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S fmouth
var cubeMouth 1 = CSG.roundedCube({center: [4, @, @],

[l l- [N - 1 1 ] LR T -

/ihair

var hairl = (5G.cylinder({start: [-3, &, 4], end: [-3, -8, 4], radius: 4, resolution: 3}).rotateY(-18);

e =L
/ fhorn|

val LyLlinucii - spisico.uniuil
var cylinder2 = cylinderi.uni
var cylinder3 = cylinder2.uni
var cylinder4 = cylinder3.uni

var mirror_cylinder4 = cylind

//beard

var cylinderBeardl = CSG.cyli
var cylinderBeard2 = cylinder
var cylinderBeard3 = cylinder
var cylinderBeard4 = cylinder
var cylinderBeardS = cylinder
var cylinderBeard6 = cylinder
var cylinderBeard7 = cylinder
var cylinderBeard8 = cylinder
var cylinderBeard9 = cylinder

var mirror_beard = cylinderBe

//hair

var hairl = €SG.cylinder({stza
var hair2 = hairl.union(CSG.c
var hair3 = hair2.union(CSG.c
var hair4 = hair3.union(CSG.c
var hairs = hair4.union(CSG.c

radius: [4,7,4],

Dragon head

var spherell = CSG.sphere({center: [-18, -14, 187, radius: 1, resolution: 28});

o /VXLV

————-ﬁWOJC%]

- k)(]r!] 4;1

roundradius: 1, resolution: resolutionl});
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Dragon claw

var 1 = CsG. cyllnder{{start [e, B a 4

var sl = CSG.sphere({center: [7, -7, 3], radius: 1, resolution: 20});

var z3 =

CSG.sphere({center: [1e, -10, ©], radius: 1.3, resolution: 3})
.translate([-18, 18, @])
.scale([1.2, 1.2, 3])

BN Kevin .rotateX(-58) POWERED BY MAGIC CG
.rotatey(9)
.rotatez(45)
.translate([10e, -10, 0]);
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sl
s2
s3
sd

)s

Dragon body

Dorsal Fin

translate([@, radius/2 * 1.2, 8], sphere({r:radius, center: true}));

translate([@®, -radius/2 * 1.2, 8], sphere({r:radius, center: true}));

translate([radius/4 * 2 ,8, radius/6], sphere({r:radius, center: trues}));

translate([@ ,8,-radius], cube({size: [radius * 2, radius , radius], center: true}));

inter_1 = translate([@,-10, 3],rotate([0,30,90], difference(difference(intersection(sl,s2), s3), s4)));

Body

rotate([9@,0,8],
linear_extrude(

{height: 20, twist: -188, slices :

cs3

)

108, center: true},

POWERED BY MAGIC CG



cd = getTailPart([e,8,0], 15, 6,4, 35);
c5 = getTailPart(c4[2], 7, 4, 3, 68);

cb = getTailPart(c5[2], 1@, 3,2 , 78);

c7 = getTailPart(c6[2], 18, 2 , 1.5, 5@);
c8 = getTailPart(c7[2], 6, 1.5, 1, 38);
c9 = getTailPart(c8[2], 6, 1, 8.3, 48)
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part_side 1 = union(
c4[e],ca[1],
c5[@],c5[1],
c6[@8],c6[1],
c7[@],c7[1],
c8[e],c8[1],
co[@e]
);
part_side 2 = rotate([@,0,5] , translate([@,4,8], part_side 1));
taill = intersection(part_side 1, part _side 2);
taill = translate([-3,-2,4], rotate([8,0,-3], taill));

function getTailPart( % s r2, H
cl = C5G.cylinderElliptic ({start: startpos , end: [startpos[@], startpos[1l] , startpos[2] +height],
radiusStart: rl, radiusEnd: r2, resolution: 28, center: startpos});

>

cl = cl.rotate(startpos,[0,1,0],-angle);

end_pos = [startpos[8] - height * cos(9@-angle), startpos[l] , startpos[2] + height * sin(9@-angle)] ;
sl = translate(end_pos , sphere({r: r2, fn: 32 }));

return [cl,s1, end_pos];

Dragon tail

union(taill, tail2, tail3);

translate([-5,08,0], rotate([186,0,8], upper tail));

body = scale([0.8,8.3,0.3], translate([@,20,0], rotate([©,2,180], union(ml, m2, m3, md))));
tail = union(body, upper tail, lower tail);

upper_tail
lower tail

Il Kevin POWERED BY MAGIC CG
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.(N;T!SQEMI:JTESRMES We used a BRDF shader as fragment shader(texture) to

