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private function setup3DScene():void {
var camera:Camera3D=new Camera3D(550,400);
camera.x=0;
camera.y=0;
camera.z=150;

camera.lookAt( 0, 0, 0);

scene = new Scene3D( "scene", this, camera, new Group( "rootGroup" ) );
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private function loadTexture():void {
var loader : Loader = new Loader();
loader.contentLoaderInfo.add EventListener(
Event. COMPLETE, textureCompleteHandler );
loader.contentLoaderInfo.add EventListener(
IOErrorEvent.I0_ERROR, textureErrorHandler );
loader.load( new URLRequest( "cube-texture.png" ) );

private function textureCompleteHandler(event : Event ):void {
var loaderInfo:LoaderInfo=event.currentTarget as LoaderInfo;
cubeTexture=Bitmap(loaderInfo.content);

createCube();

private function textureErrorHandler( event :I0ErrorEvent ):void {
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private function createCube():void {
blenderCube = new Cube();
blenderCube.scaleX=30;
blenderCube.scaleY=30;
blenderCube.scaleZ=30;

var material:BitmapMaterial=new BitmapMaterial(cubeTexture.bitmapData);

blenderCube.appearance=new Appearance(material);
scene.root.addChild( blenderCube );




addEventListener( Event. ENTER_FRAME, enterFrameHandler );
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protected function enterFrameHandler( event : Event ):void {
blenderCube.rotateZ++;
blenderCube.rotateY++;

scene.render();
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package {

import flash.display.Bitmap;
import flash.display.Loader;
import flash.display.LoaderInfo;
import flash.display.Sprite;
import flash.events.Event;

import flash.events.IOErrorEvent;

import flash.net. URLRequest;

import sandy.core.Scene3D;

import sandy.core.scenegraph.Camera3D;
import sandy.core.scenegraph.Group;
import sandy.materials.Appearance;

import sandy.materials.BitmapMaterial;

public class Main extends Sprite {

private var scene:Scene3D;




private var blenderCube:Cube;

private var cubeTexture:Bitmap;

public function Main() {
setup3DScene();
loadTexture();

private function setup3DScene():void {
var camera:Camera3D=new Camera3D(550,400);
camera.x=0;
camera.y=0;
camera.z=150;

camera.lookAt( 0, 0, 0);

scene = new Scene3D(

"scene", this, camera, new Group( "rootGroup" ) );

private function loadTexture():void {
var loader : Loader = new Loader();
loader.contentLoaderInfo.add EventListener(
Event. COMPLETE, textureCompleteHandler );
loader.contentLoaderInfo.add EventListener(
IOErrorEvent.IO_ERROR, textureErrorHandler );
loader.load( new URLRequest( "cube-texture.png" ) );

private function textureCompleteHandler(event : Event ):void {
var loaderInfo:LoaderInfo=
event.currentTarget as LoaderInfo;
cubeTexture=Bitmap(loaderInfo.content);

createCube();

private function textureErrorHandler( event :I0ErrorEvent ):void {




trace( "TOAFvyHO— RTEFEBATLE. "

private function createCube():void {
blenderCube = new Cube();
blenderCube.scaleX=30;
blenderCube.scaleY=30;
blenderCube.scaleZ=30;
var material:BitmapMaterial=
new BitmapMaterial(cubeTexture.bitmapData);
blenderCube.appearance=new Appearance(material);
scene.root.addChild( blenderCube );
addEventListener(
Event. ENTER_FRAME, enterFrameHandler );

protected function enterFrameHandler( event : Event ):void {
blenderCube.rotateZ++;
blenderCube.rotateY++;

scene.render();
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