Chapter 1: Creating Your First 3D Scene with Three.js
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| Example 01.04 - Material: x
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[ Example 01.06 - Screen = %
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Chapter 2: Basic Components That Make Up a Three.js Scene
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[*] Example 02.01 - Basic Sc
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[ Example 02.06 - Mesh Pr
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["] Example 02.06 - Mesh Pre %
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[ Example 02.07 - Cameras %
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|| Example 02.08 - Cameras x
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Chapter 3: Working with the Different Light Sources Available in
Three.js

[ Example 03.01 - Ambient * W&
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| Example 03.01 - Ambient x
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|| Example 03.02 - point Lic
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Chapter 4: Working with Three.js Materials



[ Example 04.01 - MeshBa: =

€ - C [ localhost/Dev/git/learning-threejs/chapter-04 /01-basic-mesh-material.html @ 77| =

+ Mesh

switchRenderer

+ Canvas renderer

Close Controls




| " Example 04.01 - MeshEaz x
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Example 04.03 - Combine =
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[ Example 04.04 - Mesh no =
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|| Example 04.06 - Mesh La: x
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Example 04.08 - Shader x W : ") =
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Chapter 5: Learning to Work with Geometries
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| | Example 05.02 - Basic 200 x
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Close Controls

[ Example 05.03 - Basic 20 %
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[Y Example 05.03 - Basic2D x §
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_ asPoints
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asPoints
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Close Controls

[ ") Example 05.04 - Basic 20 %
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[ ") Example 05.05 - Basic 30 x

€ — C [9 localhost/Dev/git/learning-threejs/chapter-05/05-basic-3d-geometries-sphere.html D =
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[ Example 05.05 - Basic 30 %
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| | Bxample 05.07 - Basic 30 x
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60 FPS (57-60) .
. - radiusTop

- radiusBottom
height
segmentsX
segmentsY
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[Y Example 05.07 - Basic 30 x §_
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| | Example 05.08 - Basic 30 x
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| | Example 05.08 - Basic 30 =
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| ] Bxample 05.08 - Basic 30 x
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| Example 05.09 - Basic 30 x

€& - C [ localhost/Dev/git/tjs-code/chapter-05/09-basic-3d-geometries-polyhedron.html
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| | Example 05.09 - Basic 30
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| | Example 05.09 - Basic 30 x
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o
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[ ") Example 05.09 - Basic 30 x
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radius

detail

Type Dodecahedron 3

Close Controls

Chapter 6: Advanced Geometries and Binary Operations

| | Example 06.01 - Advancc: *

€& - C | [ localhost/Dev/git/learning-threejs/chapter-06,/01-advanced-3d-geometries-convex.html ©z =

60 FPS (54-60)
redraw
I Close Controls




Example 06.02 - Advance %

€& - C | [ localhost/Dev/git/learning-threejs/chapter-06,/02-advanced-3d-geometries-lathe.html @z =
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segments

phiStart

phiLength

Close Controls

Example 06.03 - Extrude = X

& — C [} localhost/Dev/git/learning-threejs/chapter-06/03-extrude-geometry.html| D7 =

L)

amount

bevelThickness

bevelSize

bevelSegments

bevelEnabled V]
curveSegments

steps

Close Controls




ample 06.04 - Extrude %

€« C | [ localhost/Dev/git/learning-threejs/chapter-06/04-extrude-tube.html o

60 FPS (42-60)

%

newPoints

numberOfPoints
segments
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radiusSegments

closed [ ]

. Close Controls

Example 06.05 - Extrude = X

[ = C'  [1 localhost/Dev/git/learning-threejs /chapter-06/05-extrude-svg.html
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amount

bevelThickness
bevelSize
bevelSegments
bevelEnabled V]
curveSegments

steps

Close Controls




| Example 06.06 - Paramet

[3 localhost/Dev/git/learning-threejs/chapter-06/06-parametric-geometries.html

I Close Controls

|| Example 06.07 - Text ge:
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[ = C | [1 localhost/Dev/git/learning-threejs/chapter-06/07-text-geometry.html

