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® 1G DDR3L 64bit
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S Image
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Application Model Render Extensions

E Application i 3D Model 3DFERY @ __-’.
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7 Group O Circle R4 E..-".
[@> Control j External SNERVIST _ <855
~A Render Extensions @1 Fill EneER .
U Render Extensions ~2| Image 2 @_.-'-
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Q0 =14 (Event)F0z{E(Action)
S AE. SR TTE)I gre.send_event().,

1 S48

@ FNESH: TNERINSEY, WErEAHRIE . o, Bal. ERTHRESN.
@ VIS4 HREYE., IEFRER. EFEIER, EEE.
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2 o E3EE:
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e Animation
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© schematiclayr 5 are ickh 142
€2 shield_layer
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S . [ Tile Image S
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Filter: | [ Scale Image o
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B e e < New Variable... Maintain Aspect Ratio <«» | || Load Content Scaled o
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CrankfFALualB S 7H A, HE—ELua APIZOREISIEE, XNMAPIR—MREE, BSRIrETRIE
HE. FEMAFEOBGSS|1ZEHITRE, Bidlua APIFEETLL

1 NMEEIRREFIRERG BT E, TEES.

2 FEH SRR RN SEFRIENE, EFEsNE.

3 BERERERBMY, thillScreen/Layer/Control&EXSiNEla. EHEE. NEEREEM.

Text
v £23 Layer
hellow world -
w
[ Contraol Text: ——————— v function changeVar()
Text ${controlvarTxt)
T Te . local data = {}
FE] Image Alpha: | 255 o data["Layer.control.varImg"] = "images/pic.jpg"
2% varlmg mage data["Layer.control.varTxt”] = "hellow world"
] gre.set data(data)
<y varlxt
: — end
. images/picjpg| - 5
Nda e,
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Alpha: |255 va
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B2 BEdluaXiBEENEH,

local animData = {}

animData[1] ={ rate = "easeout", interupt = @, duration = 786, from = 920, to = 100, offset = 320 + dur, key = "T1PowerON.LeftRect.grd x"}
animData[2] ={ rate = "easeout"”, interupt = @, duration = 780, from = 3409, to = 141, offset = 320 + dur, key = "T1PowerON.LeftRect.grd y"}
animData[3] ={ rate = "easeout", interupt = @, duration = 780, from = 80, to = 800, offset = 320 + dur, key = "T1PowerON.LeftRect.grd width"}
animData[4] ={ rate = "easeout", interupt = @, duration = 789, from = 45, +to = 500, offset = 320 + dur, key = "T1PowerON.LeftRect.grd height"}
animData[5] ={ rate = "easeout", interupt = @, duration = 780, from = 920, to = 1000, offset = 320 + dur, key = "T1PowerON.RightRect.grd x"}
animData[6] ={ rate = "easeout", interupt = @, duration = 786, from = 340, to = 141, offset = 320 + dur, key = "T1PowerON.RightRect.grd y"}
animData[7] ={ rate = "easeout"”, interupt = @, duration = 788, from = 80, to = 800, offset = 320 + dur, key = "T1PowerON.RightRect.grd width"}
animData[8] ={ rate = "easeout", interupt = @, duration = 789, from = 45, +to = 500, offset = 320 + dur, key = "T1PowerON.RightRect.grd height"}
animData[9] ={ rate = "easeout", interupt = 8, duration = @, from=1, +to =0, offset = 320 + dur, key = "T1PowerON.LeftRect.grd hidden"}

‘e

- -fl2aNE id
local animID = gre.animation create(60, 1, function() end)
-- A BE X N8
for i = 1, #animData, 1 do
gre.animation_add step(animID, animData[i])
end
- - L 2N
gre.animation trigger(animlD)

2 NJIN AEHERRERAT
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Lua Debug
A ERMARZER, StoryBoardziEDebugtE=iEizt,

#% storyboard workspaces.3 - Debug - AnimTest/scripts/callback.lua - Storyboard Designer - X
Fle Edit Source Navigate Search Project Run Window Help
ig-Hopiwlvoedzee I (EZ4-0-BRICETE Q- F-BE0if-F-Sa-D-~ 5|@‘,#
45 Debug 2 % T = B t9=Variables i1 | ®p Breakpoints &7 Expressions %] Interactive Console &)<t ¥ =8
v [ AnimTest.gde-Simulator [Storyboard Simulator Configurations] Name Value ~
5 AnimTestgde > @ Global Variables
~ [& AnimTest [Lua Attach to Application] @ Upvalues

v {2 Debugging engine (idekey = luaidekey, port =10001) b *Carl.png”

v " Running caroutine (suspended)

@

@ carColor 1

init [ dyworkspace/storyboard workspaceS.3/animtest/scripts/callback lua:21 | °
@

