O'REILLY"

L EREFEHAS

Programming 3D Applications

with HTML5 and WebGL

[3£] Tony Parisi Z
B F

B srETEsER € ARHb

< POSTS & TELECOM PRESS

\




£ F kiR X 7= B

BRHEXRBEFEEEXAEEE
Fin, BAEEEERELE, BE
CE XA 55 22 F0PDFR)1E 22 31T
%] 12
BRI R FHNEEDAEH,
REFZW, TFHITERE,
HMNBEEHREZEEEXHENR
MEE, SFEANELERPEIZ =L,

MR L EFERITAH, RITTRE
X1z B A 3K SR (B A R T X 1%
kS F LT, FHATREIBRIEE
=T



E1E

W&t 75, BRIRER T 5 EFEX AT in i
REB, TERWERXANAM K,
http://h5.baidu.com3F & #ff & B BA#% O B

=
RZ—



B 1-4: —1 3D Mfg; BEANIRKZESD - BEAHLIHZ 3.0 RAMCIRANNER

®1-5: 3D Bp—F. [eHEFEN

+Y

+7

N 4 x4 TpBRE (http://www.songho.ca/opengl/gl_transform.html) ; R{FalT 31828




A (I 55 P 1)

B 1-7. 18¥. MOFBM (http://obviam.net/index.php/3d-programming-with-android-projections-
perspective/) ; ZIFo[i#T TBN

B 4-2: Three.js PEFHRBHFL




mple procedur.all‘y generated 3D shapes example by zgz85
\. Drag to spin

4-3: Three.js SMEFRROFLEIIR

Use these contrals to change properties
Material Basie (Unlif)

@® Phong
Lambert

Winaframe

Diffuse color .

Specular color BE

Texture ™

fmagewimoon_ 1024 g

4-8. Three.js FrEMEH FRZETL—-Basic (unlit), Phong #0 Lambert




Use these controls to change properties

Diffuse color '

Specular color .

Texture

smaesimase_ 1624 7 -

B4-9: UOME

Three.js Lights

Drag the mouse to rotate the camera
Use the scroll wheel to zoom.

Uss these controls to change properties

B 4-12: EA@X. RAHR. BATHOMEK




4-16: ERTRERNZEFLELE

5-1: Ellie Goulding's Lights—— A2 5 ERIRHNS FoiMEIE; BRE Hello Enjoy 12




B 5-2: KMEE BERERTT

& 5-6: — 1T B ## %% , B3 Wojciech mula 2 (BERIIREE CCO 1.0 BRARFLARIDINER)




Ps3

B 5-8: HREEHLITI; 4. EOSNEIELNRER (). &8 (AL) NIt (886)
&isLkRT; BHE Cedric Bazilou 12, ZFaI#T TR

CSS 3Did i

AL
AR WILE M

B 6-8: {Ff CSS TER#ITRIUDNE




CanvasIhgg

® 7-2. Canvas API 89IDag

Lo R r—" ® 4

# < © [ localhost/Vizl/engine/tests /previewerd html
T Appn A Settings - Cearbec (] WebCL (G0 €53 Filtevs [ Lews Cams Devigr [ WebCL Up ind Beer [ WTMLS (G Load Testing [0 Comtinusus tebagrs

B 11-5: MG TAETHSPMERNRIVARIE




TuninG [EER-LEERATE:

HTML55WebGL%ETE

Programming 3D Applications with
HTML5 and WebGL

[%£] Tony Parisi &
BAE 1%

Beijing « Cambridge * Farnham * Kéln * Sebastopol * Tokyo
O’Reilly Media, Inc. 42 A K W} W, B R4 BB R

N BB HL Y R A
S| TS



EHEM%E (C1P) iR

HTML5 5 WebGLgnFE / (32) WAL (Parisi, T.) & ;
WAERE. — dbnt o NI s ARAL, 2016. 6
(E RSP AT
ISBN 978-7-115-42133-3

[. OH- TI. Ot @i+ . O XAbICES
— B @M T iE LR -t IV, OTP312
@TP393. 092

i A B AR CTP R 4% 7~ (2016) 250773715

nERE

A4 R T F HTMLS 1 WebGL FF%& 3D J FHAY Web £iA, FRIS 59cMASE &,
SRR, A5 P« ERRIRFIRN AT R . EEEMAT ST RARCHEE, TH, &
ZERnFEMAST B, (EE LT 3D PR, WA BRFIAS S EG], SR T 3D b HIT
PADESTRER

ARA5E A Web K TTHIT& A R 1%L,

[34] Tony Parisi
% AE
LG SRR
PATHRE B O R
TLEN] 52
o ANREBHHRAEHR AT demli R aR s FE 1S
mi4s 100164 iR 315@ptpress.com.cn
[k http://www.ptpress.com.cn

-
o8

p=

b3 ]
& FFA: 800% 1000 1/16
Eflgk: 20.5 FoAdi: 470
TR 48T T 20164 6 A% 1 it
EN%: 13500 20164F- 6 HALZLEE 1 2 ENAI

FERA RIS BT 01-2015-8286%5

Efr: 79.007C
IEEREHL: (010)5109518655600 ENSEREHLZ . (010)81055316
BRI . (010)81055315
ITEEEEWIE: REIE FE 8052 5




Wi 75 B

© 2014 by Tony Parisi.

Simplified Chinese Edition, jointly published by O’Reilly Media, Inc. and Posts & Telecom
Press, 2016. Authorized translation of the English edition, 2015 O’Reilly Media, Inc., the

owner of all rights to publish and sell the same.
All rights reserved including the rights of reproduction in whole or in part in any form.
FERR O’Reilly Media, Inc. Ak, 2014,

fai A H Skl N BB EL Rl R, 2016, FESCJFERRAVERIE 5] O’Reilly Media, Inc. 19
P, PR P SRR H RSORD B B 15 B HRRUBURD B B AL BTG % ——O'Reilly Media, Inc.
ES)EaTR

WU, KA, ABRIEMER > i A mEMERTE RS,



O’Reilly Media, Inc.4} 43

O’Reilly Media i it 45, Z%ib. LAk, ARSI T 0% 8 G0 Jnik,
F 1978 4EFF4f, O'Reilly — E AR RIS KA WIEEFIHESNE . BEREN E/EFF B
BAK, MBANDHEAEEEEZMERGE——@d BOBLE “MiIES" kREtL
SOAEHTRHE IR . ME AR X ISR 2 55, O'Reilly f K JEFEH T X4 G571
B, GhEfkmek,

O'Reilly AHMFF RN IR FE AR “ShH" 5 QS — il ixh (GNN) 5 4H
T ML I R AR 2, DA TRz shCALdr 45 8152 T Make 435,
M DIY Sy F 2008 o ml— bt bl it 2 Mo 2515 8 5 NRIAa,
O’Reilly FY2x ICFRIE 23 B2 58 T A 2 B Pt 2 e WS s W Al ol ol 3 [ it 2% HH 5 1
HrL A AR RO EAR N LRI BRIERE, OReilly IUAEILHF L8 LK
SR A AR T RAUR P B E B R, EERS F mzikeE, B
i O’ Reilly 7= ah B s T 23 WA ] S R IS —— (5 B U BT &,

b ST
“O’Reilly Radar 1 %4 v % %7
Wired

“O'Reilly Bk — 27 (AA L LR LB T ) ENRFEITHRE T EAH LS

Business 2.0

“O’Reilly Conference 5 J 48 X 4 A AR Ak 09 26,34 3278 )7
—CRN

“—K O'Reilly ¥ B#RE—ANHR., Ailik, EZFINEMR.”

Irish Times

“Tim AL ZIRATHAA, HARERRTRKEZ, R HONE, 5+ L5k iie R
Yogi Berra 89 L AWM T . ‘SR EB LB AR 2, 0K (AR), @Mk,
Tim MA-FH— KRBT D%, T A JUREGE — I BP e, R Kb R4S

Linux Journal




B

%I,“

BT ceeeeeee oo xi
R 1 S 1 1A
% 15 g%i/l,: ......................................................................................................................................... 2
L1 HTMLS : 7RI R oveeeseeseeeremserss e 4
LI1 B IE BB D oo e 4
112 RIBEZE H B DL oo 6
1.2 3D BITBAIFERIZEIIE oovereeereee e 6
T.2.1 FFZ S 3D weeerereeemeese ettt s 6
1.2.2 3D B AR R eereere et 7
123 MA&E. BTG T B e 8
124 BIE L BLIBIG H B oo 9
1.2.5 TG A e 9
1.2.6 ABHL. AL, AL G FEZS e 10
127 B B 8 oot 11
%‘ 2F  WEDGL: SERT SD JEL wovereereererererr ettt 13
2.1 WebGL FE A oveereemeeee e 14
2.2 WEDGL AP eeeeeeeeeserrnmmmetttittiii e 15
2.3 WebGL 37 BT --eoveveeeeeeeeeeeee e
24—/ WebGL /Rl
2.4.1 Canvas 7T ZEF2 WebGL 22 b TF S rerrerrerrremremeeneneie i 17



242

243
244
245
D46 LB B T, voereereeresseseesessens et e 22
2.5 QUFE 3D JLIAAR corerererereree s 23
2.6 TRTINBIIIE] +veveverserserseee et 27
2.7 A AT G e eeeereee e 28
2.8 /J\ééf ........................................................................................................................................... 34
$g3&E Three.js——%—";t JavaScript 3D G BB ovvoeeeer e 35
3.1 {fFH Three.js GUEEHIACFEMEII F -wvvverevserrmssssesssseisssii s 35
3.2 TRIEE.js HIEE -oeverereserseessemss et 38
321 ATAEAL TIEEE.JS r++rerreesreseesseessems sttt
3.2.2 Threejs TA2ZH
33—/ HY Three.js F2/7
33.1 /*E]]g/g;}é:‘; ..................................................................................................................
3.3.2 B EE G e
333 BATERRA %I
334 AR
B I N e
gf._.; 4 E Three.js qqﬁ(]ﬂ:é;mig;{é ............................................................................................... 49
4.1 JUART T IR - eeeemeeneneem et 49
411 FRB G TUATIS IR ZETH oo 49
412 FAFR . TGARFBEFH e 50
4.1.3  JUFTTBAR AL BRZE oo 52
4.1.4 B THRACFARIE F 0 BUFFerGeOmMEET Y «wrertrrersstresssstnisisiti ittt 55
4.1.5 MIBARIRAE O, T SN AEZLIE -ooveverererrermee e 56
42 By B N2 ]S H L SR GG GE AL wevereerreeremsees e 57
421 ARG HE R IDE LG T e 57
422 Three.js W B 3 T ] vevvereeene e 57
423 FA . AREEFRYE A TR oo 61

43

4.4
45
4.6

A AE W A R
432 f#)R % FHIEIGIFE AR

Vi



4.6.1 ShaderMaterial . B 5k A TH 5 & BRAD

462 & Three.js P AE ] GLSL 5 & B3 AR A «oveveeeeieiititet i
AT B et
4.7.1 )é;tgggg,ﬁ@gé ...................................................................................................... 79
472 FEAR B G e 80
B8 N e 80
% 5 E 3D z‘d]@ ................................................................................................................................ 81
5.1 {iﬁﬁ requestAnimationFrame() ﬂég@iﬂﬁ]@ .........................................................................
5.1.1 fEARey 2R F4% ) requestAnimationFrame()
5.1.2 requestAnimationFrame() Ao AR - ooerreememmmei
513 FE T WD Ao I T B A G S ) eeeererrereeereee 85
52 {f R T BRI T5 TR SRA TGN - vrerrereesseeeessseessssemsssssesss s 85
53 1%)5]@%“}3‘];'51&1?@@&@: ....................................................................................................... 87
53.1 A
5.3.2 Tween.js B et 88
5.3.3 LB cerereereniitii s s st et st st es 90
5.4 (P BRI SCT AT ZREIJ ] -+rvvrreeesseessseeesssesesss sttt 91
54.1 Keyframe.js—"/l\ﬁaﬁ _v}ﬁélj @ﬁij]‘@,ﬁ)ﬂ @ ............................................................... 92
542 BAREEMAIERXY S
5.5 [ BRI AR QIR SEIG B BRI Z] - rverereerereeresees s 96
5.6 (B FFASTE EURRIC QT ARG BRI -evrreeeereeesemseeessseessssssessssssesssssessssssesssssssesseneees 99
5.7 (B B SRATEE QOB -ereveereeeeesseressseeess sttt 100
5.8 i TG R SR FEAT RN -+vvvrveeseessessseessseessses s 104
5.0 N e 109
% 6 —‘é— CSS3: %g&ﬁﬁs—&% ................................................................................................... 110
6.1 CSS L erverersernerneententet e
6.1.1 4£8 3D Tk
0.1.2 AT AT veeree e
6.1.3 RlETHER
6.1.4  FEH) I EIIB e ceeveereereeee e 119
6.1.5 €SS THEBPEIL B cooereereeremieei i 122
6.2 CSS Tl ceeererserseneet e
6.3 CSS ng@ .................................................................................................................................
6.4 Hkik CSS H’]*&BE ....................................................................................................................
6.4.1  TBHE BD AR e
6.4.2  JEHE 3D BRBE e
643 1A CSS B LEAL R EABRAEEAR
6.44 JA Three.js SEVE e CSS 3D wvevrrersessenessetetetet et




6.5 B e 135

% 7 E Canvas: iﬁﬁﬁ 2D g.%lg ................................................................................................ 137
Tl Canvas ZE Bl coeeeeeeeee e 137
7.1.1 Canvas /T EFr 2D ZA T L TF S 138

T7.1.2  Canvas AP GG I AR - ooorererrme 139

7.2 [FFH Canvas API SE{E L 3D wrrrrrrrrrrrmsretenteteiit it 144
7.3 FET Canvas TEYLI 3D JEE c+eeereereerrsenesens et 147
0 T T 22 B TS PPN 147

732 Three.js # Canvas J& e+ wsesserseessessemsstsstiitisstis it 148

T NG e 153

N R DN = [ - 500 156
8.1 3D PN GBI R veeveeeereereree e 156
B 1.1 BB o 157
8.1.2  BUIH I - oveereere e 157
8.1.3 BB eeeernree et 158
8. 1.4 FARE T v sttt 159
8.2 3D BRG] T L vrrrererserresseresssesssses sttt 160
8.2.1  AEBLE 3D AR eveeerer e 160
822 A T RIUL BEAG LR R ERIE ervrerrererere e 164
823 3D M FEArI R Fo A e 167
8.3 3D T EAE T cvoeeree e
8.3 1 AT AR K, woeevreerree e
8.3.2  BHEARR, coererer
833 AFieupRMEX
8.4  JNFK 3D PN WebGL Jf I cooerveeeerermeeiinieii s 178
8.4.1 Three.js TSON A& 3K, cvverreesneemneene e 179
8.4.2 Three.js B B R AR 3R, e 184
843 4 Three js KA, COLLADA 355 -eevereererrmesmnensites 185

8.4.4 1# A Three.js kA, gITF %=
8.5 /J\éljil: .........................................................................................................................................

%gﬁ 3D gl%*m*g;& ................................................................................................................. 190
0.1 3D HEZEHIL A cvevereereereereeeet e 191
O.1.1 A A S R e 191

0.1.2  WebGL AEZZ F K crvrrereeeeetetete 192

vii | BX



0.2 WebGL FEZEAILIIL -++veeeeeereerserserte e
9.2.1 ;ﬁ;k g] 4_ ....................................................................................................................
0.2.2 S TR AR R et
9.3 Vizi: —ETAERYHT AL Web B HEIHESE
0.3.1 BEAIE IR A e
9.3.2 Vizi 7}(7}/@ .....................................................................................................................
933 VlZl N ]“] .....................................................................................................................
034 — AN VAZi JJ aT4B] cooeveemmneniiii i
0.4 N e

% 10 :é: J:F&_/I\%EH"] 3D EFH ........................................................................................... 209

101 BT seeeeereeeeerreee e 211
102 QUL 3D PRZE erererersrrerseeess st 212
10.2.1 5§t Maya 3 5% F) COLLADA -+ wvrseesressrssssrsssssssss s 213
10.2.2 ¥4 COLLADA X 44t gITF oK o, 214
10.3  FRYEFAMIR 3D PRLE oveeeeeeersneneenens
1031 ZA T VIZi B9 B L L oo
10.3.2  ViZi B A B2 2 et 216
10.3.3  VAZi ABER ZE ceerrmeeemme et e 217
10.4 5 3D S FI iz
10.5 JFk 3D fi Rz o,

10.5.1 Vizi %% B APl 7k findNode() Fm map( )« wreeeerersermmsemmmsiminisiniisiisiniians 223
10.5.2 4% )8 Vizi.FadeBehavior SR 0@ 5 BH B coeeeeeermrmmememiii 225
10.5.3 48 Vizi.RotateBehavior & B S AR EE P AL «orverrerreeremreeieeiesieiei 227
10.5.4 4£ )8 vizi.Picker R EIBARBAIZH B AT B 227
10.5.5 4 AR PR @ k3241 30 &
10.5.6 1AM ELBER SE B TR B, -vvvevereesessese e 230
TO.6 7 NG e 232
% 11 E ﬂ:?’i—/l\ 3D ﬂ;iﬁ ........................................................................................................ 233
111 BUEEERBEZERE e 235
11.2 PR FOMUEIREE o oveveeeees e 236
1120 VA5 — AFRBE R FUL T 5 wovvrersseresssesesssosssssss s 237
11.2.2 A3 J B cooevverveerne e 237
11.2.3 K A B P oo 240
11.2.4 —'EJ'—’T‘L.%*E ............................................................................................................. 242
11.2.5 TR B AR B e 244
11.2.6 A& AT T R B IRIG T PG I L oo 246
113 fEH skybox QIEE—AS 3D T wrrrveerrreeerssmmssssssssss s 247




11.4

11.5

11.6

11.7
11.8

11.9

T1.3.1 3D SKyDOX:resseesseesseessessssssseisse st
11.3.2 Vizi SKyDOX J 2 rereesseessesssemssemsstms sttt
FERR 3D PN F o T HE e
11.4.1 Ao AnAT 4B AL B oo
11.42 B FadmdE A ZE LT coeeee
ST e ARG - evereeeeesseessemssees sttt s
1151 AEAUIE ] B2 coeeeereeiet et
1152 H—AAfdad) &P ey s
11.5.3  FUARTILIG covvvrerrerssosorsmmssiosmnsiosisississssisissssssiossssssissssssissasssisssasssisssasssisssasssisssases
11.5.4 ,;,ﬁjﬁ_ﬂz;}é-#/l\,m .........................................................................................................
{iﬁﬁgjl\*ﬁ*ﬂ‘ .......................................................................................................................
O I A 20 ot 0
S GRAT RIS +oeveeveeeneie
11.8.1 2T Vizi.Script SEIL B A SLLEAR e
11.8.2  ZEBF e G 35 0] B2 AR -oovereeemee e
IR N 3

11.10 E%ij}ﬁgﬂ .....................................................................................................................
LI LT 7N reeeeemee e

% 12 E ﬂ:&ﬁ{,ig‘-’ 3D E}Eﬁ ........................................................................................................ 278

12.1
12.2

12.3

12.4

12.5
12.6

it 3%

fZifJ BID g et
IR IR
12,21 BEARARAE FLHE ooreereeresreeereemiees e 281
12.2.2 A28 @R Chrome LR AZ S Th A oeerereree 285
ﬁ[J@ Web E}Eﬁ .....................................................................................................................

12.3.1 Web & A FF & Fa il 3%, T B
12.3.2 3T ELHR Web JB JF] SR B T -veeveeesesseseeset et

FF 5 SR THTMLS (R R FH woveeeereseesseseenesiei

12.4.1 CocoonlS: —#F A #3h& &M HTML #38 B R B B FLAR coeverrerereneiinns 290
12.4.2 4% 8 COCOONTS ZHIE JF JH oveereeremremreentmntinii i 202

%ﬁi}?\ ......................................................................................................................................... 301

ﬂ;%jl\gﬁ .............................................................................................................................................. 311
:jt:;j-mjl\ga .............................................................................................................................................. 311

Bx



mif

FEH KL =M, Web 3D HERI KRS R ZdhHr. 1994 45, VRML ¥ #1104
Al AR B, (B R AE S — IR BRI h & 8 B T 75 25 £ I Web JF R Hi A K
PN, 2000 47547, Shockwave 3D 1E A — A Z IR, I E 5| R & 7
ek, SRIME] T 2004 45, XIE AR W REFEBEIISE T, 2007 45, BIVBLL RS “F AN
H:” (Second Life) AAMEHLBEAMEWEE LT Rl AT fEmE, MWmidke 7—58
“3D tHbiZE” Esh——1EanT i LR ERIBAE, STk AT BN
Byt 3 FEAE RO 25 A b G R £ P FE R, I E] T 2010 4E, AR AR E S
ANFEHEE, T TTE £ MR L 28 i X Fn AL ok i 2 b M1 s it ik . —
T, X ATLAEAR —E AR AR, (H S — 5 R, X A%t Web 3D BRI — 251 R

— AR FTRERR SR TR K AR R S, (HBHASBIRIHT.. /£ Web _LSZHL 3D
AU AR At =4 PR ImN A S —— AR H A S ORARLE I 20K, kAR H FRATTH Y
—Le N (T 2E) — B berIEE . 3D R ik, Tk ekl
R NAESEAR, B — AR B ER M, S 2 AR AT, 3D ik
GHEBEHE M PRz a0 75— R T B — RIS & T % 8 M2 T RIRE TiX—
F, B Web X% 8L 5 BRI AP G H977 ek, AARSRIL T — A A RE sk e P
TGN — LRI R A 2, iS22, 3DRT, HAME,

A A5 KA 48 B 5 RS B 1% A5 TR 2% i 7w 2 3D TR AR A B, b &
LA 0 YT %% L2 S HF Y — 285 R WebGL, Canvas Fl CSS3, A 5 i 35 19 17 8 £ 45
JavaScript PEfiE. FEEhuRTTF & AT & PERE Web it, FHHEA PR T —LoRefg1E o A sl
M T EFOE : Three.js. Tween.js. #iHYR FHAMHEZLLL R HAth G5 3D AR AT % T A,

FAVE —ARF (WebGL A[ 135m» (WebGL Up and Running, http://shop.oreilly.com/product/
0636920024729.do) MIERE S KB, ABWEIILEM E—-ABHNEEALESE, X&
AW REG Y, AT LIV 2 NE RS A TREA IS, anREA X LG, SFAT
REABRE e L —AA, AEELY, RERILERRRM E—445R%
EL, AH E— A B R RN X JLE RS — 2L 7E E AP hEa R G R, A
RN, Wk A BEAEA, Ml —E 2 FNNE, SHE A BEaRE,
(WebGL AT 145 BIEARERME T A A NIRRT ARBAT I, ERE

xi



K, BHRL B Z A LR, BRITEE T SRS T 2 X AR A .
ARORLEESE (WebGL AT THEFY ZJa, 7Foae 142X THORBISGER, A2 3H) B it
BE T MAASHY HAE T NBLRFISE B M 5 A R E R B RA I, DS &
— LR 200 B HAE G 4 2 3D BRI 7.

BirixE

A AT ) 22 I H% 1] 3D FF AW Web FFR RURIFF A&, 2EK1%EH AR HTML, CSS fl
JavaScript, J£ZE /% jQuery, 3D [T Siahmi 7 I 2% o0t B iEABRA R, (HiR
HA—E LR R AT R, ABETEM 3D HHAATIAIR, FE R
BRI A&

2R LR L5 H4

RAS A

F—HBsy, HERNENIR, B 3D EUEIF KA R Z HTMLS APLAE A, f45 WebGL .,

Canvas F1 CSS3,

o 55 1 T4 3D TR N 3D BUEAIELOEE.

o F2RINE S HHE AT T WebGL 19 4 B2, 1 55 £ .00 API LA )z Three.js il
Tween.js iX A~ BT RN T & 1 H F IR,

o G5 6 FHFIT CSS3 I T-GIEE 3D U1 R8RS m BT R

o %7 EHA 2D Canvas API, LR ANAI{ERRER I & B e R 3D 2Ok,

FE sy, WHIFREAR . HEATFR SRR, 4E 3D N AIRHE . (8 N FHHE S A

FEFF, LARCH R HIEE 2] HTMLS #3rE& .

o 8 G 3D WA SR X, BAEBTHIT AT A% 3D BEARI ) mify TR
SR,

o B9 BB BEIAMME IR HELERIET BT R R, HERENA T Vizi
AHTFF & W H 3D AR FFIRHESE,

o 10 FME 11 MEANL T IS 3D MM &, Ml —4r R B4k
SkyE il shmiFn S R, BRI ST R B R E A% 3D 5L,

o B I2FIRTE T AERT— 3R HTMLS RS 2l & eV E R Ge b I & 3D B BIAH G 168,

HERR 29 7E

ABEHEH T THIHRAE o
o AR
FIRHIATE .

| RV

xii g1

Jill



o EETTK (constant width)
FoRFEF R B, DARIESCHR IS & BBk, e, BulRAl . IREEAT R
FREPIPS T s

o JNHZETTFA (constant width bold)
Fern NAZ P B Ay A s it S,

o BUAZSE TR (constant width bold)
FoR G OLRE, HNE R 28 P A SR E S BT SCoE R .