60 FPS (8-60) .
size
W height

font helvetiker

bevelThickness

bevelSize

bevelSegments
bevelEnabled [ ]
curveSegments
steps

T i : . Close Controls




¥ 0Object

¥ bitstream vera sans mono: Object
pnormal: Object
B __proto__: Object

v helvetiker: Object
p bold: Object
» normal: Object
»__proto__: Object

»__proto__: Object

D Example 06.08 - Binary o x

& — (' [} localhost/Dev/git/learning-threejs/chapter-06/08-binary-operations.html Qs =

sphere2PosX

sphere2PosY

sphere2PosZ

sphere2Scale

actionSphere
= cube

cubePosX

cubePosY

cubePosZ

scaleX

scaleY

scaleZ

actionCube
showResult

rotateResult V]

hideWireframes [

Close Controls




Example 06.08 - i
& - C | [ localhost/Dev/git/learning-threejs/chapter-06/08-binary-operations.html [0 Rl

+ Spherel

+ Sphere2

¢ cube
showResult
rotateResult

hidewireframes

Example 06.08 -

e > C | D_Iucalhust}DevigitJIearningmthreejs]chapter—OGIOS—bina.ry~operations.html

+ Spherel
~ Sphere2
sphere2P
sphere2PosY
sphere2P
sphere2scale
actionSphere
' cube

showResult

rotateResult -

hideWireframes [y

Close Cont




sphere2PosX

cubePosX

cubePosY

cubePosZ

scaleX

scaleY

scaleZ

actionCube
showResult
rotateResult [ ]
hideWireframes

Close Controls

Example 06.08 -
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sphere2PosX

sphere2Py

sphere2PosZ

sphere2Scale

actionSphere
= cube

cubePosX

cubePosY

cubeP
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actionCube _imersecl =
showResult

rotateResult V]

hideWireframes [

Close Controls




Example 06.08 - Binary o %

& - C | [ localhost/Dev/git/learning-threejs/chapter-06/08-binary-operations.html [1oe Rl

sphere2PosX

cubePosX

cubePosY

cubePosZ

scaleX

scaleY

scaleZ

actionCube
showResult
rotateResult (]
hideWireframes

Close Controls

Example 06.08 -

C | Ij .Iucaulh.ust,lDev,'gitJ.Iearning—t.hreejs,’chapter—UGIOS—binary—operations..html v} 'ﬂ?‘| =

sphere2PosX

sphere2Py

sphere2PosZ

sphere2Scale

actionSphere m
= cube

cubePosX

cubePosY

cubeP

scaleX

scaleY

scaleZ

actionCube m
showResult

rotateResult V]

hideWireframes [

Close Controls




Chapter 7: Particles, Sprites, and the Point Cloud

Examp

1 localhost/ [learni 1 [cha J01-particles.html

Example O

1 localhost/Dev/git/learning-threejs/chapter-07/02-particles-webgl.html




Example 07.03 - Particle

« (& localhost/Dev/git/learning-threejs/chapter-07/03-basic-particle-system.html| QL =

transparent

opscey

vertexColors (V]

I color #FFFFFE

sizeAttenuation &

rotateSystem (]

Close Controls

Example 07.04 - Particle

« (& localhost/Dev/git/learning-threejs/chapter-07/04-program-based-particle-system.html Dy =




Example ( 5
C [ localhost, i arning-t js/chapte S-program-based-par tem-webgl.html|
size
transparent
opacity
color
sizeAttenuation [0

rotateSystem V]

