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Background



ooRexx 1

* Easyto learn syntax

* No strict types

* Setting Environment



ooRexx 2

* |Instruction Types

* Assignment Instructions
* Keyword Instructions (e.g. DO)

* Command Instructions
*  Will be sent to shell for execution
* Or addressing other Rexx Command Handler with ADDRESS keyword

* Directive Instructions (since ooRexx)
* i requires

* Executed in setup phase



One of the most used programming languages today

Java vitrual machine (JVM) allows to run Java program everywhere once compiled

Extensive libraries

Stricly typed language

Case sensitive

Classes organized in packages



BSF400Rexx850

Bean Scripting Framework for ooRexx

ooRexx function and class package

Allows ooRexx to use all of Java

Combines ooRexx human oriented design and Java functionalities

Camouflaging Java objects as ooRexx objects

Since BSF400Rexx850: ability to implement Rexx command handlers in Java



Runtime Library written in Java

Command Handler as part of BSF400Rexx850

Implements awt based Java2D

No knowledge of Java necessary

JavaDrawingHandler



Objectives of JDORFX

* Developing framework based on JavaFX

* Maintain syntax compatibility with JDOR / seamless switch

* Provide 3D graphics to ooRexx programmers



Java awt vs JavaFX

Java awt JavaFX
* First Release 1996 * First Release 2008
* Basic GUI toolkit  Standalone GUI toolkit meant to replace
* Several Packages AWT and Swing
« FXThread

* Uses Java Native Interface (JNI)
- GUI control and event management in a * Multiplatform classes: eg Audio, Video, 3D

separate AWT/GUI thread Graphics

* Needs Java version with JavaFX package, eg
Full JDK!



Modern Java GUI toolkit

Structure: Stage -> Scene -> Scene Graph -> Nodes

Application Class

public void start
» Starts a new Application Thread
* Allchanges to the scene graph must happen within this thread
» stage.show(); to show window



JavaFX Structure

/ / Stage \\

Scene

/ Scene Graph \

7

Root Node ]

[ Leaf Node [Branch Nod%

/\]

\\K | Leatode | | Leat Noc ///

Source: https://www.tutorialspoint.com/javafx/javafx_application.htm

V.




JavaFX Sample Code

import javafx.application.Application;
import javafx.scene.Group;
import javafx.scene.Scene;

import javafx.stage.Stage;
public class Example extends Application {

@Override

@ public void start(Stage stage) throws Exception {

Group root = new Group():

Scene scene = new Scene(root,

stage.setScene(scene):

stage.show():




Development



Requirements

* Java 8+ with JavaFX modules

* Open Object Rexx 5.0.0+

* BSF400Rexx850 bridge



JavaDrawingHandler (JDOR)

Class Constructor for custom JFrame

Implements RexxRedirectingCommandHandler

Hashmaps for storing variables

Callback Method handleCommand

* lterates through redirected Rexx commands

processCommand
* Processes redirected Rexx commands
* Switch Statement



Differences 1

JavaDrawingFrame JavaFXDrawingFrame

* JFrame class Scene class

+ Embedded JPanel Pane as Root Node

Canvas
* Bufferedlmage

Group Nodes
* shapeGroup
* shape3DGroup
* lightGroup



Differences 2

bbebug=
Pane root = new Pane();

Canvas canvas = new Canvas();

Group shapeGroup = new Group(

Group shape3DBGroup = new Group();

Group lightGroup = new Group();
pre dth;

prefHeligh

JavaFXDrawingFrame(Canvas can)

Group());

s.5etRoo
curr
currHeight = (int) can.getHeight
root.setPrefSize(curriWidth,currHeight);
canvas = can;
root.getChildren().add(canvas);
root.getChildren().add(shapeGroup);
root.getChildren().add(shape3D6roup);

root.getChildren(].add(1ightGroup];

5 JavaDrawingFrame exte

prefHeight H

1 prefResizable=

1 bDebug=

Surface sf =

BufferedImage bufImage =

JavaDrawingFrame (BufferedImage img)

bufImage=img;

