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Pasnn4yHble BUObl MICTOYHMKOB CBETA

HauHem ¢ ,u,o6aBneva MCTOYHWKa CBETA Ha CUEHY.

B Three.js AOCTYNHO HECKOJZIbKO pPa3/InYHbIX BUOOB NUCTOYHUNKOB CBETA:

O6beKT OnucaHue

THREE.AmbientLight NCTOUYHUK paccesHHOro CBeTa.
THREE.PointLight ToyeuHbI UICTOYHMK CBETA.

THREE. SpotLight NCcTOYHUK HanpaB/ieHHOro CBeTa.
THREE.DirectionalLight | BeckoHe4HO yAaneHHbIN MCTOYHMK CBETa.
THREE.ArealLight PacnpegeneHHbI UCTOYHWK CBETa.

PaccMmoTpuMm 3TM UCTOUYHKUKM cBeTa 6onee nogpobHo. HauHem ¢ THREE . AmbientLight.

NcTouHunK paccedaHHoro ceeta THREE . AmbientLight

THREE.AmbientLight 06blMHO He WCNONb3yeTCA B KayecTBe €AMHCTBEHHOrO MCTOYHMKA
CBeTa B CLLEHE, MOCKOJIbKY OH OKpallMBaeT Bce OOBLEKTbl B OAMH LBET, He3aBucMMO oT ¢opMbl.
THREE.AmbientLight ucnonb3yetca Bmecte C APYTMMWU UCTOYHMKAMM OCBELLEHMA, TAKMMM KaK
THREE. SpotLight wanm THREE.DirectionalLight, 4Ttobbl cmMArnTb TeHU uan pobasuTb
OOMNONHUTENbHbIM  LBEeT K  cueHe. Cambii  npocTod cnocob MNOHATb 3TO —  U3Y4YMTb
npumep ambient-light.html. B 3aTom npumepe B npaBom BepxXHEM Yy HaxXoAUTCA MEHI0
ynpaBaeHuA, C MOMOLLbIO KOTOPOrO MOXHO U3MEHATb MHTEHCUBHOCTb M UBeT THREE . AmbientLight.
ObpaTtuTe BHMMaHMe, YTO B 3TOM CLEHE Y HAC TaKxKe npwucytcTeyeT THREE.SpotLight, KoTopbIi
nobaBnaeT AONONHMTE/IbHOE OCBelleHMe WM co3gaeT TeHW. C MOMOLbD MEHIO MOXHO BbIKAOUYUTD
THREE . SpotLight v yBuaeTb, Kakoi apdekT gaeT THREE . AmbientLight cam no cebe.

LiseT no ymonyaHuIo, KOTOpbIA Mcnonb3yetca B 3Tolh cueHe — #0cOcOc. OH 3agaeTca c
NMOMOLLLbIO LECTHAALATEPUYHOTO NPeacTaB/ieHUs UBeTa U NpeacTaBaseT cobol oYeHb TYCKAbIA CBET/O-
cepblit LUBeT, KOTOPbIA B OCHOBHOM MCMONb3YeTCA ONA CTNaXMBAHUA XKECTKUX TeHell, oTbpacbkiBaemblxX
HaWMmK 0bbEeKTaMM Ha MNOCKOCTb 3eMau. Bbl Mo)KeTe M3MeHMTb 3TOT LBeT, Hanpumep, Ha 6onee
3aMeTHbIV *KenTo-opaH»KeBbln uBeT (#523318), u Torga ob6bekTbl 6yayT cBeTUTbCs Kak ConHue. Ecam
BbIOpPaHHbLIN BaMM LIBET OKaXKEeTCA CMLIKOM APKUM, TO Bbl MOJIy4MTE NepeHachlllleHHOe HeecTecTBeHHoe
n306parkeHue.

B aTom npumepe mbl CcO34anM BO3SMOXHOCTb M3MeHeHuA uBeTa THREE.AmbientLight c
nomoubto MeHto. [1na aTtoro mMcnosb3yetca Ta e 6ubnvoteka dat.GUI, 4To M B nNpeablaoyLimnx
nabopatopHbix paboTax. EAMHCTBEHHOE W3MEHEHMEe 3aK/YaeTcd B TOM, 4YTO BMECTO ¢yHKUUM
gui.add(..) pnsa Bbibopa uBeTa ucnonb3yerca o¢yHKUuMA gui.addColor (...). OHa cosgaer
napameTp B MEHIO yNpaBAeHMA, C MOMOLLbIO KOTOPOro MOXKHO HaNPAMYHO U3MEHATb LLBET NepesaHHoM
nepemeHHon. B Koge Bbl MOXKeTe 3aMeTUTb, YTOo 3aech Aobasnsetcs 06paboTumKk cobbiTna onChange
Aana snemeHTa: dat.GUI: gui.addColor (...) .onChange (function (e) {...}). C nomoubto
3TOM PYHKLMKN Mbl roBopum dat . GUI BbI3biBaTb NepefaHHy0 GYHKUMIO KaXKablA pas npu M3mMeHeHum
useTa. B gaHHOM cnyyae mbl npucsamsaem uety THREE . AmbientLight HOBOe 3HayeHue.

9.1 3agaHue ans CaMoCToATEIbHOM PaboTbl
ﬂ,O6aBbTe B Nporpammy Ballero gomallHero 3agaHunAa pacceaHHoe ocBelleHune.

