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2] 0D 15}
void setup() {

// P3DE—FTO12 k%<
size(400, 400, P3D);
noLoop();

b

void draw() {
background(0);
/] {ZZEDEREA
lights();
/] EREE
perspective();
/] R RERZE
translate(width/2, height/2, 0);
noStroke();
fill(255, 200, 200);

/] RRICFEFE 100@%’&?5&
sphere(100);

// BI85 9 HiLFA
float rot = 0.0;

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

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_:I) :l\\/@:fﬁiﬁﬁu prism (T X L)

[FEFEVNSIEL

/| ZARERTTD
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));
// noFill)&n7 A4 —JL— LR
fill(255, 255, 0);
stroke(100, 255, 100);
/| EEDIEESSZIEELTHE
prism3(60, 120);
popMatrix();

void prism3(float w, float h) {

w/=2; h/=2;

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

/] BIEO3MDEAF

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();

// EEELEO=FAR

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();

} 7
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7.7 BB K HIEE

PImage img; // BkDREEER // REEIZKDERE D HEE ]
void pointSphere(float r, int d, PImage g) {

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

size(600, 600, P3D); // $EFE (lat) S4B (Ing) 2L B2EL—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)); // BETHmAZE
for (int Ing = -180; Ing < 180; Ing +=¢e) {
void draw() { /] REEBOXICRNBE T
background(0); !nt u=(lng + 180)** g.w_idth / 360;
lights(); perspective(): int v = (-lat + 90) * g.height / 180;

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

pushMatrix(); /] BE-RBRENIKEOIDEZEHE
rotateX(radians(frameCount)/2);  float b = radians(ing); |
rotateY(radians(frameCount)); pomt(r: cos(a): C.OSE)b)’_ r* sin(a),
pointSphere(200, 2, img); ) "% cos(a) * sin(b));
popMatrix(); )
b b 8
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3DETILERR
o PShape#!
m P3DTIXOBIT—A2MFIHAIRE
(2DMPShapeldFE3EERHSHR)
O FmAIAAERTR
= loadShape("7Z7/ILE")
= shape(E#2)
= shape(H#z, X, Yy, z)
O TODIEE

m PShape® AV yrTHLK, [BlEE,
[ERDEEZEEERNIML-BD
e RFEOEMGEENTEDS

= scale, rotate, getVertex &

o OBJ Loader (ver.1THX%tIG)

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

// #1{&: beethoven.zip #589>A—FKL,
/] FBD3T7MI)LEdatad+ILF(ZAND

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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MagicaVoxel —#& 9 3 &
m ephtracy.github.io
m Minecraft) k312K T+)L
(AR TETIVY
ARtaAL4T

= www.metaseq.net

= BABTEHNEE, EXRHY
Art of Illusion

= www.artofillusion.org

w EAHREZYHR—k, Java®l
SketchUp Make

m www.sketchup.com

n BYM-AIYOETIVTIZEK
Blender

= www.blender.org

= EHEETIY—&F—TY—R

o Maya / 3ds Max 4&

= Autodeskttd 7 Ofm (T8 &

n FHIEETH AT

= www.autodesk.co.jp/education
O Sculptris

m pixologic.com/sculptris/

w FhE-FERDOLIIZETIY
o Vue Pioneer

= www.e-onsoftware.com

" BRARBERGEERT)—hR)
o DAZStudio

= www.daz3d.com/get_studio

B ANAR—X&T7 = A= 3 ERK
o 7o9YVIroLT

= www.tinkercad.com

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

Art of Illusion FELNADRA

o #iE O EARHEE
= www.artofillusion.org n EDY—ILREU I SER
= ArtOflllusion???-Windows.exe " EFOEE, BE), BEGL...
n BEARBEgEEYR—NETIVY, n [Vl [LoA—]ITLAk

LR, 7o A—=3Y) L—0 9 DCGHERTES
= JavalJ)—&A—TU—X

o BETORFY
o FLVADSE(BAREE = Bf: 247 [Uniform]
= yunzu.qgee.jp/artofillusion/docs = Ef&: 247 [Image Mapped]

/AolManual29_J2/layout.html 0 OBIREXTOHE A
» ei-www.hyogo-dai.ac.jp/

J L] —[T—4E N
~masahiko/moin.cgi/AOl = [I7AL]- T —2ESHL]

_ ‘ [Wavefront(.obj)]
0 ProcessingEMiEiE s [FHORFYEMUTEEHL]
» OB TCITHORKR—K

o OBJHATHIFER
= shapefA#TlaE

oy s . = Aol FEyE (Ke)ld, OBITIE
= A[REGERRYRIVHZERLT IRIERSHE (Ka) IZE#]EING
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7.12 Z 3DETILT—2DOHEE

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 Xoio-air.de

o Unity7tykRr7
m assetstore.unity.com/search?q=3d&g=models&q=price:0
= OBJH 7
assetstore.unity.com/packages/tools/utilities/scene-obj-exporter-22250

o SketchUp Make
= 3dwarehouse.sketchup.com

= OB ZTELTST 1V
sketchup-onigiri.jimdo.com/sketchup-plugins/su2objmtl/
13