ZEpRFOR— IR,

PSR e

RATEAM GitHub b FEA BRI ARGIRS, Rk .
https://github.com/tparisi/Programming3DApplications

HE, el —A Web k55 &5 K Uil AR K E o w6, kB 46 file:// URL /£
S EAT BN, X & T JavaScript ARG H g 7 —LEF SN B S, il 4n JPEG B
PNG #&A I E R 30 BT WebGL % A5 R0 v i 5 38 U 7] e 4 BRI, 3 BB 5 SC 14425
i HTTP I\ Web /IR 55 & (5231 5 253 o

AL MacBook [izfT T — A hrifE A bR LAMP 2058, Ak (R 2 BRI U2 LAMP |y
—¥Bsr ThRE % Apache IXFEY Web fR 4528 . SCE AR IRIONLES E3ET Python, {RHLFAT
LLFIH Python PN & 1) SimpleHTTPServer f55:K Bz —4> Web k55 2%, 441 0E
{7 %] examples H %, ZRIGHIA

python -m SimpleHTTPServer

XAEVRER AT LLE T http:/localhost:8000/ X AN Huhik K 5 ] A4S AR B T A0 B3R IUE £
e FxX AR T FE, U5 Linux Journal W% (http://www.linuxjournal.com/content/
tech-tip-really-simple-http-server-python) ,

TRBISCHR L T AE i O A 280 N AR e SR A, W &afr el s g i, 5
ORBIrR, PREESL T H—LeHIMIRIR, Fl4n 3D BEREIR, AfeEmmibisfrell. &
IEA B R B B W ) README Ui,

EE, ABHEEU L RRZ BRG], 00 SRR A TR AR A
AP gERGISCR, HOOTHTX— Mg, AR IRy SLRx Lo i T At
FIA, JCH@AE VRN A (i X 20D, B4 PRAE 2 FL AT SR BUX LE R R
PRl X TRELeRIR, (Rl RERR A PR K HF Wl e




& A 7R~ 5 (XA

AP RERRER LR, — kUi, ACRABRAE ToREIRED, fReT e HERIRE
PRk, BRAEREH TR K —E o 00, SRR ARNTRGUE T, tean, A
LS BES — AR P st R T, B sk O'Reilly BIHS R/ FIGEE NI 55 22
RERVFAT s SUHAAS PR GRS [ & A8 TR A VT, RS o oK s A AR B S R A 7
mn SO N SR AR AR VR T

BAVRA BAHFHE AR B ZERORAE S VA BN AER I LS, 5T — R g 15 4.
E&. MR FIISBN, tb4n: “Programming 3D Applications with HTML and WebGL by
Tony Parisi (O’Reilly). Copyright 2014 Tony Parisi, 978-1-449-36296-6.”

AR R AT B O R GRS 0B I T RV RTRIVER, W0 fRiE i permissions @
oreilly.com 5FATH: £,

Safari® Books Online

Safari Books Online (http://www.safaribooksonline.com) &Rz [fii
Sa fa | off L St BT RPN R T T L a2 R S 2R
Books Online e S ER LRSS, BEARLR, HHFF KN . Web kit
Ui, W5 N LMEIELRKE, EIFRIRME. MR, 2 I FIAUEES I, #E4% Safari
Books Online FLESRIUTURIAY E L U2 IE o
fF AL B R, BORFHLAIFIS N, Safari Books Online # fit & Fi 7= i 41 & F1 R 16 10 &
Urong., P el ok — 4> B 68 52 5 W 5O 3 4% 28 & 2 1 7] O’Reilly Media, Prentice
Hall Professional, Addison-Wesley Professional, Microsoft Press, Sams, Que, Peachpit
Press. Focal Press, Cisco Press, John Wiley & Sons. Syngress, Morgan Kaufmann, IBM
Redbooks, Packt. Adobe Press. FT Press. Apress. Manning, New Riders, McGraw-Hill,
Jones & Bartlett, Course Technology DA K Hoth JL15 iRty BT AP S, IR FIIE
AR Z B 5%E. 25 7 fi# Safari Books Online 3 215 8., AW I,

BX 2 AT
A AP IR 25
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O'Reilly B —ABHEA LIRM G, RATCAEALKBIABRHCER, GffhiRE. =
BIARRS LA B e 5 B ASASAT IR b M A -
http://oreil.ly/program-3d-apps-html5-webGL

APPSR MRS, 15K IEHRFHBES]: bookquestions @oreilly.com
ST E % O'Reilly B, BITRFE. STUCRTEIIE R, HUIRIEAT M.

http://www.oreilly.com
FRAITE Facebook HIHbAEANT : http:/facebook.com/oreilly
TG FETRAIAY Twitter ZHZ& . http:/twitter.com/oreillymedia
A1 YouTube #i5F LN T . http://www.youtube.com/oreillymedia

i
ABRETZ NG HNER, b AZTZ2ma N, ok TR
O’Reilly HIFA ., F&HYZw’E Mary Treseler s&—% T ARSI Lk, MAEBI P T 28 A 4541
et R 23k, A EIEES: T 1L — 4R X AE I & JR v R LA
R — Bt iR T——E Rk, 7E51E R IRARARE & A K & H & A5 A
7, LR RE TR, B Mary £E S F2H TE S8 LL ORI S #E . $ K 448 Brian
Anderson £ 3% K& B A AR SRR RTR 4 T kEA AEIL, BS54 Meghan
Connolly £ 31 Word JEfa/E4 ok O Reilly H USSR AV FE P R TREHEIEL A

P Z i Ray Camden, Raffaele Cecco, Mike Korcynski 11 Daniel Smith “hAS45 Bl 1
BRI ARER, MOTEEMPFERBhIRBE TIF 2 is, FE R EmEE, FEEE
B R MATERR A R B, X PRE T 3t BER R R fE A .

P2 N R O 3D BEITEHHSCIRE T . TR M IR ZARTES TC Chang #LAT
R, bR BhIRE R T4 10 FEIE 12 F i JR/RIY Futurgo B2 % . X TLEEA AL
WAEH A OB ZBE AR VFIRAEA B G 6 M1 TOEBCRIZAR KA, R
A[LAfE README UL & A 7n 5l HTML SCfEF1 JavaScript SCHH B TEARN ZR K £ 8.,
TE B4 B e TurboSquid AL AR Fif1 5T N\ Christell Gause, % 5 ffge.0% ), TA =
F| T TurboSquid ZARKA AL, (HEHbA 10 OISR R IFLAE FHEAAS

B VR HRE] T 3D Web JF Rk EHIX I8 B35, B Three.js B BB I Gl
T, FHAHAILA A Ricardo Cabello (Mr.doob), Google ) Ken Russell 1 Brandon Jones
AR MR WebGL B S, (HA2 LR, MmO B Z iR, AHiE
BT APLIR T IS, Jho s TRRERIAET M., Br T WebGL, CSS 3D 12D
canvas WAL E), David DeSandro, Keith Clark 1 Kevin Roast 7E1X S645I80dE 47 1 28 etk
TS, F ELERER V5 | AT R . Bk 243 4F & Don Olmstead PH4F, fthJL
R — R FNR I THE R UTIE N Vizi, FRAUH 3D FFRHEZE, XAHEZEEATS
rh R T E T,

R BRI . BAEBSERBRIFERDOHE 2PUTAE, HINE A Hfh— 2,
FESCHE AT 2B T AR L. Marina F1 Lucian, F&AURAT—/MBH, s i =B,
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FRAVAIEAE 3D HH A AMHizah, BIEFEZHRE 3D H,

REBHEAE 3D B, B BN # R P | hes b THRALA AT 3D BRA L T
BNE R RS MIE R 55 (AT TRESS /£ HEAULYD 3D SRS IR R B M K 2 BB+,
ANERIBITEL HFERNL LB & TFHL L, #2H 3D [EAHY; 483Dk 7. AT
FE 24 /NRHR )% H T R S TIRER, LA A6 A Lo ALK (CNN) B—f2s3 Bl
TEMEID S S rh TR BRAVIR A0, anA-1EA S8 I FE i © 2 w22 I

ML 3D EJERY D AT LLE#IE 20 22 60 4248, JLPMIFENASRID E—HK, €&
BT TR, B, B @3, &8, WHE. T B RREE . 8
%, 3D B AR S m T B AGIE I & SRV R E S, md kT, MBS
SRR, sy, AR RENLAS 8 i & fR S T 3D B BRE (4, i R THLEE
A E L TR AT Lolk EE TARRE AL BRI ACEERE ). S EEEAEHLI Web R &%
WIFE T 3D {EGL, AHEbid 2% G 5THY 3D L RE SR fE, DN ES AR e, 35 TR,
T Hib e 9 HY .

Bl 1-1 JEos T—A 4424 “100 000 Stars™ HY, & TRV 2RI R 7RI 3D B R RATHLIAR
Frit R, VR T LA BARGEHRIE 1 ' BERE RN B R, DARBCR LR IR T IS L . A
B RAARE AR S ek iE Y, bR R 4, LB RS LI, bR%
iR, REEEARERRTER, ROoRZERPGEE RSN, AFR ERSeT, W
Y3 S AEHTRRZ T AT FFIAI 4552 . 100 000 Stars (Y58 BRI A N B, AL3E 5 R 1 4

IE 1 BUEPTER TP, SRR R AnE A, RIRA B RS, Ao #R PRI 5 Al £E3X AT 1 1P
i, —FEE
T8 2. FEULINE P R B B R AR SR . —— e



B, Ik A2 BRI SR R, IR R T 2D HL PR S

1-1. B3 Google 6 &HJ 100 000 Stars InE (http://workshop.chromeexperiments.com/stars/) ;
@Rt Google 12t

100 000 Stars /& Google ¥t ZA/NAW— AL H , HAAETIER Chrome i W #51)
FEAED . REXAT AR ER, L BEH R AREHAE : e T4 L5
YO & T SRR HTMLS Stk 2 R R T WebGL SZIHE Sy, X A& —UHT I 3 FRAE 12
3D fn 7E Je i) B AR s FRZamat CSS3 Wty 3D As sk st 5 B AR L B R 1T R
5 3D WA ATLATCAESE A, WIS BT A B0 Al a0 52 2% 25— A b TU i e 50k R 3L,

JUAERT, %051 100 000 Stars SRER Y FUAE A b Ptk S50, P i T e
RIEAE IR AL b, T R4 10 S PR At TP 5 T, JERETR A R
TR G R SR E . BUAE, B T LTI 90 31 T L Wb ARife He A M 101 % 28 o 1
B URh, PUSLE MM RONE TR, VRALAE S HIE BT AU BT, il URL fE (F i
AU B, ik 3D SR R AR AT LT £ 15 .

AR A JE T A ar B T &% B 58 R T RE BIRE (L al UL LT . Herh— 28 I el LR
VEFRGE 3D 7 iR %I, A7 36 SE 2 107 P DA 18 AR I (8 FH 0 53 25 B A Sk AT A
i FR T TRERYBRAR A U T 9% 24 2 15 ARE T 3D S AR ——4E . 7™
AEH . RSCR. HE . BRI RME, k. Bk, FE—RX L AL AL 3D
AR TRTHIGE R, 35T 5 Web HoRIIEE &, 2 HFAY NN TELEARR AT LAD) B /g
RIXRE NG

100 000 Stars /&8 B AL &I D1E, BRIEITEH Z— Michael Chang AjiX
NIE B T — R ARIFRI RGO M. aREE THE 26 TEAWE LKA H
1%, 1&150A) http://www.html5rocks.com/en/tutorials/casestudies/100000stars/.,




1.1 HTML5: #HEIREE N

HTML B A e g0 FE R L R R 00 . R #4521 thzd ), b &% ok
Ajax FARES TEREN R sh A EH, IWmdett TEMFEENRE, i Ajax Y51
T LA 5 G422 BT HTML #1 CSS [ B Rt . an It Kk & A BB 4T ik Se PR, mt
AAIBUE L0 YT 25 I A4 4, 9140 Flash #11 QuickTime,

XA 21 AL AR, W LAR I DL e M, X BRINEIT, VR S N VT AR AR R R R
RS L FF T HTMLS, A T HTMLS, WY2stih — AN Regiaft 8 & Ar s, Xt
B FALEShBREFIPERE Y9 25 A b ™ B, HTMLS & HTML ARl K HUEMEIT, REiED:
HITEER, B JavaScript 1 & FrtEA APL. B ahim 3 FELL B e PR 22 1A S FF . HTMLS
FEMR ORI BT A, A0 E SRR XL ETEE AR,

+ WebGL, f#75 JavaScript 32 55 ff: 3D fnif &4, WebGL %+ OpenGL, JL FAr &MY
PC Ui I W 23 AR 3 FF WebGL, ikt 2 i ahm i U 25 T 45 3 FF WebGL,

o CSS3 3D 45#., “FRLAR AT LA HF 3 s 2 GURPSCRI P A g s . &t 25 JL4E
%k &, CSS BUEC L SCRrE M 3D Ak iE Jufnzhm .,

« Canvas JLRFAHRY 2D £ & APL, {5 2% ik 3 73X /> JavaScript #J API, ‘B{EFIT
KEAULE—4 DOM 7t EAGIHEEEE ., R4 Canvas &2 —/> 2D £ & API, {HANR
ffi FH—2 JavaScript FEITG, ‘CAH AT LA FiE S 3D 80 R——7EA X £ WebGL F1 CSS3
3D WG b, X EEVESR 3D YR R AR 5 %

XEEFAREARMEFE S5, EINERE 3D "It I b k126 & AR,
ETREEEEM—Fl, RTEELABIEL RN R — B 2, TSR
S, PEREMIEE, SRS, BEBIRUL, ARSI & —ANHA m R BRI S — ARG
Wk, #AEB) WebGL U] B RECRARE D), IXHRHRMESEIL . 3B IRAE A FEA PR A
R —AERBRIA G S5, B AT G B OB R SOR , DL R A B
DRI B A TR, BT, CSS3 KA QST KT RATIERE.

BME 2, “HTMLS” X A&k £ 80T & #i = 1R & — R FIE AR
Frik, AECS AW (W3C) RA0H-0E A MW 58 S ik it
DA e 2 3 A 305 B B bR v A R B H B 22 0 I WG 28 )12 SC R Rk, 1B A 4
WebGL X 2 CL& K AFNEE, (HAH W3C EHEAARAE,

111 HREL[REA
HTMLS5 & Web % TE&EWIETEEAR s 2R, 2530 Y & H et th /B 204 B K e
XEEEEH A T HR 2, RHEU TR EMILA, BITAEIER HTMLS & kK
BRI A B T B
s JavaScript & #AHUIE fE 692
WebGL Fl1 Canvas 2D #[A& JavaScript 4 API, JavaScript B9 CRiz 478 & e g T X gk
HoR LI B i F 22 B ATia T . JLARAT, JavaScript MEALAYPERERS 3D HoARKH




TR — KPR, MWanA HEAUALIERERTR T, [ERX ATl Ar AR

o BRAARRA SRS
DU & TR T IR _E R TT SR PR A TR SR S AN R T 2 Bl DU R R IAASE
A, MESERRE BT A TIRKARIR, A A THi—A%E 2 2D
W 3D——3H 3D FE (B iE gL

o B IH
requestAnimationFrame() BHEAERE(L setInterval() Fil setTimeout() kLK 5hzh i BT B4
Ko XAFT IEAEAR I A A REME LLFD T 25 Wi5ET 5L IR 7T 35 [R] 25 Y RT3 5K SE T canvas
TCEMLENZ, XKRKRMAETE THERE, F05 Ik T B 74,
HTMLS 3 %5 &5 [\ I 32 2 & #& g #2 (Web Workers) . 4 B L. TCP/IP i@ %
(WebSockets) . AHWECHE 76k S8 RetE, FIH BN, FREGUAE IR IA Web B H
X BEREMELL & WebGL, CSS3 3D Fil Canvas, &5&EKGAEE A FEatkiVH-F&6, ©h
AT RN A PR (AR 2 R AL R
1-2 J&7R T Epic Games HFAIF & Epic Citadel itk f9— /MM A, ‘BB T1E Firefox
WYL # . Epic Citadel {8/ WebGL SRiE Qe {5, SRTX MNFARAIA R IL, B R 2 5
DT O B ZEml P & S . X FkIERAE T Epic BN SEBLAY I E 23 ik Unreal 51%¢, iX
KO AR BRI Unreal 519/ Web 5nfUFSH4, (] Emscripten 45i% %% * (https:/github.
com/kripken/emscripten/wiki) Flasm.js (—ASFHIC R RICFRFHE) SRsLBl, WP
RGN —A~ URL, kT CAD5[RVE GuRs R A2 BRITER , DRI RIET = m] Lk 5 45
Fr 60 mii (60 fps) HI7kifE, TR, HFRMRIINEm i ,

1-2: &7 Firefox tp89 Epic Citadel UixthR, —TMEM WebGL 70 asm.js L. RIFTZRIAE) 60
fps BIMTTIENL; BAED Epic Games EIpAIRHE

£ 3. KBRS http//en.wikipedia.org/wiki/Visual_artifact, ——1FE{E
TE 4. FKATLLEE C++ U Z1% 5K JavaScript fURSEY wiFdy . ——I1FETE




1.1.2 REHRZFER

AT SVER, 3D Rtk A &R 8 52 4 T FE . N RITIYE #5 1 3 Fp i DU 7R 4 L

2SR, XL, FAPRE RSB EATHE, AR R EZ LA,

o JRAIE NS A 3 WebGL, kT 2013 4E4RJICAE TELL H S Ff WebGL, HARX
CAK e T RN, A BRIk S L,

o LA B9 him i YT 2% 48 % ¥ WebGL: 530 Chrome (Android). F&#hAR Firefox
(Android Fl Firefox OS). Amazon Silk (Kindle Fire HDX) . Intel HY37 5 {E £ &% Tlzen,
BlackBerry 10, ##hhi Safari LA—FpazBRAY T 23 FF WebGL  ({XFE iAds HEZEH)

o TR B AR Eh T & B S 4 CSS 3D A5, 1M CSS E E X I B A B R
Chrome. X% iR Safari, % zh iR Safari, BlackBerry 10 LA <23 ¥ 10 75 2 32 £, 1IE #n
Firefox ¥JAN L FFILRRE

LA, HRETHYEEs e 3D Rtk SR AR Bl R UL, R EREREE Web B HTIX /45
SRR SLRE A R N & e AR PR IR R A N RS, B HTMLS Rtk LR e s A g
ARG REEJE, X MGOUFRA ERINGE. AR, AT L, WK, &8
BANRATE WA, AHELZ T Web HFRIEFAFAY, Xt 21 20 Web FFAFHIELIR,

IFSX LARAERR S T, ML PR RIGERATE S —datfy. 2, BLRIE
R “—kGE, MALETT, W “—kBE, TR,

1.2 SDEFEHIEMEIIR

AAIr 4R 3D EIEABLOREEFIRTE . AR IR 2D Canvas X RIzhmHF K 25, 1
fo— LI (] 23 AR IRDAE 3 A He o IORES:, X e & Bl A 4. Rk 3D &
OpenGL JF & IARR 25, IBA W LBk AR, BHIEEEA T,

1.2.1 {t4f3D

RESRURGERLIX AT, SRUCHAIR 23T HIAY “3D EJE” (3D graphics) X AREFA
ARG, SRITOABROR R X A E A 2 B ETHINR, BIPRER BIERE L, LI
L TR E 3D HEHLEE” (3D computer graphics) A4k H (http://en.wikipedia.org/
wiki/3D_computer_graphics) :

3D HHRHLIETE X 2D HRALEIE M &) &M =gk Bk o L Bds Gl {E
MERILAARR) HoR AT AL, T U SOMZ R e L 2D R — 2 5]
o 3 BT T AT e A ARBEIN DR B2, ol T SE BoR
XAE SCRTRFF A LA GRSy = (1) BHREH 4R R G R Q) BRAWHEAH (5F)
A~ 2D Efg QEAPRAEHFENLE RS EEFIRIAFE) 5 3) BFrsehiEsn, B 3D




18 T 2h ST P R R A ORI, B AT DR A TOIE R A UL T e gy, )
—r A O A AR HROCHE, BARWES, URTRAE T A ESHCETTH. 8
TS SEI 3D [EAHT BT L A BE AUk, (% NVIDIA, ATI, Qualcomm X ££2¢ ]
X AR e, e, RErr A H

3D FEJEH AR TR BB ER . BRI X LR TR A I fr, X AE L SCHYE SO AR
HREFEAEE B, WA RS TR R, LA IREF OmniMax BUEZFERT 5 5t ]
THBA R TN . 3D BT W Bl G4/ 2D P B Rk b, MRXIFAREL 3D BT
AREM R A AT UL IRGEWE RIS IR R, s @ fESn i il b L hi—— g
P, XARBHERT,

3D AR A Sl Web F R E FERIVAIRCAMIH AR e, At R s —m A T
PR A 2 IR TR, 3R )t Rt AR R Rk . AR EE TR A B E R 3D
IREE AR S, REMEAHELT . RSN A2m (FEHL 11
B UEIE TIXSEMEE) . UBEAT ], BRI 3D Sl s, CanLABEEE 2 5,

1.2.2 3DMIRZE

IR UREE 2D R JLA AR &, 40 HTML SCRED T H AR &R, B x Fy Y& L — &
AP, X2 2D AABRE LT <dive AR AE G A ALE, LR HE UL 2 B im Fill /£ HTML
Canvas JCHEHVEEIMLE , 3D ZE, IEAMRATEH, R&ELE 3D ARSI, £X &
girf, — AN z B THOAGE  (BI— AP i 23 iR (B R 28 B DI ) x4
W, ABEAALIRRGMNE 1-3 FiR: x fikET mErm ONZERA), y 3l EA
FrIEAH, 2 FIE TS I ) R RESD . AnR R 2D AEFR R GERIME S, AR 2 PRAFES 3D Aebr
FGUR P IZAAN A

ym

X

1-3: —1 3D B¥5&% (https://commons.wikimedia.org/wiki/File:3D_coordinate_system.svg) ;
BEFRIRHEES - 8EHIHZ 3.0 RAMICIRANMNER




3, WebGL 1 y i iE 75 W % A9 T J5 18l _E, 1fi 2D Canvas API i1 CSS
AR y FOE S R B Y, BARXIRAE, A AT
PRI AR AL 7K . WebGL 2 T2 y fililnl LRI G EIEArHE, 1 Canvas Fl1
CSS s& A& T HTML %R 2 y BhIn T HY2)7E ——HTML BYiX /4~ 292 NIRRT
RIINE ARG o AR IREAE /T B A R E FX BFA, 8
AR — EERX X A, SEAFEX PR AR 2 A 5 T — S, AR
LSRR T

1.2.3 M, SHEETES

234 3D BRIk AIRZ R, BIB AL, Ho AT g Mg (mesh), —A MRS IEH
H— AR E A LI PHE R AL, XL IR dE LT 3D ZRLE (x,y, z24H) BITHA
(vertice) i R, (ERIMr, Fi A2 WIER =M (R =ATAEms) Fird
W (MPEATI ARG TR . 3D MA@ EFRE R (model).

Fl 1-4 i T —A 3D Wikg . RSS2 A R LRI, & CHAERIER. (78
RAERIRIE GRS, RBEASFRIXLELE, BMARSHL,) MR, y.
2 JRYEUOUE ST WRS BT,  BAR D SN, dn e 2RI 45, I by o stk e
o T, FATRE e X L

@ 1-4: —7 3D MIE; BEIIRHZES - BAAIHE 3.0 REMIREADINER (BREEE
1-4)




1.2.4 ¥, 8IBS5HE

Brx, yo 2 XU TR BRI 250, A — e At SR Pl R IR RS RSP, &L
TETRI B (R R AR AN ZR R S WIS P o (A3 w] DA — A s 2 AL DR F R A
fEE, Xl W PR S IZ At (texture map), BRIFREIZ, HASOHL AT UL HIEE SCOMILHE
A (EAn—RERBEENCE Tt EARAE), o r DLS H A SC B £ & ek SiBl A 28R, 4an
FEMN, SERIRTH S, ERZHETE RGN, MERIMUEESIRM R (material) . #4
JA e B 5 (R T — A B2 AR (light) BIFRLE, XSGR E LT — At
(L5

Bl 1-4 RN CK HA SR ORI R, —/ IR /a3l S H O SE R B 1 AR R I R
{ERL, WERBAERAYA M,

1.25 T#5%EMK

TR AR BREI AL B ST A 3D MRS AL B . 2 IRy B — A WA AE 3D HLIE A7
R, AR AR A TR AL E , AR T, 0 HAS Y WIS FE A THESE
Hm IR, A, 243D REFE £ (tansform) #1FE, BILVFE AR A Bz
KAZE A%, ik o A T sk o e e s . B RV IRGER. ke LA
Fip (Bah) —AE QTR , O SR 2k o B T AL

Bl 1-5 #4127 3D R (E, EXASmh TGS =400k, X =075 th s
HARRRTUSEIE. A, e g Mg ime, FH0F5A Ehn &k & R s
(6, Wi T AR, B LA R 2o TS ALK (b R —4), JF
FISEE H S x Bl y SidEAT Thes, (EE, BedeE i, X RAnR/EsE 4 &
R R B ) AR ST R AP RS T USSR B, RAE = AR R
KT 155, ARG OIS RS A AT A,

B 1-5: 3D Tk

5. RENBH (BR%HES 1-5)




3D A5l F H— T 4% 46  (transformation matrix) RFR, XE—NMEE—HHTFIHE
R TS BENEENER R, fREE WebGL B —14 4 x 4 25k Fm——A
WE 16 MFE . 4474500 i, B 1-6 Bon T4 4 x4 46 A R, B9 1T
figfEesE mi2, m13, mia v, SpRI0RFR x, vy, z BEREE, x. v, z B4 EF g (£
mo, m5, m10 b (ZEREAYA A &), TERRIEAF A mL Fim2 (xfl), ma Fime (y Fl), m8 Frl
9 (z%5h) . FXAMERELEF A Z4em g, [H a8 5 0(E,

+Y
% (X) £ Hi(Z)
h i i T#%
m, m, m, m,
m, my m, m,
> mz m6 m 10 mm
m, m, m m

5

+7

B 1-6: — 4 x 4 TR4ERE (http://www.songho.ca/opengl/gl_transform.html) ; ZiFa3#T T18K (B
NIEER 1-6)

AR PR — R R Z A, AR i AR MR iR R AR S 4 R B 1252 .
SRR AR, T AEA SR Gl T HABRAF b Bt 1 59 i SEAE P4 A AR S Y 240
W RRATLLTFRE ., ek, S8 BRE SR AL B R sk T

1.2.6 E¥. EH. MO5%

BAERTNG R EE AN EA P EEY I EE S, 3D R4 Wl (E a4
(camera) ML R IA XA MEL . ABYLE LT H P AR T o hr B fnim, i
Bl R AL B e, AL g (field of view) FURST, BEX Ti#EM (perspective, H[I
AR BRI /N) . FVLI & FhEMELE AR, T 3D REAE2D A o
(viewport) _ERTEZLEE R, A& B2 % N8 canvas TCRILEN,

FEMLAE 5 FH— X 4Rk RoR . 28— HERE 2 SCAHVLAS AL B A5 ), 2OVt RE (WL AT
X))o HBIAFRELTTHTZRORAAPLEY 3D ALFRFIAN A 1Y 2D 23l 28 [ AL AR a4, B8
# 46 (projection matrix), FKELHNE . FHRIECEEXR T, i, MYLEREATTEL
T HAp O R, —BoRUL, RAETEME, BRI s e,

17 fR TAINL, PROFLEMLA AR S, £ F A — A IRIEERR, eRFAVAIGLE.,
fRm A ML G (76 B A lbridtoh x ) ZonMadLautign . 5 arsn & 3D 5
I, Gk RN AT 5y B35 9 & -F @ (near clipping plane) iz % #-F & (far
clipping plane), XA FEHEE L T —A4 3D 256 T4ERTEH , WARALAERSAL LIk (view
volume B view frustum), SAM A& FIEA S0 EEELRS FRE L, L EeEm
HRFIE, fEXE, BINSEIELEEISRMER,

10 | #1%E



B 1-7. 185, MOFBENR (http://obviam.net/index.php/3d-programming-with-android-projections-
perspective/) ; KIFA#TTBN (BRFHEE 1-7)

FWLAER SRR, BMARA LE T MEEEF 3D Yyt ZI e &, FRAX A6 R AR T HL
S, AP A Zh E R R AL T oRAa DRI EE i A ASCE AL AL B, ATLLEIE B
SRR IR A A

1.2.7 E8&%

h T EG A PR R R, TF R E TR E LT, R, MR, SEIREARARNL
KA A ELAE I B AR B R o R AS TR, & &% (shader), Hdy (X
WA “AIERAGSRT) & BRI, BB TR R E A BOr R R LIRS, &
TERE A REMS ARHT VAL SCRLA R AR R AYARPY, (HIFARERCEAM B, SR, AR HlL R AH
Blo XEERBIIL B A fe R0, B EaEFENE CHIERESRE, JHm
BERCTLARE AL e (GPU) A TRIAED

PRI LA B A A & 1 BB AR T, — /NSRS T CPU Y, &
["THT 3D B E SR B 85 . A4S IHER 3292 3D Sl BEARHTLL GPU fF
FEARIE .