Close Controls

/qit/learning-threejs/chapter-07/06-rainy-scene.html|
size

transparent (V]

opacity \

color HEFFTET

sizeAttenuation &

Close Controls




Example 07.07 - Particle

- C' | [ localhost/Dev/git/learning-threejs/chapter-07/07-snowy-scene.html 2]

transparent [v]
[y DN s
I color #FFFFFT

sizeArtenuation [§

Close Controls




Example 06.05 - Particle

[ C' | [I localhost/Dev/git/learning-threejs /chapter-07/08-sprites.html
&0 FPS (47-61) p—

transparent
.
color T

sizeArtenuation [

Close Controls




Example 07.09 - Sprites i+ *

[ C' | [} localhost/Dev/git/learning-threejs/chapter-07/09-sprites-3D.html QT =

Example 07.10 - 3D Ton

- C' | [ localhost/Dev/git/learning-threejs/chapter-07/10-create-particle-system-from-model.html Qs =

58 FPS (37-60) -
radius

. | tube
radialSegments

heightScale
asParticles

rotate [}

Close Controls




Chapter 8: Creating and Loading Advanced Meshes and Geometries

Example 08.01 - Grouping

&« C' | [} localhost/Dev/git/learning-threejs/chapter-08/01-grouping.html QI =
I spherePosX

spherePosZ

spherePosY

sphereScale

cubePosX

f\\ cubePosZ

i
/\\ ) cubePosY
el : cubeScale
e S O Ve s W » group

\\/ \\/ grouping

\\/\\ rotare [ ]
\/\/ Close Controls

W)




Example 08.01 - Grouping *

<« C' | [Y localhost/Dev/git/learning-threejs/chapter-08/01-grouping.html @z =
- sphere
spherePosX
spherePosZ
spherePosY
sphereScale
~ cube
cubePosX
\\ cubePosZ
/\\ - cubePosY
— : cubeScale
= .
A P Ve O Ve s " grou?
\\/ \\// grouping V]
\\/\\ rotate [ ]
\/\/ Close Controls

numberOfObje.
combined

redraw

Close Controls




Example 08.02 - Merge o *

€« C | [ localhost/Dev/git/learning-threejs/chapter-08/02-merging.htm| Qs =
numberOfObje.
combined

redraw

Close Controls

Example 08.03 - Save & L %

- C | [J localhost/Dev/git/learning-threejs /chapter-08/03-load-save-json-object.html D =

50 FP3 (54-60)
: J * Save & Load

+ mesh

Close Controls




| | Example 08.04 - Load an: =

€« C | [ localhost/Dev/git/learning-threejs/chapter-08/04-load-save-json-scene.html b —
S
I clearScene

importSceng

Close Controls

€« C | [1 localhost/Dev/git/learning-threejs/chapter-08/05-blender-from-json.html D7 =

60 FPS (57-60) Close Controls




800 Default
jos@Joss-MacBook-Pro. local :~/Downloads/Blender/blender.app/Contents/Mac05/2.68/scriptssaddonss 1s -1 | head
total 3104

drwxr-xr-x2 6 jos staff 284 Jul 24 16:13 add_curve_extra_ocbjects
-rw-r--r--8 1 jos staff 26032 Jul 24 16:13 add_curve_ivygen.py
drwxr-xr-x2 5 jos staff 179 Jul 24 16:13 add_curve_sapling
drwxr-xr-x& 7 jos staff 238 Jul 24 16:13 add_mesh_BoltFactory
-rw-r--r--8 1 jos staff 27994 Jul 24 16:13 add_mesh_ant_landscape.py
drwxr-xr-x@ 14 jos staff 476 Jul 24 16:13 add_mesh_extra_objects

-rw-r--r--8 1 jos staff 35389 Jul 24 16:13 add_mesh_pipe_joint.py

-rw-r--r--8 1 jos staff 27191 Jul 24 16:13 add_mesh_solid.py

-rw-r--r--8 1 jos staff 13200 Jul 24 16:13 animation_add_corrective_shape_key.py
jos@Joss-MacBook-Pro. local :~/Downloads/Blender/blender.app/Contents/Mac05/2 . 68/scripts/addonss I

ao0o Blender User Preferences o

Interface Editing Input

esting

User
Enabled
bled

8 00 [] pinecone.blend .g

User Per ;
e




[-Na¥s! || misc_chairD1.blend "
""‘ri‘ Blender R

bl isc chairoL col [ F [
& i

Material Both

Example 0B.06 - Load OF  »

