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2R TR K Z P Babylon. js BT & Fehl , 1F 524 M Sk 0GR Ui 78 Web 02 i A A1 g — A4~
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#3%  \WebXRFFEEH [P 57

S XR WA IR R — 285 UL JavaScript Jif 4k 51 4 5 3D KL HEZE o, f51] 4
A-Frame, Three. js.Babylon. js &, F A Z AT U TFXE T HRIZH AN H., At H
T3 T A 30 58 25 8 © SCHF WebXR, 3 U5 & 36 28 17 &0 an 181 3. 2 Fr 7, 58 42 S5 i ) 0

BT T s i E AR UAS

@ Safarioni0S
@ Samsung Internet

: | @ Internet Explorer

| @ Firefox for Androd

F | # WenView Ancroid

= | @ Chrome Androld

i © Opera Ancroid

2 | © Chrome
X

& | @Ede

\ “i & Firefox

[] =e%# EFF
& 3.2  EHN SN WebXR Y3 A5 00
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i il Babylon. js 3% S80I 3 i 7R 3D 450780 il 22 4], 22 3k S n 1] 3. 3 P .
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FRZEEI R 3D IR YIRS A AU HA TR 1T,
1. < babylon model = "https://ilab— oss. arvroffer. com/WebXR/course/glb/pepper. glb"></babylon >

Hitp < babylon ></babylon >#5 % # /8 ¥ Babylon. js H 1) Viewer 445k A 2| W+,
Viewer J& Babylon. js #3421 —A 3D B8 JE /R 4014, model J& PE48 17 T —A4~. gltf #% 2
(2. glb) 1 3D BLAEY Y URL, P 0] DL 2 S, 52 2 09 ot AR 1 R s .

1 <!DOCTYPE html >

2 < html >

3. <head>

4 < meta http — equiv = "Content — Type" content = "text/html; charset = utf — 8" />
5, < title> 3D Viewer Example</title >

6 < script src = "babylon. viewer. js"></script >
7 < link rel = "stylesheet" href = "normalize.min.css" />
8 < meta name = "viewport" content = "width = device — width, initial — scale = 1"></meta >
9. < style>

10. body {

11. height: 600px;

12. }

13.

14. # header {

15. font — size: 4emn;

16. padding: 5px;

17. }

18.

19. .cell {

20. width:32 % ;

21. height:60 % ;

22, margin:8px;

23. float: left;

24. padding: 3px;

25. background — color: # BBBBBB;

26. }

27.

28. (@media screen and (max — width: 900px) {
29. body {

30. height: unset;

31. }

32. .cell {

33. width:unset;

34. padding: 0;

35. font — size:18px;

36. }

37.

38. . babylon {

39. width:100 % ;

40. margin: 0;
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41. padding: 8px;

42. box — sizing: border — box;

43. background: unset;

44, }

45. }

46.

47. </style>

48. </head>

49. < body >

50. <div id = "header">

5il, WebXR F 41| : — 47 A L1 /R 4 1) 3 32 45 3D Al VR.

52. </div>

53. <div class= "cell">

54. < babylon model = "https://ilab — oss. arvroffer. com/WebXR/course/glb/pepper. glb">
</babylon >

55. </div>

56. <div class= "cell">

57, H A, BF A A, A AL T, AR AT BRSO B SRS 3R

R IARZ, KM KT FEM A TR 2 B B4 T, RBESS BT ORHR, SO BRI, — A2
SR A B, R R R SEBOR, BROR BOR L AR AR B, AR B 3 & R A A A R R R, i T 2R %
SEHE, BT H A R A AL FIE AT AL 3 VR AE Z R, LR HAE A — 3%, B8 2 TR, F R
P D7 R S Y AT 3t X B4 BROBUE b S5 5 Al T f , < S0 AR 1 S0 A A T B, 2R S A A AR R
AL R R R AR AR A . T 100 Z24EHT T A, BAx [ A% 0 0k Rk 0, ORGSR 0 4

EEC,

58. </div>

59. <div class = "cell">

60. < babylon model = "https://ilab — oss. arvroffer. com/WebXR/course/glb/pepper2. glb">

61. </babylon >

62. </div>

63. <div class= "cell">

64. B R BUR A 2, RIS A R i A AR AT A 13, FELLPE CIL AR L SR LT AR L R R

V15 M 37 K AR A A, 2 Tk A8 A B o A

65. i i FlE E BRETBUR T R AR F5 SR, — AR 2z B, R, RARIE SR, RS IT Y . sk Ak
R, DR, RS, W, SRR 0.8en 247, AR 10~11lem Jh4E 12~13cn, R
IR TR ak, BRI a6, R tse, B 5 300~400g, fix KAl 35 600g, &7 f Fl, P& i 3, 3l I P
R, 7E BN RER 4 b X ER A AP AR . SRIE R, R . RIE 7 IE, J& T s T #AR S

66. </div>

67. <div class= "cell">

68. < babylon model = " https://ilab — oss. arvroffer. com/WebXR/course/glb/pepper3.
glb">

69. < vr object — scale — factor = "1">

70. </vr>

71. < templates >

72. < nav — bar >

73. < params hide — vr = "false"></params >

74. </nav — bar >

75. </templates >

76. </babylon >
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77. </div>

78. <div class = "cell">

79. T BE 2SR < 3 I I BE S Dl 15~35°C 3 EAY IR BV [ Dy 25~28°C , R EFIR R 28~30C
80. IR Z A - R, 1A B, R e R R UK

81.  JGHRARM: G BR B RN ™, IR ZoR R 5, B KRG 10~12h, AR FIFAELE R, HMA
AR E B T B R W IR &, A 4E 7 1000kg F AL, 7 AL 2kg B 1kg B 1. 45kg, [A] B I 75 234 & 11
FERE Xt 4 R, LI 5 18 K I VD HE SR A, b B ) BR AR LA R R R, R PRt T,

82. </div>

83. </body>

84. </html >

3.2 H=f6l&

Y5 (Scene) Frn — A HEAUAY 7 M, — BEeh 3R 058 L B 18] L 18 R A (8 55 38 ) 2 B — > B 40
37 5% e A S i X5 | B 3D HE 2R b L I AR £ 65 (Stage) . B2, M 3D B9 A BESR Ui, 5 5
AL R — L8 R A% (Mesh) BC7E — & 6 P WA IF B2 76 H P i A AL (Camera) F1AT G
(LighoibJH P REEFE B, M8, BR T LIRRBIM 250, 3 5l g id 2 6 & — 2L 5 T &K L 1)
n GUI I B, ik P RefE 5 3 5t A A 1., R E AT R I 5t i

3.2.1 PRty s

B FESTIF Babylon. js fE£JT & T. A Playground., T] DL A Babylon. js ‘B 7 M
UL R PSR BAE R rh % # TOOLS—PLAYGROUND B A i# A Playground, 4n&l 3. 4
s

= © babylon.js

T00LS PLAYGROUND

COMMUNITY SANDBOX

PARTNERS NODE MATERIAL EDITOR
TESTIMONIALS DOCUMENTATION
GAMES

E-COMMERCE

RARYI(IN NATIVS -r-, ~z-
Kl 3.4 @ A Babylon. js BITELIT & T. A Playground
Playground & Babylon. js #2 i AU7EL 4w i T H, (45 JF & & v UL G378 W ot [ sEEf
WS P T E AT RE, K 3.5 iR,
Playground i & FU il 73 4 TR | e 28 AR 20 F A2 88 0, AR A = 2R ShRE AN T
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ﬂ babylon.js Playground 6.46.0 (WebGL2) T Javaseript

rar createscene = function () [
: // This creates a basic Babylon Scene object (non-mesh)
3 ar SCene = new BABYLON.Scene{engine);

n
Jf This ¢ and positions & free camera {non-mesh)
o ar camera = New DARYLON.FreeCaseral”cameral™, new DAIVLON.Vectord(o, 5, -10
7
/7 This targets the camera to sceme origin
9 camera.setTarget (BABYLON. Vectora. Zero());
1w
1n /f This attaches the camera to the canvas
12 camera.attachontrol (camvas, true);
14 Ff This creates a light, aiming @,1,0 - to the sky (non-mesh)
15 war 1ight = rew BABYLON.HeisphericLight ("Light™, new BASYLON.Vectorafs, 1,
16
17 /f pefault intensity is 1. Let's dim the light a small amount
18 Tight.intensity = 8.7;
19
E] ff Our built-in sphere” shape.
n var sphere = BABYLON,MeshBul lder, Createsphere( “sphere”, [diaseter: 2, segmen
n
;.- £F Move the sphere w.-v.l 12 its height
N sphere.pas m n.y =
ES]
B /f Gur bellt-in groumd® shape.
E2 var ground = BABYLOW.MeshBuilder . CreateGround(“ground™, [width: &, height: 6
=
El turn scene
W)

& 3.5 i PRI & LA G4 AU

. BE%R
Babylon. js ¥ TypeScript (faj #X TS) Ml JavaScript (H #8 ]S P FI1E 5 IT £ X 19 V)
e BOANE 0L T ZEFR A L JavaSeript, WERKRFENCR M TS IF % WAl LIYI R 2= TS 351~
AT GRS TAE, WISk ui o], A Fr A i 2 GRS S A2 R IS 'S . T 2R %2
PEAT g BRI A UT 4 R Ay TS 4L EL AT, i 3.6 Fis .

E 3.6 éﬁ*ﬂilm nﬁ]}ﬁ

N
fE'ﬁ

\Y
3

P IE AT AL W T 46 BT 25 BT 5 = v B B AR, I A A WoR s AT A5 R
F 3.7 fiw,

3. R’
tF Playground J& 3+ Web 1, UL B o5 SR AFH BT A 200 S 10 19 TR R A7 Z A M

MR SR EE RS 4 ik 3.8 s,

Javascript >

3.8 IRAFEHA

T & #H s R AP LS 2 XTEHERE 78 P i A — 28 5051 H A C R {5 B an i 3.9
TN o
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TAGS (separated by comma)

K39 HATIH THRER
i ASERUR Sy OK SR8, W2 78 Ak 55 45 i A il — SR 25 1 TR A9 0 — 1D, T H
7 SR DU Y 1D BR AT R E A TR SR S L A 18] 3. 10 B .

= = C & playground.babylonjs.com/#R48MTP#3

) D Chrome () GitHub B Google B8 () Babylonjs: Powerf.. W3 WeBRmBayice APl B3 YouTube @ A-Frame—Make.. [ zhangke!

o babylon.js Playground 5.0.3 (WebGL2) s Javascript

1 w par createScene = function () {
// This creates a basic Babylon Scene object (non-mesh)
var scene = new BABYLON.Scene(engine);

[*]

/{ This creates and positions a free camera (non-mesh)
var camera = new BABYLOM.FreeCamera(“cameral™, new BABYLON.Vector3(@, 5, -18), scene);

// This targets the camera to scene origin
camera.setTarget (BABYLON.Vector3.Zero());

ER- TR TR ]

& 3.10 T/ ID W E TRIEDNHLH

3.10 iy # RASMTP # 3 fAF i LR ID. 5 —4 £ J5 1 BHH 1D, 5B =4 # )5
TN AR 5, o s 2 U, TP X6 I DU AT 48 B2 5 s BB o PR A 3R A 8 4% T Curl + S HEE
L2 PR A — A BT RA

4. Inspector(f5 B 1) EHR

wmE 3,11 frs, b e b7 THAEEH Y Inspector #5241 , 7] LLFTIF Inspector [HIAR .

Bl 3. 11 T HAEF R Inspector $7 4

T ZmEAG BT R E@ERS 8T 3855 B2 M2 X, dra) &35 X
A M A 2 FTH #) Inspector AR X, 7E Inspector T A X 38 1l DLE 237 5 6017 A5 1E B,
MR B B B A X S5 B B T A& #EAT A L. ﬁiﬁﬁafﬁ:m@ﬁiﬁ%m%ﬁﬂt
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WA, 7EE 3,12 tafl LIE B B 54 A INSPECTOR AR H %) H 7 Nodes (5 5 71
2% \Materials (b i) 51| & . Textures(ZLH) 51 £ 45,

1~ var createscene = function () { INSPECTOR

2 M This creates a basic Babylon Scene object (non-me

3 var scene = now BABYLOW,Scene(engine);

4

5 f/ This creates and positions a free camera (non-mesh)
var camera = new BABYLON, FrecCamera("cameral”, new BAE

7

a Jf This targets the camera to scene origin
camera. set Target (BABYLON. Vector3. Zera( ) );

8 i
11 /7 This attaches the camera to the canvas (& Particle systems
12 camera.attachControl{canvas, true); & Sprite managers
13

14 £ This creates a light, aiming 8,1,® - to the sky (nc

15 var light = new BABYLOW.MemisphericLight("light™, new

16

17 /4 Default intensity is 1. Let's dim the light a small

18 light.intensity = .7;

19

» Jf our built-in “sphere’ shape.

