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RIVIVET Ty IRy 7R LTHHT2DTIE RS, 7ay =y MTRERED % IEIC
AEE, A LT T ZAZ A L EERLTVET,

AFNZOWTIE, A~ — b 7+ VAT OREZ IR E L TR DTRERL, Xy F, <7
A, % Pointer Events & L TR U 70 —~EDHET, ZHICED, Av—F7 1V
Tff 5 tap. double tap. long press. flick ® X 57 gesture % PC 77 ¥ L TH UM
THERTE, 3D La—7mEY =MW LT, 714 RZ2 W EZREED Ul 238G
LR35 %xd,

FUAHNC, webg WELURD & 5 72 S5 ELfli % 5B U £ 5,

e WebGPU %257 3D 7 7V r— a Y ONIEEZ R LA OEEL-VWE X
o HUTNFERE FFa Xy b2FELEPOMBINET Ve &

o ZMIEMW. HUD, Xy FAJ), BFEUHETEHE—~D VYRS M) THREMAEIELVLE X
o AV — k74 VAT gesture Ul %2 PC 77 UH ETHMR LBV OLFAE L2V E X
o OI—T 4 Y7 ALIZ3D 7 VKO RE IV X



B1ERLOHIC 1.2 XEDIEK

1.2 ZEEDIBRK

webg DIAKDFHHIX. 3D OEWEDI LT TV r—2 a YR E TH—D2DVRY MV T
L TWARTT, AFTIE, FTFEITEEZRMm L. 3D OE:ME & H/NROH#E 7 0 — 2 #f
X X J-t%. Webghpp, 7 v b, 7=X—a >, UL 2ZWHEHR KX+ oz, m—1KX
WV APL, P> >, 2L T Compute Shader % {fi - 7z Z¢ [ RILDEE L G\ & BFEH
WHEDHERZ L > TVWE T,

BAL3IDOER (F1E~%E3H)
FPFEREME L, 3D ZHICBI 2 AR R U E T,
o IREINEEE @ WebGPU DEIET 2 77 v D%l v — ¥ — -0 (55 2 &),
o 3D FFOHEME : R (EUS). UV = v 7, 178 (Matrix) & 7 #—& =4 (Quat)
DHEAWZ (55 3 &),
webg D7 EEFRE (F4E~HF65H)
webg DEAMEZHME L., HHELS — V2R RIEET,
o KL~ API: Screen, Space, Shape % H\W - ffiliL — 7 OREE (55 4 &),
o WebgApp (FEL UL APD @ 77V — a V2KE2EH T % Webghpp 7 7 A D
Jit. HUD/UI oHA (5385 &),
o X ZHIMH (EyeRig) : Orbit, First-person, Follow ¥ \\» 722472 H X 5 2EEjD5R%4E
(% 6 F),
I—4—c7EybDER (B7TE~$ 13 5)

RI-HOoHEZMR EXE, JMEETLVEZEALET,



B1ERLOHIC 1.2 XEDIEK

e YT UTILE Yz —&—"! SmoothShader IZ X% Phong RHfET NV E 7+ 73R (BT
),

« WGSL Af9: WebGPU O = —7 1 ¥ 753k WGSL 0FA L TBN 1751 (5 8 &),

o HWARLY z—X— " NormPhong % BonePhong 72 ¥, MEHD Y = —&—5%& (55 9
),

o ETLGEAIAA | gITF/GLB FERDE T L% ModelAsset & LTS Ak (G 10 ),

o Y—VER ! JSONJERTY— %25l d % Scene JSON OFEM (G 11 F),

o 7=X—>a¥ ! Clip— Action — State N E 2 7 =X — a VIREERBOME (5B
12~13 &),

it

RABELSEGRR (F14E~F265)
Y2525 4 7rbRE L BB REEML $ T

o I—H—4¥&—7xz—2R: HUD, OverlayPanel, & v FH#fEDFEHE (5 14~16 %),

o ZERHIE : LA F ¥ AL (Raycast) &EZEHIE (Picking) (GF 17 &),

o *—7 4% . ToneSynth. AudioSynth. GameAudioSynth {2 & 2 H &, BGM,. SE ®
e (55 18 &),

o« TNy 7l © DebugDock & Diagnostics I &k 2 EfTIHEMNT (55 19 &),

« HA}FBELR: Bloom, DOF (FHEE) |, Vignette 72 L OEEAE (5 20 %),

e )X—F 4 7). ParticleEmitter Ik 27 =7 FEEE (5§21 &),

o FfAll APT ¥ mERIEAR ¢ TEIRARK APL. it 2AUEIR (Icosphere 5§) DR (55 22
~24 ),

« AFX =V A=V YA PRAT AT RX— a Y ONERIEE (8 25 #),

o YIHJEHE : PhysicsSpace 1T & 2 MIfRYIHEL & #2207 (56 26 E),

Compute Shader L ZHRROHE (F27E ~ F295H)

AFEDEKRAKE LT, Compute Shader ZHWTEMEREMBHREZEEL, zhor—D
DR T T4 NEHRELET,

o 22— =z—X—DHME (5 27 &) : ComputePass Z I, X PL—I Ny
TRV —IIN—T FT=REMREDFEITETNZELET,



F1EILHIC 1.3 70> 7 FDERK

o fAMINNZADIEEE (5 28 ¥i) : GeometryBufferPass, SsaoPass. ShadowMapPass. Co
mputeSsrPass 7R & ZEMIFMRZ S (ERI S 2 O & W 7 0 — 2B L 9,

e VZNEA L 3D FHBOHA (5 29 F) : ComputeEffectPipeline # W . SSAO,
Shadow Map., SSR. Toon. DoF. Bloom, Edge Z#£4E Space & Shape IZXIFHIZ
HREabE s, BRI OE/KELRMETFEEZET LT,

1.3 7O 17 D&

webg ZatABRIE, £33 7 7 A VB L REIZIEE L T2 E W,

webg/ (2754 751) : Screen. Space. Node. Shape. WebghApp 2¥. 7475

VOARRE 5 REPEEN TV T,

o samples/ (BMH > ) BEEEMER L 72DV TUEETT, £ 7 iE
ain.js (%) & *.txt (@) THM SN TED. samples/index.html H3ZDH
ReBoTWVWET,

o unittest/ (B{AF X 1) FPEDKREZYID ML THRALT 270D T X+ 7 S VET
3, BIEDYID 753 i/ NI TOBEMERRICHE L TV 7,

o book/examples/ (AFEDa— Kl : KEFETHTL 23— N2FETA[RERBIC LY

Y INTT,

1.4 webg TEIMTIB L

webg 1&. WebGPU LT 3D 77V — a » 28T 37200 8% Wi 2 T
R

o fHH}A%: Screen. Shader. Shape. Space. Node. RenderTarget

o 77U A: WebgApp

e 7w b+ B —&—: ModelAsset, ModelLoader., ModelBuilder. SceneAsset. Sce
nelLoader

e 7= X—23Y: Animation, Action., AnimationState., Skeleton

e BXZ + AJi: EyeRig. Touch, InputController

o Ul - 225 Message. OverlayPanel, Diagnostics. DebugDock. DebugProbe

e EF: ToneSynth, AudioSynth. GameAudioSynth



F1EILHIC 1.5 —F1s YT AlICE>THHS

e RAX M 7B+t R: FullscreenPass. BloomPass., DofPass. VignettePass 72 &

« Compute Shader RXIH: GeometryBufferPass., SsaoPass. ShadowMapPass. SpotS
hadowMapPass. ComputeShadowPass. ComputeSpotShadowPass. ComputeSsrPass.
ComputeToonPass., ComputeDofPass. ComputeBloomPass. ComputeEdgePass. Com
puteEffectPipeline

o YJH: PhysicsNode, PhysicsSpace, Collider ¥

1.5 dA—=F14 2T AIICE>THHES

ZOARL webg DVARI M VIE, a—T4 YZHDAI (A—T4 72—y b) bk
FZr LTERLTEIIENATVET, ABIC o TOFHART I, ALIZE > TOE L=
FTXDMIEBERLTVWET,

aA—F 4 YT -V 2 Mlwebg 7RV 27 M7 3 X —¥ L TaitAAEH, [book/fd
B]A_O—T 1 VJAIDEETEA .nd ZFA T, my_webg (fl) 7 4L X—=LITIC XXXX % 1E
LTy EHRT DT, RN SV r—2a V2RI E LI EDARETT

1.6 MEAEDEZR S

3D 77V r—>a yORFETIE, Bkdayy — AR TR ThEZOFRICR
7z ZEE ETAHE L TET 2 2 EDEZETT, webg Tld, HUD o8 Iz £
REE, BEWZIS U TEMIEHRL A— % probe ZH T2 FELEEL LTVWET, RO
BTt 3 % Diagnostics % DebugDock F. @ IR LIC X 27 vy 71 w5 B
HEIoVWTuET,

1.7 o

ABETROEERAIL, wvebg ZHR 2 API £ LTTIER L., WebGPU OfkL £ ¥ —7
HHE 2° & Webghpp I X B E L A ¥ —7MM. & 512 Compute Shader % > 7z ZZ IR DHi
BETERRNTHNEZ 7L =T =2 LTIRZS 2T,

FPIIH2ECTREZEZ, BIETEMLEN, HL4ETRMOMBENTHILL TS
W, AEH, WebGPU ZH W7z 3D 77V r—3 a YHFEDOHMIKE UL TRIIDZ e Z2fE- T
WEJ,



B2E
12X =L EETRIE

ARETIX, webg ZF LDV VICEHE L. ¥ > 7L unittest ZEEICKEEIT 5 £ TOF
JEZRH L E S, H1ETT e 27 FORREEHEL. B4EUETT IV r—2avo
AL THEER-DOHMHEL LT, £33 NELKEIfET 2HTREE) 282 %9,

webg DAHICBVTIE, 4757V Rv s —J L LTA VA=A TEDTIERL, V
RO MVEZZOEENE L CHHIT 2EHAZEAL LTVWET, £/, ¥ 71X unittest %
FITT B3, 77 A% 7 I P CEBEHLOTERL, =AY —N—2RHLT7 2

AL TLEE W,
H L. EENELWIZHD22DLT 7 7 A VEEHZEWT Tty FDFAAAIIKE L 725

¥
A, 'WebGPU @ a— FIZHER D 2 DA 177 T FBARIICE D) T8 2 DREGEHHE -
TVWBD0) WS YIDGIPRETZD 5, 2070, T F—N"—0Of#E| ¢ 7
7 V%D WebGPU SHGIRHL) ZPAREIC T I TEZ S 2 L BEHETT,

21 A=-AHIG—=N—-HBELRIEH
LTW5DITEDHD ¥ A, main. j

P

webg DY ¥ 7, BH—d HTML 7 7 A )L TR
s X webg/*.js LW o A7) F MIMA, JSON, 727 ZXF v, glTF / GLB. Collada &

Vo AT 2y R EMAEDE TR STV T,
TV TINGDT 7 A N EwiAADE ¥ 2T 1 LORERBEREMEL 125 DA Same-
Origin Policy (SOP: Fl—#* 1V KU > —) & CORS (Cross-Origin Resource Sharing) T
Fo SOP &, R=I M7 7 LRATEZVY—R% [A—FVI¥ (Frbal, KA+, K-
FRITART—HT2dD)) KHIRT 22 TEFxaV 74 2HERT ZEHATT,
7



B2E A VAM—ILERITRIR 2.2 7 71 ILDOEEFIE

77 ANE T I TEERMN LGS (file:// Futan), ZLDTI7U¥TlEdLF 2
V7 4 HRDEL < 72D, ES Modules @ import X fetch() 12X %7t v FHiAiAADH]
[RENET, ZOME. R=JAKRERRTEZTDH, 77 AF v RET N ZHAAATZBRIC
I —MRAELET,

BRHYIZ webg NT fetch() ZAHLTWEDIILITD Y 7 ATF, * webg/Texture. js
* webg/ModelAsset . js * webg/SceneAsset.js * webg/Gltf.js * webg/GltfShape. js

N ZIEFEICEEXE 512X, http://localhost:8000/ D X H R —H P —N—%
SLC. HTTP BMEREHTY 72 X 3208 R H D ET, 2D, HSRIZE2EY 2 —
NDFLAIABRT £y b OHUED. FHERR Web R—T L RIRRICEIEST 2 K 51272 D £7,

22 771 IILOEEFIE

F31X webg VAT MY ZFILITHEL TLEZI W,

git clone ZFIAT 35S

EHEE L, R OIREZHER L 72 WG IR SN S TIET T,

git clone https://github.com/jun-mizutani/webg.git
cd webg

7 IWHE— (zip) 2FIAT 35S

GitHub @ VERI M UnS zip 77 A NEX Y u—F L, EBRLTHELTLEZIW, (X
7 >\ — FJ6: https://github.com/jun-mizutani/webg/archive/refs/heads/main.zip)

BB L7z webg 7 A VX NIZ, HIZIE my_webg E WHTEEH 7 A VX Z/EK L. ZDOHT
TaY el P eWETLIE, YTV ERUA YR— PSR TaTHEEEERRET X 2 72D fER
T,

webg/
book/



B2E A VAM—ILERITRIR 23 B TIDET

samples/
unittest/
webg/
my_webg/

7B, webg/samples/ X webg/ 7 A NXZF&YID H$ LM ARZADFAN S 72D, BTV
AR PVDL— T4 L7 P ERRFGFLEEEFEH LTIV,

2.3 BUTILDET

webg ICHNET 29 L2 FEITT 2103, BT 20—t —N—2EHL 2L, 7
ST TLUTRD URLIZTZ ZEALTREW,

http://localhost:8000/samples/

2.4 FHITREOEVDIT

VRIS MPIANDTZ 7 4 M2 iE, TEZEOWTOBEZVWS D] & [ — N—EHTHLIRE
D BHHFT,

EFEFVTHHELPTLDHOD

DURD & 5 72 R =213, FIC—EPHHOERRBHNTH D, 7L v biisAAPE
Va— VEITIMKAF LR\, file:// TEMEML Z L H3A[RET T, * webg/samples/ind
ex.html * webg/unittest/index.html * FE R F 2 X >+ 7 7 AL

HIO—NIWNGF—N—THAREHD

DIRD &5 BETHR A=, <script type="module"> {Z X % ES Modules DR, £
etch() ITX 287 7 A L DFLARAA, BEK WebGPU O#IHL (navigator.gpu) (2K
FLTW2720D, &3 —JLH—N—TEFH LTIV, * R/ha— FOFTR—I* we

9



B2E A VAM—ILERITRIR 25y =BT EF2TIAVTHFIF

bg/samples/*/index.html D KEB/T* webg/unittest/*/index.html DKH7T* webg/bo
ok/examples/*.html O K5

25 Yy IO—OBRBEEFXa7IAVTFRAF
LAN NOBF Web #— 3— (fil: http://192.168.1.20/webg/) ICVRI VY ZHLE L
TEITTZILDAEETT, TOHEDHEY 2—/L import X fetch() FIEFICEEL £3,

7277 L. WebGPU 379U HICkoT X a7ary7F X+ (Secure Context) ZER
L %3, localhost ZHIANMICEF 2 7 HREEE L L TbvE 325, LAN D IP 7 FL A
RARAMGT HTTP BUE L7235 E. navigator.gpu BFIHTERWZ e 23H D 9,

LAN AY—NN—TZHITL. 7ty FiAAAIZTETWVWSDIZ WebGPU 2EIE L 7215
ElZ. BME7 e banrkz HTTPS X2 H T 20, BEEZRE DA% localhost TITH Z & T.
RIREDY T —N—DFRE] IHDDDh [WebGPU ORISR 12H2D0%2H) D 313 TL 77
XU,

2.6 O—AHhILY—N—0DkcENSE

VRIPMVDIL—b T4 LZ M) EAILY I T4 L7 MV ELT, UFDa~wy REEITL
TLEZ W,

cd /path/to/webg

0S Croiegav > Kl

Mac / Linux

Python 3 Offim ¥ — N—%RHMH T 2 iE» RS FETT,

# Python 3 ZHM AT 2HE
python3 -m http.server 8000

# Node.js (npx) ZFHEAT3HE

10



B2E A VAP—IILERITRIR 2.7 R ENBFHEFIE

npx http-server . -p 8000

# PHP %#FH 9 3ES
php -S 127.0.0.1:8000

Windows

Windows B TlX, Python 7> F v — (py) OFHDHHE T,

# Python Launcher Z#|H9 3%ZHE
py —m http.server 8000

# Python 3 ZEXRFATIHE
python -m http.server 8000

# Node.js (npx) ZFIAT3HE
npx http-server . —-p 8000

P—N—%iEF%k. 77V TLURD URLIZ7 72 AL TLEE W, http://127.0.0.1
:8000/samples/index.html F7zi& http://localhost:8000/samples/index.html

X o7 SV r— a v R— FAMEZET A A1, 8000 DERTHE 9000 R EHEE DK S
WEBELTLEXWN,

2.7 HRIThZHERFIE

R, WERDEMRY I ZEATOTIER L. URNDNER CEFERNCHER S
CeBEOLET, UKD, BERRELEZBOYI) BINEZICHED 5,

1. samples/index.html ZH < H—N=DEEIEEL. 77 A ADBEUESI LTV S0
ZHERR L £

2. low_level ¥ ¥ 7N Th/MAEZIERT 20 —1L )L (KL 4 ¥ —) LR/ T,
WebGPU D2 H&RES % 2 28 L £ 5

11



B2E A VAM—ILERITRIR 28 FSTNDa—-TFT12T

3. high_level # ¥ 7L T WebgApp DM ZMER T 2 m/KEE (FL A v —) RIEHERERNK
T, 77V EBYEET 20 MR L T,

4. scene ¥ 7 LT Scene JSON DFiAAAZMERT 297y b DFiAAA L P —
UHERBIE L K EIET 20 2R L £ 9,

5. HINZIG U 7236/ > 7L (sound, bloom, dof 72 &) ~itr

28 +ITNa—-FT12Y

O— AP —N—%EE L THEMELRWVWESIE. £33 3 —N—0[#E, & 7795 0D
WebGPU SR YD 507 THEE L T L 72 & W0,

o F—N—ODOENEONL5GE
— URL T—E&R—IDPFRRINZ D,
- 729%Dar Y —nIZ 404 Not Found %° CORS error DSHITWRWD,
— URY MY DORPREE (ffl: webg/samples/scene/) HH —N—DL— ML T
WD,
o WebGPU OXSIRI D EEDN 2 5E
— 72 9%®ar Y —)LT navigator.gpu 5’ undefined 1272 5 TWRWD,
— webg/Screen. js 25 WebGPU DOFIHILIZRE L TR\,

B/IMERTH 2 low level 4 FNVEF TR CHEZMR T2 22T, MED 7y b
AIAB] 1ZHBDH, TWebGPU DEFTERE ] IZH 2D HHIFRETEET,

29 FLH

AETIE, webg ZFHT27-0DHEAEHE LT, TVKRI MV ZZDOEEAEL, v—7
WY —N—REHTHFEITT %) FIHZHEL X L7,

YR =213 file:// THETETH. EROMBEINHE 2 & —21F ES Modules %
fetch(). WebGPU ¥tz E . T 2720, v —h L% —N—DFHNPFAIRTT, Z
DETIREOEEZIMICL THBL 28T, SRO¥EFITBVT EEoME) ¢ TFEITHRME
OfE] ZIREFAT 2 2 EDL N TEET,

RETIE, ZOFETERED LT, webg BMRHLTWS 3D 757 4 v 7 ROEBEER (B
R, [\lifiE, 174 24 —&=F>, UV, /==L~y TRE) IZOVWTHLLEHLET,

12



EB3IHF

DTS 1y ADE

3D 757 4 v 7 ADFEEITBWT, BIFER, [Hix, 74, 7+—&k=F>, UV, /—=<J
<y T Vo AERBERIE, AVICERCEELTVE T, ThbHDHb, ENr—D2DER
RUOzHEL TOTH, ERICa— F2HE CRETHOER L BEEI IR TR, FEEIZ
Wz 39,

Ko, TY lilids B2r, ZEhas B TY g b b oFlERZ ¥ OHFETHERD ) HTHNIATEL
DD TR FAZTEICEL DPGIELS DD 17+ —2=F v OHERIFEFIZE 574 -
TV EWVoLERVPERGLTELLE, a—- FORERIIHBETETD, BARNRIETTF
WIEE->TLEVWE T,

Z ZTCARFETIE, webg THHAL TV AERICOVWTHLLIMHL T, I, vebg XHTF
REBRH L. +X=f. +Y=L. +Z=80 ZHEA@E U5, FHOMHFEICIX yaw / pitch / rol
1 ZHVWET, 7581358 SE (Column-major) TREFL. N7 MLIIFINRZ b e LTHH
WHEHEL, B LTEM x v OFBNCTUB L £9, THAIZR — A VEBED & 7 — )L R B,
view BEAE, clip FEFE, HEPBENEICEBREINE T, 7+ —&X=F Y ONEIEFIZ v, x, ¥
, z] T, (72, HOREBRIHAZEHRT 2EFTHRE D, £l o RTREEHEID 1T %
EIICHiRET, UV BEEIME EoR®EL LT AT (bottom-left) | ZFHL., / —~<L
~ v 71X RGB 0otffiltE -1..1 OFMENZ b LTIRWE T,

AETINSOFEHEZHIZ TH L T LT, Node DLEZHIE, X 5D orbit #1F, GLB &
TADFHAS, /=<y TOHM, 2L TR —LVOFREIESL LT, IXTEFE—D
BOLETHBETEL X51TRD XS,

13



BIEIDIST71rv I ADOER 3.1 ZHDES L OlFRDE#E

3.1 ZROERCEIFTDEE

webg TIIATREEREFRMLTVE T, GFORIEE +X. NELIEZ +Y, ez +Z &
7z & ZONADBZDEETEAME 2D 5,

)
Up 4

E>+X
ast
+Z G

South i

X 3.1: FEFER & [A]E o FLAE

webg BEFREZRH L. +X=4. +Y=F +Z=01 2HEAHL LE73, BEEOIEFZ yow
/ pitch /roll =Y /X / 7 OMIGTEHINE T,

3D ZEENICBWVWT TEE L) E W ERIT, HASPRICE > TERD 3, 2.
e nscHWSHNS NED EEHR (North-East-Down) Tld. X @iz EJ GEfTHRD. Y
rEE, ZirE N GERoFOARE) EERLE T,

UK L, webg DEEERIZ, WhW3 EUS EEfEHR (East-Up-South) 1IZHY L ET, Z
AT Xz EHR, Yz E L Z#H2EBECHAT2ERTT, ZORIKBWT Z BEOED
Wz 5 HM% M) CERT e, BRELUT+HX A, +Y i b +Z2 3Aie b3, X
IHAVWTWS % 1) LERTIUE, BRCBEEORTED +Z L2 $75,

AEEDEFICOWVWT D, HiBEZH— L £3, webg TIXMHE% yaw / pitch / roll TF
L. [EERfEZzh 2 yaw=Y, pitch=X, roll=Z IZXJGL E3,

14



BIEIDIST71rv I ADOER 3.1 ZHDES L OlFRDE#E

B [ClEngh | BMEDA KX —
yaw Y #if FAEWZEZIRS X5 72 [HER
pitch | X Hi FETICR BT 2 &S AR
roll | Z W SHZ AT 2 K S 7z (ElR

DTN THEF T OFEH eV E T, B o THEAY ZE L &, 200
LA A EDEFL TS, #OEAANCHD) > TH 2 IEOHERE TREHEID ) 1T/ 2, ¥
WD IETT Al & R R Bz 58 TRIEHED ) I/ X %9

Bl Z1E roll (RolD) [EIEzDGZE, THIVHE (HEE) ) %2 Z #OETHE Lzt &, Z Dl
JAD DIEDEERZ, JFRD 68 e RMATRETEID 72 b $5, GFORIEEZEOIES AN
FF, MofEZEE < 7 & 2 OFRIEDTTHD, [FERADEDAE T,

node.setAttitude(90, 0, 0); // yaw +90 (Y #FHDIZ 90 E[E%R)

pitch X X #ix oD OREELTT, HMlH SRz 2. IED pitch IFHFI/TH +Z 2RI -
Y AN FE T, HlZIE pitch = 90 WCRHET S &, AIAIKAWVTWAENIE Nz [ X
EJ
node.setAttitude(0, 90, 0); // pitch +90 (X#FHDIC 90 E[EER)

roll ¥ Z #liEbH b OEEET, —MKIIC roll EFENZBDTT, RiihbR-E & IF
D roll [ FGAM +X & LM +Y N [EHR X B F 3, ZAUIMIZERRDERIA 2 EH L 2 BifEIcH
HLET,
node.setAttitude(0, 0, 90); // roll +90 (Z#FH D IZ 90 E[El#R)

webg D Matrix.setByEuler (yaw, pitch, roll) B X Quat.eulerToQuat(yaw, pit
ch, roll) &, Y > X > Z OJETHIEEZ#EH ST 244 7 —A%Zfn%3, 3DCG DERT

X XYZ R0 ZYX R ERR & R RELONETE L F 3203, webg ZFIH T 2FEE Tyaw(Y) — pitch(X)
= 1011(2) ] EWVWIOIEFTM—INTWVE LA TLZI W,

15



BIEIDIST71rv I ADOER S2REDER : TIAFVERL/—IIWIvT

32 REDEE: TIRXAFVYERL/—TILIvT

3D ETNVDORIUTBWT, TWIRZI TR, ¥56fll2Re LTS 2, REIZED LS
WHEHIRZIE DT 20, I L TED LS RMME RE2 02 ERTI2DLENDHD T, we
bg TlE, MORE, UV B, /—<r~<y F2FECERMERD L LTRAET,

UV & /=9Iy TDHEHA

v - normal map
£0.1) UV EEiR a1

U

(0,0) (1,0
an0..1 %

1.1 OAERY MLARLTES

X 3.2: UV ¥/ —<~v FTOHAN

UV IIBEZ LoREMEY ULTET (bottom-left) ZHAL. 7 —~i~v 71X RGB OEER
X /Y /) ZDHAERZ ML LTHROVE T,

HORELTERIE

3D OMHiIlE, BIZ I3 /3 4 HOTEHRZMEAZSD ] TIEHH FHA, fHiERTA T4
YT, FOHDOEE LMERE AR THLPERICKED T, webg Tk, RV > EEM
o R ZICTHAS KRR DR L 518 LET, 2T —MIC winding order &
XN EET, HEROmE, BERHAV VS, /=<y TORIFICERZEL 3,

16



BIEIDIST71rv I ADOER S2REDER : TIAFVERL/—IIWIvT

Pz XY FHE ECHD, +Z {llzRICLEMAEZELHEE, +Z llroHE R &
WIRIFRIEI D 1725 &5, £ AR Ak, ALEDOIECELZIENE T,

const vO = shape.addVertexUV(-1.0, -1.0, 0.0, 0.0, 0.0) - 1; // KEF
const vl = shape.addVertexUV( 1.0, -1.0, 0.0, 1.0, 0.0) - 1; // &AF
const v2 = shape.addVertexUV( 1.0, 1.0, 0.0, 1.0, 1.0) - 1; // AL
const v3 = shape.addVertexUV(-1.0, 1.0, 0.0, 0.0, 1.0) - 1; // KL

shape.addPlane([v0, v1, v2, v3]);

ZDNEFTIX,. addPlane() DBAET vO, vi, v2 & v0, v2, v3 D=AEATHEL]-L
.0 (vl - v0) X (v2 - v0) X +Z HAEAZEET, DFE D, ZOHDOXKRANT +Z H]
WD FT, W [v3, v2, vi, v0] DX S ICKGEIEID TEERT 2 2. ERX -2 HaEm
. AUMBEICHIHTHHEER- M LTRONLE T,

Z DFIKIE. FE)T Shape.addTriangle(). Shape.addPlane(). Shape.addPolygon()
Z2H S 5E72 TR <. ModelAsset @ indices %° polygonLoops Z{EZ L EICHFREI LTI,
I TE % R EF L 72 Wi E1E addPolygon([a, b, ¢, d]) % addPlane([a, b, c, d]) DX
1T face loop ZHREETH. ZOHEDTHANEIE [RMH» 6 R TREEIEID ) Z2ERICL %
3. THRNEDHIZ72 % & SmoothShader D@ FliH TIXEM & L THbN 7z D, backfaceD
ebug TEMEAIHLD LET,

HODOREL UV ZHOBETTD, HBEORZI A TIIERZICHEFRLES, HEERTD
W2 UV 2REET 2D Tz, REFELANETHRD, BHEO ETELIE UV & EEBRTEAAS
MOFRETHELET, ZOTHEZ T . HER, /=<~y T T4 ¥ =71 —LFKR,
GLB / ModelAsset O#FisaE Z23[F UHHAITHAETE 9,

HEERR E THRER

HORELZHBE LSO, RXHLTEER0WoL THER) & MHAER T, ERe
F HRREDESL 5 ZFEVTWERERT AR PILVTT, 747 427 Tid DI
CEMDOAZ 2 L T2 S 2kD 270, FEROEEHBHES &, RADKES RAZD,
22 K RAD LET,

HEMIE, RV IV DHEAEN SEHBETEZZEMTY, =AF a, b, c DHE. &M
X (b - a) X (c -a) DIETRDONET, FIEHIOHKEB D, F£lD o B TxIKEHE
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DIRTERZERTWAUL, ZOERIIRMNZAE LT, Lo T, WERE (20K o
YEEREL SRR LTWE D) ZERT 57D 0D EARNZFLNDITHD £T,

—J7. THRIERE, BEARRLESFERT T, HAERZILT LY, ZOHAZED 11K
DHIEMREFI CTRED D A, PRI AR ZLMEZRHE WG E IR T LIRS EME
oz TEorEe LTRES T, RIS, BRCHAFEZELNPICHELZWEEE. BEDES
HOEMRZ P L LS REREREZ/MES 28T, RV IV OERPEI R VEERITRD
R

SmoothShader D X 572> = =X —Tld, [HAEMEMELEN ST 77X T DS
SEAELET, 207D, HOHERENEL K TS, HAERSI TR ETHUITA T4 >~
EIARERITZD 5, HIZ, HAERSIEL K T, HAEIY THNER > TWhiud, E
ﬁf] VY 7RT Ny FERRTHFE B 2HERICRD ET, HOMZ L IERITERICBERL

VFEICT=ZTERVWI e ZERMLTEL . ETVaAAARY = — X —HEDREE
tﬂb FIFRITLLABDET,

BEAY >J L HEEE

3D OFEETIZ. A XI5 R TEMEZHEVTVWAHEEZHE L2V ERHD ET, Zhz

HEAV 7O Ed, BACRIZAETIE @E. SMIlomEZg28 R 20U X wizd, Az
MWEmHEZHPRN E THEEZROEE T, £/, ME-TER-LHAZ RO 2729
DFEBPDITHRD FT,

EHAV 7T, HOBERED?S TZOMHIEA X Z 20 L TRZAVTWS D, BEZHWV
TWa2) ZHELET, 207D, £llH o RTRKEHEHED & W RS THS & &K
KRRZZITOEMBHALD, RAMUPSZTFRATDLET, 727 XF ¥ BMHo5nTNDED
WHPARZZW, AF=V 7 LEBRO—EZIPERAZFICRZ S, 2O IERE. THAES
FEMROMENFERTHE ZE0HD ¥7,

—J7TC, MR A HE REMOERE, 7Ny ZHOmRE, HRIC X o T 2 f#Hm L
WEELHD FT, MEHEZES B SH R 2 X512KRD XIH, HOMEDIAD
ZRLTLES DD XY, BIRT—F2EoBRETIE. FTREDOHNZIEL LD,
DEZEFZTER L CHE#EEICT 5, ¢ EX2 L ZETT,

UV EEROE%E

webg D7 7 AF ¥ IR (UV) &, BEZAYIC bottom-left (£ ) HHETTF, Z4ud Blender
18
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EDFEL 3D VI e BEENEHRR T 2DDKGET o T0WE T, UIEEARA, VIiE
FHEANT AEEEEIN S 2720, ERH (0, 0), HLED (1, 1) 2bFT, TOEFRI.
Shape ICFHT UV ZRET2HER. 70 —Y v LIERLEZA Yy S aN UV ZEET
BGERY., 7477 V2K THETY,

Bz, AR CERE 18D M 256, BERRR UV BCERL D X512k D 9,

{ pos: [-1, -1, 0], uv: [0, O] },
{pos: [ 1, -1, 0], uv: [1, O] },
{pos: [ 1, 1, 0], uv: [1, 1] },
{ pos: [-1, 1, 0], uv: [0, 1] }

72721, GPU 7 v Fu— F LEBoE&D ERAEDS, #E&ED UV e —HLARWEGE
NHHET, ZOE, UV BEEKEZET 20 TIERL ., EIRANHO flipv 3E% H
WTHEBLET, UV BEZ top-left FRMEICEFLTLES &, IAX MY DOERLERT —
RDEBDVREL, /=<~y TOUNHEZ Y CRELDFER 2 572HTF, UV IiZ T4 X
FVICESHEZ ) BRD, flipV X [T 7 AF v 2 Y5 5AALD ) 2D S, LW\ &E|
DTHTEHEL XTI,

/=Ry TDERF

REOWMMR MM ERIT 2/ —~<~y FE BZ0bDTIIRL NERARZ ES HA
T 220, LWVWOIXZ PUVERERFFLTWES, H> 717125 A book/examples/Nor
mPhong. js Tl&. LFD K5 ITFHAAATVWET,

let ntex = textureSampleLevel (uNormalTexture, uSampler, input.vTexCoord, 0.0).xyz
2.0

- vec3f(1.0, 1.0, 1.0);

*

CZTWER—->XG—Y, B> ZIZTHELTWET, @R LTD 0..1 Offix -1.
1 OEIPFICERT 5 Z & T, #22M (Tangent Space) BT 2 HMANRZ Ly LTHRAL
9, flZiE. R =10.5, G=0.5, B=1.0D¥7ELiX HHEXZ L (0, 0, 1) &7
b, REIOFEAEZAENVTWS ] Ze2EKRLET,
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NormPhong.js Tl&, 777X F> = —X—NT dpdx / dpdy &\ T tangent ($#R)
Z M L. bitangent = cross(nnormal, tangent) IZKX o THFHRD TBN 175 % HEE
LTWES, 2%bD, /=A<y FOX /Y / Z3EEHMOT / B/ NITHIGL, &
MY 2 — M OEMANEEREINTIA T4 Y 7 IHHES R E T,

3.3 FHEORE  THNERT ML

webg @ Matrix 7 7 RE 4 X 4 17512 EH L. NEECY] mat [16] 1355 (Column-
major) THRIFINTWVWET, set(row, column, val) XV v KA column * 4 + row &
WHA YTy 7 RFHBEEToTWA D, XEY LOWRIELFo@ED 272 h 3,

| m[0] m[4] m[8] m[12] |
| m[1] m(5] m[9] m[13] |
| m[2] m[6] m[10] m[14] |
| m[3] m[7] m[11] m[15] |

O T, TR REROINAN S AL, nl12] = tx, m[13] = ty. m[14] =
tz 8D ET, Fho A LEO 3 X3 FWH/FFICHEHEL LTHHEINE T, Coordinates
ystem |& position (fiiE). quat ([A#z). uniform scale (—FERF —) B0 —HNAT
FZHEELET, BB, K74 77V TR X, Y. ZENC K o THERDPER 2 IF—FRRA 7 —
)V (non-uniform scale) 1Z¥H—FHHEHNE LTVWET,

webg Tl NZ b ZHIRZ L UTHEINCEE S 2 AN ZEEEZHRA L TOE T,
B LTREUATD LSRN ET,

Iz 4 ZITRERE TR S 2 & UNDOFRICZD £9,

|x | | mOO mO1 m02 tx | | x|
ly’l = | m10 m1l m12 ty | * |yl
|z | | m20 m21 m22 tz | |z|
[w | | o0 0 o0 1| [1]

Matrix.mulVector([x, y, z]) &, ZOFEZICHIE w=1 & LAmE#HITVET,
20
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let x = m[0] * v[0] + m[4] * v[1] + m[8] =* v[2] + m[12];
let y = m[1] * v[0] + m[5] * v[1] + m[9] = v[2] + m[13];
let z = m[2] * v[0] + m[6] * v[1] + m[10] * v[2] + m[14];

webg TIFTRZ bL (v * M) JTERIEIBHHAL TV EEA, THEKICBEWVWTSH, Matrix.mu
1(mb) (& this = this * mb. Matrix.lmul(mb) (& this = mb * this & D £9, #TF
F&JE DEFHETld world = parent * local 7R 57:®, FRZ MLUEATIE GHlOZE#D
SIRIIERT 51 CFREL TLZE W, D D, parent * local * v &WIH Tl HMN
local 234 v ITERH L. Z DRI parent DMEAL 35

EFZEROER 7O~

3D da— FxFHb e ZiE, lD T DEEZERICH 2 Db 2HEICERT 2HEIDHD %

I, AL [1, 2, 3] LWOHOKHIETD., 2hda—HLFEER DD, 7 —L FEERDOD, H
X700 BIBERDOPICE o TERNPZEDD £3, webg OETIX, THRIZBBLHXD
P CEf S £ 5,

0— 7 LS
-> J—)L REZ
-> view BEEAZ
-> clip FEFZ
-> NDC
-> EEEE

0 — VR, IR/ — FEE 26 A7 FEET Y, Shape IZEEk L THRIZ, RANXZ
DEEERIZH D F9, BRI, YRR LZFEAICLTHELRZ -1, -1, -11 25 [1, 1,
11 IWELGE. 20Ud TLGRE S 25 B7zFEE ) TF,

7 —)L R, > — V2RO TOREETT, /— FONE, [iE, 27—, HTHE
PRS2y, a— A VEEOTERIZY — L REEABED 23, B/ — R8N+ —Fo
J— )V FEREHZEDLYETH, F/— RO —hLBEEZODOREXHMbEIDOITITIEHD F
A

view FEERIZ, A X I BIEET T, EBRTRIAX ZZ2FRANRL, A A7 DR E 25
HERANR S & 5 i e, o — Y BKICH I TR TS, webg TIEHN/ — FD 7 —
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L RITHD & view {THIZED . 7 —L RIEIER view FEFEEAZHL $7°,

clip BIEIZ, BT 2T 72 EROEIET Y, TORETIZXZ 2D OHHHBEIETIX
%0 x, ¥, z, w4 ETERORREETS, GPU &I DEZE > THEEKRDOIMANT
BIHRP=MAEEZ Yy T LET,

NDC (Normalized Device Coordinates) (. clip FEfE% w TE| - 7% D IERL X /= PEFET
T BERANCIE, BEEOED -1, G2 +10 FAY -1, E23+1 WS HFICR D £3, WebGPU
TlE, BREWCHIET 2 NDC @ z 13 0..1 O#ifH e UL Tbh 3, wIEIC viewport I
X o T, NDC IZZEBED canvas FOVYZ v AfiE. DF D HEEEEAZHINE T, canvas
DY T VR TIE—MRICE 2SRRI D, AR y 2382 578, 3D Z¢f#% NDC O
+Y=F CIIRAANED L RICERLE T,

O —E#T L. Ty JIROEMMBEERINICRD 5, flZE 7 LvDH
ROENTWE) O, [ —=FOU -V FEWHRE > TWVWS) O, Iview [THITH X Z
FHE I U 2R ATV B ) Dh, Tprojection #RIC clip ERTWS | OhESIFITER
LNFET, HBIRP~—HFERD X 512 3D 0% 2D HE EAE T LU TH, ZDJE
FERZEDOEEMFbIET,

FEREERE w DIRE]

3D OFfTFIFIE TR, MB% [x, v, z] D 3 AT THL, [x, v, z, wl ® 4 KD T
P nEd, ZORWEFRIREEE MR E T, @FEORIFZ wv=1 ELTHRVET, 2L, 4
X 4 f7Al oz ElLR, JEKHEDN, SFATREE F e O TRETEE T,

point = [x, y, z, 1]

—J. JTARZ FUiF w=0 £ LTV E T,

direction = [x, y, z, O]

COEWIEETY, JUITIEHTBEIDMER L X325, AN HATREIDER L Tidwig
FHA, BIZIE DEBEBE6R6RKD D) R NERMHBEL L ZHNWT WS BHHTH D,
ARXTRETNVDOMEIED>TH, BRLZVTBETRAZAZEDLIDITEDD LA, v
=0 129 % &, 4 X A fTAIDFATRER T DERICA L7207z, Jjme L TIEL S ERTE
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35,

BT, 2O wDBIE HITHEIRRD £75, RETIZHEIT RO cip BRI [x, v,
z, w] DFFET, GPUWREKMNIZx /w.y / w z/ wZiBLES, ZhZ2EHREL
MEXE T, ELDORIFE w OB 22T, HE LT3N <, FINTED K KO IED 7,
ZEIRRDIER TS,

W IIEBRDOY TV =2 aya— FTREEERLEVIEBZWETIA, Yz —X—,
52, BB OZH, ERUM 2 HE T 2 E T TENn E ¥ A, vecd(position, 1
0 X TZRIERTH % ). vecd(direction, 0.0) & TZHUIAMTH S iitee. 1751
AREOERZEVRTRD X7,

3.4 HFBEO—NILERR

Node R R — Y ZViAd 7z & Z2ITRALZIAZ R T VDR, IELEEI & O PEER THEE
LTW2Dh] EWIRTT, webg Tld, Node b R— 3, BUKTEMIIFVWTVWEDT
37K, B FALEHZ ZBEEEOTTRVE T, T FRERNEEFF>TV2DIX
7 —L NEAE TR, TE2 L R-A0OMELME |, D% D e — 2 VEERTT,

CIRBERRICLIEEa—-FeEL . THIERZEHEX BB, A2 TRIKGE T
WEIWTLES ] o, BRLAWEINICER LI RD £3, Mz, BrEEro—
TIVEERERDEER O D 5 L, Node DELE, W ATV T, R—=VEE, 7=X—>a>vD
ENHFEUCEZ A THBETEZZ X5 ET,

KEDRBIEEIC S 5127

BIFRGSE 2 i D BRI L5 WEM D, K5, #iEk, A oBfRT3 ., KEBiEzhaik
DIHER L, HIBRIIKBORE D 2R LA 5 HEE L, HIEHIRDE D 2/ NEi L7203 6 HEs L %
T, 20X THONME X, AZLZUDFEHRTIIRE D $HA, HIERDS E 212055, HIER
PORTHDRE ZICEIPNT WS, ZOMANEDLI > THIOTIRED £,

Node TEK 2. XD X5 BB THERICKRD £,

sun
L—— earthOrbit

L—— earth
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BIBFE3IDISFT71vIRDER 3.4 RFBEr O—hILEFRR

L—— moonOrbit

— moon

Z ZT earth ®u—AfiE% [3.5, 0, 0] RKELT 5L, iU KE»r SR
THIERDY X JFAAN 3.5 BENTWVW3 ] EWHEKRTIEH D A, [EffIZIE. learthOrbit &
WHE — Fh s BT, HERARED X M 3.5 B TW3 ) WO EK TS, earthOrbit
HikZ AR X UL, ZDTFTH 5 earth 1FH1E 3.5 OMEFHOTREELTRZ T,

Tl LTELE, HODY =L FITHIERD X S ICEREINE T,

sunWorld = sunlocal

earthOrbitWorld = sunWorld * earthOrbitLocal
earthWorld = earthOrbitWorld * earthLocal
moonOrbitWorld = earthWorld * moonOrbitLocal

moonWorld = moonOrbitWorld * moonLocal

FIRZ P AER TR ARIOZEED & IEH$ % 728, moonWorld * v ZEtH T 5 & %,
FTHHBDOE—HJEIR v IZ moonLocal DIMEAH L. £DRICHIERE D D DL, HIBRE &
DELE. KEREERDOMZDIEFRICEZD 7, FIIHOEHF RO FICHAELZ 2 &
ZBEHBELRTRD £T,

FEEDa— FTE [EERD7=0D pivot & BI-HOAREKE 7T 2 L SIS F T,

const sun = app.space.addNode(null, "sun");

const earthOrbit = app.space.addNode(sun, "earthOrbit");
const earth = app.space.addNode(earthOrbit, "earth");
earth.setPosition(3.5, 0.0, 0.0);

const moonOrbit = app.space.addNode(earth, "moonOrbit");
const moon = app.space.addNode(moonOrbit, "moon") ;
moon.setPosition(1.2, 0.0, 0.0);

app.start ({
onUpdate() {

sun.rotateY(0.2); // KD B
earthOrbit.rotateY(0.8); // HIERDN\ER
earth.rotateY(2.5); // HIERD B¥x
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moonOrbit.rotateY(2.2); // BORE:
moon.rotateY(1.6); // BOBE:
}
D

Z DOREE T, earthOrbit ZFEILTH KBIZEI X FH A, WIC sun ZEDEIE. ZOFH%
ThHhHHERE HZF D THEL»ZITE T, ZHUT THROZHIIFAED 20, FOEHIIHR
ANRBRWV] LW [EEREEDFEARTT,

ANEREN DA & ERIGHE

FIUFEHIZANKOBEH T ZOEFMRET, ErEFTIIEOHOF —FHcE=E3, B
PR BB, mikl. THAFEE3, MEFUIaiie THAEE 30, BOEOMEIZE
bhFEHA, ZOERIE., FXICHFHEEZDDHDTT,

PlZi3EmE Bty 2 e RO XS RFEREICHRD £5,

waist

L—— torso
L—— shoulder
L—— upperArm

L—— foreArm
L—— hand

CZTCTHELZODIZ, hand DEZERE MEROYZ) L TEXZ2DTIERL, TR
W6 ENIZITEENR T WS L TERTZILTY, oL TEL L, BEoBd, Ao
oAb, BoHEEE, FoOFnIXTHARIZFEREATDD 3,

const waist = app.space.addNode(null, "waist");
waist.setPosition(0.0, 0.0, 0.0);

const torso = app.space.addNode(waist, "torso");
torso.setPosition(0.0, 1.8, 0.0);

const shoulder = app.space.addNode(torso, "shoulder");
shoulder.setPosition(0.9, 0.9, 0.0);
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const upperArm = app.space.addNode(shoulder, "upperArm");

upperArm.setPosition(1.2, 0.0, 0.0);

const foreArm = app.space.addNode (upperArm, "foreArm");
foreArm.setPosition(1.1, 0.0, 0.0);

const hand = app.space.addNode(foreArm, "hand");
hand.setPosition(0.6, 0.0, 0.0);

Z DIRAET shoulder.rotateZ(...) ZM~IX., bW, gili. Fl3F D THINZ RN THE)
X¥9, XI5 foreArm.rotateZ(...) ZFENX, B 5872058 T £3, 2N
Z TFOv—L FIT8)) 25, ELLFFTOIXRTOR— N THZENTEDE =GR 5
T3,

handWorld

= waistWorld
torsoLocal
shoulderLocal
upperArmLocal
foreArmlLocal
handLocal

* X ¥ X ¥

CORFIENTEL . AE BN 212 TFO local [ENE WD [JE D EEEH
BMELDREVDD) BOMEXETEDERMERPEELZDD] WU B IRESIC
D ET,

R—2VBRICH T B ERER

R— 3R AC R T, BEME Y WS BEIRTIE Node ERILTY, AF =
TTHESIR—V D, THR—VLORETFR—VONMEBEERE] 20— LEETHES, B0
LR SZ T NT T — L RLEBRED 9,

const skeleton = new Skeleton();

const waistBone = skeleton.addBone(null, "waistBone");
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const spineBone = skeleton.addBone(waistBone, "spineBone");

const shoulderBone = skeleton.addBone(spineBone, "shoulderBone");
const upperArmBone = skeleton.addBone(shoulderBone, "upperArmBone");
const foreArmBone = skeleton.addBone(upperArmBone, "foreArmBone");

const handBone = skeleton.addBone(foreArmBone, "handBone");

waistBone.setRestPosition(0.0, 0.0, 0.0);
spineBone.setRestPosition(0.0, 1.2, 0.0);
shoulderBone.setRestPosition(0.9, 0.8, 0.0);
upperArmBone . setRestPosition(1.1, 0.0, 0.0);
foreArmBone.setRestPosition(1.0, 0.0, 0.0);
handBone.setRestPosition(0.6, 0.0, 0.0);

Node LB 2DZ. TOR—VIEERZDFEEFER R Z2DTIERL, BRI EDY = 4
FEHAEDEINTA Y Y aBRIHEDLNEZEHTYT, LarL, THoEEERF s3] [V —
IV ERERBRIHE Bon — A EBHOBTHRE S ) VWO FHIZFE—TT, F 2 BDRAF =

VTR, ZOEBICHIANL Y RITHIETER Y =4 b2 2 Z 2 Ty X v > a BBEENICENE
L CHID 2 HAZ N E T,

FEBBEZHRAHBRT b

BIHETa— P2l 213, RO 3 RERICHR T 2 e BHLPICAD 7,

1. ZDJ — FRR—2D setPosition() & TH» S B2 2BEVWTWS D)
2. BLTW2 )/ — R TREHORIK) o, zied TRNESEHEED pivot) 72

Db
3. WEHD oW HEIZ v — A VBRI D D>, getWorldPosition() 72 ¥ CTH % WV —/L N
EAOYIE

webg DY IR a 7 egHitr b, ZOXIIZEMT 5 L HBENES LD F3, IR
WebgApp @ camera Tld cameraRig —-> cameraRod —> eye & 9 Hl TG % i o T orbit
ERBFELTVWET L, AF=2"TlX root bone 2> 5 child bone NZEEDBEHLY 5, Al
HIZE->TH, BELEHOMHAIET T,

AL DONE % ERRICE ) U THERE L 72 WA book/examples/03_01.html ZZH L TH
IV, TOR=ITIE, LERRTKE - #iEk - A, GHERCHE -8 - b - FoREZE =, [T
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CROZEBTFNMED 2] 205 FHEDHIOEMTHRRICKILT 5 Z L 2 TEF T, &
BT, R— VPO EBDEILE 25 FD book/examples/25 01.html ¥ 25 02.html T
MR TE X7,

3.5 FJRILITICHEA

3D AXZIZBVWT, (MBELZEBIMAT YOfME2E ST ZIRET 200 EHEE
17%) T3, webg TlX Matrix.makeProjectionMatrix(near, far, vfov, ratio) %ffi
HLTZhzERLET, FOV (Field of View) & Mi¥fA) oz T, —EICAZ 2#MD
MEDZ LT,

5m 10m 20m
2 F—*; = e
= o S
28° 55° 90°

3.3: HErf L B X 5Hib

FOV VNS WEEHiEs D TE 23R LD FOV RIREWIEEIRAE D TH 2 #ipH
FIRS 7D 9,

makeProjectionMatrix(near, far, vfov, ratio) {
let h = 1.0 / Math.tan(vfov * 0.5 * Math.PI / 180);
let w = h / ratio;

1.0 / (near - far);

let q
this.makeUnit();

this.mat[0] = w;
this.mat[56] = h;
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this.mat[10] = far * q;
this.mat[11] = -1.0;
this.mat[14] = far * near * q;
this.mat[15] = 0.0;

ZZTHERDIZ, viov HEAMOHTATHSHTF, h = 1 / tan(viov / 2) &R
570, fEFAZ/NSLTHE hBARELRD, R LTHEICESHMHAIKED T, 2
NIFEOEAERZ RS LRBITEL . EEFD OEMSNIR AR 5, #IcH
BazRKEL T8, BE2HMABEND. LATD OROVELENIEC T,

BEESLCHBICEN TV ANICE o TE, HEFAZL Y AOERFRICEXHZ 2 L EREZD
PAHARITEDET, IVI A X HRXT7DE P —1F—MIC 36mm x 24mm & L THFbN 3 7=
B, BLOFAD FOV % 7% 4 RO ERIEREANZ T 2553, 54 24m 2 - TX
DOATRKRDOLENE T,

focallLengthMm = 24 / (2 * tan(fovShort / 2))

fovShort (3L HDMRE TS, MREETIHMETRPELTH D, HERMEE T
DSR2 D F3, ROFKIE, KRERL 709 A4 XIE O LR PRl & B oBIfR T3,

RRER (mm) | KFEA (B) | BEEA (E)
8 132.1 112.6
12 112.6 90.0
16 96.7 73.7
24 73.7 53.1
35 54.4 37.9
50 39.6 27.0
85 23.9 16.0
135 15.2 10.1
200 10.3 6.9
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X 3.4: FEAUEERE e BX T DEWN

AR, MUNREFRICAZIRE L E0EOREEZ 2 L THHIBET, LA
HITIIEL DDDHBKEL, BLDDDHINIL BRI T AR, EEfITIZBITEHHDE
DEMINTEIICHZIET, webg D viewAngle IIVHL Y X ZDHDTIEH D FEAD,
0 FOV 2 ZORICWHIEEEZ L, La—7ET7—TC WEXroEEDL Y XK THRT
Wb ZHE LT <R ET,

AN DOHEFIZIEF AL . ERAMTH B LZ 120 E, KFEHATIE 180 ERE F THR
ZRECENET, UL, 23U MBS HBICA->Twa | #HIFTHD, BHELOKZXR
HTEZHARCHIBTE2HPAL IR CTED D THA, BEPHMETIE, 71V 4 XHET
55mm FEEDFEHEL ¥ X3, ADWRDO K E X PHEAL X Z2ERISOLVWdH DL LTHRbh
£79,

ZD7DH, 3D 77V r—a rTiE, ABOBHENEWD L W THICKE R FOV %
RIXEVDITIEDDERA, ET 77—, F%¥ 77X —DMERD X5 ITHVHIFHZEMT 2
77V =2 arTiE, EiElo FOV T2 e BROLFETAMD ST RD T, —
T IRRBHIE, L —R T =L W o MH s S — VT BAFD O FOV ITT5 2
ECRABOEHRPBEHEZERLT AR XTI, HHEMMOEAIIKREIRDET, IX7D v
iewAngle Z—HERD L HEE T 2HETIERL, 7V =2 a oz RE2 0l stT
FEMAICTARE TN ZET T,

F /2. WA MO ratio = width / height (7 AXZ b)) ZHWVWTw = h / rat
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BIBIDIFT71 vy RDERE 3.5 BRITATII CRFA

io L THREZINE T, 7ARZ MLEIZHETHOMIEZHIETH > 7ETT, HlZIX 16:9
@ PC HEIZH 1.78, EAFIE 1.0, MEDOR~—F 7+ VHEIHEIX 0.5 BifRICRZ DD
DE3, MUM FOV 2ffioTd., MEMEETIIMEATNICEA S ED, HHREH TEMET IS
REZ7D, 7ARY MK e B ERICREE L ET,

webg @ Screen.getRecommendedFov(base) &, 7 A7 MEDEWIZ K o THREAFAID
HRRZBEHADPKELEDLOLRVE ST 272DDANIAR—BETT, base XL D FOV
r LTIbN R MR TEHES 2 RL7 DT base 22 D X Fift FOV & LT,
MERHIE TR OISR 5728, 1 FOV 23 base 12725 X 5 12Ht FOV ZHHE L £ 3,
DA DFE LW & F22E Eonid, & 6 O THEF A L IEATHIOBEM ) THIL 5

near GAEM) & far GZEM) (&, fiENRE T2RTXOHMLET 227V v ¥ JH
(FMWE) T3, ZOfENDEF T2 MEZ Yy TN, fBEIhERA, £ ZOE
ERENY 7 7 OFEEICHE L 9, near ZMURIC/NE . far ZMURHICKZSRET 5 &,
RERBEMET L, 277474271 CENLHLE LD BHEBFHELRTRD X
T, =Y OEBROHBICE O CHYIZEICHRE ST 20ENH D £7,

BB, THAXZEADTITHRERELRBEZ ) & [FOV 2 TAkEL RE3 21
WBERZDET, IXTRIADT 2 LELEPBEHASINE TN, FOV 22 e BEZERT
WZE BHPHE T RHIRT 2720, BEL Y ADIIBRIGICHED T, TOEWEHELT
BL Z I, EyeRig FIZ X2 H X Ziilillestitd % L CIFFICHETT,

FE/NY D 7 igEE

3D ¥ =T, FHIODOPHEODDOZREL 3, ZOHIKREKRE GPU 2IET 5729
WS OBREANY 77 TT, HRENY 77123, 272 LIzonT [ZhFTcicirng
B’ TFHIORE ] DX NE T, FilLWwII 7 X b 2fico Lz &, ZOHEENTT
SRS TV AL D PRI CTHIUIE S N, RTHIUIMESNE T, ZOHED depth
test T3,

RENY 770352720, ZL ODRBAAL 7Y = 7 MIFEIEICHE  FEE T, EL itk
B2 Ro TRRTEE T, HlRIE. BOVAERZETH T2 5 FHION TR ZHNTD,
FRIDIL SR Z N T B BDON TR ERHINT D, depth test & depth write AIEL KA
MTHIUE, BRABERIFIEIRELSEDD) A,

72U, SRTOMEDFECHRKNICR DI TEDD FHA, ERE. HAX—F, 74
Y—7VL—24, ¥BHOHD & 5 2R~ T, depth test 25 2>, depth write 2175
7>, alpha blend Z{E5 222 Ko TRAADED D £9, HIRIX, BHEDY — Y2V
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BIBFE3IDISFT71vIRDER 3.6 fRIFA ML view 177

ERNMZERL LA, BRANFEZE AL, ZORICHC - UORREMET %
TeRHYET, N, FREZF o RAVWHBIZRE, BICH 2 ZRITFRNTFENT
RZ5Zehdh %,

Z0D7o, 3D OETIE TEDNEFTHi< 220 & depth test / depth write / blend % &
IWET 20 ZHAEGOLETEZE T, NEWHZEE S — I3 depth test & depth write %
BN L THEE ., FEASTREA overlay IZHANZIGE T T depth write Z#ERNICT 2, &V o
TeREIR K EbNE T, REANY 7 7 ZHR 2 NEMLHETIER . R CHEEREZRD
HELREMRETT,

3.6 HRELML view 1751

BT R T 2 X, (IRATREELERVTVSED ] & TZDMEIIHLT
TRSER (HEEICFRREINZEH) BNEDX DL DH) B—FICIZ 2 Z L PEETT, ve
bg TIXZEMEROEARME +X=F, +Y="k, +Z=71 LERLTVEITH, HE/ —FKEIXF
LTS X, 20/ — FOu—AVERRICBIT S -Z HIAPHEBRGENCED £9, L
Jeh3o T, i/ — RIZEEES A o TORWHIFIREETIX, THX ZDH1H) kv —Hhr -Z,
HX D) Zu—nh +X, HXF7D L) idu—HhL +Y T,

T2 BEROUID B ZAE R, RELZAERTVARAL Y b TY, EHERDOERT
i +Z & TR EMEATVWEDIZ, IXTIF -ZZ2/H2506TF, L2ALZHAE3D V7574
I ATRER—RNIZEZTTT, ARXT% iz 12570 DGR & LTS & BRI
TEXT, PIZIEARX T2 T =)L FEEIET 2=20 ITEZ., FRAMZHERELVWE &, K/ —
FIiZ +Z fiCEEZX N, 2205 -Z HANAWTWS EEZ 3 B LR TR £T,
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BIBFE3IDISFT71vIRDER 3.6 fRIFA ML view 177

far
+Y
A
il
////// --------------------
near
© > +X

3.5: FERER & BRI T I

webg DPEIFER L BIEFREZRHA L, +X=hA, +Y=L, +7=01 Z2HEAHE UE 50, HiR
FENE Z o0 THET Y,

HHERIX., ZOMRAM -Z Ao TR 2 Rz & LA T3, HA
7 — RO IZH B1HD near, #E L IXHBHA far T, viov IIMA DM EZEE 2RO %
T viov ZRE LT 2 EHRHEMRIIREF CHE, KNWHEIPIDE D 3, I viov Z/hE T
3 BRI oD, PRV EIFHEEREET DICEL 3, BHREEITING. Z DRSO
ZH B /K E NG 72 DEMTT,

webg DR —L )L (KL A ¥ —) RFEHETIZ. ZDFE X% Space.draw(eye_node) & M
atrix.makeView() BZDEXZIIFFo TWE T, MHEIDOBIICIE, F3THA// —FDOY—
VAT ZAED . 2 DB TZDWATHZ view 175 L THEVWE T,

eye_node.setWorldMatrix () ;
let view matrix = new Matrix();

view_matrix.makeView(eye_node.worldMatrix) ;
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BIBFE3IDISFT71vIRDER 3.7 U A—RZ=F VI L BEEERRA

Matrix.makeView() OHEIIIEFICHII T, EX NV —IL FIT8lE 2 ¥ — L CHEITHIAN
ZHLTWAII T,

makeView(w) {
this.copyFrom(w) ;
this.inverse();

}

CITEKRLTWRDIX, THXT78G%28rTRbY I, ¥—r2ikE h X5 FMED
RANEW T 5] 2W0H TS, FlZRIE, Bls/ — F23T —)L RZERTHAN 5 BiuvTuitd,
view fTAITIE S — Y BIRDLEAN 5 B0/ D R CHMRICZ D £, 1R/ — R Leriid,
view {THITIZY — V2B FEBWEZ XS ICRZB3ZEICR D £ 5, 2% D view 17513,
MRE ) — RORBEITHEH LT, HAEH XI55 BIPEEANNREZ 2175 tEX DL
HRLRT R ET,

COEWERE L 25 TERBEATH RN 2 &, HHEKONINC D % 72T D5E L <L HiTH
NI NET, i e LTIE. O—AILERE -> T—ILFEREZE -> view BEFE -> BHRK
% -> EE T3, Node DFFHERR— VBTN FEMLR L 2 ToTWTH, ik
FNCIEE 37 — b REEIEAEHN XN, RIT view 17T TH X T 005 BRI BIE ~AEfaxh, #
DB EIFATHIT 2D HEANBEINE T, ST 2BMTHZ 20 TIE7% <. view
Tl ty P THELTEL &, IXTHIERT ANy JIRORBLBIKE L BLIRD 55,

3.7 UV F—R=FAICL BOEERRA

7t —&=F> (Ut &, 3D OE#EE 4 DOERTHRIT 2 FIETY, webg D Quat
7 AT, BEROWMUSNEE v, x, v, z] EERL. w ZEE x, y, z ZEFFL UTR
FFLE 3, AR R WIRRBIIHA 7 +—& =4 > [1, 0, 0, 0] ERDET,

this.q = [1.0, 0.0, 0.0, 0.0];

I x—R=F Y PFRHATAERBHE, A4 7—ATHET I ovay 7 ZBT X,
[A]#R D& AR ERTHARE A (Slerp) ZRIFRANCITZ %720 TF, webg @ CoordinateSystem
b, WHITIEREE 7 4 —X=F Y THRFFLTED. setAttitude() X rotate() DFEUH
LAt SR %2 A I Quat NEHLL THRIIL £ 3
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BIEIDIST71rv I ADOER 3.8¢ITF/GLB tDES

FATRE (F V24 L) BV, 74 —&X=F V2 EATHINEH L CHAH L £, Coor
dinateSystem.setMatrix() TiX, Quat 2*5 3 X 3 D[HHLA S % Matrix.setByQuat() T
AL, ZIHTBEN D ZMATr — A WATHIZEE L £5, 7. CoordinateSystem
.setByMatrix(matrix) Tl&. 174025 Quat.matrixToQuat (matrix) ZHWTZ +—& =
F B LET,

HEARER DS E . [ axis = (az, ay, az) & EHRA 0 ZHWT, BERRNICRD X 5 I12EFH
TINET,

q = [ cos(theta / 2),
ax * sin(theta / 2),
ay * sin(theta / 2),
az * sin(theta / 2) ]

webg @ setRotateX(). setRotateY(). setRotateZ() . ZDEREZ FHNFHL €7
bDTT, 74—X=AVPHEPEZIEL S RT DI, BRI 1O TH 7+ —&=F ]
THEIZDEND N FT, stBAEZEDIRT L ADEENEMET 5729, Quat.normalize() %
HOWTREZZMIELE9, Quat.slerp() D&RIZH normalize() DI 2 DI, [FHRFRIA
ZHER T 2 7D OEAUHTT,

BEEHNIE, RV o B2 5 —R=F Y ¢ CHEEZIBZEX v =grvxg ! ERHX
NFETH, webg DlE 71 —TlE, 7+ —X=A ZEHRITINCEL L CHE T 2 Fikr—
i d i G I

3.8 gITF/GLB t &4

glTF / GLB JTERD 7T =X 25X, 7 4+ — X =F Y OERIBFITERENLETT, web
g BRI E D E 2L T5 (v, x, v, z] BRAZEHAL TR T2, gITF
BTl [x, v, z, vl BRAPBEHZATOE T,
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BIBFE3IDISFT71vIRDER 39 XLy

P Ax—H =& gITF OHVIE

webg Quat
(W, X, Y, Z]

IEFFHYE S

glTF / GLB

[X: Y 2, W] - _ _ _ loader D' {%ﬁﬂ&ﬁwmwﬁzrﬁij
7

A LDERBNTH

3.6: 7 ¥ —&=A>¥r gTF DOifi Vi

webg DY +—R=F & [w, z, y, 2. gITF / GLB X [1, y, 2, w] TH 272D, HiAirsk
RRICNEE 2 248 L T runtime ZEICHEA L 3,

Z D7, ScenelLoader X ModelBuilder T, glTF O 7 — X ZFHAAALRICERD
W Z 21TV, webg JTERD Quat NEHL TVWE T, ¢ITF OfEXZ ZD ¥ F Quat.q IZRA
T2 MEEAIEL K EHI R WD, B—X—lITZOEEIfTOIRTWVWS Z e ZHfEL T
BARBEDRDHY £,

F 72, gITF @ TRS (Translation, Rotation, Scale) 1E¥#jidn —&X —%2 @B L TitAAENF
3, webg @ Node / CoordinateSystem |F—HkR 5 —/L (uniform scale) Z{RFEFTE 270,
glTF OZHERE ZDEFS—> 77700 = NMTHle LTS T e BA[EET T, 72721,
FE—FE R o — b (non-uniform scale) IRF 4 77V DY R— bR TH 272D, ZDRIC
HELTEETIHEDLDD X7,

3.9 FLH

ARETHRHLIZED ., webg TX 3D 7774 v 7 ADEMEEZUTD L5 ITHi— L TER
LTVWET,

o FEIER: HFR (+X=FA. +Y=L. +Z=A1)

o [Al#R: yaw(Y) / pitch(X) / roll(z) DIEHF

o HODRE: £l 5 B CKIFFHE D I THS 2 B

o EM: HERITEAE2? SRE D, THRERIIE OS2 REZICHHT 5

o« AV V7 HAEDOREZHE L, BEOHZRENRD,SMHE S

o 1781 HfES (Column-major), FI~XZ7 b AER M * v)

PEREZER: v — A VRS & 7 — )L REBIE, view BB, clip FEIE. [HEHEPEEANZEHLT 5
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BIBFE3IDISFT71vIRDER 39 XLy

[FRPERE: il w=1. J5MNE w=0 & LT, HERICSERREERTTS

o BITHMEE: world = parent * local THM L. HOEHDFAEDH S

o VA —K=FV: BREF [w, x, y, z]

o UV EEfE: BER LoRUEIZA T (bottom-left)

o /=<~y 7: RGB O@FEREIENZ ML (XYZ) & L CHLE

o BHIE: near. far. it FOV. 7 AXZ METER

o REENY 7 7: depth test / depth write 1 & » THiREARE overlay DR Z 703 % %

IS DMEESE NI ANTIZZDTIERL ., HEKEETZ 2D 2742 LTH
35 Z 2T, 5D Node Hilfll, 7 X F#E, ETAHARAA, AF=0 TR EDFEENIE
WIZZA L= ) F9,

RETIE, ZNHDOEMEEFRTAHEL LT, Screen, Space. Shape. Matrix. SmoothSha
der ZHMfEXH 7, RYIDHHE 7 1 —ITOWTHHL £,

37



E4E

WebGPU & webg D F/)MEiE

ZDETIE, webg ZHWTHEAD 3D 77V r— a Y 2EEEE 2 2 ToOMNz BERR
IR L E 5

webg Z{HEWARD 2 BRICEE R DX, APT 2N T2 22 TlEk., T¥D X5k

l§FC7a 7o 2 AL THUT LI WD) VI 2REE2HET 28T, ZORDAET
. EF TEOEBRIRESE (2—1 ) BEELTEELZHRL, Z0RIC TWebgApp
ZHOWIAZEN LT ) = a Uiy N BRI T Ta—-FEe D £T,

CTHIICED, EIETHHEOTETHD., 2o 7SV r— a vk LTORBERE
BONZIAMICYID 33 e TEE T,

B, YOIV OEEHFERLY RS Y DEE, a— b —N—DORERGEEHERL 20
LA, RICHE2E T4 VA =L FETRE 2SR TN,

41 BRMDT7TIZHEEIH77A—F

3D 77V — a yORFETIE, #EOLE, #XZ, AJ), HUD, Z#EHR. 7k b
DitHRAIZEZ K DERZRIP OB AL, SRS RN EEDAEERFEE LGS
WZIREOYIY 77 s NEIC R D £9,

Z 2T webg Tld. U NOBRREHIZRFEZHREL TVE T,
1. a—1L~JL (KL A ¥ —) #k: Screen + Space + Node + Shape &\ H/NHENT
HiE oA Z RS 5,
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% 4 E WebGPU & webg D &/IVHE 4.2 WebGPU APl H 5 R 7= webg DIEL 1Y —

2. FEERERL (WebgApp): fiBIM%RE (B X Z V27, HUD, ANEHEHRY) 2HEL. FEN
WZHFET 5,

FFIZ. await screen.ready IZ K 2Ff L shape.endShape() IZ &K% Ny 7 7 DIEEIZ.
IHWCEHERAT v 7 TY, ThbZR2 L., MENRRINZD, H25VIE GPU Ny 77
DIEL HEE LR & W0 o Je WP EICETTS 5 2 2122 D £,

4.2 WebGPU API 5 R7: webg DKL 1 V¥ —

L723o T, REOR/NMEEZERST 25 2Tk, 177 79 EED WebGPU API T %
LEFuIksknwh) b, TZ21% webg DD T F AANGHL TWE ) ERIEOT Tt
L BIRKEDRONART LD ET, WebGPU D44 74 7 API TWX, ¥3 GPU 747
RYFNALZZHIE L., canvas WHIET BV TF A MBER L. ZIAL Y E =L T 54
V. Nw 77, Yx—K—, filia~y REFEICERLTOEE3, SRR TS % e
3% IGPUWESTTFT—&2%2E2) 8D 2 —X—TESH# r2RD 2] lavy FER
TLTERRT D) LW MRS D £F, 2 2 I3R/MEEICBWTH, WebGPU I TIEX
D X5 BIWEPTHORTVET,

e GPUDevice OHfE: GPU Na~<x Y FEXER DDA KEHET 2

o GPUCanvasContext DFXE: canvas Z=MHSE e U TR 3

o VxRt RAT T4 O HEAE L ¥ 7 2V O e GPU fl~NEFK
95

o JHIENY 7704 VT v 7 ANy 77 DIEN: BIRT— &% GPU XEUANET

¢« ARV IFIVA—REL VX —IRADFIT: DT L —LTHZEfML PR, K%
WZE(ET %

INBZTRTT Y r—a VICTEELS O, BRI AR RE S 2BRETH - T
SIFFHICTIETT, 2612, ERHWZ 3D 77V 7 — a Y Tld, canvas OFIHALZ TR
v VT A ZANDER. REANY 77 OB, EATHOER, > — 2EOHEET. HEL
HIROBEHE THEICZD T, webg DR —L L (KL A ¥ —) &, T L7 fEMEA LI
7 I ARMNTHHLTOVWETD,

BRI, RETHRYINSHHT S Screen 1X. WebGPU 12817 % GPUCanvasContext.
HY AL X, Z2U7, TLEY M, LUYE—RN2BRWo 7 HiELEET DD ) O 5| =
21> 5 AT 3, await screen.ready ZHFD & W5 #IEIX. WET WebGPU @ Fl FH % {53
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% 4 E WebGPU & webg D &/IVHE 4.2 WebGPU APl H 5 R 7= webg DIEL 1Y —

BOTTHHMLTWE I ZERLTVWE T, %7, screen.clear() & screen.present( ) (.
WebGPU TWH & ZAD7L—AZ DL Y X —SADMIRE FRUEIHY L £ T,

Shape ¥, WebGPU IZEFTTHA T — X PMEREL F L S/ETF, Primitive.cube() D
X2 RIBIRERAE R % Shape @A L. endShape() ZFERZ & T, CPU lITREFL TV
JERTEH DY GPU Ny 7 7 L LTHEE L $F, L7 o T shape.endShape() 25 % & i
HXNRWDIE, WebGPU NETAREHF[T —XBPRTERTHS72DTT, ¥z —X—IZD
W&, SmoothShader @ & 5727 7 A5 WebGPU D %4 75 4 VE&EE WGSL ¥ = —
H—%FeDTRVET, 77V — a Vllp 513 shader.init(). setP rojectionMatrix().
setLightPosition() & Wo7 XY v FENUFH T LI THRIETE X 74, ZOHFRTRE
WebGPU IZRHEZ Y = =K —FY 2=k, %A T 54 >, uniform HZ OHEHATHATH
£7,

Node (Z¥){AD 3D 2R TONMEREHLIIN, & 5 IXBEPEER . Wo 72 3 KITDEEZ
HEL 9,

Space (& WebGPU ORFED APL ICEHEMIGT 2D TIEH D FEAD. —YRIIH 5
Node & Shape ZEH L. LD M ZHEH T 202 EHT 57D OfEEME T3,
WebGPU DA 74 7 APL & MafZwoRi ) 2w UTHEA LT 2 AT A,
webg TRRZNZ Y — VHAIT/A 2 & 5 ITREFFENTWE T, space.draw(eye) (&, Z DI
ROY —UEiEZER L COREREEm T ZRTT 2 AN R D £,

ZD LI, KEOR/NMEEEX WebGPU OYHR 2L % Screen, Shape, ¥ =z —&X—7
Z A, Node, Space W5 BE—=L L (KL A Y —) OFFAEHEL TEELTVWEHDTTY,
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% 4 Z WebGPU & webg O&/)\EE A3 RYIDTT) BRI HEETIO—

4.3 BROIDT7TIZBETHIRETIO—

B/MEED S WebgApp ADifih

O—LARILORIMER ] | WebgApp DM |
\f \
e
(1. Screen Z{F> T await readyj 1. new WebgApp(options)]
1 HEO B EIR !
c IRAEBRA [
(2. Shader / projection E?JJ.HJ?‘IB} L7cdh & TRAERR _>|\2' await app.init()j
[3. Space / eye / Shape ”é{"ﬁéj [3. shape / model / scene Eiﬁﬂﬂj
- v v
\\4. clear -> draw -> present %IEI?‘J [4. app.start() TAZ / HUD / E“/)I*Jﬁ%lil"e"j

4.1: FMHE D 5 WebgApp NDiiii

webg T7 7V r—ar 2Ry 20 UNDIEFTHED 5 Z & TR L —XITHAILT
LNEI,

Screen Z4EK L. await screen.ready TYE(H5E | 2T %,

Yz —X—%FHHtL., uYxr T a 175 (projection) EIRET B,
Space AR L. iRt 72% /7 —F (eye) ZHET %,

Shape ZE L. endShape() ZFFUN L CTIBIRZHEE X ¥ 5,

clear — draw — present Dfffili)L— S Z LT 5,

A

44 O—-LANJ)L (BEL1V—) ORNEEH

F3E. RAMER T AR R 1 Ol A0 2R L E T, 2 2 TIE Twebg THiHE % S
T2 7= DITAR I E R R/ NBOERII A2 ZIASICLE T,
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% 4 Z WebGPU & webg O&/)\EE 4.4 O0—-LARJIL (BLT1YV—) Om/NEEH

X 4.2: @ — L ~)LDH/NERH|

Z ZTlE webg R L7 # L ZDHIC Tuser] EWD 7 4 VA EIER T2 Z2ICLE T,

7 71 IVECE

webg 7 A LA DHIZ user/lowlevel 7 # VX Z{E L T, index.html & main.js ZHlE
L&,

-—+-- webg/
|
+-— user/
|
+-- lowlevel/
|

+- index.html
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% 4 Z WebGPU & webg O&/)\EE 4.4 O0—-LARJIL (BLT1YV—) Om/NEEH

+- main. js

index.html

FRT BER—I% index.html EWHOHFTTHELE S, html D7 7 A VZIIFEED 7 7 4
A THEWER A

<!DOCTYPE html>
<html lang="ja">
<head>
<meta charset="utf-8" />
<meta name="viewport" content="width=device-width, initial-scale=1" />
<title>Low Level</title>
</head>
<body style="margin:0; overflow:hidden;">
<canvas id="canvas" width="720" height="540"></canvas>
<script type="module" src="./main.js"></script>
</body>
</html>

main.js

JavaScript @ 7 7 £ L% main.js WO ZETTCHELE T, 77 ALVEEL 7 A LX DM
REZEE T 2551%, import SXOMM SR 2 BEUNAEEL TRI W,

import Screen from "../../webg/Screen.js";

import Space from "../../webg/Space.js";

import Primitive from "../../webg/Primitive.js";
import Shape from "../../webg/Shape.js";

import Matrix from "../../webg/Matrix.js";

import SmoothShader from "../../webg/SmoothShader.js";

const screen = new Screen(document) ;
await screen.ready;

screen.setClearColor([0.1, 0.15, 0.1, 1.0]);
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% 4 Z WebGPU & webg O&/)\EE 4.4 O0—-LARJIL (BLT1YV—) Om/NEEH

const shader = new SmoothShader(screen.getGPU());
await shader.init();
Shape.prototype.shader = shader;

const projection = new Matrix();

projection.makeProjectionMatrix (0.1, 1000.0, 55.0, screen.getAspect());
shader.setProjectionMatrix(projection) ;

shader.setLightPosition([120.0, 180.0, 140.0, 1.0]);

const space = new Space();
const eye = space.addNode(null, "eye");
eye.setPosition(0.0, 0.0, 28.0);

const shape = new Shape(screen.getGPU());
shape.applyPrimitiveAsset (Primitive.cube(8.0, shape.getPrimitiveOptions()));
shape.endShape(); // BE: CCTGPUNY T 7ZHESES
shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]
E
const node = space.addNode(null, "obj");

node . addShape (shape) ;

const loop = () => {
node.rotateY(0.8);
node.rotateX(0.4);
screen.clear();
space.draw(eye) ;
screen.present () ;

requestAnimationFrame (loop) ;
s
loop();

ZDa— FzeisEdBRE. LDTFOEFZEFHK L TLZE WV, £3 Screen &3z —X—%
FIHEL., X a—FR—t a7y a YA EREEE, ZDRIC Space Al (e
ye) ZAER L ¥3, %W T Shape #EF L. endShape() T GPU Ny 7 7 ZEESH, &
21T clear — draw — present DJHTH 7 L — 2 OMHELE 21TV E T,

COEMEMHEL THL LT, BT % Webghpp ZHIH LB T DA HEIL
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% 4 = WebGPU £ webg DR/MEE 4.5 Webghpp |- & BIREREA

NTW2D0 ) ZHMECYID T T2 eNTEET,

4.5 WebgApp IC & DIEEREH

RIZ, FRlZFEDEIE % Webghpp THEIELHIZRTAEL £ 5, Webghpp ZfHS &, Scre
en, Space. AJi. HUD ¥ D +EHEDHBNEICEN SN, Gl KIS L F 5

import WebgApp from "../../webg/WebgApp.js";
import Shape from "../../webg/Shape.js";

import Primitive from "../../webg/Primitive.js";

const app = new WebgApp ({
messageFontTexture: "../../webg/font512.png",
clearColor: [0.1, 0.15, 0.1, 1.0],

s

await app.init();

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
minDistance: 4.0,
maxDistance: 18.0,
wheelZoomStep: 1.0
3

const shape = new Shape(app.getGPU(Q)) ;
shape.applyPrimitiveAsset (Primitive.cube(2.0, shape.getPrimitiveOptions()));
shape . endShape () ;

shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]

g

const obj = app.space.addNode(null, "obj");
obj.addShape (shape) ;

app.start ({
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5 4 & WebGPU & webg &/ MEE 4.6 42T LOHRNLHBS

onUpdate: ({ deltaSec }) => {
obj.rotateY(0.8);
obj.rotateX(0.4);
}
B

ZDOHITIE. Screen. Space. X Z V7, AJi, HUD 7z ¥ D+ HEHITH Webghpp NHER
KEHNENTVWET, ZORITELTERAEEEL TW2 T TREZRL, SVRADF T v 7 TH
ROSIHRDORE D ZRFE L2, FATBENT 2 Z e dARET S, /2. [F9) F—KIic TM]
F—Z2WT L TTANY FTE—- FAUID B CGHIRIEREIE T2 2 e B TEE T,

KRG T TV r—2 a Y EEET 25513, 2D Webghpp DM E RX—RI2T 5 DHH
IRTF, Webghpp DFFMICOWVWTIIRETHH L FT,

4.6 YUTINDMRNGEHS
webg DY ¥ T AT BHE. WU TFOMFCHRAM = & THRAEED 7,

1. webg/samples/index.html TRAGEEET 2,

2. X9 % webg/samples/*/*.txt (a7 7 4 V) ZIRICH A, £ T LD HK
AR T 5,

3. main.js ZHZ. THWEHL — AT — B#H — #iE — HUD,) ONEICEZE S,

B3 TD0H > 7ME, low_level (H/MMiEA). high_level (WebgApp ). sce
ne (#AHI). shapes (EIRHLE) T3,

4.7 FRRFOBEEFHE (FxvyIURXH)

FEOMMERETHR D LT VWEREREF D E L, BMELAVWERIZ I Z2MREL TR
SV,

o X await screen.ready DFHEZ SN TWVRWVD,

+ X shape.endShape() M-I L. GPU Ny 7 7 RHEE X BTV 50,

e X ws Y RUDVHAXRITTRY 227 a 174 (projection) ZFEH L TW3 7,
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% 4 Z WebGPU & webg O&/)\EE 48 ¥

o X event.key Z/NCFLL THEL TV,

X #ESAZEE (HUD) I2RR L. 2—% MR EL R T % 2RI H 2 2
o X console.log() 72 TH L., ZWE#RL K-+ (Diagnostics) ZIEHL TW3 D,
e M HYTNd x.txt 77 AV %wiA, FEOBREZIEL SHMFEL TS H,

4.8 Fr®
ABETRDIDBELZDIZ., 'RIOHEZHET-00EK) & 22 of@ERNRy 7Y r—
¥a VRS ARBITT AN 2R CHEHRT A Z 2 TT,

o — LNV DF/MIITIE, Screen — Shader — Space — Shape — Loop & W95 —#D]H
FRtELRD EF, —/T Webghpp (&, ZDOTED RITHXF, AJ1. HUD, ZkriEe
W o Z IR RRE 2 A ANICIRBE L 5

COWERHRET AT, LBEOETINS EFLGAAA, 7= A—a vy, UL Yl
VIOV DEEEED, TSV = a VEERTABENLRER L THEMRLSL T RBIZ
3T,

R, % 5 F [WebgApp iIZ &5 7 7 VL A, IERMOFMZFED LEL & 5,
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B5H

WebgApp Ic& 37 7 JHEH

5.1 WebgApp TEHIEHHEICEIDH

% 4 B TlX, Screen, SmoothShader. Space. Shape. eye ZJHFICHE L. HHKIC cle
ar -> draw -> present ZFFUMH S Z & T, WebGPU Hfi 3D F 7Y =7 b Z il L £
L7z

DAL webg D LEZHRET 25 XA THETT, —AT, EEO7 7V r—>a T
X, HEOME L, Y 2 —&X— > —r, A AT, AJ, HUD, ZWiE#R. V34 XA,
T =2 =T\ o BN R HRFHANT TS Z 22k 5,

Webghpp X, ZOHEEHDEF e DEHL A Y — (N LRL) DAATT, Webghpp %
for, FREZX MZEL ) HBI7L -850 3] KEFLLIL R XY, =27
L. WebghApp XA TH o B RRER API TlEZHDFERA, 7V r—>aryotBE%(E
5 ZEMERBKEITS, AT 27 —FIR, Fa— b7, F—2l—, X=a—HE
7% 3. OverlayPanel ®# > 7LD controller / helper £ AT HETED £7,

5.2 &/)®d WebgApp 771
WebgApp %l 5 R/ OidLd. XD 4 BFETT,

1. new Webghpp(...) THEEZHET,
2. await app.init() T GPU., ¥ =, # X5, AJi. HUD Z¥HT 3,
3. app.space IZA 7Y =7 FZiEL,
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% 5 Z WebgApp Ic& 37 78R 5.2 &/)\d WebgApp 77V

4. app.start({ onUpdate }) T7 L —2 L —7%Z2HlrT %,

import WebgApp from "../../webg/WebgApp.js";
import Shape from "../../webg/Shape.js";

import Primitive from "../../webg/Primitive.js";

const app = new WebgApp ({

document,

messageFontTexture: "../../webg/font512.png",
clearColor: [0.1, 0.15, 0.1, 1.0],

camera: {

target: [0.0, 0.0, 0.0],
distance: 8.0,

yaw: 24.0,

pitch: -12.0

s
await app.init();

const shape = new Shape(app.getGPU());
shape.applyPrimitiveAsset (Primitive.cube(2.0, shape.getPrimitiveOptions()));
shape . endShape () ;
shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]
s

const box = app.space.addNode(null, "box");
box .addShape (shape) ;

app.start ({
onUpdate ({ deltaSec }) {
box.rotateY(0.8 * deltaSec);
box.rotateX (0.3 * deltaSec);

)

ZOBITHREEPEEZF N TV S DIE. LHERDOTIRZ(EZUB, & — ELE T 5 U,
B L —LMERXE 2 TF, Screen, fE#EY = — X — Space. Z X F7., ANVEM, HUD,
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% 5 Z WebgApp Ic& 37 78R 53BXKS1I7H10)

FZWitEAE. requestAnimationFrame D F#id Webghpp 23 F & O TV E T,

53 BEFSF1I7H17)

WebgApp DAIANERF X, RO THZ TEL e LZLR2TT,

const app = new WebgApp(options) ;
await app.init();

// app.getGPU(), app.space, app.eye, app.input, app.message HFZX 3
// Shape * Node Z{ED. >—>%HAILTS

app.start ({
onUpdate(ctx) {
/] B L—LDEH
}
s

constructor [3BEZFRIFTS

new WebgApp(options) DT, GPU 784 X Screen, Space., Y = —&'—,
eye I3 XM TE FHL A, constructor (&, HEHD init() THESRE & WHBIREZ HES
% BFET Y,

RFEM 72 option 1XXDED T,
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% 5 Z WebgApp Ic& 37 78R 5.4 app.start £ onUpdate

option =2

document DOM #EIZfH 3 % document
messageFontTexture | HUD XFRRIIMES 74 ¥ M T 7 A F v
clearColor Hi

camera FEHE S X Z DYIHIRAR

viewAngle BEATH DI A

light RUES £ MR

fog FRUE T + JRE

attachInputOnInit | init() WTANZ#EHT 25
autoDrawScene 7 L —ALNT space.draw(app.eye) % HENFETT 20
autoDrawBones ATV b YR =% HEEE S % 2
layoutMode viewport X7zl embedded
renderMode ondemand % 7zl% continuous

uiTheme DebugDock / OverlayPanel ®7 —=<

init DRICTTVDLEEIMER B

await app.init() (&, WebgApp B 5 KRELEHFLT T, T I T Screen DUE[ZFF
b, ¥z —X—, Space. HHEHXF VY AJ), HUD, ZWitkRER & Z2/ER L £ 5

init() RICELKFHS B DIIXDED T,

7ONT+a /| XV Y R | B&

app.getGPU() Shape KL A ¥ —V YV —Z{ERIZfE S GPU context
app.space J—F, BR. ETAEZEHET -V

app.eye BIEDMHR S — F

app. input AJIIRRE

app.message HUD / X vt —Y R

app.shader B = — X —

app.screen fE %5 Screen

app.getGPU(). app.space. app.eye 72 &, &3 await app.init() DRI - TK
728V, init () BIRIEERIELEZELN TV RWED T,

5.4 app.start & onUpdate

app.start() &, Webghpp D7 L — 2L — 7 ZHIE L £ 3, WH Tl requestAnimation
Frame 70 5 XN B AN EZIFHD . B 7 L — 205 OFGER M 2 5HE L, 557, #iFE, HUD,

RRZEEIED £,
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% 5 Z WebgApp Ic& 37 78R 5.4 app.start £ onUpdate

onUpdate (&, ZOHT HHHEATICS — > DRIEE 1 7L — ARXAED 25 TY, HE
NI Z DD D TR, RPN NERBEEL W2 HE LT,

app.start ({
onUpdate(ctx) {
box.rotateY(0.8 * ctx.deltaSec);
}
D

728 ZIERD & 5 R ALHIZ, onUpdate ICEL ODBHA TS,

ANZRTT VA4 Y —28h 7,

J — FOMEREERZ EHrd 5,

RA =R —NVEY VDD,
TTVDT ==X CTUHEZ 7T 5,
HUD IZF/RS 2 BUEIREZ EHrd %,

— Ty ROWHIHNDGIMCE L BB LT RD £7,

IR E<5FR

#IfAfk. Shape fERR. ETLVFiAAA | await app.init() D%, app.start() OH{
77 L — L DIRREE H onUpdate

3D ¥ — AT O AR R A [ onBeforeDraw

3D ¥— VHHBDARR F Fat R onAfterDraw3d

HUD ##iHi#% DB MR onAfterHud

onUpdate() 2% true ZiRT &, 7L —2 =73 EILET,

app.start ({
onUpdate() {
if (gameOver) {
return true;
}
return false;
}
g
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% 5 Z WebgApp Ic& 37 78R

557L—=LOYTF X ctx

55 7L—LOYTFX b cix

onUpdate(ctx) @ ctx ¥, ZD 7L —LATHVLITWERZFL DTV -3V TFX
F T3, WebgApp 23 7 L — A{ER L. onUpdate. onBeforeDraw, onAfterDraw3d. onAf

terHud 2 L £ 9,

FR T a7 4 FRDED TT,

TONT« BEReEVWE I3

app BIED Webghpp HE., HUD, 7z —X, XAZVU—rTavy MaYicfl>
scenePhase "title". "gameplay". "result" 7% ¥ DK F D IRETIKEE
timeMs requestAnimationFrame 2° 58 XN i4l, HAIZIVE
timeSec timeMs 2 L 7efl, JAAGE NIV 30

deltaSec B 7 U — 20 & OFGEEL, BE), [, XA ~—HHIE >
screen fiEED Screen

shader e = — X —

space =YD — FRBIRZEM S % Space

eye BTED H X F R

cameraRig ARXZ 2RO TH

cameraRod AR RS T — L

cameraTarget | BIfED A X ZFEM R OHIY] 2 & —

cameraFollow | # X ZiBfEIKRE

input F—. RAVER—, 77 arDAIIRE

projection BTED projection matrix

BAID S H1i%, deltaSec, timeSec. input. space. app ZHDICR2 ¥ +9TT,

app.start ({
onUpdate (ctx) {

if (ctx.input.has("arrowright")) {
player.move(3.0 * ctx.deltaSec, 0.0, 0.0);

}

box.rotateY(1.2 * ctx.deltaSec);

ctx.app.message.setLines("status", [

‘phase: ${ctx.scenePhase},
‘time: ${ctx.timeSec.toFixed(1)}¢

1);
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% 5 Z WebgApp Ic& 37 78R 55 7L—LaYTF X ctx

P

onUpdate({ deltaSec }) t WS &K

P TNATIE ROXS5BEEHH IIMFVET,

app.start ({
onUpdate({ deltaSec }) {
box.rotateY(0.8 * deltaSec);
}
s

Z UL webg MEH DL T4 < | JavaScript DR EIRATS, RDOa— R EEULEKTT,

app.start ({
onUpdate (ctx) {
const deltaSec = ctx.deltaSec;
box.rotateY(0.8 * deltaSec);
}
B

BEHOMEZWMOHT I TEXT,

app.start ({
onUpdate({ deltaSec, timeSec, input, app }) {
if (input.has("space")) {
app.setScenePhase (" jump") ;
b

box.setPosition(0.0, Math.sin(timeSec * 2.0) * 0.5, 0.0);
box.rotateY(1.0 * deltaSec);
}
D
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% 5 Z WebgApp Ic& 37 78R 55 7L—LaYTF X ctx

ctx BIRZE S 535513 onUpdate (ctx), HERMEDND LRV EIL onUpdate ({ del

taSec, input }) DX IXEL LFHARL TR ET,

deltaSec #fE5EH

deltaSec &, FiZ L — 20 0HED 7L — AT TG LT,

B —LEEETCHEXE2E, 7L—AL— MNZEoTHEENZEDLD 9,

// 1 ZL—LZxIC 0.02 [E]F,
// 30fps ¥ 144fps Tlk 1 BHD DEEEHED D,
box.rotateY(0.02) ;

deltaSec ZHMNIZ2 &, 1 Bdih =T ELd)) L WOIEEICRD £73,

// 1 BHrD 1.2 BT,
box.rotateY(1.2 * deltaSec);

BE#24<—bFRILEZTT,

app.start ({
onUpdate ({ deltaSec, input }) {
if (input.has("arrowright")) {
player.move(3.0 * deltaSec, 0.0, 0.0);
}

cooldown —-= deltaSec;
+
b;

timeSec & 7 7V 2IKDKRA]) 12FED L HEHIZAWTWE T,

app.start ({
onUpdate({ timeSec }) {
box.setPosition(0.0, Math.sin(timeSec * 2.0) * 0.5, 0.0);

%)



% 5 Z WebgApp Ic& 37 78R 55 7L—LaYTF X ctx

P

deltaSec ¥ TZD 7L — ATHRRNAMED 5 02], timeSec 1& MW FRRRE OAFDH 52
LEZDeEWSITR TR T,

YIET OO ICTE TR

PhysicsSpace.step(deltaMs) = Scene JSON runtime @ sceneRuntime.stepPhysics
(deltaMs) (&, AHTDMED I VHH(LD deltaMs Z3ZIFHD £3, —/7. Webghpp @ ctx
WITFEALD deltaSec DA > TWVWE T,

Z D7z, onUpdate 7 LY ZHED 555513, deltaSec & 1000 5L THEL £7,

import PhysicsSpace from "../../webg/PhysicsSpace.js";

const physics = new PhysicsSpace({
fixedTimeStepMs: 1000.0 / 60.0,
maxSubSteps: 5

s

app.start ({
onUpdate ({ deltaSec }) {
const deltaMs = deltaSec * 1000.0;
physics.step(deltaMs);

}
});

PhysicsSpace.step(deltaMs) (&, X N/ZA[ZD deltaMs ZNHD accumulator 1Z7#
. fixedTimeStepMs Z & IZ stepFixed(dtSec) ZREFEBIZIIEITLE T, 2% D, onl
pdate fITIX TR 7 L =2 M I VRS 7edr) 2 L. V2RI ZOE L3 W EE R
T IANTHLE T,

step() DR DX, FEFRITHED /= fixed step DEETT, RWEIEDLHEFLIGERY
l¥. maxSubSteps IZ KXo T—EHIZHED 3B MWZ HNFT,
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% 5 Z WebgApp Ic& 37 78R 5.6 AhZz#kS

app.start ({
onUpdate ({ deltaSec }) {
const deltaMs = Math.min(deltaSec * 1000.0, 80.0);
const stepCount = physics.step(deltaMs);

app.message.setLine("physics", ‘physics steps: ${stepCount}‘);
}
s

HH ORBHE)C[EHRIX deltaSec. PhysicsSpace.step() (& deltaMs. stepFixed(dtSec
) OHNFERLERIEF AL, 205 B OBEWIER L TL SV, W ORISR 26 ETHW
S

5.6 ANEH/:S

WebgApp (FZMHRIC InputController ZfRFFL TWE ¥, attachInputOnInit A% true (BE
EE) DA, init() NT app.attachInput () 23HEINCIEZNE T,

ctx.input 25 &, HENTVWEF—%2H 7L — LR TEXET,

app.start ({
onUpdate ({ deltaSec, input }) {
if (input.has("arrowleft")) {
player.move(-3.0 * deltaSec, 0.0, 0.0);

}
if (input.has("arrowright")) {

player.move(3.0 * deltaSec, 0.0, 0.0);
}

});

F—HTHEEHEST2DOTIERL, MRLENTT 7> a VATV WA register
ActionMap() ZfHWVE T,

app.registerActionMap ({

jump: ["space", "enter"],
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% 5 Z WebgApp Ic& 37 78R 5.6 AhZz#kS

reset: ["r"]

P

app.start ({
onUpdate() {
if (app.wasActionPressed("jump")) {

player. jump(Q) ;
}

if (app.wasActionPressed("reset")) {
resetStage();
}
}
s

wasActionPressed() (& X N/=WE) 25 HRICAOWTWET, xR TWBRET -
CBEI X0 EE. input.has() D X5 BRkEA N 2 VE T,

app.attachInput () (&, BUCT AN ZEHT 2721 TR, FI 2T T 257 Ny 7¥ —
ML £9, BUETIERDOIERANDMEZ £ 5

1B1E =R

FO->M | 7w/ JY—RE—-FRDYIHEZ
F9->C | i~V —%avr—

F9->V | @2l JSON Zat'—

HWHOXF =AY RFI7Z2EBMT 258D, 7Ny 7F -2 L7225 app.attachInput
O 25 OPHEARTT,

app.attachInput ({
onKeyDown: (key, ev) => {
if (ev.repeat) return;
if (key === "s") {
app.takeScreenshot ({ prefix: "sample" 1});
}
}
s
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% 5 Z WebgApp Ic& 37 78R 5.7 AXSDEX

57 AXSDEF

WebgApp DIFHESH X F1X, cameraRig -> cameraRod -> eye @ 3 XM T,

o cameraRig: MRS EAREEZFF> A,
o cameraRod: 7 X 7 ¥ TOHMEZERT 7 — L,
o eye: EEOMHH — N,

constructor @ camera option THIHIKELZIEETE £ I,

const app = new WebgApp({
document,
camera: {
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
roll: 0.0

});

init() OHFTZ DHRBES AL, app.eye 2 app.space DR E L TERINE T,

YU RRR Y FTHEEITE S Orbit I X I BRERGEX, await app.init() DRIC cr

eateOrbitEyeRig() ZMUHI L X7,

app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
minDistance: 4.0,

maxDistance: 18.0

)

ZDXYy FIFEMEY 7D IZ EyeRig #ME L, R4 Y X —1##EL B L £3, WebgApp
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58 5 Z WebgApp Ic& 37 7V 18R 5851747

D37 L — L EyeRig Z T 5720, ¥ FAMITHEFNC update () ZIFRMHEIIXDH D £
A

PEBHE. IRV ESDLE. oA ZIEROMEREL DD £3, T2 TD followNode
() X cameraRig DIEMENEZ DRI DT BHEEET T, ML L7 H X FALED & HRAM
72 & ALY 5 EyeRig Follow & IZBEHHBRRD £75,

o followNode(): X{HR / — K DAIEN cameraRig = 1§ & 0IBEREXE 5,
e lockOn(): MRAIEN cameraRig #BIRHICEDE %,

+ clearCameraTarget (): JBIER R v 7 F V ZREIRT 2,

o shakeCamera(): MWEERH M ZRE X5,

A1 A 7 il OFEIEE 6 ETHIRVWE T,

58 S bh&I7#Y

WebgApp DIFHES £ M, BMY > T2 2 -7 THREZMRE LTV eye-fixed H3BE
ETT,

const app = new WebgApp({
document,
light: {
mode: "eye-fixed",
position: [120.0, 180.0, 140.0, 1.0],
type: 1.0
}
s

= YHNOKFE /) — RO W2 4 Mz L72WiEE X world-node Z{HWVWE 3,

const app = new WebgApp({
document,
light: {
mode: "world-node",
nodeName: "sunLight",
position: [80.0, 120.0, 60.0, 1.0],
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% 5 Z WebgApp Ic& 37 78R 5.9 HUD & Overlay

type: 1.0

)

init() RICEEZVIDE X 25513, setEyeLight () ¥£721 setWorldLight ) % fHH
LE 3, 7 2i& constructor option & setFog() OMi/F TIHETEZ X7,

5.9 HUD & Overlay

Webghpp (&, Canvas A< HUD HIZ app.message & app.hudMessage Z - T\
S

FIWIKREZRRICIX app.message.setLine() / setLines() 2MEF| T,

app.start ({
onUpdate({ app, deltaSec }) {
app.message.setLines("status", [
"WebgApp sample",
‘delta: ${deltaSec.toFixed(3)} sec®
1, A1
anchor: "top-left",
x: 0,
y: O
I);
}
3

JHE% EEE AT WA setHudRows () X° setControlRows () ZfEWE T, MRFHED
WAL pushToast () % flashMessage() ZfHW\F T,

RV, ~v7 0 25— BIREST 2 08 1i2id DOM RX—ZX D OverlayPanel % {#

WEJ,

app . showOverlayPanel ({
id: "help",
title: "Help",
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% 5 Z WebgApp Ic& 37 78R 5.10 BEICHE > =5 S HEE

lines: [
"Drag: orbit",
"R: reset"
1,
anchor: "top-left",
collapsible: true

P

[{]C id T showOverlayPanel() ZMX¥ . BIFO XA NEHREINE T, BRIHEE hi
deOverlayPanel (). HIFR3 235E 13 removeOverlayPanel () Z V%9,

NIVTRLS —RRDEL TS a P BEIZY &3, OverlayPanelPresets.js O
helper Z W% 3,

import { buildHelpPanelOptions } from "../../webg/OverlayPanelPresets.js";

app.showOverlayPanel (buildHelpPanelOptions ({

id: "help",
lines: ["Drag: orbit", "R: reset"]
)

Webghpp 3~V 7 HEH APL, =5 —%H APl KFFEH APl 2HRbFHA. RO 0
verlayPanel, XFED ¥ 2 —IEIZ7 7V il controller, & W5 I L 3,

510 BEICH-T-5ES ke

WebgApp I21&. w7 7V ZBALBEDMESINTVET, RIIDPOLINRTEZRZ 4
ZEDHD FHA, BDEIZR-TEZADPLMVET,
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% 5 Z WebgApp Ic& 37 78R 511 7L —L0EDFHLWIEF

Kae B

layoutMode: "viewport" canvas ¥ overlay % B 2AFUETHE S %
layoutMode: "embedded" FFERLHM R — T NT canvas ZH DAL
Diagnostics BEGEF =y 707 v 24 2B 2T 5
DebugDock a2 R Ul £ LTERRT S
loadModel () glTF / Collada / ModelAsset JSON % &iiAts
loadScene () Scene JSON % FiAiATe

validateScene() Scene JSON OZ Y2 MR T 5
createTween() (R S o ] e
createParticleEmitter () R S—T 4 ZNVEHZES

scenePhase "title", "gameplay" 7% ¥ DMEITIRAEZFFD
saveProgress() / loadProgress() | EITRMNEZRF /| HiAAAT D
takeScreenshot () R D canvas ZHEBE U TREFET 2

loadModel () OHITT,

const runtime = await app.loadModel("./assets/robot.glb", {
format: "gltf"
D

format {21 "gltf", "collada". "json" ZIEETE X T, ¥ — VY EARZEESHIIHAA
551X loadScene () BHVE T,

511 7L —LANEBDOFLWIERF

AN 7 7V T, onUpdate ICHHUM ZE =, autoDrawScene: true O F X H 21X
TaTT, TIHhLME KR P T o XARHEAL VX -2 2MlAHAL  FITBEITRD
g

WebgApp . frame () (IR RDIEF THA X T,

R=IDPIERREIIIET + —H A7 5, ondemand E— FTIHKIET 2,
A7 L— 250 deltaSec & T 5,

BMH D EyeRig ZHEHT %,

7L—25ary7FALb ctx BERT %,

onUpdate(ctx) ZFFUHIT,

Tween ZHEH3 5,

SANEN AN N

63



% 5 Z WebgApp Ic& 37 78R

511 7 L— LB DL VIERF

Space D7 =X — a Y EHEIT 5,

8. N—=T 4 JNITIvR—ZHHT 5,

9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.

