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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

20 |



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

2 | #£2%F



/] 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
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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

WebGL: SERf3DEH | 25



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

ThreejsF AR FESR | 73



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:
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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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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 R pgshm, BrLURE W (frame) XA BRI AE
requestAnimationFrame() #FRAVE G, (H'EIRIMEE T2 T R A 2hmE .,

52 EREFEFEMENAXRAENE

FIHATA I, 75 WebGL 5t b 58— 2l i 1 e 6 505 g 4a B 10D, Easf T Ia 3 Bk
PATHIR o SOET R R i R . A ERT R E T o BN RG], Bl Tt
ST 5 A rotation.y JEMESRGEL S 3 TR Three.js 57 i, Wt TL, fE4—Wip
BA B ERE S TS y SATERE A . R E R — T X B,

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;

}
As B duration, currentTime, now I deltat FH T it B3 T EI e EAHREH, F£3X
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Ao, BT TR SE 5 (R DA RV e i — R R S8 y Sliess . kiR H ok M A
(angle 75 &) EEATEHTRN 08, XANEEWEINEIS G 241 rotation.y &
P b, BT, HEFELE Threejs FpAELLIRE, BIEAQ7 R EAYEE s RO 2Ry it
AUk, Math.PI * 2 S light—fE (360 F),

XA AT LSE B8 s R ARG A nahmi . (7 &, g, S, MmEie, &
e, F%, BRitzAh, Ekbr BRETEAEMAY . il (] JavaScript fCR R mME, K
AL R R T ST, Ber A5, A/RIZH, SUHHE. Banif. ke A
FRAT LA SR S B i o PR e300 b2 2% RN B T AL AL ok Ul — TR A B ECA
U TS KA, PR R ARIE, WrTCADREIM FFEE., Stitodr. i
AR, Wi R DA R et 2 SRR IR B BB B B IR AT X A TR R SR
R Bl oA H B

Bl 5-1 i5%; T Ellie Goulding’s Lights FY " Rl 5%, X & — > i & [E 1 28 B TR B 23
Hello Enjoy JF %) WebGL ¥ SR al#LIH . XA H 8% A 7 A2 —Beital, Rk
RATUARLE— RS A thdi DROTES,. KTHRBIK, BEREITES LBk, ¥
R IR ER Rl 6 2 e 2B 280, IR BRTRUEMIER: , KT B AR R R b i - 4¢
P A X SRR BB AR 1T 0, X FEARAIA R B B, I BT HO8OR AR AT
TR RRY,

5-1;Ellie Goulding’s Lights——— N2 E) B RIS RN E ; A8 Hello Enjoy 124 (5
N HEE 5-1)

il 5-2 JEor 13X A AT AACR sl 9 — B o5 LA . X4~ FHEY update () 5 ik AE BRI AT
IPATHIR A R . B R RO S s b B A X R IR update() 7k, T HIHY RS Fr
Btk B LIGHTS.StarManager.update() J57%, X057 75 M T2l S R AR D) m, B EVIE
Yuohy—> THREE.ParticleSysten Xt G ik -1, ATHLORARH AR 7 /ROR T84 BRI
RGB /4 €6 [ anfer il 4 I A i 28 e, DARGl — /S B s 5 (%) kel
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HINBRATRICR

il 5-2: iz E—Ellie Goulding’s Lights HIftHD F B}
update: function() {

var stars = this.stars,
deltaTime = LIGHTS.deltaTime,
star, brightness, i, il;

for( 1 = 0, 1l = stars.length; 1 < 1l; i1++ ) {
star = this.stars[ 1 ];
star.life += deltaTime;
brightness = (star.life * 2) % 2;

if( brightness > 1 )
brightness = 1 - (brightness - 1);

star.color.r =

star.color.g =

star.color.b = (Math.sin( brightness * rad90 - rad90 ) + 1) * 4;
}

this.particles.__dirtyColors = true;

1

R B shmidE# RIGFIE K, (el RREDARANEZM. BREEFIHh
ARG B NRED, Bk Rl 2 AR R R ghE, HEAREIZ . R, M
FE HA B SR B T5 i3, dneblRIFISGEEmT (Fofa S RRix seit ), et hE . &5,
TR A AR EARKIBRE T LB B AL &, i G EER AR A B 2 R 1 AR i
FiGAEARFT KM, NEELV, iR shm (&R — A i MR-, P
W E RIS R, SKIRCR AT LA BN, 1E4N Ellie Goulding’s Lights HABFE,

v, Y sz S H- 4= =H N
5.3 {ER*MEREITEIE T E
V2 dhmig R LA R P AR ks TR SR R L R BT, EadE A ARSI R TR, L
Mt — R FMEF T, UL R—AHF iR AR PEE R 518, X FBe X 2h 1 75 3R A
48] (tweening)
F R YA TR —HE R AR A A S B R . A T AR, shimzx il R ttahminy
RAREREE ARG, ATshmpta Ry iEE GhEl) hs1% A shil A, *hase
FH— ARSI E] 75— RS — kP s w52 5k 8, an sl ARE 2 — i

5.3.1 iH&

Il — T PR A 464 (interpolation) HIKCEHARIIL, ARSI T — MR
A (it S Bl) RHHRERAMEZ A —AME. B 52 8% THE. - TERE AR
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B, ARe—/~0FN 1 ZIAEsy £ u, 461 P rTLLEIE AFKA + v * (B — A) iRk, X T
Bl 5-2 iR, FATATLAEZIGE{E P(u) = 0.4, XREFRIHAY, PFRA KMAEE (linear
interpolation) FYFEIE Tk, KA RARES RAVRBEG /TS —F AL, Hid
R IARE RS, ankEde (—28ihgk) LI, R T2 Tahm Aged . Bl
JEkr S TR TR SRR BhE

B 5-2: LitBE; BRAEHKITY (BLEEB 52)

(AW A RIHH 3D L &, gk, Hifa, tbrmld (Flan@E ) Smthil, T 48
B LA WH B A, 140 3D [m gk, S i E RN )l o TR A o m A A AL A5 2
Bilgn, *FMEA (0, 0, 0)F[&HEB (1, 2, 3)AY3D A& AB, T u = 0.5UHEIEPH
(0.5, 1, 1.5),

5.3.2 Tween.jsfE

B AT bR EE w S s, RS, MR ARk R, g3t
IR A IR (BhEDnedE A, BREGR ) X BN PO, MRS E AR T . IR
TE AR, A& A SRIRNAR R, Tween.js & — AN AT B9 IR AN )@ FH 22,
Y& Soledad Penadés, ‘E&#% W FHAE 1 £ i ATHY WebGL T2, 4% RO.ME, WebGL
Globe UL & Mine3D 22 B\ JERE Minesweeper B Web iR

A Chapter 5/tweenjstweens.html 7 51 (51 2 &y — /4~ F T K Tween.js & TE R A 70 &,
Bl 5-3 o BII#LE . &R Tween.js 4— > IS B A S5 AR AR N & FpAS . (o7 B
e . MBI ELLGE A, iR At T TR AR R E R CRhRI R 48 2 RS
ARt E]) BoiE s, TR /2R &R A EHE, DA —A~ T2 a4 a3
(FFEEEA) LT, AINEA —A TSI 3 LI, FA PRAE T — 1 TLATE .
TRAT LAV REAS [R] e TR AR A B A T An Al e 28 38R A

%Pd%
ik
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5-3: FIF Tween.js iZHDERE

Tweenjs E% 5 . ‘BRIEZRAEF B, JEH £ 5 JavaScript B S A G £ &M, AT
VI A FH TR e 550 5 SO @ bt A& . e38 T 2880 jQuery oA H
W, HREANRERERR o ERE, LERITREERS] 5-3, BIERT playAnimations()
BRI —305r , M — B AR, XA R Bk bl R R SR ik e — /]

5 5-3: HT A Ay & Zh iy Tween.js XA

positionTween =

new TWEEN.Tween( group.position )

to({ x: 2, y: 2, z:-3 }, duration * 1000)
.interpolation(interpolationType)

.delay( delayTime * 1000 )
.easing(easingFunction)
.repeat(repeatCount)

.start();

XA B AN — AT IR B

K1t 2% new TWEEN.Tween, BEET N5, XNSEF O EBRRATHMNE YRR
PaE

to(), ‘BEEE—E SUHMA] H AR B HEIEHY JavaScript 3142, UL LAZERD 4 807 58 SCAYRD
[E1]: 0 N

interpolation(), —ANHT & ARIERRIAVWE T, ERIBIMERSMAEE  (TWEEN.
Interpolation.Linear), [KH7E(EFZEMERRE IR, XA AT LAA N,

delay(), —ANFTFEXNRITFAA 2 Bith AR ARl % 5 s

easing(), —MHTEXZshE (FET ") ARk,

repeat(), —/ANH T & SCHMAI T E BRI AT € 57 (BRIACH 0),
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o start(), JFLA%IA],

TERX T b v A FF M . BAFNA—(L B, Jeks. RS LUK % W] E—HB AT
Phidid 2R B . Tween.js HYSRAK ZALAE TR AT 0 to() T ke (1= A2 (LT IR 1k
&, MEFHRIIAREE, Flan— M5 s y FTiEEE RS A, "TELE L 40
TIEARAHEE

rotationTween =

new TWEEN.Tween( group.rotation )

.to( { y: Math.PI * 2 }, duration * 1000)
.interpolation(interpolationType)

.delay( delayTime * 1000 )
.easing(easingFunction)
.repeat(repeatCount)

.start();

FE B BRI B Eh 2 5, FRAIFFERAR Tween.js 78484 Shmi i #84 HH7 . X —2 f
ARHENTAT, BIBEENIE run() BECRERN T T EDX AT D .

TWEEN.update();

Tween.js fENERAES T — A2 i ab R RIWFIZ, FHEOEH B0 update() 5
%, update() UL, JRARIELE A A K, HERSRITE BT, HZ& THRIHAE to()
Tk R ER YA, PR TR . X g —A . JLHEm R sy, A
TR RIS, HRXATTE, FNCHRES—hih T35 E e,

5.3.3 £z

HI T AR 2 BEAT 20, JH S F PO i TRl 7] 2 7 A — A (EERTE T A T AR CR
AN mtkizsh Sikeanm, ellivasham Atk shi. mdE, &%, A7
Tween.js, ATk rTLAFIHANERIL ) (easing) B2 AT RN A RS BT B AR etk
BR BRI SE [ ARA KDL . 2 Al A ORI AN R B AL R D LSR5 TR, ‘Bl w]
DL TAE R i s A B GBS B E OU T, I — 2e FSCR

SNV BRI R Z S R A, THERBMIIECR. EMENaFiie, L2mA%s)
BA % Quadratic, Cubic, Quartic FQuintic 73 BIF il —ik. =ik, PUIRFNILIK ERECR
KR . AL B R BER Bt IR, SRBRLA R SRR . AR R B T
TN GRRIFTFLAITEL) . ZRahiB i (RMAAIEE R EE), B i #B e .

5% 8l) bR AL SR PR AT HUHRVE R I N TR B, 9] 5-4 J& 7R T 2% 5)) B % TWEEN. Easing. Cubic Y
R, IXAEE B R A — A~ [0. . 1] (B8 EAIBE (Flanse A wb Rl — >0 &) .
XA k AR B e B P ot AT T SO AR, sk UL, FARY K TEER/DN, IR AR
SE/AN, Ak, M kIERE L, REEWRE 1,
{5 5-4: Tween.js cubic 25} Ek%L

Cubic: {

In: function ( k ) {
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return k * k * k;
1
Out: function ( k ) {
return --k * k * k + 1;
1
InOut: function ( k ) {

if ( (k*2)<1) return 0.5 * k * k * k;
return 0.5 * ( (k -=2 ) *k *k +2);

Tween.js 1J2% 3l A & T Robert Penner (http://www.robertpenner.com/index2.
html) 7EZhE 5 EAVFEAIECR . BOHRME T Iz R iR, Sihk
PEARE, ZIROBRE. PURGEE. IESZ G REFREC 2. Penner HYBCR AR
4411 ActionScript WA #6464 4% PG S WIRAS, 045 JavaScript. Java, CSS.
C++ FI C#, FHHE A jQuery HYBhmIH FALA B,

WEANFRATTHT AR BIRIABAE , AR H & A T G R IF ARk A ARIIECR . Tween.
js B TCVFURREAS [R] A 2l i B F2 A R LB E R A B, R ANk, Y URIF 4R BT E 20
AN, —E A RS A — A E Il RIS, X eSSBS kiR
M T

5.4 {ERREMRIINE RIE

AP A1 T T FH R O e a7 AR e PR . S R 2 0 el oo I S s, Rk TR i
FT ARk, <eEwishm s —R27E, LA AIRES ASAHIR V1A 5 (8 2 A i a) fe i
B, AR E—* BAE R A TR ], (3 %4 M3 & (key frame animation) X AAIE[FE N
T RTF Wi B2k TR AL, X2 T RE0REY.

FBEWUBE PRI B — AR () BN AMESIR, (BRI RIEAR B
] W IR s Zhim R Geds T xeh Bz i By i) B e (R TSR0 ]

TR R B CRE MR ES15) JEoR T — A EWE R RG], X S5 &
AT — A 0 B 4 s o sh B B AL O B 1 Zhim ., 75— PRt fed, SR fE
Al 4 Forfm ERah, fE)G 3/4 BorhFrskim R sh It man AL B Eh . dhim R G A
Al 1/4 B TR (0, 0, 0) 245 (0, 1, 0) ZIRIFIRRE], WifERIAAY 3/4 Frh TR (O, 1,
0) FI 4 (0, 2, 5) Z[AIATAMEA]
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var keys = [0, 0.25, 1];
var values = [[0, 0, 0],
[0, 1, 0),
[0, 2, 5]
IH
I B Bl ] S T LA S MR (R B, S TR SR AR (E R M L AR (E
s WS 2, FoRCHMIRIEAE ST AR VE— A etk s A MR B, T AR R E—
AR IR (An=2kAEg%) WIEIG, REEFMEIFIC B mi# R ] T HE1E, 1HEiz
I AELEPRAS BRI s S E i i w] AL & AN A B RITE, AN S Sl 2 8] Bt 1] )
B PTDAANTR] XA A5 S50 R ADSCR AR UASE B, FHELE Sl i Ui ] L SE 4 b7 il 2 e

5.4.1 Keyframe.js———>&j B AY 1 3h iE13@ F =

{55 2] 5 4 il 2 0 7R 9 2 A, BT TR 22 e IR — A T Sk B A 1 2l i 2,
Tween.js il 15 FH 2 ) PA 51 £ 8% i f ) 56 (B A Sk S R oe g miiZhml, R antk, Foak il
X FERIIE LA RRRAL, 10 HLAE Tween.js H, PRALITCT: o8 3% 22 5 i s 2 TR A It () [ B
Three.js S2br E3RME TN BN, LEECHWIZhE S, (HXHAE R THETF S —Lmg
MR, BEREEMRHEH S A JSON, COLLADA LK H b g R0k, —Reskin, Jeqk
M N A A IZ H 3ds Max, Maya ¢ Blender iX 2 ZmdH T B H SR A K, miEF3h4E., B
AR A AT CALERR 7 53 05 (0 bl — SL i P SC DA B A i is 12, 2R,
HTHRAF A8 . HT WebGL FU &) 5 BRI T %, ’FmE T4 H CREHE,

Keyframe.js,

Keyframe.js JE# B 8, BRI THAZ: AT ERE GHh. Fik. 7EREH
%) Y2 KeyFrameAnimator, LUK —AN T HH M SCHMUZ Al AP AT Interpolator,
H R A B R BONFR A . A1t Keyframe.js LR RIEHLES) a5, Shb 3R]
Al LA Tween.js A s2BLAY DL 5 HY Penner J5 R, MR EE KW T, #TH 3¢ Chapter
5/keyframeanimation.html, SEPRALFE Keyframe.js P8R . REF R —A4nE 5-4 R IHEF
Rt ilE, AT TDAER— /M mfE SRR e . — M PR & arkie B RkeR, R
BRI, TonE SRR 2R, A o ds 6l b o VF fr ek 22 s mift a1 s, TR s /
KRR B E, DA 2) & S IE

1 5-5 Jgon 7 A FHEGGE FahmoARaD, |k, RATEIE 4 KF.KeyFrameAnimator Xf42,
ROk E: &0EH. hmbk (LR A8A), Zahds (BT
Tween.js 1), AR T interps S5y — Wit AL A . EEBEMNZ, 5 Tween.
js A, X HESCEMAIE LS, MAOUREEX s sk, ASFE Sz [ r i ks
AR, ARYENLE A (target:group.position) WUTENE, M FEMZIt = 0%t =
0.2 Z[Alm A RT iafr, SREiudR EIEE A (t = 0.2 3] 0.25), fEX )5 EillEiz Ak
B (t = 0.25%]0.375), fEt = 0.5 %], EEBFKEHEETIL (t = 0.5%]0.9), &
JRTEt = 1.0 RENFFIEME ., HEA Keyframe.js H, B ] s R A %A dh i
H—Asras thab@ll, efBUATERE A 0 B 1 2], [Hr— 2 i E 1 ik E
KEST:

time = t xduration
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5-4. BRAXEMEIRERNE

BA AT ARIE R, ARSI B S8 x A ist, XA ZEFFIRE T
PERIOL BRI PSR SR XA A, JFE A TLAER —/ e, (B AR
A e R e U AP AE — SE R RV, (s s ORIy . a1 20 B %
)R TWEEN. Easing.Bounce.InOut FMHA , iXA2E 4] bR Krfe S A s P8R R A 24 A
PRRE R A FACRAIRAT b S & TR R TEkrp et L R, &)a, Bl
R start() BBOR Bah B4 shmE .

] 5-5: i —F-H 2 Byl 2 i
if (animateCrate)

{

crateAnimator = new KF.KeyFrameAnimator;
crateAnimator.init({

interps:
[
{
keys:[0, .2, .25, .375, .5, .9, 1],
values:[
{x:0, y:0, z: 0},
{x: .5 vy:0, z: .51},
{x:0, y:0, z: 0},
{x: .5 y:-.25, z: .5},
{x:0, y:0, z: 0},
{x: .5 y:-.25, z: .5},
{x:0, y:0, z: 0},
1,
target:group.position
3,
{

keys:[0, .25, .5, .75, 1],
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values:[

X :0,z:013,

X : Math.PI / 12, z : Math.PI / 12 },

X : 0, z : Math.PI / 12 },

X : -Math.PI / 12, z : -Math.PI / 12 },
X :0,z:01%,

[l o Ran o)

target:group.rotation
1,
1,
loop: loopAnimation,
duration:duration * 1000,
easing:TWEEN.Easing.Bounce.InOut,

s

crateAnimator.start();

3

JK T XU RRT A 3 ]t wT DA ZACLR 5 TR R B, ELHC i 30 e S A 5 S0 R B ek K. —
Aghy i R K T azEh UG TR SRk i 28 x ilieds) s s — A ahmi T el ok
s, eAR LRk ESRM A RS (offset BIk) ok “WRzh” Srimisiil
s bA—~shm Tl G RGB AR R{E AR HIIN .

XA TRBIER T S anfal G4 H b Tween.js T S PRI IEAS 1 8 0 A BB RECR . S iini
TRE SR A BB R, I T UF 20 i 2 {1 W 2 150 AN (] (R BR R b R] o A2 S B B o
FeFr VR Fah K QX K ahm; Fk b, ZRENS ML R TR E R L TIE,
AT RE BRI, THRY R E IR, X TR,

542 (ERXEMEIEXTINE

) H AT Ak, ATV ) mE S v DU T s A R s ) (Flanfiess )
SCRF R A B Hth i B, (AR M BB T, el el DRk G R Ak &
iz,

BTN TR ZE O — A E D HAETFIINLE N o T 17 ELL RIS R LUX LA AR5
B Hlas NS RES BRI EY, RESaETERMR T, FEARE EETE,
5, R R AY R BN A ERAER AL B S, P TR CALEALZE B TR AR
Bk, XTI B LR R A B R R, AR A A RE M E AR,
WEFR A% % %0 @ (articulated animation) ,

Three.js 7RG R FE T — AN AEE 4F 0I5 T B EE R . N3 Three.js BRI 3C {4 examples/
webgl_loader_collada_keyframe.html, REEFE]—JRRIENFAERI S EIFLAY , [l & FAE
RIRIER:, 'CIF BRI E &, SN, wiRl], B e, Rk, B
RS, X IR R TR . IR B B B s R Ak, B Three js AYAZ
B2, BAEERTINA SIS mES R, WdTIF /5, LA — AR A S — A
R, ERRTCARINERBE A e e Fia g, 1B 5-5 JBoR TIXAN 4R,

m
ik
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5-5; XPHE—RXENAITRERBTROABIIE (A Kuda NHFRRERL N
COLLADA 2!, Kuda InBERMIL S https://code.google.com/p/kuda/)

XA AR Y F COLLADA 4% 3 (dae SCIEfE4K), ixad — A2 T XML 3¢
AtgA, TR 3D N%, COLLADA ] UL IR FRoR ph IR R s e M e, RS
ML TG, AEPLFNShE L, FRATATHEREA M T X Lean™i, AdfA— R T#,
COLLADA e g5 P B e 250 T X /N 3k B 22555 S (examples/models/collada/
pump/pump.dae) IR B :

<animation id="camTrick_G.translate_camTrick_G">

<source id="camTrick_G..." name="camTrick_G...">
<float_array id="camTrick_G..." count="3">0.04166662 ... </float_array>
<source id="camTrick_G..." name="camTrick_G...">
<float_array id="camTrick_G..." count="3">8.637086 ... </float_array>

COLLADA H1fJ <animation> ST E X T —AghiE, WA <float_array> -0 40 BIE L
TEERIE, X SERE M TR Sk camTrick G B x (EAS e, SRIELLRD A HAr
PR, (EHEA7.083 33 P e, camTrick G HYZST x fhN 8.637 086 F23hF 0, EIXH
ASRBMWUZ A — LT 6.5 FYALAISCHEMT, BRI x {E0h 7.794 443, [HULEEAE)E
t, EFFRRRY 6.5 b, AIRAY x UL SRR M HEA T, Bl SRR T RY 0.583 33 FRHL
P e B B, fEH A COLLADA S, RUAVE TR & A 4 e i 2l
THRLAMRE (Bdk74 1),

U 56 J 7 T e T30 2 0 R R B, 3 A B P T Three js 1 B A THREE.
KeyFrameAnimation 2% F[1 THREE.AnimationHandler 2%, THREE.KeyFrameAnimation 2% S Hf T
ST 2 f i 2h i 2 R, BTS2 #E COLLADA FiH: b, T DA 49, &5 2 i 1 S 1 k% K., THREE.
AnimationHandler & —A#iffil, FTE B~/ ZhmEFIEK, FHERM BT RUEEN)
RUE BT, (GXEEAHYRAL RTLALE Three.js T H SCHERY sre/extras/animation H ¢ FHEH],)
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5] 5-6: #N%4G1L Three.js BYZ i Zh

var animHandler = THREE.AnimationHandler;
for ( var 1 = 0; 1 < kfAnimationsLength; ++i ) {

var animation = animations[ 1 ];
animHandler.add( animation );

var kfAnimation = new THREE.KeyFrameAnimation(
animation.node, animation.name );

kfAnimation.timeScale = 1;

kfAnimations.push( kfAnimation );

}

A BIE 2T A sh i Y play () s BCkis frahmi 2 /i, 0T =T —2Lik &, play()
TEMNZH . —ADER (Loop) FREFI—ARTERIFF4ARTR] (BRIME 0 FomarBNIFLR) -

animation.play( false, 0 );

XGRS T B M) g an ] 55 &8 i B Jok B 5 A VTR . 5671 3) Il 1
HERE U R m AR, AATIEA TR ER sy, 562 m o F T 985 52 K 2himi
TV RIS AT R ZR

FIHAhBE Three.js $& BERY S5 UMK &5 — 4%, COLLADA FH-A &0 RS
WH—Hsy, MR REIIEME, Threejs COLLADA AN 2% A I5 A Fl m] LLAE
3t examples/js/loaders/Colladaloader.js Fi3%%], COLLADA &7 AESE 8
=R,

5.5 {EHH%&IKZEETFEBARRIED

FEWHERE & Fon— RS AR A R g A 5, @i 25 Ak shmifn Bk, T
TTATCAGIE B e B, RE AL, A IR TR AR RGIEREAAEF M A L, X
W T ENEMEH T2MAmER Sk, BUSCHER 700 T ih sk RERT a3, €
VLB L © T, oo sdiss, 5%, B RS EEE X L, Har
Em*)i AN EARIOEE R, FRATATUAE H— AR 515, (6T Kk 2 80 R, XA it

o FUBHHEIAT R O ANk A AR T B, T e AL P B R R ke
%ﬁﬁo

WA A R IR T R A 2ot ghim, el AR TErh 2 _Ery—280k . 3himi i i i
Al 26 4 & v & (spline curve) —FOCH RS M £, BEFRA B BRI
FEZ el Tz N T ENLEDE B, B e TaT DA Pedith gl TR Sk . 3T —
ABHE A E B FES MR AST R, FEAE L EE A s A VR dh AR ) 42 4
& (control point), [l 5-6 W A G SR T B8 B AR & muss il . anSe R (E 15
Adobe Illustrator X 2RI F 2 B 7, AE EX H &k LT R i il s B 3R,

m
ik
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5-6: — 1" B 7R i% , B8 Wojciech mula 12 GEBFIIREE CCO 1.0 BRAHTETAM N INER)
(RF1EE 5-6)

PeAD ] B SR PEAR B, FESIREE A A A, FRARHRIE 2 TN T Tween js HATARLESE
BRI ECLIL, R LT O B E R N BB ROk TR PR i R EA B IR
PG SRR TR RE . 1] 5-7 EOWM R R TR SR h e anfer TARM: b TR
th £k b PLRIAL P2 Z (MO HE (AL, BATTIRTI 75 SR H 1 Po 0 P3 SR TH R — A HESS
th 2 LAIME

fhE
PO P2
.\:1_/.'\_?
t=0.0 t=1.0

B5-7: #RBE ST IIBN

Ptk /R 2 Fh, B4 B Ak, =ik IUEERFES UL Catmull-Rom 4%
(LAzhmi KA, Pixar FJEI4A N Ed Catmull 44 Ay 4), Catmull-Rom FH L
DUSE IR il £ SE N By AL R F T SRR s M A T2 >k o Three.js #2685 T — /1~
B, #H T Catmull-Rom fH{HEEMISmE2E, AR AT LAIEE Three.js K X

%} src/extras/animations/animation.js,

B Y £ T I E 2 Catmull-Rom # 2, L5 http:/flashcove.net/795/cubic-

spline-generation-in-as3-catmull-rom-curves/ F http://www.mvps.org/directx/
articles/catmull/,
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FESc s i # TR B R R MR E . Blan, SRR SR — S h Sk ish
w, A2k THERBEA S REERRE AR, REEREHENEES. W&,
AT S EF R R, B S5-8 4 Tix i, T ihZ&rEA s,
BT EI R & (tangent) . %% (normal) &k 4 (binormal), E{FHhiL, )
Sotbron THET M, FRmhg RE S EMERWES., BnEiReEE &G
(BU£:) Migksk. BIVEZAR BIMFKRENI R, X =A% T 9k TNB i 5%
Wi, BT AR RIS Eh I TS T

B 5-8: HEIHBEHYIMN; th4k . FASHEIFLNAIRER (T . &8 (aL) 4L (86)
FiskkR:; BR B Cedric Bazillou 12, £Fa#{TTBN (RA¥HES 5-8)

£ Three.js $& Bt AU R G A — AR F 4 OBE I 122 sh I 1. 4T IF 3C#F: examples/webgl_
geometry_extrude_splines.html, Tffi ff #% £l Camera Spline Animation View %t F JF & (ON)
RE, ATLAE RN & 5-9 Fri & i ahm . LI &AL B AL 4% i S e 2ok A8 B R A B AN
Jilal, XA IRGERE IR AT, G AR TS S AR S AR (B FD TNB i, [ E58 4w LA
FH—A~n] 5 L IREE  (path-following) ZhE 25 K4T 4,

.

B 5-9: CEZHaEEN




5.6 {ERZERBIFREZEANMNEIIIE

SR T BhmEE R E T b Rk, (0T £ 2 EnE T2 B W iR AR B ity JL AR
AR, FT Bl 28R s A& £ B 4730 @ (morph target animation), fEjFR %
7o BT F A T 100 A AR 1 oK e 38 WA O T AR, o 3l A TR — > S R 35—
o, PSRRI AR A A B 47 (morph target) TRfig#Ed, 28 BARE TR A (EH 2 7]
MR, DARAE R T ix Sef (B Zhim, LR T RIS TR AR TE

B BRI A DRI ES, LA 5 M e ahm (6 T—"rh & Bthl) ok
AR BAHERRE, JFEATEE U2 i a LA & EERS A i, it
b, eVl E IR T AL B Bk 05 20k B8 & Rt . 181 5-10 iz 140
(T AR TR GG MRS . M, AndRWaANGSR, g — M 1 1A A e X
AR S AR RILH

5-10: EEIETY; ERAIRAZES - BEHIHZ 3.0 REAMHCIRADINER

BTG AT A TR B &R, Three.js T F 55 H (19— LEom (9] (8 F AR T oA Ay it B/ €
W, & 5-11 4% T AT AREFTam f o, X 2Ef (R id Software ) MD2 %
PRS- B, MD2 R AR — Rt ATV A TR TERIAE SN, BB T id Software 23 w1
Wk (40 Quake 11) HEIECEK M) E ., MD2 ST FEX HLBE A6 B Three js JSON SCH:4%
A (E5 8 =W,
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B5-11:. AT BirRNARDE; EEH MD2 8RN Threejs JSSON 183 (“Ogro” AR
B3 Magarnigal 124%)

JNZE 3 examples/webgl_morphtargets_md2_control.htm KW FiX Leghim , (REBIEF LK
Flith AL S A IR s ATk AR (ogre) fAfh, AR Y WSAD il LAYl M /a5t
W), FEAZES N S SRS S ZhmiBA S . SORAET H L,

FTHAL T examples/models/animated/ogro/ogro-light.js ) MD2 3C:, J&az— N2 IR R 5diE
ft o, fE55 18 41/, VRESFE T4 T LMY ISON JE

"morphTargets": [
{ "name": "stand001", "vertices": [0.6,-2.7,1.5,-5.5,-3.3,-0.6 ...

STERAIEE 4R TR 247, I HAbR (norphTargets) #rH Ay 45 /> T R 2& — />
HIASTE B bR A48T B AR & B A 1Y a0 T0 AL, BT A I AL B & A AHIR]. Three.
js I P B HAREE A, (TSR (ER A — A H ARSI T — A ry 42 {L, {E THREE.
MD2CharacterComplex 2% (Three.js 7is f§il 3C {4 examples/jssMD2CharacterComplex.js) H', i
AILRF MD2 ftand, % B LRI Insh mifg e,

ARBEH—/~H Klas (JEHR OutsideOfSociety, https:/twitter.com/oosmoxie-
code, Hii+:28 H.FF % ABA North Kingdom HJ—4& % 51) 4wBHITEAEL T H,,
Ff MD2 %3G S #4464 Three.js #& 20 SCHE, 28T R £ 6 TIiX a4
25 B, 35 Ui ) Klas 19 {8 % SC % (http://oos.moxiecode.com/blog/index.
php/2012/01/md2-to-json-converter) ,

5.7 FRARERMEREIE

FNEmEERBT A GEREAER 6, BN %, s, F5%. HAERBLAIW
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Az hEHENIFEA AR, OIS, BERBkEkEY, AR Bk AL, Brf
X SEERIL I AR JLATTARAS (L . Bk udsh, BeRRPUst e, WLAIMULLE. 7RJLFASATRE
FA &5 2h m AR AR A AL ax s sy, Rl AT 156 1) 55— TWEFR A 32 & 3 @ (skinned
animation, skinning) FJEA, XIEEA XWEFRA B850 & (skeletal animation), ;% 4%

# & (single mesh animation),

SR mPE B g (BB, SER0) LRI IVURE TS AR . B i — B RRA B
% (B3R) MR BREHRIEE) . B OUBEZ R R THLH], RIS /E
Bide ERFIE, ARV, DORARIR B2 g anfalsgmn e 52 Mg LA [a] O AT Ao Mg
e, FIREh S R AhE P 5-12 fi4s T — AR LA B- i SRR SC R S

AT, BRBERAR. — I REEWLLIRREDS A2 T Ak L ARk, 1E
Al A R PR ARAE . B R BIRE, BRE R B EE, SFAE. RIS gl m 2k
L, — /N kBB i R SRTAISCT B m A —FERYE , E R A AT LAY,

At b Y AR SRR AR R — TR B A BB A SR TH A Ak &AL E (blend weight,
MFRIAEAE , vertex weight) FHSCIH, FlEBUEE LT HAHLE Sk SARSC UM IR HRAR B
AT AT AT LASCIR 2 AR Sk, DRI TR e 2% B o B R 1) b B A S IR Sk R 46
L% AR S IR E . IXWTER FIRRIR A . 3¢ B Al o 22 B (ol o 2t T
HAmifeFah e, el RrIRIERMEIEE Z 2 Ml R ZHAIE 3 m 5 2/
FTREAVIE UL M BRI GPU Sk .5 B shimi, A4 Three js.

N
1ll\u
!'
I

\

5-12: —TESKTEBNALNE, EEHARKIBERRI—KES Frank A. Rivera 8IZ289—
e
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¥TIHF Three.js T2 H 3% FAYSC I examples/webgl_animation_skinning.html, 2B WE 52 & 3
RG], RESERF R EW 2B 2 AR ROR . i iashm, B4 U AR RIE
W H AR E(E I e s, anlEl 5-13 Fios.

B 5-13: % Threejs PERTREOMEHE; FH&RE%E ROME

LRIRAIR I —BaX AR Gl KRS, LA T % Three.js & Anfaf sSKBLSE BN . B4, A
i G —~ THREE. JSONLoader Xt 4, JFI ML Load() J5 iR ANAREF A4 HY . 3X 4> 2K
M Three.js JSON k&2 SO AR B A INEGIER . XM R E T 328 AF B LR LTI
REL.

var loader = new THREE.JSONLoader();

loader.load( "obj/buffalo/buffalo.js", createScene );

load() Y58 A4 — N A RS, BRAECHHE FEIFT s s, 6 5-7 o
T Rl %L createScene() HY—Bsr RS, AHICHIARRGT TR IR AR o
il 5-7: FITAESCH- N5 BR 15 B 3¢ B2 2h B [m] 1 R 45

function createScene( geometry, materials ) {

buffalos = [];
animations = [];

var x, vy,
buffalo, animation,
gridx = 25, gridz = 15,
sepx 150, sepz 300;

var material = new THREE.MeshFaceMaterial( materials );

var originalMaterial = materials[ 0 ];

A
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originalMaterial.skinning = true;
originalMaterial.transparent = true;
originalMaterial.alphaTest = 0.75;

THREE.AnimationHandler.add( geometry.animation );
for( x = 0; x < gridx; x ++ ) {
for( z =0; z < gridz; z ++ ) {

buffalo = new THREE.SkinnedMesh( geometry,
material, false );

buffalo.position.x = - ( gridx - 1 ) * sepx * 0.5 +
X * sepx + Math.random() * 0.5 * sepx;

buffalo.position.z = - ( gridz - 1 ) * sepz * 0.5 +
z * sepz + Math.random() * 0.5 * sepz - 500;

buffalo.position.y =
buffalo.geometry.boundingSphere.radius * 0.5;
buffalo.rotation.y = 0.2 - Math.random() * 0.4;

scene.add( buffalo );
buffalos.push( buffalo );

animation = new THREE.Animation( buffalo, "take_001" );
animations.push( animation );

offset.push( Math.random() );

}

createScene() izfT— PN, ML ANZRIE KA — A~ JLIRITE R SR G2 37 2= B A% 1) 224~ 55 451l
R H O A A fEix AR A5 G 7E Z A i 7 (51 v i #4 2K 1) THREE . Mesh,
A (s FH T —FpAS [ (7 31 4% 26 B ——THREE . SkinnedMesh, iX AN 2R /E Threejs Ff & it —
ASHFAE GPU TS Al mi Rk T i G (o s RiE gy, LURBETHERERY HI,
createScene() i fiff i T Threejs N & HY 3 & 2% THREE.Animation F1 THREE.Animation
Handler, THREE.Animation SR [ i@ HIRUSCEEMIANm, fESE R ahmth, o TR0 #%
)i, THREE.AnimationHandler & —/Mf7fif T BT A shE, FEORUEEAIER AL T1E
PR e N T ST B FATTA B0 U BR i S ad o 1 ] THREE . AnimationHandler.add(), [a]
HABANILATARB S mEAE , R 3h m s A shm b AL FRA S, Bl e, X B4 s
AN B A= S5 G T — > THREE. Animation %42, i {fi FH 4% & buffalo {7 fif Y BT 2= S il Fok
H JSON {447k take_001 Ha)ESCIHRALE

R E R IESE 2 IR, T RATE BT, A B 3 i 70 BUAR 5 o8 I U R
startAnimation() K HZNE ., 41f 5-8 1, startAnimation() FE5R i ERLAL, JEiH
PSR g A TE B play() ik, BB AR EDE R T T A% 75 M IR OB HLEE i i
B, FILLREG X e s 2 R
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B 5-8: HEHEE B A E

function startAnimation() {
for( var 1 = 0; 1 < animations.length; 1 ++ ) {

animations[ i1 ].offset = 0.05 * Math.random();
animations[ i1 ].play();

}

dz = dstep;
playback = true;

3

AnRARFHX B JSON A g iy 4n 17 8588, B4 r[LAAE 3C: examples/obj/buffalo.js,
RSO AR M bones | skinWeights Fl1 skinIndices K& B B #& AL i & anaf 2w s
A HEME animation, BALE T H TS 6 2h miry o i BS54 . KR LI AR VEIE
W%, JFH Threejs fESCAE M AN TR 248, MIEAE—MERH GPU HHRERY, AT

a A —— _
5.8 {ERE®B:IRHITIE
FIBAE AL, TAOVEARTZR MRS E AR, Glanscsn, sMafnsé s, &2 a LA
JavaScript 2K SZHLAY, A ik fR AT LA {# ] GLSL m 4382 % 6 2% ok 92 B0 RE {4 hn ik 1 ik A,
Three.js H (150 e [a] I {8 F P FP SRR . 4l JavaScript FUSS BT 2R 4E, LAKAES Threejs &
#4B (4n Phong F11 Lambert) )75 2% fRADHY—3 0 i S5 BRI AE AN SE L . An R A% vh
SR AT ECHE (Wi i BT SR 1 THREE. SkinnedMesh &%, THREE.MorphAnimMesh), )
2, Three.js 25 fii HX 2645 BRI BT T AL &

AR ARxE Three js w1 5E B AR TR TR AR A 2588, 4TIF Three. js AR SC
src/renderers/WebGL Shaders.js FHAEHH#8ZR “skin” F1 “morph”, Aid 3z
WHRIFIBFEEA T it GLSL & 5 A< 5 LA K Three.js V& (23 KL, 4R IREE
R IX P A TRA TR, R dER A B AN ER.

B T RTLAFH GPU K3 BLSE i 2 il I R PERE AL, FA1E AT ISR S GLSL AR AT 5k
PR AR . EF IR TS ON i — AN N AR FE T, SR AL IR i Zh I Ay 2 5
AT S TR B QA B XEE S A b, FRATT AT LA 4L JavaScript £4A5 4 ScHLix &
SR, AHJE GLSL %3&E A FISR VB U T0 s Fn B Bt 2 5V TR, Three.js 51 H 3¢
PR T — AR T E s moRG], T 7RBI3CH: examples/webgl_shader_lava.
html, {REFEHNEEHEERN . RiSTHNEHPIRNE, WE 5-14 fior,
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5-14. A GLSLEAIZNBEBHR: BB BEMR BB TheGameMaker 12 # (http://irdicht.
sourceforge.net/forum//viewtopic.php?t=21057)

BN A A 3 A AD 5 i — & B & Y GLSL L% /Y THREE. ShaderMaterial 2% 3 52
., bR FBE. 659 B Ti%E ShaderMaterial i fCHL, i £ uniform 25 & ¥ 5
NGO, 5 A A i AN e LG R (time) FNPAS SRS, texturel i1
texture2, FIEMEER, (AKX =A%, N E—m BT REENRHRICE, seldE T
PURELE M shia A .

5] 5-9: QN[ PF M A% F0 ShaderMaterial

uniforms = {

fogDensity: { type: "f", value: 0.45 },
fogColor: { type: "v3",
value: new THREE.Vector3( 0, 0, 0 ) },
time: { type: "f", value: 1.0 },
resolution: { type: "v2",
value: new THREE.Vector2() },
uvScale: { type: "v2",
value: new THREE.Vector2( 3.0, 1.0 ) },
texturel: { type: "t",
value: THREE.ImageUtils.loadTexture(
"textures/lava/cloud.png" ) },
texture2: { type: "t",
value: THREE.ImageUtils.loadTexture(
"textures/lava/lavatile.jpg" ) }

}

uniforms.texturel.value.wrapS =
uniforms.texturel.value.wrapT = THREE.RepeatWrapping;

uniforms.texture2.value.wrapS =
uniforms.texture2.value.wrapT = THREE.RepeatWrapping;
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BLFEFTA 1Y uniform i & CL2E4%, WATATLAE FOIEE GBI T, BAOTTHENE R
FARHETI A BB 2 AR, T I T BOX AR BAEH HTML iy
<script> JL3E K A7 i GLSL 8 ALY, F1jjln] script [y textContent J& 4 3k sK EX GLSL 3¢
A, M~ THRMZATE RIS CHnGl, ERXA 3, FATTLALLE #7415
Kgn S E AR, T TCTE R TR RS 2 AT AR T B . BRI B B A
Y GLSL i,

var size = 0.65;
material = new THREE.ShaderMaterial( {

uniforms: uniforms,

vertexShader: document.getElementById(
'vertexShader' ).textContent,

fragmentShader: document.getElementById(
'fragmentShader' ).textContent

1)
bt Je BT 16—~ EL4% THREE. ShaderMaterial £ BT RIFA MM, FHf G sy 5b,

mesh = new THREE.Mesh(
new THREE.TorusGeometry( size, 0.3, 30, 30 ),
material );
mesh.rotation.x = 0.3;
scene.add( mesh );

O a AR IS, e T A SRS, — A TR AL AR P A R SR
R, B—mgrBER YT RIE, TR INLEh, DA B sh it o3k
R, WAQHEL R 5-15 Fios,

B 5-15: ATBEMNIRFHSU20RET

TH 5 %5 (6 28 1 GLSL AR ARH Wi, 2001 5-10, SREEE OB, S R E
SEREFNBCE AR R T BT, ML B iz a), R A A S B — AN N B 1 GLSL
A3 & gl_Position v, TR ZHT, FM1E L T —A varying Z5——vUv, X @5 T HY
SUEALER, T E ORI FBEAFRHXAMNME (RMFEEESER), hBREORE
SR, XNEORERTMA GRS E, FR ISR A BRI 48 K
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EanZ aifE 2 Ay, GLSL IR AE—A <script> JoEd, FIELHRNTAILAEEA SIS
BATFRX 2 TR L T i e 13X 2o 0D, X BLAN TR ES 8 T A1 FH T — /AN AS [ A
ARIGRE , (EX BTl 1EFH T x-shader/x-vertex, I 2% TCE:IHBIIXN2M, 3R
TIHERFEH XA — JavaScript 155 HIA,

5 5-10: fixk AfE HTML<script> L& H T & de 1D

<script id="vertexShader" type="x-shader/x-vertex">

uniform vec2 uvScale;
varying vec2 vUv;

void main()

{
vUv = uvScale * uv;
vec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );
gl_Position = projectionMatrix * mvPosition;
}
</script>

JrB S s AR R T R B e, B 5-11 J@on T iX BeARRD, 52 X T %) B JavaScript
M2 uniform 2802 f5, Bl1E LT —/ varying 28——vuv, FTICER B TS &
(SR TiOLTTTN

il 5-11: JT&ARIZHE TR BE AR

<script id="fragmentShader" type="x-shader/x-fragment">

uniform float time;
uniform vec2 resolution;

uniform float fogDensity;
uniform vec3 fogColor;

uniform sampler2D texturel;
uniform sampler2D texture2;

varying vec2 vUv;

T AR BEE CSTERN, CRESLT texturel, BISCH, ©#HER =Rk
TR, SRXF N texture2 (47 4rPR) FREUH @A LB AL bR = A 5o i i 2. (GLSL B %%
texture2D() iliid — /24 EAY 2D LU B AR KR M SCBE AR SR IS (Bt . ) o ek R 3 AU B A AR
FYATECERSE, A —LELNHE W (Bl40 1.5, -1.5), FKATATLAR SRRk
B, RESHEEEE G RFEN BN GLSL 28 & gl_FragColor Hi,

void main( void ) {
vec2 position = -1.0 + 2.0 * vUv;

vec4 noise = texture2D( texturel, vUv );
vec2 T1 = vUv + vec2( 1.5, -1.5 ) * time *0.02;
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vec2 T2 = vUv + vec2( -0.5, 2.0 ) * time * 0.01;

T1.x += noise.
T1l.y += noise.
T2.x -= noise.
T2.y += noise.

3

s

B

N < < X
* OF F *

© O NN
NN OO

3

float p = texture2D( texturel, T1 * 2.0 ).a;

vec4 color = texture2D( texture2, T2 * 2.0 );
vec4 temp = color * ( vecd4( p, p, P, P ) * 2.0 ) +
( color * color - 0.1 );

if( temp.r > 1.0 ){ temp.bg += clamp( temp.r - 2.0, 0.0, 100.0 ); }
if( temp.g > 1.0 ){ temp.rb += temp.g - 1.0;
if( temp.b > 1.0 ){ temp.rg += temp.b - 1.0;

gl_FragColor = temp;

X, WANMEERCRTER T Rifi, BHOESRTEINT —1%3 (fog effect) . FRAFIE
gl_FragColor HHfY{H e 28 23 Fi— At ] & (2 2% (5 A Y fog ZHOTRHRII S RER S, 7
R R B RIBIENE, TN B GLSL 28 & gl_FragColor H1, Fix Hl, #&/ i Fsk

BT,

e, AEFRATHY

float depth = gl_FragCoord.z / gl_FragCoord.w;
const float LOG2 = 1.442695;
float fogFactor = exp2( - fogDensity * fogDensity * depth *
depth * LOG2 );
fogFactor = 1.0 - clamp( fogFactor, 0.0, 1.0 );
gl_FragColor = mix( gl_FragColor,
vec4( fogColor, gl_FragColor.w ), fogFactor );

</script>

BT 3l 1 AT ST % B R YR Zh A i, Three.js LhiX I TR & #E

R BAETE YR R H T ER E Zh1A) GLSL 35 (g% %36 430 uniform H, 1%
AU AE JavaScript RS Hp % Bix seJg@ ek, R XA /R, render() (R EEA 2l
WP T A R S B R o TR AR AR R ARG AT,

function render() {
var delta = 5 * clock.getDelta();
uniforms.time.value += 0.2 * delta;

mesh.rotation.y += 0.0125 * delta;
mesh.rotation.x += 0.05 * delta;

renderer.clear();
composer.render( 0.01 );
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AFERIN, B XA B E T E VR R EARIRCE . FAT AU 2T R GLSL
BN E R AL, BRI RA TH RLE TR . (R AR R X 5 T Y Z 4F
ERLEIRARR A Bt . TR AR 2 8915 BUURA HRRG, sTEUSIITRAT T,

5.9 NG

BRI B EIRY, fE WebGL il 3D NA DRI T HEARL . WA LR, X
2y ] H1 BT AT X 5 4% bR 4K requestAnimationFrame() SRR, XA~ BRI FE(R T P AT LALEREAS
GO P REAT SR R Pl BEAN, AT IRShEhm, FRAA N R ) 2 R, Bk
THRASESIRRCR . N T DL & WU R (& ok P AR B g, T DU — 2 95 5
W75, anabial, SCBEml, AETEAISE R, FATRT DA A ¢ B AR AR BRER S A R AR1F
FUARRZERCR . BA BB FTUARE & (4 25k 1E GPU ity N2 shm, CASKIUTE Z P RE,
T WebGL gl 1) T HAERRAEFREE R, A — & e R, AiX k&
AEVFZ rTRENE, WEBRE D TUFZEERT, X SR JavaScript A
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CS83: BAMEMR

AT JLEEJE R T 4nfl i FH WebGL Sk QI S NAD . BB £k i Je i 3D k. B fahm,
RUE WebGL HE# 58K, (HAERPF BIER IR AN EARNDIR, AR R RERHE
B HTML PN A — A SR 52—/ 3D #pR A0 . anRyRa 2 h Wi A TSR
INFAWERTLF B ZIRY 3D 80R, T2 H 5T HTMLS B8R : CSS3,

AT CSS3, A TCHBIEANTUEAR AT AR shim . B 388, LAK 2D 5% 3D A8 s f5 A
BRSO . X SRR (E R FAT T T LA I A& Foh & A P T Bl . ) B R W P A
3D #UR, WebGL %/ FREAEAN 3D Jafe il 2488 — 440 Threejs X FEY A, MitHLL
Z T{EH CSS3 M AT Ti#hr%. CSS FIHEAHY JavaScript, BIFETRZE(R jQuery iX JHE
Zafy— gidiBh, iXik CSS3 MIJF & bk WebGL E Anfai2a, SR1f, JF%& & FReii )l 5T 2%
BERVRHE, HR)iETL, 3D CSS LIATA: 5 RN RAE M A A E T iR .5

CSS3 119 3D $¢ I8 T Apple s 40 h HAZ OB mIHEZL 45 5119 3D 28, B3 FF T4ni0S K
SRR (Al 6-1) X RIARATHI M P R s R . CSS3 Wiy 3D 5 Rk
#) H WebKit & [1BA£E 2009 F] 2010 4[4 Hi, FH-# Apple #Y Safari P\ & vk b T
W, HAE Mac OS Fi1i0S *F & b, X SekeER f5# Chrome R, F-H2 4 Br A B
B2 R4
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6-1: I0S XSNAPHFHER

J3 HTML JCE ¥ 00 3D 3R AU RE 0, 4 Web TLEI N A FF B T AR AT Re k. Bl 6-2 J&
7~ T Snowstack, — /> 1 Safari [ BA JF % W {8 7= (http://www.satine.org/research/webkit/
snowleopard/snowstack.html), Snowstack J&— /> 4l HTML, 3D CSS #il JavaScript 6 &
HI IR A AR ROR A, BT LABAAY 7 & Y — /> Flickr {H.8B\%1, 4 T Snowstack,
FH P AT DA R b e o) B A2 SR S — A (EUTE R IR il o XA I W ATE A
AN 2 FE & HisfT. B Snowstack A IS — M HEE A HEAR S R, HE
B (L 3D CSS Skt s B T H A Fnix

6-2: Snowstack, — P ETF CSS3H 3D BREEH

Y% FF % 3 2 Q18 B3 AY Web NS MFZE 3D CSS. B4 T ) B 1 A 7 & B s nAs 6 2
hb, —UURR I A T Anfal X T AR AL 5 5 AY 3D ik, IR IEA R FE S FED,
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AANEZEKRNEH(E 3D CSS RAyi T — A% — ARG il Ay ] 3D CSS iR REL
WebGL &5 &, J538 M TALB L S2hy 3D i gett 55, imunrd M T & 28 40 P S m i
HTML JC3.

CSS3 & LVFE T TCH LB SHCRAT— R brdk. ABWE T 2 FUH T 01 3D ZCR
7 CSS HiA,

e CSS %#
TERT#ATEN 3D #81E CER. gk, 4550,
o (CSS iy

BEIS AL E T CSS SRR AR (e, ankbinl (£ b —FibHgad) —4E, CSS itk
ARG A AT — R ERRIRCR .

o CSS#&
BET VT CSS IR 280k, (i HSC B .

6.1 CSSZria

3D CSS FF R IO (E R CSS Bk HME TR TCHRAIAE S, CSS BHIIE (hitp://www.
w3.org/TR/css3-transforms/) 3 T Z wifdi F 7 CSS #J 3D i1 2D L. E1E e 28 T 1 Je 25 fir
BV . G AR E M ERETE . e AR R S X e R, iR
AR left/top FiI width/height J&:.

EFRABRE 21—, 3D BJRAEH A =40 shr R 50, ERM T8 A bk z R FonEE
SRR AL AL T, fEIL IR TR, [ 6-3 fiilx T T CSS #Y 3D AR R4, i
B, SWHLAY 3D RG], y SEYIETS WA R R L. 3R TR Web JH 5 &% DT
FNE D ARBR R ) 2D xy RGERFF—EL.

ym

@ 6-3: CSS 3D i7A%, y MIEHLBIEAT (48 http://bit.ly/wikimedia-3d-coordinate; &
BRIRHZES - 8AHRHE 3.0 REMCRANINER)
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6.1.1 {FA3DZ#k

TR AT LA 4R 72 Hofth CSS —#E R MK 4772 CSS 3D B4, CSS3 brifirbE L T LT
AR TR & fio FAVeRB IR0, B 6-4 L TR T AR =/~ Te3: P2,
Ry

CSS 3DT
T eke HE

This element s rotated.
This element s translated. This element is scaled.
Transformed elements can contain

Transformed elements can contain Jransfo med etemszsm‘;ﬂnﬁ:- ariything: text, images, divs, tables...
P mé
ing: text.