7 var sphere = RABYLOM.MeshBuilder.Createsphere(~sphere™

22

” 44 Mowe the <nhere umeard 172 its heieht

& 3.12 Inspector ZH 1 Ifi #i

B, s Scene N A Nodes 5 £ 17 T A9« 4" HEAT 1 2 A0 JRIT . 1T LB B 24 155 35 1)
Fr A PR XT 4, o LA B FEBOAE L . 5 5 T A AE — DAL cameral ., —F 1 ground,
— T light FA1—ERIK sphere, WM 3. 13 Fias,

[ 3.13  1£ Inspector Al 125 B 3 40 1) 4 1 X 4
5. T#;
PR TR B AL I 3. 14 Fras . T LK M AT AR T T &R E A, AN LK) Web
N AE RS 434 0 F AR T B R ATk S 1Y E8 5 B A A PR e 7 R DU R 2% = A ML . Babylon
2R A HTML 0 m 34T T 2k,

314 HUHETF s

6. i
PO B A AL B TR A — AT H L AN 315 BT,
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Bl 3.15 B adis

7. ER
B VEBRACAS 4L WA 3. 16 B, BT 3 R 24w oL i b AR AS .

Javaseript >

& 3.16 BRI i

8. &&
P B AR 3. 17 B BRI AT B A DT A F AR 42 R
WH%.

B 3.17  BEERH
AT Playground FFEMEEG 3 T ORI U 4 B A RS Sk P skl B @ 3 5 #E 7 = R B

—A Box LK,

var createScene = function() {
var scene = new BABYLON. Scene(engine);
var box = BABYLON.MeshBuilder. CreateBox("box", {});
scene. createDefaul tCameraOrLight(true, true, true);
scene. createDefaul tEnvironment( ) ;
return scene;

¥

AR B AT A R ANIA 3. 18 iR .

N 0 U W N

“ var createscene = function() { -

1

2 var scene = new BABYLON.Scene(engine);

3 var box = BABYLON.MeshBuilder.CreateBox("box", {});
4 scene.createDefaultCameradriight(true, true, true);
5 scene, createbefaul tEnvironment();

6 | return scene;

LA H

8

’l3.18  FEHIFhATRCR

3.2.2 el API i

it EaA AR AT A BT Scene AT T —A> 3277 P [R]E AT Al U] BUAR 4
ik SE 7 R BEAT e R , # 1F BUbR A B AT AR S O i . T T A i b A AU 4 i — A Sk
filh 7 57 19 AP B
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g s
Ti HTML H il ] createSceneO) pRE, I X 37 Stk ATIE Y, % K $UJE Playground i B3
M EEIT R E H O AT LB — D eR B, TR N T X BRI 44 R MU S5 AT B B,
U BEAE bR AR b 7S ok iz i ARG B AT,
2. M =Hs
it I R AR W) 46 A — D= 3 55t

var scene = new BABYLON. Scene(engine);

3. BIEERCARIRGR L ALT A

{8 FH R %X createDefaultCameraOrLight O A 2 BRIN P EEAZ L FAT 6. MBI EE T scene
XF4 0. BT DL scene TR R R B X B st AT — RO EAE. X T R %K
createDefaultCameraOrLight O 15, D\ R 1Y 24 FR AT 13X A4S 2R BCSE % T 6 14F 3517 . B A 4
FABLANBIEAT O U BRBOF A & — DI BE B — W s 1T — A& T 5 T P 5 A
P —A 525 R, AT LU S e APT SCRS R A5 77 32 oR B0 AT WIF 28 2 8, 1ok 26 S 50V T2
2 3,19 R

createDefauitCameraOrl_ight Search playground for createDefaultCameraOrLight

O createDefaultCameraCrLight({createArcRotateCamera?: boolegn, replace?: boolean, attachCameraControls?: boolean): woid

Creates a default camera and a default light.

-;-.'-».-| https://doc. babylonjs.com/divingDeeper/scene/fastBuildWorld#create-default-camera-or-light

Parameters

L createArcRotateCamera: boolean

has the default false which creates a free camera, when true creates an arc rotate camera

= replace: boolean

has the default false, when true replaces the active camera/light in the scene

. MatlachCameraComrcls: boolean

has the default false, when true attaches camera controls to the canvas.

Returns void

K 3.19 AFRE APT CHY

Hi P 3,19 AT LAE B2 R B & 3 NS0 Y928 boolean 28 AR -

(1) EHAE ArcRotateCamera GZAHML S TE G H L1104 5

(2) EAEE YA = F M camera B light;

(3) =/ ARVFEHIAAL .

MR ACAD AT DL B AR R AR 33 1 SRR A true,

4. GIEMEIT &K

i# i MeshBuilder. createBoxO) ik & — A~ F K, IR M E G 5 4.,
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createDefaultEnvironment () b4 Sk ] dE BRI R 5% . Babylon. js BRINI IR BE A0 & T —
AR (4 3 T8, P X T R 5 A9 150 8 AT DL A% AR & S ROk SE I, R 2L — B

fifp PR A I

FAF REY AP SCRY, AT LIFE Babylon. js B M 5L £ £ TOOLS>DOCUMENTATION ,
SRIG PEREZE M) APT eI, 76 A7 DN A4 1 11 rp gl ol DL 31 B4 0R) A0 A 44 25 ) L2 AR o 4 1T

PRVECAE AT LAFE 22 B o Search 3£ 17

= © babylon.js
ylon.|

100LS

COMMUNITY

PARTNERS
TESTIMONIALS
GAMES
E-COMMERCE

PLAYGROUND
SANDBOX

NODE MATERIAL EDITOR
EXPORTERS
SPECTOR.IS

(a) HEFEDOCUMENTATION i i

TBEWHE R, WA 3.20 iR,

Your Journey Starts Here -

W

Features

Adding Babylon.js to Your Web
Praject

Tocls and Resources
Preparing Assets for Babylonjs
Babylonjs Cross-Platform
Contribute

Guided Learning
Community Extensions
What's New

AP

Search

Playground search

v

WO W W W

3.3 H=ATH

Classes

® AbatractActionManager

® AbstractAssetTask

® AbstractMesh

% AbstractScens

® Action

W ActionEvent

® ActionManager

» AddBlock

®» AdvancedTimer

® AmmalSPlugin

® AnsglyphArcRotateCamera
® AnaglyphFreeCamera

® AnaglyphGamepadCamera
W AnaglyphPostProcess

® AnaglyphUniversalCamera
® Analyser

® AndOrNotEvaluator

» Angle

® Animatable

® Animation

® AnimationEvent

W AnimationGroup

® GeometryBuffer

® ReflectionTextureBaseBlock

Component
» Gizmo
® GizmoManager
® GlowLayer
® GoldbergMesh
® GradientBlock
® GradientBlockColorStep
» GradientHelper
® GradientMaterial
® GrainPostProcess
W GridMaterial
® GroundMesh
® HDRCubeTexture
@ HDRCubeTextureAssetTask
® HDAFiltering
% HDRTools
® HandConstraintBehavior
® HardwarcScalingOptimization
® HeightToNormalBlock
® HemisphericLight
® HemisphericParticleEmitter

(b) APIEE[1# 1M

4 3.20

Pilal APT 3CHY

@ ReflectionTextureBlock
® Reflector

® RefractBlock

® RefractionBlock

® AefractionPostProcess
® RefractionTexture

® RemapBiock

® RenderTargetTexture
® RenderTargetWrapper
® RenderTargetsOptimization
® RenderingGroupinfo
® RenderingManager

® AcplaceColorBlock

® RetryStrategy

® RollingAverage

® Rotate2dBlock

W RotationGizmo

® RuntimeAnimation

® RuntimeError

® 55A02Configuration
® 55A02RenderingPipeline

3.2 WAl T s p A R T vk e R T S b SR A — A 1 TR R AR LA
FTOt SEBr B AT RLh OT A A ORI A KT 6RO AR R TRRAT O . KT TE S St
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e HE 2 2 E R A B9 5 b B B Mesh 19
R BOR . BLE IR W M B8 4 . 7E Babylon. js
T SO SR VR B R KT O KR D 4 A E 2
WA LR TT A B B ok . 3. 21 JBR T
— D ERIAAE 32 B 2T OL BN R 9 R BOR

3.3.1 JTknyenmy

1€ Babylon. js "4t 1 4 BRI A LT, B Fh
KTOCHRA A O AR SRS 1 3 5% 3 T kiR — T A 4.

1. B F#IE (Point Light)

ROG TR REOS BADLTE = 2 25 ] ol — 4> 0 1) D ] 805 A — A OG5 T AR 06 g e
KT, 62 N ASTT I AT A7 . BT SOBIR R BRI 4

K 3.21  BucAT o R S aR

1. wvar light = new BABYLON. PointLight("pointLight", new BABYLON. Vector3(1, 10, 1), scene);

2. Mt (Directional Light)

05 0] S S2 6 06 AN AR 78 1Y — A~ J7 1) A S i ok, 3 HLBL A T PR A 3 T A it 2 0, O o4
W He ATy ) B 3 s v i B A DX, AT DUAR 2 5 1) 5628 A0 T R BADG , AHJ2 R FROG= A [E
J7 ). L R b K BH G s A AR S AR BH R S5 R B IBAN 7 Il i 0 . T 1) S A Y 5
mr.

1. var light = new BABYLON. Directionallight("Directionallight", new BABYLON. Vector3(0, -1,
0), scene);

3. BT (Spot Light)

RO IE th AL 8 7 A B AR BOE LRGSR, RoR — A AT W15 57 &
S —HOGHE LT AR P R A F R A A S BEA RN . — R AR,
RCT 19 A1 B Fe TR B HE I RN FLBRAT S DU RE 3R 7 5 0 — A i 48 4k Fe Hloe L T OBl & R
BGRERT  BE . 3X B 5 5 AR O 1 6 A 23 I B R R 1T SR G AT AT DAE X
FIMA A, RO AT I LT

1. var light = new BABYLON. SpotLight ( " spotLight", new BABYLON. Vector3 (0, 30, — 10), new
BABYLON. Vector3(0, —1, 0), Math.PI /3, 2, scene);

4. FFKk I (Hemispheric Light)
PEROESE — DRI LT S T SR TR R RO AT )l R ) e ) KA
i 15 0 S T Mk A RE S 8 R I RUR

1. var light = new BABYLON. HemisphericLight ( " HemiLight", new BABYLON. Vector3 (0, 1, 0),

scene) ;
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WA 4 BRI, HB O R PERR L8 A A0t I8 R A B R i . B RYAT
oo HIATW R AISAEF ELAE T, BN, 20 2 (i 3 MBERDLE S 24 Bt BT
R LAFTIF OGP, KT O B0 5 BE AT DLSEE O 0~1 AL

3.3.2 fTRBiIfanixE

KTGH 3 ARSI, 1 Jo it ground color CHlL T B €4) . {35 FH T2 8ROt 53 4k
P 0 5 1) e A 0 R

(1) diffuse color

(2) specular color
FROLBE R S B

AR PIR O i T A 4 R BRI AT O .

WK 3. 22 &R T —AT5 OGRS — A ERAK L T
] DI 19 182 5 S5 160, 21 €8 R DG I 6 Dl S L R T
PLE BIAE AN = 4 37 5 b — A 20 0 0 BR A, D) B 2
BT

2 BLIZROCR AR AR 4R

& ST i U O RAR AR B B
SR/ RY =PI DU e

K 3,22 IIMZHETCE ER IR

1. wvar createScene = function () {

2. var scene = new BABYLON. Scene(engine) ;

3. var camera = new BABYLON. ArcRotateCamera (" Camera", — Math.PI / 2, Math.PI / 2, 5,
BABYLON. Vector3. Zero(), scene);

4. camera. attachControl (canvas, true);

5. var light = new BABYLON. DirectionalLight("DirectionLight", new BABYLON. Vector3(0, — 1,
0), scene) ;

6. light.diffuse = new BABYLON. Color3(1,0,0);

7. light. specular = new BABYLON. Color3(0,1,0);

8. var sphere = BABYLON.MeshBuilder. CreateSphere("sphere", {}, scene);

9. return scene;

10. };

nfEl 3. 23 Bz 7R P A BEOG AT 1 IR ROR
FHorfr— AN SROG T B0 18 S S €0 M s O B 4 4 D 2
@, P TE kW] R B S B AT A S —
ANTROCKTHT M 10 18 S I B0 € O 208, s D B 4 Ol 2
ﬁ,ﬂuﬁﬁETﬁ%%EE’Jiﬁf 7 EL 52 BE A B0 h
aeS5gafd SR NEE, RO, X WK uE
T B B 2 A B IR A R RCR .

A S 55— B AU JRE s O B4 B 2 R A IR
DY SIERERIEE

3. 23 PN BOLKT I IR G 25 AR
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1. wvar createScene = function () {

2. var scene = new BABYLON. Scene(engine);

3. var camera = new BABYLON. ArcRotateCamera("Camera", — Math.PI / 2, Math.PI / 4, 5,
BABYLON. Vector3. Zero(), scene);

4. camera. attachControl (canvas, true);

5.

