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3.1 JLFH Metaverse
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3.2 JL{aU 2 B! Geometric model
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3.4 jB# Render
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3.6 M55 HE A Business model
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H AT 320 i & 3L 4 XA FBX, 0BJ, glb/gltf.
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new dengin. Scene ()
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new dengin.OrthographicCamera ()

new dengin.PerspectiveCamera()
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new dengin.AmbientLight ()

new dengin.DirectionalLight ()
new dengin.HemisphereLight ()
new dengin.PointLight ()

new dengin.RectArealLight ()
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new dengin.SpotLight ()
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new dengin.WebGLRenderer ()
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new dengin.BufferGeometry ()
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new dengin.Material ()

(7) hnakas
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new dengin. TextureLoader ()
new dengin.CubeTextureLoader ()
new dengin. ImagelLoader ()
new dengin.ObjectLoader ()
new dengin.MaterialLoader ()
new dengin. GLTFLoader ()

new dengin. FBXLoader ()
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#tdefine WIN64 64 fif PC(R G %)

#tdefine WIN32 32 fif PC(R 4 %)

#tdefine PLATFORM_WIN64 H & X Windows 64 {i
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new dengin.OrthographicCamera ()
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AmbientLight ()
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RectAreaLight ()
SpotLight ()

new dengin.WebGLRenderer ()
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new dengin. CubeTextureLoader ()
new dengin. ImageLoader ()

new dengin. ObjectLoader ()

new dengin.MaterialLoader ()
new dengin. GLTFLoader ()

new dengin. FBXLoader ()
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https://www.renderbus.com/
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