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class AppController extends GLSurfaceView

void function init
dataManager = appModel.read( XML File ):
currentScene = dataManager.scenelist.get(0):
AppView.show( currentScene );

end function

boolean function onTouchEvent
Position = Event.Position;
for( Object obj :
if( Position in the obj.position )
if( obj.hasEvent )
currentScene = dataManager.get(object.nextScene);

currentScene.objList )

AppView.show( currentScene ):

end function

[ ==& 3.AppController Class |

class AppView( Scene scene ) extends Renderer
setting OpenGL ES Enviroments

void function show( Scene scene )
for( Object obj :
image = getTexture(obj.imageTag):

scene.objList )

draw image with OpenGL ES

end function
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