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var renderer = new THREE.WebGLRenderer({

canvas: document.getElementById( 'mainCanvas")

1)

renderer.setClearColor(0x000000); // black

var scene = new THREE.Scene();

var camera = new THREE.PerspectiveCamera(45, 4 / 3, 1, 1000);

camera.position.set(9, 0, 5);

camera.lookAt(new THREE.Vector3(@, 0, 0));

scene.add(camera);

var material = new THREE.MeshBasicMaterial({

color: Oxffffff // white

1)

// plane

var planeGeo = new THREE.PlaneGeometry(1.5, 1.5);

var plane = new THREE.Mesh(planeGeo, material);

plane.position.x = 1;

scene.add(plane);

// triangle

var triGeo = new THREE.Geometry();

triGeo.vertices = [new THREE.Vector3(e, -0.8, 0),



new THREE.Vector3(-2, -0.8, @), new THREE.Vector3(-1, 0.8, 0)];
triGeo.faces.push(new THREE.Face3(@, 2, 1));
var triangle = new THREE.Mesh(triGeo, material);

scene.add(triangle);

renderer.render(scene, camera);

SNEREARSEFZFAIR | XERIBMZREZIERE , IRANEHIKR | EFR/ILES
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LA TR SCIMERITHASHY WebGL X5 , SREE2 http://learningwebgl.com/blog/?p=28,

var gl;

function initGL(canvas) {

try {

gl = canvas.getContext("experimental-webgl");

gl.viewportWidth = canvas.width;

gl.viewportHeight = canvas.height;

} catch (e) {

}
if (lgl) {

alert("Could not initialise WebGL, sorry :-(");
}

function getShader(gl, id) {


http://learningwebgl.com/blog/?p=28

var shaderScript = document.getElementById(id);

if (!shaderScript) {

return null;

var str = N

var k = shaderScript.firstChild;

while (k) {

if (k.nodeType == 3) {

str += k.textContent;

k = k.nextSibling;

var shader;

if (shaderScript.type == "x-shader/x-fragment") {

shader = gl.createShader(gl.FRAGMENT_SHADER);

} else if (shaderScript.type == "x-shader/x-vertex") {

shader = gl.createShader(gl.VERTEX_SHADER);

} else {

return null;

gl.shaderSource(shader, str);



gl.compileShader(shader);

if (!gl.getShaderParameter(shader, gl.COMPILE_STATUS)) {

alert(gl.getShaderInfoLog(shader));

return null;

return shader;

var shaderProgram;

function initShaders() {

var fragmentShader = getShader(gl, "shader-fs");

var vertexShader = getShader(gl, "shader-vs");

shaderProgram = gl.createProgram();

gl.attachShader(shaderProgram, vertexShader);

gl.attachShader(shaderProgram, fragmentShader);

gl.linkProgram(shaderProgram);

if (!gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {

alert("Could not initialise shaders");



gl.useProgram(shaderProgram);

shaderProgram.vertexPositionAttribute = gl.getAttribLocation(shaderProgram, "aVe

rtexPosition");

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

shaderProgram.pMatrixUniform = gl.getUniformLocation(shaderProgram, "uPMatrix");

shaderProgram.mvMatrixUniform = gl.getUniformLocation(shaderProgram, "uMVMatrix

")

var mvMatrix = matd.create();

var pMatrix = mat4.create();

function setMatrixUniforms() {

gl.uniformMatrix4fv(shaderProgram.pMatrixUniform, false, pMatrix);

gl.uniformMatrix4fv(shaderProgram.mvMatrixUniform, false, mvMatrix);

var triangleVertexPositionBuffer;

var squareVertexPositionBuffer;

function initBuffers() {

triangleVertexPositionBuffer = gl.createBuffer();



gl.bindBuffer(gl.ARRAY_BUFFER, triangleVertexPositionBuffer);
var vertices = [

0.0, 1.0, 0.0,

-1.0, -1.0, 0.0,

1.0, -1.0, 0.0
IH

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(vertices), gl.STATIC_DRAW);

triangleVertexPositionBuffer.itemSize = 3;

triangleVertexPositionBuffer.numItems

1]
w
.

squareVertexPositionBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, squareVertexPositionBuffer);
vertices = [

1.0, 1.0, 0.0,

1.0, -1.0, 0.0,
-1.0, -1.0, 0.0
1;

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(vertices), gl.STATIC_DRAW);

squareVertexPositionBuffer.itemSize = 3;

squareVertexPositionBuffer.numItems

1
IN
<.

function drawScene() {



gl.viewport(0, 0, gl.viewportWidth, gl.viewportHeight);

gl.clear(gl.COLOR_BUFFER_BIT | gl.DEPTH_BUFFER_BIT);

mat4.perspective(45, gl.viewportWidth / gl.viewportHeight, 0.1, 100.0, pMatrix);

mat4.identity(mvMatrix);

mat4.translate(mvMatrix, [-1.5, 0.0, -7.0]);

gl.bindBuffer(gl.ARRAY_BUFFER, triangleVertexPositionBuffer);

gl.vertexAttribPointer(shaderProgram.vertexPositionAttribute, triangleVertexPosi
tionBuffer.itemSize, gl.FLOAT, false, 0, 90);

setMatrixUniforms();

gl.drawArrays(gl.TRIANGLES, ©, triangleVertexPositionBuffer.numItems);

mat4.translate(mvMatrix, [3.0, 0.0, 0.0]);

gl.bindBuffer(gl.ARRAY_BUFFER, squareVertexPositionBuffer);

gl.vertexAttribPointer(shaderProgram.vertexPositionAttribute, squareVertexPositi

onBuffer.itemSize, gl.FLOAT, false, 0, 0);

setMatrixUniforms();

gl.drawArrays(gl.TRIANGLE_STRIP, ©, squareVertexPositionBuffer.numItems);

function webGLStart() {

var canvas = document.getElementById("lesson@l-canvas");

initGL(canvas);



initShaders();

initBuffers();

gl.clearColor(0.0, 0.0, 0.0, 1.9);

gl.enable(gl.DEPTH_TEST);

drawScene();
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<script type="text/javascript" src="three.js"></script>
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1.2.2 Hello, world!

ETR , BAEFEEIESR Threejs 7!

Bit , FEHTML BY <head> 289 , EEFBEIMNIBIE three.js o

<head>
<script type="text/javascript" src="js/three.js"></script>
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Canvas JT2 , B&LL Three.js F{RER. XFNER—MRREZKED , HEFNE
HTML g -

<body onload="init()">

<canvas id="mainCanvas" width="400px" height="300px" ></canvas>

</body>
£ JavaScript fXREHEN — init BREY , £ HTML INESEEHRAT

function init() {

Il ooc

—/NHEBIEY Three js BFEVERIEESRES (Renderer ) . %5 (Scene ) . BR{EN

(Camera) , PAR(RTEIZSRPEUZAIMIE. XEERISHERE/LETH—FREAT , XBEHK
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/55228 ( Renderer )

TEZERIEFN Canvas TTERHHTERE , WMNERZAIE HTML FFEMENT id I maincanvas HY

Canvas 752 , BB4 Renderer BJLUXHES :

var renderer = new THREE.WebGLRenderer({

canvas: document.getElementById( 'mainCanvas")

s

TIANSRABE Three.js 4k Canvas Jt& , £ HTML FFAEEEN Canvas Jt& | &

JavaScript (XIBHAILUXFE :



var renderer = new THREE.WebGLRenderer();
renderer.setSize(400, 300);

document.getElementsByTagName( 'body')[0].appendChild(renderer.domElement);

FEARRBIE —{TFRREE Canvas BUEE 400 53X, & 300 B3R, E=TE SHRSETMN

Canvas JTEAMINE! <body> H,

HATTLMERTHIRBEERE (BT EREEES ) RENES !

renderer.setClearColor(0x000000) ;

75 ( Scene )
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var scene = new THREE.Scene();

AE#E1/1 ( Camera )
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FAUITR , BEEMBXER



WV

74
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var camera = new THREE.PerspectiveCamera(45, 4 / 3, 1, 1000);
camera.position.set(9, 0, 5);

scene.add(camera);

BESEENRE  RENEFEERNESIERF.
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var cube = new THREE.Mesh(new THREE.CubeGeometry(1, 2, 3),

new THREE.MeshBasicMaterial({



color: Oxffeeeo
)
)s
scene.add(cube);
XA RS ZIEER , RAFRIERTREIEAATE MeshBasicMaterial 2114 , (B2
REFEILUENHX 22— |, JLARSRIREMARIENE. RRERET , —EEICEE

B FRIIKTT IR IR R R .

BAXEREN 1 NBRAEMANE ? XERRKESEMRLRRTH  HRUSHED
RETXK , BRMR , EME—TENZENMITRR , 1 ARSOHRBLFENX , M
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renderer.render(scene, camera);

i—. N

FeRAY

B2 XEERNVSEINTERY init BREYL:
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function init() {
// renderer

var renderer = new THREE.WebGLRenderer ({
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canvas: document.getElementById( 'mainCanvas")

3

renderer.setClearColor(0x000000); // black

// scene

var scene = new THREE.Scene();

// camera

var camera = new THREE.PerspectiveCamera(45, 4 / 3, 1, 1000);

camera.position.set(@, 0, 5);

scene.add(camera);

// a cube in the scene

var cube = new THREE.Mesh(new THREE.CubeGeometry(1, 2, 3),

new THREE.MeshBasicMaterial({

color: oxffoo00

)

)5

scene.add(cube);

// render

renderer.render(scene, camera);
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IcosahedronGeometry

LatheGeometry

OctahedronGeometry

ParametricGeometry

PlaneGeometry

PolyhedronGeometry

ShapeGeometry

SphereGeometry

TetrahedronGeometry

TextGeometry

TorusGeometry

TorusKnotGeometry

TubeGeometry

Extras / Helpers

ArrowHelper

AxisHelper

CameraHelper

DirectionallLightHelper

HemisphereLightHelper

PointLightHelper



SpotLightHelper

Extras / Objects

ImmediateRenderObject
LensFlare

MorphBlendMesh

Extras / Renderers / Plugins

DepthPassPlugin
LensFlarePlugin
ShadowMapPlugin

SpritePlugin

Extras / Shaders

ShaderFlares

ShaderSprite

HAIEE | Threejs NRERTDFER , —HIEELEPEEELEME. FHIGM Three js 12

FERIIINEEETE | HAAZRAI] Three s,



ERTROELT , HIIMGSFTFANRREN. JUTAAR, MR WIERSENIRAR
RIENAERE. WS IMNKRFINRE | &5, WTEEROEE | BN

BEGR  BTESKNERESR.

F2F FEE

AEBNBEENAIRES | LURAEIEER Three js IREMEMNISE, WTEERZERE

TSRS |, AILAERRIE 237024 75,

2.1 o EREE

TARRREN ? X NTRIAFAERT , FARBRAIES. HRER !
A2 | EEF P RRETAIELSF AR,

FAIMER Three js BZAZRE=4HRY , MEBEFRER NERFE MY, BBA=HENDSR
MR RRE R L ? FRIBENMEXE— MR | EEN T ZHTRE " HF=

AU , FRRRABA XA — AR | ATLAERA BRI —IR5/ 5.