O AR ABCFIEA T oA D& (5 BhE tuds, By D el DARS st il — A%
FRE— IR ERIE G O IR S B A I R IR A N AR OR, IR
#H#E “CG” Fmtis, WEhEIAE W AIEME . B Web (588X ¢ & 1Y
SCFR, FRATHY WebGL B FZBCR H 2 T LM SE S 4P LIl 2k TR A (g, TR
CASE 4 b il U i rp CSS TC A R BRI A

B 1-8 JEoR 17—/ FH T g bE 2 €0 25 15 e ) WebGL /K BRG], Bk, Sk,




8 EAREN T H RS T EASKIE 535 AT B, R BRI, R — T X nlg
FE—/1> Web I &5 H1iz AT |

B1-8 FRURIEEERRELH WebGL K EEHL, GIYEZE Evan Wallace (http:/madebyevan.
com/webgl-water/) ; EEHEHIFO]

T WebGL, f&H) CSS A = &% (CSS Custom Filter) XIfZIa ML A, KT H AR
SEHLAERRIAERT LA FHF DOM 7625, 2 x—m, RAIES 6 Bl & Egihe.

LRI T — S 5B A GARRIIEA R, WAV EARTPIRE,

o WebGL F1 CSS H & iE#E0E ] OpenGL ES %2153 (GLSLES) EXI&E G, 1F
WebGL 45 % (6 43 FlIh CSS 4B & oy ARk —FE, HEARMGFETE S Sl A,

o[£ WebGL H, #yfkfia Jeeihilfiini T4t ds, R ARME AR, SFmiFsomes
B R, WATE AR TCE R IiE S

o fECSS3EBih, HORBDFEEN, A5G0 AkE L CSS3 MBI, ok
h 8 Sk,

e 2D Canvas APl A&7 gnft 5 (o 2% . A0SR VRITIR A 2D Canvas 1E 4 WebGL RS 5 %,
PEATD B A SRR ELE, e FiX—, 1R 7 By a g i,

HOBMIEFE LRI T 5% 212k, RS TR R — T gn e s
T, XTERERKENG D, R KA T, PG, AV TR RIR AR L
BT, antk—K, RERTCTE 2 I ABLEAR LAY G 85 B AR St LAl . H R AEIRAY
3D GafER A, RiE—1T GLSL RISHE CH 45— At B IREZIRXIAE, X
FE—K, Rt Rl LA SN B Rt i 12k,

KT 3D BRI BRI T BRI A, A5 iR KA R R B AR SE B S50 A ANE], B
BOHIE SRS — B (a8 TORRYLE S, FROITRHRARTEanful{EH WebGL, CSS3 Fl
Canvas 2D R 8l# 3D NAFH-3LH 3D dhiE,
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B2E

WehGL: "g;ﬂ:]ﬂﬂ;’ﬁ%

WebGL #& Web 3D EIERIARHE AP, “Bffi {517 A0 W 2% A ) JavaScript #2FF L R LATE 4y
FIH 3D {EGurfi Ry % RRE 1, 7E WebGL HEBL 2T, At fbafif- ki 3D (555, FA#F
SREAE B ST 23 4 0 e B T B P R BB AR b1

R4 WebGL A J& T HTMLS ‘B 75 br ffE, 1H 48 Kk £ % 32 £ HTMLS f#9 3 B2 25 #0 % +F
WebGL——IF 2= £ Web Workers., WebSockets 25 - A W3C ‘B J5 1E brifl RN A
—HE, EALRN YIRS BRI S S, 3D A AT EkIE S, X A& Google, Apple,
Mozilla, Microsoft, Amazon, Opera, Intel, BlackBerry ZE4& K2y w1 H R &N IR,

FEIAE A S5 T ) BT B 2 K 22 BT LI S 2R 8 S WebGL', WebGL B4 vl LU A T{EAL T
R AL DAL B A L& ik b, BHETR, B flft, RN K%,
3D ATENFIFAEAT AL NI VE L B T WebGL BEARI Wit 73 ) & Jé o

WebGL & —E KR4 8 APL: ‘Bl i ff T Bl fn s € 8851 ° Sk ilb T4 41, EA% 2D
Canvas APIAAEBA & EHEAEHIE b, X AIRES 4 210 2D B N NS 2, At
TRZIFFIRE JavaScript T HAFRIRAL T8N R AE T %, XL T AL RE TN
S GG B 5 oD 1975 2R IEME WebGL 9 APL, BARA TixeTHAE, 3Dk
Wikl — AR, (LE/DFIHEN, X 3D FREMNALERINFTTLALLE T EHALT,
A 295 R 3D F k& AT AT & R R i,

1. EARBEER, i0S /1) Mobile Safari 387 3+ WebGL, X A:AR ™ (1A, B = F) H 420 E i
THA, BATAILLEE T HTMLS Fil WebGL HURR AT @ A #b S HITE 10S “F-& Lisfr. BT, 6T
XANA, R 12 B S A I

2 BESIL, RHEBATRISIECECER . e — PRSI, BeAb s B AT LA B gk — A5
W s g, —FEE

13



7RI X WebGL A1 M ACEI R, ASHEHE ] #4020 WebGL e R, AT IE
A5 Y TR ATLALE (R A6 06T SR R AT, (R T ik 86 LRI T 204
AR %, BILL, LA TA WebGL FURLLMEAF APLIF A% 5],

IEANR SHE VR 2 HTMLS Bt —FE, PRAYALIK ATEE A S FF WebGL, it
ST A, — 5 T 2 U PLBSBTI RO A 3 FF WebGL (5140 IE 2
A IE11 S B 7 JRHIRA A S WebGL) . B4 — L8414 1 AR PR 25 A
SR 3D REMINEE, fEXEEEALEE b, (YIRS B WebGL, AR R4
TRRRE BErPLES . A S U 4% & B X FF WebGL, &[] http://caniuse.
com/, BN “WebGL" X8 AT %, SE Ui RX 842 hup//
caniuse.com/#search=WebGL,

2.1 WebGLE7R

WebGL BY4ETZAE 2006 4 Mozilla ) TF2Ufi Viadimir Vukicevi¢ $#£H, Viadimir Vuki¢evi¢
K& Gl —F H T Canvas TR 3D 218 API, E4E AR 2D Canvas API Y&, fbit
T OpenGL ES (7EF2 5l B U CLEHH 24386 S 19 APL brifl) it TiX £ 24 BHE9EFR A
Canvas 3D [y API, #2007 4, Mozilla F1 Opera 4y 528 T & B ¥ % 2% 1 Canvas 3D
fRA

2009 4, >k H Opera, Apple UL K& Google FJH: fth 2 5% 5 Vukicevi¢ I [n] 6] T WebGL

TPEH, XA LIELRJET Khronos Group IBA, Khronos Group [#]BAiE 47 OpenGL,

COLLADA U Je B fth — 26 R s 1 CL 2 H 2 BE TE AU AR, 404 Khronos {75 28 7E 4k 25 4 47

WebGL #rifE, Vukicevic $H4F WebGL /N 1 57 A H 1 2010 4F, 2 J5 Google [1J Kenneth

Russell 325 T th,,

LA T3k H Khronos B WebGL B J7 ik -
WebGL & —E %%, B FE61 APL, ‘©ff HTML H LA 3D & B - TR Bl T
OpenGL ES 2.0 1JZhaE, FHLARERISRIXF G455 (Document Object Model, DOM) 43
F TR T 4 1 R F5 ok . B fd ] OpenGL % (4 2515 % GLSL ES, JfH.aILL 5 v
ERHMRNE (ATLLy BRIER S INFE 3D SR s T 5) skma. BAEw
3 T8 JavaScript 4 FEiE S H0EET) 3D Web 04N, FHB e B0AC 3 Ve 2% 52 36 Sk

XANE SRR LA, AR BT,

+ WebGL 2—F API. ‘Biliit—FE%[ Y JavaScript Zifes: Ok JHH, A% HTML Ak
A M HTIbRIC. 3D {E G 2D 2l [EAAE M Canvas TTERIEALE LT3, HRE
i ik %} JavaScript API YA, 7E Canvas 1 5GE8E 3D WA, H55 E, X WebGL
ORI BLA Canvas JTCEHHY 3D F L E LT 3OR S,

« WebGL &F OpenGL ES 2.0, OpenGL ES &K A LI 3D & Jubriif OpenGL HI—A~
W R, ESHRRE ‘AR ZRS” (embedded system), XFnT L HT/MNIHFEES,
T HE FHLFIE B LB, OpenGL ES 4 iPhone, iPad 11 Android F-HLIZ{I 3D EE i

14 | #2%E



YLRe IWIRRERE . WebGL VI TTIA A, 2T OpenGL ES B /NEE(F: 5 &, Wl
DI G — B 5 1. BFaiEniaanr. HT Web 9 3D APL,

+ WebGL ATIA S5 HAh Web TTETTEHELE S . WebGL r[LALLS ZHERE T H AL T A
7 B 8T F7 . 3D canvas LA s 38 BT ) — 5620 S8 A TR, Bt al AW & 7R
BT z-index JEMERY <divs JLEF, XEBEWE R LAER WebGL R #%E 3D EJE, i
i R BT 2R B HTML fePsk it b U moC 3, el GRdw ) Tad s
FEE—A TR _ERoRB

» WebGL A zh7s Web IR M4 . WebGL 7E % it bk % FEFI T M (L Hn TR 2,
‘BT OpenGL ES, (HEIA T2 53 &5 E B AR . B JavaScript 405, I
HAF Web #8504 & 4T

¢ WebGL ZEFE&HR. WebGL f[LLGITEEBRIEARS E, TI&THL. Fhrbikd
A A AL

+ WebGL 2R #EH. [FMFTAIFFi Web FriEAEE, WebGL /LA TREH . %A NS
FEA PR T WebGL 1 23R PR AHRA ST H .

Chrome. Firefox, Safari LA Opera F 0113 Z 114 & JE A1 #F WebGL e A T R 2 1% I
K B X Se T YT % T & 4 TAR A TR RE 2 WebGL ArifE2H 4R Bk 51, WebGL ArifERY
& Je it A2 Xt Khronos /NHFI 2 5 R FF I, R HUAG 3 28 A BB (2. A5 B PH s’ rp
PR T WP AN A AR AR DS THR I R 4015 B

2.2 WebGL API

WebGL £ T 2 B JZ API——OpenGL, WebGL #4T 20 t:40 80 4E1 K W], fELH T3k
H #3k#Y DirectX B34, Woh T 3D B SRARTC rl 41 AT b AR

{HFT AR OpenGL MAFARARE . ARPEE—RMEEA M, SIS, BT
HLEA B P B B i —— B A AN R R, AL EE XF AS [R]°F 5 B9 OpenGL b A8t H b K Jé
. OpenGL ES B3 HHLITEFNE RE T-HLIX /NI & 1Y OpenGL fftAs, Hik, BRA T
WebGL LA .G, B/NITIG, XA LSRG BT LA E RN a5 e, SE R B A ]
DR 5% BRI S 3 I T AR T3 (5 o 7590 W2 5 ey SEEH X WebGL SR, AT A A2 — kIS
a1 2 SRR WebGL B HI AT LA B 2184 T4 55—k T &

WebGL AEH 55, X{ERF WebGL BRI R ENITHLME LA TR, 3D mA T AR
£ DOM &4 *, s J B SR T nad LT BB RSl mi i 3D SCHRER B TILA R R
HIRGEHEIELASL, 3D canvas HA B AN MAILE (Flan, HiRa S5 it~
TRRIIfE, XA RTEA S Bl br i do i) o 0 — MY Web JF R F KL, WebGL HEhk
BBEI A 2] i R FNVF 2 P AR IHRE &S

A2 RIS W LLLE WebGL F- kBB 4 M, 140 jQuery B¢ Prototype.js ¥t
45 Web JT & [0 LAE——X A ELWr B I ELESHLRE . 7R3 FRAVLBE RIS R 233X

IE 3. WLABEAESY 3D Sy A B /A R A BA SR SCRS S S, BITEEAS canvas AL RN HALh — A4~

WebGL: SERf3DEZR | 15



Lo, AR R FE B T — TR WebGL, RAEEIRIIIH IR REA S A
Lo LB IX LEIC R ) WebGL 0%, fH T fif— T o 89 IRy SCLE], BIRRA 4R,

2.3 WebGLEFEI47

VLT, WebGL AL E EE, 20l 2D canvas JFEE, BTG 8 HTMLS R b 58 B
F Y5 —Ff canvas, 5L b, WebGL {8 F T Canvas JT.25 8 VE 4 £ 10 52 2% DU 2246l
3D BB 4 .

h TAEGUE R E S WebGL, —/~ B2/ B2 B ATEL T PUR

(1) GIE—~~ Canvas T2

(2) 3RHL Canvas LR AL E E T3

3) FERIEAR

@) QIR N EFHEYER GEF TR 1%,
(5) BUHE— B 08 SCTHL 28 (3] B 23 T A R P B 5
(6) Bl — /N A TLEL IR & (2% 5

(1) EREMS it 6

(8) i,

T HEFA T — R A B X AN R R
2.4 — A TEERIWebGLRH
T UiHH WebGL API fyEA TAENLH, ol 1R E —A-HEH R AR, 7E canvas %4

fill =~ EH@IEF . X Chapter 2/example2-1.html H A iX A 7R (Gl 58 BEARHD, il 45 R
g 2-1 Fros,

-

B 2-1: £ WebGL LHIB—TESK
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AR E 5 R Bl R K IR T Learning WebGL (http://learningwebgl.com/)
YRR, Learning WebGL [ Giles Thomas BI57, J&—/~H @RI IS &,
EIRft T — R4 2] WebGL HUH RS, 1% Mk A 5% T WebGL #i b FHHY
JAF, WTHERER T R WebGL Bl & e sh i,

2.4.1 CanvasitZ=MWebGLABE LT

Fi A ) WebGL {8488k A2 fE—/1 £ F X (context) "1, iXA&—/ &Mt T52% WebGL API
1) DOM %%, iXA-&i#) 5 HTMLS Canvas JCEIEHE 2D & BRSO AR, AR
LI 46N WebGL [INZE, 100 ZAF U B/ B G — A <canvas> fr%, SREL
SHAHE DOM %1% (RTLL#E F document.getElementById()), F3REUX /> DOM %4 [
WebGL £ K [T 3.

{5 2-1 J&7 T Znfal A canvas DOM JT2 3k EL WebGL 28 |- T3, getContext() 75k % ¥
FiFFoR B R 3Cid BT R24, "2d" 250 T 3R 2D Canvas £ & E T3¢ (1655 7 &=
), "webgl" B "experimental-webgl" (HKEMAHINIYI#) FHTIKHL WebGL £ & E T
3. BT YT EE R 3 7% "experimental-webgl" FI "webgl" 24k, FE/RICHD o Fefi 1%
"experimental-webgl", ULHfi{R'EREAS IR ARIIRASHY SCHF WebGL I &5

5 2-1: I canvas F13REL WebGL 258 | 3¢

function initWebGL(canvas) {

var gl = null;

var msg = "Your browser does not support WebGL, " +
"or it is not enabled by default.";
try
{
gl = canvas.getContext("experimental-webgl");
catch (e)
{
msg = "Error creating WebGL Context!: " + e.toString();
}
if (!gl)
{
alert(msg);
throw new Error(msg);
}
return gl;

{EE RBI Y try/catch b, BAEWELE, PFOAFLERTEE, St
DB 25 Y IFURR AT A S WebGL.,  BI# X1 58 &% S HF WebGL, I8 iE{7HY
W A A T RE I TR IH T JCik$E (1 WebGL 3181 b R3¢, Horfin bk Al
P REHS B VR AR L IR HU B %20 05 % (BilAnfE 2T 2D canvas F{E 4
F%E), SeEEOIER T,

WebGL: SEAf3DSE%E | 17



2.4.2 MO

2R canvas HERERF]— 4> WebGL £ & T 3, FR%8E L — il X ImP AL 5.
fE WebGL 1, X MHHIELABFARAA o (viewport), {E WebGL H, 1 B AR HEH & 4,
HEARALE E T3 viewport() 5k, 1E4nf 2-2 RIABKE,

5] 2-2: % E WebGL L1
function initViewport(gl, canvas)

{

}

HEEX A ol 52 H BT E LAY inttWebGL() BRI AE R, fEiXH, FRTHEEA canvas
X IR M WebGL AR,

2.4.3 %M, ZihEAEMERLEA
BUETR NN ELLR B T 45 (542 I WebGL 4218 LT3, IR IE, el 7y dett A
2D Canvas F4 T TG0 e T A £ KK 31,

WebGL #F B £ (primitive) #EF7ERLAH], FHBETC, B3R LA HEA LA EE,
WebGL HIE TR = M. ARk, = MR R ArE AR, Sl mRp X7
fik: = f e (DBCATR AR = fTY) FI= A% &4 (wiangle stiip) *. BITELASE NI
RAFEEAR, XABERWRR L% 4 (buffer), RIS BARESE b 3,

B 2-3 J@or T anfal A —A s (1< 1) IR T OIS M, HERAE R A%
IR Y JavaScript X AR B, WHEETAEHKE (EXAREd, KR x, p
Az (E A B AR =7 s BORAF ), FrE BRI TG B, 2l AN 1B 75 TR B 66
I TCR B ——FEX ARG, AER T =M 5N, A=A ANE LT —HiE
G =M, A=A TRFRE - =M, RENEA =M S —4 =MAE L H
HAS TR A,

] 2-3: GIEETT S L% oA

/1 A I AR 5 T T R A

function createSquare(gl) {
var vertexBuffer;
vertexBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, vertexBuffer);
var verts = [

.5,

gl.viewport(0, 0, canvas.width, canvas.height);

-

.5 ,
-.5, .5,
.5, -.5,
5, -.5

e

B

>

[ocloNoNo]
ool oMol

1;
gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(verts), gl.STATIC_DRAW);
var square = {buffer:vertexBuffer, vertSize:3, nVerts:4,

IE 4. =M — Rl 1A R TR =8OR R BRI GE T 2, RTXREiE 2, 12 M4k
FH:H FHAZ http://en.wikipedia.org/wiki/Triangle_strip, FEETE

A
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primtype:gl.TRIANGLE_STRIP};
return square;

}

A Float32Array, X & —FPil BT 254110 WebGL SIARIHTEIEAA!, Float32Array
&2 #2n (ArrayBuffer), WHRD X R L4 (typed array), ‘B —FPLL iHEHIT5
K AE# Y JavaScript 28, (RAT LA 5 U ()38 38 B 2 AR [ 05 Ok D5 (Rl 880U 8L, R T
[F] 2 AL KO o B e, RE TR AN AE L E /I, T R IR AR, e R
PERENL SN BE AR A 5 %, JEAUE A v AR 5 i - O (U AE WebGL ), {H'E4
WebGL A # 5| A2 1Y, FediTnI LLAE Khronos ZHZH ML (https://www.khronos.org/
registry/typedarray/specs/latest/) _FARFZR AL 1Y By

2.4.4 5BPE

TELHIET B 200, FATE e Gl — 46k, — /MR & SCIE T TR AE 3D AR R 50
FREALE (FHATFAENL) . XA HERERAR A — LB 4% (ModelView matrix), F4'E
[ S A AR (BT &) AR EIHRE AL E) s R, fEFRNIoREdh, &
T 2 S5 M IE G TR AT TP (B e sh 2 BE B AL —3.333 A B K BE i
7)o BRI H 4% (projection matrix), & 4 EH B PAT M 3D A2 [A) AR
FrE] 2D 0 A il 2 Rl AL AR FE , £EaX N oRfild, B HREE SC T —A> 45 B FALET DS
PAEML (ARIRE T 22 MR, 1SR 13).,

fE WebGL Hr, HEFECA R B T A7 i iy — A B v R Fon, Bilan—7~ 4 x4 JEPE(E H
—/NELE 16 NI Float32Array Xt Gk RKon, A T 5 J5 8 Hb 40 46 T HE B Fn gk A7 40 PR
BB, AR — Y giMatrix #9798 % (https://github.com/toji/gl-matrix) , X /> J&
BT Google L F£Ufi ) Brandon Jones 4& ‘5, 5 #I4A LAY RS 40l 2-4 Fi7r. glMatrix
HIHEPESE — LA matd BRIk RKoR, Wik L) R %L matd.create() Sk GG A PEXT 52, bR AL
initMatrices() G T #5%Y — ¥ B HiBEFn B 52 A bE, I 2 5748 & modelviewMatrix Fl1
projectionMatrix SRl WA~ 4EE

B 2-4: FAELBCRZARRERIREAY — AL AERE

var projectionMatrix, modelViewMatrix;

function initMatrices(canvas)

{
/] BIEE— AR R, B & — AT (0, 0, -3.333)AYAHNL
modelViewMatrix = mat4.create();
mat4.translate(modelViewMatrix, modelViewMatrix, [0, 0, -3.333]);

/] GIEE—A~45 i AUET IR HiRE

projectionMatrix = mat4.create();

mat4.perspective(projectionMatrix, Math.PI / 4,
canvas.width / canvas.height, 1, 10000);

PES: (63D ERALE, A HTHLIG G BARS AT, P SRBRAEAT I AL LA AR 24 T S ikt
A TR, BIATKIBLEET: [0, 0, 31 G HRE, S6br L AALI A By 33 T 10, 0, -3] HOFRS.
—— ik
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2.45 Efss

DR LHER TIECREAL T, % FRRMEETEREEIWMALIAT . HEs.
EASERT AR RIiY, B e — B GLSL (—#2 CmRIES) SR ERT,
BT 3D M REGR R AT IRE I SRR LT WebGL SRR H A R4
MHERMPE—AE O, —DNEOSETUAT 28R, FIEKbRR Y, B 508
WATRME AR —WE S, Bl REARNSE, TUEARRLETER LR E.

