopaxeHnn Kapkaca - obbekTa.
A 6yay ncnonb3oBaTb 3TOT METOA ANS MHAMKALUMKM, KOraa TEKCT - B nepekpectumn(npuuene), Kotopoe
a 6byay pucoBaTb B cepeamHe aKpaHa. JInctuHr 5 nokasbiBaeT KakK MCMob30BaTh BbipaBHMBAHME U
BbI6OP.

JiInctuHr 5. BoipaBHMBaHue u Bbi6op

/**

* MHnymanmnsaumsa npmmepa.

*/

protected void init()

{

// MonyyeHwne singleton ana 3D peHaepuHra.
_graphics3d = Graphics3D.getlnstance();

try

{
// 3arpy3ka Mupa ns M3G gsonyHoro danna.
Object3D[] objects = Loader.load(M3G_FILE_NAME);
_world = (World) objects[0];

// \3aMeHeHne CBOWCTB KaMepbl HAa COOTBETCTBME TEKYLLEMY YCTPOMUCTBY.
Camera camera = _world.getActiveCamera();

float aspect = (float) getWidth() / (float) getHeight();
camera.setPerspective(60.0f, aspect, 1.0f, 1000.0f);

// BblpaBHMBaHWe TeKCTa K KaMepe.
Mesh text = (Mesh) _world.find(USER_ID_TEXT);


http://www.ibm.com/developerworks/library/wi-mobile2/#code5
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text.setAlignment(camera, Node.Y_AXIS, null, Node.NONE);
text.align(null);

// 3arpy3ka n3obpaxeHus nepekpecTus.

try

{
_crossHairlmageOn = Image.createlmage(CROSS_HAIR_ON);
_crossHairlmageOff = Image.createImage(CROSS_HAIR_OFF);

b
catch (Exception e) {}

b

catch (Exception e)

{
e.printStackTrace();

b
b

/**

* PeHAepuHr npuMepa Ha aKpaH.
b3

* @ napameTp graphics — rpadumyeckmun o6beKkT Ans BbiBOAA.
*/
protected void paint(Graphics graphics)
{
_graphics3d.bindTarget(graphics);
_graphics3d.render(_world);
_graphics3d.releaseTarget();

// HapucosaTb nepekpectue.
if ((_crossHairlmageOff = null) && (_crossHairlmageOn != null))

{

graphics.drawlmage(_crossHairOn ? _crossHairlmageOn : _crossHairImageOff,
getWidth()/2, getHeight()/2, Graphics.VCENTER | Graphics.HCENTER);
b

drawMenu(graphics);

by

/**

* YrpaB/ieHWe HaxxaTueM KaBuLl.
*

* @napameTtp keyCode koA KnaBun.
*/
protected void keyPressed(int keyCode)

{
Mesh text = (Mesh) _world.find(USER_ID_TEXT);

switch (getGameAction(keyCode))

{
case LEFT:

text.postRotate(2.0f, 0.0f, 0.0f, 1.0f);
break;

case RIGHT:
text.postRotate(-2.0f, 0.0f, 0.0f, 1.0f);
break;

case FIRE:
init();
break;

// no default
by
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// TlpoBepuTb, NepecekaeTcs Nu fy4y, 6poleHHbI NnepekpecTMeM C TEKCTOM.
_crossHairOn = isHit();

repaint();
b

/**
* MpoBepSAIT KaK Nyd, KOTOPbIN HaYMHAeTCs B cepeamHe OkHa npocMmoTpa(viewport) n nmeer
* TOo)Xe HanpaB/ieHWe YTO U aKTUBHasa KaMmepa, nepecekaeTcs M C TEKCTOM.
*
* @gBo3BpallaeTcs true, ecnu ecTb NepeceyeHume.
*/
private boolean isHit()
{
boolean isHit = false;
RaylIntersection raylIntersection = new Raylntersection();
Mesh mesh = (Mesh) _world.find(USER_ID_TEXT);

if (_world.pick(-1, 0.5f, 0.5f, _world.getActiveCamera(), raylntersection))

if (rayIntersection.getlntersected() == mesh)
{
isHit = true;
b
b

return isHit;

b

Mocne 3arpyskn M3G danna, BbizoB setAlignment () B init () yctaHaBnueaeT nHdopmaumio
BblpaBHUBaHua ana Kapkaca tekcra. lNepBas napa napamMeTpoB onpeaenseT BblpaBHMBaHue ocu Z;
BTOpas napa onpeaenseTt 370 ocn Y. 1 OpUEHTUPYIO OCb Z TeKCTa K 0CU Y KaMepbl U HE U3MEHSI0 OCb
Y TekcTa. Bbibop ocein obycnosneH pasnnumnem B Blender's n M3G's cucteme koopanHar.
dakTnyeckoe npeobpasoBaHMe Ha Kapkace TeKcTa BbIMOJHEHO C Bbi30BOM align().Ecnn Bbl xoTute
HenpepbIBHO OTCNeAnTb NyTb 06bekTa, Bbl 4O/MKHBI Bbi3biBaThb align() Ha KaxaoMm ware
nepemMelleHns obvekTa. init() Takxke cosgaeTt Asa M3obpaxeHus, KOTopble S UCMOb3YH0, YTOObI
HayepTUTb NnepekpecTtume B paint().

