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// 3DET I ZHEE§ 5F|E%
/] BEEEL TERL S B4
void house(PImage roof)
{
/] BE(T O ZAFv73L)
fill(#e0e090);
noStroke();
pushMatrix();
translate(0, -25, 0);
box(100, 50, 70);
popMatrix();

/] EREDEE
beginShape(TRIANGLES);
vertex(50, -50, 35);
vertex(50, -85, 0);
vertex(50, -50, -35);
vertex(-50, -50, 35);
vertex(-50, -85, 0);
vertex(-50, -50, -35);
endShape();

TRl

beginShape(QUAD_STRIP);
texture(roof);
textureMode(NORMAL);
vertex(-55, -41, 45, 0, 1);
vertex(55, -41, 45, 1, 1);
vertex(-55, -86, 0, 0, 0);
vertex(55, -86, 0, 1, 0);
vertex(-55, -41, -45, 0, 1);
vertex(55, -41, -45, 1, 1);
endShape();

// &7

fill(#501010);
stroke(#202020);
beginShape(QUADS);
vertex(20, -40, 36);
vertex(20, -5, 36);
vertex(40, -5, 36);
vertex(40, -40, 36);
endShape();

/] BE3D
fill(#70a0ff);
stroke(#a0a0a0);
beginShape(QUADS);
vertex(-40, -35, 36);
vertex(-40, -15, 36);
vertex(-20, -15, 36);
vertex(-20, -35, 36);
vertex(-10, -35, 36);
vertex(-10, -15, 36);
vertex(10, -15, 36);
vertex(10, -35, 36);
vertex(51, -35, -15);
vertex(51, -15, -15);
vertex(51, -15, 15);
vertex(51, -35, 15);
endShape();
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void setup() {
size(800, 600, P3D);

¥

void draw() {
background(200, 255, 255);
perspective();
lights();
camera(0, -50, 200,
0, -50, 0,0, 1, 0);
tree();

¥
// Ak

void cone() {
beginShape(TRIANGLE_FAN);
vertex(0, -100, 0);
for (inta=0; a<=6; a++){
float x = 10 * cos(PI * a / 3);
floaty = 10 * sin(PI * a / 3);
vertex(x, 0, y);

endShape();

/] #%(8F) &EFE

void branch() {
fill(100, O, 0);
noStroke();
cone();
pushMatrix();
translate(0, -80, 0);
fill(0, 255, 0);
sphereDetail(4);
sphere(30);
popMatrix();

/] R
void tree() {

branch();

pushMatrix();
translate(0, -20, 0);
rotateZ(PI1/4);
scale(0.6);
branch();
popMatrix();

pushMatrix();
translate(0, -30, 0);
rotateZ(-PI1/4);
scale(0.4);
branch();
popMatrix();
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12.5YV 79T 7ICKBETI S (1)

MagicaVoxel
o RoIEILEFIUVY
m http://ephtracy.qgithub.io
m Minecraft®&oIC7 Ko t)L
(XL AHE) TETIVY
o OBJFXTHA
n JVRUDEFD[Export]—

s EFIILARE(ob)),~TU7I
(.mtl) ,EAE(.png)D3DD
T71ILH TN

o ERSG

= > 7F)Lchr_knight%z:&iRL ,
OBJFZIATH 1T 3

» 507005 L% AL ,data
7#JLAZIZobj, mtl,pngdD3D
D77 ANTEITTS

PShape model;

void setup() {
size(800, 800, P3D);
frameRate(30);
model = loadShape("chr_knight.obj");

¥

void draw() {
background(0, 0, 128);
camera(500, -600, 1000,
0, -500, 0, 0, 1, 0);

directionallLight(200, 200, 200, 0,1,1);
ambientLight(100, 100, 100);

/] A XEEBZRDEVNVZRET B0,
/] BET IV EESICIKL, yARIFREIZT D
scale(50, -50, 50);

shape(model);
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12.6 VIRITTICEBETI S (2)

Art of Illusion
o EAXHgEZ T R—k
= www.artofillusion.org
w EFUIT,LA)VT, 7
A= 3> DEAREEZTIRM
w Java TEE, A —7>V—2X
o 1A=L
s Javah @Ylcr> AN—=ILEh
TULWERWERIFFEICANTEL
m [Edit]—[Preferences...]—
[Language]T,[Ba:E 11t
o HAREBOESEH 1~
= yunzu.qgee.jp/artofillusion/
documentation.htm

= ei-www.hyogo-dai.ac.jp/~
masahiko/moin.cgi/AOI

EFUVTRE
o BEARXF
s 74O D)ANTHF ZEIRL ,
O—2%RIyJLTEREY 3
o BE-OER-BEFEOT7OA%
EIRL THBY IR TIRETES
o Xwa (ghm)
m TMEROT7 1> %ERL T,
Xy aDFEZEET S
s 2RI )Yy ILT[ Ay all
T 1935 cHTES
m ERLTEIIND)Y I TER
O BEDZEH
n IR MOV 2ERL THEE T 3

m [V=ILIAXAZa2—TC,[[EE(K...],
[E..]2CEERLTERT S
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12.7 V79T 7ICKBETI S (3)