1tUI(

joid inituI()

sf=new Surface
add(sf);

setTitle(

dth=bufImage.ge
currHeight=bufImage.getHeight(
getContentPane() .setPref
setResizable(currFrameResizable);
pack();

ionRelativeTo(null);

setDefaultClose0peration(JFrame.DISPOSE_ON_CLOSE) ;




JavaFXDrawingHandler (JDORFX) 1

JavaFXDrawingHandler

* Extents Application Class

* New Thread to Launch FX Thread

e Start Method

» Stage that embeds custom Scene
* New Runnalbe for GUl updates every 10 milliseconds



JavaFXDrawingHandler (JDORFX) 2

I start(Stage stage) throws Exception {

Platform.setImplicitExit(false);

stage.setOnCloseRequest(event -» {

Platform.exit():

b:

Thread thread = new Thread(

Runnable updater =

if (!degue.isEmpty() &% changeScene && fxWinUpdate) {

scene = degque.getFirst();
cene(scene);

itle(frameTitle);




JavaFXDrawingHandler (JDORFX) 3

JavaFXDrawingHandler

* ConcurrentLinkedDeque for communiation between threads
* Main Thread puts in changed Scene object
« FXThread reads Scene object

* Synchronized methods for changing Stage properties
* Window show
* Window Location
* Window Resizable



Comparison of command processing

| dev\avaFXDrawingHandler java ¢ A nutshel\JavaFXDrawingHandler java

WIN_TITLE: WIN_TITLE

(fxframe==
ngFrame (bufImage)
fxframe = JavaFXDrawingFrame(canvas)

showFrame()

resultValue = frameTitle

(arrCommand.l

WriteUutput

jd.setTitle(newTitle) frameTitle = newTitle




Challenges: Stroke Property

Setting Stroke Properties

JavaDrawingHandler JavaFXDrawingHandler

e awt Stroke class e JavaFX Stroke: only color value

* Storing properties in HashMap
* Color
« Width
* Lineloin
* DashArray



Challenges: PathAppend

Appending a named Shape to a named Path

JavaDrawingHandler

* Append Shape to Path

JavaFXDrawingHandler

 Turn named Shape into Path

Iterate through PathElements

Append new PathElements to named Path

(Errors when joining shapes)



JDORFX Environment

addJdorFXHandler

environmentName=

BsfCommandHandler

environmentName, -

~new(




Address JDORX in Rexx Programs

addJdorFXHandler

jdorfx

::requires




Nutshell Examples



Nutshell: JDOR vs JDORFX Drawing




Nutshell: JDOR vs JDORFX Drawing




Nutshell: JDOR vs JDORFX 2D Shapes

say "Create a scene and add 2D shapes" shape myQuadCu EUJ\C:I\EI\-E'\J\" 450 450 300 300 400 300

-- creating a new window with size 500 x 580 c\l\"_a.';shaQ\e_ myQuadCurve

A

newimage 50608 560 -- set draw and fill color to pink
-- set draw and fill color to blue color pink

color blue -- create a path and add elements

stroke with width=3 cap=2 join=2 m imit=10 dashArray=(10,20) dashOffset=4 shape myPath path 1

stne wStroke 3 2 2 18 "(18 281" &

stroke myStroke 3 2 2 18 "(10,20)" 4 pathmoveto myPath 50 250

stroke myStroke c , ,

SLIRACLISLIDRE -- add curve to path with ctrixl ctrix2 ctriy2 x y
mrren Sl e )