MR TRIARE |, BN o AIEIRS RET SERFRRENL. H(IFENE
CHIEFEEGENREN. XREDIRMA  URREEAER , FWEETTHE

M.

\

2.2 1EASIZEY vs IBIIG S

N\

AS

BRI FRRBBIERIR S, SEMIREIRBNRIX B, (RS AREIIRIGHIE

RRUARERLHFRERIRE ATV RIRER (A TESE() ) ; MERERKR


http://www.ituring.com.cn/article/48665
http://www.ituring.com.cn/article/48667
http://www.ituring.com.cn/article/48954

F/ARTETERGRVERIEI EZ T UIFR EZIDHEAERIR | T E=4H=ER

TR | IRERI SRRt —ER TR (A TFEFRI®b) ) .

(a) (b)

@ ZHRE , (0)[EXIRFE
B4, (FRREFBRIEAIR T B EMIRFAIRREN L ?

—RRR , ITHE. EERREERERIERRS, , XEAREREMESEERLLS) ;
MY TERASHNA | BRERENRY  RAXERIARINMENR. 572, BiE

MENEREFRENELD  ARIUEENBRASE | S — 3R EERRRE.

2.3 IEAXI@soREtEN

*¥b/\47]
72‘&&) I él:l
TESTHRE/RBHEH, ( Orthographic Camera ) IS BASSRIENET , CHMISTEE |

THREE.OrthographicCamera(left, right, top, bottom, near, far)


http://www.ituring.com.cn/article/48955

XA SH S BIRERIEARERETRESIRZ BN ERVE | X EER— M
R BARREDDRSRE ( Frusum ) . RBENSEAE ( FTEIFRIXEERSD ) B¥iE7

ARERERS L, MRS B AR,

top near

i

bottom JHEEEN IR Ay
left right
[+HEERE

NTIRIFIRAETAIEEEG , TFERIE (right - left) 5 (top - bottom) HILLHIS Canvas

BESSERIH—EL.


http://www.ituring.com.cn/download/01YiZI4zr57Q.big

near 5 far ERRIEFIRENNEECREFEINVE  MRENANZIBERIERTT R
K, B MERNIZIIAIEE. AT RIEBZR PR R 2R A KIEE KT RE
g, —hR near RIEIRESBR/N, far HERESBERKX , BIMENGR TR ES

RTE.

SCA5hi AR

TE  BAIEE— BRI R R ER R AR AT AR E.

f5l 2.3.1

HERRE
BRI

var camera = new THREE.OrthographicCamera(-2, 2, 1.5, -1.5, 1, 10);
camera.position.set(9, 0, 5);

scene.add(camera);

FERRLEE— MK 1 BIESIR , ATHIENRERERILE | XEBHAWER wireframe
MAZSE ORI | LMEERIESET5H%A |
var cube = new THREE.Mesh(new THREE.CubeGeometry(1, 1, 1),

new THREE.MeshBasicMaterial({

color: 0xff0000,

wireframe: true

)


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter2/2.3.1.html

DS

scene.add(cube);

BERTERE -

HANBRERKFEHERE—NEST , FENASHETEEST  XEMEIERRS

SEMREAIX BT,

KEELLH

XE , IRy Canvas TRER 4e0px , BERE 300px , BIENIKELMIEE 4 , EEHAM
IEE 3, FAKEICAFRFAZE. ATIRIEIKEIGITCRTEIER | B B RRENIKES

RRIEERRVINA 2

var camera = new THREE.OrthographicCamera(-1, 1, 1.5, -1.5, 1, 190);

BEINEREKFHEFART



REMETN &

BT, BAPRERRBENMEXNERGERIIIE. EZRIRGITFH  BIGHRETIRE
£ (o, 0, 5) V& , MEATHREVIEARER z 3RS EMRER |, FrLABEERER AR

IE751R, BE  INRFANSHRAENRERE 1 DB

var camera = new THREE.OrthographicCamera(-2, 2, 1.5, -1.5, 1, 10);

camera.position.set(1, @, 5);

BRI EMRE XA T ¢



FAE—TRNE | XEAEER, SUFHHRAEGW T | BRI SER TR T,

B4, IEATISS/RBHENEIRERT , EREERIE left F right EERER ? NRAFL ,
BBASFEHAZERR ? TE |, BAVSEARNSE (-2, 2, 1.5, -1.5, 1, 10) B (-1,
3, 1.5, -1.5, 1, 10) , B, BUIEKNEEEEES :

var camera = new THREE.OrthographicCamera(-1, 3, 1.5, -1.5, 1, 10);

camera.position.set(9, 0, 5);

BREINERE



MORNERECEAI , XREZRIRGRIRREISEIREERESF .

BRI AEEHR

BIIEALE |, BAIERRRENERRID 2 MRS EMERR , EHERRIESE—NIESF. W
£, FHMVESH—MIEXNESR. HNEEFSRERENIVE  NBHIREE

(4, -3, 5) & :

camera.position.set(4, -3, 5);

(EEIERRBIG z 3R RMERRY , BEUERAZIESK , RER—RE. FH(TTLIE

J lookat REGEECERRRIM

camera.lookAt(new THREE.Vector3(@, @, 0));

XEEFA IRBEIS (R IE TSR



ANE—EEFE | lookAt FREUZEZHIE— THREE.Vector3 BYSLHI , RILtTFHBISHL
camera.lookAt(e, 0, @) , HNIAHMERELERIRBHIHNR , MEASIKREE | HIREHEKR

[ERRRTE.

WE , REMREREIEXRENT | BEACEHEREKRAEE , (BRIIADE. REFH

= ALUARRIN AREREEA DR !

EAAL S BRAEN ( Perspective Camera ) RINISERELE :

THREE.PerspectiveCamera(fov, aspect, near, far)


http://www.ituring.com.cn/article/49446
http://www.ituring.com.cn/article/vote/49446
http://www.ituring.com.cn/article/vote/49446?isFave=True

IHA B —SKEMRARET IR R ER TR LS4,

i ;
K width >
4

fov

&—— near —|

(3 far

h'4

JRIBLO

ENE EMES)
HEERE

EMET , KEATERD RS BRIBEHRIERIMIRATERNXE. fov EUSKERT

[ LRYSKA ( 2AESIMAENES ) |, RER.

aspect FF width / height , REREIVKFSEMEESFHKERLUE , BFEIRA

Canvas AYTEZAEL,

near 1 far DHIZRRIENEMSNREL, RoiEE | WAEE , B far NXTF

near

SCA5i R

TE , O RERRGFFIREFIRFRE.

he


http://www.ituring.com.cn/download/01YYrMaASOzm.big

HERRE
Bl 2.4.1

BB BEISE/EBIEN] , X Canvas < 400px , B& 300px , FTLA aspect i&79 400 / 300 :

var camera = new THREE.PerspectiveCamera(45, 400 / 300, 1, 10);
camera.position.set(@, 0, 5);

scene.add(camera);

Al 2.3.1 —F | IRE—MERRREAGIDIKS 1 RIIETTIK

// a cube in the scene
var cube = new THREE.Mesh(new THREE.CubeGeometry(1, 1, 1),
new THREE.MeshBasicMaterial({
color: Oxffe000,
wireframe: true
})
)s

scene.add(cube);

BEINERE


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter2/2.4.1.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter2/2.3.1.html

XIELB 2.3.1 IESZRIRER | BRI LIERIEERY 12 598 , MEBIEAKT/ NIZER |
Xt RSIERRFAIXE.
EHIKA

BT, BARET fov RIBEESEISERAIFNE., FANSIFEHD 45 BN 60 |, £

RERIRER



https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter2/2.3.1.html

AT AETHEREENTIE ? FlIINTERNRESRE | EAAETSRRISERRA/NFARE
T, BERRENNEEKRKEREBEARN , IRATXT , BMESAESTEMIR

REIA/NRZNT |, BERRIESMEERNT .

/™

IR W& fov HARSREEEELHIRIZEN , THEE aspect NSHEREELLA, X

—RREM 2375, LA BESIHA.

3.1 EXRJAIRR

@0&_@

M TR

ERX—TREIZFIIIIR ( CubeGeometry ) , (BEESLR KGR , BHMEKESTLL

REANFERYE. EMIERER


http://www.ituring.com.cn/article/50172
http://www.ituring.com.cn/article/vote/50172
http://www.ituring.com.cn/article/vote/50172?isFave=True

THREE.CubeGeometry(width, height, depth, widthSegments, heightSegments, depthSegment
s)

X8, width X FELAHKE | height 2y IRALANKE ; depth 2z 73R ERIK
B | BENSHOIRE=ATSR LRI EREL, 20 widthsegments 9 3 BIE , AR X T
[ LKFER A=, —RERTABESRINE  ILUARRER=NESH  FB=128H

B 1. BRI | TR,
K

BUEENZ S IREREIEE |, 40 : new THREE.CubeGeometry(1, 2, 3); AJLABIEE— x IEHKE

i
il

K1, yAEKER 2 , z AEKER 3 BSIAK,

AT EFHRMSECIR |, BAIEDRFAREN 1 B4, & BERDBIFRTX Y. 2

=N FEREVMR , FAAINERZE (BRITEE NS 4BERESE ) FRE

PUARIROAUERIRR | [ TGms | RRE/VIHOERRIMUE.



