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// Egia o EF gl stojEz|lE AER|Y ET 2 BE AX OA

import * as THREE from 'three';

import { GLTFLoader } from 'three/examples/jsm/loaders/GLTFLoader.js';
import { DRACOLoader } from 'three/examples/jsm/loaders/DRACOLoader.js"';

export class ThreeDViewer {
constructor(canvasContainer, progressBarElement, previewImageElement) {
this.container = canvasContainer;
this.progressBar = progressBarElement;
this.preview = previewImageElement; // SSRZ 2%l webP 74t 2{0]0]

this.initThreeEngine();

initThreeEngine() {
this.scene = new THREE.Scene();
/7 dE, FtHEh, = MY (dEF)

// U XN2|E 2ot H4 C|EH NE
this.dracoLoader = new DRACOLoader();
this.dracoLoader.setDecoderPath('/draco/'); // Worker 7|8t HE|AZE s{ix| HZ

this.gltfLoader = new GLTFLoader();
this.gltfLoader.setDRACOLoader (this.dracolLoader);

// ALIE|IR A: M XtAF 917 2E
loadServerAsset(gltfurl) {
this.toggleUI(true);

this.gltfLoader.load(gltfurl,
(gltf) => {
this.scene.add(gltf.scene);
this.executeHydration();

3
(xhr) => {
if (xhr.total > 0) {
const percent = (xhr.loaded / xhr.total) * 100;
this.progressBar.style.width = percent + '%';
}
}

)i

// AU2|R B: 2 XA ZA| 2E (Drag & Drop IOHY
loadLocalFile(fileBlob) {
this.toggleUI(true);

et
mn
!
re
omn

// 2ZE JHY 22| ol 71 (MH YZE K
const localBlobURL = URL.createObjectURL(fileBlob);

this.gltfLoader.load(localBlobURL,
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(gltf) => {
this.scene.add(gltf.scene);
this.executeHydration();
URL.revokeObjectURL(localBlobURL); // HZ2E| F4 X
3
(xhr) => { /* 22 2EE YUNOZ TNME HA| glo| FA| IHME *+/ }
)i

executeHydration() {
this.toggleUI(false);
// REBR 3tH Hetg 2ldf css EUXN mut HE
this.preview.style.transition = 'opacity 0.5s ease';
this.preview.style.opacity = '0';
setTimeout(() => { this.preview.style.display = 'none'; }, 500);

toggleUI(isLoading) {
this.progressBar.style.display = isLoading ? 'block' : 'none';
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