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OBJ =t DWG FAE7FfE, HET M _HEEZ=ZEIMREPBHILARGE. A& L. BRIMSERITE
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£4; CAD ZHESBKHAMZE, 90 AutoCAD 5 SolidWorks, XLETHREINEERA, MHIGEFEREG
Z. MMM ENTSHIER. Web ERNEIGEIRPEEL: CAD XHEEAFRER, SSEHR/LAFN
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AT, XERERE ISR R ARIRR.
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1 2. CAD X#-EHhtFIIR

CAD XIS, FEME, L STEP (AP203/AP214) A, X2 1SO tr/fE{kH) BREP A EAR R,
BEFEMARTHEMAIXR, REUNRE, BENETHRE. IGES FAZEIEIER R, HEHRERS
EHfiK, STLNMU=Z/AMENE, XHEEFVN, &S 3D HE0, EELMENBE. OBJ ZiFMa. EAL
2, BF WebGL EiEM#. gITF BI4 Web i7, Z#IESES, # Khronos Group #ERERME.
DWG/DXF 2 AutoCAD £5F, E& 2D/3D #iE, HREMBFLEKIL,

SARRITRAEM BRI A RIS G, IREUZO AR Tatn. &R, BREAZIEARRER, [

EHNRIMER, W0MEEN (Decimation) BIESHES=RE L TR, LOD (Level of Detail) M
ERZEATIRE, RIEBNEEDSTE, 5, — N EFEEEEEAA 10 FEE LOD k4, HBFRFT
B,

2 3. Web JEFRHZAZDRIE

AMEIERAEIG RSB (MVP) Ti#: v =P-V-M.-v, H P ARFER, VAMEER, M AHEE5ER,
v AR E, BEE, MR TIRIAE AR T, AcE®EE (Fragment Shader) IERZHE, BAGE
WIRAITIRL (FXAA) FIRAFZARET (Shadow Mapping),
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3 A ERBRAKSE 2

HREMUEXEE, /LA KR A Draco 3 MeshOpt [E45M 4%, Draco & B & R4 535 T0 - 350
REEMN, EHELLAIX101, E6IEESR (Instanced Rendering) £ B#ERJLM, XRTHEME: &EiT
drawElementsInstanced &LHIET LG, RABEESHERBE, LOD 5##7/F% (Frustum Culling) £
&, FIRAANEINLE, FRATE: BEETRAEME, ARA LOD = log(sgwnsize) L4327 F
Web Workers 3% OffscreenCanvas 7B 5ESR, EL4EETF Ul RESEEDHH#ME (Progressive
Loading) 9tRfE4HIER, Basis Universal 832f#823F GPU HNE,

REDREEE, MBYITHINERDS, B3 BIiREREHETibes: . quaternion. setFromEuler(euler),
BIMNERBSTEIEST (Raycasting) : MENEMSTE r(t) = o + td, RIZRITEEH, CSG HRizEL
EL{AHE3E, VR/AR MIAA WebXR APl 43I &ES.

3 4 ERERAKRSE

FEESR, Three.js & WebGL &E# %, %#F gITF/STL/OBJ &, E4EFEESZ LF, #N7EE 2 CAD fi#
#r L3255, Babylon.js #5% PBR (Physically Based Rendering) #MBEM#IE5|%, wFRSHE, BF
SIghZBElE. PlayCanvas fERRLEIE, REHESRMIME, RAKXEHR. xeogl TF BREP BER, XiF
STEP/IGES, =#5E CAD &8, X##D, OpenCascade.js i&d Emscripten #1& OCCT W%, 1
STEP/IGES/STL 228, #N{AFIIX MB 2K,
kA2 Autodesk Viewer/Forge, #f=im DWG RATESR, MEEMR. Onshape 1 GrabCAD S2IL
%328 CAD 4R, Sketchfab M%E7E 3D HEE#RN. FHiR TR EIE olTF Pipeline, ¥§ CAD ¥73 gITF; CAD
Exchanger SDK Z#5 %8N B H Web S,