MTEIRE TOER new THREE.CubeGeometry(1l, 2, 3, 2, 2, 3) /5, EUT :

ERXN DR AN EH TR  MARMSREWARD R |, BIESIRRIRER

ARy, RENMUIER DR,

é;i

XERYFME ( PlaneGeometry ) HIEL2—/MKAH , MAREFEN ERBEX/NFE. H

MINERREDS

THREE.PlaneGeometry(width, height, widthSegments, heightSegments)

Hep, width X SRALAHKE | height By DR ENKE ;| GRIMSHEFEERTRD

EQD



new THREE.PlaneGeometry(2, 4); BUFEAYSEEE x 3F0 y 3FFEFEA , R :

SNERFBECIEAITFEE x 470 z 3HFFERSFEA |, ATLABITYMARIbESESCIL , BURRIH

TRISTE 5.2 BIENE,

BRI

Bk ( SphereGeometry ) BUFEIEERENE ¢

THREE. SphereGeometry(radius, segmentsWidth, segmentsHeight, phiStart, phiLength, the
taStart, thetalLength)

Hrh | radius 2312 ; segmentswidth "RLELFROTIESEL ; segmentsHeight R"FE
FBWIREL; phistart TREEFIARIINE ; philength FRZEBIHENE ;

thetastart FRZEETFHIARYINE ; thetalength FRRGHEBITHNE.,

TER



B, FAIKIBMET segmentswidth F[1 segmentsHeight , {3 var sphere = new
THREE. SphereGeometry(3, 8, 6) AJLABSE— 1293, BREXIDAL 8 10 , HEXITH 6

{DRIBKIR , Q0 TFEFR.

segmentsWidth: 8

segmentsHeight: 6

segmentswidth FASTEEWIIM 7L , T segmentsHeight BETEHERIIMN T ILE.
RAEEFREISEIG | FHREHZAIRS |, HEERR RS ML TUERAY. 33Tk

RS | SXWMERARIRR , FZRRIZ B LU ESRIET .

new THREE.SphereGeometry(3, 8, 6) E'\J&‘"ﬂ% :



new THREE.SphereGeometry(3, 18, 12) HIR :

ZEINE

hew THREE.SphereGeometry(3, 8, 6, Math.PI / 6, Math.PI / 3) FR/ECUIALREJT Math.PI

/ 6 , ZREEEAN Math.P1 / 3, RUTF :



EETIENR , IXE segmentswidth 8 BHREXSTTEREM Math.PI / 6 1L Math.PI
/ 3 BIXIHEAXID S 8 3, MAREBNKANEELDK 8 REBAMELSETER

RYERT

HENE

BRTEREZS , SETLAREIRMR, new THREE.SphereGeometry(3, 8, 6, 8, Math.PI *

2, Math.PI / 6, Math.PI / 3) BIKESEEM Math.PI / 6 IE1T Math.PI / 3. R

T



A IERE—EEEEE SRR 7R EMEERMIF © new THREE.SphereGeometry(3,

8, 6, Math.PI / 2, Math.PI, Math.PI / 6, Math.PI / 2) HUSERS :

/,
7

I
\

[BIfZ ( CircleGeometry ) BILABURRIFZEE BB, | EIERERE



THREE.CircleGeometry(radius, segments, thetaStart, thetalLength)

XOANSEERRIKAPN BT , XBEABREA , BERENMIF. new
THREE.CircleGeometry(3, 18, Math.PI / 3, Math.PI / 3 * 4) BJLAGUE—ME x HF0 y 4

FMEFEN=52 — RN

PR

pai]

RItE{A ( CylinderGeometry ) BUMAIERRELE :

THREE.CylinderGeometry(radiusTop, radiusBottom, height, radiusSegments, heightSegmen
ts, openEnded)

Hrp |, radiusTop 5 radiusBottom 3B 2IREFIEEAVFAR , HILLATXD , HXFWNSEL
REANEER , LhREEBIE—TMEES ; height EEIFANSE ;
radiusSegments '—5 heightSegments EJ%I;BHZ{ZIKEF'EI’\J%EQ, openEnded %'E—ﬁ\?ﬁfj_ﬂﬁ , ?E

e BINERE , tREEN false , RVETREAEE.



PRI

new THREE.CylinderGeometry(2, 2, 4, 18, 3) SIE— 1 TNESEEEXRREN 2 , BEA

4 ROBEIFEAR | R0 ¢

BIEEHERIEN 3 8lE—ES : new THREE.CylinderGeometry(2, 3, 4, 18, 3) , FUR

W



new THREE.CylinderGeometry(2, 3, 4, 18, 3, true) FEIE—NZEBEMESEANES ,

7GR El e
R -

.
X

E—_HEK

1

S

J\ER

L

[F PUE{R.




1IEPYE{A ( TetrahedronGeometry ) . IE/\E{A ( OctahedronGeometry ) . IE_+E{K
( IcosahedronGeometry ) BIMIEEREER S , 2B -
THREE. TetrahedronGeometry(radius, detail)

THREE.OctahedronGeometry(radius, detail)

THREE.IcosahedronGeometry(radius, detail)

HA, radius 2¥2; detail 2MTER ( Level of Detail ) BIEEL , XTFKEFEIR
B, AJLEHIERAELYE , B IR EEZHBEMIRE , MEEYRESTRY , B7~m|

FEE/ORERSRRY, XBRAIART detail SIEEFT , —RALIHXMERE.

new THREE.TetrahedronGeometry(3) @U@_/I\E'fléjﬂ 3 E"JIEIEEMK .

new THREE.OctahedronGeometry(3) BIE—ERZRA 3 BYIE/\EK -



new THREE.IcosahedronGeometry(3) BIE— RS 3 WEZTEA :

0
X
i)

[E3AE ( TorusGeometry ) B 2EHEHEIRIAAIK | EAEREZ

THREE. TorusGeometry(radius, tube, radialSegments, tubularSegments, arc)



Hrh | radius 2EHER ; tube EEBEHIR ; radialSegments 5 tubularSegments 93

BEMNDEREL  FREE ; arc SEAEAENE , BB/ Math.PI * 2,

new THREE.TorusGeometry(3, 1, 4, 8) BIE—/MEFERIEIAME :

new THREE.TorusGeometry(3, 1, 12, 18) BIE— MR ABMEROEINGT :



BB EIEAE

Math.PI / 3 * 2) Gl

new THREE.TorusGeometry(3, 1, 4, 8,




SNERIREIAEREHERE | ABABPALS ( TorusKnotGeometry ) Hi2$] 7 45HIEHEHE , HAGE
S50

THREE. TorusKnotGeometry(radius, tube, radialSegments, tubularSegments, p, q, heightS

cale)

BRI SEERMAEFELREMNE | p M1 o 2EHERIRIZE, —RILIERE |, 1

REZTFH T | BEIEREAVEXRANR ; heightscale ZFE z #H75A_EAIAERL.

new THREE.TorusKnotGeometry(2, 0.5, 32, 8) HIER :

NNGEEREESH 3.1.1

3.2 R

SRR ( TextGeometry ) BJLAFASRE!#E =4R9S AKX,


http://en.wikipedia.org/wiki/Torus_knot
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter3/3.1.1.html
http://www.ituring.com.cn/article/50476
http://www.ituring.com.cn/article/vote/50476
http://www.ituring.com.cn/article/vote/50476?isFave=True

TEUER

FERNERAREE FEF05 | FEWMNI=REE , RTLATE http://typeface.neocracy.org/ FE, X

B, B helvetiker R, BEHSCIE http://typeface.neocracy.org/fonts.html TEXTR

HEGRE | #RIEETRE helvetiker_regular.typeface.js XHBIERNBERT , Rt

HTML 345 | s

<script type="text/javascript" src="helvetiker_regular.typeface.js"></script>

W

e

BN FRRRITEAZ BN BREST VTR ZRME , BHEREE

THREE.TextGeometry(text, parameters)

Hrep |, text @XFFRFE , parameters BLATSEERMAINIS :

o size ! FEXN, —RAXEFENEE

e height : XFHEE

o curveSegments : JNZTEREN , (EIENFRIMLENEE

o font : FK, BAIAR 'helvetiker' , EEXINI5|FAIFIRSHF
e weight :{EJJ 'normal' BY 'bold' , ‘EEINHE

e style :{EA 'normal' BY 'italics' , ‘IEGRHA

o beveltnabled : fo/RE , REEMER , BAELELF]


http://typeface.neocracy.org/
http://typeface.neocracy.org/fonts.html

° bevelThickness . 1§H%J§F§“

° bevelSize Eﬂﬁﬁg

SEhlhsRe

1321

BIEE—N=H#EXF : new THREE.TextGeometry('Hello', {size: 1, height: 1}) , HZE

SN

B A R R BEIA R IXAFAIRICR


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter3/3.2.1.html

3.3 HENXZA

XITF Three js iIRBIREAIIR | TLURMBRENXAARFKLIE.

RTFEEMARFTEFHEEES N IAME | UIRINRIEEBER , MRZIARIFESR
EFRITTEERSILRA., EXMER T, BIIE 3ds Max Z SRRV R 4P ElER

B, SR Threejs SAZIZRF , XFREERUIE.

BENFARERRE Geometry 25 , B2EAIUI CubeGeometry, SphereGeometry £ (a7~

KR9SS | HIERER

THREE . Geometry ()

f5133.1


http://www.ituring.com.cn/article/50499
http://www.ituring.com.cn/article/vote/50499
http://www.ituring.com.cn/article/vote/50499?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter3/3.3.1.html

HAACIE—MEETG] , B, IRUE—NTUTRAR | RERETRRAELRIT

=)

/] VIR LRTTAR

var geometry = new THREE.Geometry();

/] WETRAE

// T 4 THR

geometry.vertices.push(new THREE.Vector3(-1, 2, -1));
geometry.vertices.push(new THREE.Vector3(1, 2, -1));
geometry.vertices.push(new THREE.Vector3(1, 2, 1));
geometry.vertices.push(new THREE.Vector3(-1, 2, 1));
[/ TEHES 4 Th R

geometry.vertices.push(new THREE.Vector3(-2, 0, -2));
geometry.vertices.push(new THREE.Vector3(2, 0, -2));
geometry.vertices.push(new THREE.Vector3(2, 0, 2));

geometry.vertices.push(new THREE.Vector3(-2, 0, 2));

/] BET R EREE L

// ToiiH

geometry.faces.push(new THREE.Face4(e, 1, 2, 3));
// JEIf

geometry.faces.push(new THREE.Face4(4, 5, 6, 7));

// P

=1

VANN

.

JEZES



geometry.faces.push(new THREE.Face4(0, 1, 5, 4));
geometry.faces.push(new THREE.Face4 (1, 2, 6, 5));
geometry.faces.push(new THREE.Face4(2, 3, 7, 6));

geometry.faces.push(new THREE.Face4(3, 0, 4, 7));

BERZE -

FTETEMIR , new THREE.Vector3(-1, 2, -1) BIE—MKE , fEATRENEEINZ

geometry.vertices %ﬂléﬂ':f:'o

MIFH new THREE.Face4(o, 1, 2, 3) BIE—NUNRRAMNEF | IBI0Z!
geometry.faces A, PSSO BRI NTRIE geometry.vertices FRIFS. R

FEREA=NMRRENNE R | FTLASLEAER THREE. Face3 ,

BA4E MR

220 us


http://www.ituring.com.cn/article/51313
http://www.ituring.com.cn/article/vote/51313
http://www.ituring.com.cn/article/vote/51313?isFave=True

R ( Material ) IR TFHARTRERZIMIS ERSFEXNEN. BIIREMRALA

BEMIARIERE. SOENGE. SERRDE,

EFEBNREAMR. WHETIRERRIMER |, LURERZEREFEIMR. BRI,

KERBNRNAEREGIENME.

4.1 EAMIR

SEFEAME ( BasicMaterial ) AU¥MA |, EREVRIIEIEIREZZRIEE , As
HFEREF4REE. BER. IRIRBIEEMRAE , NEEEMETN. EXEREL
=

THREE .MeshLambertMaterial (opt)

Heh, opt AILIRE , ENEESREMAIE. WFE—NERERN 0.75 RS

il 4.1.1

new THREE.MeshBasicMaterial({
color: Oxffffoo,
opacity: 0.75

s

BENABT—NESK (FE2H3175) [ RN


http://www.ituring.com.cn/article/51315
http://www.ituring.com.cn/article/vote/51315
http://www.ituring.com.cn/article/vote/51315?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.1.1.html

BT, FINBILMNRAERNREL.