pathcurveto myPath 108 150 200 308 280 250

shape myPoly polygon "(50,150,108)" "(50,50,100)" 3 . ) PR

Qa:hl;ne:q myPath 408 250

ST err iy

-- draw filled polygon taken from xPoints-array and yPoints-array

fillshape myPoly

Bl . . --draw path

-- draw arc th x y width heigth start extend type
P AN

shape myArc arc 200 50 180 100 8 258 2

drawshape my
AR

drawshape myPath
f e
-- show created window
N : . . P . winshow
-- set draw and fill color to R=0.5 G6=0.3 B=0.6 Alpha=0.9 RN
color myColor 8.5 0.3 0.6 0.9 s
color myColor ¢ "Press enter to end program...
-- draw line from x vy to newX and newY parse pull
shape myLine 1ine 350 50 300 200
drawshape myLine
e cibs L
-- draw ellipse with x y width height
shape myEllipse ellipse 4808 50 58 180
drawshape nyEllipse
-- set draw and fill color to orange
color orange
-- draw rectangle with x y width height
shape rec rectangle2d 50 300 100 180
drawshape
AR
-- draw filled round rectangle with x y width heigth arcWidth archHeight
shape myRoundrect roundrect 2608 360 50 108 28 28
NAAADRDANN NN

pe myRoundrect

draw and fill color to gray
or gray
- draw cubi v h x1 y1 ¢ (1 I 1 ¢ (2 ctriy2 x2
A vl A B Sl A sl A S
shape myCubic c 300 300 300 350 400 350 300 400
drawshape myCubic
e cibs L

-- draw cubi




Nutshell: JDOR vs JDORFX 2D Shapes




Nutshell: JDOR vs JDORFX 2D Transform




Nutshell: JDOR vs JDORFX 2D Transform




Nutshell: 3D Shapes

 3DShape classes

* Box
* Cylinder

* Sphere

* Draw3dShape / DrawShape3D: wireframe model

* Fill3dShape / FillShape3D: model with filled vertecies



Nutshell: 3D Shapes

"Create a scene and add 3D shapes"

-- creating a new window with size 508 x 500

newinage 500 500

-- create new sphere with the name "mySphere" at location x=108, y=188, z=0
-- and a radius=50
shapedd mySphere sphere 100 100 0 308
-- create new box with the name "myBox" at location x=408, y=175, z=0
-- and size: width=100, height=250, depth=200
shapedd myBox box 400 175 © 100 250 200
w cylinder with the name "myCylinder" at location x=100, y=350, z=0
radius=50, height=150
shape3d myCylinder cylinder 1008 350 @ 50 150
-- place mySphere onto scene with filled vertices; also: i;llﬁhﬂﬂfjd
fill;gpﬂ\p; mySphere
-- place myBox onto scene as line [/ wireframe model; also: H:ﬁfﬁhﬂ?ﬁjd

d“aﬁ3g§hape myBox

-- place myCylinder onto scene with filled vertices; also: fillﬂdshyne
R Y
ape3d myCylinder

ow created window

say "Press Enter to end program..."

parse pull




Nutshell: 3D Shapes




Nutshell: Camera

 Parallel Camera

* Default Scene Camera

* No Perspective Distortion

* Perspective Camera

* Perspective Distortion

* FieldOfView: defines the viewing volume for a perspective projection



Nutshell: Camera

say "Create a scene with the default parallel camera" say "Location: x=0 y=100 z=-200"

== EIEEEND & MEY LI CHED SR B2 5 HE say "Note: The z variable has no impact on a parallel camera"
newimage 500 500 parse pull
se
-- show created window .
--create parallelCamera

winshoy

camer r Ter = - e
ate new sphere h name "mySphere" at loc 608, z=0 and a radius=50 camera parallelCamera parallel 0 100 (-200)
shape3d mySphere sphere 205 225 0 50 v to parallelCamera
parallelCamera

-- create new box with name "myBox" at ation x=200, y= 2=0

-- and size: =100, height=100, depth=100

shape3dd myBox box 325 150 0 100 100 100 say "Press Enter to end program..."

