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OEBPS/js/three.js
// File:src/Three.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

var THREE = { REVISION: '73' };

//

if ( typeof define === 'function' && define.amd ) {

		define( 'three', THREE );

} else if ( 'undefined' !== typeof exports && 'undefined' !== typeof module ) {

		module.exports = THREE;

}


// polyfills

if ( self.requestAnimationFrame === undefined || self.cancelAnimationFrame === undefined ) {

	// Missing in Android stock browser.

	( function () {

		var lastTime = 0;
		var vendors = [ 'ms', 'moz', 'webkit', 'o' ];

		for ( var x = 0; x < vendors.length && ! self.requestAnimationFrame; ++ x ) {

			self.requestAnimationFrame = self[ vendors[ x ] + 'RequestAnimationFrame' ];
			self.cancelAnimationFrame = self[ vendors[ x ] + 'CancelAnimationFrame' ] || self[ vendors[ x ] + 'CancelRequestAnimationFrame' ];

		}

		if ( self.requestAnimationFrame === undefined && self.setTimeout !== undefined ) {

			self.requestAnimationFrame = function ( callback ) {

				var currTime = Date.now(), timeToCall = Math.max( 0, 16 - ( currTime - lastTime ) );
				var id = self.setTimeout( function () {

					callback( currTime + timeToCall );

				}, timeToCall );
				lastTime = currTime + timeToCall;
				return id;

			};

		}

		if ( self.cancelAnimationFrame === undefined && self.clearTimeout !== undefined ) {

			self.cancelAnimationFrame = function ( id ) {

				self.clearTimeout( id );

			};

		}

	} )();

}

//

if ( self.performance === undefined ) {

	self.performance = {};

}

if ( self.performance.now === undefined ) {

	( function () {

		var start = Date.now();

		self.performance.now = function () {

			return Date.now() - start;

		}

	} )();

}

//

if ( Number.EPSILON === undefined ) {

	Number.EPSILON = Math.pow( 2, -52 );

}

//

if ( Math.sign === undefined ) {

	// https://developer.mozilla.org/en-US/docs/Web/JavaScript/Reference/Global_Objects/Math/sign

	Math.sign = function ( x ) {

		return ( x < 0 ) ? - 1 : ( x > 0 ) ? 1 : + x;

	};

}

if ( Function.prototype.name === undefined && Object.defineProperty !== undefined ) {

	// Missing in IE9-11.
	// https://developer.mozilla.org/en-US/docs/Web/JavaScript/Reference/Global_Objects/Function/name

	Object.defineProperty( Function.prototype, 'name', {

		get: function () {

			return this.toString().match( /^\s*function\s*(\S*)\s*\(/ )[ 1 ];

		}

	} );

}

// https://developer.mozilla.org/en-US/docs/Web/API/MouseEvent.button

THREE.MOUSE = { LEFT: 0, MIDDLE: 1, RIGHT: 2 };

// GL STATE CONSTANTS

THREE.CullFaceNone = 0;
THREE.CullFaceBack = 1;
THREE.CullFaceFront = 2;
THREE.CullFaceFrontBack = 3;

THREE.FrontFaceDirectionCW = 0;
THREE.FrontFaceDirectionCCW = 1;

// SHADOWING TYPES

THREE.BasicShadowMap = 0;
THREE.PCFShadowMap = 1;
THREE.PCFSoftShadowMap = 2;

// MATERIAL CONSTANTS

// side

THREE.FrontSide = 0;
THREE.BackSide = 1;
THREE.DoubleSide = 2;

// shading

THREE.FlatShading = 1;
THREE.SmoothShading = 2;

// colors

THREE.NoColors = 0;
THREE.FaceColors = 1;
THREE.VertexColors = 2;

// blending modes

THREE.NoBlending = 0;
THREE.NormalBlending = 1;
THREE.AdditiveBlending = 2;
THREE.SubtractiveBlending = 3;
THREE.MultiplyBlending = 4;
THREE.CustomBlending = 5;

// custom blending equations
// (numbers start from 100 not to clash with other
// mappings to OpenGL constants defined in Texture.js)

THREE.AddEquation = 100;
THREE.SubtractEquation = 101;
THREE.ReverseSubtractEquation = 102;
THREE.MinEquation = 103;
THREE.MaxEquation = 104;

// custom blending destination factors

THREE.ZeroFactor = 200;
THREE.OneFactor = 201;
THREE.SrcColorFactor = 202;
THREE.OneMinusSrcColorFactor = 203;
THREE.SrcAlphaFactor = 204;
THREE.OneMinusSrcAlphaFactor = 205;
THREE.DstAlphaFactor = 206;
THREE.OneMinusDstAlphaFactor = 207;

// custom blending source factors

//THREE.ZeroFactor = 200;
//THREE.OneFactor = 201;
//THREE.SrcAlphaFactor = 204;
//THREE.OneMinusSrcAlphaFactor = 205;
//THREE.DstAlphaFactor = 206;
//THREE.OneMinusDstAlphaFactor = 207;
THREE.DstColorFactor = 208;
THREE.OneMinusDstColorFactor = 209;
THREE.SrcAlphaSaturateFactor = 210;

// depth modes

THREE.NeverDepth = 0;
THREE.AlwaysDepth = 1;
THREE.LessDepth = 2;
THREE.LessEqualDepth = 3;
THREE.EqualDepth = 4;
THREE.GreaterEqualDepth = 5;
THREE.GreaterDepth = 6;
THREE.NotEqualDepth = 7;


// TEXTURE CONSTANTS

THREE.MultiplyOperation = 0;
THREE.MixOperation = 1;
THREE.AddOperation = 2;

// Mapping modes

THREE.UVMapping = 300;

THREE.CubeReflectionMapping = 301;
THREE.CubeRefractionMapping = 302;

THREE.EquirectangularReflectionMapping = 303;
THREE.EquirectangularRefractionMapping = 304;

THREE.SphericalReflectionMapping = 305;

// Wrapping modes

THREE.RepeatWrapping = 1000;
THREE.ClampToEdgeWrapping = 1001;
THREE.MirroredRepeatWrapping = 1002;

// Filters

THREE.NearestFilter = 1003;
THREE.NearestMipMapNearestFilter = 1004;
THREE.NearestMipMapLinearFilter = 1005;
THREE.LinearFilter = 1006;
THREE.LinearMipMapNearestFilter = 1007;
THREE.LinearMipMapLinearFilter = 1008;

// Data types

THREE.UnsignedByteType = 1009;
THREE.ByteType = 1010;
THREE.ShortType = 1011;
THREE.UnsignedShortType = 1012;
THREE.IntType = 1013;
THREE.UnsignedIntType = 1014;
THREE.FloatType = 1015;
THREE.HalfFloatType = 1025;

// Pixel types

//THREE.UnsignedByteType = 1009;
THREE.UnsignedShort4444Type = 1016;
THREE.UnsignedShort5551Type = 1017;
THREE.UnsignedShort565Type = 1018;

// Pixel formats

THREE.AlphaFormat = 1019;
THREE.RGBFormat = 1020;
THREE.RGBAFormat = 1021;
THREE.LuminanceFormat = 1022;
THREE.LuminanceAlphaFormat = 1023;
// THREE.RGBEFormat handled as THREE.RGBAFormat in shaders
THREE.RGBEFormat = THREE.RGBAFormat; //1024;

// DDS / ST3C Compressed texture formats

THREE.RGB_S3TC_DXT1_Format = 2001;
THREE.RGBA_S3TC_DXT1_Format = 2002;
THREE.RGBA_S3TC_DXT3_Format = 2003;
THREE.RGBA_S3TC_DXT5_Format = 2004;


// PVRTC compressed texture formats

THREE.RGB_PVRTC_4BPPV1_Format = 2100;
THREE.RGB_PVRTC_2BPPV1_Format = 2101;
THREE.RGBA_PVRTC_4BPPV1_Format = 2102;
THREE.RGBA_PVRTC_2BPPV1_Format = 2103;

// Loop styles for AnimationAction

THREE.LoopOnce = 2200;
THREE.LoopRepeat = 2201;
THREE.LoopPingPong = 2202;

// DEPRECATED

THREE.Projector = function () {

	console.error( 'THREE.Projector has been moved to /examples/js/renderers/Projector.js.' );

	this.projectVector = function ( vector, camera ) {

		console.warn( 'THREE.Projector: .projectVector() is now vector.project().' );
		vector.project( camera );

	};

	this.unprojectVector = function ( vector, camera ) {

		console.warn( 'THREE.Projector: .unprojectVector() is now vector.unproject().' );
		vector.unproject( camera );

	};

	this.pickingRay = function ( vector, camera ) {

		console.error( 'THREE.Projector: .pickingRay() is now raycaster.setFromCamera().' );

	};

};

THREE.CanvasRenderer = function () {

	console.error( 'THREE.CanvasRenderer has been moved to /examples/js/renderers/CanvasRenderer.js' );

	this.domElement = document.createElement( 'canvas' );
	this.clear = function () {};
	this.render = function () {};
	this.setClearColor = function () {};
	this.setSize = function () {};

};

// File:src/math/Color.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Color = function ( color ) {

	if ( arguments.length === 3 ) {

		return this.fromArray( arguments );

	}

	return this.set( color );

};

THREE.Color.prototype = {

	constructor: THREE.Color,

	r: 1, g: 1, b: 1,

	set: function ( value ) {

		if ( value instanceof THREE.Color ) {

			this.copy( value );

		} else if ( typeof value === 'number' ) {

			this.setHex( value );

		} else if ( typeof value === 'string' ) {

			this.setStyle( value );

		}

		return this;

	},

	setHex: function ( hex ) {

		hex = Math.floor( hex );

		this.r = ( hex >> 16 & 255 ) / 255;
		this.g = ( hex >> 8 & 255 ) / 255;
		this.b = ( hex & 255 ) / 255;

		return this;

	},

	setRGB: function ( r, g, b ) {

		this.r = r;
		this.g = g;
		this.b = b;

		return this;

	},

	setHSL: function () {

		function hue2rgb( p, q, t ) {

			if ( t < 0 ) t += 1;
			if ( t > 1 ) t -= 1;
			if ( t < 1 / 6 ) return p + ( q - p ) * 6 * t;
			if ( t < 1 / 2 ) return q;
			if ( t < 2 / 3 ) return p + ( q - p ) * 6 * ( 2 / 3 - t );
			return p;

		}

		return function ( h, s, l ) {

			// h,s,l ranges are in 0.0 - 1.0
			h = THREE.Math.euclideanModulo( h, 1 );
			s = THREE.Math.clamp( s, 0, 1 );
			l = THREE.Math.clamp( l, 0, 1 );

			if ( s === 0 ) {

				this.r = this.g = this.b = l;

			} else {

				var p = l <= 0.5 ? l * ( 1 + s ) : l + s - ( l * s );
				var q = ( 2 * l ) - p;

				this.r = hue2rgb( q, p, h + 1 / 3 );
				this.g = hue2rgb( q, p, h );
				this.b = hue2rgb( q, p, h - 1 / 3 );

			}

			return this;

		};

	}(),

	setStyle: function ( style ) {

		function handleAlpha( string ) {

			if ( string === undefined ) return;

			if ( parseFloat( string ) < 1 ) {

				console.warn( 'THREE.Color: Alpha component of ' + style + ' will be ignored.' );

			}

		}


		var m;

		if ( m = /^((?:rgb|hsl)a?)\(\s*([^\)]*)\)/.exec( style ) ) {

			// rgb / hsl

			var color;
			var name = m[ 1 ];
			var components = m[ 2 ];

			switch ( name ) {

				case 'rgb':
				case 'rgba':

					if ( color = /^(\d+)\s*,\s*(\d+)\s*,\s*(\d+)\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec( components ) ) {

						// rgb(255,0,0) rgba(255,0,0,0.5)
						this.r = Math.min( 255, parseInt( color[ 1 ], 10 ) ) / 255;
						this.g = Math.min( 255, parseInt( color[ 2 ], 10 ) ) / 255;
						this.b = Math.min( 255, parseInt( color[ 3 ], 10 ) ) / 255;

						handleAlpha( color[ 5 ] );

						return this;

					}

					if ( color = /^(\d+)\%\s*,\s*(\d+)\%\s*,\s*(\d+)\%\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec( components ) ) {

						// rgb(100%,0%,0%) rgba(100%,0%,0%,0.5)
						this.r = Math.min( 100, parseInt( color[ 1 ], 10 ) ) / 100;
						this.g = Math.min( 100, parseInt( color[ 2 ], 10 ) ) / 100;
						this.b = Math.min( 100, parseInt( color[ 3 ], 10 ) ) / 100;

						handleAlpha( color[ 5 ] );

						return this;

					}

					break;

				case 'hsl':
				case 'hsla':

					if ( color = /^([0-9]*\.?[0-9]+)\s*,\s*(\d+)\%\s*,\s*(\d+)\%\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec( components ) ) {

						// hsl(120,50%,50%) hsla(120,50%,50%,0.5)
						var h = parseFloat( color[ 1 ] ) / 360;
						var s = parseInt( color[ 2 ], 10 ) / 100;
						var l = parseInt( color[ 3 ], 10 ) / 100;

						handleAlpha( color[ 5 ] );

						return this.setHSL( h, s, l );

					}

					break;

			}

		} else if ( m = /^\#([A-Fa-f0-9]+)$/.exec( style ) ) {

			// hex color

			var hex = m[ 1 ];
			var size = hex.length;

			if ( size === 3 ) {

				// #ff0
				this.r = parseInt( hex.charAt( 0 ) + hex.charAt( 0 ), 16 ) / 255;
				this.g = parseInt( hex.charAt( 1 ) + hex.charAt( 1 ), 16 ) / 255;
				this.b = parseInt( hex.charAt( 2 ) + hex.charAt( 2 ), 16 ) / 255;

				return this;

			} else if ( size === 6 ) {

				// #ff0000
				this.r = parseInt( hex.charAt( 0 ) + hex.charAt( 1 ), 16 ) / 255;
				this.g = parseInt( hex.charAt( 2 ) + hex.charAt( 3 ), 16 ) / 255;
				this.b = parseInt( hex.charAt( 4 ) + hex.charAt( 5 ), 16 ) / 255;

				return this;

			}

		}

		if ( style && style.length > 0 ) {

			// color keywords
			var hex = THREE.ColorKeywords[ style ];

			if ( hex !== undefined ) {

				// red
				this.setHex( hex );

			} else {

				// unknown color
				console.warn( 'THREE.Color: Unknown color ' + style );

			}

		}

		return this;

	},

	clone: function () {

		return new this.constructor( this.r, this.g, this.b );

	},

	copy: function ( color ) {

		this.r = color.r;
		this.g = color.g;
		this.b = color.b;

		return this;

	},

	copyGammaToLinear: function ( color, gammaFactor ) {

		if ( gammaFactor === undefined ) gammaFactor = 2.0;

		this.r = Math.pow( color.r, gammaFactor );
		this.g = Math.pow( color.g, gammaFactor );
		this.b = Math.pow( color.b, gammaFactor );

		return this;

	},

	copyLinearToGamma: function ( color, gammaFactor ) {

		if ( gammaFactor === undefined ) gammaFactor = 2.0;

		var safeInverse = ( gammaFactor > 0 ) ? ( 1.0 / gammaFactor ) : 1.0;

		this.r = Math.pow( color.r, safeInverse );
		this.g = Math.pow( color.g, safeInverse );
		this.b = Math.pow( color.b, safeInverse );

		return this;

	},

	convertGammaToLinear: function () {

		var r = this.r, g = this.g, b = this.b;

		this.r = r * r;
		this.g = g * g;
		this.b = b * b;

		return this;

	},

	convertLinearToGamma: function () {

		this.r = Math.sqrt( this.r );
		this.g = Math.sqrt( this.g );
		this.b = Math.sqrt( this.b );

		return this;

	},

	getHex: function () {

		return ( this.r * 255 ) << 16 ^ ( this.g * 255 ) << 8 ^ ( this.b * 255 ) << 0;

	},

	getHexString: function () {

		return ( '000000' + this.getHex().toString( 16 ) ).slice( - 6 );

	},

	getHSL: function ( optionalTarget ) {

		// h,s,l ranges are in 0.0 - 1.0

		var hsl = optionalTarget || { h: 0, s: 0, l: 0 };

		var r = this.r, g = this.g, b = this.b;

		var max = Math.max( r, g, b );
		var min = Math.min( r, g, b );

		var hue, saturation;
		var lightness = ( min + max ) / 2.0;

		if ( min === max ) {

			hue = 0;
			saturation = 0;

		} else {

			var delta = max - min;

			saturation = lightness <= 0.5 ? delta / ( max + min ) : delta / ( 2 - max - min );

			switch ( max ) {

				case r: hue = ( g - b ) / delta + ( g < b ? 6 : 0 ); break;
				case g: hue = ( b - r ) / delta + 2; break;
				case b: hue = ( r - g ) / delta + 4; break;

			}

			hue /= 6;

		}

		hsl.h = hue;
		hsl.s = saturation;
		hsl.l = lightness;

		return hsl;

	},

	getStyle: function () {

		return 'rgb(' + ( ( this.r * 255 ) | 0 ) + ',' + ( ( this.g * 255 ) | 0 ) + ',' + ( ( this.b * 255 ) | 0 ) + ')';

	},

	offsetHSL: function ( h, s, l ) {

		var hsl = this.getHSL();

		hsl.h += h; hsl.s += s; hsl.l += l;

		this.setHSL( hsl.h, hsl.s, hsl.l );

		return this;

	},

	add: function ( color ) {

		this.r += color.r;
		this.g += color.g;
		this.b += color.b;

		return this;

	},

	addColors: function ( color1, color2 ) {

		this.r = color1.r + color2.r;
		this.g = color1.g + color2.g;
		this.b = color1.b + color2.b;

		return this;

	},

	addScalar: function ( s ) {

		this.r += s;
		this.g += s;
		this.b += s;

		return this;

	},

	multiply: function ( color ) {

		this.r *= color.r;
		this.g *= color.g;
		this.b *= color.b;

		return this;

	},

	multiplyScalar: function ( s ) {

		this.r *= s;
		this.g *= s;
		this.b *= s;

		return this;

	},

	lerp: function ( color, alpha ) {

		this.r += ( color.r - this.r ) * alpha;
		this.g += ( color.g - this.g ) * alpha;
		this.b += ( color.b - this.b ) * alpha;

		return this;

	},

	equals: function ( c ) {

		return ( c.r === this.r ) && ( c.g === this.g ) && ( c.b === this.b );

	},

	fromArray: function ( array, offset ) {

		if ( offset === undefined ) offset = 0;

		this.r = array[ offset ];
		this.g = array[ offset + 1 ];
		this.b = array[ offset + 2 ];

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this.r;
		array[ offset + 1 ] = this.g;
		array[ offset + 2 ] = this.b;

		return array;

	}

};

THREE.ColorKeywords = { 'aliceblue': 0xF0F8FF, 'antiquewhite': 0xFAEBD7, 'aqua': 0x00FFFF, 'aquamarine': 0x7FFFD4, 'azure': 0xF0FFFF,
'beige': 0xF5F5DC, 'bisque': 0xFFE4C4, 'black': 0x000000, 'blanchedalmond': 0xFFEBCD, 'blue': 0x0000FF, 'blueviolet': 0x8A2BE2,
'brown': 0xA52A2A, 'burlywood': 0xDEB887, 'cadetblue': 0x5F9EA0, 'chartreuse': 0x7FFF00, 'chocolate': 0xD2691E, 'coral': 0xFF7F50,
'cornflowerblue': 0x6495ED, 'cornsilk': 0xFFF8DC, 'crimson': 0xDC143C, 'cyan': 0x00FFFF, 'darkblue': 0x00008B, 'darkcyan': 0x008B8B,
'darkgoldenrod': 0xB8860B, 'darkgray': 0xA9A9A9, 'darkgreen': 0x006400, 'darkgrey': 0xA9A9A9, 'darkkhaki': 0xBDB76B, 'darkmagenta': 0x8B008B,
'darkolivegreen': 0x556B2F, 'darkorange': 0xFF8C00, 'darkorchid': 0x9932CC, 'darkred': 0x8B0000, 'darksalmon': 0xE9967A, 'darkseagreen': 0x8FBC8F,
'darkslateblue': 0x483D8B, 'darkslategray': 0x2F4F4F, 'darkslategrey': 0x2F4F4F, 'darkturquoise': 0x00CED1, 'darkviolet': 0x9400D3,
'deeppink': 0xFF1493, 'deepskyblue': 0x00BFFF, 'dimgray': 0x696969, 'dimgrey': 0x696969, 'dodgerblue': 0x1E90FF, 'firebrick': 0xB22222,
'floralwhite': 0xFFFAF0, 'forestgreen': 0x228B22, 'fuchsia': 0xFF00FF, 'gainsboro': 0xDCDCDC, 'ghostwhite': 0xF8F8FF, 'gold': 0xFFD700,
'goldenrod': 0xDAA520, 'gray': 0x808080, 'green': 0x008000, 'greenyellow': 0xADFF2F, 'grey': 0x808080, 'honeydew': 0xF0FFF0, 'hotpink': 0xFF69B4,
'indianred': 0xCD5C5C, 'indigo': 0x4B0082, 'ivory': 0xFFFFF0, 'khaki': 0xF0E68C, 'lavender': 0xE6E6FA, 'lavenderblush': 0xFFF0F5, 'lawngreen': 0x7CFC00,
'lemonchiffon': 0xFFFACD, 'lightblue': 0xADD8E6, 'lightcoral': 0xF08080, 'lightcyan': 0xE0FFFF, 'lightgoldenrodyellow': 0xFAFAD2, 'lightgray': 0xD3D3D3,
'lightgreen': 0x90EE90, 'lightgrey': 0xD3D3D3, 'lightpink': 0xFFB6C1, 'lightsalmon': 0xFFA07A, 'lightseagreen': 0x20B2AA, 'lightskyblue': 0x87CEFA,
'lightslategray': 0x778899, 'lightslategrey': 0x778899, 'lightsteelblue': 0xB0C4DE, 'lightyellow': 0xFFFFE0, 'lime': 0x00FF00, 'limegreen': 0x32CD32,
'linen': 0xFAF0E6, 'magenta': 0xFF00FF, 'maroon': 0x800000, 'mediumaquamarine': 0x66CDAA, 'mediumblue': 0x0000CD, 'mediumorchid': 0xBA55D3,
'mediumpurple': 0x9370DB, 'mediumseagreen': 0x3CB371, 'mediumslateblue': 0x7B68EE, 'mediumspringgreen': 0x00FA9A, 'mediumturquoise': 0x48D1CC,
'mediumvioletred': 0xC71585, 'midnightblue': 0x191970, 'mintcream': 0xF5FFFA, 'mistyrose': 0xFFE4E1, 'moccasin': 0xFFE4B5, 'navajowhite': 0xFFDEAD,
'navy': 0x000080, 'oldlace': 0xFDF5E6, 'olive': 0x808000, 'olivedrab': 0x6B8E23, 'orange': 0xFFA500, 'orangered': 0xFF4500, 'orchid': 0xDA70D6,
'palegoldenrod': 0xEEE8AA, 'palegreen': 0x98FB98, 'paleturquoise': 0xAFEEEE, 'palevioletred': 0xDB7093, 'papayawhip': 0xFFEFD5, 'peachpuff': 0xFFDAB9,
'peru': 0xCD853F, 'pink': 0xFFC0CB, 'plum': 0xDDA0DD, 'powderblue': 0xB0E0E6, 'purple': 0x800080, 'red': 0xFF0000, 'rosybrown': 0xBC8F8F,
'royalblue': 0x4169E1, 'saddlebrown': 0x8B4513, 'salmon': 0xFA8072, 'sandybrown': 0xF4A460, 'seagreen': 0x2E8B57, 'seashell': 0xFFF5EE,
'sienna': 0xA0522D, 'silver': 0xC0C0C0, 'skyblue': 0x87CEEB, 'slateblue': 0x6A5ACD, 'slategray': 0x708090, 'slategrey': 0x708090, 'snow': 0xFFFAFA,
'springgreen': 0x00FF7F, 'steelblue': 0x4682B4, 'tan': 0xD2B48C, 'teal': 0x008080, 'thistle': 0xD8BFD8, 'tomato': 0xFF6347, 'turquoise': 0x40E0D0,
'violet': 0xEE82EE, 'wheat': 0xF5DEB3, 'white': 0xFFFFFF, 'whitesmoke': 0xF5F5F5, 'yellow': 0xFFFF00, 'yellowgreen': 0x9ACD32 };

// File:src/math/Quaternion.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author WestLangley / http://github.com/WestLangley
 * @author bhouston / http://clara.io
 */

THREE.Quaternion = function ( x, y, z, w ) {

	this._x = x || 0;
	this._y = y || 0;
	this._z = z || 0;
	this._w = ( w !== undefined ) ? w : 1;

};

THREE.Quaternion.prototype = {

	constructor: THREE.Quaternion,

	get x () {

		return this._x;

	},

	set x ( value ) {

		this._x = value;
		this.onChangeCallback();

	},

	get y () {

		return this._y;

	},

	set y ( value ) {

		this._y = value;
		this.onChangeCallback();

	},

	get z () {

		return this._z;

	},

	set z ( value ) {

		this._z = value;
		this.onChangeCallback();

	},

	get w () {

		return this._w;

	},

	set w ( value ) {

		this._w = value;
		this.onChangeCallback();

	},

	set: function ( x, y, z, w ) {

		this._x = x;
		this._y = y;
		this._z = z;
		this._w = w;

		this.onChangeCallback();

		return this;

	},

	clone: function () {

		return new this.constructor( this._x, this._y, this._z, this._w );

	},

	copy: function ( quaternion ) {

		this._x = quaternion.x;
		this._y = quaternion.y;
		this._z = quaternion.z;
		this._w = quaternion.w;

		this.onChangeCallback();

		return this;

	},

	setFromEuler: function ( euler, update ) {

		if ( euler instanceof THREE.Euler === false ) {

			throw new Error( 'THREE.Quaternion: .setFromEuler() now expects a Euler rotation rather than a Vector3 and order.' );

		}

		// http://www.mathworks.com/matlabcentral/fileexchange/
		// 	20696-function-to-convert-between-dcm-euler-angles-quaternions-and-euler-vectors/
		//	content/SpinCalc.m

		var c1 = Math.cos( euler._x / 2 );
		var c2 = Math.cos( euler._y / 2 );
		var c3 = Math.cos( euler._z / 2 );
		var s1 = Math.sin( euler._x / 2 );
		var s2 = Math.sin( euler._y / 2 );
		var s3 = Math.sin( euler._z / 2 );

		var order = euler.order;

		if ( order === 'XYZ' ) {

			this._x = s1 * c2 * c3 + c1 * s2 * s3;
			this._y = c1 * s2 * c3 - s1 * c2 * s3;
			this._z = c1 * c2 * s3 + s1 * s2 * c3;
			this._w = c1 * c2 * c3 - s1 * s2 * s3;

		} else if ( order === 'YXZ' ) {

			this._x = s1 * c2 * c3 + c1 * s2 * s3;
			this._y = c1 * s2 * c3 - s1 * c2 * s3;
			this._z = c1 * c2 * s3 - s1 * s2 * c3;
			this._w = c1 * c2 * c3 + s1 * s2 * s3;

		} else if ( order === 'ZXY' ) {

			this._x = s1 * c2 * c3 - c1 * s2 * s3;
			this._y = c1 * s2 * c3 + s1 * c2 * s3;
			this._z = c1 * c2 * s3 + s1 * s2 * c3;
			this._w = c1 * c2 * c3 - s1 * s2 * s3;

		} else if ( order === 'ZYX' ) {

			this._x = s1 * c2 * c3 - c1 * s2 * s3;
			this._y = c1 * s2 * c3 + s1 * c2 * s3;
			this._z = c1 * c2 * s3 - s1 * s2 * c3;
			this._w = c1 * c2 * c3 + s1 * s2 * s3;

		} else if ( order === 'YZX' ) {

			this._x = s1 * c2 * c3 + c1 * s2 * s3;
			this._y = c1 * s2 * c3 + s1 * c2 * s3;
			this._z = c1 * c2 * s3 - s1 * s2 * c3;
			this._w = c1 * c2 * c3 - s1 * s2 * s3;

		} else if ( order === 'XZY' ) {

			this._x = s1 * c2 * c3 - c1 * s2 * s3;
			this._y = c1 * s2 * c3 - s1 * c2 * s3;
			this._z = c1 * c2 * s3 + s1 * s2 * c3;
			this._w = c1 * c2 * c3 + s1 * s2 * s3;

		}

		if ( update !== false ) this.onChangeCallback();

		return this;

	},

	setFromAxisAngle: function ( axis, angle ) {

		// http://www.euclideanspace.com/maths/geometry/rotations/conversions/angleToQuaternion/index.htm

		// assumes axis is normalized

		var halfAngle = angle / 2, s = Math.sin( halfAngle );

		this._x = axis.x * s;
		this._y = axis.y * s;
		this._z = axis.z * s;
		this._w = Math.cos( halfAngle );

		this.onChangeCallback();

		return this;

	},

	setFromRotationMatrix: function ( m ) {

		// http://www.euclideanspace.com/maths/geometry/rotations/conversions/matrixToQuaternion/index.htm

		// assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)

		var te = m.elements,

			m11 = te[ 0 ], m12 = te[ 4 ], m13 = te[ 8 ],
			m21 = te[ 1 ], m22 = te[ 5 ], m23 = te[ 9 ],
			m31 = te[ 2 ], m32 = te[ 6 ], m33 = te[ 10 ],

			trace = m11 + m22 + m33,
			s;

		if ( trace > 0 ) {

			s = 0.5 / Math.sqrt( trace + 1.0 );

			this._w = 0.25 / s;
			this._x = ( m32 - m23 ) * s;
			this._y = ( m13 - m31 ) * s;
			this._z = ( m21 - m12 ) * s;

		} else if ( m11 > m22 && m11 > m33 ) {

			s = 2.0 * Math.sqrt( 1.0 + m11 - m22 - m33 );

			this._w = ( m32 - m23 ) / s;
			this._x = 0.25 * s;
			this._y = ( m12 + m21 ) / s;
			this._z = ( m13 + m31 ) / s;

		} else if ( m22 > m33 ) {

			s = 2.0 * Math.sqrt( 1.0 + m22 - m11 - m33 );

			this._w = ( m13 - m31 ) / s;
			this._x = ( m12 + m21 ) / s;
			this._y = 0.25 * s;
			this._z = ( m23 + m32 ) / s;

		} else {

			s = 2.0 * Math.sqrt( 1.0 + m33 - m11 - m22 );

			this._w = ( m21 - m12 ) / s;
			this._x = ( m13 + m31 ) / s;
			this._y = ( m23 + m32 ) / s;
			this._z = 0.25 * s;

		}

		this.onChangeCallback();

		return this;

	},

	setFromUnitVectors: function () {

		// http://lolengine.net/blog/2014/02/24/quaternion-from-two-vectors-final

		// assumes direction vectors vFrom and vTo are normalized

		var v1, r;

		var EPS = 0.000001;

		return function ( vFrom, vTo ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();

			r = vFrom.dot( vTo ) + 1;

			if ( r < EPS ) {

				r = 0;

				if ( Math.abs( vFrom.x ) > Math.abs( vFrom.z ) ) {

					v1.set( - vFrom.y, vFrom.x, 0 );

				} else {

					v1.set( 0, - vFrom.z, vFrom.y );

				}

			} else {

				v1.crossVectors( vFrom, vTo );

			}

			this._x = v1.x;
			this._y = v1.y;
			this._z = v1.z;
			this._w = r;

			this.normalize();

			return this;

		}

	}(),

	inverse: function () {

		this.conjugate().normalize();

		return this;

	},

	conjugate: function () {

		this._x *= - 1;
		this._y *= - 1;
		this._z *= - 1;

		this.onChangeCallback();

		return this;

	},

	dot: function ( v ) {

		return this._x * v._x + this._y * v._y + this._z * v._z + this._w * v._w;

	},

	lengthSq: function () {

		return this._x * this._x + this._y * this._y + this._z * this._z + this._w * this._w;

	},

	length: function () {

		return Math.sqrt( this._x * this._x + this._y * this._y + this._z * this._z + this._w * this._w );

	},

	normalize: function () {

		var l = this.length();

		if ( l === 0 ) {

			this._x = 0;
			this._y = 0;
			this._z = 0;
			this._w = 1;

		} else {

			l = 1 / l;

			this._x = this._x * l;
			this._y = this._y * l;
			this._z = this._z * l;
			this._w = this._w * l;

		}

		this.onChangeCallback();

		return this;

	},

	multiply: function ( q, p ) {

		if ( p !== undefined ) {

			console.warn( 'THREE.Quaternion: .multiply() now only accepts one argument. Use .multiplyQuaternions( a, b ) instead.' );
			return this.multiplyQuaternions( q, p );

		}

		return this.multiplyQuaternions( this, q );

	},

	multiplyQuaternions: function ( a, b ) {

		// from http://www.euclideanspace.com/maths/algebra/realNormedAlgebra/quaternions/code/index.htm

		var qax = a._x, qay = a._y, qaz = a._z, qaw = a._w;
		var qbx = b._x, qby = b._y, qbz = b._z, qbw = b._w;

		this._x = qax * qbw + qaw * qbx + qay * qbz - qaz * qby;
		this._y = qay * qbw + qaw * qby + qaz * qbx - qax * qbz;
		this._z = qaz * qbw + qaw * qbz + qax * qby - qay * qbx;
		this._w = qaw * qbw - qax * qbx - qay * qby - qaz * qbz;

		this.onChangeCallback();

		return this;

	},

	multiplyVector3: function ( vector ) {

		console.warn( 'THREE.Quaternion: .multiplyVector3() has been removed. Use is now vector.applyQuaternion( quaternion ) instead.' );
		return vector.applyQuaternion( this );

	},

	slerp: function ( qb, t ) {

		if ( t === 0 ) return this;
		if ( t === 1 ) return this.copy( qb );

		var x = this._x, y = this._y, z = this._z, w = this._w;

		// http://www.euclideanspace.com/maths/algebra/realNormedAlgebra/quaternions/slerp/

		var cosHalfTheta = w * qb._w + x * qb._x + y * qb._y + z * qb._z;

		if ( cosHalfTheta < 0 ) {

			this._w = - qb._w;
			this._x = - qb._x;
			this._y = - qb._y;
			this._z = - qb._z;

			cosHalfTheta = - cosHalfTheta;

		} else {

			this.copy( qb );

		}

		if ( cosHalfTheta >= 1.0 ) {

			this._w = w;
			this._x = x;
			this._y = y;
			this._z = z;

			return this;

		}

		var halfTheta = Math.acos( cosHalfTheta );
		var sinHalfTheta = Math.sqrt( 1.0 - cosHalfTheta * cosHalfTheta );

		if ( Math.abs( sinHalfTheta ) < 0.001 ) {

			this._w = 0.5 * ( w + this._w );
			this._x = 0.5 * ( x + this._x );
			this._y = 0.5 * ( y + this._y );
			this._z = 0.5 * ( z + this._z );

			return this;

		}

		var ratioA = Math.sin( ( 1 - t ) * halfTheta ) / sinHalfTheta,
		ratioB = Math.sin( t * halfTheta ) / sinHalfTheta;

		this._w = ( w * ratioA + this._w * ratioB );
		this._x = ( x * ratioA + this._x * ratioB );
		this._y = ( y * ratioA + this._y * ratioB );
		this._z = ( z * ratioA + this._z * ratioB );

		this.onChangeCallback();

		return this;

	},

	equals: function ( quaternion ) {

		return ( quaternion._x === this._x ) && ( quaternion._y === this._y ) && ( quaternion._z === this._z ) && ( quaternion._w === this._w );

	},

	fromArray: function ( array, offset ) {

		if ( offset === undefined ) offset = 0;

		this._x = array[ offset ];
		this._y = array[ offset + 1 ];
		this._z = array[ offset + 2 ];
		this._w = array[ offset + 3 ];

		this.onChangeCallback();

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this._x;
		array[ offset + 1 ] = this._y;
		array[ offset + 2 ] = this._z;
		array[ offset + 3 ] = this._w;

		return array;

	},

	onChange: function ( callback ) {

		this.onChangeCallback = callback;

		return this;

	},

	onChangeCallback: function () {}

};

THREE.Quaternion.slerp = function ( qa, qb, qm, t ) {

	return qm.copy( qa ).slerp( qb, t );

};

// File:src/math/Vector2.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author philogb / http://blog.thejit.org/
 * @author egraether / http://egraether.com/
 * @author zz85 / http://www.lab4games.net/zz85/blog
 */

THREE.Vector2 = function ( x, y ) {

	this.x = x || 0;
	this.y = y || 0;

};

THREE.Vector2.prototype = {

	constructor: THREE.Vector2,

	get width() { return this.x },
	set width( value ) { this.x = value },

	get height() { return this.y },
	set height( value ) { this.y = value },

	//

	set: function ( x, y ) {

		this.x = x;
		this.y = y;

		return this;

	},

	setX: function ( x ) {

		this.x = x;

		return this;

	},

	setY: function ( y ) {

		this.y = y;

		return this;

	},

	setComponent: function ( index, value ) {

		switch ( index ) {

			case 0: this.x = value; break;
			case 1: this.y = value; break;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	getComponent: function ( index ) {

		switch ( index ) {

			case 0: return this.x;
			case 1: return this.y;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	clone: function () {

		return new this.constructor( this.x, this.y );

	},

	copy: function ( v ) {

		this.x = v.x;
		this.y = v.y;

		return this;

	},

	add: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector2: .add() now only accepts one argument. Use .addVectors( a, b ) instead.' );
			return this.addVectors( v, w );

		}

		this.x += v.x;
		this.y += v.y;

		return this;

	},

	addScalar: function ( s ) {

		this.x += s;
		this.y += s;

		return this;

	},

	addVectors: function ( a, b ) {

		this.x = a.x + b.x;
		this.y = a.y + b.y;

		return this;

	},

	addScaledVector: function ( v, s ) {

		this.x += v.x * s;
		this.y += v.y * s;

		return this;

	},

	sub: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector2: .sub() now only accepts one argument. Use .subVectors( a, b ) instead.' );
			return this.subVectors( v, w );

		}

		this.x -= v.x;
		this.y -= v.y;

		return this;

	},

	subScalar: function ( s ) {

		this.x -= s;
		this.y -= s;

		return this;

	},

	subVectors: function ( a, b ) {

		this.x = a.x - b.x;
		this.y = a.y - b.y;

		return this;

	},

	multiply: function ( v ) {

		this.x *= v.x;
		this.y *= v.y;

		return this;

	},

	multiplyScalar: function ( scalar ) {

		if ( isFinite( scalar ) ) {
			this.x *= scalar;
			this.y *= scalar;
		} else {
			this.x = 0;
			this.y = 0;
		}

		return this;

	},

	divide: function ( v ) {

		this.x /= v.x;
		this.y /= v.y;

		return this;

	},

	divideScalar: function ( scalar ) {

		return this.multiplyScalar( 1 / scalar );

	},

	min: function ( v ) {

		this.x = Math.min( this.x, v.x );
		this.y = Math.min( this.y, v.y );

		return this;

	},

	max: function ( v ) {

		this.x = Math.max( this.x, v.x );
		this.y = Math.max( this.y, v.y );

		return this;

	},

	clamp: function ( min, max ) {

		// This function assumes min < max, if this assumption isn't true it will not operate correctly

		this.x = Math.max( min.x, Math.min( max.x, this.x ) );
		this.y = Math.max( min.y, Math.min( max.y, this.y ) );

		return this;

	},

	clampScalar: function () {

		var min, max;

		return function clampScalar( minVal, maxVal ) {

			if ( min === undefined ) {

				min = new THREE.Vector2();
				max = new THREE.Vector2();

			}

			min.set( minVal, minVal );
			max.set( maxVal, maxVal );

			return this.clamp( min, max );

		};

	}(),

	clampLength: function ( min, max ) {

		var length = this.length();

		this.multiplyScalar( Math.max( min, Math.min( max, length ) ) / length );

		return this;

	},

	floor: function () {

		this.x = Math.floor( this.x );
		this.y = Math.floor( this.y );

		return this;

	},

	ceil: function () {

		this.x = Math.ceil( this.x );
		this.y = Math.ceil( this.y );

		return this;

	},

	round: function () {

		this.x = Math.round( this.x );
		this.y = Math.round( this.y );

		return this;

	},

	roundToZero: function () {

		this.x = ( this.x < 0 ) ? Math.ceil( this.x ) : Math.floor( this.x );
		this.y = ( this.y < 0 ) ? Math.ceil( this.y ) : Math.floor( this.y );

		return this;

	},

	negate: function () {

		this.x = - this.x;
		this.y = - this.y;

		return this;

	},

	dot: function ( v ) {

		return this.x * v.x + this.y * v.y;

	},

	lengthSq: function () {

		return this.x * this.x + this.y * this.y;

	},

	length: function () {

		return Math.sqrt( this.x * this.x + this.y * this.y );

	},

	lengthManhattan: function() {

		return Math.abs( this.x ) + Math.abs( this.y );

	},

	normalize: function () {

		return this.divideScalar( this.length() );

	},

	distanceTo: function ( v ) {

		return Math.sqrt( this.distanceToSquared( v ) );

	},

	distanceToSquared: function ( v ) {

		var dx = this.x - v.x, dy = this.y - v.y;
		return dx * dx + dy * dy;

	},

	setLength: function ( length ) {

		return this.multiplyScalar( length / this.length() );

	},

	lerp: function ( v, alpha ) {

		this.x += ( v.x - this.x ) * alpha;
		this.y += ( v.y - this.y ) * alpha;

		return this;

	},

	lerpVectors: function ( v1, v2, alpha ) {

		this.subVectors( v2, v1 ).multiplyScalar( alpha ).add( v1 );

		return this;

	},

	equals: function ( v ) {

		return ( ( v.x === this.x ) && ( v.y === this.y ) );

	},

	fromArray: function ( array, offset ) {

		if ( offset === undefined ) offset = 0;

		this.x = array[ offset ];
		this.y = array[ offset + 1 ];

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this.x;
		array[ offset + 1 ] = this.y;

		return array;

	},

	fromAttribute: function ( attribute, index, offset ) {

		if ( offset === undefined ) offset = 0;

		index = index * attribute.itemSize + offset;

		this.x = attribute.array[ index ];
		this.y = attribute.array[ index + 1 ];

		return this;

	},

	rotateAround: function ( center, angle ) {

		var c = Math.cos( angle ), s = Math.sin( angle );

		var x = this.x - center.x;
		var y = this.y - center.y;

		this.x = x * c - y * s + center.x;
		this.y = x * s + y * c + center.y;

		return this;

	}

};

// File:src/math/Vector3.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author *kile / http://kile.stravaganza.org/
 * @author philogb / http://blog.thejit.org/
 * @author mikael emtinger / http://gomo.se/
 * @author egraether / http://egraether.com/
 * @author WestLangley / http://github.com/WestLangley
 */

THREE.Vector3 = function ( x, y, z ) {

	this.x = x || 0;
	this.y = y || 0;
	this.z = z || 0;

};

THREE.Vector3.prototype = {

	constructor: THREE.Vector3,

	set: function ( x, y, z ) {

		this.x = x;
		this.y = y;
		this.z = z;

		return this;

	},

	setX: function ( x ) {

		this.x = x;

		return this;

	},

	setY: function ( y ) {

		this.y = y;

		return this;

	},

	setZ: function ( z ) {

		this.z = z;

		return this;

	},

	setComponent: function ( index, value ) {

		switch ( index ) {

			case 0: this.x = value; break;
			case 1: this.y = value; break;
			case 2: this.z = value; break;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	getComponent: function ( index ) {

		switch ( index ) {

			case 0: return this.x;
			case 1: return this.y;
			case 2: return this.z;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	clone: function () {

		return new this.constructor( this.x, this.y, this.z );

	},

	copy: function ( v ) {

		this.x = v.x;
		this.y = v.y;
		this.z = v.z;

		return this;

	},

	add: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector3: .add() now only accepts one argument. Use .addVectors( a, b ) instead.' );
			return this.addVectors( v, w );

		}

		this.x += v.x;
		this.y += v.y;
		this.z += v.z;

		return this;

	},

	addScalar: function ( s ) {

		this.x += s;
		this.y += s;
		this.z += s;

		return this;

	},

	addVectors: function ( a, b ) {

		this.x = a.x + b.x;
		this.y = a.y + b.y;
		this.z = a.z + b.z;

		return this;

	},

	addScaledVector: function ( v, s ) {

		this.x += v.x * s;
		this.y += v.y * s;
		this.z += v.z * s;

		return this;

	},

	sub: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector3: .sub() now only accepts one argument. Use .subVectors( a, b ) instead.' );
			return this.subVectors( v, w );

		}

		this.x -= v.x;
		this.y -= v.y;
		this.z -= v.z;

		return this;

	},

	subScalar: function ( s ) {

		this.x -= s;
		this.y -= s;
		this.z -= s;

		return this;

	},

	subVectors: function ( a, b ) {

		this.x = a.x - b.x;
		this.y = a.y - b.y;
		this.z = a.z - b.z;

		return this;

	},

	multiply: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector3: .multiply() now only accepts one argument. Use .multiplyVectors( a, b ) instead.' );
			return this.multiplyVectors( v, w );

		}

		this.x *= v.x;
		this.y *= v.y;
		this.z *= v.z;

		return this;

	},

	multiplyScalar: function ( scalar ) {

		if ( isFinite( scalar ) ) {
			this.x *= scalar;
			this.y *= scalar;
			this.z *= scalar;
		} else {
			this.x = 0;
			this.y = 0;
			this.z = 0;
		}

		return this;

	},

	multiplyVectors: function ( a, b ) {

		this.x = a.x * b.x;
		this.y = a.y * b.y;
		this.z = a.z * b.z;

		return this;

	},

	applyEuler: function () {

		var quaternion;

		return function applyEuler( euler ) {

			if ( euler instanceof THREE.Euler === false ) {

				console.error( 'THREE.Vector3: .applyEuler() now expects a Euler rotation rather than a Vector3 and order.' );

			}

			if ( quaternion === undefined ) quaternion = new THREE.Quaternion();

			this.applyQuaternion( quaternion.setFromEuler( euler ) );

			return this;

		};

	}(),

	applyAxisAngle: function () {

		var quaternion;

		return function applyAxisAngle( axis, angle ) {

			if ( quaternion === undefined ) quaternion = new THREE.Quaternion();

			this.applyQuaternion( quaternion.setFromAxisAngle( axis, angle ) );

			return this;

		};

	}(),

	applyMatrix3: function ( m ) {

		var x = this.x;
		var y = this.y;
		var z = this.z;

		var e = m.elements;

		this.x = e[ 0 ] * x + e[ 3 ] * y + e[ 6 ] * z;
		this.y = e[ 1 ] * x + e[ 4 ] * y + e[ 7 ] * z;
		this.z = e[ 2 ] * x + e[ 5 ] * y + e[ 8 ] * z;

		return this;

	},

	applyMatrix4: function ( m ) {

		// input: THREE.Matrix4 affine matrix

		var x = this.x, y = this.y, z = this.z;

		var e = m.elements;

		this.x = e[ 0 ] * x + e[ 4 ] * y + e[ 8 ]  * z + e[ 12 ];
		this.y = e[ 1 ] * x + e[ 5 ] * y + e[ 9 ]  * z + e[ 13 ];
		this.z = e[ 2 ] * x + e[ 6 ] * y + e[ 10 ] * z + e[ 14 ];

		return this;

	},

	applyProjection: function ( m ) {

		// input: THREE.Matrix4 projection matrix

		var x = this.x, y = this.y, z = this.z;

		var e = m.elements;
		var d = 1 / ( e[ 3 ] * x + e[ 7 ] * y + e[ 11 ] * z + e[ 15 ] ); // perspective divide

		this.x = ( e[ 0 ] * x + e[ 4 ] * y + e[ 8 ]  * z + e[ 12 ] ) * d;
		this.y = ( e[ 1 ] * x + e[ 5 ] * y + e[ 9 ]  * z + e[ 13 ] ) * d;
		this.z = ( e[ 2 ] * x + e[ 6 ] * y + e[ 10 ] * z + e[ 14 ] ) * d;

		return this;

	},

	applyQuaternion: function ( q ) {

		var x = this.x;
		var y = this.y;
		var z = this.z;

		var qx = q.x;
		var qy = q.y;
		var qz = q.z;
		var qw = q.w;

		// calculate quat * vector

		var ix =  qw * x + qy * z - qz * y;
		var iy =  qw * y + qz * x - qx * z;
		var iz =  qw * z + qx * y - qy * x;
		var iw = - qx * x - qy * y - qz * z;

		// calculate result * inverse quat

		this.x = ix * qw + iw * - qx + iy * - qz - iz * - qy;
		this.y = iy * qw + iw * - qy + iz * - qx - ix * - qz;
		this.z = iz * qw + iw * - qz + ix * - qy - iy * - qx;

		return this;

	},

	project: function () {

		var matrix;

		return function project( camera ) {

			if ( matrix === undefined ) matrix = new THREE.Matrix4();

			matrix.multiplyMatrices( camera.projectionMatrix, matrix.getInverse( camera.matrixWorld ) );
			return this.applyProjection( matrix );

		};

	}(),

	unproject: function () {

		var matrix;

		return function unproject( camera ) {

			if ( matrix === undefined ) matrix = new THREE.Matrix4();

			matrix.multiplyMatrices( camera.matrixWorld, matrix.getInverse( camera.projectionMatrix ) );
			return this.applyProjection( matrix );

		};

	}(),

	transformDirection: function ( m ) {

		// input: THREE.Matrix4 affine matrix
		// vector interpreted as a direction

		var x = this.x, y = this.y, z = this.z;

		var e = m.elements;

		this.x = e[ 0 ] * x + e[ 4 ] * y + e[ 8 ]  * z;
		this.y = e[ 1 ] * x + e[ 5 ] * y + e[ 9 ]  * z;
		this.z = e[ 2 ] * x + e[ 6 ] * y + e[ 10 ] * z;

		this.normalize();

		return this;

	},

	divide: function ( v ) {

		this.x /= v.x;
		this.y /= v.y;
		this.z /= v.z;

		return this;

	},

	divideScalar: function ( scalar ) {

		return this.multiplyScalar( 1 / scalar );

	},

	min: function ( v ) {

		this.x = Math.min( this.x, v.x );
		this.y = Math.min( this.y, v.y );
		this.z = Math.min( this.z, v.z );

		return this;

	},

	max: function ( v ) {

		this.x = Math.max( this.x, v.x );
		this.y = Math.max( this.y, v.y );
		this.z = Math.max( this.z, v.z );

		return this;

	},

	clamp: function ( min, max ) {

		// This function assumes min < max, if this assumption isn't true it will not operate correctly

		this.x = Math.max( min.x, Math.min( max.x, this.x ) );
		this.y = Math.max( min.y, Math.min( max.y, this.y ) );
		this.z = Math.max( min.z, Math.min( max.z, this.z ) );

		return this;

	},

	clampScalar: function () {

		var min, max;

		return function clampScalar( minVal, maxVal ) {

			if ( min === undefined ) {

				min = new THREE.Vector3();
				max = new THREE.Vector3();

			}

			min.set( minVal, minVal, minVal );
			max.set( maxVal, maxVal, maxVal );

			return this.clamp( min, max );

		};

	}(),

	clampLength: function ( min, max ) {

		var length = this.length();

		this.multiplyScalar( Math.max( min, Math.min( max, length ) ) / length );

		return this;

	},

	floor: function () {

		this.x = Math.floor( this.x );
		this.y = Math.floor( this.y );
		this.z = Math.floor( this.z );

		return this;

	},

	ceil: function () {

		this.x = Math.ceil( this.x );
		this.y = Math.ceil( this.y );
		this.z = Math.ceil( this.z );

		return this;

	},

	round: function () {

		this.x = Math.round( this.x );
		this.y = Math.round( this.y );
		this.z = Math.round( this.z );

		return this;

	},

	roundToZero: function () {

		this.x = ( this.x < 0 ) ? Math.ceil( this.x ) : Math.floor( this.x );
		this.y = ( this.y < 0 ) ? Math.ceil( this.y ) : Math.floor( this.y );
		this.z = ( this.z < 0 ) ? Math.ceil( this.z ) : Math.floor( this.z );

		return this;

	},

	negate: function () {

		this.x = - this.x;
		this.y = - this.y;
		this.z = - this.z;

		return this;

	},

	dot: function ( v ) {

		return this.x * v.x + this.y * v.y + this.z * v.z;

	},

	lengthSq: function () {

		return this.x * this.x + this.y * this.y + this.z * this.z;

	},

	length: function () {

		return Math.sqrt( this.x * this.x + this.y * this.y + this.z * this.z );

	},

	lengthManhattan: function () {

		return Math.abs( this.x ) + Math.abs( this.y ) + Math.abs( this.z );

	},

	normalize: function () {

		return this.divideScalar( this.length() );

	},

	setLength: function ( length ) {

		return this.multiplyScalar( length / this.length() );

	},

	lerp: function ( v, alpha ) {

		this.x += ( v.x - this.x ) * alpha;
		this.y += ( v.y - this.y ) * alpha;
		this.z += ( v.z - this.z ) * alpha;

		return this;

	},

	lerpVectors: function ( v1, v2, alpha ) {

		this.subVectors( v2, v1 ).multiplyScalar( alpha ).add( v1 );

		return this;

	},

	cross: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector3: .cross() now only accepts one argument. Use .crossVectors( a, b ) instead.' );
			return this.crossVectors( v, w );

		}

		var x = this.x, y = this.y, z = this.z;

		this.x = y * v.z - z * v.y;
		this.y = z * v.x - x * v.z;
		this.z = x * v.y - y * v.x;

		return this;

	},

	crossVectors: function ( a, b ) {

		var ax = a.x, ay = a.y, az = a.z;
		var bx = b.x, by = b.y, bz = b.z;

		this.x = ay * bz - az * by;
		this.y = az * bx - ax * bz;
		this.z = ax * by - ay * bx;

		return this;

	},

	projectOnVector: function () {

		var v1, dot;

		return function projectOnVector( vector ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();

			v1.copy( vector ).normalize();

			dot = this.dot( v1 );

			return this.copy( v1 ).multiplyScalar( dot );

		};

	}(),

	projectOnPlane: function () {

		var v1;

		return function projectOnPlane( planeNormal ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();

			v1.copy( this ).projectOnVector( planeNormal );

			return this.sub( v1 );

		}

	}(),

	reflect: function () {

		// reflect incident vector off plane orthogonal to normal
		// normal is assumed to have unit length

		var v1;

		return function reflect( normal ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();

			return this.sub( v1.copy( normal ).multiplyScalar( 2 * this.dot( normal ) ) );

		}

	}(),

	angleTo: function ( v ) {

		var theta = this.dot( v ) / ( this.length() * v.length() );

		// clamp, to handle numerical problems

		return Math.acos( THREE.Math.clamp( theta, - 1, 1 ) );

	},

	distanceTo: function ( v ) {

		return Math.sqrt( this.distanceToSquared( v ) );

	},

	distanceToSquared: function ( v ) {

		var dx = this.x - v.x;
		var dy = this.y - v.y;
		var dz = this.z - v.z;

		return dx * dx + dy * dy + dz * dz;

	},

	setEulerFromRotationMatrix: function ( m, order ) {

		console.error( 'THREE.Vector3: .setEulerFromRotationMatrix() has been removed. Use Euler.setFromRotationMatrix() instead.' );

	},

	setEulerFromQuaternion: function ( q, order ) {

		console.error( 'THREE.Vector3: .setEulerFromQuaternion() has been removed. Use Euler.setFromQuaternion() instead.' );

	},

	getPositionFromMatrix: function ( m ) {

		console.warn( 'THREE.Vector3: .getPositionFromMatrix() has been renamed to .setFromMatrixPosition().' );

		return this.setFromMatrixPosition( m );

	},

	getScaleFromMatrix: function ( m ) {

		console.warn( 'THREE.Vector3: .getScaleFromMatrix() has been renamed to .setFromMatrixScale().' );

		return this.setFromMatrixScale( m );

	},

	getColumnFromMatrix: function ( index, matrix ) {

		console.warn( 'THREE.Vector3: .getColumnFromMatrix() has been renamed to .setFromMatrixColumn().' );

		return this.setFromMatrixColumn( index, matrix );

	},

	setFromMatrixPosition: function ( m ) {

		this.x = m.elements[ 12 ];
		this.y = m.elements[ 13 ];
		this.z = m.elements[ 14 ];

		return this;

	},

	setFromMatrixScale: function ( m ) {

		var sx = this.set( m.elements[ 0 ], m.elements[ 1 ], m.elements[ 2 ] ).length();
		var sy = this.set( m.elements[ 4 ], m.elements[ 5 ], m.elements[ 6 ] ).length();
		var sz = this.set( m.elements[ 8 ], m.elements[ 9 ], m.elements[ 10 ] ).length();

		this.x = sx;
		this.y = sy;
		this.z = sz;

		return this;

	},

	setFromMatrixColumn: function ( index, matrix ) {

		var offset = index * 4;

		var me = matrix.elements;

		this.x = me[ offset ];
		this.y = me[ offset + 1 ];
		this.z = me[ offset + 2 ];

		return this;

	},

	equals: function ( v ) {

		return ( ( v.x === this.x ) && ( v.y === this.y ) && ( v.z === this.z ) );

	},

	fromArray: function ( array, offset ) {

		if ( offset === undefined ) offset = 0;

		this.x = array[ offset ];
		this.y = array[ offset + 1 ];
		this.z = array[ offset + 2 ];

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this.x;
		array[ offset + 1 ] = this.y;
		array[ offset + 2 ] = this.z;

		return array;

	},

	fromAttribute: function ( attribute, index, offset ) {

		if ( offset === undefined ) offset = 0;

		index = index * attribute.itemSize + offset;

		this.x = attribute.array[ index ];
		this.y = attribute.array[ index + 1 ];
		this.z = attribute.array[ index + 2 ];

		return this;

	}

};

// File:src/math/Vector4.js

/**
 * @author supereggbert / http://www.paulbrunt.co.uk/
 * @author philogb / http://blog.thejit.org/
 * @author mikael emtinger / http://gomo.se/
 * @author egraether / http://egraether.com/
 * @author WestLangley / http://github.com/WestLangley
 */

THREE.Vector4 = function ( x, y, z, w ) {

	this.x = x || 0;
	this.y = y || 0;
	this.z = z || 0;
	this.w = ( w !== undefined ) ? w : 1;

};

THREE.Vector4.prototype = {

	constructor: THREE.Vector4,

	set: function ( x, y, z, w ) {

		this.x = x;
		this.y = y;
		this.z = z;
		this.w = w;

		return this;

	},

	setX: function ( x ) {

		this.x = x;

		return this;

	},

	setY: function ( y ) {

		this.y = y;

		return this;

	},

	setZ: function ( z ) {

		this.z = z;

		return this;

	},

	setW: function ( w ) {

		this.w = w;

		return this;

	},

	setComponent: function ( index, value ) {

		switch ( index ) {

			case 0: this.x = value; break;
			case 1: this.y = value; break;
			case 2: this.z = value; break;
			case 3: this.w = value; break;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	getComponent: function ( index ) {

		switch ( index ) {

			case 0: return this.x;
			case 1: return this.y;
			case 2: return this.z;
			case 3: return this.w;
			default: throw new Error( 'index is out of range: ' + index );

		}

	},

	clone: function () {

		return new this.constructor( this.x, this.y, this.z, this.w );

	},

	copy: function ( v ) {

		this.x = v.x;
		this.y = v.y;
		this.z = v.z;
		this.w = ( v.w !== undefined ) ? v.w : 1;

		return this;

	},

	add: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector4: .add() now only accepts one argument. Use .addVectors( a, b ) instead.' );
			return this.addVectors( v, w );

		}

		this.x += v.x;
		this.y += v.y;
		this.z += v.z;
		this.w += v.w;

		return this;

	},

	addScalar: function ( s ) {

		this.x += s;
		this.y += s;
		this.z += s;
		this.w += s;

		return this;

	},

	addVectors: function ( a, b ) {

		this.x = a.x + b.x;
		this.y = a.y + b.y;
		this.z = a.z + b.z;
		this.w = a.w + b.w;

		return this;

	},

	addScaledVector: function ( v, s ) {

		this.x += v.x * s;
		this.y += v.y * s;
		this.z += v.z * s;
		this.w += v.w * s;

		return this;

	},

	sub: function ( v, w ) {

		if ( w !== undefined ) {

			console.warn( 'THREE.Vector4: .sub() now only accepts one argument. Use .subVectors( a, b ) instead.' );
			return this.subVectors( v, w );

		}

		this.x -= v.x;
		this.y -= v.y;
		this.z -= v.z;
		this.w -= v.w;

		return this;

	},

	subScalar: function ( s ) {

		this.x -= s;
		this.y -= s;
		this.z -= s;
		this.w -= s;

		return this;

	},

	subVectors: function ( a, b ) {

		this.x = a.x - b.x;
		this.y = a.y - b.y;
		this.z = a.z - b.z;
		this.w = a.w - b.w;

		return this;

	},

	multiplyScalar: function ( scalar ) {

		if ( isFinite( scalar ) ) {
			this.x *= scalar;
			this.y *= scalar;
			this.z *= scalar;
			this.w *= scalar;
		} else {
			this.x = 0;
			this.y = 0;
			this.z = 0;
			this.w = 0;
		}

		return this;

	},

	applyMatrix4: function ( m ) {

		var x = this.x;
		var y = this.y;
		var z = this.z;
		var w = this.w;

		var e = m.elements;

		this.x = e[ 0 ] * x + e[ 4 ] * y + e[ 8 ] * z + e[ 12 ] * w;
		this.y = e[ 1 ] * x + e[ 5 ] * y + e[ 9 ] * z + e[ 13 ] * w;
		this.z = e[ 2 ] * x + e[ 6 ] * y + e[ 10 ] * z + e[ 14 ] * w;
		this.w = e[ 3 ] * x + e[ 7 ] * y + e[ 11 ] * z + e[ 15 ] * w;

		return this;

	},

	divideScalar: function ( scalar ) {

		return this.multiplyScalar( 1 / scalar );

	},

	setAxisAngleFromQuaternion: function ( q ) {

		// http://www.euclideanspace.com/maths/geometry/rotations/conversions/quaternionToAngle/index.htm

		// q is assumed to be normalized

		this.w = 2 * Math.acos( q.w );

		var s = Math.sqrt( 1 - q.w * q.w );

		if ( s < 0.0001 ) {

			 this.x = 1;
			 this.y = 0;
			 this.z = 0;

		} else {

			 this.x = q.x / s;
			 this.y = q.y / s;
			 this.z = q.z / s;

		}

		return this;

	},

	setAxisAngleFromRotationMatrix: function ( m ) {

		// http://www.euclideanspace.com/maths/geometry/rotations/conversions/matrixToAngle/index.htm

		// assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)

		var angle, x, y, z,		// variables for result
			epsilon = 0.01,		// margin to allow for rounding errors
			epsilon2 = 0.1,		// margin to distinguish between 0 and 180 degrees

			te = m.elements,

			m11 = te[ 0 ], m12 = te[ 4 ], m13 = te[ 8 ],
			m21 = te[ 1 ], m22 = te[ 5 ], m23 = te[ 9 ],
			m31 = te[ 2 ], m32 = te[ 6 ], m33 = te[ 10 ];

		if ( ( Math.abs( m12 - m21 ) < epsilon )
		   && ( Math.abs( m13 - m31 ) < epsilon )
		   && ( Math.abs( m23 - m32 ) < epsilon ) ) {

			// singularity found
			// first check for identity matrix which must have +1 for all terms
			// in leading diagonal and zero in other terms

			if ( ( Math.abs( m12 + m21 ) < epsilon2 )
			   && ( Math.abs( m13 + m31 ) < epsilon2 )
			   && ( Math.abs( m23 + m32 ) < epsilon2 )
			   && ( Math.abs( m11 + m22 + m33 - 3 ) < epsilon2 ) ) {

				// this singularity is identity matrix so angle = 0

				this.set( 1, 0, 0, 0 );

				return this; // zero angle, arbitrary axis

			}

			// otherwise this singularity is angle = 180

			angle = Math.PI;

			var xx = ( m11 + 1 ) / 2;
			var yy = ( m22 + 1 ) / 2;
			var zz = ( m33 + 1 ) / 2;
			var xy = ( m12 + m21 ) / 4;
			var xz = ( m13 + m31 ) / 4;
			var yz = ( m23 + m32 ) / 4;

			if ( ( xx > yy ) && ( xx > zz ) ) {

				// m11 is the largest diagonal term

				if ( xx < epsilon ) {

					x = 0;
					y = 0.707106781;
					z = 0.707106781;

				} else {

					x = Math.sqrt( xx );
					y = xy / x;
					z = xz / x;

				}

			} else if ( yy > zz ) {

				// m22 is the largest diagonal term

				if ( yy < epsilon ) {

					x = 0.707106781;
					y = 0;
					z = 0.707106781;

				} else {

					y = Math.sqrt( yy );
					x = xy / y;
					z = yz / y;

				}

			} else {

				// m33 is the largest diagonal term so base result on this

				if ( zz < epsilon ) {

					x = 0.707106781;
					y = 0.707106781;
					z = 0;

				} else {

					z = Math.sqrt( zz );
					x = xz / z;
					y = yz / z;

				}

			}

			this.set( x, y, z, angle );

			return this; // return 180 deg rotation

		}

		// as we have reached here there are no singularities so we can handle normally

		var s = Math.sqrt( ( m32 - m23 ) * ( m32 - m23 )
						  + ( m13 - m31 ) * ( m13 - m31 )
						  + ( m21 - m12 ) * ( m21 - m12 ) ); // used to normalize

		if ( Math.abs( s ) < 0.001 ) s = 1;

		// prevent divide by zero, should not happen if matrix is orthogonal and should be
		// caught by singularity test above, but I've left it in just in case

		this.x = ( m32 - m23 ) / s;
		this.y = ( m13 - m31 ) / s;
		this.z = ( m21 - m12 ) / s;
		this.w = Math.acos( ( m11 + m22 + m33 - 1 ) / 2 );

		return this;

	},

	min: function ( v ) {

		this.x = Math.min( this.x, v.x );
		this.y = Math.min( this.y, v.y );
		this.z = Math.min( this.z, v.z );
		this.w = Math.min( this.w, v.w );

		return this;

	},

	max: function ( v ) {

		this.x = Math.max( this.x, v.x );
		this.y = Math.max( this.y, v.y );
		this.z = Math.max( this.z, v.z );
		this.w = Math.max( this.w, v.w );

		return this;

	},

	clamp: function ( min, max ) {

		// This function assumes min < max, if this assumption isn't true it will not operate correctly

		this.x = Math.max( min.x, Math.min( max.x, this.x ) );
		this.y = Math.max( min.y, Math.min( max.y, this.y ) );
		this.z = Math.max( min.z, Math.min( max.z, this.z ) );
		this.w = Math.max( min.w, Math.min( max.w, this.w ) );

		return this;

	},

	clampScalar: function () {

		var min, max;

		return function clampScalar( minVal, maxVal ) {

			if ( min === undefined ) {

				min = new THREE.Vector4();
				max = new THREE.Vector4();

			}

			min.set( minVal, minVal, minVal, minVal );
			max.set( maxVal, maxVal, maxVal, maxVal );

			return this.clamp( min, max );

		};

	}(),

	floor: function () {

		this.x = Math.floor( this.x );
		this.y = Math.floor( this.y );
		this.z = Math.floor( this.z );
		this.w = Math.floor( this.w );

		return this;

	},

	ceil: function () {

		this.x = Math.ceil( this.x );
		this.y = Math.ceil( this.y );
		this.z = Math.ceil( this.z );
		this.w = Math.ceil( this.w );

		return this;

	},

	round: function () {

		this.x = Math.round( this.x );
		this.y = Math.round( this.y );
		this.z = Math.round( this.z );
		this.w = Math.round( this.w );

		return this;

	},

	roundToZero: function () {

		this.x = ( this.x < 0 ) ? Math.ceil( this.x ) : Math.floor( this.x );
		this.y = ( this.y < 0 ) ? Math.ceil( this.y ) : Math.floor( this.y );
		this.z = ( this.z < 0 ) ? Math.ceil( this.z ) : Math.floor( this.z );
		this.w = ( this.w < 0 ) ? Math.ceil( this.w ) : Math.floor( this.w );

		return this;

	},

	negate: function () {

		this.x = - this.x;
		this.y = - this.y;
		this.z = - this.z;
		this.w = - this.w;

		return this;

	},

	dot: function ( v ) {

		return this.x * v.x + this.y * v.y + this.z * v.z + this.w * v.w;

	},

	lengthSq: function () {

		return this.x * this.x + this.y * this.y + this.z * this.z + this.w * this.w;

	},

	length: function () {

		return Math.sqrt( this.x * this.x + this.y * this.y + this.z * this.z + this.w * this.w );

	},

	lengthManhattan: function () {

		return Math.abs( this.x ) + Math.abs( this.y ) + Math.abs( this.z ) + Math.abs( this.w );

	},

	normalize: function () {

		return this.divideScalar( this.length() );

	},

	setLength: function ( length ) {

		return this.multiplyScalar( length / this.length() );

	},

	lerp: function ( v, alpha ) {

		this.x += ( v.x - this.x ) * alpha;
		this.y += ( v.y - this.y ) * alpha;
		this.z += ( v.z - this.z ) * alpha;
		this.w += ( v.w - this.w ) * alpha;

		return this;

	},

	lerpVectors: function ( v1, v2, alpha ) {

		this.subVectors( v2, v1 ).multiplyScalar( alpha ).add( v1 );

		return this;

	},

	equals: function ( v ) {

		return ( ( v.x === this.x ) && ( v.y === this.y ) && ( v.z === this.z ) && ( v.w === this.w ) );

	},

	fromArray: function ( array, offset ) {

		if ( offset === undefined ) offset = 0;

		this.x = array[ offset ];
		this.y = array[ offset + 1 ];
		this.z = array[ offset + 2 ];
		this.w = array[ offset + 3 ];

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this.x;
		array[ offset + 1 ] = this.y;
		array[ offset + 2 ] = this.z;
		array[ offset + 3 ] = this.w;

		return array;

	},

	fromAttribute: function ( attribute, index, offset ) {

		if ( offset === undefined ) offset = 0;

		index = index * attribute.itemSize + offset;

		this.x = attribute.array[ index ];
		this.y = attribute.array[ index + 1 ];
		this.z = attribute.array[ index + 2 ];
		this.w = attribute.array[ index + 3 ];

		return this;

	}

};

// File:src/math/Euler.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author WestLangley / http://github.com/WestLangley
 * @author bhouston / http://clara.io
 */

THREE.Euler = function ( x, y, z, order ) {

	this._x = x || 0;
	this._y = y || 0;
	this._z = z || 0;
	this._order = order || THREE.Euler.DefaultOrder;

};

THREE.Euler.RotationOrders = [ 'XYZ', 'YZX', 'ZXY', 'XZY', 'YXZ', 'ZYX' ];

THREE.Euler.DefaultOrder = 'XYZ';

THREE.Euler.prototype = {

	constructor: THREE.Euler,

	get x () {

		return this._x;

	},

	set x ( value ) {

		this._x = value;
		this.onChangeCallback();

	},

	get y () {

		return this._y;

	},

	set y ( value ) {

		this._y = value;
		this.onChangeCallback();

	},

	get z () {

		return this._z;

	},

	set z ( value ) {

		this._z = value;
		this.onChangeCallback();

	},

	get order () {

		return this._order;

	},

	set order ( value ) {

		this._order = value;
		this.onChangeCallback();

	},

	set: function ( x, y, z, order ) {

		this._x = x;
		this._y = y;
		this._z = z;
		this._order = order || this._order;

		this.onChangeCallback();

		return this;

	},

	clone: function () {

		return new this.constructor( this._x, this._y, this._z, this._order);

	},

	copy: function ( euler ) {

		this._x = euler._x;
		this._y = euler._y;
		this._z = euler._z;
		this._order = euler._order;

		this.onChangeCallback();

		return this;

	},

	setFromRotationMatrix: function ( m, order, update ) {

		var clamp = THREE.Math.clamp;

		// assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)

		var te = m.elements;
		var m11 = te[ 0 ], m12 = te[ 4 ], m13 = te[ 8 ];
		var m21 = te[ 1 ], m22 = te[ 5 ], m23 = te[ 9 ];
		var m31 = te[ 2 ], m32 = te[ 6 ], m33 = te[ 10 ];

		order = order || this._order;

		if ( order === 'XYZ' ) {

			this._y = Math.asin( clamp( m13, - 1, 1 ) );

			if ( Math.abs( m13 ) < 0.99999 ) {

				this._x = Math.atan2( - m23, m33 );
				this._z = Math.atan2( - m12, m11 );

			} else {

				this._x = Math.atan2( m32, m22 );
				this._z = 0;

			}

		} else if ( order === 'YXZ' ) {

			this._x = Math.asin( - clamp( m23, - 1, 1 ) );

			if ( Math.abs( m23 ) < 0.99999 ) {

				this._y = Math.atan2( m13, m33 );
				this._z = Math.atan2( m21, m22 );

			} else {

				this._y = Math.atan2( - m31, m11 );
				this._z = 0;

			}

		} else if ( order === 'ZXY' ) {

			this._x = Math.asin( clamp( m32, - 1, 1 ) );

			if ( Math.abs( m32 ) < 0.99999 ) {

				this._y = Math.atan2( - m31, m33 );
				this._z = Math.atan2( - m12, m22 );

			} else {

				this._y = 0;
				this._z = Math.atan2( m21, m11 );

			}

		} else if ( order === 'ZYX' ) {

			this._y = Math.asin( - clamp( m31, - 1, 1 ) );

			if ( Math.abs( m31 ) < 0.99999 ) {

				this._x = Math.atan2( m32, m33 );
				this._z = Math.atan2( m21, m11 );

			} else {

				this._x = 0;
				this._z = Math.atan2( - m12, m22 );

			}

		} else if ( order === 'YZX' ) {

			this._z = Math.asin( clamp( m21, - 1, 1 ) );

			if ( Math.abs( m21 ) < 0.99999 ) {

				this._x = Math.atan2( - m23, m22 );
				this._y = Math.atan2( - m31, m11 );

			} else {

				this._x = 0;
				this._y = Math.atan2( m13, m33 );

			}

		} else if ( order === 'XZY' ) {

			this._z = Math.asin( - clamp( m12, - 1, 1 ) );

			if ( Math.abs( m12 ) < 0.99999 ) {

				this._x = Math.atan2( m32, m22 );
				this._y = Math.atan2( m13, m11 );

			} else {

				this._x = Math.atan2( - m23, m33 );
				this._y = 0;

			}

		} else {

			console.warn( 'THREE.Euler: .setFromRotationMatrix() given unsupported order: ' + order )

		}

		this._order = order;

		if ( update !== false ) this.onChangeCallback();

		return this;

	},

	setFromQuaternion: function () {

		var matrix;

		return function ( q, order, update ) {

			if ( matrix === undefined ) matrix = new THREE.Matrix4();
			matrix.makeRotationFromQuaternion( q );
			this.setFromRotationMatrix( matrix, order, update );

			return this;

		};

	}(),

	setFromVector3: function ( v, order ) {

		return this.set( v.x, v.y, v.z, order || this._order );

	},

	reorder: function () {

		// WARNING: this discards revolution information -bhouston

		var q = new THREE.Quaternion();

		return function ( newOrder ) {

			q.setFromEuler( this );
			this.setFromQuaternion( q, newOrder );

		};

	}(),

	equals: function ( euler ) {

		return ( euler._x === this._x ) && ( euler._y === this._y ) && ( euler._z === this._z ) && ( euler._order === this._order );

	},

	fromArray: function ( array ) {

		this._x = array[ 0 ];
		this._y = array[ 1 ];
		this._z = array[ 2 ];
		if ( array[ 3 ] !== undefined ) this._order = array[ 3 ];

		this.onChangeCallback();

		return this;

	},

	toArray: function ( array, offset ) {

		if ( array === undefined ) array = [];
		if ( offset === undefined ) offset = 0;

		array[ offset ] = this._x;
		array[ offset + 1 ] = this._y;
		array[ offset + 2 ] = this._z;
		array[ offset + 3 ] = this._order;

		return array;

	},

	toVector3: function ( optionalResult ) {

		if ( optionalResult ) {

			return optionalResult.set( this._x, this._y, this._z );

		} else {

			return new THREE.Vector3( this._x, this._y, this._z );

		}

	},

	onChange: function ( callback ) {

		this.onChangeCallback = callback;

		return this;

	},

	onChangeCallback: function () {}

};

// File:src/math/Line3.js

/**
 * @author bhouston / http://clara.io
 */

THREE.Line3 = function ( start, end ) {

	this.start = ( start !== undefined ) ? start : new THREE.Vector3();
	this.end = ( end !== undefined ) ? end : new THREE.Vector3();

};

THREE.Line3.prototype = {

	constructor: THREE.Line3,

	set: function ( start, end ) {

		this.start.copy( start );
		this.end.copy( end );

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( line ) {

		this.start.copy( line.start );
		this.end.copy( line.end );

		return this;

	},

	center: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.addVectors( this.start, this.end ).multiplyScalar( 0.5 );

	},

	delta: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.subVectors( this.end, this.start );

	},

	distanceSq: function () {

		return this.start.distanceToSquared( this.end );

	},

	distance: function () {

		return this.start.distanceTo( this.end );

	},

	at: function ( t, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();

		return this.delta( result ).multiplyScalar( t ).add( this.start );

	},

	closestPointToPointParameter: function () {

		var startP = new THREE.Vector3();
		var startEnd = new THREE.Vector3();

		return function ( point, clampToLine ) {

			startP.subVectors( point, this.start );
			startEnd.subVectors( this.end, this.start );

			var startEnd2 = startEnd.dot( startEnd );
			var startEnd_startP = startEnd.dot( startP );

			var t = startEnd_startP / startEnd2;

			if ( clampToLine ) {

				t = THREE.Math.clamp( t, 0, 1 );

			}

			return t;

		};

	}(),

	closestPointToPoint: function ( point, clampToLine, optionalTarget ) {

		var t = this.closestPointToPointParameter( point, clampToLine );

		var result = optionalTarget || new THREE.Vector3();

		return this.delta( result ).multiplyScalar( t ).add( this.start );

	},

	applyMatrix4: function ( matrix ) {

		this.start.applyMatrix4( matrix );
		this.end.applyMatrix4( matrix );

		return this;

	},

	equals: function ( line ) {

		return line.start.equals( this.start ) && line.end.equals( this.end );

	}

};

// File:src/math/Box2.js

/**
 * @author bhouston / http://clara.io
 */

THREE.Box2 = function ( min, max ) {

	this.min = ( min !== undefined ) ? min : new THREE.Vector2( Infinity, Infinity );
	this.max = ( max !== undefined ) ? max : new THREE.Vector2( - Infinity, - Infinity );

};

THREE.Box2.prototype = {

	constructor: THREE.Box2,

	set: function ( min, max ) {

		this.min.copy( min );
		this.max.copy( max );

		return this;

	},

	setFromPoints: function ( points ) {

		this.makeEmpty();

		for ( var i = 0, il = points.length; i < il; i ++ ) {

			this.expandByPoint( points[ i ] )

		}

		return this;

	},

	setFromCenterAndSize: function () {

		var v1 = new THREE.Vector2();

		return function ( center, size ) {

			var halfSize = v1.copy( size ).multiplyScalar( 0.5 );
			this.min.copy( center ).sub( halfSize );
			this.max.copy( center ).add( halfSize );

			return this;

		};

	}(),
	
	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( box ) {

		this.min.copy( box.min );
		this.max.copy( box.max );

		return this;

	},

	makeEmpty: function () {

		this.min.x = this.min.y = Infinity;
		this.max.x = this.max.y = - Infinity;

		return this;

	},

	empty: function () {

		// this is a more robust check for empty than ( volume <= 0 ) because volume can get positive with two negative axes

		return ( this.max.x < this.min.x ) || ( this.max.y < this.min.y );

	},

	center: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector2();
		return result.addVectors( this.min, this.max ).multiplyScalar( 0.5 );

	},

	size: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector2();
		return result.subVectors( this.max, this.min );

	},

	expandByPoint: function ( point ) {

		this.min.min( point );
		this.max.max( point );

		return this;

	},

	expandByVector: function ( vector ) {

		this.min.sub( vector );
		this.max.add( vector );

		return this;

	},

	expandByScalar: function ( scalar ) {

		this.min.addScalar( - scalar );
		this.max.addScalar( scalar );

		return this;

	},

	containsPoint: function ( point ) {

		if ( point.x < this.min.x || point.x > this.max.x ||
		     point.y < this.min.y || point.y > this.max.y ) {

			return false;

		}

		return true;

	},

	containsBox: function ( box ) {

		if ( ( this.min.x <= box.min.x ) && ( box.max.x <= this.max.x ) &&
		     ( this.min.y <= box.min.y ) && ( box.max.y <= this.max.y ) ) {

			return true;

		}

		return false;

	},

	getParameter: function ( point, optionalTarget ) {

		// This can potentially have a divide by zero if the box
		// has a size dimension of 0.

		var result = optionalTarget || new THREE.Vector2();

		return result.set(
			( point.x - this.min.x ) / ( this.max.x - this.min.x ),
			( point.y - this.min.y ) / ( this.max.y - this.min.y )
		);

	},

	isIntersectionBox: function ( box ) {

		// using 6 splitting planes to rule out intersections.

		if ( box.max.x < this.min.x || box.min.x > this.max.x ||
		     box.max.y < this.min.y || box.min.y > this.max.y ) {

			return false;

		}

		return true;

	},

	clampPoint: function ( point, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector2();
		return result.copy( point ).clamp( this.min, this.max );

	},

	distanceToPoint: function () {

		var v1 = new THREE.Vector2();

		return function ( point ) {

			var clampedPoint = v1.copy( point ).clamp( this.min, this.max );
			return clampedPoint.sub( point ).length();

		};

	}(),

	intersect: function ( box ) {

		this.min.max( box.min );
		this.max.min( box.max );

		return this;

	},

	union: function ( box ) {

		this.min.min( box.min );
		this.max.max( box.max );

		return this;

	},

	translate: function ( offset ) {

		this.min.add( offset );
		this.max.add( offset );

		return this;

	},

	equals: function ( box ) {

		return box.min.equals( this.min ) && box.max.equals( this.max );

	}

};

// File:src/math/Box3.js

/**
 * @author bhouston / http://clara.io
 * @author WestLangley / http://github.com/WestLangley
 */

THREE.Box3 = function ( min, max ) {

	this.min = ( min !== undefined ) ? min : new THREE.Vector3( Infinity, Infinity, Infinity );
	this.max = ( max !== undefined ) ? max : new THREE.Vector3( - Infinity, - Infinity, - Infinity );

};

THREE.Box3.prototype = {

	constructor: THREE.Box3,

	set: function ( min, max ) {

		this.min.copy( min );
		this.max.copy( max );

		return this;

	},

	setFromPoints: function ( points ) {

		this.makeEmpty();

		for ( var i = 0, il = points.length; i < il; i ++ ) {

			this.expandByPoint( points[ i ] );

		}

		return this;

	},

	setFromCenterAndSize: function () {

		var v1 = new THREE.Vector3();

		return function ( center, size ) {

			var halfSize = v1.copy( size ).multiplyScalar( 0.5 );

			this.min.copy( center ).sub( halfSize );
			this.max.copy( center ).add( halfSize );

			return this;

		};

	}(),

	setFromObject: function () {

		// Computes the world-axis-aligned bounding box of an object (including its children),
		// accounting for both the object's, and children's, world transforms

		var v1 = new THREE.Vector3();

		return function ( object ) {

			var scope = this;

			object.updateMatrixWorld( true );

			this.makeEmpty();

			object.traverse( function ( node ) {

				var geometry = node.geometry;

				if ( geometry !== undefined ) {

					if ( geometry instanceof THREE.Geometry ) {

						var vertices = geometry.vertices;

						for ( var i = 0, il = vertices.length; i < il; i ++ ) {

							v1.copy( vertices[ i ] );

							v1.applyMatrix4( node.matrixWorld );

							scope.expandByPoint( v1 );

						}

					} else if ( geometry instanceof THREE.BufferGeometry && geometry.attributes[ 'position' ] !== undefined ) {

						var positions = geometry.attributes[ 'position' ].array;

						for ( var i = 0, il = positions.length; i < il; i += 3 ) {

							v1.set( positions[ i ], positions[ i + 1 ], positions[ i + 2 ] );

							v1.applyMatrix4( node.matrixWorld );

							scope.expandByPoint( v1 );

						}

					}

				}

			} );

			return this;

		};

	}(),

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( box ) {

		this.min.copy( box.min );
		this.max.copy( box.max );

		return this;

	},

	makeEmpty: function () {

		this.min.x = this.min.y = this.min.z = Infinity;
		this.max.x = this.max.y = this.max.z = - Infinity;

		return this;

	},

	empty: function () {

		// this is a more robust check for empty than ( volume <= 0 ) because volume can get positive with two negative axes

		return ( this.max.x < this.min.x ) || ( this.max.y < this.min.y ) || ( this.max.z < this.min.z );

	},

	center: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.addVectors( this.min, this.max ).multiplyScalar( 0.5 );

	},

	size: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.subVectors( this.max, this.min );

	},

	expandByPoint: function ( point ) {

		this.min.min( point );
		this.max.max( point );

		return this;

	},

	expandByVector: function ( vector ) {

		this.min.sub( vector );
		this.max.add( vector );

		return this;

	},

	expandByScalar: function ( scalar ) {

		this.min.addScalar( - scalar );
		this.max.addScalar( scalar );

		return this;

	},

	containsPoint: function ( point ) {

		if ( point.x < this.min.x || point.x > this.max.x ||
		     point.y < this.min.y || point.y > this.max.y ||
		     point.z < this.min.z || point.z > this.max.z ) {

			return false;

		}

		return true;

	},

	containsBox: function ( box ) {

		if ( ( this.min.x <= box.min.x ) && ( box.max.x <= this.max.x ) &&
			 ( this.min.y <= box.min.y ) && ( box.max.y <= this.max.y ) &&
			 ( this.min.z <= box.min.z ) && ( box.max.z <= this.max.z ) ) {

			return true;

		}

		return false;

	},

	getParameter: function ( point, optionalTarget ) {

		// This can potentially have a divide by zero if the box
		// has a size dimension of 0.

		var result = optionalTarget || new THREE.Vector3();

		return result.set(
			( point.x - this.min.x ) / ( this.max.x - this.min.x ),
			( point.y - this.min.y ) / ( this.max.y - this.min.y ),
			( point.z - this.min.z ) / ( this.max.z - this.min.z )
		);

	},

	isIntersectionBox: function ( box ) {

		// using 6 splitting planes to rule out intersections.

		if ( box.max.x < this.min.x || box.min.x > this.max.x ||
		     box.max.y < this.min.y || box.min.y > this.max.y ||
		     box.max.z < this.min.z || box.min.z > this.max.z ) {

			return false;

		}

		return true;

	},

	clampPoint: function ( point, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.copy( point ).clamp( this.min, this.max );

	},

	distanceToPoint: function () {

		var v1 = new THREE.Vector3();

		return function ( point ) {

			var clampedPoint = v1.copy( point ).clamp( this.min, this.max );
			return clampedPoint.sub( point ).length();

		};

	}(),

	getBoundingSphere: function () {

		var v1 = new THREE.Vector3();

		return function ( optionalTarget ) {

			var result = optionalTarget || new THREE.Sphere();

			result.center = this.center();
			result.radius = this.size( v1 ).length() * 0.5;

			return result;

		};

	}(),

	intersect: function ( box ) {

		this.min.max( box.min );
		this.max.min( box.max );

		return this;

	},

	union: function ( box ) {

		this.min.min( box.min );
		this.max.max( box.max );

		return this;

	},

	applyMatrix4: function () {

		var points = [
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3(),
			new THREE.Vector3()
		];

		return function ( matrix ) {

			// NOTE: I am using a binary pattern to specify all 2^3 combinations below
			points[ 0 ].set( this.min.x, this.min.y, this.min.z ).applyMatrix4( matrix ); // 000
			points[ 1 ].set( this.min.x, this.min.y, this.max.z ).applyMatrix4( matrix ); // 001
			points[ 2 ].set( this.min.x, this.max.y, this.min.z ).applyMatrix4( matrix ); // 010
			points[ 3 ].set( this.min.x, this.max.y, this.max.z ).applyMatrix4( matrix ); // 011
			points[ 4 ].set( this.max.x, this.min.y, this.min.z ).applyMatrix4( matrix ); // 100
			points[ 5 ].set( this.max.x, this.min.y, this.max.z ).applyMatrix4( matrix ); // 101
			points[ 6 ].set( this.max.x, this.max.y, this.min.z ).applyMatrix4( matrix ); // 110
			points[ 7 ].set( this.max.x, this.max.y, this.max.z ).applyMatrix4( matrix );  // 111

			this.makeEmpty();
			this.setFromPoints( points );

			return this;

		};

	}(),

	translate: function ( offset ) {

		this.min.add( offset );
		this.max.add( offset );

		return this;

	},

	equals: function ( box ) {

		return box.min.equals( this.min ) && box.max.equals( this.max );

	}

};

// File:src/math/Matrix3.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author WestLangley / http://github.com/WestLangley
 * @author bhouston / http://clara.io
 */

THREE.Matrix3 = function () {

	this.elements = new Float32Array( [

		1, 0, 0,
		0, 1, 0,
		0, 0, 1

	] );

	if ( arguments.length > 0 ) {

		console.error( 'THREE.Matrix3: the constructor no longer reads arguments. use .set() instead.' );

	}

};

THREE.Matrix3.prototype = {

	constructor: THREE.Matrix3,

	set: function ( n11, n12, n13, n21, n22, n23, n31, n32, n33 ) {

		var te = this.elements;

		te[ 0 ] = n11; te[ 3 ] = n12; te[ 6 ] = n13;
		te[ 1 ] = n21; te[ 4 ] = n22; te[ 7 ] = n23;
		te[ 2 ] = n31; te[ 5 ] = n32; te[ 8 ] = n33;

		return this;

	},

	identity: function () {

		this.set(

			1, 0, 0,
			0, 1, 0,
			0, 0, 1

		);

		return this;

	},

	clone: function () {

		return new this.constructor().fromArray( this.elements );

	},

	copy: function ( m ) {

		var me = m.elements;

		this.set(

			me[ 0 ], me[ 3 ], me[ 6 ],
			me[ 1 ], me[ 4 ], me[ 7 ],
			me[ 2 ], me[ 5 ], me[ 8 ]

		);

		return this;

	},

	multiplyVector3: function ( vector ) {

		console.warn( 'THREE.Matrix3: .multiplyVector3() has been removed. Use vector.applyMatrix3( matrix ) instead.' );
		return vector.applyMatrix3( this );

	},

	multiplyVector3Array: function ( a ) {

		console.warn( 'THREE.Matrix3: .multiplyVector3Array() has been renamed. Use matrix.applyToVector3Array( array ) instead.' );
		return this.applyToVector3Array( a );

	},

	applyToVector3Array: function () {

		var v1;

		return function ( array, offset, length ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();
			if ( offset === undefined ) offset = 0;
			if ( length === undefined ) length = array.length;

			for ( var i = 0, j = offset; i < length; i += 3, j += 3 ) {

				v1.fromArray( array, j );
				v1.applyMatrix3( this );
				v1.toArray( array, j );

			}

			return array;

		};

	}(),

	applyToBuffer: function () {

		var v1;

		return function applyToBuffer( buffer, offset, length ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();
			if ( offset === undefined ) offset = 0;
			if ( length === undefined ) length = buffer.length / buffer.itemSize;

			for ( var i = 0, j = offset; i < length; i ++, j ++ ) {

				v1.x = buffer.getX( j );
				v1.y = buffer.getY( j );
				v1.z = buffer.getZ( j );

				v1.applyMatrix3( this );

				buffer.setXYZ( v1.x, v1.y, v1.z );

			}

			return buffer;

		};

	}(),

	multiplyScalar: function ( s ) {

		var te = this.elements;

		te[ 0 ] *= s; te[ 3 ] *= s; te[ 6 ] *= s;
		te[ 1 ] *= s; te[ 4 ] *= s; te[ 7 ] *= s;
		te[ 2 ] *= s; te[ 5 ] *= s; te[ 8 ] *= s;

		return this;

	},

	determinant: function () {

		var te = this.elements;

		var a = te[ 0 ], b = te[ 1 ], c = te[ 2 ],
			d = te[ 3 ], e = te[ 4 ], f = te[ 5 ],
			g = te[ 6 ], h = te[ 7 ], i = te[ 8 ];

		return a * e * i - a * f * h - b * d * i + b * f * g + c * d * h - c * e * g;

	},

	getInverse: function ( matrix, throwOnInvertible ) {

		// input: THREE.Matrix4
		// ( based on http://code.google.com/p/webgl-mjs/ )

		var me = matrix.elements;
		var te = this.elements;

		te[ 0 ] =   me[ 10 ] * me[ 5 ] - me[ 6 ] * me[ 9 ];
		te[ 1 ] = - me[ 10 ] * me[ 1 ] + me[ 2 ] * me[ 9 ];
		te[ 2 ] =   me[ 6 ] * me[ 1 ] - me[ 2 ] * me[ 5 ];
		te[ 3 ] = - me[ 10 ] * me[ 4 ] + me[ 6 ] * me[ 8 ];
		te[ 4 ] =   me[ 10 ] * me[ 0 ] - me[ 2 ] * me[ 8 ];
		te[ 5 ] = - me[ 6 ] * me[ 0 ] + me[ 2 ] * me[ 4 ];
		te[ 6 ] =   me[ 9 ] * me[ 4 ] - me[ 5 ] * me[ 8 ];
		te[ 7 ] = - me[ 9 ] * me[ 0 ] + me[ 1 ] * me[ 8 ];
		te[ 8 ] =   me[ 5 ] * me[ 0 ] - me[ 1 ] * me[ 4 ];

		var det = me[ 0 ] * te[ 0 ] + me[ 1 ] * te[ 3 ] + me[ 2 ] * te[ 6 ];

		// no inverse

		if ( det === 0 ) {

			var msg = "Matrix3.getInverse(): can't invert matrix, determinant is 0";

			if ( throwOnInvertible || false ) {

				throw new Error( msg );

			} else {

				console.warn( msg );

			}

			this.identity();

			return this;

		}

		this.multiplyScalar( 1.0 / det );

		return this;

	},

	transpose: function () {

		var tmp, m = this.elements;

		tmp = m[ 1 ]; m[ 1 ] = m[ 3 ]; m[ 3 ] = tmp;
		tmp = m[ 2 ]; m[ 2 ] = m[ 6 ]; m[ 6 ] = tmp;
		tmp = m[ 5 ]; m[ 5 ] = m[ 7 ]; m[ 7 ] = tmp;

		return this;

	},

	flattenToArrayOffset: function ( array, offset ) {

		var te = this.elements;

		array[ offset ] = te[ 0 ];
		array[ offset + 1 ] = te[ 1 ];
		array[ offset + 2 ] = te[ 2 ];

		array[ offset + 3 ] = te[ 3 ];
		array[ offset + 4 ] = te[ 4 ];
		array[ offset + 5 ] = te[ 5 ];

		array[ offset + 6 ] = te[ 6 ];
		array[ offset + 7 ] = te[ 7 ];
		array[ offset + 8 ]  = te[ 8 ];

		return array;

	},

	getNormalMatrix: function ( m ) {

		// input: THREE.Matrix4

		this.getInverse( m ).transpose();

		return this;

	},

	transposeIntoArray: function ( r ) {

		var m = this.elements;

		r[ 0 ] = m[ 0 ];
		r[ 1 ] = m[ 3 ];
		r[ 2 ] = m[ 6 ];
		r[ 3 ] = m[ 1 ];
		r[ 4 ] = m[ 4 ];
		r[ 5 ] = m[ 7 ];
		r[ 6 ] = m[ 2 ];
		r[ 7 ] = m[ 5 ];
		r[ 8 ] = m[ 8 ];

		return this;

	},

	fromArray: function ( array ) {

		this.elements.set( array );

		return this;

	},

	toArray: function () {

		var te = this.elements;

		return [
			te[ 0 ], te[ 1 ], te[ 2 ],
			te[ 3 ], te[ 4 ], te[ 5 ],
			te[ 6 ], te[ 7 ], te[ 8 ]
		];

	}

};
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THREE.Matrix4 = function () {

	this.elements = new Float32Array( [

		1, 0, 0, 0,
		0, 1, 0, 0,
		0, 0, 1, 0,
		0, 0, 0, 1

	] );

	if ( arguments.length > 0 ) {

		console.error( 'THREE.Matrix4: the constructor no longer reads arguments. use .set() instead.' );

	}

};

THREE.Matrix4.prototype = {

	constructor: THREE.Matrix4,

	set: function ( n11, n12, n13, n14, n21, n22, n23, n24, n31, n32, n33, n34, n41, n42, n43, n44 ) {

		var te = this.elements;

		te[ 0 ] = n11; te[ 4 ] = n12; te[ 8 ] = n13; te[ 12 ] = n14;
		te[ 1 ] = n21; te[ 5 ] = n22; te[ 9 ] = n23; te[ 13 ] = n24;
		te[ 2 ] = n31; te[ 6 ] = n32; te[ 10 ] = n33; te[ 14 ] = n34;
		te[ 3 ] = n41; te[ 7 ] = n42; te[ 11 ] = n43; te[ 15 ] = n44;

		return this;

	},

	identity: function () {

		this.set(

			1, 0, 0, 0,
			0, 1, 0, 0,
			0, 0, 1, 0,
			0, 0, 0, 1

		);

		return this;

	},

	clone: function () {

		return new THREE.Matrix4().fromArray( this.elements );

	},

	copy: function ( m ) {

		this.elements.set( m.elements );

		return this;

	},

	extractPosition: function ( m ) {

		console.warn( 'THREE.Matrix4: .extractPosition() has been renamed to .copyPosition().' );
		return this.copyPosition( m );

	},

	copyPosition: function ( m ) {

		var te = this.elements;
		var me = m.elements;

		te[ 12 ] = me[ 12 ];
		te[ 13 ] = me[ 13 ];
		te[ 14 ] = me[ 14 ];

		return this;

	},

	extractBasis: function ( xAxis, yAxis, zAxis ) {

		var te = this.elements;

		xAxis.set( te[ 0 ], te[ 1 ], te[ 2 ] );
		yAxis.set( te[ 4 ], te[ 5 ], te[ 6 ] );
		zAxis.set( te[ 8 ], te[ 9 ], te[ 10 ] );

		return this;

	},

	makeBasis: function ( xAxis, yAxis, zAxis ) {

		this.set(
			xAxis.x, yAxis.x, zAxis.x, 0,
			xAxis.y, yAxis.y, zAxis.y, 0,
			xAxis.z, yAxis.z, zAxis.z, 0,
			0,       0,       0,       1
		);

		return this;

	},

	extractRotation: function () {

		var v1;

		return function ( m ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();

			var te = this.elements;
			var me = m.elements;

			var scaleX = 1 / v1.set( me[ 0 ], me[ 1 ], me[ 2 ] ).length();
			var scaleY = 1 / v1.set( me[ 4 ], me[ 5 ], me[ 6 ] ).length();
			var scaleZ = 1 / v1.set( me[ 8 ], me[ 9 ], me[ 10 ] ).length();

			te[ 0 ] = me[ 0 ] * scaleX;
			te[ 1 ] = me[ 1 ] * scaleX;
			te[ 2 ] = me[ 2 ] * scaleX;

			te[ 4 ] = me[ 4 ] * scaleY;
			te[ 5 ] = me[ 5 ] * scaleY;
			te[ 6 ] = me[ 6 ] * scaleY;

			te[ 8 ] = me[ 8 ] * scaleZ;
			te[ 9 ] = me[ 9 ] * scaleZ;
			te[ 10 ] = me[ 10 ] * scaleZ;

			return this;

		};

	}(),

	makeRotationFromEuler: function ( euler ) {

		if ( euler instanceof THREE.Euler === false ) {

			console.error( 'THREE.Matrix: .makeRotationFromEuler() now expects a Euler rotation rather than a Vector3 and order.' );

		}

		var te = this.elements;

		var x = euler.x, y = euler.y, z = euler.z;
		var a = Math.cos( x ), b = Math.sin( x );
		var c = Math.cos( y ), d = Math.sin( y );
		var e = Math.cos( z ), f = Math.sin( z );

		if ( euler.order === 'XYZ' ) {

			var ae = a * e, af = a * f, be = b * e, bf = b * f;

			te[ 0 ] = c * e;
			te[ 4 ] = - c * f;
			te[ 8 ] = d;

			te[ 1 ] = af + be * d;
			te[ 5 ] = ae - bf * d;
			te[ 9 ] = - b * c;

			te[ 2 ] = bf - ae * d;
			te[ 6 ] = be + af * d;
			te[ 10 ] = a * c;

		} else if ( euler.order === 'YXZ' ) {

			var ce = c * e, cf = c * f, de = d * e, df = d * f;

			te[ 0 ] = ce + df * b;
			te[ 4 ] = de * b - cf;
			te[ 8 ] = a * d;

			te[ 1 ] = a * f;
			te[ 5 ] = a * e;
			te[ 9 ] = - b;

			te[ 2 ] = cf * b - de;
			te[ 6 ] = df + ce * b;
			te[ 10 ] = a * c;

		} else if ( euler.order === 'ZXY' ) {

			var ce = c * e, cf = c * f, de = d * e, df = d * f;

			te[ 0 ] = ce - df * b;
			te[ 4 ] = - a * f;
			te[ 8 ] = de + cf * b;

			te[ 1 ] = cf + de * b;
			te[ 5 ] = a * e;
			te[ 9 ] = df - ce * b;

			te[ 2 ] = - a * d;
			te[ 6 ] = b;
			te[ 10 ] = a * c;

		} else if ( euler.order === 'ZYX' ) {

			var ae = a * e, af = a * f, be = b * e, bf = b * f;

			te[ 0 ] = c * e;
			te[ 4 ] = be * d - af;
			te[ 8 ] = ae * d + bf;

			te[ 1 ] = c * f;
			te[ 5 ] = bf * d + ae;
			te[ 9 ] = af * d - be;

			te[ 2 ] = - d;
			te[ 6 ] = b * c;
			te[ 10 ] = a * c;

		} else if ( euler.order === 'YZX' ) {

			var ac = a * c, ad = a * d, bc = b * c, bd = b * d;

			te[ 0 ] = c * e;
			te[ 4 ] = bd - ac * f;
			te[ 8 ] = bc * f + ad;

			te[ 1 ] = f;
			te[ 5 ] = a * e;
			te[ 9 ] = - b * e;

			te[ 2 ] = - d * e;
			te[ 6 ] = ad * f + bc;
			te[ 10 ] = ac - bd * f;

		} else if ( euler.order === 'XZY' ) {

			var ac = a * c, ad = a * d, bc = b * c, bd = b * d;

			te[ 0 ] = c * e;
			te[ 4 ] = - f;
			te[ 8 ] = d * e;

			te[ 1 ] = ac * f + bd;
			te[ 5 ] = a * e;
			te[ 9 ] = ad * f - bc;

			te[ 2 ] = bc * f - ad;
			te[ 6 ] = b * e;
			te[ 10 ] = bd * f + ac;

		}

		// last column
		te[ 3 ] = 0;
		te[ 7 ] = 0;
		te[ 11 ] = 0;

		// bottom row
		te[ 12 ] = 0;
		te[ 13 ] = 0;
		te[ 14 ] = 0;
		te[ 15 ] = 1;

		return this;

	},

	setRotationFromQuaternion: function ( q ) {

		console.warn( 'THREE.Matrix4: .setRotationFromQuaternion() has been renamed to .makeRotationFromQuaternion().' );

		return this.makeRotationFromQuaternion( q );

	},

	makeRotationFromQuaternion: function ( q ) {

		var te = this.elements;

		var x = q.x, y = q.y, z = q.z, w = q.w;
		var x2 = x + x, y2 = y + y, z2 = z + z;
		var xx = x * x2, xy = x * y2, xz = x * z2;
		var yy = y * y2, yz = y * z2, zz = z * z2;
		var wx = w * x2, wy = w * y2, wz = w * z2;

		te[ 0 ] = 1 - ( yy + zz );
		te[ 4 ] = xy - wz;
		te[ 8 ] = xz + wy;

		te[ 1 ] = xy + wz;
		te[ 5 ] = 1 - ( xx + zz );
		te[ 9 ] = yz - wx;

		te[ 2 ] = xz - wy;
		te[ 6 ] = yz + wx;
		te[ 10 ] = 1 - ( xx + yy );

		// last column
		te[ 3 ] = 0;
		te[ 7 ] = 0;
		te[ 11 ] = 0;

		// bottom row
		te[ 12 ] = 0;
		te[ 13 ] = 0;
		te[ 14 ] = 0;
		te[ 15 ] = 1;

		return this;

	},

	lookAt: function () {

		var x, y, z;

		return function ( eye, target, up ) {

			if ( x === undefined ) x = new THREE.Vector3();
			if ( y === undefined ) y = new THREE.Vector3();
			if ( z === undefined ) z = new THREE.Vector3();

			var te = this.elements;

			z.subVectors( eye, target ).normalize();

			if ( z.lengthSq() === 0 ) {

				z.z = 1;

			}

			x.crossVectors( up, z ).normalize();

			if ( x.lengthSq() === 0 ) {

				z.x += 0.0001;
				x.crossVectors( up, z ).normalize();

			}

			y.crossVectors( z, x );


			te[ 0 ] = x.x; te[ 4 ] = y.x; te[ 8 ] = z.x;
			te[ 1 ] = x.y; te[ 5 ] = y.y; te[ 9 ] = z.y;
			te[ 2 ] = x.z; te[ 6 ] = y.z; te[ 10 ] = z.z;

			return this;

		};

	}(),

	multiply: function ( m, n ) {

		if ( n !== undefined ) {

			console.warn( 'THREE.Matrix4: .multiply() now only accepts one argument. Use .multiplyMatrices( a, b ) instead.' );
			return this.multiplyMatrices( m, n );

		}

		return this.multiplyMatrices( this, m );

	},

	multiplyMatrices: function ( a, b ) {

		var ae = a.elements;
		var be = b.elements;
		var te = this.elements;

		var a11 = ae[ 0 ], a12 = ae[ 4 ], a13 = ae[ 8 ], a14 = ae[ 12 ];
		var a21 = ae[ 1 ], a22 = ae[ 5 ], a23 = ae[ 9 ], a24 = ae[ 13 ];
		var a31 = ae[ 2 ], a32 = ae[ 6 ], a33 = ae[ 10 ], a34 = ae[ 14 ];
		var a41 = ae[ 3 ], a42 = ae[ 7 ], a43 = ae[ 11 ], a44 = ae[ 15 ];

		var b11 = be[ 0 ], b12 = be[ 4 ], b13 = be[ 8 ], b14 = be[ 12 ];
		var b21 = be[ 1 ], b22 = be[ 5 ], b23 = be[ 9 ], b24 = be[ 13 ];
		var b31 = be[ 2 ], b32 = be[ 6 ], b33 = be[ 10 ], b34 = be[ 14 ];
		var b41 = be[ 3 ], b42 = be[ 7 ], b43 = be[ 11 ], b44 = be[ 15 ];

		te[ 0 ] = a11 * b11 + a12 * b21 + a13 * b31 + a14 * b41;
		te[ 4 ] = a11 * b12 + a12 * b22 + a13 * b32 + a14 * b42;
		te[ 8 ] = a11 * b13 + a12 * b23 + a13 * b33 + a14 * b43;
		te[ 12 ] = a11 * b14 + a12 * b24 + a13 * b34 + a14 * b44;

		te[ 1 ] = a21 * b11 + a22 * b21 + a23 * b31 + a24 * b41;
		te[ 5 ] = a21 * b12 + a22 * b22 + a23 * b32 + a24 * b42;
		te[ 9 ] = a21 * b13 + a22 * b23 + a23 * b33 + a24 * b43;
		te[ 13 ] = a21 * b14 + a22 * b24 + a23 * b34 + a24 * b44;

		te[ 2 ] = a31 * b11 + a32 * b21 + a33 * b31 + a34 * b41;
		te[ 6 ] = a31 * b12 + a32 * b22 + a33 * b32 + a34 * b42;
		te[ 10 ] = a31 * b13 + a32 * b23 + a33 * b33 + a34 * b43;
		te[ 14 ] = a31 * b14 + a32 * b24 + a33 * b34 + a34 * b44;

		te[ 3 ] = a41 * b11 + a42 * b21 + a43 * b31 + a44 * b41;
		te[ 7 ] = a41 * b12 + a42 * b22 + a43 * b32 + a44 * b42;
		te[ 11 ] = a41 * b13 + a42 * b23 + a43 * b33 + a44 * b43;
		te[ 15 ] = a41 * b14 + a42 * b24 + a43 * b34 + a44 * b44;

		return this;

	},

	multiplyToArray: function ( a, b, r ) {

		var te = this.elements;

		this.multiplyMatrices( a, b );

		r[ 0 ] = te[ 0 ]; r[ 1 ] = te[ 1 ]; r[ 2 ] = te[ 2 ]; r[ 3 ] = te[ 3 ];
		r[ 4 ] = te[ 4 ]; r[ 5 ] = te[ 5 ]; r[ 6 ] = te[ 6 ]; r[ 7 ] = te[ 7 ];
		r[ 8 ]  = te[ 8 ]; r[ 9 ]  = te[ 9 ]; r[ 10 ] = te[ 10 ]; r[ 11 ] = te[ 11 ];
		r[ 12 ] = te[ 12 ]; r[ 13 ] = te[ 13 ]; r[ 14 ] = te[ 14 ]; r[ 15 ] = te[ 15 ];

		return this;

	},

	multiplyScalar: function ( s ) {

		var te = this.elements;

		te[ 0 ] *= s; te[ 4 ] *= s; te[ 8 ] *= s; te[ 12 ] *= s;
		te[ 1 ] *= s; te[ 5 ] *= s; te[ 9 ] *= s; te[ 13 ] *= s;
		te[ 2 ] *= s; te[ 6 ] *= s; te[ 10 ] *= s; te[ 14 ] *= s;
		te[ 3 ] *= s; te[ 7 ] *= s; te[ 11 ] *= s; te[ 15 ] *= s;

		return this;

	},

	multiplyVector3: function ( vector ) {

		console.warn( 'THREE.Matrix4: .multiplyVector3() has been removed. Use vector.applyMatrix4( matrix ) or vector.applyProjection( matrix ) instead.' );
		return vector.applyProjection( this );

	},

	multiplyVector4: function ( vector ) {

		console.warn( 'THREE.Matrix4: .multiplyVector4() has been removed. Use vector.applyMatrix4( matrix ) instead.' );
		return vector.applyMatrix4( this );

	},

	multiplyVector3Array: function ( a ) {

		console.warn( 'THREE.Matrix4: .multiplyVector3Array() has been renamed. Use matrix.applyToVector3Array( array ) instead.' );
		return this.applyToVector3Array( a );

	},

	applyToVector3Array: function () {

		var v1;

		return function ( array, offset, length ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();
			if ( offset === undefined ) offset = 0;
			if ( length === undefined ) length = array.length;

			for ( var i = 0, j = offset; i < length; i += 3, j += 3 ) {

				v1.fromArray( array, j );
				v1.applyMatrix4( this );
				v1.toArray( array, j );

			}

			return array;

		};

	}(),

	applyToBuffer: function () {

		var v1;

		return function applyToBuffer( buffer, offset, length ) {

			if ( v1 === undefined ) v1 = new THREE.Vector3();
			if ( offset === undefined ) offset = 0;
			if ( length === undefined ) length = buffer.length / buffer.itemSize;

			for ( var i = 0, j = offset; i < length; i ++, j ++ ) {

				v1.x = buffer.getX( j );
				v1.y = buffer.getY( j );
				v1.z = buffer.getZ( j );

				v1.applyMatrix4( this );

				buffer.setXYZ( v1.x, v1.y, v1.z );

			}

			return buffer;

		};

	}(),

	rotateAxis: function ( v ) {

		console.warn( 'THREE.Matrix4: .rotateAxis() has been removed. Use Vector3.transformDirection( matrix ) instead.' );

		v.transformDirection( this );

	},

	crossVector: function ( vector ) {

		console.warn( 'THREE.Matrix4: .crossVector() has been removed. Use vector.applyMatrix4( matrix ) instead.' );
		return vector.applyMatrix4( this );

	},

	determinant: function () {

		var te = this.elements;

		var n11 = te[ 0 ], n12 = te[ 4 ], n13 = te[ 8 ], n14 = te[ 12 ];
		var n21 = te[ 1 ], n22 = te[ 5 ], n23 = te[ 9 ], n24 = te[ 13 ];
		var n31 = te[ 2 ], n32 = te[ 6 ], n33 = te[ 10 ], n34 = te[ 14 ];
		var n41 = te[ 3 ], n42 = te[ 7 ], n43 = te[ 11 ], n44 = te[ 15 ];

		//TODO: make this more efficient
		//( based on http://www.euclideanspace.com/maths/algebra/matrix/functions/inverse/fourD/index.htm )

		return (
			n41 * (
				+ n14 * n23 * n32
				 - n13 * n24 * n32
				 - n14 * n22 * n33
				 + n12 * n24 * n33
				 + n13 * n22 * n34
				 - n12 * n23 * n34
			) +
			n42 * (
				+ n11 * n23 * n34
				 - n11 * n24 * n33
				 + n14 * n21 * n33
				 - n13 * n21 * n34
				 + n13 * n24 * n31
				 - n14 * n23 * n31
			) +
			n43 * (
				+ n11 * n24 * n32
				 - n11 * n22 * n34
				 - n14 * n21 * n32
				 + n12 * n21 * n34
				 + n14 * n22 * n31
				 - n12 * n24 * n31
			) +
			n44 * (
				- n13 * n22 * n31
				 - n11 * n23 * n32
				 + n11 * n22 * n33
				 + n13 * n21 * n32
				 - n12 * n21 * n33
				 + n12 * n23 * n31
			)

		);

	},

	transpose: function () {

		var te = this.elements;
		var tmp;

		tmp = te[ 1 ]; te[ 1 ] = te[ 4 ]; te[ 4 ] = tmp;
		tmp = te[ 2 ]; te[ 2 ] = te[ 8 ]; te[ 8 ] = tmp;
		tmp = te[ 6 ]; te[ 6 ] = te[ 9 ]; te[ 9 ] = tmp;

		tmp = te[ 3 ]; te[ 3 ] = te[ 12 ]; te[ 12 ] = tmp;
		tmp = te[ 7 ]; te[ 7 ] = te[ 13 ]; te[ 13 ] = tmp;
		tmp = te[ 11 ]; te[ 11 ] = te[ 14 ]; te[ 14 ] = tmp;

		return this;

	},

	flattenToArrayOffset: function ( array, offset ) {

		var te = this.elements;

		array[ offset ] = te[ 0 ];
		array[ offset + 1 ] = te[ 1 ];
		array[ offset + 2 ] = te[ 2 ];
		array[ offset + 3 ] = te[ 3 ];

		array[ offset + 4 ] = te[ 4 ];
		array[ offset + 5 ] = te[ 5 ];
		array[ offset + 6 ] = te[ 6 ];
		array[ offset + 7 ] = te[ 7 ];

		array[ offset + 8 ]  = te[ 8 ];
		array[ offset + 9 ]  = te[ 9 ];
		array[ offset + 10 ] = te[ 10 ];
		array[ offset + 11 ] = te[ 11 ];

		array[ offset + 12 ] = te[ 12 ];
		array[ offset + 13 ] = te[ 13 ];
		array[ offset + 14 ] = te[ 14 ];
		array[ offset + 15 ] = te[ 15 ];

		return array;

	},

	getPosition: function () {

		var v1;

		return function () {

			if ( v1 === undefined ) v1 = new THREE.Vector3();
			console.warn( 'THREE.Matrix4: .getPosition() has been removed. Use Vector3.setFromMatrixPosition( matrix ) instead.' );

			var te = this.elements;
			return v1.set( te[ 12 ], te[ 13 ], te[ 14 ] );

		};

	}(),

	setPosition: function ( v ) {

		var te = this.elements;

		te[ 12 ] = v.x;
		te[ 13 ] = v.y;
		te[ 14 ] = v.z;

		return this;

	},

	getInverse: function ( m, throwOnInvertible ) {

		// based on http://www.euclideanspace.com/maths/algebra/matrix/functions/inverse/fourD/index.htm
		var te = this.elements;
		var me = m.elements;

		var n11 = me[ 0 ], n12 = me[ 4 ], n13 = me[ 8 ], n14 = me[ 12 ];
		var n21 = me[ 1 ], n22 = me[ 5 ], n23 = me[ 9 ], n24 = me[ 13 ];
		var n31 = me[ 2 ], n32 = me[ 6 ], n33 = me[ 10 ], n34 = me[ 14 ];
		var n41 = me[ 3 ], n42 = me[ 7 ], n43 = me[ 11 ], n44 = me[ 15 ];

		te[ 0 ] = n23 * n34 * n42 - n24 * n33 * n42 + n24 * n32 * n43 - n22 * n34 * n43 - n23 * n32 * n44 + n22 * n33 * n44;
		te[ 4 ] = n14 * n33 * n42 - n13 * n34 * n42 - n14 * n32 * n43 + n12 * n34 * n43 + n13 * n32 * n44 - n12 * n33 * n44;
		te[ 8 ] = n13 * n24 * n42 - n14 * n23 * n42 + n14 * n22 * n43 - n12 * n24 * n43 - n13 * n22 * n44 + n12 * n23 * n44;
		te[ 12 ] = n14 * n23 * n32 - n13 * n24 * n32 - n14 * n22 * n33 + n12 * n24 * n33 + n13 * n22 * n34 - n12 * n23 * n34;
		te[ 1 ] = n24 * n33 * n41 - n23 * n34 * n41 - n24 * n31 * n43 + n21 * n34 * n43 + n23 * n31 * n44 - n21 * n33 * n44;
		te[ 5 ] = n13 * n34 * n41 - n14 * n33 * n41 + n14 * n31 * n43 - n11 * n34 * n43 - n13 * n31 * n44 + n11 * n33 * n44;
		te[ 9 ] = n14 * n23 * n41 - n13 * n24 * n41 - n14 * n21 * n43 + n11 * n24 * n43 + n13 * n21 * n44 - n11 * n23 * n44;
		te[ 13 ] = n13 * n24 * n31 - n14 * n23 * n31 + n14 * n21 * n33 - n11 * n24 * n33 - n13 * n21 * n34 + n11 * n23 * n34;
		te[ 2 ] = n22 * n34 * n41 - n24 * n32 * n41 + n24 * n31 * n42 - n21 * n34 * n42 - n22 * n31 * n44 + n21 * n32 * n44;
		te[ 6 ] = n14 * n32 * n41 - n12 * n34 * n41 - n14 * n31 * n42 + n11 * n34 * n42 + n12 * n31 * n44 - n11 * n32 * n44;
		te[ 10 ] = n12 * n24 * n41 - n14 * n22 * n41 + n14 * n21 * n42 - n11 * n24 * n42 - n12 * n21 * n44 + n11 * n22 * n44;
		te[ 14 ] = n14 * n22 * n31 - n12 * n24 * n31 - n14 * n21 * n32 + n11 * n24 * n32 + n12 * n21 * n34 - n11 * n22 * n34;
		te[ 3 ] = n23 * n32 * n41 - n22 * n33 * n41 - n23 * n31 * n42 + n21 * n33 * n42 + n22 * n31 * n43 - n21 * n32 * n43;
		te[ 7 ] = n12 * n33 * n41 - n13 * n32 * n41 + n13 * n31 * n42 - n11 * n33 * n42 - n12 * n31 * n43 + n11 * n32 * n43;
		te[ 11 ] = n13 * n22 * n41 - n12 * n23 * n41 - n13 * n21 * n42 + n11 * n23 * n42 + n12 * n21 * n43 - n11 * n22 * n43;
		te[ 15 ] = n12 * n23 * n31 - n13 * n22 * n31 + n13 * n21 * n32 - n11 * n23 * n32 - n12 * n21 * n33 + n11 * n22 * n33;

		var det = n11 * te[ 0 ] + n21 * te[ 4 ] + n31 * te[ 8 ] + n41 * te[ 12 ];

		if ( det === 0 ) {

			var msg = "THREE.Matrix4.getInverse(): can't invert matrix, determinant is 0";

			if ( throwOnInvertible || false ) {

				throw new Error( msg );

			} else {

				console.warn( msg );

			}

			this.identity();

			return this;

		}

		this.multiplyScalar( 1 / det );

		return this;

	},

	translate: function ( v ) {

		console.error( 'THREE.Matrix4: .translate() has been removed.' );

	},

	rotateX: function ( angle ) {

		console.error( 'THREE.Matrix4: .rotateX() has been removed.' );

	},

	rotateY: function ( angle ) {

		console.error( 'THREE.Matrix4: .rotateY() has been removed.' );

	},

	rotateZ: function ( angle ) {

		console.error( 'THREE.Matrix4: .rotateZ() has been removed.' );

	},

	rotateByAxis: function ( axis, angle ) {

		console.error( 'THREE.Matrix4: .rotateByAxis() has been removed.' );

	},

	scale: function ( v ) {

		var te = this.elements;
		var x = v.x, y = v.y, z = v.z;

		te[ 0 ] *= x; te[ 4 ] *= y; te[ 8 ] *= z;
		te[ 1 ] *= x; te[ 5 ] *= y; te[ 9 ] *= z;
		te[ 2 ] *= x; te[ 6 ] *= y; te[ 10 ] *= z;
		te[ 3 ] *= x; te[ 7 ] *= y; te[ 11 ] *= z;

		return this;

	},

	getMaxScaleOnAxis: function () {

		var te = this.elements;

		var scaleXSq = te[ 0 ] * te[ 0 ] + te[ 1 ] * te[ 1 ] + te[ 2 ] * te[ 2 ];
		var scaleYSq = te[ 4 ] * te[ 4 ] + te[ 5 ] * te[ 5 ] + te[ 6 ] * te[ 6 ];
		var scaleZSq = te[ 8 ] * te[ 8 ] + te[ 9 ] * te[ 9 ] + te[ 10 ] * te[ 10 ];

		return Math.sqrt( Math.max( scaleXSq, scaleYSq, scaleZSq ) );

	},

	makeTranslation: function ( x, y, z ) {

		this.set(

			1, 0, 0, x,
			0, 1, 0, y,
			0, 0, 1, z,
			0, 0, 0, 1

		);

		return this;

	},

	makeRotationX: function ( theta ) {

		var c = Math.cos( theta ), s = Math.sin( theta );

		this.set(

			1, 0,  0, 0,
			0, c, - s, 0,
			0, s,  c, 0,
			0, 0,  0, 1

		);

		return this;

	},

	makeRotationY: function ( theta ) {

		var c = Math.cos( theta ), s = Math.sin( theta );

		this.set(

			 c, 0, s, 0,
			 0, 1, 0, 0,
			- s, 0, c, 0,
			 0, 0, 0, 1

		);

		return this;

	},

	makeRotationZ: function ( theta ) {

		var c = Math.cos( theta ), s = Math.sin( theta );

		this.set(

			c, - s, 0, 0,
			s,  c, 0, 0,
			0,  0, 1, 0,
			0,  0, 0, 1

		);

		return this;

	},

	makeRotationAxis: function ( axis, angle ) {

		// Based on http://www.gamedev.net/reference/articles/article1199.asp

		var c = Math.cos( angle );
		var s = Math.sin( angle );
		var t = 1 - c;
		var x = axis.x, y = axis.y, z = axis.z;
		var tx = t * x, ty = t * y;

		this.set(

			tx * x + c, tx * y - s * z, tx * z + s * y, 0,
			tx * y + s * z, ty * y + c, ty * z - s * x, 0,
			tx * z - s * y, ty * z + s * x, t * z * z + c, 0,
			0, 0, 0, 1

		);

		 return this;

	},

	makeScale: function ( x, y, z ) {

		this.set(

			x, 0, 0, 0,
			0, y, 0, 0,
			0, 0, z, 0,
			0, 0, 0, 1

		);

		return this;

	},

	compose: function ( position, quaternion, scale ) {

		this.makeRotationFromQuaternion( quaternion );
		this.scale( scale );
		this.setPosition( position );

		return this;

	},

	decompose: function () {

		var vector, matrix;

		return function ( position, quaternion, scale ) {

			if ( vector === undefined ) vector = new THREE.Vector3();
			if ( matrix === undefined ) matrix = new THREE.Matrix4();

			var te = this.elements;

			var sx = vector.set( te[ 0 ], te[ 1 ], te[ 2 ] ).length();
			var sy = vector.set( te[ 4 ], te[ 5 ], te[ 6 ] ).length();
			var sz = vector.set( te[ 8 ], te[ 9 ], te[ 10 ] ).length();

			// if determine is negative, we need to invert one scale
			var det = this.determinant();
			if ( det < 0 ) {

				sx = - sx;

			}

			position.x = te[ 12 ];
			position.y = te[ 13 ];
			position.z = te[ 14 ];

			// scale the rotation part

			matrix.elements.set( this.elements ); // at this point matrix is incomplete so we can't use .copy()

			var invSX = 1 / sx;
			var invSY = 1 / sy;
			var invSZ = 1 / sz;

			matrix.elements[ 0 ] *= invSX;
			matrix.elements[ 1 ] *= invSX;
			matrix.elements[ 2 ] *= invSX;

			matrix.elements[ 4 ] *= invSY;
			matrix.elements[ 5 ] *= invSY;
			matrix.elements[ 6 ] *= invSY;

			matrix.elements[ 8 ] *= invSZ;
			matrix.elements[ 9 ] *= invSZ;
			matrix.elements[ 10 ] *= invSZ;

			quaternion.setFromRotationMatrix( matrix );

			scale.x = sx;
			scale.y = sy;
			scale.z = sz;

			return this;

		};

	}(),

	makeFrustum: function ( left, right, bottom, top, near, far ) {

		var te = this.elements;
		var x = 2 * near / ( right - left );
		var y = 2 * near / ( top - bottom );

		var a = ( right + left ) / ( right - left );
		var b = ( top + bottom ) / ( top - bottom );
		var c = - ( far + near ) / ( far - near );
		var d = - 2 * far * near / ( far - near );

		te[ 0 ] = x;	te[ 4 ] = 0;	te[ 8 ] = a;	te[ 12 ] = 0;
		te[ 1 ] = 0;	te[ 5 ] = y;	te[ 9 ] = b;	te[ 13 ] = 0;
		te[ 2 ] = 0;	te[ 6 ] = 0;	te[ 10 ] = c;	te[ 14 ] = d;
		te[ 3 ] = 0;	te[ 7 ] = 0;	te[ 11 ] = - 1;	te[ 15 ] = 0;

		return this;

	},

	makePerspective: function ( fov, aspect, near, far ) {

		var ymax = near * Math.tan( THREE.Math.degToRad( fov * 0.5 ) );
		var ymin = - ymax;
		var xmin = ymin * aspect;
		var xmax = ymax * aspect;

		return this.makeFrustum( xmin, xmax, ymin, ymax, near, far );

	},

	makeOrthographic: function ( left, right, top, bottom, near, far ) {

		var te = this.elements;
		var w = right - left;
		var h = top - bottom;
		var p = far - near;

		var x = ( right + left ) / w;
		var y = ( top + bottom ) / h;
		var z = ( far + near ) / p;

		te[ 0 ] = 2 / w;	te[ 4 ] = 0;	te[ 8 ] = 0;	te[ 12 ] = - x;
		te[ 1 ] = 0;	te[ 5 ] = 2 / h;	te[ 9 ] = 0;	te[ 13 ] = - y;
		te[ 2 ] = 0;	te[ 6 ] = 0;	te[ 10 ] = - 2 / p;	te[ 14 ] = - z;
		te[ 3 ] = 0;	te[ 7 ] = 0;	te[ 11 ] = 0;	te[ 15 ] = 1;

		return this;

	},

	equals: function ( matrix ) {

		var te = this.elements;
		var me = matrix.elements;

		for ( var i = 0; i < 16; i ++ ) {

			if ( te[ i ] !== me[ i ] ) return false;

		}

		return true;

	},

	fromArray: function ( array ) {

		this.elements.set( array );

		return this;

	},

	toArray: function () {

		var te = this.elements;

		return [
			te[ 0 ], te[ 1 ], te[ 2 ], te[ 3 ],
			te[ 4 ], te[ 5 ], te[ 6 ], te[ 7 ],
			te[ 8 ], te[ 9 ], te[ 10 ], te[ 11 ],
			te[ 12 ], te[ 13 ], te[ 14 ], te[ 15 ]
		];

	}

};

// File:src/math/Ray.js

/**
 * @author bhouston / http://clara.io
 */

THREE.Ray = function ( origin, direction ) {

	this.origin = ( origin !== undefined ) ? origin : new THREE.Vector3();
	this.direction = ( direction !== undefined ) ? direction : new THREE.Vector3();

};

THREE.Ray.prototype = {

	constructor: THREE.Ray,

	set: function ( origin, direction ) {

		this.origin.copy( origin );
		this.direction.copy( direction );

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( ray ) {

		this.origin.copy( ray.origin );
		this.direction.copy( ray.direction );

		return this;

	},

	at: function ( t, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();

		return result.copy( this.direction ).multiplyScalar( t ).add( this.origin );

	},

	recast: function () {

		var v1 = new THREE.Vector3();

		return function ( t ) {

			this.origin.copy( this.at( t, v1 ) );

			return this;

		};

	}(),

	closestPointToPoint: function ( point, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		result.subVectors( point, this.origin );
		var directionDistance = result.dot( this.direction );

		if ( directionDistance < 0 ) {

			return result.copy( this.origin );

		}

		return result.copy( this.direction ).multiplyScalar( directionDistance ).add( this.origin );

	},

	distanceToPoint: function ( point ) {

		return Math.sqrt( this.distanceSqToPoint( point ) );

	},

	distanceSqToPoint: function () {

		var v1 = new THREE.Vector3();

		return function ( point ) {

			var directionDistance = v1.subVectors( point, this.origin ).dot( this.direction );

			// point behind the ray

			if ( directionDistance < 0 ) {

				return this.origin.distanceToSquared( point );

			}

			v1.copy( this.direction ).multiplyScalar( directionDistance ).add( this.origin );

			return v1.distanceToSquared( point );

		};

	}(),

	distanceSqToSegment: function () {

		var segCenter = new THREE.Vector3();
		var segDir = new THREE.Vector3();
		var diff = new THREE.Vector3();

		return function ( v0, v1, optionalPointOnRay, optionalPointOnSegment ) {

			// from http://www.geometrictools.com/LibMathematics/Distance/Wm5DistRay3Segment3.cpp
			// It returns the min distance between the ray and the segment
			// defined by v0 and v1
			// It can also set two optional targets :
			// - The closest point on the ray
			// - The closest point on the segment

			segCenter.copy( v0 ).add( v1 ).multiplyScalar( 0.5 );
			segDir.copy( v1 ).sub( v0 ).normalize();
			diff.copy( this.origin ).sub( segCenter );

			var segExtent = v0.distanceTo( v1 ) * 0.5;
			var a01 = - this.direction.dot( segDir );
			var b0 = diff.dot( this.direction );
			var b1 = - diff.dot( segDir );
			var c = diff.lengthSq();
			var det = Math.abs( 1 - a01 * a01 );
			var s0, s1, sqrDist, extDet;

			if ( det > 0 ) {

				// The ray and segment are not parallel.

				s0 = a01 * b1 - b0;
				s1 = a01 * b0 - b1;
				extDet = segExtent * det;

				if ( s0 >= 0 ) {

					if ( s1 >= - extDet ) {

						if ( s1 <= extDet ) {

							// region 0
							// Minimum at interior points of ray and segment.

							var invDet = 1 / det;
							s0 *= invDet;
							s1 *= invDet;
							sqrDist = s0 * ( s0 + a01 * s1 + 2 * b0 ) + s1 * ( a01 * s0 + s1 + 2 * b1 ) + c;

						} else {

							// region 1

							s1 = segExtent;
							s0 = Math.max( 0, - ( a01 * s1 + b0 ) );
							sqrDist = - s0 * s0 + s1 * ( s1 + 2 * b1 ) + c;

						}

					} else {

						// region 5

						s1 = - segExtent;
						s0 = Math.max( 0, - ( a01 * s1 + b0 ) );
						sqrDist = - s0 * s0 + s1 * ( s1 + 2 * b1 ) + c;

					}

				} else {

					if ( s1 <= - extDet ) {

						// region 4

						s0 = Math.max( 0, - ( - a01 * segExtent + b0 ) );
						s1 = ( s0 > 0 ) ? - segExtent : Math.min( Math.max( - segExtent, - b1 ), segExtent );
						sqrDist = - s0 * s0 + s1 * ( s1 + 2 * b1 ) + c;

					} else if ( s1 <= extDet ) {

						// region 3

						s0 = 0;
						s1 = Math.min( Math.max( - segExtent, - b1 ), segExtent );
						sqrDist = s1 * ( s1 + 2 * b1 ) + c;

					} else {

						// region 2

						s0 = Math.max( 0, - ( a01 * segExtent + b0 ) );
						s1 = ( s0 > 0 ) ? segExtent : Math.min( Math.max( - segExtent, - b1 ), segExtent );
						sqrDist = - s0 * s0 + s1 * ( s1 + 2 * b1 ) + c;

					}

				}

			} else {

				// Ray and segment are parallel.

				s1 = ( a01 > 0 ) ? - segExtent : segExtent;
				s0 = Math.max( 0, - ( a01 * s1 + b0 ) );
				sqrDist = - s0 * s0 + s1 * ( s1 + 2 * b1 ) + c;

			}

			if ( optionalPointOnRay ) {

				optionalPointOnRay.copy( this.direction ).multiplyScalar( s0 ).add( this.origin );

			}

			if ( optionalPointOnSegment ) {

				optionalPointOnSegment.copy( segDir ).multiplyScalar( s1 ).add( segCenter );

			}

			return sqrDist;

		};

	}(),


	isIntersectionSphere: function ( sphere ) {

		return this.distanceToPoint( sphere.center ) <= sphere.radius;

	},

	intersectSphere: function () {

		// from http://www.scratchapixel.com/lessons/3d-basic-lessons/lesson-7-intersecting-simple-shapes/ray-sphere-intersection/

		var v1 = new THREE.Vector3();

		return function ( sphere, optionalTarget ) {

			v1.subVectors( sphere.center, this.origin );

			var tca = v1.dot( this.direction );

			var d2 = v1.dot( v1 ) - tca * tca;

			var radius2 = sphere.radius * sphere.radius;

			if ( d2 > radius2 ) return null;

			var thc = Math.sqrt( radius2 - d2 );

			// t0 = first intersect point - entrance on front of sphere
			var t0 = tca - thc;

			// t1 = second intersect point - exit point on back of sphere
			var t1 = tca + thc;

			// test to see if both t0 and t1 are behind the ray - if so, return null
			if ( t0 < 0 && t1 < 0 ) return null;

			// test to see if t0 is behind the ray:
			// if it is, the ray is inside the sphere, so return the second exit point scaled by t1,
			// in order to always return an intersect point that is in front of the ray.
			if ( t0 < 0 ) return this.at( t1, optionalTarget );

			// else t0 is in front of the ray, so return the first collision point scaled by t0
			return this.at( t0, optionalTarget );

		}

	}(),

	isIntersectionPlane: function ( plane ) {

		// check if the ray lies on the plane first

		var distToPoint = plane.distanceToPoint( this.origin );

		if ( distToPoint === 0 ) {

			return true;

		}

		var denominator = plane.normal.dot( this.direction );

		if ( denominator * distToPoint < 0 ) {

			return true;

		}

		// ray origin is behind the plane (and is pointing behind it)

		return false;

	},

	distanceToPlane: function ( plane ) {

		var denominator = plane.normal.dot( this.direction );
		if ( denominator === 0 ) {

			// line is coplanar, return origin
			if ( plane.distanceToPoint( this.origin ) === 0 ) {

				return 0;

			}

			// Null is preferable to undefined since undefined means.... it is undefined

			return null;

		}

		var t = - ( this.origin.dot( plane.normal ) + plane.constant ) / denominator;

		// Return if the ray never intersects the plane

		return t >= 0 ? t :  null;

	},

	intersectPlane: function ( plane, optionalTarget ) {

		var t = this.distanceToPlane( plane );

		if ( t === null ) {

			return null;

		}

		return this.at( t, optionalTarget );

	},

	isIntersectionBox: function () {

		var v = new THREE.Vector3();

		return function ( box ) {

			return this.intersectBox( box, v ) !== null;

		};

	}(),

	intersectBox: function ( box, optionalTarget ) {

		// http://www.scratchapixel.com/lessons/3d-basic-lessons/lesson-7-intersecting-simple-shapes/ray-box-intersection/

		var tmin, tmax, tymin, tymax, tzmin, tzmax;

		var invdirx = 1 / this.direction.x,
			invdiry = 1 / this.direction.y,
			invdirz = 1 / this.direction.z;

		var origin = this.origin;

		if ( invdirx >= 0 ) {

			tmin = ( box.min.x - origin.x ) * invdirx;
			tmax = ( box.max.x - origin.x ) * invdirx;

