




























struct Scene3D: View { 
     
  static var shared = Scene3D() 
     
  func setup() {} 
  func updateRobot() {} 
}
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struct Interactive3DDescription { 
    var robots: [RobotInformation] 
}
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struct ContentView: View { 
     
    @State var isSmallRobot = false 
     
    var body: some View { 
        ZStack(alignment: .bottom) { 
            Interactive3DView { 
                Robot3D( 
                    type: isSmallRobot ? .ur3 : .ur10e, 
                    joints: [1,-1.2,1.7,-1.9,-1.5,0] 
                ) 
            } 
            Button("Switch") { 
                isSmallRobot.toggle() 
            }.padding(50) 
        } 
         
    } 
}







struct ContentView: View { 
     
    var isRobot: Bool 
     
    var body: some View { 
        Interactive3DView { 
            if isRobot { 
                Robot3D( 
                    type:.ur5e, 
                    joints: [1,-1.2,1.7,-1.9,-1.5,0] 
                ) 
            } else { 
                File3D(name: "cake") 
            } 
        } 
    } 
}

















struct Interactive3DView: View { 
     
    @Interactive3DBuilder var content: () -> Interactive3DDescription 
     
    var body: some View { 
        SceneKit3DView(content()) 
    } 
}



struct Interactive3DView: View { 
     
    @Interactive3DBuilder var content: () -> Interactive3DDescription 
     
    var body: some View { 
        SceneKit3DView(content()) 
    } 
}





public extension Interactive3DBuilder { 
    public static func buildEither( 
        first component: Interactive3DDescription 
    ) -> Interactive3DDescription { 
        component 
    } 
     
    public static func buildEither( 
        second component: Interactive3DDescription 
    ) -> Interactive3DDescription { 
        component 
    } 
}





public extension Interactive3DBuilder { 
    static func buildOptional( 
        _ component: Interactive3DDescription? 
    ) -> Interactive3DDescription { 
        component ?? .init() 
    } 
}





public extension Interactive3DBuilder { 
    static func buildArray( 
        _ components: [Interactive3DDescription] 
    ) -> Interactive3DDescription { 
        var result = Interactive3DDescription() 
        for component in components { 
            result.robots.append(contentsOf: component.robots) 
        } 
        return result 
    } 
}







Interactive3DView { 
   Robot3D(type: .ur5e, joints: robotState?.jointConfiguration) { 

Nozzle3D(showTracepen: recordingStep == .calibration) 
 } 

            
 if teachingState.finishedRecording { 
   File3D(name: "Axis3D") 
     .offset(x: 0, y: -300, z: -350) 
 } 

             
   if recordingStep.isCloseUpCamera { 
      Camera3D() 
        .moveTo(node: "Conveyor") 
   } 
             
 Conveyor3D() 

             
 if recordingStep.showCake { 
 File3D(name: "marcipaneCake", type: .usdz) 
 .offset(y: cakeOffset, z: -375) 

 } 
}



struct ContentView: View { 
     
    var body: some View { 
        Interactive3DView { 
            Robot3D( 
                type: .ur5e, 
                joints: [1,-1.2,1.7,-1.9,-1.5,0] 
            ) 
                .offset(x: 500) 
            Robot3D( 
                type: .ur3, 
                joints: [1,-1.2,1.7,-1.9,-1.5,0] 
            ) 

.offset(z: 500) 
        } 
    } 
}



public extension Element3D where Self: Positionable3D {     
    func offset( 

x: Double = 0, y: Double = 0, z: Double = 0 
) -> some Element3D { 

        var element = self 
        element.position =.init(x: x, y: y, z: z) 
        return element 
    } 
}



Interactive3DView { 
   Robot3D(type: .ur5e, joints: robotState?.jointConfiguration) { 

Nozzle3D(showTracepen: recordingStep == .calibration) 
 } 

            
 if teachingState.finishedRecording { 
   File3D(name: "Axis3D") 
     .offset(x: 0, y: -300, z: -350) 
 } 

             
   if recordingStep.isCloseUpCamera { 
      Camera3D() 
        .moveTo(node: "Conveyor") 
   } 
             
 Conveyor3D() 

             
 if recordingStep.showCake { 
 File3D(name: "marcipaneCake", type: .usdz) 
 .offset(y: cakeOffset, z: -375) 

 } 
}



struct ContentView: View { 
     
    var body: some View { 
        Interactive3DView { 
            Robot3D( 
                type: .ur5e, 
                joints: [1,-1.2,1.7,-1.9,-1.5,0] 
            ) { 
                File3D(name: "Tooltip", type: .usdz) 
            } 
        } 
    } 
}



struct Robot3D: Element3D, Positionable3D { 
    var type: RobotInformation.RobotType = .ur5e 
    var joints: [Double] = [0, 0, 0, 0, 0, 0] 

  @Interactive3DBuilder var tcpElement: () -> Interactive3DDescription 
}



struct Robot3D: Element3D, Positionable3D { 
    var type: RobotInformation.RobotType = .ur5e 
    var joints: [Double] = [0, 0, 0, 0, 0, 0] 

  @Interactive3DBuilder var tcpElement: () -> Interactive3DDescription 
}
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