v @

= init) [ dy/workspace/storyboard workspaces.3/animtest/scripts/callback.lua:210 ] ::::HND :
setData table[3]
@ ['T1PowerON.Electric.electSaderfs] *shader/scale.fs’
@ I"T1PowerON.Electric.electSaderVs"] “shader/scale.vs” ~1
< >
"Carl.png"
¥ AnimTestgde [ scripts.callback 32 = B %= ouline ¥ &kw ¥= 8
15 local adasCarImg = "Car"..carColor..".png" 2 = animiD
16 local setData = {} @ init)
17 -~ R EE @ TiPowerOn()
18 setData["T1PowerON.Electric.electSaderVs"] = "shader/scale.vs" @ test(mapargs)
e 19 setData["T1PowerON.Electric.electSaderFs"] = "shader/scale.fs"
20 setData[ "T1PowerON.RightMedia.icon_y"] = 116
» 21 setData["T1PowerON.RightMedia.title y"] = 328
22 setData["T1PowerON.Electric.c_progress”] = 0.0
23 setData[ "T1PowerON.bgImg.logo"] = "images/Themel/anim/logo/logo.jpg"
24 setData["T1PowerON.LeftRect.lightBg"] = "images/Themel/anim/leftLight"..mode..".jpg"
25 setData["T1PowerON.RightRect.lightBg"] = "images/Themel/anim/rightLight"..mode..".jpg"
e 26 setData["T1PowerON.bgImg.bgImgl" ] =""
27 setData["T1PowerON.bgImg.bgImg2™ ] ="
28 setData["T1PowerON.bgImg.bgImg3™] ="
29 if screenNo == 2 then
30 setData["T1PowerON.RightMedia.maskImg"] = "images/Themel/anim/maskNomap.png" =
v
21 P alea )
B Console 52 ) Tasks [0 Properties X% BREREE rB-r8-=0

AnimTest.gde-Simulator [Storyboard Simulator Configurations] AnimTest.gde
Debugger v1.1.0

Debugger: Trying to connect to 127.6.0.1:10001 ...
Debugger: Connection succeeded.

2 T AJiN AERERzERAT
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OpenGLF13D37#F
Crank>zfFshaderSU448EFI3DIREL (obj, fox) A, FFAIRIEFR, #H1T73DEXTA,

# ' Storyboard Engine = X

@

\ CLOAKING /

\| SCHEMATIC /

TEXT
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SAPSD
FMEFRAAARRERBUIREZ, StoryBoardSFHFSAPSDXE, SANBUIEHESPSDHHNERKR. &

—2X4
/J\
ﬂ_' j&° & moort O Photoshop to Storyboard
mpol
Select i Name_layer : € Name_layer
> il Grou :
|El p(s) : &5 Group(s)
S Layers(s) : [©> Control(s)
Select an import wizard:
[type filter text | B8 Name_group © 53 Name_group
5 = Install ~ T Text [©> Control - Text
» & Remate Systems 0 Layer { [©> control - Image
» (& Run/Debug 4 Smart Object [© Control - Image

w = Storyboard Development
9 3D Model (FBX, OBJ)

&8 Android Manifest B Name_control : [©> Name_control

[ Photoshop PSD File T | Text f T Render Extension

2 Re-Import Photoshop PSD File Layer @ Render Extension

Eb']' Storyboard Embedded Engine (GAPF) . . .

¢ Storyboard Sample i Smart Object (5] Render Extension
v (= Team

3, Team Project Set 5 name_up : [ Control

""" name_down

@ Image

AN i
< Image Variable

‘@ Actions Data Change

@ = Back MNext = Finish

T Text : [©> Control - Text
1 Layer [© Control - Image
"4 Smart Object : [© Ccontrol - Image
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SR A BRI R ATEGPU LTI Tr e d . .
VERTEX DATA[]
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BRI TR R BIEEEE, HATEeeakidt it SR
TRERAYES.

BEEEHE

TESTS AND BLENDING  FRAGMENT SHADER RAsTERIZATION {2 Z L
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=R(BRE TR

2 TN A ERERZERAT
DALIAN ZEWIN TECHNOLOGY CO., LTD. EENERERI COPYRIGHT @ 2020 ZEWIN DALIAN cO., LTD. 20



ey
. EERELH

shadersPAFHEIFZEREL, ATLABIHESRIER., Zrl LIRIEZME D iEa I/ RZH TRH, BT
PR AR R TR,

« Shader\|]: [RIAYSEIR

void main() {
vec2 uv = fragCoord.xy;
vec2 center = iResolution.xy * 0.5;
gl_FragColor = vec4(1.0 - (length(uv - center) - 100.0));

}

= l/\”N AEHBRENRBRATG
DALIAN ZEWIN TECHNOLOGY €O, LTD. EENEREIM COPYRIGHT @ 2020 ZEWIN DALIAN CO., LTD. 21



ey

- AAERERASH I EEEARAYRER, AL FEWRSRIZFIES.

2 NJIN AEHERRERAT
DALIAN ZEWIN TECHNOLOGY CO., LTD. COPYRIGHT @ 2020 ZEWIN DALIAN CO., LTD. 22



4 >
Il =50t
* sin, cos EREHIN A

shadersP ARV ERF FHsin, cosER 51 17. ELFERENEL
e LB sREsintREl, BNE/NERD, SREERBEEL
?&fmﬂ%,m—;&&%

FIFEsin, FRARSFREECIIRYABELEY

float rand(vec2 co)

{
return fract(sin(dot(co.xy, vec2(12.9898,78.233))) * 43758.5453);

}

) FEREH £XSCERAY B ER AR F AR
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Ray Marching&j%

Ray marching@5E, FiAKFEREMPOR, RERESKIRIIZS REHE, WRMEMANIREltrue, 4l
SRORIIRRZIRNR [Blfalse, RIFIREIZSRFAIMPORIE SR LABE AR FHIIUR.

Distance field (FEE17)
PR ARER D ERR IR ES T, UBENTURI IUEIRDIR, SE=EYK.,
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OpenGLExHEZ

Vertex
| Buffer Objects
Vertex Primitive
—|  Shader Assembly "_"l Rasterization
APl
Texture
Memory
1
Fragment Per
l T u"""‘“““ Framebuffer
-

Figure 1-1 OpenGL ES 2.0 Graphics Pipeline
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1. eUImE, BRAVENESE, SEMRERVEIRRE
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float a;

if (b > 0) float a;

{ ‘ float tmp = step(b, 0);
a=1.0; a=1.0+tmp;
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