—ANHOFEFHHM WK WEE & B (vertex shader) F1H B % & % (fragment
shader, XX pixel shader, {RFEEC), TNAHE CH NI AR BIREARA 2D BIR1X
B A AR BCE (s MOt AT I T AR B R & S e, HAETH G, 4
LR MBERIER A . AR BN EI R T A S GRS T AL E vertexPos, 5
- W E SRS modelViewMatrix DL M ¥ 5240 % projectionMatrix UELIE, XS4l S A
FUESS A HE, RN EZN, FRATIAEAE, i h BOE 62 W& i b % e 4 i
He,

fE WebGL ', #4aTLE G a7 — 2500, SR Shsriy GLSL IR R B4 is
Pl —A2 ISR, B 2-5 A T E AR, RS X B, e
Bl e B createShader (), X/~ A% FH WebGL S L[ )5 Bk 4 iR TS & (2 Al R 5
ae IR AAD

5 2-5: F LD
function createShader(gl, str, type) {
var shader;
if (type == "fragment") {
shader = gl.createShader(gl.FRAGMENT_SHADER);

} else if (type == "vertex") {
shader = gl.createShader(gl.VERTEX_SHADER);
} else {

return null;

3

gl.shaderSource(shader, str);
gl.compileShader(shader);

if (!gl.getShaderParameter(shader, gl.COMPILE_STATUS)) {
alert(gl.getShaderInfoLog(shader));
return null;

}

return shader;

}

GLSL ¥ A& 15 LA JavaScript 7 7F 8 B e X, 17 fif #F 42 J7) 2% & vertexShaderSource I
fragmentShaderSource /1,

var vertexShaderSource =

attribute vec3 vertexPos;\n" +
uniform mat4 modelViewMatrix;\n" +

%Fd%
N
it
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uniform mat4 projectionMatrix;\n" +

void main(void) {\n" +

" /] BB G B A B A A\ +

gl_Position = projectionMatrix * modelViewMatrix * \n" +
vec4(vertexPos, 1.0);\n" +

" n";

var fragmentShaderSource =
" void main(void) {\n" +
! /] RERZ S e A\ +
" gl_FragColor = vec4(1.0, 1.0, 1.0, 1.0);\n" +
Il}\nll;

GLSL fRfith f £7 fif 75 42 J5y 48 & v 19 JavaScript 7 5F d f2 4k, XA sHR,
HBENAFA RIS AEREAR LT, RBEIERIER, (EARRTTE, i
AR S AESNER SCA S e U 8%, 2RJE T Ajax B9 T3 2R Ingsux A~
SCfE, S BA ML AT CA GBI B DOM 5 5, SR 5 HE S 5 /£ DOM 5 i,
HISCANZE . A TET U], A LR GRS b 13X Fh e 7 B T
Ko HEIEHS RIS, IRaT DA b E LAY T

MG R E 4 W R e B, AT 22 A H WebGL Y gl.createProgram()
gl.attachShader() A& gl.linkProgram() J i A 15EERI R —Befe b . PR TATHRZ
Y& gl.getAttribLocation() Fil gl.getUniformLocation() B3R EL GLSL F2/% & U4
AN BRI, AT AT LA JavaScript i SCRIBUE R #0AATEIX 26728 B, © initShader() B4
B E ST

var shaderProgram, shaderVertexPositionAttribute,
shaderProjectionMatrixUniform,
shaderModelViewMatrixUniform;

function initShader(gl) {

/1 g TtgmiE Fr BERN TS A (8

var fragmentShader = createShader(gl, fragmentShaderSource,
"fragment");

var vertexShader = createShader(gl, vertexShaderSource,
"vertex");

/] el S — BOpm R

shaderProgram = gl.createProgram();
gl.attachShader(shaderProgram, vertexShader);
gl.attachShader(shaderProgram, fragmentShader);
gl.linkProgram(shaderProgram);

/] SRBUR & 8% 2R e
shaderVertexPositionAttribute =
gl.getAttribLocation(shaderProgram, "vertexPos");

T 6: X BRI GLSL Y AE i hy JavaScript A A, Mifi 4+ JavaScript ATLA[] GLSL Y48
EEAERERY, — R
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gl.enableVertexAttribArray(shaderVertexPositionAttribute);

shaderProjectionMatrixUniform =
gl.getUniformLocation(shaderProgram, "projectionMatrix");

shaderModelViewMatrixUniform =
gl.getUniformLocation(shaderProgram, "modelViewMatrix");

if (!gl.getProgramParameter(shaderProgram,
gl.LINK_STATUS)) {
alert("Could not initialise shaders");

}

2.4.6 ZHIEIT

WA, BATELALHIIET ML T A& TE—RMTOE TR E T RET
MO TRggoh, MHPEE G Al QIR MG, FmIile X —/E% draw(),
RS HIFA I _E SR R IR IE 5T . LRIl X N R
B, draw() RECLER AT SET G NIESE TEAEAR, 75k gl.clearColor() ffR
A RIE AR “IE2E” i, XANTEEREA 25, 4t %E RGBA (Red, Green,
Blue, Alpha) Byl Asr &, & WebGL iY RGBA {H 2 0.0 3| 1.0 75 BIAVIE S ECk
FoRM (X5 H 0~255 B R R AT Web B {E A —#E, Bl4nfE CSS ), gl.clear()
i Y 15237 Btk “i523” WebGL i &4 4 (color buffer), Bl GPU & 7¢+
Fragehia LRSS, T [WebGL f# I £ Fh2 )4 4 (buffer) KdEf744], 0%
B 2 (A IR BE MR iR 2 4% 4 (depth buffer) , = FIRESZ M, FATHAET T
AT HA ]
Hik, draw() BECEIE T TS 22 0h B 40w B2 B BT eggoh, e T RcL il
A SRR, SIS BRI 55 G2 2k,
e, FATUEH WebGL 1) drawArrays () BBCREZHIX AN IE ., WebGL it £ AR E T
RADERE I T S B S8, JRaE & 2Tkt @t (T, JERE. Had) ok
B AL ISR, B 2-6 JBoR T AT,
5] 2-6: 2T CHD,

function draw(gl, obj) {

/] EEE = (R OHET)

gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clear(gl.COLOR_BUFFER_BIT);

/] BRI TR RS oh
gl.bindBuffer(gl.ARRAY_BUFFER, obj.buffer);

/] BN AL

gl.useProgram(shaderProgram);

{E 7. B e b e B ER Es” Bt — T

A
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/] ST B O SECZ RIS TR ARG [ A A R

gl.vertexAttribPointer(shaderVertexPositionAttribute,
obj.vertSize, gl.FLOAT, false, 0, 0);

gl.uniformMatrix4fv(shaderProjectionMatrixUniform, false,
projectionMatrix);

gl.uniformMatrix4fv(shaderModelviewMatrixUniform, false,
modelViewMatrix);

/] &l
gl.drawArrays(obj.primtype, 0, obj.nVerts);
}

%, BA1ER TEANLHRE, BFHITHERE - NLHERAET R EEar)
T, a2 aiE 2-1 FroRraibeE.,

2.5 IE3DJLIA{E

T HIIE 5 A — A R AT RE T 50 WebGL /iffl, AR CAEARES IR 24HE, #
EILAHE 3D BI—REA TLHIXAIET T, RIMEL%HE 1R 200 170, skl
[FIFHERCRIY 2D Canvas ZX I RADTHZ KT 30 4764 . fEiX—mi b, WebGL A H M2 5]
AP A BRIt HAIE R, BAERNIRM WebGL fit— L8R AY = ——HIERY 3D
ZE, A THRE RS AFRGEN 3D Sk, RANFFEAEETTERRER En—28 Xk,
TBEFA VR X € 3 022 Pl R A — 26/ N . B BB AK AN SE T RN L — /TR S Bl
H, DMENEANFAEZIEE, B 2-2 JBoR T — /Mgt Sr 75 R b ek &

2-2: - RSAEHENISE

WebGL: S:Af3DE%: | 23



h T AHERE G A ST e, BN St Z AR GRS, B, AR T QTR TS T
HI It AE sk T B S TG R SR o Bidia . ook, FRATH (55 Z i AS [R]HY WebGL B4
BRI R . SO Chapter 2/example2-2.html H AL & 23 il 7.5 R 952 8 ACHY

5 2-7 JEern T30 G RIS ik Bt e, BHAHIE S R RISEE 82, SHRAEES
HITIA, FEEBROE AR FERE IR EAREE, e, RNCUETSSE R, ke
1% (A 7 vertexBuffer

B 2-7: FARIESL TR . BUEFNZR S 1R i RIS

/] AR RIS T R THLA, BN R 5 1 4R
function createCube(gl) {

/] T %R

var vertexBuffer;

vertexBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, vertexBuffer);
var verts = [

/] IEM

-1.0, -1.0, 1.0,
1.0, -1.0, 1.0,
1.0, 1.0, 1.0,
-1.0, 1.0, 1.0,
/1 T

-1.0, -1.0, -1.0,
-1.0, 1.0, -1.0,
1.0, 1.0, -1.0,
1.0, -1.0, -1.0,
/1 Tii

-1.0, 1.0, -1.0,
-1.0, 1.0, 1.0,
1.0, 1.0, 1.0,
1.0, 1.0, -1.0,
/1 i

-1.0, -1.0, -1.0,
1.0, -1.0, -1.0,
1.0, -1.0, 1.0,
-1.0, -1.0, 1.0,
/1 i

1.0, -1.0, -1.0,
1.0, 1.0, -1.0,
1.0, 1.0, 1.0,
1.0, -1.0, 1.0,
/1 Fer

-1.0, -1.0, -1.0,
-1.0, -1.0, 1.0,
-1.0, 1.0, 1.0,
1.0, 1.0, -1.0

B

-

1;
gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(verts), gl.STATIC_DRAW);

A
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Hik, GlgEasds, AHBATURIKE —ANUTe, ¥ HARiEE 2 & colorBuffer Hr,
faceColors %{#H F it — F 5 E L) RGBA Sitalh,
/] B

var colorBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, colorBuffer);

var faceColors = [
[1.0, 0.0, 0.0, 1.0], // IFH
[6.0, 1.0, 0.0, 1.0], // i
[0.0, 0.0, 1.0, 1.0], // T
[1.0, 1.0, 0.0, 1.0], // JiEHH
[1.0, 0.0, 1.0, 1.0], // AH
[6.0, 1.0, 1.0, 1.0] // i

1;
var vertexColors = [];
for (var i1 in faceColors) {
var color = faceColors[i];
for (var j=0; j < 4; j++) {
vertexColors = vertexColors.concat(color);
}

}
gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(vertexColors),

gLl.STATIC_DRAW);

e, N EOIE LA p——% 31 %4 (index buffer), FTF17fiff 0 B HE %%
Slo T 1R IX LE B A7 % {248 cubeIndexBuffer Hi, 2 FTLLIX BARAL, &R HTATHLE
SEHTL Y draw() BR BRI T AR SEER 5 M ETVUS A B ok SR I =M . X R
A&: 3D JLMTEE AR THSGE X, BT R 2 = A=, mEol
P RESRE AOR EA, A BRSNS,

/1 ZE5 1B (e AR HI =)

var cubeIndexBuffer = gl.createBuffer();
gl.bindBuffer(gl.ELEMENT_ARRAY_BUFFER, cubeIndexBuffer);
var cubelndices = [
0, 1, 2, 0, 2,3, // IFH
4, 5, 6, 4,6, 7, ]
8, 9, 10, 8, 10, 11, // Tim
12, 13, 14, 12, 14, 15, // KA
16, 17, 18, 16, 18, 19, // AThi
20, 21, 22, 20, 22, 23 // AW
1;
gl.bufferData(gl.ELEMENT_ARRAY_BUFFER, new Uint16Array(cubeIndices),
gl.STATIC_DRAW);

var cube = {buffer:vertexBuffer, colorBuffer:colorBuffer,
indices:cubeIndexBuffer,
vertSize:3, nVerts:24, colorSize:4, nColors: 24, nlIndices:36,
primtype:gl.TRIANGLES};
return cube;

}

h T WL R, XEEH OB A E O, B 2-8 BOR T b e G gs £l
i, FERAMHATRES T AT T — KT B G R R, JOMRITIE TR A W —4
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GLSL H1fJ varying 2% f——vColor, ‘B T4 TR RIBU G5 BT RS G 8 fF B F
FrBE G, 52 BB SRR uniform A8 (BilAnFR e iTe
HORERE) ANTF], varying 28 @ G Q8 2 ABA AR M A FRIE. fEX 4 ~nfld,
FA PRHAFfif (E vertexColor 8 F R € 2% MBSt iy A 278 &k vColor v, B (485 HL%
fntty vColor FHEYJEARE (A IE

B 2-8: HITE ettt e (R € 25 ARG

var vertexShaderSource =

attribute vec3 vertexPos;\n" +
" attribute vec4 vertexColor;\n" +
uniform mat4 modelViewMatrix;\n" +
uniform mat4 projectionMatrix;\n" +
varying vec4 vColor;\n" +
void main(void) {\n" +
/] BB Z AN B R T A A\ +
gl_Position = projectionMatrix * modelViewMatrix * \n" +
vec4(vertexPos, 1.0);\n" +
" // Output the vertexColor in vColor\n" +
" vColor = vertexColor;\n" +

\n";

var fragmentShaderSource =

" precision mediump float;\n" +
varying vec4 vColor;\n" +
void main(void) {\n" +
/] RERESEE RS A B\ +
" gl_FragColor = vColor;\n" +
"n";

AR U TR B —gie, BAMERRBUFA R TE R, H-A
BRE GO — O — A T A B g, S BT R
Ho, KM ESEIRE G FF, FE—ER R A G ZhT, S0t vColor
ATV ZBOMNOIBRAL I, TokE, BGOSR TRARIIMRERED, [HRIEm
Ben Parker 1944 &5 id——RE DMK, FUEMK,

BT ag S I TAHIRARRS, il 2-9 Fior, A T4 IE T TE 8 A & 2L T 14,
HAFFEM LR RS, REIRD LR bR T ixsekgh, B, FRAMEFRR
JEMNR, 513 WebGL mJ AR BEHE PR 41l 3D #fk . M|, WebGL HfJCikifRIUESF “fE
A" AT IR U S S ARG T, RO A0 CJETET AR SRIE £ .
AR BRE LR EMR S R AEM 28, AFERERITRI, RUAS BRI R
oy, (EAEE,)

Hik, FOE 2T CARAE createCube() EAELH QIR AFIIEI AN D1 I E BB T
XIMZEih, fa, FATAH WebGL J5; gl.drawElements() A& gl.drawArray () Sk2x il
HZRSIZ MR R ETE B

m
N
it
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Bl 2-9: S KJEHISL TG R LA

function draw(gl, obj) {

/1

gl.
gl.
gl.

//

gl.

HEE 5 (EHREET)

clearColor(0.0, 0.0, 0.0, 1.0);
enable(gl.DEPTH_TEST);

clear(gl.COLOR_BUFFER_BIT | gl.DEPTH_BUFFER_BIT);

PR HIE 2

useProgram(shaderProgram);

1 ST ISR RIS TR /R
/] BB h

gl.
ql.

gl.
gl.

gl.
gl.

gl.

//

gl.

bindBuffer(gl.ARRAY_BUFFER, obj.buffer);
vertexAttribPointer(shaderVertexPositionAttribute,
obj.vertSize, gl.FLOAT, false, 0, 0);
bindBuffer(gl.ARRAY_BUFFER, obj.colorBuffer);
vertexAttribPointer(shaderVertexColorAttribute,
obj.colorSize, gl.FLOAT, false, 0, 0);
bindBuffer(gl.ELEMENT_ARRAY_BUFFER, obj.indices);

uniformMatrix4fv(shaderProjectionMatrixUniform, false,
projectionMatrix);

uniformMatrix4fv(shaderModelviewMatrixUniform, false,
modelViewMatrix);

LA ik

drawElements(obj.primtype, obj.nIndices, gl.UNSIGNED_SHORT, 0);

2.6 ANINZNE

AR A BB RS AR 3D ORI AR — /MR IR 2D B, AIFELLESEXR.

BJAE’

FRATIR A XA T R N — > GeA bRl e 1 T s Al . A A At 2-10 Pon. fEER

# animate() v, S7J7PRCATLRYBICA R0 I S0 2 SCHTTE R il rotationAxis Jighk

animate() H 7 — A~ &K % runQ) 18 34 iH H,
requestAnimationFrame() > 545 JX 2 2 i, X A~ A %57 B 2k K

[ Zgeto)

U, A

W — A B R & R K
T 2% L 1A FY R {1

B m A B (56 F XA A B T He fh ) i AR e OB R, SR &kmy =1 B EiF 4
I, ) BEik animate() B Bops I F BB e, B &R S5 TFR 2 R i A1 F0 b — A % eR
B iR 2 B B 228, IR AR i (A8 & deltat Hh, SRR BB R TR PR
A5 & modelviewMatrix WY Jig 4% f1 8 . ARRD PAT A 45 e & 51 05 1k UL B R0 — BBl Y 3ol 8 5%
rotationAxis Jigh .

Bl 2-10: A7 75 R )
var duration = 5000; // ZFb(ms)
var currentTime = Date.now();
function animate() {
var now = Date.now();
var deltat = now - currentTime;

WebGL:

SERY3DSE
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currentTime = now;

var fract = deltat / duration;

var angle = Math.PI * 2 * fract;

mat4.rotate(modelViewMatrix, modelViewMatrix, angle, rotationAxis);

}

function run(gl, cube) {

requestAnimationFrame(function() { run(gl, cube); });
draw(gl, cube);
animate();

}

2.7 (ERSUERRST

SUPR ML TR AT TEAS BB 24 2 i )5 — 1> WebGL API 4, siZmkdt (texture map), =
PR, AR E S LA RE BoRAIALE ., WebGL Fh{#i Hl Inage DOM JEEME 4 H 4L
PR, xFor, AR AR K Inage TLEM src J@ME, R TLLKE Web Bl A5, {4
4 JPEG F1 PNG, fE24 WebGL I T,

WebGL SUH AR — 2 BLAEUR M AR KA HE . 2D canvas TCE ML ATLAEA
SRR, RIS AR, FRATATEAMH 2D Canvas £: & API 7E 3D #{&RY
RIEEHIER, SR LALL Vedio JLEME AT RAE, RIR AT LAE
—/> 3D MR IIR BB . X TEhESERMRE D, 165 11 A B
Wi,

FAH R v A e S 5 PR IOk (I SCEE A R I (%2 . 4anl&l 2-3 Pow.

B 2-3: —TMERTLEERFNILLRE

A
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X EEEARREAALRE, AR VR A S R G BT A S S AR RS
ARBITE, EALEIEF BTN, BREM—A Web IRS & m#k, Hh
AT —/ JPEG X fEr 3 ALCEE, X A FH T WebGL ¢ 4 BETY v (1) 5 48 Ui
(Al Ze A PR, FMFEEiafT— Web IR s mdE B file:// URL Heij[A)
XA, BRI, AP R 2 BT B T Web AR S5 2 K],

FL1E MacBook 15817 T — M FrifEA MR LAMP 3158, Avid R 2 B AL
& LAMP [J—#5 Thie——1% Apache iXFEY Web AR5 . i an R IRAIHL
#x _E%ET Python, Rt LAFIHH Python PN & [ SimpleHTTPServer fbkK J3
B—A Web %5, {4178 N (75 examples H3, SRIEHIA
python -m SimpleHTTPServer

XAERER T LAE I http://localhost:8000/ iX A~ Hu ik Ui ) AR BAURH T, dndf
A REARIUE £ 56 F3X 7 AR 3 FE, 115 Linux Journal W% (hetp://bit.
ly/linuxjournal-http-python) ,

ARG SE 2 AR LE SCF: Chapter 2/example2-3.html A7, ] 2-11 JBIR T Nz s gAY,
o, AT gl.createTexture() Sk GIHE — /M) WebGL ZUHEXT 4, AR5 x4~ 43
Xt GHY image JB I A — A B BIERY Image X5, fc)m, HiX /> Image XF4HY src Bk
h—A~ JPEG XM ——AEX A n i, AT T —/> 256 x 256 [U1E 5T WebGL

‘B 7 LOGO

Iz et 56 WebGL Sr R G i —Lehb 3
5l 2-11: A EIG Qi — Ao gt

var okToRun = false;

function handleTexturelLoaded(gl, texture) {

}

gl.bindTexture(gl.TEXTURE_2D, texture);
gl.pixelStorei(gl.UNPACK_FLIP_Y_WEBGL, true);
gl.texImage2D(gl.TEXTURE_2D, 0, gl.RGBA, gl.RGBA, gl.UNSIGNED_BYTE,

texture.image);

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);
gl.bindTexture(gl.TEXTURE_2D, null);

okToRun = true;

var webGLTexture;

function initTexture(gl) {

webGLTexture = gl.createTexture();
webGLTexture.image = new Image();
webGLTexture.image.onload = function () {

handleTextureLoaded(gl, webGLTexture)

webGLTexture.image.src = "../images/webgl-logo-256.jpg";

AL ESIRATZA EIRAY onload HfRIEM— R AbBLR T, DAELEEIB

WebGL: SEAf3DEZ: |
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f£ onload {1y [a] 1 b £ handleTextureLoaded() 1, Ff(1fft I FiiixLedel, Hoke, &
1A AT gl.bindTexture() EAECKARE WebGL {5 L2 ilid #2 o S (E FIUSCHE, Whi4R &
HISCRL R IR SR A e b A28, HLE gl.bindTexture() FRHE A ——(ERR AL
K2, BATHHESILBE AL, VAP LRSS B ANE S S A i RN %

Huk, AT gl.pixelStorel() s EORBHEE A SE R AN y AEFRIE, ZPTLATR 2
ITIXAHRE, ZBIAE WebGL Hr, SrFRARER AR y Sl 3 A 10 LAY, ThifE Web F{RA &
HIsEbR AR,y Bl TE ELIR T A,

gl.pixelStorei() pR &I HF i 0K & A 4 (integer), WebGL 1Y R £
fir 252 B OpenGL, i H LA —/~FRHESCRFRIR R S 528, B%
LRI A B9 R A7 % (RGB 8¢ RGBA itt), WIHWARIRA i,

BLAEFATTUR I texImage2D () 75 i3 3k K A it 1y Pl 4% B 48 &2 il 1) WebGL S FE X e v, iX
AT LA R B S8, (R AT UAZE (6] WebGL HL7E 1 i an ol {4 & G A [] 2 Y
MEEL, XA R, RAES 0 B 60E T —/4 2D Ul ——— g dh e UL & A )
BRMIEHE, kAN ARYFRA mip-mapping, M TG E G E T B—— X ANEHERA T
RGBA Hitafis, fEGE— AT 517 (unsigned byte) %2,

BAVE T EE B S PR DT, X S T FH 47 il e (5 B e A0 o7 R 4 /N S0 R 2
BETR, TEFAMoRGI R, T T e By 18 1% B ——g L. NEAREST, XM &M
WA 1o A B RIS B A G ERAR E S, fEXAN IR E T, SRR A i
GEHIRTHE T AR REAH, HidiEk Ofk) &SR G SR, midix
Ab (&) S RBR TN R, WebGL 124 T 73 4 M RPar P JEHE . gl . LINEAR
S i P PR R L 1 75 B SR AL BB, (5 A5 BOK S5 BB A A 5 32 T -1 s gL LINEAR_
MIPMAP_NEAREST HI-T-#% Il mip-map iZ{i€, {F1Fmibd ik o At ok g,

AH B gL NEAREST i S8 Gk i, AT LA R3S 5 R A2 B . & 0k I 34 Chapter 2/

example2-3.html [55 47 47, 1BekS 51k z ABFRAOME (247128 -8), TRHEEST T RAYILIL
mat4.translate(modelViewMatrix, modelViewMatrix, [0, 0, -8]);

SR -8 S —4. MOL T RS NEET I EE AL, VR AT ALEE S ST 5 (R O SCHE B B AR 1R 3R

b1 (& 2-4),

AR 200 -8 ok —32, M5 5 R B A g A, W ULE SIS0 B T B R R
(& 2-5),

%Fd%
N
it
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o,
2,
e

2-4. gl.NEAREST dig— WA ERISUR R BERFL

2-5: gl.NEAREST gig—RE¥ANSUR L INTES
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BAE, MNCKIEEL T 2HSEET, HIHH gl.bindTexture() 53 RiE2 M AT S E
MISCER, Bola, FRATREAJR7E & okToRun I 1% 2 true, LAMLIE %N run() BRELSCHE £ 4 ifE
Fhsk, LEREF AU GBI T,

GAEH —HE, A DE TR ERCHD A H A 4 AT 2. SR ohAy GRS, & AR, LA
RECEMEERD, B, 0TV % i R, G B S 2% th AR, 4
4R (texture coordinate) FHBETH A EE —FE L. [0, 1] JEHENA—X 7 RECRF R,
XA B AL B x, y SR, 1EAN T A AR BB AEE . XA 10
SEH AR, SCERARBRIE R A IR e AR sk S oy ISR ST 5 B~ 2f b, Bk
ST BRI FR AL BRIG G et I SRR R PR F Al b, 4 [0, 0], [0, 10, [1, 0] 8% [1, 1],
HE, X EeLU AR BRIE BINIT-5 T0 5 2% b o 0 T s G P A AR B2 o 31 2-12 R TGS
B AR BRER (P ARRD

il 2-12: SCPRMLS S5 R AIEE o G ARAD
var texCoordBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, texCoordBuffer);

var textureCoords = [

/] 1E




1;

0.0, 1.0,

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(textureCoords),

gl.STATIC_DRAW);

RN LB E R RS s ElcCh i g A, ETSEasT, BITEXLT—
A~ %k texCoord MY TH S B MEAS &, T A Al ix AN |E A, LAk —> varying 287!
[k 728 & vTexCoord, FHT1ml R & Gudd il & A THA 5 8. B 2% o F gr o Al
FrlE A SRS BRI 2251, SrE AL bRl f uniform 4% & uSampler {4 AF2)F, kA TIAH
GLSL E %% texture2D() MEAFR AR EURR EEE, IR FILL (v, y) TERAAFERY 2D 17
MALE ., EikaE ARG 2-13 B,

B 2-13: ZUERML L5 R I € 25 RS

var vertexShaderSource =

var

attribute vec3 vertexPos;\n" +
attribute vec2 texCoord;\n" +
uniform mat4 modelViewMatrix;\n" +
uniform mat4 projectionMatrix;\n" +
varying vec2 vTexCoord;\n" +

void main(void) {\n" +

/] IR AR AR TR E A" +

gl_Position = projectionMatrix * modelViewMatrix * \n"

vec4(vertexPos, 1.0);\n" +
// Output the texture coordinate in vTexCoord\n" +
vTexCoord = texCoord;\n" +

Hn";

fragmentShaderSource =

gl.

gl.
gl.

gl.
gl.
gl.

precision mediump float;\n" +
varying vec2 vTexCoord;\n" +
uniform sampler2D uSampler;\n" +
void main(void) {\n" +

/] B EHGSHR FREE a2 A" +

+

gl_FragColor = texture2D(uSampler, vec2(vTexCoord.s, vTexCoord.t));\n" +
"H\n";
AT R BPENE RN FRAT S 5 e b, AT B m R ZEx 2 e B i — 2/ Mz ek, (1] 2-14 J@oR T
B ERIARED  FA R 5 B 2% b A AR A 4 00 10 B SRR R b ARRS , HER %8 X h
MATSH, HERLE LT,

Bl 2-14: WERELE PRI SRR 50 P

gl.vertexAttribPointer(shaderTexCoordAttribute, obj.texCoordSize, gl.FLOAT,

false, 0, 0);
bindBuffer(gl.ELEMENT_ARRAY_BUFFER, obj.indices);

activeTexture(gl.TEXTUREO);
bindTexture(gl.TEXTURE_2D, webGLTexture);
uniformii(shaderSamplerUniform, 0);

uniformMatrix4fv(shaderProjectionMatrixUniform, false, projectionMatrix);
uniformMatrix4fv(shaderModelViewMatrixUniform, false, modelViewMatrix);
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2.8 ING

AFEYEAR T anfal i FH WebGL APL it 4T B E . 1 TR 795 —A4> WebGL J FH ) 2
AIREE, WIGGIELE E I3, A, b, MR, HEFFIEDCHLHE], k0152 T a0
fal @7 2D F0 3D JL{af I H: g e TS B R IE T A1, T B RS GLEE BY T PR % glMatrix
#1 RequestAnimationFrame.js, ‘Bfi 1&82& WebGL FF &k [ FIHEEA %

AR, FE A LA AR EIF WebGL iR b kW B, EiREAmZE, Kl
C&a[LAGH S — M 5R . RARE RIS R L ETE, R h I A Re R L am 5 5E
FraD, XAt T oRKHYEE PRATLURG b e VR e LAY — AT g 2, LA A
1% B A RE A sk 8 AT, SR WebGL 2 4% N k4 B R B R R RN TR,
BrofE R TR T e A R ST R B 55 K RE IR . WebGL (19 APT/IMifii i .,
KRR SE 2 TARRAE T R IF R S b

IR AR — 22U T W R ST o, I HL Ay B A b S 4 2 B PR RE AR
WP 2 H A% E ] WebGL APL M (R oK Bt ML VF A& e 4 A B . AN SRR IE AL T S Y 2 PO e
ARERINITR, GlanE R RS 3D A TR, ABA(RBLIZEA#IFFE WebGL Hi )
metal #i AR, NEVF, RTEEH L LEETERNNA, GlaniEb AF2EAh T el —4 7
PR A SR A ARR AR, FEXA Rk LR ELTREA O, (RFREE AR 6
— A7,