6. /1485

7. var light = new BABYLON. SpotLight("spotLight", new BABYLON. Vector3( — Math. cos(Math.
PI/6), 1 , —Math. sin(Math.PI/6)), new BABYLON. Vector3(0, —1, 0), Math.PI / 2, 1.5, scene);
8. light.diffuse = new BABYLON. Color3(1, 0, 0);

9.

10. /1858

11. var 1ightl = new BABYLON. SpotLight("spotLight1", new BABYLON. Vector3(0, 1, 1 — Math.
sin(Math.PI / 6)), new BABYLON. Vector3(0, —1, 0), Math.PI /2, 1.5, scene);

12. lightl.diffuse = new BABYLON. Color3(0, 1, 0);

13.

14. [/ 5%

15. var light2 = new BABYLON. SpotLight (" spotLight2", newBABYLON. Vector3(Math. cos(Math. PI/
6), 1, —Math.sin(Math.PI/6)), new BABYLON. Vector3(0, —1, 0), Math.PI /2, 1.5, scene);

16. light2.diffuse = new BABYLON. Color3(0, 0, 1);

17.

18. var ground = BABYLON. MeshBuilder. CreateGround("ground", {width: 4, height: 4}, scene);
19.

20. return scene;

21.

22. g

AR A T — A b1 Y Mesh, R B Q1 T 3
AR CAT e B b 1T X 3 AN R OEAT By i R B 4
SR EL B OGS FEAR DGR 32 38— a8 T X
3B AR ), IX 3 AU 7 By E PP
A I ZAF BN AN 3. 24 7R BRI .

) » > TE 2L BY
3.3.3 XDRIFCRIDES B 3.24 3 SO0 B A AC AR

1. KTRBF X
— R ST LIS AR T a3 G BARFT R el S A i SE B AN

1. 1light. setEnabled(false);

25 LIRS A true RoARFT AT AE A false Fom KHAT L,

2. KTHHEE

AL S B A S KT O R I L AT DL B KT O indensity J& PR AR K, AT O B
W RZINR . BONEOL T iz @ BUE s 1.

1. 1ightO. intensity = 0.5;
2. lightl. intensity = 2.4;
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3. ATRHEHE
XF T ROGIE AR CAT . AT DL range J& 1K BRENXT G AR A8 21 3k i iR 25

3.4 H=FA%

TETFENBARATEHARNEZRT.56F—FE 3.25, K 3.25 s — 1 EuUT
FrbE b T . — A~ i28 sh g R PR R o i Wi 54T . s R SRE S s i fE b, & 5K
i @*i&fi&ﬁi&ﬁ]‘&zmﬂhi%

Kl 3.25 ;B ROR
&l 3. 25 Hf A B S A R An ey SR, R AR T B A N AR

3.4.1 BIBARK

7E Babylon. js F {# F B 52 4= i #% (Shadow Generator) fR & 5 A= B . B 4= s =&
— AR MAT G 14 1 2R A= iUST 5 SO T2 B2 AR LA A A 288 43 00 Ry 9 5 B0
WKL B F T B 5% SO S 6 . T4 A BT R s AR A

1. var shadowGenerator = new BABYLON. ShadowGenerator (1024, light);

IR G A S SCTE YL A BB | e A0 AR T v e (B B0 10 BH B2 L B0l AT LA 1) B 52 S0 HE A 7 e %)
FRIMESR ARBUNT .

1. shadowGenerator. getShadowMap( ). renderList. push(torus);

e A AEE SO s B AL B A S B SR PR BE BN true.

1. ground.receiveShadows = true;
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W BIR 3 A T IR s B BB 1 BEAEIEPA R R R AR A, T LA
WG B AL DR D RE i 2 BR B B0 BE R 3R AG — S AR R

Babylon. js #2ft 1 3 Bl &A% . 7T LAE BEAT o] —Fh 47250

1. BRI

1. shadowGenerator.usePoissonSampling = true;

2. FEHARLE

1. shadowGenerator. useExponentialShadowMap = true;

3. RH4E B FA R 508

1. shadowGenerator. useBlurExponentialShadowMap = true;

SR 3o 7 5 5 LA I R 24 9 e 9 14 SR 2 S0 0 i e U 9
RO INIA 3. 26 s .

3.4.2 ZEWHEMPIRG
LB A Y 3 5T B 52, o 20U HE B 52 A2 A %8 | 3T FF transparentShadow J& 1, W0

3. 27 JIr 7 b i W R 5 55 B 2 O RCR

S

[ 3.26 RBARE AR & 3.27 i Y AR BT B 5 aOR

3.4.3 IDESPEEMX R

K16 55 B 52 AT DA 2 BE B AR i T SRR R L WA KT G JE vk AR B R A AR AR
BFV 52 1) oo A v, A — S D) R 5 R ) b T

(1) HA AR (Point Light) , J7 8] )¢ (Directional Light) . 8 64T (Spot Light) a] LI #%
ST o At 14 IR R T AR S IR Y

(2) —A~BI5E A LA Hae i — AT an i 2 A KT AR S 3 58 B 52, W5 253 51 oy
BTGB — > B 52 28 LA

(3) SOGTRAE 7 I AR S0 Cubemaps > vi Yy o PRI AE A FH s 5 U 1 Bof 40 75 28 0 1
fE ] &1,

(4) RICAT B B R R P R 80,
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(5) EMITHHIESRE . A BT G, LA AT Fe A 1Y B 52 80 B, n] DL o 2%
4] light. autoUpdateExtends ¥l AT .

3.4.4 BUEHCHGALPR
BABYLON. VolumetricLightScatteringPostProcess &—~ )5 AL BRI RE , ‘BB AR 45 6 IR
DA% TSGR B R ik an T

1. var vls = new BABYLON. VolumetricLightScatteringPostProcess ( 'vls ', 1.0, camera,
lightSourceMesh, samplesNum, BABYLON. Texture. BILINEAR SAMPLINGMODE, engine, false);

RO SER S LT

(1) name {string}——JF B ZFK

(2) ratio {any}—— 7 A4bBAN /85 PN 538 18 A9 K /N (0. 5 BWRE JF AL PR LA 96 =
canvas. width X 0. 5 Fll /5 J& = canvas. height X0.5),

(3) camera {BABYLON. Camera} Jei Ak BEEE BRI 2 A AR AL

(4) lightSourceMesh{ BABYLON. Mesh } —— FH/E U i k% o DL A ' 55 283 (il
i, B BEADOR BH S B T 5 D

(5) samplesNum{number}

Jo Ab 38 BT L BRIAE R 100,

(6) samplingMode{number} JE A B A R,

(7) engine{BABYLON. Engine} m e g%,

(8) reusable{boolean}— 4 75 J5 &b B vp 75 22 T L AR 4 506 HAB B &R true,

(9) 5 F{BABYLON. Scene } ——WIRAAHL 2 800 25 (FE¥E L 45 186 P R n 5 4k 210, )

it 237 5Ok INC B PN AR GE A

i3 A BB 5 AL B AT LSS B AN P 3. 28 B 1O BRASCR .

510 (WebtLr) —y D B & i D WO

Kl 3. 28  RBUOLHUN A AL B SCR
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3.5 BHEXEH

3.5.1 wiffegseb it &R .

LA A D JEHAE = g P s B AR N E . HAT. 7ER 2 XR
A B TR Y Y L SN SR S L AR AR A S L fk L R BR R AR R L A
WA L H R R R R S H ) AR T BRE i B . AT IR R 8 = Mg st
FEER PN BRI AR RS BRI . 4R, 37 5 58 38 3 GUIL XK T4 fith
B A5 HABIE 5L

3.5.2 #EFEARn
TR FR T R R T S 5t e ] s U S A

scene. onKeyboardObservable. add( (kbInfo) => {
switch (kbInfo. type) {

case BABYLON. KeyboardEventTypes. KEYDOWN :
console. log("KEY DOWN: ", kbInfo. event.key);
break;

case BABYLON. KeyboardEventTypes. KEYUP:
console. log("KEY UP: ", kbInfo. event. code);
break;

= O 0 J o0 U b W N -

0. });

BB A IR ENE A KEYDOWN fil KEYUP W5 F0 25 7, B W W7 He dg 43 R
HEER AL PR B AEAR 22 51 3 v i 23 0 A A 4 o A d e A B 1) 0 JE o M AR EX AT L E B
SCEFR AR AR

3.5.3 Rz h.
T AT R T4 A 7 37 5 v s T A

1 scene. onPointerObservable. add( (pointerInfo) => {
2 switch (pointerInfo. type) {

3 case BABYLON. PointerEventTypes. POINTERDOWN :
4 console. log("POINTER DOWN" ) ;

5. break;

6. case BABYLON. PointerEventTypes. POINTERUP :

7 console. log("POINTER UP");

8 break;

9 case BABYLON. PointerEventTypes. POINTERMOVE :
10. console. log("POINTER MOVE") ;

11. break;

- o -
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12. case BABYLON. PointerEventTypes. POINTERWHEEL :
13. console. log("POINTER WHEEL");

14. break;

15. case BABYLON. PointerEventTypes. POINTERPICK:
16. console. log("POINTER PICK");

17. break;

18. case BABYLON. PointerEventTypes. POINTERTAP:
19. console. log("POINTER TAP");

20. break;

21. case BABYLON. PointerEventTypes. POINTERDOUBLETAP :
22. console. log("POINTER DOUBLE — TAP") ;

23. break;

24. }

25. });

R AR AL AR R T L BUAR AR L BUAR RS Bl L SRR TR A L BB R B, BB B DL
BUbR Xt 1 AR SRR IOARE Oy A B E R B e S T —
AR T RUbR IS L O AR R . I A T 45 8 G I L if Al LR E pointerInfo
AR — B S5 K L SRS 7K A B 25 A v AR B B HEE R

3.6 1AM

1E Babylon. js B9 A Z M ML . &~ % B N % 2 T 58 — ARz 3 69 38 1 A Bl
UniversalCamera M#HLEAHHL ArcRotateCamera, DA & F T 1L S2 R 56 B9 WebXRCamera,

3.6.1 @ HIHIHL

i A HLZTE Babylon. js 2.3 IR, JH T 1 BEAL | BRUBR L il 485 5% | e ke 42 1 25 55 E A7 458
il F AR T P S 5 A A R e A\ A .l AR AL Y SRR 2 IO FreeCamera,
TouchCamera Ll 2 GamepadCamera, [F 438 FIAHALX X LSS AHAL AT T 48 AL, (H L3R JLAP
AABLAR SR ] AGE FH Y

H Hiri JAHHL 2 Babylon. js B BRIAAI AL, W1 SR BEAE 3 5 bl JH 26 0T FPS 1y 45 1 2
fig . W AT LAGE H1Z AL, Babylon. js ‘B Wi 7R 19 S 010 K 2 fd FHZ AR AL, 40 ik XBox 8 il £+
1 A PC, W AT DU FH R FR 43 2 A BIL Y 8 75 D RE .

i A BL Y BROA A A2

(1) #EA— W A2 A7 5 AT 22 A B s AR AL 3E o 1y 1) S T S B8 s AR AL .

(2) B PLFAHBIL 5t i Fl 8 i Jie e AHAIL

(3) fil—— A4 W S Al ZE A B S A HIL B W 3l Al HiT IS B S AR AL .

(D BARER — Bbr bR s B iR shah k.

T2 ey 24y gt — A58 FHARMLE 7 T 15 2 — A B 0l AR BL A 1) 3
H AT AT IR M ROR




#3E  WebXRFFEET [P 75

var createScene = function () {

/ /A HA [ Babylon 37 5 X 4

var scene = new BABYLON. Scene(engine);

/7B I L — A 8 AR B
var camera = new BABYLON. UniversalCamera ( " UniversalCamera", new BABYLON. Vector3 (0, 5,
10), scene);

7.
8. AERINERANE X0 5E TN
9

camera. inputs. addMouseWheel () ;

11. /738 53 BRUbR VR 6 Y il A e Ak 4 ) AR LA 37 5 R B4 1R BE (AR % S B i 0 e FH Bl 25 )

12. //camera. inputs. attached[ "mousewheel" ]. wheelYMoveRelative = BABYLON. Coordinate.Y;
13.

14. /1R G B bR Y il i 5 )

15. // camera. inputs. attached[ "mousewheel" ]. wheelPrecisionY = —1;

16.

17. /158 AR BLAE 37 5% H B9 00 46 o7 B (A A s L)

18. camera. setTarget (BABYLON. Vector3. Zero() ) ;

19.

20. /¥ AEAIL B o 32 i A

21. camera. attachControl (true);

22.

23. //BIg—A 2ROk, R4 (0, 1,0), BN E I 5

24. var light = new BABYLON. HemisphericLight("1light", new BABYLON. Vector3(0, 1, 0), scene);
25.

26. [/ BRAINKT G5 N 1, AR FRATHE T o R s —

27. light. intensity = 0.7;

28.

29. /78—~ Bk ik

30. var sphere = BABYLON.MeshBuilder. CreateSphere("sphere", {diameter: 2, segments: 32}, scene);
31.

32. //J%HWIS[?L%ZJJE FERY 1/2

33. sphere. position.y = 1;

34.