		} else {

			tmin = ( box.max.x - origin.x ) * invdirx;
			tmax = ( box.min.x - origin.x ) * invdirx;

		}

		if ( invdiry >= 0 ) {

			tymin = ( box.min.y - origin.y ) * invdiry;
			tymax = ( box.max.y - origin.y ) * invdiry;

		} else {

			tymin = ( box.max.y - origin.y ) * invdiry;
			tymax = ( box.min.y - origin.y ) * invdiry;

		}

		if ( ( tmin > tymax ) || ( tymin > tmax ) ) return null;

		// These lines also handle the case where tmin or tmax is NaN
		// (result of 0 * Infinity). x !== x returns true if x is NaN

		if ( tymin > tmin || tmin !== tmin ) tmin = tymin;

		if ( tymax < tmax || tmax !== tmax ) tmax = tymax;

		if ( invdirz >= 0 ) {

			tzmin = ( box.min.z - origin.z ) * invdirz;
			tzmax = ( box.max.z - origin.z ) * invdirz;

		} else {

			tzmin = ( box.max.z - origin.z ) * invdirz;
			tzmax = ( box.min.z - origin.z ) * invdirz;

		}

		if ( ( tmin > tzmax ) || ( tzmin > tmax ) ) return null;

		if ( tzmin > tmin || tmin !== tmin ) tmin = tzmin;

		if ( tzmax < tmax || tmax !== tmax ) tmax = tzmax;

		//return point closest to the ray (positive side)

		if ( tmax < 0 ) return null;

		return this.at( tmin >= 0 ? tmin : tmax, optionalTarget );

	},

	intersectTriangle: function () {

		// Compute the offset origin, edges, and normal.
		var diff = new THREE.Vector3();
		var edge1 = new THREE.Vector3();
		var edge2 = new THREE.Vector3();
		var normal = new THREE.Vector3();

		return function ( a, b, c, backfaceCulling, optionalTarget ) {

			// from http://www.geometrictools.com/LibMathematics/Intersection/Wm5IntrRay3Triangle3.cpp

			edge1.subVectors( b, a );
			edge2.subVectors( c, a );
			normal.crossVectors( edge1, edge2 );

			// Solve Q + t*D = b1*E1 + b2*E2 (Q = kDiff, D = ray direction,
			// E1 = kEdge1, E2 = kEdge2, N = Cross(E1,E2)) by
			//   |Dot(D,N)|*b1 = sign(Dot(D,N))*Dot(D,Cross(Q,E2))
			//   |Dot(D,N)|*b2 = sign(Dot(D,N))*Dot(D,Cross(E1,Q))
			//   |Dot(D,N)|*t = -sign(Dot(D,N))*Dot(Q,N)
			var DdN = this.direction.dot( normal );
			var sign;

			if ( DdN > 0 ) {

				if ( backfaceCulling ) return null;
				sign = 1;

			} else if ( DdN < 0 ) {

				sign = - 1;
				DdN = - DdN;

			} else {

				return null;

			}

			diff.subVectors( this.origin, a );
			var DdQxE2 = sign * this.direction.dot( edge2.crossVectors( diff, edge2 ) );

			// b1 < 0, no intersection
			if ( DdQxE2 < 0 ) {

				return null;

			}

			var DdE1xQ = sign * this.direction.dot( edge1.cross( diff ) );

			// b2 < 0, no intersection
			if ( DdE1xQ < 0 ) {

				return null;

			}

			// b1+b2 > 1, no intersection
			if ( DdQxE2 + DdE1xQ > DdN ) {

				return null;

			}

			// Line intersects triangle, check if ray does.
			var QdN = - sign * diff.dot( normal );

			// t < 0, no intersection
			if ( QdN < 0 ) {

				return null;

			}

			// Ray intersects triangle.
			return this.at( QdN / DdN, optionalTarget );

		};

	}(),

	applyMatrix4: function ( matrix4 ) {

		this.direction.add( this.origin ).applyMatrix4( matrix4 );
		this.origin.applyMatrix4( matrix4 );
		this.direction.sub( this.origin );
		this.direction.normalize();

		return this;

	},

	equals: function ( ray ) {

		return ray.origin.equals( this.origin ) && ray.direction.equals( this.direction );

	}

};

// File:src/math/Sphere.js

/**
 * @author bhouston / http://clara.io
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Sphere = function ( center, radius ) {

	this.center = ( center !== undefined ) ? center : new THREE.Vector3();
	this.radius = ( radius !== undefined ) ? radius : 0;

};

THREE.Sphere.prototype = {

	constructor: THREE.Sphere,

	set: function ( center, radius ) {

		this.center.copy( center );
		this.radius = radius;

		return this;

	},

	setFromPoints: function () {

		var box = new THREE.Box3();

		return function ( points, optionalCenter ) {

			var center = this.center;

			if ( optionalCenter !== undefined ) {

				center.copy( optionalCenter );

			} else {

				box.setFromPoints( points ).center( center );

			}

			var maxRadiusSq = 0;

			for ( var i = 0, il = points.length; i < il; i ++ ) {

				maxRadiusSq = Math.max( maxRadiusSq, center.distanceToSquared( points[ i ] ) );

			}

			this.radius = Math.sqrt( maxRadiusSq );

			return this;

		};

	}(),

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( sphere ) {

		this.center.copy( sphere.center );
		this.radius = sphere.radius;

		return this;

	},

	empty: function () {

		return ( this.radius <= 0 );

	},

	containsPoint: function ( point ) {

		return ( point.distanceToSquared( this.center ) <= ( this.radius * this.radius ) );

	},

	distanceToPoint: function ( point ) {

		return ( point.distanceTo( this.center ) - this.radius );

	},

	intersectsSphere: function ( sphere ) {

		var radiusSum = this.radius + sphere.radius;

		return sphere.center.distanceToSquared( this.center ) <= ( radiusSum * radiusSum );

	},

	clampPoint: function ( point, optionalTarget ) {

		var deltaLengthSq = this.center.distanceToSquared( point );

		var result = optionalTarget || new THREE.Vector3();
		result.copy( point );

		if ( deltaLengthSq > ( this.radius * this.radius ) ) {

			result.sub( this.center ).normalize();
			result.multiplyScalar( this.radius ).add( this.center );

		}

		return result;

	},

	getBoundingBox: function ( optionalTarget ) {

		var box = optionalTarget || new THREE.Box3();

		box.set( this.center, this.center );
		box.expandByScalar( this.radius );

		return box;

	},

	applyMatrix4: function ( matrix ) {

		this.center.applyMatrix4( matrix );
		this.radius = this.radius * matrix.getMaxScaleOnAxis();

		return this;

	},

	translate: function ( offset ) {

		this.center.add( offset );

		return this;

	},

	equals: function ( sphere ) {

		return sphere.center.equals( this.center ) && ( sphere.radius === this.radius );

	}

};

// File:src/math/Frustum.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 * @author bhouston / http://clara.io
 */

THREE.Frustum = function ( p0, p1, p2, p3, p4, p5 ) {

	this.planes = [

		( p0 !== undefined ) ? p0 : new THREE.Plane(),
		( p1 !== undefined ) ? p1 : new THREE.Plane(),
		( p2 !== undefined ) ? p2 : new THREE.Plane(),
		( p3 !== undefined ) ? p3 : new THREE.Plane(),
		( p4 !== undefined ) ? p4 : new THREE.Plane(),
		( p5 !== undefined ) ? p5 : new THREE.Plane()

	];

};

THREE.Frustum.prototype = {

	constructor: THREE.Frustum,

	set: function ( p0, p1, p2, p3, p4, p5 ) {

		var planes = this.planes;

		planes[ 0 ].copy( p0 );
		planes[ 1 ].copy( p1 );
		planes[ 2 ].copy( p2 );
		planes[ 3 ].copy( p3 );
		planes[ 4 ].copy( p4 );
		planes[ 5 ].copy( p5 );

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( frustum ) {

		var planes = this.planes;

		for ( var i = 0; i < 6; i ++ ) {

			planes[ i ].copy( frustum.planes[ i ] );

		}

		return this;

	},

	setFromMatrix: function ( m ) {

		var planes = this.planes;
		var me = m.elements;
		var me0 = me[ 0 ], me1 = me[ 1 ], me2 = me[ 2 ], me3 = me[ 3 ];
		var me4 = me[ 4 ], me5 = me[ 5 ], me6 = me[ 6 ], me7 = me[ 7 ];
		var me8 = me[ 8 ], me9 = me[ 9 ], me10 = me[ 10 ], me11 = me[ 11 ];
		var me12 = me[ 12 ], me13 = me[ 13 ], me14 = me[ 14 ], me15 = me[ 15 ];

		planes[ 0 ].setComponents( me3 - me0, me7 - me4, me11 - me8, me15 - me12 ).normalize();
		planes[ 1 ].setComponents( me3 + me0, me7 + me4, me11 + me8, me15 + me12 ).normalize();
		planes[ 2 ].setComponents( me3 + me1, me7 + me5, me11 + me9, me15 + me13 ).normalize();
		planes[ 3 ].setComponents( me3 - me1, me7 - me5, me11 - me9, me15 - me13 ).normalize();
		planes[ 4 ].setComponents( me3 - me2, me7 - me6, me11 - me10, me15 - me14 ).normalize();
		planes[ 5 ].setComponents( me3 + me2, me7 + me6, me11 + me10, me15 + me14 ).normalize();

		return this;

	},

	intersectsObject: function () {

		var sphere = new THREE.Sphere();

		return function ( object ) {

			var geometry = object.geometry;

			if ( geometry.boundingSphere === null ) geometry.computeBoundingSphere();

			sphere.copy( geometry.boundingSphere );
			sphere.applyMatrix4( object.matrixWorld );

			return this.intersectsSphere( sphere );

		};

	}(),

	intersectsSphere: function ( sphere ) {

		var planes = this.planes;
		var center = sphere.center;
		var negRadius = - sphere.radius;

		for ( var i = 0; i < 6; i ++ ) {

			var distance = planes[ i ].distanceToPoint( center );

			if ( distance < negRadius ) {

				return false;

			}

		}

		return true;

	},

	intersectsBox: function () {

		var p1 = new THREE.Vector3(),
			p2 = new THREE.Vector3();

		return function ( box ) {

			var planes = this.planes;

			for ( var i = 0; i < 6 ; i ++ ) {

				var plane = planes[ i ];

				p1.x = plane.normal.x > 0 ? box.min.x : box.max.x;
				p2.x = plane.normal.x > 0 ? box.max.x : box.min.x;
				p1.y = plane.normal.y > 0 ? box.min.y : box.max.y;
				p2.y = plane.normal.y > 0 ? box.max.y : box.min.y;
				p1.z = plane.normal.z > 0 ? box.min.z : box.max.z;
				p2.z = plane.normal.z > 0 ? box.max.z : box.min.z;

				var d1 = plane.distanceToPoint( p1 );
				var d2 = plane.distanceToPoint( p2 );

				// if both outside plane, no intersection

				if ( d1 < 0 && d2 < 0 ) {

					return false;

				}

			}

			return true;

		};

	}(),


	containsPoint: function ( point ) {

		var planes = this.planes;

		for ( var i = 0; i < 6; i ++ ) {

			if ( planes[ i ].distanceToPoint( point ) < 0 ) {

				return false;

			}

		}

		return true;

	}

};

// File:src/math/Plane.js

/**
 * @author bhouston / http://clara.io
 */

THREE.Plane = function ( normal, constant ) {

	this.normal = ( normal !== undefined ) ? normal : new THREE.Vector3( 1, 0, 0 );
	this.constant = ( constant !== undefined ) ? constant : 0;

};

THREE.Plane.prototype = {

	constructor: THREE.Plane,

	set: function ( normal, constant ) {

		this.normal.copy( normal );
		this.constant = constant;

		return this;

	},

	setComponents: function ( x, y, z, w ) {

		this.normal.set( x, y, z );
		this.constant = w;

		return this;

	},

	setFromNormalAndCoplanarPoint: function ( normal, point ) {

		this.normal.copy( normal );
		this.constant = - point.dot( this.normal );	// must be this.normal, not normal, as this.normal is normalized

		return this;

	},

	setFromCoplanarPoints: function () {

		var v1 = new THREE.Vector3();
		var v2 = new THREE.Vector3();

		return function ( a, b, c ) {

			var normal = v1.subVectors( c, b ).cross( v2.subVectors( a, b ) ).normalize();

			// Q: should an error be thrown if normal is zero (e.g. degenerate plane)?

			this.setFromNormalAndCoplanarPoint( normal, a );

			return this;

		};

	}(),

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( plane ) {

		this.normal.copy( plane.normal );
		this.constant = plane.constant;

		return this;

	},

	normalize: function () {

		// Note: will lead to a divide by zero if the plane is invalid.

		var inverseNormalLength = 1.0 / this.normal.length();
		this.normal.multiplyScalar( inverseNormalLength );
		this.constant *= inverseNormalLength;

		return this;

	},

	negate: function () {

		this.constant *= - 1;
		this.normal.negate();

		return this;

	},

	distanceToPoint: function ( point ) {

		return this.normal.dot( point ) + this.constant;

	},

	distanceToSphere: function ( sphere ) {

		return this.distanceToPoint( sphere.center ) - sphere.radius;

	},

	projectPoint: function ( point, optionalTarget ) {

		return this.orthoPoint( point, optionalTarget ).sub( point ).negate();

	},

	orthoPoint: function ( point, optionalTarget ) {

		var perpendicularMagnitude = this.distanceToPoint( point );

		var result = optionalTarget || new THREE.Vector3();
		return result.copy( this.normal ).multiplyScalar( perpendicularMagnitude );

	},

	isIntersectionLine: function ( line ) {

		// Note: this tests if a line intersects the plane, not whether it (or its end-points) are coplanar with it.

		var startSign = this.distanceToPoint( line.start );
		var endSign = this.distanceToPoint( line.end );

		return ( startSign < 0 && endSign > 0 ) || ( endSign < 0 && startSign > 0 );

	},

	intersectLine: function () {

		var v1 = new THREE.Vector3();

		return function ( line, optionalTarget ) {

			var result = optionalTarget || new THREE.Vector3();

			var direction = line.delta( v1 );

			var denominator = this.normal.dot( direction );

			if ( denominator === 0 ) {

				// line is coplanar, return origin
				if ( this.distanceToPoint( line.start ) === 0 ) {

					return result.copy( line.start );

				}

				// Unsure if this is the correct method to handle this case.
				return undefined;

			}

			var t = - ( line.start.dot( this.normal ) + this.constant ) / denominator;

			if ( t < 0 || t > 1 ) {

				return undefined;

			}

			return result.copy( direction ).multiplyScalar( t ).add( line.start );

		};

	}(),


	coplanarPoint: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.copy( this.normal ).multiplyScalar( - this.constant );

	},

	applyMatrix4: function () {

		var v1 = new THREE.Vector3();
		var v2 = new THREE.Vector3();
		var m1 = new THREE.Matrix3();

		return function ( matrix, optionalNormalMatrix ) {

			// compute new normal based on theory here:
			// http://www.songho.ca/opengl/gl_normaltransform.html
			var normalMatrix = optionalNormalMatrix || m1.getNormalMatrix( matrix );
			var newNormal = v1.copy( this.normal ).applyMatrix3( normalMatrix );

			var newCoplanarPoint = this.coplanarPoint( v2 );
			newCoplanarPoint.applyMatrix4( matrix );

			this.setFromNormalAndCoplanarPoint( newNormal, newCoplanarPoint );

			return this;

		};

	}(),

	translate: function ( offset ) {

		this.constant = this.constant - offset.dot( this.normal );

		return this;

	},

	equals: function ( plane ) {

		return plane.normal.equals( this.normal ) && ( plane.constant === this.constant );

	}

};

// File:src/math/Math.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Math = {

	generateUUID: function () {

		// http://www.broofa.com/Tools/Math.uuid.htm

		var chars = '0123456789ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz'.split( '' );
		var uuid = new Array( 36 );
		var rnd = 0, r;

		return function () {

			for ( var i = 0; i < 36; i ++ ) {

				if ( i === 8 || i === 13 || i === 18 || i === 23 ) {

					uuid[ i ] = '-';

				} else if ( i === 14 ) {

					uuid[ i ] = '4';

				} else {

					if ( rnd <= 0x02 ) rnd = 0x2000000 + ( Math.random() * 0x1000000 ) | 0;
					r = rnd & 0xf;
					rnd = rnd >> 4;
					uuid[ i ] = chars[ ( i === 19 ) ? ( r & 0x3 ) | 0x8 : r ];

				}

			}

			return uuid.join( '' );

		};

	}(),

	clamp: function ( value, min, max ) {

		return Math.max( min, Math.min( max, value ) );

	},

	// compute euclidian modulo of m % n
	// https://en.wikipedia.org/wiki/Modulo_operation

	euclideanModulo: function ( n, m ) {

		return ( ( n % m ) + m ) % m;

	},

	// Linear mapping from range <a1, a2> to range <b1, b2>

	mapLinear: function ( x, a1, a2, b1, b2 ) {

		return b1 + ( x - a1 ) * ( b2 - b1 ) / ( a2 - a1 );

	},

	// http://en.wikipedia.org/wiki/Smoothstep

	smoothstep: function ( x, min, max ) {

		if ( x <= min ) return 0;
		if ( x >= max ) return 1;

		x = ( x - min ) / ( max - min );

		return x * x * ( 3 - 2 * x );

	},

	smootherstep: function ( x, min, max ) {

		if ( x <= min ) return 0;
		if ( x >= max ) return 1;

		x = ( x - min ) / ( max - min );

		return x * x * x * ( x * ( x * 6 - 15 ) + 10 );

	},

	// Random float from <0, 1> with 16 bits of randomness
	// (standard Math.random() creates repetitive patterns when applied over larger space)

	random16: function () {

		return ( 65280 * Math.random() + 255 * Math.random() ) / 65535;

	},

	// Random integer from <low, high> interval

	randInt: function ( low, high ) {

		return low + Math.floor( Math.random() * ( high - low + 1 ) );

	},

	// Random float from <low, high> interval

	randFloat: function ( low, high ) {

		return low + Math.random() * ( high - low );

	},

	// Random float from <-range/2, range/2> interval

	randFloatSpread: function ( range ) {

		return range * ( 0.5 - Math.random() );

	},

	degToRad: function () {

		var degreeToRadiansFactor = Math.PI / 180;

		return function ( degrees ) {

			return degrees * degreeToRadiansFactor;

		};

	}(),

	radToDeg: function () {

		var radianToDegreesFactor = 180 / Math.PI;

		return function ( radians ) {

			return radians * radianToDegreesFactor;

		};

	}(),

	isPowerOfTwo: function ( value ) {

		return ( value & ( value - 1 ) ) === 0 && value !== 0;

	},

	nearestPowerOfTwo: function ( value ) {

		return Math.pow( 2, Math.round( Math.log( value ) / Math.LN2 ) );

	},

	nextPowerOfTwo: function ( value ) {

		value --;
		value |= value >> 1;
		value |= value >> 2;
		value |= value >> 4;
		value |= value >> 8;
		value |= value >> 16;
		value ++;

		return value;

	}

};

// File:src/math/Spline.js

/**
 * Spline from Tween.js, slightly optimized (and trashed)
 * http://sole.github.com/tween.js/examples/05_spline.html
 *
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Spline = function ( points ) {

	this.points = points;

	var c = [], v3 = { x: 0, y: 0, z: 0 },
	point, intPoint, weight, w2, w3,
	pa, pb, pc, pd;

	this.initFromArray = function ( a ) {

		this.points = [];

		for ( var i = 0; i < a.length; i ++ ) {

			this.points[ i ] = { x: a[ i ][ 0 ], y: a[ i ][ 1 ], z: a[ i ][ 2 ] };

		}

	};

	this.getPoint = function ( k ) {

		point = ( this.points.length - 1 ) * k;
		intPoint = Math.floor( point );
		weight = point - intPoint;

		c[ 0 ] = intPoint === 0 ? intPoint : intPoint - 1;
		c[ 1 ] = intPoint;
		c[ 2 ] = intPoint  > this.points.length - 2 ? this.points.length - 1 : intPoint + 1;
		c[ 3 ] = intPoint  > this.points.length - 3 ? this.points.length - 1 : intPoint + 2;

		pa = this.points[ c[ 0 ] ];
		pb = this.points[ c[ 1 ] ];
		pc = this.points[ c[ 2 ] ];
		pd = this.points[ c[ 3 ] ];

		w2 = weight * weight;
		w3 = weight * w2;

		v3.x = interpolate( pa.x, pb.x, pc.x, pd.x, weight, w2, w3 );
		v3.y = interpolate( pa.y, pb.y, pc.y, pd.y, weight, w2, w3 );
		v3.z = interpolate( pa.z, pb.z, pc.z, pd.z, weight, w2, w3 );

		return v3;

	};

	this.getControlPointsArray = function () {

		var i, p, l = this.points.length,
			coords = [];

		for ( i = 0; i < l; i ++ ) {

			p = this.points[ i ];
			coords[ i ] = [ p.x, p.y, p.z ];

		}

		return coords;

	};

	// approximate length by summing linear segments

	this.getLength = function ( nSubDivisions ) {

		var i, index, nSamples, position,
			point = 0, intPoint = 0, oldIntPoint = 0,
			oldPosition = new THREE.Vector3(),
			tmpVec = new THREE.Vector3(),
			chunkLengths = [],
			totalLength = 0;

		// first point has 0 length

		chunkLengths[ 0 ] = 0;

		if ( ! nSubDivisions ) nSubDivisions = 100;

		nSamples = this.points.length * nSubDivisions;

		oldPosition.copy( this.points[ 0 ] );

		for ( i = 1; i < nSamples; i ++ ) {

			index = i / nSamples;

			position = this.getPoint( index );
			tmpVec.copy( position );

			totalLength += tmpVec.distanceTo( oldPosition );

			oldPosition.copy( position );

			point = ( this.points.length - 1 ) * index;
			intPoint = Math.floor( point );

			if ( intPoint !== oldIntPoint ) {

				chunkLengths[ intPoint ] = totalLength;
				oldIntPoint = intPoint;

			}

		}

		// last point ends with total length

		chunkLengths[ chunkLengths.length ] = totalLength;

		return { chunks: chunkLengths, total: totalLength };

	};

	this.reparametrizeByArcLength = function ( samplingCoef ) {

		var i, j,
			index, indexCurrent, indexNext,
			realDistance,
			sampling, position,
			newpoints = [],
			tmpVec = new THREE.Vector3(),
			sl = this.getLength();

		newpoints.push( tmpVec.copy( this.points[ 0 ] ).clone() );

		for ( i = 1; i < this.points.length; i ++ ) {

			//tmpVec.copy( this.points[ i - 1 ] );
			//linearDistance = tmpVec.distanceTo( this.points[ i ] );

			realDistance = sl.chunks[ i ] - sl.chunks[ i - 1 ];

			sampling = Math.ceil( samplingCoef * realDistance / sl.total );

			indexCurrent = ( i - 1 ) / ( this.points.length - 1 );
			indexNext = i / ( this.points.length - 1 );

			for ( j = 1; j < sampling - 1; j ++ ) {

				index = indexCurrent + j * ( 1 / sampling ) * ( indexNext - indexCurrent );

				position = this.getPoint( index );
				newpoints.push( tmpVec.copy( position ).clone() );

			}

			newpoints.push( tmpVec.copy( this.points[ i ] ).clone() );

		}

		this.points = newpoints;

	};

	// Catmull-Rom

	function interpolate( p0, p1, p2, p3, t, t2, t3 ) {

		var v0 = ( p2 - p0 ) * 0.5,
			v1 = ( p3 - p1 ) * 0.5;

		return ( 2 * ( p1 - p2 ) + v0 + v1 ) * t3 + ( - 3 * ( p1 - p2 ) - 2 * v0 - v1 ) * t2 + v0 * t + p1;

	}

};

// File:src/math/Triangle.js

/**
 * @author bhouston / http://clara.io
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Triangle = function ( a, b, c ) {

	this.a = ( a !== undefined ) ? a : new THREE.Vector3();
	this.b = ( b !== undefined ) ? b : new THREE.Vector3();
	this.c = ( c !== undefined ) ? c : new THREE.Vector3();

};

THREE.Triangle.normal = function () {

	var v0 = new THREE.Vector3();

	return function ( a, b, c, optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();

		result.subVectors( c, b );
		v0.subVectors( a, b );
		result.cross( v0 );

		var resultLengthSq = result.lengthSq();
		if ( resultLengthSq > 0 ) {

			return result.multiplyScalar( 1 / Math.sqrt( resultLengthSq ) );

		}

		return result.set( 0, 0, 0 );

	};

}();

// static/instance method to calculate barycentric coordinates
// based on: http://www.blackpawn.com/texts/pointinpoly/default.html
THREE.Triangle.barycoordFromPoint = function () {

	var v0 = new THREE.Vector3();
	var v1 = new THREE.Vector3();
	var v2 = new THREE.Vector3();

	return function ( point, a, b, c, optionalTarget ) {

		v0.subVectors( c, a );
		v1.subVectors( b, a );
		v2.subVectors( point, a );

		var dot00 = v0.dot( v0 );
		var dot01 = v0.dot( v1 );
		var dot02 = v0.dot( v2 );
		var dot11 = v1.dot( v1 );
		var dot12 = v1.dot( v2 );

		var denom = ( dot00 * dot11 - dot01 * dot01 );

		var result = optionalTarget || new THREE.Vector3();

		// collinear or singular triangle
		if ( denom === 0 ) {

			// arbitrary location outside of triangle?
			// not sure if this is the best idea, maybe should be returning undefined
			return result.set( - 2, - 1, - 1 );

		}

		var invDenom = 1 / denom;
		var u = ( dot11 * dot02 - dot01 * dot12 ) * invDenom;
		var v = ( dot00 * dot12 - dot01 * dot02 ) * invDenom;

		// barycentric coordinates must always sum to 1
		return result.set( 1 - u - v, v, u );

	};

}();

THREE.Triangle.containsPoint = function () {

	var v1 = new THREE.Vector3();

	return function ( point, a, b, c ) {

		var result = THREE.Triangle.barycoordFromPoint( point, a, b, c, v1 );

		return ( result.x >= 0 ) && ( result.y >= 0 ) && ( ( result.x + result.y ) <= 1 );

	};

}();

THREE.Triangle.prototype = {

	constructor: THREE.Triangle,

	set: function ( a, b, c ) {

		this.a.copy( a );
		this.b.copy( b );
		this.c.copy( c );

		return this;

	},

	setFromPointsAndIndices: function ( points, i0, i1, i2 ) {

		this.a.copy( points[ i0 ] );
		this.b.copy( points[ i1 ] );
		this.c.copy( points[ i2 ] );

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( triangle ) {

		this.a.copy( triangle.a );
		this.b.copy( triangle.b );
		this.c.copy( triangle.c );

		return this;

	},

	area: function () {

		var v0 = new THREE.Vector3();
		var v1 = new THREE.Vector3();

		return function () {

			v0.subVectors( this.c, this.b );
			v1.subVectors( this.a, this.b );

			return v0.cross( v1 ).length() * 0.5;

		};

	}(),

	midpoint: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();
		return result.addVectors( this.a, this.b ).add( this.c ).multiplyScalar( 1 / 3 );

	},

	normal: function ( optionalTarget ) {

		return THREE.Triangle.normal( this.a, this.b, this.c, optionalTarget );

	},

	plane: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Plane();

		return result.setFromCoplanarPoints( this.a, this.b, this.c );

	},

	barycoordFromPoint: function ( point, optionalTarget ) {

		return THREE.Triangle.barycoordFromPoint( point, this.a, this.b, this.c, optionalTarget );

	},

	containsPoint: function ( point ) {

		return THREE.Triangle.containsPoint( point, this.a, this.b, this.c );

	},

	equals: function ( triangle ) {

		return triangle.a.equals( this.a ) && triangle.b.equals( this.b ) && triangle.c.equals( this.c );

	}

};

// File:src/core/Channels.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Channels = function () {

	this.mask = 1;

};

THREE.Channels.prototype = {

	constructor: THREE.Channels,

	set: function ( channel ) {

		this.mask = 1 << channel;

	},

	enable: function ( channel ) {

		this.mask |= 1 << channel;

	},

	toggle: function ( channel ) {

		this.mask ^= 1 << channel;

	},

	disable: function ( channel ) {

		this.mask &= ~ ( 1 << channel );

	}

};

// File:src/core/Clock.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Clock = function ( autoStart ) {

	this.autoStart = ( autoStart !== undefined ) ? autoStart : true;

	this.startTime = 0;
	this.oldTime = 0;
	this.elapsedTime = 0;

	this.running = false;

};

THREE.Clock.prototype = {

	constructor: THREE.Clock,

	start: function () {

		this.startTime = self.performance.now();

		this.oldTime = this.startTime;
		this.running = true;

	},

	stop: function () {

		this.getElapsedTime();
		this.running = false;

	},

	getElapsedTime: function () {

		this.getDelta();
		return this.elapsedTime;

	},

	getDelta: function () {

		var diff = 0;

		if ( this.autoStart && ! this.running ) {

			this.start();

		}

		if ( this.running ) {

			var newTime = self.performance.now();

			diff = 0.001 * ( newTime - this.oldTime );
			this.oldTime = newTime;

			this.elapsedTime += diff;

		}

		return diff;

	}

};

// File:src/core/EventDispatcher.js

/**
 * https://github.com/mrdoob/eventdispatcher.js/
 */

THREE.EventDispatcher = function () {};

THREE.EventDispatcher.prototype = {

	constructor: THREE.EventDispatcher,

	apply: function ( object ) {

		object.addEventListener = THREE.EventDispatcher.prototype.addEventListener;
		object.hasEventListener = THREE.EventDispatcher.prototype.hasEventListener;
		object.removeEventListener = THREE.EventDispatcher.prototype.removeEventListener;
		object.dispatchEvent = THREE.EventDispatcher.prototype.dispatchEvent;

	},

	addEventListener: function ( type, listener ) {

		if ( this._listeners === undefined ) this._listeners = {};

		var listeners = this._listeners;

		if ( listeners[ type ] === undefined ) {

			listeners[ type ] = [];

		}

		if ( listeners[ type ].indexOf( listener ) === - 1 ) {

			listeners[ type ].push( listener );

		}

	},

	hasEventListener: function ( type, listener ) {

		if ( this._listeners === undefined ) return false;

		var listeners = this._listeners;

		if ( listeners[ type ] !== undefined && listeners[ type ].indexOf( listener ) !== - 1 ) {

			return true;

		}

		return false;

	},

	removeEventListener: function ( type, listener ) {

		if ( this._listeners === undefined ) return;

		var listeners = this._listeners;
		var listenerArray = listeners[ type ];

		if ( listenerArray !== undefined ) {

			var index = listenerArray.indexOf( listener );

			if ( index !== - 1 ) {

				listenerArray.splice( index, 1 );

			}

		}

	},

	dispatchEvent: function ( event ) {

		if ( this._listeners === undefined ) return;

		var listeners = this._listeners;
		var listenerArray = listeners[ event.type ];

		if ( listenerArray !== undefined ) {

			event.target = this;

			var array = [];
			var length = listenerArray.length;

			for ( var i = 0; i < length; i ++ ) {

				array[ i ] = listenerArray[ i ];

			}

			for ( var i = 0; i < length; i ++ ) {

				array[ i ].call( this, event );

			}

		}

	}

};

// File:src/core/Raycaster.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author bhouston / http://clara.io/
 * @author stephomi / http://stephaneginier.com/
 */

( function ( THREE ) {

	THREE.Raycaster = function ( origin, direction, near, far ) {

		this.ray = new THREE.Ray( origin, direction );
		// direction is assumed to be normalized (for accurate distance calculations)

		this.near = near || 0;
		this.far = far || Infinity;

		this.params = {
			Mesh: {},
			Line: {},
			LOD: {},
			Points: { threshold: 1 },
			Sprite: {}
		};

		Object.defineProperties( this.params, {
			PointCloud: {
				get: function () {
					console.warn( 'THREE.Raycaster: params.PointCloud has been renamed to params.Points.' );
					return this.Points;
				}
			}
		} );

	};

	function descSort( a, b ) {

		return a.distance - b.distance;

	}

	function intersectObject( object, raycaster, intersects, recursive ) {

		if ( object.visible === false ) return;

		object.raycast( raycaster, intersects );

		if ( recursive === true ) {

			var children = object.children;

			for ( var i = 0, l = children.length; i < l; i ++ ) {

				intersectObject( children[ i ], raycaster, intersects, true );

			}

		}

	}

	//

	THREE.Raycaster.prototype = {

		constructor: THREE.Raycaster,

		linePrecision: 1,

		set: function ( origin, direction ) {

			// direction is assumed to be normalized (for accurate distance calculations)

			this.ray.set( origin, direction );

		},

		setFromCamera: function ( coords, camera ) {

			if ( camera instanceof THREE.PerspectiveCamera ) {

				this.ray.origin.setFromMatrixPosition( camera.matrixWorld );
				this.ray.direction.set( coords.x, coords.y, 0.5 ).unproject( camera ).sub( this.ray.origin ).normalize();

			} else if ( camera instanceof THREE.OrthographicCamera ) {

				this.ray.origin.set( coords.x, coords.y, - 1 ).unproject( camera );
				this.ray.direction.set( 0, 0, - 1 ).transformDirection( camera.matrixWorld );

			} else {

				console.error( 'THREE.Raycaster: Unsupported camera type.' );

			}

		},

		intersectObject: function ( object, recursive ) {

			var intersects = [];

			intersectObject( object, this, intersects, recursive );

			intersects.sort( descSort );

			return intersects;

		},

		intersectObjects: function ( objects, recursive ) {

			var intersects = [];

			if ( Array.isArray( objects ) === false ) {

				console.warn( 'THREE.Raycaster.intersectObjects: objects is not an Array.' );
				return intersects;

			}

			for ( var i = 0, l = objects.length; i < l; i ++ ) {

				intersectObject( objects[ i ], this, intersects, recursive );

			}

			intersects.sort( descSort );

			return intersects;

		}

	};

}( THREE ) );

// File:src/core/Object3D.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author WestLangley / http://github.com/WestLangley
 * @author elephantatwork / www.elephantatwork.ch
 */

THREE.Object3D = function () {

	Object.defineProperty( this, 'id', { value: THREE.Object3DIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.type = 'Object3D';

	this.parent = null;
	this.channels = new THREE.Channels();
	this.children = [];

	this.up = THREE.Object3D.DefaultUp.clone();

	var position = new THREE.Vector3();
	var rotation = new THREE.Euler();
	var quaternion = new THREE.Quaternion();
	var scale = new THREE.Vector3( 1, 1, 1 );

	function onRotationChange() {

		quaternion.setFromEuler( rotation, false );

	}

	function onQuaternionChange() {

		rotation.setFromQuaternion( quaternion, undefined, false );

	}

	rotation.onChange( onRotationChange );
	quaternion.onChange( onQuaternionChange );

	Object.defineProperties( this, {
		position: {
			enumerable: true,
			value: position
		},
		rotation: {
			enumerable: true,
			value: rotation
		},
		quaternion: {
			enumerable: true,
			value: quaternion
		},
		scale: {
			enumerable: true,
			value: scale
		},
		modelViewMatrix: {
			value: new THREE.Matrix4()
		},
		normalMatrix: {
			value: new THREE.Matrix3()
		}
	} );

	this.rotationAutoUpdate = true;

	this.matrix = new THREE.Matrix4();
	this.matrixWorld = new THREE.Matrix4();

	this.matrixAutoUpdate = THREE.Object3D.DefaultMatrixAutoUpdate;
	this.matrixWorldNeedsUpdate = false;

	this.visible = true;

	this.castShadow = false;
	this.receiveShadow = false;

	this.frustumCulled = true;
	this.renderOrder = 0;

	this.userData = {};

};

THREE.Object3D.DefaultUp = new THREE.Vector3( 0, 1, 0 );
THREE.Object3D.DefaultMatrixAutoUpdate = true;

THREE.Object3D.prototype = {

	constructor: THREE.Object3D,

	get eulerOrder () {

		console.warn( 'THREE.Object3D: .eulerOrder is now .rotation.order.' );

		return this.rotation.order;

	},

	set eulerOrder ( value ) {

		console.warn( 'THREE.Object3D: .eulerOrder is now .rotation.order.' );

		this.rotation.order = value;

	},

	get useQuaternion () {

		console.warn( 'THREE.Object3D: .useQuaternion has been removed. The library now uses quaternions by default.' );

	},

	set useQuaternion ( value ) {

		console.warn( 'THREE.Object3D: .useQuaternion has been removed. The library now uses quaternions by default.' );

	},

	set renderDepth ( value ) {

		console.warn( 'THREE.Object3D: .renderDepth has been removed. Use .renderOrder, instead.' );

	},

	//

	applyMatrix: function ( matrix ) {

		this.matrix.multiplyMatrices( matrix, this.matrix );

		this.matrix.decompose( this.position, this.quaternion, this.scale );

	},

	setRotationFromAxisAngle: function ( axis, angle ) {

		// assumes axis is normalized

		this.quaternion.setFromAxisAngle( axis, angle );

	},

	setRotationFromEuler: function ( euler ) {

		this.quaternion.setFromEuler( euler, true );

	},

	setRotationFromMatrix: function ( m ) {

		// assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)

		this.quaternion.setFromRotationMatrix( m );

	},

	setRotationFromQuaternion: function ( q ) {

		// assumes q is normalized

		this.quaternion.copy( q );

	},

	rotateOnAxis: function () {

		// rotate object on axis in object space
		// axis is assumed to be normalized

		var q1 = new THREE.Quaternion();

		return function ( axis, angle ) {

			q1.setFromAxisAngle( axis, angle );

			this.quaternion.multiply( q1 );

			return this;

		};

	}(),

	rotateX: function () {

		var v1 = new THREE.Vector3( 1, 0, 0 );

		return function ( angle ) {

			return this.rotateOnAxis( v1, angle );

		};

	}(),

	rotateY: function () {

		var v1 = new THREE.Vector3( 0, 1, 0 );

		return function ( angle ) {

			return this.rotateOnAxis( v1, angle );

		};

	}(),

	rotateZ: function () {

		var v1 = new THREE.Vector3( 0, 0, 1 );

		return function ( angle ) {

			return this.rotateOnAxis( v1, angle );

		};

	}(),

	translateOnAxis: function () {

		// translate object by distance along axis in object space
		// axis is assumed to be normalized

		var v1 = new THREE.Vector3();

		return function ( axis, distance ) {

			v1.copy( axis ).applyQuaternion( this.quaternion );

			this.position.add( v1.multiplyScalar( distance ) );

			return this;

		};

	}(),

	translate: function ( distance, axis ) {

		console.warn( 'THREE.Object3D: .translate() has been removed. Use .translateOnAxis( axis, distance ) instead.' );
		return this.translateOnAxis( axis, distance );

	},

	translateX: function () {

		var v1 = new THREE.Vector3( 1, 0, 0 );

		return function ( distance ) {

			return this.translateOnAxis( v1, distance );

		};

	}(),

	translateY: function () {

		var v1 = new THREE.Vector3( 0, 1, 0 );

		return function ( distance ) {

			return this.translateOnAxis( v1, distance );

		};

	}(),

	translateZ: function () {

		var v1 = new THREE.Vector3( 0, 0, 1 );

		return function ( distance ) {

			return this.translateOnAxis( v1, distance );

		};

	}(),

	localToWorld: function ( vector ) {

		return vector.applyMatrix4( this.matrixWorld );

	},

	worldToLocal: function () {

		var m1 = new THREE.Matrix4();

		return function ( vector ) {

			return vector.applyMatrix4( m1.getInverse( this.matrixWorld ) );

		};

	}(),

	lookAt: function () {

		// This routine does not support objects with rotated and/or translated parent(s)

		var m1 = new THREE.Matrix4();

		return function ( vector ) {

			m1.lookAt( vector, this.position, this.up );

			this.quaternion.setFromRotationMatrix( m1 );

		};

	}(),

	add: function ( object ) {

		if ( arguments.length > 1 ) {

			for ( var i = 0; i < arguments.length; i ++ ) {

				this.add( arguments[ i ] );

			}

			return this;

		}

		if ( object === this ) {

			console.error( "THREE.Object3D.add: object can't be added as a child of itself.", object );
			return this;

		}

		if ( object instanceof THREE.Object3D ) {

			if ( object.parent !== null ) {

				object.parent.remove( object );

			}

			object.parent = this;
			object.dispatchEvent( { type: 'added' } );

			this.children.push( object );

		} else {

			console.error( "THREE.Object3D.add: object not an instance of THREE.Object3D.", object );

		}

		return this;

	},

	remove: function ( object ) {

		if ( arguments.length > 1 ) {

			for ( var i = 0; i < arguments.length; i ++ ) {

				this.remove( arguments[ i ] );

			}

		}

		var index = this.children.indexOf( object );

		if ( index !== - 1 ) {

			object.parent = null;

			object.dispatchEvent( { type: 'removed' } );

			this.children.splice( index, 1 );

		}

	},

	getChildByName: function ( name ) {

		console.warn( 'THREE.Object3D: .getChildByName() has been renamed to .getObjectByName().' );
		return this.getObjectByName( name );

	},

	getObjectById: function ( id ) {

		return this.getObjectByProperty( 'id', id );

	},

	getObjectByName: function ( name ) {

		return this.getObjectByProperty( 'name', name );

	},

	getObjectByProperty: function ( name, value ) {

		if ( this[ name ] === value ) return this;

		for ( var i = 0, l = this.children.length; i < l; i ++ ) {

			var child = this.children[ i ];
			var object = child.getObjectByProperty( name, value );

			if ( object !== undefined ) {

				return object;

			}

		}

		return undefined;

	},

	getWorldPosition: function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();

		this.updateMatrixWorld( true );

		return result.setFromMatrixPosition( this.matrixWorld );

	},

	getWorldQuaternion: function () {

		var position = new THREE.Vector3();
		var scale = new THREE.Vector3();

		return function ( optionalTarget ) {

			var result = optionalTarget || new THREE.Quaternion();

			this.updateMatrixWorld( true );

			this.matrixWorld.decompose( position, result, scale );

			return result;

		};

	}(),

	getWorldRotation: function () {

		var quaternion = new THREE.Quaternion();

		return function ( optionalTarget ) {

			var result = optionalTarget || new THREE.Euler();

			this.getWorldQuaternion( quaternion );

			return result.setFromQuaternion( quaternion, this.rotation.order, false );

		};

	}(),

	getWorldScale: function () {

		var position = new THREE.Vector3();
		var quaternion = new THREE.Quaternion();

		return function ( optionalTarget ) {

			var result = optionalTarget || new THREE.Vector3();

			this.updateMatrixWorld( true );

			this.matrixWorld.decompose( position, quaternion, result );

			return result;

		};

	}(),

	getWorldDirection: function () {

		var quaternion = new THREE.Quaternion();

		return function ( optionalTarget ) {

			var result = optionalTarget || new THREE.Vector3();

			this.getWorldQuaternion( quaternion );

			return result.set( 0, 0, 1 ).applyQuaternion( quaternion );

		};

	}(),

	raycast: function () {},

	traverse: function ( callback ) {

		callback( this );

		var children = this.children;

		for ( var i = 0, l = children.length; i < l; i ++ ) {

			children[ i ].traverse( callback );

		}

	},

	traverseVisible: function ( callback ) {

		if ( this.visible === false ) return;

		callback( this );

		var children = this.children;

		for ( var i = 0, l = children.length; i < l; i ++ ) {

			children[ i ].traverseVisible( callback );

		}

	},

	traverseAncestors: function ( callback ) {

		var parent = this.parent;

		if ( parent !== null ) {

			callback( parent );

			parent.traverseAncestors( callback );

		}

	},

	updateMatrix: function () {

		this.matrix.compose( this.position, this.quaternion, this.scale );

		this.matrixWorldNeedsUpdate = true;

	},

	updateMatrixWorld: function ( force ) {

		if ( this.matrixAutoUpdate === true ) this.updateMatrix();

		if ( this.matrixWorldNeedsUpdate === true || force === true ) {

			if ( this.parent === null ) {

				this.matrixWorld.copy( this.matrix );

			} else {

				this.matrixWorld.multiplyMatrices( this.parent.matrixWorld, this.matrix );

			}

			this.matrixWorldNeedsUpdate = false;

			force = true;

		}

		// update children

		for ( var i = 0, l = this.children.length; i < l; i ++ ) {

			this.children[ i ].updateMatrixWorld( force );

		}

	},

	toJSON: function ( meta ) {

		var isRootObject = ( meta === undefined );

		var output = {};

		// meta is a hash used to collect geometries, materials.
		// not providing it implies that this is the root object
		// being serialized.
		if ( isRootObject ) {

			// initialize meta obj
			meta = {
				geometries: {},
				materials: {},
				textures: {},
				images: {}
			};

			output.metadata = {
				version: 4.4,
				type: 'Object',
				generator: 'Object3D.toJSON'
			};

		}

		// standard Object3D serialization

		var object = {};

		object.uuid = this.uuid;
		object.type = this.type;

		if ( this.name !== '' ) object.name = this.name;
		if ( JSON.stringify( this.userData ) !== '{}' ) object.userData = this.userData;
		if ( this.castShadow === true ) object.castShadow = true;
		if ( this.receiveShadow === true ) object.receiveShadow = true;
		if ( this.visible === false ) object.visible = false;

		object.matrix = this.matrix.toArray();

		//

		if ( this.geometry !== undefined ) {

			if ( meta.geometries[ this.geometry.uuid ] === undefined ) {

				meta.geometries[ this.geometry.uuid ] = this.geometry.toJSON( meta );

			}

			object.geometry = this.geometry.uuid;

		}

		if ( this.material !== undefined ) {

			if ( meta.materials[ this.material.uuid ] === undefined ) {

				meta.materials[ this.material.uuid ] = this.material.toJSON( meta );

			}

			object.material = this.material.uuid;

		}

		//

		if ( this.children.length > 0 ) {

			object.children = [];

			for ( var i = 0; i < this.children.length; i ++ ) {

				object.children.push( this.children[ i ].toJSON( meta ).object );

			}

		}

		if ( isRootObject ) {

			var geometries = extractFromCache( meta.geometries );
			var materials = extractFromCache( meta.materials );
			var textures = extractFromCache( meta.textures );
			var images = extractFromCache( meta.images );

			if ( geometries.length > 0 ) output.geometries = geometries;
			if ( materials.length > 0 ) output.materials = materials;
			if ( textures.length > 0 ) output.textures = textures;
			if ( images.length > 0 ) output.images = images;

		}

		output.object = object;

		return output;

		// extract data from the cache hash
		// remove metadata on each item
		// and return as array
		function extractFromCache ( cache ) {

			var values = [];
			for ( var key in cache ) {

				var data = cache[ key ];
				delete data.metadata;
				values.push( data );

			}
			return values;

		}

	},

	clone: function ( recursive ) {

		return new this.constructor().copy( this, recursive );

	},

	copy: function ( source, recursive ) {

		if ( recursive === undefined ) recursive = true;

		this.name = source.name;

		this.up.copy( source.up );

		this.position.copy( source.position );
		this.quaternion.copy( source.quaternion );
		this.scale.copy( source.scale );

		this.rotationAutoUpdate = source.rotationAutoUpdate;

		this.matrix.copy( source.matrix );
		this.matrixWorld.copy( source.matrixWorld );

		this.matrixAutoUpdate = source.matrixAutoUpdate;
		this.matrixWorldNeedsUpdate = source.matrixWorldNeedsUpdate;

		this.visible = source.visible;

		this.castShadow = source.castShadow;
		this.receiveShadow = source.receiveShadow;

		this.frustumCulled = source.frustumCulled;
		this.renderOrder = source.renderOrder;

		this.userData = JSON.parse( JSON.stringify( source.userData ) );

		if ( recursive === true ) {

			for ( var i = 0; i < source.children.length; i ++ ) {

				var child = source.children[ i ];
				this.add( child.clone() );

			}

		}

		return this;

	}

};

THREE.EventDispatcher.prototype.apply( THREE.Object3D.prototype );

THREE.Object3DIdCount = 0;

// File:src/core/Face3.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Face3 = function ( a, b, c, normal, color, materialIndex ) {

	this.a = a;
	this.b = b;
	this.c = c;

	this.normal = normal instanceof THREE.Vector3 ? normal : new THREE.Vector3();
	this.vertexNormals = Array.isArray( normal ) ? normal : [];

	this.color = color instanceof THREE.Color ? color : new THREE.Color();
	this.vertexColors = Array.isArray( color ) ? color : [];

	this.materialIndex = materialIndex !== undefined ? materialIndex : 0;

};

THREE.Face3.prototype = {

	constructor: THREE.Face3,

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		this.a = source.a;
		this.b = source.b;
		this.c = source.c;

		this.normal.copy( source.normal );
		this.color.copy( source.color );

		this.materialIndex = source.materialIndex;

		for ( var i = 0, il = source.vertexNormals.length; i < il; i ++ ) {

			this.vertexNormals[ i ] = source.vertexNormals[ i ].clone();

		}

		for ( var i = 0, il = source.vertexColors.length; i < il; i ++ ) {

			this.vertexColors[ i ] = source.vertexColors[ i ].clone();

		}

		return this;

	}

};

// File:src/core/Face4.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Face4 = function ( a, b, c, d, normal, color, materialIndex ) {

	console.warn( 'THREE.Face4 has been removed. A THREE.Face3 will be created instead.' );
	return new THREE.Face3( a, b, c, normal, color, materialIndex );

};

// File:src/core/BufferAttribute.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.BufferAttribute = function ( array, itemSize ) {

	this.uuid = THREE.Math.generateUUID();

	this.array = array;
	this.itemSize = itemSize;

	this.dynamic = false;
	this.updateRange = { offset: 0, count: - 1 };

	this.version = 0;

};

THREE.BufferAttribute.prototype = {

	constructor: THREE.BufferAttribute,

	get length() {

		console.warn( 'THREE.BufferAttribute: .length has been deprecated. Please use .count.' );
		return this.array.length;

	},

	get count() {

		return this.array.length / this.itemSize;

	},

	set needsUpdate( value ) {

		if ( value === true ) this.version ++;

	},

	setDynamic: function ( value ) {

		this.dynamic = value;

		return this;

	},

	copy: function ( source ) {

		this.array = new source.array.constructor( source.array );
		this.itemSize = source.itemSize;

		this.dynamic = source.dynamic;

		return this;

	},

	copyAt: function ( index1, attribute, index2 ) {

		index1 *= this.itemSize;
		index2 *= attribute.itemSize;

		for ( var i = 0, l = this.itemSize; i < l; i ++ ) {

			this.array[ index1 + i ] = attribute.array[ index2 + i ];

		}

		return this;

	},

	copyArray: function ( array ) {

		this.array.set( array );

		return this;

	},

	copyColorsArray: function ( colors ) {

		var array = this.array, offset = 0;

		for ( var i = 0, l = colors.length; i < l; i ++ ) {

			var color = colors[ i ];

			if ( color === undefined ) {

				console.warn( 'THREE.BufferAttribute.copyColorsArray(): color is undefined', i );
				color = new THREE.Color();

			}

			array[ offset ++ ] = color.r;
			array[ offset ++ ] = color.g;
			array[ offset ++ ] = color.b;

		}

		return this;

	},

	copyIndicesArray: function ( indices ) {

		var array = this.array, offset = 0;

		for ( var i = 0, l = indices.length; i < l; i ++ ) {

			var index = indices[ i ];

			array[ offset ++ ] = index.a;
			array[ offset ++ ] = index.b;
			array[ offset ++ ] = index.c;

		}

		return this;

	},

	copyVector2sArray: function ( vectors ) {

		var array = this.array, offset = 0;

		for ( var i = 0, l = vectors.length; i < l; i ++ ) {

			var vector = vectors[ i ];

			if ( vector === undefined ) {

				console.warn( 'THREE.BufferAttribute.copyVector2sArray(): vector is undefined', i );
				vector = new THREE.Vector2();

			}

			array[ offset ++ ] = vector.x;
			array[ offset ++ ] = vector.y;

		}

		return this;

	},

	copyVector3sArray: function ( vectors ) {

		var array = this.array, offset = 0;

		for ( var i = 0, l = vectors.length; i < l; i ++ ) {

			var vector = vectors[ i ];

			if ( vector === undefined ) {

				console.warn( 'THREE.BufferAttribute.copyVector3sArray(): vector is undefined', i );
				vector = new THREE.Vector3();

			}

			array[ offset ++ ] = vector.x;
			array[ offset ++ ] = vector.y;
			array[ offset ++ ] = vector.z;

		}

		return this;

	},

	copyVector4sArray: function ( vectors ) {

		var array = this.array, offset = 0;

		for ( var i = 0, l = vectors.length; i < l; i ++ ) {

			var vector = vectors[ i ];

			if ( vector === undefined ) {

				console.warn( 'THREE.BufferAttribute.copyVector4sArray(): vector is undefined', i );
				vector = new THREE.Vector4();

			}

			array[ offset ++ ] = vector.x;
			array[ offset ++ ] = vector.y;
			array[ offset ++ ] = vector.z;
			array[ offset ++ ] = vector.w;

		}

		return this;

	},

	set: function ( value, offset ) {

		if ( offset === undefined ) offset = 0;

		this.array.set( value, offset );

		return this;

	},

	getX: function ( index ) {

		return this.array[ index * this.itemSize ];

	},

	setX: function ( index, x ) {

		this.array[ index * this.itemSize ] = x;

		return this;

	},

	getY: function ( index ) {

		return this.array[ index * this.itemSize + 1 ];

	},

	setY: function ( index, y ) {

		this.array[ index * this.itemSize + 1 ] = y;

		return this;

	},

	getZ: function ( index ) {

		return this.array[ index * this.itemSize + 2 ];

	},

	setZ: function ( index, z ) {

		this.array[ index * this.itemSize + 2 ] = z;

		return this;

	},

	getW: function ( index ) {

		return this.array[ index * this.itemSize + 3 ];

	},

	setW: function ( index, w ) {

		this.array[ index * this.itemSize + 3 ] = w;

		return this;

	},

	setXY: function ( index, x, y ) {

		index *= this.itemSize;

		this.array[ index + 0 ] = x;
		this.array[ index + 1 ] = y;

		return this;

	},

	setXYZ: function ( index, x, y, z ) {

		index *= this.itemSize;

		this.array[ index + 0 ] = x;
		this.array[ index + 1 ] = y;
		this.array[ index + 2 ] = z;

		return this;

	},

	setXYZW: function ( index, x, y, z, w ) {

		index *= this.itemSize;

		this.array[ index + 0 ] = x;
		this.array[ index + 1 ] = y;
		this.array[ index + 2 ] = z;
		this.array[ index + 3 ] = w;

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	}

};

//

THREE.Int8Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Int8Array( array ), itemSize );

};

THREE.Uint8Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Uint8Array( array ), itemSize );

};

THREE.Uint8ClampedAttribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Uint8ClampedArray( array ), itemSize );

};

THREE.Int16Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Int16Array( array ), itemSize );

};

THREE.Uint16Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Uint16Array( array ), itemSize );

};

THREE.Int32Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Int32Array( array ), itemSize );

};

THREE.Uint32Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Uint32Array( array ), itemSize );

};

THREE.Float32Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Float32Array( array ), itemSize );

};

THREE.Float64Attribute = function ( array, itemSize ) {

	return new THREE.BufferAttribute( new Float64Array( array ), itemSize );

};


// Deprecated

THREE.DynamicBufferAttribute = function ( array, itemSize ) {

	console.warn( 'THREE.DynamicBufferAttribute has been removed. Use new THREE.BufferAttribute().setDynamic( true ) instead.' );
	return new THREE.BufferAttribute( array, itemSize ).setDynamic( true );

};

// File:src/core/InstancedBufferAttribute.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.InstancedBufferAttribute = function ( array, itemSize, meshPerAttribute ) {

	THREE.BufferAttribute.call( this, array, itemSize );

	this.meshPerAttribute = meshPerAttribute || 1;

};

THREE.InstancedBufferAttribute.prototype = Object.create( THREE.BufferAttribute.prototype );
THREE.InstancedBufferAttribute.prototype.constructor = THREE.InstancedBufferAttribute;

THREE.InstancedBufferAttribute.prototype.copy = function ( source ) {

	THREE.BufferAttribute.prototype.copy.call( this, source );

	this.meshPerAttribute = source.meshPerAttribute;

	return this;

};

// File:src/core/InterleavedBuffer.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.InterleavedBuffer = function ( array, stride ) {

	this.uuid = THREE.Math.generateUUID();

	this.array = array;
	this.stride = stride;

	this.dynamic = false;
	this.updateRange = { offset: 0, count: - 1 };

	this.version = 0;

};

THREE.InterleavedBuffer.prototype = {

	constructor: THREE.InterleavedBuffer,

	get length () {

		return this.array.length;

	},

	get count () {

		return this.array.length / this.stride;

	},

	set needsUpdate( value ) {

		if ( value === true ) this.version ++;

	},

	setDynamic: function ( value ) {

		this.dynamic = value;

		return this;

	},

	copy: function ( source ) {

		this.array = new source.array.constructor( source.array );
		this.stride = source.stride;
		this.dynamic = source.dynamic;

	},

	copyAt: function ( index1, attribute, index2 ) {

		index1 *= this.stride;
		index2 *= attribute.stride;

		for ( var i = 0, l = this.stride; i < l; i ++ ) {

			this.array[ index1 + i ] = attribute.array[ index2 + i ];

		}

		return this;

	},

	set: function ( value, offset ) {

		if ( offset === undefined ) offset = 0;

		this.array.set( value, offset );

		return this;

	},

	clone: function () {

		return new this.constructor().copy( this );

	}

};

// File:src/core/InstancedInterleavedBuffer.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.InstancedInterleavedBuffer = function ( array, stride, meshPerAttribute ) {

	THREE.InterleavedBuffer.call( this, array, stride );

	this.meshPerAttribute = meshPerAttribute || 1;

};

THREE.InstancedInterleavedBuffer.prototype = Object.create( THREE.InterleavedBuffer.prototype );
THREE.InstancedInterleavedBuffer.prototype.constructor = THREE.InstancedInterleavedBuffer;

THREE.InstancedInterleavedBuffer.prototype.copy = function ( source ) {

	THREE.InterleavedBuffer.prototype.copy.call( this, source );

	this.meshPerAttribute = source.meshPerAttribute;

	return this;

};

// File:src/core/InterleavedBufferAttribute.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.InterleavedBufferAttribute = function ( interleavedBuffer, itemSize, offset ) {

	this.uuid = THREE.Math.generateUUID();

	this.data = interleavedBuffer;
	this.itemSize = itemSize;
	this.offset = offset;

};


THREE.InterleavedBufferAttribute.prototype = {

	constructor: THREE.InterleavedBufferAttribute,

	get length() {

		console.warn( 'THREE.BufferAttribute: .length has been deprecated. Please use .count.' );
		return this.array.length;

	},

	get count() {

		return this.data.array.length / this.data.stride;

	},

	setX: function ( index, x ) {

		this.data.array[ index * this.data.stride + this.offset ] = x;

		return this;

	},

	setY: function ( index, y ) {

		this.data.array[ index * this.data.stride + this.offset + 1 ] = y;

		return this;

	},

	setZ: function ( index, z ) {

		this.data.array[ index * this.data.stride + this.offset + 2 ] = z;

		return this;

	},

	setW: function ( index, w ) {

		this.data.array[ index * this.data.stride + this.offset + 3 ] = w;

		return this;

	},

	getX: function ( index ) {

		return this.data.array[ index * this.data.stride + this.offset ];

	},

	getY: function ( index ) {

		return this.data.array[ index * this.data.stride + this.offset + 1 ];

	},

	getZ: function ( index ) {

		return this.data.array[ index * this.data.stride + this.offset + 2 ];

	},

	getW: function ( index ) {

		return this.data.array[ index * this.data.stride + this.offset + 3 ];

	},

	setXY: function ( index, x, y ) {

		index = index * this.data.stride + this.offset;

		this.data.array[ index + 0 ] = x;
		this.data.array[ index + 1 ] = y;

		return this;

	},

	setXYZ: function ( index, x, y, z ) {

		index = index * this.data.stride + this.offset;

		this.data.array[ index + 0 ] = x;
		this.data.array[ index + 1 ] = y;
		this.data.array[ index + 2 ] = z;

		return this;

	},

	setXYZW: function ( index, x, y, z, w ) {

		index = index * this.data.stride + this.offset;

		this.data.array[ index + 0 ] = x;
		this.data.array[ index + 1 ] = y;
		this.data.array[ index + 2 ] = z;
		this.data.array[ index + 3 ] = w;

		return this;

	}

};

// File:src/core/Geometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author kile / http://kile.stravaganza.org/
 * @author alteredq / http://alteredqualia.com/
 * @author mikael emtinger / http://gomo.se/
 * @author zz85 / http://www.lab4games.net/zz85/blog
 * @author bhouston / http://clara.io
 */

THREE.Geometry = function () {

	Object.defineProperty( this, 'id', { value: THREE.GeometryIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.type = 'Geometry';

	this.vertices = [];
	this.colors = [];
	this.faces = [];
	this.faceVertexUvs = [ [] ];

	this.morphTargets = [];
	this.morphNormals = [];

	this.skinWeights = [];
	this.skinIndices = [];

	this.lineDistances = [];

	this.boundingBox = null;
	this.boundingSphere = null;

	// update flags

	this.verticesNeedUpdate = false;
	this.elementsNeedUpdate = false;
	this.uvsNeedUpdate = false;
	this.normalsNeedUpdate = false;
	this.colorsNeedUpdate = false;
	this.lineDistancesNeedUpdate = false;
	this.groupsNeedUpdate = false;

};

THREE.Geometry.prototype = {

	constructor: THREE.Geometry,

	applyMatrix: function ( matrix ) {

		var normalMatrix = new THREE.Matrix3().getNormalMatrix( matrix );

		for ( var i = 0, il = this.vertices.length; i < il; i ++ ) {

			var vertex = this.vertices[ i ];
			vertex.applyMatrix4( matrix );

		}

		for ( var i = 0, il = this.faces.length; i < il; i ++ ) {

			var face = this.faces[ i ];
			face.normal.applyMatrix3( normalMatrix ).normalize();

			for ( var j = 0, jl = face.vertexNormals.length; j < jl; j ++ ) {

				face.vertexNormals[ j ].applyMatrix3( normalMatrix ).normalize();

			}

		}

		if ( this.boundingBox !== null ) {

			this.computeBoundingBox();

		}

		if ( this.boundingSphere !== null ) {

			this.computeBoundingSphere();

		}

		this.verticesNeedUpdate = true;
		this.normalsNeedUpdate = true;

	},

	rotateX: function () {

		// rotate geometry around world x-axis

		var m1;

		return function rotateX( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationX( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	rotateY: function () {

		// rotate geometry around world y-axis

		var m1;

		return function rotateY( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationY( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	rotateZ: function () {

		// rotate geometry around world z-axis

		var m1;

		return function rotateZ( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationZ( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	translate: function () {

		// translate geometry

		var m1;

		return function translate( x, y, z ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeTranslation( x, y, z );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	scale: function () {

		// scale geometry

		var m1;

		return function scale( x, y, z ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeScale( x, y, z );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	lookAt: function () {

		var obj;

		return function lookAt( vector ) {

			if ( obj === undefined ) obj = new THREE.Object3D();

			obj.lookAt( vector );

			obj.updateMatrix();

			this.applyMatrix( obj.matrix );

		};

	}(),

	fromBufferGeometry: function ( geometry ) {

		var scope = this;

		var indices = geometry.index !== null ? geometry.index.array : undefined;
		var attributes = geometry.attributes;

		var vertices = attributes.position.array;
		var normals = attributes.normal !== undefined ? attributes.normal.array : undefined;
		var colors = attributes.color !== undefined ? attributes.color.array : undefined;
		var uvs = attributes.uv !== undefined ? attributes.uv.array : undefined;
		var uvs2 = attributes.uv2 !== undefined ? attributes.uv2.array : undefined;

		if ( uvs2 !== undefined ) this.faceVertexUvs[ 1 ] = [];

		var tempNormals = [];
		var tempUVs = [];
		var tempUVs2 = [];

		for ( var i = 0, j = 0, k = 0; i < vertices.length; i += 3, j += 2, k += 4 ) {

			scope.vertices.push( new THREE.Vector3( vertices[ i ], vertices[ i + 1 ], vertices[ i + 2 ] ) );

			if ( normals !== undefined ) {

				tempNormals.push( new THREE.Vector3( normals[ i ], normals[ i + 1 ], normals[ i + 2 ] ) );

			}

			if ( colors !== undefined ) {

				scope.colors.push( new THREE.Color( colors[ i ], colors[ i + 1 ], colors[ i + 2 ] ) );

			}

			if ( uvs !== undefined ) {

				tempUVs.push( new THREE.Vector2( uvs[ j ], uvs[ j + 1 ] ) );

			}

			if ( uvs2 !== undefined ) {

				tempUVs2.push( new THREE.Vector2( uvs2[ j ], uvs2[ j + 1 ] ) );

			}

		}

		function addFace( a, b, c ) {

			var vertexNormals = normals !== undefined ? [ tempNormals[ a ].clone(), tempNormals[ b ].clone(), tempNormals[ c ].clone() ] : [];
			var vertexColors = colors !== undefined ? [ scope.colors[ a ].clone(), scope.colors[ b ].clone(), scope.colors[ c ].clone() ] : [];

			var face = new THREE.Face3( a, b, c, vertexNormals, vertexColors );

			scope.faces.push( face );

			if ( uvs !== undefined ) {

				scope.faceVertexUvs[ 0 ].push( [ tempUVs[ a ].clone(), tempUVs[ b ].clone(), tempUVs[ c ].clone() ] );

			}

			if ( uvs2 !== undefined ) {

				scope.faceVertexUvs[ 1 ].push( [ tempUVs2[ a ].clone(), tempUVs2[ b ].clone(), tempUVs2[ c ].clone() ] );

			}

		};

		if ( indices !== undefined ) {

			var groups = geometry.groups;

			if ( groups.length > 0 ) {

				for ( var i = 0; i < groups.length; i ++ ) {

					var group = groups[ i ];

					var start = group.start;
					var count = group.count;

					for ( var j = start, jl = start + count; j < jl; j += 3 ) {

						addFace( indices[ j ], indices[ j + 1 ], indices[ j + 2 ] );

					}

				}

			} else {

				for ( var i = 0; i < indices.length; i += 3 ) {

					addFace( indices[ i ], indices[ i + 1 ], indices[ i + 2 ] );

				}

			}

		} else {

			for ( var i = 0; i < vertices.length / 3; i += 3 ) {

				addFace( i, i + 1, i + 2 );

			}

		}

		this.computeFaceNormals();

		if ( geometry.boundingBox !== null ) {

			this.boundingBox = geometry.boundingBox.clone();

		}

		if ( geometry.boundingSphere !== null ) {

			this.boundingSphere = geometry.boundingSphere.clone();

		}

		return this;

	},

	center: function () {

		this.computeBoundingBox();

		var offset = this.boundingBox.center().negate();

		this.translate( offset.x, offset.y, offset.z );

		return offset;

	},

	normalize: function () {

		this.computeBoundingSphere();

		var center = this.boundingSphere.center;
		var radius = this.boundingSphere.radius;

		var s = radius === 0 ? 1 : 1.0 / radius;

		var matrix = new THREE.Matrix4();
		matrix.set(
			s, 0, 0, - s * center.x,
			0, s, 0, - s * center.y,
			0, 0, s, - s * center.z,
			0, 0, 0, 1
		);

		this.applyMatrix( matrix );

		return this;

	},

	computeFaceNormals: function () {

		var cb = new THREE.Vector3(), ab = new THREE.Vector3();

		for ( var f = 0, fl = this.faces.length; f < fl; f ++ ) {

			var face = this.faces[ f ];

			var vA = this.vertices[ face.a ];
			var vB = this.vertices[ face.b ];
			var vC = this.vertices[ face.c ];

			cb.subVectors( vC, vB );
			ab.subVectors( vA, vB );
			cb.cross( ab );

			cb.normalize();

			face.normal.copy( cb );

		}

	},

	computeVertexNormals: function ( areaWeighted ) {

		var v, vl, f, fl, face, vertices;

		vertices = new Array( this.vertices.length );

		for ( v = 0, vl = this.vertices.length; v < vl; v ++ ) {

			vertices[ v ] = new THREE.Vector3();

		}

		if ( areaWeighted ) {

			// vertex normals weighted by triangle areas
			// http://www.iquilezles.org/www/articles/normals/normals.htm

			var vA, vB, vC;
			var cb = new THREE.Vector3(), ab = new THREE.Vector3();

			for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

				face = this.faces[ f ];

				vA = this.vertices[ face.a ];
				vB = this.vertices[ face.b ];
				vC = this.vertices[ face.c ];

				cb.subVectors( vC, vB );
				ab.subVectors( vA, vB );
				cb.cross( ab );

				vertices[ face.a ].add( cb );
				vertices[ face.b ].add( cb );
				vertices[ face.c ].add( cb );

			}

		} else {

			for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

				face = this.faces[ f ];

				vertices[ face.a ].add( face.normal );
				vertices[ face.b ].add( face.normal );
				vertices[ face.c ].add( face.normal );

			}

		}

		for ( v = 0, vl = this.vertices.length; v < vl; v ++ ) {

			vertices[ v ].normalize();

		}

		for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

			face = this.faces[ f ];

			var vertexNormals = face.vertexNormals;

			if ( vertexNormals.length === 3 ) {

				vertexNormals[ 0 ].copy( vertices[ face.a ] );
				vertexNormals[ 1 ].copy( vertices[ face.b ] );
				vertexNormals[ 2 ].copy( vertices[ face.c ] );

			} else {

				vertexNormals[ 0 ] = vertices[ face.a ].clone();
				vertexNormals[ 1 ] = vertices[ face.b ].clone();
				vertexNormals[ 2 ] = vertices[ face.c ].clone();

			}

		}

	},

	computeMorphNormals: function () {

		var i, il, f, fl, face;

		// save original normals
		// - create temp variables on first access
		//   otherwise just copy (for faster repeated calls)

		for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

			face = this.faces[ f ];

			if ( ! face.__originalFaceNormal ) {

				face.__originalFaceNormal = face.normal.clone();

			} else {

				face.__originalFaceNormal.copy( face.normal );

			}

			if ( ! face.__originalVertexNormals ) face.__originalVertexNormals = [];

			for ( i = 0, il = face.vertexNormals.length; i < il; i ++ ) {

				if ( ! face.__originalVertexNormals[ i ] ) {

					face.__originalVertexNormals[ i ] = face.vertexNormals[ i ].clone();

				} else {

					face.__originalVertexNormals[ i ].copy( face.vertexNormals[ i ] );

				}

			}

		}

		// use temp geometry to compute face and vertex normals for each morph

		var tmpGeo = new THREE.Geometry();
		tmpGeo.faces = this.faces;

		for ( i = 0, il = this.morphTargets.length; i < il; i ++ ) {

			// create on first access

			if ( ! this.morphNormals[ i ] ) {

				this.morphNormals[ i ] = {};
				this.morphNormals[ i ].faceNormals = [];
				this.morphNormals[ i ].vertexNormals = [];

				var dstNormalsFace = this.morphNormals[ i ].faceNormals;
				var dstNormalsVertex = this.morphNormals[ i ].vertexNormals;

				var faceNormal, vertexNormals;

				for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

					faceNormal = new THREE.Vector3();
					vertexNormals = { a: new THREE.Vector3(), b: new THREE.Vector3(), c: new THREE.Vector3() };

					dstNormalsFace.push( faceNormal );
					dstNormalsVertex.push( vertexNormals );

				}

			}

			var morphNormals = this.morphNormals[ i ];

			// set vertices to morph target

			tmpGeo.vertices = this.morphTargets[ i ].vertices;

			// compute morph normals

			tmpGeo.computeFaceNormals();
			tmpGeo.computeVertexNormals();

			// store morph normals

			var faceNormal, vertexNormals;

			for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

				face = this.faces[ f ];

				faceNormal = morphNormals.faceNormals[ f ];
				vertexNormals = morphNormals.vertexNormals[ f ];

				faceNormal.copy( face.normal );

				vertexNormals.a.copy( face.vertexNormals[ 0 ] );
				vertexNormals.b.copy( face.vertexNormals[ 1 ] );
				vertexNormals.c.copy( face.vertexNormals[ 2 ] );

			}

		}

		// restore original normals

		for ( f = 0, fl = this.faces.length; f < fl; f ++ ) {

			face = this.faces[ f ];

			face.normal = face.__originalFaceNormal;
			face.vertexNormals = face.__originalVertexNormals;

		}

	},

	computeTangents: function () {

		console.warn( 'THREE.Geometry: .computeTangents() has been removed.' );

	},

	computeLineDistances: function () {

		var d = 0;
		var vertices = this.vertices;

		for ( var i = 0, il = vertices.length; i < il; i ++ ) {

			if ( i > 0 ) {

				d += vertices[ i ].distanceTo( vertices[ i - 1 ] );

			}

			this.lineDistances[ i ] = d;

		}

	},

	computeBoundingBox: function () {

		if ( this.boundingBox === null ) {

			this.boundingBox = new THREE.Box3();

		}

		this.boundingBox.setFromPoints( this.vertices );

	},

	computeBoundingSphere: function () {

		if ( this.boundingSphere === null ) {

			this.boundingSphere = new THREE.Sphere();

		}

		this.boundingSphere.setFromPoints( this.vertices );

	},

	merge: function ( geometry, matrix, materialIndexOffset ) {

		if ( geometry instanceof THREE.Geometry === false ) {

			console.error( 'THREE.Geometry.merge(): geometry not an instance of THREE.Geometry.', geometry );
			return;

		}

		var normalMatrix,
		vertexOffset = this.vertices.length,
		vertices1 = this.vertices,
		vertices2 = geometry.vertices,
		faces1 = this.faces,
		faces2 = geometry.faces,
		uvs1 = this.faceVertexUvs[ 0 ],
		uvs2 = geometry.faceVertexUvs[ 0 ];

		if ( materialIndexOffset === undefined ) materialIndexOffset = 0;

		if ( matrix !== undefined ) {

			normalMatrix = new THREE.Matrix3().getNormalMatrix( matrix );

		}

		// vertices

		for ( var i = 0, il = vertices2.length; i < il; i ++ ) {

			var vertex = vertices2[ i ];

			var vertexCopy = vertex.clone();

			if ( matrix !== undefined ) vertexCopy.applyMatrix4( matrix );

			vertices1.push( vertexCopy );

		}

		// faces

		for ( i = 0, il = faces2.length; i < il; i ++ ) {

			var face = faces2[ i ], faceCopy, normal, color,
			faceVertexNormals = face.vertexNormals,
			faceVertexColors = face.vertexColors;

			faceCopy = new THREE.Face3( face.a + vertexOffset, face.b + vertexOffset, face.c + vertexOffset );
			faceCopy.normal.copy( face.normal );

			if ( normalMatrix !== undefined ) {

				faceCopy.normal.applyMatrix3( normalMatrix ).normalize();

			}

			for ( var j = 0, jl = faceVertexNormals.length; j < jl; j ++ ) {

				normal = faceVertexNormals[ j ].clone();

				if ( normalMatrix !== undefined ) {

					normal.applyMatrix3( normalMatrix ).normalize();

				}

				faceCopy.vertexNormals.push( normal );

			}

			faceCopy.color.copy( face.color );

			for ( var j = 0, jl = faceVertexColors.length; j < jl; j ++ ) {

				color = faceVertexColors[ j ];
				faceCopy.vertexColors.push( color.clone() );

			}

			faceCopy.materialIndex = face.materialIndex + materialIndexOffset;

			faces1.push( faceCopy );

		}

		// uvs

		for ( i = 0, il = uvs2.length; i < il; i ++ ) {

			var uv = uvs2[ i ], uvCopy = [];

			if ( uv === undefined ) {

				continue;

			}

			for ( var j = 0, jl = uv.length; j < jl; j ++ ) {

				uvCopy.push( uv[ j ].clone() );

			}

			uvs1.push( uvCopy );

		}

	},

	mergeMesh: function ( mesh ) {

		if ( mesh instanceof THREE.Mesh === false ) {

			console.error( 'THREE.Geometry.mergeMesh(): mesh not an instance of THREE.Mesh.', mesh );
			return;

		}

		mesh.matrixAutoUpdate && mesh.updateMatrix();

		this.merge( mesh.geometry, mesh.matrix );

	},

	/*
	 * Checks for duplicate vertices with hashmap.
	 * Duplicated vertices are removed
	 * and faces' vertices are updated.
	 */

	mergeVertices: function () {

		var verticesMap = {}; // Hashmap for looking up vertices by position coordinates (and making sure they are unique)
		var unique = [], changes = [];

		var v, key;
		var precisionPoints = 4; // number of decimal points, e.g. 4 for epsilon of 0.0001
		var precision = Math.pow( 10, precisionPoints );
		var i, il, face;
		var indices, j, jl;

		for ( i = 0, il = this.vertices.length; i < il; i ++ ) {

			v = this.vertices[ i ];
			key = Math.round( v.x * precision ) + '_' + Math.round( v.y * precision ) + '_' + Math.round( v.z * precision );

			if ( verticesMap[ key ] === undefined ) {

				verticesMap[ key ] = i;
				unique.push( this.vertices[ i ] );
				changes[ i ] = unique.length - 1;

			} else {

				//console.log('Duplicate vertex found. ', i, ' could be using ', verticesMap[key]);
				changes[ i ] = changes[ verticesMap[ key ] ];

			}

		}


		// if faces are completely degenerate after merging vertices, we
		// have to remove them from the geometry.
		var faceIndicesToRemove = [];

		for ( i = 0, il = this.faces.length; i < il; i ++ ) {

			face = this.faces[ i ];

			face.a = changes[ face.a ];
			face.b = changes[ face.b ];
			face.c = changes[ face.c ];

			indices = [ face.a, face.b, face.c ];

			var dupIndex = - 1;

			// if any duplicate vertices are found in a Face3
			// we have to remove the face as nothing can be saved
			for ( var n = 0; n < 3; n ++ ) {

				if ( indices[ n ] === indices[ ( n + 1 ) % 3 ] ) {

					dupIndex = n;
					faceIndicesToRemove.push( i );
					break;

				}

			}

		}

		for ( i = faceIndicesToRemove.length - 1; i >= 0; i -- ) {

			var idx = faceIndicesToRemove[ i ];

			this.faces.splice( idx, 1 );

			for ( j = 0, jl = this.faceVertexUvs.length; j < jl; j ++ ) {

				this.faceVertexUvs[ j ].splice( idx, 1 );

			}

		}

		// Use unique set of vertices

		var diff = this.vertices.length - unique.length;
		this.vertices = unique;
		return diff;

	},

	sortFacesByMaterialIndex: function () {

		var faces = this.faces;
		var length = faces.length;

		// tag faces

		for ( var i = 0; i < length; i ++ ) {

			faces[ i ]._id = i;

		}

		// sort faces

		function materialIndexSort( a, b ) {

			return a.materialIndex - b.materialIndex;

		}

		faces.sort( materialIndexSort );

		// sort uvs

		var uvs1 = this.faceVertexUvs[ 0 ];
		var uvs2 = this.faceVertexUvs[ 1 ];

		var newUvs1, newUvs2;

		if ( uvs1 && uvs1.length === length ) newUvs1 = [];
		if ( uvs2 && uvs2.length === length ) newUvs2 = [];

		for ( var i = 0; i < length; i ++ ) {

			var id = faces[ i ]._id;

			if ( newUvs1 ) newUvs1.push( uvs1[ id ] );
			if ( newUvs2 ) newUvs2.push( uvs2[ id ] );

		}

		if ( newUvs1 ) this.faceVertexUvs[ 0 ] = newUvs1;
		if ( newUvs2 ) this.faceVertexUvs[ 1 ] = newUvs2;

	},

	toJSON: function () {

		var data = {
			metadata: {
				version: 4.4,
				type: 'Geometry',
				generator: 'Geometry.toJSON'
			}
		};

		// standard Geometry serialization

		data.uuid = this.uuid;
		data.type = this.type;
		if ( this.name !== '' ) data.name = this.name;

		if ( this.parameters !== undefined ) {

			var parameters = this.parameters;

			for ( var key in parameters ) {

				if ( parameters[ key ] !== undefined ) data[ key ] = parameters[ key ];

			}

			return data;

		}

		var vertices = [];

		for ( var i = 0; i < this.vertices.length; i ++ ) {

			var vertex = this.vertices[ i ];
			vertices.push( vertex.x, vertex.y, vertex.z );

		}

		var faces = [];
		var normals = [];
		var normalsHash = {};
		var colors = [];
		var colorsHash = {};
		var uvs = [];
		var uvsHash = {};

		for ( var i = 0; i < this.faces.length; i ++ ) {

			var face = this.faces[ i ];

			var hasMaterial = false; // face.materialIndex !== undefined;
			var hasFaceUv = false; // deprecated
			var hasFaceVertexUv = this.faceVertexUvs[ 0 ][ i ] !== undefined;
			var hasFaceNormal = face.normal.length() > 0;
			var hasFaceVertexNormal = face.vertexNormals.length > 0;
			var hasFaceColor = face.color.r !== 1 || face.color.g !== 1 || face.color.b !== 1;
			var hasFaceVertexColor = face.vertexColors.length > 0;

			var faceType = 0;

			faceType = setBit( faceType, 0, 0 );
			faceType = setBit( faceType, 1, hasMaterial );
			faceType = setBit( faceType, 2, hasFaceUv );
			faceType = setBit( faceType, 3, hasFaceVertexUv );
			faceType = setBit( faceType, 4, hasFaceNormal );
			faceType = setBit( faceType, 5, hasFaceVertexNormal );
			faceType = setBit( faceType, 6, hasFaceColor );
			faceType = setBit( faceType, 7, hasFaceVertexColor );

			faces.push( faceType );
			faces.push( face.a, face.b, face.c );

			if ( hasFaceVertexUv ) {

				var faceVertexUvs = this.faceVertexUvs[ 0 ][ i ];

				faces.push(
					getUvIndex( faceVertexUvs[ 0 ] ),
					getUvIndex( faceVertexUvs[ 1 ] ),
					getUvIndex( faceVertexUvs[ 2 ] )
				);

			}

			if ( hasFaceNormal ) {

				faces.push( getNormalIndex( face.normal ) );

			}

			if ( hasFaceVertexNormal ) {

				var vertexNormals = face.vertexNormals;

				faces.push(
					getNormalIndex( vertexNormals[ 0 ] ),
					getNormalIndex( vertexNormals[ 1 ] ),
					getNormalIndex( vertexNormals[ 2 ] )
				);

			}

			if ( hasFaceColor ) {

				faces.push( getColorIndex( face.color ) );

			}

			if ( hasFaceVertexColor ) {

				var vertexColors = face.vertexColors;

				faces.push(
					getColorIndex( vertexColors[ 0 ] ),
					getColorIndex( vertexColors[ 1 ] ),
					getColorIndex( vertexColors[ 2 ] )
				);

			}

		}

		function setBit( value, position, enabled ) {

			return enabled ? value | ( 1 << position ) : value & ( ~ ( 1 << position ) );

		}

		function getNormalIndex( normal ) {

			var hash = normal.x.toString() + normal.y.toString() + normal.z.toString();

			if ( normalsHash[ hash ] !== undefined ) {

				return normalsHash[ hash ];

			}

			normalsHash[ hash ] = normals.length / 3;
			normals.push( normal.x, normal.y, normal.z );

			return normalsHash[ hash ];

		}

		function getColorIndex( color ) {

			var hash = color.r.toString() + color.g.toString() + color.b.toString();

			if ( colorsHash[ hash ] !== undefined ) {

				return colorsHash[ hash ];

			}

			colorsHash[ hash ] = colors.length;
			colors.push( color.getHex() );

			return colorsHash[ hash ];

		}

		function getUvIndex( uv ) {

			var hash = uv.x.toString() + uv.y.toString();

			if ( uvsHash[ hash ] !== undefined ) {

				return uvsHash[ hash ];

			}

			uvsHash[ hash ] = uvs.length / 2;
			uvs.push( uv.x, uv.y );

			return uvsHash[ hash ];

		}

		data.data = {};

		data.data.vertices = vertices;
		data.data.normals = normals;
		if ( colors.length > 0 ) data.data.colors = colors;
		if ( uvs.length > 0 ) data.data.uvs = [ uvs ]; // temporal backward compatibility
		data.data.faces = faces;

		return data;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		this.vertices = [];
		this.faces = [];
		this.faceVertexUvs = [ [] ];

		var vertices = source.vertices;

		for ( var i = 0, il = vertices.length; i < il; i ++ ) {

			this.vertices.push( vertices[ i ].clone() );

		}

		var faces = source.faces;

		for ( var i = 0, il = faces.length; i < il; i ++ ) {

			this.faces.push( faces[ i ].clone() );

		}

		for ( var i = 0, il = source.faceVertexUvs.length; i < il; i ++ ) {

			var faceVertexUvs = source.faceVertexUvs[ i ];

			if ( this.faceVertexUvs[ i ] === undefined ) {

				this.faceVertexUvs[ i ] = [];

			}

			for ( var j = 0, jl = faceVertexUvs.length; j < jl; j ++ ) {

				var uvs = faceVertexUvs[ j ], uvsCopy = [];

				for ( var k = 0, kl = uvs.length; k < kl; k ++ ) {

					var uv = uvs[ k ];

					uvsCopy.push( uv.clone() );

				}

				this.faceVertexUvs[ i ].push( uvsCopy );

			}

		}

		return this;

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	}

};

THREE.EventDispatcher.prototype.apply( THREE.Geometry.prototype );

THREE.GeometryIdCount = 0;

// File:src/core/DirectGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.DirectGeometry = function () {

	Object.defineProperty( this, 'id', { value: THREE.GeometryIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.type = 'DirectGeometry';

	this.indices = [];
	this.vertices = [];
	this.normals = [];
	this.colors = [];
	this.uvs = [];
	this.uvs2 = [];

	this.groups = [];

	this.morphTargets = {};

	this.skinWeights = [];
	this.skinIndices = [];

	// this.lineDistances = [];

	this.boundingBox = null;
	this.boundingSphere = null;

	// update flags

	this.verticesNeedUpdate = false;
	this.normalsNeedUpdate = false;
	this.colorsNeedUpdate = false;
	this.uvsNeedUpdate = false;
	this.groupsNeedUpdate = false;

};

THREE.DirectGeometry.prototype = {

	constructor: THREE.DirectGeometry,

	computeBoundingBox: THREE.Geometry.prototype.computeBoundingBox,
	computeBoundingSphere: THREE.Geometry.prototype.computeBoundingSphere,

	computeFaceNormals: function () {

		console.warn( 'THREE.DirectGeometry: computeFaceNormals() is not a method of this type of geometry.' );

	},

	computeVertexNormals: function () {

		console.warn( 'THREE.DirectGeometry: computeVertexNormals() is not a method of this type of geometry.' );

	},

	computeGroups: function ( geometry ) {

		var group;
		var groups = [];
		var materialIndex;

		var faces = geometry.faces;

		for ( var i = 0; i < faces.length; i ++ ) {

			var face = faces[ i ];

			// materials

			if ( face.materialIndex !== materialIndex ) {

				materialIndex = face.materialIndex;

				if ( group !== undefined ) {

					group.count = ( i * 3 ) - group.start;
					groups.push( group );

				}

				group = {
					start: i * 3,
					materialIndex: materialIndex
				};

			}

		}

		if ( group !== undefined ) {

			group.count = ( i * 3 ) - group.start;
			groups.push( group );

		}

		this.groups = groups;

	},

	fromGeometry: function ( geometry ) {

		var faces = geometry.faces;
		var vertices = geometry.vertices;
		var faceVertexUvs = geometry.faceVertexUvs;

		var hasFaceVertexUv = faceVertexUvs[ 0 ] && faceVertexUvs[ 0 ].length > 0;
		var hasFaceVertexUv2 = faceVertexUvs[ 1 ] && faceVertexUvs[ 1 ].length > 0;

		// morphs

		var morphTargets = geometry.morphTargets;
		var morphTargetsLength = morphTargets.length;

		if ( morphTargetsLength > 0 ) {

			var morphTargetsPosition = [];

			for ( var i = 0; i < morphTargetsLength; i ++ ) {

				morphTargetsPosition[ i ] = [];

			}

			this.morphTargets.position = morphTargetsPosition;

		}

		var morphNormals = geometry.morphNormals;
		var morphNormalsLength = morphNormals.length;

		if ( morphNormalsLength > 0 ) {

			var morphTargetsNormal = [];

			for ( var i = 0; i < morphNormalsLength; i ++ ) {

				morphTargetsNormal[ i ] = [];

			}

			this.morphTargets.normal = morphTargetsNormal;

		}

		// skins

		var skinIndices = geometry.skinIndices;
		var skinWeights = geometry.skinWeights;

		var hasSkinIndices = skinIndices.length === vertices.length;
		var hasSkinWeights = skinWeights.length === vertices.length;

		//

		for ( var i = 0; i < faces.length; i ++ ) {

			var face = faces[ i ];

			this.vertices.push( vertices[ face.a ], vertices[ face.b ], vertices[ face.c ] );

			var vertexNormals = face.vertexNormals;

			if ( vertexNormals.length === 3 ) {

				this.normals.push( vertexNormals[ 0 ], vertexNormals[ 1 ], vertexNormals[ 2 ] );

			} else {

				var normal = face.normal;

				this.normals.push( normal, normal, normal );

			}

			var vertexColors = face.vertexColors;

			if ( vertexColors.length === 3 ) {

				this.colors.push( vertexColors[ 0 ], vertexColors[ 1 ], vertexColors[ 2 ] );

			} else {

				var color = face.color;

				this.colors.push( color, color, color );

			}

			if ( hasFaceVertexUv === true ) {

				var vertexUvs = faceVertexUvs[ 0 ][ i ];

				if ( vertexUvs !== undefined ) {

					this.uvs.push( vertexUvs[ 0 ], vertexUvs[ 1 ], vertexUvs[ 2 ] );

				} else {

					console.warn( 'THREE.DirectGeometry.fromGeometry(): Undefined vertexUv ', i );

					this.uvs.push( new THREE.Vector2(), new THREE.Vector2(), new THREE.Vector2() );

				}

			}

			if ( hasFaceVertexUv2 === true ) {

				var vertexUvs = faceVertexUvs[ 1 ][ i ];

				if ( vertexUvs !== undefined ) {

					this.uvs2.push( vertexUvs[ 0 ], vertexUvs[ 1 ], vertexUvs[ 2 ] );

				} else {

					console.warn( 'THREE.DirectGeometry.fromGeometry(): Undefined vertexUv2 ', i );

					this.uvs2.push( new THREE.Vector2(), new THREE.Vector2(), new THREE.Vector2() );

				}

			}

			// morphs

			for ( var j = 0; j < morphTargetsLength; j ++ ) {

				var morphTarget = morphTargets[ j ].vertices;

				morphTargetsPosition[ j ].push( morphTarget[ face.a ], morphTarget[ face.b ], morphTarget[ face.c ] );

			}

			for ( var j = 0; j < morphNormalsLength; j ++ ) {

				var morphNormal = morphNormals[ j ].vertexNormals[ i ];

				morphTargetsNormal[ j ].push( morphNormal.a, morphNormal.b, morphNormal.c );

			}

			// skins

			if ( hasSkinIndices ) {

				this.skinIndices.push( skinIndices[ face.a ], skinIndices[ face.b ], skinIndices[ face.c ] );

			}

			if ( hasSkinWeights ) {

				this.skinWeights.push( skinWeights[ face.a ], skinWeights[ face.b ], skinWeights[ face.c ] );

			}

		}

		this.computeGroups( geometry );

		this.verticesNeedUpdate = geometry.verticesNeedUpdate;
		this.normalsNeedUpdate = geometry.normalsNeedUpdate;
		this.colorsNeedUpdate = geometry.colorsNeedUpdate;
		this.uvsNeedUpdate = geometry.uvsNeedUpdate;
		this.groupsNeedUpdate = geometry.groupsNeedUpdate;

		return this;

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	}

};

THREE.EventDispatcher.prototype.apply( THREE.DirectGeometry.prototype );

// File:src/core/BufferGeometry.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.BufferGeometry = function () {

	Object.defineProperty( this, 'id', { value: THREE.GeometryIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.type = 'BufferGeometry';

	this.index = null;
	this.attributes = {};

	this.morphAttributes = {};

	this.groups = [];

	this.boundingBox = null;
	this.boundingSphere = null;

	this.drawRange = { start: 0, count: Infinity };

};

THREE.BufferGeometry.prototype = {

	constructor: THREE.BufferGeometry,

	addIndex: function ( index ) {

		console.warn( 'THREE.BufferGeometry: .addIndex() has been renamed to .setIndex().' );
		this.setIndex( index );

	},

	getIndex: function () {

		return this.index;

	},

	setIndex: function ( index ) {

		this.index = index;

	},

	addAttribute: function ( name, attribute ) {

		if ( attribute instanceof THREE.BufferAttribute === false && attribute instanceof THREE.InterleavedBufferAttribute === false ) {

			console.warn( 'THREE.BufferGeometry: .addAttribute() now expects ( name, attribute ).' );

			this.addAttribute( name, new THREE.BufferAttribute( arguments[ 1 ], arguments[ 2 ] ) );

			return;

		}

		if ( name === 'index' ) {

			console.warn( 'THREE.BufferGeometry.addAttribute: Use .setIndex() for index attribute.' );
			this.setIndex( attribute );

			return;

		}

		this.attributes[ name ] = attribute;

	},

	getAttribute: function ( name ) {

		return this.attributes[ name ];

	},

	removeAttribute: function ( name ) {

		delete this.attributes[ name ];

	},

	get drawcalls() {

		console.error( 'THREE.BufferGeometry: .drawcalls has been renamed to .groups.' );
		return this.groups;

	},

	get offsets() {

		console.warn( 'THREE.BufferGeometry: .offsets has been renamed to .groups.' );
		return this.groups;

	},

	addDrawCall: function ( start, count, indexOffset ) {

		if ( indexOffset !== undefined ) {

			console.warn( 'THREE.BufferGeometry: .addDrawCall() no longer supports indexOffset.' );

		}

		console.warn( 'THREE.BufferGeometry: .addDrawCall() is now .addGroup().' );
		this.addGroup( start, count );

	},

	clearDrawCalls: function () {

		console.warn( 'THREE.BufferGeometry: .clearDrawCalls() is now .clearGroups().' );
		this.clearGroups();

	},

	addGroup: function ( start, count, materialIndex ) {

		this.groups.push( {

			start: start,
			count: count,
			materialIndex: materialIndex !== undefined ? materialIndex : 0

		} );

	},

	clearGroups: function () {

		this.groups = [];

	},

	setDrawRange: function ( start, count ) {

		this.drawRange.start = start;
		this.drawRange.count = count;

	},

	applyMatrix: function ( matrix ) {

		var position = this.attributes.position;

		if ( position !== undefined ) {

			matrix.applyToVector3Array( position.array );
			position.needsUpdate = true;

		}

		var normal = this.attributes.normal;

		if ( normal !== undefined ) {

			var normalMatrix = new THREE.Matrix3().getNormalMatrix( matrix );

			normalMatrix.applyToVector3Array( normal.array );
			normal.needsUpdate = true;

		}

		if ( this.boundingBox !== null ) {

			this.computeBoundingBox();

		}

		if ( this.boundingSphere !== null ) {

			this.computeBoundingSphere();

		}

	},

	rotateX: function () {

		// rotate geometry around world x-axis

		var m1;

		return function rotateX( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationX( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	rotateY: function () {

		// rotate geometry around world y-axis

		var m1;

		return function rotateY( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationY( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	rotateZ: function () {

		// rotate geometry around world z-axis

		var m1;

		return function rotateZ( angle ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeRotationZ( angle );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	translate: function () {

		// translate geometry

		var m1;

		return function translate( x, y, z ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeTranslation( x, y, z );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	scale: function () {

		// scale geometry

		var m1;

		return function scale( x, y, z ) {

			if ( m1 === undefined ) m1 = new THREE.Matrix4();

			m1.makeScale( x, y, z );

			this.applyMatrix( m1 );

			return this;

		};

	}(),

	lookAt: function () {

		var obj;

		return function lookAt( vector ) {

			if ( obj === undefined ) obj = new THREE.Object3D();

			obj.lookAt( vector );

			obj.updateMatrix();

			this.applyMatrix( obj.matrix );

		};

	}(),

	center: function () {

		this.computeBoundingBox();

		var offset = this.boundingBox.center().negate();

		this.translate( offset.x, offset.y, offset.z );

		return offset;

	},

	setFromObject: function ( object ) {

		// console.log( 'THREE.BufferGeometry.setFromObject(). Converting', object, this );

		var geometry = object.geometry;

		if ( object instanceof THREE.Points || object instanceof THREE.Line ) {

			var positions = new THREE.Float32Attribute( geometry.vertices.length * 3, 3 );
			var colors = new THREE.Float32Attribute( geometry.colors.length * 3, 3 );

			this.addAttribute( 'position', positions.copyVector3sArray( geometry.vertices ) );
			this.addAttribute( 'color', colors.copyColorsArray( geometry.colors ) );

			if ( geometry.lineDistances && geometry.lineDistances.length === geometry.vertices.length ) {

				var lineDistances = new THREE.Float32Attribute( geometry.lineDistances.length, 1 );

				this.addAttribute( 'lineDistance', lineDistances.copyArray( geometry.lineDistances ) );

			}

			if ( geometry.boundingSphere !== null ) {

				this.boundingSphere = geometry.boundingSphere.clone();

			}

			if ( geometry.boundingBox !== null ) {

				this.boundingBox = geometry.boundingBox.clone();

			}

		} else if ( object instanceof THREE.Mesh ) {

			if ( geometry instanceof THREE.Geometry ) {

				this.fromGeometry( geometry );

			}

		}

		return this;

	},

	updateFromObject: function ( object ) {

		var geometry = object.geometry;

		if ( object instanceof THREE.Mesh ) {

			var direct = geometry.__directGeometry;

			if ( direct === undefined ) {

				return this.fromGeometry( geometry );

			}

			direct.verticesNeedUpdate = geometry.verticesNeedUpdate;
			direct.normalsNeedUpdate = geometry.normalsNeedUpdate;
			direct.colorsNeedUpdate = geometry.colorsNeedUpdate;
			direct.uvsNeedUpdate = geometry.uvsNeedUpdate;
			direct.groupsNeedUpdate = geometry.groupsNeedUpdate;

			geometry.verticesNeedUpdate = false;
			geometry.normalsNeedUpdate = false;
			geometry.colorsNeedUpdate = false;
			geometry.uvsNeedUpdate = false;
			geometry.groupsNeedUpdate = false;

			geometry = direct;

		}

		if ( geometry.verticesNeedUpdate === true ) {

			var attribute = this.attributes.position;

			if ( attribute !== undefined ) {

				attribute.copyVector3sArray( geometry.vertices );
				attribute.needsUpdate = true;

			}

			geometry.verticesNeedUpdate = false;

		}

		if ( geometry.normalsNeedUpdate === true ) {

			var attribute = this.attributes.normal;

			if ( attribute !== undefined ) {

				attribute.copyVector3sArray( geometry.normals );
				attribute.needsUpdate = true;

			}

			geometry.normalsNeedUpdate = false;

		}

		if ( geometry.colorsNeedUpdate === true ) {

			var attribute = this.attributes.color;

			if ( attribute !== undefined ) {

				attribute.copyColorsArray( geometry.colors );
				attribute.needsUpdate = true;

			}

			geometry.colorsNeedUpdate = false;

		}

		if ( geometry.uvsNeedUpdate ) {

				var attribute = this.attributes.uv;

				if ( attribute !== undefined ) {

						attribute.copyVector2sArray( geometry.uvs );
						attribute.needsUpdate = true;

				}

				geometry.uvsNeedUpdate = false;

		}

		if ( geometry.lineDistancesNeedUpdate ) {

			var attribute = this.attributes.lineDistance;

			if ( attribute !== undefined ) {

				attribute.copyArray( geometry.lineDistances );
				attribute.needsUpdate = true;

			}

			geometry.lineDistancesNeedUpdate = false;

		}

		if ( geometry.groupsNeedUpdate ) {

			geometry.computeGroups( object.geometry );
			this.groups = geometry.groups;

			geometry.groupsNeedUpdate = false;

		}

		return this;

	},

	fromGeometry: function ( geometry ) {

		geometry.__directGeometry = new THREE.DirectGeometry().fromGeometry( geometry );

		return this.fromDirectGeometry( geometry.__directGeometry );

	},

	fromDirectGeometry: function ( geometry ) {

		var positions = new Float32Array( geometry.vertices.length * 3 );
		this.addAttribute( 'position', new THREE.BufferAttribute( positions, 3 ).copyVector3sArray( geometry.vertices ) );

		if ( geometry.normals.length > 0 ) {

			var normals = new Float32Array( geometry.normals.length * 3 );
			this.addAttribute( 'normal', new THREE.BufferAttribute( normals, 3 ).copyVector3sArray( geometry.normals ) );

		}

		if ( geometry.colors.length > 0 ) {

			var colors = new Float32Array( geometry.colors.length * 3 );
			this.addAttribute( 'color', new THREE.BufferAttribute( colors, 3 ).copyColorsArray( geometry.colors ) );

		}

		if ( geometry.uvs.length > 0 ) {

			var uvs = new Float32Array( geometry.uvs.length * 2 );
			this.addAttribute( 'uv', new THREE.BufferAttribute( uvs, 2 ).copyVector2sArray( geometry.uvs ) );

		}

		if ( geometry.uvs2.length > 0 ) {

			var uvs2 = new Float32Array( geometry.uvs2.length * 2 );
			this.addAttribute( 'uv2', new THREE.BufferAttribute( uvs2, 2 ).copyVector2sArray( geometry.uvs2 ) );

		}

		if ( geometry.indices.length > 0 ) {

			var TypeArray = geometry.vertices.length > 65535 ? Uint32Array : Uint16Array;
			var indices = new TypeArray( geometry.indices.length * 3 );
			this.setIndex( new THREE.BufferAttribute( indices, 1 ).copyIndicesArray( geometry.indices ) );

		}

		// groups

		this.groups = geometry.groups;

		// morphs

		for ( var name in geometry.morphTargets ) {

			var array = [];
			var morphTargets = geometry.morphTargets[ name ];

			for ( var i = 0, l = morphTargets.length; i < l; i ++ ) {

				var morphTarget = morphTargets[ i ];

				var attribute = new THREE.Float32Attribute( morphTarget.length * 3, 3 );

				array.push( attribute.copyVector3sArray( morphTarget ) );

			}

			this.morphAttributes[ name ] = array;

		}

		// skinning

		if ( geometry.skinIndices.length > 0 ) {

			var skinIndices = new THREE.Float32Attribute( geometry.skinIndices.length * 4, 4 );
			this.addAttribute( 'skinIndex', skinIndices.copyVector4sArray( geometry.skinIndices ) );

		}

		if ( geometry.skinWeights.length > 0 ) {

			var skinWeights = new THREE.Float32Attribute( geometry.skinWeights.length * 4, 4 );
			this.addAttribute( 'skinWeight', skinWeights.copyVector4sArray( geometry.skinWeights ) );

		}

		//

		if ( geometry.boundingSphere !== null ) {

			this.boundingSphere = geometry.boundingSphere.clone();

		}

		if ( geometry.boundingBox !== null ) {

			this.boundingBox = geometry.boundingBox.clone();

		}

		return this;

	},

	computeBoundingBox: function () {

		var vector = new THREE.Vector3();

		return function () {

			if ( this.boundingBox === null ) {

				this.boundingBox = new THREE.Box3();

			}

			var positions = this.attributes.position.array;

			if ( positions ) {

				var bb = this.boundingBox;
				bb.makeEmpty();

				for ( var i = 0, il = positions.length; i < il; i += 3 ) {

					vector.fromArray( positions, i );
					bb.expandByPoint( vector );

				}

			}

			if ( positions === undefined || positions.length === 0 ) {

				this.boundingBox.min.set( 0, 0, 0 );
				this.boundingBox.max.set( 0, 0, 0 );

			}

			if ( isNaN( this.boundingBox.min.x ) || isNaN( this.boundingBox.min.y ) || isNaN( this.boundingBox.min.z ) ) {

				console.error( 'THREE.BufferGeometry.computeBoundingBox: Computed min/max have NaN values. The "position" attribute is likely to have NaN values.', this );

			}

		};

	}(),

	computeBoundingSphere: function () {

		var box = new THREE.Box3();
		var vector = new THREE.Vector3();

		return function () {

			if ( this.boundingSphere === null ) {

				this.boundingSphere = new THREE.Sphere();

			}

			var positions = this.attributes.position.array;

			if ( positions ) {

				box.makeEmpty();

				var center = this.boundingSphere.center;

				for ( var i = 0, il = positions.length; i < il; i += 3 ) {

					vector.fromArray( positions, i );
					box.expandByPoint( vector );

				}

				box.center( center );

				// hoping to find a boundingSphere with a radius smaller than the
				// boundingSphere of the boundingBox: sqrt(3) smaller in the best case

				var maxRadiusSq = 0;

				for ( var i = 0, il = positions.length; i < il; i += 3 ) {

					vector.fromArray( positions, i );
					maxRadiusSq = Math.max( maxRadiusSq, center.distanceToSquared( vector ) );

				}

				this.boundingSphere.radius = Math.sqrt( maxRadiusSq );

				if ( isNaN( this.boundingSphere.radius ) ) {

					console.error( 'THREE.BufferGeometry.computeBoundingSphere(): Computed radius is NaN. The "position" attribute is likely to have NaN values.', this );

				}

			}

		};

	}(),

	computeFaceNormals: function () {

		// backwards compatibility

	},

	computeVertexNormals: function () {

		var index = this.index;
		var attributes = this.attributes;
		var groups = this.groups;

		if ( attributes.position ) {

			var positions = attributes.position.array;

			if ( attributes.normal === undefined ) {

				this.addAttribute( 'normal', new THREE.BufferAttribute( new Float32Array( positions.length ), 3 ) );

			} else {

				// reset existing normals to zero

				var normals = attributes.normal.array;

				for ( var i = 0, il = normals.length; i < il; i ++ ) {

					normals[ i ] = 0;

				}

			}

			var normals = attributes.normal.array;

			var vA, vB, vC,

			pA = new THREE.Vector3(),
			pB = new THREE.Vector3(),
			pC = new THREE.Vector3(),

			cb = new THREE.Vector3(),
			ab = new THREE.Vector3();

			// indexed elements

			if ( index ) {

				var indices = index.array;

				if ( groups.length === 0 ) {

					this.addGroup( 0, indices.length );

				}

				for ( var j = 0, jl = groups.length; j < jl; ++ j ) {

					var group = groups[ j ];

					var start = group.start;
					var count = group.count;

					for ( var i = start, il = start + count; i < il; i += 3 ) {

						vA = indices[ i + 0 ] * 3;
						vB = indices[ i + 1 ] * 3;
						vC = indices[ i + 2 ] * 3;

						pA.fromArray( positions, vA );
						pB.fromArray( positions, vB );
						pC.fromArray( positions, vC );

						cb.subVectors( pC, pB );
						ab.subVectors( pA, pB );
						cb.cross( ab );

						normals[ vA ] += cb.x;
						normals[ vA + 1 ] += cb.y;
						normals[ vA + 2 ] += cb.z;

						normals[ vB ] += cb.x;
						normals[ vB + 1 ] += cb.y;
						normals[ vB + 2 ] += cb.z;

						normals[ vC ] += cb.x;
						normals[ vC + 1 ] += cb.y;
						normals[ vC + 2 ] += cb.z;

					}

				}

			} else {

				// non-indexed elements (unconnected triangle soup)

				for ( var i = 0, il = positions.length; i < il; i += 9 ) {

					pA.fromArray( positions, i );
					pB.fromArray( positions, i + 3 );
					pC.fromArray( positions, i + 6 );

					cb.subVectors( pC, pB );
					ab.subVectors( pA, pB );
					cb.cross( ab );

					normals[ i ] = cb.x;
					normals[ i + 1 ] = cb.y;
					normals[ i + 2 ] = cb.z;

					normals[ i + 3 ] = cb.x;
					normals[ i + 4 ] = cb.y;
					normals[ i + 5 ] = cb.z;

					normals[ i + 6 ] = cb.x;
					normals[ i + 7 ] = cb.y;
					normals[ i + 8 ] = cb.z;

				}

			}

			this.normalizeNormals();

			attributes.normal.needsUpdate = true;

		}

	},

	computeTangents: function () {

		console.warn( 'THREE.BufferGeometry: .computeTangents() has been removed.' );

	},

	computeOffsets: function ( size ) {

		console.warn( 'THREE.BufferGeometry: .computeOffsets() has been removed.')

	},

	merge: function ( geometry, offset ) {

		if ( geometry instanceof THREE.BufferGeometry === false ) {

			console.error( 'THREE.BufferGeometry.merge(): geometry not an instance of THREE.BufferGeometry.', geometry );
			return;

		}

		if ( offset === undefined ) offset = 0;

		var attributes = this.attributes;

		for ( var key in attributes ) {

			if ( geometry.attributes[ key ] === undefined ) continue;

			var attribute1 = attributes[ key ];
			var attributeArray1 = attribute1.array;

			var attribute2 = geometry.attributes[ key ];
			var attributeArray2 = attribute2.array;

			var attributeSize = attribute2.itemSize;

			for ( var i = 0, j = attributeSize * offset; i < attributeArray2.length; i ++, j ++ ) {

				attributeArray1[ j ] = attributeArray2[ i ];

			}

		}

		return this;

	},

	normalizeNormals: function () {

		var normals = this.attributes.normal.array;

		var x, y, z, n;

		for ( var i = 0, il = normals.length; i < il; i += 3 ) {

			x = normals[ i ];
			y = normals[ i + 1 ];
			z = normals[ i + 2 ];

			n = 1.0 / Math.sqrt( x * x + y * y + z * z );

			normals[ i ] *= n;
			normals[ i + 1 ] *= n;
			normals[ i + 2 ] *= n;

		}

	},

	toJSON: function () {

		var data = {
			metadata: {
				version: 4.4,
				type: 'BufferGeometry',
				generator: 'BufferGeometry.toJSON'
			}
		};

		// standard BufferGeometry serialization

		data.uuid = this.uuid;
		data.type = this.type;
		if ( this.name !== '' ) data.name = this.name;

		if ( this.parameters !== undefined ) {

			var parameters = this.parameters;

			for ( var key in parameters ) {

				if ( parameters[ key ] !== undefined ) data[ key ] = parameters[ key ];

			}

			return data;

		}

		data.data = { attributes: {} };

		var index = this.index;

		if ( index !== null ) {

			var array = Array.prototype.slice.call( index.array );

			data.data.index = {
				type: index.array.constructor.name,
				array: array
			};

		}

		var attributes = this.attributes;

		for ( var key in attributes ) {

			var attribute = attributes[ key ];

			var array = Array.prototype.slice.call( attribute.array );

			data.data.attributes[ key ] = {
				itemSize: attribute.itemSize,
				type: attribute.array.constructor.name,
				array: array
			};

		}

		var groups = this.groups;

		if ( groups.length > 0 ) {

			data.data.groups = JSON.parse( JSON.stringify( groups ) );

		}

		var boundingSphere = this.boundingSphere;

		if ( boundingSphere !== null ) {

			data.data.boundingSphere = {
				center: boundingSphere.center.toArray(),
				radius: boundingSphere.radius
			};

		}

		return data;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		var index = source.index;

		if ( index !== null ) {

			this.setIndex( index.clone() );

		}

		var attributes = source.attributes;

		for ( var name in attributes ) {

			var attribute = attributes[ name ];
			this.addAttribute( name, attribute.clone() );

		}

		var groups = source.groups;

		for ( var i = 0, l = groups.length; i < l; i ++ ) {

			var group = groups[ i ];
			this.addGroup( group.start, group.count );

		}

		return this;

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	}

};

THREE.EventDispatcher.prototype.apply( THREE.BufferGeometry.prototype );

THREE.BufferGeometry.MaxIndex = 65535;

// File:src/core/InstancedBufferGeometry.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.InstancedBufferGeometry = function () {

	THREE.BufferGeometry.call( this );

	this.type = 'InstancedBufferGeometry';
	this.maxInstancedCount = undefined;

};

THREE.InstancedBufferGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.InstancedBufferGeometry.prototype.constructor = THREE.InstancedBufferGeometry;

THREE.InstancedBufferGeometry.prototype.addGroup = function ( start, count, instances ) {

	this.groups.push( {

		start: start,
		count: count,
		instances: instances

	} );

};

THREE.InstancedBufferGeometry.prototype.copy = function ( source ) {

	var index = source.index;

	if ( index !== null ) {

		this.setIndex( index.clone() );

	}

	var attributes = source.attributes;

	for ( var name in attributes ) {

		var attribute = attributes[ name ];
		this.addAttribute( name, attribute.clone() );

	}

	var groups = source.groups;

	for ( var i = 0, l = groups.length; i < l; i ++ ) {

		var group = groups[ i ];
		this.addGroup( group.start, group.count, group.instances );

	}

	return this;

};

THREE.EventDispatcher.prototype.apply( THREE.InstancedBufferGeometry.prototype );

// File:src/animation/AnimationAction.js

/**
 *
 * A clip that has been explicitly scheduled.
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.AnimationAction = function ( clip, startTime, timeScale, weight, loop ) {

	if ( clip === undefined ) throw new Error( 'clip is null' );
	this.clip = clip;
	this.localRoot = null;
	this.startTime = startTime || 0;
	this.timeScale = timeScale || 1;
	this.weight = weight || 1;
	this.loop = loop || THREE.LoopRepeat;
	this.loopCount = 0;
	this.enabled = true;	// allow for easy disabling of the action.

	this.actionTime = - this.startTime;
	this.clipTime = 0;

	this.propertyBindings = [];
};

/*
THREE.LoopOnce = 2200;
THREE.LoopRepeat = 2201;
THREE.LoopPingPing = 2202;
*/

THREE.AnimationAction.prototype = {

	constructor: THREE.AnimationAction,

	setLocalRoot: function( localRoot ) {

		this.localRoot = localRoot;

		return this;

	},

	updateTime: function( clipDeltaTime ) {

		var previousClipTime = this.clipTime;
   		var previousLoopCount = this.loopCount;
   		var previousActionTime = this.actionTime;

		var duration = this.clip.duration;

		this.actionTime = this.actionTime + clipDeltaTime;

		if ( this.loop === THREE.LoopOnce ) {

			this.loopCount = 0;
			this.clipTime = Math.min( Math.max( this.actionTime, 0 ), duration );

			// if time is changed since last time, see if we have hit a start/end limit
			if ( this.clipTime !== previousClipTime ) {

				if ( this.clipTime === duration ) {

					this.mixer.dispatchEvent( { type: 'finished', action: this, direction: 1 } );

				} else if ( this.clipTime === 0 ) {

					this.mixer.dispatchEvent( { type: 'finished', action: this, direction: -1 } );

				}

			}


			return this.clipTime;

		}

		this.loopCount = Math.floor( this.actionTime / duration );

		var newClipTime = this.actionTime - this.loopCount * duration;
		newClipTime = newClipTime % duration;

		// if we are ping pong looping, ensure that we go backwards when appropriate
		if ( this.loop == THREE.LoopPingPong ) {

			if ( Math.abs( this.loopCount % 2 ) === 1 ) {

				newClipTime = duration - newClipTime;

			}

		}

		this.clipTime = newClipTime;

		if ( this.loopCount !== previousLoopCount ) {

   			this.mixer.dispatchEvent( { type: 'loop', action: this, loopDelta: ( this.loopCount - this.loopCount ) } );

   		}

	   	return this.clipTime;

	},

	syncWith: function( action ) {

		this.actionTime = action.actionTime;
		this.timeScale = action.timeScale;

		return this;
	},

	warpToDuration: function( duration ) {

		this.timeScale = this.clip.duration / duration;

		return this;
	},

	init: function( time ) {

		this.clipTime = time - this.startTime;

		return this;

	},

	update: function( clipDeltaTime ) {

		this.updateTime( clipDeltaTime );

		var clipResults = this.clip.getAt( this.clipTime );

		return clipResults;

	},

	getTimeScaleAt: function( time ) {

		if ( this.timeScale.getAt ) {
			// pass in time, not clip time, allows for fadein/fadeout across multiple loops of the clip
			return this.timeScale.getAt( time );

		}

		return this.timeScale;

	},

	getWeightAt: function( time ) {

		if ( this.weight.getAt ) {
			// pass in time, not clip time, allows for fadein/fadeout across multiple loops of the clip
			return this.weight.getAt( time );

		}

		return this.weight;

	}

};

// File:src/animation/AnimationClip.js

/**
 *
 * Reusable set of Tracks that represent an animation.
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.AnimationClip = function ( name, duration, tracks ) {

	this.name = name;
	this.tracks = tracks;
	this.duration = ( duration !== undefined ) ? duration : -1;

	// this means it should figure out its duration by scanning the tracks
	if ( this.duration < 0 ) {
		for ( var i = 0; i < this.tracks.length; i ++ ) {
			var track = this.tracks[i];
			this.duration = Math.max( track.keys[ track.keys.length - 1 ].time );
		}
	}

	// maybe only do these on demand, as doing them here could potentially slow down loading
	// but leaving these here during development as this ensures a lot of testing of these functions
	this.trim();
	this.optimize();

	this.results = [];

};

THREE.AnimationClip.prototype = {

	constructor: THREE.AnimationClip,

	getAt: function( clipTime ) {

		clipTime = Math.max( 0, Math.min( clipTime, this.duration ) );

		for ( var i = 0; i < this.tracks.length; i ++ ) {

			var track = this.tracks[ i ];

			this.results[ i ] = track.getAt( clipTime );

		}

		return this.results;
	},

	trim: function() {

		for ( var i = 0; i < this.tracks.length; i ++ ) {

			this.tracks[ i ].trim( 0, this.duration );

		}

		return this;

	},

	optimize: function() {

		for ( var i = 0; i < this.tracks.length; i ++ ) {

			this.tracks[ i ].optimize();

		}

		return this;

	}

};


THREE.AnimationClip.CreateFromMorphTargetSequence = function( name, morphTargetSequence, fps ) {


	var numMorphTargets = morphTargetSequence.length;
	var tracks = [];

	for ( var i = 0; i < numMorphTargets; i ++ ) {

		var keys = [];

		keys.push( { time: ( i + numMorphTargets - 1 ) % numMorphTargets, value: 0 } );
		keys.push( { time: i, value: 1 } );
		keys.push( { time: ( i + 1 ) % numMorphTargets, value: 0 } );

		keys.sort( THREE.KeyframeTrack.keyComparer );

		// if there is a key at the first frame, duplicate it as the last frame as well for perfect loop.
		if ( keys[0].time === 0 ) {
			keys.push( {
				time: numMorphTargets,
				value: keys[0].value
			});
		}

		tracks.push( new THREE.NumberKeyframeTrack( '.morphTargetInfluences[' + morphTargetSequence[i].name + ']', keys ).scale( 1.0 / fps ) );
	}

	return new THREE.AnimationClip( name, -1, tracks );

};

THREE.AnimationClip.findByName = function( clipArray, name ) {

	for ( var i = 0; i < clipArray.length; i ++ ) {

		if ( clipArray[i].name === name ) {

			return clipArray[i];

		}
	}

	return null;

};

THREE.AnimationClip.CreateClipsFromMorphTargetSequences = function( morphTargets, fps ) {

	var animationToMorphTargets = {};

	// tested with https://regex101.com/ on trick sequences such flamingo_flyA_003, flamingo_run1_003, crdeath0059
	var pattern = /^([\w-]*?)([\d]+)$/;

	// sort morph target names into animation groups based patterns like Walk_001, Walk_002, Run_001, Run_002
	for ( var i = 0, il = morphTargets.length; i < il; i ++ ) {

		var morphTarget = morphTargets[ i ];
		var parts = morphTarget.name.match( pattern );

		if ( parts && parts.length > 1 ) {

			var name = parts[ 1 ];

			var animationMorphTargets = animationToMorphTargets[ name ];
			if ( ! animationMorphTargets ) {
				animationToMorphTargets[ name ] = animationMorphTargets = [];
			}

			animationMorphTargets.push( morphTarget );

		}

	}

	var clips = [];

	for ( var name in animationToMorphTargets ) {

		clips.push( THREE.AnimationClip.CreateFromMorphTargetSequence( name, animationToMorphTargets[ name ], fps ) );
	}

	return clips;

};

// parse the standard JSON format for clips
THREE.AnimationClip.parse = function( json ) {

	var tracks = [];

	for ( var i = 0; i < json.tracks.length; i ++ ) {

		tracks.push( THREE.KeyframeTrack.parse( json.tracks[i] ).scale( 1.0 / json.fps ) );

	}

	return new THREE.AnimationClip( json.name, json.duration, tracks );

};


// parse the animation.hierarchy format
THREE.AnimationClip.parseAnimation = function( animation, bones, nodeName ) {

	if ( ! animation ) {
		console.error( "  no animation in JSONLoader data" );
		return null;
	}

	var convertTrack = function( trackName, animationKeys, propertyName, trackType, animationKeyToValueFunc ) {

		var keys = [];

		for ( var k = 0; k < animationKeys.length; k ++ ) {

			var animationKey = animationKeys[k];

			if ( animationKey[propertyName] !== undefined ) {

				keys.push( { time: animationKey.time, value: animationKeyToValueFunc( animationKey ) } );
			}

		}

		// only return track if there are actually keys.
		if ( keys.length > 0 ) {

			return new trackType( trackName, keys );

		}

		return null;

	};

	var tracks = [];

	var clipName = animation.name || 'default';
	var duration = animation.length || -1; // automatic length determination in AnimationClip.
	var fps = animation.fps || 30;

	var hierarchyTracks = animation.hierarchy || [];

	for ( var h = 0; h < hierarchyTracks.length; h ++ ) {

		var animationKeys = hierarchyTracks[ h ].keys;

		// skip empty tracks
		if ( ! animationKeys || animationKeys.length == 0 ) {
			continue;
		}

		// process morph targets in a way exactly compatible with AnimationHandler.init( animation )
		if ( animationKeys[0].morphTargets ) {

			// figure out all morph targets used in this track
			var morphTargetNames = {};
			for ( var k = 0; k < animationKeys.length; k ++ ) {

				if ( animationKeys[k].morphTargets ) {
					for ( var m = 0; m < animationKeys[k].morphTargets.length; m ++ ) {

						morphTargetNames[ animationKeys[k].morphTargets[m] ] = -1;
					}
				}

			}

			// create a track for each morph target with all zero morphTargetInfluences except for the keys in which the morphTarget is named.
			for ( var morphTargetName in morphTargetNames ) {

				var keys = [];

				for ( var m = 0; m < animationKeys[k].morphTargets.length; m ++ ) {

					var animationKey = animationKeys[k];

					keys.push( {
							time: animationKey.time,
							value: (( animationKey.morphTarget === morphTargetName ) ? 1 : 0 )
						});

				}

				tracks.push( new THREE.NumberKeyframeTrack( nodeName + '.morphTargetInfluence[' + morphTargetName + ']', keys ) );

			}

			duration = morphTargetNames.length * ( fps || 1.0 );

		} else {

			var boneName = nodeName + '.bones[' + bones[ h ].name + ']';

			// track contains positions...
			var positionTrack = convertTrack( boneName + '.position', animationKeys, 'pos', THREE.VectorKeyframeTrack, function( animationKey ) {
					return new THREE.Vector3().fromArray( animationKey.pos )
				} );

			if ( positionTrack ) tracks.push( positionTrack );

			// track contains quaternions...
			var quaternionTrack = convertTrack( boneName + '.quaternion', animationKeys, 'rot', THREE.QuaternionKeyframeTrack, function( animationKey ) {
					if ( animationKey.rot.slerp ) {
						return animationKey.rot.clone();
					} else {
						return new THREE.Quaternion().fromArray( animationKey.rot );
					}
				} );

			if ( quaternionTrack ) tracks.push( quaternionTrack );

			// track contains quaternions...
			var scaleTrack = convertTrack( boneName + '.scale', animationKeys, 'scl', THREE.VectorKeyframeTrack, function( animationKey ) {
					return new THREE.Vector3().fromArray( animationKey.scl )
				} );

			if ( scaleTrack ) tracks.push( scaleTrack );

		}
	}

	if ( tracks.length === 0 ) {

		return null;

	}

	var clip = new THREE.AnimationClip( clipName, duration, tracks );

	return clip;

};

// File:src/animation/AnimationMixer.js

/**
 *
 * Mixes together the AnimationClips scheduled by AnimationActions and applies them to the root and subtree
 *
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.AnimationMixer = function( root ) {

	this.root = root;
	this.time = 0;
	this.timeScale = 1.0;
	this.actions = [];
	this.propertyBindingMap = {};

};

THREE.AnimationMixer.prototype = {

	constructor: THREE.AnimationMixer,

	addAction: function( action ) {

		// TODO: check for duplicate action names?  Or provide each action with a UUID?

		this.actions.push( action );
		action.init( this.time );
		action.mixer = this;

		var tracks = action.clip.tracks;

		var root = action.localRoot || this.root;

		for ( var i = 0; i < tracks.length; i ++ ) {

			var track = tracks[ i ];

			var propertyBindingKey = root.uuid + '-' + track.name;
			var propertyBinding = this.propertyBindingMap[ propertyBindingKey ];

			if ( propertyBinding === undefined ) {

				propertyBinding = new THREE.PropertyBinding( root, track.name );
				this.propertyBindingMap[ propertyBindingKey ] = propertyBinding;

			}

			// push in the same order as the tracks.
			action.propertyBindings.push( propertyBinding );

			// track usages of shared property bindings, because if we leave too many around, the mixer can get slow
			propertyBinding.referenceCount += 1;

		}

	},

	removeAllActions: function() {

		for ( var i = 0; i < this.actions.length; i ++ ) {

			this.actions[i].mixer = null;

		}

		// unbind all property bindings
		for ( var properyBindingKey in this.propertyBindingMap ) {

			this.propertyBindingMap[ properyBindingKey ].unbind();

		}

		this.actions = [];
		this.propertyBindingMap = {};

		return this;

	},

	removeAction: function( action ) {

		var index = this.actions.indexOf( action );

		if ( index !== - 1 ) {

			this.actions.splice( index, 1 );
			action.mixer = null;

		}


		// remove unused property bindings because if we leave them around the mixer can get slow
		var root = action.localRoot || this.root;
		var tracks = action.clip.tracks;

		for ( var i = 0; i < tracks.length; i ++ ) {

			var track = tracks[ i ];

			var propertyBindingKey = root.uuid + '-' + track.name;
			var propertyBinding = this.propertyBindingMap[ propertyBindingKey ];

			propertyBinding.referenceCount -= 1;

			if ( propertyBinding.referenceCount <= 0 ) {

				propertyBinding.unbind();

				delete this.propertyBindingMap[ propertyBindingKey ];

			}
		}

		return this;

	},

	// can be optimized if needed
	findActionByName: function( name ) {

		for ( var i = 0; i < this.actions.length; i ++ ) {

			if ( this.actions[i].name === name ) return this.actions[i];

		}

		return null;

	},

	play: function( action, optionalFadeInDuration ) {

		action.startTime = this.time;
		this.addAction( action );

		return this;

	},

	fadeOut: function( action, duration ) {

		var keys = [];

		keys.push( { time: this.time, value: 1 } );
		keys.push( { time: this.time + duration, value: 0 } );

		action.weight = new THREE.NumberKeyframeTrack( "weight", keys );

		return this;

	},

	fadeIn: function( action, duration ) {

		var keys = [];

		keys.push( { time: this.time, value: 0 } );
		keys.push( { time: this.time + duration, value: 1 } );

		action.weight = new THREE.NumberKeyframeTrack( "weight", keys );

		return this;

	},

	warp: function( action, startTimeScale, endTimeScale, duration ) {

		var keys = [];

		keys.push( { time: this.time, value: startTimeScale } );
		keys.push( { time: this.time + duration, value: endTimeScale } );

		action.timeScale = new THREE.NumberKeyframeTrack( "timeScale", keys );

		return this;

	},

	crossFade: function( fadeOutAction, fadeInAction, duration, warp ) {

		this.fadeOut( fadeOutAction, duration );
		this.fadeIn( fadeInAction, duration );

		if ( warp ) {

			var startEndRatio = fadeOutAction.clip.duration / fadeInAction.clip.duration;
			var endStartRatio = 1.0 / startEndRatio;

			this.warp( fadeOutAction, 1.0, startEndRatio, duration );
			this.warp( fadeInAction, endStartRatio, 1.0, duration );

		}

		return this;

	},

	update: function( deltaTime ) {

		var mixerDeltaTime = deltaTime * this.timeScale;
		this.time += mixerDeltaTime;

		for ( var i = 0; i < this.actions.length; i ++ ) {

			var action = this.actions[i];

			var weight = action.getWeightAt( this.time );

			var actionTimeScale = action.getTimeScaleAt( this.time );
			var actionDeltaTime = mixerDeltaTime * actionTimeScale;

			var actionResults = action.update( actionDeltaTime );

			if ( action.weight <= 0 || ! action.enabled ) continue;

			for ( var j = 0; j < actionResults.length; j ++ ) {

				var name = action.clip.tracks[j].name;

				action.propertyBindings[ j ].accumulate( actionResults[j], weight );

			}

		}

		// apply to nodes
		for ( var propertyBindingKey in this.propertyBindingMap ) {

			this.propertyBindingMap[ propertyBindingKey ].apply();

		}

		return this;

	}

};

THREE.EventDispatcher.prototype.apply( THREE.AnimationMixer.prototype );

// File:src/animation/AnimationUtils.js

/**
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.AnimationUtils = {

	getEqualsFunc: function( exemplarValue ) {

		if ( exemplarValue.equals ) {
			return function equals_object( a, b ) {
				return a.equals( b );
			}
		}

		return function equals_primitive( a, b ) {
			return ( a === b );
		};

	},

	clone: function( exemplarValue ) {

		var typeName = typeof exemplarValue;
		if ( typeName === "object" ) {
			if ( exemplarValue.clone ) {
				return exemplarValue.clone();
			}
			console.error( "can not figure out how to copy exemplarValue", exemplarValue );
		}

		return exemplarValue;

	},

	lerp: function( a, b, alpha, interTrack ) {

		var lerpFunc = THREE.AnimationUtils.getLerpFunc( a, interTrack );

		return lerpFunc( a, b, alpha );

	},

	lerp_object: function( a, b, alpha ) {
		return a.lerp( b, alpha );
	},

	slerp_object: function( a, b, alpha ) {
		return a.slerp( b, alpha );
	},

	lerp_number: function( a, b, alpha ) {
		return a * ( 1 - alpha ) + b * alpha;
	},

	lerp_boolean: function( a, b, alpha ) {
		return ( alpha < 0.5 ) ? a : b;
	},

	lerp_boolean_immediate: function( a, b, alpha ) {
		return a;
	},

	lerp_string: function( a, b, alpha ) {
		return ( alpha < 0.5 ) ? a : b;
	},

	lerp_string_immediate: function( a, b, alpha ) {
 		return a;
 	},

	// NOTE: this is an accumulator function that modifies the first argument (e.g. a).	This is to minimize memory alocations.
	getLerpFunc: function( exemplarValue, interTrack ) {

		if ( exemplarValue === undefined || exemplarValue === null ) throw new Error( "examplarValue is null" );

		var typeName = typeof exemplarValue;

		switch( typeName ) {

			case "object":
				if ( exemplarValue.lerp ) {
					return THREE.AnimationUtils.lerp_object;
				}

				if ( exemplarValue.slerp ) {
					return THREE.AnimationUtils.slerp_object;
				}
				break;

			case "number":
				return THREE.AnimationUtils.lerp_number;

			case "boolean":
				if ( interTrack ) {
					return THREE.AnimationUtils.lerp_boolean;
				} else {
					return THREE.AnimationUtils.lerp_boolean_immediate;
				}

			case "string":
				if ( interTrack ) {
					return THREE.AnimationUtils.lerp_string;
				} else {
					return THREE.AnimationUtils.lerp_string_immediate;
				}

		}

	}

};

// File:src/animation/KeyframeTrack.js

/**
 *
 * A Track that returns a keyframe interpolated value, currently linearly interpolated
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.KeyframeTrack = function ( name, keys ) {

	if ( name === undefined ) throw new Error( "track name is undefined" );
	if ( keys === undefined || keys.length === 0 ) throw new Error( "no keys in track named " + name );

	this.name = name;
	this.keys = keys;	// time in seconds, value as value

	// the index of the last result, used as a starting point for local search.
	this.lastIndex = 0;

	this.validate();
	this.optimize();

};

THREE.KeyframeTrack.prototype = {

	constructor: THREE.KeyframeTrack,

	getAt: function( time ) {


		// this can not go higher than this.keys.length.
		while( ( this.lastIndex < this.keys.length ) && ( time >= this.keys[this.lastIndex].time ) ) {
			this.lastIndex ++;
		};

		// this can not go lower than 0.
		while( ( this.lastIndex > 0 ) && ( time < this.keys[this.lastIndex - 1].time ) ) {
			this.lastIndex --;
		}

		if ( this.lastIndex >= this.keys.length ) {

			this.setResult( this.keys[ this.keys.length - 1 ].value );

			return this.result;

		}

		if ( this.lastIndex === 0 ) {

			this.setResult( this.keys[ 0 ].value );

			return this.result;

		}

		var prevKey = this.keys[ this.lastIndex - 1 ];
		this.setResult( prevKey.value );

		// if true, means that prev/current keys are identical, thus no interpolation required.
		if ( prevKey.constantToNext ) {

			return this.result;

		}

		// linear interpolation to start with
		var currentKey = this.keys[ this.lastIndex ];
		var alpha = ( time - prevKey.time ) / ( currentKey.time - prevKey.time );
		this.result = this.lerpValues( this.result, currentKey.value, alpha );

		return this.result;

	},

	// move all keyframes either forwards or backwards in time
	shift: function( timeOffset ) {

		if ( timeOffset !== 0.0 ) {

			for ( var i = 0; i < this.keys.length; i ++ ) {
				this.keys[i].time += timeOffset;
			}

		}

		return this;

	},

	// scale all keyframe times by a factor (useful for frame <-> seconds conversions)
	scale: function( timeScale ) {

		if ( timeScale !== 1.0 ) {

			for ( var i = 0; i < this.keys.length; i ++ ) {
				this.keys[i].time *= timeScale;
			}

		}

		return this;

	},

	// removes keyframes before and after animation without changing any values within the range [startTime, endTime].
	// IMPORTANT: We do not shift around keys to the start of the track time, because for interpolated keys this will change their values
 	trim: function( startTime, endTime ) {

		var firstKeysToRemove = 0;
		for ( var i = 1; i < this.keys.length; i ++ ) {
			if ( this.keys[i] <= startTime ) {
				firstKeysToRemove ++;
			}
		}

		var lastKeysToRemove = 0;
		for ( var i = this.keys.length - 2; i > 0; i ++ ) {
			if ( this.keys[i] >= endTime ) {
				lastKeysToRemove ++;
			} else {
				break;
			}
		}

		// remove last keys first because it doesn't affect the position of the first keys (the otherway around doesn't work as easily)
		if ( ( firstKeysToRemove + lastKeysToRemove ) > 0 ) {
			this.keys = this.keys.splice( firstKeysToRemove, this.keys.length - lastKeysToRemove - firstKeysToRemove );;
		}

		return this;

	},

	/* NOTE: This is commented out because we really shouldn't have to handle unsorted key lists
	         Tracks with out of order keys should be considered to be invalid.  - bhouston
	sort: function() {

		this.keys.sort( THREE.KeyframeTrack.keyComparer );

		return this;

	},*/

	// ensure we do not get a GarbageInGarbageOut situation, make sure tracks are at least minimally viable
	// One could eventually ensure that all key.values in a track are all of the same type (otherwise interpolation makes no sense.)
	validate: function() {

		var prevKey = null;

		if ( this.keys.length === 0 ) {
			console.error( "  track is empty, no keys", this );
			return;
		}

		for ( var i = 0; i < this.keys.length; i ++ ) {

			var currKey = this.keys[i];

			if ( ! currKey ) {
				console.error( "  key is null in track", this, i );
				return;
			}

			if ( ( typeof currKey.time ) !== 'number' || isNaN( currKey.time ) ) {
				console.error( "  key.time is not a valid number", this, i, currKey );
				return;
			}

			if ( currKey.value === undefined || currKey.value === null) {
				console.error( "  key.value is null in track", this, i, currKey );
				return;
			}

			if ( prevKey && prevKey.time > currKey.time ) {
				console.error( "  key.time is less than previous key time, out of order keys", this, i, currKey, prevKey );
				return;
			}

			prevKey = currKey;

		}

		return this;

	},

	// currently only removes equivalent sequential keys (0,0,0,0,1,1,1,0,0,0,0,0,0,0) --> (0,0,1,1,0,0), which are common in morph target animations
	optimize: function() {

		var newKeys = [];
		var prevKey = this.keys[0];
		newKeys.push( prevKey );

		var equalsFunc = THREE.AnimationUtils.getEqualsFunc( prevKey.value );

		for ( var i = 1; i < this.keys.length - 1; i ++ ) {
			var currKey = this.keys[i];
			var nextKey = this.keys[i+1];

			// if prevKey & currKey are the same time, remove currKey.  If you want immediate adjacent keys, use an epsilon offset
			// it is not possible to have two keys at the same time as we sort them.  The sort is not stable on keys with the same time.
			if ( ( prevKey.time === currKey.time ) ) {

				continue;

			}

			// remove completely unnecessary keyframes that are the same as their prev and next keys
			if ( this.compareValues( prevKey.value, currKey.value ) && this.compareValues( currKey.value, nextKey.value ) ) {

				continue;

			}

			// determine if interpolation is required
			prevKey.constantToNext = this.compareValues( prevKey.value, currKey.value );

			newKeys.push( currKey );
			prevKey = currKey;
		}
		newKeys.push( this.keys[ this.keys.length - 1 ] );

		this.keys = newKeys;

		return this;

	}

};

THREE.KeyframeTrack.keyComparer = function keyComparator(key0, key1) {
	return key0.time - key1.time;
};

THREE.KeyframeTrack.parse = function( json ) {

	if ( json.type === undefined ) throw new Error( "track type undefined, can not parse" );

	var trackType = THREE.KeyframeTrack.GetTrackTypeForTypeName( json.type );

	return trackType.parse( json );

};

THREE.KeyframeTrack.GetTrackTypeForTypeName = function( typeName ) {
	switch( typeName.toLowerCase() ) {
	 	case "vector":
	 	case "vector2":
	 	case "vector3":
	 	case "vector4":
			return THREE.VectorKeyframeTrack;

	 	case "quaternion":
			return THREE.QuaternionKeyframeTrack;

	 	case "integer":
	 	case "scalar":
	 	case "double":
	 	case "float":
	 	case "number":
			return THREE.NumberKeyframeTrack;

	 	case "bool":
	 	case "boolean":
			return THREE.BooleanKeyframeTrack;

	 	case "string":
	 		return THREE.StringKeyframeTrack;
	};

	throw new Error( "Unsupported typeName: " + typeName );
};

// File:src/animation/PropertyBinding.js

/**
 *
 * A track bound to a real value in the scene graph.
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.PropertyBinding = function ( rootNode, trackName ) {

	this.rootNode = rootNode;
	this.trackName = trackName;
	this.referenceCount = 0;
	this.originalValue = null; // the value of the property before it was controlled by this binding

	var parseResults = THREE.PropertyBinding.parseTrackName( trackName );

	this.directoryName = parseResults.directoryName;
	this.nodeName = parseResults.nodeName;
	this.objectName = parseResults.objectName;
	this.objectIndex = parseResults.objectIndex;
	this.propertyName = parseResults.propertyName;
	this.propertyIndex = parseResults.propertyIndex;

	this.node = THREE.PropertyBinding.findNode( rootNode, this.nodeName ) || rootNode;

	this.cumulativeValue = null;
	this.cumulativeWeight = 0;
};

THREE.PropertyBinding.prototype = {

	constructor: THREE.PropertyBinding,

	reset: function() {

		this.cumulativeValue = null;
		this.cumulativeWeight = 0;

	},

	accumulate: function( value, weight ) {

		if ( ! this.isBound ) this.bind();

		if ( this.cumulativeWeight === 0 ) {

			if ( weight > 0 ) {

				if ( this.cumulativeValue === null ) {
					this.cumulativeValue = THREE.AnimationUtils.clone( value );
				}
				this.cumulativeWeight = weight;

			}

		} else {

			var lerpAlpha = weight / ( this.cumulativeWeight + weight );
			this.cumulativeValue = this.lerpValue( this.cumulativeValue, value, lerpAlpha );
			this.cumulativeWeight += weight;

		}

	},

	unbind: function() {

		if ( ! this.isBound ) return;

		this.setValue( this.originalValue );

		this.setValue = null;
		this.getValue = null;
		this.lerpValue = null;
		this.equalsValue = null;
		this.triggerDirty = null;
		this.isBound = false;

	},

	// bind to the real property in the scene graph, remember original value, memorize various accessors for speed/inefficiency
	bind: function() {

		if ( this.isBound ) return;

		var targetObject = this.node;

 		// ensure there is a value node
		if ( ! targetObject ) {
			console.error( "  trying to update node for track: " + this.trackName + " but it wasn't found." );
			return;
		}

		if ( this.objectName ) {
			// special case were we need to reach deeper into the hierarchy to get the face materials....
			if ( this.objectName === "materials" ) {
				if ( ! targetObject.material ) {
					console.error( '  can not bind to material as node does not have a material', this );
					return;
				}
				if ( ! targetObject.material.materials ) {
					console.error( '  can not bind to material.materials as node.material does not have a materials array', this );
					return;
				}
				targetObject = targetObject.material.materials;
			} else if ( this.objectName === "bones" ) {
				if ( ! targetObject.skeleton ) {
					console.error( '  can not bind to bones as node does not have a skeleton', this );
					return;
				}
				// potential future optimization: skip this if propertyIndex is already an integer, and convert the integer string to a true integer.

				targetObject = targetObject.skeleton.bones;

				// support resolving morphTarget names into indices.
				for ( var i = 0; i < targetObject.length; i ++ ) {
					if ( targetObject[i].name === this.objectIndex ) {
						this.objectIndex = i;
						break;
					}
				}
			} else {

				if ( targetObject[ this.objectName ] === undefined ) {
					console.error( '  can not bind to objectName of node, undefined', this );
					return;
				}
				targetObject = targetObject[ this.objectName ];
			}

			if ( this.objectIndex !== undefined ) {
				if ( targetObject[ this.objectIndex ] === undefined ) {
					console.error( "  trying to bind to objectIndex of objectName, but is undefined:", this, targetObject );
					return;
				}

				targetObject = targetObject[ this.objectIndex ];
			}

		}

 		// special case mappings
 		var nodeProperty = targetObject[ this.propertyName ];
		if ( ! nodeProperty ) {
			console.error( "  trying to update property for track: " + this.nodeName + '.' + this.propertyName + " but it wasn't found.", targetObject );
			return;
		}

		// access a sub element of the property array (only primitives are supported right now)
		if ( this.propertyIndex !== undefined ) {

			if ( this.propertyName === "morphTargetInfluences" ) {
				// potential optimization, skip this if propertyIndex is already an integer, and convert the integer string to a true integer.