ARZENE, Ay I F Ty, AT RRKMT 5,
screen.clear () ZM:-UFHI T,
onBeforeDraw(ctx) Z M-S,
autoDrawScene 723 true 7% & space.draw(app.eye) ZF{T79 %,
autoDrawBones 7% true 72 &R — Y ZHiH T 5,
onAfterDraw3d(ctx) #FEUHIT,

R—=T 4 V2T 5,

HUD / A vt—3 ) h—2 k%3S 3,
onAfterHud(ctx) ZFONHIT,
screen.present () ZMEUAHIT,

ANDT v ay MREZRT L —a~NED 2,
iR HX 7L — 0% THT %,

RAPNTOERARF TRV -V LU R —E—4F v s 2{HT 35581%. autoDrawScene:
false #IEE L. fHHEZ HETCTEHL £3,

const app = new WebgApp ({

document,

autoDrawScene: false

)

await app.initQ);

app.start ({

onBeforeDraw({ space, eye }) {

offscreenRenderer.drawScene (space, eye);

s

onAfterDraw3d() {

postprocess. composeToScreen() ;

}
B
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5.12 HEIRLERH

CZETOEREZMAGDOE S . EENLRY Y TLDOERIIRD X512 D 5,

import WebgApp from "../../webg/WebgApp.js";

import Shape from "../../webg/Shape.js";

import Primitive from "../../webg/Primitive.js";

import { buildHelpPanelOptions } from ".

const app = new WebgApp ({

./ ../webg/0verlayPanelPresets.js";

document,
messageFontTexture: "../../webg/font512.png",
clearColor: [0.06, 0.08, 0.12, 1.0],

debugTools: {

mode:

"release",

system: '"sample",

source: "samples/sample/main.js"

s

camera: {

target:

(0.0, 0.0, 0.0],

distance:

yaw: 24.0,
pitch: -12.0

}
});

8.0,

await app.init();

app.createOrbitEyeRig({

target:

[0.0, 0.0, 0.0],

distance: 8.0,

yaw: 24.0,
pitch: -12.0

});

const

shape.
shape.
shape.

has

shape

new Shape (app.getGPUQ));

applyPrimitiveAsset (Primitive.cube(2.0, shape.getPrimitiveOptions()));
endShape () ;

setMaterial ("smooth-shader", {

_bone:

0,
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use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]
b;

const node = app.space.addNode(null, "box");
node . addShape (shape) ;

app . showOverlayPanel (buildHelpPanelOptions ({
id: "help",
lines: [
"Drag: orbit",
"R: reset",
"F9 then M: debug mode"
]
)

app.registerActionMap ({
reset: ["r"]

1)

app.start ({
onUpdate ({ deltaSec, app }) {
if (app.wasActionPressed("reset")) {
node.setAttitude (0.0, 0.0, 0.0);

node.rotateY(0.8 * deltaSec);
node.rotateX(0.3 * deltaSec);

app.message.setLines("status", [
"WebgApp sample",
‘debug=${app.getDebugMode () }¢
1, {
anchor: "top-left",
x: 0,
y: O
s

P
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513 EEKOFIyIUXb+

WebgApp Z o TW T H RS NR WV, BV, ANDBHLBRWIEGEIX. £33 K2R
LTLEEW,

o await app.init() D5ETHRIC app.getGPU(). app.space. app.eye % f{# o T\
% M

o Shape ICTHMRR 7V I 7 1 7%iBAI L /2%, shape.endShape() ZM-ATW 3 D

o {ERXL 7 Shape % Node IZBHIL. #® Node %* app.space LIZfEoTW 3,

o B7 L — 2DOBEREELIC deltaSec 2o T30,

o PhysicsSpace.step() IZJE T {HIX deltaSec TlE/ < deltaSec * 1000.0 O delt
aMs 12725 T\ 5,

« AN TSR & HEhTwa) Z2WridTund i,

o Orbit 7 X 7 PRERIGE. app.createlrbitEyeRig() ZMA TV 5 D,

o RWVEIHSP AL T % HUD Tid7% < OverlayPanel {ZHI L TW 37,

o NARLL Y R—=1NRAZMS5E . autoDrawScene: false DBIREDNMEIRL TW 2D

o TNy ZFR TR L2 WHE AJIIX app.attachInput () FEHTHHE L TV 5 0

514 Fr®

WebgApp (&, webg T7 7V r—> a V25720 DIEMENRTHTT, Screen, ¥z —
X' —. Space. X Z, AJi. HUD, ZWitkfE. 7L — 21— %2 F o, HREEN S — Ui
REEFUHICEFTEL XL ET,

BRANCH Z 5 i4UE. new WebgApp(). await app.init(). app.space “DHLE, app.s
tart ({ onUpdate }) ® 4 ©DTJ,

onUpdate TlX, WHEIFNIICY — Y DIRER 1 7L — 2 RXAED T T, BEHIRMEELICIE ctx.d
eltaSec Zffiv, KEIZRIGEIE onUpdate ({ deltaSec, input, app }) D X 5 IZHEICA
TIOHLET, WHIZY O UANETHEIE. deltaSec & I UMAZLHLL T physics.step
(deltaSec * 1000.0) & L%,

RETIE., ZD Webghpp H3ES cameraRig —> cameraRod —> eye 1t H ¥ LT, EyeRi
g 12X % Orbit. Follow, First-person 2D X FHlHZFHL < HVE T,
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A XSFEHE EyeRig

AD 7 VT —a Y THRACEZLZREZLD—2iF, - —1ctHF{ 2 Y5 RE 20
T3, FUL 3D ZEMTSH, BrWER2 77V, BYobzHh 77V, v 77X—FD
MEBET 27 7V TR, SFEDIKE L2 IR S0FERET oL B D F9,

BrzE 5750, NREFOICEERT 2 orbit A X IV TR ET, Eotbz
BEI3T 2726, HOOHTHRTWS X 57 first-person X IBHARTT, BEIT2005% A
KROIBNEIWCTHRHE, NROEBADHEBVDIT S follow I X T BRBEIZKRD £,

X FHIHZRRE E12iE, A0 LA TRHETFADERICKRD 3, AMIZAE
B ETED 2 &K 180 ERTEDINWEIF Z R CII E 323, FHEDYARZEFEL AT
WREFIHES FOBHEFIZZNED T o e RSB D ET, 2D, ETAE2-TDLI
WMREFED BT T 2 HE TR, —BANTEEL > W20 30 Eh 6 40 FEFRE O 23
HARZE Lo ZeBH D 5, —FH. BYWNEH L first-person D & 5 ZFHETIE, 5
ORI AIIRE LIS ORI D ET, 722 21X 0.8m 205 0.9m FBEED K 7% 1m F
A6 R27200TH, F72REEEMAICIND %1213 40 B2 2 2 /K FEASHEICKR D ¥
T EFAINE, I OEERL AL, DD ADMNEREBEIONAIIL K RD 2l 250
TWBEHE DI FT, TDXK DI, orbit, first-person, follow D ¥ L& FERDZ1FT
7, AL T ) r—2a Y OHNIZEDE TRD Z2LERDH D £3, MRV ZEIET 5
7 IV TIEED OBEANENBGZBEDR DD, Ut — 7 2= ENGEES 77V T,
FORNZHUE L LT WD LA DEIADEL TWE T,

PED X3z, AXIHEME7 7V r—ya OB HE TS VTV T, EyeRig &,
Z DiE W% cameraRig, cameraRod, eye ¥\5 3 BEICEE L TR S 72D DA TS,
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rod

base

6.1: Hilb#

ARFETIX, webg/EyeRig.js ¥ webg/Webghpp.js ZN—RIZ, &/ — FDKER 3 B
ZERALTCWSHH, Z U THHAZEMTHIESTRERS Y MZOWTEHRLE T, 55 ETH
Wt L7z WebghApp DAEUEY 70D FiZ, ¥ K 5 ITH AL EET 2 0 2HICHE N TV E X
Lx9,

FIHMRL TBIAREFHERELR AR, HRDOARKIE EyeRig 7 7 X ZD B DTIE/ <. Space
.setEye(node) IZX > THEESI Nz eye / —FTHBEWVWH L TT, EyeRig l3H AT %
fiH$ %2 7 A Tld# <, cameraRig. cameraRod. eye £\ 9 3-DOD Node IZXfL T, —&
DIANCEAD WIALE & [Flii % 5 2 5 7 0 OSHAREE Z2H W F F, mRARHI B E 1A A3
EERELTVEDIE, HETeye /—FTT,

i?’:\ base -> rod -> eye &\ [EEMIEIX. [Hin e EREOXEIZ THEL T 5%
WEFT T, EHRCIEERA, BERATIREIENR, — AR TIEBROM Z L]
‘fi@ﬁ% ZEBNCHIEA L 72N GHBZ L HD FF, T I THEELKR L DD, sethngles() &
setLookAngles() D731} T, setAngles() IF base X rod DM ETXEH L., HAD
BZOD %@%@J#T%ﬁﬁff?‘ Xt LT setLookAngles() X eye DI U 7= #iliR % il £l
T2HDT, #ETHMEITERZTTMZANE S 7DDMBNLEEL 2D £7,

X 512, new EyeRig(...) TEEMN T 535513, attachPointer () ZFFUNH L2721 T
VAR RN Hﬂtbi’d’/u attachPointer() 3~¥ VR, ZvF | RVREDANA V& —
72— At AU TH Y, FEOE— DR, BIETRADER, ¥ —FR— NEE
DML ¥13 update(deltaSec) XY v FIZX o TEITEINE T, —/. fRUED Orbit T We
bgApp.createOrbitEyeRig() %5 5&E1X. pointer ASJDEHL 57 L — LD update(d
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eltaSec) 2% Webghpp WX Ko TEBINE T, ZOEEMBICT TV 7 — a YHlOFE) up
date() ZEMIT S L. 1 7L — 2 2 AR ERH SN LD PH I RNT L ZE W,

6.1 MRAFHOER TS 3 ERIEKRDORETER

base -> rod -> eye A X S#ERKE

\.

)
(ExpzbzOv H)—{ﬁﬂ%@ﬁﬂb%:ﬂX%j

[@@1%1@] ‘87 L:%%P-Fj

.

6.2: base rod eye 1 X ZHAKIX]

EyeRig \¥ base. rod. eye @ 3 BLZ/F 5 Z & T, /KFEEEL, &M, REHSEZMY LT
FoeFTLLTVET,

D7V —=>aryTid, 822/ 20 7203 Tr, TEZE2FICEEES 20 TFEx
BT 220 TBKDMAE L HROMEEST 20 EWVo2BRELZHEIILETYIDEZ S
RENRHD T, HEEPHR—OBEOATERET 2 v, PUEHME Y — AP EE LF X B2
WCHITHRESNEAE L, RETDEMEIC D £ 3, webg 7 base —> rod —> eye ¥ W5 3 Ekif
BERHLTW2DIE, 2o OFEI T HZHEIC R D7D T,

AR T EROEMENEZ base. Z I HDEENCHNZ rod. Z U THRMANLAE &AL
iRz eye ICEHIDH TR T, E— FUIDEDL-TH—HEH L& )T T2 " HEIC 7%
D %9, WebgApp.createCameraRig() b Z DRGHEMICEOSWTHRED I X T ) — F2A(E
L %9,

createCameraRig() {
this.cameraRig = this.space.addNode(null, this.camera.rigName);
this.cameraRig.setPosition(...this.camera.target);

this.cameraRig.setAttitude(this.camera.yaw, this.camera.pitch, this.camera.roll);
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this.cameraRod = this.space.addNode(this.cameraRig, this.camera.rodName) ;
this.cameraRod.setPosition(0.0, 0.0, 0.0);
this.cameraRod.setAttitude (0.0, 0.0, 0.0);

this.eye = this.space.addNode(this.cameraRod, this.camera.eyeName);
this.eye.setPosition(0.0, 0.0, this.camera.distance);
this.eye.setAttitude(0.0, 0.0, 0.0);

this.space.setEye(this.eye);

I ZTHEZDIZ, EyeRig R TNUIHRZERNTEZRVWDITTERVWE WS 22T,
EyeRig &, BIFD 3 BeRERICH LT orbit / first-person / follow & W5 BT 25 2 5
NX—=TdH 5 LML TL 72XV, Webghpp.init() (FHFEHED cameraRig, cameraRod. eye
Z{E L. space.setEye(this.eye) X TZIE [ IE 270, FHZFIZZDOWED LIZ EyeR
ig ZHAIE 2723 TR TY,

E—FZDREDEZBEM T 2L LLFO X510 7, - BB (orbit): base 23
FEH AL rod 2% yaw / pitch ([El#5). eye 2% distance (M) ZHWVWE T, - — AR R
(first-person): base BEHIADNIE L body yaw, rod 7% eye height (HDEX), eye ML
AR ZIHWE T, - BIEHA (follow): base 234 X ZHIOFMEN B, rod DL EE L 7=
HEREX. eye DBERE & XIR % (A  BIRYIREBIIES ZHV K T,

O XS RHEEER>Z T, 22 MlT 21 TEAROMRFE T ) DHRERST
2oiES | EWVWo R 2 MEEREE. F—ORTHRNHKS ZeNTEET,

Z 2T, base DB FRIRIX EyeRig DRD 2 D D TIIRWVAIWER L TL X W, BE - [
RT2RDVOEFZZZDFEFMALIZWEHEI, base ZRDYFRIEWDMIH —FD
FIZLET, AUCMENBHLTHERIPOHIRL T — L Z#MEA LI RWEEIE. BOYL
WBHSZ L2 Lsnw/ — F2HEL, BBELRMNER T 2T ) r—ya YAICTRML %7,

B — FABEINBMBL LS. ZOREPHEL T 20— HABIRTT, LEdoT,
B T — L BRI 7 — L FEBIE, 7 7Y r— 2 VMR L7 BT RE L. EyeRig
MEET 50— HAERE SR LRI R D £, EyeRig IEMRA 7Y = 7 | BT ICH
BT, HXoOBETHIRMRCEE LI HA,

77V r—3art EyeRig DIREIZD T L, RDXS12RD %7,

« TV —ay
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— base DHl, MAT B EEE, WRA T =27 bOBE), E—-FIIDEZ. A

TIDEID HT
e EyeRig
— E—RZ L DIKEE, base / rod / eye "NDH—HILVEEL AJHMEDZEHL, Follow
DIEMHZES & i

6.2 HEFAI/TITIDOER

A AT RT3 ETHEREINE AL, EyeRig MHI#IT201EH T MiBrLE) %
TTHD, TN BSWALETY (HA) | XA OFEERTH 2 VWS 22T, webg T
\¥ WebgApp 7% viewAngle, projectionNear, projectionFar %Z{fffL. updateProjecti
on() XY v FEBELTHEDY £ =X —~BHTHN ZEL T,

updateProjection(viewAngle = this.viewAngle) {

const proj = new Matrix(Q);

const vfov = this.screen.getRecommendedFov(viewAngle) ;
proj.makeProjectionMatrix(
this.projectionNear,
this.projectionFar,
vfov,
this.screen.getAspect ()
)3
this.projectionMatrix = proj;
if (this.shader?.setProjectionMatrix) {

this.shader.setProjectionMatrix(proj) ;

}

return proj;

Z 2T viewAngle &, A/ MD R Z T %2 2 FHEREFH T, BETHZ DD DIXHE
FHIED FOV (viov) Z32IFHD £33, BHAROEHEIZ PC OBEHEH & A~ — b 7 + > Offt
REHTTY ARY MDA KREZLELRD T, d LERFEUMH FOV 25 &, BEHEHE T
MEAm, MERERE TIEMEA MO R Z 2HEPEREITEDD, AU viewAngle T IRKHIA2
R — LBEDHINEE A

webg T Z DAEZMZ 5729, Screen.getRecommendedFov(base) 7% base % 3475
[]D FOV) & L TR L, BAIED 7 AT b D 1 EATHINE THE FOV ZETRE L $7,
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7 AR FHERD LS ICERSINE T,

aspect = width / height

aspect >= 1.0 OMIE - IXIEAFEOHEE CIX, BEEMEAATS, Z05HE. ElXm
D FOV 2t FOV IZRUC DT, EBIZHS viov IZFDE £ base 127D T3,

vfov = base

—7j. aspect < 1.0 OHREIETIX. FIMAMTT, ZOHE, MAMOD FOV (hfo
v) 2 base 1285 X H1T, #it FOV ZHHE L £3, ST T Bt d 1B 2 50/
ZBMEEZIFESIE d * tan(fov / 2) TREZX T, M FOV &t FOV oBfRIZXDiz
A) = IS

tan(hfov / 2) = aspect * tan(vfov / 2)

HEEEE T hfov = base ZIRBH VDT, viov IZXDOATRD 7,

vfov = 2 * atan(tan(base / 2) / aspect)

ZAUuz kb, Hlzi base = 50° D& =, PC OMEKEMHHT aspect = 1.8 25 vfov =
50° DFETT, —J7. A¥— 1 7+ YOMEREET aspect = 0.5 &5 viov II#H 86°
RO ET, COMERTERS EEAEL TV XSICRA T L, HAMOD FOV & 50°
WIRTENE T, 2% 0. EHEOFEAAITHRZ 2 HiPHZ T 272012, MR T
ZRELNTTVD, EWVWH LT,

O WA R Z 2EE X — 4 1 BRERRE QR TINE 2 &P 12fEo7-D
DHDTT, BHAEIDELFANIMARIZK o T BRoTDELZRo/D LETH., FlHD
KELEDLSRITIUL, NRIBIRICEFICIZ o720, WINX L2 ) TE =D 2 REZ b
IR b, B, EANA LIMEHER . PC MEE O 5 TR U3 > Pz Ti5a,
ORI OLZEITKRELNZTET,

L7zioT, AXTOEHICEVWTIE, T8 ZREEL. ©5 o %[hE 50 X EyeRig
% Node THIEIL., TENL WAL E T HEEKRZ ED XS ICRIT 55 1 viewAngle
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CREATITHIE T 2 WS YD 3T 2 BHEIC S 2 Z e BIFET Y, b EARNRERIE %
X, WebgApp DAERKIFFIC viewAngle 3B K Uf projectionNear, projectionFar Z5E T 5
ZrTY,

const app = new WebgApp ({
document,
messageFontTexture: "./webg/font512.png",
viewAngle: 54.0,
projectionNear: 0.1,
projectionFar: 160.0,
camera: {
target: [0.0, 6.0, 0.0],
distance: 46.0,
yaw: 28.0,
pitch: -18.0
}
s

await app.init();

ZD¥ %, camera.distance ¥4 X J OYHIZAE ZRE L. viewAngle (FHFHATT AN
B2V YADRSIWHELET, FU distance TH-oTd., viewAngle Z/phX 4L
HEARARRNRE 2D RELSTUILARBRHERINRLE LD $T, X— AR DEE
TlX, FEITHIC viewAngle 248 LT updateProjection() ZMIEUHTFENEIN T,

app.viewAngle = 40.0;
app .updateProjection() ;

updateProjection() (&, HAED viewAngle 1> HIXHATHIZAED ETUHTY, LAdio
T, DBEOVH A XL A 7Y FEHRROFEICHAZRE L WGEIE. LD K5I app.view
Angle ZHEH L THLOLMFUIH L E T,

app.updateProjection(40.0) ;

518U+ = D updateProjection(40.0) &, ZDFEUH LTS HME FOV 2 EHRE TTET
3, 72721 app.viewAngle HAZEZXMMZ 2D TIEH D ¥ A, MR —2IREEE L
TS fEIZ app.viewAngle IZfRFF L. AT T 2 —RANICIED B L 72 WG EICH Bz fif
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S, EFITEZBLELETT,

COBRIEIHARXR S DMEZZEEL FE A, BRZHF LT, BEXLBLADRZIITIC
PIDBEZWEEITHEL TWE S, — T, HRICEBRITGEDOWEEEZH LW EIR, By
eRig Il distance % position ZZH T2 DN HMARTT, £/, projectionNear & pr
ojectionFar OREDHETT, KRR — VY Z2RRT 572012 far Z#FNILT 2 &, B
BNy 77 DREEMERTN L. Z7 74747 BEOBLOF) BEALRLTRSL0OME
BLTLEEW,

B30 FOV 3. ZLMU A X B X7 OELAFIICHE L TR RTZ2ZdTEET, 7184
A oY —DA% 24mm £33 ¢, 5 FOV fovShort 12X 4 S FEREIZRD A TR
HHENFET,

focalLengthMm = 24 / (2 * tan(fovShort / 2))

ZOHHEIZX, WEAL 2—7ET 7D L51C. ARXAFOERVWEFAEANRVEETER
72WIBHE TR D £ 3, 50° R 24° rWVWo2MERRED D, 26mm, 56mm, 114mm D
EORV Y AMHUERRO D, LA, B, EEOBEEZEAE LT WD TY, 2L, Z
NEEERETEIHIRXIL VA% Iab—FLTWVREWVWHEKTEDY ZFHA, HLET, vi
ewAngle DMEZ R A%, EEATIMHONL2EREHOSEANEZIZ 2-0DHKTT,

6.3 I ER=S (Orbit Camera) ORIEX INRE

F9E. mOEARNLHE (orbit) R HMH L FT, TFHACERZERL. Y7y
RARA —NRETHE RO XE 2 Z T, ¥ — 2RO ZEMIN RN ER-GRE A S ICHERTE
¥ 3, samples/high level (LA V¥— (NTLARJ) ) THZOMELRNIE L TEHH
ENTVET,

import WebgApp from "./webg/WebgApp.js";

const app = new WebgApp ({
document,
messageFontTexture: "./webg/font512.png",
clearColor: [0.1, 0.15, 0.1, 1.0],
camera: {
target: [0.0, 0.0, 0.0],
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distance: 8.0,

yaw: 0.0,

pitch: 0.0,

roll: 0.0
X

P

await app.init();

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
minDistance: 4.0,
maxDistance: 18.0,
wheelZoomStep: 1.0
3

app.start(Q);

Z DOHITIE. Webghpp A4 L7z cameraRig, cameraRod. eye ® L2, createOrbitEye
Rig() THLEM D EyeRig ZE L TWEF, createOrbitEyeRig() . pointer AJJD#
fi. 7 L — 2D update(deltaSec). %Z LT EyeRig @ orbit state & WebgApp @ camera
state DFEIIZ L D TR VWE T, ZHIZE D ¥ 7T orbit.update(deltaSec) ¥
app.camera.target NOFEF IV -2 F I BEDZRL LD, ¥ (PAN) #1E2S app. came
ra.target TEHEZINLZFHRZEHITRLTIAD ET,

REN D orbit [F@HE D EyeRig 72D T, HEIZIHGU T setTarget (). setAngles(). se
tDistance() R B ED X FMZ FF, target 2 base DHIEIZ, yaw / pitch 23 rod D
[ Z 2. distance 2% eye @ Z HifiEICZhZNRMEINF T,

T CTCHERDIZ, HUERADS THEEE X— AR FDH X T TREVEWS HTT, FHEE
DETNEL 2—=TRLT 4 XTIE. BIW0HR % B O RAFLE L 72 WIGHIEEICHAE
LET, 2R, F¥ 77X —2FREMR LD e ICF LI 2R LEVWEER, Be
RBPO—EHOEBED D AR ERE L2 WGEIC, [EER2 T T ERNOERT 2 HRAFE > TEIZ
CWZEeRHYET, TOXIRIFEDI=DIZ, EyeRig @ orbit 1Z1F¢> (PAN) »HEEX
NTVWET,

2y (PAN) &, A2 X 7 BERZHIOGHNBERBE X %D TIE7 <. orbit.target %
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DR 7 V) —  FHIZIR - THTREIT 2 8F T3, XD, BIED yaw / pitch /
distance Z KX FEXTIC, TRTWVWAHIL P e EAT LT IR TEET,

BET EiX. right / up D&% eye DV —IL FITFILSLEDHL, Ko v @805V —IL
REERIOBRENEZ KD ET, 7272 L. orbit.target |I base DFZHUEYL T2 0 — H IV EEE
T, base WML LD 255, V—IL FEMTRDLBENREZ B O T — H L EEREAGH
L THh S target "R ET,

T—)L RHMZZFDEER —HILPEREANMZ 2 . BOEEREZ2 6 5 —EEf XN, H
H_LEOEE M e EEOBEN AN ITNE T, V—IL RFHE v — 2 VKRR IHRINICE S
52Z2T, BOYSPKEDFICAHRX 7B VLG ATH, HE LOAEGETNE PAN DR XY
PoREXETVWET,

EyeRig @ pointer #{ETIX, orbit €— FT Shift ZHLAENS KT v 7T 50
(PAN) #{EDAERNCZD £3, £/, X v FHRETIE 2 REREOFTLEEID > (PAN)
CHIDYTHATVWET, 518, F—F— FMEETH Shift + Arrow IZ X o TR L FATE
#Z1TA £ 9. createlrbitEyeRig() Zfi5 &. Z DAL WebgApp camera state /N
DFRAVEFETER EN S 72D, T IV IlilloFEEZITS 2k, MBS X F D%
]RGS

ZDy (PAN) FEREIZ. BUCEEMERAM EXE 2720 TR, MRIDOREICBWTIEFIC
BHTT, FEAEF o7z & ZIT target X ROFL BN T WS &, D URERS B 772
T RIZWEFDEHEAAN LT 2D £9, ¥ (PAN) ZHfH L TBLRZFRRANRELT
POEFRRP R — L% 8T, Ba—7R7y MELE 74 7 4 ¥ VTR & OIEER)
BPKELMELET, gltf_loader, collada_loader, json_loader ¥ du—&—
¥ 7)VT Shift + Arrow ¥ Shift + Drag ZAMICIL7Dd, FXIWCZOHBEHELT
DT,

createOrbitEyeRig() ORI, HAMEDOIHULIZ T TR, F—NL VT4 ¥ TDE
BIZHHD EF. v FOBEEHIE Webghpp HITEE SN 570, FHZE (F-TD
FoREZEZET) OTERL, TBUEEIIN L TEDLTZIEET 51 & WO TETHEN
AJRET S,

e 2R X —720% W/ A/ S/ DAEHL, R—aFXF—RBBEMEDEFICT2Y
BERDO LS TR L 7,

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
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6.3 HEH S (Orbit Camera) DI X /INIR(E

distance: 8.0,
yaw: 24.0,
pitch: -12.0,
orbitKeyMap: {

left: "a",
right: "d",
up: "w'",
down: "s"
}
115

Z DA, zoomIn & zoomOut WEXBLED [ & 1 BZDFEHONE T, T/, ¢~ (PAN)
WS 2 (B8 — 13 panModifierKey TABAIRETS, 7z & 213 Alt + Drag & Alt + W

/ A/ S/ D%&NXY (PAN) ZLEWEEIE. ROXSIHEEL X T,

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
orbitKeyMap: {
left: "a",
right: "d",
up: "w",
down: "s"
X,
panModifierKey: "alt"
E

panModifierKey #ZE T2 ¥, ¥—KR— FORVHEL KA VX KT v ZTDORHEDM
TIDFERFICEF SN F T, fEERREREHi* — I3 FO®ED T3,

=& IBETETZ%F
Shift shift
Control control, ctrl

Alt / Option

alt. option

Meta / Command

meta, command.

cmd
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ZD—EIX 16 E OFF—Er —H L TVWET,

RSy IR ERBEANDRE

La—7DAEZMEETLIHEG. £F 7y Z72HEREICED JTTHHED D FHA. L
L. ET7—RILT7 4 XTid EFZ vy 7 2HEERCTHABIH L E DY —VRIEICEID 4T
Toned, ARXFEIEZOR R ABTRHREDNDHD £9, EyeRig ZZOHRDZDIT, &
X7 KT v 7 %HIAT % dragButton X ETEXE T,

dragButton 3R A ¥ X —A X2 D button HZHHL 3 (£: 0. H: 1, f5: 2), =
T4 RETHRRCEET b, ERR Y 2RERIECHKITEET,

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
dragButton: 1
19

E 512, Blender @ & 5 R EEE FEH L 72 WIHEX, dragZoomModifierKey ZHE S %
TET, "A—NEBHIDRT v 7T LR — L F2RETETT,

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
dragButton: 1,
panModifierKey: "shift",
dragZoomModifierKey: "control",
dragZoomSpeed: 0.04

s

COBETIE. FAEXY KTy FHEE, Shift + BRZYES w4 25y (PAN), Ctr
1+ FREY RS YT BES v ZZ— LD FT,
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—77 T, macOS D+ 7 v 7%y REERETEFRRE Y R v 707 5 UF IR
BRHDET, INZMMTET S0, EyeRig WIFEHiF - ZDRE N Z v VSt
JETX % alternateDragButton ¥ alternateDragModifierKey HEINTWVWE T,

const orbit = app.createOrbitEyeRig({
target: [0.0, 0.0, 0.0],
distance: 8.0,
yaw: 24.0,
pitch: -12.0,
dragButton: 1,
panModifierKey: "shift",
dragZoomModifierKey: "control",
dragZoomSpeed: 0.04,
alternateDragButton: O,
alternateDragModifierKey: "alt"
s

DRETIE, BEOHREZ Y FZ v ZIZMA T, Option + ERZYYT b HAXAFT KTy
7t LTl E 9, alternateDragModifierKey SflENL TR TDAREATIE L
TS 72, EFZ v FERTORIREFECEH RS ETICEARRTS, ZhE TERNI Yy

NEEFUZEV, macOS T Option + £ R F v ZFZHREX VY LTHES ) MERT 7
Vor—a VI LTRTT,

7B, BEOEHERE LR L7205 EE getDefaultOrbitEyeRigBindings () Z{HH L
TLEZ W,

const defaults = app.getDefaultOrbitEyeRigBindings() ;

console.log(defaults.keyMap.left); // "arrowleft"
console.log(defaults.panModifierKey) ; // "shift"
console.log(defaults.alternateDragButton); // null

¥z, ERIED EyeRig 4 Y AR VR L THENICHREEZZEET % Z L 3 ARET T,

orbit.orbit.keyMap.left = "j";
orbit.orbit.keyMap.right = "1";
orbit.orbit.keyMap.up = "i";

orbit.orbit.keyMap.down = "k";
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orbit.orbit.panModifierKey = "control";

ZD &K DIZ, createlrbitEyeRig() IFHR BN =TI <. ANIREZBLEMEN =T
EHTA2Z ) —RA b LTHBEL £ 35

I— F ETHERRZHRIICZEE LW EIE. setTarget () ZEHLE T, L& 2
ETNDNY VT 4 Y IRy 7 RAZEDSOTHIHIR R ZRD 7. FE DL 2 g8 72
WIEAICEMN T,

orbit.setTarget (
orbit.orbit.target[0] + 0.4,
orbit.orbit.target[1] + 0.8,
orbit.orbit.target[2]

)3

722U A2V =V HIZIH o 7 BRI Y (PAN) ZEEFAEETHEET 2 HEIIH D £
¥ A, createOrbitEyeRig() Zfli 5 BMERN TIX. KA ¥ X, B 7 L — LFEH. camera
state [F/HAAY WebgApp I TEI XN ¥ 3, new EyeRig(...) THEHEMNK T 25513, attac
hPointer() ¥ update(deltaSec) ZHWYNIFFUH T I T, KA V&, Xy F, F—FK—
FD IR TORBE TR — SN R EHELN T T,

6.4 —AWHR ! BEDRT CRERD IR OIRILFHIH

— AP (first-person) s, BEIRTEE/ base . LT WD ST U 2 RiEHARE D
AR T EERT 32E— RTT, HFRE First Person T3, Hig%e2F v 77X —DHODNME
RFFERELEEA, F¥7272—DP LG, PLER. REP LA A X Z2E Z,
v 77X —RUAANESRSEMZ A2 BB LHARICORHATEES,

ZZTOXG EOBERIE. BRELEBA 7Y 27 oI, FIHESRTWY 2750
ZE—HLEWZ £ TT, EyeRig Tld, base ICHKDNE & L, rod ICHDE X, eye I
WAL U7 E U E 5

base.position firstPerson.position

base.attitude body yaw / pitch / roll
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rod.position = [0, eyeHeight, 0]
rod.attitude = identity
eye.position = [0, 0, O]

eye.attitude look yaw / pitch / roll

bodyYaw (&falZ &9 H

bodyYaw i& A X IDBERTVWE A ZODDTIERL ., base DFEOGAEAER 0 —
VY gD D IIZEFTAETT, EyeRig DA X ZHIFIEO =DV -Z, HHER—H)L +X T
T, L7z T, bodyYaw ZHAEIEMED O — D)L -2 ZIKFEEHAND EH SAMNT 2 0% HRD
7,

body forward = rotateY(bodyYaw) * [0, O, -1]
rotateY(bodyYaw) * [1, 0, 0]

body right

HUEL R AMAZXIEIRDEIICEDET, ZZTRIAHMIE base O EHMEYr T 20—
TS, H/ — FEHEDLEELL TWAIGEIX. ZOBHEBER X HICERINTRENRY —
L RAENCE D £9,

bodyYaw | B&EDHIH | BEDOHEA
0° -Z +X
90° -X -Z
180° +Z -X
-90° +X +Z

ZOMEZ RS 5 ., bodyYaw: 180.0 OEKHAMEICZD £F, L A F¥ 77
X —REMDETADBR =L +Z BRI U THELN TV AR A, I X7 HKDHTHTH 3
0—AN -Z LIZPIHIRE T R M E T, £ 2T bodyYaw IZ 180 R 5 X 2L, X7 H
KOHTHZHRET VD +Z HiT~N—HIEONhE T, ETABR—H)L -Z ZHFTL LTV
%5, FUCEEDEIZ 180 EIFHEL < bodyYaw: 0.0 23EUEIZRD 7,

DF D, bodyYaw OFAMIZ—FIC 0 EE I 180 Er kD 23D TED Y FHA, £F
BHETANEDOO—HNVEIZRITE LTWA02HERL. ZORIGTEIXTH KO —HL -
22— HXB2AEELRSET, EITHICEEEEEAREXE 2551, ZogiiisbHe

ZHUEY LT bodyYaw ZHHS ¥ %7,
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const eyeRig = new EyeRig(app.cameraRig, app.cameraRod, app.eye, {
document,
element: app.screen.canvas,
input: app.input,
type: "first-person",
firstPerson: {
position: [1.0, 2.2, -4.0],
bodyYaw: 180.0,
bodyPitch: 0.0,
bodyRoll: 0.0,
lookYaw: 0.0,
lookPitch: -8.0,
lookRoll: 0.0,
eyeHeight: 0.0,
moveSpeed: 12.0,
runMultiplier: 2.2
b
1);
eyeRig.attachPointer();

app.start ({
onUpdate: ({ deltaSec }) => {
eyeRig.update(deltaSec) ;

}
P

firstPerson.position (¥ base ODFZHAEL T2 —HILAETT, Fr 77X —FF
DY)DFIZ base ZEWHE, ZOMEIZNDNIMNEDLT 7Ly MDD %9, EofldH
ETADBB—H)V +Z ZHITTE L TWBEET, position: [1.0, 2.2, -4.0] ITX o> TH.
by BIFAERD HIMEE TS L, bodyYaw: 180.0 ICX > THX IHEKDT—H )L -Z HiF
ZBO +Z HITNEALZTOVET,

bodyYaw / bodyPitch / bodyRoll i% base (A 4L, HRE 7ITED (T ERDHHESS
M%Z3R L %3, lookYaw / lookPitch / lookRoll X eye IZi#H X4, HKT D &ML
L7tz R L £,

BEHREDRA ¥ X —HETIX. KFEF T v 7% lookYaw., FEE F T v 7% lookPitch N\
L %73, lookYaw ! bodyYaw TiR% o 7= AR 2 8MORBILATH D, FEDOR
FAHMZEELERA, Z0O7-D, [ F2RZEORIET S TBIRKOETHMEZHERL-FF
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MRz twokBZ e, BATY 27 PREROETHRZEHREFICHATEET,

TV = aryxy 77208 AR EH T 555, EyeRig OBEIF —%
FHT2I2RBEIDDERA, AT 227 7V =2 a ITHE) - FfiX ¥, EyeRi
g liIe —ANVBIO M ELE AE L2 2HY X825 Z e RN TEET,

—J. HEBHFAIX 2 LTHEMHT 2583 W/ A/ S/ D/ Q/ EIXXoT firstP
erson.position ZHEHTXEJ, W X bodyYaw THH#L L 7 body Du—H)L -Z, S IZZD
KAt D& body da—AL +X, A IZZDRMANEAET, Q / EZ L TIBETT, HilED
WASD BEI /K i fR7z41 5 72, bodyPitch / bodyRoll 3B & IHIIHHARD lookYaw
/ lookPitch / lookRoll IXBEN/TMINER EH A, Shift IZHI D Y ToHNz run AT ZAfH
5 &, runMultiplier IZ¢ o THRENREIEML X7,

a— R OIRINCEBZEE LW AIE. setPosition(). setAngles(). setLookA
ngles() ZHMHL X9,

eyeRig.setType("first-person");
eyeRig.setPosition(0.0, 0.0, 12.0);
eyeRig.setAngles(180.0, 0.0, 0.0);
eyeRig.setLookAngles(0.0, -10.0, 0.0);

Z ZTD setAngles () EEHE (body) MDA =%, setLookAngles() (I (eye) D
MZZzHIEL £, ¥v 727 &x—0FMEiREMAEZEDREIL ZHID ATAEID L TRWEE
X, ZOZORPMEC T TERL T,

samples/eye_rig Tl&. &\ camera vehicle D77, EJj. Gl base ZFLE L. K
K2 v ZHiZD bodyYaw & lookYaw % HUD NEL/RLEF, K7 v /&b bodyYaw DL D
53, lookYaw 72D T % 2 & T, BTG AEHVGRPTHEI N T VWS Z L 2T E
R

6.5 EREHA I ERENRCFHDIE

BIE (follow) M. A X T OEUEAE LY. L THREIT 2 08 %, |51 iR E L
Tﬁﬁa‘j’ 5 7::@0):'&"— F"C\“;—O

HRBNZ, Pz y PA—RRX—D XS RFOYNTH X Z 2D, Bi1/5%E 2B DH %2
BEFS 25ETS, AR 7 2@WELEHmE HRERPIEHI -7, ED R, v T 27T
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by ARXZTENRERKODT, BEICABRBRAEATIDEDS LWL S ITEIFL 7,

I ZTCHRDBEERDIZ, Follow B3SRBS X Z 2 BENT E2WAEETIERNZ T, AR
7 DOFHMENEIZ, 7V — a2 ») base DHTFFEE. basePosition., baseAttitude I
XoTREL T, Follow 237 L — ABIHINCEE T 2 EXRIZ. WNRZH5720DD eye D
0 — A NVEETT,

J = ROFHEIRDE ST D FT,

base.position = 7TV —=a h RO ZEEME
base.attitude = P7TVT—2a3 > hiRZEERSE
rod.position = [0, 0, O]

rod.attitude = 75— 3 0hR ZEEREK
eye.position = [0, 0, distance]
eye.attitude = WRIEFZS * F&H look fHLE

Orbit & [A£IZ, eye DFEHAEATE X rod DB — AL +Z AN distance 72BN/ E T
To ARITHMTIANX eye DO —H)L -Z TY, rod &, HiF. #OHiG. fE. R FAL
RE. TV = a YOERT 5 I EE L EAK 2R L 9,

const followRig = new EyeRig(app.cameraRig, app.cameraRod, app.eye, {

document,

element: app.screen.canvas,

input: app.input,

type: "follow",

follow: {
targetNode: targetVehicle,
targetOffset: [0.0, 2.3, 0.0],
basePosition: [0.0, 2.2, -2.0],
baseAttitude: [0.0, 0.0, 0.0],
distance: 16.0,

yaw: 0.0,
pitch: -12.0,
roll: 0.0,

minDistance: 6.0,
maxDistance: 40.0,
response: 6.0,
maxAngularSpeed: 240.0,

upReference: "base"
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1)
followRig.attachPointer();

app.start ({
onUpdate: ({ deltaSec }) => {
followRig.update (deltaSec);
}
1);

HWRAE L targetOffset

BT SRIE targetNode THEEL £3 . NROFMMAEIZ. MR — FOFEAANHER Y —
VRO TNEMAAETIEHD 8 A, targetOffset IR/ — PO —HILEREE
LT#bh, NROT = FTHNC & o TEBE X T,

7o ¥ ZIFHEOFL TR R EIERE, v 727 X —DREIT TR PEz 255 I12fEH
LET, MR/ —FBEEELZHE. a—ALA Tty P HNROLEBINES 72D, HIK LD
A CAEZEBHTEET,

followRig.setTarget0ffset (0.0, 1.8, 0.0);
followRig.setTargetNode (nextTarget) ;

setTargetNode() %7zl setTargetOffset() ZMERN Y., EBEMRREBIEIWILENE T, X
@ update(deltaSec) TH LWIRIjAD HHMMLEAZFHE L. ZORD 7L —ALTHELD
VAS =Y R D = I

Follow [ 3 ROERED T — )V FMUBZ B 7 L —LHIF L £ 30, ZDEN base ZHHIL
T A MRMEE, HIEERITAZRD B 7DEFIHEAL X5,

B IR % K& 5018

Follow @ HEZBX, RXDIERFTHKRD F 3,
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1. targetNode @V —JL R{TH|T targetOffset Z AL, EHKDOYV —IL RAIE%Z K
»H5

rod OV —)L FATHIZ AR L, EHRZ rod O — AIVEEAE S

eye DU —ANALED S TEMRFANFAID S forward KD 5

BIRL7 EAMZRT rod 0 — A VEREALHLT 5

forward & _EJAH 5 right, cameraUp, back DERIELEKZES

ERXEEL., eye ICRET 51— 5L quaternion NEH#LT 5

BATE DB quaternion 2> 5 HE quaternion ~\EREHEML 3 %

N ot W

TSR Y eye D LMIBICH 258, HESAEZERTEERA, - ORERTEOHAN
JRLTHS L. BEED ZBLTLE WSS, 2075 EyeRig 13t 0 EOBH/IA% HIS
r LTHIIL ST,

tAmea-iL

BRFEZ T T, REHAE#e T30 — 1 2—EIckoohERA, AR EDFDR
bank ZZLEDYTIE, COHMAEIXTD LT E20ZHRT20ENPH D £3, upRefe
rence ZFZOEMEZIEE L £7

upReference = "base" base DT —JLR ELAMAZFEH
upReference = "rod" rod DT—IL R EAAEZEH
upReference = "world" T—JLK +Y ZfER

"base" IZAX T EWMELEOYOMEEZZEMEICL X3, FHWD bank THUX, ZOMHZ
ZEUDEAFMTHREEBVE T, "rod" I7 7V T — a VR RMERR R L AAE
DV EIHEHALE T, "world" EEHWDOu—p SHENR, T —L K OKFERRE AL
L72WGEICHERL 5,

B AR % forward, HHME LM% up £ T2 8. H X T D right #lIBEZHNT R DHFED
HRDET,

right = normalize(cross(forward, up))

cameraUp = cross(-forward, right)

forward & up AHAT R HATRIGE. SMEIEE O P LD, a—L 2RO 5
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NEHA, TNEAALF—ATEEZZY L ny 7 TEHDH A, HIZ quaternion % 1E
ZHNZ, look-at DEREKZD S D% —EITHET X R VWRESRLETT,

PIHEE T Z OSRMEDRE L5 E. EyeRig 3N L £ 9, FIHREICIEZn—1 25| %
Mk CERTZEZAD IR WD, HO LR EBHHEEZ Y 7V 75— a YIRS 2 08D
DEI,

IBPFBALEIRIC—IFAYIC forward & up DIRIFFATICR o 2 5E 13, EHRETOBPZEE I HD
right fill 2% L WHBRFEHANERZREZ LT, UK D ERO B — L2 digiicHss L,
Biup ZZ8RUID B ZTARX 75390 EHET 2 X5 2 dEkzkiI£3, CAIIEREHEZRE
THA LY b T4 — Ny 7 TIE R, EHERICBWTHEZREZIEHORE L LTHS
e,

7L—LL— MI&KELEVESHERE

BIOE LN, NRMUEZESEZDTE R, HREBOMEIC X > THEEL X T,
MRAEZ FEHE L TRENZERRZES L. BA—TRT v 7D L ZXEBEOMR LI
R 2% Me o0, BEHRIIILTVER A,

IRLEREA D & HEERBANDMEIZIE quaternion OBRHEFFEMHZMH LU % 3, fEHRE
ROAXTKDET,

t = 1 - exp(-response * deltaSec)

response DR ZWIEENRARRAZ, PEWVIEFED > DIELE T, 2D del
taSec ZEL/zH, 7L —AaL— b E(L L THEHFFEEDRENRKESELLIZSKARD
g

ST T AR TR DS 1253 < [BlER L 72\ X 5. maxAngularSpeed (3 1 #WdH7-h D i
KEgRA ZHIfR U %3, response I HENDIHHE, maxAngularSpeed (3B Y7z [E]Hx
HED LRTH D, BEDRLD L7,

FIEl D update () TIIRRZRIBICHIWVTHNZILES ZHE L. 2 7L — 2 HUURZHE
LPNCEILF T, MRELZE— F2U ) B LRIVIEENZ 2 D ETH &3, resetFo
llowTracking() Z{HHTZ %7,
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BAEEE & FEMRIRMELE

7TV = ayhikd b, HEDEIDBROEARMERMIZ rod @ yaw. pitch, roll & LT
FrL %9, Follow 12 & 2 BRI EHHZEII eye D tracking quaternion & U THREEL £73,

ZOGHICED, 77V = avid rod o T HEAEEEITAE RS T LEAEHI»S R
51 TR TAT) 2o EXKZHIHTE, Follow 37 DX & X R%Z A 72 DITHE
7% eye DR —NINVERARFRATEE T,

setLookAngles () TH X % look fid. HE tracking quaternion & IAIDMIEE U THREE
S, miRI7R eye BEANGHEINZT T, HENEMERZD D2 FEHANTEZ EHFSL
BnTeth, K7L —LDBHFHREEHEEL R A,

Follow DA & 8% LEEEE

BHEANTIE. N T v 7 RHIF =23 rod OEHUE yaw / pitch ZZEHE L. KA —/b. pinch,
[ /] 7 eye OFEYUE distance ZEH L £3, Z D distance I& rod 25 eye FTOHD {1}
HEECH D, TFHNREDT— L REBZOHDTEDH D T8 A,

Follow 1213 PAN &9 ¥¥ A, PAN 1T X o T targetOffset X base fiiE % E»3 . FH
LEGEW e H XA FNBEBREDBEFENRX 572D TT, MROBHINIXITMEZD DD EEE)
L7zWEEK, 77V 75— 3 ) base DFELIZWO T/ — REBEIL 3,

FCHEH2 5. Follow I3X4 yaw % base Na ¥—13, WRAEZH.OLE LT Orbit %
TOWERA, TNOHRRERIGEEZ. 77V 75— a VRIOREEREE % 72 1307 EB LR & 41
AEDEET,

WebgApp DIIEIER & DiEL

WebgApp.followNode (). lockOn(). clearCameraTarget() (2% TEBHE) ICEAMRT 24
PREED DD £3, /272U, T 5613 Webghpp @ camera target & cameraRig DIEAENE % Xt
RANEESE BRAET T,

EyeRig Follow (&, M7 U7 A X 5 EUERE D & NG % i) 2 7- 0 OEZBPFT T, Web
gApp.followNode () I E%HEH L. EyeRig Follow I3ZBEZHEH L £3, MEFLHAED
B3560. CONHEMPIEZRD, EOUNMHRIRZIRD 2022 01T Taat LTI W,
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samples/eye_rig Tl&. H\ camera vehicle “\ base ZH D fiF. FlICEIK AL > ItaD
target vehicle ZiBFF L £3, HUD @ follow dot I& eye D7 — /L R/ & target DN
T, LISOEWIZEIEBICHRZ R TWE S, U F—TId base / rod / world @ kJj[Ak
#2YI D EEZ. bank OO — L DENEEZRTEE T,

6.6 E—F{IDEX CRKEDHRWL

Orbit, First Person, Follow i&, ZHNZHMI L/ KEEEZREFL £ 3, setType() 1B
RE—REYDEZT, ZOE— FDIREE% base / rod / eye "ML EF, HlE— KD
IREEZIEERICHEE L 72D, FILEROMBEANEEER L DXL ¥ A

eyeRig.setType("orbit") ;
eyeRig.setType("first-person");
eyeRig.setType("follow");

E-RFZLIZ3 /) — FOREDRL 2720, YIDEARERILY -V FALE - 282 HEIN
WCHERFS 5 Z L IIMEEEETIEH D $ 8 A ¥ 21X Orbit @ target & First Person @ po
sition . ¥'H 5% base.position NRMINF 2, FIEFTEHAOD. BREIHEREL
FED T WS R 2 ERERD $9,

YO BZROREZHEZHEGEIELZWIGEEE. 77075 =2 a UBYUID B ZRTIO Y —L K&
iiA. YD EZLEDOT — A state NAHRANCEH L =5, [HOEBEL R 2 IRAES AEI
Wav—33r. HEENERRLR ZEE%. Follow D HEIZRE 2 S5O0 HESICAESZE LT W
=TT,

Follow ~YJ D & 2 716X, MR 7ZBIEEIZAWTHMNRIIHZERAZHEE L, ZDEDOT L —
LEBOPITE L $3, NRELE L2 ZBHE UL TTOIE T,

6.7 BTN TRXFTOREER

samples/eye_rig \&. Orbit, First Person. Follow %[ U 3 It track L CL#T 54 >~
TNTT, E=RZYIDBEZZ1ZF TR, 77V 75— a VHMELETREE L EyeRig @
B =)L state 25, WASHIR T =L FHREAED LS ICHER SN L0 2R TE LT,

e Orbit TlZ. H IZ X o T camera vehicle DEEZF KT 2B, MNEFLTEHEET 3
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ST camera anchor ZYI D2 3

o First Person Tl&, /KFER T v 7% bodyYaw 25HEFF X 41, lookYaw 72U D3ZE(LT %
Zr% HUD CHERRCE £

o Follow TiX. camera vehicle \ZHUD {F1F 7z base 23 target (i BEAFHEF, follow do
t D1 NEDL e 2 ERTEET

e UIZX 5T base / rod / world ® upReference ZY] D& 2, bank %5 % roll %
OBEWEHRTEET

T % D 7 WEBUESZAIE unittest/eye_rig/headless probe.js KHHET, ZDT
Z M, Follow @ base #17, targetOffset ® 1 — BN ZH:, First Person @ body /look 7B,
D bodyYaw 2B %5 W/D BEj L body ZEHo—F. [HEH N D Orbit PAN, Follow
PR RZF DRI Z MR L £ 9

6.8 EyeRig D#EBh API
EyeRig (3 E— FOYIDEZ IANC, IR M) APT 2424t L TV 7,

o setType(type): "orbit", "first-person". "follow" O TE— FZUDEZ
R

o setDistance(distance) / setRodLength(length): Orbit %7z!% Follow @ eye HY
DAHTPRREZZE L £5, FRFEMANOMEITEREMRD & LTHMTR D $7,

o setTarget(x, y, z): Orbit DHuL 72 % base DU —HNAEEZFREL £

+ setTargetNode(node) / setTargetOffset(x, y, z): Follow DIFEMMR Y, HfR
J— FNOa = WVIERNEZREL T,

« setAngles(...): base ® rod DMAIXZZLHE L, HROLEZHIEL 7,

 setLookAngles(...): eye ODMIZHHR. F 7213 Follow @ HELEMIANEHK S % look fll

EZZELET,
o resetFollowTracking(): Follow @B quaternion & ZKiEZ#IHAL L. RO EH T
WIIZS 2 BatE L 5,

o getFollowTargetWorldPosition(): targetNode & °H— /L targetOffset 7»HH
DY = FIEMRKZIRL 7,

Orbit @ setTarget () & Follow ® setTargetOffset () &, M/HATTH BRI R D ¥
3, setTarget() & Orbit @ base EZZEHE L £7, setTargetOffset() & Follow X5
DOWET T DEE R 220 2#ZHE L, camera base IZBH) L 8 A, Orbit ® PAN &l
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8 6 & A X SH{HE EyeRig 6.9 XX LDBER

FHre ATBRECEE T AM%EET T2, Follow I2IX[FI U PAN Iz H H £H A,

6.9

ERXFOEER

EyeRig ZHIH T B3, FRTUUTRORA ¥ MICEELTLZE W,

. new EyeRig(. .. EIEMR T 25813, attachPointer () OFUH L2 TH AL,

B7L— A update(deltaSec) 2FITT B &, BHHED Orbit Tl Webghpp.create
OrbitEyeRig() AZDHEFHEZEHL 5,

. EyeRig 3 E L ZEZHIHT 2D TH Y., 75 (HHREY) IEBELRVWI L,
. BEA R OFEMER| Tl WebgApp . createOrbitEyeRig() Z W, AJJEFH & camera

state [A/#i% WebgApp HIIEE 2 Z &,

. First Person Tl&, FHET NV OHIGHEIE body Dva—AL -Z OBRZMEE L T bodyY

aw DFME[EZRD L Z ¥,

5. setAngles() & setLookAngles() DIXEIZEF LRV &,

10.

11.

AR Z BV WG SR, EERIZT TR L L5 83, XY (PAN) I2kd4—7 v
MHEEHHT S Z &,

L7 4 ZTER Ty 7 2B RIS 55813, dragButton: 1 RETAXI FI v
TERIREZ AFE L, macOS AN IZIX alternateDragButton ¥ alternateDragMod
ifierKey IZ X 2R RIEFZHET 22 &,

A% near / far ZZEHE LW EIX, WebgApp.viewAngle 3 X Uf updateProj
ection() ZfEH T2 Z &,

base OBMNMEELT 255, Orbit D target ° PAN 8030 — VB TH D I L 2 K
L. VL FEEZERRALRWI E,

Follow Tl camera base & target ZH, X, MEBENDERSL T SV Fr—>ay
lOHELD {1 7 — F £ 7213 WebgApp.followNode () &&HIZTIF5 Z &,

Follow D #IHARCE TEPF /517 & upReference D FATICH LR WI L R ERT 22 ¥,

EyeRig ¥ MM Z Y ZICEE, EHE56KZAMPEEH] EWVILAY—THYH, DL
B3l 2WILAY—TEIDEVA. TOTHEERT ST, I X FHIENCET 3R
KDY D 7303 %2 B3 I2AT 5 Z & DSAREICR D 9,

¥ 72, WebgApp.init() IMEHED cameraRig., cameraRod. eye % HEIII/ERK L £3,

L— b

E ROEHER 7 Orbit TIX. ZOMEZ 20X FHMATEES, —H. BOYOREELE

WA T ZHERCR. NES T ZHE L CHELZ AL WK T, 77V 45— a v base
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% 6 & A XA Sl EyeRig 6.10 ¥ &

DFHZEHINCEDOE GERE T, MEMRENIAEL Y S 200E,. EORE) L [Al#E% camera
KLU0 THMT LT 23w,

6.10 &

AETROEELDIZ, EyeRig % DX F7ZDbD] L LTRARKWVWI L TT, HEDOR
{Kl% Space.setEye(node) THiE XN/ eye / — R TH D, EyeRig |¥ cameraRig. camer
aRod. eye ¥\ 9 3 BRI LT, BRI ZHIEZ 52 2~ o8—TF, ZORBEMEDND
570, EHAEHUDOEEL, BR L R Z 70 7o — AFMEARL. DR %28 5 BitHAZ, @D
BERTI S T e 2SRRI D £

F7:. EyeRig 0BT 2DIE (ML L) TH D, HEFASLEETYIE Webghpp HID v
iewAngle, projectionNear. projectionFar 3 X {f updateProjection() 2VEM L %7,
DF D, TEZWELS)) & TEDOXIZETY) BERHoEe LTriichTtngEd, 2
DORGHERZHML THL T, SROEHZY — U BRICEV TS, A X JHilloREZ
HTECTID 335 Z e TEBTL & 9,

RETIE, RAEREED FICEZHEENRBE LT, Y2 —&X—2<7 U T7ILDEZHITON
THHLE T,
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BTE

Sr—4H—=-2ITIVT7I

CODETIE, webg T3D A 7Y =7 b2l T 5, D=z —X—ZFIRL, YD X
SIRMEZRZ E DR A IV T THIRTRED ] LW HIEEICOWTHRH L $7,

webg 2B 2 AR R KX webg/SmoothShader. js T3, ZD ¥ = —X —IZIFHITH
HETHD, BHX vy adhb /) -y IEX Yy a, SHRKEARAFZVIFEXY
YaET, FLALDHE=—X %2 N —DTHIN—TZXT,
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BTE>T—4H4—-TU7L

unittest/smooth_shader
normal map: image luma strength=2.0

<

7.1: Smooth Shader ¥ > 7L

SmoothShader & 77 A F ¥, g~y 7. AF=07, 77, 799 bz —T47
%qj'ﬂg_hbfh\ij_o

LIV A, HIiZ SmoothShader Z U ZHWAUX I WDITTIED D £ ¥ A, #ilZ1E Phong 7
T RF, MO TS Y IR ENTY = =X —TH 570, BREEOREM YT 2
RETY, 2% D, FHNRT 7V Fr— a YEREIZBWTIX SmoothShader Z1FHEEX L, N
HRREE D B O BRI 1T Phong RZTEHT 2 L WO WD T DR B IR TT,

% /2. SmoothShader X% K DEHEE A L TWE T2, ERF = FfEICE VTS
T = VADBBETRLAEVE S R#ELIN TV T, BIRICIE, BX vy ae/ —<IiL
<y TS RAF VT REDA VR =T 2= ATIROVED S, R—=175fL v k% WebGPU
DA Y K7 V=7 (bind group) & LTHHEL. BHiAA IV 7 2UID T TVET, Ih
WD, 2= —A VX =T 2 —ADWEHRIZHFEL RIS, RERE ZRTRERT—X
Z GPU ITHRET 2 L WO RRNLRMB 2 EHR L TWE S,

WGSL B EICOWTIEXRE TWGSL OFAN ] T, Yxz—&X—27 52D CPU
fZEEICONWTIE T2 — X —DFEE | THLLIMEHLE T,
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BITEST—4—ITI7NL 7.1 SmoothShader DEAII 7+

7.1 SmoothShader A>T+

BHED 3D A7 27 M3 555, £31X SmoothShader OFHZMET L TL 12X
W, BHIX v > 2aThHhoTd, /=AYy IRAF=_ VI RAMHATZHEETH->TH, FH
TA5AMEHETT,

shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: O,
color: [0.25, 0.62, 1.0, 1.0],
ambient: 0.26,
specular: 0.86,
power: 44.0,
emissive: 0.0

)

ZD X SIZ, has_bone, use_texture, use_normal map, flat_shading E\Wo 77 7
ZEYIDEZ BT, A—DY =2 —X—27 7 A0 E FMEHEK 2 FRCEETEET, HlX
3 HEMOREY (77y boz2—T4 v 27) ZREALLWVWESS, HlO2 7 ANV KR %
DTI37% <. SmoothShader ® flat_shading »$7 X — X CHllfEI L 3

Xt LT Phong . ZD{R4ES 7 ATH % NormPhong. BonePhong. BoneNormPhong i&. %
REZ W7 FADDHEEINTOE T, o, FEDHKENR YD LS5 ICHEIN TV D%
RN B L 72 WG EICIEH AR T,

R T 7IIEREDLHES

Shape.setMaterial () OFENCOVWTIEL KB L TEBL ZLIFEETT, TOAY v F
X AL L7~ 7V 7 VEREANEZX S 720D API TR, HER D T X — X 2 T4
T%f:@@%@f?o
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BITEST—4—ITI7NL 7.1 SmoothShader DEAII 7+

Shape & Shader NOEDEL 2T

ATV IhTEDEELTEDSE )
\\/

ambient / specular has_bone B/ TIVAF¥
power / emissive weight_debug EIRNY Y T

PV
Shape.materialParams

#H# Shape Tﬁﬁ?%ﬁih‘ﬁ%ﬁﬁw -> shader.doParameter()
-> setter N9

S HECER
7 EWD T
fog default bind group / palette

shared state
X 7.2: Shape & Shader ~DEDE L 71}

light position

setMaterial() CHE S N7MEIZ—H Shape ANZRFF SN, MBEERTICS = — & —D setter
MULAENET, =7, 74 b7+ 7DE5BEAMHEIZ. ¥z —K—A 2% 2 2 TLHREF
TH5IETEHENRILLTVET,

FHFKIZIX, Shape 2387 X — XEFEZLRFF L. fEHEIERTIC shader.doParameter () Zi@ L
Tyz—X—Dty X—fHZELTVET, ZOMNEEEL TH T, &ELLMED
EZWRMREIN, EDOXA I T GPU IKKME N2 DA D £3,

L72h35 T, setMaterial("smooth-shader", {...}) ZH T 2. ZOED 7
Dz bTLDER] L LTREITREDDN, # L TEND SmoothShader DED 7 77
RRENTHEL TV A2 L TEREL TL W,

., TIORFy, /=~y S, BHKSRE. has_bone, weight debug 7 ¥'I& Shap
e flICEMLEYT, — AT, HEMESLT + 7OHEDO K512, ALYz —X—-%2HFT 3
BED Shape THE L THHALZZWEIEK, Y=2—K—A4 VXX ZAHITHREL F T,

Z ZT, color D4 HEHDEZ alpha & L T/hE L THUX, TSREDIIRADE I RY
BIARBIC 2, EEZEZLREZDPBLNEHA, L2L, BREZIEDLLTHES XL TOY
BIHERIX, B—D Shape ® material parameter 721 T L A, BEOT — 2 % —
£ texture & L THIZH L. ZD texture ZI1E0 L. H 7 AHOTERIZIHTEKT 2 BEHNDH
DET, ZD7D, THHTARLEDF T AD &5 KRB, RED SmoothShader DFXIE
Tld72 <, % 20 BTH S FrostedGlassPass & GlassMaskShader DfiA G HE & L CTHf#E
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BTEI—H4—-ITI7IL

7.2 SmoothShader DEEALEWVS

LTLZE,

FURGHEFFOVIDEZ

SmoothShader Tld. FIZUATD 4 DDA EX -V H[F—DA VX —T7 2 — XA TS Z

MTEET,

FEER

THRINSTA—4&

MR v > 2 + 77 ZF v

has_bone: 0, use_texture:

1, use_normal_map:

BXy a4+ T7XAF vy + J—<<v S

has_bone: 0, use_texture:

1, use_normal_map:

AX= T + TIRF ¥

has_bone: 1, use_texture:

1, use_normal_map:

AEX=V T+ FTIAF Y + J—<ASv T

has_bone: 1, use_texture:

1, use_normal_map:

O~ |O

X512, weight_debug: 1 ZIETIUIRAF =7V = 4 F OB ZMHERT =, backfa
ce_debug ZIEE TAUIEHOMERELAIEET T, [HIOY ==X -~ FEZ 2 OTERL,
MA—DY = =X =T U TRERFNZHRT 5] LVIRKEHIK D, FEDEZHERRL.

W72 BAFE &2 ATREIC L TV K J

7.2 SmoothShader ORI LEWLS

O—LAJL (EL1V¥—) API TOXE

Screen X° Shape ZEHEREET 2u—1 L (KL A4 Y—) API Zf|HT 2545, BHET
SmoothShader £ > A& > A%/ L. Shape.prototype.shader IZH|DHTExF, ZZT

3. 74 bR T xR Y2 —X—2fTH

A3 2EZB0ELE T,

import SmoothShader from "./webg/SmoothShader.js";

import Shape from "./webg/Shape.js";

const shader = new SmoothShader (gpu);
await shader.init();
Shape.prototype.shader = shader;

shader.setLightPosition([40.0, 90.0, 150.0, 1.0]1);
shader.setDefaultParam("fog_color", [0.82, 0.90, 1.0, 1.0]);

shader.setDefaultParam("fog_near", 28.0);
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BITEST—4—ITI7NL 7.2 SmoothShader DEEM L EWLS

shader.setDefaultParam("fog_far", 88.0);
shader.setDefaultParam("fog _mode", 1.0);

WebgApp ZFfIA L 7=323&

WebgApp ZHH 3 2356, WHICTHEMERIC SmoothShader D3F|H XN 5728, HH I app.
init() DFRIC Shape.setMaterial ("smooth-shader", ...) ZEhT 272 T TI,
HPEMN O 2 RH L2 WEED., $31E >z —X—%2ELE A JIZ flat_shading: 1 %
Shape I\ L T< 72X\, shape.setShader (otherShader) # AT 2Dk, FEHHD P
hong ZRXHEHD A AR LY =z =X =YD FEZ GEIRONET,

const shape = new Shape(app.getGPU());
shape.applyPrimitiveAsset (asset) ;
shape.endShape () ;
shape.setShader (app.shader) ;
shape.setMaterial ("smooth-shader", {

has_bone: 0,

use_texture: O,

color: [0.24, 0.64, 1.0, 1.0],

ambient: 0.26,

specular: 0.86,

power: 46.0,

emissive: 0.0

)

setMaterial() £ shaderParameter() O fEWLF T
PIFIRAE . £ & D TRE T 2 MR setMaterial ) %V, FATHIRED R T X =X DA
ZEIINICEE L72WEE 11X shaderParameter () ZfEH L 3,

setMaterial() & [Z® Shape DR OMESMD—K) ZEFEK T2 API TH Y. shade
rParameter () & 1—EDEZZDEHT 2] 720D API TF, ZOLH VRT3
T, b a— R e EHUE O ZSXAHMEICZ D, a— ForfFEsmE L £3,
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BTEI—H4—-ITI7IL 7.3 NFA—=2DEIDHTHK

shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: 1,
texture: colorTexture,
use_normal_map: 1,
normal texture: normalTexture,
normal_strength: 1.0,
color: [1.0, 1.0, 1.0, 1.0],
ambient: 0.24,
specular: 0.92,
power: 56.0,
emissive: 0.0

)

shape.shaderParameter("normal_strength", 1.4);

shape.shaderParameter ("emissive", 0.18);

7.3 NFIX—20FDEHTxK

YDf% Shape WL, YOHEZS =z =X —A VARV RAZEITXRELZEHL 7,

Shape fiITEET 58 (T2 7 b EDERIEE)

DRDARIRXR=RIF, AT 27 P WZBREZFODHBHARTH 5729, Shape T
BHLET,
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BTED>T—HA=-EITITIL T3 NFA—=RDEDHTHKE
INTAX—=& =103 A
color N—=RH T — [1, 1, 1, 1]
use_texture AT =T 7 AF X DEHEMK Oor1
texture HT—T 7 AT v KIK Texture instance
use_normal_map J =<~y SOMEHAGEE Oor1
normal texture J =<y TRIK Texture instance
normal_strength | JLOEME / —~< i~y FDREH 0.8~ 2.0
ambient BEDE (BN Dl 2 ) 0.2~0.4
specular B S (N4 F A4 b)) DiREE 0.3~1.0
power N F74 bOBE CEIRE) 16 ~ 96
emissive HOF DR 0.0 ~1.0
has_bone A=y b (RF=2P) OffiHEHE | Oor 1
weight_debug v A M DRk Oor1
backface_debug | EBED T Ny FFEIR Oor1
backface_color HET Ny JHROH [1, 0, 1, 1]

Dx—F—AYA2AATERT SE (HERE)

UTFDNRFRXA=RIF, A=Yz —X—%2HFT5FTXTD Shape THEE T2, = —
R VAR A TEELET,

INTX—=H REXV v R

light shader.setLightPosition(...)

fog_color shader.setDefaultParam("fog_color", ...)
fog_near shader.setDefaultParam("fog_near", ...)
fog_far shader.setDefaultParam("fog_far", ...)
fog_density | shader.setDefaultParam("fog_density", ...)
fog_mode shader.setDefaultParam("fog_mode", ...)