ToYeYHbIN NCTOYHMK cBeTa THREE . PointLight

YT106bl NO3KCNEPUMEHTUPOBATL C TOYEYHBIM UCTOYHMKOM cBeTa THREE . PointLight, MOXHO
ncnosnb3oBaTb Npumep point-light.html, rae ToOYeuyHbIA MCTOYHMK CBETa NepemelLlaeTca no
cueHe. YTobbl 6b110 NOHATHO, FAE HAaXOAUTCA TOYEYHbIN UCTOYHMK CBETA, Mbl NepemeLLaemM MaNeHbKyHo



opaH}KeBylo chepy no Tomy e nyTtu. [lo mepe TOro, Kak 3TOT CBET NepemellaeTcs, Bbl YBUANUTE, YTO
KpacHbIN Kyb 1 cuHAS cdepa 0CBELLLAIOTCA STUM CBETOM C PasHbIX CTOPOH.

THREE.PointLight nmeeT HECKONbKO NapamMeTpoB KOHPUrypauum:

CBoOiCTBO OnucaHue

color Lset cBeTa.

distance MaKcumanbHOe paccToAHMe, Ha KOTopoe pacrnpocTpaHAeTcA CBeT OT WMCTOYHMKA.
3Ha4yeHMe no YMONYaHUIO paBHO O, YTO O3HAYaeT, YTO 3aTyXxaHWe CBeTa OTCYTCTBYeT.

intensity | MHTeHcuBHOCTL cBeTa (KA).

position | Mono)eHne UCTOYHMKA CBETA Ha CLEeHe.

visible true (N0 yMoNyaHUIo) — CBET BK/tOYEH, false — CBET BbIK/IIOYEH.

THREE.PointLight MOXHO co34aTb C MOMOLLbIO CAeAytoLWel Nocief0BaTeIbHOCTU KOMAHA,
const pointColor = "#ccffcc";

const pointLight = new THREE.PointLight (pointColor, 100);
pointLight.position.set (10,10,10);

scene.add (pointLight) ;

30ecb Mbl CO3JaemM WUCTOYHWMK CBeTa OMpeaesieHHOro LBeTa, YCTaHaB/IMBAaeM €ro CBOWCTBO
position u gobaBnaem ero Ha CLeHy.

PaccmoTpum Tenepb CBOMCTBO MHTEHCUBHOCTH. C MOMOLLbIO 3TOTO CBOMCTBA MOXHO YCTaHOBWTb,
HACKONbKO APKO CBETUT CBET. 3HaYeHne UHTEHCUMBHOCTM 33aeTcA B KaHAenax.

CeoiictBo distance obbekta THREE.PointLight onpegenseTr, Kak pganeko
pacnpocTpaHAeTCA CBET OT UCTOYHMKA, NPeXae YeM ero MHTEHCUMBHOCTb CTaHET paBHoM 0. 3To CBOMCTBO
MOHO YCTaHOBMWTb C/ieAytoLwmMm 06 pasom:

pointLight.distance = 14;

B aTOM c/lyyae, MHTEHCUBHOCTb cBeTa ByAeT paBHOMEPHO yMeHbLlaTbes A0 O Ha paccToAHuM 14.
3HayeHMe No yMOoNYaHWIo Ans cBoicTBa distance paBHO 0, YTO O3HAYAET, YTO CBET He ByaeT 3aTyxaTb
Ha PacCTOAHUM.

OTtbpacbiBaHMe TEHM

PeHaepwHr TeHel TpebyeT 60/1blUMX BbIYUCAUTENbHBIX MOWHOCTe GPU, nosTomy mMx pacyeT no
YMONYaHMIO OTKAoYeH B Three.js. OAHAKO BK/OYUTb MX pacyeT HECNOXKHO. [1aa 3TOro mMbl AONXKHbI
BbIMO/IHNTb HECKOJ/IbKO KOMaHA,.

MepBas KOMaHAa, KOTOPYIO HaM HEOHXOAMMO CAEeNaTb, 3TO COOBWMUTb PEHAEPY, YTO HAM HYXKHbI
TeHW. [lna 3TOoro, HyXHO NpUCcBOUTbL CcBOMCTBY shadowMapEnabled 3HayeHuWe true. B npumepe
point-1light.html HY}XHO PaCKOMMEHTUPOBATb CTPOKY:

// renderer.shadowMapEnabled = true;

[anee HY)KHO ABHO ONpeaenunTb, Kakne obbeKTbl OTOPACHIBAIOT TEHM U HA KaKMe 0OBEKTbI TEHU
HaknagbiBatoTca. B npumepe point—-1light.html Mbl XoTUM, 4TOBbI chepa 1 Kyb OoTOBpPacCbIBANAN TEHU
Ha NJIOCKOCTb 3eMan. Mbl fenaem 3To, YCTaHaB/AMBasA CBONCTBA castShadow = true ansa cepbl u
Kyba n receiveShadow = true A1a NJOCKOCTU.