				// support resolving morphTarget names into indices.
				if ( ! targetObject.geometry ) {
					console.error( '  can not bind to morphTargetInfluences becasuse node does not have a geometry', this );
				}
				if ( ! targetObject.geometry.morphTargets ) {
					console.error( '  can not bind to morphTargetInfluences becasuse node does not have a geometry.morphTargets', this );
				}

				for ( var i = 0; i < this.node.geometry.morphTargets.length; i ++ ) {
					if ( targetObject.geometry.morphTargets[i].name === this.propertyIndex ) {
						this.propertyIndex = i;
						break;
					}
				}
			}

			this.setValue = function setValue_propertyIndexed( value ) {
				if ( ! this.equalsValue( nodeProperty[ this.propertyIndex ], value ) ) {
					nodeProperty[ this.propertyIndex ] = value;
					return true;
				}
				return false;
			};

			this.getValue = function getValue_propertyIndexed() {
				return nodeProperty[ this.propertyIndex ];
			};

		}
		// must use copy for Object3D.Euler/Quaternion
		else if ( nodeProperty.copy ) {

			this.setValue = function setValue_propertyObject( value ) {
				if ( ! this.equalsValue( nodeProperty, value ) ) {
					nodeProperty.copy( value );
					return true;
				}
				return false;
			}

			this.getValue = function getValue_propertyObject() {
				return nodeProperty;
			};

		}
		// otherwise just set the property directly on the node (do not use nodeProperty as it may not be a reference object)
		else {

			this.setValue = function setValue_property( value ) {
				if ( ! this.equalsValue( targetObject[ this.propertyName ], value ) ) {
					targetObject[ this.propertyName ] = value;
					return true;
				}
				return false;
			}

			this.getValue = function getValue_property() {
				return targetObject[ this.propertyName ];
			};

		}

		// trigger node dirty
		if ( targetObject.needsUpdate !== undefined ) { // material

			this.triggerDirty = function triggerDirty_needsUpdate() {
				this.node.needsUpdate = true;
			}

		} else if ( targetObject.matrixWorldNeedsUpdate !== undefined ) { // node transform

			this.triggerDirty = function triggerDirty_matrixWorldNeedsUpdate() {
				targetObject.matrixWorldNeedsUpdate = true;
			}

		}

		this.originalValue = this.getValue();

		this.equalsValue = THREE.AnimationUtils.getEqualsFunc( this.originalValue );
		this.lerpValue = THREE.AnimationUtils.getLerpFunc( this.originalValue, true );

		this.isBound = true;

	},

	apply: function() {

		// for speed capture the setter pattern as a closure (sort of a memoization pattern: https://en.wikipedia.org/wiki/Memoization)
		if ( ! this.isBound ) this.bind();

		// early exit if there is nothing to apply.
		if ( this.cumulativeWeight > 0 ) {

			// blend with original value
			if ( this.cumulativeWeight < 1 ) {

				var remainingWeight = 1 - this.cumulativeWeight;
				var lerpAlpha = remainingWeight / ( this.cumulativeWeight + remainingWeight );
				this.cumulativeValue = this.lerpValue( this.cumulativeValue, this.originalValue, lerpAlpha );

			}

			var valueChanged = this.setValue( this.cumulativeValue );

			if ( valueChanged && this.triggerDirty ) {
				this.triggerDirty();
			}

			// reset accumulator
			this.cumulativeValue = null;
			this.cumulativeWeight = 0;

		}
	}

};


THREE.PropertyBinding.parseTrackName = function( trackName ) {

	// matches strings in the form of:
	//    nodeName.property
	//    nodeName.property[accessor]
	//    nodeName.material.property[accessor]
	//    uuid.property[accessor]
	//    uuid.objectName[objectIndex].propertyName[propertyIndex]
	//    parentName/nodeName.property
	//    parentName/parentName/nodeName.property[index]
	//	  .bone[Armature.DEF_cog].position
	// created and tested via https://regex101.com/#javascript

	var re = /^(([\w]+\/)*)([\w-\d]+)?(\.([\w]+)(\[([\w\d\[\]\_. ]+)\])?)?(\.([\w.]+)(\[([\w\d\[\]\_. ]+)\])?)$/;
	var matches = re.exec(trackName);

	if ( ! matches ) {
		throw new Error( "cannot parse trackName at all: " + trackName );
	}

    if (matches.index === re.lastIndex) {
        re.lastIndex++;
    }

	var results = {
		directoryName: matches[1],
		nodeName: matches[3], 	// allowed to be null, specified root node.
		objectName: matches[5],
		objectIndex: matches[7],
		propertyName: matches[9],
		propertyIndex: matches[11]	// allowed to be null, specifies that the whole property is set.
	};

	if ( results.propertyName === null || results.propertyName.length === 0 ) {
		throw new Error( "can not parse propertyName from trackName: " + trackName );
	}

	return results;

};

THREE.PropertyBinding.findNode = function( root, nodeName ) {

	function searchSkeleton( skeleton ) {

		for ( var i = 0; i < skeleton.bones.length; i ++ ) {

			var bone = skeleton.bones[i];

			if ( bone.name === nodeName ) {

				return bone;

			}
		}

		return null;

	}

	function searchNodeSubtree( children ) {

		for ( var i = 0; i < children.length; i ++ ) {

			var childNode = children[i];

			if ( childNode.name === nodeName || childNode.uuid === nodeName ) {

				return childNode;

			}

			var result = searchNodeSubtree( childNode.children );

			if ( result ) return result;

		}

		return null;

	}

	//

	if ( ! nodeName || nodeName === "" || nodeName === "root" || nodeName === "." || nodeName === -1 || nodeName === root.name || nodeName === root.uuid ) {

		return root;

	}

	// search into skeleton bones.
	if ( root.skeleton ) {

		var bone = searchSkeleton( root.skeleton );

		if ( bone ) {

			return bone;

		}
	}

	// search into node subtree.
	if ( root.children ) {

		var subTreeNode = searchNodeSubtree( root.children );

		if ( subTreeNode ) {

			return subTreeNode;

		}

	}

	return null;
}

// File:src/animation/tracks/VectorKeyframeTrack.js

/**
 *
 * A Track that interpolates Vectors
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.VectorKeyframeTrack = function ( name, keys ) {

	THREE.KeyframeTrack.call( this, name, keys );

	// local cache of value type to avoid allocations during runtime.
	this.result = this.keys[0].value.clone();

};

THREE.VectorKeyframeTrack.prototype = Object.create( THREE.KeyframeTrack.prototype );

THREE.VectorKeyframeTrack.prototype.constructor = THREE.VectorKeyframeTrack;

THREE.VectorKeyframeTrack.prototype.setResult = function( value ) {

	this.result.copy( value );

};

// memoization of the lerp function for speed.
// NOTE: Do not optimize as a prototype initialization closure, as value0 will be different on a per class basis.
THREE.VectorKeyframeTrack.prototype.lerpValues = function( value0, value1, alpha ) {

	return value0.lerp( value1, alpha );

};

THREE.VectorKeyframeTrack.prototype.compareValues = function( value0, value1 ) {

	return value0.equals( value1 );

};

THREE.VectorKeyframeTrack.prototype.clone = function() {

	var clonedKeys = [];

	for ( var i = 0; i < this.keys.length; i ++ ) {

		var key = this.keys[i];
		clonedKeys.push( {
			time: key.time,
			value: key.value.clone()
		} );
	}

	return new THREE.VectorKeyframeTrack( this.name, clonedKeys );

};

THREE.VectorKeyframeTrack.parse = function( json ) {

	var elementCount = json.keys[0].value.length;
	var valueType = THREE[ 'Vector' + elementCount ];

	var keys = [];

	for ( var i = 0; i < json.keys.length; i ++ ) {
		var jsonKey = json.keys[i];
		keys.push( {
			value: new valueType().fromArray( jsonKey.value ),
			time: jsonKey.time
		} );
	}

	return new THREE.VectorKeyframeTrack( json.name, keys );

};

// File:src/animation/tracks/QuaternionKeyframeTrack.js

/**
 *
 * A Track that interpolates Quaternion
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.QuaternionKeyframeTrack = function ( name, keys ) {

	THREE.KeyframeTrack.call( this, name, keys );

	// local cache of value type to avoid allocations during runtime.
	this.result = this.keys[0].value.clone();

};

THREE.QuaternionKeyframeTrack.prototype = Object.create( THREE.KeyframeTrack.prototype );

THREE.QuaternionKeyframeTrack.prototype.constructor = THREE.QuaternionKeyframeTrack;

THREE.QuaternionKeyframeTrack.prototype.setResult = function( value ) {

	this.result.copy( value );

};

// memoization of the lerp function for speed.
// NOTE: Do not optimize as a prototype initialization closure, as value0 will be different on a per class basis.
THREE.QuaternionKeyframeTrack.prototype.lerpValues = function( value0, value1, alpha ) {

	return value0.slerp( value1, alpha );

};

THREE.QuaternionKeyframeTrack.prototype.compareValues = function( value0, value1 ) {

	return value0.equals( value1 );

};

THREE.QuaternionKeyframeTrack.prototype.multiply = function( quat ) {

	for ( var i = 0; i < this.keys.length; i ++ ) {

		this.keys[i].value.multiply( quat );

	}

	return this;

};

THREE.QuaternionKeyframeTrack.prototype.clone = function() {

	var clonedKeys = [];

	for ( var i = 0; i < this.keys.length; i ++ ) {

		var key = this.keys[i];
		clonedKeys.push( {
			time: key.time,
			value: key.value.clone()
		} );
	}

	return new THREE.QuaternionKeyframeTrack( this.name, clonedKeys );

};

THREE.QuaternionKeyframeTrack.parse = function( json ) {

	var keys = [];

	for ( var i = 0; i < json.keys.length; i ++ ) {
		var jsonKey = json.keys[i];
		keys.push( {
			value: new THREE.Quaternion().fromArray( jsonKey.value ),
			time: jsonKey.time
		} );
	}

	return new THREE.QuaternionKeyframeTrack( json.name, keys );

};

// File:src/animation/tracks/StringKeyframeTrack.js

/**
 *
 * A Track that interpolates Strings
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.StringKeyframeTrack = function ( name, keys ) {

	THREE.KeyframeTrack.call( this, name, keys );

	// local cache of value type to avoid allocations during runtime.
	this.result = this.keys[0].value;

};

THREE.StringKeyframeTrack.prototype = Object.create( THREE.KeyframeTrack.prototype );

THREE.StringKeyframeTrack.prototype.constructor = THREE.StringKeyframeTrack;

THREE.StringKeyframeTrack.prototype.setResult = function( value ) {

	this.result = value;

};

// memoization of the lerp function for speed.
// NOTE: Do not optimize as a prototype initialization closure, as value0 will be different on a per class basis.
THREE.StringKeyframeTrack.prototype.lerpValues = function( value0, value1, alpha ) {

	return ( alpha < 1.0 ) ? value0 : value1;

};

THREE.StringKeyframeTrack.prototype.compareValues = function( value0, value1 ) {

	return ( value0 === value1 );

};

THREE.StringKeyframeTrack.prototype.clone = function() {

	var clonedKeys = [];

	for ( var i = 0; i < this.keys.length; i ++ ) {

		var key = this.keys[i];
		clonedKeys.push( {
			time: key.time,
			value: key.value
		} );
	}

	return new THREE.StringKeyframeTrack( this.name, clonedKeys );

};

THREE.StringKeyframeTrack.parse = function( json ) {

	return new THREE.StringKeyframeTrack( json.name, json.keys );

};

// File:src/animation/tracks/BooleanKeyframeTrack.js

/**
 *
 * A Track that interpolates Boolean
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.BooleanKeyframeTrack = function ( name, keys ) {

	THREE.KeyframeTrack.call( this, name, keys );

	// local cache of value type to avoid allocations during runtime.
	this.result = this.keys[0].value;

};

THREE.BooleanKeyframeTrack.prototype = Object.create( THREE.KeyframeTrack.prototype );

THREE.BooleanKeyframeTrack.prototype.constructor = THREE.BooleanKeyframeTrack;

THREE.BooleanKeyframeTrack.prototype.setResult = function( value ) {

	this.result = value;

};

// memoization of the lerp function for speed.
// NOTE: Do not optimize as a prototype initialization closure, as value0 will be different on a per class basis.
THREE.BooleanKeyframeTrack.prototype.lerpValues = function( value0, value1, alpha ) {

	return ( alpha < 1.0 ) ? value0 : value1;

};

THREE.BooleanKeyframeTrack.prototype.compareValues = function( value0, value1 ) {

	return ( value0 === value1 );

};

THREE.BooleanKeyframeTrack.prototype.clone = function() {

	var clonedKeys = [];

	for ( var i = 0; i < this.keys.length; i ++ ) {

		var key = this.keys[i];
		clonedKeys.push( {
			time: key.time,
			value: key.value
		} );
	}

	return new THREE.BooleanKeyframeTrack( this.name, clonedKeys );

};

THREE.BooleanKeyframeTrack.parse = function( json ) {

	return new THREE.BooleanKeyframeTrack( json.name, json.keys );

};

// File:src/animation/tracks/NumberKeyframeTrack.js

/**
 *
 * A Track that interpolates Numbers
 *
 * @author Ben Houston / http://clara.io/
 * @author David Sarno / http://lighthaus.us/
 */

THREE.NumberKeyframeTrack = function ( name, keys ) {

	THREE.KeyframeTrack.call( this, name, keys );

	// local cache of value type to avoid allocations during runtime.
	this.result = this.keys[0].value;

};

THREE.NumberKeyframeTrack.prototype = Object.create( THREE.KeyframeTrack.prototype );

THREE.NumberKeyframeTrack.prototype.constructor = THREE.NumberKeyframeTrack;

THREE.NumberKeyframeTrack.prototype.setResult = function( value ) {

	this.result = value;

};

// memoization of the lerp function for speed.
// NOTE: Do not optimize as a prototype initialization closure, as value0 will be different on a per class basis.
THREE.NumberKeyframeTrack.prototype.lerpValues = function( value0, value1, alpha ) {

	return value0 * ( 1 - alpha ) + value1 * alpha;

};

THREE.NumberKeyframeTrack.prototype.compareValues = function( value0, value1 ) {

	return ( value0 === value1 );

};

THREE.NumberKeyframeTrack.prototype.clone = function() {

	var clonedKeys = [];

	for ( var i = 0; i < this.keys.length; i ++ ) {

		var key = this.keys[i];
		clonedKeys.push( {
			time: key.time,
			value: key.value
		} );
	}

	return new THREE.NumberKeyframeTrack( this.name, clonedKeys );

};

THREE.NumberKeyframeTrack.parse = function( json ) {

	return new THREE.NumberKeyframeTrack( json.name, json.keys );

};

// File:src/cameras/Camera.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author mikael emtinger / http://gomo.se/
 * @author WestLangley / http://github.com/WestLangley
*/

THREE.Camera = function () {

	THREE.Object3D.call( this );

	this.type = 'Camera';

	this.matrixWorldInverse = new THREE.Matrix4();
	this.projectionMatrix = new THREE.Matrix4();

};

THREE.Camera.prototype = Object.create( THREE.Object3D.prototype );
THREE.Camera.prototype.constructor = THREE.Camera;

THREE.Camera.prototype.getWorldDirection = function () {

	var quaternion = new THREE.Quaternion();

	return function ( optionalTarget ) {

		var result = optionalTarget || new THREE.Vector3();

		this.getWorldQuaternion( quaternion );

		return result.set( 0, 0, - 1 ).applyQuaternion( quaternion );

	};

}();

THREE.Camera.prototype.lookAt = function () {

	// This routine does not support cameras with rotated and/or translated parent(s)

	var m1 = new THREE.Matrix4();

	return function ( vector ) {

		m1.lookAt( this.position, vector, this.up );

		this.quaternion.setFromRotationMatrix( m1 );

	};

}();

THREE.Camera.prototype.clone = function () {

	return new this.constructor().copy( this );

};

THREE.Camera.prototype.copy = function ( source ) {

	THREE.Object3D.prototype.copy.call( this, source );

	this.matrixWorldInverse.copy( source.matrixWorldInverse );
	this.projectionMatrix.copy( source.projectionMatrix );

	return this;

};

// File:src/cameras/CubeCamera.js

/**
 * Camera for rendering cube maps
 *	- renders scene into axis-aligned cube
 *
 * @author alteredq / http://alteredqualia.com/
 */

THREE.CubeCamera = function ( near, far, cubeResolution ) {

	THREE.Object3D.call( this );

	this.type = 'CubeCamera';

	var fov = 90, aspect = 1;

	var cameraPX = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraPX.up.set( 0, - 1, 0 );
	cameraPX.lookAt( new THREE.Vector3( 1, 0, 0 ) );
	this.add( cameraPX );

	var cameraNX = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraNX.up.set( 0, - 1, 0 );
	cameraNX.lookAt( new THREE.Vector3( - 1, 0, 0 ) );
	this.add( cameraNX );

	var cameraPY = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraPY.up.set( 0, 0, 1 );
	cameraPY.lookAt( new THREE.Vector3( 0, 1, 0 ) );
	this.add( cameraPY );

	var cameraNY = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraNY.up.set( 0, 0, - 1 );
	cameraNY.lookAt( new THREE.Vector3( 0, - 1, 0 ) );
	this.add( cameraNY );

	var cameraPZ = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraPZ.up.set( 0, - 1, 0 );
	cameraPZ.lookAt( new THREE.Vector3( 0, 0, 1 ) );
	this.add( cameraPZ );

	var cameraNZ = new THREE.PerspectiveCamera( fov, aspect, near, far );
	cameraNZ.up.set( 0, - 1, 0 );
	cameraNZ.lookAt( new THREE.Vector3( 0, 0, - 1 ) );
	this.add( cameraNZ );

	this.renderTarget = new THREE.WebGLRenderTargetCube( cubeResolution, cubeResolution, { format: THREE.RGBFormat, magFilter: THREE.LinearFilter, minFilter: THREE.LinearFilter } );

	this.updateCubeMap = function ( renderer, scene ) {

		if ( this.parent === null ) this.updateMatrixWorld();

		var renderTarget = this.renderTarget;
		var generateMipmaps = renderTarget.texture.generateMipmaps;

		renderTarget.texture.generateMipmaps = false;

		renderTarget.activeCubeFace = 0;
		renderer.render( scene, cameraPX, renderTarget );

		renderTarget.activeCubeFace = 1;
		renderer.render( scene, cameraNX, renderTarget );

		renderTarget.activeCubeFace = 2;
		renderer.render( scene, cameraPY, renderTarget );

		renderTarget.activeCubeFace = 3;
		renderer.render( scene, cameraNY, renderTarget );

		renderTarget.activeCubeFace = 4;
		renderer.render( scene, cameraPZ, renderTarget );

		renderTarget.texture.generateMipmaps = generateMipmaps;

		renderTarget.activeCubeFace = 5;
		renderer.render( scene, cameraNZ, renderTarget );

		renderer.setRenderTarget( null );

	};

};

THREE.CubeCamera.prototype = Object.create( THREE.Object3D.prototype );
THREE.CubeCamera.prototype.constructor = THREE.CubeCamera;

// File:src/cameras/OrthographicCamera.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.OrthographicCamera = function ( left, right, top, bottom, near, far ) {

	THREE.Camera.call( this );

	this.type = 'OrthographicCamera';

	this.zoom = 1;

	this.left = left;
	this.right = right;
	this.top = top;
	this.bottom = bottom;

	this.near = ( near !== undefined ) ? near : 0.1;
	this.far = ( far !== undefined ) ? far : 2000;

	this.updateProjectionMatrix();

};

THREE.OrthographicCamera.prototype = Object.create( THREE.Camera.prototype );
THREE.OrthographicCamera.prototype.constructor = THREE.OrthographicCamera;

THREE.OrthographicCamera.prototype.updateProjectionMatrix = function () {

	var dx = ( this.right - this.left ) / ( 2 * this.zoom );
	var dy = ( this.top - this.bottom ) / ( 2 * this.zoom );
	var cx = ( this.right + this.left ) / 2;
	var cy = ( this.top + this.bottom ) / 2;

	this.projectionMatrix.makeOrthographic( cx - dx, cx + dx, cy + dy, cy - dy, this.near, this.far );

};

THREE.OrthographicCamera.prototype.copy = function ( source ) {
	
	THREE.Camera.prototype.copy.call( this, source );
	
	this.left = source.left;
	this.right = source.right;
	this.top = source.top;
	this.bottom = source.bottom;
	this.near = source.near;
	this.far = source.far;
	
	this.zoom = source.zoom;
	
	return this;
		
};

THREE.OrthographicCamera.prototype.toJSON = function ( meta ) {

	var data = THREE.Object3D.prototype.toJSON.call( this, meta );

	data.object.zoom = this.zoom;
	data.object.left = this.left;
	data.object.right = this.right;
	data.object.top = this.top;
	data.object.bottom = this.bottom;
	data.object.near = this.near;
	data.object.far = this.far;

	return data;

};

// File:src/cameras/PerspectiveCamera.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author greggman / http://games.greggman.com/
 * @author zz85 / http://www.lab4games.net/zz85/blog
 */

THREE.PerspectiveCamera = function ( fov, aspect, near, far ) {

	THREE.Camera.call( this );

	this.type = 'PerspectiveCamera';

	this.zoom = 1;

	this.fov = fov !== undefined ? fov : 50;
	this.aspect = aspect !== undefined ? aspect : 1;
	this.near = near !== undefined ? near : 0.1;
	this.far = far !== undefined ? far : 2000;

	this.updateProjectionMatrix();

};

THREE.PerspectiveCamera.prototype = Object.create( THREE.Camera.prototype );
THREE.PerspectiveCamera.prototype.constructor = THREE.PerspectiveCamera;


/**
 * Uses Focal Length (in mm) to estimate and set FOV
 * 35mm (full-frame) camera is used if frame size is not specified;
 * Formula based on http://www.bobatkins.com/photography/technical/field_of_view.html
 */

THREE.PerspectiveCamera.prototype.setLens = function ( focalLength, frameHeight ) {

	if ( frameHeight === undefined ) frameHeight = 24;

	this.fov = 2 * THREE.Math.radToDeg( Math.atan( frameHeight / ( focalLength * 2 ) ) );
	this.updateProjectionMatrix();

};


/**
 * Sets an offset in a larger frustum. This is useful for multi-window or
 * multi-monitor/multi-machine setups.
 *
 * For example, if you have 3x2 monitors and each monitor is 1920x1080 and
 * the monitors are in grid like this
 *
 *   +---+---+---+
 *   | A | B | C |
 *   +---+---+---+
 *   | D | E | F |
 *   +---+---+---+
 *
 * then for each monitor you would call it like this
 *
 *   var w = 1920;
 *   var h = 1080;
 *   var fullWidth = w * 3;
 *   var fullHeight = h * 2;
 *
 *   --A--
 *   camera.setOffset( fullWidth, fullHeight, w * 0, h * 0, w, h );
 *   --B--
 *   camera.setOffset( fullWidth, fullHeight, w * 1, h * 0, w, h );
 *   --C--
 *   camera.setOffset( fullWidth, fullHeight, w * 2, h * 0, w, h );
 *   --D--
 *   camera.setOffset( fullWidth, fullHeight, w * 0, h * 1, w, h );
 *   --E--
 *   camera.setOffset( fullWidth, fullHeight, w * 1, h * 1, w, h );
 *   --F--
 *   camera.setOffset( fullWidth, fullHeight, w * 2, h * 1, w, h );
 *
 *   Note there is no reason monitors have to be the same size or in a grid.
 */

THREE.PerspectiveCamera.prototype.setViewOffset = function ( fullWidth, fullHeight, x, y, width, height ) {

	this.fullWidth = fullWidth;
	this.fullHeight = fullHeight;
	this.x = x;
	this.y = y;
	this.width = width;
	this.height = height;

	this.updateProjectionMatrix();

};


THREE.PerspectiveCamera.prototype.updateProjectionMatrix = function () {

	var fov = THREE.Math.radToDeg( 2 * Math.atan( Math.tan( THREE.Math.degToRad( this.fov ) * 0.5 ) / this.zoom ) );

	if ( this.fullWidth ) {

		var aspect = this.fullWidth / this.fullHeight;
		var top = Math.tan( THREE.Math.degToRad( fov * 0.5 ) ) * this.near;
		var bottom = - top;
		var left = aspect * bottom;
		var right = aspect * top;
		var width = Math.abs( right - left );
		var height = Math.abs( top - bottom );

		this.projectionMatrix.makeFrustum(
			left + this.x * width / this.fullWidth,
			left + ( this.x + this.width ) * width / this.fullWidth,
			top - ( this.y + this.height ) * height / this.fullHeight,
			top - this.y * height / this.fullHeight,
			this.near,
			this.far
		);

	} else {

		this.projectionMatrix.makePerspective( fov, this.aspect, this.near, this.far );

	}

};

THREE.PerspectiveCamera.prototype.copy = function ( source ) {
	
	THREE.Camera.prototype.copy.call( this, source );
	
	this.fov = source.fov;
	this.aspect = source.aspect;
	this.near = source.near;
	this.far = source.far;
	
	this.zoom = source.zoom;
	
	return this;
		
};

THREE.PerspectiveCamera.prototype.toJSON = function ( meta ) {

	var data = THREE.Object3D.prototype.toJSON.call( this, meta );

	data.object.zoom = this.zoom;
	data.object.fov = this.fov;
	data.object.aspect = this.aspect;
	data.object.near = this.near;
	data.object.far = this.far;

	return data;

};

// File:src/lights/Light.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Light = function ( color ) {

	THREE.Object3D.call( this );

	this.type = 'Light';

	this.color = new THREE.Color( color );

	this.receiveShadow = undefined;

};

THREE.Light.prototype = Object.create( THREE.Object3D.prototype );
THREE.Light.prototype.constructor = THREE.Light;

Object.defineProperties( THREE.Light.prototype, {
	onlyShadow: {
		set: function ( value ) {
			console.warn( 'THREE.Light: .onlyShadow has been removed.' );
		}
	},
	shadowCameraFov: {
		set: function ( value ) {
			this.shadow.camera.fov = value;
		}
	},
	shadowCameraLeft: {
		set: function ( value ) {
			this.shadow.camera.left = value;
		}
	},
	shadowCameraRight: {
		set: function ( value ) {
			this.shadow.camera.right = value;
		}
	},
	shadowCameraTop: {
		set: function ( value ) {
			this.shadow.camera.top = value;
		}
	},
	shadowCameraBottom: {
		set: function ( value ) {
			this.shadow.camera.bottom = value;
		}
	},
	shadowCameraNear: {
		set: function ( value ) {
			this.shadow.camera.near = value;
		}
	},
	shadowCameraFar: {
		set: function ( value ) {
			this.shadow.camera.far = value;
		}
	},
	shadowCameraVisible: {
		set: function ( value ) {
			console.warn( 'THREE.Light: .shadowCameraVisible has been removed. Use new THREE.CameraHelper( light.shadow ) instead.' );
		}
	},
	shadowBias: {
		set: function ( value ) {
			this.shadow.bias = value;
		}
	},
	shadowDarkness: {
		set: function ( value ) {
			this.shadow.darkness = value;
		}
	},
	shadowMapWidth: {
		set: function ( value ) {
			this.shadow.mapSize.width = value;
		}
	},
	shadowMapHeight: {
		set: function ( value ) {
			this.shadow.mapSize.height = value;
		}
	}
} );

THREE.Light.prototype.copy = function ( source ) {

	THREE.Object3D.prototype.copy.call( this, source );

	this.color.copy( source.color );

	return this;

};

THREE.Light.prototype.toJSON = function ( meta ) {

	var data = THREE.Object3D.prototype.toJSON.call( this, meta );

	data.object.color = this.color.getHex();
	if ( this.groundColor !== undefined ) data.object.groundColor = this.groundColor.getHex();

	if ( this.intensity !== undefined ) data.object.intensity = this.intensity;
	if ( this.distance !== undefined ) data.object.distance = this.distance;
	if ( this.angle !== undefined ) data.object.angle = this.angle;
	if ( this.decay !== undefined ) data.object.decay = this.decay;
	if ( this.exponent !== undefined ) data.object.exponent = this.exponent;

	return data;

};

// File:src/lights/LightShadow.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.LightShadow = function ( camera ) {

	this.camera = camera;

	this.bias = 0;
	this.darkness = 1;

	this.mapSize = new THREE.Vector2( 512, 512 );

	this.map = null;
	this.matrix = null;

};

THREE.LightShadow.prototype = {

	constructor: THREE.LightShadow,

	copy: function ( source ) {

		this.camera = source.camera.clone();

		this.bias = source.bias;
		this.darkness = source.darkness;

		this.mapSize.copy( source.mapSize );

	},

	clone: function () {

		return new this.constructor().copy( this );

	}

};

// File:src/lights/AmbientLight.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.AmbientLight = function ( color ) {

	THREE.Light.call( this, color );

	this.type = 'AmbientLight';

	this.castShadow = undefined;

};

THREE.AmbientLight.prototype = Object.create( THREE.Light.prototype );
THREE.AmbientLight.prototype.constructor = THREE.AmbientLight;

// File:src/lights/DirectionalLight.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.DirectionalLight = function ( color, intensity ) {

	THREE.Light.call( this, color );

	this.type = 'DirectionalLight';

	this.position.set( 0, 1, 0 );
	this.updateMatrix();

	this.target = new THREE.Object3D();

	this.intensity = ( intensity !== undefined ) ? intensity : 1;

	this.shadow = new THREE.LightShadow( new THREE.OrthographicCamera( - 500, 500, 500, - 500, 50, 5000 ) );

};

THREE.DirectionalLight.prototype = Object.create( THREE.Light.prototype );
THREE.DirectionalLight.prototype.constructor = THREE.DirectionalLight;

THREE.DirectionalLight.prototype.copy = function ( source ) {

	THREE.Light.prototype.copy.call( this, source );

	this.intensity = source.intensity;
	this.target = source.target.clone();

	this.shadow = source.shadow.clone();

	return this;

};

// File:src/lights/HemisphereLight.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.HemisphereLight = function ( skyColor, groundColor, intensity ) {

	THREE.Light.call( this, skyColor );

	this.type = 'HemisphereLight';

	this.castShadow = undefined;

	this.position.set( 0, 1, 0 );
	this.updateMatrix();

	this.groundColor = new THREE.Color( groundColor );
	this.intensity = ( intensity !== undefined ) ? intensity : 1;

};

THREE.HemisphereLight.prototype = Object.create( THREE.Light.prototype );
THREE.HemisphereLight.prototype.constructor = THREE.HemisphereLight;

THREE.HemisphereLight.prototype.copy = function ( source ) {

	THREE.Light.prototype.copy.call( this, source );

	this.groundColor.copy( source.groundColor );
	this.intensity = source.intensity;

	return this;

};

// File:src/lights/PointLight.js

/**
 * @author mrdoob / http://mrdoob.com/
 */


THREE.PointLight = function ( color, intensity, distance, decay ) {

	THREE.Light.call( this, color );

	this.type = 'PointLight';

	this.intensity = ( intensity !== undefined ) ? intensity : 1;
	this.distance = ( distance !== undefined ) ? distance : 0;
	this.decay = ( decay !== undefined ) ? decay : 1;	// for physically correct lights, should be 2.

	this.shadow = new THREE.LightShadow( new THREE.PerspectiveCamera( 90, 1, 1, 500 ) );

};

THREE.PointLight.prototype = Object.create( THREE.Light.prototype );
THREE.PointLight.prototype.constructor = THREE.PointLight;

THREE.PointLight.prototype.copy = function ( source ) {

	THREE.Light.prototype.copy.call( this, source );

	this.intensity = source.intensity;
	this.distance = source.distance;
	this.decay = source.decay;

	this.shadow = source.shadow.clone();

	return this;

};

// File:src/lights/SpotLight.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.SpotLight = function ( color, intensity, distance, angle, exponent, decay ) {

	THREE.Light.call( this, color );

	this.type = 'SpotLight';

	this.position.set( 0, 1, 0 );
	this.updateMatrix();

	this.target = new THREE.Object3D();

	this.intensity = ( intensity !== undefined ) ? intensity : 1;
	this.distance = ( distance !== undefined ) ? distance : 0;
	this.angle = ( angle !== undefined ) ? angle : Math.PI / 3;
	this.exponent = ( exponent !== undefined ) ? exponent : 10;
	this.decay = ( decay !== undefined ) ? decay : 1;	// for physically correct lights, should be 2.

	this.shadow = new THREE.LightShadow( new THREE.PerspectiveCamera( 50, 1, 50, 5000 ) );

};

THREE.SpotLight.prototype = Object.create( THREE.Light.prototype );
THREE.SpotLight.prototype.constructor = THREE.SpotLight;

THREE.SpotLight.prototype.copy = function ( source ) {

	THREE.Light.prototype.copy.call( this, source );

	this.intensity = source.intensity;
	this.distance = source.distance;
	this.angle = source.angle;
	this.exponent = source.exponent;
	this.decay = source.decay;

	this.target = source.target.clone();

	this.shadow = source.shadow.clone();

	return this;

};

// File:src/loaders/Cache.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Cache = {

	enabled: false,

	files: {},

	add: function ( key, file ) {

		if ( this.enabled === false ) return;

		// console.log( 'THREE.Cache', 'Adding key:', key );

		this.files[ key ] = file;

	},

	get: function ( key ) {

		if ( this.enabled === false ) return;

		// console.log( 'THREE.Cache', 'Checking key:', key );

		return this.files[ key ];

	},

	remove: function ( key ) {

		delete this.files[ key ];

	},

	clear: function () {

		this.files = {};

	}

};

// File:src/loaders/Loader.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Loader = function () {

	this.onLoadStart = function () {};
	this.onLoadProgress = function () {};
	this.onLoadComplete = function () {};

};

THREE.Loader.prototype = {

	constructor: THREE.Loader,

	crossOrigin: undefined,

	extractUrlBase: function ( url ) {

		var parts = url.split( '/' );

		if ( parts.length === 1 ) return './';

		parts.pop();

		return parts.join( '/' ) + '/';

	},

	initMaterials: function ( materials, texturePath, crossOrigin ) {

		var array = [];

		for ( var i = 0; i < materials.length; ++ i ) {

			array[ i ] = this.createMaterial( materials[ i ], texturePath, crossOrigin );

		}

		return array;

	},

	createMaterial: ( function () {

		var color, textureLoader, materialLoader;

		return function ( m, texturePath, crossOrigin ) {

			if ( color === undefined ) color = new THREE.Color();
			if ( textureLoader === undefined ) textureLoader = new THREE.TextureLoader();
			if ( materialLoader === undefined ) materialLoader = new THREE.MaterialLoader();

			// convert from old material format

			var textures = {};

			function loadTexture( path, repeat, offset, wrap, anisotropy ) {

				var fullPath = texturePath + path;
				var loader = THREE.Loader.Handlers.get( fullPath );

				var texture;

				if ( loader !== null ) {

					texture = loader.load( fullPath );

				} else {

					textureLoader.setCrossOrigin( crossOrigin );
					texture = textureLoader.load( fullPath );

				}

				if ( repeat !== undefined ) {

					texture.repeat.fromArray( repeat );

					if ( repeat[ 0 ] !== 1 ) texture.wrapS = THREE.RepeatWrapping;
					if ( repeat[ 1 ] !== 1 ) texture.wrapT = THREE.RepeatWrapping;

				}

				if ( offset !== undefined ) {

					texture.offset.fromArray( offset );

				}

				if ( wrap !== undefined ) {

					if ( wrap[ 0 ] === 'repeat' ) texture.wrapS = THREE.RepeatWrapping;
					if ( wrap[ 0 ] === 'mirror' ) texture.wrapS = THREE.MirroredRepeatWrapping;

					if ( wrap[ 1 ] === 'repeat' ) texture.wrapT = THREE.RepeatWrapping;
					if ( wrap[ 1 ] === 'mirror' ) texture.wrapT = THREE.MirroredRepeatWrapping;

				}

				if ( anisotropy !== undefined ) {

					texture.anisotropy = anisotropy;

				}

				var uuid = THREE.Math.generateUUID();

				textures[ uuid ] = texture;

				return uuid;

			}

			//

			var json = {
				uuid: THREE.Math.generateUUID(),
				type: 'MeshLambertMaterial'
			};

			for ( var name in m ) {

				var value = m[ name ];

				switch ( name ) {
					case 'DbgColor':
						json.color = value;
						break;
					case 'DbgIndex':
					case 'opticalDensity':
					case 'illumination':
						// These were never supported
						break;
					case 'DbgName':
						json.name = value;
						break;
					case 'blending':
						json.blending = THREE[ value ];
						break;
					case 'colorDiffuse':
						json.color = color.fromArray( value ).getHex();
						break;
					case 'colorSpecular':
						json.specular = color.fromArray( value ).getHex();
						break;
					case 'colorEmissive':
						json.emissive = color.fromArray( value ).getHex();
						break;
					case 'specularCoef':
						json.shininess = value;
						break;
					case 'shading':
						if ( value.toLowerCase() === 'basic' ) json.type = 'MeshBasicMaterial';
						if ( value.toLowerCase() === 'phong' ) json.type = 'MeshPhongMaterial';
						break;
					case 'mapDiffuse':
						json.map = loadTexture( value, m.mapDiffuseRepeat, m.mapDiffuseOffset, m.mapDiffuseWrap, m.mapDiffuseAnisotropy );
						break;
					case 'mapDiffuseRepeat':
					case 'mapDiffuseOffset':
					case 'mapDiffuseWrap':
					case 'mapDiffuseAnisotropy':
						break;
					case 'mapLight':
						json.lightMap = loadTexture( value, m.mapLightRepeat, m.mapLightOffset, m.mapLightWrap, m.mapLightAnisotropy );
						break;
					case 'mapLightRepeat':
					case 'mapLightOffset':
					case 'mapLightWrap':
					case 'mapLightAnisotropy':
						break;
					case 'mapAO':
						json.aoMap = loadTexture( value, m.mapAORepeat, m.mapAOOffset, m.mapAOWrap, m.mapAOAnisotropy );
						break;
					case 'mapAORepeat':
					case 'mapAOOffset':
					case 'mapAOWrap':
					case 'mapAOAnisotropy':
						break;
					case 'mapBump':
						json.bumpMap = loadTexture( value, m.mapBumpRepeat, m.mapBumpOffset, m.mapBumpWrap, m.mapBumpAnisotropy );
						break;
					case 'mapBumpScale':
						json.bumpScale = value;
						break;
					case 'mapBumpRepeat':
					case 'mapBumpOffset':
					case 'mapBumpWrap':
					case 'mapBumpAnisotropy':
						break;
					case 'mapNormal':
						json.normalMap = loadTexture( value, m.mapNormalRepeat, m.mapNormalOffset, m.mapNormalWrap, m.mapNormalAnisotropy );
						break;
					case 'mapNormalFactor':
						json.normalScale = [ value, value ];
						break;
					case 'mapNormalRepeat':
					case 'mapNormalOffset':
					case 'mapNormalWrap':
					case 'mapNormalAnisotropy':
						break;
					case 'mapSpecular':
						json.specularMap = loadTexture( value, m.mapSpecularRepeat, m.mapSpecularOffset, m.mapSpecularWrap, m.mapSpecularAnisotropy );
						break;
					case 'mapSpecularRepeat':
					case 'mapSpecularOffset':
					case 'mapSpecularWrap':
					case 'mapSpecularAnisotropy':
						break;
					case 'mapAlpha':
						json.alphaMap = loadTexture( value, m.mapAlphaRepeat, m.mapAlphaOffset, m.mapAlphaWrap, m.mapAlphaAnisotropy );
						break;
					case 'mapAlphaRepeat':
					case 'mapAlphaOffset':
					case 'mapAlphaWrap':
					case 'mapAlphaAnisotropy':
						break;
					case 'flipSided':
						json.side = THREE.BackSide;
						break;
					case 'doubleSided':
						json.side = THREE.DoubleSide;
						break;
					case 'transparency':
						console.warn( 'THREE.Loader: transparency has been renamed to opacity' );
						json.opacity = value;
						break;
					case 'opacity':
					case 'transparent':
					case 'depthTest':
					case 'depthWrite':
					case 'transparent':
					case 'visible':
					case 'wireframe':
						json[ name ] = value;
						break;
					case 'vertexColors':
						if ( value === true ) json.vertexColors = THREE.VertexColors;
						if ( value === 'face' ) json.vertexColors = THREE.FaceColors;
						break;
					default:
						console.error( 'Loader.createMaterial: Unsupported', name, value );
						break;
				}

			}

			if ( json.type !== 'MeshPhongMaterial' ) delete json.specular;
			if ( json.opacity < 1 ) json.transparent = true;

			materialLoader.setTextures( textures );

			return materialLoader.parse( json );

		};

	} )()

};

THREE.Loader.Handlers = {

	handlers: [],

	add: function ( regex, loader ) {

		this.handlers.push( regex, loader );

	},

	get: function ( file ) {

		var handlers = this.handlers;

		for ( var i = 0, l = handlers.length; i < l; i += 2 ) {

			var regex = handlers[ i ];
			var loader  = handlers[ i + 1 ];

			if ( regex.test( file ) ) {

				return loader;

			}

		}

		return null;

	}

};

// File:src/loaders/XHRLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.XHRLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.XHRLoader.prototype = {

	constructor: THREE.XHRLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var cached = THREE.Cache.get( url );

		if ( cached !== undefined ) {

			if ( onLoad ) {

				setTimeout( function () {

					onLoad( cached );

				}, 0 );

			}

			return cached;

		}

		var request = new XMLHttpRequest();
		request.open( 'GET', url, true );

		request.addEventListener( 'load', function ( event ) {

			var response = event.target.response;

			THREE.Cache.add( url, response );

			if ( onLoad ) onLoad( response );

			scope.manager.itemEnd( url );

		}, false );

		if ( onProgress !== undefined ) {

			request.addEventListener( 'progress', function ( event ) {

				onProgress( event );

			}, false );

		}

		request.addEventListener( 'error', function ( event ) {

			if ( onError ) onError( event );

			scope.manager.itemError( url );

		}, false );

		if ( this.crossOrigin !== undefined ) request.crossOrigin = this.crossOrigin;
		if ( this.responseType !== undefined ) request.responseType = this.responseType;
		if ( this.withCredentials !== undefined ) request.withCredentials = this.withCredentials;

		request.send( null );

		scope.manager.itemStart( url );

		return request;

	},

	setResponseType: function ( value ) {

		this.responseType = value;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	setWithCredentials: function ( value ) {

		this.withCredentials = value;

	}

};

// File:src/loaders/ImageLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.ImageLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.ImageLoader.prototype = {

	constructor: THREE.ImageLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var cached = THREE.Cache.get( url );

		if ( cached !== undefined ) {

			scope.manager.itemStart( url );

			if ( onLoad ) {

				setTimeout( function () {

					onLoad( cached );

					scope.manager.itemEnd( url );

				}, 0 );

			} else {

				scope.manager.itemEnd( url );

			}

			return cached;

		}

		var image = document.createElement( 'img' );

		image.addEventListener( 'load', function ( event ) {

			THREE.Cache.add( url, this );

			if ( onLoad ) onLoad( this );

			scope.manager.itemEnd( url );

		}, false );

		if ( onProgress !== undefined ) {

			image.addEventListener( 'progress', function ( event ) {

				onProgress( event );

			}, false );

		}

		image.addEventListener( 'error', function ( event ) {

			if ( onError ) onError( event );

			scope.manager.itemError( url );

		}, false );

		if ( this.crossOrigin !== undefined ) image.crossOrigin = this.crossOrigin;

		scope.manager.itemStart( url );

		image.src = url;

		return image;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	}

};

// File:src/loaders/JSONLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.JSONLoader = function ( manager ) {

	if ( typeof manager === 'boolean' ) {

		console.warn( 'THREE.JSONLoader: showStatus parameter has been removed from constructor.' );
		manager = undefined;

	}

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

	this.withCredentials = false;

};

THREE.JSONLoader.prototype = {

	constructor: THREE.JSONLoader,

	// Deprecated

	get statusDomElement () {

		if ( this._statusDomElement === undefined ) {

			this._statusDomElement = document.createElement( 'div' );

		}

		console.warn( 'THREE.JSONLoader: .statusDomElement has been removed.' );
		return this._statusDomElement;

	},

	load: function( url, onLoad, onProgress, onError ) {

		var scope = this;

		var texturePath = this.texturePath && ( typeof this.texturePath === "string" ) ? this.texturePath : THREE.Loader.prototype.extractUrlBase( url );

		var loader = new THREE.XHRLoader( this.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.setWithCredentials( this.withCredentials );
		loader.load( url, function ( text ) {

			var json = JSON.parse( text );
			var metadata = json.metadata;

			if ( metadata !== undefined ) {

				if ( metadata.type === 'object' ) {

					console.error( 'THREE.JSONLoader: ' + url + ' should be loaded with THREE.ObjectLoader instead.' );
					return;

				}

				if ( metadata.type === 'scene' ) {

					console.error( 'THREE.JSONLoader: ' + url + ' should be loaded with THREE.SceneLoader instead.' );
					return;

				}

			}

			var object = scope.parse( json, texturePath );
			onLoad( object.geometry, object.materials );

		} );

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	setTexturePath: function ( value ) {

		this.texturePath = value;

	},

	parse: function ( json, texturePath ) {

		var geometry = new THREE.Geometry(),
		scale = ( json.scale !== undefined ) ? 1.0 / json.scale : 1.0;

		parseModel( scale );

		parseSkin();
		parseMorphing( scale );
		parseAnimations();

		geometry.computeFaceNormals();
		geometry.computeBoundingSphere();

		function parseModel( scale ) {

			function isBitSet( value, position ) {

				return value & ( 1 << position );

			}

			var i, j, fi,

			offset, zLength,

		colorIndex, normalIndex, uvIndex, materialIndex,

			type,
			isQuad,
			hasMaterial,
			hasFaceVertexUv,
			hasFaceNormal, hasFaceVertexNormal,
			hasFaceColor, hasFaceVertexColor,

		vertex, face, faceA, faceB, hex, normal,

			uvLayer, uv, u, v,

			faces = json.faces,
			vertices = json.vertices,
			normals = json.normals,
			colors = json.colors,

			nUvLayers = 0;

			if ( json.uvs !== undefined ) {

				// disregard empty arrays

				for ( i = 0; i < json.uvs.length; i ++ ) {

					if ( json.uvs[ i ].length ) nUvLayers ++;

				}

				for ( i = 0; i < nUvLayers; i ++ ) {

					geometry.faceVertexUvs[ i ] = [];

				}

			}

			offset = 0;
			zLength = vertices.length;

			while ( offset < zLength ) {

				vertex = new THREE.Vector3();

				vertex.x = vertices[ offset ++ ] * scale;
				vertex.y = vertices[ offset ++ ] * scale;
				vertex.z = vertices[ offset ++ ] * scale;

				geometry.vertices.push( vertex );

			}

			offset = 0;
			zLength = faces.length;

			while ( offset < zLength ) {

				type = faces[ offset ++ ];


				isQuad              = isBitSet( type, 0 );
				hasMaterial         = isBitSet( type, 1 );
				hasFaceVertexUv     = isBitSet( type, 3 );
				hasFaceNormal       = isBitSet( type, 4 );
				hasFaceVertexNormal = isBitSet( type, 5 );
				hasFaceColor	     = isBitSet( type, 6 );
				hasFaceVertexColor  = isBitSet( type, 7 );

				// console.log("type", type, "bits", isQuad, hasMaterial, hasFaceVertexUv, hasFaceNormal, hasFaceVertexNormal, hasFaceColor, hasFaceVertexColor);

				if ( isQuad ) {

					faceA = new THREE.Face3();
					faceA.a = faces[ offset ];
					faceA.b = faces[ offset + 1 ];
					faceA.c = faces[ offset + 3 ];

					faceB = new THREE.Face3();
					faceB.a = faces[ offset + 1 ];
					faceB.b = faces[ offset + 2 ];
					faceB.c = faces[ offset + 3 ];

					offset += 4;

					if ( hasMaterial ) {

						materialIndex = faces[ offset ++ ];
						faceA.materialIndex = materialIndex;
						faceB.materialIndex = materialIndex;

					}

					// to get face <=> uv index correspondence

					fi = geometry.faces.length;

					if ( hasFaceVertexUv ) {

						for ( i = 0; i < nUvLayers; i ++ ) {

							uvLayer = json.uvs[ i ];

							geometry.faceVertexUvs[ i ][ fi ] = [];
							geometry.faceVertexUvs[ i ][ fi + 1 ] = [];

							for ( j = 0; j < 4; j ++ ) {

								uvIndex = faces[ offset ++ ];

								u = uvLayer[ uvIndex * 2 ];
								v = uvLayer[ uvIndex * 2 + 1 ];

								uv = new THREE.Vector2( u, v );

								if ( j !== 2 ) geometry.faceVertexUvs[ i ][ fi ].push( uv );
								if ( j !== 0 ) geometry.faceVertexUvs[ i ][ fi + 1 ].push( uv );

							}

						}

					}

					if ( hasFaceNormal ) {

						normalIndex = faces[ offset ++ ] * 3;

						faceA.normal.set(
							normals[ normalIndex ++ ],
							normals[ normalIndex ++ ],
							normals[ normalIndex ]
						);

						faceB.normal.copy( faceA.normal );

					}

					if ( hasFaceVertexNormal ) {

						for ( i = 0; i < 4; i ++ ) {

							normalIndex = faces[ offset ++ ] * 3;

							normal = new THREE.Vector3(
								normals[ normalIndex ++ ],
								normals[ normalIndex ++ ],
								normals[ normalIndex ]
							);


							if ( i !== 2 ) faceA.vertexNormals.push( normal );
							if ( i !== 0 ) faceB.vertexNormals.push( normal );

						}

					}


					if ( hasFaceColor ) {

						colorIndex = faces[ offset ++ ];
						hex = colors[ colorIndex ];

						faceA.color.setHex( hex );
						faceB.color.setHex( hex );

					}


					if ( hasFaceVertexColor ) {

						for ( i = 0; i < 4; i ++ ) {

							colorIndex = faces[ offset ++ ];
							hex = colors[ colorIndex ];

							if ( i !== 2 ) faceA.vertexColors.push( new THREE.Color( hex ) );
							if ( i !== 0 ) faceB.vertexColors.push( new THREE.Color( hex ) );

						}

					}

					geometry.faces.push( faceA );
					geometry.faces.push( faceB );

				} else {

					face = new THREE.Face3();
					face.a = faces[ offset ++ ];
					face.b = faces[ offset ++ ];
					face.c = faces[ offset ++ ];

					if ( hasMaterial ) {

						materialIndex = faces[ offset ++ ];
						face.materialIndex = materialIndex;

					}

					// to get face <=> uv index correspondence

					fi = geometry.faces.length;

					if ( hasFaceVertexUv ) {

						for ( i = 0; i < nUvLayers; i ++ ) {

							uvLayer = json.uvs[ i ];

							geometry.faceVertexUvs[ i ][ fi ] = [];

							for ( j = 0; j < 3; j ++ ) {

								uvIndex = faces[ offset ++ ];

								u = uvLayer[ uvIndex * 2 ];
								v = uvLayer[ uvIndex * 2 + 1 ];

								uv = new THREE.Vector2( u, v );

								geometry.faceVertexUvs[ i ][ fi ].push( uv );

							}

						}

					}

					if ( hasFaceNormal ) {

						normalIndex = faces[ offset ++ ] * 3;

						face.normal.set(
							normals[ normalIndex ++ ],
							normals[ normalIndex ++ ],
							normals[ normalIndex ]
						);

					}

					if ( hasFaceVertexNormal ) {

						for ( i = 0; i < 3; i ++ ) {

							normalIndex = faces[ offset ++ ] * 3;

							normal = new THREE.Vector3(
								normals[ normalIndex ++ ],
								normals[ normalIndex ++ ],
								normals[ normalIndex ]
							);

							face.vertexNormals.push( normal );

						}

					}


					if ( hasFaceColor ) {

						colorIndex = faces[ offset ++ ];
						face.color.setHex( colors[ colorIndex ] );

					}


					if ( hasFaceVertexColor ) {

						for ( i = 0; i < 3; i ++ ) {

							colorIndex = faces[ offset ++ ];
							face.vertexColors.push( new THREE.Color( colors[ colorIndex ] ) );

						}

					}

					geometry.faces.push( face );

				}

			}

		};

		function parseSkin() {

			var influencesPerVertex = ( json.influencesPerVertex !== undefined ) ? json.influencesPerVertex : 2;

			if ( json.skinWeights ) {

				for ( var i = 0, l = json.skinWeights.length; i < l; i += influencesPerVertex ) {

					var x =                               json.skinWeights[ i ];
					var y = ( influencesPerVertex > 1 ) ? json.skinWeights[ i + 1 ] : 0;
					var z = ( influencesPerVertex > 2 ) ? json.skinWeights[ i + 2 ] : 0;
					var w = ( influencesPerVertex > 3 ) ? json.skinWeights[ i + 3 ] : 0;

					geometry.skinWeights.push( new THREE.Vector4( x, y, z, w ) );

				}

			}

			if ( json.skinIndices ) {

				for ( var i = 0, l = json.skinIndices.length; i < l; i += influencesPerVertex ) {

					var a =                               json.skinIndices[ i ];
					var b = ( influencesPerVertex > 1 ) ? json.skinIndices[ i + 1 ] : 0;
					var c = ( influencesPerVertex > 2 ) ? json.skinIndices[ i + 2 ] : 0;
					var d = ( influencesPerVertex > 3 ) ? json.skinIndices[ i + 3 ] : 0;

					geometry.skinIndices.push( new THREE.Vector4( a, b, c, d ) );

				}

			}

			geometry.bones = json.bones;

			if ( geometry.bones && geometry.bones.length > 0 && ( geometry.skinWeights.length !== geometry.skinIndices.length || geometry.skinIndices.length !== geometry.vertices.length ) ) {

				console.warn( 'When skinning, number of vertices (' + geometry.vertices.length + '), skinIndices (' +
					geometry.skinIndices.length + '), and skinWeights (' + geometry.skinWeights.length + ') should match.' );

			}

		};

		function parseMorphing( scale ) {

			if ( json.morphTargets !== undefined ) {

				for ( var i = 0, l = json.morphTargets.length; i < l; i ++ ) {

					geometry.morphTargets[ i ] = {};
					geometry.morphTargets[ i ].name = json.morphTargets[ i ].name;
					geometry.morphTargets[ i ].vertices = [];

					var dstVertices = geometry.morphTargets[ i ].vertices;
					var srcVertices = json.morphTargets[ i ].vertices;

					for ( var v = 0, vl = srcVertices.length; v < vl; v += 3 ) {

						var vertex = new THREE.Vector3();
						vertex.x = srcVertices[ v ] * scale;
						vertex.y = srcVertices[ v + 1 ] * scale;
						vertex.z = srcVertices[ v + 2 ] * scale;

						dstVertices.push( vertex );

					}

				}

			}

			if ( json.morphColors !== undefined && json.morphColors.length > 0 ) {

				console.warn( 'THREE.JSONLoader: "morphColors" no longer supported. Using them as face colors.' );

				var faces = geometry.faces;
				var morphColors = json.morphColors[ 0 ].colors;

				for ( var i = 0, l = faces.length; i < l; i ++ ) {

					faces[ i ].color.fromArray( morphColors, i * 3 );

				}

			}

		}

		function parseAnimations() {

			var outputAnimations = [];

			// parse old style Bone/Hierarchy animations
			var animations = [];
			if ( json.animation !== undefined ) {
				animations.push( json.animation );
			}
			if ( json.animations !== undefined ) {
				if ( json.animations.length ) {
					animations = animations.concat( json.animations );
				} else {
					animations.push( json.animations );
				}
			}

			for ( var i = 0; i < animations.length; i ++ ) {

				var clip = THREE.AnimationClip.parseAnimation( animations[i], geometry.bones );
				if ( clip ) outputAnimations.push( clip );

			}

			// parse implicit morph animations
			if ( geometry.morphTargets ) {

				// TODO: Figure out what an appropraite FPS is for morph target animations -- defaulting to 10, but really it is completely arbitrary.
				var morphAnimationClips = THREE.AnimationClip.CreateClipsFromMorphTargetSequences( geometry.morphTargets, 10 );
				outputAnimations = outputAnimations.concat( morphAnimationClips );

			}

			if ( outputAnimations.length > 0 ) geometry.animations = outputAnimations;

		};

		if ( json.materials === undefined || json.materials.length === 0 ) {

			return { geometry: geometry };

		} else {

			var materials = THREE.Loader.prototype.initMaterials( json.materials, texturePath, this.crossOrigin );

			return { geometry: geometry, materials: materials };

		}

	}

};

// File:src/loaders/LoadingManager.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.LoadingManager = function ( onLoad, onProgress, onError ) {

	var scope = this;

	var isLoading = false, itemsLoaded = 0, itemsTotal = 0;

	this.onStart = undefined;
	this.onLoad = onLoad;
	this.onProgress = onProgress;
	this.onError = onError;

	this.itemStart = function ( url ) {

		itemsTotal ++;

		if ( isLoading === false ) {

			if ( scope.onStart !== undefined ) {

				scope.onStart( url, itemsLoaded, itemsTotal );

			}

		}

		isLoading = true;

	};

	this.itemEnd = function ( url ) {

		itemsLoaded ++;

		if ( scope.onProgress !== undefined ) {

			scope.onProgress( url, itemsLoaded, itemsTotal );

		}

		if ( itemsLoaded === itemsTotal ) {

			isLoading = false;

			if ( scope.onLoad !== undefined ) {

				scope.onLoad();

			}

		}

	};

	this.itemError = function ( url ) {

		if ( scope.onError !== undefined ) {

			scope.onError( url );

		}

	};

};

THREE.DefaultLoadingManager = new THREE.LoadingManager();

// File:src/loaders/BufferGeometryLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.BufferGeometryLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.BufferGeometryLoader.prototype = {

	constructor: THREE.BufferGeometryLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var loader = new THREE.XHRLoader( scope.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.load( url, function ( text ) {

			onLoad( scope.parse( JSON.parse( text ) ) );

		}, onProgress, onError );

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	parse: function ( json ) {

		var geometry = new THREE.BufferGeometry();

		var index = json.data.index;

		if ( index !== undefined ) {

			var typedArray = new self[ index.type ]( index.array );
			geometry.setIndex( new THREE.BufferAttribute( typedArray, 1 ) );

		}

		var attributes = json.data.attributes;

		for ( var key in attributes ) {

			var attribute = attributes[ key ];
			var typedArray = new self[ attribute.type ]( attribute.array );

			geometry.addAttribute( key, new THREE.BufferAttribute( typedArray, attribute.itemSize ) );

		}

		var groups = json.data.groups || json.data.drawcalls || json.data.offsets;

		if ( groups !== undefined ) {

			for ( var i = 0, n = groups.length; i !== n; ++ i ) {

				var group = groups[ i ];

				geometry.addGroup( group.start, group.count );

			}

		}

		var boundingSphere = json.data.boundingSphere;

		if ( boundingSphere !== undefined ) {

			var center = new THREE.Vector3();

			if ( boundingSphere.center !== undefined ) {

				center.fromArray( boundingSphere.center );

			}

			geometry.boundingSphere = new THREE.Sphere( center, boundingSphere.radius );

		}

		return geometry;

	}

};

// File:src/loaders/MaterialLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.MaterialLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;
	this.textures = {};

};

THREE.MaterialLoader.prototype = {

	constructor: THREE.MaterialLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var loader = new THREE.XHRLoader( scope.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.load( url, function ( text ) {

			onLoad( scope.parse( JSON.parse( text ) ) );

		}, onProgress, onError );

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	setTextures: function ( value ) {

		this.textures = value;

	},

	getTexture: function ( name ) {

		var textures = this.textures;

		if ( textures[ name ] === undefined ) {

			console.warn( 'THREE.MaterialLoader: Undefined texture', name );

		}

		return textures[ name ];

	},

	parse: function ( json ) {

		var material = new THREE[ json.type ];
		material.uuid = json.uuid;

		if ( json.name !== undefined ) material.name = json.name;
		if ( json.color !== undefined ) material.color.setHex( json.color );
		if ( json.emissive !== undefined ) material.emissive.setHex( json.emissive );
		if ( json.specular !== undefined ) material.specular.setHex( json.specular );
		if ( json.shininess !== undefined ) material.shininess = json.shininess;
		if ( json.uniforms !== undefined ) material.uniforms = json.uniforms;
		if ( json.vertexShader !== undefined ) material.vertexShader = json.vertexShader;
		if ( json.fragmentShader !== undefined ) material.fragmentShader = json.fragmentShader;
		if ( json.vertexColors !== undefined ) material.vertexColors = json.vertexColors;
		if ( json.shading !== undefined ) material.shading = json.shading;
		if ( json.blending !== undefined ) material.blending = json.blending;
		if ( json.side !== undefined ) material.side = json.side;
		if ( json.opacity !== undefined ) material.opacity = json.opacity;
		if ( json.transparent !== undefined ) material.transparent = json.transparent;
		if ( json.alphaTest !== undefined ) material.alphaTest = json.alphaTest;
		if ( json.depthTest !== undefined ) material.depthTest = json.depthTest;
		if ( json.depthWrite !== undefined ) material.depthWrite = json.depthWrite;
		if ( json.wireframe !== undefined ) material.wireframe = json.wireframe;
		if ( json.wireframeLinewidth !== undefined ) material.wireframeLinewidth = json.wireframeLinewidth;

		// for PointsMaterial
		if ( json.size !== undefined ) material.size = json.size;
		if ( json.sizeAttenuation !== undefined ) material.sizeAttenuation = json.sizeAttenuation;

		// maps

		if ( json.map !== undefined ) material.map = this.getTexture( json.map );

		if ( json.alphaMap !== undefined ) {

			material.alphaMap = this.getTexture( json.alphaMap );
			material.transparent = true;

		}

		if ( json.bumpMap !== undefined ) material.bumpMap = this.getTexture( json.bumpMap );
		if ( json.bumpScale !== undefined ) material.bumpScale = json.bumpScale;

		if ( json.normalMap !== undefined ) material.normalMap = this.getTexture( json.normalMap );
		if ( json.normalScale )	material.normalScale = new THREE.Vector2( json.normalScale, json.normalScale );

		if ( json.displacementMap !== undefined ) material.displacementMap = this.getTexture( json.displacementMap );
		if ( json.displacementScale !== undefined ) material.displacementScale = json.displacementScale;
		if ( json.displacementBias !== undefined ) material.displacementBias = json.displacementBias;

		if ( json.specularMap !== undefined ) material.specularMap = this.getTexture( json.specularMap );

		if ( json.envMap !== undefined ) {

			material.envMap = this.getTexture( json.envMap );
			material.combine = THREE.MultiplyOperation;

		}

		if ( json.reflectivity ) material.reflectivity = json.reflectivity;

		if ( json.lightMap !== undefined ) material.lightMap = this.getTexture( json.lightMap );
		if ( json.lightMapIntensity !== undefined ) material.lightMapIntensity = json.lightMapIntensity;

		if ( json.aoMap !== undefined ) material.aoMap = this.getTexture( json.aoMap );
		if ( json.aoMapIntensity !== undefined ) material.aoMapIntensity = json.aoMapIntensity;

		// MeshFaceMaterial

		if ( json.materials !== undefined ) {

			for ( var i = 0, l = json.materials.length; i < l; i ++ ) {

				material.materials.push( this.parse( json.materials[ i ] ) );

			}

		}

		return material;

	}

};

// File:src/loaders/ObjectLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.ObjectLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;
	this.texturePath = '';

};

THREE.ObjectLoader.prototype = {

	constructor: THREE.ObjectLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		if ( this.texturePath === '' ) {

			this.texturePath = url.substring( 0, url.lastIndexOf( '/' ) + 1 );

		}

		var scope = this;

		var loader = new THREE.XHRLoader( scope.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.load( url, function ( text ) {

			scope.parse( JSON.parse( text ), onLoad );

		}, onProgress, onError );

	},

	setTexturePath: function ( value ) {

		this.texturePath = value;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	parse: function ( json, onLoad ) {

		var geometries = this.parseGeometries( json.geometries );

		var images = this.parseImages( json.images, function () {

			if ( onLoad !== undefined ) onLoad( object );

		} );

		var textures  = this.parseTextures( json.textures, images );
		var materials = this.parseMaterials( json.materials, textures );

		var object = this.parseObject( json.object, geometries, materials );

		if ( json.animations ) {

			object.animations = this.parseAnimations( json.animations );

		}

		if ( json.images === undefined || json.images.length === 0 ) {

			if ( onLoad !== undefined ) onLoad( object );

		}

		return object;

	},

	parseGeometries: function ( json ) {

		var geometries = {};

		if ( json !== undefined ) {

			var geometryLoader = new THREE.JSONLoader();
			var bufferGeometryLoader = new THREE.BufferGeometryLoader();

			for ( var i = 0, l = json.length; i < l; i ++ ) {

				var geometry;
				var data = json[ i ];

				switch ( data.type ) {

					case 'PlaneGeometry':
					case 'PlaneBufferGeometry':

						geometry = new THREE[ data.type ](
							data.width,
							data.height,
							data.widthSegments,
							data.heightSegments
						);

						break;

					case 'BoxGeometry':
					case 'CubeGeometry': // backwards compatible

						geometry = new THREE.BoxGeometry(
							data.width,
							data.height,
							data.depth,
							data.widthSegments,
							data.heightSegments,
							data.depthSegments
						);

						break;

					case 'CircleBufferGeometry':

						geometry = new THREE.CircleBufferGeometry(
							data.radius,
							data.segments,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'CircleGeometry':

						geometry = new THREE.CircleGeometry(
							data.radius,
							data.segments,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'CylinderGeometry':

						geometry = new THREE.CylinderGeometry(
							data.radiusTop,
							data.radiusBottom,
							data.height,
							data.radialSegments,
							data.heightSegments,
							data.openEnded,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'SphereGeometry':

						geometry = new THREE.SphereGeometry(
							data.radius,
							data.widthSegments,
							data.heightSegments,
							data.phiStart,
							data.phiLength,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'SphereBufferGeometry':

						geometry = new THREE.SphereBufferGeometry(
							data.radius,
							data.widthSegments,
							data.heightSegments,
							data.phiStart,
							data.phiLength,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'DodecahedronGeometry':

						geometry = new THREE.DodecahedronGeometry(
							data.radius,
							data.detail
						);

						break;

					case 'IcosahedronGeometry':

						geometry = new THREE.IcosahedronGeometry(
							data.radius,
							data.detail
						);

						break;

					case 'OctahedronGeometry':

						geometry = new THREE.OctahedronGeometry(
							data.radius,
							data.detail
						);

						break;

					case 'TetrahedronGeometry':

						geometry = new THREE.TetrahedronGeometry(
							data.radius,
							data.detail
						);

						break;

					case 'RingGeometry':

						geometry = new THREE.RingGeometry(
							data.innerRadius,
							data.outerRadius,
							data.thetaSegments,
							data.phiSegments,
							data.thetaStart,
							data.thetaLength
						);

						break;

					case 'TorusGeometry':

						geometry = new THREE.TorusGeometry(
							data.radius,
							data.tube,
							data.radialSegments,
							data.tubularSegments,
							data.arc
						);

						break;

					case 'TorusKnotGeometry':

						geometry = new THREE.TorusKnotGeometry(
							data.radius,
							data.tube,
							data.radialSegments,
							data.tubularSegments,
							data.p,
							data.q,
							data.heightScale
						);

						break;

					case 'BufferGeometry':

						geometry = bufferGeometryLoader.parse( data );

						break;

					case 'Geometry':

						geometry = geometryLoader.parse( data.data, this.texturePath ).geometry;

						break;

					default:

						console.warn( 'THREE.ObjectLoader: Unsupported geometry type "' + data.type + '"' );

						continue;

				}

				geometry.uuid = data.uuid;

				if ( data.name !== undefined ) geometry.name = data.name;

				geometries[ data.uuid ] = geometry;

			}

		}

		return geometries;

	},

	parseMaterials: function ( json, textures ) {

		var materials = {};

		if ( json !== undefined ) {

			var loader = new THREE.MaterialLoader();
			loader.setTextures( textures );

			for ( var i = 0, l = json.length; i < l; i ++ ) {

				var material = loader.parse( json[ i ] );
				materials[ material.uuid ] = material;

			}

		}

		return materials;

	},

	parseAnimations: function ( json ) {

		var animations = [];

		for ( var i = 0; i < json.length; i ++ ) {

			var clip = THREE.AnimationClip.parse( json[i] );

			animations.push( clip );

		}

		return animations;

	},

	parseImages: function ( json, onLoad ) {

		var scope = this;
		var images = {};

		function loadImage( url ) {

			scope.manager.itemStart( url );

			return loader.load( url, function () {

				scope.manager.itemEnd( url );

			} );

		}

		if ( json !== undefined && json.length > 0 ) {

			var manager = new THREE.LoadingManager( onLoad );

			var loader = new THREE.ImageLoader( manager );
			loader.setCrossOrigin( this.crossOrigin );

			for ( var i = 0, l = json.length; i < l; i ++ ) {

				var image = json[ i ];
				var path = /^(\/\/)|([a-z]+:(\/\/)?)/i.test( image.url ) ? image.url : scope.texturePath + image.url;

				images[ image.uuid ] = loadImage( path );

			}

		}

		return images;

	},

	parseTextures: function ( json, images ) {

		function parseConstant( value ) {

			if ( typeof( value ) === 'number' ) return value;

			console.warn( 'THREE.ObjectLoader.parseTexture: Constant should be in numeric form.', value );

			return THREE[ value ];

		}

		var textures = {};

		if ( json !== undefined ) {

			for ( var i = 0, l = json.length; i < l; i ++ ) {

				var data = json[ i ];

				if ( data.image === undefined ) {

					console.warn( 'THREE.ObjectLoader: No "image" specified for', data.uuid );

				}

				if ( images[ data.image ] === undefined ) {

					console.warn( 'THREE.ObjectLoader: Undefined image', data.image );

				}

				var texture = new THREE.Texture( images[ data.image ] );
				texture.needsUpdate = true;

				texture.uuid = data.uuid;

				if ( data.name !== undefined ) texture.name = data.name;
				if ( data.mapping !== undefined ) texture.mapping = parseConstant( data.mapping );
				if ( data.offset !== undefined ) texture.offset = new THREE.Vector2( data.offset[ 0 ], data.offset[ 1 ] );
				if ( data.repeat !== undefined ) texture.repeat = new THREE.Vector2( data.repeat[ 0 ], data.repeat[ 1 ] );
				if ( data.minFilter !== undefined ) texture.minFilter = parseConstant( data.minFilter );
				if ( data.magFilter !== undefined ) texture.magFilter = parseConstant( data.magFilter );
				if ( data.anisotropy !== undefined ) texture.anisotropy = data.anisotropy;
				if ( Array.isArray( data.wrap ) ) {

					texture.wrapS = parseConstant( data.wrap[ 0 ] );
					texture.wrapT = parseConstant( data.wrap[ 1 ] );

				}

				textures[ data.uuid ] = texture;

			}

		}

		return textures;

	},

	parseObject: function () {

		var matrix = new THREE.Matrix4();

		return function ( data, geometries, materials ) {

			var object;

			function getGeometry( name ) {

				if ( geometries[ name ] === undefined ) {

					console.warn( 'THREE.ObjectLoader: Undefined geometry', name );

				}

				return geometries[ name ];

			}

			function getMaterial( name ) {

				if ( name === undefined ) return undefined;

				if ( materials[ name ] === undefined ) {

					console.warn( 'THREE.ObjectLoader: Undefined material', name );

				}

				return materials[ name ];

			}

			switch ( data.type ) {

				case 'Scene':

					object = new THREE.Scene();

					break;

				case 'PerspectiveCamera':

					object = new THREE.PerspectiveCamera( data.fov, data.aspect, data.near, data.far );

					break;

				case 'OrthographicCamera':

					object = new THREE.OrthographicCamera( data.left, data.right, data.top, data.bottom, data.near, data.far );

					break;

				case 'AmbientLight':

					object = new THREE.AmbientLight( data.color );

					break;

				case 'DirectionalLight':

					object = new THREE.DirectionalLight( data.color, data.intensity );

					break;

				case 'PointLight':

					object = new THREE.PointLight( data.color, data.intensity, data.distance, data.decay );

					break;

				case 'SpotLight':

					object = new THREE.SpotLight( data.color, data.intensity, data.distance, data.angle, data.exponent, data.decay );

					break;

				case 'HemisphereLight':

					object = new THREE.HemisphereLight( data.color, data.groundColor, data.intensity );

					break;

				case 'Mesh':

					object = new THREE.Mesh( getGeometry( data.geometry ), getMaterial( data.material ) );

					break;

				case 'LOD':

					object = new THREE.LOD();

					break;

				case 'Line':

					object = new THREE.Line( getGeometry( data.geometry ), getMaterial( data.material ), data.mode );

					break;

				case 'PointCloud':
				case 'Points':

					object = new THREE.Points( getGeometry( data.geometry ), getMaterial( data.material ) );

					break;

				case 'Sprite':

					object = new THREE.Sprite( getMaterial( data.material ) );

					break;

				case 'Group':

					object = new THREE.Group();

					break;

				default:

					object = new THREE.Object3D();

			}

			object.uuid = data.uuid;

			if ( data.name !== undefined ) object.name = data.name;
			if ( data.matrix !== undefined ) {

				matrix.fromArray( data.matrix );
				matrix.decompose( object.position, object.quaternion, object.scale );

			} else {

				if ( data.position !== undefined ) object.position.fromArray( data.position );
				if ( data.rotation !== undefined ) object.rotation.fromArray( data.rotation );
				if ( data.scale !== undefined ) object.scale.fromArray( data.scale );

			}

			if ( data.castShadow !== undefined ) object.castShadow = data.castShadow;
			if ( data.receiveShadow !== undefined ) object.receiveShadow = data.receiveShadow;

			if ( data.visible !== undefined ) object.visible = data.visible;
			if ( data.userData !== undefined ) object.userData = data.userData;

			if ( data.children !== undefined ) {

				for ( var child in data.children ) {

					object.add( this.parseObject( data.children[ child ], geometries, materials ) );

				}

			}

			if ( data.type === 'LOD' ) {

				var levels = data.levels;

				for ( var l = 0; l < levels.length; l ++ ) {

					var level = levels[ l ];
					var child = object.getObjectByProperty( 'uuid', level.object );

					if ( child !== undefined ) {

						object.addLevel( child, level.distance );

					}

				}

			}

			return object;

		}

	}()

};

// File:src/loaders/TextureLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.TextureLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.TextureLoader.prototype = {

	constructor: THREE.TextureLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var texture = new THREE.Texture();

		var loader = new THREE.ImageLoader( this.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.load( url, function ( image ) {

			texture.image = image;
			texture.needsUpdate = true;

			if ( onLoad !== undefined ) {

				onLoad( texture );

			}

		}, onProgress, onError );

		return texture;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	}

};

// File:src/loaders/CubeTextureLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CubeTextureLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.CubeTextureLoader.prototype = {

	constructor: THREE.CubeTextureLoader,

	load: function ( urls, onLoad, onProgress, onError ) {

		var texture = new THREE.CubeTexture( [] );

		var loader = new THREE.ImageLoader();
		loader.setCrossOrigin( this.crossOrigin );

		var loaded = 0;

		function loadTexture( i ) {

			loader.load( urls[ i ], function ( image ) {

				texture.images[ i ] = image;

				loaded ++;

				if ( loaded === 6 ) {

					texture.needsUpdate = true;

					if ( onLoad ) onLoad( texture );

				}

			}, undefined, onError );

		}

		for ( var i = 0; i < urls.length; ++ i ) {

			loadTexture( i );

		}

		return texture;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	}

};

// File:src/loaders/BinaryTextureLoader.js

/**
 * @author Nikos M. / https://github.com/foo123/
 *
 * Abstract Base class to load generic binary textures formats (rgbe, hdr, ...)
 */

THREE.DataTextureLoader = THREE.BinaryTextureLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

	// override in sub classes
	this._parser = null;

};

THREE.BinaryTextureLoader.prototype = {

	constructor: THREE.BinaryTextureLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var texture = new THREE.DataTexture();

		var loader = new THREE.XHRLoader( this.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.setResponseType( 'arraybuffer' );

		loader.load( url, function ( buffer ) {

			var texData = scope._parser( buffer );

			if ( ! texData ) return;

			if ( undefined !== texData.image ) {

				texture.image = texData.image;

			} else if ( undefined !== texData.data ) {

				texture.image.width = texData.width;
				texture.image.height = texData.height;
				texture.image.data = texData.data;

			}

			texture.wrapS = undefined !== texData.wrapS ? texData.wrapS : THREE.ClampToEdgeWrapping;
			texture.wrapT = undefined !== texData.wrapT ? texData.wrapT : THREE.ClampToEdgeWrapping;

			texture.magFilter = undefined !== texData.magFilter ? texData.magFilter : THREE.LinearFilter;
			texture.minFilter = undefined !== texData.minFilter ? texData.minFilter : THREE.LinearMipMapLinearFilter;

			texture.anisotropy = undefined !== texData.anisotropy ? texData.anisotropy : 1;

			if ( undefined !== texData.format ) {

				texture.format = texData.format;

			}
			if ( undefined !== texData.type ) {

				texture.type = texData.type;

			}

			if ( undefined !== texData.mipmaps ) {

				texture.mipmaps = texData.mipmaps;

			}

			if ( 1 === texData.mipmapCount ) {

				texture.minFilter = THREE.LinearFilter;

			}

			texture.needsUpdate = true;

			if ( onLoad ) onLoad( texture, texData );

		}, onProgress, onError );


		return texture;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	}

};

// File:src/loaders/CompressedTextureLoader.js

/**
 * @author mrdoob / http://mrdoob.com/
 *
 * Abstract Base class to block based textures loader (dds, pvr, ...)
 */

THREE.CompressedTextureLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

	// override in sub classes
	this._parser = null;

};


THREE.CompressedTextureLoader.prototype = {

	constructor: THREE.CompressedTextureLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		var scope = this;

		var images = [];

		var texture = new THREE.CompressedTexture();
		texture.image = images;

		var loader = new THREE.XHRLoader( this.manager );
		loader.setCrossOrigin( this.crossOrigin );
		loader.setResponseType( 'arraybuffer' );

		if ( Array.isArray( url ) ) {

			var loaded = 0;

			var loadTexture = function ( i ) {

				loader.load( url[ i ], function ( buffer ) {

					var texDatas = scope._parser( buffer, true );

					images[ i ] = {
						width: texDatas.width,
						height: texDatas.height,
						format: texDatas.format,
						mipmaps: texDatas.mipmaps
					};

					loaded += 1;

					if ( loaded === 6 ) {

						if ( texDatas.mipmapCount === 1 )
 							texture.minFilter = THREE.LinearFilter;

						texture.format = texDatas.format;
						texture.needsUpdate = true;

						if ( onLoad ) onLoad( texture );

					}

				}, onProgress, onError );

			};

			for ( var i = 0, il = url.length; i < il; ++ i ) {

				loadTexture( i );

			}

		} else {

			// compressed cubemap texture stored in a single DDS file

			loader.load( url, function ( buffer ) {

				var texDatas = scope._parser( buffer, true );

				if ( texDatas.isCubemap ) {

					var faces = texDatas.mipmaps.length / texDatas.mipmapCount;

					for ( var f = 0; f < faces; f ++ ) {

						images[ f ] = { mipmaps : [] };

						for ( var i = 0; i < texDatas.mipmapCount; i ++ ) {

							images[ f ].mipmaps.push( texDatas.mipmaps[ f * texDatas.mipmapCount + i ] );
							images[ f ].format = texDatas.format;
							images[ f ].width = texDatas.width;
							images[ f ].height = texDatas.height;

						}

					}

				} else {

					texture.image.width = texDatas.width;
					texture.image.height = texDatas.height;
					texture.mipmaps = texDatas.mipmaps;

				}

				if ( texDatas.mipmapCount === 1 ) {

					texture.minFilter = THREE.LinearFilter;

				}

				texture.format = texDatas.format;
				texture.needsUpdate = true;

				if ( onLoad ) onLoad( texture );

			}, onProgress, onError );

		}

		return texture;

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	}

};

// File:src/materials/Material.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Material = function () {

	Object.defineProperty( this, 'id', { value: THREE.MaterialIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.type = 'Material';

	this.side = THREE.FrontSide;

	this.opacity = 1;
	this.transparent = false;

	this.blending = THREE.NormalBlending;

	this.blendSrc = THREE.SrcAlphaFactor;
	this.blendDst = THREE.OneMinusSrcAlphaFactor;
	this.blendEquation = THREE.AddEquation;
	this.blendSrcAlpha = null;
	this.blendDstAlpha = null;
	this.blendEquationAlpha = null;

	this.depthFunc = THREE.LessEqualDepth;
	this.depthTest = true;
	this.depthWrite = true;

	this.colorWrite = true;

	this.precision = null; // override the renderer's default precision for this material

	this.polygonOffset = false;
	this.polygonOffsetFactor = 0;
	this.polygonOffsetUnits = 0;

	this.alphaTest = 0;

	this.overdraw = 0; // Overdrawn pixels (typically between 0 and 1) for fixing antialiasing gaps in CanvasRenderer

	this.visible = true;

	this._needsUpdate = true;

};

THREE.Material.prototype = {

	constructor: THREE.Material,

	get needsUpdate () {

		return this._needsUpdate;

	},

	set needsUpdate ( value ) {

		if ( value === true ) this.update();

		this._needsUpdate = value;

	},

	setValues: function ( values ) {

		if ( values === undefined ) return;

		for ( var key in values ) {

			var newValue = values[ key ];

			if ( newValue === undefined ) {

				console.warn( "THREE.Material: '" + key + "' parameter is undefined." );
				continue;

			}

			var currentValue = this[ key ];

			if ( currentValue === undefined ) {

				console.warn( "THREE." + this.type + ": '" + key + "' is not a property of this material." );
				continue;

			}

			if ( currentValue instanceof THREE.Color ) {

				currentValue.set( newValue );

			} else if ( currentValue instanceof THREE.Vector3 && newValue instanceof THREE.Vector3 ) {

				currentValue.copy( newValue );

			} else if ( key === 'overdraw' ) {

				// ensure overdraw is backwards-compatible with legacy boolean type
				this[ key ] = Number( newValue );

			} else {

				this[ key ] = newValue;

			}

		}

	},

	toJSON: function ( meta ) {

		var data = {
			metadata: {
				version: 4.4,
				type: 'Material',
				generator: 'Material.toJSON'
			}
		};

		// standard Material serialization
		data.uuid = this.uuid;
		data.type = this.type;
		if ( this.name !== '' ) data.name = this.name;

		if ( this.color instanceof THREE.Color ) data.color = this.color.getHex();
		if ( this.emissive instanceof THREE.Color ) data.emissive = this.emissive.getHex();
		if ( this.specular instanceof THREE.Color ) data.specular = this.specular.getHex();
		if ( this.shininess !== undefined ) data.shininess = this.shininess;

		if ( this.map instanceof THREE.Texture ) data.map = this.map.toJSON( meta ).uuid;
		if ( this.alphaMap instanceof THREE.Texture ) data.alphaMap = this.alphaMap.toJSON( meta ).uuid;
		if ( this.lightMap instanceof THREE.Texture ) data.lightMap = this.lightMap.toJSON( meta ).uuid;
		if ( this.bumpMap instanceof THREE.Texture ) {

			data.bumpMap = this.bumpMap.toJSON( meta ).uuid;
			data.bumpScale = this.bumpScale;

		}
		if ( this.normalMap instanceof THREE.Texture ) {

			data.normalMap = this.normalMap.toJSON( meta ).uuid;
			data.normalScale = this.normalScale; // Removed for now, causes issue in editor ui.js

		}
		if ( this.displacementMap instanceof THREE.Texture ) {

			data.displacementMap = this.displacementMap.toJSON( meta ).uuid;
			data.displacementScale = this.displacementScale;
			data.displacementBias = this.displacementBias;

		}
		if ( this.specularMap instanceof THREE.Texture ) data.specularMap = this.specularMap.toJSON( meta ).uuid;
		if ( this.envMap instanceof THREE.Texture ) {

			data.envMap = this.envMap.toJSON( meta ).uuid;
			data.reflectivity = this.reflectivity; // Scale behind envMap

		}

		if ( this.size !== undefined ) data.size = this.size;
		if ( this.sizeAttenuation !== undefined ) data.sizeAttenuation = this.sizeAttenuation;

		if ( this.vertexColors !== undefined && this.vertexColors !== THREE.NoColors ) data.vertexColors = this.vertexColors;
		if ( this.shading !== undefined && this.shading !== THREE.SmoothShading ) data.shading = this.shading;
		if ( this.blending !== undefined && this.blending !== THREE.NormalBlending ) data.blending = this.blending;
		if ( this.side !== undefined && this.side !== THREE.FrontSide ) data.side = this.side;

		if ( this.opacity < 1 ) data.opacity = this.opacity;
		if ( this.transparent === true ) data.transparent = this.transparent;
		if ( this.alphaTest > 0 ) data.alphaTest = this.alphaTest;
		if ( this.wireframe === true ) data.wireframe = this.wireframe;
		if ( this.wireframeLinewidth > 1 ) data.wireframeLinewidth = this.wireframeLinewidth;

		return data;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		this.name = source.name;

		this.side = source.side;

		this.opacity = source.opacity;
		this.transparent = source.transparent;

		this.blending = source.blending;

		this.blendSrc = source.blendSrc;
		this.blendDst = source.blendDst;
		this.blendEquation = source.blendEquation;
		this.blendSrcAlpha = source.blendSrcAlpha;
		this.blendDstAlpha = source.blendDstAlpha;
		this.blendEquationAlpha = source.blendEquationAlpha;

		this.depthFunc = source.depthFunc;
		this.depthTest = source.depthTest;
		this.depthWrite = source.depthWrite;

		this.precision = source.precision;

		this.polygonOffset = source.polygonOffset;
		this.polygonOffsetFactor = source.polygonOffsetFactor;
		this.polygonOffsetUnits = source.polygonOffsetUnits;

		this.alphaTest = source.alphaTest;

		this.overdraw = source.overdraw;

		this.visible = source.visible;

		return this;

	},

	update: function () {

		this.dispatchEvent( { type: 'update' } );

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	},

	// Deprecated

	get wrapAround () {

		console.warn( 'THREE.' + this.type + ': .wrapAround has been removed.' );

	},

	set wrapAround ( boolean ) {

		console.warn( 'THREE.' + this.type + ': .wrapAround has been removed.' );

	},

	get wrapRGB () {

		console.warn( 'THREE.' + this.type + ': .wrapRGB has been removed.' );
		return new THREE.Color();

	}

};

THREE.EventDispatcher.prototype.apply( THREE.Material.prototype );

THREE.MaterialIdCount = 0;

// File:src/materials/LineBasicMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  opacity: <float>,
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  linewidth: <float>,
 *  linecap: "round",
 *  linejoin: "round",
 *
 *  vertexColors: <bool>
 *
 *  fog: <bool>
 * }
 */

THREE.LineBasicMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'LineBasicMaterial';

	this.color = new THREE.Color( 0xffffff );

	this.linewidth = 1;
	this.linecap = 'round';
	this.linejoin = 'round';

	this.vertexColors = THREE.NoColors;

	this.fog = true;

	this.setValues( parameters );

};

THREE.LineBasicMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.LineBasicMaterial.prototype.constructor = THREE.LineBasicMaterial;

THREE.LineBasicMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );

	this.linewidth = source.linewidth;
	this.linecap = source.linecap;
	this.linejoin = source.linejoin;

	this.vertexColors = source.vertexColors;

	this.fog = source.fog;

	return this;

};

// File:src/materials/LineDashedMaterial.js

/**
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  opacity: <float>,
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  linewidth: <float>,
 *
 *  scale: <float>,
 *  dashSize: <float>,
 *  gapSize: <float>,
 *
 *  vertexColors: <bool>
 *
 *  fog: <bool>
 * }
 */

THREE.LineDashedMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'LineDashedMaterial';

	this.color = new THREE.Color( 0xffffff );

	this.linewidth = 1;

	this.scale = 1;
	this.dashSize = 3;
	this.gapSize = 1;

	this.vertexColors = false;

	this.fog = true;

	this.setValues( parameters );

};

THREE.LineDashedMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.LineDashedMaterial.prototype.constructor = THREE.LineDashedMaterial;

THREE.LineDashedMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );
	
	this.linewidth = source.linewidth;

	this.scale = source.scale;
	this.dashSize = source.dashSize;
	this.gapSize = source.gapSize;

	this.vertexColors = source.vertexColors;

	this.fog = source.fog;

	return this;

};

// File:src/materials/MeshBasicMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  opacity: <float>,
 *  map: new THREE.Texture( <Image> ),
 *
 *  aoMap: new THREE.Texture( <Image> ),
 *  aoMapIntensity: <float>
 *
 *  specularMap: new THREE.Texture( <Image> ),
 *
 *  alphaMap: new THREE.Texture( <Image> ),
 *
 *  envMap: new THREE.TextureCube( [posx, negx, posy, negy, posz, negz] ),
 *  combine: THREE.Multiply,
 *  reflectivity: <float>,
 *  refractionRatio: <float>,
 *
 *  shading: THREE.SmoothShading,
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>,
 *
 *  vertexColors: THREE.NoColors / THREE.VertexColors / THREE.FaceColors,
 *
 *  skinning: <bool>,
 *  morphTargets: <bool>,
 *
 *  fog: <bool>
 * }
 */

THREE.MeshBasicMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'MeshBasicMaterial';

	this.color = new THREE.Color( 0xffffff ); // emissive

	this.map = null;

	this.aoMap = null;
	this.aoMapIntensity = 1.0;

	this.specularMap = null;

	this.alphaMap = null;

	this.envMap = null;
	this.combine = THREE.MultiplyOperation;
	this.reflectivity = 1;
	this.refractionRatio = 0.98;

	this.fog = true;

	this.shading = THREE.SmoothShading;

	this.wireframe = false;
	this.wireframeLinewidth = 1;
	this.wireframeLinecap = 'round';
	this.wireframeLinejoin = 'round';

	this.vertexColors = THREE.NoColors;

	this.skinning = false;
	this.morphTargets = false;

	this.setValues( parameters );

};

THREE.MeshBasicMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.MeshBasicMaterial.prototype.constructor = THREE.MeshBasicMaterial;

THREE.MeshBasicMaterial.prototype.copy = function ( source ) {
	
	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );

	this.map = source.map;

	this.aoMap = source.aoMap;
	this.aoMapIntensity = source.aoMapIntensity;

	this.specularMap = source.specularMap;

	this.alphaMap = source.alphaMap;

	this.envMap = source.envMap;
	this.combine = source.combine;
	this.reflectivity = source.reflectivity;
	this.refractionRatio = source.refractionRatio;

	this.fog = source.fog;

	this.shading = source.shading;

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;
	this.wireframeLinecap = source.wireframeLinecap;
	this.wireframeLinejoin = source.wireframeLinejoin;

	this.vertexColors = source.vertexColors;

	this.skinning = source.skinning;
	this.morphTargets = source.morphTargets;
	
	return this;

};

// File:src/materials/MeshLambertMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  emissive: <hex>,
 *  opacity: <float>,
 *
 *  map: new THREE.Texture( <Image> ),
 *
 *  specularMap: new THREE.Texture( <Image> ),
 *
 *  alphaMap: new THREE.Texture( <Image> ),
 *
 *  envMap: new THREE.TextureCube( [posx, negx, posy, negy, posz, negz] ),
 *  combine: THREE.Multiply,
 *  reflectivity: <float>,
 *  refractionRatio: <float>,
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>,
 *
 *  vertexColors: THREE.NoColors / THREE.VertexColors / THREE.FaceColors,
 *
 *  skinning: <bool>,
 *  morphTargets: <bool>,
 *  morphNormals: <bool>,
 *
 *	fog: <bool>
 * }
 */

THREE.MeshLambertMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'MeshLambertMaterial';

	this.color = new THREE.Color( 0xffffff ); // diffuse
	this.emissive = new THREE.Color( 0x000000 );

	this.map = null;

	this.specularMap = null;

	this.alphaMap = null;

	this.envMap = null;
	this.combine = THREE.MultiplyOperation;
	this.reflectivity = 1;
	this.refractionRatio = 0.98;

	this.fog = true;

	this.wireframe = false;
	this.wireframeLinewidth = 1;
	this.wireframeLinecap = 'round';
	this.wireframeLinejoin = 'round';

	this.vertexColors = THREE.NoColors;

	this.skinning = false;
	this.morphTargets = false;
	this.morphNormals = false;

	this.setValues( parameters );

};

THREE.MeshLambertMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.MeshLambertMaterial.prototype.constructor = THREE.MeshLambertMaterial;

THREE.MeshLambertMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );
	this.emissive.copy( source.emissive );

	this.map = source.map;

	this.specularMap = source.specularMap;

	this.alphaMap = source.alphaMap;

	this.envMap = source.envMap;
	this.combine = source.combine;
	this.reflectivity = source.reflectivity;
	this.refractionRatio = source.refractionRatio;

	this.fog = source.fog;

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;
	this.wireframeLinecap = source.wireframeLinecap;
	this.wireframeLinejoin = source.wireframeLinejoin;

	this.vertexColors = source.vertexColors;

	this.skinning = source.skinning;
	this.morphTargets = source.morphTargets;
	this.morphNormals = source.morphNormals;

	return this;

};

// File:src/materials/MeshPhongMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  emissive: <hex>,
 *  specular: <hex>,
 *  shininess: <float>,
 *  opacity: <float>,
 *
 *  map: new THREE.Texture( <Image> ),
 *
 *  lightMap: new THREE.Texture( <Image> ),
 *  lightMapIntensity: <float>
 *
 *  aoMap: new THREE.Texture( <Image> ),
 *  aoMapIntensity: <float>
 *
 *  emissiveMap: new THREE.Texture( <Image> ),
 *
 *  bumpMap: new THREE.Texture( <Image> ),
 *  bumpScale: <float>,
 *
 *  normalMap: new THREE.Texture( <Image> ),
 *  normalScale: <Vector2>,
 *
 *  displacementMap: new THREE.Texture( <Image> ),
 *  displacementScale: <float>,
 *  displacementBias: <float>,
 *
 *  specularMap: new THREE.Texture( <Image> ),
 *
 *  alphaMap: new THREE.Texture( <Image> ),
 *
 *  envMap: new THREE.TextureCube( [posx, negx, posy, negy, posz, negz] ),
 *  combine: THREE.Multiply,
 *  reflectivity: <float>,
 *  refractionRatio: <float>,
 *
 *  shading: THREE.SmoothShading,
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>,
 *
 *  vertexColors: THREE.NoColors / THREE.VertexColors / THREE.FaceColors,
 *
 *  skinning: <bool>,
 *  morphTargets: <bool>,
 *  morphNormals: <bool>,
 *
 *	fog: <bool>
 * }
 */

THREE.MeshPhongMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'MeshPhongMaterial';

	this.color = new THREE.Color( 0xffffff ); // diffuse
	this.emissive = new THREE.Color( 0x000000 );
	this.specular = new THREE.Color( 0x111111 );
	this.shininess = 30;

	this.metal = false;

	this.map = null;

	this.lightMap = null;
	this.lightMapIntensity = 1.0;

	this.aoMap = null;
	this.aoMapIntensity = 1.0;

	this.emissiveMap = null;

	this.bumpMap = null;
	this.bumpScale = 1;

	this.normalMap = null;
	this.normalScale = new THREE.Vector2( 1, 1 );

	this.displacementMap = null;
	this.displacementScale = 1;
	this.displacementBias = 0;

	this.specularMap = null;

	this.alphaMap = null;

	this.envMap = null;
	this.combine = THREE.MultiplyOperation;
	this.reflectivity = 1;
	this.refractionRatio = 0.98;

	this.fog = true;

	this.shading = THREE.SmoothShading;

	this.wireframe = false;
	this.wireframeLinewidth = 1;
	this.wireframeLinecap = 'round';
	this.wireframeLinejoin = 'round';

	this.vertexColors = THREE.NoColors;

	this.skinning = false;
	this.morphTargets = false;
	this.morphNormals = false;

	this.setValues( parameters );

};

THREE.MeshPhongMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.MeshPhongMaterial.prototype.constructor = THREE.MeshPhongMaterial;

THREE.MeshPhongMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );
	this.emissive.copy( source.emissive );
	this.specular.copy( source.specular );
	this.shininess = source.shininess;

	this.metal = source.metal;

	this.map = source.map;

	this.lightMap = source.lightMap;
	this.lightMapIntensity = source.lightMapIntensity;

	this.aoMap = source.aoMap;
	this.aoMapIntensity = source.aoMapIntensity;

	this.emissiveMap = source.emissiveMap;

	this.bumpMap = source.bumpMap;
	this.bumpScale = source.bumpScale;

	this.normalMap = source.normalMap;
	this.normalScale.copy( source.normalScale );

	this.displacementMap = source.displacementMap;
	this.displacementScale = source.displacementScale;
	this.displacementBias = source.displacementBias;

	this.specularMap = source.specularMap;

	this.alphaMap = source.alphaMap;

	this.envMap = source.envMap;
	this.combine = source.combine;
	this.reflectivity = source.reflectivity;
	this.refractionRatio = source.refractionRatio;

	this.fog = source.fog;

	this.shading = source.shading;

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;
	this.wireframeLinecap = source.wireframeLinecap;
	this.wireframeLinejoin = source.wireframeLinejoin;

	this.vertexColors = source.vertexColors;

	this.skinning = source.skinning;
	this.morphTargets = source.morphTargets;
	this.morphNormals = source.morphNormals;

	return this;

};

// File:src/materials/MeshDepthMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  opacity: <float>,
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>
 * }
 */

THREE.MeshDepthMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'MeshDepthMaterial';

	this.morphTargets = false;
	this.wireframe = false;
	this.wireframeLinewidth = 1;

	this.setValues( parameters );

};

THREE.MeshDepthMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.MeshDepthMaterial.prototype.constructor = THREE.MeshDepthMaterial;

THREE.MeshDepthMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;

	return this;

};

// File:src/materials/MeshNormalMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 *
 * parameters = {
 *  opacity: <float>,
 *
 *  shading: THREE.FlatShading,
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>
 * }
 */

THREE.MeshNormalMaterial = function ( parameters ) {

	THREE.Material.call( this, parameters );

	this.type = 'MeshNormalMaterial';

	this.wireframe = false;
	this.wireframeLinewidth = 1;

	this.morphTargets = false;

	this.setValues( parameters );

};

THREE.MeshNormalMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.MeshNormalMaterial.prototype.constructor = THREE.MeshNormalMaterial;

THREE.MeshNormalMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;

	return this;

};

// File:src/materials/MultiMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.MultiMaterial = function ( materials ) {

	this.uuid = THREE.Math.generateUUID();

	this.type = 'MultiMaterial';

	this.materials = materials instanceof Array ? materials : [];

	this.visible = true;

};

THREE.MultiMaterial.prototype = {

	constructor: THREE.MultiMaterial,

	toJSON: function () {

		var output = {
			metadata: {
				version: 4.2,
				type: 'material',
				generator: 'MaterialExporter'
			},
			uuid: this.uuid,
			type: this.type,
			materials: []
		};

		for ( var i = 0, l = this.materials.length; i < l; i ++ ) {

			output.materials.push( this.materials[ i ].toJSON() );

		}

		output.visible = this.visible;

		return output;

	},

	clone: function () {

		var material = new this.constructor();

		for ( var i = 0; i < this.materials.length; i ++ ) {

			material.materials.push( this.materials[ i ].clone() );

		}

		material.visible = this.visible;

		return material;

	}

};

// backwards compatibility

THREE.MeshFaceMaterial = THREE.MultiMaterial;

// File:src/materials/PointsMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  opacity: <float>,
 *  map: new THREE.Texture( <Image> ),
 *
 *  size: <float>,
 *  sizeAttenuation: <bool>,
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  vertexColors: <bool>,
 *
 *  fog: <bool>
 * }
 */

THREE.PointsMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'PointsMaterial';

	this.color = new THREE.Color( 0xffffff );

	this.map = null;

	this.size = 1;
	this.sizeAttenuation = true;

	this.vertexColors = THREE.NoColors;

	this.fog = true;

	this.setValues( parameters );

};

THREE.PointsMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.PointsMaterial.prototype.constructor = THREE.PointsMaterial;

THREE.PointsMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );

	this.map = source.map;

	this.size = source.size;
	this.sizeAttenuation = source.sizeAttenuation;

	this.vertexColors = source.vertexColors;

	this.fog = source.fog;

	return this;

};

// backwards compatibility

THREE.PointCloudMaterial = function ( parameters ) {

	console.warn( 'THREE.PointCloudMaterial has been renamed to THREE.PointsMaterial.' );
	return new THREE.PointsMaterial( parameters );

};

THREE.ParticleBasicMaterial = function ( parameters ) {

	console.warn( 'THREE.ParticleBasicMaterial has been renamed to THREE.PointsMaterial.' );
	return new THREE.PointsMaterial( parameters );

};

THREE.ParticleSystemMaterial = function ( parameters ) {

	console.warn( 'THREE.ParticleSystemMaterial has been renamed to THREE.PointsMaterial.' );
	return new THREE.PointsMaterial( parameters );

};

// File:src/materials/ShaderMaterial.js

/**
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  defines: { "label" : "value" },
 *  uniforms: { "parameter1": { type: "f", value: 1.0 }, "parameter2": { type: "i" value2: 2 } },
 *
 *  fragmentShader: <string>,
 *  vertexShader: <string>,
 *
 *  shading: THREE.SmoothShading,
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *  wireframe: <boolean>,
 *  wireframeLinewidth: <float>,
 *
 *  lights: <bool>,
 *
 *  vertexColors: THREE.NoColors / THREE.VertexColors / THREE.FaceColors,
 *
 *  skinning: <bool>,
 *  morphTargets: <bool>,
 *  morphNormals: <bool>,
 *
 *	fog: <bool>
 * }
 */

THREE.ShaderMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'ShaderMaterial';

	this.defines = {};
	this.uniforms = {};

	this.vertexShader = 'void main() {\n\tgl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );\n}';
	this.fragmentShader = 'void main() {\n\tgl_FragColor = vec4( 1.0, 0.0, 0.0, 1.0 );\n}';

	this.shading = THREE.SmoothShading;

	this.linewidth = 1;

	this.wireframe = false;
	this.wireframeLinewidth = 1;

	this.fog = false; // set to use scene fog

	this.lights = false; // set to use scene lights

	this.vertexColors = THREE.NoColors; // set to use "color" attribute stream

	this.skinning = false; // set to use skinning attribute streams

	this.morphTargets = false; // set to use morph targets
	this.morphNormals = false; // set to use morph normals

	this.derivatives = false; // set to use derivatives

	// When rendered geometry doesn't include these attributes but the material does,
	// use these default values in WebGL. This avoids errors when buffer data is missing.
	this.defaultAttributeValues = {
		'color': [ 1, 1, 1 ],
		'uv': [ 0, 0 ],
		'uv2': [ 0, 0 ]
	};

	this.index0AttributeName = undefined;

	if ( parameters !== undefined ) {

		if ( parameters.attributes !== undefined ) {

			console.error( 'THREE.ShaderMaterial: attributes should now be defined in THREE.BufferGeometry instead.' );

		}

		this.setValues( parameters );

	}

};

THREE.ShaderMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.ShaderMaterial.prototype.constructor = THREE.ShaderMaterial;

THREE.ShaderMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.fragmentShader = source.fragmentShader;
	this.vertexShader = source.vertexShader;

	this.uniforms = THREE.UniformsUtils.clone( source.uniforms );

	this.attributes = source.attributes;
	this.defines = source.defines;

	this.shading = source.shading;

	this.wireframe = source.wireframe;
	this.wireframeLinewidth = source.wireframeLinewidth;

	this.fog = source.fog;

	this.lights = source.lights;

	this.vertexColors = source.vertexColors;

	this.skinning = source.skinning;

	this.morphTargets = source.morphTargets;
	this.morphNormals = source.morphNormals;

	this.derivatives = source.derivatives;

	return this;

};

THREE.ShaderMaterial.prototype.toJSON = function ( meta ) {

	var data = THREE.Material.prototype.toJSON.call( this, meta );

	data.uniforms = this.uniforms;
	data.attributes = this.attributes;
	data.vertexShader = this.vertexShader;
	data.fragmentShader = this.fragmentShader;

	return data;

};

// File:src/materials/RawShaderMaterial.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.RawShaderMaterial = function ( parameters ) {

	THREE.ShaderMaterial.call( this, parameters );

	this.type = 'RawShaderMaterial';

};

THREE.RawShaderMaterial.prototype = Object.create( THREE.ShaderMaterial.prototype );
THREE.RawShaderMaterial.prototype.constructor = THREE.RawShaderMaterial;
// File:src/materials/SpriteMaterial.js

/**
 * @author alteredq / http://alteredqualia.com/
 *
 * parameters = {
 *  color: <hex>,
 *  opacity: <float>,
 *  map: new THREE.Texture( <Image> ),
 *
 *  blending: THREE.NormalBlending,
 *  depthTest: <bool>,
 *  depthWrite: <bool>,
 *
 *	uvOffset: new THREE.Vector2(),
 *	uvScale: new THREE.Vector2(),
 *
 *  fog: <bool>
 * }
 */

THREE.SpriteMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'SpriteMaterial';

	this.color = new THREE.Color( 0xffffff );
	this.map = null;

	this.rotation = 0;

	this.fog = false;

	// set parameters

	this.setValues( parameters );

};

THREE.SpriteMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.SpriteMaterial.prototype.constructor = THREE.SpriteMaterial;

THREE.SpriteMaterial.prototype.copy = function ( source ) {

	THREE.Material.prototype.copy.call( this, source );

	this.color.copy( source.color );
	this.map = source.map;

	this.rotation = source.rotation;

	this.fog = source.fog;

	return this;

};

// File:src/textures/Texture.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 * @author szimek / https://github.com/szimek/
 */

THREE.Texture = function ( image, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy ) {

	Object.defineProperty( this, 'id', { value: THREE.TextureIdCount ++ } );

	this.uuid = THREE.Math.generateUUID();

	this.name = '';
	this.sourceFile = '';

	this.image = image !== undefined ? image : THREE.Texture.DEFAULT_IMAGE;
	this.mipmaps = [];

	this.mapping = mapping !== undefined ? mapping : THREE.Texture.DEFAULT_MAPPING;

	this.wrapS = wrapS !== undefined ? wrapS : THREE.ClampToEdgeWrapping;
	this.wrapT = wrapT !== undefined ? wrapT : THREE.ClampToEdgeWrapping;

	this.magFilter = magFilter !== undefined ? magFilter : THREE.LinearFilter;
	this.minFilter = minFilter !== undefined ? minFilter : THREE.LinearMipMapLinearFilter;

	this.anisotropy = anisotropy !== undefined ? anisotropy : 1;

	this.format = format !== undefined ? format : THREE.RGBAFormat;
	this.type = type !== undefined ? type : THREE.UnsignedByteType;

	this.offset = new THREE.Vector2( 0, 0 );
	this.repeat = new THREE.Vector2( 1, 1 );

	this.generateMipmaps = true;
	this.premultiplyAlpha = false;
	this.flipY = true;
	this.unpackAlignment = 4; // valid values: 1, 2, 4, 8 (see http://www.khronos.org/opengles/sdk/docs/man/xhtml/glPixelStorei.xml)

	this.version = 0;
	this.onUpdate = null;

};

THREE.Texture.DEFAULT_IMAGE = undefined;
THREE.Texture.DEFAULT_MAPPING = THREE.UVMapping;

THREE.Texture.prototype = {

	constructor: THREE.Texture,

	set needsUpdate ( value ) {

		if ( value === true ) this.version ++;

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		this.image = source.image;
		this.mipmaps = source.mipmaps.slice( 0 );

		this.mapping = source.mapping;

		this.wrapS = source.wrapS;
		this.wrapT = source.wrapT;

		this.magFilter = source.magFilter;
		this.minFilter = source.minFilter;

		this.anisotropy = source.anisotropy;

		this.format = source.format;
		this.type = source.type;

		this.offset.copy( source.offset );
		this.repeat.copy( source.repeat );

		this.generateMipmaps = source.generateMipmaps;
		this.premultiplyAlpha = source.premultiplyAlpha;
		this.flipY = source.flipY;
		this.unpackAlignment = source.unpackAlignment;

		return this;

	},

	toJSON: function ( meta ) {

		if ( meta.textures[ this.uuid ] !== undefined ) {

			return meta.textures[ this.uuid ];

		}

		function getDataURL( image ) {

			var canvas;

			if ( image.toDataURL !== undefined ) {

				canvas = image;

			} else {

				canvas = document.createElement( 'canvas' );
				canvas.width = image.width;
				canvas.height = image.height;

				canvas.getContext( '2d' ).drawImage( image, 0, 0, image.width, image.height );

			}

			if ( canvas.width > 2048 || canvas.height > 2048 ) {

				return canvas.toDataURL( 'image/jpeg', 0.6 );

			} else {

				return canvas.toDataURL( 'image/png' );

			}

		}

		var output = {
			metadata: {
				version: 4.4,
				type: 'Texture',
				generator: 'Texture.toJSON'
			},

			uuid: this.uuid,
			name: this.name,

			mapping: this.mapping,

			repeat: [ this.repeat.x, this.repeat.y ],
			offset: [ this.offset.x, this.offset.y ],
			wrap: [ this.wrapS, this.wrapT ],

			minFilter: this.minFilter,
			magFilter: this.magFilter,
			anisotropy: this.anisotropy
		};

		if ( this.image !== undefined ) {

			// TODO: Move to THREE.Image

			var image = this.image;

			if ( image.uuid === undefined ) {

				image.uuid = THREE.Math.generateUUID(); // UGH

			}

			if ( meta.images[ image.uuid ] === undefined ) {

				meta.images[ image.uuid ] = {
					uuid: image.uuid,
					url: getDataURL( image )
				};

			}

			output.image = image.uuid;

		}

		meta.textures[ this.uuid ] = output;

		return output;

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	},

	transformUv: function ( uv ) {

		if ( this.mapping !== THREE.UVMapping )  return;

		uv.multiply( this.repeat );
		uv.add( this.offset );

		if ( uv.x < 0 || uv.x > 1 ) {

			switch ( this.wrapS ) {

				case THREE.RepeatWrapping:

					uv.x = uv.x - Math.floor( uv.x );
					break;

				case THREE.ClampToEdgeWrapping:

					uv.x = uv.x < 0 ? 0 : 1;
					break;

				case THREE.MirroredRepeatWrapping:

					if ( Math.abs( Math.floor( uv.x ) % 2 ) === 1 ) {

						uv.x = Math.ceil( uv.x ) - uv.x;

					} else {

						uv.x = uv.x - Math.floor( uv.x );

					}
					break;

			}

		}

		if ( uv.y < 0 || uv.y > 1 ) {

			switch ( this.wrapT ) {

				case THREE.RepeatWrapping:

					uv.y = uv.y - Math.floor( uv.y );
					break;

				case THREE.ClampToEdgeWrapping:

					uv.y = uv.y < 0 ? 0 : 1;
					break;

				case THREE.MirroredRepeatWrapping:

					if ( Math.abs( Math.floor( uv.y ) % 2 ) === 1 ) {

						uv.y = Math.ceil( uv.y ) - uv.y;

					} else {

						uv.y = uv.y - Math.floor( uv.y );

					}
					break;

			}

		}

		if ( this.flipY ) {

			uv.y = 1 - uv.y;

		}

	}

};

THREE.EventDispatcher.prototype.apply( THREE.Texture.prototype );

THREE.TextureIdCount = 0;

// File:src/textures/CanvasTexture.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CanvasTexture = function ( canvas, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy ) {

	THREE.Texture.call( this, canvas, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy );

	this.needsUpdate = true;

};

THREE.CanvasTexture.prototype = Object.create( THREE.Texture.prototype );
THREE.CanvasTexture.prototype.constructor = THREE.CanvasTexture;

// File:src/textures/CubeTexture.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CubeTexture = function ( images, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy ) {

	mapping = mapping !== undefined ? mapping : THREE.CubeReflectionMapping;

	THREE.Texture.call( this, images, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy );

	this.images = images;
	this.flipY = false;

};

THREE.CubeTexture.prototype = Object.create( THREE.Texture.prototype );
THREE.CubeTexture.prototype.constructor = THREE.CubeTexture;

THREE.CubeTexture.prototype.copy = function ( source ) {

	THREE.Texture.prototype.copy.call( this, source );
	
	this.images = source.images;
	
	return this;

};
// File:src/textures/CompressedTexture.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.CompressedTexture = function ( mipmaps, width, height, format, type, mapping, wrapS, wrapT, magFilter, minFilter, anisotropy ) {

	THREE.Texture.call( this, null, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy );

	this.image = { width: width, height: height };
	this.mipmaps = mipmaps;

	// no flipping for cube textures
	// (also flipping doesn't work for compressed textures )

	this.flipY = false;

	// can't generate mipmaps for compressed textures
	// mips must be embedded in DDS files

	this.generateMipmaps = false;

};

THREE.CompressedTexture.prototype = Object.create( THREE.Texture.prototype );
THREE.CompressedTexture.prototype.constructor = THREE.CompressedTexture;

// File:src/textures/DataTexture.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.DataTexture = function ( data, width, height, format, type, mapping, wrapS, wrapT, magFilter, minFilter, anisotropy ) {

	THREE.Texture.call( this, null, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy );

	this.image = { data: data, width: width, height: height };

	this.magFilter = magFilter !== undefined ? magFilter : THREE.NearestFilter;
	this.minFilter = minFilter !== undefined ? minFilter : THREE.NearestFilter;
	
	this.flipY = false;
	this.generateMipmaps  = false;

};

THREE.DataTexture.prototype = Object.create( THREE.Texture.prototype );
THREE.DataTexture.prototype.constructor = THREE.DataTexture;

// File:src/textures/VideoTexture.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.VideoTexture = function ( video, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy ) {

	THREE.Texture.call( this, video, mapping, wrapS, wrapT, magFilter, minFilter, format, type, anisotropy );

	this.generateMipmaps = false;

	var scope = this;

	function update() {

		requestAnimationFrame( update );

		if ( video.readyState === video.HAVE_ENOUGH_DATA ) {

			scope.needsUpdate = true;

		}

	}

	update();

};

THREE.VideoTexture.prototype = Object.create( THREE.Texture.prototype );
THREE.VideoTexture.prototype.constructor = THREE.VideoTexture;

// File:src/objects/Group.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Group = function () {

	THREE.Object3D.call( this );

	this.type = 'Group';

};

THREE.Group.prototype = Object.create( THREE.Object3D.prototype );
THREE.Group.prototype.constructor = THREE.Group;
// File:src/objects/Points.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Points = function ( geometry, material ) {

	THREE.Object3D.call( this );

	this.type = 'Points';

	this.geometry = geometry !== undefined ? geometry : new THREE.Geometry();
	this.material = material !== undefined ? material : new THREE.PointsMaterial( { color: Math.random() * 0xffffff } );

};

THREE.Points.prototype = Object.create( THREE.Object3D.prototype );
THREE.Points.prototype.constructor = THREE.Points;

THREE.Points.prototype.raycast = ( function () {

	var inverseMatrix = new THREE.Matrix4();
	var ray = new THREE.Ray();

	return function raycast( raycaster, intersects ) {

		var object = this;
		var geometry = object.geometry;
		var threshold = raycaster.params.Points.threshold;

		inverseMatrix.getInverse( this.matrixWorld );
		ray.copy( raycaster.ray ).applyMatrix4( inverseMatrix );

		if ( geometry.boundingBox !== null ) {

			if ( ray.isIntersectionBox( geometry.boundingBox ) === false ) {

				return;

			}

		}

		var localThreshold = threshold / ( ( this.scale.x + this.scale.y + this.scale.z ) / 3 );
		var localThresholdSq = localThreshold * localThreshold;
		var position = new THREE.Vector3();

		function testPoint( point, index ) {

			var rayPointDistanceSq = ray.distanceSqToPoint( point );

			if ( rayPointDistanceSq < localThresholdSq ) {

				var intersectPoint = ray.closestPointToPoint( point );
				intersectPoint.applyMatrix4( object.matrixWorld );

				var distance = raycaster.ray.origin.distanceTo( intersectPoint );

				if ( distance < raycaster.near || distance > raycaster.far ) return;

				intersects.push( {

					distance: distance,
					distanceToRay: Math.sqrt( rayPointDistanceSq ),
					point: intersectPoint.clone(),
					index: index,
					face: null,
					object: object

				} );

			}

		}

		if ( geometry instanceof THREE.BufferGeometry ) {

			var index = geometry.index;
			var attributes = geometry.attributes;
			var positions = attributes.position.array;

			if ( index !== null ) {

				var indices = index.array;

				for ( var i = 0, il = indices.length; i < il; i ++ ) {

					var a = indices[ i ];

					position.fromArray( positions, a * 3 );

					testPoint( position, a );

				}

			} else {

				for ( var i = 0, l = positions.length / 3; i < l; i ++ ) {

					position.fromArray( positions, i * 3 );

					testPoint( position, i );

				}

			}

		} else {

			var vertices = geometry.vertices;

			for ( var i = 0, l = vertices.length; i < l; i ++ ) {

				testPoint( vertices[ i ], i );

			}

		}

	};

}() );

THREE.Points.prototype.clone = function () {

	return new this.constructor( this.geometry, this.material ).copy( this );

};

// Backwards compatibility

THREE.PointCloud = function ( geometry, material ) {

	console.warn( 'THREE.PointCloud has been renamed to THREE.Points.' );
	return new THREE.Points( geometry, material );

};

THREE.ParticleSystem = function ( geometry, material ) {

	console.warn( 'THREE.ParticleSystem has been renamed to THREE.Points.' );
	return new THREE.Points( geometry, material );

};

// File:src/objects/Line.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Line = function ( geometry, material, mode ) {

	if ( mode === 1 ) {

		console.warn( 'THREE.Line: parameter THREE.LinePieces no longer supported. Created THREE.LineSegments instead.' );
		return new THREE.LineSegments( geometry, material );

	}

	THREE.Object3D.call( this );

	this.type = 'Line';

	this.geometry = geometry !== undefined ? geometry : new THREE.Geometry();
	this.material = material !== undefined ? material : new THREE.LineBasicMaterial( { color: Math.random() * 0xffffff } );

};

THREE.Line.prototype = Object.create( THREE.Object3D.prototype );
THREE.Line.prototype.constructor = THREE.Line;

THREE.Line.prototype.raycast = ( function () {

	var inverseMatrix = new THREE.Matrix4();
	var ray = new THREE.Ray();
	var sphere = new THREE.Sphere();

	return function raycast( raycaster, intersects ) {

		var precision = raycaster.linePrecision;
		var precisionSq = precision * precision;

		var geometry = this.geometry;

		if ( geometry.boundingSphere === null ) geometry.computeBoundingSphere();

		// Checking boundingSphere distance to ray

		sphere.copy( geometry.boundingSphere );
		sphere.applyMatrix4( this.matrixWorld );

		if ( raycaster.ray.isIntersectionSphere( sphere ) === false ) {

			return;

		}

		inverseMatrix.getInverse( this.matrixWorld );
		ray.copy( raycaster.ray ).applyMatrix4( inverseMatrix );

		var vStart = new THREE.Vector3();
		var vEnd = new THREE.Vector3();
		var interSegment = new THREE.Vector3();
		var interRay = new THREE.Vector3();
		var step = this instanceof THREE.LineSegments ? 2 : 1;

		if ( geometry instanceof THREE.BufferGeometry ) {

			var index = geometry.index;
			var attributes = geometry.attributes;

			if ( index !== null ) {

				var indices = index.array;
				var positions = attributes.position.array;

				for ( var i = 0, l = indices.length - 1; i < l; i += step ) {

					var a = indices[ i ];
					var b = indices[ i + 1 ];

					vStart.fromArray( positions, a * 3 );
					vEnd.fromArray( positions, b * 3 );

					var distSq = ray.distanceSqToSegment( vStart, vEnd, interRay, interSegment );

					if ( distSq > precisionSq ) continue;

					interRay.applyMatrix4( this.matrixWorld ); //Move back to world space for distance calculation

					var distance = raycaster.ray.origin.distanceTo( interRay );

					if ( distance < raycaster.near || distance > raycaster.far ) continue;

					intersects.push( {

						distance: distance,
						// What do we want? intersection point on the ray or on the segment??
						// point: raycaster.ray.at( distance ),
						point: interSegment.clone().applyMatrix4( this.matrixWorld ),
						index: i,
						face: null,
						faceIndex: null,
						object: this

					} );

				}

			} else {

				var positions = attributes.position.array;

				for ( var i = 0, l = positions.length / 3 - 1; i < l; i += step ) {

					vStart.fromArray( positions, 3 * i );
					vEnd.fromArray( positions, 3 * i + 3 );

					var distSq = ray.distanceSqToSegment( vStart, vEnd, interRay, interSegment );

					if ( distSq > precisionSq ) continue;

					interRay.applyMatrix4( this.matrixWorld ); //Move back to world space for distance calculation

					var distance = raycaster.ray.origin.distanceTo( interRay );

					if ( distance < raycaster.near || distance > raycaster.far ) continue;

					intersects.push( {

						distance: distance,
						// What do we want? intersection point on the ray or on the segment??
						// point: raycaster.ray.at( distance ),
						point: interSegment.clone().applyMatrix4( this.matrixWorld ),
						index: i,
						face: null,
						faceIndex: null,
						object: this

					} );

				}

			}

		} else if ( geometry instanceof THREE.Geometry ) {

			var vertices = geometry.vertices;
			var nbVertices = vertices.length;

			for ( var i = 0; i < nbVertices - 1; i += step ) {

				var distSq = ray.distanceSqToSegment( vertices[ i ], vertices[ i + 1 ], interRay, interSegment );

				if ( distSq > precisionSq ) continue;

				interRay.applyMatrix4( this.matrixWorld ); //Move back to world space for distance calculation

				var distance = raycaster.ray.origin.distanceTo( interRay );

				if ( distance < raycaster.near || distance > raycaster.far ) continue;

				intersects.push( {

					distance: distance,
					// What do we want? intersection point on the ray or on the segment??
					// point: raycaster.ray.at( distance ),
					point: interSegment.clone().applyMatrix4( this.matrixWorld ),
					index: i,
					face: null,
					faceIndex: null,
					object: this

				} );

			}

		}

	};

}() );

THREE.Line.prototype.clone = function () {

	return new this.constructor( this.geometry, this.material ).copy( this );

};

// DEPRECATED

THREE.LineStrip = 0;
THREE.LinePieces = 1;

// File:src/objects/LineSegments.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.LineSegments = function ( geometry, material ) {

	THREE.Line.call( this, geometry, material );

	this.type = 'LineSegments';

};

THREE.LineSegments.prototype = Object.create( THREE.Line.prototype );
THREE.LineSegments.prototype.constructor = THREE.LineSegments;

// File:src/objects/Mesh.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 * @author mikael emtinger / http://gomo.se/
 * @author jonobr1 / http://jonobr1.com/
 */

THREE.Mesh = function ( geometry, material ) {

	THREE.Object3D.call( this );

	this.type = 'Mesh';

	this.geometry = geometry !== undefined ? geometry : new THREE.Geometry();
	this.material = material !== undefined ? material : new THREE.MeshBasicMaterial( { color: Math.random() * 0xffffff } );

	this.updateMorphTargets();

};

THREE.Mesh.prototype = Object.create( THREE.Object3D.prototype );
THREE.Mesh.prototype.constructor = THREE.Mesh;

THREE.Mesh.prototype.updateMorphTargets = function () {

	if ( this.geometry.morphTargets !== undefined && this.geometry.morphTargets.length > 0 ) {

		this.morphTargetBase = - 1;
		this.morphTargetInfluences = [];
		this.morphTargetDictionary = {};

		for ( var m = 0, ml = this.geometry.morphTargets.length; m < ml; m ++ ) {

			this.morphTargetInfluences.push( 0 );
			this.morphTargetDictionary[ this.geometry.morphTargets[ m ].name ] = m;

		}

	}

};

THREE.Mesh.prototype.getMorphTargetIndexByName = function ( name ) {

	if ( this.morphTargetDictionary[ name ] !== undefined ) {

		return this.morphTargetDictionary[ name ];

	}

	console.warn( 'THREE.Mesh.getMorphTargetIndexByName: morph target ' + name + ' does not exist. Returning 0.' );

	return 0;

};


THREE.Mesh.prototype.raycast = ( function () {

	var inverseMatrix = new THREE.Matrix4();
	var ray = new THREE.Ray();
	var sphere = new THREE.Sphere();

	var vA = new THREE.Vector3();
	var vB = new THREE.Vector3();
	var vC = new THREE.Vector3();

	var tempA = new THREE.Vector3();
	var tempB = new THREE.Vector3();
	var tempC = new THREE.Vector3();

	var uvA = new THREE.Vector2();
	var uvB = new THREE.Vector2();
	var uvC = new THREE.Vector2();

	var barycoord = new THREE.Vector3();

	var intersectionPoint = new THREE.Vector3();
	var intersectionPointWorld = new THREE.Vector3();

	function uvIntersection( point, p1, p2, p3, uv1, uv2, uv3 ) {

		THREE.Triangle.barycoordFromPoint( point, p1, p2, p3, barycoord );

		uv1.multiplyScalar( barycoord.x );
		uv2.multiplyScalar( barycoord.y );
		uv3.multiplyScalar( barycoord.z );

		uv1.add( uv2 ).add( uv3 );

		return uv1.clone();

	}

	function checkIntersection( object, raycaster, ray, pA, pB, pC, point ){

		var intersect;
		var material = object.material;

		if ( material.side === THREE.BackSide ) {

			intersect = ray.intersectTriangle( pC, pB, pA, true, point );

		} else {

			intersect = ray.intersectTriangle( pA, pB, pC, material.side !== THREE.DoubleSide, point );

		}

		if ( intersect === null ) return null;

		intersectionPointWorld.copy( point );
		intersectionPointWorld.applyMatrix4( object.matrixWorld );

		var distance = raycaster.ray.origin.distanceTo( intersectionPointWorld );

		if ( distance < raycaster.near || distance > raycaster.far ) return null;

		return {
			distance: distance,
			point: intersectionPointWorld.clone(),
			object: object
		};

	}

	function checkBufferGeometryIntersection( object, raycaster, ray, positions, uvs, a, b, c ) {

		vA.fromArray( positions, a * 3 );
		vB.fromArray( positions, b * 3 );
		vC.fromArray( positions, c * 3 );

		var intersection = checkIntersection( object, raycaster, ray, vA, vB, vC, intersectionPoint );

		if ( intersection ) {

			if ( uvs ) {

				uvA.fromArray( uvs, a * 2 );
				uvB.fromArray( uvs, b * 2 );
				uvC.fromArray( uvs, c * 2 );

				intersection.uv = uvIntersection( intersectionPoint,  vA, vB, vC,  uvA, uvB, uvC );

			}

			intersection.face = new THREE.Face3( a, b, c, THREE.Triangle.normal( vA, vB, vC ) );
			intersection.faceIndex = a;

		}

		return intersection;

	}

	return function raycast( raycaster, intersects ) {

		var geometry = this.geometry;
		var material = this.material;

		if ( material === undefined ) return;

		// Checking boundingSphere distance to ray

		if ( geometry.boundingSphere === null ) geometry.computeBoundingSphere();

		var matrixWorld = this.matrixWorld;

		sphere.copy( geometry.boundingSphere );
		sphere.applyMatrix4( matrixWorld );

		if ( raycaster.ray.isIntersectionSphere( sphere ) === false ) return;

		// Check boundingBox before continuing

		inverseMatrix.getInverse( matrixWorld );
		ray.copy( raycaster.ray ).applyMatrix4( inverseMatrix );

		if ( geometry.boundingBox !== null ) {

			if ( ray.isIntersectionBox( geometry.boundingBox ) === false ) return;

		}

		var uvs, intersection;

		if ( geometry instanceof THREE.BufferGeometry ) {

			var a, b, c;
			var index = geometry.index;
			var attributes = geometry.attributes;
			var positions = attributes.position.array;

			if ( attributes.uv !== undefined ){

				uvs = attributes.uv.array;

			}

			if ( index !== null ) {

				var indices = index.array;

				for ( var i = 0, l = indices.length; i < l; i += 3 ) {

					a = indices[ i ];
					b = indices[ i + 1 ];
					c = indices[ i + 2 ];

					intersection = checkBufferGeometryIntersection( this, raycaster, ray, positions, uvs, a, b, c );

					if ( intersection ) {

						intersection.faceIndex = Math.floor( i / 3 ); // triangle number in indices buffer semantics
						intersects.push( intersection );

					}

				}

			} else {


				for ( var i = 0, l = positions.length; i < l; i += 9 ) {

					a = i / 3;
					b = a + 1;
					c = a + 2;

					intersection = checkBufferGeometryIntersection( this, raycaster, ray, positions, uvs, a, b, c );

					if ( intersection ) {

						intersection.index = a; // triangle number in positions buffer semantics
						intersects.push( intersection );

					}

				}

			}

		} else if ( geometry instanceof THREE.Geometry ) {

			var fvA, fvB, fvC;
			var isFaceMaterial = material instanceof THREE.MeshFaceMaterial;
			var materials = isFaceMaterial === true ? material.materials : null;

			var vertices = geometry.vertices;
			var faces = geometry.faces;
			var faceVertexUvs = geometry.faceVertexUvs[ 0 ];
			if ( faceVertexUvs.length > 0 ) uvs = faceVertexUvs;

			for ( var f = 0, fl = faces.length; f < fl; f ++ ) {

				var face = faces[ f ];
				var faceMaterial = isFaceMaterial === true ? materials[ face.materialIndex ] : material;

				if ( faceMaterial === undefined ) continue;

				fvA = vertices[ face.a ];
				fvB = vertices[ face.b ];
				fvC = vertices[ face.c ];

				if ( faceMaterial.morphTargets === true ) {

					var morphTargets = geometry.morphTargets;
					var morphInfluences = this.morphTargetInfluences;

					vA.set( 0, 0, 0 );
					vB.set( 0, 0, 0 );
					vC.set( 0, 0, 0 );

					for ( var t = 0, tl = morphTargets.length; t < tl; t ++ ) {

						var influence = morphInfluences[ t ];

						if ( influence === 0 ) continue;

						var targets = morphTargets[ t ].vertices;

						vA.addScaledVector( tempA.subVectors( targets[ face.a ], fvA ), influence );
						vB.addScaledVector( tempB.subVectors( targets[ face.b ], fvB ), influence );
						vC.addScaledVector( tempC.subVectors( targets[ face.c ], fvC ), influence );

					}

					vA.add( fvA );
					vB.add( fvB );
					vC.add( fvC );

					fvA = vA;
					fvB = vB;
					fvC = vC;

				}

				intersection = checkIntersection( this, raycaster, ray, fvA, fvB, fvC, intersectionPoint );

				if ( intersection ) {

					if ( uvs ) {

						var uvs_f = uvs[ f ];
						uvA.copy( uvs_f[ 0 ] );
						uvB.copy( uvs_f[ 1 ] );
						uvC.copy( uvs_f[ 2 ] );

						intersection.uv = uvIntersection( intersectionPoint, fvA, fvB, fvC, uvA, uvB, uvC );

