
Field Portrayals

Display

Responding to Events

Simple Portrayals
(Typical Configuration
for One Object in
a Field.  Many Sparse
Fields require a
BranchGroup

Auxillary Data
(Flat Backgrounds, 

Spherical Backgrounds, 
Axes)

Light Switches

sim.display3d. 
CapturingCanvas3D

SimpleUniverse

Switch
(for Light)

Point Light
(Spotlight)Ambient Light

BranchGroup
(Root) BranchGroup

Switch
(for Fields)

OrbitBehavior
(Changes Viewpoint)

sim.display3d. 
ToolTipBehavior

sim.display3d. 
SelectionBehavior

TransformGroups
(one per Field Portrayal)

TransformGroups
(one per object in Field)

TransformGroup
(to scale object internally)

Appearance
sim.portrayal. 

LocationWrapper
(in Shape's User Data)

Shape3D
Shape3D

One or more Shape3D

sim.display3d. 
Display3D

TransformGroup
(For Spinning)

TransformGroup
(Hack to properly spin)

BranchGroup

Sphere
(Spherical background)

TransformGroup
(For Spinning)

sim.portrayal3d.simple.
Axes

Background

Switch
(Auxillary)

TransformGroup
(For Model Proper)

...or instead of multiple
Shape3D, one Primitive.

Image or Color

... or ...

Appearance

autoSpinTransformGroup

globalModelTransformGroup

root

universe

canvas

(via the SimpleUniverse's
View Platform Transform) viewRoot

TransformGroup
(to scale field internally)

BranchGroup ... or ...