B 3aBMCUMMOCTM OT 3HaueHus 6yneBor nepemeHHoOM _crossHairOn, nepekpecTtume
-yepHoe(_crossHairlmageOff) nnmn 6enoe(_crossHairlmageOn). Bbl MoxeTe nerko cKapkacaTtb
3anpockl k Graphics n Graphics3D. Tonbko yaoctoBepbTechb, 4TO 3anpockl K Graphics3D caenaHbl
mexay bindTarget () n releaseTarget (), a 3anpochkl Kk Graphics cHapyxu *Target ().

CocTtosiHue nepekpectusa onpegeneHo B keyPressed().

Koraa HaxkaTa cOOTBeTCTBYlOWasA knasumwa, keyPressed() BpaliaeT TEKCT UM HANEBO MM Hanpaseo.
B To xe camoe Bpems, isHit () npoBepseT, HaBeAeHO NN NepeKkpecTue Ha TeKCT. B aTom meToae, 4
ncnonb3yto Group.pick (), KOTopbl BXOAUT B ABa BapuaHTa — NnepBsbli, KOTOpbIN bepeT
NpOn3BOSIbHOE KOOPAMHATbI Iyda U Luenun, BTOpon - onpeaenseT yd B KoopAMHaTax OKHa
npocmoTpa(viewport). EFro Hadano KoopamMHaT HaXo4AUTCS B BEpXHe-/1eBOM Yriy n AManasoHe
koopamHaTt oT 0 go 1.

MockonbKy s nHTepecytcb BbibopoM Kapkaca, OCHOBAHHOMO Ha TeKyLlen Kkamepe, NoCneaHuin
BapuaHT Hanbonee yaobeH.

KoopauHatel, (0.5, 0.5), 0603HavaloT cepeanHy saKpaHa, NOTOMY YTO OKHO MPOCMOTPaA MO YMOMYaHUIO
- TOrO e CaMoro pasMmepa, 4YTo M 3KpaH.

Ecnn ectb coobieHne o nepeceyeHnu, 1 U3MEHS0 3HavyeHue _crossHairOn, u nokasbiBato
COOTBETCTBYHOLLEe n3obpaxeHne nepekpecTns Kak nsobpaxeHo Ha PucyHke 6.
AlignmentPickingSample.java - NOMAHbIA UCXO4HbIVM NpuMep Koaa.

PucyHok 6. TeKCT, BbIPOBHEHHbI K KaMepe:
a) NepekpecTue He nepecekaeTcs ¢ TekcTtoM, b) MNepekpecTne nepecekaercsa


http://www.ibm.com/developerworks/library/wi-mobile2/#figure6
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Pesiome

B ABYX CTaTbsAX 3TOW CeEpUU, S U30XMA OCHOBbI pa3paboTkn 3D — NpUIOXKEHUN A9 MOBUABbHbIX
TenedoHOB. HenocpeacTBeHHbIN pexunm peHaeput 3D- 06beKTbl HENOCPEACTBEHHO Ha 3KPaH.
CoXpaHeHHbIN pexunM, C ApYron CTOPOHbI, N03BoAsSET BaM cTpouTb rpad CueHbl, KOTOpbIM Bbl MOXeTe
MaHMNynupoBaTb U peHAepuTb B bonee nosgHee speMs. [N HENOCPEACTBEHHOIO pexXunMa, BaxXHO
NOHATb, KakK BPYy4YHYto co3aaTtb 3D- cueHy. AnbTepHaTUBHO, Bbl MOXeTe MNOPTUPOBaTb MOAENb U3
3D- MHCTpyMeHTa, ncnonb3ys M3G's aBoliHoON dopmaT daina. 1o No3BonsdeT BaM co3aaTb CNOXHbIE
3D- MuUpbl M NOMOraeT pasaeneHuto paboTbl Mexay pa3paboTuMkamMn U XyAOXHUKaMU.