KRG 4 DORENZ—>

BRI ED KD ITRET 55, KR — A2 T £7,

1. BEOHFHMX v a2

shape.setMaterial ("smooth-shader", {
has_bone: O,

use_texture: O,
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BTEI—H4—-ITI7IL 7.3 NFA—=2DEIDHTHK

use_normal_map: O,

color: [0.25, 0.62, 1.0, 1.0],
ambient: 0.26,

specular: 0.86,

power: 44.0,

emissive: 0.0

)

L 77AF v EHHIA v > 2

shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: 1,
texture: colorTexture,
use_normal_map: O,
color: [1.0, 1.0, 1.0, 1.0],
ambient: 0.24,
specular: 0.82,
power: 40.0,
emissive: 0.0

)

1. 77AF v /) —<~vy TRHHTIHNA > 2

shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: 1,
texture: colorTexture,
use_normal _map: 1,
normal_texture: normalTexture,
normal_strength: 1.0,
color: [1.0, 1.0, 1.0, 1.0],
ambient: 0.24,
specular: 0.92,
power: 56.0,

emissive: 0.0
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BITEST—4—ITI7NL 7.4 SmoothShader D REPIEE & WebGPU DFi=

)

1. AF =27y ) —<~y IERHHATES

shape.setMaterial ("smooth-shader", {
has_bone: 1,
use_texture: 1,
texture: colorTexture,
use_normal_map: 1,
normal_texture: normalTexture,
normal_strength: 1.0,
color: [1.0, 1.0, 1.0, 1.0],
ambient: 0.35,
specular: 0.80,
power: 40.0,
emissive: 0.0,
weight_debug: O

B

IS DEIE S 5 ¥, F72E WX has_bone, use_texture, use_normal map. B &
LT 7AF ¥ DIEEDATHZZebh D %3, Z4D SmoothShader DaETIC & 2 FfiE
HETT,

7.4 SmoothShader ®DRERHEIE X WebGPU OFls

SmoothShader lF—2D> = —X—THHRH5, NEICKEDELZ T —X% 3 DDA
A ¥ R 70— (bind group) IZ7HEELTWVWET, ZAUT KD, Ml EMRZ REELL TVWET,

« group(0) & AT, Model-View 174, Normal 174, 74 +. =7 U 7 LAREL,
flags. fog % draw Z X IZEH L E T,

o group(1) & R—RT 7 AF %, /—<NT 7 AF %, sampler &7 7 AF v DAL
bEZLICHEFLETS,

o group(2) & K= Ly b (R=175) % A7V ZEIZERLET,
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BITEST—4—ITI7NL 7.4 SmoothShader ®OREPIEE L WebGPU DFl=

NI #— 2 AZBIEDLEH

WebGPU D84 ¥ ¥ 7V — 7512 S % 2 8T, #lIX v > 2 OREICE VTR R
7= REREZ PR L TV E S

group(0) KEHENAMEZ L D2 =7 % — 2 (uniform) 7— &% 84 floats (336 bytes)
CIEFICEETY (dynamic offset D stride 1% 256 A MEFIZEDHE T 512 bytes & L
TWEF), —H. =Ly b (group(2)) i&. Fk 320 K— > RMEF 2 & 320 X 12
floats X 4 bytes = 15,360 bytes W5 KERH A X2k h £3,

bLINOEFE—DI=T 53—y 7 7 ITREIETTWEES. 722 X has_bone: 0 D
=R VA SR N L R BTHo>TdH., #H 15bKB A EOF—4%% GPU I2E20. 5
m@ﬁkﬁﬂy77%@1%&&@@?5;&&&6\w$#m<ﬁbiio

SmoothShader TIFLATD X 5 W ZYI D BT TWE T, * FHIX v > 2 DG has_bo
ne: O THfi#iL. Shape.draw() X setHasBone(0) DAZMUH L £73, group(?) N S:
BDER—V N Y RIN—=TPED L TOoNL T, RELT—LDEZASL (vriteBuff
er) IXHELFHA, * AF =V T X v 2D skeleton.updateMatrixPalette() %
MENHY L. shader.setMatrixPalette(...) ZEBUTAZ L b YEHD NNy 7 7128 v b
PEIAAET, TOR—VHANAL Y RV —T13 WeakMap THF vy v 2 &¥h, X7 LY
TEICHAHINE T,

DFD, [ RAF =V IR > TV A HEICEWN] OTIRRL, TRF=V7%2HMHT %
HHENZH L TOA, BERT —XZHIXT 5] HEICR>TVWET, TOXI3ANA U FT
N—TZ2HRZ 1273135 2T, APl ol X 2R L7zh 6, CPU 56 GPU ANOD#LE
AR LT E 200 WebGPU ZHH L7 webg DRZERA Y v FTT,

Wireframe £ XF¥x =>4

Shape.setWireframe (true) (&, EH OHMEH%Z Wireframe ¥ = — X —I2X % line-1i
st HEAYIDEZ 272D ANTT, Wireframe [FEEEKHAT 27V 7Ly =2 —X—T
W3RWed, TIRF X, J—=ARvT FTA T4 Y IECERA, UL, HERANL
AR—=2Ly b DIV SmoothShader & AH#ICZ 2 K HFKETSNTVWE T,

BAREUIZIX, Wireframe & position 727 T7% <. normal, UV, bone index, weight DOTH
RMANZZITED £9, FMRFETIX normal & UV IXFEH L £E¥AD. SmoothShader ¥ [A
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BIEOT—H4=ITITI 7.5 EDIFHh D T —H—

U vertex buffer #§ %27 At 5 Z £ T, Shape.draw() (J@HE#HHE & wireframe i % [F]
CUHE 7o —TYIhEZoNET, RF =07 Xy aTid group(2) ITAF L2 ZTED
A=y F2E I, Wireframe DIHFA Y = — X —% SmoothShader Y[R U# 2 CIH
RUBEZZEFELTr oMM T,

Wireframe 37 27 X F ¥ 7 4 FitEZITWER AN, fog 1¥ SmoothShader & [F U 8F
)‘*-57“65‘}3‘(?\_&‘3' fog_color, fog near, fog far, fog_density. fog_mode. use_fog &

EWHEHE [ CER RS fRE2h X Z 22 M TCOEHIZILN U T fog Al L% 3, Shap
e.setWireframe(true) THHE > = —X =200 DB Z 25513, BEY = —X—0 default
WCHRE S Nz fog 2% wireframe filICH KX N F T, Z2D%D, ER% fog THRUFHETWL
% —Th, wireframe RRIZIDFRNTTFVTR R 2 RELEHIT SN F T,

DD, FIR Y 2 22T TR, A=Y TEE TS X v > 2T LTS shape.setWi
reframe(true) ZHTE LT, WAMZMNARL L TRRLEZWEGEIR, X v ¥ 2 M
IZ Shape.addPolygon([a, b, c, d]) % addPlane() Z{#l\>, polygonLoops %% L T <
72& W, Wireframe | Z DHIN— 7 H HHE edge Z1E2 720, fHEHAD =AEDEIZE TN
ZXAMERRLERY A, — /. M2 5 addTriangle() TIELNL=AE T —XiZ. AT
EINT=ZAFERA Y > 22 LTZDE F wireframe ARSI NE T,

7.5 EDREFHLIDII—H—

webg TIRMINTVWERER I 2 —X -V TR ZEMLF T,

2 2% FLRRAR texture | normal | bone | f&&

Shader HIKZ 5 2 - - - IREE 2 5 A H3kaK
SmoothShader FEUER 72 3D fHiE Yes Yes Yes | "smooth-shader"

Phong BEARNZIRRE Y = — X — Yes No No "phong"

NormPhong J ===y IXIGD Phong | Yes Yes No "norm-phong"
BonePhong 2AF =2 70E® Phong Yes No Yes "bone-phong'
BoneNormPhong AEx=v + )—<r~<v 7 | Yes Yes Yes "bone-norm-phong'"
Background HREGE X OEREE Yes No No new Background(gpu)
Font S ] Yes No No Text / Message T{fH]
BillboardShader | # X 7B /LA — Kl Yes No No | Billboard Cf#if
Wireframe TAXY—T7L— LR No No Yes shape.setWireframe()
FullscreenPass AR 7Tt R Yes No No AR Tt 2H
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BITESI—H4—-ITI7I 7.6 RRFOIE R CRRRE

7.6 EEFOIERCHRE
FEERFICHE D 3T WIEELICOW TR L % 5,

o TUARAF ¥ MRMINAN: use_texture: 1 IIHELTWVTH, texture f VAR Y
AZIELLELTORWEEIEHE I N EE A

o /=7y FTHNHHA W use_normal map: 1 IZHIZ., normal_texture HSIE
LEENTWBED, %7 normal_strength DMUmHIZ/NE WHIZ R o TOWRWH Zfiff
LT ZEW,

o AX =V TETIHLHN SR has_bone: 1 ZFEE LI TIIEMEL FH A, S
hape.setSkeleton() TAZ /L b YEHENHIF 6N THE D, MEEFIC updateMatrixP
alette() DIELK AN SN 2IRETH2HENDH D £7,

o TNy JE— NDEH: weight_debug ZEMITT R T4 T 14 ¥ I BERNCTRD,
VA MM OEPEHLL TR REINET, 7. backface_debug ZHMIC L 75
B, BRI T X 2B LT cullMode: "none" (A VY Z L) BRESIND =0,
WHEBHERE ZRZAVPELRDET, I3 TNy JEHOE-F LTYID 7T
FALTLZE W,

7.7 FH

ARETHRDEEZLIZ. BFEO 3D f#EIZB W TIX SmoothShader HIEHER L H & LT
AT 22 TY, #A Yy a, AF=0F, /=AYy TOFTRTE—DDA[ ¥ X—
7 = — XTH\, has_bone X° use_normal map EWo 77 77 TYIDEZ 5GEHTR-T
WET, ZAZED, YIS U TEFDY = — & =2 W31 5 FRBIET ET,

— /T, ElErF RIS V7 N7% Phong ¥ = —X—2AIMTT, £7. SmoothShade
r BERRETH D BB O/mOART + = Y AZHMERTE TV L DIE, WebGPU D81~ F 27
N—TZiEHL. EFHEORL 2742 (BRERI=7+—LLEHBRKR—V Ly ) %
SHELTEEL TV ST,

COWEXPHMBELTBLLZIET, 5Oy N a—FRT A a— RFDORABREN LD
2= DET, RETIE. 2HhbDY 2 — X —DNEPEELHMET 2 7-DICFA R
WGSL OFAFICOWTHEHL 3,
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B8 HE

WGSL D& B

ARETIX, webg DIFHENL S = — X —T&H % SmoothShader. js ZHHEIZ, WGSL Dk
it CPU 7256 GPU ANDF—X 70— L £,

WGSL % @A < BROEGE, BT ZIES 2 & Tldz <. NavaScript fI TaE L 71H
D ED KSR ZE > T GPU DEDERICEET 500 LWS 77— 70 —%2{EEY
52Z2HHET, WebGPU Tld, Z D#EEEDS Ogroup. @binding, @location &\ 7/
T a Il E o THIRITEBR SN TV T,

8.1 CPU»5 GPUADT—470—

WebGPU 12812 7 —Z2 DI, KEL DT TUTD 3 EED AT v S THEEXNTY
3,

1. CPU flIThOfED{FREF (JavaScript)

¥ 3. shape.setMaterial() *° shader.setLightPosition() 72& D XY v FHIEIN
¥, {BlE> = —&X—2 7 AND Float32Array (this.uniformData) DFFEDA 7+t v b
(OFF_LIGHT & ¥) WKEZAENE T, ZORETIX, 7—XI3%E72 CPUDXEY LIZH D
S
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%5 8 = WGSL 0iid A 8.2 VY —ZEHDEHA © Group, Binding, Location

2. GPU XEVUADEGX (writeBuffer)
XIZ. gpu.queue.writeBuffer() #/ L TC. CPU L7 —%% GPU LOHHANY 7 >

(GPUBuffer) " abt—XN%x 3, ZHUTXD. GPU MEHICT 7t AA[HEXR X £V fEEIC
T—XZDEEINE T,

3. x—4—TnER (WGSL)
%I, FEERTIC passEncoder.setBindGroup() 2SI 2 Z & T, GPU Ny 77 &

WGSL NOZEBDHHT o E S, Z4uck b, WGSL T u.lightPos ¥ atik L 7zFRIC,
FIZEFE L TNy 7 7 ORPEDNED HEIHAHINE T,

8.2 Y —XEHZDHEHEA : Group, Binding, Location
WebGPU DV Y —ZEHEIX, [WERDZF 7 4 v 7 2 APL L1382 % RS 28> T

WET, TNEHETLIEDI, 740K (U—F) - 2ay b (N, VF4v0) —
F—&R]| LWVWIHIA XA —ITIR_ZTLIEE W,

@group ¥ @binding (HEBV Y — X DIEKR)

@group ¥ @binding I, CPU flITIERK L2V Y =R (N 7 7R T IV RFv) 2>z —
K=/ T 272D HEFT DES5BBDTY,

o Ogroup(g) (7 ANK) : VY —RBFELDRRERIN—TTT, webg TlE. 77—
ROEFHE ) ICXKoTIN—=T 2RI TVET,

¢ O@binding(b) (Rmv ) : Z)—THNOERIOERTT,

SmoothShader TlE. U TD X5 Ic&ZE 2L TEHLTVWE T,

gIN—7 | 1&E EEE BEBHRUY—2X

group(0) | MEIZ OFE | IFEICEV | [T 74 M. v TV T7URE. 757
group(1l) | 77 RXAF ¥ HRE | TIEE PO TI7— R=RATI7RXF v, J—=IL<v 7
group(2) | AZ L+ URE | K~ A=V vy b (BITHIOEA)
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% 8 & WGSL oifid A 83 R—=2NL v FREED X )y b RE

A&7 WGSL f

// group(0) @ 0&FEXMOw MIC Drawlniforms HEEA% KT

@group(0) @binding(0) var<uniform> u : DrawUniforms;

// group(l) M 1HFERXOW MMIN—ITI RF v Z&E#i
@group(1) @binding(1l) var myTexture : texture_2d<f32>;

// group(2) @ 0&FEZXOw MIR—2/NLw bZEHt
Q@group(2) @binding(0) var<uniform> skin : SkinUniforms;

Q@location (N1 FS51 VAREBDZEIFTEL)

egroup 2% '4HER (CPU) 225 GPU ) ORI TH 2 DITH L, @location & TGPU AN
HMORTF—YM) TTF—&Z2#I70H0 [HHR) T,

1. HRANY 77 - HRY 2 —&—: CPU poiEoNHE T — & (BBIEL ERY) %
@location(n) TRIFTHLD %3,

2. HRYz—K— 5 777X bz —K—: HEY =z —X=0FHE L AR %Z elocat
ion(n) WEETEDHTE., GPUDBEZE LI L IMEEMHEL. 757X by z—
R —~NJET 9,

A Tr—4270—4

o THRAJI: @location(0) position : vec3f — JHWN NNy 77D 0 HFHDBEMEZ HiA

ATp,
o HAH] —» 757X M AJ): HRY = — & —"T output.vNormal = ... & L. %

% @location(1l) vNormal : vec3f TXZIJHL %,

8.3 R=YNLyFrREEDA )y bRE

SmoothShader DEEFI THRIDEER DM, R— %L v b (group(2)) ZMMDL=7 % —
2 (group(0)) 2 HTHEL TWAHTT,
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%8 8 & WGSL O&d A 8.4 WGSL D% : X LiEH

BERHITZIDD (INTF—I 2 ADHR)

A= XLy MNET =280 IFEFITREL, &K 320 KOR—-rZ2/ 55, £ 15KB @
T—=RIZKEDET, —F., TH T4 MNMEHZ ED DrawUniforms 13 ENNA MEE L IEE
WCEEE T,

bLINDLZ—DDI =7 (group(0)) IKFELHTWEEGE, [AF =0 72 lbRVE
Wiz iR 2HET % & TX 2, #H 15KB DR —rF—&% GPU KEXET 50, BEX
BNy 77 BfAZ TS 22212k, RIEL DT,

SEEIC & B EREEDIEEA

SmoothShader Tl. N FIZIE U T group(2) WEID Y TEZ2 VY —RZYHEZ TV
R

o AF U TRy aDHE: FORT VN VEHHADKR=-Y Ny 7 7% group(2) 1T
LX7,

o FNRX Y Y 2DBE: BTOHMNRA Yy > 2 THETZ THEIEDIFER - Ny 7 7
(defaultBoneBindGroup) | % group(2) IZHEE#HIL 73,

AT E D, BRIX Y Y aDEICBWTIE, R—YTF —XDEEEI R M RELIIERI

LoD, ¥z —&X—fl|TIZHIZ skin.bones LWHFEILA VR —T7 = — ATk TE 3729
a— FoHHgb e Ed b2 FFHICERL TOWE T,

8.4 WGSL DOXi% : X LEH

Yx—X—ANOuTy 7 EHET 57010, ARSI EERML T,

EHDEELHM®

WGSL Tl&, ZEOMEIIIGLT 3 20EEF—V— F2HWiIlr %79,
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% 8 & WGSL oifid A 8.4 WGSL D3k : B LEE

*—TJ—F | HE Bz

let A% (Immutable) | —ERAT 2 e EHETER, tEMERO—RRFICZHINS,

var AlZE (Mutable) HOE X2 D AMRE, BIRN T ORI EIRRBO RIS 3 %,

const TE# (Constant) AV RANFICRES NS H, TETHD. XEVMRBRL,
HITEHESL

DI — T Y ol 7 v —1%, JavaScript ®° C SRBISEWEX T,

AT (if, else)

if (condition) {

// BEDFEDIIE
} else {

/] BDIZEDIIE

SMEIR (select) ¥z —X—TIE, if WXDBTMERRT =< Y RITHELRE5Z 579
select BB ZHVWTHEZYID EZ 2 FEN LKL F T, select(false_value, true_
value, condition) — condition E7Z 5 true value %, 14725 false value %KL

S

REESR
BIRUE fn F—V— FZHWTERL, RYEOME > THEEL X,

fn calculatelighting(normal: vec3f, lightDir: vec3f) -> £32 {
return max(dot(normal, lightDir), 0.0);
+

PI—4—TZRAITNIHFHY
WGSL 1243 3D FHEICRHE L 72l A2 A A BB B EICHE I LTV E 5,
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% 8 & WGSL oifid A 85T —H—NA1TS51 U DIEE

EIE3E &E R

dot(a, b) AFE 20DR7 PLORTH (5474 ¥ 7OBEELRY)
cross(a, b) P4y 2 DDNRY MIVITHEEBELRNRY ML (HEROFE 2 YY)
normalize (v) IERE N7 MOEZ%R 112525 (FRARZ FILOLER)
reflect (i, n) S5 ABIRZ PV i B n CTRETSE 2 (BEm RS
mix(a, b, t) MWLM | a2 b %t (0~1) TREEDLES (LOTL Y F)
clamp(v, min, max) | #PAFIR | EZ —EOHEMHNICIND 2 (LOEIFIFS IE)

85 Sx—H—NATF1DEE

WebGPU Offi[id, [HRS =z =X =057 77X P 2 =KX=\ T =584
T4 e LT ENE T,

IV hI)—R1L2 bDEE

HRY =z —&— (evertex) X, HR—2U0 D% EL. HEH LOY ZITEET 2 0%k
ELET, HENY 77755 @location Zil U THIER UV, EREZITHD, KIEHIC 0b
uiltin(position) & L T2V v F2EMEELH L %7,

777Xy b¥x—X— (efragment) &, D ORINDHEL 7 LAL—D0DODUERE
LET, HAYz—X—02oMBEINTELNTERT —XE2ZITED ., HEMIC @locatio
n(0) "\ LrotEErH L ET,

DY —-ZADZRIFELET—270—

SmoothShader Tlk, D VT X — X% params ¥ flags £\ o7z vecdf BOFIZE &
DTHRMHLTVWET, HlZIX u.flags.x 23 0.0 I TRAFI =V 7OFRZHEL TV
T3, AR, u.flags.w (/ =<~y PHHT7 727) O kS5 hididxE B2 5,
[JavaScript Il useNormalMap() XY v FRZDEAZFZHZITVWE] LFEFDIFTLE
W,

F 72, WGSL 1D @location #HE 3. CPU | shaderLocation /& & 5EEIC—H LT
WEAIRENRHDET, COBSLFEERRITE. 74T 4 VIHENIRERER 257
. FEIDETT,
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% 8 & WGSL oifid A 8.6 A=7 x—L/Nv 7 7 CPU flDORIGATIF

8.6 A=7#—LI/\v 77k CPU DO {FF

SmoothShader Tl. =7 + —2MEAEDOHIZ, 1T HT7—. RTX—&K, 75 THk
BhA 7€y PTERINTVET,

struct DrawUniforms {

projMatrix : mat4x4<f32>, // OFF_PROJ (0)
viewMatrix : mat4x4<f32>, // OFF_VIEW (16)
normalMatrix : mat4x4<f32>, // OFF_NORM (32)
lightPos : vec4<f32>, // OFF_LIGHT (48)
color : vec4<f32>, // OFF_COLOR (52)
/...

Ire

AR BEDOARAL ~ Mid. JavaScript flld OFF @8 WGSL OHERDIER ZES LA
b¥E5Z T3, HlZiX, setLightPosition() 23X 5 &, this.uniformData @ OFF_
LIGHT (48 ZH D float) EH Eh, Z4d WGSL @ u.lightPos & LTHNX T,

87 TUORF¥H2UT) I D

SmoothShader Tld, R—RXAT 7 XFx & /) =<)L ~<v F% group(1) TEHTEHLT
WEd,

BT T DEF
WGSL TF 27 2F v+ 2 5 @EMET 5Bk, UTFO &SIl L £5,

let texColor = textureSample(myTexture, mySampler, input.vTexCoord) ;

I THEZDIZ, myTexture (HET —%) & mySampler (JEK - fa/hDfif /7)) @ 2
D%ty P THETS I L TT,
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% 8 & WGSL oifid A 8.8 /—<I ¥ vk TBN 175D {1 H

textureSampleLevel D{ELVSFIT

SmoothShader @/ —</L~v v FLBTIX, textureSample Tld7% { textureSampleLev
el(..., 0.0) BFHXNTVWET, ZHux WebGPU @ MIE—#E#l#Hl 7 @ — (Non-uniform
Control Flow) | &5 fill#)Z k) 5 72T,

if (u.flags.w !'= 0.0) D XD RFEHTEOHFTHEE D textureSample ZHHT 2 L.
GPU DN—=F 7 27 X0 TERMEZ S -7 3 =< VAR FZHEL LD D £7, te
xtureSampleLevel 2\, I v v FL % 0.0 (REHEE) CEETSZ LT, ¥
DESBAWGRM T TCORBRL TV AF ¥ 2 TV I TELFEETL>TVET,

NLRTIN=TDF vy 218K

JavaScript ] getBindGroupl () XY v FTId. WeakMap ZHH L T7 7 X F v DilA
BOEEZXFY v aLTVERT, 77RAF ¥ DAL Y FZA—FERIEa R PG TH
270, AT 27 AF vy DiflAEDLETHIUX, DEIHER L2V — T2 WE3 ] Z & T,
i L — 7o CPU &fz i/ MRICIZ TWE T,

8.8 /—7Ivv7Fk TBN 175Dt H

SmoothShader DI ADFHHIF, X v ¥ 2l [HH#R (Tangent) 7 — & ZFo TR T
b, /=<y TPRHBMNMDOEY (77vy box—T4 V7)) ZEBHATE2HIIHYET,
CZTHEWCRZDHMN TBN 2 WH ST,

TBN & (3 fah
TBN &i&. Tangent ($#%). Bitangent ({E##%). Normal (JE#E) @ 3 DDXZ LT
RN SN2 R (REXZ P V) O 2T,

=A<y TOEZEIMIRIEINTWVWS RGB fHix. TZ0H26 R T, b 5HIIER
DENT WS ) EWWd a—)Ledja (#2200 / Tangent Space) Zil#k L TWXJ, -
J ==Ly Z7OHRTO k) FICHEICH U CTEERAHE (RZ kL [0, 0, 1]1) TT, -
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% 8 & WGSL oifid A 8.8 /—<I ¥ vk TBN 175D {1 H

3D ZEHTD k) FEFADEER LD 072D LTWB 7o, BN K o THIADPRR
hxd,

HL, /—~Ivy TOEEZDEF 3D R TH-TLES &, EF A RMEI - &
WHDOHB D AP FERRMER D ES, 22T, [727XFx LoAM) % TBHEOET
NDEZICEDELAA ICERT 270 0EEATH| GREER) BREIICKRD £3, 20
TBN 174 T3,

T, B, N #hEhonizdl

TBN (&, HD FiCE» N TRFTZEESR) OX57%d DT, - N (Normal / {E#R): H
DORMEDHEEICEZHLTWENY ML, - T (Tangent / #48): 727 AF vy D U A (14
Jil]) 2o 7R Fv, - B (Bitangent / fEHERR): 727 2F ¥ D V JiE (HEF51A) 1o
o7 by N & T OMFICEBERTFTT,

ZD 3 DODRY bLENARTITY] (mat3x3) 12325 2 2T, EREM»O Y 2 —2B0 (F
7237 — L RZER) ANDOZEHAR[EEIC I D 5,

M5ric & S TBN 175D BEERK

HH. TBN ZHET 2 WITET AT —XIZEAN» S HHR (Tangent) ) OE#RZFi/-ET
BABEDPDHYEF, LH2L. SmoothShader TIE 777 XY b=z —X—NT dpdx & dpd
y EWS B R L TWE T,

let dpil
let dp2

dpdx (input.vPosition); // EELED X AEANDUEZEIL
dpdy (input.vPosition); // BEIELED Y ARAANDMUEZEL

ZHUE, TBED 72 e HERT, UV B MENE S L Lz 2ETET S22 T, #
(D) et (B) 27205 THEH L, TBN {75123 2 FIETY, ZOREITREHE
LEOTRIZED, 2=V - 1IEMRER T — X DML T LI, HOWEHRX v a2ll
J—=N<y TEEAXELZENTEET,
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% 8 & WGSL oifid A 8.9 AF* =Y/ DikE

Yr—4—RTONETIO—-

SmoothShader. js Tl&. BN FOFIETHE MTOATVE T, 1. X7 LD
. 727 2F ¥ ok iiAiiA, 2k [-1, 1] OHFICERL T, HERZEMTOERN
27 PV Titangent Z1FE T, 2. TBN 1751 DR W0 B% 5157 T,B,N ZflA&HETIT
FIVER L £3, 3. BEIEZAHE: fyiew = TBNATH] X Tiangent (& D /=<~y 7D i
T 2FEED 3D M TOIELWERAGRNEIR L £5, 4. 74 7 4 Y 75IHE: ZOZEHBED
TR Mlyiew 2V, b DA (W) ZERELTEBEZREL X,

239 box—FTo 2 IDRERR

RO K 57 Fa—F Z v, u.debugFlags.y (flat_shading 75 72) AR
Lad, HREROMEZEAE L T, ZAFOHERZERENL $7,

nnormal = normalize(cross(dpdy(input.vPosition), dpdx(input.vPosition))) * facing;

2 ODWHRZ FILDFE (cross) ZHR Z ¥ T, ZOHDIEMERERELIEONET, 2
kb, e —RYITVETILDOEI BRI A7 LEHBMOREY 2, ¥ x—X—lORE
—OTHYIDEZ 2 Z L BA[RET T,

8.9 XF=2IJDF:

AFx =V 7, group(2) KEEBEIN/zR—2 Ly P2FHLT, HERY =z —X—T
ThbihvEd,

E#ENL Y PR

SmoothShader Tid. 1 RDKR— 174 (4x4) ZZDF ERFFE T vecd x 3 DIFXTHE
fELTHREFLTOE S, Z4ud 417HD [0, 0, 0, 1] E WO REEMEZRAL, X7 — X
HZHIRS 570 TT,
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% 8 & WGSL oifid A 810 41 FIvIF Ty FMLELBREHRBEDREL

EaZRO70—
HFRY = —&— (vs_main) T, U FOFETHEHRZEFEIETVET, 1. K—rOHliH:
JEREY index (K—2#FS) %, skin.bones AiHID S 4 RKDKR— 4752 MIH L

¥, 2. Vx4 FAK: BR—1THNC weight GZEE) 2HIabE, ZOHEHAHEHOE
474 skinMat ZAEER L £3, 3. PEIEAHL: JTOTHMEREIZ skinMat ZHMNY. 2D view
Matrix TV o —ZEEALTHL £75,

810 HAAMFZvoF 7€y MILBAREREDREL

12, SmoothShader W RKED A 7Y = 7 b % E#ICHIE T Z 2 O MAHATH %
(XA FIv 747y M) WKOWTHIHLET,

BEXGE—NyY T 7DEHR

BHE. 79527 22122275 —20 Ny 7 72BN T 5 . #EH DR setBindGro
up ZMUOHIHENDH D, CPU AP E <KD £3, SmoothShader Tld., maxUniforms
(2048 7)) DT —REHEMNTE B2 —DDERBANY 772 H oD UDIER L TVET,

7ty MCEBBREYIDEX

HHFFC, ZOFTI 27 bRy T 7D EIhET—EXDBEE>T0WE0] WS F 7
v b (BtANE) FIEIEELTAL Y RLET,

 JavaScript fll: passEncoder.setBindGroup(0, this.uniformBindGroup, [offse
t1)
« WGSL fil: feE&hi=4 7+ v b» 5 DrawUniforms HiEKRE LTF7— X2 HiAH T,

COFEIZED, No 770U BZ (N4 2 F) BHEEACHES L. GPU Oo%4 75
A U ERNBRNCHEEH I TVWE T, SmoothShader ® uniformStride A% 256 N4 MEEFIC
BbELNTVWE DX, WebGPU DIEHETE A F I v 74 7€y M2 DIRHFITHE S5 BED
HBIHTT,
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% 8 & WGSL oifid A 8.11 Fr & : mEDFIvIURL

8.11 Fr® : ZHEEOFI VIV
SmoothShader %A < B, IR OMNTHEEEL TL 72X W,

1. 7—&ZDAD[: Setter — uniformData (JS) — writeBuffer — GPUBuffer
2. VY — ZADFEH:
o group(0): HiEIZ L OFE (XA FIv A7y FTYUIDEZ)
o group(1): 727 AF ¥ DfAEDE (Fr v a L THWEL)
o group(2): R—> 8Ly b (AT k> ZBIZoHEE)
3. WHRDHECLHR: @location ZBUTIHKRT — X — HR =z —&X— — 777X}
Yx =Kt b,
4. FERALE: dpdx/dpdy (2 &% TBN FAERS. textureSampleLevel 12K 2L R7LY
YTV TTHIRTN S h

COMEEHFBEL TR, HEDO RS X—XZBMLED., oYy 72 h AR A X
L7=DTB3ZeDBHITKRY T,
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E9E

r—AHA—NDERE

ARETIX, webg D>z —X—%2HIZ THREL U THIH T % BRED & —4i D, Shader. j
s BAXUZDIRESZ FADELEZED XS ITHAB RNEDZRH L E T,

ARETIX, webg/Shader.js ZIIU®. book/examples/ ICHE X417z Phong ZDH 7
V. B LU webg/Background. js X webg/Wireframe.js &\ o ZRHKHMD Y = — & —
7 7 A NNERGUTHEEGR L X5,

% 8 ETIX WGSL OFtfd keI g Lzd, RKETIE CPU D7 7 ARGHIEA Y E
%3, BRI, NJavaScript fI CTRZH#EfF L. YD X 512 GPU N#ZEL, YDV 7 R
MED XS RKEZHS>TWE] WO SHEEHLIICLET,

FIHEML TEB L ANERIX, Shader.js 23HIZ WGSL @Y —2Xa— F2EHT 3700
7 RABELRVEWVWS ZETT, webg DY = —&X—27 7 AE, 4 774 VOIEHK, 2
=T 4=y 77 DEH, Nf YR —7 (bind group) DL, T 74N T T RXF %
DR, TR - DM, Z L THEROEHFUHEE T2 oFENCERLTVET, 207k
B, ¥z —X—DFEERSHT BHKE. WGSL OBEEESRIC, 772D X 5 2IREE
ZREELTWA 0 Z2WERT 5 2 LRI TT,

FRZEER DAY, Shape.setMaterial () TRE L7287 X = DREIICES = —X—D
doParameter() XY v FAJE I, ZITHE Y X— (setter) XV v FIZIRH I o0, &
BB THHIEANY £y FEhd e vwH 70 —TF, ZOMLMHAZIERTZ T, 2D
Y= —=HRA—F IR L TED LS RIREA R —T7 2 — R 2R L T2 2 03I 72
DET,

¥ 7o, FEEDLEIZIE Phong R 4 fH (Phong. NormPhong, BonePhong, BoneNormPhon
g) DEIHTT, ol Xy /=<~y 7 (2F=07) ZLT 20
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BIEI—F—DRE 9.1 Shader. js DBIBIE

B DAEDE] LW BRI AETE L THERENTE D, webg @ 3D 7V 7L % Fifig
T2 ETORLDEITERD £, RNROWKZFR;D Phong ZHm L LT, HKAEEANED LS
KRR EN TV ZIED 22T, RROZERERG IR TE XY,

(ot

9.1 Shader.js DEIE

webg DEZELK DY = —X—=3HONBE 7 n—2HELTVE T, BEMICIZ, oy =zs
> a ¥ (projection) 174 EFTILE 22— (model-view) f7H%EZITED, =7 % — Ly
77 EHL. BRBERTIRAF Y YT T =N Y RN —FITF Lo, HEHERIC GPU
N ED WS THNTT, ThsDUHEERIDS = —X—ZLITHRET 5 &, HKAEB
TNy IA T avDBADLENZa— NOEHE A EENIRELE T, £ T, Shader.
js BZhomZ G 22T 2K A LTHREEL TWVWE T,

IREZ 23, ZORKT 7 A%ZMAL, BEHED WGSL 2— R, 2=74—LL A7V b,
HHAR G X =R NA VY RITN—=TL A7, BIURRTX—XE2RMZXEZ720DD1Ey
=XV FEERELET,

Shader.js Z0M 3 23, UTOIEFCHRT 2L 2 B#DL X T,

1. constructor TY¥ D &k 5 REHKMWIILZ TV S D,

2. createResources() T GPU IicE D X5 RV Y =X ZAERL TWVWSB D,

3. getBindGroup() TX DV Y =% ¥D X S ITKERTT TV 3 0

4. updateUniforms() &L Y X=XV v ¥ Ny 77 DEDNBIZT —XZ2HF XA
ATV B I,

5. doParameter () DRAES 7 ATED X D ITHIRE A, 87 X =X PUBE X TW 5 D,

COMNTEBITAZIL T, &> —X—2 520 H5@57 v THEED) 2ARMIC
M TE%d,

FHCHEH TR ZIE, default & change £\W\W9H 2 DDNRI X —XFMFT— 7V TF, defau
1t 13> = — X —DWHAEZ R$F L. change |% Shape.shaderParameter () I & o TH7E L
FEXINTWVWEHEZMRE L X3, doParameter(param) XV v N, fEESNF—%2 v
Z—~FL. ERTOFFORH LT EHFZINATVWARD DOBEIIEE SN TV — 2 fIHHE
ANRLUE T, ZORGHT LD, 2—=F —B3FATRTDRT X - X Z2HHET 2 BB <
WELIHBZ T2 EHT 5 Z EHAARET T,

=X =R TH LW T X=X 2B 2581, B WGSL 2& iRz 5720
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FOEFEor—4—DRE 9.2 B 1 — A — ¥ LT®D SmoothShader

TEATDTT, HEDORE., £y X—X YV v FDHEE, doParameter () T D K HLALIH,
Z L TRHEIL LT setDefaultParam() fllo 4 ¥ X —7 = — 2270, XELH VT
- FICRMEXE2HEDNDD £, EHELEBMNT 2RI, WGSL 23Tk <. CPU fllo A
VR—T 2 — A WAEFRETEZ—H L T[T 2 Z 2. webg ORFEEBMICIH > DT
T,

9.2 E#>1r—4—Yr L TD SmoothShader

BTETIE, 22—V -2 8EERT 2% = — & — ¥ LT SmoothShader Z#H/M L F L
720 RETIE, FHEHRMOBM L LT Phong R 4 BEEFHLAIKRVETH, HEo7 7Y
r—3 a > Tl SmoothShader 23 b INWVEHIHZ 32135 £3, SmoothShader (&, HHHIX v
Ya, TIVARFy, 7T, RAF=UT, vaA ML, ==~y 7 HEADER,
HET Ny 7% 1 KDY = —X—IMELLEAATDOY = —X—T7F,

SmoothShader (&, HIZ Phong RDOMEEEZITNRNT 1 77 A NNEBLEDELZHDTIEHD
%+ A, Phong % 4 I EHAICHHI N TS DK L, SmoothShader (&7 7V T
shaderClass: SmoothShader %#{§%& 3 %721} C. Shape Z ¥ @ material parameter {2 X -
THIERERZUDEZ 22 2HNE LTVWET, e 2, @HEDOIRTIX has_bone: 0
DEERME L, AF > F Xy 2Tl has bone: 1 ZREL. / —~~y TR
!} use_normal map: 1 & normal texture ZIHEL¥3, 2Fbh. 77 AZYIDEZ 2D
T3 <. [ U SmoothShader ®HT Shape Z & IZHELMREZ EIRT 2 ET Lo T
s

SmoothShader ® F 7% material parameter ¥ Z DKENILLTD@ED T,

B EROFE

color & material DEARETT, glTF @ base color ., FETHRELIR—ZAAL LT
PNF g,

multiplyColor (&, color & 77 RAF ¥ 2 BMLLRICENIEDLEZRAMTT, L~ T
V7 NDEEEZR-TFTEH, 2=y POBPLREZRTOZELRL HBIZHWTWES, FAL
GLB 7 =X %2HBEDX ¥y 57 X2 LTERRL, F¥ 77X D LAKRETEZ W
BEE, color # F#HE T2 XD D multiplyColor Z{# 5 /525, JLOEKEIER H T ICHHEE
TEX3DLRETT,
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addColor (&, color ¥ texture Z &ML ZRICHE T 2T, B IRFOEFH, FAXA -
T, BERR, BAETFODONA 74 VY, TOBEZRLI-EEHZ IPEKZE LV
HWHEHLE T,

IS 0BOEMIEFIZ. BERANCLTD X 517D £3, base = color * texture —
adjusted = base * multiplyColor + addColor — 1lit = lighting(adjusted)

use_texture ¢ texture ¥, N—RXT 7 AF ¥y 2T 20, BLXULED texture S8
TELEIEELET,

ambient. specular. power. emissive &, IREDE, HHEIKH. ~NM 74 b, Fk
AODRZTTZTEL £5, enissive FRIHOHEZ IO THIIUTAWRZATANTFE S 7%
DHDET, BAEZ 0.0 25 1.0 DHPATIHVE T,

HBEENBYIDERETNY T

has_bone (&, AF =2 Z7HD bone palette ZHIDZIELEF T, AF 2 FX v aTiZ
LICEREL., BEOFNIX Yy > aTE 0 DEFIILETD,

weight_debug i3, [HRV =4 P2 TERRT 27Ny JHEEET T, R¥F =2 7 O 8 HiH
PHEER LW e 2 L. B2 ENIEEE O material e 74 74 7 & Dd v A FA]
LB N E T,

use_normal map. normal texture. normal_strength (. / —~/~v 7OEH, fiH
3 5 texture, EROMZEAETEEL £ 9, normal_strength % RNiJF % & LD THATERRIC
oOE, B2t/ —<~y AKX B MILEHRPE LS BN KT,

flat_shading |&. fEFAEMERTIEZR <, fragment 7 ZPEE@@%@%WLT%

BT 270D ETT, KAV T REL, HOMZZMRT L7 Ny JCHEHLET, &
DAL—=RAY = —T 4 Y7 TRIERERD=MEATHEE N 27D, KRV I /@ﬁf«{k’f‘ £3)
BERDIR O B2 ZAE T, —J flat_shading: 1 D ¥ Zid. fragment shader 2% dpdx / d
pdy 225 Z D fragment 23& S 5 —AIEOHER T BHMN T 2720, HZ L DAEINIE->ED
L7RZFTRD £9,

backface_debug & backface_color (&, EHZIEEETHKRL., HDMA ZX culling DM
EEMER T 27DDIEETT, ETNVO—EPEEK - TR A 255, MHEARHPICHODM
ZHER L 72V BRI £7,

fog_color. fog near. fog_far. fog density. fog_mode \&. FEHEIZIE U7z fog DL e
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BRZEELET, P—YORITEZRZHITRZI TR, EROBRELZMZ THANEZ B
5 HANCHAHTE L5,

REH : flat_shading OFIF

webg IZIFPIfE, FlatShader.js EWOMV LABHEY = —X—T7 7 A VIIFEL FE A
AL DR 2 V720513, SmoothShader @ flat_shading # 1 IKHELET., I
B3ROy 2 =R =27 FANYIDEZ 2D T2 <. [T SmoothShader O fragment shader
WTHEROBRHTEEZTIDEZ 277 T 5,

shape.setMaterial ("smooth-shader", {
color: [0.85, 0.72, 0.48, 1.0],
ambient: 0.28,
specular: 0.35,

power: 28.0,
flat_shading: 1
s
flat_shading 3X v ¥ 2 DJHR T — X Z2ZEET ., #MiHEROEMIRELZTZUDEZ 2%

B, FU geometry Z NESPICHE 2 REL THIZIZTTHRE S IRETESICHRT X
S S

9.3 Phong & x—4—D#EL L ER A

Phong & 4 MDY = — X —ZBRERNCIEE T 2 2T, ZOMES KDL D $7,
BEARETH % Phong 12, /=<~ v TZ2ATDH NormPhong, A¥ =27 %R T=DH
BonePhong, % L CZDili)jZfia L7 DA BoneNormPhong T3,

AV —RTTT7 4y 7 ARXBWTHIHZERERY 21213, WHERERZEYICET VL (F
W&t) T 2RENDHH £F, webg TlE. MERZHR S THOHEZRD 3 DI L TatE L.
RRICZENS 2 EENT 5 [Phong shading] AL TWE T,
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IRIE (ambient light)
BN SR ZETIER L, B G CBELL TIFET 2K TT, ERIEH 5w 3
NP DGR LTHFAEL LT, ZRHZ2—HRICE Db DZEREEDLe LTRL

T3, 2D OHIIREEOFE ML, FHEMTIZIEFICHEA RD 3, B, REXD
BTN 6, YMKEEDIHS K RX 25681 T#X (emissive) | & L TIHbNE T,

Ambient

0

9.1: ambient light

LB (diffuse light)

HTHR S SR DRE D 5 D 50 2 TN RS (GEED 3 206TF, REZHS LD
BRI, HEDITANSH L TEREREA RS, HNIIEEHARD £5, Zhd. YiED
RIS 5 AFEDEEM T DR E SIZHBIL 5,

Diffuse
T2 7
o

&
e —7

9.2: diffuse light
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FRmRa (specular light)

ARF 27 (specular) F7213 N4 74 b (highlight) ¥ HPFRENE T, LD SHLRENICA
BILU7ED—HD, BD X S ITRED AN T 2T, AFOEOAEIC X > TRAT S
FAEBENZL. REOHHEICE-> T, REDO LS ZHLARMNT 2558, 7R Fv 7
DESWHLRFNT 2H5EDDHD ET, TR =KD power WARELRBIFY., RIEEDOH
FFEE D, BS54 M2z b ¥3,

Specular

9.3: specular light

EIRDOHEFE

YARDESLIIAE, BINICA 2 ) = VIR RENEH (7)) b LTIRES N E
T, lx D7 MIHINT 2YARRADRZ XY bV V. ROGHEOEIEZRXZ MLV L & F
%Y. REODRDSHFUTED S AFHENRT b L -V TREF T, DA (BB
ERICEHE ) D256, RAD KD SHAIZFAD SRR bLid -V 272D £75,
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9.4: Phong shading

HDEFRRZ bV N E ASHHERZ ML L =V A b IZEMRLIRTWEIBE, ZONE
dot(N,L — V) DMEROEDIEE L 2 D £ 3, £/, KEEOREIX, SRR T b -V 2 &5
HARZ bV R OAE ¢ OB LTRkdDohFT, ZOBEE LT cosgp ZHWS Z & T,
FREDAMETHF 7 ) IR ERITE, ZOZLDOF X% power 28T X — X THIfHI LT
WE 9,

Phong MRERAT > k

Phong (3T RTOLIEMEL 225> = —X—TF, FHOEEIE. £3 Uniforms MG AD
R¥F5 %7 — &, doParameter() DMUH Ty X—XY v ¥, ZL T WGSL flIC params
0 / paramsl DED XS ITHHZIN TV 2 2R L T E W,

Phong D 87 X — &%, FRABRELEDT-DIT vecdf BICZF O HNTVWET, XX pa
ramsO (Z!F ambient, specular, power, emissive %3, paramsl [Zld useTexture, backfa
ceDebug R EDMEMNEINTVWE T, JavaScript ] setAmbientLight() 2% params0.x {2,
setSpecular () 2% params0.y IKMET 2L WVWH X512, £y X—& WGSL 7 4 —/)L KOxX}
JOBARZ B L CHite L B R L — 12 D %3,

Phong I FFEHMLEARS = =X —TH D, VHTERIK, KREDEARF 7Y =2 ML #E
HAENEST, 947420, T7AF v, 757, TIvT T, ARF 27 LW\ o 2FRKRE
FPHBLTEBD, AF =0/ -y 72R0EY LZWGHICRE TS, ZOKRENX.
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ETNE 2 - XN/ position & normal & HWTHLAURS & HHIKM ZEHH L. X—2
TIAF v ZBML, BEINCT + 7 2BEH L THBEZIRET LI L TY,

AE R O R NREFNILLT D@D T,

import Phong from "./book/examples/Phong.js";
import Shape from "./webg/Shape.js";

const shader = new Phong(gpu);
await shader.init();

Shape.prototype.shader = shader;
shader.setLightPosition([40.0, 90.0, 150.0, 1.01);

const shape = new Shape(gpu);
shape.applyPrimitiveAsset (asset) ;
shape.endShape () ;

shape.setMaterial ("phong", {
color: [1.0, 0.9, 0.7, 1.0],
ambient: 0.28,
specular: 0.82,
power: 34.0,
use_texture: 1,

texture

)

TOREZBITZHRA Y M = 2R THA T 20REmIE Y = — X —fNcRF L. &
7Y FZEDHEK (%7 V7)) X shape.setMaterial () % U T Shape filiCiE L T
WEHRTT, EELDKRA Y M, setProjectionMatrix() X setModelViewMatrix() &
@ty &—t, Shape TE DfEFI T X — 22 XA L TEHT 5 Z T,

LURIZ. book/examples/Phong.js DJHMY = —X — vsMain £ 757 XV bz —K—
fsMain Z#H# L 9,

Qvertex
fn vsMain(input : VSIn) -> VSOut {
var output : VSOut;

// 1. ETILZEM®D position % model-view 75T MAZEM (RAEEEZER) NEH#T 3
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// C CCf87 worldPos IF. COYT—4H—TIE TAAXASHSR EIE] LT
// LBED S A T4 0T #T DEEIZHS

let worldPos = uniforms.modelView * vec4f (input.position, 1.0);

// 2. $BRZEED position & T 5IC projection T TY U w FEMAZIET S
// CDERITHARENGEELEOERMUBE LTI AT YPANES

output.position = uniforms.proj * worldPos;

/] 3. TRz —RZ—RITRARARER T+ JERZHETE 5L SIS,
// HARTEEDOMEZ €D X FEEA varyings E L TEY

output.vPosition = worldPos.xyz;

// 4. EfFD normal 177T BREMAZTHRLTHSET
// ERRISNEB C B > TEITBREOLEZRITRV® w=0.0 THITS

output.vNormal = (uniforms.normalMat * vec4f (input.normal, 0.0)) .xyz;

// 5. UV ICOBRBETIIMIEYS. EDFXTSITAY MINET
output.vTexCoord = input.texCoord;

return output;

@fragment
fn fsMain(input : FSIn) -> @location(0) vec4f {
// 1. frontFacing ZRT. EECIIEEHAZRIRT D
// MEBERICEDEEDERZFES . BEERALITS AT IHRELT
// FERAICESRZIH. CCTAZTZE3X3
let facing = select(-1.0, 1.0, input.frontFacing) ;
let nnormal = normalize(input.vNormal) * facing;
let backfaceDebug = uniforms.paramsl.y;

var litVec : vec3f;

/] 2. KRR ML 2D
/7w = 0.0 DESIFRLRELT DERME - 755X MIES ZELV.
// w==0.0 DELERFFTHABDZEDEFERLLTES
if (uniforms.lightPos.w != 0.0) {
litVec = normalize(uniforms.lightPos.xyz - input.vPosition);
} else {

litVec = normalize(uniforms.lightPos.xyz);
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// 3. BERAMERNNT ~LzKDB

// FHRZEFMTIREAASIFRRUICVSEHRBD T,
// 730Xy MIBDRMNEEHRITHRICE S
let eyeVec = normalize(-input.vPosition);

let refVec = normalize(reflect(-1litVec, nnormal));

// 4. AZTA—LANY I LTHBMEEZWMOHT
let ambient = uniforms.paramsO.x;

let specular = uniforms.paramsO.y;

let power = uniforms.paramsO.z;

let emissive = uniforms.paramsO.w;

var diff : £32;

var ispec : £32;

// 5. EAMETRITNIBEOHLERS + REARNZAET S
// emissive != 0.0 DX FIFRBZRITHVRIYE L TR
/! IEBUEF T EREINIC 1.0 - ambient HHAFHED
if (emissive == 0.0) {
diff = max(dot(nnormal, litVec), 0.0) * (1.0 - ambient);
ispec = specular * pow(max(dot(refVec, eyeVec), 0.0), power);
} else {
diff = 1.0 - ambient;
ispec = 0.0;

/] 6. TORFYZESIHBEIEIY T UTLIBZN-IBABITEDES
// alpha ICIE TR=ZBREIFTESD TIXFvEZHATZD O
// REHRCLTOERLHFLETVLS
let texFlag = uniforms.paramsl.x;
var color = uniforms.color;
if (texFlag > 0.5) {

let tex = textureSample(uTexture, uSampler, input.vTexCoord) ;

color = uniforms.color * tex;

color = mix(diff * uniforms.color, color, uniforms.color.w);

// 7. ambient + diffuse + specular ZHHL TS T Y JEBDBZES
let 1it = vec4f(color.rgb * (ambient + diff) + vec3f(1.0) * ispec, 1.0);
// 8. THTFEZERDD

// linear fog MY Fld near/far X THFEAMERL.
// exp fog ML FlF density ZE-IBHRRICT S
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let fogDistance = length(input.vPosition);

let fogNear = uniforms.fogParams.x;

let fogFar = uniforms.fogParams.y;

let fogDensity = uniforms.fogParams.z;

let fogMode = uniforms.fogParams.w;

var fogFactor = 1.0;

if (fogMode > 0.5 && fogMode < 1.5) {
let fogRange = max(fogFar - fogNear, 0.0001);
let linearFactor = clamp((fogFar - fogDistance) / fogRange, 0.0, 1.0);
let linearWeight = clamp(fogDensity * 50.0, 0.0, 1.0);
fogFactor = 1.0 - (1.0 - linearFactor) * linearWeight;

} else if (fogMode >= 1.5) {
fogFactor = clamp(exp(-fogDensity * fogDistance), 0.0, 1.0);

// 9. BEERTNYIHEMES. BEELITZEEBTRY
// ATV RELDD TEANHTVE D ORESRZEBET D&
if (backfaceDebug > 0.5 && !input.frontFacing) {
return vec4f(1.0, 0.0, 1.0, 1.0);
}

// 10. RRICTATBESA T4V TBDE%Z fogFactor THIEIL THITS

return vec4f (mix(uniforms.fogColor.rgb, lit.rgb, fogFactor), lit.a);

NormPhong IC & % FHlIZRIZDIENN

NormPhong (% Phong ZHifiE L 72212, ZDEDTE LTANT 2 DR MERNTY, EH
TRERE, /=AYy THT IV RAF v DAL T4 Y THPEMEN, 777X by =—
H—NTH YTV I LRERE TOFERZ GRS 2UHPEA SN TVWE Z 8T,

WGSL i TiZ. %73 @group(...) @binding(...) var uNormalTexture : texture_2
d<f32>; L WA T/ =A<y THY Y —AMNERSINTVET, 20H%, 777X
Fox2—R—NT 1) =<y OB > 7Y 7| — ldpdx / dpdy 1T & 2#HR-~ 2T bv
B EOWEERNZ PLVOFERER) — [TBN 175 & 23%22[7 5 7 — v FZERA DL —
'mormal_strength IZ X 2l & W IHTUHEDHESE T,

book/examples/NormPhong. js Tldk. ZDEZHRD L HICEEXINTVWET, Z Tl
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Phong L HEDTERT 2 EE, / —<~y THRTH LA LERFe, ZLBDoRkT7 57
A Y MO ZEEHE L £7,

Q@group(0) @binding(0) var<uniform> uniforms : Uniforms;
Q@group(0) @binding(1l) var uTexture : texture_2d<f32>;
Q@group(0) @binding(2) var uSampler : sampler;

// ‘Phong‘ X DEHR:

// - binding(3) (C normal map A texture %ZiENMY 3
Q@group(0) @binding(3) var uNormalTexture : texture_2d<f32>;

@fragment
fn fsMain(input : FSIn) -> Qlocation(0) vec4f {
// ‘Phong‘ Y DES 1:
// - paramsl DE|DEHT% normal map AAICILERT B
//  x=useTexture, y=useNormalMap, z=normalStrength, w=backfaceDebug
let ambient = uniforms.paramsO.x;
let specular = uniforms.params0.y;
let power = uniforms.paramsO.z;

let emissive = uniforms.paramsO.w;

let texFlag = uniforms.paramsl.x;
let normalFlag = uniforms.paramsl.y;
let normalStrength = uniforms.paramsl.z;

let backfaceDebug = uniforms.paramsl.w;

// ‘Phong‘ Y MESH 2:

/] - EFTREINLTERERZBEELRRE LTERLT S

var nnormal = normalize(input.vNormal) ;

if (normalFlag > 0.5) {
// ‘Phong‘ Y ME%S 3:
// - normal map %Z&Hi#&. TBN {75 T tangent space N5 eye space \NRY
// WGSL /a8t :
// dpdx/dpdy HARODIE—EHIE 7 O—MWTIF textureSample HMER RNz,
// BB/RLOD @ textureSampleLevel(..., 0.0) TEEYY TZHD
let ntex = textureSampleLevel (uNormalTexture, uSampler,

input.vTexCoord, 0.0).xyz * 2.0 - vec3f(1.0, 1.0, 1.0);

// screen-space f{S3h'5 position & UV DZE(LEEHEDE L.
// tangent / bitangent ZHIEM T 3

let dpil
let dp2
let duvl = dpdx(input.vTexCoord) ;

dpdx (input.vPosition) ;

dpdy (input.vPosition);
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let duv2 = dpdy(input.vTexCoord) ;

// UV ¥ IET > 01THIR
// - UV DBHRIELTWB L 0 fHEICARD., HRERZZEICENLEL
let det = duvl.x * duv2.y - duvl.y * duv2.x;
if (abs(det) > 1.0e-8) {
let invDet = 1.0 / det;

/] R T ZBBRY 3
var tangent = (dpl * duv2.y - dp2 * duvl.y) * invDet;
let tlen0 = length(tangent);
if (tlenO > 1.0e-8) {
tangent = tangent / tlenO;

// Gram-Schmidt TEARR N ICERIEL. TBN Z2RELLT S
tangent = tangent - nnormal * dot(nnormal, tangent);
let tlenl = length(tangent);
if (tlenl > 1.0e-8) {

tangent = tangent / tleni;

Vv

// B I3SMETIBRY B
var bitangent = cross(nnormal, tangent);
let blen = length(bitangent);
if (blen > 1.0e-8) {
bitangent = bitangent / blen;
let tbn = mat3x3f(tangent, bitangent, nnormal) ;

let mapped = normalize(tbn * ntex);

// normalStrength TITEMRY normal map EIFDEELLRZFEET S
let w = clamp(normalStrength, 0.0, 2.0);

nnormal = normalize(mix(nnormal, mapped, w));

// VAF#D lighting / fog / texture &MlE ‘Phong‘ YRUARNZERES
var litVec : vec3f;
if (uniforms.lightPos.w != 0.0) {

litVec = normalize(uniforms.lightPos.xyz - input.vPosition);
} else {
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litVec = normalize(uniforms.lightPos.xyz);

}

NormPhong (&, KEDWMZMMEK LT KRR T 27-DD~7 V) 7L TT, EEORY I
PP FIGEHRREE 2R AT 2 2 HNE LTWVWE T, 22— —flITlX use_normal m
ap BEDNRT XA —XPBMEINET, normal_texture ZIHE LR WVWEHEIX, =z —&X—0
MBS 2 FHEBET 7 2 F v ZHRINCEN, / —<b<y TR R o E e LT L
¥3, ZEZ 7 —Z2RINBUETITRL, /=<~y T2lbLRWIREEZ R TR E
T3,

BonePhong IC & SEREFDEA

BonePhong Tl¥, FHCTHM Y = —X —DHICHFEH L TL 72X\, Phong & IXEAD, TH
PMERZDOEEMHHET, K= Ly FEHWTER I RICEBEANEL T,

I— FANZIX let i0 = i32(input.index.x) * 3; EWVWoLRDPBNE T, webg TlE 1
KDKR—r% vecd x 3 DIWNTHRET 2T Ly PREZHHALTWS 720, 1
BB 72 Ax4 ATHIORLE L I3FLRA RIR D £, ZOEIZ2HM#E 3 5 Z £ T, BONE_VECTOR_CO
UNT 4 7t v FHEOBERIDHHMECR D £5,

IHONERF E LT, THREANICR—Y4 Y7 v 27 X (bone index) 7 =4 b (weight)
DEENTVER] = (22T 3 —AICR—U R Ly FREREINTVWED) - HRK4AE
DR=VEEL LD XIICARLTVWE D] — EBEROEREESUELT0WE0) — Tu
eight_debug DYIDEZ 0TI v 7 ZIZH 20 LWVWHRNTEIL TL 72X W0,

BonePhong D% &HNE, THE Z & @ bonelndex & weight ZZH L., 177 L v b6 KR—
AT ER L THRZER I E 22T, ZBBRD 74 7 1+ >~ 7 FHHEIX Phong & IZIX[A
FRT3, %7, weight_debug ZHXICT 2L, VA FDifi%z RGB A TA[H{LTE, R
FoU DS EREETE T,

2 —H —fITiE, has_bone: 1 ZFEL., Shape fllicR—> 4 >V Fv 72Tz bDF—
ABEENTVWE ZEDHTHEE R D £9, Shape.endShape() I, AF =V X v a2l
BIZHEHD NNy 7 7 24 L. BonePhong D %4 774 VI ZNZHi$EE LMWK - T
WEg,

book/examples/BonePhong. js Tld., Phong XL T K=V A YTy 7R/ vz bOD
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ERANZBIML, 227 4 —AICR=28Ly MR HRI LI 4 RETOR— 175
ZEMLTHOEHDIAT 4 Y INET ) L0 ERHFEESNTVET,

struct Uniforms {
projMatrix : mat4x4<£32>,
viewMatrix : mat4x4<£32>,
normalMatrix : mat4x4<f32>,

lightPos 1 vec4<f32>,

color . vecd<f32>,

params : vec4<f32>, // amb / spec / power / emit

flags : vec4<f32>, // hasBone / texFlag / weightDebug / backfaceDebug
fogColor 1 vec4<f32>,

fogParams : vec4<£f32>,

// ‘Phong‘ Y DE%:

// - bone palette % vecd x 3 B TFRLHTHFD

bones : array<vec4<f32>, BONE_VECTOR_COUNT>,
T3

struct VertexInput {
@location(0) position : vec3<f32>,
@location(1) normal : vec3<f32>,
@location(2) texCoord : vec2<f32>,
// ‘Phong‘ Y DEH:
// - skinning FA® bone index / weight ZiBMMT 3
@location(3) index : vec4<f32>,
@location(4) weight 1 vec4<f32>,
+;

struct VertexOutput {
@builtin(position) position : vec4<f32>,
@location(0) vPosition : vec3<f32>,
@location(1l) vNormal : vec3<f32>,
@location(2) vTexCoord : vec3<f32>,
// ‘weight_debug‘ FIC. 5TEH 3 AD weight ZEDXFTET
@location(3) vWeight : vec3<£32>,
Ire

Qvertex

fn vs_main(input : VertexInput) -> VertexOutput {
var output : VertexOutput;
var mat : matdx4<£32>;
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if (u.flags.x == 0.0) {
mat = mat4x4<f£32>(
vec4<£32>(1.0, 0.0, 0.0, 0.0),
vec4<£32>(0.0, 1.0, 0.0, 0.0),
vec4<£32>(0.0, 0.0, 1.0, 0.0),
vec4<£32>(0.0, 0.0, 0.0, 1.0)
)3
} else {
// BRK 4 ZARD bone index N5. palette EDFHIRMUEZS|<
let i0 = i32(input.index.x) * 3;
let il = i32(input.index.y) * 3;
let i2 = i32(input.index.z) * 3;
let i3 = i32(input.index.w) * 3;

var vO : vec4<f32>;
var vl : vecd<f32>;
var v2 : vec4<f32>;

// & bone M 3 T.RA% weight IET TELE. HRERAD skin 175%Z1E3

vO = u.bones[i0] * input.weight.x + u.bones[il]
vO += u.bones[i2] * input.weight.z + u.bones[i3]
vl = u.bones[i0 + 1] * input.weight.x + u.bones[il + 1]

vl += u.bones[i2 + 1] * input.weight.z + u.bones[i3 + 1]

+
+

2]
2]

v2 = u.bones[i0 + 2] * input.weight.x + u.bones[il

+
<+

u.bones[i3

N
+

v2 += u.bones[i2 + 2] * input.weight.

mat[0] = vecd4<f32>(v0.x, vl.x, v2.x, 0.0);
mat[1] = vec4<f32>(v0.y, vi.y, v2.y, 0.0);
mat[2] = vec4<£f32>(v0.z, vl.z, v2.z, 0.0);
mat [3] = vecd4<f32>(v0.w, vl.w, v2.w, 1.0);

output.vTexCoord = input.texCoord;

output.vWeight = input.weight.xyz;

*

*

input

input

input

input

input

input

let pos4 = u.viewMatrix * mat * vec4<f32>(input.position, 1.0);

output.vPosition = pos4.xyz;

let normMat = u.normalMatrix * mat;

output.vNormal = (normMat * vec4<f32>(input.normal, 0.0)).xyz;

.weight.
.weight.

.weight.
.weight.

.weight.
.weight.
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output.position = u.projMatrix * pos4;
return output;

}

@fragment
fn fs_main(input : FragmentInput) -> Q@location(0) vec4<£f32> {
// ‘Phong‘ Y DES:
// - weight_debug HEX7% 5. lighting & DIEIC weight BZIRTY
if (u.flags.z != 0.0) {
let c = clamp(input.vWeight, vec3<£32>(0.0), vec3<f32>(1.0));
return vec4<f32>(c, 1.0);
}

// CDFD texture / lighting / fog I ‘Phong‘ XEIL

BoneNormPhong |- & D i#RERS

BoneNormPhong ¥, BonePhong ¥ NormPhong DIKEEZMA LD DT, HRY = —
X' —!% BonePhong D&%, 777 XY ¥ = —4&—I3 NormPhong DG Z L THE D,
R X —=ZFIT T OREZ RFFL TV T,

Ky z—Z—DRENZ, "AF=V WX BTHEHALH) & [/ =<~y 7T & % iERRlfE)
ZERHCHEIST 5 Z 2 T3, ¥/, weight_debug ¥ backface_debug DM A ZHZTED.
I b B2 O H D S MREED FRET 3,

9.4 2D/ FA—=N—LA / ANILIN—=FR> T—45—DEH

Background, Font, BillboardShader. Wireframe, FullscreenPass &\ o7z = —
Z—E, 3D =7 V7N BERIZHARTONMTI2LENDHD ET, Thbid THERERET
) Ztibd, TREEDORTRE (ME S 774 Y) 2HET L) 2L ICERIE»NT
WEJ,

 Background: HIH2APLHEFEHLOHE., BXLUT 27 XF vy EMiE (V RIEEZRY)
WIEH LT ZE W,
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e Font: ZVIZ7H7 4> b7 b7 RADSREBOEHEPHLTH D, Text ° Message 7
Z ADNERFELREDEME L o) £ 7,

+ BillboardShader: ¥ IZH X Z XA A Z LD L SITAERT 2 2ITEHLTLE
SV,

o Wireframe: X v ¥ 2 DGR T Ny FRRT 27D DMBETFELZERL TVET,

o FullscreenPass: LY X —X—%v DT 7 XF ¥ ZHEHEW - X WVICHiET 582D
MR TR L T 72 &0,

B2 Font & = — X —Tl&, XFZ & IZMEROMAEZH#HiE T 2 D TR Fl—D84
T4 VERBCEL, XA4F Iy 247y b (dynamic offset) ZHWT 7% E) [
T BB B2 2Tk o T WET, — OB REET 22 ¥ C. HUD © 2 v
t—IRRDNRT +—< AR ITIEBTXE 9,

GlassMaskShader . ZDRMICEFD THONEXT =2 —KX =TT, AHIIC glass L HD %
I, 74 PZEIRELTH I ROEREM DD 2 —X—TldHH ¥ A, FrostedGlas
sPass @ mask target ~\, 4 7 AMODHEH LD, tint &, blur DX EE%/RT alpha
ZEZANDRDD 2 =X —T7F, HEAJIZEE D Shape.draw() DRIUIFENS XS
position / normal / UV Z3ZIJHD % 323, fragment shader |& material 1% ZDF FiKL
¥3, EErHite 2k, RHOEL I ZE-oTWAEFTTIEAR <. beginMask() T scene
depth Z V72235 mask Z4MK L. D mask % FrostedGlassPass @ composite shader
DESERT 20%E5 L HELPTLARDET,

Wireframe (DSEIEEFHA

Wireframe I, X v ¥ 2 DHIZE S DTIF7 . line-list topology T edge ZHi< 7z
DYz —X—T7F, #HEANIX shape.setWireframe(true) TH D, Shape.draw() (ZilH
DYz —X—2flES5KHDIC. GPU Z&IZF v v ¥ 2 TNk Wireframe 4 ¥ A X ¥ AAY]
DEZET,

I ZTCEERDIX, Wireframe H3HIZ position 721 E#i e/ NS = — X — Tl {. Smoo
thShader ¥ 7 L& 23\ vertex buffer layout & bind group layout &2 X 5 IZE%GH &
NTVWBEHRTY,

HED Wireframe (%, slot0 2 position / normal / UV, slotl {Z bone index / weight %
ZAUTHD £, BRHEEZ D H DIZIE normal X UV IZfEWER AL, @EHEE & [F U Shape.d
raw() O 7 1 —T vertex buffer ZFHETZ 2 LK 512, HZ T SmoothShader L [F LU AT
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BRI ANET, ERAF=V T Xy 22 TiEslotl 1IT0MDDOXI—Ny 77 2EL, R
F =227 Xy aTld Shape 2ER L 7 bone index / weight Ny 7 7 2 ZDFE L L £7,

bind group d EEDHE X /5 TF, group(0) & projection, modelView, ##ff, has_bone
flag. fog . fog /$7 X =& % &t draw Z & @ uniform TF, group(1) (& Wireframe H
BCIfEH L £ AP, SmoothShader @ texture group ¥ HEE2F A X 5720, ZZD bind
group layout & L T pipeline layout IZ&®HTWE T, group(2) & bone palette T, Smoot
hShader & [AFRICA S L k> Z & @ uniform buffer / bind group % WeakMap T¥ ¥ v > 2
L%,

WGSL f|DTES Y = — X — T, has_bone 2% 0 DHHEIT identity 174 % vy, has bon
e 23 1 OHEIT input.index & input.weight 2 HHK 4 KD bone ZHEML 3, bone
palette (& SmoothShader ¥[RIU< 1 bone % vecd x 3 & L TCUHiNRZIFRZD T, i32(inp
ut.index.x) * 3D LI KA Ty FHETITIAZMDHL 7,

let worldPos = uniforms.modelView * skinMat * vec4f (input.position, 1.0);
output.position = uniforms.proj * worldPos;

output.vPosition = worldPos.xyz;

fragment shader TlX. SmoothShader & [A]U fog_color, fog_near, fog_far., fog_den
sity. fog_mode Z M\, Mtk fog AAMM L £3, Wireframe 13574 M7 27 XF ¥ 2,
bz, fog DANEIXTA T 4 ¥ 7T EADHETIZR K color THEINIMETT,
— 77 CHEBEGTEIZIA U < modelView 2D vPosition Zf 5 /=, @E I & wireframe &
REYIDEZTHEFDORZITTHRELSZLZDD $8 Ao

COMBIZED, FHIX v P2 AF =T X v adDEb 5 TH Shape.setWireframe(
true) Z[E U API T X £3, FHT skinned mesh Ti&, EHEMETHR I TV 2 EFEZEDEL
IZ wireframe 2VGEBIET 2720, AEEGZEIT oM E T, £/, Shape.drav() 1F#E > = —
KX —D default I2H 3 fog REZF ¥ v ¥ 2{8AD Wireframe 1 ¥ A X VY ANKMT 57289,
=V 2RD fog HE DM INE T,

wireframe @ edge list (% Shape._buildWireIndexBuffer () 23{ED £, polygonLoops
W A5, ARSI fEA index TIE <. JTOD face loop DANE D HARZEIED %
3, D7z Shape.addPolygon([a, b, ¢, d]) % addPlane() TIE- 7zPUMMHEIX, NHER
DA RRE T WAROINWERZ IREREINE T,
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9.5 > r—4—iRFOESHERHE

P —R—DREZEHET I ROBTEITNERIT TWGSL OEIER T TS S R0
T, BRI %)?LLV\7)< K% 1 0BINT 2858, UFOHBE IR TIESHEEZIS
REDRDH Y L5,

1. WGSL ff]: Uniforms #H&ERIC 7 4 — R ZEMT 5,

2. JavaScript fl: uniformData ¥ A XA 7ty N EEHT 5,

3. VY —RAEH: N4 Y FKRA b (binding) MEEHELZBEIE, N Y RI7L—TL
A7 b & getBindGroup() DFHEEZEIET 5,

4. IIRRE: a Y A M7 XA T a VRPN I X =2 E@mYNIERE L. BFOEEZ
WL WE ST 5,

5. MEE: ZHENAZMRTZL2HART A MY I ra— F2E¥liEs 5,

¥#1Z doParameter ) "DKM 7% 545 &, Shape.setMaterial() T/8F X — &’ETHEL
THRMEINBZNE WS REEDRREL T, ZHUIRHERNIIKOZI L, EROYIY 77
W2 BT 2 O FEPBETT, webg DY =z —X—1%, [CPU fllo 2 5 2#&%F — 2=
74— LB — N[V F V=7 — GPU i) $TH—#HD ] F57 4 2 UTHAEL
W,

9.6 AlZHW/RE - EEERDEER

a—F 4 7 Al ZHWTY = =X —Z Bk - iR S ¥ 2551 BIZ WGSL a2 — FzE
JREEZDTERL, UFDF 2y 7V X b 2RAKICIRL, BEMEMREALEELLE)DH D
3,

e XEVLATY bOEESMH: WGSL @ Uniforms 7 4 —/V REHEPLLHE
JavaScript Il uniformData VA4 XA 7ty FHIEL L EFH XN TWS D,

o NAYRKRA Y FOEEM: NV FBEEELGAE. LA 7Y MERE getBindGr
oup() DFEENR—HL TV B,

o RIX—REH: FILWT Ny 74T aryeBIMLUEE EEEEES, av X
N7 RENIHIA T X =X THINIEH I ATV S D,
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o SaatHEOHIF: textureSample () DMEUCHI LALED. WGSL D IE—H&HIH (non-
uniform control) 1ZBE3 2 HllFNHAH L TR,

o MGEERJRENE: ZHEAMREZKBNCHER CZX LT RA M =AY U Fra— RS h
TWVW3 D,

I— FEERELL T, 22—V —HBEEDIE Z 2HERTIUIHEENE 2 HWMTE 20059
DB IVIRBEITET 2R ETF, ¥ x— K —RIIET 3B, [P D5 X — R e EET UL,
YO X BRHEBENZDEE 20 WO HHZHIEIEE I e AEETT,

9.7 HRINSHRRIEF CEES
M TY = — RN ENS 1k, UTOMETIED 5 2 L 2 BBD LET,

LBTE 2Kt 7U7) THREAYR—T 2 —RA%HHRT 5,

2. % 8 & TWGSL DfiA77) T WGSL OFEARLEZ EHT 5,

3. Shader.js Z@iA. HiEME L BIKS 7 20BEI2{ET 5,

4. Phong Z#2si¥ L. NormPhong — BonePhong — BoneNormPhong DJHIZFE 7T % 77
ERAE

5. WEIZIL T T Background, Font. FullscreenPass 72 ¥ DFY = — X — 2T %,

T OICFHFMREEANEDH ST, UTOFEPBE#EL LT, - 77V 20RO TR A
Bk — %58 TWebgApp 8k 27 7V - €747y b= — 5 10
B IETAL7Ey b TR L) BEOHE 11 8 > — VY SceneJSON] - B —1L N
L (KL 4 ¥ —) D Screen. Shader. Node, Matrix DFEZE — 45 25 B Tm—L )L API
DEME) - Shape & X v ¥ 2 HERDOFFMTFIE — 55 26 & Shape & X v ¥ 2| - ud—
r VBROEMRTFIR —» B 248 [T —I x VEIRDMED 77

9.8 Fr®

ARETRIEBELZDIX, x—X—%H2 TWGSL ol 2L TTiEiz<. ICPU
DY FAKEN, =T+ —LHH, AL VRV —F FLTHREZBEEHER $TEEA
S —ODMEMNRFEEL LTIZA S 22T,

Shader. js 23H@ME 2 MRL L. doParameter ) AL —H —FIIDA Y X —T7 2 —R %
B L. Phong F 4 IR LREREZ RT L VWOMEBEZHME TSI T, Yz2—X—-0
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AARRA ZXRT Ny 7 ORRIIAEEINCH L £T,
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1=l | W AV o S D72 L (F

AETIE, ModelAsset 23E D K5 RKEZHRDH, L ORI THALZ N, RHEAINCT > XA
2@ Node, Shape. Skeleton. Animation \&EFZIN 2D %MEIH L E T,

10.1 ModelAsset |C &k 2 HR{LDRETEIE

3D ETIILDFHAAAIZBWT, ¢lTF % Collada, H 2 WIHBEFEAD JSON 72y, ANF
R E o TTF— X DRFFHECBREREDECET, OO ZDEET VX4 LI
EifsEs e, AHAEETCEAZEIKELTL RV, EEoHB(LBREICRD £3, £
Z T webg Tld, BT DEE%Z —E ModelAsset &\ 5 H@E TN T 2t 2 HRH L
TWVWET,

iz kH, ZOH%D build(). instantiate(). BEUIT7 =X =T a YEHAEX VLo AL
HE, ANERCEDLS TER—OFIETHES Z e AFack b £3, FHEFE HEHR-> T
BZDNAYR=IEADT—& GG BDd), B2V THEEAJEER 7 > X A4 LKE8 (52
) Zon) ZHBECXHIL TEETE T,

ZZTCHERARA ¥ NI ModelAsset (& Ml A 7Y =2 b TIER<. CPU fiICIEMA
fbtxhi @7 —% ) TH2 L0 2L TT, ModelAsset HIKIZ GPU Ny 7 7 RfER
RE%XRFFH 3. materials. meshes., skeletons, animations, nodes ¥\ -7z JSON Hifi
D7 —2EETRE L E T, EFRD Shape. Skeleton. Animation. Node & \Wo 72T ¥ & A
LA TV 27 MiE, BB TS build() ¥ instantiate() DEXFETHIO TEMRINE T,

CDXOIBEERHRHATAZIL T, ERUTD420 XY vy b ¥MELNFE T,
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1. TEKXOIEHL: 77 A VBER T DEEZH—0 JSON B#fEENEN L., 1 Y R—F
WUy R L2 SE2ICYI DT 2 e B TE E T,

2. FHAMGE: ModelValidator ZHWT, id ZIROTEEREIEDAR—K L Y% buil
dO AT TE, 7> 24 LI CTHREAHORRIAEESEHET SV R ZKHTE
£7,

3. BRI Y Y — AR CAR—DHEFY Y -2 TV X4 LERZINRINTHHAILT
LB TT -2 HEEET,

4, HilA VX —7 2 —ADME: 7V v T—EOHIR. JSON RIfE. X7 — LBz ¥ %,
ANz DT HBOBRIEARRTEITTEE T,

Frz, RA—E7 102y — Y NICEBIELE T 258, CORGDPRERBNZHEL 5, bu
i1d() & 1 [\EZH TV, ZOEREZHWE LT instantiate () 2 AERFKIZFOH ST Z
¥ T, GPURNy 77 DHEEMZ DD, HADETAPHI LT =X — a VIREEED
Y MATHEIC R D £,

¥/, A VYR=1MRDT—X% JSON & U TIRIFL. B S HE - MEETE 2 D FEAHW
T3, downloadJSON() %{#HH L T glTF A ¥ R—&X—DH 1% modelasset.json ¥ L THE
BTN A VR— MEROBGEES 7 — XS O HEARIERICTER T E £ 95,

BB, FHZH> TIEMUTORIZERLTLZE W, - ModelAsset HIRIZS — Y ICALE
ENEA T =27 FTIERL, FENZIE build() & instantiate() 23AZHTT, - build()
DRDEE T4 > 2% Z{EATREIRRED Z > R A4 ) THH ., £72 Space D Node YV —IZ
EHHAIAFENTWEHR A, - runtime. instantiate () XFFCHL I EIZH LWL VY AKX VR
ZRTID, A VAR VABTT =X =y a VIRBEHEA SN ER A, - scalelUniforn() &
IFXMVETTRLE, ATV b7 =X — 3 »0 translation XbHEEXEX T, -d
ownloadJSON() & downloadJSONGz() (&7 7 W HEREEEIT DL —TH D, Node.js FD
BRIBICITEL TV ERA, - .json.gz I& ModelAsset DFEEZZ X 3 ENTld7z <. JSON
XFHN % gzip A L 7R T - BB D ANA F YR MY —LTT, - node.matrix 2ER I
TW3 %A node. transform X DB INE T,
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10.2 E¥7O0—-¥220IY MJ)—KRLVE

ModelAsset -> build -> instantiate

AHRR

\

) \
glTF / GLB
ModeIAsset
) build() GPURE/N\YT 7
| imported JSON

build i 1 @
DELBHRETA VY RAY VA %EES
\/

J

validate (instantiate() -> Aj

instantiate() -> B

(instantiate() -> Cj

10.1: ModelAsset build instantiate

ModelAsset 1352722 ANERZHBD build() / instantiate() 7 B —~\HET S ANTH
D, @ build() 1% 1 B, instantiate() FERBIZFITVE T,

ModelAsset ZH[HT 2 70 —12id. KEL T TAL LNV (B ¥—) Ern—1
XL (R A ¥ —) #EHED 2 ONFELE T,

HE OV > TS NVFELETIE, Webghpp.loadModel () ¥ 7zi% ModelLoader.load() Z{#H 3
ALV (B A Y —) REPERINE T, ZoRETE, IBRHE. 4 vR—1 &
AMEMEE, build(). Z L THEICJE U7 instantiate() F T2 L THEITTE X T,

const result = await app.loadModel("./human.glb", {
instantiate: false,

validate: true

P

const runtime = result.runtime;
const actorA = runtime.instantiate(app.space);

const actorB = runtime.instantiate(app.space);

ZOBITIE, human.glb DA ¥ R— 1t & build() %Z 1 FIZZFITWV, 1§57 runtime 2>
52KDA VAR ABERL TWETS, actorA ¥ actorB X Z N2 NI L7 Node, S
hape > XAX > X, Skeleton, Animation ZHH FFTH. X v ¥ alROHEFY VYV —XZ
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build fEREITHE TN E T,

—H T, 7y V2FEITHRET GG, BEMUMEEB X O build() OFEREZREMIC
HIMH L 72 0W5E1E. ModelAsset ZEEIET 2 —1L L (KL A4 ¥ —) BENIEL TV
I

import ModelAsset from "./webg/ModelAsset.js";

const asset = await ModelAsset.load("./modelasset.json");

asset.assertValid();

const runtime = asset.build(app.getGPUQ));
const instantiated = runtime.instantiate(app.space);

runtime.startAllAnimations();

Z DREHE Tl ModelAsset A 7Y =7 M ZERMARFFT 5720, build() 2FEITTSHIIC g
etClipNames (). downloadJSON(). scaleUniform() REDANN—=X YV v FZFHTZ
E S

¥ 7z, ModelAsset.load() &, % D modelasset.json 72T, gzip SNz m
odelasset.json.gz dHtAADE T, .json.gz DFEIX. fetch THUSF L7z Blob % Decom
pressionStream("gzip") @ L. HILE NI FHN ML X T, tAAARIIEONS
ModelAsset (3i8% JSON L [R—TH 27D, ZDRD validate(), build(). instantia
te() DFEWHIFEDLD £E A,

const asset = await ModelAsset.load("./modelasset.json.gz");

asset.assertValid();

const runtime = asset.build(app.getGPU());

runtime.instantiate (app.space);

ModelLoader.detectFormat() % .json.gz % ModelAsset JSON & LTS 7=, ~NA
LAL (@A v —) BEETHRBICHAAD Z EHARET S,

Fr b, ModelAsset ZHIHT 2BRIIA T DIEF CUM 2L T 2 DRI TT, 1.
A Y R—=E—%F721% JSON 7 7 £ L7 5 ModelAsset ZHUF T %, 2. validate() 7zl a
ssertValid() TT— X DEEMEZMHZET %, 3. build() ZETL. £HEV Y X280 5
VEA LT 5, 4. instantiate() ZFFUOHIL, il —r A Y XXV X% Space
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ANFLET 5, 5. HEIZIH U T startAnimation() =° startAllAnimations() TZ Vv 7%
BAET 5,

10.3 runtime & instantiation O EHEIE

ModelAsset % build L. runtime.instantiate() T Space “\ELE L7z, VYV —2R
DFMEH (WORMIT 2 XOVWTEMT 2BELDHD T, ETNVDHAAAIIEST
T, AELIR o) Y —RZWEUNTHE LGV, HHERRLET VA LBEZDLTICTE
7% Node % GPU VY —X23FERL., XEV V-2 DK ELD £7,

I ZTHELZDIZ, runtime ¥ instantiate() OFERIFER 2 EH ZHOL WS T /KT
3, - runtime: build FAOHEERZFHFOEBETT, X v 2, HAf ShapeResource.
Node EF+. ATV VER, 7A=Y a VERTBHAHERIECREFLE S, - instan
tiate() DHiR: runtime ZIHAED Space IZE ML L7HDTT, {EHID Node. Shape -
VARV A, Skeleton, Animation ZFfDO> — ¥ EDFEKTT,

COEWIED., EMEMHOBMNEHECS T R TEE T,

const result = await app.loadModel("./robot.glb", {
instantiate: false

});

const runtime = result.runtime;

const instantiated = runtime.instantiate(app.space) ;

runtime.startAllAnimations();

/] =2 EDZDOREE T E/RFITFIEVGE

instantiated.destroy();

// runtime BEHLSERFELRWVGE

runtime.destroy();

instantiated.destroy() &, HTED Space IZELE X7z Node fAf& Shape £ ¥ A& ¥
A%ZWELE T, AU runtime 22 HEHIAZAR L TWBEHETH, 2D API 22 ITRFE
DEKDAZHIFRTE X5,

Xf LT runtime.destroy() &, runtime 23REFL TWAHEF Y Y X2 EDTIRNTEHK
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TXEET, 'ZOETLVERZEBERESHE UMFEH LWV CHKTLZBICEOCHL 3, f
ZIE. BETA L 2—TDEIICHAAATLTETIAERLE ¥ ANBZ GBS, RT7—I8K%
YO EBEZTCTIHAT =YDV Y — X% —HECHET 3 58ICETT,

GPU RNy 77D X574 GPU ]V Y —xIZ, JavaScript DA R—=TaL 7> a Tl
BIEE X 707z 8, webg Tl destroy() WX X AR HFmEBEHZEARE LT
W,

10.4 RENLERG
gITF Z&HidiAd. AL ETINZEBEET S

H—® glTF EF NV EEBECE T 555, loadModel () ZEEEIFENHE T OTIEIAR L, —
[EFAIAA T runtime. instantiate () ZEEEIFEOH TFEIMERIITT,

const result = await app.loadModel("./hand.glb", {
instantiate: false,

validate: true

)

const player = result.runtime.instantiate(app.space);

const cpu = result.runtime.instantiate(app.space);

const playerNode = player.nodeMap.get ("HandRoot") ;
const cpuNode = cpu.nodeMap.get("HandRoot");

playerNode.setPosition(-1.2, 0.0, 0.0);
cpuNode.setPosition( 1.2, 0.0, 0.0);

player.startAllAnimations();

cpu.startAllAnimations();

COFELETIE, IAX VY% GPU Ny 7713 build I cHAETNEF, —/5 T, player
L cpu WA DA VARV RATH B0, 72X = a YOFEMBESL—REILKREZ YD
REEHIZEWVCTFHLEE A

147



B10E ETITEYIESRTLA 10.4 RERLERG

1 >R — bk iFEH JSON ZHREEL TH'5 build 35

FEZD JSON 7 AR—X—DH N EFHT 255, MHEEIIC validate() 2573
BT, NERICEEZTVEA LT —TRARIHSZ D TEFE T,

const asset = await ModelAsset.load("./modelasset.json");

const report = asset.validate();

if (!'report.ok) {
console.error(report.errors) ;

throw new Error("Invalid ModelAsset");

}

const runtime = asset.build(app.getGPU());

runtime.instantiate(app.space);

validate() i { ok, errors, warnings } FRDLR—+ZRLET, =7 -
NG EIT build() ZHEIXE 2 Z 2T, id BRI AT T — X DO RN E 2 BIICE AT
£7,

1 UR=FEBETINEEAN—EGBREZHIAT

Tty FERIEDOY A X BPTHEL-WEGAIEF. DAXBMIETFTREAFVET A=Y a
HED TR —DHAITAT — L ZIBEZ3QPRELNDH D £3, scaleUniform() XZFD/=DDEHEH
AR —TF,

const asset = await ModelAsset.load("./human.json");

asset.assertValid();

const scaledAsset = ModelAsset.fromData(
asset.cloneJSONValue (asset.getData())

)

scaledAsset.scaleUniform(0.70) ;

const runtime = scaledAsset.build(app.getGPUQ));
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runtime.instantiate (app.space);

scaleUniform(0.70) &, X v ¥ 2JHE, Node @ translation, Skeleton DY 3 A ¥ MT
F|. Animation DR — A D translation Z—FEL T 0.70 ffLE T, AF =V F7ETNIZEWL
TIAR MY DAZHNESE S ER=ADFANS D, 7Ty PRRCFA—HER2EH T 5F
EDRRDEETT,

Iy T—EZHEL. ENRREZISTS

BEO7 =X =2 a v RELETAZRS BRI, HAMCZ Vv TERPEIZELTEL Z
T, EEPZAL-—XITEDLZEBTEET,

const result = await app.loadModel("./robot.glb", {
instantiate: false

)

for (const clipName of result.getClipNames()) {
const info = result.getClipInfo(clipName) ;
console.log(clipName, info.durationMs, info.trackCount);

}

getClipInfo() (& id. targetSkeleton. keyCount, trackCount. durationMs ZiXL
Yo FYRALEY—VIEET AT IO DHEREZMEFTE 2720, Ul NOERRR
R Xy MERICIERTE 9,

1 YR—2—DHH% JSON L LTRET S

glTF % Collada £ ¥ R—=X =2HNFHANCE D X ST =R EMNE L 7= 2R L2 0WiEE
%, downloadJSON() Z{#FH L T ModelAsset # 7 7 AL ¥ LTIRET X E9,

const result = await app.loadModel("./vehicle.glb", {
instantiate: false

)
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B10E ETITEYIESRTLA 10.4 RERLERG

result.downloadJSON("vehicle.modelasset. json") ;

BRiFEEN7- JSON 2 T228 T, A VR— MDAy a2, ATV, 72X —T 3
Y. Node XD XS ITIERELI N2 NCIBIF TR, TNy MR EIRL B F5,

T, ETFABAKELALZD JSON 7 7 £ U ER(L T 35E1%. downloadJSONGz () #1{f
LT gzip EfiL7 .json.gz & L TIRTET 2 Z EHAIRET T,

const result = await app.loadModel("./vehicle.glb", {
instantiate: false

)

await result.downloadJSONGz("vehicle.modelasset.json.gz");

.json.gz FHIZ JSON U4 % gzip EMEL 72 DTH D, EHIILTHUTEHE D ModelAsse
t JSON & [FA—DOWNEIZZD £75,

= G GLB/ITF B ¥ OEEAENCOWTHAE T, oTF OR v aF)I547
B=A 2 AR LTS 2o, WAHZELETVZ GLB & LTHEEHT . 5K
W= EIENE FT, —7. ModelAsset JSON T, filiH D =M indices IZH X

T, fEHDMH N — 7% geometry.polygonLoops & L THREFTZF 3, ZHUILD. webg
DT — &= Blender ¥ ® DCC Y —L . DT, MAHZHRFLEET—X%2D
MhTEXT,

L7=Do T, AEE 2 — 72— ki7% glTF ¥ —ILF = — > L E#ET 2351% GLB A EWn
TED. webg MOMREFHR R L FEESIELVWEEIE . json £721F . json.gz Z21f
M3 200%ETT,

Blender ¥ ® ModelAsset JSON Z(}EL

Blender & webg ® ModelAsset JSON (&, HH®D Blender 7 FA Y ZHET 2 Z & TH
AE#CE¥3, 7 K4 HITI File > Import / Export IZ Webg ModelAsset JSON O X
SKHREHZEML., .json BXY .json.gz DHAE LR E T,

A7 FPAVEFEIRIRX vy adF X PYOMHAEZRZHKE LTWE S, Import FfiZiX pos
itions, indices. polygonLoops. uvs % & Z &AM D, Blender ® Mesh #7327 b %
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B10E ETITEYIESRTLA 10.4 RERLERG

ERRL 3, ZDFE. nodes ODREBHIEICH D b7 VA7 + — LMFTHLBEANRS 7 (EE
{t) End7-, Blender FTIEHFEELSLTVWH—D Ay a2 LTIRZAET,

Export FfiZiE, #ER L7z X v > 2% ModelAsset & LTHINLE T, ZOEHV—IL KL
PUITHRARA 7 ENFE T, BB, HHERY 77 =X =2 a V2R R2 IR L WA,
A7 KA > Tl37%2 < glTF / GLB JER\ % ModelLoader Tt AT#EEEZ R L TL 72X 0,

%7z, Blender (Z-up) & ModelAsset (Y-up) Tl EAMOEPSRR 270, 7 F4F YA
HEC AT D 22 2 HEIAICAT W R 9

Import : ModelAsset (X, Y, Z) -> Blender X, -Z, Y)
Export : Blender (X, Y, Z) -> ModelAsset (X, Z, -Y)

Shape.createInstance() ICELBHBESAX MJDBFIA

ModelAsset ZNE B VKL A Y —REHETH->TDH, A X FVIF—EEIREL,
B, RT—NVDAEEBELIZA VAR AZERECES %1 RT3 22T, GPU Ny
7 7 DEMLERZETE T,

webg/samples/dof TlX., FE 1.0 D=y VA7 4 7 —EIHEM L. Shape.create
Instance() & node.setScale(radius) ZH#AGOETRER LV A4 XOEZRILL T
S

const sphereSource = new Shape(app.getGPUQ));
sphereSource.applyPrimitiveAsset(

Primitive.sphere(1.0, 28, 20, sphereSource.getPrimitiveOptions())
)3

sphereSource.endShape () ;

function addSphere(name, options) {
const shape = sphereSource.createlnstance();
shape.setMaterial ("smooth-shader", {
use_texture: O,
color: optiomns.color,
ambient: 0.70,
specular: 1.10,
power: 58.0
B
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FI10E EFILTEYMESVRTL 10.5 build () DFEER L ModelAsset DNERHEE

const node = app.space.addNode(null, name);
node.setPosition(options.x, options.y, options.z);
node.setScale(options.radius);

node . addShape (shape) ;

return node;

COFRICED, REBDES (RTUTARRT —L) ODEEA VAR ZNTHE,
AROENR vy ¥ 2 BRZHAEMNTENTEET, TAUTED, HEEPA v ¥ 2D KRIE
HIRDSAIRE L 72 D . 87 —< Y ADRFIENCIA L %3,

10.5 build() DFER L ModelAsset DREPIBE

ModelAsset.build(gpu) ODREDETH % runtime A 7P =7 NI, LUTD 3 EHEETH
HENTWET,

1. 7ty PHRDEFR: runtime.nodes B KU runtime.nodeMap IIFHE N L, 7 v
b h B2 L7z Node EFo

2. build FADHAF Y ) — X: runtime.shapeResources IS N5, HED Node T
HEINLHHEY ¥ — X HE

3. instantiate fED 7 > X4 L4 ¥ ARV A: runtime.instantiate(space) IZ & » THE
s, fEHlD Node, Shape 1> XXX, Skeleton, Animation,

COMEICE D, build) DFEEREEF Yy v 2L, BRER XA I VT instantiate() &
FEOCH SRR 72 23 Af BEIC 2 D £3,

ModelAsset @ JSON R F—=id. FIWCMULTFOEEHTHERINTVWET,

"version": "1.0",

"type": "webg-model-asset",
"meta": {},

"materials": [],

"meshes": [],

"skeletons": [],
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BI0E ETFINTEYPESVRTL 10.6 flz&@L THEHL® S

"animations": [],

"nodes": []

o materials: X v ¥ a2ZRT 2MEKER. shaderParams TELIIRZEZHEL
£,

e meshes: A XMV, w7 UTNASBHR AF VIEMZRFEL £9, positions ¥ indi
ces DMVHETT,

o skeletons: ¥ a4 ¥ MEE. L X b R—X, Inverse Bind Matrix Z/E&ZE L. AF=>
TAyTaDERERD TT,

o animations: FFED AT IV F Y ZEHEI R Z7-DD 7V v TERKTI,

o nodes: ETFTNVHNOELEHN, HTEIXv a2, OFIF2RT LY, BXfa—
AN ER L, BFREREMEL £7,

validate() &, ZTNSHDTFT—XHEICBIT 3 id OEESCSRES M. BiYER & %2 Mk
L. { ok, errors, warnings } JTERDFEREZIRL 3, errors IX build() OFETZHIT
LR AEEGTH D, warnings IFMERPHER XN SIHEH T,

RALHIIZ instantiate () DI N/FEA T, ¥ T Space.addNode () 23T 4L, fE%5
@D Skeleton & Animation VAEMINF T, ZAUT LD, F—D build FEERD» SAER SN
FEBDA VAR ATH->TH, FNFNRMIN L7 =X — a VEHERERZ R T
EJE N

10.6 flz@L THHIDB

ModelAsset DX E| % BARKFNCHERE T 21213, UTFDOH Y LB I T A M r—ADS N
BT,

o webg/samples/gltf loader: glTF @A ¥ K— b+, 7V v FEROEE. B X JSON
REFEOHE2HEETE T,
» webg/samples/collada_loader: Collada JER 7 & ModelAsset NIEFLE 2 7
00— %2R TE LT,
« webg/samples/json_loader: F&FH XD JSON % ModelAsset & L CTEHZmARALH]
T3,
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BI0E ETFINTEYPESVRTL 10.7 ZERDIER

« webg/samples/mmodeler: ModelAsset JSON / . json.gz DiiAEHEZ . MEH pol
ygonLoops % H§D geometry DIRIFEMERTEF T,

+ webg/samples/janken: [A]—® build FH T ¥ XA L0 68D instantiate() %
TV, 7=X— a VIRERMA L CHIEE S 2 EHIT5,

e webg/unittest/primitive_modelasset: Primitive — ModelAsset — validate
— build & WO RMERD A T5 4 VR TEXT,

o webg/unittest/compression: Compression Streams API {2 X % gzip Effi - (BT
XU .json.gz DHAR L 2R TE X7,

10.7 IEH#@/E.%:.“

ModelAsset BHEHDMKEE R ZHE - L5k T 2%, HEHH N AN, U TNOEZRY v b
THERE L TLZ &0,

o« RX—~<ZH: ModelValidator ¥ & Uf ModelBuilder DEIENMNETT,

o Xy Ta s AFXFVEHEK: PAXMNVIEBIURF UV IRMRY v 7 RHEGR L TL
7230,

o AL UEHEK: LA MK—X, Inverse Bind Matrix, BLXUI7 =X — a YOHUL
B ZHERR LT 2 & W,

o 72X =Y alEAEHK: My IOBEMMIEBIUOT VXL D7) v TERBRY v

7 %Eﬁmu LT < 71:.. \é L\
e HL A Y — APl Z£HFf: ModelLoader B UKV v PN DEEANDEELHEZL TL
72E W,

o (RIFIEAZLHER}: .json ¥ .json.gz DM/ T ModelAsset.load(). downloadJSON(
). downloadJSONGz (). ModelLoader.detectFormat (). unittest/compression %
MR LT,

Kz, Touild () R THEITARZY Y — 2 & linstantiate() T &IV XHEBRNEIR
e OBER ASICHERF T A Z e DEHEETT, GPU Ny 77 4 X b VIZHGERNCEH L.
7oX—a VEAERERSZAT L N VOBRER—X, T U 7 LVOMEBIED R EIEZHTA VA
&2 2 ZMCHAL U TR BT L X0,
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BI0E ETFINTEYPESVRTL 10.8 EEHD R/

10.8 SZRAOHNH

/DD ModelAsset IE. type. version. meshes. nodes Z#HIHH Y L THiH, me
sh.geometry.positions ¥ mesh.geometry.indices 2’IEL { EEZI N TWLHUZX build()
DIF[RET T

"version": "1.0",

"type": "webg-model-asset",

"meta": {
"name": "triangle"
i
"materials": [
{
"id": "matO",

"shaderParams": {
"color": [0.4, 0.8, 1.0, 1.0],
"ambient": 0.3,

"specular": 0.4,

"power": 24.0
}
}
15
"meshes": [
{
"id": "meshO",
"name": "triangle",
"material": "matO",
"geometry": {
"vertexCount": 3,
"polygonCount": 1,
"positiomns": [-1, -1, O, 1, -1, O, O, 1, O],
"normals": [0, O, 1, O, O, 1, O, O, 1],
"wvs": [0, O, 1, O, 0.5, 1],
"indices": [0, 1, 2]
}
}
iE
"nodes": [
{
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BI0E ETFINTEYPESVRTL 10.9 BEXE L READDLEHD

"id": "nodeO",

"name": "triangleNode",

"parent": null,

"mesh": "meshO",

"transform": {
"translation": [0, O, O],
"rotation": [0, O, O, 1],
"scale": [1, 1, 1]

ZOHE/MNE, FEXIJSONICIEATAMOHEEELTHELTOWES, 3 WEF7=X—
TavRATILE UV EEERVEARER MR L. FOREBINCAF o) vy FREMT
52T, MEOUID DI ERGIITO 2R TEEXT,

10.9 BEENEZECREADDLEDHD

ABEONRF. UTFOXHELFRBECEELTVWES, -FH 158 NIt -FH3E 13D 7
774 v 7 ADFEE) - 5 45 TWebGPU ¥ webg OfF/MEH] | - F12%F (7 =X —> a3V
-HBIBE [7=X—>arye 7ty by - 8% TAPI —%) - webg/samples/index.html - w
ebg/unittest/index.html - webg/ModelAsset. js - webg/ModelValidator. js - webg/M
odelBuilder. js - webg/ModelLoader. js - webg/unittest/compression

RIEE TS L 72 ModelAsset 1. H—DEFAZHBEERE LTKS 72DDL A ¥ —T7F,
LoL, EEO7 7V r—2a YBFHETIE, »XZ, HUD, ANWRE. 7VIT 47, AL
Xy TREEED o= 2ROUIRE) ZERTLI2HLENDHDFET, XRETIE, 20k
DDHAHATH % SceneAsset £ Scene JSON IZDOWTHEHL 3,
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118

=gk Scene JSON

ZDETIX. Scene JSON i 2R L., LOERETHAES N, €D XS L T Webghpp ED
FERANCZREXN D0 E @R LE T, 6 10 ETH - 72 ModelAsset 78 [1 DDEFT I IZ
B3 2 HERBTH > 7= DI L, Scene JSON &, ET AR TV I T4 7, A XZF, HUD,
ANEME L T —r2KouifikiE 2RHT2HDTT,