35. / /5 F I —A ground Hb AT ( T JE R BN 6)

36. var ground = BABYLON. MeshBuilder. CreateGround("ground", {width: 6, height: 6}, scene);
37.

38. return scene;

39.

40. };

3.6.2 HLIEAHAL

BB ALER 2 2 136 42 19 H bR 2 Bz 3l F AT LARLE bR ol oo e #% . T A3 T
A FHEAR A BB A 42 il AR MLt ml DA Sl 5 = PR R Pl R DK IS AR AL AR R B —
Fil 52 4 Ml Bk A7 19 T A2 G2 DAy Al e W A 203 AR AL A i PR B AR R st sk ) 07 8 T LA 5
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Kl 3.29 BB AHMLTAE B

AR REIR o F

beta 33 NS ECRITIRE .

radius

{6 A 30 i 415 1 5

SEHLI L TOIE S B A L SR i SR 0 2l L 2 A 5 1] B4 R A AR 2
BIERAE  E beta MR, T B9 015~ AR JE 7R T ANy 44y 36 A6 A — A BLIEARBIL

O LV O 3o U b W N -

[
o

11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.
30.

var createScene = function () {

/ /83—~ FE7R [ Babylon ¥t X 5

var scene = new BABYLON. Scene(engine);

/1R HUE AR HLE I 2 3 5

(1) alpha: 9\ fiEss LIRS R 54,

(2) beta: 4EBEHES: , LVIKEE Ry BAp

(3) radius: P42, S8 AHHLE] H AR B BE B

&l 3. 29 7 1 HLIE ALY TAE R B,

HF— 2 ARFEHE L beta W BEE N 0 5% PI 7]
AE 2 80— 2L R, A7 X R B0 T 5 beta 2% fi #8
0.1 9K, Hrh beta BE Jy JILEFEF34 0, 10 alpha #Y

YRt m] DU o 0] 8 Vector 3B AHHL A7 H
alpha.beta LA X radius MfH . X F 7 X HIH i &G MER SR L . fEH P

alpha P{E . 17 _E T J5 18]

var camera = new BABYLON. ArcRotateCamera("Camera", 0, 0, 10, new BABYLON. Vector3 (O,

, 0), scene);

/B B AHLAY AL
camera. setPosition(new BABYLON. Vector3(0, 0, —10));

/7R AHILRS Jin =2 i A o

camera. attachControl (canvas, true);

/

/7R —A B, A FR R (0,1,0), BRI E S R

var light = new BABYLON. HemisphericLight("1light", new BABYLON. Vector3(0, 1, 0), scene);

/I BB

var redMat = new BABYLON. StandardMaterial("red", scene);

redMat. diffuseColor = new BABYLON. Color3(1, O, 0) o
redMat. emissiveColor = new BABYLON. Color3(1, 0, 0);
redMat. specularColor = new BABYLON. Color3(1, 0, 0);

var greenMat = new BABYLON. StandardMaterial("green",
greenMat. diffuseColor = new BABYLON. Color3(0, 1, 0);

greenMat. emissiveColor = new BABYLON. Color3(0, 1, 0);

scene) ;



31.
32.
33.
34.
35.
36.
37.
38.
39.

3%
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greenMat. specularColor = new BABYLON. Color3(0, 1, 0);

var blueMat = new BABYLON. StandardMaterial("blue", scene);

blueMat. diffuseColor = new BABYLON. Color3(0, 0, 1);
blueMat. emissiveColor = new BABYLON. Color3(0, 0, 1);
blueMat. specularColor = new BABYLON. Color3(0, 0, 1);

[N —A T T X 52, I B b4 o

var planel = BABYLON. MeshBuilder. CreatePlane( " planel",

BABYLON. Mesh. DOUBLESIDE}, scene);

40.
41.
42.
43.
44.

planel. position.x = —3;
planel. position.z = 0;
planel.material = redMat;

var plane2 = BABYLON. MeshBuilder. CreatePlane (" plane2",

BABYLON. Mesh. DOUBLESIDE} ) ;

45.
46.
47.
48.
49.

plane2. position.x = 3;
plane2. position.z = —1.5;
plane2.material = greenMat;

var plane3 = BABYLON. MeshBuilder. CreatePlane( " plane3",

BABYLON. Mesh. DOUBLESIDE} ) ;

50.
51.
52.
53.
54.

plane3. position.x = 3;
plane3. position.z = 1.5;
plane3.material = blueMat;

var ground = BABYLON. MeshBuilder. CreateGround (" groundl",

subdivisions: 2}, scene);

55.
56.
57.
58.

return scene;

IR AT A R AN 3. 30 FiR .

Bl 3.30 &5 5 BLAk AR

3.6.3 HREHIHL

Jisi 45 B S, R BEAH ML (Follow Camera) 7

{size: 3, sideOrientation:

{size: 3, sideOrientation:

{size: 3, sideOrientation:

{width: 10, height: 10,

T FUbR A A BB 7 R 2 B E A% 11
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LB RS0 2 B AR R O B Y AR IR st , MLt S REE R 3h . MPLEZZ LI 34
SR

(D radius: P22 48PS AR BEAD AR & .

(2) heightOffset: HX}F Hbr 1= E.

(3) rotationOffset: £ XOY Fifi I, H¥RBERE 1 .

A3 ek 1 N R AR LS sh ) B bR 0 B O R K. I AR R B R R T e
il Y R Bt A AL

1 var createScene = function () {

2

3 /78—~ 57 i) Babylon 3 5t

4 var scene = new BABYLON. Scene(engine);

5.

6. /wwwnnnenne BRI B /
7

8 /7B HE— A~ BRBE AR B, IF FLE 790 46 17 &

9. var camera = new BABYLON. FollowCamera("FollowCam", new BABYLON. Vector3(0, 10, — 10), scene);
10.

11. //HEHL S E AR R Y B

12. camera. radius = 30;

13.

14. //ARAL B S E AR Y A e R 22

15. camera. heightOffset = 10;

16.

17. //HHLAE oy Y- T P4 Bl % E A 114 Ja) 3 JAL 0 e % 0

18. camera. rotationOffset = 0;

19.

20. //FABLIN 24 i A0 B 2h B H FR AL R i

21. camera. cameraAcceleration = 0.005

22.

23. /8 R AH

24. camera. maxCameraSpeed = 10

25.

26. //7E M AL 15 AR ALY B A S (O FH a5 25 H)

27. //camera. target = targetMesh;

28. /K AHAIL B 2 im A e

29. camera. attachControl (canvas, true);

30.

31. / /
32.

33, //B1E—AkEOL, 4R (0,1,0), BN E SR

34. var light = new BABYLON. HemisphericLight("1light", new BABYLON. Vector3(0, 1, 0), scene);
35.

36. /1% B (HE 28K R EUR BT 5 1 1 A )

37. var mat = new BABYLON. StandardMaterial("matl", scene);
38. mat.alpha = 1.0;

39. mat. diffuseColor = new BABYLON.Color3(0.5, 0.5, 1.0);

40. var texture = new BABYLON. Texture("https://i. imgur.com/vxH5bCg. jpg", scene);



41.
42.
43.
44.
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
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mat. diffuseTexture = texture;

/75177 VR B B — MR A AN [R) B9 T, DA S s AR AL e
var hSpriteNb 3; // K R BRI 3 5
F [/ KEREBREE 2 17

var vSpriteNb
var faceUV = new Array(6);

for (var 1 = 0; 1< 6; i++) {
faceUV[i] = new BABYLON. Vector4(i/hSpriteNb, 0, (i+ 1)/hSpriteNb, 1 / vSpriteNb);

/738 5 bR KT R R B B S 5 R I T A R

var box = BABYLON. MeshBuilder.CreateBox("box", {size: 2, faceUV: faceUV }, scene);
box. position = new BABYLON. Vector3(20, 0, 10);

box. material = mat;

/7R E AR T 2R 58, LA SR 52 7 AR FIAE ALY S 3

var boxesSPS = new BABYLON. SolidParticleSystem("boxes", scene, {updatable: false});

/0 B ST 7 RRL L R A
var set_boxes = function(particle, i, s) {
particle. position = new BABYLON. Vector3( — 50 + Math.random() * 100, — 50 + Math.

random() * 100, — 50 + Math.random() * 100);

64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
7.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.

}

[/¥RIN 400 A 37 H7 A
boxesSPS. addShape(box, 400, {positionFunction:set boxes});
var boxes = boxesSPS. buildMesh(); // 3LJ5 R mesh

camera. lockedTarget = box;

/ /

/LD VR B 5 728
var alpha = 0;
var orbit_radius = 20

/1% LT R LA LR Bl

scene. registerBeforeRender(function () {
alpha +=10.01;
box. position.x = orbit radius * Math. cos(alpha);

box. position.y = orbit radius * Math. sin(alpha);
box. position.z = 10 * Math. sin(2 * alpha);

/ /B 25 HE AL R i ST 5 AR S0 AR AH AL B AR A
camera. rotationOffset = (18 % alpha) % 360;
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89. 1)

90.

91. return scene;
92.

93. };

RS B PRAT AR AN 3. 31 B o AHAILRE 2 BB A Hh 206 05 HE N B iR AT s Bl

N

&l 3,31  BRBE AR ML BLALCR

3.7 FE

TCIeTF % 3 A 1A — 3R A 18 02 — 3 AR/ VR/MR 19 N, 3 i 4R Je 2% JE 56 3 1)
Wy, —A 3D E L A T B A2 A7 B RE A A S8R L DT B I 0 5 | A B
EBUr B . AT RZ VR AE Babylon. js W ghim #9681

an1&l 3. 32 F 7 04 7 51 PR AR S 3 Ji /s 1 — Be sy i A S B e B A — > Bt A%
0 7 I A A S LB Sl Y Sl ORI e [R5k 2 X B sl gl 2 A 1 L Bt
T SH P S B L 2 FAT T 3245 S LB AR AR

& 3.32  Blyim 7 5 5 2

3.7.1 xitghm

B A Z S — A box(—ASSL O TEBE#F LA B8, 55 — 0BT box 2 MNWI IR 1 &
iz gl B BE A, 58 RS I B B A A0 N BE AR A AE B B T — B g, X B
—AHE & AR & AnimationClip (3 874 , box & iz 3 — /NG M 11X BE 3 |, Y /F —
A2l i 59 48, B — 4~ AnimationClip, — /> AnimationClip /A~ Wi 1§ 38 85 5k fE i 21 & #
B H B —IFAETE 2 10s B9 g, 54— 4> 10s B AnimationClip, 7E Babylon. js H1, A &
— A~y R A AR .

1. const frameRate = 10;

2. const xSlide = new BABYLON. Animation ( " xSlide", " position. x", frameRate, BABYLON.
Animation. ANIMATIONTYPE FLOAT, BABYLON. Animation. ANIMATIONLOOPMODE CYCLE);



#3E  WebXRFFLETY [P 81

1E E RS 1, frameRate 183 M0 3 <, i 3 24 A0 4 1) 0000 ol 57 1700 O 4, 5 B 15 A
N0, 42T RA T EBCE 3 AW, 23 R IR A box BUEE T 1] I B SRR . B E T
3 AN OCBEMT, SR 5 ik box A DB MIUFT T A2 i (B 53, ik T LU il — B e & i sl e, 78
Babylon. js #15 & 5l i) &5 it i AL A5 40 F .

1 const keyFrames = [];

2

3 keyFrames. push( {

4 frame: O,

5. value: 2

6 1)

7

8 keyFrames. push( {

9. frame: frameRate,

10. value: —2

11. 1)

12.

13. keyFrames. push( {

14. frame: 2 * frameRate,
15. value: 2

16. £

17.

18. xSlide. setKeys(keyFrames) ;

B f SN E] box b I HLHE Sl im0 Al LSS B PR B RCR . AR S 40 2 B AR
T

1 const createScene = () => {

2 const scene = new BABYLON. Scene(engine) ;

3.

4 const camera = new BABYLON. ArcRotateCamera("Camera", — Math.PI /2, Math.PI / 4, 10,
BABYLON. Vector3. Zero() ) ;

5. camera. attachControl (canvas, true);

6.

7. const 1ightl = new BABYLON. DirectionalLight("DirectionalLight", new BABYLON. Vector3
(0, -1, 1));

8. const 1light2 = new BABYLON. HemisphericLight ("HemiLight", new BABYLON. Vector3(0, 1,
0));

9. lightl. intensity =0.75;

10. light2. intensity =0.5;

11.

12. const box = BABYLON. MeshBuilder.CreateBox("box", {});

13. box. position.x = 2;

14.

15. const frameRate = 10;

16.

17. const xSlide = new BABYLON. Animation("xSlide", "position. x", frameRate, BABYLON.

Animation. ANIMATIONTYPE FLOAT, BABYLON. Animation. ANIMATIONLOOPMODE CYCLE) ;
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18.

19. const keyFrames = [];

20.

21. keyFrames. push( {

22. frame: O,

23. value: 2

24. 1)

25.

26. keyFrames. push( {

27. frame: frameRate,

28. value: —2

29. 1);

30.

31. keyFrames. push( {

32. frame: 2 *x frameRate,
33. value: 2

34. 1)

35.

