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H 1. Object Creation and Texture Mapping Algorithm

1. SceneGraphE A A gt}

2. Appearance A E AA 3}

3. TextureLoader& AH&3] oln| A& EH2l9
textureE A4 stri,
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Texture2D texture = new Texture2D();
texture.setImage(0, image);

5. Texture®! Appearance ZHH A O 2
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Appearance appear = new Appearance();
appear.setTexture(texture);
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B 2. Mouse Picking Algorithm

1. create your scene graph

2. Create a picking behavior object with root,
canvas, and bounds specification.

- PickRotateBehavior
PickRotateBehavior(root, canvas, bounds);

~ root.addChild(behavior);

3. Add the behavior object to the scene graph.

4. Enable the appropriate capabilities for scene

behavior = new

graph objects.
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