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‘Multiple render targets: WEBGL_draw_buffers
‘Instancing: ANGLE_instanced_arrays

‘Vertex array objects: OES_vertex_array_object

‘Fragment depth: EXT_frag_depth




WebGL2.09r B LASCIAY4EHS

‘Deferred shading
*Occlusion culling
Light propagation volumes

‘Voxel Cone tracing GI

‘Image based lighting
*HDR
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FFAWebVR jsfZE
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*VRControls: LB RIS A= H 2IXT N A7 = IR EAL
(|

‘VREffect : EREVL FEFIFEIVRIID FEESR
‘WebVRManager : {JJ#aVREVIRZ{ N EAWebVREMEHS
KNSHEE

‘WebVR Polyfill : £t X BIREWebVr>z#5aY[E#ZSCI
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<script src="aframe.min.js"></script>

<a-scene>
/7 VR code!

</a-scene>
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Hello, WebVR
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* http://www.shxt3d.com/webvr/index.html
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‘B2 7scene,. renderer.

camera="MEAEZE

/{ Setup three.js WebGL renderer. Note: Antialiasing is a big performance hit.
// Only enable it if wyou actually need to.

var renderer = new THREE.WebGLRenderer({antialias: true});
renderer.setPixelRatio(window.devicePixelRatio);

// bppend the canvas element created by the renderer to document body element.
document.body.appendChild(renderer.domElement);

/f{ Create a three.js scene.
var scene = new THREE.Scene();

[/ Create a three.js camera.
var camera = new THREE.PerspectiveCamera(75, window.innerWidth / window.innerHeight, 8.1, 10888);
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fWebVRZEHHJVRControls.
VREffects, WebVRManageri#{7i
Hlat

[/ Bpply VR headset positional data to camera.
var controls = new THREE.VRControls(camera);
controls.standing = true;

/! Apply VR stereo rendering to renderer.
var effect = new THREE.VREffect(renderer);
effect.setSize(window.innerkidth, window.innerHeight);

/f Create a VR manager helper to enter and exit VR mode.
var params = {

hideButton: false, // Default: false.

isUndistorted: false // Default: false.
bs

var manager = new WebVRManager(renderer, effect, params);
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var loader = new THREE.Objectloader();
loader.load("./Classroom/scene.json’, function (obj){
mesh = obij;
/f Add cube mesh to your three.js scene
scene.add(mesh);

mesh.traverse(function (node) {
if (node instanceof THREE.Mesh) {
node. geometry. computeVertexNormals();
j

1);
[/ Scale the object

mesh.scale.x = B.2;
mesh.scale.y = 8.2;
mesh.scale.z = B.2;

targetMesh = mesh;

// Position target mesh to be right in front of vyou.
targetMesh.position.set(®, controls.userHeight * 8.8, -1);

b;
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https://github.com/bugrunnerzhang/hellowebvr.git
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