REgEmt, WRIRFIR Z BN —HFERS 3D JEA 2 R B E, A4 PR BLIZLL—Ffitk WebGL
APLA B S E BT ORI B B, (lan{ Fl— LB T A, 5k bix e THE R
FAAE: AVFZHET WebGL ML A I . A EESE T L ——r el

%Fd%
N
it
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H3E
Three.js——3kJavaScript3D5| 2

A ME E—FJRIR T WebGL Zif i 58 KFIE ], WebGL fLVF IR GPU 2 ¥
ok B LI SEE e . W B I HY Web TUIAT, AR 10 40K VR 7y B2 FH X SE B HE Al Y APT 254
— LA NI, IBA R REM N KRS T, HB 79 E s e LT,
FEIXA DR A ER Web IR, X ARRY 5 SO ARAE & H Ty M. DI E ek, K
ZREIFFRBETIEEMRA LT Q& B CRIHID) BRI L33, SE 1 BB
=,

i 7] Tl By R F WebGL JF R HISE =5 PERIMER 1R %2, 11 E%E, Threejs (http://threejs.
org/) & CATHILITE . Threejs fEfit T 218 5 H B WA G148 3D EJEH & WA R 5
E. BEHEN T2 REREREES ISR, #EMRKR, BRNE T ZMEAR S
I TH, DhEedkw 8k, Threejs &FE4 /E GitHub ERYFFIRT H H H4e 5 R 47, 2 1E
HEBLEIAX AT H DUk LR,

Three.js .22 B4 WebGL JF R RI G2k %, IRIEFIKIM EREF BRI K 2% WebGL 55 N
ZH8 8 Three.js AN, 4% Google ) 100 000 Stars (W4 1 #), UL EFZLalLA
At I A ) 800 & 2 BRI B GBI A

3.1 {ERThree.jstIZMAKFRIEIHE

WA NG WebGL il H 214 F RO.ME “3 Dreams of Black” (http //Www.ro.me/) }
TR HIE A Chris Milk T 2011 4 7E Google TARUBIFEBY T GIEEA— /428 B R R 1E
fho 1XA& Danger Mouse F1 Daniele Luppi &1, J#i% Jack White F11 Norah Jones KiEZY
[)%%E ROME s “Black” MR H, W& 3-1,

35



® 3-1: RO.ME “3 Dreams of Black”, 83 ROME EEMHFg “Black” {TEHRX I TIALK

RO.ME & — /52 3RS, T UL A f s LR A LA R A s s i fa, []
Bt AT LR 2 b F P E ik . X AT B (] Threejs 7%, BOIE T4 2N RIEE
il MR WebGL ZCR, 4G H TEL bk Bift. mibay M sl s G, HT ol
U B 2y 1 ARG IR G BRI BEHE B (toon) B ads, MASATA, UURMB AT, W2
THEE £ ROME WA, EDRBBNAY B £ (http://www.ro.me/tech/) ,

M LREZRF RS %, RESCREEAE, {H Threejs 7EiX £ WebGL 1t H Y #4) % H
B TREEZEAEM, 58 Threejs, AMTRTEAGIE H™ dh B v AR . B 3-2 Wik
WIRZEIC B = 9t A5 [E I BA Plus 360 Degrees Gl , "BRUFH gy, N—ZJIKR
PR ZERB AR R A L ERIIEY, Jf B Helc Hdem e rngeit, M eliE A~ PR
R, RURRERE 2 E R O, H£REA M flash FFR . BFTEN R Y
fRAS s RYE Ak, X AR ST EE At i Tk BB AHE TR BB BIAIRLE, A
FOREANTRERY, (E IPRSE NG B SR ASALL S 5, i B BRIEARE , ZHA 1 o BE O LRI AR
WA — X BB B A NI 28 B0

Three. js AMAEKIE Y58, (ER MBS ERZZ2R55, & 3-3 JgoR Tix 5 m—4
TANZEE, —1EA Google 23T H 6 H i) 2k /N B 2% 28 5 508E rTHMETIE . x4~ 44
7 Small Arms Imports/Exports I H Jg 7 T #81E 100 754~ 45 B /N R &5 3E DA A
DURECHE s, FREE B . e R TERORAE — A BRI T EEBEFRE B, FEAR
1992 £ 2010 4F[A /MR & . R DA RS 2578 250 A B SRR X Z A2 B 1 UL, X 4k
LRSI bR R T (5 8., JF AR 8OR & R,

%Pd%
ik
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3-2: SREBREFNIME, 1EERZ Plus 360 Degrees

Small Arms and Am .- searcH
" iz try fron Lsaaiiaen 0 ABOUT

A it racther v Eration of gaverment-

$0.438

3-3: BB H#HB OISR, 83 Google Ideas BIEHILIHEIRE (http://www.chromeexperiments.
com/detail/arms-globe/)

Three. js AR — ARG L ERIERS 14 (FHETER) 5 RE L, Bl nl LAE Ak
SRR R, AU EZ EAETERE 18, HAEAE M TP & AR, 4
T [\ Wipeout Fl1 F-Zero & 51| #%%#%, Thibaut Despoulain 7T % T HexGL R . TN
I SHITE MR, HexGL ARG MM E, BEIEREER. hR5. HEHY
FOE RSB E Y. IR EE G AR S s Bk, DA e ERV A ook,
3-4 JE/R T HexGL HYFBRER
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3-4; HexGL, —PRFERk. RTPENTER BN, B Thibaut Despoulain {3 HTML5 . JavaScript
F0 WebGL 6132

3.2 Three.jstki%

Three.js {J7E % & EL 2 % BB AY Ricardo Cabello Miguel, 3¢ VR ¥ 24 & fth 1Y 5 — A PRI
Mr.doob (F&{EE WX A& At 4 ). Three.js H Mr.doob B (L H4Ew1) £ 3D fEMIT R
JErss (ARANIRZABZDRR) ERES KRR, 3 THAAREME TR
UL, Mr.doob P4 & H CHI T H, X & T H—JF4h& Hizf7{E Adobe Flash -5 I
") ActionScript 4#B1Y, JL4EJG Google Chrome. %% JavaScript ULk HTMLS5 ——%¢4,
Mr.doob fERH b HIRFFEEEFZEN T N 25 XA FTHI 6 Lo ZJG1E 2010 4+, Threejs #EA: T,
Three.js [I5—/NMHA(# H SVG 11 2D Canvas {55%, fEIJLA A G WebGL %747 T, Three.
js [EFFARFEAE S WebGL EEATIR S k. X H2 /1%, H Mr.doob X IbEoR “FF A Mk
LB, miFREA M AT WebGL 40’5 T HA P S TE L8518, MBI FF 454, Three.js
HIRKTNSERE, FriZ kA G WebGL 3D b Ui f i FE .

IR T Three js R EARBH ARG, FHAOOE BT EAER RITISR—REX
Wg—E . Ee, WAEBBIF RS TE, JFHARRER, ik, WIhFERIfE
Kit, FINAERHRRTHEN WebGL JE, ik, BAFLZORRID TR, XORIE
TERAREB KR A L, B, BAERES LT —F% bk, SRS ERK
feri. Ak —migicH:, Threejs Jug % WebGL JEHHI—4, (RIGAHABAIESE; 40
KRR E TR, SCERERNE, hFHRE D HCWELRZEAT, EABRRES
A TR T fi# Three.js, BLERAEA H—A K.

+ Three.js a5 7 WebGL ERH B EEM . Threejs Wift T WebGL API 4075, ¥
3D Yy FoRARIMG . ML KT (RNEIETT K& 5 I & Rt 2680
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+ Three.js IEEIEBK. Threejs HMULSE WebGL AY— A E3E, SNE 1L o T
K. s, (o, BdE T, @ TR AR A RO 5, RO T TR
B SR EYHLE], bR T AR GIIRE S, Threejs BHIAEE RG], VA LAEIRIY
I B o xSRBS,

e Three.js IEE S . Three.js i API T+ A 4FFN 5 SR & 1T, Bl ZESE BEII IR 2 7R
REMB R Bh IR EAF AT T,

+ Three.js iIB{TIRERR. Threejs KA T 3D EIEHIRAELE:, BERIE T &tkfe, AH
S T

o Threejs IFERE. CREESANHERCA. FTHAEHIE2E, 1B L& TUAfER
PRERRE (A1,

o Three.js ¥ H, WebGL A HE&FAERE R T HE, XEREIRICEHEIRRE Rbr&E T
T YRS R IR A . Three.js S48 T XHE YIRS, (5154 b B N2 B A5 5
IS N

o Three.js TIFEFITE . Three.js £ 558K 5 FHIY 3D Bdia /x4, anfiibs  webd ) &

« Threejs NEFE=FAXHENEH. RATLLFIH Three.js FEHEATE: 1 B ALLSCAME A A
iy, AR TR T B S HAY 3D B8, Threejs & X T H &% &Y JSON F1 it
il 3D BEAY S PERR A,

e Three.js RE BN RE. Tk EETEIERT JavaScript %% 48 5 A0, 1A A& (X
HIAH LR %L,

« Three.js R EBH. LIBIRA R Three js I IN—Eokppk, & XA A PEL
Three.js, &RETEH HRAIE, ACRBUAA BEAERE SR i 2 i ae =k, B4 RaT
PAA R E B BAE M 240 B AH R A 1 o

+ Three.js 1 & 2D Canvas. SVG. CSS HIiE#35| &, R WebGL B4k ifr, 12
CHAW AN EE, X R RN K1, WebGL HA B AFIESE, =&
4 Three.js i& /[ LA 2D Canvas 1 SVG JCERE YL K INE ., MiafTHhEEA XL
7 3D Canvas HIIHEE, XD URAVICHDFEHE T —/MEMERIBED T 5. Three.js 524w LAH
IR CSS Tt A AR 6 Tt TR AN

TEARIE R KA, Threejs A —S AR KAVHRE, b, Three js A& —/Milxk 5]
B, Bz —LEWER o [P R R, s, KR, ARCREILLL B 51 %,
Three.js W% A %i 5 2 NRALIE R PTTRAIN B IZ SR, IRFFEIET Threejs HATHEE,
SOt A HAb LA ARIDE, R Three.js AR —A R AHESR, BARE—MERNA
(e, B FOHLEFSITIRFNLE] (EFERA T JA PREE B Pk anfe] {3 F I %
HEZEA AT EIF R IR, JF 0 A AT H A #E E Se Bl — EARRIAIALE]. A5, Three.js
WAE—FFRIAE, fE Three.js HIFAREE M TR 5EH 3D BHRIEHIF & TH.,
W&, Br T LA LKL Three js AMERMZFELSL, FATTLVRERKT EMMRAE: —4
AW, EkRE. PhRer . H AR 3D EYSIE, eARRRAR, TEikIik
IEINSE SO PNIDET -2
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3.2.1 % Three.js

AR URA B Three.js RITRVRHITIH , EEF 2 GitHub _EIRIVERYFoFTRASE, 15
H #hhik /& https:/github.com/mrdoob/three.js/, 4 VKBS RAD & B I R ok 2 )5, TLAME
S $RE] TavaSript BRIV AELERUA build/three.js,  (SC{/ b H BRI ESER
A build/three.min.js, PRA]CATEI B 7245 & A IHEE 2, REnt, ol & B RENT
RAARGIFIBHEE AR G R A, DVE TR, ) RIRAZEE S sre XA FHIHE
Febith), RV Three.js #Y GitHub £ RIS T SCRY TR, (HIX (X0 — 2L B ALl
LR, FrUAVRTR 20 A 1 B sk diae), LARUEIERRRYS I,

A5 A i FH 1 Three.js it A & revision 58 (r58), Mr.doob J% H 1 BA — B 5%
FHEHRA, B AR IR T 32 Bofi R 4 #Y Three.js, 4545y ELloR
BRI RETCI E#E AT, AT RS ERAR SIS I A T —A4~ 158 hiRASHY
Three.js &A%, Z3CHETLATE B 5% libs/three.js.r58/ H13RH]

3.2.2 Three.jsTi2%&H#)

AT K Three.js, FAITHZAL—LEIRISK T fBERVAY H RS54 SCRYFR B, X BRI

EBWREIRE , R—E2EBREFRESRI T, AAET, E— mERrx LR

B, JoHAE example H3E NIINA . RASTEHAY,

TR A B — TR TR S B S5

e build/
Three.js HY5¢ 8 3 A R4 B 5%, BAEREGMAFELD A, Three js {f H Google
Closure HATHRIBER AN, Ha AT A% SO & 52 1Y Three.js RS, & H AN E LD
H & TROFEA A ik M B, A0 RAIRA AR Closure I HAHE THE £ TEIMER, &
i [] http://code.google.com/closure/compiler/, {3, RIFAFEFIKINAT Threejs 194
BRI, RRIEABCE G R AN, M2 A E M build A d
AT three js By three.min.js,

e docs/
XA A RS UL HTML A4 0 S 528 APL SO, BARX B SCRFHA TR, (AR E
RRTEIEN AR T — i IRAF A B LA

e editor/
Three.js HBAIF & T —AH TG 3D Ym R R 50, EARBSIEN, XA THAEML
TIFRM, EAREFIEH T 77, ABFRPIZE E Mr.doob HYSE ). R HZE 4 fth— AT
YR A — AN SO Gt A, A A IR AR |

* examples/
XN HFAE LA ARG, XEeoRFIE S T Three.js 14 FREEFIRORE, 45 Canvas,
CSS F1 WebGL {8 4e a5 i FH7E 61, Hoh—2e Wiy “BoRoR”, HTRBl—Le i
RIRIREE s 70— A T & R ERRG O R PE . TH AL B —SEib R W A — A
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ARBICA B BB TS, X2 R EIFGIE Three.js F8 KT REMI F B,

e src/
A RIS S B, X — N E R SCHREE R, KRB ERT LA AP #
OFY e, BoOEho As EEARERE A, X & Threejs AlIZf TR, 471X 5645 ik
K, WRIETCIEMEH Three js KiE 4ty , ¥R &K EA R, 8. NER
JUATREAR, Ansr 5t ERESFARIAE s ZhEAHoCr s H et gl DA Rk, moean]
PAJET Three.js 20 B ATATELX SE 7R, (HIRBARIFAEE X 4, Kk, BRBETY
Jei sy, AR AT VBRI & 75 2 B A 58 B S i

e utils/
XA H e & AR T H, AR T g0 18 M 4 FRA B i hioAS 2 SR Google Closure
A, HFH&Fh 3D SC# R FE A Three.js JSON F1 ikl Sc A4 X (Ja&ek &

VEARUEEH) RSOGRSB40 T T N B (-5 ) Three.js A& SCH-ROEM:, 40
Blender F[1 Maya,

3.3 — 1 HEHThree.jstEF

BUAEPRXF Three js Y L8 A T — KRB B THE, —FEFGHTFRERT 7. R0
B AR BIEAE W R FKE b R~ iX A PER T (E—— A TE D AN RE AR 20 Y WebGL API
HEMmE.

B — T L — A GBS 3 5t fEX B, AR — kS e, HxkIAE
M Three.js, Jt 7 #Y Three.js fCH5 40 5] 3-1 Bron, 5¢ % 19 7] iz 47 ARG AT LA AE Chapter 3/
threejscube.html LA $EE],

5 3-1: F Three.js €72 —A>SrBERR G705 74

<script type="text/javascript">

var renderer = null,
scene = null,

camera = null,

cube = null;

var duration = 5000; // ms
var currentTime = Date.now();
function animate() {

var now = Date.now();

var deltat = now - currentTime;
currentTime = now;

var fract = deltat / duration;
var angle = Math.PI * 2 * fract;
cube.rotation.y += angle;

}

function run() {
requestAnimationFrame(function() { run(); });
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/] EGs

renderer.render( scene, camera );

11 AT — gl w5705

animate();

}

$(document) . ready(
function() {

var canvas = document.getElementById("webglcanvas");

/] BlEtThree. jsig s HKH R fiF canvas
renderer = new THREE.WebGLRenderer(

{ canvas: canvas, antialias: true } );
/] BEMA RS

renderer.setSize(canvas.width, canvas.height);

/] BlE—AFiThree. jsisx

scene = new THREE.Scene();

[ @I AHLELE W 52 R A

camera = new THREE.PerspectiveCamera( 45,
canvas.width / canvas.height, 1, 4000 );

scene.add(camera);

/] OSBRI ST J5 RHR A B s
/] 5, QIS ER

var mapUrl = "../images/webgl-logo-256.jpg";
var map = THREE.ImageUtils.loadTexture(mapUrl);

11 Hk, BIE— AR TR, (8 ASCER LR

var material = new THREE.MeshBasicMaterial({ map: map });

/] 85, QIS T R JLATEEAR
var geometry = new THREE.CubeGeometry(2, 2, 2);

11 FR B JUATTARFIRE 52 45 21—/~ B s o

cube = new THREE.Mesh(geometry, material);

1] FW&FE 3| %*H’Wﬁ BeR B Az &, HsA g R
cube.position.z
cube.rotation.x
cube.rotation.y

;

Math.PI /5;
Math.PI / 5;

11 s F AR A I E i 5

scene.add( cube );

/1 JEERsE TR

run();
);

</script>
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X Hsh AT ER R S8 2 AR R R, BA AL, YA R
Beo EXARRAT, LR B EM AR &L Rl £ 2 a0 H T WebGL #rifE
APL RS, SHSEBLx A TRk, TR TRESR 1420 300 £7 1R85, SR £ fF H Three.js FU7R
i, FRA UL FEEE 40 F740RD, X HLAY jQuery ready() EIEMEH T8A TR, {Eix BLE (&
BT IXAREEE . BRI R R, D XA IR 3R AT TR LA 48
MG I, IEAFRA EAR T T LA Wk AR —Af, LRI RIS Hrix
Aot

3.3.1 EIEEHsE

B, FATFEZEQE— % E (render), Threejs & TR MEY A£G, Fl1nILL
i FA A9 APL SR 15 G AH R W 3 5, Bldnst [l — A5, FATTBE #T LA {#E Hl WebGL API
HeiE Y, WAl LAE 2D Canvas API R {8 4, (X Ao fild, FATEIHE T —4> THREE.
WebGLRenderer X152, J{k AW ZHORIHHITWIMGIL: canvas, E4nT 1 EAVER, 1€
# HTML S (1) <canvas> J£25; antialias #ric, 4540 Threejs 7R TR/ %
FRHRE Y (multi-sample antialiasing, MSAA) 5KW&, HUHE 5 T T (E & Qe kil
GO, MR EIEEY . Threejs (i X LES KR —/1 WebGL £ & | 3¢, FRx 4
Lo ORI Y g X R

Bl tFE g ss 25, RATEES IR IR E Y canvas X IR, X 5% 2 2l
H gl.viewport() R E M O R UEREAR SR . B i E REMITRD.
/] Gl Three. jsiagu 2 H-$HiA fnFl canvas

renderer = new THREE.WebGLRenderer(
{ canvas: canvas, antialias: true } );

/1 EEMARE

renderer.setSize(canvas.width, canvas.height);

3.3.2 fIEin=

Kk, FAl@d GlE—4> THREE.Scene X G R OIHE — 3% & (scene), X5 AE Three.js
B BREMNRTTE, CREHMA S ETEAS, (fE Threejs #, MR - FEH
EERINITEAAAE . RN MG S A T SR AR BB )

WMAERNAE T %, BOEAX NS RBFMBE SR —44ai (camera) FI—1 R
# (mesh), FHHLE L T RATMEL S0 E . AEXARGId, FATLEAILE B E B
INMLE, Bt br R GRS . TEiX BRI L T —A> THREE.PerspectiveCamera 27Uf1)
AL, FERAEAZECR iR e, XS5 B 45 B M. Semth. St P
Fidpcis 1 AL BALARIA . 7E Three.js PR, X e 5025 9 F SR A EE B — M@ AP
B, HT¥ 3D s s 2D L EEE B, (AR RAICEAAENL., R Fsga AT,
THEIE B 1 A ETEAERIN A )

FT G5 Sy 5 AN AL AR R4 18 7 -
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/] Bl—/ I Three. jsifht

scene = new THREE.Scene();

1] BIM— A AEHLEAE A 22 B A3 5

camera = new THREE.PerspectiveCamera( 45,
canvas.width / canvas.height, 1, 4000 );

scene.add(camera);

AL AR A IRy b T — AW A — A JLAJEIR (geometry) Fl—A>H /A
(material) , F%AI 1{ F] Three.js N B ) CubeGeometry X423k Gl —A 2 x 2 x 2 S A, #F
JiOH T AR E G R R T, AE XA R 3T 1E L T — /> MeshBasicMaterial 27y
WA BT, XA . AN RSCR BRI A BT, FRATTRE—5K WebGL logo IWE A
VEA SO E FAEST 5 e b SCRRBeSt, SORRGCE, & FHRZOR 3D IR AR Y 25 1 &
HODL I, SRS B 1 L (5 5 i 8 S — AR, e w Dk 20 45k 7 A4
BRI, lan s,

WebGL $& it T — R FNSFRAHSEHT APL, HARHE T E L afett, FlAanfESCRE s
BB, A N LA HIAE, Three.js F24E T — /MRS 8 800 APL, X/~ API AT LLHR
INERSCEE, FEAEF R A e 745 A FATTUH ] THREE. ImageUtils. loadTexture() 3k
MR ST PE AR s, el i A A I AR map SRS 3 I SCE AN TR A5 A kR -
11 Gl — AL B SR  S7 T P HR NS S
/] B, OISR

var mapUrl = "../images/webgl-logo-256.3jpg";
var map = THREE.ImageUtils.loadTexture(mapurl);

/] ek, QU AN LA R, (2 ASCPRBL 22 5

var material = new THREE.MeshBasicMaterial({ map: map });

FEIX B, Threejs HIJCR LRI T —RIIAUFNE . ©H JPEG B R AR 25 i W BI5775 (65
ARMPIEFOE b BB PR A S RS0 0k, B4 LA P s i e s
e, XBEAIFEAMT LKA THY, SRR %, AR WebGL YR A T5 7%, &
A SRR R CRUEIE RIS, HAEH T Threejs, FA Tk RFAiny LT,

ISR TS TG R A% . BiX AR 2% TILRIEAR . MRS, 3 PR e
A B~/ R A0k cube 1) THREE. Mesh X5 b, fEFF IR NS5 ml, A5 (R ik
BAEAYLG G A\ AR R AL B b, IEARTRATIESS 2 B ARG i Iee, AR A&
BUAERA I 6 AE TR AP LE B BRI AERETHAL , TR L 1% BT J5 (R Y position.z J& M, [
I FA RS T R B TG R T — A MRS, DAME T LB LG RT3 R
SEHT PRI rotation. x @M FT AR, ARG IATRX AL R E B Syserb, o5 7] EG
Yy s — IR HE R k4K .

1 5 KR B 5 AU — B SR 60 301 B8 2 A

cube.position.z = -8;

cube.rotation.x = Math.PI / 5;
cube.rotation.y = Math.PI / 5;

11 d e P A ES N E 5

scene.add( cube );

%Pd%
ik
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3.3.3 B{TEIAILIR

il —TEf R4, el 1M requestAninationFrane() b4k Sl — MBTIAHR,
ik I A AR, FEZRTRINA L, A0 draw() ERCTRHUCR B 0P, Be BB U
KA. TSR, R CBASO, S, M Threejs, Fefi1NTRMmII—F7HA:

renderer.render( scene, camera );

ARG ESHRERIC R RN . ERER, MXFEFEAS, LRI AEH Three.
js UL,

B SR AT R R B L7 R s — A, UMERERS AP b BTG BRI 3D &5, A T
Three.js, X RIFEIRH B R rotation.y JE IR B AFAIIEFE AL, Threejs FIKE
RIDE S AL E AR AR S B, TN A Ca TR e, 6T —~KSi T IEHR ATy
B, render() BB BTN y BEREME, IS T A S HgiEfs, LLT A& animate() fiI
render () R H A SLEL:

var duration = 5000; // ms
var currentTime = Date.now();
function animate() {

var now = Date.now();

var deltat = now - currentTime;
currentTime = now;

var fract = deltat / duration;
var angle = Math.PI * 2 * fract;
cube.rotation.y += angle;

}

function run() {
requestAnimationFrame(function() { run(); 1});

/] &G
renderer.render( scene, camera );

/1 T il gy i g 57 75
animate();

}
ZERE 3-5 s, RARIREAE?
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B 3-5: {E/ Three.js BIROVSURIRGIIIIS A

3.3.4 AipEiRmitE

3 3-1 241 7 — A FRATTRE S G EE 1 5 14 B Three.js 3D M5, (HIRAIREC&E &S], £
XA RGIH, ZHIHRE 3D SL I ERKIA A4 “3D7, 25K, fESL T R TEik i,
Pl il I & A _E IS AT DS R S 5 R TER . (R bk T —/ANMRE 2
MR 2. BARE, 2t 3D fE g rp A NI — 50 . PRATEAE AT k3T 1 — A ik e imi
AIBHERFAIE SR, anl&l 3-6 Fion, BUESL A ARRI & A TEA TIEWAAZ, IEmiR/eBlos 5
HEFI 3D Wtk —AE, T TE e m s EINKT ok SEBlix — A,

o KBRS 2 TIEFhamirt, FARKRFEEEBSTAMAFBECS, HEE5K
AR T B A % b BE , X WARFEAMET s 4B, AW & & B IR T A dr &
IS5 BERY WebGL AHS, (XA T LB Antk iS4 . A T Three js, X & B A RKK
Z IR ATUASE B, BT MU TR 2R L T RS, BB 3-2 PRt JniE 1. SehiAs iy 58 2R
AL A LLAE Chapter 3/threejscubelit.htm] Hr 4],

m
ik
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3-6: Three.js II/3{K, &XIX, £ Phong BRIE

5] 3-2: FH Three.js A7 J5 A E IR

/] RMAFRY B RYMERNE R
var light = new THREE.DirectionalLight( Oxffffff, 1.5);

/] BT BEZSES, FERERE A
light.position.set(0, 0, 1);
scene.add( light );

/] QI IR A SO ST 5 1%, R R E 5
/] B, QIS

var mapUrl = "../images/webgl-logo-256.jpg";

var map = THREE.ImageUtils.loadTexture(mapurl);

/] EX, BIE—1Phong#f BURBRIARERIR , (R NSIEEMGTSHL

var material = new THREE.MeshPhongMaterial({ map: map });

IHLE R R TR R, B, BOVESSRRIm— AT, STt shiy
—Rptk. AIREE IR e MBS shrt, ermESkEL bk, £
ARG, AMEH T —A =2 @k (directional light), X &— 3k A4 E 7 M AFET06
2k, Threejs TR ERICHIIED: (ERER) ARERER: REEE ITCHALE,
VIR TSR B CERINGL B IR, BOf A &g Tix—4) . SRJG Three.js it FHATGAL
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B B ER TR DRI . fERAIRGIh, T BERER (0, o, 1) i
il (0, 0, 0), BNESHL T s fr BRI T 1.

