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*» OPEN EDITORS

« CUBE 2 indexhtml X

. ¢ index.html > ..
<> index.html

J5 main,js

N— ; .
charset="utf-8

Three.js
type="importmap"”

wersja biblioteki (najlepiej najnowsza)

{
"imports”: {
"three": "https://cdn.jsdelivr.net/npm/three@@.173.0/build/three.module.js",
"three/addons/": "https://cdn.jsdelivr.net/npm/three@?.173.8/examples/jsm/"

}
}

type="module"” src="/main.js"
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File Edit Selection View Go Run Terminal Help

J5 main.js X

IS mainjs > ...

import * as THREE from 'three’;

fov aspect ratio near far

const scene ew THREE.Scene(); ‘ ;
const camera = new THREE. PerspectlveCamera( 75 window. 1nnePN1dth / window.innerHeight, 6.1, 1000 );

onst renderer = new THREE.WebGLRenderer();
Penderer setSize( window.innerWidth, window. 1nnePHe1ght ),
renderer.setAnimationLoop( animate );

document.body.appendChild( renderer.domElement );
geometry = new THREE.BoxGeometry( 1, 1, 1 );
material = new THREE.MeshBasicMaterial( { color: exffeeee } );

cube = new THREE.Mesh( geometry, material );
.add( cube );

camera.position.z = 2;
function animate() { \ nwain.js

cube.rotation.x += 0.01;
cube.rotation.y += 0.01;

renderer.render( scene, camera
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Cube + Capsule

three.js docs examples
BufferGeometry = LatheGeometry <
Q en v
CapsuleGeometry
LineC . . . . ) .
tneturve CapsuleGeometry is a geometry class for a capsule with given radii and height. It is constructed
LineCurve3

using a lathe.
QuadraticBezierCurve

QuadraticBezierCurve3 w Controls

SpllneC urve » THREE.CapsuleGeomatry

radius

Geometries length

capSegments

BoxGeometry

C_CapsuleGeometry ) radialSegments

CircleGeometry

ConeGeometry
CylinderGeometry
DodecahedronGeometry
EdgesGeometry
ExtrudeGeometry
IcosahedronGeometry
LatheGeometry
OctahedronGeometry Open in New Window

PlaneGeometry

PolyhedronGeometry

RingGeometry COde E)(amp|e

ShapeGeometry

SphereGeometry const geometry = new THREE.CapsuleGeometry( 1, 1, 4, 8 );
TetrahedronGeometry const material = new THREE.MeshBasicMaterial( {color: @xeeffee} );
TorusGeometry const capsule = new THREE.Mesh( geometry, material ); scene.add( capsule );

TorusKnotGeometry

https://threejs.org/docs/index.html#api/en/geometries/CapsuleGeometry
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Cube + Capsule

J5 main,js X

J5 main,js > ...
import * as THREE from 'three’;

scene = THREE.Scene();
camera = THREE.PerspectiveCamera( 75, window.innerWidth / window.innerHeight, ©.1,

renderer = THREE . WebGLRenderer();
renderer.setSize( window.innerWidth, window.innerHeight );
renderer.setAnimationLoop( animate );
document.body.appendChild( renderer.domElement );

geometry THREE .BoxGeometry( 1, 1, 1 );

material THREE.MeshBasicMaterial( { color: exffeeee } );
cube = THREE.Mesh{ geometry, material );

add( cube );

capsuleGeometry = THREE.CapsuleGeometry( 6.5, 8.5, 10, 40 );
capsuleMaterial = THREE .MeshBasicMaterial( {color: exeeffee}
capsule = THREE .Mesh( capsuleGeometry, capsuleMaterial );
scene.add( capsule );
camera.position.z = 2;
cube.position.x = -1;
capsule.position.x = 1;
animate() {

cube.rotation.x += 0.01;
cube.rotation.y += ©.01;

capsule.rotation.x += 8.09;
capsule.rotation.y += 0.03;

renderer.render( scene, camera );
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Cube + Capsule + texture

15 main2js > ...
import as THREE from 'three';

scene = THREE.Scene();
camera = THREE.PerspectiveCamera( 75, window.innerWidth / window.innerHeight, @.1, 1080 );

renderer = THREE .WebGLRenderer(};
renderer.setSize( window.innerWidth, window.innerHeight );
File Edit Selection View renderer.setAnimationlLoop( animate );
document . body . appendChild( renderer.domElement );

[ED ErLOnEL geometry = THREE .BoxGeometry( 1, 1, 1 )};

texture = THREE . TexturelLoader().load{ ' cubeFlower.jpg"'};
material = THREE .MeshBasicMaterial{ { map: texture } );
~ CUBE cube = THREE.Mesh( geometry, material };

add( cube );

» OPEN EDITORS

capsuleFlower.jpg

cubeFlower.jpg capsuleGeometry = THREE .CapsuleGeometry( 0.5, 0.5, 10, 4@ ):
capsuleTexture = THREE . Textureloader() . load( 'capsuleFlower.jpg");
o capsuleMaterial = THREE .MeshBasicMaterial( { map: capsuleTexture} };
5 mainjs capsule = THREE .Mesh( capsuleGeometry, capsuleMaterial );

scene.add( capsule );