Art of Illusion (:)
o BONTE
w AT oREFI)YILT
[T RAFv , MEZIEE..]Z
BN, RET1 R IDEK
n [TORFY]ZTZZERL,
BA T [H—]-[FRT I
F+...]-[Uniform](3¢1)
o [IEIREE]P[ERRSE]Z
BYICERET S
0 TOXFVvYDHTE
s [V—V]-[RvEY T BER]
TERI771ILZ2EETRL THL

= BORELRKICEH, (%1)T

[Image Mapped]ZERT 3
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T T4
o LR JET7 ZX—=S3>
w [P—Y]-[LYA—]TLAk
L—>> 0 DCGHERTES
m VRIERY IR, 7 =X —
>avHIER TE DD

Processing C#F A

o OB THA

n [T7AII]-[T7—2EFHL]-
[Wavefront(.obj)]

m [TORXAFv¥%Z .mtl Z71)LIC
STHL]ZEIRT S

n BB (Ke) BN IRERETE (Ka)
ICEBINTLEOEISER

n BERDERISEETSL
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12.9" 2R AZIRDRIZ

R B SATIZIR Perlin/ X
O /NS XNy EE (p.87) O ”Oise(é) LB
S el oy S (9 3D o XOBICHL TBSMNCELT
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. RSTHE B " IBICKND /A ZDEETSY
NURBod 2 B SILHICE T EE E S
\ = BRYOT U ZIFvRROE
o ARUIY KXy aDIR(E(p.94) i

BICKLFBEINS (B, =56%F)
O noise(Xx,y), noise(x,y,z)
" BHOBZHOZICHLTHE

s N EmEm: AU EZBIRN
ICHELTEZEBSMIRES

= EHEEIM: HAHSEVED SMCRILY BfEZER
RO =EELTHEIRIEdT 3 o noiseDatail(n)
o 7257%)J)L(p.109) » JAXZERBEREHEIEE

 BARICIKESNZBIRIA
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Perlin./-f X (noise) BAELE (random) 10
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12.10 Perlin/ 1 XIZ &k B AZE R

final int N = 40;
int [][1 h = new int[N][N];
float F = 0.1;

void setup() {
size(600, 600, P3D);
frameRate(30);

for (inti =0;i <N; i++){
for (intj =0; j<N; j++) {
h(i][]]
= (int)(noise(i * F, j * F) * 10);
b

¥ FIZH DTN BED
¥ ZEDESICRE

void draw() {
background(#6080ff);

lights();

translate(width/2, height/2, 0);
rotateX(-PI/3);
rotateY(radians(frameCount));
noStroke();

translate(-200, 0, -200);
scale(10);
for (inti=0;i<N;i++) {

for (intj =0; j<N; j++) {
pushMatrix();
translate(i, -h[i][jl / 2, j);
if (h[i][j] > 3) fill(#008000);
else if (h[i][j] > 2) fill(#909000);
else fill(#2020a0);
box(1, h[i][j]l, 1);
popMatrix();

11
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BERICKDIE=R
0 RADARYIR | AAAR—L
s V2P AMATIIHIEY
KZES, BRTIATVYEHS

PShape bg;
PImage tex;

void setup() {
size(800, 600, P3D);
tex = loadImage("park360.jpg");
bg = createShape(SPHERE, 800);
bg.setTexture(tex);
bg.setStroke(false);

; 5 R F v R T

void draw() { Bz (RS
perspective();
translate(width/2, height/2, 0);
rotateY(radians(frameCount)/4);
nolLights(); shape(bg);

b

EJLR—K
o Billboard=3I &k, 18k
n 3DDETILDRHDIC, tkicHE-
FERTIEDNT = 5R
5 RIIRSIRSBOTEICEAZEA
CEOICHHE TS
n BHDEPRPN—T VI (KED
EXRNTE) DRRICERN

EILAR—R

ENBERIK Eh BRI

12
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FRRE
o Processing®d—RE7/=IFEE
D3DCGY I+ 7ZRAWNWT
3DETFILZBEMEL, TNZERT
357077 L%ZRELATL
n HARL R—rDIEmOBEBHRESR
ZVER T DL KL
m IAIABIRICIERL T BZL
n ERERORTCEILR—FR%Z
EFEo>THBIDTHLL

o HARL R—bDF—LZHERL ,
TeDFEBEZHRFLAIL
n XN—DOK% GAURA)
n F—L%{BEANBUSN)
n BIRFEDT—<(/NNXIL],
FKiF31, TE&RIDENDY)

BE . B2K57
o Sound>173Y
o [RTYFI-[TT1TSEA A
~...] =[Z1773U%EM...]T,
SoundZz:ERL , TV A—IL T3

s WAV/AIFF/MP3 771 JLICXE IS

import processing.sound.*;