AT ERTICHIBOR, BAFEM—2eFE ., FATH—A Phong M UK T _E—/ R
i IR AR BT, (E Threejs 1, — /AR anfarsl a2, AMEMETE B 5 kT,
RIS T2 B S BRI R, Phong #4 BT 2R RSB T — A U E B kAR F B W& @
BEAY, fRIFR Phong & &k, BRUMEREAER TS, BATBUEWT ARG S A RRNE T . WA
KTCHITR B AR 2, W [ AT G R TR ok LRI, WA 28 St 300 Sk i b e B HY
AT HIFEZR AL, e T OLIE A E 2R, (HAPe & AL, RIMNSAET &
FEAMHR T S, BUERDRMENE T A FriEn “Fse8cR 3D A7, (UfEH
— T JavaScript fthd,

Phong # (413 B 35 EI i fth K 29 H#£ A (Bui Tuong Phong) % M, Phong %
PR AR e, AN A VU 2 v g b Y — A AR TE G 5
TR E Y, DR B S T, R TRE L X T
Phong & (AiE 15 8., 15 W 43 A RHR & (http://en.wikipedia.org/wiki/
Phong_shading) ,

3.4 ING

RERANNZ T Three.js, FeimfTHIHET WebGL, H T #9% 3D Web f IR FFiE T EAL,
WAVRE T — 2o fd A A4 NI TR, MR B SR, 2 755 a Tl
b MM GitHub EFRIUT A TR EFIRAN, HEAmiE T e, &n, Hild
i 4 B — L fA] B R SR R B AN FEHE R M (B . R 2 WebGL 4 B (735 % L A AY
—BFEY, M Threejs AL ATk rTLASEBL, #bAb, Threejs iEFM 113 LA F52 30
3D TR & 1A R O T 1r e R XA R TR

ARIEKREYHAR T Three.js A& AN AR BT LR L, £ TRMJILES, RATEEAE
T fi# Three.js FI5%E K IhRE,

%Pd%
ik
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B4E

Three.jsH BB F1;E2

FEAT S, FA VAT Three js Jh 2 il BRIV Gebh S e LRI R etk AR OR%f 3D 24
PO, AW REA R AV LE IR TR D AR, (R ARIR— A 52 B T 15
B, BRZEk rT LAR AT ] Three.js HIRE )oK GI& PE 75 09 B H o

Three js AEFHNEE ARG, X —FHeZE [RZ ZHR 3D ERERNEX, H—HH
KIRTEREEMIAYE . Threejs #2046 T AT 3D R ZEBIRRIRE, LR Z 0 M
FEASHERY 2D A0 3D JLATETE, W& BRAEWHETIERIR B, MR, ST,
KBRS, A P TR E (g, DA — /ST TR sk ORI, She 20l
1B AITHE SR E Yt R RIGTE G RS

4.1 JLTERFIOMEE

Fb ke 43208 F WebGL API 3k TAE, {8 Three.js FI— KRMEFIE T ERKEE TRNAT
F g JLATTEEAR IR ] o (I AE— T 58 2 35 P e — A 18 B 5705 s B L 38 s el P R B AR
i, 2BFFA16E ] T WebGL ZE0h, fEL IR, HITEFEEG S — LR Rk ix te 5
P25 WebGL FINAFEZS Ao, LUMESEFT B 3Ll Threejs #2647 — R FIBLR A JL
TR R, FIF kB X S Ziy TR fifR tH ol . 3 28 JLATTRE IR 46 T B 9 JL AR TR
(Gnsr 5 B A ) . B GER, 2D Brt Lk, CARH P ary gy sk ds, CAEERA
B R A LR, T LRI BRE e,

4.1.1 FEBJLAFKIER

Three.js $ T V5 % 0 B RO L JLATEIR, 046 A0S0k, IS pk . SRR AL
e o A R R, AR R TR TR . SRR, e YerE
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3D ZE MY 2D JEAR, BilAniEl, FIEFIE I, HEE AR 2D SO Rk #Y 3D
B ST IR Three js [RIF S HF 231 3D fiFNLk. ZEOX TR, (RESAT LA —4744
i RAURZ 5 B ok, Horh JEEEm e I R — LBk (A I 2 8, LIRS — K
(M

QR A U)K U Three.js 7 & A9 JL AT JE AR, 151247 Three.js 5 H H Y examples/webgl_
geometries.html, ZNE 4-1 iR, sl AIEEA A3 G4 & — S RE— N B LRTEAR
FAIITEAR , DA — A R iZ TR GCRE AL R R 5 SN SRR 1], SCBEIG R B PixelCG
Tips and Tricks, X& MR IHHENLE A o1 2k A, B H— A KCELT e
5, LURRBA RIS A,

B 4-1: Threejs RE/VIMRER. BPMEEIE, MRIEIGKRRN: &, Z+EK. /\BX.
maEf; ¥E. YhE. B. . B8; ¥R, BF. REads. —#L5ANL00XE

4.1.2 FRE. RARFIETH

Three js H1 A% 42 (Path) 28, JEIR (Shape) Z&A#f ti JL{a & (ExtrudeGeometry) &4
TV 2 RIGHUM ARG, Gl th 2k SUd 5 LRk, B 4-2 J@om 7—14
T REG B R, AT 52 92 BR AR, 14T JT Three js 151 H 9 examples/webgl_
geometry_extrude_shapes.html, ¥ 75—/~ 4], eamples/webgl_geometry_extrude_splines.
html, X A7 G T VFPRGE S & FRE 2% BRBOR A2 B TR, IR 1 T 455 dh 2R
BAFANL, FESEHFIHANE AR I TR AHURRAVE R AR, AL 5 B obitfy
BRI
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4-2: Three.js PETHRNHE (BALEE 4-2)

Shape 2434 ] LU TG 2D PR 88 A Tix SRy 3D Hr il . IRIEIRAE—41 2D £
DIEEAR A (FlAn b E AR D s e B ZARTAR) , PR ATLAA R 6 B Fl ] Three.js 24
[19 Path Zedix LEX 48 5 A B Three.js Fhiirh, Path ZE[alit 2 it T — LR B A0 R A2 2 il e
#, f5l%n moveTo() F1 lineTo(), £ 2D L EIHF KLY N —E X LE R AR K (A
b, XRE—FENET 3D LEFEFHA 2D £ & APL)., AL ZXAEMVE? A& h Ak
BB 2D FAR, BB AR AT AR & ok G — AN AE T 3D 25 B R S A% . 2
AU S H A 3D ik ERE 2 CERE. ek, i) dE17788 s e rl LRI M BUREEfT
2, FHEIG SRR A R G G, RIS ATLART e T H Y, i Gl —A
T 2D MR EIERY 3D JER .

examples/webgl_geometry_shapes.html W iR, N 4-3 FioR, RAFHBEIR T Three.js /Y
X—RED . FAMTTUAEZUINFIRE ML INAT RS, — L@ s fy 20T, DAREEIRIEZR, Al
TSN, X LIRS BILA 2 P i, (A&7 2D Wik% . R T Y ffy 3D
Wk, LR Eac— P A ix Lol f Ak TR B a IR A Tk
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imple procedurally genera ted 3D shapes example by zz@5
\ Drag to spin

B 4-3: Three.js IMETREOHFEMR (RRFEE 4-3)

4.1.3 JLiAARERL

Three.js 7 & 19 JL{A A 25 89K A= H THREE.Geometry (src/core/Geometry.js) #&2%, fRiLalLL
FIHEA SRR E R A R LRTEAR . FHEIRATRE —FB W E LR IERD, CAE
X X SEA AN ] SEBL LR A A KB T . JLIDEAR AR A£ BUAE Threejs T2 H 3
T HY sre/extras/geometries/ LI, A T AFHBIAE, FRATIRE — T B rp— A~ Eb s ] R
H L[4 , THREE.CircleGeometry HYSKELACAD, 5 4-1 I T X 4RI ARD, &
HFED T — TUAYREE

5 4-1: Three js [F LA A AHD

/**
* @author hughes
*/

THREE.CircleGeometry = function ( radius, segments, thetaStart, thetalLength ) {

THREE.Geometry.call( this );
radius = radius || 50;




};

thetaStart = thetaStart !== undefined ? thetaStart : 0;
thetaLength = thetaLength !== undefined ? thetalLength : Math.PI * 2;
segments = segments !== undefined ? Math.max( 3, segments ) : 8

var i, uvs =[],
center = new THREE.Vector3(), centerUV = new THREE.Vector2( 0.5, 0.5 );

this.vertices.push(center);
uvs.push( centeruVv );

for ( 1 =0; 1 <= segments; 1 ++ ) {

var vertex = new THREE.Vector3();
var segment = thetaStart + 1 / segments * thetalLength;

vertex.x = radius * Math.cos( segment );
vertex.y = radius * Math.sin( segment );

this.vertices.push( vertex );

uvs.push( new THREE.Vector2( ( vertex.x [/ radius + 1) / 2,
( vertex.y / radius + 1) /2 ) );

var n = new THREE.Vector3( 0, 0, 1 );
for ( 1 =1; 1 <= segments; 1 ++ ) {
var vl = i;
var v2 = 1 + 1 ;

var v3 = 0;

this.faces.push( new THREE.Face3( v1, v2, v3, [ n, n, n ] ) );
this.faceVertexUvs[ © ].push( [ uvs[ 1 ], uvs[ 1 + 1 ], centerUV ] );

}

this.computeCentroids();
this.computeFaceNormals();

this.boundingSphere = new THREE.Sphere( new THREE.Vector3(), radius );

THREE.CircleGeometry.prototype = Object.create( THREE.Geometry.prototype );

THREE. CircleGeometry AL & BRI ALAE xy *F 1R LA T — A FHEIRAE ; X FoRiZIBR BRI
ARz [EERHEE K 0, BN TR AU R O IR A — TR TS BB AR D, X B
RIGELETEZE —A for JEIAH

vertex.x = radius * Math.cos( segment );
vertex.y = radius * Math.sin( segment );

FL b, XA 3D B B SO IE R I 2 b = IR . = fITER SR %,
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Hegxi HH A B B TR ok B e iR I BT, AnE] 4-4 Foms.

4-4. B=FR/AM B THREE. CircleGeometry

BRI ARG T E B TS BN x iy Abbr, BUEIRMNEFEZ B = AR
@K (face, AIZW) MR, WA MEEZATURA R @ TFmRF.O8E, LU
JE LR BN R B AERIEAT Tix— B T, A BB TR B this. faces 5
Heb, TR REE this.vertices B 1 =ATREAE, o BILAZE S Hvi, v,
V3RFIR, R, v3IIELAZ N 0, XREAFE(E this.vertices B — A ILEMHE Al E
$edm. (FCE 2 #H) WebGL 4077, Tl 18 £ {8 H gl.drawElements() J5 &k &1l = T
A1, = AIER TR B AR S B B A i . X IR0 T R, kX
SEAHHTHE Threejs FEEER T ,)

BAVERZE RS, BAOEAPERE T/ 47 SOEAAPRAY TR, WebGL A & Jf 48
B s B A B E A B &A= A, BRAERMG IR ez, 5
AR THSAE R 5 ML, XA for TEIR[RI A% T 40 Ak bR, XFR UV 247 (UV
coordinates), FPX LR IEAEMELE this. faceVertexUvs 1,

WL —F, SCERAS bR A B TH A E SR — X A, R BEVE R A 0 2 1, X Se(Ext
INEDALE - E O 17 o= i ik Eo D bes = 6 2PN DAL M L & S SO o (2 N )
A THUS SCER AA B RAY 75 AT R T AR BB A 05 550 2600, EBREIR T el M B A
SRR x 8, IESZORUFR y (H. AR Z A0 AR TEr PAR bl i BR UL A A2 fER i {E PR 2
fE [0. 1] JERN . 2= MIEHE = AT 3 RLA ER s B S AR bR, 7E 2D
Pl {5 L Ak oz o B PR T 0 (0.5, 0.5)
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B

AL UV IE SR 2W8? 78 U Fn v 43 Bt —5K 2D 203 B A7k F-4l
FEE A, FA X, Y M Z LB AR Rtk 3D Ahbr Ry =5h.,
Bk UV AsRiR 2 F1 UV Bt (UV mapping) A5 20 THE, &5 RIHAEE
HFRHAL (http://en.wikipedia.org/wiki/UV_mapping) ,

FETR A0 UV Bodla %5 4 2 )5, Threejs i o] LT 5k o BEAT JL T2 AR AU 78 G4, THREE.
Circle #is ed £ 45 AL A AR A U LR AR Bl JLTTRE AR 2 2 6 Al B e BB AT e A LR
. computeCentroids() ef ¥ i i Iy JL TR B 4 0 T A T 51 2 o B 9 05 sOR 2
TR LT RO AL

computeFaceNormals() JE# HIE, F A% % = (normal vector, [& FR normal) HeE
TR G €, AR RTE R, AR Pk R R AR E AT LT R A &,
computeFaceNormals () i i P15 HH >R A3 FT-2H B 18 B 4> = AR P i i 7 1 1) 1)
GE SR R &, TR 8 A — A PR E e = A8, anE 4-5 iR,

EEE

TR0

4-5: BRBEU-TFERZERN=BIRXRR

Bn, WEREChHR G- REE, EXAURET, GE SRR, LEEE
L, UL B E G L e B SR

4.1.4 RBATFHNLMIEELRBIBufferGeometry

Three js i T 51 ¥ T — 2 % & THREE.BufferGeometry [y ft 1t At JL fif J& 4R, THREE.
BufferGeometry 4 #i LA RIBLH 1Y 5 A7, X154 1 HIT-A0BE JavaScript £ 2 M 4L
HAVEIN A o XA A /T DR TG (3 T8 508 SoR S b S A A S R A s I AN
SAEG s PR EE E R b anRIRTE — i E R, B AR AT LAhH A — A
THREE.BufferGeometry X452, Three.js ZxiffT—RFIMIPL AR 15 Yeix Hepik
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4.1.5 NBEREGEHIFINMELE

2 H A A B AT — EAERFFE ANl ADoK G LT AR . ASid 22 8 fee, FATTRY N A
B R T Aok A JL TR, i HEE T h A 2 R (40 3ds
Max, Maya Fl Blender) [y 3D #%,

Three.js T2 it 7 — R 7N A TR AN R SRR S RS, T TR ERME — A I
MR, LG LT AR AL i, iz 4T Three.js TH: H 3% T #J examples/webgl_loader_
obj_mtlLhtml 3Cf:, REFFIE 4-6 Froaauiil,

B 4-6: M Wavefront OBJ &\ P HHIMIE HIE

X BT R) BHEE S Wavefront OBJ #%3 (3CF/E4% .OBT ) HISCIERA. X —4
ATHY, & T SCARRIBARE S, VR 2 B R #0 Sdr F X Pk XY SR . OB #& A3
A R, U E JLATERI SR . T, & mm s AR, Wavefront Jf &
T 57— T AR A BB B BB SCEA% S8 MTL,  H 444 BUFN OBJ % 2 9458 20 K4
BEAT IR

Three.js F+ OBJ #%3X (BL& ) Bz & fCiS {2 T examples/js/loaders/OBJMTLLoader.
jso FHMBFIE— T 2RI TAENLSI, PRk &30, Three.js B SCHEINE & AT & 1Y geometry
Z&F0 shape 2452 A B OBY A% L% 4874 Three.js #1 [ THREE. Geometry JL{JEZIR X 5,
MTL #& 254425 5 MTL 4% 50 SCHE 444 Three.js o AR BIRIA BiA% 3, AR B JLATTE
R GO O G B 2 W 85 A 31— 1> THREE. Mesh Xt 5arh, JRIR B3,

Three.js A % FhSCHAR IR B TINBEE RG], Herp 2o i OB AL 17X LRITEAR A i
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WISchs, H5—LEm e hE A WA, ML, JTtmshm, FOEHAES 8 =
X et (AR T e TA) HTiEgniim], 5 8 mELIR N AR %
g,

Three.js $& (/Y 2 £ H A W& RO ERIDH, &R
Bt PRAGEAEIREI E SO 547 5 EES Sk BRAERBITER,
3 MG 2E N3 2% A4 4> Three.js T H {3 F [RIARAY TR VR oTIE, fRATEL A
EHE,

4.2 HEEMNTE TR EREH

WebGL H-5 A JARY 3D Sy, TR 1R B R 2 il 2 mi Al LAY APL, 3%
FOEEAL I B B F A T3, Three js 28 T RO % % B (scene graph) HE&E L T —A4%
s R . s FREE— AR TR R RSN 3D Wik a, s BRIAR
T RGE H A root B RORFTR . B MR SRS I G s A 1 R

421 FRZGEERERERIGSE

Y B R R B BRI R 2R R A . RPN, %, 68—
KPAZR, XS — RPN G—, 1. DA —XEHHasaam
10 Yoo BRI R VFiX Loy R 3 508 4 1E 5 S A I s se BRI A & R B . X AU
HF AR ErER, R T —meiFR A T3 & 4 (wransform hierarchy) ) 2
A1, TEXANERRF, — R PR T 2R HG RS CER. Tefs. 4550,
BEan, Y Orfl H Bh w5 MR R R R I R E Sl s SR, /INRZE YRR T
@), M/NAERR TR EEs: . @k ik B A/ NRE LRI, WA LAER
FIACRD b B A b NI ELEE8), e HeR R R /A £ AR AE 3D 23] Fh i [A]
MRLREE); RETHE BT AR TR BN dhm, Rike el i,

‘BT OXANERIER, AT Three.js #0535 ERBEIEA T4 K. 1E 3D (&4
e, Y EGRE YRR — A A1 CHRE (Directed Acyclic Graph, DAG),
TEXFPEAR A, VTR TFRAT, EA—A 4Rl G HH £
NPT, {E Three js B B, —/A-Mtk REERIE — gL,
REBTFHARIESG —IZ%E, Threejs B ERERIWFRA— “B”, {HMN
SRR AR RO, X AR, R ERIRAE L L TRFENL L
BB PIER, 5SS M4 EFHASL (hitps:/en.wikipedia.org/wiki/
Directed_acyclic_graph)

4.2.2 Three.jsHRizn= &

Three.js A FSE AR AT 2 A& THREE.Object3D (Three.js L% H 5 T src/core/Object3D.js
XM, ERIA R Wk (Wt ek, KT RS B, R R BR L,
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FIZ R AR 3R,

B3/ Object3D X R EBE A A HHVAEHIE R, XEfE B0 Bk /e position ({7, BRI
F£). rotation i scale J& 1, il ik Bix SeJ@ Pk, URATUARBZh. ek fnde ot b 4y
e, PR XNMYEBEFR (FILEURFITENTICER), ERIOELR R XA, 40
RIGRFEN L&A RN, IBLXABHek 5K eHa A a8, A8l o %A~
BREMBEBLS, BATRE—AE11. B 4-7 B T —AAEE H RS ES . cube &
cubeGroup fY B #2518 sphereGroup Hi & cubeGroup Y E #2518 (Hmk i, ‘B cube Y
—ANSLEBITER) 5 1 sphere Fil cone #[iiE sphereGroup HYJE Y,

& 4-7: Three.js 2R TRER

i ek g7 6 34 Chapter 4/threejsscene.html Kz 73X AR fiil, 125 F & v #9 30J5 7
(cube), EfkfA (sphere) F%HE (cone) 4 BUFENESRE. AT LI BUbr s ok N 2 DX IOR e i 4
N5, BB T T B PR A B A e e A T 4

3] 4-2 JEon T HAS 4 B G S5 40 0k G Fn e 1R 3 S B AH e RS, & SEA9 RS 47 HRL
AR, w4, FRAE L G — 4> Object3D Xf 4 cubeGroup K Wl iA L BN 5. XA
Xt GOREE ARy AR . B 5 AR S 5 A (cube) MIA% LA K 55 — A~ Object3D Xt
42 sphereGroup i fill #| cubeGroup %} % v, Bk & (sphere ) F1I& # (cone) #% &R i
sphereGroup Xf 42 1, [W] B T 1% [ HE (cone) Fff: LA T —sb——dl of X B B/
position J& k.,




ARIGIRA TR E I B X e R 2 . 7F animate() B%cH, FATATLAES], 24 sphereGroup
R ERE I, ENERIER AR AT B . [ BB BE RS 0 R TE 25 [ o B e ER
AR, BB SmEMTIEE A, B HBRAHT B 505 0 28 5 g 5 A%
i, SXFYRER E ZhakR T RT3 sphereGroup X RATAS A . 2D, SLELAEAS
Ay S WO FE A4 iR B AR BB HFFI%E cubeGroup Xf 42 (1) rotation [l scale J&
P, XELASHAE Threejs ks AshE R, TERTFEMERICE,

Bl 4-2: —/EERRRRHI 5

function animate() {

var now = Date.now();

var deltat = now - currentTime;
currentTime = now;

var fract = deltat / duration;
var angle = Math.PI * 2 * fract;

/1 Beykilielsr stk

cube.rotation.y += angle;

11 B ARy flllie b4 Bk i 21

sphereGroup.rotation.y -= angle / 2;
/] BRI SEHAL rxitiliE 4 [ 2k (1a) i R iE)

cone.rotation.x += angle;

function createScene(canvas) {

/] Gl Three. jsig e H44 H IR i F canvas

renderer = new THREE.WebGLRenderer( { canvas: canvas, antialias: true } );

/] BEEMRS)

renderer.setSize(canvas.width, canvas.height);

/] GliE—/Three.jsija
scene = new THREE.Scene();

/] EI—FEHLLARE I 2 A1 5

camera = new THREE.PerspectiveCamera( 45, canvas.width / canvas.height,
1, 4000 );

camera.position.z = 10;

scene.add(camera);

/] BIB—"RATENREYERE A
cubeGroup = new THREE.Object3D;

/] BI— AL 52 8 A1 5%

var light = new THREE.DirectionallLight( oOxffffff, 1.5);
1] BT ICHCEAES SN FR R A

light.position.set(.5, .2, 1);

cubeGroup.add(light);

11 AarT5 QIR — /A~ SCRL Y Phong 44 it
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/] B, QIEE R

var mapUrl = "../images/ash_uvgrid01i.jpg";

var map = THREE.ImageUtils.loadTexture(mapUurl);

var material = new THREE.MeshPhongMaterial({ map: map });

[ GVRESLT5 s JLRTRE AR
var geometry = new THREE.CubeGeometry(2, 2, 2);

11 Fd, F A AL RTTAR B 4 3 — A~ R A%

cube = new THREE.Mesh(geometry, material);

11 F Bk A g2 gt
cube.rotation.x = Math.PI / 5;
cube.rotation.y = Math.PI / 5;

11 FS1T5 PR W& A8 2 53 20 v
cubeGroup.add( cube );

/] RERECIHE— 4
sphereGroup = new THREE.Object3D;
cubeGroup.add(sphereGroup);

11 ¥eERk sy RSB T5 R 5 5

sphereGroup.position.set(0, 3, -4);

/] BVEEER R LR
geometry = new THREE.SphereGeometry(1, 20, 20);

/1 ¥t BRI LR AR A 2 [

sphere = new THREE.Mesh(geometry, material);

[ FEERAR BRI InE 5y ¢
sphereGroup.add( sphere );

/1 O R e LRk
geometry = new THREE.CylinderGeometry(0, .333, .444, 20, 5);

11 FEFA FFL AR A 2] — A~ Mg e

cone = new THREE.Mesh(geometry, material);

11 R RS B B BRA R L5 , HFER R R — 2 BE B

cone.position.set(1, 1, -.667);

11 5 i AR S g 5y 4L e

sphereGroup.add( cone );

/1 BUER o R IE S

scene.add( cubeGroup );

}
function rotateScene(deltax)
{
cubeGroup.rotation.y += deltax / 100;
S("#rotation").html("rotation: 0," + cubeGroup.rotation.y.toFixed(2) + ",0");
}




function scaleScene(scale)

{

cubeGroup.scale.set(scale, scale, scale);
S("#scale").html("scale: " + scale);

}

423 F%. HEEMERHIRT

{E Three.js #t, 78 Hfugili it 3D HFE TR SCHLRY, FrUAR A 4%, Object3D [1745 i 22 35 {f
M= 4emmZoR: 8 (position), Jigd (rotation) FN4gji (scale), position [1y& 3
EF R xo y 1z B BIE LT RS AL B WS, scale B8 UL R B
x. y Mz CES AT IR IIE =4 ERAe B R

rotation [ JL A2 & UTFEAHMMERE— T x. y A z 23 BIZIRW I Hl SEAR B AA AR
TrEReINE s 2B 1L, (0, Math.PI / 2, 0) ForPfkHIZEA S y fliliEh 1 90 B, (ER
g% 1 HE TR R, 2m SR EESE T 360 J ) o X R4 (s B FOR T S —— (T FL 4% x,
v z ZRhEIERE A AR A TR B A IR AR T AR A B4 A (Buler angle) . 3%
M, Mr.doob Z Ft AR FBEKHL M AE A BN R T5 3, 2 i X AR5 AR # AT B
TACEE, RV, ESKEA e X MR T k2 2B ER £ HH AL FRYFEL, B
LA Three.js [a] iS5 66 PH TR Bk Fomlig i . 3 A X3 T BB A ) 75— Fhlig i 2 n ik,
XS, TREHREE L IR s AR H 5. TTBARR R, (HERIER
KIHAEMN,

{E Three.js N#F, 454 Object3D #FrA — /> HI T B P il B HIHERE . #A 2 HEillk
TCE APy ik F 3 P S e A AR AR Rk o B B AR HAE R, IR 2 B B S & Ry AZ
FER s Lt AE UL, Three.js EBER I SoiE YW E s o B /> 3 5e B (R4 ) T s
K E AN WIRIZE HERE , Three.js oA Object3D X4 %E X T —/> matrixAutoUpdate J&14:,
XA BRI R false BB, ERIRIIATA (B ZW4RRCToTEL ) Wik, R
M, EAEERA RS S K — a3 B bug (A 4Fmshm ARG T2 7)), Billigi#
EHEHE,

4.3 ¥R

FATIE WebGL . FH i & B AT W ARER A —LE FSR Ron oD @, i, &G
LA R BB (F2 ). an R (i FH RS 2 Y WebGL AP Syt ix se )@ i, RMIFEEATHS
GLSL & tags R, X T2 Mgt ™5, kA R o5 22 O e i (U (U2 B 8 PR AR i
WMH, T3 Three.js Wi AN 4F T GLSL f2hD, JHEHE/EAH R (material) *F4r,

4.3.1 FRAEMIEMR

UL, WebGL FHIF R H M — TR (3, JIT R RIZ, UReT i
BRI T, AT, BADIRAVHEA L AER 5 GLSL % € 3 IR A 1y
7, BIRAET, Theeejs DAMRMNBEHEE T TFHAN" MHCHRT, kitHe
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a AR, — AT E Y GLSL RS T A fik .