3D 7TV = a ORI, B—DET ARG TIEIRELEEA. I X TOHM
[Fl. HUD OFRHAE. ¥— AN 77 a oMbk, 7V I7 4 7RETLVORER L.
BROERZFRFICIRET 2D0EDDH D £7, webg TlE. Zh o [ — 2RO UIHIKEE
% JSON B TE D72 D% Scene JSON LN, ZNE2REFT 52 7 A% SceneAsset,
KERIZT TV —>a AN T 57 5 X% Sceneloader L EZL TWVE T,

Z 2 CTiBEELAIE, Scene JSON X F—2auvyy 72K 253260 TIERL,
HLET Io—VoREZESTT57—&) THZH2LWVWH 2L TS, BRNICIE, A X
7. HUD, AJi. V3747, 7% TEEFFHCE D XS CHBE T 220 WO B
LEBLET, F—LL— B 7L—205%E0KREORY v 7 13FET. Zhbid
JavaScript filICEIAR L. Scene JSON IZIIWIHARLE ¥ 55 O AZ K/ E 2 O EARRGTE 72D
S S

SceneAsset IIfRTE. FiAAA, WL, BIUOE/LFDODADOE LTOHRFZHW, Scenel
oader 37V IT 4 T ETNAEFA—DI—VHBETO—ANEHELET, ANKOVTH,
input.bindings TIEXEFDAZITV, EEDUMHIL sceneRuntime.createInputHandler
(actionHandlers) %3 U C JavaScript flINEINF T, X 51T, top-level D physicsSpa
ce ¥4 entry @ physics Zffi5 Z & T, PhysicsSpace & PhysicsNode % Scene JSON 7»
HILH EIFAAOBFFEE T, DF D, Scene JSON I TELE e WIHIREEZES T 58, 2 L
THEST 2 D0 RKDNRNTT, MHEREZDD DDOEK, HEsffZ OBB. #iltg. MR
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F11E -t Scene JSON 11.1 Scene JSON EADHBWE XU v

HIHEIH 260 % PHZ I v THLIRVET,

Scene JSON ZRHH T 2BE. LTFO 70 —TH&EI$ % & AL —XTF, £73. Scene JSON
F 7213 JavaScript & 7Y =7 b % SceneAsset ¥ L TatAiAA, validate() F721X asser
tValid() THEEZMEEL £ 9. KIT. build(target) 7213 app.loadScene(scene) #%E
ITLTY—r%Z2FE ML L. sceneRuntime.getEntry(id) %° sceneRuntime.createInputHa
ndler () Z MW T JavaScript IO 86 U £, HEIZ)H L T sceneRuntime.upda
te() ZHI L —LMUHT T, 7= X—2arye#f738 %3, MEEZES L% scene
TlX. sceneRuntime.physicsSpace & sceneRuntime.stepPhysics(deltaMs) ZHHWT
Y EH 2 RINCED 3, 2D X512, Scene JSON & Ty — v 2KOWMELER) TH
D. ScenelLoader ZZDELERY 7 ¥ X4 AN EWT 2K E 2H-oTVWET, ZO®RE D
HZHAMEIC 3 5 Z & T, ModelAsset & SceneAsset DIREFIZIC ZENTEE T,

11.1 Scene JSON EADHBE XU w bk

Scene JSON O=FEfEK
HUD / guide / input
status actions

animation /
Scene JSON IR

primitive model
entries entries

11.1: Scene JSON o <k pH X

1 EFILTREBL Y—VeED
VERRREEEE I D

=
————— ModelAsset

Scene JSON &, H—DE TN TIX% <. camera. HUD, input. primitive, model % &L
= ROV E ER L FT,

3BDT7 IV —aryiZBVT, BIZETAZRRTELRITTEATDTT, AX70DM
ZRHE LOHA FTFX M, #EXF—DEID YT, HIALEROEEL Vo [ —221ff
DHPIREE ] 2 ERTADLENIDHD T, THHE2TANT JavaScript DFIHH{ba—Fr2 LT
kT d e, AN ICHEETENRLRD, RTEIRTLE T, webg TIEXZOMER
RS 5728012 Scene JSON ZEALTWVWET, ZHUTED, ABPEEEZHEELS TR
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F11E -t Scene JSON 11.1 Scene JSON EADHBWE XU v

BT AR AL DY — AR T 2B S . JSON BT HAUIERE M ICHIE %
HHCTE 270TT,

Scene JSON, SceneAsset, B & N SceneLoader DXENX, KEL DU TUTFD 4 FIcHE
HWEhgEd, 1. o—r2KoulikEL JSON Ait7r—X2 e LTHRRFT2 28, 2. A X T,
HUD., AJi. 7V I74 7, ETLVOBEEZ LV FENIKIEST 2 2L, 3. MEEEAY — V%
Webghpp % { gpu, space } EDT VXA LAEETZ L, 4. LA RZROTY MY BHESP
AJIBCKRZ . JavaScript 2> SR T VAL S—BIE Y L TRt 2 2 &,

T ZTCHEETANEIX, Scene JSON X ModelAsset DREBETIZRZWVWE WS Z 2 TF, Model
Asset DX 1 EFV5 ) OILERIATH 2 DIZHF L. Scene JSON FZDETFALEZETL 1 > —
Vi) OHGBERETHD, EHTINENELD I,

Scene JSON %ZEA T 3/ ADOH M. > — > OHHIREER JavaScript DR Y v 75 5]
DEEEZ2RICHD T, ZHUCKD, U a—FRE To—r2E5EATEh) WA
BIRHHICEFTEET, £ N T—XIZX>oTHXTF% HUD, ANFEDEEHZ
HENIRAE T Z 5720, FTRICE A T IZARPHRENRICKROK LV o = FHZHIFTE %
9, X BT, Sceneloader W7V I T4 T ETNZRE—DHWMEIR—IZFLDH B LT,
7TV I74 73 FEZI-F, E7LE0—X—] LWL LREDI SO 2MEH L, FHE
WBEBELHE =V PV ZEET S L WOM—MRHERTIRS 2 e A[REICR D £ 35,

BRI, Y INVDOOREE 1 DD 7 7 A MTE e DIWEER, FVIT 4 T E
TNEREZI BT VWEEICIEFICANTY . T webg/samples/scene Tld. Scene JSON
THIHPRAEZE S L. JavaScript fllIC7 27> a vy FI—& update WH DA Z IR T 2 )
&S EHER G 2 R L Tn R,

723, Scene JSON 3H K ETHIREBOESTH D, F—2ouP v 7 2KEith s 2500
TERWZ EIZHEELTL 72XV, SceneAsset.build() I3 —r 7 VXA L %R L ETH,
ITRTOEFHZHIELT 2D TEDD FHA. PIZAIF input.bindings 177> a YHAD
HEDARITWV, EMHIX createInputHandler ) I TERLE T, F/oo ¥—> TV MY
@ transform X7ty MAFOMBIETIZR, =Y LOBBEMIEZEL £ 3, HUD 122
WTlE, NV F— X TXFHNDOFEMERLEZ FFAE L TWE 35, Sceneloader .normalizeHudL
ines() A 7Y =7 MEAZHMHBICE LV R T 570, EHINCIE { x, y, text, color }
ZHIRINCIEE T 2 2 e Z2HERR L £ 3
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B 11 E >— Rk Scene JSON 11.2 =2V EFLD 2 DDFERE

11.2 =YD 2 DDFER

Scene JSON ZH|HT 2 70 —13. HL A Y — (ML L)L) BREEBCYELAY— (m—1L
~N)L) RO 2 01T e nE T,

HE OV > FVEFE TIX, Webghpp.loadScene(scene) Z i3 2 DR D IMEBHTT,
Z DFEBETIE. SceneAsset 25 JSON DiiAiAAi EMREEZHH L. WebgApp.loadScene() 23
SceneLoader ZHH L T — Y2 E MKV ET, I AT HUD ORELT SV r—> 3
BRI RIS E 7 W BT IRE T,

import SceneAsset from "./webg/SceneAsset.js";

const sceneAsset = await SceneAsset.load("./scene.json");

sceneAsset.assertValid();

const sceneRuntime = await app.loadScene(sceneAsset.getData());

— T, ¥=EATI =27 e UTREFF LW SR, Webghpp 212312 { gpu, sp
ace } DATENFLEWEHEIX, SceneAsset.build(target) ZEHEFAHL ET, Z O
BTEARAZ% HUD 07 7Y RBETONEEAN, TV IT 47, ETVOELRBLUT
inputMap OAEIIAIEET T, 7V r—>a v 2Fliinal=y P TRA IR, O—VT—X
D—HFRD AEMREE L 72 WG EICE L TV E 3,

import SceneAsset from "./webg/SceneAsset.js";

const sceneAsset = SceneAsset.fromData(sceneObject) ;

scenelAsset.assertValid();

const sceneRuntime = await sceneAsset.build({
gpu: app.getGPUQ),
space: app.space

)
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B 11 E >— Rk Scene JSON 11.3 6

11.3 =34
Scene JSON DFHABAHEANNY FS—DFIA

R, ¥=rZiiAlTm/hNOERFITT, Scene JSON 1I2IE7 72 a Y H DA %GR
L. JavaScript fllICZD7 7> a YITMIET MM EZMTITET, 2Tk D, =V ER
(F=%) tuyyr () ZHBECORECE X7,

const sceneAsset = await SceneAsset.load("./scene.json");

sceneAsset.assertValid();

const sceneRuntime = await app.loadScene(sceneAsset.getData());
const input = sceneRuntime.createInputHandler ({

"reset-camera": () => resetCamera(),

"toggle-pause": () => togglePause()
1)

window.addEventListener ("keydown", (event) => {
input.onKeyDown (event.key, event);

)

TIVET1 T ETIDORERE

SceneLoader 37V I T4 7 ETNER—DO (=22 Y] ELTELRLET,
ZAUCTE D, BFEZFXMERN OB DENE EHE S, F—OERME L TEHTEE T,

"primitives": [
{

"id": "floor",

"type": '"cube",

"args": [16],

"transform": {
"translation": [0.0, -10.0, 0.0],
"rotation": [0.0, 0.0, 0.0, 1.0],
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"scale": [1.0, 0.08, 1.0]

}
}
1.
"models": [
{
"id": "hero",
"source": "../json_loader/modelasset. json",
"transform": {
"translation": [0.0, 0.0, 0.0],
"rotation": [0.0, 0.0, 0.0, 1.0],
"scale": [1.5, 1.5, 1.5]
I
"bindAnimations": true,
"startAnimations": true,
"playOnUpdate": true
}
]

EILREAI> ) DIRE

L RRICRFED Y — >y b Y 2EELT2WEAIE. getEntry(id) ZHALE T, ED
fEIZ{% placementNode, runtime, nodeMap R EDZENTE D, UL D EIEHE ]
LD ZFE % JavaScript I CEZITITS 2B TEE T,

const sceneRuntime = await app.loadScene(sceneAsset.getData());

const heroEntry = sceneRuntime.getEntry("hero");

const floorEntry = sceneRuntime.getEntry("floor") ;

heroEntry.placementNode.move (2.0, 0.0, 0.0);

floorEntry.runtime.shapes[0] .setWireframe (true) ;
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F11E -t Scene JSON 114 =252 1 LODIEE

sceneRuntime.update() ICK DT =X —2 3 Vil

playOnUpdate D3RR ETNT Y PUDEENS S — 2 Tld, 7 L — A sceneRuntim
e.update() ZMUH T I LT, MREBEIITRTOT7T A=Y aryz—fEHLTHEITEIES
ZEDBTEET, ROV y F2FHICHIE L7 WHEE getEntry(id) .runtime O 7 =
X = a =2 HHL, =22 KEPIETZ B VIEEE update O 2RI
5 WS NG A A]RET T,

app.start ({
onUpdate() {
sceneRuntime.update() ;
}
DE

o= VIO REF

HREDOY — VR ZREL 20 E1E. downloadJSON() ZHMHTEE 3, IRIFSI N
JSON &, # D B2 W E i D AT ICIE T &, Y > T UKIER O IRREE € 12 B AT,

const sceneAsset = SceneAsset.fromData(sceneObject);

sceneAsset.downloadJSON("scene-export. json");

114 >—=2353224LDOIBE

SceneLoader.build(scene) DRI —V T VXA LlF. B3 2 MY OFEAITIEZ L,
MUTFD4-o0¥EEZ A=A 7227 F T,

e entries: LA FFEADY—YTY M) —&,

o inputMap: NF L 7F—T7 27> a V2B TZ 00K,
o update(): playOnUpdate BEMBRET N T =X — a Y E—FEEHT 3~ ILo8—,
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$11E >— 8k Scene JSON 11.5 Scene JSON OF— 48K

ok

X

o createInputHandler() / getEntry(id): JavaScript 2»56 > —> F ¥ X A L2 NN

WIEEST 720D AN —,

Z DOMEEIC X D, Scene JSON & T9HIREEDES ) ICHZ L., B FEZD JavaScript Ml
T T MY OBUS) TATOBR) 7 =X —>a YOEH | LW o BRI EH
TELOHaTLRoTVE T,

11.5 Scene JSON OF—X B

Scene JSON @ b v 7L ~uid, ELTFOEHTHBINE T, HAxOXF—<2lET
5503, DI RIKEDT—XD] EWHHEATHEEL T ZE W,

"version": "1.0",
"type": "webg-scene",
"meta": {},

"camera": {},

"hud": {3},

"input": {},
"primitives": [],
"models": []

o camera: 7 7V EHIFFD A X FIKHE (target, distance, yaw, pitch, roll, viewAng
le, near, far) ZEFL £3, Webghpp ZXRICE N F LEGE., TOUODENT 7
VDHAXZITRMENF T,

e hud: #4 FTFRPERT—XRATFRAFOYWIRREZERL £3, ERAIZELT
Z{ x, y, text, color } THHRT A7y =7 MERAZHIEL 5

o input: ¥F—06727>a YNOMERTT, TITRT77>a HOAZERL. E
JLENX createInputHandler () CTHEFIF £ 5,

o primitives: Primitive 7727 PV =X 5> =Y TV Y DEFKTT, type, args,
transform DIED, HEIZJE L T material X° wireframe #f5E L £ 3,

o models: ModelAsset Z>—Y TV MV LTHET 5EHRTT, source (F7I3H
»iAA asset). transform, bindAnimations, startAnimations, playOnUpdate 7%
EriEELE T,
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B 11 E >— Rk Scene JSON 11.6 #&%:E (validate) X EJLF (build) DOEHE

11.6 1R5E (validate) X EJLK (build) DEhfE

SceneValidator.validate(scene) 1Z. by FLNILOME,. H X 7 OEME. HUD D17
FeAll, ATIANA T4 >, TVIT 47, EFLOMEZOHEINCHRIEL £33, EDHEIZLL
ToEXTRENE T,

e errors: P RZEIEXH EZREEMPRAEE,
« warnings: BV FIEA[REZEDY, HIE L 2H#E3E3 2THH,

T AIAB T BHNTHRAI L 72\W0Wi5E 13, assertValid() ZHEHLTL 20,

ok: true,
errors: [],

warnings: []

SceneAsset.build(target) ¥ & f Sceneloader.build(scene) (&, MEE% it L 7z
V=V T =R TV RA LEMAILTET, target B Webghpp THAUIX A X F & HUD
XN, { gpu, space } DADHFHIES =Y P VDL FIZFHELL £,

Fho. FVIT 4 TEETILONIFTIZBWT., Sceneloader 33 AE/ — F | Z21ERK
L. ZOECRIZZ 24 5D — b Node BfZ#eft LE T, ZAUTED., 7y PAEDER
REMEGE R R L, - PV B TP OEE N7 VR T +— LT
R

7oA =a IZBLTIE, £EF VLY b YT startAnimations 2% false TRWHHIX
L RIRIZRZ Y v TRt L. playOnUpdate %% false THRWIHH L sceneRuntime. upd
ate) Ik ->THI7 L —L2EHINE T, Scene JSON Ti& MHAEHE TEES L. @7
D7y FHIEZ Y DM e Y v 7% JavaScript fHITTHEET 2 EH e D £3,

11.7 EERERDOTHDIV T 7L VR

Scene JSON DOZE#E)%Z BEAANICHERE L 72 WIGEE. ROV Y I ZSL TLEX W,
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B 11 E >— Rk Scene JSON 11.8 EERDIE = & &/VMERH

« webg/samples/scene: Scene JSON Z@HiAAA, 7 XZ, HUD, 7V I74 7, €7
e ANZERERNCHERTZ 2188EY > IV T3, AJI7 272 av% createInputHan
dler () TH#i 3 %A1, SceneAsset.downloadJSON() T & % FH{RTE. ZHIIEWMD
MERFT—E@DEREINTED., BACHONEHE LTHRETT,

+ webg/samples/json_loader: Scene JSON A THM X5 ModelAsset i/ MK
ZHERTE LT,

11.8 EEROIFER C&/IVERH

Scene JSON BHEDIKREZ £ H 3 2B, BEWEZROD, UTDOty & THERL
TLEEW,

o AF¥—<VDZH: SceneValidator ¥ ScenelLoader

o MRATHAEDZH: validateCamera() & applyCamera()

« HUD FEXDOZH: validateHud() & normalizeHudLines()

o ANV DZTE: createlnputMap() & createInputHandler ()
o« TV MUREHOBM: NY T XL R T -D

Rz HUD OXFANEHECIEICOWTIE, N F—&R e u—X— DM CHFAHFIc—2ZR
MHD72D, FFaXybeH L eEHITARIEENL FRERIGED A TS 27 MERXE
BHRLUTHALTL X0,

PUN. B/ Scene JSON Dfi|Z/R L %3, camera, hud, input, primitives, mod
els ZBHB LT, —VOEAMEZHBETEZET, type & version (&, fRERLLEZ
ITHOBCHERR SN 2THE T,

{
"version": "1.0",
"type": "webg-scene",
"meta": {
"name": "triangle-scene"
T,

"camera": {
"target": [0, 0, 0],
"distance": 30,

"yaw": O,
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B 115 >— VB L Scene JSON

11.8 EERDIER L R/IMERH

"pitch": O,
"roll": O,
"viewAngle": 55,
"near": 0.1,
"far": 1000

I

"hud": {
"guideLines": [

{
"x": 0,

||y||: 1,

"text": "scene ready",
"color": [1.0, 0.9, 0.6]

]

},

"input": {
"bindings": [

{ "key": "r", "action": "reset-camera", "description":

]
I
"primitives": [
{
"id": "floor",
"type": '"cube",
"args": [12],

"transform": {

"translation": [0, -7, O],
"rotation": [0, O, O,
"scale": [1, 0.08, 1]

}
1,
"models": [

{

I|idll : IIheroll

"source": "./modelasset.json",

"transform": {

"translation": [0, O, O],
"rotation": [0, O, O, 1],

"scale": [1, 1, 1]
},

"reset orbit camera" }
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B 11 E >— Rk Scene JSON 119 F®

"bindAnimations": true,
"startAnimations": true,
"playOnUpdate": true

}

119 FH

ARETHRDOERELZAIZ, Scene JSON % [F—2anvndy 728N 58 T3z, Ty—
YEKOYINIREZES T 5H@ERI)  LTHZA S Z 2 TT, ModelAsset DIH—FET /LD
RKHATH-72DIZH L. Scene JSON IZAH X Z, HUD, AJl. FVIT 47, €T V20AET
5 Ty—rv2RogfiilER) & UTHRREL $7,

SceneAsset DMRTE * 5tAIAA MFFE - ELFDA VX —T7 =2 — R 7D, ScenelLoader 7
ZFDTFT—REFEBEDT VRALNEEBRLET, COMERHET 22T, ¥— Ot
a—Re7 V= arondy IRIKRE ZNWICOHES 5 Z 2 SRIBEICR D 5,

ey LAY — (N LAL) BREBREEL A v— (B—L1XL) BBV, ¢
reateInputHandler() X° getEntry(id). update() ¥\ 7zt L RERDIFIMEFIEICOWT
LR LEL PVIT A TELETAVEFA—DY -2 PY e LTHRW. ANDESZ
JSON IZHEM X 2 2 & T, FAFEMR e RFED A EL £5,

RETE, TOEICHARAENTET AR — W LT, BRNREI 22525700
FTEX =g VIZOWTHB L E T,
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B12E

= S

ARETIE, webg/Animation. js. webg/Action.js. webg/AnimationState.js. webg/Sc
hedule.js. webg/Task.js OFEN EFNHIZOWTHIHLET, TITHS [7=X—->a
Y1 oeld BZAIS 27 ML Ze R T RETOTIED D FHA. webg TlE. 7 =X —
Y a v% clip — pattern — action — state L WHMEEMETIRA E3, ZDXk5 1%
I TERTZILT, 7y MUITRFEITRET—X, 72 &4 2ICHAILT 3 A,
ZLTH Y IR r —sa—MiTHEITRZaY vy Z7Z2HBICUID 75 Z e TE X T,

ARETETHML TCWALELVDIRE, 72X =2 a VOfil#lizH—0ftifli e LTRA
I, EHE LWL TEZ S Z 2 TY, clip 34 Y R—X =D AALEDF—T 1L —
LAHITH Y, pattern 1FZ DWNEDFFEXE. action I3ZDXMODES, Z L T state I3¥
D action F7zld clip ZHHT 220 2RET % EAfHZHWE S, & 213, Animatio
nState ZEA L2 H Vo THF =T L —2BRPHEZ2DITIEDHD XA, BIZDIES
P EF. Action HEIRT % fromKey / toKey X° entryDurationMs. Z L C RNEODKHE
BUZHARFELE S, COMEZHMBLTEL LT, 7ty MlloME) & 52 % 1 4
HIOFE D) ZREFEREFTITEID 733 2 2 2 A[REICA D £9,

Fio. SN TV I T TN oMK D. ZOXFNCHEML TWE T, collada_loader X
gltf_loader &, A Y KR—&—7% clip BRZIELKEILTE TV I 0 %2MERT 572DDY
YINVTHD, HiAIAAT clip ZRAUIDPOEBETHELTF—T L —2HZDHDDRZ
JxR L ¥£3, —/ T hand, janken, animation_state X, Action ZFH\WT clip ®—
Mz M LUTHHST 29> IV TT, Z207%D. HBEIF fromKey / toKey DEREIZTH < #K
FLTED, Blender D7 AR — FREZ L > THF—HHBEIZEDS L, FAIL7EY M4
THoTHRIANGHENLET, T, B—X—H TN R-IXYIDEZ Y > TV DIRA
H72E N TS,
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B12ET7=AXA—>3> 121 SR D®REZHITERS

X HIZ, fromKey / toKey ¢ entryDurationMs DEMKZIRFLARWI L EHEETT, fr
omKey / toKey X 0 BAEDDF—A > T v 7 X TH Y, BIED Action.js DEXETII fro
mKey < toKey THRIMENDHHET, 2FD, 1 20F—%#ERT 2 Wi X0k TE
WREIXEZ YD 151 &€& R 2DHY) T3, XL T entryDurationMs i, Y —RX7 7 A
NDF—T7L—LMREZHETDIOTREDD FVA, THUIT VXA LT, THIEDLEEDS
fEE L7z pattern OBIGEENMI VPRI TER T 20 ZIEETEMHETT, #RE LT
7y MIlOX - L RA 7K 2 283D 50, HE—HT 20 TIERV
RIERLTLEZ W,

7y MERREDRHZICOWTHEM L TEB X £7, Blender 267 XAKR—-1+F57ky
ME Y-up TH2ZZrZHifEe LTED., webg HITHIFHIEZIT O EHIZAEL TVWEEA,
Collada ¥ —7 L — X=X THHT2HEE. 271 —2%2 1T 2DTIE% <. Sampl
ing MIFEZ KZ < L. Keep Keyframes ZHRI LT AR— PRI N E T, gITF /
GLB A3 23541, Sampling Z#EXNIC L. fifdl% LINEAR KEEL THIT 2 D0%E
2T, BFED webg/GltfShape. js & CUBICSPLINE % 3ZIJHl - 7235&. RifRD tangent %
PROTHIRED AZ I L. LINEAR OF =45 U GERIL %3, ZD72,. CUBICSPLINE %
BEEWCEAET 2 Z e R TAGAERERIDETT, £/, hand Z7 kv MZOWTIE,
BIRTIX 0: rest, 1: goo, 2-3: N1, 4-5: N2, 6-7: N3, 8-9: N4, 10-11: N5, 12-14: NO
AR 2 e BHLR T KR ET, AUEBIHOTV L XEIIHEZ 2EETIEIRL, 20
ZE R L TRE SR, RONREANEBR T 200 RHE LTHEEEL TVWET,

AETIE. FTREOREZHMICER L., ZDHEIZ Animation. js. Action.js. Anima
tionState.js. Schedule.js. Task.js DOHICFEMIZ M L $3, &EIC. HRKIGLTY
DEFEFTEZAHTARED, BRUBEBLRLTWVWRA VM 2FeOFT, AREOHMIEZ, FEED
MEZELLGARE, Y TN THIEZ TV 02IET 2700 THIK) 24522
T,

121 BFEORANZHDIITEZXS

clip -> action -> state -> task [BE

p
clip action state schedule / task node pose
Fc® animation data FESXEEYOHT S ¥ action EEIH H?}FﬁLr.rc‘:?ﬁFﬁ%ﬁ update

!\

‘Tt’/hb‘ﬁ’)l_%-r 5 |EzegEsnERDS ) \ﬁ,ﬂkmwﬁ;m%ﬁ \%ﬁ%ﬂ%ﬁaﬁﬁmﬁ

12.1: clip action state task &KX
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B12ET7=AXA—>3> 121 SR D®REZHITERS

clip. action. state. task IIMPITHRIFEITH, ZRFIREVBELDET, 7=AXA—>a v
WCBET AREER RT3, T EDBOETH I HESIRZ I L HEETT,

3 clipld, 1 AOHEH L7 = A —=>arZHELET, 7 XA LTl Animation. js
DATI 7 PBINCHELE T, REDRT L VIIHLT, TEOREAIC, YOR—->
D, EOLEBZWED L WH T =22 O THREELTVWE T, DCC v —flIT Idle.
Walk, Jump %4 I LcHa. @EEZOZN 4D clip &2 D £F, clip 3K~
DT —&2THsD, 'HETSZ) MFIET2) REDF—XEABITTS) oKL
A¥— (B—=L L) RIFEZHENETH, [F—20REIZIGT T Walk 25 twvwoi
HIRNIITVWER A, D ETHAZINSINRE L TOTF—XTT,

pattern (&, £ clip OWNERIZH 2FFEDXEZHEL £ 3, Action.js Tld. FEDF—
FHPHZLUTO K5 B TR L £T,

/! HEDF—XEZzEERL. SVF1LTOADRAHKKREZIEE
{

id: "step_left",

fromKey: 2,

toKey: 5,

entryDurationMs: 120

ZZTHERDII, pattern I3FTIL W7 =X =2 a Y 2ERT A TIER L BIFED ¢
lip DEZZEHT2202EET2MEMHATH L2 05 28 TT, fromKey 1FFH%HF —.
Key 13T H—TH D . entryDurationMs IFIIEDLEE D 5 Z DAMMEAN I VR TER
TE20% 7 A MUTIRET 2METY, Lo T, pattern 13 TXEDFER & NEBE
[l OERTHD, ¥F—T71L—2F5ZDbDTEDD FHA,

action (&, FAHESRY ¥ I AT N T WHALIZT 27280, pattern ZHWAZZDHDTT,
7z 2, TERORXR) & THEDKXM) % walk_loop WO KR TE L HTBITIX,
TN EE 72 X [H4 %2 B2 3. walk_loop &W O EMEXAZT THIEITE £3,

/] BED pattern ZERAT. I—THREZZHTEE
{

id: "walk_loop",

patterns: ["step_left", "step_right"],

loop: true

}
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B1I2ETFA=>3> 12.2 Animation.js l& clip ZEDXEFHBETIE

Action.js I, T action ZFHA LR SHIED pattern ZEH L. #UiIZiE L BRI
TRANHEEe ) THEBRICR 25 MZ2IES 22 ZHlIIL $9, D% D action & TE DX Z,
EDEIRIERTHE S ZERTLZETT,

state ¥, S ¥ D action (721X clip ZHINRED) ZIRETSELAY— (N L
~)L) RT3, AnimationState.js Tld, REH e BRFM 2> 7027 e L
TEMLET,

// RER. A3 action. BRRHZER
{
id: "walk",
action: "walk_loop",
transitions: [
{ to: "idle", test: (ctx) => ctx.moveSpeed <= 0.1 },
{ to: "jump", test: (ctx) => ctx.jumpPressed }
]
}

ZITD state 37 =X =2 ary7—XZDDDORMRRELEEA, REFLTVWLIDIE, T2
DIREO & 22 H{ET 20 LI BHE, T8O XS REHFTROREAE 22 &0
IBBENL—NLTT, TDXSIT, action & MHENROELED ) THD, state 1T THAE
XFREEINT 2 HWHANL ThH D 2\ HERKEE DBV DD £3,

12.2 Animation.jsid clip ZEDEFBET BB

Animation.js ¥, I NED clip ZHET 240D F TP =7 FTF, D HIZINAHK
BT7ZA=2aryepr—Yr—DEICHZAETH, FERRTE 11 AD clip ZR 7L b I
WHLTETEES) Z8IFELTWVWE 3, setTimes(times) ¥ setBonePoses(bonePo
ses) TX—IH#HZIREEFL. setData(skeleton, bindShapeMatrix) TZ ¥ & A LA
FRNE R R 7 2R L, start () % play() THITZ ¥ EF, D% D Animation &, 7
=A = a VERREEICH > T 5D 500 Z2HYT 2T,

0—X—H% > 7N ET clip 2RDIEL S 2R LWEEE. COETEZMNHAT 20
Phb > >INV TT,
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B12E P A—=>3Y 12.3 Action. js |& clip DHRZETIDH L TEWR T T

// O—R—=H>F) :clip £BF%ZHRT 21-ODOEANLRFELS
const model = await app.loadModel("model.dae", {
format: "collada",
instantiate: true,

startAnimations: false

)

const clipId = model.asset.getClipNames() [0];

const runtime = model.runtime;
runtime.restartAnimation(clipId) ;

function update() {
runtime.playAnimation(clipId) ;

}

COFEEZ. Ty Mlo7 =X =2 a UPIELMEREIN TV A 02 LWES
Action X AnimationState IZ X Al Z X 2H1IC. 4 ¥ KR—X —DIERZMPIHED D 7=
WIGTHIZHE L TOWET, 2% D, TEF clip SIEL WA ZERT 272HD A D [O% Animat
ion.js TJ,

12.3 Action.js I clip DFZTIDHLTEWR T TSE

Action.js |¥. 1 A®D Animation ZZM L. ZDNHKH % pattern % action & L TH
FHLS T 32007 X4 0aybua—5—TF, ZOFEHEHIE, clip &K TIER
s ZO—HAR T2 DR T WEHATTHHALIVWE WS ==X A 57T, K,
NY RR=ZXDEIIZ 1 ARD clip NITEEBDR—IXDPHEHIhTWE 72y bTiE. ZOE
DIRAIRITIZ D £5,

// Action Z#JHAfL L. pattern ¥ action ZEH

const action = new Action(animation);

action.addPattern({
id: "step_left",
fromKey: 2,
toKey: 5,
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B12E 7= AXA—=>3Y> 12.4 AnimationState.js [FBENRDEIRZE BT SB

entryDurationMs: 120
s

action.addPattern({
id: "step_right",
fromKey: 6,
toKey: 9,
entryDurationMs: 120
E

// action ZE&L THB4E
action.addAction("walk_loop", ["step_left", "step_right"]);

action.start("walk_loop") ;

BAERIZ, 710 —24 play) ZHOHLUTEITSE XS,

// B L—LIFUOHLTETSES
action.play();

2 THERODIZE, Action 28 clip DTF —XEXEZWL TV E DI TIERVEWVWS KT
o BEHFD clip o s TER) THER) 17— TFax) tuwoXKEZTID L, FAHE
PPN RLTVWHETTEHTES X5 LTWAELEII T, Action BAIHSZ & T, 7L
floa— FCTHEEF—T7 L —2HBS2E#MT I2HENRIBD T,

12.4 AnimationState.js [(FBENRDERZDEET /B

AnimationState.js &, FATEE D action ¥721X clip ZFHAETREDZTIET % A7
HETT, Zo®RENI. THAENROFERa S v 72, 2 TAAO X4 LD S BES
) KHHET, FHREPEZ L. T a—ROFT TEORETH Z 4D 5 5
cWSHMTe, TEERICHAEZED 2 0H ) REL., AlFiEME R L X9, £ 2T Animatio
nState ZEATZZ LT, M2EET LI WO HIMDOAZHTIEIE S ZEMNTEXT,

BNMNRDZ T — FEFEIF, LTFDXS5122D £7,
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B12E 7A=Y 12.4 AnimationState.js [FBENRDEIRZE BT SB

// state DEAXREZ : id. action. BIERMG
{
id: "idle",
action: "idle",
transitions: [
{ to: "walk", test: (ctx) => ctx.moveSpeed > 0.1 }

7o BRERIIIBRES S VXY VIEZRET S L BAJRETT,

// transition DFFMRE : BFEE. /—ILEVVEKME
{

to: "jump",

test: (ctx) => ctx.jumpPressed,

priority: 10,

cooldownMs: 80

I TD state I 7= A—2a VT —XREFDHDTIERL., HL ET HENRDERL—
V] T3, AU action ZEMD state HSMWT 22 L HAJRET T L. state DIEHE clip
PEIILHTEET,

BEERREAFIHE LTIE. £7F Action %7213 clip BAEMOEMAZHEL., 20 LI
AnimationState ZMEL £ 3,

// Action TEXMZYID. €Nz state TER
const clipId = model.asset.getClipNames () [0];
const animation = model.runtime.getAnimation(clipId);

const action = new Action(animation);

action.addPattern({ id: "pose0", fromKey: 2, toKey: 3, entryDurationMs: 220 1});
action.addPattern({ id: "posel", fromKey: 4, toKey: 5, entryDurationMs: 220 1});
action.addAction("pose0", ["pose0"]);

action.addAction("posel", ["posel"]l);

const sm = new AnimationState(action, {

initialState: "poseO"
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B12E 7= AXA—=>3Y> 12.4 AnimationState.js [FBENRDEIRZE BT SB

)

sm.addState({ id: "poseO", action: "pose0" });
sm.addState({ id: "posel", action: "posel" });

HHRFZ, 87 L — 4 update(context) ZMUH L ET,

// BIL—LOAVTF = ELTEH
sm.update ({

moveSpeed,

jumpPressed,

grounded,

nowMs

IR

AnimationState IZIZKRELK I T 2 DDOHHEEDZH D £5, 1 D&, LD X 512
7 L — L update(context) ZMEUNH L. FFRESWTERLZIRET 2 [5&MAFHER) T
To 9 121, ANARY FRF =L A4 RV FHPFELZBREIC setState() R EHEMEY
3 Ta<w> M| T, webg/samples/animation_state (IF(FH D, webg/samples/jan
ken 312E ORKHITT,

722 21 janken D K512, Z—HF = ANDD o BENITFRE DR — X% H L2 WG EIR,
URD &5 %REPEARTT,

/] ANARY MCIGCTREZTIDEZ S
function onJankenInput(choiceId) {
handState.setState(choiceld, {

startOptions: {
entryDurationMs: 250
I
force: true
s
}

COERTIK, 7L —2REBEFHETILENRLL, ARV b EELLVRax Yy R
ELTAET, /2. force: true 25 ET A Z 2T, BIELF U state TH - TdHHELA
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B12E 7= AXA—=>3Y> 12.5 Schedule. js & Task. js (SRR TZIBEHTIE

X2 ENAETT, INDRGFHER L D KERENTT,

12.5 Schedule.js & Task.js |SflEIETEIBLYTZE

AnimationState X Action DFHAENRZRE L. FEEOBE & B MHIZ X 512 H
JEANLRNE T, ZZ%HEYT 2D Schedule. js & Task.js TI, MEMNICA 2 2, Ani
mationState (& M ZHAT 20 ZRDZ721TITH D, MR — > D EEAE(E 2 E i
NE5ZEHHELA. FETIE ERSINLXEDFEFN ZOa~y FFICEfRIA, 20
DB R = NFETENET,

W DRNZES &, UTFDXS1Z72D £9, ¥73 AnimationState.update() 23EH %
RE L. Action.start() 2BIfED pattern ZFERL £T, ZDH%. transitionToKey(en
tryDurationMs, fromKey, toKey) %% Animation.startTimeFromTo() ZFEUH L. Anim
ation.setData() 23Ah—> T2 D Task ZAHAVTE T, £ L T Schedule.directExecut
ion() Aa~> RHEFR L., WAEHIIC Task.execute(delta_msec) 7% CoordinateSystem.
prototype.putRotTransByMatrix X° CoordinateSystem.prototype.doRotTrans % X5
R—NGHEALET, 2FD, EECR—VZEH LTS DIEEK NED Task T,

CONHNGEN D 270, RT7—bvdr (REEEM) MEET WHENLEIE) ZIRME
XEFTICHEAE T, AnimationState 1T (S OH X2 ARE0D) W EROAZEM
L. Task i TZ20@mBERETE 5ZGh) W FETICEFTEET, Zhickbh, AH
FHERT — V= A PEBEINTDH, MHELHED a2 — FE2BEEFIHEORERRFTE 2> T
WX,

126 CDRZESREDH
RHETBEVT, LOMETERMATAE»OHUNHER LI £ 7,

+ Animation DA THHHEHE clip &M% | ABHETENZTARL ETT, B—
B—F Y TADEIT, 4 Y R=Z—=DMEIL LTz clip DRZHFZDDDEMHRL T2\
S Z AU 72D £,

o Action ¥ THIITREEA clip OWHF — X2 RINCHFRA LWL £TT,
FOR=ZXRBITORAT v 7D X512, BOXBEDLDRTVWHARITE & HWGEE
. B TAIT action OFAZ EHHIEE L T HEHICH SR VB EICHE L T
VWET
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B12ET7=AXA—>3> 12.7 & < H B R1%

o AnimationState ¥ CHIHINZXHEEIRES (State) ZERLTEH LWL X, b
BVEANRTS =L TV ADEME T = A=y a vEERY v I SERICTHEL v
CEIWCEALET, £/, HUD RZWiEHICHIED state [FlzH@PXA TR R L
WA, ATTARY FZEELALavw Y Fe LTRWEWESIBENTT.

HiWro HZE, TRUETEBAENTZTEZ 720 & THANROERa Y v 7 25T
HUZZ5 03 a— FOR[EMERAET 22 L WS RIZHD £9

12.7 &< HBHHE

HATRHICTERE T AREZRE LT, W D0 kL D5 EE T %7,

¥ 3. lAnimationState ZEATIUIER DL TEOLNIIR D] LWVWHIEZIHFTT, Th
372D T3, AnimationState ldH K FTHELZIRET 2N —THD, fiHMEZD S
D% LB 2AHATED D FEA, BHLLIE,. 7y MIlOF—HEl#E, Action ® fro
mKey / toKey. entryDurationMs. 3 X\ Animation.transitionTo() DFREIT K > Tk
EINFET,

iz, TAction BHIUIR T — b~ VIR ETH S L WHHBETT, MRS > I
TREZNTTo2d LNFEAD, —RLIETEEHA, FRETEBEZ 21200, 7L
{12 TED action ZHITRNED] L WHHIIRY v 7 2B T XL LRV ET, 20D
BRICA T — b~ U ZHlfEIci%i) 5 2 & T, BAENROER LV — L2 —/ETcE £ O TEMT
s N A =

F /-, Istate ¥ action lZFELDHDTH D] L WHEMED DD 3, action FHENRD
= YA (Mitf) THH., state IZ¥D action ZEHT 20 2RET 2 HMHA TS, [H
U action ZHHD state HZMT 5 I L HAAET T L. state HERK clip ZIET 2 &
bHHFET,

%12, TAnimationState [ FEBMFHER (update 12X 2HH) TL R0V WS H
T3, janken > 7LD X ST, ANAXRY T LT setState(..., { force: true })
ZIEOHTa~y FROEAD, IEFICEHARATENRZEWGTTI,
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81287 128 ¥

\

X—=37

128 F®

ARETHRDLDEERLDIZ, vebg D7 =X =2 a vy ZH—DOMHAE LTTIE%RL., clip—p
attern — action — state ¥ WO BEME CTHE T2 Z 2 T,

o clip: A YAR—=Z—=DHDIAARF—T L — L4,

o Action: WHSXRIZUID L CTHAHLS T 358,

e AnimationState: FITEX D action F7z1& clip % 5 D& RE T % _LALHIHE,

e Animation — Schedule — Task: EFEDOMMFE L R— > NDKMEPHY T KL A
Y—JE,

COMERIET A 2T, BEIRELZBICENDY 72y MIDBE) Zod, 7
7y a XEORERME] moh, HH50WE NREERonY v ZRIE] oz RsEicdlh
TFBZeNTEET,

ARETIE, B—X =P TP R=XYDEZ Y > TNV DE, fromKey / toKey ¥ entr
yDurationMs DIXE|, T2 XA R— MEORESRM. £ LT AnimationState @ 2 D DEHIE
BRICOWTEHLE LA, XKETRE, ZhoDEE2EBEDOY > 7L (animation_state. jan
ken) TEDXIWXHEML. 7y FOF K% 5§ 202 RKEMATOELT,
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B13E

P AX=ogq>e7ty bk

AETIX, webg/samples/animation_state. webg/samples/janken ZHU[MZ, Animat
ion, Action. AnimationState ZEEDT TV Fr—a yAED LS ITHAAL 2B
THEBENA Pt LEd, B 12 BETHRBEORENCOWTHIAL £ L, AETIE MFEE
DY Y INTREZMELBT 200 71y OF—XHZ DX 5I1HMT 2 D0
WS BRI EEMICERZETE T,

ARETIE, EEB XY core DHERRICIH > T, AHAENZDE L7 7V 7 — a VBZEICHE
HATE2MiziRRL £9, E4SMRILL LT, animation_state ¥ janken @ 2 DDH¥ ¥
TP E T,

F5. AETHES 22009 Y I7VORMEZBM L £3, animation_state IXSMAFFHER D
AnimationState %. janken ![FANBREIAID AnimationState Z/RLTWVWE T, TN 5 2
DDV IIVEERT 2 LT, webg B2 7 =X —Y a YOIERAFEZIEET 2 Z e
AJAET T,

LICBI2EERP»OEZE, MMEZEAET 20 & 858D 20 OFHICHD £3,
“J’/7}1/1E'J’G‘ﬁaa‘c‘3‘5®&i\ EDRAT = 7072 aryzBERT2he WOHlHETST, —75
T, EROMEMIES bone NORKME WS 7KL 4 ¥ — (B —1L~)L) 20X, Animation
— Schedule — Task — CoordinateSystem DMHY L %3, Z OKREFITHZIAMICEMRK S %
T, AN e 7 =X =2 2 VILROREZE, RIFEORWIEENATREIC R D X5,

¥ 7z, fromKey / toKey & entryDurationMs IZDW T, 7t v MIDEFRE 7> %4
LIOFNEZ 7T TEZBZHLENDD £F, fromKey / toKey 3T 2 F —XHZFEE
L. entryDurationMs ZTEDZEED 5 ZDXMANMI VLT TER T 202HEEL 7,
TEZX = a Y OEIGEMBEYR D 5551 Tho 2 0D0REZMANCHER L T EZ W,
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FI3E 7 A= 7ty b 13.1 AnimationState H*'5 Task FTOHEIO—

BB, NV FROBUUT7 £ v MZIX samples/gltf_loader/hand.glb Z{#H L £, ani
mation_state ¢ janken IZ& HITZ D hand.glb ZRHL TEH., HIZIX NO IX 12-13, N2
1% 4-5. N5 1% 10-11 WV o XEXGE LTWE T,

AREDOH E LT, £33 AnimationState 25 Task ICESE 7 v —%H% > 7o
TIEBWV, XIT animation_state. janken D ZNZNDHEFNDENWEZERL 3, BT,
hand.glb OF —XEDORFITOWTHH L £ 3, AROHMIE., 7=X— 3 Y O& %
AT, TBUTY IV GmABCBRIC, COBE YD XS ITHERTNE)») 2%MHT
5ZLiTHYET,

13.1 AnimationState H*'5 Task FTOHEI7O—

AnimationState 7 HEFROBE) - MEAICEZ T TO 70— %2R T 2 &, FEOKE 7H
DHFEIC DN TVWB Z e bh D £3, AnimationState (& (MAlZHAET 2D ZIRET S
D AT, bone DFEEMERLCHBIICIEZEG LEEA. ZOTOELAY— (B—L L) RE
WZBWT, EEMROER, XEoth L, RKEM#EE. 2L TE%4 D bone NDHEITH
IEXITHINE T,

BRI 2B O FRAVILL R D@D T,

1. AnimationState.update(context, deltaMs) 2ED AT — M ZHEHH L. HEIZIE
U TEMZEINL £, resolveTransition() DEZIR L 7HEIE setState() A3
IEEAL. onExit DFEAT. currentState DB, onEnter DHE{T. Z L T playState
Target () X CUENHELE T,

2. playStateTarget() 2> =7 —DHIZIG U T start(). startAction(). st
artAnimation(). restartAnimation() OWVWINLZMUIH L £3, Action 2>
FE—=F—IZELTWEHEIE. T THEEL action HOBEENIMINE T,

3. Action.start(actionId, options) & action 2*5&MID pattern ZHID L. c
urrentPattern ZRE L7 T transitionToKey() ZMU'H L ¥£3, Action.play
O &, HEFOD pattern 2T T 5 L XD pattern NiEA, HEIZIEH T TL— AL
BETVET,

4. transitionToKey(entryDurationMs, fromKey, toKey) (& Animation.js @ star
tTimeFromTo() ZMFUMH L £9, I ZT pattern DX & entry duration 53, FEE
DOFFFEINGRE L TRESNET,

5. Animation.startTimeFromTo(time, keyFrom, keyTo) & transitionTo() ZM:CK
L. keyFrom & keyTo ®R— X% W T Schedule N2 <> FZXFEL £7, puth
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ET13E 7 A=y 7ty bk 13.2 animation_state @ NO % fE > 7-E{&f{)

otTransByMatrix CTHMESRAZRE L. Z D& doRotTrans THfMHM 2D £ 7,
6. Animation.setData(skeleton, bind_shape matrix) Tl&, bone Z & IZ Task %

AL, ¥ —XEIZDOWT [0, putRotTransByMatrix, ...] & [time, doRotTr
ans, [1.0]] ®a~< Y RR7ZEHIRLET, Zhckb, il zsa~ > K3
PRHALTOHNET,

7. Schedule.directExecution() (&% bone Fi®D Task ML a~> FEES L. time
> 0 DHEE insertCurrentCommand () TETH DA~ Y FFINELIAAE T, Sch
edule.doCommand () (% delta_msec ZEIH L. % Task.execute(delta_msec) %5
TLET,

8. Task.execute(delta_msec) 2% remaining time ZEM LA~ FZ2FEITL.
execCommand () %8 U T CoordinateSystem.prototype.putRotTransByMatrix *°
CoordinateSystem.prototype.doRotTrans Z X4 bone X L THUOHLET, Z
CFEBREORE) - Bl EA SN s REHER e D 9,

COEIWCEEDBEL COZHEE, AT — YV e METEUIDBES /29 TT, Ani
mationState & [S¥ D7 =X =Y a YERELVD] EWVWSREDAIIFHLXE S Z & T,
AN — L7V A LOKEEENRH > Th, MEED a0 — FICEEREX TIKEAZ
T, F/z, Task & R EREEHTEY 55X WO RIIKEFLTWELD, 7=2X—2 3
YA D a=wy FANC S RO AZTRA LR T4 £5,

il 21X webg/samples/janken @ X 5 a~ > FERENIRITIX, A2 7-B#fEIC setSta
te() T action ZHILIE L., Z® action » Animation & Task D2~ > RFIANE RN E
3, —J7. webg/samples/animation_state @ & 5 RELMAFHETITIX, 7L —20a YT
FAIDPBLAT—PEEIRL, ZORXT— D FNED action ZHHREEET, ¥b56D54G
b, FEFET bone ZHEI STV 5 DId Task T,

TNy Z%FT5BHE. AnimationState.getDebugInfo() TR 7T — MERZHRER L, Acti
on.getActionInfo() THIFED action B KU pattern ZHEE L T A Z W, 51T Anim
ation @ getClipInfo() X° Task DA~ Y FH|ZIES Z LT, YOETERLRWEEF
ELTOL0ZHRINCYID 7T 2 Z e BN TEET,

13.2 animation state M NO Z{E->7=E {4l

webg/samples/animation_state |&. Action ¥ AnimationState DHIEZMERTZ 2%
HOZMEY > 7L TF, main.js Tl hand.glb DR— X X[E% pattern ¥ action & LT
F#% L. AnimationState 2°5H pose0 ZFAMBIETVE T,
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ET13E 7 A=y 7ty bk 13.2 animation_state @ NO % fE > 7-E{&f{)

const pattern = { id: "NO", fromKey: 12, toKey: 13, entryDurationMs: 250 I};

action.addPattern(pattern) ;

action.addAction(pattern.id, [pattern.id]);

animationState.setState("pose0", {

context: {

desiredPoseld,

nowMs: app.space.now()

s

force: true

)

Z D& EDOWER RO H LIEFF LU RO b T,

10.

> >
— -

. AnimationState.setState("pose0") 2% pose0 X7 — % currentState IZFX/E

j_éo

. AnimationState.playStateTarget() %’ state.action === "NO" ZH|E L. Acti

on.start ("NO") HMEUHIT,

. Action.start("NO") 23/cHH pattern & LT NO Z3#4R L. transitionToKey (250,

12, 13) ZMEOCH S,

. transitionToKey (250, 12, 13) 2% anim.startTimeFromTo(250, 12, 13) ZM(f

H9,

. Animation.startTimeFromTo (250, 12, 13) 2% transitionTo (250, 12, 13) Z W

OHid

. transitionTo() X, % bone IZDWT this.poses[i] [12] % args IZIEHI L. one

s 1.0 %’f%&%j—éo
Schedule.directExecution(0, CoordinateSystem.prototype.putRotTransByMa
trix, args) 2. 7% Task WKHRZRBEZE T,

. Schedule.directExecution(250, CoordinateSystem.prototype.doRotTrans, o

nes, 24, 25) 7. £ Task IZ doRotTrans(1.0) % 250 ms 2} THi T,

. Task.execute(delta_msec) 237 L — AMHIN, remaining time ZJH S LN 5

doRotTrans(1.0) Z#fTXH %,
CoordinateSystem.doRotTrans(1.0) %% execRotation() ¥ execTranslation()

ZIEH U, EHRIE slerp. BENIEMRMHCRMEN 2,

THEZEZDIZ, 12 -> 13 & pattern O F —HiPl TH H. 250 ms & Z D pattern z FH

AT 257D H DY TRK/E TH2 W5 HTT, fromKey / toKey I clip @ F — %R
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FBISE 7 A—>g3>e7twy M3.3 startFromTo() ¥ startTimeFromTo() RMDiEL)

T2DDA T v 7 ATHY, entryDurationMs 17 ¥ X A LMI-CHIEF 2 wHRERFHE T3
animation_state Tl AnimationState.update () DSNHERT action.play() F CULHEZ
D27, B IANIHET 527 — b (desired state) ZHEFT BT THEAE T, webg
/samples/janken ¢ webg/samples/animation_state (Z[f] U pattern ERZMHHL £T
23, AnimationState % ¥ D action ZRi4RT %751 ZBEIRNT 2 K& ZH W, HERDOEE) -
AR D AHREIE[FA%IC Action — Animation — Schedule — Task — CoordinateSystem D
JETME XN E T,

13.3 startFromTo() R & startTimeFromTo () RMiEL)

webg 121X, Bl MD startFromTo() & startTimeFromTo() H3fETEL %323, Z D%
ENIAAMEIC R D 5, fRICE Z1E, startFromTo() & clip OF —XE % ZDF FHAET
2AH THDY. startTimeFromTo() & BIAELE D 5 fromKey BT 5 72 8 DR % Hlli&
fHEST 2 A0 TY,

Animation.startFromTo(keyFrom, keyTo) DHEIEIIL/FD@ED TT,

/] F-REZEEBLET S
startFromTo (keyFrom, keyTo) {
this.setPose(keyFrom) ;
this.schedule.startFromTo(keyFrom * 2, keyTo * 2 - 1);
X

Z OEHEIZIEFIZS ¥ T LT T, setPose(keyFrom) 75 fromKey D&E % BIFEIZHEA L.
schedule.startFromTo (keyFrom * 2, keyTo * 2 - 1) B HFIOY X% clip D
Rz CTH#EfT X ¥ %9, HlZ1X startFromTo (12, 13) MM L7354, setPose(12) @
212 schedule.startFromTo (24, 25) DMINF T, DF D, 12 OZRENIEE L 72 iREED
5. 12 — 13 X% clip AKRDOHZATHET 2 B R h. fromKey NFE 3 720 DB
M TOINEE A,

$f LT Animation.startTimeFromTo(time, keyFrom, keyTo) &, entryDurationMs

ZHIREES 5 Z & T, BEZED S fromKey NE 27D DB Z AT LU TEKL £3,

// EELIERKETF—AADRAT
startTimeFromTo(time, keyFrom, keyTo) {

this.transitionTo(time, keyFrom, keyTo);
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4

FBIBET7=X— i AVH 13.4 B T7IH 5 RI-AODEE

\

~ 3

transitionTo(250, 12, 13) TIX. £ bone IZDWT this.poses[i] [12] ZUIEE L. sc
hedule.directExecution(0, CoordinateSystem.prototype.putRotTransByMatrix, a
rgs) & schedule.directExecution(250, CoordinateSystem.prototype.doRotTrans,
ones, 24, 25) ZIHICMUHL ET, LMK, BELED S 12 OLFA 250 ms TER T
5 WY ZDRIC 12 — 13 D clip XEAA S WHD 2 B TEITINE T,

NO D X 57 pattern S DEREHHAL TW2 DL, BUC clip RRZZDF FHAET S
TR, THEOESBP ORDIRENHRIIBITT ST MY — (EA)) BRERENS
TS, Lo T, startFromTo() & clip AROEIEMZIICHE L TH D, startTimeFrom
To() & idle — walk X° rock — scissors & W o 7IREEEBRICHEH L TWVWE T,

13.4 B2 TIHSRI-AODEIE

EEOY Y INICBIFALY N =R Y 2RI, RO X512k £9,

webg/samples/animation_state/main.js TlX. Action O pattern B X action %
AT, ¥ T ANX desiredPoseld ZZEHE T 2 DAL LT, filfflZ AnimationState
ZFELTWVWE T, AnimationState.update() % U T, WHIAYIZ Action.start() & act
ion.play() 2EITL %3

webg/samples/janken/main. js Tld, T —H%— AJJITILG T T AnimationState.setStat
e(..., { force: true }) ZFEXH L. [FIFRIZ Action N AR L £3,

P EoEH SO 2ED ., $ 2 T uh 5 startFromTo() ZEHEMOIHTHEIZIZEAY
HYHEHA, startFromTo() & Animation WHBT clip 2RO EHAER Action VEM L 72
a< >y FHIZIE S 5700 MBI TS, FAFEIEM TN EIX, FIT Action. startPat
tern(). Action.start(). AnimationState.setState() THDH. ZINOHIREAIC star
tTimeFromTo() RN EHE T 2 L HE L TEHE L DRI TT,

13.5 animation_state ¥ janken DFiHH

webg/samples/animation_state X, glTF JilR® hand.glb Z MW T AnimationState @
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BIBE 7= A—=>3>7Ev 13.5 animation_state ¥ janken DFHiAHH

MM 2 HERR T 272DV > TV TT, H ¥ TN desired state ZEHEFITH2DAE L,
YD action ZHMAT A WS ¥ 2 AnimationState ICEZEL TWVWE T,

b LYY FNIT Action. start () ZEHEMPIMERIC LG, €D pattern / action
ZRGT 20 twvwouYy Yy Ira— FEEPIHRINCRE T2 22 b £3, xf
L T webg/samples/animation_state Ti&, ¥ > 7 L{H]A3 desiredPoseld ZHEH L. Ani
mationState %% pose0 25 poseb DA7— FZ2EHH L, ZHZUIXILT S NO 225 N5 D
7Y arERSEET, ZORGIOERE. KEITHOEZTTOENTT, miEiE THEA
KOER FTH Y IAATITV, BRERZ TEOREEZEL») WS ERDAZY > T
DIRFFLE T, BEOT 7u—F &, NEBEBORMAZINR L2 WHEICIFFEICRE LT <
ZhEI,

F72. RY 2T ILTiE, 1~6 F—T desired state ZEHE L, / F—TRD desired state
i, P F—TCHEKEI X2, @ ¥ —T current state ZHIRHI X & 2 &\ o 72 /ELATRE
T3, HUD IZiX current state, target state, JIFED action, FTED pattern, B X FEIELD
transition AR ENZ T2, TRALZAT— b & THREECEELTWE 77> a ) OB
BfRz2 B2 B TEE T,

—7j. webg/samples/janken !& AnimationState ® 2~ ¥ NRUF|HZMHRT 570D
YINTT, FMFHER L3RR D, B L —2ROAT— bEFHAETZ20TIERL, TAN
D® o BN ZOF 2T LV EEAHARIGEICEL TWET,

webg/samples/animation_state 7% desiredPoseld %% 7 L — A EH L. update(cont
ext) 7’ transitions ZFHlli L TERIEZ D 5 [RAFHER) TH 5 DITH L. webg/samp
les/janken IZ A1 A4 RX>¥ b T ¥ IT setState(choiceld, { force: true }) ZMUH L,
update() &7 7 > a Y O#ETE X7 — MERDHEFRFD A ZITWE T,

CDEWE DX AI27) KHEDET, HiEIZ B7L—L05MF) TEOE, &BE
FEITATIARY P ZDDB D ITEDZHMILET, LRATADIS BT TV r—a »rTia,
B L —L5M%ER LT rock / scissors / paper ZiEXLD D, G. C. P DANER
7 BRENCRIBIC RIS E S Z e DEETT, £, ACFERUITHLEST S —X3bH 57
B, FALCRAT— t% force ff E THIMENT Z LA NAIRT T, L7dioT janken I3,
AnimationState MERHAFHIERLNTHEMHAET 52 Z L 2R T EERZHIE Ko TWVWET,
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B1387

N

X=>are7tyh 13.6 #HE=EZ V1D 5317 % £ & Dissw

13.6 #HREHREEZYID DTS T DR

MEEDAER, 7 =X —> 3 Y OMEMNEICE S 28X, AnimationState DH ST T
BHEN2DDTIERVWE WHREMRICED L, RAAOMEIZ, WKL A ¥Y— (m—L AN
V) BRETHEALTWBE ZERZWEDTT,

¥ 3. AnimationState (IMIMEZNET 270D TIZRL, HLET M2HEET
20 BIRETBRDDNNN—THEI e ZBHRELTLLEIWVW, RTFT— x>V REALL
PHEWVWoT, FEAR-XPHBEREINIZD, 7R 7 =— FRHENGEMENZD ., B
BF—TL—LHRERRE— a VITEBSNED T3 HD A, TS DN A
nimation % Action. H25WIE 7ty MUDEREHIHKFEL £5,

FHCAR—ZXDRZHFIE. F—ODEE L entryDurationMs IZFRSKIFL £ 3, N> FR—
ADESBBYTLTIE 2 > 312 > 13 LLoLFWRFXMEZHALEST, ot
=X, MENZNEZELGT 2D1F TBEZBEDPORXDFXF —R—XETOHR) & lentryDura
tionMs Z YN HERT 201 TT. 1 AD clip OHFICHEZRHAR— X2 D BRICALE X N
727y "V EDEERT— FEBIHEHT I, R—XWXoTHLIPICARZ 225G A
WKUIDEBEDLLZGENERELE T, THERAT— b3 Y OMETIERL, 7y b Ekid pat
tern KRR T 2D TT, Lido T, EINENRDLD 25513, A7 — FTIERL,
¥3X—ME L pattern DREZTERT 5 Z e BRI N E T,

7z, FIERO AKX Schedule DRAMERZIDHEL X9, HELOMER, 77> av%
RN L 72FRIC Schedule ORHERAIFEH DA+ TH % & BAIOMEDS—SXUTEATHEZ
LZHRDHEREINE LTze DF D, [AU fromKey / toKey & entryDurationMs % ffif L T
WTH, FHEENRTND ZE TRATHEDD £,

ZD7S, FEDOYID 7713 217 5 BRI, pattern ZIF TR TORDMER L T IV, -
HEREFERORMID 7 L — LT, @R delta time XA T TWIRWD, - pause / resume
/ restart OFRICKRHIFEENFHYNCEH I N TV DD, - AT = 2YDBXERD 7L — 24
T, FAEZZBTED TWRVH,

RN 2 O#RIEF X, 72y PR — (clip OEEHAETOMR —
MAction DI#FE) — [AnimationState DHfFE) — [Schedule DR LR D ET, Z
DIEFCHEET 22T, [Ty bOF—T7 L -8 (27— bv> v o#EHARME T
MEHMNE) ZRERSITICRET S Z eDAEETT,
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B1387

N

A=k

ty bk 13.7 hand.glb DF—XE & ZBE DM

13.7 hand.glb DF—XEZBEDOX

N RROY Y TN %2R T B, fromKey / toKey DX DEHAEIEL TWEH, F7[H
CEEPE T L — 2B TV BB OWTIRALST 2 283 D £9, 2026-04-07 JST K
D webg/samples/gltf_loader/hand.glb IZE} 2 K — X REEFX B DR IGEZ L TITRL
S

key X | &2 animation_state / janken O pattern
0 LAMRY>ay | BL

1 J— ZL

2-3 1AM Ni: 2 -> 3

4-5 FaF N2: 4 -> 5

6-7 3 AN N3: 6 -> 7

8-9 4 ATy N4: 8 —> 9

10-11 IN— N5: 10 —> 11

12-13 J— NO: 12 -> 13

ZITERSINTWVS fromKey / toKey &, Action D3 DR —XZ24RRT 570 DEAE
XT3, entryDurationMs: 250 i&. ZDXMANEITT BFTT > &4 L0IT 0.25 BT
TEBRIADTBIETT,

[ CRBDHEG LTV XX, B 2EETIERL, BRWRKEITY, ik, 20X
B —ERMRR S B, ROZBEABITT 2EANCANY 7 7 23T 5 Z & T, FAERFOZME
Bk LD 2z, B EZLESELDTT, flZiX4-5: Fax OFA. 45565 O[T
FaxDEBEMRFE L, ZOR—XZ2H Y INADORT— P OHEMHATE2X5CLTVE
T, ZHE THUCENR2MA-oTWS ] X Z2DTIERL, TZ2DRBOIMIAERRDRE X
NTW3) EHELTLIZEW,

ZOMRFEXEDH 5 Z T, AJI% desired state DZLIZIE U/ D FZBHRICAZ 5
X 212720 FERANZ Action DHIDEAJTEES AnimationState DILIRANFAH L3 < 71
DET, £ 7y MllOoXF—T7 L — 28R LT TE0ZEF 2D b VWOREEE S
b ZIHEICERTZ MR DD £7,

Blender 725 gITF / GLB 213 2 BEOTFERICOVWTHN £ 3, webg/samples/gl
tf_loader/hand.glb D X 51C gITF / GLB Zf#HL., 7=XA—>aYy&F—T L —LAR—
ZCHIE U 72 0EEE,. #iffE— F% CUBICSPLINE Tid7% { LINEAR THIF % Z b 23HA
T3,
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B1I3E T A—>3>e7ty b 13.8 ¥

WIED A ¥R — & —1F CUBICSPLINE %32 IFHl - /2B, Hif2D tangent ZFiAMRIXL. H
ROMED A% LT LINEAR & L THAELES, D% D, CUBICSPLINE % B ICHIT %
DTIF7% { . LINEAR NI L THRO AR e R o TWVWE T, ZD 7%, Blender 2256 i/
T 3% Sampling ZEMI L, BT L —LDRA ZTREHBLAF—TL—2DAHAEHIL,
il % LINEAR IKRET DI EPRDILETT, £k, 7—<F 2 7BV THER bone /
action DHEYNZF — 2o TWVWB T e ZHERL TL X\,

INSDEMDHIS 2T, gITF / GLB & 7L —20#5M7—%] T3 Lo
F—7 L =25 ZREELIIRETIS Z L 23A[EBICR D £ 9, #IZ Sampling VAR TH -
72D, filifd]23 CUBICSPLINE DX X TH -7 D F 2555, gltf_loader flIT tangent D3EEE X
AL LINEAR 123 B N5 729, BEZMEHERIZAGTE 22 A, HRFAD vebg IZBWVWT,
N RHRD gITF 7 =X — a >~ LINEAR Ri{E CTE X 2 DB HEYITY,

13.8 F®

ABECTHROEERZRAUL, FUTH Y IV 2R 2 [7=X =2 ayoffl] e LTTERL, Y
DEZEZTHHLTWSD) bW HRTHAMBL 28 TY, animation_state |I5&MFFE
fi#> AnimationState. janken IZAJIEREIEIOD AnimationState %5 EHITT,

EDY Y INZBNTE, ¥ TVAIBRES 2 D& M Z2HET 20 L WSHIETHD,
EERD AR bone NODKME Animation — Schedule — Task — CoordinateSystem &
WO RLAY— (B—L0b) Z7u—=HEYLTHVET, ZOMEEZHEMET LT, AN
AL RRESEIR. WHRISHT 2N R L THRE T 2 2 L AAREICAR D £7,

F7-. KETIX startFromTo() ¥ startTimeFromTo() Di#E\), hand.glb O ¥ —X[HD
wiAl . REFXEOER. gITF / GLB O L7 AR — FRAZRBIMLE L, ThA6ZEREL
THELIET, 72X—2a YN EETAOEFCHEIE UL, T3 —XHEOMED,) &
IR DD ) TIFREIEHED D) ZERERANCYID 7 5 S e AT E T,

RETIE, ZNFETH->TE7 HUD, dialogue, panel £ Wo7/-FREHR%, Ul &Ktz W
SBRD LERINCEH L TVEF T,
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B14E

Ul RRDERET

141 XNFRTRDHEHEE

AID 7V —a YORRKOBENIE., XA FIv 7 RBAREEKBRICAEDET, LAIAL, Z0
HEE R ARRICE X T 7-01201F,. il L7Z3D A 7Y =2 MIZ T, #yk MEROIER]
PHASDODE DL ZEBEETT,

FFE I CERIELERIEZ. IREDIKEZI/R L., HiAAARE ORI WiiE R 2 T 125
T3, HEIWVNI, VEERIBA PRSP TF 2 — MU 7L EFRREIEE, TNHOERDIHID Z &
T, 77V —2a 3T MfEnSeITVviEE ]  RAROD 165 ~Ne#bL 3,

—RFT5L. INHEIANT IXFEEEICHT ) EWSBE—OKREICEZX 20 L%
Ao LD L. FRULEWEROMEEIC K o T, RO SN DAL EHILIIRE S R £,

« BTV —LZHT X377 FPS

o [HAIHICHACE S 2 R R 1R Ei

« HAEZEOHEBUTONLTS

o NAAARMFEDL T — X vt —

o FHlIZREZMTL R— 1 (diagnostics report)

o REVRERKZHS TV —T 427

o BIREB MY —NMICHE T 3 72D DIREEE i%
Xy FERIFETX—ANZRET 2HEEARLX >

INBEEHR—DHMHATIRTEH LIS TS, 22—V —Av&Ex—T7x24 2 (UD) »HE
MWD, BN EFELLIETRLES, —AH T, HRZLIZZIAZEPRLTES L, T¥0D
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% 14 & Ul RinDEREt 14.2 REEWROLHE

API ZfEHSTRE D) E WO HWNTES itz b £95

Z ZTAETIE, webg BT A2 NFRRZE [FRRLILVWIEROMWHE ) ITESWTEE LT
WEET, APIAZHEL T 2DTIE R, Z20BEHIEE N HUD 205 TCoL DigEt5
NERDH) HIEZHES SN RDD] TFiske LTEIANZDORDD] bW ki EsEL
BAEIC T2 2 e 2 HIELE 3,

14.2 RFBRBOHEK
webg @ UL FRld. K < SHITRD 3 DORMICHBENE T,

« ¥¥ Y NR HUD (@<tt>{Text}, @<tt>{Message}) > ASCII X¥%. 3D
=V ERUF v YNRICEEREE L E T,
« DOM #—1N—1A (@<tt>{OverlayPanel}, @Q<tt>{CommandPalette}) H
i B A&V BRI A7 — AN ERRLRE RS — Y FITERTERRL
EE
o si% / PAFEMIBE) (Q@<tt>{Diagnostics}, @<tt>{DebugDock}) NIKIRFE%E L
R— ML, BAREE SNy —McHARRZIEXTERL £ 7,

R FAZREDER
[’%“1 L L\iﬁiifﬂﬁ\j
mNERE | | ExE (}éfgfﬁﬂ‘f? % (%%ﬁ‘%‘%ﬁ%
BEEELZWV mEEW \.':I:'. L 7z L \;“Eﬁbf: LY
/ \
é /Overla Panel / /Dia nostics /
LText/’Messagej [OveﬂayPane[] ‘Touchy DeéLgDock

X 14.1: UI ZRAERFE

INHITHA. Touch IFHIE FITARX Y Z2RRLETD, ZHUILFRRDIDHD API T
37 < TAJT APL) TF, R7ZHIX OverlayPanel %° CommandPalette DR X TV E
T, BNEF—ANTORBETH 272D, iFIIBROBETIHELIBHL £ T,
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% 14 & Ul RnDE&E 14.3 HUD ¥ DOM &R0

BARH 72 APT B#IRDHWHEAE I LI D@ D T,

o @<tt>{Message} ZEIRTIHLAH R a7, K& FPS., ERRIRERTRY, ¥
YSZHUD L LTHRETHD, B7L—20BEHTHEL TVET,

« Q@<tt>{OverlayPanel} Zi#&RS 255 HAFLORIEHH, "7, =5 — KX
58, DOMNX—=XTH 57, UTF-8, AIEIEY + > b, R7u—b, KX V%ZHIE
(k7 = S

o @<tt>{OverlayPanel} + a¥ b a—7—%2ERT 3G K X U, SEREORE
T TV—=T4 7k, For (UD CETHIE (22 y 7) Z0BEL TEFL WY
BICHELTVWETS,

« @<tt>{CommandPalette} Zi#EIRT 2L EF v > N2 ET—HRHITH < #17EX
Za—X, BGNLERELRRZY ., FEOHETIHUOH L, SRSz 2287
MZEEDHOLNET,

« @<tt>{Diagnostics} / @<tt>{DebugDock} ZERT 25HHEn 7.
YV —ZIESIREERI SRR ¥, Bk s RT3, Mgy & A ZHME LTV
S

o Q@<tt>{Touch} ZERTIHE L v FREA VX —T = -T2, ¥—FK—FAT]
OfREF WS TANKEE) ¢ L TokElZHWE T,

14.3 HUD ¥ DOM E RN

T, UlKEto# 725 THUDJ) & TDOM] 2\W9 2 O0DMERICOWTEHE L TEE

(Y

Sy (Y

L

bad

o

HUD (Heads-Up Display : "y R 7 v 7T 4 X7 4) &, dbedeiZEEoarsrvy b
RET, A ay MOWRREZIEE> S TIEREZHRTE5 L5, 7B Y M FRARED
HFICERERE T B2 ATLADIL TS, AV a—R—057 4 v I ART — LIBT3
HUD 3 FIFEOHPWTHHEINE T, 2—F—233D >—r2wd TE£EZ) »oMRENX T,
Z2a7ekd), FPS (7L —24L—1) REDHBINZREREZ Y 7V X4 ZCHERTE S X5,
HHORAAICER TR RTE[ VX —T7 2 —A%IELET,

—7 . DOM (Document Object Model) (&, 77 v#2 HTML XZF % JavaScript 7> 5
ECE2K51CL2Y ) —iETT, HTML ® <div> % <button> LW o BRI, 777
PFAETDOM / — Fe LTEHINTED, JavaScript Zi#H U THBEDE XL LR XA )L
DEHE, 7V v 74X MREDERDPAEETT,
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5% 14 & Ul Rin D5 14.4 BERNRERTZIS Message

webg @ 3D ¥ — 21X WebGPU @ canvas I ENE T, D canvas 1F¥ 7 ILHA]
THIET 2 TH D, 3D EFARER, £L T [Canvas HUDJ 13 Z O#HEFE R D —FR &
LTRREINFT, MLT, @A REZ Y, 27— F LD K57 UL, canvas DM
FE BN HTML #HR e LTRETZ £3, oKL, AETIE /DOM A ——1 1 |
ERENE T,

Canvas HUD & DOM A — =L A&, 55662 —H—12i1F THEICER > TV 5 1EH
WRZETH, NENREHAFIKE SRR D £3, Canvas HUD & WebGPU D 7 1 —
IEEND/D, 3D -V ERILAA I VTR TRECHETEES, 200D, &
HED X FHIENIF N ASCII RRZHiie e LTEH, HREOMERPAILERE 7 + > b, 7F X
FOFR, R 70—, KRR VEEREOKREZED R A

LT DOM A —N—=1L 4137575 HTML ZBRZFDDTH A7, HAESE.
KRR, AZva—)b, AV—AEERTFAM ANT7+—LR2EZHARIIWS ZenTEET,

ZOEWERHEMZ T, TEWIRERRIE Canvas HUD | TEide 7z O B2 #/E Ul 1Z
DOM | & WS EEHDHMEICZ D £9, HUD A —N—L 413, BUCHR 2D EFEZ%RT
TTBDTIERL, fiE7a— e FHERNOEWCE DV TERLTL 20N,

14.4 BSHIRERTZES Message

Message &, ¥ ¥ U N LICHBRXFI 2 ERS 70D HUD EH S 5 X TF, XF77
Dy FREERET 20— L (KL A ¥ —) L Text 77 X% 7y 7L, EhfEnF<
HEtE NNt L L (FBLA¥—) R APL £ 25 TWEF, id. anchor (ALEFMERD). ¥
Bitoay 7 wo M@ r @A TE 0. @EDY Y 7L TIX app.message.setLines() %
T 2008HEARLLD XT,

PIZX, BIfEDOR a7 LR 2 £ LIRS 25813, XD X5 iRl £7,

app.message.setLines("status", [
‘score=${score}‘,
‘time=${elapsedSec.toFixed (1)} sec’
1, {
anchor: "top-left",
x: O,
y: O
s
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14.5 i E B 315 EMWM T S OverlayPanel

B A N 2w MINCEES 258, Hlo id 2EELTHlO 7 a vy 7 & LTERL

R

app.message.setLines("guide", [
"Drag: orbit camera",
"Wheel: zoom",
"R: reset camera"
1, {
anchor: "bottom-left",
x: O,
y: -2,
width: 36,
wrap: true

)

Message &, H < ERINCHMETEZ, BRI TOTHHAZHTRVERICEL TW
F5, Ra7eER. BIEOE— K, 7Ny 7E—FD ON/OFF. & X 7k, #ERF g

72 & s AR 72 BT 9

—H T, LFD &5 RIEHIE Message ITIFHE L TWEH A,

o HAFEIC & 257285 T
« RXDITI—Xvt—Y

« AR w7 ML —ARFEMEZKL R— b

. REURBENS A > 2527 4 772 Ul

e 27—V L THET2R0END B EH

Message [3FHED T + b7 P FREXF TV v Fefiide LERZ HUD TF, HAGH
7% UTF-8 XEZBYNCER LW EIE. DOM A —N—LANEBITLEL & 5,

14.5 HmFEEBHIW/EWAT B OverlayPanel

OverlayPanel (&, > — Y RICEHARTERT 2 DOM 3L TF, HAGFEOHH, ~L7,
L7 —RK~. BRXVKR—bF TV=T4 27, K&r, BREZREZ —TlWE T,

ZZTHEZDIE, OverlayPanel 2% [~NLVTHH) © 27 —8HH) 07 FATIERWVWE

W9 A

M T3, OverlayPanel {3® < T CHAMZ IFRREE) THH, FARICKZEWIIA S
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> a v (option) IZX > THRHL FT,

B/PNEDANL T oF K, KD XD ITHRR L 3,

app.showOverlayPanel ({

id: "help",
title: "Help",
lines: [

"Drag: orbit camera",
"Wheel: zoom",
"H: hide help"
1,
anchor: "top-left",
format: "plain",
collapsible: true,

closable: false

)

ANDIEIIE, BH—DXFIZET text &, 1TRAHIZE T lines BH D FF, ZThb
ZFRRHCIEE T 2 L RANBEDEEKRICR 52729, OverlayPanel TIZ L7 —r L TUH I
S

app.showOverlayPanel ({
id: "note",
title: "Note",
text: "1 DOXFHE L TEIHBAIICE5ZEALET",
anchor: "bottom-left"

P

ITo7—ur70DX5I, ZARBUTREDEEZ R L WHEIX, format: "pre" ZHEE
LET,

app.showOverlayPanel ({
id: "load-error",
title: "Load Error",
text: error.message,
anchor: "bottom-right",
format: "pre",

scrollY: true,
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closable: true,
showCloseButton: true,
maxHeight: "40vh"

B

DX AMTBLT—H L R—FdH, TRXTHE—D OverlayPanel TRIHAIAET T,
FAREDHE I NEIWE T 7 AL TIE <., anchor, format. scrollY, collapsible. butt
ons, choices & W o BRI A T a v OKEITT,

14.6 EEEEL v o 0[oE

DOM #—N—L A Zi&at 5 2B, BANCHE TR TEEESAT T3, 3D ¥ —r o
RF2—F =R FHRTI2ERTH 5720, Sp V2 HRICHEE S 5 & HELGRRIEHZ
52l ET,

OverlayPanel Tlid., A F® anchor ZftL TV %3,

anchor FHRRAR

top-left BEaA - wlgh LT
top-center — RN
top-right AT =R - fHBER

middle-left FEIR = 2 —
middle-center | E—&X)L - XA 707
middle-right | HGlf AT & —
bottom-left TV—=T 47 RA470r
bottom-center | #{ERFEL - Fm 7 b
bottom-right oy +x7—-+LKR—F

X 51T offsetX & offsetY ZIEET D Z 2 T, HRELNLSORHEHEBICHETE X T,

app.showOverlayPanel ({
id: "briefing",
title: "Mission",
lines: ["Alpha 7#' beacon Z[EXL £9"],
anchor: "bottom-left",
offsetX: 16,
offsetY: 16,
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width: 360
)

¥ 7z, HlZ DebugbDock ZFRRL TWAHLE, GHFE SRRy 7 L EHRZARENDL D
D¥ET, £ZD7®, OverlayPanel IZi% avoidDebugDock: true & W5 A4 7> a YHAHEX
NTED, TNEAMTTE TRy 7 OlEZ HERNCENE L TRES X T,

14.7 AT TVEY FDER

2L DY >IN TIE, BIEHEE D ARRE L) E LTHRE LW — 20D
DET, RIA4 77 VT ~NTHBEZHH API & U THRMIET 2 D Tld7 <. OverlayPan
el DA T avDHAGDOETHREL T,

EERR T 2581 UMFD X512k D £,

app.showOverlayPanel ({
id: "runtime-help",
title: "Help",
lines: [
"Drag: orbit",
"Wheel: zoom",
"R: reset"
1,
anchor: "top-left",
collapsible: true,
collapsed: false,
closable: false,
showCollapseButton: true,
collapselLabelExpanded: "Hide Help",
collapselabelCollapsed: "Show Help"
19

Z DRt % g L L 72 WA X, OverlayPanelPresets.js DAL S—BEKEFIA L

L& 9o

ar
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import { buildHelpPanelOptions } from "../../webg/OverlayPanelPresets.js";

app . showOverlayPanel (buildHelpPanelOptions ({
id: "help",
lines: [
"Drag: orbit",

"Wheel: zoom",

"R: reset"
1,
anchor: "top-left"
)

ZZTHERDIX, buildHelpPanelOptions() 3HT LW Ul 7 7 R 24 L T2 DTIX
AL BUSHEYIRA TS a v AT 2 P EHAALTEANNR=THLE VS L TT, EFE
IR ZHH S DIddH £ T OverlayPanel T,

14.8 IS—RTEZELER—FDEVWSIT

I5— R vt —IRBMEROLIE. HUD TR RITREXTIEH D F2 A, HUD I
MRIREEOFRRICITE L TVETH, 2—F D TR ELEIZEIARAEZLSTT,

T 7 —FRIE. RD K ST OverlayPanel THIK L £ 3

app.showOverlayPanel ({
id: "start-error",
title: "Start Error",
text: error.message,
anchor: "bottom-right",
format: "pre",
scrollY: true,
closable: true,
showCloseButton: true,
maxHeight: "40vh"

I);

[Af%lZ. OverlayPanelPresets.js WCHEINLZ I —HNL—2FHT 2 Z & HAJHE
TY,
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import { buildErrorPanelOptions } from "../../webg/OverlayPanelPresets.js";

app.showOverlayPanel (buildErrorPanelOptions (error, {
id: "load-error",
title: "Load Error"

)

Tl 7 —%RRRTHRET TR, HREESLHNY —VICHET 3 -0 FH e LTk
L7z EE, Diagnostics ICLAR— b LTRSS 52 & 2B L T Z W, OverlayP
anel |3 TBIE T 270D/ TH D, Diagnostics | NMREZERT 270D TH
BEWVHREIHZEMLEL £ 9,

14.9 TV=T7 1 2 J OETHIWH

REERF 2 —PITN, IvTaryIU—T4 7D Ld% UL, B 3FRRZTTRL
DEFTHIE ) Z2E0E T, RS DEREZER) 052 TEHC 2%y — 2 %2 HE
T3] LWVl —ABREICR B TT,

OverlayPanel IR X U RE R DT 7> a Y ZIRLETH, XEDOF 22— ((FH175]) %
T — NV ERIEIRF L E R A, ZHURERIRERGHC K 2 08T, RonalamiT#EITHIE £
TEDOTLEI &, F—AEHEONL—AHBEBANEA L. API ONHMESBLRDLN S0
TY,

BNEDOTV—T 4 v 7arvian—7—k Y IAAITRD XS ICEETEET,

const briefingEntries = [
{
title: "Mission",
lines: [
"Alpha #' beacon Z[EUXL FXI",
"goal HABHWVSRIHL TS ZEW
]
I
{
title: "Controls",
lines: [

"Arrow keys: move",
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"Enter: next"

}
1;

let briefingIndex = O;

function showBriefing() {
const entry = briefingEntries[briefingIndex];
app.showOverlayPanel ({
id: "briefing",
title: entry.title,
lines: entry.lines,
anchor: "bottom-left",
width: 420,
buttons: [
{ id: "next", label: "Next", kind: "primary" I,

{ id: "close", label: "Close", kind: "secondary" }

i
onAction: ({ actionId }) => {
if (actionId === "close") {
app.hideOverlayPanel ("briefing") ;
return;
}
briefingIndex += 1;
if (briefingIndex >= briefingEntries.length) {
app.hideOverlayPanel ("briefing") ;
} else {
showBriefing();
}
}
3

Z DI L D, OverlayPanel IR DAZHYE L, XEDIEFLHIER Y v 7137 7V
r—a lcEeIcHEtE %3,
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% 14 & Ul RnDE&E 1410 E—HILBEL S — > D—HHFLE

1410 E—HILHBEL I — 2 D—HFELE

OverlayPanel 2l modal ¥ pauseScene ¥ WO HEERA S a vH Y £,

modal 1X. DOM FOEER RINVICERIEE-DDRETT, 5B Ul #FX 87
SBWHEER X A 7a 7, BtREIO 7V — 7 4 Y ZIEFHL 5,

pauseScene &, 7SV r—>a VNZ TZDOFUNERREIN TV EHIES — Y DOETZ
BIETRETH S LWOIREEIRA S 777 TT, %P, OverlayPanel HIAH HENNIZ
TN =T BT ELDITIEH D ZHA,

app.showOverlayPanel ({
id: "confirm",
title: "Start?",
lines: ["COFRETHWBLEITH"],
anchor: "middle-center",
modal: true,
pauseScene: true,
buttons: [
{ id: "start", label: "Start", kind: "primary" I},
{ id: "cancel", label: "Cancel", kind: "secondary" }
1
onAction: ({ actionIld }) => {
if (actionId === "start") {
app.hideOverlayPanel ("confirm") ;

startGame() ;

}

)

B — FHITIE, BEIZSCTZOREEZSHL T Z XXy FLET,

app.start ({
onUpdate: ({ deltaSec }) => {
const confirm = app.getOverlayPanel("confirm");
const state = confirm?.getState?.();
if (state?.visible && state.pauseScene) {

return false;
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}

updateGame (deltaSec) ;
return false;
}
E

CORFHT X D, UL AT — aREZ 1D 2 2 e 2l > — Y Z2EFIEXE 50
ES00HWET TV =2 a MIOREHIERDS LB TEET,

1411 BhiEHROEBREHEEIO—

3D 7V —arTiE, HAE LOFRREITTIEIEBETE R OWHEIRENZ S EELE T,
H X T DIEHERAIE, FAATNIROBE, BREDY = — X —8E. ATTDORIIKRI 72 ¥
X, B2 HUD IZRR I AL TIEEDL & OEGHE LN T3,

Z D7z, webg Tld Diagnostics % EA] & LTHVWET, T VLR—-M2IERL. %
DL R— FZRHZIZJE T T DebugDock, 2>V —Jb, a¥—H7F X ;. JSON, OverlayPa
nel REANHN T2 70 —2HBLTVWE T,

DebugDock (& PC [\ DBFEMBIFRTH D, HAlica > br—n, ZkLKR—1F. Tu—
TIRER BN T E 22T, Fv AN HUD 2R CHHRL 32 2 L FEMRE 2 B
MTEET,

B2 2 2, BEEIXTDOXS1TRD £7,

FIHE DR IR 3 R ZBUIEfH — Message

M DK S R E B L — OverlayPanel

BFEE Y — 3 218 — Diagnostics
BAZEHNCH IR L 7= Wit — DebugDock

ZONERE, B AL ZTFERHLETFAY ZICBWTERE TS, HHE LOXFE2ERLTOTIE
2, BHABERLAR—TP 2 LTIREZEEZ X512 LTEL 22T, BEOYID 751 DR
HFICEZICD £3,
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% 14 & Ul Rz DERsT 1412 AWM A2 =7 2= LTD Touch

1412 AN =—T7 =R LTD Touch

Touch (I DOM IZRZ V2 FRRL E T2, ZOHRENILFRRTIEH D ¥ A, Touch 1,
F—R—FDRbHDIT arrowleft, space. enter, r REDF —IRELT 7> a Vv EREX
#2% [AJ1 API) T3,

L7230 T, T RZRUBREENS ] WS HHTET% Touch IZHFH DT, %E|
THHEIZHE W T L2 E W,

&y FEECREL. JUE. Vey P2 AN LAWY — Touch

o ¥— RICHMREREZRR L 72 — OverlayPanel

o ¥y AR ETHICH 2= FRBEVEREZE X7\ — CommandPalette
o BIEEZHRICFIR LWV — Message

COXHZHAMEICT 5 Z & T AN RoRIBBEIET 2 2 & 2B £ 5

14.13 Ul REROHEHIO—
HLOY Y Z LR T 203, UFOFIRTRATT 2 LB LR T B D £ 5.

MO TEEZ RN % MOWBIEED, FEE 2 ED,

FW ASCII OBUEfHTR & Message ICALET %,

HAGE, K. K&V, BIRHBEIRS: OverlayPanel IZHLE T %,

TR (DIERIEE) BRBERS: o Ifiicary tr—7 %2553,

X x UNR ETHRHEEORIEPHE VR EZ I LW S: CommandPalette ZHLE
EIRAR

TR IE BB ER T S Diagnostics ICLR— & LTadskd %,

7. R FEEDRBES: Touch # AN API & L GEINT %,

A e

SR

PIZE, B =X =KDV FLTlE, THAALFDENIKIE — Messagel. [FiAAAKK
DR — OverlayPanel . FAAANRPHMEME — Diagnostics) 7% Z & T, JEH
WREBLORWULIZARD ¥,
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1414 &
AETIE, webg ITHBF 2 XFRRDFEPILEZEIEL £ L,

o J\ ASCII HUD — Message

o HAGE, RX. ANV 57—, RE U EFiH — OverlayPanel

o ERIA T a v Dffilg{t — OverlayPanelPresets

o ¥y IUNZRLEO—Fa~ > R, toggle, stepper. select — CommandPalette
o BRIV =T 4 YITDHEIT - I Afllarin—F—

o FEFLFE — Diagnostics / DebugDock

& v FHE — Touch

ORI, ULRRZ T80 72 %2FE50) LWHHKETIERL, TEDOERZED
FOREICHET 22 LWIKFHHETEZ SN TEE T, RETIE. ZOTHEIPHNTT
WEDEIICEEXNRTVEE, Fv N2 HUD & DOM F—1N—L A OfE» HFEL L
HTOVWEZFEL x5,
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HUD & A —/\—L 1 D&&Et

HIFE Tl webg 1B 2 XFRRDMENFIFIZOWT, FHASEHSALOEHE LU L L,
HIIRBEFIRIX Message, fEot 3B 5 &L OverlayPanel, FEFCH*IE Diagnostics / De
bugDock. Z L TX v F AJJ& Touch & W5 EEIFIHETT,

AFETIE, COTHPWIHINICED LS ZHETHBHINTW LI 02 @il L £3, HiRd
API DV 7 7 LY A TIF7 <. 728 Message & OverlayPanel Z 77\ 20BN H 5 Dh, W
ebghpp DI Z X THEMEZFONEZ, £ LT OverlayPanel OF 7> a YA D X 5 ITHEE
DFEREEICRKMEI N DD ZHER L TVWEE T,

BRINCIE, £3F v 282 HUD & DOM #—N—L 4 OFiH3R 2R LRI L, Text
5 Message NEAHiH 70— 2R L £3, T, CommandPalette DEFEITIEPLINGE
B, R=IHHIZOVWTHLIATVWEXL x5, 51T, OverlayPanel ® DOM Hi&E<
F 7 a v ORM A, Webghpp IC &k B4 — =L A EHMOHH, 2L T7— < HDAA
LA T PADOHMTOWTHERHR L £9, &KIC, EEFOMEFIHE 2=y } 7 X bDIEH
HIFEZOWTEEDHET,