° visible : ,—@ﬁﬂm , Ej(i}\jf] true

o side : BRMEAIEEEERE , BAIEE THREE.FrontSide , FIRENRE
THREE.BackSide , BYXY[E THREE.DoubleSide

° wireframe . %ﬁ;ﬁ;ﬁéﬁﬁ'ﬁﬂlfﬁ , EkiAjj false

e color :+75H RGB ENf: , AN @FKRT)T oxfroeee

o map : {EASEENE , FR 45T

MTFTEAHER , AESESESETRIER | ERZREMWIAMERE BB AR
R, IR, XTEREGELR, Bt , BRI IBNBENESTRDERREE © Lambert

YERBHERY Kz Phong YeEBHEEY,

4.2 Lambert $4J&

220 us


http://www.ituring.com.cn/article/51526
http://www.ituring.com.cn/article/vote/51526
http://www.ituring.com.cn/article/vote/51526?isFave=True

Lambert 4% ( MeshLambertMaterial ) 255 Lambert YeREAERIAIR4 R, Lambert YERERERY
NEERFREREEERFMAETRRIRIIHR  AMdTERE. RFrEHEEREK

SIURAIMAAIERN |, 33T EAAT S WIARTE IR E ZERRY.

HRERAT

Idiffuse = Kd * Id * cos(theta)

Hrp, 1diffuse BIERFIIEGE , kd 2PRRERNERSIEME , 1d 768 , theta 2%

RINGSFEIE .

PR XITHER Three.js BY Lambert #45T , AFE 7 A EATUHATLAEIZER. elg—

ANEBAY Lambert M ERIAER ¢

il 4.2.1

new THREE.MeshLambertMaterial({

color: oxffffoe

}

EERTRZE (BRTZ2NRE 8T ) | BEIXAFAIR :


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.2.1.html

color RRFIMBIEET HIREIREN  BREERARKREMEACHNEN. MRtz

A, IEXBTLAR ambient # emissive 1EHIRARAVERE.

ambient FTTXIMMEIHIRGIRES) , RBEZIRET Anvientlight 5 , IX(EARBHAT

M EIME IR ST RE N SRS G RIBTRG 1S 2N SRR A .

emissive EMEAIBAICEE , JLARRERIDECRAIAE. SRMRERIBRIBR

new THREE.MeshLambertMaterial({
emissive: Oxff0000

}

RS



ANERERMERLI BB RIS EBAIBENHT :

new THREE.MeshLambertMaterial({
color: oxffffoo,

emissive: Oxff0000

}

RS -




ANERISRIRRIMRAT IR | BRFEAGRZIIAIETE ?

4.3 Phong &

Phong #4J& ( MeshPhongMaterial ) 255 Phong YeREARELAYM R, F1 Lambert AEINZE |

Phong IRELE[E 7 REIRSIHIAR . Bt TEE. RENRRINES.

EREIERDHN Lambert YERRIEELZEREIRY | SREIRSIERDHURELS
Ispecular = Ks * Is * (cos(alpha)) ~ n

Hep, Ispecular BHRERGIAIGE , ks RMERERERITRE , 15 IFRE

alpha BREIEMNELRIFKA , n BEIGEE , MANZICEHEE/.,

AT EREERDS Lambert RELZ—ERY , ELt , IRANMEERERFEE , MAREES

k59, HRERS Lambert 2EREAY :


http://www.ituring.com.cn/article/51807
http://www.ituring.com.cn/article/vote/51807
http://www.ituring.com.cn/article/vote/51807?isFave=True

5l 4.3.1

new THREE.MeshPhongMaterial({

color: oxffffoe

1)

B , ATLASRE emissive F ambient {6 , XEAEIE. THEH specular BIEER
ENRFEEFRA, 8% RORERRERS  BERNLE , MAT— KK
var material = new THREE.MeshPhongMaterial({

specular: oxf{0000

s

var sphere = new THREE.Mesh(new THREE.SphereGeometry(3, 20, 8), material);

RS


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.3.1.html

BILUBIE shininess BEHIYERBIEEIHRAY n (B , 2 shininess {EHCKAT , SYEA0EHE
s, BOMEA 30, BHAVEHEIRES 1000 B :
new THREE.MeshPhongMaterial({

specular: oxff0000,

shininess: 1000

1)

RS -



(EFRESRES , TERIEETE

material = new THREE.MeshPhongMaterial({
color: 0xff0000,
specular: oxffffoo0,

shininess: 100

s




BEKREFREGNRIK TR ?

4.4 KB

@O e
EAM RIS RIS RENEZOENSE , BIMESTEHREHE.

EAMRINKERESR , EEFRRETISH

new THREE.MeshNormalMaterial()

MRS SRENSIZANBERX | TEHIRSEREINE , WERMEER

AL

5l 4.4.1

camera.position.set(5, 25, 25); E’\J?‘f{% :



http://www.ituring.com.cn/article/51809
http://www.ituring.com.cn/article/vote/51809
http://www.ituring.com.cn/article/vote/51809?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.4.1html

camera.position.set(25, 25, 25); EI’\J%Z%

HAMEBRZEFN="HE , EEETURNBEARR , YMANREHART. Eit, £

AR , ERNEMIIARYARE | (EREEMRHIRERL.

4.5 MRAYSEEN,

Iz, FAVERIMERERER—ZNER , Bz , FAFLEEREGIE MR, X
IR, MMBESNEGIEASEENE |, FRIIEMENAT RS, TE , BAINBEFRIN

;£°

EAoRER M R

FIRTI1K

d



http://www.ituring.com.cn/article/53358
http://www.ituring.com.cn/article/vote/53358
http://www.ituring.com.cn/article/vote/53358?isFave=True

5l 4.5.1

BT, BANEE—IKIKEYN 128 GENER -

BESALGES

var texture = THREE.ImageUtils.loadTexture('../img/@.png"');

g BMEA map BHIREAN texture :

var material = new THREE.MeshLambertMaterial({

map: texture

1)

XEEHTER T RE R NATHERIERLR. BRETINER(NIERERE , BERH
BT IR, MESASGEZHE] , EEZFMTXRER , AIERINARZE—RE. FrlL,

MRKBEELRY (BET—ENR)  WFEEETASASERNLRE | EfetE

var texture = THREE.ImageUtils.loadTexture('../img/0.png', {}, function() {
renderer.render(scene, camera);

1

var material = new THREE.MeshLambertMaterial({

map: texture


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.5.1.html

s

WIE | HEEEEIXFIIER T

R, WRBENATIE , BB NIXES

LY

/\

IK

I

FIRTI1K

d



5l 4.5.2

BiHE , BMNFERSERNNESMEEEEAR. B, BAEESE T/ SKEaesR

REHR  DAISTHF 055, Afs , DRISABGEIANSEE | FHRER MRS

var materials = [];
for (var 1 =0; i < 6; ++i) {
materials.push(new THREE.MeshBasicMaterial({
map: THREE.ImageUtils.loadTexture('../img/' + i + '.png',
{}, function() {
renderer.render(scene, camera);
1

overdraw: true

)

var cube = new THREE.Mesh(new THREE.CubeGeometry(5, 5, 5),
new THREE.MeshFaceMaterial(materials));

scene.add(cube);

RS


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.5.2.html

WE | I EEHEENER

HNGERCER— I Fe. ERZBSERKEES

f5 4.5.3

var texture = THREE.ImageUtils.loadTexture('../img/chess.png', {}, function() {
renderer.render(scene, camera);

1)


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter4/4.5.3.html

BERZE -

A2, HERE 818 8 Y\ 64 MNINTIEEM , BRNIZEATIVE ?

Bt HIFEEEEESNAPANTIE ( weaps F1 wrapt ) HES :

texture.wrapS = texture.wrapT = THREE.RepeatWrapping;

Rie  REMNAELEES 4X , BTHNNEGAKRES 21725, FrLIES 4 /X80

798178%1:

texture.repeat.set(4, 4);

REEHASEI THER



EFITIUIRARIIMRZ f5 . BAIBBEERME I IREIEYMA T . &ERI—FMIARE
955 (Mesh) , MISZHINR. W, ESFHEMAWIAKR ; BOYIAEIELZER (Line) . B8
(Bone) . RIFEHRHSE ( ParticleSystem ) . SIRYMAFEIEE/UIAARMMER , EF , JL

ERARRE T AN ESES | MRRE TYANERE. SUEEHER.
RERGNBOIER BRI « WNE , AENBIEHESIIRNENL.

5.1 BIEKIS



http://www.ituring.com.cn/article/52556
http://www.ituring.com.cn/article/52556
http://www.ituring.com.cn/article/52525
http://www.ituring.com.cn/article/vote/52525
http://www.ituring.com.cn/article/vote/52525?isFave=True
http://www.ituring.com.cn/article/52556
http://www.ituring.com.cn/article/vote/52556
http://www.ituring.com.cn/article/vote/52556?isFave=True

LM, NI TOEIRIVATRREM R , mWsaIelEIEERER , REE/UY
FOREMRIENEIIERE. &ERIIAEMTE (Mesh) , ERREER. &. B

AR, EFIERERE

Mesh(geometry, material)

TE , RATEE— N ERRIGT T R RIEERE

5.1

var material = new THREE.MeshLambertMaterial({
color: Oxffffoo

3

var geometry = new THREE.CubeGeometry(1, 2, 3);

var mesh = new THREE.Mesh(geometry, material);

scene.add(mesh);

WNER material F geometry ZEASERINE , BAILASHE—RERN :

var mesh = new THREE.Mesh(new THREE.CubeGeometry(1, 2, 3),
new THREE.MeshLambertMaterial({
color: oxffffeo
}
)

scene.add(mesh);

AINERRS | 1BEIRTRER S ¢


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter5/5.1.1.html

WNRAIEE material , WEIRESBENIDBL—FY wireframe /3 true BIMER , BIRRIFTTR

HEHIERERAER , —MATREIBRE

5.2 12U

220 us


http://www.ituring.com.cn/article/53206
http://www.ituring.com.cn/article/vote/53206
http://www.ituring.com.cn/article/vote/53206?isFave=True

%154

PR EMIEREPIEEM R |, EMSHREIRE | Xt R TIE

il 5.2.1

var material = new THREE.MeshLambertMaterial({
color: oxffffoo

1

var geometry = new THREE.CubeGeometry(1l, 2, 3);

var mesh = new THREE.Mesh(geometry, material);

scene.add(mesh);

mesh.material = new THREE.MeshLambertMaterial({

color: 0xff0000

s

REETHHBRLE


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter5/5.2.1.html

&, 488, hess

NE. 4. IEERYA=A"EREMN. BT THrRee.Mesh EAHE THREE.Object3p , EIL
8 scale. rotation. position =B, BiJEBRE THREE.Vector3 3L , EIEX

HIBRI5:Z2HERER , XELEA.
f515.2.2

THREE.Vector3 B x. y. z =NEM , MRRZEBEF—NEM , NATLABLITEE !

mesh.position.z = 1;

MRFZENREZ BN JLMERUTREMGE

mesh.position.set(1.5, -0.5, 0);

=%


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter5/5.2.2.html

mesh.position = new THREE.Vector3(1.5, -0.5, 0);

TEHTINAIRIER scale , HEEXINAIBIER rotation , BAKITIZS LAHIER , 55I%

B X, Y. Z ZIHYERERIEES,
£ 6 & §HE

EARZREI , FFEEEERRFLLR , AN EURGER Three js HHTASRIEAYES

AN, ENE— Three js (FEBRIBIN—1E , FRUEIINEL (FPS) .