M nocnepHee, Ham HYXKHO ONpeaennTb, CBET OT KaKUX UCTOYHMKOB ByaeT Bbi3biBaTh TeHW. He Bce
WCTOYHMKM CBETa MOryT AaBaTb TeHW. THREE.AmbientLight He gaeT HUMKakux TeHel. NCTOUHMKMK
THREE.PointLight, THREE. SpotLight n THREE.DirectionalLight moryt AasaTb TeHU.
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Y106bl BKNOUMTL OTOpAcbiBaHME TEHM OT WMCTOYHWMKA, HYKHO MPUCBOMTL CBOMCTBY castShadow
3Ha4yeHue true, Hanpumep:

pointLight.castShadow = true;

Korga BK/oyeHo oTbpacbiBaHWE TEHM OT UCTOUYHMKA CBETa, TO MOMKHO YNpPaBasaTb TeM, KaK 3Ta
TeHb byaeT oTobparkaTbecA. ITO AeNaeTcA C MOMOLLbIO CBOMCTBA shadow UCTOYHUKA:

CBOIACTBO OnucaHue

shadow.camera. far OnpepenseTt, Ha KakOM MaKCMMa/ibHOM PacCTOAHUM OT WUCTOYHMKA
CBeTa AO0NXKHbI CO34aBaTbCA TEHWU. 3HaYeHUe no ymondaHuiwo — 5000.

shadow.camera. fov OnpenenneTt, HacKoO/MbKO BeNWKO none o063opa, MCMosb3yemoe Ans
C034aHuA TeHel. 3HayeHMe No ymonyaHuo — 50.

shadow.camera.near OnpepenseTt, HA KAKOM MUHMMANbHOM PAacCTOAHMM OT CBETa AOJIKHbI

€034aBaTbCA TEHW. 3HaYEHMe No ymon4danumio — 50.

shadow.camera.visible | Eciu ycTaHOBAEHO 3HaUYeHNE true, TO MOXHO YBUAETb, KaK U rae 3ToT
NCTOYHUK cBeTa oTBpacbiBaeT TeHb. 3HaYeHne no ymonyaHuio false.

shadow.mapSize.width | OnpegenseT, CKONbKO MUKCENeN UCNONb3YeTCA ANA CO3JaHMA TEeHW.
u YBennybTe 3TO 3HauYeHue, ecan TeHb MMEEeT HEepOBHble Kpas MW He
shadow.mapSize.height | gyrnaaur  rnagkoil. 3To  3HadeHMe Henb3A WM3MEHWTb  nocne
peHAepuHra cueHbl. 3HayeHMe no ymondaHuto — 512 ans obowux
CBOWCTB.

9.2 3apaHune Ana camocTonaTeNbHOM paboThbl
ﬂ,06aBbTe B Nporpammy Ballero gomallHero 3agaHuAa TOYEYHbIN UCTOYHUK CBEeTa.

NCcTOYHWK HanpasneHHoro ceeta THREE . SpotLight
B cnepytoweit Tabanue nepeumcnersl ceonctea THREE . SpotLight:

CBOIACTBO OnucaHue

angle OnpepenseT yrnoBylo WWPUHY KOHyca ceeTa O, M3amepsaerca B pagmaHax v no
yMoO4aHuIo paBHa Math.PI/3 (cm. puc. 1).

penumbra CTeneHb YrnoBOro 3aTyXxaHUsa MHTEHCUBHOCTU CBETa d.

color LiseT cBeTa.

distance MaKcMManbHOoe paccTosHWe, Ha KOTOpOoe PacrnpoCTPaHAETCA CBET OT MCTOYHMKA.
3HayeHMe No ymon4aHuio pasHo 0, YTO O3Ha4aeT, YTo 3aTyxaHWe CBeTa OTCYTCTBYEeT
(cm. puc. 1).

intensity | MHTEHCMBHOCTb CBETA. 3HAYEHME NO YMOIYaHMIO PaBHO 1.

onlyShadow | Ecnm gna 3TOro CBOMCTBA YCTaHOB/IEHO 3HayeHMe true, UCTOYHUK cBeTa byaer
TOJIbKO OTOpacbIBaTb TEHb M He byaeT 406aBAATL CBET B CLEHY.

position MonoxeHne NCTOYHMKA CBETa Ha CueHe.

target MNpn ucnonb3osaHun THREE.SpotLight BaXXHO HanpasieHWe, B KOTOPOM OH
cBeTuT. C MOMOLLbIO 3TOTO0 CBOWMCTBA MOMKHO YKasaTb MCTOYHWUKY CBETUTb Ha
KOHKPETHbI 06BEKT MM NO3ULMIO B CLEHE.

visible true (N0 yMOAYaHMIO) — CBET BK/IOYEH, false — CBET BbIK/IOYEH.
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Puc. 1. O6nacTb ocBelleHunA, KoTopyto GopmUpyeT UCTOYHMK THREE . SpotLight

[na co3pgaHna HanpaBAeHHOrO UCTOYHMKA CBETA HYXKHO yKa3aTb ero LBET, YCTAHOBUTb HyXKHble
CBOMCTBA M A06aBUTb €ro B CLUEHY CAeayoWwmnm obpa3om:

const spotLight = new THREE.SpotLight ("#ffffff");
spotLight.position.set (-40, 60, -10);

spotLight.castShadow = true;

spotLight.shadow.camera.near = 1;
spotLight.shadow.camera.far = 100;
spotLight.target = plane;
spotLight.distance = 0;
spotLight.angle = 0.4;
spotLight.shadow.camera.fov = 120;

scene.add (spotLight) ;

3pecb Mbl co3ganu ak3emnaap THREE . SpotLight mn ycTaHOBWMAM pa3nnyHble CBOWCTBA ANA
HaCTPoOMKKM cBeTa. Mbl TaKKe ABHO YCTAHOBWIM ANA CBOMCTBA castShadow 3HaveHue true, notomy
YTO HaM HYXHbl TeHW. CBOMCTBO target HaBOAMT UCTOYHMK cBeTa THREE . SpotLight Ha cepeauHy
naockoctu. OTKpolTe npumep (spot—1light.html) M NOCMOTPUTE HA NONYYEHHYIO CLLEHY.