€« C' | [ localhost/Dev/git/learning-threejs/chapter-08/06-load-obj.html D =

58 FPS (2-60) Close Controls




Example 08.07 - Load OF -

€« C | [ localhost/Dev/git/learning-threejs/chapter-08/07-load-obj-mtl.htm| D =

60 FPS (44-60) Close Controls

Example 07.08 - Load col % -

€« C | [1 localhost/Dev/git/learning-threejs/chapter-08/08-load-collada.html D

58 FPS (42-58)

&




Example 07.09 - Load st

€« C | [ localhost/Dev/git/learning-threejs /chapter-08/09-load-stl.html QI =

Close Controls

Example 07.13 - Load pd! =

- C | [ localhost/Dev/git/learning-threejs/chapter-08/10-load-ctm.html| QI =

Close Controls




Example 07.13 - Load pd/ >

- C | [ localhost/Dev/git/learning-threejs/chapter-08/11-load-vtk.html D :

Close Controls

Example 08.11 - Load pd >

« C' [ localhost/Dev/git/tjs—code/chapter-08/14-load-awd.html

60 FPS (57-80) Close Controls




imp.htm|

60 FPS (57-60) Close Controls

] localhost/Dev/git/tjs-co 1apter-0 vrml.html

60 FPS (58-60) Close Controls




Example 08.17 - Load bal x

<« C' [I localhost/Dev/git/tjs—code/chapter-08/17-locad-babylon.html

60 FPS (51-60) Close Controls

Example 08.12 - Load pc
- C | [ localhost/Dev/git/learning-threejs /chapter-08/12-load-pdb.html Q=

Close Controls




Example 08.12 - Load pd! x

€« C | [ localhost/Dev/git/learning-threejs /chapter-08/12-load-pdb.html D7 =

59 FPS (13-58) \ A -~ P T Close Controls
1 i o 3 -

Example 08.13 - Load ply =

&« C' | [} localhost/Dev/git/learning-threejs/chapter-08/13-load-PLY.html D7 =

Close Controls

Chapter 9: Animations and Moving the Camera



rotationSpeed

bouncingSpeed

scalingSpeed

Close Controls




[ Example 09.02 - Selecting *

€ — C [1 localhost/Dev/git/learning-threejs/chapter-09/02-selecting-objects. html

60 FPS {54-60)

Qe =
rotationSpeed
bouncingSpeed
scalingSpeed
showRay /]

Close Controls




Example 09.03 - Animatic

L= C | [1 localhost/Dev/qgit/learning-threejs/chapter-09/03-animation-tween.html Qe =

Close Controls




Example 09.04 - Trackball

[ o C | [1 localhost/Dev/qgit/learning-threejs/chapter-09/04-trackball-controls-camera.html D7 =

Close Controls




Example 09.05 - Fly contr % W %

[ o C | [1 localhost/Dev/qgit/learning-threejs/chapter-09/05-fly-controls-camera.html D7 =

Close Controls




| | Example 09.07 - first per- x

€& — C [1 localhost/Dev/git/learning-threejs/chapter-09/07-first-person-camera.html D7 =

Close Controls




Example 09.08 - Orbit co: x

[ o C 1 localhost/Dev/qgit/learning-threejs/chapter-09/08-controls-orbit.html W7,

—
=
60 FPS (56-60)







Example 09.10 - Working % W a
<« C | [1 localhost/Dev/git/learning-threejs/chapter-09/10-morph-targets.html D | =

keyframe
Close Controls




| % Example 09.11 - Manual 1 x

€& — C | [} localhost/Dev/git/learning-threejs/chapter-09/11-morph-targets-manually.html De =

influencel

influence2

Close Controls

| Example 09.12 - Load ble  »

Dt
1]

€& - C [ localhost/Dev/git/learning-threejs/chapter-09/12-bones-manually.htm| D




8006 [%] hand.blend.

