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1. Introduction  

Internet is growing up. New development is presented almost every day. One these developments are 
object oriented Actionscript 3D library, like Away3D, Papervision3D and Sandy3d. These 3D library 
enable developers to create 3D while programming in Flash or Flex. Because this is rather new 
development, not much documentation is available. That is why I am studying these libraries. This 
paper focuses on Sandy3D, and gives in introduction on the basics of Sandy3D. For the study I used 
Sandy3D 3.0.1 in conjunction with Flex Builder 2 and Adobe Flash CS3.  

Chapter two discusses how to set up your computer system in order to get Sandy3D running properly. 
Chapter three give an introduction of a basic Sandy Actionscript file. This followed by a chapter that 
explains the basics of keyboard and mouse events. Chapter five explains the attributes and materials 
types of Sandy 3.0. Chapter six gives a brief introduction in sprites. And finally chapter seven which 
holds the conclusion.                   



 
2. Preparing Sandy3D for Adobe Flex  

Start up Flex and create a new Actionscript project, RMB click (right mouse button) in the Navigator 
section, see figure 2.1. Now the wizard will open. Give the project a name, select folders location and  

  

Figure 2.1, Flex Navigator 

 

Figure 2.2, SVN Checkout 

In the project folder, IntroSandy you can find all the project files. If you want the compile/execute one 
of these files out of Flex, they have to be application files. To make a file compliable right mouse click 
on the file in the navigator and select Set as Default Application. Now the actionscript file icon will 

change to . To run a file, select Run>Run [filename] or Ctrl + F11.       

click on next. Create a directory by filling in a name in Main 
source folder section, for example “source”, and click on 
Finish. Now open up the file explorer and browse to just 
created folder, and RMB click on the source folder. Select 
SVN checkout, a new

 

window will open, see figure 2.2. For 
URL of repository fill in 
http://sandy.googlecode.com/svn/trunk/sandy/as3/trunk/src/

 

and click on OK. This will install the latest version on Sandy 
in project source folder. I use Subversion client, TortoiseSVN 
for the checkout. http://tortoisesvn.net/

  

http://sandy.googlecode.com/svn/trunk/sandy/as3/trunk/src/
http://tortoisesvn.net/


 
3. Basic Sandy Actionscript File  

Every Actionscript file contains some basic elements which are necessary for creating a working 
Actionscript file. In order to get Flash and Sandy functionality their classes needed to be imported. 
This is done by declaring  it at the top of the file. (see figure 3.1) 

 

Figure 3.1, Importing Flash and Sandy classes 

The Sandy (3D) world is structured as a tree, and describes the relationship between the elements in 
the scene. It contain three types of nodes: 

 

Group   - general grouping node 

 

TransformGroup - used for transformations to all its children 

 

Shape3D  - 3D object in the scene. (has no children) 
In contrast to earlier versions of Sandy3D, it is not necessary to create transform groups in order to 
move objects. The Shape3D and TransformGroup node now extends ATransformable, which 
facilitates all kinds of movements1. The user looks at the scene through a Camera 3D object. This 
object can be added to any group node in the 3D world.  

 

Figure 3.2, class and function IntroSandy  

                                                           

 

1 http://www.petitpub.com/labs/media/flash/sandy3/ 

http://www.petitpub.com/labs/media/flash/sandy3/


 
In order to create a 3D scene we need to declare a variable which will contain all objects in the scene, 
and to view everything we need a camera object (see figure 3.2). In the method IntroSandy the 
following actions happen: 

 
The camera object is defined.   

 
All objects in the scene are grouped in a single variable. In this case the objects are defined by 
a private method, createScene. 

 
A scene group is defined, by four parameters: 

o The name of the scene 
o The container 
o The camera 
o The objects 

 

An event listener is called that will render the scene. 

 

Figure 3.3, method createScene  

In the method createScene a variable is created that will contain all objects (including their attributes, 
such as materials and translation). This variable will eventually be returned in order to create the 
scene. Then an object is created. The material for it are assigned by creating a variable of the type 
Material, and the attributes are defined by creating a variable of the type MaterialAttributes. This 
constructor holds a variable number of parameters, in this case two: 

 

LineAttributes hold three parameters: 
o Line thickness 
o Line color 
o Line opacity 

 

LightAttributes hold two parameters: 
o Enable/disable light 
o Level of ambient light 



 
The material attributes are applied to a ColorMaterial. Other materials are BitmapMaterial, 
MovieMaterial, VideoMaterial, etc. More about materials in the chapter 5. To use the light source on 
the material we need to tell the rendering engine to use the light, material.lightEnable = true;. To map 
the material to the object we need to create variable of the type Appearance and assign the material 
parameter to it, var app:Appearance = new Appearance (material);. Finally we place the object in our 
scene. In this case the object is also rotated. 