					}

					intersection.face = face;
					intersection.faceIndex = f;
					intersects.push( intersection );

				}

			}

		}

	};

}() );

THREE.Mesh.prototype.clone = function () {

	return new this.constructor( this.geometry, this.material ).copy( this );

};

// File:src/objects/Bone.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author ikerr / http://verold.com
 */

THREE.Bone = function ( skin ) {

	THREE.Object3D.call( this );

	this.type = 'Bone';

	this.skin = skin;

};

THREE.Bone.prototype = Object.create( THREE.Object3D.prototype );
THREE.Bone.prototype.constructor = THREE.Bone;

THREE.Bone.prototype.copy = function ( source ) {
	
	THREE.Object3D.prototype.copy.call( this, source );
	
	this.skin = source.skin;
	
	return this;

};

// File:src/objects/Skeleton.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author michael guerrero / http://realitymeltdown.com
 * @author ikerr / http://verold.com
 */

THREE.Skeleton = function ( bones, boneInverses, useVertexTexture ) {

	this.useVertexTexture = useVertexTexture !== undefined ? useVertexTexture : true;

	this.identityMatrix = new THREE.Matrix4();

	// copy the bone array

	bones = bones || [];

	this.bones = bones.slice( 0 );

	// create a bone texture or an array of floats

	if ( this.useVertexTexture ) {

		// layout (1 matrix = 4 pixels)
		//      RGBA RGBA RGBA RGBA (=> column1, column2, column3, column4)
		//  with  8x8  pixel texture max   16 bones * 4 pixels =  (8 * 8)
		//       16x16 pixel texture max   64 bones * 4 pixels = (16 * 16)
		//       32x32 pixel texture max  256 bones * 4 pixels = (32 * 32)
		//       64x64 pixel texture max 1024 bones * 4 pixels = (64 * 64)

		
		var size = Math.sqrt( this.bones.length * 4 ); // 4 pixels needed for 1 matrix
		size = THREE.Math.nextPowerOfTwo( Math.ceil( size ) );
		size = Math.max( size, 4 );

		this.boneTextureWidth = size;
		this.boneTextureHeight = size;

		this.boneMatrices = new Float32Array( this.boneTextureWidth * this.boneTextureHeight * 4 ); // 4 floats per RGBA pixel
		this.boneTexture = new THREE.DataTexture( this.boneMatrices, this.boneTextureWidth, this.boneTextureHeight, THREE.RGBAFormat, THREE.FloatType );

	} else {

		this.boneMatrices = new Float32Array( 16 * this.bones.length );

	}

	// use the supplied bone inverses or calculate the inverses

	if ( boneInverses === undefined ) {

		this.calculateInverses();

	} else {

		if ( this.bones.length === boneInverses.length ) {

			this.boneInverses = boneInverses.slice( 0 );

		} else {

			console.warn( 'THREE.Skeleton bonInverses is the wrong length.' );

			this.boneInverses = [];

			for ( var b = 0, bl = this.bones.length; b < bl; b ++ ) {

				this.boneInverses.push( new THREE.Matrix4() );

			}

		}

	}

};

THREE.Skeleton.prototype.calculateInverses = function () {

	this.boneInverses = [];

	for ( var b = 0, bl = this.bones.length; b < bl; b ++ ) {

		var inverse = new THREE.Matrix4();

		if ( this.bones[ b ] ) {

			inverse.getInverse( this.bones[ b ].matrixWorld );

		}

		this.boneInverses.push( inverse );

	}

};

THREE.Skeleton.prototype.pose = function () {

	var bone;

	// recover the bind-time world matrices

	for ( var b = 0, bl = this.bones.length; b < bl; b ++ ) {

		bone = this.bones[ b ];

		if ( bone ) {

			bone.matrixWorld.getInverse( this.boneInverses[ b ] );

		}

	}

	// compute the local matrices, positions, rotations and scales

	for ( var b = 0, bl = this.bones.length; b < bl; b ++ ) {

		bone = this.bones[ b ];

		if ( bone ) {

			if ( bone.parent ) {

				bone.matrix.getInverse( bone.parent.matrixWorld );
				bone.matrix.multiply( bone.matrixWorld );

			} else {

				bone.matrix.copy( bone.matrixWorld );

			}

			bone.matrix.decompose( bone.position, bone.quaternion, bone.scale );

		}

	}

};

THREE.Skeleton.prototype.update = ( function () {

	var offsetMatrix = new THREE.Matrix4();

	return function update() {

		// flatten bone matrices to array

		for ( var b = 0, bl = this.bones.length; b < bl; b ++ ) {

			// compute the offset between the current and the original transform

			var matrix = this.bones[ b ] ? this.bones[ b ].matrixWorld : this.identityMatrix;

			offsetMatrix.multiplyMatrices( matrix, this.boneInverses[ b ] );
			offsetMatrix.flattenToArrayOffset( this.boneMatrices, b * 16 );

		}

		if ( this.useVertexTexture ) {

			this.boneTexture.needsUpdate = true;

		}

	};

} )();

THREE.Skeleton.prototype.clone = function () {

	return new THREE.Skeleton( this.bones, this.boneInverses, this.useVertexTexture );

};

// File:src/objects/SkinnedMesh.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author ikerr / http://verold.com
 */

THREE.SkinnedMesh = function ( geometry, material, useVertexTexture ) {

	THREE.Mesh.call( this, geometry, material );

	this.type = 'SkinnedMesh';

	this.bindMode = "attached";
	this.bindMatrix = new THREE.Matrix4();
	this.bindMatrixInverse = new THREE.Matrix4();

	// init bones

	// TODO: remove bone creation as there is no reason (other than
	// convenience) for THREE.SkinnedMesh to do this.

	var bones = [];

	if ( this.geometry && this.geometry.bones !== undefined ) {

		var bone, gbone;

		for ( var b = 0, bl = this.geometry.bones.length; b < bl; ++ b ) {

			gbone = this.geometry.bones[ b ];

			bone = new THREE.Bone( this );
			bones.push( bone );

			bone.name = gbone.name;
			bone.position.fromArray( gbone.pos );
			bone.quaternion.fromArray( gbone.rotq );
			if ( gbone.scl !== undefined ) bone.scale.fromArray( gbone.scl );

		}

		for ( var b = 0, bl = this.geometry.bones.length; b < bl; ++ b ) {

			gbone = this.geometry.bones[ b ];

			if ( gbone.parent !== - 1 && gbone.parent !== null) {

				bones[ gbone.parent ].add( bones[ b ] );

			} else {

				this.add( bones[ b ] );

			}

		}

	}

	this.normalizeSkinWeights();

	this.updateMatrixWorld( true );
	this.bind( new THREE.Skeleton( bones, undefined, useVertexTexture ), this.matrixWorld );

};


THREE.SkinnedMesh.prototype = Object.create( THREE.Mesh.prototype );
THREE.SkinnedMesh.prototype.constructor = THREE.SkinnedMesh;

THREE.SkinnedMesh.prototype.bind = function( skeleton, bindMatrix ) {

	this.skeleton = skeleton;

	if ( bindMatrix === undefined ) {

		this.updateMatrixWorld( true );
		
		this.skeleton.calculateInverses();

		bindMatrix = this.matrixWorld;

	}

	this.bindMatrix.copy( bindMatrix );
	this.bindMatrixInverse.getInverse( bindMatrix );

};

THREE.SkinnedMesh.prototype.pose = function () {

	this.skeleton.pose();

};

THREE.SkinnedMesh.prototype.normalizeSkinWeights = function () {

	if ( this.geometry instanceof THREE.Geometry ) {

		for ( var i = 0; i < this.geometry.skinIndices.length; i ++ ) {

			var sw = this.geometry.skinWeights[ i ];

			var scale = 1.0 / sw.lengthManhattan();

			if ( scale !== Infinity ) {

				sw.multiplyScalar( scale );

			} else {

				sw.set( 1 ); // this will be normalized by the shader anyway

			}

		}

	} else {

		// skinning weights assumed to be normalized for THREE.BufferGeometry

	}

};

THREE.SkinnedMesh.prototype.updateMatrixWorld = function( force ) {

	THREE.Mesh.prototype.updateMatrixWorld.call( this, true );

	if ( this.bindMode === "attached" ) {

		this.bindMatrixInverse.getInverse( this.matrixWorld );

	} else if ( this.bindMode === "detached" ) {

		this.bindMatrixInverse.getInverse( this.bindMatrix );

	} else {

		console.warn( 'THREE.SkinnedMesh unrecognized bindMode: ' + this.bindMode );

	}

};

THREE.SkinnedMesh.prototype.clone = function() {

	return new this.constructor( this.geometry, this.material, this.useVertexTexture ).copy( this );

};

// File:src/objects/LOD.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.LOD = function () {

	THREE.Object3D.call( this );

	this.type = 'LOD';

	Object.defineProperties( this, {
		levels: {
			enumerable: true,
			value: []
		},
		objects: {
			get: function () {

				console.warn( 'THREE.LOD: .objects has been renamed to .levels.' );
				return this.levels;

			}
		}
	} );

};


THREE.LOD.prototype = Object.create( THREE.Object3D.prototype );
THREE.LOD.prototype.constructor = THREE.LOD;

THREE.LOD.prototype.addLevel = function ( object, distance ) {

	if ( distance === undefined ) distance = 0;

	distance = Math.abs( distance );

	var levels = this.levels;

	for ( var l = 0; l < levels.length; l ++ ) {

		if ( distance < levels[ l ].distance ) {

			break;

		}

	}

	levels.splice( l, 0, { distance: distance, object: object } );

	this.add( object );

};

THREE.LOD.prototype.getObjectForDistance = function ( distance ) {

	var levels = this.levels;

	for ( var i = 1, l = levels.length; i < l; i ++ ) {

		if ( distance < levels[ i ].distance ) {

			break;

		}

	}

	return levels[ i - 1 ].object;

};

THREE.LOD.prototype.raycast = ( function () {

	var matrixPosition = new THREE.Vector3();

	return function raycast( raycaster, intersects ) {

		matrixPosition.setFromMatrixPosition( this.matrixWorld );

		var distance = raycaster.ray.origin.distanceTo( matrixPosition );

		this.getObjectForDistance( distance ).raycast( raycaster, intersects );

	};

}() );

THREE.LOD.prototype.update = function () {

	var v1 = new THREE.Vector3();
	var v2 = new THREE.Vector3();

	return function update( camera ) {

		var levels = this.levels;

		if ( levels.length > 1 ) {

			v1.setFromMatrixPosition( camera.matrixWorld );
			v2.setFromMatrixPosition( this.matrixWorld );

			var distance = v1.distanceTo( v2 );

			levels[ 0 ].object.visible = true;

			for ( var i = 1, l = levels.length; i < l; i ++ ) {

				if ( distance >= levels[ i ].distance ) {

					levels[ i - 1 ].object.visible = false;
					levels[ i ].object.visible = true;

				} else {

					break;

				}

			}

			for ( ; i < l; i ++ ) {

				levels[ i ].object.visible = false;

			}

		}

	};

}();

THREE.LOD.prototype.copy = function ( source ) {

	THREE.Object3D.prototype.copy.call( this, source, false );

	var levels = source.levels;

	for ( var i = 0, l = levels.length; i < l; i ++ ) {

		var level = levels[ i ];

		this.addLevel( level.object.clone(), level.distance );

	}

	return this;

};

THREE.LOD.prototype.toJSON = function ( meta ) {

	var data = THREE.Object3D.prototype.toJSON.call( this, meta );

	data.object.levels = [];

	var levels = this.levels;

	for ( var i = 0, l = levels.length; i < l; i ++ ) {

		var level = levels[ i ];

		data.object.levels.push( {
			object: level.object.uuid,
			distance: level.distance
		} );

	}

	return data;

};

// File:src/objects/Sprite.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Sprite = ( function () {

	var indices = new Uint16Array( [ 0, 1, 2,  0, 2, 3 ] );
	var vertices = new Float32Array( [ - 0.5, - 0.5, 0,   0.5, - 0.5, 0,   0.5, 0.5, 0,   - 0.5, 0.5, 0 ] );
	var uvs = new Float32Array( [ 0, 0,   1, 0,   1, 1,   0, 1 ] );

	var geometry = new THREE.BufferGeometry();
	geometry.setIndex( new THREE.BufferAttribute( indices, 1 ) );
	geometry.addAttribute( 'position', new THREE.BufferAttribute( vertices, 3 ) );
	geometry.addAttribute( 'uv', new THREE.BufferAttribute( uvs, 2 ) );

	return function Sprite( material ) {

		THREE.Object3D.call( this );

		this.type = 'Sprite';

		this.geometry = geometry;
		this.material = ( material !== undefined ) ? material : new THREE.SpriteMaterial();

	};

} )();

THREE.Sprite.prototype = Object.create( THREE.Object3D.prototype );
THREE.Sprite.prototype.constructor = THREE.Sprite;

THREE.Sprite.prototype.raycast = ( function () {

	var matrixPosition = new THREE.Vector3();

	return function raycast( raycaster, intersects ) {

		matrixPosition.setFromMatrixPosition( this.matrixWorld );

		var distanceSq = raycaster.ray.distanceSqToPoint( matrixPosition );
		var guessSizeSq = this.scale.x * this.scale.y;

		if ( distanceSq > guessSizeSq ) {

			return;

		}

		intersects.push( {

			distance: Math.sqrt( distanceSq ),
			point: this.position,
			face: null,
			object: this

		} );

	};

}() );

THREE.Sprite.prototype.clone = function () {

	return new this.constructor( this.material ).copy( this );

};

// Backwards compatibility

THREE.Particle = THREE.Sprite;

// File:src/objects/LensFlare.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.LensFlare = function ( texture, size, distance, blending, color ) {

	THREE.Object3D.call( this );

	this.lensFlares = [];

	this.positionScreen = new THREE.Vector3();
	this.customUpdateCallback = undefined;

	if ( texture !== undefined ) {

		this.add( texture, size, distance, blending, color );

	}

};

THREE.LensFlare.prototype = Object.create( THREE.Object3D.prototype );
THREE.LensFlare.prototype.constructor = THREE.LensFlare;


/*
 * Add: adds another flare
 */

THREE.LensFlare.prototype.add = function ( texture, size, distance, blending, color, opacity ) {

	if ( size === undefined ) size = - 1;
	if ( distance === undefined ) distance = 0;
	if ( opacity === undefined ) opacity = 1;
	if ( color === undefined ) color = new THREE.Color( 0xffffff );
	if ( blending === undefined ) blending = THREE.NormalBlending;

	distance = Math.min( distance, Math.max( 0, distance ) );

	this.lensFlares.push( {
		texture: texture,	// THREE.Texture
		size: size, 		// size in pixels (-1 = use texture.width)
		distance: distance, 	// distance (0-1) from light source (0=at light source)
		x: 0, y: 0, z: 0,	// screen position (-1 => 1) z = 0 is in front z = 1 is back
		scale: 1, 		// scale
		rotation: 0, 		// rotation
		opacity: opacity,	// opacity
		color: color,		// color
		blending: blending	// blending
	} );

};

/*
 * Update lens flares update positions on all flares based on the screen position
 * Set myLensFlare.customUpdateCallback to alter the flares in your project specific way.
 */

THREE.LensFlare.prototype.updateLensFlares = function () {

	var f, fl = this.lensFlares.length;
	var flare;
	var vecX = - this.positionScreen.x * 2;
	var vecY = - this.positionScreen.y * 2;

	for ( f = 0; f < fl; f ++ ) {

		flare = this.lensFlares[ f ];

		flare.x = this.positionScreen.x + vecX * flare.distance;
		flare.y = this.positionScreen.y + vecY * flare.distance;

		flare.wantedRotation = flare.x * Math.PI * 0.25;
		flare.rotation += ( flare.wantedRotation - flare.rotation ) * 0.25;

	}

};

THREE.LensFlare.prototype.copy = function ( source ) {

	THREE.Object3D.prototype.copy.call( this, source );

	this.positionScreen.copy( source.positionScreen );
	this.customUpdateCallback = source.customUpdateCallback;

	for ( var i = 0, l = source.lensFlares.length; i < l; i ++ ) {

		this.lensFlares.push( source.lensFlares[ i ] );

	}

	return this;

};

// File:src/scenes/Scene.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Scene = function () {

	THREE.Object3D.call( this );

	this.type = 'Scene';

	this.fog = null;
	this.overrideMaterial = null;

	this.autoUpdate = true; // checked by the renderer

};

THREE.Scene.prototype = Object.create( THREE.Object3D.prototype );
THREE.Scene.prototype.constructor = THREE.Scene;

THREE.Scene.prototype.copy = function ( source ) {

	THREE.Object3D.prototype.copy.call( this, source );

	if ( source.fog !== null ) this.fog = source.fog.clone();
	if ( source.overrideMaterial !== null ) this.overrideMaterial = source.overrideMaterial.clone();

	this.autoUpdate = source.autoUpdate;
	this.matrixAutoUpdate = source.matrixAutoUpdate;

	return this;

};

// File:src/scenes/Fog.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.Fog = function ( color, near, far ) {

	this.name = '';

	this.color = new THREE.Color( color );

	this.near = ( near !== undefined ) ? near : 1;
	this.far = ( far !== undefined ) ? far : 1000;

};

THREE.Fog.prototype.clone = function () {

	return new THREE.Fog( this.color.getHex(), this.near, this.far );

};

// File:src/scenes/FogExp2.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.FogExp2 = function ( color, density ) {

	this.name = '';

	this.color = new THREE.Color( color );
	this.density = ( density !== undefined ) ? density : 0.00025;

};

THREE.FogExp2.prototype.clone = function () {

	return new THREE.FogExp2( this.color.getHex(), this.density );

};

// File:src/renderers/shaders/ShaderChunk.js

THREE.ShaderChunk = {};

// File:src/renderers/shaders/ShaderChunk/alphamap_fragment.glsl

THREE.ShaderChunk[ 'alphamap_fragment'] = "#ifdef USE_ALPHAMAP\n\n	diffuseColor.a *= texture2D( alphaMap, vUv ).g;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/alphamap_pars_fragment.glsl

THREE.ShaderChunk[ 'alphamap_pars_fragment'] = "#ifdef USE_ALPHAMAP\n\n	uniform sampler2D alphaMap;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/alphatest_fragment.glsl

THREE.ShaderChunk[ 'alphatest_fragment'] = "#ifdef ALPHATEST\n\n	if ( diffuseColor.a < ALPHATEST ) discard;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/aomap_fragment.glsl

THREE.ShaderChunk[ 'aomap_fragment'] = "#ifdef USE_AOMAP\n\n	totalAmbientLight *= ( texture2D( aoMap, vUv2 ).r - 1.0 ) * aoMapIntensity + 1.0;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/aomap_pars_fragment.glsl

THREE.ShaderChunk[ 'aomap_pars_fragment'] = "#ifdef USE_AOMAP\n\n	uniform sampler2D aoMap;\n	uniform float aoMapIntensity;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/begin_vertex.glsl

THREE.ShaderChunk[ 'begin_vertex'] = "\nvec3 transformed = vec3( position );\n";

// File:src/renderers/shaders/ShaderChunk/beginnormal_vertex.glsl

THREE.ShaderChunk[ 'beginnormal_vertex'] = "\nvec3 objectNormal = vec3( normal );\n";

// File:src/renderers/shaders/ShaderChunk/bumpmap_pars_fragment.glsl

THREE.ShaderChunk[ 'bumpmap_pars_fragment'] = "#ifdef USE_BUMPMAP\n\n	uniform sampler2D bumpMap;\n	uniform float bumpScale;\n\n\n\n	vec2 dHdxy_fwd() {\n\n		vec2 dSTdx = dFdx( vUv );\n		vec2 dSTdy = dFdy( vUv );\n\n		float Hll = bumpScale * texture2D( bumpMap, vUv ).x;\n		float dBx = bumpScale * texture2D( bumpMap, vUv + dSTdx ).x - Hll;\n		float dBy = bumpScale * texture2D( bumpMap, vUv + dSTdy ).x - Hll;\n\n		return vec2( dBx, dBy );\n\n	}\n\n	vec3 perturbNormalArb( vec3 surf_pos, vec3 surf_norm, vec2 dHdxy ) {\n\n		vec3 vSigmaX = dFdx( surf_pos );\n		vec3 vSigmaY = dFdy( surf_pos );\n		vec3 vN = surf_norm;\n		vec3 R1 = cross( vSigmaY, vN );\n		vec3 R2 = cross( vN, vSigmaX );\n\n		float fDet = dot( vSigmaX, R1 );\n\n		vec3 vGrad = sign( fDet ) * ( dHdxy.x * R1 + dHdxy.y * R2 );\n		return normalize( abs( fDet ) * surf_norm - vGrad );\n\n	}\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/color_fragment.glsl

THREE.ShaderChunk[ 'color_fragment'] = "#ifdef USE_COLOR\n\n	diffuseColor.rgb *= vColor;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/color_pars_fragment.glsl

THREE.ShaderChunk[ 'color_pars_fragment'] = "#ifdef USE_COLOR\n\n	varying vec3 vColor;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/color_pars_vertex.glsl

THREE.ShaderChunk[ 'color_pars_vertex'] = "#ifdef USE_COLOR\n\n	varying vec3 vColor;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/color_vertex.glsl

THREE.ShaderChunk[ 'color_vertex'] = "#ifdef USE_COLOR\n\n	vColor.xyz = color.xyz;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/common.glsl

THREE.ShaderChunk[ 'common'] = "#define PI 3.14159\n#define PI2 6.28318\n#define RECIPROCAL_PI2 0.15915494\n#define LOG2 1.442695\n#define EPSILON 1e-6\n\n#define saturate(a) clamp( a, 0.0, 1.0 )\n#define whiteCompliment(a) ( 1.0 - saturate( a ) )\n\nvec3 transformDirection( in vec3 normal, in mat4 matrix ) {\n\n	return normalize( ( matrix * vec4( normal, 0.0 ) ).xyz );\n\n}\n\nvec3 inverseTransformDirection( in vec3 normal, in mat4 matrix ) {\n\n	return normalize( ( vec4( normal, 0.0 ) * matrix ).xyz );\n\n}\n\nvec3 projectOnPlane(in vec3 point, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n	float distance = dot( planeNormal, point - pointOnPlane );\n\n	return - distance * planeNormal + point;\n\n}\n\nfloat sideOfPlane( in vec3 point, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n	return sign( dot( point - pointOnPlane, planeNormal ) );\n\n}\n\nvec3 linePlaneIntersect( in vec3 pointOnLine, in vec3 lineDirection, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n	return lineDirection * ( dot( planeNormal, pointOnPlane - pointOnLine ) / dot( planeNormal, lineDirection ) ) + pointOnLine;\n\n}\n\nfloat calcLightAttenuation( float lightDistance, float cutoffDistance, float decayExponent ) {\n\n	if ( decayExponent > 0.0 ) {\n\n	  return pow( saturate( -lightDistance / cutoffDistance + 1.0 ), decayExponent );\n\n	}\n\n	return 1.0;\n\n}\n\nvec3 F_Schlick( in vec3 specularColor, in float dotLH ) {\n\n\n	float fresnel = exp2( ( -5.55437 * dotLH - 6.98316 ) * dotLH );\n\n	return ( 1.0 - specularColor ) * fresnel + specularColor;\n\n}\n\nfloat G_BlinnPhong_Implicit( /* in float dotNL, in float dotNV */ ) {\n\n\n	return 0.25;\n\n}\n\nfloat D_BlinnPhong( in float shininess, in float dotNH ) {\n\n\n	return ( shininess * 0.5 + 1.0 ) * pow( dotNH, shininess );\n\n}\n\nvec3 BRDF_BlinnPhong( in vec3 specularColor, in float shininess, in vec3 normal, in vec3 lightDir, in vec3 viewDir ) {\n\n	vec3 halfDir = normalize( lightDir + viewDir );\n\n	float dotNH = saturate( dot( normal, halfDir ) );\n	float dotLH = saturate( dot( lightDir, halfDir ) );\n\n	vec3 F = F_Schlick( specularColor, dotLH );\n\n	float G = G_BlinnPhong_Implicit( /* dotNL, dotNV */ );\n\n	float D = D_BlinnPhong( shininess, dotNH );\n\n	return F * G * D;\n\n}\n\nvec3 inputToLinear( in vec3 a ) {\n\n	#ifdef GAMMA_INPUT\n\n		return pow( a, vec3( float( GAMMA_FACTOR ) ) );\n\n	#else\n\n		return a;\n\n	#endif\n\n}\n\nvec3 linearToOutput( in vec3 a ) {\n\n	#ifdef GAMMA_OUTPUT\n\n		return pow( a, vec3( 1.0 / float( GAMMA_FACTOR ) ) );\n\n	#else\n\n		return a;\n\n	#endif\n\n}\n";

// File:src/renderers/shaders/ShaderChunk/defaultnormal_vertex.glsl

THREE.ShaderChunk[ 'defaultnormal_vertex'] = "#ifdef FLIP_SIDED\n\n	objectNormal = -objectNormal;\n\n#endif\n\nvec3 transformedNormal = normalMatrix * objectNormal;\n";

// File:src/renderers/shaders/ShaderChunk/displacementmap_vertex.glsl

THREE.ShaderChunk[ 'displacementmap_vertex'] = "#ifdef USE_DISPLACEMENTMAP\n\n	transformed += normal * ( texture2D( displacementMap, uv ).x * displacementScale + displacementBias );\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/displacementmap_pars_vertex.glsl

THREE.ShaderChunk[ 'displacementmap_pars_vertex'] = "#ifdef USE_DISPLACEMENTMAP\n\n	uniform sampler2D displacementMap;\n	uniform float displacementScale;\n	uniform float displacementBias;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/emissivemap_fragment.glsl

THREE.ShaderChunk[ 'emissivemap_fragment'] = "#ifdef USE_EMISSIVEMAP\n\n	vec4 emissiveColor = texture2D( emissiveMap, vUv );\n\n	emissiveColor.rgb = inputToLinear( emissiveColor.rgb );\n\n	totalEmissiveLight *= emissiveColor.rgb;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/emissivemap_pars_fragment.glsl

THREE.ShaderChunk[ 'emissivemap_pars_fragment'] = "#ifdef USE_EMISSIVEMAP\n\n	uniform sampler2D emissiveMap;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/envmap_fragment.glsl

THREE.ShaderChunk[ 'envmap_fragment'] = "#ifdef USE_ENVMAP\n\n	#if defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( PHONG )\n\n		vec3 cameraToVertex = normalize( vWorldPosition - cameraPosition );\n\n		vec3 worldNormal = inverseTransformDirection( normal, viewMatrix );\n\n		#ifdef ENVMAP_MODE_REFLECTION\n\n			vec3 reflectVec = reflect( cameraToVertex, worldNormal );\n\n		#else\n\n			vec3 reflectVec = refract( cameraToVertex, worldNormal, refractionRatio );\n\n		#endif\n\n	#else\n\n		vec3 reflectVec = vReflect;\n\n	#endif\n\n	#ifdef DOUBLE_SIDED\n		float flipNormal = ( float( gl_FrontFacing ) * 2.0 - 1.0 );\n	#else\n		float flipNormal = 1.0;\n	#endif\n\n	#ifdef ENVMAP_TYPE_CUBE\n		vec4 envColor = textureCube( envMap, flipNormal * vec3( flipEnvMap * reflectVec.x, reflectVec.yz ) );\n\n	#elif defined( ENVMAP_TYPE_EQUIREC )\n		vec2 sampleUV;\n		sampleUV.y = saturate( flipNormal * reflectVec.y * 0.5 + 0.5 );\n		sampleUV.x = atan( flipNormal * reflectVec.z, flipNormal * reflectVec.x ) * RECIPROCAL_PI2 + 0.5;\n		vec4 envColor = texture2D( envMap, sampleUV );\n\n	#elif defined( ENVMAP_TYPE_SPHERE )\n		vec3 reflectView = flipNormal * normalize((viewMatrix * vec4( reflectVec, 0.0 )).xyz + vec3(0.0,0.0,1.0));\n		vec4 envColor = texture2D( envMap, reflectView.xy * 0.5 + 0.5 );\n	#endif\n\n	envColor.xyz = inputToLinear( envColor.xyz );\n\n	#ifdef ENVMAP_BLENDING_MULTIPLY\n\n		outgoingLight = mix( outgoingLight, outgoingLight * envColor.xyz, specularStrength * reflectivity );\n\n	#elif defined( ENVMAP_BLENDING_MIX )\n\n		outgoingLight = mix( outgoingLight, envColor.xyz, specularStrength * reflectivity );\n\n	#elif defined( ENVMAP_BLENDING_ADD )\n\n		outgoingLight += envColor.xyz * specularStrength * reflectivity;\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/envmap_pars_fragment.glsl

THREE.ShaderChunk[ 'envmap_pars_fragment'] = "#ifdef USE_ENVMAP\n\n	uniform float reflectivity;\n	#ifdef ENVMAP_TYPE_CUBE\n		uniform samplerCube envMap;\n	#else\n		uniform sampler2D envMap;\n	#endif\n	uniform float flipEnvMap;\n\n	#if defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( PHONG )\n\n		uniform float refractionRatio;\n\n	#else\n\n		varying vec3 vReflect;\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/envmap_pars_vertex.glsl

THREE.ShaderChunk[ 'envmap_pars_vertex'] = "#if defined( USE_ENVMAP ) && ! defined( USE_BUMPMAP ) && ! defined( USE_NORMALMAP ) && ! defined( PHONG )\n\n	varying vec3 vReflect;\n\n	uniform float refractionRatio;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/envmap_vertex.glsl

THREE.ShaderChunk[ 'envmap_vertex'] = "#if defined( USE_ENVMAP ) && ! defined( USE_BUMPMAP ) && ! defined( USE_NORMALMAP ) && ! defined( PHONG )\n\n	vec3 cameraToVertex = normalize( worldPosition.xyz - cameraPosition );\n\n	vec3 worldNormal = inverseTransformDirection( transformedNormal, viewMatrix );\n\n	#ifdef ENVMAP_MODE_REFLECTION\n\n		vReflect = reflect( cameraToVertex, worldNormal );\n\n	#else\n\n		vReflect = refract( cameraToVertex, worldNormal, refractionRatio );\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/fog_fragment.glsl

THREE.ShaderChunk[ 'fog_fragment'] = "#ifdef USE_FOG\n\n	#ifdef USE_LOGDEPTHBUF_EXT\n\n		float depth = gl_FragDepthEXT / gl_FragCoord.w;\n\n	#else\n\n		float depth = gl_FragCoord.z / gl_FragCoord.w;\n\n	#endif\n\n	#ifdef FOG_EXP2\n\n		float fogFactor = whiteCompliment( exp2( - fogDensity * fogDensity * depth * depth * LOG2 ) );\n\n	#else\n\n		float fogFactor = smoothstep( fogNear, fogFar, depth );\n\n	#endif\n	\n	outgoingLight = mix( outgoingLight, fogColor, fogFactor );\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/fog_pars_fragment.glsl

THREE.ShaderChunk[ 'fog_pars_fragment'] = "#ifdef USE_FOG\n\n	uniform vec3 fogColor;\n\n	#ifdef FOG_EXP2\n\n		uniform float fogDensity;\n\n	#else\n\n		uniform float fogNear;\n		uniform float fogFar;\n	#endif\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/hemilight_fragment.glsl

THREE.ShaderChunk[ 'hemilight_fragment'] = "#if MAX_HEMI_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_HEMI_LIGHTS; i ++ ) {\n\n		vec3 lightDir = hemisphereLightDirection[ i ];\n\n		float dotProduct = dot( normal, lightDir );\n\n		float hemiDiffuseWeight = 0.5 * dotProduct + 0.5;\n\n		vec3 lightColor = mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeight );\n\n		totalAmbientLight += lightColor;\n\n	}\n\n#endif\n\n";

// File:src/renderers/shaders/ShaderChunk/lightmap_fragment.glsl

THREE.ShaderChunk[ 'lightmap_fragment'] = "#ifdef USE_LIGHTMAP\n\n	totalAmbientLight += texture2D( lightMap, vUv2 ).xyz * lightMapIntensity;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lightmap_pars_fragment.glsl

THREE.ShaderChunk[ 'lightmap_pars_fragment'] = "#ifdef USE_LIGHTMAP\n\n	uniform sampler2D lightMap;\n	uniform float lightMapIntensity;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/lights_lambert_pars_vertex.glsl

THREE.ShaderChunk[ 'lights_lambert_pars_vertex'] = "#if MAX_DIR_LIGHTS > 0\n\n	uniform vec3 directionalLightColor[ MAX_DIR_LIGHTS ];\n	uniform vec3 directionalLightDirection[ MAX_DIR_LIGHTS ];\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n	uniform vec3 hemisphereLightSkyColor[ MAX_HEMI_LIGHTS ];\n	uniform vec3 hemisphereLightGroundColor[ MAX_HEMI_LIGHTS ];\n	uniform vec3 hemisphereLightDirection[ MAX_HEMI_LIGHTS ];\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n	uniform vec3 pointLightColor[ MAX_POINT_LIGHTS ];\n	uniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n	uniform float pointLightDistance[ MAX_POINT_LIGHTS ];\n	uniform float pointLightDecay[ MAX_POINT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n	uniform vec3 spotLightColor[ MAX_SPOT_LIGHTS ];\n	uniform vec3 spotLightPosition[ MAX_SPOT_LIGHTS ];\n	uniform vec3 spotLightDirection[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightDistance[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightAngleCos[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightExponent[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightDecay[ MAX_SPOT_LIGHTS ];\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lights_lambert_vertex.glsl

THREE.ShaderChunk[ 'lights_lambert_vertex'] = "vLightFront = vec3( 0.0 );\n\n#ifdef DOUBLE_SIDED\n\n	vLightBack = vec3( 0.0 );\n\n#endif\n\nvec3 normal = normalize( transformedNormal );\n\n#if MAX_POINT_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_POINT_LIGHTS; i ++ ) {\n\n		vec3 lightColor = pointLightColor[ i ];\n\n		vec3 lVector = pointLightPosition[ i ] - mvPosition.xyz;\n		vec3 lightDir = normalize( lVector );\n\n\n		float attenuation = calcLightAttenuation( length( lVector ), pointLightDistance[ i ], pointLightDecay[ i ] );\n\n\n		float dotProduct = dot( normal, lightDir );\n\n		vLightFront += lightColor * attenuation * saturate( dotProduct );\n\n		#ifdef DOUBLE_SIDED\n\n			vLightBack += lightColor * attenuation * saturate( - dotProduct );\n\n		#endif\n\n	}\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_SPOT_LIGHTS; i ++ ) {\n\n		vec3 lightColor = spotLightColor[ i ];\n\n		vec3 lightPosition = spotLightPosition[ i ];\n		vec3 lVector = lightPosition - mvPosition.xyz;\n		vec3 lightDir = normalize( lVector );\n\n		float spotEffect = dot( spotLightDirection[ i ], lightDir );\n\n		if ( spotEffect > spotLightAngleCos[ i ] ) {\n\n			spotEffect = saturate( pow( saturate( spotEffect ), spotLightExponent[ i ] ) );\n\n\n			float attenuation = calcLightAttenuation( length( lVector ), spotLightDistance[ i ], spotLightDecay[ i ] );\n\n			attenuation *= spotEffect;\n\n\n			float dotProduct = dot( normal, lightDir );\n\n			vLightFront += lightColor * attenuation * saturate( dotProduct );\n\n			#ifdef DOUBLE_SIDED\n\n				vLightBack += lightColor * attenuation * saturate( - dotProduct );\n\n			#endif\n\n		}\n\n	}\n\n#endif\n\n#if MAX_DIR_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_DIR_LIGHTS; i ++ ) {\n\n		vec3 lightColor = directionalLightColor[ i ];\n\n		vec3 lightDir = directionalLightDirection[ i ];\n\n\n		float dotProduct = dot( normal, lightDir );\n\n		vLightFront += lightColor * saturate( dotProduct );\n\n		#ifdef DOUBLE_SIDED\n\n			vLightBack += lightColor * saturate( - dotProduct );\n\n		#endif\n\n	}\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_HEMI_LIGHTS; i ++ ) {\n\n		vec3 lightDir = hemisphereLightDirection[ i ];\n\n\n		float dotProduct = dot( normal, lightDir );\n\n		float hemiDiffuseWeight = 0.5 * dotProduct + 0.5;\n\n		vLightFront += mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeight );\n\n		#ifdef DOUBLE_SIDED\n\n			float hemiDiffuseWeightBack = - 0.5 * dotProduct + 0.5;\n\n			vLightBack += mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeightBack );\n\n		#endif\n\n	}\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lights_phong_fragment.glsl

THREE.ShaderChunk[ 'lights_phong_fragment'] = "vec3 viewDir = normalize( vViewPosition );\n\nvec3 totalDiffuseLight = vec3( 0.0 );\nvec3 totalSpecularLight = vec3( 0.0 );\n\n#if MAX_POINT_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_POINT_LIGHTS; i ++ ) {\n\n		vec3 lightColor = pointLightColor[ i ];\n\n		vec3 lightPosition = pointLightPosition[ i ];\n		vec3 lVector = lightPosition + vViewPosition.xyz;\n		vec3 lightDir = normalize( lVector );\n\n\n		float attenuation = calcLightAttenuation( length( lVector ), pointLightDistance[ i ], pointLightDecay[ i ] );\n\n\n		float cosineTerm = saturate( dot( normal, lightDir ) );\n\n		totalDiffuseLight += lightColor * attenuation * cosineTerm;\n\n\n		vec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n		totalSpecularLight += brdf * specularStrength * lightColor * attenuation * cosineTerm;\n\n\n	}\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_SPOT_LIGHTS; i ++ ) {\n\n		vec3 lightColor = spotLightColor[ i ];\n\n		vec3 lightPosition = spotLightPosition[ i ];\n		vec3 lVector = lightPosition + vViewPosition.xyz;\n		vec3 lightDir = normalize( lVector );\n\n		float spotEffect = dot( spotLightDirection[ i ], lightDir );\n\n		if ( spotEffect > spotLightAngleCos[ i ] ) {\n\n			spotEffect = saturate( pow( saturate( spotEffect ), spotLightExponent[ i ] ) );\n\n\n			float attenuation = calcLightAttenuation( length( lVector ), spotLightDistance[ i ], spotLightDecay[ i ] );\n\n			attenuation *= spotEffect;\n\n\n			float cosineTerm = saturate( dot( normal, lightDir ) );\n\n			totalDiffuseLight += lightColor * attenuation * cosineTerm;\n\n\n			vec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n			totalSpecularLight += brdf * specularStrength * lightColor * attenuation * cosineTerm;\n\n		}\n\n	}\n\n#endif\n\n#if MAX_DIR_LIGHTS > 0\n\n	for ( int i = 0; i < MAX_DIR_LIGHTS; i ++ ) {\n\n		vec3 lightColor = directionalLightColor[ i ];\n\n		vec3 lightDir = directionalLightDirection[ i ];\n\n\n		float cosineTerm = saturate( dot( normal, lightDir ) );\n\n		totalDiffuseLight += lightColor * cosineTerm;\n\n\n		vec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n		totalSpecularLight += brdf * specularStrength * lightColor * cosineTerm;\n\n	}\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lights_phong_pars_fragment.glsl

THREE.ShaderChunk[ 'lights_phong_pars_fragment'] = "uniform vec3 ambientLightColor;\n\n#if MAX_DIR_LIGHTS > 0\n\n	uniform vec3 directionalLightColor[ MAX_DIR_LIGHTS ];\n	uniform vec3 directionalLightDirection[ MAX_DIR_LIGHTS ];\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n	uniform vec3 hemisphereLightSkyColor[ MAX_HEMI_LIGHTS ];\n	uniform vec3 hemisphereLightGroundColor[ MAX_HEMI_LIGHTS ];\n	uniform vec3 hemisphereLightDirection[ MAX_HEMI_LIGHTS ];\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n	uniform vec3 pointLightColor[ MAX_POINT_LIGHTS ];\n\n	uniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n	uniform float pointLightDistance[ MAX_POINT_LIGHTS ];\n	uniform float pointLightDecay[ MAX_POINT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n	uniform vec3 spotLightColor[ MAX_SPOT_LIGHTS ];\n	uniform vec3 spotLightPosition[ MAX_SPOT_LIGHTS ];\n	uniform vec3 spotLightDirection[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightAngleCos[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightExponent[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightDistance[ MAX_SPOT_LIGHTS ];\n	uniform float spotLightDecay[ MAX_SPOT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n	varying vec3 vWorldPosition;\n\n#endif\n\nvarying vec3 vViewPosition;\n\n#ifndef FLAT_SHADED\n\n	varying vec3 vNormal;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lights_phong_pars_vertex.glsl

THREE.ShaderChunk[ 'lights_phong_pars_vertex'] = "#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n	varying vec3 vWorldPosition;\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n	uniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/lights_phong_vertex.glsl

THREE.ShaderChunk[ 'lights_phong_vertex'] = "#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n	vWorldPosition = worldPosition.xyz;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/linear_to_gamma_fragment.glsl

THREE.ShaderChunk[ 'linear_to_gamma_fragment'] = "\n	outgoingLight = linearToOutput( outgoingLight );\n";

// File:src/renderers/shaders/ShaderChunk/logdepthbuf_fragment.glsl

THREE.ShaderChunk[ 'logdepthbuf_fragment'] = "#if defined(USE_LOGDEPTHBUF) && defined(USE_LOGDEPTHBUF_EXT)\n\n	gl_FragDepthEXT = log2(vFragDepth) * logDepthBufFC * 0.5;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/logdepthbuf_pars_fragment.glsl

THREE.ShaderChunk[ 'logdepthbuf_pars_fragment'] = "#ifdef USE_LOGDEPTHBUF\n\n	uniform float logDepthBufFC;\n\n	#ifdef USE_LOGDEPTHBUF_EXT\n\n		varying float vFragDepth;\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/logdepthbuf_pars_vertex.glsl

THREE.ShaderChunk[ 'logdepthbuf_pars_vertex'] = "#ifdef USE_LOGDEPTHBUF\n\n	#ifdef USE_LOGDEPTHBUF_EXT\n\n		varying float vFragDepth;\n\n	#endif\n\n	uniform float logDepthBufFC;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/logdepthbuf_vertex.glsl

THREE.ShaderChunk[ 'logdepthbuf_vertex'] = "#ifdef USE_LOGDEPTHBUF\n\n	gl_Position.z = log2(max( EPSILON, gl_Position.w + 1.0 )) * logDepthBufFC;\n\n	#ifdef USE_LOGDEPTHBUF_EXT\n\n		vFragDepth = 1.0 + gl_Position.w;\n\n#else\n\n		gl_Position.z = (gl_Position.z - 1.0) * gl_Position.w;\n\n	#endif\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/map_fragment.glsl

THREE.ShaderChunk[ 'map_fragment'] = "#ifdef USE_MAP\n\n	vec4 texelColor = texture2D( map, vUv );\n\n	texelColor.xyz = inputToLinear( texelColor.xyz );\n\n	diffuseColor *= texelColor;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/map_pars_fragment.glsl

THREE.ShaderChunk[ 'map_pars_fragment'] = "#ifdef USE_MAP\n\n	uniform sampler2D map;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/map_particle_fragment.glsl

THREE.ShaderChunk[ 'map_particle_fragment'] = "#ifdef USE_MAP\n\n	diffuseColor *= texture2D( map, vec2( gl_PointCoord.x, 1.0 - gl_PointCoord.y ) * offsetRepeat.zw + offsetRepeat.xy );\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/map_particle_pars_fragment.glsl

THREE.ShaderChunk[ 'map_particle_pars_fragment'] = "#ifdef USE_MAP\n\n	uniform vec4 offsetRepeat;\n	uniform sampler2D map;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/morphnormal_vertex.glsl

THREE.ShaderChunk[ 'morphnormal_vertex'] = "#ifdef USE_MORPHNORMALS\n\n	objectNormal += ( morphNormal0 - normal ) * morphTargetInfluences[ 0 ];\n	objectNormal += ( morphNormal1 - normal ) * morphTargetInfluences[ 1 ];\n	objectNormal += ( morphNormal2 - normal ) * morphTargetInfluences[ 2 ];\n	objectNormal += ( morphNormal3 - normal ) * morphTargetInfluences[ 3 ];\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/morphtarget_pars_vertex.glsl

THREE.ShaderChunk[ 'morphtarget_pars_vertex'] = "#ifdef USE_MORPHTARGETS\n\n	#ifndef USE_MORPHNORMALS\n\n	uniform float morphTargetInfluences[ 8 ];\n\n	#else\n\n	uniform float morphTargetInfluences[ 4 ];\n\n	#endif\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/morphtarget_vertex.glsl

THREE.ShaderChunk[ 'morphtarget_vertex'] = "#ifdef USE_MORPHTARGETS\n\n	transformed += ( morphTarget0 - position ) * morphTargetInfluences[ 0 ];\n	transformed += ( morphTarget1 - position ) * morphTargetInfluences[ 1 ];\n	transformed += ( morphTarget2 - position ) * morphTargetInfluences[ 2 ];\n	transformed += ( morphTarget3 - position ) * morphTargetInfluences[ 3 ];\n\n	#ifndef USE_MORPHNORMALS\n\n	transformed += ( morphTarget4 - position ) * morphTargetInfluences[ 4 ];\n	transformed += ( morphTarget5 - position ) * morphTargetInfluences[ 5 ];\n	transformed += ( morphTarget6 - position ) * morphTargetInfluences[ 6 ];\n	transformed += ( morphTarget7 - position ) * morphTargetInfluences[ 7 ];\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/normal_phong_fragment.glsl

THREE.ShaderChunk[ 'normal_phong_fragment'] = "#ifndef FLAT_SHADED\n\n	vec3 normal = normalize( vNormal );\n\n	#ifdef DOUBLE_SIDED\n\n		normal = normal * ( -1.0 + 2.0 * float( gl_FrontFacing ) );\n\n	#endif\n\n#else\n\n	vec3 fdx = dFdx( vViewPosition );\n	vec3 fdy = dFdy( vViewPosition );\n	vec3 normal = normalize( cross( fdx, fdy ) );\n\n#endif\n\n#ifdef USE_NORMALMAP\n\n	normal = perturbNormal2Arb( -vViewPosition, normal );\n\n#elif defined( USE_BUMPMAP )\n\n	normal = perturbNormalArb( -vViewPosition, normal, dHdxy_fwd() );\n\n#endif\n\n";

// File:src/renderers/shaders/ShaderChunk/normalmap_pars_fragment.glsl

THREE.ShaderChunk[ 'normalmap_pars_fragment'] = "#ifdef USE_NORMALMAP\n\n	uniform sampler2D normalMap;\n	uniform vec2 normalScale;\n\n\n	vec3 perturbNormal2Arb( vec3 eye_pos, vec3 surf_norm ) {\n\n		vec3 q0 = dFdx( eye_pos.xyz );\n		vec3 q1 = dFdy( eye_pos.xyz );\n		vec2 st0 = dFdx( vUv.st );\n		vec2 st1 = dFdy( vUv.st );\n\n		vec3 S = normalize( q0 * st1.t - q1 * st0.t );\n		vec3 T = normalize( -q0 * st1.s + q1 * st0.s );\n		vec3 N = normalize( surf_norm );\n\n		vec3 mapN = texture2D( normalMap, vUv ).xyz * 2.0 - 1.0;\n		mapN.xy = normalScale * mapN.xy;\n		mat3 tsn = mat3( S, T, N );\n		return normalize( tsn * mapN );\n\n	}\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/project_vertex.glsl

THREE.ShaderChunk[ 'project_vertex'] = "#ifdef USE_SKINNING\n\n	vec4 mvPosition = modelViewMatrix * skinned;\n\n#else\n\n	vec4 mvPosition = modelViewMatrix * vec4( transformed, 1.0 );\n\n#endif\n\ngl_Position = projectionMatrix * mvPosition;\n";

// File:src/renderers/shaders/ShaderChunk/shadowmap_fragment.glsl

THREE.ShaderChunk[ 'shadowmap_fragment'] = "#ifdef USE_SHADOWMAP\n\n	for ( int i = 0; i < MAX_SHADOWS; i ++ ) {\n\n		float texelSizeY =  1.0 / shadowMapSize[ i ].y;\n\n		float shadow = 0.0;\n\n#if defined( POINT_LIGHT_SHADOWS )\n\n		bool isPointLight = shadowDarkness[ i ] < 0.0;\n\n		if ( isPointLight ) {\n\n			float realShadowDarkness = abs( shadowDarkness[ i ] );\n\n			vec3 lightToPosition = vShadowCoord[ i ].xyz;\n\n	#if defined( SHADOWMAP_TYPE_PCF ) || defined( SHADOWMAP_TYPE_PCF_SOFT )\n\n			vec3 bd3D = normalize( lightToPosition );\n			float dp = length( lightToPosition );\n\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D, texelSizeY ) ), shadowBias[ i ], shadow );\n\n\n	#if defined( SHADOWMAP_TYPE_PCF )\n			const float Dr = 1.25;\n	#elif defined( SHADOWMAP_TYPE_PCF_SOFT )\n			const float Dr = 2.25;\n	#endif\n\n			float os = Dr *  2.0 * texelSizeY;\n\n			const vec3 Gsd = vec3( - 1, 0, 1 );\n\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zyz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xyz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zyx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xyx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\n			shadow *= realShadowDarkness * ( 1.0 / 21.0 );\n\n	#else \n			vec3 bd3D = normalize( lightToPosition );\n			float dp = length( lightToPosition );\n\n			adjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D, texelSizeY ) ), shadowBias[ i ], shadow );\n\n			shadow *= realShadowDarkness;\n\n	#endif\n\n		} else {\n\n#endif \n			float texelSizeX =  1.0 / shadowMapSize[ i ].x;\n\n			vec3 shadowCoord = vShadowCoord[ i ].xyz / vShadowCoord[ i ].w;\n\n\n			bvec4 inFrustumVec = bvec4 ( shadowCoord.x >= 0.0, shadowCoord.x <= 1.0, shadowCoord.y >= 0.0, shadowCoord.y <= 1.0 );\n			bool inFrustum = all( inFrustumVec );\n\n			bvec2 frustumTestVec = bvec2( inFrustum, shadowCoord.z <= 1.0 );\n\n			bool frustumTest = all( frustumTestVec );\n\n			if ( frustumTest ) {\n\n	#if defined( SHADOWMAP_TYPE_PCF )\n\n\n				/*\n					for ( float y = -1.25; y <= 1.25; y += 1.25 )\n						for ( float x = -1.25; x <= 1.25; x += 1.25 ) {\n							vec4 rgbaDepth = texture2D( shadowMap[ i ], vec2( x * xPixelOffset, y * yPixelOffset ) + shadowCoord.xy );\n							float fDepth = unpackDepth( rgbaDepth );\n							if ( fDepth < shadowCoord.z )\n								shadow += 1.0;\n					}\n					shadow /= 9.0;\n				*/\n\n				shadowCoord.z += shadowBias[ i ];\n\n				const float ShadowDelta = 1.0 / 9.0;\n\n				float xPixelOffset = texelSizeX;\n				float yPixelOffset = texelSizeY;\n\n				float dx0 = - 1.25 * xPixelOffset;\n				float dy0 = - 1.25 * yPixelOffset;\n				float dx1 = 1.25 * xPixelOffset;\n				float dy1 = 1.25 * yPixelOffset;\n\n				float fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy0 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy0 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy0 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, 0.0 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, 0.0 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy1 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy1 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy1 ) ) );\n				if ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n				shadow *= shadowDarkness[ i ];\n\n	#elif defined( SHADOWMAP_TYPE_PCF_SOFT )\n\n\n				shadowCoord.z += shadowBias[ i ];\n\n				float xPixelOffset = texelSizeX;\n				float yPixelOffset = texelSizeY;\n\n				float dx0 = - 1.0 * xPixelOffset;\n				float dy0 = - 1.0 * yPixelOffset;\n				float dx1 = 1.0 * xPixelOffset;\n				float dy1 = 1.0 * yPixelOffset;\n\n				mat3 shadowKernel;\n				mat3 depthKernel;\n\n				depthKernel[ 0 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy0 ) ) );\n				depthKernel[ 0 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, 0.0 ) ) );\n				depthKernel[ 0 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy1 ) ) );\n				depthKernel[ 1 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy0 ) ) );\n				depthKernel[ 1 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy ) );\n				depthKernel[ 1 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy1 ) ) );\n				depthKernel[ 2 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy0 ) ) );\n				depthKernel[ 2 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, 0.0 ) ) );\n				depthKernel[ 2 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy1 ) ) );\n\n				vec3 shadowZ = vec3( shadowCoord.z );\n				shadowKernel[ 0 ] = vec3( lessThan( depthKernel[ 0 ], shadowZ ) );\n				shadowKernel[ 0 ] *= vec3( 0.25 );\n\n				shadowKernel[ 1 ] = vec3( lessThan( depthKernel[ 1 ], shadowZ ) );\n				shadowKernel[ 1 ] *= vec3( 0.25 );\n\n				shadowKernel[ 2 ] = vec3( lessThan( depthKernel[ 2 ], shadowZ ) );\n				shadowKernel[ 2 ] *= vec3( 0.25 );\n\n				vec2 fractionalCoord = 1.0 - fract( shadowCoord.xy * shadowMapSize[ i ].xy );\n\n				shadowKernel[ 0 ] = mix( shadowKernel[ 1 ], shadowKernel[ 0 ], fractionalCoord.x );\n				shadowKernel[ 1 ] = mix( shadowKernel[ 2 ], shadowKernel[ 1 ], fractionalCoord.x );\n\n				vec4 shadowValues;\n				shadowValues.x = mix( shadowKernel[ 0 ][ 1 ], shadowKernel[ 0 ][ 0 ], fractionalCoord.y );\n				shadowValues.y = mix( shadowKernel[ 0 ][ 2 ], shadowKernel[ 0 ][ 1 ], fractionalCoord.y );\n				shadowValues.z = mix( shadowKernel[ 1 ][ 1 ], shadowKernel[ 1 ][ 0 ], fractionalCoord.y );\n				shadowValues.w = mix( shadowKernel[ 1 ][ 2 ], shadowKernel[ 1 ][ 1 ], fractionalCoord.y );\n\n				shadow = dot( shadowValues, vec4( 1.0 ) ) * shadowDarkness[ i ];\n\n	#else \n				shadowCoord.z += shadowBias[ i ];\n\n				vec4 rgbaDepth = texture2D( shadowMap[ i ], shadowCoord.xy );\n				float fDepth = unpackDepth( rgbaDepth );\n\n				if ( fDepth < shadowCoord.z )\n					shadow = shadowDarkness[ i ];\n\n	#endif\n\n			}\n\n#ifdef SHADOWMAP_DEBUG\n\n			if ( inFrustum ) {\n\n				if ( i == 0 ) {\n\n					outgoingLight *= vec3( 1.0, 0.5, 0.0 );\n\n				} else if ( i == 1 ) {\n\n					outgoingLight *= vec3( 0.0, 1.0, 0.8 );\n\n				} else {\n\n					outgoingLight *= vec3( 0.0, 0.5, 1.0 );\n\n				}\n\n			}\n\n#endif\n\n#if defined( POINT_LIGHT_SHADOWS )\n\n		}\n\n#endif\n\n		shadowMask = shadowMask * vec3( 1.0 - shadow );\n\n	}\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/shadowmap_pars_fragment.glsl

THREE.ShaderChunk[ 'shadowmap_pars_fragment'] = "#ifdef USE_SHADOWMAP\n\n	uniform sampler2D shadowMap[ MAX_SHADOWS ];\n	uniform vec2 shadowMapSize[ MAX_SHADOWS ];\n\n	uniform float shadowDarkness[ MAX_SHADOWS ];\n	uniform float shadowBias[ MAX_SHADOWS ];\n\n	varying vec4 vShadowCoord[ MAX_SHADOWS ];\n\n	float unpackDepth( const in vec4 rgba_depth ) {\n\n		const vec4 bit_shift = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );\n		float depth = dot( rgba_depth, bit_shift );\n		return depth;\n\n	}\n\n	#if defined(POINT_LIGHT_SHADOWS)\n\n\n		void adjustShadowValue1K( const float testDepth, const vec4 textureData, const float bias, inout float shadowValue ) {\n\n			const vec4 bitSh = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );\n			if ( testDepth >= dot( textureData, bitSh ) * 1000.0 + bias )\n				shadowValue += 1.0;\n\n		}\n\n\n		vec2 cubeToUV( vec3 v, float texelSizeY ) {\n\n\n			vec3 absV = abs( v );\n\n\n			float scaleToCube = 1.0 / max( absV.x, max( absV.y, absV.z ) );\n			absV *= scaleToCube;\n\n\n			v *= scaleToCube * ( 1.0 - 2.0 * texelSizeY );\n\n\n\n			vec2 planar = v.xy;\n\n			float almostATexel = 1.5 * texelSizeY;\n			float almostOne = 1.0 - almostATexel;\n\n			if ( absV.z >= almostOne ) {\n\n				if ( v.z > 0.0 )\n					planar.x = 4.0 - v.x;\n\n			} else if ( absV.x >= almostOne ) {\n\n				float signX = sign( v.x );\n				planar.x = v.z * signX + 2.0 * signX;\n\n			} else if ( absV.y >= almostOne ) {\n\n				float signY = sign( v.y );\n				planar.x = v.x + 2.0 * signY + 2.0;\n				planar.y = v.z * signY - 2.0;\n\n			}\n\n\n			return vec2( 0.125, 0.25 ) * planar + vec2( 0.375, 0.75 );\n\n		}\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/shadowmap_pars_vertex.glsl

THREE.ShaderChunk[ 'shadowmap_pars_vertex'] = "#ifdef USE_SHADOWMAP\n\n	uniform float shadowDarkness[ MAX_SHADOWS ];\n	uniform mat4 shadowMatrix[ MAX_SHADOWS ];\n	varying vec4 vShadowCoord[ MAX_SHADOWS ];\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/shadowmap_vertex.glsl

THREE.ShaderChunk[ 'shadowmap_vertex'] = "#ifdef USE_SHADOWMAP\n\n	for ( int i = 0; i < MAX_SHADOWS; i ++ ) {\n\n			vShadowCoord[ i ] = shadowMatrix[ i ] * worldPosition;\n\n	}\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/skinbase_vertex.glsl

THREE.ShaderChunk[ 'skinbase_vertex'] = "#ifdef USE_SKINNING\n\n	mat4 boneMatX = getBoneMatrix( skinIndex.x );\n	mat4 boneMatY = getBoneMatrix( skinIndex.y );\n	mat4 boneMatZ = getBoneMatrix( skinIndex.z );\n	mat4 boneMatW = getBoneMatrix( skinIndex.w );\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/skinning_pars_vertex.glsl

THREE.ShaderChunk[ 'skinning_pars_vertex'] = "#ifdef USE_SKINNING\n\n	uniform mat4 bindMatrix;\n	uniform mat4 bindMatrixInverse;\n\n	#ifdef BONE_TEXTURE\n\n		uniform sampler2D boneTexture;\n		uniform int boneTextureWidth;\n		uniform int boneTextureHeight;\n\n		mat4 getBoneMatrix( const in float i ) {\n\n			float j = i * 4.0;\n			float x = mod( j, float( boneTextureWidth ) );\n			float y = floor( j / float( boneTextureWidth ) );\n\n			float dx = 1.0 / float( boneTextureWidth );\n			float dy = 1.0 / float( boneTextureHeight );\n\n			y = dy * ( y + 0.5 );\n\n			vec4 v1 = texture2D( boneTexture, vec2( dx * ( x + 0.5 ), y ) );\n			vec4 v2 = texture2D( boneTexture, vec2( dx * ( x + 1.5 ), y ) );\n			vec4 v3 = texture2D( boneTexture, vec2( dx * ( x + 2.5 ), y ) );\n			vec4 v4 = texture2D( boneTexture, vec2( dx * ( x + 3.5 ), y ) );\n\n			mat4 bone = mat4( v1, v2, v3, v4 );\n\n			return bone;\n\n		}\n\n	#else\n\n		uniform mat4 boneGlobalMatrices[ MAX_BONES ];\n\n		mat4 getBoneMatrix( const in float i ) {\n\n			mat4 bone = boneGlobalMatrices[ int(i) ];\n			return bone;\n\n		}\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/skinning_vertex.glsl

THREE.ShaderChunk[ 'skinning_vertex'] = "#ifdef USE_SKINNING\n\n	vec4 skinVertex = bindMatrix * vec4( transformed, 1.0 );\n\n	vec4 skinned = vec4( 0.0 );\n	skinned += boneMatX * skinVertex * skinWeight.x;\n	skinned += boneMatY * skinVertex * skinWeight.y;\n	skinned += boneMatZ * skinVertex * skinWeight.z;\n	skinned += boneMatW * skinVertex * skinWeight.w;\n	skinned  = bindMatrixInverse * skinned;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/skinnormal_vertex.glsl

THREE.ShaderChunk[ 'skinnormal_vertex'] = "#ifdef USE_SKINNING\n\n	mat4 skinMatrix = mat4( 0.0 );\n	skinMatrix += skinWeight.x * boneMatX;\n	skinMatrix += skinWeight.y * boneMatY;\n	skinMatrix += skinWeight.z * boneMatZ;\n	skinMatrix += skinWeight.w * boneMatW;\n	skinMatrix  = bindMatrixInverse * skinMatrix * bindMatrix;\n\n	objectNormal = vec4( skinMatrix * vec4( objectNormal, 0.0 ) ).xyz;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/specularmap_fragment.glsl

THREE.ShaderChunk[ 'specularmap_fragment'] = "float specularStrength;\n\n#ifdef USE_SPECULARMAP\n\n	vec4 texelSpecular = texture2D( specularMap, vUv );\n	specularStrength = texelSpecular.r;\n\n#else\n\n	specularStrength = 1.0;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/specularmap_pars_fragment.glsl

THREE.ShaderChunk[ 'specularmap_pars_fragment'] = "#ifdef USE_SPECULARMAP\n\n	uniform sampler2D specularMap;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/uv2_pars_fragment.glsl

THREE.ShaderChunk[ 'uv2_pars_fragment'] = "#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n	varying vec2 vUv2;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/uv2_pars_vertex.glsl

THREE.ShaderChunk[ 'uv2_pars_vertex'] = "#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n	attribute vec2 uv2;\n	varying vec2 vUv2;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/uv2_vertex.glsl

THREE.ShaderChunk[ 'uv2_vertex'] = "#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n	vUv2 = uv2;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/uv_pars_fragment.glsl

THREE.ShaderChunk[ 'uv_pars_fragment'] = "#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n	varying vec2 vUv;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/uv_pars_vertex.glsl

THREE.ShaderChunk[ 'uv_pars_vertex'] = "#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n	varying vec2 vUv;\n	uniform vec4 offsetRepeat;\n\n#endif\n";

// File:src/renderers/shaders/ShaderChunk/uv_vertex.glsl

THREE.ShaderChunk[ 'uv_vertex'] = "#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n	vUv = uv * offsetRepeat.zw + offsetRepeat.xy;\n\n#endif";

// File:src/renderers/shaders/ShaderChunk/worldpos_vertex.glsl

THREE.ShaderChunk[ 'worldpos_vertex'] = "#if defined( USE_ENVMAP ) || defined( PHONG ) || defined( LAMBERT ) || defined ( USE_SHADOWMAP )\n\n	#ifdef USE_SKINNING\n\n		vec4 worldPosition = modelMatrix * skinned;\n\n	#else\n\n		vec4 worldPosition = modelMatrix * vec4( transformed, 1.0 );\n\n	#endif\n\n#endif\n";

// File:src/renderers/shaders/UniformsUtils.js

/**
 * Uniform Utilities
 */

THREE.UniformsUtils = {

	merge: function ( uniforms ) {

		var merged = {};

		for ( var u = 0; u < uniforms.length; u ++ ) {

			var tmp = this.clone( uniforms[ u ] );

			for ( var p in tmp ) {

				merged[ p ] = tmp[ p ];

			}

		}

		return merged;

	},

	clone: function ( uniforms_src ) {

		var uniforms_dst = {};

		for ( var u in uniforms_src ) {

			uniforms_dst[ u ] = {};

			for ( var p in uniforms_src[ u ] ) {

				var parameter_src = uniforms_src[ u ][ p ];

				if ( parameter_src instanceof THREE.Color ||
					 parameter_src instanceof THREE.Vector2 ||
					 parameter_src instanceof THREE.Vector3 ||
					 parameter_src instanceof THREE.Vector4 ||
					 parameter_src instanceof THREE.Matrix3 ||
					 parameter_src instanceof THREE.Matrix4 ||
					 parameter_src instanceof THREE.Texture ) {

					uniforms_dst[ u ][ p ] = parameter_src.clone();

				} else if ( Array.isArray( parameter_src ) ) {

					uniforms_dst[ u ][ p ] = parameter_src.slice();

				} else {

					uniforms_dst[ u ][ p ] = parameter_src;

				}

			}

		}

		return uniforms_dst;

	}

};

// File:src/renderers/shaders/UniformsLib.js

/**
 * Uniforms library for shared webgl shaders
 */

THREE.UniformsLib = {

	common: {

		"diffuse" : { type: "c", value: new THREE.Color( 0xeeeeee ) },
		"opacity" : { type: "f", value: 1.0 },

		"map" : { type: "t", value: null },
		"offsetRepeat" : { type: "v4", value: new THREE.Vector4( 0, 0, 1, 1 ) },

		"specularMap" : { type: "t", value: null },
		"alphaMap" : { type: "t", value: null },

		"envMap" : { type: "t", value: null },
		"flipEnvMap" : { type: "f", value: - 1 },
		"reflectivity" : { type: "f", value: 1.0 },
		"refractionRatio" : { type: "f", value: 0.98 }

	},

	aomap: {

		"aoMap" : { type: "t", value: null },
		"aoMapIntensity" : { type: "f", value: 1 },

	},

	lightmap: {

		"lightMap" : { type: "t", value: null },
		"lightMapIntensity" : { type: "f", value: 1 },

	},

	emissivemap: {

		"emissiveMap" : { type: "t", value: null },

	},

	bumpmap: {

		"bumpMap" : { type: "t", value: null },
		"bumpScale" : { type: "f", value: 1 }

	},

	normalmap: {

		"normalMap" : { type: "t", value: null },
		"normalScale" : { type: "v2", value: new THREE.Vector2( 1, 1 ) }

	},

	displacementmap: {

		"displacementMap" : { type: "t", value: null },
		"displacementScale" : { type: "f", value: 1 },
		"displacementBias" : { type: "f", value: 0 }

	},

	fog : {

		"fogDensity" : { type: "f", value: 0.00025 },
		"fogNear" : { type: "f", value: 1 },
		"fogFar" : { type: "f", value: 2000 },
		"fogColor" : { type: "c", value: new THREE.Color( 0xffffff ) }

	},

	lights: {

		"ambientLightColor" : { type: "fv", value: [] },

		"directionalLightDirection" : { type: "fv", value: [] },
		"directionalLightColor" : { type: "fv", value: [] },

		"hemisphereLightDirection" : { type: "fv", value: [] },
		"hemisphereLightSkyColor" : { type: "fv", value: [] },
		"hemisphereLightGroundColor" : { type: "fv", value: [] },

		"pointLightColor" : { type: "fv", value: [] },
		"pointLightPosition" : { type: "fv", value: [] },
		"pointLightDistance" : { type: "fv1", value: [] },
		"pointLightDecay" : { type: "fv1", value: [] },

		"spotLightColor" : { type: "fv", value: [] },
		"spotLightPosition" : { type: "fv", value: [] },
		"spotLightDirection" : { type: "fv", value: [] },
		"spotLightDistance" : { type: "fv1", value: [] },
		"spotLightAngleCos" : { type: "fv1", value: [] },
		"spotLightExponent" : { type: "fv1", value: [] },
		"spotLightDecay" : { type: "fv1", value: [] }

	},

	points: {

		"psColor" : { type: "c", value: new THREE.Color( 0xeeeeee ) },
		"opacity" : { type: "f", value: 1.0 },
		"size" : { type: "f", value: 1.0 },
		"scale" : { type: "f", value: 1.0 },
		"map" : { type: "t", value: null },
		"offsetRepeat" : { type: "v4", value: new THREE.Vector4( 0, 0, 1, 1 ) },

		"fogDensity" : { type: "f", value: 0.00025 },
		"fogNear" : { type: "f", value: 1 },
		"fogFar" : { type: "f", value: 2000 },
		"fogColor" : { type: "c", value: new THREE.Color( 0xffffff ) }

	},

	shadowmap: {

		"shadowMap": { type: "tv", value: [] },
		"shadowMapSize": { type: "v2v", value: [] },

		"shadowBias" : { type: "fv1", value: [] },
		"shadowDarkness": { type: "fv1", value: [] },

		"shadowMatrix" : { type: "m4v", value: [] }

	}

};

// File:src/renderers/shaders/ShaderLib.js

/**
 * Webgl Shader Library for three.js
 *
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 * @author mikael emtinger / http://gomo.se/
 */


THREE.ShaderLib = {

	'basic': {

		uniforms: THREE.UniformsUtils.merge( [

			THREE.UniformsLib[ "common" ],
			THREE.UniformsLib[ "aomap" ],
			THREE.UniformsLib[ "fog" ],
			THREE.UniformsLib[ "shadowmap" ]

		] ),

		vertexShader: [

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "uv_pars_vertex" ],
			THREE.ShaderChunk[ "uv2_pars_vertex" ],
			THREE.ShaderChunk[ "envmap_pars_vertex" ],
			THREE.ShaderChunk[ "color_pars_vertex" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "skinning_pars_vertex" ],
			THREE.ShaderChunk[ "shadowmap_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "uv_vertex" ],
				THREE.ShaderChunk[ "uv2_vertex" ],
				THREE.ShaderChunk[ "color_vertex" ],
				THREE.ShaderChunk[ "skinbase_vertex" ],

			"	#ifdef USE_ENVMAP",

				THREE.ShaderChunk[ "beginnormal_vertex" ],
				THREE.ShaderChunk[ "morphnormal_vertex" ],
				THREE.ShaderChunk[ "skinnormal_vertex" ],
				THREE.ShaderChunk[ "defaultnormal_vertex" ],

			"	#endif",

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "skinning_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

				THREE.ShaderChunk[ "worldpos_vertex" ],
				THREE.ShaderChunk[ "envmap_vertex" ],
				THREE.ShaderChunk[ "shadowmap_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform vec3 diffuse;",
			"uniform float opacity;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_fragment" ],
			THREE.ShaderChunk[ "uv_pars_fragment" ],
			THREE.ShaderChunk[ "uv2_pars_fragment" ],
			THREE.ShaderChunk[ "map_pars_fragment" ],
			THREE.ShaderChunk[ "alphamap_pars_fragment" ],
			THREE.ShaderChunk[ "aomap_pars_fragment" ],
			THREE.ShaderChunk[ "envmap_pars_fragment" ],
			THREE.ShaderChunk[ "fog_pars_fragment" ],
			THREE.ShaderChunk[ "shadowmap_pars_fragment" ],
			THREE.ShaderChunk[ "specularmap_pars_fragment" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	vec3 outgoingLight = vec3( 0.0 );",
			"	vec4 diffuseColor = vec4( diffuse, opacity );",
			"	vec3 totalAmbientLight = vec3( 1.0 );", // hardwired
			"	vec3 shadowMask = vec3( 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],
				THREE.ShaderChunk[ "map_fragment" ],
				THREE.ShaderChunk[ "color_fragment" ],
				THREE.ShaderChunk[ "alphamap_fragment" ],
				THREE.ShaderChunk[ "alphatest_fragment" ],
				THREE.ShaderChunk[ "specularmap_fragment" ],
				THREE.ShaderChunk[ "aomap_fragment" ],
				THREE.ShaderChunk[ "shadowmap_fragment" ],

			"	outgoingLight = diffuseColor.rgb * totalAmbientLight * shadowMask;",

				THREE.ShaderChunk[ "envmap_fragment" ],

				THREE.ShaderChunk[ "linear_to_gamma_fragment" ],

				THREE.ShaderChunk[ "fog_fragment" ],

			"	gl_FragColor = vec4( outgoingLight, diffuseColor.a );",

			"}"

		].join( "\n" )

	},

	'lambert': {

		uniforms: THREE.UniformsUtils.merge( [

			THREE.UniformsLib[ "common" ],
			THREE.UniformsLib[ "fog" ],
			THREE.UniformsLib[ "lights" ],
			THREE.UniformsLib[ "shadowmap" ],

			{
				"emissive" : { type: "c", value: new THREE.Color( 0x000000 ) }
			}

		] ),

		vertexShader: [

			"#define LAMBERT",

			"varying vec3 vLightFront;",

			"#ifdef DOUBLE_SIDED",

			"	varying vec3 vLightBack;",

			"#endif",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "uv_pars_vertex" ],
			THREE.ShaderChunk[ "uv2_pars_vertex" ],
			THREE.ShaderChunk[ "envmap_pars_vertex" ],
			THREE.ShaderChunk[ "lights_lambert_pars_vertex" ],
			THREE.ShaderChunk[ "color_pars_vertex" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "skinning_pars_vertex" ],
			THREE.ShaderChunk[ "shadowmap_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "uv_vertex" ],
				THREE.ShaderChunk[ "uv2_vertex" ],
				THREE.ShaderChunk[ "color_vertex" ],

				THREE.ShaderChunk[ "beginnormal_vertex" ],
				THREE.ShaderChunk[ "morphnormal_vertex" ],
				THREE.ShaderChunk[ "skinbase_vertex" ],
				THREE.ShaderChunk[ "skinnormal_vertex" ],
				THREE.ShaderChunk[ "defaultnormal_vertex" ],

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "skinning_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

				THREE.ShaderChunk[ "worldpos_vertex" ],
				THREE.ShaderChunk[ "envmap_vertex" ],
				THREE.ShaderChunk[ "lights_lambert_vertex" ],
				THREE.ShaderChunk[ "shadowmap_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform vec3 diffuse;",
			"uniform vec3 emissive;",
			"uniform float opacity;",

			"uniform vec3 ambientLightColor;",

			"varying vec3 vLightFront;",

			"#ifdef DOUBLE_SIDED",

			"	varying vec3 vLightBack;",

			"#endif",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_fragment" ],
			THREE.ShaderChunk[ "uv_pars_fragment" ],
			THREE.ShaderChunk[ "uv2_pars_fragment" ],
			THREE.ShaderChunk[ "map_pars_fragment" ],
			THREE.ShaderChunk[ "alphamap_pars_fragment" ],
			THREE.ShaderChunk[ "envmap_pars_fragment" ],
			THREE.ShaderChunk[ "fog_pars_fragment" ],
			THREE.ShaderChunk[ "shadowmap_pars_fragment" ],
			THREE.ShaderChunk[ "specularmap_pars_fragment" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	vec3 outgoingLight = vec3( 0.0 );",	// outgoing light does not have an alpha, the surface does
			"	vec4 diffuseColor = vec4( diffuse, opacity );",
			"	vec3 totalAmbientLight = ambientLightColor;",
			"	vec3 shadowMask = vec3( 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],
				THREE.ShaderChunk[ "map_fragment" ],
				THREE.ShaderChunk[ "color_fragment" ],
				THREE.ShaderChunk[ "alphamap_fragment" ],
				THREE.ShaderChunk[ "alphatest_fragment" ],
				THREE.ShaderChunk[ "specularmap_fragment" ],
				THREE.ShaderChunk[ "shadowmap_fragment" ],

			"	#ifdef DOUBLE_SIDED",

			"		if ( gl_FrontFacing )",
			"			outgoingLight += diffuseColor.rgb * ( vLightFront * shadowMask + totalAmbientLight ) + emissive;",
			"		else",
			"			outgoingLight += diffuseColor.rgb * ( vLightBack * shadowMask + totalAmbientLight ) + emissive;",

			"	#else",

			"		outgoingLight += diffuseColor.rgb * ( vLightFront * shadowMask + totalAmbientLight ) + emissive;",

			"	#endif",

				THREE.ShaderChunk[ "envmap_fragment" ],

				THREE.ShaderChunk[ "linear_to_gamma_fragment" ],

				THREE.ShaderChunk[ "fog_fragment" ],

			"	gl_FragColor = vec4( outgoingLight, diffuseColor.a );",

			"}"

		].join( "\n" )

	},

	'phong': {

		uniforms: THREE.UniformsUtils.merge( [

			THREE.UniformsLib[ "common" ],
			THREE.UniformsLib[ "aomap" ],
			THREE.UniformsLib[ "lightmap" ],
			THREE.UniformsLib[ "emissivemap" ],
			THREE.UniformsLib[ "bumpmap" ],
			THREE.UniformsLib[ "normalmap" ],
			THREE.UniformsLib[ "displacementmap" ],
			THREE.UniformsLib[ "fog" ],
			THREE.UniformsLib[ "lights" ],
			THREE.UniformsLib[ "shadowmap" ],

			{
				"emissive" : { type: "c", value: new THREE.Color( 0x000000 ) },
				"specular" : { type: "c", value: new THREE.Color( 0x111111 ) },
				"shininess": { type: "f", value: 30 }
			}

		] ),

		vertexShader: [

			"#define PHONG",

			"varying vec3 vViewPosition;",

			"#ifndef FLAT_SHADED",

			"	varying vec3 vNormal;",

			"#endif",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "uv_pars_vertex" ],
			THREE.ShaderChunk[ "uv2_pars_vertex" ],
			THREE.ShaderChunk[ "displacementmap_pars_vertex" ],
			THREE.ShaderChunk[ "envmap_pars_vertex" ],
			THREE.ShaderChunk[ "lights_phong_pars_vertex" ],
			THREE.ShaderChunk[ "color_pars_vertex" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "skinning_pars_vertex" ],
			THREE.ShaderChunk[ "shadowmap_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "uv_vertex" ],
				THREE.ShaderChunk[ "uv2_vertex" ],
				THREE.ShaderChunk[ "color_vertex" ],

				THREE.ShaderChunk[ "beginnormal_vertex" ],
				THREE.ShaderChunk[ "morphnormal_vertex" ],
				THREE.ShaderChunk[ "skinbase_vertex" ],
				THREE.ShaderChunk[ "skinnormal_vertex" ],
				THREE.ShaderChunk[ "defaultnormal_vertex" ],

			"#ifndef FLAT_SHADED", // Normal computed with derivatives when FLAT_SHADED

			"	vNormal = normalize( transformedNormal );",

			"#endif",

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "displacementmap_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "skinning_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"	vViewPosition = - mvPosition.xyz;",

				THREE.ShaderChunk[ "worldpos_vertex" ],
				THREE.ShaderChunk[ "envmap_vertex" ],
				THREE.ShaderChunk[ "lights_phong_vertex" ],
				THREE.ShaderChunk[ "shadowmap_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"#define PHONG",

			"uniform vec3 diffuse;",
			"uniform vec3 emissive;",
			"uniform vec3 specular;",
			"uniform float shininess;",
			"uniform float opacity;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_fragment" ],
			THREE.ShaderChunk[ "uv_pars_fragment" ],
			THREE.ShaderChunk[ "uv2_pars_fragment" ],
			THREE.ShaderChunk[ "map_pars_fragment" ],
			THREE.ShaderChunk[ "alphamap_pars_fragment" ],
			THREE.ShaderChunk[ "aomap_pars_fragment" ],
			THREE.ShaderChunk[ "lightmap_pars_fragment" ],
			THREE.ShaderChunk[ "emissivemap_pars_fragment" ],
			THREE.ShaderChunk[ "envmap_pars_fragment" ],
			THREE.ShaderChunk[ "fog_pars_fragment" ],
			THREE.ShaderChunk[ "lights_phong_pars_fragment" ],
			THREE.ShaderChunk[ "shadowmap_pars_fragment" ],
			THREE.ShaderChunk[ "bumpmap_pars_fragment" ],
			THREE.ShaderChunk[ "normalmap_pars_fragment" ],
			THREE.ShaderChunk[ "specularmap_pars_fragment" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	vec3 outgoingLight = vec3( 0.0 );",
			"	vec4 diffuseColor = vec4( diffuse, opacity );",
			"	vec3 totalAmbientLight = ambientLightColor;",
			"	vec3 totalEmissiveLight = emissive;",
			"	vec3 shadowMask = vec3( 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],
				THREE.ShaderChunk[ "map_fragment" ],
				THREE.ShaderChunk[ "color_fragment" ],
				THREE.ShaderChunk[ "alphamap_fragment" ],
				THREE.ShaderChunk[ "alphatest_fragment" ],
				THREE.ShaderChunk[ "specularmap_fragment" ],
				THREE.ShaderChunk[ "normal_phong_fragment" ],
				THREE.ShaderChunk[ "lightmap_fragment" ],
				THREE.ShaderChunk[ "hemilight_fragment" ],
				THREE.ShaderChunk[ "aomap_fragment" ],
				THREE.ShaderChunk[ "emissivemap_fragment" ],

				THREE.ShaderChunk[ "lights_phong_fragment" ],
				THREE.ShaderChunk[ "shadowmap_fragment" ],

				"totalDiffuseLight *= shadowMask;",
				"totalSpecularLight *= shadowMask;",

				"#ifdef METAL",

				"	outgoingLight += diffuseColor.rgb * ( totalDiffuseLight + totalAmbientLight ) * specular + totalSpecularLight + totalEmissiveLight;",

				"#else",

				"	outgoingLight += diffuseColor.rgb * ( totalDiffuseLight + totalAmbientLight ) + totalSpecularLight + totalEmissiveLight;",

				"#endif",

				THREE.ShaderChunk[ "envmap_fragment" ],

				THREE.ShaderChunk[ "linear_to_gamma_fragment" ],

				THREE.ShaderChunk[ "fog_fragment" ],

			"	gl_FragColor = vec4( outgoingLight, diffuseColor.a );",

			"}"

		].join( "\n" )

	},

	'points': {

		uniforms: THREE.UniformsUtils.merge( [

			THREE.UniformsLib[ "points" ],
			THREE.UniformsLib[ "shadowmap" ]

		] ),

		vertexShader: [

			"uniform float size;",
			"uniform float scale;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_vertex" ],
			THREE.ShaderChunk[ "shadowmap_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "color_vertex" ],

			"	vec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );",

			"	#ifdef USE_SIZEATTENUATION",
			"		gl_PointSize = size * ( scale / length( mvPosition.xyz ) );",
			"	#else",
			"		gl_PointSize = size;",
			"	#endif",

			"	gl_Position = projectionMatrix * mvPosition;",

				THREE.ShaderChunk[ "logdepthbuf_vertex" ],
				THREE.ShaderChunk[ "worldpos_vertex" ],
				THREE.ShaderChunk[ "shadowmap_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform vec3 psColor;",
			"uniform float opacity;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_fragment" ],
			THREE.ShaderChunk[ "map_particle_pars_fragment" ],
			THREE.ShaderChunk[ "fog_pars_fragment" ],
			THREE.ShaderChunk[ "shadowmap_pars_fragment" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	vec3 outgoingLight = vec3( 0.0 );",
			"	vec4 diffuseColor = vec4( psColor, opacity );",
			"	vec3 shadowMask = vec3( 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],
				THREE.ShaderChunk[ "map_particle_fragment" ],
				THREE.ShaderChunk[ "color_fragment" ],
				THREE.ShaderChunk[ "alphatest_fragment" ],
				THREE.ShaderChunk[ "shadowmap_fragment" ],

			"	outgoingLight = diffuseColor.rgb * shadowMask;",

				THREE.ShaderChunk[ "fog_fragment" ],

			"	gl_FragColor = vec4( outgoingLight, diffuseColor.a );",

			"}"

		].join( "\n" )

	},

	'dashed': {

		uniforms: THREE.UniformsUtils.merge( [

			THREE.UniformsLib[ "common" ],
			THREE.UniformsLib[ "fog" ],

			{
				"scale"    : { type: "f", value: 1 },
				"dashSize" : { type: "f", value: 1 },
				"totalSize": { type: "f", value: 2 }
			}

		] ),

		vertexShader: [

			"uniform float scale;",
			"attribute float lineDistance;",

			"varying float vLineDistance;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "color_vertex" ],

			"	vLineDistance = scale * lineDistance;",

			"	vec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );",
			"	gl_Position = projectionMatrix * mvPosition;",

				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform vec3 diffuse;",
			"uniform float opacity;",

			"uniform float dashSize;",
			"uniform float totalSize;",

			"varying float vLineDistance;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "color_pars_fragment" ],
			THREE.ShaderChunk[ "fog_pars_fragment" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	if ( mod( vLineDistance, totalSize ) > dashSize ) {",

			"		discard;",

			"	}",

			"	vec3 outgoingLight = vec3( 0.0 );",
			"	vec4 diffuseColor = vec4( diffuse, opacity );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],
				THREE.ShaderChunk[ "color_fragment" ],

			"	outgoingLight = diffuseColor.rgb;", // simple shader

				THREE.ShaderChunk[ "fog_fragment" ],

			"	gl_FragColor = vec4( outgoingLight, diffuseColor.a );",

			"}"

		].join( "\n" )

	},

	'depth': {

		uniforms: {

			"mNear": { type: "f", value: 1.0 },
			"mFar" : { type: "f", value: 2000.0 },
			"opacity" : { type: "f", value: 1.0 }

		},

		vertexShader: [

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform float mNear;",
			"uniform float mFar;",
			"uniform float opacity;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],

			"	#ifdef USE_LOGDEPTHBUF_EXT",

			"		float depth = gl_FragDepthEXT / gl_FragCoord.w;",

			"	#else",

			"		float depth = gl_FragCoord.z / gl_FragCoord.w;",

			"	#endif",

			"	float color = 1.0 - smoothstep( mNear, mFar, depth );",
			"	gl_FragColor = vec4( vec3( color ), opacity );",

			"}"

		].join( "\n" )

	},

	'normal': {

		uniforms: {

			"opacity" : { type: "f", value: 1.0 }

		},

		vertexShader: [

			"varying vec3 vNormal;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

			"	vNormal = normalize( normalMatrix * normal );",

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform float opacity;",
			"varying vec3 vNormal;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	gl_FragColor = vec4( 0.5 * normalize( vNormal ) + 0.5, opacity );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],

			"}"

		].join( "\n" )

	},

	/* -------------------------------------------------------------------------
	//	Cube map shader
	 ------------------------------------------------------------------------- */

	'cube': {

		uniforms: { "tCube": { type: "t", value: null },
					"tFlip": { type: "f", value: - 1 } },

		vertexShader: [

			"varying vec3 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

			"	vWorldPosition = transformDirection( position, modelMatrix );",

			"	gl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform samplerCube tCube;",
			"uniform float tFlip;",

			"varying vec3 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

			"	gl_FragColor = textureCube( tCube, vec3( tFlip * vWorldPosition.x, vWorldPosition.yz ) );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],

			"}"

		].join( "\n" )

	},

	/* -------------------------------------------------------------------------
	//	Cube map shader
	 ------------------------------------------------------------------------- */

	'equirect': {

		uniforms: { "tEquirect": { type: "t", value: null },
					"tFlip": { type: "f", value: - 1 } },

		vertexShader: [

			"varying vec3 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

			"	vWorldPosition = transformDirection( position, modelMatrix );",

			"	gl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );",

				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform sampler2D tEquirect;",
			"uniform float tFlip;",

			"varying vec3 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"void main() {",

				// "	gl_FragColor = textureCube( tCube, vec3( tFlip * vWorldPosition.x, vWorldPosition.yz ) );",
				"vec3 direction = normalize( vWorldPosition );",
				"vec2 sampleUV;",
				"sampleUV.y = saturate( tFlip * direction.y * -0.5 + 0.5 );",
				"sampleUV.x = atan( direction.z, direction.x ) * RECIPROCAL_PI2 + 0.5;",
				"gl_FragColor = texture2D( tEquirect, sampleUV );",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],

			"}"

		].join( "\n" )

	},

	/* Depth encoding into RGBA texture
	 *
	 * based on SpiderGL shadow map example
	 * http://spidergl.org/example.php?id=6
	 *
	 * originally from
	 * http://www.gamedev.net/topic/442138-packing-a-float-into-a-a8r8g8b8-texture-shader/page__whichpage__1%25EF%25BF%25BD
	 *
	 * see also
	 * http://aras-p.info/blog/2009/07/30/encoding-floats-to-rgba-the-final/
	 */

	'depthRGBA': {

		uniforms: {},

		vertexShader: [

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "skinning_pars_vertex" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "skinbase_vertex" ],

				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "skinning_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "logdepthbuf_vertex" ],

			"}"

		].join( "\n" ),

		fragmentShader: [

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "logdepthbuf_pars_fragment" ],

			"vec4 pack_depth( const in float depth ) {",

			"	const vec4 bit_shift = vec4( 256.0 * 256.0 * 256.0, 256.0 * 256.0, 256.0, 1.0 );",
			"	const vec4 bit_mask = vec4( 0.0, 1.0 / 256.0, 1.0 / 256.0, 1.0 / 256.0 );",
			"	vec4 res = mod( depth * bit_shift * vec4( 255 ), vec4( 256 ) ) / vec4( 255 );", // "	vec4 res = fract( depth * bit_shift );",
			"	res -= res.xxyz * bit_mask;",
			"	return res;",

			"}",

			"void main() {",

				THREE.ShaderChunk[ "logdepthbuf_fragment" ],

			"	#ifdef USE_LOGDEPTHBUF_EXT",

			"		gl_FragData[ 0 ] = pack_depth( gl_FragDepthEXT );",

			"	#else",

			"		gl_FragData[ 0 ] = pack_depth( gl_FragCoord.z );",

			"	#endif",

				//"gl_FragData[ 0 ] = pack_depth( gl_FragCoord.z / gl_FragCoord.w );",
				//"float z = ( ( gl_FragCoord.z / gl_FragCoord.w ) - 3.0 ) / ( 4000.0 - 3.0 );",
				//"gl_FragData[ 0 ] = pack_depth( z );",
				//"gl_FragData[ 0 ] = vec4( z, z, z, 1.0 );",

			"}"

		].join( "\n" )

	},


	'distanceRGBA': {

		uniforms: {

			"lightPos": { type: "v3", value: new THREE.Vector3( 0, 0, 0 ) }

		},

		vertexShader: [

			"varying vec4 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],
			THREE.ShaderChunk[ "morphtarget_pars_vertex" ],
			THREE.ShaderChunk[ "skinning_pars_vertex" ],

			"void main() {",

				THREE.ShaderChunk[ "skinbase_vertex" ],
				THREE.ShaderChunk[ "begin_vertex" ],
				THREE.ShaderChunk[ "morphtarget_vertex" ],
				THREE.ShaderChunk[ "skinning_vertex" ],
				THREE.ShaderChunk[ "project_vertex" ],
				THREE.ShaderChunk[ "worldpos_vertex" ],

				"vWorldPosition = worldPosition;",

			"}"

		].join( "\n" ),

		fragmentShader: [

			"uniform vec3 lightPos;",
			"varying vec4 vWorldPosition;",

			THREE.ShaderChunk[ "common" ],

			"vec4 pack1K ( float depth ) {",

			"   depth /= 1000.0;",
			"   const vec4 bitSh = vec4( 256.0 * 256.0 * 256.0, 256.0 * 256.0, 256.0, 1.0 );",
  			"	const vec4 bitMsk = vec4( 0.0, 1.0 / 256.0, 1.0 / 256.0, 1.0 / 256.0 );",
   			"	vec4 res = fract( depth * bitSh );",
   			"	res -= res.xxyz * bitMsk;",
   			"	return res; ",

			"}",

			"float unpack1K ( vec4 color ) {",

			"	const vec4 bitSh = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );",
			"	return dot( color, bitSh ) * 1000.0;",

			"}",

			"void main () {",

			"	gl_FragColor = pack1K( length( vWorldPosition.xyz - lightPos.xyz ) );",

			"}"

		].join( "\n" )

	}

};

// File:src/renderers/WebGLRenderer.js

/**
 * @author supereggbert / http://www.paulbrunt.co.uk/
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 * @author szimek / https://github.com/szimek/
 */

THREE.WebGLRenderer = function ( parameters ) {

	console.log( 'THREE.WebGLRenderer', THREE.REVISION );

	parameters = parameters || {};

	var _canvas = parameters.canvas !== undefined ? parameters.canvas : document.createElement( 'canvas' ),
	_context = parameters.context !== undefined ? parameters.context : null,

	_width = _canvas.width,
	_height = _canvas.height,

	pixelRatio = 1,

	_alpha = parameters.alpha !== undefined ? parameters.alpha : false,
	_depth = parameters.depth !== undefined ? parameters.depth : true,
	_stencil = parameters.stencil !== undefined ? parameters.stencil : true,
	_antialias = parameters.antialias !== undefined ? parameters.antialias : false,
	_premultipliedAlpha = parameters.premultipliedAlpha !== undefined ? parameters.premultipliedAlpha : true,
	_preserveDrawingBuffer = parameters.preserveDrawingBuffer !== undefined ? parameters.preserveDrawingBuffer : false,

	_clearColor = new THREE.Color( 0x000000 ),
	_clearAlpha = 0;

	var lights = [];

	var opaqueObjects = [];
	var opaqueObjectsLastIndex = - 1;
	var transparentObjects = [];
	var transparentObjectsLastIndex = - 1;

	var morphInfluences = new Float32Array( 8 );


	var sprites = [];
	var lensFlares = [];

	// public properties

	this.domElement = _canvas;
	this.context = null;

	// clearing

	this.autoClear = true;
	this.autoClearColor = true;
	this.autoClearDepth = true;
	this.autoClearStencil = true;

	// scene graph

	this.sortObjects = true;

	// physically based shading

	this.gammaFactor = 2.0;	// for backwards compatibility
	this.gammaInput = false;
	this.gammaOutput = false;

	// morphs

	this.maxMorphTargets = 8;
	this.maxMorphNormals = 4;

	// flags

	this.autoScaleCubemaps = true;

	// internal properties

	var _this = this,

	// internal state cache

	_currentProgram = null,
	_currentFramebuffer = null,
	_currentMaterialId = - 1,
	_currentGeometryProgram = '',
	_currentCamera = null,

	_usedTextureUnits = 0,

	_viewportX = 0,
	_viewportY = 0,
	_viewportWidth = _canvas.width,
	_viewportHeight = _canvas.height,
	_currentWidth = 0,
	_currentHeight = 0,

	// frustum

	_frustum = new THREE.Frustum(),

	 // camera matrices cache

	_projScreenMatrix = new THREE.Matrix4(),

	_vector3 = new THREE.Vector3(),

	// light arrays cache

	_direction = new THREE.Vector3(),

	_lightsNeedUpdate = true,

	_lights = {

		ambient: [ 0, 0, 0 ],
		directional: { length: 0, colors: [], positions: [] },
		point: { length: 0, colors: [], positions: [], distances: [], decays: [] },
		spot: { length: 0, colors: [], positions: [], distances: [], directions: [], anglesCos: [], exponents: [], decays: [] },
		hemi: { length: 0, skyColors: [], groundColors: [], positions: [] }

	},

	// info

	_infoMemory = {

		geometries: 0,
		textures: 0

	},

	_infoRender = {

		calls: 0,
		vertices: 0,
		faces: 0,
		points: 0

	};

	this.info = {

		render: _infoRender,
		memory: _infoMemory,
		programs: null

	};


	// initialize

	var _gl;

	try {

		var attributes = {
			alpha: _alpha,
			depth: _depth,
			stencil: _stencil,
			antialias: _antialias,
			premultipliedAlpha: _premultipliedAlpha,
			preserveDrawingBuffer: _preserveDrawingBuffer
		};

		_gl = _context || _canvas.getContext( 'webgl', attributes ) || _canvas.getContext( 'experimental-webgl', attributes );

		if ( _gl === null ) {

			if ( _canvas.getContext( 'webgl' ) !== null ) {

				throw 'Error creating WebGL context with your selected attributes.';

			} else {

				throw 'Error creating WebGL context.';

			}

		}

		_canvas.addEventListener( 'webglcontextlost', onContextLost, false );

	} catch ( error ) {

		console.error( 'THREE.WebGLRenderer: ' + error );

	}

	var extensions = new THREE.WebGLExtensions( _gl );

	extensions.get( 'OES_texture_float' );
	extensions.get( 'OES_texture_float_linear' );
	extensions.get( 'OES_texture_half_float' );
	extensions.get( 'OES_texture_half_float_linear' );
	extensions.get( 'OES_standard_derivatives' );
	extensions.get( 'ANGLE_instanced_arrays' );

	if ( extensions.get( 'OES_element_index_uint' ) ) {

		THREE.BufferGeometry.MaxIndex = 4294967296;

	}

	var capabilities = new THREE.WebGLCapabilities( _gl, extensions, parameters );

	var state = new THREE.WebGLState( _gl, extensions, paramThreeToGL );
	var properties = new THREE.WebGLProperties();
	var objects = new THREE.WebGLObjects( _gl, properties, this.info );
	var programCache = new THREE.WebGLPrograms( this, capabilities );

	this.info.programs = programCache.programs;

	var bufferRenderer = new THREE.WebGLBufferRenderer( _gl, extensions, _infoRender );
	var indexedBufferRenderer = new THREE.WebGLIndexedBufferRenderer( _gl, extensions, _infoRender );

	//

	function glClearColor( r, g, b, a ) {

		if ( _premultipliedAlpha === true ) {

			r *= a; g *= a; b *= a;

		}

		_gl.clearColor( r, g, b, a );

	}

	function setDefaultGLState() {

		state.init();

		_gl.viewport( _viewportX, _viewportY, _viewportWidth, _viewportHeight );

		glClearColor( _clearColor.r, _clearColor.g, _clearColor.b, _clearAlpha );

	}

	function resetGLState() {

		_currentProgram = null;
		_currentCamera = null;

		_currentGeometryProgram = '';
		_currentMaterialId = - 1;

		_lightsNeedUpdate = true;

		state.reset();

	}

	setDefaultGLState();

	this.context = _gl;
	this.capabilities = capabilities;
	this.extensions = extensions;
	this.state = state;

	// shadow map

	var shadowMap = new THREE.WebGLShadowMap( this, lights, objects );

	this.shadowMap = shadowMap;


	// Plugins

	var spritePlugin = new THREE.SpritePlugin( this, sprites );
	var lensFlarePlugin = new THREE.LensFlarePlugin( this, lensFlares );

	// API

	this.getContext = function () {

		return _gl;

	};

	this.getContextAttributes = function () {

		return _gl.getContextAttributes();

	};

	this.forceContextLoss = function () {

		extensions.get( 'WEBGL_lose_context' ).loseContext();

	};

	this.getMaxAnisotropy = ( function () {

		var value;

		return function getMaxAnisotropy() {

			if ( value !== undefined ) return value;

			var extension = extensions.get( 'EXT_texture_filter_anisotropic' );

			if ( extension !== null ) {

				value = _gl.getParameter( extension.MAX_TEXTURE_MAX_ANISOTROPY_EXT );

			} else {

				value = 0;

			}

			return value;

		}

	} )();

	this.getPrecision = function () {

		return capabilities.precision;

	};

	this.getPixelRatio = function () {

		return pixelRatio;

	};

	this.setPixelRatio = function ( value ) {

		if ( value !== undefined ) pixelRatio = value;

	};

	this.getSize = function () {

		return {
			width: _width,
			height: _height
		};

	};

	this.setSize = function ( width, height, updateStyle ) {

		_width = width;
		_height = height;

		_canvas.width = width * pixelRatio;
		_canvas.height = height * pixelRatio;

		if ( updateStyle !== false ) {

			_canvas.style.width = width + 'px';
			_canvas.style.height = height + 'px';

		}

		this.setViewport( 0, 0, width, height );

	};

	this.setViewport = function ( x, y, width, height ) {

		_viewportX = x * pixelRatio;
		_viewportY = y * pixelRatio;

		_viewportWidth = width * pixelRatio;
		_viewportHeight = height * pixelRatio;

		_gl.viewport( _viewportX, _viewportY, _viewportWidth, _viewportHeight );

	};

	this.getViewport = function ( dimensions ) {

		dimensions.x = _viewportX / pixelRatio;
		dimensions.y = _viewportY / pixelRatio;

		dimensions.z = _viewportWidth / pixelRatio;
		dimensions.w = _viewportHeight / pixelRatio;

	};

	this.setScissor = function ( x, y, width, height ) {

		_gl.scissor(
			x * pixelRatio,
			y * pixelRatio,
			width * pixelRatio,
			height * pixelRatio
		);

	};

	this.enableScissorTest = function ( boolean ) {

		state.setScissorTest( boolean );

	};

	// Clearing

	this.getClearColor = function () {

		return _clearColor;

	};

	this.setClearColor = function ( color, alpha ) {

		_clearColor.set( color );

		_clearAlpha = alpha !== undefined ? alpha : 1;

		glClearColor( _clearColor.r, _clearColor.g, _clearColor.b, _clearAlpha );

	};

	this.getClearAlpha = function () {

		return _clearAlpha;

	};

	this.setClearAlpha = function ( alpha ) {

		_clearAlpha = alpha;

		glClearColor( _clearColor.r, _clearColor.g, _clearColor.b, _clearAlpha );

	};

	this.clear = function ( color, depth, stencil ) {

		var bits = 0;

		if ( color === undefined || color ) bits |= _gl.COLOR_BUFFER_BIT;
		if ( depth === undefined || depth ) bits |= _gl.DEPTH_BUFFER_BIT;
		if ( stencil === undefined || stencil ) bits |= _gl.STENCIL_BUFFER_BIT;

		_gl.clear( bits );

	};

	this.clearColor = function () {

		_gl.clear( _gl.COLOR_BUFFER_BIT );

	};

	this.clearDepth = function () {

		_gl.clear( _gl.DEPTH_BUFFER_BIT );

	};

	this.clearStencil = function () {

		_gl.clear( _gl.STENCIL_BUFFER_BIT );

	};

	this.clearTarget = function ( renderTarget, color, depth, stencil ) {

		this.setRenderTarget( renderTarget );
		this.clear( color, depth, stencil );

	};

	// Reset

	this.resetGLState = resetGLState;

	this.dispose = function() {

		_canvas.removeEventListener( 'webglcontextlost', onContextLost, false );

	};

	// Events

	function onContextLost( event ) {

		event.preventDefault();

		resetGLState();
		setDefaultGLState();

		properties.clear();

	};

	function onTextureDispose( event ) {

		var texture = event.target;

		texture.removeEventListener( 'dispose', onTextureDispose );

		deallocateTexture( texture );

		_infoMemory.textures --;


	}

	function onRenderTargetDispose( event ) {

		var renderTarget = event.target;

		renderTarget.removeEventListener( 'dispose', onRenderTargetDispose );

		deallocateRenderTarget( renderTarget );

		_infoMemory.textures --;

	}

	function onMaterialDispose( event ) {

		var material = event.target;

		material.removeEventListener( 'dispose', onMaterialDispose );

		deallocateMaterial( material );

	}

	// Buffer deallocation

	function deallocateTexture( texture ) {

		var textureProperties = properties.get( texture );

		if ( texture.image && textureProperties.__image__webglTextureCube ) {

			// cube texture

			_gl.deleteTexture( textureProperties.__image__webglTextureCube );

		} else {

			// 2D texture

			if ( textureProperties.__webglInit === undefined ) return;

			_gl.deleteTexture( textureProperties.__webglTexture );

		}

		// remove all webgl properties
		properties.delete( texture );

	}

	function deallocateRenderTarget( renderTarget ) {

		var renderTargetProperties = properties.get( renderTarget );
		var textureProperties = properties.get( renderTarget.texture );

		if ( ! renderTarget || textureProperties.__webglTexture === undefined ) return;

		_gl.deleteTexture( textureProperties.__webglTexture );

		if ( renderTarget instanceof THREE.WebGLRenderTargetCube ) {

			for ( var i = 0; i < 6; i ++ ) {

				_gl.deleteFramebuffer( renderTargetProperties.__webglFramebuffer[ i ] );
				_gl.deleteRenderbuffer( renderTargetProperties.__webglRenderbuffer[ i ] );

			}

		} else {

			_gl.deleteFramebuffer( renderTargetProperties.__webglFramebuffer );
			_gl.deleteRenderbuffer( renderTargetProperties.__webglRenderbuffer );

		}

		properties.delete( renderTarget.texture );
		properties.delete( renderTarget );

	}

	function deallocateMaterial( material ) {

		releaseMaterialProgramReference( material );

		properties.delete( material );

	}


	function releaseMaterialProgramReference( material ) {

		var programInfo = properties.get( material ).program;

		material.program = undefined;

		if ( programInfo !== undefined ) {

			programCache.releaseProgram( programInfo );

		}

	}

	// Buffer rendering

	this.renderBufferImmediate = function ( object, program, material ) {

		state.initAttributes();

		var buffers = properties.get( object );

		if ( object.hasPositions && ! buffers.position ) buffers.position = _gl.createBuffer();
		if ( object.hasNormals && ! buffers.normal ) buffers.normal = _gl.createBuffer();
		if ( object.hasUvs && ! buffers.uv ) buffers.uv = _gl.createBuffer();
		if ( object.hasColors && ! buffers.color ) buffers.color = _gl.createBuffer();

		var attributes = program.getAttributes();

		if ( object.hasPositions ) {

			_gl.bindBuffer( _gl.ARRAY_BUFFER, buffers.position );
			_gl.bufferData( _gl.ARRAY_BUFFER, object.positionArray, _gl.DYNAMIC_DRAW );

			state.enableAttribute( attributes.position );
			_gl.vertexAttribPointer( attributes.position, 3, _gl.FLOAT, false, 0, 0 );

		}

		if ( object.hasNormals ) {

			_gl.bindBuffer( _gl.ARRAY_BUFFER, buffers.normal );

			if ( material.type !== 'MeshPhongMaterial' && material.shading === THREE.FlatShading ) {

				for ( var i = 0, l = object.count * 3; i < l; i += 9 ) {

					var array = object.normalArray;

					var nx = ( array[ i + 0 ] + array[ i + 3 ] + array[ i + 6 ] ) / 3;
					var ny = ( array[ i + 1 ] + array[ i + 4 ] + array[ i + 7 ] ) / 3;
					var nz = ( array[ i + 2 ] + array[ i + 5 ] + array[ i + 8 ] ) / 3;

					array[ i + 0 ] = nx;
					array[ i + 1 ] = ny;
					array[ i + 2 ] = nz;

					array[ i + 3 ] = nx;
					array[ i + 4 ] = ny;
					array[ i + 5 ] = nz;

					array[ i + 6 ] = nx;
					array[ i + 7 ] = ny;
					array[ i + 8 ] = nz;

				}

			}

			_gl.bufferData( _gl.ARRAY_BUFFER, object.normalArray, _gl.DYNAMIC_DRAW );

			state.enableAttribute( attributes.normal );

			_gl.vertexAttribPointer( attributes.normal, 3, _gl.FLOAT, false, 0, 0 );

		}

		if ( object.hasUvs && material.map ) {

			_gl.bindBuffer( _gl.ARRAY_BUFFER, buffers.uv );
			_gl.bufferData( _gl.ARRAY_BUFFER, object.uvArray, _gl.DYNAMIC_DRAW );

			state.enableAttribute( attributes.uv );

			_gl.vertexAttribPointer( attributes.uv, 2, _gl.FLOAT, false, 0, 0 );

		}

		if ( object.hasColors && material.vertexColors !== THREE.NoColors ) {

			_gl.bindBuffer( _gl.ARRAY_BUFFER, buffers.color );
			_gl.bufferData( _gl.ARRAY_BUFFER, object.colorArray, _gl.DYNAMIC_DRAW );

			state.enableAttribute( attributes.color );

			_gl.vertexAttribPointer( attributes.color, 3, _gl.FLOAT, false, 0, 0 );

		}

		state.disableUnusedAttributes();

		_gl.drawArrays( _gl.TRIANGLES, 0, object.count );

		object.count = 0;

	};

	this.renderBufferDirect = function ( camera, lights, fog, geometry, material, object, group ) {

		setMaterial( material );

		var program = setProgram( camera, lights, fog, material, object );

		var updateBuffers = false;
		var geometryProgram = geometry.id + '_' + program.id + '_' + material.wireframe;

		if ( geometryProgram !== _currentGeometryProgram ) {

			_currentGeometryProgram = geometryProgram;
			updateBuffers = true;

		}

		// morph targets

		var morphTargetInfluences = object.morphTargetInfluences;

		if ( morphTargetInfluences !== undefined ) {

			var activeInfluences = [];

			for ( var i = 0, l = morphTargetInfluences.length; i < l; i ++ ) {

				var influence = morphTargetInfluences[ i ];
				activeInfluences.push( [ influence, i ] );

			}

			activeInfluences.sort( numericalSort );

			if ( activeInfluences.length > 8 ) {

				activeInfluences.length = 8;

			}

			var morphAttributes = geometry.morphAttributes;

			for ( var i = 0, l = activeInfluences.length; i < l; i ++ ) {

				var influence = activeInfluences[ i ];
				morphInfluences[ i ] = influence[ 0 ];

				if ( influence[ 0 ] !== 0 ) {

					var index = influence[ 1 ];

					if ( material.morphTargets === true && morphAttributes.position ) geometry.addAttribute( 'morphTarget' + i, morphAttributes.position[ index ] );
					if ( material.morphNormals === true && morphAttributes.normal ) geometry.addAttribute( 'morphNormal' + i, morphAttributes.normal[ index ] );

				} else {

					if ( material.morphTargets === true ) geometry.removeAttribute( 'morphTarget' + i );
					if ( material.morphNormals === true ) geometry.removeAttribute( 'morphNormal' + i );

				}

			}

			var uniforms = program.getUniforms();

			if ( uniforms.morphTargetInfluences !== null ) {

				_gl.uniform1fv( uniforms.morphTargetInfluences, morphInfluences );

			}

			updateBuffers = true;

		}

		//

		var index = geometry.index;
		var position = geometry.attributes.position;

		if ( material.wireframe === true ) {

			index = objects.getWireframeAttribute( geometry );

		}

		var renderer;

		if ( index !== null ) {

			renderer = indexedBufferRenderer;
			renderer.setIndex( index );

		} else {

			renderer = bufferRenderer;

		}

		if ( updateBuffers ) {

			setupVertexAttributes( material, program, geometry );

			if ( index !== null ) {

				_gl.bindBuffer( _gl.ELEMENT_ARRAY_BUFFER, objects.getAttributeBuffer( index ) );

			}

		}

		//

		var dataStart = 0;
		var dataCount = Infinity;

		if ( index !== null ) {

			dataCount = index.count

		} else if ( position !== undefined ) {

			dataCount = position.count;

		}

		var rangeStart = geometry.drawRange.start;
		var rangeCount = geometry.drawRange.count;

		var groupStart = group !== null ? group.start : 0;
		var groupCount = group !== null ? group.count : Infinity;

		var drawStart = Math.max( dataStart, rangeStart, groupStart );
		var drawEnd = Math.min( dataStart + dataCount, rangeStart + rangeCount, groupStart + groupCount ) - 1;

		var drawCount = Math.max( 0, drawEnd - drawStart + 1 );

		//

		if ( object instanceof THREE.Mesh ) {

			if ( material.wireframe === true ) {

				state.setLineWidth( material.wireframeLinewidth * pixelRatio );
				renderer.setMode( _gl.LINES );

			} else {

				renderer.setMode( _gl.TRIANGLES );

			}

			if ( geometry instanceof THREE.InstancedBufferGeometry && geometry.maxInstancedCount > 0 ) {

				renderer.renderInstances( geometry );

			} else {

				renderer.render( drawStart, drawCount );

			}

		} else if ( object instanceof THREE.Line ) {

			var lineWidth = material.linewidth;

			if ( lineWidth === undefined ) lineWidth = 1; // Not using Line*Material

			state.setLineWidth( lineWidth * pixelRatio );

			if ( object instanceof THREE.LineSegments ) {

				renderer.setMode( _gl.LINES );

			} else {

				renderer.setMode( _gl.LINE_STRIP );

			}

			renderer.render( drawStart, drawCount );

		} else if ( object instanceof THREE.Points ) {

			renderer.setMode( _gl.POINTS );
			renderer.render( drawStart, drawCount );

		}

	};

	function setupVertexAttributes( material, program, geometry, startIndex ) {

		var extension;

		if ( geometry instanceof THREE.InstancedBufferGeometry ) {

			extension = extensions.get( 'ANGLE_instanced_arrays' );

			if ( extension === null ) {

				console.error( 'THREE.WebGLRenderer.setupVertexAttributes: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays.' );
				return;

			}

		}

		if ( startIndex === undefined ) startIndex = 0;

		state.initAttributes();

		var geometryAttributes = geometry.attributes;

		var programAttributes = program.getAttributes();

		var materialDefaultAttributeValues = material.defaultAttributeValues;

		for ( var name in programAttributes ) {

			var programAttribute = programAttributes[ name ];

			if ( programAttribute >= 0 ) {

				var geometryAttribute = geometryAttributes[ name ];

				if ( geometryAttribute !== undefined ) {

					var size = geometryAttribute.itemSize;
					var buffer = objects.getAttributeBuffer( geometryAttribute );

					if ( geometryAttribute instanceof THREE.InterleavedBufferAttribute ) {

						var data = geometryAttribute.data;
						var stride = data.stride;
						var offset = geometryAttribute.offset;

						if ( data instanceof THREE.InstancedInterleavedBuffer ) {

							state.enableAttributeAndDivisor( programAttribute, data.meshPerAttribute, extension );

							if ( geometry.maxInstancedCount === undefined ) {

								geometry.maxInstancedCount = data.meshPerAttribute * data.count;

							}

						} else {

							state.enableAttribute( programAttribute );

						}

						_gl.bindBuffer( _gl.ARRAY_BUFFER, buffer );
						_gl.vertexAttribPointer( programAttribute, size, _gl.FLOAT, false, stride * data.array.BYTES_PER_ELEMENT, ( startIndex * stride + offset ) * data.array.BYTES_PER_ELEMENT );

					} else {

						if ( geometryAttribute instanceof THREE.InstancedBufferAttribute ) {

							state.enableAttributeAndDivisor( programAttribute, geometryAttribute.meshPerAttribute, extension );

							if ( geometry.maxInstancedCount === undefined ) {

								geometry.maxInstancedCount = geometryAttribute.meshPerAttribute * geometryAttribute.count;

							}

						} else {

							state.enableAttribute( programAttribute );

						}

						_gl.bindBuffer( _gl.ARRAY_BUFFER, buffer );
						_gl.vertexAttribPointer( programAttribute, size, _gl.FLOAT, false, 0, startIndex * size * 4 ); // 4 bytes per Float32

					}

				} else if ( materialDefaultAttributeValues !== undefined ) {

					var value = materialDefaultAttributeValues[ name ];

					if ( value !== undefined ) {

						switch ( value.length ) {

							case 2:
								_gl.vertexAttrib2fv( programAttribute, value );
								break;

							case 3:
								_gl.vertexAttrib3fv( programAttribute, value );
								break;

							case 4:
								_gl.vertexAttrib4fv( programAttribute, value );
								break;

							default:
								_gl.vertexAttrib1fv( programAttribute, value );

						}

					}

				}

			}

		}

		state.disableUnusedAttributes();

	}

	// Sorting

	function numericalSort ( a, b ) {

		return b[ 0 ] - a[ 0 ];

	}

	function painterSortStable ( a, b ) {

		if ( a.object.renderOrder !== b.object.renderOrder ) {

			return a.object.renderOrder - b.object.renderOrder;

		} else if ( a.material.id !== b.material.id ) {

			return a.material.id - b.material.id;

		} else if ( a.z !== b.z ) {

			return a.z - b.z;

		} else {

			return a.id - b.id;

		}

	}

	function reversePainterSortStable ( a, b ) {

		if ( a.object.renderOrder !== b.object.renderOrder ) {

			return a.object.renderOrder - b.object.renderOrder;

		} if ( a.z !== b.z ) {

			return b.z - a.z;

		} else {

			return a.id - b.id;

		}

	}

	// Rendering

	this.render = function ( scene, camera, renderTarget, forceClear ) {

		if ( camera instanceof THREE.Camera === false ) {

			console.error( 'THREE.WebGLRenderer.render: camera is not an instance of THREE.Camera.' );
			return;

		}

		var fog = scene.fog;

		// reset caching for this frame

		_currentGeometryProgram = '';
		_currentMaterialId = - 1;
		_currentCamera = null;
		_lightsNeedUpdate = true;

		// update scene graph

		if ( scene.autoUpdate === true ) scene.updateMatrixWorld();

		// update camera matrices and frustum

		if ( camera.parent === null ) camera.updateMatrixWorld();

		camera.matrixWorldInverse.getInverse( camera.matrixWorld );

		_projScreenMatrix.multiplyMatrices( camera.projectionMatrix, camera.matrixWorldInverse );
		_frustum.setFromMatrix( _projScreenMatrix );

		lights.length = 0;

		opaqueObjectsLastIndex = - 1;
		transparentObjectsLastIndex = - 1;

		sprites.length = 0;
		lensFlares.length = 0;

		projectObject( scene, camera );

		opaqueObjects.length = opaqueObjectsLastIndex + 1;
		transparentObjects.length = transparentObjectsLastIndex + 1;

		if ( _this.sortObjects === true ) {

			opaqueObjects.sort( painterSortStable );
			transparentObjects.sort( reversePainterSortStable );

		}

		//

		shadowMap.render( scene );

		//

		_infoRender.calls = 0;
		_infoRender.vertices = 0;
		_infoRender.faces = 0;
		_infoRender.points = 0;

		this.setRenderTarget( renderTarget );

		if ( this.autoClear || forceClear ) {

			this.clear( this.autoClearColor, this.autoClearDepth, this.autoClearStencil );

		}

		//

		if ( scene.overrideMaterial ) {

			var overrideMaterial = scene.overrideMaterial;

			renderObjects( opaqueObjects, camera, lights, fog, overrideMaterial );
			renderObjects( transparentObjects, camera, lights, fog, overrideMaterial );

		} else {

			// opaque pass (front-to-back order)

			state.setBlending( THREE.NoBlending );
			renderObjects( opaqueObjects, camera, lights, fog );

			// transparent pass (back-to-front order)

			renderObjects( transparentObjects, camera, lights, fog );

		}

		// custom render plugins (post pass)

		spritePlugin.render( scene, camera );
		lensFlarePlugin.render( scene, camera, _currentWidth, _currentHeight );

		// Generate mipmap if we're using any kind of mipmap filtering

		if ( renderTarget ) {

			var texture = renderTarget.texture;
			var isTargetPowerOfTwo = isPowerOfTwo( renderTarget );
			if ( texture.generateMipmaps && isTargetPowerOfTwo && texture.minFilter !== THREE.NearestFilter && texture.minFilter !== THREE.LinearFilter ) {

				 updateRenderTargetMipmap( renderTarget );

			}

		}

		// Ensure depth buffer writing is enabled so it can be cleared on next render

		state.setDepthTest( true );
		state.setDepthWrite( true );
		state.setColorWrite( true );

		// _gl.finish();

	};

	function pushRenderItem( object, geometry, material, z, group ) {

		var array, index;

		// allocate the next position in the appropriate array

		if ( material.transparent ) {

			array = transparentObjects;
			index = ++ transparentObjectsLastIndex;

		} else {

			array = opaqueObjects;
			index = ++ opaqueObjectsLastIndex;

		}

		// recycle existing render item or grow the array

		var renderItem = array[ index ];

		if ( renderItem !== undefined ) {

			renderItem.id = object.id;
			renderItem.object = object;
			renderItem.geometry = geometry;
			renderItem.material = material;
			renderItem.z = _vector3.z;
			renderItem.group = group;

		} else {

			renderItem = {
				id: object.id,
				object: object,
				geometry: geometry,
				material: material,
				z: _vector3.z,
				group: group
			};

			// assert( index === array.length );
			array.push( renderItem );

		}

	}

	function projectObject( object, camera ) {

		if ( object.visible === false ) return;

		if ( ( object.channels.mask & camera.channels.mask ) !== 0 ) {

			if ( object instanceof THREE.Light ) {

				lights.push( object );

			} else if ( object instanceof THREE.Sprite ) {

				sprites.push( object );

			} else if ( object instanceof THREE.LensFlare ) {

				lensFlares.push( object );

			} else if ( object instanceof THREE.ImmediateRenderObject ) {

				if ( _this.sortObjects === true ) {

					_vector3.setFromMatrixPosition( object.matrixWorld );
					_vector3.applyProjection( _projScreenMatrix );

				}

				pushRenderItem( object, null, object.material, _vector3.z, null );

			} else if ( object instanceof THREE.Mesh || object instanceof THREE.Line || object instanceof THREE.Points ) {

				if ( object instanceof THREE.SkinnedMesh ) {

					object.skeleton.update();

				}

				if ( object.frustumCulled === false || _frustum.intersectsObject( object ) === true ) {

					var material = object.material;

					if ( material.visible === true ) {

						if ( _this.sortObjects === true ) {

							_vector3.setFromMatrixPosition( object.matrixWorld );
							_vector3.applyProjection( _projScreenMatrix );

						}

						var geometry = objects.update( object );

						if ( material instanceof THREE.MeshFaceMaterial ) {

							var groups = geometry.groups;
							var materials = material.materials;

							for ( var i = 0, l = groups.length; i < l; i ++ ) {

								var group = groups[ i ];
								var groupMaterial = materials[ group.materialIndex ];

								if ( groupMaterial.visible === true ) {

									pushRenderItem( object, geometry, groupMaterial, _vector3.z, group );

								}

							}

						} else {

							pushRenderItem( object, geometry, material, _vector3.z, null );

						}

					}

				}

			}

		}

		var children = object.children;

		for ( var i = 0, l = children.length; i < l; i ++ ) {

			projectObject( children[ i ], camera );

		}

	}

	function renderObjects( renderList, camera, lights, fog, overrideMaterial ) {

		for ( var i = 0, l = renderList.length; i < l; i ++ ) {

			var renderItem = renderList[ i ];

			var object = renderItem.object;
			var geometry = renderItem.geometry;
			var material = overrideMaterial === undefined ? renderItem.material : overrideMaterial;
			var group = renderItem.group;

			object.modelViewMatrix.multiplyMatrices( camera.matrixWorldInverse, object.matrixWorld );
			object.normalMatrix.getNormalMatrix( object.modelViewMatrix );

			if ( object instanceof THREE.ImmediateRenderObject ) {

				setMaterial( material );

				var program = setProgram( camera, lights, fog, material, object );

				_currentGeometryProgram = '';

				object.render( function ( object ) {

					_this.renderBufferImmediate( object, program, material );

				} );

			} else {

				_this.renderBufferDirect( camera, lights, fog, geometry, material, object, group );

			}

		}

	}

	function initMaterial( material, lights, fog, object ) {

		var materialProperties = properties.get( material );

		var parameters = programCache.getParameters( material, lights, fog, object );
		var code = programCache.getProgramCode( material, parameters );

		var program = materialProperties.program;
		var programChange = true;

		if ( program === undefined ) {

			// new material
			material.addEventListener( 'dispose', onMaterialDispose );

		} else if ( program.code !== code ) {

			// changed glsl or parameters
			releaseMaterialProgramReference( material );

		} else if ( parameters.shaderID !== undefined ) {

			// same glsl and uniform list
			return;

		} else {

			// only rebuild uniform list
			programChange = false;

		}

		if ( programChange ) {

			if ( parameters.shaderID ) {

				var shader = THREE.ShaderLib[ parameters.shaderID ];

				materialProperties.__webglShader = {
					name: material.type,
					uniforms: THREE.UniformsUtils.clone( shader.uniforms ),
					vertexShader: shader.vertexShader,
					fragmentShader: shader.fragmentShader
				};

			} else {

				materialProperties.__webglShader = {
					name: material.type,
					uniforms: material.uniforms,
					vertexShader: material.vertexShader,
					fragmentShader: material.fragmentShader
				};

			}

			material.__webglShader = materialProperties.__webglShader;

			program = programCache.acquireProgram( material, parameters, code );

			materialProperties.program = program;
			material.program = program;

		}

		var attributes = program.getAttributes();

		if ( material.morphTargets ) {

			material.numSupportedMorphTargets = 0;

			for ( var i = 0; i < _this.maxMorphTargets; i ++ ) {

				if ( attributes[ 'morphTarget' + i ] >= 0 ) {

					material.numSupportedMorphTargets ++;

				}

			}

		}

		if ( material.morphNormals ) {

			material.numSupportedMorphNormals = 0;

			for ( i = 0; i < _this.maxMorphNormals; i ++ ) {

				if ( attributes[ 'morphNormal' + i ] >= 0 ) {

					material.numSupportedMorphNormals ++;

				}

			}

		}

		materialProperties.uniformsList = [];

		var uniformLocations = materialProperties.program.getUniforms();

		for ( var u in materialProperties.__webglShader.uniforms ) {

			var location = uniformLocations[ u ];

			if ( location ) {

				materialProperties.uniformsList.push( [ materialProperties.__webglShader.uniforms[ u ], location ] );

			}

		}

	}

	function setMaterial( material ) {

		setMaterialFaces( material );

		if ( material.transparent === true ) {

			state.setBlending( material.blending, material.blendEquation, material.blendSrc, material.blendDst, material.blendEquationAlpha, material.blendSrcAlpha, material.blendDstAlpha );

		} else {

			state.setBlending( THREE.NoBlending );

		}

		state.setDepthFunc( material.depthFunc );
		state.setDepthTest( material.depthTest );
		state.setDepthWrite( material.depthWrite );
		state.setColorWrite( material.colorWrite );
		state.setPolygonOffset( material.polygonOffset, material.polygonOffsetFactor, material.polygonOffsetUnits );

	}

	function setMaterialFaces( material ) {

		material.side !== THREE.DoubleSide ? state.enable( _gl.CULL_FACE ) : state.disable( _gl.CULL_FACE );
		state.setFlipSided( material.side === THREE.BackSide );

	}

	function setProgram( camera, lights, fog, material, object ) {

		_usedTextureUnits = 0;

		var materialProperties = properties.get( material );

		if ( material.needsUpdate || ! materialProperties.program ) {

			initMaterial( material, lights, fog, object );
			material.needsUpdate = false;

		}

		var refreshProgram = false;
		var refreshMaterial = false;
		var refreshLights = false;

		var program = materialProperties.program,
			p_uniforms = program.getUniforms(),
			m_uniforms = materialProperties.__webglShader.uniforms;

		if ( program.id !== _currentProgram ) {

			_gl.useProgram( program.program );
			_currentProgram = program.id;

			refreshProgram = true;
			refreshMaterial = true;
			refreshLights = true;

		}

		if ( material.id !== _currentMaterialId ) {

			if ( _currentMaterialId === - 1 ) refreshLights = true;
			_currentMaterialId = material.id;

			refreshMaterial = true;

		}

		if ( refreshProgram || camera !== _currentCamera ) {

			_gl.uniformMatrix4fv( p_uniforms.projectionMatrix, false, camera.projectionMatrix.elements );

			if ( capabilities.logarithmicDepthBuffer ) {

				_gl.uniform1f( p_uniforms.logDepthBufFC, 2.0 / ( Math.log( camera.far + 1.0 ) / Math.LN2 ) );

			}


			if ( camera !== _currentCamera ) _currentCamera = camera;

			// load material specific uniforms
			// (shader material also gets them for the sake of genericity)

			if ( material instanceof THREE.ShaderMaterial ||
				 material instanceof THREE.MeshPhongMaterial ||
				 material.envMap ) {

				if ( p_uniforms.cameraPosition !== undefined ) {

					_vector3.setFromMatrixPosition( camera.matrixWorld );
					_gl.uniform3f( p_uniforms.cameraPosition, _vector3.x, _vector3.y, _vector3.z );

				}

			}

			if ( material instanceof THREE.MeshPhongMaterial ||
				 material instanceof THREE.MeshLambertMaterial ||
				 material instanceof THREE.MeshBasicMaterial ||
				 material instanceof THREE.ShaderMaterial ||
				 material.skinning ) {

				if ( p_uniforms.viewMatrix !== undefined ) {

					_gl.uniformMatrix4fv( p_uniforms.viewMatrix, false, camera.matrixWorldInverse.elements );

				}

			}

		}

		// skinning uniforms must be set even if material didn't change
		// auto-setting of texture unit for bone texture must go before other textures
		// not sure why, but otherwise weird things happen

		if ( material.skinning ) {

			if ( object.bindMatrix && p_uniforms.bindMatrix !== undefined ) {

				_gl.uniformMatrix4fv( p_uniforms.bindMatrix, false, object.bindMatrix.elements );

			}

			if ( object.bindMatrixInverse && p_uniforms.bindMatrixInverse !== undefined ) {

				_gl.uniformMatrix4fv( p_uniforms.bindMatrixInverse, false, object.bindMatrixInverse.elements );

			}

			if ( capabilities.floatVertexTextures && object.skeleton && object.skeleton.useVertexTexture ) {

				if ( p_uniforms.boneTexture !== undefined ) {

					var textureUnit = getTextureUnit();

					_gl.uniform1i( p_uniforms.boneTexture, textureUnit );
					_this.setTexture( object.skeleton.boneTexture, textureUnit );

				}

				if ( p_uniforms.boneTextureWidth !== undefined ) {

					_gl.uniform1i( p_uniforms.boneTextureWidth, object.skeleton.boneTextureWidth );

				}

				if ( p_uniforms.boneTextureHeight !== undefined ) {

					_gl.uniform1i( p_uniforms.boneTextureHeight, object.skeleton.boneTextureHeight );

				}

			} else if ( object.skeleton && object.skeleton.boneMatrices ) {

				if ( p_uniforms.boneGlobalMatrices !== undefined ) {

					_gl.uniformMatrix4fv( p_uniforms.boneGlobalMatrices, false, object.skeleton.boneMatrices );

				}

			}

		}

		if ( refreshMaterial ) {

			// refresh uniforms common to several materials

			if ( fog && material.fog ) {

				refreshUniformsFog( m_uniforms, fog );

			}

			if ( material instanceof THREE.MeshPhongMaterial ||
				 material instanceof THREE.MeshLambertMaterial ||
				 material.lights ) {

				if ( _lightsNeedUpdate ) {

					refreshLights = true;
					setupLights( lights, camera );
					_lightsNeedUpdate = false;

				}

				if ( refreshLights ) {

					refreshUniformsLights( m_uniforms, _lights );
					markUniformsLightsNeedsUpdate( m_uniforms, true );

				} else {

					markUniformsLightsNeedsUpdate( m_uniforms, false );

				}

			}

			if ( material instanceof THREE.MeshBasicMaterial ||
				 material instanceof THREE.MeshLambertMaterial ||
				 material instanceof THREE.MeshPhongMaterial ) {

				refreshUniformsCommon( m_uniforms, material );

			}

			// refresh single material specific uniforms

			if ( material instanceof THREE.LineBasicMaterial ) {

				refreshUniformsLine( m_uniforms, material );

			} else if ( material instanceof THREE.LineDashedMaterial ) {

				refreshUniformsLine( m_uniforms, material );
				refreshUniformsDash( m_uniforms, material );

			} else if ( material instanceof THREE.PointsMaterial ) {

				refreshUniformsParticle( m_uniforms, material );

			} else if ( material instanceof THREE.MeshPhongMaterial ) {

				refreshUniformsPhong( m_uniforms, material );

			} else if ( material instanceof THREE.MeshDepthMaterial ) {

				m_uniforms.mNear.value = camera.near;
				m_uniforms.mFar.value = camera.far;
				m_uniforms.opacity.value = material.opacity;

			} else if ( material instanceof THREE.MeshNormalMaterial ) {

				m_uniforms.opacity.value = material.opacity;

			}

			if ( object.receiveShadow && ! material._shadowPass ) {

				refreshUniformsShadow( m_uniforms, lights, camera );

			}

			// load common uniforms

			loadUniformsGeneric( materialProperties.uniformsList );

		}

		loadUniformsMatrices( p_uniforms, object );

		if ( p_uniforms.modelMatrix !== undefined ) {

			_gl.uniformMatrix4fv( p_uniforms.modelMatrix, false, object.matrixWorld.elements );

		}

		return program;

	}

	// Uniforms (refresh uniforms objects)

	function refreshUniformsCommon ( uniforms, material ) {

		uniforms.opacity.value = material.opacity;

		uniforms.diffuse.value = material.color;

		if ( material.emissive ) {

			uniforms.emissive.value = material.emissive;

		}

		uniforms.map.value = material.map;
		uniforms.specularMap.value = material.specularMap;
		uniforms.alphaMap.value = material.alphaMap;

		if ( material.aoMap ) {

			uniforms.aoMap.value = material.aoMap;
			uniforms.aoMapIntensity.value = material.aoMapIntensity;

		}

		// uv repeat and offset setting priorities
		// 1. color map
		// 2. specular map
		// 3. normal map
		// 4. bump map
		// 5. alpha map
		// 6. emissive map

		var uvScaleMap;

		if ( material.map ) {

			uvScaleMap = material.map;

		} else if ( material.specularMap ) {

			uvScaleMap = material.specularMap;

		} else if ( material.displacementMap ) {

			uvScaleMap = material.displacementMap;

		} else if ( material.normalMap ) {

			uvScaleMap = material.normalMap;

		} else if ( material.bumpMap ) {

			uvScaleMap = material.bumpMap;

		} else if ( material.alphaMap ) {

			uvScaleMap = material.alphaMap;

		} else if ( material.emissiveMap ) {

			uvScaleMap = material.emissiveMap;

		}

		if ( uvScaleMap !== undefined ) {

			if ( uvScaleMap instanceof THREE.WebGLRenderTarget ) uvScaleMap = uvScaleMap.texture;
			var offset = uvScaleMap.offset;
			var repeat = uvScaleMap.repeat;

			uniforms.offsetRepeat.value.set( offset.x, offset.y, repeat.x, repeat.y );

		}

		uniforms.envMap.value = material.envMap;
		uniforms.flipEnvMap.value = ( material.envMap instanceof THREE.WebGLRenderTargetCube ) ? 1 : - 1;

		uniforms.reflectivity.value = material.reflectivity;
		uniforms.refractionRatio.value = material.refractionRatio;

	}

	function refreshUniformsLine ( uniforms, material ) {

		uniforms.diffuse.value = material.color;
		uniforms.opacity.value = material.opacity;

	}

	function refreshUniformsDash ( uniforms, material ) {

		uniforms.dashSize.value = material.dashSize;
		uniforms.totalSize.value = material.dashSize + material.gapSize;
		uniforms.scale.value = material.scale;

	}

	function refreshUniformsParticle ( uniforms, material ) {

		uniforms.psColor.value = material.color;
		uniforms.opacity.value = material.opacity;
		uniforms.size.value = material.size;
		uniforms.scale.value = _canvas.height / 2.0; // TODO: Cache this.

		uniforms.map.value = material.map;

		if ( material.map !== null ) {

			var offset = material.map.offset;
			var repeat = material.map.repeat;

			uniforms.offsetRepeat.value.set( offset.x, offset.y, repeat.x, repeat.y );

		}

	}

	function refreshUniformsFog ( uniforms, fog ) {

		uniforms.fogColor.value = fog.color;

		if ( fog instanceof THREE.Fog ) {

			uniforms.fogNear.value = fog.near;
			uniforms.fogFar.value = fog.far;

		} else if ( fog instanceof THREE.FogExp2 ) {

			uniforms.fogDensity.value = fog.density;

		}

	}

	function refreshUniformsPhong ( uniforms, material ) {

		uniforms.specular.value = material.specular;
		uniforms.shininess.value = Math.max( material.shininess, 1e-4 ); // to prevent pow( 0.0, 0.0 )

		if ( material.lightMap ) {

			uniforms.lightMap.value = material.lightMap;
			uniforms.lightMapIntensity.value = material.lightMapIntensity;

		}

		if ( material.emissiveMap ) {

			uniforms.emissiveMap.value = material.emissiveMap;

		}

		if ( material.bumpMap ) {

			uniforms.bumpMap.value = material.bumpMap;
			uniforms.bumpScale.value = material.bumpScale;

		}

		if ( material.normalMap ) {

			uniforms.normalMap.value = material.normalMap;
			uniforms.normalScale.value.copy( material.normalScale );

		}

		if ( material.displacementMap ) {

			uniforms.displacementMap.value = material.displacementMap;
			uniforms.displacementScale.value = material.displacementScale;
			uniforms.displacementBias.value = material.displacementBias;

		}

	}

	function refreshUniformsLights ( uniforms, lights ) {

		uniforms.ambientLightColor.value = lights.ambient;

		uniforms.directionalLightColor.value = lights.directional.colors;
		uniforms.directionalLightDirection.value = lights.directional.positions;

		uniforms.pointLightColor.value = lights.point.colors;
		uniforms.pointLightPosition.value = lights.point.positions;
		uniforms.pointLightDistance.value = lights.point.distances;
		uniforms.pointLightDecay.value = lights.point.decays;

		uniforms.spotLightColor.value = lights.spot.colors;
		uniforms.spotLightPosition.value = lights.spot.positions;
		uniforms.spotLightDistance.value = lights.spot.distances;
		uniforms.spotLightDirection.value = lights.spot.directions;
		uniforms.spotLightAngleCos.value = lights.spot.anglesCos;
		uniforms.spotLightExponent.value = lights.spot.exponents;
		uniforms.spotLightDecay.value = lights.spot.decays;

		uniforms.hemisphereLightSkyColor.value = lights.hemi.skyColors;
		uniforms.hemisphereLightGroundColor.value = lights.hemi.groundColors;
		uniforms.hemisphereLightDirection.value = lights.hemi.positions;