Aoyt

anything: fext, images, divs, tables.

XA 77 5 1 95 A RS W] L AR 3C {4 Chapter 6/css3dtransforms.html 2 3 5[ i) CSS 3C 4 css/
css3dtransforms.css HHRE], 5] 6-1 JE/R T2 L5 —/> DIV o EMRIE B, BT 17—
A~ 3D 5,

5 6-1: #5 CSS 3D 2T
<div 1d="card1" class="container perspective">
<div class="legend">
Translate
</div>
<div class="code">{translateX(20px) translateY(20px) translateZ(-100px);}</div>
<div class="cardBorder">
<div class="card translate">
<p>This element is translated.</p>
<img width=96 height=96 src="../images/HTML5rawkes.png"></img>
<p>Transformed elements can contain anything: text, images,
divs, tables...</p>
</div>
</div>
</div>

FLAFZR W TVER T EIAY DIV JCEIP A2 card fll translate, card 287E 3 T T L
=AY KRR pyal B, FlansigelbE . B UA KR f. translate 240 ST 3D AR,
{5l 6-2 JEoR T X P20 CSS i 3L, LAK cardBorder, JE& T KRR A ICRM N LA
e, DA WA U 02 6 J8 M e B IR AR 1 B . ﬂE?ﬂzfl]Tuﬁﬂtuﬂlﬁi‘_ﬁ‘ﬁlﬂdﬂﬂ’J -
moz-transform-style JE 1k, EA1HIMEFR LR IEX L4538 AE Firefox ¥4 &% fp v LLIE 8
1, BEHE T T EMIPEA b A Rax A 8 .

Bl 6-2: EL T AP AI CSS

.cardBorder {
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position: absolute;

width: 100%;

height: 80%;

top:30%;

border:1px dotted;

border-radius:0 0 4px 4px;
-moz-transform-style: preserve-3d;

}

.card {
position: absolute;
width: 99%;
height: 99%;
border:1px solid;
border-radius: 4px;
box-shadow: 2px 2px 2px;
-moz-transform-style: preserve-3d;

3

.translate {
-webkit-transform: translateX(20px) translateY(20px) translatez(-100px);
-moz-transform: translateX(20px) translateY(20px) translateZ(-100px);
-o-transform: translateX(20px) translateY(20px) translateZ(-100px);
transform: translateX(20px) translateY(20px) translatez(-100px);
}

translate 2if it 1% & 'BHY transform JE M KARE /> CSS 3D &, {EX/onfild, THE
fEx Fy Fia By BIERE T 20 835, T z 5 sl 7 100 8 F (mBREERM) . &
HIsRE, PRATEAREH transform, @ibRLL N —/ 8%/~ T# 5 ik (transform method) fE
AT E RIS, BT FEF, CSSBHre kg, MEMEMEEH, LIREME
#o CSS 3D 8 J5 i3 4n3k 6-1 Fiom.

#<6-1: CSS 3DZHRTTEA

S W
translateX(x) i x feEz
translateY(y) iy eF s
translatez(z) iz e
translate3d(x,y,z) WEx. y. z ZHE%
rotateX(angle) Z¢ x Bliest
rotateY(angle) 2% y fhliEs%
rotatez(angle) B¢ z fhlel
rotate3d(x,y,z,angle) L8 x. y. z Zhilliert
scaleX(x) 5 x S ik
scaleY(y) Iy g
scalez(z) U5 z Fhde i
scale3d(x,y,z) W x, y. z Z5hEshk

matirx3d(...)

perspective(depth)

JH 16 AN BUEE SCHETER 4 % 4 A8 Hule
E SUBBOE IR AR R A

oo =r
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AT =R LA T5 S A7 4, it fEFH CSS i LY rotate il scale 2.

.rotate {
-webkit-transform: rotateY(30deg);
-moz-transform: rotateY(30deg);
-o-transform: rotateY(30deg);
transform: rotateY(30deg);

}
.scale {
-webkit-transform: scaleX(1.25) scaleY(.75);
-moz-transform: scaleX(1.25) scaleY(.75);
-o-transform: scaleX(1.25) scaleY(.75);
transform: scaleX(1.25) scaleY(.75);
}

TEREIE W AW . INE S E o4 (gradian, [HJE [ 1/400), {540 90deg, 1.57rad
B¢ 100grad, i T IRIEEAFh Ebra (B0 — AR A7 40 e B Fh
IS BUE A 1),

B YT 25 FAR AT ZRAE CSS I E ] ({540 -webkit-transform), ix %}
DN BT 25 S A L B, DR CSS AR H 7R A JL AR F B i) BB 1 O S 06 M
WePsk b, X FERRML, [HIF % CSS Hrbh e B i i3k AR TR AT 22 1 07 X
kA, MIFEEMBER M T e, R ReHX S EE K T 1R
FIRML, AL W ReFZe— AT LL A BB BRI T H,, fil4n LESS (http://
lesscss.org/), RMAXI TAERT 20, /KA T B, TEIRNIREH
WA AMPX L T 2 A A AT, (I 55 LA RIS i e,

CSS L FF—AFsrr g, transform-origin, XA~EPE VT & FH R L MR A, X
AR BONTE AL 50% 50% 0, HPARAR AR, it S x AN @b, AT LI ik
Bl L6 0 sSiERE . transform-origin ] UL ff HI AR 1Y CSS e H ik f7 &, 40 left,
center, right, %, (& —/> CSSHERE (RFE. &1, em zN, %%),

6.1.2 RIEM

RELZCLERE], /£ LEAYR B2 perspective fEH TR DIV T, LA
EHEMBR, (REBRTLAR CSS 3D i, RUE M EIE S ERSRBRERES A

TE CSS3 i SGEM B F M, i 6-3 JEon T & SGEFL CSS,
5 6-3: CSS BB M:

.perspective {
-webkit-perspective: 400px;
-moz-perspective: 400px;
-o-perspective: 400px;
perspective: 400px;
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.noperspective {
-webkit-perspective: 0px;
-moz-perspective: 0px;
-o-perspective: 0px;
perspective: 0px;

}

Bl 1 LT —/~ CSS ZK——perspective, K HFHATA LM HBE ML ICEHE. Kl
FEALE AR O H 2 xy i (z=0) AYBE R, B0 W] LA6E HAE B Y CSS #E 3
sk . B3, s, Pt em 20, %, XACSS XMHBEXLT H 1%
noperspective, FTIERRICE EIRSEATREM A INEM ., XA BB LE#E 1 A BOINE 0,

RUE CSS E M M40 F0 WebGL A B MR- AHHE, (H et a A —
B, RREBEER - TFX AN, EMERE 1=, IBEAEMN
e,

T AR R BRI T B A A R InE M B X S, IEBRAIBRE A0, TR
I SC#F Chapter 6/css3dperspective.html, {REGERIRA R, Adp-RREMTEW, WA
WA . P Z I — X BIE T2 & FH T CSS perspective J& s WA~ R #li 6 25
v HlERE T 30 B, AR, (EEA BB T, AR R BERAGELEKE TS W
EWER T, AR . Wk 6-5 Bk,

CSS 3D #—EM

T ER AR INER

oo S0 NS A1) PETC B BB

e
/

B 6-5: CSS TRAFEN—ZNTHREEMN, BUNTEWRE (HTML5 Rawkes Logo B Phil
Banks 121)

PR aT LA FIZ% 6-1 At Y perspective() 2846 s B B M A ToC 38, MR, fESEPR
B, IREAFE 2 A AR R MR o BIFOR EEF R Bl &0, fERRSE
Hoftb A 4G R B (B I8, (R PT REARTS S B HTFE ILE BT BT b
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6.1.3 ﬁu@%ﬁ)%é&

CSS 3 i 3D A8 il it DOM & B 4kk, —A-4F 3D 28 e oc 2 rl AL Bk R s A4k
A TR, ,JZISESL(J%? transform-style J&:AI1HE.

E 6-6 {24 T transform-style & 4nfal H F 0l — /N EHRM., B4 KE (card) 7T
%%ﬁlﬁl%yiﬂiﬁm%?’ 30 . AR A — A SRor B gE y BiE R T 30 IR
(childcard), PER5AiMY T I BB TEZF MRS T 30 E, Midiilfy 7T 5 i
ATLFAL TRl —F- 1 L

CSS 3DT#-ER

T EMR IR INER

ITEARITTH BIEFASITH

6-6: {EF CSS gl 3D TRER

SR IARED A] LAAE ST {4 Chapter 6/css3dhierarchy.html 1 css/css3dhierarchy.css k%], HTML
E ST A FEARFE R DOM g E B, MM BETE A RAEMT hierarchy 3,
& —ZAEH T %—4-" nohierarchy 2%,

<div id="hierarchyl" class="container perspective">
<div class="legend">
With Hierarchy
</div>
<div class="code">{transform-style: preserve-3d;}</div>
<div class="cardBorder">
<div class="card hierarchy rotate">
<p>This element is a parent.</p>
<img width=96 height=96 src="../images/HTML5rawkes.png"></img>
<p></p>
<div class="childCard rotate">
<div class="code">{rotateY(30deg);}</div>
<p>This element is a child.</p>
</div>
</div>
</div>
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</div>

<div id="hierarchy2" class="container perspective">
<div class="legend">
Without Hierarchy
</div>
<div class="code">{transform-style: flat;}</div>
<div class="cardBorder">
<div class="card nohierarchy rotate">
<p>This element is a parent.</p>
<img width=96 height=96 src="../images/HTML5rawkes.png"></img>
<p></p>
<div class="childCard rotate">
<div class="code">{rotateY(30deg);}</div>
<p>This element is a child.</p>
</div>
</div>
</div>
</div>

2% hierarchy Fll nohierarchy [{J CSS ‘& X401 :

.hierarchy {
-webkit-transform-style: preserve-3d;
-moz-transform-style: preserve-3d;
-o-transform-style: preserve-3d;
transform-style: preserve-3d;

}

.nohierarchy {
-webkit-transform-style: flat;
-moz-transform-style: flat;
-o-transform-style: flat;
transform-style: flat;
}

transforn-style IR MAE: flat (BRIA), XAMEHE T )5 1L DOM JLEA & B
ATLZHY s preserve-3d, iX/MEé—}%:U%WJ%%%4%Lﬁm%ﬁ@§%ﬁ%ﬂ)ﬂ?ﬁ&m$ i
IR {E ] preserve-3D, JFRLAGIE—A 3D MR IR EE RS, AL & T
A TR AP ARIE DL T o

WA E: EARANTNE R, A1 24T card fn
cardBorder {1 CSS 25 X h A —AN4RT , ‘BAITER & an N iEf) .

-moz-transform-style: preserve-3d;

I 8% Firefox (| %1 %% F- A% 3k T WebKit {931 % £ AEE Kt transform-style J&
B BEET R, medithEg— 1 EReRR i E e, ST
FWBIE R, BUARBEEA T, Rk DOM B h a4 e
transform-style JEVEHRIX A preserve-3d, X ESRIRFRM, {HELBE0,

X P DL B VR A6 20 42 T A T W 2 6 3 /S TE A I B BB R AR TR, B4R
IE10 Sk52 A X M, At IB11 A &3 it e ao o4,

oo =r
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6.1.4 I=HIE®EESR

ARG 3D {EGeh, M — /2B E MW EER, ERSETLGER L RSB RIZE
DRI #H & (backface), XHPTFH R EWILE, CSS3 28 [RIFEIRMAL TiXTRGE S, Ak
—/NICEEEE B I IRT, BAHET backface-visibility BBk e & & Bos,
CSS3 H i E gkt AN AR BT, ISR EE —2R{E 6-1 i) i0S
TN B R T AR, IR A B A — AR, BHERATVNOMALEIRE, LA
T AE kb i backface-visibility, & 6-7 #2178 S2brrpanfa{di X TEE A,

CSS 3DZM-FHA R

BE, AIR B, B3

XE, AR WE, B

6-7: EREEILEERAIZREWE

FTIF 3C 4 Chapter 6/css3dbackfaces.html S SEFr WA & HE LIRS, m EAE~RA.
bE—ATRERA R R R, o PSR A R ARESAE Y, 2 B R R TiEk
B AL, LT WA 0SS A AR RS 8 s A 1 A
FELAS A AT W A E Y, R, BATTLAERIAE LKA, {E3XF “FRONT” & it
ey, A ERRAEAAIL,

FETN T — AT 3RATAT LA B ASBOE B R R, R RS DA T AT AAS m] LR 05 A e
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A Wyt R R e i B X W . AR, XA RAEE L T M REX T
“BACK” Wy#HsMCE, MKREEMIEE, DIBELImYE, £ TR IFE T &
W, FFEET A 0.8 BB W EE, LR LLE SR AE 2 %1 3CFE “FRONT,
IR, A TR H THEEAW, FHik R iggn—im (“FRONT” 1f) #kmm
T A TFHRFERT AP ESAEIERE A, 1ERITRES BRI,

il 6-4 JEor 13X A LAY HTML fCR%, ¥ 11 A] WLAYJC 320l 1 backface ki X, Il
Tl I nobackface 2 E L, A T BIRE T —ATHYN I R A, 156k R AR AR
PR TCH: 2B TIERAEE. A T # R R il nobackface 2 AN b2 2H & 2
K, QUE TS TCIRME— T R G E R T DUE B BoRE R .

5l 6-4: F:—/ANWEH HTML JC3

<div 1d="backfacel" class="contailner perspective ">
<div class="legend">
One-Sided, Visible
</div>
<div class="code">{backface-visibility: visible;}</div>
<div class="cardBorder">
<div class="card backface frontside">
FRONT
</div>
</div>
</div>
<div 1d="backface2" class="contailner perspective ">
<div class="legend">
One-Sided, Hidden
</div>
<div class="code">{backface-visibility: hidden;}</div>
<div class="cardBorder">
<div class="card nobackface frontside">
FRONT
</div>
</div>
</div>

<div 1d="backface3" class="contailner perspective ">
<div class="legend">
Two-Sided, Visible
</div>
<div class="code">{backface-visibility: visible;}</div>
<div class="cardBorder">
<div class="card backface frontside">
FRONT
</div>
<div class="card backface backside">
BACK
</div>
</div>
</div>
<div id="backface4" class="container perspective ">
<div class="legend">
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Two-Sided, Hidden

</div>

<div class="code">{backface-visibility: hidden;}</div>

<div class="cardBorder">
<div class="card nobackface frontside">
FRONT
</div>
<div class="card nobackface backside">
BACK
</div>

</div>

</div>

3] 6-5 JE& 7R T 3CMH css/ess3dbackfaces.css AR B, 56, FATE X T HERK AR
Lo Ik Y frontside Fil backside 2%, frontside T & X -RREMIET, Aitix AR
AT UL E EAE G, BRCATRATLE R R 58 p Flie s 210 B ok (o 47 3 78 1 9 1) W 2
F, AR, RIS AR LR E A — A 30 BEIHE M. BT e £ EE A 4T AH 22 180
FrUA-R R OB R R R A B fE— 2Ry, &5 A H TR T5 1 1Y nobackface 2%, A T —
A T RAHSEEWE | . nobackface 2o backface-visibility J&:i% B 4 hidden,
PLA B R 3R

5 6-5: FHTGIEM A4 AR CSS 758
.frontside {
-webkit-transform: rotateY(210deg);
-moz-transform: rotateY(210deg);
-o-transform: rotateY(210deg);
transform: rotateY(210deg);
line-height:160px;
font-size:40px;
color:White;
background-color:DarkCyan;
border-color:Black;
box-shadow:2px 2px 2px Black;
}

.backside {
-webkit-transform: rotateY(30deg);
-moz-transform: rotateY(30deg);
-o-transform: rotateY(30deg);
transform: rotateY(30deg);
line-height:160px;
font-size:40px;
color:White;
background-color:DarkRed;
border-color:Black;
box-shadow:2px 2px 2px Black;
opacity:0.8;
}

.backface {
-webkit-backface-visibility: visible;
-moz-backface-visibility: visible;
-0-backface-visibility: visible;
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backface-visibility: visible;

}

.nobackface {
-webkit-backface-visibility: hidden;
-moz-backface-visibility: hidden;
-o-backface-visibility: hidden;
backface-visibility: hidden;

}

6.1.5 CSSTHEMICE

AT iH3E CSS AU T8 HTML JeE 0N 3D RS H g it , 3% 6-2 XX b itk 47
TiCE,

7*6-2: CSSTREM

B % #H 7’

transform AR T B (W& 6-1)
transform-origin e AR A (BRIN: 50%, 50%, 0)

perspective TR H CSS FE B A Foni B (BIA: 0= TEM)
perspective-origin 1RE xy bR BRI e AL

transform-style FE— 3D TLHRAERITHERZLCFIIE 2 3D BiziE g

backface-visibility B — /X B 3D JT A G i e

IEANFEATEFIRIABKE, CSS ZRHAR Bt T — A4 TR TR N 3D ORI sR K&, CSS &
AR S, Bt P NS ke Ot 2h AOR IR e 2 S nsE R

AR BIESE] T David DeSandro HYZ 240k 5 “24 Ways” (f5il4n, 4T
SR IBARY 24 FpJ58:) MUK N3 Hs, David 1B 14 Fe ek fth 1 T/ e it
ik, 2% M LRGBS, THEE LT CSS3D IIfEE.

6.2 CSSitiE

CSS il I 7o Vr J& PR B i i) ik th A2 ft, CSS b AR U FIAVE L —Fh BRI M
Tween.js FOFMA], AR1, X LB D 2% B 1Y, AT B4 Al B 1% 1Y JavaScript J#,
CSS 1 b "] UL T £ 40y CSS J&M:3)iE . width, position, color, z-index. opacity %,
AHIX AT IR ST s AL T{EH CSS k58 3D IR PRy o) ,

HAH) CSS W PETELAT

transition : property-name duration timing-function delay-time;
BRI E AT,

e property-name

PR R RPEARR, BT all Feomad PRt B T A e AR AL m v, i S B

A
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none FRid KA L TR @
e duration

ARV s #b oA s A IRt iR e, fe it .
¢ timing-function

T3 U8 B kb R R B 4. BT LASE linear, ease, ease-in, ease-out, ease-in-
out %, cubic-bezier LR —Fl,

¢ delay-time
TR T 46 2 A S Rr i G B (DARb el Rb b 3 pr)
transition S B b /& I /> 4 57 19 CSS J& ME M 8 5, i IH A J& P 4 Il & transition-

property. transition-duration, transition-timing-function F[ transition-delay, ik7Ik
1@ — ARGk B R BT TAER ., FTJF3CH Chapter 6/css3dtransitions.html, Znf&|
6-8 s, BATAILAERIHRA R . midi BB — AT DR RAL 20 55—, X BAEH
T BT BRSO AR, B L RS T RDIII R, PERERR A I A . R RO
GALTE I R ARG (@ (DarkCyan) A8 4 # (4 (Goldenrod), #Kifi, 72K R Bl
Wi B o B AR A, AR R MR L 2 R fE A ks

CSS 3DitiE

MR R A
AR bV

B 6-8: {EM CSS WEKHATRIEEE (BLKIEE 6-8)

THHHML R ARCUM TR EXL TEN RAWERME ", AR E
T BT AL B R B T CSS 2% easeAll2sec ifi A L B K K 8 FH T CSS 2%
easeTransform2secColor5secDelay, &A1 )/5 S F 25X AL,

<div id="transition1" class="container perspective ">
<div class="legend">
All Properties
</div>
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<div class="code">transition:all 2s;</div>
<div class="cardBorder">
<div id="front1"
class="card nobackface frontside clickable easeAll2sec">
FRONT
</div>
<div id="back1"
class="card nobackface backside clickable easeAll2sec">
BACK
</div>
</div>
</div>
<div id="transition2" class="container perspective ">
<div class="legend">
Individual Properties
</div>
<div class="code">transition:transform 2s,
background-color 5s linear 2s;</div>
<div class="cardBorder">
<div id="front2"
class="card nobackface frontside clickable easeTransform2secColor5secDelay">
FRONT
</div>
<div id="back2"
class="card nobackface backside clickable easeTransform2secColor5secDelay">
BACK
</div>
</div>
</div>

SOR B AR AR T R IR B . FATTH jQuery S A AN R IE TR I AR o A o e oz Ak
B, B REREEE R R YA oRA b —, TR T E A sz bR flip
i goGold 2, flip (i RTJiEh% T 180 £, goGold HiFitaik B A4 ¥ (Goldenrod), A
BABCE CSS ik, XEBIa AR, HA T 2R, ENha A—RERER
TR E] 5 — AR

<script type="text/javascript">

var frontl = true;
var front2 = true;
$(document).ready(
function() {
$('#transitionl .clickable').click(function(){

/] alert("Clicked");

if (front1l)

{
S('#front1').addClass('flip');
$('#back1').addClass('flip');
S$('#frontl').addClass('goGold');
$('#back1').addClass('goGold');

else
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S('#frontl').removeClass('flip');

S$('#back1l').removeClass('flip');

S('#front1l').removeClass('goGold');

$('#back1l').removeClass('goGold');
}

frontl = !frontil;
s

S$('#transition2 .clickable').click(function(){
if (front2)

{
S('#front2').addClass('flip');
S('#back2').addClass('flip');
S$('#front2').addClass('goGold');
S('#back2').addClass('goGold');

}

else

{
S('#front2').removeClass('flip');
$('#back2').removeClass('flip');
S('#front2').removeClass('goGold"');
S('#back2').removeClass('goGold');

}

front2 = !front2;

b;
}
);
</script>

XAREGIE CSS ARG AT LAFE SCHF css/css3dtransitions.css FHERE], i 6-6 FIH T ix LL4CHD,

5 19 1E 1f 0 A 1fi B 2 frontside Fll backside A1 LA [l JiE 5 A SR e, 45 A2k
flip, ‘BATE e 180 B REHE K. goGold 2 LA TR Rl ta h & (., F
HARH IR A28 ST A AR, easeAll2sec R i . &2k BT A 28 (L B MR
DT — AR AW (AN ease [H) . WK APFDAILIE .,

easeTransform2secColor5secDelay & Zu—86, Boelbr LRSS, — 4 T25#um
H—AMHTHRE, BIHESHRIT, ZHAEJES easeAll2sec I 24F, &—4
L E R A BRI B . W SR N SE 2R E . Bl N TERF B
(S0 ZJEA FIRPATIN, Frg S Pyt gieadiia, (EF T EM: (transition) HYZE
U424, delay time,

il 6-6: 7€ L CSS it
.frontside {
-webkit-transform: rotateY(Odeg);
-moz-transform: rotateY(0deg);
-o-transform: rotateY(0deg);
transform: rotateY(0deg);
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.backside {
-webkit-transform: rotateY(180deg);
-moz-transform: rotateY(180deg);
-o-transform: rotateY(180deg);
transform: rotateY(180deg);

.frontside.flip {
-webkit-transform: rotateY(-180deg);
-moz-transform: rotateY(-180deg);
-o-transform: rotateY(-180deg);
transform: rotateY(-180deg);

.backside.flip {
-webkit-transform: rotateY(Odeg);
-moz-transform: rotateY(0deg);
-o-transform: rotateY(0deg);
transform: rotateY(Odeg);

}

.goGold {
background-color:Goldenrod;

}

.easeAll2sec {
-webkit-transition:all 2s;
-moz-transition:all 2s;
-o-transition:all 2s;
transition:all 2s;

}

.easeTransform2secColor5secDelay {
-webkit-transition:-webkit-transform 2s, background-color 5s linear 2s;
-moz-transition:-moz-transform 2s, background-color 5s linear 2s;
-o-transition:-o-transform 2s, background-color 5s linear 2s;
transition:transform 2s, background-color 5s linear 2s;

AU K T CSS it P — s E. 1E Microsoft CSS F & % % Kirupa
Chinnathambi Y 18 % I (http://www kirupa.com/html5/all_about_css_transitions.
htm), AT BRI R,

T — A TR B ORI TR B T3 7%, AECPRT B R BT LR . AR IR AR S Bl
SIRMIBNIIRIEIS , AP LT Z A 75— 5 CSS3 R . CSS Zhm .
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6.3 CSSHhE

CSS shmfflt 7 —A-kb CSS kI A A Zhm 75 %, % L —FA 2300 3D ¢ iz m—
#E, CSS B FI FH— R FISCE IR MR s il h w4 . o, R ULRPERR, k3%
TEREF LR,

FTFF M4 Chapter 6/css3danimations.html, REFEE| =ARR . sl BABR ALK AR Y 2 E

(B 6-9), 22 LMRITEEAT T — ARSI 52 y e sk ahm . A LRy EE 31T
EARHNEE, TR R @RIFASE, Eahid i L y Milieh.

CSS 3D#IE
MDA & 2l

HEsE (—%0 R (EE)

iRk (ERBRE)

6-9: CSS3D HE

TS miiy CSS 4 A5 . — A T CIE SRR CSS fRAGHL) ekeyframe
B, PARATE T RATE 3R BRI Rk,
* animation-name
—/I>H1 @keyframe HLIIE LAY BT &) &5, HITVE A S BT Ak .
e animation-duration
fiE S ERIEHG, DARb SR oA spL,
¢ animation-timing-function
i zh m A LE B R B AR, FILAAE linear, ease, ease-in, ease-out, ease-in-out
. cubic-bezier FIEE—/,

e animation-delay

Fi 2 A m AR R — B R) (DARP S b ok )
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e animation-iteration-count
FEE B mIE IR A . BRIAA 1, e infintte HITE SR ADESARI B,
e animation-direction

PEFEEIER RIS IE R A 2. ATERYIEA normal (IEfA) ., reverse (JX
i), alternate (IER[MIZA), LK alternate-reverse (IERIAIZHES, JERIAREHRL).

FATATLAA CSS JR LRI S animation R aif il A A HY R LR T THIX AL, Gk .

animation: name duration timing-function delay iteration-count direction;

6-9 Xt R CSS RS W LLAE SC#: css/css3danimations.css k3], 5] 6-7 BOfE 3%~
TH AW EZ R B, FRAE M ekeyframe HLII kfRotateY Fi1 kfRotateMinusY 3f ik & 5 il
(4 BIH TR B M IE 2] 35 10 UL SN S 2 1E m A g% ), kfshake HF R ahshm, kfFly
M’ mshm, 1A Zhmo BlE T AR, FHTAFERIZ45, animRotateY
1 animRotateMinusY 25 L T LELTCZREE y Flile s I JTCPR VSR (E A 1, X 2L ) i A5 5 1
BNZRIR T AR A2 45 AR S I S BB >k 2 3o

kfShake 2T & Ju—2k. ‘B H T 0BT 0%, 25%. 50% F1 100% k%I Y /4> f o
g, K Sx Fy Fin ERERE, UGS - #hivieik . fdn, KFFly RELE N, BIE
KEEWIFE LT — 25, T A B E S =k W RIEE A%, FRA T ERA
W R BRI . KEFLy (U LT CHEM RITEE 1R B2 AR “fash@ks” Ay
AR, AFEATCEM S GRS INE TR LT / T Y animRotateY 24F]1 animRotateMinusy
g, Bk, b BRCESI-R AR H T EshE ,

B 6-7: BIEEREWI)mE CSS ]

@-webkit-keyframes kfRotateY {

from {
-webkit-transform: rotateY(Odeg);
}
to {
-webkit-transform: rotateY(360deg);
}
}
.animRotateY
{

-webkit-animation-duration: 2s;
-webkit-animation-name: kfRotateY;
-webkit-animation-iteration-count: infinite;
-webkit-animation-timing-function:linear;

3

@-webkit-keyframes kfRotateMinusY {
from {
-webkit-transform: rotateY(-180deg);
}

to {
-webkit-transform: rotateY(180deg);

A

128 | $e6ZE



}
}

.animRotateMinusY

{
-webkit-animation-duration: 2s;
-webkit-animation-name: kfRotateMinusY;
-webkit-animation-iteration-count: infinite;
-webkit-animation-timing-function:1linear;

}

@-webkit-keyframes kfShake {
0% {
-webkit-transform:translate3d(0, 0, 0) rotatezZ(0deg);

}
25% {
-webkit-transform: translate3d(0®, -20px, Q) rotateZ(20deg);
}
50% {
-webkit-transform: translate3d(0, 0, 0) rotateZ(-20deg);
}
100% {
-webkit-transform: translate3d(0, -20px, 0) rotateZ(-20deg);
}
}
.animShake
{
-webkit-animation-duration: .5s;
-webkit-animation-name: kfShake;
-webkit-animation-iteration-count: infinite;
-webkit-animation-timing-function:ease-in-out;
}

@-webkit-keyframes kfFly {
0% {
-webkit-transform:translate3d(0, 0, 0);
}
25% {
-webkit-transform: translate3d(100px, -100px, 20px0);
}
50% {
-webkit-transform: translate3d(200px, -200px, 40px);
}
100% {
-webkit-transform: translate3d(400px, -300px, 20px);
}
}

.animFly
{
-webkit-animation-duration: 2s;
-webkit-animation-name: kfFly;
-webkit-animation-iteration-count: 2;
-webkit-animation-timing-function:cubic-bezier(0.1, 0.2, 0.8, 1);
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-webkit-animation-direction:alternate;

}

R E L EE S|, animRotateY Fll animRotateMinusY A1) animation-iteration-count &
PR E A infintte, SR/AC EROR A IUUER: T—k. XAZ&E A jQuery RREDIE—kHEK
TR IE T s (AR ARRD) .
S('#frontl').click(function(){
S('#front1').addClass('animRotateY');
$('#back1').addClass('animRotateMinusY');
setTimeout(function(){

$('#frontl').removeClass('animRotateY');
$('#backl').removeClass('animRotateMinusY');

}, 2000);
}
);
XL G TEIRTEI, AT HEHAEARB R L, flane]s aninFly 25454
A, B E0TE S TERIERR, T AT LA AN HBAE JavaScript 2 6l 219 T 45
k.,

6.4 HkikCSSHITRBR

FIARTA L, AFEARRE] RS TR R E) . SR X EEH R R AT AT R 61
HEARF5 0 3D P R e FR AR B AR, (BB SBLA Al fHfh 4 3D B R
RZAEA—ERIEE, BIEaL, 2SI RE TR JRX AR . A TEH
IR R BEATRAIFETE R LA CSS3 G A+ 2 M/ 3D 3R .

6.4.1 EF3DHE

FERTE LT BRAVER, 4T VIR REa ik, 1495 T —L8 HTML Fi1 CSS 1t
W, AT RN BRI, i tk, BAVRHRES E ZAUN 1, R 2% CSS3 AHIRAYE A
JE&oR T R T A SeBLIX SERCR LTS /vl . &l 6-10 482% T —A> 3D BB i 1, XA
Y & 48 [ JT % & Dirk Weber 24 i) HTMLS JT % 3k &5, http://www .eleqtriq.com B, X
ANEFRARE 5. WL TR, FERTCUER: . B A R ER )
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YOUR
STYLETURBO!

Ll

Rotated packibot

6-10. A3 CSS Q289 0] %% 3D ¥{K (http://www.eleqtriq.com/2010/11/natural-object-rotation-
with-css3-3d/)

Codrops (—/~ Web & it F1JF & 1H7%, http://tympanus.net/codrops/) HIBANiHE—F 4R JE T X
ANETIIEE, I T4 3D MBI R /R PRATUAFT T B R B R N 2
R ARG, ZnlE 6-11 iR,
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3D Bogk Showcase

Demo 2

Whale catfish leatheracket deep
sea anglerfish grenadier sawfish
pompano dolphinfish carp large:
eye bream, squeaker amago.
Sandroller; rough scad, tiger
shovelnose  catfish  snubnose
parasitic  eel’ Black  bass
soldierfish duckbill--Rattail
Atlantic  sawy Blind  shark
California halibut; false trevally

warty angher!

A Catwork Orange The Catfather The Catcher in the Rye

6-11. 3D EHBERR (http:/tympanus.net/codrops/2013/01/08/3d-book-showcase/)

QX RS [ 3D R TR A A A — 2 A HTML 73, JFE LIF£ CSS 2%,
D TR S TR AR G JavaScript, AR WM, (HiX %5 DAL R (ERIT.
BRI LRI e B CSS 3D Bfisi, X Ll i rh B 2 Honkh 5 #8 F i o = N IRARRD,
X AFATHY CSS 3D BIfEREHE T — MRAFATE S

6.4.2 E#IDIFE

%+ CSS 3D AR I TR R RER IR, EREERA K REn ROl
BB s, A ANMELLEEN L, FEIF L E Keith Clark 3 T, fb{fH
JavaScript Fil CSS 3D A& i, €& T — AWK B XA — NFR I d{Er, 5 anE 6-12
iR,
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6-12; A CSS 3D #0 JavaScript #3728958 — AFRgIdE T (http://blog.keithclark.co.uk/creating-
3d-worlds-with-html-and-css/)

Clark fIEah 7R T CSS3 Bl R A T RESK IR — Lot , HLEB 04 3D 4.,

+ 3D JUfTtk
CSS (UL AT LMEIEAETE . (H& M FRATEINFI L IER) 3D a4 R 40l W g T 24 F
Tl 2 0 ——0 & = I s il e ——4L A& BOE & R IR AR VB, X — fiIf
TREMRARBR, [FRE, FRATATCAFIH PNG B H sk VE A 814 DU JE Hr Y alpha 3@ & 8 55
T G B S FSTUIRAR 20T ., A TiX AR, Clark gk vT LRI CSS K61
HERRE, Fo3. SHdERFE, DM ER 3D JL{AA,

o MM, FAiAeLIE
CSS KFFAEAMEN, 10 Clark 28 T 4n Al ML 240 A S R2 8 — AN AU AENL, TR
Ikl R AL B R E 2D KPE B, IS AT LHIVER 2D wE R T ek
R .

o JrAAAR
CSS ALAFILHEMIRI, 2 T A0 BB, Clark F5 2408 A P00 B0 1R)
&, {E JavaScript 1 G REAIAYICIR ,, fE—/> <canvas> L H B BRIE SeSURIMLSE,
LRSS, Sl tld H— /Moot g e,

2K EHAIEREE 24 Keith Clark —HE#TIBAE 2 TAE . (FXHERIPREE AR AL
FH WebGL F12&{E) Three js X R PERAEE, SARR R R, R AL, X450 H (75252 H
TIRBL CSS3 fe iy, B RFILEBIRR ., RFETHELEE, 1S W Keith Clark
XHX AT H B BERH  (http:/keithclark.co.uk/articles/creating-3d-worlds-with-html-and-css/) ,
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6.4.3 {EACSSHENEHRFKLATREBI/IR

SO YT 2 IR0 Pk M VR T & 3 (8 H GLSL % (848 & BT &MY 3D BT €SS ¢
%, XTI Adobe ZGHHIIE ARMEFR A CSS A& LiEsE (IHFRA CSS H ), & 6-13
JEIR TAEHR N CSS A& SLIEBE “HRak” R Z A1 2 J5 i DOM e R, YEARETT
F LB, BT T RIS BoREA N, TSR R N s T,
HEIBITERRG ke R4, XA CSS AE LIS, BlAMEENGET,
XA~ DOM TCE N A AFRMER HTML: —285 307, DAk —ikEfR ., CSS A& L
JEEE o UF Web FF % 764> FI FHBLG Y HTML 4038, OIS BT 09 5 | IRERIIAE B85

BEER FRE R

K

CHAPTER |. Down the Rabbit-Hole

0 get very tired of
g no

sitting by
nk, and of having nothing to
d peey

nothing

a7~ e el 18 2 ne ou
a o pave wordestuum, QIS e time I\
seer ; bif i speme® GV atural); b winen mif BNBS.K%
actually TOOK A WATCH OUT OF ITS WAISTCO/ “ = : W "AWATCH OUT OF TS \

POCKET, and looked at it, and then hurried on, looked at it, and then hurried on,

afterw

B 6-13; BFEER, — 1 CSSIBENELE; B Altered Qualia 24t (http://alteredqualia.com/
css-shaders/crumple.html/)

CSS A& g T GLSL HABIESM—/1T% (GLSL ES). ‘BHA LF1 WebGL
f# /) GLSL ES #H[H, A —LdpEmmzER. BTFLem%E, AR CSS AE X
B AU TR CE ERGEE6,; MR, IEREFETRE MRS G, TRIKE
HFHRGE, AFEHELNEE, b, WRESELIL R R IR ML T — 27
ESCHIE, AR ocEMIARME CSS 3D B (ZrrdkfTitigad) & i 3D A8 ks, 75—
AR RIE CSS HE DB nERT, 1fifE WebGL {E4sh & G 23 NILE L0,

{7 CSS HE LIEFIL & — A LI MR Re I, B U B 200 53 25 3
FEABBIER, X AFEC A BRI fahs, oA RLE N T DOM
TCFENE A LIRS 4 & ] WebGL brifl b, i I L AE LB T 4H 24 10
J& o TESCHIIRLX RSP (7 B Chrome BT S8, (T DL Ik — A7k A Ay &
7 (--enable-css-shaders) SFFJR'E, S fE M 7 fh 4 1% & v 5 T CSS
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6.4.4 FThree.js3kiE4#CSS 3D

BIMEAE 2014 45, 2 005 23RS 2 #: WebGL, 4% i0S A Mobile Safari, FILIF%
I B A 17 B B I AR G 3D, [Eanz midkii 1E L BRI ABKE, CSS3 & —
AR, SR T CSS RIEATIR R 3D P A TR EMR L M55, A 76l JLA 3D
MR, SRR CSS A HTML T3,

i, Mr.doob JF4A%E T4 Three.js QI — 42T CSS MIIEY R 5. Three js fe i A — %
FE T e r LA A RIS B 28 5 R R HEAT{8 e, Three.js FIVE G 48 p 2 4 1R, Ede it
TMER WebGL, 2D Canvas, SVG LAJ CSS {54,

Three.js {Y CSS ¥& 4 &5 F] CSS 28 ikt ¢tk BEAT°E45 . T DA R4 i, B Bk
U JCEMe S 2 3D 22 B AR 5%, i 6-14 L T AR ERPeE xR, #
B BRI AR — A B A se B INHERY DIV #1r%5, BRI B LU HTML S e 4e -
CSS ki ke, CSSEY e AL, & SCAY R G QEH AR R R k.

- periodic table. info.

6-14: —TRERNTHEBEHR, A Threejs g1, £ CSS 3D ZiREZ (http:/mrdoob.
github.io/three.js/examples/css3d_periodictable.html)
6.5 N

AW T T 01 3D 38R0 2 N & CSS3 JB M. CSS A8#fh. CSS it LK CSS 7
W, R T REE] T anfel s A CSS A8 Hfels 3D FR . BEFEANGE Oy T ocs, S
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MEMREGEN]; @il DOM RPREEHR ek 3D s fEHl— TR mERY., &
IIBE CSS i QIR 1 LAY mAcR, JHE ] CSS ahm Ol |8 & AHAcR.

CSS3 #24t 7T 6% 3D H i e E R AR KEE D, L eHAE A R
AR AN HAD BT % 4 3D IR R: . (HIN B — 5 ki, X RAEE A5 tlkd; &
fITRTAE 1 CSS #LA/b & JavaScript fRIBAY T 2RI, BATEEFEE. BEaSn; &
HERE, BTN SN B, XFORIRICTE A TLHX B R S AFINIE, fER)
DEAGOLT, AR EPREK CSS3 B PREF, FATTRTEA(E F K &Y JavaScript £ 75851 A2
{tl Three.js XA A LA CSS3 Reie YLy e,
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BTE

Canvas: & F2D4%HE

B2, 3D EIEZELHIF] 2D (0P ik b, teandin, FARCARFHL. SREFEIECR
HENBRKEG 3D, EEILEyEFERRILENL, EEREREE, mRENFHE 3D
WZRSEHRRT, ML TR R asth, £/ 30 Wi, AR 60 i,

WebGL F1 CSS3 {1 /] GPU  (BLAC U BEHURNH At Be 5 v 2 1 1R ALBE B A RE () SR 5L
3D SEiF{E Y, R4S 3D M fE s at T8 75K 3D BB R AR L E 22, (HeHAgsHn.
i R PF e G R AE AT DA GIE A AR R 3D 05, T Web SR UG, SR {FEYERE
{#iJ Canvas 2D, —/AN{ED ST 2% 4 WY 2D EIE 2 APL,

FRE R T, FRM155EH% B Canvas 2D 1fi 4% WebGL, —Ffigait, R4 WebGL
R K, HEIERBI A WA Z G FE, TLHAE i0S 1Y Safari H ', fEixLE
FE b, FATATLAREFH Canvas 2D 1E A FEHR T5 4, R IX 2 M807] 68 S5 52 M1k RE sl 2k
B, B—Fgmit, BATTREFRE AR, haniteaeFyLny GPU EH
FerL, FRUATRAITREA FAik i iE deok i K St Al . B8 —fipnk, FROBECIE—
ANTE LY 3D 2SR, (fH WebGL A A RM FZET], i CSS XAEIR A, X LEd) 3G &
{if Fil Canvas 2D £ B WebGL,

EARZR, RAVERTZEn{a i F Canvas API Ri& 4% 3D, LAK anfal AUt REFns i, o]
BAWIE— LA 3D B Fa ge R, XS ERELE T 1L E T I & N H

7.1 CanvasHat

SERAE 2004 ZE 59551 A Canvas, A T £ Dashboard 20 {4 F1 Safari ¥ % 25 Wb = #5755 2 R i
W k. BRI Rt — AW Rl i i, (£ FoRIJLAER, &8 Mozilla 1)

{1 0S8 ST, —FFE
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Gecko 514, HAthE T WebKit 51 #2RIMI Y &% (40 Chrome) Fr3ciF, B4 R B TA X
HTMLS5 [ 5 & FIrEE

N2 B Web Frifis fh 224l 2D & BRI DOM JC2: ) SVG A[F], Canvas H:7% 5 (EFRE
et —RANE ETER TS, BIRME T /> API kil JavaScript 7 % & 1 &4 HIFHE 7T &
FHEDE, BfEEZ%. #thek, ZRERCA, mHART DOM 1 SVG, Canvas fii H T 240
WebGL it BEAE R, 723 W 25 3 5 B % A & Canvas JTCENEIINZ, Bl H
VIRHET I CNEBI A G TR, DB ELMRRER (thnfedhmEd),

TG Canvas AP A TABHIERE, H 20 THF 3D A Canvas £ &, kA 15
BRI AN — T eI,

7.1.1 CanvasjtZF2DLE LT X

HTMLS & 3L T —/A-8i DOM Jt3: <Canvas>, ‘B G111 1 — AN X 380E S AT 2346l
Canvas TR XU T EIG L HE: WA LMENRZ QI &, 2 (/] DOM H iy document.
createElement() API, 4 6I&4F)5, VRATLA{E A CSS k%l Canvas JTCERUFER, Eoanik
BIBHE, ShBEE, (B, MR mEgcL,

Canvas JC 2 (N E B T U AP I EAS OSSR B, EL BB, RFEFEETE BT
(context) XM, XX REEM T L ERY API, X T Canvas &, i 1524 2D
M BT3RS, iR AERT L T WebGL £ E1 3D | 3CH 4,

{5l 7-1 Jeor T Anfay G —4~ Canvas TR LG — M EHGIET . {Estyle prZd, RA1A
Canvas JCEIFE TREAHIHE R, {E <body> frZrd, FRATEIE T —ALUMGE A AR E &
P [ <canvas> $r%, fE U domready [R5, FRATHELL id BLfF Canvas 02, ZRJGilit
canvas.getContext("2d") 3kf53 2D E P&, ks ETFX)E, TME BRI fillstyle
JEMERE A G, ARG context. filleRect(), fEA x. y 1ENA LAMIAFRS, LIk
AT, SRIEFE— N X I,

5] 7-1: A Canvas & BRI
<html>
<head>
<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<title>Programming 3D Applications in HTML5 and WebGL &mdash;
Basic Canvas Example</title>

</head>

<style>
#basicCanvas {
background-color:Black;
}
</style>
<body>

<canvas id="basicCanvas" width=500 height=500></canvas>

</body>
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<script src="../libs/jquery-1.9.1/jquery-1.9.1.js"></script>
<script type="text/javascript">

$(document).ready(
function() {

var canvas = document.getElementById("basicCanvas");
var context = canvas.getContext("2d");
context.fillStyle = '"#ffffff';

context.fillRect(125, 125, 250, 250);

);

</script>
</html>

WoREERARIRZ,, EFE -1,

7-1. {#F Canvas AP| 45— ESHS
o fEisis, w5 2 TR 3 =G T ERAMRMG, SRime RH T JLfT JavaScript D

(FZ At 76 v 1 P 2216 2D BT S R 5k, RARIFEER) . X461
%[ LA£E Chapter 7/canvasbasic.html H 425,

7.1.2 Canvas APIBJIh&E

Canvas 2D b FCHEfE T — AN T APL, b i, ZHERTH =0 (AEH
WER ARG R=ERE, WSVG), R MAFEEETE O RNGREE, eHEFht
P, 2D Canvas 19 APLH AT LA ALL T JLAF,
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. HREH
WY, WL IEIAR, WL SR AR,
. B R
LoBr. IR /R 2
. B
K R TCR B Canvas 00 FUACHR,
FEILL
ST BAASCA, HEHRE CSS RERE LSO RSSO,
. RE M
I CSS FER M AS SR A sl
- T
2D A, WAETR, BER. ARHCAREREY 3x 3 A HUERE,
-

FERFT IR ETE A E AR Canvas N MRS .

Bl 7-2 SR TR &Ff Canvas APL DIRESRIVRCR . FRATATUAE S —AMHCHIAETE, — /- fif
WAETE . B R AR SCA . — MR Z Y (ZMF) . —/ME7E BAL I WU /R ih

2. — B, —/MERGERETER R, 5k, DR —A#E AT .

CanvasIiifg
Fill
///’1\ .
[ N
N

N

@ 7-2: Canvas API 830hEE (BREER 7-2)
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5 7-2 JE 7R’ T X A7 FR 19 JavaScript A% (3 #£ Chapter 7/canvasfeatures.html), 2 T
LA NS T H AR

5 7-2: EZHAY Canvas 2 B 7R
function init()

{
imagel = new Image;
imagel.src = '../images/parisil.jpg';

image2 = new Image;
image2.onload = function()

{

imagepattern = context.createPattern(image2, "repeat");
}
image2.src = '../images/ash_uvgrid01.jpg';

gradient = context.createlLinearGradient(250,0,350,0);
gradient.addColorStop(0,"green");
gradient.addColorStop(1,"blue");

}

function run()

{

requestAnimationFrame(run);
draw(canvas, context);

}

$(document).ready(
function() {

canvas = document.getElementById("features");
context = canvas.getContext("2d");

init();

run();

);

B, fETIA domready URHEAT$k Canvas JCZ I3k 2D B304, SR IETRHA init(),
A run(), run() 2T requestAnimationFrame() Sk SKELIZ AT, F1 2 AiHY 24 il
— KB A, XERIENIAR R T ES, AR AMAEREAEE . (1) XEEFA RS
Canvas v FHIVEE R, R OA PN 258 R SE it e 25 A sl sSopE B2 0 P 1 s (2) 3x B 7R SRl v
FEX M, FoAIRMFEAME GRS S E ke te, RMFEEEH B G nEkxeses 4
2, BRI Rt T A,

intt() BB OIE TR EIGRICE, M EMMIERNSE, B—HEHZEER, E6H A
MR rh BT . bR T8 M R G T — /MR, bk, EnZEE Gards
T —A~ onload = {4 PE %% . onload fifi F| |- T 1Y createPattern() &R % & 6 2 ~F %
createPattern() J5ykis BRI I BdE, BrLAFRA 10620 S 3 B Gk 72 A REVR A .

run() BRECSRIL Tis4T0RM . EoE, ELRM S £ TR AR R A O #5E,
‘B draw() RSEILE ., draw() BRI AT B :
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function draw(canvas, context)

{

context.clearRect(0, 0, canvas.width, canvas.height);

context.save();
context.translate(50, 0);

/] AEFER/INE
context.save();

context.fillStyle = '#ff0000"';
context.fillRect(25, 25, 100, 50);
context.restore();

/] W AR NETE
context.save();

context.strokeStyle = 'DarkBlue';
context.strokeRect(250, 25, 100, 50);
context.restore();

/] Mk
context.save();

context.lineWidth = 1;
context.fillStyle = 'Black';
context.font = '30px sans-serif';
context.fillText('Fill', 50, 125);
context.restore();

/] HC AL
context.save();
context.lineWidth = 1;
context.strokeStyle = 'Orange’;
context.font = 'italic 2em Verdana';
context.strokeText('Stroke', 250, 125);
context.restore();

/] —A=f
context.save();
context.beginPath();
context.fillStyle = 'Yellow';
context.moveTo(75, 150);
context.lineTo(25, 225);
context.lineTo(125, 225);
context.lineTo(75, 150);
context.fill();
context.closePath();
context.restore();

/] — ST N ZE IR ith £

context.save();

context.beginPath();

context.strokeStyle = 'Green';
context.fillStyle = 'LightBlue';
context.moveTo(300,150);
context.bezierCurveTo(225,175,275,225,275,225);
context.bezierCurveTo(350,250,350,225,350,225);
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context.bezierCurveTo(350,175,300,175,300,150);
context.stroke();

context.fill();

context.closePath();

context.restore();

/] —A ik
if (imagel.width)
{

context.save();
context.drawImage(imagel, 11, 250, 128, 128);
context.restore();

}

/] —/ R EEFE R R

if (image2.width)

{
context.save();
context.strokeStyle = 'DarkGray';
context.fillStyle = imagepattern;
context.beginPath();
context.arc(300, 314, 64, 0, 2 * Math.PI, false);
context.scale(.5, .5);
context.fill();
context.stroke();
context.closePath();
context.restore();

}
/] —5Hrek

context.save();

context.strokeStyle = "rgb(128, 0, 255)";
context.beginPath();

context.lineWidth = 3;

context.moveTo(25, 450);
context.lineTo(75, 425);
context.lineTo(150, 475);
context.stroke();

context.closePath();

context.restore();

/] —A WA E

context.save();

context.fillStyle = gradient;
context.fillRect(250, 425, 100, 50);
context.restore();

context.restore();

}
draw() BB R T Canvas 2D API {YiF 2450, X EHBRsRIALL T LA,
» context.clearRect() #f FH K i&E Rk canvas FFIIINZ ., anf&H B, EESAWEZRI

i &,
» context.translate() # FH ks i G G2 IR E, BRIESHEINBIA K
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fth 25 BN

o (£ F| context.save() Fll context.restore() HIffi ., XA Tk I A & 1EB kL
ELRERIRAERE, HAELHIERIERE ., CERAEH, M fETreal, 74, &
LTSRS . DT # DM EOR IR IX SRS, FRLLax B 5 02 T AW N ik R
. EXTAHEA BREWIERET AR, —BELT, BOATFE LB
VRSN 25— /M B E, SR, THREEBEX M RIESHOR —EW kR aY, PR
EARHEREZE /N,

* beginPath() Fl closePath() J5 ik L VF A1 A & AT LR ANl &% 12, Canvas 44 T —
AN BN E, FfT T moveTo(), lineTo() Fil bezierCurveTo() iX &5k z il e,
beginPath() J5 ik B MR A, 1M closePath() J5 i MK 24 mif 28 B 1 B A e I 44 1K
FH moveTo() B ZERIL BIER K,

o EBZHIEE T context.drawImage() R5gHkY. TAIFHFEFFE GG A GRS
fill'e, kMR BRI T A A TR FIWT . drawImage() BR%CRT UALL IR A B B K
INRBEATEA, Sl AU HASECRIERI e EE, Imidt 4k, Ef
[RIAE AT DA PSRt i, FA15F image2 hn#k 52 5 M HH context.createPattern() K@
HAPRIEOR . W A B R G S PR A7 imagepattern A% g rf, AR 5 FHSRFEEIRE .

