Ansichten Funkfionen Kamera Highlights Farbe dndem



/*==============================

   AnimationController.js

   

   Javascript class to allow simple control of an animation in a 3D Annotation

   object within an Adobe PDF.

   

   Created: 5/1/2006

   Modified: 6/17/2006

   Daniel Beardsley - Adobe Systems Inc.

   

   To use this script effectively, set the "Default Animation State"

   to "Playing" and the "Default Animation Style" to "None".

   These settings are accessible in the properties of the 3D Annotation object

===============================*/



this.runtime.setCurrentTool("Spin");  // Fly,Walk,Zoom,Rotate,Pan,

this.runtime.overrideSelection = true;

scene.showOrientationAxes = false;



//var myLastAni = "";  //var zum speichern der letzen Animation

var myClickedMesh = ""; //clicked Mesh





//-----------------------------------------------------------------------

//-----------------------------------------------------------------------

//  AnimationController Object 

//-----------------------------------------------------------------------

//-----------------------------------------------------------------------

function AnimationController(inAnimation)

{

    //---------------------------------------------

    // public methods

    //---------------------------------------------

    

    //====================

    // play()

    //

    // Resumes the animation from the current position.

    // If reset() was called, animation starts from the beginning.

    this.play = function()

    {

        running = true;

        registerTimeHandler();

    }

    

    //====================

    // pause()

    //

    // Pauses the animation at the current position.

    this.pause = function()

    {

        running = false;

        registerTimeHandler();

    }

    

    //====================

    // reset()

    //

    // Sets the current position of the animation to the beginning and

    // pauses playback.  If playForward is set to false, the current

    // position will be set to the end of the animation.

    this.reset = function()

    {

        currentPosition = 0;

        registerTimeHandler();

        running = false;

        animation.currentTime = goingForward || pingpong ? startpos : endpos;

        if (pingpong)

            goingForward = true;

    }

    

    //====================               __________________________________________________________50

    // setPlayForward(bool)

    //

    // true - play animation in the normal forward direction

    // false - play animation in the reverse direction

    this.setPlayForward = function( f )

    {

        if(goingForward != f && currentPosition != 0)

            currentPosition = animation_length - currentPosition;

        goingForward    = f;

    }



    //====================

    // setLoop(bool)

    //

    // true - play the animation in Looped mode

    // false - play the animation until the end, then stop

    this.setLoop              = function(inLoop){loop = inLoop;}   

    

    //====================

    // setPingPong(bool)

    //

    // true - The Animation plays forward once, and then plays backward once

    // false - The Animation plays forward once and then stops (or loops)

    // Note: This will override the setPlayforward() function.

    // Note: This can be used this in combination with setLoop()    

    this.setPingPong          = function(inPing){pingpong = inPing;}

    

    //====================

    // setCurrentPosition(float)

    //

    // Sets the relative current position of the animation in seconds.

    // If PlayRange is set to (6, 10).  setCurrentPosition(0) will set the

    // animation position to 6 seconds.

    // Actual Animation position = t + Starttime;

    this.setCurrentPosition   = function( t ) { currentPosition = Math.min(t, animation_length); }

    



    //====================

    // setPlaySpeed(float)

    //

    //   < 1 = slower than normal

    //     1 = normal

    //   > 1 = faster than normal

    //   To play animation in reverse use setPlayForward(false)

    this.setPlaySpeed         = function( s ) { playSpeed = s; }  

    

    //====================

    // setSmoothness(float)

    // Sets how smoothly the animation will transition from stopped

    // (at the beginning) to full speed (middle) to stopped again (at the end)

    //							________________________________________100

    // 0 = No smoothing (linear speed)

    // 1 = Partial smoothing(half linear, half cosine wave)

    // 10 = Full smoothing (animation speed follows cosine wave)

    this.setSmoothness        = function( s ) { smoothness = s; }

    

    //====================

    // setPlayRange(float, float)

    //

    // Sets the section of the animation to play.

    // If your animation is 10 seconds long but you only want to play the

    // last 4 seconds, call setPlayRange(6, 10).

    // Endtime should always be greater than Starttime, even if playForward

    // is set to false

    this.setPlayRange = function(starttime, endtime)

    {

        startpos = starttime;

        endpos = ((endtime == null || endtime == 0) && animation != null) ? animation.length : Math.min(endtime, animation.length);

        animation_length = endpos - startpos; 

    }





    this.getAnimation         = function() { return animation;       }

    this.getRunning           = function() { return running;         }

    this.getGoingForward      = function() { return goingForward;    }

    this.getPingPong          = function() { return pingpong;        }

    this.getPlaySpeed         = function() { return playSpeed;       }

    this.getLoop              = function() { return loop;            }

    this.getCurrentPostion    = function() { return currentPosition; }

    this.getAnimationPosition = function() { return animation.currentTime - animation.startTime; }