SoundFile snd;

void setup() {
size(400, 400);
snd = new SoundFile(this,
"effect.wav");
b

void draw() {
if (mousePressed) snd.play();

} 13
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12.13 & L)L R—R DA

/] EILR—EDERH CRR—IIZHi<) void draw() {
/] BICRRZRKIERICT I AFvZ2ih3 background(#000020);
PImage tex; /] BazEEd 3
PVector[] snow = new PVector[400]; float a = radians(frameCount / 2);
PVector cam = new PVector(0, -50, 0); cam.x = 600 * cos(a);
cam.z = 600 * sin(a);
void setup() { camera(cam.x, cam.y, cam.z,
size(600, 600, P3D); 0, -200, 0,0, 1, 0);
frameRate(30); perspective(); lights();
tex = loadImage("particle.png");
textureMode(NORMAL); noStroke(); fill(255);

box(800, 1, 800); // #E =<
for (inti = 0; i < snow.length; i++) {

snow[i] = new PVector( /] EILR—RDIEE
random(-400, 400), for (PVector s : snow) {
random(-1000, 0), pushMatrix();
random(-400, 400)); translate(s.x, s.y, s.z);
hs /] REANBEDIRIRLZKD D

) PVector v = PVector.sub(cam, s);
14
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12.14 BZ E)LR—RDOH ($:Z)

// #ICRy[EIEEL , (EEZHARUICHAITS NINILIS R
rotateY(atan2(v.x, v.z));

/] MEURx[EIEEL , IFEZ R RICHEITS O ARS2P42 v = new PVector(X, v, z)
float vxz = dist(0, O, v.X, v.z); .J _
rotateX(atan2(-v.y, vxz)); Lt . —d:j/.copy()
~otLom VA9
beginShape(QUADS); w = PVector.add(v, u)
texture(tex); NINILDE v.sub(u)
vertex(-10, -20, 0, 0, 0); w = PVector.sub(yv, u)
vertex( 10, -20, 0, 1, 0); 2hs—f  V-mult(s)
vertex( 10, 0,0, 1, 1); w = PVector.mult(v, s)
Ver'teX(-10, OI Ol Ol 1)1 W*ﬁ S = V.dOt(U)
endShape();
bopMatrix(): Nia W = v.cosss(u)
RSIT
S.y + = 5; (/)LA) > = V.mag()
if (s.y > 0) s.y = -1000; JILLD2EE s = v.magSq()

}} IERR1E v.normalize()

15
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12.15 2Z KT RXAF¥

/] WoT-ABRBLERICHEWV R Z
/] BHREL TRUIICEED T B4
PGraphics pg; // RRLEERZE

void setup() {
size(400, 300, P3D);
// BRLEmEZ <
/] 3DD5|DEKIEsizeFaEE[EL
pg = createGraphics(100, 100,
JAVA2D);
b

void draw() {
// BLERE_ L TOREELIE
pg.beginDraw(); // Bita
pg.background(200, 200, 255);
pg.translate(50, 50);
pg.fill(240, 180, 180);
pg.rotate(radians(frameCount));
pg.rect(-100, -3, 200, 6);
pg.endDraw(); //#&7T

// REE CTOUIE
background(255);

lights();

translate(width / 2, height / 2, 0);
rotateY(radians(frameCount) / 4);

beginShape(QUAD_STRIP);

texture(pg); // BLEEZEHREL TES

textureMode(NORMAL);
vertex(-100, -100, 0O, 0, 0);
vertex(-100, 100, O, O, 1);
vertex( -50, -100, 50, 0.25, 0);
vertex( -50, 100, 50, 0.25, 1);
vertex( 0, -100, O, 0.5, 0);
vertex( 0, 100, O, 0.5, 1);
vertex( 50, -100, 50, 0.75, 0);
vertex( 50, 100, 50, 0.75, 1);
vertex( 100, -100, 0O, 1, 0);
vertex( 100, 100, O, 1, 1);
endShape();

16
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7.11 BZ :3DCGY/ IhT T 74BN

O

O

O

MagicaVoxel <& 338
m ephtracy.github.io

m Minecraft®&oIC7 Ko t)L
QIAER)TETUVY

Blender
m www.blender.org

n SEETI)—&A—TYV—X
Tinkercad

m www.tinkercad.com

n VA= ILAEBZWebT 1)
SketchUp Free

m www.sketchup.com
s B NITYIOE'ETU>JIZmK

ScupltGL

m stephaneginier.com/sculptgl/
m fEEBRIDELIICETIYT

O

O

O

O

Maya / 3ds Max R

» Autodeskttd7OMEIT B

n PEIIEETH A

= www.autodesk.co.jp/education
X117

B www.metaseqg.net

n BAETERNZEE
ZbrushCoreMini

m zbrushcore.com/mini/

n K FROELIICETIVD
Vue Pioneer

® Www.e-onsoftware.com

w BRAIBHENKGEER7U—R)
3DF Zephyr

= www.3dflow.net/3df-zephyr-free/
" ZHOBEEHLISETILZEE v
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