	}

	// If uniforms are marked as clean, they don't need to be loaded to the GPU.

	function markUniformsLightsNeedsUpdate ( uniforms, value ) {

		uniforms.ambientLightColor.needsUpdate = value;

		uniforms.directionalLightColor.needsUpdate = value;
		uniforms.directionalLightDirection.needsUpdate = value;

		uniforms.pointLightColor.needsUpdate = value;
		uniforms.pointLightPosition.needsUpdate = value;
		uniforms.pointLightDistance.needsUpdate = value;
		uniforms.pointLightDecay.needsUpdate = value;

		uniforms.spotLightColor.needsUpdate = value;
		uniforms.spotLightPosition.needsUpdate = value;
		uniforms.spotLightDistance.needsUpdate = value;
		uniforms.spotLightDirection.needsUpdate = value;
		uniforms.spotLightAngleCos.needsUpdate = value;
		uniforms.spotLightExponent.needsUpdate = value;
		uniforms.spotLightDecay.needsUpdate = value;

		uniforms.hemisphereLightSkyColor.needsUpdate = value;
		uniforms.hemisphereLightGroundColor.needsUpdate = value;
		uniforms.hemisphereLightDirection.needsUpdate = value;

	}

	function refreshUniformsShadow ( uniforms, lights, camera ) {

		if ( uniforms.shadowMatrix ) {

			var j = 0;

			for ( var i = 0, il = lights.length; i < il; i ++ ) {

				var light = lights[ i ];

				if ( light.castShadow === true ) {

					if ( light instanceof THREE.PointLight || light instanceof THREE.SpotLight || light instanceof THREE.DirectionalLight ) {

						var shadow = light.shadow;

						if ( light instanceof THREE.PointLight ) {

							// for point lights we set the shadow matrix to be a translation-only matrix
							// equal to inverse of the light's position
							_vector3.setFromMatrixPosition( light.matrixWorld ).negate();
							shadow.matrix.identity().setPosition( _vector3 );

							// for point lights we set the sign of the shadowDarkness uniform to be negative
							uniforms.shadowDarkness.value[ j ] = - shadow.darkness;

						} else {

							uniforms.shadowDarkness.value[ j ] = shadow.darkness;

						}

						uniforms.shadowMatrix.value[ j ] = shadow.matrix;
						uniforms.shadowMap.value[ j ] = shadow.map;
						uniforms.shadowMapSize.value[ j ] = shadow.mapSize;
						uniforms.shadowBias.value[ j ] = shadow.bias;

						j ++;

					}

				}

			}

		}

	}

	// Uniforms (load to GPU)

	function loadUniformsMatrices ( uniforms, object ) {

		_gl.uniformMatrix4fv( uniforms.modelViewMatrix, false, object.modelViewMatrix.elements );

		if ( uniforms.normalMatrix ) {

			_gl.uniformMatrix3fv( uniforms.normalMatrix, false, object.normalMatrix.elements );

		}

	}

	function getTextureUnit() {

		var textureUnit = _usedTextureUnits;

		if ( textureUnit >= capabilities.maxTextures ) {

			console.warn( 'WebGLRenderer: trying to use ' + textureUnit + ' texture units while this GPU supports only ' + capabilities.maxTextures );

		}

		_usedTextureUnits += 1;

		return textureUnit;

	}

	function loadUniformsGeneric ( uniforms ) {

		var texture, textureUnit;

		for ( var j = 0, jl = uniforms.length; j < jl; j ++ ) {

			var uniform = uniforms[ j ][ 0 ];

			// needsUpdate property is not added to all uniforms.
			if ( uniform.needsUpdate === false ) continue;

			var type = uniform.type;
			var value = uniform.value;
			var location = uniforms[ j ][ 1 ];

			switch ( type ) {

				case '1i':
					_gl.uniform1i( location, value );
					break;

				case '1f':
					_gl.uniform1f( location, value );
					break;

				case '2f':
					_gl.uniform2f( location, value[ 0 ], value[ 1 ] );
					break;

				case '3f':
					_gl.uniform3f( location, value[ 0 ], value[ 1 ], value[ 2 ] );
					break;

				case '4f':
					_gl.uniform4f( location, value[ 0 ], value[ 1 ], value[ 2 ], value[ 3 ] );
					break;

				case '1iv':
					_gl.uniform1iv( location, value );
					break;

				case '3iv':
					_gl.uniform3iv( location, value );
					break;

				case '1fv':
					_gl.uniform1fv( location, value );
					break;

				case '2fv':
					_gl.uniform2fv( location, value );
					break;

				case '3fv':
					_gl.uniform3fv( location, value );
					break;

				case '4fv':
					_gl.uniform4fv( location, value );
					break;

				case 'Matrix3fv':
					_gl.uniformMatrix3fv( location, false, value );
					break;

				case 'Matrix4fv':
					_gl.uniformMatrix4fv( location, false, value );
					break;

				//

				case 'i':

					// single integer
					_gl.uniform1i( location, value );

					break;

				case 'f':

					// single float
					_gl.uniform1f( location, value );

					break;

				case 'v2':

					// single THREE.Vector2
					_gl.uniform2f( location, value.x, value.y );

					break;

				case 'v3':

					// single THREE.Vector3
					_gl.uniform3f( location, value.x, value.y, value.z );

					break;

				case 'v4':

					// single THREE.Vector4
					_gl.uniform4f( location, value.x, value.y, value.z, value.w );

					break;

				case 'c':

					// single THREE.Color
					_gl.uniform3f( location, value.r, value.g, value.b );

					break;

				case 'iv1':

					// flat array of integers (JS or typed array)
					_gl.uniform1iv( location, value );

					break;

				case 'iv':

					// flat array of integers with 3 x N size (JS or typed array)
					_gl.uniform3iv( location, value );

					break;

				case 'fv1':

					// flat array of floats (JS or typed array)
					_gl.uniform1fv( location, value );

					break;

				case 'fv':

					// flat array of floats with 3 x N size (JS or typed array)
					_gl.uniform3fv( location, value );

					break;

				case 'v2v':

					// array of THREE.Vector2

					if ( uniform._array === undefined ) {

						uniform._array = new Float32Array( 2 * value.length );

					}

					for ( var i = 0, i2 = 0, il = value.length; i < il; i ++, i2 += 2 ) {

						uniform._array[ i2 + 0 ] = value[ i ].x;
						uniform._array[ i2 + 1 ] = value[ i ].y;

					}

					_gl.uniform2fv( location, uniform._array );

					break;

				case 'v3v':

					// array of THREE.Vector3

					if ( uniform._array === undefined ) {

						uniform._array = new Float32Array( 3 * value.length );

					}

					for ( var i = 0, i3 = 0, il = value.length; i < il; i ++, i3 += 3 ) {

						uniform._array[ i3 + 0 ] = value[ i ].x;
						uniform._array[ i3 + 1 ] = value[ i ].y;
						uniform._array[ i3 + 2 ] = value[ i ].z;

					}

					_gl.uniform3fv( location, uniform._array );

					break;

				case 'v4v':

					// array of THREE.Vector4

					if ( uniform._array === undefined ) {

						uniform._array = new Float32Array( 4 * value.length );

					}

					for ( var i = 0, i4 = 0, il = value.length; i < il; i ++, i4 += 4 ) {

						uniform._array[ i4 + 0 ] = value[ i ].x;
						uniform._array[ i4 + 1 ] = value[ i ].y;
						uniform._array[ i4 + 2 ] = value[ i ].z;
						uniform._array[ i4 + 3 ] = value[ i ].w;

					}

					_gl.uniform4fv( location, uniform._array );

					break;

				case 'm3':

					// single THREE.Matrix3
					_gl.uniformMatrix3fv( location, false, value.elements );

					break;

				case 'm3v':

					// array of THREE.Matrix3

					if ( uniform._array === undefined ) {

						uniform._array = new Float32Array( 9 * value.length );

					}

					for ( var i = 0, il = value.length; i < il; i ++ ) {

						value[ i ].flattenToArrayOffset( uniform._array, i * 9 );

					}

					_gl.uniformMatrix3fv( location, false, uniform._array );

					break;

				case 'm4':

					// single THREE.Matrix4
					_gl.uniformMatrix4fv( location, false, value.elements );

					break;

				case 'm4v':

					// array of THREE.Matrix4

					if ( uniform._array === undefined ) {

						uniform._array = new Float32Array( 16 * value.length );

					}

					for ( var i = 0, il = value.length; i < il; i ++ ) {

						value[ i ].flattenToArrayOffset( uniform._array, i * 16 );

					}

					_gl.uniformMatrix4fv( location, false, uniform._array );

					break;

				case 't':

					// single THREE.Texture (2d or cube)

					texture = value;
					textureUnit = getTextureUnit();

					_gl.uniform1i( location, textureUnit );

					if ( ! texture ) continue;

					if ( texture instanceof THREE.CubeTexture ||
						 ( Array.isArray( texture.image ) && texture.image.length === 6 ) ) {

						// CompressedTexture can have Array in image :/

						setCubeTexture( texture, textureUnit );

					} else if ( texture instanceof THREE.WebGLRenderTargetCube ) {

						setCubeTextureDynamic( texture.texture, textureUnit );

					} else if ( texture instanceof THREE.WebGLRenderTarget ) {

						_this.setTexture( texture.texture, textureUnit );

					} else {

						_this.setTexture( texture, textureUnit );

					}

					break;

				case 'tv':

					// array of THREE.Texture (2d or cube)

					if ( uniform._array === undefined ) {

						uniform._array = [];

					}

					for ( var i = 0, il = uniform.value.length; i < il; i ++ ) {

						uniform._array[ i ] = getTextureUnit();

					}

					_gl.uniform1iv( location, uniform._array );

					for ( var i = 0, il = uniform.value.length; i < il; i ++ ) {

						texture = uniform.value[ i ];
						textureUnit = uniform._array[ i ];

						if ( ! texture ) continue;

						if ( texture instanceof THREE.CubeTexture ||
							 ( texture.image instanceof Array && texture.image.length === 6 ) ) {

							// CompressedTexture can have Array in image :/

							setCubeTexture( texture, textureUnit );

						} else if ( texture instanceof THREE.WebGLRenderTarget ) {

							_this.setTexture( texture.texture, textureUnit );

						} else if ( texture instanceof THREE.WebGLRenderTargetCube ) {

							setCubeTextureDynamic( texture.texture, textureUnit );

						} else {

							_this.setTexture( texture, textureUnit );

						}

					}

					break;

				default:

					console.warn( 'THREE.WebGLRenderer: Unknown uniform type: ' + type );

			}

		}

	}

	function setColorLinear( array, offset, color, intensity ) {

		array[ offset + 0 ] = color.r * intensity;
		array[ offset + 1 ] = color.g * intensity;
		array[ offset + 2 ] = color.b * intensity;

	}

	function setupLights ( lights, camera ) {

		var l, ll, light,
		r = 0, g = 0, b = 0,
		color, skyColor, groundColor,
		intensity,
		distance,

		zlights = _lights,

		viewMatrix = camera.matrixWorldInverse,

		dirColors = zlights.directional.colors,
		dirPositions = zlights.directional.positions,

		pointColors = zlights.point.colors,
		pointPositions = zlights.point.positions,
		pointDistances = zlights.point.distances,
		pointDecays = zlights.point.decays,

		spotColors = zlights.spot.colors,
		spotPositions = zlights.spot.positions,
		spotDistances = zlights.spot.distances,
		spotDirections = zlights.spot.directions,
		spotAnglesCos = zlights.spot.anglesCos,
		spotExponents = zlights.spot.exponents,
		spotDecays = zlights.spot.decays,

		hemiSkyColors = zlights.hemi.skyColors,
		hemiGroundColors = zlights.hemi.groundColors,
		hemiPositions = zlights.hemi.positions,

		dirLength = 0,
		pointLength = 0,
		spotLength = 0,
		hemiLength = 0,

		dirCount = 0,
		pointCount = 0,
		spotCount = 0,
		hemiCount = 0,

		dirOffset = 0,
		pointOffset = 0,
		spotOffset = 0,
		hemiOffset = 0;

		for ( l = 0, ll = lights.length; l < ll; l ++ ) {

			light = lights[ l ];

			color = light.color;
			intensity = light.intensity;
			distance = light.distance;

			if ( light instanceof THREE.AmbientLight ) {

				if ( ! light.visible ) continue;

				r += color.r;
				g += color.g;
				b += color.b;

			} else if ( light instanceof THREE.DirectionalLight ) {

				dirCount += 1;

				if ( ! light.visible ) continue;

				_direction.setFromMatrixPosition( light.matrixWorld );
				_vector3.setFromMatrixPosition( light.target.matrixWorld );
				_direction.sub( _vector3 );
				_direction.transformDirection( viewMatrix );

				dirOffset = dirLength * 3;

				dirPositions[ dirOffset + 0 ] = _direction.x;
				dirPositions[ dirOffset + 1 ] = _direction.y;
				dirPositions[ dirOffset + 2 ] = _direction.z;

				setColorLinear( dirColors, dirOffset, color, intensity );

				dirLength += 1;

			} else if ( light instanceof THREE.PointLight ) {

				pointCount += 1;

				if ( ! light.visible ) continue;

				pointOffset = pointLength * 3;

				setColorLinear( pointColors, pointOffset, color, intensity );

				_vector3.setFromMatrixPosition( light.matrixWorld );
				_vector3.applyMatrix4( viewMatrix );

				pointPositions[ pointOffset + 0 ] = _vector3.x;
				pointPositions[ pointOffset + 1 ] = _vector3.y;
				pointPositions[ pointOffset + 2 ] = _vector3.z;

				// distance is 0 if decay is 0, because there is no attenuation at all.
				pointDistances[ pointLength ] = distance;
				pointDecays[ pointLength ] = ( light.distance === 0 ) ? 0.0 : light.decay;

				pointLength += 1;

			} else if ( light instanceof THREE.SpotLight ) {

				spotCount += 1;

				if ( ! light.visible ) continue;

				spotOffset = spotLength * 3;

				setColorLinear( spotColors, spotOffset, color, intensity );

				_direction.setFromMatrixPosition( light.matrixWorld );
				_vector3.copy( _direction ).applyMatrix4( viewMatrix );

				spotPositions[ spotOffset + 0 ] = _vector3.x;
				spotPositions[ spotOffset + 1 ] = _vector3.y;
				spotPositions[ spotOffset + 2 ] = _vector3.z;

				spotDistances[ spotLength ] = distance;

				_vector3.setFromMatrixPosition( light.target.matrixWorld );
				_direction.sub( _vector3 );
				_direction.transformDirection( viewMatrix );

				spotDirections[ spotOffset + 0 ] = _direction.x;
				spotDirections[ spotOffset + 1 ] = _direction.y;
				spotDirections[ spotOffset + 2 ] = _direction.z;

				spotAnglesCos[ spotLength ] = Math.cos( light.angle );
				spotExponents[ spotLength ] = light.exponent;
				spotDecays[ spotLength ] = ( light.distance === 0 ) ? 0.0 : light.decay;

				spotLength += 1;

			} else if ( light instanceof THREE.HemisphereLight ) {

				hemiCount += 1;

				if ( ! light.visible ) continue;

				_direction.setFromMatrixPosition( light.matrixWorld );
				_direction.transformDirection( viewMatrix );

				hemiOffset = hemiLength * 3;

				hemiPositions[ hemiOffset + 0 ] = _direction.x;
				hemiPositions[ hemiOffset + 1 ] = _direction.y;
				hemiPositions[ hemiOffset + 2 ] = _direction.z;

				skyColor = light.color;
				groundColor = light.groundColor;

				setColorLinear( hemiSkyColors, hemiOffset, skyColor, intensity );
				setColorLinear( hemiGroundColors, hemiOffset, groundColor, intensity );

				hemiLength += 1;

			}

		}

		// null eventual remains from removed lights
		// (this is to avoid if in shader)

		for ( l = dirLength * 3, ll = Math.max( dirColors.length, dirCount * 3 ); l < ll; l ++ ) dirColors[ l ] = 0.0;
		for ( l = pointLength * 3, ll = Math.max( pointColors.length, pointCount * 3 ); l < ll; l ++ ) pointColors[ l ] = 0.0;
		for ( l = spotLength * 3, ll = Math.max( spotColors.length, spotCount * 3 ); l < ll; l ++ ) spotColors[ l ] = 0.0;
		for ( l = hemiLength * 3, ll = Math.max( hemiSkyColors.length, hemiCount * 3 ); l < ll; l ++ ) hemiSkyColors[ l ] = 0.0;
		for ( l = hemiLength * 3, ll = Math.max( hemiGroundColors.length, hemiCount * 3 ); l < ll; l ++ ) hemiGroundColors[ l ] = 0.0;

		zlights.directional.length = dirLength;
		zlights.point.length = pointLength;
		zlights.spot.length = spotLength;
		zlights.hemi.length = hemiLength;

		zlights.ambient[ 0 ] = r;
		zlights.ambient[ 1 ] = g;
		zlights.ambient[ 2 ] = b;

	}

	// GL state setting

	this.setFaceCulling = function ( cullFace, frontFaceDirection ) {

		if ( cullFace === THREE.CullFaceNone ) {

			state.disable( _gl.CULL_FACE );

		} else {

			if ( frontFaceDirection === THREE.FrontFaceDirectionCW ) {

				_gl.frontFace( _gl.CW );

			} else {

				_gl.frontFace( _gl.CCW );

			}

			if ( cullFace === THREE.CullFaceBack ) {

				_gl.cullFace( _gl.BACK );

			} else if ( cullFace === THREE.CullFaceFront ) {

				_gl.cullFace( _gl.FRONT );

			} else {

				_gl.cullFace( _gl.FRONT_AND_BACK );

			}

			state.enable( _gl.CULL_FACE );

		}

	};

	// Textures

	function setTextureParameters ( textureType, texture, isImagePowerOfTwo ) {

		var extension;

		if ( isImagePowerOfTwo ) {

			_gl.texParameteri( textureType, _gl.TEXTURE_WRAP_S, paramThreeToGL( texture.wrapS ) );
			_gl.texParameteri( textureType, _gl.TEXTURE_WRAP_T, paramThreeToGL( texture.wrapT ) );

			_gl.texParameteri( textureType, _gl.TEXTURE_MAG_FILTER, paramThreeToGL( texture.magFilter ) );
			_gl.texParameteri( textureType, _gl.TEXTURE_MIN_FILTER, paramThreeToGL( texture.minFilter ) );

		} else {

			_gl.texParameteri( textureType, _gl.TEXTURE_WRAP_S, _gl.CLAMP_TO_EDGE );
			_gl.texParameteri( textureType, _gl.TEXTURE_WRAP_T, _gl.CLAMP_TO_EDGE );

			if ( texture.wrapS !== THREE.ClampToEdgeWrapping || texture.wrapT !== THREE.ClampToEdgeWrapping ) {

				console.warn( 'THREE.WebGLRenderer: Texture is not power of two. Texture.wrapS and Texture.wrapT should be set to THREE.ClampToEdgeWrapping.', texture );

			}

			_gl.texParameteri( textureType, _gl.TEXTURE_MAG_FILTER, filterFallback( texture.magFilter ) );
			_gl.texParameteri( textureType, _gl.TEXTURE_MIN_FILTER, filterFallback( texture.minFilter ) );

			if ( texture.minFilter !== THREE.NearestFilter && texture.minFilter !== THREE.LinearFilter ) {

				console.warn( 'THREE.WebGLRenderer: Texture is not power of two. Texture.minFilter should be set to THREE.NearestFilter or THREE.LinearFilter.', texture );

			}

		}

		extension = extensions.get( 'EXT_texture_filter_anisotropic' );

		if ( extension ) {

			if ( texture.type === THREE.FloatType && extensions.get( 'OES_texture_float_linear' ) === null ) return;
			if ( texture.type === THREE.HalfFloatType && extensions.get( 'OES_texture_half_float_linear' ) === null ) return;

			if ( texture.anisotropy > 1 || properties.get( texture ).__currentAnisotropy ) {

				_gl.texParameterf( textureType, extension.TEXTURE_MAX_ANISOTROPY_EXT, Math.min( texture.anisotropy, _this.getMaxAnisotropy() ) );
				properties.get( texture ).__currentAnisotropy = texture.anisotropy;

			}

		}

	}

	function uploadTexture( textureProperties, texture, slot ) {

		if ( textureProperties.__webglInit === undefined ) {

			textureProperties.__webglInit = true;

			texture.addEventListener( 'dispose', onTextureDispose );

			textureProperties.__webglTexture = _gl.createTexture();

			_infoMemory.textures ++;

		}

		state.activeTexture( _gl.TEXTURE0 + slot );
		state.bindTexture( _gl.TEXTURE_2D, textureProperties.__webglTexture );

		_gl.pixelStorei( _gl.UNPACK_FLIP_Y_WEBGL, texture.flipY );
		_gl.pixelStorei( _gl.UNPACK_PREMULTIPLY_ALPHA_WEBGL, texture.premultiplyAlpha );
		_gl.pixelStorei( _gl.UNPACK_ALIGNMENT, texture.unpackAlignment );

		texture.image = clampToMaxSize( texture.image, capabilities.maxTextureSize );

		if ( textureNeedsPowerOfTwo( texture ) && isPowerOfTwo( texture.image ) === false ) {

			texture.image = makePowerOfTwo( texture.image );

		}

		var image = texture.image,
		isImagePowerOfTwo = isPowerOfTwo( image ),
		glFormat = paramThreeToGL( texture.format ),
		glType = paramThreeToGL( texture.type );

		setTextureParameters( _gl.TEXTURE_2D, texture, isImagePowerOfTwo );

		var mipmap, mipmaps = texture.mipmaps;

		if ( texture instanceof THREE.DataTexture ) {

			// use manually created mipmaps if available
			// if there are no manual mipmaps
			// set 0 level mipmap and then use GL to generate other mipmap levels

			if ( mipmaps.length > 0 && isImagePowerOfTwo ) {

				for ( var i = 0, il = mipmaps.length; i < il; i ++ ) {

					mipmap = mipmaps[ i ];
					state.texImage2D( _gl.TEXTURE_2D, i, glFormat, mipmap.width, mipmap.height, 0, glFormat, glType, mipmap.data );

				}

				texture.generateMipmaps = false;

			} else {

				state.texImage2D( _gl.TEXTURE_2D, 0, glFormat, image.width, image.height, 0, glFormat, glType, image.data );

			}

		} else if ( texture instanceof THREE.CompressedTexture ) {

			for ( var i = 0, il = mipmaps.length; i < il; i ++ ) {

				mipmap = mipmaps[ i ];

				if ( texture.format !== THREE.RGBAFormat && texture.format !== THREE.RGBFormat ) {

					if ( state.getCompressedTextureFormats().indexOf( glFormat ) > - 1 ) {

						state.compressedTexImage2D( _gl.TEXTURE_2D, i, glFormat, mipmap.width, mipmap.height, 0, mipmap.data );

					} else {

						console.warn( "THREE.WebGLRenderer: Attempt to load unsupported compressed texture format in .uploadTexture()" );

					}

				} else {

					state.texImage2D( _gl.TEXTURE_2D, i, glFormat, mipmap.width, mipmap.height, 0, glFormat, glType, mipmap.data );

				}

			}

		} else {

			// regular Texture (image, video, canvas)

			// use manually created mipmaps if available
			// if there are no manual mipmaps
			// set 0 level mipmap and then use GL to generate other mipmap levels

			if ( mipmaps.length > 0 && isImagePowerOfTwo ) {

				for ( var i = 0, il = mipmaps.length; i < il; i ++ ) {

					mipmap = mipmaps[ i ];
					state.texImage2D( _gl.TEXTURE_2D, i, glFormat, glFormat, glType, mipmap );

				}

				texture.generateMipmaps = false;

			} else {

				state.texImage2D( _gl.TEXTURE_2D, 0, glFormat, glFormat, glType, texture.image );

			}

		}

		if ( texture.generateMipmaps && isImagePowerOfTwo ) _gl.generateMipmap( _gl.TEXTURE_2D );

		textureProperties.__version = texture.version;

		if ( texture.onUpdate ) texture.onUpdate( texture );

	}

	this.setTexture = function ( texture, slot ) {

		var textureProperties = properties.get( texture );

		if ( texture.version > 0 && textureProperties.__version !== texture.version ) {

			var image = texture.image;

			if ( image === undefined ) {

				console.warn( 'THREE.WebGLRenderer: Texture marked for update but image is undefined', texture );
				return;

			}

			if ( image.complete === false ) {

				console.warn( 'THREE.WebGLRenderer: Texture marked for update but image is incomplete', texture );
				return;

			}

			uploadTexture( textureProperties, texture, slot );

			return;

		}

		state.activeTexture( _gl.TEXTURE0 + slot );
		state.bindTexture( _gl.TEXTURE_2D, textureProperties.__webglTexture );

	};

	function clampToMaxSize ( image, maxSize ) {

		if ( image.width > maxSize || image.height > maxSize ) {

			// Warning: Scaling through the canvas will only work with images that use
			// premultiplied alpha.

			var scale = maxSize / Math.max( image.width, image.height );

			var canvas = document.createElement( 'canvas' );
			canvas.width = Math.floor( image.width * scale );
			canvas.height = Math.floor( image.height * scale );

			var context = canvas.getContext( '2d' );
			context.drawImage( image, 0, 0, image.width, image.height, 0, 0, canvas.width, canvas.height );

			console.warn( 'THREE.WebGLRenderer: image is too big (' + image.width + 'x' + image.height + '). Resized to ' + canvas.width + 'x' + canvas.height, image );

			return canvas;

		}

		return image;

	}

	function isPowerOfTwo( image ) {

		return THREE.Math.isPowerOfTwo( image.width ) && THREE.Math.isPowerOfTwo( image.height );

	}

	function textureNeedsPowerOfTwo( texture ) {

		if ( texture.wrapS !== THREE.ClampToEdgeWrapping || texture.wrapT !== THREE.ClampToEdgeWrapping ) return true;
		if ( texture.minFilter !== THREE.NearestFilter && texture.minFilter !== THREE.LinearFilter ) return true;

		return false;

	}

	function makePowerOfTwo( image ) {

		if ( image instanceof HTMLImageElement || image instanceof HTMLCanvasElement ) {

			var canvas = document.createElement( 'canvas' );
			canvas.width = THREE.Math.nearestPowerOfTwo( image.width );
			canvas.height = THREE.Math.nearestPowerOfTwo( image.height );

			var context = canvas.getContext( '2d' );
			context.drawImage( image, 0, 0, canvas.width, canvas.height );

			console.warn( 'THREE.WebGLRenderer: image is not power of two (' + image.width + 'x' + image.height + '). Resized to ' + canvas.width + 'x' + canvas.height, image );

			return canvas;

		}

		return image;

	}

	function setCubeTexture ( texture, slot ) {

		var textureProperties = properties.get( texture );

		if ( texture.image.length === 6 ) {

			if ( texture.version > 0 && textureProperties.__version !== texture.version ) {

				if ( ! textureProperties.__image__webglTextureCube ) {

					texture.addEventListener( 'dispose', onTextureDispose );

					textureProperties.__image__webglTextureCube = _gl.createTexture();

					_infoMemory.textures ++;

				}

				state.activeTexture( _gl.TEXTURE0 + slot );
				state.bindTexture( _gl.TEXTURE_CUBE_MAP, textureProperties.__image__webglTextureCube );

				_gl.pixelStorei( _gl.UNPACK_FLIP_Y_WEBGL, texture.flipY );

				var isCompressed = texture instanceof THREE.CompressedTexture;
				var isDataTexture = texture.image[ 0 ] instanceof THREE.DataTexture;

				var cubeImage = [];

				for ( var i = 0; i < 6; i ++ ) {

					if ( _this.autoScaleCubemaps && ! isCompressed && ! isDataTexture ) {

						cubeImage[ i ] = clampToMaxSize( texture.image[ i ], capabilities.maxCubemapSize );

					} else {

						cubeImage[ i ] = isDataTexture ? texture.image[ i ].image : texture.image[ i ];

					}

				}

				var image = cubeImage[ 0 ],
				isImagePowerOfTwo = isPowerOfTwo( image ),
				glFormat = paramThreeToGL( texture.format ),
				glType = paramThreeToGL( texture.type );

				setTextureParameters( _gl.TEXTURE_CUBE_MAP, texture, isImagePowerOfTwo );

				for ( var i = 0; i < 6; i ++ ) {

					if ( ! isCompressed ) {

						if ( isDataTexture ) {

							state.texImage2D( _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i, 0, glFormat, cubeImage[ i ].width, cubeImage[ i ].height, 0, glFormat, glType, cubeImage[ i ].data );

						} else {

							state.texImage2D( _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i, 0, glFormat, glFormat, glType, cubeImage[ i ] );

						}

					} else {

						var mipmap, mipmaps = cubeImage[ i ].mipmaps;

						for ( var j = 0, jl = mipmaps.length; j < jl; j ++ ) {

							mipmap = mipmaps[ j ];

							if ( texture.format !== THREE.RGBAFormat && texture.format !== THREE.RGBFormat ) {

								if ( state.getCompressedTextureFormats().indexOf( glFormat ) > - 1 ) {

									state.compressedTexImage2D( _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i, j, glFormat, mipmap.width, mipmap.height, 0, mipmap.data );

								} else {

									console.warn( "THREE.WebGLRenderer: Attempt to load unsupported compressed texture format in .setCubeTexture()" );

								}

							} else {

								state.texImage2D( _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i, j, glFormat, mipmap.width, mipmap.height, 0, glFormat, glType, mipmap.data );

							}

						}

					}

				}

				if ( texture.generateMipmaps && isImagePowerOfTwo ) {

					_gl.generateMipmap( _gl.TEXTURE_CUBE_MAP );

				}

				textureProperties.__version = texture.version;

				if ( texture.onUpdate ) texture.onUpdate( texture );

			} else {

				state.activeTexture( _gl.TEXTURE0 + slot );
				state.bindTexture( _gl.TEXTURE_CUBE_MAP, textureProperties.__image__webglTextureCube );

			}

		}

	}

	function setCubeTextureDynamic ( texture, slot ) {

		state.activeTexture( _gl.TEXTURE0 + slot );
		state.bindTexture( _gl.TEXTURE_CUBE_MAP, properties.get( texture ).__webglTexture );

	}

	// Render targets

	function setupFrameBuffer ( framebuffer, renderTarget, textureTarget ) {

		_gl.bindFramebuffer( _gl.FRAMEBUFFER, framebuffer );
		_gl.framebufferTexture2D( _gl.FRAMEBUFFER, _gl.COLOR_ATTACHMENT0, textureTarget, properties.get( renderTarget.texture ).__webglTexture, 0 );

	}

	function setupRenderBuffer ( renderbuffer, renderTarget ) {

		_gl.bindRenderbuffer( _gl.RENDERBUFFER, renderbuffer );

		if ( renderTarget.depthBuffer && ! renderTarget.stencilBuffer ) {

			_gl.renderbufferStorage( _gl.RENDERBUFFER, _gl.DEPTH_COMPONENT16, renderTarget.width, renderTarget.height );
			_gl.framebufferRenderbuffer( _gl.FRAMEBUFFER, _gl.DEPTH_ATTACHMENT, _gl.RENDERBUFFER, renderbuffer );

		/* For some reason this is not working. Defaulting to RGBA4.
		} else if ( ! renderTarget.depthBuffer && renderTarget.stencilBuffer ) {

			_gl.renderbufferStorage( _gl.RENDERBUFFER, _gl.STENCIL_INDEX8, renderTarget.width, renderTarget.height );
			_gl.framebufferRenderbuffer( _gl.FRAMEBUFFER, _gl.STENCIL_ATTACHMENT, _gl.RENDERBUFFER, renderbuffer );
		*/

		} else if ( renderTarget.depthBuffer && renderTarget.stencilBuffer ) {

			_gl.renderbufferStorage( _gl.RENDERBUFFER, _gl.DEPTH_STENCIL, renderTarget.width, renderTarget.height );
			_gl.framebufferRenderbuffer( _gl.FRAMEBUFFER, _gl.DEPTH_STENCIL_ATTACHMENT, _gl.RENDERBUFFER, renderbuffer );

		} else {

			_gl.renderbufferStorage( _gl.RENDERBUFFER, _gl.RGBA4, renderTarget.width, renderTarget.height );

		}

	}

	this.setRenderTarget = function ( renderTarget ) {

		var isCube = ( renderTarget instanceof THREE.WebGLRenderTargetCube );

		if ( renderTarget && properties.get( renderTarget ).__webglFramebuffer === undefined ) {

			var renderTargetProperties = properties.get( renderTarget );
			var textureProperties = properties.get( renderTarget.texture );

			if ( renderTarget.depthBuffer === undefined ) renderTarget.depthBuffer = true;
			if ( renderTarget.stencilBuffer === undefined ) renderTarget.stencilBuffer = true;

			renderTarget.addEventListener( 'dispose', onRenderTargetDispose );

			textureProperties.__webglTexture = _gl.createTexture();

			_infoMemory.textures ++;

			// Setup texture, create render and frame buffers

			var isTargetPowerOfTwo = isPowerOfTwo( renderTarget ),
				glFormat = paramThreeToGL( renderTarget.texture.format ),
				glType = paramThreeToGL( renderTarget.texture.type );

			if ( isCube ) {

				renderTargetProperties.__webglFramebuffer = [];
				renderTargetProperties.__webglRenderbuffer = [];

				state.bindTexture( _gl.TEXTURE_CUBE_MAP, textureProperties.__webglTexture );

				setTextureParameters( _gl.TEXTURE_CUBE_MAP, renderTarget.texture, isTargetPowerOfTwo );

				for ( var i = 0; i < 6; i ++ ) {

					renderTargetProperties.__webglFramebuffer[ i ] = _gl.createFramebuffer();
					renderTargetProperties.__webglRenderbuffer[ i ] = _gl.createRenderbuffer();
					state.texImage2D( _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i, 0, glFormat, renderTarget.width, renderTarget.height, 0, glFormat, glType, null );

					setupFrameBuffer( renderTargetProperties.__webglFramebuffer[ i ], renderTarget, _gl.TEXTURE_CUBE_MAP_POSITIVE_X + i );
					setupRenderBuffer( renderTargetProperties.__webglRenderbuffer[ i ], renderTarget );

				}

				if ( renderTarget.texture.generateMipmaps && isTargetPowerOfTwo ) _gl.generateMipmap( _gl.TEXTURE_CUBE_MAP );

			} else {

				renderTargetProperties.__webglFramebuffer = _gl.createFramebuffer();

				if ( renderTarget.shareDepthFrom ) {

					renderTargetProperties.__webglRenderbuffer = renderTarget.shareDepthFrom.__webglRenderbuffer;

				} else {

					renderTargetProperties.__webglRenderbuffer = _gl.createRenderbuffer();

				}

				state.bindTexture( _gl.TEXTURE_2D, textureProperties.__webglTexture );
				setTextureParameters( _gl.TEXTURE_2D, renderTarget.texture, isTargetPowerOfTwo );

				state.texImage2D( _gl.TEXTURE_2D, 0, glFormat, renderTarget.width, renderTarget.height, 0, glFormat, glType, null );

				setupFrameBuffer( renderTargetProperties.__webglFramebuffer, renderTarget, _gl.TEXTURE_2D );

				if ( renderTarget.shareDepthFrom ) {

					if ( renderTarget.depthBuffer && ! renderTarget.stencilBuffer ) {

						_gl.framebufferRenderbuffer( _gl.FRAMEBUFFER, _gl.DEPTH_ATTACHMENT, _gl.RENDERBUFFER, renderTargetProperties.__webglRenderbuffer );

					} else if ( renderTarget.depthBuffer && renderTarget.stencilBuffer ) {

						_gl.framebufferRenderbuffer( _gl.FRAMEBUFFER, _gl.DEPTH_STENCIL_ATTACHMENT, _gl.RENDERBUFFER, renderTargetProperties.__webglRenderbuffer );

					}

				} else {

					setupRenderBuffer( renderTargetProperties.__webglRenderbuffer, renderTarget );

				}

				if ( renderTarget.texture.generateMipmaps && isTargetPowerOfTwo ) _gl.generateMipmap( _gl.TEXTURE_2D );

			}

			// Release everything

			if ( isCube ) {

				state.bindTexture( _gl.TEXTURE_CUBE_MAP, null );

			} else {

				state.bindTexture( _gl.TEXTURE_2D, null );

			}

			_gl.bindRenderbuffer( _gl.RENDERBUFFER, null );
			_gl.bindFramebuffer( _gl.FRAMEBUFFER, null );

		}

		var framebuffer, width, height, vx, vy;

		if ( renderTarget ) {

			var renderTargetProperties = properties.get( renderTarget );

			if ( isCube ) {

				framebuffer = renderTargetProperties.__webglFramebuffer[ renderTarget.activeCubeFace ];

			} else {

				framebuffer = renderTargetProperties.__webglFramebuffer;

			}

			width = renderTarget.width;
			height = renderTarget.height;

			vx = 0;
			vy = 0;

		} else {

			framebuffer = null;

			width = _viewportWidth;
			height = _viewportHeight;

			vx = _viewportX;
			vy = _viewportY;

		}

		if ( framebuffer !== _currentFramebuffer ) {

			_gl.bindFramebuffer( _gl.FRAMEBUFFER, framebuffer );
			_gl.viewport( vx, vy, width, height );

			_currentFramebuffer = framebuffer;

		}

		if ( isCube ) {

			var textureProperties = properties.get( renderTarget.texture );
			_gl.framebufferTexture2D( _gl.FRAMEBUFFER, _gl.COLOR_ATTACHMENT0, _gl.TEXTURE_CUBE_MAP_POSITIVE_X + renderTarget.activeCubeFace, textureProperties.__webglTexture, 0 );

		}

		_currentWidth = width;
		_currentHeight = height;

	};

	this.readRenderTargetPixels = function ( renderTarget, x, y, width, height, buffer ) {

		if ( renderTarget instanceof THREE.WebGLRenderTarget === false ) {

			console.error( 'THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not THREE.WebGLRenderTarget.' );
			return;

		}

		var framebuffer = properties.get( renderTarget ).__webglFramebuffer;

		if ( framebuffer ) {

			var restore = false;

			if ( framebuffer !== _currentFramebuffer ) {

				_gl.bindFramebuffer( _gl.FRAMEBUFFER, framebuffer );

				restore = true;

			}

			try {

				var texture = renderTarget.texture;

				if ( texture.format !== THREE.RGBAFormat
					&& paramThreeToGL( texture.format ) !== _gl.getParameter( _gl.IMPLEMENTATION_COLOR_READ_FORMAT ) ) {

					console.error( 'THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not in RGBA or implementation defined format.' );
					return;

				}

				if ( texture.type !== THREE.UnsignedByteType
					&& paramThreeToGL( texture.type ) !== _gl.getParameter( _gl.IMPLEMENTATION_COLOR_READ_TYPE )
					&& ! ( texture.type === THREE.FloatType && extensions.get( 'WEBGL_color_buffer_float' ) )
					&& ! ( texture.type === THREE.HalfFloatType && extensions.get( 'EXT_color_buffer_half_float' ) ) ) {

					console.error( 'THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not in UnsignedByteType or implementation defined type.' );
					return;

				}

				if ( _gl.checkFramebufferStatus( _gl.FRAMEBUFFER ) === _gl.FRAMEBUFFER_COMPLETE ) {

					_gl.readPixels( x, y, width, height, paramThreeToGL( texture.format ), paramThreeToGL( texture.type ), buffer );

				} else {

					console.error( 'THREE.WebGLRenderer.readRenderTargetPixels: readPixels from renderTarget failed. Framebuffer not complete.' );

				}

			} finally {

				if ( restore ) {

					_gl.bindFramebuffer( _gl.FRAMEBUFFER, _currentFramebuffer );

				}

			}

		}

	};

	function updateRenderTargetMipmap( renderTarget ) {

		var target = renderTarget instanceof THREE.WebGLRenderTargetCube ? _gl.TEXTURE_CUBE_MAP : _gl.TEXTURE_2D;
		var texture = properties.get( renderTarget.texture ).__webglTexture;

		state.bindTexture( target, texture );
		_gl.generateMipmap( target );
		state.bindTexture( target, null );

	}

	// Fallback filters for non-power-of-2 textures

	function filterFallback ( f ) {

		if ( f === THREE.NearestFilter || f === THREE.NearestMipMapNearestFilter || f === THREE.NearestMipMapLinearFilter ) {

			return _gl.NEAREST;

		}

		return _gl.LINEAR;

	}

	// Map three.js constants to WebGL constants

	function paramThreeToGL ( p ) {

		var extension;

		if ( p === THREE.RepeatWrapping ) return _gl.REPEAT;
		if ( p === THREE.ClampToEdgeWrapping ) return _gl.CLAMP_TO_EDGE;
		if ( p === THREE.MirroredRepeatWrapping ) return _gl.MIRRORED_REPEAT;

		if ( p === THREE.NearestFilter ) return _gl.NEAREST;
		if ( p === THREE.NearestMipMapNearestFilter ) return _gl.NEAREST_MIPMAP_NEAREST;
		if ( p === THREE.NearestMipMapLinearFilter ) return _gl.NEAREST_MIPMAP_LINEAR;

		if ( p === THREE.LinearFilter ) return _gl.LINEAR;
		if ( p === THREE.LinearMipMapNearestFilter ) return _gl.LINEAR_MIPMAP_NEAREST;
		if ( p === THREE.LinearMipMapLinearFilter ) return _gl.LINEAR_MIPMAP_LINEAR;

		if ( p === THREE.UnsignedByteType ) return _gl.UNSIGNED_BYTE;
		if ( p === THREE.UnsignedShort4444Type ) return _gl.UNSIGNED_SHORT_4_4_4_4;
		if ( p === THREE.UnsignedShort5551Type ) return _gl.UNSIGNED_SHORT_5_5_5_1;
		if ( p === THREE.UnsignedShort565Type ) return _gl.UNSIGNED_SHORT_5_6_5;

		if ( p === THREE.ByteType ) return _gl.BYTE;
		if ( p === THREE.ShortType ) return _gl.SHORT;
		if ( p === THREE.UnsignedShortType ) return _gl.UNSIGNED_SHORT;
		if ( p === THREE.IntType ) return _gl.INT;
		if ( p === THREE.UnsignedIntType ) return _gl.UNSIGNED_INT;
		if ( p === THREE.FloatType ) return _gl.FLOAT;

		extension = extensions.get( 'OES_texture_half_float' );

		if ( extension !== null ) {

			if ( p === THREE.HalfFloatType ) return extension.HALF_FLOAT_OES;

		}

		if ( p === THREE.AlphaFormat ) return _gl.ALPHA;
		if ( p === THREE.RGBFormat ) return _gl.RGB;
		if ( p === THREE.RGBAFormat ) return _gl.RGBA;
		if ( p === THREE.LuminanceFormat ) return _gl.LUMINANCE;
		if ( p === THREE.LuminanceAlphaFormat ) return _gl.LUMINANCE_ALPHA;

		if ( p === THREE.AddEquation ) return _gl.FUNC_ADD;
		if ( p === THREE.SubtractEquation ) return _gl.FUNC_SUBTRACT;
		if ( p === THREE.ReverseSubtractEquation ) return _gl.FUNC_REVERSE_SUBTRACT;

		if ( p === THREE.ZeroFactor ) return _gl.ZERO;
		if ( p === THREE.OneFactor ) return _gl.ONE;
		if ( p === THREE.SrcColorFactor ) return _gl.SRC_COLOR;
		if ( p === THREE.OneMinusSrcColorFactor ) return _gl.ONE_MINUS_SRC_COLOR;
		if ( p === THREE.SrcAlphaFactor ) return _gl.SRC_ALPHA;
		if ( p === THREE.OneMinusSrcAlphaFactor ) return _gl.ONE_MINUS_SRC_ALPHA;
		if ( p === THREE.DstAlphaFactor ) return _gl.DST_ALPHA;
		if ( p === THREE.OneMinusDstAlphaFactor ) return _gl.ONE_MINUS_DST_ALPHA;

		if ( p === THREE.DstColorFactor ) return _gl.DST_COLOR;
		if ( p === THREE.OneMinusDstColorFactor ) return _gl.ONE_MINUS_DST_COLOR;
		if ( p === THREE.SrcAlphaSaturateFactor ) return _gl.SRC_ALPHA_SATURATE;

		extension = extensions.get( 'WEBGL_compressed_texture_s3tc' );

		if ( extension !== null ) {

			if ( p === THREE.RGB_S3TC_DXT1_Format ) return extension.COMPRESSED_RGB_S3TC_DXT1_EXT;
			if ( p === THREE.RGBA_S3TC_DXT1_Format ) return extension.COMPRESSED_RGBA_S3TC_DXT1_EXT;
			if ( p === THREE.RGBA_S3TC_DXT3_Format ) return extension.COMPRESSED_RGBA_S3TC_DXT3_EXT;
			if ( p === THREE.RGBA_S3TC_DXT5_Format ) return extension.COMPRESSED_RGBA_S3TC_DXT5_EXT;

		}

		extension = extensions.get( 'WEBGL_compressed_texture_pvrtc' );

		if ( extension !== null ) {

			if ( p === THREE.RGB_PVRTC_4BPPV1_Format ) return extension.COMPRESSED_RGB_PVRTC_4BPPV1_IMG;
			if ( p === THREE.RGB_PVRTC_2BPPV1_Format ) return extension.COMPRESSED_RGB_PVRTC_2BPPV1_IMG;
			if ( p === THREE.RGBA_PVRTC_4BPPV1_Format ) return extension.COMPRESSED_RGBA_PVRTC_4BPPV1_IMG;
			if ( p === THREE.RGBA_PVRTC_2BPPV1_Format ) return extension.COMPRESSED_RGBA_PVRTC_2BPPV1_IMG;

		}

		extension = extensions.get( 'EXT_blend_minmax' );

		if ( extension !== null ) {

			if ( p === THREE.MinEquation ) return extension.MIN_EXT;
			if ( p === THREE.MaxEquation ) return extension.MAX_EXT;

		}

		return 0;

	}

	// DEPRECATED

	this.supportsFloatTextures = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsFloatTextures() is now .extensions.get( \'OES_texture_float\' ).' );
		return extensions.get( 'OES_texture_float' );

	};

	this.supportsHalfFloatTextures = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsHalfFloatTextures() is now .extensions.get( \'OES_texture_half_float\' ).' );
		return extensions.get( 'OES_texture_half_float' );

	};

	this.supportsStandardDerivatives = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsStandardDerivatives() is now .extensions.get( \'OES_standard_derivatives\' ).' );
		return extensions.get( 'OES_standard_derivatives' );

	};

	this.supportsCompressedTextureS3TC = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsCompressedTextureS3TC() is now .extensions.get( \'WEBGL_compressed_texture_s3tc\' ).' );
		return extensions.get( 'WEBGL_compressed_texture_s3tc' );

	};

	this.supportsCompressedTexturePVRTC = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsCompressedTexturePVRTC() is now .extensions.get( \'WEBGL_compressed_texture_pvrtc\' ).' );
		return extensions.get( 'WEBGL_compressed_texture_pvrtc' );

	};

	this.supportsBlendMinMax = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsBlendMinMax() is now .extensions.get( \'EXT_blend_minmax\' ).' );
		return extensions.get( 'EXT_blend_minmax' );

	};

	this.supportsVertexTextures = function () {

		return capabilities.vertexTextures;

	};

	this.supportsInstancedArrays = function () {

		console.warn( 'THREE.WebGLRenderer: .supportsInstancedArrays() is now .extensions.get( \'ANGLE_instanced_arrays\' ).' );
		return extensions.get( 'ANGLE_instanced_arrays' );

	};

	//

	this.initMaterial = function () {

		console.warn( 'THREE.WebGLRenderer: .initMaterial() has been removed.' );

	};

	this.addPrePlugin = function () {

		console.warn( 'THREE.WebGLRenderer: .addPrePlugin() has been removed.' );

	};

	this.addPostPlugin = function () {

		console.warn( 'THREE.WebGLRenderer: .addPostPlugin() has been removed.' );

	};

	this.updateShadowMap = function () {

		console.warn( 'THREE.WebGLRenderer: .updateShadowMap() has been removed.' );

	};

	Object.defineProperties( this, {
		shadowMapEnabled: {
			get: function () {

				return shadowMap.enabled;

			},
			set: function ( value ) {

				console.warn( 'THREE.WebGLRenderer: .shadowMapEnabled is now .shadowMap.enabled.' );
				shadowMap.enabled = value;

			}
		},
		shadowMapType: {
			get: function () {

				return shadowMap.type;

			},
			set: function ( value ) {

				console.warn( 'THREE.WebGLRenderer: .shadowMapType is now .shadowMap.type.' );
				shadowMap.type = value;

			}
		},
		shadowMapCullFace: {
			get: function () {

				return shadowMap.cullFace;

			},
			set: function ( value ) {

				console.warn( 'THREE.WebGLRenderer: .shadowMapCullFace is now .shadowMap.cullFace.' );
				shadowMap.cullFace = value;

			}
		},
		shadowMapDebug: {
			get: function () {

				return shadowMap.debug;

			},
			set: function ( value ) {

				console.warn( 'THREE.WebGLRenderer: .shadowMapDebug is now .shadowMap.debug.' );
				shadowMap.debug = value;

			}
		}
	} );

};

// File:src/renderers/WebGLRenderTarget.js

/**
 * @author szimek / https://github.com/szimek/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.WebGLRenderTarget = function ( width, height, options ) {

	this.uuid = THREE.Math.generateUUID();

	this.width = width;
	this.height = height;

	options = options || {};

	if ( options.minFilter === undefined ) options.minFilter = THREE.LinearFilter;

	this.texture = new THREE.Texture( undefined, undefined, options.wrapS, options.wrapT, options.magFilter, options.minFilter, options.format, options.type, options.anisotropy );

	this.depthBuffer = options.depthBuffer !== undefined ? options.depthBuffer : true;
	this.stencilBuffer = options.stencilBuffer !== undefined ? options.stencilBuffer : true;

	this.shareDepthFrom = options.shareDepthFrom !== undefined ? options.shareDepthFrom : null;

};

THREE.WebGLRenderTarget.prototype = {

	constructor: THREE.WebGLRenderTarget,

	get wrapS() {

		console.warn( 'THREE.WebGLRenderTarget: .wrapS is now .texture.wrapS.' );

		return this.texture.wrapS;

	},

	set wrapS( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .wrapS is now .texture.wrapS.' );

		this.texture.wrapS = value;

	},

	get wrapT() {

		console.warn( 'THREE.WebGLRenderTarget: .wrapT is now .texture.wrapT.' );

		return this.texture.wrapT;

	},

	set wrapT( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .wrapT is now .texture.wrapT.' );

		this.texture.wrapT = value;

	},

	get magFilter() {

		console.warn( 'THREE.WebGLRenderTarget: .magFilter is now .texture.magFilter.' );

		return this.texture.magFilter;

	},

	set magFilter( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .magFilter is now .texture.magFilter.' );

		this.texture.magFilter = value;

	},

	get minFilter() {

		console.warn( 'THREE.WebGLRenderTarget: .minFilter is now .texture.minFilter.' );

		return this.texture.minFilter;

	},

	set minFilter( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .minFilter is now .texture.minFilter.' );

		this.texture.minFilter = value;

	},

	get anisotropy() {

		console.warn( 'THREE.WebGLRenderTarget: .anisotropy is now .texture.anisotropy.' );

		return this.texture.anisotropy;

	},

	set anisotropy( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .anisotropy is now .texture.anisotropy.' );

		this.texture.anisotropy = value;

	},

	get offset() {

		console.warn( 'THREE.WebGLRenderTarget: .offset is now .texture.offset.' );

		return this.texture.offset;

	},

	set offset( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .offset is now .texture.offset.' );

		this.texture.offset = value;

	},

	get repeat() {

		console.warn( 'THREE.WebGLRenderTarget: .repeat is now .texture.repeat.' );

		return this.texture.repeat;

	},

	set repeat( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .repeat is now .texture.repeat.' );

		this.texture.repeat = value;

	},

	get format() {

		console.warn( 'THREE.WebGLRenderTarget: .format is now .texture.format.' );

		return this.texture.format;

	},

	set format( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .format is now .texture.format.' );

		this.texture.format = value;

	},

	get type() {

		console.warn( 'THREE.WebGLRenderTarget: .type is now .texture.type.' );

		return this.texture.type;

	},

	set type( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .type is now .texture.type.' );

		this.texture.type = value;

	},

	get generateMipmaps() {

		console.warn( 'THREE.WebGLRenderTarget: .generateMipmaps is now .texture.generateMipmaps.' );

		return this.texture.generateMipmaps;

	},

	set generateMipmaps( value ) {

		console.warn( 'THREE.WebGLRenderTarget: .generateMipmaps is now .texture.generateMipmaps.' );

		this.texture.generateMipmaps = value;

	},

	//

	setSize: function ( width, height ) {

		if ( this.width !== width || this.height !== height ) {

			this.width = width;
			this.height = height;

			this.dispose();

		}

	},

	clone: function () {

		return new this.constructor().copy( this );

	},

	copy: function ( source ) {

		this.width = source.width;
		this.height = source.height;

		this.texture = source.texture.clone();

		this.depthBuffer = source.depthBuffer;
		this.stencilBuffer = source.stencilBuffer;

		this.shareDepthFrom = source.shareDepthFrom;

		return this;

	},

	dispose: function () {

		this.dispatchEvent( { type: 'dispose' } );

	}

};

THREE.EventDispatcher.prototype.apply( THREE.WebGLRenderTarget.prototype );

// File:src/renderers/WebGLRenderTargetCube.js

/**
 * @author alteredq / http://alteredqualia.com
 */

THREE.WebGLRenderTargetCube = function ( width, height, options ) {

	THREE.WebGLRenderTarget.call( this, width, height, options );

	this.activeCubeFace = 0; // PX 0, NX 1, PY 2, NY 3, PZ 4, NZ 5

};

THREE.WebGLRenderTargetCube.prototype = Object.create( THREE.WebGLRenderTarget.prototype );
THREE.WebGLRenderTargetCube.prototype.constructor = THREE.WebGLRenderTargetCube;

// File:src/renderers/webgl/WebGLBufferRenderer.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLBufferRenderer = function ( _gl, extensions, _infoRender ) {

	var mode;

	function setMode( value ) {

		mode = value;

	}

	function render( start, count ) {

		_gl.drawArrays( mode, start, count );

		_infoRender.calls ++;
		_infoRender.vertices += count;
		if ( mode === _gl.TRIANGLES ) _infoRender.faces += count / 3;

	}

	function renderInstances( geometry ) {

		var extension = extensions.get( 'ANGLE_instanced_arrays' );

		if ( extension === null ) {

			console.error( 'THREE.WebGLBufferRenderer: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays.' );
			return;

		}

		var position = geometry.attributes.position;

		if ( position instanceof THREE.InterleavedBufferAttribute ) {

			extension.drawArraysInstancedANGLE( mode, 0, position.data.count, geometry.maxInstancedCount );

		} else {

			extension.drawArraysInstancedANGLE( mode, 0, position.count, geometry.maxInstancedCount );

		}

	}

	this.setMode = setMode;
	this.render = render;
	this.renderInstances = renderInstances;

};

// File:src/renderers/webgl/WebGLIndexedBufferRenderer.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLIndexedBufferRenderer = function ( _gl, extensions, _infoRender ) {

	var mode;

	function setMode( value ) {

		mode = value;

	}

	var type, size;

	function setIndex( index ) {

		if ( index.array instanceof Uint32Array && extensions.get( 'OES_element_index_uint' ) ) {

			type = _gl.UNSIGNED_INT;
			size = 4;

		} else {

			type = _gl.UNSIGNED_SHORT;
			size = 2;

		}

	}

	function render( start, count ) {

		_gl.drawElements( mode, count, type, start * size );

		_infoRender.calls ++;
		_infoRender.vertices += count;
		if ( mode === _gl.TRIANGLES ) _infoRender.faces += count / 3;

	}

	function renderInstances( geometry ) {

		var extension = extensions.get( 'ANGLE_instanced_arrays' );

		if ( extension === null ) {

			console.error( 'THREE.WebGLBufferRenderer: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays.' );
			return;

		}

		var index = geometry.index;

		extension.drawElementsInstancedANGLE( mode, index.array.length, type, 0, geometry.maxInstancedCount );

	}

	this.setMode = setMode;
	this.setIndex = setIndex;
	this.render = render;
	this.renderInstances = renderInstances;

};

// File:src/renderers/webgl/WebGLExtensions.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLExtensions = function ( gl ) {

	var extensions = {};

	this.get = function ( name ) {

		if ( extensions[ name ] !== undefined ) {

			return extensions[ name ];

		}

		var extension;

		switch ( name ) {

			case 'EXT_texture_filter_anisotropic':
				extension = gl.getExtension( 'EXT_texture_filter_anisotropic' ) || gl.getExtension( 'MOZ_EXT_texture_filter_anisotropic' ) || gl.getExtension( 'WEBKIT_EXT_texture_filter_anisotropic' );
				break;

			case 'WEBGL_compressed_texture_s3tc':
				extension = gl.getExtension( 'WEBGL_compressed_texture_s3tc' ) || gl.getExtension( 'MOZ_WEBGL_compressed_texture_s3tc' ) || gl.getExtension( 'WEBKIT_WEBGL_compressed_texture_s3tc' );
				break;

			case 'WEBGL_compressed_texture_pvrtc':
				extension = gl.getExtension( 'WEBGL_compressed_texture_pvrtc' ) || gl.getExtension( 'WEBKIT_WEBGL_compressed_texture_pvrtc' );
				break;

			default:
				extension = gl.getExtension( name );

		}

		if ( extension === null ) {

			console.warn( 'THREE.WebGLRenderer: ' + name + ' extension not supported.' );

		}

		extensions[ name ] = extension;

		return extension;

	};

};

// File:src/renderers/webgl/WebGLCapabilities.js

THREE.WebGLCapabilities = function ( gl, extensions, parameters ) {

	function getMaxPrecision( precision ) {

		if ( precision === 'highp' ) {

			if ( gl.getShaderPrecisionFormat( gl.VERTEX_SHADER, gl.HIGH_FLOAT ).precision > 0 &&
			     gl.getShaderPrecisionFormat( gl.FRAGMENT_SHADER, gl.HIGH_FLOAT ).precision > 0 ) {

				return 'highp';

			}

			precision = 'mediump';

		}

		if ( precision === 'mediump' ) {

			if ( gl.getShaderPrecisionFormat( gl.VERTEX_SHADER, gl.MEDIUM_FLOAT ).precision > 0 &&
			     gl.getShaderPrecisionFormat( gl.FRAGMENT_SHADER, gl.MEDIUM_FLOAT ).precision > 0 ) {

				return 'mediump';

			}

		}

		return 'lowp';

	}

	this.getMaxPrecision = getMaxPrecision;

	this.precision = parameters.precision !== undefined ? parameters.precision : 'highp',
	this.logarithmicDepthBuffer = parameters.logarithmicDepthBuffer !== undefined ? parameters.logarithmicDepthBuffer : false;

	this.maxTextures = gl.getParameter( gl.MAX_TEXTURE_IMAGE_UNITS );
	this.maxVertexTextures = gl.getParameter( gl.MAX_VERTEX_TEXTURE_IMAGE_UNITS );
	this.maxTextureSize = gl.getParameter( gl.MAX_TEXTURE_SIZE );
	this.maxCubemapSize = gl.getParameter( gl.MAX_CUBE_MAP_TEXTURE_SIZE );

	this.maxAttributes = gl.getParameter( gl.MAX_VERTEX_ATTRIBS );
	this.maxVertexUniforms = gl.getParameter( gl.MAX_VERTEX_UNIFORM_VECTORS );
	this.maxVaryings = gl.getParameter( gl.MAX_VARYING_VECTORS );
	this.maxFragmentUniforms = gl.getParameter( gl.MAX_FRAGMENT_UNIFORM_VECTORS );

	this.vertexTextures = this.maxVertexTextures > 0;
	this.floatFragmentTextures = !! extensions.get( 'OES_texture_float' );
	this.floatVertexTextures = this.vertexTextures && this.floatFragmentTextures;

	var _maxPrecision = getMaxPrecision( this.precision );

	if ( _maxPrecision !== this.precision ) {

		console.warn( 'THREE.WebGLRenderer:', this.precision, 'not supported, using', _maxPrecision, 'instead.' );
		this.precision = _maxPrecision;

	}

	if ( this.logarithmicDepthBuffer ) {

		this.logarithmicDepthBuffer = !! extensions.get( 'EXT_frag_depth' );

	}

};

// File:src/renderers/webgl/WebGLGeometries.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLGeometries = function ( gl, properties, info ) {

	var geometries = {};

	function get( object ) {

		var geometry = object.geometry;

		if ( geometries[ geometry.id ] !== undefined ) {

			return geometries[ geometry.id ];

		}

		geometry.addEventListener( 'dispose', onGeometryDispose );

		var buffergeometry;

		if ( geometry instanceof THREE.BufferGeometry ) {

			buffergeometry = geometry;

		} else if ( geometry instanceof THREE.Geometry ) {

			if ( geometry._bufferGeometry === undefined ) {

				geometry._bufferGeometry = new THREE.BufferGeometry().setFromObject( object );

			}

			buffergeometry = geometry._bufferGeometry;

		}

		geometries[ geometry.id ] = buffergeometry;

		info.memory.geometries ++;

		return buffergeometry;

	}

	function onGeometryDispose( event ) {

		var geometry = event.target;
		var buffergeometry = geometries[ geometry.id ];

		deleteAttributes( buffergeometry.attributes );

		geometry.removeEventListener( 'dispose', onGeometryDispose );

		delete geometries[ geometry.id ];

		var property = properties.get( geometry );
		if ( property.wireframe ) deleteAttribute( property.wireframe );

		info.memory.geometries --;

	}

	function getAttributeBuffer( attribute ) {

		if ( attribute instanceof THREE.InterleavedBufferAttribute ) {

			return properties.get( attribute.data ).__webglBuffer;

		}

		return properties.get( attribute ).__webglBuffer;

	}

	function deleteAttribute( attribute ) {

		var buffer = getAttributeBuffer( attribute );

		if ( buffer !== undefined ) {

			gl.deleteBuffer( buffer );
			removeAttributeBuffer( attribute );

		}

	}

	function deleteAttributes( attributes ) {

		for ( var name in attributes ) {

			deleteAttribute( attributes[ name ] );

		}

	}

	function removeAttributeBuffer( attribute ) {

		if ( attribute instanceof THREE.InterleavedBufferAttribute ) {

			properties.delete( attribute.data );

		} else {

			properties.delete( attribute );

		}

	}

	this.get = get;

};

// File:src/renderers/webgl/WebGLObjects.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLObjects = function ( gl, properties, info ) {

	var geometries = new THREE.WebGLGeometries( gl, properties, info );

	//

	function update( object ) {

		// TODO: Avoid updating twice (when using shadowMap). Maybe add frame counter.

		var geometry = geometries.get( object );

		if ( object.geometry instanceof THREE.Geometry ) {

			geometry.updateFromObject( object );

		}

		var index = geometry.index;
		var attributes = geometry.attributes;

		if ( index !== null ) {

			updateAttribute( index, gl.ELEMENT_ARRAY_BUFFER );

		}

		for ( var name in attributes ) {

			updateAttribute( attributes[ name ], gl.ARRAY_BUFFER );

		}

		// morph targets

		var morphAttributes = geometry.morphAttributes;

		for ( var name in morphAttributes ) {

			var array = morphAttributes[ name ];

			for ( var i = 0, l = array.length; i < l; i ++ ) {

				updateAttribute( array[ i ], gl.ARRAY_BUFFER );

			}

		}

		return geometry;

	}

	function updateAttribute( attribute, bufferType ) {

		var data = ( attribute instanceof THREE.InterleavedBufferAttribute ) ? attribute.data : attribute;

		var attributeProperties = properties.get( data );

		if ( attributeProperties.__webglBuffer === undefined ) {

			createBuffer( attributeProperties, data, bufferType );

		} else if ( attributeProperties.version !== data.version ) {

			updateBuffer( attributeProperties, data, bufferType );

		}

	}

	function createBuffer( attributeProperties, data, bufferType ) {

		attributeProperties.__webglBuffer = gl.createBuffer();
		gl.bindBuffer( bufferType, attributeProperties.__webglBuffer );

		var usage = data.dynamic ? gl.DYNAMIC_DRAW : gl.STATIC_DRAW;

		gl.bufferData( bufferType, data.array, usage );

		attributeProperties.version = data.version;

	}

	function updateBuffer( attributeProperties, data, bufferType ) {

		gl.bindBuffer( bufferType, attributeProperties.__webglBuffer );

		if ( data.dynamic === false || data.updateRange.count === - 1 ) {

			// Not using update ranges

			gl.bufferSubData( bufferType, 0, data.array );

		} else if ( data.updateRange.count === 0 ) {

			console.error( 'THREE.WebGLObjects.updateBuffer: dynamic THREE.BufferAttribute marked as needsUpdate but updateRange.count is 0, ensure you are using set methods or updating manually.' );

		} else {

			gl.bufferSubData( bufferType, data.updateRange.offset * data.array.BYTES_PER_ELEMENT,
							  data.array.subarray( data.updateRange.offset, data.updateRange.offset + data.updateRange.count ) );

			data.updateRange.count = 0; // reset range

		}

		attributeProperties.version = data.version;

	}

	function getAttributeBuffer( attribute ) {

		if ( attribute instanceof THREE.InterleavedBufferAttribute ) {

			return properties.get( attribute.data ).__webglBuffer;

		}

		return properties.get( attribute ).__webglBuffer;

	}

	function getWireframeAttribute( geometry ) {

		var property = properties.get( geometry );

		if ( property.wireframe !== undefined ) {

			return property.wireframe;

		}

		var indices = [];

		var index = geometry.index;
		var attributes = geometry.attributes;
		var position = attributes.position;

		// console.time( 'wireframe' );

		if ( index !== null ) {

			var edges = {};
			var array = index.array;

			for ( var i = 0, l = array.length; i < l; i += 3 ) {

				var a = array[ i + 0 ];
				var b = array[ i + 1 ];
				var c = array[ i + 2 ];

				if ( checkEdge( edges, a, b ) ) indices.push( a, b );
				if ( checkEdge( edges, b, c ) ) indices.push( b, c );
				if ( checkEdge( edges, c, a ) ) indices.push( c, a );

			}

		} else {

			var array = attributes.position.array;

			for ( var i = 0, l = ( array.length / 3 ) - 1; i < l; i += 3 ) {

				var a = i + 0;
				var b = i + 1;
				var c = i + 2;

				indices.push( a, b, b, c, c, a );

			}

		}

		// console.timeEnd( 'wireframe' );

		var TypeArray = position.count > 65535 ? Uint32Array : Uint16Array;
		var attribute = new THREE.BufferAttribute( new TypeArray( indices ), 1 );

		updateAttribute( attribute, gl.ELEMENT_ARRAY_BUFFER );

		property.wireframe = attribute;

		return attribute;

	}

	function checkEdge( edges, a, b ) {

		if ( a > b ) {

			var tmp = a;
			a = b;
			b = tmp;

		}

		var list = edges[ a ];

		if ( list === undefined ) {

			edges[ a ] = [ b ];
			return true;

		} else if ( list.indexOf( b ) === -1 ) {

			list.push( b );
			return true;

		}

		return false;

	}

	this.getAttributeBuffer = getAttributeBuffer;
	this.getWireframeAttribute = getWireframeAttribute;

	this.update = update;

};

// File:src/renderers/webgl/WebGLProgram.js

THREE.WebGLProgram = ( function () {

	var programIdCount = 0;

	function generateDefines( defines ) {

		var chunks = [];

		for ( var name in defines ) {

			var value = defines[ name ];

			if ( value === false ) continue;

			chunks.push( '#define ' + name + ' ' + value );

		}

		return chunks.join( '\n' );

	}

	function fetchUniformLocations( gl, program, identifiers ) {

		var uniforms = {};

		var n = gl.getProgramParameter( program, gl.ACTIVE_UNIFORMS );

		for ( var i = 0; i < n; i ++ ) {

			var info = gl.getActiveUniform( program, i );
			var name = info.name;
			var location = gl.getUniformLocation( program, name );

			// console.log("THREE.WebGLProgram: ACTIVE UNIFORM:", name);

			var suffixPos = name.lastIndexOf( '[0]' );
			if ( suffixPos !== - 1 && suffixPos === name.length - 3 ) {

				uniforms[ name.substr( 0, suffixPos ) ] = location;

			}

			uniforms[ name ] = location;

		}

		return uniforms;

	}

	function fetchAttributeLocations( gl, program, identifiers ) {

		var attributes = {};

		var n = gl.getProgramParameter( program, gl.ACTIVE_ATTRIBUTES );

		for ( var i = 0; i < n; i ++ ) {

			var info = gl.getActiveAttrib( program, i );
			var name = info.name;

			// console.log("THREE.WebGLProgram: ACTIVE VERTEX ATTRIBUTE:", name, i );

			attributes[ name ] = gl.getAttribLocation( program, name );

		}

		return attributes;

	}

	function filterEmptyLine( string ) {

		return string !== '';

	}

	return function WebGLProgram( renderer, code, material, parameters ) {

		var gl = renderer.context;

		var defines = material.defines;

		var vertexShader = material.__webglShader.vertexShader;
		var fragmentShader = material.__webglShader.fragmentShader;

		var shadowMapTypeDefine = 'SHADOWMAP_TYPE_BASIC';

		if ( parameters.shadowMapType === THREE.PCFShadowMap ) {

			shadowMapTypeDefine = 'SHADOWMAP_TYPE_PCF';

		} else if ( parameters.shadowMapType === THREE.PCFSoftShadowMap ) {

			shadowMapTypeDefine = 'SHADOWMAP_TYPE_PCF_SOFT';

		}

		var envMapTypeDefine = 'ENVMAP_TYPE_CUBE';
		var envMapModeDefine = 'ENVMAP_MODE_REFLECTION';
		var envMapBlendingDefine = 'ENVMAP_BLENDING_MULTIPLY';

		if ( parameters.envMap ) {

			switch ( material.envMap.mapping ) {

				case THREE.CubeReflectionMapping:
				case THREE.CubeRefractionMapping:
					envMapTypeDefine = 'ENVMAP_TYPE_CUBE';
					break;

				case THREE.EquirectangularReflectionMapping:
				case THREE.EquirectangularRefractionMapping:
					envMapTypeDefine = 'ENVMAP_TYPE_EQUIREC';
					break;

				case THREE.SphericalReflectionMapping:
					envMapTypeDefine = 'ENVMAP_TYPE_SPHERE';
					break;

			}

			switch ( material.envMap.mapping ) {

				case THREE.CubeRefractionMapping:
				case THREE.EquirectangularRefractionMapping:
					envMapModeDefine = 'ENVMAP_MODE_REFRACTION';
					break;

			}

			switch ( material.combine ) {

				case THREE.MultiplyOperation:
					envMapBlendingDefine = 'ENVMAP_BLENDING_MULTIPLY';
					break;

				case THREE.MixOperation:
					envMapBlendingDefine = 'ENVMAP_BLENDING_MIX';
					break;

				case THREE.AddOperation:
					envMapBlendingDefine = 'ENVMAP_BLENDING_ADD';
					break;

			}

		}

		var gammaFactorDefine = ( renderer.gammaFactor > 0 ) ? renderer.gammaFactor : 1.0;

		// console.log( 'building new program ' );

		//

		var customDefines = generateDefines( defines );

		//

		var program = gl.createProgram();

		var prefixVertex, prefixFragment;

		if ( material instanceof THREE.RawShaderMaterial ) {

			prefixVertex = '';
			prefixFragment = '';

		} else {

			prefixVertex = [

				'precision ' + parameters.precision + ' float;',
				'precision ' + parameters.precision + ' int;',

				'#define SHADER_NAME ' + material.__webglShader.name,

				customDefines,

				parameters.supportsVertexTextures ? '#define VERTEX_TEXTURES' : '',

				renderer.gammaInput ? '#define GAMMA_INPUT' : '',
				renderer.gammaOutput ? '#define GAMMA_OUTPUT' : '',
				'#define GAMMA_FACTOR ' + gammaFactorDefine,

				'#define MAX_DIR_LIGHTS ' + parameters.maxDirLights,
				'#define MAX_POINT_LIGHTS ' + parameters.maxPointLights,
				'#define MAX_SPOT_LIGHTS ' + parameters.maxSpotLights,
				'#define MAX_HEMI_LIGHTS ' + parameters.maxHemiLights,

				'#define MAX_SHADOWS ' + parameters.maxShadows,

				'#define MAX_BONES ' + parameters.maxBones,

				parameters.map ? '#define USE_MAP' : '',
				parameters.envMap ? '#define USE_ENVMAP' : '',
				parameters.envMap ? '#define ' + envMapModeDefine : '',
				parameters.lightMap ? '#define USE_LIGHTMAP' : '',
				parameters.aoMap ? '#define USE_AOMAP' : '',
				parameters.emissiveMap ? '#define USE_EMISSIVEMAP' : '',
				parameters.bumpMap ? '#define USE_BUMPMAP' : '',
				parameters.normalMap ? '#define USE_NORMALMAP' : '',
				parameters.displacementMap && parameters.supportsVertexTextures ? '#define USE_DISPLACEMENTMAP' : '',
				parameters.specularMap ? '#define USE_SPECULARMAP' : '',
				parameters.alphaMap ? '#define USE_ALPHAMAP' : '',
				parameters.vertexColors ? '#define USE_COLOR' : '',

				parameters.flatShading ? '#define FLAT_SHADED' : '',

				parameters.skinning ? '#define USE_SKINNING' : '',
				parameters.useVertexTexture ? '#define BONE_TEXTURE' : '',

				parameters.morphTargets ? '#define USE_MORPHTARGETS' : '',
				parameters.morphNormals && parameters.flatShading === false ? '#define USE_MORPHNORMALS' : '',
				parameters.doubleSided ? '#define DOUBLE_SIDED' : '',
				parameters.flipSided ? '#define FLIP_SIDED' : '',

				parameters.shadowMapEnabled ? '#define USE_SHADOWMAP' : '',
				parameters.shadowMapEnabled ? '#define ' + shadowMapTypeDefine : '',
				parameters.shadowMapDebug ? '#define SHADOWMAP_DEBUG' : '',
				parameters.pointLightShadows > 0 ? '#define POINT_LIGHT_SHADOWS' : '',

				parameters.sizeAttenuation ? '#define USE_SIZEATTENUATION' : '',

				parameters.logarithmicDepthBuffer ? '#define USE_LOGDEPTHBUF' : '',
				parameters.logarithmicDepthBuffer && renderer.extensions.get( 'EXT_frag_depth' ) ? '#define USE_LOGDEPTHBUF_EXT' : '',


				'uniform mat4 modelMatrix;',
				'uniform mat4 modelViewMatrix;',
				'uniform mat4 projectionMatrix;',
				'uniform mat4 viewMatrix;',
				'uniform mat3 normalMatrix;',
				'uniform vec3 cameraPosition;',

				'attribute vec3 position;',
				'attribute vec3 normal;',
				'attribute vec2 uv;',

				'#ifdef USE_COLOR',

				'	attribute vec3 color;',

				'#endif',

				'#ifdef USE_MORPHTARGETS',

				'	attribute vec3 morphTarget0;',
				'	attribute vec3 morphTarget1;',
				'	attribute vec3 morphTarget2;',
				'	attribute vec3 morphTarget3;',

				'	#ifdef USE_MORPHNORMALS',

				'		attribute vec3 morphNormal0;',
				'		attribute vec3 morphNormal1;',
				'		attribute vec3 morphNormal2;',
				'		attribute vec3 morphNormal3;',

				'	#else',

				'		attribute vec3 morphTarget4;',
				'		attribute vec3 morphTarget5;',
				'		attribute vec3 morphTarget6;',
				'		attribute vec3 morphTarget7;',

				'	#endif',

				'#endif',

				'#ifdef USE_SKINNING',

				'	attribute vec4 skinIndex;',
				'	attribute vec4 skinWeight;',

				'#endif',

				'\n'

			].filter( filterEmptyLine ).join( '\n' );

			prefixFragment = [

				parameters.bumpMap || parameters.normalMap || parameters.flatShading || material.derivatives ? '#extension GL_OES_standard_derivatives : enable' : '',
				parameters.logarithmicDepthBuffer && renderer.extensions.get( 'EXT_frag_depth' ) ? '#extension GL_EXT_frag_depth : enable' : '',

				'precision ' + parameters.precision + ' float;',
				'precision ' + parameters.precision + ' int;',

				'#define SHADER_NAME ' + material.__webglShader.name,

				customDefines,

				'#define MAX_DIR_LIGHTS ' + parameters.maxDirLights,
				'#define MAX_POINT_LIGHTS ' + parameters.maxPointLights,
				'#define MAX_SPOT_LIGHTS ' + parameters.maxSpotLights,
				'#define MAX_HEMI_LIGHTS ' + parameters.maxHemiLights,

				'#define MAX_SHADOWS ' + parameters.maxShadows,

				parameters.alphaTest ? '#define ALPHATEST ' + parameters.alphaTest : '',

				renderer.gammaInput ? '#define GAMMA_INPUT' : '',
				renderer.gammaOutput ? '#define GAMMA_OUTPUT' : '',
				'#define GAMMA_FACTOR ' + gammaFactorDefine,

				( parameters.useFog && parameters.fog ) ? '#define USE_FOG' : '',
				( parameters.useFog && parameters.fogExp ) ? '#define FOG_EXP2' : '',

				parameters.map ? '#define USE_MAP' : '',
				parameters.envMap ? '#define USE_ENVMAP' : '',
				parameters.envMap ? '#define ' + envMapTypeDefine : '',
				parameters.envMap ? '#define ' + envMapModeDefine : '',
				parameters.envMap ? '#define ' + envMapBlendingDefine : '',
				parameters.lightMap ? '#define USE_LIGHTMAP' : '',
				parameters.aoMap ? '#define USE_AOMAP' : '',
				parameters.emissiveMap ? '#define USE_EMISSIVEMAP' : '',
				parameters.bumpMap ? '#define USE_BUMPMAP' : '',
				parameters.normalMap ? '#define USE_NORMALMAP' : '',
				parameters.specularMap ? '#define USE_SPECULARMAP' : '',
				parameters.alphaMap ? '#define USE_ALPHAMAP' : '',
				parameters.vertexColors ? '#define USE_COLOR' : '',

				parameters.flatShading ? '#define FLAT_SHADED' : '',

				parameters.metal ? '#define METAL' : '',
				parameters.doubleSided ? '#define DOUBLE_SIDED' : '',
				parameters.flipSided ? '#define FLIP_SIDED' : '',

				parameters.shadowMapEnabled ? '#define USE_SHADOWMAP' : '',
				parameters.shadowMapEnabled ? '#define ' + shadowMapTypeDefine : '',
				parameters.shadowMapDebug ? '#define SHADOWMAP_DEBUG' : '',
				parameters.pointLightShadows > 0 ? '#define POINT_LIGHT_SHADOWS' : '',

				parameters.logarithmicDepthBuffer ? '#define USE_LOGDEPTHBUF' : '',
				parameters.logarithmicDepthBuffer && renderer.extensions.get( 'EXT_frag_depth' ) ? '#define USE_LOGDEPTHBUF_EXT' : '',

				'uniform mat4 viewMatrix;',
				'uniform vec3 cameraPosition;',

				'\n'

			].filter( filterEmptyLine ).join( '\n' );

		}

		var vertexGlsl = prefixVertex + vertexShader;
		var fragmentGlsl = prefixFragment + fragmentShader;

		var glVertexShader = THREE.WebGLShader( gl, gl.VERTEX_SHADER, vertexGlsl );
		var glFragmentShader = THREE.WebGLShader( gl, gl.FRAGMENT_SHADER, fragmentGlsl );

		gl.attachShader( program, glVertexShader );
		gl.attachShader( program, glFragmentShader );

		// Force a particular attribute to index 0.

		if ( material.index0AttributeName !== undefined ) {

			gl.bindAttribLocation( program, 0, material.index0AttributeName );

		} else if ( parameters.morphTargets === true ) {

			// programs with morphTargets displace position out of attribute 0
			gl.bindAttribLocation( program, 0, 'position' );

		}

		gl.linkProgram( program );

		var programLog = gl.getProgramInfoLog( program );
		var vertexLog = gl.getShaderInfoLog( glVertexShader );
		var fragmentLog = gl.getShaderInfoLog( glFragmentShader );

		var runnable = true;
		var haveDiagnostics = true;

		if ( gl.getProgramParameter( program, gl.LINK_STATUS ) === false ) {

			runnable = false;

			console.error( 'THREE.WebGLProgram: shader error: ', gl.getError(), 'gl.VALIDATE_STATUS', gl.getProgramParameter( program, gl.VALIDATE_STATUS ), 'gl.getProgramInfoLog', programLog, vertexLog, fragmentLog );

		} else if ( programLog !== '' ) {

			console.warn( 'THREE.WebGLProgram: gl.getProgramInfoLog()', programLog );

		} else if ( vertexLog === '' || fragmentLog === '' ) {

			haveDiagnostics = false;

		}

		if ( haveDiagnostics ) {

			this.diagnostics = {

				runnable: runnable,
				material: material,

				programLog: programLog,

				vertexShader: {

					log: vertexLog,
					prefix: prefixVertex

				},

				fragmentShader: {

					log: fragmentLog,
					prefix: prefixFragment

				}

			};

		}

		// clean up

		gl.deleteShader( glVertexShader );
		gl.deleteShader( glFragmentShader );

		// set up caching for uniform locations

		var cachedUniforms;

		this.getUniforms = function() {

			if ( cachedUniforms === undefined ) {

				cachedUniforms = fetchUniformLocations( gl, program );

			}

			return cachedUniforms;

		};

		// set up caching for attribute locations

		var cachedAttributes;

		this.getAttributes = function() {

			if ( cachedAttributes === undefined ) {

				cachedAttributes = fetchAttributeLocations( gl, program );

			}

			return cachedAttributes;

		};

		// free resource

		this.destroy = function() {

			gl.deleteProgram( program );
			this.program = undefined;

		};

		// DEPRECATED

		Object.defineProperties( this, {

			uniforms: {
				get: function() {

					console.warn( 'THREE.WebGLProgram: .uniforms is now .getUniforms().' );
					return this.getUniforms();

				}
			},

			attributes: {
				get: function() {

					console.warn( 'THREE.WebGLProgram: .attributes is now .getAttributes().' );
					return this.getAttributes();

				}
			}

		} );


		//

		this.id = programIdCount ++;
		this.code = code;
		this.usedTimes = 1;
		this.program = program;
		this.vertexShader = glVertexShader;
		this.fragmentShader = glFragmentShader;

		return this;

	};

} )();

// File:src/renderers/webgl/WebGLPrograms.js

THREE.WebGLPrograms = function ( renderer, capabilities ) {

	var programs = [];

	var shaderIDs = {
		MeshDepthMaterial: 'depth',
		MeshNormalMaterial: 'normal',
		MeshBasicMaterial: 'basic',
		MeshLambertMaterial: 'lambert',
		MeshPhongMaterial: 'phong',
		LineBasicMaterial: 'basic',
		LineDashedMaterial: 'dashed',
		PointsMaterial: 'points'
	};

	var parameterNames = [
		"precision", "supportsVertexTextures", "map", "envMap", "envMapMode",
		"lightMap", "aoMap", "emissiveMap", "bumpMap", "normalMap", "displacementMap", "specularMap",
		"alphaMap", "combine", "vertexColors", "fog", "useFog", "fogExp",
		"flatShading", "sizeAttenuation", "logarithmicDepthBuffer", "skinning",
		"maxBones", "useVertexTexture", "morphTargets", "morphNormals",
		"maxMorphTargets", "maxMorphNormals", "maxDirLights", "maxPointLights",
		"maxSpotLights", "maxHemiLights", "maxShadows", "shadowMapEnabled", "pointLightShadows",
		"shadowMapType", "shadowMapDebug", "alphaTest", "metal", "doubleSided",
		"flipSided"
	];


	function allocateBones ( object ) {

		if ( capabilities.floatVertexTextures && object && object.skeleton && object.skeleton.useVertexTexture ) {

			return 1024;

		} else {

			// default for when object is not specified
			// ( for example when prebuilding shader to be used with multiple objects )
			//
			//  - leave some extra space for other uniforms
			//  - limit here is ANGLE's 254 max uniform vectors
			//    (up to 54 should be safe)

			var nVertexUniforms = capabilities.maxVertexUniforms;
			var nVertexMatrices = Math.floor( ( nVertexUniforms - 20 ) / 4 );

			var maxBones = nVertexMatrices;

			if ( object !== undefined && object instanceof THREE.SkinnedMesh ) {

				maxBones = Math.min( object.skeleton.bones.length, maxBones );

				if ( maxBones < object.skeleton.bones.length ) {

					console.warn( 'WebGLRenderer: too many bones - ' + object.skeleton.bones.length + ', this GPU supports just ' + maxBones + ' (try OpenGL instead of ANGLE)' );

				}

			}

			return maxBones;

		}

	}

	function allocateLights( lights ) {

		var dirLights = 0;
		var pointLights = 0;
		var spotLights = 0;
		var hemiLights = 0;

		for ( var l = 0, ll = lights.length; l < ll; l ++ ) {

			var light = lights[ l ];

			if ( light.visible === false ) continue;

			if ( light instanceof THREE.DirectionalLight ) dirLights ++;
			if ( light instanceof THREE.PointLight ) pointLights ++;
			if ( light instanceof THREE.SpotLight ) spotLights ++;
			if ( light instanceof THREE.HemisphereLight ) hemiLights ++;

		}

		return { 'directional': dirLights, 'point': pointLights, 'spot': spotLights, 'hemi': hemiLights };

	}

	function allocateShadows( lights ) {

		var maxShadows = 0;
		var pointLightShadows = 0;

		for ( var l = 0, ll = lights.length; l < ll; l ++ ) {

			var light = lights[ l ];

			if ( ! light.castShadow ) continue;

			if ( light instanceof THREE.SpotLight || light instanceof THREE.DirectionalLight ) maxShadows ++;
			if ( light instanceof THREE.PointLight ) {

				maxShadows ++;
				pointLightShadows ++;

			}

		}

		return { 'maxShadows': maxShadows, 'pointLightShadows': pointLightShadows };

	}

	this.getParameters = function ( material, lights, fog, object ) {

		var shaderID = shaderIDs[ material.type ];
		// heuristics to create shader parameters according to lights in the scene
		// (not to blow over maxLights budget)

		var maxLightCount = allocateLights( lights );
		var allocatedShadows = allocateShadows( lights );
		var maxBones = allocateBones( object );
		var precision = renderer.getPrecision();

		if ( material.precision !== null ) {

			precision = capabilities.getMaxPrecision( material.precision );

			if ( precision !== material.precision ) {

				console.warn( 'THREE.WebGLRenderer.initMaterial:', material.precision, 'not supported, using', precision, 'instead.' );

			}

		}

		var parameters = {

			shaderID: shaderID,

			precision: precision,
			supportsVertexTextures: capabilities.vertexTextures,

			map: !! material.map,
			envMap: !! material.envMap,
			envMapMode: material.envMap && material.envMap.mapping,
			lightMap: !! material.lightMap,
			aoMap: !! material.aoMap,
			emissiveMap: !! material.emissiveMap,
			bumpMap: !! material.bumpMap,
			normalMap: !! material.normalMap,
			displacementMap: !! material.displacementMap,
			specularMap: !! material.specularMap,
			alphaMap: !! material.alphaMap,

			combine: material.combine,

			vertexColors: material.vertexColors,

			fog: fog,
			useFog: material.fog,
			fogExp: fog instanceof THREE.FogExp2,

			flatShading: material.shading === THREE.FlatShading,

			sizeAttenuation: material.sizeAttenuation,
			logarithmicDepthBuffer: capabilities.logarithmicDepthBuffer,

			skinning: material.skinning,
			maxBones: maxBones,
			useVertexTexture: capabilities.floatVertexTextures && object && object.skeleton && object.skeleton.useVertexTexture,

			morphTargets: material.morphTargets,
			morphNormals: material.morphNormals,
			maxMorphTargets: renderer.maxMorphTargets,
			maxMorphNormals: renderer.maxMorphNormals,

			maxDirLights: maxLightCount.directional,
			maxPointLights: maxLightCount.point,
			maxSpotLights: maxLightCount.spot,
			maxHemiLights: maxLightCount.hemi,

			maxShadows: allocatedShadows.maxShadows,
			pointLightShadows: allocatedShadows.pointLightShadows,
			shadowMapEnabled: renderer.shadowMap.enabled && object.receiveShadow && allocatedShadows.maxShadows > 0,
			shadowMapType: renderer.shadowMap.type,
			shadowMapDebug: renderer.shadowMap.debug,

			alphaTest: material.alphaTest,
			metal: material.metal,
			doubleSided: material.side === THREE.DoubleSide,
			flipSided: material.side === THREE.BackSide

		};

		return parameters;

	};

	this.getProgramCode = function ( material, parameters ) {

		var chunks = [];

		if ( parameters.shaderID ) {

			chunks.push( parameters.shaderID );

		} else {

			chunks.push( material.fragmentShader );
			chunks.push( material.vertexShader );

		}

		if ( material.defines !== undefined ) {

			for ( var name in material.defines ) {

				chunks.push( name );
				chunks.push( material.defines[ name ] );

			}

		}

		for ( var i = 0; i < parameterNames.length; i ++ ) {

			var parameterName = parameterNames[ i ];
			chunks.push( parameterName );
			chunks.push( parameters[ parameterName ] );

		}

		return chunks.join();

	};

	this.acquireProgram = function ( material, parameters, code ) {

		var program;

		// Check if code has been already compiled
		for ( var p = 0, pl = programs.length; p < pl; p ++ ) {

			var programInfo = programs[ p ];

			if ( programInfo.code === code ) {

				program = programInfo;
				++ program.usedTimes;

				break;

			}

		}

		if ( program === undefined ) {

			program = new THREE.WebGLProgram( renderer, code, material, parameters );
			programs.push( program );

		}

		return program;

	};

	this.releaseProgram = function( program ) {

		if ( -- program.usedTimes === 0 ) {

			// Remove from unordered set
			var i = programs.indexOf( program );
			programs[ i ] = programs[ programs.length - 1 ];
			programs.pop();

			// Free WebGL resources
			program.destroy();

		}

	};

	// Exposed for resource monitoring & error feedback via renderer.info:
	this.programs = programs;

};

// File:src/renderers/webgl/WebGLProperties.js

/**
* @author fordacious / fordacious.github.io
*/

THREE.WebGLProperties = function () {

	var properties = {};

	this.get = function ( object ) {

		var uuid = object.uuid;
		var map = properties[ uuid ];

		if ( map === undefined ) {

			map = {};
			properties[ uuid ] = map;

		}

		return map;

	};

	this.delete = function ( object ) {

		delete properties[ object.uuid ];

	};

	this.clear = function () {

		properties = {};

	};

};

// File:src/renderers/webgl/WebGLShader.js

THREE.WebGLShader = ( function () {

	function addLineNumbers( string ) {

		var lines = string.split( '\n' );

		for ( var i = 0; i < lines.length; i ++ ) {

			lines[ i ] = ( i + 1 ) + ': ' + lines[ i ];

		}

		return lines.join( '\n' );

	}

	return function WebGLShader( gl, type, string ) {

		var shader = gl.createShader( type );

		gl.shaderSource( shader, string );
		gl.compileShader( shader );

		if ( gl.getShaderParameter( shader, gl.COMPILE_STATUS ) === false ) {

			console.error( 'THREE.WebGLShader: Shader couldn\'t compile.' );

		}

		if ( gl.getShaderInfoLog( shader ) !== '' ) {

			console.warn( 'THREE.WebGLShader: gl.getShaderInfoLog()', type === gl.VERTEX_SHADER ? 'vertex' : 'fragment', gl.getShaderInfoLog( shader ), addLineNumbers( string ) );

		}

		// --enable-privileged-webgl-extension
		// console.log( type, gl.getExtension( 'WEBGL_debug_shaders' ).getTranslatedShaderSource( shader ) );

		return shader;

	};

} )();

// File:src/renderers/webgl/WebGLShadowMap.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.WebGLShadowMap = function ( _renderer, _lights, _objects ) {

	var _gl = _renderer.context,
	_state = _renderer.state,
	_frustum = new THREE.Frustum(),
	_projScreenMatrix = new THREE.Matrix4(),

	_min = new THREE.Vector3(),
	_max = new THREE.Vector3(),

	_lookTarget = new THREE.Vector3(),
	_lightPositionWorld = new THREE.Vector3(),

	_renderList = [],

	_MorphingFlag = 1,
	_SkinningFlag = 2,

	_NumberOfMaterialVariants = ( _MorphingFlag | _SkinningFlag ) + 1,

	_depthMaterials = new Array( _NumberOfMaterialVariants ),
	_distanceMaterials = new Array( _NumberOfMaterialVariants );

	var cubeDirections = [
		new THREE.Vector3( 1, 0, 0 ), new THREE.Vector3( - 1, 0, 0 ), new THREE.Vector3( 0, 0, 1 ),
		new THREE.Vector3( 0, 0, - 1 ), new THREE.Vector3( 0, 1, 0 ), new THREE.Vector3( 0, - 1, 0 )
	];

	var cubeUps = [
		new THREE.Vector3( 0, 1, 0 ), new THREE.Vector3( 0, 1, 0 ), new THREE.Vector3( 0, 1, 0 ),
		new THREE.Vector3( 0, 1, 0 ), new THREE.Vector3( 0, 0, 1 ),	new THREE.Vector3( 0, 0, - 1 )
	];

	var cube2DViewPorts = [
		new THREE.Vector4(), new THREE.Vector4(), new THREE.Vector4(),
		new THREE.Vector4(), new THREE.Vector4(), new THREE.Vector4()
	];

	var _vector4 = new THREE.Vector4();

	// init

	var depthShader = THREE.ShaderLib[ "depthRGBA" ];
	var depthUniforms = THREE.UniformsUtils.clone( depthShader.uniforms );

	var distanceShader = THREE.ShaderLib[ "distanceRGBA" ];
	var distanceUniforms = THREE.UniformsUtils.clone( distanceShader.uniforms );

	for ( var i = 0; i !== _NumberOfMaterialVariants; ++ i ) {

		var useMorphing = ( i & _MorphingFlag ) !== 0;
		var useSkinning = ( i & _SkinningFlag ) !== 0;

		var depthMaterial = new THREE.ShaderMaterial( {
			uniforms: depthUniforms,
			vertexShader: depthShader.vertexShader,
			fragmentShader: depthShader.fragmentShader,
			morphTargets: useMorphing,
			skinning: useSkinning
		} );

		depthMaterial._shadowPass = true;

		_depthMaterials[ i ] = depthMaterial;

		var distanceMaterial = new THREE.ShaderMaterial( {
			uniforms: distanceUniforms,
			vertexShader: distanceShader.vertexShader,
			fragmentShader: distanceShader.fragmentShader,
			morphTargets: useMorphing,
			skinning: useSkinning
		} );

		distanceMaterial._shadowPass = true;

		_distanceMaterials[ i ] = distanceMaterial;

	}

	//

	var scope = this;

	this.enabled = false;

	this.autoUpdate = true;
	this.needsUpdate = false;

	this.type = THREE.PCFShadowMap;
	this.cullFace = THREE.CullFaceFront;

	this.render = function ( scene ) {

		var faceCount, isPointLight;

		if ( scope.enabled === false ) return;
		if ( scope.autoUpdate === false && scope.needsUpdate === false ) return;

		// Set GL state for depth map.
		_gl.clearColor( 1, 1, 1, 1 );
		_state.disable( _gl.BLEND );
		_state.enable( _gl.CULL_FACE );
		_gl.frontFace( _gl.CCW );
		_gl.cullFace( scope.cullFace === THREE.CullFaceFront ? _gl.FRONT : _gl.BACK );
		_state.setDepthTest( true );

		// save the existing viewport so it can be restored later
		_renderer.getViewport( _vector4 );

		// render depth map

		for ( var i = 0, il = _lights.length; i < il; i ++ ) {

			var light = _lights[ i ];

			if ( light.castShadow === true ) {

				var shadow = light.shadow;
				var shadowCamera = shadow.camera;
				var shadowMapSize = shadow.mapSize;

				if ( light instanceof THREE.PointLight ) {

					faceCount = 6;
					isPointLight = true;

					var vpWidth = shadowMapSize.x / 4.0;
					var vpHeight = shadowMapSize.y / 2.0;

					// These viewports map a cube-map onto a 2D texture with the
					// following orientation:
					//
					//  xzXZ
					//   y Y
					//
					// X - Positive x direction
					// x - Negative x direction
					// Y - Positive y direction
					// y - Negative y direction
					// Z - Positive z direction
					// z - Negative z direction

					// positive X
					cube2DViewPorts[ 0 ].set( vpWidth * 2, vpHeight, vpWidth, vpHeight );
					// negative X
					cube2DViewPorts[ 1 ].set( 0, vpHeight, vpWidth, vpHeight );
					// positive Z
					cube2DViewPorts[ 2 ].set( vpWidth * 3, vpHeight, vpWidth, vpHeight );
					// negative Z
					cube2DViewPorts[ 3 ].set( vpWidth, vpHeight, vpWidth, vpHeight );
					// positive Y
					cube2DViewPorts[ 4 ].set( vpWidth * 3, 0, vpWidth, vpHeight );
					// negative Y
					cube2DViewPorts[ 5 ].set( vpWidth, 0, vpWidth, vpHeight );

				} else {

					faceCount = 1;
					isPointLight = false;

				}

				if ( shadow.map === null ) {

					var shadowFilter = THREE.LinearFilter;

					if ( scope.type === THREE.PCFSoftShadowMap ) {

						shadowFilter = THREE.NearestFilter;

					}

					var pars = { minFilter: shadowFilter, magFilter: shadowFilter, format: THREE.RGBAFormat };

					shadow.map = new THREE.WebGLRenderTarget( shadowMapSize.x, shadowMapSize.y, pars );
					shadow.matrix = new THREE.Matrix4();

					//

					if ( light instanceof THREE.SpotLight ) {

						shadowCamera.aspect = shadowMapSize.x / shadowMapSize.y;

					}

					shadowCamera.updateProjectionMatrix();

				}

				var shadowMap = shadow.map;
				var shadowMatrix = shadow.matrix;

				_lightPositionWorld.setFromMatrixPosition( light.matrixWorld );
				shadowCamera.position.copy( _lightPositionWorld );

				_renderer.setRenderTarget( shadowMap );
				_renderer.clear();

				// render shadow map for each cube face (if omni-directional) or
				// run a single pass if not

				for ( var face = 0; face < faceCount; face ++ ) {

					if ( isPointLight ) {

						_lookTarget.copy( shadowCamera.position );
						_lookTarget.add( cubeDirections[ face ] );
						shadowCamera.up.copy( cubeUps[ face ] );
						shadowCamera.lookAt( _lookTarget );
						var vpDimensions = cube2DViewPorts[ face ];
						_renderer.setViewport( vpDimensions.x, vpDimensions.y, vpDimensions.z, vpDimensions.w );

					} else {

						_lookTarget.setFromMatrixPosition( light.target.matrixWorld );
						shadowCamera.lookAt( _lookTarget );

					}

					shadowCamera.updateMatrixWorld();
					shadowCamera.matrixWorldInverse.getInverse( shadowCamera.matrixWorld );

					// compute shadow matrix

					shadowMatrix.set(
						0.5, 0.0, 0.0, 0.5,
						0.0, 0.5, 0.0, 0.5,
						0.0, 0.0, 0.5, 0.5,
						0.0, 0.0, 0.0, 1.0
					);

					shadowMatrix.multiply( shadowCamera.projectionMatrix );
					shadowMatrix.multiply( shadowCamera.matrixWorldInverse );

					// update camera matrices and frustum

					_projScreenMatrix.multiplyMatrices( shadowCamera.projectionMatrix, shadowCamera.matrixWorldInverse );
					_frustum.setFromMatrix( _projScreenMatrix );

					// set object matrices & frustum culling

					_renderList.length = 0;

					projectObject( scene, shadowCamera );

					// render shadow map
					// render regular objects

					for ( var j = 0, jl = _renderList.length; j < jl; j ++ ) {

						var object = _renderList[ j ];
						var geometry = _objects.update( object );
						var material = object.material;

						if ( material instanceof THREE.MeshFaceMaterial ) {

							var groups = geometry.groups;
							var materials = material.materials;

							for ( var k = 0, kl = groups.length; k < kl; k ++ ) {

								var group = groups[ k ];
								var groupMaterial = materials[ group.materialIndex ];

								if ( groupMaterial.visible === true ) {

									var depthMaterial = getDepthMaterial( object, groupMaterial, isPointLight, _lightPositionWorld );
									_renderer.renderBufferDirect( shadowCamera, _lights, null, geometry, depthMaterial, object, group );

								}

							}

						} else {

							var depthMaterial = getDepthMaterial( object, material, isPointLight, _lightPositionWorld );
							_renderer.renderBufferDirect( shadowCamera, _lights, null, geometry, depthMaterial, object, null );

						}

					}

				}

				// We must call _renderer.resetGLState() at the end of each iteration of
				// the light loop in order to force material updates for each light.
				_renderer.resetGLState();

			}

		}

		_renderer.setViewport( _vector4.x, _vector4.y, _vector4.z, _vector4.w );

		// Restore GL state.
		var clearColor = _renderer.getClearColor(),
		clearAlpha = _renderer.getClearAlpha();
		_renderer.setClearColor( clearColor, clearAlpha );
		_state.enable( _gl.BLEND );

		if ( scope.cullFace === THREE.CullFaceFront ) {

			_gl.cullFace( _gl.BACK );

		}

		_renderer.resetGLState();

		scope.needsUpdate = false;

	};

	function getDepthMaterial( object, material, isPointLight, lightPositionWorld ) {

		var geometry = object.geometry;

		var newMaterial = null;

		var materialVariants = _depthMaterials;
		var customMaterial = object.customDepthMaterial;

		if ( isPointLight ) {

			materialVariants = _distanceMaterials;
			customMaterial = object.customDistanceMaterial;

		}

		if ( ! customMaterial ) {

			var useMorphing = geometry.morphTargets !== undefined &&
					geometry.morphTargets.length > 0 && material.morphTargets;

			var useSkinning = object instanceof THREE.SkinnedMesh && material.skinning;

			var variantIndex = 0;

			if ( useMorphing ) variantIndex |= _MorphingFlag;
			if ( useSkinning ) variantIndex |= _SkinningFlag;

			newMaterial = materialVariants[ variantIndex ];

		} else {

			newMaterial = customMaterial;

		}

		newMaterial.visible = material.visible;
		newMaterial.wireframe = material.wireframe;
		newMaterial.wireframeLinewidth = material.wireframeLinewidth;

		if ( isPointLight && newMaterial.uniforms.lightPos !== undefined ) {

			newMaterial.uniforms.lightPos.value.copy( lightPositionWorld );

		}

		return newMaterial;

	}

	function projectObject( object, camera ) {

		if ( object.visible === false ) return;

		if ( object instanceof THREE.Mesh || object instanceof THREE.Line || object instanceof THREE.Points ) {

			if ( object.castShadow && ( object.frustumCulled === false || _frustum.intersectsObject( object ) === true ) ) {

				var material = object.material;

				if ( material.visible === true ) {

					object.modelViewMatrix.multiplyMatrices( camera.matrixWorldInverse, object.matrixWorld );
					_renderList.push( object );

				}

			}

		}

		var children = object.children;

		for ( var i = 0, l = children.length; i < l; i ++ ) {

			projectObject( children[ i ], camera );

		}

	}

};

// File:src/renderers/webgl/WebGLState.js

/**
* @author mrdoob / http://mrdoob.com/
*/

THREE.WebGLState = function ( gl, extensions, paramThreeToGL ) {

	var _this = this;

	var newAttributes = new Uint8Array( 16 );
	var enabledAttributes = new Uint8Array( 16 );
	var attributeDivisors = new Uint8Array( 16 );

	var capabilities = {};

	var compressedTextureFormats = null;

	var currentBlending = null;
	var currentBlendEquation = null;
	var currentBlendSrc = null;
	var currentBlendDst = null;
	var currentBlendEquationAlpha = null;
	var currentBlendSrcAlpha = null;
	var currentBlendDstAlpha = null;

	var currentDepthFunc = null;
	var currentDepthWrite = null;

	var currentColorWrite = null;

	var currentFlipSided = null;

	var currentLineWidth = null;

	var currentPolygonOffsetFactor = null;
	var currentPolygonOffsetUnits = null;

	var maxTextures = gl.getParameter( gl.MAX_TEXTURE_IMAGE_UNITS );

	var currentTextureSlot = undefined;
	var currentBoundTextures = {};

	this.init = function () {

		gl.clearColor( 0, 0, 0, 1 );
		gl.clearDepth( 1 );
		gl.clearStencil( 0 );

		this.enable( gl.DEPTH_TEST );
		gl.depthFunc( gl.LEQUAL );

		gl.frontFace( gl.CCW );
		gl.cullFace( gl.BACK );
		this.enable( gl.CULL_FACE );

		this.enable( gl.BLEND );
		gl.blendEquation( gl.FUNC_ADD );
		gl.blendFunc( gl.SRC_ALPHA, gl.ONE_MINUS_SRC_ALPHA );

	};

	this.initAttributes = function () {

		for ( var i = 0, l = newAttributes.length; i < l; i ++ ) {

			newAttributes[ i ] = 0;

		}

	};

	this.enableAttribute = function ( attribute ) {

		newAttributes[ attribute ] = 1;

		if ( enabledAttributes[ attribute ] === 0 ) {

			gl.enableVertexAttribArray( attribute );
			enabledAttributes[ attribute ] = 1;

		}

		if ( attributeDivisors[ attribute ] !== 0 ) {

			var extension = extensions.get( 'ANGLE_instanced_arrays' );

			extension.vertexAttribDivisorANGLE( attribute, 0 );
			attributeDivisors[ attribute ] = 0;

		}

	};

	this.enableAttributeAndDivisor = function ( attribute, meshPerAttribute, extension ) {

		newAttributes[ attribute ] = 1;

		if ( enabledAttributes[ attribute ] === 0 ) {

			gl.enableVertexAttribArray( attribute );
			enabledAttributes[ attribute ] = 1;

		}

		if ( attributeDivisors[ attribute ] !== meshPerAttribute ) {

			extension.vertexAttribDivisorANGLE( attribute, meshPerAttribute );
			attributeDivisors[ attribute ] = meshPerAttribute;

		}

	};

	this.disableUnusedAttributes = function () {

		for ( var i = 0, l = enabledAttributes.length; i < l; i ++ ) {

			if ( enabledAttributes[ i ] !== newAttributes[ i ] ) {

				gl.disableVertexAttribArray( i );
				enabledAttributes[ i ] = 0;

			}

		}

	};

	this.enable = function ( id ) {

		if ( capabilities[ id ] !== true ) {

			gl.enable( id );
			capabilities[ id ] = true;

		}

	};

	this.disable = function ( id ) {

		if ( capabilities[ id ] !== false ) {

			gl.disable( id );
			capabilities[ id ] = false;

		}

	};

	this.getCompressedTextureFormats = function () {

		if ( compressedTextureFormats === null ) {

			compressedTextureFormats = [];

			if ( extensions.get( 'WEBGL_compressed_texture_pvrtc' ) ||
			     extensions.get( 'WEBGL_compressed_texture_s3tc' ) ) {

				var formats = gl.getParameter( gl.COMPRESSED_TEXTURE_FORMATS );

				for ( var i = 0; i < formats.length; i ++ ) {

					compressedTextureFormats.push( formats[ i ] );

				}

			}

		}

		return compressedTextureFormats;

	};

	this.setBlending = function ( blending, blendEquation, blendSrc, blendDst, blendEquationAlpha, blendSrcAlpha, blendDstAlpha ) {

		if ( blending !== currentBlending ) {

			if ( blending === THREE.NoBlending ) {

				this.disable( gl.BLEND );

			} else if ( blending === THREE.AdditiveBlending ) {

				this.enable( gl.BLEND );
				gl.blendEquation( gl.FUNC_ADD );
				gl.blendFunc( gl.SRC_ALPHA, gl.ONE );

			} else if ( blending === THREE.SubtractiveBlending ) {

				// TODO: Find blendFuncSeparate() combination

				this.enable( gl.BLEND );
				gl.blendEquation( gl.FUNC_ADD );
				gl.blendFunc( gl.ZERO, gl.ONE_MINUS_SRC_COLOR );

			} else if ( blending === THREE.MultiplyBlending ) {

				// TODO: Find blendFuncSeparate() combination

				this.enable( gl.BLEND );
				gl.blendEquation( gl.FUNC_ADD );
				gl.blendFunc( gl.ZERO, gl.SRC_COLOR );

			} else if ( blending === THREE.CustomBlending ) {

				this.enable( gl.BLEND );

			} else {

				this.enable( gl.BLEND );
				gl.blendEquationSeparate( gl.FUNC_ADD, gl.FUNC_ADD );
				gl.blendFuncSeparate( gl.SRC_ALPHA, gl.ONE_MINUS_SRC_ALPHA, gl.ONE, gl.ONE_MINUS_SRC_ALPHA );

			}

			currentBlending = blending;

		}

		if ( blending === THREE.CustomBlending ) {

			blendEquationAlpha = blendEquationAlpha || blendEquation;
			blendSrcAlpha = blendSrcAlpha || blendSrc;
			blendDstAlpha = blendDstAlpha || blendDst;

			if ( blendEquation !== currentBlendEquation || blendEquationAlpha !== currentBlendEquationAlpha ) {

				gl.blendEquationSeparate( paramThreeToGL( blendEquation ), paramThreeToGL( blendEquationAlpha ) );

				currentBlendEquation = blendEquation;
				currentBlendEquationAlpha = blendEquationAlpha;

			}

			if ( blendSrc !== currentBlendSrc || blendDst !== currentBlendDst || blendSrcAlpha !== currentBlendSrcAlpha || blendDstAlpha !== currentBlendDstAlpha ) {

				gl.blendFuncSeparate( paramThreeToGL( blendSrc ), paramThreeToGL( blendDst ), paramThreeToGL( blendSrcAlpha ), paramThreeToGL( blendDstAlpha ) );

				currentBlendSrc = blendSrc;
				currentBlendDst = blendDst;
				currentBlendSrcAlpha = blendSrcAlpha;
				currentBlendDstAlpha = blendDstAlpha;

			}

		} else {

			currentBlendEquation = null;
			currentBlendSrc = null;
			currentBlendDst = null;
			currentBlendEquationAlpha = null;
			currentBlendSrcAlpha = null;
			currentBlendDstAlpha = null;

		}

	};

	this.setDepthFunc = function ( depthFunc ) {

		if ( currentDepthFunc !== depthFunc ) {

			if ( depthFunc ) {

				switch ( depthFunc ) {

					case THREE.NeverDepth:

						gl.depthFunc( gl.NEVER );
						break;

					case THREE.AlwaysDepth:

						gl.depthFunc( gl.ALWAYS );
						break;

					case THREE.LessDepth:

						gl.depthFunc( gl.LESS );
						break;

					case THREE.LessEqualDepth:

						gl.depthFunc( gl.LEQUAL );
						break;

					case THREE.EqualDepth:

						gl.depthFunc( gl.EQUAL );
						break;

					case THREE.GreaterEqualDepth:

						gl.depthFunc( gl.GEQUAL );
						break;

					case THREE.GreaterDepth:

						gl.depthFunc( gl.GREATER );
						break;

					case THREE.NotEqualDepth:

						gl.depthFunc( gl.NOTEQUAL );
						break;

					default:

						gl.depthFunc( gl.LEQUAL );

				}

			} else {

				gl.depthFunc( gl.LEQUAL );

			}

			currentDepthFunc = depthFunc;

		}

	};

	this.setDepthTest = function ( depthTest ) {

		if ( depthTest ) {

			this.enable( gl.DEPTH_TEST );

		} else {

			this.disable( gl.DEPTH_TEST );

		}

	};

	this.setDepthWrite = function ( depthWrite ) {

		if ( currentDepthWrite !== depthWrite ) {

			gl.depthMask( depthWrite );
			currentDepthWrite = depthWrite;

		}

	};

	this.setColorWrite = function ( colorWrite ) {

		if ( currentColorWrite !== colorWrite ) {

			gl.colorMask( colorWrite, colorWrite, colorWrite, colorWrite );
			currentColorWrite = colorWrite;

		}

	};

	this.setFlipSided = function ( flipSided ) {

		if ( currentFlipSided !== flipSided ) {

			if ( flipSided ) {

				gl.frontFace( gl.CW );

			} else {

				gl.frontFace( gl.CCW );

			}

			currentFlipSided = flipSided;

		}

	};

	this.setLineWidth = function ( width ) {

		if ( width !== currentLineWidth ) {

			gl.lineWidth( width );

			currentLineWidth = width;

		}

	};

	this.setPolygonOffset = function ( polygonOffset, factor, units ) {

		if ( polygonOffset ) {

			this.enable( gl.POLYGON_OFFSET_FILL );

		} else {

			this.disable( gl.POLYGON_OFFSET_FILL );

		}

		if ( polygonOffset && ( currentPolygonOffsetFactor !== factor || currentPolygonOffsetUnits !== units ) ) {

			gl.polygonOffset( factor, units );

			currentPolygonOffsetFactor = factor;
			currentPolygonOffsetUnits = units;

		}

	};

	this.setScissorTest = function ( scissorTest ) {

		if ( scissorTest ) {

			this.enable( gl.SCISSOR_TEST );

		} else {

			this.disable( gl.SCISSOR_TEST );

		}

	};

	// texture

	this.activeTexture = function ( webglSlot ) {

		if ( webglSlot === undefined ) webglSlot = gl.TEXTURE0 + maxTextures - 1;

		if ( currentTextureSlot !== webglSlot ) {

			gl.activeTexture( webglSlot );
			currentTextureSlot = webglSlot;

		}

	}

	this.bindTexture = function ( webglType, webglTexture ) {

		if ( currentTextureSlot === undefined ) {

			_this.activeTexture();

		}

		var boundTexture = currentBoundTextures[ currentTextureSlot ];

		if ( boundTexture === undefined ) {

			boundTexture = { type: undefined, texture: undefined };
			currentBoundTextures[ currentTextureSlot ] = boundTexture;

		}

		if ( boundTexture.type !== webglType || boundTexture.texture !== webglTexture ) {

			gl.bindTexture( webglType, webglTexture );

			boundTexture.type = webglType;
			boundTexture.texture = webglTexture;

		}

	};

	this.compressedTexImage2D = function () {

		try {

			gl.compressedTexImage2D.apply( gl, arguments );

		} catch ( error ) {

			console.error( error );

		}

	};

	this.texImage2D = function () {

		try {

			gl.texImage2D.apply( gl, arguments );

		} catch ( error ) {

			console.error( error );

		}

	};

	//

	this.reset = function () {

		for ( var i = 0; i < enabledAttributes.length; i ++ ) {

			if ( enabledAttributes[ i ] === 1 ) {

				gl.disableVertexAttribArray( i );
				enabledAttributes[ i ] = 0;

			}

		}

		capabilities = {};

		compressedTextureFormats = null;

		currentBlending = null;

		currentDepthWrite = null;
		currentColorWrite = null;

		currentFlipSided = null;

	};

};

// File:src/renderers/webgl/plugins/LensFlarePlugin.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.LensFlarePlugin = function ( renderer, flares ) {

	var gl = renderer.context;
	var state = renderer.state;

	var vertexBuffer, elementBuffer;
	var program, attributes, uniforms;
	var hasVertexTexture;

	var tempTexture, occlusionTexture;

	function init() {

		var vertices = new Float32Array( [
			- 1, - 1,  0, 0,
			 1, - 1,  1, 0,
			 1,  1,  1, 1,
			- 1,  1,  0, 1
		] );

		var faces = new Uint16Array( [
			0, 1, 2,
			0, 2, 3
		] );

		// buffers

		vertexBuffer     = gl.createBuffer();
		elementBuffer    = gl.createBuffer();

		gl.bindBuffer( gl.ARRAY_BUFFER, vertexBuffer );
		gl.bufferData( gl.ARRAY_BUFFER, vertices, gl.STATIC_DRAW );

		gl.bindBuffer( gl.ELEMENT_ARRAY_BUFFER, elementBuffer );
		gl.bufferData( gl.ELEMENT_ARRAY_BUFFER, faces, gl.STATIC_DRAW );

		// textures

		tempTexture      = gl.createTexture();
		occlusionTexture = gl.createTexture();

		state.bindTexture( gl.TEXTURE_2D, tempTexture );
		gl.texImage2D( gl.TEXTURE_2D, 0, gl.RGB, 16, 16, 0, gl.RGB, gl.UNSIGNED_BYTE, null );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST );

		state.bindTexture( gl.TEXTURE_2D, occlusionTexture );
		gl.texImage2D( gl.TEXTURE_2D, 0, gl.RGBA, 16, 16, 0, gl.RGBA, gl.UNSIGNED_BYTE, null );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST );
		gl.texParameteri( gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST );

		hasVertexTexture = gl.getParameter( gl.MAX_VERTEX_TEXTURE_IMAGE_UNITS ) > 0;

		var shader;

		if ( hasVertexTexture ) {

			shader = {

				vertexShader: [

					"uniform lowp int renderType;",

					"uniform vec3 screenPosition;",
					"uniform vec2 scale;",
					"uniform float rotation;",

					"uniform sampler2D occlusionMap;",

					"attribute vec2 position;",
					"attribute vec2 uv;",

					"varying vec2 vUV;",
					"varying float vVisibility;",

					"void main() {",

						"vUV = uv;",

						"vec2 pos = position;",

						"if ( renderType == 2 ) {",

							"vec4 visibility = texture2D( occlusionMap, vec2( 0.1, 0.1 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.5, 0.1 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.9, 0.1 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.9, 0.5 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.9, 0.9 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.5, 0.9 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.1, 0.9 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.1, 0.5 ) );",
							"visibility += texture2D( occlusionMap, vec2( 0.5, 0.5 ) );",

							"vVisibility =        visibility.r / 9.0;",
							"vVisibility *= 1.0 - visibility.g / 9.0;",
							"vVisibility *=       visibility.b / 9.0;",
							"vVisibility *= 1.0 - visibility.a / 9.0;",

							"pos.x = cos( rotation ) * position.x - sin( rotation ) * position.y;",
							"pos.y = sin( rotation ) * position.x + cos( rotation ) * position.y;",

						"}",

						"gl_Position = vec4( ( pos * scale + screenPosition.xy ).xy, screenPosition.z, 1.0 );",

					"}"

				].join( "\n" ),

				fragmentShader: [

					"uniform lowp int renderType;",

					"uniform sampler2D map;",
					"uniform float opacity;",
					"uniform vec3 color;",

					"varying vec2 vUV;",
					"varying float vVisibility;",

					"void main() {",

						// pink square

						"if ( renderType == 0 ) {",

							"gl_FragColor = vec4( 1.0, 0.0, 1.0, 0.0 );",

						// restore

						"} else if ( renderType == 1 ) {",

							"gl_FragColor = texture2D( map, vUV );",

						// flare

						"} else {",

							"vec4 texture = texture2D( map, vUV );",
							"texture.a *= opacity * vVisibility;",
							"gl_FragColor = texture;",
							"gl_FragColor.rgb *= color;",

						"}",

					"}"

				].join( "\n" )

			};

		} else {

			shader = {

				vertexShader: [

					"uniform lowp int renderType;",

					"uniform vec3 screenPosition;",
					"uniform vec2 scale;",
					"uniform float rotation;",

					"attribute vec2 position;",
					"attribute vec2 uv;",

					"varying vec2 vUV;",

					"void main() {",

						"vUV = uv;",

						"vec2 pos = position;",

						"if ( renderType == 2 ) {",

							"pos.x = cos( rotation ) * position.x - sin( rotation ) * position.y;",
							"pos.y = sin( rotation ) * position.x + cos( rotation ) * position.y;",

						"}",

						"gl_Position = vec4( ( pos * scale + screenPosition.xy ).xy, screenPosition.z, 1.0 );",

					"}"

				].join( "\n" ),

				fragmentShader: [

					"precision mediump float;",

					"uniform lowp int renderType;",

					"uniform sampler2D map;",
					"uniform sampler2D occlusionMap;",
					"uniform float opacity;",
					"uniform vec3 color;",

					"varying vec2 vUV;",

					"void main() {",

						// pink square

						"if ( renderType == 0 ) {",

							"gl_FragColor = vec4( texture2D( map, vUV ).rgb, 0.0 );",

						// restore

						"} else if ( renderType == 1 ) {",

							"gl_FragColor = texture2D( map, vUV );",

						// flare

						"} else {",

							"float visibility = texture2D( occlusionMap, vec2( 0.5, 0.1 ) ).a;",
							"visibility += texture2D( occlusionMap, vec2( 0.9, 0.5 ) ).a;",
							"visibility += texture2D( occlusionMap, vec2( 0.5, 0.9 ) ).a;",
							"visibility += texture2D( occlusionMap, vec2( 0.1, 0.5 ) ).a;",
							"visibility = ( 1.0 - visibility / 4.0 );",

							"vec4 texture = texture2D( map, vUV );",
							"texture.a *= opacity * visibility;",
							"gl_FragColor = texture;",
							"gl_FragColor.rgb *= color;",

						"}",

					"}"

				].join( "\n" )

			};

		}

		program = createProgram( shader );

		attributes = {
			vertex: gl.getAttribLocation ( program, "position" ),
			uv:     gl.getAttribLocation ( program, "uv" )
		};

		uniforms = {
			renderType:     gl.getUniformLocation( program, "renderType" ),
			map:            gl.getUniformLocation( program, "map" ),
			occlusionMap:   gl.getUniformLocation( program, "occlusionMap" ),
			opacity:        gl.getUniformLocation( program, "opacity" ),
			color:          gl.getUniformLocation( program, "color" ),
			scale:          gl.getUniformLocation( program, "scale" ),
			rotation:       gl.getUniformLocation( program, "rotation" ),
			screenPosition: gl.getUniformLocation( program, "screenPosition" )
		};

	}

	/*
	 * Render lens flares
	 * Method: renders 16x16 0xff00ff-colored points scattered over the light source area,
	 *         reads these back and calculates occlusion.
	 */

	this.render = function ( scene, camera, viewportWidth, viewportHeight ) {

		if ( flares.length === 0 ) return;

		var tempPosition = new THREE.Vector3();

		var invAspect = viewportHeight / viewportWidth,
			halfViewportWidth = viewportWidth * 0.5,
			halfViewportHeight = viewportHeight * 0.5;

		var size = 16 / viewportHeight,
			scale = new THREE.Vector2( size * invAspect, size );

		var screenPosition = new THREE.Vector3( 1, 1, 0 ),
			screenPositionPixels = new THREE.Vector2( 1, 1 );

		if ( program === undefined ) {

			init();

		}

		gl.useProgram( program );

		state.initAttributes();
		state.enableAttribute( attributes.vertex );
		state.enableAttribute( attributes.uv );
		state.disableUnusedAttributes();

		// loop through all lens flares to update their occlusion and positions
		// setup gl and common used attribs/uniforms

		gl.uniform1i( uniforms.occlusionMap, 0 );
		gl.uniform1i( uniforms.map, 1 );

		gl.bindBuffer( gl.ARRAY_BUFFER, vertexBuffer );
		gl.vertexAttribPointer( attributes.vertex, 2, gl.FLOAT, false, 2 * 8, 0 );
		gl.vertexAttribPointer( attributes.uv, 2, gl.FLOAT, false, 2 * 8, 8 );

		gl.bindBuffer( gl.ELEMENT_ARRAY_BUFFER, elementBuffer );

		state.disable( gl.CULL_FACE );
		gl.depthMask( false );

		for ( var i = 0, l = flares.length; i < l; i ++ ) {

			size = 16 / viewportHeight;
			scale.set( size * invAspect, size );

			// calc object screen position

			var flare = flares[ i ];

			tempPosition.set( flare.matrixWorld.elements[ 12 ], flare.matrixWorld.elements[ 13 ], flare.matrixWorld.elements[ 14 ] );

			tempPosition.applyMatrix4( camera.matrixWorldInverse );
			tempPosition.applyProjection( camera.projectionMatrix );

			// setup arrays for gl programs

			screenPosition.copy( tempPosition );

			screenPositionPixels.x = screenPosition.x * halfViewportWidth + halfViewportWidth;
			screenPositionPixels.y = screenPosition.y * halfViewportHeight + halfViewportHeight;

			// screen cull

			if ( hasVertexTexture || (
				screenPositionPixels.x > 0 &&
				screenPositionPixels.x < viewportWidth &&
				screenPositionPixels.y > 0 &&
				screenPositionPixels.y < viewportHeight ) ) {

				// save current RGB to temp texture

				state.activeTexture( gl.TEXTURE0 );
				state.bindTexture( gl.TEXTURE_2D, null );
				state.activeTexture( gl.TEXTURE1 );
				state.bindTexture( gl.TEXTURE_2D, tempTexture );
				gl.copyTexImage2D( gl.TEXTURE_2D, 0, gl.RGB, screenPositionPixels.x - 8, screenPositionPixels.y - 8, 16, 16, 0 );


				// render pink quad

				gl.uniform1i( uniforms.renderType, 0 );
				gl.uniform2f( uniforms.scale, scale.x, scale.y );
				gl.uniform3f( uniforms.screenPosition, screenPosition.x, screenPosition.y, screenPosition.z );

				state.disable( gl.BLEND );
				state.enable( gl.DEPTH_TEST );

				gl.drawElements( gl.TRIANGLES, 6, gl.UNSIGNED_SHORT, 0 );


				// copy result to occlusionMap

				state.activeTexture( gl.TEXTURE0 );
				state.bindTexture( gl.TEXTURE_2D, occlusionTexture );
				gl.copyTexImage2D( gl.TEXTURE_2D, 0, gl.RGBA, screenPositionPixels.x - 8, screenPositionPixels.y - 8, 16, 16, 0 );


				// restore graphics

				gl.uniform1i( uniforms.renderType, 1 );
				state.disable( gl.DEPTH_TEST );

				state.activeTexture( gl.TEXTURE1 );
				state.bindTexture( gl.TEXTURE_2D, tempTexture );
				gl.drawElements( gl.TRIANGLES, 6, gl.UNSIGNED_SHORT, 0 );


				// update object positions

				flare.positionScreen.copy( screenPosition );

				if ( flare.customUpdateCallback ) {

					flare.customUpdateCallback( flare );

				} else {

					flare.updateLensFlares();

				}

				// render flares

				gl.uniform1i( uniforms.renderType, 2 );
				state.enable( gl.BLEND );

				for ( var j = 0, jl = flare.lensFlares.length; j < jl; j ++ ) {

					var sprite = flare.lensFlares[ j ];

					if ( sprite.opacity > 0.001 && sprite.scale > 0.001 ) {

						screenPosition.x = sprite.x;
						screenPosition.y = sprite.y;
						screenPosition.z = sprite.z;

						size = sprite.size * sprite.scale / viewportHeight;

						scale.x = size * invAspect;
						scale.y = size;

						gl.uniform3f( uniforms.screenPosition, screenPosition.x, screenPosition.y, screenPosition.z );
						gl.uniform2f( uniforms.scale, scale.x, scale.y );
						gl.uniform1f( uniforms.rotation, sprite.rotation );

						gl.uniform1f( uniforms.opacity, sprite.opacity );
						gl.uniform3f( uniforms.color, sprite.color.r, sprite.color.g, sprite.color.b );

						state.setBlending( sprite.blending, sprite.blendEquation, sprite.blendSrc, sprite.blendDst );
						renderer.setTexture( sprite.texture, 1 );

						gl.drawElements( gl.TRIANGLES, 6, gl.UNSIGNED_SHORT, 0 );

					}

				}

			}

		}

		// restore gl

		state.enable( gl.CULL_FACE );
		state.enable( gl.DEPTH_TEST );
		gl.depthMask( true );

		renderer.resetGLState();

	};

	function createProgram ( shader ) {

		var program = gl.createProgram();

		var fragmentShader = gl.createShader( gl.FRAGMENT_SHADER );
		var vertexShader = gl.createShader( gl.VERTEX_SHADER );

		var prefix = "precision " + renderer.getPrecision() + " float;\n";

		gl.shaderSource( fragmentShader, prefix + shader.fragmentShader );
		gl.shaderSource( vertexShader, prefix + shader.vertexShader );

		gl.compileShader( fragmentShader );
		gl.compileShader( vertexShader );

		gl.attachShader( program, fragmentShader );
		gl.attachShader( program, vertexShader );

		gl.linkProgram( program );

		return program;

	}

};

// File:src/renderers/webgl/plugins/SpritePlugin.js

/**
 * @author mikael emtinger / http://gomo.se/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.SpritePlugin = function ( renderer, sprites ) {

	var gl = renderer.context;
	var state = renderer.state;

	var vertexBuffer, elementBuffer;
	var program, attributes, uniforms;

	var texture;

	// decompose matrixWorld

	var spritePosition = new THREE.Vector3();
	var spriteRotation = new THREE.Quaternion();
	var spriteScale = new THREE.Vector3();

	function init() {

		var vertices = new Float32Array( [
			- 0.5, - 0.5,  0, 0,
			  0.5, - 0.5,  1, 0,
			  0.5,   0.5,  1, 1,
			- 0.5,   0.5,  0, 1
		] );

		var faces = new Uint16Array( [
			0, 1, 2,
			0, 2, 3
		] );

		vertexBuffer  = gl.createBuffer();
		elementBuffer = gl.createBuffer();

		gl.bindBuffer( gl.ARRAY_BUFFER, vertexBuffer );
		gl.bufferData( gl.ARRAY_BUFFER, vertices, gl.STATIC_DRAW );

		gl.bindBuffer( gl.ELEMENT_ARRAY_BUFFER, elementBuffer );
		gl.bufferData( gl.ELEMENT_ARRAY_BUFFER, faces, gl.STATIC_DRAW );

		program = createProgram();

		attributes = {
			position:			gl.getAttribLocation ( program, 'position' ),
			uv:					gl.getAttribLocation ( program, 'uv' )
		};

		uniforms = {
			uvOffset:			gl.getUniformLocation( program, 'uvOffset' ),
			uvScale:			gl.getUniformLocation( program, 'uvScale' ),

			rotation:			gl.getUniformLocation( program, 'rotation' ),
			scale:				gl.getUniformLocation( program, 'scale' ),

			color:				gl.getUniformLocation( program, 'color' ),
			map:				gl.getUniformLocation( program, 'map' ),
			opacity:			gl.getUniformLocation( program, 'opacity' ),

			modelViewMatrix: 	gl.getUniformLocation( program, 'modelViewMatrix' ),
			projectionMatrix:	gl.getUniformLocation( program, 'projectionMatrix' ),

			fogType:			gl.getUniformLocation( program, 'fogType' ),
			fogDensity:			gl.getUniformLocation( program, 'fogDensity' ),
			fogNear:			gl.getUniformLocation( program, 'fogNear' ),
			fogFar:				gl.getUniformLocation( program, 'fogFar' ),
			fogColor:			gl.getUniformLocation( program, 'fogColor' ),

			alphaTest:			gl.getUniformLocation( program, 'alphaTest' )
		};

		var canvas = document.createElement( 'canvas' );
		canvas.width = 8;
		canvas.height = 8;

		var context = canvas.getContext( '2d' );
		context.fillStyle = 'white';
		context.fillRect( 0, 0, 8, 8 );

		texture = new THREE.Texture( canvas );
		texture.needsUpdate = true;

	}

	this.render = function ( scene, camera ) {

		if ( sprites.length === 0 ) return;

		// setup gl

		if ( program === undefined ) {

			init();

		}

		gl.useProgram( program );

		state.initAttributes();
		state.enableAttribute( attributes.position );
		state.enableAttribute( attributes.uv );
		state.disableUnusedAttributes();

		state.disable( gl.CULL_FACE );
		state.enable( gl.BLEND );

		gl.bindBuffer( gl.ARRAY_BUFFER, vertexBuffer );
		gl.vertexAttribPointer( attributes.position, 2, gl.FLOAT, false, 2 * 8, 0 );
		gl.vertexAttribPointer( attributes.uv, 2, gl.FLOAT, false, 2 * 8, 8 );

		gl.bindBuffer( gl.ELEMENT_ARRAY_BUFFER, elementBuffer );

		gl.uniformMatrix4fv( uniforms.projectionMatrix, false, camera.projectionMatrix.elements );

		state.activeTexture( gl.TEXTURE0 );
		gl.uniform1i( uniforms.map, 0 );

		var oldFogType = 0;
		var sceneFogType = 0;
		var fog = scene.fog;

		if ( fog ) {

			gl.uniform3f( uniforms.fogColor, fog.color.r, fog.color.g, fog.color.b );

			if ( fog instanceof THREE.Fog ) {

				gl.uniform1f( uniforms.fogNear, fog.near );
				gl.uniform1f( uniforms.fogFar, fog.far );

				gl.uniform1i( uniforms.fogType, 1 );
				oldFogType = 1;
				sceneFogType = 1;

			} else if ( fog instanceof THREE.FogExp2 ) {

				gl.uniform1f( uniforms.fogDensity, fog.density );

				gl.uniform1i( uniforms.fogType, 2 );
				oldFogType = 2;
				sceneFogType = 2;

			}

		} else {

			gl.uniform1i( uniforms.fogType, 0 );
			oldFogType = 0;
			sceneFogType = 0;

		}


		// update positions and sort

		for ( var i = 0, l = sprites.length; i < l; i ++ ) {

			var sprite = sprites[ i ];

			sprite.modelViewMatrix.multiplyMatrices( camera.matrixWorldInverse, sprite.matrixWorld );
			sprite.z = - sprite.modelViewMatrix.elements[ 14 ];

		}

		sprites.sort( painterSortStable );

		// render all sprites

		var scale = [];

		for ( var i = 0, l = sprites.length; i < l; i ++ ) {

			var sprite = sprites[ i ];
			var material = sprite.material;

			gl.uniform1f( uniforms.alphaTest, material.alphaTest );
			gl.uniformMatrix4fv( uniforms.modelViewMatrix, false, sprite.modelViewMatrix.elements );

			sprite.matrixWorld.decompose( spritePosition, spriteRotation, spriteScale );

			scale[ 0 ] = spriteScale.x;
			scale[ 1 ] = spriteScale.y;

			var fogType = 0;

			if ( scene.fog && material.fog ) {

				fogType = sceneFogType;

			}

			if ( oldFogType !== fogType ) {

				gl.uniform1i( uniforms.fogType, fogType );
				oldFogType = fogType;

			}

			if ( material.map !== null ) {

				gl.uniform2f( uniforms.uvOffset, material.map.offset.x, material.map.offset.y );
				gl.uniform2f( uniforms.uvScale, material.map.repeat.x, material.map.repeat.y );

			} else {

				gl.uniform2f( uniforms.uvOffset, 0, 0 );
				gl.uniform2f( uniforms.uvScale, 1, 1 );

			}

			gl.uniform1f( uniforms.opacity, material.opacity );
			gl.uniform3f( uniforms.color, material.color.r, material.color.g, material.color.b );

			gl.uniform1f( uniforms.rotation, material.rotation );
			gl.uniform2fv( uniforms.scale, scale );

			state.setBlending( material.blending, material.blendEquation, material.blendSrc, material.blendDst );
			state.setDepthTest( material.depthTest );
			state.setDepthWrite( material.depthWrite );

			if ( material.map && material.map.image && material.map.image.width ) {

				renderer.setTexture( material.map, 0 );

			} else {

				renderer.setTexture( texture, 0 );

			}

			gl.drawElements( gl.TRIANGLES, 6, gl.UNSIGNED_SHORT, 0 );

		}

		// restore gl

		state.enable( gl.CULL_FACE );

		renderer.resetGLState();

	};

	function createProgram () {

		var program = gl.createProgram();

		var vertexShader = gl.createShader( gl.VERTEX_SHADER );
		var fragmentShader = gl.createShader( gl.FRAGMENT_SHADER );

		gl.shaderSource( vertexShader, [

			'precision ' + renderer.getPrecision() + ' float;',

			'uniform mat4 modelViewMatrix;',
			'uniform mat4 projectionMatrix;',
			'uniform float rotation;',
			'uniform vec2 scale;',
			'uniform vec2 uvOffset;',
			'uniform vec2 uvScale;',

			'attribute vec2 position;',
			'attribute vec2 uv;',

			'varying vec2 vUV;',

			'void main() {',

				'vUV = uvOffset + uv * uvScale;',

				'vec2 alignedPosition = position * scale;',

				'vec2 rotatedPosition;',
				'rotatedPosition.x = cos( rotation ) * alignedPosition.x - sin( rotation ) * alignedPosition.y;',
				'rotatedPosition.y = sin( rotation ) * alignedPosition.x + cos( rotation ) * alignedPosition.y;',

				'vec4 finalPosition;',

				'finalPosition = modelViewMatrix * vec4( 0.0, 0.0, 0.0, 1.0 );',
				'finalPosition.xy += rotatedPosition;',
				'finalPosition = projectionMatrix * finalPosition;',

				'gl_Position = finalPosition;',

			'}'

		].join( '\n' ) );

		gl.shaderSource( fragmentShader, [

			'precision ' + renderer.getPrecision() + ' float;',

			'uniform vec3 color;',
			'uniform sampler2D map;',
			'uniform float opacity;',

			'uniform int fogType;',
			'uniform vec3 fogColor;',
			'uniform float fogDensity;',
			'uniform float fogNear;',
			'uniform float fogFar;',
			'uniform float alphaTest;',

			'varying vec2 vUV;',

			'void main() {',

				'vec4 texture = texture2D( map, vUV );',

				'if ( texture.a < alphaTest ) discard;',

				'gl_FragColor = vec4( color * texture.xyz, texture.a * opacity );',

				'if ( fogType > 0 ) {',

					'float depth = gl_FragCoord.z / gl_FragCoord.w;',
					'float fogFactor = 0.0;',

					'if ( fogType == 1 ) {',

						'fogFactor = smoothstep( fogNear, fogFar, depth );',

					'} else {',

						'const float LOG2 = 1.442695;',
						'fogFactor = exp2( - fogDensity * fogDensity * depth * depth * LOG2 );',
						'fogFactor = 1.0 - clamp( fogFactor, 0.0, 1.0 );',

					'}',

					'gl_FragColor = mix( gl_FragColor, vec4( fogColor, gl_FragColor.w ), fogFactor );',

				'}',

			'}'

		].join( '\n' ) );

		gl.compileShader( vertexShader );
		gl.compileShader( fragmentShader );

		gl.attachShader( program, vertexShader );
		gl.attachShader( program, fragmentShader );

		gl.linkProgram( program );

		return program;

	}

	function painterSortStable ( a, b ) {

		if ( a.z !== b.z ) {

			return b.z - a.z;

		} else {

			return b.id - a.id;

		}

	}

};

// File:src/extras/CurveUtils.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 */

THREE.CurveUtils = {

	tangentQuadraticBezier: function ( t, p0, p1, p2 ) {

		return 2 * ( 1 - t ) * ( p1 - p0 ) + 2 * t * ( p2 - p1 );

	},

	// Puay Bing, thanks for helping with this derivative!

	tangentCubicBezier: function ( t, p0, p1, p2, p3 ) {

		return - 3 * p0 * ( 1 - t ) * ( 1 - t )  +
			3 * p1 * ( 1 - t ) * ( 1 - t ) - 6 * t * p1 * ( 1 - t ) +
			6 * t *  p2 * ( 1 - t ) - 3 * t * t * p2 +
			3 * t * t * p3;

	},

	tangentSpline: function ( t, p0, p1, p2, p3 ) {

		// To check if my formulas are correct

		var h00 = 6 * t * t - 6 * t; 	// derived from 2t^3 â�� 3t^2 + 1
		var h10 = 3 * t * t - 4 * t + 1; // t^3 â�� 2t^2 + t
		var h01 = - 6 * t * t + 6 * t; 	// â�� 2t3 + 3t2
		var h11 = 3 * t * t - 2 * t;	// t3 â�� t2

		return h00 + h10 + h01 + h11;

	},

	// Catmull-Rom

	interpolate: function( p0, p1, p2, p3, t ) {

		var v0 = ( p2 - p0 ) * 0.5;
		var v1 = ( p3 - p1 ) * 0.5;
		var t2 = t * t;
		var t3 = t * t2;
		return ( 2 * p1 - 2 * p2 + v0 + v1 ) * t3 + ( - 3 * p1 + 3 * p2 - 2 * v0 - v1 ) * t2 + v0 * t + p1;

	}

};

// File:src/extras/GeometryUtils.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.GeometryUtils = {

	merge: function ( geometry1, geometry2, materialIndexOffset ) {

		console.warn( 'THREE.GeometryUtils: .merge() has been moved to Geometry. Use geometry.merge( geometry2, matrix, materialIndexOffset ) instead.' );

		var matrix;

		if ( geometry2 instanceof THREE.Mesh ) {

			geometry2.matrixAutoUpdate && geometry2.updateMatrix();

			matrix = geometry2.matrix;
			geometry2 = geometry2.geometry;

		}

		geometry1.merge( geometry2, matrix, materialIndexOffset );

	},

	center: function ( geometry ) {

		console.warn( 'THREE.GeometryUtils: .center() has been moved to Geometry. Use geometry.center() instead.' );
		return geometry.center();

	}

};

// File:src/extras/ImageUtils.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 * @author Daosheng Mu / https://github.com/DaoshengMu/
 */

THREE.ImageUtils = {

	crossOrigin: undefined,

	loadTexture: function ( url, mapping, onLoad, onError ) {

		console.warn( 'THREE.ImageUtils.loadTexture is being deprecated. Use THREE.TextureLoader() instead.' );

		var loader = new THREE.TextureLoader();
		loader.setCrossOrigin( this.crossOrigin );

		var texture = loader.load( url, onLoad, undefined, onError );

		if ( mapping ) texture.mapping = mapping;

		return texture;

	},

	loadTextureCube: function ( urls, mapping, onLoad, onError ) {

		console.warn( 'THREE.ImageUtils.loadTextureCube is being deprecated. Use THREE.CubeTextureLoader() instead.' );

		var loader = new THREE.CubeTextureLoader();
		loader.setCrossOrigin( this.crossOrigin );

		var texture = loader.load( urls, onLoad, undefined, onError );

		if ( mapping ) texture.mapping = mapping;

		return texture;

	},

	loadCompressedTexture: function () {

		console.error( 'THREE.ImageUtils.loadCompressedTexture has been removed. Use THREE.DDSLoader instead.' )

	},

	loadCompressedTextureCube: function () {

		console.error( 'THREE.ImageUtils.loadCompressedTextureCube has been removed. Use THREE.DDSLoader instead.' )

	}

};

// File:src/extras/SceneUtils.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.SceneUtils = {

	createMultiMaterialObject: function ( geometry, materials ) {

		var group = new THREE.Group();

		for ( var i = 0, l = materials.length; i < l; i ++ ) {

			group.add( new THREE.Mesh( geometry, materials[ i ] ) );

		}

		return group;

	},

	detach: function ( child, parent, scene ) {

		child.applyMatrix( parent.matrixWorld );
		parent.remove( child );
		scene.add( child );

	},

	attach: function ( child, scene, parent ) {

		var matrixWorldInverse = new THREE.Matrix4();
		matrixWorldInverse.getInverse( parent.matrixWorld );
		child.applyMatrix( matrixWorldInverse );

		scene.remove( child );
		parent.add( child );

	}

};

// File:src/extras/ShapeUtils.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 */

THREE.ShapeUtils = {

	// calculate area of the contour polygon

	area: function ( contour ) {

		var n = contour.length;
		var a = 0.0;

		for ( var p = n - 1, q = 0; q < n; p = q ++ ) {

			a += contour[ p ].x * contour[ q ].y - contour[ q ].x * contour[ p ].y;

		}

		return a * 0.5;

	},

	triangulate: ( function () {

		/**
		 * This code is a quick port of code written in C++ which was submitted to
		 * flipcode.com by John W. Ratcliff  // July 22, 2000
		 * See original code and more information here:
		 * http://www.flipcode.com/archives/Efficient_Polygon_Triangulation.shtml
		 *
		 * ported to actionscript by Zevan Rosser
		 * www.actionsnippet.com
		 *
		 * ported to javascript by Joshua Koo
		 * http://www.lab4games.net/zz85/blog
		 *
		 */

		function snip( contour, u, v, w, n, verts ) {

			var p;
			var ax, ay, bx, by;
			var cx, cy, px, py;

			ax = contour[ verts[ u ] ].x;
			ay = contour[ verts[ u ] ].y;

			bx = contour[ verts[ v ] ].x;
			by = contour[ verts[ v ] ].y;

			cx = contour[ verts[ w ] ].x;
			cy = contour[ verts[ w ] ].y;

			if ( Number.EPSILON > ( ( ( bx - ax ) * ( cy - ay ) ) - ( ( by - ay ) * ( cx - ax ) ) ) ) return false;

			var aX, aY, bX, bY, cX, cY;
			var apx, apy, bpx, bpy, cpx, cpy;
			var cCROSSap, bCROSScp, aCROSSbp;

			aX = cx - bx;  aY = cy - by;
			bX = ax - cx;  bY = ay - cy;
			cX = bx - ax;  cY = by - ay;

			for ( p = 0; p < n; p ++ ) {

				px = contour[ verts[ p ] ].x;
				py = contour[ verts[ p ] ].y;

				if ( ( ( px === ax ) && ( py === ay ) ) ||
					 ( ( px === bx ) && ( py === by ) ) ||
					 ( ( px === cx ) && ( py === cy ) ) )	continue;

				apx = px - ax;  apy = py - ay;
				bpx = px - bx;  bpy = py - by;
				cpx = px - cx;  cpy = py - cy;

				// see if p is inside triangle abc

				aCROSSbp = aX * bpy - aY * bpx;
				cCROSSap = cX * apy - cY * apx;
				bCROSScp = bX * cpy - bY * cpx;

				if ( ( aCROSSbp >= - Number.EPSILON ) && ( bCROSScp >= - Number.EPSILON ) && ( cCROSSap >= - Number.EPSILON ) ) return false;

			}

			return true;

		}

		// takes in an contour array and returns

		return function ( contour, indices ) {

			var n = contour.length;

			if ( n < 3 ) return null;

			var result = [],
				verts = [],
				vertIndices = [];

			/* we want a counter-clockwise polygon in verts */

			var u, v, w;

			if ( THREE.ShapeUtils.area( contour ) > 0.0 ) {

				for ( v = 0; v < n; v ++ ) verts[ v ] = v;

			} else {

				for ( v = 0; v < n; v ++ ) verts[ v ] = ( n - 1 ) - v;

			}

			var nv = n;

			/*  remove nv - 2 vertices, creating 1 triangle every time */

			var count = 2 * nv;   /* error detection */

			for ( v = nv - 1; nv > 2; ) {

				/* if we loop, it is probably a non-simple polygon */

				if ( ( count -- ) <= 0 ) {

					//** Triangulate: ERROR - probable bad polygon!