MOKHO HanpaBWUTb UCTOYHUK THREE.SpotLight Ha Apyroit o6beKkT Ha cueHe. Hanpumep,
Mbl MOYKEM HanpaBWUTb €ro Ha LEHTP CUHel chepbl, Toraa cBeT byaeT Bce Bpems GOKyCMPOBaATbCA Ha
Hel, Aaxe HecMoTpA Ha To, YTo chepa nepemellaeTcs no cueHe. ECAM HyKHO HanpaBWUTb CBET He Ha
KOHKPETHbIN OBBEKT, @ Ha MPOM3BOJIbHYIO TOYKY MPOCTPAHCTBA, TO 3TO MOXHO CAEeNaTb CAeAyHLLMM
obpasom:

const target = new THREE.Object3D();
target.position.set (5, 0, 0);
spotlight.target = target;

Mpu oTnagke npobiem C TEeHAMU OT MCTOYHMKA CBETAa MOXHO WCMOAb30BaTb O6BEKT
THREE.CameraHelper. [1na 3T0ro AoctaTouHo A06aBUTb CneayioLmne CTPOKM:

const debugCamera = new THREE.CameraHelper (spotLight.shadow.camera);

5



scene.add (debugCamera) ;

YctaHoBUB dpnaxok shadowDebug B MeHI0, MOXKHO yBMAETb 061aCTb, KOTOPas MCNONb3YyeTCcA
ANs onpeaeneHna TeHen OT 3TOro UCTOYHMKA CBETa.

Ona nopbopa 3HaYeHW MapameTpoB MUCTOYHMKA THREE.SpotLight, BAuAlOWMX Ha ero
dbopmy u HanpasneHuwe, Three.js TakKe npegoctaBafeT o6bekT THREE. SpotLightHelper. Ana
[06aBeHNs 3TOro MOMOLLHWKA HA CUEHY, MOXKHO MCMOAb30BaTb C/ieayowmin dparmeHT Koaa:

const helper = new THREE.SpotLightHelper (spotLight);
scene.add (helper) ;

function render () {

helper.update();
.}

9.3 3a4aHKne AnAa camocToAaTebHOM PaboThl
[JobaBbTe B Nporpammy Ballero AoMallHero 3aAaHusa Hanpas/iieHHbIN UCTOYHMK CBETa.

OnpeaeneHne beckoHeYHO yaaneHHoro MCTouHMKa ceeta THREE. Directionallight
THREE.DirectionalLight onpeaenseT MUCTOYHMK CBETa, KOTOPbIN PACMO/IOKEH OYEHb
[ANeKo No OTHOLUEHMIO K pa3mepam CLeHbl. Bce cBeTOBbIe Ny4n, KOTOPbIE OH UCMYCKaEeT, NapannenbHbl
apyr apyry. Mpymepom Takoro UCTOYHMKaA cBeTa asaaetca ConHue. ConHue HaxoAMTCA Tak AaneKo, YTo
CBETOBblE /ly4YW, KOTOpble Mbl Mosydaem Ha 3emne, (NoyTv) napannencHbl gpyr apyry. OcHoBHoe
pasnnume mexay THREE .DirectionalLight u THREE. SpotLight 3aKnto4yaeTtca B TOM, 4YTO 3TOT
cBeT He bOygeT yracaTb MO Mepe yAaneHus OT UCTOYHMKA THREE.DirectionalLight, Kak 3To
npoucxoamt ¢ THREE. SpotLight (ecam ana Hero HacTpoeHo yracaHue). Bca obnactb, ocBeleHHas
THREE.DirectionalLight, nony4yaet oaMHaKoBYtO MHTEHCUBHOCTb CBETA.

Mpumep paboTbl C STUM UCTOYHUKOM CBeTa NpuBeseH B daiie directional-light.html.

THREE.DirectionalLight uMMeeT MHOXeCTBO CBOWCTB, TaKMUX e, Kak Yy
THREE. SpotLight, rnaBHbIMM U3 KOTOPbIX ABAAIOTCA CBOMCTBA: position, target, intensity.

