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/*==============================
   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;
						
                         
						 }

                        

                        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 !");
 
 
 
 
 //get/set active camera
myCamera = scene.cameras.getByIndex(0);
myCamera.roll = 0.0;
myMoveDistance = 1;

//inform the user
console.println("Use the following keys to navigate in the scene:");
console.println("* Arrow Keys = Left/Right/Forward/Back");
console.println("* u or d = Up/Down");
console.println("* Home or End = Camera Roll(reversed on Mac/Win)");

//Create the handler, and set to drive camera
myKeyHandler = new KeyEventHandler();
myKeyHandler.onEvent = function(event)
{
switch(event.characterCode)
{
case 28: //Left arrow
myCamera.targetPosition.x = myCamera.targetPosition.x - myMoveDistance;
myCamera.position.x = myCamera.position.x - myMoveDistance;
myCamera.roll = 0.0;
break;

case 29: //Right arrow
myCamera.targetPosition.x = myCamera.targetPosition.x + myMoveDistance;
myCamera.position.x = myCamera.position.x + myMoveDistance;
myCamera.roll = 0.0;
break;

case 30: //Up arrow
myCamera.targetPosition.y = myCamera.targetPosition.y + myMoveDistance;
myCamera.position.y = myCamera.position.y + myMoveDistance;
myCamera.roll = 0.0;
break;

case 31: //Down arrow
myCamera.targetPosition.y = myCamera.targetPosition.y - myMoveDistance;
myCamera.position.y = myCamera.position.y - myMoveDistance;
myCamera.roll = 0.0;
break;

case 117: //U for up
myCamera.targetPosition.z = myCamera.targetPosition.z + myMoveDistance;
myCamera.position.z = myCamera.position.z + myMoveDistance;
myCamera.roll = 0.0;
break;

case 100: //Do for Down
myCamera.targetPosition.z = myCamera.targetPosition.z - myMoveDistance;
myCamera.position.z = myCamera.position.z - myMoveDistance;
myCamera.roll = 0.0;
break;

case 1: //Home or End (Reversed on Mac/Win)
myCamera.roll = myCamera.roll + 0.1;
break;

case 4: //Home or End (Reversed on Mac/Win)
myCamera.roll = myCamera.roll - 0.1;
break;
}
}
//register and process
runtime.addEventHandler(myKeyHandler);



 

 
 
 



	
	
	
	 
		 This file is interactive.<br/><br/>You can move and navigate freely within the area.<br/><br/> Simply click on any item provided int the navigation pane on the lower image border to select another pre-defined view.
	
	
	 
		 Rotate 3D object<br/>Keep left mouse button pressed to rotate the 3D object.<p><img src="rotate.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>Move 3D object<br/>Keep left and right mouse button pressed to move 3D object.<p><img src="move.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>Zoom 3D object<br/>Keep right mouse button pressed to zoom in or out.<p><img src="zoom.png"></p>
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		 Denne filen er interaktivt.<br/><br/>Du kan flytte og navigere seg fritt innenfor området.<br/><br/>Bare klikk på et element gitt i navigeringsruten på den nedre bildet grensen for å velge en annen forhåndsdefinert visning.
	
	
	 
		 Roter 3D-objekt<br/>Beholde venstre museknapp presset til å rotere 3D-objektet.<p><img src="rotate.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>Flytt 3D-objekt<br/>Beholde venstre og høyre museknapp presset til å flytte 3D-objekt.<p><img src="move.png"></p><br/><br/><br/><br/><br/><br/><br/><br/><br/><br/>Zoome 3D-objekt<br/>Beholde høyre museknapp presset til å zoome inn eller ut.<p><img src="zoom.png"></p>
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