-- create new cylinder with name "myCylinder" at 1

-- and size:

radius=50, height=200

parse pull

shape3d myCylinder cylinder 325 350 @ 58 100
-- place mySphere onto scene with filled ve : so: fillshape3d
Pt o

filljt\l\s\l]gp;a mySphere
-- place myBox onto scene as line / wireframe model; also: drawshape3d

oo
draw3dshape myBox

-- place myCylinder onto scene with filled ver ; so: fillshape3d
ebrrivevey

fill3dshape myCylinder

ve camera"

30"

iveCameral
eCameral perspec (-50) (-100) (-100)

riew to persper

"Sleep for 5 seconds and then create a new perspective camera"
%=200 y=0 2z=-508, fieldOfView=
parse pull

--create perspectiveCamera2

camera"




Nutshell: Camera




Nutshell: Ambient Light vs Point Light

* Ambient Light

* Light source that appears to come from all directions

* Point Light

* Radiates light away from its position



scene and set ambient light to
g a new window with size 500 x 500
newimage 508 500
-- show created window
winshow
-- create new box shapes
shape3d ceiling box 250 110 @ 500 20 500
shape3d floor box 258 410 O 500 20 580
-- place box shapes onto scene
fill3dshape ceiling
fill3dshape floor
-- create new cylinder shapes
shape3d leftPillarl cylinder 10
shape3d leftPillar2 cylinder 10 2
shape3d leftPillar3 cylinder 10
shape3d leftPillar4 cylinder 10
shape3d leftPillar5 cylinder 10
shape3d rightPillarl cylinder 490
shape3d rightPillar2 cylinder 490
shape3d rightPillar3 cylinder 490
shape3d rightPillard cylinder 498 2
shape3d rightPillar3 cylinder 498
-- place cynlinder shapes onto scene
Fill3dshape leftPillarl
fill3dshape leftPillar2
fill3dshape leftPillar3
fill3dshape leftPillars
fill3dshape leftPillar5
fillqggQ§p_ rightPillarl
idshape rightPillar2
ape

e
e

e

“

filqugﬂ\\f rightPillar3
fill3dshape rightPillar4

v
e

28

fill3dshape rightPillars

-- create and add new sphere to scene
shape3d mySphere sphere 250 250

draw3dShape mySphere

-- Create nNew perspec ive camera and set scene camera

Nutshell: Ambient Light vs Point Light

camera perspectiveCamera perspecti
setcamera perspectiveCamera
FRAAAANNNL
eate and add new ambient light to scene
light ambientLight ambient red

-- turn ambientLight on

cotliaht ambientlioht
setlight ambientlight

create and add new point lights to scene
light bluelight point 466 200 (-160) blue
light greenlight point 106 200 180 green

¢ "Sleep for 5 seconds and turn on point lights"
/ "Location point light blue: x=480 y=200 z=-100"
/ "Location point light green: x=100 y=200 z=100"

parse pull

-- turn point lights on

%EE,L%(JP\E bluelight

§§;légh§ greenLight

say

say "Sleep for 5 seconds and turn off ambient

parse pull

-- turn ambientLight off

se:ligg; ambientLight turnoff

AR

~
say
say "Press Enter to end program..."

parse pull




Nutshell: Ambient Light vs Point Light




Nutshell: 3D Transformations

* 3D Tansformations

* Translate

* Rotate

* Scale

e Shear



Nutshell: 3D Transformations

reate a scene and add and transform 3D shapes"
-- creating a new window with size 500 x 500
newimage 508 500
P
-- create new boxes
shape3d box1 box 3460 280 0 200 20 200
shape3d box2 box 140 280 0 200 20 200
shape3d floor box 250 0 (-100) 500 20 500
--move box "flo by x, v,
translate3dshape floor B 42