A5 B BEAIR AT AR T B F B G s (B U —i ok se B, B —A
FE ST 3D Bk, A E L ITIME R S, X Ee AL R MBS L (color) 37 I B
(transparency) LAJc % (shininess), #BULAEE (MWATUAEE) SCEEE, X2 4
BEPRFREIOLE . M BUBPES: A ST SR . e BE R, wREL EFEFHAL
frEfE B taeREd, ke B Pk R EROR,
Three.js 42 fit T Tl & 2% MeshBasicMaterial, MeshPhongMaterial F1 MeshLambertMaterial 3
KEEE A B R, (Mesh RTZEZE/miX Bept BT /T LA F IR 52, ARG Hb, Hofhk
BIIR G, AN St RARL T3 R, A HAR RS A BT, & F Threejs T HY src/
materials H3%, LT RGBT BES.) XEeb BB F = Fp8 2 00 BT AR R 528,
o unlit (XAR prelit)
2 XA TR, (XA, B RnE W R R S o T R M E Y . i)
e BT R AP S 7= Ao, X T R Ak TE Qe R BB A il e T B 2 (3K
SR LT AR L A BT, X okt B 2R A BRI 45 AT R st
B g (FlAnfEH 3D S T H AV THEENEED) pE RS, BA
PR A (1 S DR TG 75 {8 e 2 BRI A T T
+ Phong % &%
XA AR AL T — AR TS O 0 B AAS R E PERE E CA EL R R Atk i 1
B W IR AL 28 R B B 5 s, [T IR 2 i e o, R A2 i X R B 675 3. A
Phong & (A3 {5 YL P ik S e 62 L IR b 5 o m e O (Beif e 5 ) . ik
THIA) 5 FEE 2% md BCTR I BE B P AR T, T 1 G X 2 v el 5 4 B R RCR .
o P14 R4t (Lambertian reflectance)
£ Lambert & 475w, PR /PR BHRE ABEW 22 Z 40 AR kA ok 2s . eARwE AT H
KRN AR FE S AR ek, B G HERX A R AR (K 4GHt
EF ) BTDA,

AT AT R B Chapter 4/threejsmaterials.html, ¥R7] UL E AL EE3Z Three.js 4 5 A
27, fEanlEl 4-8 FioRiI Gl , JEIR T —4-4r HERFR IS BN Bl . B IR e ek i
HERE T S R R 22 e et 32t . Bl ansmds Bk 4%, {£ Phong 11 Lambert #1
JUTRI 04, X6 b4 4 BT Lambert % €& 75 5 4HEL {3 H] Phong & €& 75 i B ok & & 3 & B
T HAMEH Basic (unlit) FHERE, WU S E Gu A 25 L RIS L TERIAID
AP,

SRR 8 SO RN T S S I, WLSHOR . B RIS RSB G ST IR E— AT
o] _ERER AT 2ok BOCIRIIES,, BARERIE, ROEEMEIEAT (FfISE T e
PHEXEEITIERAY) . BEm S U 55 5 kT A B I H 42 P 38 T I G I A T A s e
B (TERBEM s S UUAEE T T Phong A BUATRTHE T A=, Hofh AR A 34 Be
T RATEER ) Besh, RGPS RGP, PRAT DASE B 221X b L (] B R b7
HERR . Bon, e “wireframe” BEITUR M EEIX Lok B ERMETE Ye 7 A T (AT RO

W
N
it
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4-8. Three.js FrEMEHEFRZETL—-Basic (unlit), Phong #] Lambert (BEIEE 4-8)

432 {ERZELIREFERENR

TR BIEIR T M R Al T A R B SPARYT . Three.js BIR 2 Bobt it 2 0
SR 2 AR P IR O EE HRRCR . RVFHE— M R 2 A S0, S
ZEGPEELET, 1R MREARNHIR T R —R A 2 2 DR
t, SUEN LB Tk M R T 2. X AR AL 17— 2561, TR Three.
js SRR L 2 EOCHIGEHER

WS AR, Wk E (bump map) FIFRR AR 2 IR ; ) &R A 2R 0B AL U A AR
R A ERIGEE B YRS ARG RE BRI TR . 28R, —AMEh 0 VR
FaFRERTEMERS, N ERAE AT UL R R (R R B IE s .
W, ROEERE AL E AT T A YRR A, e, RTUAE i E 2 A E 15 E R RGB
I TE 7 P AT DA R R 7R S 22 Al YT, A7 [ SR AR 3D o) i A Jit DR o7 Pl 3 5455,
HAEAHNEREAEM T — A TR IE SR & 75k, FTH R MBI example
Chapter 4/threejsbumpmap.html, SZFxEs2— T M ™NIEEIRDECR, anlEl 4-9 fror, TR/ %
P HERAVSCHL, ek 2818 S S AN BETH RO ok WA RIIBCR , IRthiF eEES], ]
ERCRAREES, CHATRE A ERIECR o HAEELUL, UG E AE IR SR et
T AMEBA R T35
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B4-9: OB (RR¥EE 4-9)

1F Three.js H {1 ™05 B4 (3 2, L35 (E THREE.MeshPhongMaterial #4)3& 8 @A 1L Ay
{5kt A 250 bumpMap &P B A — /N 2 SR ]

material= new THREE.MeshPhongMaterial({map: map,
bumpMap: bumpMap });

FE@EWE, x@mEA (normal map) &t T —/~HENELL U MG R ELSE 2411 55K,
Tow e 22008, AHERI NG, 7 m) EE E AARFRSE K, R RE A ZE okt 5
1o 125 T R U P21 P TR D B g 8 < B P T 25925 1) 215 B 2w 3] RGB A5 5L B 9 5 o
X S5 POAH A RS O S BUR A B I o R, B G RL M RS B AL IRITHR (R
FEERA AL M BT ARALAIOIR S B S A R iE Y W R I A4l T . T s SC i
Chapter 4/threejsnormalmap.html, #7%;[] & G EIYSGhrc R, B &AL T 4-10 A T
Ao TERHERE YRS BACEE. FTTF / 2 PRIV 1] o Il el e ek s ) e Tl P g 4n ] Ay b
ERA AR AEAN TR s RS T X X — AL B TR RE A AR A X A fa S i A f ik At 2
AT 15 8.

W
N
it
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4-10: ERZBEEEIMIR

{E Three.js H {5 FH7; [a] & U5 Bl [R50 81 9, LTS /E491% THREE. MeshPhongMaterial Xf 42
Wi, f—~CARISERIE normalMap J&PERLE £ A RN AT

Material = new THREE.MeshPhongMaterial({ map: map,
normalMap: normalMap });

FIFNEE, F35AEE (environment map) A FH H b Sr PR IE T B SL IR AL T 55 —Fhig
o IREEIG RS T 4 e B R BRI B i, AN & AR 1 M B RS ER G B AR & A4
R INE 2 (B SCA0T,

FTFF Chapter 4/threejsenvmap.html 2 B FREENS BRG], 18N % XIS AR e 5,
S BRI 2 AT O 6/, T BERR A BUS P00 & B R 23 S
(ZnE 4-11), FHL b, BHEAEEFTXAERLE, B85S Sl — S0 5 N
MIZRTE A, mERMAR R B AR T 5 S R s g FE s A G Rm L, St
T, JHTERAER A A —A 25 A2 (cube texture) # 5T XA&E—AHSAAFEIR
LB, W AESL T R NEBTE B — A B S BGOSR R SCRENG (B . X AR RIS 5 TR+
FiWk PR — A RE LRI 5. & images/cubemap/skybox/ S IAE SO, T
XAy an g A R Y . B TR A Tar RS, X 2T BRI B B FR A =
FARIR B4t (cubic environment mapping) .
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B 4-11: ULFARELE, AEBESSERIRIMR

{E Three.js H {8 FH 7 75 (R S0 8 Lb PR U1 07 O Pl sl s 1 ik OO PRI SR G AR s — 28, 358, 3k
MR —A S 5 R g, ARl ae i, Fe 17 20 H Threejs 194 J& 5 %
ImageUtils.loadTextureCube(), it £ A 7S EG Y URL kG2 X N ar s, 2k)5,
FRAT17E G5 MeshPhongMaterial Xt G (Il envMap 24 ik BAIZLBEX R, AT TIDHEE
TRRSHE (reflectivity) A, FRE AL SCEEY R E Qe e R R b4 i “ I
SRR, (EXAEIFA, IR E T RGOS TEGAMA 1 1A, DAMELEIRSENG B Bk
FHR L,

var path = "../images/cubemap/skybox/";

var urls = [ path + "px.jpg", path + "nx.jpg",
path + "py.jpg", path + "ny.jpg",
path + "pz.jpg", path + "nz.jpg" 1;

envMap = THREE.ImageUtils.loadTextureCube( urls );
materials["phong-envmapped"] = new THREE.MeshBasicMaterial(
{ color: Oxffffff,
envMap : envMap,
reflectivity:1.3} );

AT EEEMLE T ESSRCR, RODETFEM —SeF 0, FoA 17220 I S B i & 2
ST e, AMIRNTEGIET — X2 4& (skybox), iXA&—/~ N E R HE 55,
M TR B R, HTaE— 1 REes, IAFTREENERMITIE, Adp
S Three.js S T PN LS B s BOR TS BI R A2 BOX PE 300 . BR T N B RUARAES T Basic,
Phong Fl Lambert UL 4, Threejs B $& it T — 4~ % & 10 2, & 7E 4 /578 & THREE.
ShaderLib ., FfI 1 HISL 75 & (cube geometry) > GIEE—/NIIkE, FHEH % T SE &
B “cube” &€ gs RAENSIHRRIM B, B HBRAIRIA H TSNS E RS, SRiE YT
T AINER,
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/[l BIEXRER
var shader = THREE.ShaderLib[ "cube" ];
shader.uniforms[ "tCube" ].value = envMap;

var material = new THREE.ShaderMaterial( {

fragmentShader: shader.fragmentShader,
vertexShader: shader.vertexShader,
uniforms: shader.uniforms,

side: THREE.BackSide

} )!

mesh = new THREE.Mesh(new THREE.CubeGeometry( 500, 500, 500 ), material);
scene.add( mesh );

4.4 iR

JEIR IR SE 3D By s 94K . Three.js & X T Z RN BRIEIRAAY, X SRR by A
THFH A 5 B v g CRICTR Y, R HEOCTR 2T 2 & (directional light) |
& XK (point light) . R AAT (spotlight) FIZRHE % (ambient light) ,
« Zwmit
KL T R AE R TERDER . AR A EER, RA R, SO ERE
B (FEL L, f£ Threejs B, ZRIEEDE M ERGEBR, Ak eUUHE KL
BB AR E—— B E—R IR . X RS — AR E R A
IALFR 538, FkATE2 Mr.doob JGEEREMBIEE B, )
° 1‘5-\7‘&‘;‘}?‘
WEMLERL, EAEETHE
o RAMT
[l B AL BN (R RN B T T SCRICKT N B Fn o0 [ # R~ (ff
) HIZE, DARGE SCENTRENS e 2l B 24
o A
BHME, WEATR, B ES T B N5,
It A ) Three.js JC I8 2 BUHS S Hpl ) intensity B, B L TICIRMRE, BlEH
RGB f&.
JEIR B B A AL E A S B, BT E R E A R SR RS &k, TR E Ak
B R R A R . MeshPhongMaterial F1 MeshLambertMaterial & X T LA N @k,

5!

ho

pall}

e color
XFRig Gt (diffuse color), BT A& anfal s gk A —AJ5 1 _EREry (61
AE R, IR AT) .
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e ambient

PR KRS I SRR FE
e emissive

XA BURYEE LT — ik A 5 & eRE e, AN IR,
MeshPhongMaterial #4 )it [R5 — /N BEifi e if (specular) FiaJg@ik, XA BYERSRAT
JeARSE A, Gl A BA R IR TR e RER
BI{Z— T, MeshBasicMaterial #1fi < ZM& G T IR0
Bl 4-12 JE /R T — /> H Three.js AT 62 QI EE B 4T 65555 . 4T JF Chapter 4/threejslights.
html IZf7X ARG, XA E U ARZRBPTE, BAgENE R FEi =44
AL, HRRRASRAT YRR, Rl DUl 01 i _EAA s thsh b R A 4T
FeHIEI e, PRI A B, AR MTIES 2R, ENEX
WAE I AR BE S A i, FEEAT VAR R AN [GRA 2013 ) 2]

Three.js Lights Use these contrals to change propertias

Directional
Paint .
Spot

Ambiant A

Drag the mouse to rotate the camera ‘

Use the scroll wheel to zoom.

B 4-12: EA@X. AR, BATHOREY (RAEEE 4-12)

FIHEX BEARRD IR TAT R E . T sean A GE e B T LR A G
DR, A TR N 5 G B R AR TR R 5 T b B s X, e
spotLight.target.position J&:, Lk IS CAT IV HERTE R T 5EL 5t A 7 b Ak X 5k,
e, B R T A YRR TR R, (AR E SR E, JRAN
BBy R, UASE B TR 2RAT & A LA B e R = AR R R

/] GV TR BT ST e mE Sy e

directionallLight.position.set(.5, 0, 3);
root.add(directionallLight);

pointLight = new THREE.PointLight (0x0000ff, 1, 20);
pointLight.position.set(-5, 2, -10);
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root.add(pointLight);

spotLight = new THREE.SpotLight (0x00ff00);
spotLight.position.set(2, 2, 5);
spotLight.target.position.set(2, 0, 4);
root.add(spotLight);

ambientLight = new THREE.AmbientLight ( ©x888888 );
root.add(ambientLight);

X HMA KNG R, F1 WebGL AR ZRVE —FF, ST0ER— 1 5e 2 A A6l
AR . WebGL HAEAL LR ap g (1 3%, TF A& THEML 55 H AR
R & BRATIEROR . Three js $2 6 74 NRARAY R AKAIB AN SERE ST -+
TR M PR IR S X 252 A il i JavaScript BSR40 5 IR, 45K, 0
H WebGL A fE TR GPU FIRE ), X LERIGTCikSLHL,

4.5 [E=

—H LR, B MR B Rk S 1 N KA O . l H IX e PR AR A D&
TE G RCR, Bahih s b XTI e S E f st Rtk WS BIR X FRCR . 2R,
Three. js SCHFARTE 24 BTXTICFNA PR O7 B VEA TSI P RS S o

Chapter 4/threejsshadows.html H 7R BINER T ARl fE37 5 RSk PS5 . Anel 4-13: 47
T B75 . S seni R R SCATE S et m b7 A T RS, TR B anfal it 45 S )5 1
HIlERE IRy, RN, dbliEieit, PRIt htitiz s, aniBss 2 M il 4e th
EH, Baes K7 etk b, JEEASBEE S a2 e, @i 12 0ok SE ekt
JEE, THRTOEAT, SRR anfal sh &8 1LY,

Three.js-Shadows Use these conirols fo change properties

Directional

Spot

Ambient |__r‘

4-13: ERREINATISEEELAF
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Three.js # FJ— 4 % 1A (shadow mapping) FIH AR PR ASCR, 1EYLs 4 APH
MG R AT — SR BN S, TEYe s S AR K g B XA o, HEREREGRT
P T A BRAWIESR . Bafi, {E Threejs T BT ELL TP,

() EE Guds T R BRI

Q) LEAT e T R B 52 IE 1% B FH ¢ 22 %, THREE.DirectionalLight F[l THREE.SpotLight i fifi
ESNEAISE RN

(3) I BWFLedy ik &7 2 B R

AT BB X B BAR R A ST IAY, 6 4-3 o FH A &= AR R T4
createScene() BRI FH F1E JeBAsZ I ARHD,

{5 4-3: Three.js HrAYRA 5205
var SHADOW_MAP_WIDTH = 2048, SHADOW_MAP_HEIGHT = 2048;

function createScene(canvas) {

/] BlThree. jsig e 23 H-¥ HiR InFlcanvasH
renderer = new THREE.WebGLRenderer( { canvas: canvas, antialias: true } );

/] BEERAR

renderer.setSize(canvas.width, canvas.height);

/] FFRRB
renderer.shadowMapEnabled = true;
renderer.shadowMapType = THREE.PCFSoftShadowMap;

/] Gl Three. jsip=

scene = new THREE.Scene();

/] @ Im— AL W g2 5 A e

camera = new THREE.PerspectiveCamera( 45, canvas.width / canvas.height,
1, 4000 );

camera.position.set(-2, 6, 12);

scene.add(camera);

/] BV F TR A M5 4H
root = new THREE.Object3D;

/] BIn—/ AL 52 8 -1 5
directionallLight = new THREE.DirectionallLight( Oxffffff, 1);

/1 BUVEEFIE B A KT NS 5
directionallLight.position.set(.5, 0, 3);
root.add(directionalLight);

spotLight = new THREE.SpotLight (Oxffffff);
spotLight.position.set(2, 8, 15);
spotLight.target.position.set(-2, 0, -2);
root.add(spotLight);

spotLight.castShadow = true;




spotLight.shadowCameraNear = 1;
spotLight.shadowCameraFar = 200;
spotLight.shadowCameraFov = 45;

spotLight.shadowDarkness = 0.5;

spotLight.shadowMapWidth = SHADOW_MAP_WIDTH;
spotLight.shadowMapHeight = SHADOW_MAP_HEIGHT;

ambientLight = new THREE.AmbientLight ( ©x888888 );
root.add(ambientLight);

/] BT BRI
group = new THREE.Object3D;
root.add(group);

/] CUE—ASENs E

var map = THREE.ImageUtils.loadTexture(mapUrl);
map.wrapS = map.wrapT = THREE.RepeatWrapping;
map.repeat.set(8, 8);

var color = Oxffffff;

var ambient = 0x888888;

/1 BIn— A bR , DL 547 W82 kTt
geometry = new THREE.PlaneGeometry(200, 200, 50, 50);

var mesh = new THREE.Mesh(geometry, new THREE.MeshPhongMaterial({color:color,

ambient:ambient, map:map, side:THREE.DoubleSide}));
mesh.rotation.x = -Math.PI / 2;
mesh.position.y = -4.02;

] K WA I 532
group.add( mesh );
mesh.castShadow = false;
mesh.receiveShadow = true;

/] GV TG e JL{T TR
geometry = new THREE.CubeGeometry(2, 2, 2);

/1SRG TLARTRR DM 50 8 4 3 Bl A%

mesh = new THREE.Mesh(geometry, new THREE.MeshPhongMaterial({color:color,
ambient:ambient}));

mesh.position.y = 3;

mesh.castShadow = true;

mesh.receiveShadow = false;

/1 F WA N 532
group.add( mesh );

11 H PR A B & rp DL A Tl e R 1

cube = mesh;

/] BUEEER R LR
geometry = new THREE.SphereGeometry(Math.sqrt(2), 50, 50);

11 8RS JLTTREAR A I B 4 21 ks o

Three js F R EIFFIE L
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mesh = new THREE.Mesh(geometry, new THREE.MeshPhongMaterial({color:color,
ambient:ambient}));

mesh.position.y = 0;

mesh.castShadow = true;

mesh.receiveShadow = false;

/1 F B g 5 4H
group.add( mesh );

/] GV R LT AR
geometry = new THREE.CylinderGeometry(1, 2, 2, 50, 10);

11 BRJGR JLARTTEARFdA o 4 2 I #s o

mesh = new THREE.Mesh(geometry, new THREE.MeshPhongMaterial({color:color,
ambient:ambient}));

mesh.position.y = -3;

mesh.castShadow = true;
mesh.receiveShadow = false;

/1 F B g 53 4H
group.add( mesh );

/1 BRAER sy HA B s

scene.add( root );

}

B, A1 ik & renderer.shadowMapEnabled 2 true Ff- 5 H: shadowMapType J& {4 i%
& 74 THREE.PCFSoftShadowMap K JIT JEPH 5., Three.js i = FrE R A2 NG B SRk . SE Al
(basic) . PCF ( percentage close filtering) F11 PCF soft shadows, g FfiaL i El Eb i —Fh 8 4%
PLESOR, (A S8E HERN EFHFERE T M, 25X A /- 5 H o shadowMapType
FAJ{E 2 % THREE.BasicShadowMap F[1 THREE.PCFShadowMap K4 F 4k R, AR AU R & AE (KR
wmAVGE TS YIRS, BANRIRAI AR E 2, IR L Uittt B i = 1 5 2ROk 42
FHRE

ok, BATTFREARICATIF B, Tl 1FH: castShadow JEPEIX B A true, [FIIFFRAT]
FHIRE Three.js ATz H A L2580, Three js it AT IEAL B 51— Scilid H AR ARG
L AORTE YA . WA LG, BRI YR 5 —Fh AR “AHHL” RACER, PrLA
BATFEIE LA BRI SR, BRI R 3 55 7 1 DA S AR RE 3 Rz % 55~ 1f
HER R T s e Rt BRLAIRNTA BATERIX E T — At/ NE . REF AR 25
FRE, ITDE AR E— ARG E(E, Threejs BRINAY 0.5 3HX AN SRR A&, BE
Ja, TNIFFZEEE Three.js FIRZIEEI R SF R/ NEME, P2 BLE — A BOMUALIE, &7
P15 G B B2 I X e 2 R A iy i B & 11 e TR IR IR A . TR ATTH% SHADOW_MAP_WIDTH
F1 SHADOW_MAP_HEIGHT B i% 4 2048, b Three.js BRINAY 512 Tdn, X BHE (it E# EE 0y
PSS s X AMERR/DN, AR S R 2 N, SIRESORGIT XA ER AR IR
3 BRI BH 52 I ] A A w5z i P 5 O 1) o

e Jr, AT 5 U Threejs MPEEX R P AR FIHEWC A B2 . Three.js B AR ERIAREAS 7 A2 A

A
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WSS, BT EMMRIEE, XN RG, B 2HE A LA AR 58 1
Pr b, SRIGHOBEEBGX A, FTLA, FRATRE AR Y mesh. castShadow &Pk 15 & 2 false,
mesh.receiveShadow JE ik B 4 true; W37 5. Bk, [AHERY mesh.castShadow J& %
H A true, mesh.receiveShadow JZ 1% B A false,

e B e, AT SLBA 52 Y 55 B Bl B B8 o0 AT Y e 2 0 B AR AL A8 fk. 2R, Three.
js HIBH 2 I B £E 78 Ge B I A 25 B ShRf e 2o ARt A%, Sihs b, B ET 4708
1) shadowDarkness J& 1, [ 1 24 AT 9 0 €4 B FH ) ole 28 o s, 3T 95 22 - 2h 5B 37
shadowDarkness fU{H ., 2 FEAVXERCHDJE R T setShadowDarkness() HHALRYSEEL, BET
JEIR RGB (R IE R TR IR IS B . M URBE R CAT RIS VRIS, 25 KRBt
EBTRT,

function setShadowDarkness(light, r, g, b)

{
r /= 255;
g /= 255;
b /= 255;
var avg = (r + g + b) / 3;
light.shadowDarkness = avg * 0.5;
}

I} BARZ A& WebGL Al #E A 08 v () — I 2y A3 98 8 A, 1T Three.js AT LA
HERRMTE S E, Am, ERAROAY, 'k, PEZMERE S —Fh
EMPGIRNGE, EHREELZNEAF. T4 2048 x 2048 YA NG E,
BATTFZHIMNY 4 MB BAFZS M, RBE R D RENS F S /N R ST B 22005
AR BN RIZBOR . Wi H., fERLEEIFIES b, BRE Qs E TRy
SIANE ZACPRAE, DRI, B R B 2 A R X SRk
T 55 B RS PERES AT, FRTETRZENE O T B2k B Jo TR S A RZ 1Y
T,

4.6 EHfzE

Threejs N & T — &M KM TES ., I ERE A T E d 7l B 1) GLSL % a3 kLB,
X LB g% W] LR I HEE WAV & (A F52K, 40 unlit, Phong Fl Lambert, {H =87 (E1R
Z AR, Sk, A B Y T UASEELTCIR 2 Mok, wTLMEH 2 24 )R
P, AU FHEEE B, 20k, —A H TEHUAIR R Zh 6 (g, nTREFR X
FERRE T B R, DL R R XU T A A ek

BEE T RALIETER K R, DA R ad 2% —HARARSC U™ REMT EAIEETH (ATFAG A L2 il 1
JEHIECR, BRIz T SER AN ) . B OERARAERERMZIK, ek
T AR PR, b IR ARk G T —TiA] SRR EERR, FROADT At A & B
(programmable shader), fiAsAk 2% A PN A ] BERU A BB PEAL &, TR & fEIs T 515
Wi, B 68 TR B2 CIES RE KRS RRRI T IR, TR
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BCRTUASE GPU His AT HIRED, (EH TR (s, FFRETLACIE H i tkRe. & A
FIRE AR, DNTIEL PRI JTURRT A5 7R Frg B ol e Mg 4

4.6.1 ShaderMaterialZ: HFERECHEBZKHE

GL #4515 (GLSL) 4% Open GL #1 OpenGL ES JF & H—Fh# (4 2515 (WebGL API
My ) . GLSL JEARED @k WebGL F R SO 4@ (119 75 35 5k 9 1% H- 75 WebGL AT,
Three.js [ 7 GLSL (U EA0TT, RTFRNTER LTS & QR WESET L. 3T
SRR ARG, TR RRR AR, HAaCRIR 0 R R — S B R A b
FEHERIRICR, Three.js t AL VFFA {8 F THREE. ShaderMaterial Rik47 2 filfLi# (L 7s kK

/€] 4-14 JEJR T ShaderMaterial B J ) —ANRfil, 3% A 7RG AT LAZE Three js T.82 H 3 Ty
examples/webgl_materials_shaders_fres nel.html 3Cf:FF 483, ‘E{#ER T —" Fresnel & 3%,
Fresnel 75 5% FH T AL E 2% 20t K Bk 38 25375 BH A SO s 72 A 10 I S R S 8038

& 4-14: Fresnel EESBREETESEEANRFNIETUR

Fresnel & (2% (i%fF “fre-nel”) LA Fresnel Effect (JEVR/REAFL) v, iX
AN SN R i 0 S T L B K B T T - R - BT /R (Augustin-Jean
Fresnel, 1788—1827), FE{E /Rl B 7 JCAEA R b i G4k, 2t T 0%
SR, A BIRIE L1158, 15 T5[A online 3D rendering glossary (http:/
www.3drender.com/glossary/fresneleffect.htm) ,

R YR B AR R DL R R AR B8 T — /> ShaderMaterial X 4. HW B E &l T
FresnelShader #ifi %t % FF Y uniform (24) [E——&NFH A& LHEFEEE FIIEE
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FllA—3F GLSL IERSIE A S BAEL T m I BE AR, EURILEZ A, Threejs
2 H AL E A s F g AN EER: , P JavaScript JEPEZS E F uniform AYAHRME .,

var shader = THREE.FresnelShader;
var uniforms = THREE.UniformsUtils.clone(shader.uniforms );

uniforms[ "tCube" ].value = textureCube;

var parameters = {
fragmentShader: shader.fragmentShader,
vertexShader: shader.vertexShader,
uniforms: uniforms };

var material = new THREE.ShaderMaterial( parameters );

Fresnel % 4 #% i) GLSL JE R Zn {5l 4-4 Fron, X Be iR ACRS AT LL7E Three.js L2 H & T
examples/js/shaders/FresnelShader.js 3O 425, X~ (2% A5 Three.js FI{G K Tk
Branislav Ulicny (3 4 A BT 50 & th IR FR AlteredQualia) $&fk, 1hFA T ieix BACRD,
KEBFRXE OB,

f5) 4-4: % Three.js 45 [ Fresnel % fa.2%

/**
* @author alteredq / http://alteredqualia.com/
* Based on Nvidia Cg tutorial

*/
THREE.FresnelShader = {
uniforms: {

"mRefractionRatio": { type: "f", value: 1.02 },
"mFresnelBias": { type: "f", value: 0.1 },
"mFresnelPower": { type: "f", value: 2.0 },
"mFresnelScale": { type: "f", value: 1.0 },
"tCube": { type: "t", value: null }

I8

THREE. ShaderMaterial f1ffJ uniforms J&{4:+5E T Three.js fE3 (0 % o {8 A I & 445 WebGL
PIE, BEfL—T, HEOHSRBESHEITEMGRE (FE) T —k. EayE EmE
BALHE, & ARy uniform JEEERIE A SHEE TSRS s eI ERERT
AR T AR E I 2 /AR e, XA R D Fresnel % 4% a2 ST 42 il B 2320
Prit 2 uniform JBPE ({540 mRefractionRatio [l mFresnelScale), ‘Bl A r i R4rHEE
SCT—A> uniform JEME, TEABANRAVE 5. FUTIRATATE 52 > 1ok IS5 R EREE I,
XA E AL TS T PSR G SR TE e B R TR AR S SR 5, AR X &
2%, TRAIAUAT UL B AAL T RS RSTHIR 3R, B e DR i Bl S .