					//throw ( "Warning, unable to triangulate polygon!" );
					//return null;
					// Sometimes warning is fine, especially polygons are triangulated in reverse.
					console.warn( 'THREE.ShapeUtils: Unable to triangulate polygon! in triangulate()' );

					if ( indices ) return vertIndices;
					return result;

				}

				/* three consecutive vertices in current polygon, <u,v,w> */

				u = v; 	 	if ( nv <= u ) u = 0;     /* previous */
				v = u + 1;  if ( nv <= v ) v = 0;     /* new v    */
				w = v + 1;  if ( nv <= w ) w = 0;     /* next     */

				if ( snip( contour, u, v, w, nv, verts ) ) {

					var a, b, c, s, t;

					/* true names of the vertices */

					a = verts[ u ];
					b = verts[ v ];
					c = verts[ w ];

					/* output Triangle */

					result.push( [ contour[ a ],
						contour[ b ],
						contour[ c ] ] );


					vertIndices.push( [ verts[ u ], verts[ v ], verts[ w ] ] );

					/* remove v from the remaining polygon */

					for ( s = v, t = v + 1; t < nv; s ++, t ++ ) {

						verts[ s ] = verts[ t ];

					}

					nv --;

					/* reset error detection counter */

					count = 2 * nv;

				}

			}

			if ( indices ) return vertIndices;
			return result;

		}

	} )(),

	triangulateShape: function ( contour, holes ) {

		function point_in_segment_2D_colin( inSegPt1, inSegPt2, inOtherPt ) {

			// inOtherPt needs to be collinear to the inSegment
			if ( inSegPt1.x !== inSegPt2.x ) {

				if ( inSegPt1.x < inSegPt2.x ) {

					return	( ( inSegPt1.x <= inOtherPt.x ) && ( inOtherPt.x <= inSegPt2.x ) );

				} else {

					return	( ( inSegPt2.x <= inOtherPt.x ) && ( inOtherPt.x <= inSegPt1.x ) );

				}

			} else {

				if ( inSegPt1.y < inSegPt2.y ) {

					return	( ( inSegPt1.y <= inOtherPt.y ) && ( inOtherPt.y <= inSegPt2.y ) );

				} else {

					return	( ( inSegPt2.y <= inOtherPt.y ) && ( inOtherPt.y <= inSegPt1.y ) );

				}

			}

		}

		function intersect_segments_2D( inSeg1Pt1, inSeg1Pt2, inSeg2Pt1, inSeg2Pt2, inExcludeAdjacentSegs ) {

			var seg1dx = inSeg1Pt2.x - inSeg1Pt1.x,   seg1dy = inSeg1Pt2.y - inSeg1Pt1.y;
			var seg2dx = inSeg2Pt2.x - inSeg2Pt1.x,   seg2dy = inSeg2Pt2.y - inSeg2Pt1.y;

			var seg1seg2dx = inSeg1Pt1.x - inSeg2Pt1.x;
			var seg1seg2dy = inSeg1Pt1.y - inSeg2Pt1.y;

			var limit		= seg1dy * seg2dx - seg1dx * seg2dy;
			var perpSeg1	= seg1dy * seg1seg2dx - seg1dx * seg1seg2dy;

			if ( Math.abs( limit ) > Number.EPSILON ) {

				// not parallel

				var perpSeg2;
				if ( limit > 0 ) {

					if ( ( perpSeg1 < 0 ) || ( perpSeg1 > limit ) ) 		return [];
					perpSeg2 = seg2dy * seg1seg2dx - seg2dx * seg1seg2dy;
					if ( ( perpSeg2 < 0 ) || ( perpSeg2 > limit ) ) 		return [];

				} else {

					if ( ( perpSeg1 > 0 ) || ( perpSeg1 < limit ) ) 		return [];
					perpSeg2 = seg2dy * seg1seg2dx - seg2dx * seg1seg2dy;
					if ( ( perpSeg2 > 0 ) || ( perpSeg2 < limit ) ) 		return [];

				}

				// i.e. to reduce rounding errors
				// intersection at endpoint of segment#1?
				if ( perpSeg2 === 0 ) {

					if ( ( inExcludeAdjacentSegs ) &&
						 ( ( perpSeg1 === 0 ) || ( perpSeg1 === limit ) ) )		return [];
					return [ inSeg1Pt1 ];

				}
				if ( perpSeg2 === limit ) {

					if ( ( inExcludeAdjacentSegs ) &&
						 ( ( perpSeg1 === 0 ) || ( perpSeg1 === limit ) ) )		return [];
					return [ inSeg1Pt2 ];

				}
				// intersection at endpoint of segment#2?
				if ( perpSeg1 === 0 )		return [ inSeg2Pt1 ];
				if ( perpSeg1 === limit )	return [ inSeg2Pt2 ];

				// return real intersection point
				var factorSeg1 = perpSeg2 / limit;
				return	[ { x: inSeg1Pt1.x + factorSeg1 * seg1dx,
							y: inSeg1Pt1.y + factorSeg1 * seg1dy } ];

			} else {

				// parallel or collinear
				if ( ( perpSeg1 !== 0 ) ||
					 ( seg2dy * seg1seg2dx !== seg2dx * seg1seg2dy ) ) 			return [];

				// they are collinear or degenerate
				var seg1Pt = ( ( seg1dx === 0 ) && ( seg1dy === 0 ) );	// segment1 is just a point?
				var seg2Pt = ( ( seg2dx === 0 ) && ( seg2dy === 0 ) );	// segment2 is just a point?
				// both segments are points
				if ( seg1Pt && seg2Pt ) {

					if ( ( inSeg1Pt1.x !== inSeg2Pt1.x ) ||
						 ( inSeg1Pt1.y !== inSeg2Pt1.y ) )		return [];	// they are distinct  points
					return [ inSeg1Pt1 ];                 						// they are the same point

				}
				// segment#1  is a single point
				if ( seg1Pt ) {

					if ( ! point_in_segment_2D_colin( inSeg2Pt1, inSeg2Pt2, inSeg1Pt1 ) )		return [];		// but not in segment#2
					return [ inSeg1Pt1 ];

				}
				// segment#2  is a single point
				if ( seg2Pt ) {

					if ( ! point_in_segment_2D_colin( inSeg1Pt1, inSeg1Pt2, inSeg2Pt1 ) )		return [];		// but not in segment#1
					return [ inSeg2Pt1 ];

				}

				// they are collinear segments, which might overlap
				var seg1min, seg1max, seg1minVal, seg1maxVal;
				var seg2min, seg2max, seg2minVal, seg2maxVal;
				if ( seg1dx !== 0 ) {

					// the segments are NOT on a vertical line
					if ( inSeg1Pt1.x < inSeg1Pt2.x ) {

						seg1min = inSeg1Pt1; seg1minVal = inSeg1Pt1.x;
						seg1max = inSeg1Pt2; seg1maxVal = inSeg1Pt2.x;

					} else {

						seg1min = inSeg1Pt2; seg1minVal = inSeg1Pt2.x;
						seg1max = inSeg1Pt1; seg1maxVal = inSeg1Pt1.x;

					}
					if ( inSeg2Pt1.x < inSeg2Pt2.x ) {

						seg2min = inSeg2Pt1; seg2minVal = inSeg2Pt1.x;
						seg2max = inSeg2Pt2; seg2maxVal = inSeg2Pt2.x;

					} else {

						seg2min = inSeg2Pt2; seg2minVal = inSeg2Pt2.x;
						seg2max = inSeg2Pt1; seg2maxVal = inSeg2Pt1.x;

					}

				} else {

					// the segments are on a vertical line
					if ( inSeg1Pt1.y < inSeg1Pt2.y ) {

						seg1min = inSeg1Pt1; seg1minVal = inSeg1Pt1.y;
						seg1max = inSeg1Pt2; seg1maxVal = inSeg1Pt2.y;

					} else {

						seg1min = inSeg1Pt2; seg1minVal = inSeg1Pt2.y;
						seg1max = inSeg1Pt1; seg1maxVal = inSeg1Pt1.y;

					}
					if ( inSeg2Pt1.y < inSeg2Pt2.y ) {

						seg2min = inSeg2Pt1; seg2minVal = inSeg2Pt1.y;
						seg2max = inSeg2Pt2; seg2maxVal = inSeg2Pt2.y;

					} else {

						seg2min = inSeg2Pt2; seg2minVal = inSeg2Pt2.y;
						seg2max = inSeg2Pt1; seg2maxVal = inSeg2Pt1.y;

					}

				}
				if ( seg1minVal <= seg2minVal ) {

					if ( seg1maxVal <  seg2minVal )	return [];
					if ( seg1maxVal === seg2minVal )	{

						if ( inExcludeAdjacentSegs )		return [];
						return [ seg2min ];

					}
					if ( seg1maxVal <= seg2maxVal )	return [ seg2min, seg1max ];
					return	[ seg2min, seg2max ];

				} else {

					if ( seg1minVal >  seg2maxVal )	return [];
					if ( seg1minVal === seg2maxVal )	{

						if ( inExcludeAdjacentSegs )		return [];
						return [ seg1min ];

					}
					if ( seg1maxVal <= seg2maxVal )	return [ seg1min, seg1max ];
					return	[ seg1min, seg2max ];

				}

			}

		}

		function isPointInsideAngle( inVertex, inLegFromPt, inLegToPt, inOtherPt ) {

			// The order of legs is important

			// translation of all points, so that Vertex is at (0,0)
			var legFromPtX	= inLegFromPt.x - inVertex.x,  legFromPtY	= inLegFromPt.y - inVertex.y;
			var legToPtX	= inLegToPt.x	- inVertex.x,  legToPtY		= inLegToPt.y	- inVertex.y;
			var otherPtX	= inOtherPt.x	- inVertex.x,  otherPtY		= inOtherPt.y	- inVertex.y;

			// main angle >0: < 180 deg.; 0: 180 deg.; <0: > 180 deg.
			var from2toAngle	= legFromPtX * legToPtY - legFromPtY * legToPtX;
			var from2otherAngle	= legFromPtX * otherPtY - legFromPtY * otherPtX;

			if ( Math.abs( from2toAngle ) > Number.EPSILON ) {

				// angle != 180 deg.

				var other2toAngle		= otherPtX * legToPtY - otherPtY * legToPtX;
				// console.log( "from2to: " + from2toAngle + ", from2other: " + from2otherAngle + ", other2to: " + other2toAngle );

				if ( from2toAngle > 0 ) {

					// main angle < 180 deg.
					return	( ( from2otherAngle >= 0 ) && ( other2toAngle >= 0 ) );

				} else {

					// main angle > 180 deg.
					return	( ( from2otherAngle >= 0 ) || ( other2toAngle >= 0 ) );

				}

			} else {

				// angle == 180 deg.
				// console.log( "from2to: 180 deg., from2other: " + from2otherAngle  );
				return	( from2otherAngle > 0 );

			}

		}


		function removeHoles( contour, holes ) {

			var shape = contour.concat(); // work on this shape
			var hole;

			function isCutLineInsideAngles( inShapeIdx, inHoleIdx ) {

				// Check if hole point lies within angle around shape point
				var lastShapeIdx = shape.length - 1;

				var prevShapeIdx = inShapeIdx - 1;
				if ( prevShapeIdx < 0 )			prevShapeIdx = lastShapeIdx;

				var nextShapeIdx = inShapeIdx + 1;
				if ( nextShapeIdx > lastShapeIdx )	nextShapeIdx = 0;

				var insideAngle = isPointInsideAngle( shape[ inShapeIdx ], shape[ prevShapeIdx ], shape[ nextShapeIdx ], hole[ inHoleIdx ] );
				if ( ! insideAngle ) {

					// console.log( "Vertex (Shape): " + inShapeIdx + ", Point: " + hole[inHoleIdx].x + "/" + hole[inHoleIdx].y );
					return	false;

				}

				// Check if shape point lies within angle around hole point
				var lastHoleIdx = hole.length - 1;

				var prevHoleIdx = inHoleIdx - 1;
				if ( prevHoleIdx < 0 )			prevHoleIdx = lastHoleIdx;

				var nextHoleIdx = inHoleIdx + 1;
				if ( nextHoleIdx > lastHoleIdx )	nextHoleIdx = 0;

				insideAngle = isPointInsideAngle( hole[ inHoleIdx ], hole[ prevHoleIdx ], hole[ nextHoleIdx ], shape[ inShapeIdx ] );
				if ( ! insideAngle ) {

					// console.log( "Vertex (Hole): " + inHoleIdx + ", Point: " + shape[inShapeIdx].x + "/" + shape[inShapeIdx].y );
					return	false;

				}

				return	true;

			}

			function intersectsShapeEdge( inShapePt, inHolePt ) {

				// checks for intersections with shape edges
				var sIdx, nextIdx, intersection;
				for ( sIdx = 0; sIdx < shape.length; sIdx ++ ) {

					nextIdx = sIdx + 1; nextIdx %= shape.length;
					intersection = intersect_segments_2D( inShapePt, inHolePt, shape[ sIdx ], shape[ nextIdx ], true );
					if ( intersection.length > 0 )		return	true;

				}

				return	false;

			}

			var indepHoles = [];

			function intersectsHoleEdge( inShapePt, inHolePt ) {

				// checks for intersections with hole edges
				var ihIdx, chkHole,
					hIdx, nextIdx, intersection;
				for ( ihIdx = 0; ihIdx < indepHoles.length; ihIdx ++ ) {

					chkHole = holes[ indepHoles[ ihIdx ]];
					for ( hIdx = 0; hIdx < chkHole.length; hIdx ++ ) {

						nextIdx = hIdx + 1; nextIdx %= chkHole.length;
						intersection = intersect_segments_2D( inShapePt, inHolePt, chkHole[ hIdx ], chkHole[ nextIdx ], true );
						if ( intersection.length > 0 )		return	true;

					}

				}
				return	false;

			}

			var holeIndex, shapeIndex,
				shapePt, holePt,
				holeIdx, cutKey, failedCuts = [],
				tmpShape1, tmpShape2,
				tmpHole1, tmpHole2;

			for ( var h = 0, hl = holes.length; h < hl; h ++ ) {

				indepHoles.push( h );

			}

			var minShapeIndex = 0;
			var counter = indepHoles.length * 2;
			while ( indepHoles.length > 0 ) {

				counter --;
				if ( counter < 0 ) {

					console.log( "Infinite Loop! Holes left:" + indepHoles.length + ", Probably Hole outside Shape!" );
					break;

				}

				// search for shape-vertex and hole-vertex,
				// which can be connected without intersections
				for ( shapeIndex = minShapeIndex; shapeIndex < shape.length; shapeIndex ++ ) {

					shapePt = shape[ shapeIndex ];
					holeIndex	= - 1;

					// search for hole which can be reached without intersections
					for ( var h = 0; h < indepHoles.length; h ++ ) {

						holeIdx = indepHoles[ h ];

						// prevent multiple checks
						cutKey = shapePt.x + ":" + shapePt.y + ":" + holeIdx;
						if ( failedCuts[ cutKey ] !== undefined )			continue;

						hole = holes[ holeIdx ];
						for ( var h2 = 0; h2 < hole.length; h2 ++ ) {

							holePt = hole[ h2 ];
							if ( ! isCutLineInsideAngles( shapeIndex, h2 ) )		continue;
							if ( intersectsShapeEdge( shapePt, holePt ) )		continue;
							if ( intersectsHoleEdge( shapePt, holePt ) )		continue;

							holeIndex = h2;
							indepHoles.splice( h, 1 );

							tmpShape1 = shape.slice( 0, shapeIndex + 1 );
							tmpShape2 = shape.slice( shapeIndex );
							tmpHole1 = hole.slice( holeIndex );
							tmpHole2 = hole.slice( 0, holeIndex + 1 );

							shape = tmpShape1.concat( tmpHole1 ).concat( tmpHole2 ).concat( tmpShape2 );

							minShapeIndex = shapeIndex;

							// Debug only, to show the selected cuts
							// glob_CutLines.push( [ shapePt, holePt ] );

							break;

						}
						if ( holeIndex >= 0 )	break;		// hole-vertex found

						failedCuts[ cutKey ] = true;			// remember failure

					}
					if ( holeIndex >= 0 )	break;		// hole-vertex found

				}

			}

			return shape; 			/* shape with no holes */

		}


		var i, il, f, face,
			key, index,
			allPointsMap = {};

		// To maintain reference to old shape, one must match coordinates, or offset the indices from original arrays. It's probably easier to do the first.

		var allpoints = contour.concat();

		for ( var h = 0, hl = holes.length; h < hl; h ++ ) {

			Array.prototype.push.apply( allpoints, holes[ h ] );

		}

		//console.log( "allpoints",allpoints, allpoints.length );

		// prepare all points map

		for ( i = 0, il = allpoints.length; i < il; i ++ ) {

			key = allpoints[ i ].x + ":" + allpoints[ i ].y;

			if ( allPointsMap[ key ] !== undefined ) {

				console.warn( "THREE.Shape: Duplicate point", key );

			}

			allPointsMap[ key ] = i;

		}

		// remove holes by cutting paths to holes and adding them to the shape
		var shapeWithoutHoles = removeHoles( contour, holes );

		var triangles = THREE.ShapeUtils.triangulate( shapeWithoutHoles, false ); // True returns indices for points of spooled shape
		//console.log( "triangles",triangles, triangles.length );

		// check all face vertices against all points map

		for ( i = 0, il = triangles.length; i < il; i ++ ) {

			face = triangles[ i ];

			for ( f = 0; f < 3; f ++ ) {

				key = face[ f ].x + ":" + face[ f ].y;

				index = allPointsMap[ key ];

				if ( index !== undefined ) {

					face[ f ] = index;

				}

			}

		}

		return triangles.concat();

	},

	isClockWise: function ( pts ) {

		return THREE.ShapeUtils.area( pts ) < 0;

	},

	// Bezier Curves formulas obtained from
	// http://en.wikipedia.org/wiki/B%C3%A9zier_curve

	// Quad Bezier Functions

	b2: ( function () {

		function b2p0( t, p ) {

			var k = 1 - t;
			return k * k * p;

		}

		function b2p1( t, p ) {

			return 2 * ( 1 - t ) * t * p;

		}

		function b2p2( t, p ) {

			return t * t * p;

		}

		return function ( t, p0, p1, p2 ) {

			return b2p0( t, p0 ) + b2p1( t, p1 ) + b2p2( t, p2 );

		};

	} )(),

	// Cubic Bezier Functions

	b3: ( function () {

		function b3p0( t, p ) {

			var k = 1 - t;
			return k * k * k * p;

		}

		function b3p1( t, p ) {

			var k = 1 - t;
			return 3 * k * k * t * p;

		}

		function b3p2( t, p ) {

			var k = 1 - t;
			return 3 * k * t * t * p;

		}

		function b3p3( t, p ) {

			return t * t * t * p;

		}

		return function ( t, p0, p1, p2, p3 ) {

			return b3p0( t, p0 ) + b3p1( t, p1 ) + b3p2( t, p2 ) + b3p3( t, p3 );

		};

	} )()

};

// File:src/extras/audio/Audio.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.Audio = function ( listener ) {

	THREE.Object3D.call( this );

	this.type = 'Audio';

	this.context = listener.context;
	this.source = this.context.createBufferSource();
	this.source.onended = this.onEnded.bind( this );

	this.gain = this.context.createGain();
	this.gain.connect( this.context.destination );

	this.panner = this.context.createPanner();
	this.panner.connect( this.gain );

	this.autoplay = false;

	this.startTime = 0;
	this.playbackRate = 1;
	this.isPlaying = false;

};

THREE.Audio.prototype = Object.create( THREE.Object3D.prototype );
THREE.Audio.prototype.constructor = THREE.Audio;

THREE.Audio.prototype.load = function ( file ) {

	var scope = this;

	var request = new XMLHttpRequest();
	request.open( 'GET', file, true );
	request.responseType = 'arraybuffer';
	request.onload = function ( e ) {

		scope.context.decodeAudioData( this.response, function ( buffer ) {

			scope.source.buffer = buffer;

			if ( scope.autoplay ) scope.play();

		} );

	};
	request.send();

	return this;

};

THREE.Audio.prototype.play = function () {

	if ( this.isPlaying === true ) {

		console.warn( 'THREE.Audio: Audio is already playing.' );
		return;

	}

	var source = this.context.createBufferSource();

	source.buffer = this.source.buffer;
	source.loop = this.source.loop;
	source.onended = this.source.onended;
	source.start( 0, this.startTime );
	source.playbackRate.value = this.playbackRate;

	this.isPlaying = true;

	this.source = source;

	this.connect();

};

THREE.Audio.prototype.pause = function () {

	this.source.stop();
	this.startTime = this.context.currentTime;

};

THREE.Audio.prototype.stop = function () {

	this.source.stop();
	this.startTime = 0;

};

THREE.Audio.prototype.connect = function () {

	if ( this.filter !== undefined ) {

		this.source.connect( this.filter );
		this.filter.connect( this.panner );

	} else {

		this.source.connect( this.panner );

	}

};

THREE.Audio.prototype.disconnect = function () {

	if ( this.filter !== undefined ) {

		this.source.disconnect( this.filter );
		this.filter.disconnect( this.panner );

	} else {

		this.source.disconnect( this.panner );

	}

};

THREE.Audio.prototype.setFilter = function ( value ) {

	if ( this.isPlaying === true ) {

		this.disconnect();
		this.filter = value;
		this.connect();

	} else {

		this.filter = value;

	}

};

THREE.Audio.prototype.getFilter = function () {

	return this.filter;

};

THREE.Audio.prototype.setPlaybackRate = function ( value ) {

	this.playbackRate = value;

	if ( this.isPlaying === true ) {

		this.source.playbackRate.value = this.playbackRate;

	}

};

THREE.Audio.prototype.getPlaybackRate = function () {

	return this.playbackRate;

};

THREE.Audio.prototype.onEnded = function() {

	this.isPlaying = false;

};

THREE.Audio.prototype.setLoop = function ( value ) {

	this.source.loop = value;

};

THREE.Audio.prototype.getLoop = function () {

	return this.source.loop;

};

THREE.Audio.prototype.setRefDistance = function ( value ) {

	this.panner.refDistance = value;

};

THREE.Audio.prototype.getRefDistance = function () {

	return this.panner.refDistance;

};

THREE.Audio.prototype.setRolloffFactor = function ( value ) {

	this.panner.rolloffFactor = value;

};

THREE.Audio.prototype.getRolloffFactor = function () {

	return this.panner.rolloffFactor;

};

THREE.Audio.prototype.setVolume = function ( value ) {

	this.gain.gain.value = value;

};

THREE.Audio.prototype.getVolume = function () {

	return this.gain.gain.value;

};

THREE.Audio.prototype.updateMatrixWorld = ( function () {

	var position = new THREE.Vector3();

	return function updateMatrixWorld( force ) {

		THREE.Object3D.prototype.updateMatrixWorld.call( this, force );

		position.setFromMatrixPosition( this.matrixWorld );

		this.panner.setPosition( position.x, position.y, position.z );

	};

} )();

// File:src/extras/audio/AudioListener.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.AudioListener = function () {

	THREE.Object3D.call( this );

	this.type = 'AudioListener';

	this.context = new ( window.AudioContext || window.webkitAudioContext )();

};

THREE.AudioListener.prototype = Object.create( THREE.Object3D.prototype );
THREE.AudioListener.prototype.constructor = THREE.AudioListener;

THREE.AudioListener.prototype.updateMatrixWorld = ( function () {

	var position = new THREE.Vector3();
	var quaternion = new THREE.Quaternion();
	var scale = new THREE.Vector3();

	var orientation = new THREE.Vector3();

	return function updateMatrixWorld( force ) {

		THREE.Object3D.prototype.updateMatrixWorld.call( this, force );

		var listener = this.context.listener;
		var up = this.up;

		this.matrixWorld.decompose( position, quaternion, scale );

		orientation.set( 0, 0, - 1 ).applyQuaternion( quaternion );

		listener.setPosition( position.x, position.y, position.z );
		listener.setOrientation( orientation.x, orientation.y, orientation.z, up.x, up.y, up.z );

	};

} )();

// File:src/extras/core/Curve.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 * Extensible curve object
 *
 * Some common of Curve methods
 * .getPoint(t), getTangent(t)
 * .getPointAt(u), getTagentAt(u)
 * .getPoints(), .getSpacedPoints()
 * .getLength()
 * .updateArcLengths()
 *
 * This following classes subclasses THREE.Curve:
 *
 * -- 2d classes --
 * THREE.LineCurve
 * THREE.QuadraticBezierCurve
 * THREE.CubicBezierCurve
 * THREE.SplineCurve
 * THREE.ArcCurve
 * THREE.EllipseCurve
 *
 * -- 3d classes --
 * THREE.LineCurve3
 * THREE.QuadraticBezierCurve3
 * THREE.CubicBezierCurve3
 * THREE.SplineCurve3
 * THREE.ClosedSplineCurve3
 *
 * A series of curves can be represented as a THREE.CurvePath
 *
 **/

/**************************************************************
 *	Abstract Curve base class
 **************************************************************/

THREE.Curve = function () {

};

THREE.Curve.prototype = {

	constructor: THREE.Curve,

	// Virtual base class method to overwrite and implement in subclasses
	//	- t [0 .. 1]

	getPoint: function ( t ) {

		console.warn( "THREE.Curve: Warning, getPoint() not implemented!" );
		return null;

	},

	// Get point at relative position in curve according to arc length
	// - u [0 .. 1]

	getPointAt: function ( u ) {

		var t = this.getUtoTmapping( u );
		return this.getPoint( t );

	},

	// Get sequence of points using getPoint( t )

	getPoints: function ( divisions ) {

		if ( ! divisions ) divisions = 5;

		var d, pts = [];

		for ( d = 0; d <= divisions; d ++ ) {

			pts.push( this.getPoint( d / divisions ) );

		}

		return pts;

	},

	// Get sequence of points using getPointAt( u )

	getSpacedPoints: function ( divisions ) {

		if ( ! divisions ) divisions = 5;

		var d, pts = [];

		for ( d = 0; d <= divisions; d ++ ) {

			pts.push( this.getPointAt( d / divisions ) );

		}

		return pts;

	},

	// Get total curve arc length

	getLength: function () {

		var lengths = this.getLengths();
		return lengths[ lengths.length - 1 ];

	},

	// Get list of cumulative segment lengths

	getLengths: function ( divisions ) {

		if ( ! divisions ) divisions = ( this.__arcLengthDivisions ) ? ( this.__arcLengthDivisions ) : 200;

		if ( this.cacheArcLengths
			&& ( this.cacheArcLengths.length === divisions + 1 )
			&& ! this.needsUpdate ) {

			//console.log( "cached", this.cacheArcLengths );
			return this.cacheArcLengths;

		}

		this.needsUpdate = false;

		var cache = [];
		var current, last = this.getPoint( 0 );
		var p, sum = 0;

		cache.push( 0 );

		for ( p = 1; p <= divisions; p ++ ) {

			current = this.getPoint ( p / divisions );
			sum += current.distanceTo( last );
			cache.push( sum );
			last = current;

		}

		this.cacheArcLengths = cache;

		return cache; // { sums: cache, sum:sum }; Sum is in the last element.

	},

	updateArcLengths: function() {

		this.needsUpdate = true;
		this.getLengths();

	},

	// Given u ( 0 .. 1 ), get a t to find p. This gives you points which are equidistant

	getUtoTmapping: function ( u, distance ) {

		var arcLengths = this.getLengths();

		var i = 0, il = arcLengths.length;

		var targetArcLength; // The targeted u distance value to get

		if ( distance ) {

			targetArcLength = distance;

		} else {

			targetArcLength = u * arcLengths[ il - 1 ];

		}

		//var time = Date.now();

		// binary search for the index with largest value smaller than target u distance

		var low = 0, high = il - 1, comparison;

		while ( low <= high ) {

			i = Math.floor( low + ( high - low ) / 2 ); // less likely to overflow, though probably not issue here, JS doesn't really have integers, all numbers are floats

			comparison = arcLengths[ i ] - targetArcLength;

			if ( comparison < 0 ) {

				low = i + 1;

			} else if ( comparison > 0 ) {

				high = i - 1;

			} else {

				high = i;
				break;

				// DONE

			}

		}

		i = high;

		//console.log('b' , i, low, high, Date.now()- time);

		if ( arcLengths[ i ] === targetArcLength ) {

			var t = i / ( il - 1 );
			return t;

		}

		// we could get finer grain at lengths, or use simple interpolation between two points

		var lengthBefore = arcLengths[ i ];
		var lengthAfter = arcLengths[ i + 1 ];

		var segmentLength = lengthAfter - lengthBefore;

		// determine where we are between the 'before' and 'after' points

		var segmentFraction = ( targetArcLength - lengthBefore ) / segmentLength;

		// add that fractional amount to t

		var t = ( i + segmentFraction ) / ( il - 1 );

		return t;

	},

	// Returns a unit vector tangent at t
	// In case any sub curve does not implement its tangent derivation,
	// 2 points a small delta apart will be used to find its gradient
	// which seems to give a reasonable approximation

	getTangent: function( t ) {

		var delta = 0.0001;
		var t1 = t - delta;
		var t2 = t + delta;

		// Capping in case of danger

		if ( t1 < 0 ) t1 = 0;
		if ( t2 > 1 ) t2 = 1;

		var pt1 = this.getPoint( t1 );
		var pt2 = this.getPoint( t2 );

		var vec = pt2.clone().sub( pt1 );
		return vec.normalize();

	},

	getTangentAt: function ( u ) {

		var t = this.getUtoTmapping( u );
		return this.getTangent( t );

	}

}

THREE.Curve.Utils = THREE.CurveUtils; // backwards compatibility

// TODO: Transformation for Curves?

/**************************************************************
 *	3D Curves
 **************************************************************/

// A Factory method for creating new curve subclasses

THREE.Curve.create = function ( constructor, getPointFunc ) {

	constructor.prototype = Object.create( THREE.Curve.prototype );
	constructor.prototype.constructor = constructor;
	constructor.prototype.getPoint = getPointFunc;

	return constructor;

};

// File:src/extras/core/CurvePath.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 *
 **/

/**************************************************************
 *	Curved Path - a curve path is simply a array of connected
 *  curves, but retains the api of a curve
 **************************************************************/

THREE.CurvePath = function () {

	this.curves = [];

	this.autoClose = false; // Automatically closes the path

};

THREE.CurvePath.prototype = Object.create( THREE.Curve.prototype );
THREE.CurvePath.prototype.constructor = THREE.CurvePath;

THREE.CurvePath.prototype.add = function ( curve ) {

	this.curves.push( curve );

};

/*
THREE.CurvePath.prototype.checkConnection = function() {
	// TODO
	// If the ending of curve is not connected to the starting
	// or the next curve, then, this is not a real path
};
*/

THREE.CurvePath.prototype.closePath = function() {

	// TODO Test
	// and verify for vector3 (needs to implement equals)
	// Add a line curve if start and end of lines are not connected
	var startPoint = this.curves[ 0 ].getPoint( 0 );
	var endPoint = this.curves[ this.curves.length - 1 ].getPoint( 1 );

	if ( ! startPoint.equals( endPoint ) ) {

		this.curves.push( new THREE.LineCurve( endPoint, startPoint ) );

	}

};

// To get accurate point with reference to
// entire path distance at time t,
// following has to be done:

// 1. Length of each sub path have to be known
// 2. Locate and identify type of curve
// 3. Get t for the curve
// 4. Return curve.getPointAt(t')

THREE.CurvePath.prototype.getPoint = function( t ) {

	var d = t * this.getLength();
	var curveLengths = this.getCurveLengths();
	var i = 0;

	// To think about boundaries points.

	while ( i < curveLengths.length ) {

		if ( curveLengths[ i ] >= d ) {

			var diff = curveLengths[ i ] - d;
			var curve = this.curves[ i ];

			var u = 1 - diff / curve.getLength();

			return curve.getPointAt( u );

		}

		i ++;

	}

	return null;

	// loop where sum != 0, sum > d , sum+1 <d

};

/*
THREE.CurvePath.prototype.getTangent = function( t ) {
};
*/

// We cannot use the default THREE.Curve getPoint() with getLength() because in
// THREE.Curve, getLength() depends on getPoint() but in THREE.CurvePath
// getPoint() depends on getLength

THREE.CurvePath.prototype.getLength = function() {

	var lens = this.getCurveLengths();
	return lens[ lens.length - 1 ];

};

// Compute lengths and cache them
// We cannot overwrite getLengths() because UtoT mapping uses it.

THREE.CurvePath.prototype.getCurveLengths = function() {

	// We use cache values if curves and cache array are same length

	if ( this.cacheLengths && this.cacheLengths.length === this.curves.length ) {

		return this.cacheLengths;

	}

	// Get length of sub-curve
	// Push sums into cached array

	var lengths = [], sums = 0;

	for ( var i = 0, l = this.curves.length; i < l; i ++ ) {

		sums += this.curves[ i ].getLength();
		lengths.push( sums );

	}

	this.cacheLengths = lengths;

	return lengths;

};



/**************************************************************
 *	Create Geometries Helpers
 **************************************************************/

/// Generate geometry from path points (for Line or Points objects)

THREE.CurvePath.prototype.createPointsGeometry = function( divisions ) {

	var pts = this.getPoints( divisions, true );
	return this.createGeometry( pts );

};

// Generate geometry from equidistant sampling along the path

THREE.CurvePath.prototype.createSpacedPointsGeometry = function( divisions ) {

	var pts = this.getSpacedPoints( divisions, true );
	return this.createGeometry( pts );

};

THREE.CurvePath.prototype.createGeometry = function( points ) {

	var geometry = new THREE.Geometry();

	for ( var i = 0, l = points.length; i < l; i ++ ) {

		var point = points[ i ];
		geometry.vertices.push( new THREE.Vector3( point.x, point.y, point.z || 0 ) );

	}

	return geometry;

};

// File:src/extras/core/Path.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 * Creates free form 2d path using series of points, lines or curves.
 *
 **/

THREE.Path = function ( points ) {

	THREE.CurvePath.call( this );

	this.actions = [];

	if ( points ) {

		this.fromPoints( points );

	}

};

THREE.Path.prototype = Object.create( THREE.CurvePath.prototype );
THREE.Path.prototype.constructor = THREE.Path;

// TODO Clean up PATH API

// Create path using straight lines to connect all points
// - vectors: array of Vector2

THREE.Path.prototype.fromPoints = function ( vectors ) {

	this.moveTo( vectors[ 0 ].x, vectors[ 0 ].y );

	for ( var i = 1, l = vectors.length; i < l; i ++ ) {

		this.lineTo( vectors[ i ].x, vectors[ i ].y );

	}

};

// startPath() endPath()?

THREE.Path.prototype.moveTo = function ( x, y ) {

	this.actions.push( { action: 'moveTo', args: [ x, y ] } );

};

THREE.Path.prototype.lineTo = function ( x, y ) {

	var lastargs = this.actions[ this.actions.length - 1 ].args;

	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	var curve = new THREE.LineCurve( new THREE.Vector2( x0, y0 ), new THREE.Vector2( x, y ) );
	this.curves.push( curve );

	this.actions.push( { action: 'lineTo', args: [ x, y ] } );

};

THREE.Path.prototype.quadraticCurveTo = function( aCPx, aCPy, aX, aY ) {

	var lastargs = this.actions[ this.actions.length - 1 ].args;

	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	var curve = new THREE.QuadraticBezierCurve(
		new THREE.Vector2( x0, y0 ),
		new THREE.Vector2( aCPx, aCPy ),
		new THREE.Vector2( aX, aY )
	);

	this.curves.push( curve );

	this.actions.push( { action: 'quadraticCurveTo', args: [ aCPx, aCPy, aX, aY ] } );

};

THREE.Path.prototype.bezierCurveTo = function( aCP1x, aCP1y, aCP2x, aCP2y, aX, aY ) {

	var lastargs = this.actions[ this.actions.length - 1 ].args;

	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	var curve = new THREE.CubicBezierCurve(
		new THREE.Vector2( x0, y0 ),
		new THREE.Vector2( aCP1x, aCP1y ),
		new THREE.Vector2( aCP2x, aCP2y ),
		new THREE.Vector2( aX, aY )
	);

	this.curves.push( curve );

	this.actions.push( { action: 'bezierCurveTo', args: [ aCP1x, aCP1y, aCP2x, aCP2y, aX, aY ] } );

};

THREE.Path.prototype.splineThru = function( pts /*Array of Vector*/ ) {

	var args = Array.prototype.slice.call( arguments );

	var lastargs = this.actions[ this.actions.length - 1 ].args;

	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	var npts = [ new THREE.Vector2( x0, y0 ) ];
	Array.prototype.push.apply( npts, pts );

	var curve = new THREE.SplineCurve( npts );
	this.curves.push( curve );

	this.actions.push( { action: 'splineThru', args: args } );

};

// FUTURE: Change the API or follow canvas API?

THREE.Path.prototype.arc = function ( aX, aY, aRadius, aStartAngle, aEndAngle, aClockwise ) {

	var lastargs = this.actions[ this.actions.length - 1 ].args;
	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	this.absarc( aX + x0, aY + y0, aRadius,
		aStartAngle, aEndAngle, aClockwise );

 };

 THREE.Path.prototype.absarc = function ( aX, aY, aRadius, aStartAngle, aEndAngle, aClockwise ) {

	this.absellipse( aX, aY, aRadius, aRadius, aStartAngle, aEndAngle, aClockwise );

 };

THREE.Path.prototype.ellipse = function ( aX, aY, xRadius, yRadius, aStartAngle, aEndAngle, aClockwise, aRotation ) {

	var lastargs = this.actions[ this.actions.length - 1 ].args;
	var x0 = lastargs[ lastargs.length - 2 ];
	var y0 = lastargs[ lastargs.length - 1 ];

	this.absellipse( aX + x0, aY + y0, xRadius, yRadius, aStartAngle, aEndAngle, aClockwise, aRotation );

 };


THREE.Path.prototype.absellipse = function ( aX, aY, xRadius, yRadius, aStartAngle, aEndAngle, aClockwise, aRotation ) {

	var args = [
		aX, aY,
		xRadius, yRadius,
		aStartAngle, aEndAngle,
		aClockwise,
		aRotation || 0 // aRotation is optional.
	];

	var curve = new THREE.EllipseCurve( aX, aY, xRadius, yRadius, aStartAngle, aEndAngle, aClockwise, aRotation );
	this.curves.push( curve );

	var lastPoint = curve.getPoint( 1 );
	args.push( lastPoint.x );
	args.push( lastPoint.y );

	this.actions.push( { action: 'ellipse', args: args } );

 };

THREE.Path.prototype.getSpacedPoints = function ( divisions, closedPath ) {

	if ( ! divisions ) divisions = 40;

	var points = [];

	for ( var i = 0; i < divisions; i ++ ) {

		points.push( this.getPoint( i / divisions ) );

		//if ( !this.getPoint( i / divisions ) ) throw "DIE";

	}

	// if ( closedPath ) {
	//
	// 	points.push( points[ 0 ] );
	//
	// }

	return points;

};

/* Return an array of vectors based on contour of the path */

THREE.Path.prototype.getPoints = function( divisions, closedPath ) {

	divisions = divisions || 12;

	var b2 = THREE.ShapeUtils.b2;
	var b3 = THREE.ShapeUtils.b3;

	var points = [];

	var cpx, cpy, cpx2, cpy2, cpx1, cpy1, cpx0, cpy0,
		laste, tx, ty;

	for ( var i = 0, l = this.actions.length; i < l; i ++ ) {

		var item = this.actions[ i ];

		var action = item.action;
		var args = item.args;

		switch ( action ) {

		case 'moveTo':

			points.push( new THREE.Vector2( args[ 0 ], args[ 1 ] ) );

			break;

		case 'lineTo':

			points.push( new THREE.Vector2( args[ 0 ], args[ 1 ] ) );

			break;

		case 'quadraticCurveTo':

			cpx  = args[ 2 ];
			cpy  = args[ 3 ];

			cpx1 = args[ 0 ];
			cpy1 = args[ 1 ];

			if ( points.length > 0 ) {

				laste = points[ points.length - 1 ];

				cpx0 = laste.x;
				cpy0 = laste.y;

			} else {

				laste = this.actions[ i - 1 ].args;

				cpx0 = laste[ laste.length - 2 ];
				cpy0 = laste[ laste.length - 1 ];

			}

			for ( var j = 1; j <= divisions; j ++ ) {

				var t = j / divisions;

				tx = b2( t, cpx0, cpx1, cpx );
				ty = b2( t, cpy0, cpy1, cpy );

				points.push( new THREE.Vector2( tx, ty ) );

			}

			break;

		case 'bezierCurveTo':

			cpx  = args[ 4 ];
			cpy  = args[ 5 ];

			cpx1 = args[ 0 ];
			cpy1 = args[ 1 ];

			cpx2 = args[ 2 ];
			cpy2 = args[ 3 ];

			if ( points.length > 0 ) {

				laste = points[ points.length - 1 ];

				cpx0 = laste.x;
				cpy0 = laste.y;

			} else {

				laste = this.actions[ i - 1 ].args;

				cpx0 = laste[ laste.length - 2 ];
				cpy0 = laste[ laste.length - 1 ];

			}


			for ( var j = 1; j <= divisions; j ++ ) {

				var t = j / divisions;

				tx = b3( t, cpx0, cpx1, cpx2, cpx );
				ty = b3( t, cpy0, cpy1, cpy2, cpy );

				points.push( new THREE.Vector2( tx, ty ) );

			}

			break;

		case 'splineThru':

			laste = this.actions[ i - 1 ].args;

			var last = new THREE.Vector2( laste[ laste.length - 2 ], laste[ laste.length - 1 ] );
			var spts = [ last ];

			var n = divisions * args[ 0 ].length;

			spts = spts.concat( args[ 0 ] );

			var spline = new THREE.SplineCurve( spts );

			for ( var j = 1; j <= n; j ++ ) {

				points.push( spline.getPointAt( j / n ) );

			}

			break;

		case 'arc':

			var aX = args[ 0 ], aY = args[ 1 ],
				aRadius = args[ 2 ],
				aStartAngle = args[ 3 ], aEndAngle = args[ 4 ],
				aClockwise = !! args[ 5 ];

			var deltaAngle = aEndAngle - aStartAngle;
			var angle;
			var tdivisions = divisions * 2;

			for ( var j = 1; j <= tdivisions; j ++ ) {

				var t = j / tdivisions;

				if ( ! aClockwise ) {

					t = 1 - t;

				}

				angle = aStartAngle + t * deltaAngle;

				tx = aX + aRadius * Math.cos( angle );
				ty = aY + aRadius * Math.sin( angle );

				//console.log('t', t, 'angle', angle, 'tx', tx, 'ty', ty);

				points.push( new THREE.Vector2( tx, ty ) );

			}

			//console.log(points);

			break;

		case 'ellipse':

			var aX = args[ 0 ], aY = args[ 1 ],
				xRadius = args[ 2 ],
				yRadius = args[ 3 ],
				aStartAngle = args[ 4 ], aEndAngle = args[ 5 ],
				aClockwise = !! args[ 6 ],
				aRotation = args[ 7 ];


			var deltaAngle = aEndAngle - aStartAngle;
			var angle;
			var tdivisions = divisions * 2;

			var cos, sin;
			if ( aRotation !== 0 ) {

				cos = Math.cos( aRotation );
				sin = Math.sin( aRotation );

			}

			for ( var j = 1; j <= tdivisions; j ++ ) {

				var t = j / tdivisions;

				if ( ! aClockwise ) {

					t = 1 - t;

				}

				angle = aStartAngle + t * deltaAngle;

				tx = aX + xRadius * Math.cos( angle );
				ty = aY + yRadius * Math.sin( angle );

				if ( aRotation !== 0 ) {

					var x = tx, y = ty;

					// Rotate the point about the center of the ellipse.
					tx = ( x - aX ) * cos - ( y - aY ) * sin + aX;
					ty = ( x - aX ) * sin + ( y - aY ) * cos + aY;

				}

				//console.log('t', t, 'angle', angle, 'tx', tx, 'ty', ty);

				points.push( new THREE.Vector2( tx, ty ) );

			}

			//console.log(points);

			break;

		} // end switch

	}



	// Normalize to remove the closing point by default.
	var lastPoint = points[ points.length - 1 ];
	if ( Math.abs( lastPoint.x - points[ 0 ].x ) < Number.EPSILON &&
			 Math.abs( lastPoint.y - points[ 0 ].y ) < Number.EPSILON )
		points.splice( points.length - 1, 1 );
	if ( closedPath ) {

		points.push( points[ 0 ] );

	}

	return points;

};

//
// Breaks path into shapes
//
//	Assumptions (if parameter isCCW==true the opposite holds):
//	- solid shapes are defined clockwise (CW)
//	- holes are defined counterclockwise (CCW)
//
//	If parameter noHoles==true:
//  - all subPaths are regarded as solid shapes
//  - definition order CW/CCW has no relevance
//

THREE.Path.prototype.toShapes = function( isCCW, noHoles ) {

	function extractSubpaths( inActions ) {

		var subPaths = [], lastPath = new THREE.Path();

		for ( var i = 0, l = inActions.length; i < l; i ++ ) {

			var item = inActions[ i ];

			var args = item.args;
			var action = item.action;

			if ( action === 'moveTo' ) {

				if ( lastPath.actions.length !== 0 ) {

					subPaths.push( lastPath );
					lastPath = new THREE.Path();

				}

			}

			lastPath[ action ].apply( lastPath, args );

		}

		if ( lastPath.actions.length !== 0 ) {

			subPaths.push( lastPath );

		}

		// console.log(subPaths);

		return	subPaths;

	}

	function toShapesNoHoles( inSubpaths ) {

		var shapes = [];

		for ( var i = 0, l = inSubpaths.length; i < l; i ++ ) {

			var tmpPath = inSubpaths[ i ];

			var tmpShape = new THREE.Shape();
			tmpShape.actions = tmpPath.actions;
			tmpShape.curves = tmpPath.curves;

			shapes.push( tmpShape );

		}

		//console.log("shape", shapes);

		return shapes;

	}

	function isPointInsidePolygon( inPt, inPolygon ) {

		var polyLen = inPolygon.length;

		// inPt on polygon contour => immediate success    or
		// toggling of inside/outside at every single! intersection point of an edge
		//  with the horizontal line through inPt, left of inPt
		//  not counting lowerY endpoints of edges and whole edges on that line
		var inside = false;
		for ( var p = polyLen - 1, q = 0; q < polyLen; p = q ++ ) {

			var edgeLowPt  = inPolygon[ p ];
			var edgeHighPt = inPolygon[ q ];

			var edgeDx = edgeHighPt.x - edgeLowPt.x;
			var edgeDy = edgeHighPt.y - edgeLowPt.y;

			if ( Math.abs( edgeDy ) > Number.EPSILON ) {

				// not parallel
				if ( edgeDy < 0 ) {

					edgeLowPt  = inPolygon[ q ]; edgeDx = - edgeDx;
					edgeHighPt = inPolygon[ p ]; edgeDy = - edgeDy;

				}
				if ( ( inPt.y < edgeLowPt.y ) || ( inPt.y > edgeHighPt.y ) ) 		continue;

				if ( inPt.y === edgeLowPt.y ) {

					if ( inPt.x === edgeLowPt.x )		return	true;		// inPt is on contour ?
					// continue;				// no intersection or edgeLowPt => doesn't count !!!

				} else {

					var perpEdge = edgeDy * ( inPt.x - edgeLowPt.x ) - edgeDx * ( inPt.y - edgeLowPt.y );
					if ( perpEdge === 0 )				return	true;		// inPt is on contour ?
					if ( perpEdge < 0 ) 				continue;
					inside = ! inside;		// true intersection left of inPt

				}

			} else {

				// parallel or collinear
				if ( inPt.y !== edgeLowPt.y ) 		continue;			// parallel
				// edge lies on the same horizontal line as inPt
				if ( ( ( edgeHighPt.x <= inPt.x ) && ( inPt.x <= edgeLowPt.x ) ) ||
					 ( ( edgeLowPt.x <= inPt.x ) && ( inPt.x <= edgeHighPt.x ) ) )		return	true;	// inPt: Point on contour !
				// continue;

			}

		}

		return	inside;

	}

	var isClockWise = THREE.ShapeUtils.isClockWise;

	var subPaths = extractSubpaths( this.actions );
	if ( subPaths.length === 0 ) return [];

	if ( noHoles === true )	return	toShapesNoHoles( subPaths );


	var solid, tmpPath, tmpShape, shapes = [];

	if ( subPaths.length === 1 ) {

		tmpPath = subPaths[ 0 ];
		tmpShape = new THREE.Shape();
		tmpShape.actions = tmpPath.actions;
		tmpShape.curves = tmpPath.curves;
		shapes.push( tmpShape );
		return shapes;

	}

	var holesFirst = ! isClockWise( subPaths[ 0 ].getPoints() );
	holesFirst = isCCW ? ! holesFirst : holesFirst;

	// console.log("Holes first", holesFirst);

	var betterShapeHoles = [];
	var newShapes = [];
	var newShapeHoles = [];
	var mainIdx = 0;
	var tmpPoints;

	newShapes[ mainIdx ] = undefined;
	newShapeHoles[ mainIdx ] = [];

	for ( var i = 0, l = subPaths.length; i < l; i ++ ) {

		tmpPath = subPaths[ i ];
		tmpPoints = tmpPath.getPoints();
		solid = isClockWise( tmpPoints );
		solid = isCCW ? ! solid : solid;

		if ( solid ) {

			if ( ( ! holesFirst ) && ( newShapes[ mainIdx ] ) )	mainIdx ++;

			newShapes[ mainIdx ] = { s: new THREE.Shape(), p: tmpPoints };
			newShapes[ mainIdx ].s.actions = tmpPath.actions;
			newShapes[ mainIdx ].s.curves = tmpPath.curves;

			if ( holesFirst )	mainIdx ++;
			newShapeHoles[ mainIdx ] = [];

			//console.log('cw', i);

		} else {

			newShapeHoles[ mainIdx ].push( { h: tmpPath, p: tmpPoints[ 0 ] } );

			//console.log('ccw', i);

		}

	}

	// only Holes? -> probably all Shapes with wrong orientation
	if ( ! newShapes[ 0 ] )	return	toShapesNoHoles( subPaths );


	if ( newShapes.length > 1 ) {

		var ambiguous = false;
		var toChange = [];

		for ( var sIdx = 0, sLen = newShapes.length; sIdx < sLen; sIdx ++ ) {

			betterShapeHoles[ sIdx ] = [];

		}

		for ( var sIdx = 0, sLen = newShapes.length; sIdx < sLen; sIdx ++ ) {

			var sho = newShapeHoles[ sIdx ];

			for ( var hIdx = 0; hIdx < sho.length; hIdx ++ ) {

				var ho = sho[ hIdx ];
				var hole_unassigned = true;

				for ( var s2Idx = 0; s2Idx < newShapes.length; s2Idx ++ ) {

					if ( isPointInsidePolygon( ho.p, newShapes[ s2Idx ].p ) ) {

						if ( sIdx !== s2Idx )	toChange.push( { froms: sIdx, tos: s2Idx, hole: hIdx } );
						if ( hole_unassigned ) {

							hole_unassigned = false;
							betterShapeHoles[ s2Idx ].push( ho );

						} else {

							ambiguous = true;

						}

					}

				}
				if ( hole_unassigned ) {

					betterShapeHoles[ sIdx ].push( ho );

				}

			}

		}
		// console.log("ambiguous: ", ambiguous);
		if ( toChange.length > 0 ) {

			// console.log("to change: ", toChange);
			if ( ! ambiguous )	newShapeHoles = betterShapeHoles;

		}

	}

	var tmpHoles;

	for ( var i = 0, il = newShapes.length; i < il; i ++ ) {

		tmpShape = newShapes[ i ].s;
		shapes.push( tmpShape );
		tmpHoles = newShapeHoles[ i ];

		for ( var j = 0, jl = tmpHoles.length; j < jl; j ++ ) {

			tmpShape.holes.push( tmpHoles[ j ].h );

		}

	}

	//console.log("shape", shapes);

	return shapes;

};

// File:src/extras/core/Shape.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 * Defines a 2d shape plane using paths.
 **/

// STEP 1 Create a path.
// STEP 2 Turn path into shape.
// STEP 3 ExtrudeGeometry takes in Shape/Shapes
// STEP 3a - Extract points from each shape, turn to vertices
// STEP 3b - Triangulate each shape, add faces.

THREE.Shape = function () {

	THREE.Path.apply( this, arguments );

	this.holes = [];

};

THREE.Shape.prototype = Object.create( THREE.Path.prototype );
THREE.Shape.prototype.constructor = THREE.Shape;

// Convenience method to return ExtrudeGeometry

THREE.Shape.prototype.extrude = function ( options ) {

	return new THREE.ExtrudeGeometry( this, options );

};

// Convenience method to return ShapeGeometry

THREE.Shape.prototype.makeGeometry = function ( options ) {

	return new THREE.ShapeGeometry( this, options );

};

// Get points of holes

THREE.Shape.prototype.getPointsHoles = function ( divisions ) {

	var holesPts = [];

	for ( var i = 0, l = this.holes.length; i < l; i ++ ) {

		holesPts[ i ] = this.holes[ i ].getPoints( divisions );

	}

	return holesPts;

};


// Get points of shape and holes (keypoints based on segments parameter)

THREE.Shape.prototype.extractAllPoints = function ( divisions ) {

	return {

		shape: this.getPoints( divisions ),
		holes: this.getPointsHoles( divisions )

	};

};

THREE.Shape.prototype.extractPoints = function ( divisions ) {

	return this.extractAllPoints( divisions );

};

THREE.Shape.Utils = THREE.ShapeUtils; // backwards compatibility

// File:src/extras/curves/LineCurve.js

/**************************************************************
 *	Line
 **************************************************************/

THREE.LineCurve = function ( v1, v2 ) {

	this.v1 = v1;
	this.v2 = v2;

};

THREE.LineCurve.prototype = Object.create( THREE.Curve.prototype );
THREE.LineCurve.prototype.constructor = THREE.LineCurve;

THREE.LineCurve.prototype.getPoint = function ( t ) {

	var point = this.v2.clone().sub( this.v1 );
	point.multiplyScalar( t ).add( this.v1 );

	return point;

};

// Line curve is linear, so we can overwrite default getPointAt

THREE.LineCurve.prototype.getPointAt = function ( u ) {

	return this.getPoint( u );

};

THREE.LineCurve.prototype.getTangent = function( t ) {

	var tangent = this.v2.clone().sub( this.v1 );

	return tangent.normalize();

};

// File:src/extras/curves/QuadraticBezierCurve.js

/**************************************************************
 *	Quadratic Bezier curve
 **************************************************************/


THREE.QuadraticBezierCurve = function ( v0, v1, v2 ) {

	this.v0 = v0;
	this.v1 = v1;
	this.v2 = v2;

};

THREE.QuadraticBezierCurve.prototype = Object.create( THREE.Curve.prototype );
THREE.QuadraticBezierCurve.prototype.constructor = THREE.QuadraticBezierCurve;


THREE.QuadraticBezierCurve.prototype.getPoint = function ( t ) {

	var b2 = THREE.ShapeUtils.b2;

	return new THREE.Vector2(
		b2( t, this.v0.x, this.v1.x, this.v2.x ),
		b2( t, this.v0.y, this.v1.y, this.v2.y )
	);

};


THREE.QuadraticBezierCurve.prototype.getTangent = function( t ) {

	var tangentQuadraticBezier = THREE.CurveUtils.tangentQuadraticBezier;

	return new THREE.Vector2(
		tangentQuadraticBezier( t, this.v0.x, this.v1.x, this.v2.x ),
		tangentQuadraticBezier( t, this.v0.y, this.v1.y, this.v2.y )
	).normalize();

};

// File:src/extras/curves/CubicBezierCurve.js

/**************************************************************
 *	Cubic Bezier curve
 **************************************************************/

THREE.CubicBezierCurve = function ( v0, v1, v2, v3 ) {

	this.v0 = v0;
	this.v1 = v1;
	this.v2 = v2;
	this.v3 = v3;

};

THREE.CubicBezierCurve.prototype = Object.create( THREE.Curve.prototype );
THREE.CubicBezierCurve.prototype.constructor = THREE.CubicBezierCurve;

THREE.CubicBezierCurve.prototype.getPoint = function ( t ) {

	var b3 = THREE.ShapeUtils.b3;

	return new THREE.Vector2( 
		b3( t, this.v0.x, this.v1.x, this.v2.x, this.v3.x ),
		b3( t, this.v0.y, this.v1.y, this.v2.y, this.v3.y )
	);

};

THREE.CubicBezierCurve.prototype.getTangent = function( t ) {

	var tangentCubicBezier = THREE.CurveUtils.tangentCubicBezier;

	return new THREE.Vector2( 
		tangentCubicBezier( t, this.v0.x, this.v1.x, this.v2.x, this.v3.x ),
		tangentCubicBezier( t, this.v0.y, this.v1.y, this.v2.y, this.v3.y )
	).normalize();

};

// File:src/extras/curves/SplineCurve.js

/**************************************************************
 *	Spline curve
 **************************************************************/

THREE.SplineCurve = function ( points /* array of Vector2 */ ) {

	this.points = ( points == undefined ) ? [] : points;

};

THREE.SplineCurve.prototype = Object.create( THREE.Curve.prototype );
THREE.SplineCurve.prototype.constructor = THREE.SplineCurve;

THREE.SplineCurve.prototype.getPoint = function ( t ) {

	var points = this.points;
	var point = ( points.length - 1 ) * t;

	var intPoint = Math.floor( point );
	var weight = point - intPoint;

	var point0 = points[ intPoint === 0 ? intPoint : intPoint - 1 ];
	var point1 = points[ intPoint ];
	var point2 = points[ intPoint > points.length - 2 ? points.length - 1 : intPoint + 1 ];
	var point3 = points[ intPoint > points.length - 3 ? points.length - 1 : intPoint + 2 ];

	var interpolate = THREE.CurveUtils.interpolate;

	return new THREE.Vector2(
		interpolate( point0.x, point1.x, point2.x, point3.x, weight ),
		interpolate( point0.y, point1.y, point2.y, point3.y, weight )
	);

};

// File:src/extras/curves/EllipseCurve.js

/**************************************************************
 *	Ellipse curve
 **************************************************************/

THREE.EllipseCurve = function ( aX, aY, xRadius, yRadius, aStartAngle, aEndAngle, aClockwise, aRotation ) {

	this.aX = aX;
	this.aY = aY;

	this.xRadius = xRadius;
	this.yRadius = yRadius;

	this.aStartAngle = aStartAngle;
	this.aEndAngle = aEndAngle;

	this.aClockwise = aClockwise;
	
	this.aRotation = aRotation || 0;

};

THREE.EllipseCurve.prototype = Object.create( THREE.Curve.prototype );
THREE.EllipseCurve.prototype.constructor = THREE.EllipseCurve;

THREE.EllipseCurve.prototype.getPoint = function ( t ) {

	var deltaAngle = this.aEndAngle - this.aStartAngle;

	if ( deltaAngle < 0 ) deltaAngle += Math.PI * 2;
	if ( deltaAngle > Math.PI * 2 ) deltaAngle -= Math.PI * 2;

	var angle;

	if ( this.aClockwise === true ) {

		angle = this.aEndAngle + ( 1 - t ) * ( Math.PI * 2 - deltaAngle );

	} else {

		angle = this.aStartAngle + t * deltaAngle;

	}
	
	var x = this.aX + this.xRadius * Math.cos( angle );
	var y = this.aY + this.yRadius * Math.sin( angle );

	if ( this.aRotation !== 0 ) {

		var cos = Math.cos( this.aRotation );
		var sin = Math.sin( this.aRotation );

		var tx = x, ty = y;

		// Rotate the point about the center of the ellipse.
		x = ( tx - this.aX ) * cos - ( ty - this.aY ) * sin + this.aX;
		y = ( tx - this.aX ) * sin + ( ty - this.aY ) * cos + this.aY;

	}

	return new THREE.Vector2( x, y );

};

// File:src/extras/curves/ArcCurve.js

/**************************************************************
 *	Arc curve
 **************************************************************/

THREE.ArcCurve = function ( aX, aY, aRadius, aStartAngle, aEndAngle, aClockwise ) {

	THREE.EllipseCurve.call( this, aX, aY, aRadius, aRadius, aStartAngle, aEndAngle, aClockwise );

};

THREE.ArcCurve.prototype = Object.create( THREE.EllipseCurve.prototype );
THREE.ArcCurve.prototype.constructor = THREE.ArcCurve;

// File:src/extras/curves/LineCurve3.js

/**************************************************************
 *	Line3D
 **************************************************************/

THREE.LineCurve3 = THREE.Curve.create(

	function ( v1, v2 ) {

		this.v1 = v1;
		this.v2 = v2;

	},

	function ( t ) {

		var vector = new THREE.Vector3();

		vector.subVectors( this.v2, this.v1 ); // diff
		vector.multiplyScalar( t );
		vector.add( this.v1 );

		return vector;

	}

);

// File:src/extras/curves/QuadraticBezierCurve3.js

/**************************************************************
 *	Quadratic Bezier 3D curve
 **************************************************************/

THREE.QuadraticBezierCurve3 = THREE.Curve.create(

	function ( v0, v1, v2 ) {

		this.v0 = v0;
		this.v1 = v1;
		this.v2 = v2;

	},

	function ( t ) {

		var b2 = THREE.ShapeUtils.b2;		

		return new THREE.Vector3(
			b2( t, this.v0.x, this.v1.x, this.v2.x ),
			b2( t, this.v0.y, this.v1.y, this.v2.y ),
			b2( t, this.v0.z, this.v1.z, this.v2.z )
		);

	}

);

// File:src/extras/curves/CubicBezierCurve3.js

/**************************************************************
 *	Cubic Bezier 3D curve
 **************************************************************/

THREE.CubicBezierCurve3 = THREE.Curve.create(

	function ( v0, v1, v2, v3 ) {

		this.v0 = v0;
		this.v1 = v1;
		this.v2 = v2;
		this.v3 = v3;

	},

	function ( t ) {

		var b3 = THREE.ShapeUtils.b3;

		return new THREE.Vector3(
			b3( t, this.v0.x, this.v1.x, this.v2.x, this.v3.x ),
			b3( t, this.v0.y, this.v1.y, this.v2.y, this.v3.y ),
			b3( t, this.v0.z, this.v1.z, this.v2.z, this.v3.z )
		);

	}

);

// File:src/extras/curves/SplineCurve3.js

/**************************************************************
 *	Spline 3D curve
 **************************************************************/


THREE.SplineCurve3 = THREE.Curve.create(

	function ( points /* array of Vector3 */ ) {

		console.warn( 'THREE.SplineCurve3 will be deprecated. Please use THREE.CatmullRomCurve3' );
		this.points = ( points == undefined ) ? [] : points;

	},

	function ( t ) {

		var points = this.points;
		var point = ( points.length - 1 ) * t;

		var intPoint = Math.floor( point );
		var weight = point - intPoint;

		var point0 = points[ intPoint == 0 ? intPoint : intPoint - 1 ];
		var point1 = points[ intPoint ];
		var point2 = points[ intPoint > points.length - 2 ? points.length - 1 : intPoint + 1 ];
		var point3 = points[ intPoint > points.length - 3 ? points.length - 1 : intPoint + 2 ];

		var interpolate = THREE.CurveUtils.interpolate;

		return new THREE.Vector3(
			interpolate( point0.x, point1.x, point2.x, point3.x, weight ),
			interpolate( point0.y, point1.y, point2.y, point3.y, weight ),
			interpolate( point0.z, point1.z, point2.z, point3.z, weight )
		);

	}

);

// File:src/extras/curves/CatmullRomCurve3.js

/**
 * @author zz85 https://github.com/zz85
 *
 * Centripetal CatmullRom Curve - which is useful for avoiding
 * cusps and self-intersections in non-uniform catmull rom curves.
 * http://www.cemyuksel.com/research/catmullrom_param/catmullrom.pdf
 *
 * curve.type accepts centripetal(default), chordal and catmullrom
 * curve.tension is used for catmullrom which defaults to 0.5
 */

THREE.CatmullRomCurve3 = ( function() {

	var
		tmp = new THREE.Vector3(),
		px = new CubicPoly(),
		py = new CubicPoly(),
		pz = new CubicPoly();

	/*
	Based on an optimized c++ solution in
	 - http://stackoverflow.com/questions/9489736/catmull-rom-curve-with-no-cusps-and-no-self-intersections/
	 - http://ideone.com/NoEbVM

	This CubicPoly class could be used for reusing some variables and calculations,
	but for three.js curve use, it could be possible inlined and flatten into a single function call
	which can be placed in CurveUtils.
	*/

	function CubicPoly() {

	}

	/*
	 * Compute coefficients for a cubic polynomial
	 *   p(s) = c0 + c1*s + c2*s^2 + c3*s^3
	 * such that
	 *   p(0) = x0, p(1) = x1
	 *  and
	 *   p'(0) = t0, p'(1) = t1.
	 */
	CubicPoly.prototype.init = function( x0, x1, t0, t1 ) {

		this.c0 = x0;
		this.c1 = t0;
		this.c2 = - 3 * x0 + 3 * x1 - 2 * t0 - t1;
		this.c3 = 2 * x0 - 2 * x1 + t0 + t1;

	};

	CubicPoly.prototype.initNonuniformCatmullRom = function( x0, x1, x2, x3, dt0, dt1, dt2 ) {

		// compute tangents when parameterized in [t1,t2]
		var t1 = ( x1 - x0 ) / dt0 - ( x2 - x0 ) / ( dt0 + dt1 ) + ( x2 - x1 ) / dt1;
		var t2 = ( x2 - x1 ) / dt1 - ( x3 - x1 ) / ( dt1 + dt2 ) + ( x3 - x2 ) / dt2;

		// rescale tangents for parametrization in [0,1]
		t1 *= dt1;
		t2 *= dt1;

		// initCubicPoly
		this.init( x1, x2, t1, t2 );

	};

	// standard Catmull-Rom spline: interpolate between x1 and x2 with previous/following points x1/x4
	CubicPoly.prototype.initCatmullRom = function( x0, x1, x2, x3, tension ) {

		this.init( x1, x2, tension * ( x2 - x0 ), tension * ( x3 - x1 ) );

	};

	CubicPoly.prototype.calc = function( t ) {

		var t2 = t * t;
		var t3 = t2 * t;
		return this.c0 + this.c1 * t + this.c2 * t2 + this.c3 * t3;

	};

	// Subclass Three.js curve
	return THREE.Curve.create(

		function ( p /* array of Vector3 */ ) {

			this.points = p || [];

		},

		function ( t ) {

			var points = this.points,
				point, intPoint, weight, l;

			l = points.length;

			if ( l < 2 ) console.log( 'duh, you need at least 2 points' );

			point = ( l - 1 ) * t;
			intPoint = Math.floor( point );
			weight = point - intPoint;

			if ( weight === 0 && intPoint === l - 1 ) {

				intPoint = l - 2;
				weight = 1;

			}

			var p0, p1, p2, p3;

			if ( intPoint === 0 ) {

				// extrapolate first point
				tmp.subVectors( points[ 0 ], points[ 1 ] ).add( points[ 0 ] );
				p0 = tmp;

			} else {

				p0 = points[ intPoint - 1 ];

			}

			p1 = points[ intPoint ];
			p2 = points[ intPoint + 1 ];

			if ( intPoint + 2 < l ) {

				p3 = points[ intPoint + 2 ]

			} else {

				// extrapolate last point
				tmp.subVectors( points[ l - 1 ], points[ l - 2 ] ).add( points[ l - 2 ] );
				p3 = tmp;

			}

			if ( this.type === undefined || this.type === 'centripetal' || this.type === 'chordal' ) {

				// init Centripetal / Chordal Catmull-Rom
				var pow = this.type === 'chordal' ? 0.5 : 0.25;
				var dt0 = Math.pow( p0.distanceToSquared( p1 ), pow );
				var dt1 = Math.pow( p1.distanceToSquared( p2 ), pow );
				var dt2 = Math.pow( p2.distanceToSquared( p3 ), pow );

				// safety check for repeated points
				if ( dt1 < 1e-4 ) dt1 = 1.0;
				if ( dt0 < 1e-4 ) dt0 = dt1;
				if ( dt2 < 1e-4 ) dt2 = dt1;

				px.initNonuniformCatmullRom( p0.x, p1.x, p2.x, p3.x, dt0, dt1, dt2 );
				py.initNonuniformCatmullRom( p0.y, p1.y, p2.y, p3.y, dt0, dt1, dt2 );
				pz.initNonuniformCatmullRom( p0.z, p1.z, p2.z, p3.z, dt0, dt1, dt2 );

			} else if ( this.type === 'catmullrom' ) {

				var tension = this.tension !== undefined ? this.tension : 0.5;
				px.initCatmullRom( p0.x, p1.x, p2.x, p3.x, tension );
				py.initCatmullRom( p0.y, p1.y, p2.y, p3.y, tension );
				pz.initCatmullRom( p0.z, p1.z, p2.z, p3.z, tension );

			}

			var v = new THREE.Vector3(
				px.calc( weight ),
				py.calc( weight ),
				pz.calc( weight )
			);

			return v;

		}

	);

} )();

// File:src/extras/curves/ClosedSplineCurve3.js

/**************************************************************
 *	Closed Spline 3D curve
 **************************************************************/


THREE.ClosedSplineCurve3 = THREE.Curve.create(

	function ( points /* array of Vector3 */ ) {

		this.points = ( points == undefined ) ? [] : points;

	},

	function ( t ) {

		var points = this.points;
		var point = ( points.length - 0 ) * t; // This needs to be from 0-length +1

		var intPoint = Math.floor( point );
		var weight = point - intPoint;

		intPoint += intPoint > 0 ? 0 : ( Math.floor( Math.abs( intPoint ) / points.length ) + 1 ) * points.length;

		var point0 = points[ ( intPoint - 1 ) % points.length ];
		var point1 = points[ ( intPoint     ) % points.length ];
		var point2 = points[ ( intPoint + 1 ) % points.length ];
		var point3 = points[ ( intPoint + 2 ) % points.length ];

		var interpolate = THREE.CurveUtils.interpolate;

		return new THREE.Vector3(
			interpolate( point0.x, point1.x, point2.x, point3.x, weight ),
			interpolate( point0.y, point1.y, point2.y, point3.y, weight ),
			interpolate( point0.z, point1.z, point2.z, point3.z, weight )
		);

	}

);

// File:src/extras/geometries/BoxGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 * based on http://papervision3d.googlecode.com/svn/trunk/as3/trunk/src/org/papervision3d/objects/primitives/Cube.as
 */

THREE.BoxGeometry = function ( width, height, depth, widthSegments, heightSegments, depthSegments ) {

	THREE.Geometry.call( this );

	this.type = 'BoxGeometry';

	this.parameters = {
		width: width,
		height: height,
		depth: depth,
		widthSegments: widthSegments,
		heightSegments: heightSegments,
		depthSegments: depthSegments
	};

	this.widthSegments = widthSegments || 1;
	this.heightSegments = heightSegments || 1;
	this.depthSegments = depthSegments || 1;

	var scope = this;

	var width_half = width / 2;
	var height_half = height / 2;
	var depth_half = depth / 2;

	buildPlane( 'z', 'y', - 1, - 1, depth, height, width_half, 0 ); // px
	buildPlane( 'z', 'y',   1, - 1, depth, height, - width_half, 1 ); // nx
	buildPlane( 'x', 'z',   1,   1, width, depth, height_half, 2 ); // py
	buildPlane( 'x', 'z',   1, - 1, width, depth, - height_half, 3 ); // ny
	buildPlane( 'x', 'y',   1, - 1, width, height, depth_half, 4 ); // pz
	buildPlane( 'x', 'y', - 1, - 1, width, height, - depth_half, 5 ); // nz

	function buildPlane( u, v, udir, vdir, width, height, depth, materialIndex ) {

		var w, ix, iy,
		gridX = scope.widthSegments,
		gridY = scope.heightSegments,
		width_half = width / 2,
		height_half = height / 2,
		offset = scope.vertices.length;

		if ( ( u === 'x' && v === 'y' ) || ( u === 'y' && v === 'x' ) ) {

			w = 'z';

		} else if ( ( u === 'x' && v === 'z' ) || ( u === 'z' && v === 'x' ) ) {

			w = 'y';
			gridY = scope.depthSegments;

		} else if ( ( u === 'z' && v === 'y' ) || ( u === 'y' && v === 'z' ) ) {

			w = 'x';
			gridX = scope.depthSegments;

		}

		var gridX1 = gridX + 1,
		gridY1 = gridY + 1,
		segment_width = width / gridX,
		segment_height = height / gridY,
		normal = new THREE.Vector3();

		normal[ w ] = depth > 0 ? 1 : - 1;

		for ( iy = 0; iy < gridY1; iy ++ ) {

			for ( ix = 0; ix < gridX1; ix ++ ) {

				var vector = new THREE.Vector3();
				vector[ u ] = ( ix * segment_width - width_half ) * udir;
				vector[ v ] = ( iy * segment_height - height_half ) * vdir;
				vector[ w ] = depth;

				scope.vertices.push( vector );

			}

		}

		for ( iy = 0; iy < gridY; iy ++ ) {

			for ( ix = 0; ix < gridX; ix ++ ) {

				var a = ix + gridX1 * iy;
				var b = ix + gridX1 * ( iy + 1 );
				var c = ( ix + 1 ) + gridX1 * ( iy + 1 );
				var d = ( ix + 1 ) + gridX1 * iy;

				var uva = new THREE.Vector2( ix / gridX, 1 - iy / gridY );
				var uvb = new THREE.Vector2( ix / gridX, 1 - ( iy + 1 ) / gridY );
				var uvc = new THREE.Vector2( ( ix + 1 ) / gridX, 1 - ( iy + 1 ) / gridY );
				var uvd = new THREE.Vector2( ( ix + 1 ) / gridX, 1 - iy / gridY );

				var face = new THREE.Face3( a + offset, b + offset, d + offset );
				face.normal.copy( normal );
				face.vertexNormals.push( normal.clone(), normal.clone(), normal.clone() );
				face.materialIndex = materialIndex;

				scope.faces.push( face );
				scope.faceVertexUvs[ 0 ].push( [ uva, uvb, uvd ] );

				face = new THREE.Face3( b + offset, c + offset, d + offset );
				face.normal.copy( normal );
				face.vertexNormals.push( normal.clone(), normal.clone(), normal.clone() );
				face.materialIndex = materialIndex;

				scope.faces.push( face );
				scope.faceVertexUvs[ 0 ].push( [ uvb.clone(), uvc, uvd.clone() ] );

			}

		}

	}

	this.mergeVertices();

};

THREE.BoxGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.BoxGeometry.prototype.constructor = THREE.BoxGeometry;

THREE.BoxGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.BoxGeometry(
		parameters.width,
		parameters.height,
		parameters.depth,
		parameters.widthSegments,
		parameters.heightSegments,
		parameters.depthSegments
	);

};

THREE.CubeGeometry = THREE.BoxGeometry; // backwards compatibility

// File:src/extras/geometries/CircleGeometry.js

/**
 * @author hughes
 */

THREE.CircleGeometry = function ( radius, segments, thetaStart, thetaLength ) {

	THREE.Geometry.call( this );

	this.type = 'CircleGeometry';

	this.parameters = {
		radius: radius,
		segments: segments,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	this.fromBufferGeometry( new THREE.CircleBufferGeometry( radius, segments, thetaStart, thetaLength ) );

};

THREE.CircleGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.CircleGeometry.prototype.constructor = THREE.CircleGeometry;

THREE.CircleGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.CircleGeometry(
		parameters.radius,
		parameters.segments,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/CircleBufferGeometry.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 */

THREE.CircleBufferGeometry = function ( radius, segments, thetaStart, thetaLength ) {

	THREE.BufferGeometry.call( this );

	this.type = 'CircleBufferGeometry';

	this.parameters = {
		radius: radius,
		segments: segments,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	radius = radius || 50;
	segments = segments !== undefined ? Math.max( 3, segments ) : 8;

	thetaStart = thetaStart !== undefined ? thetaStart : 0;
	thetaLength = thetaLength !== undefined ? thetaLength : Math.PI * 2;

	var vertices = segments + 2;

	var positions = new Float32Array( vertices * 3 );
	var normals = new Float32Array( vertices * 3 );
	var uvs = new Float32Array( vertices * 2 );

	// center data is already zero, but need to set a few extras
	normals[ 2 ] = 1.0;
	uvs[ 0 ] = 0.5;
	uvs[ 1 ] = 0.5;

	for ( var s = 0, i = 3, ii = 2 ; s <= segments; s ++, i += 3, ii += 2 ) {

		var segment = thetaStart + s / segments * thetaLength;

		positions[ i ] = radius * Math.cos( segment );
		positions[ i + 1 ] = radius * Math.sin( segment );

		normals[ i + 2 ] = 1; // normal z

		uvs[ ii ] = ( positions[ i ] / radius + 1 ) / 2;
		uvs[ ii + 1 ] = ( positions[ i + 1 ] / radius + 1 ) / 2;

	}

	var indices = [];

	for ( var i = 1; i <= segments; i ++ ) {

		indices.push( i, i + 1, 0 );

	}

	this.setIndex( new THREE.BufferAttribute( new Uint16Array( indices ), 1 ) );
	this.addAttribute( 'position', new THREE.BufferAttribute( positions, 3 ) );
	this.addAttribute( 'normal', new THREE.BufferAttribute( normals, 3 ) );
	this.addAttribute( 'uv', new THREE.BufferAttribute( uvs, 2 ) );

	this.boundingSphere = new THREE.Sphere( new THREE.Vector3(), radius );

};

THREE.CircleBufferGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.CircleBufferGeometry.prototype.constructor = THREE.CircleBufferGeometry;

THREE.CircleBufferGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.CircleBufferGeometry(
		parameters.radius,
		parameters.segments,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/CylinderGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CylinderGeometry = function ( radiusTop, radiusBottom, height, radialSegments, heightSegments, openEnded, thetaStart, thetaLength ) {

	THREE.Geometry.call( this );

	this.type = 'CylinderGeometry';

	this.parameters = {
		radiusTop: radiusTop,
		radiusBottom: radiusBottom,
		height: height,
		radialSegments: radialSegments,
		heightSegments: heightSegments,
		openEnded: openEnded,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	radiusTop = radiusTop !== undefined ? radiusTop : 20;
	radiusBottom = radiusBottom !== undefined ? radiusBottom : 20;
	height = height !== undefined ? height : 100;

	radialSegments = radialSegments || 8;
	heightSegments = heightSegments || 1;

	openEnded = openEnded !== undefined ? openEnded : false;
	thetaStart = thetaStart !== undefined ? thetaStart : 0;
	thetaLength = thetaLength !== undefined ? thetaLength : 2 * Math.PI;

	var heightHalf = height / 2;

	var x, y, vertices = [], uvs = [];

	for ( y = 0; y <= heightSegments; y ++ ) {

		var verticesRow = [];
		var uvsRow = [];

		var v = y / heightSegments;
		var radius = v * ( radiusBottom - radiusTop ) + radiusTop;

		for ( x = 0; x <= radialSegments; x ++ ) {

			var u = x / radialSegments;

			var vertex = new THREE.Vector3();
			vertex.x = radius * Math.sin( u * thetaLength + thetaStart );
			vertex.y = - v * height + heightHalf;
			vertex.z = radius * Math.cos( u * thetaLength + thetaStart );

			this.vertices.push( vertex );

			verticesRow.push( this.vertices.length - 1 );
			uvsRow.push( new THREE.Vector2( u, 1 - v ) );

		}

		vertices.push( verticesRow );
		uvs.push( uvsRow );

	}

	var tanTheta = ( radiusBottom - radiusTop ) / height;
	var na, nb;

	for ( x = 0; x < radialSegments; x ++ ) {

		if ( radiusTop !== 0 ) {

			na = this.vertices[ vertices[ 0 ][ x ] ].clone();
			nb = this.vertices[ vertices[ 0 ][ x + 1 ] ].clone();

		} else {

			na = this.vertices[ vertices[ 1 ][ x ] ].clone();
			nb = this.vertices[ vertices[ 1 ][ x + 1 ] ].clone();

		}

		na.setY( Math.sqrt( na.x * na.x + na.z * na.z ) * tanTheta ).normalize();
		nb.setY( Math.sqrt( nb.x * nb.x + nb.z * nb.z ) * tanTheta ).normalize();

		for ( y = 0; y < heightSegments; y ++ ) {

			var v1 = vertices[ y ][ x ];
			var v2 = vertices[ y + 1 ][ x ];
			var v3 = vertices[ y + 1 ][ x + 1 ];
			var v4 = vertices[ y ][ x + 1 ];

			var n1 = na.clone();
			var n2 = na.clone();
			var n3 = nb.clone();
			var n4 = nb.clone();

			var uv1 = uvs[ y ][ x ].clone();
			var uv2 = uvs[ y + 1 ][ x ].clone();
			var uv3 = uvs[ y + 1 ][ x + 1 ].clone();
			var uv4 = uvs[ y ][ x + 1 ].clone();

			this.faces.push( new THREE.Face3( v1, v2, v4, [ n1, n2, n4 ] ) );
			this.faceVertexUvs[ 0 ].push( [ uv1, uv2, uv4 ] );

			this.faces.push( new THREE.Face3( v2, v3, v4, [ n2.clone(), n3, n4.clone() ] ) );
			this.faceVertexUvs[ 0 ].push( [ uv2.clone(), uv3, uv4.clone() ] );

		}

	}

	// top cap

	if ( openEnded === false && radiusTop > 0 ) {

		this.vertices.push( new THREE.Vector3( 0, heightHalf, 0 ) );

		for ( x = 0; x < radialSegments; x ++ ) {

			var v1 = vertices[ 0 ][ x ];
			var v2 = vertices[ 0 ][ x + 1 ];
			var v3 = this.vertices.length - 1;

			var n1 = new THREE.Vector3( 0, 1, 0 );
			var n2 = new THREE.Vector3( 0, 1, 0 );
			var n3 = new THREE.Vector3( 0, 1, 0 );

			var uv1 = uvs[ 0 ][ x ].clone();
			var uv2 = uvs[ 0 ][ x + 1 ].clone();
			var uv3 = new THREE.Vector2( uv2.x, 0 );

			this.faces.push( new THREE.Face3( v1, v2, v3, [ n1, n2, n3 ], undefined, 1 ) );
			this.faceVertexUvs[ 0 ].push( [ uv1, uv2, uv3 ] );

		}

	}

	// bottom cap

	if ( openEnded === false && radiusBottom > 0 ) {

		this.vertices.push( new THREE.Vector3( 0, - heightHalf, 0 ) );

		for ( x = 0; x < radialSegments; x ++ ) {

			var v1 = vertices[ heightSegments ][ x + 1 ];
			var v2 = vertices[ heightSegments ][ x ];
			var v3 = this.vertices.length - 1;

			var n1 = new THREE.Vector3( 0, - 1, 0 );
			var n2 = new THREE.Vector3( 0, - 1, 0 );
			var n3 = new THREE.Vector3( 0, - 1, 0 );

			var uv1 = uvs[ heightSegments ][ x + 1 ].clone();
			var uv2 = uvs[ heightSegments ][ x ].clone();
			var uv3 = new THREE.Vector2( uv2.x, 1 );

			this.faces.push( new THREE.Face3( v1, v2, v3, [ n1, n2, n3 ], undefined, 2 ) );
			this.faceVertexUvs[ 0 ].push( [ uv1, uv2, uv3 ] );

		}

	}

	this.computeFaceNormals();

};

THREE.CylinderGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.CylinderGeometry.prototype.constructor = THREE.CylinderGeometry;

THREE.CylinderGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.CylinderGeometry(
		parameters.radiusTop,
		parameters.radiusBottom,
		parameters.height,
		parameters.radialSegments,
		parameters.heightSegments,
		parameters.openEnded,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/EdgesGeometry.js

/**
 * @author WestLangley / http://github.com/WestLangley
 */

THREE.EdgesGeometry = function ( geometry, thresholdAngle ) {

	THREE.BufferGeometry.call( this );

	thresholdAngle = ( thresholdAngle !== undefined ) ? thresholdAngle : 1;

	var thresholdDot = Math.cos( THREE.Math.degToRad( thresholdAngle ) );

	var edge = [ 0, 0 ], hash = {};

	function sortFunction( a, b ) {

		return a - b;

	}

	var keys = [ 'a', 'b', 'c' ];

	var geometry2;

	if ( geometry instanceof THREE.BufferGeometry ) {

		geometry2 = new THREE.Geometry();
		geometry2.fromBufferGeometry( geometry );

	} else {

		geometry2 = geometry.clone();

	}

	geometry2.mergeVertices();
	geometry2.computeFaceNormals();

	var vertices = geometry2.vertices;
	var faces = geometry2.faces;

	for ( var i = 0, l = faces.length; i < l; i ++ ) {

		var face = faces[ i ];

		for ( var j = 0; j < 3; j ++ ) {

			edge[ 0 ] = face[ keys[ j ] ];
			edge[ 1 ] = face[ keys[ ( j + 1 ) % 3 ] ];
			edge.sort( sortFunction );

			var key = edge.toString();

			if ( hash[ key ] === undefined ) {

				hash[ key ] = { vert1: edge[ 0 ], vert2: edge[ 1 ], face1: i, face2: undefined };

			} else {

				hash[ key ].face2 = i;

			}

		}

	}

	var coords = [];

	for ( var key in hash ) {

		var h = hash[ key ];

		if ( h.face2 === undefined || faces[ h.face1 ].normal.dot( faces[ h.face2 ].normal ) <= thresholdDot ) {

			var vertex = vertices[ h.vert1 ];
			coords.push( vertex.x );
			coords.push( vertex.y );
			coords.push( vertex.z );

			vertex = vertices[ h.vert2 ];
			coords.push( vertex.x );
			coords.push( vertex.y );
			coords.push( vertex.z );

		}

	}

	this.addAttribute( 'position', new THREE.BufferAttribute( new Float32Array( coords ), 3 ) );

};

THREE.EdgesGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.EdgesGeometry.prototype.constructor = THREE.EdgesGeometry;

// File:src/extras/geometries/ExtrudeGeometry.js

/**
 * @author zz85 / http://www.lab4games.net/zz85/blog
 *
 * Creates extruded geometry from a path shape.
 *
 * parameters = {
 *
 *  curveSegments: <int>, // number of points on the curves
 *  steps: <int>, // number of points for z-side extrusions / used for subdividing segments of extrude spline too
 *  amount: <int>, // Depth to extrude the shape
 *
 *  bevelEnabled: <bool>, // turn on bevel
 *  bevelThickness: <float>, // how deep into the original shape bevel goes
 *  bevelSize: <float>, // how far from shape outline is bevel
 *  bevelSegments: <int>, // number of bevel layers
 *
 *  extrudePath: <THREE.CurvePath> // 3d spline path to extrude shape along. (creates Frames if .frames aren't defined)
 *  frames: <THREE.TubeGeometry.FrenetFrames> // containing arrays of tangents, normals, binormals
 *
 *  uvGenerator: <Object> // object that provides UV generator functions
 *
 * }
 **/

THREE.ExtrudeGeometry = function ( shapes, options ) {

	if ( typeof( shapes ) === "undefined" ) {

		shapes = [];
		return;

	}

	THREE.Geometry.call( this );

	this.type = 'ExtrudeGeometry';

	shapes = Array.isArray( shapes ) ? shapes : [ shapes ];

	this.addShapeList( shapes, options );

	this.computeFaceNormals();

	// can't really use automatic vertex normals
	// as then front and back sides get smoothed too
	// should do separate smoothing just for sides

	//this.computeVertexNormals();

	//console.log( "took", ( Date.now() - startTime ) );

};

THREE.ExtrudeGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.ExtrudeGeometry.prototype.constructor = THREE.ExtrudeGeometry;

THREE.ExtrudeGeometry.prototype.addShapeList = function ( shapes, options ) {

	var sl = shapes.length;

	for ( var s = 0; s < sl; s ++ ) {

		var shape = shapes[ s ];
		this.addShape( shape, options );

	}

};

THREE.ExtrudeGeometry.prototype.addShape = function ( shape, options ) {

	var amount = options.amount !== undefined ? options.amount : 100;

	var bevelThickness = options.bevelThickness !== undefined ? options.bevelThickness : 6; // 10
	var bevelSize = options.bevelSize !== undefined ? options.bevelSize : bevelThickness - 2; // 8
	var bevelSegments = options.bevelSegments !== undefined ? options.bevelSegments : 3;

	var bevelEnabled = options.bevelEnabled !== undefined ? options.bevelEnabled : true; // false

	var curveSegments = options.curveSegments !== undefined ? options.curveSegments : 12;

	var steps = options.steps !== undefined ? options.steps : 1;

	var extrudePath = options.extrudePath;
	var extrudePts, extrudeByPath = false;

	// Use default WorldUVGenerator if no UV generators are specified.
	var uvgen = options.UVGenerator !== undefined ? options.UVGenerator : THREE.ExtrudeGeometry.WorldUVGenerator;

	var splineTube, binormal, normal, position2;
	if ( extrudePath ) {

		extrudePts = extrudePath.getSpacedPoints( steps );

		extrudeByPath = true;
		bevelEnabled = false; // bevels not supported for path extrusion

		// SETUP TNB variables

		// Reuse TNB from TubeGeomtry for now.
		// TODO1 - have a .isClosed in spline?

		splineTube = options.frames !== undefined ? options.frames : new THREE.TubeGeometry.FrenetFrames( extrudePath, steps, false );

		// console.log(splineTube, 'splineTube', splineTube.normals.length, 'steps', steps, 'extrudePts', extrudePts.length);

		binormal = new THREE.Vector3();
		normal = new THREE.Vector3();
		position2 = new THREE.Vector3();

	}

	// Safeguards if bevels are not enabled

	if ( ! bevelEnabled ) {

		bevelSegments = 0;
		bevelThickness = 0;
		bevelSize = 0;

	}

	// Variables initialization

	var ahole, h, hl; // looping of holes
	var scope = this;

	var shapesOffset = this.vertices.length;

	var shapePoints = shape.extractPoints( curveSegments );

	var vertices = shapePoints.shape;
	var holes = shapePoints.holes;

	var reverse = ! THREE.ShapeUtils.isClockWise( vertices );

	if ( reverse ) {

		vertices = vertices.reverse();

		// Maybe we should also check if holes are in the opposite direction, just to be safe ...

		for ( h = 0, hl = holes.length; h < hl; h ++ ) {

			ahole = holes[ h ];

			if ( THREE.ShapeUtils.isClockWise( ahole ) ) {

				holes[ h ] = ahole.reverse();

			}

		}

		reverse = false; // If vertices are in order now, we shouldn't need to worry about them again (hopefully)!

	}


	var faces = THREE.ShapeUtils.triangulateShape( vertices, holes );

	/* Vertices */

	var contour = vertices; // vertices has all points but contour has only points of circumference

	for ( h = 0, hl = holes.length; h < hl; h ++ ) {

		ahole = holes[ h ];

		vertices = vertices.concat( ahole );

	}


	function scalePt2 ( pt, vec, size ) {

		if ( ! vec ) console.error( "THREE.ExtrudeGeometry: vec does not exist" );

		return vec.clone().multiplyScalar( size ).add( pt );

	}

	var b, bs, t, z,
		vert, vlen = vertices.length,
		face, flen = faces.length;


	// Find directions for point movement


	function getBevelVec( inPt, inPrev, inNext ) {

		// computes for inPt the corresponding point inPt' on a new contour
		//   shifted by 1 unit (length of normalized vector) to the left
		// if we walk along contour clockwise, this new contour is outside the old one
		//
		// inPt' is the intersection of the two lines parallel to the two
		//  adjacent edges of inPt at a distance of 1 unit on the left side.

		var v_trans_x, v_trans_y, shrink_by = 1;		// resulting translation vector for inPt

		// good reading for geometry algorithms (here: line-line intersection)
		// http://geomalgorithms.com/a05-_intersect-1.html

		var v_prev_x = inPt.x - inPrev.x, v_prev_y = inPt.y - inPrev.y;
		var v_next_x = inNext.x - inPt.x, v_next_y = inNext.y - inPt.y;

		var v_prev_lensq = ( v_prev_x * v_prev_x + v_prev_y * v_prev_y );

		// check for collinear edges
		var collinear0 = ( v_prev_x * v_next_y - v_prev_y * v_next_x );

		if ( Math.abs( collinear0 ) > Number.EPSILON ) {

			// not collinear

			// length of vectors for normalizing

			var v_prev_len = Math.sqrt( v_prev_lensq );
			var v_next_len = Math.sqrt( v_next_x * v_next_x + v_next_y * v_next_y );

			// shift adjacent points by unit vectors to the left

			var ptPrevShift_x = ( inPrev.x - v_prev_y / v_prev_len );
			var ptPrevShift_y = ( inPrev.y + v_prev_x / v_prev_len );

			var ptNextShift_x = ( inNext.x - v_next_y / v_next_len );
			var ptNextShift_y = ( inNext.y + v_next_x / v_next_len );

			// scaling factor for v_prev to intersection point

			var sf = (  ( ptNextShift_x - ptPrevShift_x ) * v_next_y -
						( ptNextShift_y - ptPrevShift_y ) * v_next_x    ) /
					  ( v_prev_x * v_next_y - v_prev_y * v_next_x );

			// vector from inPt to intersection point

			v_trans_x = ( ptPrevShift_x + v_prev_x * sf - inPt.x );
			v_trans_y = ( ptPrevShift_y + v_prev_y * sf - inPt.y );

			// Don't normalize!, otherwise sharp corners become ugly
			//  but prevent crazy spikes
			var v_trans_lensq = ( v_trans_x * v_trans_x + v_trans_y * v_trans_y );
			if ( v_trans_lensq <= 2 ) {

				return	new THREE.Vector2( v_trans_x, v_trans_y );

			} else {

				shrink_by = Math.sqrt( v_trans_lensq / 2 );

			}

		} else {

			// handle special case of collinear edges

			var direction_eq = false;		// assumes: opposite
			if ( v_prev_x > Number.EPSILON ) {

				if ( v_next_x > Number.EPSILON ) {

					direction_eq = true;

				}

			} else {

				if ( v_prev_x < - Number.EPSILON ) {

					if ( v_next_x < - Number.EPSILON ) {

						direction_eq = true;

					}

				} else {

					if ( Math.sign( v_prev_y ) === Math.sign( v_next_y ) ) {

						direction_eq = true;

					}

				}

			}

			if ( direction_eq ) {

				// console.log("Warning: lines are a straight sequence");
				v_trans_x = - v_prev_y;
				v_trans_y =  v_prev_x;
				shrink_by = Math.sqrt( v_prev_lensq );

			} else {

				// console.log("Warning: lines are a straight spike");
				v_trans_x = v_prev_x;
				v_trans_y = v_prev_y;
				shrink_by = Math.sqrt( v_prev_lensq / 2 );

			}

		}

		return	new THREE.Vector2( v_trans_x / shrink_by, v_trans_y / shrink_by );

	}


	var contourMovements = [];

	for ( var i = 0, il = contour.length, j = il - 1, k = i + 1; i < il; i ++, j ++, k ++ ) {

		if ( j === il ) j = 0;
		if ( k === il ) k = 0;

		//  (j)---(i)---(k)
		// console.log('i,j,k', i, j , k)

		contourMovements[ i ] = getBevelVec( contour[ i ], contour[ j ], contour[ k ] );

	}

	var holesMovements = [], oneHoleMovements, verticesMovements = contourMovements.concat();

	for ( h = 0, hl = holes.length; h < hl; h ++ ) {

		ahole = holes[ h ];

		oneHoleMovements = [];

		for ( i = 0, il = ahole.length, j = il - 1, k = i + 1; i < il; i ++, j ++, k ++ ) {

			if ( j === il ) j = 0;
			if ( k === il ) k = 0;

			//  (j)---(i)---(k)
			oneHoleMovements[ i ] = getBevelVec( ahole[ i ], ahole[ j ], ahole[ k ] );

		}

		holesMovements.push( oneHoleMovements );
		verticesMovements = verticesMovements.concat( oneHoleMovements );

	}


	// Loop bevelSegments, 1 for the front, 1 for the back

	for ( b = 0; b < bevelSegments; b ++ ) {

		//for ( b = bevelSegments; b > 0; b -- ) {

		t = b / bevelSegments;
		z = bevelThickness * ( 1 - t );

		//z = bevelThickness * t;
		bs = bevelSize * ( Math.sin ( t * Math.PI / 2 ) ); // curved
		//bs = bevelSize * t; // linear

		// contract shape

		for ( i = 0, il = contour.length; i < il; i ++ ) {

			vert = scalePt2( contour[ i ], contourMovements[ i ], bs );

			v( vert.x, vert.y,  - z );

		}

		// expand holes

		for ( h = 0, hl = holes.length; h < hl; h ++ ) {

			ahole = holes[ h ];
			oneHoleMovements = holesMovements[ h ];

			for ( i = 0, il = ahole.length; i < il; i ++ ) {

				vert = scalePt2( ahole[ i ], oneHoleMovements[ i ], bs );

				v( vert.x, vert.y,  - z );

			}

		}

	}

	bs = bevelSize;

	// Back facing vertices

	for ( i = 0; i < vlen; i ++ ) {

		vert = bevelEnabled ? scalePt2( vertices[ i ], verticesMovements[ i ], bs ) : vertices[ i ];

		if ( ! extrudeByPath ) {

			v( vert.x, vert.y, 0 );

		} else {

			// v( vert.x, vert.y + extrudePts[ 0 ].y, extrudePts[ 0 ].x );

			normal.copy( splineTube.normals[ 0 ] ).multiplyScalar( vert.x );
			binormal.copy( splineTube.binormals[ 0 ] ).multiplyScalar( vert.y );

			position2.copy( extrudePts[ 0 ] ).add( normal ).add( binormal );

			v( position2.x, position2.y, position2.z );

		}

	}

	// Add stepped vertices...
	// Including front facing vertices

	var s;

	for ( s = 1; s <= steps; s ++ ) {

		for ( i = 0; i < vlen; i ++ ) {

			vert = bevelEnabled ? scalePt2( vertices[ i ], verticesMovements[ i ], bs ) : vertices[ i ];

			if ( ! extrudeByPath ) {

				v( vert.x, vert.y, amount / steps * s );

			} else {

				// v( vert.x, vert.y + extrudePts[ s - 1 ].y, extrudePts[ s - 1 ].x );

				normal.copy( splineTube.normals[ s ] ).multiplyScalar( vert.x );
				binormal.copy( splineTube.binormals[ s ] ).multiplyScalar( vert.y );

				position2.copy( extrudePts[ s ] ).add( normal ).add( binormal );

				v( position2.x, position2.y, position2.z );

			}

		}

	}


	// Add bevel segments planes

	//for ( b = 1; b <= bevelSegments; b ++ ) {
	for ( b = bevelSegments - 1; b >= 0; b -- ) {

		t = b / bevelSegments;
		z = bevelThickness * ( 1 - t );
		//bs = bevelSize * ( 1-Math.sin ( ( 1 - t ) * Math.PI/2 ) );
		bs = bevelSize * Math.sin ( t * Math.PI / 2 );

		// contract shape

		for ( i = 0, il = contour.length; i < il; i ++ ) {

			vert = scalePt2( contour[ i ], contourMovements[ i ], bs );
			v( vert.x, vert.y,  amount + z );

		}

		// expand holes

		for ( h = 0, hl = holes.length; h < hl; h ++ ) {

			ahole = holes[ h ];
			oneHoleMovements = holesMovements[ h ];

			for ( i = 0, il = ahole.length; i < il; i ++ ) {

				vert = scalePt2( ahole[ i ], oneHoleMovements[ i ], bs );

				if ( ! extrudeByPath ) {

					v( vert.x, vert.y,  amount + z );

				} else {

					v( vert.x, vert.y + extrudePts[ steps - 1 ].y, extrudePts[ steps - 1 ].x + z );

				}

			}

		}

	}

	/* Faces */

	// Top and bottom faces

	buildLidFaces();

	// Sides faces

	buildSideFaces();


	/////  Internal functions

	function buildLidFaces() {

		if ( bevelEnabled ) {

			var layer = 0; // steps + 1
			var offset = vlen * layer;

			// Bottom faces

			for ( i = 0; i < flen; i ++ ) {

				face = faces[ i ];
				f3( face[ 2 ] + offset, face[ 1 ] + offset, face[ 0 ] + offset );

			}

			layer = steps + bevelSegments * 2;
			offset = vlen * layer;

			// Top faces

			for ( i = 0; i < flen; i ++ ) {

				face = faces[ i ];
				f3( face[ 0 ] + offset, face[ 1 ] + offset, face[ 2 ] + offset );

			}

		} else {

			// Bottom faces

			for ( i = 0; i < flen; i ++ ) {

				face = faces[ i ];
				f3( face[ 2 ], face[ 1 ], face[ 0 ] );

			}

			// Top faces

			for ( i = 0; i < flen; i ++ ) {

				face = faces[ i ];
				f3( face[ 0 ] + vlen * steps, face[ 1 ] + vlen * steps, face[ 2 ] + vlen * steps );

			}

		}

	}

	// Create faces for the z-sides of the shape

	function buildSideFaces() {

		var layeroffset = 0;
		sidewalls( contour, layeroffset );
		layeroffset += contour.length;

		for ( h = 0, hl = holes.length; h < hl; h ++ ) {

			ahole = holes[ h ];
			sidewalls( ahole, layeroffset );

			//, true
			layeroffset += ahole.length;

		}

	}

	function sidewalls( contour, layeroffset ) {

		var j, k;
		i = contour.length;

		while ( -- i >= 0 ) {

			j = i;
			k = i - 1;
			if ( k < 0 ) k = contour.length - 1;

			//console.log('b', i,j, i-1, k,vertices.length);

			var s = 0, sl = steps  + bevelSegments * 2;

			for ( s = 0; s < sl; s ++ ) {

				var slen1 = vlen * s;
				var slen2 = vlen * ( s + 1 );

				var a = layeroffset + j + slen1,
					b = layeroffset + k + slen1,
					c = layeroffset + k + slen2,
					d = layeroffset + j + slen2;

				f4( a, b, c, d, contour, s, sl, j, k );

			}

		}

	}


	function v( x, y, z ) {

		scope.vertices.push( new THREE.Vector3( x, y, z ) );

	}

	function f3( a, b, c ) {

		a += shapesOffset;
		b += shapesOffset;
		c += shapesOffset;

		scope.faces.push( new THREE.Face3( a, b, c, null, null, 0 ) );

		var uvs = uvgen.generateTopUV( scope, a, b, c );

		scope.faceVertexUvs[ 0 ].push( uvs );

	}

	function f4( a, b, c, d, wallContour, stepIndex, stepsLength, contourIndex1, contourIndex2 ) {

		a += shapesOffset;
		b += shapesOffset;
		c += shapesOffset;
		d += shapesOffset;

		scope.faces.push( new THREE.Face3( a, b, d, null, null, 1 ) );
		scope.faces.push( new THREE.Face3( b, c, d, null, null, 1 ) );

		var uvs = uvgen.generateSideWallUV( scope, a, b, c, d );

		scope.faceVertexUvs[ 0 ].push( [ uvs[ 0 ], uvs[ 1 ], uvs[ 3 ] ] );
		scope.faceVertexUvs[ 0 ].push( [ uvs[ 1 ], uvs[ 2 ], uvs[ 3 ] ] );

	}

};

THREE.ExtrudeGeometry.WorldUVGenerator = {

	generateTopUV: function ( geometry, indexA, indexB, indexC ) {

		var vertices = geometry.vertices;

		var a = vertices[ indexA ];
		var b = vertices[ indexB ];
		var c = vertices[ indexC ];

		return [
			new THREE.Vector2( a.x, a.y ),
			new THREE.Vector2( b.x, b.y ),
			new THREE.Vector2( c.x, c.y )
		];

	},

	generateSideWallUV: function ( geometry, indexA, indexB, indexC, indexD ) {

		var vertices = geometry.vertices;

		var a = vertices[ indexA ];
		var b = vertices[ indexB ];
		var c = vertices[ indexC ];
		var d = vertices[ indexD ];

		if ( Math.abs( a.y - b.y ) < 0.01 ) {

			return [
				new THREE.Vector2( a.x, 1 - a.z ),
				new THREE.Vector2( b.x, 1 - b.z ),
				new THREE.Vector2( c.x, 1 - c.z ),
				new THREE.Vector2( d.x, 1 - d.z )
			];

		} else {

			return [
				new THREE.Vector2( a.y, 1 - a.z ),
				new THREE.Vector2( b.y, 1 - b.z ),
				new THREE.Vector2( c.y, 1 - c.z ),
				new THREE.Vector2( d.y, 1 - d.z )
			];

		}

	}
};

// File:src/extras/geometries/ShapeGeometry.js

/**
 * @author jonobr1 / http://jonobr1.com
 *
 * Creates a one-sided polygonal geometry from a path shape. Similar to
 * ExtrudeGeometry.
 *
 * parameters = {
 *
 *	curveSegments: <int>, // number of points on the curves. NOT USED AT THE MOMENT.
 *
 *	material: <int> // material index for front and back faces
 *	uvGenerator: <Object> // object that provides UV generator functions
 *
 * }
 **/

THREE.ShapeGeometry = function ( shapes, options ) {

	THREE.Geometry.call( this );

	this.type = 'ShapeGeometry';

	if ( Array.isArray( shapes ) === false ) shapes = [ shapes ];

	this.addShapeList( shapes, options );

	this.computeFaceNormals();

};

THREE.ShapeGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.ShapeGeometry.prototype.constructor = THREE.ShapeGeometry;

/**
 * Add an array of shapes to THREE.ShapeGeometry.
 */
THREE.ShapeGeometry.prototype.addShapeList = function ( shapes, options ) {

	for ( var i = 0, l = shapes.length; i < l; i ++ ) {

		this.addShape( shapes[ i ], options );

	}

	return this;

};

/**
 * Adds a shape to THREE.ShapeGeometry, based on THREE.ExtrudeGeometry.
 */
THREE.ShapeGeometry.prototype.addShape = function ( shape, options ) {

	if ( options === undefined ) options = {};
	var curveSegments = options.curveSegments !== undefined ? options.curveSegments : 12;

	var material = options.material;
	var uvgen = options.UVGenerator === undefined ? THREE.ExtrudeGeometry.WorldUVGenerator : options.UVGenerator;

	//

	var i, l, hole;

	var shapesOffset = this.vertices.length;
	var shapePoints = shape.extractPoints( curveSegments );

	var vertices = shapePoints.shape;
	var holes = shapePoints.holes;

	var reverse = ! THREE.ShapeUtils.isClockWise( vertices );

	if ( reverse ) {

		vertices = vertices.reverse();

		// Maybe we should also check if holes are in the opposite direction, just to be safe...

		for ( i = 0, l = holes.length; i < l; i ++ ) {

			hole = holes[ i ];

			if ( THREE.ShapeUtils.isClockWise( hole ) ) {

				holes[ i ] = hole.reverse();

			}

		}

		reverse = false;

	}

	var faces = THREE.ShapeUtils.triangulateShape( vertices, holes );

	// Vertices

	for ( i = 0, l = holes.length; i < l; i ++ ) {

		hole = holes[ i ];
		vertices = vertices.concat( hole );

	}

	//

	var vert, vlen = vertices.length;
	var face, flen = faces.length;

	for ( i = 0; i < vlen; i ++ ) {

		vert = vertices[ i ];

		this.vertices.push( new THREE.Vector3( vert.x, vert.y, 0 ) );

	}

	for ( i = 0; i < flen; i ++ ) {

		face = faces[ i ];

		var a = face[ 0 ] + shapesOffset;
		var b = face[ 1 ] + shapesOffset;
		var c = face[ 2 ] + shapesOffset;

		this.faces.push( new THREE.Face3( a, b, c, null, null, material ) );
		this.faceVertexUvs[ 0 ].push( uvgen.generateTopUV( this, a, b, c ) );

	}

};

// File:src/extras/geometries/LatheGeometry.js

/**
 * @author astrodud / http://astrodud.isgreat.org/
 * @author zz85 / https://github.com/zz85
 * @author bhouston / http://clara.io
 */

// points - to create a closed torus, one must use a set of points 
//    like so: [ a, b, c, d, a ], see first is the same as last.
// segments - the number of circumference segments to create
// phiStart - the starting radian
// phiLength - the radian (0 to 2*PI) range of the lathed section
//    2*pi is a closed lathe, less than 2PI is a portion.