)
1) ®

1) #)

© GETEDIETTED G TENEEE %) ction Editor



Mormals

Bones “ Skinning

s ¥ Colors

Materals

Maone

Flip %2

Embed meshes

etal animation




| ] Example 09.13 - Animatic x

= C | [} localhost/Dev/qgit/learning-threejs/chapter-09/13-animation-from-blender.html D7 =

60 FPS (56-60)

| ] Example 09.14 - Animatic

= C | [ localhost/Dev/git/learning-threejs/chapter-09/14-animation-from-collada.html D7 =

|




s e

o

60 FPS (37-60)

Example 09.15 - animatic \_

[ localhost/Dev/git/learning-threejs/chapter-09/15-animation-from-md2.html
animations run

| fps

Close Controls

Chapter 10: Loading and Working with Textures






Example 10.01 - Basic tex x -

&« C' | [ localhost/Dev/git/learning-threejs /chapter-10/01-basic-texture.html Q=

60 FPS {49-60) Close Controls

Example 10.02 - Bump m. =

€« C | [ localhost/Dev/git/learning-threejs/chapter-10/02-bump-map.html

bumpScale
changeTexture

rotate [ ]

Close Controls




ample 10.03 - Normal © %
N
@

normalScale

= C' | [ localhost/Dev/git/learning-threejs /chapter-10/03-normal-map.htm|

60 FPS (44-60)
i changeTexture
rotate [ ]

Close Controls




| ' Example 10.04 - LightMap *

<
n

€& — C [ localhost/Dev/git/learning-threejs/chapter-10/04-light-map.html|




Example 10.05 - Env map %

“~ C' | [ localhost/Dev/git/learning-threejs /chapter-10/05-env-map-static.html
60 FPS (44-60) normalScale
I reflectivity

changeTexture plaster

rotate [ ]

Close Controls




«

60 FPS (6-60)

e

60 FPS (43-60)

|| Exampl, 5 - Env map

C' [ localhost/Dev/g

C  [Y localhost/De

'git/learning-thre

js—code/chapter-10

js [chapter-10/

05-env-map-static.html

6-specular-map.html

normalScale
reflectivity
changeTexture [sEt

rotate [ ]

Close Controls




(5) Cube

it M

Global

Blender

o

“End Fram: 250"




Example 10.07 - Load UV x

%
]|

= C' | [ localhost/Dev/git/learning-threejs /chapter-10/09-uv-mapping.html|

60 FPS (57-61)
dtedid loadCubel

loadCube2

Close Controls

800 || cubel.blend %

meE
e
1 an
B £




| ] Example 10.07 - Load UV

C' | [ localhost/Dev/git/learning-threejs /chapter-10/09-uv-mapping.html|
loadCubel

=
loadCube2

60 FPS (55-61)
Close Controls

e
n

| ] Example 10.08 - Repeat
C' | [ localhost/Dev/git/learning-threejs /chapter-10/08-repeat-wrapping.htm|
repeatX

o
repeatY

60 FPS {30-60)
repeatWrapping @
Close Controls




Example 10.08 - Repeat r x —

[ C | [} localhost/Dev/git/learning-threejs/chapter-10/08-repeat-wrapping.htm|
-
“ repeary’

repeatWrapping &

Close Controls

__| Example 10.09 - Canvas 1 X

i

- C | [} localhost/Dev/git/learning-threejs/chapter-10/09-canvas-texture.html Qe

60 FPS (56-60)
! . showTexture (V]
_ Close Controls

ray: -D < * Background:
-
&

l1pxq_50px[5px)