MNockonbKy ana THREE.DirectionalLight Bce nyyu napannenbHbl Apyr Apyry, Yy HAc HeT
CBETOBOr0 KOHYCa; BMECTO 3TOr0 y HAc ecTb Kybuyeckas 061acTb, KOTOPYH MOXKHO YBWUAETb, €C/iu
YCTaHOBUTb GIAXKOK OT/IagKK). Bce, 4To nonagaeT B 3TOT KyH, MOKeT oTbpacbiBaTb U MPUHMMATb TEHW OT
MCTOYHMKa ceeTa. Kak n gna THREE. SpotLight, yem yxe byaeT onpegeneHa 3ta obnacTb BOKpyr
06bEKTOB, TEM Ny4dlle 6yayT BbIrnaaeTb TeHU. Onpeaenum sToT Kyb, Ucnonb3ya cneaytowme cBOMCTBa:

directionallight.castShadow = true;
directionallLight.shadow.camera.near = 2;
directionalLight.shadow.camera.far = 80;
directionallLight.shadow.camera.left = -30;
directionallLight.shadow.camera.right = 30;
directionallLight.shadow.camera.top = 30;
directionallight.shadow.camera.bottom = -30;



9.4 3apaHKne Ana caMoCcToATeNbHOM paboThbl
[o6aBbTe B Nporpammy Ballero A4OMaLIHero 3a4aHnsa 6eCKOHeYHO yaaieHHbI UCTOYHUK CBeTa.

PacnpeaeneHHbln NCTOYHMK cBeTa THREE.Arealight

C nomowbto THREE.Arealight mbl mo)Kem onpenenvtb pacnpefeneHHbl UCTOYHWUK CBETa,
npeAcTaBAAOWNIN cobol NpAMOYronbHyto 0b6nactb. B ¢paline area-light.html npusegeH npumep
paboTbl C 3TUM UCTOYHMKOM CBETa.

Mbl onpegenunn Tpu obbekTa THREE.Arealight, KawAaplhi U3 KOTOPbIX MMeeT CBOM
cobcTBeHHbIM  uBeT. [Ana aobasieHWA HOBOrO pacnpeaefieHHOro MUCTOMHMKA CBETa Ha  CUeHy
MCMONb3YyeTca ceayoLlnini Koa:

const arealightl = new THREE.RectArealight (0xf£f0000, 500, 4, 10);
arealLightl.position.set (=10, 10, -35);
scene.add (arealLightl) ;

3aech LBET UCTOYHMKA UMmeeT 3HadyeHne O0xE£0000, MHTeHCUBHOCTL — 500 Ka/M?, a WUpKUHa K
BbICOTAa WMCTOYHMKA cCBeTa MMeloT 3HavyeHnA 4 u 10 CcoOoTBETCTBEHHO. TaKXe KakK W gna Apyrux
WCTOYHWKOB CBETA, CBOMCTBO posSition onpeaenseT NofOKEHME UCTOYHUKA CBETA Ha cLeHe. MCTOYHMK
co3gaeTca B BepTUKanbHOM naockocTM. Cam MCTOMHMK CBeTa Ha CUeHe He BUAEH, BMAHO TOJIbKO
B3aMMOLENCTBME CBETa OT Hero ¢ obbeKkTamu Ha cueHe. YTobbl BM3yanmM3MpoBaTb MCTOYHWUK CBETa
cneayet aobasutb THREE.PlaneGeometry wanm THREE.BoxGeometry B TeX Xe MecTax, rae
pacnonoXeHbl MCTOYHMKKU cBeTa. Hanpumep, Ans Busyanusaumnm arealLightl mbl aob6asunu
cneayownin Koa:

const planeGeometryl = new THREE.BoxGeometry (4, 10, 0);

const planeGeometrylMat = new THREE.MeshBasicMaterial ({color:
0x£f£0000}) ;

const planel = new THREE.Mesh (planeGeometryl, planeGeometrylMat) ;
planel.position.copy(arealightl.position);

scene.add (planel) ;

9.5 3apaHune ans camocToATebHOM PaboThbl
ﬂ,06aBbTe B nNporpammy Bawlero gomallHero 3agaHua paCHpeAGHEHHbIVI NCTOYHUK CBeTa.

HacTpolka maTepunanos B Three.js

PaHee Mbl y)Ke HayanuM MCMosb30BaTb pPas/iMYHble MaTepuanbl. MaTtepuan COBMECTHO C
ob6bektom THREE . Geometry popmupyeT 06bekT THREE . Mesh. MaTepuan BavsAeT Ha To, Kak byayT
BbIFAAETb MOBEPXHOCTU OOBEKTA U MMUTUPOBATb PUIMYECKUIA MaTepuan, U3 KOTOPOro M3roToBJeH
06beKT. PaccmoTpum crieaytowme matepuasnsi:

CBoiACcTBO OnucaHue

MeshBasicMaterial OpaHoUBETHbIN MaTepuan.

MeshLambertMaterial | MaTosblit maTepuan.

MeshPhongMaterial BrecTawmin matepuan.