THREE.LatheGeometry = function ( points, segments, phiStart, phiLength ) {

	THREE.Geometry.call( this );

	this.type = 'LatheGeometry';

	this.parameters = {
		points: points,
		segments: segments,
		phiStart: phiStart,
		phiLength: phiLength
	};

	segments = segments || 12;
	phiStart = phiStart || 0;
	phiLength = phiLength || 2 * Math.PI;

	var inversePointLength = 1.0 / ( points.length - 1 );
	var inverseSegments = 1.0 / segments;

	for ( var i = 0, il = segments; i <= il; i ++ ) {

		var phi = phiStart + i * inverseSegments * phiLength;

		var c = Math.cos( phi ),
			s = Math.sin( phi );

		for ( var j = 0, jl = points.length; j < jl; j ++ ) {

			var pt = points[ j ];

			var vertex = new THREE.Vector3();

			vertex.x = c * pt.x - s * pt.y;
			vertex.y = s * pt.x + c * pt.y;
			vertex.z = pt.z;

			this.vertices.push( vertex );

		}

	}

	var np = points.length;

	for ( var i = 0, il = segments; i < il; i ++ ) {

		for ( var j = 0, jl = points.length - 1; j < jl; j ++ ) {

			var base = j + np * i;
			var a = base;
			var b = base + np;
			var c = base + 1 + np;
			var d = base + 1;

			var u0 = i * inverseSegments;
			var v0 = j * inversePointLength;
			var u1 = u0 + inverseSegments;
			var v1 = v0 + inversePointLength;

			this.faces.push( new THREE.Face3( a, b, d ) );

			this.faceVertexUvs[ 0 ].push( [

				new THREE.Vector2( u0, v0 ),
				new THREE.Vector2( u1, v0 ),
				new THREE.Vector2( u0, v1 )

			] );

			this.faces.push( new THREE.Face3( b, c, d ) );

			this.faceVertexUvs[ 0 ].push( [

				new THREE.Vector2( u1, v0 ),
				new THREE.Vector2( u1, v1 ),
				new THREE.Vector2( u0, v1 )

			] );


		}

	}

	this.mergeVertices();
	this.computeFaceNormals();
	this.computeVertexNormals();

};

THREE.LatheGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.LatheGeometry.prototype.constructor = THREE.LatheGeometry;

// File:src/extras/geometries/PlaneGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 * based on http://papervision3d.googlecode.com/svn/trunk/as3/trunk/src/org/papervision3d/objects/primitives/Plane.as
 */

THREE.PlaneGeometry = function ( width, height, widthSegments, heightSegments ) {

	THREE.Geometry.call( this );

	this.type = 'PlaneGeometry';

	this.parameters = {
		width: width,
		height: height,
		widthSegments: widthSegments,
		heightSegments: heightSegments
	};

	this.fromBufferGeometry( new THREE.PlaneBufferGeometry( width, height, widthSegments, heightSegments ) );

};

THREE.PlaneGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.PlaneGeometry.prototype.constructor = THREE.PlaneGeometry;

THREE.PlaneGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.PlaneGeometry(
		parameters.width,
		parameters.height,
		parameters.widthSegments,
		parameters.heightSegments
	);

};

// File:src/extras/geometries/PlaneBufferGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 * based on http://papervision3d.googlecode.com/svn/trunk/as3/trunk/src/org/papervision3d/objects/primitives/Plane.as
 */

THREE.PlaneBufferGeometry = function ( width, height, widthSegments, heightSegments ) {

	THREE.BufferGeometry.call( this );

	this.type = 'PlaneBufferGeometry';

	this.parameters = {
		width: width,
		height: height,
		widthSegments: widthSegments,
		heightSegments: heightSegments
	};

	var width_half = width / 2;
	var height_half = height / 2;

	var gridX = Math.floor( widthSegments ) || 1;
	var gridY = Math.floor( heightSegments ) || 1;

	var gridX1 = gridX + 1;
	var gridY1 = gridY + 1;

	var segment_width = width / gridX;
	var segment_height = height / gridY;

	var vertices = new Float32Array( gridX1 * gridY1 * 3 );
	var normals = new Float32Array( gridX1 * gridY1 * 3 );
	var uvs = new Float32Array( gridX1 * gridY1 * 2 );

	var offset = 0;
	var offset2 = 0;

	for ( var iy = 0; iy < gridY1; iy ++ ) {

		var y = iy * segment_height - height_half;

		for ( var ix = 0; ix < gridX1; ix ++ ) {

			var x = ix * segment_width - width_half;

			vertices[ offset ] = x;
			vertices[ offset + 1 ] = - y;

			normals[ offset + 2 ] = 1;

			uvs[ offset2 ] = ix / gridX;
			uvs[ offset2 + 1 ] = 1 - ( iy / gridY );

			offset += 3;
			offset2 += 2;

		}

	}

	offset = 0;

	var indices = new ( ( vertices.length / 3 ) > 65535 ? Uint32Array : Uint16Array )( gridX * gridY * 6 );

	for ( var iy = 0; iy < gridY; iy ++ ) {

		for ( var ix = 0; ix < gridX; ix ++ ) {

			var a = ix + gridX1 * iy;
			var b = ix + gridX1 * ( iy + 1 );
			var c = ( ix + 1 ) + gridX1 * ( iy + 1 );
			var d = ( ix + 1 ) + gridX1 * iy;

			indices[ offset ] = a;
			indices[ offset + 1 ] = b;
			indices[ offset + 2 ] = d;

			indices[ offset + 3 ] = b;
			indices[ offset + 4 ] = c;
			indices[ offset + 5 ] = d;

			offset += 6;

		}

	}

	this.setIndex( new THREE.BufferAttribute( indices, 1 ) );
	this.addAttribute( 'position', new THREE.BufferAttribute( vertices, 3 ) );
	this.addAttribute( 'normal', new THREE.BufferAttribute( normals, 3 ) );
	this.addAttribute( 'uv', new THREE.BufferAttribute( uvs, 2 ) );

};

THREE.PlaneBufferGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.PlaneBufferGeometry.prototype.constructor = THREE.PlaneBufferGeometry;

THREE.PlaneBufferGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.PlaneBufferGeometry(
		parameters.width,
		parameters.height,
		parameters.widthSegments,
		parameters.heightSegments
	);

};

// File:src/extras/geometries/RingGeometry.js

/**
 * @author Kaleb Murphy
 */

THREE.RingGeometry = function ( innerRadius, outerRadius, thetaSegments, phiSegments, thetaStart, thetaLength ) {

	THREE.Geometry.call( this );

	this.type = 'RingGeometry';

	this.parameters = {
		innerRadius: innerRadius,
		outerRadius: outerRadius,
		thetaSegments: thetaSegments,
		phiSegments: phiSegments,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	innerRadius = innerRadius || 0;
	outerRadius = outerRadius || 50;

	thetaStart = thetaStart !== undefined ? thetaStart : 0;
	thetaLength = thetaLength !== undefined ? thetaLength : Math.PI * 2;

	thetaSegments = thetaSegments !== undefined ? Math.max( 3, thetaSegments ) : 8;
	phiSegments = phiSegments !== undefined ? Math.max( 1, phiSegments ) : 8;

	var i, o, uvs = [], radius = innerRadius, radiusStep = ( ( outerRadius - innerRadius ) / phiSegments );

	for ( i = 0; i < phiSegments + 1; i ++ ) {

		// concentric circles inside ring

		for ( o = 0; o < thetaSegments + 1; o ++ ) {

			// number of segments per circle

			var vertex = new THREE.Vector3();
			var segment = thetaStart + o / thetaSegments * thetaLength;
			vertex.x = radius * Math.cos( segment );
			vertex.y = radius * Math.sin( segment );

			this.vertices.push( vertex );
			uvs.push( new THREE.Vector2( ( vertex.x / outerRadius + 1 ) / 2, ( vertex.y / outerRadius + 1 ) / 2 ) );

		}

		radius += radiusStep;

	}

	var n = new THREE.Vector3( 0, 0, 1 );

	for ( i = 0; i < phiSegments; i ++ ) {

		// concentric circles inside ring

		var thetaSegment = i * ( thetaSegments + 1 );

		for ( o = 0; o < thetaSegments ; o ++ ) {

			// number of segments per circle

			var segment = o + thetaSegment;

			var v1 = segment;
			var v2 = segment + thetaSegments + 1;
			var v3 = segment + thetaSegments + 2;

			this.faces.push( new THREE.Face3( v1, v2, v3, [ n.clone(), n.clone(), n.clone() ] ) );
			this.faceVertexUvs[ 0 ].push( [ uvs[ v1 ].clone(), uvs[ v2 ].clone(), uvs[ v3 ].clone() ] );

			v1 = segment;
			v2 = segment + thetaSegments + 2;
			v3 = segment + 1;

			this.faces.push( new THREE.Face3( v1, v2, v3, [ n.clone(), n.clone(), n.clone() ] ) );
			this.faceVertexUvs[ 0 ].push( [ uvs[ v1 ].clone(), uvs[ v2 ].clone(), uvs[ v3 ].clone() ] );

		}

	}

	this.computeFaceNormals();

	this.boundingSphere = new THREE.Sphere( new THREE.Vector3(), radius );

};

THREE.RingGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.RingGeometry.prototype.constructor = THREE.RingGeometry;

THREE.RingGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.RingGeometry(
		parameters.innerRadius,
		parameters.outerRadius,
		parameters.thetaSegments,
		parameters.phiSegments,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/SphereGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.SphereGeometry = function ( radius, widthSegments, heightSegments, phiStart, phiLength, thetaStart, thetaLength ) {

	THREE.Geometry.call( this );

	this.type = 'SphereGeometry';

	this.parameters = {
		radius: radius,
		widthSegments: widthSegments,
		heightSegments: heightSegments,
		phiStart: phiStart,
		phiLength: phiLength,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	this.fromBufferGeometry( new THREE.SphereBufferGeometry( radius, widthSegments, heightSegments, phiStart, phiLength, thetaStart, thetaLength ) );

};

THREE.SphereGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.SphereGeometry.prototype.constructor = THREE.SphereGeometry;

THREE.SphereGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.SphereGeometry(
		parameters.radius,
		parameters.widthSegments,
		parameters.heightSegments,
		parameters.phiStart,
		parameters.phiLength,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/SphereBufferGeometry.js

/**
 * @author benaadams / https://twitter.com/ben_a_adams
 * based on THREE.SphereGeometry
 */

THREE.SphereBufferGeometry = function ( radius, widthSegments, heightSegments, phiStart, phiLength, thetaStart, thetaLength ) {

	THREE.BufferGeometry.call( this );

	this.type = 'SphereBufferGeometry';

	this.parameters = {
		radius: radius,
		widthSegments: widthSegments,
		heightSegments: heightSegments,
		phiStart: phiStart,
		phiLength: phiLength,
		thetaStart: thetaStart,
		thetaLength: thetaLength
	};

	radius = radius || 50;

	widthSegments = Math.max( 3, Math.floor( widthSegments ) || 8 );
	heightSegments = Math.max( 2, Math.floor( heightSegments ) || 6 );

	phiStart = phiStart !== undefined ? phiStart : 0;
	phiLength = phiLength !== undefined ? phiLength : Math.PI * 2;

	thetaStart = thetaStart !== undefined ? thetaStart : 0;
	thetaLength = thetaLength !== undefined ? thetaLength : Math.PI;

	var thetaEnd = thetaStart + thetaLength;

	var vertexCount = ( ( widthSegments + 1 ) * ( heightSegments + 1 ) );

	var positions = new THREE.BufferAttribute( new Float32Array( vertexCount * 3 ), 3 );
	var normals = new THREE.BufferAttribute( new Float32Array( vertexCount * 3 ), 3 );
	var uvs = new THREE.BufferAttribute( new Float32Array( vertexCount * 2 ), 2 );

	var index = 0, vertices = [], normal = new THREE.Vector3();

	for ( var y = 0; y <= heightSegments; y ++ ) {

		var verticesRow = [];

		var v = y / heightSegments;

		for ( var x = 0; x <= widthSegments; x ++ ) {

			var u = x / widthSegments;

			var px = - radius * Math.cos( phiStart + u * phiLength ) * Math.sin( thetaStart + v * thetaLength );
			var py = radius * Math.cos( thetaStart + v * thetaLength );
			var pz = radius * Math.sin( phiStart + u * phiLength ) * Math.sin( thetaStart + v * thetaLength );

			normal.set( px, py, pz ).normalize();

			positions.setXYZ( index, px, py, pz );
			normals.setXYZ( index, normal.x, normal.y, normal.z );
			uvs.setXY( index, u, 1 - v );

			verticesRow.push( index );

			index ++;

		}

		vertices.push( verticesRow );

	}

	var indices = [];

	for ( var y = 0; y < heightSegments; y ++ ) {

		for ( var x = 0; x < widthSegments; x ++ ) {

			var v1 = vertices[ y ][ x + 1 ];
			var v2 = vertices[ y ][ x ];
			var v3 = vertices[ y + 1 ][ x ];
			var v4 = vertices[ y + 1 ][ x + 1 ];

			if ( y !== 0 || thetaStart > 0 ) indices.push( v1, v2, v4 );
			if ( y !== heightSegments - 1 || thetaEnd < Math.PI ) indices.push( v2, v3, v4 );

		}

	}

	this.setIndex( new ( positions.count > 65535 ? THREE.Uint32Attribute : THREE.Uint16Attribute )( indices, 1 ) );
	this.addAttribute( 'position', positions );
	this.addAttribute( 'normal', normals );
	this.addAttribute( 'uv', uvs );

	this.boundingSphere = new THREE.Sphere( new THREE.Vector3(), radius );

};

THREE.SphereBufferGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.SphereBufferGeometry.prototype.constructor = THREE.SphereBufferGeometry;

THREE.SphereBufferGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.SphereBufferGeometry(
		parameters.radius,
		parameters.widthSegments,
		parameters.heightSegments,
		parameters.phiStart,
		parameters.phiLength,
		parameters.thetaStart,
		parameters.thetaLength
	);

};

// File:src/extras/geometries/TorusGeometry.js

/**
 * @author oosmoxiecode
 * @author mrdoob / http://mrdoob.com/
 * based on http://code.google.com/p/away3d/source/browse/trunk/fp10/Away3DLite/src/away3dlite/primitives/Torus.as?r=2888
 */

THREE.TorusGeometry = function ( radius, tube, radialSegments, tubularSegments, arc ) {

	THREE.Geometry.call( this );

	this.type = 'TorusGeometry';

	this.parameters = {
		radius: radius,
		tube: tube,
		radialSegments: radialSegments,
		tubularSegments: tubularSegments,
		arc: arc
	};

	radius = radius || 100;
	tube = tube || 40;
	radialSegments = radialSegments || 8;
	tubularSegments = tubularSegments || 6;
	arc = arc || Math.PI * 2;

	var center = new THREE.Vector3(), uvs = [], normals = [];

	for ( var j = 0; j <= radialSegments; j ++ ) {

		for ( var i = 0; i <= tubularSegments; i ++ ) {

			var u = i / tubularSegments * arc;
			var v = j / radialSegments * Math.PI * 2;

			center.x = radius * Math.cos( u );
			center.y = radius * Math.sin( u );

			var vertex = new THREE.Vector3();
			vertex.x = ( radius + tube * Math.cos( v ) ) * Math.cos( u );
			vertex.y = ( radius + tube * Math.cos( v ) ) * Math.sin( u );
			vertex.z = tube * Math.sin( v );

			this.vertices.push( vertex );

			uvs.push( new THREE.Vector2( i / tubularSegments, j / radialSegments ) );
			normals.push( vertex.clone().sub( center ).normalize() );

		}

	}

	for ( var j = 1; j <= radialSegments; j ++ ) {

		for ( var i = 1; i <= tubularSegments; i ++ ) {

			var a = ( tubularSegments + 1 ) * j + i - 1;
			var b = ( tubularSegments + 1 ) * ( j - 1 ) + i - 1;
			var c = ( tubularSegments + 1 ) * ( j - 1 ) + i;
			var d = ( tubularSegments + 1 ) * j + i;

			var face = new THREE.Face3( a, b, d, [ normals[ a ].clone(), normals[ b ].clone(), normals[ d ].clone() ] );
			this.faces.push( face );
			this.faceVertexUvs[ 0 ].push( [ uvs[ a ].clone(), uvs[ b ].clone(), uvs[ d ].clone() ] );

			face = new THREE.Face3( b, c, d, [ normals[ b ].clone(), normals[ c ].clone(), normals[ d ].clone() ] );
			this.faces.push( face );
			this.faceVertexUvs[ 0 ].push( [ uvs[ b ].clone(), uvs[ c ].clone(), uvs[ d ].clone() ] );

		}

	}

	this.computeFaceNormals();

};

THREE.TorusGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.TorusGeometry.prototype.constructor = THREE.TorusGeometry;

THREE.TorusGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.TorusGeometry(
		parameters.radius,
		parameters.tube,
		parameters.radialSegments,
		parameters.tubularSegments,
		parameters.arc
	);

};

// File:src/extras/geometries/TorusKnotGeometry.js

/**
 * @author oosmoxiecode
 * based on http://code.google.com/p/away3d/source/browse/trunk/fp10/Away3D/src/away3d/primitives/TorusKnot.as?spec=svn2473&r=2473
 */

THREE.TorusKnotGeometry = function ( radius, tube, radialSegments, tubularSegments, p, q, heightScale ) {

	THREE.Geometry.call( this );

	this.type = 'TorusKnotGeometry';

	this.parameters = {
		radius: radius,
		tube: tube,
		radialSegments: radialSegments,
		tubularSegments: tubularSegments,
		p: p,
		q: q,
		heightScale: heightScale
	};

	radius = radius || 100;
	tube = tube || 40;
	radialSegments = radialSegments || 64;
	tubularSegments = tubularSegments || 8;
	p = p || 2;
	q = q || 3;
	heightScale = heightScale || 1;

	var grid = new Array( radialSegments );
	var tang = new THREE.Vector3();
	var n = new THREE.Vector3();
	var bitan = new THREE.Vector3();

	for ( var i = 0; i < radialSegments; ++ i ) {

		grid[ i ] = new Array( tubularSegments );
		var u = i / radialSegments * 2 * p * Math.PI;
		var p1 = getPos( u, q, p, radius, heightScale );
		var p2 = getPos( u + 0.01, q, p, radius, heightScale );
		tang.subVectors( p2, p1 );
		n.addVectors( p2, p1 );

		bitan.crossVectors( tang, n );
		n.crossVectors( bitan, tang );
		bitan.normalize();
		n.normalize();

		for ( var j = 0; j < tubularSegments; ++ j ) {

			var v = j / tubularSegments * 2 * Math.PI;
			var cx = - tube * Math.cos( v ); // TODO: Hack: Negating it so it faces outside.
			var cy = tube * Math.sin( v );

			var pos = new THREE.Vector3();
			pos.x = p1.x + cx * n.x + cy * bitan.x;
			pos.y = p1.y + cx * n.y + cy * bitan.y;
			pos.z = p1.z + cx * n.z + cy * bitan.z;

			grid[ i ][ j ] = this.vertices.push( pos ) - 1;

		}

	}

	for ( var i = 0; i < radialSegments; ++ i ) {

		for ( var j = 0; j < tubularSegments; ++ j ) {

			var ip = ( i + 1 ) % radialSegments;
			var jp = ( j + 1 ) % tubularSegments;

			var a = grid[ i ][ j ];
			var b = grid[ ip ][ j ];
			var c = grid[ ip ][ jp ];
			var d = grid[ i ][ jp ];

			var uva = new THREE.Vector2( i / radialSegments, j / tubularSegments );
			var uvb = new THREE.Vector2( ( i + 1 ) / radialSegments, j / tubularSegments );
			var uvc = new THREE.Vector2( ( i + 1 ) / radialSegments, ( j + 1 ) / tubularSegments );
			var uvd = new THREE.Vector2( i / radialSegments, ( j + 1 ) / tubularSegments );

			this.faces.push( new THREE.Face3( a, b, d ) );
			this.faceVertexUvs[ 0 ].push( [ uva, uvb, uvd ] );

			this.faces.push( new THREE.Face3( b, c, d ) );
			this.faceVertexUvs[ 0 ].push( [ uvb.clone(), uvc, uvd.clone() ] );

		}

	}

	this.computeFaceNormals();
	this.computeVertexNormals();

	function getPos( u, in_q, in_p, radius, heightScale ) {

		var cu = Math.cos( u );
		var su = Math.sin( u );
		var quOverP = in_q / in_p * u;
		var cs = Math.cos( quOverP );

		var tx = radius * ( 2 + cs ) * 0.5 * cu;
		var ty = radius * ( 2 + cs ) * su * 0.5;
		var tz = heightScale * radius * Math.sin( quOverP ) * 0.5;

		return new THREE.Vector3( tx, ty, tz );

	}

};

THREE.TorusKnotGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.TorusKnotGeometry.prototype.constructor = THREE.TorusKnotGeometry;

THREE.TorusKnotGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.TorusKnotGeometry(
		parameters.radius,
		parameters.tube,
		parameters.radialSegments,
		parameters.tubularSegments,
		parameters.p,
		parameters.q,
		parameters.heightScale
	);

};

// File:src/extras/geometries/TubeGeometry.js

/**
 * @author WestLangley / https://github.com/WestLangley
 * @author zz85 / https://github.com/zz85
 * @author miningold / https://github.com/miningold
 * @author jonobr1 / https://github.com/jonobr1
 *
 * Modified from the TorusKnotGeometry by @oosmoxiecode
 *
 * Creates a tube which extrudes along a 3d spline
 *
 * Uses parallel transport frames as described in
 * http://www.cs.indiana.edu/pub/techreports/TR425.pdf
 */

THREE.TubeGeometry = function ( path, segments, radius, radialSegments, closed, taper ) {

	THREE.Geometry.call( this );

	this.type = 'TubeGeometry';

	this.parameters = {
		path: path,
		segments: segments,
		radius: radius,
		radialSegments: radialSegments,
		closed: closed,
		taper: taper
	};

	segments = segments || 64;
	radius = radius || 1;
	radialSegments = radialSegments || 8;
	closed = closed || false;
	taper = taper || THREE.TubeGeometry.NoTaper;

	var grid = [];

	var scope = this,

		tangent,
		normal,
		binormal,

		numpoints = segments + 1,

		u, v, r,

		cx, cy,
		pos, pos2 = new THREE.Vector3(),
		i, j,
		ip, jp,
		a, b, c, d,
		uva, uvb, uvc, uvd;

	var frames = new THREE.TubeGeometry.FrenetFrames( path, segments, closed ),
		tangents = frames.tangents,
		normals = frames.normals,
		binormals = frames.binormals;

	// proxy internals
	this.tangents = tangents;
	this.normals = normals;
	this.binormals = binormals;

	function vert( x, y, z ) {

		return scope.vertices.push( new THREE.Vector3( x, y, z ) ) - 1;

	}

	// construct the grid

	for ( i = 0; i < numpoints; i ++ ) {

		grid[ i ] = [];

		u = i / ( numpoints - 1 );

		pos = path.getPointAt( u );

		tangent = tangents[ i ];
		normal = normals[ i ];
		binormal = binormals[ i ];

		r = radius * taper( u );

		for ( j = 0; j < radialSegments; j ++ ) {

			v = j / radialSegments * 2 * Math.PI;

			cx = - r * Math.cos( v ); // TODO: Hack: Negating it so it faces outside.
			cy = r * Math.sin( v );

			pos2.copy( pos );
			pos2.x += cx * normal.x + cy * binormal.x;
			pos2.y += cx * normal.y + cy * binormal.y;
			pos2.z += cx * normal.z + cy * binormal.z;

			grid[ i ][ j ] = vert( pos2.x, pos2.y, pos2.z );

		}

	}


	// construct the mesh

	for ( i = 0; i < segments; i ++ ) {

		for ( j = 0; j < radialSegments; j ++ ) {

			ip = ( closed ) ? ( i + 1 ) % segments : i + 1;
			jp = ( j + 1 ) % radialSegments;

			a = grid[ i ][ j ];		// *** NOT NECESSARILY PLANAR ! ***
			b = grid[ ip ][ j ];
			c = grid[ ip ][ jp ];
			d = grid[ i ][ jp ];

			uva = new THREE.Vector2( i / segments, j / radialSegments );
			uvb = new THREE.Vector2( ( i + 1 ) / segments, j / radialSegments );
			uvc = new THREE.Vector2( ( i + 1 ) / segments, ( j + 1 ) / radialSegments );
			uvd = new THREE.Vector2( i / segments, ( j + 1 ) / radialSegments );

			this.faces.push( new THREE.Face3( a, b, d ) );
			this.faceVertexUvs[ 0 ].push( [ uva, uvb, uvd ] );

			this.faces.push( new THREE.Face3( b, c, d ) );
			this.faceVertexUvs[ 0 ].push( [ uvb.clone(), uvc, uvd.clone() ] );

		}

	}

	this.computeFaceNormals();
	this.computeVertexNormals();

};

THREE.TubeGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.TubeGeometry.prototype.constructor = THREE.TubeGeometry;
THREE.TubeGeometry.prototype.clone = function() {

	return new this.constructor( this.parameters.path,
		this.parameters.segments, this.parameters.radius, this.parameters.radialSegments,
		this.parameters.closed, this.parameters.taper
	);

};

THREE.TubeGeometry.NoTaper = function ( u ) {

	return 1;

};

THREE.TubeGeometry.SinusoidalTaper = function ( u ) {

	return Math.sin( Math.PI * u );

};

// For computing of Frenet frames, exposing the tangents, normals and binormals the spline
THREE.TubeGeometry.FrenetFrames = function ( path, segments, closed ) {

	var	normal = new THREE.Vector3(),

		tangents = [],
		normals = [],
		binormals = [],

		vec = new THREE.Vector3(),
		mat = new THREE.Matrix4(),

		numpoints = segments + 1,
		theta,
		smallest,

		tx, ty, tz,
		i, u;


	// expose internals
	this.tangents = tangents;
	this.normals = normals;
	this.binormals = binormals;

	// compute the tangent vectors for each segment on the path

	for ( i = 0; i < numpoints; i ++ ) {

		u = i / ( numpoints - 1 );

		tangents[ i ] = path.getTangentAt( u );
		tangents[ i ].normalize();

	}

	initialNormal3();

	/*
	function initialNormal1(lastBinormal) {
		// fixed start binormal. Has dangers of 0 vectors
		normals[ 0 ] = new THREE.Vector3();
		binormals[ 0 ] = new THREE.Vector3();
		if (lastBinormal===undefined) lastBinormal = new THREE.Vector3( 0, 0, 1 );
		normals[ 0 ].crossVectors( lastBinormal, tangents[ 0 ] ).normalize();
		binormals[ 0 ].crossVectors( tangents[ 0 ], normals[ 0 ] ).normalize();
	}

	function initialNormal2() {

		// This uses the Frenet-Serret formula for deriving binormal
		var t2 = path.getTangentAt( epsilon );

		normals[ 0 ] = new THREE.Vector3().subVectors( t2, tangents[ 0 ] ).normalize();
		binormals[ 0 ] = new THREE.Vector3().crossVectors( tangents[ 0 ], normals[ 0 ] );

		normals[ 0 ].crossVectors( binormals[ 0 ], tangents[ 0 ] ).normalize(); // last binormal x tangent
		binormals[ 0 ].crossVectors( tangents[ 0 ], normals[ 0 ] ).normalize();

	}
	*/

	function initialNormal3() {

		// select an initial normal vector perpendicular to the first tangent vector,
		// and in the direction of the smallest tangent xyz component

		normals[ 0 ] = new THREE.Vector3();
		binormals[ 0 ] = new THREE.Vector3();
		smallest = Number.MAX_VALUE;
		tx = Math.abs( tangents[ 0 ].x );
		ty = Math.abs( tangents[ 0 ].y );
		tz = Math.abs( tangents[ 0 ].z );

		if ( tx <= smallest ) {

			smallest = tx;
			normal.set( 1, 0, 0 );

		}

		if ( ty <= smallest ) {

			smallest = ty;
			normal.set( 0, 1, 0 );

		}

		if ( tz <= smallest ) {

			normal.set( 0, 0, 1 );

		}

		vec.crossVectors( tangents[ 0 ], normal ).normalize();

		normals[ 0 ].crossVectors( tangents[ 0 ], vec );
		binormals[ 0 ].crossVectors( tangents[ 0 ], normals[ 0 ] );

	}


	// compute the slowly-varying normal and binormal vectors for each segment on the path

	for ( i = 1; i < numpoints; i ++ ) {

		normals[ i ] = normals[ i - 1 ].clone();

		binormals[ i ] = binormals[ i - 1 ].clone();

		vec.crossVectors( tangents[ i - 1 ], tangents[ i ] );

		if ( vec.length() > Number.EPSILON ) {

			vec.normalize();

			theta = Math.acos( THREE.Math.clamp( tangents[ i - 1 ].dot( tangents[ i ] ), - 1, 1 ) ); // clamp for floating pt errors

			normals[ i ].applyMatrix4( mat.makeRotationAxis( vec, theta ) );

		}

		binormals[ i ].crossVectors( tangents[ i ], normals[ i ] );

	}


	// if the curve is closed, postprocess the vectors so the first and last normal vectors are the same

	if ( closed ) {

		theta = Math.acos( THREE.Math.clamp( normals[ 0 ].dot( normals[ numpoints - 1 ] ), - 1, 1 ) );
		theta /= ( numpoints - 1 );

		if ( tangents[ 0 ].dot( vec.crossVectors( normals[ 0 ], normals[ numpoints - 1 ] ) ) > 0 ) {

			theta = - theta;

		}

		for ( i = 1; i < numpoints; i ++ ) {

			// twist a little...
			normals[ i ].applyMatrix4( mat.makeRotationAxis( tangents[ i ], theta * i ) );
			binormals[ i ].crossVectors( tangents[ i ], normals[ i ] );

		}

	}

};

// File:src/extras/geometries/PolyhedronGeometry.js

/**
 * @author clockworkgeek / https://github.com/clockworkgeek
 * @author timothypratley / https://github.com/timothypratley
 * @author WestLangley / http://github.com/WestLangley
*/

THREE.PolyhedronGeometry = function ( vertices, indices, radius, detail ) {

	THREE.Geometry.call( this );

	this.type = 'PolyhedronGeometry';

	this.parameters = {
		vertices: vertices,
		indices: indices,
		radius: radius,
		detail: detail
	};

	radius = radius || 1;
	detail = detail || 0;

	var that = this;

	for ( var i = 0, l = vertices.length; i < l; i += 3 ) {

		prepare( new THREE.Vector3( vertices[ i ], vertices[ i + 1 ], vertices[ i + 2 ] ) );

	}

	var p = this.vertices;

	var faces = [];

	for ( var i = 0, j = 0, l = indices.length; i < l; i += 3, j ++ ) {

		var v1 = p[ indices[ i ] ];
		var v2 = p[ indices[ i + 1 ] ];
		var v3 = p[ indices[ i + 2 ] ];

		faces[ j ] = new THREE.Face3( v1.index, v2.index, v3.index, [ v1.clone(), v2.clone(), v3.clone() ], undefined, j );

	}

	var centroid = new THREE.Vector3();

	for ( var i = 0, l = faces.length; i < l; i ++ ) {

		subdivide( faces[ i ], detail );

	}


	// Handle case when face straddles the seam

	for ( var i = 0, l = this.faceVertexUvs[ 0 ].length; i < l; i ++ ) {

		var uvs = this.faceVertexUvs[ 0 ][ i ];

		var x0 = uvs[ 0 ].x;
		var x1 = uvs[ 1 ].x;
		var x2 = uvs[ 2 ].x;

		var max = Math.max( x0, x1, x2 );
		var min = Math.min( x0, x1, x2 );

		if ( max > 0.9 && min < 0.1 ) {

			// 0.9 is somewhat arbitrary

			if ( x0 < 0.2 ) uvs[ 0 ].x += 1;
			if ( x1 < 0.2 ) uvs[ 1 ].x += 1;
			if ( x2 < 0.2 ) uvs[ 2 ].x += 1;

		}

	}


	// Apply radius

	for ( var i = 0, l = this.vertices.length; i < l; i ++ ) {

		this.vertices[ i ].multiplyScalar( radius );

	}


	// Merge vertices

	this.mergeVertices();

	this.computeFaceNormals();

	this.boundingSphere = new THREE.Sphere( new THREE.Vector3(), radius );


	// Project vector onto sphere's surface

	function prepare( vector ) {

		var vertex = vector.normalize().clone();
		vertex.index = that.vertices.push( vertex ) - 1;

		// Texture coords are equivalent to map coords, calculate angle and convert to fraction of a circle.

		var u = azimuth( vector ) / 2 / Math.PI + 0.5;
		var v = inclination( vector ) / Math.PI + 0.5;
		vertex.uv = new THREE.Vector2( u, 1 - v );

		return vertex;

	}


	// Approximate a curved face with recursively sub-divided triangles.

	function make( v1, v2, v3, materialIndex ) {

		var face = new THREE.Face3( v1.index, v2.index, v3.index, [ v1.clone(), v2.clone(), v3.clone() ], undefined, materialIndex );
		that.faces.push( face );

		centroid.copy( v1 ).add( v2 ).add( v3 ).divideScalar( 3 );

		var azi = azimuth( centroid );

		that.faceVertexUvs[ 0 ].push( [
			correctUV( v1.uv, v1, azi ),
			correctUV( v2.uv, v2, azi ),
			correctUV( v3.uv, v3, azi )
		] );

	}


	// Analytically subdivide a face to the required detail level.

	function subdivide( face, detail ) {

		var cols = Math.pow( 2, detail );
		var a = prepare( that.vertices[ face.a ] );
		var b = prepare( that.vertices[ face.b ] );
		var c = prepare( that.vertices[ face.c ] );
		var v = [];

		var materialIndex = face.materialIndex;

		// Construct all of the vertices for this subdivision.

		for ( var i = 0 ; i <= cols; i ++ ) {

			v[ i ] = [];

			var aj = prepare( a.clone().lerp( c, i / cols ) );
			var bj = prepare( b.clone().lerp( c, i / cols ) );
			var rows = cols - i;

			for ( var j = 0; j <= rows; j ++ ) {

				if ( j === 0 && i === cols ) {

					v[ i ][ j ] = aj;

				} else {

					v[ i ][ j ] = prepare( aj.clone().lerp( bj, j / rows ) );

				}

			}

		}

		// Construct all of the faces.

		for ( var i = 0; i < cols ; i ++ ) {

			for ( var j = 0; j < 2 * ( cols - i ) - 1; j ++ ) {

				var k = Math.floor( j / 2 );

				if ( j % 2 === 0 ) {

					make(
						v[ i ][ k + 1 ],
						v[ i + 1 ][ k ],
						v[ i ][ k ],
						materialIndex
					);

				} else {

					make(
						v[ i ][ k + 1 ],
						v[ i + 1 ][ k + 1 ],
						v[ i + 1 ][ k ],
						materialIndex
					);

				}

			}

		}

	}


	// Angle around the Y axis, counter-clockwise when looking from above.

	function azimuth( vector ) {

		return Math.atan2( vector.z, - vector.x );

	}


	// Angle above the XZ plane.

	function inclination( vector ) {

		return Math.atan2( - vector.y, Math.sqrt( ( vector.x * vector.x ) + ( vector.z * vector.z ) ) );

	}


	// Texture fixing helper. Spheres have some odd behaviours.

	function correctUV( uv, vector, azimuth ) {

		if ( ( azimuth < 0 ) && ( uv.x === 1 ) ) uv = new THREE.Vector2( uv.x - 1, uv.y );
		if ( ( vector.x === 0 ) && ( vector.z === 0 ) ) uv = new THREE.Vector2( azimuth / 2 / Math.PI + 0.5, uv.y );
		return uv.clone();

	}


};

THREE.PolyhedronGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.PolyhedronGeometry.prototype.constructor = THREE.PolyhedronGeometry;

THREE.PolyhedronGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.PolyhedronGeometry(
		parameters.vertices,
		parameters.indices,
		parameters.radius,
		parameters.detail
	);

};

// File:src/extras/geometries/DodecahedronGeometry.js

/**
 * @author Abe Pazos / https://hamoid.com
 */

THREE.DodecahedronGeometry = function ( radius, detail ) {

	var t = ( 1 + Math.sqrt( 5 ) ) / 2;
	var r = 1 / t;

	var vertices = [

		// (Â±1, Â±1, Â±1)
		- 1, - 1, - 1,    - 1, - 1,  1,
		- 1,  1, - 1,    - 1,  1,  1,
		 1, - 1, - 1,     1, - 1,  1,
		 1,  1, - 1,     1,  1,  1,

		// (0, Â±1/Ï�, Â±Ï�)
		 0, - r, - t,     0, - r,  t,
		 0,  r, - t,     0,  r,  t,

		// (Â±1/Ï�, Â±Ï�, 0)
		- r, - t,  0,    - r,  t,  0,
		 r, - t,  0,     r,  t,  0,

		// (Â±Ï�, 0, Â±1/Ï�)
		- t,  0, - r,     t,  0, - r,
		- t,  0,  r,     t,  0,  r
	];

	var indices = [
		 3, 11,  7,      3,  7, 15,      3, 15, 13,
		 7, 19, 17,      7, 17,  6,      7,  6, 15,
		17,  4,  8,     17,  8, 10,     17, 10,  6,
		 8,  0, 16,      8, 16,  2,      8,  2, 10,
		 0, 12,  1,      0,  1, 18,      0, 18, 16,
		 6, 10,  2,      6,  2, 13,      6, 13, 15,
		 2, 16, 18,      2, 18,  3,      2,  3, 13,
		18,  1,  9,     18,  9, 11,     18, 11,  3,
		 4, 14, 12,      4, 12,  0,      4,  0,  8,
		11,  9,  5,     11,  5, 19,     11, 19,  7,
		19,  5, 14,     19, 14,  4,     19,  4, 17,
		 1, 12, 14,      1, 14,  5,      1,  5,  9
	];

	THREE.PolyhedronGeometry.call( this, vertices, indices, radius, detail );

	this.type = 'DodecahedronGeometry';

	this.parameters = {
		radius: radius,
		detail: detail
	};

};

THREE.DodecahedronGeometry.prototype = Object.create( THREE.PolyhedronGeometry.prototype );
THREE.DodecahedronGeometry.prototype.constructor = THREE.DodecahedronGeometry;

THREE.DodecahedronGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.DodecahedronGeometry(
		parameters.radius,
		parameters.detail
	);

};

// File:src/extras/geometries/IcosahedronGeometry.js

/**
 * @author timothypratley / https://github.com/timothypratley
 */

THREE.IcosahedronGeometry = function ( radius, detail ) {

	var t = ( 1 + Math.sqrt( 5 ) ) / 2;

	var vertices = [
		- 1,  t,  0,    1,  t,  0,   - 1, - t,  0,    1, - t,  0,
		 0, - 1,  t,    0,  1,  t,    0, - 1, - t,    0,  1, - t,
		 t,  0, - 1,    t,  0,  1,   - t,  0, - 1,   - t,  0,  1
	];

	var indices = [
		 0, 11,  5,    0,  5,  1,    0,  1,  7,    0,  7, 10,    0, 10, 11,
		 1,  5,  9,    5, 11,  4,   11, 10,  2,   10,  7,  6,    7,  1,  8,
		 3,  9,  4,    3,  4,  2,    3,  2,  6,    3,  6,  8,    3,  8,  9,
		 4,  9,  5,    2,  4, 11,    6,  2, 10,    8,  6,  7,    9,  8,  1
	];

	THREE.PolyhedronGeometry.call( this, vertices, indices, radius, detail );

	this.type = 'IcosahedronGeometry';

	this.parameters = {
		radius: radius,
		detail: detail
	};

};

THREE.IcosahedronGeometry.prototype = Object.create( THREE.PolyhedronGeometry.prototype );
THREE.IcosahedronGeometry.prototype.constructor = THREE.IcosahedronGeometry;

THREE.IcosahedronGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.IcosahedronGeometry(
		parameters.radius,
		parameters.detail
	);

};

// File:src/extras/geometries/OctahedronGeometry.js

/**
 * @author timothypratley / https://github.com/timothypratley
 */

THREE.OctahedronGeometry = function ( radius, detail ) {

	var vertices = [
		1, 0, 0,   - 1, 0, 0,    0, 1, 0,    0, - 1, 0,    0, 0, 1,    0, 0, - 1
	];

	var indices = [
		0, 2, 4,    0, 4, 3,    0, 3, 5,    0, 5, 2,    1, 2, 5,    1, 5, 3,    1, 3, 4,    1, 4, 2
	];

	THREE.PolyhedronGeometry.call( this, vertices, indices, radius, detail );

	this.type = 'OctahedronGeometry';

	this.parameters = {
		radius: radius,
		detail: detail
	};

};

THREE.OctahedronGeometry.prototype = Object.create( THREE.PolyhedronGeometry.prototype );
THREE.OctahedronGeometry.prototype.constructor = THREE.OctahedronGeometry;

THREE.OctahedronGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.OctahedronGeometry(
		parameters.radius,
		parameters.detail
	);

};

// File:src/extras/geometries/TetrahedronGeometry.js

/**
 * @author timothypratley / https://github.com/timothypratley
 */

THREE.TetrahedronGeometry = function ( radius, detail ) {

	var vertices = [
		 1,  1,  1,   - 1, - 1,  1,   - 1,  1, - 1,    1, - 1, - 1
	];

	var indices = [
		 2,  1,  0,    0,  3,  2,    1,  3,  0,    2,  3,  1
	];

	THREE.PolyhedronGeometry.call( this, vertices, indices, radius, detail );

	this.type = 'TetrahedronGeometry';

	this.parameters = {
		radius: radius,
		detail: detail
	};

};

THREE.TetrahedronGeometry.prototype = Object.create( THREE.PolyhedronGeometry.prototype );
THREE.TetrahedronGeometry.prototype.constructor = THREE.TetrahedronGeometry;

THREE.TetrahedronGeometry.prototype.clone = function () {

	var parameters = this.parameters;

	return new THREE.TetrahedronGeometry(
		parameters.radius,
		parameters.detail
	);

};

// File:src/extras/geometries/ParametricGeometry.js

/**
 * @author zz85 / https://github.com/zz85
 * Parametric Surfaces Geometry
 * based on the brilliant article by @prideout http://prideout.net/blog/?p=44
 *
 * new THREE.ParametricGeometry( parametricFunction, uSegments, ySegements );
 *
 */

THREE.ParametricGeometry = function ( func, slices, stacks ) {

	THREE.Geometry.call( this );

	this.type = 'ParametricGeometry';

	this.parameters = {
		func: func,
		slices: slices,
		stacks: stacks
	};

	var verts = this.vertices;
	var faces = this.faces;
	var uvs = this.faceVertexUvs[ 0 ];

	var i, j, p;
	var u, v;

	var sliceCount = slices + 1;

	for ( i = 0; i <= stacks; i ++ ) {

		v = i / stacks;

		for ( j = 0; j <= slices; j ++ ) {

			u = j / slices;

			p = func( u, v );
			verts.push( p );

		}

	}

	var a, b, c, d;
	var uva, uvb, uvc, uvd;

	for ( i = 0; i < stacks; i ++ ) {

		for ( j = 0; j < slices; j ++ ) {

			a = i * sliceCount + j;
			b = i * sliceCount + j + 1;
			c = ( i + 1 ) * sliceCount + j + 1;
			d = ( i + 1 ) * sliceCount + j;

			uva = new THREE.Vector2( j / slices, i / stacks );
			uvb = new THREE.Vector2( ( j + 1 ) / slices, i / stacks );
			uvc = new THREE.Vector2( ( j + 1 ) / slices, ( i + 1 ) / stacks );
			uvd = new THREE.Vector2( j / slices, ( i + 1 ) / stacks );

			faces.push( new THREE.Face3( a, b, d ) );
			uvs.push( [ uva, uvb, uvd ] );

			faces.push( new THREE.Face3( b, c, d ) );
			uvs.push( [ uvb.clone(), uvc, uvd.clone() ] );

		}

	}

	// console.log(this);

	// magic bullet
	// var diff = this.mergeVertices();
	// console.log('removed ', diff, ' vertices by merging');

	this.computeFaceNormals();
	this.computeVertexNormals();

};

THREE.ParametricGeometry.prototype = Object.create( THREE.Geometry.prototype );
THREE.ParametricGeometry.prototype.constructor = THREE.ParametricGeometry;

// File:src/extras/geometries/WireframeGeometry.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.WireframeGeometry = function ( geometry ) {

	THREE.BufferGeometry.call( this );

	var edge = [ 0, 0 ], hash = {};

	function sortFunction( a, b ) {

		return a - b;

	}

	var keys = [ 'a', 'b', 'c' ];

	if ( geometry instanceof THREE.Geometry ) {

		var vertices = geometry.vertices;
		var faces = geometry.faces;
		var numEdges = 0;

		// allocate maximal size
		var edges = new Uint32Array( 6 * faces.length );

		for ( var i = 0, l = faces.length; i < l; i ++ ) {

			var face = faces[ i ];

			for ( var j = 0; j < 3; j ++ ) {

				edge[ 0 ] = face[ keys[ j ] ];
				edge[ 1 ] = face[ keys[ ( j + 1 ) % 3 ] ];
				edge.sort( sortFunction );

				var key = edge.toString();

				if ( hash[ key ] === undefined ) {

					edges[ 2 * numEdges ] = edge[ 0 ];
					edges[ 2 * numEdges + 1 ] = edge[ 1 ];
					hash[ key ] = true;
					numEdges ++;

				}

			}

		}

		var coords = new Float32Array( numEdges * 2 * 3 );

		for ( var i = 0, l = numEdges; i < l; i ++ ) {

			for ( var j = 0; j < 2; j ++ ) {

				var vertex = vertices[ edges [ 2 * i + j ] ];

				var index = 6 * i + 3 * j;
				coords[ index + 0 ] = vertex.x;
				coords[ index + 1 ] = vertex.y;
				coords[ index + 2 ] = vertex.z;

			}

		}

		this.addAttribute( 'position', new THREE.BufferAttribute( coords, 3 ) );

	} else if ( geometry instanceof THREE.BufferGeometry ) {

		if ( geometry.index !== null ) {

			// Indexed BufferGeometry

			var indices = geometry.index.array;
			var vertices = geometry.attributes.position;
			var drawcalls = geometry.drawcalls;
			var numEdges = 0;

			if ( drawcalls.length === 0 ) {

				geometry.addGroup( 0, indices.length );

			}

			// allocate maximal size
			var edges = new Uint32Array( 2 * indices.length );

			for ( var o = 0, ol = drawcalls.length; o < ol; ++ o ) {

				var drawcall = drawcalls[ o ];

				var start = drawcall.start;
				var count = drawcall.count;

				for ( var i = start, il = start + count; i < il; i += 3 ) {

					for ( var j = 0; j < 3; j ++ ) {

						edge[ 0 ] = indices[ i + j ];
						edge[ 1 ] = indices[ i + ( j + 1 ) % 3 ];
						edge.sort( sortFunction );

						var key = edge.toString();

						if ( hash[ key ] === undefined ) {

							edges[ 2 * numEdges ] = edge[ 0 ];
							edges[ 2 * numEdges + 1 ] = edge[ 1 ];
							hash[ key ] = true;
							numEdges ++;

						}

					}

				}

			}

			var coords = new Float32Array( numEdges * 2 * 3 );

			for ( var i = 0, l = numEdges; i < l; i ++ ) {

				for ( var j = 0; j < 2; j ++ ) {

					var index = 6 * i + 3 * j;
					var index2 = edges[ 2 * i + j ];

					coords[ index + 0 ] = vertices.getX( index2 );
					coords[ index + 1 ] = vertices.getY( index2 );
					coords[ index + 2 ] = vertices.getZ( index2 );

				}

			}

			this.addAttribute( 'position', new THREE.BufferAttribute( coords, 3 ) );

		} else {

			// non-indexed BufferGeometry

			var vertices = geometry.attributes.position.array;
			var numEdges = vertices.length / 3;
			var numTris = numEdges / 3;

			var coords = new Float32Array( numEdges * 2 * 3 );

			for ( var i = 0, l = numTris; i < l; i ++ ) {

				for ( var j = 0; j < 3; j ++ ) {

					var index = 18 * i + 6 * j;

					var index1 = 9 * i + 3 * j;
					coords[ index + 0 ] = vertices[ index1 ];
					coords[ index + 1 ] = vertices[ index1 + 1 ];
					coords[ index + 2 ] = vertices[ index1 + 2 ];

					var index2 = 9 * i + 3 * ( ( j + 1 ) % 3 );
					coords[ index + 3 ] = vertices[ index2 ];
					coords[ index + 4 ] = vertices[ index2 + 1 ];
					coords[ index + 5 ] = vertices[ index2 + 2 ];

				}

			}

			this.addAttribute( 'position', new THREE.BufferAttribute( coords, 3 ) );

		}

	}

};

THREE.WireframeGeometry.prototype = Object.create( THREE.BufferGeometry.prototype );
THREE.WireframeGeometry.prototype.constructor = THREE.WireframeGeometry;

// File:src/extras/helpers/AxisHelper.js

/**
 * @author sroucheray / http://sroucheray.org/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.AxisHelper = function ( size ) {

	size = size || 1;

	var vertices = new Float32Array( [
		0, 0, 0,  size, 0, 0,
		0, 0, 0,  0, size, 0,
		0, 0, 0,  0, 0, size
	] );

	var colors = new Float32Array( [
		1, 0, 0,  1, 0.6, 0,
		0, 1, 0,  0.6, 1, 0,
		0, 0, 1,  0, 0.6, 1
	] );

	var geometry = new THREE.BufferGeometry();
	geometry.addAttribute( 'position', new THREE.BufferAttribute( vertices, 3 ) );
	geometry.addAttribute( 'color', new THREE.BufferAttribute( colors, 3 ) );

	var material = new THREE.LineBasicMaterial( { vertexColors: THREE.VertexColors } );

	THREE.LineSegments.call( this, geometry, material );

};

THREE.AxisHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.AxisHelper.prototype.constructor = THREE.AxisHelper;

// File:src/extras/helpers/ArrowHelper.js

/**
 * @author WestLangley / http://github.com/WestLangley
 * @author zz85 / http://github.com/zz85
 * @author bhouston / http://clara.io
 *
 * Creates an arrow for visualizing directions
 *
 * Parameters:
 *  dir - Vector3
 *  origin - Vector3
 *  length - Number
 *  color - color in hex value
 *  headLength - Number
 *  headWidth - Number
 */

THREE.ArrowHelper = ( function () {

	var lineGeometry = new THREE.Geometry();
	lineGeometry.vertices.push( new THREE.Vector3( 0, 0, 0 ), new THREE.Vector3( 0, 1, 0 ) );

	var coneGeometry = new THREE.CylinderGeometry( 0, 0.5, 1, 5, 1 );
	coneGeometry.translate( 0, - 0.5, 0 );

	return function ArrowHelper( dir, origin, length, color, headLength, headWidth ) {

		// dir is assumed to be normalized

		THREE.Object3D.call( this );

		if ( color === undefined ) color = 0xffff00;
		if ( length === undefined ) length = 1;
		if ( headLength === undefined ) headLength = 0.2 * length;
		if ( headWidth === undefined ) headWidth = 0.2 * headLength;

		this.position.copy( origin );
		
		if ( headLength < length ) {
			this.line = new THREE.Line( lineGeometry, new THREE.LineBasicMaterial( { color: color } ) );
			this.line.matrixAutoUpdate = false;
			this.add( this.line );
		}

		this.cone = new THREE.Mesh( coneGeometry, new THREE.MeshBasicMaterial( { color: color } ) );
		this.cone.matrixAutoUpdate = false;
		this.add( this.cone );

		this.setDirection( dir );
		this.setLength( length, headLength, headWidth );

	}

}() );

THREE.ArrowHelper.prototype = Object.create( THREE.Object3D.prototype );
THREE.ArrowHelper.prototype.constructor = THREE.ArrowHelper;

THREE.ArrowHelper.prototype.setDirection = ( function () {

	var axis = new THREE.Vector3();
	var radians;

	return function setDirection( dir ) {

		// dir is assumed to be normalized

		if ( dir.y > 0.99999 ) {

			this.quaternion.set( 0, 0, 0, 1 );

		} else if ( dir.y < - 0.99999 ) {

			this.quaternion.set( 1, 0, 0, 0 );

		} else {

			axis.set( dir.z, 0, - dir.x ).normalize();

			radians = Math.acos( dir.y );

			this.quaternion.setFromAxisAngle( axis, radians );

		}

	};

}() );

THREE.ArrowHelper.prototype.setLength = function ( length, headLength, headWidth ) {

	if ( headLength === undefined ) headLength = 0.2 * length;
	if ( headWidth === undefined ) headWidth = 0.2 * headLength;

	if ( headLength < length ){
		this.line.scale.set( 1, length - headLength, 1 );
		this.line.updateMatrix();
	}

	this.cone.scale.set( headWidth, headLength, headWidth );
	this.cone.position.y = length;
	this.cone.updateMatrix();

};

THREE.ArrowHelper.prototype.setColor = function ( color ) {

	if ( this.line !== undefined ) this.line.material.color.set( color );
	this.cone.material.color.set( color );

};

// File:src/extras/helpers/BoxHelper.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.BoxHelper = function ( object ) {

	var indices = new Uint16Array( [ 0, 1, 1, 2, 2, 3, 3, 0, 4, 5, 5, 6, 6, 7, 7, 4, 0, 4, 1, 5, 2, 6, 3, 7 ] );
	var positions = new Float32Array( 8 * 3 );

	var geometry = new THREE.BufferGeometry();
	geometry.setIndex( new THREE.BufferAttribute( indices, 1 ) );
	geometry.addAttribute( 'position', new THREE.BufferAttribute( positions, 3 ) );

	THREE.LineSegments.call( this, geometry, new THREE.LineBasicMaterial( { color: 0xffff00 } ) );

	if ( object !== undefined ) {

		this.update( object );

	}

};

THREE.BoxHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.BoxHelper.prototype.constructor = THREE.BoxHelper;

THREE.BoxHelper.prototype.update = ( function () {

	var box = new THREE.Box3();

	return function ( object ) {

		box.setFromObject( object );

		if ( box.empty() ) return;

		var min = box.min;
		var max = box.max;

		/*
		  5____4
		1/___0/|
		| 6__|_7
		2/___3/

		0: max.x, max.y, max.z
		1: min.x, max.y, max.z
		2: min.x, min.y, max.z
		3: max.x, min.y, max.z
		4: max.x, max.y, min.z
		5: min.x, max.y, min.z
		6: min.x, min.y, min.z
		7: max.x, min.y, min.z
		*/

		var position = this.geometry.attributes.position;
		var array = position.array;

		array[  0 ] = max.x; array[  1 ] = max.y; array[  2 ] = max.z;
		array[  3 ] = min.x; array[  4 ] = max.y; array[  5 ] = max.z;
		array[  6 ] = min.x; array[  7 ] = min.y; array[  8 ] = max.z;
		array[  9 ] = max.x; array[ 10 ] = min.y; array[ 11 ] = max.z;
		array[ 12 ] = max.x; array[ 13 ] = max.y; array[ 14 ] = min.z;
		array[ 15 ] = min.x; array[ 16 ] = max.y; array[ 17 ] = min.z;
		array[ 18 ] = min.x; array[ 19 ] = min.y; array[ 20 ] = min.z;
		array[ 21 ] = max.x; array[ 22 ] = min.y; array[ 23 ] = min.z;

		position.needsUpdate = true;

		this.geometry.computeBoundingSphere();

	}

} )();

// File:src/extras/helpers/BoundingBoxHelper.js

/**
 * @author WestLangley / http://github.com/WestLangley
 */

// a helper to show the world-axis-aligned bounding box for an object

THREE.BoundingBoxHelper = function ( object, hex ) {

	var color = ( hex !== undefined ) ? hex : 0x888888;

	this.object = object;

	this.box = new THREE.Box3();

	THREE.Mesh.call( this, new THREE.BoxGeometry( 1, 1, 1 ), new THREE.MeshBasicMaterial( { color: color, wireframe: true } ) );

};

THREE.BoundingBoxHelper.prototype = Object.create( THREE.Mesh.prototype );
THREE.BoundingBoxHelper.prototype.constructor = THREE.BoundingBoxHelper;

THREE.BoundingBoxHelper.prototype.update = function () {

	this.box.setFromObject( this.object );

	this.box.size( this.scale );

	this.box.center( this.position );

};

// File:src/extras/helpers/CameraHelper.js

/**
 * @author alteredq / http://alteredqualia.com/
 *
 *	- shows frustum, line of sight and up of the camera
 *	- suitable for fast updates
 * 	- based on frustum visualization in lightgl.js shadowmap example
 *		http://evanw.github.com/lightgl.js/tests/shadowmap.html
 */

THREE.CameraHelper = function ( camera ) {

	var geometry = new THREE.Geometry();
	var material = new THREE.LineBasicMaterial( { color: 0xffffff, vertexColors: THREE.FaceColors } );

	var pointMap = {};

	// colors

	var hexFrustum = 0xffaa00;
	var hexCone = 0xff0000;
	var hexUp = 0x00aaff;
	var hexTarget = 0xffffff;
	var hexCross = 0x333333;

	// near

	addLine( "n1", "n2", hexFrustum );
	addLine( "n2", "n4", hexFrustum );
	addLine( "n4", "n3", hexFrustum );
	addLine( "n3", "n1", hexFrustum );

	// far

	addLine( "f1", "f2", hexFrustum );
	addLine( "f2", "f4", hexFrustum );
	addLine( "f4", "f3", hexFrustum );
	addLine( "f3", "f1", hexFrustum );

	// sides

	addLine( "n1", "f1", hexFrustum );
	addLine( "n2", "f2", hexFrustum );
	addLine( "n3", "f3", hexFrustum );
	addLine( "n4", "f4", hexFrustum );

	// cone

	addLine( "p", "n1", hexCone );
	addLine( "p", "n2", hexCone );
	addLine( "p", "n3", hexCone );
	addLine( "p", "n4", hexCone );

	// up

	addLine( "u1", "u2", hexUp );
	addLine( "u2", "u3", hexUp );
	addLine( "u3", "u1", hexUp );

	// target

	addLine( "c", "t", hexTarget );
	addLine( "p", "c", hexCross );

	// cross

	addLine( "cn1", "cn2", hexCross );
	addLine( "cn3", "cn4", hexCross );

	addLine( "cf1", "cf2", hexCross );
	addLine( "cf3", "cf4", hexCross );

	function addLine( a, b, hex ) {

		addPoint( a, hex );
		addPoint( b, hex );

	}

	function addPoint( id, hex ) {

		geometry.vertices.push( new THREE.Vector3() );
		geometry.colors.push( new THREE.Color( hex ) );

		if ( pointMap[ id ] === undefined ) {

			pointMap[ id ] = [];

		}

		pointMap[ id ].push( geometry.vertices.length - 1 );

	}

	THREE.LineSegments.call( this, geometry, material );

	this.camera = camera;
	this.camera.updateProjectionMatrix();

	this.matrix = camera.matrixWorld;
	this.matrixAutoUpdate = false;

	this.pointMap = pointMap;

	this.update();

};

THREE.CameraHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.CameraHelper.prototype.constructor = THREE.CameraHelper;

THREE.CameraHelper.prototype.update = function () {

	var geometry, pointMap;

	var vector = new THREE.Vector3();
	var camera = new THREE.Camera();

	function setPoint( point, x, y, z ) {

		vector.set( x, y, z ).unproject( camera );

		var points = pointMap[ point ];

		if ( points !== undefined ) {

			for ( var i = 0, il = points.length; i < il; i ++ ) {

				geometry.vertices[ points[ i ] ].copy( vector );

			}

		}

	}

	return function () {

		geometry = this.geometry;
		pointMap = this.pointMap;

		var w = 1, h = 1;

		// we need just camera projection matrix
		// world matrix must be identity

		camera.projectionMatrix.copy( this.camera.projectionMatrix );

		// center / target

		setPoint( "c", 0, 0, - 1 );
		setPoint( "t", 0, 0,  1 );

		// near

		setPoint( "n1", - w, - h, - 1 );
		setPoint( "n2",   w, - h, - 1 );
		setPoint( "n3", - w,   h, - 1 );
		setPoint( "n4",   w,   h, - 1 );

		// far

		setPoint( "f1", - w, - h, 1 );
		setPoint( "f2",   w, - h, 1 );
		setPoint( "f3", - w,   h, 1 );
		setPoint( "f4",   w,   h, 1 );

		// up

		setPoint( "u1",   w * 0.7, h * 1.1, - 1 );
		setPoint( "u2", - w * 0.7, h * 1.1, - 1 );
		setPoint( "u3",         0, h * 2,   - 1 );

		// cross

		setPoint( "cf1", - w,   0, 1 );
		setPoint( "cf2",   w,   0, 1 );
		setPoint( "cf3",   0, - h, 1 );
		setPoint( "cf4",   0,   h, 1 );

		setPoint( "cn1", - w,   0, - 1 );
		setPoint( "cn2",   w,   0, - 1 );
		setPoint( "cn3",   0, - h, - 1 );
		setPoint( "cn4",   0,   h, - 1 );

		geometry.verticesNeedUpdate = true;

	};

}();

// File:src/extras/helpers/DirectionalLightHelper.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 * @author WestLangley / http://github.com/WestLangley
 */

THREE.DirectionalLightHelper = function ( light, size ) {

	THREE.Object3D.call( this );

	this.light = light;
	this.light.updateMatrixWorld();

	this.matrix = light.matrixWorld;
	this.matrixAutoUpdate = false;

	size = size || 1;

	var geometry = new THREE.Geometry();
	geometry.vertices.push(
		new THREE.Vector3( - size,   size, 0 ),
		new THREE.Vector3(   size,   size, 0 ),
		new THREE.Vector3(   size, - size, 0 ),
		new THREE.Vector3( - size, - size, 0 ),
		new THREE.Vector3( - size,   size, 0 )
	);

	var material = new THREE.LineBasicMaterial( { fog: false } );
	material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

	this.lightPlane = new THREE.Line( geometry, material );
	this.add( this.lightPlane );

	geometry = new THREE.Geometry();
	geometry.vertices.push(
		new THREE.Vector3(),
		new THREE.Vector3()
	);

	material = new THREE.LineBasicMaterial( { fog: false } );
	material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

	this.targetLine = new THREE.Line( geometry, material );
	this.add( this.targetLine );

	this.update();

};

THREE.DirectionalLightHelper.prototype = Object.create( THREE.Object3D.prototype );
THREE.DirectionalLightHelper.prototype.constructor = THREE.DirectionalLightHelper;

THREE.DirectionalLightHelper.prototype.dispose = function () {

	this.lightPlane.geometry.dispose();
	this.lightPlane.material.dispose();
	this.targetLine.geometry.dispose();
	this.targetLine.material.dispose();

};

THREE.DirectionalLightHelper.prototype.update = function () {

	var v1 = new THREE.Vector3();
	var v2 = new THREE.Vector3();
	var v3 = new THREE.Vector3();

	return function () {

		v1.setFromMatrixPosition( this.light.matrixWorld );
		v2.setFromMatrixPosition( this.light.target.matrixWorld );
		v3.subVectors( v2, v1 );

		this.lightPlane.lookAt( v3 );
		this.lightPlane.material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

		this.targetLine.geometry.vertices[ 1 ].copy( v3 );
		this.targetLine.geometry.verticesNeedUpdate = true;
		this.targetLine.material.color.copy( this.lightPlane.material.color );

	};

}();

// File:src/extras/helpers/EdgesHelper.js

/**
 * @author WestLangley / http://github.com/WestLangley
 * @param object THREE.Mesh whose geometry will be used
 * @param hex line color
 * @param thresholdAngle the minimum angle (in degrees),
 * between the face normals of adjacent faces,
 * that is required to render an edge. A value of 10 means
 * an edge is only rendered if the angle is at least 10 degrees.
 */

THREE.EdgesHelper = function ( object, hex, thresholdAngle ) {

	var color = ( hex !== undefined ) ? hex : 0xffffff;

	THREE.LineSegments.call( this, new THREE.EdgesGeometry( object.geometry, thresholdAngle ), new THREE.LineBasicMaterial( { color: color } ) );

	this.matrix = object.matrixWorld;
	this.matrixAutoUpdate = false;

};

THREE.EdgesHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.EdgesHelper.prototype.constructor = THREE.EdgesHelper;

// File:src/extras/helpers/FaceNormalsHelper.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author WestLangley / http://github.com/WestLangley
*/

THREE.FaceNormalsHelper = function ( object, size, hex, linewidth ) {

	// FaceNormalsHelper only supports THREE.Geometry

	this.object = object;

	this.size = ( size !== undefined ) ? size : 1;

	var color = ( hex !== undefined ) ? hex : 0xffff00;

	var width = ( linewidth !== undefined ) ? linewidth : 1;

	//

	var nNormals = 0;

	var objGeometry = this.object.geometry;

	if ( objGeometry instanceof THREE.Geometry ) {

		nNormals = objGeometry.faces.length;

	} else {

		console.warn( 'THREE.FaceNormalsHelper: only THREE.Geometry is supported. Use THREE.VertexNormalsHelper, instead.' );

	}

	//

	var geometry = new THREE.BufferGeometry();

	var positions = new THREE.Float32Attribute( nNormals * 2 * 3, 3 );

	geometry.addAttribute( 'position', positions );

	THREE.LineSegments.call( this, geometry, new THREE.LineBasicMaterial( { color: color, linewidth: width } ) );

	//

	this.matrixAutoUpdate = false;
	this.update();

};

THREE.FaceNormalsHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.FaceNormalsHelper.prototype.constructor = THREE.FaceNormalsHelper;

THREE.FaceNormalsHelper.prototype.update = ( function () {

	var v1 = new THREE.Vector3();
	var v2 = new THREE.Vector3();
	var normalMatrix = new THREE.Matrix3();

	return function update() {

		this.object.updateMatrixWorld( true );

		normalMatrix.getNormalMatrix( this.object.matrixWorld );

		var matrixWorld = this.object.matrixWorld;

		var position = this.geometry.attributes.position;

		//

		var objGeometry = this.object.geometry;

		var vertices = objGeometry.vertices;

		var faces = objGeometry.faces;

		var idx = 0;

		for ( var i = 0, l = faces.length; i < l; i ++ ) {

			var face = faces[ i ];

			var normal = face.normal;

			v1.copy( vertices[ face.a ] )
				.add( vertices[ face.b ] )
				.add( vertices[ face.c ] )
				.divideScalar( 3 )
				.applyMatrix4( matrixWorld );

			v2.copy( normal ).applyMatrix3( normalMatrix ).normalize().multiplyScalar( this.size ).add( v1 );

			position.setXYZ( idx, v1.x, v1.y, v1.z );

			idx = idx + 1;

			position.setXYZ( idx, v2.x, v2.y, v2.z );

			idx = idx + 1;

		}

		position.needsUpdate = true;

		return this;

	}

}() );

// File:src/extras/helpers/GridHelper.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.GridHelper = function ( size, step ) {

	var geometry = new THREE.Geometry();
	var material = new THREE.LineBasicMaterial( { vertexColors: THREE.VertexColors } );

	this.color1 = new THREE.Color( 0x444444 );
	this.color2 = new THREE.Color( 0x888888 );

	for ( var i = - size; i <= size; i += step ) {

		geometry.vertices.push(
			new THREE.Vector3( - size, 0, i ), new THREE.Vector3( size, 0, i ),
			new THREE.Vector3( i, 0, - size ), new THREE.Vector3( i, 0, size )
		);

		var color = i === 0 ? this.color1 : this.color2;

		geometry.colors.push( color, color, color, color );

	}

	THREE.LineSegments.call( this, geometry, material );

};

THREE.GridHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.GridHelper.prototype.constructor = THREE.GridHelper;

THREE.GridHelper.prototype.setColors = function( colorCenterLine, colorGrid ) {

	this.color1.set( colorCenterLine );
	this.color2.set( colorGrid );

	this.geometry.colorsNeedUpdate = true;

};

// File:src/extras/helpers/HemisphereLightHelper.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.HemisphereLightHelper = function ( light, sphereSize ) {

	THREE.Object3D.call( this );

	this.light = light;
	this.light.updateMatrixWorld();

	this.matrix = light.matrixWorld;
	this.matrixAutoUpdate = false;

	this.colors = [ new THREE.Color(), new THREE.Color() ];

	var geometry = new THREE.SphereGeometry( sphereSize, 4, 2 );
	geometry.rotateX( - Math.PI / 2 );

	for ( var i = 0, il = 8; i < il; i ++ ) {

		geometry.faces[ i ].color = this.colors[ i < 4 ? 0 : 1 ];

	}

	var material = new THREE.MeshBasicMaterial( { vertexColors: THREE.FaceColors, wireframe: true } );

	this.lightSphere = new THREE.Mesh( geometry, material );
	this.add( this.lightSphere );

	this.update();

};

THREE.HemisphereLightHelper.prototype = Object.create( THREE.Object3D.prototype );
THREE.HemisphereLightHelper.prototype.constructor = THREE.HemisphereLightHelper;

THREE.HemisphereLightHelper.prototype.dispose = function () {

	this.lightSphere.geometry.dispose();
	this.lightSphere.material.dispose();

};

THREE.HemisphereLightHelper.prototype.update = function () {

	var vector = new THREE.Vector3();

	return function () {

		this.colors[ 0 ].copy( this.light.color ).multiplyScalar( this.light.intensity );
		this.colors[ 1 ].copy( this.light.groundColor ).multiplyScalar( this.light.intensity );

		this.lightSphere.lookAt( vector.setFromMatrixPosition( this.light.matrixWorld ).negate() );
		this.lightSphere.geometry.colorsNeedUpdate = true;

	}

}();

// File:src/extras/helpers/PointLightHelper.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 */

THREE.PointLightHelper = function ( light, sphereSize ) {

	this.light = light;
	this.light.updateMatrixWorld();

	var geometry = new THREE.SphereGeometry( sphereSize, 4, 2 );
	var material = new THREE.MeshBasicMaterial( { wireframe: true, fog: false } );
	material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

	THREE.Mesh.call( this, geometry, material );

	this.matrix = this.light.matrixWorld;
	this.matrixAutoUpdate = false;

	/*
	var distanceGeometry = new THREE.IcosahedronGeometry( 1, 2 );
	var distanceMaterial = new THREE.MeshBasicMaterial( { color: hexColor, fog: false, wireframe: true, opacity: 0.1, transparent: true } );

	this.lightSphere = new THREE.Mesh( bulbGeometry, bulbMaterial );
	this.lightDistance = new THREE.Mesh( distanceGeometry, distanceMaterial );

	var d = light.distance;

	if ( d === 0.0 ) {

		this.lightDistance.visible = false;

	} else {

		this.lightDistance.scale.set( d, d, d );

	}

	this.add( this.lightDistance );
	*/

};

THREE.PointLightHelper.prototype = Object.create( THREE.Mesh.prototype );
THREE.PointLightHelper.prototype.constructor = THREE.PointLightHelper;

THREE.PointLightHelper.prototype.dispose = function () {

	this.geometry.dispose();
	this.material.dispose();

};

THREE.PointLightHelper.prototype.update = function () {

	this.material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

	/*
	var d = this.light.distance;

	if ( d === 0.0 ) {

		this.lightDistance.visible = false;

	} else {

		this.lightDistance.visible = true;
		this.lightDistance.scale.set( d, d, d );

	}
	*/

};

// File:src/extras/helpers/SkeletonHelper.js

/**
 * @author Sean Griffin / http://twitter.com/sgrif
 * @author Michael Guerrero / http://realitymeltdown.com
 * @author mrdoob / http://mrdoob.com/
 * @author ikerr / http://verold.com
 */

THREE.SkeletonHelper = function ( object ) {

	this.bones = this.getBoneList( object );

	var geometry = new THREE.Geometry();

	for ( var i = 0; i < this.bones.length; i ++ ) {

		var bone = this.bones[ i ];

		if ( bone.parent instanceof THREE.Bone ) {

			geometry.vertices.push( new THREE.Vector3() );
			geometry.vertices.push( new THREE.Vector3() );
			geometry.colors.push( new THREE.Color( 0, 0, 1 ) );
			geometry.colors.push( new THREE.Color( 0, 1, 0 ) );

		}

	}

	geometry.dynamic = true;

	var material = new THREE.LineBasicMaterial( { vertexColors: THREE.VertexColors, depthTest: false, depthWrite: false, transparent: true } );

	THREE.LineSegments.call( this, geometry, material );

	this.root = object;

	this.matrix = object.matrixWorld;
	this.matrixAutoUpdate = false;

	this.update();

};


THREE.SkeletonHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.SkeletonHelper.prototype.constructor = THREE.SkeletonHelper;

THREE.SkeletonHelper.prototype.getBoneList = function( object ) {

	var boneList = [];

	if ( object instanceof THREE.Bone ) {

		boneList.push( object );

	}

	for ( var i = 0; i < object.children.length; i ++ ) {

		boneList.push.apply( boneList, this.getBoneList( object.children[ i ] ) );

	}

	return boneList;

};

THREE.SkeletonHelper.prototype.update = function () {

	var geometry = this.geometry;

	var matrixWorldInv = new THREE.Matrix4().getInverse( this.root.matrixWorld );

	var boneMatrix = new THREE.Matrix4();

	var j = 0;

	for ( var i = 0; i < this.bones.length; i ++ ) {

		var bone = this.bones[ i ];

		if ( bone.parent instanceof THREE.Bone ) {

			boneMatrix.multiplyMatrices( matrixWorldInv, bone.matrixWorld );
			geometry.vertices[ j ].setFromMatrixPosition( boneMatrix );

			boneMatrix.multiplyMatrices( matrixWorldInv, bone.parent.matrixWorld );
			geometry.vertices[ j + 1 ].setFromMatrixPosition( boneMatrix );

			j += 2;

		}

	}

	geometry.verticesNeedUpdate = true;

	geometry.computeBoundingSphere();

};

// File:src/extras/helpers/SpotLightHelper.js

/**
 * @author alteredq / http://alteredqualia.com/
 * @author mrdoob / http://mrdoob.com/
 * @author WestLangley / http://github.com/WestLangley
*/

THREE.SpotLightHelper = function ( light ) {

	THREE.Object3D.call( this );

	this.light = light;
	this.light.updateMatrixWorld();

	this.matrix = light.matrixWorld;
	this.matrixAutoUpdate = false;

	var geometry = new THREE.CylinderGeometry( 0, 1, 1, 8, 1, true );

	geometry.translate( 0, - 0.5, 0 );
	geometry.rotateX( - Math.PI / 2 );

	var material = new THREE.MeshBasicMaterial( { wireframe: true, fog: false } );

	this.cone = new THREE.Mesh( geometry, material );
	this.add( this.cone );

	this.update();

};

THREE.SpotLightHelper.prototype = Object.create( THREE.Object3D.prototype );
THREE.SpotLightHelper.prototype.constructor = THREE.SpotLightHelper;

THREE.SpotLightHelper.prototype.dispose = function () {

	this.cone.geometry.dispose();
	this.cone.material.dispose();

};

THREE.SpotLightHelper.prototype.update = function () {

	var vector = new THREE.Vector3();
	var vector2 = new THREE.Vector3();

	return function () {

		var coneLength = this.light.distance ? this.light.distance : 10000;
		var coneWidth = coneLength * Math.tan( this.light.angle );

		this.cone.scale.set( coneWidth, coneWidth, coneLength );

		vector.setFromMatrixPosition( this.light.matrixWorld );
		vector2.setFromMatrixPosition( this.light.target.matrixWorld );

		this.cone.lookAt( vector2.sub( vector ) );

		this.cone.material.color.copy( this.light.color ).multiplyScalar( this.light.intensity );

	};

}();

// File:src/extras/helpers/VertexNormalsHelper.js

/**
 * @author mrdoob / http://mrdoob.com/
 * @author WestLangley / http://github.com/WestLangley
*/

THREE.VertexNormalsHelper = function ( object, size, hex, linewidth ) {

	this.object = object;

	this.size = ( size !== undefined ) ? size : 1;

	var color = ( hex !== undefined ) ? hex : 0xff0000;

	var width = ( linewidth !== undefined ) ? linewidth : 1;

	//

	var nNormals = 0;

	var objGeometry = this.object.geometry;

	if ( objGeometry instanceof THREE.Geometry ) {

		nNormals = objGeometry.faces.length * 3;

	} else if ( objGeometry instanceof THREE.BufferGeometry ) {

		nNormals = objGeometry.attributes.normal.count

	}

	//

	var geometry = new THREE.BufferGeometry();

	var positions = new THREE.Float32Attribute( nNormals * 2 * 3, 3 );

	geometry.addAttribute( 'position', positions );

	THREE.LineSegments.call( this, geometry, new THREE.LineBasicMaterial( { color: color, linewidth: width } ) );

	//

	this.matrixAutoUpdate = false;

	this.update();

};

THREE.VertexNormalsHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.VertexNormalsHelper.prototype.constructor = THREE.VertexNormalsHelper;

THREE.VertexNormalsHelper.prototype.update = ( function () {

	var v1 = new THREE.Vector3();
	var v2 = new THREE.Vector3();
	var normalMatrix = new THREE.Matrix3();

	return function update() {

		var keys = [ 'a', 'b', 'c' ];

		this.object.updateMatrixWorld( true );

		normalMatrix.getNormalMatrix( this.object.matrixWorld );

		var matrixWorld = this.object.matrixWorld;

		var position = this.geometry.attributes.position;

		//

		var objGeometry = this.object.geometry;

		if ( objGeometry instanceof THREE.Geometry ) {

			var vertices = objGeometry.vertices;

			var faces = objGeometry.faces;

			var idx = 0;

			for ( var i = 0, l = faces.length; i < l; i ++ ) {

				var face = faces[ i ];

				for ( var j = 0, jl = face.vertexNormals.length; j < jl; j ++ ) {

					var vertex = vertices[ face[ keys[ j ] ] ];

					var normal = face.vertexNormals[ j ];

					v1.copy( vertex ).applyMatrix4( matrixWorld );

					v2.copy( normal ).applyMatrix3( normalMatrix ).normalize().multiplyScalar( this.size ).add( v1 );

					position.setXYZ( idx, v1.x, v1.y, v1.z );

					idx = idx + 1;

					position.setXYZ( idx, v2.x, v2.y, v2.z );

					idx = idx + 1;

				}

			}

		} else if ( objGeometry instanceof THREE.BufferGeometry ) {

			var objPos = objGeometry.attributes.position;

			var objNorm = objGeometry.attributes.normal;

			var idx = 0;

			// for simplicity, ignore index and drawcalls, and render every normal

			for ( var j = 0, jl = objPos.count; j < jl; j ++ ) {

				v1.set( objPos.getX( j ), objPos.getY( j ), objPos.getZ( j ) ).applyMatrix4( matrixWorld );

				v2.set( objNorm.getX( j ), objNorm.getY( j ), objNorm.getZ( j ) );

				v2.applyMatrix3( normalMatrix ).normalize().multiplyScalar( this.size ).add( v1 );

				position.setXYZ( idx, v1.x, v1.y, v1.z );

				idx = idx + 1;

				position.setXYZ( idx, v2.x, v2.y, v2.z );

				idx = idx + 1;

			}

		}

		position.needsUpdate = true;

		return this;

	}

}() );

// File:src/extras/helpers/WireframeHelper.js

/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.WireframeHelper = function ( object, hex ) {

	var color = ( hex !== undefined ) ? hex : 0xffffff;

	THREE.LineSegments.call( this, new THREE.WireframeGeometry( object.geometry ), new THREE.LineBasicMaterial( { color: color } ) );

	this.matrix = object.matrixWorld;
	this.matrixAutoUpdate = false;

};

THREE.WireframeHelper.prototype = Object.create( THREE.LineSegments.prototype );
THREE.WireframeHelper.prototype.constructor = THREE.WireframeHelper;

// File:src/extras/objects/ImmediateRenderObject.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.ImmediateRenderObject = function ( material ) {

	THREE.Object3D.call( this );

	this.material = material;
	this.render = function ( renderCallback ) {};

};

THREE.ImmediateRenderObject.prototype = Object.create( THREE.Object3D.prototype );
THREE.ImmediateRenderObject.prototype.constructor = THREE.ImmediateRenderObject;

// File:src/extras/objects/MorphBlendMesh.js

/**
 * @author alteredq / http://alteredqualia.com/
 */

THREE.MorphBlendMesh = function( geometry, material ) {

	THREE.Mesh.call( this, geometry, material );

	this.animationsMap = {};
	this.animationsList = [];

	// prepare default animation
	// (all frames played together in 1 second)

	var numFrames = this.geometry.morphTargets.length;

	var name = "__default";

	var startFrame = 0;
	var endFrame = numFrames - 1;

	var fps = numFrames / 1;

	this.createAnimation( name, startFrame, endFrame, fps );
	this.setAnimationWeight( name, 1 );

};

THREE.MorphBlendMesh.prototype = Object.create( THREE.Mesh.prototype );
THREE.MorphBlendMesh.prototype.constructor = THREE.MorphBlendMesh;

THREE.MorphBlendMesh.prototype.createAnimation = function ( name, start, end, fps ) {

	var animation = {

		start: start,
		end: end,

		length: end - start + 1,

		fps: fps,
		duration: ( end - start ) / fps,

		lastFrame: 0,
		currentFrame: 0,

		active: false,

		time: 0,
		direction: 1,
		weight: 1,

		directionBackwards: false,
		mirroredLoop: false

	};

	this.animationsMap[ name ] = animation;
	this.animationsList.push( animation );

};

THREE.MorphBlendMesh.prototype.autoCreateAnimations = function ( fps ) {

	var pattern = /([a-z]+)_?(\d+)/;

	var firstAnimation, frameRanges = {};

	var geometry = this.geometry;

	for ( var i = 0, il = geometry.morphTargets.length; i < il; i ++ ) {

		var morph = geometry.morphTargets[ i ];
		var chunks = morph.name.match( pattern );

		if ( chunks && chunks.length > 1 ) {

			var name = chunks[ 1 ];

			if ( ! frameRanges[ name ] ) frameRanges[ name ] = { start: Infinity, end: - Infinity };

			var range = frameRanges[ name ];

			if ( i < range.start ) range.start = i;
			if ( i > range.end ) range.end = i;

			if ( ! firstAnimation ) firstAnimation = name;

		}

	}

	for ( var name in frameRanges ) {

		var range = frameRanges[ name ];
		this.createAnimation( name, range.start, range.end, fps );

	}

	this.firstAnimation = firstAnimation;

};

THREE.MorphBlendMesh.prototype.setAnimationDirectionForward = function ( name ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.direction = 1;
		animation.directionBackwards = false;

	}

};

THREE.MorphBlendMesh.prototype.setAnimationDirectionBackward = function ( name ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.direction = - 1;
		animation.directionBackwards = true;

	}

};

THREE.MorphBlendMesh.prototype.setAnimationFPS = function ( name, fps ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.fps = fps;
		animation.duration = ( animation.end - animation.start ) / animation.fps;

	}

};

THREE.MorphBlendMesh.prototype.setAnimationDuration = function ( name, duration ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.duration = duration;
		animation.fps = ( animation.end - animation.start ) / animation.duration;

	}

};

THREE.MorphBlendMesh.prototype.setAnimationWeight = function ( name, weight ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.weight = weight;

	}

};

THREE.MorphBlendMesh.prototype.setAnimationTime = function ( name, time ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.time = time;

	}

};

THREE.MorphBlendMesh.prototype.getAnimationTime = function ( name ) {

	var time = 0;

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		time = animation.time;

	}

	return time;

};

THREE.MorphBlendMesh.prototype.getAnimationDuration = function ( name ) {

	var duration = - 1;

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		duration = animation.duration;

	}

	return duration;

};

THREE.MorphBlendMesh.prototype.playAnimation = function ( name ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.time = 0;
		animation.active = true;

	} else {

		console.warn( "THREE.MorphBlendMesh: animation[" + name + "] undefined in .playAnimation()" );

	}

};

THREE.MorphBlendMesh.prototype.stopAnimation = function ( name ) {

	var animation = this.animationsMap[ name ];

	if ( animation ) {

		animation.active = false;

	}

};

THREE.MorphBlendMesh.prototype.update = function ( delta ) {

	for ( var i = 0, il = this.animationsList.length; i < il; i ++ ) {

		var animation = this.animationsList[ i ];

		if ( ! animation.active ) continue;

		var frameTime = animation.duration / animation.length;

		animation.time += animation.direction * delta;

		if ( animation.mirroredLoop ) {

			if ( animation.time > animation.duration || animation.time < 0 ) {

				animation.direction *= - 1;

				if ( animation.time > animation.duration ) {

					animation.time = animation.duration;
					animation.directionBackwards = true;

				}

				if ( animation.time < 0 ) {

					animation.time = 0;
					animation.directionBackwards = false;

				}

			}

		} else {

			animation.time = animation.time % animation.duration;

			if ( animation.time < 0 ) animation.time += animation.duration;

		}

		var keyframe = animation.start + THREE.Math.clamp( Math.floor( animation.time / frameTime ), 0, animation.length - 1 );
		var weight = animation.weight;

		if ( keyframe !== animation.currentFrame ) {

			this.morphTargetInfluences[ animation.lastFrame ] = 0;
			this.morphTargetInfluences[ animation.currentFrame ] = 1 * weight;

			this.morphTargetInfluences[ keyframe ] = 0;

			animation.lastFrame = animation.currentFrame;
			animation.currentFrame = keyframe;

		}

		var mix = ( animation.time % frameTime ) / frameTime;

		if ( animation.directionBackwards ) mix = 1 - mix;

		if ( animation.currentFrame !== animation.lastFrame ) {

			this.morphTargetInfluences[ animation.currentFrame ] = mix * weight;
			this.morphTargetInfluences[ animation.lastFrame ] = ( 1 - mix ) * weight;

		} else {

			this.morphTargetInfluences[ animation.currentFrame ] = weight;

		}

	}

};
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OEBPS/js/jquery.ui.touch-punch.js
/*!
 * jQuery UI Touch Punch 0.2.3
 *
 * Copyright 2011–2014, Dave Furfero
 * Dual licensed under the MIT or GPL Version 2 licenses.
 *
 * Depends:
 *  jquery.ui.widget.js
 *  jquery.ui.mouse.js
 */
(function ($) {

  // Detect touch support
  $.support.touch = 'ontouchend' in document;

  // Ignore browsers without touch support
  if (!$.support.touch) {
    return;
  }

  var mouseProto = $.ui.mouse.prototype,
      _mouseInit = mouseProto._mouseInit,
      _mouseDestroy = mouseProto._mouseDestroy,
      touchHandled;

  /**
   * Simulate a mouse event based on a corresponding touch event
   * @param {Object} event A touch event
   * @param {String} simulatedType The corresponding mouse event
   */
  function simulateMouseEvent (event, simulatedType) {

    // Ignore multi-touch events
    if (event.originalEvent.touches.length > 1) {
      return;
    }

    event.preventDefault();

    var touch = event.originalEvent.changedTouches[0],
        simulatedEvent = document.createEvent('MouseEvents');
    
    // Initialize the simulated mouse event using the touch event's coordinates
    simulatedEvent.initMouseEvent(
      simulatedType,    // type
      true,             // bubbles                    
      true,             // cancelable                 
      window,           // view                       
      1,                // detail                     
      touch.screenX,    // screenX                    
      touch.screenY,    // screenY                    
      touch.clientX,    // clientX                    
      touch.clientY,    // clientY                    
      false,            // ctrlKey                    
      false,            // altKey                     
      false,            // shiftKey                   
      false,            // metaKey                    
      0,                // button                     
      null              // relatedTarget              
    );

    // Dispatch the simulated event to the target element
    event.target.dispatchEvent(simulatedEvent);
  }

  /**
   * Handle the jQuery UI widget's touchstart events
   * @param {Object} event The widget element's touchstart event
   */
  mouseProto._touchStart = function (event) {

    var self = this;

    // Ignore the event if another widget is already being handled
    if (touchHandled || !self._mouseCapture(event.originalEvent.changedTouches[0])) {
      return;
    }

    // Set the flag to prevent other widgets from inheriting the touch event
    touchHandled = true;

    // Track movement to determine if interaction was a click
    self._touchMoved = false;

    // Simulate the mouseover event
    simulateMouseEvent(event, 'mouseover');

    // Simulate the mousemove event
    simulateMouseEvent(event, 'mousemove');

    // Simulate the mousedown event
    simulateMouseEvent(event, 'mousedown');
  };

  /**
   * Handle the jQuery UI widget's touchmove events
   * @param {Object} event The document's touchmove event
   */
  mouseProto._touchMove = function (event) {

    // Ignore event if not handled
    if (!touchHandled) {
      return;
    }

    // Interaction was not a click
    this._touchMoved = true;

    // Simulate the mousemove event
    simulateMouseEvent(event, 'mousemove');
  };

  /**
   * Handle the jQuery UI widget's touchend events
   * @param {Object} event The document's touchend event
   */
  mouseProto._touchEnd = function (event) {

    // Ignore event if not handled
    if (!touchHandled) {
      return;
    }

    // Simulate the mouseup event
    simulateMouseEvent(event, 'mouseup');

    // Simulate the mouseout event
    simulateMouseEvent(event, 'mouseout');

    // If the touch interaction did not move, it should trigger a click
    if (!this._touchMoved) {

      // Simulate the click event
      simulateMouseEvent(event, 'click');
    }

    // Unset the flag to allow other widgets to inherit the touch event
    touchHandled = false;
  };

  /**
   * A duck punch of the $.ui.mouse _mouseInit method to support touch events.
   * This method extends the widget with bound touch event handlers that
   * translate touch events to mouse events and pass them to the widget's
   * original mouse event handling methods.
   */
  mouseProto._mouseInit = function () {
    
    var self = this;

    // Delegate the touch handlers to the widget's element
    self.element.bind({
      touchstart: $.proxy(self, '_touchStart'),
      touchmove: $.proxy(self, '_touchMove'),
      touchend: $.proxy(self, '_touchEnd')
    });

    // Call the original $.ui.mouse init method
    _mouseInit.call(self);
  };

  /**
   * Remove the touch event handlers
   */
  mouseProto._mouseDestroy = function () {
    
    var self = this;

    // Delegate the touch handlers to the widget's element
    self.element.unbind({
      touchstart: $.proxy(self, '_touchStart'),
      touchmove: $.proxy(self, '_touchMove'),
      touchend: $.proxy(self, '_touchEnd')
    });

    // Call the original $.ui.mouse destroy method
    _mouseDestroy.call(self);
  };