-

60 FPS (24-60)

[

L]

| Example 10.10 - Canvas 1 * & %

C' | [ localhost/Dev/git/learning-threejs /chapter-10/10-canvas-texture-bumpmap.html

| Example 10.11 - Video te: % %}

C | [ localhost/Dev/git/learning-threejs/chapter-10/11-video-texture.html

regenerateMap

bumpScale

rotate

showvVideo

Close Controls

V]
[}

Close Controls




| ] 10.05 dynamic envmap

<« C' [ localhost/Dev/git/tjs—code/chapter-10/05-env-map-dynamic.html

rotationSpeed

Close Controls

[ Example 10.07 - UV map; %

%= C' [ localhost/Dev/git/tjs—code/chapter-10/07-uv-mapping-manual.html

60 FPS (55-60)

Close Controls




Chapter 11: Custom Shaders and Render Postprocessing

Example 11.01 - Effect co. x
<« C' | [ localhost/Dev/git/learning-threejs/chapter-11/01-basic-effect-composer.htm| 7=
| scanlinesintens..|
noiselntensity
grayscale s}

| scanlinesCount

Close Controls




Example 11.02 - Simple x

€« C | [ localhost/Dev/git/learning-threejs/chapter-11/02-post-processing-simple-passes.htm|

&0 FPS (44-80) Open Controls










|1 localhost/Dev/git/learning-threejs/chapt post-processing-masks.html|

60 FPS {37-60) - -

ing-masks.html

60 FPS (19-60)




€ - @ [ localhost/Dev/git/learning-threejs/chapter-11/04-shaderpass-simple.html Q7 =

ceect
rotate ]
* Brightness
+ Colorify
+ Color Correction
+ Sepla
* RGB Shift
* mirror
+ vignette

* hue and saturation

Close Controls

Example 11.04 - Shader - x

€ - C [Y localhost/Dev/git/learning-threejs /chapter-11/04-shaderpass-simple.html @y =

e
rotate ]

+ Brightness

+ Colorify

+ Color Correction

* Sepia
~ RGB Shift

rgbAmount

angle

+ mirror

+ vignertte

* hue and saturation

Close Controls




- C  [Y localhost/Dev/git/learning-threejs/chapter-11/04-shaderpass-simple.html| ]
FPS (5-60) et
iy rotate ®
* Brightness
+ Colorify
+ Color Correction
+ Sepla
* RGB Shift
* mirror
~ vignette
darkness
offser
* hue and saturation

Close Controls

Example 11.04 - Shader F x

= C'  [1 localhost/Dev/git/learning-threejs/chapter-11/04-shaderpass-simple.html @y =
60 FPS (5-60)

selct
. rotate .

+ Brightness

+ Colorify
* Color Correction
» Sepia
* RGB Shift
~ mirror

side

- =
S+ vignette

* hue and saturation

Close Controls




|| Example 11.04 - Shader

<« C' [I localhost/Dev/git/tjs—code/chapter-11/04-shaderpass-simple.html
select
rotate ]
* Brightness
* Colorify
* Color Correction

d * Sepia

* mirror
* vignette
* hue and saturation
4 ~ Kaleidoscope
¥ ¥ kalAngle

kalSides

Close Controls

Example 11.04

=
n

&~ C [} localhost/Dev/git/learning-threejs/chapter-11/05-shaderpass-blur.html @D s