15.1 RTEEOKMESR LREEE

webg @ Ul FXRi3, fiEH N2 [ OBEWH)HEMET 2 LMD 5,

¥ v YN R HUD (@<tt>{Text}, @Q<tt>{Message}) - Ff: WebGPU THiHE T %
Xy7 7y ¥ (EABRY a) - Fifk: BELER, Fuv ASCIL X7, ¥ — >t O—kiyk
EAATRE- §il#): HARE., RX. A& Y. X278 — i3 HAHh7Rn
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DOM #* —n"—1 4 (@<tt>{OverlayPanel}, Q<tt>{CommandPalette},
@<tt>{DebugDock}, @<tt>{Touch}) - Fff: HTML %3 (DOM) - Ff¥: UTF-8,
AT + > by KRRV AT A —)b, 74— REHHARE- #il#9: 3D FE L OEENLE
il #EF 7 DOM HHNC X 2 B ICTEE DA E

¥ ¥ Y NZ HUD & 3D ¥ — Y 2RI U A 54 L 720, MDD THRICEEL £
T BIV—LEHTIRAATRAT —RARRICHRETT, —/7T. RRTELZXFIET
Y h7 b7 ZAOEPIHKIE L., HE¥ETIE ASCI ZRHEE L TW3 720, HAEDRRIITE
FHA, Tl BEXOWMWVICHAIETHEA,

MLT DOM A ==L X, 77U DRFOEERTIFAMN ATV MERERZZDE
EHTEEY, HAGE AIBE7 x> b, KRRV, ZAZ0—), 722 CVT4REERTS
THICERD ZEMRARET T, 72720, Z4UX 3D > — Y D—HTilE kL. Fr o NRD LRI
HRBHVAY—TH 2%, LERERDIEZEYNCERLZ T, >— Y OEERE DY
BHEDZ 2D ET,

Z DFEN R FEDE WD, Message & OverlayPanel ZHAWMEIZ /71T 2 akaTEAH DR &
%o TWET, 7%, CommandPalette & DOM F— N—L A TF )5, OverlayPanel ¥ i
@D 82D £3, OverlayPanel EANLTRLT—LER—bFDE I, 2—F —2EREH
LD DAV TT, M LT CommandPalette (&, DERFLFHE, (HEDa~v Y FL
REMZRFLALEE T 20 D/NSBEH L L TREFENTOVE T,

15.2 CommandPalette DIEFE L IKEEIE

REHF ¥ YNAZFSIRET T VR 2 — U T, BERFRD X = 2 — N = EfEEE
WHTLESZEDRDHDET, ZDOXIBGERENLDD, XINT V) v 70X —H{ET
—FEAICBI < Sy FTF, CommandPalette & DOM DAL AT OMEH ZHY L £ 355,
P=rRI7 27 FOREAEKIRELEEA, RKEE 7 TSV r—>a VICEE, Ly b
BT EZ FiAN > TIRIERERZ @I 2 TAH) & UTHAREL £3,

EREF* v NAANDES

B/PMERTIE. document, DOM ODELE LY 725 container, IENRD viewport. %
LT commands ZA YA M F7 7 ZANELET, 2> A M7 27X DOM BEED CSS % 4Efi
LETH, ZOEBTIEF v O NRADANTEVEE A, attachToCanvas() ZMRZ & T,
RINT ) w7, BINVRy T fGEF—ITXBHEAA RNV P OIEFRINFE T,
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import CommandPalette, {
getDefaultCommandPaletteCss
} from "../../webg/CommandPalette.js";

const canvas = document.getElementById("canvas");
const state = {

shadow: true,

radius: 18,

brush: "Draw"

};

const palette = new CommandPalette({
document,
container: document.body,
viewport: canvas,
title: "Tools",
closeOnCommand: false,
onCommand: (id) => {

if (id === "reset-camera") {
resetCameral() ;

}

},

onChange: (id, value) => {
if (id === "shadow") state.shadow = value;
if (id === "radius") state.radius = value;
if (id === "brush") state.brush = value;

1,
commands: [
{ id: "reset-camera", label: "Reset", detail: "camera" I},
{ type: "toggle", id: "shadow", label: "Shadow", detail: "toggle",
value: () => state.shadow },
{ type: "stepper", id: "radius", label: "Radius",

value: () => state.radius, min: 8, max: 64, step: 2, input: true },

type: "select",

id: "brush",

label: "Brush",

value: () => state.brush,

options: [
{ value: "Draw", label: "Draw" 7},
{ value: "Blur", label: "Blur" },
{ value: "Grab", label: "Grab" }
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]
)

palette.attachToCanvas(canvas, {
key . n / n
s

ZDHITIE. XTNBRETIREME DL A E, / F—THIGEIEIL 2 —KR— Dk
NBLE SN FE T, FAVRRIEZZA FUTEZ Ry 7 LT SLy FZ2RSTWENEETZ
F5, FI 9N FMERA MAATET DT, button, toggle, stepper, select DFEAE ¥
RLy MEEIDEZE LIS WHBRIZZR > TWE T, 77V HICHERE 2L L 2 0WiGE.
YA FT 7 XIZ draggable: false ZIEEL £,

BN %2 ERNCHIBR 3 235513, doubleClick: false, doubleTap: false., E7=id k
ey: null ZHEELE T, 72, open(). close(). toggle() XYV v K& CTFHICHlf
THZELHARETT,

RIFERmDEE L REEE

commands DFERETIX., FIRIEEZHANT 2 id 2D F T, label IFRZX URITOTE
TR, detail ZFD FIKFRTI2HEVWHE TS, 20 LT, FIHAZERIEZ X000
UT type Z#ERL 7,

o« A2V (Q@<tt>{button}) : ’XFDV Lty F7 7 A LDRIFRE, W LIKHT
1 MM Z2FTT 2 HFICEL TVWES, 2—F =3, <L vy F2{LD onCom
mand &. EFL TV IHEEIEGND onSelect BIFHINF T,

o UIhEZ (@<tt>{toggle}) : 7'V v FOFXR ON/OFF 72 ¥ ® boolean IKEEZ K i
SELEEHEAL T, value WIFHRIEDREZIR TR ZIE L. H#ERIIKIZL 72
fE2Y onChange NJHEAINFE T,

o BUiiF% (Q<tt>{stepper}) : 77 D¥FERT T =7 b DOIRER Y, BREINCE
EZ X B 2B L CWVWE T, min / max ICFFAHIP. step WWHBEZIEEL
¥ 9, input: true ZEBMT 2 &, BEANMIEZ RSN, F—AR—FNITK2EHA
JTIHAERICR D £3,
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o BN (@Q<tt>{select}) : 77 OMEAPRKRE—RRE, D50 U DRDIAZMD
51 O%YIDEZ2BIECHEHLE T, value ICHEEZ R T ZE L. options
12 { value, label } OEHIZIEEL £T, RAX VZ2WFTLLITROMBEMANEA, 3
XN 72l onChange NEA XN F T,

toggle. stepper. select ® value [ZIE@EHE. 77V r— a YR OBIEEZ K 5B
ZHELE T, BIERIIHLED onChange ¥ 7213 ff%5D onChange TIKEEX FHH L £ 3,

F 7. BED button 225 1 DDE— FZHEIYEE. modeSwitch: true ¥ getCommand
State() ZH#lAEDHE £ T, modeSwitch TEOMIEZIEE L. getCommandState() TE D
button % active IZ3 202 HEL FT,

const state = { mode: "object" };

const palette = new CommandPalette({
document,
container: document.body,
viewport: canvas,
closeOnCommand: false,
getCommandState: (id) => ({

active: id === ‘mode-${state.mode}’

b,

onCommand: (id) => {
if (id === "mode-object") state.mode = "object";
if (id === "mode-edit") state.mode = "edit";

I

commands: [
{ id: "mode-object", label: "Obj", detail: "mode", modeSwitch: true },
{ id: "mode-edit", label: "Edit", detail: "mode", modeSwitch: true }

B

closeOnCommand DRLEMEIZ true TI, HFE A~ Y FTHIUIRIERICEHT 2 DHEAT
. ERBOREEHIITEEIE 2L v b Tl false ZHEELE T,

R=IBRERZTINDHREIALX

pageRows 13 1 R—Y DEH I ZITHTHEL £, button & toggle I& 1 L, stepper &
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select 1% 1 {T2K%EH L £3, pageRowsByPage ZIEET 2 &, R—I&FS T L If78% E
FHETEF T, R=IVIFBETHEIICC THIFRNSER SN T T, YD BEZZEETIE TD
NFEEA, FHELPRR=IANHED S XS, id: "palette-next" D button ZHX—T D2
XY FPERICEDDIMEDDHD £,

const palette = new CommandPalette({

document,

container: document.body,

viewport: canvas,

pageRows: 2,

pageRowsByPage: [2, 1],

commands: [

{ id:
{ id:
id:
id:
id:
id:
id:
id:

D S P &

P T

});

id:
id:
id:
id:

"select", label: "Sel", detail: "tool" I,

"move", label: "Move", detail: "tool" },

"rotate", label: "Rot", detail: "tool" },

"scale", label: "Scale", detail: "tool" },

"brush", label: "Brush", detail: "tool" },

"erase", label: "Erase", detail: "tool" I},

"snap", label: "Snap", detail: "toggle" },

"palette-next", label: "Next", detail: "page", pageSwitch: true },

"view-front", label: "Front", detail: "view" },
"view-top", label: "Top", detail: "view" 1},
"view-side", label: "Side", detail: "view" I},

"palette-next", label: "Next", detail: "page", pageSwitch: true }

palette-next X nextPage() ZM-3Kihl7: ID T, m&R—IY DRIFFLHICED $3, p
ageSwitch: true EIR—JYIDHEZHARZ OGO ZEHT 248ETT,

CommandPalette IFBEED A X A V% HEIHNZIHEA L E 35, setStyle() T CSS 2ik%
ZLBZATD. setTheme() THZZEH LD TEET, BEEDL A 7V b 2l LOoDo—f8
PPUEE LW EIX, getDefaultCommandPaletteCss() D% A I E OFRANZ HAE L T

{TREW,

const compactPaletteCss = ‘${getDefaultCommandPaletteCss()}

.command-palette {
width: 300px;
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.palette-button,

.palette-control-button,

.palette-select-button {
border-radius: 6px;

}

.palette-button {
height: 42px;
X

<.
)

palette.setStyle(compactPaletteCss) ;

Nl vy SPRBEZR o THER. A XY FOfEFRE DOM OHIFRZ % & ®TIT5 destroy(
) ZPEONH U CBYNCRAIER 21T o T2 E W,

window.addEventListener ("pagehide", () => {
palette.destroy();

}, { once: true });

15.3 Text & Message DPEEEE & HRH

Text 3. XFZ7 Vv F% GPU LicfiEi§57-d0ua—1 )L (KL ¥—) 75 AT
T, XFEMNE, XFa—F, AF7—), fa, 7+ T I7AF ¥y RERBEHL., BRI FE
TrDr 7y R (WAERY ) & U CHEICHEL E3,

Message ¥, 2D Text 7 7 A% 7 v 7L T HUD & LTSRS Lt LA (FL
A¥—) ZEMECTT, X% id ffZo7my 72 LTERL. anchor % width Z45/E
THIETHEGICHETEET,

app.message.setLines("status", [
"mode=orbit",
"debug=off"
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1, {
anchor: "top-left",

x: 0,
y: O
b

Message (& setLine() (H—1T7). setLines() ({BEIT). setBlock() (BARHIZZ 7 w1 v
M) WA v EA—T7 x—ARRHL TV E T, BRRKOF X, FRANEL id TEHT
FL2RIEDHDET, BI7L—LITRTZHMEETL20TIIRL, FED id o7y 772
JZ2EHTLIET. Ra7Rh A4 FREDRRZERENRINCEHTE LT,

HUD O#EX 1 = > J

Webghpp ZHH 3 235G, BHEIX app.start ) O — AT — > OHfiE 2 HUD O
HHE2F D TUHINET, 77V 7 —2 a YlllZ onUpdate N> K Z AT app.message
.setLines() ZMUH L., BHTOREEZERL F9,

app.start ({
onUpdate: ({ deltaSec }) => {
elapsedSec += deltaSec;

app.message.setLines("status", [
‘time=${elapsedSec.toFixed(1)}°,
‘camera=${orbit.orbit.distance.toFixed (1)}°
1, {
anchor: "top-left",
x: 0,
y: O
s

return false;

)

CORR TN R T — R LTERLTWAEITH D, EEOHIEIX WebgApp HHE
@ drawMessages() XY v RZ@EU T, >¥— UHiliZOFBME IR LTERONE T, THUD
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EF v UNRDO—E e LTINS ] CWHORMERREL THEL 28T, DOM 4 —n—1
A DFENTITA K DRI D £5,

15.4 OverlayPanel Oi#:& L EH{E

OverlayPanel (& DOM ERETHR I N TE D, BERANIIAT D K 5 LS 2 £ -
TVWET,

root (FA—N\—LAL2EDEHE)
backdrop (HEEMKE)
shell (EREFIEE : anchor ICHE> TECE)
panel (/NFRJLAE)

header (NVA— ! ZA KL FALB/ETHEY)
body (AX : text F7zld lines)
choices CGEIREXTEH)
buttons (RERA > HEE)

HH X Webghpp ODEHX Y v FZNMLTHIELE 3, [A—® id T showlOverlayPanel()
ZIUOH T EBHFO IV EHR SN, —H DA ZERH L7205 EE updatelverlayPanel (
) ZEHL %7,

FXDEELT =Y b

RNEHE—LFHN D text FIELFHNEAHD lines TIHEEL T, I ZREFFICIEE
THILIITEFERA, ZHE, BHROBEMLZWT —XDRLBLZHE, a— Fonf&H
e ZeWrEmd27-0DKRE T, FRERIT format A 7> a v TCUDEZF T,

o format: "plain": —RAYRFAA AT, T2 REEL DD UNCHT DR L 3,
o format: "pre": BRI I—X vt —IRY| EHPMITOHFERZ BHEICRE L7720
NEICHHALE7,
B 255813 scrollY: true & maxHeight ZHAGDHLE 2 Z & T, ANHEHHD A%

27— ZH, HEHEAZEOWRIL ERVWES ZHIETE£3,
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REEHEE LI 7IME—F

OverlayPanel & anchor (FEHER) ICHOWTEIEINE T, 7 H—1% 9 Hd 5FER
AJEETT, F7. FECEE— F& LT positioningMode 3fFEL £ 3§, HBHED IV ) -V
77V TIE fixed BEHINFE TH, BMR—=I R EWTF ¥ YN 28 DIAT 1layoutMode
: "embedded" Tld, A —N—L A aY7F%F v Y NZAKRR MIEENNIT 2728 absolute
DEHINE T, Webghpp Z/M L THEUIHTZ T, BEDL A 7Y FREIIL U 7z i 73
E— FHOHIANCEHEINE T,

NRIIWDEREEE A 25923

ANVTRAIND E DI, BRECHER I AL T E2EATR/PMEOREZ e LT LW
Ald collapsible A 7> a YEMHLES, — /T, MEZERT LT RV EZERICHEEL
72\Wi5E X closable ¥ showCloseButton 2 L £ 3,

F7e. SRV RENCIEEEER X > (buttons) RERK (choices) ZRLETEZ %3, Zhb
D RIS L, onAction /N> R 212 actionld S RENF T,

app . showOverlayPanel ({
id: "choice",
title: "Route",
lines: ["EBHANEAXITH"],
choices: [
{ id: "left", label: "Left" },
{ id: "right", label: "Right" }
1
buttons: [
{ id: "cancel", label: "Cancel", kind: "secondary" }
P
onAction: ({ panelld, actionId }) => {
console.log(panelld, actionId);
}
I);

buttons I SRR T 2 ((RTFE « F v IR YY), choices IIAIIH T 5%
R OL— FEIRRY) WO BRI THEWNTIT 20058 T 3, FEEFZwiInd actio
214



%15 E HUD t #—/N\—L 1 D%t 15.4 OverlayPanel D18 L BhfE

nld 2RI 720, 77V 5 — a VAITEE—O A TUHEA]RET 3,

E—HIBREL S — U FLEDEHE

modal: true ZWET S L. HED DOM #E22Z I MIF T, 22—V —DE#HZ <
HBhXE2 P TEET, 72, pauseScene: true &, 7V r—>a Vfilic Tzos
FINMERENTVBHIES — Y DEITZFIETRETHL ) WS IRERZIEZX 27 77T
9, BEER KL LT, OverlayPanel HIADHEIHNC S — 2V — T 22X E5 2 81EHD F
Ao

app.showOverlayPanel ({
id: "pause-menu",
title: "Paused",
lines: ["Resume or restart?"],
modal: true,
pauseScene: true,
anchor: "middle-center",
buttons: [
{ id: "resume", label: "Resume", kind: "primary" },
{ id: "restart", label: "Restart", kind: "secondary" }
1y
onAction: ({ actionIld }) => {
if (actionId === "resume") {
app.hideOverlayPanel ("pause-menu") ;

}

P

BHL— TR PO LS ICREEZS R L TUB 2 HlEH L %5

const pausePanel = app.getOverlayPanel("pause-menu") ;
const pauseState = pausePanel?.getState?.();

if (pauseState?.visible && pauseState.pauseScene) {
return false; // BFixX*x v/
}

COFBEC XD, Ul fapEFics — ol z ko 2 WS BIfEHZE# T, 1D & 4 2
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VTR T7T I = a VHIORRGETHINNCER S Z e N TEE T,

15.5 WebgApp Ic &k 2HEEEIR
WebgApp 1%, OverlayPanel DA ¥ 2 X ¥ AEMH L BLERIEZHEWE T,

app . showOverlayPanel (options) ;
app.updateOverlayPanel (id, patch);
app.hideOverlayPanel (id) ;

app . removeOverlayPanel (id) ;
app.clearOverlayPanels() ;
app.get0OverlayPanel (id) ;
app.hasOverlayPanel (id) ;
app.listOverlayPanels();

WebgApp 13H 2 T T~V THHY R OfElH] API Z2Fi723 . AR EHEERE IR L L T
WET, ZAUTK D, RO T TV = 3 YHFREOZMRIENT Ul 2 RIICHEET S e
RAIEET T, RN A 7> a U BEIRSEE. OverlayPanelPresets. js ZIHH L T2
W,

TF=IBRAETINYYT Ky ook

DOM #—N—VL A4 OFHE R X A4 V1L WebgUiTheme THEM XN ¥ F, Webghpp.setUiTh
eme() ZMEUMH 3 Z & T, DebugDock B XN TR TD OverlayPanel 127 — <RI
I

F 7z, ANCEERRE 42 DebugDock & SpILHERHRWVWE S, avoidDebugDock F
TrayBHEEIATOES, IhEAMCT s, BIED Py 7471y 2 BEIRICHYS
L. BFE XA ZBEINCHHATE 5,

app.showOverlayPanel ({
id: "runtime-log",
title: "Runtime Log",
text: logText,
format: "pre",

anchor: "bottom-right",
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avoidDebugDock: true

)

DebugDock 13&H < ¥ THFEHE NI OFMEFIKTT, —MHFAHELHE S 28X Overlay
Panel. BHFH O NERIKRERERRIX DebugDock & BHREICIH VI T L 72X 0,

IB®AH LA T I FADKR

WebgApp l&. FNVARZ V) =27 FVYIZF TR, BMR=IFIZF ¥ UANZXZ2HDIAL lay
outMode: "embedded" IZHMIHL TWE T, HOIAAE— FTIE, F v NZA» HTML X
FOFHICEEZNS D, R=—Y 22X/ —NTFT5L, La—KR—-EEDL—N—L
ABEF X ANZDPOHNTHZATLEVET,

INERIRT 2728, Webghpp IFHDIAAE— FIFICA—N—L 4 aYTFEF ¥ N2
AR MCFEHIX B ¥ 3, OverlayPanel ¥ Z D> 7 F % RHUEIZ absolute BLE XN 570,
R=VERAIZB—=LLTHHEICF ¥ U NREHITBH L 7,

Z DOXFE)T unittest/embedded THEETZ, RA M, F ¥ U NR, B L, Xy Fa
Y hua— L OFRREE FHE) CEEPZVIEBT L —ARGEL TVWE T,

15.6 RXf : ®SH% Ul #8m
CCETOBREMARDER, SURIRIENERLET,

import WebgApp from "../../webg/WebgApp.js";
import { buildHelpPanelOptions } from "../../webg/OverlayPanelPresets.js";

const app = new WebgApp({

document,

messageFontTexture: "../../webg/font512.png"
s

await app.init();

// 1. #BfEEREA (Ut v bFIA)
app.showOverlayPanel (buildHelpPanelOptions ({
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id: "help",
lines: [

"Drag: orbit",

"R: reset",
"B: briefing"
1,
anchor: "top-left"
IODN

// 2. RTELR—F BEEATFIS X7O0-LHD)

app.showOverlayPanel ({
id: "runtime-report",
title: "Runtime Report",
text: "ready",
format: "pre",
scrollY: true,
anchor: "bottom-right",
maxHeight: "32vh"

1)

/] 3. TU—=Ta1>0 (REUASE. ETHEIIEKTER)

function showBriefing() {
app - showOverlayPanel ({
id: "briefing",
title: "Briefing",
lines: [
"CDONRILFRE AT EEREATY ",
"EITHRIENIE Y S FILAITRS 9

1,
anchor: "bottom-left",
buttons: [
{ id: "close", label: "Close", kind:
1,
onAction: ({ actionIld }) => {
if (actionId === "close") {
app.hideOverlayPanel ("briefing") ;
}
}
1) g

app.attachInput ({

"primary" }
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onKeyDown: (key, ev) => {
if (ev.repeat) return;
if (key === "b") {
showBriefing() ;
}
}
s

app.start ({
onUpdate: ({ deltaSec }) => {

/] 4. BUWKRERT (F+>/\Z HUD)

app.message.setLines("status", [
"status: running",
‘dt=${deltaSec.toFixed(3)}*

1, {
anchor: "top-left",
x: 0,
y: O

1905

return false;

IR

TBIROMHEIZS U T Message (IKFE)J lOverlayPanel Ut v b (AL 7)) lformat:
re" (LR=M)J THRZ LB (V=740 27) ) 8fHE0FITTOET, RRERZ o8k
TH5IET, BIMEBERL THEHE LT VRN E 2D 9,

15.7 BEIEEREFI VIV

Ul ROZEZR(To-BRIE. UTD2=y b TR MY Y PN EHERT 22 2 TEKL-H)
Ve REFCE£9,

o OverlayPanel OIEARENE: unittest/overlay _panel T7 ¥ —, pre JER, KX
V. BE—=XNVFOHEZ R,

o WDAARL A 7Y b: unittest/embedded THHIAARF DAL EIBHIE & HEZR,

e 7—=ii/Hl: unittest/theme T setUiTheme () 1T & 2D 2 2 HER,
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o Message DXATIE: unittest/message ThEado

o Xy F AJJ: unittest/touch T Touch 2 & 5 AJIZFENEZ ML,

o CommandPalette DFfflll: samples/com_palette TITEITIE U 7z R— I 73E],
Mode Switch @ active /R, BUHOEEAT), TNV I Vv 7 XTAR Y FIT KB
EC ) % MR

F#IZ unittest/overlay_panel (&, AFETHE L7 Ul ZatOLERD Z#EE L TH D, 9
HED T > F1—RF—ZVEIWE, 72 a iRz ¥ %2 —BEHECHET X 5729, KOS
TEEHEREL £5°

DOM F—N—L A4 2HEETZRIE, UTNOF 2y 7V A MEEHLTLEZ N,

o ID O—EME: <X ID 727> a v ID BEEL THRWVD,

o HEDPHME: text & lines ZFIFICIEE L TWWRWD,

o FORMDEN: HAGESL R Z Message ICANTWVIRWV D,

o HtEDMERR: RXDHE. scrollY & maxHeight ZBUNCHREL TV 5 h,

o HLERMEDNELE: > — R E IS R WWIEY]Z anchor ZiER L TW 3 2,

o Fy 7l 5378 ¢ /LT avoidDebugDock Z& & L TV % D

« 7273 ay ID O—E M R VPLBEFKO id 2SEEL TWRVD,

o EFTEIEDOBEN: modal: true DAL T, 7 7V HllA pauseScene ZSIH L THE

1D B REDD 5D,

o HBDWHE 27V —7 4 Y7 0#ITRY v 7 % OverlayPanel HKICHHAAA
TV,

o RLERDEIL: BHFEE MY — I T IEEIE Diagnostics LAR—FE LTREL T
W5 D

o IKEEDMIMS: CommandPalette D value 237 7V 7 — a Y OBEERFiA, callback
D3Z DIRBEZ FEHTS D HERIC T2 > TV D%

o PREDEIR: HFRIE. ON/OFF, BUEZL . fEY) D & 212, button, toggle. stepper,
select Z1E L < fHWI71TTW 3 0%

o R—=URBH): BHRR-IDMELN 255G, FIHEDEETE % palette-next DER—
D B

o TRUGAR: B ZHET % £ ZIT CommandPalette.destroy() ZFEIL, canvas & docu-
ment DA N> hZEERL TV 5 D
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15.8 F®

ARETIE, webg 1B S HUD &4 — =L A OWNEEICOWTHH L E L,

Message & Text 7 7 A% FMr LzF v > N2 HUD THH, BEH ASCI RERRIC
WL TWES, —F. OverlayPanel & DOM R—Z2ADA4—NN—=L A ThHhH, HAGE., EX,
AR BRI, A7 00— 82 F PRI E S, CommandPalette  DOM F— N—1
ATETH, FHEEL2BEHRTIEIRL, BERFLEIHC A~ Y FEBOREDREmEZHY L
7,

CDHIZE D Webghpp OIRAMEZMERF LoD, FAFEEICIE EW HUD (& Message. #t
{8 L1E OverlayPanel, —H#72#fElE CommandPalette, Al#%lX Diagnostics / Debu
gDock] &5 —H LW 2L TVE T,

RETIX, Ul OFTHHEICATIICED S Touch & InputController ZHH\ . HiH LR
RBEDISITF—ANANE L, 7TV =2 a Y RBESELIDICOVTEHLLATY
XL 9,
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Xy FIEBRE AT]

16.1 2y FANDEKREAIAELTH

webg IZHBIF 2 X v F AN OKFE, BICHE LITKR&X Y Z2EET 2 2 TR Boh
TANZEDXSITHF—ATIORT—F (KRE) 77T arAfisrews AT
DRFFHZFEREZEVTWE T, AETIX, webg/Touch.js ¥ webg/InputController.js %
I, BEIYTR P L RDBRWERIERZMER T 2 Tz i L7,

FHTEANA NVIERRR X v F 734 2D K 512, R TIRIET 2 - DMl e EFEEHHE L
AN (RBRURIREDH L WA > & — WA A > & — /coarse pointer) Tld, #LF
SERIGDREVPL—F—RBRICER LT, 207D, UIORELEHRZIFI TR, AhnY
AT LREZI NS £ TOREZ@YNCHKETT 5 Z EBARIRTT,

BB, Ul 2RO NS TR ER RO IZOWTIE TUI £#RDOHF | THRXRTED., A
J173 3D ZEE D ¥ ORI ICEE L 72002 HIE T A A OWTIZ. XRED [#Z2HE] T
UL R L £3,

16.2 ANM>R2—T7 x—ADIKRE51E

W72 R AT 5 72®12i&, Touch, OverlayPanel, CommandPalette. % L C InputC
ontroller ¥ D K5 REFEIZH-> TV A0 EM L TELELDHD FT,
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Touch: A—L AR (BLI1YVY—=) BAHAIVR2—Tx—2X

Touch l&. ¥ ¥ ¥ N 24D DOM IR X 2AEMT 20— L~0 (RL A Y —) ZaikhE
PHWES, FORERREENZ. onPress, onRelease. onAction E\WWo/za— LNy 7
RELU T, WHEINR Xy FREL 7 TV =2 a VIO F—ANAT— b7 7> a v~
NT5ZTT, 2D, IRERZ L THF—KR-FAHTOREFE L THIELET,

OverlayPanel : & —2{ED 7= D Ul

OverlayPanel &R & VBRI ZALETE £ 35, ZOHRIFIHAAARNL, X =2 — =
Y4 YRy enwolk =2 EO#fE UL T3, AL T Touch i, ArrowLeft ¥ R ¥\ o
Te¥—AR—FANZRETZ TEERX VB ZIELE T, 2DX51T, = VITHET 2 Ul
\& OverlayPanel. > X7 AMRAJIIFIE Touch & fHEWIIF 2 Z & T, HEIZ A 7
T&XT,

CommandPalette : —BpY7Z32{E Ul

CommandPalette (X, ¥ v Y NAZHNIIER 727 7V THEHT 5/ NE7%a<>y F UL T,
OverlayPanel @ X 5 ICXE X EE 581 Tld72 <. Touch D K S IZHIFR RSN 5 R
F—THHD EXA, -V -DBRERKLEIX TV ) v 7 BIVEY T, Flidx —#
FCHE, REMEZREREHELX T,

CommandPalette.attachToCanvas() (. PCOXINTZ Vv T RoFTNAZADRXRT
NEy T AREF— X 2MAZE D TERLET, I OEFHEEKIZ Touch 7 7 X% Inpu
tController.installTouchControls () OHMITKFL F¥ A, Lo T, PCTI7UH
THENANERU—F UL ZHEW720WGEK. BIELX v FR 2 2 2135 CommandPalette
ZEMUCEHAT 2 Z & DA[RET T,

import CommandPalette from "../../webg/CommandPalette.js";

const canvas = document.getElementById("canvas");
const state = {
grid: true

};
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const palette = new CommandPalette({
document,
container: document.body,
viewport: canvas,
commands: [
{ id: "reset", label: "Reset", detail: "camera" },
{ type: "toggle", id: "grid", label: "Grid", detail: "toggle", value: () => state.grid }
iE
onCommand: (id) => {
if (id === "reset") resetCamera();
I
onChange: (id, value) => {
if (id === "grid") state.grid = value;
}
1);

palette.attachToCanvas(canvas, {
key: ll/ll
s

InputController : \TLARJL (BL1V—) BHEAEE

InputController &, F—FR—F, Xy FREY ZLTYzRXF v -V oEHRA
Ny —2ZMELTEHT 2N LRV (ELA Y—) RETT,

PEMEM) 72 5225 Tl InputController.installTouchControls() ZFHLCIh % —
HEML £3, Touch ZEHEHIME T 5 Z & HAAET I A, InputController 24T L TH—IL
R AJI% keyState N\, 727> a ¥ AJi% pulseAction() \JiTZ LT, 7V r—>av
HNIAT)Y =202 EiE 3. H—0fEn> y 7 TIUHEZITS 2 L SAJREICR D £3,

Z ZTHEYT % pulseAction() 1F. Vv FRWRE., E—FUIDEZD LS 7% 11 [HH#
EC1IEZTRIG L TE UV ) 1IE L 72— 7 7> a VIREETT, Lok Lick
2 G FEAT R T2 WIREIC R L 9,
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16.3 ANt OEZFRER

FEHNEREME T 272012, UTo 3 iesGtE-IlE LEd,

1. R=ILRARDET O3> ATD5E

L CWBEZETES A= R AN (BB, [OiE, HAaERe)) . N1 Eo#RET1
B RIET 2727 a>y AN (Vey b, RE, R—XR¥)) ZHEIOBELET, 20D
BHPITHO LTy REAVENPEMLUTCHUE I a—%2 > V NVIHREOZ e TEE T,

2. ¥—AFFOH—

F—HR—FANTIE, 4D event.key ZZDFE FK S DTIE7 <. InputController A
HBD normalizeKey() WX o TIERbI A F—HZ2HHL 5, @EORTF —IT/NF
{b X4, Space X Escape 72 ¥ DR+ —1d space. escape D & J KRB LT WHAFMIE
frEhEd, Xy FREZVITHRECIEFLEAXF S Z2HHTS 2T F—FK—FANL
Ky FANZHBEOHEDS v 7 TS ZeBTEFT,

3. ANZFHROMRIL

TV = aIE TEOYHEF - E N TREL, D77y a yBRAEL
by BBRT B LTI LET, ZAUTE D FERIBAT 784 ZRDZEERHIEE D 4
TOEHEIZHOERICTE D X5

16.4 RENGEAFIA
F—R— FANOBBLERL

%3 InputController.attach() ZHHL THx—FKR—FANZAEMILET, F—HIEN
HBC normalizeKey() Zii D, HE LR TWHIMCIERILEINE T, 2D, KA
D event.key TII7R <. EFMLBROF —H2MHL T2 W,
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Bl 21X Space 1& " " T34 < space. Esc |¥ escape & L TUHEINE T, XvFHREX Y
EHBORMA TRV WGEIE. INOAMZEH L T 2T W,

9% * —DRiF—&

F— LEBICERT 5%
Space space

Escape / Esc escape

Enter enter

Tab tab

Backspace backspace

Delete delete

Shift shift

Control / Ctrl ctrl

Alt / Option alt

Meta / Command / Cmd | meta

Home / End home / end

PageUp / PageDown pageup / pagedown
Arrow (L/R/U/D) arrowleft / right / up / down
F1 ~ F12 f1 ~ f12
NumpadO ~ 9 numpadO ~ numpad9

Zh o DEHiF — (modifier key) #41%. InputController.has() TOLEZIF TR, E
yeRig 72 ¥ O AHIENC 1) 5 panModifierKey ICHEE T SBRICHEHINE T,

Touch O FO—ILD#EHIAH

XIZ installTouchControls() ZFEUNH L. Touch HREZMHARAAE T, K—iL FANH
AR 1% press() [/ release() MU TAT— MK, 7272 a Y ATTHREZ VI p
ulseAction() ZHE U TRy 7> a v AFr—re LTKMEINE T,

import InputController from "./webg/InputController.js";
const input = new InputController (document) ;
input.attach({

onKeyDown: (key) => {

if (key === "escape") {

pauseGame () ;
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}
P

input.registerActionMap ({
reset: '"r"

P

input.installTouchControls ({
touchDeviceOnly: false,

autoSpread: true,

groups: [
{
id: "move",
buttons: [

{ key: "arrowleft", label: "<", kind: "hold", arialabel: "move left" },

{ key: "arrowright", label: "—", kind: "hold", arialabel: "move right" }

]
I
{
id: "turn",
buttons: [
{ key: "a", label: "A", kind: "hold", arialabel: "turn left" 1},
{ key: "d", label: "D", kind: "hold", arialabel: "turn right" }
]
I
{
id: "actiom",
buttons: [
{ key: "r", label: "R", kind: "action", arialabel: "reset" }
]
}
]
b

function update() {
if (input.has("arrowleft")) moveLeft();
if (input.has("arrowright")) moveRight();
if (input.has("a")) rotateLeft();
if (input.has("d")) rotateRight();

if (input.wasActionPressed("reset")) {
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resetPlayer();
}
}

COMBDOBRRDARIZ, F—F—-—F Ry FANDOELoHHFEINTVTH, 77V
F=2a llEFA—DRT— b7 72 a Y EZRT LTI THORAICHD T3, @it
fEl¥ input.has() T. H¥(EI wvasActionPressed() THEL ET,

¥ 7. InputController.registerActionMap() ZiEH L CTx—%% 7 7> a Y HITHHT
5 Z8T. TAARZMOTHBEDT 72 a MRRTHIET 2 Z & 2AREICR D £ 5,

16.5 F¥YUNRXLTOEMIRELS T AF v —

RAERZ N X B ATT AN, EANAAVRBETY Y 2RO ICy — U Z2IEL WS
F. FYIONREDORAL VR — ARV EFHLE P2 2F v —181E) 2RELZT,

CCTHEEROZ. REREXYE MFEDa<y R (=) ORE) TH30IH L. v
UNRAY 2 AF v —I1% TR EE (EiE - X—24 - FTBH) ) THRLEWIRTT, %
ZNPIRANCE L 2720, FEER DT TEHT 2 Z L AEYITT,

ZMIRMEOREIT YT

1. canvas.style.touchAction = "none" Z&KEL. 77 VHHFHEDOI 70— 10 ¥
FRIEICK D THZE LT,

2. pointerdown / pointermove / pointerup / pointercancel A XY FTHKA ¥ X —
ZIBEF L. HIEiRE L 2HHREZXHIL 95,

3. BIg R 7 v 7 Cid. BEIE (dx / dy) 2F X 7 0MlEE (yaw / pitch) ICKMXEF 3,

4. ZARIER 7 v /TR, PIOMEBEOREIEZ X 7 X7 v F OFATBEIAN, f5HEERED
ZAb e R = AN L 5,

5. By T RI v 7z2Xils 256, BEIEO L 2WE (threshold) Zd&lF. T z@ER
7h o7z pointerup DA% X v 7 GEIFULHEH) ¥ LTHIEL %7,

IS DOEFRHR 22 EE T SV =2 a T OH X IHIENCR L IET 2720, {#5
CHELET, —HT, Ry 7V v 7D kS BB Y = AF ¥ —I1%, Touch.attach
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Surface() Zffio THBEMIHKS Z B TEET,

BYFIOIAFv— I RREDFER

webg @ Touch &, A¥—F 7 DXy FIERL T 2RRIHRNT 27D DERETIEAD D %
YA, ZBvF. IVR, R¥% 77 UHFIEUED Pointer Events & L TH—dD AIZED, H
HOY 2 AF v —lFRE LTT 7TV r—a UANERSRICEMRID D £3,

PR D DOM A J1Tld touchstart X mousedown Z BN S FHIEIZR D BETTH, £
NTIET AL R THERMER XA IV TDAR—BDHE U $£7, Touch.attachSurface() &
INBHZHHDRA VR —ARV P E LTI 2D, &y T XTIy 7 RL, 7V v
JOHERY v 7 —DIlE DD ENTEET,

Tk, A=+ T7FTOEWE Yy FIZPCTEZVv I, BINLERY SIZRTILY
Vo7, ELEYRARZ O LT LTH—ORY vy 7 THIETE, [F854 X
) TlERL TEDI 2 AF vy —FRELD) WEFLTHEZEDONE T,

WENLTINYTFE

ENA VAT OBREE ERES T THET 2, BT A ZADNELLIIKETRLES, PC 75
VY ETCAY— b 73V EHRILY 2R F vy —HE 70 —%2@BE 2 X51255 22T, FEE
VLR T L — T RA N ERKBICIERH U d i amgEc 72 b £ 37,

Z D7z Touch TlE, WARHIE L KA VX —FHHIEZ A DA T2 a e UTHREEL T
Wk,

« touchDeviceOnly: fHWA A > X — (coarse pointer) # DA TD AEREEH I
TEDLEILEPRELET,

o touchOnly: E#%#2IZ pointerType === "touch" UANZ M T 20 5 0% RE L
e

PC 799V TASY— M7 VANTY = AF ¥ —ZMiE L7205 S, Touch DAL a

ttachSurface() DM/ T touchDeviceOnly: false Z#5&E L. & 51T attachSurface()
T touchOnly: false ZFEE L T2\,
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const touch = new Touch(document, {
touchDeviceOnly: false

IR

touch.attachSurface(canvas, {

touchDeviceOnly: false,

touchOnly: false,

onGesture: (gesture) => {

console.log(

gesture.type,
gesture.pointerType,
gesture.dx,

gesture.dy

B

ZOHREICED, PCOYYRXAANTD tap., doubletap. longpress., flick D3FEK L.
FERTHEID S 2MEZ PC ETHEICHE - BIEL® T ARDET,

16.6 attachSurface() ICKBBELI T AFvy—FEE

A% =+ 7 4 Y ORSNEEERTIE, FEAX > % SHAN 2 L IREHEDFE L &
o BICEF 7 —MEY — 1D &5 IHEHENEHZ VT T - a YT, Fr ¥tk
DY 2 AF ¥ —=%7 7Y a N T D IEFEITHENTT,

Touch.attachSurface() 1Z. {8 L7222 D Pointer Events 726, X v 7, XTI Xy
7. BHL, 7V v 22BHLE 3, window 2 TIER S WMRERICBELTY RF—%ik
5728, R=IP2EDZA 70— )Ll Ul ZEEZIAAICS WK o TWVWE T,

import Touch from "./webg/Touch.js";

const touch = new Touch(document, {
touchDeviceOnly: false

)

touch.attachSurface(canvas, {
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touchDeviceOnly: false,
touchOnly: false,
minDistance: 50,
longPressTime: 500,
longPressMoveTolerance: 10,
doubleTapTime: 320,

onGesture: (gesture) => {

if (gesture.type === "flick") {
console.log(‘flick ${gesture.direction});
}
if (gesture.type === "longpress") {
console.log("open command palette");
}
if (gesture.type === "doubletap") {
console.log("toggle mode");
}
}
s
RREDEER

o« 7T a Y ADIENELRTEE: longPressTime X° doubleTapTime 72 ¥, API TEFHRZX
N7=BFRE EMECHER LT 23 W, o EiEE L TOBIEMETEES 2729,
ERLU7ZLEWENRKBEINATOWARLZ 2R D ZF I WRRTEENDETT,

o ARV MOBEMEN: ¥ v > NZ L THEE D pointerdown / pointerup 1T K& % ERAL
HHT5HEIE. V=T 2 AV 2 XF » =DV RAF—%FICHERL T LIV, BHEL
HRFICHEITESN D &, ET7 A&y TOHERBRRBANIGERBERRZ EDED . ¥ = X
Fr—DIELERELRVWEEDRDHD £75,

o PBHEREDOMIL: setTouchActionNone DBEET true IR - T3, MREFRT
B7 7 7FEEDO R 7 a— Loy FhIEINE T, R=I 2D R 7 a— LRt
L72W0WEEIE. 2 AF v =2 2B Z H@UNCIRE L TLEE W,

1 AF v —RHROFH

onGesture IXE XN 2 EREHRIILLTOED TI,
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ZONT« RE

type tap / doubletap / longpress / flick
direction flick KD A left / right / up / down
X,y pointerup F7zIIMHFED client FEERE
startX, startY | pointerdown KfdD client JFEFE

dx, dy FAAGALE D H OB B &

distance (EZ kel

elapsedMs ATTBEE D> © D FE R E

pointerType touch / mouse / pen 72 ¥ ® pointer fHJl

A : mmodeler I3 AHERET

samples/mmodeler &, ENA LT O T 4 — LB ENRE LEAHSH, PCTI7UHF LTHHE
—ORMFAREMGEET & % X 5 ICRGH SN TS, 2OV TATE, BiRd Xy 7720
T IR &S MR INEER 2R —F v U NZX ETERB LTV T,

o AT7Y M, THA. HODER

« XINRy FICEkBa<wry RLy FOFR
Ef L2 & % Object / Edit E— FOYIHH 2
G/R/S/EF—ICZXBFI7 VR T7 4 —LT L a—
o BINRy TERDEI v LD Ry 7 ZFR

CODXOIRT TV —ar Tl ANMEA IV TObOI L RENEH P KELEZET,
BIZIX, 1EHD Xy 7RRICERE LTHEZIE 2. XTIV Ry TOYHENTT T 5Hi
BRI RNED > TLEVE T,

5 L7752 % 2 HA D A TIT 5 DI TH % 7. mmodeler TiZ PC D~ v XA
J1% Touch.attachSurface() OH@FI7r—~"BFLTWVWET, ZHITKD, BFHEEY—LT
gesture.pointerType % elapsedMs ZHifdl L2236, A~— b 7 5 YA Ul OHIWr M
% PC ECTHEITBWVIAT Z E DSAJREIC /A D K95

ENTIEITHREET TV TDOANL 1 v —5&Et

WREDZ W7 7V r—>a TR, ANZUTND 4 DDRIZHITTRET S Z e 2L
EJr

1. WINFORA R > REEP OEHEORIEITK D . KD THE HEEICT 5,
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2. filiBh UI: (K5HE D#1ElX OverlayPanel %° CommandPalette 8T 5,

3. Yz AF ¥ —Ya—bhv b TV IRXITNEy T, BEERIT OREN IR
Ya— bty e LTHRMET S,

4. XA =2 —: EMLZ, 2O TOBIMEESCTFMEED AT 5,

HERZDIZ, Yz AF v —2HE—DBRERRICE T, BT RZUPA =2 =00 bFR—D#
EZFEITTEL LSI1ICTSZ2TY, BlZIX unittest/flick Tlk, X v I THAER, £
TRy FTE—RYIOEZ, EMLTa~y Ly b, ZU v Z2ERTY LD X,
7V v 7 ERTHERE - HIBRZIT O BEERE HE L TWE S,

16.7 Touch 75 XDEHEFIA & s¥lLEx

FEEE D IMEE . /RO CTEIEZ RS L 72V E 1. InputController Z /M X3
Touch 7 7 A ZEHEAHL £ 7

import Touch from "./webg/Touch.js";
const keyState = new Set();

const press = (key) => {
keyState.add (String(key) . toLowerCase()) ;
s

const release = (key) => {
keyState.delete(String(key) .toLowerCase()) ;
s

const touch = new Touch(document, {

touchDeviceOnly: false

)

touch.create ({

autoSpread: true,

groups: [
{
id: "move",
buttons: [

{ key: "arrowleft", label: "<", kind: "hold" },
y
{ key: "arrowright", label: "—", kind: "hold" }
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]
I
{
id: "action",
buttons: [
{ key: "r", label: "R", kind: "action" }
]
}
1
onPress: ({ key }) => press(key),
onRelease: ({ key }) => release(key),
onAction: ({ key }) => {
if (key === "r") {
resetPlayer();
}
}
1);

Z DJFATII InputController ® normalizeKey() 727> a ¥~y IHMELR WL
D, F—HOM—EFHTITOLELDD £7, FEBRED7 7Y 7 — a T InputContro
ller.installTouchControls() ZfHF 2 Z L DLETT,

Fhy 77 arREAVOARHE LW EIX createActionButtons () XV v KA
HARET Y, ZHITARTDARLZ V% kind: "action" ¥ L THEMTAHZAY v FTHD.,
H¥a<y REWANRS X =2 —DFEEIEF T,

L1779 b R

Touch D/L— M ERIFMEHE FERICEE S E 3, 5% CSS T left: 0. right: 0. bot
tom: 0 DIESI ., T NNA AD safe-area-inset bHFBINTVE T,

o KRR VEE (Density) : RZVOREIIIGL T, i LT X2 MET 2729
WCAREZ A XD HEHNCHE N £ T (applyDensitySize () A3HHY),

o LAT7YFE—F: HEAMKE XX B WT M7 MEHIT) TEREE) 28
FINCYI D F X £9, autoSpread: true DFEINTWVWBHAEIX. FAMTRERRA
WKIG L TEAIIAD » 7L E BRI N E T,
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FEBX T a VERE

Touch 1 X2 XX T a>

 touchDeviceOnly: BEEMHIZ true TT, HWKA VX —ZHDOMARTDARRS
VWHERHHAL 9, PCEREECE/FEERZITVIWEEIR false WHRELTLE
X\,

o force: true ZIEET B &. 74 RHE WD 5 FTHAHINC UT 2R R L £ T,

o className: /L— FEIBEIZHBEHD 7 7 A4 %25 L, CSSTULA 7Y FEMEIEL 720
BEENTT,

e onAnyPress: WIS NDDREX VB I N BEENIZSEIT L2 WAL (FI[E A ORI 72
) BHGEHHLETS,

attachSurface() # 7> 3>

 touchDeviceOnly: fHWWARA Y X — DR TODAY —T7 2 AT = XF v —2HHL
S

o touchOnly: true %5 touch pointer DA Z W, mouse / pen Z ML £ 3,

e minDistance: 7V v 7 L HIET 2 H/MEHET S,

o longPressTime: R L LHIET 2R TT,

 longPressMoveTolerance: Rl LANIFFA T 2 BENERET 3

« tapMoveTolerance: X v & L TFA T 2 BEHRET 3,

o doubleTapTime: ¥ 71X v 7L HET 2R AMETT,

« doubleTapDistance: X 7V &X v FLHET 2 2 HD X v T DO mAERET T,

o preventDefault: MREHR LDKRA > X —A N> hT preventDefault() % MU,
LEJ,

 setTouchActionNone: MREFED touch-action % none IZL 7,

o onGesture: INRTDY = AF ¥ —%ZITWD £7,

o onFlick / onLongPress / onDoubleTap / onTap: MfHJIa —L Ny 7 T3,

preventDefault %° setTouchActionNone (FIFFIZH )T H. #WHHEHIPHZ canvas L&

HOBEFEIBICEE L T XV, BED 7 + — AERR 70— Vi @icEf 2. 75
T PEEDREERIER S B d D £5,
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%7z, detachSurface() %¥7%iX destroy() ZMRZ & T, ¥—T7 AV XAF ¥ —0DV
AF—E R &4 v —I3HEINEREI N E T,

1 6l8 %dtﬂﬁw*ﬁﬂ t Iil%\ll\\
FEDOFZ, LTV E2MEL T ZE W,

o Mslv Ty 7TV — InputController % fifif,

o REORPERZABNRGE L 72\ — Touch % EHZMHH,

o =V EIEDBEAINRRA = 2 —Z /L 2 — OverlayPanel Zffiff,

o XY IUNRET—IKZR A<y FRBEVREZEEL 2V — CommandPalette %
M,

o RilivFa—bUZNZERLIZW — OverlayPanel & H > fllar br—5—%
HAGDHE 2,

o REOFEEZ MM ETHMIL 72V — Message % WebgApp DA A FAILA—%HfH,

S HBIRLHEK

o ¥F—HDHE: £ D event.key ZED L K LEAE S, &7 InputController AIEHK
EL72% =% THB L TL 7230V, Space D & 512, Hfli/NCFLIZ T TlEHARF S %
AR DR VF —DFEL 55

o ANFEHOIRN: BE)LE OERERZIREX TR—V FATI VEy PREREDH
X 1772 a v A WIS T T ZE W,

o« 7O a DEEIITANDEKLE: Xy FARX D onAction 72U TUHZFER X E 5
. F—AR—=FANtoMmEPHILT 2D %3, ik L WiRIEIX registera
ctionMap(). pulseAction(). wasActionPressed() DFEKIZHEE TS Z & BFE
T3,

o VxAFr—DHHUAIH: EELIREL 7V v VRRMLIZIFICE T BT RE X
Za—DHbFETTELLSITLTLLEZW,

o ANFPHORBEYIRERE: ¥ = XA F v — 1 AF—% window BIENIR ST, canvas %
BH surface @ X 5 AR ERIIRE L T2 I W,

o UILOHKIFIM: AHRENZ Touch, Fidr S L1d OverlayPanel, —Mf)72 command
Y EEVEREIX CommandPalette ¥ fHWWDITTL 72X W,
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o I—HF—ADHAF: X2y FRXZEET BRI ZDEEEDAITH %5 % Message
FTIRRL, 2=V —DEDLVESIERE LTI W,
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I—HF—DDO5DANEZITHNS £S5k b e, RIHBEIZRLZDIE TZF2DAND 3D ZE[E
DINZE 207D ), HEWVE T —VHNOMEMNER -7=Dh) ZHK$T2Z LTI,

Vw7 LTA7Y =27 beBIRLI20O0, A7 27 MEALOEMZFHNTWDNIZ
XoT, AT % APIIZEZ D £3, webg Tld, 2o D#E|% Space.raycast (). Spac
e.checkCollisions(). B & Space.checkCollisionsDetailed() 2343 #H L TH#H > T
E S

CZTHERDIZ, IR TART PHE] T2 API TH->TdH, HEDR LR
LWV KT, raycast) F 1 ARDL A OiR) ZMRIETL TRNCH 7220227~ % API T
HD. checkCollisions B# D API XS — Y HNDY = 4 TRIEDERZ > TVWAZHNS B
DT,

AETIE, BITAPIAZHEZA S Z e TRAEL, TED LS RHERZITVWEVE 22, 0D
API Z3 R R E D) L WO RMER B UTHHL 7,

CZTHEIDEFFIE Y20 T0ENETHRE | 2ODOBWEDLE T, FEMLZEZICYS
HLURT ), KBEPEBETHEERZ LY SZZ 50, HfEftZD box ZE 5K D v =298
IEE. B2 E YWHIYY Y TIRWET,

7B, BIED webg DFEITIX, raycast() & checkCollisions() Z¥3 AABB (i
IHAAR Y 7 2) R=ZATEELE T, 2Dk, EFITHIVESLRDDOMED & 5 LIFIRD
Ha. AEEXD D LREDOHMATL v MHENHZ5E50HD £5, L0 EELHED
RERIGEE, RHEDORICEAEL NV TORKDAA%EITS checkCollisionsDetail
ed) ZEHL £7,
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T, YO AP 2FHT 358 TS, filter ZWYNCERET B Z LT, I X7 B
Aoy x4 TERHEBERMP ORI TE, BRZ LD EHICEZ 2R TEET,

171 Uy I{iED S Space.raycast () ADHEL

Space.raycast() &, L A DfEsi (origin) & #5[A (direction) Z3ZIFEXD., v b L&
Pz ATRBRLET, TOAPIIRE< YRR Xy TOMEMMEEZELZ TS HDTIEHD %
HFAo ZD7=, FIITHEIEPEE R ERLT A REEE (NDC) IZE#L, H#ETHe v a—
T HWTY — )L RZERO L 4 24K T 2 TEPKBETT, unittest/raycast IZIEZ D
—HORNNEEINTE D, FEHlL LTERIZEITRD 7,

import Matrix from "./webg/Matrix.js";

// BIEEDERR (CSS BT EIL) ZIERILT /N1 RERR (NDC) ICEHT B
const cssToNdc = (canvas, clientX, clientY) => {

const rect = canvas.getBoundingClientRect();

const x = ((clientX - rect.left) / rect.width) * 2.0 - 1.0;
1.0 - ((clientY - rect.top) / rect.height) * 2.0;

const y
return [x, yl;

};

// IIRAIEH S 3D ZEANDL A ZEMT B

const makeRayFromMouse = (canvas, clientX, clientY, eyeNode, proj, view) => {
const [nx, ny] = cssToNdc(canvas, clientX, clientY);
const invVp = proj.clone(Q);
invVp.mul (view) ;

invVp.inverse_strict();

const far = invVp.mulVector([nx, ny, 1.0]);
const eyePos = eyeNode.getWorldPosition();
const dir = [

far[0] - eyePos[0],

far[1] - eyePos[1],

far[2] - eyePos[2]
1;
return { origin: eyePos, dir };

};

canvas.addEventListener("click", (ev) => {

/] AXZDT =)L R 2 & OREICEH TS
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app.eye.setWorldMatrix () ;
const view = new Matrix();

view.makeView(app.eye.worldMatrix) ;

const ray = makeRayFromMouse (
app.screen.canvas,
ev.clientX,
ev.clientY,
app.eye,
app.projectionMatrix,
view

)

[/l LAFYy XA LERTL. RINICESTA TV b 2RBUET S
const hit = app.space.raycast(ray.origin, ray.dir, {
firstHit: true,

/] AXZEERIERTOS 1 TZHEDSHENTET1ILER

filter: ({ node, shape }) => node !== app.eye && !shape.isHidden
1905
if (thit) {
return;
}
console.log(hit.node.name, hit.point, hit.t, hit.boundsOnly);

)

COEETHERARA Y ME, raycast() 2O THIIC app.eye.setWorldMatrix ()
¢ view.makeView(app.eye.worldMatrix) ZFTLTWVWARTT, LA 2AENT oML
RAMBATADEHVWE E T, HE L2 Y vy Z7EE 3D ZHTOHANRTATLEVE
T Kl filter ZIEHT 28T, AERATY =7 2 HHERR L. ZREVLHE
DABEIC72 D £9

raycast O IEZPENC AR PAZIERIEL, &> =4 7OR—INERRY 7 X% 7 —
VR AABBAZHL THIEZITVWE T, EDED point 3L 4 LOT— L FEETH D, b
oundsOnly: true ¥ [ X v ¥ a2 RMZDDDTIFRL, HHRARY JAR-—XTOLy FTH
528 ZRLTWVWES, ZUv2ZI2kaA 7927 MERSPKREPRE Y TR MIE T
BREE T, BB RITHE L IZELRD £3, BIED webg 2B % raycast ) &, TFE
BREMHE] W5 Ebd BERUIOEDDOAD A & LTEHT 2 0@ T3,
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17.2 S—2RDELD ZRANDB

S—VANDOF T 27 VEAIERFELTER > TV AERERANZWEGEX, LI F ¥ AT
137 < EZ2HIE (Collision) BH# D API ZfH L £ 9, samples/collisions Tld., BEIT
2437320 N EBOY 24 TefAEDE., ZOHEDEVWEHRTES X512 >TW
E

EZHE DREARLE Z071E, T T IREBHE TRMZ D AA, DEIZIE U TREMHIEA
L) 20D 2 B X DMALT S,

checkCollisions() Ic&k DILIEFIE

FI3HHT 5 DIX checkCollisions() TI,

const collisions = app.space.checkCollisions({
firstHit: false,
filter: ({ node, shape }) => {
if (!shape || shape.isHidden) return false;
// HE (ground) IFHIEXNRHNSRNT S
return node.name !== "ground";
}
s

for (let i = 0; i < collisions.length; i++) {
const pair = collisions[i];
console.log(pair.nodeA.name, pair.nodeB.name, pair.boundsOnly) ;

}

ZDOAPLIE, &> x4 7DV —LF AABB 24 L. ZRODPER o TWERT ZHIZEL
3, firstHit: true ICRETIUIRINCHE O o272 1 DA ZIR L £ 35, ZBEIDOMHEEC
TNy ZIZBVTE, 2HZEY TS L7235 P20z L3R Ed, 22
TH filter ZHVWTHIHASRIERRS =4 T2 L TBLZ T, TBERILRWA TV =2
MZYeo T3 EWIEAELZPIC Z e TEE T,
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checkCollisionsDetailed () IC & DEFHFIE

AABB IZ X 2 IXLEM 2 b DTH 5720, RDICHE I NHMEWEIRZY TlE. R
HYEIZZ L DI SN2 23D D £3, L DEBRHEPLEZEEIZ checkCol
lisionsDetailed() ZfHL ¥ 3,

const detailed = app.space.checkCollisionsDetailed ({
firstHit: false,
maxTrianglePairs: 80000,
filter: ({ node, shape }) => {
if (!shape || shape.isHidden) return false;
return node.name !== "ground";
}
1)

for (let i = 0; i < detailed.length; i++) {
const pair = detailed[i];
console.log(
pair.nodeA.name,
pair.nodeB.name,
pair.boundsOnly,
pair.detailedSkipped === true

checkCollisionsDetailed () (. JAIBHIEZ @it L 727123 LT, =AERALOEY
EZBIMTITVWE S, 22 L. ZAROBDPMIRIZZWEEIEIRERNEIET 5 7-0, naxTr
ianglePairs 2 A 7R 7 IOV TIIFHMHHIEZ XA ¥ v 7 L. boundsOnly: true BXU d
etailedSkipped: true W5 75 72T TRL ¥ 3,

L7235 T, FICEHEHIER Z MO T TR L. £31F checkCollisions() TIEFHD
AR L. DEIIGHEICERE U Tt E 21T 2 EH DRI T,

17.3 HIE APl DfEVWRITE L ®

ED APl Z@#RIREDE. HIVE T2HFIC X o TIRED £7,

242



B17 E BRAE 17.4 FER

o YURRR Y S TATY =27 bEEIRL2WHE — Space.raycast() 7V v 7 &
753D LA ZAERL, &My b Lf:%?’é%ﬁm%?% ZE T, YU INRER UL
RHEETEET,

o —VANDOATI =z FRAILOERD ZHELWHEE — checkCollisions() 77—
2aYy ZIZB 5 EARNL Y7 0 HIES. @de%ﬁ@?ﬂﬂﬂjk LTVWET,

o BifRy 72 (AABB) TIFHIEDHT ¥ 258G — checkCollisionsDetailed() ch
eckCollisions() T DIAALHE., THWKX=MBL NIV TOEBERHEZITWIZWE
BIHEHLEY,

174 FE=

¥ 3. raycast() BLXUOHEEHER APTLIX., IXTEHO YV — FITHZHITE & L CTEIE
LEd, A7 =7 rORBEICEERZER L ZERICHEZIT>HEE. 7L —2NOHEHIE
FFIEL S BHLTLEZ W, FHZH X FIT app.eye.setWorldMatrix() ZEfNL b &, 4
REND LA DPEHOWZEREZRWT LRV, HEMEN TSI REA 2D %73,

RIZ, BED raycast() & checkCollisions() 23 AABB R—XTdH 3 &\ 5 K% Eilk
LTL7EZ WV, EDED boundsOnly 7 7 7. ZDHIEN X v ¥ a REOWER L v b
TR BHRRYy 72Dy ] THEIZeZRLTVETS, MlVBROA 7S 22 b5,
ROWCHE SN, 25 WIEHZEOIRDMIA TR, Jz B L HENME I DT D72 D
BCB2ZeDHDET, COFEZHMBLTBL LT, Mo TVE EIICRAZDIIK
JELEV ] BB WVEZDW e Wo RELE BT 2 Z e B TEF T,

¥/, filter ZREVITWKMHHT 2. IXTHECMBHAY =4 7 IERRET TP 27
FETHEBRMICEENT LIV, BRILHERBE ST KA $5, FFEOWIHIRE D
5 node !== app.eye X !shape.isHidden. 2 WIFFEDHIH A 7Y =7 b ZRIT 2
EWV o G RHAAATEL 28T, Yo va—-R2EMANRT TV r—a UANEHE
SERITLARD XTI,

17.5 BHEH>TIL
REONAEZ BERKNICHEERE T A2 Loy B X2 =y P TR ML TOVET,

o LA ¥ ¥ XOm/PMHEEA: unittest/raycast
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o TEZZHIE DLLES: samples/collisions

AP - AN OEHEICOWTIE, BIED Xy FHEEE AT Z2EDETERLTIE
XV, Ry T Ry ZRA—F v UAATHEIEIZREOTRNETETEE T,
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B18F

#9> K OREt

webg Tld, 77 VY OIEMEREETH 2 Web Audio API ZFHWTH v > FEFIEIL £3,
%3, Web Audio API ZHWTH A Y EOHEZ 1 BREIES SHRD > > FILigddEflz /T
AEL & Do

<head>
<meta charset="UTF-8">
<title>BEEFZIES5I</title>

</head>

<body>
<button id="playButton">EEFZ%ZIE5 I </button>
<script>

const playButton = document.getElementById("playButton");

let audioContext = null;

let osc = null;

const startAudio = () => {
audioContext = new AudioContext(); // AudioContext % {ERK
osc = audioContext.createOscillator(); // SR OscillatorNode #{ERX
const gainNode = audioContext.createGain(); // BEFHEFA GainNode %={ERL
osc.type = "sine"; // EREIEE
osc.frequency.value = 220; // FBREZIEE A4 = 220Hz
gainNode.gain.value = 0.2; /] BBZEE
osc.connect (gainNode) ; // EHITD
gainNode.connect (audioContext.destination) ;

const playTone = () => {
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osc.start(); // BZR5T
osc.stop(audioContext.currentTime + 1); // 1 BRICIEDS
}

playButton.addEventListener("click", () => {
startAudio();
playTone();
s
</script>
</body>
</html>

DS, HIZHERESTITTHIUL Web Audio API Z EHHRIES 5 Z & TLEBIfE
HIZEBRTEE T, LaLl, EEO7Z7 IV r—y a VHRBICBWT, BROMEFERS T2
JTHakr—RAEMTT, IRE SE) enNv 7757 FIa—-Yv s (BGM) Tl
HENRENPRACERZD £F, £ BR. 7414, UN=T, ZLTART 1 DE
BEZAZHL L THIB L 220 e WS BRBBFREL $5,

Z 2T webg Tl&, A6 DERZRRAINCHH/ T 7=, HEBE% ToneSynth, AudioSynth,
GameAudioSynth @ 3 DDRERE I/} T&EF L TWE$, ToneSynth IZHEFOHLE - (F1k B
X077 VEHSE/NOEBETH D, AudioSynth IXZ D L2 SE & BGM O3 HfES
U= U aEE BN LU £3, £ LT GameAudioSynth 1. ZOHZHMAEL. SV LY
M TEKMICEIETE 24 v 2 —T7 2 — AL £,

COFRFTORE, MRS twoaryrryylloffige, TES5HrEs0) v
D FEREHA O 2 RIS BEL TWAEICH D 5, £72. Web Audio API K#E O HilK
T» % AudioContext DEBILELILADXIER, RO Y = 7 VALY Z2—EHLZ7
0 —TCEHT 22T, AREPEMUEICEDIN S Z e HEEHHICETTE 2885 %
MELTWET,

18.1 BEHFOBREA—T1HFIS57

Web Audio APl ZHifi5 2 TR BBERMRD, Fofinz A—T44757) L
THANLTEEWVWIEZSTT, ZUE. BE»I SBREENIETE, 7 —F (Node) & FEEN
BN EROERE LTRIT 25D TY, WHINBEMTHZ 2725, ¥2—06T7 <
IR —FRETIZTH L. BREICRAY—h—p o83 TVET,
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BEANCIE, [BR] — NI] — (EH] 25 —FKOmARD £3, FlRiF. F2 11—
Z—THZED, HEZHEL, VAN—T2@LTHNT 256, BERINITIERD X 5 786
(AL 3 8

[OscillatorNode] — [GainNode] — [ConvolverNode] — [AudioDestinationNode]

Z ZTC. OscillatorNode X2 HAEXE LY —RX /) —RKTHDH., GainNode = Convol
verNode I3 HFESCBRELR LY OWEZZ Z AT 7 — F. AudioDestinationNode IXHEi&H 7%
Hadeeizh 3,

UL, EBO7 7YV —2a>Tid ISE ZIHBE%2 LTV IBCGM #7574 LA 2%
2720 rwo EFOFIENRD SNET, ZhE ML DEIFIIH L TIT S L EEL D
THMEC 2720, 22T N2 Bus)) EWHMEREEALET, N2 iX, #BOER
WozAFE D TIMIT 7-ODHEREEDZ 2 TF, SE HDOE %R SE XX, BGM HoE*%*
BGM N2ZAEHxEIUE, B ED ) — FE2 =0T 2720 T. Z0RMEROEERZE
MRHEE —F L CHlfcx £3,

webg DYDY NEBIIZ DA —T 4 477 70HFELZHELL TWE 3, ToneSynth.ens
ureContext () T AudioContext & ¥ A X —NX%Z4A L, buildToneFxChain() T7 4 L
ARIN=—T2EZLLT =27 +F = —V%2MEL 9, AudioSynth ZZOEMBEMAL,
512 BGM DO AR ZEMT 2 Z T, SE & BGM OERRER B2 ER L TWET,

ZD&XH1IZ, ToneSynth XKL £ ¥ — (B—L L) 72 THEHOBRAR— K ITHYS L, A
udioSynth 3 ZNZ#HiET2 I F> 7 ary—i), ZL T GameAudioSynth IZZ1 5%
MR ARTCIRET 2 TRLAY— ML) B4V E—T7 xR LTHREL £ 3,

18.2 HvU Y FiEEDIREISE
$ > K RAEORSMNE ¥ 2 h e h O THERIZLU F Ol ) TF,

1. @Q<tt>{ToneSynth} (HEIEEE) HEDOHEAE - 1F1k. ADSR = >N — FHlf#,
FA4LA - UN=T BEOAL VAV AL AR ZOEREHLELES, (120
BrrDEOB6 L, DL CiE® s WS RN EZEMT 2L A v —
(B—LL) RETT,

2. @<tt>{AudioSynth} (SE/BGM X:H#}J&) ToneSynth Z K L. SE XX & BGM
NZDEE. BGM ¥ —7 ¥ Xu 7 4 &k, BGM Sz RXo—- 7288 L £9,
HERRE 7 7)) r— a YEREOEMRA LIRS 2 &%E 2 H0F 5,
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3. @<tt>{GameAudioSynth} (FHV A4 ¥—/4 & —7 x—RJF) AudioSynth O I
KRR, F—af3oXn T4 Uy MR SE Axu s ENRHEEN %
RHLES, COHFOBELRS T2, LWV MmBENRERZITIELA Y — (A
LALV) BIETS,

4. @<tt>{webg/samples/sound} (FKGEE) Zh o OHREZ EFRD Ul 2@ U TH%E

L. S22 ERT 2200 Y FTILVEETT,

COREEMEIC XD, B30 SE kAR BGM W5 2z 2 HHOE 2 @yNc oL o
O, FAFEE X2 7 R 2 EiEE SIS, TV kY FOYIDEZ R RT X — XFREET T T
HZTA2 K21 TVWET,

18.3 REMNLZFAIO—
A—F14ZFAVTEZ OB

Web Audio APT ZHIH$ 2B, mBEETNEAX, EFHELERLT 29— DHFER)
ITHRIFNEZ LN VWS TI79FDA—F LA RY > —T7,

Z D7z, ToneSynth 3B X f AudioSynth I X b T 7 X THIFEIZ AudioContext %4
MU ERA, 2=F=DRX VM TREDRIEEZITV. resume () HIFENTZ XA I 7T
#1® T ensureContext () DEMEL, YRR —NZARERMDN—T 4 VIR INZFT,
webg/samples/sound 2 [Audio Start) R&Z YBHEIN TV S DX, Z Oy 2 EHYI AL
My 57-0TT,

SE & BGM D fEWS T & ZERIAE

BHREEED AL L2%IE. SE & BGM ZHl2 DR LTHIBIL £3, FHc BGM &#
Wiz 7 7 A VOBEAETIER . scheduleBgm() XX BFEiART Y 2 —1 V7 TH#ITT 57
B, BPM X 17 1 OEENZEMBAROFRAVCENIC KN E T,

ZEEEEICBIT 27 4 LA L UN=TOFETIEZ, T8 & TR 2R XL Tl
HLEY, - & (Amount) : setSeReverb() X° setBgmReverb() R T L %3, Z
NIty R/ VE—viE, 2FD TEARTIAN-TRIZEE 22 2RELE T, - FE
(Characteristic) : setSeReverbImpulse() % setBgmReverbImpulse() TH#HEL £,

248



B 18 FE YU » FD&Et 18.4 VS5 DEFH

ZHEaryRY)a—ya YU N=TIHWA AL VLA L ARV A (IR) 2ZHE L, HE
(room) | TR—s (hal) ) 'L —1 (plate) | &Wo7zZEMOERKRER M ZIRE L F 5,

BEREZDITHIEST 22T, BENI VAZHFF LA EERMDIEA DT EEZ S
Lol BELEEREIAAEICRD £7,

18.4 FEVWAHDERS
#MRE (SE) oBE

WBH X GameAudioSynth ZEH L 3., A—7 1+ FZ2HMLL. 7Vty F4T SE 28
A3 2 m/PNOEEFNILL D@D TT,

import GameAudioSynth from "./webg/GameAudioSynth.js";

const synth = new GameAudioSynth() ;

/] A== (Vv IRY) ZZF >N A—T+AZBMELLTEBETS
button.addEventListener("click", async () => {
// AudioContext ZBMLL. IL—T 1 VI %ZHEET S

await synth.resume();

/] EEDEEERE
synth.setMasterVolume (0.25);

// 7Tty h%TSEZBE
synth.playSe ("poyoon") ;
s

BENS VADRE

a

AR —RY 2a—L%HUELY L SE ¥ BGM DN NS > 22 EBNCEE L F9,

synth.setMasterVolume(0.25); // £FDOEXETE
synth.setSeVolume (0.90); // SE DHERNEE
synth.setBgmVolume(0.75); // BGM OMENEE
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TRI7TIF (FaLbA - UN—=T) O
FALALUN=TD (R ML, FTORTEXEEOESD REHIHL T,

// SETaLA: K, 70—RKNvT, JxzvbhE
synth.setSeDelay(0.11, 0.26, 0.22);
// BGM T+« L : B, 7«—FN\v?, JzvbE
synth.setBgmDelay(0.18, 0.22, 0.18);

// SEUN—=T: EVRE, VE—-VE
synth.setSeReverb(0.32, 0.55);
// BGM UN—T: TV RE, VE—VE
synth.setBgmReverb(0.28, 0.48);

DN—HEDEE

ANV ALARY R (IR) ZZFE LT, ZH0E GRREOREZIRMERY) ZUhEZ
9,

// SEDQUN—THM%ZE TIL—L ICRE
synth.setSeReverbImpulse ({

kind: "room",

durationSec: 2.2,

decay: 1.6
E

// BGM DU N—=TH5tt%E TR—IL) ISRRE
synth.setBgmReverbImpulse ({

kind: "hall",

durationSec: 4.0,

decay: 1.9
1);
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IoAO—7TDRE

BHOVH LY (T&y7) RBE (T4 74) 2B L ET, SE BWHzIEo & D X8,
BGM 3 Fe& % 3 & W o 7V I3 DSRIBET 3,

// SERDI>YARO—FFUty ~%EA
synth.setSeEnvelopePreset ("piano", {
attack: 0.005,
decay: 0.05,
sustain: 0.55,

release: 0.08

P

// BGM DI > RO— 7= @RI E
synth.setBgmEnvelope ({

attack: 0.03,

decay: 0.20,

sustain: 0.60,

release: 0.40

P

BGM 77Uty FOYIDEX

GameAudioSynth ICHBENTWS X BT 1+ 7Yty b % setMelody() TUIDEHZ X T,
BPM % root. BGM envelope » FIFHCEE L7-WHEAEIX. U T L5 a 774107 —7
N HWTERT % L IRNTY,

const bgmProfiles = {
boss: {
melody: "boss_alert",
bpm: 144,
rootHz: 196.0,
envelope: { attack: 0.02, decay: 0.16, sustain: 0.56, release: 0.32 }
}
I
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const applyBgmProfile = (synth, name) => {
const profile = bgmProfiles[name];
synth.setMelody(profile.melody) ;
synth.setBpm(profile.bpm) ;
synth.setRootHz(profile.rootHz) ;
synth.setBgmEnvelope (profile.envelope) ;

};

// XOT 4 preset ZBEEYIDEX THH
synth.setMelody ("minor_drive") ;

synth.startBgm() ;

// BEICIGC Tz profile &7 7 AITHEA
applyBgmProfile (synth, "boss");

18.5 JMEH BGMZ77UITENMT B

GameAudioSynth ZBEFD 7V kv b ZUIDEZ 57213 T4 <., registerMelody() % H
WT7 7V 7= a Yl oED BGM Z2B1Y % 2 e AARET Y, T ED, 7475

VARRZEFEZIRZ 2 2%, AT —VMPAREHEHONL - TR 28R TEET,

webg @ BGM (&, 16 X7 v 7% 1 /NMiie § 25> —7r VP THEREATVET, FX

T v XS TEFTHMTHEIT L., R—R 2V — F2ENCTFHEEINE T,

PIRMiE. 77 VHIT story_field W5 LW BGM Z:EM L THHT 2H61T5,

import GameAudioSynth from "./webg/GameAudioSynth.js";
const synth = new GameAudioSynth() ;

async function startStoryFieldBgm() {
await synth.resume();

synth.registerMelody("story_field", {
scale: [0, 2, 4, 5, 7, 9, 11],
bassPattern: [0, -5, -3, -2, 0, -4, -2, -5],
bassOctave: -12,

leadDegrees: [



F18 8 YU Pt 18.5 J#8 BGM 7 7 I TEMT B

0, 2, 4, 5, 7, 5, 4, 2,
0, 2, 4, 7, 9, 7, 5, 4,
0, 2, 4, 5, 7,9, 7, 5,
4, 5, 7, 9, 11, 9, 7, 5
g
leadHoldSteps: [
1.0, 1.0, 1.0, 1.6, 1.0, 1.0, 1.0, 2.0,
1.0, 1.0, 1.0, 1.7, 1.0, 1.0, 1.0, 2.4,
1.0, 1.0, 1.0, 1.6, 1.0, 1.0, 1.0, 2.0,
1.0, 1.0, 1.0, 1.8, 1.0, 1.0, 1.0, 2.8
i

leadOctave: 12,

leadType: "triangle",

leadDur: 0.11,

leadGain: 0.060,

bassType: "triangle",

bassDur: 0.16,

bassGain: 0.074,

rhythmDropWeakProb: 0.28,

rhythmDropTailProb: 0.52
3

synth.setBpm(116);
synth.setRootHz(220.0) ;
synth.setBgmEnvelope ({

attack: 0.03,

decay: 0.18,

sustain: 0.60,

release: 0.36

s
synth.setMelody("story_field");
synth.startBgm() ;

leadDegrees DERYZMEPR T I T, MizFLVWERVWI L —XZ2ERNTEET, £
7z, bassPattern % 8 BERITHNITIX, 2 /MAIOREEITEZHET 2 Z L 2A[RET T,

BGM NS AXA—L2DEH

ME BCGM Z1ER T 2O T E R AT X —XDEENILLTD@ED T,
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o scale: BEZYELHT 2 HMETT, [0, 2, 3, 5, 7, 8, 10] KH~A F—%,
[0, 2, 4, 5, 7, 9, 11] BHAY ¥ —RIGEVWEZ IR £,

o bassPattern: XN—XDHEITTT, 1 EFED 4 X7 v 7pHDYTondd, 4 EHFE
T 1/ 8 B3RT 2 /MHID DIEITICA D $57

o bassOctave: R—ZAZAKDY vy FZHEL T, -121F 1 A7 X -T2 EL £,

+ leadDegrees: VY — FIEHZERT SBHT T, null ZE LR T v TIEKRFF & 72
h¥9,

« leadGate ¢ leadDegreeStep: leadDegrees Zalibht 3. —EDHBAITHEHRZ AR L
T2V E O GHEET T,

o leadHoldSteps: AT v F7OEMERTT, 71 — X DKEFRLEIATE 2 MK 3R
AL ET,

« leadOctave: V— FRADE S ZHEL T,

o leadType ¥ bassType: ¥ L —X—DFILTT, HEOHIREIESTE T,

o leadDur ¥ bassDur: &5 DHEAFHHETT,

o leadGain ¥ bassGain: ZS— FDEHFENT Y AZHBEL F7,

o rhythmDropWeakProb: §5fHZMERANIHRIFICT 2RET T, HZE T2 L |RZ S
N—TWRDET,

 rhythmDropTailProb: /NHIRENNTZHERANIRTFICT 2RETT, HE2mT L L
TEREE) DX SR EENE T,

728, registerMelody() T leadHoldSteps. rhythmDropWeakProb, rhythmDropTai
1Prob DIEEDMHAT T, NERRT —RXIC X ZBERZHEZEIT 5720, FELTWE5HE
BN FEEL T,

18.6 FHHDFRE SEDMAE
OscillatorNode Z W29 v > FAEKTIE., HEOE RV ECOHNREZREL T3,

o sine (IEKIK): FELDPLL K ELPVWETT, w07 BGM RH RN SE 12
HLTWETD,

o« triangle (=fAiK): sine KDEBDH D DODOBELPVWETT, BGM DV — FRHLH
7 Ul HIC@E L TWE T,

o square (FEIEIK): EWFHVE<. LIRS —LA6 LWVWERDDHZETT, X7 4 il
i L 720G ERERIEICHE L TWE T,

o sawtooth (FEHK): EEMNIFFEICZ L HHWEIRDETT, BEHE R AH BGM,
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18 = Yy Y RDEE:st 18.7 TAO—FCEXENT X—XDFIH

RKFZ SEWC#ELTWET,

BIEDZE X, BGM THHUI leadType % bassType. SE THHUI playTone() % pla
yGameTone () @ options.type THHEL 7,

18.7 I oARO—TEE/NTAXA—2DHFIH
HOVH B D RRHER CORBINZEEZ, o -7 K7 X —XTHlfHL 3,

o attack: HEM 0 PO —ZITET 5 EF TORMTTI,

o decay: E— 270 oiE R (Sustain) FCTHETS 2KHTT,

o sustain: AERICHFIEN 2T EILTT,

o release: / — METRICEMHA % FTORRMTT,

o gain: OB ETT, I v 7 RALKOBFE L IIFINEEL F T,

o dur: / — M OEAFHHRHET T,

o pan: ELHDENMN v =r7) TF, -1 (£) »»56 1 () THEELET,

o detune: ¥ MM OWHFAE TS, DITPICTHTI LT, BOEAPREL XF2RIT

EE3EN
o when: AudioContext L DHMaNFFZIZIEE L 3, BHOEEZHEEICT O L TEPSLE
WL E T,

18.8 IMBDMREZT7TIAITHEET S

ME® SE Z1EK T 2855, 43 LD GameAudioSynth O 7'Vt v MIEIT 2 HEIEDH
DEHA. 77V HITREEEERL, playTone() 721X playGameTone() ZilAEbHHE 3
T, RRTHEZMRETEEHT,

playTone ) IFKESL Lo R — 72 3N THANHEETZ KL A v — (B—LN)L) X2
XY v FTF, —7F. playGameTone () & percussion X piano ¥ W\Wo7FEdmA T IV DS
Uiy FE2BERL, REREHZTZ EHEZTZ2E8L 1Y — (N LANL) BALS=TT,

PURNE. ERDFNFBEOEEE 2 B IHE S 56T,
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B 18 FE YU » FD&Et 18.8 MEDMREZT TIAITEET S

import GameAudioSynth from "./webg/GameAudioSynth.js";
const synth = new GameAudioSynth() ;

function playTreasureOpen() {

const tO0 = synth.ctx.currentTime;

// BRAIDEABZWILE EHD
synth.playGameTone(523.25, 0.08, "guitar", {
when: tO,
type: "triangle",
gain: 0.07,
release: 0.06,
pan: -0.08
1)

// DLEBNTNERZRY
synth.playGameTone(783.99, 0.12, "piano", {
when: tO + 0.040,
type: "triangle",
gain: 0.06,
release: 0.10,
pan: 0.06
DE

/] BEOES5HE
synth.playGameTone(1174.66, 0.16, "woodwind", {
when: tO + 0.090,
type: "sine",
gain: 0.04,
release: 0.16,
pan: 0.20
I

button.addEventListener("click", async () => {
await synth.resume();
playTreasureOpen() ;

1);

H—DETRZL, BTHIVPWoEZRITEROE2ERGDES 2T, Hilze—7
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F18 8 YU Pt 18.9 &7 7 )L (AudioBuffer) ®OF]H

BRI, BITZ20H50 VY FeMRETEET,

%AI{1E SE h4OJICL B ER

TIV T —Ya yORENKEL Ro25E1X. SE oNinRE 7Y 7V AITER T2 %2
HWRLET, ZhCEkD., F—2rudy sz BRI GSQER D TE E9,

const customSe = {
treasure_open: () => playTreasureOpen(),
portal_start: () => playPortalStart(),
dialogue_tick: () => playDialogueTick()
3

function playAppSe(name) {
const se = customSe [name] ;
if (1se) {
throw new Error(‘Unknown app sound effect: ${namel}‘);

}

se();

18.9 BHAE7 7-1JL (AudioBuffer) ®OFIH

BRE TR <, mp3, wav, ogg REDER 7 7 A V2 L7WEEIX, AudioSynth
O AudioBuffer EHEREZAIA L £ 9

AudioSynth.loadAudioBuffer (name, url) ZHWT7 7 £ L& HAAA, playAudioBu
ffer(name, options) THAELET, ZDL =, options.bus IZ "se" X7/zlF "bgm" %15
ETBHILT, ERNENDNARKESNLERRLT 7227 (T4 A - UN=7) ZiHEH
SHELZIEHTEXT,

import AudioSynth from "./webg/AudioSynth.js";
const synth = new AudioSynth();

button.addEventListener("click", async () => {
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EF18E YU FDET 18.10 AudioSynth DHEREE

await synth.resume();

// mp3 ZFiAHIAAHA. SE bus Nl THE

await synth.loadAudioBuffer("door", "./audio/door.mp3");
synth.playAudioBuffer ("door", {

bus: "se",

gain: 0.8,

pan: -0.15

});
B

BESRYDNL—TREMEWSHEIX, bus: "bgm" ¥ loop: true ZIHEL 3, FHEH
D voice NY FILELRFF L TWHIUE, voice.stop() X° stopAudioBuffer(voice) ZWEN
ML TEIESES I e TE, fadeSec ZIEETH I THARR 7 = — F7 v MOARET T,

await synth.loadAudioBuffer("forest", "./audio/forest_loop.ogg");
const voice = synth.playAudioBuffer("forest", {

bus: "bgm",

loop: true,

gain: 0.45
s

/] =R TEICEST7I—RF7TU b

voice.stop(synth.ctx.currentTime, { fadeSec: 0.4 });

M DFLAAARIS ARG OBAEERIZ, REIRAZFRINCHR T 270, H 2 THIS
LTI ENE T,

18.10 AudioSynth DRIERIEIE
NRABREN—T 12T

AudioSynth I EHERME Y L TCOREIZHNE T, #$l7 7 ATH % ToneSynth D ensureC
ontext () BLU resume() IZ X ZBIEFIIULZEFRE L. v AKX =X - SE NZ — BT

T2 NFz—VE2WIIL—TFT 4 VI RERLET,

258



W18 S Hy Y FD®Rt 18.11 GameAudioSynth DI&E|

22 BGM N2 BGM =7 ¥ Z2EMT 5 I T, SE & BGM DR 7%
WL TWET, HREFOAMEIFIEIE ToneSynth 23532135, AudioSynth IF playSe(). A
udioBuffer DA, Xn 7 4 7 —RIHIEHART Y2 —) 7, BLU BGM HH T
RE—-TOEMEHYLET,

12U NILAL ZR > ZDENRIER

ToneSynth.createImpulseResponse() (&, 7 7 4 N ZHiAA F T ICBANREHREIC
X o TRAT LA D AudioBuffer ZAEML £5,

1. 7227 7 A VOHUY: getImpulseProfile(kind) 2L V. lroomJ Thall) lplate; %
NZND P EERHRERZREL £,

2. T—NDHEAA: writeImpulseTail () T. KREFGEE & HITEEIEET 2/ 4 X
AR L., REDR (F—n) Z2FERL £75,

3. PR GTDENM: addEarlyReflections() T. A£G F ¥ ¥ RV EZ R R/ 79
WS ZMA LS, Zquckh, Zio Ry R A& 22321 —PLET,

4. IEBYL: normalizeImpulse() T —7E&ZHIZA. FEZUIDEZ TH MG E &
IR N K S ITHEL £ 7,

BGM & —7 B D{1iHdH

webg @ BGM &, 227 (L) EOWLTREAELTXEZHRHAL TWE S, startBgm(
) DML %BALA U, scheduleBgm(lookAheadSec) 23 LAEDAKRETD /) — b2 FHL., s
cheduleBgmStep(step, when) B’N—RA¥ V— FODEFEZMHAILTET,

ABF 47V Ey ME BRIZFBOULRTIIR, AT —, R=Z8%X—> V—FD
r— MR, B4 TREDRIA—RELy P LTERINTVET, V- FOFEEIA
D, R=ZARX—V%ZAT v AT 5T, BHFRKEZET, S50 B EH
LTWVWET,

18.11 GameAudioSynth DIRE|

GameAudioSynth (¥ AudioSynth DFEL A ¥ —F v X—=TH D, 7 — LHFEE 2 EIEICH|
HT&2Xxu74 7Yty bt SE A&xuZZ2HHt 1L £75,
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F18 & YU 2 FDEET 18.12 webg/samples/sound IC & B IREE

TV = a YHBIIBWTIE, 2O FZ M) —RAL P LTHAL, TED
BHTEDXaT 42 BPM 2l 320 oMoz 7 7VHNCHE =83 Z & T,
F—ruaYyZBERERY Y INERTEET,

18.12 webg/samples/sound lc & D IREE

webg/samples/sound (&, BHEFT DI L WNHRIIIT S 72D DMEEY — L TT, GameAu
dioSynth B XU AudioSynth D 8T X=X %V 7L XA LMZHIEL. Z OREE % B PE I HERR
T%é/f /&~7ibx%*ﬁ,{/\bij—o

UT i1 System (£#£5%7E) ] TSound Effects (SE %) TBackground Music (BGM &
B) 032070y 7 THRENATED, B8, 7414, UN=7, 2RO —TJOHE
HARDATRET S

F#IZ tail_probe E WHOMEEH SE &, U N—=T o Ru—7OEZIAMICHEHZ 7 57
DIHKFFENTWET, BHOEWT Xy 7E TS LD 2R L. ZORDOFHETT 4
TARVN=T DT —VZBITE L0, GEFHEOREET L LTHEHLTIZE W,

18.13 YUY FREDHIREDIAEIAX

YUy MEREZIER. R RBNMEEZEE T 25513, U NOBHEER 2R L T2
ISR

o V—TF 4 VU DZEMW: ToneSynth.ensureContext (). buildToneFxChain(), AudioS
ynth.buildBgmFxChain (),
o UN—TFHEDZH: getImpulseProfile(). writeImpulseTail(). addEarlyRefl

ections(),
« BGM O HE)ZH: starthm() scheduleBgm(). scheduleBgmStep().
o« Z7Vty bOEM: EFED X BT 4% SE X GameAudioSynth ~EML. 7 7V EFAE

DHDIET IV @'J@ﬂﬁl?i%f%@?‘% TR LET,
o B IND Ul [BIE: webg/samples/sound/main. js BIUBHE KN F 2 X > b,

FRCA VNNV ALV ARV RAENARRAXTEE, 2727 o& (R FE)) & (2%
Mo (IR)) OHIEZERZERWI T, BN FHRRE PR TXE T,
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B198F

2 EhEHRDER

/

BIZF Ny ZH O FH 2 EEHICFRR I 223 TR, BED 3D 77V 75— a v IR
BRI LD, a—T 4 7 AL ITIEHEICRZ 2 Z 2 IZREETT, BICHREL N5 DI,
ZOBEOREL TUR—-b) 2L TErd, HAELTHREL, REZIGCTZOEEHAT
X5 {HATT,

ARFETlE, DebugDock, Diagnostics. DebugProbe. ¥ & f WebgApp %3l U T, #ZWriEH
PHIWC TR250) TlER HET2H0) & LTS REHEICOWTHEFH L £3, webg
DM AT 2E 7TV =2 a Y OBEIREZBEE THARD ., COEEI Yy THR-F
HHTHEET 22BN LTHEKREATOVET,

PlZIE, HESNEEOREZ 2 —7 1 > 7 Al IIRZA TR ZHEE L 72\Wi5E. Debug
Dock @ Copy Summary %7z Copy JSON ZAMHL £3, ZAUTKD. ZDBEH DA X i
B, REA. >—UHE. B, BIXOY Y ILVERORERZ Y v FR—-Ficavr—EhE
3. MAFRZNZM OIS0 T, a—7 4 7 ALIZH LT MBAERZTV2ET0R
BB ZEUER 7 X AP LCIEMICE T Z N TE X T, D% D, ZMIEHRITHEZ 2 MBI 72
KRTRAEL, 77V —v a Y ONFIREZ AN T 2720 DIERBRA VX —T 2 — R
RDTT,

CDTRAT LI REDODELZIZUTDayR—2x>Y bOHAEDETHRKINATVWET,

o DebugConfig.js: 7Ny 7 E—RE VIV —XE-FDOYIDEZX, BIUZKEKEDH
/SN EH L 7,
« DebugDock.js : BHIfEIREEOR R, L AR—1r0oav—#ExHY L %7,
« Diagnostics.js: LAR—FrF 7T =2 FRAERL. ERTF X M5 JSON ERITEE
LXT,
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%19 & BifEERoOLSE 19.1 SSiBRZ B IS L VLS E&EHRAR

o DebugProbe. js : FiE DRI BT 2 IREEERIE X L %7,

ZDEIIT, TBMEROIER (RRAX—T—&) ZERTZE) . 22X RERITa
Y—3 38 BRI TVE T, ZIKETL;( ¥ 3§ DebugDock &7V v FKR— FEfH
ZHLDE LZIEROMOAZEHL, LR—-PFOWBRIZOWVWTHLL A TWEE T,