36. xSlide. setKeys(keyFrames) ;
37.

38. box. animations. push(xSlide);
39.

40. scene. beginAnimation(box, 0, 2 * frameRate, true);
41.

42. return scene;

43. };

RABITHIRR WA 3. 33 Fiw.,

(a) box N/ETEA I E) (b) box WAT 1 /2 I8 5)
F3.33 Bl R
AR 3 S AR R S R S iR Y T R AR I AT B M S ) R R AR R R A 2 Ll
AR A 52 B S 1 AR AR S AR AR R L R A% . X, A — A R Bl i s T T A
MEE T i3 Babylon. js W8 & & R4t T 20 W i) 2 4% 55 %% ( Animation Curve Editor),
15 B I A 38 TP M R T 2l I i 4 R g AL AN 3. 34 R, AT RLE X LAY 2 i th £ 4
a5 Unity 9 20 il 2 2w 5 4 B8 0% S5 90 19 D RE 2 A H 25 U,

3.7.2 JEAghmE
T T 43 B T 5 A B T 2 T S BT AL 2 L 2 A S
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WK DBDIDID |

[ 3. 34 Zlyim i £k 4 4 4%

SRR AT 20 5 15 O 96 50, 3 A Sy 1 2y 8 5 68 Ok i o B A I T L T DA B — R
A B

i an , AR E I E— B RER Zhim . A HL SRR — MRl T TR @SR AR S AL R TR T F
K THTHF ARBLIE A B IA], B[ XT 52 17, 1 OQ P AR AL 8 B B) o 3 — B SO 48 34 19 2 i
K AWK AT R & T — 20 50 i, H e b K an R JL AR i gk

(1) CameraCFIAIL)  AHALAL RS 1M 5 2| [ 32 3 .

(2) Door (I, FFIT/KITH Bl ,

(3) Light(475%),

A3 g — > I A] e AR X Be gl , An & 3. 35 Fiw .

l

5 7 8 9 13 14
[Timing [ [ ] [ [ T 1 [ I
Performers
Camera Move to Door I Enter Room Swing Around |
Door Opens Closes
Lights | Brighten [ofr

& 3.35 i i} [a] %
53R 35 4 B i 2 (B Y s ) 56 2R T R R B0 20 B ke S BAR B AUR .
1. HYLE B EE
3 push O J7 36k sl w88 0 AR B ) 515 A% 2 1 S B it

1. var movein = new BABYLON. Animation("movein", "position", frameRate, BABYLON. Animation.
ANIMATIONTYPE VECTOR3, BABYLON. Animation. ANIMATIONLOOPMODE CONSTANT) ;
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W o 3o u b~ WwN

T T N T N B N S e e S e S e S = T
U W NEFEF O WOWNOoO UL WDNEFE O

var movein keys = [];

movein keys. push( {
frame: O,

value: new BABYLON. Vector3(0, 5, — 30)

1)

movein keys. push( {
frame: 3 * frameRate,

value: new BABYLON. Vector3(0, 2, —10)

1)

movein keys. push( {
frame: 5 * frameRate,

value: new BABYLON. Vector3(0, 2, —10)

1)

movein keys. push( {
frame: 8 * frameRate,

value: new BABYLON. Vector3( — 2, 2, 3)

1)

movein. setKeys(movein keys);

2. ENAEHEE

i3 push O J7 %5 2 3l 45 AR BIL 1) i 41 2 A9 5% B it .

1.

var rotate = new BABYLON. Animation ( " rotate",

" rotation. y", frameRate, BABYLON.

Animation. ANIMATIONTYPE FLOAT, BABYLON. Animation. ANIMATIONLOOPMODE CONSTANT) ;

W 0 39 o U b W N

I N N T ol
O VW 0O J o U b W N P O

var rotate keys = [];

rotate keys. push({
frame: 0,
value: 0

1)

rotate keys. push({
frame: 9 x frameRate,
value: 0

1)

rotate keys. push({
frame: 14 % frameRate,
value: Math. PI

1)

rotate. setKeys(rotate keys);
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i3 push O J7 35 Dy Sl s 00T T I 705G AT A O B ot

1.

%3

=
=
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ANIMATIONTYPE FLOAT, BABYLON. Animation. ANIMATIONLOOPMODE CONSTANT);

O W 3 o U W DN

=
= o

WNNNNNNDNNNDNER B P 2 2 b e e
O L WU9 U A~AWNRPELROWLO®LIO U N WN

var sweep keys = [];

sweep_keys. push( {
frame: 0,
value: 0

1)

sweep_keys. push( {
frame: 3 * frameRate,
value: 0

1)

sweep_keys. push( {
frame: 5 * frameRate,
value: Math.PI/3

1);

sweep_keys. push( {
frame: 13 * frameRate,
value: Math.PI/3

)

sweep_keys. push( {
frame: 15 * frameRate,
value: 0

1);

sweep. setKeys(sweep keys);

4. [TREZMERE S E

i3 push O J7 35 D 3l 45 108 5 KTl T Y 5 B it

1.

var sweep = new BABYLON. Animation("sweep", "rotation.y", frameRate, BABYLON. Animation.

var lightDimmer = new BABYLON. Animation (" dimmer", " intensity", frameRate, BABYLON.

Animation. ANIMATIONTYPE FLOAT, BABYLON. Animation. ANIMATIONLOOPMODE CONSTANT) ;

W o J o Uu b W N

=
o

var light keys = [];

light keys. push({
frame: O,
value: 0

1)

light keys. push({
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11. frame: 7 * frameRate,
12. value: 0

13, 1)

14.

15. light keys. push({

16. frame: 10 * frameRate,
17. value: 1

18. 1);

19.

20. light_keys. push({

21. frame: 14 * frameRate,
22. value: 1

23 1)

24.

25. light keys. push({

26. frame: 15 * frameRate,
27. value: 0

28. 1);

29.

30. lightDimmer. setKeys(light keys);

5. BT A EE

H5 i VTR BT A B4 2 5T A

B W N

6. BlEFH=PHMIE

scene. beginDirectAnimation(camera, [movein, rotate], 0, 25 * frameRate, false);

scene. beginDirectAnimation(hinge, [sweep], 0, 25 * frameRate, false);

scene. beginDirectAnimation(spotLights[0], [lightDimmer], 0, 25 * frameRate, false);
scene. beginDirectAnimation(spotLights[1], [lightDimmer.clone()], 0, 25 * frameRate, false);

SRJG BN B3R S im 7 S A R AR g i L T4

1 var ground = BABYLON.MeshBuilder. CreateGround("ground", {width:50, height:50}, scene);
2

3 var walll = BABYLON. MeshBuilder. CreateBox("door", {width:8, height:6, depth:0.1}, scene);
4 walll.position.x = —6;

5. walll.position.y = 3;

6

7 var wall2 = BABYLON. MeshBuilder. CreateBox("door", {width:4, height:6, depth:0.1}, scene);
8 wall2. position.x = 2;

9. wall2. position.y = 3;

10.

11. var wall3 = BABYLON. MeshBuilder. CreateBox("door", {width:2, height:2, depth:0.1}, scene);
12. wall3.position.x = —-1;

13. wall3.position.y = 5;

14.

15. var wall4 = BABYLON.MeshBuilder. CreateBox("door", {width:14, height:6, depth:0.1}, scene);
16. walld.position.x = —3;
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17. walld.position.y = 3;

18. walld.position.z = 7;

19.

20. var wall5 = BABYLON. MeshBuilder. CreateBox("door", {width:7, height:6, depth:0.1}, scene);
21. wall5. rotation.y = Math.PI/2;

22. wall5. position.x = —10;

23. wall5. position.y = 3;

24. wall5. position.z = 3.5;

25.

26. var wall6 = BABYLON. MeshBuilder. CreateBox("door", {width:7, height:6, depth:0.1}, scene);
27. wall6.rotation.y = Math.PI/2;

28. wall6. position.x = 4;

29. wall6.position.y = 3;

30. wall6.position.z = 3.5;

31.

32. var roof = BABYLON. MeshBuilder. CreateBox("door", {width:14, height:7, depth:0.1}, scene);
33. roof. rotation.x = Math.PI/2;

34. roof. position.x = - 3;

35. roof. position.y = 6;

36. roof. position.z = 3.5;

37.

38. }

3.8 &M

Babylon. js i & 52 3L T Web Audio BLE /Y, B L 4 JF & & % 208 75 & B, 8 17
WebXR (13 U5 #  ZLHE A Web Audio BLYE . B BEAEA SCRF Web Audio B Y 3 WE &% -
AR g | AT RE R, RO Rk s mm e . A 7l E LR S =
) 25 FIE 1) 35 1T LASE 3o AR 55 0 2%, babylon SCH 3k 61 8, — BT & 3o 2 v g 1 B 3 4 S
EP R4 A . mp3 5. wav,

3.8.1 @E -
) 5 S AR AR S I F

1 var createScene = function () {

2 var scene = new BABYLON. Scene(engine);

3.

4. var camera = new BABYLON. FreeCamera( "FreeCamera", new BABYLON. Vector3(0, 0, 0), scene);
5

6 /1N WA, — B 5 I 46 30406 2049 1

7. var music = new BABYLON. Sound("Violons", "sounds/violonsll.wav", scene, null, { loop:
true, autoplay: true });

8.

9. return scene;
10. };
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T HiF% Sound O R &S EMEA .

B8 AENARK,

AN BN SR URL, B3 990 S0 F B 78 1 BR A%

B A TS g

SFVUANSE . — B R LR, sR O 23 1 [ R

WHANSE . —4 JSON X4,

0] DA T 5 S A 0T 4% JOTR 25 15F [0 978 R B0 IR S L R 2 I S A DA AR b fin 2 - fig
B 5E B, 5 AN Web Il 55 #5025 58 6 At 56 B2, #2 T ok & H ah 3 0 Ak ARG an T

1. var createScene = function () {

2. var scene = new BABYLON. Scene(engine);

3.

4. var camera = new BABYLON. FreeCamera("FreeCamera", new BABYLON. Vector3(0, 0, 0), scene);
5.

6. var music = new BABYLON. Sound("Violons", "sounds/violonsll.wav", scene,
7. function() {

8. // Sound has been downloaded & decoded

9. music. play();

10. }

11. ) g

12.

13. return scene;

14. };

BEARAS N Web RS #8 IN3% music. wav SCH, % H k47 i 15 544 B play O R ELCTE 1] 9%
PRVEC TR AR I — R . IR B AL 3 280 IR 4 play O pREC2: 37 BIK A o 24 9%t mT D)4 4t
number RIS H W EAE x BV G BT AR 36 B0 &, BRI SR A2 .

3.8.2 L FAh Kk R X

TE—LENG BT 75 2000 I B 5% 3 Bl b 2 1 R fioh e 5 2R 00 A3 Ak L 1 T OR S B AR
SR . 10T E window. addEventListener () b %43 51l Wi WT BUbR Zc 5 Ak 4% 25 4%
BERY Click S, X LS 7E fih & 2 )5 » LB i gunshot. wav 33X A~ 17 X A T k9 35 28
AT 52 R ek 2 A 4 S A A A o 5 0 T ) DD RE

var createScene = function () {
var scene = new BABYLON. Scene(engine);

var camera = new BABYLON. FreeCamera("FreeCamera", new BABYLON. Vector3(0, 0, 0), scene);
var gunshot = new BABYLON. Sound("gunshot", "sounds/gunshot.wav", scene);
window. addEventListener("mousedown", function(evt) {

/7 bR A2 BT K
0. if (evt.button === 0) {

= W 0 J o Uu b W N -
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11. gunshot. play();

12. }

13, 1)

14.

15. window. addEventListener("keydown", function (evt) {
16. /13T 235 4% T 2k

17. if (evt.keyCode === 32) {
18. gunshot. play( ) ;

19. }

20. 1);

21.

22. return scene;

23. };

3.8.3 HREN

T L 5 3 0 G2 B set Volume O bR ECBE B 5 1 3 &, (o] LA LU [R] A9 J7 23 46
A, QR T K E B O EM B onended A, A W] LLTE A B¢ 52 Wi B
T e — RS T A IX S8 2 RE Y 17 B A

1. wvar volume = 0.1;

2. var playbackRate = 0.5;

3. var gunshot = new BABYLON. Sound("Gunshot", "./gunshot — 1.wav", scene, null, {
4. playbackRate: playbackRate,
5. volume: volume

6. });

7.

8. gunshot.onended = function() {
9. if (volume < 1) {

10. volume += 0.1;

11. gunshot. setVolume(volume) ;
12.  }

13. playbackRate += 0.1;
14. gunshot. setPlaybackRate(playbackRate) ;
15. };

3.8.4 1HiL ArrayBuffer )Nk &5 ¢

WARTT & FHAMEH A CRBE ArrayBuffer 98 4 & o8 %, W) A] RLGE T 568 — B B A9 3 5K
C(HPR A S XHR 355D, T i — B iR

var createScene = function () {
var scene = new BABYLON. Scene(engine);

1
2
3.
4 var camera = new BABYLON. FreeCamera("FreeCamera", new BABYLON. Vector3(0, 0, 0), scene);
5
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6. var gunshotFromAB;

7. loadArrayBufferFromURL( " sounds/gunshot. wav") ;
8.