4.6.2 FEThree.jsH{ERAGLSLE BT

BAEIZR G ETRMTBEOR T, HhElns G
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vertexShader: [

"uniform float mRefractionRatio;",
"uniform float mFresnelBias;",
"uniform float mFresnelScale;",
"uniform float mFresnelPower;",

"varying vec3 vReflect;",
"varying vec3 vRefract[3];",
"varying float vReflectionFactor;",

"voild main() {",

"vec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );",
"vec4 worldPosition = modelMatrix * vec4( position, 1.0 );",

"vec3 worldNormal = normalize( mat3( modelMatrix[0].xyz, ",
" modelMatrix[1].xyz, modelMatrix[2].xyz ) * normal );",

"vec3 I = worldPosition.xyz - cameraPosition;",

"vReflect = reflect( I, worldNormal );",

"vRefract[0] = refract( normalize( I ), worldNormal, ",
" mRefractionRatio );",

"vRefract[1] = refract( normalize( I ), worldNormal, ",
" mRefractionRatio * 0.99 );",

"vRefract[2] = refract( normalize( I ), worldNormal, ",
" mRefractionRatio * 0.98 );",

"vReflectionFactor = mFresnelBias + mFresnelScale * ",
" pow( 1.0 + dot( normalize( I ), worldNormal ), ",
" mFresnelPower );",

"gl_Position = projectionMatrix * mvPosition;",

"y
1.jotn("\n"),

T 38 A A X R U ), 28 AL B DA R (FEX AR B Fig i F 1
FORFIRIRIER ) rhgE—N T B S BRI R — A Mg, AT RS T

F R R B R AT B g TP Y varying P E, 5 uniform A1) AR
ETH,mm@iﬂmﬁa ?%m¢%z&ﬁ%,mFMmm%é MBI BRE G
e XA, TAE G W D EUE R N B 1 gl_Position AR B, X2 B
BT AE, %t Fresnel #2331, varying fi tH 102 IS AIHT 3 25

Fresnel [l s & A sy B (6 T F £ AN EX B& A F WL MY varying 1 uniform 45 &

modelMatrix, modelViewMatrix, projectionMatrix %H cameraPosition, X &t 7% & & Ha
Three.js TRSEE Y, FFHEEEF] GLSL 4aikas, XLEEAFE, SFRANIZBHEE
DTG R AW LS
e modelMatrix (uniform)
B (MR ) AR AR HAERE . IEANE 4.2 i BrishefoBRE , X /N HERE L 5 — Wil 2
B Three js UK, HTRAWEAMAEEPHGCERFR, EXNMEOSET, B
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TR R TS E IS SR AL E .
e modelViewMatrix (uniform)

T FoRa AR AN R R A B AR 5 B, HUha& R AR AR & T AR FAHPLAD 7 &

FHIA, XA RFAEYUESCHIE  (FlanfEX />3 s i T I ST S iE)

R 5 A
e projectionMatrix (uniform)

TR IR R MABYLZS 7] 2 7423 R 3D 2] 2D fomiedft,
e cameraPosition (uniform)

i Three js 447, FORMEVLEHR 2 RIGAIAE, AEA,
* position (varying)

A 23 ] R A T R
e normal (Varying)

MR 7S ] Ph L I R 1B R
XANTH S 6 5 B (8 L T N B 1Y GLSL B % reflect() il refract(), FISkIETFHIML I 1],
35 AT S SR R R SR A R R, (X Le A S EE 4740 Fresnel J5 F2ix 20t
SRR A M, BTLAMEA GLSL &SN E H%L, )
B, TERE Array.join() BEIMEH, eo TS E G MR TR PHE —E, X
JEoR T B —FhbFE ] GLSL 44 5 1% 83 ARSI A 8 A 5. Bl Join()
BRI AE AR A AT AT, AR AR — AT EE A AT F R I 7 7 B i 4
Max B, FBE AR LOERIAER @i T, e AT RS 68 TR I RS S04 5
REME, #ZE51F)@ 1 uniform 25 & tCube £ ARYSL T IALFE FHIHGE, XN EL
samplerCube 2RIy, samplerCube Js %I & —Ff T AL B S7 J5 (R SCPEARY GLSL 281, &A1
{fi Fl GLSL EA %L mix() SRIBA WA, WEHREEANGRIE BB LA EENER
gl_FragColor A5 H

fragmentShader: [

"uniform samplerCube tCube;",

"varying vec3 vReflect;",
"varying vec3 vRefract[3];",
"varying float vReflectionFactor;",

"void main() {",

"vec4 reflectedColor = textureCube( tCube, "
vec3( -vReflect.x, vReflect.yz ) );",
"vec4 refractedColor = vec4( 1.0 );",

"refractedColor.r = textureCube( tCube, "
vec3( -vRefract[0].x, vRefract[0].yz ) ).r;",
"refractedColor.g = textureCube( tCube, "
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vec3( -vRefract[1].x, vRefract[1].yz ) ).g;",
"refractedColor.b = textureCube( tCube, "
vec3( -vRefract[2].x, vRefract[2].yz ) ).b;",

"gl_FragColor = mix( refractedColor, "
reflectedColor, clamp( vReflectionFactor, "
0.0, 1.0 ) );",

ll}||
1.join("\n")
b

OV E LI G B FEMR L TIE, (HXRERT, FAEHE 7ML A
FA SIS REBOR o i Three js HHU5E A T HA AP T/E——SE 3 (R R 5
HERE, JBERARML, TUE XVF% GLSL &, ZiFEfiEes G R—ARNE T T RkE
HOFF AN /), 4555 G 800 &k TAR A EWSI N, A TIXMESR, R
MG S IR A CHYE Qs . BIEBUA Threejs /- Bl FH 42 519 Fresnel AU (2857145,
Three js $Efit T Z R RIZERAIEERL, sl X EERBIRT LA 2R Z B 7R,

4.7 B

X —FERAE T Threejs H IR 2 J5 FE R AWTHRTFH SR REE, A B0 L (R IR 244 5t
SUEL ATIERNRASS, WM GLSL W5 THATH CRE B, &4, RE L5
OliE TEHAKENEY, HRIMEERE—P: E.

Three.js 3D 32547 il 09 e 2B & T8 YufE X W 4% Canvas Jo3E B 2D B, it FEH
WebGL, 04 2D Canvas 228 API, el & 3t CSS REMRICHETE EFE3), #8
ToREE, RMMWEREBIERSHIRE S, RITES WebGL, HE2R heEAmHhE.
fE AR, FRATSUFRE SRR R, (HMERe =, L RNME FiLsE
WebGL,

ot 6, BIMEGE A T WebGL, Bl IE FL ok i e P (R MO (5 o 45 18 2 e, ldn, API
PRl e R (R A 52 b (Zebuffering) 13 (R — Rk (608 fof ALY
AERE RAE R R IOTR 15 . LASGL A I8 B rh B AT R OB R ) o B3R T,
ARV PR o, o160 7 P 1 AL R ORI, X T RE B E
W, AT, SRS BT, Rl B ik A, (U
Fell VA48 ety — - T

Three.js (191 H0 B0 8 7 56 A B AL FAS 5 0 I 8, (TR WebGL ifi e, FF
e B T TR 2K 0 T U B I 0 R PRS2 . T A0 T T e
FEIIRRE, % T LU DU RS SRR 0. OIREi e, BHLA R, DARIE
Pl render () B, {H Threejs YRR 1CE 2R SR, LML T RENSHESHI WebGL Jik B 1
YR BRIRE Sy, L HE X R 2 A BRI, GIAUGALER, i Gl B A
Yo, Bl TATLL G 2 B 0 EORORCR:

78 | F4E



471 RFRAEBINZIEE:S

A, —RERFAE, —DYr@ W THEEE L RIEGOR O & R, HKrE
1§, X ECPhST B YU K AE— RN % s (multipass rendering) M RE A R —
e, PEERANIEGR., W2 LiEEe T ER B &3 (post-processing) A, B ilid &
RACERH A RARTHE G5

S AL BEFN 2 08 T e AE SEIN 3D fE Qe Ok B AT, Rl Threejs AUTEE L TR KAV TR
KIFrE, B 415 R T — /MR A SR RG], B Threejs IFALBH S, 1E& 2
AlteredQualia, JI% examples/webgl_terrain_dynamic.html {4, H:MAY B FEAEEENR L
R A L RHh R, AR TR PR R T AR R BT AN R DA NENREEZ, 15 se Rl i
T ZEEY LT, S5 bloom & Gk IR Z g O, DA fE &
WriE s AR R S 55 s B TR SR

B 4-15. HEMEEFRTA, FRIEGLIETFESR. 2FFH AlteredQualia 124; S JLH
Mirada 124t (38 RO.ME fame)

Three.js [ faRCER BT UL TR

o @ id THREE.WebGLRenderTarget X% 7% % &5 # B 47 (multiple render target), it %
H{EY FbR, Hscal U2 kiE ge s EArE b, FEE B BB G . (PR
src/renderers/WebGLRenderTarget. s, )

* THREE.EffectComposer ZESLHL T — A LB E PG, , ENMHRUE—NBHEZANER TS
(render pass) ¥4, ENISPRKIAANRSE T RED, B8 LFEE Ui 4 9
LA b8 TP AR B A ) B R R AR, e — B A R

THREE. EffectComposer, DL fif F &2k SEBl & i 5 4eiyontsl, wIUALE Threejs T2 H iy

examples/js/postprocessing/ F11 examples/js/shaders/ CEJe R H], WXL H G, REBESE
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BN R PR

4.7.2 IEIRiB:

MR EF R —FEge 5k #iRE# (deferred rendering), IEANH:L, XA G %EEF
ARSI e BMG & R, A XA R {E S H] WebGL canvas =, 5£iE
ERFFEE R — 5, AW EIR, 52 Z HE] WebGL canvas A [E], WER{E YR
AR B T 2428 00 a2 SCRENG1E]) RIS & G st RE R EdE, s Tk
P B, (oG BES SR A R R T AR Ml X FhO5 AR RE TR AE i 23 [ R 5 RE
01, AR T DAGIGE & B B SO, UHGE A TSP ruab s, 20L& 4-16,

B 4-16: ERTERERNZFEFNENE (RRHEE 4-16)

4.8 ING

AN EAET T, WK T Three js $RBERIKRE > £ B FNEYLRE D FAT T T 4nfaf
E AT E A LETRAR IOk G 3D S2 50k . BRSNS BALRI B B . BATEHE T Three.js
T TR G 2y s A2 (R e R 554 . FRITBE TSRk TAF R, SrBAngT e,
Bela, AT T TR SR A SO, AR AL B RTHE B {E G Anfal e T T A1
LRI SCRREERY . Three.js 1 5% K R AL BURR P DA 18] 0. 55 T R PR AR ik H ke . X 28
HEJI 45 & WebGL R ARE Ny, (43R AT1LT-REWS G 3R MTTRE NS A 2 AY 23 3D [ FiL1L

%Udi
SN
it
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BOE

3DZE

o) K G R A I R SR B BRI, A T EhmELLE, #EAR 3D SEhA T Em, R
AR Z AT T 3hm I H AR DL R MR b R R 07 2, B2, shmi Sty 4
—f: LR FESE.

WebGL A & -5 A xt ahmi iy Ji A e de, &k, WebGL API FIRE AN & i FA 104
Eik 60 Wi RPN R Ye E 2 BB e, FR R RAICA 2 R 2NSE 8L 3D 3N
o SAIANNE S B TR ZE R e, X b w5 T A HA e AR R A

AT LUA T % WebGL s VERTCE: &, JLATIR, QoL BABT. XTOEFIM
Wl R rTLARESE), ek, fhansuiililizsh; JLAIRR AT S dh, HLdh 88 28 i Ab T
s SCERRTUREED, Gl BEHAIRSD, SCEREEWUEILBE SR MBREIE, Bim
wt. B RSB RT LARE A I A2 1k s ATSERT AR, #23hDA R e B S it s AHHL AT
ol . ek OV REHIRCR . Shmif TCBRr T RE.

AR, RMSTREMETA, URkATFEH e TR RE, XS RAE TR
U A Tl Z AR S, FFH M B # 1B IE S HF . WebGL H iy s imi & — A4~ & J&
ISR, FrLATAIR R I L PSR 5 RAIR A H . Threejs $& 1 T REGS R 47 HhAb FE
oy R s T H, HMWEWR B — A IFEE——Tweenjs, Tween.js & —4>/)
L5 RE. T AR A R, ARX SR AR, AR IREI R o B 4%, ABIR
AIREFEEOIEIR A CRzhE 5,

B WebGL ZhE N AW UL T — A8 2 A a, X et S AT h it i mn 42,

o {fi [ requestAnimationFrame() KIXFzfTIEIA .
o FEBIGSTIEAPTIIRE, DA T5 SCR el A R AR . X5 T B R 3
w, Al — ARG AR, . (E— /M IRRIALE . 05 M B AR B PR R AR A
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FKFHAG R (FlanktiE) BIeRs, X ARMART AR, SHRUL, X5 R B
Zhm AR, (R TAEE A R E S .

o {HEFHANE] (tween) RSEEUEMEM —AMER] B —/MEREEEE L, *MAEERE A H d s
kR fE AR (B, B — N — AL B AR S — M E),

o (HFXAEM (keyframe), BINEIBEMIR R T — R VA BIAHEZI B EIE, HEE
— /T PR SR A6 A (interpolate) THEL DI, Jeflid TP, gk, 45
A R A T € % T B vy R PR AL it Zh i, SR A VR AT I — R Bl i rp QI — R 51
T, WA GAMAARARE R SR —ME R 5 —AME R R

o stz (path, FE SCHIEhEESERE) Bahttl, 2o eifiie L A5t ok 6l
A RIAYLEEECR .

o [EH%EM B 4% (morph target) , il it 3 A — R FIAH B ISR, SEIUH L{ATTEAR D AS TE
XA TR 2 i FH T 2R B 2 A B A i A dh i AR

o [EMZ K (skinning) KT B0 E M LRI TR S, X2 LA Wy miFntt
fth & 2R Zh i ) e S e #

o [EMA &% (shader) SRRfi#E R} A MCAS T AL (B FMR RIE, FLoebt e, —APFrisnyshm
BRI T TS P sl BT, X R 48 ] GLSL SRsEHl, & G R
AT HE AR &S PERE I, PR ME R, i H CPU R, SdEHEE
I,

A, S ERXES RN L, &2, ﬁ%&ﬁﬁﬂtrﬁrﬁﬁ

T EAEmys, HEE —AmErie, RERP LS TRy Rs ine

AR EREE T S e Bilan, an R URAYEBA B 53 A % T, %BZEE*/I\%%

Jr AR AR A Rk Zh m i SR S . H e, BERETA AAF. 3D shmi LA

FREENA S, 5 TR A,

5.1 {#ErequestAnimationFrame()3RIKThTNE

T 9 8555 e 12128 T A0 4] ) requestAnimationFrame() s 35 i F 1932 17 16
BR, B/ Web Y8 RO ELEHTG APIL

requestAnimationFrame() fUiX 1t B 9%, 1k id JTavaScript fCHS IR Zh 1Y Web b FHREMB A
—F, RSO, 4G DOM e EA k. M miAEE, i CSS A&k, sk
T Canvas 11 WebGL X Y2 B API Gl & 1Y Bl J, requestAnimationFrame() fx - H B 1F
Firefox 4 71, FEicplh 3B o5 B . Mozilla Y Robert O’Callahan JR4c2 0 T 34—
FRERUEN YT 25 NEERBOR (40 SVG 8 CSS if i) 5 H I JavaScript FRES [R5 HI 757

M, Web B2 HI# ] 2 8 8 (timer) f 5 il BT T A 25 09 3 im, 3 i setTimeout()

setInterval() XA ed %, BEE Web B IR & E A RIS mAI R ., X5 7% W1,

i LA —2E

o EMSUARBFEE (SULATRERRL) RIFRK RS E, TCieR S RLHIE RN
B AL,

o (EE G EAH AT JavaScript AT 5 He b 0 YT 2% U150 A A Sl il R b ]2 (4n
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SVG & CSS i),

o LWHMSHRETHEG AW, S SE S GwaME, EMSBamEERIT, X
23 TR 22 BRI 3%

o JavaScript b FHACRD AN JE Won & FORIET R, Arll e S Re W 15 e THEF 2% RME . {51140
P BCE D 124 By, IR 60 Hz Rl 87 & B9 -0RE TC i 852 2 i A1 3 2
B WRIREEXAMER E Y 1/60 72, I ATERIFTREARA Bor g b, (RetkED: 7450
[ CPU WHF R 2 ik A 25 1% BRI A

requestAnimationFrame() #fi% it KM Ll AT E R, B — FaiJLEGT, ki1ivia
TR ELLTFLA T X FIER

function run() {

/1 TR —bizhm

requestAnimationFrame(run);

/1 JEshahwE

animate();

] R

renderer.render( scene, camera );
{H3, A requestAnimationFrame() Ffi5Ag {4 ARFIAIE . Tl 1A 772 W & 7R A Bk
it (] S5 [a] B At U FH B AT 1 Bh m & dilAeS, JBATAGIFEAR @& kK Z M EIERR, X
ST RS S BE D B (EH TaxFRos 20, DN 28k RE 0 & N0 2 2 JE S i s R FH L P
RS, XAG LN, B, Waes v D3 MprT i i BB IR . 24 a8
ARG, S DA m ik 6 L BonasfORGE 2, M, AR i S
BB T, SUBRATNEE B/ ME T, ERT LD B R AR TR B, R I A Y
IR, 55, WS TUARLEACEE P& ERIE, INmmc & HI R ks, A%
IR, %=, {E requestAnimationFrame() i fTIIFT AL HIMRIDREA S S H A REIE (B
T8 N BT 2% MBI ) #E476 s (composite) , B2 A SE PSP, B s O I 2 1
Lo

5.1.1 TE{RRYN A B {EH requestAnimationFrame()

i £ 3T HTMLS Fi P9 FF Kk — £, requestAnimationFrame() A~ — & £ #k i 1
AR T ARRA R, REXFENNES a2k, RM, f£Eh—4
T 2% 1 S 06 PR DhRE L IE & R 3 W3C B iia e AR iyt ft b, 00 W 25 7 101 s B A 48
XA BRI AT RAA TSR AS o S A FATTAT LAE F — 4> H1 Google T2 Paul Irish 6%
HJ polyfill, AL 4Nl 5-1 Fron, PR AT CAEAS 5 19 7R 151 3C £ libs/requestAnimationFrame/
RequestAnimationFrame.js F1#REiX BRI, B2 IAERTA (BT 25 A fh SR A s AL
EAFRSEEL, ARERAE], W B ZhFEHREEFD 60 Wil setTimeout() J5 4,

{5 5-1: RequestAnimationFrame polyfill, Hi Paul Irish $Zfit

/**
* DL e 5 Rk requestAnimationFrame
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* http://paulirish.com/2011/requestanimationframe-for-smart-animating/

*/
if ( !window.requestAnimationFrame ) {
window.requestAnimationFrame = ( function() {

return window.webkitRequestAnimationFrame ||

window.mozRequestAnimationFrame ||

window.oRequestAnimationFrame ||

window.msRequestAnimationFrame ||

function( /* function FrameRequestCallback */ callback,
/* DOMElement Element */ element ) {

window.setTimeout( callback, 1000 / 60 );
I

1O0;

A LA BUFANK T fi# polyfill iXA~HLiR], ER4AE AL (il & JavaScript)
S BT &% vh A R BERD Bh R, polyfill 3 FAEAS 3 H5 8T Bh g sl sk 0 1k
Ly RE I R A D 5 8% e X /4 3R] R 9 ] T2 Remy Sharp ¢t 4nft
TR 206 TX A SRl A 75 5t SOk IR, 1 YT Sharp AYTH & SCE (hiep://
remysharp.com/2010/10/08/what-is-a-polyfill/) .

requestAnimationFrame() & Ihiz M —/> S B BN R E R T H b FH P ARRD 2 At iR T
T, IEAnRSERAE R R S f T RIS B B B AR . X e AL R R
S, AR URTESD E E T R B IR S URATEE A 3D N, M AR AR i R T — i 2 B R A T —
ANSE, RIS sk S HR, AR An R URIE Mt s 2 A e ik 7 F—mi, ILFE
BT AR UERR P IS 1T, BIEE A S5 7 A TR, B I — 5 ik RERS TIEH:
HLTLHE,

5.1.2 requestAnimationFrame()F0$EE

R4 requestAnimationFrame() Xt amiPEREA F, (HALFE S/ AEH ., An i b8 &% 5 FP 60
DR RA RN, PREE SR UK AN IR A TRAE DY 16 RV aERIRTH, S NH P &9
VRAG R TR, PR 16 ZFMRAT, FrLARSAUR ol REm DA, s & A
fEek. PLF5H 3D PSR HIEES & ER & . worker LAK CSS 28 55 1o % 55 2 i
BAR, REBRTRER B, 58K B AR 7 FHIRCR o

requestAnimationFrame() nJLLifi A HTMLS 51—/~ & B AV EE, 5T
XATEBL, A BT AR T, A IR 2 TSI AE S TR ol HEFA 1
T R B, (ERZ EERX R R E, RSB SR SR,
BRTOR, SISOCE. fRonTiRss, LRSI E SSE R

=z
=

i
(9]
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5.1.3 E-TFnaYzhiE F0E T 68 B 3h E

R RN E ARG8T T 2 il R, S8R LR SRS (k2
EETRENEE S, Bt AERN — RV RERE), B X E R #HR A — b
(frame), Do b, HEZREUEFRD 24 5k B A W0 B30 fuscme iy, FrlAmi# (frame rate)
FyEERD 24 Wil XA EAEAR S TR R R RS T (R, fETFRENLAE G E K 3D
TR IR, FRATREE S FR S B0 & o HERINAE(E, &3 30 MidERb, 60 WidEfhs
. Rk, W2 shE &%, 540 Adobe Flash, HIF44R T 24 Wiidg oAy 8 g
MRGRI B E R E A T, BED, XA T, Flash w] DL & X 60 s
B, (LB RO RE R ARTE . X Pl shmi 2 408 — 2 1 B wli I ik R oA 2 T bt 9 3 @

(frame-based animation) ,

M TR A — A A RO T AR R, B Al i m] CAR OR 2l A 2%
PR S 5 B AR, B AL i T ASCRR S m = X6 WG oR UL B0 RIE, R SG
R i A2 B Al SRR — By SR, RS ALEhm R, PERES b IR & YR (LA IR K
Ao ARVR BN 24 Wi FPRIANE, (HIRALNFFFRTRIET 60 Hz, fRghdks T R4
LA BIHISE 24071, DLR IR AR iR 0

B —Fh W FR oM 2 F 5 18] 4930 & (time-based animation) HIHE ARMRDE TX /AR, HHETHF
BZhmd, —&RFREREEZED MRS B, A ZRE S A= T i) 5L Bk
Wi, Dk, HEMLATCAE R EEE f, FERLROIASEE, R rTRem it BosEdr i E
BOR B e I I . R 2 rE e, IR T A TR R s E, BRI TR
b, animate() A BCTTTA T 24 BT WA BT — Wl 2 [l B[R] 22, - FH & 2 TSR e i AR
AR K N R IR G40 2 TR 