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void setup() {
// P3DE—FTO12b0Z/H<
size(400, 400, P3D);
noLoop();

b

void draw() {
background(0);
/] {ZEEDEREA
lights();
/] ERIRE
perspective();
/] RRzEH
translate(width/2, height/2, 0);
noStroke();
fill(255, 200, 200);
/] RERIZHEZF1I00DBkZ faEl
sphere(100);

// BIER Y I AR
float rot = 0.0;

void setup() {
size(400, 400, P3D);
b

void draw() {
background(70);
lights();
perspective();
translate(width/2, height/2, 0);
pushMatrix();
rotateY(radians(rot++));
stroke(255, 0, 0);
fill(255, 255, 0);
box(100);
popMatrix();
by
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76 /_l_slj j\?/@j:ﬁE{gu prism (71X L)
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/| ZARERTI D
void setup() {

¥

size(400, 400, P3D);

void draw() {

¥

background(0);
lights();
perspective();
translate(width/2, height/2);
pushMatrix();
rotateX(radians(frameCount)/2);
rotateY(radians(frameCount));
// noFil()%&s7A4Y—2JL—LFKR
fill(255, 255, 0);
stroke(100, 255, 100);
/| ERDMREESSZIEEL TRE
prism3(60, 120);
popMatrix();

void prism3(float w, float h) {

w/=2; h/=2;

float g = sqrt(3) / 3.0 * w;

// BIED3MDEAF

beginShape(QUADS);
vertex(w, -h, -g); vertex(w, h, -g);
vertex(0, h, g*2); vertex(0, -h, g*2);
vertex(0, -h, g*2); vertex(0, h, g*2);
vertex(-w, h, -g); vertex(-w, -h, -g);
vertex(-w, -h, -g); vertex(-w, h, -g);
vertex(w, h, -g); vertex(w, -h, -g);

endShape();

// EmELED=/a%

beginShape(TRIANGLES);
vertex(w, -h, -g); vertex(0, -h, g*2);
vertex(-w, -h, -g);
vertex(w, h, -g); vertex(0, h, g*2);
vertex(-w, h, -g);

endShape();

¥
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7.7 BRI K HIEE

PImage img; // BkD&REEE /] BREICKAHEKEDEE
void pointSphere(float r, int d, PImage g) {

void Setup() { StrOkeWeight(d * 4),

size(600, 600, P3D); // &R (lat) LR E (Ing) ITKB2EL—T
img = loadImage("earth.jpg"); for (intlat = 90 - d; lat > -90; lat -=d) {
img.loadPixels(); float a = radians(lat); . B
y int e = (int)(d / cos(a)); // BETHRmAZE
for (int Ing = -180; Ing < 180; Ing +=¢e) {
void draw() { /] ZREEBROXIG AN EEHE
background(0); !nt u f (Ing + 180)** g.w_idth / 360.;
lights(); perspective(): int v = (-lat + 90) * g.height / 180;

.pi + VvV * g.Wi :
translate(width/2, height/2); stroke(g.pixels[u + v * g.width]);

pushMatrix(); /] BE-BENIKEmOIDEZREZIE
rotateX(radians(frameCount)/2);  float b = radlans>|(<lng); o
rotateY(radians(frameCount)); point(r * cos(a) C.OS(b)’_ r* sin(a),
_ _ r * cos(a) * sin(b));
pointSphere(200, 2, img); )
popMatrix(); 1
b b 8
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3DETILERTR
o PShape#!
= P3DTIXOBIT—2MFIFAR&E
(2DMPShapeldFE3REHSR)
O FHIAHERTR
= loadShape("77/ILE")
= shape(E#2)
= shape(H#, x, vy, z)
0 ZOOEE

m PShape® AV YR THLK, [BlEE,
[ERDEZE-ERENINL-BD
wE MFOEMEENTES

= scale, rotate, getVertex %

o OBJ Loader (ver.1THxtt)

= https://code.google.com/p
/saitoobjloader/

/] #{#: beethoven.zip %> O0—FKL,
/] RED3T7AI)LEdatad+ILFEIZAND

PShape model;

void setup() {
size(400, 400, P3D);
model = loadShape("beethoven.obj");
model.scale(200);

¥

void draw() {
background(0, 0, 100);
lights();
pushMatrix();
translate(width/2, height/2, 0);
rotateX(PI);
rotateY(radians(frameCount));
shape(model);
popMatrix();
b
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7.10 & :3DCGYV 774349

O

O

O

O

MagicaVoxel —#& 9 3
m ephtracy.github.io
= Minecraft®) k312K T+)L
(ALAE)TETIVY
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= www.metaseq.net

= BABTEHMNEE, ENRHY
Art of Illusion

= www.artofillusion.org

n EAR#EeEYAR—F, Javadl
SketchUp Make

= www.sketchup.com

» BY- AIHOETITIZRK
Blender

= www.blender.org

" ERETI)—&F—TU—R

O

O

O

O

O

Maya / 3ds Max %&

= Autodeskttd T Ofm (T8 &
» FHIIEETH ARG

= www.autodesk.co.jp/education
Sculptris

= pixologic.com/sculptris/

o FRE-FERDOLIIZETIY
Vue Pioneer

= www.e-onsoftware.com

" BRARBERGEERT)—hR)
DAZStudio

= www.daz3d.com/get_studio

n NEKR—X&7 ZA—=3 ERR
2o50%YI o7

= www.tinkercad.com

= stephaneginier.com/sculptgl/ 1t
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7.11 &2 : Art of lllusion

Art of Illusion FEWNADRAUE
o ME O EARHEE
= www.artofillusion.org n EDY—ILIRAU M oER
= ArtOflllusion???-Windows.exe n REDEE, FBE), BERLGE...
o EARErZTYR—NETIVY, s [—Vls[LoF—=]1TLAk
LAY, T=A—23Yy) L—> U DCGHLERTES
= JavalZ!)—&FA—TV—X O BETFHIRFv
m EL‘?'J'O)*%(EZFE = Hf: 247 [Uniform]
= yunzu.qee.jp/artofillusion/docs = B 2147 [Image Mapped]

[AolManual29 J2/layout.html 0 OBIFXTOHE A
= ei-www.hyogo-dai.ac.jp/ s [D7AIL]S[T—AZXHL]S
~masahiko/moin.cgi/AOl [Wavefront(.obj)]
0 Processing& M & s [THORFYEMUTEEZHL]
= OBIERTIVRKR— 0 OBJHATHIER
= shapeB#THE

\ = AcIDEINE (Ke)lE, OBITIX
n AJRELPRYARYT U HEFR ST BERSE(KA)IZEfEhd 12
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7.12 Z 3DETILT—2DOHEIE

o Google Poly o TurboSquid

= poly.google.com = www.turbosquid.com
o Free3D o Artist-3D.com

= free3d.com = artist-3d.com
o 3DModelFree.com o XOIO Air

= www.3dmodelfree.com m XoOio-air.de

o Unity7t&ykRr7
m assetstore.unity.com/search?q=3d&g=models&qg=price:0
= OBJHA
assetstore.unity.com/packages/tools/utilities/scene-obj-exporter-22250
o SketchUp Make
= 3dwarehouse.sketchup.com

= OBJHATELTST AV
sketchup-onigiri.jimdo.com/sketchup-plugins/su2objmtl/
13