XA RPE I Canvas 2D BITEL IR APL, 'BibA HAk#EaUIhEE, i H Canvas /&
Y2 ORI RE )8 R e SE b, H eS8 TABIEN, 1ES AR Zk TR
Canvas API FyHAf5 8.,

7.2 {#EHCanvas APIEE#3D

i A1 2] T Canvas 2D APTRYARRENIR, IUAEFATAT LA A THARE A ERiE S 3D &
GRS, RYEA 2Rk, BRER RE Ge i SRR O T RE (R iE e dic ke, Jekir
BRI =, &ac. BB Q) 22l s] RS, SRSt T 4l

{5 FH 3D B ¢E R R, FRA1H GLSL & g Ak 715, A B RN E L,

JF B 9% 1% A 1E GPU AT ENLE 18, (HAn K% A 3D il {4, ATt 2= rE

JavaScript 7 SEBLX Se 5, AR FHE _EAF 6 B AR ST e I (Rl i Canvas APT #4785

SrEde, XU RARELEY 3D LR, A, Sk, B, LURCRE 3D ik BsEEl 2D

A, EARTEFREREMITE, BMEESMERIILE EA R TEE, MIF k& Pk

I ik AN T

TR Gl ST LA LR,

o HHR=ZAN, PN RS RS, X TR, B
IR E . TERARMREE |, R ERN = AR 20 (REEE HhE £
s H) ARHRBAENLZAS ], AR SE R B IR A B R AR 2D =30,

s W=AMEAAE, XTFERIBEEAEIMFRE, WSRO, T skm & FOGRA
TR, (] Canvas 2D API T8 A BAER ST A Sk QI e iR, x &k
WRE CPU, R AL, #MBUATEETIE, BIE EL R IERIL TR
AR TR FLE L, JCH R AR S SEHE IR B AR AN g . VRfF S T m il & B,
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R RS SRR K.,

o HK=AMEAHEA, AT EMUAMEER, Sh TR St EREIER, S0 H i
W) = FTE T Y e TR, oA U B0 e S v ) = T . CE R e 22 e v (o R
% 7 (depth buffer, WHFRA z 25 4) RLH, CEEGMEE M SHILER, K
GBI AEFEFFIN, R Bhr EEBIGESER, FRARES AR ILRIXA A
BIFNLAIBE B, EQBAELTIGRE ST EE AR EIE, XM E A2
IR AL R L BT, SAHIEs R, sALH, RIFEY LA
BIREZAR, AR ENG T, mEERARE, 1EAR, iR = AT
W5k, BIT AR MO BRI AT R, XA AGE R ST = AR EA TR,
ATt AT LA P e ifT s Beie ) z {8, X B A ARAEr i, 5 = b He e ke
e B IPERERT S Sy, RS R IR B R geE T IRIPERE .

B — A e B R AR i e S B A T A LS E AT TR A ), BRI TE e iy

DG PR ) B A ARl o R R S R, RS RkE Y — R AN

2, {8 mipmapping FTW AL (bilinear filtering) X4 R HEA T A T B A

. X ER R Qe S A R R LBURCIR B, 1R 7-3 W, miH, 2R

FERIEREE ({50, X+ CSS sprite Keid) KM G m L 18,

B 7-3: ETRHERNLU2RGY; BHERTT

B, ZRHET BRI L5 T i DU RO 277, (BAE I AR 5 T & A WL R
Bilan, P4 =ML E SRR, BARITTEEITETHY . EEE 74, MAIPLAYHL
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R, —MIE B AL =M A URTHHIIE =M A BGH. —NERIHEGHE RIS 60k
BB = FIRAERTTE, PALE 2l N — A =M. S5Re, AW AR AL Sh it
foe, PREB/RER] = MIZERHOR S, X AL TR BE A RE (e e rh kI A2 R A

B A
Bi—> X

B7-4. —ZAENREHTF—=AK AN-BPL=AK B BR8N, B=AK BE#EE—
MWOLL=AR ABFIRBH, FLUSBEHN@BRLE (BBKE MSDN X FREHRFH
X & http://blogs.msdn.com/b/shawnhar/archive/2009/02/18/depth-sorting-alpha-blended-
objects.aspx; HEHEMITI)

FATATCAE R, FEREFH 0 {75 Ge i i 4K PR e e A 2 — AN BRAR T . SRISHH IR
LSRR P RE RN A v RE, thARE R, SRR A ZNIERIRRE], (HRIRE L4 A
TR %% 2 {d ] 2D Canvas API £ 618 & PERE 3D 2R,

JLAETT, J€E Y Jean dArc 81 T — /AN HYE Quake 3 % RILEIAI A H &, B2k T 2D
Canvas [, 7-5 R T e B, VR LA [A] http://www.zynaps.com/site/experiments/
quake.html 221K, VEREFERBSHAYEICA BT, ROESIH h % A i il A R R ks
W, (B RRAHRY, X 2T Chrome SE¥H T J&7R 2D Canvas RE IO G-, 1
I KA WebGL B AT, RENACHELEELCEEATIE, HERRT
Canvas REMAT A AR B QORI .

@& 7-5: {8 2D Canvas APl /E28 Quake 3 IBEE:S (http://www.zynaps.com/site/experiments/
quake.html) ; BEERITT
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7.3 EHFCanvasiz:iy3DE

anZ wrHERIABEE, i Canvas RiE4s 3D HIF ZH AWM, A T2k e, HETIL
A%, FL#%E K3D (https://launchpad.net/canvask3d) . Cango3D (http://arc.id.au/Canvas3DGra-
phics.html) . Nihilogic (http://www.nihilogic.dk/labs/canvas3d/) LA K Three.js (https:/github.
com/mrdoob/three.js/) . {EATTH, AP FEEATHAIF A K3D Fl Three.js,

7.3.1 K3D

K3D 9= [E #Y Kevin Roast (http://www.kevs3d.co.uk/dev/; Twitter -5 @kevinroast) Ffrfll
H, Kevin & — A UL FFREMETE Z4FE . R4 K3D IGEH K B4, %A Three.js AHE
FEWIThae, e NENREZ, Bk, etReier, *»TE& G S50 XA,
&l 7-6 J&/R T Asteroids [Reloaded] WI#U5, TAE—#kH T K3D SCELRI LR, {ERTIE
A EFEE R, ek, DI EEammss,

7-6: Asteroids [Reloaded], —RET K3D 893D 53, fFF3 2D Canvas API #1741 (http://
www.kevs3d.co.uk/dev/asteroids/)

B F 2 HifE K3D BRI TR, Kevin BL{EX} K3D #t47 T HEE, J & 1 Phoria (http:/www.
kevs3d.co.uk/dev/phoria/) , Phoria 7K i#5 23 i i 9 58 K B BhRE S 38 Sl L, R BIRARE T
RRH, HErerplFem s gmsi A,
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7.3.2 Three.jsfJCanvasig#

RESRFRAT1E F Three.js K- & AAS ARG, 7% FEE G R MO TR (1Y 3D & guth,
MR AR, JUHAE AR 2 H bR A A X HF WebGL HIE & & B 7%, 1M Three.
js, AT UAFEAR S5 118 Fl WebGL BUIHEE{E Fl WebGL, TE#% & -HIlHE(S A Canvas, 1M
EATEESRZ RS, R 3D [E QD) E] 2D EYH A& 2E W, REESIL
AR FE 5> 8 H Canvas {EEThRE, (HaX SRR AR A .

Three.js f§ FHl T{E e 9484, B HF T oI LA B4 Y 2D Canvas {84
fro XHALS NEA, Bh Three.js fx F-4& HE T Mr.doob {E 4t Flash 2D [&]
I T8, BrLAfE F HTMLS Canvas & e &% /& — A H AR HEAE, Fae b,
Canvas {5 44 #5318 b WebGL 75 42 5 L5908,

Three.js 145 — KHEH T Canvas FfIF, (HAERE, BITKESEARSIAN, kAL
AMEMRAEXESE— T, {E Threejs W H YR S+, FTFF examples/canvas_geometry_earth.
html, 20 7-7 fioR. (RSB — DA LB s HhBR . B2 JF A EL WebGL [ Rl A 122
5, ARE R, R B NSRRI AR S 2 EA s X, BaR
LM REHC. RATUTEEEMBRES = MIEil %k, REHFAGEIRRERIT 4%
sk, (R EIRbEHRE, RS = MY . R Al = MBascs, BAREHNT
=R Eb O(NlogN) HIEEE, FILA=MIEE £ B EHDT E 12,

7-7: {FH Three.js B9 Canvas 22344 HIB9SURIRET IR

Canvas & JefRiE A FIRMBUE B 3D 5 &, X BIRA PR IHEES 12 =M (LR
WA 2SN, B HETREEERA = AE), Bl = AR EFF A&, FTFF Three.
js 5l 7 v fJ examples/canvas_geometry_panoramas.html 3£ 7% & 3D 4 53 %, A 7-8 i
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o R ARR IR 5, SHURRICER, M H 2RO R A,

® 7-8: {FH Three.js 89 Canvas BLBLHINER

Three.js ) Canvas {8 4 [F] FE 48 K 2 il R 2 @ ) 2D 238 I, 4nks i) 2D 20, K
£ 3D Z Ml H X — 6l i%ééﬂl)lu?zbL&J‘im%ﬁﬁ»ﬁl%ﬂﬁﬂ?ﬂ% B 79 R T —
AT (R examples/canvas_particles_random.html) , 4 RbR{E G+ R EshAIN 5, H
1000 ANEEHLATRL FIEER E B) . X TR R 21, e 14E 3D il Bsh, % —TF,
AnE A CSS 3D ARk S AR, 1000 MRS TR SN & A E . (HAEH
Canvas FfREAA T, 1MiFET Threejs st EA S CIE T,

® 7-9: {£H Three.js Canvas ;8285289 1000 M S5 E
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1. WA {EA Three.jsACanvasis 58

ik Three.js {f | Canvas R #., HFEEOE AN AREBPEGASR, (HdA Kb
e, 1EIRNTE AT RG], EHA, NS HZE L Threejs Canvas {5 4% Fll
WebGL {8 4t & {E JR R FOR AR RE LY. B, IS AESERREF I, 12X Z T
BURIIBIFERA S B SE, SRR HARBUR, RN A 2 0 R e 20k G — Lk
AR BRI EE

B 7-10 J& R T {# FH Three.js Canvas {842 a8 R HIMEHARIIRCR . B — 1 SR PR e it &
Frmi 2R 0 i B 2% . FE I NS 2% W4T JF 304 Chapter 7/threejscanvasmodel.html, #R4x FF|
FE—A T R 28 T s BERISTERE I = A RS . Rl LARE H bk lie sy, (R R
HORFNGE /N PRATELE G A Animate & GEAER G (B0, X /138 R VF PR P
i Fil Canvas [ WebGL RiHEATELES . 1EIRATIIERMIFE Canvas FIRRAS

® 7-10; {68 Three.js B9 Canvas j8 L8 KB L&A, KEMEE! B Turbosquid (http://www.
turbosquid.com/FullPreview/Index.cfm/ID/499274), {E& £ gentlemenk (http://www.tur
bosquid.com/Search/Artists/gentlemenk)

HEEE LA, BT 20~23fps, ACRRE LS EF 5, 1E—E Rz AR EF
RIS, PR K BUWIER ZARIGINE] T 30fps 24 . VRel A2 ISR i Rl R — k2
L MzknwfﬁTwmﬁﬁ'%iwm XIEWHE R T 3RAZ i 2 i = M HE
R, K24 Three.js ) Canvas e e R AR EZAT, FilledEdir=/AEHT. Wz
Y = T kAR I HE T B . AR FRATBOR B 2B W — A5, Three.js fREE A b
FH A2 (BIER) 3T, FiLVelIATEH#T = AIEHDT . X 2Rz A A A AR (A
M, AR 1200 A=A Lﬂ?f)bﬁﬁiﬁﬂélﬁﬁrg, FrLAX A BB T
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FAIEH Canvas {8 4uibh 35 212 2 0 E HBTRFREE . BUERB R ERIM T, K=
et T, S sd s — A ERGIR, B IZBE RN R AR AR, 34T
FHEB B . Threejs ATUARN H—2E06TR, (HASCREDR G, |A1IEEAF 2 HE
Fm_FIEIECRR, RATLAZIR— T Three.js YAl Canvas 28, KEFHM FFIE
JRREMTR B,

2. Lk CanvasiE 28 F1WebGLIE 58

AT rE Yo RIEATERES, /55 WebGL B HEFR4L K {8 Fl WebGL i 4ty
i 7-11 fon, M RFELAER B .. 7 WebGL R A, SrBL AR, THEWE
AL, MHAE Canvas BRASH BURCIR IR . D400 I ¥R 15 kL Canvas FCAS & f0°F4E
S INE BRI ZE R EI, FRATAT DA R MG B € IR A7 R A R 5280, 1iX 7E Canvas
MRA B A T EMERET I, BARMERMRS R MEME A KSR ES R, BRA
FaE RAFIE 60 fps, XFH AL NI, BA Threejs AFEMAR DI TIE, Eah RALD
¥k, 205N L HEORE A, JLPRTAE T A R RS2 sy (it
Ui, fE Three.js WebGL {5 44#% N GLSL & g ftid ),

7-11. {$F Three.js WebGL jE88 8289 AZ= A3

REEXLESF B RRAZ T — & {8 Canvas i 3D Yk AOTH e miTf . Fe IER BRI R T
HEIRE] T WERARER, SER RN A L R 2 (X W R, A —
AR BB, FRATREM SUEH JavaScript /£ IR b 81 T BTG =M, xE
AR NIFELCT o ARV K AR, I BT CAGE— R e RBR A M (Flanfk 25
TEAITE ) THIZARE, R RTEA A A B i
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HEs JLAT RS sk RE Ll Three.js {# Fl Canvas {E 44 %, FmX AT AIJRAS A LAFE Chapter
7/threejscanvasmodel.html HRE, {51 7-3 25 HY T G E Je 2 AU ARRY TR AARERI RS
1T, FRM1QIE T—4> THREE.CanvasRenderer 2RIt 4 , A4 WebGL f&gLse .

{5 7-3: G| Three.js Canvas 78 4L #%

function createRenderer(container, useCanvas)

{
if (useCanvas) {
renderer = new THREE.CanvasRenderer( { } );
}
else {
renderer = new THREE.WebGLRenderer( { antialias: true } );
}
container.appendChild( renderer.domElement );
/] BEEM AR
renderer.setSize(container.offsetWidth, container.offsetHeight);
}

— H. Canvas {5 4e#% 018475, FAIERELAFT WebGL AR 5 Xk ia e «

/] &G

renderer.render( scene.scene, scene.camera );
et T LA, X AR B T S e — AR, (BRI, FRE R
{73 oh—A~Z1h . Three.js LEFRATAT LA RE “b BE” 2l = TR J5 35 2 S5 B iR] Ay £
RPEY, BRI EA R AT 2 46— NMe F, FRBGE = M s AL, HA
FEIE, BATARE/EE Q& h X B —> antialias frid (7E WebGL AT LLIX 4 f8)
MR R AR L E, X TR AR D B B, SRI51%E overdraw J&
Jy true, EEG 7-4, BAVERABERINEE KRR E T — B RE, X AR
B AL traverse() kit fmiw i, RTINS R E R ER. 1095
BRI % processNodes () JEMFR AT Gt & — /> WIdg, A EmIis, wtik & Mi& 1Y overdraw
JEME . XA TAEA SRR, ARSI SR UL Z M A AN 20, X FIA & Mok 2
i ] Canvas F11 WebGL & 4L fiME—[X 51,

Bl 7-4: 3k 555 AR TR

function processNodes(n)

{

if (n instanceof THREE.Mesh)

{

n.material.overdraw = true;

}
}
function handleScenelLoaded(data, parent)
{

/1] F MRS N 5y 2

parent.add( data.scene );

data.scene.traverse(function(n) { processNodes(n) });
}

A
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7.4 NG

AFVEANULH T Anfal £/ 2D Canvas APIRSCHL 3D WU HE S, B HTMLS 3% 834852
¥ Canvas API, 7EfRiFAAT28 T Canvas API (U HIThAE R, TR 1SS T4k fhia ge b & A 11—
Sela)i, AR, EGEFEEHT . 1% 2] THT Canvas [19 3D &, 4§55 4nfa f# FH
Three.js [y Canvas {8 4% #5 K318 WebGL, X H AT LI E, THEMRFICRETS
I, Canvas #&ft T — /A~ 171) WebLG B 5 %, HEER R, ARMEMSRT, A
UL B HRAE A+ WebGL “E& RS %,
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FE 80

RAFREA



R8F

DA EHIERE

fE Web K R (IR, AR URF0E A SHRZE, Rk Web N RIEIEE ., YA
Dreamweaver iX 2% it WL B B2 (1 Jn i 4%, H17% 45 PhotoShop X 2K Y)E T.H., 72, Web
N2 B 4 R 4 TAERD BRI TR 52— AR I IS Web A 1A R th T X A4k
@, Jak, B RBENIEA T 01H Web NI LIk gwtE TH, MiXsT HmmEk 2
Ja, ZARFKMBH IR S AR RN IR, BERMAERELA TS TIHT R
HI7KF

WebGL 7F & IEAEL i 48 Web JefLIONE . 4HA R TN BLAY LA, A0 BT
BRI SCAR i 25 L5505 IRAY, oot (PR A0S FR B P LB HEIC A 3D B s P
e WebGL i ScHF R, AR R BIBLRATHE TR, W20 TS , (R iesh
BAGHE A

EBHR I EE BRI . Three s AL WebGL FE7E S A%l T L QIR 3D 1y
I TR BB, LT Db GIRE T4 Web I 3D SOk
PR HE P B A I B, (ELALEJLAERT, WebGL A28 HF % AT LA £ 28 ML
W TR SR T AT R 1R,

AFEIRE T Web 3D NARIIF R, B4, RiNSERNACIRNERE, R0k 3D
QAR BRI NERIRRBESAEE A M., KBNS KM T4 WebGL Tl H
T AR T AN B T H, FFRAMI G A& T Web JF & 19 3D U, &
Ja, B2 21 Three.js A0 A T HRFX L3 Inddtofe, AJF£emayinm H Mtk s,

8.1 3DAAFEIZEIE
3D P OISR ARG WAL 2R, 3D T (408 L A VB 38 VRO
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AR 52 2% B THANRAR IR A B, — 4 3D ZAF W HL NG AR SR, B4
MR, grPmR ST UA R A, HARE, CHRERERIIIE f, A&t T,

3D NI BIEE AR £ J5 1 5 i ] Photoshop = Hllustrator > G & 2D ZAME AR, {H
3D GIFEFN 2D ZAREM I BIREA — LA T LIUAE . BIMEGRE —AHAR AN B, HIRITRIF
KA~ 3D TH B, ISR B AT H A R R A R TR
HiXANEN, ERATREE 3D WA GIg AR A SR,

8.1.1 &

£ 3D BRI QIR , B e ZARKEH A A SR R O b R Rk
3D $rr R, BOALHEE H 3D LB RIS RFOR, el ZhME BRI, AR5 A R
kFth, XA EREBEFRAD 3D 24 (3D modeling), %[ TNIFIX IR TAERI AR A 2 A2 0F
(modeler) , [ 8-1 44T —/ 1 Autodesk 3ds Max GIEERIME AR, FRATAT LAY A
AR B EZ R . TS, A, RrmFnLE R,

@ 8-1: 3ds Max tpJ 3D 212, BISE. Zib . AEFIENEBETIE; BRI Autodesk FH,
kBE®HESRHIF (http:/en.wikipedia.org/wiki/File:3dsmax_2010_800px.png)

8.1.2 LUIEmat

skt (texture mapping, WRRHLIILE), tpiFrh UV Bef (UV mapping, tFRA
UV W), 4 QIREAF 2D Z5kHEIFHE 53] 3D Mtk Erort e, Bbfi@saa o
HEATECERMGT, (BTELLE AT E h, ISR IR A RE S W R o ok, LT TR BT
(texture artist) 715, 40 PR S — 2 A 7 M A0k ka0 m 1 T 1T T EL SR A B 52 1
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X 24 T H ARG P i e DA ol wT A 75 2ok 2D g 2 o 0 A v T A DG I ok 1 T B %
Ho B 82 flifx TOEEMLGT, BN RS, AL T, WLAESIE R E
SRR E b BUSRCREA By . ERAOMSELEA /A RE R EE, AR T
H R, XA AR FIXA SO R UL, AR AT XA NS T VRN B AR
FR 2 i) HEUBOE 22 B8t , - ELGE T B B AR R o R S 2 40

B 8-2: LUBRET—— 2D BRERFFMREIEI— T 3D WIFNRE; BH B Simon Wottge 1244

(http://www.simonwottge.com/?cat=13)

8.1.3 ZFIE

G 3D Ay i FE wT CATR ] fth, vl AR A 2, X B TAESS A B . S Sl 2 i A A Lk
EefRie, EOMERTE FoRUGRIXFERT, iR rlRESMECAfE P ARG B 2Bl —AS S s
AT, K 8-3 Autodesk Maya JE/RHVABEE, & —EMRIAHESIZ (75 Maya & HECED
R mE Ry ), ERirsh @ F EALE P ah ik B ik, SRIGIERTEfh_F Sk el
MR, SCBETAT LU SRR A M, ek, dei, HERAL LM BURME. MahmihiTE
AR E A BRI AR, fth T SR S i B ) B3 s ELE . S iifE
S rpod i B S HES X S, X & S TR EL.

A S A G T E & E 2 TR, TS MG EhmEni, FHEhtld &
FIRHHE, WA R % (ig). B2RUE T 5 KR 855 2 & Fhkeik . G 22
R AT E L BT, f s 44 F AR Zh m S K.
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B 8-3: Maya MEIEETEMTIA, ABXNETR. k. BHREMEETROXRMOES: BF
Sk B UCBUGG Open Course Ware (http://ucbugg.github.io/learn.ucbugg/introduction-to-
maya/)

8.1.4 FARET

FATRTREBEAR B G et & N GV TR B — 584>, (BAE 3D FF RS, Bl &, "M
Rk, Ebandtobd Gt fa i RO, FERLBIRF TR, EFEAZ)
NEIH, XEETEWRLE AL (technical artist) 34 KB % (technical director) fi,
Xof X SEHR A F A — B E S, AR A HRAL A LA A& B X 1, AHARE #2455k
F, SR E T EEFREMALEMAN, HARABKTRESHA, KAE0ERER. 5
TR AR — ik L B — Pl 2. SEBLRRIRIBCR . JFRE G, W iis kit &
B AL T Al B SR i K TR TE, X2 mER M EREEE, X TiF£r-
mack U, — AR SN EEIR

FoAHAR BT ERE S A, M1 AN TE@ S O gRERE, (L, ERL
AR Al L IT & T BT & & (G ds FiRe sk 8O i H . Hvp 2 —4& ShaderFusion, —/~ i
VCAE Unity JE3% 5 14 b R AT AT #1{L T ., ShaderFusion ¥ FF &k #idid & X M—~ 1k
gt (bbanist Sz g ) 25— (Blans s d) 2RISR R I &
HEdr, ErRmanE 8-4 Bk,
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@ 8-4. ShaderFusion (http://www.shaderfusionblog.com/), — Unity3D 3|2t BB
IRiEe

8.2 3DEEHMzhiE THE

AATIRAI 28 3D BT ADR QU N BT TR BEA (R GERs mgk ih =, RERS 2
AR B R ETH FAECRE s WA HT H BB R A 1 S 2k T HTMLS E’Jzﬂlﬁ%lﬁ: Hrh
A LR 55 A G TR HY ﬁﬁﬁﬁbl.ﬁ?%ﬁt&ﬂﬁ# fela, Bethlinid nf A —SEAE S G T 2
EAF R AN ), Al A R AT TARBCR

8.2.1 {&4%3DE 4

Kbt e, 3D N2 GIEAATE 405 M 54112 (Digital Content Creation, DCC) I B 152
B, 3D DCC T.H &R e s hilfER TR S, B IZ TSI, T
K. WS EREGERE 2T, ATUAEIX Se3R 2k Lk 3D &5k Adobe Photoshop, ‘11
{E Web 7= itim e 98 T 2RIALE . VEABRMFAM BRI, Frut— D it
BEITLR

3D DCC T Hil AR E R GMIA M, B “G38 " (ARIEIEA LR INFF R
HHIMEE B RERY) . 3D DCC TRFTEELARRE, HHA R AT - SR 2 > dh
2. 4FH, %%tjﬁtgHﬁi&%lxlﬂﬂﬁi%&&?ﬁﬁﬂﬂlk SR X TR T B
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LAY Photoshop LK —#, i RAY 3D Wi H AW A J, A 250 3D kit A Web
HBA g — B

3D DCC L HMMrA& ZBIR A, MSE 24 3% 1 Blender, 4541w B @ik JLT 3Ty ™
&, %40 Autodesk B 3ds Max Fll Maya, X% T Hif# S E & — @ HIHEE, BAEEE,
WEEE . BhiE s AR, AL T BOX e b 3, K#4 3D DCC THHNE THRA
PR A, RERE P AR RN IRNF S S BRI, BITE A TNy mT 0 &
P, beanlids (B C++ 1) SDK, siEfEftmPis SMA KRG SHEM:, UA A, 2
e e E e, ST SRS .

2R 2 R AR e el T H AT A 4R, IR S AEFT & WebGL 3t B H B FH 2|
Blll. AREfEE, OISV AFRE T2 5 H] WebGL N2 GRS+ .

1. Autodesk 3ds Max., Mayald K MotionBuilder

AL T AL FHL2EIRAY Autodesk 2 &, & E b = AN Sim AT R EAR B 3l 7™ it 1 1l v
BA14 Bl & 3ds Max, Maya Fil MotionBuilder, MotionBuilder 3 % i 1 £ & z) i, 3ds
Max Fl Maya Il;& 2 8EHY 3D T.H., 3ds Max Fl Maya fEZ)REE 5 5 ERZEALL, FrLAxHF58T
NSRRI B . B P 2R A A, TR fh 55 R F2 ok gk 7
. BIZRAE —/MRKRIIX B8t 2 Maya 7] L4 77E Windows Fl Mac _E, 1fii 3ds Max 2
FFF Windows, X =/ @ #ATRESHIH Autodesk 23 WAV F%IC: FBX,

Jift & Autodesk 2575 Atk Z AR{LAY T i RHBET4ERT, XA FH A
FE, KT TIRLZFES M, M Alias Systems 2y &35 T T Maya, M Kaydara
SER T MotionBuilder, MotionBuilder 38 A fA € shm b, it A~r=
Sn A AR RIZhRE, /£ Tom’s Hardware M3l A — 55 N 25 70 2 A9 S0 &5t 3ds
Max Fl Maya i# 17 T bk ¢ (http://www.tomshardware.com/forum/247220-49-

maya) ,

Autodesk f) THA BB RMH A E, AREEE, WE. BrESmES R HE . el
ASEHE 3D JF R CTAENE” AW SR BT AR R & 8-1 1Y 3ds Max # A
FERIPY /AR, ol LA As 3 & 8-5 May # B ARFEI B —I5 St A . X 287= 54 0 3 F Th RE
Wb gt a5 . G R A LAY T EAS, LHlngmts Mgy TR, shmift i hh T A,
[EYAET:, B ORames, 5%,

Autodesk [ TH &AL W NLEOHT: 47 b KHE 3000~4000 ETC, 2y Rl [EIFETEME T
RFAITIO A, LARER R 2 B A
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®8-5: Autodesk Maya, — 52289 3D BRNHEEN; BHRIRILN Autodesk BT, RE4LE
BRI % (https://en.wikipedia.org/wiki/File:Autodesk_Maya_2013_SP2_Extension_x64_
on_Win8.png)

2. Blender

Blender (http://www.blender.org/) =&— A%, Fii Hi5F &/ 3D GIfE L H, ‘erllia

TEFHRAEIE RS, L GNU GPL (General Public License, i 2L AIIE) WhiltHy

R, Blender 22 H A 223 FE FF & # Ton Roosendaal Gl &1, ‘21 Blender 3445 4

P, XM ZA—KIFE R, Blender E% 4T, ReSMMHHERE IR, BH

FPA TR TR, MolkgZ4FE 1 FER TR A .

% 3ds Max J& Maya iS#%, Blender U PR RIR 2%, AL AME ., THA R0, FHAHpE

BREIGR L dh &k, FrDURERBHRT, BIHAEAEEEBEMAN, ¥4k, Blender

*F Web FFRE T &AW hrEs, FLLTILARE,

. Bt

o ERIER,

o BRILMEH Python #4179 &,

o EXFHFSFAMSHE LR, 3 3ds Max, OBJ, COLLADA #1 FBX, Three.js
&k FHMIFK T — M Blender FH F Three.js ISON #M T H (REIFH SN .

3. Trimble SketchUp

— /i 3D DCC T H A& SketchUp (' 75 A7k Trimble SketchUp), BA&—A~5 T K
3D EBETE, W TFESLM, TR, AR TSI % .

SketchUp [ B IR AR, ‘EEHFIEH @Last #2851 T 1999 £ %, Jak55] T Google
Earth FIPABYFEE, {12 T @Last W LIEF R T —A ARG, MG, Google 7 2006
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SEWE T @Last, £4E%K, SketchUP #i#fi) 24 Google Earth /7 il /1 6l 3D HEH K HbbRiy
T H., SketchUp i&H — ik Mii——3D Warehouse, —/~H1lk 4 8I1E# L ~EF14r = 3D
BRI FE LR )%, 2012 4, Google f i B 2878 H P A % 3D INARIAESR LSS, SR)EH
SketchUp 2% T Trimble Navigation, — AL T IHAY GPS RSl % . Trimble 4845 % A
SketchUp FZi4" 3D Warehouse, {H'EAFEHIE A Google Earth 2E N %,

SketchUp iZ4TEFTA S L. ERIMERAE, TRkl 500 o0, A —AExhik 4
FHP5E 2 2. SketchUp K 5 F(E M dk 2 dmn, R T & F&&EAHIN TG ok
1, X B R AN CREM AR A . SketchUp HA 7509 COLLADA FiHRE ) (I5AF 8.3
THE) “COLLADA: $53tIRzefiiks ), PrLLEH e WebGL I & — A A HE S,
SketchUp "] LA BEHIE 5 Mk (http://www.sketchup.com/) _F T#,

4. Poser

Smith Micro #J Poser A& —/~H 4% ftazhim TH, {% SketchUp AFE, ‘BRI R 055N,
i H B AR P& A NA CIEE . Poser A & B LAY FH 7 5501 S et 1 €408 47 2 34430 2)
H, BANPERIE, SO CAREER B4 BN Em A e, Dk
—ZA BRIy, EHE, Bk, MLAERRIRE, Poser Al ULk GBI AH A ik L AU ER A
[EYANSE BhiE . Poser AYFH P AR i AE R & 8-6.

8-6: Poser WP RE (http:/poser.smithmicro.com/) ; B 38 Smith Micro Software \F)

FEFTA PHEE RYER B, Poser {H 5+ — 2 HYA BHIFF & 1B COLLADA {450 K Ji
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o, IR S 5 Er e, R AF R FR AR AT Khronos 4121 & 1R & #T AR
#: oITF, Tl TPEA &5 3k T8, Poser A SHARAERE AR IR, 402 24 ik —FhGE
ik 3D NEBR) 2 KR, THIELE Web PR35, Smith Micro B 252 TREE IS Uli
Klumpp #7E WebGL i { i Poser 156 T LA T iX B i :

SR WebGL 9 B R S 47 He At i RS BB T A AR, #2422 A R JE K
(SHIRRAE AR TE ) . Web B HHURI A 20 HHE40 90 4F AR5k I 46 6 H Poser SKIEW]ix —
B MM TG T — A TEAAFERT 3D WA SRR T, 11 Poser BRIV A EE £
LT,

8.2.2 ETmEEaERINE

HMTLS K BRIz &0 3 A3 DCC T E——3 T Y 2 i 4E i 3D FF R s 1]
HEA: G387 &, EERCFNZh AR Z Rt BRI A M T B 6%, B afmR. &8 0%
F Web % Af T LA U 2% 5 imm v gk A7,

AT R PRSI L T 5 e S i A — R R, ook, B2R, BATRET
B Hik, At M WebGL JF &1, FrLA A DAt 53508 Je RO —FER Bir LRI BT
PIREE, AT THEH SAWREI AN, JHERSEK SR, R rihE
FARIHE RS, RA M RE TR R AU S, teandtk — BB H , S8 (E
FR AR —E MR, X —A 2B AW A 84, BrlAJT k& nl DU Re e 8
TRA LA B — Web KU IIHREEIE T X S Mk

1. Verold

Verold Studio /& —/M2 &% 3D K ENF R M FG, HILTZIELH Verold ARIF L., BA
FTEEARAGAF A, AT LA fd 757 241 JavaScript AP 3E{79 8, DRl & ZAFH . FA4. ZIf,
AR E LN AR Web T A 53 rTLAT Bthels 3D Zhimi R 22 4 s 2 i 1) Web

HAUHY Verold TARERAETRE /> CG XN LEAASCHIFR (3D BEAY, Zhm, Z0H) #)
—/~ Verold T H . tfe] T ATUARSRFEBEBURHY S b5t s S T H AT LA HE S U R
g%, HmER s/ LR, LM BPRHE BE RS, Web Beit il LA HFE]
RAGE] HARGUmE . XA TAERESE AR 25, ke BIFREN CG XTHIMAAE—E,
BRI REVME, MBGEAT L 5 T RYFTRHE SORRIMI A B 2P R IR T. Verold Studio
HIFA P AN TE 8-7 Fivm. TEEBHE TSR IX T, X 51559 E 21 DCC TR
BEMIXTEL.

Verold /] DASEIOMESmAR . 28 B RMUARILSZENZ, BT 3D WHFRIH A, KE
& 6145 N\ K CTO Ross McKegney fJ15.7% :

—/~ 8 Verold Studio AU4FZE {5l Swappz Interactive 2y &], Swappz 24 “Z#tiifa. 2 fh
RHAR” “WERE R “AikBN” S MEE TR, KB EA SRR, BT LABEAROCHY
ik “dH” #EXi. Swappz fFEFF KA FEHER T Verold, FSRERUEFSEEN M ik it
Uifi e 224 b P Sl il 2 [ REAE AR TS i3t B BB RiERE . A\ Nickelodeon 23 =3R4
THRIVE AT, ARt YA A fef R AT , SRR R BT P ARkl ) Rk |
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8-7: Verold Studio (http://www.verold.com)

2. Sketchfab

55— R AELk 3D THARME T LB I WMk 55, 3D ik Ul T LA b 4% JL R s iy 3D 5
B, f ] WebGL R AELR BT F 5y 52, X Hop HF K e 58 B HY& Sketchfab (http://sketchfab.
com/), ‘EHMTEZRIMANIF %L, HP\EI4E NF Cédric Pinson. Alban Denoyel F/1 Pierre-
Antoine Passet, Sketchfab J&—/~SEIF R A FIdL 222 B 3D MR FELRAR 55, 'BAT E4d
. RfEmdiJ LT, &gt rl U % —A> 3D BRI B MG b, gk —E HTML R, ‘&
AT A B H ATy, JRBLAII B ] Sketchfab $2 AR 55 R A TIE L

Sketchfab 3 FEJUFPE A I 3D #4538, LARCRH & sy, WG RNGE . BEm g, M
ML PE L 8 ST, Sketchfab [AFERRBE T — AN T gudE e, LRI RENS £E 30 W &5 b S h
OB AEYSR, BEFFER T EiRAM DCC TEMSH 2%, BRI al DL 3 M gk
TH (be#n Maya) s, XFESE 5{ELE, Sketchfab (974 T 4N 8-8 Fin. BLiiA
BEX A MG bR _FaE Sketchfab B —AERY, T WebGL {H 4,

3. SculptGL

BT 3D & G Fn A 2 A A R, L AR AT S R T & Hp gk AT 3D AR T EE A A
R, (HIAEA T HTMLS Fil WebGL, XA gk FE A T, Stephane Ginier JF % T
SculptGL, —/™4&T Web YSEAETH, HAmE R B5 M, w R G R R, MR
MBS, SculptGL A& % 9% HF IR A, wUA{E GitHub L4RF], k& https:/github.com/
stephomi/sculptgl, SculptGL "] U5t £ Flk 2, FH 7l B $: % 47 #] Verold i1 Sketchfab |,
SculptGL HJ 5T 4N 8-9 Bz,
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O moRE MODEL BEGUEST

Publish and embed interactive 3D models

V' Share Interactive 30 models
' 27 native 3D formats supported
¥ Ne plug-in required

' Free unlimited uploads

T
SIGNUP, TS FREE [+ | Video Teur

& 8-8: Sketchfab Mg (http://sketchfab.com/) RIFABEIRE LIEFHNZ AN ES) 3D &EH

B 8-9: SculptGL (http://stephaneginier.com/sculptgl/), —TEF XLzt AE 3D ERHTA

4. Shadertoy

2:{L) JSFiddle (http:/jsfiddle.net/) ABFEARY Web [ “Ph4H T H” #skbkif 47, JSFiddle
FOVFTF R & AL D0 Y 25 MR AR, FRSEmmibEch, BT, YRS HAFRAT
WebGL [ 2Ll 7b % L H., Shadertoy (https://www.shadertoy.com/)) #&— /% T ¥l 52 &% 1
RIS LTHE, B L% 5 ik GLSL & 8%, CREIDEMELILX, ~H -1 EGH
95 58 IR, Bt T AR 2 ) Shadertoy Wik b N & BUFH(E M., X E&—/12
2] GLSL & 25 9m B 1 aF 520, Rl AB M NI TR, YA EB QBT R E, R
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PLif i Shadertoy MIufisk 4=, a4 GLSL A& HIZIRA S RS F ., & 8-10 J&Rn T
Shadertoy FS T, ‘BEAE—ALBFHUNHE, —AMRADgRARHE, —/MERE QR RN E
bR,

® 8-10. Catacombs———"MERITIZ LB HY Shadertoy SEX (https://www.shadertoy.com/view/
Isf3zr)

8.2.3 3DAACEMILMEH

HARITA NHA 3D EERIARE, JHH o T80 H B A [ A RRE], JA1EE— T4
FIEERIN . AFAEIEA AR 3D WA ELBTIR, T 3D MARHY “S7IGEIAE™, BRI
WAL MBI L A EEILTEICAE, RELTELH. ALalfEE Tir el
WIREI, TR 2ENA FrBRE, TR A AR AT, U R AELR LRI Web B

Ay THXAASOIE 3D N2, ROMEH T2 A EELTTRAER, FI1%aT,

e The Trimble 3D Warehouse (http://sketchup.google.com/3dwarehouse/)
3D Warehouse £ - i Google J¥ &, H T X # b 4% & 4F & b A% th 550 6 50 f0 b AR Y
SketchUp #%!, F£7E Google Earth HibriEBHI(LE . Trimble Y SketchUp S5, XAk
F AT Google Earth, {HARZR & — AT CIE G B0 HoAth 3D Mk i & 2RI

e Turbosquid (http://www.turbosquid.com/)
Turbosquid B 37T 2000 4, &A1& BT b5 AR [ — {5 Wty , 53¢ S A 7R P 76 2
AR SR FGEA b, VP AT 2T RCR A /D, T OiihE S T Web 1RiE

» Renderosity (http://renderosity.com/)
Renderosity {57 T 1998 4F, & — A ZHALHIHEX, F1F% 2D f13D WEIEER, X4
WA VF 2 BRSO, B SR T T e Jeii S R o 2 Y, A2
TSR E YR 2 AR R,

IDABHIERRE | 167



e 3DRT.com
3DRT & — /™I ELL R MG, A T Sl e Web B R U 3D b, X A4 B
PSR LA E L N AR M6, 3k, B H IR ARA, X So A A AN ],
(EN =1

8.3 3D

XEE I TVFZ 3D X, ZRITIRAEX AT A5 . ALE 3D HARHEA 3D K
- H R, AL A TEL R R HBERR . ALY, A Uik
FA 2wl e AR, AN A T/ NAFF R RV cbRifE . ALt
TICARY, FrEARTEE, AN 75422 A e .

3D PR =Py e BRI, M TROREARR Shmitg s, T ahmify S sl
EE L 2IEEE, BEBM YR, URKPRZ AR, LR, AL,
SR KA, FAMSWITEME AR, HEAMIE & Web B HIRHE A,

8.3.1 #REIEK

AR 3D A2 FSRAEASFIRY 3D Rk rh e 40 idis . B ankii4y 3D BRFERRE A
i OBI #4538 (BT RENA). FoACiBEE R HIRetkiR D, B FemaEs,
ARG T 21, X WA B RN £,

1. Wavefront OBJ

OBJ 4% H Wavefront 2y " &, ‘Bl F i @ iz — 1 ag A, &
e E R, SR L R (AT, 38 MG E AL bR) . Wavefront iB 51T —/4~ 4 B Y
MTL (Material Template Library, #1JBUHE) #2R S RpZ A BB A4,

il 8-1 JEern T — /N EA OB S, BRMABHIT “KRZR” B s ok, x4
BRI A E S TR B 5 25 (] Threejs Iadtsk CBCR W E 8-12) . OBJ S KAH X ARED
£ models/ball_chair/ball_chair.obj ', iLFRMTEE CRVES. H # FRAEERE R,
AR E—RIINFEY, FE—AFE WS BRI FUE MTL 3, SRI57E X
TILA LR, XA s T T & 400 shell BRI —E 0 5l B KZER T
Sh5t, Bl Bk AT — S G R, (ERITR AR 2 B 1B AL PR B R S A
Fo TR TR MR, FHREA 1T, BT T v/ve/ve B =A%
i S, Hod v @ TR BRI, vt RSORAREE, 1 vn 2 T ATE SR .

51 8-1: —/> Wavefront OBJ #&z T

# 3ds Max Wavefront OBJ Exporter v0.97b - (c)2007 guruware

# File Created: 20.08.2013 13:29:52

mtllib ball_chair.mtl
#

# object shell

#
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v -15.693047 49.273174 -15.297686
v -8.895294 50.974277 -18.244076
v -0.243294 51.662109 -19.435429
oo HAh TR A E AR B
vn -0.537169 0.350554 -0.767177
vn -0.462792 0.358374 -0.810797
vnh -0.480322 0.274014 -0.833191
oo HAb TR B ARG A
vt 0.368635 0.102796 0.000000
vt 0.348531 0.101201 0.000000
vt 0.349342 0.122852 0.000000
. Hfh o AR B
g shell
usemtl shell
s 1
f 313/1/1 600/2/2 58/3/3 597/4/4
f 598/5/5 313/1/1 597/4/4 109/6/6
f 313/1/1 598/5/5 1/7/7 599/8/8
f 600/2/2 313/1/1 599/8/8 106/9/9
f 314/10/10 603/11/11 58/3/3 600/2/2
- Hofth i o X

K 23 # il B 44 T2 AE models/ball_chair/ball_chair.mtl X > MTL 3Cf#d, BIUIEZEIE
W, WG 8-2, — AN BUE L newntl B AR E L, ‘BELE T # H Phong & (A1) —Lk
S8, BAEECRFB AR RS (Ks, Ns FINUSE#ET ), @R FEHIE (Kd), REEHG
(Ka), KIeHi (ke) FZrPRNGE (map_Ka J& Map_Kd), MTL H (OSBRI & 280 JLAR YK
JE&, ALAE T MR B E L PREEING E R Hth 2RT E, (EX N, shell S0
FUE ST PREE G R s G T

il 8-2: OBJ #& I I E L
newmtl shell
Ns 77.000000
Ni 1.500000
Tf 1.000000 1.000000 1.000000
illum 2
Ka 0.000000 0.000000 0.000000
Kd 0.588000 0.588000 0.588000
Ks 0.720000 0.720000 0.720000
Ke 0.000000 0.000000 0.000000
map_Ka maps\shell_color.jpg
map_Kd maps\shell_color.jpg

2. STL

T — A He T SRR T L — A% & STL (StereoLithography), ‘B#i7F % T 3D &4t
Ay pes R il kK 3D 4TEN, STL #43Ckk OB H i #r, X /AN R F s L, A
KHrikhgk, SCPRALAR A T, 5] 8-3 J&IR T — /Bt STL SCHREfRAS, Bk A Three.js HY—
A~ 5] ¥ (examples/models/stl/pr2_head_pan.stl), ] UL 4T JF Three.js H [1J examples/webgl_
loader_stl.html 45 F Bia f T UFET-. STL &% T WebGL - & ££ 2% 3D 4T El o A
X, A TCREEEE AR 3D TENR& L, 7o, BRIk, Higged gk,
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i 8-3: STL SCF#55K
solid MYSOLID created by IVCON, original data in binary/pr2_head_pan.stl
facet normal -0.761249 0.041314 -0.647143
outer loop
vertex -0.075633 -0.095256 -0.057711
vertex -0.078756 -0.079398 -0.053025
vertex -0.074338 -0.088143 -0.058780
endloop
endfacet

endsolid MYSOLID
STL & 4 itk {1 B F0 iR 47, GitHub 48 fin T B & & ©HI S+ (https://

github.com/blog/1465-stl-file-viewing), X 1~ % & &% 4& £ H Threejs 3 T
WebGL %[,

STL &R AT E R T A2 2% 4 25 T #E (http:/en.wikipedia.org/wiki/STL_%
28file_format%29).,

8.3.2 ZFNEEI

BT — T A R R B R R R SR EE . A RHER 4y 3D o A I R 2 AE B AT
5T (AshE 7)., AILFETTHRF RS BRI, BEE A (Rt
Web &4F) 9 MD2, MD5 J BVH #43X,

1. id SoftwareZIE&=,: MD2FIMD5

REWAIE Web EFEFIFT id Software FIRA T A% DOOM F1l Quake WL FH %7, MD2
S B RS MDS #45X, & FRE A EmER, X% #E id Software Br#stil, bR
Rk A Tix /A REE, BRI Z THERSAEN.

MD2 & 2SEh Quake 1T B, &—Fh it filkg, B FOGHET AT B RSB AT TI
MM EhmE, MD5 (ANZEEFI{E Web o TZ 6 I NS 871 R 5 “TH B 2E” HLFRR
T) & Quake I FF W), 'BEIANTZ R ahmE, HHERETFSCRM A1,

MD2 (http://tfc.duke free fr/coding/md2-specs-en.html) F1 MDS5  (http://tfc.duke.free fr/coding/
md5-specs-en.html) FLTEITAHSE SCRS AT CATE A _- 4R 5],

BELE WebGL . HI i X 2otz 3, AT DL A O 5 — A g ok B IUE], 5
HANRALE ] Three js ARFERD P, T 1 ml DA HIFe 4 TR, 40 R4 MD2 SC{%% B JSON #%
X, BEERRIGE 5 =G-8, Bl 5-11 fior, "TEAT I SCHE examples/webgl
morphtargets_md2_control.htm BIEii— T, FH—F BHIEW, RE&IIMBFNfERE MD2 3¢
RS 23 .

Three.js 7% A £ BB G F AL & MDS BU g &% . {HA — DA BRI & e 4 T H "L
# MD5 #% Ji& Three.js JSON #% &., ‘& J& B Klas (OutsideOfSociety) FF % fJ, Klas #t JH
T LAY 2% 2% 5] North Kingdom (Find Your Way to OZ fUJF R FRA ), B/ — i
Ja IR, W2k Klas (1%, FTIFX A~ 584%  (http://oos.moxiecode.com/js_webgl/md5_
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example/), {RATLARFI—MAESERANR R, TSR BB LA R L Salm

MR TEEEHLR B O F) MDS5 3, RTLAFT H X A5 (http://oos.moxiecode.com/js_webgl/
md5_converter/), ‘BRI —/ MD5 SCEEEIE M, ZRIEHIH JISON fRid,

2. BVH: Zh{EHR EHERE

#HAEH 42 (motion capture) A& —Fhic ety iz ghiy i, CEGIEN A 3h w5 h kiR
1o fEHE. hm, EHFRosdhy HAb T IZEH, hE/MIER R T FFRM& R IZ F,
H: i 4145 Biovision Hierarchical Data (BVH), BVH H Biovision 2 "%, HT#RRARK
Hizsh, BVHAER AT, BT, ARE THIRFAMSHE,

I % # Aki Miyazaki it T —/-F BVH £S5 A 2] WebGL J F rp 9 R 12218, Ay BVH
Motion Creator & —/~2& T Web I BVH Fi'E T B, BA & &3 T Three.js JF K1Y, a0
8-11 for, fEBhix— L H., {@HE UL L BVH S0, Pl erERipa e Ershme,

B Pl
BV Vioton Creatr 2.0 Vit Corired

op | P | Mt

8-11. BVH Motion Creator (http://www.akjava.com/demo/bvhplayer/), — BVH &3\ 897 &5
IA

8.3.3 ZIhEERIIAEIR

ZAER, WHRIFR T ILFARMERE SR L Fron A 3D 5, BIGEZ AEER, A 2R 4
¥y, #EPL. JelEFNshE, LA JTAEFE 3ds Max, Maya, Blender iX A4 DhfE VAR F b Bl
HORIIARVE, B2, XRIBREA R RO E AR R, JLRE AR T TORIFRE T
JZEM ., (BRARTRESA FrckZE, W4 WebGL #gh THimaER, o e T8 e b A A
HHEAE, A, RIS ILRE WebGL A m] Ref FH AR,

1. VRML#aX3D

RAUI IARICIE S (Virtual Reality Markup Language, VRML) &) F T 3D Web RISCA
2, BT 1994 4E R RIS K Mark Pesce, FEAEIJEA R (Silicon Graphics) Open
Inventor ZR 4PN A& 51, DA S BB By /N G, VRML £E 20 42 90 4R &5 T L

IDARFIERE | 171



ok, BE TR R — AN S FIH LR RSP . BRIEEKRAET XML, 1£
21 W IF Rk ok, &Rk T X3D, R XUk AE Web b LA 1246,
1K 2B T HAR SR s S AT S ef],

VRML F1 X3D & X T80y, shm (Gml, W RFEK). M. e, 240 H
AL TH . BET AR ERME, 5l 8-4 Ran T X3D B, BRI T - a9 :
SEH WIS, B AR AR, TaLE y Bl 2 Bepr 360° gkt . X3D YL,
b Be B EHLAE —/~ XML X fE b, B H Al tkdr, BRA K, B%AE IR 3D
SO AT LU anie A AR S A TEE BRI Thie (kA ZAE T).

B 8-4: X3D WG, 4R diIRHRLL (5305 th 2 lie s

<?xml version="1.0" encoding="UTF-8"?>

<!DOCTYPE X3D PUBLIC "ISO//Web3D//DTD X3D 3.0//EN"
"http://www.web3d.org/specifications/x3d-3.0.dtd">

<X3D profile='Interactive' version='3.0'
xmlns:xsd="http://www.w3.0rg/2001/XMLSchema-1instance'

xsd:noNamespaceSchemaLocation =
" http://www.web3d.org/specifications/x3d-3.0.xsd '>

<head>
.o<l-- AR AX3DICHEIXML metafZ B -->

</head>

<!--

& S (DEF) 75 5225 . shiE (Animation), Midids (Clicker), IA]Z%(TimeSource), ZA54fif[4 (XForm)

-=>

<Scene>

<!-- XForm ROUTE: [MAnimation.value_changed®lrotation ] -->

<Transform DEF='XForm'>

<Shape>

<Box/>

<Appearance>

<Material diffuseColor='1.0 0.0 0.0'/>

</Appearance>

</Shape>

<!-- Clicker ROUTE: [MtouchTimeF|TimeSource.startTime ] -->

<TouchSensor DEF='Clicker' description='click to animate'/>

<!-- TimeSource ROUTEs:

[MClicker.touchTimeZstartTime ] [Mfraction_changed#l|Animation.set_fraction ] -->

<TimeSensor DEF='TimeSource' cyclelnterval='2.0'/>

<!-- Animation ROUTEs:

[MTimeSource.fraction_changed#lset_fraction ]

[ Mvalue_changed#|XForm.rotation ] -->

<OrientationInterpolator DEF='Animation' key='0.0 0.33 0.66 1.0'

keyvalue='0.0 1.0 0.0 0.0 0.0 1.0 0.0 2.1 0.0 1.0 0.0 4.2 0.0 1.0 0.0 0.0'/>

</Transform>

<ROUTE fromNode='Clicker' fromField='touchTime' toNode='TimeSource'
toField="startTime'/>

<ROUTE fromNode='TimeSource' fromField='fraction_changed'
toNode='Animation' toField='set_fraction'/>

<ROUTE fromNode='Animation' fromField='value_changed' toNode='XForm'
toField='rotation'/>

</Scene>

</X3D>
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VRML RSB T2 B 3D BT 2 6 e, B, IReiF S IAAEIE & WebGL
. (B, XA AE JavaScript Fl DOM #A A HBLAT S LHD, I HR T 28
A TEAESERTARE A I e sRp ik . e TiX— s, R AR, VRML/X3D it 1, A
EEKRER . A, EHEEAVF L TGS WebGL YL,

£ 4k, HIL T £ VRML 1 X3D #% N AI N %0, f8 [E AY Fraunhofer iff 3¢ AT 148 1€ 4k &%
X3D 5T, 61 T X3DOM, —/~{# Fl WebGL E.o1 X3D N AW Hay, L ET
X3DOM 5B, ATLATG ] http://www.x3dom.org/,

VRML (http://www.web3d.org/standardsvrml/) F11 X3D (http://www.web3d.org/standardsx3d/) [ H{,
AT AR 423,

2. COLLADA: #{FHELZIHEERX

2005 4 /£ 4, VRML A4 B A EPRIHT, M4 Sony Computer Entertainment, Alias
Systems 1 Avid Technology fENII—22 23 T4 K T — 4/, —kIF & —4 3D 5 %R
¥, HTFERF %A B3 3D M AR s fidg, 22JEHY Rémi Arnaud Fil Mark C. Barnes
HiSIF R Tix Mg, fir4h COLLADA (COLLAborative Design Activity), {£%5—hER
R AR A G FFE G, X AARAERIFF KB4 T Khronos AN, 1ZAREFIMEA LA
& T WebGL. OpenGL, LR H:Ath FEITERE 1 B 8 APT BTG,

COLLADA F1X3D —#¢, £&—A3% T XML 2 IRER I, "L R 5 DL R £ Fil
AR LA A, #4 8. Zhm K47, F1X3D AEIFIAZE, COLLADA [ B R4S A& 5
BN EAT A BB TS S, R RS PR L, B B AR B
br, AR E 2R R AN 3D B Rl A (R B T A 15 B, (5 R B mT AR 5 S R
M, SCEWIER S RIFRIETA, R E B RAW N Y, e Ekg, —H
COLLADA # AT 17 85, &8 DCC TH) Bt AFEEgq B S H o H b B & i
X, RELHSHI G COLLADA, i R H AR FEEES A .