9. function loadArrayBufferFromURL(urlToSound) {
10. var request = new XMLHttpRequest();

11. request. open( 'GET', urlToSound, true);

12. request. responseType = "arraybuffer";

13. request. onreadystatechange = function() {
14. if (request.readyState == 4) {

15. if (request.status == 200) {

16. gunshotFromAB = new BABYLON. Sound("FromArrayBuffer", request. response,
scene, soundReadyToBePlayed);

17. }

18. }

19. ¥

20. request. send(null);

21. }

22.

23. function soundReadyToBePlayed() {

24. gunshotFromAB. play( ) ;

25. }

26.

27. return scene;

28. };

3.8.5 il ¥E R A PRSI S S

U BARAE WebXR JT Kead F v AR 3 A 1 o 38 i B 04 2488 0 288 35 00 SCAF gk T LA
SN A BE W e L AN R AL T A RS

1. wvar createScene = function () {

2. var scene = new BABYLON. Scene(engine);

3.

4. var camera = new BABYLON. FreeCamera("FreeCamera", new BABYLON. Vector3(0, 0, 0), scene);
5.

6. var musicl, music2, music3;

7. / /i@ 1t AssetsManager ¥ U5 45 45 0 2% 35 4%

8. var assetsManager = new BABYLON. AssetsManager(scene) ;

9.

10. var binaryTask = assetsManager. addBinaryFileTask ( " Violonsl18 task", " sounds/
violonsl8.wav");

11. binaryTask. onSuccess = function (task) {

12. musicl = new BABYLON. Sound("Violons18", task.data, scene, soundReady, { loop: true });
13. }

14.

15. var binaryTask2 = assetsManager. addBinaryFileTask ( " Violonsll task", " sounds/

violonsll.wav");
16. binaryTask2. onSuccess = function (task) {
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17. music2 = new BABYLON. Sound("Violonsll", task.data, scene, soundReady, { loop: true });
18. }

19.

20. var binaryTask3 = assetsManager.addBinaryFileTask ("Cello task”, "sounds/cellolong. wav");
21. binaryTask3. onSuccess = function (task) {

22. music3 = new BABYLON. Sound("Cello", task.data, scene, soundReady, { loop: true });
23. }

24.

25. var soundsReady = 0;

26.

27. function soundReady() {

28. soundsReady++ ;

29. if (soundsReady === 3) {

30. musicl.play();

31. music2. play();

32. music3. play();

33. }

34. }

35.

36. assetsManager. load( ) ;

37.

38. return scene;

39. };

3.9 tH¥LF0M
3.9.1 HHHLGET A

1. 388k 4T 9 (Bouncing Behaviour)

TEHIBE AL ArcRotateCamera H, 4 AHHL 1Y 2 428 318 B fe /IME B KA B, 2577 4 — A~
/N SR AR T LA S T A SR PR TG AT R

(1) transitionDuration: & X 3l B FEFLzifa] , L Z R Ry B i7 , BRI {E A 450ms,

(2) lowerRadiusTransitionRange: & X ik T 2 42 i i I8 3 im i B0 25 K &, BRIAE
2,

(3) upperRadiusTransitionRange : #& X3k |21 A2 i i I 2 ) A B B4 B2, BROME R — 2.

(4) autoTransitionRange : & X —/MH.FERER H3IE X T lowerRadiusTransitionRange
A1 upperRadius TransitionRange . 2 J# i FEDKS 15 B Sk thE 5525 (] o s SERE X F 2610 594 .

BAE ArcRotateCamera b3 FISRBEAT y . AT P04 A — 4718

camera. useBouncingBehaviour = true;

2. BEHEE1TH (AutoRotation Behaviour)
— Bt X — A = e R IR AT R AN s, 24 P A X 3 st b R R R AT A2 B, AT LA AR
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PLFEI S8 B bR 218 e i , LU T F P W %¢ . AT vl LUE T T 90 I8 R R AT I &
(1) idleRotationSpeed : AHHL T 5% 4% e % 1 1 BE
(2) idleRotationWait Time: H /3¢ H.J& A HL I 1A e 5 1 55 1 04 B[] (LA Z2 R0 Sk BRAS )
(3) idleRotationSpinupTime: HEFs £ 5E 415 1F T 75 BB 18] (LA ZFD R B )
(4) zoomStopsAnimation: g7 FH 48 U 75 N A5 1E 8 i i A s .
WALBE AL B IR M A Shie s AT g, nT AT R A — A7

camera. useAutoRotationBehaviour = true;

3. #E%217 A (Framing Behaviour)
HEZE47 8 BABYLON. FramingBehaviour 5 7ETERLIE ALY H AR E 4 RIS I [ )&

LB . ARART (R ARBLE AR ST IR 2 ZHE 28T S wAR A T . AT DA T AT J i i

BTN
(1)BABYLON. FramingBehaviour. IgnoreBoundsSizeMode AHHL AT DL — B e A%
25

(2) BABYLON. FramingBehaviour. FitFrustumSidesMode——/A f ¥ A ML H 1 ] %%
) 320 S 33K A BT 22 f 18~ 46 S A 0 T 1 T O AR . S ECR A, 40 R

o JE SN TR A, B 1,

o WEEAEY Bl bW H B LB DL A AR AL S BRI 0. 5 (IR FHHER L)

(3) defaultElevation FE SCKSFIEN E 77 /8 J5 B AR BE DA AE ik & RN e AR 25 AT R
Ipa& 71, LSRR S 47, BRI R 0.3,

(4) elevationReturnTime E XAR [F B ERIA beta 1 & (BRINH 1500) Fr 75 BY 1A, DA
RPN AL B (H R R AHHLAS D 3R 1] BRIAE .

(5) depthReturnWaitTime RE SCHAMLIR ] 2] BRIN beta L B 2 B A LER , DL Z 00
A7, BRIAR 1000,

(6) zoomStopsAnimation E X P 45003 e B S N %8 1E B im

(7) framing Time———F4 3 [ 4% AHE 2L 0 19 20 8 15F ], D22 B0 o0 Bfr L BRIA R 1500,

BEAEPUE AL RS FHAESRAT A T AT LR 1 — A7 48RS

camera. useFramingBehaviour = true;

3.9.2 MIEAYET A

1. PointerDragBehaviour

AT T bR B VR 45 1 5% Bl 2 1 10 0k 44 20 A%, & 0T DATE 3 A OAS [ A 5 =X
TR,

(1) dragAxis: ¥ &R HETH ),

(2) dragPlaneNormal: ¥ W& %4 € L mHHFTHE ) .
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(3) None: ¥ F & I W AL ST HES)
BN OUT L 36 30 V- 18/ ks AR 40 X 52 04 T ) AT B . BEREFS E 09 Bl /- TR E T
BLAR bR 2 W W useObjectOrientationForDragging % & N false, T HSEM— 528 () %

(AR TR
1. var createScene = function () {
2. /BB A I 5
3. var scene = new BABYLON. Scene(engine);
4. var camera = new BABYLON. FreeCamera("cameral", new BABYLON. Vector3(1, 5, — 10), scene);
5. camera. setTarget (BABYLON. Vector3. Zero() ) ;
6. var light = new BABYLON. HemisphericLight("1light1", new BABYLON. Vector3(0, 1, 0), scene);
7. light. intensity = 0.7;
8. var sphere = BABYLON. Mesh. CreateSphere("spherel", 16, 2, scene);
9. sphere. rotation. x = Math.PI/2
10. sphere. position.y = 1;
11. var ground = BABYLON.Mesh. CreateGround("groundl", 6, 6, 2, scene);
12.
13. //7E X pointerDragBehaviour M #% 47 A
14. //var pointerDragBehaviour = new BABYLON.PointerDragBehaviour({});
15. //var pointerDragBehaviour = new BABYLON. PointerDragBehaviour ({dragPlaneNormal: new
BABYLON. Vector3(0,1,0)});
16. var pointerDragBehaviour = new BABYLON. PointerDragBehaviour ({dragAxis: new BABYLON.
Vector3(1,0,0)});
17.
18. /¥4 48 RE Bl /T THD [ 78 A thE S A R R o
19. pointerDragBehaviour. useObjectOrientationForDragging = false;
20.
21. /7 W5 W #i 3h = 4
22. pointerDragBehaviour. onDragStartObservable. add( (event) = >{
23. console. log("dragStart");
24. console. log(event) ;
25. P
26. pointerDragBehaviour. onDragObservable. add( (event) = >{
27. console. log("drag");
28. console. log(event) ;
29. })
30. pointerDragBehaviour. onDragEndObservable. add( (event) = >{
31. console. log("dragEnd") ;
32. console. log(event) ;
331 })
34.
35. /700 3T T g b B Z 1 (A2 S F 3l B A% B AL R G T 46 3 AT ), I K
moveAttached ¥ & & false
36. // pointerDragBehaviour. moveAttached = false;
37.
38. sphere. addBehaviour(pointerDragBehaviour) ;
39.
40. return scene;
41.

42.
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2. SixDofDragBehaviour

B TR BRI A (G AHALE VR RIS 608D OB Mesh A& 7E 3D =5 [|] h i 474 5
BRI B 3 K 00 A S22 A% 5l 3 48 B8 1) 10 62 8RS 8 51 B3 . M BR 508 ot 17
ML DB LT B

sixDofDragBehaviour. dragDeltaRatio = 0.2;
BRINE OL T o CHREXT G4 8 /4 100 FH P A 58 4 0 B0k ROk W O 58 25 5 # W 1R 7% 5 ) 3 o
AUBERS . O T AL A O A AL AT LA AT N2

sixDofDragBehaviour. zDragFactor = 0.2;

iy BTE A — U O sl S A R AT B 2 T LA TR IR 1 R R s 6 1P i 3 B DR i
KXot G ) 2 AE 1 FAE R A o

3.10 REEIE

1E Babylon. js 518 b, BRIA PN B 10 BE 4% i 28 11 %% J5A% X 0. babylon #% 20, HiAth 1% %% YR
& 2 T BN 2 6 I A R SE B L 9 0, gl TF .GLB. OBJ . STL %5 k& X (B B0 % P, 1 2R
T IS I B 00 A A T AR O R LR A

< script src = "https://cdn. babylonjs. com/babylon. js"></script >
< script src = "https://cdn. babylonjs. com/loaders/babylonjs. loaders. min. js">
</script >

TEE ] NPM k472288 mf, m] DL i a2

npm install —— save babylonjs babylonjs — loaders

WS TIF A& wF R TypeScript i 5, W75 ZAE tsconfig. json ST AN 481 .

"types" 5 [
"babylonjs",
"babylonjs — loaders",

TE5E W LR E T ARG T LEARAS sh 5 | XS R A28 T, S ] Webpack $7 450
H iF B Ad F 55 /N8 minifield SCf .

import * as BABYLON from 'babylonjs';
import 'babylonjs — loaders';
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3.10.1 ScenelLoader. Append
Jir A B IR 2 B AT LA AT Sceneloader. Append 4% H R HEAT I, B D7 sk

1. BABYLON. Sceneloader. Append(". /", "duck.gltf", scene, function (scene) {
2. /15 Z AT 1 B 1
ERE Y

it F A # N EL Babylon B IEIF IR INEN g b, T A% & “data. "R MEER
TN IR A
1. BABYLON. SceneLoader. Append("", "data:" + gltfString, scene, function (scene) {

2. /1% 5 Hof B AT I Bh AR
EREN P

B T LA i — AN JE T Base64 i 69, glb ik SCPF AT A

= "data:;base64,BASE 64 ENCODED DATA. ..";
BABYLON. SceneLoader. Append("", base64 model content, scene, function (scene) {
/155 o AT M B 1R
iy

var base64 _model content

B W N e

3.10.2 Scenel.oader. Load
T AR T A Babylon %6 H A8 — D Hrm iz 5.

1. BABYLON. Sceneloader. Load("/assets/", "batman.obj", engine, function (scene) {
2. /1% 5 H s BERAT I B AR
3. bhs

3.10.3 ScenelLoader. ImportMesh

1205 1 R 18] 3 5 T in 28 M A% Mesh FlE #% Skeletons , BRIAZE — 2808 null, R
A Mesh #1 Skeletons,

1. BABYLON. ScenelLoader. ImportMesh ([ " myMeshl", "myMesh2"], "./", "duck. gltf", scene,
function (meshes, particleSystems, skeletons) {

2. /3% %5 F fifi il mesh il skeletons ¥ 2 #4719 sh 1E

3. //%FF glTE B, BT &R G838 # O~ null

4. 1);

TE LR [l R B P, X F gl TF #% 20 B9 ST, particleSystems 17240 null, 0 5 & i,
gl TF U J& Jo ik 3 4% Babylon 51 kL + R G 1

3.10.4 Scenel.oader. ImportMeshAsync
ZRECR ImportMesh [ 52 25 iiAS , 0] D3 35 98 FH AR 181 1) promise 3 ff ] await JCHES-
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KARAFEER . L BAE createScene O BREL i await T, U ATAE H 8 R AR g
} async,
1. {£ A promise

1. const importPromise = BABYLON. SceneLoader. ImportMeshAsync ([ " myMeshl", " myMesh2"],
". /", "duck.gltf", scene);
2. importPromise. then((result) => {

3. /18R E PR DR R ST AR Sl I 2 AR 5T
4. 1)

2. {EH await XEF

1. const result = await BABYLON. SceneLoader. ImportMeshAsync([ "myMeshl", "myMesh2"], "./",
"duck. gltf", scene);

3.10.5 SceneLoader. LoadAssetContainer

Container B N 24w . 0044 JESL, 1% pREICK N 28 98 U5, (0 37 A8 2 37 RV 3 U5 7R I 2 3 =&
o TR S U — AT
BABYLON. ScenelLoader. LoadAssetContainer(". /", "duck.gltf", scene, function (container) {

var meshes = container. meshes;
var materials = container.materials;

/1 B G R BT TR N 2 5

container. addA11ToScene( ) ;

1
2
3
4.
5
6
7.1

3.10.6 ScenelLoader. ImportAnimations
% eR B I Sl SR A IR R S

1. BABYLON. Sceneloader. ImportAnimations(". /", "E1f run.gltf", scene);

3.10.7 SceneLoader. AppendAsync

Z RSN ScenelLoader. Append PRELIY 725 WA .