// 									_________________________130



    //----------------------------------

    // private members

    //----------------------------------

    var animation        = inAnimation;

    var currentPosition  = 0;

    var running          = false;

    var goingForward     = true;

    var activated        = false;

    var loop             = false;

    var pingpong         = false;

    var playSpeed        = 1;

    var smoothness       = 0;

    var Me               = this;

    var ONE_HALF         = 0.5;

    var startpos         = 0;

    var endpos           = animation.length;

    var animation_length = animation.length;

    var whichAnimation   = 0;

            

    var isHandlerRegistered = false;

    var timeHandler = new TimeEventHandler();

    timeHandler.onEvent = TimerCallback;





    //------------------------------------------------------

    function registerTimeHandler()

    {

        if(running && !isHandlerRegistered)

        {

            scene.activateAnimation(animation);

            runtime.addEventHandler(timeHandler);

            isHandlerRegistered = true;

        }

        else if(!running && isHandlerRegistered)

        {

            runtime.removeEventHandler(timeHandler);

            isHandlerRegistered = false;

        }

    }//------------------------------------------------------

    

    

    //------------------------------------------------------

    function TimerCallback(event)

    {

        if(!running)

        {

            registerTimeHandler();

            return;

        }

               

        currentPosition = currentPosition +(event.deltaTime * playSpeed);

        

        if ( currentPosition > animation_length)

        {

            if(loop || pingpong)

            {

                currentPosition -= Math.floor(currentPosition / animation_length) * animation_length;

            }

            else

            {

                running = false;

                currentPosition = animation_length;

            }

            

            if(pingpong)

            {

                if(!loop && !goingForward)

                {

                    running = false;

                    currentPosition = 0;

                    goingForward = true;

                }

                else

                    goingForward = !goingForward;

                

            }  

        }



        var fraction = currentPosition / animation_length;

        smoothedValue = (fraction + (ONE_HALF - ONE_HALF * Math.cos( fraction * Math.PI )) * smoothness) / (1 + smoothness);        

        animation.currentTime = animation.startTime  + startpos + (goingForward ? animation_length * smoothedValue : animation_length * (1 - smoothedValue));

        

    }

	//------------------------------------------------------

}

//----------------------------------------------------------



var MyAnimation = new AnimationController(scene.animations.getByIndex(whichAnimation));







// ------------------------------------------------------------------------------

// ------------------------------------------------------------------------------

// function for animation control

// ------------------------------------------------------------------------------

// ------------------------------------------------------------------------------



  function StartAnimation( animationName )

   {

    var testIndex = -1;

    var Anumber = scene.animations.count

	//console.println("animationName = "+animationName);

    for (a=0; a<Anumber; a++)

     {

      if ( scene.animations.getByIndex(a).name == animationName )

       {

        testIndex = a;

        //console.println("testIndex = "+a);

        //myLastAni = animationName;

       }

     }



     if ( testIndex != -1 )

      {

    

       scene.activateAnimation( scene.animations.getByIndex(testIndex));

	whichAnimation = testIndex;

	MyAnimation = new AnimationController(scene.animations.getByIndex(whichAnimation));

    	//console.println("activateAnimation = "+testIndex);

      }

   }







//runtime.overrideSelection = false;



var mouseDragged = true;



var selectedMesh = null;



var mouseOverLayer = null;





// ------------------------------------------------------------------------------

// ------------------------------------------------------------------------------

// function used for setting rendermode

// ------------------------------------------------------------------------------

// ------------------------------------------------------------------------------



function setRenderMode( mn, rm )

 {

 

    scene.meshes.getByName(mn).renderMode = rm;

   

 }



 



//------------------------------------------------------------------------------



//------------------------------------------------------------------------------



// function used by the Mouse Event Handler



//------------------------------------------------------------------------------



//------------------------------------------------------------------------------



myMouseHandlingFunction = function( event )



{



            if( event.isMouseDown )



                        mouseDragged = false;



                        



    //-----------------------------------------------



    // mouse UP



    //-----------------------------------------------



    if ( event.isMouseUp )



    {



                        var clickedMesh = null;



                        if(event.hits.length > 0)



                        {



							clickedMesh = event.hits[0].target;

							hit_x = event.mouseX;

							hit_y = event.mouseY;

							console.println("mouse-x = "+ hit_x);

							console.println("mouse-y = "+ hit_y);

                         

						 }



                        



                        if(selectedMesh == clickedMesh || mouseDragged)



                                    return;



                                    



                        //Set previously selected layer back to a normal renderMode



        if (selectedMesh != null)



                                    setRenderMode(selectedMesh, "default");



                                    



                        if(clickedMesh != null)



                        {

                                    myClickedMesh = clickedMesh.name;

                                    //host.getField("SelectedPart").value = clickedMesh.name;

									meshName = clickedMesh.name;

									//host.setTest(meshName);

									//app.alert("Error! Incorrect entry");

									//app.beep();

									

				    				//setRenderMode(meshName, "shaded illustration");

				    				setRenderMode(selectedMesh, "default");

							         //console.println("stringlength "+clickedMesh.name.length);

							         //aufgerufenes Dokumentjavascript!!

							         host.setBestellField(meshName,1); //for data component!