[N HacTPOWKM CBOMCTB 3TMX MaTepuanos, MOXKHO UCNOAb30BaTh ABa cnocoba:

1. MoXHo nepeaaTb apryMeHTbl Cpa3y B KOHCTPYKTOP 06beKTa maTtepuana, Hanpumep:
const material = new THREE.MeshBasicMaterial (
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color: 0Oxff0000, name: 'material-1', opacity: 0.5,
transparency: true, ...
});

2. MoxHo co3paTtb 9K3emMnaAap Knacca n yCTaHOBUTb CBOWCTBA MO OTOENBbHOCTU, HANpUmep:

const material = new THREE.MeshBasicMaterial ()
material.color = new THREE.Color (0xf£0000) ;
material.name = 'material-1"';

material.opacity = 0.5;

material.transparency = true;

OO6bIYHO Ny4lle UCNOoNb30BaTb NEpPBbIA CNOCOD, ec/in Mbl 3HAaEM 3HAYEHUA BCEX CBOWCTB Mpw
CO34aHMM MaTepuana. AprymeHTbl, UCNoab3yemble B 06OMX CAy4aax, UCNOAb3YIOT OAMH U TOT Ke
dopmaT. EAMHCTBEHHBIM UCKIIOYEHUEM M3 3TOTO NpaBUia ABASETCA CBOWCTBO LBeTa. B nepsom ciyyae
Mbl MOXEM MPOCTO nepefaTb LIeCTHaAuaTepuyHoe 3HayveHwe, U Three.js cam co34acT 06bBEKT
THREE.Color. Bo BTOpOM cayvae Mbl AO/IXKHbI ABHO C034aTb 06beKkT THREE . Color.

IameHeHune MaTepmnanos BCeX 0OBbEeKToB CueHbl

C nomolbto cBolcTBa overrideMaterial obbeKTa CUEHbl MOXHO 3aCTaBUTb BCe OOBEKTbI
CUEHbl UCNO/b30BaTb OAMH M TOT K& MaTepuMan U UrHOPUPOBATb 3HAYEHMA MaTeEPUasioB OOBEKTOB,
Hanpumep:

scene.overrideMaterial = new THREE.MeshLambertMaterial ({color:
Oxffffff});

B npumepe forced-materials.html ¢ NOMOWbLIO 3N1eMEHTOB YMNpaBAeHUA MOXKHO
006aBUTb Kyb Ha cueHy, yaanuTb nocieaHnin fob6aBAeHHbIN Ha cueHy Kyb M oTobpasuTb Bce Tekyluue
00bEKTBI, cogeprKalmeca Ha cLeHe, B KoHcon bpaysepa. MNociegHAan CTPOKA 3N1eMEHTOB ynpaB/ieHuUs
MOKa3bIBAeT TEKyLLLEe KOIMYECTBO OOBEKTOB Ha CLUEHE.

Mpw HaxaTum KHonkn addCube, co3paeTcsa HOBbIM 06beKT THREE . BoxGeometry, WUPKHA,
BbICOTa M rNybMHa KOTOPOro yCTaHaB/AMBAKOTCA KaK cnyyaliHoe 3HayeHue oT 1 go 3. MomMMMo c/ly4aHoro
pa3mepa, Kyb TakKe nonyvyaeTt cy4aHOE NONOXKEHME.

Bce Kybbl BU3yann3npyroTCca C UCMOJIb30BAaHUEM OAHOrO U TOFO e MaTepuana v Of4HOro LBeTa.
3710 gocTuraetca 61arogaps yCTaHOBKe CBOMCTBA scene . overrideMaterial.

Cneayowan ¢yHKUMA, KOTOPYID Mbl MOXEM Bbi3BaTb W3 rpaduyeckoro uHTepdeica
ynpasneHua — 310 removeCube. Kak cneayeT M3 Ha3BaHWA, HaxaTMe Ha KHOMKy removeCube
YyOansaeT co cueHbl nocneaHunin 4obasneHHbIN Ky6.

MockonbKy cueHa (THREE . Scene) XpaHWUT CBOW A0YEpPHME 3/1IeMEHTbI B BUAE Cnuncka (HoBble
006aBNAOTCA B KOHEL), Mbl MOXEM WMCMoNb30BaTb CBOMCTBO children, cogeprkaliee MaccuMB BCEX
06BEKTOB CLEHbl, YTOObI MOMYYUTb NOCAEeAHUIN 06bEeKT, KOTOopbIi 6bli1 Aob6aBneH. Ham TaKKe HyXHO
NpPoBepPUTb, ABAAETCA IN 3TOT 00bEKT 06beKToM THREE . Mesh, 4Tobbl U3beXKaTb yaaneHMa Kamepbl U
WCTOYHMKOB cBeTa. lMocne Toro, Kak mbl yaanunm obbekT, Mbl 06HOBAAEM CBOMCTBO rpadmyeckoro
nHTepdelica numberOfObjects, KOTOPOE COAEPKUT KOMMYECTBO OOBEKTOB Ha CLEHE.



MocnenHAA KHOMKa B Hawem rpadumyeckom nHTepdelice HasbiBaeTca outputObjects. Mpu
HaXXaTUK Ha 3Ty KHOMKY B KOHCONb Beb-6pay3epa BbiBoAMTCA MHPOPMaLMA 060 BCeX 0OBEKTAX, KOTOPble
B AaHHbIN MOMEHT HAXOAATCA Ha CUEHe.

[na 06HOBNEHNA NOBOPOTA KaxKaoro 13 Kybos ncnonbsyercsa pyHKuMA render ().

Mpu peHaepuHre cueHbl Mcnonb3yetca metod THREE.Scene.traverse (). Mbl Moxem
nepesatb GyHKUMIO MeToay traverse (), KoTopas 6yaeT Bbi3blBaTbCA A4 KaKAOro Ao4YepHero
3/1EMEHTA CLEHbI (06paTuTe BHUMaHKE, YTO 34eCb ABHO MCKNHOYAETCA MAOCKOCTb OCHOBAHMSA).