{5 8-5 J& 7~ T —A COLLADA 5t i385 RIS, FAI 14 7EA 55 f 18 {3 1] Three.js I3 e,
X AP —T, COLLADA L& LA Fr il —. B, ERUAERTER
SRAD AR, XEEFEFARMRA, b R, & @&, X8 E e XML
R TE X, SRFE WA TR ARy s T (edndt BUE SO E B ). Hk, HE
BARAFE I LR, WX SR AGR TS O T A MEN B R B, bbZn Blinn 3 (3,
COLLADA Ak t g FIie Qe R R (T R e, B R FXEER, kS — AT A%
XUEAE B MBOE R AR, B, TR BN TS BB R R A — R VIZ AL float_
array (e, &%, @k 51 T HiE e W JL R K4 i (fF XML Hi# instance_
geometry. bind_material Jz instance_material j02%), XLEEIKEEHBERL T — A H Pl WA
Y5,

51 8-5: COLLADA L&, WIEFEARE, JLITH K5

<?xml version="1.0"?>
<COLLADA xmlns="http://www.collada.org/2005/11/COLLADASchema"
version="1.4.1">
<asset>
<contributor>
<authoring_tool>CINEMA4D 12.043 COLLADA Exporter
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</authoring_tool>
</contributor>
<created>2012-04-25T16:44:597</created>
<modified>2012-04-25T16:44:59Z</modified>
<unit meter="0.01" name="centimeter"/>
<up_axis>Y_UP</up_axis>
</asset>
<library_images>
<image 1d="ID5">
<init_from>tex/Buss.jpg</init_from>
</image>
L o<t-- HAphEFE S -->
</library_1images>
<library_effects>
<effect 1d="ID2">
<profile_COMMON>
<technique sid="COMMON">
<blinn>
<diffuse>
<color>0.8 0.8 0.8 1</color>
</diffuse>
<specular>
<color>0.2 0.2 0.2 1</color>
</specular>
<shininess>
<float>0.5</float>
</shininess>
</blinn>
</technique>
</profile_COMMON>
</effect>
L <te- HAbIERHE X -->
<library_geometries>
<geometry i1d="ID56">
<mesh>
<source id="ID57">
<float_array i1d="ID58" count="22812">36.2471
9.43441 -6.14603 36.2471 11.6191 -6.14603 36.2471 9.43441 -9.04828
36.2471 11.6191 -9.04828 33.356 9.43441 -9.04828 33.356 11.6191
-9.04828 33.356 9.43441
. o<be- IR E LR AR RSy - >

<!-- DR BREMNEAZE 5 -->
<library_visual_scenes>
<visual_scene 1d="ID53">
<node 1d="ID55" name="Buss">
<translate sid="translate">5.08833 -0.496439
-0.240191</translate>
<rotate sid="rotateY">0 1 0 O</rotate>
<rotate sid="rotateX">1 0 0 O</rotate>
<rotate sid="rotatez">0 0 1 O</rotate>
<scale sid="scale">1 1 1</scale>
<instance_geometry url="#ID56">
<bind_material>
<technique_common>
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<instance_material
symbol="Materiall" target="#ID3">
<bind_vertex_input
semantic="UVSET0O"
input_semantic="TEXCOORD"
input_set="0"/>
</instance_material>
</technique_common>
</bind_material>
</instance_geometry>
</node>

Co<te- BRI RESL -->

o3k T E A ) 3 o BE B B B TIZ )R R SR, 4 COLLADA HY SRR3R T, A
KHE 2010 4244, (AT DCC T H b X A4 R ¢E 9 - & JL PSR 1. &k,
COLLADA 4 % 7 s A2 ok, =2 2 5 [R]J2&: F WebGL 19 3 £5 (1975 2k ——WebGL Hifi Z
NERSCHME (FES Bt 4) . ffEHI T — 4S8R 5 H OpenCOLLADA
(https://www.khronos.org/collada/wiki/OpenCOLLADA), ‘& & # T 3 £ 3ds Max % Maya
2010 fELAJERRAS Y T iE T H, BB T4 3% 19 COLLADA #£3X,

RUEHESE X COLLADA &Y L Hik T 3D N A HIVER R — KEFRE, (HEeAARE, 1E
P ATTAE R T H B RN, COLADA HE# UK, X AN 28 1% T Sk (R 17 2 %dig
(9, WA T Hesll FHFENT. P Khronos 41N IF 44 % — Wik X, BERE T
COLLADA {5555 RESE&FnEEN 3D dhE i, XREINZSET Web f£in
B, XA gl TF,

3.gITF: —1"HAFWebGL. OpenGL ESKOpenGLE F BTz

& WebGL fIR TR T, Bk T — T Web JF K E MR MIL, BBsLZ4n{a M 3D
DCC T He S H52# 1015 B3] WebGL f v, (0] OBJ ABEERY B — RS SCAKE R LU
AWtk (REAEE B, HIE, ML 3hE ., COLLADA [, Hi
RAVERTA—Y T BR, BRICK, W EE XMLARD, 8 kR CPU kM
R R LAWY WebGL {H 4B aEt . WMATTFE 53, A Web IR, BAEE YL
HEEI TR DIIERIMEEE, 2k{0) 3D 4k JPEG #43X.,

f£ 2012 4EfJE K, Fabrice Robinet (EEFE% i TFEN, Khronos COLLADA T{EZH T %) JF
4G & 414 COLLADA Bjfgf 3D #%3X., ‘Bt COLLADA ¥ %%, ifi H. % i& & WebGL,
B IT 43X A5 H B FR 4 COLLADA2JSON, BRI 5 2 1Y XML T8 75 iz & 9y
JSON, MILLME, ©Hftad B TR T H R RER, Khronos COLLADA T.{EZ4 HiyH;
s R AnASEE T, 4. COLLADA 1Y6Ii%# Remi Arnaud, L)} Patrick Cozzi (Bjj
EVER A (A B2 s AGE ) TR2UM ) . FRATHY T/ B A% e AL ft COLLADA #5742 A
TMCKIE— R puss =X, JHT3ET OpenGL i Web K #3h  H, T42& gITF (Graphics
Library Transmission Format, P E(EHi%) WA T,

gITF L COLLADA )& IhRefett b tH %k mi, (R e —Fa s, COLLADA M4
B FVE S F A EE AR 2%, (RS2 4 AR, eI TF {3 JSON Skfifiik i 5t 454 &
wEE R (PLAndEbLFIEIR ), (6 B b fias Aol b Bran i B, bhanTiiss, ek, Bl
@nghm, eI TF 1) Ik Aok 5 A RE BB NZE] WebGL & o (Eb#n Int32Array
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F1 FloatArray SXAERYRAIECAH ) . nZ&— gITF SCEERITRE AT LA S bR 4n T

(1) H—/~ A 5 JSON A 30k
(2) i3 Ajax MnFAMEE gk HISC -

(3) Gl — LTI HLAH

(4) TFFH WebGL £l N/ T3 {2k 1e g,

28R, SEkbr BIXFEERRER Al (BB FEFENT XML 3. # JavaScript Number
RV SRV B8 % 1o @I TF ATAGRUE SR BN HOMEGs bk, X SERR2 G ik
E Web K880 B HIH AU SC B IR 35

{5 8-6 JEe/~ T —A~ LAY oI TF 5 1Y JSON 157k, XM 5tmtt 3 419 COLLADA B 5%R
HE, ERELE S COLLADA, HMERE R, {fEi)aE X By, B
oIS, (Htugh A X SRR ZA0 T, gITF & Tisf i EBRRIE L, Bz
il LA KL WebGL F11 OpenGL ES #ifihndk, gl TF & X TlEt: (A E, Hisk.
it SrHAREREE) RIS R, XUE B AT g E A b gk, AR
PAE B, gITF NPT LAAnSRiE Gt B Mg, B e A O A & 24098 R SE.

%7 JSON X f:, gTF & 5IH AL M6k 758 (Eban ks Fnsh mi i) T 55 5
) I (R0 bin), X 28 ISR b SRS ERR % b (buffer) FI
%A (buffer view), XA A, WATTLARA T, Wa FH, & —kMnk
gITF N%ZE, XE T gk,

{5 8-6: gITF JSON A% =I5+
{

"animations": {3},
"asset": {
"generator": "collada2gltf 0.1.0"
1,
"attributes": {
"attribute_22": {
"bufferview": "bufferView_28",
"byteOffset": 0,
"byteStride": 12,
"count": 2399,
"max": [
96.1799,
163.97,
53.9252
1,
"min": [
-69.2985,
9.92937,
-61.3282
1,
"type": "FLOAT_VEC3"

1,
oo BRARAENE HA T A
"bufferViews": {
"bufferview_28": {

A
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"buffer": "duck.bin",
"byteLength": 76768,
"byteOffset": 0,
"target": "ARRAY_BUFFER"

1

"bufferview_29": {
"buffer": "duck.bin",
"byteLength": 25272,
"byteOffset": 76768,
"target": "ELEMENT_ARRAY_BUFFER"

}
})
"buffers": {
"duck.bin": {
"byteLength": 102040,
"path": "duck.bin"
}
},

"cameras": {
"camera_0": {
"aspect_ratio": 1.5,
"projection": "perspective",
"yfov": 37.8492,
"zfar": 10000,
"znear": 1
}
}’

o HAh =gk, dnkt BRT O
. )aAY e E (scene graph)

"nodes": {
"LOD3sp": {

"children": [],

"matrix": [
oo FRBREAR

]J

"meshes": [
"LOD3spShape-1ib"

]J

"name": "LOD3sp"
}’

R4 I TF i T 52 24 OpenGL 12 fit S5 2 Al B B b # 5, (IR T BB 2 il 17—
ERTH, (RE T DCC THAr GBIy % 3D #diE, bbanahm, AHPLFIYCIR. 4Rk
AR QITE (1.0) SR T4,

M #

LRI H— LA TLAIE T B, AR LE JSON SCiEE 3, RIG5ITH—A 8%
ABLE TR s Bm  —db B et

MRtk &5

MIBAT AR R g E W F 454 (Blinn, Phong. Lambert), 2(#7E GLSL TS % (&
MR B AR il TERINBICEw: ¢l TF XS,
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WRCIERA CERYE, SR, BICATRIAEE), "TLALE ISON Seifrh i B 451
FoR,

o FAML
eI TF & 3L T FHRUAHYLE R, Ehan@E HIAHPLRE S AHL,

o HFBELEH

YA BRESRF R, BFL A (HIR . AEVLRDETE) .
o THER

Yy B BB A — S R AR MR R . AT AR AT A & - AL, T Rk

ARACHT AR IS B
o

gITF 5& 3L T FRF A T BT, 58 8 B8 T sl ml A A 4544
o IRERIEAK

B F R el DA PV ESCBR NG B AMER S, (/] URL k51,
gITF 1 H R E & /E Khronos AR BY TIF &1, (H'BEeaTF, R A STk,
{t GitHub G — MR E, HAaE& T DUHNAEES . G+ R EA S, oI TF A
ERE S S DR H AR S8, R4 BRHES ., ZHACETF K T HA S
W gITF & &%, Hp—/a[LALE Threejs A (M FSFER) . BERRELEER,
1#&1j 7] Khronos gITF fJ=F T (http://gltf.gl/) ,
4. Autodesk FBX
A — AN 2BReh st UES —5, BAOEMA A — T, FBX A —Foea gk,
4 )& F Autodesk 2 ], #¢ %2 i Kaydara 71 %, F T MotionBuilder 1, Autodesk I It
Kaydara Ji7, ‘BFHAIEEIIZA 7 5 H FBX #%3. XA, FBX KL T Autodesk
&t (3ds Max, Maya F11 MotionBuilder) PNE[ZEHEEIARME,
FBX & — &3, XFFF 2 3D Mahmifi 28, FA TN A0 H AR AR, FBX &
FABERI, # Autodesk 58212, Autodesk 4w 5 X MY LAY, FHHEHE C++ F1 Python Y
SDK 1% 5 FBX 3(ff, {Hix£E SDK {3 fUFaliiE, ALEmRes R, Hulrf —LAfl
F SDK JI % 19 FBX S A T H., Eb4n Blender, {H AN 48X #E{E FHAE FBX 2L P
oAk,
I AX A& AR FAG 1Y, BV AT B SO, FrUABcdF AN FBX, (R —TJ5 1, ‘B
FEA AT TR A A R BRI EE R, IR —F . BERRELE R, Uil
FBX JF T (http://www.autodesk.com/products/fbx/overview ),

8.4 MMEIDAZEIWebGLL FH

BicF WebGL FUg— AN L EENE, CRNEHER LR, $E. SRR FE
3D EJE B B AR (] 25 B S5 R Ay . WebGL R475E = fIE R, HIk WebGL %4
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H ORISR A, i H e WA A T Z A ST 28R T A RN S . o T
3D CAEINEEIVRAYT Web BT, (RTGHEE CHBE R, S0 (8 AR,

[E 75 20 2419 A, Threedjs 47 UF % M3 A4 S0 7 (U D, 45 OBJ, STL. VRML A
COLLADA %, vid ik Bl ARSI LB R BIIRHD, AT 2 2B, A st
T, AR 5 FLAT BRI, Three.js i S TEFHE H CLHISCHERE R, BRI T
JET ISON HITEWSCAH S, T T b P R BRI T A, i oI TF
KM, CHEDA AT ISON I, fERe S ke i Bthot, Rzt
TSR, E AR B R AR TS R

RKIERIUL, PRBLIZHK WebGL H11 3D WA HIERAR U 1E—H#EE . RAERNBEL X TS
ERyM, (HAEX G588 LA V2 iPrfngst, LhIRI PRI M REEIE, (EARRIRIR Y,
B P S WFTE AT RE A Three js #5 N A N#EE] WebGL 3

8.4.1 Three.js JSON#&Z

Three.js .0 HE LT H RIS, ©F0 OBI hREZML, M T inMtk, {HF0 OBJ
AR, XAHAGRET JSON 1Y, FrLLEMT R REMRT5 (b7 Three.js £ .

EARBE BRI, B%A % /0 T HZH S Three.js ISON #43%, Threejs BIBAE T—4~
Blender [t 8%, FrlAix g — A alfra . HEL b, AR REENEHARERKATH
F| Three.js JSON, X/& A5, A Blender iS5 A LTS, AR IRA B
M Blender, %—Fh75 3@ OJB SR fi4ft, Three js A —/-F OBJ SCIF4% /K Three.js
JSON #:MW T H., ‘B Python 5, HAE FAMEITHHEHTIE,

FIIFAAS IR {5 SC 1 Chapter 8/pipelinethreejsmodel.html, % A] LAE T —A~ 28 ML K 22 R R
AR A KRR IIER . BUbR S BEOR e LAY, {6 RS sl b ok Tk
K/, dnE 8-12 Fiur,

8-12; — Wavefront OBJ &893, #M T Three.js JSON 483\, Fi@iT THREE.ISONLoader
BTNE; XPMNLBRNKAS S 4& sk 8 Turbosquid ( http://www.turbosquid.com/
FullPreview/Index.cfm/ID/761919), B Luxxeon (http:/luxxeon.deviantart.com/) BljE
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XN R BAR R A B e, FRIR M — MBS 5, AR B OB, M
Turbosquid F XA FEWHIEAL S, Filiidizfr OB ## T H K QI REDE Three.js InZEY
JSON ¢4,

e T BL7E Threejs BIH M utils T-Hx T, &f7an F v Rt A2 i .

python <path-to-three.js>/utils/exporters/convert_obj_three.py -i ball_chair.obj
-oball_chair.js

&K ball_chairjs XfF, TEIRATEFR LAY ISON 15, il 8-7 & 2o fRid, F—
SeRA R A S R At (5 BRSNS . B, A M RE L. BIIE
AR PLIZARATE, K& OBJ, MTL SC{ER#ad Ry, FA17EF] 8-2 L T4t &
W2 Ja Wk E S, T SCHERIRE S NZE . ZITCEER], X 28 JSON i & LT Til AL
B gk, SUPRAARRLL R IR Fr. — H. Threejs & | JSON X 615 B, E ik AEiR s iE Y
B TR F A A%

{5 8-7: Three.js JSON #& =AY+

{

"metadata" :

{
"formatVersion" : 3.1,
"sourceFile" : "ball_chair(blender).obj",
"generatedBy" : "OBJConverter",
"vertices" : 12740,
"faces" : 12480,
"normals” : 13082,
"colors" : 0,
"uvs" . 15521,
"materials” : 4

1

"scale" : 1.000000,

"materials": [  {

"DbgColor" : 15658734,

"DbgIndex" : 0,

"DbgName" : "shell",

"colorAmbient" : [0.0, 0.0, 0.0],
"colorDiffuse" : [0.588, 0.588, 0.588],
"colorSpecular" : [0.72, 0.72, 0.72],
"{1lumination" : 2,

"mapAmbient" : "shell_color.jpg",
"mapDiffuse" : "shell_color.jpg",
"opticalDensity" : 1.5,
"specularCoef" : 77.0

1,

- b E

"vertices": [-1.569305,4.927318,-1.529769,-0.889529,
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- HAL TR Ao
"morphTargets": [],
"morphColors": [],
"normals": [-0.53717,0.35055,-0.76718,-0.46279,0.35837,
- HoAbB I | RS PR AL AR
"faces": [43,312,599,57,596,0,0,1,2,3,0,1,2,3,43,597
- AT Aot
}

BAELLTRAE BB A BRI ARAD, Three js JE5%A B R A RS, HURMNTER
O K. HEIEERS (ZOXTIHR RIS GRUL) . Bl PRHERX A 61T
5 B RAGIE B, — AN B SN, 55— B RAEEIR . ¥ s RARLEE il
Yy, Yy I AINBAE I RS an 5] 8-8 FrR

{5 8-8: fin#—~~ Three.js JSON %3 AR D
function loadModel() {
/] ERTEA T B Luxxeondg fit
// http://www.turbosquid.com/FullPreview/Index.cfm/ID/761919
// http://www.turbosquid.com/Search/Artists/luxxeon
// http://luxxeon.deviantart.com/

var url = "../models/ball_chair/ball_chair.json";

/1 I AR5 i Luxxeonfig fik

// http://www.turbosquid.com/FullPreview/Index.cfm/ID/738230
// http://www.turbosquid.com/Search/Artists/luxxeon

// http://luxxeon.deviantart.com/

// var url = "../models/egg_chair/eggchair.json";

var loader = new THREE.JSONLoader();
loader.load( url, function( geometry, materials ) {
handleModelLoaded(geometry, materials) } );

}

function handleModellLoaded(geometry, materials) {

/] B/ £ T
var material = new THREE.MeshFaceMaterial(materials);
var mesh = new THREE.Mesh( geometry, material );

/1 FFIER

mesh.castShadow = true;

/] ARSI O R R R A
geometry.computeBoundingBox();
center = new THREE.Vector3().addVectors(geometry.boundingBox.max,
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geometry.boundingBox.min).multiplyScalar(0.5);
mesh.position.set(-center.x, 0, -center.z);
scene.add( mesh );

/1 FETIUATRA RSB — A GG R LA B

var front = geometry.boundingBox.max.clone().sub(center);

//camera.position.set(0, geometry.boundingBox.max.y / 2,
geometry.boundingBox.max.z * 8);

camera.position.set(0, front.y, front.z * 5);

if (orbitControls)
orbitControls.center.copy(center);

}

function createScene(container) {

/] Gl —/~HiThree. jsipi

scene = new THREE.Scene();

/] BI—AEHL, BT 2 341 5

camera = new THREE.PerspectiveCamera( 45, container.offsetWidth /
container.offsetHeight, 1, 4000 );

camera.position.z = 10;

scene.add(camera);

/1 ¥t
createlLights();

/] T
if (addEnvironment)
createEnvironment();

/] R
loadModel();
}

B, createScene() B GIE T —/~451Y Three.js 5 s 5’.)‘I:, B A (FROT1FES
P ds), el — 0L, DAROBRFE &, i ﬁ”:ﬁ Rl K S W N )
EFEPLFIGIRE, BrUATRAIFRZE A el efl.

2T ok, F&ATUEH LoadModel() Bf %>k IN#R € A, E{E H] | Three.js A &t i 2¢ THREE.
JSONLoader, XANZSFHENT AT G JSON 5 i AT LAGE FIY Three.js JLfIAR . FATUR Ak
5B load() ik, SECERBIAIHY URL Fl— W%, [[7# %K% handleModelLoader () 7&
H TR TAE, fERIhENT JSON J&, Three.js G 17—/~ JLAT A4 I 18 FH F A 10 138 B4
. ARIETEIRARCIEA B, FAT1EE FFF & 44 BT $ %Y THREE . MeshFaceMaterial, X/~

FABEL & T JLFRHA T . JSON A% 2 SR AE JL AT 1 — T AT 8 R AS [l AR 4 5T, A1 16 1)
VR B A S B AN R4 IR K Bl MeshFaceMaterial 2RI 42,

PAERNI MR FTLAED T, A ER MBS sh . mARMMEMA T — 28Ok,
FATBEARAR, LA BRI castshadow JE A true, FRATELE MK FEARBLEE files
BB, PR e 1AL, AT LA I Three.js (/) getBoundingBox() Bf %L

A
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AR A G, Bl Ll B AHE (bounding box) SRIFE A& IFHHLAL S, KEAHAL
e FHERT T L5

{51l 8-9 Z5 i 1 G — @ A & B SR o RS, o, FATAIE SRR E T— %t
headlight (—/~EGRVERIGIR) HIlEds, Bk ALY B AL B IR B s e, X,
B IR RELMERE f R A T,

BAA LA RAFHI AR R AL AR08, Bt DAAE G 78 e 2% A3 SO IR IR i i 8
T BERY Three.js B shadow J& %, 14y BI# % createRenderer() EK%FN createLights()
. BJE, BOTEE—ADHPCRESTAR, FILATA/E createEnvironment () BA %
g e,

T n K2R ARAS rT AR D B — 5, Gl —SeBIARRIRE, €l
HE—HFHL, AR, EAHLES SRR R CTR Y A G TR, X 2e P PR AT DA SR AR
BEBEAER,

s, XA R ST AE & R E A, B PRAE T —Frh X AN, 3%
MEF R ARSI 2528, HIER SR AIEAE T . £ Threejs Hin#k—4> OBJ
P B — RS B A A L 2

] 8-9: 1 E JSON A F Z A S Aty ot iR
function run() {
requestAnimationFrame(function() { run(); });

/] SEHARYLIESE
orbitControls.update();

/] VA%kheadlighti (i & , {f H AR M # T
headlight.position.copy(camera.position);

/1 G5

renderer.render( scene, camera );

}

var shadows = true;
var addEnvironment = true;
var SHADOW_MAP_WIDTH = 2048, SHADOW_MAP_HEIGHT = 2048;

function createRenderer(contatiner) {
/] Bl Three. jsiEge s R 08 s m A vh

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

/] FFIER

if (shadows) {
renderer.shadowMapEnabled = true;
renderer.shadowMapType = THREE.PCFSoftShadowMap;

}
/] BEERA R

renderer.setSize(container.offsetWidth, container.offsetHeight);
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container.appendChild(renderer.domElement);

function createlLights() {

/] FTE

headlight = new THREE.DirectionallLight;
headlight.position.set(0, 0, 1);
scene.add(headlight);

var ambient = new THREE.AmbientLight(Oxffffff);
scene.add(ambient);

if (shadows) {
var spotl = new THREE.SpotLight(Oxaaaaaa);
spotl.position.set(0, 150, 200);
scene.add(spotl);

spotl.shadowCameraNear =1;

spotl.shadowCameraFar = 1024;
spotl.castShadow = true;
spotl.shadowDarkness = 0.3;

spotl.shadowBias = 0.0001;
spotl.shadowMapWidth = SHADOW_MAP_WIDTH;
spotl.shadowMapHeight = SHADOW_MAP_HEIGHT;

}

function createEnvironment() {
/] Hbimm
var floorMaterial = new THREE.MeshPhongMaterial({
color: Oxffffff,
ambient: 0x555555,
shading: THREE.SmoothShading,

b
var floor = new THREE.Mesh( new THREE.PlaneGeometry(1024, 1024), floorMaterial);

if (shadows) {
floor.receiveShadow = true;

}

floor.rotation.x = -Math.PI / 2;
scene.add(floor);

8.4.2 Three.jsf —#FI1&=

Three.js 4 ¥ T —/H S OHE S, EAIL TIHEIIAIA, AL ISON Heskf— Atk ft, /o
SRR GO — /AR /NT5EG ISON Sh, P S R R (bt
JRFIZE) 5 —AE WIS (bin JG28), A& T TS A FAIEHE.
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eI TATLE I Three.js 5 OBY 4 T Lok 0K Threejs —JEHISCHE, A% (2 Hu7E fr &
F R -t 25

python <path-to-three.js>/utils/exporters/convert_obj_three.py -1
ball_chair.obj -o ball_chair_bin.js -t binary

i b 11 ) iy 4k Bl 8 ball_chair_bin.js X, REREIINE, JSON F1Z B 3CA KT
FRASIR AL, HR A MR 6 2 T B Sc ke rf, X SRR A s £ JSON N
it buffers @M1

"buffers": "ball_chair_bin.bin"

& S KRNI S, =k i S fE #% 5 (JSON B .bin 3C ) Y K/ K2
4fi JSON kit A< (19 — 5, 224 F 3k i SC 1k o) mi i 28 R, 1 47 FF 7 651 3C {4 Chapter 8/
pipelinethreejsmodelbinary.html, 15 % F1 2 A i 3% R & — Y, 4 & 8-12 Fr s, £
Three.js B n#k —dEdilAg =, AT AT &M —4T, F5 & THREE. JSONLoader 2 i THREE.
BinaryLoader, Z:ILf4] 8-10,

{5 8-10: { Ffl Three.js -k Hil#% e hnzgasi iy
function loadModel() {
/] ERTEAG A5 7Y f Luxxeonfig ik
// http://www.turbosquid.com/FullPreview/Index.cfm/ID/761919
// http://www.turbosquid.com/Search/Artists/luxxeon
// http://luxxeon.deviantart.com/

var url = "../models/ball_chair/ball_chair_bin.json";

/] P4 AY B Luxxeond g it

// http://www.turbosquid.com/FullPreview/Index.cfm/ID/738230
// http://www.turbosquid.com/Search/Artists/luxxeon

/] http://luxxeon.deviantart.com/

// var url = "../models/egg_chair/eggchair.json";

var loader = new THREE.BinaryLoader();
loader.load( url, function( geometry, materials ) {
handleModelLoaded(geometry, materials) } );

}

8.4.3 {#EHThree.js5kN# COLLADA=

Three.js 45 T #id it OBY F12 F 5 Y JSON 3% B FA B — 50 B b Xl hn 2 2 o e g B
1A A IEEBEAE, (L EfER 2= T AR T R RBRANIFE M — e
LRy, R e BRELLARNL. JT6. shm&E A AR, 5t
T B S FF X SEThREAIAE . ANERAVIE, FRATEE BRI T — A — AR, BB,
Wz, HFLi#frmahm, (REE, E£4KI WebGL JF & X HER st R 2% HBL,
ZISURRER 13 B & )

T zaritieid, COLLADA & —FhI & itk B RINTEAIIEE,
HHA LA 3D 55 E. A 7 COLLADA, kT LALE I LU ok G & %% 5,
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AR, MR, BT R A E S, A3 WebGL i, AT ERT R T30k
P #. COLLADA HJF2 B R IR s A ki, &, eA b, staiEm
TMEG R REAHEY XML #530, Aik, TR TR A E BRI sox —
WKL, BRI

FTFH 7RI 3C {4 Chapter 8/pipelinethreejsdaescene.html, PREFEF|— ME IR T R IR,
A— YRR FEHVSE, AnlEl 8-13 B,

XA T —1 COLLADA 5, ‘EHJLNWRA T A BgEE, ildd—17
TN A F AR RS Sk ing% COLLADA SC:, Three.js B COLLADA fN 2% i Znfaf G A4
RBEREEH), CRELMAEYL. Shim, SRS, MAFERMNSS, mEmy R T80
SMTAE, EARMYLEOGIR, AREEIREIMIER I E AN, (U, BAEINIA
FHREA TREA SR AR BA G F LEE el E, Sl kagi, tbx—T
Three.js i H YRR G 500D, RS KB 2 F LT, £/ COLLADA & —Ff
LTRSS

13 A1k F B InZ COLLADA 5o, 2nfl 8-11 o, X A1 B R T4 hn#k
COLLADA 5 AR RN N Y 1138 BR 55

B 8-13: — MEWISMBRY, BEREWFME, £ THREE. Colladaloader 3/j0E; COLLADA
B X % & ¥ ¥ 8 Turbosquid (http:/www.turbosquid.com/FullPreview/Index.cfm/
ID/668298), 3 ERHLN BlIE (http:/www.turbosquid.com/Search/Artists/ERLHN)
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f5) 8-11: {i Fil Three.js s /N COLLADA 5t
function loadScene() {
/] AR ERLHNAE (1t
// http://www.turbosquid.com/FullPreview/Index.cfm/ID/668298
// http://www.turbosquid.com/Search/Artists/ERLHN
var url = "../models/ruins/Ruins_dae.dae";

var loader = new THREE.ColladalLoader();

loader.load( url, function( data ) {
handleScenelLoaded(data) } );

}

function handleScenelLoaded(data) {
/1 a5k

scene.add(data.scene);

/1 3 D FEARYLFNT G
var result = {};
data.scene.traverse(function (n) { traverseScene(n, result); });

if (result.cameras && result.cameras.length)
camera = result.cameras[0];

else {
/] ET s RT3 — A AL &
createDefaultCamera();
var boundingBox = computeBoundingBox(data.scene);
var front = boundingBox.max;
camera.position.set(front.x, front.y, front.z);

}

if (result.lights && result.lights.length) {
}

else
createDefaultLights();

/] Gl
initControls();

}

function traverseScene(n, result)

/] G FHARNL
if (n instanceof THREE.Camera) {
if (!result.cameras)
result.cameras = [];

result.cameras.push(n);

}

/] WS
if (n instanceof THREE.Light) {
if (!result.lights)
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result.lights = [];

result.lights.push(n);
}

}

loadScene() FF4k{# F THREE.ColladaLoader 23k n#k b, a1 R4k handleSceneLoaded()
VAREHE, SWifhsh—A5% data, Z% data @& T/~ JSON X4, JSON X% 1y
HLEJE P COLLADA AT )EINE . FRA198EN S data.scene, T4&—~ THREE.Object
M, A NG A R BB AR, AT BB &R % L, 1k Threejs 2k
HEIE,

WML A LTRSS T, (HIRNTOEERS LIRIE, Sm—2 M P Ems, Eedkil
W IR IR, AARARVLROCIR ., 4Rk TAENL, TS EARBIRE —A 1A
FATRAEE BN, A AT, HRMSCE—BIMEVL, 2l E R, &
IIsER e &R, OB EIE— BN E ., FOIERAXRT traverse() 5
Sk i, o AT S LR R, R A B e 5, B
F =] I B8 %% traverseScene() il it {f ] instanceof #5117 Sk MR % 52 25 Y & 5 /& THREE.
Camera [l THREE.Light SR A $RAH WL FOJC TR, FF B 38 20 0 &5 5 5> Bl A B 5 4 result.
cameras fl result.lights 1,

M AR S R FARYLE, A& IR A B CRVEIAFENL. Tl 1A ZRIE R K
INMEHABVLRIALE . 4 T IR SRR/, FR 1 T 5l B) 4 % computeBoundingBox(),
XA BRSOk RS D RAE, S eRB— A LR, w6 Threejs N ERY
bounding-box J5 i3k A LTI FHE, RSEREaHEI RS T HE R, XA
A Rk, Filax BHEA o e R,

8.4.4 {EMThree.js3kMEgITFiFS

gITF JEELT 3D X A, BE [ 15T HAE Web FiIZE T OpenGL F2 ) 2 H
B AR o B Hofth i A vE Qe B S5 4. [RIRE, eITF A& TV 2% MY 3D &544, iMiix
LEZEHfE OpenGL ES HFf{% A HZRIL, Lhandt i, APLFT G, oI TF 19 Hbrad Gl —
A BB, BT EHLIE Web Rzl b g, [RIRHEREZR R SLbr T & b FHEIHY
3D HfER A,

Hal A LA EAFF LRI E , kAR B BN B AN gITF X FE, X Hovh th a4
b Three js dm B ¢ITF fn#%as . FTIF/R~{5I3C 4 Chapter 8/pipelinethreejsgltfscene.html, i
AIUAE BT # 8-14 FronfIzicR . LA KM EA KRR T B2, XA 5iiE
YO RARAE , A IASENG BN Blinn &€, HEAJLAShmEEcR, Hrhass 7 g k.
i FH T hLHE R DI ARNLF IR A [R5, M i Animation & EAERFF 26112 1L 2w, ix
Ay S JRAIRALE 3ds Max H QI [, Fabrice Robinet M\ 3DRT.com k= T#& 73X/~ 3ds Max
3, FHI%H COLLADA, SRJGiafied THFER T oI TF 3CiF,
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8-14. {FARERAF ZPHISEHIEEY THREE. glTFLoader ZEN0E, OITF 7R (BRFEHE. HEBERS
1. MR, KRB ; X TNHBEVRBE 9ITF GitHub IMBTE L (https:/github.
com/KhronosGroup/gITF), X PR HABY 3 3% = 8 3DRT (http://3drt.com/store/free-
downloads/33-sci-fi-skyscrapers-collection.html)

FMBHE Three.js 7l HOINZCH: fth SC A& SR IN#ES R 1% T @I TF Jn#st . ¢ THREE. gLTFLoader
Ak [ INF A% (1552 THREE. Loader, ‘21 Load() J57: HIRMRHT I TFISON (s FAIMNBTE
U, an—dEIZE v, SoEAn sy s DARGE T R R AR REE R, 151 e A RENS U () gk
73 QI Threejs X5 BREH), FL AT LR e Es sh HIrdhiE .

{d FH @I TF #&e ipe Sot+2r al Wiy, E/bFIR %) COLLADA 4%, SO AR
COLLADA XAKI—24, I sei R (s B4R T T 80%., XA —3#05r A Eh T3 14E
FA'T Three.js 3 BufferGeometry 2870, ' A3 T INZAT Jm i 2 A B Al Bl (Lbn
Int32Array fil FloatArray) >R F 43 G JL{TA, 1M AN A& {F FH 3 8 119 JavaScript Number 274
B (NEER, TRADETER B, AR H WebGL (&%),

8.5 /M

AR T Anfalh WebGL 81 3D W% . fEREMAEIRTRE, W14 T 3D &6
BTHE, MBI Ll WA SR 5 & 10 SRS A 28

AT T 244 B b RE A 3D SO AR, EHE AR LEE A WebGL £ £k i FH A% 3.
XEEALE T IHAIARME, S TRk ——lTF, ER% A4 KIY Web Fifg2h R 15
TR, fa, Fel15 2] T Three.js Aok M#BA Rt XA RG]+, @R
He AR5

REAEIHEA —/ME Web B G 3D NARIEET A, 11 H WebGL % il {E iR B R4
IR R Rz rh, ABZ D B R UM AR5 2URERS 5E BOX TR 55
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BT

3D5|EMER

Three js & — AN EF B, BikH WebGL {E4 58 7% 3D WH X — R E S5 EAE R, A
NEFRESL B, AR Three js iXFERYE, WebGL I & # F5 Z AL TR LA H W ) A GE 5k
PAAURIBR . (HRVEIRGEK, Threejs (AN CHYRBRME, EREMUFLHI, EMULTE.
T HALTHRIER, IRBHEA TR,

Fean R K — W A, LR P REEIGSERT B E A% . Web TUH A B 7R 4/ 3D
A, AP AT DR E IR RIS TR RSB B AR, F R — T, M A ZER
FP- N RSN ER L PE BN ERINER . anRAXBEH] Threejs, PRATREFEFREE A LT3
AR SEELX AR . RAEA EAAR T AR, HEeHRiEm— R 508w By el E A M.
Three.js AW B RDRVE A s BAE G ERY, {H 3D BT R AU Z R F.

AE SRR 08 Tl 3D FF R B Iy, il id £ FRel 1D ZREUVE R &/~ 5
5. ARG R AR AT ORI, . XEER R, AU
MRS HNE ., BOE R, BIZRSE R 2 5 3D AR ARE W, AR IRAET & Tk S
9 3D B, FF BANEEAE IR ) /2 5 BT 5 DA O (F TR Rt AROR 1% 7% FE A s ey 51
RIS

AFATLE 3D B HHEZRAI S, FEEIRT AT WebGL B H %, X LEMEZR G UF L H R T
Three js FF &Y, FrLAARIRELAERIRZ K 2% 2] T Threejs BT, AT ERF ¥
Hth 2R, AREFHSTARA KM HEZR—Vizi, BAREEmILE
EH BRG] T . XEHERD RS S HREN, eIk EME N THPEE—ME
2, AMEMHERPCETF & B CHIHEZR R )

190



9.1 3DIERMEZ

HEZEAFF KB TROE T N ZhRE, JFScBlar &, Wl R RYIE A IR T, e nT LA B 3]
TR, SHEARNE (DN BV . — MFIHESE AT AL RN A S E A i
B, FohBEN T -EFRENZE, ERNEETACT L RWTHE,

9.1.1 HARER
HEZEFIRAE — A TR E L, kb b, F MMM SHEZEFNE, BATEGR B At
B, $R4L TR E AR, Besh, BAEMES TR BERIERSBCES I, A IK
BHIRSSHRMLE T E gk Aoi O, SR, A — LB X BIRE TR A 16 AR AEZa A2 )%
o Rk
MEZEL LT m iR Bk TR, #Hil4n, 3D Esir X AashmEIZ ik, 3D
MEZRI 2505 52 K S O WA B — &R 7 dh e P34 st sk, b — b S (avatar), HEZES
RAEH PR A A S ES =it &, SX)Edad Rl R Bok @ s gk,
o BIUFTH
MEZRRHE TERINAT Y, Bil4n, M— s tlds, —AEIARMHPLS S E R E—1E
SR BN . IFHIMEZRDA SRR 4 Db R F B SIARITh, DR R G,
o VAN
FEZE ISR T BYE, R =Y BT RFIA E ., BAFIHEL S — 5 g R R
WL, B—HTHE R B R 500 —5 .
o R WAZHIA
BFHE 2L B B R AR s AR TT R B FEAREIE R RE . JT & & o s s 2 4t 1ml T8 eR %,
B T8 3 5 1 S N FH R R R ThRe . [BIAH— T WebGL J; Fi A9 1L 75 7 v 1 3ot
. QA iafbiEgesy . AABTER. EH—1 WebGL HEZL R, JFRkER
FER AR OIERAD, HHEZR 52 BRI & s 2 .

HEZERN LR A — A BT R D5 . HEZAEAE SEAR I . BN AW TI S, (RiFtiE
RAEE G AL AT CALEFR AT RE I A Il T8y, (H e AT H A5 AT S i A 18 R
HEZE T APRg e BEF AT RR Y 90% DhRE——(EJF & FILE IR BE A F——R R AE K I
J& 10% RIRHeAE S S 2 HEZRIRAMETRIANOL I, BIOAFRAIE 1A ARIAURD, Anik
PR 2(E 1L Zend 2 Rails ABFERY Web FFRHMERE, Sthid RUMIRG. FL, 2
R # T el FHESE . AHEEZ T, 1% jQuery ABFEIRR AR SRS TIF R E RIS H:, N
et ToRRRIIIRE, (HBEA R

FRBAAEOEY, MG, BA 2R T RAFRIERAE

ZRI SO ASREREBUR T KB HIRE T AERIREEIA NIEAESVS, Fhflifiiz

Zo XMTAEACHITE FERHESR, FAFMRBIIIESZ, ATLHE -
BMEER - RECRKY,

TE 1 BT TR B o S HESE R A e .
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ANERASHEZE Y B2 An o], (RAEAD AR TR/ 3D Jor IR 2 1o i A 55 P 1oV B 1) L
PRIEFE I — /e JRRIRE CHHESE, S (ML RUIESE, sl 4F B R Rw
LINIDEANEN

9.1.2 WebGLIEZEEKR

FATAT LB BT 28 B — 1> 2D B HHEZE, DOM #1 CSS #2fit T — R 51T e ATl # 3 4,
H s R T e, T & AR s — Lo A s B A K, X S m R R ST P ATk
PR, bedn s AL, U O AR SE A . 2 P AR ek AR T I A B N A
BB S EAEME, RS A E R,
TEANSERAE, BT CSS 3D Z5Hlidh, (BT Wie LA RABAREY RS =4k, I HTMLS
oG, DS ZEA R AT SRl G (PeanseAs, ahss. 1RH%) #1m T Rir
FEilvE e HAh RSB H BT THEE., WebGL Fll Canvas FLUF 3148 #) e 1AL S T ] 2R 14,
HATE Hoph TAEER TR EFRATH A 3hF. —HiEA Canvas TTEMILE, TATSEFHEECREA
OB TR 2SH, F74. shm R i e S AT 0 5 2 o P B A HE
BERAEBANE X L T AE,
WebGL by FHRHEZL IR L2 H T sy 22k, Br T HlhE — KHEL M 3D Fr A [d@sh, &
TR RS TR & ETIEX R, —4 WebGL HEZE R IZ A & LA KHES
sy IhRE.
. FHFEE
HEZEAG A A 45 S FF WebGL, SRJaGIEL K LT UL R 2 HI x4, elRkt
W T X DOM T, thand D4, BRARFEH A, WebGL £ T XEK
B H AT 0, AR5 R TR 2RI 4 B 2 B

o R MM FeE R
HEZEAS & FRI T 25 RE 0, ARETREEATREMVIETE (polyfill) SR BLPELL, EbAnganRA K
¥ WebGL 3¢ 2D Canvas #4722l
s il EblZ
HEZE QI — A2, % rTRE AL & — - ERIARIAHNLANER A B,
o AN/ BATVEIR
HEZSHRMEIBATOEER,  f FH A ik Hi2 A = ) [ )8 o $0FD 78 5 05 1352 S B, R A (I B e
FEZE VIR S HE — A~ T A& (IR Rl 2 sl (RIS 7Y, o P A0 P B AR A — BT A,
s AMAeigif
HEZRFR AL Sk vm Yo B, (i 4nfE & T Three js FUAEZE AR, ‘& B IR 35 HHEZ2 K 487 B X6}
Three.js XF %R AI15[A]
o X FFeF AR
HEZRHRTE T X RIBMEI G 4R, WG AR BIREE A S B P At S e &, DA
anfaidat ek, B, Uil Bk TR B,

192 | $oE



XL

HEZE 1 B Blbr B b AR 2 e B G2, X G i HE AU e o 7
HEER

FA BRT &

HEZATRES R B A E SR, ERARMNES S h sl s s ! (Leansg—
AFRG ), FSRACEEREAE A EREE , SCE AR A —NMrEw ik, B RES
A NEE BARMBATLA s AT P . 58— APRSS o ST R SV B 29 LAE S N
T E I — M SR REH P

TR A5 &
MEZRS A TE AT, TSR AR el e i fnAs tie, 3t Bk 8 Zushimi+5].,
Bz

FUCHEZRR M TEEM I . D~ B Hm EBa), WKEED, Bk
ARG

TR,

MEZEHRRF 03 F BN, o AR, HFERIRBA SR E SR H, Bk
HHEZE H B AR 7 — IR aeim INZRM 5 %, REMBIAUNZL 3D Kdis fnshmi, itk de
HEE RS R R 2

BHERIL

MEZRAE 1 B GIR SZ i, & i AP S E 2R AR 4, S8 FHIENFR
BRBGEFEF R ICE id, SR)G M HEFHRIE. S BUEM:. A 3D 284, 3
BT, Borsiaminin,

NG &R

RUEFE T JavaScript [N G B ShBrRk EBLHLET, 155 240 b B Z 1 B NAR & anfa L
B A 43 BEf . AERAVIE, B EIRIEBESEN AR B BEE A, iz, g
Wl FH P AR LS, A SEAE AR TR RER N AR B AR S5, SR A B Sk SE[m) i (FE5E 12 %
BARTREATERPE L THE) .

