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5 allows program code developers to consistently interface with a
scene graph data structure to produce graphics. The vector
graphics element object model generally corresponds to shape
elements and other elements including image and video elements
that correlate with a scene graph object model of the scene

10 graph. Markup may be parsed into data including elements in an
element tree that is translated into the objects of a scene
graph data structure. Other markup may be translated directly
into data and calls that create the scene graph objects. The
markup language provides distinct ways to describe an element,

15 including a simple string format or complex property syntax,

which may be named, enabling reuse in other locations in the

markup.

Figure 26.
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