SSERVES

o)) RIE

AEXE , VS SEEEFRAIEIE (animation ) . IEUNENEHBIEE—R | SIERIAR
BABA7T ARG E R , EEIHRER , NT-EYEEsiRs. maF

Threejs BFM= , HERISERERBIESHHSIRELEELIN.

NTEHEEEYHERE , 5INTEFMEL FPS ( Frames Per Second ) B3 , EIEEE
BRHREL, FPS K , NIBNERGRESES , 24 FPS /NF 20 BY , —RRHiEERE B RS Z|

EERHRR.


http://www.ituring.com.cn/article/53315
http://www.ituring.com.cn/article/53322
http://www.ituring.com.cn/article/vote/53322
http://www.ituring.com.cn/article/vote/53322?isFave=True

BB FPS BARHAHYFIE ? HSLthoR. 2 FPS BIEA ( ELANiAR) 60 ) , BBy
ARBASREZRPRAIEMN , RMEMEMESEES TR ( LLINBERAIRAEEE

KT  EHERRFHEEREREERESES ) . B, EFE—MEPRI FPS BT,

NTSC #rERIEERN FPS & 30 , PAL FERIEBAR FPS 2 25 , BBSZRY FPS #EE/d 24, XS F

Three.js SHEMS , —H& FPS 7£ 30 & 60 Z [AIEB20TEXHY,

setinterval /5%

SNERERERFERT FPS ( EATERN |, BIEERXMTE | JavaScript th ABERUFITENS

et ) |, BJLAEA JavaScript DOM EMRYFIE ¢

setInterval(func, msec)

Hreh, func 28T msec EHITHOREL , WNERE func BN NELEERIREL , FELsE
ENERER, setinterval RFUREI— id , MRFEEFILFELL |, TE(FH

clearInterval J3i% , FMENIZ id , BERRYMEES -

i 6.1.1

B, £ init REPENE 20 EHIT draw BREEY setinterval |, IREIEICRES
[BEE id & :

id = setInterval(draw, 20);


http://ejohn.org/blog/how-javascript-timers-work/
http://ejohn.org/blog/how-javascript-timers-work/
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter6/6.1.1.html

£ draw REF , BATETRIREEEMPRIZN (555 |, REWERZERERY , BIEES
BER , RRTSEHERR ) | XEH(NNDZRPEUKTSARSE y i), A5, T

p=EZA

~

function draw() {
mesh.rotation.y = (mesh.rotation.y + 0.01) % (Math.PI * 2);

renderer.render(scene, camera);

X, 8 20 EUMESEA—IX draw REL, BEERIGARINER(E  ARHTESR. &%

SEIRTERFE FPS A se RN,

HAVE HTML iRI—NZE |, = TNEELEEE

<button id="stopBtn" onclick="stop()">Stop</button>

XIMAY stop ERELA :

function stop() {
if (id !== null) {
clearInterval(id);

id = null;

requestAnimationFrame J3,%



KEZEHMHE , BINHAEESAES , IXBHERFIES F requestAnimationFrame J53%

7. EEFNRERRESERRRERIEERE  BEAEAE] 60FPS,

5l 6.1.2

requestAnimationFrame |§_M‘$ﬁ5(§]’ﬂﬁ’\] cancelAnimationFrame ER,EZ_:}J@ .
function stop() {
if (id !== null) {
cancelAnimationFrame(id);

id = null;

ﬂ:l setInterval Z:E_]E'\J% , EE:_F requestAnimationFrame ,D\"L%;k—fpﬁiﬁﬁ , ltt , B%TZ:I_:
init A’kSZ':F' %lﬂﬁﬁ T%&Hﬂﬁﬁﬂ’]»éﬂzqﬂ gﬁ}f{ﬂﬁﬁ requestAnimationFrame :
function draw() {

mesh.rotation.y = (mesh.rotation.y + 0.01) % (Math.PI * 2);

renderer.render(scene, camera);

id = requestAnimationFrame(draw);

B9 requestAnimationFrame RAFR” , AM—LEBRINEREANERKRENET :
mozRequestAnimationFrame . webkitRequestAnimationFrame . msRequestAnimationFrame ,
N T XN EE , FIIERFEREAZE , SHEEENT requestAnimationFrame

LAR: EiReRE -


https://developer.mozilla.org/en-US/docs/Web/API/window.requestAnimationFrame
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter6/6.1.2.html

var requestAnimationFrame = window.requestAnimationFrame
| | window.mozRequestAnimationFrame
| | window.webkitRequestAnimationFrame
| | window.msRequestAnimationFrame;

window.requestAnimationFrame = requestAnimationFrame;

LGS

setInterval J3;A5 requestAnimationFrame JTiARIXBIR AR, —AH , &AENE
BIFEIIE setInterval BILAFEENZTE FPS , M requestAnimationFrame NISEZNEE
FPS ; (B53—75MH , BIER setInterval tARRERIHZIRIGTERY FPS HUUT , FENILERRALE
ZICH , RAUBEETREE. HNESRAARENKENARRERIEY , requestAnimationFrame
RAPNIRLIRISTRERIE , EARE RHIHRERRMNEEARIEE , M

setInterval SEMFENMEFISE T , (BB —MEPSLEHIHK ;

RS2, requestAnimationFrame 1&FFXIFHIEEHBUBRIINE ({BENENZIEENN
82Z%) , M setinterval NA7ERIFEFNZEAETSEGDRIVE R MEHEINEERY

ZiE ( THEETHIERE ) .

6.2 {$HF8 stat.js 183 FPS

stat.js && Three.js B9YE& Mr. Doob B3 —NMEFIRY JavaScript B, RZ1EIR T |, FAIHEA

IESERTRY FPS (52, NMEIFHEETNANERIER, XAHE | statjs HIEEIRM—MRIFAIHES


http://www.ituring.com.cn/article/53353
http://www.ituring.com.cn/article/vote/53353
http://www.ituring.com.cn/article/vote/53353?isFave=True
https://github.com/mrdoob/stats.js
http://mrdoob.com/

34 FPS (20-34
By, BEOEREPHN—/RUE (A LER) | RN , BERRTREM

TERATE] -

B BIIEE T statjs X4, aJLATE

https://github.com/mrdoob/stats.js/blob/master/build/stats.min.js 32, TG , BEBEIE

NHRT , AIREHTML 5| -

<script type="text/javascript" src="stat.js"></script>

ETEIRRIRS IR | SMEAIGHFSEIRIIZERE—RA. X2, LA LAEAG)

5l 6.2.1 , f5ll 6.2.2

var stat = null;

function init() {
stat = new Stats();
stat.domElement.style.position = 'absolute';
stat.domElement.style.right = '@px’;
stat.domElement.style.top = 'Opx’;

document.body.appendChild(stat.domElement);

// Three.js init ...


https://github.com/mrdoob/stats.js/blob/master/build/stats.min.js
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter6/6.2.1.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter6/6.2.2.html

RiE  EE—BNBRIENEELRREL draw B stat.begin(); 5 stat.end(); DBIEK

T IRIFFR S4ER

function draw() {

stat.begin();

mesh.rotation.y = (mesh.rotation.y + 0.01) % (Math.PI * 2);

renderer.render(scene, camera);

stat.end();

RZHREEE FPS R T,

6.3 EEERIMBIF

RIS W (E R — S EEKRO TR B S I EIRER.

Bt HHCERIERSID B | &R 4.1 TTRISASCIGIEEGREL , 7% 6.2 TRYS

FRNNN stat.js £ :

var requestAnimationFrame = window.requestAnimationFrame
| | window.mozRequestAnimationFrame
|| window.webkitRequestAnimationFrame
| | window.msRequestAnimationFrame;

window.requestAnimationFrame = requestAnimationFrame;


http://www.ituring.com.cn/article/53809
http://www.ituring.com.cn/article/vote/53809
http://www.ituring.com.cn/article/vote/53809?isFave=True

var scene = null;

var camera = null;

var renderer = null;

var id = null;

var stat = null;

function init() {

stat = new Stats();

stat.domElement.style.position = 'absolute';

stat.domElement.style.right = '@px’;

stat.domElement.style.top = '@px’;

document.body.appendChild(stat.domElement);

renderer = new THREE.WebGLRenderer({

canvas: document.getElementById( 'mainCanvas')

1)

scene = new THREE.Scene();

id = requestAnimationFrame(draw);



function draw() {

stat.begin();

renderer.render(scene, camera);

id = requestAnimationFrame(draw);

stat.end();

function stop() {
if (id !== null) {
cancelAnimationFrame(id);

id = null;

AE . T LIEEEGENAIR |, FAICEE— B EEERRY | gliE— ) FE{E /5
BRkEZ58A9FHE. ATHE draw FREIFEREEEEINE | BATTUFRBE— 2Bk
ballMesh , LARIEEKF4R ballRadius ,

var ballMesh = null;

var ballRadius = 0.5;

£ init BREQFIROIBRGRFOFE |, (eS8 FE L, SFERBEESEGIFR

// ball



ballMesh = new THREE.Mesh(new THREE.SphereGeometry(ballRadius, 16, 8),
new THREE.MeshLambertMaterial({
color: oxffffee
1)
ballMesh.position.y = ballRadius;

scene.add(ballMesh);

// plane
var texture = THREE.ImageUtils.loadTexture('../img/chess.png', {}, function() {
renderer.render(scene, camera);
3
texture.wrapS = texture.wrapT = THREE.RepeatWrapping;
texture.repeat.set(4, 4);
var plane = new THREE.Mesh(new THREE.PlaneGeometry(5, 5),
new THREE.MeshLambertMaterial({map: texture}));
plane.rotation.x = -Math.PI / 2;

scene.add(plane);

e , SEEHIRIERZERAIZER



AT ICRERARTS |, BMNELFEAE. EE. MEE=TMKE , ATEEEN , X8
HKRAMERSE FNEEENEE  BbUE. EE. NERERESRA—RERT.
Hep , ({/ERRZ ballMesh.position.y , FEEGHMIZE , FHINEEFFHEE v

FONERE a :

var v = 0;

var a = -0.1;