PR S [ AR AL

FEZRB I SAR PR =R AR IR L S D0k A shiR T o ek sia ge i &,  Hbn et —2m)
PR,

I RAH

HIHEZEA SR EIF k& RERNENAN, efnirday g, 3+ —14 WebGL #E
2SR, X BB T ANIRIE, BEK L, R\, ATLIH E sG]
WIM

RAFIFRARK, GUE—A @ B 3D B R 2R 20, mERS RAH B, HAED
28 )L/ WebGL BAFHESE, FfTIE T — gt i/ 4.
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9.2 WebGLEZEHLR

WebGL HEZE 5y A2 ko SRR RHESE . AR5 18— s sk, (ESEMERE AN 4R 5
i SR HESE S i A B AR (R B LA, P AR AE DU Y . AR AR S IR, AR
I T VR ZEABRE L EF K H ) WebGL HERE,

9.2.1 XS E
AR PRAY H AR TF R — /N THARHY WebGL Jxk, 1R i%7% A i JLAR LAY i 2 Ik 5 |
B2 —. WAk S EEAHEZE A AN TR LA . — Mok Ud, ke o | B bE i HE R SR L S 2 1)
Dhek. HA—T5i, BNTEAEINE LB RN BB, HERIF R & E 2HIHR,
AR5 | EE R 13X — 13

A LA TR WebGL 515, B2 MR D ZHIRK, AR H N ZERBARKA
[Al. ALes| SR IFIRAT, AN, GLETLLGRIR M, AL i, Hahft
B, SO SR VRl I TR B AR S A i Rk X BLA H A R 5 | R — A
Three js RREATIESY, WAL G, A%, FTEARITMEITE 55
% E

 playcanvas (http://www.playcanvas.com/)
BT ZH) playcanvas FFR T — A IREF & HY 5 | BEFAE T 20 gat TR, %405 THAY
Freafi: nTLASERbh R ZmiE i, R CRHIBAIF & s AT GitHub 1 Bitbucket; fEf:
SRS E R A, B 9-1 o TisfTH Y playcanvas Ji##k,

® 9-1. BT playcanvas BI85 — AFREITBEM (http://www.playcanvas.com/)
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e Turbulenz (http://biz.turbulenz.com/developers/)
—ARHESE R JFIR H A T iR 518, 4R 7RI R 8y SDK, AR R A AR X A
2 G HI M 2% (http:/biz.turbulenz.com/developers/) b % A i %%, T4 BB — 23 BR,
Turbulenz /£ API FARE 2%, B4R 7 — KM, 2 ihskbElE, e B REA2EFE
IR T S 3 1 TR

* Goo Engine (http://www.gootechnologies.com/)
FEABR BRI, XA SR T AR B, BEMES A5 A U2 E5lEs|
BHDRe, JRHEE WebGL R SEIES T & . BRIMBSAIEAFIHRAUE BIRD, (HIR{E]
RIESE, & 9-2 ok,

9-2: —#ETF Goo Engine (http://www.gootechnologies.com/) FABIKDERNEXK; BH ¥
8 Pearl Boy

» Babylon.js (http://www.babylonjs.com/)
ikl A T WebGL IR, 45 T 'E— A E RIS, Babylon.js & —/1~ 5 T M
M58, fEXhREFN S M J51H /v T Threejs F1%& K Ak o1 8 2 [A], sRl I bE &R T
Babylon.js [ {Z BRI, MRZS o B BN EATA

e Kick]JS (http://www.kickjs.org/)
FH Morten Nobel-Jgrgensen Bl FFFi 4% 5 | S FNE 4 72 . X 4~51 H B Nobel-Jgrgensen
AR TAER Rk, BREEEF LA B3R, UAERRER /NG, R E
g E, ZRRCHERTRIESIZE A, Kick]S A& fl fE I AR5 | B % e (5%
T IEEIN VRAEAT 23 Vizi IR ETEATHE) o anREEA H A5 T, BrILMEAK
R E CERR RS,

FIARE], AV LR WebGL {35 15 a3k, PRECVFHE S (8 Ak 5 1 SR IT ARl
AR B HECH, WS EEA S ) dh R BE, BrUAT SR UE AR DL T 22 5 R AR & B
Xt T 1R LRI ALSE I, PRAT A P S B 3D HESE . T — 1 AT e e — 2E gt 47
I,
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9.2.2 RTIESR

Wk HU AT EAEE T WebGL J & B 3D B i —Fh, % TR Z AR, e An ot w12
. RS e RN SCE B rT AL, SRR S 1S 2R TG T] . JRoR Il
RSB S s B TUH b, FREILAZhE, Rl & S LA @k B PR
ZHTFRAIEEE, BB X S AR LE Threejs FP T B R EAIMOIF R TIE, FrLidk
MEEHHESEARAT BT K o AR LA TEAZS A 3D JRorHERE,

1. tQuery
tQuery (http://jeromeetienne.github.io/tquery/) [ Jerome Etienne €]&t, Jerome & FE#H A
S 8% Learning Three.js (http://learningthreejs.com/), H A4l & T K& Three.js JT % ik
AT,

tQuery #i{ T jQuery, ‘BHIREERMA Three.js RIRE S XA jQuery API HY S FM:, Huskie:
VA REMS [ FHAE# 8 FLA APIL 3K 61178 Three.js e, BEH T iR gafe Ntg, 8%
Tk (B R A S I A BAT A i tQuery ATLAE 2% KB Three.js FIRE e, BLiFK
tQuery FRGHEZEHA LR, F A 25 AY jQuery HURE #H & TLIR AR E, anRIRg —14
Threejs JF k%, H/DELes, RMIZINEPIR—TFE,

Bl 9-1 Jeor 17—~ RIS B, ERIZhRER M tQuery F— A WP AR BRI JTHI A, FHT
JUEE{E ] Three.js B BEATXTEL, VREEBHELLANMTLE 3D HF A AR FH R HL

il 9-1: {EH tQuery BIEE—A R RIS 5
<!doctype html><title>Minimal tQuery Page</title>
<script src="tquery-bundle.js"></script>
<body><script>
var world = tQuery.createWorld().boilerplate().start();
var object = tQuery.createTorus().addTo(world);
</script></body>

Etienne YT B P LARBEE S “1k 3D AR ATREIR 2D L ANFE" . Web R E LA
THR jQuery T, Zifbfi1—"M% jQuery ALFE API KJF % 3D M H, ISzl B 4™
B o XA E AR L

2. Voodoo.js

Jei 2 AE V4 Ak 51 /Y Brent Gunning 30 Tk A NEBRE GV HE 3D B . EK WebGL [ RE o1
A AR T H RN EMATIE T, T /& Brent Gunning 8% T Voodoo.js (http:/www.
voodoojs.com/) , Voodoo.js fJ H #r A& 1k € & 3D k7 FH 28 15 ff . B 7% 5 % % 3 70 1+
Gunning E5 — R k7 Voodoo.js FIRHELE AT EMCT 20T 24

EA R Web H1, 3D FUE—ABeH, —/ 0k, GIELE(T 3D RN A AT 2k &
AN CAEH LS EM., BRRRE, REeE 714008, IR0 3D =
J#| Canvas W, 52D WA EIF K, X ERVEES, RBMEAH Aol E,
I, FRIRE L E A Voodoo FNEE—IRAFF KA, KA 0.8.0 beta,

Gunning FY RS A (ORI B RIHEIIT %, B EAE— /W EHA A SRS, B4 T4,
A, PEHAME-. Voodoo.js HEZL — R FI/NDRITHHISHRERI A BL, AAERE LRI
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HIER., ETRARRE., A ERE, X MHEZRET Threejs Tk, HILHIE B
ROAZIRZE ¥ AN B B SUHT B R G2 . {5 9-2 3 1 Voodoo.js T T, ‘& R A H—/4~ %k
AR A T —/ 3D X%, RIGH AR TUH TE example2, X AREF IR 1. BRIRCR
& 9-3 Fis,

5 9-2: {#i Ffl Voodoo.js K—> 3D 4 4 A 2 11 1

new VoodooJsonModel({
elementId: 'example2',
jsonFile: '3d/tree.json',
offsetWidthMultiplier: 2.0 / 3.0,
scale: 50,
rotationX: Math.PI / 2.0,
rotationY: Math.PI / 2.0

H;

#, Reusable Object:

Vooded's simple Mocel-View framewo
you can share with others. A 30 objec
button. A graph. A themed modal. Eve
Mode| for its state and a View for its ré
e base classes. Jusl extend and imp
you can share the Javascript with any
websites

This is all made possible by a configun
updates, draws and fires events 10 obj

k DOM Events

3D objects in Voodoo expose DOM ev
are as natural to use as 20 HTML elen
which 30 meshes are triggers and Ve
your listeners in real-time.,

i “The art challenges the anology, and the technology inspires the art.” - John Lasseter

9-3: Voodoo.js &M@ (http://www.voodoojs.com/), ¥=S&ETFH/ T AERE 3D X5

3. PhiloGL

PhiloGL (http://www.senchalabs.org/philogl/) +&%#g nl #{t B2 5 Nicolas Garcia Belmonte
1E Sencha 2 ®]HYSLIE N GIEERYSLIS W H . PhiloGL /Y B Fr/& 1k WebGL I % K Al GE & .
FABR, G AE AR AR AT & —#F. Garcia fE/TZ3PESC (https://www.sencha.
com/blog/) A Tix—%it A, RAEXAHESSE KRR, HEEA &, Sencha
AR T MRS P A EHESE, o Rl Al H HTMLS G &80y P S im,
9-3 Je7n T {8 PhiloGL 613 — /> B %5 (ARG, il 72 L JLA JavaScript X4, 3]
Qe T EE A Ha RIS 5, PhiloGL FIMIuG_EA& LA AT LA TAERGIF, Bk A
Learning WebGL (http://learningwebgl.com/blog/) HIF A Zke
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15 9-3: i ] PhiloGL 6l Ft—/ i By 3D 5t
/] BlEE—~ R
PhiloGL( 'canvasId', {
camera: {
position: {
x: 0, y: 0, z: -7
}
1,
scene: {
lights: {
enable: true,
ambient: { r: 0.5, g: 0.5, b: 0.5 },
directional: {
color: { r: 0.7, g: 0.7, b: 0.
direction: { x: 1, y: 1, z: 1

91,
}
}
1.
textures: {
src: ['moon.gif']
1
events: {
onClick: function(e) {
, [* TEMIm B R, */
1,
onError: function() {
alert("There was an error creating the app.");
1,
onLoad: function(app) {
11 @GR
1] g i i ik
scene.add(moon)
/] BhiE
setInterval(draw, 1000/60);
/1 il
function draw() {
/] &Y HER

scene.render();

}
s

9.3 Vizi: = 1METFAHERAFTMR{LWebkH
AIHEZR

BUES] 1A AR THEZER) 3D JF AR, FAVHEE — A 2 9558 HIHEZE, DA S
KEATRERIGE . RAETTRER 3D RGP AE, (BRI R4 VF £ 1l AT,
PR B T Vizi A IR —4 WebGL HE2E, Feff BRI R Tk JLEAHHY
Bl AT R AR THEZH KSR ST 28 Vizi,
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0.3.1 HERMEIHER

1E40 tQuery, Voodoo.j Jz PhiloGL HITF % # AL, FkF WebGL T % AR L3 22,
A& Mr.doob 85Ky 22 2 —, {HIINAICH Three.js AR KT mB R EAI M H, &
X AR RER 4y [, HsefE JLAERTIY 3D HEZR R 5 | B b sk O 2o 7. IEM
P MRIEX R LA T, (HRBAE FEE—FER: BMAGRNE. X EHHL.
il -2 g ARPETHEHES RO P AR stk . BE FR SR,

XU O R T R A T8 Bl AR P A AR TG 0, WL ek T
HHRHL b rp— 2 KA, ARSI . Bk B MR TN T R4kR 1)
ekt TR T A RE R (X F B EE AR ERX A, B em K,
FANHEEER), ETRIANEFL 3D FFEWE, H A H A% T 24 ik s | 2
M EESE, e — PR E, Vizi g X AEEAR,

Vizi {9 B ArAt LR P I & A0 3D B FAS (S 0, AEZhRE T, Vizi /e P54 (o
playcanvas) FIJE/RHEZE (40 Voodoo.js) ZIAl, ASFEMF= 4 e B 5 Rd A H Vizi, &
R NEENREM G, TR MASEER, AR, A5
FAFNIE FAINLI AL, BAE X LEDREARIL T WebGL JF R e L LSt 77, Rk ix A
Fem A E BRI Z A,

B 9-4 J&ern T —A Vizi FHREY, s — /S H 35 55 Wb, JELERIROR. kg R &
FERE s h M R E R, Qe AR D, BRI R o k. Ummn
BILBIE, — AR 3D FREAM A LRORGE . miEE S B T W R RIS,
mdiE SRR EE RO, BB . 2D B S TSR AE S B R A T iR
il 15 B B Mt bRy AR TE . X Pt — M, (R T Vizi RGO IRAEH
2D i1 3D NZ AL A1 55 S HoAfth Web BT BB 2 1L,

9-4, BEF Vizi FAMEIERTNA; FREFKS be fast (http://www.turbosquid.com/Search/
Artists/be-fast), M5B MEIRITHES TC Chang (http://www.tcchang.com/)
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9.3.2 ViziZE#y
Vizi BZE4915 152 BT 5 | S TR e % . RYE 3D itk (193 ok bk H At 48 5 o2
FE, HeiaRkENILFE A, ARk A ks [ i 2 o6e, i, HE
hES I FREMRE, W ty, REeHATFEREE, MEASHEK,
Vizi ZEMIH)— A F BRSO A Tt o9t £ % (component-based object model), X |
M TELRE R, BIAESEE TR F W THEWES, BF xR
vizi.Object, WiA{UEH IR R . AT REBSIEIRE, Ebin—A> Visual 4 ff:5E
BT LR FObE B, —A> Picker £ PFSEEL T 3k THA M R BRAREIR X . —/> Camera
A TR, A TAHGRRGERM TR DG —HA, ERifdkw RIGHISCELLL
KErlERME, ERMEE R R,
Vizi ZERIEE LA T 50,
e NAXN%
A5 F %4 (singleton application object) 157 WebGL | F XU EIE ., DOM Z {4k
PEER LA M Three.js FI#AARTE, BT R I Tiafr g3 SR REEIMARI N A, 5t
REAEAEWIZh | FH E .

o BIAFHAER
Vizi /A3 GAE AR R R, S AR TR Bk, RS IE TE R
B, — A Gl DA R A HoAth o G T Rl . 3G T DME ST 25 R 1T S0, s
TEAT A RS b R B, X RGN B A AR R T

o JRHERAM
i T RGBT GRS B T S A . FERAR TR TR B, I ATRER ], k. EE
BN FTAES T HAIRSS, AKX AR S B AR B A My, X 1iEE Ak 2
R, PRan A RS A DRA TR B 2 T P N,

- AWM
BT BT AT (# H Three.js %I/, Vizi 7% ¥ Three.js famote s, me B EH S,
## Three.js Xt Gt A LI A E B AK, [EMRIAM Vizi R 5T UL 5 e 13T
HfE .

e X%
Vizi SR TR LA EARE M, JEE{E Three js #Y Projector R SLB midiAaill,
X 2 FRUBRAT A A A O AR 79 RT BA, Vizi IB$RHE T FiE 58 B35k S A RIZE R
it (bbanfepim sk b,

. fTH
Vizi W& T ZFHEAT A, GBI, B, sk, moeSR R AR,

o FHUMBEER
Vizi FLVFE L EAHHL, AL B2 R, Vizi B SH 2 Rk, tban
YRR, B NFRIER. I E,
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e FHAZEX
H 5 SCALOE T DASE LA A TR . 28 BERFELEE 2 LT Bl % . Alrk4kk g vizi.
Component [ JavaScript ¥} %, & EHRE BkFe QI — a2, HEdE S
realize() Fl update() 75K H & L EhRE. 1 rTEATCIR AR IS A3 5
W, SRIEEINR T & B AR BT IO RE .

o TRHIEM
Vizi FLUFIT R Gl i — 4 R sk A AT 288, [R2h Vizi &% T4, Br
DA 2 0 AS A2 {6 JavaScript 9 28 0 G 9, i A& — HE 0% FR b prefab 119 T3 il 5 52,
prefab HH BIRACHIHEAEST G R CIIA . — A8 A FUT T SGE 8, DR —A il
A (ARSI ) FI

Vizi FEFHMUIZAE 32 B AR AN, XA A5 Jason Gregory 1Y
HFHS (ks #2849) (Game Engine Architecture, http://www.gameengine
book.com/), XA&RRE I BEFMEZR LI LR 245, RABW R ITEERT,
RS A A ARSI Gregory ¥ 3 A R B 4R R . oK TR (B R IEIN
Wi, MRS IAOR T, ETHAmET B REf YR,
WG T AT AR RN 2 TR, HE 28 I8 BT,

Vizi [A#HEZF] Unity (http:/unity3d.com/) EHAIER, Unity J&4RIEM 7 FF
KN TR AP Bafe AT R i 5 188, Unity fRAFHUAEEL T Gregory J: T
AL E R EAE, AR S 2Pk Unity B85 H WebGL, Unity .76
HTMLS {#ATRisE BT & ok T, BiLAe A T2 A A E S AE A
4i, AnF Unity S5 HTMLS F1 WebGL, %842t 5% 4 500k Vizi,

9.8.3 ViziAIl]

AT FEA 2] Vizi, T2 GitHub (https://github.com/tparisi/Vizi) i H Hh k5 SEthi
AHIRAED, fE engine/build/ H3% T, REHWILA X, Efil—4 vizijs (RELERY debug
FRAR) B viziomings (JE4EREHY release i) EVRIITHE

BUAE, W Vizi BIARE AR 5T gk T AR BE ] 1

<script src="../<path_to_vizi>/vizi.js"></script>

Vizi 5 2 R REI B AIRRAS . X A SCHERE T A R T Rtk T, B
Three.js, Tween.js. RequestAnimationFrame.js LA } JL /> 3 ## Three.js i %t
o WRIRAREALE INEB AR A, T DU A TE (ol A, (2R vl
B B AT IR AR, 458, RA/NOIRES A MA L, EEE
README 3 B RfuA 23 5k T ESE 2 TR, DA B2 5 Mok T igdEd
B E A Vizi I 25 8.,

2. Unity 5 28308, — &
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9.3.4

WEBRNDRE A BARAGF, lid ek T Vizi EEZERI5RK . EVRIIH

—AVizikz F 7

1A Ba

AT

AT IR

- Chapter 9/vizicube.html, RPIZSE WHRIVEN, B2AS 2 TAE 3 TIVHSE T,
#TF Vi EE T —ig, ] 9-4 2&%T Vizi BURES, ®TLAFIEE 3 2] 3-1 pICRS R LR,

151 9-4:

<script

—A~ Vizi BB Bil——lef& S5 5 7k

type="text/javascript">

$(document).ready(function() {

}
);

/1 BUEVAZUR X 4

var container = document.getElementById("container");

var app = new Vizi.Application({ container : container });

/] GlE—/~Lhphong# 4 5 a Yul) S BRML G 5T 5 7R
var cube = new Vizi.Object;
var visual = new Vizi.Visual(
{ geometry: new THREE.CubeGeometry(2, 2, 2),
material: new THREE.MeshPhongMaterial(
{map:THREE.ImageUtils.loadTexture(
"../images/webgl-logo-256.jpg")})
s

cube.addComponent(visual);

1] B IM—ATeAT Ay, A A S0 5 R S hnA: 3
var rotator = new Vizi.RotateBehavior({autoStart:true});
cube.addComponent(rotator);

11 ¥e3rT5 R ) LGS Tl , LA S 4 b F 7 3D

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

1] BI— KT SRR iE Gk
var light = new Vizi.Object;
light.addComponent(new Vizi.DirectionalLight);

1] A4S T RFAT SR I E 5 o
app.addObject(cube);
app.addobject(light);

/] B17
app.run();

</script>

KT Vizi, FUR T RHE 40 47 fCRD ik B EE T — A e bk g s BESL 05 08, A1 Z i {1
Threejs NIFEEE 80 17, HEANHIGESEBIRG R FORH AR —/MR, Bkl
FX AT, BRI T — AN Fr R A %, 27K vizi.Application, 78830
FIFG T, ERIEENIE 7T RETIE: B4 Three.js /& 42Xt GF0— A Hr BLIAAH

HLIFZE Three.js Py,

BT W U AR, PR R A DOM SRR B AR Y. X
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SEHUIE RA SR T E B 1T DOM AP 81 ] Three.js B8k T T#1E, {0 Vizi A 3hiksT T4k
PR, A Vizi JRI5 Y3 core/application.js F11 graphics/graphicsThreelS.js 3 T it B 1Y
SCELAN, BB 2 .

BTk, BAPEAGIMAZ . XBRE] Vizi AR GRS T, Vizi 5cp i
B RAERAE Vizi.Object 2HIY, ARIFBATRIMARMABGS B, M Ekd, %A
{f H Three.js 095775 A JLAM A FOHT L BELAY Phong #4 5 61 T —/> vizi.Visual X4, HE
Vizi %A E A CRETEA SR, Wi B H Threejs RLHFTAETE, X&A ENIE
. HAME2ETE T Threejs B AIRE, MAZRE R E, FIHIRNTATLARAL OIH K
MF BT 2R,

FEQIEE WAL RN BI G2 Ba, FROIN T — M7k, X Vizi #hayfuh )y, Vizi
B 7RSI T A, AR Dol s i e 5 s B R b, XA, F
{18 T —/> vizi.RotateBehavior {724, X autoStart #xic A true, {d75%F47E M H
BATHIRHE D P aaTEs: .

T VLS R AL S, DMETFAR 3D 28, 1€ Vizi i, Bl 1nT DL i & o 448
Hi2H {1 rotation J& MR KEL,
] BT T e I SRR e , LA B 4 b JE o 3D T
cube.transform.rotation.x = Math.PI / 5;
EE, AT HE, BIAAEAD Vizi M RECA SR T~/ Hd k. XBE TR E
Hip5 . Vizi.Object Uik s b — /> 1L 24 autoCreateTransform, IS A
AW, LR EIRE D false,

73 7 7R Phong & &5 (R, BATE I 75— AR GORBMIEIR, X AR A vizt.
Directionallight ZHff:, fESGIfIJLIFEH, oA 145 H B anfarie o WO GIR, IRk H
T JC B RPN M . e, TS sr A T, TRAEMMAR run() ik,
XS T, ARG ETATH LAY requestAnimationFrame() BRIHCR T-B) 7 B &I S 977
T R RlEs:

1. RIRZE

RSV R B A JL AT 2309 Three.js Gl FH-3 A 2 B, 657 IR BRIE A B B I 4331
RE, B—AJRFEEMH Three.js G1HE2 B M A1 TIE, Threejs #2f T—4> projector
G, VRT3 AR A 5 b, (B e s — e N s
—A HE AT, Vizi HEZLE L 20 ok 5L B B S L BRARE B o &, DAk fg e
EAAE

LEFRATR N —A 8 P28 BAT AZN AT A G- . AR SRR bR 15 B A r gt
ik, M TR NS G . £EX Y25 Th T IF 301 Chapter 9/vizicubeinteractive.html, XRG40
i 9-5 Firs e FUAARERIRID AT R TS THIER o 31X — IR IR TAE BT A T A I 1%
' autoRotate &N, Kl B NSTER AR I daTess . 4 T2k, Tl dsin—/%7
A LR 2 Y vizi. Picker B 7 54 |, picker iE X T @ H WO RRbRZEM:, A4 over (15
FFEE) ., out (BHILHEI). wp (FELFE EIFRARIEHL) Fildown (E70F E4Z R
Frizfl), CNSERIRE RS picker PN R A% . T BIE RAbRE(EFFE H
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HORH R I T, RIS 1L ed .
5 9-5: i Fl—/~ picker {4 iR INEARAS B

<script type="text/javascript">
$(document).ready(function() {

/] OIEViZUR XS
var container = document.getElementById("container");
var app = new Vizi.Application({ container : container });

/] GldE—/~Llphong#5 478 LS PRI 37 75
var cube = new Vizi.Object;
var visual = new Vizi.Visual(
{ geometry: new THREE.CubeGeometry(2, 2, 2),
material: new THREE.MeshPhongMaterial(
{map:THREE.ImageUtils.loadTexture(
"../images/webgl-logo-256.3jpg")})
b

cube.addComponent(visual);

1] BIN—ATERE AT, AR S 5 R T A 5)
var rotator = new Vizi.RotateBehavior;
cube.addComponent(rotator);

/1 GESLFFURTT AR %
var picker = new Vizi.Picker;
cube.addComponent(picker);

/] ERERTER SRR, (VERIF R e

picker.addEventListener("mouseover", function() {
rotator.start(); });

picker.addEventListener("mouseout", function() {
rotator.stop(); });

11 53075 (A i) 3 L3 gl , LA 5 47 b J 7R 30405

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

[ =Tk SRR T YRR
var light = new Vizi.Object;
light.addComponent(new Vizi.DirectionalLight);

[ BT RFRAT G InE stk
app.addObject(cube);
app.addobject(light);

/] Bft
app.run();
}
);
</script>

XAEWHE R, A THRIKBRRERAE T 230, ERITBEERRNE 3D 3R AERAR TR

A

204 | ¥9oE



KA TH 4, X Vizi # T Three.js [J THREE.Projector 23k St L TN RERI XK. ‘BIEA
{1 ¥, 5 9-6 FIH T Vizi EJEF A Gl objectFromMouse() J5 AU ARHY, X475 ;iR [l i
PREGEF TRERR BRI S, BRICEAFELLTILE,

(1) F 9t Tl BRI A T T F A7 elementX il elementy S A T4 1
tr, A ERIEITEE AR —0.5 ] +0.5, [EIHEREE y bRk IEED 3D Aebr AR50, (7
& elementX fil elementY J- A ARARMEAY DOM BARS M EM:, CIESEE®R 2, &
Hi Vizi [) DOM H-Ab B & B3 4T )

(2) 23R T EUARART L ORI AR S, T2l e S AR MR 3D 2, FHORAFIEE
# vector /1,

Q)R EFEE L RAAN T OMIGE N Aa b= 8] i s r = B s, — BT 7
B, AT A AR R B R A S R P AL E T, Shtk, ROV R RS
unprojectVector() J5ik. (Heixt G EMIAILEIE RGRI O, B THREE.
Projector 2% )

4) BAEBARREE e PRI B LR TR T, AT LAEIE — Ot Ek, MARPLAY 5
Z2 T B 2 AR R S B E . TR IR RS “TERAR T 1, JCEHE
%8 & @ of THREE.Raycaster [{} intersectObjects() J5 3k SCELAY. [ 'R L X £ 515,
Tt BMATEE IR B 5 AR 3 R 513

(5) fehe, BATBURFNRPE AW WICE, R T Sl g x4,

Uik, XAR R, XHERRI R AT 2R, A Vizi XHEESE, REeNTHE

BT,

151 9-6: {8 Fl THREE.Projector SEF Vizi L EUIhEE

Vizi.GraphicsThreelS.prototype.objectFromMouse = function(event)

{

var eltx = event.elementX, elty = event.elementY;

/1 F% P (B ) A bRk S Ak b
var vpx = ( eltx / this.container.offsetWidth ) * 2 - 1;
var vpy = - ( elty / this.container.offsetHeight ) * 2 + 1;

var vector = new THREE.Vector3( vpx, vpy, 0.5 );
this.projector.unprojectVector( vector, this.camera );

var pos = new THREE.Vector3;
pos = pos.applyMatrix4(this.camera.matrixhWorld);

var raycaster = new THREE.Raycaster( pos, vector.sub( pos )
.normalize() );

var intersects = raycaster.intersectObjects( this.scene.children,
true );

if ( intersects.length > 0 ) {
var 1 = 0;
while(!intersects[i].object.visible)

{

i++;

3DSIEFER | 205



}

}
var intersected = intersects[i];

if (1 >= intersects.length)

{
}

return { object : null, point : null, normal : null };

return (this.findObjectFromIntersected(intersected.object,

intersected.point, intersected.face.normal));

return { object : null, point : null, normal : null };

2. /mMENMTA

Vizi R HRANTBRIA LS — DR REINE A 470 BATRE ckmi m i B, 45 57 5 s
MEAAT A, MEFRBEERE, CAEBRE ARE: R Ak B,
ek, Bk BT, RRim s sk BROSd L R e &5 Ik E), 4TIF X Chapter 9/
vizicubebehaviors.html KA B R, FHILMRIDLEF] 9-7 w, FLAEIREIRIDITER T &%

THIRRY
5 9-7: WINZAITH

[ B&I—"E AT
var rotator = new Vizi.RotateBehavior;
var bouncer = new Vizi.BounceBehavior({loop:true});

var mover = new Vizi.MoveBehavior({loop:true, duration:2,

moveVector:new THREE.Vector3(0, 0, -2)});
cube.addComponent(rotator);
cube.addComponent(bouncer);
cube.addComponent(mover);

/] AESE T R AT CARE e Hh
var picker = new Vizi.Picker;
cube.addComponent(picker);

/] G e

var highlight = new Vizi.HighlightBehavior(
{highlightColor:0x88eeff});

cube.addComponent(highlight);

11 H s FOE e 2 RIS oK o BUbR B e , Ll D0 1A

picker.addEventListener("mouseover", function() {
highlight.on(); 1});
picker.addEventListener("mouseout", function() {
highlight.off();});
picker.addEventListener("mouseup", function() {
rotator.toggle();
bouncer.toggle();
mover.toggle(); });
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FEXA Gl rr AR INAT A AR IR I Z 21— Sy . RATEEIN 1 Bk 0= 0 W0,
BRI A7 toggle() J5 ik, AL M i BUPRATIR 6 it % & A AT A BIFFAG /45 1EIR
Ao E9-5 Bon TRMNWEMNA, WEERAHh—mse, hekk. #3), T8, AENH
RAEIERL

B 9-5: Vizi WHLURII AR, ABTANERRE
XL RAIGI RIS T Vizi RAERHEZEREM T 40 NS EFmLEht—P THRE, &

SATZR& TN 3D BRI R AR

Vizi BAEFF & 2. ABHRERIRE, B 0.6 80.7 A, HRZIEE,
HR AR E . BAEZNSANL I K WebGL T H A & B,
X ABAENR i, WAZCLEAM LORA T,

9.4 INZE

AT TR 3D LIRS BEAHESE . R4 Three js IRIRA, (H'BERZ1EHHIFRER
AR IIRE, Ebans REAT AT I, TR RshAISCH], LA VF £ JLFRr A 3D B
IR B 5E B A

MRS 2R T i Lefm BRI BLA 45 | BE AR ORHESE . WebGL IF & iX —Sidul IR 4%,
FEAWIH A, BRTIHEZR WS itk AIRZ AlERIHER, THEMEHA B, @R
B, ThRE. BAME, ARSE,

Bl FAUEH Vizi RIRAWIIE TR THEZNIT &, BRI RAGHHER, HTHERESR
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Wi, LRI RABHIGIT, FRE Vizi GlFor 17 RESA FRER MM EmAY, &
ST RAESS Bk, BN &N R, BB E TR, HeETHARAY,
Vizi A ERR—A61 7, (RIEFHEFRFLMAESR, HE2RIHRE CRIRERE. Tk
BRI A ATIF R, AnRIRETF R GBI 3D B, ARk 75 2 g e A R i
FHIAREER]
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£10E

7% — MG H30R

Haihil, A1 ERZ A HTMLS 26l APT FiZEA . JavaScript FEFIHEZE, UL
NAHIERAREN T H, ARG iR T, AEARBREI TS, RATBEAT R
APLFN T H, ViR RE R I % 52 b by A EL A SL ik

FATCIE AR BT 3D Web P46 : — A7 A F & / Bl B4 . XA H
WHE SN EE M EA 3D ER, GFEERNREERZRESRIThEE, H T
AR AR EEE 2158, UARIRHELE T ok s BRI — A2 Bk, T Web 1Y
Frimft E T HEZ B TRKE R HeEF A0 2D B3, SRJ5& [ H Flash i 2.5D 8¢
3D X, HITHIEL T 2T Canvas API 8¢ WebGL {9 3D 3K, 7= bl B 2% BE v AL &5 ThRE
EHLTH (B —F B RAY, A= Ihaefy Sr ), el DABE BRI H 75 55 &
girp, FRE S AR 2R B B RIS A

B 10-1 Jeom T—A “HRkE” BRIk, wTLAFT 30 Chapter 10/futurgo.html Sk A< 56
‘B HABARRIEHEEA, itk SR RBORMEgE /. M BRAREASEZE AR 1t
B, RFXEBOIEEME—-MEE LB RER, mdiADmis% sk BordErmmBaEtLs
Bk dhi . REER T UAMRB RN NEF R B FREiE, “Aif sl TR &
AR THT PR, H/ANEFEE . R/RRERE, BREFEMNE s, IRk
I RHE AT R, X5k A& Futurgo |
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® 10-1: Futurgo fiE———1 3D =RNEAE

KA, TR NIER LR S G, Bk TERE A 3D 7R U TR

FHERE
.« kIR

FF% 3D HEA K 2D TR N O ECR , e SO P s HLRE
. #lE3IAFX

{f % Autodesk Maya X FE 1y T H R QIR BT FNhE, FHEHATE & Web R AR TE
B AR

A=l 3X 3D A &

Bett— R F110 T HARUE T HAY 3D N /T UMER T TAE (AnsMRFISD B EF ) o
KA 3D N2 LR T

¥ 3D N (—HIEUEERSMUME B IR ) 5 2D G PN 72 LA H At B2 AR B A
FR3ID FAFKL

il S — AT A RIS R AL 3D WA AR AR, AR RURIR MR . — VTR
B, BARE AR, WP E ik zhe, DL ah &S R e,

ERFTAEFEREEEL A EEORELEIT X, MIATHES bug FidkE N G, MiZiEFE
w AR B Sk RIS (0 HSE: 3D M%), AT R Hign S b AR A,
o T HIEE Futurgo T, FMIFETEE TR E, BRIOSEASE 9 BN Viz
HEZR, Vizi 2T Threejs JF &, $&ft T ol &AM TR L EBEAF I %, LRI TIESE
R, HAVFIRMAE DR RANCE 23, IE S @ IR SO S B TR T

H

o RAFNE I Maya G H BGE A Web B, LERINBLERITAEIE,
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10.1 &It

0 3D 15t TC Change —#2i5 it T Futurgo p M. F&H TC A 224 Futurgo & 1247 i Al
MR, e A TP FIA R = A . Futurgo BE&ZE 1R A T 2 {0L Segway X H
HI/~ N3l THAVRR A, RIFDE RV, Beandt s S Fne Bk i, FeAi 1A%
EXEEREOGEMGREH, EHUAR BT, (RN TRHX Sei S — IR AR,

T FEAR M A e R R T2 s, TC JHA%QW_F TR A A AL, R A 4
10 2 R, R, R Z S AEEEEL . | 31T LAE F Photoshop IR, KIS H
24 PNG B Fr, J1H. 3D f&4e & B Maya 152119, FrLA BRI Three js S2 e L ATRR
AAEF %R, BOFESED, h THRIESH 3D AR BT RENEY, RITEHEEM—
SO TR, A SR BoRX R ER, AR E%ﬁﬁnﬁiﬁ%ﬂﬁﬁﬂ’ﬁ%ﬁ%ﬁﬁ#ﬂ
Tese o ZARFIR DAL AR A, eI R . Lk .

10-2: Futurgo #=ZEA91%11)PEREY; B TC Change (http:/Awww.tcchang.com/) 1&it3HEHER

TC Change /& F RRYE AR G, #A BRI D, @ﬁj&ﬁﬁﬁi_i)ﬁﬁ
). e, THEAFTLE, 250 24T HERAIF R, 0 (R
T - FBEEN (Z45EARD. TC Bf5 Web 3D W )&, fhalE Ti% ﬁﬁiﬁ']
— /R AL 2 7] Flatland, YR AT LA [A] http://www.tcchang.com/ SR 7E£%
#& TC L1,

{1 ME—I R 2R R, TC &8 T —FIY{E Mayraid Pro iU, {H'EA& Web 7, Google
Fonts [J PT Sans (http://www.google.com/fonts/specimen/PT+Scans) A& — > AEEATEE,

M EBA3DN A | 211



10.2 €IE3IDARE

TC {8 Fi Autodesk Maya 2013 Kok 1% Futurgo #7914 & Fhiil o> H-ds nzh i, 5 2R Futurgo
S B— ik, (Hesibs Ll 2 A WEE R, SrREEN—E s WRE
5. ER. BN RS R, R AR R QIR R R R Y, XA
BEASER s RE PR A T A, M AT EASEE R ORI RS B, P an AR B R A e B A
BB ERRIFE ZAHCME . B 10-3 J&/R T /£ Maya Hxf Futurgo JEATEERE, G (E b
R CA BoR T TR S M TG B, ARG F = IR AR,

B 10-3: # Autodesk Maya xf Futurgo #1T84&; ®RE TC Change 124 (http://www.tcchang.
com/)

FENZ B —Br B, A TC A4 TR & /AT, anbbfil (Futurgo FERYFY BE &
AL, X HEEK), REEETG A, G ER A, Maya f£5)m T HJ5 HA BT RR,
AT e A — e ahmifvt A £, RIS b A B 2l i A aG AR RTINS ARAEAY TR
PRt sy L A ahm . AR E R FF SR, A —FD, X2 R E NS Loy
EHORCLE RN, WE Mgl — MR 1.

FRIEPERE, T TC B T £ ISR, Futurgo /T4 96 000 A~ = M, Xk
TRUE T BEA 2 951 = AT RAE Three.js iPiEge i FI A0 R, WA E 1L 2% M RERA
AHEE, XFEM 5 —A B R T 30019 Bl i 2 1 22 30 B R R BRI R R, T
Web J7 SR UL, NRFEDE T3, B& RN Maya #4 5 eI TF {9555 1K HE 6 MB,
XERABEAH B, HXTFEAH ML, MELE TIRS @i bin S ESEIIR
o Prx BN A FREEIA M, BT EIRE T (RFRILE) .,
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10.2.1 EHHiMayaiz=ZICOLLADA

ALY 2% B RAT, Maya SCHEFEE R BUE A WebGL 1A%, T 1o iE fE FH ¢l TF 1E 4
HEKA, R edfUh B EIEw e, ARG E WRHE, @B%E B#EM Maya &
Hoh I TF 7535, L EAE A Maya 457 S HIUA& . COLLADA, SR )51 ¢ITF, '

Maya 2013 ) COLLADA & tff T. H. 45 1R £ [a] @ i B ot B 7, B D303k £
OpenCOLLADA (http:/opencollada.org/), —A~wEtEREMIIFIR S H T H., laksrIF k&7
%, ATLLOIE B, A IER COLLADA i, A45445 Y%, OpenCOLLADA
[ Maya hiiA& (G&F 3ds Max uAs ) TAER &, FA1#] UL ) ff &6 Futurgo St oA
COLLADA #43X, OpenCOLLADA [ F: 554 & Maya #fiff: [ 3ds Max M 2010 F] 2013 i A<
U TR (Autodesk i ] T4 58T B SDK, FSH THFZER E, URIES
T HATRRA IC R R4S ) o i T RS, TERIUEELE Maya 1 A07E B R,
HAREEHEEEGE T (F0 %8 B —meE e ), ik 10-4 fiok,

800
Filter Help

¥ Jusers/Shared/Autodesk/maya/2013/plugzin
COLLADAMaya.bundle v Loaded v Auto load i
¥ [Users/Shared/Autodesk/maya/plug-ins

¥ [Applications /Autodesk /maya2013 /Maya.app/Contents/MacO5/plug-ins

Plug-in Manager

-

AbcExport.bundle v Loaded Auto load
Abclmport.bundle v Loaded v Auto load
animimportExport.bundle Loaded Auto load
atomimportExportbundle Loaded Auto load
AutodeskPacketFile.bundle v Loaded Auto load
bullet.bundle Loaded Auto load
cgfxShader.bundle Loaded Auto load
cleanPerFaceAssignment.bundle Loaded Auto load
clearcoat.bundle Loaded Auto load
ddsFloatReader.bundle Loaded Auto load
dgProfiler.bundle Loaded Auto load
DirectConnect.bundle v Loaded v Auto load

Browse Refresh Close

B 10-4: 7t Autodesk Maya 2013 #FH-E 1228 SH OpenCOLLADA &

Futurgo S COLLADA C-FURGBIACHLIE—#2, SCf& models/futurgo/futurgo.dae,

OpenCOLLADA & — /I H, ‘BISEFiFge i a s 2K {0 F L5557 3h iy
P, FTDMEREIRRFFEER., X8, RIMFEARRIEES A4S T
%%, HRAE Autodesk JZihiAS H ST SDK IR, it COLLADA FUE
th Maya 1 3ds Max SCHRI—F s, BAM—FG nl RERY 5 2 4 FBX K
gITF, Autodesk HY T HAEAJ5— B AIRECRIES Y FBX 4%, —26w], b
e 8 TATLEN Verold (http://www.verold.com/), [ELEETRHF FBX #45L ¢ITF,

1% 1: gITF, FIF WebGL BB FE 54tk 3; COLLADA, 3T XML R E et 2, HIRNZAS L 8 &,
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10.2.2 $5COLLADAX {4##gITFI&=

24 Futurgo #7% )\ Maya 5125 COLLADA )&, ‘Bt /l LA#E#4 B I TF #4358 . COLLADA
T AR AT R K gITF {9153l Fabrice Robinet 5 T —/~ iy 411 L E k#4734~ LA1E,
TEFHY MacBook Air i&17HJ Mac OS 10.8 |, #hf7r4HIAE—A collada2gltf By w]FhfT 3¢
. BE4EH Futurgo, Fiafran Mand, R HRHAZOR,

$ <path-to-converter>/collada2gltf -f futurgo.dae -d

[option] export pass details
converting:futurgo.dae ... as futurgo.json
[shader]: futurgo@VS.glsl

[shader]: futurgoOFS.glsl

[shader]: futurgo2VS.glsl

[shader]: futurgo2FS.glsl

[shader]: futurgo4Vs.glsl

[shader]: futurgo4fFS.glsl

[completed conversion]

i, REEIRIIEF FEH futurgo.json XM, LANARRAY GLSL HE#FIECH: (4
A& glsl) o BUAESCHE#E L T I TF #%3X, mTLAE R4 Three.js 285 1Y gl TF AN st ks H
I, BATSET AN B 3ix — s, Futurgo #4051y gITF X578
BIARDFT B LE T —#2, models/futurgo/futurgo.json A& 3 JISON X {4, models/futurgo/futurgo.
bin & B IBEAY IS,

ARAS G B WINEE, gITFBATER i RN, xMIEAENBEER. &

Se, MEEASREAZ N, FIAAS B S A ol Ge7E MG WA i B 1 5k
T, TUREEESEFNSERIRANSE. ik, N TEERER,
Fban collada2gltf 34 T B 44 207 A broF- & E MR HETHRIF, BLXT
i T HMER, "L W gITF 7€ GitHub L35 B (https://github.com/
KhronosGroup/gITF) % gITF 311 (http:/gltf.gl/) ,

10.3 fdafoiiX3DAE

PERMELKENA N Maya 3 H T, B TRBATEMR T —A R ik efs il
EEIRHK, eI TF X AREE AR —RA—T, WebGL A RE A FIHAIE M.
AT ZE AT A SRR BT AN 5, (AR BT, BedfRESLIRIE 3D N2
RPN, ghdi, FATATLAZEH M IE WebGL s Y iy 5 f5 B, bhandt B, 808,
JEUR. ARHL. AR, Bhml. Chit, FRATFEE G — A T HRAR B IR AR AT
3D W%,

10.3.1 HFVizidfaTH
Fefr 1 H Vizi kAU 3D il TH., FATESE 9 B Vizi, BABRIFRIHESE, Vizi
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AT AR T 2ok 3D A, B RILA A Zh58 RS AA L i 28 m A X AR B A
PETTAE, F4edt 7R B ST IE A R EALH, DA — R YITERAT AR .,
B E TS8R (8 FH A& Three.js iX 4~ WebGL 5L FRIbRMEE, {H Vizi B2 5E hnel
R PR SR,

P 10-5 JE7R T T T H# A Futurgo 1 gITF SCHHEI 5 i8R, Bl CTEHA —/1E W
RS TEERAF S S, A R, A8k, Hha&—/ Open %4,
VLB SRR 2 1 00 BT SO bR % o A MLE — Al , Ha JLA it Hseik# (Scene
Stats) BT R T HATIIWIE. WAL B ECE, DR sy 5 A s iomt A, FE4L
(Cameras), JGJE (Lights) F15)E (Animations) Ak VR P MFRIX L6458 0, wTLA
DIARAL, FTHRSCHICIR, @frshm, &8 —HMmS% (Miscellaneous) TR R YF IR
THTIFRISEHREIR (R —ANEIMOYEIR, TR A IR/ ), 85—
A5 TR HE SR ST R TR R A

® 10-5: {FF Vizi s —17 gITF &5

B TLEFATAT LI A B AN A, P ES IR A TR T EEE R, BIER
AR H T X AT id, TC 7E R %53 1Y COLLADA XfF)5, RBE-EUF T Hahmi)
HFR, ABIRFEA R — AW AR b T PO 42 id YRl &5 7%, (ERPUE TR, 1wl
PAWiSE f£ COLLADA FlA&4feJ5 ) @I TF SCHrf, gl B 6 X R id (B fEA 01
A A A P ) 30 1 T AT S R ) A4 FR )

AR EH RTS8 A — A BSOS TR BAREA AR — 2 I RIS, (HEA%
AT AR B T EAS N2 A I B b 2 A 4 SR TE AN ISR . B PR AR S 2RI
EUF S i (X AR T &% o BLAESELEIRATR A et anfal 81T
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10.3.2 ViziEFFE

% 3D HERE AR — /R wmdhfeiE s, Sl — =i, B SRR N,
WM., BB, EMERAER I, HIRIKE 7 — A E P Vizi 2R E,
Vizi.Viewer ;& Vizi.Application [y 12, B — AL THTEERMEMG I 52 H
HIREH o ORI DA 2ok SRe SR 4 B e by 5, R R B e B thilAE 23 . Al
bR T, AR B TSR
Vizi.Viewer W LAFMEVF 2 KBNS —AE R ERS, A&
FREk e, A MNMNE Y — AR TR AT AR T
MAETUE, Eofn Futurgo (FRAMEEATFHEA R i) .
Vizi.Viewer & — AN FIERHEZEAE 2, BE-RPEE T LRV DEE, M
F AT S BLX Seh BT TR 80 E 1T Three js Ui, vizi.viewer RYZHEEANT,
o BAUEFIEH
vizi.viewer {f il T —4 2K H Three.js {5 1A 3% 5% it 4 ) THREE.OrbitControls, [RARZE
R, BARGHEERRY R, RARERR AR A R . Bl AT LU S N
SRR E
o EKiAAMAe AR
T ARE SIS R, Vizt.Viewer 2L T —AENAINL, X TEACENG R, B
ATLLER S G — AN A BCIER B 2 iy, I HAE A PR S AHALAAH i SEBOLIE
« HFRILAMNE
INRTFEE, vizi.viewer RPN R—/METE MM R, 3R] ACERCRY & Bl il SHE
o PwAE Y%t
Vizi.Viewer XFGALLEIE R AT A RAR W, Forgeit kgL ploe) . b
FHERST, AR SCHE gt @
o LR, AadLAesh @ 4x ]
Vizi.viewer Rt T Hi B 5 ok VPR T BT IFFIOCIAIICIR . UMARML. FFAaFIEE 1k5)
H, B A N R T AR RIFIR, FATFEARM ARG,
o —HEERAF
THREE.OrbitControls Xt & ol o S+ — SR AE, KUk A 1l M, BUbRAS SS9 dE
JH B A bR ZE B
h T A vizt.viewer FISEPRACE, LRIRNTE B & il R LB T HAY., 773
£ Chapter 10/previewer.html R4 F & 10-5 Fronfy b & 38028 . 1] 10-1 JBoR T G vizi.
Viewer Xt RHTEL IR, FIZHT—HE, A%k —4> container 24, B4 DIV T
#, Threejs 20BN WebGL {4 és (k& — 47 WebGL £ & | T 3CHJ Canvas) &0
) bm, RABERE N T ek, REIRER S TR, AR ESCE G AR AR
Yy rp A CIR R ML T AR RIRLR) . QUL AR se xR )m, FAT IR LA S M 2%
RAG MM e Ho by SR EREIL . AT G SMUX e P R B, 2T ORIATAZR
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FRLRY Open #EIMEE T —AS 0713 . BRIRNTARAES % R EL Y S aNA
51 10-1: Gl Vizi BEH X Z

var viewer = null;
$(document).ready(function() {

var container = document.getElementById("container");
var renderStats = document.getElementById("render_stats");
var sceneStats = document.getElementById("scene_stats");

viewer = new Vizi.Viewer({ container : container,
showGrid : true, headlight : true,
showBoundingBox : false });
viewer.addEventListener("renderstats", function(stats) {
onRenderStats(stats, renderStats); });
viewer.addEventListener("scenestats", function(stats) {
onSceneStats(stats, sceneStats); });

buildFileList();

viewer.run();
}
);
AR LR, REBH IS ENSSE H . TEBREE GRS g ft—A~ H Ptk
FTHSCAFFNFR AT —A 3D X,

10.3.3 Vizifm#k

M TR Open 281 &S 3TIF — A2 8, IR AT LA B S0k, % #F . /models/futurgo/
futurgo.json X, VR&FF Futurgo B Rn{E it H, ZnfEl 10-5 Bz, fRaT ARG & H
bR, it B i o it e B,

i s T B Fil 53—/ Vizi 26—Vizi.Loader, EPRIAIMEZT] Vizi & B SW L, 55
5 10-2,

5] 10-2: {di ] Vizi.Loader X423k st

function openFile()

{

var select = document.getElementById("files");
var index = select.selectedIndex;

if (index >= 0)

{

var url = select.options[index].text;

var loader = new Vizi.lLoader;

loader.addEventListener("loaded", function(data) {
onLoadComplete(data, loadStartTime); });

loader.addEventListener("progress", function(progress) {

onLoadProgress(progress); 1});

var fileViewingName = document.getElementById("fileViewingName");
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fileViewingName.innerHTML=url;

var loadStartTime = Date.now();
loader.loadScene(url);

var loadStatus = document.getElementById("loadStatus");
loadStatus.style.display = 'block';
}

$('#fileOpenDialog').dialog("close");
}

Vizi.Loader {§ J Three.js i JSON. COLLADA & gITF fn# 28 Sk @b & kg 2o, ke
TomEBINAE b, HH, B Vizi H1F b B3 78GR Threejs 5, fERRE
EAEHET Vizi R ER . B, BRSO T BT A o 0T 25 K 2% Loaded A1
progress Fff, {4l 10-3 &7 | Ml e % onLoadComplete(), & HISRAG I ST (i ik
SER IR IR INBI RGP,
il 10-3: T b T H A SR hnad gk W n ek 5

function onLoadComplete(data, loadStartTime)

{

/] BERNARAR A

var loadStatus = document.getElementById("loadStatus");
loadStatus.style.display = 'none';

viewer.replaceScene(data);

var loadTime = (Date.now() - loadStartTime) / 1000;
var loadTimeStats = document.getElementById("load_time_stats");
loadTimeStats.innerHTML = "Load time: " +

loadTime.toFixed(2) + " seconds."

updateCamerasList(viewer);
updatelLightsList(viewer);
updateAnimationsList(viewer);
updateMiscControls(viewer);

if (viewer.cameraNames.length > 1) {
selectCamera(1l);

}
}

EAWENT R B T LS. we, BRUK THTIE R “Loading scene...” {581 DIV 7T
F, MNETFHP M AR T. BTk, BIRHHAF M replaceScene() J5 i K%
BOMBAF NG MBI EF & F, AARTFRMNES S E 1 & FERIE Fuurgo, 25
XA W BRI BCE B SR A A R OINFEI ], BTk, T AEE & B R E R R I B
4, U LA Sl Bh ek ok 1 A A E b s (BlandapLAmelR) . &, 2iRM
A% selectCamera() Rk FE¥p st IS — AN AHNL (NEEEINIIAY), R e A EmiE,
selectCamera() (i FH# & ¥ 1J useCamera() J5 23 I AHL :
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function selectCamera(index)
{
var select = document.getElementById("cameras_list");
if (index === undefined) {
index = select.selectedIndex;

}
else {

select.selectedIndex = index;
}

if (index >= 0) {
viewer.useCamera(index);
}
}

BUAE, FArTAT DA TN T HRAS A AR 1, (S B bR Ao s e 7Y, BLbiAs g
PR, B ARIR FE Sl B b 4 O AL, I AG 1 B & R R U AR AL 4T R R0 OGB4 T
g, VARAE I,

REMIR Zh w2 i L H AR EZEPIIRE, 3D shmifRe 5 e, EhlfEdfEp & &F
FIREAYIA)RE B, AR T ST T rh i K 20 i mT AT 4 i i et B B AR e OB i) 181 10-6
JE R T B 4% )i shm animation_window_front_open f[l animation_window_rear_open FY%k
Fo ATUAERIFRAS B THZERROR . BIEAEEEE I T, FrEAFRATT LG B
IR T

B 10-6: ARG TAPENNE

{ER B m I A2 Vizi 5k B (808 U Threejs 5t &) W —# . BIMEEG & PR
FAAE— SRS A . BRI TR AR S8 A A 45 9 T B 5 ik i, {5 1k A
Wahmi, {5 10-4 J&7R T HTML W AR e 4, eATR A G ae A [R5 ok i ik, 1%
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I F0 & B Bh m, B #5 viewer.playAnimation(). viewer.stopAnimation(). viewer.
playAllAnimations(). viewer.stopAllAnimations() #[1 viewer.setLoopAnimations(),

5 10-4: ¢ H Vizi 7575 & 1975 B2 il 2h i 15 ik

function selectAnimation()

{
var select = document.getElementById("animations_list");
var index = select.selectedIndex;
if (index >= 0)
{
viewer.playAnimation(index, viewer.loopAnimations);
}
}
function playAnimation()
{
var select = document.getElementById("animations_list");
var index = select.selectedIndex;
if (index >= 0)
{
viewer.playAnimation(index, viewer.loopAnimations);
}
}
function stopAnimation()
{
var select = document.getElementById("animations_list");
var index = select.selectedIndex;
if (index >= 0)
{
viewer.stopAnimation(index);
}
}
function playAllAnimations()
{
viewer.playAllAnimations(viewer.loopAnimations);
}
function stopAllAnimations()
{
viewer.stopAllAnimations();
}
function onLoopChecked(elt)
{
viewer.setLoopAnimations(elt.checked);
}

10.4 A53D&EREIN A

BAEFA A E T 3D NAESIEFE N, EYmahm, sTUIFAWENHAT. P2
i 3D LR F TR Web TUE A, FRFTIH L Chapter 10/futurgo.html KA B TUH , 4NE
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10-7 Fi7R,

10-7. &M% Futurgo #&EE| HTML i@

HEBETUE PRI A TR SRR AR, XEFE N A o AR KEE DTG, &
AU JC AR — {8 B8 DIV 8LA &/ DIV, A & 24 197 F z-index 1% &, 3D #i
BB R/ETUR AT HER TR, LA EER R LR, Al PR RCE2EWN, X
TVFE L1 3D Y Bosttick, ACRRESBINE 2 AN, 1HER 3D HRE S
HIE G G, X EER A TC AR TE, FRATE b ik B 2525 JL ) CSS background
JEtE, Bt LA WebGL canvas [U# 5, X2AEWmKRIGE D, &5, FOIRERE
Vizi.Viewer FrfE YK BAHHE, (FRARINX B 4h2E HIREIERI RSN, (HIRATE VX2
R ERRE E,)

W7 FH U5 5% 4£ Chapter 10/futurgo.html, css/futurgo.css F1 Chapter 10/futurgo.js #', #HEL 2
RIATRSE 2%, TR T L6080, HTML G R @br%s, £25& DIV, Db
A GUADINEARRS, B2 E BT . AL mbr% .,

U B AR 205 10-5 Biow, BEIE T — > #iiJ Futurgo 4, mIBfFiEd T — /54T
F. LR sE B R EEFRE R R A A5, AR5 E A Futurgo.go(), iX£5m#k 3D
Y5, HBahsiriEin.

5] 10-5: Futurgo T 1IN ACHD

<script>

var futurgo = null;

var overlay = null;

var overlayContents = null;
var loadStatus = null;

var part_materials = [];
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$(document).ready(function() {

initControls();
overlay = document.getElementById("overlay");
overlayContents = document.getElementById("overlayContents");
loadStatus = document.getElementById("loadStatus");
var container = document.getElementById("container");
futurgo = new Futurgo({ container : container,
loadCallback : onLoadComplete,
loadProgressCallback : onLoadProgress,
mouseOverCallback : onMouseOver,
mouseOutCallback : onMouseOut,

B
loadStatus.style.display = 'block';
futurgo.go();
}
);

Futurgo *F G 40 B T K &8 4 K 450 hn # 4n Y7, o1 i ARRD Hp Ay 2k R R R
“Loading Scene...” iy DIV, E.f& 1% % F G 10-6, FlbrAY E I % onMouseOver () Fl
onMouseOut() &4F F—/r 43,

5] 10-6: Beui vt if fnadEfE 15 8.
function onLoadComplete(loadTime)
{
/] Bas AR Ak
loadStatus.style.display = 'none';
}

HAELEFRAIHRFEF Futurgo KAt L BB 2 Findds 5, A anfl 10-7 o (RIS
45 Chapter 10/futurgo.js) .

{5 10-7: Futurgo iz AT #% 1 B FISC N Ch

Futurgo = function(param) {

this.container = param.container;

this.loadCallback = param.loadCallback;
this.loadProgressCallback = param.loadProgressCallback;
this.mouseOverCallback = param.mouseOverCallback;
this.mouseOutCallback = param.mouseOutCallback;
this.part_materials = [];

this.vehicleOpen = false;

this.wheelsMoving = false;

}

Futurgo.prototype.go = function() {
this.viewer = new Vizi.Viewer({ container : this.container,
showGrid : true,
allowPan: false, oneButton: true });
this.loadURL(Futurgo.URL);
this.viewer.run();
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Futurgo.prototype.loadURL = function(url) {
var that = this;

var loader = new Vizi.Loader;

loader.addEventListener("loaded", function(data) {
that.onLoadComplete(data, loadStartTime); });

loader.addEventListener("progress", function(progress) {
that.onLoadProgress(progress); 1});

var loadStartTime = Date.now();
loader.loadScene(url);

}
FIEFTA L, X LRI B BAZAR A, SR IR AT TR AAE:, &
I T vizi.viewer Fl1Vizi.Loader Xf 52, 44K, FAI{ECIHE B &AM RIXE T Lk

ANEFIZE (FERI A DU RARE) . allowpan #24il 1FH PR 4wl LA BRUAR A 8ok BT
LA, A EBRENA false, HATNFEWEIALEAES FHITHIA, oneButton
FER T A b B AT AR AT, 5 BIR A true, T Tk vl EARE AT B Ze il B
AR TIER .

i T A AREHE Futurgo BEAYINEE] T HTEH, HlAR A BT TR A T 5 TR —
THRNSBFHMAEL 3D 17 AR IR EAEEhER .

