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5.7
FKME
FK

1: import com.nttdocomo.ui.*;

2:

3: public class Sample extends IApplication

4:{

5: public void start(){

6: fk_Canvas canvas = new fk_Canvas();

7: fk_Solid block = new fk_Solid(FK.BLOCK);
fk Model blockModel = new fk_ Model();

9: fk_ Model camera = new fk_ Mode();

10: fk_Model lightModel = new fk_Model();
11: fk_Light light = new fk_Light();

12: fk_ Material lightMat = new fk_Material();
13: fk_ Scene scene = new fk_Scene();

14:

15: blockModel.setShape(block);

16: lightModel.setShape(light);

17: lightMat.setAmbDiff(FK.fx1, FK.fx1, FK.fx1);
18: lightModel.setMaterial(lightMat);

19: scene.entryModel(blockModel);

20: scene.entryModel(lightModel);

21: scene.entryCamera(camera);

22:

13




23: canvas.setScene(scene);
24: Display.setCurrent(canvas);
25: while(true){
26: if(canvas.drawCanvas(true) == 0) break;
27: blockModel.glRotateWithVec(0, 0, 0, FK.Y, FK.PI1/60);
28: if(canvas.getKeyStatus(FK.KEY RIGHT) == true)
29: camera.glTranslate(FK.fx1, 0, 0);
30: if(canvas.getKeyStatus(FK.KEY_LEFT) == true)
31: camera.glTranslate(-FK.fx1, 0, 0);
32: if(canvas.getKeyStatus(FK.KEY SELECT) == true)
33: camera.glFocus(blockModel.getPosition());
34: }
35: }
36: }
Y
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