XE , a = -0.1 (AREBNWVNRE y SRR AR 0.1 NI,

—FHaE | EERMNSEDS naxteight SLEHTE , I8 FH ERSNRE  FEHEEGR
#6. SIERER/AIRHE | SEERSTEFE COERIEGUVNEED |, FrLL, BERERHB/T , T

INFEETLEKELLRE). B, EX-—N2REEFRTEREEH , ¥IRESN false :

var isMoving = false;

£ HTML REX—MZH |, R |, SERNESLTE

function drop() {



isMoving = true;

ballMesh.position.y = maxHeight;

TEHMREREAIRET , £ draw RIS , FEFIT=EEIAY isvoving E , FEEH/N

PREVIREAUE

function draw() {

stat.begin();

if (isMoving) {
ballMesh.position.y += v;

vV += a;

if (ballMesh.position.y <= ballRadius) {
// hit plane

v =-v *0.9;

if (Math.abs(v) < 0.001) {
// stop moving
isMoving = false;

ballMesh.position.y = ballRadius;



renderer.render(scene, camera);

id = requestAnimationFrame(draw);

stat.end();

XEFRSEEMKATEEIER 7. BRESHIESA

5l 6.3.1

var requestAnimationFrame = window.requestAnimationFrame
| | window.mozRequestAnimationFrame
|| window.webkitRequestAnimationFrame
| | window.msRequestAnimationFrame;

window.requestAnimationFrame = requestAnimationFrame;

var scene = null;

var camera = null;

var renderer = null;

var id = null;

var stat = null;


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter6/6.3.1.html

var

var

var

var

var

var

ballMesh = null;

ballRadius = 0.5;

isMoving = false;

maxHeight = 5;

1]
1]

-0.01;

function init() {

stat = new Stats();

stat.domElement.style.position = 'absolute';

stat.domElement.style.right = '@px’;

stat.domElement.style.top = '@px’;

document.body.appendChild(stat.domElement);

renderer = new THREE.WebGLRenderer({

canvas: document.getElementById( 'mainCanvas')

1)

scene = new THREE.Scene();

camera = new THREE.OrthographicCamera(-5, 5, 3.75, -3.75, 0.1, 100);

camera.position.set(5, 10, 20);

camera.lookAt(new THREE.Vector3(@, 3, 0));



scene.add(camera);

// ball

ballMesh = new THREE.Mesh(new THREE.SphereGeometry(ballRadius, 16, 8),

new THREE.MeshLambertMaterial({

color: oxffffoe

1);

ballMesh.position.y = ballRadius;

scene.add(ballMesh);

// plane

var texture = THREE.ImageUtils.loadTexture('../img/chess.png', {},

renderer.render(scene, camera);

s

texture.wrapS = texture.wrapT = THREE.RepeatWrapping;

texture.repeat.set(4, 4);

var plane = new THREE.Mesh(new THREE.PlaneGeometry(5, 5),

new THREE.MeshLambertMaterial({map: texture}));

plane.rotation.x = -Math.PI / 2;

scene.add(plane);

var light = new THREE.DirectionallLight(@xffffff);

light.position.set(10, 10, 15);

scene.add(light);

function() {



id = requestAnimationFrame(draw);

function draw() {

stat.begin();

if (isMoving) {

ballMesh.position.y += v;

vV += a;

if (ballMesh.position.y <= ballRadius) {

// hit plane

v =-v *0.9;

if (Math.abs(v) < 0.001) {

// stop moving

isMoving = false;

ballMesh.position.y = ballRadius;

renderer.render(scene, camera);



id = requestAnimationFrame(draw);

stat.end();

function stop() {

if (id !== null) {

cancelAnimationFrame(id);

id = null;

function drop() {

isMoving = true;

ballMesh.position.y = maxHeight;


http://www.ituring.com.cn/article/53861
http://www.ituring.com.cn/article/53861

B 7 E JhEkEE

B 3IBhEAVTHER , (A Three js BIEZE R/ UTAR+275ERY , (BN TASETH
XEFAFE SRR ER VIR ESHAFER 7. EILL , Three js SAIFRF S 3ds

Max FTEHWERI=4EEY | FRINEASR .

RELA 3ds Max A5, NMBIMEAISANIMBREL,

7.1 STFFET

Three.js B—RFISAIMNEUHHIHEIREL , BE three.js ZHMNY , (EFRRIREGINF

# , 1£ https://github.com/mrdoob/three.js/tree/master/examples/js/loaders BTLAIRZE!,

*.obj BEREAINEEIEL , S *.obj XHFE oBlLoader.js ; BN *.mtl MEH
*.obj MAHFEE MTLLoader.js LAK OBIMTLLoader.js , B8 PLYLoader.js .

STLLoader.js FDFININABSIAINERS , FTLURIEERMS B TIERE.

Ba , SHFHIREERA ¢


http://www.ituring.com.cn/article/53810
http://www.ituring.com.cn/article/53865
http://www.ituring.com.cn/article/53865
http://www.ituring.com.cn/article/53861
http://www.ituring.com.cn/article/vote/53861
http://www.ituring.com.cn/article/vote/53861?isFave=True
https://github.com/mrdoob/three.js/tree/master/examples/js/loaders

o *stl
o *wrl
o *uvtk

7.2 FotAAIEE

AT, I VSHER 3ds Max BIE— P RETERE | FRKESHAIRBMRAVRELSER Three js

SNFEH.
B4t , T8 OBJLoader.js F1E HTML A9 <head> H{EFT :

Bl 7.2.1

<script type="text/javascript" src="0OBJLoader.js"></script>

e BAIBEEF— *.obj B, AILMEREEREGSE |, AL ETE, X
B, )7z 3ds Max FEIE—RT , BEHRERERRL. REEYF RN 3, X—8US5

HAIRT three js SHRAIBIE—ERT,


http://www.ituring.com.cn/article/53865
http://www.ituring.com.cn/article/vote/53865
http://www.ituring.com.cn/article/vote/53865?isFave=True
https://github.com/mrdoob/three.js/raw/master/examples/js/loaders/OBJLoader.js
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter7/7.2.1.html

+EERE

E*,::I:'.ﬁjz port.obj , Z:I_:J\ﬁlﬁjq:' , ﬂﬂ%iﬁ}:%? Export materials , '%‘EEEE—/PEJ%E{J *omtl
X, AT, BAIAFESHMER , BrI RS X, F2ISHE port.obj X
HE  HAIHAILHTI—2 7,

£ init BRELP , BUiE loader TE , HTFENEE .

var loader = new THREE.OBJLoader();

loader SNREURIRHIR , HZPNSH , F—PETEERER  BFNERTTASNGE

RYELEREL , —RRFAIFEEX MEIEREPESARRERINE =

loader.load('../lib/port.obj"', function(obj) {

mesh = obj; //fififr 34 =20

scene.add(obj);

1)

BENEREANTMRIIRTE


http://www.ituring.com.cn/download/01Ydl4UN3RGN.big

BAMER S REPILRIENESE

function draw() {

renderer.render(scene, camera);

mesh.rotation.y += 0.01;
if (mesh.rotation.y > Math.PI * 2) {

mesh.rotation.y -= Math.PI * 2;

JUERIERERERN | IFGEEEREREH LR , EmEREIFEFERS

T



XEHRTHRANBRT , REEERNER AT  MINREENEERT , FRXFIRE
var loader = new THREE.OBJLoader();
loader.load('../1ib/port.obj"', function(obj) {
obj.traverse(function(child) {
if (child instanceof THREE.Mesh) {

child.material.side = THREE.DoubleSide;

1)

mesh = obj;
scene.add(obj);

1)

W, IEREEBSRIERAH T



7.3 BARAIEE

RERIFRAILIERMEN ST, —MEENETSANREFREMR | B—MEEEER

R SEMRER. TH , HED 3 M BXIINTA.

K IgEMR

XF73iESH 7.2.1 FMU , ARZAETEIEREATIREEEAIFR

f5l 7.3.1

var loader = new THREE.OBJLoader();
loader.load('../lib/port.obj', function(obj) {

obj.traverse(function(child) {


http://www.ituring.com.cn/article/53881
http://www.ituring.com.cn/article/vote/53881
http://www.ituring.com.cn/article/vote/53881?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter7/7.2.1.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter7/7.3.1.html

if (child instanceof THREE.Mesh) {

child.material = new THREE.MeshLambertMaterial({

color:

oxffffoo,

side: THREE.DoubleSide

1)

1)

mesh = obj;
scene.add(obj);

1)

RN -

ETLICE

R B

H



£ E—TRIIRISEASHER | IERINFIET export materials , BREESH port.obj

TRBISHLAR port.mtl #BRSM.

TE , F(IAB{EH oBiLoader.js , ME(FEM MTLLoader.js 5 0BIMTLLoader.js , FH

ERBINFS IR

5l 7.3.2

<script type="text/javascript" src="MTLLoader.js"></script>

<script type="text/javascript" src="OBIMTLLoader.js"></script>

ER7SEREARE
var loader = new THREE.OBJIMTLLoader();
loader.addEventListener('load', function(event) {
var obj = event.content;
mesh = obj;
scene.add(obj);
1

loader.load('../lib/port.obj"', '../lib/port.mtl");

ERZBFAE 3ds Max FIREAIMIE :


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter7/7.3.2.html

B8E S5

B ERNFENREAEE LERFNT SR A. ELtHFRTREREE
x  BREARR— RSB BIFEE—RY , XERBARFRE BRI —?]
k. AT ETBEIUEUFERICIREER | AMURH TJUMARRCREE (AR, 1T

¥6. RGIR. BEE) | EARBE TASTIA | BREAZIRIFAICRRER.

£ Threejs 1, JCRSIRFAIEIBIERR T2 HEN. XS TIEAERYCRIELRTS
EZfE  MREEKERIENA | BEERINERIRENFEERRE. A4AEF , H(IE
PR TURE AR CR (MRS, R0GR. FATY6. BT ) MRS/ RATER | LA AN

EEUEERIER.


http://www.ituring.com.cn/article/54698
http://www.ituring.com.cn/article/vote/54698
http://www.ituring.com.cn/article/vote/54698?isFave=True

8.1 IESE

@O@

INGCRIEMRERIVEIRAR | ERTZRAETERNSRRSIF MR E R
R BERRAIEMZREE—EMRE. Bt , IMNSOKEBRBICRNE | 8L

T RHI=E 2 2.