10.5 F&3DITAMMEE

2 B #7 A IE R AT VR Futurgo N E2AEH A T, FATATLASEREF 3D B4, B
RAFHIEERALSE R, H B W UM FH bR il Ay . (e rl LA 5238, FATar Lt i m
3D f1 AR BB A — AT R T Web S EIERE W E FERIZR BN, X4
{5 P25 IR A8 F— AN BEFE AR I A& T i ok A s sh i B g, Seiil Blbraa (3t Bon ™ 5
DR E 245 8., DRl S v A 2D Je R AR 3D ¢k,

10.5.1 Viziig=EAPIF%: findNode()FAmap()

ARATIZAIAT AT B0 5 Vizi. Loader fN#f) 3D N B, FRUAFRATAT LAZS S Le%t 42
AT A SR B, AT 1T 5@ o AR id RS, ARHERA T 2R i
SRS R BRI 2R AR S, Vizi /U T — R 51355 B AP R filix e,
Al LA X 805 A i — A A B ARIRAF. —A JavaScript IENIZEAA, 8 —A> JavaScript
Xt 2 A ({fH instanceof $2PEFFRBEfTELAL) . FindNode() 1 findNodes() J5 kiR Al fif
VCREHI S, map() Gk R I E R I — A sk,
e findNode(query)
XA TG LT query AR — /M7 4 (Vizi.Object 8 Vizi.Component (155 f5l), query ]
P — A AR (Bil4n “body2”), —AAFREA (fil4n vizi.Visual), i —
A TEMZER R, (40 /windows_front|windows_rear/), 4nSE4E Vizi =BG £ 1~ X kE
H A, MEREE—AS,
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e findNodes(query)
XA query A HFTA T A (Vizi.Object B Vizi.Component fJSEfHl), query AJLA
AT EBRARIASE (F4n “body2”) . — A KE (fHildn vizi.visual), SE&E—A
TENNFRk (4n /windows_front|windows_rear/),

e map(query, callback_function)

XA T 15AE M findNodes() AR IT L4 2% query RO 15 AL, SRIE(EEA T A LIAH

] ] A 45
IRATLME Vizi 5% Bl APLJ5 7524 A0 jQuery A& 1RYZhEE, & BN
TSR AR query 5%, Vizi {0 AE =45 5 1 JavaScript £088 287, i
AR XRRF BT, T Vizi 22803 5 R A LR,

BLAE, iEIRATN T — T Futurgo MMZEACHE AR, kA& F M mizh, 4l 10-8
IV

B, onLoadComplete() I this.viewer.replaceScene(data) &K InFk 4 Futurgo 1% 5
MBI E S, ECHNESEEL,, 5SS R mE ey B8, ek
ZRE TR, AENL shE (R 285 ), BRI DAZE T U AR, #5sh m 41,
RIG, XA RETTIRI AT A, HES PSRRI, XEIT AR E R T oRr—
B — AT

5 10-8: FEIsm nZ S5 AT 4 2] Futurgo 2 F H

Futurgo.prototype.onLoadComplete = function(data, loadStartTime)
{

var scene = data.scene;

this.viewer.replaceScene(data);

1] AZEEE AR N BT R, HARERE AT A g &
var that = this;
scene.map(/windows_front|windows_rear/, function(o) {
var fader = new Vizi.FadeBehavior({duration:2, opacity:.8});
0.addComponent(fader);
setTimeout(function() {
fader.start();
}, 2000);

var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
that.onMouseOver("glass", event); });
picker.addEventListener("mouseout", function(event) {
that.onMouseOut("glass", event); 1});
0.addComponent(picker);

s
/] BahliEkEy

var main = scene.findNode("vizi_mobile");
var carousel = new Vizi.RotateBehavior({autoStart:true,
duration:20});
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main.addComponent(carousel);

/] PR R TR AT A, DB SR i
var frame_parts_exp =
/rear_view_arm_L|rear_view_arm_R|rear_view_frame_L|rear_view_frame_R/;

scene.map(frame_parts_exp, function(o) {
o.map(Vizi.Visual, function(v) {
that.part_materials.push(v.material);
b
b;

/1 R ARG AT A Ik &%
scene.map(/body2|rear_view_arm_L|rear_view_arm_R/, function(o) {
var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
that.onMouseOver("body", event); });
picker.addEventListener("mouseout", function(event) {
that.onMouseOut("body", event); });
o.addComponent(picker);

s
scene.map("wheels", function(o) {

var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
that.onMouseOver ("wheels", event); });
picker.addEventListener("mouseout", function(event) {
that.onMouseOut("wheels", event); });
0.addComponent(picker);

s

/] ST NS B

if (this.loadCallback) {
var loadTime = (Date.now() - loadStartTime) / 1000;
this.loadCallback(loadTime);

10.5.2 {EHVizi.FadeBehavior3EzhiEERRE

FA17 24 Futurgo BETYRY A H L B, DUMERTLAE WL NI ans. 3 1aT LA

FERTNESE IR D B EEW R, HANEE BRI S EARR, 1EA B 10-9,

] 10-9: L5 7E % i i A 35 R
var that = this;
scene.map(/windows_front|windows_rear/, function(o) {
var fader = new Vizi.FadeBehavior({duration:2, opacity:.8});
0.addComponent(fader);
setTimeout(function() {
fader.start();
}, 2000);

TR — e 5 893D A
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Vizi.FadeBehavior 4 {1 AT LA S T ] W] #0056k 52 T o PRSI H4 R il 22 508 . B S 5
duration (BAN7AEFE) F1 B AriE B EETE opacity, El_/l\ﬁﬁ'*qj FATIFAE 2 ROt i) B
5 0.8 BRE (G AEV)., RAIMSEHZRTET setTimeout() fn T 2 FAULER,

i1 T fif Vizi.FadeBehavior i T {4, LIKNTERBCIKERLI, ] 10-10 R T Viz
5 SCH src/behaviors/fadeBehavior.js B4 XA, 4174 sl IHE, & i BT A e & 1
ARG R, AR M ETHE VB, XS0 HTE Tween.js FIRIARTE (EEFSE 5 3), RJG4h
iz 58, st —BEE . R T A MEEEE, B evaluate() HiASTEBIRIBITIEIM
e A . evaluate() i b A TEIA S50, A RTFEMIGSHEBIENIT A, A,
Gl I TAA B E AT 5, VR EATTA R B R b A, e — S AE
Sk Akt 5 R I PERR AT N FadeBehavior s FERIAT A, HEHLE H TS A AT e
=, XPREREA,

51 10-10; Vizi.FadeBehavior [1528]

Vizi.FadeBehavior.prototype.start = function()

if (this.running)
return;

if (this._realized && this._object.visuals) {
var visuals = this._object.visuals;
var i1, len = visuals.length;
for (1 =0; 1 < len; 1++) {
this.savedOpacities.push(visuals[i].material.opacity);
this.savedTransparencies.push(
visuals[i].material.transparent);
visuals[i].material.transparent = this.targetOpacity < 1 ?
true : false;

}

this.opacity = { opacity : this.savedOpacities[0] };

this.opacityTarget = { opacity : this.targetopacity };

this.tween = new TWEEN.Tween(this.opacity).to(this.opacityTarget,
this.duration * 1000)

.easing(TWEEN.Easing.Quadratic.InOut)

.repeat(0)

.start();

Vizi.Behavior.prototype.start.call(this);
}

Vizi.FadeBehavior.prototype.evaluate = function(t)

{
if (t >= this.duration)
{
this.stop();
if (this.loop)
this.start();
}

if (this._object.visuals)
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var visuals = this._object.visuals;

var i1, len = visuals.length;

for (1 = 0; 1 < len; i++) {
visuals[i].material.opacity = this.opacity.opacity;

}

}

10.5.3 {#HVizi.RotateBehaviorsK B e A

AT UL FH BUbRoR e i 1 ik AR EF , AR ARAE F P AN B2 WO Bt (e g A 2 20 i Ak 58 47
To Wb, RMESFINE)GIXE E ek, Futurgo BIHNZ I 5118 6 £ f# F findNode ()
S F Futurgo ¥ 5 IR ., SRIG 45 B i RotateBehavior 2 1, Jef#17 Aki%E N H
)Eah, 20 BHER—k. EHEG 10-11,

5] 10-11. ¥sin—A> vizi.RotateBehavior 3k H ZhiEHE N2
/] B ahiEkks s
var main = scene.findNode("vizi_mobile");
var carousel = new Vizi.RotateBehavior({autoStart:true,
duration:20});
main.addComponent(carousel);

10.5.4 {EFVizi.Picker LB FATBIEH BRIEE

bR S — PR DU b R RS B AF 5. AT CAME S 9 ZA L i vizi.
Picker 2, SRR ESKIL AR RAE 3D Sy 5t bR BAE I o5 BRVRE . X AA IR
Tl AR BUARACEE T5 v, 24 PR B S AR % G L IR el S et

TEFRATT IR 20 45 22 76 O iRt AT ARV ARRD . vEEIX BERRD B F I T picker H 4, i A 14
10-12 HOHLABRE IS T, Wt ARG, TR S FA 50 IS T T picker,
A B B T A RIFRZE—— “glass” “body” K “wheels”, T#k &5 N LA
T B A LRI 47

5 10-12. AN vizi.Picker ZH {3k LBl B (5

11 AFEAGE AR TR, H A BERZ AT Ads g 23

var that = this;

scene.map(/windows_front|windows_rear/, function(o) {
var fader = new Vizi.FadeBehavior({duration:2, opacity:.8});
0.addComponent(fader);
setTimeout(function() {

fader.start();

}, 2000);

var picker = new Vizi.Picker;

picker.addEventListener("mouseover", function(event) {
that.onMouseOver("glass", event); });

picker.addEventListener("mouseout", function(event) {
that.onMouseOut("glass", event); });
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s

o.addComponent(picker);

11 A ARESE AT AR I &%

scene.map(/body2|rear_view_arm_L|rear_view_arm_R/, function(o) {

s

var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
that.onMouseOver("body", event); 1});
picker.addEventListener("mouseout", function(event) {
that.onMouseOut("body", event); });
o.addComponent(picker);

scene.map("wheels", function(o) {

s

var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
that.onMouseOver ("wheels", event); });
picker.addEventListener("mouseout", function(event) {
that.onMouseOut("wheels", event); });
0.addComponent(picker);

i B J5 {3 Futurgo.onMouseOver() F[1 Futurgo.onMouseOut() H &8 FHAE Futurgo Ry ta{Lis;
% A\ FJ onMouseOver F1 onMouseOut [EIiH %L (2 W45 10-5),

AR A 10-8 iR, MEAREN R EEER, S RE DA RS BAREE v it
UL B B s— DIV,

B 10-8: BERHITBNEDER
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10.5.5 {ERAHFAREREGFE

FAVE AT LAE ] HTML GUTE H Y 2D S e 3ok 426 3D B NRIAT A, YA & A
i3 (1 Interior 8¢ LTD Racing ¥: % 5, ‘€4 & 4) Futurgo W8 m, 5] 10-13 H1 &R T 7E
HTML T 1 PN % B 5w BE, 2805 Futurgo X v 5 A0 0D, X 265k & A A
F %1 playAnimation() i stopAnimation() J5 iR e B LAE. A fH2EiEE — . A
T AL S — Ik i Interior WU AT IR0, TR Al i ROIRHBSG A, J AT AN A S ik 6
FET AT RIS AR B, T A 6 S A 5 ok i O B S B R i T, 15 7R Futurgo
fJ playCloseAnimations() Jjik, B ERHLZHEANTHESE, £ NS4 loop X EH
false, % =/~24% reverse X H 4 true, Fl Tweenjs —FE, Vizi BUZNEIGIEENE T MA
[R] 75 ) B 5 2 I Y
il 10-13: 3 ik FH P 55 v oA 42 il 2
Futurgo.prototype.playOpenAnimations = function() {
this.playAnimation("animation_window_rear_open");

this.playAnimation("animation_window_front_open");

}

Futurgo.prototype.playCloseAnimations = function() {
this.playAnimation("animation_window_rear_open", false, true);
this.playAnimation("animation_window_front_open", false, true);

}

Futurgo.prototype.toggleInterior = function() {
this.vehicleOpen = !this.vehicleOpen;
var that = this;
if (this.vehicleOpen) {
this.playOpenAnimations();

}

else {
this.playCloseAnimations();

}

}

Futurgo.prototype.playWheelAnimations = function() {
this.playAnimation("animation_wheel L", true);
this.playAnimation("animation_wheel R", true);
this.playAnimation("animation_wheel_front", true);

}

Futurgo.prototype.stopWheelAnimations = function() {
this.stopAnimation("animation_wheel_L");
this.stopAnimation("animation_wheel_R");
this.stopAnimation("animation_wheel_front");

}

Futurgo.prototype.toggleWheelAnimations = function() {
this.wheelsMoving = !this.wheelsMoving;
if (this.wheelsMoving) {
this.playWheelAnimations();
}

else {
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this.stopWheelAnimations();
}
}

10.5.6 (FHABBRIEESERNTEHE

AT {af L0 b PR (3 0 7 i T O T T A 4 SR B i e 2R B A B RE D, FrLA Futurgo th A5 4],
A TEEA T —/ jQuery Fiea kB, ftH P12 ZE N 1600 5 Rt i kB —f,
A7 P 1% B e H (P B 6 25 ST % B 4B Futurgo 42 510, 4nl& 10-9 AR,

B 10-9: {EAHEIEMSBLEHE

LRI E Z A2 B RUbr e 53X R, “E1E Futurgo [ onLoadComplete() 7574 HL,
FE] 10-14 v, 713 map() A R 4 Talad I Z s A B i g — A e, ]
P AR ERI T WAL Sy, FRFERY Three.js #1 TR A S50 part_materials H,

5] 10-14. 1£f# Futurgo 425 #4 R IALRD

var frame_parts_exp =
/rear_view_arm_L|rear_view_arm_R|rear_view_frame_L|rear_view_frame_R/;

scene.map(frame_parts_exp, function(o) {
o.map(Vizi.Visual, function(v) {
that.part_materials.push(v.material);

19 H
iOH
ANV T X2 b B, FRATRTCAE S A S i R e ], Futurgo 2 X T BN
i, BIHTREMEE T FEt, ek HTML T s a8 i, EE0
10-15,
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5] 10-15: 3R1FFNI% B Futurgo 4= & i iy AAD
Futurgo.prototype.getBodyColor = function() {
var color = '#ffffff';
if (this.part_materials.length) {
var material = this.part_materials[0];
if (material instanceof THREE.MeshFaceMaterial) {

color = '#' + material.materials[0].color.getHexString();
}
else {

color = '"#' + material.color.getHexString();
}

}

return color;

}

Futurgo.prototype.setBodyColor = function(r, g, b) {

/1 Fhex rabii (A AT HEL
r /= 255;
g /= 255;
b /= 255;

var 1, len = this.part_materials.length;
for (1 =0; 1 < len; i++) {
var material = this.part_materials[i];
if (material instanceof THREE.MeshFaceMaterial) {
var j, mlen = material.materials.length;
for (3 = 0; j < mlen; j++) {
material.materials[j].color.setRGB(r, g, b);

}
}
else {

material.color.setRGB(r, g, b);
}

}

getBodyColor () R [al T 4= B b4 it 4RI S B . REEFFEDIR AT AF JLRIBE i, FRAT1SE
br B RFREE—AME, Boh (BRE L) eie—Hm, JiTRR CSS AR+ kil 5
FRe o e B 2 X A ELES Y 2 LR RD AR 1L o RN AT

1M+ setBodyColor(), FA 144450 DA A A BT, & & eI R gHE e, [l
—F, £ Threejs A1, A YEXT4 A —/> THREE.MeshFaceMaterial eI (44 i, B 5kbr &
— AR A R B, 7E A AR 25 R T X — 5, setBodyColor () J5 1Y
RBG {H & MBI £ 25 Wi (8 Aokl ee (BN o 3 255 1% %), ifii Three.js 5%
M0 F] 1 IR REL, FTLLXA 55T T e dth
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10.6 NG

AR B T R E— A A AH 55 4 a] FAY 3D Web I HRIEANE B, FRik$He T—4 3D =5
TURITEA BT, B ERETE o WSSt & . RN Tt s, |%1T
anfalfE %k DDC T H Maya W OIEENZ, SRIGHA401E A& Web (1 gITF #5358, 25, kil
{# ] Vizi HEZESRH- & TS AR 3D NI T B, FARIGIRNIT 28 T anfarfs i 25 4 B 2
MTE T, e, O T IR, #t—Pualt, 1heEAEBE S,

JF% 3D Web AR RRE R, AdfA TAEN LA, RESEWERRTFRIN,
B 28— 3D AT hFIZE ., A IRAEAS B2 B A A S0 i B A A mT LA R I F
JEEE TR K&
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£11%
& —13DhiR

B0 BN B ARBE T LEHS S, 3D AU A RMEEH. &, BRERD
KA., HFE£ 3D MHAE 2FEKR, WRETFE -SSRk, — B EESRS,
MHE N RAENNERG, FTAFEL MG 3D H85E, mH b A2 A WU RESR
Zefy e HRAY

fEATESR, WMSH K1 3D W5, KA EIHRRE, Bahrviwi, EaeikH st
R BA M FAEYLR B 5 b S FATREY RESE 10 b A RMNE, GIE—/E
RO, AEH AR Futurgo #2724, K 11-1 JBR TXA M,

Futurgo {&Ek i i E, E%@%ﬂwkﬁ 5T, R T IR, mAE R
B BE R KBS KFE S MIRE, LA K& ER S T e, merlk
ﬁm@ﬁﬁ%%%ﬁ%iTﬁﬁﬁﬁ Gl (6 FH e L 5 Il ok BTN A AR, &
Futurgo, mdiBkAEFERFER, IANHFRRIFERALFLERY, HRNMLAER CHIZH
THp R4,

TE PRI N 5T 2% FR T 7 3C 4 Chapter 11/futurgoCity.html SRR, E#EX S AP 2,
FMI&THELA TGS

o ARG EM
(EFIER, . EEHURI 2 TR 3 ESCHY 3D 3R e
o LA
o] b—FIF R TR RMSRE. T AHEmNS, RIONFE-AHRTH, 6

IEZ AR =5, # ﬂ%ﬁﬁ%%@lﬁ@%*ﬁl HRVFERNEE AR IR
Mo X — YRR A R B B e 2 TAE,

233



B 11-1. &— 3D IBPY Futurgo BESZE

fE—A3D KX

fdi Fl skybox S — AN ESLIREE 5, X HEEm T8, BHEB SR,
[RIAERY skybox ZUBEIE FAEBE B LRG3 1, VoD RS R 2 ST 5 IR IR 1A
ER 3D HEAF

EPRINAS £ AN R [5]— AN AL, TR AR o B RN A P Sk DT R
B

E I F — AFRFAL

Sy PR e BN S AR I S b PRI DY JE R BIACFE B0 T, s B RE R LIRS
H P RS stk dyik,

& R % Atad

PIHARNL, R MNARAEREES S, ERAR G R TR,
o= N L e i 4

{80 IR 2% Fnsh miH A S 28 P HEAFOS AR, Bl shE T4,

2+ %47 R B A

fdi H Vizi HEZRGIRE 5 0 CALE, RdsEhl Futurgo ZERf A FoNL,

{# 7S WL RN HTMLS 53 0 2 SR R BRiE

RS BE

it ff ] 2D Canvas API RUAGRFERD 75 5B H7 3D iR RISCEE, S 4@ (i st B it
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BAVEA T QU BRI S AR B, — A SR I X sl et 3D BT A 5 2 I TR B
HEIRMIZ ., X AT BRIEA, A T anfil I & R 2 5@ ik 1 RAF A i o

111 RIEIREEREHM

h TR 3D L, BFRFIZEZARK TC Chang &1E, Gl & B RMBHIT, Bt
PA TC Atz FHIR AR, FAI(E TurboSquid _EHRFI T —AMEFH AL, 40l
11-2 FioR.

11-2. ES3DStudios A ZBIMMIEER!; BHE TurboSquid 124t

X A9 T AR 2 % {8 F Lightwave 2 T H. (https://www lightwave3d.com/overview/) €I &t
1. TE& LW eibinl T 2%, B3 Autodesk Maya, T 1L FI N H A5, TC
FETA Maya 1, SH7ER A FEOfES, IX BTG FETRAN TN SC S, R
. TCHRM T =ACHRE, XA rTLMEM T, 25 Hh COLLADA #%30f hn#k
FFWE LR (20T 1) e, KT —AF RGNS ELE B EE R /NAE, At &
SR, R A (s xR TR A B DA A,
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11.2  FHimFAAIREE

AT ORI T s XA A Y, AR E AR 10 AR TS TR, (HEef
LEL IR, FRERRIE TR 11-3 Fos, e 7L T LA ShEE.

e 00 izl Sonn Previemr

* c ocaltvost/ Vizi/engine tests ) previewerd.haml =
£ Apps A Semtings - Chearbro G wesch [0 €553 Fines [ tean Came Desigr [ WebGL Upand ke LI wvs [ Load Testing [ Cantineaus woegre [ Vomel Resdering (L Minecratt

Soune: Amodsisuturgo_c iy Natungo_siy.oee | oo || s | Controber; _ Model [+ FPS

Focalhout Vi eesgine Bests  prevewerd. e

B 11-3: R Vizi B TAPBIE MG

o FAPRIEAEX

REAB(H FARMLENE — /- — B DR N ST, S AR BLIAE S ok X 8 5%
s HFRBEKRE

— AR ERIRTEEAIILE . HR BRI EFRFIL TR &,

 HEed
—As it BEMESIR BoR A R AV, BIAEHRGE. MRS ER. MR,
AR ARHLFIEIR A 2 5

* ARELT
—ASHE R B REFTE R RV, A — AT AT LR R s b B W R HID FHE

o ZHHIE
REASLE ] — NP a2 Atk TSGR EN & BURHIER .

FTFF 3 Chapter 11/previewer.html, i Open 4241 5 tHBL— /SO EME, T30 ./
models/futurgo_city/futurgo_city.dae, i FHAENLFIZR, EHHRICH [default] FIFANLEK B H 5
fit. o FHBRUbRORTERE , (8 P AR SR e R A, PRT LS AR IR T AE 2Y . (T R H b AL
ARVFRE SR E B S0, 2A [default] 7TLL, )

236 | EnE



11.21 PUE—ARELTRIZS

2 DR e AN O T AR e, SVF S TEEFIFNLARE S 2 Bk R b (8 )
X A T T BN T A R R 2 Bl — A~ 81— 5, ARALAR TR AR X G LT Hh.G
X RET EIAE A IAEL, BTN T 55— S R A B o

FEVNE THREA EA, A ff AR bR e B, X N H bR % s
#l2% (Controller), 4 FFfAEIAYAR LA H) Bl AR (Model) FNE— AFRAE
(FPS). A Tiruskvh 2 R (E FHSE — AFRIE R 2, ERIEITARERE RSN, mAE
AR -DRMIER, (B ARSI EARE R m A 28,) s FPS $%51, #PLS
TFE, BRI OBUEERTE T, PRAT AR R i e b

{ER, HUE TR FPS BT A2 HIEME S — AFRSATE AR M S, & HUE R
PNV B IREF SRS — ARE RO E |, EEEA TR, FE TR
BRI AR — AR A 8, PRI FRATT T A PR 20 BORT e e B Y . b i Ud, ATk
A 17 LR 5 B — N B — BT 5 (R A, A IR 1 RADLE B b K SR S5
g2 BRI . TS T AR 0 FPS i — A B/ NE TG eI B 4 35

11.2.2 KEH=E

RARM RIS g a2, BRI E 0 T AR ERAMAE e, DIl
Shil, el 200 AR, BN ERUE TR SRERE P, S TLER
RS H, FAFTEARBVHI A R ARR, K/, (rE, A (Mg, APLBOLHE)
FEtE, DARTRIBREA, 0T IE = SRR R 2, RUAfEX F g
T, BATARERI QIR N A B EARFK AT HUAE .

— AN HLE 5 R R SCA Gt 25 AT T COLLADA 8 gITF U Rib ety Sl &R~
RIH R SCA, (B R L EBOF L F T S He S N AR RE:, TSR 5
L X S SR AR AN R . (FRAS NI AR SO A TR T, (H 3R
DU RERISCA, fEH AR R T4, ) — /A AFAY 5 70 B TR A3
JEIIXAE R

WESERR A TIYE TR AL & — /TN Scene, JF HA —FIIFRAME K IR 5 B B AT
BERE . IREAFELERT RN SIZR, S A 5ok RIS RS, REERAELH
By fETRA LI, £ Tk —A 474 MidTower_Block_01 (Y4, Jm i JLA-HHML.
ERAFLWINS, mRRadEE, EMASRIFTRTER, A4FRA Tower A_0L,
Roof_Detaill 01 SHRYXF 4, iXLedl i obss RN R AR,

A T h BB ARSI RIIRE S, ATk T AR E A i 7 R I, K2 1m0
ARG LA R —2e 2075, bedn, FERCHAOMESES 5 G, AT THHE IR I 5]
KRG RZEE S, EAMTERINAZERSA M L. WSS BRREER, BHA
PRHEBLL “Tower” =i “Office” -k, BrLABA ik vl LA vizi.object.map() iX 4~ 15 [&]
APLJ5ik, RAEIA ILEX A ENFEERATS G, HES MM B, R EA TR
JEIT BRI
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T8 1B rp fd A A R B & B — /> Y dynatree  (http://code.google.com/p/dynatree/)
jQuery FHSEELRY, B 11-1 J@or T H 2 M 5cmia bR B R RS, ik & 24 ik
B O I B R B AR, T T ELAYIERD AT LAE ST fF: Chapter 11/previewer.html /1
Hwal,

5l 11-1: AR dynatree IR Bl 424
function initSceneTree(viewer) {
/1 Wiatb<div>Te R
$("#scene_tree").dynatree({
imagePath: "./images/previewer_skin/",
title: "Scene Graph",
minExpandLevel: 2,
selectMode: 1,
onDblClick: function(node) {
openSceneNode(viewer, node);
})
onActivate: function(node) {
selectSceneNode(viewer, node);
if (infoPopupVisible) {
openSceneNode(viewer, node);

}

})

onDeactivate: function(node) {
}’

onFocus: function(node) {

})

onBlur: function(node) {

})

s
}

BAERRAT PR BT nfafES s SC it fa , 2 T s BN AR R -, B, &
ME Bl s n T — 47D, Sk 4 % 3 e % updateSceneTree(),

function onLoadComplete(data, loadStartTime)
{
/] Basimage R A
var loadStatus = document.getElementById("loadStatus");
loadStatus.style.display = 'none';

viewer.replaceScene(data);

var loadTime = (Date.now() - loadStartTime) / 1000;

var loadTimeStats = document.getElementById("load_time_stats");
loadTimeStats.innerHTML = "Load time<br>" + loadTime.toFixed(2) + "s"
// Vizi.System.log("Loaded " + loadTime.toFixed(2) + " seconds.");

updateSceneTree(viewer);
updateCamerasList(viewer);
updatelLightsList(viewer);
updateAnimationsList(viewer);
updateMiscControls(viewer);

if (viewer.cameraNames.length > 1) {
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selectCamera(l);

}

addRollovers(viewer, data.scene);

}

updateSceneTree() fit T JLIFZFIG. &Y, ‘CAEMPIREIRARYT AIAH removechildren() K
BRI R B, BB Zai S iy st TR e wiE T . R, Bl
F 55—/~ e % buildSceneTree() il ity &, FHHEFERPREFERINR, EEX A
BHHEH] T A setTimeout() i, FHMIEIR T — 1, XAMERZN THEIFHIH AL, H
dynatree #4) G FEIR 1B 2 — LB R], T BRATA G SR aATE Y. FrLATRAITE I 4610
BHERL T —/ 5058, 24 timeout fish % AR 4L,

function updateSceneTree(viewer) {

/] w0 R In—4 BEghierarchic branch
[/ X BJEIR T 3A 1Al FRR -0 s p
var rootNode = $("#scene_tree").dynatree("getRoot");
rootNode.removeChildren();
var initMessage = rootNode.addChild({
title: "Initializing...",
isFolder: false,

s

setTimeout(function() {
rootNode.removeChild(initMessage);
rootNode.expand(false);
var i1, len = viewer.scenes.length;
for (1 =0; 1 < len; 1++) {

buildSceneTree(viewer.scenes[1], rootNode);

}

}, 1000);

}

HLFE 3 e RHR B AR RS 52 B AR ) 8., buildSceneTree() bR %4 1R fth /£ 3C {4 Chapter 11/
sceneTree.js H1, il 11-2 52 ER T B,
Bl 11-2: e SRR E
sceneTreeMap = {};
buildSceneTree = function(scene, tree) {
function build(object, node, level) {

var noname = level ? "[object]" : "Scene";

var childNode = node.addChild({
title: object.name ? object.name : noname,
expand: level <= 1,
activeVisible:true,
vizi:object,

s
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sceneTreeMap[object._id] = childNode;

var i1, len = object._children.length;
for (1 =0; 1 < len; 1++) {
build(object._children[i], childNode, level+1);
}
}

build(scene, tree, 0);
}

B, WAL —A 24 sceneTreeMap, ‘¥4 Vizi 5t EIFP Y Vizi MR SR E 1
PTG, AT e T HE S S A R, st R e BRI,
£ buildSceneTree() EAZLNTS, FAM1E X T — APk EAEL build(), B4 T hnm it
Bk, 3T Vizi i E YA TR, build() EA%S I A node.addChild() 61—/ 8T
ARG 5, node.addChild() J5 ke T AR LAY S K 61 T — AN BT,

title R UURI/RATFRZ, expend FRIRFE /R W46 W R & JRIF I, AL 5 TR
J&IF. activevisible g L T AREIERL —I1 (BN R IESEE, et bd
RIRHIRS G ), PR BRI E €. FBiRIE— 280 vizt, B Vizi
Gy XS, R AR P i R P 5 h B — SRR I e P B 24 I (e, T

Ha MR OSER T e, AWERNRRS SR — /M mR R B CRET

—HiIr ).,

YRGS, AT BB INE] sceneTreeMap X ih fIJFELMEH, AR EAH 7
K VAR build () SRR Dbz (35,

Gl — AR A T HTML AUfER B AR £ TIE, SEisiU&, dynatree HY
T & FZIEFAB I T AR, dynatree RIFIRALZI G — MMEREE RN
HTML SR B, ‘B A —ABhagsAk. 5 T (5 HAY APL R G / &/
B, JfHeXFrsesa A e XFE, dynatree Y fCRDFE % 7E Google code
(http://code.google.com/p/dynatree/) |,

11.2.3 KREMNZEG

T TR VRN A A RAVE M. Wi s bR R — A5, ke tH— A s
2T jQuery XHEHE (S &M R #) RERTEN. 114 Pos, HiagE kiR TR
T4k Tower_D_01 XM REYEM:., BEE =A% B BHRES (&, Jefsfmsds
O s —ABIRILARIER, QM TSR A, DU BRI SHE — /R
MRS, SAEEGHER, Fie. sEibEmE AR,
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11-4. BEMRTEXRMENREN

il %8 THAE FEVFRATIAE 3D Sy vh s e R A R L E . AR IR AR SR R T 24T
FHARHE SR G, ERINE SO R R, AR TCRBA AT, fRATEAN
i e GRS X AR TEHE AT R G Je

il 11-3 JE& R T 7E 3D By i ids n s o M e AR A% (U5 SCfF 24 Chapter 11/previewer.html)
XA P AT LGE R AR, BR%L addRollovers() {f ] Vizi #5 [l API Y map() J5 2%
A g%, OB Vizl. Picker XTGORESINEARI (IR, . D
W T X EAR down (#%°F). up (AaFF). over (Ff%E). Wili (double-click) ZF{FHma Ly,

B 11-3: LEES sk B S
function addRollover(viewer, o) {
var picker = new Vizi.Picker;
picker.addEventListener("mouseover", function(event) {
onPickerMouseOver(viewer, o, event); });
picker.addEventListener("mouseout", function(event) {
onPickerMouseOut(viewer, o, event); });
picker.addEventListener("mouseup", function(event) {
onPickerMouseUp(viewer, o, event); 1});
picker.addEventListener("dblclick", function(event) {
onPickerMouseDoubleClick(viewer, o, event); });
0.addComponent(picker);

}

function addRollovers(viewer, scene) {
scene.map(Vizi.Object, function(o) {
addRollover(viewer, 0);

s

FR—13DHE | 241



BUPRIATF R T RS, & RIS 0, B AR IIAE R . BRI,
B, WAMSAEFAIZERNS, FOVTE TH SR R R e s e, R i,
FRATF vizi.viewer [ highlightObject() J5ik, ‘B E# ittt G ol Bl m— 4~ (i Lk
HER (FRANISAE T 40 e s e i S B4R

g, RATE=RERE PSRRI, [/ Vizi S50 _d @it GxAY @4 i Vizi 51T
G QI 5 B Zh A k) SRIE ARSI AL, e, &, adend
HIEMHT AL T (@it infoPopupVisible A% & K AriN), Tl 18 FH openSceneNode()
Jiid, B A E RETE R ROk T T SR DU R B 5. TGRSO, AT
B openSceneNode(), ZRFHEHESE W RIIEE S FF B ok,
function onPickerMouseUp(viewer, o, event) {
if (event.button == 0) {

viewer.highlightObject(o);

node = selectSceneNodeFromId(viewer, o._1id);

if (node && infoPopupVisible) {

openSceneNode(viewer, node);

}
}
}

function onPickerMouseDoubleClick(viewer, o, event) {
if (event.button == 0) {
viewer.highlightObject(o);
node = selectSceneNodeFromId(viewer, o._1id);
openSceneNode(viewer, node);
}
}

11.2.4 B RIBFIE

i b T B L SR SEBL A TR . mise BT 4 AR IRk 7 A mih iy “Bonpr
AR GDFHE" I, kBRI RATHHE,

h T SEITEX G, viztviewer $E{it T —/-Hl highlightObject() #9751k, il 11-4 JRIR T
ERISEHL, B, RGBT RIEE REITE), RETHRE R AL AE,
R B A>3 LR AE B I S 4

KREAIIAFEEBENRT, HEREFRHRS, FAT61E T —4 vizi.Decoration
X G2 3k A & 1 R HE SL 5 M, Vizi.Decoration & — AN FEZE Y vizi.Visual 13, HEZE(E
MEREGIRATUE WHEAETREERNE ., BEAS THOERSRHE, 25, BT
decoration FXT R & L, WA ZX NI R, AEEX G FAEER R AR AT mry Ak
PRAGEH RN, LA 2 B E A ST M1 s nE e B v, DS IE i ik
Fr7s 4,

Bl 11-4: BIEEFTIE X G5 SEHE

Vizi.Viewer.prototype.highlightObject = function(object) {

if (this.highlightedObject) {
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this.highlightedObject._parent.removeComponent(
this.highlightDecoration);
}

if (object) {

var bbox = Vizi.SceneUtils.computeBoundingBox(object);

var geo = new THREE.CubeGeometry(bbox.max.x - bbox.min.x,

bbox.max.y - bbox.min.y,
bbox.max.z - bbox.min.z);

var mat = new THREE.MeshBasicMaterial({color:0xaaaa00,

transparent:false,
wireframe:true, opacity:1})

var mesh = new THREE.Mesh(geo, mat);

this.highlightDecoration = new Vizi.Decoration({object:mesh});

object._parent.addComponent(this.highlightDecoration);

var center = bbox.max.clone().add(bbox.min)
.multiplyScalar(0.5);
this.highlightDecoration.position.add(center);

}

this.highlightedObject = object;
}

T TR VIR R BT AR RAVIDHE. (E4 T MH Miscellaneous 2+, H—/4~%4
Boxes W EHE, midi'E, B/RPIAXRAGHLIHE, VRATCAEEIZE 11-5 Frosiysk @

ZRHE.

11-5: METASTHSPHAENRNLFRIE (BR¥EE 11-5)

TR —"3D3E
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SR GOB FHERI AR AL, Ot o e HE R ARED, SO R IRATIBE ] Vizi 51 APLHY
map() Fr iR L B B s B b A X B b TR 11-5,

Bl 11-5: A3 BT A X5 G SHHE
this.sceneRoot.map(Vizi.Object, function(o) {
if (o._parent) {
var bbox = Vizi.SceneUtils.computeBoundingBox(o);

var geo = new THREE.CubeGeometry(bbox.max.x - bbox.min.x,
bbox.max.y - bbox.min.y,
bbox.max.z - bbox.min.z);
var mat = new THREE.MeshBasicMaterial(
{color:0x00ff00, transparent:true,
wireframe:true, opacity:.2})
var mesh = new THREE.Mesh(geo, mat)
var decoration = new Vizi.Decoration({object:mesh});
o._parent.addComponent(decoration);

var center = bbox.max.clone().add(bbox.min)
.multiplyScalar(0.5);

decoration.position.add(center);

decoration.object.visible = this.showBoundingBoxes;

}
s

BLTE, 4 H ;S s Boxes Bk HE R I XA ThREMI BT 2, T T HIAMHE R &M
setBoundingBoxesOn() J5ik. XA~y H map() kA& He4: 4~ 4 vizi.Decoration 1%
%, Wit i E B visible JEMSR I B W] WP,

Vizi.Viewer.prototype.setBoundingBoxesOn = function(on)

{
this.showBoundingBoxes = !this.showBoundingBoxes;
var that = this;
this.sceneRoot.map(Vizi.Decoration, function(o) {
if (!that.highlightedObject || (o != that.highlightDecoration)) {
o.visible = that.showBoundingBoxes;
}
b;
}

11.25 FREZIXHR

PREEH 2 A3 GOk A — AN IREI, BERERE S T — R P A MUR B E A, T
MFERIEA R WL GE —F, M EIET, CRAGESE, THEMNE KA LA
Jis HARRZARRK G, FEEEARIRIRIL S M5, b,

LEFRATTRF Futurgo ZEAE BRIk 117 & s pill ok 2e J@ Pk . i oh OSSR SRS A Add #25L, 1E
S R HE A % $E ./models/futurgo_mobile/futurgo_mobile.json, (iF £ IF 7 {8 1Y & BRIA
FHPL, FEEIEXES S E iy 38, XA B T o) RS Ry s il t B,
HORKATER BIEE, AP 11-6 FioR,
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11-6: %% Futurgo RERNEIRMAHS

IINE Z AR B A S R, JUREFME G A AR — 4. B — > vizi.
Loader Xf 42, R HN—/>WaWT B A0 Ak 52 B i S (A0 BE R 5, 70 25 0k W T oA 55 b T o
Pt R B AR, AR SR mBIEE S, AR e, Fl
11-6 JE>R THH5 R (JR 3 Chapter 11/previewer.html), %A 1IEH viewer.addToScene(),
BEBIAER (AHH & Futurgo 88Y) Y Frisf Ty Ed, JFEHEE &5
iRy, SRIGTRAVA Z Al — SR A BEIRE, DABROGIR . FHPLANSh w12k,

Bl 11-6: A E L RTE 5

function onAddComplete(data, loadStartTime)

{
/] SR naCR AR
var loadStatus = document.getElementById("loadStatus");
loadStatus.style.display = 'none';
viewer.addToScene(data);
var loadTime = (Date.now() - loadStartTime) / 1000;
var loadTimeStats = document.getElementById("load_time_stats");
loadTimeStats.innerHTML = "Load time<br>" + loadTime.toFixed(2) + "s"
// Vizi.System.log("Loaded " + loadTime.toFixed(2) + " seconds.");
updateSceneTree(viewer);
updateCamerasList(viewer);
updatelLightsList(viewer);
updateAnimationsList(viewer);
updateMiscControls(viewer);
addRollovers(viewer, data.scene);
}
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PRECFCATEREE], Futurgo @ INE s eeid THI5E 1, X2k Futurgo B &2
A OREHR, FAIES 10 F IR R AL, R TLAR TC fi— -3 A SRR AR
TR, RAEXA BT, (HSebr BiXFAREE, (P TH, 3ATA LA H R
YIRS EC TR, HRRE e, SREIE ORI AR, ERFH X A,

T T HADEIRSIZ, DAL, RiEER e R mEpeEIRsER
JEHIEIIENR, B4 Futurgo AR e JE B INE s iy . FTLAFRGHR T AR AR I = A~ 44
KR FRABERAREH, FUBRMSEE TIHEDE, X TEM T, B 117 BoR TR
VUSSR R RTBCR . TERE - S i R s e D3, BRI IE S T

B 11-7. PEXBEEHHHRPH Futurgo &F!

11.2.6 FRAMRETAERELKIFSPIE D

BT THIGHRE] T XM 5 — A E AR R W, XM REEER TAZER
HIE TG R ALK A [E Yeptt: — RFNE & F I ZDTE, EiA WAE A E A G REH
E, dE, SARNEANZBEL X AREBER, B - 82 MK FHNE2LESXA X
TR, XN 2 AR AR T, WA 2R, SR —
T OIEE BRI BT = Mg,

f£ WebGL (i FIS R 0 TR B I, M — a2 B i k8. B4 20
MISCERER & — Xk BMP XX, — M 28iEEE, 544 alpha ZZfit (alpha mask),
TIAHGE AN /E Vizi/Three.js HERIAMBALER G, X AEHA BT, Ho I8 HRREBA S,
FrLATRLE TC B —%F BMP SC{:4% g — /> alpha i 3& ) PNG X, fhix 2T, 2
JE ST Maya CH-HFEHT S . ZATFZ G T AR B E 11-8,
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BRI E R BRRIFEA EAF, R e b khbs REge b, fRixH
T B ik B 2 ph 2400 ST T L S BRI BR 1 s e . RUE A PNG XXEh oA
B, HAREAEM R S E B EE, Vizi fl Threejs #5350
HIX 5 R, BRI A E , LA 1T e o b 8 5
n#se e Fahik g e,

B 11-8: FAVFHLLRAKE, ERESOEM/VARBAMETAPNLUENE; THEERZ
BIA T alpha EhREY BMP XHFBIMR, GiaZER—1T PNG XHFHIMR; GiaEE
HBEXEEMETANIRE, JRNENALDPRIBSIF Three js ERZEAEHNMIE,
(AIRVS

11.3 {ERskybox€l|ZE—13DE =

REAR AP AN T3, JF B E 2 5niE anfal#f Futurgo 58k, IAERTLIIFLA
PR T (B S, FRMTHREM D — AR, X AR EARBOR S A, (H
EHAARE 4 MEX, R FRITEZE - RAR, BRI 5ok Futurgo, #eE%
BlE — A ERIRTHIRR . FATI LAl E G — A skybox 5 L3

11.3.1 3D skybox

FIHLRIE) Web TURTE SeANE], FRA1S 5528 3D 9 5. MAHYLRZ s i, A1
BRI R, skybox E—A2FE, H—Arh ERNEENSASER R4, 15
A — AN E FYLIE RS i G ok 1, S BORHE SRSy . skybox A& —FhHE ik H 5
3D B IR B 3k

Three.js {7 5] A1 L& JLAS skybox T RERI B8, FTHF Three.js 715 {5 3C £ webgl_materials_
cubemap_balls_reflection.html K2 Fia T IR, XAEIFBAERAH, (K skybox
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HURERISEEL, A LR ERTA XL, EEAESRINIGAIRE T— R R
itk ERERIGE, (HANRIRED S S, REMEIL M08, REFLIRT
‘B, MR THRE.

3D EJEH Y — IR RS . skybox GBI T —/>4 A5 MR TC BRI 5 5t
R5, HERKIEAEE R ZARLE. WRIRE L Peter Weir FIHLEE (4
CIHITHSE), B — T A — T SE RS AR S . X TR YT H 3
bR NGE I 5, — Bt LA TS sk R eE 1

11.3.2 Vizi skybox3t&

AT AN BRI TSR, BAOTFEEH A& ER skybox, 4 ANE LI,
Vizi HEZEH A T —A. 7EKF skybox Jedbsk i bz FHAET, T 156 G- —A R R r 7ok B
BHRCE, FTHFREISCHE Chapter 11/skybox.html, 4Nl 11-9 Frow, {8 FHEbRIER kA& B 1%
AN, R SRR SRR SR/, SRS T, (S a2 R P C IR T #E
B, {EE skybox Sl G E] T RS AR R . XA T G — A AR
SCHRI S TG R EREEIN B SR S B

B 11-9: =1 skybox BR, SIRRUSA—I3RPOsaEBHNNE, SRS ENRT,
EESRBELRTNER; UHELERR#NIURVERRFER

skybox [ 45 [ B Fr oS AR R BE, B R B RTERE 11-10 fr, XS 48 A 1R R
B, MR DT RN AR 2
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11-10: NTGURAM T skybox BERBITIFIANSE (skybox ZUBEES http://www.3delyvisions.
com/skf1.htm)

B 11-7 J&or T GBI skybox H-as By se A RS, &E4E, FA1{E A Threejs BHiMH T A
THREE.ImageUtils.loadTextureCube() 3k B Ht—/~Sr 7 ARG HNL B, AR IGTHH—/ Vizi
$ok GBI skybox I prefab (& ULTE A4 ) : Vizi.Prefabs.Skybox(), H/Fi% & skybox
IZCER (texture) JEMEASLHARLSR, F s s .

Bl 11-7: BlERZEE& (skybox) HH

var app = new Vizi.Application({ container : container });

/] Rz2& K Ahttp://www.3delyvisions.com/
// http://www.3delyvisions.com/skf1.htm
var path = "../images/sky35/";

var urls = [ path + "rightcity.jpg", path + "leftcity.jpg",
path + "topcity.jpg", path + "botcity.jpg",
path + "frontcity.jpg", path + "backcity.jpg" 1;
var cubeTexture = THREE.ImageUtils.loadTextureCube( urls );
var skybox = Vizi.Prefabs.Skybox();
var skyboxScript = skybox.getComponent(Vizi.SkyboxScript);

skyboxScript.texture = cubeTexture;

app.addobject(skybox);

FR—3DHE | 249




B4, XA prefab Mt 4 HIWE?

{E Vizi W', prefab f&—H N BRI RFIHME, B LA E 215,
prefab X P LR AE AL Unity sx R 518 b 228 B, BRI 5]
FRITHERA O MR ISR TR IhRE, 0 T RER AR R A
sy,

T Vizi BY skybox K, ‘BR—A i, RREHIE S, FHIRE ML
HIREE), SRORFEL T RRIIEREAR . AR ORXF Vizi H skybox Y prefab & 41
(PSRBT 2y, WTLAE % Vizi JEFG T AY objects/skybox.js X,

XA AL T3 P S G skybox Hsr Bl o it (AR IR B 3705 P SCRNG B R AR A SE T
PRRREENG A, BAVRE Sk sdl 17e. BARAR ] 11-8 iR,

5l 11-8: G HNSL 5 (A s 2] iy S ek 42 v

var cube = new Vizi.Object;

var visual = new Vizi.Visual(
{ geometry: new THREE.CubeGeometry(2, 2, 2),
material: new THREE.MeshPhongMaterial({

color:Oxffffff,
envMap:cubeTexture,
reflectivity:0.8,
refractionRatio:0.1
b

s

cube.addComponent(visual);
app.addObject(cube);

11.4 &£ 3DHZEEINAAH

FMME LA THME 75slE, &HE PR ammEtE, HFEE 7Rk
AL, FATLEAE 1 B R INAE B R 75 gl . AR 2] 1 anfil i
skybox H5t, DARAES b anfl G ERR b, BUE, K T iF 4 3D 53]
BT

11.4.1 mEFH@ELInE

Futurgo 1.2 o Fi 7£ 3¢ ff: Chapter 11/futurgoCity.html A7, H A [ jQuery-ready DR & #,
O T — A S NBAR | A 517 ) FuturgoCity AL, FuturgoCity fY
JRED AT CAAESC 4 Chapter 11/futurgoCity.js H 423,

B AR B AR e IO AR, 2 S5 S gAY 151 R 4 onLoadComplete () FF4A%H %
W, AEG 119, MUHAF R replaceScene() J5 i REpinEdr i N AR INE 5 o
J&, FfilE it A setController ("FPS") 5 iff & &5 (K — AFR S, (FROTIFEEAT
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JE T EAR ST 2B ARALEE 85 B 55— AFRSRIL. ) AR5 IR AT 227 4 AR AL il 25 K 24 R BLAY
R, SUsmEEM. fa, WL R ECRE N skybox FIEREENGE, o2 i tb L %E
ik E TAE,

Bl 11-9: FREE N5 B R ARRD
FuturgoCity.prototype.onLoadComplete = function(data, loadStartTime)
{

var scene = data.scene;

this.scene = data.scene;

this.viewer.replaceScene(data);

if (this.loadCallback) {
var loadTime = (Date.now() - loadStartTime) / 1000;
this.loadCallback(loadTime);

}

this.viewer.setController("FPS");
this.cameraController = this.viewer.controllerScript;
this.walkCamera = this.viewer.defaultCamera;

this.addBackground();
this.addCollisionBox();
this.fixTrees();
this.setupCamera();
this.loadFuturgo();

}

addBackground() ffi F -5 fif— 15 B9 il —AERY 75 2 GI L skybox, SR S5 B A5 I P 381 e 31
k. &M A THA RS B AR, EELL T # “Tower” B¢ “Office” JF
ko HEEMAPRDIIAR—ATIENZRAZ, Bl MEH Vizi 5 B map() J5 3k A&k LAY
X, ARG B FARER b Three.js #4 RIS E

this.scene.map(/Tower.*|0ffice.*/, function(o) {

var visuals = o.visuals;
if (visuals) {
for (var vi = 0; vi < visuals.length; vi++) {
var v = visuals[vi];
var material = v.material;
if (material) {
if (material instanceof THREE.MeshFaceMaterial) {
var materials = material.materials;
var mi, len = materials.length;
for (mi = 0; mil < len; mi++) {
addEnvMap(materials[mi]);

}
}
else {
addEnvMap(material);
}

s

FR—3DHE | 251



Bk, WAERM—ES . ARG, RAPESEINLBRES N, R F
LA — AFREERAE b S, BULE, X BLADAURD A& 7E 3k v 3 5 B — A Al LR &
+, RN X R, edEwE R, Gl Fi vizt.visval #5, Hdf
AR, RSP R e, FRilid % & 24 R opacity J& M 0 SRERIE &2
BN, BRILZAh, MO TEERIERERE & A AE S 5 AR NS, Al 150 57 5 (R 1Y side
J& My e Z# (A THREE . DoubleSide (BIE4esr 5 RIIFEI ), K45 f Three.js {8 4e r 5 R
T, ARl 11-10 Fior,

Bl 11-10: #Im—A & &2 5
FuturgoCity.prototype.addCollisionBox = function() {

var bbox = Vizi.SceneUtils.computeBoundingBox(this.scene);

var box = new Vizi.Object;
box.name = "_futurgoCollisionBox";

var geometry = new THREE.CubeGeometry(bbox.max.x - bbox.min.x,
bbox.max.y - bbox.min.y,
bbox.max.z - bbox.min.z);

var material = new THREE.MeshBasicMaterial({
transparent:true,
opacity:0,
side:THREE.DoubleSide
s

var visual = new Vizi.Visual({
geometry : geometry,
material : material});

box.addComponent(visual);

this.viewer.addObject(box);
}

AT ERRIA B W BE (8, {E fixTrees() i, FATHRMH map() k&R AFRLL
“Tree” F KAV, ARJEHRIFIEBR &M cE, KE BN BEM R transparent
JEMEh true, XAMBRICAH TR Three js FIE YL R 5007 8 alpha (A, WREA B, WS A
FEW, Anb 11-8 F RTINS TR A B ZIRIIRFE

this.scene.map(/~Tree.*/, function(o) {

o.map(Vizi.Visual, function(v){
var material = v.material;
if (material instanceof THREE.MeshFaceMaterial) {
var materials = material.materials;
var i, len = materials.length;
for (1 =0; 1 < len; i1++) {
material = materials[i];
material.transparent = true;
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else {
material.transparent = true;

}

s
I9H

FERARNUBCE] & & i G BRI TR AR A R G, el Tk nT DA AT B B T v foe Ja — AR
T MR,

11.4.2 #4488 EER

i & A E LA PR IRIINEGF BRI E s, Bk HAE B RE W
FERIAT A, O BRI [ 2 42 A B bk U skybox,  ZAsETE THAEEIRTESMNE
IR, BJrf B, XM E R, BT DA B B E RS m A s RO R, Bifie

=8,

ST A 1B BR A LA an T Y 5 AT, T this.viewer.addToScene() K ikt G
S, BRIE, Fomi—E AR, ARG EZTh, HADIFG, EEempeEEE
FEE M. B, BT VRH AR B GO AR AR LAY faders JEMET, BN EH, TRAT
FrE e m{E e kA 45, Edk AR EE, (68 AR EREE
FAVEM o ZE A4 i, BN 1 0BT 6 FH AR R PR SN [ , -tk i JBE R MY
skybox T A ARSEE, ] 11-11 JE R TiX LA,

B 11-11. ACEnZL Futurgo Z= R4 [l JE AR

FuturgoCity.prototype.onFuturgoLoadComplete = function(data) {

/] ¥sFuturgofE R nE i
this.viewer.addToScene(data);
var futurgoScene = data.scene;

/] BB R T

var that = this;

/] FEFREEIG EFR A A B e O rp, EFF AR Bel e 1R
this.faders = [];
futurgoScene.map(/windows_front|windows_rear/, function(o) {

var fader = new Vizi.FadeBehavior({duration:2,
opacity:FuturgoCity.OPACITY_SEMI_OPAQUE});

0.addComponent(fader);

fader.start();

that.faders.push(fader);

var visuals = o.visuals;

var i1, len = visuals.length;

for (1 =0; 1 < len; 1++) {
visuals[i].material.envMap = that.envMap;
visuals[i].material.reflectivity = 0.1;
visuals[i].material.refractionRatio = 0.1;
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s
SRIGTRATHRENS BRI A S (&BEZEMETNE) k.