1. BABYLON. Sceneloader. AppendAsync(". /", "duck.gltf", scene).then(function (scene) {
2. /1% 5 B AT I B AR

ERE Y

3.10.8 AssetsManager

FETLH KA1 B R #4234k 2 A% R, Babylon. js M 1. 14 AR TFIRBIA T ¥R
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B, ZEAT L TR MR S AR 5rh SO L R SO AE . T A 2] ey fif
JH AssetsManager 253 NN2E %R

1. M HCIEES

TEMEFH AssetsManager ZHij , 1 567 2 Y17 3 5 B g — RS HAS .

1. var assetsManager = new BABYLON. AssetsManager(scene);

BN 3k, i it assetsManager. addMeshTask R%UA] LL ] assetsManager s Hll—/MMF 55,
(MR INE

1. var meshTask = assetsManager.addMeshTask("skull task", "", "scenes/", "skull.babylon");

B — T 550 AT LA kW W g5 30 R 2 D e ] 3 R KK A — 5 A b 3,
(D MmzEk s b, in# Mesh IF 018616 AL 5 .

1. meshTask.onSuccess = function (task) {
2. task. loadedMeshes[0]. position = BABYLON. Vector3. Zero();
3.}

(2) MRy 2] 6 25 1 S H Ak

1. meshTask.onError = function (task, message, exception) {
2. console. log(message, exception);
3. }

2. ESHEE

AssetsManager ZEEEAH I T A 8 AL 5538, F KK UL .
(1) TextFileTask: XA AT 5 .

(2) MeshAssetTask: FI#% RIS,

(3) TextureAssetTask: ZUPLFEAT 5,

(4) CubeTextureAssetTask: 7. 7RG H % AT 5,
(5) ContainerAssetTask: &% %L % .

(6) BinaryFileAssetTask: — 8l ¢4 % IRAT 55 .
(7) ImageAssetTask: EGEIFILS .

(8) HDRCubeTextureTask: HDR 37 5 KRS FAT 55,
3. iE1T AssetsManager

WA T IS 1T T A AT 55
assetsManager. load( ) ;

4. AssetsManager B9 [B]F 1 W 22 &
AssetsManager $&{1L T 4 A [0 9 > H5 Bl ¥ & 35 T - b o 00 9 000 284 8. B AT 49 S
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(1) onFinish FI A AT 55 48 58 % .
(2) onProgress i gt B

(3) onTaskSuccess 1E55 4k i .

(4) onTaskError TNERAT 55 R 45

TARAS 2 5 U] AssetsManager B BRI 77k, 45 1 T i i onProgress 5 2N #k
UI CAR S #E

1. assetsManager.onProgress = function(remainingCount, totalCount, lastFinishedTask) {
2. engine. loadingUIText = 'We are loading the scene. ' + remainingCount + 'out of ' +
totalCount + 'items still need to be loaded. ';

}i

assetsManager. onFinish = function(tasks) {
engine. runRenderLoop(function() {
scene. render( ) ;
1);
¥

O o 3o U W

3.10.9 {6
BRINE LT S AE AT B IR N 285 AssetsManager 23 i 78 — NN #EAL d  Wi I 3. 36 .

P 3.36 Wk At
AR B3R S I AT AT A AR

assetsManager. useDefaultLoadingScreen = false;

SRl B9 & Scenel.oader SR MN#R % . A4 24 Scenel.oader H1 A Showl.oadingScreen
WEA true B, W2 BoR FEIMEA . ZEEEIMNE T R true, WERZEES R N A
T D5 A 30 =

BABYLON. SceneLoader. ShowLoadingScreen = false;
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AT LA 2 T 3l 98 F LAR B9 BR BOR AT IT B0 S 4k UT, 2498 7E RAR 7 5 0L T . 40 2
i EN B T

engine. displayLoadingUI();
engine. hideLoadingUI() ;

i T DABSE L T 2 UT b A9 SC 5 A28 A0 28k 53¢ 1 ) 7 S5 L6

engine. loadingUIText = "text";
engine. loadingUIBackgroundColor = "red";

3.11 ™K&

oA A A5 S 3 v B RS W AR AT T B G RSB — AN AR B R 0T S BRG T 8
TR KT b S DR S R R KT S R AT TSR B ke 38 i b, R B B A0 4 B R RE Y R

(1) & 5 (Diffuse) : {8 [ 31 378 76X 6 BT Py 1A v BE A 25 €2l o b

(2) #)t(Specular) : KTGMEAFA B ™4 &6 .

(3) H A&t (Emissive) : #5130 ol 5T #0527 &k,

(4) ABE(Ambient) : H ¥ 50T I8 50 JE I 9 b4 3 21 (0 B B0

18 R AR OE T BT & FH QAR AL T B IR B S A R Ak S T 1T 5ot
M, REGRAEOMARLMT .

scene. ambientColor = new BABYLON. Color3(1, 1, 1);

3.11.1  BAjnd G e
8 o O Sk ) 2 A R (MateriaD) B9 5 2 A0°F .

var myMaterial = new BABYLON. StandardMaterial ("myMaterial", scene);

M RA RSN G, T LA E AR 4 BB — A HERERE RIS,
ambientColor R H R E T 51 ambientColor J§ A4 &3,

myMaterial. diffuseColor = new BABYLON. Color3(1, 0, 1);

new BABYLON. Color3(0.5, 0.6, 0.87);
myMaterial. emissiveColor new BABYLON. Color3(1, 1, 1);
myMaterial. ambientColor = new BABYLON. Color3(0.23, 0.98, 0.53);
mesh. material = myMaterial;

myMaterial. specularColor

o~ W N -

3.11.2 B4t
AT T diffuseColor U] X kT YE A8 H 5 07, T T R 7 AS [R) B 62, 8 64 3R %) 1 6 L 40 8
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SR O (LR T8 RS ROEKT MO R AR . SE R R AR AR

1. var createScene = function () {
2. var scene = new BABYLON. Scene(engine);
3. var camera = new BABYLON. ArcRotateCamera (" Camera", — Math.PI / 2, Math.PI / 3, 10,

BABYLON. Vector3. Zero(), scene);

4. camera. attachControl (canvas, true);

5.

6. var mats = [

7. new BABYLON. Color3(1, 1, 0),

8. new BABYLON. Color3(1, 0, 1),

9. new BABYLON. Color3(0, 1, 1),

10. new BABYLON. Color3(1, 1, 1)

11. ]

12.

13. var redMat = new BABYLON. StandardMaterial("redMat", scene);

14. redMat. emissiveColor = new BABYLON. Color3(1, 0, 0);

15.

16. var greenMat = new BABYLON. StandardMaterial("greenMat", scene);
17. greenMat. emissiveColor = new BABYLON. Color3(0, 1, 0);

18.

19. var blueMat = new BABYLON. StandardMaterial ("blueMat", scene);
20. blueMat. emissiveColor = new BABYLON. Color3(0, 0, 1);

21.

22. var whiteMat = new BABYLON. StandardMaterial("whiteMat", scene);
23. whiteMat. emissiveColor = new BABYLON. Color3(1, 1, 1);

24.

25.

26. /745

217. var lightRed = new BABYLON. SpotLight ( " spotLight", new BABYLON. Vector3( - 0.9, 1,
—1.8), new BABYLON. Vector3(0, —1, 0), Math.PI /2, 1.5, scene);

28. lightRed. diffuse = new BABYLON. Color3(1, 0, 0);

29. lightRed. specular = new BABYLON. Color3(0, 0, 0);

30.

31. /755

32. var lightGreen = new BABYLON. SpotLight ( " spotLightl", new BABYLON. Vector3 (0, 1,
—0.5), new BABYLON. Vector3(0, —1, 0), Math.PI / 2, 1.5, scene);

33. lightGreen. diffuse = new BABYLON. Color3(0, 1, 0);

34. lightGreen. specular = new BABYLON. Color3(0, 0, 0);

35.

36. /15

37. var lightBlue = new BABYLON. SpotLight ( " spotLight2", new BABYLON. Vector3 (0.9, 1,
—1.8), new BABYLON. Vector3(0, —1, 0), Math.PI /2, 1.5, scene);

38. lightBlue. diffuse = new BABYLON. Color3(0, 0, 1);

39. lightBlue. specular = new BABYLON. Color3(0, 0, 0);

40.

41, AP

42. var lightWhite = new BABYLON. SpotLight (" spotLight3", new BABYLON. Vector3(0, 1, 1),

new BABYLON. Vector3(0, —1, 0), Math.PI /2, 1.5, scene);



43.
44.
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.
91.
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lightWhite.diffuse = new BABYLON. Color3(1, 1, 1);
lightWhite. specular = new BABYLON. Color3(0, 0, 0);

var redSphere = BABYLON.MeshBuilder. CreateSphere("sphere", {diameter: 0.25}, scene);
redSphere. material = redMat;
redSphere. position = lightRed. position;

var greenSphere = BABYLON. MeshBuilder. CreateSphere("sphere", {diameter: 0.25}, scene);
greenSphere. material = greenMat;
greenSphere. position = lightGreen. position;

var blueSphere = BABYLON.MeshBuilder. CreateSphere("sphere", {diameter: 0.25}, scene);
blueSphere. material = blueMat;
blueSphere. position = lightBlue.position;

var whiteSphere = BABYLON.MeshBuilder. CreateSphere("sphere", {diameter: 0.25}, scene);
whiteSphere. material = whiteMat;
whiteSphere. position = lightWhite. position;

var groundMat = new BABYLON. StandardMaterial ("groundMat", scene);
groundMat. diffuseColor = mats[0];

var ground = BABYLON.MeshBuilder. CreateGround("ground”, {width: 4, height: 6}, scene);
ground. material = groundMat;

/ GUI /
var makeYellow = function() {

groundMat. diffuseColor = mats[0];

var makePurple = function() {
groundMat. diffuseColor = mats[1];

var makeCyan = function() {
groundMat. diffuseColor = mats[2];

var makeWhite = function() {
groundMat. diffuseColor = mats[3];

var matGroup = new BABYLON. GUI.RadioGroup("Material Color", "radio");
matGroup. addRadio("Yellow", makeYellow, true);

matGroup. addRadio("Purple", makePurple);

matGroup. addRadio("Cyan", makeCyan);

matGroup. addRadio("White", makeWhite);

var advancedTexture = BABYLON. GUI.AdvancedDynamicTexture. CreateFullscreenUI("UI");
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92.

93. var selectBox = new BABYLON. GUI. SelectionPanel("sp", [matGroup]);

94. selectBox.width = 0.25;

95. selectBox. height = "50%";

96. selectBox. top = "4px";

97. selectBox. left = "4px";

98. selectBox. background = "white";

99. selectBox. horizontalAlignment = BABYLON. GUI. Control.HORIZONTAL_ ALIGNMENT LEFT;
100. selectBox. verticalAlignment = BABYLON.GUI.Control. VERTICAL_ALIGNMENT TOP;
101.

102. advancedTexture. addControl ( selectBox) ;

103.

104. return scene;

105.

106. };

Wiz 17 5 vl DU 2 im) R R i El 3. 37 frs,

Material Color
@ Yeliow
@ Purple
) Cyan
&) White

P8 3.37  SCFFZ BB I 18 SO ROLRCR

TEARZGI R QI T 4 BEROCIT B ATRYIE SO 53 5108 FOG 80t LD, R
TE TS TEX 4 X AOALE BRI T 4 /R, IR B8 8 SO B, 45T R L%
X 4 2T RGBT (18] 3. 37 PR A Plane) J5 i 2 BT R ROCR .

OB b T 8 S B B AR IR I B R B (Yellow) 258 (Purple) . 4, (Cyan) Fl1H 4,
(White) , R J& 73 Bl VLS LA [] 1) 18 B2 23 B8 1 1) RO X T ROR .