EIRENG , RIFERE IS

THREE.AmbientLight (hex)

Hrb, hex 21+7NHFIAY RGB ENRR(EE , ML &K</ oxffooeo ,
SRR IME FHGEIRINE I S PR EMER

il 8.1.1

var light = new THREE.AmbientLight(@xffffff);

scene.add(light);

B2  WREFZEFSEYWR , RIFINTXMNES , BAERNERNAR—RE.
ATLA , FA IR MSTTIRE TRER -
var greenCube = new THREE.Mesh(new THREE.CubeGeometry(2, 2, 2),

new THREE.MeshLambertMaterial({color: 0x@0ffee}));

greenCube.position.x = 3;

scene.add(greenCube);

var whiteCube = new THREE.Mesh(new THREE.CubeGeometry(2, 2, 2),


http://www.ituring.com.cn/article/54742
http://www.ituring.com.cn/article/vote/54742
http://www.ituring.com.cn/article/vote/54742?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.1.1.html

new THREE.MeshLambertMaterial({color: Oxffffff}));

whiteCube.position.x = -3;

scene.add(whiteCube);

ﬁﬂ%fgiﬁ%tﬁﬁ%ﬂg‘% , ﬂl«‘,{*’%’rﬁlﬁ%jﬂ new THREE.AmbientLight(@xcccccc) % , §‘ﬂ$7§] X

B4 MRERLL BAEMNE B ARRIRERE ?



ffls.1.2

HAWSRNRENAE |, HERRFRESEHNBERIRSE , MR-

AV MG MR B S AIRENFEMAE | ERIEREXE MRS
Fpy TINEERIIE |, X—ERAUREELHFRIIER. HL | INSH AR

B color B , M2 ambient B, ambient BUMIBGAER oxfrifef, EIt , TR

XA MKISRNRER
f518.13

var greenCube = new THREE.Mesh(new THREE.CubeGeometry(2, 2, 2),

new THREE.MeshLambertMaterial({ambient: 0xe0ffee}));

greenCube.position.x = 3;

scene.add(greenCube);

var whiteCube = new THREE.Mesh(new THREE.CubeGeometry(2, 2, 2),


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.1.2.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.1.3.html

new THREE.MeshLambertMaterial({ambient: Oxffffff}));
whiteCube.position.x = -3;

scene.add(whiteCube);

WERZE :

BHEIRE anbient 7 exeeffee RIGINANKTTIABIEAEY 7 BE, XEEANEEYIAR

AUBREESLRERSIRIEE , T anbient BHUFRTHIRYIARSIINEICHIBES]. 3T

oxeeffoo FMIK , IBBER o , MIMNRBERTEMLDE , EIZIKITRREEREHEM

Yt RERERBIEHMERE | MAT extrifif NEBKDIK , ABBER oxff |,

MRERIIFMBLLE | BRAIAEHMELE,

BIEFAED  BINEHARAETRERIR , ERAFEERRTIE. Bt , HE

YREEREBHERE , (FABRCRIVER-.



FIGIR

@O@

FYCREREER/ , JUEF— M RAERDER. ROCRREIAEYARE

MR, Bt , BRCRIERSBITAIAS RIS,

YGRS R -

THREE.PointLight(hex, intensity, distance)

Hreh |, hex EYCRT/NHAFIRIEE(E ; intensity BRE , BREEN 1

& ; distance BYCREITIRITZEIRIEESS , TREEN o,

B ROCRAEIRNINZEI R PRIEEMER

il 8.2.1

var light = new THREE.PointLight(exffffff, 2, 100);

light.position.set(9, 1.5, 2);

scene.add(light);

S
i
fil

, T2 100%5=


http://www.ituring.com.cn/article/55801
http://www.ituring.com.cn/article/vote/55801
http://www.ituring.com.cn/article/vote/55801?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.2.1.html

TR XENESME LNSERARERN  MTFE =AER | BRE= MRS ER

1THE(E.

8.3 T

HAVERAIE | AP CEEHREFHTE , XERAERIX EMARIRENS | AHEHK
MrEEEBIT. NTHESHTIFE , HTRFNSEERBRA , mSFEAREQL

BXX.

SHATIERIMIERELR

THREE.DirectionallLight(hex, intensity)

Hrp |, hex BXRET7VHFIRIEIERE ; intensity BRE , BREEN 1, T 1000=E.

tEsh , MTFFTHMS | RECRUELNEER.


http://www.ituring.com.cn/article/55802
http://www.ituring.com.cn/article/vote/55802
http://www.ituring.com.cn/article/vote/55802?isFave=True

5 8.3.1
var light = new THREE.DirectionallLight();
light.position.set(2, 5, 3);

scene.add(light);

IR XBERECFVEAREREREXM (2, 5, 3) RETH (WNRZANE , BT <
IR ) | MEREKE | HTHEUKE (-2, -5, -3) NARRSZEIFFEFHE. Fit , Fm
SESFENVETX , MARASFERZEERX. REFEEFTH , BBABERDER

t—ERERAT.

8.4 B5¢KT

NEM_ERIEX :

A point light that can cast shadow in one direction.


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.3.1.html
http://www.ituring.com.cn/article/56301
http://www.ituring.com.cn/article/vote/56301
http://www.ituring.com.cn/article/vote/56301?isFave=True

AJLIEL | BT R—FMEFARIRICIR | EREBEIE— I ORI, BOCITIREIHRY

BRUERERZADEE , XEFNLHERIRIES T2 —EHY,

HAEREN

THREE.SpotLight(hex, intensity, distance, angle, exponent)

HBELRIEIR , 27 angle 0 exponent B NSEL, angle BERICITAKE , BREERE

Math.PI / 3 , E,Eij({ﬁ,—?z Math.PI / 2 , exponent z%ﬁ‘[’;ﬁ'ﬁ&{ﬁ% target E'\J%/}ﬁﬁﬁ’éﬂl

( target TREMALZEEN , TREEN (0, 0, 0) ) , REER 10,

ERERPERSZE , RTIRECRAFIUE , —REFTEIRE target :

light.position.set(x1, y1, z1);

light.target.position.set(x2, y2, z2);

PRTIRE 1light.target.position HIJTiESN , SNSRAELESCITIRER A% ( iEE

RURRSEXT ! ) | AJLA target FEREZHIAE

var cube = new THREE.Mesh(new THREE.CubeGeometry(1, 1, 1),

new THREE.MeshLambertMaterial({color: 0x00ff00}));

var light = new THREE.SpotlLight(exffffee, 1, 100, Math.PI / 6, 25);

light.target = cube;

N EILZIIREEERE THERE |

il 8.4.1


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.4.1.html

8.5 BA%Z

RS EENIRY |, FRSZAIZA DR E AR EERERICRRE D, Ett , MR | SR

WARETLD,

{E Three.js FB , BERZREPBRZAYYGIE R THREE.Directionallight &5 THREE.SpotLight ; [}

Xt , BERINPAR B RAVMFERE THREE. LambertMaterial & THREE.PhongMaterial ,

TE , BRI A0, 5] 8.4.1 RIS FIRINBARIZER.

{5l 8.5.1

Bt , BIFEEDRUE , SIRERFERPS |

renderer.shadowMapEnabled = true;


http://www.ituring.com.cn/article/56305
http://www.ituring.com.cn/article/vote/56305
http://www.ituring.com.cn/article/vote/56305?isFave=True
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.4.1.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter8/8.5.1.html

RiE I TCRUR AR AR

xxx.castShadow = true;

XS T RAIBRRIAHARTERS

XXX.receiveShadow = true;

teanigp R —MFEEE—NES , BEIBRSOTRSIEIESR L | FERRRRARSIE

¥HEE , BAMBEENRICTFIESAER castshadow = true , X FFHEER

receiveShadow = true,

DA ESEF BRIV ELR Y , MNYEEEFEERERAIARBXENE | 78t

HRERHBRRER,

5({]':]:%%9(]- , %%iﬁ% shadowCameraNear ., shadowCameraFar . shadowCameraFov E/|\
8, RIEENEE"_EFZ0ESIL/BIEN , RBNTF shadowcameraNear 5

shadowCameraFar Z |BEJUYIAIG T T4FB5, , shadowCameraFov FRNGKFE.

XY]':_FSF?E'% , %‘%%&E shadowCameraNear . shadowCameraFar ., shadowCameralLeft .
shadowCameraRight . shadowCameraTop L\)JSZ shadowCameraBottom /_\/I\{E ' *ﬁé'ﬁ:_l—fﬁiﬁ

SAREIAINNE. B, REEXNNEERENKTS RN 27 E RS 3R,

NTERIBFERENAME | BEULAEERAIFS 1ight.shadowCameravisible =

true,

Elt , REREBERERERT -



WNERABEE KA AYR X | FTLUBITIRE shadowDarkness , IZ(BEASEER o & 1, #/)

ﬁi%o

5oh , XEBSLHIBEEZRAIF AR Shadow Mapping , BIFRSZRIENESAITEFAINGER,

EERY, BMEZRIMEGEARIBRS, FTLARTLUBIEIRE shadowMapwidth 5

shadowMapHeight {EFEHINGEIRIA/N | SREGEIBRAVEHRE.

TANERAESCIAR AR/ RIS | BJLUEIE renderer.shadowMapSoft = true; F5{EHESCHL,

RERFEINEE
renderer = new THREE.WebGLRenderer();

renderer.shadowMapEnabled = true;

renderer.shadowMapSoft = true;

var plane = new THREE.Mesh(new THREE.PlaneGeometry(8, 8, 16, 16),
new THREE.MeshLambertMaterial({color: @xcccccc}));

plane.rotation.x = -Math.PI / 2;


http://en.wikipedia.org/wiki/Shadow_mapping

plane.position.y = -1;

plane.receiveShadow = true;

scene.add(plane);

cube = new THREE.Mesh(new THREE.CubeGeometry(1, 1, 1),

new THREE.MeshLambertMaterial({color: 0x00ff00}));

cube.position.x = 2;

cube.castShadow

true;

scene.add(cube);

var light = new THREE.SpotLight(exffffee, 1, 100, Math.PI / 6, 25);

light.position.set(2, 5, 3);

light.target = cube;

light.castShadow = true;

light.shadowCameraNear = 2;

light.shadowCameraFar

10;

light.shadowCameraFov

30;

light.shadowCameraVisible = true;

light.shadowMapWidth = 1024;

light.shadowMapHeight = 1024;

light.shadowDarkness = 0.3;



scene.add(light);

F 95 EfE

AEGNBRTERN—LSREE , FRECHRTYLUEREHIFIERNR | E5X

B, ALAMTEZRER | KEEEARIRCR.

0.1 BREERE

“JEH” ( Rendering ) ERMEIFTEN LI AIEASTERERNE | EAERS ARXNE
RORGR , HRNBR B REEWETA. Bk, B8 (Shader ) IRATBERAZKELEIA

YR NBFE LXFRRAR LERY , (BEEEREEM+ANE ?

ERREBRRZE , RIS,

A

FRBMARERSR , ERMEBRESEERS LB RAIE.

XITRESRIHGAREERE | (BIEMRFTH— Word 53— | ZATLUXMNIFEEERE
AENERIBRLEERMAEREEL Bz Y. B  EEH—IBEmE GPU B
BEMRZTIE , MRFEXE 7RIS | TTLIERSESRKEL ( Rendering Pineline ) AY4H

KEDR,


http://www.ituring.com.cn/article/56575
http://www.ituring.com.cn/article/56577
http://www.ituring.com.cn/article/vote/56577
http://www.ituring.com.cn/article/vote/56577?isFave=True

Three js IREEZHI— M RILFELTEER FZATRIVEHE T oM EERERA—
BET(E. EAM , EABHEAASWERFAREEFT  SNMEES TX—4FE7.