/] SBEE IS E
futurgoScene.map(/body2/, function(o) {
var visuals = o.visuals;
var i1, len = visuals.length;
for (1 = 0; 1 < len; i++) {
visuals[i].material.envMap = that.envMap;
visuals[i].material.reflectivity = 0.1;
visuals[i].material.refractionRatio = 0.1;

s

TR, RG-S — s Rk N vizt . Picker X4, ‘B I FA 154 Futurgo
HEB L BRI AT E . BV EIRAFZI R pickers K2 b, RUATA TR S AL IR
NFES 4 B 43 AR I FN 7 )5 picker,

TR, FAVCEAENE T H A Futurgo #7515 A Z13% 5 5 BRI GIR ], Futurgo X
RS MCIR AN S R DGR B, SBOSEAERRME G T, IR ZE 5 Futurgo
BRI AR A CIR . ob, B TREE I IR T T rh AR R BRSO
11 kB 5ie R 1
/] R R SRE T 6 H
/] AR AT IR
futurgoScene.map(Vizi.PointLight, function(light) {

light.intensity = 0;
b;

[ BTE T PRI TR R AR A IR

this.scene.map(/ambient/, function(o) {
o.light.color.set(0, 0, 0);

s

e, BATHERES A ENGME, 1EARNTEAS SRR, FoAFEHLTY
x Mz P EEEEE, BN R e A ET .
/] FECE B — A S R O E
var futurgo = futurgoScene.findNode("vizi_mobile");
futurgo.transform.position.set(2.33, 0, -6);

BN TEFT BRI — LI A BRI E, REREI BT, A ihiE sk,
MEEG R DA AMEN T, RATLAES skybox T S PRGBS 4 O &
T, EWEEREY, mET RPN E R SR E S ., Tmingkss 5t AL E &
11-11 FoR,

254 | EnE



11-11: Futurgo M A ANRE

LEFRATAELERT R WSS, HEREBARRA R, (77 M SRAES RhBE). RERIE
BN, RGPERRHIRES . BTN TILRBEIRLFE 1, X el HA& T AT,

G, REESSSR T, FRAI4REE TR,

11.5 ME—AREM

AERMMBAFAEE T, BOFEELTEE), BROEELTH A PATH RS, SE il
% Futurgo, (EATIH, A TPRHE AN LB A FAL, WFRA F —AARFAL (first-

person navigation) ,

P AR (BB — ARILA) XAARTE, 02 WAL fREY 3D Y&, Ak
WA FARHLBAE AU PSR B & o 56— AFRF Al — MR hARPLA A, FHALAR
PERbR, AL, PSR AR &R, B — ARSI Tk P RS T,
HRE % — ARG+ (First-Person Shooter, FPS) XIS

FES I b, 55— AFRSALE & AR A R, U TR fEL s Ay 5, B
EMT RPN, #Eirsiiefs. £ 11-1 R T 58— ARG d 7Y [Y 8 2 Fn R AR 25
Eo. J7 B TEREA S KRR, BF W, A, SFID# (5thk “WASD” =
“wazz-dee” f#) WIILIRIFERIZHAE, AP REL THEATHE), R4 T 68 A BUbRTE % AL
(S fEAT bk S i N )
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®&11-1: F- ARRAERRREN BATHE
BE

BR/RAMTA Ih

W, LS i

A, Lk o] e A% 3)
S. THi JRIR

D, A ] 5 A2 3
bt 1 HEHLIA L
bR T HEHLIE T
BARHE S HEHLIA A2
Y 0%E) FEHLIAS

(5 17 B B WASD SAES T e b T, dei AR ek A/ BT AA, ankE 11-12
FR

B 11-12: B AR DR

11.5.1 +HHl=HIzE

AT EE— ARSI, FATEE Az B (camera controller) X5, AHHLEEHIES,
Eand 4, T H A RIS, vizl. viewer S2 A5 [E HIFEHLEE Hl 2% B
FA (model) Je%— AFR (first-person), ‘B4 A @b O EABYLIE I # X5, B
FEIPA A G % 1 setController() ik, 'BIEUL—A 77 # RARINME WA 62 H
RIS FEE AL "model” Fi1 "FPS",

5 10 T Futurgo AGE THREAUMENLIE SRS, Beit T B etk AnpL, — B m
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PR EIL . BRVBORE Y RIG PRI, BRI SR, S8 A IR E il
PRI e, BT SR Al s s i, (s B FUEANLESD) . X PP R A AR ML
e B A R — TR B o eI BT TREOE 5 — A PR lEs .

11.5.2 F—AREFIFRFEF

S — NFRYES Tl 85 B 5 Bl o BB O B AR A e A AR LA e e - [l /2 [ A5 HE AR 25 LEAH
PLEEHE y filiEsk, 1nl bia NHEANISEE T x flliess . ST e 2hil & 28 FAHPLIY
Wl . $Z T ) LA, ML E LR ATS 5

H T OB RS TR — NRES & g i B, LIRANEF Vizi L8 9 E8 o AT,
Vizi.FirstPersonControls H1fY update() HiESEB R TIEFHR T AN, BilELSLx &
y fhEiE S, TEE G 11-12 H s D,

5] 11-12. Vizi.FirstPersonControls [{JfthD;
if (this.mouseDragOn || this.mouselLook) {

var deltax = this.lastMouseX - this.mouseX;
var dlon = deltax / this.viewHalfX * 900;
this.lon += dlon * this.lookSpeed;

var deltay = this.lastMouseY - this.mouseY;
var dlat = deltay / this.viewHalfY * 900;
this.lat += dlat * this.lookSpeed;

this.theta = THREE.Math.degToRad( this.lon );

this.lat
this.phti

Math.max( - 85, Math.min( 85, this.lat ) );
THREE.Math.degToRad( this.lat );

var targetPosition = this.target,
position = this.object.position;

targetPosition.x = position.x - Math.sin( this.theta );
targetPosition.y = position.y + Math.sin( this.phi );
targetPosition.z = position.z - Math.cos( this.theta );

this.object.lookAt( targetPosition );

this.lastMouseX
this.lastMouseY

this.mouseX;
this.mouseY;

}

B, IATHERER x Fny ML BT 22, RGeS B e fs ¥ & (rotational
delta) , TEAZEMA LRI, A& dlon H THRARGERRI, AMEM T2
AkIHEE:

var dlon = deltax / this.viewHalfX * 900;

AT AR x O B AVELEREAS s SR — 2, R BIRAREZ Sh AR/ b BRI E o b
B 10% HIBEREDERESE T 90 el (IAIBLIREL 900) . SRIG, FAiRrix />4 & hns 24 fi 2
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OKF) HIliEss I .

this.lon += dlon * this.lookSpeed;

22 FETERE 1 R BE AR SR B 40 Three.js WP K B (radian), FEERTFEF] this. theta J&
P

this.theta = THREE.Math.degToRad( this.lon );

AT ICAAARID 75 28 BUbR y G2 B LT RAG B (R A Es%) WlErs, JHHRAFF] this.
phi ., BUERANTE THINELGEE, WEUEHRME T, TdadiHm “EF" WE
RSCHL, XA ERAELAYLA S R — > B frER R b, RIS FARLIY Lookat() J5ik1k
Three.js FIAHALEIRAB L, BLLE, AHHLCZEE — HHRI G T .

targetPosition.x = position.x - Math.sin( this.theta );
targetPosition.y = position.y + Math.sin( this.phi );

targetPosition.z = position.z - Math.cos( this.theta );
this.object.lookAt( targetPosition );

MPLBE B ML), B % TEESHUE, TR0 E AN A RIE R T
moveForward, moveBackward, movelLeft fll moveRight sk#RriH B, F-7E update() kst

this.update = function( delta ) {
this.startY = this.object.position.y;
var actualMoveSpeed = delta * this.movementSpeed;

if ( this.moveForward )

this.object.translatez( - actualMoveSpeed );
if ( this.moveBackward )

this.object.translatez( actualMoveSpeed );

if ( this.movelLeft )

this.object.translateX( - actualMoveSpeed );
if ( this.moveRight )

this.object.translateX( actualMoveSpeed );

this.object.position.y = this.startY;

FeA 1 F Three.js KA BIRA VI HABYLI B2 & . translatez() FiI translateX() J5 47 5
SRV EEA TS A, RODARPLECUF S EKCE T I dem BT, xS 80nE y i B2
. WAVAA XA, TAGE —EREFER E FTUIRAME R Z i RAF1E, REHy
PrE ER A&,

11.5.3 RIFLE

FERXAS BT, P 2 n ki A 1 bR e e ARLAL IR . AL Sl 88 FE VR 2 55— AR
e 2 rp Bl B BRUBR A RS B ok e Fe AL I8, i AR 2 e . XA B AR A AR AL A
(mouse look), “EXt T2 sE— AFRIFAKULAEH T8, FHACEIRMEE . BllEH
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T AR /OFAT A, PTUUR TS S TH A7 0T (inventory page)

HAEX TAER M Web SR, BRI ANE A9, P T RERERS 3 Blbr 2 s di x5
ar AUMBAEAS BebR 2, 803 mi i VU 2D SR IC R (HATA X L IR 2 £ 3D % H b
FARPLALE, SEA(E P K B O (T S A AR LR 2 R KT, XA 4 BT, n
RIREZK T, TR B A ik B 85 ) mouseLook J& LA true, BEZz—THZ
28 N, E3EkR, BARLE AT A 2B,

BRI LD AT LM U 22 58— ABRIEE i IR RE Rk BRUbR Al o TR DX BT 25t 3¢
FRXAIhEE, WARAFRENBUE (pointer lock) APIFIAFRH{ZE (mouse lock)
APL, XAIHREMNE 5 W3C HEH TG aT LAZE M E3%F (hitps://dves.w3.org/
hg/pointerlock/raw-file/tip/index.html) , F% 34 #E %% — & B Google I 2 Uifi John
McCutcheon 5 Y 3¢ F3X A~ T @0 55 ¢ % (http://www.html5rocks.com/en/

tutorials/pointerlock/intro/ ).

11.5.4 ERAHER N

— e IR L) ) S A A . AR PR (MR SR) R
Wy LA, FEBS I S g JLiAR . i B P TS B, s ASREME] 4 AMEIRAY
AR T .

FEARTH, BTS2 LB — AR E W REREAS M, T Futurgo I e,
‘B F Three.js math X4 MALEBEHTHH— 4008k, BARAEML L EE S, anfri
—HEE B NA LS RAE, st EMRE, H2ERMEI TR L3,

2k Vizi.FirstPersonControllerScript A& £ H Vizi 8 — N R 5 L & 4t B prefab 4
o B 11-13 JRom 188 1R, i 5E, BRAFISEMAINLAL B, 285, ik vizi.FirstPer
sonControllerScript AR #ff Bl b F1 8 AL % A ST AH AL 2 B, % 5&, I H 5B 5 ik
testCollision() SRAGMIAE E PRATHY A B AIHT O B 2 A AR ah i & & 7 AR Rt . 20 R A Rk
fit, WATPRARILGE B Z AT E, Fhflk —/> "collide” H{FAENTAR S, (FAfEH,
AERBEEYT, HMasNd.)

B 11-13: 58— N Rida il 4 B4 v (1 o A 0 £ QD
Vizi.FirstPersonControllerScript.prototype.update = function()

{
this.saveCamera();
this.controls.update(this.clock.getDelta());
var collide = this.testCollision();
if (collide && collide.object) {
this.restoreCamera();
this.dispatchEvent("collide", collide);

}
WAELEIRATHR B F testCollision() ik, BIL— T 9 BA-ZEiL i vizi.Picker EHAL
0, Vizi B RS Three.js FIJE S Sk IR MALS B L AN Z BIFIAZE S, kA
— AR R B AR /DR B 1 Rl RBEES 2 1N, mERWIAXTRAAZE, HHR I —/A X ok
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|, FFORAFE] collide ke,

Vizi.FirstPersonControllerScript.prototype.testCollision = function() {

this.movementVector.copy(this._camera.position).sub(this.savedCameraPos);
if (this.movementVector.length()) {

var collide = Vizi.Graphics.instance.objectFromRay(null,
this.savedCameraPos,
this.movementVector, 1, 2);

if (collide && collide.object) {
var dist = this.savedCameraPos.distanceTo(collide.hitPointWorld);

}

return collide;

}

return null;

CA_ b BT A o 0 SRR R AR N 7 . AV FARMIL G B R AR A R A0 T 17 |
B —Sottk. BoAER ek, WAKH, THRE, LA ABHESE,
LS (avatar) A M&SE B OAER, A E ™ HATSKHLFEESy
ARSI T5 e Bk . AR S LT R A RERE . X IR K 2 405 | 5
%, ABXFTRAIATE Y, 2T ICLRIRE AR I 2 DA S B A 12 1 1 B

11.6 {ERHZ/HEN

3D W — Ak T UAE 2 A 0L, BmFA T T CAE AR EIAR A (viewing angle) Fl1i;
Bkt (aspect ratio) , MANEIFIUEE fokiE ey st, A TaT UA— B — ALK SE X —
TAE, FEFREMME B e EM:, B, Threejs v LAFRtAGIE ZAHEHL, FHik
EANIBER R fir . Vizi HEZZHF Three.js FIAHNLE3EHE T4, EREHEXT SN, L
Je AL FRHA R E AT AR, Eean4iE getd 1R/ B I B 3 SR i kb, BATRHE Futurgo
ST ARG Th R X SEThRE, GIEESE A ARPLIFBCEAE SN, B 11-13 JRon T XA HHBL
M Futurgo PNHEFEEA TR EE IR E
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11-13: M Futurgo S5 EASEENEEHSONE

i 11-14 JEos TGS /N FEMLIARRD . wde, FRAGIE 4S8y Vizi ¥4 driveCam, H
FREMHILA M. driveCam WA Futurgo M1 il AfH S X AR BRIk
RMERD (RATHIEEE A E) e, FPLERERD), B FIRAEZRIE T+
Xt T BRI E Y ((LE . BERE i) SR e T r A e,
MR AL A, AL IRE A .,

BTk, JAOTKEHEULEIZERN, BABHLE N4 Futurgo B1-715 S & BRI BCE £ 4 1Y IR 4.,
EXAEITF-H, HEPLSE B, TN R CIREAE. A, IO Lk
BigE, [F°h24 TC 94 Futurgo BERUNF, PNIBALE T 4k (i, (il id hng bRl £ fi e T2
L, R ETTURA RS REET THIN,) A LE TC HERcB R R, i b il
T BRUAVEAYE I S Bl RPN, B, S5 FRARNL B T R SR (4 1.8
K) mEPLAL F IR (eye level) HIGLE, 4Nkl 11-13 Fiok,

B 11-14. GUEEFFZAEHL
/] EENCE—/HEPL

var driveCam = new Vizi.Object;

var camera = new Vizi.PerspectiveCamera;
camera.near = 0.01;
driveCam.addComponent(camera);
futurgo.addChild(driveCam);

/] T FRR R R A

1] VABEFA TR AR A G R AL

var scaley = futurgo.transform.scale.y;

var scalez = futurgo.transform.scale.z;

var camy = FuturgoCity.AVATAR_HEIGHT_SEATED / scaley;
var camz = 0 / scalez;
driveCam.transform.position.set(0, camy, camz);
this.driveCamera = camera;
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E T, BB 2B Ul Ex A FEAL, VR A TR RS SR AR I (e ik A Fn 25
FF Futurgo 4=k % 2 mi i) — 57 o

11.7 S ER I zhETE

AT EREME T IR T, {3 FH AR S &5 Puturgo, 8085 /2 0/) “Start Test Drive” 1%,
SIERNIEAZ RS, AT UIFaa2E5, A TikdE AZE N R A 15 A Lo Bk
A, AT AR Vizi AT setTimeout() FYTHT &8 K gi 5 — R VIR IEFIZ) I,

il 11-15 FPAIRAS LA R SESeru AR B, 4= I8 an PR SLBLIhRE .

(D) ZR AN TIER . BT IA A B Al Bl b 2 AN AR SR B AR

(2) M AT I Bk A SR

Q) BAEEITHmE R, HEAEN,

) —HHEAEN, KHERE, FERENBie sy, SRR TLLESISNG, FR, %
SO R . e, BRI,

FERATZERT I AT RIE G, BT SAEENIFERIF GBI T T ik A& 2 g4 D

PRATAED,

B, FRAVEEAER, HIFREETHahmE,
Bl 11-15: FEASNFFF A IS AT 7 2

FuturgoCity.prototype.startTestDrive = function(event) {

if (this.testDriveRunning)
return;

this.testDriveRunning = true;

/] FEZEAR NERAR HTE#4%

var i1, len = this.pickers.length;

for (1 =0; 1 < len; 1++) {
this.pickers[i].enabled = false;

}

/] FTFER
this.playOpenAnimations();

fE—FAER G, BAT1deqT T —P4lE: U3 driveCamera #L [, 4 b5 2215 B AHNLAY
active JE M true (FEPEBIRELA, S4F Vizi (X ASHRIENLRE L) . Ffi bl it
% B move @M False SREENE — AFRAHNLIZHIZSFEBIAIRE H) . FADEEAFIE, Frlk
ARSE S — ARES TS . BRI, FRAT TR RE O BUbRoR (URHFNAL ShARAL S 17l

/] EFT T4 a4 B 4 N ARML

/] HAE— BB IAE R fE T B il LA 2

var that = this;

setTimeout(function() {

11 OMEI % AAEAL
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that.cameraController.camera = that.driveCamera;

/] BAVEEEREERN, WA ZER AL
that.cameraController.move = false;
that.driveCamera.rotation.set(0, 0, 0);
that.driveCamera.active = true;

}, 1000);

DERNVLAEEN, BHEINEATHIT . 8 FRIERNE—R R — A i F7R 6 B4
o FMHEBEN BRI A6 . FA B V/NEINR N (AT S 2 TR An (el 7% s 5 2
PR . Bl PR BRI L P E 2B, DMEEEREN LRSS, &5, #iG
B SER AR m A, BUERN R K T,

/] BAETRAVES B, 3 4= il e

/1 RIS PR i I e HY 22 0T 5 ]

/1 R LA 246 S A T

setTimeout(function() {

/] RHAER
that.playCloseAnimations();
/] BB B R R ROk
that.sound.interior();
S R
var 1, len = that.faders.length;
for (1 = 0; 1 < len; i++) {
var fader = that.faders[1];
fader.opacity = FuturgoCity.OPACITY_MOSTLY_TRANSPARENT;

fader.start();
}

/1 SRR s AR 2 B
that.carController.enabled = true;
that.dashboardScript.enabled = true;

}, 2000);
B2 A fRADTE endTestDrive() ik, fEIX BN PIER I TRR, AR EEd
BT R AT IR
(1) ZEH AR,
QAT HER .
(3) EHIT L AL EINBALE b FBrsam AR LI il as R sh i, W IR
AR R EEE N,
4) KHEH,

11.8 XRITAHRIZAK

AR LSR8 T, Ak, BANFTERES 6, RO TES 5 b R
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— NFR{Efls . R, BRI AERRR /N A RN, (A1 2 REH BUbR IR
FGEREAL P, FrUAGRERE LA RORANLIE S5, (HIR0TH 248 B LNEAHML driveCanera,
XAERTTH C2r 05t ) o4 T BdEhles, FRAVEEN Vizi HEZEH /> B 2 LA,

11.8.1 EHFvizi.ScriptLIWBENHE

MARAS FSRAE, Vizi il o 56 1 A AV AHEE A R BB ThRE : (1) — R FIEE il
3D Wi AIARAED (bLandtas /13 1k —AM 70k, BIRERR TR S, YIdEPL) 5 ) f
P GO AE — A H L CN TR B, Vizi Ak JLP R REBE R, X544 )5
A —8, HEEE— SR A B, 5il4n, 44> vizi.object SLFHIFIAL & — A e
-, HEA position, rotation Flscale J&:, Mifi UG AL 4.

A7 Z iR prefab, Bk vizi.Prefabs.Skybox() fl Vizi.Prefabs.FirstPersonContro-
Wer(), BIWEAREOIE T — AT R ZJ S5y, FHREl—A> vizi.0bject X5 AEAHT
O BREAIIARTT . AR —/ R — W ik, tan RS —A itk 55—
i, B LA AR B IR AR, B E LA AR A . AL B A R LRI
prefab, —REEBSA — A BB A AR T BX A prefab HIZHE, 4N Vizi skybox prefab
B —ASLIiR, B BT ICED skybox 175 1 2135 rh EARKLIN 7 1 E

HtF Futurgo 3 i b AR E, FATFZEONE —/NEIARE I, L AT A A E
A —A~ Vizi G InF] Futurgo 3R |, Vizi HEZR k2 ORI 57Kk iz 47 98 20 1 s 18
‘B update() vk, fEMFEREWIMNH A, HiEBai4. FilikIki1kEF (]
STEE,

11.8.2 B FpEHIFHIA

B — BRI R AR RIS, B TR DR AR LS, FERm T
E7N e R Y T Y S R

Ry ESeEi

this.carController = new FuturgoController({enabled:false,

scene: this.scene}l);
futurgo.addComponent(this.carController);

6% FuturgoController £H f: FUR KR SE sl — el . (#0773 %, 7 _BH K
AT [N EEAA G ZEREAAAFEL IR B D5 A XA GO KRR, (RIE
FAZEENE ., EREETY, 4 L ATER, SEEEREATRSTIE, A
‘BT . BIOAIRATHS driveCamera MHUECEAE TN, EIVEHERLHN, MILEHEE %
HIRE RS 5, FRLATRA T LA 252 20

IEIATVE B LB A E R E RS (651 11-16), JRFDLESCH;: Chapter 11/futurgoController.js
W, IXAALE BRI ECE R B B A vizi.Seript -3, Vizi.Script EHELEH T A IIACH
TR, AR ERRIL LA B Rl a R s AT BRI s —SE HR A
B S il A T B0 e T B A A s DA R LA FH 45 Bh S B O P B R e T 8, 3k
A1 P 26 O Py B R R A 2R A
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{5 11-16: FuturgoController £H {f:b44)3E& BRI %L

FuturgoController = function(param)

{

param = param || {};

vizi.

this.
this.

this.

this.
this.
this.
this.

this.
this.
this.
this.
this.
this.

this.
this.
this.
this.

this.
this.

this.
this.

this.accelerateEndTime = this.brakeEndTime

Script.call(this, param);

enabled = (param.enabled !== undefined) ? param.enabled :

scene = param.scene || null;
turnSpeed = Math.PI / 2; // 90 degs/sec

moveForward = false;
moveBackward = false;
turnLeft = false;
turnRight = false;

accelerate = false;
brake = false;
acceleration = 0;
braking = 0;

speed = 0;

rpm = 0;

eyePosition = new THREE.Vector3;

downVector = new THREE.Vector3(0, -1, 0);
groundY = 0;

avatarHeight = FuturgoCity.AVATAR_HEIGHT_SEATED;

savedPos = new THREE.Vector3;
movementVector = new THREE.Vector3;

lastUpdateTime = Date.now();
accelerateStartTime = this.brakeStartTime

this.lastUpdateTime;

}

true;

Vizi B IF S5 LB S 5. realize() Filupdate(), MiEde. farA. 4% s fthix|
O A R G A S B A A I e, HEZR kS T realize(), X T4l 2% Rk 10,
realize() 75 T TEEENS . RAF BRI EE s O — 104 K A Rif i I 06 fih
R R 5474 (bounce behavior), ZERYXTR AILLEE this. _object JEHskakfs, Vizi HE—

QO iREREN

Futu
{

mER G EREHE H 2hik B e,
rgoController.prototype.realize = function()

this.lastUpdateTime = Date.now();

/] RAFHEA AL

this.groundY = this._object.transform.position.y;

11 BN R FE ARl 2 A 3 A TR

this.bouncer = new Vizi.BounceBehavior(

FR—13DHE | 265



{ duration : FuturgoController.BOUNCE_DURATION }
)
this._object.addComponent(this.bouncer);

}

PAEKEF update() J5ik: B R A ALY update() T57k, HBEAERL A AEK
BATIEA P B . X T A2 HIES, update() TFEMOULISAE, B, CRAFFNIYRAI0L
B, XRF SR R AR ECE TR E AR IR S K L TSI R E . AR, EARIENER
MBS SO . 58, I R SRR TSRO G . oS DU A e St T2 BRI

(terrain following) ,

FuturgoController.prototype.update = function()

if (!this.enabled)
return;

var now = Date.now();
var deltat = now - this.lastUpdateTime;

this.savePosition();
this.updateSpeed(now, deltat);
this.updatePosition(now, deltat);
this.testCollision();
this.testTerrain();

this.lastUpdateTime = now;

}

SR R R A 8 B P O A B RO R BE RS e, TR 11-17, 1) LRk
B, IR AR s 7N FEk RN, R sRER R, TTLEZE ok, iRl
IR, HECRMEN T, BxA MR, SXEEHRSE, AR sSohnd &4 %
ft, DLk SR GRS R T (EREERS (RARFRNH) S
XAME BAEZE AL LSRR R ok (RPM) IRLIEL

Bl 11-17: EEi4E
FuturgoController.prototype.updateSpeed = function(now, deltat) {

var speed = this.speed, rpm = this.rpm;

[ AETTTER T
if (this.accelerate) {
var deltaA = now - this.accelerateStartTime;
this.acceleration = deltaA / 1000 * FuturgoController.ACCELERATION;

}
else {
/] sh
var deltaA = now - this.accelerateEndTime;
this.acceleration -= deltaA / 1000 * FuturgoController.INERTIA;
this.acceleration = Math.max( 0, Math.min( FuturgoController.MAX_ACCELERATION,
this.acceleration) );
}
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}

speed += this.acceleration;

/1 BR T ARIZE I ok
if (this.brake) {
var deltaB = now - this.brakeStartTime;
var braking = deltaB / 1000 * FuturgoController.BRAKING;

speed -= braking;
}
else {
/] ik
var inertia = deltat / 1000 * FuturgoController.INERTIA;
speed -= inertia;
}

speed = Math.max( 0, Math.min( FuturgoController.MAX_SPEED, speed ) );
rpm = Math.max( 0, Math.min( FuturgoController.MAX_ACCELERATION,
this.acceleration ) );

if (this.speed != speed) {
this.speed = speed;
this.dispatchEvent("speed", speed);
}

if (this.rpm != rpm) {
this.rpm = rpm;
this.dispatchEvent("rpm", rpm);

hTBCERAOE, AR LA R R (2 o) BRE). 3K
TR SR REISE A 5 y Bl HoR i 4 RS

FuturgoController.prototype.updatePosition = function(now, deltat) {

var actualMoveSpeed
var actualTurnSpeed

deltat / 1000 * this.speed;
deltat / 1000 * this.turnSpeed;

/] 25 Rz

this._object.transform.object.translatezZ( -actualMoveSpeed );

/] IR AT 117

this._object.transform.position.y = this.groundY;

/]
if ( this.turnLeft ) {
this._object.transform.object.rotateY( actualTurnSpeed );

}

if ( this.turnRight ) {
this._object.transform.object.rotateY( -actualTurnSpeed );

}
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1. 10 ZE 515 = RATHE

I 4 5 3 55 [R] A8 P AR B R vizi. FirstPersonController v fip FH A Bl £ 44 M AL AS 2 40L.
"I ETE R GEHT objectFromRay () 77 ik THH M 24 Wi AHAL A7 B 4% 5t i (L PR I AH
2. {ER L4y objectFromRay() HYHE — /2L this.scene, EMEIW TS HIFTA L
i, (EAEAEFEAS ., ARIRMERBARN h AR LA A, ek E tree,

FuturgoController.prototype.testCollision = function() {

this.movementVector.copy(this._object.transform.position)
.sub(this.savedPos);

this.eyePosition.copy(this.savedPos);

this.eyePosition.y = this.groundY + this.avatarHeight;

var collide = null;
if (this.movementVector.length()) {

collide = Vizi.Graphics.instance.objectFromRay(this.scene,
this.eyePosition,
this.movementVector,
FuturgoController.COLLISION_MIN,
FuturgoController.COLLISION_MAX);

if (collide && collide.object) {
var dist = this.eyePosition.distanceTo(collide.hitPointWorld);
}
}

if (collide && collide.object) {
this.handleCollision(collide);

3
}

2. SKIRAI$E Nfe Kz

FEFATTB S T B, 28— AFRIS Il Es e e 3158l SRl B, Y hiE i K A iRt i, 3%
TRSE T R, mx T4, FHROBEGEARE, RS, M5 EEIInrE, &
AERATEE LSS B R . TR BHULLERBE &,/ Futurgo A REHE 25 h ¥ M I 5
BRI, 3D b FH I 4 (R Rk R 2 AR R a4 v & (collision response)

i 11-18 J&7R T fEZE 4 il &5 v an el SE B ROk F e b2, 15758, FeAi Tk — 4> “collide” =
TR TR T ES o SIS IR N3, fEAERRE R ik — A8, Ra, FROTRA
restorePosition() J5 ik E £ RIALE, KBt e Fl ik, BTk, BIC—T/E
realize() J5ik, Fd1l Futurgo s i T —A> Vizi.BounceBehavior 20 {4, Ff1fil % AR
AN IEATH, BALEERIE RS, XENG B ZIRRBE T TR, &5 &R
fAli% & bouncer [ bounceVector JEPEAFE A M %, Frgsi R 1/3 RAIUES 5 dh = AE
“BERET PURHEBER T . BJE, FRAISCHSIE,

Bl 11-18: — ™Rl 3k Ml o,
FuturgoController.prototype.handleCollision = function(collide) {
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/] A T 25
this.dispatchEvent("collide", collide);

/] JEiBF E—R R E

this.restorePosition();

/] MR AT A

this.bouncer.bounceVector
.copy(this.movementVector)
.negate()

.multiplyScalar(.333);
this.bouncer.start();

/] KASIEELEEET)
this.speed = 0;
this.rpm = 0;

}

3 SCIHMAERBE

W PEARR P, SR AT ke, MTESLEREE— . RNFEERE Y
Futurgo FFE_L RN An i se B, aTUUERAEIESOF EAfTE, HERMAHESE 57 o
MNTE, HENTEAFE . ERERAATERIR G, 5 R/ HE R %, H
RARTCER, SRR BINATIE b, AR IR o

H T SRR R ARSI B 55 M T DR [ 2 B I BTk . AN s BB s i e, &
B — R, AR ek EARLA, RS LT R B, FAHALAYI 2 o
REATERR: AnRBE B/ DT HIRE, MLt S BT, BRETE T RS LU E K,
Pl T,

Futurgo ZE#5 il 45 /£ ©1Y update 75 3 AR S T HETEBRBERS I . FA 1 FF— R Vizi /)
JiERMR A 5 LA IRE S, X —do& M Tk (downVector = [0, -1, 0]),
RATCAE SR — T, BmEs, 57 BN, JFEEE AR, £48%3KE, &
F] 11-19 Hr s, AR B 11-14 it R st ERBE I

5 11-19: Futurgo W AYHB I EREE

FuturgoController.prototype.testTerrain = function() {
var EPSILON = 0.00001;

var terrainHit = Vizi.Graphics.instance.objectFromRay(this.scene,
this.eyePosition,
this.downVector);

if (terrainHit && terrainHit.object) {
var dist = this.eyePosition.distanceTo(terrainHit.hitPointWorld);
var diff = this.avatarHeight - dist;
if (Math.abs(diff) > EPSILON) {
console.log("distance", dist);

this.eyePosition.y += diff;

FR—13DHE | 269



this._object.transform.position.y += diff;
this.groundY = this._object.transform.position.y;

11-14; WENMRE—FEEEN, EREAXARIIFAIAGEL

119 BRERINES

BAECLAEH AT, BATTLAZ G Futurgo FE3R B B b [ fATOE, (HIBH: T —HFEAR
Vi P, PR TR T UUE A Web B RDRUCH LEE 15, (HEE—AHSE 3D 5, i/
EAMREIR, BREH, (ERRHE HTMLS 550 o DRI A 7 35

MR, FATRTENAFEE . — BRI S5, — 4 RE S
R R R “fEds” 75, EoE, TN <audio> Fll <sound> L HTML Gl H (3
{4 Chapter 11/futurgoCity.html) :

<audio volume="0.0" id="city_sound">

<!-- http://www.freesound.org/people/synthetic-oz/sounds/162704/ -->
<source src="../sounds/162704__synthetic-oz__city-trimmed-looped.wav"

type="audio/wav" />

Your browser does not support WAV files in the audio element.

</audio>

<audio volume="0.0" id="bump_sound">

<!-- http://www.freesound.org/people/Calethos/sounds/31126/ -->
<source src="../sounds/31126__calethos__bump.wav" type="audio/wav" />
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Your browser does not support WAV files in the audio element.
</audio>

PAEBNTATF LS — AR S F B AR = E i, 4 FRATTHEA Futurgo MEATIX Y
Ibfee, S8 P B R AR — 28 EIRNTE B R R, ol = RS BRI E
JRA RN BIAVET R AR, SRRk .

75 3 52 B A IR £ £E 3C 4 Chapter 11/futurgoSound.js FR, “BAEH i 8, (¢ H Fr i HTMLS
DOM audio J5i%, i 11-20 JE/R T AiBHUfES, interior() Fil exterior() J5iksy BHRE I
BRI T =TI &, bump() BRI — ks i,

51 11-20: 7E Futurgo 3k i 5 R & B 75 3

FuturgoSound = function(param) {
this.citySound = document.getElementById("city_sound");
this.citySound.volume = FuturgoSound.CITY_VOLUME;

this.citySound.loop = true;

this.bumpSound = document.getElementById("bump_sound");
this.bumpSound.volume = FuturgoSound.BUMP_VOLUME;
}

FuturgoSound.prototype.start = function() {
this.citySound.play();

}

FuturgoSound.prototype.bump = function() {
this.bumpSound.play();

}

FuturgoSound.prototype.interior = function() {
$(this.citySound).animate(

{volume: FuturgoSound.CITY_VOLUME_INTERIOR},

FuturgoSound.FADE_TIME);
}

FuturgoSound.prototype.exterior = function() {
$(this.citySound).animate(
{volume: FuturgoSound.CITY_VOLUME},

FuturgoSound.FADE_TIME);
}

FuturgoSound.prototype.bump = function() {

this.bumpSound.play();
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FuturgoSound.CITY_VOLUME = 0.3;
FuturgoSound.CITY_VOLUME_INTERIOR = 0.15;
FuturgoSound.BUMP_VOLUME = 0.3;
FuturgoSound.FADE_TIME = 1000;

M — 3l T A = A £ R R X 2605, Bl ok startTestDrive() py4RIES
% (3¢ Chapter 11/futurgoCity.js) :
11 CTE T S 5 AR A R

that.sound.interior();
FEBTF A I exterior () 58RI B 5e i 29046 =
FuturgoCity JRAbH T REHE P ¥, WRIN— A0k M B R8s b

this.carController.addEventListener("collide", function(collide) {
that.sound.bump();

s

11.10 BT LIE

BANCLFN T OV E LIRS ZiRkAV 5 —HE. Futurgo LR LI T, EEHAF)E,
FUAFRCLTZH TIARDIGEE . (B3R AR NSRRI E, A& ENL.
FARPREIRE], XA R ATEHIRAR 2 E R AZN . R aII I, R LR
AR AR ARG R, FIZ AT RG4S RS R T T A RE.
BEREBIRHEE, %A R IZIRE e . FrUARRAFHRE LG sk, S 2 0ken
LU FE Bk o

FEATH, AR O — /42 5 532 (procedural texture), ‘Bl i 2y A 3 2 2 il
HISCERNE B (AR I — A et R E S R ). ik, JAIFHZEMEHE&D 2D
canvas {84y, {LFEHL{F A 2D Canvas API A pk— AR S0H, FATHR R Y AR LIE
FE(E NG R,

Futurgo {65 b i W)WISCER G A [ & 7 B A2 4e4E . Feil TC Bz et MU FE L
SR, EA—AHMNE R, EREA TR BFNER ., TC HATREE M 3D £
A, At Rk aE, XA E SCHEAnE 11-15 FilE 11-16 AR,
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11-15: (URENLEELE

11-16: TeEZEBHNLUELE

KT SEBALR A A E, AR O 5 — A B & X Vizi 41 ff FuturgoDashboard, Futurgo
Dashboard & — /-4, ‘B 6]d—/ HTML Canvas JC2%, fE realize() J5 ;i WA
I A AL &, F7E update() J5 i A AR B8 24 AT 19 25 38 0 4 o ok B 9 %1 B FR EF. FRATPRFAE
FuturgoController Huif ik # ko MW e BR R 4= el Fri sl i) A5 11

il 11-21 Jgor T E BRI, realize() GIE T —4~HiHY Canvas JtZ, {fiFH Three.js £
TR RANE . SRIGTRA TR E XA B ISR A (UK A R map J@ . 2R)05, FATAILL

FR—13DHE | 273



i FHARMERT Canvas 2D %2 [ API & 2 587 Canvas FINZY, X SB(& k& I B Wik i 4L

G
B 11-21. LA BIE—/> canvas ZLHH

FuturgoDashboardScript.prototype.realize = function()

{
/] B ESGRE A A E
var gauge = this._object.findNode("head_light_L1");
var visual = gauge.visuals[0];

/] BUE— BRI T4 canvas e

var canvas = document.createElement("canvas");
canvas.width = 512;

canvas.height = 512;

/] Lhix/~canvasitE ARG — 4 Three. jsArH 4

var texture = new THREE.Texture(canvas);
texture.wrapS = texture.wrapT = THREE.RepeatWrapping;
visual.material.map = texture;

this.texture = texture;
this.canvas = canvas;
this.context = canvas.getContext("2d");

Ak realize() WJE2lsr, 2 TINESHERIARD, &A1 H DOM J@ kBl B,
BB —A> onload ALER %, EREIRIA T A Romase ke i s 2R05, FRiTiE

src @RI f

/] AR ELFNZ B SO
this.dashboardImage = null;
this.dialImage = null;

var that = this;

var imagel = new Image();

imagel.onload = function () {
that.dashboardImage = imagel;
that.needsUpdate = true;

}
imagel.src = FuturgoDashboardScript.dashboardURL;

var image2 = new Image();

image2.onload = function () {
that.dialImage = image2;
that.needsUpdate = true;

}
image2.src = FuturgoDashboardScript.dialURL;

/] SRAEEAT R SE T
this.needsUpdate = true;

}

BUERTLAA IS T, A0 11-22, ki I AL update() J7 Rk, Hell 144
2R M T e (R S 1, e R B AR, IR, TR0
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darw() J57%3€ % il Canvas APT IR 4r 8 b, B, draw() & 24 /i SCA RS i 22
canvas N %, RJE, ARCGRWAMIEINEL T, 'e& M LT3 drawInage() J5 it
T2, (EFHE R R SR EEEA canvas,

5 11-22: ZHIEREE S EIR
FuturgoDashboardScript.prototype.draw = function()
{

var context = this.context;
var canvas = this.canvas;

context.clearRect(0, 0, canvas.width, canvas.height);
context.fillStyle = this.backgroundColor;
context.fillRect(0, 0, canvas.width, canvas.height);

context.fillStyle = this.textColor;

if (this.dashboardImage) {
context.drawImage(this.dashboardImage, 0, 0);

}

AR PRXT Canvas API AZGK, 4 7 3448 T Canvas 2 EFERH,

WAL, BMFEHZEREEE LI, BROCERES T EdfEeE (LS4 E),
X SR TR B Rt Bl e R MR BE . I — T 2D Canvas API Fr i) save ()
Fiirestore() 757k, BATHTAE—RINIEHHERIERRF LT CARERE, JHEC L
JatE . BANSAEL B Z B I A EN, RAEGFIRESE, ATE LT3 Rk
172D 4G, REIABLR S HI I EHR EHR S PRI CERIEM AL E b, SR)E Tl 2 1EH
AL E b, ARG TR (AR (A VT AC . 285, TS HIE A IHRE B30, Bl DA
(URERX 288 E, CETHIEAREH E R, GR Tx Bt HBEIR FRE: dEd—4
B R gy, 3 T — /A LAERIALE )

var speeddeg = this._speed * 10 - 120;

var speedtheta = THREE.Math.degToRad(speeddeg);

var rpmdeg = this._rpm * 20 - 90;
var rpmtheta = THREE.Math.degToRad(rpmdeg);

if (this.dialImage) {
context.save();

context.translate(FuturgoDashboardScript.speedDialLeftOffset,
FuturgoDashboardScript.speedDialTopOffset);

context.rotate(speedtheta);

context.translate(-FuturgoDashboardScript.dialCenterLeftOffset,
-FuturgoDashboardScript.dialCenterTopOffset);

context.drawImage(this.dialImage, 0, 0);

context.restore();

context.save();
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context.translate(FuturgoDashboardScript.rpmDialLeftOffset,
FuturgoDashboardScript.rpmDialTopOffset);
context.rotate(rpmtheta);
context.translate(-FuturgoDashboardScript.dialCenterLeftOffset,
-FuturgoDashboardScript.dialCenterTopOffset);
context.drawImage(this.dialImage, 0, 0); // 198, 25, 115);
context.restore();

}
M — R RS S E R AR A B CGR AL b, (W LA A R 2 1L
Skl B HIAE( e it B R 1 BB R carController JE k.

this.dashboardScript.carController = this.carController;

carController PJfCRY J@ R EH] 11-23 , B —/~{¥ [l Object.defineProperties Bl HtHY
JavaScript J& P, {ENEBSEILH, B R ML XG5 7; setCarController(), i%
T3 1 R AT 5 1 2% B — A FL G JE PE this. _carController r, FRASIMAEHIEF “speed”
“rpm” FFARAVWENT A X LENE TR S ORAFBTIE, ARGl 1% B (U GR ALY needsUpdate J&
PRI ETHERES, A, YERRE RSP, (ERENE RIS TESS
Jeirix—28 1,

] 11-23: (LR B2 1l 2 R AS 15 B 2k s o i 2 ) M T 2%

FuturgoDashboardScript.prototype.setCarController =
function(controller) {

this._carController = controller;

var that = this;

controller.addEventListener("speed", function(speed) {
that.setSpeed(speed); });

controller.addEventListener("rpm", function(rpm) {
that.setRPM(rpm); });

{#i FH Canvas JCZ{E 4 WebGL SUHLRE DAEH K., B ARVIF K& i FHE
7K. TGN APL SRTE JavaScript )AL HISCEE, JF/E T LB DR
AP . WebGL [k & EiX — m_F&IEWHY . WebGL 18 3 HTML #4450
JCELHE, AL T IR R A

11.11 IN\&
X—TRE, BB E THELNE.
PR T Anfa £ Web TUI P SEBL—ANA] Y, Bk ESLH) 3D I, BRFA LS T .

WIMGE R AT R Pl ST, Eckit, DARATLME 2 AT AR a ik, 3l
P TR THE, 108 TRESM TH6RE, LeTiRMNEED BN, Uk
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ARGRETEMELE, (R 2] T A K& LA~ 284 3D I RIE TR st AS , beanse
— NPT, BEREASIN . HZEREE . skybox e 4LlA R R RSB,

FED B &5 v O 3D SRsiag — IR Z4HY TAE, (H B R LAEH L Web F S BT RATF S A 58
Bo BUE, PRxanfase e Laf i 1.
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B12F8

FHEBEN3DR A

i 2% 10 4809 & J&, HTMLS £ F-HLANF B i o v & A 7 S BL S A PERD TR . SR
iPhone 71 iPad & R AKH] 1555 ik &A1& S L ik il HO S BR . #23h Be 45 H i 7E B 4R AU R Bt
BB T ESTHRENL, RO E A E R, S/ NIDRE SR AR Il k. B
. WrE R, BB, ERCARATRIE, XSRS Lika iRt TR hae, Bk
TOLEAIARSS . il e w15 A

3T RERB(E FH A RE LA A i i AR (LT EhRE . JF & &l 5 B S g i =
BIERGE, Lhan, APERESF LM HTEMH 0S 4R API, 2T Objective-C IEH
(B8 MNHAB ST C++ XM RAETBE SR E) #1777k A Android B 1E R G K
HESIAFEB APL, FHET Java Ak, —BIEILCK, B3 FE& A% T HTMLS A%
TRHEE T A RIVAE D, e AT WebKit ISR RIRAZI M A, B e Rirr k& E
Fl HTML. CSS J JavaScript JF & {8/RMIA K —S6 o7 2 5, (H24 T RFEERThEE, &
TEAE AR R 20 5 b I RSy N, 46T OpenGL 1Y 3D BT, X LEH#d %
BRSNS .

B JLAE, BREEE R T, Ko ROESNFEE EOFHRIDRE &3 A HTMLS
HVE, B E IR SRR AR S IT R B Web JF X A% 25y TFRIHER, Btk Zah &
T. T2 Web Fi#2 . HIF R #H S, X&— 479 : HTMLS #1 JavaScript °] DA%
IFR A, BH IRk HEIEE &M D, 3D &filrdmit Xrhee. Bahikes
X CSS3 X H# Rk, i WebGL BLEE LA RME a6 % X 7. AR, A
BEFEIF LT HTMLS fF235h 3D f FHI 258 20 R,

12.1 #%3zh3DEE

R APLBTEDNRE L 4ISE T HTMLS, {HER SR P AE/ N, REFAE— LRI, {H 3D
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EATERF o FEah i b as P 3 3 SR, R (W 2% S FF WebGL, (HAELE, LbanfBahhk
Safari A, ERBEIEZER, LA T RERIES BT EIET HTMLS b HARER

o RZBENIE T EF WebGL, HIFABEHES, R 12-1{L8 T S WebGL BN b 2%,

o FrAEBSNE S AR EE CSS 3D A8, ¥ Kb, 5 6 I K IIGIT N ILREET B
N B TiBAT. ARORAY Y A 3D SRR, TR 2D FE e A 3D
Fede, URIGZINEZZ B ] CSS3 A4 WebGL, K24 WebGL -4 A (EBFh k&g
B A1 K HF .

o AR 2 ER S F 2D Canvas APL, ‘&R LAHISRIE A L WebGL BIFEEh-E & 1Y
PR G %%, BARCAMERERIE, oA 2D Canvas JCEFFBEA B 1IN

®12-1: BIKEHRIERZPOIWebGLZHRF

T&A&E SEHFRI BT

Amazon Fire OS (#T Android)  Amazon Silk (A7 Kindle Fire HDX)

Android 5K Chrome, #2zhiR Firefox

Apple iOS TERZ B Safari F1F£ B Chrome WAL H; 7E iAds HEZE P L HF, &
FHSRAE B FH b QIR 2 HTMLS )45

BlackBerry 10 BlackBerry Browser

Firefox OS sl Firefox

Intel Tizen Tizen Browser

Windows RT Internet Explorer (7% Windows RT 8.1 B3 =kl A<)

16 BRI M T R R A X Bk AL . /£ 10S LRSI Safari FIF%5hI Chrome i Z %
WebGL 13 ¥, K4 Android fERAZh iip 4 LB T B RIIKS:, Hih RS s i T
Aok, [Hi0S (R — M EFRATIR I ES, MIFRERE MRS S, i0S B
Bk A, HELSE R B AT 10S FAY 3 2548 S WebGL,

TED Y2 AT FE WebGL & b, A —Sed@iHAR, #ARAh “IR4A7 (hybrid) fiRT5 %,
TA M HRFHEME WebGL APL, FF &3 rILL{# FH JavaScript 2k 4a 5 A1 109 B2 FH,  JavaScript
e — R A EA RIS LEL APL, 85 RHA L —AAE TR AR, (B AR AR A A
Frkfe, JFH ATLLAZRA JavaScript Peidi ] BIF & IV AFAL . FoA PR IE A R e R BF 9 3 o —
HiA: Ludei 23 CocoonlS,

T HF WebGL 28 -6, AMFRERE 5% AT RN AT GEF
BERRA Web B A ), X THET WY 8 1UF55) WebGL, R REZHQIT Kk 50 F & b IBFEE
TR, RERGRRIIRS 2 E. 3T Web M, REZMEHEEN T AT
(XSSOl R R R A Bk SS & LAlse, SF e A —A~ Elbrfl—L2Eeidn 5 8,
SRR I B R B H R s BRI AR 55 R kA

ANE RN B R RN, A —LEIRAEH R 3 3D IR SR AIE AT . B, R¥f
TR A RE RS, PLanf A . O BB J5 1, (R RS obERE,
W B shiks ENAEE/NMER GEH) CPU Ml GPU WiaHAE D H 55, TR EA TG
T AT 275X e
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HTMLS #2387 G AW 2, (P RE S HEH TG, k1%
(http://en.wikipedia.org/wiki/HTML5_in_mobile_devices) XJHH%T 515 BdbfT
TR ERIHA

122 ABHMERFX

AR PR ELAH S50 DY & G WebGL . AL, JFERBaIT K SMRER, Rk
(Xl BC%%%a ] #H2¢ URL, AR IRIIFEZ)F & L FF WebGL, ‘BN IZSEH 1T, HieH
A ZES. KEMBERG G2 AR E: A EdRF o, sk
E GeeksPhone Y Firefox OS FAL; H Ay M REARE A5, Eban#i Y Samsung Galaxy Fil
Google Nexus A, (HEA1R/ASREIEpifE b iE e — 20308, IRIR{ES AR FFF R .

EIRMIR AR, TEIRENE BiX 21 A5k Amazon Kindle Fire HDX, ‘&7T 2013 4£ 10
A %4, Kindle Fire HDX #& Kindle Fire /= fh&kiyF+4, HNFBHOM IR E . —PkA
EB ISR (Snapdragon) PUREALEEE:, ULRhn b 7% HTMLS —if% 3 £ A9 Adreno 330
GPU, XA L~ A5 A (9 i F R FE IR 4F. [l 12-1 & Futurgo M & % Wik
(W% 10 %) iz17/E Kindle Fire HDX H1 [ Amazon Silk ¥ % & LUK, F&E, &
BRI 10 B s R B —FE . FARLE canvas XIS{E 2K ie#% Futurgo, FHFAS
FIELE canvas X IR A K45 HORERY, 5.4 Interior F1 LTD Racing A% K IF 2 ghm, M
Futurgo ZE & [1)—#4r RFLHIR R . BIIMEREMR A, ST — MR -Li-F TRk
S Tt 28R H T

® 12-1; i&17#t Kindle Fire HDX £89 Futurgo N7FR
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T H A B TR I T AE KR X A F-E Kindle &% LigtT, XA R AH, TIVEH
URL A B SE8s v, S5FRp LR, DRSS eE g fahie Rk 1. BoX HERIah i & A i
b, BTLAA T SEELACH., Bl b iim A B SH

12.2.1 HEhnfhiRs 4%

2 5 HTML5 3| Y2 &5 25 B 2 40 B2 50 1 7C 35 00 il B i A, 2B A 1 /) mouseclick i,
Futurgo UL A BIARE RTLAIE S TAE, Rl k4T IF EFeFe e Trushm, g, W
A H a0 A Canvas TTEA BRI, AT A ol AP N2 a2 F 4 (touch
event) HRIEINTFE,

BEAE R T ERS 308 FAOUET, ARBEISPE R NS T Web IS Zoh . BRI K IIR
FRAEOE, DS HERIR T2 1 SURTRUTERERY x iy b, (U, BB S H e
M8, IR DK S R SR 2 SR (LA FASABRBUIFFE ), s
IR E TR RS & BT 8.

BN B S THTHOAEOR T, 6 122 T AT,

R12:2: NHBRESH

T & oo’

touchstart  LAGIIBIMISEIIRTEANLE  (BLan—A>THR58 — A )

touchmove 2 fuldi o AL (LRI e (Podn 2 —AFHR1E R 23D

touchend YRR R A AR (Lean T4 MBRRE LR T)

touchcancel Y ftbfE 5 b B A MR B X AMAT, S BERE H AL RRTR SCIAT A vl (b ANk 2 filt B )
I} i

SE R 1 D) Y 2 Al 2 R VS AT LA W3C #E#E GUH (hitp:/www.w3.0rg/TR/
2013/REC-touch-events-20131010/) k%I,

TER, (EA e YT 25 o Rl BE S OR 00 SRRl e T Kb, IR AT RESS B RpE
YT, ELAn s iR Internet Explorer £F 32 RNy PC - S Fi gt o
ff, HEMFTEEAFER DOM 28 BUFIHE & X % &5 /Y CSS Jwtk (-ms- R
Z0) RILEIER TR, BT R IR BB &% T &8 S0k

S T 4 Futurgo B FHE Il S 35, Tl 155 oL RT m e 210 AR B e B, Tl
B EA1ARAINE Vizi 25 85 P AR dil g vh, Sl ST R e i nd ik, FRATE AR
SEE Futurgo B FH B B IOfMBLEE R S0Fs, SRACEEH P idBid 5 1 —565 .

