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e WebGL

WebGL, yiiksek performansli, interaktif 3D ve 2D grafikler sunan, uyumlu oldugu tarayicilarda eklentilere
() gerek duymadan c¢alisabilen bir grafik API’dir.
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® Three.js

e  Kullanimi kolay, hafif, 3 boyutlu bir kiitliphane
() e 3D matematik <-> 3D grafik
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® Blender

Ton Roosendaal

Ucretsiz

Acik Kaynak Kodlu

Genis Uyumluluk

Kullanici Dostu

Genis Kullanici Kitlesi ve Rehberleri

*A render of a blender that rendered in Blender. We guess...




@ 'APILAN CALISMALAR, TESTLER




e Yapilan Calismalar, Testler
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® Three.js (Sahne ve Kampls)

Canvas

L

<> const canvas = document.querySelector("canvas.webgl”);

Scene

const scene = new THREE.Scene();

G - Lfoad J‘—

const campusLoader = new GLTFLoader();

.‘|_,: _,-.-' { '_; .--..-\. e

campusLﬂader 1Gad( fassetsfcbjectsfkampus glb™, function (glb) {

;.. nater I ¢ famth I 7 3
-'u‘ e al I ..-'|‘. 5 ,__‘_-—,.\_,\_ = o prevent

glb parser.getDependencies(’ materlal ) then((materlals} = {

.'. : .L

1);

scene.add(glb.scene);

1)

materials.forEach((material) = (material.depthWrite = true));
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Isiklandirmalar

Ambient! ight
const ambientlLight = new THREE.AmbientLight(@xffffff, 1);
scene.add(ambientLight);

, FT e raFa = | e
LA L LGl = X LLoll

const directionallLight = new THREE.DirectionallLight(@xffffff, 0.6);
directionallight.position.set(@, 1, @);

directionallight.castShadow = true;

scene.add(directionallight);
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Window Boyutlandirmalari

const updateOnResize = () = {

sizes.width = window.innerWidth;
sizes.height = window.innerHeight;
Update camera

camera.aspect = sizes.width / sizes.height;
camera.updateProjectionMatrix();

flrAaa+a ¥ FF AT BT P
LA L = E = = |

rendérer.setﬁize(sizes.width, sizes.height);
renderer.setClearColor(@xccccff);
renderer.setPixelRatio(Math.min(window.devicePixelRatio, 2));

};
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® Kamera Yapilandirmalari

const orbitCamera = new THREE.PerspectiveCamera(

7Sy

<:> sizes.width / sizes.height,

0.1,

1000
)i
orbitCamera.position.set(130, 8, -235);
orbitCamera.rotation.set(-1.5, @, 0);
scene.add(orbitCamera);

const freeRoamCamera = new THREE.PerspectiveCamera(

75,

sizes.width / sizes.height,

0.1,

1000
)i
const { x, v, z } = vectors[0][1];
freeRoamCamera.position.set(x, y, z);
freeRoamCamera.rotation.set(®, 4.5, @);
scene.add(freeRoamCamera);
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Sahneler icin Tazeleyiciler

const renderer = new THREE.WebGLRenderer({
canvas: canvas,
alpha: true,
});
renderer.setSize(sizes.width, sizes.height);
renderer.setPixelRatio(Math.min(window.devicePixelRatio, 2));
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® Sirekli tazeleme icin loop fonksiyonu

St

() + Animate

o+,

function animate() [

o ] ~
Keflgers
renderer. rendger ( ‘sre e, .L"E_HL;'L_E."*:'u 3Mer s Cafera ;7 spilinelal

renderer.render(scene, currentCamera);

E I

1f (15Nndevlews0n) {
labelRenderer.render(scene, currentCamera);

}

Latl

requestAnimationFrame(animate);

L

[IcKk again on the next rrame

H

T 5y AT T p - + prpp o+ - T TR ol - T F + - p ot v
If label renderer option 1s tri e, Uhis must De 1n the anima
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DOM Elementleri icin dinleyiciler

winduw.addEventListener{"resize", updateOnResize, false);

document
.querySelector("#toggleNodeViews")
.addEventListener("click”, toggleNodeViewsOnTheScene);

document

.querySelector( "#changeToFreeRoamCamera")
.addEventListener("click”, changeToFreeRoamCamera);

document

.querySelector("#changeToOrbitCamera")
.addEventListener("click”, changeToOrbitCamera);
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Kamera Kontrolleri ( Serbest Gezinme )

const onKeyDown = function (event) {

switch (event.keyCode) {

case 87:
moveForward = true;
break;

case 65:
movelLeft = true;
break;

case 83:
moveBackward = true;
break;

case 68: a
moveRight = true;
break;

e

M

const onKeyUp = function (event) {

switch (event.keyCode) {

case 87:
moveForward = false;
break;

case 65: /7 a
moveleft = false;
break;

case 83:
moveBackward = false;
break;

case 68: ./ d
moveRight = false;
break;

‘T
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® Kus sesleri

Add Birds audio
<> const listener = new THREE.Audiolistener();
freeRoamCamera.add(listener);

const sound = new THREE.Audio(listener);

' nad b1 ro T,
Lerdd s 1L L L 2 LALET T U

const audioloader =

sound.setBuffer(buffer);
sound.setlLoop(true);
sound.setVolume(0.12);
sound.play();

I9H

new THREE.Audioloader();
audiolLoader.load("/assets/audio/birds.wav", (buffer) = {
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® Sinematik Gezinme

function startCinematicTrip() {
const source = document.querySelector("#sourceSelection").value;
const destination = document.querySelector("#destinationSelection").value;

if (!source || !destination) {
throw new Error("Please entry start and destination point!");

}

if (source == destination) {
throw new Error("Source and destination can't be same!");

}

const shortestWayArray = helpers.getShortestWayPointsArray(
source,
destination

)i
const curve = helpers.createCurve(shortestWayArray);

lookAtObject = helpers.createlLookAtObject(
shortestWayArray[shortestWayArray.length - 1]
)i

cinematicPath = curve;

startCinematicViewClock();
isCinematic = true;

function stopCinematicTrip() {

Get setectio

const source = document.querySelector("#sourceSelection”);
const destination = document.querySelector("#destinationSelection");

Reset variables
lookAtObject = null;
cinematicPath = null;

stopCinematicViewClock();
isCinematic = false;

function startCinematicViewClock() {

}

clock.start();

function stopCinematicViewClock() {

}

clock.stop();
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DEMO



http://drive.google.com/file/d/1Yj7NM-VEEq2dgM-x_ZbvdtVj3O2AK-xQ/view
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