EXE | BRI SRR RS IE 2 F = LROISAERN A,

et

TEENXTIHRPRMWIAR. BB, NRFFZE  ERERMEE 715 ?

fERI4wEE GPU BTREISKkAT , EXREEEN , ERAER(IELTLIBI EGRIERY GPU
RIERIEFIERIER. ERREFF LENERZANGE—F  HEdLXIanEs
HNERMIEN , BIENEE. NEFHERREN , EETLISRIERIERSEL

# , SINESRATEISIR,

NSRIXIT EXRAS | BRI IRE—LERFIFFIE |

tean , FFER—NFIR |, CREEFARE, EFIDER. FERREN , (BRAE

ERS | BRI ARANEIRCR |

plastic shader toon shader



E AR
EERREHNR  AENRFENR | XERHAAENECIRSTIA.

%508 WebGL EETF OpenGL B9 , M OpenGL A GLSL ( OpenGL Shading Language )
X—EBEES A TIE, Eit , WebGL EBESFEFAES GLSL 18R , 22—
i CIESHINS. ER/EEDN/LIERSE ( Geometry Shader ) . TImEEER

( Vertex Shader ) . FITEEE ( Fragment Shader ) 225, HF WebGL 3 OpenGL ES

2.0, AL WebGL ZIFHIEBRRAEMRERFESHTTERR.

RESER

EREBRPRY TR TENER Mesh FRITIR , WTFENRRER—XR. Bt , 11585
S|HPE—NESE , BAK/ MBS EREA—RIRERS , JLMESIRRAIEERL

EUEFER  AREANRTERS.

RtE®ss

RSt eE ARG ERZANEE. I teERRmEE N hTtaER—RAER

Hit , FrTEesShliES FARMEG S E.

Three.js SE®BE8

MLt , (15, ECRTLUARKERERINR. BEENTRENANS  AIrFEE

Bes,


http://en.wikipedia.org/wiki/Cel_shading

WebGL SEFIFEIEFRENERRS | BERARFEXRBMNERTE. XUFEER

EAS TR T B FEEASH A ETS.

FIZRIRE | Threejs RIHFAEX SRR ( MERIEREETRINIT ) REFANISIEE
F, MVEFEFEN , AEAEEXERS  XAKNRD TIEFRIIER  MEX

FHIFEMS | TSRO TEERES.

9.2 YFEE=S

XTI, HGETREANECSHRE (IS EREaRSRRE. ETRANTEER:S

NRBTER  BE 08N 4E.

EAER—TLBRE , EG8E—RE GPU FHITHENR CIESHIRE , InEER

MFENIRER—X , ATEeRSYTENRTTER—X.

EERESHRNERHEDEME | RATBERANELLIRRBERTLA. ZXfER Chrome #]

Firefox 1z, , K51 , Chrome A9—MEAEATRELAIRIRI—ERE. =5, NEREERRR

MEWKE  REREERNFEEHESIC float KREF] int RERLHERIRAT
It , BFERAFERETHR R , —EESH 0.0 MAF o . JA , BMEHREXEREEX

KT | (RS — R R |

REER



http://www.ituring.com.cn/article/56579
http://www.ituring.com.cn/article/vote/56579
http://www.ituring.com.cn/article/vote/56579?isFave=True
https://chrome.google.com/webstore/detail/webgl-inspector/ogkcjmbhnfmlnielkjhedpcjomeaghda

EERERN CIESHURED , BMEILL , TEAR AR RELLREEIER

varying vec2 vUv;

void main()

{

// passing texture to fragment shader

vUv = uv;

gl Position = projectionMatrix * modelViewMatrix * vec4(position, 1.0);

HARTLIENE] , 70 CIEES—H , ERSEFBM nain REFHEEMA. ERLLZIN.....

MERENETIE?

HAT—EBIIANR—T varing . B2 WebGL EXAIBRTESRF ( Qualifier ) , FREFFATE

JEREL (Type ) ZA , RIFZZEAILER,

PREFRHEAEIIA
e const : XEHIABNEENER

e attribute : M JavaScript XIBEBEITNmEEREF , BN NARERNE
e uniform ! PR/ AT NAERRYE

o varying : NIREBRMEBE HTERHET

RAERERT , BBARARRBELRIEEETIE.



FRLA . varying vec2 vuv; UERBRE , BT —M v BTE |, BRIZEELA vec2 |, 1%
TERATEIREERTIEREER R TEESEP. IBATEETHARERRE ? i)

BRSZERNRE wy = w; |, BZ w EBKEREN | XZHERA ?

HsL, uv 2 Threejs B{HMEHRAI—MRERNEN | ERNETTIZINRE UV BREIRTHIE
AtR, fEERR , —MIREIREATRERER | MAMER—MEREMAITIENZ
UV BT, EEMERIEHNESR —IRGEEI—KSAE b |, iICRENE A MEEESEE EXINAY

UE. SEXHRIRER

HEERE

Bl A KIR


http://en.wikipedia.org/wiki/UV_mapping
http://www.ituring.com.cn/download/01YiLAzI36cT.big
http://goanna.cs.rmit.edu.au/~gl/teaching/Interactive3D/2012/lecture9.html

MZATLFRA v 8 v |, IR EESCEME SRR AR R, BAIEAI , uw TEAIEE
£ vec2 , MIBRXME— N "HRIME , oJLMER uv.x # uv.y DBIHAZE uv BN

ERYE.

5 varying vec2 vuv; 1§ uv (EEEEEI R TEEERRARTEGRAS AL IE
w B8 , RFEERNX—ENE  MEENTREREPEETE , HIVSHEHBREN

vUv o

BB , gl Position = projectionMatrix * modelViewMatrix * vec4(position, 1.0); N2

ETFAR ? FISERFANEE —EXIRFAEN. SRR EE | XEHINEEHE

THE=4EHRRE " MR LAIMR, IXE , Bf1BE position HIRBISEENY , &

@ EER uv RAZBEEIEME] position B2 Three.js AERAURERI—DIS1E.
position RINMIEYMIMIRR (MARHFLIRR ) PHMNE. XHEKE , —MNESK
IFHFRATRZRR (2, o, o) ST (e, o, o) BASKZHAITNRAY position , XA

position EFEXIFIESARIHERMSHY.

Eitt , XERTAEGRANERRER v EREEEIFTTERSRT , FRIANLIHE

TRRAE.

RcEtes

BT EIRRERSREIHRE w B8, RIEMEEERRIETIE ? LLilkEE RN

BFxRx w FEE ?

varying vec2 vUv;



void main() {

gl FragColor = vec4(vUv.x, vUv.y, 1.0, 1.0);

AFT  EEERRER !

ReeSFH CEBREAATEE ?

KEBIREIBEBARS, varying vec2 vuv; FEEAERT NRREEREBEE FrEBEH
B v Bl ICREERTTERRTEE B, TEFRE gl Fraglolor = veca(vuv.x,
vUv.y, 1.0, 1.0); , gl_FragColor FIRIREFRITTHIANE , vecs RITINMEEDBIFRRLL.
&, LK alpha iBE. EIt , XBEH(IZRE v IR MEEDBINNELTFEE | 155

HIRIERE :

WE | (RRAEXT UV MESEERAGER T ? WTIESAMS | 81 EERGIEI TED
UV 838 |, FTLAZI TN EER. MYTENERTS | SN EERTE T UV S38rI—

B, ELEMATRBIXEFL



9.3 EBss55EsL/

EOM

EEssEFRINE

HERBUUSERRANAH (TRERRIINERERS vs |, ATTERSRIIXH
BIEEA fs ), EALME HTML XXHREX script RESEHL. BENTRIKHERSS
S, ENEERRIRNY  TRRENERSRN | £ HTML XAhEXBE— A

AR, 2598, NURBAT4EPIENARES | A EEENERRIRIEGRRH.

ERIRRIE B Ee

EFRSRAIE @R | FE javascript WIBFHRSAEEHREXHE. FIRRIMECREE

MAE shader/my.vs X{FH , FTTEREEENE shader/my.fs i,


http://www.ituring.com.cn/article/56867
http://www.ituring.com.cn/article/vote/56867
http://www.ituring.com.cn/article/vote/56867?isFave=True

BILAERE Ajax SERSAHRITAE |, MIRNSREER jQuery BY get BRENHLRILASE (ST
M.
// load shader
$.get('shader/my.vs', function(vShader){
$.get('shader/my.fs', function(fShader){
// TODO
1)

s

jQuery By get EREFE—NMSEANMIEE | FANSHASAHENEIERE , XBH
IENNE R E RGN A TTEREE. wata 5 foata DEINSNNERLERERF . B

KIIEEEBER,

BETR, BINFEEENETRNERSESE , #EE— THREE.ShaderMaterial , EEENE

% vertexShader 5 fragmentShader :

$.get('shader/my.vs', function(vShader){
$.get('shader/my.fs', function(fShader){
material = new THREE.ShaderMaterial({
vertexShader: vShader,
fragementShader: fShader
}s
})s

s

ZIEALAE material NMATHERIZEERIRIWIIA L.



HTML FRRYE &S

£ HTML &, ETLASER

<script id="vs" type="x-shader/x-vertex">
XEMNEAA LT vs SRR 2

</script>

EXTRREGRS | (A

<script id="fs" type="x-shader/x-fragment">
KEMNEALT Fs THHHINE

</script>
EXRTTERER.

E N RESAITTIE

material = new THREE.ShaderMaterial({
vertexShader: document.getElementById('vs').textContent,

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

s

i\l

LA

—
70

TE , BB F T EE BRIV A.

5 9.3.1, 5l 9.3.2


https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter9/9.3.1.html
https://github.com/Ovilia/ThreeExample.js/blob/master/Chapter9/9.3.2.html

Bt BEE— M EEBNESREhRhe  XEHZEER/LEPHETR

var scene = null;
var camera = null;
var renderer = null;

var cube = null;

function init() {
renderer = new THREE.WebGLRenderer({
canvas: document.getElementById('mainCanvas')

s

scene = new THREE.Scene();

camera = new THREE.OrthographicCamera(-5, 5, 3.75, -3.75, 0.1, 100);
camera.position.set(5, 15, 25);
camera.lookAt(new THREE.Vector3(e, 0, 0));

scene.add(camera);

var light = new THREE.DirectionallLight();
light.position.set(3, 2, 5);

scene.add(light);

cube = new THREE.Mesh(new THREE.CubeGeometry(2, 2, 2),
new THREE.MeshLambertMaterial({color: 0x00ff00}));

scene.add(cube);



draw();

function draw() {
cube.rotation.y += 0.01;
if (cube.rotation.y > Math.PI * 2) {

cube.rotation.y -= Math.PI * 2;

renderer.render(scene, camera);

requestAnimationFrame(draw);
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