58 FPS (5-56)
hBlur

[ | valur
hTilt
hTilR
vTilt
vTiltR
triBlur
deltaX

dehaY

Close Controls




- C [} localhost/Dev/git/learning-threejs/chapter-11/05-shaderpass-blur.html

53 FPS (5-50)

Example 11.04 - Shader - x

€« C [ localhost/Dev/git/learning-threejs/chapter-11/05-shaderpass-blur.html

hBlur
vBlur
hTile
hTilR
vTilt
VTiltR
triBlur
deltaX

deltay

hBlur
vBlur
hTilt
hTilR
vTilt
vTiltR
triBlur
deltaX

dehaY

Close Controls

Close Controls



Example 1 vance: %

- C [} localhost/Dev/git/learning-threejs/chapter-11/06-shaderpass-advanced.htm|

44 FPS (5-65)

bleach
bleachOpacity
edgeDetect
edgeAspect
FXAA

focus
sampleDistance

waveFactor

Close Controls

Example 11.06 - Advance x

€« c

56 FPS (6-60)

[ localhost/Dev/git/learning-threejs/chapter-11/06-shaderpass-advanced.html

@z E
bleach
bleachOpacity
edgeDetect
edgeAspect
FXAA
focus
sampleDistance

waveFactor

Close Controls




Example 11.07 - custorn

- C  [Y localhost/Dev/git/learning-threejs/chapter-11/07-shaderpass-custom.html D

~ gray scale

Close Controls

Example 11.07 - custorn

L= C | [ localhost/Dev/git/learning-threejs/chapter-11/07-shaderpass-custom.htm| [2:7]

* gray scale
~ bit
bitShader o

bitSize []

Close Controls




|| Example 11.01 - Effect co. %

<« C' [} localhost/Dev/git/tjs—code/chapter-11/03-glitch-pass.html =

gowild [ ]

Close Controls

Chapter 12: Adding Physics and Sounds to Your Scene

Rigid body - Physijs x

L o C' | [ localhost/Dev/git/learning-threejs/chapter-12 /01-basic-scene.htm| Q7 =

gravityX
gravityy
gravityZ
resetScene

Close Controls




Rigid body - Physijs x

<« C' | [ localhost/Dev/git/learning-threejs /chapter-12 /{01-basic-scene.html [ Rk

gravityX

gravityy

gravityZ
resetScene

Close Controls

Rigid body - Physijs x

L o C' | [ localhost/Dev/git/learning-threejs/chapter-12/02-material-properties.html o Rl

cubeRestitution
cubeFriction
sphereRestituti...
I sphereFriction
addCubes
addSpheres

clearMeshes

Close Controls




Rigid body - Physijs x

L C' | [ localhost/Dev/git/learning-threejs /chapter-12 /{02-material-properties.html Q-

&F

cubeRestitution
cubeFriction

sphereRestituti..

sphereFriction

addCubes
addSpheres

clearMeshes

Close Controls

Physijs shapes x

= C' | [ localhost/Dev/git/learning-threejs/chapter-12/03-shapes.html Dz =

60 FPS (39-60)

addPlaneMesh
. addBoxMesh
addSphereMesh
addCylinderMesh
addConeMesh
addCapsuleMesh
addConvexMesh

clearMeshes

Close Controls




Physijs shape:

ocalhost/Dev/git/learning-threej

50 FPS (30-60) addPlaneMesh

_ addBoxMesh
addSphereMesh
addCylinderMesh
addConeMesh
addCapsuleMesh
addConvexmesh

clearMeshes

Close Controls

earning-threej 2/ apes.html

60 FPS (42-60) Open Controls




Physijs Constraints

« C' | [ localhost/Dev/git/learning-threejs /chapter-12 /{04 -constraints.htm| O =

60 FPS (41-60)

* general l

* hinge
* sliders
* coneTwist

+ spheres







* hinge

* sliders

~ coneTwist
enableConeT...

motorTargetX

motorTargetY

motorTargetZ

* spheres

Close Controls

git/learning

chapter-12/04-constraints.html|

reejs /chapter-12/05-dof-co

raint.html

velocity

wheelAngle

loosenXRight

| loosenXLeft

Close Controls

60 FPS (24-60)




ijs Ci
] localhost/ git/learning-threej a 5-dof-constraint.html
velocity
iwhul.ﬁng\g

loosenXRight

| loosenXLeft

Close Controls

€« C fgit/t] chapter-12/06-audio.html