Pt

-- shear boxes with shx shy
shea"Sdshape box1 1008

b vt
1) 8608

-- rotate shape 90 degrees on the al th its center as pivot point

shear3dshape box2 (-
rotate3dshape box1 99 B 8 80 8 1
-- rotate shape -90 degrees on the ¢is with its center as pivot point
rotate3dshape box2 (-90) 6 8 8 0 0
-- create new cylinder
shape3dd mySphere sphere 245 255 0 25
sC of shape, pivot point is center of shape
scale3dshape mySphere 11.51 000
-- create new cylinder
D 350 6 2 200

shape3d cylinderl cylinder 22

-rotate shape 45 degrees on the y axis, p t point is 28px left of shape center
‘jghﬂgg cylinderl 45 20 8 8 8 1 0
te shape 30 degrees on the z axis with its center as pi’
'Q@ﬂﬁﬂ? cylinderl 38 8B B 8 8 1
create new cylinder and apply rotation

shape3d cylinder2 cylinder 225 358 8 2 200

rotate3dshape cylinder2 90 20 8 08 10

rotate3dshape cylinder2 38 8008 0 0

-- create new cylinder and apply rotati

shape3d cylinder3 cylinder 225 350 @

rotate3dshape cylinder3 135 20 0 8 0 1

rotate3dshape cylinder3 30 60 0 8 0

-- create new cylinder and apply rotati

cylinder 225 350 0

180 20 0 8 8 1

shape3d cylinder4

‘D:a:BJUSthe cylinderd
AR

rotate3dshape cylinder4 30 80 0 0 8 1
-- create new cylinder and apply rotation
shape3d cylinderS cylinder 225 350 0 2 200
rotate3dshape cylinders 225 206880 1 8
rotate3dshape cylinders 38 80 8 8 8 1

ARARAAA
-- create new cylinder and apply rotation
shape3d cylinderé cylinder 225 350 0 2 200
rotat ngpgﬂg cylinders 270 20 0 B 0 1 0
rotate3dshape cylinders 30 8008 0 0 1
RASAA

-- create new cylinder and apply rotation
shape3d cylinder7 cylinder 225 350 0 2 200
rotate3dshape cylinder? 31520 880 1 8
rotateddshape cylinder7 38 80 8 8 8 1

ARARAAA
-- create new cylinder and apply rotation

shape3d cylinder8 cylinder 225 350 0 2 200
rotate3dshape c ylinderg8 360 20 6 0 8 1 8
"D:a:eadshqpa cylinder8 38 B B B 0B 0 1

RASAA
-- add shapes
the order of placing shapes onto scene matters
-- later added shapes
fi llahap=qd flo

IFRANR ]

will cover previous ones,

regardless

fillshape3d

f&llshapaed
fillshape3o

fillshape3d

A,

fi llah@ﬂ:#d

fi 110haﬂgdﬂ
AR

f;}}qhgpead
fi llahap=dd
pEtetbles

fillshape3d

f;llshapaad
f }lﬂbﬂ””dd

-- create

camera perspectiveCamera perspec

seLcamera
s

PR,

boxl
box2
inder4
inders
cylinders
cylinder?
cylinder8
mySphere
cylinderl
cylinder2
cylinder3

ve 0 8

perspectiveCamera

light myLight point 180 50 (-400) white

::;1 ght myLight

e

new perspective camera and point light and add to

-108)

of its distance

sC

e

ne

To

the camera




Nutshell: 3D Transformations




Nutshell: Materials

* Maps

* BumpMap

* DiffuseMap

* SelfllluminationMap
* SpecularMap

Specular Power: level of smoothness, The smaller the value, the narrower the reflections and the smoother the surface appears.

* Color

* DiffuseColor
* SpecularColor



Nutshell: Materials

say "Create a new scene with 3D shapes and materials" -- add image with pathname es.jpg" as diffuse map to material tileDiff

500 x 588 naterialmap tileDiff diffuse "tiles.jpg"

-- add material tileDiff

reating a new window

newinage 500 500
-- create different shapes setmaterial tileBox tileDiff

shape3d rockBox box 100 100 O 100 180 100 -- create new material tileSpec and set color to black

shape3d furSphere sphere 250 108 @ 50 material tileSpec black
shape3d colCylinder cylinder 400 180 0 28 100 -- set material specularColor to white with specularPower of 10
shape3d tileSpherel sphere 180 350 8 50 naterialcolor

shape3d tileBox box 250 350 0 100 100 100 == 06 ATE R CAf) PEEmITE
shape3d tileSphere2 sphere 480 356 O 50 L e