1. AEFRP LI E T AEER ERE

5L Futurgo b AU —A B AT RV REGE F AR TE AR , -0 FH BUbRiR R A i 125 e 4
. BRAx Sl NIRERS s % & BAREEA . FRUATRA TR A sk g 4R,

647, — T 45 10 = Futurgo 3 FA # F Vizi.Viewer % %2 DL K B0 A EER I 122, o S0 A
PR VERRETRY Al 1 (5 oA T 47 0 2% SR (o P b AL o XA 2RIRAD Rl LAE Vizi JRAS 2
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4:# sre/controllers/orbitControls.js FFFEE] ,
B, TN touchstart FYFRIENT R %L, A onTouchStart() J57%,

this.domElement.addEventListener( 'touchstart', onTouchStart,
false );

FCAth 0 W eR 5t B 5 #TAS INE onTouchStart() w1 1, ({13748 & scope 4% JavaScript [
PTG R, PRAFAIAR orbit £ HIXTERAY this A, )

scope.domElement.addEventListener( 'touchmove', onTouchMove,
false );

scope.domElement.addEventListener( 'touchend', onTouchEnd,
false );

BULERRATAT CARCE fili B 0k T, 91 12-1 J&7R T onTouchStart() LR, 1A bEutt
thi& T — /A BARIE T (mouse down) FEff, FH 1 I Bz A4 25 {2 4b B £ %% onMouseDown(),
onMouseDown () & H FF B AR R AIRLEE . 4/ Rt AR B 4017 F7-fif /2 01-HY touches I3
W, AR/ Touch M5 AUEAH . Fofilix BB E BA /A ilds, ZRESIERAPER T8 A4
RUSMIE A IR . G5 E B R HIE] T 3 100E I bR, %4 onMouseDown(),
SRIGIXA S0 2 B — A3l BUb A% T S RSl b

F Mr. Spock FyTEARDL: “FARHA "

il 12-1: A A B T SR AL BE AT 46
/ A B A BUbR A S

var mouseEvent = {
'type': 'mousedown’,
'view': event.view,
'bubbles': event.bubbles,
'cancelable': event.cancelable,
'detail': event.detail,
'screenX': event.touches[0].screenX,
'screenY': event.touches[0].screenY,
'clientX': event.touches[0].clientX,
'clientY': event.touches[0].clientyY,
'pageX': event.touches[0].pageX,
'pageY': event.touches[0].pageY,

'button': 0,
'preventDefault' : function() {}
3

onMouseDown(mouseEvent);

AT ALY T B EE 35 S BL T touchmove 1 touchend, AN [&] [ A& T A1 H T event.
changedTouches %%, changedTouches 4, & 1T B il 54y A\ IEAS IO BT A . FRATTIRI AR 250
R —A e e, R MRy, BT T2 mfitis %, R UER
onTouchMove() Fll onTouchEnd() J5E:IALRY

2. ERETF & SRR
KERS e LR A MBI, BBV 5 5 ﬁiﬂzﬁi‘s‘éfﬁo —AH ) 2 R s T
REHPRTAER a7 ke, BURPR TRk b NSURLE . Bl TR AR
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Vizi SRS Lt T RBL.

% % R LEIT K B B o A Sy 2B, RIATRATI T B BB ER 2 4 fil i A 1F2 5D,
fil 5% %2 FEE {1 touches B changedTouches %I|F A&/~ identifier jE#:, ‘&2 il
—yid, £ EH (M touchstart F| touchmove, T % touchend & touchcancel) H {}
FEAAS,

L3Ik B — RS, fE onTouchStart() MYS A4Sy, AT TEEMIE & A — /LA b,
WMREWIE, AT E Y KA (pinch-to-zoom) F-#, A& A jEfk, FA1{EH
touches F2H A RIT I TIUR LR ARBE R VPR BS, (RA7 2115 touchDistance JEPEH, FRATHEAE
JaTa ek e &R NG E (pinch inward) &R AMFH (pinch outward)

if ( event.touches.length > 1 ) {
scope.touchDistance = calcDistance(event.touches[0],
event.touches[1]);
scope.touchId® = event.touches[0].identifier;
scope.touchIdl = event.touches[1].identifier;

}

A 13& 43 BILE &A% touchIdo FiI touchTdl HLERAF T WA A BEX QI F4F B bRIRSF. FfiTiX
LME O 24 T AR W E] touchmove kit , Ff T4 U@ MR B B3 1, A
FFABEPRUE AN RAE T changedTouches SHE{:FIIZ i (RAF-HIIG 3 A5 #IHY touchstart
E—HERY . ME—REX 2 A SO RS Bite Y identifier M, PRUAFRAIRAE T
KBt SR £

BLAE AT LAAL B touchmove T, 15 & 5] 12-2, {E onTouchMove() J5 i, AT S E A&
GRS E M, A, FAFE changedTouches w2 3k 7 Hif R A7 B 4~ b 1R FF -
touchIde I touchIdl, FiXLEpRiRFFAIAIE GOETRNTFTON, —H RS T B0, 3
sk AT UAfe PR A B R 8 caleDistance() THEGHTIEE B, T LR R0 B e Bk . Andfish
FAEIER, WHIRMFEARTFROERZE T, FRARMPGAHNRIESRIERREE A,
SRR, VAR TFAR FARIBE B L T, T4/ MR,

B 12-2: {81 2 s b B AL P — R A 4R
if ( event.changedTouches.length > 1 ) {
var touch® = null;
var touchl = null;
for (var 1 = 0; i < event.changedTouches.length; i++) {
if (event.changedTouches[1].identifier ==
scope.touchIdo)
touch® = event.changedTouches[1];
else i1f (event.changedTouches[i].identifier ==
scope.touchIdl)
touchl = event.changedTouches[1];

if (touchO && touchl) {
var touchDistance = calcDistance(touch®, touchl);
var deltaDistance = touchDistance -
scope. touchDistance;
if (deltaDistance > 0) {
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scope.zoomIn();

else i1f (deltaDistance < 0) {
scope.zoomOut();

}

scope.touchDistance = touchDistance;
}

EFATE— TS a3, # 12-3 J&8/R T calcdistance() HY4EHD, TR &
B, (L EER TR T (Pythagorean) FEES AT,

il 12-3: RS HIEE
function calcDistance( touch@, touchl ) {
var dx = touchl.clientX - touch®.clientX;
var dy = touchl.clientY - touch@.clientY;
return Math.sqrt(dx * dx + dy * dy);
}

3. XHITTHERI A F4ER

A T IERSRBLIRATA AL, A —AMR/MEER mEEATT . BRI T, F55) Web (i
w FOUFFH P AR 4 B TR N2 . A, XS TR IR AR Ak 4 )ik 3D N7 RE
Do IFHBRANEAARZE R RHIZA TR, &L HTMLS meta br%s, FRAT#TLA
5 1k P 40U (15 Chapter 12/futurgo.html) .

<meta name="viewport"
content="width=device-width, initial-scale=1.0, user-scalable=no">

4. AFuturgolE TR Nvizi. Picker iR IE SR {4

SRR Futurgo A — N EF HFRIDIEE : X T BRI R 1S BARTE . BahRbrsds
FE LBy (PR, £5. ®0k) mE, S¥E 42X I8 B L15 BN
DIV, fHi, Bahik&EA R, ST RAREE R ARE TIEN, MEARMR, BATATLL
FEASE TR B AN [RTRE 43 B Al BE IR 55 Y ARTE . vizt. Picker RLE& T XS (R0 3 HE . TR SCIF
Chapter 12/futurgo.js FJ&5 44 17, Tl 1N T 2 T Bl & b RS, 6 12-4 R
AR AT

5l 12-4: 2% Futurgo FERYGR N Vizi. Picker flifs =

/1 R BRI g ARHR A FT 4

var that = this;

scene.map(/windows_front|windows_rear/, function(o) {
var fader = new Vizi.FadeBehavior({duration:2, opacity:.8});
o.addComponent(fader);
setTimeout(function() {

fader.start();

}, 2000);

var picker = new Vizi.Picker;

picker.addEventListener("mouseover", function(event) {
that.onMouseOver("glass", event); 1});

picker.addEventListener("mouseout", function(event) {
that.onMouseOut("glass", event); });
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picker.addEventListener("touchstart", function(event) {
that.onTouchStart("glass", event); 1});
picker.addEventListener("touchend", function(event) {
that.onTouchEnd("glass", event); });
0.addComponent(picker);

K

fis B 2 P AL TR R AR 1T B, TR R B T Sk B — A~ BUA BUPRAG HL R 50X — 1 LAY
&IEO
Futurgo.prototype.onTouchEnd = function(what, event) {

console.log("touch end", what, event);
this.onMouseOver(what, event);

}

U K 18 1, onMouseOver() i A 35 B — /> EL L Y DOM Rl Fr 3 {4 (Mouse-
Event), ARX BRGS0, Folilix B 7R AAeHE, HAEERG™
s AL R R, RIS EERmALER L bug,

12.2.2 #EEEAMRChrome B zhTh gk

—HIRMF S T b BE it e, hAR% 55 (E Vizi LU AT Futurgo B2 I 2 ATTHY
Sfre EERTNINE mAMBOR SRR, B LA R, (B AR, R R
S ARARATA:, HIRATEANZ, B8, BT ZREA AR 1A
T IRE o

% 12-1 HAIH I AR E) HTMLS P& 8RS it 178 Be s b IR 1K 88 K iy A [l 75
. HLUERGBAAR, MALENRIEE LG, MERAERRES, REmk, RARTrmR
R A AR R, BOIASTHEEA AR TR, HERRE GRS
HEER.

SUCRIN, anRAes R TR B R A nl,  REME R AY 8 i AR A< Sk AT — 2L IR IRk 4 T
SEIfYAE, AR Chrome AYIRIK T HAR Bt TS LERS ) DhRERVRE N0, ELAnflBEseft,
L b S BHUIT RRII e, PR AT UAE T Bk i % il s, DA R PO IR ED IR

(1) fE Chrome % &% F 4T H ORI R,

(2) #TFF Chrome JFiX T H.,

(3) mihi & T AARY Settings (% E) Blbr (ZEER), RESES—AH S e il
DIt . A 12-2 Fion, FHSCRVEA X S8t [ Tk,

(4) BB E IR (Be/Eil—42) [ Overrides (E#) fr%.

(5) AJ3%E Overrides FrZF2HJ Enable & iE4E,

6) 7 NEZ, HEIPRERADEEX SN “Emulate touch events”, A ETAA 5 HEAE

() BAEVR AT LA i B A S RS b . 244K, R EERFFIIK CHIF B,
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Settings Overrides

o Enable Enable on DevToals startup
Overrides Crverride Geolocation
User Agent
GCeolocation Position: Lat 0, Lon
Emulate position unavailable
Drevice metrics
Override Device Orientation
Sereen resolution 1440 x 900

0 B 0y o
Font scale factor

Fit in windaw
& Emulate touch events

B 12-2: ZESBHR Chrome D SHMES BN

{E#, Chrome filt#5% = (B0 UG £ IR T HATHF R A A 2. 245G 1A
RTHRNE, fRER SRS,

BLAE, N YT &% Al 15 = (UL C 2 AF Chrome RS T BUBREE (1 e 46 Bl i 155 = 0 0 %
FEPRRIRL I, TEREE 12-3, EEE N4 LA (EESREERT) ALaXAmE e
K, EERRMERES LI R o A RAR A Futurgo, FATHLAE F24
touchstart 1 touchend S{f:filt b} SRl & HITLE , Bl N EEHI G E O bR 1k
Ko XA RATRE DAL R TR B3 Bedrnl, PR ISR Tk, Ak, Hoch

B AR

B 12-3: ZEXR@EAR Chrome IFIK Futurgo BIARIEE S
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12.3 fJiEWeblzH

A, PRAREORAVE S AT G —AS 2 B R FED B B 1% 45 b s ORARGE FH B2 FH i i
K, Bk B R I AR AE D BT 8 h A KR S ThEE . BB IR SR BEIEH P ik A -
RHR—ANEhr, SR MEEEBAT RN . KE 5 B0 FE 2h 1% % ¢ & S JavaScript
1 HTMLS F- %, SRIGHEERATEA—A b FH B b 2 Web B

12.3.1 WebMAFEZFfMiX TE

i/l HTMLS g% Web 7 BT & THR -GS, B FG#EE B SR, 04T
L&A 5.

Amazon A 1E Kindle %5 Y Amazon Fire OS #2fit T—4> Web App Tester i . E., Fire
OS #& Amazon 4 Kindle Fire %X & JF & B 1E R 4c, H AT Android, Web App Tester /&
—~ Kindle Fire J7. i, 7E Amazon 7 i # A $& ffk. F401E B 7T LLi% [A) https:/developer.
amazon.com/sdk/webapps/tester.html, Web App Tester 411[& 12-4 Fi7R,

amazon

=7 Web App Tester

Enter your app URL

http://read.amazon.com m

Hide JSON URLS

http://amazon.com/appstore =

http://m.amazon.com .

http://amazon.com

Clear Browser Data

12-4. Amazon Web App Tester
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AN THAYE AR RIS EVRAYSUE 4 A —4 URL, ‘Bt Lha By Kok naox 4>
T HIRERMAZA URL Z)5, Bk bR A MR s DU R A

ZHRRE, GIE Web W HMIIT & & TRRERTI R, HEEFTFARRT R
A[Y Android Hu 240k . R Kindle Fire OS #& 26T Android J, {H Amazon
T RKEIhEE, ARV AE X TARF K, WRFHT R, T H ik
T Android B R SE, 1A FIHISCR SR Android Web J T % & T THI
(http://developer.android.com/guide/webapps/index.html ),

12.3.2 ¥TEIEWebR Ak %%

— BRI S R B, ST LR B T . REE, A FEM kAR EAE .
Amazon 2t TR HD AAR, RUHEMEY Amazon J% % 6% Kindle Fire F1 Android
PR KA, WX A A A EAIRI N AT RS LN PR, B P AaE A
¥ S+ (manifest file), XA2&—MNE&T M HANE LRGBS, AR
i, JE—AEH T H) Amazon Web J I B, ME—T5 ZM 3 B verification_
key, 'BAE{E Amazon K ANRAEHAERKIIE . oo TR TR, thanEbrfnfsig, 78
F2 28 b IR AE L3228, i AS/E manifest SCHEH,

Amazon (& .30 1952 %45 B AT LATE https://developer.amazon.com/sdk/webapps/manifest.html
R,

{
"verification_key":
"insert your verification key from the App File(s) tab",

"launch_path": "index.html",
"permissions": [

"iap",

"geolocation",

"auth"

])

"type": "web",

"version": "0.1a",

"last_update": "2013-04-08 13:30:00-0800",
"created_by": "webappdev"

}

YEA*tEL, Firefox OS Y Firefox T H — AR H o Kk, LU RITEZRIE R
L O TP S =7 R O 7

{
"name": "Your_Application_Name_Here",
"description": "Your Application Description Here",
"version": 1,
"installs_allowed_from": ["*"],

"default_locale": "en",
"launch_path": "/index.html",
"fullscreen": "true",
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"orientation": ["landscape"],
"{cons": {
"128": "/images/icon-128.png"

})
"developer": {
"name": "Your Name Here",
"url": "http://your.company.url.com"
}
}

fE Firefox FJTE I, MM T RIS —A BB, —A R 2R
AR —2TF k& 15 B 7E https://developer.mozilla.org/en-US/Apps/Developing/Packaged_apps
AR E £ T Firefox OS b HGIEME B

124 FEREE/HTMLSREE N A

HTMLS F1#52h)°F-& APL &R Sr i f . M1 LAB R A&, FE N HE AT LAELE
HTMLS HJF %, SRJG R b E T AT BER KA BRI EE £ &R, x4
FRIDEFR, FERDAERE, THLE 3D BGEE, SEHmRiIuiEn, WebGL &
ZIEILTFArE S g h A3 T3k, HIHfRESE .

R A X FES BRI R, VR 275 R R R e B Arik & L JT )8 WebGL IHAR, ‘Bt
PR )5 A= e B ié B2 % K1k TavaScript 1] WebGL API, i Fl—F@ Bl st A, IRATLALEST
IR A AR JavaScripyHTML 5 JRARBDHHES A, B —MRA R, ffMAEsEIfsg,
T kB BS R T R B 2 — M iR A 75 K.
o HZFWHRIH
i0S #&SCHL WebGL FUBEAS, i HAA— A KPIBEAS . X2 i0S R H A A WebGL
WEsEE (Eban R WIAR A Android) Kk, RA T RM T MR, LT RE
{# FHl JavaScript 2T WebGL API JF% 3D i, JE&Ai#IHARTES.
o AR
T O H AR AL EL T 0 Y 2% WebGL O[] 45 b7 I A7 O PERE. XA AR, &
S, BT AR — /SR AL H A JavaScript BEHIHL. Houk, ‘EATTRTLAREGL I b 58 22
SRR T TR AT WebGL %64y JB——iX %t T3 T Web W &SN, AHX T IR A
FHNIAE:

© RFA—ARR
AR E R B B AT ARE B AT, T T SR R L, IR A T R ES —
Ko AL AT S TLUF JavaScript (8 FAAEAHE 1001 &5 B9 B A h LA U ZhRE,  Eban
FLHNIEE . AT S SDK., {HEHEX,

PLJLAESR, WELT LM SRR A 5 ZRE R AR, RAE BT R R o TR 41k T 88 {4 s
HY Canvas K HAhFskThie (HAp 2 4104 Adobe ) PhoneGap, Rik#& http:/phonegap.
com/), 1B RFH/DEIRAAEZFE T % WebGL HI 3 H ., HelH 5T 2 HIH L CocoonlS Fi
Ejecta, XA LEIXE AR RIE, BErehdaRARE, DUR&—A
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B,

e CocoonJS (http://www.ludei.com/tech/cocoonjs)
Cocoon]S " LLizfT{E Android FI1i0S k., ‘BEFEHE T A& iy b H 2 48 k211 HTMLS
F JavaScript LAY, BRI T B R G 41 T, B HE T 4 Canvas, WebGL, Web
Audio, Web Sockets ZEfJSEEL, Cocoon]S i — /™ =vmII H 9wik 258, FrLAVREM
AR BRI RV H . R EATE T i fE A S TR, anios 1y
Xcode, FKGIHEJHA R, CocoonlS & FIEIH , H'EALTIH4 LTI K Ludei 4%
il

e Ejecta (http://impactjs.com/ejecta)
Ejecta A= — /MR, $24E T £ 1 Cocoon]S —FERYZhRE, {H A 374% i0S, Ejecta HEA:
H Impact]S, —/~ HTMLS {i##%5|% 5 H , Ejecta ¥ hi DIY, 5% & &% Xcode FlJi
ARG APLAHY ZHY T ik,

RUE Bjecta A& — M IFRETE , H BRI i0S Fifk: ) Xcode, HTMiAEAARF, ol 1R EH
CocoonlS Ik — A& .

12.4.1 CocoondS: —# AT FHEHTMLIEX K M
BRHE AR

CocoonJS & —Ff il HTIMLS {E A& . s T E 8 x4 E@E R S H AR, B1EA—A
HTMLS JFAEEER TAE. b salirse DA — B A b SR ATRY, 7R Hp3h 4T JavaScript
FIHTML, Cocoon]S "JLLIZ{TTE iOS Fil Android |, fEXSLEEFIARIS LIREET —5
M

Cocoon]S 7o ¥ 1 & # $& fit — 4~ HTML 3C 4 J < B Y JavaScript {65, i FH#x #E 2D Fi
WebGL 3k 4 Bt {& 4= 2D 8¢ 3D Canvas, & X £ Web Audio. & i in#k. Ajax #F & 1Y
XMLHttpRequest, WebSockets, CocoonJS SEEL T JRA: . FE{: AT API, JHEHE T —/4H
€ X JavaScript REUAL (F Ludei i) SRIEHEE4FRIPERE, B 12-5 JB/R T Futurgo 18
4 BEIR AR B IS AT4E Apple iPad 4 RYELE,
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12-5. Futurgo fER—"1 R4 iPad NI A#IETT, EF Ludei CocoondS X

ST AR TF & AR S 5 B, Cocoon]S #2fi T — /> Launcher ., RUFIFREBA—A
URL RS, 8¢ 17 Launcher f2HE— M RE A N ZIP B4R £k ListfT.
CocoonJS Launcher, #n& 12-6 fiizw, wLAMSERFN Android bz HI i T ak. A T IHAIR
IR, FTEARE: Your App #%41, SRJGTESCATE H i A SCHRRY URL, sE TR
JH iTunes % Android SDK T.E. F{%£3%] Launcher 1 /9 ZIP ({4, 1H401{E Bi52 2% CocoonlS
Y,

COCOOMS LAUNCHER

c

COCOON*
& DEMOS

12-6: CocoondS Launcher NEES
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4 UrfdE H Launcher PSS AR G, PTUAGEH] Ludei 2T 2 BIAR 55 A5 B 4 A AR L
e RIS, JLor e (Rl AT AT 8i—/~HEAE i0S. Amazon, GooglePlay S HoAthJi
PRI b A ) e

12.4.2 {EFCocoonJSHIELN A

R4 CocoondS FYFF & # FEFR AT LA B R A BEAR B8 2 B0 JR Az /HTMLS B, {HAth AT H AT
TR T R EPEREF AR . Att, 1EIRATIF R —A-AEH & R sk R R anfal fa i —
AR X FARE AR R A S R, TZEH TR, EIRMF 1 MH
i CocoonlS ZH7 I, JEBERWARMIFEMMA ., SRIEHANISHEH CocoondS HKiki& &,

TEVRIN YT 2% 4T 32 Chapter 12/omegacity/omegacity.html, YREBFI4nE 12-7 Finly
THRE, XABRRRA AR, SR 8 BRREIFLF I AT gITF R4 T
5 (Chapter 8/pipelinethreejsgltfscene.html)

B 12-7: Omega City 53 F8BE——2D H4#H GameSalad (http://www.gamesalad.com/) 1%
1T, EHmA=%8 3DRT (http://3drt.com/store/free-downloads/33-sci-fi-skyscrapers-
collection.html), B3 E FreeSound (http:/www.freesound.org/) ; FIBEARIURES

XA T AHEAIEAELE M 3DRT (http://www.3drt.com/) IR, X HIERY
demo A& T A TR B ETIT Y GameSalad (http://www.gamesalad.com/) 2% & & 1F
TR, %A G EAE—A 5 T4 2D ik tld TH, "LAHT HTML
L ke dhilixk. ioHE, BA KA H AR —8, XA AR A AL R B
1, FULIRAREIEIR A R A ER, S AT AR BN AE,
FRAERIGSE B CRIBAY,

XA F] Omega 117, HBATHTILBI AT, REIIRAG/ NG B N0 A S BN BE B 3¢ J A
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B A THRBOX Al AR AR AR R E

s i INIRHY START ARERBEATFR, BRACIRATEIE 12-8 Bty S m. e AzhE
By, PRARERGT IR . T EERE EEEORRGTEOE, R BRGNS R
Bk, 4% TR LG9 e, S e Ok, Sedid Bis
W, S —EER AN Terb RN, X — A B Bl U Bt HDR R AR An el % 24 (DL i
AR, LEFATTARLE— FEH CocoonlS AT A i0S F K .

12-8: BE{TEKBH Omega City TEXET

1. PIEENMENEENE

R CiEE S, Puturgo 1547 /F Kindle Fire HDX |94l HTMLS f A& (& 12-1), 5f#
JH CocoonlS JZ4T1E i0S FHIEAERA (18 12-5) AMIPHIARE, Kindle Fire it 4 Bk €
FSE T RAS —#E, 76 3D #RUS AL G R, BaE TMKELHE, i CocoonlS
i0S AN B A3 5, X4 CocoonIS At — AN 52 8 ) HTMLS W 2% F 4 55 1 4,
MiAE—A R A2 SR Canvas o025, FT 1k JavaScript J % & rT LT & JR 4= 2D F1 3D K.,
CocoonJS [ LAiEHT HTML ¥r%:, (HEZMEAE o FrZEARERIE .

CocoonJS fifiAfF HTML br % R A48 & canvas, PN _EH b SR JavaScript 3O, {HpEixX Lk
T, PRARIZIIEE CSS FERHEBS AR, Futurgo B 1Y 5% & i/ 7E CSS A it container DIV
JCEAREN, 1M CocoonlS TEMRHT HTML SCH-HURHEZ0E T8, AnRIA 1A XA =%
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HAE CocoonlS HiAERL, W41 H CAE canvas FZ: e, XX AHITmE, RMTUEE R
I In—/ Threejs ¥4, Bi&—/~ Vizi skybox (IEEESE 11 3), X Tl 13X/ R ApPeg
BlIFRIBAERX 2, (HARFEENE, REERE SR H A e ERX AR,

RUE CocoonlS RIRIET SCEAER AU HE, 1H Ludei ZiRE] T X FE—/~SLhrn)E . 4
% Web I & A6 F HTML SR A Joy Fndem S ek i A i . Rk ettt 72 &% =4
HTML SCHE975 1%, 58—/ HTML SCHE G4 fE— A~ WebView & H i, £ canvas 2
b XA AR, B canvas FIFE R HTML JCE 50 A AR SCEL A,
12-9 FHER R T AR EIIN

B 12-9: Z@)9 CocoonJS A Omega City 8 canvas {1E; GEANNNEEZNE

3T H CocoonlS Keiki& Omega City, BT S5 B I54A3CIF: omegacity.html A4~ AR Y
M, BRY S index.html Fil wv.html, index.html £, T 3 canvas FYfCES, wv.html £
OEEMNENRE, M3CtomigE, 1400 Ludei $& 4519 CocoonlS Fa IUEH BRI, X
LS FHE F— /> WebView 8- RS BRI E S B, HPR LM B FTELEE %
E——FRATE RS PEANA 28, CocoonJS JavaScript FEIR T 438 a] DUAE S 1 N Y 2% v T4k,
FRAFRATT AT LAE SR Chrome H B E5 SR, SRJG 2] Cocoon)S HY Launcher Ji7 JH H I,

I canvas #i & (19 8D m] LA £E 3C ff: Chapter 12/omegacity-iOS/index.html Ff #£ F], 2 I
il 12-5, 1%, #A —LE CocoonlS F¢ A HY L. SR G 1R UL NFL Ja, ) B iE 4 5
3 WebGL canvas [ RYJERR A 52, xRk % G2 AU A °] LA AE SC 4 Chapter 12/omegacity-iOS/
omegacity.js K F], 2 J5 QI — A X5k & B B EALE S0P ALE R4 (HUD, Heads-Up
Display), LIS G 57 ob—A 3t Gk S8 ek R ) ¥, ({3 HUD 2809 proxy Aigk, #
NS ESATEE,)

5] 12-5: CocoonJS Jz FH =4I & AR
<script src="./libs/cocoon_cocoonjsextensions/CocoonlS.js">
</script>
<script src="./libs/cocoon_cocoonjsextensions/CocoonlS_App.js">
</script>
<script
src="./libs/cocoon_cocoonjsextensions/Cocoon]S_App_ForCocoonlS.js">
</script>
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<script src="./libs/vizi/vizi.js"></script>
<script src="omegacity.js"></script>

<script src="omegacityProxyHUD.js"></script>
<script src="omegacitySound.js"></script>
<script>

var game = null;

var hud = null;

var sound = null;

var gamelLoadComplete = false;
var wvLoadComplete = false;

var handleLoad = function() {
var container = document.getElementById("container");

game = new OmegaCity({ container : container,
loadCallback : onLoadComplete,
loadProgressCallback : onLoadProgress,

K
hud = new ProxyHUD({game : game});

sound = new OmegaCitySound({game : game});

Bl AR, A5 H CocoonlS f FHIY loadInTheWebView() 75743k In#k wv.himl
PR S A

setTimeout(function() {

CocoonJS.App.onLoadInTheWebViewSucceed.addEventListener(
function(url) {
CocoonJS.App.showThelWebView();
Vizi.System.log("load web view succeeded.");
wvLoadComplete = true;

if (gamelLoadComplete) {
gameReady();
}
}
);
CocoonJS.App.onLoadInThelWebViewFailed.addEventListener(
function(url) {
Vizi.System.log("load web view failed.", url);
}
)5
CocoonJS.App.loadInTheWebView("wv.html");
1, 10);

sound.enterState("load");
game.load();

}
B E RS T A M HTML K& JavaScript {13 (5] 12-6), 1 4T JF 3¢ f: Chapter 12/
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omegacity-iOS/wv.html £ 7F . {£ HUD MR AIbR% G, A 1LE T CocoonlS A HY LK
RN E A, REHNCIE—LL g, HefUHERREh., GXEBAR
XS, XURWERFNG A5, WEdETa.)
51 12-6: CocoonJS ;v FH I 7E 35 #L I AR,

<l-- MR -->

<div 1d="loadStatus" style="display:none">

Loading...

</div>

<!-- (Click-to-start screen -->

<div id="startScreen" style="display:none">
<!-- Logo -->

<div id="logowtext"></div>

<div 1d="startScreenText">

Welcome to Omega City, the frontier outpost of the galaxy.
You and your squad are humanity's

last best hope as aliens attack.<br></br>

To save the city... you may have to destroy it!

</div>

. o<le- HfthAr%E -->
<script src="./libs/cocoon_cocoonjsextensions/CocoonlS.js">
</script>
<script src="./libs/cocoon_cocoonjsextensions/CocoonlS_App.js">
</script>
<script
src="./libs/cocoon_cocoonjsextensions/Cocoon]S_App_ForkebView.js">
</script>
<script src="omegacityGameProxy.js"></script>
<script src="omegacityProxySound. js"></script>
<script src="omegacityHUD.js"></script>
<script>

var hud = null;
var game = null;
var sound = null;

var onload = function() {

hud = new OmegaCityHUD();
sound = new ProxySound();
game = new OmegaCityGameProxy();

}

BT kX AR E Bk . (RN /T UL B BB E . B
DL &k B ALY CSS, X E A body TLZERIE St &, 157 A ¢ Chapter
12/omegacity-iOS/css/omegacity.css, | H/& CSS:

body {
background-color:rgba(6, 0, 0, 0);
color:#11F4F7;
padding:0;
margin-left:0;
margin-right:0;
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overflow:hidden;

}

2. T canvasfiE =1L E BB S

CocoonlS 2 HEHI7E 35 Web #l & & il it — 4~ 78 35 7E - CocoonlS canvas # Bl _FHJ WebView
R, XA EEMNRR S ZE: canvas #1L B B9 JavaScript 52 L ¥ 58 4 FA
WebView H1 AT BIUNL 88, HA)iEYL, XA S EHATEA RIS, RATFE
fE AP 524 AR JavaScript EIUAL! B E {2 Cocoon]S FUEIUNL, 1ME_ LTy
WebView -8 FR 22K A SR R A AT 8, and =40 v i £ s 1 8 72 5 4 1
RIS, BN R2ZIRR, {HAE, CocoonlS £t T 1k /ML ELE i k& 2% i Bk T8
1B, HHEBIE, CATEEIRN AR,

Cocoon$ $ T % — A~ J5 ik Forwardasync(), 2 8 VAl THEF 4~ ¥R I 3 5 R
R ER 2 (] JavaScript evalO) $iF, BTLATI S —AFRESHIE S, NaaId IR
SRR, MR (evaluate) HIMRHBEFT VA FTANSE AL

A VIR FERI ARG SE Rl 35, AT forwardAsync () AR AL (proxy) X4
HARIEAA . AR AT B, NEBZ TR forwardAsync(), "BENE 2 H—14
GEfE) HEERIHE . MIHEREE, E3—AWE PR EIRA T, eR& LA
TEREXT R T

T U X — 8, 1LEIRATE — T A8 di START #5328 1 4805 & 10 D, X A ROAD 7E S
Chapter 12/omegacity-iOS/omegacityProxyHUD i, &R T —/~3K H OmegaCityGameProxy 2
HI51%, BN S A Kk — AT

OmegaCityGameProxy.prototype.play = function() {
CocoonJ]S.App.forwardAsync("playGame();");

}

P PO playGame() T1.EL, VR 155 | MBI 1, SRR 2 IR IE DI Ak
G ARFF AR o
function playGame() {
sound.enterState("play");

game.play();
}

R AT L, RN A AR TR TR, Feany—A KH R S E b K Hit
B, BA MR RII R, E AR, BT G N B SO TR TR R T B
DI, FA L HUD #9— /S REEX G, 5 —AJ5 I Kk TR (=41 20 7% 6 40
), RsBlixse HUD i,

ProxyHUD.prototype.enterState = function(state, data) {

CocoonJ]S.App.forwardAsync("hudEnterState('" + state + "','" +
data + l||);||);
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72 B IS AR 5 5 14 F B 52 HUD %42 1Y enterState() 75 7 3 #bPE hudEnterState()
HE:
function hudEnterState(state, data) {
console.log("HUD state: " + state + " " + data);

hud.enterState(state, data);
}

WA e m iy ik S Bl R A 1%, (A Befm st A2 19 8 12
(InterProcess Communication, IPC) HJZRGEHAHZH UL, &A1 HiE iz 42
T 4278 M (Remote Procedure Call, RPC) MIHiA, HPHW/MALATHE
MUHEER, Sl e B FHADTH B R A B S

CocoonJS HY B AL B 284y, (77 T an R AR & B iy — /42T
HTMLS5 R 36 )2, Bt 20 {8 1 RPC, 2 5 A m] 13 A ACE AR A Z 0k
WRA BN TRASESLE, R Ludei FFRFWITHEH, MR T4H
KTHIEAEF KRS,

12.4.3 WebGLEEF % : [o&A

fEx—, IWFZE TR A5 T X — 4% F HTMLS 19%3) 3D W —AN R4
M, {8 F WebView £im 4« HTML, hn b A= A9 % R4 WebGL API, XfF 21 i0S
XPEIEREE (BB Zh R Safari FIFEZH M Chrome | 4T %2 A5 7 5 WebGL) , 1A 5 i & H 15
e,

FAIHFFE T FH Ludei 9 CocoonlS 1EA—F el GEIIIE & J5 %, CocoonlS o3 A 1 fa 2 26
B, AT 2R 10S B Cocoa ALFHERY A APL, ANt FAl A F5 2 — /ARSI L
YERTIT ]2 HTMLS 7 540E . 24 CocoonlS FH:A A& — /A~ 52 4 1) Web Vi gy, &2 &—1
canvas {E e ey, FRLAFRAMIFEE 4y B i HTMLS UL T8 % —A~ WebView 54 1, {#H
KRR AY JavaScript APT ZEHBANHL B B canvas [ TI8 15, REXN T RADRM:, {HEXt
KESERAS R LR T, 2Xifi Cocoon]S FHAIFE, BRI & 2 T8 LEFAR I 785 I
KRBT R, — TR 5 2 Impact Ejecta, {BAF XA R E RN 10S
RAmR, i H Rk, Bz TR,

1 3D AT KRR A — BN R, HEAITIFR LR, HEERRT
PRI RANTIG o

12.5 #3h3D4%8E

BaEPEERIRICE 5 AR, BITEFNAE/N, CPU I GPU MIMEREE %, B3P
GIE A ARG, X T IRA IR Rn B ', TIRIRIF kAR —A 4
TR ZFHY Web ST, 4T84 Web B HIRY4E HTMLS )M, 342 i H] CocoonlS =i Ejecta
B THTMLS {ie A B, PRERR SEAET R85 3D B IR S SGEPERE ]

208 | E1n2E



KT PERE R SE B AL BT i T AR YE R, AT AT LR ] 2 — LE 35 HH A ]
HILBILFIHARNE AR . LU TR TEEERAERERS, HFAs)n.

 JavaScript N A% 32
JavaScript /& H 2R FIRHVIE S, XEHRETFREANTER A BNA, mie b gL
HLRTER ., BIRSEATEE RN AR R R R 2R, XA B R A 2298
=0 (garbage collection) , Hr3k I #E % T4 B ALK g TE I 4T, X S S 80
FAEBADNL T 2L TRl 3EA T hr S e e, BB AIER . AV 2 b R HUPLIEST
S B T5 T FTRERT I A, FI2# 0T,

¢ (R BB BLAF N AE o

o QIEERTEHAAS U™, WTHFLERETIEAE,

¢ FREEIR B A (E R, AN G — /S HTHY JavaScript A4, M BUE A &I 5
B R

o EEGPRAL (BIXH G AT LR s VE IO HAAh 3 52)

— R UL, B AEAN L B new $AEST
B G E a2 IR E s, AN E D,

o At ¥ £ 4 CPU 4= GPU
il 7 1A% 2l 150 A% B AR S A B A — PO o 1 P R SE SR E AR 4R A, 4E CPU
1 GPU, REERNTFEFIEEREAMMELK, (HEfTEA LREEE. AT Eifhk
FE/M CPU F1 GPU,  FHRHEE 4710 F P AL K i fith i, TE 5 RELL TR

¢ ERAMAS#HFEN 3D AR, 3D NHESHEIKAN CPU FI GPU i il 4, HE
FHL, ELBERMAIEEEN PR, Bl RREM PRI T, T2 Emk
WM HERVE? X —H AR AT LA I8N TN, s Bl (8 IR 2% 1 14
BT, BRI TR o, L IRTE N ORI

o EFERGEE, SR HIINLE FTLAES AR, B2, Bahikaaask
TG T, b, X% /E Kindle Fire HDX | & i Futurgo B4 B 5, A IHE
R RMEWT, XA RD AR 4 G0t 5 T XA Three.js PN BUSE BRI R
M. e E AR RS, E/hE&E EERERE T, A K, MUILE
£ Three.js P B R , AEZRALL Vizi ARERIHEZE A LSS —FhsE 47 05 2Use i, (HILEE
TR BRI AN ERE RS, anf & B 1TE , RTEE R AT R DAL B 38 1 fi e

¢ A e, T GLSL E AR TUMREZL, 28 4iFMRIE7ER ere A R
MIRL )ik EXELA R FE, (RTGEE BRI E FX L& EEf B .

o TR LR
Xt S s W 2% s A T e BRI 1% 2, AFR B A BB eIt X, 3D N
RER, SEETRELNNE. ERHHRIR FHRHE % ELL T X )5k,

¢ AT AT R, WRIRREFTRE A Web N, AR EEAAG T, N AN

<>

BRI T 3
¢ AR RELA, ARATRERVIE, BIHHIRABTIORFIAIRE S22 17, MR AL 2R
T
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¢ WFHR, XL Web PEREILILHAR, TEATT B IIZIERANR S5 a5 IR . anik
RAGEAALE, HanskI— A AR, IREHIEAIFX LA F]— 4> CSS B AR R
(sprite) w1 (RIFTA B R AFGffE—ASCHE T, FRAE CSS HoE Uf2 ) o

¢ MR A X Ao B R YE . 5 8 FTHERY gITF STAHE AU — A~ /Y B AR 98D
SCHERAN, TR T 38 A] o B Al o (] - RERIRE SR . XA R ATEL S
JIie 55 i F s, LB SURE AR RIARES &, boan 3D JLfIfRHegE, kit —B
T BB s 25 A f A

12.6 NG

AEHRZ T # ] HTMLS5 1 WebGL F- Rk #35) 3D I &R, B Eaetkae FIreE
Bt A R ICE S, RN, HTMLS 2285 8h ik & s | A T #iise KIhae. Ko #sh
43R 3D: CSS3 EALATE, WebGL 7ER: i0S _F2ZhAR Safari FIF5#h)R Chrome Z 7MY
F& BRI R

B & WebGL HIFF SRR3R H B . B I B ATE & A TR B SOk RE TR, (HR Ak
T PRI A S AU A B . FRATTHFIE T anfalds iR 2 Vizi £ 8 Siilie
FeRngg ik hig. AL A Futurgo BEAUENIN THRASH:, (6 sl 2 MU AS TR 4 2 JR L5t
R S TR EFF AR RE, AT A S Chrome RADARE S, B
EALLEE A RPEGT Bfe BT Ry kA (Fan Amazon RSN R 4> R ruly), f#
JH WebGL Uik 14T LR 3D 2 (BIFEG ) “Web BIH™),

Xt T AN WebGL HIE- ¢, 311 F 2410l CocoonlS Fil Ejecta A3 ic B AR Sk G TR & b/
M, &4 HTMLS 5K ERD, X U A1H JavaScript #8E, FERAAmtEeE. #ARA
FEmEAER A, HATRer Ui e R A E & ERIIhEE,  bdn R SR B
Ao, AT NYE TR EREE, R JLEHEP AR Pk, (Heffk
SREL R RGEMEREZE . BATTHE R BERERIE, BAkUZ2NEEE, CPU I GPU HIfE
F, DABASSE, FEEf AR R A T
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Py SR

TR

AP FARZERFIH T 3D Web JF & IR, FALHTilalLL TR E 2 s mOR AR BB B AR
BN, B, TH. AR, DAK 3D HF R X s TR % o

A.1 WebGL&R

A.1.1 WebGL#3E

M PREGIFIT I IR, PR ATLAZE Khronos Wik (http://www.khronos.org/registry/webgl/specs/
latest/1.0/) XEIFHTRAHIE T WebGL HLTE.,

A.1.2 WebGLHEMEFI KRNI

Khronos #4417 — A~ AFFEIMBLEFIZE, SR itHiE WebGL HUJEHIELE, PRAT LI B] hitps://www.
khronos.org/webgl/public-mailing-list/ F$7~ 41T % public_webgl @khronos.org {5117

B Google group R i-HERLOMTESNE i R WebGL F & 16, R W LALE hitp://goo.
gl/CIIvCA HEMHEA I,

A.1.3 WebGLEZEMERI S

A2 H AR ED TP WebGL J & . UL T A2 —2eR 2% Uil %

e Learning WebGL (http://learningwebgl.com/blog/)
WebGL Wiy #Ifi %5, h Giles Thomas 1, BAERAELES X PIZBAIRT: >
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J2 WebGL F % R Al AR Bz AP LIS —uli, EI0A Hl WebGL {7 K & 3 H
RS E RN
e Learning Three.js (http://learningthreejs.com/)
Jerome Etienne fUTH %, &1 Three.js £ A M IF & 52k,
e TojiCode (http://blog.tojicode.com/)
Google L F£ifi Brandon Jones F &, Ffrift TA K&K T WebGL API IR ABIE R
BE, DA R iE,
 Three.js on Reddit (http://www.reddit.com/r/threejs)
Three.js [J Reddit, H Theo Armour ZE47, T HIE, XA~ Reddit IF £ {E . Hik.
I B 3L
e WebGL.com (http://www.webgl.com/)
Hok H 412919 Darien Acosta 81, ‘Bag— /K BLHT WebGL 3k, {7 K b HIFI Wk
e WebGL Mozilla Labs Demos (https://developer.mozilla.org/en-US/demos/tag/tech:webgl/)
Mozilla Labs J H & 1E K BIREAYHUR o
e WebGL Chrome Experiments (http://www.chromeexperiments.com/webgl)

Google K HAVEAE BTN,

A.1.4 WebGLitKifi&

o+ FE 7S XA WebGL 2 £ (http://www.meetup.com/WebGL-Developers-Meetup/) , {E
IEAZHL. A2y, P b, BRI M T EA WebGL R &, RIS ERNE AN R
RN R, WRIRAELEIR 4, RTLAE hitp://Meetups.com 2= /R [X 151 WebGL
M, SFHHCHA,

M AN E A — 4~ LinkedIn #£4H  (http://www.linkedin.com/groups?gid=2426944) F1— > Face-
book =TT (http://www.facebook.com/groups/webgl/)

A.2 CSS3%HiE

A.2.1 CSS3#35
TR (W3C) 447 CSS3 HL7EmIR.0y, 645 3D 254, 1%, shmFpEEEscE .

http://www.w3.org/TR/css3-transforms/
http://www.w3.org/TR/css3-transitions/
http://www.w3.org/TR/css3-animations/
http://www.w3.org/TR/filter-effects/

56 FAT LM CSS H & BB 23 F& 2 Adobe, "BAENNE & BIFBA #2123
FF——H R A Chrome SCHF——FTLARME I EFF K RIBHMESGER T . SmohufE Bl LAE
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http://adobe.github.io/web-platform/samples/css-customfilters/ $£F

A2.2 CSS3EZMETIAA
H i £ Twitter T {F [ David DeSandro, 6% 1 B fi# Zn{e] fi F CSS 3D 72 46 (14 5 4F 5% I
(http://24ways.org/2010/intro-to-css-3d-transforms/)

Codrops (http:/tympanus.net/codrops/) #&—/~ Web &I+ L%, HILA-HREFAY CSS 3D
BREOR, BAEF 6 mAYE LM —3D FEss (htp:/tympanus.net/codrops/2013/01/08/3d-
book-showcase/) .

Dirk Weber ffJ HTMLS ¥ % Wi (http://www.eleqgtriq.com) A JLA51 AAMAY CSS 3D #7,

Keith Clark $ki% T CSS HIMRFR, 524 H] CSS 3D Gl T —A44 ASLaT A — NFRS didiin
(http://blog.keithclark.co.uk/creating-3d-worlds-with-html-and-css/)

&K ) Kirupa Chinnathambi $24t T CSS i I I shml A B, HMATEE B LI hips://
www.kirupa.com/html5/all_about_css_transitions.htm F https://www kirupa.com/html5/all_

about_css_animations.htm,

Bradshaw Enterprises (http://css3.bradshawenterprises.com/) | —#65:2>] CSS3 i . 28
e, B R aEBASCRRIA BRSO ZeE st

A.3 Canvasi&iR

A.3.1 Canvas 2D Contextf#isg

2D Canvas API JL75H W3C 447, {RATLAZE hitp://www.w3.org/TR/2dcontext2/ $% 2| & i (1Y
I,

A.3.2 Canvas 2D g

957wtk FFRE ATUAE A Three.js 8 K3D/Phoria (F4J5/r28) 6% H 2D Canvas
API {54419 3D ., X EEFERamE T 2D Canvas {54401, &4t 7w 2 kM 3D 44k, 5
R, ARPRAEAE2] 2D Canvas APLRIART, W LA KRETTIR, DATRBASERBI LI
HLAAER A TR BER
https://developer.mozilla.org/en-US/docs/Web/API/Canvas_API/Tutorial

http://www.w3schools.com/html/html5_canvas.asp
http://diveintohtml5.info/canvas.html
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A4 ER. EMIER

A.41 3DF%AE
i3 JUAE B T 257 R 3D JavaScript i, el —Se(iBRIATIEATT , HEA RO SR,

Three.js (http:/threejs.org/)

H i A 1k TF & WebGL b I Bt A TR 5 B 3, Three.js CL28 8 H oK I & VF £ Jn 44 O T
Al WebGL {#7r, ‘Bigft 775 3D B WHY— R FIHE AR 52, EEkERE bk,
(T B S B b B TUF 2 e Sk R . BIhREMR K, AWNERT R BEFRIR T A,
Three.js A FFEL RS, T 3D WAELH] (FLMRH]) 2D Canvas API, SVG
Je i FH 3D A5 4iefh) CSS3, Three.js 4 R4F, A4 JL/EE LT IUHR.

ScenelS (http://www.scenejs.org/)

— A FFIRAY JavaScript 3D 514, #2417 WebGL -4 T JSON 7% 5 &l API, ScenelS
T TR s 2 Y R e T rT e B H A SR BRI R, X 0 LRI A% v ) i 4 Y A A
BT LFER, ScenelS 1B L Frip, FE4E ML T HLe Lk Three js ¥ & Bk AU T
i, LEAnE AR jQuery AV % Bl APIL,

GLGE (http://www.glge.org/)

GLGE #&—/ JavaScript &, & J5{# WebGL I{f AR5 15 B IR, #5F &k F AT
VRS ) FAE I Web BN L. GLGE M THEAERIER R EE, (HAR Threejs
B ScenelS ARFEDREMR K

K3D #= Phoria (http://www.kevs3d.co.uk/dev/phoria/)

K3D LA J ‘&9 J5 £% Phoria, S {fi 1 2D Canvas API & %t 3D [ /. Phoria [ & [&
Kevin Roast (http://www.kevs3d.co.uk/dev/ ;s Twitter k54 @kevinroast) Fr@lid, Kevin
A UL TR E R EEZ4FE . R Phoria B ALTEIT & R, FH AR Three.js ALFEDH
RESRK, (HE4A NENRIAEWEEL], LHER R, SRk, JEEXE GRS
FrR%4F, {HA, Phoria 2 THMAE M X 1TT, HIL'EH 3D Re 2, K28 3D Thes
TR LA RESREL (8¢ SRBLAF) 1,

A.4.2 3DFMSIEE

BAEAE T BT UF %2 WebGL I35 14, BRI kA1 2% 3D I HI 0 4F 1 5,
fE TR 8 3D FF R I R B A R AT T (T — i, 1R A43 7). BAES
AL, A BLA I 2 5 | S H TR AY o

playcanvas (http://www.playcanvas.com/)

P FAEZK M playcanvas FF & T — A5k 5 18 R T 0098 T H, FafE T EAYThRE
F BT & B9 SEIH Rl 5 4wk, GitHub F1 Bitbucket 25 5%, — 8 % A 251 5 5 A )
% b, fEFRInBAIIBE, playcanvas KAT T % Fim 5 | BEIRRD, (R e KAATEaT

E
7‘%2{:}\ °
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e Turbulenz (http://biz.turbulenz.com/)
Turbulenz & —AHEH 5 ARHY, FFE . TCRATRAIIEAR D2, JRATRA T — A n T #
H9 SDK, %2 WX AHEE TIIM L (https://game/) b % A 1E 5 09I & F U B B H .
Turbulenz #8240 APL, H K&, o ih&kbElE, BAELRIES /LK I
I K&, Turbulenz f& it THRAVE FunfE, RE T ARG HAME > (RS, &
WHTME) KOLEKA,

* Goo Engine (http://www.gootechnologies.com/)
Goo HIL K AT | 7522315 HY beta WUA IR % Q1 TR, 1E4 Goo Engine HIAL £,
XK AT T 2 5 N A G AT, HERH P2 R Web FRE . EABRE
Wi\, Goo iBEITIR,

* Verold (http://www.verold.com/)
— R EGH 3D R ENFERA TG, HLT2EZHT Verold AR A, 2 wlPREHASA
Ky AR AT RV RSE, (I LAY JavaScript K1k BAFE . A
o0 ATHALIE S T K A Web Tith N Gk (&SR3 B 3D 2 mi 4 25 F b 1169 Web T1TH
H17, F Goo —#¥, Verold [fili]—fk Web EUE I %, 514 E UATm R, A BHRE
Wi\, Verold B4 I,

* Babylon.js (http://www.babylonjs.com/)
Babylon.js #& i #k fi T. David Catuhe FF X HJ—A~ ANTH, B& 5 T A%,
{EIhRE T 5 M B4 T Three.js AR5 18 2 0], G RTE7R WG B J 7R b FH 2% B
BRI, IRz o B HL b

* KicklS (http://www.kickjs.org/)
Morten Nobel-Jgrgensen GIIEE 1) — A~ FFIRIERE D [ EEFNTE e e, XN H & My R T
ErR & JRmRE, £ &% E, KickIS P LeAs Eix AN b lirxk 5188, 0
FreE e A FFR P EZRE, Er BRI AR5 5 g, Kick]S &)™ # #hi8 I5
PRI RR 5 | S T B (R S5k .

A.4.3 3DRERIEZE

INHRFE K 3D BTG R FEC T LA LI R HEZERY (B, FRifFAR S [N, X LEHEZERY 5

PR fA B/ DU R A B, HTEAR T . P in B, R shm s,

* Voodoo.js (http://www.voodoojs.com/)
Voodoo.js ) B R LE G 3D WA ESEH, HASKAZITUEP, Voodoo.js A —4>
WL LA APL, SRR N 3D AU E jUm . AR AU URL, —A4> DIV JT3%
fY id Fn—LEld B 24, (REEREE TUIE 44 3D 1. Voodoo.js Y iE 3 2 UL H Y
AR, (HOGHX — A R, B T,

e tQuery (http://jeromeetienne.github.io/tquery/)

tQuery Hi Jerome Etienne Bl &, {th [7] it iz & % (i 17 A9 1Y 1 %% Learning Threejs (http://
learningthreejs.com/) , tQuery #{Jj jQuery &, HRZFEML “Threejs BUTHAE + jQuery API
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R, st ell, FA—AHEE I AP RIRTE Threejs B, EEMAT /4
NERB RN, Rp@ FAHE T &SRB B, {EH tQuery FTLATT AR 247 Three.
js RIBAYIRE . B4 Query FRAMEZEFEAIER, B EEGE—AE jQuery FEfHHY
TR A, (Query RILUAAETT A B AL EAERY Threejs & & 11 K=,

PhiloGL (http://www.senchalabs.org/philogl/)

PhiloGL A& — -2 ERIEZS, mEdE v #1ft. %% Nicolas Garcia Belmonte £E Sencha 2
w0 = TAER 1%, PhiloGL 9 HARAE “1k WebGL 4 £2 1% i FH AT {7 3= I HE 22 FF
RABFEA BTN 7, Garcia {EMR Y % SCE (http://www.sencha.com/blog/introducing-
philogl-a-webgl-javascript-library-from-sencha-labs/) HffiiR T Ay B A&, REXA
FEZR R SR Py, [HBlEfS —%& . Sencha A FIF K T K —m H P A EHESS, JniE
anfal Fl HTMLS @184 25 51 . PhiloGL Wit & 7 —L8w] TARMIGI T, BT
Learning WebGL (http://www.learningwebgl.com/) A4 #BHRE

Vizi (https://github.com/tparisi/Vizi)

TH ORI —A JRIRHER, BEESs T3 I K 3D HE4EfI 51 % (Lk4n VRML i
X3D) WIZAELY, Vizi R T 4RI 5 8RBk, SlE/R e e AN
TR & SRyt m BRI ENRE, AR TRA4kK, Vizi B EbRE R E S TP
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