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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]—
[0bj]Z B U R1FET S

s EFIILARE(ob)) . XTUTI
(.mtl) ERE(.png)D3DD
TJ71ILHHAIEINS

o ERSG

s > 7F)Lchr_knight%:&3iR0L .
OBJFZIATH 1T 3

n AO7O75 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, -200, 0, 0, 1, 0);

directionalLight(200, 200, 200,
OI 11 _1)1
ambientLight(100, 100, 100);

/] BN FDFERERFESEHRERICHEO>TLED...
rotateZ(PI); scale(200);
shape(model);
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12.6 VIRITTICEBETI S (2)

Art of Illusion
o EAXHgEZ T R—k
= www.artofillusion.org
s BTV LRI T
A= 3> DEAREEZTIRM
m JavaTEIfE.A—T>V—2X
o 1A=L
s Javah @Ylcr> AN—=ILEh
TULWERWERIFFEICANTEL
m [Edit]—[Preferences...]—
[Language] C.[Ha:E 1ML
o HAREBOESEH 1~
= yunzu.qgee.jp/artofillusion/
documentation.htm

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

EFUVTRE
o BEARXF
s 714D AT ZEIRL.
O—2%RIyJLTEREY 3
o BE-OER-BEFEOT7OA%
EIRL THBY IR TIRETES
o Xwa (ghm)
m TAERROT 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

w [YV=LIXZa2—"TC[[BlER(E...].
[E..]3CZ#RLTERT S
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12.7 V79T 7ICKBETI S (3)

Art of Illusion (:)
o BONTE
w AT oREFI)YILT
[T RAFv , MEZIEE..]Z
EREERET VR IHFEL
n [TORFY]ZTZZEIRL.
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

= BOBRELRRICES, (%1)T

[Image Mapped]ZERT 3

= IERAEDOEDZ' )y L.

T AFVEREERT S

T T4
o LR JET7 ZX—=S3>
w [P—Y]-[LYA—]TLAk
L—>> 0 DCGHERTES
m VRIERY IR T =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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12.8° 3DETIILDT—H 815
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K E X B AR
o /NTIXN)y o (p.87)
s NSXN) IR (E2EIBR)
D3 ITADILER
s RUTHE.BR TS B,
NURBSHIE LG H S
o AU Xy a0Di2E(p.94)
s MO BIHhE: ARUdYEHIRE
ICHEIL CEZEOMNMCEES
s FFHESIE: Hah5=VED
RUJY =&AL TEIR1ET 3
o 752%)L(p.109)
s BARARICKIKESNZERMA
AR ) DETIJISET B
X BEEPADRLRYE  —EDH
2RO NDESHBERARDEHD

Perlin/—1 X
O noise(Xx)
u XDZALICHLTHIESMCEIL
9B TI6H%E (0~1) ZERK
n KIND/AXzERIEZHT]
SEBEHTES
n BRYIDT IV AF v R ARDE
BICK<FBINS (BE.EEF)
O noise(Xx,y), noise(x,y,z)
" BHOBZHOEICHLTEDS
M LT BEZERK
O noiseDatail(n)
n /AR ZzERDIEPERZRE

BAELE (random) 10

Perlin/-f X (noise)
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12.10 Perlin/ 1 XIZ KB 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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12.11 EJLR—F

ELR—F /] EILR—ROEERA CRAR—JITHK)
BIcHRZ R T B
o Billboard=1I &R BRI /] BICHRZRKIBERICT VR Fv2Rh3

- X B PImage tex;
n 3DETFTILDORDODIC HRICEES PVector[] snow = new PVector[400];

TFEHRTIEDT = 5iF PVector cam = new PVector(0, -50, 0);
B RIERIRFBOTRICRRAZ
BKESICHET S void setup() {
= EHOEPN—F L (KE  S12e(600, 600, P3D);
DERNIE) DRI frameRate(30);
tex = loadImage("particle.png");
textureMode(NORMAL);

EILR—R

for (inti = 0; i < snow.length; i++) {
snow[i] = new PVector(
random(-400, 400),
random(-1000, 0),
random(-400, 400));