-- add material tileSpec to

-- add shapes to scene
fill3dshape rockBox
. B color to red
fill3dshape furSphere
y } mat 1 tileIll red

-- add image with pathname " es.jpg" as selfillumination map to material tilelIll
RANAAAAAPRADR SN

fill3dshape colCylinder
Fill3dshape . . - - - - .
| e riglmap tileIll selfillumination "tiles.jpg"
Fill3dshape tileBox e

AR dd material tileIll to tileSphere2
fill3dshape ti

te new m i named rock
1o scene

material rock
camera camera perspective 8 8 8
== image wit thname "rock_diffuse.jpg" as diffuse map to material roc
add image with pathnam ock_diffuse.jpg" as diffuse map to ma al rock CEEIDE ETEDE
b

ialmap rock diffuse "rock_diffuse.jpg" -- show created window

d material rock to rockBox winshow
. peobim ey

1 rockBox rock S

say

say "Press Enter to end program..."

aterial fur parse pull
-- add image with pathname "fur_bump.jpg" as bump map to material fur
'a_;;a/\“\%:aj:g'\_p fur bump "fur_bump.jpg"
add image with pathname "fur_diffuse.jpg" as diffuse map to material rock
gterialmap fur diffuse "fur_diffuse.jpg"

dd material fur to furSphere

to blue
material colBlue blue
-- add material colBlue to
) colCylinder colBlue
new material tileDiff and set color to red

tileDiff red




Nutshell: Materials

DiffuseMap

DiffuseMap

DiffuseColor

SpecularMap, DiffuseMap, SelfllluminationMap

"Texture Images" by https://3dtextures.me/ are licensed under "CC BY 1.0"

https://creativecommons.org/publicdomain/zero/1.0/




Nutshell: Unedited Maps

* Problems:

* Distortion of Image when wrapped

* Transparent Pixels of PNGs

-

D @ O

AV /7 4

@



Nutshell: 3D Transformations




Nutshell: Unedited Maps




Nutshell: Edited Maps

* Edit Map properties:

« Add Width
* Add Height
* Rotate Image

 Add Color



Nutshell: Edited Maps

say "Create a new scen 3D shapes and edited png maps" material boxMateriall

1512
-- creating a new window with size 500 x 580 material boxMaterial2 il
lage 508 560 material boxMaterial3

PARANNNES

nder3d cylinderMaterial3d

30 g 3o

-- show created window
-- create different 30 shapes material sphereMateriall i
_ i N I . . LIS
shape3d box1 box 108 180 O 108 100 100 material sphereMaterial2 say
shape3d box2 box 100 250 0 1080 160 108 material sphereMateriald say "Press Enter to end program..."
shape3d box3 box 180 468 O 180 108 100 material cylinderMateriall parse pull
shape3d e 250 100 0 50 material cylinderMaterial2
shape3d 250 0 58 material cylinderMateriald
shape3d ered s 250 D 50 -- create new images with name "boxMapl" based on image with image path "oorexx_256.png"
shape3d cylinderl cylinder 100 0 40 100 -~ add width=50 and height=50 to image, set rotation angle=0 and set a color="cyan"
shape3d cylinder2 cylinder 250 B 40 180 map boxMapl "porexx_256.png" 50 58 @ cyan
shape3d cylinder3 cylinder 400 B 40 180 map boxMap2 "39,::3\{{:4-300_256.|:ch" 58 50 98 blue
-- add shapes to scene map boxMap3 "|33f4'q?\:?\7‘2\7:2,256.IJHCJ" 28 50 180 green
fill3dshape box1 map sphereMapl "oorexx_256.png" 800 200
prres SVl
f"_llac\\:a\ljgp;a box2 map sphereMap2 "gorexx4ooo_256.png" 800 200 O yellow
fill3dshape map sphereMap3 "bsf4oorexx_256.png" 800 200 340 orange
prres Ny