PACSSR - 301055 interact with light more obviously

vecd finalColor = kAmbi*ambient + kDiff*diffuse + kSpec*spec;

= yecd{ finalColor, 1.8 );

It applied fresnel function to apply metal texture

vecd fresnel = selectedMaterial + (vec3{1.8)-selectedMaterial) * pow( (1.8-1dh}, 5.8 };

And modified material parameter to apply on three
BN Young part of our model POWERED BY MAGIC CG
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Gold to head Tungsten to claw Copper to body
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{} MeronSoda_s_BRDFjson X
omentaryRainY.github.io > assets > threels >
"id": 1418,

gmen

"vertex”

"useGridHelper
"useRange"”: f
"range™: null,

Il Young POWERED BY MAGIC CG
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Fluid Analogy
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Bonding Box

“name": "200",

"fragment": "#define PI 3.141592653589793238462643383279\n\n|

"vertex": "precision highp float;\nprecision highp int;\nuni
"gl Position = Big Wiggles1542394934565_111 main() + \n"
"Caustic_Image_ Based154239496899@ 145 main(); }\n",

"uniforms": {

Bl Frankel POWERED BY MAGIC CG
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Cosmic Dash
generation

a8

2
4]

@ o, v &
* var meshBalls = [];

for (let id = ©; id<2@@;id++)

{

var ball = new THREE.SphereGeometry( ©.03+0.83*Math.random(), 20, 20 );

meshBalls.push( new THREE.Mesh( ball ) );

meshBalls[id].position.x = -28+48*Math.random();

meshBalls[id].position.z = -28+48*Math.random();

meshBalls[id].position.y = -4+8*Math.random()-5;

= Math.PI*(1-2*Math.random());

= Math.PI*(1-2*Math.random());

= Math.PI*(1-2*Math.random())

meshBalls[id].rotation.
meshBalls[id].rotation.
meshBalls[id].rotation.
}

var RGB = [];

var mltBalls = [];

for (let id = @; 1d<2@0;id++)

{

3

< ON X

RGB.push ({"r": Math.random(), "g": Math.random(), "b": Math.random() });
runtime.load([ 'dash/'+id.toString()+'.json'], function(shaders) {
mltBalls.push ( runtime.get(shaders[@].name) );

Frankel mltBalls[id].uniforms.brightness.value = 4;

meshBalls[id].material = mltBalls[id];
scene.add( meshBalls[id] );});

mltBalls[id].uniforms.image.value = new THREE.ImageUtils.loadTexture('./thumb_contra
mltBalls[id].uniforms.Caustic_Image_Based1542394968990_145_ color.value = RGB[id];

POWERED BY MAGIC CG
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*
\ 4

’ camera.position.z = 5+Math.sin( timer );
/ camera.position.x = 3@+Math.cos(0.3*time)*5;

Camera

camera.position.y = @+Math.sin(®.3*time)*5-5;
camera.lookAt(new THREE.Vector3(e, @, ©));

- Motion

I-lg

— P

Zj -
N —1 /|Pcz—Po .zl
93, = —tan

|Pex—Po,xl

Induced Problem: N
how to make background relative 6, = —tan™1( [Pey—Poyl )

static to camera for less noise? |Dc,xz—Po,xzl

var len = Math.sgrt(camera.position.x*camera.position.x+camera.position.y*camera.position.y+
var diff = len-base;

plane.position.x = camera.position.x*diff/len;

plane.position.y = camera.position.y*diff/len;

plane.position.z = camera.position.z*diff/len;

var angly = Math.atan(camera.position.z/camera.position.x);
plane.rotation.y = - angly ;
var anglz = Math.atan(

- Frankel r;lath.sqr*t camera.position.y*camera.position.y POWERED BY MAGIC CG

Math.sqrt(camera.position.x*camera.position.x+camera.position.z*camera.position.z

H
plane.rotation.z = -anglz;
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Dragon

| Motion
D es i g n forAll(dargongection L)

scale; = 1, — dl = sin(3t;) ;
pos; = [Rsin(t;), R cos(t;),H cos(3t;)];

6,= —tan~* (% sin(3ti));
= UL

i].scale.y = @.3-0.@7*Math.abs(Math.cos(3*theta));

i].position.
i].position.

Math.cos(theta)*15;
Math.sin(theta)*15;
Math.cos(3*theta)*1-5;

i].position.

i].rotation. -Math.atan(Math.sin(3*theta)*2.%3/15);

-theta;

i].rotation.z

Bl Frankel POWERED BY MAGIC CG
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