                        }



                        else



                        {

                        

                                     hit_x = event.mouseX;

							         hit_y = event.mouseY;

							         console.println("mouse-x = "+ hit_x);

							         console.println("mouse-y = "+ hit_y);

                                     myClickedMesh = "";

                                    console.println("deselected !");

                                    //host.getField("SelectedPart").value = "";

					host.setBestellField("Null",0);	//data component! zumachen



				    //var annot=this.getAnnotsRichMedia(this.pageNum)[0];

				    //if (!annot.activated) annot.activated=true;

				    //annot.callAS("closeComponent");

					console.println("annot closed called !");



                        }



                                    



                        selectedMesh = clickedMesh.name;



    }



 



 



    if ( event.isMouseMove )



                        mouseDragged = true;







} //---------------------------------------------------







function affenhaus()

{



var affe = new Resource("pdf://demoNeuChSize.swf");

var affen = new FlashMovie(affe);

var affele = scene.affen;

affen.callAS("go", 3);





}



this.runtime.overrideSelection = true;



var mouseEventHandler = new MouseEventHandler();



mouseEventHandler.onMouseDown = true;



mouseEventHandler.onMouseMove = true;



mouseEventHandler.onMouseUp = true;     



mouseEventHandler.onEvent     = myMouseHandlingFunction; // note: not a function call, but a reference to a function



runtime.addEventHandler( mouseEventHandler );



 

console.println(" Select+AniContr-anichoose-short-7-6 +mouseclick loaded !");

 





 
	
	 
		 
			Neben der kompakten Bauweise beeindruckt die Optio X vorallem durch die außergewöhnliche Drehkonzeption. Es ergeben sich völlig neue Perspektiven! Egal aus welchem Winkel Sie fotografieren, Sie haben den Monitor immer im richtigen Blickwinkel. <br/><br/>Das lichtstarke Objektiv in bewährter PENTAX-Technik in Verbindung mit den vielfältigen Motivprogrammen ermöglicht eine Spontanität und Flexibilität, die Ihre Bilder unvergleichbar macht!
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		 Über das mitgelieferte USB-Kabel schließen Sie die Docking-Station bequem an Ihren PC an. Stellen Sie lediglich die Kamera in die Station und schon haben Sie von Ihrem PC aus vollen Zugriff auf alle Funktionen der Optio X. <br/><br/>Dank der ebenfalls mitgelieferten Software bearbeiten Sie so Ihre Bilder schnell und direkt, ohne die SD-Karte auszuwechseln. Da die Software erkennt, ob sich neue Bilder auf der Kamera befinden, können Sie Ihre Aufnahmen vollautomatisch auf die Festplatte Ihres PCs sichern lassen!
	
	
	 
		 Hier erhalten Sie einen kleinen Vorgeschmack auf das vielseitige Menu der neuen Optio X. <br/><br/>Dank der neuen TouchScreen-Steuerung bewegen Sie sich schneller und bequemer durch die übersichtliche Menüstruktur. So können Sie nicht nur jederzeit Ihre Bilder und Filme betrachten und mit Freunden teilen, sondern darüber hinaus Ihren Aufnahmen auch schon bearbeiten.
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		 3D Objekt drehen<br/>Mit gedrückter "linker Maustaste" Ihrer Maus können Sie das 3D Objekt drehen.<p><img src="rotate.png"> </p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>3D Objekt bewegen<br/>Mit gedrückter "rechter und linker Maustaste" Ihrer Maus können Sie das 3D Objekt verschieben.<p><img src="move.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>3D Objekt zoomen<br/>Mit gedrückter "rechter Maustaste" Ihrer Maus können Sie das 3D Objekt vergrößern oder verkleinern.<p><img src="zoom.png"></p>
	
	 
		 Zusätzlich zur 3D-Navigation verfügt das Modell über interaktive Inhalte. <br/><br/>Die mit Icons belegten Buttons auf der Kamera: PLAY, MENU, VIDEO und DISPLAY<br/><p><img src="interaktiv.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>Über die Buttons am Monitor und über das Display können Sie die interaktiven Funktionen der Kamera bedienen.
	
	 
		 In manchen Funktionen wird die freie Navigation der Kamera geblockt. Links oben können Sie sehen ob die Kamera geblockt ist.<br/><p><br/><img src="lock.png"><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/></p><br/>Wenn Sie andere Funktionen oder Ansichten anwählen wird die Kamerblockierung automatisch aufgehoben.
	
	 
		 Diese PDF-Datei dient in erster Linie der Veranschaulichung der unterschiedlichen Möglichkeiten der 3D-Produktpräsentation über das Format PDF. Die verwendeten Produktbezeichnungen etc erfüllen somit lediglich eine Beispielfunktion. <br/><br/>Die Datei dient nicht dem gewerblichen Gebrauch und wurde als Beitrag zum Animago-Award erstellt.
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