OpHako, 9 He ynoMsHyn o nocnefoBaTenibHOCTAX MynbTURAMKaunm(animation sequences),
TyMmaHe(fog), cnoax(layers), 3D-cnpantax, mopduHre Kapkacos(morphing meshes), nnm Kapkacax,
KoTopble npeacTasnaoT ckeneT(skeletally), aHMMMpoBaHHbIM MHOrOYrosibHUK. S ocTaBato 370 Bam
ANna nccnefoBaHus.

3arpysu

OnucaHue Nmsa Pamep MeTopa 3arpy3ku
Mpumep koaa wi-mobile2source.zip 136KBHTTP

Pecypchbl

O6yueHune

e The first part of this series BBOAUT B HENOCPEACTBEHHbIN pexuM n obydaeT Kak Bbl MoxeTe
paboTaTb C OrHAMMK, KamMepamu, U MaTepmanamu.

e ToHMMaHMe ocobeHHOCTEN YCTPOMNCTB, KOTOpble noaaepxmnsatotr M3G Ha Bebcalitax
n3rotosutenen Sony Ericsson, Nokia, nan Motorola.

e« Cepusa uns 4 yacren J2ME 101 (developerWorks, November 2003) obecneunBaeT BBeaeHnE B
Java 2 Platform, Micro Edition 1 Mobile Information Device Profile (MIDP).

e [lony4n MHOro Maenm n aKCNepTHbIX COBETOB N0 6€CNpoBOAHON TEXHOMOMMN Ha
developerWorks Wireless technology zone.

NMonyuyeHne NpoayKTOB U TEXHOJIOMUMA

e 3arpysu open source MHCTpyMeHT Blender ans co3pgaHus Bawmnx 3D mogenen. Obydatowme
nporpamMmmbl U AOKYMeHTauusa MOryT 6bITb HangeHbl Ha BlenderWiki.

e 4 Hawen gBa ckpunTa skcnopTa Ana Blender kotopble nuwyT M3G dainbl: oauH y MIKlabs n
apyron y Gerhard Volkl. S ncnonb3oBan nocneaHero 454 npMMepoB B 3TOW CTaTbe.

e 3arpy3suTe nocnegHtol cneundukaumnto 3D API:Mobile 3D Graphics API for J2ME (JSR 184).



http://jcp.org/en/jsr/detail?id=184
http://www.nelson-games.de/bl2m3g/default.html
http://miklabs.com/
http://mediawiki.blender.org/index.php/Main_Page
http://www.blender.org/
http://www.ibm.com/developerworks/wireless
http://www.ibm.com/developerworks/views/wireless/libraryview.jsp?search_by=J2ME+101
http://www.motocoder.com/motorola/pcsHome.jsp?rNum=-1350087095&node_name=Threed_Tool
http://www.forum.nokia.com/main/0,,1_50_8,00.html
http://developer.sonyericsson.com/site/global/newsandevents/campaigns/java_3d/p_java3d.jsp
http://www.ibm.com/developerworks/wireless/library/wi-mobile1/
http://www.ibm.com/developerworks/views/download.jsp?contentid=100525&filename=wi-mobile2source.zip&method=http&locale=worldwide

15
e Wcnonb3ynte Sun-kuin Java Wireless Toolkit Bepcumn 2.2 v Bbiwe ang paspabotkn Bawmx M3G
NPUNOXEHNI.

« Java Wireless Toolkit moxeT 6bITb BCTpoeH B Eclipse IDE ¢ noMouwbto nayruHa EclipseME.

e NetBeans c naketom Mobility Pack — gpyras open source IDE o6onouka, koTopas
noaaepXxuneaet pa3paboTky Bawwnx npunoxeHnii npm nomowwm Java Wireless Toolkit.

e CrponTte Bawy nocneaytowyto paspabotky c IBM trial software, 4OCTYNHOW Ans 3arpy3ku C
developerWorks.

» [ocetnte IBM Press Bookstore anst nony4yeHus BCEOOBHEMIIOWENO CMNUCKA TEXHUYECKUX KHUT.

Aunckyccumn

e Wrpbl 1 3D-cBsI3aHHbIE BONPOCHI BOKPYT fABbl MOryT 6bITb 06CyXaeHbl Ha ®opyme Urp Sun's
Java Games Forums.

« BoBneueHne B coobuwectso developerWorks ¢ 6norom developerWorks blogs.

06 aBTOpE

Claus Hofele - akcnept no 6ecnpoBoAHbIM NPUNOXKEHUSAM, UMEET 06LWMPHbIA onbIT, paboTas B
NPOMBbIWNEHHOCTM TesleKOMMYHUKauuii. OH - nocnegoBaTesib TEXHON0rMMN SBbl BO BCEX ee
MHKapHaumsax. Knayc xumeeT B TOKMO U C HUM MOXHO KOHTaKTUpOBaTb MO
mailto:Claus.Hoefele@gmail.com?cc=.
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