19.1 BRiEHREHBE TS VLW SEEEE

webg DBWiT 27 21%, 777+ Dar Yy —i (console) % EHZICLIAMHATIEDD %
Hho bBbAABREY —LERWTaY Y —L2HET 5 2 LIZARET A, RN LiE
#Ep% & LT Copy Summary & Copy JSON Zf2ftL T\ %3, navigator.clipboard.write
Text() ZHWVWTULR=- I Z2EE Y v 7R-FIZEZXALZ T, FIHELRF Yy FY—IL
RNTEE T A+ — LANHBEICH D T o 2 X 2B L TV E T,

O EBRAL TV AHEEZ, HEZZRTHW2A2RNIL2D2 0 RWIEREZ. HHREDDH
L THERNBIET 572D TF, Diagnostics HIRIXRRHMTIE R TUR—- MAERKE)
THD., 5 14 BTEMLLRREKIZEWTS, DebugDock X° OverlayPanel IZIHH%Z ¥ 3
i TEAR) ZERT 2 %E2HoT0ET, ReHEFOmMAD, HIZR—DLR— 2k
HEWCEET 2 2 e B ZORRFETO 2D £5,

19.2 DebugDock IC & SIREEDRI1RIL L IR(E

DebugDock (&, @ZWirEHMOHL L 72 2BFEERIT Fy 7 TF, I 2T Current State @
FORTEIL . Copy Summary. Copy JSON @ 2 DDARX VHEE XN TWE T, HE L THE
REZHEZRL., ZOFFERLATZ I —TZ 570, WRLLNELHE LLAEICHEED
AT EEA

WebgApp DIRHERRETIZ, TNy ZTHOF—ANCT V74 v 7 2R ZHRHAL TWET,
7272 L. WIHHIRRELX release E— FTH D, @E OFHEIZBFEEZ AT D DebugDock % ZE5R
FREVHRVESI R oTVE T, ZWitKREZ S & 21X debugTools.mode: "debug" Zi5
ET 5D, app.attachInput() TANZER LS 2T, [F9) F—D%IZ ™M) F—Z2#F
FTHIERANC Lo TTF Ny ZFE= FAUIDEZF 3, FRIC, [FI) ORIC el TENZ.
'Foy D#ic Tvy T JSON 2ab—TZ%7d,

Y Y —ZXE— FTIX enableDiagnostics & enableProbe DN D ., TNy ZHOD
By ZRMBIRRGIEFRRERD ET, 77V r— a YAOUHE D S IRINICY] D & 2 720
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%19 & BifEERoOLSE 19.3 LR— FOBREBBNEXNZ=X L

%613, app.setDebugMode("debug") F7z1d app.setDebugMode("release") i L T
(EWV, TOXY vy Fid, Zk7 5 7% EMT % DebugConfig, DebugDock DHKINIRAE,
BEUOF v U RNRRVA T b 2R D TEFLET,

193 LAR—FOBRCEHNEXANZ=XL

WL AR — NI, ABPHET 27290 TEH (Summary) ) &, a—7 1 ¥ 27 Al 230LEE
T27HD JSON| @ 2 EX TRt T,

E# (Summary) DB

Copy Summary (& Diagnostics.toSummaryText() IZ&X > THEKIN, LLFD 5 2Dt~
> a yf%}ﬁéﬂfh\ij—o

1. Overview: source (Y —R7 7 A L), system (¥ X7 1%), stage (BITEDEFE).
ok (IEHHIE). timestamp (KX & ENF T,

2. Latest Issue: iDL 7 —HEHREZRRLE T, T7—2RVWHEEENOES (warn-
ing) . ZNHRWVEEIX (none) LR REINF T,

3. Key Stats: I X 7 DAiE « Z# - x—7 v b, Wl #HTA, =2 —K—F7I7A, ¥—
VHIBL, ¥y UNZABRUOTARTVAYA X, T —nhvr b BERRE L
0= I8

4. Warnings: BEHEYIORED» SRA 4 F2RR L £75,

5. Recent Details: FHHlIECHIOREDL HIRK 8 2R R L £7,

JSON fZZIC & B 1B ER

Copy JSON &, X DM MERHZ ZAE T, FFC context.webghuto €7 > a v
. A X T DIEMHERMSAE (eye position) REE (eye attitude), > — YA THHA I TH
2 x—X—2720—H ZOMEHE. ~7 V7 ID OFAKZESEMNENTED, L
YRV VIR EREET AHAICELTVE T,
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%19 & BifEERoOLSE 19.4 77V r—2 a3 YEROZERIFHRDEN

WebgApp IC & % BENRFHIBIRDINE

WebgApp (&, BHFEDIIRINCHIEE L2 Td., EBERORERR HED > — v Hi
HEIFNCINEE L £ 3, app.init() D&M EFE T checkEnvironment ({ stage: "ready" }
) DI H Z A, WebGPU O R — MRS EARBSEN L R — MRSk 3,

X 512, collectCurrentSceneStats() I X o> T, U TNOMETHEHRD HENANICIVE X
R

o > — VHitH: nodeCount, shapeCount., meshCount. vertexCount. triangleCount.
boneCount 7% &'

o IS eyeX/Y/Z. eyeYaw/Pitch/Roll, cameraTargetX/Y/Z. fovX/Y. canvas
Width/Height 7R ¥,

COHBNEKEEICEI D, U N TR HXATNERY — VP FEX TR T ANE
EHH A, BHIHEREIXMNRENZ A 7> a > Tld# . Webghpp DIEHERR D —F YL LT
MHAAEFNTOVE T,

19.4 77V 7 —2 3 VEBEOZEREHROEN

HENEXNBERZ T TR, 77V 75— a VEHEOXREZ TOICIEZA A I 8IZTEER
Ao FI T, HREIUTDA VX —T7 2 —2AZHVTIHERZEML 3,

KT (stage) DECER

RETZ TV r—a BN H 2 0Zid kLT, ZHUTkDh, LE—F2HA
EAD TZDENY Y — ZEfEH (fetch) OB DH, EITH (runtime) OB DHy ZHFIT
X355k ET,

app.setDiagnosticsStage("fetch") ;
/] )Y —RBHRPK . ..

app.setDiagnosticsStage ("runtime") ;
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$19 5 SRR OHRF 19.5 BHEBENFE 70 ay b7A-JIS5—LE-F

HiEti5iR (stats) X E¥HIEER (details) DENM

B PVEE OEE L FMEIX nergeDiagnosticsStats () FHWV. RN RIERIZ addDi
agnosticsDetail() TEMUL £,

/! BEELBEE (Key Stats Zo/>a>N)
app.mergeDiagnosticsStats ({
score: currentScore,

focusDistance: dof.focusDistance.toFixed(1)

)

// fEEIEHR (Recent Details £ a>A)
app.addDiagnosticsDetail (‘selectedClip=${selectedClipName} ‘) ;

ZLEER (warnings) DB

BRI L TIZ LWVWAAIX addDiagnosticsWarning() TEMLU ¥ 3, EHFERIX La
test Issue & Warnings OM/JICEKRINL 7D, IFHITIEHELIEL LD £5,

F /2. checkEnvironment () DFERZEZMIERICHE T2 T, BWEREZTT 20
= U EARFM M LT WS D ZHIPEICHIMIEE 5 Z e A[RET T,

19.5 W¥{HLGENFE . 9> ayvb7A—-JeI>—LHR—F
>3y b7FA—7 (One-shot Probe)

HHANCERH SN SR TR AL, TREZVIDEZA-ERD 1 BZET) OREZEE LT
BRELL 72W0WI5E1E. configureDiagnosticsCapture() ¥ createProbeReport() Zfif L
S

app.configureDiagnosticsCapture ({
labelPrefix: "eye_rig",
collect: () => {
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$19 5 SRR OHRF 19.6 E2HAkEREDIERI SRR

const report = app.createProbeReport("runtime-probe") ;
Diagnostics.mergeStats(report, { frameCount: app.screen.getFrameCount() });

return report;
b
1);

// EBELTT L —LRERICIREZHE

app.captureDiagnosticsSummary ({ afterFrames: 1 1});

EeERMEFD LR — MLE

TV — a YORENZERR LGS, T — IV EBRRT S L FEERHC. 2FiLR—
LI —RICELBEZTBL LT, MEOHENEGZICKD £3,

start () .catch((error) => {
app?.setDiagnosticsReport?. (Diagnostics.createErrorReport (error, {
system: "eye_rig",
source: "samples/eye_rig/main.js"
)

app?.showOverlayPanel?. (buildErrorPanelOptions(error, { id: "start-error" 1}));

P

FRINFIZ T T2 < RIS S AR 2 M35 2 223, webg ODRZMIRGHIHBIT 5K E
BARTS,

19.6 EZERFREEDERIREZRRIR

HHE X WebgApp ZHIH L £33, samples/sound O X5 IZHE® Ul Z#2E L. Diagnos
tics.js ZEZEMHT 2 HESHD T, ZHF 3D & DfftaHE#RE D B, Ul OFE(HE
DTV EELIGEITHEL TWET,

const report = Diagnostics.createSuccessReport ({
system: "sound",

source: "samples/sound/main.js",
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%19 & BifEERoOLSE 19.7 ¥ ®

stage: "runtime"

)

Diagnostics.mergeStats(report, { masterVol: ui.masterVol.value 1});

ZD XD, ZWEEEIE Webghpp EHTIE2 <, LAR— MERE & L THMCHIHAHE
T3,

19.7 F®

AFETHRD HERAX. ZWEREEL 2 THE EOMBIERR) TR, THEDRKEZ
AF2570DERLHENH ELTRS 28 TY, YRAT7L0H0LIRHZDIE THEDL K —
b THbH, Z1% Copy Summary & Copy JSON iZ & o THERAF S HiH 2 mUAiifED D
£9,

Webghpp (3HEFEHZ HERNICINE L E T2, 7V r—2 a VEROEKRZIEZ 51213,
stage. stats. details. warnings ZHUNIHEWIIF 2 BENDH D 7,

14 B 15 EOBMLARRRERICB VT, ZFEREE TLR—b2ERT 28 v
SRBIBAMIEICH D £F, ZDiER% DebugDock X OverlayPanel 2327 - HE A\t $
52T, HENRERAMSE IR R TVET,
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F205

ARAM7ORDERE

Bloom (7/V—2) RWEFEE (Depth of Field), &Y #HF72D & 5 ZHAEFRIZ, Hig
FERDOA TS 27 My 2 —X—=%BMT 27 TEEHRTEIERA, —E—2K%2 47
27V —r (EHE) Oy 77~ FEEHL, ZOMREEREDO IV I ) =Y RATMLL
T ORI ¥ YRNAANH T2 805, il 7 v —OFMEENHEICRD £7,

ARETIX, BloomPass, DofPass. FrostedGlassPass, VignettePass D& AFIHZHHIC,
RA M7t 2ORGHEBE FERHELHH L T,

20.1 RA+TFOEXOBZCHEETO—

RAMTvERE, S—VHNOALDA TS 27 b DY 2 —X—%HFEEWMZ Z2FIETIER
<, WHEMPTET Lz%o THEEEE) TN L TRLEE2D»F 27 e —FTF, £3 3D >—
VHEFATAIZN =R =7y bAEH L, BoNLAT—T IV RAF ¥y RRET IV AF ¥ 27
NWNAZ ) =Y XA TR TITLED,

o7 —%2HEETICEAT S, [Bloom 253 U =0HEICE(D W] TDOF %#iE
A LUT=DREERD AN ] CWVWo 2MBEICER LI RDEST, 20720, 31T
HFEofME 7o — 2 XEEL £ 9,
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B2ERKIAMTOELIDRE 20.1 KA 7O XOBRI LWET7O0—

MR M7AEAHBE7O—HE

render to

N canvas
v—yEWofch

T RAF v AL

\f
s a
| beginScene()Hspace.draw()]—)

—_—
Bloom / DOF /
Vignette

offscreen
color + depth

Message /
HUD / overlay

I\
learDepthBuff
(eoeptreuter)) s micmns

X 20.1: AR Fot X #{iEH7 e —K

MRANZOEZR

ARAPN AL RATI, -2 —EF 7RV —UAREH L., ZOMBICRUEEZEHL
72T HUD %#Eh 5,

HAE 7 O—O%I{H : autoDrawScene: false

WebgApp DIFMERLETIX, ¥ — Y DEHEF v N AN hEhE T, LrL, KA M utk
2B T 2120E, F v NI X N B RN E S B D3 B B 72, Webghpp DRXIE
T autoDrawScene: false WCHEELF T, ZHUTE D, fEHDX A I V72w Hl#TE
5X212kh %5,

BEANBREY I

ARAN Tt ZADZLIE, UTFD 3 ODRAT v I THREINEZ T A 7 LE 1 7L —LDHT
TAEX RN END D FT,

1. beginScene(): it Z2 A 7 A7V =YX =7y MZYIDEZ, ¥ — U HiEO%EHF %
795,

2. app.space.draw(app.eye): @D 3D ¥ — r ZHHE T 5,

3. render(): iZHINLT 7 AF ¥ ZMILL., RENBHRE F ¥ XA NTT 5,

oM EMRINICEETZ e, LT X512k 3,

import WebgApp from "./webg/Webghpp.js";

import FullscreenPass from "./webg/FullscreenPass.js";
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F220E R MTOLRDRE

20.1 KA 7O XOBRI LWET7O0—

import BloomPass from "./webg/BloomPass.js";

const app = new WebgApp ({
document,
messageFontTexture: "./webg/font512.png",
autoDrawScene: false

19

await app.init();

const bloom = new BloomPass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight ()

1);

await bloom.ready;

const debugPass = new FullscreenPass(app.getGPU(), {

targetFormat: app.getGPU() .format
1)

await debugPass.init();

app.start ({

onUpdate: ({ screen }) => {
bloom.resizeToScreen(screen) ;

I

onBeforeDraw: () => {
/] ATy 1 BEEOAO
bloom.beginScene (app.screen, app.clearColor);
/] ZTwF2: 3D — Y DHEE
app.space.draw(app.eye) ;

I

onAfterDraw3d: () => {
/! AT 7 3: RRSTFOERMEBEOER L HA
bloom.render (app.screen, {

clearColor: app.clearColor

3

// HUD ZIEL ERZTODFRENY T 70) 7
app.screen.clearDepthBuffer() ;

3
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B2ERKIAMTOELIDRE 20.2 BloomPass OE& L iEH

ZZTHEERDIF, 3D ¥— 243 2 HEEI35] X#Hi =X app.space.draw(app.eye) 3
fH5THE D, BloomPass R EDRA + 7 7RI Z DHIZRZBIZEH ZRIZLTVWEHTT,

HUD oEhght

RA M7t AHEHEZD Message T Ny 74— N—L A ZIELLRRIBLVWEHEIL,
RAE R A DIRIT app.screen.clearDepthBuffer () ZMENHTHEDH D £, ZHUE. K
A M7t RN TEHZAFNLREFERDEZ > T2 L, B2 oifilET 2 HUD 23%FE 7 X
MZEoTEAIZNTLES 2DTY, ZHIT7 =7 FHROERETEZL, Mlivn—%
HEYNCHIE S 27D OENFE Y 72D %7,

20.2 BloomPass O=E#& ;A
L R

BloomPass l&. ¥ — YAOEENGWETOAZHHE L. Z02I L Titd s — i
B32Z0T, BT UAHT IO RBEENRELEHLE S, 77 —EHROAZFHL TEE
T5720, RA Mot AOERZHRET 2DICKER IV R—4>2 FTI,

NEBTlE sceneTarget LD > — ). extractTarget (MEEEIHHI). extractHeatTarge
t (L& WHELE), B & SeparableBlurPass 2VEMIT 20 LHZX—2 v M EMHL
%3, MMH#HIZ new BloomPass(gpu, options) TA Y AKX Y ZX{L L. await bloom.read
y CH(HTE T R L 72, BB OEEARD 4 Z Wit -> THIIL £ 3,

REH

import BloomPass from "./webg/BloomPass.js";

const bloom = new BloomPass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight(),
threshold: 0.68,
extractIntensity: 1.0,
softKnee: 0.35,
bloomStrength: 1.15,
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exposure: 1.0,

toneMapMode: O,

blurScale: 1.0,

blurlterations: 2,

blurRadius: 1.0
195

await bloom.ready;

app.start ({

onUpdate: ({ screen }) => {
bloom.resizeToScreen(screen) ;

X,

onBeforeDraw: () => {
bloom.beginScene (app.screen, app.clearColor);
app.space.draw(app.eye) ;

X,

onAfterDraw3dd: () => {
bloom.render (app.screen, {

clearColor: app.clearColor

3
app.screen.clearDepthBuffer();

)

FNYTEa1—IC kB

ARA N et 20BN T, PREGEEZAIHILT 2 Z 8 I3MD TEE TS, BloomPass
WENERR =7y bADT7 72 AMT v X—%1EHt L T3 728, FullscreenPass ZH|H L T
BIEEDIREEL R TEE T,

import FullscreenPass from "./webg/FullscreenPass.js";

const debugPass = new FullscreenPass(app.getGPU(), {
targetFormat: app.getGPU() .format

s

await debugPass.init();

let bloomView = "composite";

app.start ({
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onUpdate: ({ screen }) => {
bloom.resizeToScreen(screen) ;

I

onBeforeDraw: () => {
bloom.beginScene (app.screen, app.clearColor);
app.space.draw(app.eye) ;

I

onAfterDraw3d: () => {
bloom.render (app.screen, {

clearColor: app.clearColor

P

if (bloomView !== "composite") {
const debugSource = bloomView === "scene"
? bloom.getSceneTarget ()
: bloomView === "extract"

? bloom.getExtractTarget ()

: bloomView === "extractHeat"
? bloom.getExtractHeatTarget ()
: bloomView === "blurA"

? bloom.getBlurTargetA()
: bloomView === "blurTargetB";

app.screen.beginPass ({
clearColor: app.clearColor,
colorLoadOp: "clear",
depthView: null

s

debugPass.draw(debugSource) ;

app.screen.clearDepthBuffer();

});

R extract (i) ¥ extractHeat (BAEHIH) %I 3 5 Z ¥ T, L W (threshold)
X softKnee ¥ D X S IZFNNT W B2 MARTINCIEE T, RPN 8T X — RFEEDI A HE
272D %9,
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20.3 DofPass ORE ¥ ;EH
=B A H

DofPass &, ¥— YDA 7 —(EHICIMAT EEEHR 2SR, SFEH (7 +—25 AMH)
U EEHIER L, 2 2IEr3 =7 27 FTF, Bloom & DEAKDEWIE, FBE DU
THRET 7 AF v Z2AHT2RICHD F3,

FIFED DofPass 13, ZEXFEIZD L (staged blur) & LT, 1 D5EWIED LEIRAZIIY]
DEBEZZDTIE? <., small, medium, large @ 3 EXFEDIED LHHREIED . EEZIZIGL T
scene -> small -> medium -> large DJHICERL X T, ZHiCkD., GEHED» SN

ERIZTHEWVEID LANRSIAZ T ZIMAR TR D £5, WETIX sceneTarget. depthDebug
Target. focusDebugTarget. stageDebugTarget. B XU 3 EEDIZHLLHAX -7 v b 2R
FLTOVWET, £k BEZIELLEFIHE T 27%®IT projectionNear % projectionFar &
W o T ARFATHN D RE DL ENT IR D £57

focusRange &, BWARIZD LAEET 2 £ TORKEHTIZR . 12D blur stage 23 Tp
FRRENE & LT g3, D5 OEREAED focusRange D 1 5% T T scene -> small, 2
£ TT small -> medium, 3 5% TT medium -> large "BEDHFT, ZOEZHITLT
B, ERHED»OHANTZERDR XS, stageMask Dta53F, Compute Shader HRD samp
les/compute_dof Z[f LR CTHIRTZ %7,

R

import DofPass from "./webg/DofPass.js";

const dof = new DofPass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight(),
projectionNear: app.projectionNear,
projectionFar: app.projectionFar,
focusDistance: 34.0,
focusRange: 6.0,
maxBlurMix: 1.0,
blurScale: 0.5,
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20.3 DofPass DRI ;EH

stageBlurIterations: {
small: 1,
medium: 2,
large: 4

s

stagedStageCount: 3,

blurRadius: 2.4

s

await dof.ready;

app.start ({

onUpdate: ({ screen }) => {

dof .resizeToScreen(screen) ;

s

onBeforeDraw: () => {

dof .beginScene (app.screen, app.clearColor);

app.space.draw(app.eye) ;
s
onAfterDraw3d: () => {

dof .render (app.screen, {

clearColor: app.clearColor

};

app.screen.clearDepthBuffer();

}
)

DOF ZE A § 5[, mHEREITNZRIL sceneTarget 34 7 — BRI TR, o7
VY UAIRERIREBRERFF L TWAREDH S Z ¥ TT, focusRange IX DofPass WHFT
b stage 1 DO DEEEEE L Tbha7DH, 7 7VHIT3HET20EEHD £EA, blurl
terations 3R AID DI > TWETH, #5ET 2 & small / medium / large D 3 B
I RTIFECREREDEH SN E T, BIEOFENZRMENT T, stageBlurlteration
s TERIEZ L ICRERIEZ T E T, /DIWVIED LIFEAMBBREISONZ -5y FTHEITSN
570, RIBZHEPLT L AMPMEZRTVW—77, R-HOUEIIREN TS, 207k, smal
1: 1, medium: 2, large: 4 DK ST, DEREBEALITIREZED Y T2 5<

AL S 8
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FETINYTETF—NAIRY

DOF iffif8id, TRESRM L GEHEIREINCI 2RV e WEETY, 20k, WK
WZERE (depth). GHEHIP (focusMask). BFEEIR (stageMask) 2 h 7 —&%—7"v bAHN
TENNVR—ZIEH L £7, stageMask Tld, BIEDHEHIZED scene, small, medium, large
DEDERELE LTAKREI NS0 2R TE LT,

import FullscreenPass from "./webg/FullscreenPass.js";

const debugPass = new FullscreenPass(app.getGPU(), {
targetFormat: app.getGPU().format
s

await debugPass.init();
let dofView = "composite";

app.start ({

onUpdate: ({ screen }) => {
dof .resizeToScreen(screen) ;

I

onBeforeDraw: () => {
dof .beginScene (app.screen, app.clearColor);
app.space.draw(app.eye) ;

I

onAfterDraw3dd: () => {
dof .render (app.screen, {

clearColor: app.clearColor

)

if (dofView !== "composite") {
const debugSource = dofView === '"scene"
? dof.getSceneTarget ()

: dofView === "depth"
? dof .getDepthDebugTarget ()
: dofView === "focusMask"

? dof.getFocusDebugTarget ()
: dofView === "stageMask"
? dof.getStageDebugTarget ()
: dofView === "blurSmall"
7 dof.getSmallBlurTarget ()
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: dofView === "blurMedium"
7 dof.getMediumBlurTarget ()
: dofView === "blurLarge"
? dof.getLargeBlurTarget ()
: dof.getSceneTarget();

app.screen.beginPass ({
clearColor: app.clearColor,
colorLoadOp: "clear",
depthView: null

s
debugPass .draw(debugSource) ;
}

app.screen.clearDepthBuffer();
}
1)

depth & focusMask ZYJD & 2 THEFE T 5 Z & T. focusDistance (HFEFERE) 23&%
#E (near/far) LEELTWE 0, OB Y ¥ — FITHER STV 2 52 % BIERIHIMTC
X¥7J, EHIT stageMask & blurSmall, blurMedium, blurLarge ZHa8 3 2 &. AL
H{RZ Db DDHHKEL TN DD, RECIGCBREGERVPEREES ozl g oh
ESE

20.4 FrostedGlassPass QX ¥ ;EH

FBEHORBFEZEZ 3 2 &, Hflic~T ) 71D alpha {2 RIFT7 L7 7 7L > K CHEHE
THUET DRI —RAbHETLE I, LIL. BYTIFIRADEIIC TEROY—VITTHR
25 RITIE. FFEH Shape BRO O ZH T2 TER I TS, BROY—V2—ET
JAF ¥ E LTWOHL, 20230 LR E, H 7 RAEDVER ZHBIZTICERT 508
DD ET,

FrostedGlassPass (&, ZOMEEZ R ot A LTEELRLY TR TY, EBEIT-
TVW2DIE,. TRBHY =Y NEL L7y =y THZRAHEBERT A7) O 3225 KT
LMETF, #7 A Shape (il HF ORETIZA { . GlassMaskShader Z W T~ RV X —
Fy bAEHINET, TOTAZD alpha fEHIZ NELLEZEE2HE] 2, RGB {HI3k
B RETmzs T74 > b ()] 2RLET,
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ZOMRDOMEIE. FHNCH 2 FERA 7Y =7 b OBfRZ BRI Z 5 /RT3, Frost
edGlassPass.beginMask() &, TBEHS — Y DIEE ANy 7 7 BRFF L/IRE T~ R 7 2 HiH
LS, 207D, HI7AREDFRNCA TS 27 bB3DH 255G, ZOEDE~ R T 5 HFRH
S, ELLEKRESNE T,

REDEZF70-

FrostedGlassPass ® 1 7L — A%, BEORA N ot X X ) EMELFIEZ A T,

1. beginScene(): # 7 X Shape ZFRH LT, NBEZRS — 2723 Z/HET 5,

2. beginMask(): # 7 A Shape 721J % GlassMaskShader TY A7 X —7 v bt AHiH
ERA

3. render): ¥—YZIEN L. DY —Y, BFky—V, AT ZEKT 5,

Ry —>2727 (Space) ZfHEWIRA 6, fliH§ % Shape Z XA Z & I2771F 578, Spa
ce.draw(eye, { filter }) ZFIH L T. # 7 X Shape OHiH LBRANZHIFIL %7,

=530
LUPIZ unittest/translucent DK %E R — R IZ L= FEFTT,

import WebgApp from "./webg/WebgApp.js";

import Shape from "./webg/Shape.js";

import Primitive from "./webg/Primitive.js";

import FrostedGlassPass from "./webg/FrostedGlassPass.js";

import GlassMaskShader from "./webg/GlassMaskShader.js";
const GLASS_MATERIAL_ID = "frosted-glass";

const app = new WebgApp({
document,
messageFontTexture: "./webg/font512.png",
autoDrawScene: false

3

await app.init();
const glassMaskShader = new GlassMaskShader (app.getGPU(Q), {
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targetFormat: app.getGPU() .format,
cullMode: "none"

s

await glassMaskShader.init();

glassMaskShader.setProjectionMatrix (app.projectionMatrix) ;

const frosted = new FrostedGlassPass(app.getGPU(), {
sceneFormat: app.getGPU() .format,
canvasFormat: app.getGPU().format,
blurRadius: 2.8,
blurScale: 0.5,
blurlterations: 2,
blurStrength: 0.9,
tintStrength: 0.28,
maskPower: 0.9
1);

await frosted.ready;

const isGlassShape = (shape) => {

return shape?.materialld === GLASS_MATERIAL_ID ||
shape?.shaderParam?.frosted_glass === true ||
shape?.shaderParam?.frosted_glass === 1;
s

const glassShape = new Shape(app.getGPU());
glassShape.applyPrimitiveAsset (Primitive.cuboid(60.0, 38.0, 0.8));
glassShape.endShape() ;
glassShape.setShader (glassMaskShader) ;
glassShape.setMaterial (GLASS_MATERIAL_ID, {

frosted_glass: true,

color: [0.78, 0.76, 0.68, 0.74]
s

const glassNode = app.space.addNode(null, "glass");
glassNode.setPosition(0.0, 2.0, -24.0);
glassNode.addShape (glassShape) ;

app.start ({
onUpdate: ({ screen }) => {
glassMaskShader.setProjectionMatrix (app.projectionMatrix) ;
frosted.resizeToScreen(screen) ;

X,
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onBeforeDraw: () => {
/7 1. FERS— > ofE (4522
frosted.beginScene (app.screen, app.clearColor);
app.space.draw(app.eye, {
filter: ({ shape }) => !isGlassShape (shape)
s

/] 2. AZAIRY OEE (15 20H%HH)
frosted.beginMask(app.screen) ;
app.space.draw(app.eye, {
filter: ({ shape }) => isGlassShape (shape)
1);
I
onAfterDraw3dd: () => {
// 3. BRCHT
frosted.render (app.screen, {
clearColor: app.clearColor
s
app.screen.clearDepthBuffer();

)

Z Z T glassShape.setShader (glassMaskShader) ZMATWARIZHFEH L TLEZE W,
A2 A Shape (3EH OBEKEZH K DTIFRL, YR X—=F v b T ZOWHEBUTH 7 ZAD3HE
E35] WO IEREEZIAAE T, setMaterial () TEE L7z color ® RGB &7 4 > b
e LT, alpha JEZH» L 2EE2BE L LTHHINE T,

l(fa"{"é?<Z)§n§E

blurRadius: LYY L OMREZHIEIL £9, HZ2KE T2 HROBRDS X

DIEERRICIE D £3,

o blurlterations: |¥2 LALHOEED K LEE TS, HPLTIZLEOHITR D 325,
HHEEREML X7,

o blurScale: I LHAX—7 v M DGEMRTT, 0.5 CEHEE) ITRET 2. L
HPBEREEIN 2723 TRL, KDEOLDPVWRBICRIGENDHD £73,

e blurStrength: YA ZHBIZBWVWT, TLOY =Y Ty —r 2 ENLEFEE 20

PREL X T,
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« tintStrength: ¥ X2 ® RGB %z AR HINT NI KX & 2 2 % fillfHll L
S
o maskPower: ¥ X7 M alpha ¥ Z 5 Za8INHHEEL £ 3

Tl\ "J 7 t /Il?\ll\\

BN N7 AOFETIE, BEHERZITTRAHFEEZ -7y b (scene, mask, blur) ZH]DH
= BT BZEDPAARTT, ZAUTED, 740 ED) Y ITHIELLSBEEEL TWBh,
E%%#ﬁhéh{m%#%@b NFBZeNTEET,

728, FrostedGlassPass & (2 TDF¥BEIARY o 2 EENEICHIE T 5 72 OPHZ
HAHATIER L, HLET TEHRZIEIDPLTRES ) DDA RATT, KM, #BEDSE
R ZERQTT V7 7 7L ¥ FLAEWEEE, HEMEIEOHIEIAHET R D 5,

20.5 VignettePass D& L&A
"E e tEH

VignettePass (. HH DA OME ZHEI ¥ 2. IFFICERELR L7 =27 FTT, Bloom
% DOF @ k5 REMRPHZ =7 V2B ¥, NMKROH T =77 XF ¥ ZiiAilA,
JEIEZERELS §5) LW Y IR EITVE T,

R

VignettePass HIKIZNETA 7 A7 V=V X =7y bERRELRWED, Y—Rbi5
Z—7y FEABHEL TEIHERD D $7,

import FullscreenPass from "./webg/FullscreenPass.js";

import VignettePass from "./webg/VignettePass.js";

const sceneTarget = app.screen.createRenderTarget ({
label: "my-scene",
format: app.getGPU().format,
hasDepth: true
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});

await sceneTarget.ready;

const rawScenePass = new FullscreenPass(app.getGPU());

await rawScenePass.init();

const vignettePass = new VignettePass(app.getGPU(), {
centerX: 0.5,
centerY: 0.5,
radius: 0.74,
softness: 0.42,
strength: 0.92,
tint: [0.0, 0.0, 0.0, 1.0]
3

await vignettePass.init();

app.start ({
onUpdate: ({ screen }) => {
sceneTarget.resizeToScreen(screen) ;
T,
onBeforeDraw: () => {
app.screen.clear(sceneTarget) ;
app.space.draw(app.eye) ;
T,
onAfterDraw3d: () => {
vignettePass.render(app.screen, {
source: sceneTarget,
clearColor: app.clearColor
3
app.screen.clearDepthBuffer () ;
}
s

20.6 AKX +TOEREFZZSHEIm
HL7 27 FOWNHTHHSA TV HEa Y R—H ¥ MIOWTHIHIL L3
o RenderTarget: 7 A7V —VHiHDLLRE2 X -7y FTT, KAttt

Bekzs sl L) Z2HIEL £9,
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o FullscreenPass: 1 DT 7 A F v ZHIED AN T 5720 DER/NRDANIL—
T3 TRV 2—DFRP, T7 7 MEHATOY - DHBICEHINE T,

 SeparableBlurPass: Bi/7[A] L ME/TAIDIXD LA Z L HIZHE D RS (¥R L)
Z Ty RANSH T RIED LR 2 EHT 2HHGA N1 %—TF, BloomPass, DofPa
ss. FrostedGlassPass ONHEICHIHEI ATV E T,

20.7 BANZ—> EVRIT

FIDTRR 7T atZA2EAT 25513, VignettePass £7:13 BloomPass 2B 5 Z
CERHRELET, B TAT7RT7 V=Y 5 VATV =Y = Fy U NR] L0 AR
7R—ZEB0PT <, RERROSRE WS EMRTEZEZRVEDH T,

DofPass & ATHID near / far W X FRE L B ITH I DV TWE D, =Y Dh

X FTEREDHETE LT-RFETEA L TL 72XV, FrostedGlassPass DIFHIE. £ D Shape %
AL LTS % material id ¥ = —X— %35 X — X THHIMEICHETZ % X 5 ITE!
LTBL I REEMORFELIZD 75,

208 +ITNa—-TFTa2Y

HHEICZENHE SN WiI5H: autoDrawScene: false WCREINTWADMER L TL 72
TV, RESNTOVWRWEES, = UDEEF v UNIAFE XN, KX b7t 2B R
Fv FEINFET,

VYA RRRITIRBED T 551G onUpdate () T resizeToScreen(screen) ZMECNH
LTWEDHERL TSIV, A T7RT7 Y=V R =7y M F¥ I NRDY A ALHEIZE
FTEYNZ Y A X T 20ENDHD %7,

WHFRRE (DOF) DIEL K #1270 E: IERKED near |/ far 237 X 7 DFRE & A
BRI LTVLAREELRDD £3, $3WE TNy ¥ 2—"T depth & focusMask % &R
L. BRILZEEONEEL TV I 2MR L T ZE W,

HUD DBRRENIR L R o 756 RIESADIKRIT app.screen.clearDepthBuffer () %M
CHL TV 2R LTSV, Zheishid . KRR a2 TEESAENRERR
DD B SHIET % HUD BEET A FTEMINFE T,

VignettePass 23EI{E L 72 W55 VignettePass XHNEFTY — A7 7 XA F v 2AEK L 8
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Ao =22 DO LBRID RenderTarget NiliEHi L. ZD7 27 A F ¥ % render ({ source
P WKELTOVEMHEEL T EE W,

FrostedGlassPass TH 7 AR Z W56 FEHS — VA< A7 RZAD 7 4 V& (fi
lter) DHICHR o TR WHOHEER L TL 72X W, F72. GlassMaskShader DFEATHIDEE
r—X—YrREUEICETIN TRV, SAZDMEBEN TN TR RINET,

20.9 BIEH>TILETRF

o Bloom DY > 7)1 (webg/samples/bloom): 2T X —XFHEE UL, 7N ' Ky 7
extractHeat DALY, THERRERZMRTEZ X7,

o DOF OfFE#EY > 7 )L (webg/samples/dof): 7 4 —H AT A R, RET Ny 7| 74—
AT RAY. stage mask, 3 BB blur DR LR TEET,

e DN I RADE/NT A+ (webg/unittest/translucent): NEHS —> L. <
AR EYID & Z7h35, FrostedGlassPass £ GlassMaskShader @Bﬁf—f‘%ﬁﬁmu
T % ‘3‘0

o B/PMEMDT AT (webg/unittest/vignette): RenderTarget., FullscreenPass, V
ignettePass OGN ZREL— FTES 2D TEET,
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N—=—T1 I EEEITTIVF

HE2AD B A Z2HIET 2R N 7at 202/ L, KIERED & 5 2EamsEiE, o —
YORANRIRNCEELT IS PMENTT, THLAERBEZ, RV a—aL XYy
(Volume Rendering) D X S BREWETARLEMR T =X =2 a VITEHL T IKERICERT 3
72®IZ, webg TlE ParticleEmitter ZHEMtL TV E 3, AFETIX, LA KR—-FHFHD -
TATNEEDLSITHEZE, Webghpp D70 —AED XS IMET 205 L £3,

Z ZTCHEERDIE, ParticleEmitter VH—D X v ¥ 2 ZH{lfHIT 2 7 7 ATIERVWEWVS
HMTT, TNEZHROENVR— REIR—F 4 ZVRENR L, Fa, #E, H, BEZE7
V— 2B LR OMET 2L —THH, EakEHZE o TEHT 2 Z e B%EIT
T, ZDD, KBETE 'CDEIRTIZ7AF ¥ Z2MHi50) WO RI-HOFE@R LD D, ¥
DEIBGFEHT, EDOXRAIVIT, EOREOHMZREZE 20 W Fl#EIERZ Y
T%9,

¥ 7z, preset 1J emit() OEMEETIIRVAICHERE L TLZE W, webg D emit () I,
position, positionSpread. velocity. velocitySpread. gravity. color. colorSpre
ad REDRT X — R ZHRINICZITELD £, preset 377 A F v D RI-H L HIHARIE D
Ly FEERTHDDTITN, PELLMEZELEGUPBEINCHET 2R TIEH D TH
Ao BTN PARMIE, RE[TII-Z Y LIFET S Z MR RoTWVWET, Zhi
0. AR EDTHAENRE, EORERHSIED, DX BRETERREIND 2 L5 HH
EXZ, a— FroEEGARS 2 E AR D £75,
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21,1 N—T1 2\ D;EASBE 1A

F—LRTETIE Y0HEDL Y b, 74 7T 2OHUS, B, BEE, M, 25HZ 0o
F R R O HEICR BT R D £, 2O OHEEEHEAEFID R v ¥ 297 =X - 3
VTR T 2, BRPEL RO BTT, ZZTEHMEBDN, BITHIXAZRZAEES Ten
R— R Z2Z2HEN, HOHFMHOHFTEPRKEIZZ(MIEE =T 1 7V TT, RNTHE
MRMRE, =V 2ROEITEH T TICELAD 2 DPRKDHATT,

webg @ ParticleEmitter (&, ZOHRICFHLL TR TV E T, WNEBRNIZ =T 4
INVHDZEER 2 —EBRFF L. emit() TZEXMMIHAEERLH Z1AA, update() THE
CHFMEEH L, draw() TEAR—FE L THBELE3, BDBERKISCTHEHOELR—F
[FERFICHEEC = 2 7, HIEICE T 2 KL S RICRIEAIRET T, HICTX T 74 F&iIiN
2D TIFRL, TEREZEZGFEEST 2R 7 =2 b ZRRMNGEAT 22003 2 R—*
YRFELTHEHLTLIZZ W,

21.2 ParticleEmitter OFHRECEARERTE

WE, S=7 4 7V RHT25E81%. £ WebgApp.createParticleEmitter () ZFELR
HLUET, TDOANLR=XY v NiE ParticleEmitter Z4K LT GPU Oo#HHLZ TV, W
ebghpp DFAEZRY XA PAFR L E T, REEIZ. =T 4 Z VKK OFEMBOIHIELED B,
TRt dr, POBREORET, YO preset ZHWVWTERT 20 2EKRT I ICHE
HTERT,

import WebgApp from "./webg/WebgApp.js";

const app = new WebgApp ({
document,
messageFontTexture: "./webg/font512.png",
clearColor: [0.08, 0.10, 0.15, 1.0]

s

await app.init();
const sparkEmitter = await app.createParticleEmitter ({

name: "sparkEmitter",

maxParticles: 320,
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useShadow: true,
groundY: -7.5,
preset: "spark",
seed: 31

s

LEEDFNZBWT, maxParticles WFFRIFHAERZIEDZ I N TE 58—7 4 7L DORKRE
TS, ZOMEENILLTEZ L, BEEMDRN—T 4 ZADPK->TOAEICHLVWZ 7 =27 b
ERAEZIEDLZIEDTET., HENPRETIHKEZRD £3, HHTRELLTEL EAERX
TV ZRHET 570D, HEEOFRKAELLEE RES o THYIZEZHREL TILEI W,

useShadow IFFHE LR = FEHT 20 502 RE L. groundY IXEZEET 2 & X
ZHELET, seed ZEET 5 Z T, BLEICE 260X 2 HERBEICTE XS, T sp
ark X° dust @ X 5 I1ZIR & OEMBHIEE LI TIE, MHEALR—FRH BT —rD
U7 NAEINRRELMELET,

WebghApp.start () ZfiH T 2 RENLERTHIUI, & T THRAERZIERL TBTIX, 7
L —2)L—7NT updateParticleEmitters() & drawParticleEmitters() »%HEIHIZIT
SHiEhEd, ZHuck b, ERUTE T0oREZEDZL) VI RY y ZJICHRTE, &
HRfEO XA IV 72l EHT 2 08I H D FE A

21.3 emit() IC&KBDREREFHFDRATR

emit() XYV v KX, BECHELZRY b ARG EIHRINCRZITED £3, midDO@ED. Pa
rticleEmitter I TR G LT 2IThR W=, HHEEKZEfIca— FIKMmXE 3
TR TEET,

const emitSparkBurst = (x, y, z) => {
sparkEmitter.emit (24, {

position: [x, y, z],
positionSpread: [0.3, 0.3, 0.3],
velocity: [0.0, 12.0, 0.0],
velocitySpread: [8.0, 4.0, 8.0],
gravity: [0.0, -18.0, 0.0],
drag: 0.06,
life: 0.9,
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BANEN-TAIIVCEETTIV 21.4 preset DIRENICIDEZ

lifeSpread: 0.2,
size: 1.6,
sizeSpread: 0.5,
color: [1.0, 0.85, 0.40, 1.0],
colorSpread: [0.0, 0.08, 0.10, 0.0],
shadowAlpha: 0.55,
shadowScale: 1.1,
shadowY: -7.5
D
I

BT R —=RDEENILL D@D T, - positionSpread: FEMBDIXSH D X- velocit
ySpread: MRUH LAMDIXS D X- gravity: KRFEREEIZ K 2 IHE- drag: EEOREHR- 1
ife: FHin (WED) - size: ELAAKR—FDORKEX

¥ 7-. shadowAlpha. shadowScale. shadowY T#®DR XA ZHIMH L £ 3, FFiZ shadowY
ZY =Y DROBE e B EL2REDLDHD LT, ZIHTRTVD L, =T 1 ZILARED
HATH o THELEIDFWTHZITL XS %8, samples/circular_breaker ® X 5 IZE
BCEBET 2 2 #RLZT,

ZDXSIZ, position, velocity. gravity. color BLUENZENDLA D BEZHRT
52T, MK EAGRSIRS ) EIZEEZMZ THFmMmzRS T 2] o LiioE W%
HIMEICRLIR T &, NTOFHRASLHBELEZITHD 7,

21.4 preset DIRFNCYIDEX

ParticleEmitter |& spark. smoke, debris., pickup &\ o7z preset ZfiiZ TWVWE T,
preset OHENI. =T 4 ZVHT 7 XF x O, HEOWUIHIEAIZERT 52 T,
AP I 2P D E A T2V E1E setPreset ) ZMUOHIL £7,

sparkEmitter.setPreset ("smoke", {
texture: {
width: 96,
height: 96,
style: "smoke",
noiseScale: 5.8,

noiseAmount: 0.68
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BARNEN-TAIIVCEETTII 21.5 {#EEIL— 7T DHE @ BUHIE

e

defaults: {
life: 1.4,
lifeSpread: 0.3,
size: 2.8,

sizeSpread: 1.0

)

setPreset () IMNEIWILE TFMEERDENLR—FHT 7 AF ¥y 2HAERLEST, 22
TO defaults IH L FT N ZOEMNATOFRELY by THD., FHED emit() HFXH LT
KR UTHHRINR AT X =R 2T 2 2 e B HERINE T, preset & [R-HDRK
ZREL. emit () & MAROFRESRM) ZRET 2 L VWO REDEICR>TVE T,

21.5 #wEIL—TOHRE BRI

FEUER) 72 5245 T3 WebgApp.start ) ZFIHT 2729, FAREIIRESRME 2R T 2725 T
T T3, WebgApp DSPNERTHEHT & fiiH 2 @YNC I § 5 720, —TF 4 7 VDK E <
MEIEE ERT 2 22, Y—VOlBE 7 —ICHAaSIhE T,

app.start ({
onUpdate: ({ deltaSec }) => {
actor.update(deltaSec);
if (actor.justHit) {
emitSparkBurst(actor.hitX, actor.hitY, actor.hitZ);
}
}
I

—75C. HENEZ B CHIE L 72 0WiGEaSe, B O — g2 RO a1, drav() XY v
R %2 BN CH S ERIH 25 HE T3, samples/circular_breaker/particleEffects.js
Tl ZOMBE/NI RN AS—BHICE L D TEELTVE T,

const alive = sparkEmitter.draw(app.eye, app.projectionMatrix);
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BARNEN-ToIEEITTVIF 216 BET 71V b LTOEVWSIT

ZDFEE, Webghpp.start() ZHOTICHBADL XV ¥ 7L — T2 R T 2551H
LTWEF, 7272 L. WebgApp.start() 2V SEBNIC emitter.draw() ZFEHT
. ZHIZHBEINATULE S DERE LTIV, FERNLR 7 0 —I28E 220, [f@hlfH#Ez
T2, EBor—HITM—LTEEL TV,

21.6 BEEIT7x Y e LTOEWVWSIT

R=T 4 JAD RSB 2 FHHET 2 DI1F, HKHETHET IHEMNRTT, BRI,
t v MNED spark, AHIFFD dust. BHERFD debris. 74 7 LHUSKED pickup glow 72 ¥
DEITONE T, TOFBIRED SIRMNRZED FER LR D70, B R— FITKk 35
DEREDP DML TR ET,

W, LURD LS %7 — A2 —T 4 ZVEARAE T, - BEES — O34
TVl - BELRYEDHERROA 7Y 2 7 b HAERENCEV. AR REIRE BB
WA I b

INHDEEE, Shape RET ATy FERMHL, BEZIGL T =X = arye~v7V
TILTHEEITO ONBERTT, /AT THEMZRE] 1213 ParticleEmitter %, {FEK
DHAEATIT M IKEETATEY b, EVWSHEWFIFEEHRLTLZX W,

21.7 FEOEHOHTTFILI—F

AKREDHEZ KD 5121, £3 unittest/particle emitter T2 Z 2 B#D
LEJ, ZITREML XTI —ICX2 HEIMGEE e . FEE T OREMER Y > 7L piFE—
T77ANMCEEEDLNTED, preset — emit — update — draw — clear £\ 5 T A 7
A 7N ZBNRTRoTVET,

iz, EBEDT — LANDIAAAF LT samples/circular_breaker ZffEa L T 72X
W, TIZTWE, by MED spark ERY vy 72 —a LA lloa—- o hEEL TE
B 2HEPBRHASINTED, 57—y v 708D RA IV ITTR=T 4 INVERESE
20 LW ERNREREAR -V RERI LB TEET,

ZDEHIZ, £91X unittest/particle_emitter THEAMERZHME L., ZDRIZ sampl
es/circular_breaker TIOHPIZHERE T 2 &\ 5 RS L FEE HNHRAT T,

KRETHIHR L7 8—T 4 7OV X B JRFriEH 2. 85 20 T TR L 7zl 2K 2 il 3 2 R
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BARNEN-T1IICEEITIH 21.7 FHO-H0H 7 I—F

2 b Tat R HAEDESZZ LT, IDEENEL. HENICEN R — U RERT L
MAJREIC 72 D £3,

291



B2EF

A—LAJL APl DERE

Z ZETDETIX, WebgApp. Scene JSON, ModelAsset 72 &', HLEIANA LIV (HLA
Y—) OMEZH IR TEE L, 822 BLETIZ, 2O NTHEBICHE - 24 - X v
VatREXZATVARRLA Y — APl 2O TEML 3, N1 L)L Webghpp % FIH
T3, MESEOPIHER S — 2 DAL TRIFFICHRICEATE LT, LirL. ZOHERE
TlX Screen, Shader, CoordinateSystem. Node, Matrix, Quat &\Wo7zr—1L~UL (K
LAY —) API 25, ZN 2L L7 &E 2 H-oT0WE T, KETIX, webg DEHERH-T
W3 ZoHfEzZ, TGPU MO AN T — 2ol o +5) w5 3 208IH
LR TR L %3

CZTHEERDIX, wvebg DR —L L APLIZAED WebGPU 22D F FHZHXH 2 DT
2, BD 77V —a v EHERT 27200 ] ANeHRLLIFEBETHZ WS ET
T, 77U TIDHHEEITIHE., AREF v U NAL GPUTANAL R, LY R—=NRALTF
AV, =T A—=LN\w 77, HR - AT YT AN 77, BRXITH, ETNEHRRE %
RN EE XS 20 E DD 3, webg TlE, TNHZ—DDERR APIIZE L HEDTIE
2l BB I 92T BRI TEHLLI LTVWET,

BARENZIX, Screen & Shader 23 GPUIZEW TAH] 72D, F ¥ U NZRRTNA A, %
A 774y, 2=7 =08t HNE T, —J7T CoordinateSystem & Node (&> —
Y Eo TEBCEE) 2B L, (&, [is, BTk, 2 L T Shape ZELE T 2 Hifiie LT
OFEZHLE T, EHIT Matrix & Quat & TO5D EAiL A ¥ —2FHT 2 HEHO

Bl & LT, HETYDEHESLITYIE,. 74— 2 =F Vil & OEHEI R 2 BB H» 5K 2
TWVWET,
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F250O0—LAJ APIOER 22.1 GPU @l A0 : Screen & Shader

O—L~JL API @ 3 [BigE

(/

Screen Matrix Quat
canvas / device / context projection / view / transform ElEsREF / 8
) Y y —r
Shader (CoordinateSystem eye
\pipeline / uniform / bind group position / attitude R4 node

Y P— i
Shape Node Space
mesh / material shape Z# &< E{&  scene 2{K% draw

22.1: B—L L API @ 3 JgHiE

AREFETIE, Screen / Shader & ' GPURD AM . CoordinateSystem / Node / Shape / Space
Z T —=VEWEEE]. Matriz / Quat % TBHOTH] L LTHAS Z 2T, & API D%
2 RRINCHEST 2 Z N TEX T,

22.1 GPU @l AO : Screen ¥ Shader
Screen

Screen &, HTML @ % v > NZ (canvas) & WebGPU D& L 217527 7 XT3, W
Tl navigator.gpu 226 7 X 7% — (adapter) &7 34 & (device) ZEHfEL. F ¥ X
D webgpu 27 ¥R b % configure L, 7 7R (depth) 77 XF x Z2EML £3, 2% D
Screen (&, MHEDE) & [ZOBAMET 270D WebGPU 2> 77X X by AL T
BHT 5., GPUMALORIVRICHNES 227 7 A TT,

Screen D FREENL, ¥ ¥ Y NZADFEE, WebGPU 784 ZDHELR, 2 ¥ 7 F R+ DAL,
VYA XGDT FRT 7 XF v+ DFEMERE, BLU clear() & present() DA Y X —T7 x—X
BT Yd, ZZTHHIARZIL, Screen HIKIZY 2 —X = F X MY (geometry) DIHH
PHRFLEZVWETTY, HENEHL FT NI 220 LW MEEOREmMFHELTE D,
TSI Ay VS HEINADOHIENIE Shader filICERONTVET,

B a— FRIZTRL 9,
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F250O0—LAJ APIOER 22.1 GPU @l A0 : Screen & Shader

import Screen from "./webg/Screen.js";

// Screen 1 canvas ¥ WebGPU D#JHA{t =BT 3

const screen = new Screen(document) ;

// device ¥ context DE[EHIRDOB X THED

await screen.ready;

/ BRBZRDZ
screen.setClearColor([O.1, 0.15, 0.1, 1.0]);

// Screen Hh'5 GPU Ty /N—ZEIDEHT
const gpu = screen.getGPUQ);

console.log(gpu.device, gpu.context);

Z DB TEERDIZ, await screen.ready Z %3 % £ T, WebGPU 7 N4 XY 7
¥ 2 PHFHARERIREETIERVWE WS 22 TT, B—L L APL 2FIH T 2B 734 R
DUEMDTE T T BN ==K =Ny 7 7 BERLEL S LTZ T — IR 2 7 —ANEK R
HNF T, Screen FIEFIIWILZHFD7 I X TH 2 LBk L THL LEDLRDH D £9,

F 72, resize() XV v FIFHIZF ¥ U NADYH A X 2EEHIT L FTEEYEFEA. N
HCT AT 7 AF ¥ OFMEZITO 720, BHEHY A XE2EHE L RIIEFEITY] (projection
matrix) bEOLETCEHRITLI2 20— O){thhfmﬂ%/? S DB TS,

screen.resize(
Math.max(1, Math.floor(window.innerWidth)),
Math.max(1, Math.floor(window.innerHeight))
) g

Shader

WebGPU Tld, #iliD7zRICL =R T34 Y2 —K—FETa2—)b, 2=2T % —
LNy 77 N4 Y RZL—7 (bind group) DRNEIZ/ZD ¥£F, Shader 3N HZ2T7 TR
ELTEeDLEEETY, Screen 2% MHHEORE] 2125 DTN L, Shader (& [HiHF
* BELRLET,
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F250O0—LAJ APIOER 22.1 GPU @l A0 : Screen & Shader

webg Tl Shader K7 7 A ZEHEM S L D . @H X SmoothShader d X 5 LiR4E S
FRARHT 22 e —BITT, ZLLLEH D book/examples/Phong. js D K 5 2Bl
FIEZZT25HIED D £32. BUTO a 7 THERE A LIZZR - TW A DIE SmoothShade
r T3, Shader 2305 BRNZUIIE, =7 5 -2y 7 7 DIER. WGSL 5D = —
H—ETa—NVER N Y FITA—=TVLATIIOEE TI7AF eV T 7 —DNL
RIZN—TEH, BEURRZYa—K =D TF74 VEETT,

Shader (X, CPU flO#HE ST X — R Z{TH|R N ER D TGPU 23R Al aERE 12
BZTEITHHREE LTOREZRZLEST, U, IREZ 2 A TH 5 SmoothShader %
Hurs/hoa— Rz RLET,

import Screen from "./webg/Screen.js";
import SmoothShader from "./webg/SmoothShader.js";

import Matrix from "./webg/Matrix.js";

const screen = new Screen(document) ;

await screen.ready;

// SmoothShader |& Shader DREY F R
const shader = new SmoothShader (screen.getGPU());

await shader.init();

// projection {T%7% shader NET
const projection = new Matrix();
projection.makeProjectionMatrix(
0.1,
1000.0,
screen.getRecommendedFov(55.0),
screen.getAspect ()
)3

shader.setProjectionMatrix(projection) ;

// JBRAIED shader BINET
shader.setLightPosition([120.0, 180.0, 140.0, 1.0]);

ZOFID & 5z, BEATHIRNIEAM EIX Matrix L% & LT CPUICEIAE L., Zh % S
hader %% GPU NHRA L £9, Shader HUADBARILEIR 21T 5 O TIRAL, FREADR
REFEEREIC KM 5 %E | 2H> TWE T,
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$%22% O0—LARJL APl DERE 22.2 =Y E# L& : CoordinateSystem ¥ Node

22.2 =& : CoordinateSystem & Node

CoordinateSystem

CoordinateSystem (. ¥ — Y7 7 7ICBIHEMODEIRL %57 7 AT, (&, [BIHE,
A=, BIOBTFEARZREL. BB C TR =AM THE 7 —)L FITHIZ L £
3, T I THERDIZ, CoordinateSystem ERIRBRE LW WS 28 TY, K
ABATY 2l FTIRLL, B ED 158 ZERT2-DDHEKE UTHKAEL £7,

CoordinateSystem DMEfE S 2 HEREIX. FEAR (position) DRFF. 7+ —&=F 2K 5[
HROBEH, —kRR 7 — L ORE. BTEROEE, BLEe - /v - FITHIOETT,
ZDT T RAZ, ¥x—R—IK (shape). GPU OfF#l%E —YlHz 3, Mikuc 13D 2/ Lo
T, EHEHEAVT, YOBDOTREEZNS ) LW EEFROAZEHL LT,

RNDa— FRNIRD EBHTT,

import CoordinateSystem from "./webg/CoordinateSystem.js";

const cs = new CoordinateSystem(null, "marker");

// NNEBEZRDB
cs.setPosition(2.0, 1.0, 0.0);

// yaw(Y), pitch(X), roll(z) ODIETEERZRDD
cs.setAttitude(45.0, 15.0, 0.0);

// uniform scale Z#HET D
cs.setScale(1.5);

// T8 EFH T3
cs.setWorldMatrix () ;

console.log(cs.getWorldPosition());
console.log(cs.getWorldAttitude()) ;

FHCHER TR E AU, FEROEHNED yaw (YE) — pitch (X#) — roll (Z#Eh) TH 5
T TY, ZHUT webg BIMICHBIT 2 HEHKIE Lo TEHED, D Matrix % Quat DM
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$%22% O0—LARJL APl DERE 22.2 =Y E# L& : CoordinateSystem ¥ Node

BOWTH—HLTGHEHZINE T,

Node

Node . CoordinateSystem Zfk#K L. Z ZIZ Shape DfRTF & fiHEItRAEZ BN L 722 5 X
TY, =Y AT7IV =27 b 2liE T 2E KL F A X7, CoordinateSystem 2% [ A
DILJE] TH2ZDITH L., Node (32 DEHD LI HAZHE S 2000 W5 EEZEED
DTT,

0 — L LR 53T, Space.addNode() Zi# U T Node ZAK L. £ Z1IZ Shape ZHl
DYTET, il (B AF) HEHIX Node & LTHEEINE T, DFD Node IF. AL T
Pz MIRLT. ARXFZVIIRERy b, A7y NHOB — FNRY, T —=IFET
2H605EFE) RINHNKR S 7 XTI,

Node 23#2fit3 2 £ 72H%AEIZX. Shape DfR#F. CoordinateSystem & [FFRDZHE APT OF|
M. BlFEEORME, BIUBEE TR/ — FOHEIFENZMHMELIETT,

wPDa—FHZRDE BH T,

import Space from "./webg/Space.js";
const space = new Space();

// $8B=H Node & LTEL

const eye = space.addNode(null, "eye");
eye.setPosition(0.0, 0.0, 10.0);
space.setEye(eye);

// ¥EEIA T2 U A Node

const box = space.addNode(null, "box");
box.setPosition(0.0, 0.0, 0.0);
box.setAttitude(0.0, 20.0, 0.0);
box.addShape (shape) ;

Z ZT. Shape BT A X MY =7V 7 V%HD THfh THH, 2hzes— Y EELT
MESPHTE%RE 5 2 2 ZKH Node TH S &\ BEFRMEEZEHML TL 72XV, Shape HIKT
13— VITB X T, Node 1K\ THID T2ER FofiE2#H F5,
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F250O0—LAJ APIOER 22.3 HIBD1 A : Matrix £ Quat

22.3 #HEBDLE : Matrix £ Quat

Matrix

3D 777 4 v 27 ATIE, [HiR, BE) %K. €2 —ZROITXTEITHITUHEL 5, web
g D Matrix (&, FIES (column-major) ® 4 X 4175ITF, CoordinateSystem, Node. S
hader. Space ODWETIZTRTI D Matrix ZHMHEINTE D, D5 W 2 LN O HmALH
BRENREZR>TVE T,

Matrix 2MH S HEEIZ. 4 X 4 THIDORFE. A4 7 —AR T + — X =F 2 H 5 OEEATHIA
B HATREIOEH. ETHIE KUY 2 —1THD/ERR. X2 PANDITHER L ETY, K
FEIREE, [[—D Matrix 7 7 A0 [AXSHDOEEATI L LT 7V =27 FHOE
PATH E LTHDRHIN S HTT, FARIZIEC THEWITT % 7%, Shader X° CoordinateS
ystem DML & BHHITHBEL £,

A7 27 WEBRORNMIZLNMIR LT,

import Matrix from "./webg/Matrix.js";
const m = new Matrix();

// yaw, pitch, roll H'S5[EIE%ES
m.setByEuler(30.0, 10.0, 0.0);

/! REDIINFTEREZ AND
m.position([2.0, 1.0, 0.0]);

// = [0, 0, 1] ZZDITHITEH L THD

const moved = m.mulVector([0.0, 0.0, 1.0]);

console.log(moved) ;

BEATHN AT 2 BIERDEBD T,

const projection = new Matrix();
projection.makeProjectionMatrix(
0o,
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F250O0—LAJ APIOER 22.3 HIBD1 A : Matrix £ Quat

1000.0,
screen.getRecommendedFov(55.0),

screen.getAspect ()

)

ZD XD, T RERT 2EEERIEHEETT D, 2z ¥ D API (Shader % Space 7%
E) WHETPICEo T, ZOEK (BERDOPETNVERILON) HIRED 75,

Quat

Quat (&, [AEZZRTT 570D 7 + —X=F > (PUITH) T, webg T [w, x, y, z]
DIETHEZIREEL £ 3, CoordinateSystem IZHNERHIICZ + — & =F ¥ Z HWTER Z R
L. fEFICZNE Matrix N2 L E T, 2% D Quat X, ZBOHERHPL T =X —2a>D
I 2 SRANCAT 5 72D ONERI 2 ER i & L TOEEIZH > TWE T,

Quat 23RS 2 F KRR, BEHOMEER Y + — X =F VM, F 4 7 — Mo DA,
74 —X=F VFALOM, slerp IZ X 2 EKMEMFEMME, I XTS5 & DHAERTT,

CZTCHEELZDIX, Quat I TME2HFET2-00ER] THDH. HEILHEEIZIE Matr
ix NOEBBPPRETH 2 20D FHTT, FfFE BN Quat 23HV, B 281X Ma
trix D3EHS L WO RE|HIZ > TWE T,

RphDa— PRz TRITRL 9,

import Quat from "./webg/Quat.js";

import Matrix from "./webg/Matrix.js";
const q = new Quat();

// yaw(Y), pitch(X), roll(Zz) »'5 quaternion Zf{E%
q.eulerToQuat(45.0, 10.0, 0.0);

/] (THRINEH L THERRT %
const m = new Matrix();

m.setByQuat(q);

console.log(q.q); // Lw, x, y, z]
console.log(m.mat.slice(0)); // 4x4 matrix
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F 225 O—LAJLAPI OER 22.4 2&E 2B WIER/G)

OIS0 XD, 74 —R=F AR LT TIEIREEICHATE S, &~ENIC
THINEBEE LIADREDR DD FT, TOADBT =X = a YRLEBMH 2 HE T 2ROERER
A PERDET,

22.4 2FZ02LVIER/IMF

Z 2T, ZHE T L7z Screen, Shader. Shape. CoordinateSystem. Node. Matr
ix, Quat DI N TOREHBED XS5 WHIET 50%, —D2DI— FITRLET,

import Screen from "./webg/Screen.js";

import Space from "./webg/Space.js";

import Shape from "./webg/Shape.js";

import Primitive from "./webg/Primitive.js";

import Matrix from "./webg/Matrix.js";

import Quat from "./webg/Quat.js";

import CoordinateSystem from "./webg/CoordinateSystem.js";

import SmoothShader from "./webg/SmoothShader.js";

const screen = new Screen(document) ;
await screen.ready;
screen.setClearColor([0.1, 0.15, 0.1, 1.0]);

// Shader |& WebGPU (D pipeline ¥ uniform Z XL &3
const shader = new SmoothShader(screen.getGPUQ));

await shader.init();

// projection (& Matrix T{E3
const projection = new Matrix();
const updateProjection = () => {
screen.resize(
Math.max(1, Math.floor(window.innerWidth)),
Math.max(1, Math.floor(window.innerHeight))
)3
projection.makeProjectionMatrix(
0.1,
1000.0,
screen.getRecommendedFov(55.0),
screen.getAspect ()
)3

shader.setProjectionMatrix(projection) ;
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F 225 O—LAJLAPI OER 22.4 2&E 2B WIER/G)

};

updateProjection();

/] =2 ZERY B

const space = new Space();

// = Node ZiE&E<

const eye = space.addNode(null, "eye");
eye.setPosition(0.0, 0.0, 12.0);
space.setEye(eye) ;

// CoordinateSystem |FEHDTEZICHERS

const pose = new CoordinateSystem(null, "cubePose");
pose.setPosition(0.0, 0.0, 0.0);
pose.setAttitude(20.0, 10.0, 0.0);

// Quat ZBE#{F> CElEzHERY 306
const spin = new Quat();
spin.setRotateY(1.0);

// Shape & geometry ¥ material %Z#FD
const shape = new Shape(screen.getGPU(Q));
shape.setShader (shader) ;
shape.applyPrimitiveAsset (Primitive.cube(3.0, shape.getPrimitiveOptions()));
shape.endShape () ;
shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]
3

// Node |& Shape &> —VIZiEL

const cube = space.addNode(null, "cube");
cube.setPosition(...pose.getPosition());
cube.setAttitude(...pose.getLocalAttitude());
cube . addShape (shape) ;

const loop = () => {
// Node Al API TEIEZEL TWLL
cube.rotateY(0.8);
cube.rotateX(0.3);
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F 225 O—LAJLAPI OER 22,5 O—LARJL APl ZFIB 7 2 HIBrE 3

screen.clear();
space.draw(eye) ;
screen.present () ;
requestAnimationFrame (loop) ;
+;
loopQ);

ZDa— ROz T 25 L, Screen 28 WebGPU O&E%ZHE L. Shader 2fiEFiE%
FEF L. Matrix DEEATH A L. Quat EELD T H 7% D, CoordinateSystem 23
B XZEFK L. Shape DIPIRZERK L. KEIZ Node D25 % > — VITHIE L TERK(L
SETVET, ZOX5IZ, B—=L~L AP TGPU IO AL 250hE D, EHD &)
ZRETC, [ —VICALE T 2K N B MEICR > TWE T,

22.5 O—LAJL APl ZFIBI 5 HImE%E

O— L~ AP ZEHAHAT 20088 L TW2D1X,. UFD XS5 —2T3, - MiEOR
MR HMHAZRSCEBLIZVE Z-HEDL VXY VI RARH AR LY 2 — R — TR
T AR TH % & Z- Webghpp DA TE D X S HHEMMLEITo TV A0 EMERLZVE =

SFh, EBELIMLEHEETZIZL] XD, TEDLA Y —TMBEE TV 0% IEHIC
TRET 22 ] 2ERTIZHEECENTT, a—L )L APl ZERM0EIX,. I RXTE2TFEX
T2 TIERL, N LUV AP ONEZEF 2 RiEE 2 X513 Z22i2Hh T3,

—HT, Y I T7 TV r—a v EARIER L Z0WEEe. HUD, 2—%— A,
Ny JEERE. WXV TR OB A L THIH L2 WiEE . M%Mm%ﬂﬁTé
DOHREARTT, B—L L APLIZFE LILED 2D B THY, HENRZ SV r— 3
VHARIZBWTIEINT LS RERETIEHD 8 A, Webghpp 12X 5 HELOBREZZITD

D, BER L EFTE—LAOLRHIENCED 2 205 VRO RA T,

226 HFISEFEITARIBFELRERIVF
0 — L~V APT 25 BUC, FRCRF LRI K EEBDEL RS VP2 MR DT,
1. JEEIEARIHAL D5H%: await screen.ready 3B XU} await shader.init() ZEN7R

WwZe,
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F250O0—LAJ APIOER 226 BFICEBIANZIEELRRIVF

2. Shape OHE: shape.endShape() ZFFUH L THRZHWEZE S Z &,

3. Node 12 & 5 5Z{&1t: Shape HIATIIR/REIN T, &3 Node ITEML TP — Y ITHE
ERReR

4. HEDFEST: Node Z1E L TH. Space.draw(eye) ZMEUH X 72 1 AUEHHHEH X iz
&,

5. fTAIDER: Matrix 13FESE (column-major) TH5 Z &,

6. 7 —R=ADIEF: Quat X [w, x, vy, z] DIHTHRFTEZ &,

7. [EHROEANE: FIHREIE yaw (Y) — pitch (X) — roll (Z) THB Ik,

INHDRAMEME DS UDEE L THMEL T 28T, KERORILZEIT S Z b
TEET,

ARE T Screen. Shader. CoordinateSystem, Node, Matrix., Quat OB ZHEL =
T, XED Shape (A X bV e~=7VU 7)) OFFMLFEITIEDERIENE Lz, RE
Za—L UL APl 2RIy UL TIEH L., SEED OB 2B L 2B 6B 2D T
FZEWN,
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Shape [C& B Xy 2185

Shape 1%, HiZ 3D OFREENT 23> 7FTEHH A, CPU fITIHSSRH % L
T% TREERERS) . GPU fICHERER X v > 2 2 U CHEE X85 THEEERS ) oA %
A7 7 ATT, RETIE. @KERTY I 74 7O S, BKERTERERETEEL
C. Shape DD LR v ¥ aEZOFULE LTHRAEEL TWVWE 02 RTVWEE T,

FIHXZTBEZVDIE, webg IZBWT Shape ZHAIH T 24EKICE 2 27 Fu—F03
HBHZETT, 1 2lF Primitive.cube() DL HIZ, HODPUDERINLIBIREZTRLIAA
TERREIMET 2 TEKE (LAY —)) O, 5 12, HEHZ D23 OERL
THAILTS MEKHE BV 4 v —)) DT,

EH OO EENLZE LT, BREMIC endShape () ZFFUH 3 Z T, CPU iRl
Fle LTRFELTWR XAy > a7 =20 GPU HlOfHEATRER X v & ane D EDbD £3,
DF D, KEDIIMNE Shape L WS 77X ZDHDDEREID b, TEDXHITX v 2%
BT, EDRA IV THET 2 —ANEBITSE L) WO 7u—2METLILIldH
DET,

T/ Xy Y alRICBOW T CTEELROD MTHAHE ) OREITT, EohiihmeE
BHUWEERESEZREL, Ty YDV o RHWERERE L -WEEIE. ATHSZER
LCHSEE 3, IERIEBIICHZ L ICEEINS DTIER L, HAIKEE 2 SHOERTF S
ZME L. WA endShape () TIEF LI 2720, HEEZHET 20500820 F 22
WORZBIREMLES, DED. X v afle i3 TEZMES) (EETIERL, T
IR TR LIZWD) LV HENRRE 2T TETHHL2DTT,
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55 23 & Shape IC& B Xy 2185 23.1 Shape DIREI L BAXIBE

23.1 Shape DIREI L EXIFE

Shape X, JHR. A YT v 7 X, k. UV, =7V 70, BEXUY 2 —X—-ZHAENICE
H¥22772TT, WebGPU DR TRAUI, THEANY 774 YTy 7 ANy 7 7 24K
TAHEADT—XEERE VW ET, Wz 22, MI2HEHT 20%2EHET 5 3D ¥
REDH D] ¥EZB73DPHDRLTWVWTL & D,

ZZTHEHTANEIE, Shape BV A X MY (BIK) TR, 7V 7Py —K—t
DR B> TWVABETT, L. AETIEX v Y alEUICESEPYTED, TV T7IL
SROAHE D FEHNC D W TR EHR/NE DRI D £ 5,

PR, @kEEZR s 2 W RN O FEERZRL £5,

import Shape from "./webg/Shape.js";

import Primitive from "./webg/Primitive.js";

// Shape |¥ GPU BRZZITTEKT S
const shape = new Shape(screen.getGPU());

// Primitive M5 cube DT—RZHRLAD
shape.applyPrimitiveAsset (
Primitive.cube(2.0, shape.getPrimitiveOptions())

)

// ST GPU Ny T 7ZHETES
shape.endShape() ;

/] ITVTINZIEET S
shape.setMaterial ("smooth-shader", {
use_texture: O,
color: [1.0, 0.5, 0.3, 1.0]
1);

ZOFITIE. FMABEDPTHASLHOMK ZFAR T 2 Z 72 <, Primitive DR L7z T — &
% Shape \JiLIAATWVWE T, ZNTHHmHKEIZ endShape () DIEH LK ER DI, FEK
- UKMEE S SO TH-oTH, GPU Ny 7 7 ZHEE S H 2 70 i o B 2 8@ 2 &6
B B7-DTT,
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%23 E Shape IC& B Xy 2185 232 Xy alBED 2 07 FO—-F

232 XyPalEgED2O50770—F
mkE (BLT1V-) BIERFE

EKEEILAERTFEZ, T CIREBIRT —ZDBFE L EoTWVWAGEEELTVWET, Bl 7Y
T4 TIRETAT Yy bEFHTIGE. ZORKIRDHEHARTT,

const shape = new Shape(screen.getGPUQ)) ;
shape.applyPrimitiveAsset (

Primitive.cube(2.0, shape.getPrimitiveOptions())
)3
shape.endShape () ;

COFFETIE, HARHOMENIX Primitive I TEGE L TVWE T, FIHEEX T 7V 3
T4 7RMEHT A0 BFERTZZFTHD, WIKOBRE LD & NELIZREERE X v > 2 DFR
DHLE D FT,

Bk#E (BEL1V—) BIERFE

—H T, TRI—=I %I XY DAERS., FRBIEIRERE T 2580, EKHERER
FEEHVES, ZCTRAEENIESOX vy P a A TSIk ET,

const shape = new Shape(screen.getGPU());

const pO = shape.addVertexUV(-1.0, -1.0, 0.0, 0.0, 0.0)
const pl = shape.addVertexUV( 1.0, -1.0, 0.0, 1.0, 0.0)
const p2 = shape.addVertexUV( 1.0, 1.0, 0.0, 1.0, 1.0)
const p3 = shape.addVertexUV(-1.0, 1.0, 0.0, 0.0, 1.0)

| | |
T
S0 oo

shape.addTriangle(p0O, pl, p2);
shape.addTriangle(pO, p2, p3);

shape . endShape () ;
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F 23 E Shape IC& B Ay atEE 23.3 (k¥ APl ICE B Xy S 2188

COFETIE, HELHOERICHE T2 IRTOEMEZAHEIH VLT, vebg 13F X
N7 — R E2RFEL, BETHES GPU NOIREUHEAZHEY L kT, 2F b, KELRFEE
W25 E. Shape I3V FX MY ZERT LGN ZO D U THAEL 5

23.3 {EK# APl IC&BEFHB Xy 2185

UKL TR, FTHAZERL, RICZNLZRATHZENT 2 &5 FIEZ A
SIS

[ERDER

Shape IZTHR Z LRI ¥ a v (BB, #ER. UV 28K L £3, WHETIX positionAr
ray. normalArray. texCoordsArray ¥ W o zHANI T —XBREFINTVWEET, 22T
HERDZ, THROBER & NEROME) 13HRETH 2 205 2T, EHRIIHEZ G-
TRICEHE I N, &AEAIC endShape ) TIEHMLZ AL THID TIE L WHEE/TAI & L THEE L
S

HRZERT 270D XY v FiZid, HRIZIGCTWL 20 0B R H D £7,

setVertex(x, y, z): "I ¥ a yZ2HEL. FRIICERHOWINAME [0, 0, 0] %28
MUET, RDEEZ NENMZROTESEY THE570, 0BFEHDA VT v 7R LTH
H3 25813 - 1 $20EDPHH ET,

o addVertex(x, y, z): setVertex() IXMZX., HMEDT 7 AF ¥y ¥V ITHREDI D
UV ZHEERE L TEML $3,

o addVertexUV(x, y, z, u, v): "¥¥a>y ¥k UV ZIRIMICIEEL TERL T,
B UATESRCBEMAD X v ¥ a 2T 2BICROLE2THAPDIRTVAY v K
T,

o addVertexPosUV([x, y, z], [u, vl): BB TCT—& 2 E L 3, L — 7B

EHOCTRKEDEAZERT 2R —I v LI F X MY OBFITBWT, 2 — FDA]

T EDL N TEET,
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HDE R

HRZITRELZ S THOES) WBETEEA. Thoz=MEL L THRET 2I121E. O
JHM 30T 1 MOMHZIEL D ZERT 2RLEND D 7,

o addTriangle(pO, pl, p2): WHRD indicesArray 24 YT v 7 A ZBMLET, H
7% 58I E 53, autoCalcNormals DAL EIE. IMEZ W THERZ BEH
L. 20%HF550% 3 DOTHREZNZENDERAMAL 9. ZORETIZ I ERLIX
fTh3, BROHE»SDOHFEL2ERMSEET, TP RL—X 2 —T 4 ¥ 7 2RET
2 HAHADARE T,

o addPlane(indices): D THM ZHBEICHIRIC=ATESH 21T MBIX Y v R T,
AT TR, MEAEZEZNC AL L 2 0WEEIFHTE %9,

REH : HATRZEET S

PIMiE, 7V 374 72EHET, 4 DOTHR L 2 DO=AB T FHZMET 25/ ZR
L&,

const shape = new Shape(screen.getGPU());
shape.setShader (shader) ;

const pO0 = shape.addVertexUV(-1.0, -1.0, 0.0, 0.0, 0.0)
const pl = shape.addVertexUV( 1.0, -1.0, 0.0, 1.0, 0.0)
const p2 = shape.addVertexUV( 1.0, 1.0, 0.0, 1.0, 1.0)
const p3 = shape.addVertexUV(-1.0, 1.0, 0.0, 0.0, 1.0)

| |
T
S0 ©o

// BZ 2 RO=AFr L TEF
shape.addTriangle(p0O, pl, p2);
shape.addTriangle(p0, p2, p3);

shape.endShape () ;

shape.setMaterial ("smooth-shader", {
use_texture: O,
color: [0.90, 0.72, 0.32, 1.0]

s
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% 23 E Shape IC& B Xy 2@ 23.4 endShape () IC& % GPU A DImxLIE

ZDa— RTiEk FEE, UV, HDIKRD . ZL T endShape() ZMERX A IV 7 ET, §
NTEHELTNET,

MUFEADIGA LR

SR ENE T 258, —EIRETEFESOTIERL. T HT2EMT 2, 7a—F0
Bg2NT %9, BiE,. B, A, ENHOMEICHEEL TW R TT,

C ZCikat LM ZIC 2D £, FHOERZHEIC )T T TAZLEw) 5
Al HILRERZEEL THEFIERVKEHILE T, #iZ, RERF2—-TD L5112
MESPICHERV) BER, HRLETHREZEASE, FRFSGEEEELEET, 2% D,
Ay ¥ a ey TPROER) R MTERHAI X 2BRORGH 217 51E€%2DTY,

23.4 endShape() IC& D GPU ADEExLIE

endShape() &, CPU ETHREL TW/AI A X MU % GPU NE L, #HERRERERICE
T 2R HEERT Y 7 TT, ZDXY v RPMEN S Z & T, Shape (& TRENS 205
MHENSR ) AN ZORENEZEZET, N TELUTDO LS BEERIENETIATHE T,

ERRDIERbLE o — LAE

addTriangle () THIE INERIE. HBICC TRIVPERD 3, ZD7/z®, endSha
pe() DEFETETOHAFEMRZERL, BRI PAANEHIZ X T,

%7z, Shape (& altVertices WO T —X 2R LTWVWE T, ZAUT UV >—4 (7
JRAF X OMEH) IR T BRI CENEEDNRRS7DHEERE LTHRS 1 X7 Z2E
HE2bHDTT, endShape() *° syncAltVertexNormals() & Z OXIGRERZ FIH L TIERR
FHEFEPSE, =8P TIA T4 YIZBPFERCRUINZN X S ICHIEL THE S,

NYX T ENTERNY 7 7 DERK

GPU DRI HAAD 5 X 5. endShape () Gi)“?)*?biﬁﬁbfb?’:@ﬂﬁ”% 1 RD
Ry F 7 ENELSS (vObj) WKHOELF T, MHEDOX vy 2T, 1 HEADLDUTD
8 DD float {EAW SR E 2D 5,
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5 23 & Shape IC& B Xy a1EE 23.5 endShape () DEICTERDHD K destroy()

[pos.x, pos.y, pos.z, normal.x, normal.y, normal.z, u, v]

DT —XDAFZA4 Fl& 8 * Float32Array.BYTES _PER_ELEMENT & DH %3, ZD
Ry F v XN % FWT GPUBufferUsage . VERTEX N v 7 7 2MERL X 41, queue.writ
eBuffer() LT GPU Nk Ed N E 3, BB, AF¥F > A v a (hasSkeleton DEXK

BE) Tld. A=A YTy 727Xy o4 b2jlRay MG ERHOLA 77 RS
NEJ,

ATV IANY T 7ETAV—T L —LDEE

AT ANY 77 DERICBVTIE, XBYMRBEHEEEREEREL, 4 >7 v 7 AHEIZ
JGU T uint16 & uint32 ZHI;INCYIDEZFT, RTDA 7 v 7 AW 65535 LN TH
AUX uint16 ZEH L. Zh BRI 356 4 N b7 74 XY b IWERYLET uint32 &
EIRLE T,

X 512, endShape () IXWNERT buildWireIndexBuffer() ZFENH L. ZAFEDA > F v
JADPGEBETHITy PRBRELT, VAV =T L —LRREHOA VT v 72Ny 7 7 %]l
BHEEELE T, 2T & D, setWireframe(true) ZMUOH T T, A—DX v 2% H
WCHITHE & FREE 2 I D B 2 5 2 L 23A[REICIR D 3,

23.5 endShape() DRICTKRBIBHD L destroy()

endShape () ZM-A T, Shape JHZ 2 HHEEFT OB TR <. FEIICHER GPU
Ny 7 7 ZFED runtime resource NEIT LT, T I THEBEIZRSDIE, [FRRE N5 shapel
¥ T ZDE®ICH 5 shared resource] ZF7FTEZS I L TT, webg @ Shape . HzH

DEDREBTIRELFFOA VARV A LTRSZEVRN S, A4 X V% GPUBuffer 1%
ShapeResource & L THAETEZ 3MIEICHR > TVE T,

COWEZMET s, WEDEZT OB ITRDEF, H5 Shape f VAKXV R
IR o722 LTH, AU shared resource %’3571 LTCTW3HldD Shape BAEZFFEL TW
%745, resource HIMIK > TV EINE T, HiZ, ¥ I06 bR Nk ko7 shared
resource (&, Z DR THRAINCHFMEZRZ SN D STHRLETT,

const sourceShape = new Shape(app.getGPU(Q));
sourceShape.applyPrimitiveAsset(

Primitive.cube(2.0, sourceShape.getPrimitiveOptions())
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5 23 & Shape IC& B Xy a1EE 23.5 endShape () DEICTERDHD K destroy()

)3
sourceShape.endShape () ;

const shape = sourceShape.createInstance();
const node = app.space.addNode(null, "box");

node . addShape (shape) ;

// EW&DH 75 instance Z#RT T3
shape.destroy() ;

// JTD shared resource HESERMFEHHRUWAS source HIHERT TS

sourceShape.destroy() ;

shape.destroy() (&, Z @ shape instance 23% 5 NETH % Z & % webg IZIX % API T
T, ZAUT LD, node IZHE > Tz instance 23H D #f X 41, shape D material, animation,
texture SR EH XN F 3, shared resource ZZHR L T3 instance 23ITHR > TWizly
U, XI55 % GPUBuffer HHZENRICAD £3, DD destroy() & [RRZHTI &
DD API T3 <. 2D shape DFEMEKZ %] 720D APl T,

ZIZTHELREZWVDIE, scene 22527 LT 5 Z L & resource RIS 5 Z & IXFE T
BV, EWH T, 7k 2T hide(true) IZRR"ZILDH B/ TH D, shape & GPUBuffer
3H-oTWVWET, £72. node DEFERZZLZZ 271 TH. X v a resource BIRIFH - 72
FETT, XEVR GPU resource FTEDTHEBR LIV E ZlX, destroy() Zffio TH
MEHRT 2REDD D FT,

—H T, SHBROEFHT 2 FED shape FTHAHEIC destroy() TE2LEIEHD FH A,
AT =T o BHWETHIE, MES HIES 2 F—BIROMECEEY)., BE node THAET
LZR—=ZA X w2k ElE, shared resource ¥ U THRFFLZZADHEHARTT, 2% D destroy()
BERIOETITR, 2D shape ZD 5 ANETH S LHIMrTEL ZITES K THEL
A TLTE W,

F 72, JavaScript DZHEBIUTINAUIERLINC GC OXRITH ZA[REMEIX D D T3, WD
GPU ff] resource MR XN 2 DIIRAEENFEV A, EREEIEST 27 7)<, shape Z K&
IR - RS 2 — LTl ZOREESHZDOEEXEY HHAROHEME L THALT L
BDFET, 2D/ webg TlE, TEITK -7z Shape & destroy () THHRINIK T X& 5 5HE
MZz#IEL £7,

endShape () 2VEMITE T2 EKRT 2DITH L, destroy() 3HFMOMKT2EKRLET, T
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%23 E Shape IC& B Xy 2185 236 FHEDRXTv S

D20 LTHMRELTEL &, KL A ¥ —T shape ZHE T 255 TH., MHEDBHLEY
BIBAROMFZ HEL ISRFITE2 L5k h T,

23.6 FBEDRTvT

BLAY—DiHAZ XD IERSHET 27201213, U TNDOIEF /NS 23 EICE D HirZ &
PHEREL £9,

=M 1 WekET 5

ATEZ 2 DO=METHET %

MITRD 6 T 2 ERNC RS 5
MEECTERZEE L, FIREREET 2
Y—2uZHiOoIR (FEP =7 R) Z2HET 2

A

CDORTy TR LT, JHEA YT v 7 2A0ME&. ER0ZE), UV > — A0 E M,
% LT endShape () 23R 51%E 2z HARICHMETZ 2133 TT,

23.7 F®

Shape XHR ZXEZ 7 A T3, Xvvad HHE72—X) & THiE7=2—X) 28
CHEFE L ToRElZH - TWE T,

TV IT 4 TRAMT S EKE (BLA4Y—) RERE. HA»HEA RIT 2 HKE (kL
A¥ =) BREBEOEHb 2oL LThH, mHIIZ endShape() & WHEfIZ# 5 Z & T,
CPU LD T =& GPU Oy 7 7 AN BN E T,

FRCEKERBRICBWTIE, THEZ2 Y THEL, Y2 TollxE 20 2 WG,
ZDFEFRENZBEORBICER L £3, addTriangle() I X 2ERFEGDOEHED S, en
dShape ) IZ &K 2 1Efb, Xy ¥ > 7, ZL T GPU LRI E 2 —#HON 2 g S % Z & T,
IVEER IO =Y v LI A XY OREEMAREICR D 5,
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B24E

7Oo—=SvILIRDIED B

0—1L L (KL A ¥ —) APl 22 RMfifEE, fHAAAD TV I 74 7 HEETL LI
HZDTIEFRL, BRHOBKTIIHNC S WEMREETHORET L, X v a2 LTS
HoNZHCHD T, AETIE, lcosphere (IE-+HAR—RDER) | XY 24 ¥ =
NEYAFXF—MHR (7527 ZAMA O 4 D%, Tr>—2 ¥ VIBIREREE T 2R
WCERITAREZEAZEML XY,

CITETHEXZZ0DIE, KL A Y —D APl 23 HAZ, Buc MMES 2 FEICERT 2
ME) 2322 TRRVEWVWIRTT, HAAABREZ D LA Z 72720 TIEED T W
ML TIE L ® T, Shape 7 7 ADKL A ¥ —RAREE DA D 72 DITTEAE T % D 22 D3R
WRERDET, 2% b, REDFERIZ API OBEGE TR <. IBIEJEIRCIZEHNE# LS %,
EDOXIIHHANLTE ) EWHIFEFEREEZRZLIZHY £5,

¥z, OBk o THRLNZHAFZZERZNRELRD 3, icosphere TWEH 774 b
Yary (#MlnE) tTHEARAEZ, XEYRETIEIAIX M)y 7HiHE > —24 (BEH) DL
Bz, Y2 VY AF—UHETEERLEL > v — FREEREZ. 2L T7 727 ZAET
BFEANA P74 =V FEHRAZY Y FOFWZETET, TXRXTE Frd—U vy B v
SHMEZR o TVETH, EHINEIHMRUIERDET, TOEVWEZERT LI LT, ¥H
NAEZ X D RRINICEHETZ 5133 T,

FECDHIzo TR, AXZHOZT TR, #MELTw a3y I La— e FRELRD L
HDTLIEEV, a—FEEREOY > FreiinLTEh, la—-Fxit - > L ThRE
HZMWRET2 > BUOa—FRIES] LWH T A 7% EDRSTZ T, HELTMIEEET
WB D0 BRRINCHETE 2 X512k b %3,
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L22E OO vILERDOIEDE 24.1 ¥BDRX Ty 7 icosphere t XEU X%

241 FHDXT5Tv 7 .icosphere L XEIXH

M= UV ¥ — A2 FrOoBRO S 2 B L 72213, THAAABBIROE 2 TiEED 1]
W) ZEMICT 22 e THEEMRDPEED £9, Bz LTIE. icosphere, X B R,
YL YR —MHK, BEEIZihoFa—T, S A AR=ZADNA b7 4 =)L NI, B
EZAEOM LM LAREDPEITONET,

ZOFTH, FHTHRONTE D IR =1L icosphere ¥ XE U AW TT, ZD 2Di&, MMHM
HEr IR Y —] BEYX IRFX M) ZHiHIE > —24] 2V, KL A Y —DOIRHERIC
Bl 3 2 KEAREZEZIAMEICT TERSE D, IEFICANT TV ZADORBWEA 2D $9,

icosphere : # 7 7rED 3B ROD—

icosphere . IE=THADI LMD TE =ML 4 nEIL. HEZHKANEHLUESTZ T
YER 32X v aTd, BEOHERER—ZADRKL D =ZATFORENE—ThH 379,
BEDR Y T aRWODRED XD BBIRITEL TVWET,

COBMTHEELRDZ, THAZHEELAZOHEZESCT ) Ay YO E%Z HIZ
ERLZWZ ), ZFLT HEREMNELSERZAH T2 O3 ETT, BIZEKREZESZD
TR, TR —0EENERo7-FFH 774 arv2#ED3) a2 ZFEHL
TL7EZEW,

import Shape from "./webg/Shape.js";

function buildIcosphere(shape, radius = 1.0, subdivisions = 2) {
// EKTIEEED TRODSANEL AREL E—BT 37D,
// addTriangle() DEEFMETIZA L. [UBH SER normal #2523
shape.setAutoCalcNormals(false) ;

const vertices = [];
let faces = [];

const addSphereVertex = (x, y, z) => {
const len = Math.hypot(x, y, 2);

const nx = x / len;

const ny = y / len;
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const nz = z / len;