OCcHOBHble CBOMCTBA MaTepmnanos
Three.js npepgoctaBnseTr 6a30Bbli  Kaacc MaTepuana THREE.Material, B KOTOpOM
nepeymncieHbl Bce obLme cBOMCTBa. PacCMOTPMM HEKOTOpPbLIE U3 HUX:

CBOMCTBO OnucaHue

opacity OnpegenneT, HaCKO/IbKO Mpo3payeH maTtepuan. Micnosb3yeTcs BMecTe CO CBOMCTBOM
transparent. [JManasoH nameHeHua 3Toro ceolictea — o1 0 go 1.

transparent | Ecanm ycTaHoBNneHO 3HayeHue true, Three.js byaeT oTobparkaTb 3TOT O6BEKT €
NPO3pPayYHOCTbIO, 334aHHOM CBOMCTBOM opacity.

visible Onpepenset, 6yaet An maTtepuan BuaumbiM. Ecan napameTp MmeeT 3HAyYeHue
false, matepunan byaeT He BUAEH.

side C nomoLblo 3TOr0 CBOWCTBA MOXHO ONpeaennTb, K KaKolW CTOpPOHE FreoMeTpuu
npumeHsaeTca maTtepuan. Mo YMONYaHUIO ucnonb3syerca 3HayeHune

THREE.FrontSide, KOTOpoe nNpPUMEHAET MmaTepuan K AuUEeBON (Hapy»kHeM)
CTOpOHe 06beKTa. [aa 3TOro napameTpa TaKKe MOMKHO YCTAaHOBWUTb 3Ha4yeHue
THREE .BackSide, KOTopoe NPUMEHAET ero K 3agHel (BHyTPEHHEN) CTOPOHE, UK
THREE . DoubleSide, KOTOPbI NPUMEHAET MaTepman K 06emm CTOpoHaMm.

MoXHO npoBepuTb, Kak paboTaeT 3TO CBOWMCTBO, BbIOPAB MNJIOCKYIO CETKY KaK B
nporpamme sides.html. MNocKonbKy OObIYMHO MaTepuan HAHOCUTCA TOJIbKO Ha
JIMLEBYIO CTOPOHY 0ObEKTa, BpaLLAloWAnca MJoCKOCTb byaeT HeBMAMMA MONOBUHY
BpemeHu (Korga mbl BUAMM 06paTHYO cTOpoHyY). Ecan Bbl ycTaHOBUTE A1 CBOMCTBA
side 3HayeHne THREE.DoubleSide, niockocTb byaeT BuaHa Bce Bpems, Tak Kak
MmaTepuan npumeHseTca K obenm CTopoHam reomeTpuun. B aTom cnyyae peHaepep
BbINoHAET 6osblie paboTbl, TaK YTO 3TO MOXKET NOBAUATL HA NPOM3BOAMUTENILHOCTb
OTPUCOBKM CL,EHBI.

needsUpdate | BoAbIWMHCTBO CBOWCTB MaTepuana M3MEHAIOTCA BO BPeMs BbiNosHeHMA. OaHaKo
HeKoTopble M3 HUX (Hanpumep, side) He u3meHawTcA. Ecan Bbl XOTWUTE, YTOGBI
M3MEHEHWA, BHECEHHble BaMW B MaTepuasn, MNMPUBOAWAM K OOHOB/IEHWUIO, HYKHO
YCTAHOBWTb AN1A 3TOrO CBOMCTBA 3HaYeHue true.

THREE.MeshBasicMaterial

BasoBbii maTepman (THREE.MeshBasicMaterial) HMKaK He pearMpyetr Ha WCTOYHUKM
cBeTa cueHbl. OH NpocTo oTobparkaeT maTepuan 3a4aHHOro LBeTa. Y 3TOro matepmana ectb cieaytolme
cBoWcTBa:

CBOMNCTBO OnucaHue

color LiseT maTepuana.

wireframe | MokasaTb KapKaCHbIVI BUA NOBEPXHOCTU. y,£|,06H0 MCNoNb30BaTb AN1A OTN1Ia4KWN.

Cnepyolas KomaHaa co3gaeT HoBbIM 6a30BbIi MaTepuan duonetosoro useTa (0x7777ff):

const meshMaterial = new THREE.MeshBasicMaterial ({color: 0x7777ff});




B nporpamme basic-mesh-material.html nokasaH Bpalwatowmiica Kyb, rpaHn KOTOporo
coCToAT us3 6asoBoro maTepuana. Mporpamma nossonnet U3MEHATb CBOMCTBa
THREE .MeshBasicMaterial v ocHOBHble cBOWCTBa 6a30Boro o6vekta THREE . Material.

9.6 3a4aHKne ANnAa camocToAaTeNbHOM PaboThbl
B nporpamme Balwero AomallHero 3adaHuA cos,a,aﬁTe NnoBEpPXHOCTb d)MprbI n3 6asosoro
maTtepuana.

THREE.MeshLambertMaterial

3TOT maTepuan MOXKHO MCMO/b30BaTh AJ/1A CO34aHMA MaToBbIX, HebecTAlMX nosepxHocTen. OH
3aBUCUT OT UCTOYHUKOB OCBELLEHUA CLEHbI.