fill3dshape =] map cylinderMapl "gorexx_256.png" 600 200 O pink

fill3dshape map cylinderMap2 "oorexx4ooo_256.png" 500 200 270 magenta
pres by

fill3dshape eres map cylinderMap3 "bsf4porexx_256.png" 660 200 O red
fill3dshape cylinderl -- set maps as diffuse maps to each material
pres

filljt\\g\l]gp;a cylinder2 \'\.F?'\éﬁlﬁ\a.lj boxMateriall diffuse boxMapl

fill3dshape cylinder3 n'ata“ialnap boxMaterial? diffuse boxMap2
pres o PRSI S AL

-- rotate shapes n"\a;leﬂ“‘;‘alg‘ap boxMaterial3d diffuse boxMap3

n'a:e‘ialnap sphereMateriall diffuse sphereMapl

PRAAAANAINANAY

materialmap sphereMateriall diffuse sphereMap2

rotate3dshape box1 (-20) 800811

P

rotate3dshape box1 68 0 8 8 o

"D:a:eiclsha))e box2 60 8 8 0 o naterialm p sphereMaterial3 diffuse sphereMap3
Py e

rotate3dshape box3 20 0 8 011 0 materiglmap cylinderMateriall diffuse cylinderMapl

rotate3dshape box3 (-60) 800801 naterialmap cylinderMaterial2 diffuse cylinderMap2

A A
rotate3dshape cylinderl 40 8 0 O aterialmap cylinderMaterial3 diffuse cylinderMap3
rotate3dshape cylinder2 76 6 8 8 1 0 1 --set materials to shapes
i oy
rotate3dshape cylinder2 30 8000 18 tmaterial boxl boxMateriall
rotate3dshape cylinder3 (-48) 8 0 0 8 0 1 rial box2 boxMaterial2
iy = AN

create perspective camera and add to scene tmaterial box3 boxMaterial3d

camera camera perspective 8 8 0 58 ! rial spherel sphereMateriall
; PRy
ne ;g\",a;l sphere? sphereMaterial?

- create new materials for each shape naterial sphere3d sphereMaterial3
R ety




Nutshell: Edited Maps




Bonus: Nutshell RGF

.

clzDuration=bsf.importClass("javafx.util.Duration")
duration=clzDuration~seconds(secs)

.

clzRotationTransition=bsf.importClass("javafx.animation.RotateTransition")

shapes=box1, box2, box3, spherel, sphere2, sphered, cylinderl, cylinder2, cylinder3
startAngle=0 ==
diffAngle=35

getState -- get all Java collections, we need access to "shapes3d" to access the shape objects directly

shapes3d=rc~shapes3d -- get the shapes3d Map

do counter cl shape over shapes
currShape=shapes3d~get(shape) -- get shape3d from Map
rt=clzRotationTransition~new(duration, currShape) -- create a RotationTransition
startAngle+=diffAngle*cl
rt~ByAngle =startAngle -- +diffAngle#cl
rt~CycleCount =4
rt~AutoReverse=.true

-- send PLAY on the FX GUI thread

.fxBuiThread~runLater(rt, "play")

end
» to end program"
parse pull

say "Done."




Java vs JDORFX

javafx.application.Application addJdorFXHandler

javafx.scene.Group : jdorfx

javafx.scene.Scene;
javafx.scene.shape.*; newimage
javafx.stage.Stage
shape3dd myBox box
Example er Application {
draw3dshape myBox
@0verride

start(Stage stage) - Exception { winshow

Group root = new Group()

Scene scene = Scene(root

Box box = Box(
box.setTranslateX (1
box.setTranslateY(
box.setTranslateZ(1

root.getChildren().add(box);

stage.setScene(scene)
stage.show();




Outlook

* Implement all remaining JDOR commands

* Modifying existing implementations
* Transformations of camera objects
* Transformations of light objects

* Implementing new classes
* Animations
» Effects (eg Shadow)
* Charts
 MediaView (video / audio)
* EventHandler



Thank you for your
attention!
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