// addVertex() (3EKE UV ZBEIEHREHNSBEEFEL T ND

const index = shape.addVertex(nx * radius, ny * radius, nz * radius) - 1;
shape.setVertNormal (index, nx, ny, nz);

vertices.push([nx * radius, ny * radius, nz * radius]);

return index;

};
const t = (1.0 + Math.sqrt(5.0)) * 0.5;

// EZFEED 12 BR

addSphereVertex(-1, t, 0);
addSphereVertex( 1, t, 0);
addSphereVertex(-1, -t, 0);
addSphereVertex( 1, -t, 0);

addSphereVertex( 0, -1, t);
addSphereVertex( 0, 1, t);
addSphereVertex( 0, -1, -t);
addSphereVertex( 0, 1, -t);
addSphereVertex( t, 0, -1);
addSphereVertex( t, 0, 1);
addSphereVertex(-t, 0, -1);
addSphereVertex(-t, 0, 1);

// EZ+EED 20 B

faces = [
(o, 11, 51, [0, 5, 11, [0, 1, 71, [0, 7, 10], [O, 10, 11],
[1, 5, 9], [5, 11, 41, [11, 10, 2], [10, 7, 61, [7, 1, 8],
[3, 9, 41, (8, 4, 21, [3, 2, 6], [3, 6, 8], [3, 8, 9],
4, 9, 51, [2, 4, 111, [6, 2, 101, [8, 6, 71, [9, 8, 1]

iF

const getMidpoint = (cache, ia, ib) => {
const key = ia < ib 7 ‘${ia}:${ib}¢ : ‘${ib}:${ia}‘;

if (cache.has(key)) {

return cache.get (key);

const a = vertices[ia];
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const b = vertices[ib];

const mx = (a[0] + b[0]) * 0.5;
const my = (a[1] + b[1]) * 0.5;
const mz = (a[2] + b[2]) * 0.5;

const index = addSphereVertex(mx, my, mz);
cache.set(key, index);

return index;

};

for (let level = 0; level < subdivisions; level++) {
const nextFaces = [];

const midpointCache = new Map();

for (let i = 0; i < faces.length; i++) {
const [a, b, c] = faces[i];

const ab = getMidpoint (midpointCache, a, b);

const bc = getMidpoint(midpointCache, b, c);

const ca = getMidpoint(midpointCache, c, a);

/1 ZARE 4 ZARADEITS
nextFaces.push([a, ab, cal);
nextFaces.push([b, bc, abl);
nextFaces.push([c, ca, bcl);

nextFaces.push([ab, bc, cal);

faces = nextFaces;

for (let i = 0; i < faces.length; i++) {
const [a, b, c] = faces[i];

shape.addTriangle(a, b, c);

by
return {
vertexCount: vertices.length,
faceCount: faces.length
s
3

const shape = new Shape(screen.getGPUQ));
shape.setShader (shader) ;
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const info = buildIcosphere(shape, 2.0, 2);
shape.endShape () ;
shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: O,
color: [0.52, 0.78, 0.96, 1.0]
B

console.log(info); // { vertexCount, faceCount }

ZDaA—FDRA ¥ Mid. addSphereVertex() THEZ IEFRLL T2 HFFELZFER L TV
% R EBIICEROHULD S M S TR 2 EREH L TWw5 . £ LT nidpointCache
ZHOCTHLCZ Yy POHRPERL TERINL2DZHNTVERTY, bLIDFrvy>a
DT, HEEEPEDN, Xv 2D PRI =N TLEVWET, icosphere 2%
SARARDERIZ, WO HEIANEHEAZHTNSEH L ZFIUIX v > a Bl d) &
WO EARZHERET LI IZHD T,

XEDRB I NSARM)yOHEEO—LA

AU 2, w1 EoR s ThE L2207k METd, Zhd 77X MYy ZilimE
ZERTDDOIFFITENTEM LD T,

TR, ARBIDNRT X =& u LEAEDNRT X —& v 2 WTHEEK ST 2 515 THA
)y REREICHEL T OHEZIRSFIE, ZLTY—2 2L 270IC&KEZED Y ¥ 7% HH
THOHAREZFIET, Fh. EREEL THERONE) (ER2FFOHAZIICONT
HHERR L T 20,

import Shape from "./webg/Shape.js";

function buildMobiusStrip(shape, options = {}) {
const radius = Number (options.radius 77 2.2);
const halfWidth = Number (options.halfWidth 77 0.45);
const uSegments = Math.max(3, Math.floor(options.uSegments 77 96));
const vSegments = Math.max(1l, Math.floor(options.vSegments 77 12));

// EEARINE -> endShape ) EMLE WS RERERZRES
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shape.setAutoCalcNormals (true) ;

const grid = [];

for (let iu = 0; iu <= uSegments; iu++) {
[1;

const u0l = iu / uSegments;

const theta = u0l1 * Math.PI * 2.0;

const halfTheta = theta * 0.5;

const row

for (let iv = 0; iv <= vSegments; iv++) {

const vOl = iv / vSegments;

const offset = (vO1 - 0.5) * 2.0 * halfWidth;

// webg TR YA LEFRATHZ7D. WMOFEZ XZ ICEE. ORODDREIT Y ARHT
const x = (radius + offset * Math.cos(halfTheta)) * Math.cos(theta);
(radius + offset * Math.cos(halfTheta)) * Math.sin(theta);
offset * Math.sin(halfTheta);

const z

const y

const index = shape.addVertexUV(x, y, z, u0l, v01) - 1;

row.push(index) ;

grid.push(row) ;

for (let iu = 0; iu < uSegments; iu++) {

for (let iv = 0; iv < vSegments; iv++) {

const p00 = grid[iu] [iv];

const pl0 = grid[iu + 1] [iv];
const pll = grid[iu + 1][iv + 1];
const p01 = grid[iul [iv + 1];

shape.addTriangle(p00, pl10, pll);
shape.addTriangle(p00, pl1l, p01);

return {

rows: grid.length,

cols: grid[0]?7.length 77 0
s
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const shape = new Shape(screen.getGPU());
shape.setShader (shader) ;

const info = buildMobiusStrip(shape, {
radius: 2.4,
halfWidth: 0.50,
uSegments: 96,
vSegments: 12
s

shape.endShape () ;

shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: O,
color: [0.94, 0.64, 0.42, 1.0]

3

console.log(info); // { rows, cols }

ZOa—RFoFEHRIZ. HAZ EAAAOIT) E LTEMT S I THIRDDRY v 7 % fif
BICLTVWEHETT, /2. —T75M% iu <= uSegments 352 2T, mEDY V7%
BHLUTY—2ZHACTVET, u0l & v01 22D ¥ ¥ UV BEEICEHID 4T3 Z T, Him <
FTR—=RET I RF v EAEOXM OISR D £3, T THERDIIZ, &EDOY ¥ 72 HIZ
7% <) OTIERL TMEHETZ) LWOIFETT, ZHEAELTRFIEBLT, 2T
X MYy ZHAITY — 22 WO BORAL D F5,

MERTL S x—4 —DRFAAE

ALY R TREENER ST 21 WO RRREE 2RO, #llICB W T OHR
WHOSEEIZE D £5, XY RIZIEFE MR CTH 2 720, RO o THERE
FERITHEE S E B T 8RN AARET S,

L2L, FEHe LTI, BEHDOIA 7 4 7P AEARICERE S, ek L -H e
LTHETZ2ADPEELWVTL xS, ZD&KS5%%GHA. SmoothShader AAZEHEXHLZ 2D
TR, B IVERDOIREY 7 ZAZER L T = — X —% BTN ST 2 ORERT
T, DED. RLA Y —DFEE T TEIROMEE) 720 Th<I, TZ20BIROMEIZEDET
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Vrx—XR—RELT5) ZCbEELRERLERDET,

book/examples/24 02.html TiX. LI FD & 5 7% MobiusSmoothShader #fifi L T
ESC8

import SmoothShader from "../../webg/SmoothShader.js";

class MobiusSmoothShader extends SmoothShader {
constructor (gpu) {
super (gpu, {
cullMode: "none"

B

// XEDVZFTIIEEDBRLFORI L LTRELVLDT,
// frontFacing ICIGC TERAETZEBZX 3
this.wgslSrc = this.wgslSrc.replace(
"var nnormal = normalize(input.vNormal);",
‘let facing = select(-1.0, 1.0, input.frontFacing);

var nnormal = normalize(input.vNormal) * facing; ¢

)

CZTDORA Y MFI2HTT, BT, KL A ¥ —"T Shape AV TAETH, HzH
DEERZS 2 —X—DIREZFRe LTRAMLTE 22, i, H@RETH 5 Smooth
Shader #HifF L7722 %, ZOEMZIMEO R AEHIZ 2V WS HEBIOERE Y > 7
NMAICTRETE 2 22 T,

242 BRRINTFI71=ILFADIGH

RIT. EOEHLHEETHD P2V AFXF—PHEIK) & T75 272 oW TH
TWEEL x99,

SIIEVRX—MHEE . BRSO vY—TLEER

LB Y 2 —PUERE, [EEARE 4 Do/ 2EEARICoE L. 2 oBMEZ BRI

)
DR Z e THOHMHRR 3D 75 7 XL 283 2 M T 1,

R
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ZZTO¥EEAL Y ME, BIRICEA XA v 20, B THZCTHEHSA»EH L CHY
DFB) 8T, 777 FZVOMMRE S v— FICRESFETT, icosphere TIXTHAILEAIZ
XZEODINEETLRE, 22T MHEEZBITIThEZEAT 2] ZeHhEXKY
b E3,

import Shape from "./webg/Shape.js";

function buildSierpinskiTetrahedron(shape, options = {}) {
const radius = Number(options.radius 77 2.2);
const depth = Math.max(0, Math.floor(options.depth 77 3));

// BCEICIBRZRITTI Y M ERAAFEREILVLDT,
// addTriangle() DMEEKRNME -> endShape() ERLIFEZED

shape.setAutoCalcNormals (true) ;

const scale = radius / Math.sqrt(3.0);

const vO = [ scale, scale, scale];
const vl = [-scale, -scale, scale];
const v2 = [-scale, scale, -scale];
const v3 = [ scale, -scale, -scale];

let triangleCount = O;

const midpoint = (a, b) => ([
(af0] + b[0]) * 0.5,
(al1] + b[1]) * 0.5,
(a[2] + b[2]) * 0.5

1;

const pushFace = (a, b, c) => {
/] 7V RINDAZIEO>TODRELLLVDOT. BCCICERZERTS
const pO0 = shape.addVertexUV(a[O], a[1], a[2], 0.0, 0.0) - 1;
const pl = shape.addVertexUV(b[0], b[1], b[2], 1.0, 0.0) - 1;
shape.addVertexUV(c[0], c[1], c[2], 0.5, 1.0) - 1;
shape.addTriangle(pO, pl, p2);

const p2

triangleCount++;

};

const addTetraFaces = (a, b, c, d) => {
pushFace(a, c, b);
pushFace(a, b, d);
pushFace(a, d, c);
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pushFace(b, c, d);
s

const recurse = (a, b, c, d, level) => {
if (level <= 0) {
addTetraFaces(a, b, c, d);

return;

const ab = midpoint(a, b);
const ac = midpoint(a, c);
const ad = midpoint(a, d);
const bc = midpoint(b, c);
const bd = midpoint(b, d);

const cd = midpoint(c, d);

// RO tetra (FEIF. 4 DD corner tetra FITZHBIRT S
recurse(a, ab, ac, ad, level - 1);
recurse(ab, b, bc, bd, level - 1);
recurse(ac, bc, c, cd, level - 1);
recurse(ad, bd, cd, d, level - 1);

};
recurse(v0, vl, v2, v3, depth);

return {
depth,
triangleCount

};

const shape = new Shape(screen.getGPUQ)) ;
shape.setShader (shader) ;

const info = buildSierpinskiTetrahedron(shape, {
radius: 2.6,
depth: 3

s

shape.endShape () ;
shape.setMaterial ("smooth-shader", {

has_bone: 0,
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use_texture: O,
color: [0.96, 0.78, 0.42, 1.0],
ambient: 0.16,
specular: 0.90,
power: 36.0
195

console.log(info); // { depth, triangleCount }

ZDa— FTlE. recurse() BEIC Lk > T 1 DOWHEEE 4 DDO/NS HUEKRICHE L, m
idpoint () ZHWT 7 7 7 XL OMEEMEL TVWET, I LICTHMAZEM L T addVerte
xUVQ) ZIFOHT Z 2T, BB ES T, 79272 WVEDY v — FHRANVRZHER LTV
T, Tuy—I 3 VBRIIBWT THAZHET 20860 3. BICRLBDEHI & BH#EICH
LONWTWB Z N hET,

TS502ILMH: : N1 71 —=IL FDIEE

752 ZAMEDNAL N7 41— R, 2D OFE XEH D6 3D M EEKT 2FETT,
LA TIWHN L7y 22 MiREZDTIERL, 1ROEFRLEZX v > il EHEERT 2K
LAY —D2Er LTIERICEMNTT,

TZTORA Y MI, TEBXEBOER £ Xy >a ) ZHHECOE L TEZ BT
To TIEN - /A ZMNTEIRREL. ZDRIC Shape & LTEET 2 25 2 Bk
THRELEX T,

RV BE R L DEWVSIT

LIOVHEA OBH T — & % BRICT 3G TR, BErHESHIERR OB MR D ¥
o MLT. ABID K 57 Shape (& X 2HIE [ RA-Ho#kHE X v 2 ZENT 22
EPEHWNTY, F—28Y vy 70REETFT X LT T ZHEO0. fEHOHIEX v at
L CHBRHZE2 02 TEZL . BERT—EZBEZEVURTARD E7,

import Shape from "./webg/Shape.js";

function buildFractalTerrain(shape, options = {}) {
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const cols = Math.max(2, Math.floor(options.cols 7?7 48));

Math.max(2, Math.floor(options.rows 77 48));

const rows

const sizeX = Number (options.sizeX 77 10.0);

const sizeZ = Number (options.sizeZ 7?7 10.0);

const heightScale = Number (options.heightScale 77 2.4);

const octaves = Math.max(1l, Math.floor(options.octaves 77 5));
const persistence = Number (options.persistence 77 0.52);

const lacunarity = Number (options.lacunarity 77 2.0);

const seed = Number(options.seed 77 1337);

// WRBTERHEBTESMIRELVLDO T, BEERAEZ(ES

shape.setAutoCalcNormals (true) ;
const vertexGrid = Array.from({ length: rows + 1 }, () => new Array(cols + 1).fil1(0));

const hashNoise = (ix, iz, localSeed = seed) => {
let h = localSeed | 0O;
h °= Math.imul(ix + 1, 374761393);
h °= Math.imul(iz + 1, 668265263);
h = Math.imul(h = (h >>> 13), 1274126177);
h °= h >>> 16;
return (h >>> 0) / 4294967295;
I

(a, b, t) =>a + (b - a) * t;
(t) => t * t * (3.0 - 2.0 * t);

const lerp

const fade

const valueNoise2d = (x, z) => {

const x0 = Math.floor(x);
const z0 = Math.floor(z);
const x1 = x0 + 1;
const z1 = z0 + 1;

const tx = x - x0;

const tz = z - z0;

const n00 = hashNoise(x0, z0);
const n10 = hashNoise(x1l, z0);
const n01 = hashNoise(x0, zl1);
const nll = hashNoise(x1l, zl1);
const sx = fade(tx);

const sz = fade(tz);
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const nx0 lerp(n00, nl0, sx);

lerp(n01, nll, sx);

const nx1
return lerp(nx0, nxl, sz);

};

const fbm = (x, z) => {
let amplitude = 1.0;
let frequency = 1.0;
let sum = 0.0;

let norm = 0.0;

for (let octave = 0; octave < octaves; octave++) {
sum += valueNoise2d(x * frequency, z * frequency) * amplitude;
norm += amplitude;
amplitude *= persistence;

frequency *= lacunarity;

return norm > 0.0 ? sum / norm : 0.0;

};

const radialFalloff = (u, v) => {
const dx = u - 0.5;
const dz = v - 0.5;
const d = Math.sqrt(dx * dx + dz * dz) * 2.0;
return Math.max(0.0, 1.0 - d * d * 0.55);
I

for (let row = 0; row <= rows; row++) {
const v = row / rows;

const z = (v - 0.5) * sizeZ;

for (let col = 0; col <= cols; col++) {
const u = col / cols;

const x = (u - 0.5) * sizeX;

// BEREERRZEE THEOARSRER CHMEZRIISES
const coarse = fbm(u * 3.0 + 1.7, v * 3.0 + 2.9);
const detail = fbm(u * 10.0 + 7.1, v * 10.0 + 5.3);
const falloff = radialFalloff(u, v);

// SEROHICICHE B, RoEEREL ABEIIETIFS
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const hO1 = Math.max(0.0, coarse * 0.78 + detail * 0.22);
const lifted = Math.pow(hO1, 1.55);
const y = (lifted * falloff - 0.12) * heightScale;

const index = shape.addVertexUV(x, y, z, u, v) - 1;

vertexGrid[row] [col] = index;

for (let row = 0; row < rows; row++) {
for (let col = 0; col < cols; col++) {
const p00 = vertexGrid[row] [col];

vertexGrid[row] [col + 1];

const pl0

const pll = vertexGrid[row + 1][col + 1];

vertexGrid[row + 1] [coll;

const pO1

// AR ZE 2 ZAEADITEINILN—ZES
shape.addPlane([p00, pO1, pll, p10]);

return {
rows,
cols,
vertexCount: (rows + 1) * (cols + 1),
quadCount: rows * cols

};

const shape = new Shape(screen.getGPU(Q));
shape.setShader (shader) ;

const info = buildFractalTerrain(shape, {
cols: 56,
rows: 56,
sizeX: 12.0,
sizeZ: 12.0,
heightScale: 2.8,
octaves: 5,
persistence: 0.54,
lacunarity: 2.0,
seed: 2026
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)

shape . endShape () ;

shape.setMaterial ("smooth-shader", {
has_bone: 0,
use_texture: O,
color: [0.40, 0.72, 0.38, 1.0],
ambient: 0.20,
specular: 0.42,
power: 18.0

s

console.log(info); // { rows, cols, vertexCount, quadCount }

ZOa—FORY ZAE, valueNoise2d () IZ & 2T HMED S, fom() Ik 247 X —
TOEREDEET, 777206 LWHEZEBEINCHEL TWERTTS, $4. HiZ v
ertexGrid[row] [col] IZREFT 2 Z & T, REDHEIRD DRy v 7 ZIFFICHARLT LT
WEF, addPlane() ZHIH L CHUAEHREACHEZMAEM L. HAZHE L F X HEFROM
BEiT5 2T, WERECBRRE O LI ZEH L TVET,

24.3 :‘?-l'% ‘Ewﬁtiilaln\

AREDBEMICE D MHTFRE, 3 icosphere oD 2 e ZHERL 3, 22T IMHMA
HEPHND L Xy T aPBNE ) L WIBREEZHEA, RIIX LY XHET THEZ Y v F254E
WHER L CTHIZIES | CWVWHBHIRZYATLEIV, 202 00EEBHIZOTIE, XTS5
A4 Vo 7o F 2 — TREERRHHO— b e Wwo iz, XD EEREMAR L —ITBITTE
5133 TT,

FEEFOFREAE LT, endShape() DU L ZENRNWTLZE W, Tz sh s il
HQ{TONERE A, £/, Shape 7 7RI H ETHRERTDH D, > —VYNTORRMVEZ
ZNZREFT % Node I CTHITAIT 2 Z & 2SR VWT LIV, 51T, setVertex() X add
Vertexx() OREDHIX TREDHEHKE TH27-D, A Ty 7R LTHHT 258385
-1 EREDRDHY ET,

TR =T YN Ay T 2alBFEIRADKRA Y M, TTHRZHEE L TEOL2ITHE 2 2.
IR Ty —FICHESD) WS HEINTT, icosphere TIEHELAAIRTH D,
YV RAF —MEATIIHYENEET L, DX REMLRIBIRTH - TH, EEF

327



B22AE TOS—TvIIHARDIED S 244 F®

HIUE TTHRZESHEL, HZE 5K, HHET2203 2750 LW ERFANCEN S
9, Kol Eid, 23 ETHALEAFANZLEIR - T EE W,

244 Fr¥

RKETRLEELZDIZ, KL A Y— APl 22 HZ REbRWZ TS, ZZTH-7-
4 DODOEMIE, BICRZEAHEBEWE T TERL, FREFNEELREGMESZERZ0DH D
T3,

icosphere: ¥ 77 4 ¥ a vy e HF M RuY —DEM
AT R4 87 A MYy i > — A DL
BRI —EAR: FRARAEE & AL L - AR
750 ZAME: NPT 4=V FETHRZY v FOTEH

A zfE2 5 DLk, TZ2o@Me@C Thiz¥i0]) ZEHE L TIHDMHATIIZEZ N, £
oo A=REH U INZFEEL. BERORZITTRY = — X — DR ONR 2 FHE TR
22T, BRZEIDEEZD T, KL A Y — API v 2 22 3 fifEx,. BEREEIR o %
Z. HODOBGFHC X - THEOREEZ X v > 2 LTRIZIEIREBCH D £3,
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AXZVJDEEA

LEEDRATIX, armature (i) (FED glb 7 7 A VEHAAATT =X —>a % H
ATHUETITT, UL, ETLVOREPBENLEEIC MAUREETERL TS D) #IE
FECHIBT S 21213, AXF=V 70FBZOb DML TEIRENHD £, AETIE, 1
DDEREERMD R - TESEREETEEEDE 2D 05 /NFEHA L HFE L., Ske
leton, SmoothShader, ZL T2 AKDAKR— Y THMINZMHEOHEMa— FE2@EL T, 2F
=7 OHAER—L L (KL A Y —) BERAPOHERLTVEET,

CITEITHEZITBERLVDIR, EFBICBIZADHOEHLLETglb DA Y R—-+ThH?
CWIHEHTT, BEDO7 TVHERETIE, F—re vz V2FTANTS LD D, Blender 72
ETER L7z glb % loadModel() THARALTTNHARTT, L. Z2ONAL L)L (HL
A¥—) BRBEOBERTHLEEZ TV E20Z2H LRI, BENIFERRE ZIFHRFEZYID
FFBZeHREEICHED T, DFD, AEIEX A LUVARFHZETTe — LNV RFE
PIEES ] 200D TIERL, I LU BHHOEREICH 2THAZHRET 22012,
—ER/IER TR 22D %) ODETT,

AX =V 7 DORINE. Tl DOTHRZEBO R -V ERERTEHNN L, ZOMREZETELE
5] Z2iZHHET, 1 DOTEHADPHBT LD 1 ROKR—=VIZFTHIK CIFRD £HA, B0
BRREICH 2 THAIZ, BROFR -V ICX2EMRZ. EA (VoA M) KEOSWTERL
TALEANBE L £ 3, webg Tld., CPU il T Skeleton.updateMatrixPalette() 23& K —
> DEFATHN AR, GPU Il T SmoothShader DIHM Y = — X =R -V A VT v 7 AL
VA PEFEHLTI LY RZ2IT0ET, DFED, CPUIE TEDR=UBESED X 5 REE
Dy TSy b LTEZ, GPU R IKHADBZD ALy FOEZ 2 ENRZTFHT 2
Dl BFATT L VHRETHICR > TVWE T,
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25.1 NTLARNIILERO—-LANIILEROEVSIT

LEEED 7 TV TIE, XDLI5 N[ L~V (BLAY—) BIREEPRIHT 2 Ze0%L
7D ET,

const runtime = await app.loadModel("./character.glb");

runtime.instantiate(app.space);

CORBETIZ. YaAr OBEME. AL MM HRZ DY =24 b, 72X —
Parvrly Vo FRIZ. TTIglb 77 A NMZEENTVET, BFEHEIX Action ®
AnimationState ZHAGHOE THAEZHIEH T IUITITHY. R—r2E 5150, &b
b THAAENT runtime ZE 5ES 22) 2FEL D X7,

LU, UIFD &S BRGHTIX, N LV RERZ I TRIEROHEHA DX EHA, - ¥
DAR—VPEDEMET 55> TW2Dh % EHICIEREL/2W\We - fhath HBARERRIENA
W, VA POREXDHZDD, K—YDEEIZH 2D %Y]D 7315720 & Z- SmoothShade
r DNEHR A X = B2 HELS R L2V & L Y R—Z—DH LA 7L b ER
ZRED AN, /N E B THR LW X

FDSH, AETEDIZTu—L L (KLA Y —) BEELOE->TALZ Y Tu—F 2
DFET, N LANILERELEa— LAV ERRBREBIEI T2 0TIER., BFOBENELR 2
72 T9,

25.2 1JHRICHITZIAF =V JDFIE

1LERDRAFX=VY

[m‘—yo 551 * p}>(wo * (B |

‘EEp [ TLEE’}H%?HH%&%&EJ

)
1 175 % p fo{ w1 * 2

X 25.1: 1 THRAF =X
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AF¥ =270, 1 DODTHRZBEBD AR —ATHTEMR L, ZOMREEANETERT 2L
e LTHES 2 EAEEZODNARTRD £T,

I3, FARESRREREZETLTIELL, 1 20EAFFIEHLTEZ XS, R HE
NN THEEL TEBL 8T, B TEHOEANERLZEZICHRBLA IS D T,

L R NRB (WIHAKRE) DOTEMNLER p_rest £ LEF, bonel ¥ bonel ZHLZEIZDW
T, AF =07 &NTe Ry ¥ adn— VR TREBEOLESTAZ L0, L1 &L, LR
FNRELSEB X NN A KT (bone offset inverse) % MO™-1, M1™-1 235 &, %%
A=Y X o TEBSNLTHEMBIIRD LS ITHAETE XTI,

pO_local = LO * MO"-1 * p_rest

L1 * M17-1 * p_rest

pl_local

TIZT. x4+ w0, wl &L, w0 +wl =1 RB3EICHETD L. BEILTESN
BEEIROEATEEEGe D 3,

p_final_local = pO_local * wO + pl_local * wl

HERZDIX, ZOBETIEY — v 2K0T —)L FEEETIERL, AF =073 Nd Xy va
HEOR —HVHEERTHEL TWAETT, £ 7Y 227/ — FEBROBEIPLEEENDH 55
Bl ‘o Xy ¥ a2RHEOZES—HE L TEH SN E T, webg T, ZOL * M-
1 ZR—=2 TR EHD TATHI%L w b ) TH D, SmoothShader I ZNZTHMS = —
X—T7L>YFLET,

CPU filITEl{Ez R I 5=/l

LIRDa— Fix, Skeleton.updateMatrixPalette() DEITHRIC bone.worldMatrix %
BEDR =Tl LTaisiAA, 1 DOIHFZ T Z CPUHITT L v FT 2 &/ FEH
T3,

function buildSkinMatrix(bone) {
const skin = bone.worldMatrix.clone();
skin.mul (bone.getBofMatrix()) ;

return skin;
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function transformVertexByBone(restPosition, bone) {
const skin = buildSkinMatrix(bone);

return skin.mulVector(restPosition);

}

function blendVertex(restPosition, influences) {
const out = [0.0, 0.0, 0.0];
for (let i = 0; i < influences.length; i++) {
const moved = transformVertexByBone(restPosition, influences[i].bone);
out [0] += moved[0] * influences[i].weight;
out[1] += moved[1] * influences[i].weight;
out [2] += moved[2] * influences[i].weight;

}

return out;

DA —FBUIHENCVETIE D D S ¥ A FEEOHIETIX GPU I TR D LI HTT
DIFETH, #Me LT IGPUDMTo TV A% CPU I THIATZ %) Zr 2l T 5
ZCIFIEFICEE TS, F2E X Skeleton.updateMatrixPalette() %% bone.worldMatr
ix ZA v ¥ an—VEEROBIED R — X ANEH L. SmoothShader 23Z DIFH & JLITIT
FIRLy bEHWTILY RLET,

EIROMGER—ITE, UTNDIEFTHOHT I TAXDOHA e X2 e N TE
3,

skeleton.updateMatrixPalette();

const rootOnlyLocal = transformVertexByBone(restPosition, rootBone) ;
const childOnlylLocal = transformVertexByBone(restPosition, childBone) ;
const blendedlocal = blendVertex(restPosition, [

{ bone: rootBone, weight: w0 },

{ bone: childBone, weight: wil }
103

ZIZTHELNZDEFIA T =7 ba—hVBETT, HE LI ——%2BEBWTHR LWL
BEIF. BRBRICA TV 27 ) —FOU—L FFHlZHTIEDEE T,
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const rootOnlyWorld = objectNode.getWorldMatrix() .mulVector(rootOnlyLocal);
const childOnlyWorld = objectNode.getWorldMatrix () .mulVector(childOnlyLocal) ;
const blendedWorld = objectNode.getWorldMatrix() .mulVector(blendedLocal);

25.3 2 R—2AROIEE

HTAHAZHRE L 72 AT, THETHAHALTFTEALEZ S, e LT, 256 EAM
WL AEIL THEORIE ) Z/ER L £3, FEklEY rootBone, L#BIZY childBone DY
2 (influence) 2§52 2T, VoA POEKREZHEMNEBEVWRLTLLET,

HERDOFIEIIATDMED TS, 1. Shape ZfHH L CHEMMOHAZERT %, 2. Skelet
on IZ root R— & child A=Y Z1EKT %, 3. FIHRIC addVertexWeight () Z L, 2 A&
DY x4 M ERET S, 4. shape.endShape() ZMUH L. GPU Ny 7 7 AE#T 3,
5. SmoothShader T has_bone: 1 ZHINCL THEiET 3,

IVENNEIOEE 3= Bl N TN DR S 8

import Shape from "./webg/Shape.js";
import Skeleton from "./webg/Skeleton.js";

function createTwoBoneCylinder(gpu, options = {}) {
const height = Number (options.height 7?7 8.0);
const radius = Number (options.radius 77 0.45);
const rings = Math.max(2, Math.floor(options.rings ?7 14));

const segments = Math.max(3, Math.floor(options.segments 77 24));

const shape = new Shape(gpu);

shape.setAutoCalcNormals (true) ;

const skeleton = new Skeleton();

shape.setSkeleton(skeleton) ;

const rootBone = skeleton.addBone(null, "rootBone");

const childBone = skeleton.addBone(rootBone, "childBone");

rootBone.setRestPosition(0.0, 0.0, 0.0);
childBone.setRestPosition(0.0, height * 0.5, 0.0);
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skeleton.bindRestPose() ;
skeleton.setBoneOrder (["rootBone", "childBone"]);

for (let ring = 0; ring <= rings; ring++) {
const v = ring / rings;
const y = height * v;
for (let segment = 0; segment < segments; segment++) {
const u = segment / segments;
const angle = u * Math.PI * 2.0;
const x = Math.cos(angle) * radius;

const z = -Math.sin(angle) * radius;

const vIndex = shape.addVertexUV(x, y, z, u, v) - 1;

// TFIEE rootBone. EIFY childBone DFHEE%ERL T3
shape.addVertexWeight (vIndex, 0, 1.0 - v);
shape.addVertexWeight (vIndex, 1, v);

for (let ring = 0; ring < rings; ring++) {
const row0 = ring * segments;
const rowl = (ring + 1) * segments;
for (let segment = 0; segment < segments; segment++) {

const next = (segment + 1) % segments;

const a = row0 + segment;
const b = row0O + next;
const ¢ = rowl + segment;

const d = rowl + next;
shape.addTriangle(a, c, b);
shape.addTriangle(b, c, d);

shape . endShape () ;

return { shape, skeleton, rootBone, childBone };

CORBEICBIIEERKRKA Y MI3I MDD ET, HF I, Skeleton (TH L2 HTEFRD
EFEIZ I T L, setRestPosition() TL A FZEE %R PE L. bindRestPose() THiNA »
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R1T5 %2 FHel B L. setBoneOrder() Tz —X—NSRT 23 v bDEFZHEE X H 54
DD BHTT, H 1T, addVertexWeight(O) IZX o T IEDEADNE DR —VIZENZT
WERZTE0) EEFELTVSETTY, =12, Shape.endShape() DFEITHIZ, RF ="
TRAy T aDEERR—VA YTy 7R v 24 POHEHOTHRBN Ny 7 7 1T E N 5 5
T3, SmoothShader DAF = JUUMIIZ D7 — XS L HITEICENEL £9,

254 GPUfiIToME7O—

CPU flIC Skeleton.updateMatrixPalette() DFHIN 2 & THTED KR — 1751 x #HinN
A4 ¥ P75 OFERD. 128D float B TEANCIE N E S, ZHUTE D, GPUANET LD
DHEFLE VK T,

SmoothShader DIHM Y = —X —X, FHRDA VT v 7 A vz A bZHARD ., FK4
KETOR— AT ZEANETERL T, RENRAF =V 7TH2H8E L ET, o175l
ZIEANIE & EAMCHE Uz, BHEONR v o 2 L RARICE 2 — BB X AL
MLET, 2% b, fiko M THRSHT 28650 23, BUTEOHERFIIH LT GPU LT3
WERITENTWBE I I FT,

CIZTHERDEZF, TRV IEEAZHEELTWS ] OTIERL, N o0JELICHL
TERKAARADR—VOHEL | BOEEY 2 —X—E{TTITLYFLTWVWS | WS ETT,
NI INY a—T 4 YT ERATHIEE. URDIEF CTHERET % LR TT,

Shape IZR—=Y A YT v 7Rz A4 FPIELLEHEIN TV S,

Skeleton DL A b R—= & KR—VIJEF (Bone Order) H31EL W2
Skeleton.updateMatrixPalette () DHEDR—XZIEL { KM L TW3 D,
shape.setMaterial ("smooth-shader", { has_bone: 1 }) DBEMITKR > T3
piRs

5. weight_debug E— FZMHHL T, HEEOHMNEMED b,

- W o=

%Y = —X—4 Y E—Z =R ForwicE T, THAEE > X7 LY — <L v b
— Yz —&R—FE DIEIYID TR PEETT,
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25.5 H>T7II—FICK B

AREOMMEZED B0, MAFBWNEZ DT 22000 Yy IAR—SZHEBELTVWES,
HKELTOELE] & Xy Pab LTORZIA) ZUID DI THERT 222 T, ¥ ZICHE
DD 5D ZHEIZLE T,

25_01: 1 JER DRIBIREE

25 01 T, R—re~—Fh—0DAZHRRL, RENR 1 DDOTHEFTOWTL D 4 fi%lt
BLET, - LA MIEB (WHINE) - boned0 DATEE X B/ E- bonel DATEHXH
JoiiE- 7z A MTK 2V % & o R AE

CIZTEMEXXy Y2 %2RRET, BBV C~—D—2BEHT 202 RELTHZRL %
T MAEEIIZMEE#» 5D LEEL 727 e —7 R b (B 2FEHLI I, EHHIAT
WA FHIZF =TT, TOXR=IJF, AXOH D EHE ETED XS ZHHEINLTWE 02
HINCHER T 272DDH DT,

25_02: X a2k nEHIRE

25_02 Tl&. FAHEX v ¥ 2 2ROE B Z MR L E T, T2 TE~v—2—3FRET. Smoot
hShader 12X 2H023D /5 &, weight_debug ZUI D E X RO EE M EMELET, 25_
01 2% MEAFDTEAIC BT 2BADIEL X ZMEET 2 DI L, 25_02 1% TGPUICk 2 A%
SV THERPIRA Yy 2 LTE S HZA S0 ZHEEL T, ZOFEpHICK D, GtErY v
7 OMEZ DD, MHFEROMERO»ERZITID T2 e B TEET,

25.6 Blender/glb ®/\1 L XILEZEADE])F

ZZEFETOR—LNIVREEZHR LD T, HY glb DA LAV REEICHZ AT 5
¢. Blender TfTo TWAIEEDEKRD X DBHMEIZR D £93, N4 LLZREERRIZE S Bloft
HATIER L, TRNETFHTITo TOWERELZA Y R—Z =2 HEHNIZENRDD LTW3IZ
WEEE A,
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Blender TfTo TWAEHEDZ 1, UNCENEINE T, - R—Y O EMEr RS 3
Tl -BER—VDLRAMNEBEZRETEHI L, - VA IPRAVMZED, HRIEDKR—
VHBERRETDII L, - T X—ary 7 Uy T LT, BRI T=R— v DE#%
ERTDHI L,

glb 24 Y R—1FF %L, webg [T 5% ModelAsset, Skeleton, Animation & L THY

DIAABE T, L7ehioT, N LAV ZFHST 2 2 ik MRV A v —Oflii A %[5
28 Tzl MELA Y —TERINEHERE A ¥ R— X —REHTHRINIEET 2 Z
&1 THHLEZXET,

25.7 K< HBOFT T ULRRE

has bone: 1 X ELZICH2PDOOLITETALMMBOLRVIEEIX, =AY T v 7R

Y x4 A Shape ICIEL XA TWRWD, A7 L hYD Ly MEXTESHO A >
T AP LU TOWARWARRELR DD £3, F3WE>c—X—k0d THAESE & K-
VIE) OBEWRFES T2V,

A=Y BEFNTVEDIRX Yy Y aRVRAMNERDEFDEEIE. AF=V7IENIGDY = —
R—EWIROTVWBAREDLDH D T, AF =V Xy >aTE AF=V IREPIEMNR
SmoothShader %#{#f L. has bone: 1 ZEMTHZ2MNENDHD T3,

H2 D HIE LT a5, BEEIOEAPITAEND TX 2581, Vo4 MO MmHMmETdH
LAREMEDS D D £ 3, weight_debug ZAMC L THfizMER L. HSMHAETY =4 M 0 %
723 1 REBIZUIDBED s TWRWHZHER L T LIV, RATOMEZ R— 2 DEEL7
JTHRL LS e 8T, v A MoMeRRHCHEES 2 Z & BKRYITT,

B glb ETLVTHEDNFE L ZE, 7= XA =Y ay, ATV r%, w7V T,
TORAF v, /J—RDODRTF =1y, FROYID 3PN D ET, ZOX52 T2,
ZD2R=VHFEDOERNMNCED, DL A Y —IZHEND 2 D0 BHHERL T ZI WV, Z
DF/ERDHGED, BHRETND NI TN a—T 4 Y7 IXBIT R HEMEL D F5,

258 F®

RETROLEBELRDIF, AFXF=0 7% [R—U Xy aZz2@hITBEOMMEA] £ LTT
372, M ODOHEEEBOR—VEERTEKR L, ZOMEEEATETERTI0H, &
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L CHfET 222 T3, CPUMITIX Skeleton BFD=HDITHI L w b ZERK L. GPU
Tl¥ SmoothShader DEHFE I X IZT L Y REITWVWE T,

2AR=VHHEE WS RNEMEZBEL T, VA MZEE) THIANL Y RTH Ty o4 b TjL
ME) Tz =2 —E] 2O UID T2 U g Uik, E#R glb 7 ADEKIED
WEELZRWE X TS, ZORNEHICTHIRS Z 8T, MEOELREANCHIKTE % X
KD ET, REOANETEZ, N LNLRA VR— MERZIELL AR E, Fl#T 2729
DEMEHGEE L TIEA L TLZE W,
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N ETDOETIX, Node., Space. Shape, Scene JSON., Z L TL A ¥+ R b ZEHE
(collision) ¥, 3D ¥ — V2N T 27D DEBNREMZR->TEXE L, ZhbZilHA
BbELZ LT, MERZRRL, 2=V —ANTENPL, HRERY 7 RIZXoTELZD Z#HN
2 BRI 72 BERE X FEEERTRE T T,

Ll EDFKIBIIGRT — LA Y RT7T 4 TR —VBRELIS T DL, B DME
BHECIC L 28T, TEATHENL, RiIZH o TR D . BEETEIEL., Rk
EHLED ) L Vo HARYHEIHAND=— XL L F T, 5 LEEFHZ2T Y r— =
Yloa— FTEFNCHEEL LS T2, & MUEPHELE L Wo kRO Y v 7 %A1
FEHitidd 2 il b, FRETIEDHD FEA,

webg DY I, 5 LAEYHEH ZRNCER T 270 0BRBLRIAW TS, K
Ty VE AROBERGIAYHEI Y O U 2 RICEEMZ 2 2 e 2 HNE L b D TR
. webg D> =225 7 (scene graph) CJEEEMHO FICHAIMESI N, FE LT IR
RUSLTOVRAYHE 2T 2 2 ZHN LTREFENTOVE T,

ARETIE, YT Y U RS 2 flifEd 545 % D, PhysicsNode, PhysicsSpace. Colli
der DFE| e HAM LMW, Scene JSON IC KB EHF /L. Z L THENAR 7B — 7 2 —
X (JREHE), Fr—7 2 —X GHHIE). Y A— (k) CELZNM 70 —5Tx5F
LSRR L X9,
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26.1 YRREI P UHRILT S(ME

PIELL > o UphBEITTe 5 DI, THRRAZZEEE)) & TEDHEOR R & ki —
SEWEETY,

ot 2, BAUCH 2B NS 5720 THIURX. Node.move() % setPosition() %7
V=AM TR TEETE LS, LiL, RICH o BRI E IR 2 5 TRIEFREIC
JH U TEkRuR S ) TRID T DR 2 BER CTHE SR 5 EROFHRIR I L 2B B
WHLRET) CVWoRMEZEMLIGD 2 &, BRI EBEERZTEERL AR IRD
S

F 7z, BEOEZZHIE (collision) LA F v A b (raycast) 1, [HzoTWENE S H]
ZANDBT2HD L) API T, % 17 B TH -7z Space.raycast () X Space.checkColl
isions () &, WHERDBERPLELDHEIRIZBEL TVWE T, (Ho MR ESHLET
) TEREZ S 2SS0 2O PHZINE (LARYR) $TEHEHALEEA

Pl oo 23 UTFD &S —Eo U2 i arc B L 35,

1. EARHEICEDWIYIROAEER (B,
2. PEffel & 7z AR T Offit (T —F 7 2 —X 1 REHIE) .

3. EROHEMERR (normal) ¥ ® DiAAE (penetration) OFEM (Fr—7 = —X | FHfl
HE) o

4. HNIABZIEIET 5 7D DA EMIE,

5. RFELBERIC L 2 EEDZEN (4 2 VR HBREICL 0.

6. BRI L72WEAZ R ) —7 (sleep) ¥, BEWRIGLTY =4 7 (wake) S8 2% mi# b,

7. B4 XY P REVWEDE APL Z@E U7 7)) 7 — a Yl Hl,

webg OYJHAEIX. T4 5% PhysicsSpace & PhysicsNode ZHUMIHEERL TWE T,

26.2 YPRI DD DLKEN
WEBAEOHTIA L 12 52 5 A1E, KD 3 DORHTHMENTOET,

o PhysicsNode: > I 2 L — 3 Y IZHMT 2l 4 DYIK,

340



E26E MBIV 262 YBET OO DEFIERN

o PhysicsSpace: f88{® PhysicsNode Z % & HTEM L. YWHEHZ1T 5 2%,
o Collider: #flfERHWEDEZHY T B MINER,

PhysicsNode & Node Z#A L TWE T, ZAUX webg IZHBIF 2 EHERFEFT LOFHHTT,
VWA T 27 b e =275 7 DFMINCE K DTIEZR L, BHED Node &I[AFRIC Space
BLE L. Shape Z(f5TE2X51ICL TV T, ZHTKD. RAHONE L YRR AE %
A—DA7Y =7t ETEHETE, AYoFHzENTVET,

722U, UHEEHTOXAF I v 7 (dynamic) BART 4 IR LT, RZ7 V7 25 HHIK
setPosition() %2175 &. VHFHEOMER L FEDOEEEHRLE R L £F, 2D, dyna
mic R7 4 TIEBHED 7 VA7 4 — 2 FZMZ2HIRL T E 5, BHEENTBEIS B 7205
ElX teleport ) Z. —RAYICFHIFLE L 725513 pauseDynamic() / resumeDynamic ()
% setBodyType() ZfEHL £,

PhysicsSpace &, #EH D7z D Space L IFRR21ZEZHHET, Space =77
7 L fiEEEE T 5 DIZxf L, PhysicsSpace WEEIEX A L AT v 7 (fixed timestep). B,
g, RV —7EH, 7V UHERS YHEHOZEMTY, MBI TSI THET
73, PhysicsNode %% Node Z#fARK L TW\W5 Z & THEZEICHIEL TV T,

Collider &, R7-H® Shape LIV L THRESINFE T, 7z X, ALBEEKA L LT
E L TWTSH, WHHEIFEICT 2 2 eWARET Y. 7. KORLHIZEWHETH - T
b, VI ITERTFHEICREST A Z 8T, it BEORZEREEZED LI N TEXET,

HE. UTo4EEDa Y Y a VIR (collider) DAHEINTVWE T,

 BoxCollider: R7 4 DY # — & =A VLB Z KM LT OBB (AHEERRy 7 RX) &
LTHRVET,

e PlaneCollider: JRXBED & 5 72 EFRFHICHE L TWE 3,

o SphereCollider: Bk#a 2 ERIRS HFIRHPHHEITE L TVWE T,

« CapsuleCollider: y #li/7[MD A 7L JZIRE LT, BRIKL D 3 FoEWIEIK 2 il
BRICERTEET,

BoxCollider DIFE. 70— K7 2 — X CEEARMEZINZ 27201 D OBB 2dirv —

LK AABB (BiPATEHF Ry 27 2) ZEHL, 70 —7z2—XRZ TV, L4 F ¥ A FTIEM
XX ORY 7R U THEEFEICHEL £95,
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26.3 REMH I KCFEEEFETFIED

T3 RKeREBEL. 20 LICHZE N8 2RO FELZ R TAET,

import Space from "./webg/Space.js";

import PhysicsSpace from "./webg/PhysicsSpace.js";
import BoxCollider from "./webg/BoxCollider.js";
import PlaneCollider from "./webg/PlaneCollider.js";

const space = new Space();

const physics = new PhysicsSpace({
gravity: [0.0, -9.8, 0.0],
fixedTimeStepMs: 1000.0 / 120.0,
solverIterations: 4

)

const floor = space.addPhysicsNode(null, "floor", {
bodyType: "static"
1);
floor.setPosition(0.0, 0.0, 0.0);
floor.setCollider (new PlaneCollider([0.0, 1.0, 0.0]));
floor.setPhysicsMaterial ({
restitution: 0.0,
friction: 0.7
E
physics.addBody (floor) ;

const box = space.addPhysicsNode(null, "box", {
bodyType: "kinematic",
mass: 1.0,
linearDamping: 0.2
B
box.setPosition(0.0, 12.0, 0.0);
box.setCollider (new BoxCollider([2.0, 2.0, 2.0]1));
box.setPhysicsMaterial ({
restitution: 0.1,
friction: 0.5
IDE
physics.addBody (box) ;
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box.setBodyType ("dynamic", {
clearVelocity: false,
restoreVelocity: false

});

ZIZTHERRA Y MI MERIV Y a YERE LRI dynanic NYIDEZTWVWB A
TJ, dynamic WKRESNRIEZ. WHZ VO VRIBRT 4 D7 VA7 4 — L %HHIL £
3, PIHAECE %17 5 BRI kinematic ICRELTEL 2T, #HHED setPosition() ZX4E
KHEATEEY,

7L — LD EFUHTIE, fMEOFTIZ physics.step(deltaMs) ZMEUH L £ 3,

let previousTimeMs = null;

const frame = (timeMs) => {
if (previousTimeMs === null) {
previousTimeMs = timeMs;
}
const deltaMs = Math.min(timeMs - previousTimeMs, 80.0);

previousTimeMs = timeMs;
physics.step(deltaMs);
screen.clear();
space.draw(eye) ;

screen.present () ;

requestAnimationFrame (frame) ;

};

requestAnimationFrame (frame) ;

PhysicsSpace.step(deltaMs) &, WHTREIEX A L AT v FIZ57EI LT stepFixed(dt
Sec) ZMUHLE T, ZAUTED., 77U DI7VL—LL—DEHLTH, WHZEEIT
TEIZIE B DEFHTNTVWE T,
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26.4 PhysicsNode DEEHMfTER

PhysicsNode 1%, HBRIZIG U T 3 D bodyType BHE I N TVWE T,

o static: ®LEDRVYIE, IR, BE HMER WAL 5,

o kinematic: A7V 7 ;X Tween TENDITYA, VBRI LR L (MEMIE) 3321
FHAD, MOYIENDOEMHEEIIISIMLET,

o dynamic: EJ], fH%%. RKFE. BEERY. YHEI Y Y Y DFEIC X - THI K Wik,

N3R5 ON/OFF @Yl D& Z TR Y uo— (fERER) WERT DI TT 15D %
AL S8

DUNGE, 72 0 YEES 2 R X8, (LEZ2HET 26T,

box . pauseDynamic ({
clearVelocity: true

P

box.setPosition(0.0, 16.0, 0.0);
box.setLinearVelocity (0.0, 0.0, 0.0);

box .resumeDynamic ({
clearVelocity: false,
restoreVelocity: false

P

RIS HALE L2 WEEIE, teleport () XY v REMHL 3,

box.teleport([0.0, 20.0, 0.0], {
keepVelocity: false,

wakeUp: true

IR

F 72 PRI L TH (Force) A4 oL A (Impulse : HHEE) #5222 HA[EETT,
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box.applyForce([0.0, 30.0, 0.0]);
box.applyImpulse([4.0, 10.0, 0.0]);
box.applyTorque([0.0, 0.0, 120.0]);

applyForce() W RDEERT v 7O THEICKMEINE T, applyImpulse() 1M
ENTHRE 2 2L X8, applyTorque() 3MEEZZ(LSE 217D £7, HEMERICE
WL, RS Y R AR At A M (local diagonal inertia) W2 Z 2T, Hbd 5440
TALEANDOEED HRR AN E BRI N F T,

BEE DB & RERALE

PhysicsNode 23F API & UTIR¥FS 2 MEE I, setAngularVelocity(x, y, z). ge
tAngularVelocity(). Scene JSON @ angularVelocity W\ 3$41% degree/sec (/D)
T3, 2% b, [0.0, 90.0, 0.0] & N MR Y#Eb b 90 FEH 2 fAsE2EKL
E S

ZHUZ, Node DEBFEERY » I ra— FTHERZERE (degree) ¥ L TH»> TE RN
WKEDLEARETT, FAHEETIE, ML r7PRESERE R R-H e inEXEe3 i 9,

—H T, VEHFHAEDKL A v— (-1 ~)L) RNEMLETIX, 4ME omega x r BT
YINDRERNET, TOKIRFETIE, AFEEITER rad/sec (272 /F) LT
IMENDHY £F, £D7- PhysicsSpace &, IHTIREL L TD degree/sec &. HHEkET
BEY LTOD rad/sec ZHIRANCEI L TWE T,

o PhysicsNode.angularVelocity: degree/sec TIRTF,

o ZZH5 _buildAngularStepQuat(): degree/sec ZfH\, dtSec Z#H) CTHELfA %
%,

o HZREEUEE v + omega x r: omega % rad/sec NEHEL TEHE,

o FEfA 2N BRI AR BMETE TSz rad/sec & degree/sec NE LT
R1Fo

o MILZHERD: rad/sec 2 & L TRDLANMAEL % degree/sec”2 NRE L TR

COBMNZEREZRFAT 2 . A7-HOEREEAHImIIRE {Rol b, KIICR Y — 74|
EDVBMLTERD LEF, 72 213 sleepAngularThreshold: 0.5 (& 0.5 degree/sec T
HY. 0.5 rad/sec TEHH FHA,
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26.5 UT a3 rimEMa

Collider BYHHIEHOIRTH D, HAHD Shape L IIHNCHEL £7,

body.setCollider (new SphereCollider(2.0));

#a) Y a rORRNRIEEFTEILITOED T,

new BoxCollider([width, height, depthl);
new PlaneCollider([0.0, 1.0, 0.0]);
new SphereCollider(radius);

new CapsuleCollider(radius, segmentLength);

BoxCollider. SphereCollider. CapsuleCollider I FHRBRIFIRTH 27, AABB %
RTZEeNTEET, —/. PlaneCollider (JE[RFHTH 572 AABB ZHi/z3, 7mu—
F7x2—X (REHE) TRRHRBIRE LT FT,

YiE#E (physics material) (&, RAHO~<7 UV 7L 3R ELET,

body .setPhysicsMaterial ({
restitution: 0.7,
friction: 0.05

B

e restitution (KFEMRED : 0.0 I WIEFEBEART. 1.0 ITmWIFE R < PhdaiR D £ 3,
o friction (BEEMRED) : HEMEICIR > 72 ELY NI IFREIE I 0ISHEL T,

T % 200K T 1 OMEIR. Y AoN— (R NECTHAEDE THEHIAE T, &
ARINTIE, KFERIREVHFOMEZHRAL. BRI AR THAGDEEZRAL 3, ME
DRREIN TV WS, PhysicsSpace @ defaultRestitution ¥ defaultFriction
DEHINE T,
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PlaneCollider & BoxCollider D435 %% L

PlaneCollider ¥ BoxCollider D#HAG HBICIXFFAIZKL WA H D £, Y72 PlaneC
ollider @ restitution 7% 0.0 DLGE. FOFMHIZ Bk WK  LTkbih., FHlo r
estitution FRKFEE LTHEDLATH A,

ZHERWVWHHERE (beam) ODLZENDTHTT, HOWMBIRICYz2 ., EAZDRFEA
YoV RFHDLP O RELSHNTAEIMFEHLE T, ZORR. HIEOBAQED TIdRd KE
RIMAZIZRD, RPRBROCMETH 21200053, BONE Lo TRNKITZ Z L
HH D ET, webg TlE. KHEIDHHRINIZ restitution: 0.0 @ plane-box T, KD
MBkda7zn g e WSHREZBIEL £7,

& 51T plane-box TlE, FD 1 HAL T ZHIEEICHEMSR E AR TOTIER L, JRKEIZ T3
IEWEBTER % support patch ¥ LTE & D 22TV T, ZHd, fIiRVAERHEVIRD
IRABIFUATRPT, —FRFANCA 1 J7ZU08D DIAARL XS IR Z 2N TH ., FEEICIXmEE
IANEF DB D patch & LTIV T 35720 TF, support patch 2BMENEEE. 2D
MRAE D SEBIEREHR L, B — R OX R TIH LB ZES L THWET,

26.6 MEI> T ORERENEFIE

ZIh5IE, webg LD X DI L THERZ GOEMLZEMZFEL TV 2, Z DR
FHZOWTRRR L £

EEEZz#F 5Ky I XAE (OBB) DX

YTy Y DFEEIBWT, Ry 7 2% TN FETRF (AABB)) & LTS 2. THElHg
L7% (OBB)J & LT#HS 2IFIFHICHER DGR %D $3, AABB OADFLEIIHET

T, RZHOR Y 7 ADNEHR L TV EIZd00b 53 Y2 D HENY — L FENCEE XN T
W3, HEMESHLURLAAPERE TATLEVET,

% ZC webg T, BoxCollider 2R T 4 DT + — X =4 V28 % kM L7z OBB (Oriented
Bounding Box) ¥ LTI FFERALTCVWE T, —H T, BIL—LFTXRTORY 7 Z[H
TICEWHEZRITS L ARSI EL Kb, 7a—F7z—X (REHE) TldsH% AABB
Z W TRI 28 DA RIBE(E 21T > TWE T,
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BRI 72 LI webg/BoxCollider. js @ getWorldInfo() & getAabb() THIEINT
WE,

// webg/BoxCollider.js
getWorldInfo(position, quat = null) {
return {
center: this.getWorldPosition(position, quat),
half: this.getHalfExtents(),
axes: this._getOrientationAxes(quat)
};
b

getAabb(position, quat = null) {

const info = this.getWorldInfo(position, quat);

const extent = [0.0, 0.0, 0.0];

for (let worldAxis = 0; worldAxis < 3; worldAxis++) {

extent [worldAxis] =

Math.abs(info.axes[0] [worldAxis]) * info.half[0] +
Math.abs(info.axes[1] [worldAxis]) * info.half[1] +
Math.abs(info.axes[2] [worldAxis]) * info.half[2];

}

return {

extent [0], info.center[1] - extent[1],
extent[2]],

extent [0], info.center[1] + extent[1],
extent [2]]

min: [info.center[0]

info.center[2]

+

max: [info.center[0]

+

info.center[2]

};

getWorldInfo() &, BITED KR T 4+ ONE & A X I2HOWT, OBB oHub, 44 X, B
KO =L FZEMTOT A (axes) ZBEME L F3, gethabb() TE. IhHDEMRZEIZ
OBB 272 ICaAAUR/NDOT —)L K AABBZEELTWET, ZOFEKICED, 7u—F
7 = — ATl E#% AABB IR TRl 2R DA A, B - 727 O A%l 72 OBB
E (Fr—7z—X) KETZeNTEZET,

OBB R oixktHIE (SAT)

IR - 7o R v 7 AR O, SAT (FEEHERE @ Separating Axis Theorem) % H
WTHIELE T, AL, THI2ENCEE L 2ICEBPHIUIEML ThRv] W
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HIZEoSWTWE T, HIEICHEHT 243, 5 OBB ® 3ADHMiHY., ZH56DNED S5
b5 IARDE, FF 15 ATT,

F4E13 webg/BoxCollider.js @ _buildObbContact() IZHH F7,

// webg/BoxCollider. js
for (let i = 0; i < 3; i++) {
if (!'testAxis(boxA.axes[i])) return null;

if ('testAxis(boxB.axes[i])) return null;
}
for (let i = 0; i < 3; i++) {
for (let j = 0; j < 3; j++) {
const axis = [
boxA.axes[i] [1] * boxB.axes[j][2] - boxA.axes[i] [2] * boxB.axes[j][1],
boxA.axes[i] [2] * boxB.axes[j][0] - boxA.axes[i] [0] * boxB.axes[j][2],
boxA.axes[i] [0] * boxB.axes[j][1] - boxA.axes[i][1] * boxB.axes[j] [0]
1;
if ('testAxis(axis)) return null;
}
}

testAxis () BIENZE. fHE I NN D OBB 2% L. ZOXMEDPEL > TWE 0%
WRLEST, IXRTOMTERIPD-1GEICDA THEMLTWE ) LWL, RHERD
DI/ Z W AR (normal) BX U D DiAAE (penetration) DfEfE U THHAL 35

F 7z, Bl (contact point) WZDWTIE, HIZ 1 M T ZETHOITIEDHD A, web
g Tl&, SAT TEINHD face #NTITWH G, face D TERRED HEEANZHRIA (contact
manifold) ZHMK L £ 5, edge #iD DT IEMRZITTHAUL face manifold ZEBET 5
72, B box RIRICHIN- L 2 TH, ROV THEMATLR T RoTVET, —
7T, BAHEIC edge HETH 2 HEIINRER 1 SOFEME LTy, BER/MEOEHTHEL
IEEEOTVET,

1RET >V ILOEUBI B HK L

[minz £ 5 HASETIE. BELZT TR WIROBIRICE2EID T &) 2EET 205
BHHET, TNERTOPENT VYL TT, ARIT3BITHITEHL, X L ITEH
TEHLRENH D T, HEAREZIZ 5729 webg TIXRATENIIN - 72Xt A K7 (diagonal
inertia) DAZIREFT 2EMFEZHRHAL TV T,
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Z DI LIETELX webg/PhysicsNode. js TR TWE T,

// webg/PhysicsNode. js

if (collider?.type === "box" && Array.isArray(collider.size)) {
const sx = collider.size[0];
const sy = collider.size[1];
const sz = collider.sizel[2];
return [

this.mass * (sy * sy + sz * sz) / 12.0,
this.mass * (sx * sx + sz * sz) / 12.0,
this.mass * (sx * sx + sy * sy) / 12.0

1;

Ry 7 AR CTRESTROBEEE—X > FORAZHW, KK A FLVEIRTH Zhzh
ORHCIE LAl 2B L $3, ZAUuck b, THIRVWYIERERE O £ D IZIZE D
IV FIOENZIZEI DTV BV o KRR BRI 2 KRBT E £ T,

Bz 20 YV ILN—DOEHE

RS E T, HDEER TR MBI 23 2iHiiL 3, FEELTWEY)
BT, FEEI L TH > THEMAIIENNT WS 7D TT, webg Tid v + omega x T
(BIEEREE + A X PERY L) 2EMAEE e LTGHREL. 22124 2oL R (HE
®) ZEHLET,

F4413 webg/PhysicsSpace.js @ _getContactPointVelocity(). _getImpulseDenomi
nator(). _applyContactImpulse() IZH D F7,

// webg/PhysicsSpace. js
_getContactPointVelocity(state, r) {
return this._addVec3(
state.velocity,
this._crossVec3(this._degVec3ToRad(state.angularVelocity), r)
)3
}

_getImpulseDenominator (bodyA, stateA, rA, bodyB, stateB,

rB, direction, invMassA, invMassB) {
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const angularA = this._crossVec3(

this._applyWorldInverseInertia(bodyA, stateA.quat, this._crossVec3(rA, direction)),

rA
)

const angularB = this._crossVec3(

this._applyWorldInverselnertia(bodyB, stateB.quat, this._crossVec3(rB, direction)),

rB
)5
return invMassA + invMassB
+ this._dotVec3(direction, angularA)

+ this._dotVec3(direction, angularB);

rA ° 1B IR T 4 OHLD LHEMME TONRY LT, b HEn (B CHEZ %2
713, AREANOHENRKEZRD £, _getContactPointVelocity() TlE., fREFEX
TV B MHEEZ degree/sec 2B rad/sec NEHAL TH S omega x r ZEITHLE T, 22
T degree/sec DX FAMAICTE T &, EIMRUEELH 5T AT TLEVET,

_getImpulseDenominator () Tid. MEMNLREZ T I LEERICL 2R ITR T 2R
L. BEEDODRZHEM L TWE$, _applyWorldInverselnertia() (. WV —/L N2
DIV TRMA VNV % KT 4 OBELESNS U R A EEANE L £9. EDHEIE
rad/sec ROAREZELE LTHRbh £7,

ERRICA VoL AR KX 2 MIZLIRo@E D T,

// webg/PhysicsSpace.js
_applyContactImpulse(body, state, r, impulse, sign, invMass) {
state.velocity[0] += impulse[0] * sign * invMass;
state.velocity[1] += impulse[1] * sign * invMass;
state.velocity[2] += impulse[2] * sign * invMass;
if (body?.getFixedRotation?.() === true) {
return;
b
const angularImpulse = this._crossVec3(r, impulse);
const angularDeltaRad =
this._applyWorldInverselnertia(body, state.quat, angularImpulse);
const angularDeltaDeg = this._radVec3ToDeg(angularDeltaRad) ;
state.angularVelocity[0] += angularDeltaDeg[0] * sign;
state.angularVelocity[1] += angularDeltaDeg[1] * sign;
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state.angularVelocity[2] += angularDeltaDeg[2] * sign;
}

OB Kb, BEEATFOD S TR TWAUR, BRIERIR RIS T & [BIESET) b B
XNFT, Ty KFEA Y OOLADRICEEA VoL RS FAEOMHATEH IS -0, #
PRSI o 7218 D DA BN 2 EF O EH L TV E T,

MLZBEDTHRICEZ T EHWE T, applyTorque() THME XNz ML 27X, _applyWo
rldInverselnertia() 12X - T rad/sec 2 ROMAMEENEBINE T, ZDH%. _radvVe
c3ToDeg() T degree/sec 2 NRE L T2 5 state.angularVelocity NMELET, DF D,
INFIRAELE degree/sec 1ZHfi— L. YK OWNERZZ T rad 2 5 3&EHTT,

ELTODEBREIL L support chain

BRBRRIEY VN—TIE, IRICHIED A BN, ARAD 1 JEE7Z00% 2 Z e 03D
DET, TBREEMEZIKR (contact manifold) % EEICHEC KAEYE LY O THUTER
WHEAAIOR LR 3 W T D, webg OBEFELETIINIRAHENEZRD ., FHPVOETH
WIRENI T2 Z e 3d b £,

Z D7z PhysicsSpace IZl& _stabilizeRestingBoxes() &\ 5 b ZE(LILIE (resting
stabilizer) 23% D £73, ZAUIEREZL T M LD 2 LTIz <. 3 TIZ support (GZHF)
Z1FTIRIHIT /R o /2 BoxCollider %, HARICH ILZEAANFE2MIITT, BHONGILIR P
laneCollider EODFTUL =23, BIEIE TR ¥ DEfIE support 252 Ml box @ _EIZFE -
7= box] WXL T3, BREMIZ support chain ZEFEXH 3,

ZEALTIE, FITEMIERD support & A7 2 contact ZED E T, K plane 12X LT
X2 DFERZ BV, box-box TX M550 LIZFESTWS D) % contact KR & AR
B SHE LS 2T, Tl box 233 T IE support ZFi 5, il TOMIEE D 53
INEWIGETZT support chain ANSMEE ¥ T, 20K, FHORFMEZRED Y + —2=F >
TV —)L RZEEANEEL L, ZD 95 B/ half extent D% support IEERANAIT 2 ER L LT
EXET,

const axes = [
this._rotateVec3ByQuat([1.0, 0.0, 0.0], state.quat),
this._rotateVec3ByQuat([0.0, 1.0, 0.0], state.quat),
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this._rotateVec3ByQuat([0.0, 0.0, 1.0], state.quat)
g
const halfExtents = collider?.getHalfExtents?.() 7?7 [1.0, 1.0, 1.0];
const minHalfExtent = Math.min(halfExtents[0], halfExtents[1], halfExtents[2]);

/) half extent Ol Z BT 2 DIE, FELERDEWITHAIZ support IERRANANT 7288853,
HOPMESZELR T WD TT,, MAKRD X5 ITEBOHIAIF U half extent ZFF235E 13,
BIED o & b support IEHICHWVEIZE S E T, 2T KD, ZHERZ ABENZH] D~ [H]
ZI5eET. BRI TIEERTVWEBEANFELNET,

IR FE D 53R I

LEACTRICER LR DD, AHREZRD 2 D133 TS K TT,

o support {EFRA MDA support HD ETa~d X 5i2E 3 K57,
o support HANBIAGATL DR FHOLEAZME T, A% support HANE LT
857

FEETIE. IRIERR normal NOGHEEH > T L TWVWE T,

const angularNormalSpeed = Math.abs(this._dotVec3(state.angularVelocity, normal));
const angularTangentVelocity = this._subVec3(
state.angularVelocity,
this._scaleVec3(normal, this._dotVec3(state.angularVelocity, normal))
)3
const angularTangentSpeed = this._lengthVec3(angularTangentVelocity) ;

support IERR A A D [AlERIX, #6723 support HD L TEBEEZ R -7 F Z B DTS, T4
R-EIZHPHENCS TE2E > TV HREERD T, resting stabilizer 2SBFFICIHL TL F
5 L RHATT, FEFE. sleepAngularThreshold & D K&\ support LR A D A EE D
BRoTWBERT 41%, sleep ANANTIEWIT FH A,

—77. support HIZERUAL A MOMELL, FOMIIHESHEF 72D AEM 08O %
FENZDTAEECED ET, T support ZHo THEBE I NI TWARIEEITT
. ZEMHETHEIEE T,
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const angularNormalVelocity = this._scaleVec3(
normal,
this._dotVec3(state.angularVelocity, normal)
)3
state.angularVelocity[0]

angularNormalVelocity [0]

+ angularTangentVelocity[0] * angularScale;

state.angularVelocity[1] = angularNormalVelocity[1]

+ angularTangentVelocity[1] * angularScale;

state.angularVelocity[2] angularNormalVelocity[2]

+ angularTangentVelocity[2] * angularScale;

Z DAEETIX, support IERR MO MAEEIZZ D F FH L. support HIZEIAVAT TS
% angularScale TH®HE T, X HWREB(FILZEEANRXF v I 554 TH, angularTan
gentSpeed 721} T/ { angularNormalSpeed <= sleepAngularThreshold ZZK L £3,
D% D, FD support HIDO ETEREEloTWER L, BEPEELTWTDH sleep TEFH A,

ZDRIE, BB R — FHEZ WM. Y 270 DEERFELETT, HITAREED
EXPI 2R TR ZRETZ . o TOWAYANERIEED £3, MICRRT2HRT
. JREX box stack L TEIZNEHNPVOETHAEMTIENE T, vebg Tl support 7%
A e BAUAAHAEST S 22T, HoTWE DA LET 2 B2NEHDXEL
BD] EWOIEFEMIZLLTVWET,

26.7 EfhA RO TV API

PhysicsSpace (&, EIEDRA T v I CHALLEMERZRFEELTED, Zhz7y SV —
a YITHHTE LT,

physics.step(deltaMs);

for (const contact of physics.getLastContacts()) {
console.log(
contact.bodyA.getName (),
contact.bodyB.getName (),
contact.normal,

contact.penetration
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K7, EMORE, M. K T2 Y XF—TRITINS Z & HARETT,

const offBegin = physics.onBeginContact((event) => {
console.log("begin", event.bodyA.getName(), event.bodyB.getName());
s

const offEnd = physics.onEndContact((event) => {
console.log("end", event.bodyA.getName(), event.bodyB.getName());
s

/] REICRST-5RT S
offBegin();
of fEnd () ;

7B, PUH—KRT 1 (isTrigger: true) FHEflA X MIIHENE T2, VHRLRHL
RLUSPKFIITVEEA, T VHEPCHBRANE, LYY —REOMHRISEL TWET,

const sensor = space.addPhysicsNode(null, "sensor", {
bodyType: "static",
isTrigger: true

b;
sensor.setCollider (new BoxCollider([6.0, 3.0, 6.0]));
physics.addBody (sensor) ;

MEZRADOEVEDHE (Query API)

ek & 35, VR OREZ R 2 DO WEDE API iRt Tun 3,

raycast() & raycastAll()

const hit = physics.raycast(
[0.0, 10.0, 20.0],
[0.0, -0.2, -1.0],
{
maxDistance: 100.0,

includeTriggers: false,
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layerMask: Oxffffffff
X
)3

if (hit) {
console.log(hit.body.getName(), hit.position, hit.normal, hit.distance);

}

raycast O 3EANIC e v b LWAZIR L, raycastAll ) 3&EMHFICES TXRTOE v b
Z PREENE IR U £ 5

queryAabb ()

const bodies = physics.queryAabb(
[-56.0, 0.0, -5.0],
[ 5.0, 8.0, 5.0],
{

includeTriggers: true
by
)3

queryAabb() &, HE L7- AABB B EHZ2KRT 4+ ZIRL £ T,

overlapSphere()

const overlaps = physics.overlapSphere (
[0.0, 4.0, 0.0],
6.0,

{
triggerOnly: true

}
)

overlapSphere() (&, ERIRDHPANICER D KT 4 2R L £, #PHREBELIEHIEICH

T
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%27 TV TIE, includeTriggers. triggerOnly., layerMask, filter R DA S>3~
EHHALTHRZRDIAL Z EATEET,

26.8 U3yl A1V—&vRY

VIEf=e 7 ) DN R ZZNRANCHIE T 272012, a VP a > L4 ¥— (collision layer)
E~Zx27 (mask) ZHHLET,

const PLAYER = 1 << 0;
const ENEMY = 1 << 1;
const SENSOR = 1 << 2;

player.setCollisionLayer (PLAYER) ;
player.setCollisionMask (ENEMY | SENSOR);

enemy.setCollisionLayer (ENEMY) ;
enemy.setCollisionMask (PLAYER) ;

2 DODRT 4 DEMERICIZ 2121, WHOSZAZBHFDOLA XY —2EATVWEILELD
h %3,

7 VT, layerMask & 7> a Y 2HLTHRL A VY —2RETE XTI,

const enemyHits = physics.overlapSphere(player.getPosition(), 12.0, {
layerMask: ENEMY
1)

26.9 Scene JSON (c &k 3YIERED

|mi

Scene JSON Zfif L CT. physicsSpace DRERHKA 7Y =7 b D physics BT 4
ZEETEXET,

"version": "1.0",
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"type": "webg-scene",

"physicsSpace": {
"gravity": [0.0, -42.0, 0.0],
"fixedTimeStepMs": 8.3333333333,
"solverIterations": 6,
"broadphaseMode": "sweepAabb",
"defaultRestitution": 0.0,
"defaultFriction": 0.4
I
"primitives": [
{
"id": "floor",
"type": '"cube",
"args": [20.0],
"transform": {
"translation": [0.0, -1.0, 0.0]
"scale": [1.0, 0.05, 1.0]
I
"physics": {
"bodyType": "static",
"collider": {
"type": "plane",
"normal": [0.0, 1.0, 0.0]
I
"material": {
"restitution": 0.0,

"friction": 0.7

}
I
{
"id": "ball",
"type": '"sphere",
"args": [1.0, 20, 16],
"transform": {
"translation": [0.0, 8.0, 0.0]
I
"physics": {
"bodyType": "dynamic",
"mass": 1.0,
"velocity": [2.0, 0.0, 0.0],
"angularVelocity": [0.0, 90.0,

b

0.0],
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"collider": {
"type": '"sphere",
"radius": 1.0

o

"material": {
"restitution": 0.7,
"friction": 0.05

angularVelocity (& JavaScript API ¥ [A] U < degree/sec T3, LDFITIE, BRIKICY
FH b ER 90 EOUIAEE R 5 X TWE T, Scene JSON T angularVelocity % &ML
7e%E1% 0.0, 0.0, 0.0] ¥ LTHbNET,

JavaScript il Tl&, > —> 7> &4 LD stepPhysics(deltaMs) ZF-OVH L CYIREHT %
(FAAY-3
const sceneRuntime = await app.loadScene(sceneObject);

app.start ({
onUpdate({ deltaMs }) {
sceneRuntime.stepPhysics(deltaMs) ;

sceneRuntime.update() ;
}
IDE

26.10 YIEEHRONIT 1>

PhysicsSpace.step(deltaMs) DWHEFTHEIT SN2 WD E M L X9
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BERA LTy TDER

77 V¥ D requestAnimationFrame {FFEITMMREH —E Tld72 W7z, PhysicsSpace (&
deltaMs 27 ¥ 2 4L —& (BFRHZL) 1D, fixedTimeStepMs T & IZ stepFixed(dtSe
c) ZFEITLET, ZAUCED. 7L —2aL— bOEHNCED & FTYHIZEH) O LEMEZ MR L
TVWET,

7A8-Fk7x—X (LEHE)

77— 87 x—X&, MEET 2N H 57 ) ZHCHIET 2 ERETY,

BEETIX sweepAabb E— FARHAZINTE D, ARZaY Y a vr xliAMIcY — LT
A¥ ¥ T BT, MRNTBEMERDIAAE T, BEREHICEHASDOE 2R T % brut
eForce E— FHEMINTWVWE §, PlaneCollider d & 5 RIERFEHIIFHREIR e LT
WV, HIZERICES Ko Il h TnE T,

FO—-7x—X (GHEHE)

FHu—7 2 —XTlX, 78— K7z —XTHIH SO EH U, FEEoEMIERR (normal)
¥ hiAAE (penetration) ZHEHL 7,

webg Tl TWIRZ L oEfilEt oY v 7 %23 1) Y a > 2 5 2] (Collider.buildContact
With()) KZELTWET, ZACED. FHLWBIRZEMT 255 TS PhysicsSpace &
Kouyy 7 2ZET 5kl BREAOBAZEIT 2 721F THERD AIRET T,

VILN— (BRERER)
VAN, Fa—T7 2= X TR LN HEMERE S, (I REEHIEL £,

1. MUA—=RT 4 Z2YHISED &R

2. BRENIIE UL TRV = TREDRT 1 2V 247 (wake) €5,

3. DDIAARIISC THEZM LIRS (MERHE).

4. HZAOHE v + omega x T ZHWT, ERAMDORIEA > OV A Z#H,
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5. BRI OEEITH U, B A 2oL R &,
6. KETHEBEEEDODOH B box %, resting stabilizer THZEMMFINFE 5,
7. BIEEE  AEEOFIERMFICE O X, R — PR E E,

solverIterations (JIBEIE) ZHET Z & T. BROVIKILBAER - IBOLENED
M ELUE3, FHREARNIEML 9,

A)—=TFeox1y

KT 4 DERRIPIRIC AL U, BUEEREE & AR A —E L F WELL N IC o 72 IRBEDS sleepS
tepsThreshold [Hl#i< &, ZDHRT 4 1ZAV —FKEICAD £F, sleepAngularThreshol
d 1 degree/sec AL TT, RV —TFHORT 4 ZHP UL SRS NS 720, FHHRIX T
ZRIBICHIRTE RS, 72774 7REAFIVvIRT4RFAYT 4 v IRT 1 LML
BRiC, BUO Y =4 7 L TYHERIERL T,

JR E® BoxCollider IZDW T, sleep HIEDHIIC resting stabilizer 23@ < HEDIH D %
T ZOMEIZ. IRENCHEAVAL T MO AREZ T ZHEL. IKIEEME DD OEERIE sleep
threshold 2 RE2 £ THRLFT, 2D, JRETELEEL TV 2 HIIHTF RS 3,
AHENTTITNEI LR oTH S sleep LET,

26.11 IRIRDEEEEEHE & FIPREIE
AP Y U THRICER]TZ 2013, UFRDO XS RHRTT,

PRAEE T3 2 5808k 1A,

RNEE 2P 7 #i P CBkAa 2 BRI,
SRR BRI X 3 BB DRAL

bV H—REEIC K B A4 R N HIE,

o LAF ¥ A AABB/EKIAA — =T v A2 X 2 2= WEDE,
e Scene JSON I X 2H AW LY ART 4+ DESF,

—J7 T TN OB RBRAEDFEGMANTH D FERIZINREM e L TR L ThE5,

e BoxCollider 71— K7 = —XIZBIF 3 5%EL7% OBB it FRfEIFANEE AABB %2
fHH),
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CapsuleCollider OEEFFAADXIE (BRI y Bl HEE),
BHEEES (contact manifold) O EEES 72 i,

JERAENET > Y VDRI T R — b,

HAEE 22 E (Continuous Collision Detection: CCD),
YaA4r b (Joint) 77 K= (Ragdoll) #¥#E,

26.12 WEERAA=YEFTRXbH

PHZEHOIEL S Z2MEET 5720, ZEHlicriza=y T X M 2B L THE T,

unittest/physics_node_contracts: PhysicsNode Bk APT OIS,
unittest/physics_space_contracts: HJj, BEEX A L AT v 7 Hfill, 7V, X
V=7 LAY —<R7 7% OEEERERR,

unittest/physics_node_fall: "Ry 7 AP N L CTIRTEILT 2 R/EROHRE
fE&2,

unittest/physics_node rotate: M@, b7, [A#EMEE (fixedRotation) DA
R

samples/physics_bounce: HEEDIKIADIPRCBE, BRIAR L CTRk42 5 2B sample, K
F¢ L AHEAEH 2 BN HERS T %, 7count=1000 THEFMGES AIAET S,
samples/compute_physics_bounce: ERK{KD#EHEE) & HEHZ2% Compute Shader
TS % LA sample, GPU @ ping-pong storage buffer 7» & [E#% instance f#H]
L. ?7count=512 F CHEMZMRTE £,

unittest/scene_loader_contracts: Scene JSON DRXENIEL { FiAAENR, T~
XA DR E 2 D DR,

¥FIZ samples/physics_bounce (&, ¥WHIT > I ¥ 5 L WEEIZ MENNICHIETZ 2729
BIEMEEDHEE L U TIEH L TL 72X W0,

Compute Shader ki & D L8

samples/compute_physics_bounce &, PhysicsSpace # GPUNZDEEBHLzH D
TIEDHY TH A, BRRLZFTRZREL, HEE, RV -7, #EMAXC b, LAY — 7T
U API ZAEMES 2 Kb DI, RIKIADIREEH & flil 2 GPU N TREMEETVE T,
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Compute Shader TTiX 1 invocation 23 1 BRAZHY L £ 3, T XTD invocation H3[F UH(
IREE buffer ZFHiA. HT DOXIKRETZ T % Bl buffer NEZF 3, ZD ping-pong HRUIT XD,
B invocation 23 UERIAANFIRHIZHEE 2 F JACBE Z B IT TWE T,

BRIKFEI LY EIXEMB L LT X 2EBLEL-2HAGDOEDOEETH Y., FHERBIIRKE N
Y552 ON?) TY, 2070, KREEREKMITOERE N GPUPHL Y Y TlER L,
ROIEH ZERST 272D DAMITT,

o [EE LBR%Z+##D Storage Buffer | DRIAIKEE,

o HJ) HE. MEMED

o BRIKE P - BE X DFZE,

o FHEIKKMDRIEA > VR LTl 5B,

o Ping-pong Buffer % {# - 7= i & A58,

o Compute fiR% CPU NEZ 2 instance i

CPU fik physics_bounce F#fil 4 X s XY =T 2G0T 7V r— a VAT OV
REX RS L. Compute Shader fUIZZE DM IREZ GPU TAiFIEH T2 7 —&X 7 v —%2Tif
T B, EVIHIRENDEWYDHD FT,

26.13 Ft®

webg OVl > o Z, BIFDOY — Y75 7 e piEd il A7 4 Tld7 <. Physics
Node extends Node EWHHEAMIZ KD, HHED Space LIZMEINTVET, ZHIZED,
FH7-H® Shape. BLE®D Node. P/HEH|ED Collider. HH1D PhysicsSpace % # NI 7Hf
LS, =200 =Y e LT—BLTRS 2eBTEEXT,

MABPEE ST REEAT7 0 —ZLLFD 4 KT

Y2 E % X &7 WIIRIX PhysicsNode & L CTAERT 5,

R7-H® Shape &PHH|ED Collider {FMIL L TEEFT %,

dynamic A7 1 O EZEZEZEET. MHRLERIC dynanic NYIDEZ 2

57 L — 2 PhysicsSpace.step(deltaMs) %7zl% sceneRuntime.stepPhysics(de
ltaMs) ZWFONH S,

=W =

COER7O—IINED T, HIJ FE B EiiA XY b 7 ) 2o 7iKEE
ERARODa— FTHRETEFT, FRD7 v 77— MTX D, HHRICEOREFENLSY a A &~
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MEREDBMAR EAETHXNTED, XDEERYHES I 2L —2 a YNOILRMAAJEET T,
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YEa—-brox—4—0ER

AEDHMN

ABETIE, CNEFTEINCEATELY 2 —&—, HEMNR. GPUYY—R, 7=X— 1
V. ¥Ial—YarYOHEEREL, avPa— b2 —X— I X B MHEIEANLRESE

R

WGSL Oz WebGPU OEABIEIZONWT, XD THELLEYRTOTIE L. &

IS L THIROE R B L7258 b HAED T AW,

ARETIE, RN ORERZALR - A L X9,

WGSL Ok 58 B I BETHEALHKE, avPa— bz —X—DT Y Y
RA VM, AL —=I N T77, RAML—UFTT7AF %, V=TT N—T~NEHRERL
e

NZMBDFE: 20 FEDRA MR ADEZ %, av P a— b2 (Compute
Pass) IZ & 2 E{GULEAY BEXEE T,

GPU NERMOER: 5 21 ETI1d CPU TR FIREBZEH L TV E L, RETIER
FL—=IRNy 77 ZHWT, BHHLEETE GPUNTREESE 2 FEERVET,
YUY —2EHOFE: 5 22 BTHEALEANAY 7 704 T4 » OEGEGREEREY L.
NRADFEATIEF, HRIRANL T4 V7, T4 Ay F, GPU XA LAR Y TRy
DFM TR L E T,

T—RREDRK: 225 BEORXF =V 77— ZMiEE, SSAO >y Ru~y TRy
DaryV¥a— MUIZERLTHHEL XY,
SIal—Yavikil B EOYHI LI L DEZ TR, KREDKFRIEA% GPU
TARFIEH S 2 3%EHHEHA L %9,
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$27TE QAVEa— b+ —H—DER 272 (B AV E2A—FDNAL T 51 VL

RECTHNT 2 EERUHE 7 o —13, LRV IV T 7 A VTHIERHERTE X I,

« book/examples/27_01.html : ComputePass I K 2 H/ffa > ¥ 2 — ML

« book/examples/27_02.html : A bL—=I Ny 77D 1 RTitBEL )V —KnNw
(readback)

« book/examples/27_03.html : G-buffer 422> & SSAO KRET

INFTFIK->TELZDIR, HES 22— R 7537 X oz —KR 12X 70—
Tl HEY 2 —X—THEBRREL., 797XV 2 —X—THOEZHRET I WVIFHN
F. 3D Z5 7 4 v 7 AICBIT AEER R FETT,

ML Tart¥a—tyz—&— (Compute Shader) &, fifiz WIS, GPU
+T T2Bo/NSRETE) 2UINCETTE22DDETILTT, 1 EZ7RLVEHME LZEE
MTEsBEAA, 1HTFR1IEA, HE2WVE 1 O0YEA 7Y 27 F2HAE LT, KEDIR
R FIRFCERTS 2 Z L DIA[RET Y,

72720, avPa— bz — X3RN EHR L TREMBETIE D D ¥ A, TOAREW
RAEMELE. EfR. E. B D 20iIEME LI EY T — & % GPU kIR L2 % £,
BB OINIREFENIEFRICHAR TE 2 /UCH D T, RAETIE, v—L~L (KL A v—) 725
ITETNAE Y Y = 2D EHFICER L E S, ZhoolEEria L CRERELRZ
LI EINAAL LA (FHLAY—) BREWHIZ, RETHLITVWET,

27.2 WECIAYEa2a—bFONAIT 51 LR

HE 797X b ozxz—X—aryta—tr>z—E—Fk, WwinLd GPU L TEET 3
TS ATIN, FO EEX N HA PIRARCERD 3,

o M z—X—: HREANY 772 A1 L, HEZLIWCEEIL, 7V v 7EHOTHRA
BEHOLET,

¢« 79 TRAV I z—H—: FRARITAXFERZATIE L. B 2IUERMZ & IRE) L.
Color Attachment D&ZH L ¥,

e 2V¥a— b xz—X—: {EED Buffer ® Texture Z AJJ ¥ L. dispatchWorkgroup
s() THEE L/-HAITHEE) L, Storage Buffer % Storage Texture NHI L 5,

HR 797X bz —R=1F TL X =04 754> (Render Pipeline) | OHTHEIfE
L. ZAEORBERERE T R b &\ o AR 24l 7 0 — AR TR TV E T,
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$27TE QAVEa— b+ —H—DER 273 AYEa— oz —4—DERTETI

—J. avta—brdz—&X—Z Tarv¥a—1+,%4 754> (Compute Pipeline) | & L
THILUTEITINET, ZAFE2MCBEIXR < JavaScript 225 TZ 0O 7 — %%
MIELTIELW CBRINICETHER (F4 2% F) ZHLE T, iz, BESETHI
EHEEY A REFR O 7%, Ty Ial—yaryThiuIh R CROERE
LR UE T,

273 AYEa— b xz—H—DRITETI

AVPa—brz—X—%flHT2DICAREMEZLE LT, 1V Rr—>a >
(Invocation) | [V —2 7' )v—7 (Workgroup) | 5 4 Z»¢» F (Dispatch) | @ 3 2535 b
£9,

e AVERF—Yav: YR 1 HOFEFTEMTT, HELETIX 1 EZ L,
BT 1 RIS EE 2 2 e B— T,

o V—=UIN—T EBDAVKRr—arikFedFT7r—7T3, GPUNET
IR EHIh MR D T,

o FTAANYF: RBERBDY—2 7V —T% GPUANFITL, B ZHBXE 2 8E
T3,

B R 2 AP % FE AR [ 72 F2 351 2 U ISR L £ 97

Q@compute @workgroup_size(8, 8, 1)

fn main(@builtin(global_invocation_id) id : vec3<u32>) {
let coord = vec2<i32>(id.xy);
// coord BT DA YRT—3>DEHEETEILERL LD

}

@workgroup_size(8, 8, 1) & 12DV =77 N =712 8x8x 1 =64 DA > KRr—
ParvEEDIEETT, HEY A XH 1280 x 720 D¥F A, JavaScript I TIERD X 512
=2 N—TEEHEL, UIb EIFT7 4 R8vFLET,

pass.dispatchWorkgroups (
Math.ceil (width / 8),
Math.ceil (height / 8),
1
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E27EOAVEa—bo—44—DERE 274 XAML—FIORXRFVYERAML=DNYT7

I THEEPDELZDEZ, HEHDERLEHINNT LI Y —7 7N —TH L ZDEBEIFR S
BOWRTY, YID EFTT 4 ARy F 52, BHOMIZIEYT 24 R —a »psd
LES, 2070, WGSL DILHHTHRTHAN 7 7 2251k 57— PO Z AL TL
7230,

let size = textureDimensions(outputTexture) ;
if (id.x >= size.x || id.y >= size.y) {
return;

}

COHPEHRERDI ., AL =T 7AFYRA ML —I Ny 7 7> DHEHFANNT 71 A
L. WebGPU DN F—2 a VLo —ONERGFTEEELIHLFERE D 3,

274 RAPL=STO9RFVYERARL—=NYT7

aYPa—bdz—&—F Ak LT AL =527 2F % (Storage Texture) | %
721k TR L= Ny 77 (Storage Buffer) | ZHL 3,

APL—=UF PV RAF %, AP a— oz —XR—D0oEfT—&r LTEBEEXADSL T
JAF ¥ T,

@group(0) @binding(1)

var outputTexture : texture_storage_2d<rgba8unorm, write>;

FHXIAAIZIT textureStore() ZHAL F3,

textureStore (outputTexture, coord, vecdf(color, 1.0));

AL =INy 773, BERSCEINZEDHHT - X 2HiAEEZT LDy 77T
To Mo A 7Y 27 bOIRED L 512, HBRERTIZR TEEOES) L LTTF—&
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RPEBLIEVWEESICELTVWET,

struct Particle {
positionLife : vec4f,

velocitySize : vec4f,

};

@group(0) @binding(0)

var<storage, read_write> particles : array<Particle>;

BB, 12DT 4 Ay FATHEL VY =A% AT IO FIHER T 28%EHAIFEREL
TRIEEWV, BE2AVERT =2 a VPHAIA S L LTWAEE, JlOA YRy —> a vk
CHEMZTLES b, MRD GPU OFETIEFIKFEST 2 [7—&5ia) »RELET, 7
Z7— (EH»L) RHDTI 2L —yarDEIIZ, APREEFAR > TRIREE E =AU
TlE, 2200V Y —RZXHIMEHTS T K> (Ping-pong) | R EHHAL X5,

27.5 GPUEE® 2 0METO—

webg IZBIF 22 ¥a— bz —X—DFHZ—=21F, REL DT Render-first (i
ERWI) ) & TCompute-first GHRAT)) D200 7n—IZnHINE T,

Render-first (3&E%0IE)

Fc3Dy—rELYX—X—% v+ (RenderTarget) N\ &, ZOHEGPLELIGRE 2~
Pa— bz —&X—THRINL3T 2 72—T73, Bloom. DoF. SSAO, 4 77—KZ74 74
V7. SSREEYDRA N FutRIZORKICELET,

3D >— > Render Pass
-> Compute Pass (L7 x ¥ hER)
-> FullscreenPass (BE@mADIE—)