MaTeplAan HACTpanBaeTCA C NOMOLUbIO Chegyrwnx AByxX CBOWCTB:

Name Description

color KoaddnumenTt anddysHoro otparkeHuma kg.

emissive | MHTEHCMBHOCTb CBETa, KOTOPbIM M3ny4aeT cam maTtepuan lys [10 yMONuYaHuio 3Ta
WHTEHCUBHOCTb paBHa HYyIO.

ITOT MmaTepman MOXKHO CO34aTb, HanpuUMep, caeayowmm obpasom:

const meshMaterial = new THREE.MeshlLambertMaterial ({color: 0x7777ff});

B ¢anne mesh-lambert-material.html npuBedeH npumep nporpammbl ans paboTbi C
3TUM MaTepUaom.

THREE.LambertMaterial Takxe paboTaeT 1 AN KapKacHbIX M300parkeHW, MO3TOMY C ero
MOMOLLLbIO MOXHO BM3Yya/NM3MPOBaTb KapKacHoe M30b6pakeHWe, KOTopoe pearnpyeT Ha oOcBelleHue
CLUEHbI.

9.7 3apaHune Ana camMoCcToATeNbHOM paboThbl
B nporpamme Ballero AoMallHero 3aAaHna co3aainTe MaToByHo NOBEPXHOCTb GUrypbl.

THREE.MeshPhongMaterial
THREE .MeshPhongMaterial no3sonseT co3gatb 6baectawmii matepman.

CsolicTBa 3TOrO MaTepunana NokKasaHbl B cne,u,yrou.l,eﬁ TaGJ'IMLI,EZ

Name Description

color KoapdumumneHTt guddysHoro otTparkeHus kq.

emissive | MHTEHCMBHOCTb CBeTa, KOTOPbIA M3aydaeT cam martepuan lsyr. Mo ymonuaHuio 3Ta
NHTEHCUBHOCTb PaBHa HY/IO.

specular | KoagduumeHT 3epKasbHOro otpaskeHua ks.

shininess | [okasaTe/ib 3epKasibHOr0O OTPaXKEHUA M. 3HaYeHUe No ymondYaHuio pasHo 30.

MHuymanmsauma obbekta THREE . MeshPhongMaterial BbINOAHAETCA TaK e, KaKk 1A Bcex
APYr1X MmaTepuanos:

const meshMaterial = new THREE.MeshPhongMaterial ({color: 0x7777ff});

B ¢paiine mesh-phong-material.html npueegeH npumep Nporpammsbl gns paboTbl € 3TUM
maTepuanom.

9.8 3aaHKne A1a CaMoCToATENbHOM PaboThbl
B nporpamme BalLero 4oMallHero 3afaHma co3gaiite 6aecTaLyto NOBEPXHOCTb pUrypbl.
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[JobasneHne appeKTa TymaHa

3ddeKT TymaHa No3BOAAET CKPbIBaTb 06BHEKTHI MO MePe MX yAaNeHUA OT Kamepbl.

YT06bI BKNHOUNTL TyMaH B Three.js TpebyeTtca 006aBUTL CneayioLLyo CTPOKY Koaa:

scene.fog=new THREE.Fog (Oxffffff, 0.015, 100);

OHa onpegenset TymaH 6enoro ugeta (Oxffffff). Cneaywme nBa CBOMCTBA MOMKHO
NCNo/b30BaTb A1 HAaCTPOMKM MoABAEeHUA TymaHa. 3HayeHme 0.015 3agaeT 6AMKHIOW rPaHNLY dmin, a
3HadyeHne 100 3agaeT AanbHIO TPaHUUY dmax. C MOMOLLbLIO 3TUX CBOMCTB MOXHO OMNpeaenuTb, rae
HaYMHAeTCA TYMaH WM KaK BbicTpo OH cTaHoBuUTCA rywe. O6bekT THREE.Fog 3afaeT JIMHENHYH
$yHKUMIO 3aTyxaHusA. CyLLLECTBYET TaKXKe TYMaH C 3KCMOHEHUMaNbHOM QYHKLUMEN 3aTyXaHUA ANA CLEHbI:

scene.fog=new THREE.FogExp2 (O0xffffff, 0.01);

MapameTpamu 3Toro TymaHa sieastotca ero uset (Oxfff££ff) n nnotHoctb (0.01). MoxHO
MO3KCMEePUMEHTUPOBATb C 3TUMM CBOMCTBaMU, YTOBbI MONYUYUTD Kenaembli b deKT.

9.9 3a4aHKne Ana camocToaTeNbHOM PaboThbl

BapuaHT 1. B nporpammy Ballero gomallHero 3agaHusa gobasbte AMHelHY0 GYHKUMIO TYMaHa.
3apalite Heobxoaumblie NapameTpbl TymaHa, 4Tobbl ero addekT 6bin BUAEH Ha BU3yanusnpyemomn
cleHe.

BapwuaHT 2. B nporpammy Ballero AOMALUHEro 3agaHna f06aBbTe SKCNOHEHLMANbHYO GYHKUMIO
TymaHa. 3agalite HeobxoauMmble mMapameTpbl TymaHa, 4Tobbl ero 3ddekT Obl1 BUAEH Ha
BM3Ya/IM3MpPyeMOli CLeHe.
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