¥
ENSRIK Eh R 3

12
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12.12 EJLR—R ()

void draw() { // ¥&ICRy[EIERL . IEEZ R RICHIT 3
background(#000020); rotateY(atan2(v.x, v.z));
/] RRZz[ElERT 3 // MHUZRXEIERL . EEZ R RICHEITS
float a = radians(frameCount / 2); float vxz = dist(0, O, v.X, v.z);
cam.x = 600 * cos(a); rotateX(atan2(-v.y, vxz));
cam.z = 600 * sin(a);
camera(cam.x, cam.y, cam.z, beginShape(QUADS);
0, -200, 0, 0, 1, 0); texture(tex);
perspective(); lights(); vertex(-10, -20, 0, 0, 0);
vertex( 10, -20, 0, 1, 0);
noStroke(); fill(255); vertex( 10, 0, 0, 1, 1);
box (800, 1, 800); // #hE%#E< vertex(-10, 0, 0, 0, 1);
endShape();
/] EILR—RDiEE popMatrix();
for (PVector s : snow) {
pushMatrix(); s.y += 5;
translate(s.x, s.y, s.2); if (s.y > 0) s.y = -1000;
/] HEEABDNOIRINILZKDB +

PVector v = PVector.sub(cam, s); >
13
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FRRE
o Processing®d—RE7/=IFEE
D3DCGY I 7ZRAWNWT
3IDETFINZBEEL. ENZERT
357077 L%ZRELATL
n HARL R—rDIEmOBEBHRESR
ZVER T DL KL
m IAIABIRICIERL T BZL
n ERERORTCEILR—F%Z
EFEo>THBIDTHLL

o HARL R—bDF—LZHERL
TeDFEBEZHRFLAIL
n XN—DOK% GAURA)
n F—L%{EANBUSN)

= ERT T (THEAEDLESBI.
NEVWNMNTBITERRIDEN D)

BE PRBZR/ST
o Sound>173Y
o [RTYFI-[TT1TSEA A
~...] =[Z1773U%EM...]T.
SoundZzERL. M 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();

b 14
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12.14 =Z . #NLB T I XAF¥

/] 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(); // t&EIR
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(); // HERT

/] BED3DZERE THDUIE
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();

15
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Vectary
o EARBEEEISER
m www.vectary.com
s BIEDO3DETILZHAEHLE
fc—> DIEREEED TT R
B XZa—hoERXRFEDEER
3ADETILDEFUIENTETS
0 EFLOFE
= [Blank]T7OC b4 R
n SO ONRDETIVIIYY
THEIZEETED
= [Workspaces]h5.ET L%
EIRL CTEETES
o OB TH/T
m [=E]XZa—D'5 [Export]—
[OBl]ZEV R1FT D

Processing T3DET JLIRIE

o 3D Models In Processing
» GUHBSEICLBEE
= BlenderzfEH

m https://behreajj.medium.c
om/3d-models-in-
processing-7d968a7cede5

o FE
= Processing®3DEEEEEIE.
N—=23 0 DESE HEBEP R
BRDVEDBZENZLDT,
BEROEEISFREL TETWL

16
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7.11 BZ :3DCGY/ IhT T 74BN

3DCGY 7k x7

o MagicaVoxel

m ephtracy.qgithub.io

= Minecraftd &SIc KoL

(AIABE)DEETETIVY

o Blender

m www.blender.org

" SEREETI)—&F—TV—X
O Maya / 3ds Max ¥

» Autodeskttd7OMEIT B

n PEIIEETH A

= www.autodesk.co.jp/education

o SketchUp for Web

m www.sketchup.com/ja/pro
ducts/sketchup-for-web

= BY)- NAIHIDETI>JICEK

O

O

O

ScupltGL (Web)

m stephaneginier.com/sculptgl/
n K FROELIICETIVT
3DF Zephyr

= www.3dflow.net/3df-zephyr-free/
" ZHODEEHNSIDETILZHEE
MeshLab

m www.meshlab.net

m 3DETILT—RDERR K
3DETILDEE
market.pmnd.rs

free3d.com
www.freepik.com/3d-models
archive3d.net
www.cgtrader.com
www.turbosquid.com 17
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