—-> canvas

Zo7nu—Ti&, 4D Webghpp.frame() ZifEHF L7205, onBeforeDraw & onAfterD
rawdd ZfEH L CTUBEZFHAL £9,
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Render-first OUETIX, GPU NERTH S fre . canvas NIRRT 202 7IFTHERXD T L
DEETT, A, #. SSAO. SSR. Bloom & ¥ dDatHEIE, AR ALY EIEWE
KzHfoV=7H 77— L TEDTT, —/. HEIHTERIE. AHoBE T4+ X7
A THARICAZZ K512, HE2TE2HZEMT L M —r~v BT, RrHOH <L
ZITVET,

webg @ ComputeEffectToneMapPass Tld, F—><%v 7 & LT reinhard & 1
inear ZERTX £ J, reinhard I& color / (color + 1) IZIEWVWH X T, RWIEE 72
LICEMET 27280, KPR Bloom 281> — Y THRCEZMZ LT WAHRTT, linear i
HERE S ERE T ICRREPANIND 5720, TLOEDERCH S Z RS L2 Wil RS, 3T
WKHZ X ZHIcETVE Y — Y IZAEE T,

FORZHUTBIR T 2 RERM 7285 X —&XIJ, exposure, saturation., gamma T3, expos
ure I b=y B IHIO S X 2 HE . FHOBEMIED X 5 IR 2 % L
%9, saturation (IMEEZRD LD LEOMERN S 2T L, SSR RH TOUNIR RZ 25
B DOMERITHILE £F . gamma I FHRAEHRT 4 ATV A RRANGDE LT, @HEIZ 2.2
BERICLET, ZHUI by — U RBEOBRMEER 2T 5 gamma CIZHAIARZ D, &K
RRONABE A —T %R BT2DDETT,

Render-first DEfZE FIF5 & Zld, BT LD — V2R EEEEICT 2B EHD 28
Ao T2& Z1X SSR 1. G-buffer Z full FHEEDO F EMRFFL. KA ZFHHE T 5 storage texture
720 R ARMREIC T X £9, ComputeSsrPass @ resolutionScale ¥ Z D7D DEET, BE
FEfEL 0.7, FEEHPHIZ 0.6 225 1.0 TY . KENITLDO > — X UZRE 5N 2 Wil 72 D
T, ARG Z2D UEBBREICLTH, BHOOPHREDOH A FBEIZRTE I,

b5 —DOHEELZDIF, FHHE LW pixel ZBIRANICIRD 5 Z & TY, SSR Tl G-buffer ®
albedo alpha ZKHH L LTS 728, albedo.a * intensity 2 T7/NE W pixel 1X, K
LA 2R TOERMBRMERITIILAEFS L EE A, ComputeSsrPass @ reflectivityT
hreshold |3 Z DHEME T, BEEfEIX 0.05 T, enabled: false % intensity: 0 DHH
% shader NIC ray marching ZEM L ET, 2D k51 THHHRBEZ NS5 Atk TH
U7 pixel ZBHNTKZ %) HiEzHAEOES L. REHOERBEZREELEI T
GPU Compute FfEiZ MIFR3 <D £7,

Compute-first (F+tH%17)

Je12 GPU EDIREE CRi A E-SYFIRRER YY) ZHFTL. ZORIEREZ 20 % F/MEH T
570 —T7%, GPUKTFRHIIaL—Yay, GPUYHEL YR Z YD 5,
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Compute Pass ({KREEEHT)
-> Render Pass (RITIKAEDIEE)

-> submit

Z D7 u—"TIX, Webghpp IZ computeFrame: true Z#5& L. onComputeFrame N> K J
DODHFT1 7L =270 GPU a~x Y RHETH D queue.submit() FTOLITEZHIEL 3,

27.6 ComputePass lc &k DMIBDIEEE

ComputePass (. WGSL 2 — R, N VT4 VY IER, avEa— b4 TFF54 0 2=
TA—bNy 77, TAANy FitHE DT DLV (KL AY—) RarTr 5
A TT,

077 ZADOHENX. WEHWHEZ 75 v 7Ry 7 2325 Z 2 Tld7 <. WGSL »Ek 3
50V —RA% JavaScript lITd T£HT) N4 V74 7% E) ) © LTHRL, EEE
DAEEZBH BT Zi1I2H D 75,

IR, ANEBRZD LS LTRA ML =7 7 RAF 2 ANFEZRALS VIV RHEEGIZ R L
S

import ComputePass from "./webg/ComputePass.js";
const code = ¢
struct Params {

values : vecé4f,

};

@group(0) @binding(0) var<uniform> params : Params;
Q@group(0) @binding(1l) var sourceTexture : texture_2d<f32>;
Q@group(0) @binding(2) var outputTexture : texture_storage_2d<rgba8unorm, write>;

Q@compute Qworkgroup_size(8, 8, 1)
fn main(@builtin(global_invocation_id) id : vec3<u32>) {
let size = textureDimensions(outputTexture) ;
if (id.x >= size.x || id.y >= size.y) {
return;

}

371



FE27E AYEa—- b+ x—4—-DER 27.6 ComputePass I &k DUIBDIEE

let coord = vec2<i32>(id.xy);

let color = textureLoad(sourceTexture, coord, 0);
let gain = params.values.Xx;

textureStore (outputTexture, coord, vec4f(color.rgb * gain, color.a));

const darkenPass = new ComputePass(app.getGPU(), {
label: "darken",
code,
workgroupSize: [8, 8, 1],
uniformFloats: 4,
bindings: [
{ binding: 0, name: "params", type: "uniform-buffer" I,

{ binding: 1, name: "source", type: "sampled-texture" },

{
binding: 2,
name: "output",
type: "storage-texture",
dispatchSize: true
b
]
s

darkenPass.setUniforms (new Float32Array([0.82, 0.0, 0.0, 0.0]));

FITRE, BEEEL T3 L v X — %2 (Render Pass) ZEAL T 6, MLavwy Rz
vaA—R—~Aar¥ta— FRZAEEMLET,

app.getGPU() .endPass() ;

darkenPass.encode(

app - getGPU() . commandEncoder,

{
source: sceneTarget,
output: outputTarget
1
{
timestampWrites: app.getGpuTimestampWrites(true, true)
b
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ComputePass HAZa~ >y Frra—X—%2frA¥ 3. queue.submit() BITVEEA,
TAUTED, T =Vl —» a>Ea— IR - ZVRZ7Y—rabt—) Wnwi 17 —24
NOFEGFIEFRE, 77V 75— a Yl cHEeICay br—LTEET,

NDEHRIE 21— MLiE%E T L —LANEBAD

CZETOMPZEROT ) r—a vy ~AflHABRALIZE. ANt kdy—VHL Y& —
Z—2%"v b (RenderTarget), 22X L —I T 7 AF v, F&hER% canvas i F
ullscreenPass 23 E TS, ROFIE, Hifid darkenPass % Render-first @ 7 L — A~z
A AR INDLE D R N D= I

¥ — @ Shape & Node 1356 23 X T [FU/FIAT app.space NEFRFATHDHD L
LE9d,

import WebgApp from "./webg/WebgApp.js";
import ComputePass from "./webg/ComputePass.js";
import FullscreenPass from "./webg/FullscreenPass.js";
import StorageTargetFactory, {

resizeTarget

} from "./webg/StorageTargetFactory.js";

const app = new WebgApp({

document,

autoDrawScene: false,

clearColor: [0.04, 0.05, 0.07, 1.0]
B

await app.init();

// createScene() AT Shape ¢ Node % app.space NENT S
createScene (app) ;

const sceneTarget = app.screen.createRenderTarget ({
label: "darken:scene",
format: app.getGPU() .format,
hasDepth: true

3
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const targetFactory = new StorageTargetFactory(app.getGPU(), {

label: "darken:storage"
s
const outputTarget = targetFactory.create({
label: "darken:output",
width: app.screen.getWidth(),
height: app.screen.getHeight ()
3

const darkenPass = new ComputePass(app.getGPU(), {
label: "darken",
code,
workgroupSize: [8, 8, 1],
uniformFloats: 4,
bindings: [

{ binding: 0, name: "params", type: "uniform-buffer" I,

{ binding: 1, name: "source", type: "sampled-texture" },

{
binding: 2,
name: "output",
type: "storage-texture",
format: "rgbaSunorm",

dispatchSize: true

]
P

const copyPass = new FullscreenPass(app.getGPU(), {
targetFormat: app.getGPU() .format
s

await Promise.all([
sceneTarget .ready,
outputTarget.ready,
copyPass.init ()

1;

app.start ({
onUpdate: ({ screen }) => {
/! ANEHENOD pixel WitZFED7H. MAZBLTENEET S

resizeTarget (sceneTarget, screen.getWidth(), screen.getHeight());

resizeTarget (outputTarget, screen.getWidth(), screen.getHeight());
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X,

onBeforeDraw: () => {
// B 1ERRE: BHED 3D scene Z offscreen target A<
app.screen.beginPass ({
target: sceneTarget,
clearColor: app.clearColor,
colorLoadOp: "clear",
depthClear: true
s
app.space.draw(app.eye) ;
I

onAfterDraw3dd: () => {
// % 2 E%P&: scene Render Pass ZFL. [EU command encoder ~\ Compute Pass ZEBMNY
3

darkenPass.setUniforms (

new Float32Array([0.82, 0.0, 0.0, 0.0])
E
app.getGPU() .endPass () ;
darkenPass.encode(

app.getGPU() . commandEncoder,

{

source: sceneTarget,

output: outputTarget
b
)3

// B 3ER’PE: Storage Texture % canvas f Render Pass NIE—7 3
app.screen.beginPass ({
clearColor: app.clearColor,
colorLoadOp: "clear",
depthView: null
3
copyPass.draw(outputTarget) ;
app.screen.clearDepthBuffer();

});

ZOFITIE. Webghpp A7 L —ADATY Iy a—X— L BKIAY 73 v F (submit)
PEHLET, AP L—VTZRAFXIERAT Y TF 2 4 UANEHEFRE T, HEIC Fullscre
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enPass 25t &AH - T canvas ~NHHE L % 3,

TV —=2aryEETLTINGDY Y —ANREIZR - 7581 A& DRI
ELET,

darkenPass.destroy() ;
outputTarget.destroy() ;

sceneTarget.destroy();

277 AFPL—=PFORFv EEVRUVIBR

AYEa— bz —H—OMNEERDT I RAF ¥ I2IE, BEOL VX —X—Fy brid
#7225 [Usage (HR) ) REDWETT, StorageTargetFactory ¥, 2V Ea— bz —
X—7ro&EZAAARE (STORAGE _BINDING) THbh., »OREOUETY > 7Y ¥ 7t
A D A[EE (TEXTURE_BINDING) RV ¥R —&X—7v b e—BHLULFHETERT 279
D777 )T TATY,

import StorageTargetFactory from "./webg/StorageTargetFactory.js";

const targetFactory = new StorageTargetFactory(app.getGPU(), {
label: "main-storage",
format: "rgba8S8unorm"

});

const outputTarget = targetFactory.create({
label: "compute-output",
width: app.screen.getWidth(),
height: app.screen.getHeight ()

)

await outputTarget.ready;

Tl REFAES 7 4 — Iy 20 =T 275 0T, AN ZZHICANEZ S
"BV RUMR BARIRTY, webg TIEHRIIIGCT3IHHEOL Y RV EH Y 7 X242 L
TVET,

o @Q<tt>{PingPongBuffer}: 2 &A® GPUBuffer Z ¥, iz I a2l — a »PH
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REED B Hr72 ¥,

o @<tt>{PingPongTexture}: 2 D GPUTexture ZEH, T 7 X F v LS
A — b bR EICHEM,

o @Q<tt>{PingPongTarget}: 2 ffld RenderTarget Z &M, 77 — D KIEHEI{GULE
DZBGE 75 E I,

PingPongTarget & StorageTargetFactory LfAGOETHHT LI T, VY —RXD
AR HYIDEZ FTRERICEARTE T,

const pingPong = targetFactory.createPingPong({
label: "blur-pair",
width: app.screen.getWidth(),
height: app.screen.getHeight ()

3

await pingPong.ready;

const source = pingPong.getCurrent();

const destination = pingPong.getNext();

// source 55 AELD destination NEZTATHIBZ LR L 8. BAEHTS
pingPong.swap() ;

FILT 7 RAF ¥ ZRIRICTHAEZTA IR BIFA&GEHE. avPa— bz —&X 128
AARARBIEH TS, ZhER 3. HED GPU ONEHI R ETIEFRICHRE L. BEICk-
THEREMEOR AR EREHZIPL ik 35,

27.8 ZAFL—=NwI77Ic&kBd1RcaAEa— MR

EGUIETIZ 1 DDA YRy —vavik 1 E7 AL I E L, b1, THA, Y3
KRB ¥ OECH & 5 HE1%. global _invocation_id.x ZECHIDA > 7 v 7 R (index) &
LTHWET,

RDOPNZ. ANESNDEEZ 2L, 1 ZMATAERZHDR P L —I Ny 7 7 AFEZAD
WFETT,
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import ComputePass from "./webg/ComputePass.js";

const inputValues = new Float32Array([
1.0, 2.0, 3.0, 4.0,
5.0, 6.0, 7.0, 8.0

1;

const count = inputValues.length;

const inputBuffer = app.getGPU() .device.createBuffer ({
label: "scale-bias:input",
size: inputValues.bytelLength,
usage:
GPUBufferUsage.STORAGE |
GPUBufferUsage.COPY_DST
3
app.getGPU() . queue.writeBuffer (inputBuffer, 0, inputValues);

const outputBuffer = app.getGPU() .device.createBuffer ({
label: "scale-bias:output",
size: inputValues.bytelength,
usage:
GPUBufferUsage.STORAGE |
GPUBufferUsage.COPY_SRC
s

const readbackBuffer = app.getGPU() .device.createBuffer ({
label: "scale-bias:readback",
size: inputValues.bytelLength,
usage:
GPUBufferUsage.COPY_DST |
GPUBufferUsage.MAP_READ
s

WGSL Tk, AN% read. H1% read write ¥ LTXABIL £3, params.x [TERH,
params.y ¥ params.z {&ZX7 —/L (scale) ¥ N4 7 X (bias) T3,

const scaleBiasWgsl = ¢

struct Params {

values : vecé4f,

};
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@group(0) @binding(0)

var<uniform> params : Params;

@group(0) @binding(1)

var<storage, read> source : array<f32>;

Q@group(0) @binding(2)

var<storage, read_write> destination : array<f32>;

Q@compute @workgroup_size(64, 1, 1)
fn main(@builtin(global_invocation_id) id : vec3<u32>) {

let index id.x;

let count = u32(params.values.x);
if (index >= count) {

return;

destination[index] =

source[index] * params.values.y + params.values.z;

JavaScript fll TIZRA P L —=I Ny 7 7> OFEZANA V7 4 Y ERANIHR L, WWHT 5 E35E

% dispatchSize NEL %7,

const scaleBiasPass = new ComputePass(app.getGPU(), {
label: "scale-bias",
code: scaleBiasWgsl,
workgroupSize: [64, 1, 1],
uniformFloats: 4,
bindings: [
{ binding: 0, name: "params", type: "uniform-buffer" I,
{
binding: 1,
name: "source",
type: "read-only-storage-buffer"
I
{
binding: 2,

name: "destination",
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type: "storage-buffer"

]
});

scaleBiasPass.setUniforms(
new Float32Array([count, 2.0, 1.0, 0.0])
Vs

const commandEncoder =

app.getGPU() .device.createCommandEncoder () ;

scaleBiasPass.encode (
commandEncoder,
{
source: inputBuffer,
destination: outputBuffer
I
{
dispatchSize: [count, 1, 1]
}
s

commandEncoder . copyBufferToBuffer (
outputBuffer,
0,
readbackBuffer,
0,
inputValues.bytelLength
)3

app.getGPU() .queue. submit ([commandEncoder.finish()1);

R % JavaScript 22 HHER T 25 81%. GPUMBE DR TRICY — RRNw I Ny 77 %< v

7" (map) LEI,

await readbackBuffer.mapAsync(GPUMapMode.READ) ;

const result = new Float32Array(

readbackBuffer.getMappedRange () .slice(0)
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)

readbackBuffer.unmap() ;

console.log(result);
// [3, 5, 7, 9, 11, 13, 15, 17]

J— RNy 713 GPU & CPU ORIAZMNE YL T 230, Ty ZoREEROBFICIZE
MTEH, B7 L —L20fHNETIZEITE S, NTAMERZY TR, avPa— bz —&—

ﬂfij‘(}

R STy 77 e XAIFTEENPFELE T,

scaleBiasPass.destroy();
readbackBuffer.destroy() ;
outputBuffer.destroy() ;
inputBuffer.destroy(;

27.9 WGSL & JavaScript DXEUL 17 FD—

AP —=INY T 7RIL=T7 3 —o\y 7 7~ NEERZIE TS, JavaScript fIDECHINETZ
TR, WGSLD7 74 X2 b (alignment), ¥4 X (size). A bF A K (stride) &—
BB IREDRDD £,

REM BB OFARMNZEEIZRXDOMEY TT, - £32 /u32 / i32: 774 X > b dbyte /| ¥
A X 4byte - vec2f: 774 X ¥ |k 8byte /| ¥4 X 8byte - vec3f: 774 X I 16byte
/ %4 X 12byte - vecdf: 774 > Xk 16byte / ¥4 X 16byte - matdx4f: 774 VX~
I 16byte / 4 X 64byte

FHZ vec3f &% A4 XA 12byte TH o ThH, KD X U N—% @& iLiBlT 16byte HFAR DFE
22 £ 3, JavaScript I T 3 HD float 72 ZiEED. ZDERANFDOEEZEL &, WGSL 23
MFT2A 71y b (offset) E—HLRWGELRDHD FI3,

FCAHI BRI CPU 22 5B S 2 SR TR, BE T 2{H% vecdf HifinFe s L
MCEZEH LT AD £T,
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struct Particle {
positionLife : vec4f,
velocityMass : vec4f,
colorSize : vec4f,

};

Z D Particle X 3D vecdf T E A, 1 EED R b7 1 FiZ48byte T3, JavaScript
TId 1 EEZ 1280 £32 L LTREETEE3,

const FLOATS_PER_PARTICLE = 12;

const particleData = new Float32Array(
particleCount * FLOATS_PER_PARTICLE

)3

const offset = particleIndex * FLOATS_PER_PARTICLE;
particleData.set ([

pxX, Py, pz, life,
VX, Vy, VZ, mass,
r, g, b, size

], offset);

ComputePass.setUniforms () 23f5/E float B & DFERE—H 2 EKRKT 5 DI, ZOFRESE
% GPU FEATHICMIE T 2720 T, MEKZZLZET S L 23, TWGSL OX Vo8 —JlHE B
[JavaScript fllOA4 7t v b EIEY [N 7 7 2KOANA YA ZLEHNIRAFF7A4 K] D3
RZRIFFICERH L TL 2 E W0,

27.10 F—HHRE L EH

GPU TREZHEODA AT —2 a UPUINTETEINET, P =2—X—Da—FpErb5IH
WKEHEIPNLTWTSH, BRE2AVERT—2a DR ZDEFTEITEINBZIRIALEDD XA,

ATy I AT EICHILLI-EH

BAVRT—aUDRHTDA VT v 27 R (index) P EitAEST 20T, R b

L—I Ny 7 7% read write THEHHTEXZE T,
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let index = id.x;
particles[index] .position +=

particles[index] .velocity * deltaTime;

DA Ry — a HET particles[index] NEXRAF R WI &M TT, GPU
FFDEII, 1A VR —2are LRFZ2—N—In S8 208 3 Z o TT,

W fE % SO AR
fii, 77— Wk, At — b~ brokSic, BEERET TR BEERbRUHEAR
ERDPRETT,

let left = sourcel[index - 1];
let center = sourcel[index];
let right = sourcel[index + 1];
destination[index] =

(left + center + right) / 3.0;

Z DMHT source ¥ destination Z[EU Ny 7712558, HEALVKRr—>arnpFE
FHRTNEZRNDA VR —> a YDRPCHOAREEDLH D £, FiRELZ T THAKZ
B2ETIRFETEIRDEDDZ7-0, ANeWhzend., 74 ARy FRIZEYRSY Y —ADH%
s L %9,

S w4 (Atomic) BE

BRDOA YRy —2a yBELC AT VX —~IET 255, #HE D read-modify-write TiZ
BHERkObONE T, ZOHRBRTIEX atomic B 7 b I v 7K EMHENE T,

struct Counters {
activeCount : atomic<u32>,

};

Qgroup(0) @binding(0)

var<storage, read_write> counters : Counters;
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if (particleIsActive) {
atomicAdd (&counters.activeCount, 1u);

}

7y BEREHREEITIITAE TN, IRTDODALA VRTF—arBN1O2DHT
B —~NEFT B WHEPMERLES, V=27 N —F T EH L. Blo Tk
BT 22, BiaEeil s TP HBETT,

D—OTN—TXEVENVT

var<workgroup> (&, MLV —27 7NV —FI@T 54 Y Rr—a YREIBPHAETE 2EHE
BREET T, ANE—EY =2 7N —T XEYAGiAAA, EREHEAHT 277 %
AN TV E S,

var<workgroup> tile : array<f32, 64>;

Q@compute Q@workgroup_size(64, 1, 1)
fn main(
@builtin(local_invocation_id) localld : vec3<u32>,
@builtin(global_invocation_id) globalld : vec3<u32>
) {
tile[localld.x] = sourcelgloballd.x];

// ZEED tile NDEZTAAHEKRZDETHD

workgroupBarrier () ;

let value = tile[localld.x];

destination[globalld.x] = value;

workgroupBarrier() IRV —27 7V —THDRMITT, AL —=I Ny 77 \DEZ
ABEFRICLT =27 7N —TANTHIAT 2 081D %551 storageBarrier() ZfHVWE T,

NY T, T—= T N—THNOLA VR —> a DR UEIH 70 —CEHET 2 EAE
SREPHDET, A VRT—a >y 8IKEPERS if ORNHINEL &, —Hd 4 VR
r—a yBEANY ZIIZEFEES. ELVWEEIICR D FHA.
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T ARy FERE—FEIEL, TRXRTOY =27 N — T ORRE RO EANE T RHED
HBGER. 1203 a— bRXANTERL LS 83, X200 TETEFZHRL
S

Compute Pass A

-> Hff] Buffer NEL
Compute Pass B

-> A DEMERZHT

FLa~vy Fzya—&—IZBEFICESR L 2R ARTlE. WebGPU 28V ¥V — X H D AE
ERE2EMLET,

2711 =900 —TH 1 XDRE

@workgroup_size() &, REJIUITHVWE WHETEDD ERA, 1 V=2 TN —=T1TE
DEAVRTr—a v BHTZLVLIRE, V=0T N—=FRXEY, K, GPU7—F%7
7 F %I Ko THEYIREIZZEDD £9

RAODERE LT, UNOMED S U THIBI L T 7230V, - 2 ZXcHiffUE: 8 x 8 %
7213 16 x 16 - 1 RycHCHILBE: 64, 128, F721% 256

YOMEEMFESHES. WGSL @ e@workgroup_size() ¥ ComputePass &3 workgroup
Size x—HI¥ X T,

Qcompute Oworkgroup_size(16, 16, 1)

const pass = new ComputePass(app.getGPU(), {
/] ...
workgroupSize: [16, 16, 1]

s

FNA ADHFET 5 FIRIZ device.limits THEETE %3, /272L. FBRATHZZ &p
RETHDIEEERLEVTA, EFEOEBEMAETIDEZ, ALY —r. FMRE, BERET Fra
meTimer ® GPU 2 ¥ a2 — MR Z L TL 72 W,
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B TlE, WA 54 VERS TS v o—RZEaR 2T, —E7 L — A28 0BE)
EERENEST, £l VY ION—T A XBBEEHT LR, T 74 DBREDL7=D, [Fl—
FAITHICHEZ EEZHZ 2D T3, A o4 e LTHERZITWE TS,

FBUFE T, V=27 7L —TOIRBEETT, flziX8 x8¢ 4 x 161 3H56% 64
AVRTF—2aryTIH, BRI 2ILDOHATRCXEIVANDXANVEIRBELZD T, £3
VLRSS R D RITICE D IEHFTE F 72130888 U7z 1 RO 2V, GRS RIS W TR L
TL7ZEW,

27.12 GPU HgEISE & FrameTimer

WebGPU O —E8D SR EREIX. 734 ZAERATNICIIRANCER T2 BB H D £5,
ZX. GPU LR 2 F2ICEH T % timestamp-query (&4 7> 2 Y ##E (Optional
Feature) & LTI TVE T,

import WebgApp from "./webg/WebgApp.js";

const app = new WebgApp ({

document,

gpu: {
requiredFeatures: [],

optionalFeatures: ["timestamp-query"]
I

frameTiming: true

s
await app.init();

if (lapp.screen.hasGPUFeature("timestamp-query")) {

console.log("GPU timestamp query is unavailable");

}

« requiredFeatures: {67 L 72REEDS VR — P TR TWRWES, #Iftz{ZIEL Tx
Z—%HRITET,

o optionalFeatures: ¥ K— s XN TWAHEDAERMELL, KIS TH > THEMER
e L F 3
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%72, frameTiming: true Z45E T % & NERAYIC FrameTimer 2MEEN L. 7 L — AR,
JavaScript OALFHFERY, GPU o a > ¥ a2 — bR, GPUDL YA —REFHILE S, Z
UKD, Ry 723 CPUMNCD 2 D2, GPU OFEICH 5 D2 EBIFNZ 7T
S

app.start ({
onUpdate: () => {
app.message.setLines("timing", app.getFrameTimingLines());

}
)

2713 FEOFLH

AVVPa—bbrz—&R—lF, HIZ79 AV o2 X —ZBXMZA2-DDHDTIEHD
FHA, FOEMIZ. ., FE. EE. 2L TEELINEY T — &% GPU FICERL
%%, HHEGELRHE AL, 54 VEBRTZ3HITH 3,

webg Tld. ZOMILHRAEZ TR DMBANCHIH T 57D OB Z ML TV EF, Co
mputePass IZ K 2 BE R Y Y —XEHD 6, StorageTargetFactory IZ X 2 XM T 7 R
FrARE T, REMICHEEZHAEDE TR E W,

AR —=INy 77 &S EEEX. WGSL & JavaScript DXEY LA TV b, 4 VRT —
S aYBOF—REE, V-2 ZN—TH4 X, ZLTCPU & GPU O [RIHIHFH b LB
D—HlE D £9, KETIEX, IHoOEMBIEEZ VT, BANKAR 7ot 20mE R
RENR MRS 2 TIE2EVET,
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AYEa—MNRICEDIBELRIA

HIERETHEAL A Ea— bz —X—OEMZHE A, ARTREZNS ZIEM L BERZ
MFESNRDOFEANEEA LT,

ZIZTE, B—oHENHEPHASDLE., P—rekogKraLxes KXtk
R RAT T4 OERGEEZFHLUIEHLES,

AETH S G-buffer £liA» 5 SSAO KR £ TORARN LM 7 1 —IX book/examples /28 01.html
THRTE T,

28.1 fARDIYEa—FRX+TOER

ComputePass FFLHMZE—L NV (KL A Y —) 7 I RXTITH, EEO7 7V r— 3
> Ti&. 77—, Bloom, DoF. kv — gt X 512, FE OERLE 2 —> DH%HE
BAIANF D R R 2R T 2 ORI T, FRISRIE, WGSL, N T4 V7,
WEHA ML =Y 77 2F v ZHETHMELTED, AHFRZ7 27 DRI —-XFRELHE
TIEFICERTE LT,

REEEIEET T —IC & B EEIL
ComputeBlurPass (&, 2 KJudD 7 7 —% [KFJ50A, & TFEETTA] O 2 BN TET
$2a777ATY, B 200771387 LH7D N x N BOH > TV > 7HhnE

TIH, ZDO7HE (Separable Blur) iI2&D N+ N FNCETetEa XA M 2HIBTX £,
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import ComputeBlurPass from "./webg/ComputeBlurPass.js";

const blurPass = new ComputeBlurPass(app.getGPU(), {
label: "main-blur",
width: app.screen.getWidth(),
height: app.screen.getHeight ()

s

await blurPass.ready;

app.getGPU() .endPass () ;
const blurredTarget = blurPass.encode(
app.getGPU() . commandEncoder,
sceneTarget,
{
radius: 3,

iterations: 2

Bloom [C& 3 EEEDICLH

ComputeBloomPass (&, [EiEMHHOME — 75 —#H — T —Y e DEM L5 —
HO70—%2—FIEHLET, JUTED, BOIEHREFIIC U A LR 2 £ 8 2
LE9d,

import FullscreenPass from "./webg/FullscreenPass.js";

import ComputeBloomPass from "./webg/ComputeBloomPass.js";

const sceneTarget = app.screen.createRenderTarget ({
label: "bloom:scene",
format: app.getGPU() .format,
hasDepth: true,
width: app.screen.getWidth(),
height: app.screen.getHeight()
s

await sceneTarget.ready;

const bloomPass = new ComputeBloomPass(app.getGPU(), {
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width: app.screen.getWidth(),
height: app.screen.getHeight()
s

await bloomPass.ready;

const fullscreen = new FullscreenPass(app.getGPU(Q), {

targetFormat: app.getGPU() .format
s

await fullscreen.init();

app.start ({
onUpdate: () => {
const width = app.screen.getWidth();
const height = app.screen.getHeight();

if (
sceneTarget.getWidth() !== width ||
sceneTarget.getHeight () !== height
) {

sceneTarget.resize(width, height);
bloomPass.resize(width, height);
}
I
onBeforeDraw: () => {
app.screen.beginPass ({
target: sceneTarget,
clearColor: app.clearColor,
depthClear: true
I);
app.space.draw(app.eye) ;
I
onAfterDraw3d: () => {
app.getGPU() .endPass () ;

const output = bloomPass.encode(

app.getGPU() . commandEncoder,
sceneTarget,
{

threshold: 0.58,

intensity: 1.2,

softKnee: 0.35,

strength: 1.4,

exposure: 1.0,
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blurRadius: 3,
blurIterations: 2,
enabled: true
}
)

app.screen.beginPass ({
clearColor: app.clearColor,
colorLoadOp: "clear",
depthView: null

s

fullscreen.draw(output) ;

app.screen.clearDepthBuffer () ;

)

HESRFE (DoF) DORIR

ComputeDofPass &, ¥ —>DH 77—, 3EREDIZ) LEKE, 2 L TREFRZEV, £
REEBECIO C 7 E SR (Depth of Field) Z &ML £3, scene color % small / medium
/ large @ 3 D DIKFRIGE target ~\ downsample L TH HZEFEZ I T2, RRHEL
GPU BfiZ#R LT WHK TS, REERTIE. BREH» 5 DZE% focusRange TH|-
T stage (L iE% K, scene -> small -> medium -> large DIEICHHIMIL 3

import ComputeDofPass from "./webg/ComputeDofPass.js";

const dofPass = new ComputeDofPass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight ()

E

await dofPass.ready;

app.getGPU() .endPass () ;

const output = dofPass.encode(
app.getGPU() . commandEncoder,
sceneTarget,
{

focusDistance: 36.0,

391



F28E AVEa—MNRCELFIBELRRA 28.2 by —URRDIBF

focusRange: 7.0,

maxBlurMix: 0.9,

projectionNear: app.projectionNear,
projectionFar: app.projectionFar,
debugView: "composite",
sharpnessWidth: 0.2,
sharpnessPower: 8.0,

blurRadius: 3,

blurlterations: 2,

sampleStep: 1,

stageSmallScale: 0.7,
stageMediumScale: 0.5,
stagelLargeScale: 0.3,

enabled: true

28.2 bkoy—RBDIBE

by —URE (by 2) & [BOEME (RRZ2VE—2av)) & TgEiRofmt ]
D2 ODINHEEIAGHOETHEL LI,

BORELICEZEDRI

ComputeToonPass (&, MAFEADS —> A7 =2 A1 LTRITMD ., B2 X 2DHDH
FCT 5 28Ty 72 XAROED RBIZEB L %7,

A TDEFLETILIVIL

RGB & F ¥ ¥ 2 NZERNZALD 2 & BHEPFHNSL T RD £, 207, ComputeT
oonPass Ti¥ RGB O AfE%Z ¥ 27 A DiEE (intensity) & LTHDH L., ZhzmFLL
EJa

let intensity = max(max(source.r, source.g), source.b);
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I, BE%Z levels THE LLBRBEHBANEFLL XS, 22T gamma 87 X —&XZHW
52T, BEHLOBERZENETD. H25WIFHEME D AN TEXT,

fn quantizeIntensity(
intensity : £32,
levels : £32,
gammaValue : £32
) —> £32 {
let safeGamma = max(gammaValue, 0.0001);
let encoded = pow(clamp(intensity, 0.0, 1.0), safeGamma);
let stepCount = max(levels - 1.0, 1.0);
let band =
floor(encoded * stepCount + 0.5) / stepCount;
return pow(
clamp(band, 0.0, 1.0),
1.0 / safeGamma

)

B AL LU72fEIZ. floor (HHEEHDOBHZ X) 2056 1.0 T TOHIPFHANE L. 70D RGB &/
FICLREREZHIELEE T, Zuckb, BHHEZHEFL-ZZHZ XSS REESHRZIZ 280
TEX9,

ComputeToonPass DFIBAE

import ComputeToonPass from "./webg/ComputeToonPass.js";

const toonPass = new ComputeToonPass (app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight ()

3

await toonPass.ready;

app.getGPU() .endPass () ;

const toonColor = toonPass.encode(
app.getGPU() . commandEncoder,

sceneTarget,

{
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levels: 4,
strength: 1.0,

gamma: 1.0,

floor: 0.28,
enabled: true
}
bE
INTAX—%2 | B BEH
levels BRI oD BB 2~ 16
strength | JTOfie by —YEOES | 0.0 ~ 1.0
gamma SR E o A O R 0.0 <~ <4.0
floor BT DO % X 0.0~ 1.0
FREPIR DM E SR

ComputeEdgePass (&, > — 77— DR, %7213 G-buffer DIERRZE & IRE D & HREh
ZRHEL. ATA 7 —~BEEHL 7,

2 BEHEADERBREH

1. Color Edge: > — > 715 —ZMEICEH L. Sobel 7 4 V2 THEZHMHL XS, 7
7 A F % OERRRL DR & 03Tz, BENZFMRIICAWTWE S,

2. Geometry Edge: EROZL (HOTNH) LEREOTEN (WMAIIE) 2o/t L
9, MARREIRE ULTomE 2R L2 WEEIEMTT,

BOKSLERE—F
B U2 sik. BFORKEZERLZEZEA L —a Yk > TR LET, £7-. blen
dMode IZ & > THRDOEMATEZ EIRTZE T,

e "black-multiply": JLCOEEEE L THL 325 (HARZER,
e "black-subtract": DAL LHET 5 (K D iEWELR),
e "white-add": JLOMITME T2 (FEAKER),
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28.2 by — Y REDIBHE

ComputeEdgePass DFIAHI

import ComputeEdgePass from "./webg/ComputeEdgePass. js";

const edgePass = new ComputeEdgePass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight()

s

await edgePass.ready;

const outlined = edgePass.encode(
app.getGPU() . commandEncoder,
displayColor,
{
strength: 1.0,
threshold: 0.16,
mix: 1.0,
thickness: 2,
blendMode:
colorEnabled: true,

"black-multiply",

geometryEnabled: false,

enabled: true

P

Geometry Edge Z# 3 25581%,. G-buffer 22 5EMR, HRE, BIXUEKE I TX -2 %)

TRENRDD £T,

const resources = gbuffer.getBindingResources();

const outlined = edgePass.encode(
app.getGPU() . commandEncoder,
displayColor,
{
normal: resources.normal,
depth: resources.depth,
projection,
strength: 1.0,
threshold: 0.16,
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mix: 1.0,

thickness: 2,

blendMode: "black-multiply",
colorEnabled: false,
geometryEnabled: true,
normalWeight: 1.0,
depthWeight: 1.0,

enabled: true

Fy—=CRRAOKEE 70—

by — @R e HASOE S, T OIEF CLI 2R L £ 3,

linear scene color

ComputeToonPass (BBERFE(L)

DoF / Bloom (UZ7ZERTHITI TV )
-> tone mapping YFRIWEH >V IEH

-> ComputeEdgePass (RIZBVRERZBEHL)

-> canvas

Vv

Vv

ComputeToonPass IXHRIAMERDEHEKS K > T3 ) =7 2%/ Tl A L. ComputeEdgePass
FERRZER DERABR I U TR Z A 3, ZAUTk b, RS mslo RS 2 L
THEETE, BEDRN b w — Y RIEDATRET T,

28.3 G-buffer zAAW-BERZ I E 21— MiE

B2 % 7 7 —HBE TR R, BERPFEE L Vo RM2FEREHFETHHT 2 2T
Wk At e OIRCED K SERKRBDAIREICAD £, TA6DFME % LD TRF
T 5B % [G-buffer (FAX YNy T 7)) EFFNET,

GeometryBufferPass |&, ¥ — Yo ABHLIERZIEE L., 77—, 2 —Z2MER. F
B2 RIRFICAER L %3,
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import {
GeometryBufferPass,
createGBufferProjectionParams,
createViewMatrix

} from "./webg/GeometryBufferPass.js";

const gbuffer = new GeometryBufferPass(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight(),
colorMode: "material",
normalSpace: "view"
s

await gbuffer.ready;

const vfov =
app.screen.getRecommendedFov(55.0) * Math.PI / 180.0;
const projection = createGBufferProjectionParams (
app.projectionNear,
app.projectionFar,
vfov,
app.screen.getAspect ()
);

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);

IRIGER (SSAO)

SsaoPass &, G-buffer DIER L EED S, VKR LORRESCMHZ D TR (Occlusion) |
I BIANCETE L. ZoH2WEERMITIMA T,

import SsaoPass from "./webg/SsaoPass.js";

const ssaoPass = new SsaoPass(app.getGPU(Q), {
width: app.screen.getWidth(Q),
height: app.screen.getHeight(),
radius: 18,
strength: 1.15,
bias: 0.08,
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samples: 16,
resolutionScale: 0.7
B

await ssaoPass.ready;

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);
app.getGPU() .endPass () ;

const output = ssaoPass.encode(

app.getGPU() . commandEncoder,
gbuffer.getBindingResources(),
{

projection,

enabled: true,

radius: 18,

strength: 1.15,

bias: 0.08,

samples: 16,

resolutionScale: 0.7,

view: "composite"

resolutionScale {X. SSAO @ raw AO target 721 2 KM GRE T 2 EFE T, BIEME
£ 0.7 T, 0.5205 1.0 DHPFAZIEETZET, G-buffer D color, normal, depth & Ff&
IR GRS R 7 VRBRE D £ £IR =N 2720, BHEHEEREZMHENT 2D TIE R, AO DERK
W) BB RS THRET T, TIVRBEANGHKT 2B TIX. depth & normal 12X 3
HAMNT 2V, MIRERZBZ 72 AO DIZLAZMZET,

FTALI77=KR e SA4T71>27

DeferredLightingPass (&, G-buffer & FOGIRDECHIZFHiA. Y27 L T L ITHHRIICZ
AT 4V 7%FHEL X5, HFEEDEATH, IAX MY OHBEEENZED S\, IEE
IR FIETT,

import DeferredLightingPass from "./webg/DeferredLightingPass.js";

const deferredPass = new DeferredLightingPass (app.getGPU(), {
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width: app.screen.getWidth(),
height: app.screen.getHeight(),
maxLights: 128

s

await deferredPass.ready;

const lights = [{
position: [0.0, 2.5, -4.0],
color: [1.0, 0.55, 0.18],
radius: 9.0,
intensity: 3.2

5

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);
app.getGPU() .endPass () ;

const output = deferredPass.encode(
app.getGPU() . commandEncoder,
gbuffer.getBindingResources(),
{
projection,
viewMatrix: createViewMatrix(app.eye),
lights,
lightCount: lights.length,

view: "lighting"

RO =2 ZAR—X[4t (SSR)

ComputeSsrPass &, G-buffer DIFHRZ V. EHINOERZEHED K 5 ITRKF S5 SSR
ZEILET,

import ComputeSsrPass from "./webg/ComputeSsrPass.js";
const ssrPass = new ComputeSsrPass(app.getGPU(), {

width: app.screen.getWidth(),
height: app.screen.getHeight ()
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)

await ssrPass.ready;

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);
app.getGPU() .endPass () ;

const output = ssrPass.encode(

app.getGPU() . commandEncoder,
gbuffer.getBindingResources(),
{

projection,

enabled: true,

intensity: 0.82,

distance: 42.0,

thickness: 0.42,

steps: 48,

resolutionScale: 0.7,

reflectivityThreshold: 0.05,

view: "composite"

ComputeSsrPass D iE, KFEZDH D% RGB . KA DEHE%Z alpha ~“EM L %
T ROBEMEIX. ~T7 V7 IVORGFER, VAERBIRZE L S, HHECHERTO
BREZEOCEATT,

SSR 134 pixel TRA L A ZERT 2720, HHBRE & KIRODMHZ D F L EMITH
# | %9, resolutionScale l& SSR D] target 721 KM E(L 3 23E T, BEEEIX
0.7, HEEHPIZ 0.5 25 1.0 TF, G-buffer i full FRE D £ FiHiA. EFEED SSR H
NIEF BB TR LUTAEM L £ 3, reflectivityThreshold i, albedo.a * intensit
y DHEEMELL R D pixel T ray marching &g 3 2720 ORET S, BEEMEIX 0.05 T, KK
B DEERLYIERDIZ N scene TIE GPU Compute FEZ2 M2 5<% 3,

ZOMEICLTEL &, RBD ComputeEffectComposer THMATEZIBZIRL T D F
F, add AR TIEIRAEZITCDOENE LiAAB, HALIRRHWIGIRD X 5 B2 WS Z21E D
9, mix G TIEKPNEAISC Lot RFEZEE 2720, Kif2iE< LTS EHEE
EDEH XL 72 DI K ORI I 2R L WMERRICME %3,
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SSR REFRRDZBEL

ComputeSsrPass Tld. &t A DAEHRRKIC THIHY Coarse Step + R LWwHF
EERALTVET,

EEMRETLA Z#ED 25N TIE. A X ZHEESC FOV ICX > THEREENZL DD, BhHEIC
o N T 4 v BRI EST, ThZRT 5720, HEA FLOL A BEIREIZILE T
2Ty TEEHHNCHRE L. BHXMENP RO o728 T2 0 ERTHEELL £5,

D7 7=k, FRAMREIZ DD, YHATESR S X FFHFITHEIF LI VWEEL
RS REPB AN TEET,

¥ Ry 7IC & B 70O (il

FOMENX, HRHEROREZRET S [Py N~y 7oA & AIAXTHATO
Tl D2BRETITVWETS,

Directional Light (FE{7¥¢E)

ShadowMapPass Ci#E~ v 7Z{E L. ComputeShadowPass T G-buffer ® 7 — L F{ij{&
74 MEBAE L THRL T,

import ShadowMapPass, {
createDirectionallightMatrices
} from "./webg/ShadowMapPass.js";
import ComputeShadowPass from "./webg/ComputeShadowPass.js";

const shadowMap = new ShadowMapPass (app.getGPU(Q), {
width: 1024,
height: 1024

s

await shadowMap.ready;

const shadowPass = new ComputeShadowPass(app.getGPU(), {
width: app.screen.getWidth(Q),
height: app.screen.getHeight ()

s
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await shadowPass.ready;

const light = createDirectionallightMatrices({
direction: [0.55, -1.0, 0.38],
target: [0.0, -0.5, -1.0],
distance: 35.0,
halfWidth: 21.0,
halfHeight: 18.0,
near: 1.0,
far: 75.0
g

shadowMap.renderSpace(app.space, light.viewProjection);

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);

app.getGPU() .endPass () ;
const output = shadowPass.encode(

app.getGPU() . commandEncoder,

{
. .gbuffer.getBindingResources(),
. .shadowMap . getBindingResources ()
I
{
projection,

cameraWorld: app.eye.getWorldMatrix(),
lightViewProjection: light.viewProjection,
lightDirection: light.direction,

bias: 0.0015,

normalBias: 0.003,

ambient: 0.18,

directIntensity: 1.0,

pcfRadius: 1,

view: "composite"

ambient (3. WOHTOIREBHERITHLZ X ZIBELE T, 0.0 [T 2 FEHMANTEL
BD, 1.0 DT BIEEHOEENE LD ET, BEACEED XSy — 2 TlE, HOF
ZRI-VWE 2K, HTEIRDPENS 23D LEDICHKELET,

directIntensity (&, Yo Y7o TV A HDEFILORE ZFHE L 3, ambient DM
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DEEITFTHZDIIH L, directIntensity [ZIRARDOHZ X a>Y b I XA MNEEZ 5728
DETT, R =~y by 7 eillaabE 256, BIAMZHIXEL % & 23 dir
ectIntensity % M. JeomEzi Relwvwe 23 LT %7,

Spot Light (ZFEy k31 k)

SpotShadowMapPass Z i\, FISER D IR HIPH 2 Z & L CHREZ/ER L £ 3, HIEM T
ComputeSpotShadowPass Z W, ZREHEISINZ THHEONIMHIE 21TV E 5

import SpotShadowMapPass, {
createSpotLightMatrices
} from "./webg/SpotShadowMapPass. js";
import ComputeSpotShadowPass from "./webg/ComputeSpotShadowPass.js";

const spotShadowMap = new SpotShadowMapPass(app.getGPU(Q), {
width: 1024,
height: 1024

3

await spotShadowMap.ready;

const spotShadowPass = new ComputeSpotShadowPass (app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight()

s

await spotShadowPass.ready;

const spotLight = createSpotLightMatrices({
position: [0.4, 1.8, 2.8],
direction: [0.0, -0.22, -1.0],
fov: 70.0,
near: 0.05,
far: 42.0
1);

spotShadowMap .renderSpace (app.space, spotLight.viewProjection);

gbuffer.renderSpace(app.space, app.projectionMatrix, app.eye, app.clearColor);

app.getGPU() .endPass () ;
const spotOutput = spotShadowPass.encode(

app.getGPU() . commandEncoder,
{
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...gbuffer.getBindingResources(),
.. .spotShadowMap.getBindingResources ()

T,

{
projection,
cameraWorld: app.eye.getWorldMatrix(),
lightViewProjection: spotLight.viewProjection,
lightPosition: spotLight.position,
lightDirection: spotLight.direction,
innerCos: Math.cos(40.0 * Math.PI / 180.0),
outerCos: Math.cos(50.0 * Math.PI / 180.0),
bias: 0.0015,
normalBias: 0.003,
ambient: 0.10,
directIntensity: 1.0,
pcfRadius: 1,

view: "composite"

AKRy b7 A4 FTH, ambient ¥ directIntensity DEMKIZFATHIREF LTI, EW
. BB T A4 N OMEHIPIN T ERICIR 2 RT3, innerCos & outerCos DTl
B2 X DBRIZODITHET 579, directIntensity % LiF 25 & FEHHFIFHDOHULHH < X,
ambient % k¥ % & FSEDIMAIRHAD R 3 <72 D 55

284 2Zal—23rrEEDHRSE : GpuParticleEmitter

EGEUHTE R, GPU LOoF—22BHH L TZ20 % $#HEICHHT 2556, AiEThih
7= TCompute-first GIHEIEIT)) O Z L D £9, WebgApp IC computeFrame: true %5
FEF 5. onComputeFrame N> F 7 OHIT, IR LMEETORITEZIY PO —)L T
S

DMK TR DIESIIR DD GpuParticleEmitter T3, ZAUE, M FDIREZIREFT 5 X
ML= Ny T 7 GRS T T4 2 il 774 2 E2HEGNNEET 527 72T,

import GpuParticleEmitter from "./webg/GpuParticleEmitter.js";
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const emitter = new GpuParticleEmitter(app.getGPU(), {
label: "main-particles",
particleCount: 32768,
floatsPerParticle: 12,
workgroupSize: 128,
paramFloats: 20,
targetFormat: app.getGPU().format,
initialData: createlnitialParticleData(),
computeCode: createParticleComputeWGSL(),
renderCode: createParticleRenderWGSL()

P

app.start ({
onComputeFrame: (ctx) => {
const gpu = app.getGPU();
const commandEncoder = gpu.device.createCommandEncoder () ;
app.beginGpuTiming () ;

emitter.writeParams(buildParticleParams(ctx.timeSec, ctx.deltaSec));

emitter.encodeCompute (commandEncoder, {
timestampWrites: app.getGpuTimestampWrites(true, true)

};

const colorView = gpu.context.getCurrentTexture().createView() ;
emitter.encodeRender (commandEncoder, {
timestampWrites: app.getGpuRenderTimestampWrites(),
colorView,
depthView: gpu.depthView,
clearColor: app.clearColor

B

app.endGpuTiming (commandEncoder) ;
gpu.queue.submit ([commandEncoder.finish()]);

app.afterGpuSubmit () ;

P

GpuParticleEmitter DR ADHFEIF, 2o P a— b2 —X—TEH LA L —INy
T77%. TOFFEERY 2 =X =205t L[ TT, 7—X%%Z CPUNRET (V—F\y

7) RBENLL, GPUWNETERT % 7, BT HORF %2 Mied TEndI il T & $95
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285 NA1TS51DHELER
VYL —ADES
AV Va— MUETE, ANLHADY Y —AFER B LTV S Z L AFAXTT, ¥+

UNZADBY B A4 ZXNTEIE. G-buffer 7 27 PR, AL =TT AF ¥ B TRTCH
CSEICEH LT ZEW,

const resizelfNeeded = (target, width, height) => {

if (target.getWidth() === width &%
target.getHeight () === height) {
return false;
}

target.resize(width, height);
return true;

};

const width = app.screen.getWidth() ;
const height = app.screen.getHeight();

if (resizelfNeeded(sceneTarget, width, height)) {

gbuffer.resize(width, height);
ssaoPass.resize(width, height);
deferredPass.resize(width, height);
ssrPass.resize(width, height);
shadowPass.resize(width, height) ;
bloomPass.resize(width, height);
dofPass.resize(width, height);

TNYTEa—ICEBYD T

ZERICBIFa vy a— MUETIE, BRERLZTZRTARESE2HTOIIRETS, 20
72, webg DENRRAWIFHEHD T Ny 78 2 = EHINTVE T,
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INR REMHE 21— BAR

SsaoPass ao, normal AR D ADHH., ATIEROIES M
DeferredLightingPass | albedo, normal, depth | G-buffer %% D IE 4

ComputeSsrPass reflection, normal R&te v MREL ATIERO S
ComputeShadowPass shadow, albedo MR A7 HEEB. AJIEROIESE
ComputeDofPass depth, focus REEDORIEAL, FEATH & Z BRI L O#iPH

AEEFHERZ. TATY Y =R (G-buffer) )] — THEFER (AO REZE)) — TEK

AR

DNETHEREL TL 2 E W,

28.6 +STNa—-TFTa2Y

AYPa— bz X —HRIBILZMHD 7V e BIRREZ LD ET,

BEPE - BICRS: LY X —NZAZALTICa sy a— SR ZHB L TOROVD,
A ML= 77 XF ¥ D Usage \Z STORAGE_BINDING 23RE XN T W50, wAEHNC F
ullscreenPass THF ¥ YNANRE LTV A DZHEE L TLZE W,
RO EH XNV quene.writeBuffer() IZ X% 21 =7 + — A FEH AP, dispat
chWorkgroups () DEIBPINEL TR 7 L2 TETWRWATEEEDLD D £ 7,
BUEDHITL S WGSL O#EiEIR Y JavaScript flIOXEV LA 7T b (754 X by
AL F74R) B=HLTWEPHERL T I W, KT vec3f D87 4 Y ZIZIERL
TLEEW,

HbOOENHAETS: FA—V Y —RDORAFEZHENEETVLAEELDD £3, A
NN YRV Y = ZAANGEEL T ZE W,

I A ARAHRBWDHS: 557,87 X —%& (Near, Far, FOV, Aspect) 233 — > HiH]
R =L TO0A 2R LT TV, ¥y Fu~vy 7055 bias L T
7% K (Shadow Acne) ZHIHIL %3,

by —YRBDFHR: b=V U IR r~EHo R CEBE bzt 2. B
B EAR T RDET, HTRREND i) 12 ComputeToonPass ZHLE L T <
72EW,
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$28E AYFa—MNRICEZIEELRIR 28.7 ¥®

28.7 F®

ARETIE, avPa—tbrz—X—%2HVWT, BHMAZEEIMNT) S G-buffer ZFH L 725
ELRRANFotX, ZLTGPUYIal—aryFTrEETAIHERZIE LR,

ayVa— bz —X-0EMIE HER FE, ER BELES e v BN T -2 %
GPU LicfRFsL. o2 HHRIEFTMTL - B TE 234 74 Y ERETE 212D
DEI,

FFIERI D RN X B HTNRDFEED HIRD, IRAIZENL ZIME LEML R4 75
A UNEFHBIETLLEZI WV, THIZX D, WebGPU 2542453 2 B 7251 AE )] %2 AR IR
WKHIEHL, BBERT 774 v 7 ARBZEB T2 N TEET,
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7521 L 3D RIADHKES

29.1 FEDOHEM

D77V —aryORENEGEDZHiEE LT, HRX—ZAL XY >~ (Physically
Based Rendering, PBR) (3l CTEHE TS, L L. REOMEZYHEE L L THE IR
T2 ZERIN. HEOHRENLRHEN 2 EmD 2ME—DHIETIED D FE A

PIADIRITHE L T D Z &, ezl o VR R OMENE 2§ 2 b, AEOMIELE
REANRDALZ v, 2 MZERERZBER) 28BS 2 2 e h3, ZHOBMEZ BT 5 RE
I ERE 72D £5,

« SSAO (Screen Space Ambient Occlusion): #HI%8, BR. JTHZHEI~ &P H 72 BT
(B D) ZINA £,

o« ¥ ROy 7 OUR, Y, e smo=F0MHRZIEMICEL XY,

« SSR (Screen Space Reflection): 26 BTV 3 BRMDEIRE. SEICIRE
NRUH L5,

ARETIX, AIE (55 28 ) T LM X%, #H1¥ED WebgApp. Space. Shape \fit
BITLNEZH LR L E T, AED TEKE (NS L) APL 28RS %) 7iHcE
. %713 ComputeEffectPipeline IZ X 2MAMRAHAEZRL, ZDET G-buffer &
fER S AN L T, BARRROBENE e A SHEkk 2 /R L %9,

BHO7 7V r—>a YEFETE, ETEKEAPL »oEmD TSV, FIRY Y -0
MRS, MEZ 7 =7 FOFE, D25 VWEAEEDOUD g UBRELRBEICDOA, B —L )L
(KL A v —) API AFED Tt 2 il 3 2% & L TWE 7, ComputePass, A L —F
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PAF v, T—0TN—FIZOWTIIE 27T B, AR 2 DAL OWTIIE 28 EE S
HRLTL XN,

29.2 LLBOBELEZ—>

3. IR, BE, MK, BK. HZEEHED Shape ¥ Primitive TIE L7 — Y ZHEL %
T Rk L VX7 — 3 HE T, Webghpp 23> — > 77 7 @HE Y B Y MEIT 2 L L
g

F17H1l% book/examples/29_ 01.htm] THEETZ %3, SSAO. Shadow Map. SSR %
L= fia LARIE. book/examples/29_02.htm]l THEEETE £,

Shape ZE T 2 HIX, ZHhETOELFAMKTT,

function createPrimitiveShape(gpu, primitiveFactory, material) {
const shape = new Shape(gpu);
shape.applyPrimitiveAsset (
primitiveFactory(shape.getPrimitiveOptions())
);
shape . endShape () ;
shape.setMaterial ("smooth-shader", {
has_bone: O,
use_texture: O,
...material
T);

return shape;

WebgApp 1213 autoDrawScene ZH5/E L ¥ A, BUEEDBHEHED(ELNE 0D, 77V
r—3 a 1% Shape % Space "E§k L. onUpdate THX T &7 =X =Y a Y2 BT 572
JTEIEL £

const app = new WebgApp ({
document,
renderMode: "continuous",
clearColor: [0.045, 0.065, 0.09, 1],
camera: {
target: [0, -0.7, -4.0],

410



F298 V721 L 3D RBEDES 29.3 PBR L3R4 5 MEMMN%LI RBEAH

distance: 27,
yaw: 24,
pitch: -13
}
s

await app.init();
createScene (app) ;

app.start ({
onUpdate: ({ deltaSec }) => {
movingCube.rotateY(18 * deltaSec);

}
P

Z ORISR TN, AREICBIT S HBMOEREL 2D 5, SSAO R DEELRINRZEBIMNT
L& =27 7% Shape DIEDE L 2505 DTIE& LK. BIFOMKEZHER L7 2 /&
TEX3IePEHEETT,

29.3 PBR ti3®R%L3% NEMBE1 R

ARETHSHNX, &EE. X, IBL (Image Based Lighting) %X 72{%7% PBR L >~
RIT—TIEHLFHA, LHIAL., @EMEEHET 2, RO X5 RIVENRIERIEML
S

o SSAO DEFEA: MEDKRL SIFNTWEDPELTWED0, BEDENE S ST
WHDOHh WS MK PFEARD TR XD,

e XY ROy TDEA: KDL L2 LELIAA, EOYEDBHIOYIREHE > T\ 250
WS oAt e AR D £3,

o SSR OEA: NIREHHZ 2 EHE TR, [ CZEMICEFEET 2 EFOME 2B LU H
3T, MEEo—IKR) DEIET,

INSREMEOYEHET AV ERENT 27 I —FTld Rk, ¥—rND MERNER %
WPIT HMORBN TS, 207D, BTV I 74 772000 —rTHoTH IR
EREL, HAHPL7y MIEREZHEPL T Z 2L, HEHOBREEZFIMICED 2 Z 253
HETT,
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WebGPU ®ayba—t>z—X—%2ar7HaLLERI. BIRkrTe2Es2L
TlE7 <. 4D Webghpp & Shape THER L BEFES — A\ 25 LG % BFERIZEND
TEBHRMICH D 27,

29.4 JKEAPIICEBI TV FOHKRE

FEOT TV r—2a yTlE SSAO, ¥ Ry~ 7 SSRZIFTHRL, Fv—. DoF,
Bloom, Ty Y72 %ZfHlAabETHEHALET, Aozl FERTER T 2. £3
\¥ ComputeEffectPipeline Z{HAH L T 72X\,

BEOZ7 27 V2HETABICRDIEBELDIZ. MBEVNICESZ Y] Tk, MZEEo
BEMEROZE] TT, COBBETHRIAZHFDOY) =7h 7 —%FKv, YO TR RHOD
== B REBETO OB LW E, AREENAZEICKED £73,

WebGPU 2 713, ZO%E|%#it53 % ComputeEffectPipeline, SSR K§t%h 7 —~&
Ji{§ % ComputeEffectComposer. 3 X UIKRAEHZIHE T % ComputeEffectToneMapPass
ZHRMELTVET,

import ComputeEffectPipeline from "./webg/ComputeEffectPipeline.js";

const effects = new ComputeEffectPipeline(app.getGPU(), {
width: app.screen.getWidth(),
height: app.screen.getHeight(),
gbufferColorMode: "litMaterial",
shadowMapSize: 1536,
ssao: {
enabled: true,
radius: 22,
strength: 1.55
e
shadow: {
type: "directional",
enabled: true,
ambient: 0.18,
directIntensity: 1.0

ssr: {

enabled: true,

intensity: 0.72
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I

composer: {
mode: "mix"

I

toneMap: {
mode: "reinhard",
exposure: 1.0,
saturation: 1.0,
gamma: 2.2,
blackBackground: false

I

toon: {
enabled: false,
levels: 4

I

dof: {
enabled: false

I

bloom: {
enabled: false

I

edge: {
enabled: false,
blendMode: "black-multiply"

}

s

await effects.ready;

Z DEKH#E APL X, WNHFT GeometryBufferPass X° SsaoPass. ComputeSsrPass /& & D
AR SR ZFA Ly SBERIEF TR L E3, &SR0 AS - HAHERIZS 28 ETHIAL
TED TH D70, mkdE API THIEN R Z 2B S . ERSZADT Ny 782 —%2flioTE
FERNCIRE 28D 791 2 Z & 23ARET 3,

shadow.type Tl "directional" C(FATIEIH) & "spot" (RARvy b 74 ) ZEENTE
%3, directional shadow 13> — > 2K %28 5 RICH =, spot shadow IXEHELTD XS
FrEO#i Z2 IR & 3 RBUCFAWTWE T,

const effects = new ComputeEffectPipeline(app.getGPU(), {
width: app.screen.getWidth(Q),
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height: app.screen.getHeight(),
shadow: {
type: "spot',
enabled: true,
ambient: 0.18,
directIntensity: 1.0,
spot: {
position: [0.4, 1.8, 2.8],
direction: [0.0, -0.22, -1.0],
fov: 70.0,
innerAngle: 40.0,
outerAngle: 50.0,
near: 0.05,
far: 42.0

)

Spot shadow @ position X direction X7 L —AZ CICEHARETT, —AFMARR Y
THIRZ WRITERES B 2 5E8E. WX TEZBED»LHH UM% renderScene() & encode(
) DWJTIZE LTS W,

shadow.ambient 1ZFH| D FRAKEEE, shadow.directIntensity (3ED3Y 7 2 HIDERESL
DX T, PR ENSHEIT ambient Z LT, BAMDIH IR D T 25581
directIntensity Z NFEd, ZD 203 KEDVEZD7-0D, ORI ZEZITWVODD,
DY BHORI B EZ T2 0D EDTI THEL T LW,

gbufferColorMode (&, G-buffer color Mz AN %24aE LT, BUEEIX "1itMater
ial" T3, ZDE— FTREIMERICEREED diffuse / specular 2 & 7zf% G-buffer color
ANF XA ®, ComputeEffectPipeline ZHHES — NGB L2 & Zi2d, EHEHE T
WEEEDNA T4 v DD £3, EE R Deferred Lighting . #E Albedo 2778 L 727
Ny ZRITHIHETT. "albedo" ZHE L THMEEDAD G-buffer N\UIDEZ %7,

composer .mode (& SSR K DEM G EZENF T, BUEMEIX "nix" T, "mix" ¥ SSR
D alpha I S N RETEAIZE DO WTILO B e RMOZEE 5720, KHFZE LTHH
DHEL DI, MEBEE LV =YW TOWE T, "add" IZS % INE T 2140
KEIDEK T, BOWHRPLENABREZH LT V—F, KEEREWEEEEAENIIHS K B2
AN ET,
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toneMap (IR RDID DL Z F L O ET T, mode: "reinhard" IIFRVEZ 7R
EOPIZHEML THREZMZ 25T, SSR % Bloom Z&LilHED S — VICAZ 3, mo
de: "linear" ZfaZ KE S EMiLAWD, TLOODERN S 2B L WHGEES, B2 &
ZHIOFRET TR TV R HEIENE T,

exposure I b=y BV IHIOH S XERTT, RENEWEEIE EF. BB H -
W EIE RT3, saturation IZEDOMCHr I 2L $79, PO DERTEIIR
RZ25&3PL B IRFITEL2H5EEPT LT, gamma IFRTHON V< ZHT, EHIZ
2.2 ZHMEIC L £, blackBackground ERE 2R WERLZ T ZRICTHRET. K4t
R OMERFICEROH S S 2 D#E L THERE L 2WEE IV E T,

BRE—DVEEDEFANICT BERE

WebGPU a2 73 HIET DIE. THE%ED WebgApp. Space. Shape TY— Y Z{E L. Z ZIZ
FKHE Y 2 R EBINT 272 TRENAA LT 2 MKTT,

FHAZE LR AO ZEAT S22, G-buffer D7 Xy F X2 boNL vV R —TF%¥n
DA TAINEEID D A, E/KE API 23 Fo&EEZHW., EHELEHEZ2 A8 L
95,

o O—ALVAKRAN: HEHE Space ZZDFEEXZIFMWD ., =7 =7 hHIC Shape & FE Gk
XELFHEEL,

o PEOBHENRER: Gy =7 MicHEoO x| 5827 G-buffer % 2 NEEODO 7 %
7 — FEER& ) 2k HENVE S %,

o VY—RBPE: HXFKEFEX =7 v N R Y YA ANHERNBIESE 5,

o IBHREM: >y FU~y FTREDHEERBEY Vv —AZ2FNCEHR L, ~ERBFE
&% T B,

o VYA B EEEPEBOARRTHEL, U Y — Y2 AREICHEME LRV,

o MERDWH: V=T HF7— - vRF = b=V VT = HUEROIEFE—
ETCEMT 5,

o M—MIBRIME: BT 7 =7 FOER - R, T X—&, TNy I a—ZH— LA
YR—T 2 — A THETE 3,

TR ED, BREIXS— UREICES L. SSAO ® SSR & MEHEEED—D | & LT
RANSBIMTE 2 X5k b %3,

415



F298 V721 L 3D RBEDES 29.4 BKEAPIICEBI 7Y FOEE

F17fHl & L CiX. samples/compute_ effect /compute__effect.html 73, fZH#ED Space
¥ Shape TR L7z — U ABHL7 =27 F2UID BRI LA SHEMAT 2 EEZRLTVET,

BB O-D0ESELIERF

BEOL7 27 F2ERZB. ROFEIREE EBUUHO 77— T3, #HlziE. SSR ®
LEPTF—r v U IRITV, B LEE XYV =T AT —DFEEH T A, 2T
27 h® ON/OFF 2 CHE2ADH S XHAEb>TLEVET,

F7 b —UREHO K S ITHEZ BRFHET 2 W 2R (F—r vy B YY) DRRIZ
7o, EMESNTBEEARICHICEE s TL RV, BREEDBEATHRAES, Pv—2i&
W5 TY =7 TERZ R > T2 RIRR ) IO U TER LRTHE7Z D X8 A

Z D7z, ComputeEffectPipeline TIFEAHEZ I FONEFICEE L TWE T,

(727 M7 -]

G-buffer / Shadow Map 4K

ComputeShadowPass / ComputeSpotShadowPass (7 1 7 4 ¥ ZEH)
SsaoPass (il DRHE)

ComputeEffectComposer (SSR K DE )

ComputeToonPass (V =7 IKEET D &)

ComputeDofPass / ComputeBloomPass (V =7 ZEETD RS - 12U A)
ComputeEffectToneMapPass (R'RHD b —r~ o By 7 v~ ZH)
ComputeEdgePass (FfHIREREARDEK)

canvas i)

© 0 N o e W=

COMERFICE D BIARX—ZDRIRIZTRTY = 7=/ TRME S, RERICELTRRE
#efTwv, 2o ki THE LD THE2Zy IZMRA B VI BEEEBRINLE T,

ComputeEffectComposer & ComputeEffectToneMapPass %777 TV 5 DIX. KEDEK
ERRED R DOREZ 2 5T, SSR E. Rt & R EAZEZUHE TS, Composer
X, ZORGZITTORBIAFERAL D XS5BT 202k £F, ToneMapPass 1X. & IE A
DYV=THT7—%T 4 ATVLANHE L2 S L OITRX KT,

BUED mix &R, SSR Hi/1D alpha IS Lz KT EAZ HV, JTTOfEE KGO ZE
XPZFDIWCREET, 207D, MOKFTHOHRAMROAEZRELELT ., B —UA
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BMLRLTWVWERETT, KftZE LIATL add AUE. HIRDB T D T L H 5 =T, K
BHED D 2BV — Y TREERDPHSIZRB DD D £F, MOFNRLHRLL
R DB 58721, composer.mode: "add" ZHH/RLTL 72X W,

Z DD toneMap TlE. %3 exposure TV =747 —2KDIHZ X%k, mode TE
EDEMTEZEN KT, reinhard IFHMRIZMZ 2 L 2HFERNT, linear BT ZHE
BLI2VWE ZIWCEMTT, mIRIC saturation TEDOFECHH X EREZ | gamma THR/RHDH
XD —TANEELET, RO ON/OFF THEHEKRDHIRNE L 2551F,. £ ZDIEF
T OEREDER D ZMHET 2 LU 3T <D ET,

BRHKEILIC & B &E1L

Compute Shader Z{5 KA P L7 =7 Tl TXRXTOUHE % canvas & [7] UG E TIT
IREEXH D FHA, SSR. SSAO, DoF D & 5 E?ﬂ%bi RALH 7R TRIBIA ) & L

TERINZEH D ZFR>oTWET, ZORBIKD WHEDY =207 —% G-buffer XD %

ZPMRVRBETHBHELICS VW I ERDHD 9, webg T ZOMEEZFHL., R LIC
AR E D] target 25728 T GPU Az FIFCVWE T,

HERDIF, KFREAON SR Y T — 2K T3z TZOMERPEMRT 2 HREIFEER
WKIRETZZ TS, ¥—>H 77—, depth, normal Z—HUCHI/NT 2 &, HwEh. ik, RE
e, =y DR OREIEHRE CH R D £, —F. G-buffer RREH1 % 7 VG
DF FMEF L. S AO. 10 LEBRIZ T 2 REEELT 2. RI-HOEHREZRD KD
5, BMORZIWEDZIZTZHOEET,

BAED ERARMEEE. UTDO XS ITHRI e CE®RIRLD 7,

e DoF': ComputeDofPass (¥ stageSmallScale, stageMediumScale, stagelargeSca
le Zffiv, ZEREIZ> LHOEGZ Z0 2 AIBRETED £3, BUEMEIX 0.7, 0.
5. 0.3 T3, RIDBRKEZVEFZE®EHEOMEIZR RIS K RED, XD EWE
BEZENRLT IR FT,

« SSR: ComputeSsrPass d resolutionScale (&, KHIFEHR % E XIAT target 7217 21K
IR EL L £ 3, BEEMEIX 0.7 T3, G-buffer I3 7 VERBRED F 5tk KKE pixel
Tl¥ reflectivityThreshold IZ & - T ray marching K% HME L £ 3,

o SSAOQ: SsaoPass @ resolutionScale (%, raw AO target 721 2R ENL L £3,
BUEMEX 0.7 TF . RENRERIE 7 VREBE TITW. depth & normal OEAMIFIZ
XoTHREEZVWEAODIZLAZIMZE T,
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INHDRERIEZ, DI UCMHEICHIZ 2 DB XD FHA, FL 0.7 WS HEIFELIT
WTdH, £ THHETZ3E—DHi/NNy 77 ZEKL EH A, DoF o EEGILE%E
E L7eAG R, SSR O ENHRIZ A & AT E A, SSAO O H [ EH&IZEKRETT, N
w. A, ARTE. DBEREFNEN R 2720, FUMMERICL T EHENIIXEY R
dispatch ZHETEX 2D TIEH Y THA.

R CERICHIZ 2R3 H 5 & 5HUR, BFREF Lo beTE e, VA XROSEERD)
BfIICR B2 TS, 2 ZIESSR & SSAO 2 H69 0.7 1255 ., HEE AROLLEIX
L3 DET, LrL GPU BfofR#E b LTk, SMRORZFICEDLE Tl 412
B3 2135 DHARTT, DoF D large stage 1% 0.3 THHIZ LT WVW—F., SSAO % 0.3 ¥
T RT 2 LA RCEOIED D 23RIFR T <D £3, SSR &, Bl DM SR E i D K
FEEMTIHBETIE 0.7 K DEWEPILEICRDZ ZeRDHD F5,

L7eo T, MEaSA T 74 Y TOREARTEHNE TEFEEEETHIL S, EWRIRD o35
WCRWF%) T3, DoF IZRTEFEZ . SSR IF&H target, SSAO & raw AO target £\ 5
ko, MEEBEELLTVWE20E2R T TERET, KEGELTHEEIHNZGEIE. &
REPHMICETZ TR, B return, ¥ > 7L, blur radius. sample step. SRR
B2 Y, IR DFHEEARATXA—XbEbETHEL LT,

G-buffer FIADRBEIt (MEBREITEIFES)

EKHE APL X, H1iC G-buffer #ili #2175 DI TIEHH FTEA. L TFOWT G575
FICDA TG-buffer £ ZEIRL 3,

e ¥ FU~v 7 /SSAO /SSR / kv — / geometry edge

ISR ITRTEER T, DoF. Bloom. color edge, F72I3FREMDAZMHH T 25513,
WED 7 + vV — FHEFER%Z sceneTarget NH AL, 2205 ar B a— bR ERIGT %
SERA) ekt rg 2l D %3,

€53510%01))
o G-buffer BRBELRYH: Space — GeometryBufferPass — lighting / SSAO / SS
R / Toon ... — tone map — Edge — canvas

o G-buffer B"FERIYH: Space — sceneTarget (BHEIEE) — DoF / Bloom ...

— tone map — color Edge — canvas
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7% 3. ComputeToonPass AN LTI —Vh 7 —DAEZLEYL LETH, G-buffer £
IHEENTVET, U Gbuffer DTV TAAZ—ho—HLEV =754 T 17
FRZER L. ZRE by —UANET LW RS T4 UEEEHR T 572D T,

¥/, Yy N~y TN L7GETH,. G-buffer £ TIX TE2FHI pass) BIKIXER
B9, B2 TMEITEszw () ) Wi R X=X THffEE %3, Zhickh, > v
F7®D ON/OFF &b o3, XALVIZ NI4T 4077y o474 27 DORHA
ETNALZDBDIF—H L THR S E T,

ERRBFH YT TILDTLE T L — LR

samples/compute_effect/main.js DFEIIZH D X, ComputeEffectPipeline % Webg
App NEREL. T7 =2 P ERETRICYIDEZ 2 &M 2R L £5,

1. N1 TS5 DERK

const app = new WebgApp ({
document,
autoDrawScene: false,
renderMode: "continuous",
frameTiming: true,
clearColor: [0.045, 0.065, 0.09, 1],
viewAngle: 52,
projectionFar: 120
s

await app.init();
const gpu = app.getGPU();

const pipeline = new ComputeEffectPipeline(gpu, {
width: app.screen.getWidth(),
height: app.screen.getHeight(),

shadow: {
ambient: 0.10
},

toon: {
floor: 0.14
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}
P

const copyPass = new FullscreenPass(gpu, {
targetFormat: gpu.format

B

await Promise.all([
pipeline.ready,
copyPass.init ()
1;

% autoDrawScene: false IZEXE L. pipeline.renderScene() 2 & A HillfctI b &z
9,

2. T7x ¥ MREDEIR

const state = {
ssaoEnabled: true,
shadowEnabled: true,
ssrEnabled: true,
shadowAmbient: 0.10,
directIntensity: 1.0,
composerMode: "mix",
toneMapMode: "reinhard",
exposure: 1.0,
saturation: 1.0,
gamma: 2.2,

blackBackground: false,

toonEnabled: false,

toonlLevels: 4,

dofEnabled: false,
bloomEnabled: false,

edgeEnabled: false,

edgeThickness: 2,
edgeBlendMode: "black-multiply"
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3. UG A IADER

onUpdate: ({ screen }) => {
pipeline.resize(
screen.getWidth(),
screen.getHeight ()
)3

4. >—>D¥E (renderScene)

onBeforeDraw: () => {
pipeline.renderScene (
app.space,
app.projectionMatrix,
app.eye,
app.clearColor,

{

shadowEnabled: state.shadowEnabled,
ssaoFknabled: state.ssaoEnabled,
ssrEnabled: state.ssrEnabled,
toonEnabled: state.toonEnabled,

edgeEnabled: state.edgeEnabled,

edgeGeometryEnabled: true,

timestampWrites:

app.getGpuRenderTimestampWrites (true, true)
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5. T7x9 FFx—>DEIT (encode)

onAfterDraw3d: () => {
const verticalFov =
app.screen.getRecommendedFov (app.viewAngle) *
Math.PI / 180;

const projection = createGBufferProjectionParams (
app.projectionNear,
app.projectionFar,
verticalFov,
app.screen.getAspect ()
)3

app.eye.setWorldMatrix () ;
const cameraWorld =

app.eye.worldMatrix.clone();
gpu.endPass();

const finalColor = pipeline.encode(
gpu.commandEncoder,
{
projection,

cameraWorld,

ssaoEnabled: state.ssaoEnabled,
shadowEnabled: state.shadowEnabled,

ssrEnabled: state.ssrEnabled,

toonEnabled: state.toonEnabled,
toon: {

levels: state.toonLevels

s
shadow: {
ambient: state.shadowAmbient,
directIntensity: state.directIntensity
x,

composer: {

mode: state.composerMode

t,
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}
)

app.

toneMap: {
mode: state.toneMapMode,
exposure: state.exposure,
saturation: state.saturation,

gamma: state.gamma,

blackBackground: state.blackBackground

},
dofEnabled: state.dofEnabled,
bloomEnabled: state.bloomEnabled,

edgeEnabled: state.edgeEnabled,
edgeGeometryEnabled: true,
edge: {
colorEnabled: false,
blendMode: state.edgeBlendMode,
thickness: state.edgeThickness

+,

projectionNear: app.projectionNear,

projectionFar: app.projectionFar,

timestampWrites:

app.getGpuTimestampWrites (true, true)

screen.beginPass ({

clearColor: app.clearColor,

colorLoadOp: "clear",
depthView: null

)

copyPass.draw(finalColor) ;

app.

screen.clearDepthBuffer () ;
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6. VY —XDWE

window.addEventListener ("pagehide", () => {
app.stop();
copyPass.destroy?. () ;
pipeline.destroy();

}, { once: true });

renderScene() ¥ encode() DREFIHA

EIKHERL T Z 4 0, VY —R% ER T 2B0E (renderScene)] & THIHAT ZERE (e
ncode) | WP NTVWET, ZD/D, MADKET 77 —HXBI2LERDH N T,

const frameOptions = {
shadowEnabled: state.shadowEnabled,
ssaoEnabled: state.ssaoEnabled,
ssrEnabled: state.ssrEnabled,
toonEnabled: state.toonEnabled,
edgeEnabled: state.edgeEnabled,
edgeGeometryEnabled: true

i

pipeline.renderScene(app.space, ..., frameOptions);
gpu.endPass () ;

const finalColor = pipeline.encode(gpu.commandEncoder, { ...frameOptions, ... 1});

% L renderScene T 7 # 7 — NEH (G-buffer 72 L) Z3R L 72DIZ, encode T geometry
edge (G-buffer HE) ZH M L7GHE, DERIEFRSCRENFE LR WD, G-buffer mo
de mismatch T —%2#IFTFE T, THIEIFEEZHE-> TRIDOTIEIRL., Rt Lo 2R
IR T 270 DTS,

REBY ¥ — X DEIRE

ComputeEffectPipeline (. 2 Y X b7 7 ZIFICHERD R & Z—F v b 2 TRTHERK
L. ready 7HIZAANF L HET,

Iz bREMCTEZILIR. VY —RAZWETIZE] TEEL. 20721 —240
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FITRED ORI TZ L) ZERLET, Zfuckh. FEiTHicz 722 % ON/OFF L
ThH, GPU VY —2ROBAMMGHPFRERE T, BRICRREZYIDEZ 2 Z L2 AIRET T,

F72. GPU X4 22X Y A&, DO ARATRE R 727 v Fz—00D HBH & T
%) ICDAEDYTET, ZHUTED, Fx—r2ELTOaryEa—aX b &IEMHICE
HTxEF T,

29.5 O—LAJL API 12 & ZERIEIE

m/KYE API 218t L DD %, GeometryBufferPass 2 ¥ DEF|I S 2 % EHEEETE 3 A0
ZHRLTVES, 23, HHAZHEREL. Rk 57200 EEHeHRORT] L LTD
wE 2 F7-E57-0TT,

G-buffer WS @D AO

SSAO. SSR. ¥ ¥ Fv~v FFHfiid, 3T MHE LY 7L MTHIGT 25 L RE) %
WEELET, 207D, ZhHld GeometryBufferPass ZH@D AL LTHHL £7,

ARl s R Z /T E 1. Webghpp IZ autoDrawScene: false Z 45 L. onBeforeDraw T
G-buffer 21TV E 5,

onBeforeDraw: () => {
gbuffer.renderSpace (
app.space,

app.projectionMatrix,

app.eye,
app.clearColor

colorMode MEREHE

« @<tt>{colorMode: "lit"}: SSAO DAZEMT 2HEICHL TVWET, 717 4
YIBEADHT—I1Z AO R FRHLET,
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« @<tt>{colorMode: "material"}: > * Fv < v 7% SSR Z0HtH T 25 & ICHHE
TS, MBARD 7 AR EFR, KRR (FL7 7E) ZRFET2RENDHD £73,

ER/N 2 DZEAH

SSAO d:EfN

G-buffer DL > X — 2% L. SsaoPass Zicsk L. HfZIZ FullscreenPass TH L
R

gpu.endPass () ;

const output = ssaoPass.encode(gpu.commandEncoder, gbuffer.getBindingResources(), {
projection,
enabled: true,

view: '"composite"

s
// ... FullscreenPass.draw(output)
v Fuy7DEM

ShadowMapPass CEJFEfHAIERE) & ComputeShadowPass (h X 7 #mEHl) ZilAADLE
S

onBeforeDraw: () => {
shadowMap.renderSpace (app.space, light.viewProjection);

gbuffer.renderSpace (app.space, app.projectionMatrix, app.eye, app.clearColor);
X

// ... shadowPass.encode()

bias X normalBias . ¥ — YD AT — ILLHUREICE LR THRINICEREL. v KV
7 73 EHIL £ 5,

SSR D:EM

ComputeSsrPass ZfH\ . G-buffer 226 KFHERZHE L E T, 7V 7LD T7 L7 7 {H
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IR v U THHT 5729, setMaterial KD 7L 7 7 {H TG ORI ZHIH L £ 3,

FERNZAOFEFFAEER 70—

SSAO. ¥ ¥ Fvu~v 7, SSR Z[FRHIZfE S HE, BMRESHERUIATRET I,

(FEEDH]] - SSRIZTEDYTVTIATILT 7 BHRAE TN, v FURZOH I 7L
77031 THB7D, KEARREDLNET, - SSR OFERICELSS Yy Ry ZHEHT . K
R E CTHOEELZITITLEVET,

ZD77=», [G-buffer 6D G EWHMEEZE D T,

GELWUIEE 7 @ —] 1. ShadowMapPass — 7 A b ZEfIRE 2 ER, 2. GeometryBufferP
ass - X7 U TN [ KRR | WX STREZVEK. 3. ComputeSsrPass — X7 U7 AT N7 7
Zaiss Rz RGB N\, KIEAZ% alpha NFFOMNL LRI Z—5 v bAFZH T, 4.
ComputeShadowPass — 7ANRNRKANXA LI b5 474 Y7 eg%#ifl, 5. SsaoPass — #
& 45 —12 AO Z3FH, 6. ComputeEffectComposer — [AO FEAM T — & SSR &4t
% add ¥721% mix TH. 7. ComputeEffectToneMapPass — reinhard ¥7:1& linear T
AL 7R RIRZHL, 8. FullscreenPass — canvas Hi /1,

ZOFIZE D, SSR K2 E T ABICIED~ TV ZIOVIER BRI LD, 94 T4 v
R R EYIRIEF TERTE 3,

29.6 BKEXO-LANILOHEFRE
ZEHBED XY v +

WebGPU 2 71%. E/KEE APl r v —L )L API #F—D 1 VY — 2{HEED FIcksE L Tn»
T3,

o mKHE APL BEHRKERGR (VY — 204, WHEIE, G2HoEH) ZREHL. 38
HZRFHFEZ ATREIC L £,

o B—L )V APL BEEDO AN ZIRL, 7Ny FERPMBEL Y = 7 + DU, &7
M7z 87 X — ZFEE A HEIC L K55

COZRFEMEICED, THEIEZ 22, FHIETF7 v 7Ry 2 ATRRW) 2w IREE
427
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EHLTVWET,

K&k EDFER

E/KEEEIE, B — L RNARRZHHA L THASDE SR TOBMETHD, HHDOY = — X —
RLYRT—ZHICFOZLE DD EFRA, THIZED. BIENEOEEZE T, (kO —FH
PEZRIEL TVET,

T/, BKEAPI TH->TdH, MEEGEZHR-TRET HEELZ 7+ — Ny 7 3L £
HFhA, - BER G-buffer ATDBRWN - 59— - NEERTZ7 =7 VEF - =9—

AREEZPRNCZ S - T5 28T, FREENY Y —ROKFHGREZIEL CHEL. EX
L7z D OE AR, 54 2 WRT L2 2RLETD,

290.7 EEHREEDFE L
ARFEDFEEZHLE T, UTORGHAHZHEZEE L,
1. B — 2 L DM Space & Shape * ZDFEFFHL., =7 =7 MEMDZD

T —AWEEE R 0B\,
2. VY =20 mEL: X 7 G-buffer ZEHDO 7 = 7 b THAE L. fEEIEZE H/)

BRI Z %,
3. WZEMOMHRRERL: V=7 W7 — - XA - =y VEX OEFZEE L. HRE
W7 miiE 2B < o

4. R RREBGEIR: G-buffer PRER T T = 7 BTN TEN LGS, RN 7
7 — FREBEANBEFINCTID B X %,

5. BALHAOWINEL: > — UM FIHED. Y Y — 2OEM & EITIEF Ol &
JKUE API 23H 5,

298 Fr®

ARETIE, F¥ED WebgApp. Space. Shape THEEEL /2> — I, SSAO, ¥ ¥ Fu~v 7,
SSR 2 ¥ DEERKRREME T 2 TEZHE VN E L,
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HHE DORFETIX ComputeEffectPipeline ZfH 3% Z & C. HHMLRHRHY Y —XDEM
RO 70 -2 T 5 22, EmERRENRZENTEET, — /4T, [Alo2
ZEERIET 28T, =727 MDD K5 28R EER (B - FE) »olEIhTtn
LERCHEBEL, -V ICEDELMRHEZITS e NTEET,

PBR @ & 5 WBIRI R IEMEX 7213 T <. 25 L7 T2 ZER 2fxss227 22
tEBRFERNCEMS 2 28T 7y FOEMS 2P T I Ln L, HEDHERE L HG) %
AMRICED 25 Z L DARET T,
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A—T1 2T AlDEBETEA

A1 webg FHIEEZETBLHOHIRSTY

OB, webg ZFHWT 3D 7 7V r—> a v EHETZAAEEZ, a—F 41 27 Al
XS 2 GEEREL CTERESNE L, ZZTHET S AL, —l4k2 3D oo v
NGB A4 72V DHIBEZDEEHATZ2DTIERL, webg LWOIHOESEM L7477
DFFEHICH S E, M2 L OIERFTSHIRE2ZIEL HWT 2 EE L L ToRE 2 HE
WE9,

AFIZBVTHD TEERAIZ, webg BT A 77 VITKFERE T, MEi»H > — V&
B, 7=X—2a VIZESL X T, BRELRFLELHEHZ TXTHERICTEM L THR>o>TW\wWsd Z 2T
I, Al BEM R ZIT S BRIE. T—&17% WebGPU OFEEIZZ S5 TH BT HHWIE
[Three.js TIXZ 570 6FEEAS ) CVo I D b, AFDHEABE XU webg HIED
Y —RXa—F2EELTSRT 2 e, EMREENOREL—FERDFT,

—fi&Em 2 MBANCIEH T2 28 3D o Th . R KM EAEL webg DAL, H ¥ T,
unittest, B LA 7HEICEL Ze P HERINE T, RMIERo BINX, MEED iz L7
W T THREICER L TWS2) IZECT, Al BYDEERREEICL, YOV Y ILes
L, COEREETHD NTF2RE02RAMMT 27000 IHEMK) Z2RMET201
HHET,

A2 HoxELIEABEDIER

webg 1R T D Al WETHMEIREII, KSA T 7 VUDHELRD NI 4 770 2RE
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FBAI—FT1 2T AlOEITEA A3 EBFIRESTIZAIL L=

BhEEENT vo— TERL, fE, >—>, T, 7=X—>ar, UL AJi. 22k,
RAP B ARCEZZTEHATHEE L, MY LERTEREER -S4 77U THLI 0
5T,

— &7 Web 2D Al X#ETIE. TH X FHlli#l72 & Three.js N&aFiE%2) UL & —nN—1
4725 DOM I CULHEZ ] W o /#ENE I DT <R DET, LA L webg Tld, HED
RETHBEPER SN TVE T,

o cameraRig — cameraRod — eye £\ 9 3 MDA X 7> AT 4

» ModelAsset — build() — instantiate() &\ 5 U Y —XEH D7l
o clip — pattern — action — state £\95 7 =X —3 a v DOfEEGE
« Scene JSON IZ& % ¥ — Y ERDKE

* SmoothShader ZIEHEAN L §T 25~ 7V 7 ILEH

AT Z. £3 webg MEDERZIEL K HtAND . ZORICHEIZIG U T—#&H7% 3D a~
P ERITTF B e VWS FIHTEEZE ST 5 Z e BEHETT,

A3 EFINETIZ=AIL-IL—-)

Al 3a— F2AERT A, URNoEHZR% e GEMICIELL THAIBRREI NV H
ZWVE TEITRICZ v ad b EOWOHERZBEET, IR T2a2— FNICUTOEERENE
FNTWBE0, DIHEERLTLIIEE W,

1. BEICHIFTBVEITYT

o WL DFFH%: await screen.ready (7% await app.init()) DT Zfi/z7
. RELEER Y Y — R EIT o TEWIT EH A, GPU 7314 ROYEfHHTET LT
WB IR R D £,

o Ny 77 DWEE: Shape ICTHR T — X 2B L 71213, #3 shape.endShape() ZM:(f
HLTLEXW, Zhzshd e GPU Ny 7 » SEER S, WIRBHBE XN TR A,

o HEL— 7 DIEF: clear — draw — present OFEITIHFZHF L TL 2SI W,
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fH8 A =TT AlOBEITEA A4 BBV Y =X - FEHF = 7Y

2. WebgApp DF1 71T

o UNRT4ADT VLR app.space. app.eye. app.getGPU() R DT u 87 113,
#3 await app.init() DSET LRIZT 72 AL TLZE W,

o HHNL—TOE: BT L —2FTIN LML, app.start({ onUpdate: ... })
DAY FZPNCRB L TL 72&E W,

3. EEiR% L OE AR DES

o HFMEBIER: +X=4, +Y=k, +Z=F1 L L TERINTVET,

o [H[H5MHEE: webg Tl yaw / pitch / roll E WO HEEZMHL £3, —kmicio <
AHE 23, CoordinateSystem D webg WHENERICHE - THEIFRZHIH L T <
72EW,

A4 BmBpIUY—R - FEF—=3>

AEX vebg DENRBRZILET 272D DREN BT A N 74 e LTHRREEL 9, AT X
A—F—DBIELDLA Y —DiEZ LTV 22 HEL. UTFOMERICEIN TSI 2 iE
RUTLIEE W,

1—H—0BE/ ERrd3E BRIRNIHOTIL | F—T—R
BHID 3D A 7Y 27 b ERRLEZD $4, 5% low_level, high_level
WebgApp T7 7V OLHEZMEL W %5, 6% high_level

Orbit / Follow / First-person & X 7 DF% | 555, 6 & high_level, eye_rig
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