S — I 0 b TR 4 18 ST € O B e R KT O A SR RO An & 3. 38 IR .

55 RN B0 b T P ¥ R S 0 R R B AT O R AR A 3. 39 R . T EOW
F2 116 RS 1% b T £
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P 3.38 18 BCSBUG J BE 6N B BROE AR PE3.39 18 SO B D 5% 4 I B SROLRICR

S5 SRR O - T A T8 S B 6 A G X AT O SRR AN IE 3. 40 B . [REETE
B EDCH BT IX
SF UM B0 M T A0 12 SR 00 A A I X KT OGBS REOCR AR 3. 41 FTR

P 3. 40 I8 S BUE D T U B ROERCR 03,41 I8 AT BUE D H R ROERCR

3.11.3 HREtEi{
BT AR R IR0 B T 2 20 2 R AR S

1. var createScene = function () {

2. var scene = new BABYLON. Scene(engine);

3. var camera = new BABYLON. ArcRotateCamera("Camera", — Math.PI / 2, Math.PI / 4, 5,
BABYLON. Vector3. Zero(), scene);

4 camera. attachControl (canvas, true);

5.

6. scene. ambientColor = new BABYLON. Color3(1, 1, 1);

7

8 var redMat = new BABYLON. StandardMaterial("redMat", scene);

9. redMat. ambientColor = new BABYLON. Color3(1, 0, 0);

10.

11. var greenMat = new BABYLON. StandardMaterial ("redMat", scene);

12. greenMat. ambientColor = new BABYLON. Color3(0, 1, 0);

13.

14. [/ A

15. var sphere0 = BABYLON.MeshBuilder.CreateSphere("sphere0"”, {}, scene);
16. sphere0. position.x = —1.5;

17.

18. VEARERT S %

19. var spherel = BABYLON.MeshBuilder.CreateSphere("spherel”, {}, scene);

20. spherel.material = redMat;
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21.

22. /18 G B

23. var sphere2 = BABYLON.MeshBuilder. CreateSphere("sphere2", {}, scene);
24. sphere2. material = greenMat;

25. sphere2. position.x = 1.5;

26.

27. return scene;

28.

29. };

BRI T 3 R BN E A P A AL ERIR B SREOLEE
H ] A R AR 2L (R PRI G, A B BRACR T S IR BB (0. 1 et B A RS
T SRR BB R 1175 R BRI 3. 42 FrR R

Bl 3. 42 THEIRTOET BB TR

LA R LAE B, R AN R B SR BR O IR 4 BRI S A SRR I B T B
B, ALK AR AT B 9 2 DB A BR AR SR 56 IE T R T B E Y PR BT G AN T S 06 20 1
Y51 ambientColor, # FRATHF W E Y H B LA, EH s =5 414 8 W
[ 3. 43 Fras IR .

3. 43 FHEIRTOCT MM B

i T 20 A /N ER B A 12 B ambientColor, PRI TG 7% 52 30 H0 40 4 190 25, i oA 0 9 > 7 Bk
HRE B T AECH A, H AT LIRSS T, RO SR AT SR SRR A 1, I
HA M A /NERER I A2 B C A, IR BUE S SRR E 6, 25 R L 4
UMEICRG I

scene. ambientColor = new BABYLON. Color3(1, 1, 0);

RS 2K 7 S R PR G BE BE O B, B (R h 20 R AR 3R A TR IR A S
R BEE B T 2 /N ER I SR BB e 7 i AT ROCR AN 3. 44 IR .
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3. 44 FRIEOE S YRR BOEB A A vh R 15 BT BIBCER

AT LAWLEE BA7 10 WA /N BR 04 B30 00 e A B A A8 A, 1 T Ok PO BB B B Bl (0,1,
0) ., RIER @, SR )5 FHa A7 U0 ROR A 3. 45 s .

3. 45 SRR BIE N SO 0T BRCR

] LLE BT S 0 a0 0F A 5 W IR B R BE B 6 3 1T TR A Ak S IR 1 S 00 38 8 O B
B (0.5,1,0) A3 F & 3. 46 Frs IRCE .

P 3. 46 8 RE 3 5 B O O W MR B B ZOR

AT RLFE 2L /N ER A 5 B U T 2% (5 /N BR Y 5 B A DR ek L R B G AT
TS B FOEE I AR5 Y R RSO0 B @ AT IR A T X MR ER O 1 5 B AT
TUCE . R R PR AR .

1. var light = new BABYLON. HemisphericLight("hemilight", new BABYLON. Vector3( —1, 1, 0), scene);
2. light.diffuse = new BABYLON. Color3(1, 0, 0);

RS g s RO T — AR RO, XA ZE M X 3 s i AT IROGF, 3L
diffuseColor HZLA,, iz 4175 A3 B E 3. 47 B ROER .

ATLE R AL T 3 AR bR ZE M /R 2B B e, 8Tk N
ISP RPN

light. specular = new BABYLON. Color3(0, 1, 0);

B IR RO G R B N S @) 2 5, il LR B INIA 3. 48 B BIRCE .
BEIE B 28 7T LUA B moea AN AR BCR T I8 445 T e i A XA S8 0] fie T R AT
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Bl 3,47 B s OIS BROR

Bl 3,48 AkEE D 5 BROLIR It
RIVEPR I A 88CR b 22 A8 A

light. groundColor = new BABYLON.Color3(0, 1, 0);

B ITOEm s st O E NSO )5 R8s 175, /T LR BIINIE 3. 49 B BRCER .

F3.49 KATDLIT RO TR LG

FE/INER B4 T A R4 5 B 5 U0 I T O B 75 5 €0 6 40 4 7 2 T A0 L 3 L T L 9
W 34 R T2 b R BRI B G L IR KA F € ] BN ER AR 5 2T 6, 32 FAT G Y
RIS AT A A2 B (LR 4T (0 0 48 (1 2 U 22 B A0SR 3 A D B9 /N Bk A
TR 6, X R N0 55 AR KRNSO,

3.11.4 ZEMEitH

R 0 75 T 5 T DL P44 5 b 10 alpha (5.0 AW 1 MBI . AT 0 Fl 1
22 6 ) g A [ £ 2 17 P 2

myMaterial.alpha = 0.5;

I T3 S — A SR 4R A B A A T L ARRS AR

1. var createScene = function () {
var scene = new BABYLON. Scene(engine);
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3. var camera = new BABYLON. ArcRotateCamera("Camera", — Math.PI /2, 3 * Math.PI /8, 5,
BABYLON. Vector3. Zero(), scene);
camera. attachControl (canvas, true);

/BRI A | £ R
var light = new BABYLON. HemisphericLight (" hemiLight", new BABYLON. Vector3( — 1, 1,
0), scene);

4
5.
6.
7
8

9. light.diffuse = new BABYLON. Color3(1, 0, 0);

10. light. specular = new BABYLON. Color3(0, 1, 0);

11. light. groundColor = new BABYLON. Color3(0, 1, 0);

12.

13. var redMat = new BABYLON. StandardMaterial ("redMat", scene);

14. redMat. diffuseColor = new BABYLON. Color3(1, 0, 0);

15.

16. var greenMat = new BABYLON. StandardMaterial ("greenMat", scene);
17. greenMat. diffuseColor = new BABYLON. Color3(0, 1, 0);

18. greenMat.alpha = 0.5;

19.

20. 118 I — A~ 21 A 375 T Bk R

21. var spherel = BABYLON.MeshBuilder.CreateSphere("spherel”, {}, scene);
22. spherel. material = redMat;

23. spherel. position.z = 1.5;

24.

25. /1IN — A~ 4 €633 B BR 44

26. var sphere2 = BABYLON.MeshBuilder.CreateSphere("sphere2", {}, scene);
27. sphere2. material = greenMat;

28.

29. return scene;

30.

31. };

105 5 R T P BRIK . AT BRI
A G R P 3 1B R L i ’
IR 3. 50 B, AT LA B 0 A

e A S 8 5 T S ) R

3.11.5 &M

G (Texture) £ W i SCREHR Ay W 141, 15 2
A, FETFRALEDE 2l il — ik B
(Image) RAE JBERY 1) SC B, 50 BT A9 2068 3 00, Y o0 B 4 58 U - 7T LA B B o 1
diffuseTexture,SpecularTexture,emmissiveTexture B, #& embientTexture, iX B[] #£ 75 &
HEEMBERA R EG SNG4 embientTexture % &R A . EARSEE KT
PR CFE SEBR A8 FH b R v, 4 S0 3 B AR B 48 o B S A BR AR B AT

3.50 M BURYE M RE XS L
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var myMaterial = new BABYLON. StandardMaterial ("myMaterial", scene);
myMaterial. diffuseTexture = new BABYLON. Texture("PATH TO IMAGE", scene);
myMaterial. specularTexture = new BABYLON. Texture("PATH TO IMAGE", scene);
myMaterial. emissiveTexture = new BABYLON. Texture("PATH TO IMAGE", scene)
myMaterial.ambientTexture = new BABYLON. Texture("PATH TO IMAGE", scene);
mesh. material = myMaterial;

’
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00 ## A B A StandardMaterial B, 5 %A 48 € 24k . 8 4 Babylon. js £ H i1 5&
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1. var createScene = function () {

2. var scene = new BABYLON. Scene(engine);

3. var camera = new BABYLON. ArcRotateCamera("Camera", — Math.PI / 2, Math.PI / 4, 5,
BABYLON. Vector3. Zero(), scene);

4. camera. attachControl (canvas, true);

5.

6. [TEEOE N ZE F A AT IR Y

7 var light = new BABYLON. HemisphericLight ( "hemiLight", new BABYLON. Vector3( -1, 1,
0), scene);

8. light.diffuse = new BABYLON. Color3(1, 0, 0);

9. light. specular = new BABYLON. Color3(0, 1, 0);

10. light. groundColor = new BABYLON. Color3(0, 1, 0);

11.

12. var grassO = new BABYLON. StandardMaterial("grass0", scene);

13. grass0. diffuseTexture = new BABYLON. Texture("textures/grass.png", scene);
14.

15. var grassl = new BABYLON. StandardMaterial("grassl", scene);

16. grassl.emissiveTexture = new BABYLON. Texture("textures/grass.png", scene);
17.

18. var grass2 = new BABYLON. StandardMaterial("grass2", scene);
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19. grass2. ambientTexture = new BABYLON. Texture("textures/grass.png", scene);
20. grass2.diffuseColor = new BABYLON. Color3(1, 0, 0);

21.

22. /18 B B

23. var sphere0 = BABYLON.MeshBuilder.CreateSphere("sphere0", {}, scene);
24. sphere0. position.x = —1.5;

25. sphere0. material = grass0;

26.

27. /1B RNBHE

28. var spherel = BABYLON.MeshBuilder.CreateSphere("spherel”, {}, scene);
29. spherel. material = grassl;

30.

31. /R BE 6 s B I it

32. var sphere2 = BABYLON.MeshBuilder.CreateSphere("sphere2", {}, scene);
33. sphere2. material = grass2;

34. sphere2. position.x = 1.5;

35.

36. return scene;

37.

38. };

RSB T 3 BRI, 3 BRI BB E T 3 B AR B A T A A2 30 B BR AR Y
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Yy HUA — 22 4T B — A 2RO SR AU 36 B2 O6 R AT O 9 diffuseColor 2 21 €4
specularColor HZ¢ 8, groundColor NEk A, Ef15)5 . 15 B UKl 3. 52 s BRCR .
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myMaterial.alpha = 0.5;
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P 3,53 JHAT I W DX ki 2 B

AR Ty ol AL EE 2 151 3. 53 i) [RGB 51 23 Dhy 125 1T DX 3, (LI A 1438 W) 80 B4 A i
SR AR S — DR BIR VLT e B AU AT

1. var createScene = function() {

2. var scene = new BABYLON. Scene(engine);

3. var camera = new BABYLON. ArcRotateCamera("Camera", 3 * Math.PI / 2, Math.PI / 2, 5,
BABYLON. Vector3. Zero(), scene);

4 camera. attachControl (canvas, false);

5.

6. var light = new BABYLON. HemisphericLight("1light1l", new BABYLON. Vector3(0, 1, 0), scene);
7 light. intensity = 0.7;

8

9. var pl = new BABYLON. PointLight("pl", BABYLON. Vector3. Zero(), scene);

10. pl.diffuse = new BABYLON.Color3(1, 1, 1);

11. pl. specular = new BABYLON. Color3(1, 1, 1);
12. pl. intensity = 0.8;

14. var mat = new BABYLON. StandardMaterial("dog", scene);

15. mat. diffuseTexture = new BABYLON. Texture (" https://upload. wikimedia. org/wikipedia/
commons/8/87/Alaskan Malamute % 2BBlank. png", scene);

16. mat. diffuseTexture. hasAlpha = true;

17. mat. backFaceCulling = false;

18. var box = BABYLON. MeshBuilder. CreateBox("box", {}, scene);

19. box. material = mat;
20.

21. return scene;

22. };
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materialSpherel.wireframe = true;
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