4 5. EMEFSEIELH

—/N& 8 Demo ZEMEERIN HTML 558 Three.js 1 Draco Loader, G Node.js El3ER RS, FiieA
L% CAD. ¥ gITF. WebGL EZ%., TmEE Three.js 1N# gITF B9Z 00D :

import * as THREE from 'three';
import { GLTFLoader } from 'three/examples/jsm/loaders/GLTFLoader.js";
import { DracolLoader } from 'three/addons/loaders/DracolLoader.js’;

import { OrbitControls } from 'three/addons/controls/OrbitControls.js";

const scene = new THREE.Scene():

const camera = new THREE.PerspectiveCamera(75, window.innerWidth / window.innerHeight
— , 0.1, 1000);

const renderer = new THREE.WebGLRenderer({ antialias: true });

renderer.setSize(window.innerWidth, window.innerHeight);

document .body.appendChild(renderer.domElement);

const controls = new OrbitControls(camera, renderer.domElement);

camera.position.z = b;
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5 6. PESHRASE 3

const dracoLoader = new DracolLoader();
dracolLoader. setDecoderPath(' /draco/"');

dracoloader.preload();

const loader = new GLTFLoader();
loader.setDRACOLoader (dracolLoader) ;
loader.load('model.glb', (gltf) => {
scene.add(gltf.scene);
animate();
}, undefined, (error) => {
console.error("MI&EKM: ', error);
BB

function animate() {
requestAnimationFrame(animate);
controls.update();

renderer.render(scene, camera);

}

XEREEEMARKTR. BYFERSE, BRATNBERANRRE. OrbitControls #BEBIREIMMER B,
Dracoloader FRINEf#F328, XIFES gITF (glb). GLTFLoader i&id setDRACOLoader 5% Draco, &
TMEERFHRNEIASE, animate BV requestAnimationFrame, EHITHFHEZRM, 1R 60 FPS
TR, ZSSIUINE 1OMB EENFEHEY, ESRFRERE,

MEeEEE R, Three.js + Draco 22 10MB STEP (BA=#) % 3s, iPhone 12 T FPS 45, AFE
150MB; OpenCascade.js EfEHENFER 8s. FPS 30. A7 500MB; Autodesk Forge =LtiE 2s. 60
FPS,

ZEEE CDN D4 1EE, EE CORS/IP BR£[5&SE, DRM MEEEHKIE. PWA BREBLERE, LW
&,

5 6. BEERSRRERTS R

REEERZEHEY L, ZR=AEE WebGL kIR, RS ZEHME WebGPU (Chrome 113+), FIAITHE
EBRHITAIE: Mesh Shaders BEFEETT, HaERHA 5-10 &, BEZXRTZRIRENHAINEIR, A
MeshlLab IiFEE, Safari WebGL BRHIFERELK ES 2.0,

BAEBERES SVG RELIES WebGL MitgiEFE, Al MRS ANBELESR, W Instant-NGP Web ki, &id

MLP MEEIRARZE: o(x) = f,(x;0,), FRIFEHIE,
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6 7. KKitaE

WebGPU AE#isdn, HEEGSRZFFBAITE, Mesh Shaders fLib) UKL, Al 3¥zxh NeRF 3§ CAD %%
REEIES, RRUERAR C(r) = [T(t)o(t)e(t)dt, RIMBEEBR. £&FE CAD 5tFH, WebXR
RACTIEZE, CRDT + Yjs SRIMKEIIIE, AREHED gITF 2.0+ #)3E# B, USD Web Z#H7=#ER,

7 8. #ie

CAD Web ERLFEREMI, MBRAHLLE WebGPU MNIE, Z|WIGHNE, HEM Three.js 24, TR
B, SSEFREFE Demo, AIBREIE Three.js X#4. Khronos gITF ;=ffl. Sketchfab Embed #1 Autodesk
Viewer API, UK GitHub BY awesome-3d-web B,

8 PR

R _EFABIWETIR. % WebGL Fundamentals #1 SIGGRAPH CAD €3, FAQ: DWG %% Forge
3¢ CAD Exchanger it gITF; AX{H Draco + LOD 23 E#H.