<» index.html

camera.position.z = 2;

cube.position.x = -1;
capsule_position.x = 1;
animate() {

cube.rotation.x += 8.91;
cube.rotation.y += 0.01;

capsule.rotation.x += 9.83;
capsule._rotation.y += 8.83;

renderer.render( scene, camera );




Cube + Capsule + texture




File Edit Selection

|-|—:’j EXPLORER

~ OPEN EDITORS

~ CUBE
cubeFlower1.jpg
cubeFlower2.jpg
cubeFlower3.jpg
cubeFlower4.jpg
cubeFlower5.jpg
cubeFlower6.jpg

<> index.html

JS main.js

Cube + textures

J5 main3.js > ...

import as THREE from 'three’;

>

scene = THREE .Scene();

camera = THREE .PerspectiveCamera( 75, window.innerWidth / window.innerHeight, 0.1, 1600 );

renderer = THREE .WebGLRenderer();
renderer.setSize( window.innerWidth, window.innerHeight );
renderer.setAnimationlLoop( animate );
document .body . appendChild( renderer.domElement );

texturePaths =
./cubeFlowerl.
./cubeFlower2.
./cubeFlower3.
./cubeFlowerd.
./cubeFlowers.
./cubeFlower6.

15

textures = texturePaths.map(path THREE . TexturelLoader () .load(path));

materials = textures.map(texture THREE.MeshBasicMaterial({ map: texture
geometry = THREE .BoxGeometry{ 1, 1, 1 );
cube = THREE .Mesh( geometry, materials );

scene.add( cube };

camera.position.z = 2;

animate() {

cube.rotation.x += 0.01;
cube.rotation.y += 0.01;

renderer.render( scene, camera );

Al



Cube + textures
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free glb models
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Run JavaScript
Everywhere

Node.js® is a free, open-source, cross-platform
JavaScript runtime environment that lets
developers create servers, web apps, command
line tools and scripts.

Download Node.js (LTS) &
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glb models

File Edit Selection View Go

I—|—:’j EXPLORER

“~ OPEN EDITORS
v OBJECT

File Edit Selection View Go Run Terminal Help

@ EXPLORER

~ OPEN EDITORS
v OBJECT
~ node_modules
~ three
> build

~ examples

node_modules
Ambulance Car.glb
Bike.glb
Helicopter.glb

> fonts
~ jsm

> animation .
: . index.html
» capabilities

Jeep.glb

~ controls

Light Tank.glb

Js ArcballControls.js

Js DragControls.js main.js

L uffoD
Js FirstPersonControls.js Mili ) B It
- . vilitary Boat.glo
Js FlyControls.js L 4

MapControls.js Military Motorbike.glb

OrbitControls.js model.glb

PointerLockControls.js . :
i _ OrbitControls.js
TrackballControls.js

TransformControls.js pa cka ge- loc k._] son
package.json
Tank.glb

Truck.glb

> curves
> effects

» environments
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File Edit Selection View

EXPLORER

OPEN EDITORS < indexhtml X

OBJECT < indexchtml > ...

> node_modules DOCTYPE html

html

head
meta charset="'utf-8'
title>Three.js</title

Ambulance Car.glb
Bike.glb
Helicopter.glb

¢ index.html script type="importmap"

Jeep.glb {

Light Tank.glb "imports": {

main.js "three": "https://cdn.jsdelivr.net/npm/three@o.173.0/build/three.module.js",
"three/addons/": "https://cdn.jsdelivr.net/npm/three@oe.173.0/examples/jsm/"

Military Boat.glb
Military Motorbike.glb
model.glb
OrbitControls.js

}
}
script
ad
package-lock.json y
package.json script type="module" src="/main.js" script
= Tank.glb

= Truck.glb




JS main.js X

J5 mainjs > ...

glb models

import * as THREE from 'three';
import { GLTFLoader } from 'three/addons/loaders/GLTFLoader.js';
import { OrbitControls } from './OrbitControls.js';

const scene = new
const camera = new

const renderer = new

T

HREE.Scene();
THREE.PerspectiveCamera( 75, window.innerWidth / window.innerHeight, ©.1, 1000 );

THREE .WebGLRenderer();

renderer.setSize( window.innerWidth, window.innerHeight );
renderer.setPixelRatio( window.devicePixelRatio );
document.body.appendChild( renderer.domElement );

const ambientLight

= new THREE.AmbientLight( exffffff, 1.5 );

scene.add( ambientLight );

const directionallLight = new THREE.DirectionallLight( exffffff, 1.5 );
directionalLight.position.set( 1, 1, 1 ).normalize();
scene.add( directionallLight );

const pointLight =

new THREE.PointLight( exffffff, 1, 1ee );

pointLight.position.set( @, 2, @ );
scene.add( pointLight );

camera.position.z

const controls =

[=1

35

w OrbitControls( camera, renderer.domElement );

controls.target.set( ©, @, © );

controls.update();




glb models

renderer.setClearColor(@xffffff, 1);

loader = GLTFLoader();
nazwa modelu

loader.load( ('model.glb’),

scene.add( gltf.scene );
( error ) {
console.error('Btad tadowania modelu:', error );

});

animate = () {
requestAnimationFrame( animate );

controls.update();
renderer.render( scene, camera );

};

animate();
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