})(jQuery);
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OEBPS/js/jquery-ui.min.js
/*! jQuery UI - v1.9.2 - 2012-11-23
* http://jqueryui.com
* Includes: jquery.ui.core.js, jquery.ui.widget.js, jquery.ui.mouse.js, jquery.ui.draggable.js, jquery.ui.droppable.js, jquery.ui.resizable.js, jquery.ui.selectable.js, jquery.ui.sortable.js, jquery.ui.effect.js, jquery.ui.accordion.js, jquery.ui.autocomplete.js, jquery.ui.button.js, jquery.ui.datepicker.js, jquery.ui.dialog.js, jquery.ui.effect-blind.js, jquery.ui.effect-bounce.js, jquery.ui.effect-clip.js, jquery.ui.effect-drop.js, jquery.ui.effect-explode.js, jquery.ui.effect-fade.js, jquery.ui.effect-fold.js, jquery.ui.effect-highlight.js, jquery.ui.effect-pulsate.js, jquery.ui.effect-scale.js, jquery.ui.effect-shake.js, jquery.ui.effect-slide.js, jquery.ui.effect-transfer.js, jquery.ui.menu.js, jquery.ui.position.js, jquery.ui.progressbar.js, jquery.ui.slider.js, jquery.ui.spinner.js, jquery.ui.tabs.js, jquery.ui.tooltip.js
* Copyright 2012 jQuery Foundation and other contributors; Licensed MIT */
(function(e,t){function i(t,n){var r,i,o,u=t.nodeName.toLowerCase();return"area"===u?(r=t.parentNode,i=r.name,!t.href||!i||r.nodeName.toLowerCase()!=="map"?!1:(o=e("img[usemap=#"+i+"]")[0],!!o&&s(o))):(/input|select|textarea|button|object/.test(u)?!t.disabled:"a"===u?t.href||n:n)&&s(t)}function s(t){return e.expr.filters.visible(t)&&!e(t).parents().andSelf().filter(function(){return e.css(this,"visibility")==="hidden"}).length}var n=0,r=/^ui-id-\d+$/;e.ui=e.ui||{};if(e.ui.version)return;e.extend(e.ui,{version:"1.9.2",keyCode:{BACKSPACE:8,COMMA:188,DELETE:46,DOWN:40,END:35,ENTER:13,ESCAPE:27,HOME:36,LEFT:37,NUMPAD_ADD:107,NUMPAD_DECIMAL:110,NUMPAD_DIVIDE:111,NUMPAD_ENTER:108,NUMPAD_MULTIPLY:106,NUMPAD_SUBTRACT:109,PAGE_DOWN:34,PAGE_UP:33,PERIOD:190,RIGHT:39,SPACE:32,TAB:9,UP:38}}),e.fn.extend({_focus:e.fn.focus,focus:function(t,n){return typeof t=="number"?this.each(function(){var r=this;setTimeout(function(){e(r).focus(),n&&n.call(r)},t)}):this._focus.apply(this,arguments)},scrollParent:function(){var t;return e.ui.ie&&/(static|relative)/.test(this.css("position"))||/absolute/.test(this.css("position"))?t=this.parents().filter(function(){return/(relative|absolute|fixed)/.test(e.css(this,"position"))&&/(auto|scroll)/.test(e.css(this,"overflow")+e.css(this,"overflow-y")+e.css(this,"overflow-x"))}).eq(0):t=this.parents().filter(function(){return/(auto|scroll)/.test(e.css(this,"overflow")+e.css(this,"overflow-y")+e.css(this,"overflow-x"))}).eq(0),/fixed/.test(this.css("position"))||!t.length?e(document):t},zIndex:function(n){if(n!==t)return this.css("zIndex",n);if(this.length){var r=e(this[0]),i,s;while(r.length&&r[0]!==document){i=r.css("position");if(i==="absolute"||i==="relative"||i==="fixed"){s=parseInt(r.css("zIndex"),10);if(!isNaN(s)&&s!==0)return s}r=r.parent()}}return 0},uniqueId:function(){return this.each(function(){this.id||(this.id="ui-id-"+ ++n)})},removeUniqueId:function(){return this.each(function(){r.test(this.id)&&e(this).removeAttr("id")})}}),e.extend(e.expr[":"],{data:e.expr.createPseudo?e.expr.createPseudo(function(t){return function(n){return!!e.data(n,t)}}):function(t,n,r){return!!e.data(t,r[3])},focusable:function(t){return i(t,!isNaN(e.attr(t,"tabindex")))},tabbable:function(t){var n=e.attr(t,"tabindex"),r=isNaN(n);return(r||n>=0)&&i(t,!r)}}),e(function(){var t=document.body,n=t.appendChild(n=document.createElement("div"));n.offsetHeight,e.extend(n.style,{minHeight:"100px",height:"auto",padding:0,borderWidth:0}),e.support.minHeight=n.offsetHeight===100,e.support.selectstart="onselectstart"in n,t.removeChild(n).style.display="none"}),e("<a>").outerWidth(1).jquery||e.each(["Width","Height"],function(n,r){function u(t,n,r,s){return e.each(i,function(){n-=parseFloat(e.css(t,"padding"+this))||0,r&&(n-=parseFloat(e.css(t,"border"+this+"Width"))||0),s&&(n-=parseFloat(e.css(t,"margin"+this))||0)}),n}var i=r==="Width"?["Left","Right"]:["Top","Bottom"],s=r.toLowerCase(),o={innerWidth:e.fn.innerWidth,innerHeight:e.fn.innerHeight,outerWidth:e.fn.outerWidth,outerHeight:e.fn.outerHeight};e.fn["inner"+r]=function(n){return n===t?o["inner"+r].call(this):this.each(function(){e(this).css(s,u(this,n)+"px")})},e.fn["outer"+r]=function(t,n){return typeof t!="number"?o["outer"+r].call(this,t):this.each(function(){e(this).css(s,u(this,t,!0,n)+"px")})}}),e("<a>").data("a-b","a").removeData("a-b").data("a-b")&&(e.fn.removeData=function(t){return function(n){return arguments.length?t.call(this,e.camelCase(n)):t.call(this)}}(e.fn.removeData)),function(){var t=/msie ([\w.]+)/.exec(navigator.userAgent.toLowerCase())||[];e.ui.ie=t.length?!0:!1,e.ui.ie6=parseFloat(t[1],10)===6}(),e.fn.extend({disableSelection:function(){return this.bind((e.support.selectstart?"selectstart":"mousedown")+".ui-disableSelection",function(e){e.preventDefault()})},enableSelection:function(){return this.unbind(".ui-disableSelection")}}),e.extend(e.ui,{plugin:{add:function(t,n,r){var i,s=e.ui[t].prototype;for(i in r)s.plugins[i]=s.plugins[i]||[],s.plugins[i].push([n,r[i]])},call:function(e,t,n){var r,i=e.plugins[t];if(!i||!e.element[0].parentNode||e.element[0].parentNode.nodeType===11)return;for(r=0;r<i.length;r++)e.options[i[r][0]]&&i[r][1].apply(e.element,n)}},contains:e.contains,hasScroll:function(t,n){if(e(t).css("overflow")==="hidden")return!1;var r=n&&n==="left"?"scrollLeft":"scrollTop",i=!1;return t[r]>0?!0:(t[r]=1,i=t[r]>0,t[r]=0,i)},isOverAxis:function(e,t,n){return e>t&&e<t+n},isOver:function(t,n,r,i,s,o){return e.ui.isOverAxis(t,r,s)&&e.ui.isOverAxis(n,i,o)}})})(jQuery),function(e,t){var n=0,r=Array.prototype.slice,i=e.cleanData;e.cleanData=function(t){for(var n=0,r;(r=t[n])!=null;n++)try{e(r).triggerHandler("remove")}catch(s){}i(t)},e.widget=function(t,n,r){var i,s,o,u,a=t.split(".")[0];t=t.split(".")[1],i=a+"-"+t,r||(r=n,n=e.Widget),e.expr[":"][i.toLowerCase()]=function(t){return!!e.data(t,i)},e[a]=e[a]||{},s=e[a][t],o=e[a][t]=function(e,t){if(!this._createWidget)return new o(e,t);arguments.length&&this._createWidget(e,t)},e.extend(o,s,{version:r.version,_proto:e.extend({},r),_childConstructors:[]}),u=new n,u.options=e.widget.extend({},u.options),e.each(r,function(t,i){e.isFunction(i)&&(r[t]=function(){var e=function(){return n.prototype[t].apply(this,arguments)},r=function(e){return n.prototype[t].apply(this,e)};return function(){var t=this._super,n=this._superApply,s;return this._super=e,this._superApply=r,s=i.apply(this,arguments),this._super=t,this._superApply=n,s}}())}),o.prototype=e.widget.extend(u,{widgetEventPrefix:s?u.widgetEventPrefix:t},r,{constructor:o,namespace:a,widgetName:t,widgetBaseClass:i,widgetFullName:i}),s?(e.each(s._childConstructors,function(t,n){var r=n.prototype;e.widget(r.namespace+"."+r.widgetName,o,n._proto)}),delete s._childConstructors):n._childConstructors.push(o),e.widget.bridge(t,o)},e.widget.extend=function(n){var i=r.call(arguments,1),s=0,o=i.length,u,a;for(;s<o;s++)for(u in i[s])a=i[s][u],i[s].hasOwnProperty(u)&&a!==t&&(e.isPlainObject(a)?n[u]=e.isPlainObject(n[u])?e.widget.extend({},n[u],a):e.widget.extend({},a):n[u]=a);return n},e.widget.bridge=function(n,i){var s=i.prototype.widgetFullName||n;e.fn[n]=function(o){var u=typeof o=="string",a=r.call(arguments,1),f=this;return o=!u&&a.length?e.widget.extend.apply(null,[o].concat(a)):o,u?this.each(function(){var r,i=e.data(this,s);if(!i)return e.error("cannot call methods on "+n+" prior to initialization; "+"attempted to call method '"+o+"'");if(!e.isFunction(i[o])||o.charAt(0)==="_")return e.error("no such method '"+o+"' for "+n+" widget instance");r=i[o].apply(i,a);if(r!==i&&r!==t)return f=r&&r.jquery?f.pushStack(r.get()):r,!1}):this.each(function(){var t=e.data(this,s);t?t.option(o||{})._init():e.data(this,s,new i(o,this))}),f}},e.Widget=function(){},e.Widget._childConstructors=[],e.Widget.prototype={widgetName:"widget",widgetEventPrefix:"",defaultElement:"<div>",options:{disabled:!1,create:null},_createWidget:function(t,r){r=e(r||this.defaultElement||this)[0],this.element=e(r),this.uuid=n++,this.eventNamespace="."+this.widgetName+this.uuid,this.options=e.widget.extend({},this.options,this._getCreateOptions(),t),this.bindings=e(),this.hoverable=e(),this.focusable=e(),r!==this&&(e.data(r,this.widgetName,this),e.data(r,this.widgetFullName,this),this._on(!0,this.element,{remove:function(e){e.target===r&&this.destroy()}}),this.document=e(r.style?r.ownerDocument:r.document||r),this.window=e(this.document[0].defaultView||this.document[0].parentWindow)),this._create(),this._trigger("create",null,this._getCreateEventData()),this._init()},_getCreateOptions:e.noop,_getCreateEventData:e.noop,_create:e.noop,_init:e.noop,destroy:function(){this._destroy(),this.element.unbind(this.eventNamespace).removeData(this.widgetName).removeData(this.widgetFullName).removeData(e.camelCase(this.widgetFullName)),this.widget().unbind(this.eventNamespace).removeAttr("aria-disabled").removeClass(this.widgetFullName+"-disabled "+"ui-state-disabled"),this.bindings.unbind(this.eventNamespace),this.hoverable.removeClass("ui-state-hover"),this.focusable.removeClass("ui-state-focus")},_destroy:e.noop,widget:function(){return this.element},option:function(n,r){var i=n,s,o,u;if(arguments.length===0)return e.widget.extend({},this.options);if(typeof n=="string"){i={},s=n.split("."),n=s.shift();if(s.length){o=i[n]=e.widget.extend({},this.options[n]);for(u=0;u<s.length-1;u++)o[s[u]]=o[s[u]]||{},o=o[s[u]];n=s.pop();if(r===t)return o[n]===t?null:o[n];o[n]=r}else{if(r===t)return this.options[n]===t?null:this.options[n];i[n]=r}}return this._setOptions(i),this},_setOptions:function(e){var t;for(t in e)this._setOption(t,e[t]);return this},_setOption:function(e,t){return this.options[e]=t,e==="disabled"&&(this.widget().toggleClass(this.widgetFullName+"-disabled ui-state-disabled",!!t).attr("aria-disabled",t),this.hoverable.removeClass("ui-state-hover"),this.focusable.removeClass("ui-state-focus")),this},enable:function(){return this._setOption("disabled",!1)},disable:function(){return this._setOption("disabled",!0)},_on:function(t,n,r){var i,s=this;typeof t!="boolean"&&(r=n,n=t,t=!1),r?(n=i=e(n),this.bindings=this.bindings.add(n)):(r=n,n=this.element,i=this.widget()),e.each(r,function(r,o){function u(){if(!t&&(s.options.disabled===!0||e(this).hasClass("ui-state-disabled")))return;return(typeof o=="string"?s[o]:o).apply(s,arguments)}typeof o!="string"&&(u.guid=o.guid=o.guid||u.guid||e.guid++);var a=r.match(/^(\w+)\s*(.*)$/),f=a[1]+s.eventNamespace,l=a[2];l?i.delegate(l,f,u):n.bind(f,u)})},_off:function(e,t){t=(t||"").split(" ").join(this.eventNamespace+" ")+this.eventNamespace,e.unbind(t).undelegate(t)},_delay:function(e,t){function n(){return(typeof e=="string"?r[e]:e).apply(r,arguments)}var r=this;return setTimeout(n,t||0)},_hoverable:function(t){this.hoverable=this.hoverable.add(t),this._on(t,{mouseenter:function(t){e(t.currentTarget).addClass("ui-state-hover")},mouseleave:function(t){e(t.currentTarget).removeClass("ui-state-hover")}})},_focusable:function(t){this.focusable=this.focusable.add(t),this._on(t,{focusin:function(t){e(t.currentTarget).addClass("ui-state-focus")},focusout:function(t){e(t.currentTarget).removeClass("ui-state-focus")}})},_trigger:function(t,n,r){var i,s,o=this.options[t];r=r||{},n=e.Event(n),n.type=(t===this.widgetEventPrefix?t:this.widgetEventPrefix+t).toLowerCase(),n.target=this.element[0],s=n.originalEvent;if(s)for(i in s)i in n||(n[i]=s[i]);return this.element.trigger(n,r),!(e.isFunction(o)&&o.apply(this.element[0],[n].concat(r))===!1||n.isDefaultPrevented())}},e.each({show:"fadeIn",hide:"fadeOut"},function(t,n){e.Widget.prototype["_"+t]=function(r,i,s){typeof i=="string"&&(i={effect:i});var o,u=i?i===!0||typeof i=="number"?n:i.effect||n:t;i=i||{},typeof i=="number"&&(i={duration:i}),o=!e.isEmptyObject(i),i.complete=s,i.delay&&r.delay(i.delay),o&&e.effects&&(e.effects.effect[u]||e.uiBackCompat!==!1&&e.effects[u])?r[t](i):u!==t&&r[u]?r[u](i.duration,i.easing,s):r.queue(function(n){e(this)[t](),s&&s.call(r[0]),n()})}}),e.uiBackCompat!==!1&&(e.Widget.prototype._getCreateOptions=function(){return e.metadata&&e.metadata.get(this.element[0])[this.widgetName]})}(jQuery),function(e,t){var n=!1;e(document).mouseup(function(e){n=!1}),e.widget("ui.mouse",{version:"1.9.2",options:{cancel:"input,textarea,button,select,option",distance:1,delay:0},_mouseInit:function(){var t=this;this.element.bind("mousedown."+this.widgetName,function(e){return t._mouseDown(e)}).bind("click."+this.widgetName,function(n){if(!0===e.data(n.target,t.widgetName+".preventClickEvent"))return e.removeData(n.target,t.widgetName+".preventClickEvent"),n.stopImmediatePropagation(),!1}),this.started=!1},_mouseDestroy:function(){this.element.unbind("."+this.widgetName),this._mouseMoveDelegate&&e(document).unbind("mousemove."+this.widgetName,this._mouseMoveDelegate).unbind("mouseup."+this.widgetName,this._mouseUpDelegate)},_mouseDown:function(t){if(n)return;this._mouseStarted&&this._mouseUp(t),this._mouseDownEvent=t;var r=this,i=t.which===1,s=typeof this.options.cancel=="string"&&t.target.nodeName?e(t.target).closest(this.options.cancel).length:!1;if(!i||s||!this._mouseCapture(t))return!0;this.mouseDelayMet=!this.options.delay,this.mouseDelayMet||(this._mouseDelayTimer=setTimeout(function(){r.mouseDelayMet=!0},this.options.delay));if(this._mouseDistanceMet(t)&&this._mouseDelayMet(t)){this._mouseStarted=this._mouseStart(t)!==!1;if(!this._mouseStarted)return t.preventDefault(),!0}return!0===e.data(t.target,this.widgetName+".preventClickEvent")&&e.removeData(t.target,this.widgetName+".preventClickEvent"),this._mouseMoveDelegate=function(e){return r._mouseMove(e)},this._mouseUpDelegate=function(e){return r._mouseUp(e)},e(document).bind("mousemove."+this.widgetName,this._mouseMoveDelegate).bind("mouseup."+this.widgetName,this._mouseUpDelegate),t.preventDefault(),n=!0,!0},_mouseMove:function(t){return!e.ui.ie||document.documentMode>=9||!!t.button?this._mouseStarted?(this._mouseDrag(t),t.preventDefault()):(this._mouseDistanceMet(t)&&this._mouseDelayMet(t)&&(this._mouseStarted=this._mouseStart(this._mouseDownEvent,t)!==!1,this._mouseStarted?this._mouseDrag(t):this._mouseUp(t)),!this._mouseStarted):this._mouseUp(t)},_mouseUp:function(t){return e(document).unbind("mousemove."+this.widgetName,this._mouseMoveDelegate).unbind("mouseup."+this.widgetName,this._mouseUpDelegate),this._mouseStarted&&(this._mouseStarted=!1,t.target===this._mouseDownEvent.target&&e.data(t.target,this.widgetName+".preventClickEvent",!0),this._mouseStop(t)),!1},_mouseDistanceMet:function(e){return Math.max(Math.abs(this._mouseDownEvent.pageX-e.pageX),Math.abs(this._mouseDownEvent.pageY-e.pageY))>=this.options.distance},_mouseDelayMet:function(e){return this.mouseDelayMet},_mouseStart:function(e){},_mouseDrag:function(e){},_mouseStop:function(e){},_mouseCapture:function(e){return!0}})}(jQuery),function(e,t){e.widget("ui.draggable",e.ui.mouse,{version:"1.9.2",widgetEventPrefix:"drag",options:{addClasses:!0,appendTo:"parent",axis:!1,connectToSortable:!1,containment:!1,cursor:"auto",cursorAt:!1,grid:!1,handle:!1,helper:"original",iframeFix:!1,opacity:!1,refreshPositions:!1,revert:!1,revertDuration:500,scope:"default",scroll:!0,scrollSensitivity:20,scrollSpeed:20,snap:!1,snapMode:"both",snapTolerance:20,stack:!1,zIndex:!1},_create:function(){this.options.helper=="original"&&!/^(?:r|a|f)/.test(this.element.css("position"))&&(this.element[0].style.position="relative"),this.options.addClasses&&this.element.addClass("ui-draggable"),this.options.disabled&&this.element.addClass("ui-draggable-disabled"),this._mouseInit()},_destroy:function(){this.element.removeClass("ui-draggable ui-draggable-dragging ui-draggable-disabled"),this._mouseDestroy()},_mouseCapture:function(t){var n=this.options;return this.helper||n.disabled||e(t.target).is(".ui-resizable-handle")?!1:(this.handle=this._getHandle(t),this.handle?(e(n.iframeFix===!0?"iframe":n.iframeFix).each(function(){e('<div class="ui-draggable-iframeFix" style="background: #fff;"></div>').css({width:this.offsetWidth+"px",height:this.offsetHeight+"px",position:"absolute",opacity:"0.001",zIndex:1e3}).css(e(this).offset()).appendTo("body")}),!0):!1)},_mouseStart:function(t){var n=this.options;return this.helper=this._createHelper(t),this.helper.addClass("ui-draggable-dragging"),this._cacheHelperProportions(),e.ui.ddmanager&&(e.ui.ddmanager.current=this),this._cacheMargins(),this.cssPosition=this.helper.css("position"),this.scrollParent=this.helper.scrollParent(),this.offset=this.positionAbs=this.element.offset(),this.offset={top:this.offset.top-this.margins.top,left:this.offset.left-this.margins.left},e.extend(this.offset,{click:{left:t.pageX-this.offset.left,top:t.pageY-this.offset.top},parent:this._getParentOffset(),relative:this._getRelativeOffset()}),this.originalPosition=this.position=this._generatePosition(t),this.originalPageX=t.pageX,this.originalPageY=t.pageY,n.cursorAt&&this._adjustOffsetFromHelper(n.cursorAt),n.containment&&this._setContainment(),this._trigger("start",t)===!1?(this._clear(),!1):(this._cacheHelperProportions(),e.ui.ddmanager&&!n.dropBehaviour&&e.ui.ddmanager.prepareOffsets(this,t),this._mouseDrag(t,!0),e.ui.ddmanager&&e.ui.ddmanager.dragStart(this,t),!0)},_mouseDrag:function(t,n){this.position=this._generatePosition(t),this.positionAbs=this._convertPositionTo("absolute");if(!n){var r=this._uiHash();if(this._trigger("drag",t,r)===!1)return this._mouseUp({}),!1;this.position=r.position}if(!this.options.axis||this.options.axis!="y")this.helper[0].style.left=this.position.left+"px";if(!this.options.axis||this.options.axis!="x")this.helper[0].style.top=this.position.top+"px";return e.ui.ddmanager&&e.ui.ddmanager.drag(this,t),!1},_mouseStop:function(t){var n=!1;e.ui.ddmanager&&!this.options.dropBehaviour&&(n=e.ui.ddmanager.drop(this,t)),this.dropped&&(n=this.dropped,this.dropped=!1);var r=this.element[0],i=!1;while(r&&(r=r.parentNode))r==document&&(i=!0);if(!i&&this.options.helper==="original")return!1;if(this.options.revert=="invalid"&&!n||this.options.revert=="valid"&&n||this.options.revert===!0||e.isFunction(this.options.revert)&&this.options.revert.call(this.element,n)){var s=this;e(this.helper).animate(this.originalPosition,parseInt(this.options.revertDuration,10),function(){s._trigger("stop",t)!==!1&&s._clear()})}else this._trigger("stop",t)!==!1&&this._clear();return!1},_mouseUp:function(t){return e("div.ui-draggable-iframeFix").each(function(){this.parentNode.removeChild(this)}),e.ui.ddmanager&&e.ui.ddmanager.dragStop(this,t),e.ui.mouse.prototype._mouseUp.call(this,t)},cancel:function(){return this.helper.is(".ui-draggable-dragging")?this._mouseUp({}):this._clear(),this},_getHandle:function(t){var n=!this.options.handle||!e(this.options.handle,this.element).length?!0:!1;return e(this.options.handle,this.element).find("*").andSelf().each(function(){this==t.target&&(n=!0)}),n},_createHelper:function(t){var n=this.options,r=e.isFunction(n.helper)?e(n.helper.apply(this.element[0],[t])):n.helper=="clone"?this.element.clone().removeAttr("id"):this.element;return r.parents("body").length||r.appendTo(n.appendTo=="parent"?this.element[0].parentNode:n.appendTo),r[0]!=this.element[0]&&!/(fixed|absolute)/.test(r.css("position"))&&r.css("position","absolute"),r},_adjustOffsetFromHelper:function(t){typeof t=="string"&&(t=t.split(" ")),e.isArray(t)&&(t={left:+t[0],top:+t[1]||0}),"left"in t&&(this.offset.click.left=t.left+this.margins.left),"right"in t&&(this.offset.click.left=this.helperProportions.width-t.right+this.margins.left),"top"in t&&(this.offset.click.top=t.top+this.margins.top),"bottom"in t&&(this.offset.click.top=this.helperProportions.height-t.bottom+this.margins.top)},_getParentOffset:function(){this.offsetParent=this.helper.offsetParent();var t=this.offsetParent.offset();this.cssPosition=="absolute"&&this.scrollParent[0]!=document&&e.contains(this.scrollParent[0],this.offsetParent[0])&&(t.left+=this.scrollParent.scrollLeft(),t.top+=this.scrollParent.scrollTop());if(this.offsetParent[0]==document.body||this.offsetParent[0].tagName&&this.offsetParent[0].tagName.toLowerCase()=="html"&&e.ui.ie)t={top:0,left:0};return{top:t.top+(parseInt(this.offsetParent.css("borderTopWidth"),10)||0),left:t.left+(parseInt(this.offsetParent.css("borderLeftWidth"),10)||0)}},_getRelativeOffset:function(){if(this.cssPosition=="relative"){var e=this.element.position();return{top:e.top-(parseInt(this.helper.css("top"),10)||0)+this.scrollParent.scrollTop(),left:e.left-(parseInt(this.helper.css("left"),10)||0)+this.scrollParent.scrollLeft()}}return{top:0,left:0}},_cacheMargins:function(){this.margins={left:parseInt(this.element.css("marginLeft"),10)||0,top:parseInt(this.element.css("marginTop"),10)||0,right:parseInt(this.element.css("marginRight"),10)||0,bottom:parseInt(this.element.css("marginBottom"),10)||0}},_cacheHelperProportions:function(){this.helperProportions={width:this.helper.outerWidth(),height:this.helper.outerHeight()}},_setContainment:function(){var t=this.options;t.containment=="parent"&&(t.containment=this.helper[0].parentNode);if(t.containment=="document"||t.containment=="window")this.containment=[t.containment=="document"?0:e(window).scrollLeft()-this.offset.relative.left-this.offset.parent.left,t.containment=="document"?0:e(window).scrollTop()-this.offset.relative.top-this.offset.parent.top,(t.containment=="document"?0:e(window).scrollLeft())+e(t.containment=="document"?document:window).width()-this.helperProportions.width-this.margins.left,(t.containment=="document"?0:e(window).scrollTop())+(e(t.containment=="document"?document:window).height()||document.body.parentNode.scrollHeight)-this.helperProportions.height-this.margins.top];if(!/^(document|window|parent)$/.test(t.containment)&&t.containment.constructor!=Array){var n=e(t.containment),r=n[0];if(!r)return;var i=n.offset(),s=e(r).css("overflow")!="hidden";this.containment=[(parseInt(e(r).css("borderLeftWidth"),10)||0)+(parseInt(e(r).css("paddingLeft"),10)||0),(parseInt(e(r).css("borderTopWidth"),10)||0)+(parseInt(e(r).css("paddingTop"),10)||0),(s?Math.max(r.scrollWidth,r.offsetWidth):r.offsetWidth)-(parseInt(e(r).css("borderLeftWidth"),10)||0)-(parseInt(e(r).css("paddingRight"),10)||0)-this.helperProportions.width-this.margins.left-this.margins.right,(s?Math.max(r.scrollHeight,r.offsetHeight):r.offsetHeight)-(parseInt(e(r).css("borderTopWidth"),10)||0)-(parseInt(e(r).css("paddingBottom"),10)||0)-this.helperProportions.height-this.margins.top-this.margins.bottom],this.relative_container=n}else t.containment.constructor==Array&&(this.containment=t.containment)},_convertPositionTo:function(t,n){n||(n=this.position);var r=t=="absolute"?1:-1,i=this.options,s=this.cssPosition!="absolute"||this.scrollParent[0]!=document&&!!e.contains(this.scrollParent[0],this.offsetParent[0])?this.scrollParent:this.offsetParent,o=/(html|body)/i.test(s[0].tagName);return{top:n.top+this.offset.relative.top*r+this.offset.parent.top*r-(this.cssPosition=="fixed"?-this.scrollParent.scrollTop():o?0:s.scrollTop())*r,left:n.left+this.offset.relative.left*r+this.offset.parent.left*r-(this.cssPosition=="fixed"?-this.scrollParent.scrollLeft():o?0:s.scrollLeft())*r}},_generatePosition:function(t){var n=this.options,r=this.cssPosition!="absolute"||this.scrollParent[0]!=document&&!!e.contains(this.scrollParent[0],this.offsetParent[0])?this.scrollParent:this.offsetParent,i=/(html|body)/i.test(r[0].tagName),s=t.pageX,o=t.pageY;if(this.originalPosition){var u;if(this.containment){if(this.relative_container){var a=this.relative_container.offset();u=[this.containment[0]+a.left,this.containment[1]+a.top,this.containment[2]+a.left,this.containment[3]+a.top]}else u=this.containment;t.pageX-this.offset.click.left<u[0]&&(s=u[0]+this.offset.click.left),t.pageY-this.offset.click.top<u[1]&&(o=u[1]+this.offset.click.top),t.pageX-this.offset.click.left>u[2]&&(s=u[2]+this.offset.click.left),t.pageY-this.offset.click.top>u[3]&&(o=u[3]+this.offset.click.top)}if(n.grid){var f=n.grid[1]?this.originalPageY+Math.round((o-this.originalPageY)/n.grid[1])*n.grid[1]:this.originalPageY;o=u?f-this.offset.click.top<u[1]||f-this.offset.click.top>u[3]?f-this.offset.click.top<u[1]?f+n.grid[1]:f-n.grid[1]:f:f;var l=n.grid[0]?this.originalPageX+Math.round((s-this.originalPageX)/n.grid[0])*n.grid[0]:this.originalPageX;s=u?l-this.offset.click.left<u[0]||l-this.offset.click.left>u[2]?l-this.offset.click.left<u[0]?l+n.grid[0]:l-n.grid[0]:l:l}}return{top:o-this.offset.click.top-this.offset.relative.top-this.offset.parent.top+(this.cssPosition=="fixed"?-this.scrollParent.scrollTop():i?0:r.scrollTop()),left:s-this.offset.click.left-this.offset.relative.left-this.offset.parent.left+(this.cssPosition=="fixed"?-this.scrollParent.scrollLeft():i?0:r.scrollLeft())}},_clear:function(){this.helper.removeClass("ui-draggable-dragging"),this.helper[0]!=this.element[0]&&!this.cancelHelperRemoval&&this.helper.remove(),this.helper=null,this.cancelHelperRemoval=!1},_trigger:function(t,n,r){return r=r||this._uiHash(),e.ui.plugin.call(this,t,[n,r]),t=="drag"&&(this.positionAbs=this._convertPositionTo("absolute")),e.Widget.prototype._trigger.call(this,t,n,r)},plugins:{},_uiHash:function(e){return{helper:this.helper,position:this.position,originalPosition:this.originalPosition,offset:this.positionAbs}}}),e.ui.plugin.add("draggable","connectToSortable",{start:function(t,n){var r=e(this).data("draggable"),i=r.options,s=e.extend({},n,{item:r.element});r.sortables=[],e(i.connectToSortable).each(function(){var n=e.data(this,"sortable");n&&!n.options.disabled&&(r.sortables.push({instance:n,shouldRevert:n.options.revert}),n.refreshPositions(),n._trigger("activate",t,s))})},stop:function(t,n){var r=e(this).data("draggable"),i=e.extend({},n,{item:r.element});e.each(r.sortables,function(){this.instance.isOver?(this.instance.isOver=0,r.cancelHelperRemoval=!0,this.instance.cancelHelperRemoval=!1,this.shouldRevert&&(this.instance.options.revert=!0),this.instance._mouseStop(t),this.instance.options.helper=this.instance.options._helper,r.options.helper=="original"&&this.instance.currentItem.css({top:"auto",left:"auto"})):(this.instance.cancelHelperRemoval=!1,this.instance._trigger("deactivate",t,i))})},drag:function(t,n){var r=e(this).data("draggable"),i=this,s=function(t){var n=this.offset.click.top,r=this.offset.click.left,i=this.positionAbs.top,s=this.positionAbs.left,o=t.height,u=t.width,a=t.top,f=t.left;return e.ui.isOver(i+n,s+r,a,f,o,u)};e.each(r.sortables,function(s){var o=!1,u=this;this.instance.positionAbs=r.positionAbs,this.instance.helperProportions=r.helperProportions,this.instance.offset.click=r.offset.click,this.instance._intersectsWith(this.instance.containerCache)&&(o=!0,e.each(r.sortables,function(){return this.instance.positionAbs=r.positionAbs,this.instance.helperProportions=r.helperProportions,this.instance.offset.click=r.offset.click,this!=u&&this.instance._intersectsWith(this.instance.containerCache)&&e.ui.contains(u.instance.element[0],this.instance.element[0])&&(o=!1),o})),o?(this.instance.isOver||(this.instance.isOver=1,this.instance.currentItem=e(i).clone().removeAttr("id").appendTo(this.instance.element).data("sortable-item",!0),this.instance.options._helper=this.instance.options.helper,this.instance.options.helper=function(){return n.helper[0]},t.target=this.instance.currentItem[0],this.instance._mouseCapture(t,!0),this.instance._mouseStart(t,!0,!0),this.instance.offset.click.top=r.offset.click.top,this.instance.offset.click.left=r.offset.click.left,this.instance.offset.parent.left-=r.offset.parent.left-this.instance.offset.parent.left,this.instance.offset.parent.top-=r.offset.parent.top-this.instance.offset.parent.top,r._trigger("toSortable",t),r.dropped=this.instance.element,r.currentItem=r.element,this.instance.fromOutside=r),this.instance.currentItem&&this.instance._mouseDrag(t)):this.instance.isOver&&(this.instance.isOver=0,this.instance.cancelHelperRemoval=!0,this.instance.options.revert=!1,this.instance._trigger("out",t,this.instance._uiHash(this.instance)),this.instance._mouseStop(t,!0),this.instance.options.helper=this.instance.options._helper,this.instance.currentItem.remove(),this.instance.placeholder&&this.instance.placeholder.remove(),r._trigger("fromSortable",t),r.dropped=!1)})}}),e.ui.plugin.add("draggable","cursor",{start:function(t,n){var r=e("body"),i=e(this).data("draggable").options;r.css("cursor")&&(i._cursor=r.css("cursor")),r.css("cursor",i.cursor)},stop:function(t,n){var r=e(this).data("draggable").options;r._cursor&&e("body").css("cursor",r._cursor)}}),e.ui.plugin.add("draggable","opacity",{start:function(t,n){var r=e(n.helper),i=e(this).data("draggable").options;r.css("opacity")&&(i._opacity=r.css("opacity")),r.css("opacity",i.opacity)},stop:function(t,n){var r=e(this).data("draggable").options;r._opacity&&e(n.helper).css("opacity",r._opacity)}}),e.ui.plugin.add("draggable","scroll",{start:function(t,n){var r=e(this).data("draggable");r.scrollParent[0]!=document&&r.scrollParent[0].tagName!="HTML"&&(r.overflowOffset=r.scrollParent.offset())},drag:function(t,n){var r=e(this).data("draggable"),i=r.options,s=!1;if(r.scrollParent[0]!=document&&r.scrollParent[0].tagName!="HTML"){if(!i.axis||i.axis!="x")r.overflowOffset.top+r.scrollParent[0].offsetHeight-t.pageY<i.scrollSensitivity?r.scrollParent[0].scrollTop=s=r.scrollParent[0].scrollTop+i.scrollSpeed:t.pageY-r.overflowOffset.top<i.scrollSensitivity&&(r.scrollParent[0].scrollTop=s=r.scrollParent[0].scrollTop-i.scrollSpeed);if(!i.axis||i.axis!="y")r.overflowOffset.left+r.scrollParent[0].offsetWidth-t.pageX<i.scrollSensitivity?r.scrollParent[0].scrollLeft=s=r.scrollParent[0].scrollLeft+i.scrollSpeed:t.pageX-r.overflowOffset.left<i.scrollSensitivity&&(r.scrollParent[0].scrollLeft=s=r.scrollParent[0].scrollLeft-i.scrollSpeed)}else{if(!i.axis||i.axis!="x")t.pageY-e(document).scrollTop()<i.scrollSensitivity?s=e(document).scrollTop(e(document).scrollTop()-i.scrollSpeed):e(window).height()-(t.pageY-e(document).scrollTop())<i.scrollSensitivity&&(s=e(document).scrollTop(e(document).scrollTop()+i.scrollSpeed));if(!i.axis||i.axis!="y")t.pageX-e(document).scrollLeft()<i.scrollSensitivity?s=e(document).scrollLeft(e(document).scrollLeft()-i.scrollSpeed):e(window).width()-(t.pageX-e(document).scrollLeft())<i.scrollSensitivity&&(s=e(document).scrollLeft(e(document).scrollLeft()+i.scrollSpeed))}s!==!1&&e.ui.ddmanager&&!i.dropBehaviour&&e.ui.ddmanager.prepareOffsets(r,t)}}),e.ui.plugin.add("draggable","snap",{start:function(t,n){var r=e(this).data("draggable"),i=r.options;r.snapElements=[],e(i.snap.constructor!=String?i.snap.items||":data(draggable)":i.snap).each(function(){var t=e(this),n=t.offset();this!=r.element[0]&&r.snapElements.push({item:this,width:t.outerWidth(),height:t.outerHeight(),top:n.top,left:n.left})})},drag:function(t,n){var r=e(this).data("draggable"),i=r.options,s=i.snapTolerance,o=n.offset.left,u=o+r.helperProportions.width,a=n.offset.top,f=a+r.helperProportions.height;for(var l=r.snapElements.length-1;l>=0;l--){var c=r.snapElements[l].left,h=c+r.snapElements[l].width,p=r.snapElements[l].top,d=p+r.snapElements[l].height;if(!(c-s<o&&o<h+s&&p-s<a&&a<d+s||c-s<o&&o<h+s&&p-s<f&&f<d+s||c-s<u&&u<h+s&&p-s<a&&a<d+s||c-s<u&&u<h+s&&p-s<f&&f<d+s)){r.snapElements[l].snapping&&r.options.snap.release&&r.options.snap.release.call(r.element,t,e.extend(r._uiHash(),{snapItem:r.snapElements[l].item})),r.snapElements[l].snapping=!1;continue}if(i.snapMode!="inner"){var v=Math.abs(p-f)<=s,m=Math.abs(d-a)<=s,g=Math.abs(c-u)<=s,y=Math.abs(h-o)<=s;v&&(n.position.top=r._convertPositionTo("relative",{top:p-r.helperProportions.height,left:0}).top-r.margins.top),m&&(n.position.top=r._convertPositionTo("relative",{top:d,left:0}).top-r.margins.top),g&&(n.position.left=r._convertPositionTo("relative",{top:0,left:c-r.helperProportions.width}).left-r.margins.left),y&&(n.position.left=r._convertPositionTo("relative",{top:0,left:h}).left-r.margins.left)}var b=v||m||g||y;if(i.snapMode!="outer"){var v=Math.abs(p-a)<=s,m=Math.abs(d-f)<=s,g=Math.abs(c-o)<=s,y=Math.abs(h-u)<=s;v&&(n.position.top=r._convertPositionTo("relative",{top:p,left:0}).top-r.margins.top),m&&(n.position.top=r._convertPositionTo("relative",{top:d-r.helperProportions.height,left:0}).top-r.margins.top),g&&(n.position.left=r._convertPositionTo("relative",{top:0,left:c}).left-r.margins.left),y&&(n.position.left=r._convertPositionTo("relative",{top:0,left:h-r.helperProportions.width}).left-r.margins.left)}!r.snapElements[l].snapping&&(v||m||g||y||b)&&r.options.snap.snap&&r.options.snap.snap.call(r.element,t,e.extend(r._uiHash(),{snapItem:r.snapElements[l].item})),r.snapElements[l].snapping=v||m||g||y||b}}}),e.ui.plugin.add("draggable","stack",{start:function(t,n){var r=e(this).data("draggable").options,i=e.makeArray(e(r.stack)).sort(function(t,n){return(parseInt(e(t).css("zIndex"),10)||0)-(parseInt(e(n).css("zIndex"),10)||0)});if(!i.length)return;var s=parseInt(i[0].style.zIndex)||0;e(i).each(function(e){this.style.zIndex=s+e}),this[0].style.zIndex=s+i.length}}),e.ui.plugin.add("draggable","zIndex",{start:function(t,n){var r=e(n.helper),i=e(this).data("draggable").options;r.css("zIndex")&&(i._zIndex=r.css("zIndex")),r.css("zIndex",i.zIndex)},stop:function(t,n){var r=e(this).data("draggable").options;r._zIndex&&e(n.helper).css("zIndex",r._zIndex)}})}(jQuery),function(e,t){e.widget("ui.droppable",{version:"1.9.2",widgetEventPrefix:"drop",options:{accept:"*",activeClass:!1,addClasses:!0,greedy:!1,hoverClass:!1,scope:"default",tolerance:"intersect"},_create:function(){var t=this.options,n=t.accept;this.isover=0,this.isout=1,this.accept=e.isFunction(n)?n:function(e){return e.is(n)},this.proportions={width:this.element[0].offsetWidth,height:this.element[0].offsetHeight},e.ui.ddmanager.droppables[t.scope]=e.ui.ddmanager.droppables[t.scope]||[],e.ui.ddmanager.droppables[t.scope].push(this),t.addClasses&&this.element.addClass("ui-droppable")},_destroy:function(){var t=e.ui.ddmanager.droppables[this.options.scope];for(var n=0;n<t.length;n++)t[n]==this&&t.splice(n,1);this.element.removeClass("ui-droppable ui-droppable-disabled")},_setOption:function(t,n){t=="accept"&&(this.accept=e.isFunction(n)?n:function(e){return e.is(n)}),e.Widget.prototype._setOption.apply(this,arguments)},_activate:function(t){var n=e.ui.ddmanager.current;this.options.activeClass&&this.element.addClass(this.options.activeClass),n&&this._trigger("activate",t,this.ui(n))},_deactivate:function(t){var n=e.ui.ddmanager.current;this.options.activeClass&&this.element.removeClass(this.options.activeClass),n&&this._trigger("deactivate",t,this.ui(n))},_over:function(t){var n=e.ui.ddmanager.current;if(!n||(n.currentItem||n.element)[0]==this.element[0])return;this.accept.call(this.element[0],n.currentItem||n.element)&&(this.options.hoverClass&&this.element.addClass(this.options.hoverClass),this._trigger("over",t,this.ui(n)))},_out:function(t){var n=e.ui.ddmanager.current;if(!n||(n.currentItem||n.element)[0]==this.element[0])return;this.accept.call(this.element[0],n.currentItem||n.element)&&(this.options.hoverClass&&this.element.removeClass(this.options.hoverClass),this._trigger("out",t,this.ui(n)))},_drop:function(t,n){var r=n||e.ui.ddmanager.current;if(!r||(r.currentItem||r.element)[0]==this.element[0])return!1;var i=!1;return this.element.find(":data(droppable)").not(".ui-draggable-dragging").each(function(){var t=e.data(this,"droppable");if(t.options.greedy&&!t.options.disabled&&t.options.scope==r.options.scope&&t.accept.call(t.element[0],r.currentItem||r.element)&&e.ui.intersect(r,e.extend(t,{offset:t.element.offset()}),t.options.tolerance))return i=!0,!1}),i?!1:this.accept.call(this.element[0],r.currentItem||r.element)?(this.options.activeClass&&this.element.removeClass(this.options.activeClass),this.options.hoverClass&&this.element.removeClass(this.options.hoverClass),this._trigger("drop",t,this.ui(r)),this.element):!1},ui:function(e){return{draggable:e.currentItem||e.element,helper:e.helper,position:e.position,offset:e.positionAbs}}}),e.ui.intersect=function(t,n,r){if(!n.offset)return!1;var i=(t.positionAbs||t.position.absolute).left,s=i+t.helperProportions.width,o=(t.positionAbs||t.position.absolute).top,u=o+t.helperProportions.height,a=n.offset.left,f=a+n.proportions.width,l=n.offset.top,c=l+n.proportions.height;switch(r){case"fit":return a<=i&&s<=f&&l<=o&&u<=c;case"intersect":return a<i+t.helperProportions.width/2&&s-t.helperProportions.width/2<f&&l<o+t.helperProportions.height/2&&u-t.helperProportions.height/2<c;case"pointer":var h=(t.positionAbs||t.position.absolute).left+(t.clickOffset||t.offset.click).left,p=(t.positionAbs||t.position.absolute).top+(t.clickOffset||t.offset.click).top,d=e.ui.isOver(p,h,l,a,n.proportions.height,n.proportions.width);return d;case"touch":return(o>=l&&o<=c||u>=l&&u<=c||o<l&&u>c)&&(i>=a&&i<=f||s>=a&&s<=f||i<a&&s>f);default:return!1}},e.ui.ddmanager={current:null,droppables:{"default":[]},prepareOffsets:function(t,n){var r=e.ui.ddmanager.droppables[t.options.scope]||[],i=n?n.type:null,s=(t.currentItem||t.element).find(":data(droppable)").andSelf();e:for(var o=0;o<r.length;o++){if(r[o].options.disabled||t&&!r[o].accept.call(r[o].element[0],t.currentItem||t.element))continue;for(var u=0;u<s.length;u++)if(s[u]==r[o].element[0]){r[o].proportions.height=0;continue e}r[o].visible=r[o].element.css("display")!="none";if(!r[o].visible)continue;i=="mousedown"&&r[o]._activate.call(r[o],n),r[o].offset=r[o].element.offset(),r[o].proportions={width:r[o].element[0].offsetWidth,height:r[o].element[0].offsetHeight}}},drop:function(t,n){var r=!1;return e.each(e.ui.ddmanager.droppables[t.options.scope]||[],function(){if(!this.options)return;!this.options.disabled&&this.visible&&e.ui.intersect(t,this,this.options.tolerance)&&(r=this._drop.call(this,n)||r),!this.options.disabled&&this.visible&&this.accept.call(this.element[0],t.currentItem||t.element)&&(this.isout=1,this.isover=0,this._deactivate.call(this,n))}),r},dragStart:function(t,n){t.element.parentsUntil("body").bind("scroll.droppable",function(){t.options.refreshPositions||e.ui.ddmanager.prepareOffsets(t,n)})},drag:function(t,n){t.options.refreshPositions&&e.ui.ddmanager.prepareOffsets(t,n),e.each(e.ui.ddmanager.droppables[t.options.scope]||[],function(){if(this.options.disabled||this.greedyChild||!this.visible)return;var r=e.ui.intersect(t,this,this.options.tolerance),i=!r&&this.isover==1?"isout":r&&this.isover==0?"isover":null;if(!i)return;var s;if(this.options.greedy){var o=this.options.scope,u=this.element.parents(":data(droppable)").filter(function(){return e.data(this,"droppable").options.scope===o});u.length&&(s=e.data(u[0],"droppable"),s.greedyChild=i=="isover"?1:0)}s&&i=="isover"&&(s.isover=0,s.isout=1,s._out.call(s,n)),this[i]=1,this[i=="isout"?"isover":"isout"]=0,this[i=="isover"?"_over":"_out"].call(this,n),s&&i=="isout"&&(s.isout=0,s.isover=1,s._over.call(s,n))})},dragStop:function(t,n){t.element.parentsUntil("body").unbind("scroll.droppable"),t.options.refreshPositions||e.ui.ddmanager.prepareOffsets(t,n)}}}(jQuery),function(e,t){e.widget("ui.resizable",e.ui.mouse,{version:"1.9.2",widgetEventPrefix:"resize",options:{alsoResize:!1,animate:!1,animateDuration:"slow",animateEasing:"swing",aspectRatio:!1,autoHide:!1,containment:!1,ghost:!1,grid:!1,handles:"e,s,se",helper:!1,maxHeight:null,maxWidth:null,minHeight:10,minWidth:10,zIndex:1e3},_create:function(){var t=this,n=this.options;this.element.addClass("ui-resizable"),e.extend(this,{_aspectRatio:!!n.aspectRatio,aspectRatio:n.aspectRatio,originalElement:this.element,_proportionallyResizeElements:[],_helper:n.helper||n.ghost||n.animate?n.helper||"ui-resizable-helper":null}),this.element[0].nodeName.match(/canvas|textarea|input|select|button|img/i)&&(this.element.wrap(e('<div class="ui-wrapper" style="overflow: hidden;"></div>').css({position:this.element.css("position"),width:this.element.outerWidth(),height:this.element.outerHeight(),top:this.element.css("top"),left:this.element.css("left")})),this.element=this.element.parent().data("resizable",this.element.data("resizable")),this.elementIsWrapper=!0,this.element.css({marginLeft:this.originalElement.css("marginLeft"),marginTop:this.originalElement.css("marginTop"),marginRight:this.originalElement.css("marginRight"),marginBottom:this.originalElement.css("marginBottom")}),this.originalElement.css({marginLeft:0,marginTop:0,marginRight:0,marginBottom:0}),this.originalResizeStyle=this.originalElement.css("resize"),this.originalElement.css("resize","none"),this._proportionallyResizeElements.push(this.originalElement.css({position:"static",zoom:1,display:"block"})),this.originalElement.css({margin:this.originalElement.css("margin")}),this._proportionallyResize()),this.handles=n.handles||(e(".ui-resizable-handle",this.element).length?{n:".ui-resizable-n",e:".ui-resizable-e",s:".ui-resizable-s",w:".ui-resizable-w",se:".ui-resizable-se",sw:".ui-resizable-sw",ne:".ui-resizable-ne",nw:".ui-resizable-nw"}:"e,s,se");if(this.handles.constructor==String){this.handles=="all"&&(this.handles="n,e,s,w,se,sw,ne,nw");var r=this.handles.split(",");this.handles={};for(var i=0;i<r.length;i++){var s=e.trim(r[i]),o="ui-resizable-"+s,u=e('<div class="ui-resizable-handle '+o+'"></div>');u.css({zIndex:n.zIndex}),"se"==s&&u.addClass("ui-icon ui-icon-gripsmall-diagonal-se"),this.handles[s]=".ui-resizable-"+s,this.element.append(u)}}this._renderAxis=function(t){t=t||this.element;for(var n in this.handles){this.handles[n].constructor==String&&(this.handles[n]=e(this.handles[n],this.element).show());if(this.elementIsWrapper&&this.originalElement[0].nodeName.match(/textarea|input|select|button/i)){var r=e(this.handles[n],this.element),i=0;i=/sw|ne|nw|se|n|s/.test(n)?r.outerHeight():r.outerWidth();var s=["padding",/ne|nw|n/.test(n)?"Top":/se|sw|s/.test(n)?"Bottom":/^e$/.test(n)?"Right":"Left"].join("");t.css(s,i),this._proportionallyResize()}if(!e(this.handles[n]).length)continue}},this._renderAxis(this.element),this._handles=e(".ui-resizable-handle",this.element).disableSelection(),this._handles.mouseover(function(){if(!t.resizing){if(this.className)var e=this.className.match(/ui-resizable-(se|sw|ne|nw|n|e|s|w)/i);t.axis=e&&e[1]?e[1]:"se"}}),n.autoHide&&(this._handles.hide(),e(this.element).addClass("ui-resizable-autohide").mouseenter(function(){if(n.disabled)return;e(this).removeClass("ui-resizable-autohide"),t._handles.show()}).mouseleave(function(){if(n.disabled)return;t.resizing||(e(this).addClass("ui-resizable-autohide"),t._handles.hide())})),this._mouseInit()},_destroy:function(){this._mouseDestroy();var t=function(t){e(t).removeClass("ui-resizable ui-resizable-disabled ui-resizable-resizing").removeData("resizable").removeData("ui-resizable").unbind(".resizable").find(".ui-resizable-handle").remove()};if(this.elementIsWrapper){t(this.element);var n=this.element;this.originalElement.css({position:n.css("position"),width:n.outerWidth(),height:n.outerHeight(),top:n.css("top"),left:n.css("left")}).insertAfter(n),n.remove()}return this.originalElement.css("resize",this.originalResizeStyle),t(this.originalElement),this},_mouseCapture:function(t){var n=!1;for(var r in this.handles)e(this.handles[r])[0]==t.target&&(n=!0);return!this.options.disabled&&n},_mouseStart:function(t){var r=this.options,i=this.element.position(),s=this.element;this.resizing=!0,this.documentScroll={top:e(document).scrollTop(),left:e(document).scrollLeft()},(s.is(".ui-draggable")||/absolute/.test(s.css("position")))&&s.css({position:"absolute",top:i.top,left:i.left}),this._renderProxy();var o=n(this.helper.css("left")),u=n(this.helper.css("top"));r.containment&&(o+=e(r.containment).scrollLeft()||0,u+=e(r.containment).scrollTop()||0),this.offset=this.helper.offset(),this.position={left:o,top:u},this.size=this._helper?{width:s.outerWidth(),height:s.outerHeight()}:{width:s.width(),height:s.height()},this.originalSize=this._helper?{width:s.outerWidth(),height:s.outerHeight()}:{width:s.width(),height:s.height()},this.originalPosition={left:o,top:u},this.sizeDiff={width:s.outerWidth()-s.width(),height:s.outerHeight()-s.height()},this.originalMousePosition={left:t.pageX,top:t.pageY},this.aspectRatio=typeof r.aspectRatio=="number"?r.aspectRatio:this.originalSize.width/this.originalSize.height||1;var a=e(".ui-resizable-"+this.axis).css("cursor");return e("body").css("cursor",a=="auto"?this.axis+"-resize":a),s.addClass("ui-resizable-resizing"),this._propagate("start",t),!0},_mouseDrag:function(e){var t=this.helper,n=this.options,r={},i=this,s=this.originalMousePosition,o=this.axis,u=e.pageX-s.left||0,a=e.pageY-s.top||0,f=this._change[o];if(!f)return!1;var l=f.apply(this,[e,u,a]);this._updateVirtualBoundaries(e.shiftKey);if(this._aspectRatio||e.shiftKey)l=this._updateRatio(l,e);return l=this._respectSize(l,e),this._propagate("resize",e),t.css({top:this.position.top+"px",left:this.position.left+"px",width:this.size.width+"px",height:this.size.height+"px"}),!this._helper&&this._proportionallyResizeElements.length&&this._proportionallyResize(),this._updateCache(l),this._trigger("resize",e,this.ui()),!1},_mouseStop:function(t){this.resizing=!1;var n=this.options,r=this;if(this._helper){var i=this._proportionallyResizeElements,s=i.length&&/textarea/i.test(i[0].nodeName),o=s&&e.ui.hasScroll(i[0],"left")?0:r.sizeDiff.height,u=s?0:r.sizeDiff.width,a={width:r.helper.width()-u,height:r.helper.height()-o},f=parseInt(r.element.css("left"),10)+(r.position.left-r.originalPosition.left)||null,l=parseInt(r.element.css("top"),10)+(r.position.top-r.originalPosition.top)||null;n.animate||this.element.css(e.extend(a,{top:l,left:f})),r.helper.height(r.size.height),r.helper.width(r.size.width),this._helper&&!n.animate&&this._proportionallyResize()}return e("body").css("cursor","auto"),this.element.removeClass("ui-resizable-resizing"),this._propagate("stop",t),this._helper&&this.helper.remove(),!1},_updateVirtualBoundaries:function(e){var t=this.options,n,i,s,o,u;u={minWidth:r(t.minWidth)?t.minWidth:0,maxWidth:r(t.maxWidth)?t.maxWidth:Infinity,minHeight:r(t.minHeight)?t.minHeight:0,maxHeight:r(t.maxHeight)?t.maxHeight:Infinity};if(this._aspectRatio||e)n=u.minHeight*this.aspectRatio,s=u.minWidth/this.aspectRatio,i=u.maxHeight*this.aspectRatio,o=u.maxWidth/this.aspectRatio,n>u.minWidth&&(u.minWidth=n),s>u.minHeight&&(u.minHeight=s),i<u.maxWidth&&(u.maxWidth=i),o<u.maxHeight&&(u.maxHeight=o);this._vBoundaries=u},_updateCache:function(e){var t=this.options;this.offset=this.helper.offset(),r(e.left)&&(this.position.left=e.left),r(e.top)&&(this.position.top=e.top),r(e.height)&&(this.size.height=e.height),r(e.width)&&(this.size.width=e.width)},_updateRatio:function(e,t){var n=this.options,i=this.position,s=this.size,o=this.axis;return r(e.height)?e.width=e.height*this.aspectRatio:r(e.width)&&(e.height=e.width/this.aspectRatio),o=="sw"&&(e.left=i.left+(s.width-e.width),e.top=null),o=="nw"&&(e.top=i.top+(s.height-e.height),e.left=i.left+(s.width-e.width)),e},_respectSize:function(e,t){var n=this.helper,i=this._vBoundaries,s=this._aspectRatio||t.shiftKey,o=this.axis,u=r(e.width)&&i.maxWidth&&i.maxWidth<e.width,a=r(e.height)&&i.maxHeight&&i.maxHeight<e.height,f=r(e.width)&&i.minWidth&&i.minWidth>e.width,l=r(e.height)&&i.minHeight&&i.minHeight>e.height;f&&(e.width=i.minWidth),l&&(e.height=i.minHeight),u&&(e.width=i.maxWidth),a&&(e.height=i.maxHeight);var c=this.originalPosition.left+this.originalSize.width,h=this.position.top+this.size.height,p=/sw|nw|w/.test(o),d=/nw|ne|n/.test(o);f&&p&&(e.left=c-i.minWidth),u&&p&&(e.left=c-i.maxWidth),l&&d&&(e.top=h-i.minHeight),a&&d&&(e.top=h-i.maxHeight);var v=!e.width&&!e.height;return v&&!e.left&&e.top?e.top=null:v&&!e.top&&e.left&&(e.left=null),e},_proportionallyResize:function(){var t=this.options;if(!this._proportionallyResizeElements.length)return;var n=this.helper||this.element;for(var r=0;r<this._proportionallyResizeElements.length;r++){var i=this._proportionallyResizeElements[r];if(!this.borderDif){var s=[i.css("borderTopWidth"),i.css("borderRightWidth"),i.css("borderBottomWidth"),i.css("borderLeftWidth")],o=[i.css("paddingTop"),i.css("paddingRight"),i.css("paddingBottom"),i.css("paddingLeft")];this.borderDif=e.map(s,function(e,t){var n=parseInt(e,10)||0,r=parseInt(o[t],10)||0;return n+r})}i.css({height:n.height()-this.borderDif[0]-this.borderDif[2]||0,width:n.width()-this.borderDif[1]-this.borderDif[3]||0})}},_renderProxy:function(){var t=this.element,n=this.options;this.elementOffset=t.offset();if(this._helper){this.helper=this.helper||e('<div style="overflow:hidden;"></div>');var r=e.ui.ie6?1:0,i=e.ui.ie6?2:-1;this.helper.addClass(this._helper).css({width:this.element.outerWidth()+i,height:this.element.outerHeight()+i,position:"absolute",left:this.elementOffset.left-r+"px",top:this.elementOffset.top-r+"px",zIndex:++n.zIndex}),this.helper.appendTo("body").disableSelection()}else this.helper=this.element},_change:{e:function(e,t,n){return{width:this.originalSize.width+t}},w:function(e,t,n){var r=this.options,i=this.originalSize,s=this.originalPosition;return{left:s.left+t,width:i.width-t}},n:function(e,t,n){var r=this.options,i=this.originalSize,s=this.originalPosition;return{top:s.top+n,height:i.height-n}},s:function(e,t,n){return{height:this.originalSize.height+n}},se:function(t,n,r){return e.extend(this._change.s.apply(this,arguments),this._change.e.apply(this,[t,n,r]))},sw:function(t,n,r){return e.extend(this._change.s.apply(this,arguments),this._change.w.apply(this,[t,n,r]))},ne:function(t,n,r){return e.extend(this._change.n.apply(this,arguments),this._change.e.apply(this,[t,n,r]))},nw:function(t,n,r){return e.extend(this._change.n.apply(this,arguments),this._change.w.apply(this,[t,n,r]))}},_propagate:function(t,n){e.ui.plugin.call(this,t,[n,this.ui()]),t!="resize"&&this._trigger(t,n,this.ui())},plugins:{},ui:function(){return{originalElement:this.originalElement,element:this.element,helper:this.helper,position:this.position,size:this.size,originalSize:this.originalSize,originalPosition:this.originalPosition}}}),e.ui.plugin.add("resizable","alsoResize",{start:function(t,n){var r=e(this).data("resizable"),i=r.options,s=function(t){e(t).each(function(){var t=e(this);t.data("resizable-alsoresize",{width:parseInt(t.width(),10),height:parseInt(t.height(),10),left:parseInt(t.css("left"),10),top:parseInt(t.css("top"),10)})})};typeof i.alsoResize=="object"&&!i.alsoResize.parentNode?i.alsoResize.length?(i.alsoResize=i.alsoResize[0],s(i.alsoResize)):e.each(i.alsoResize,function(e){s(e)}):s(i.alsoResize)},resize:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r.originalSize,o=r.originalPosition,u={height:r.size.height-s.height||0,width:r.size.width-s.width||0,top:r.position.top-o.top||0,left:r.position.left-o.left||0},a=function(t,r){e(t).each(function(){var t=e(this),i=e(this).data("resizable-alsoresize"),s={},o=r&&r.length?r:t.parents(n.originalElement[0]).length?["width","height"]:["width","height","top","left"];e.each(o,function(e,t){var n=(i[t]||0)+(u[t]||0);n&&n>=0&&(s[t]=n||null)}),t.css(s)})};typeof i.alsoResize=="object"&&!i.alsoResize.nodeType?e.each(i.alsoResize,function(e,t){a(e,t)}):a(i.alsoResize)},stop:function(t,n){e(this).removeData("resizable-alsoresize")}}),e.ui.plugin.add("resizable","animate",{stop:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r._proportionallyResizeElements,o=s.length&&/textarea/i.test(s[0].nodeName),u=o&&e.ui.hasScroll(s[0],"left")?0:r.sizeDiff.height,a=o?0:r.sizeDiff.width,f={width:r.size.width-a,height:r.size.height-u},l=parseInt(r.element.css("left"),10)+(r.position.left-r.originalPosition.left)||null,c=parseInt(r.element.css("top"),10)+(r.position.top-r.originalPosition.top)||null;r.element.animate(e.extend(f,c&&l?{top:c,left:l}:{}),{duration:i.animateDuration,easing:i.animateEasing,step:function(){var n={width:parseInt(r.element.css("width"),10),height:parseInt(r.element.css("height"),10),top:parseInt(r.element.css("top"),10),left:parseInt(r.element.css("left"),10)};s&&s.length&&e(s[0]).css({width:n.width,height:n.height}),r._updateCache(n),r._propagate("resize",t)}})}}),e.ui.plugin.add("resizable","containment",{start:function(t,r){var i=e(this).data("resizable"),s=i.options,o=i.element,u=s.containment,a=u instanceof e?u.get(0):/parent/.test(u)?o.parent().get(0):u;if(!a)return;i.containerElement=e(a);if(/document/.test(u)||u==document)i.containerOffset={left:0,top:0},i.containerPosition={left:0,top:0},i.parentData={element:e(document),left:0,top:0,width:e(document).width(),height:e(document).height()||document.body.parentNode.scrollHeight};else{var f=e(a),l=[];e(["Top","Right","Left","Bottom"]).each(function(e,t){l[e]=n(f.css("padding"+t))}),i.containerOffset=f.offset(),i.containerPosition=f.position(),i.containerSize={height:f.innerHeight()-l[3],width:f.innerWidth()-l[1]};var c=i.containerOffset,h=i.containerSize.height,p=i.containerSize.width,d=e.ui.hasScroll(a,"left")?a.scrollWidth:p,v=e.ui.hasScroll(a)?a.scrollHeight:h;i.parentData={element:a,left:c.left,top:c.top,width:d,height:v}}},resize:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r.containerSize,o=r.containerOffset,u=r.size,a=r.position,f=r._aspectRatio||t.shiftKey,l={top:0,left:0},c=r.containerElement;c[0]!=document&&/static/.test(c.css("position"))&&(l=o),a.left<(r._helper?o.left:0)&&(r.size.width=r.size.width+(r._helper?r.position.left-o.left:r.position.left-l.left),f&&(r.size.height=r.size.width/r.aspectRatio),r.position.left=i.helper?o.left:0),a.top<(r._helper?o.top:0)&&(r.size.height=r.size.height+(r._helper?r.position.top-o.top:r.position.top),f&&(r.size.width=r.size.height*r.aspectRatio),r.position.top=r._helper?o.top:0),r.offset.left=r.parentData.left+r.position.left,r.offset.top=r.parentData.top+r.position.top;var h=Math.abs((r._helper?r.offset.left-l.left:r.offset.left-l.left)+r.sizeDiff.width),p=Math.abs((r._helper?r.offset.top-l.top:r.offset.top-o.top)+r.sizeDiff.height),d=r.containerElement.get(0)==r.element.parent().get(0),v=/relative|absolute/.test(r.containerElement.css("position"));d&&v&&(h-=r.parentData.left),h+r.size.width>=r.parentData.width&&(r.size.width=r.parentData.width-h,f&&(r.size.height=r.size.width/r.aspectRatio)),p+r.size.height>=r.parentData.height&&(r.size.height=r.parentData.height-p,f&&(r.size.width=r.size.height*r.aspectRatio))},stop:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r.position,o=r.containerOffset,u=r.containerPosition,a=r.containerElement,f=e(r.helper),l=f.offset(),c=f.outerWidth()-r.sizeDiff.width,h=f.outerHeight()-r.sizeDiff.height;r._helper&&!i.animate&&/relative/.test(a.css("position"))&&e(this).css({left:l.left-u.left-o.left,width:c,height:h}),r._helper&&!i.animate&&/static/.test(a.css("position"))&&e(this).css({left:l.left-u.left-o.left,width:c,height:h})}}),e.ui.plugin.add("resizable","ghost",{start:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r.size;r.ghost=r.originalElement.clone(),r.ghost.css({opacity:.25,display:"block",position:"relative",height:s.height,width:s.width,margin:0,left:0,top:0}).addClass("ui-resizable-ghost").addClass(typeof i.ghost=="string"?i.ghost:""),r.ghost.appendTo(r.helper)},resize:function(t,n){var r=e(this).data("resizable"),i=r.options;r.ghost&&r.ghost.css({position:"relative",height:r.size.height,width:r.size.width})},stop:function(t,n){var r=e(this).data("resizable"),i=r.options;r.ghost&&r.helper&&r.helper.get(0).removeChild(r.ghost.get(0))}}),e.ui.plugin.add("resizable","grid",{resize:function(t,n){var r=e(this).data("resizable"),i=r.options,s=r.size,o=r.originalSize,u=r.originalPosition,a=r.axis,f=i._aspectRatio||t.shiftKey;i.grid=typeof i.grid=="number"?[i.grid,i.grid]:i.grid;var l=Math.round((s.width-o.width)/(i.grid[0]||1))*(i.grid[0]||1),c=Math.round((s.height-o.height)/(i.grid[1]||1))*(i.grid[1]||1);/^(se|s|e)$/.test(a)?(r.size.width=o.width+l,r.size.height=o.height+c):/^(ne)$/.test(a)?(r.size.width=o.width+l,r.size.height=o.height+c,r.position.top=u.top-c):/^(sw)$/.test(a)?(r.size.width=o.width+l,r.size.height=o.height+c,r.position.left=u.left-l):(r.size.width=o.width+l,r.size.height=o.height+c,r.position.top=u.top-c,r.position.left=u.left-l)}});var n=function(e){return parseInt(e,10)||0},r=function(e){return!isNaN(parseInt(e,10))}}(jQuery),function(e,t){e.widget("ui.selectable",e.ui.mouse,{version:"1.9.2",options:{appendTo:"body",autoRefresh:!0,distance:0,filter:"*",tolerance:"touch"},_create:function(){var t=this;this.element.addClass("ui-selectable"),this.dragged=!1;var n;this.refresh=function(){n=e(t.options.filter,t.element[0]),n.addClass("ui-selectee"),n.each(function(){var t=e(this),n=t.offset();e.data(this,"selectable-item",{element:this,$element:t,left:n.left,top:n.top,right:n.left+t.outerWidth(),bottom:n.top+t.outerHeight(),startselected:!1,selected:t.hasClass("ui-selected"),selecting:t.hasClass("ui-selecting"),unselecting:t.hasClass("ui-unselecting")})})},this.refresh(),this.selectees=n.addClass("ui-selectee"),this._mouseInit(),this.helper=e("<div class='ui-selectable-helper'></div>")},_destroy:function(){this.selectees.removeClass("ui-selectee").removeData("selectable-item"),this.element.removeClass("ui-selectable ui-selectable-disabled"),this._mouseDestroy()},_mouseStart:function(t){var n=this;this.opos=[t.pageX,t.pageY];if(this.options.disabled)return;var r=this.options;this.selectees=e(r.filter,this.element[0]),this._trigger("start",t),e(r.appendTo).append(this.helper),this.helper.css({left:t.clientX,top:t.clientY,width:0,height:0}),r.autoRefresh&&this.refresh(),this.selectees.filter(".ui-selected").each(function(){var r=e.data(this,"selectable-item");r.startselected=!0,!t.metaKey&&!t.ctrlKey&&(r.$element.removeClass("ui-selected"),r.selected=!1,r.$element.addClass("ui-unselecting"),r.unselecting=!0,n._trigger("unselecting",t,{unselecting:r.element}))}),e(t.target).parents().andSelf().each(function(){var r=e.data(this,"selectable-item");if(r){var i=!t.metaKey&&!t.ctrlKey||!r.$element.hasClass("ui-selected");return r.$element.removeClass(i?"ui-unselecting":"ui-selected").addClass(i?"ui-selecting":"ui-unselecting"),r.unselecting=!i,r.selecting=i,r.selected=i,i?n._trigger("selecting",t,{selecting:r.element}):n._trigger("unselecting",t,{unselecting:r.element}),!1}})},_mouseDrag:function(t){var n=this;this.dragged=!0;if(this.options.disabled)return;var r=this.options,i=this.opos[0],s=this.opos[1],o=t.pageX,u=t.pageY;if(i>o){var a=o;o=i,i=a}if(s>u){var a=u;u=s,s=a}return this.helper.css({left:i,top:s,width:o-i,height:u-s}),this.selectees.each(function(){var a=e.data(this,"selectable-item");if(!a||a.element==n.element[0])return;var f=!1;r.tolerance=="touch"?f=!(a.left>o||a.right<i||a.top>u||a.bottom<s):r.tolerance=="fit"&&(f=a.left>i&&a.right<o&&a.top>s&&a.bottom<u),f?(a.selected&&(a.$element.removeClass("ui-selected"),a.selected=!1),a.unselecting&&(a.$element.removeClass("ui-unselecting"),a.unselecting=!1),a.selecting||(a.$element.addClass("ui-selecting"),a.selecting=!0,n._trigger("selecting",t,{selecting:a.element}))):(a.selecting&&((t.metaKey||t.ctrlKey)&&a.startselected?(a.$element.removeClass("ui-selecting"),a.selecting=!1,a.$element.addClass("ui-selected"),a.selected=!0):(a.$element.removeClass("ui-selecting"),a.selecting=!1,a.startselected&&(a.$element.addClass("ui-unselecting"),a.unselecting=!0),n._trigger("unselecting",t,{unselecting:a.element}))),a.selected&&!t.metaKey&&!t.ctrlKey&&!a.startselected&&(a.$element.removeClass("ui-selected"),a.selected=!1,a.$element.addClass("ui-unselecting"),a.unselecting=!0,n._trigger("unselecting",t,{unselecting:a.element})))}),!1},_mouseStop:function(t){var n=this;this.dragged=!1;var r=this.options;return e(".ui-unselecting",this.element[0]).each(function(){var r=e.data(this,"selectable-item");r.$element.removeClass("ui-unselecting"),r.unselecting=!1,r.startselected=!1,n._trigger("unselected",t,{unselected:r.element})}),e(".ui-selecting",this.element[0]).each(function(){var r=e.data(this,"selectable-item");r.$element.removeClass("ui-selecting").addClass("ui-selected"),r.selecting=!1,r.selected=!0,r.startselected=!0,n._trigger("selected",t,{selected:r.element})}),this._trigger("stop",t),this.helper.remove(),!1}})}(jQuery),function(e,t){e.widget("ui.sortable",e.ui.mouse,{version:"1.9.2",widgetEventPrefix:"sort",ready:!1,options:{appendTo:"parent",axis:!1,connectWith:!1,containment:!1,cursor:"auto",cursorAt:!1,dropOnEmpty:!0,forcePlaceholderSize:!1,forceHelperSize:!1,grid:!1,handle:!1,helper:"original",items:"> *",opacity:!1,placeholder:!1,revert:!1,scroll:!0,scrollSensitivity:20,scrollSpeed:20,scope:"default",tolerance:"intersect",zIndex:1e3},_create:function(){var e=this.options;this.containerCache={},this.element.addClass("ui-sortable"),this.refresh(),this.floating=this.items.length?e.axis==="x"||/left|right/.test(this.items[0].item.css("float"))||/inline|table-cell/.test(this.items[0].item.css("display")):!1,this.offset=this.element.offset(),this._mouseInit(),this.ready=!0},_destroy:function(){this.element.removeClass("ui-sortable ui-sortable-disabled"),this._mouseDestroy();for(var e=this.items.length-1;e>=0;e--)this.items[e].item.removeData(this.widgetName+"-item");return this},_setOption:function(t,n){t==="disabled"?(this.options[t]=n,this.widget().toggleClass("ui-sortable-disabled",!!n)):e.Widget.prototype._setOption.apply(this,arguments)},_mouseCapture:function(t,n){var r=this;if(this.reverting)return!1;if(this.options.disabled||this.options.type=="static")return!1;this._refreshItems(t);var i=null,s=e(t.target).parents().each(function(){if(e.data(this,r.widgetName+"-item")==r)return i=e(this),!1});e.data(t.target,r.widgetName+"-item")==r&&(i=e(t.target));if(!i)return!1;if(this.options.handle&&!n){var o=!1;e(this.options.handle,i).find("*").andSelf().each(function(){this==t.target&&(o=!0)});if(!o)return!1}return this.currentItem=i,this._removeCurrentsFromItems(),!0},_mouseStart:function(t,n,r){var i=this.options;this.currentContainer=this,this.refreshPositions(),this.helper=this._createHelper(t),this._cacheHelperProportions(),this._cacheMargins(),this.scrollParent=this.helper.scrollParent(),this.offset=this.currentItem.offset(),this.offset={top:this.offset.top-this.margins.top,left:this.offset.left-this.margins.left},e.extend(this.offset,{click:{left:t.pageX-this.offset.left,top:t.pageY-this.offset.top},parent:this._getParentOffset(),relative:this._getRelativeOffset()}),this.helper.css("position","absolute"),this.cssPosition=this.helper.css("position"),this.originalPosition=this._generatePosition(t),this.originalPageX=t.pageX,this.originalPageY=t.pageY,i.cursorAt&&this._adjustOffsetFromHelper(i.cursorAt),this.domPosition={prev:this.currentItem.prev()[0],parent:this.currentItem.parent()[0]},this.helper[0]!=this.currentItem[0]&&this.currentItem.hide(),this._createPlaceholder(),i.containment&&this._setContainment(),i.cursor&&(e("body").css("cursor")&&(this._storedCursor=e("body").css("cursor")),e("body").css("cursor",i.cursor)),i.opacity&&(this.helper.css("opacity")&&(this._storedOpacity=this.helper.css("opacity")),this.helper.css("opacity",i.opacity)),i.zIndex&&(this.helper.css("zIndex")&&(this._storedZIndex=this.helper.css("zIndex")),this.helper.css("zIndex",i.zIndex)),this.scrollParent[0]!=document&&this.scrollParent[0].tagName!="HTML"&&(this.overflowOffset=this.scrollParent.offset()),this._trigger("start",t,this._uiHash()),this._preserveHelperProportions||this._cacheHelperProportions();if(!r)for(var s=this.containers.length-1;s>=0;s--)this.containers[s]._trigger("activate",t,this._uiHash(this));return e.ui.ddmanager&&(e.ui.ddmanager.current=this),e.ui.ddmanager&&!i.dropBehaviour&&e.ui.ddmanager.prepareOffsets(this,t),this.dragging=!0,this.helper.addClass("ui-sortable-helper"),this._mouseDrag(t),!0},_mouseDrag:function(t){this.position=this._generatePosition(t),this.positionAbs=this._convertPositionTo("absolute"),this.lastPositionAbs||(this.lastPositionAbs=this.positionAbs);if(this.options.scroll){var n=this.options,r=!1;this.scrollParent[0]!=document&&this.scrollParent[0].tagName!="HTML"?(this.overflowOffset.top+this.scrollParent[0].offsetHeight-t.pageY<n.scrollSensitivity?this.scrollParent[0].scrollTop=r=this.scrollParent[0].scrollTop+n.scrollSpeed:t.pageY-this.overflowOffset.top<n.scrollSensitivity&&(this.scrollParent[0].scrollTop=r=this.scrollParent[0].scrollTop-n.scrollSpeed),this.overflowOffset.left+this.scrollParent[0].offsetWidth-t.pageX<n.scrollSensitivity?this.scrollParent[0].scrollLeft=r=this.scrollParent[0].scrollLeft+n.scrollSpeed:t.pageX-this.overflowOffset.left<n.scrollSensitivity&&(this.scrollParent[0].scrollLeft=r=this.scrollParent[0].scrollLeft-n.scrollSpeed)):(t.pageY-e(document).scrollTop()<n.scrollSensitivity?r=e(document).scrollTop(e(document).scrollTop()-n.scrollSpeed):e(window).height()-(t.pageY-e(document).scrollTop())<n.scrollSensitivity&&(r=e(document).scrollTop(e(document).scrollTop()+n.scrollSpeed)),t.pageX-e(document).scrollLeft()<n.scrollSensitivity?r=e(document).scrollLeft(e(document).scrollLeft()-n.scrollSpeed):e(window).width()-(t.pageX-e(document).scrollLeft())<n.scrollSensitivity&&(r=e(document).scrollLeft(e(document).scrollLeft()+n.scrollSpeed))),r!==!1&&e.ui.ddmanager&&!n.dropBehaviour&&e.ui.ddmanager.prepareOffsets(this,t)}this.positionAbs=this._convertPositionTo("absolute");if(!this.options.axis||this.options.axis!="y")this.helper[0].style.left=this.position.left+"px";if(!this.options.axis||this.options.axis!="x")this.helper[0].style.top=this.position.top+"px";for(var i=this.items.length-1;i>=0;i--){var s=this.items[i],o=s.item[0],u=this._intersectsWithPointer(s);if(!u)continue;if(s.instance!==this.currentContainer)continue;if(o!=this.currentItem[0]&&this.placeholder[u==1?"next":"prev"]()[0]!=o&&!e.contains(this.placeholder[0],o)&&(this.options.type=="semi-dynamic"?!e.contains(this.element[0],o):!0)){this.direction=u==1?"down":"up";if(this.options.tolerance!="pointer"&&!this._intersectsWithSides(s))break;this._rearrange(t,s),this._trigger("change",t,this._uiHash());break}}return this._contactContainers(t),e.ui.ddmanager&&e.ui.ddmanager.drag(this,t),this._trigger("sort",t,this._uiHash()),this.lastPositionAbs=this.positionAbs,!1},_mouseStop:function(t,n){if(!t)return;e.ui.ddmanager&&!this.options.dropBehaviour&&e.ui.ddmanager.drop(this,t);if(this.options.revert){var r=this,i=this.placeholder.offset();this.reverting=!0,e(this.helper).animate({left:i.left-this.offset.parent.left-this.margins.left+(this.offsetParent[0]==document.body?0:this.offsetParent[0].scrollLeft),top:i.top-this.offset.parent.top-this.margins.top+(this.offsetParent[0]==document.body?0:this.offsetParent[0].scrollTop)},parseInt(this.options.revert,10)||500,function(){r._clear(t)})}else this._clear(t,n);return!1},cancel:function(){if(this.dragging){this._mouseUp({target:null}),this.options.helper=="original"?this.currentItem.css(this._storedCSS).removeClass("ui-sortable-helper"):this.currentItem.show();for(var t=this.containers.length-1;t>=0;t--)this.containers[t]._trigger("deactivate",null,this._uiHash(this)),this.containers[t].containerCache.over&&(this.containers[t]._trigger("out",null,this._uiHash(this)),this.containers[t].containerCache.over=0)}return this.placeholder&&(this.placeholder[0].parentNode&&this.placeholder[0].parentNode.removeChild(this.placeholder[0]),this.options.helper!="original"&&this.helper&&this.helper[0].parentNode&&this.helper.remove(),e.extend(this,{helper:null,dragging:!1,reverting:!1,_noFinalSort:null}),this.domPosition.prev?e(this.domPosition.prev).after(this.currentItem):e(this.domPosition.parent).prepend(this.currentItem)),this},serialize:function(t){var n=this._getItemsAsjQuery(t&&t.connected),r=[];return t=t||{},e(n).each(function(){var n=(e(t.item||this).attr(t.attribute||"id")||"").match(t.expression||/(.+)[-=_](.+)/);n&&r.push((t.key||n[1]+"[]")+"="+(t.key&&t.expression?n[1]:n[2]))}),!r.length&&t.key&&r.push(t.key+"="),r.join("&")},toArray:function(t){var n=this._getItemsAsjQuery(t&&t.connected),r=[];return t=t||{},n.each(function(){r.push(e(t.item||this).attr(t.attribute||"id")||"")}),r},_intersectsWith:function(e){var t=this.positionAbs.left,n=t+this.helperProportions.width,r=this.positionAbs.top,i=r+this.helperProportions.height,s=e.left,o=s+e.width,u=e.top,a=u+e.height,f=this.offset.click.top,l=this.offset.click.left,c=r+f>u&&r+f<a&&t+l>s&&t+l<o;return this.options.tolerance=="pointer"||this.options.forcePointerForContainers||this.options.tolerance!="pointer"&&this.helperProportions[this.floating?"width":"height"]>e[this.floating?"width":"height"]?c:s<t+this.helperProportions.width/2&&n-this.helperProportions.width/2<o&&u<r+this.helperProportions.height/2&&i-this.helperProportions.height/2<a},_intersectsWithPointer:function(t){var n=this.options.axis==="x"||e.ui.isOverAxis(this.positionAbs.top+this.offset.click.top,t.top,t.height),r=this.options.axis==="y"||e.ui.isOverAxis(this.positionAbs.left+this.offset.click.left,t.left,t.width),i=n&&r,s=this._getDragVerticalDirection(),o=this._getDragHorizontalDirection();return i?this.floating?o&&o=="right"||s=="down"?2:1:s&&(s=="down"?2:1):!1},_intersectsWithSides:function(t){var n=e.ui.isOverAxis(this.positionAbs.top+this.offset.click.top,t.top+t.height/2,t.height),r=e.ui.isOverAxis(this.positionAbs.left+this.offset.click.left,t.left+t.width/2,t.width),i=this._getDragVerticalDirection(),s=this._getDragHorizontalDirection();return this.floating&&s?s=="right"&&r||s=="left"&&!r:i&&(i=="down"&&n||i=="up"&&!n)},_getDragVerticalDirection:function(){var e=this.positionAbs.top-this.lastPositionAbs.top;return e!=0&&(e>0?"down":"up")},_getDragHorizontalDirection:function(){var e=this.positionAbs.left-this.lastPositionAbs.left;return e!=0&&(e>0?"right":"left")},refresh:function(e){return this._refreshItems(e),this.refreshPositions(),this},_connectWith:function(){var e=this.options;return e.connectWith.constructor==String?[e.connectWith]:e.connectWith},_getItemsAsjQuery:function(t){var n=[],r=[],i=this._connectWith();if(i&&t)for(var s=i.length-1;s>=0;s--){var o=e(i[s]);for(var u=o.length-1;u>=0;u--){var a=e.data(o[u],this.widgetName);a&&a!=this&&!a.options.disabled&&r.push([e.isFunction(a.options.items)?a.options.items.call(a.element):e(a.options.items,a.element).not(".ui-sortable-helper").not(".ui-sortable-placeholder"),a])}}r.push([e.isFunction(this.options.items)?this.options.items.call(this.element,null,{options:this.options,item:this.currentItem}):e(this.options.items,this.element).not(".ui-sortable-helper").not(".ui-sortable-placeholder"),this]);for(var s=r.length-1;s>=0;s--)r[s][0].each(function(){n.push(this)});return e(n)},_removeCurrentsFromItems:function(){var t=this.currentItem.find(":data("+this.widgetName+"-item)");this.items=e.grep(this.items,function(e){for(var n=0;n<t.length;n++)if(t[n]==e.item[0])return!1;return!0})},_refreshItems:function(t){this.items=[],this.containers=[this];var n=this.items,r=[[e.isFunction(this.options.items)?this.options.items.call(this.element[0],t,{item:this.currentItem}):e(this.options.items,this.element),this]],i=this._connectWith();if(i&&this.ready)for(var s=i.length-1;s>=0;s--){var o=e(i[s]);for(var u=o.length-1;u>=0;u--){var a=e.data(o[u],this.widgetName);a&&a!=this&&!a.options.disabled&&(r.push([e.isFunction(a.options.items)?a.options.items.call(a.element[0],t,{item:this.currentItem}):e(a.options.items,a.element),a]),this.containers.push(a))}}for(var s=r.length-1;s>=0;s--){var f=r[s][1],l=r[s][0];for(var u=0,c=l.length;u<c;u++){var h=e(l[u]);h.data(this.widgetName+"-item",f),n.push({item:h,instance:f,width:0,height:0,left:0,top:0})}}},refreshPositions:function(t){this.offsetParent&&this.helper&&(this.offset.parent=this._getParentOffset());for(var n=this.items.length-1;n>=0;n--){var r=this.items[n];if(r.instance!=this.currentContainer&&this.currentContainer&&r.item[0]!=this.currentItem[0])continue;var i=this.options.toleranceElement?e(this.options.toleranceElement,r.item):r.item;t||(r.width=i.outerWidth(),r.height=i.outerHeight());var s=i.offset();r.left=s.left,r.top=s.top}if(this.options.custom&&this.options.custom.refreshContainers)this.options.custom.refreshContainers.call(this);else for(var n=this.containers.length-1;n>=0;n--){var s=this.containers[n].element.offset();this.containers[n].containerCache.left=s.left,this.containers[n].containerCache.top=s.top,this.containers[n].containerCache.width=this.containers[n].element.outerWidth(),this.containers[n].containerCache.height=this.containers[n].element.outerHeight()}return this},_createPlaceholder:function(t){t=t||this;var n=t.options;if(!n.placeholder||n.placeholder.constructor==String){var r=n.placeholder;n.placeholder={element:function(){var n=e(document.createElement(t.currentItem[0].nodeName)).addClass(r||t.currentItem[0].className+" ui-sortable-placeholder").removeClass("ui-sortable-helper")[0];return r||(n.style.visibility="hidden"),n},update:function(e,i){if(r&&!n.forcePlaceholderSize)return;i.height()||i.height(t.currentItem.innerHeight()-parseInt(t.currentItem.css("paddingTop")||0,10)-parseInt(t.currentItem.css("paddingBottom")||0,10)),i.width()||i.width(t.currentItem.innerWidth()-parseInt(t.currentItem.css("paddingLeft")||0,10)-parseInt(t.currentItem.css("paddingRight")||0,10))}}}t.placeholder=e(n.placeholder.element.call(t.element,t.currentItem)),t.currentItem.after(t.placeholder),n.placeholder.update(t,t.placeholder)},_contactContainers:function(t){var n=null,r=null;for(var i=this.containers.length-1;i>=0;i--){if(e.contains(this.currentItem[0],this.containers[i].element[0]))continue;if(this._intersectsWith(this.containers[i].containerCache)){if(n&&e.contains(this.containers[i].element[0],n.element[0]))continue;n=this.containers[i],r=i}else this.containers[i].containerCache.over&&(this.containers[i]._trigger("out",t,this._uiHash(this)),this.containers[i].containerCache.over=0)}if(!n)return;if(this.containers.length===1)this.containers[r]._trigger("over",t,this._uiHash(this)),this.containers[r].containerCache.over=1;else{var s=1e4,o=null,u=this.containers[r].floating?"left":"top",a=this.containers[r].floating?"width":"height",f=this.positionAbs[u]+this.offset.click[u];for(var l=this.items.length-1;l>=0;l--){if(!e.contains(this.containers[r].element[0],this.items[l].item[0]))continue;if(this.items[l].item[0]==this.currentItem[0])continue;var c=this.items[l].item.offset()[u],h=!1;Math.abs(c-f)>Math.abs(c+this.items[l][a]-f)&&(h=!0,c+=this.items[l][a]),Math.abs(c-f)<s&&(s=Math.abs(c-f),o=this.items[l],this.direction=h?"up":"down")}if(!o&&!this.options.dropOnEmpty)return;this.currentContainer=this.containers[r],o?this._rearrange(t,o,null,!0):this._rearrange(t,null,this.containers[r].element,!0),this._trigger("change",t,this._uiHash()),this.containers[r]._trigger("change",t,this._uiHash(this)),this.options.placeholder.update(this.currentContainer,this.placeholder),this.containers[r]._trigger("over",t,this._uiHash(this)),this.containers[r].containerCache.over=1}},_createHelper:function(t){var n=this.options,r=e.isFunction(n.helper)?e(n.helper.apply(this.element[0],[t,this.currentItem])):n.helper=="clone"?this.currentItem.clone():this.currentItem;return r.parents("body").length||e(n.appendTo!="parent"?n.appendTo:this.currentItem[0].parentNode)[0].appendChild(r[0]),r[0]==this.currentItem[0]&&(this._storedCSS={width:this.currentItem[0].style.width,height:this.currentItem[0].style.height,position:this.currentItem.css("position"),top:this.currentItem.css("top"),left:this.currentItem.css("left")}),(r[0].style.width==""||n.forceHelperSize)&&r.width(this.currentItem.width()),(r[0].style.height==""||n.forceHelperSize)&&r.height(this.currentItem.height()),r},_adjustOffsetFromHelper:function(t){typeof t=="string"&&(t=t.split(" ")),e.isArray(t)&&(t={left:+t[0],top:+t[1]||0}),"left"in t&&(this.offset.click.left=t.left+this.margins.left),"right"in t&&(this.offset.click.left=this.helperProportions.width-t.right+this.margins.left),"top"in t&&(this.offset.click.top=t.top+this.margins.top),"bottom"in t&&(this.offset.click.top=this.helperProportions.height-t.bottom+this.margins.top)},_getParentOffset:function(){this.offsetParent=this.helper.offsetParent();var t=this.offsetParent.offset();this.cssPosition=="absolute"&&this.scrollParent[0]!=document&&e.contains(this.scrollParent[0],this.offsetParent[0])&&(t.left+=this.scrollParent.scrollLeft(),t.top+=this.scrollParent.scrollTop());if(this.offsetParent[0]==document.body||this.offsetParent[0].tagName&&this.offsetParent[0].tagName.toLowerCase()=="html"&&e.ui.ie)t={top:0,left:0};return{top:t.top+(parseInt(this.offsetParent.css("borderTopWidth"),10)||0),left:t.left+(parseInt(this.offsetParent.css("borderLeftWidth"),10)||0)}},_getRelativeOffset:function(){if(this.cssPosition=="relative"){var e=this.currentItem.position();return{top:e.top-(parseInt(this.helper.css("top"),10)||0)+this.scrollParent.scrollTop(),left:e.left-(parseInt(this.helper.css("left"),10)||0)+this.scrollParent.scrollLeft()}}return{top:0,left:0}},_cacheMargins:function(){this.margins={left:parseInt(this.currentItem.css("marginLeft"),10)||0,top:parseInt(this.currentItem.css("marginTop"),10)||0}},_cacheHelperProportions:function(){this.helperProportions={width:this.helper.outerWidth(),height:this.helper.outerHeight()}},_setContainment:function(){var t=this.options;t.containment=="parent"&&(t.containment=this.helper[0].parentNode);if(t.containment=="document"||t.containment=="window")this.containment=[0-this.offset.relative.left-this.offset.parent.left,0-this.offset.relative.top-this.offset.parent.top,e(t.containment=="document"?document:window).width()-this.helperProportions.width-this.margins.left,(e(t.containment=="document"?document:window).height()||document.body.parentNode.scrollHeight)-this.helperProportions.height-this.margins.top];if(!/^(document|window|parent)$/.test(t.containment)){var n=e(t.containment)[0],r=e(t.containment).offset(),i=e(n).css("overflow")!="hidden";this.containment=[r.left+(parseInt(e(n).css("borderLeftWidth"),10)||0)+(parseInt(e(n).css("paddingLeft"),10)||0)-this.margins.left,r.top+(parseInt(e(n).css("borderTopWidth"),10)||0)+(parseInt(e(n).css("paddingTop"),10)||0)-this.margins.top,r.left+(i?Math.max(n.scrollWidth,n.offsetWidth):n.offsetWidth)-(parseInt(e(n).css("borderLeftWidth"),10)||0)-(parseInt(e(n).css("paddingRight"),10)||0)-this.helperProportions.width-this.margins.left,r.top+(i?Math.max(n.scrollHeight,n.offsetHeight):n.offsetHeight)-(parseInt(e(n).css("borderTopWidth"),10)||0)-(parseInt(e(n).css("paddingBottom"),10)||0)-this.helperProportions.height-this.margins.top]}},_convertPositionTo:function(t,n){n||(n=this.position);var r=t=="absolute"?1:-1,i=this.options,s=this.cssPosition!="absolute"||this.scrollParent[0]!=document&&!!e.contains(this.scrollParent[0],this.offsetParent[0])?this.scrollParent:this.offsetParent,o=/(html|body)/i.test(s[0].tagName);return{top:n.top+this.offset.relative.top*r+this.offset.parent.top*r-(this.cssPosition=="fixed"?-this.scrollParent.scrollTop():o?0:s.scrollTop())*r,left:n.left+this.offset.relative.left*r+this.offset.parent.left*r-(this.cssPosition=="fixed"?-this.scrollParent.scrollLeft():o?0:s.scrollLeft())*r}},_generatePosition:function(t){var n=this.options,r=this.cssPosition!="absolute"||this.scrollParent[0]!=document&&!!e.contains(this.scrollParent[0],this.offsetParent[0])?this.scrollParent:this.offsetParent,i=/(html|body)/i.test(r[0].tagName);this.cssPosition=="relative"&&(this.scrollParent[0]==document||this.scrollParent[0]==this.offsetParent[0])&&(this.offset.relative=this._getRelativeOffset());var s=t.pageX,o=t.pageY;if(this.originalPosition){this.containment&&(t.pageX-this.offset.click.left<this.containment[0]&&(s=this.containment[0]+this.offset.click.left),t.pageY-this.offset.click.top<this.containment[1]&&(o=this.containment[1]+this.offset.click.top),t.pageX-this.offset.click.left>this.containment[2]&&(s=this.containment[2]+this.offset.click.left),t.pageY-this.offset.click.top>this.containment[3]&&(o=this.containment[3]+this.offset.click.top));if(n.grid){var u=this.originalPageY+Math.round((o-this.originalPageY)/n.grid[1])*n.grid[1];o=this.containment?u-this.offset.click.top<this.containment[1]||u-this.offset.click.top>this.containment[3]?u-this.offset.click.top<this.containment[1]?u+n.grid[1]:u-n.grid[1]:u:u;var a=this.originalPageX+Math.round((s-this.originalPageX)/n.grid[0])*n.grid[0];s=this.containment?a-this.offset.click.left<this.containment[0]||a-this.offset.click.left>this.containment[2]?a-this.offset.click.left<this.containment[0]?a+n.grid[0]:a-n.grid[0]:a:a}}return{top:o-this.offset.click.top-this.offset.relative.top-this.offset.parent.top+(this.cssPosition=="fixed"?-this.scrollParent.scrollTop():i?0:r.scrollTop()),left:s-this.offset.click.left-this.offset.relative.left-this.offset.parent.left+(this.cssPosition=="fixed"?-this.scrollParent.scrollLeft():i?0:r.scrollLeft())}},_rearrange:function(e,t,n,r){n?n[0].appendChild(this.placeholder[0]):t.item[0].parentNode.insertBefore(this.placeholder[0],this.direction=="down"?t.item[0]:t.item[0].nextSibling),this.counter=this.counter?++this.counter:1;var i=this.counter;this._delay(function(){i==this.counter&&this.refreshPositions(!r)})},_clear:function(t,n){this.reverting=!1;var r=[];!this._noFinalSort&&this.currentItem.parent().length&&this.placeholder.before(this.currentItem),this._noFinalSort=null;if(this.helper[0]==this.currentItem[0]){for(var i in this._storedCSS)if(this._storedCSS[i]=="auto"||this._storedCSS[i]=="static")this._storedCSS[i]="";this.currentItem.css(this._storedCSS).removeClass("ui-sortable-helper")}else this.currentItem.show();this.fromOutside&&!n&&r.push(function(e){this._trigger("receive",e,this._uiHash(this.fromOutside))}),(this.fromOutside||this.domPosition.prev!=this.currentItem.prev().not(".ui-sortable-helper")[0]||this.domPosition.parent!=this.currentItem.parent()[0])&&!n&&r.push(function(e){this._trigger("update",e,this._uiHash())}),this!==this.currentContainer&&(n||(r.push(function(e){this._trigger("remove",e,this._uiHash())}),r.push(function(e){return function(t){e._trigger("receive",t,this._uiHash(this))}}.call(this,this.currentContainer)),r.push(function(e){return function(t){e._trigger("update",t,this._uiHash(this))}}.call(this,this.currentContainer))));for(var i=this.containers.length-1;i>=0;i--)n||r.push(function(e){return function(t){e._trigger("deactivate",t,this._uiHash(this))}}.call(this,this.containers[i])),this.containers[i].containerCache.over&&(r.push(function(e){return function(t){e._trigger("out",t,this._uiHash(this))}}.call(this,this.containers[i])),this.containers[i].containerCache.over=0);this._storedCursor&&e("body").css("cursor",this._storedCursor),this._storedOpacity&&this.helper.css("opacity",this._storedOpacity),this._storedZIndex&&this.helper.css("zIndex",this._storedZIndex=="auto"?"":this._storedZIndex),this.dragging=!1;if(this.cancelHelperRemoval){if(!n){this._trigger("beforeStop",t,this._uiHash());for(var i=0;i<r.length;i++)r[i].call(this,t);this._trigger("stop",t,this._uiHash())}return this.fromOutside=!1,!1}n||this._trigger("beforeStop",t,this._uiHash()),this.placeholder[0].parentNode.removeChild(this.placeholder[0]),this.helper[0]!=this.currentItem[0]&&this.helper.remove(),this.helper=null;if(!n){for(var i=0;i<r.length;i++)r[i].call(this,t);this._trigger("stop",t,this._uiHash())}return this.fromOutside=!1,!0},_trigger:function(){e.Widget.prototype._trigger.apply(this,arguments)===!1&&this.cancel()},_uiHash:function(t){var n=t||this;return{helper:n.helper,placeholder:n.placeholder||e([]),position:n.position,originalPosition:n.originalPosition,offset:n.positionAbs,item:n.currentItem,sender:t?t.element:null}}})}(jQuery),jQuery.effects||function(e,t){var n=e.uiBackCompat!==!1,r="ui-effects-";e.effects={effect:{}},function(t,n){function p(e,t,n){var r=a[t.type]||{};return e==null?n||!t.def?null:t.def:(e=r.floor?~~e:parseFloat(e),isNaN(e)?t.def:r.mod?(e+r.mod)%r.mod:0>e?0:r.max<e?r.max:e)}function d(e){var n=o(),r=n._rgba=[];return e=e.toLowerCase(),h(s,function(t,i){var s,o=i.re.exec(e),a=o&&i.parse(o),f=i.space||"rgba";if(a)return s=n[f](a),n[u[f].cache]=s[u[f].cache],r=n._rgba=s._rgba,!1}),r.length?(r.join()==="0,0,0,0"&&t.extend(r,c.transparent),n):c[e]}function v(e,t,n){return n=(n+1)%1,n*6<1?e+(t-e)*n*6:n*2<1?t:n*3<2?e+(t-e)*(2/3-n)*6:e}var r="backgroundColor borderBottomColor borderLeftColor borderRightColor borderTopColor color columnRuleColor outlineColor textDecorationColor textEmphasisColor".split(" "),i=/^([\-+])=\s*(\d+\.?\d*)/,s=[{re:/rgba?\(\s*(\d{1,3})\s*,\s*(\d{1,3})\s*,\s*(\d{1,3})\s*(?:,\s*(\d+(?:\.\d+)?)\s*)?\)/,parse:function(e){return[e[1],e[2],e[3],e[4]]}},{re:/rgba?\(\s*(\d+(?:\.\d+)?)\%\s*,\s*(\d+(?:\.\d+)?)\%\s*,\s*(\d+(?:\.\d+)?)\%\s*(?:,\s*(\d+(?:\.\d+)?)\s*)?\)/,parse:function(e){return[e[1]*2.55,e[2]*2.55,e[3]*2.55,e[4]]}},{re:/#([a-f0-9]{2})([a-f0-9]{2})([a-f0-9]{2})/,parse:function(e){return[parseInt(e[1],16),parseInt(e[2],16),parseInt(e[3],16)]}},{re:/#([a-f0-9])([a-f0-9])([a-f0-9])/,parse:function(e){return[parseInt(e[1]+e[1],16),parseInt(e[2]+e[2],16),parseInt(e[3]+e[3],16)]}},{re:/hsla?\(\s*(\d+(?:\.\d+)?)\s*,\s*(\d+(?:\.\d+)?)\%\s*,\s*(\d+(?:\.\d+)?)\%\s*(?:,\s*(\d+(?:\.\d+)?)\s*)?\)/,space:"hsla",parse:function(e){return[e[1],e[2]/100,e[3]/100,e[4]]}}],o=t.Color=function(e,n,r,i){return new t.Color.fn.parse(e,n,r,i)},u={rgba:{props:{red:{idx:0,type:"byte"},green:{idx:1,type:"byte"},blue:{idx:2,type:"byte"}}},hsla:{props:{hue:{idx:0,type:"degrees"},saturation:{idx:1,type:"percent"},lightness:{idx:2,type:"percent"}}}},a={"byte":{floor:!0,max:255},percent:{max:1},degrees:{mod:360,floor:!0}},f=o.support={},l=t("<p>")[0],c,h=t.each;l.style.cssText="background-color:rgba(1,1,1,.5)",f.rgba=l.style.backgroundColor.indexOf("rgba")>-1,h(u,function(e,t){t.cache="_"+e,t.props.alpha={idx:3,type:"percent",def:1}}),o.fn=t.extend(o.prototype,{parse:function(r,i,s,a){if(r===n)return this._rgba=[null,null,null,null],this;if(r.jquery||r.nodeType)r=t(r).css(i),i=n;var f=this,l=t.type(r),v=this._rgba=[];i!==n&&(r=[r,i,s,a],l="array");if(l==="string")return this.parse(d(r)||c._default);if(l==="array")return h(u.rgba.props,function(e,t){v[t.idx]=p(r[t.idx],t)}),this;if(l==="object")return r instanceof o?h(u,function(e,t){r[t.cache]&&(f[t.cache]=r[t.cache].slice())}):h(u,function(t,n){var i=n.cache;h(n.props,function(e,t){if(!f[i]&&n.to){if(e==="alpha"||r[e]==null)return;f[i]=n.to(f._rgba)}f[i][t.idx]=p(r[e],t,!0)}),f[i]&&e.inArray(null,f[i].slice(0,3))<0&&(f[i][3]=1,n.from&&(f._rgba=n.from(f[i])))}),this},is:function(e){var t=o(e),n=!0,r=this;return h(u,function(e,i){var s,o=t[i.cache];return o&&(s=r[i.cache]||i.to&&i.to(r._rgba)||[],h(i.props,function(e,t){if(o[t.idx]!=null)return n=o[t.idx]===s[t.idx],n})),n}),n},_space:function(){var e=[],t=this;return h(u,function(n,r){t[r.cache]&&e.push(n)}),e.pop()},transition:function(e,t){var n=o(e),r=n._space(),i=u[r],s=this.alpha()===0?o("transparent"):this,f=s[i.cache]||i.to(s._rgba),l=f.slice();return n=n[i.cache],h(i.props,function(e,r){var i=r.idx,s=f[i],o=n[i],u=a[r.type]||{};if(o===null)return;s===null?l[i]=o:(u.mod&&(o-s>u.mod/2?s+=u.mod:s-o>u.mod/2&&(s-=u.mod)),l[i]=p((o-s)*t+s,r))}),this[r](l)},blend:function(e){if(this._rgba[3]===1)return this;var n=this._rgba.slice(),r=n.pop(),i=o(e)._rgba;return o(t.map(n,function(e,t){return(1-r)*i[t]+r*e}))},toRgbaString:function(){var e="rgba(",n=t.map(this._rgba,function(e,t){return e==null?t>2?1:0:e});return n[3]===1&&(n.pop(),e="rgb("),e+n.join()+")"},toHslaString:function(){var e="hsla(",n=t.map(this.hsla(),function(e,t){return e==null&&(e=t>2?1:0),t&&t<3&&(e=Math.round(e*100)+"%"),e});return n[3]===1&&(n.pop(),e="hsl("),e+n.join()+")"},toHexString:function(e){var n=this._rgba.slice(),r=n.pop();return e&&n.push(~~(r*255)),"#"+t.map(n,function(e){return e=(e||0).toString(16),e.length===1?"0"+e:e}).join("")},toString:function(){return this._rgba[3]===0?"transparent":this.toRgbaString()}}),o.fn.parse.prototype=o.fn,u.hsla.to=function(e){if(e[0]==null||e[1]==null||e[2]==null)return[null,null,null,e[3]];var t=e[0]/255,n=e[1]/255,r=e[2]/255,i=e[3],s=Math.max(t,n,r),o=Math.min(t,n,r),u=s-o,a=s+o,f=a*.5,l,c;return o===s?l=0:t===s?l=60*(n-r)/u+360:n===s?l=60*(r-t)/u+120:l=60*(t-n)/u+240,f===0||f===1?c=f:f<=.5?c=u/a:c=u/(2-a),[Math.round(l)%360,c,f,i==null?1:i]},u.hsla.from=function(e){if(e[0]==null||e[1]==null||e[2]==null)return[null,null,null,e[3]];var t=e[0]/360,n=e[1],r=e[2],i=e[3],s=r<=.5?r*(1+n):r+n-r*n,o=2*r-s;return[Math.round(v(o,s,t+1/3)*255),Math.round(v(o,s,t)*255),Math.round(v(o,s,t-1/3)*255),i]},h(u,function(e,r){var s=r.props,u=r.cache,a=r.to,f=r.from;o.fn[e]=function(e){a&&!this[u]&&(this[u]=a(this._rgba));if(e===n)return this[u].slice();var r,i=t.type(e),l=i==="array"||i==="object"?e:arguments,c=this[u].slice();return h(s,function(e,t){var n=l[i==="object"?e:t.idx];n==null&&(n=c[t.idx]),c[t.idx]=p(n,t)}),f?(r=o(f(c)),r[u]=c,r):o(c)},h(s,function(n,r){if(o.fn[n])return;o.fn[n]=function(s){var o=t.type(s),u=n==="alpha"?this._hsla?"hsla":"rgba":e,a=this[u](),f=a[r.idx],l;return o==="undefined"?f:(o==="function"&&(s=s.call(this,f),o=t.type(s)),s==null&&r.empty?this:(o==="string"&&(l=i.exec(s),l&&(s=f+parseFloat(l[2])*(l[1]==="+"?1:-1))),a[r.idx]=s,this[u](a)))}})}),h(r,function(e,n){t.cssHooks[n]={set:function(e,r){var i,s,u="";if(t.type(r)!=="string"||(i=d(r))){r=o(i||r);if(!f.rgba&&r._rgba[3]!==1){s=n==="backgroundColor"?e.parentNode:e;while((u===""||u==="transparent")&&s&&s.style)try{u=t.css(s,"backgroundColor"),s=s.parentNode}catch(a){}r=r.blend(u&&u!=="transparent"?u:"_default")}r=r.toRgbaString()}try{e.style[n]=r}catch(l){}}},t.fx.step[n]=function(e){e.colorInit||(e.start=o(e.elem,n),e.end=o(e.end),e.colorInit=!0),t.cssHooks[n].set(e.elem,e.start.transition(e.end,e.pos))}}),t.cssHooks.borderColor={expand:function(e){var t={};return h(["Top","Right","Bottom","Left"],function(n,r){t["border"+r+"Color"]=e}),t}},c=t.Color.names={aqua:"#00ffff",black:"#000000",blue:"#0000ff",fuchsia:"#ff00ff",gray:"#808080",green:"#008000",lime:"#00ff00",maroon:"#800000",navy:"#000080",olive:"#808000",purple:"#800080",red:"#ff0000",silver:"#c0c0c0",teal:"#008080",white:"#ffffff",yellow:"#ffff00",transparent:[null,null,null,0],_default:"#ffffff"}}(jQuery),function(){function i(){var t=this.ownerDocument.defaultView?this.ownerDocument.defaultView.getComputedStyle(this,null):this.currentStyle,n={},r,i;if(t&&t.length&&t[0]&&t[t[0]]){i=t.length;while(i--)r=t[i],typeof t[r]=="string"&&(n[e.camelCase(r)]=t[r])}else for(r in t)typeof t[r]=="string"&&(n[r]=t[r]);return n}function s(t,n){var i={},s,o;for(s in n)o=n[s],t[s]!==o&&!r[s]&&(e.fx.step[s]||!isNaN(parseFloat(o)))&&(i[s]=o);return i}var n=["add","remove","toggle"],r={border:1,borderBottom:1,borderColor:1,borderLeft:1,borderRight:1,borderTop:1,borderWidth:1,margin:1,padding:1};e.each(["borderLeftStyle","borderRightStyle","borderBottomStyle","borderTopStyle"],function(t,n){e.fx.step[n]=function(e){if(e.end!=="none"&&!e.setAttr||e.pos===1&&!e.setAttr)jQuery.style(e.elem,n,e.end),e.setAttr=!0}}),e.effects.animateClass=function(t,r,o,u){var a=e.speed(r,o,u);return this.queue(function(){var r=e(this),o=r.attr("class")||"",u,f=a.children?r.find("*").andSelf():r;f=f.map(function(){var t=e(this);return{el:t,start:i.call(this)}}),u=function(){e.each(n,function(e,n){t[n]&&r[n+"Class"](t[n])})},u(),f=f.map(function(){return this.end=i.call(this.el[0]),this.diff=s(this.start,this.end),this}),r.attr("class",o),f=f.map(function(){var t=this,n=e.Deferred(),r=jQuery.extend({},a,{queue:!1,complete:function(){n.resolve(t)}});return this.el.animate(this.diff,r),n.promise()}),e.when.apply(e,f.get()).done(function(){u(),e.each(arguments,function(){var t=this.el;e.each(this.diff,function(e){t.css(e,"")})}),a.complete.call(r[0])})})},e.fn.extend({_addClass:e.fn.addClass,addClass:function(t,n,r,i){return n?e.effects.animateClass.call(this,{add:t},n,r,i):this._addClass(t)},_removeClass:e.fn.removeClass,removeClass:function(t,n,r,i){return n?e.effects.animateClass.call(this,{remove:t},n,r,i):this._removeClass(t)},_toggleClass:e.fn.toggleClass,toggleClass:function(n,r,i,s,o){return typeof r=="boolean"||r===t?i?e.effects.animateClass.call(this,r?{add:n}:{remove:n},i,s,o):this._toggleClass(n,r):e.effects.animateClass.call(this,{toggle:n},r,i,s)},switchClass:function(t,n,r,i,s){return e.effects.animateClass.call(this,{add:n,remove:t},r,i,s)}})}(),function(){function i(t,n,r,i){e.isPlainObject(t)&&(n=t,t=t.effect),t={effect:t},n==null&&(n={}),e.isFunction(n)&&(i=n,r=null,n={});if(typeof n=="number"||e.fx.speeds[n])i=r,r=n,n={};return e.isFunction(r)&&(i=r,r=null),n&&e.extend(t,n),r=r||n.duration,t.duration=e.fx.off?0:typeof r=="number"?r:r in e.fx.speeds?e.fx.speeds[r]:e.fx.speeds._default,t.complete=i||n.complete,t}function s(t){return!t||typeof t=="number"||e.fx.speeds[t]?!0:typeof t=="string"&&!e.effects.effect[t]?n&&e.effects[t]?!1:!0:!1}e.extend(e.effects,{version:"1.9.2",save:function(e,t){for(var n=0;n<t.length;n++)t[n]!==null&&e.data(r+t[n],e[0].style[t[n]])},restore:function(e,n){var i,s;for(s=0;s<n.length;s++)n[s]!==null&&(i=e.data(r+n[s]),i===t&&(i=""),e.css(n[s],i))},setMode:function(e,t){return t==="toggle"&&(t=e.is(":hidden")?"show":"hide"),t},getBaseline:function(e,t){var n,r;switch(e[0]){case"top":n=0;break;case"middle":n=.5;break;case"bottom":n=1;break;default:n=e[0]/t.height}switch(e[1]){case"left":r=0;break;case"center":r=.5;break;case"right":r=1;break;default:r=e[1]/t.width}return{x:r,y:n}},createWrapper:function(t){if(t.parent().is(".ui-effects-wrapper"))return t.parent();var n={width:t.outerWidth(!0),height:t.outerHeight(!0),"float":t.css("float")},r=e("<div></div>").addClass("ui-effects-wrapper").css({fontSize:"100%",background:"transparent",border:"none",margin:0,padding:0}),i={width:t.width(),height:t.height()},s=document.activeElement;try{s.id}catch(o){s=document.body}return t.wrap(r),(t[0]===s||e.contains(t[0],s))&&e(s).focus(),r=t.parent(),t.css("position")==="static"?(r.css({position:"relative"}),t.css({position:"relative"})):(e.extend(n,{position:t.css("position"),zIndex:t.css("z-index")}),e.each(["top","left","bottom","right"],function(e,r){n[r]=t.css(r),isNaN(parseInt(n[r],10))&&(n[r]="auto")}),t.css({position:"relative",top:0,left:0,right:"auto",bottom:"auto"})),t.css(i),r.css(n).show()},removeWrapper:function(t){var n=document.activeElement;return t.parent().is(".ui-effects-wrapper")&&(t.parent().replaceWith(t),(t[0]===n||e.contains(t[0],n))&&e(n).focus()),t},setTransition:function(t,n,r,i){return i=i||{},e.each(n,function(e,n){var s=t.cssUnit(n);s[0]>0&&(i[n]=s[0]*r+s[1])}),i}}),e.fn.extend({effect:function(){function a(n){function u(){e.isFunction(i)&&i.call(r[0]),e.isFunction(n)&&n()}var r=e(this),i=t.complete,s=t.mode;(r.is(":hidden")?s==="hide":s==="show")?u():o.call(r[0],t,u)}var t=i.apply(this,arguments),r=t.mode,s=t.queue,o=e.effects.effect[t.effect],u=!o&&n&&e.effects[t.effect];return e.fx.off||!o&&!u?r?this[r](t.duration,t.complete):this.each(function(){t.complete&&t.complete.call(this)}):o?s===!1?this.each(a):this.queue(s||"fx",a):u.call(this,{options:t,duration:t.duration,callback:t.complete,mode:t.mode})},_show:e.fn.show,show:function(e){if(s(e))return this._show.apply(this,arguments);var t=i.apply(this,arguments);return t.mode="show",this.effect.call(this,t)},_hide:e.fn.hide,hide:function(e){if(s(e))return this._hide.apply(this,arguments);var t=i.apply(this,arguments);return t.mode="hide",this.effect.call(this,t)},__toggle:e.fn.toggle,toggle:function(t){if(s(t)||typeof t=="boolean"||e.isFunction(t))return this.__toggle.apply(this,arguments);var n=i.apply(this,arguments);return n.mode="toggle",this.effect.call(this,n)},cssUnit:function(t){var n=this.css(t),r=[];return e.each(["em","px","%","pt"],function(e,t){n.indexOf(t)>0&&(r=[parseFloat(n),t])}),r}})}(),function(){var t={};e.each(["Quad","Cubic","Quart","Quint","Expo"],function(e,n){t[n]=function(t){return Math.pow(t,e+2)}}),e.extend(t,{Sine:function(e){return 1-Math.cos(e*Math.PI/2)},Circ:function(e){return 1-Math.sqrt(1-e*e)},Elastic:function(e){return e===0||e===1?e:-Math.pow(2,8*(e-1))*Math.sin(((e-1)*80-7.5)*Math.PI/15)},Back:function(e){return e*e*(3*e-2)},Bounce:function(e){var t,n=4;while(e<((t=Math.pow(2,--n))-1)/11);return 1/Math.pow(4,3-n)-7.5625*Math.pow((t*3-2)/22-e,2)}}),e.each(t,function(t,n){e.easing["easeIn"+t]=n,e.easing["easeOut"+t]=function(e){return 1-n(1-e)},e.easing["easeInOut"+t]=function(e){return e<.5?n(e*2)/2:1-n(e*-2+2)/2}})}()}(jQuery),function(e,t){var n=0,r={},i={};r.height=r.paddingTop=r.paddingBottom=r.borderTopWidth=r.borderBottomWidth="hide",i.height=i.paddingTop=i.paddingBottom=i.borderTopWidth=i.borderBottomWidth="show",e.widget("ui.accordion",{version:"1.9.2",options:{active:0,animate:{},collapsible:!1,event:"click",header:"> li > :first-child,> :not(li):even",heightStyle:"auto",icons:{activeHeader:"ui-icon-triangle-1-s",header:"ui-icon-triangle-1-e"},activate:null,beforeActivate:null},_create:function(){var t=this.accordionId="ui-accordion-"+(this.element.attr("id")||++n),r=this.options;this.prevShow=this.prevHide=e(),this.element.addClass("ui-accordion ui-widget ui-helper-reset"),this.headers=this.element.find(r.header).addClass("ui-accordion-header ui-helper-reset ui-state-default ui-corner-all"),this._hoverable(this.headers),this._focusable(this.headers),this.headers.next().addClass("ui-accordion-content ui-helper-reset ui-widget-content ui-corner-bottom").hide(),!r.collapsible&&(r.active===!1||r.active==null)&&(r.active=0),r.active<0&&(r.active+=this.headers.length),this.active=this._findActive(r.active).addClass("ui-accordion-header-active ui-state-active").toggleClass("ui-corner-all ui-corner-top"),this.active.next().addClass("ui-accordion-content-active").show(),this._createIcons(),this.refresh(),this.element.attr("role","tablist"),this.headers.attr("role","tab").each(function(n){var r=e(this),i=r.attr("id"),s=r.next(),o=s.attr("id");i||(i=t+"-header-"+n,r.attr("id",i)),o||(o=t+"-panel-"+n,s.attr("id",o)),r.attr("aria-controls",o),s.attr("aria-labelledby",i)}).next().attr("role","tabpanel"),this.headers.not(this.active).attr({"aria-selected":"false",tabIndex:-1}).next().attr({"aria-expanded":"false","aria-hidden":"true"}).hide(),this.active.length?this.active.attr({"aria-selected":"true",tabIndex:0}).next().attr({"aria-expanded":"true","aria-hidden":"false"}):this.headers.eq(0).attr("tabIndex",0),this._on(this.headers,{keydown:"_keydown"}),this._on(this.headers.next(),{keydown:"_panelKeyDown"}),this._setupEvents(r.event)},_getCreateEventData:function(){return{header:this.active,content:this.active.length?this.active.next():e()}},_createIcons:function(){var t=this.options.icons;t&&(e("<span>").addClass("ui-accordion-header-icon ui-icon "+t.header).prependTo(this.headers),this.active.children(".ui-accordion-header-icon").removeClass(t.header).addClass(t.activeHeader),this.headers.addClass("ui-accordion-icons"))},_destroyIcons:function(){this.headers.removeClass("ui-accordion-icons").children(".ui-accordion-header-icon").remove()},_destroy:function(){var e;this.element.removeClass("ui-accordion ui-widget ui-helper-reset").removeAttr("role"),this.headers.removeClass("ui-accordion-header ui-accordion-header-active ui-helper-reset ui-state-default ui-corner-all ui-state-active ui-state-disabled ui-corner-top").removeAttr("role").removeAttr("aria-selected").removeAttr("aria-controls").removeAttr("tabIndex").each(function(){/^ui-accordion/.test(this.id)&&this.removeAttribute("id")}),this._destroyIcons(),e=this.headers.next().css("display","").removeAttr("role").removeAttr("aria-expanded").removeAttr("aria-hidden").removeAttr("aria-labelledby").removeClass("ui-helper-reset ui-widget-content ui-corner-bottom ui-accordion-content ui-accordion-content-active ui-state-disabled").each(function(){/^ui-accordion/.test(this.id)&&this.removeAttribute("id")}),this.options.heightStyle!=="content"&&e.css("height","")},_setOption:function(e,t){if(e==="active"){this._activate(t);return}e==="event"&&(this.options.event&&this._off(this.headers,this.options.event),this._setupEvents(t)),this._super(e,t),e==="collapsible"&&!t&&this.options.active===!1&&this._activate(0),e==="icons"&&(this._destroyIcons(),t&&this._createIcons()),e==="disabled"&&this.headers.add(this.headers.next()).toggleClass("ui-state-disabled",!!t)},_keydown:function(t){if(t.altKey||t.ctrlKey)return;var n=e.ui.keyCode,r=this.headers.length,i=this.headers.index(t.target),s=!1;switch(t.keyCode){case n.RIGHT:case n.DOWN:s=this.headers[(i+1)%r];break;case n.LEFT:case n.UP:s=this.headers[(i-1+r)%r];break;case n.SPACE:case n.ENTER:this._eventHandler(t);break;case n.HOME:s=this.headers[0];break;case n.END:s=this.headers[r-1]}s&&(e(t.target).attr("tabIndex",-1),e(s).attr("tabIndex",0),s.focus(),t.preventDefault())},_panelKeyDown:function(t){t.keyCode===e.ui.keyCode.UP&&t.ctrlKey&&e(t.currentTarget).prev().focus()},refresh:function(){var t,n,r=this.options.heightStyle,i=this.element.parent();r==="fill"?(e.support.minHeight||(n=i.css("overflow"),i.css("overflow","hidden")),t=i.height(),this.element.siblings(":visible").each(function(){var n=e(this),r=n.css("position");if(r==="absolute"||r==="fixed")return;t-=n.outerHeight(!0)}),n&&i.css("overflow",n),this.headers.each(function(){t-=e(this).outerHeight(!0)}),this.headers.next().each(function(){e(this).height(Math.max(0,t-e(this).innerHeight()+e(this).height()))}).css("overflow","auto")):r==="auto"&&(t=0,this.headers.next().each(function(){t=Math.max(t,e(this).css("height","").height())}).height(t))},_activate:function(t){var n=this._findActive(t)[0];if(n===this.active[0])return;n=n||this.active[0],this._eventHandler({target:n,currentTarget:n,preventDefault:e.noop})},_findActive:function(t){return typeof t=="number"?this.headers.eq(t):e()},_setupEvents:function(t){var n={};if(!t)return;e.each(t.split(" "),function(e,t){n[t]="_eventHandler"}),this._on(this.headers,n)},_eventHandler:function(t){var n=this.options,r=this.active,i=e(t.currentTarget),s=i[0]===r[0],o=s&&n.collapsible,u=o?e():i.next(),a=r.next(),f={oldHeader:r,oldPanel:a,newHeader:o?e():i,newPanel:u};t.preventDefault();if(s&&!n.collapsible||this._trigger("beforeActivate",t,f)===!1)return;n.active=o?!1:this.headers.index(i),this.active=s?e():i,this._toggle(f),r.removeClass("ui-accordion-header-active ui-state-active"),n.icons&&r.children(".ui-accordion-header-icon").removeClass(n.icons.activeHeader).addClass(n.icons.header),s||(i.removeClass("ui-corner-all").addClass("ui-accordion-header-active ui-state-active ui-corner-top"),n.icons&&i.children(".ui-accordion-header-icon").removeClass(n.icons.header).addClass(n.icons.activeHeader),i.next().addClass("ui-accordion-content-active"))},_toggle:function(t){var n=t.newPanel,r=this.prevShow.length?this.prevShow:t.oldPanel;this.prevShow.add(this.prevHide).stop(!0,!0),this.prevShow=n,this.prevHide=r,this.options.animate?this._animate(n,r,t):(r.hide(),n.show(),this._toggleComplete(t)),r.attr({"aria-expanded":"false","aria-hidden":"true"}),r.prev().attr("aria-selected","false"),n.length&&r.length?r.prev().attr("tabIndex",-1):n.length&&this.headers.filter(function(){return e(this).attr("tabIndex")===0}).attr("tabIndex",-1),n.attr({"aria-expanded":"true","aria-hidden":"false"}).prev().attr({"aria-selected":"true",tabIndex:0})},_animate:function(e,t,n){var s,o,u,a=this,f=0,l=e.length&&(!t.length||e.index()<t.index()),c=this.options.animate||{},h=l&&c.down||c,p=function(){a._toggleComplete(n)};typeof h=="number"&&(u=h),typeof h=="string"&&(o=h),o=o||h.easing||c.easing,u=u||h.duration||c.duration;if(!t.length)return e.animate(i,u,o,p);if(!e.length)return t.animate(r,u,o,p);s=e.show().outerHeight(),t.animate(r,{duration:u,easing:o,step:function(e,t){t.now=Math.round(e)}}),e.hide().animate(i,{duration:u,easing:o,complete:p,step:function(e,n){n.now=Math.round(e),n.prop!=="height"?f+=n.now:a.options.heightStyle!=="content"&&(n.now=Math.round(s-t.outerHeight()-f),f=0)}})},_toggleComplete:function(e){var t=e.oldPanel;t.removeClass("ui-accordion-content-active").prev().removeClass("ui-corner-top").addClass("ui-corner-all"),t.length&&(t.parent()[0].className=t.parent()[0].className),this._trigger("activate",null,e)}}),e.uiBackCompat!==!1&&(function(e,t){e.extend(t.options,{navigation:!1,navigationFilter:function(){return this.href.toLowerCase()===location.href.toLowerCase()}});var n=t._create;t._create=function(){if(this.options.navigation){var t=this,r=this.element.find(this.options.header),i=r.next(),s=r.add(i).find("a").filter(this.options.navigationFilter)[0];s&&r.add(i).each(function(n){if(e.contains(this,s))return t.options.active=Math.floor(n/2),!1})}n.call(this)}}(jQuery,jQuery.ui.accordion.prototype),function(e,t){e.extend(t.options,{heightStyle:null,autoHeight:!0,clearStyle:!1,fillSpace:!1});var n=t._create,r=t._setOption;e.extend(t,{_create:function(){this.options.heightStyle=this.options.heightStyle||this._mergeHeightStyle(),n.call(this)},_setOption:function(e){if(e==="autoHeight"||e==="clearStyle"||e==="fillSpace")this.options.heightStyle=this._mergeHeightStyle();r.apply(this,arguments)},_mergeHeightStyle:function(){var e=this.options;if(e.fillSpace)return"fill";if(e.clearStyle)return"content";if(e.autoHeight)return"auto"}})}(jQuery,jQuery.ui.accordion.prototype),function(e,t){e.extend(t.options.icons,{activeHeader:null,headerSelected:"ui-icon-triangle-1-s"});var n=t._createIcons;t._createIcons=function(){this.options.icons&&(this.options.icons.activeHeader=this.options.icons.activeHeader||this.options.icons.headerSelected),n.call(this)}}(jQuery,jQuery.ui.accordion.prototype),function(e,t){t.activate=t._activate;var n=t._findActive;t._findActive=function(e){return e===-1&&(e=!1),e&&typeof e!="number"&&(e=this.headers.index(this.headers.filter(e)),e===-1&&(e=!1)),n.call(this,e)}}(jQuery,jQuery.ui.accordion.prototype),jQuery.ui.accordion.prototype.resize=jQuery.ui.accordion.prototype.refresh,function(e,t){e.extend(t.options,{change:null,changestart:null});var n=t._trigger;t._trigger=function(e,t,r){var i=n.apply(this,arguments);return i?(e==="beforeActivate"?i=n.call(this,"changestart",t,{oldHeader:r.oldHeader,oldContent:r.oldPanel,newHeader:r.newHeader,newContent:r.newPanel}):e==="activate"&&(i=n.call(this,"change",t,{oldHeader:r.oldHeader,oldContent:r.oldPanel,newHeader:r.newHeader,newContent:r.newPanel})),i):!1}}(jQuery,jQuery.ui.accordion.prototype),function(e,t){e.extend(t.options,{animate:null,animated:"slide"});var n=t._create;t._create=function(){var e=this.options;e.animate===null&&(e.animated?e.animated==="slide"?e.animate=300:e.animated==="bounceslide"?e.animate={duration:200,down:{easing:"easeOutBounce",duration:1e3}}:e.animate=e.animated:e.animate=!1),n.call(this)}}(jQuery,jQuery.ui.accordion.prototype))}(jQuery),function(e,t){var n=0;e.widget("ui.autocomplete",{version:"1.9.2",defaultElement:"<input>",options:{appendTo:"body",autoFocus:!1,delay:300,minLength:1,position:{my:"left top",at:"left bottom",collision:"none"},source:null,change:null,close:null,focus:null,open:null,response:null,search:null,select:null},pending:0,_create:function(){var t,n,r;this.isMultiLine=this._isMultiLine(),this.valueMethod=this.element[this.element.is("input,textarea")?"val":"text"],this.isNewMenu=!0,this.element.addClass("ui-autocomplete-input").attr("autocomplete","off"),this._on(this.element,{keydown:function(i){if(this.element.prop("readOnly")){t=!0,r=!0,n=!0;return}t=!1,r=!1,n=!1;var s=e.ui.keyCode;switch(i.keyCode){case s.PAGE_UP:t=!0,this._move("previousPage",i);break;case s.PAGE_DOWN:t=!0,this._move("nextPage",i);break;case s.UP:t=!0,this._keyEvent("previous",i);break;case s.DOWN:t=!0,this._keyEvent("next",i);break;case s.ENTER:case s.NUMPAD_ENTER:this.menu.active&&(t=!0,i.preventDefault(),this.menu.select(i));break;case s.TAB:this.menu.active&&this.menu.select(i);break;case s.ESCAPE:this.menu.element.is(":visible")&&(this._value(this.term),this.close(i),i.preventDefault());break;default:n=!0,this._searchTimeout(i)}},keypress:function(r){if(t){t=!1,r.preventDefault();return}if(n)return;var i=e.ui.keyCode;switch(r.keyCode){case i.PAGE_UP:this._move("previousPage",r);break;case i.PAGE_DOWN:this._move("nextPage",r);break;case i.UP:this._keyEvent("previous",r);break;case i.DOWN:this._keyEvent("next",r)}},input:function(e){if(r){r=!1,e.preventDefault();return}this._searchTimeout(e)},focus:function(){this.selectedItem=null,this.previous=this._value()},blur:function(e){if(this.cancelBlur){delete this.cancelBlur;return}clearTimeout(this.searching),this.close(e),this._change(e)}}),this._initSource(),this.menu=e("<ul>").addClass("ui-autocomplete").appendTo(this.document.find(this.options.appendTo||"body")[0]).menu({input:e(),role:null}).zIndex(this.element.zIndex()+1).hide().data("menu"),this._on(this.menu.element,{mousedown:function(t){t.preventDefault(),this.cancelBlur=!0,this._delay(function(){delete this.cancelBlur});var n=this.menu.element[0];e(t.target).closest(".ui-menu-item").length||this._delay(function(){var t=this;this.document.one("mousedown",function(r){r.target!==t.element[0]&&r.target!==n&&!e.contains(n,r.target)&&t.close()})})},menufocus:function(t,n){if(this.isNewMenu){this.isNewMenu=!1;if(t.originalEvent&&/^mouse/.test(t.originalEvent.type)){this.menu.blur(),this.document.one("mousemove",function(){e(t.target).trigger(t.originalEvent)});return}}var r=n.item.data("ui-autocomplete-item")||n.item.data("item.autocomplete");!1!==this._trigger("focus",t,{item:r})?t.originalEvent&&/^key/.test(t.originalEvent.type)&&this._value(r.value):this.liveRegion.text(r.value)},menuselect:function(e,t){var n=t.item.data("ui-autocomplete-item")||t.item.data("item.autocomplete"),r=this.previous;this.element[0]!==this.document[0].activeElement&&(this.element.focus(),this.previous=r,this._delay(function(){this.previous=r,this.selectedItem=n})),!1!==this._trigger("select",e,{item:n})&&this._value(n.value),this.term=this._value(),this.close(e),this.selectedItem=n}}),this.liveRegion=e("<span>",{role:"status","aria-live":"polite"}).addClass("ui-helper-hidden-accessible").insertAfter(this.element),e.fn.bgiframe&&this.menu.element.bgiframe(),this._on(this.window,{beforeunload:function(){this.element.removeAttr("autocomplete")}})},_destroy:function(){clearTimeout(this.searching),this.element.removeClass("ui-autocomplete-input").removeAttr("autocomplete"),this.menu.element.remove(),this.liveRegion.remove()},_setOption:function(e,t){this._super(e,t),e==="source"&&this._initSource(),e==="appendTo"&&this.menu.element.appendTo(this.document.find(t||"body")[0]),e==="disabled"&&t&&this.xhr&&this.xhr.abort()},_isMultiLine:function(){return this.element.is("textarea")?!0:this.element.is("input")?!1:this.element.prop("isContentEditable")},_initSource:function(){var t,n,r=this;e.isArray(this.options.source)?(t=this.options.source,this.source=function(n,r){r(e.ui.autocomplete.filter(t,n.term))}):typeof this.options.source=="string"?(n=this.options.source,this.source=function(t,i){r.xhr&&r.xhr.abort(),r.xhr=e.ajax({url:n,data:t,dataType:"json",success:function(e){i(e)},error:function(){i([])}})}):this.source=this.options.source},_searchTimeout:function(e){clearTimeout(this.searching),this.searching=this._delay(function(){this.term!==this._value()&&(this.selectedItem=null,this.search(null,e))},this.options.delay)},search:function(e,t){e=e!=null?e:this._value(),this.term=this._value();if(e.length<this.options.minLength)return this.close(t);if(this._trigger("search",t)===!1)return;return this._search(e)},_search:function(e){this.pending++,this.element.addClass("ui-autocomplete-loading"),this.cancelSearch=!1,this.source({term:e},this._response())},_response:function(){var e=this,t=++n;return function(r){t===n&&e.__response(r),e.pending--,e.pending||e.element.removeClass("ui-autocomplete-loading")}},__response:function(e){e&&(e=this._normalize(e)),this._trigger("response",null,{content:e}),!this.options.disabled&&e&&e.length&&!this.cancelSearch?(this._suggest(e),this._trigger("open")):this._close()},close:function(e){this.cancelSearch=!0,this._close(e)},_close:function(e){this.menu.element.is(":visible")&&(this.menu.element.hide(),this.menu.blur(),this.isNewMenu=!0,this._trigger("close",e))},_change:function(e){this.previous!==this._value()&&this._trigger("change",e,{item:this.selectedItem})},_normalize:function(t){return t.length&&t[0].label&&t[0].value?t:e.map(t,function(t){return typeof t=="string"?{label:t,value:t}:e.extend({label:t.label||t.value,value:t.value||t.label},t)})},_suggest:function(t){var n=this.menu.element.empty().zIndex(this.element.zIndex()+1);this._renderMenu(n,t),this.menu.refresh(),n.show(),this._resizeMenu(),n.position(e.extend({of:this.element},this.options.position)),this.options.autoFocus&&this.menu.next()},_resizeMenu:function(){var e=this.menu.element;e.outerWidth(Math.max(e.width("").outerWidth()+1,this.element.outerWidth()))},_renderMenu:function(t,n){var r=this;e.each(n,function(e,n){r._renderItemData(t,n)})},_renderItemData:function(e,t){return this._renderItem(e,t).data("ui-autocomplete-item",t)},_renderItem:function(t,n){return e("<li>").append(e("<a>").text(n.label)).appendTo(t)},_move:function(e,t){if(!this.menu.element.is(":visible")){this.search(null,t);return}if(this.menu.isFirstItem()&&/^previous/.test(e)||this.menu.isLastItem()&&/^next/.test(e)){this._value(this.term),this.menu.blur();return}this.menu[e](t)},widget:function(){return this.menu.element},_value:function(){return this.valueMethod.apply(this.element,arguments)},_keyEvent:function(e,t){if(!this.isMultiLine||this.menu.element.is(":visible"))this._move(e,t),t.preventDefault()}}),e.extend(e.ui.autocomplete,{escapeRegex:function(e){return e.replace(/[\-\[\]{}()*+?.,\\\^$|#\s]/g,"\\$&")},filter:function(t,n){var r=new RegExp(e.ui.autocomplete.escapeRegex(n),"i");return e.grep(t,function(e){return r.test(e.label||e.value||e)})}}),e.widget("ui.autocomplete",e.ui.autocomplete,{options:{messages:{noResults:"No search results.",results:function(e){return e+(e>1?" results are":" result is")+" available, use up and down arrow keys to navigate."}}},__response:function(e){var t;this._superApply(arguments);if(this.options.disabled||this.cancelSearch)return;e&&e.length?t=this.options.messages.results(e.length):t=this.options.messages.noResults,this.liveRegion.text(t)}})}(jQuery),function(e,t){var n,r,i,s,o="ui-button ui-widget ui-state-default ui-corner-all",u="ui-state-hover ui-state-active ",a="ui-button-icons-only ui-button-icon-only ui-button-text-icons ui-button-text-icon-primary ui-button-text-icon-secondary ui-button-text-only",f=function(){var t=e(this).find(":ui-button");setTimeout(function(){t.button("refresh")},1)},l=function(t){var n=t.name,r=t.form,i=e([]);return n&&(r?i=e(r).find("[name='"+n+"']"):i=e("[name='"+n+"']",t.ownerDocument).filter(function(){return!this.form})),i};e.widget("ui.button",{version:"1.9.2",defaultElement:"<button>",options:{disabled:null,text:!0,label:null,icons:{primary:null,secondary:null}},_create:function(){this.element.closest("form").unbind("reset"+this.eventNamespace).bind("reset"+this.eventNamespace,f),typeof this.options.disabled!="boolean"?this.options.disabled=!!this.element.prop("disabled"):this.element.prop("disabled",this.options.disabled),this._determineButtonType(),this.hasTitle=!!this.buttonElement.attr("title");var t=this,u=this.options,a=this.type==="checkbox"||this.type==="radio",c=a?"":"ui-state-active",h="ui-state-focus";u.label===null&&(u.label=this.type==="input"?this.buttonElement.val():this.buttonElement.html()),this._hoverable(this.buttonElement),this.buttonElement.addClass(o).attr("role","button").bind("mouseenter"+this.eventNamespace,function(){if(u.disabled)return;this===n&&e(this).addClass("ui-state-active")}).bind("mouseleave"+this.eventNamespace,function(){if(u.disabled)return;e(this).removeClass(c)}).bind("click"+this.eventNamespace,function(e){u.disabled&&(e.preventDefault(),e.stopImmediatePropagation())}),this.element.bind("focus"+this.eventNamespace,function(){t.buttonElement.addClass(h)}).bind("blur"+this.eventNamespace,function(){t.buttonElement.removeClass(h)}),a&&(this.element.bind("change"+this.eventNamespace,function(){if(s)return;t.refresh()}),this.buttonElement.bind("mousedown"+this.eventNamespace,function(e){if(u.disabled)return;s=!1,r=e.pageX,i=e.pageY}).bind("mouseup"+this.eventNamespace,function(e){if(u.disabled)return;if(r!==e.pageX||i!==e.pageY)s=!0})),this.type==="checkbox"?this.buttonElement.bind("click"+this.eventNamespace,function(){if(u.disabled||s)return!1;e(this).toggleClass("ui-state-active"),t.buttonElement.attr("aria-pressed",t.element[0].checked)}):this.type==="radio"?this.buttonElement.bind("click"+this.eventNamespace,function(){if(u.disabled||s)return!1;e(this).addClass("ui-state-active"),t.buttonElement.attr("aria-pressed","true");var n=t.element[0];l(n).not(n).map(function(){return e(this).button("widget")[0]}).removeClass("ui-state-active").attr("aria-pressed","false")}):(this.buttonElement.bind("mousedown"+this.eventNamespace,function(){if(u.disabled)return!1;e(this).addClass("ui-state-active"),n=this,t.document.one("mouseup",function(){n=null})}).bind("mouseup"+this.eventNamespace,function(){if(u.disabled)return!1;e(this).removeClass("ui-state-active")}).bind("keydown"+this.eventNamespace,function(t){if(u.disabled)return!1;(t.keyCode===e.ui.keyCode.SPACE||t.keyCode===e.ui.keyCode.ENTER)&&e(this).addClass("ui-state-active")}).bind("keyup"+this.eventNamespace,function(){e(this).removeClass("ui-state-active")}),this.buttonElement.is("a")&&this.buttonElement.keyup(function(t){t.keyCode===e.ui.keyCode.SPACE&&e(this).click()})),this._setOption("disabled",u.disabled),this._resetButton()},_determineButtonType:function(){var e,t,n;this.element.is("[type=checkbox]")?this.type="checkbox":this.element.is("[type=radio]")?this.type="radio":this.element.is("input")?this.type="input":this.type="button",this.type==="checkbox"||this.type==="radio"?(e=this.element.parents().last(),t="label[for='"+this.element.attr("id")+"']",this.buttonElement=e.find(t),this.buttonElement.length||(e=e.length?e.siblings():this.element.siblings(),this.buttonElement=e.filter(t),this.buttonElement.length||(this.buttonElement=e.find(t))),this.element.addClass("ui-helper-hidden-accessible"),n=this.element.is(":checked"),n&&this.buttonElement.addClass("ui-state-active"),this.buttonElement.prop("aria-pressed",n)):this.buttonElement=this.element},widget:function(){return this.buttonElement},_destroy:function(){this.element.removeClass("ui-helper-hidden-accessible"),this.buttonElement.removeClass(o+" "+u+" "+a).removeAttr("role").removeAttr("aria-pressed").html(this.buttonElement.find(".ui-button-text").html()),this.hasTitle||this.buttonElement.removeAttr("title")},_setOption:function(e,t){this._super(e,t);if(e==="disabled"){t?this.element.prop("disabled",!0):this.element.prop("disabled",!1);return}this._resetButton()},refresh:function(){var t=this.element.is("input, button")?this.element.is(":disabled"):this.element.hasClass("ui-button-disabled");t!==this.options.disabled&&this._setOption("disabled",t),this.type==="radio"?l(this.element[0]).each(function(){e(this).is(":checked")?e(this).button("widget").addClass("ui-state-active").attr("aria-pressed","true"):e(this).button("widget").removeClass("ui-state-active").attr("aria-pressed","false")}):this.type==="checkbox"&&(this.element.is(":checked")?this.buttonElement.addClass("ui-state-active").attr("aria-pressed","true"):this.buttonElement.removeClass("ui-state-active").attr("aria-pressed","false"))},_resetButton:function(){if(this.type==="input"){this.options.label&&this.element.val(this.options.label);return}var t=this.buttonElement.removeClass(a),n=e("<span></span>",this.document[0]).addClass("ui-button-text").html(this.options.label).appendTo(t.empty()).text(),r=this.options.icons,i=r.primary&&r.secondary,s=[];r.primary||r.secondary?(this.options.text&&s.push("ui-button-text-icon"+(i?"s":r.primary?"-primary":"-secondary")),r.primary&&t.prepend("<span class='ui-button-icon-primary ui-icon "+r.primary+"'></span>"),r.secondary&&t.append("<span class='ui-button-icon-secondary ui-icon "+r.secondary+"'></span>"),this.options.text||(s.push(i?"ui-button-icons-only":"ui-button-icon-only"),this.hasTitle||t.attr("title",e.trim(n)))):s.push("ui-button-text-only"),t.addClass(s.join(" "))}}),e.widget("ui.buttonset",{version:"1.9.2",options:{items:"button, input[type=button], input[type=submit], input[type=reset], input[type=checkbox], input[type=radio], a, :data(button)"},_create:function(){this.element.addClass("ui-buttonset")},_init:function(){this.refresh()},_setOption:function(e,t){e==="disabled"&&this.buttons.button("option",e,t),this._super(e,t)},refresh:function(){var t=this.element.css("direction")==="rtl";this.buttons=this.element.find(this.options.items).filter(":ui-button").button("refresh").end().not(":ui-button").button().end().map(function(){return e(this).button("widget")[0]}).removeClass("ui-corner-all ui-corner-left ui-corner-right").filter(":first").addClass(t?"ui-corner-right":"ui-corner-left").end().filter(":last").addClass(t?"ui-corner-left":"ui-corner-right").end().end()},_destroy:function(){this.element.removeClass("ui-buttonset"),this.buttons.map(function(){return e(this).button("widget")[0]}).removeClass("ui-corner-left ui-corner-right").end().button("destroy")}})}(jQuery),function($,undefined){function Datepicker(){this.debug=!1,this._curInst=null,this._keyEvent=!1,this._disabledInputs=[],this._datepickerShowing=!1,this._inDialog=!1,this._mainDivId="ui-datepicker-div",this._inlineClass="ui-datepicker-inline",this._appendClass="ui-datepicker-append",this._triggerClass="ui-datepicker-trigger",this._dialogClass="ui-datepicker-dialog",this._disableClass="ui-datepicker-disabled",this._unselectableClass="ui-datepicker-unselectable",this._currentClass="ui-datepicker-current-day",this._dayOverClass="ui-datepicker-days-cell-over",this.regional=[],this.regional[""]={closeText:"Done",prevText:"Prev",nextText:"Next",currentText:"Today",monthNames:["January","February","March","April","May","June","July","August","September","October","November","December"],monthNamesShort:["Jan","Feb","Mar","Apr","May","Jun","Jul","Aug","Sep","Oct","Nov","Dec"],dayNames:["Sunday","Monday","Tuesday","Wednesday","Thursday","Friday","Saturday"],dayNamesShort:["Sun","Mon","Tue","Wed","Thu","Fri","Sat"],dayNamesMin:["Su","Mo","Tu","We","Th","Fr","Sa"],weekHeader:"Wk",dateFormat:"mm/dd/yy",firstDay:0,isRTL:!1,showMonthAfterYear:!1,yearSuffix:""},this._defaults={showOn:"focus",showAnim:"fadeIn",showOptions:{},defaultDate:null,appendText:"",buttonText:"...",buttonImage:"",buttonImageOnly:!1,hideIfNoPrevNext:!1,navigationAsDateFormat:!1,gotoCurrent:!1,changeMonth:!1,changeYear:!1,yearRange:"c-10:c+10",showOtherMonths:!1,selectOtherMonths:!1,showWeek:!1,calculateWeek:this.iso8601Week,shortYearCutoff:"+10",minDate:null,maxDate:null,duration:"fast",beforeShowDay:null,beforeShow:null,onSelect:null,onChangeMonthYear:null,onClose:null,numberOfMonths:1,showCurrentAtPos:0,stepMonths:1,stepBigMonths:12,altField:"",altFormat:"",constrainInput:!0,showButtonPanel:!1,autoSize:!1,disabled:!1},$.extend(this._defaults,this.regional[""]),this.dpDiv=bindHover($('<div id="'+this._mainDivId+'" class="ui-datepicker ui-widget ui-widget-content ui-helper-clearfix ui-corner-all"></div>'))}function bindHover(e){var t="button, .ui-datepicker-prev, .ui-datepicker-next, .ui-datepicker-calendar td a";return e.delegate(t,"mouseout",function(){$(this).removeClass("ui-state-hover"),this.className.indexOf("ui-datepicker-prev")!=-1&&$(this).removeClass("ui-datepicker-prev-hover"),this.className.indexOf("ui-datepicker-next")!=-1&&$(this).removeClass("ui-datepicker-next-hover")}).delegate(t,"mouseover",function(){$.datepicker._isDisabledDatepicker(instActive.inline?e.parent()[0]:instActive.input[0])||($(this).parents(".ui-datepicker-calendar").find("a").removeClass("ui-state-hover"),$(this).addClass("ui-state-hover"),this.className.indexOf("ui-datepicker-prev")!=-1&&$(this).addClass("ui-datepicker-prev-hover"),this.className.indexOf("ui-datepicker-next")!=-1&&$(this).addClass("ui-datepicker-next-hover"))})}function extendRemove(e,t){$.extend(e,t);for(var n in t)if(t[n]==null||t[n]==undefined)e[n]=t[n];return e}$.extend($.ui,{datepicker:{version:"1.9.2"}});var PROP_NAME="datepicker",dpuuid=(new Date).getTime(),instActive;$.extend(Datepicker.prototype,{markerClassName:"hasDatepicker",maxRows:4,log:function(){this.debug&&console.log.apply("",arguments)},_widgetDatepicker:function(){return this.dpDiv},setDefaults:function(e){return extendRemove(this._defaults,e||{}),this},_attachDatepicker:function(target,settings){var inlineSettings=null;for(var attrName in this._defaults){var attrValue=target.getAttribute("date:"+attrName);if(attrValue){inlineSettings=inlineSettings||{};try{inlineSettings[attrName]=eval(attrValue)}catch(err){inlineSettings[attrName]=attrValue}}}var nodeName=target.nodeName.toLowerCase(),inline=nodeName=="div"||nodeName=="span";target.id||(this.uuid+=1,target.id="dp"+this.uuid);var inst=this._newInst($(target),inline);inst.settings=$.extend({},settings||{},inlineSettings||{}),nodeName=="input"?this._connectDatepicker(target,inst):inline&&this._inlineDatepicker(target,inst)},_newInst:function(e,t){var n=e[0].id.replace(/([^A-Za-z0-9_-])/g,"\\\\$1");return{id:n,input:e,selectedDay:0,selectedMonth:0,selectedYear:0,drawMonth:0,drawYear:0,inline:t,dpDiv:t?bindHover($('<div class="'+this._inlineClass+' ui-datepicker ui-widget ui-widget-content ui-helper-clearfix ui-corner-all"></div>')):this.dpDiv}},_connectDatepicker:function(e,t){var n=$(e);t.append=$([]),t.trigger=$([]);if(n.hasClass(this.markerClassName))return;this._attachments(n,t),n.addClass(this.markerClassName).keydown(this._doKeyDown).keypress(this._doKeyPress).keyup(this._doKeyUp).bind("setData.datepicker",function(e,n,r){t.settings[n]=r}).bind("getData.datepicker",function(e,n){return this._get(t,n)}),this._autoSize(t),$.data(e,PROP_NAME,t),t.settings.disabled&&this._disableDatepicker(e)},_attachments:function(e,t){var n=this._get(t,"appendText"),r=this._get(t,"isRTL");t.append&&t.append.remove(),n&&(t.append=$('<span class="'+this._appendClass+'">'+n+"</span>"),e[r?"before":"after"](t.append)),e.unbind("focus",this._showDatepicker),t.trigger&&t.trigger.remove();var i=this._get(t,"showOn");(i=="focus"||i=="both")&&e.focus(this._showDatepicker);if(i=="button"||i=="both"){var s=this._get(t,"buttonText"),o=this._get(t,"buttonImage");t.trigger=$(this._get(t,"buttonImageOnly")?$("<img/>").addClass(this._triggerClass).attr({src:o,alt:s,title:s}):$('<button type="button"></button>').addClass(this._triggerClass).html(o==""?s:$("<img/>").attr({src:o,alt:s,title:s}))),e[r?"before":"after"](t.trigger),t.trigger.click(function(){return $.datepicker._datepickerShowing&&$.datepicker._lastInput==e[0]?$.datepicker._hideDatepicker():$.datepicker._datepickerShowing&&$.datepicker._lastInput!=e[0]?($.datepicker._hideDatepicker(),$.datepicker._showDatepicker(e[0])):$.datepicker._showDatepicker(e[0]),!1})}},_autoSize:function(e){if(this._get(e,"autoSize")&&!e.inline){var t=new Date(2009,11,20),n=this._get(e,"dateFormat");if(n.match(/[DM]/)){var r=function(e){var t=0,n=0;for(var r=0;r<e.length;r++)e[r].length>t&&(t=e[r].length,n=r);return n};t.setMonth(r(this._get(e,n.match(/MM/)?"monthNames":"monthNamesShort"))),t.setDate(r(this._get(e,n.match(/DD/)?"dayNames":"dayNamesShort"))+20-t.getDay())}e.input.attr("size",this._formatDate(e,t).length)}},_inlineDatepicker:function(e,t){var n=$(e);if(n.hasClass(this.markerClassName))return;n.addClass(this.markerClassName).append(t.dpDiv).bind("setData.datepicker",function(e,n,r){t.settings[n]=r}).bind("getData.datepicker",function(e,n){return this._get(t,n)}),$.data(e,PROP_NAME,t),this._setDate(t,this._getDefaultDate(t),!0),this._updateDatepicker(t),this._updateAlternate(t),t.settings.disabled&&this._disableDatepicker(e),t.dpDiv.css("display","block")},_dialogDatepicker:function(e,t,n,r,i){var s=this._dialogInst;if(!s){this.uuid+=1;var o="dp"+this.uuid;this._dialogInput=$('<input type="text" id="'+o+'" style="position: absolute; top: -100px; width: 0px;"/>'),this._dialogInput.keydown(this._doKeyDown),$("body").append(this._dialogInput),s=this._dialogInst=this._newInst(this._dialogInput,!1),s.settings={},$.data(this._dialogInput[0],PROP_NAME,s)}extendRemove(s.settings,r||{}),t=t&&t.constructor==Date?this._formatDate(s,t):t,this._dialogInput.val(t),this._pos=i?i.length?i:[i.pageX,i.pageY]:null;if(!this._pos){var u=document.documentElement.clientWidth,a=document.documentElement.clientHeight,f=document.documentElement.scrollLeft||document.body.scrollLeft,l=document.documentElement.scrollTop||document.body.scrollTop;this._pos=[u/2-100+f,a/2-150+l]}return this._dialogInput.css("left",this._pos[0]+20+"px").css("top",this._pos[1]+"px"),s.settings.onSelect=n,this._inDialog=!0,this.dpDiv.addClass(this._dialogClass),this._showDatepicker(this._dialogInput[0]),$.blockUI&&$.blockUI(this.dpDiv),$.data(this._dialogInput[0],PROP_NAME,s),this},_destroyDatepicker:function(e){var t=$(e),n=$.data(e,PROP_NAME);if(!t.hasClass(this.markerClassName))return;var r=e.nodeName.toLowerCase();$.removeData(e,PROP_NAME),r=="input"?(n.append.remove(),n.trigger.remove(),t.removeClass(this.markerClassName).unbind("focus",this._showDatepicker).unbind("keydown",this._doKeyDown).unbind("keypress",this._doKeyPress).unbind("keyup",this._doKeyUp)):(r=="div"||r=="span")&&t.removeClass(this.markerClassName).empty()},_enableDatepicker:function(e){var t=$(e),n=$.data(e,PROP_NAME);if(!t.hasClass(this.markerClassName))return;var r=e.nodeName.toLowerCase();if(r=="input")e.disabled=!1,n.trigger.filter("button").each(function(){this.disabled=!1}).end().filter("img").css({opacity:"1.0",cursor:""});else if(r=="div"||r=="span"){var i=t.children("."+this._inlineClass);i.children().removeClass("ui-state-disabled"),i.find("select.ui-datepicker-month, select.ui-datepicker-year").prop("disabled",!1)}this._disabledInputs=$.map(this._disabledInputs,function(t){return t==e?null:t})},_disableDatepicker:function(e){var t=$(e),n=$.data(e,PROP_NAME);if(!t.hasClass(this.markerClassName))return;var r=e.nodeName.toLowerCase();if(r=="input")e.disabled=!0,n.trigger.filter("button").each(function(){this.disabled=!0}).end().filter("img").css({opacity:"0.5",cursor:"default"});else if(r=="div"||r=="span"){var i=t.children("."+this._inlineClass);i.children().addClass("ui-state-disabled"),i.find("select.ui-datepicker-month, select.ui-datepicker-year").prop("disabled",!0)}this._disabledInputs=$.map(this._disabledInputs,function(t){return t==e?null:t}),this._disabledInputs[this._disabledInputs.length]=e},_isDisabledDatepicker:function(e){if(!e)return!1;for(var t=0;t<this._disabledInputs.length;t++)if(this._disabledInputs[t]==e)return!0;return!1},_getInst:function(e){try{return $.data(e,PROP_NAME)}catch(t){throw"Missing instance data for this datepicker"}},_optionDatepicker:function(e,t,n){var r=this._getInst(e);if(arguments.length==2&&typeof t=="string")return t=="defaults"?$.extend({},$.datepicker._defaults):r?t=="all"?$.extend({},r.settings):this._get(r,t):null;var i=t||{};typeof t=="string"&&(i={},i[t]=n);if(r){this._curInst==r&&this._hideDatepicker();var s=this._getDateDatepicker(e,!0),o=this._getMinMaxDate(r,"min"),u=this._getMinMaxDate(r,"max");extendRemove(r.settings,i),o!==null&&i.dateFormat!==undefined&&i.minDate===undefined&&(r.settings.minDate=this._formatDate(r,o)),u!==null&&i.dateFormat!==undefined&&i.maxDate===undefined&&(r.settings.maxDate=this._formatDate(r,u)),this._attachments($(e),r),this._autoSize(r),this._setDate(r,s),this._updateAlternate(r),this._updateDatepicker(r)}},_changeDatepicker:function(e,t,n){this._optionDatepicker(e,t,n)},_refreshDatepicker:function(e){var t=this._getInst(e);t&&this._updateDatepicker(t)},_setDateDatepicker:function(e,t){var n=this._getInst(e);n&&(this._setDate(n,t),this._updateDatepicker(n),this._updateAlternate(n))},_getDateDatepicker:function(e,t){var n=this._getInst(e);return n&&!n.inline&&this._setDateFromField(n,t),n?this._getDate(n):null},_doKeyDown:function(e){var t=$.datepicker._getInst(e.target),n=!0,r=t.dpDiv.is(".ui-datepicker-rtl");t._keyEvent=!0;if($.datepicker._datepickerShowing)switch(e.keyCode){case 9:$.datepicker._hideDatepicker(),n=!1;break;case 13:var i=$("td."+$.datepicker._dayOverClass+":not(."+$.datepicker._currentClass+")",t.dpDiv);i[0]&&$.datepicker._selectDay(e.target,t.selectedMonth,t.selectedYear,i[0]);var s=$.datepicker._get(t,"onSelect");if(s){var o=$.datepicker._formatDate(t);s.apply(t.input?t.input[0]:null,[o,t])}else $.datepicker._hideDatepicker();return!1;case 27:$.datepicker._hideDatepicker();break;case 33:$.datepicker._adjustDate(e.target,e.ctrlKey?-$.datepicker._get(t,"stepBigMonths"):-$.datepicker._get(t,"stepMonths"),"M");break;case 34:$.datepicker._adjustDate(e.target,e.ctrlKey?+$.datepicker._get(t,"stepBigMonths"):+$.datepicker._get(t,"stepMonths"),"M");break;case 35:(e.ctrlKey||e.metaKey)&&$.datepicker._clearDate(e.target),n=e.ctrlKey||e.metaKey;break;case 36:(e.ctrlKey||e.metaKey)&&$.datepicker._gotoToday(e.target),n=e.ctrlKey||e.metaKey;break;case 37:(e.ctrlKey||e.metaKey)&&$.datepicker._adjustDate(e.target,r?1:-1,"D"),n=e.ctrlKey||e.metaKey,e.originalEvent.altKey&&$.datepicker._adjustDate(e.target,e.ctrlKey?-$.datepicker._get(t,"stepBigMonths"):-$.datepicker._get(t,"stepMonths"),"M");break;case 38:(e.ctrlKey||e.metaKey)&&$.datepicker._adjustDate(e.target,-7,"D"),n=e.ctrlKey||e.metaKey;break;case 39:(e.ctrlKey||e.metaKey)&&$.datepicker._adjustDate(e.target,r?-1:1,"D"),n=e.ctrlKey||e.metaKey,e.originalEvent.altKey&&$.datepicker._adjustDate(e.target,e.ctrlKey?+$.datepicker._get(t,"stepBigMonths"):+$.datepicker._get(t,"stepMonths"),"M");break;case 40:(e.ctrlKey||e.metaKey)&&$.datepicker._adjustDate(e.target,7,"D"),n=e.ctrlKey||e.metaKey;break;default:n=!1}else e.keyCode==36&&e.ctrlKey?$.datepicker._showDatepicker(this):n=!1;n&&(e.preventDefault(),e.stopPropagation())},_doKeyPress:function(e){var t=$.datepicker._getInst(e.target);if($.datepicker._get(t,"constrainInput")){var n=$.datepicker._possibleChars($.datepicker._get(t,"dateFormat")),r=String.fromCharCode(e.charCode==undefined?e.keyCode:e.charCode);return e.ctrlKey||e.metaKey||r<" "||!n||n.indexOf(r)>-1}},_doKeyUp:function(e){var t=$.datepicker._getInst(e.target);if(t.input.val()!=t.lastVal)try{var n=$.datepicker.parseDate($.datepicker._get(t,"dateFormat"),t.input?t.input.val():null,$.datepicker._getFormatConfig(t));n&&($.datepicker._setDateFromField(t),$.datepicker._updateAlternate(t),$.datepicker._updateDatepicker(t))}catch(r){$.datepicker.log(r)}return!0},_showDatepicker:function(e){e=e.target||e,e.nodeName.toLowerCase()!="input"&&(e=$("input",e.parentNode)[0]);if($.datepicker._isDisabledDatepicker(e)||$.datepicker._lastInput==e)return;var t=$.datepicker._getInst(e);$.datepicker._curInst&&$.datepicker._curInst!=t&&($.datepicker._curInst.dpDiv.stop(!0,!0),t&&$.datepicker._datepickerShowing&&$.datepicker._hideDatepicker($.datepicker._curInst.input[0]));var n=$.datepicker._get(t,"beforeShow"),r=n?n.apply(e,[e,t]):{};if(r===!1)return;extendRemove(t.settings,r),t.lastVal=null,$.datepicker._lastInput=e,$.datepicker._setDateFromField(t),$.datepicker._inDialog&&(e.value=""),$.datepicker._pos||($.datepicker._pos=$.datepicker._findPos(e),$.datepicker._pos[1]+=e.offsetHeight);var i=!1;$(e).parents().each(function(){return i|=$(this).css("position")=="fixed",!i});var s={left:$.datepicker._pos[0],top:$.datepicker._pos[1]};$.datepicker._pos=null,t.dpDiv.empty(),t.dpDiv.css({position:"absolute",display:"block",top:"-1000px"}),$.datepicker._updateDatepicker(t),s=$.datepicker._checkOffset(t,s,i),t.dpDiv.css({position:$.datepicker._inDialog&&$.blockUI?"static":i?"fixed":"absolute",display:"none",left:s.left+"px",top:s.top+"px"});if(!t.inline){var o=$.datepicker._get(t,"showAnim"),u=$.datepicker._get(t,"duration"),a=function(){var e=t.dpDiv.find("iframe.ui-datepicker-cover");if(!!e.length){var n=$.datepicker._getBorders(t.dpDiv);e.css({left:-n[0],top:-n[1],width:t.dpDiv.outerWidth(),height:t.dpDiv.outerHeight()})}};t.dpDiv.zIndex($(e).zIndex()+1),$.datepicker._datepickerShowing=!0,$.effects&&($.effects.effect[o]||$.effects[o])?t.dpDiv.show(o,$.datepicker._get(t,"showOptions"),u,a):t.dpDiv[o||"show"](o?u:null,a),(!o||!u)&&a(),t.input.is(":visible")&&!t.input.is(":disabled")&&t.input.focus(),$.datepicker._curInst=t}},_updateDatepicker:function(e){this.maxRows=4;var t=$.datepicker._getBorders(e.dpDiv);instActive=e,e.dpDiv.empty().append(this._generateHTML(e)),this._attachHandlers(e);var n=e.dpDiv.find("iframe.ui-datepicker-cover");!n.length||n.css({left:-t[0],top:-t[1],width:e.dpDiv.outerWidth(),height:e.dpDiv.outerHeight()}),e.dpDiv.find("."+this._dayOverClass+" a").mouseover();var r=this._getNumberOfMonths(e),i=r[1],s=17;e.dpDiv.removeClass("ui-datepicker-multi-2 ui-datepicker-multi-3 ui-datepicker-multi-4").width(""),i>1&&e.dpDiv.addClass("ui-datepicker-multi-"+i).css("width",s*i+"em"),e.dpDiv[(r[0]!=1||r[1]!=1?"add":"remove")+"Class"]("ui-datepicker-multi"),e.dpDiv[(this._get(e,"isRTL")?"add":"remove")+"Class"]("ui-datepicker-rtl"),e==$.datepicker._curInst&&$.datepicker._datepickerShowing&&e.input&&e.input.is(":visible")&&!e.input.is(":disabled")&&e.input[0]!=document.activeElement&&e.input.focus();if(e.yearshtml){var o=e.yearshtml;setTimeout(function(){o===e.yearshtml&&e.yearshtml&&e.dpDiv.find("select.ui-datepicker-year:first").replaceWith(e.yearshtml),o=e.yearshtml=null},0)}},_getBorders:function(e){var t=function(e){return{thin:1,medium:2,thick:3}[e]||e};return[parseFloat(t(e.css("border-left-width"))),parseFloat(t(e.css("border-top-width")))]},_checkOffset:function(e,t,n){var r=e.dpDiv.outerWidth(),i=e.dpDiv.outerHeight(),s=e.input?e.input.outerWidth():0,o=e.input?e.input.outerHeight():0,u=document.documentElement.clientWidth+(n?0:$(document).scrollLeft()),a=document.documentElement.clientHeight+(n?0:$(document).scrollTop());return t.left-=this._get(e,"isRTL")?r-s:0,t.left-=n&&t.left==e.input.offset().left?$(document).scrollLeft():0,t.top-=n&&t.top==e.input.offset().top+o?$(document).scrollTop():0,t.left-=Math.min(t.left,t.left+r>u&&u>r?Math.abs(t.left+r-u):0),t.top-=Math.min(t.top,t.top+i>a&&a>i?Math.abs(i+o):0),t},_findPos:function(e){var t=this._getInst(e),n=this._get(t,"isRTL");while(e&&(e.type=="hidden"||e.nodeType!=1||$.expr.filters.hidden(e)))e=e[n?"previousSibling":"nextSibling"];var r=$(e).offset();return[r.left,r.top]},_hideDatepicker:function(e){var t=this._curInst;if(!t||e&&t!=$.data(e,PROP_NAME))return;if(this._datepickerShowing){var n=this._get(t,"showAnim"),r=this._get(t,"duration"),i=function(){$.datepicker._tidyDialog(t)};$.effects&&($.effects.effect[n]||$.effects[n])?t.dpDiv.hide(n,$.datepicker._get(t,"showOptions"),r,i):t.dpDiv[n=="slideDown"?"slideUp":n=="fadeIn"?"fadeOut":"hide"](n?r:null,i),n||i(),this._datepickerShowing=!1;var s=this._get(t,"onClose");s&&s.apply(t.input?t.input[0]:null,[t.input?t.input.val():"",t]),this._lastInput=null,this._inDialog&&(this._dialogInput.css({position:"absolute",left:"0",top:"-100px"}),$.blockUI&&($.unblockUI(),$("body").append(this.dpDiv))),this._inDialog=!1}},_tidyDialog:function(e){e.dpDiv.removeClass(this._dialogClass).unbind(".ui-datepicker-calendar")},_checkExternalClick:function(e){if(!$.datepicker._curInst)return;var t=$(e.target),n=$.datepicker._getInst(t[0]);(t[0].id!=$.datepicker._mainDivId&&t.parents("#"+$.datepicker._mainDivId).length==0&&!t.hasClass($.datepicker.markerClassName)&&!t.closest("."+$.datepicker._triggerClass).length&&$.datepicker._datepickerShowing&&(!$.datepicker._inDialog||!$.blockUI)||t.hasClass($.datepicker.markerClassName)&&$.datepicker._curInst!=n)&&$.datepicker._hideDatepicker()},_adjustDate:function(e,t,n){var r=$(e),i=this._getInst(r[0]);if(this._isDisabledDatepicker(r[0]))return;this._adjustInstDate(i,t+(n=="M"?this._get(i,"showCurrentAtPos"):0),n),this._updateDatepicker(i)},_gotoToday:function(e){var t=$(e),n=this._getInst(t[0]);if(this._get(n,"gotoCurrent")&&n.currentDay)n.selectedDay=n.currentDay,n.drawMonth=n.selectedMonth=n.currentMonth,n.drawYear=n.selectedYear=n.currentYear;else{var r=new Date;n.selectedDay=r.getDate(),n.drawMonth=n.selectedMonth=r.getMonth(),n.drawYear=n.selectedYear=r.getFullYear()}this._notifyChange(n),this._adjustDate(t)},_selectMonthYear:function(e,t,n){var r=$(e),i=this._getInst(r[0]);i["selected"+(n=="M"?"Month":"Year")]=i["draw"+(n=="M"?"Month":"Year")]=parseInt(t.options[t.selectedIndex].value,10),this._notifyChange(i),this._adjustDate(r)},_selectDay:function(e,t,n,r){var i=$(e);if($(r).hasClass(this._unselectableClass)||this._isDisabledDatepicker(i[0]))return;var s=this._getInst(i[0]);s.selectedDay=s.currentDay=$("a",r).html(),s.selectedMonth=s.currentMonth=t,s.selectedYear=s.currentYear=n,this._selectDate(e,this._formatDate(s,s.currentDay,s.currentMonth,s.currentYear))},_clearDate:function(e){var t=$(e),n=this._getInst(t[0]);this._selectDate(t,"")},_selectDate:function(e,t){var n=$(e),r=this._getInst(n[0]);t=t!=null?t:this._formatDate(r),r.input&&r.input.val(t),this._updateAlternate(r);var i=this._get(r,"onSelect");i?i.apply(r.input?r.input[0]:null,[t,r]):r.input&&r.input.trigger("change"),r.inline?this._updateDatepicker(r):(this._hideDatepicker(),this._lastInput=r.input[0],typeof r.input[0]!="object"&&r.input.focus(),this._lastInput=null)},_updateAlternate:function(e){var t=this._get(e,"altField");if(t){var n=this._get(e,"altFormat")||this._get(e,"dateFormat"),r=this._getDate(e),i=this.formatDate(n,r,this._getFormatConfig(e));$(t).each(function(){$(this).val(i)})}},noWeekends:function(e){var t=e.getDay();return[t>0&&t<6,""]},iso8601Week:function(e){var t=new Date(e.getTime());t.setDate(t.getDate()+4-(t.getDay()||7));var n=t.getTime();return t.setMonth(0),t.setDate(1),Math.floor(Math.round((n-t)/864e5)/7)+1},parseDate:function(e,t,n){if(e==null||t==null)throw"Invalid arguments";t=typeof t=="object"?t.toString():t+"";if(t=="")return null;var r=(n?n.shortYearCutoff:null)||this._defaults.shortYearCutoff;r=typeof r!="string"?r:(new Date).getFullYear()%100+parseInt(r,10);var i=(n?n.dayNamesShort:null)||this._defaults.dayNamesShort,s=(n?n.dayNames:null)||this._defaults.dayNames,o=(n?n.monthNamesShort:null)||this._defaults.monthNamesShort,u=(n?n.monthNames:null)||this._defaults.monthNames,a=-1,f=-1,l=-1,c=-1,h=!1,p=function(t){var n=y+1<e.length&&e.charAt(y+1)==t;return n&&y++,n},d=function(e){var n=p(e),r=e=="@"?14:e=="!"?20:e=="y"&&n?4:e=="o"?3:2,i=new RegExp("^\\d{1,"+r+"}"),s=t.substring(g).match(i);if(!s)throw"Missing number at position "+g;return g+=s[0].length,parseInt(s[0],10)},v=function(e,n,r){var i=$.map(p(e)?r:n,function(e,t){return[[t,e]]}).sort(function(e,t){return-(e[1].length-t[1].length)}),s=-1;$.each(i,function(e,n){var r=n[1];if(t.substr(g,r.length).toLowerCase()==r.toLowerCase())return s=n[0],g+=r.length,!1});if(s!=-1)return s+1;throw"Unknown name at position "+g},m=function(){if(t.charAt(g)!=e.charAt(y))throw"Unexpected literal at position "+g;g++},g=0;for(var y=0;y<e.length;y++)if(h)e.charAt(y)=="'"&&!p("'")?h=!1:m();else switch(e.charAt(y)){case"d":l=d("d");break;case"D":v("D",i,s);break;case"o":c=d("o");break;case"m":f=d("m");break;case"M":f=v("M",o,u);break;case"y":a=d("y");break;case"@":var b=new Date(d("@"));a=b.getFullYear(),f=b.getMonth()+1,l=b.getDate();break;case"!":var b=new Date((d("!")-this._ticksTo1970)/1e4);a=b.getFullYear(),f=b.getMonth()+1,l=b.getDate();break;case"'":p("'")?m():h=!0;break;default:m()}if(g<t.length){var w=t.substr(g);if(!/^\s+/.test(w))throw"Extra/unparsed characters found in date: "+w}a==-1?a=(new Date).getFullYear():a<100&&(a+=(new Date).getFullYear()-(new Date).getFullYear()%100+(a<=r?0:-100));if(c>-1){f=1,l=c;do{var E=this._getDaysInMonth(a,f-1);if(l<=E)break;f++,l-=E}while(!0)}var b=this._daylightSavingAdjust(new Date(a,f-1,l));if(b.getFullYear()!=a||b.getMonth()+1!=f||b.getDate()!=l)throw"Invalid date";return b},ATOM:"yy-mm-dd",COOKIE:"D, dd M yy",ISO_8601:"yy-mm-dd",RFC_822:"D, d M y",RFC_850:"DD, dd-M-y",RFC_1036:"D, d M y",RFC_1123:"D, d M yy",RFC_2822:"D, d M yy",RSS:"D, d M y",TICKS:"!",TIMESTAMP:"@",W3C:"yy-mm-dd",_ticksTo1970:(718685+Math.floor(492.5)-Math.floor(19.7)+Math.floor(4.925))*24*60*60*1e7,formatDate:function(e,t,n){if(!t)return"";var r=(n?n.dayNamesShort:null)||this._defaults.dayNamesShort,i=(n?n.dayNames:null)||this._defaults.dayNames,s=(n?n.monthNamesShort:null)||this._defaults.monthNamesShort,o=(n?n.monthNames:null)||this._defaults.monthNames,u=function(t){var n=h+1<e.length&&e.charAt(h+1)==t;return n&&h++,n},a=function(e,t,n){var r=""+t;if(u(e))while(r.length<n)r="0"+r;return r},f=function(e,t,n,r){return u(e)?r[t]:n[t]},l="",c=!1;if(t)for(var h=0;h<e.length;h++)if(c)e.charAt(h)=="'"&&!u("'")?c=!1:l+=e.charAt(h);else switch(e.charAt(h)){case"d":l+=a("d",t.getDate(),2);break;case"D":l+=f("D",t.getDay(),r,i);break;case"o":l+=a("o",Math.round(((new Date(t.getFullYear(),t.getMonth(),t.getDate())).getTime()-(new Date(t.getFullYear(),0,0)).getTime())/864e5),3);break;case"m":l+=a("m",t.getMonth()+1,2);break;case"M":l+=f("M",t.getMonth(),s,o);break;case"y":l+=u("y")?t.getFullYear():(t.getYear()%100<10?"0":"")+t.getYear()%100;break;case"@":l+=t.getTime();break;case"!":l+=t.getTime()*1e4+this._ticksTo1970;break;case"'":u("'")?l+="'":c=!0;break;default:l+=e.charAt(h)}return l},_possibleChars:function(e){var t="",n=!1,r=function(t){var n=i+1<e.length&&e.charAt(i+1)==t;return n&&i++,n};for(var i=0;i<e.length;i++)if(n)e.charAt(i)=="'"&&!r("'")?n=!1:t+=e.charAt(i);else switch(e.charAt(i)){case"d":case"m":case"y":case"@":t+="0123456789";break;case"D":case"M":return null;case"'":r("'")?t+="'":n=!0;break;default:t+=e.charAt(i)}return t},_get:function(e,t){return e.settings[t]!==undefined?e.settings[t]:this._defaults[t]},_setDateFromField:function(e,t){if(e.input.val()==e.lastVal)return;var n=this._get(e,"dateFormat"),r=e.lastVal=e.input?e.input.val():null,i,s;i=s=this._getDefaultDate(e);var o=this._getFormatConfig(e);try{i=this.parseDate(n,r,o)||s}catch(u){this.log(u),r=t?"":r}e.selectedDay=i.getDate(),e.drawMonth=e.selectedMonth=i.getMonth(),e.drawYear=e.selectedYear=i.getFullYear(),e.currentDay=r?i.getDate():0,e.currentMonth=r?i.getMonth():0,e.currentYear=r?i.getFullYear():0,this._adjustInstDate(e)},_getDefaultDate:function(e){return this._restrictMinMax(e,this._determineDate(e,this._get(e,"defaultDate"),new Date))},_determineDate:function(e,t,n){var r=function(e){var t=new Date;return t.setDate(t.getDate()+e),t},i=function(t){try{return $.datepicker.parseDate($.datepicker._get(e,"dateFormat"),t,$.datepicker._getFormatConfig(e))}catch(n){}var r=(t.toLowerCase().match(/^c/)?$.datepicker._getDate(e):null)||new Date,i=r.getFullYear(),s=r.getMonth(),o=r.getDate(),u=/([+-]?[0-9]+)\s*(d|D|w|W|m|M|y|Y)?/g,a=u.exec(t);while(a){switch(a[2]||"d"){case"d":case"D":o+=parseInt(a[1],10);break;case"w":case"W":o+=parseInt(a[1],10)*7;break;case"m":case"M":s+=parseInt(a[1],10),o=Math.min(o,$.datepicker._getDaysInMonth(i,s));break;case"y":case"Y":i+=parseInt(a[1],10),o=Math.min(o,$.datepicker._getDaysInMonth(i,s))}a=u.exec(t)}return new Date(i,s,o)},s=t==null||t===""?n:typeof t=="string"?i(t):typeof t=="number"?isNaN(t)?n:r(t):new Date(t.getTime());return s=s&&s.toString()=="Invalid Date"?n:s,s&&(s.setHours(0),s.setMinutes(0),s.setSeconds(0),s.setMilliseconds(0)),this._daylightSavingAdjust(s)},_daylightSavingAdjust:function(e){return e?(e.setHours(e.getHours()>12?e.getHours()+2:0),e):null},_setDate:function(e,t,n){var r=!t,i=e.selectedMonth,s=e.selectedYear,o=this._restrictMinMax(e,this._determineDate(e,t,new Date));e.selectedDay=e.currentDay=o.getDate(),e.drawMonth=e.selectedMonth=e.currentMonth=o.getMonth(),e.drawYear=e.selectedYear=e.currentYear=o.getFullYear(),(i!=e.selectedMonth||s!=e.selectedYear)&&!n&&this._notifyChange(e),this._adjustInstDate(e),e.input&&e.input.val(r?"":this._formatDate(e))},_getDate:function(e){var t=!e.currentYear||e.input&&e.input.val()==""?null:this._daylightSavingAdjust(new Date(e.currentYear,e.currentMonth,e.currentDay));return t},_attachHandlers:function(e){var t=this._get(e,"stepMonths"),n="#"+e.id.replace(/\\\\/g,"\\");e.dpDiv.find("[data-handler]").map(function(){var e={prev:function(){window["DP_jQuery_"+dpuuid].datepicker._adjustDate(n,-t,"M")},next:function(){window["DP_jQuery_"+dpuuid].datepicker._adjustDate(n,+t,"M")},hide:function(){window["DP_jQuery_"+dpuuid].datepicker._hideDatepicker()},today:function(){window["DP_jQuery_"+dpuuid].datepicker._gotoToday(n)},selectDay:function(){return window["DP_jQuery_"+dpuuid].datepicker._selectDay(n,+this.getAttribute("data-month"),+this.getAttribute("data-year"),this),!1},selectMonth:function(){return window["DP_jQuery_"+dpuuid].datepicker._selectMonthYear(n,this,"M"),!1},selectYear:function(){return window["DP_jQuery_"+dpuuid].datepicker._selectMonthYear(n,this,"Y"),!1}};$(this).bind(this.getAttribute("data-event"),e[this.getAttribute("data-handler")])})},_generateHTML:function(e){var t=new Date;t=this._daylightSavingAdjust(new Date(t.getFullYear(),t.getMonth(),t.getDate()));var n=this._get(e,"isRTL"),r=this._get(e,"showButtonPanel"),i=this._get(e,"hideIfNoPrevNext"),s=this._get(e,"navigationAsDateFormat"),o=this._getNumberOfMonths(e),u=this._get(e,"showCurrentAtPos"),a=this._get(e,"stepMonths"),f=o[0]!=1||o[1]!=1,l=this._daylightSavingAdjust(e.currentDay?new Date(e.currentYear,e.currentMonth,e.currentDay):new Date(9999,9,9)),c=this._getMinMaxDate(e,"min"),h=this._getMinMaxDate(e,"max"),p=e.drawMonth-u,d=e.drawYear;p<0&&(p+=12,d--);if(h){var v=this._daylightSavingAdjust(new Date(h.getFullYear(),h.getMonth()-o[0]*o[1]+1,h.getDate()));v=c&&v<c?c:v;while(this._daylightSavingAdjust(new Date(d,p,1))>v)p--,p<0&&(p=11,d--)}e.drawMonth=p,e.drawYear=d;var m=this._get(e,"prevText");m=s?this.formatDate(m,this._daylightSavingAdjust(new Date(d,p-a,1)),this._getFormatConfig(e)):m;var g=this._canAdjustMonth(e,-1,d,p)?'<a class="ui-datepicker-prev ui-corner-all" data-handler="prev" data-event="click" title="'+m+'"><span class="ui-icon ui-icon-circle-triangle-'+(n?"e":"w")+'">'+m+"</span></a>":i?"":'<a class="ui-datepicker-prev ui-corner-all ui-state-disabled" title="'+m+'"><span class="ui-icon ui-icon-circle-triangle-'+(n?"e":"w")+'">'+m+"</span></a>",y=this._get(e,"nextText");y=s?this.formatDate(y,this._daylightSavingAdjust(new Date(d,p+a,1)),this._getFormatConfig(e)):y;var b=this._canAdjustMonth(e,1,d,p)?'<a class="ui-datepicker-next ui-corner-all" data-handler="next" data-event="click" title="'+y+'"><span class="ui-icon ui-icon-circle-triangle-'+(n?"w":"e")+'">'+y+"</span></a>":i?"":'<a class="ui-datepicker-next ui-corner-all ui-state-disabled" title="'+y+'"><span class="ui-icon ui-icon-circle-triangle-'+(n?"w":"e")+'">'+y+"</span></a>",w=this._get(e,"currentText"),E=this._get(e,"gotoCurrent")&&e.currentDay?l:t;w=s?this.formatDate(w,E,this._getFormatConfig(e)):w;var S=e.inline?"":'<button type="button" class="ui-datepicker-close ui-state-default ui-priority-primary ui-corner-all" data-handler="hide" data-event="click">'+this._get(e,"closeText")+"</button>",x=r?'<div class="ui-datepicker-buttonpane ui-widget-content">'+(n?S:"")+(this._isInRange(e,E)?'<button type="button" class="ui-datepicker-current ui-state-default ui-priority-secondary ui-corner-all" data-handler="today" data-event="click">'+w+"</button>":"")+(n?"":S)+"</div>":"",T=parseInt(this._get(e,"firstDay"),10);T=isNaN(T)?0:T;var N=this._get(e,"showWeek"),C=this._get(e,"dayNames"),k=this._get(e,"dayNamesShort"),L=this._get(e,"dayNamesMin"),A=this._get(e,"monthNames"),O=this._get(e,"monthNamesShort"),M=this._get(e,"beforeShowDay"),_=this._get(e,"showOtherMonths"),D=this._get(e,"selectOtherMonths"),P=this._get(e,"calculateWeek")||this.iso8601Week,H=this._getDefaultDate(e),B="";for(var j=0;j<o[0];j++){var F="";this.maxRows=4;for(var I=0;I<o[1];I++){var q=this._daylightSavingAdjust(new Date(d,p,e.selectedDay)),R=" ui-corner-all",U="";if(f){U+='<div class="ui-datepicker-group';if(o[1]>1)switch(I){case 0:U+=" ui-datepicker-group-first",R=" ui-corner-"+(n?"right":"left");break;case o[1]-1:U+=" ui-datepicker-group-last",R=" ui-corner-"+(n?"left":"right");break;default:U+=" ui-datepicker-group-middle",R=""}U+='">'}U+='<div class="ui-datepicker-header ui-widget-header ui-helper-clearfix'+R+'">'+(/all|left/.test(R)&&j==0?n?b:g:"")+(/all|right/.test(R)&&j==0?n?g:b:"")+this._generateMonthYearHeader(e,p,d,c,h,j>0||I>0,A,O)+'</div><table class="ui-datepicker-calendar"><thead>'+"<tr>";var z=N?'<th class="ui-datepicker-week-col">'+this._get(e,"weekHeader")+"</th>":"";for(var W=0;W<7;W++){var X=(W+T)%7;z+="<th"+((W+T+6)%7>=5?' class="ui-datepicker-week-end"':"")+">"+'<span title="'+C[X]+'">'+L[X]+"</span></th>"}U+=z+"</tr></thead><tbody>";var V=this._getDaysInMonth(d,p);d==e.selectedYear&&p==e.selectedMonth&&(e.selectedDay=Math.min(e.selectedDay,V));var J=(this._getFirstDayOfMonth(d,p)-T+7)%7,K=Math.ceil((J+V)/7),Q=f?this.maxRows>K?this.maxRows:K:K;this.maxRows=Q;var G=this._daylightSavingAdjust(new Date(d,p,1-J));for(var Y=0;Y<Q;Y++){U+="<tr>";var Z=N?'<td class="ui-datepicker-week-col">'+this._get(e,"calculateWeek")(G)+"</td>":"";for(var W=0;W<7;W++){var et=M?M.apply(e.input?e.input[0]:null,[G]):[!0,""],tt=G.getMonth()!=p,nt=tt&&!D||!et[0]||c&&G<c||h&&G>h;Z+='<td class="'+((W+T+6)%7>=5?" ui-datepicker-week-end":"")+(tt?" ui-datepicker-other-month":"")+(G.getTime()==q.getTime()&&p==e.selectedMonth&&e._keyEvent||H.getTime()==G.getTime()&&H.getTime()==q.getTime()?" "+this._dayOverClass:"")+(nt?" "+this._unselectableClass+" ui-state-disabled":"")+(tt&&!_?"":" "+et[1]+(G.getTime()==l.getTime()?" "+this._currentClass:"")+(G.getTime()==t.getTime()?" ui-datepicker-today":""))+'"'+((!tt||_)&&et[2]?' title="'+et[2]+'"':"")+(nt?"":' data-handler="selectDay" data-event="click" data-month="'+G.getMonth()+'" data-year="'+G.getFullYear()+'"')+">"+(tt&&!_?"&#xa0;":nt?'<span class="ui-state-default">'+G.getDate()+"</span>":'<a class="ui-state-default'+(G.getTime()==t.getTime()?" ui-state-highlight":"")+(G.getTime()==l.getTime()?" ui-state-active":"")+(tt?" ui-priority-secondary":"")+'" href="#">'+G.getDate()+"</a>")+"</td>",G.setDate(G.getDate()+1),G=this._daylightSavingAdjust(G)}U+=Z+"</tr>"}p++,p>11&&(p=0,d++),U+="</tbody></table>"+(f?"</div>"+(o[0]>0&&I==o[1]-1?'<div class="ui-datepicker-row-break"></div>':""):""),F+=U}B+=F}return B+=x+($.ui.ie6&&!e.inline?'<iframe src="javascript:false;" class="ui-datepicker-cover" frameborder="0"></iframe>':""),e._keyEvent=!1,B},_generateMonthYearHeader:function(e,t,n,r,i,s,o,u){var a=this._get(e,"changeMonth"),f=this._get(e,"changeYear"),l=this._get(e,"showMonthAfterYear"),c='<div class="ui-datepicker-title">',h="";if(s||!a)h+='<span class="ui-datepicker-month">'+o[t]+"</span>";else{var p=r&&r.getFullYear()==n,d=i&&i.getFullYear()==n;h+='<select class="ui-datepicker-month" data-handler="selectMonth" data-event="change">';for(var v=0;v<12;v++)(!p||v>=r.getMonth())&&(!d||v<=i.getMonth())&&(h+='<option value="'+v+'"'+(v==t?' selected="selected"':"")+">"+u[v]+"</option>");h+="</select>"}l||(c+=h+(s||!a||!f?"&#xa0;":""));if(!e.yearshtml){e.yearshtml="";if(s||!f)c+='<span class="ui-datepicker-year">'+n+"</span>";else{var m=this._get(e,"yearRange").split(":"),g=(new Date).getFullYear(),y=function(e){var t=e.match(/c[+-].*/)?n+parseInt(e.substring(1),10):e.match(/[+-].*/)?g+parseInt(e,10):parseInt(e,10);return isNaN(t)?g:t},b=y(m[0]),w=Math.max(b,y(m[1]||""));b=r?Math.max(b,r.getFullYear()):b,w=i?Math.min(w,i.getFullYear()):w,e.yearshtml+='<select class="ui-datepicker-year" data-handler="selectYear" data-event="change">';for(;b<=w;b++)e.yearshtml+='<option value="'+b+'"'+(b==n?' selected="selected"':"")+">"+b+"</option>";e.yearshtml+="</select>",c+=e.yearshtml,e.yearshtml=null}}return c+=this._get(e,"yearSuffix"),l&&(c+=(s||!a||!f?"&#xa0;":"")+h),c+="</div>",c},_adjustInstDate:function(e,t,n){var r=e.drawYear+(n=="Y"?t:0),i=e.drawMonth+(n=="M"?t:0),s=Math.min(e.selectedDay,this._getDaysInMonth(r,i))+(n=="D"?t:0),o=this._restrictMinMax(e,this._daylightSavingAdjust(new Date(r,i,s)));e.selectedDay=o.getDate(),e.drawMonth=e.selectedMonth=o.getMonth(),e.drawYear=e.selectedYear=o.getFullYear(),(n=="M"||n=="Y")&&this._notifyChange(e)},_restrictMinMax:function(e,t){var n=this._getMinMaxDate(e,"min"),r=this._getMinMaxDate(e,"max"),i=n&&t<n?n:t;return i=r&&i>r?r:i,i},_notifyChange:function(e){var t=this._get(e,"onChangeMonthYear");t&&t.apply(e.input?e.input[0]:null,[e.selectedYear,e.selectedMonth+1,e])},_getNumberOfMonths:function(e){var t=this._get(e,"numberOfMonths");return t==null?[1,1]:typeof t=="number"?[1,t]:t},_getMinMaxDate:function(e,t){return this._determineDate(e,this._get(e,t+"Date"),null)},_getDaysInMonth:function(e,t){return 32-this._daylightSavingAdjust(new Date(e,t,32)).getDate()},_getFirstDayOfMonth:function(e,t){return(new Date(e,t,1)).getDay()},_canAdjustMonth:function(e,t,n,r){var i=this._getNumberOfMonths(e),s=this._daylightSavingAdjust(new Date(n,r+(t<0?t:i[0]*i[1]),1));return t<0&&s.setDate(this._getDaysInMonth(s.getFullYear(),s.getMonth())),this._isInRange(e,s)},_isInRange:function(e,t){var n=this._getMinMaxDate(e,"min"),r=this._getMinMaxDate(e,"max");return(!n||t.getTime()>=n.getTime())&&(!r||t.getTime()<=r.getTime())},_getFormatConfig:function(e){var t=this._get(e,"shortYearCutoff");return t=typeof t!="string"?t:(new Date).getFullYear()%100+parseInt(t,10),{shortYearCutoff:t,dayNamesShort:this._get(e,"dayNamesShort"),dayNames:this._get(e,"dayNames"),monthNamesShort:this._get(e,"monthNamesShort"),monthNames:this._get(e,"monthNames")}},_formatDate:function(e,t,n,r){t||(e.currentDay=e.selectedDay,e.currentMonth=e.selectedMonth,e.currentYear=e.selectedYear);var i=t?typeof t=="object"?t:this._daylightSavingAdjust(new Date(r,n,t)):this._daylightSavingAdjust(new Date(e.currentYear,e.currentMonth,e.currentDay));return this.formatDate(this._get(e,"dateFormat"),i,this._getFormatConfig(e))}}),$.fn.datepicker=function(e){if(!this.length)return this;$.datepicker.initialized||($(document).mousedown($.datepicker._checkExternalClick).find(document.body).append($.datepicker.dpDiv),$.datepicker.initialized=!0);var t=Array.prototype.slice.call(arguments,1);return typeof e!="string"||e!="isDisabled"&&e!="getDate"&&e!="widget"?e=="option"&&arguments.length==2&&typeof arguments[1]=="string"?$.datepicker["_"+e+"Datepicker"].apply($.datepicker,[this[0]].concat(t)):this.each(function(){typeof e=="string"?$.datepicker["_"+e+"Datepicker"].apply($.datepicker,[this].concat(t)):$.datepicker._attachDatepicker(this,e)}):$.datepicker["_"+e+"Datepicker"].apply($.datepicker,[this[0]].concat(t))},$.datepicker=new Datepicker,$.datepicker.initialized=!1,$.datepicker.uuid=(new Date).getTime(),$.datepicker.version="1.9.2",window["DP_jQuery_"+dpuuid]=$}(jQuery),function(e,t){var n="ui-dialog ui-widget ui-widget-content ui-corner-all ",r={buttons:!0,height:!0,maxHeight:!0,maxWidth:!0,minHeight:!0,minWidth:!0,width:!0},i={maxHeight:!0,maxWidth:!0,minHeight:!0,minWidth:!0};e.widget("ui.dialog",{version:"1.9.2",options:{autoOpen:!0,buttons:{},closeOnEscape:!0,closeText:"close",dialogClass:"",draggable:!0,hide:null,height:"auto",maxHeight:!1,maxWidth:!1,minHeight:150,minWidth:150,modal:!1,position:{my:"center",at:"center",of:window,collision:"fit",using:function(t){var n=e(this).css(t).offset().top;n<0&&e(this).css("top",t.top-n)}},resizable:!0,show:null,stack:!0,title:"",width:300,zIndex:1e3},_create:function(){this.originalTitle=this.element.attr("title"),typeof this.originalTitle!="string"&&(this.originalTitle=""),this.oldPosition={parent:this.element.parent(),index:this.element.parent().children().index(this.element)},this.options.title=this.options.title||this.originalTitle;var t=this,r=this.options,i=r.title||"&#160;",s,o,u,a,f;s=(this.uiDialog=e("<div>")).addClass(n+r.dialogClass).css({display:"none",outline:0,zIndex:r.zIndex}).attr("tabIndex",-1).keydown(function(n){r.closeOnEscape&&!n.isDefaultPrevented()&&n.keyCode&&n.keyCode===e.ui.keyCode.ESCAPE&&(t.close(n),n.preventDefault())}).mousedown(function(e){t.moveToTop(!1,e)}).appendTo("body"),this.element.show().removeAttr("title").addClass("ui-dialog-content ui-widget-content").appendTo(s),o=(this.uiDialogTitlebar=e("<div>")).addClass("ui-dialog-titlebar  ui-widget-header  ui-corner-all  ui-helper-clearfix").bind("mousedown",function(){s.focus()}).prependTo(s),u=e("<a href='#'></a>").addClass("ui-dialog-titlebar-close  ui-corner-all").attr("role","button").click(function(e){e.preventDefault(),t.close(e)}).appendTo(o),(this.uiDialogTitlebarCloseText=e("<span>")).addClass("ui-icon ui-icon-closethick").text(r.closeText).appendTo(u),a=e("<span>").uniqueId().addClass("ui-dialog-title").html(i).prependTo(o),f=(this.uiDialogButtonPane=e("<div>")).addClass("ui-dialog-buttonpane ui-widget-content ui-helper-clearfix"),(this.uiButtonSet=e("<div>")).addClass("ui-dialog-buttonset").appendTo(f),s.attr({role:"dialog","aria-labelledby":a.attr("id")}),o.find("*").add(o).disableSelection(),this._hoverable(u),this._focusable(u),r.draggable&&e.fn.draggable&&this._makeDraggable(),r.resizable&&e.fn.resizable&&this._makeResizable(),this._createButtons(r.buttons),this._isOpen=!1,e.fn.bgiframe&&s.bgiframe(),this._on(s,{keydown:function(t){if(!r.modal||t.keyCode!==e.ui.keyCode.TAB)return;var n=e(":tabbable",s),i=n.filter(":first"),o=n.filter(":last");if(t.target===o[0]&&!t.shiftKey)return i.focus(1),!1;if(t.target===i[0]&&t.shiftKey)return o.focus(1),!1}})},_init:function(){this.options.autoOpen&&this.open()},_destroy:function(){var e,t=this.oldPosition;this.overlay&&this.overlay.destroy(),this.uiDialog.hide(),this.element.removeClass("ui-dialog-content ui-widget-content").hide().appendTo("body"),this.uiDialog.remove(),this.originalTitle&&this.element.attr("title",this.originalTitle),e=t.parent.children().eq(t.index),e.length&&e[0]!==this.element[0]?e.before(this.element):t.parent.append(this.element)},widget:function(){return this.uiDialog},close:function(t){var n=this,r,i;if(!this._isOpen)return;if(!1===this._trigger("beforeClose",t))return;return this._isOpen=!1,this.overlay&&this.overlay.destroy(),this.options.hide?this._hide(this.uiDialog,this.options.hide,function(){n._trigger("close",t)}):(this.uiDialog.hide(),this._trigger("close",t)),e.ui.dialog.overlay.resize(),this.options.modal&&(r=0,e(".ui-dialog").each(function(){this!==n.uiDialog[0]&&(i=e(this).css("z-index"),isNaN(i)||(r=Math.max(r,i)))}),e.ui.dialog.maxZ=r),this},isOpen:function(){return this._isOpen},moveToTop:function(t,n){var r=this.options,i;return r.modal&&!t||!r.stack&&!r.modal?this._trigger("focus",n):(r.zIndex>e.ui.dialog.maxZ&&(e.ui.dialog.maxZ=r.zIndex),this.overlay&&(e.ui.dialog.maxZ+=1,e.ui.dialog.overlay.maxZ=e.ui.dialog.maxZ,this.overlay.$el.css("z-index",e.ui.dialog.overlay.maxZ)),i={scrollTop:this.element.scrollTop(),scrollLeft:this.element.scrollLeft()},e.ui.dialog.maxZ+=1,this.uiDialog.css("z-index",e.ui.dialog.maxZ),this.element.attr(i),this._trigger("focus",n),this)},open:function(){if(this._isOpen)return;var t,n=this.options,r=this.uiDialog;return this._size(),this._position(n.position),r.show(n.show),this.overlay=n.modal?new e.ui.dialog.overlay(this):null,this.moveToTop(!0),t=this.element.find(":tabbable"),t.length||(t=this.uiDialogButtonPane.find(":tabbable"),t.length||(t=r)),t.eq(0).focus(),this._isOpen=!0,this._trigger("open"),this},_createButtons:function(t){var n=this,r=!1;this.uiDialogButtonPane.remove(),this.uiButtonSet.empty(),typeof t=="object"&&t!==null&&e.each(t,function(){return!(r=!0)}),r?(e.each(t,function(t,r){var i,s;r=e.isFunction(r)?{click:r,text:t}:r,r=e.extend({type:"button"},r),s=r.click,r.click=function(){s.apply(n.element[0],arguments)},i=e("<button></button>",r).appendTo(n.uiButtonSet),e.fn.button&&i.button()}),this.uiDialog.addClass("ui-dialog-buttons"),this.uiDialogButtonPane.appendTo(this.uiDialog)):this.uiDialog.removeClass("ui-dialog-buttons")},_makeDraggable:function(){function r(e){return{position:e.position,offset:e.offset}}var t=this,n=this.options;this.uiDialog.draggable({cancel:".ui-dialog-content, .ui-dialog-titlebar-close",handle:".ui-dialog-titlebar",containment:"document",start:function(n,i){e(this).addClass("ui-dialog-dragging"),t._trigger("dragStart",n,r(i))},drag:function(e,n){t._trigger("drag",e,r(n))},stop:function(i,s){n.position=[s.position.left-t.document.scrollLeft(),s.position.top-t.document.scrollTop()],e(this).removeClass("ui-dialog-dragging"),t._trigger("dragStop",i,r(s)),e.ui.dialog.overlay.resize()}})},_makeResizable:function(n){function u(e){return{originalPosition:e.originalPosition,originalSize:e.originalSize,position:e.position,size:e.size}}n=n===t?this.options.resizable:n;var r=this,i=this.options,s=this.uiDialog.css("position"),o=typeof n=="string"?n:"n,e,s,w,se,sw,ne,nw";this.uiDialog.resizable({cancel:".ui-dialog-content",containment:"document",alsoResize:this.element,maxWidth:i.maxWidth,maxHeight:i.maxHeight,minWidth:i.minWidth,minHeight:this._minHeight(),handles:o,start:function(t,n){e(this).addClass("ui-dialog-resizing"),r._trigger("resizeStart",t,u(n))},resize:function(e,t){r._trigger("resize",e,u(t))},stop:function(t,n){e(this).removeClass("ui-dialog-resizing"),i.height=e(this).height(),i.width=e(this).width(),r._trigger("resizeStop",t,u(n)),e.ui.dialog.overlay.resize()}}).css("position",s).find(".ui-resizable-se").addClass("ui-icon ui-icon-grip-diagonal-se")},_minHeight:function(){var e=this.options;return e.height==="auto"?e.minHeight:Math.min(e.minHeight,e.height)},_position:function(t){var n=[],r=[0,0],i;if(t){if(typeof t=="string"||typeof t=="object"&&"0"in t)n=t.split?t.split(" "):[t[0],t[1]],n.length===1&&(n[1]=n[0]),e.each(["left","top"],function(e,t){+n[e]===n[e]&&(r[e]=n[e],n[e]=t)}),t={my:n[0]+(r[0]<0?r[0]:"+"+r[0])+" "+n[1]+(r[1]<0?r[1]:"+"+r[1]),at:n.join(" ")};t=e.extend({},e.ui.dialog.prototype.options.position,t)}else t=e.ui.dialog.prototype.options.position;i=this.uiDialog.is(":visible"),i||this.uiDialog.show(),this.uiDialog.position(t),i||this.uiDialog.hide()},_setOptions:function(t){var n=this,s={},o=!1;e.each(t,function(e,t){n._setOption(e,t),e in r&&(o=!0),e in i&&(s[e]=t)}),o&&this._size(),this.uiDialog.is(":data(resizable)")&&this.uiDialog.resizable("option",s)},_setOption:function(t,r){var i,s,o=this.uiDialog;switch(t){case"buttons":this._createButtons(r);break;case"closeText":this.uiDialogTitlebarCloseText.text(""+r);break;case"dialogClass":o.removeClass(this.options.dialogClass).addClass(n+r);break;case"disabled":r?o.addClass("ui-dialog-disabled"):o.removeClass("ui-dialog-disabled");break;case"draggable":i=o.is(":data(draggable)"),i&&!r&&o.draggable("destroy"),!i&&r&&this._makeDraggable();break;case"position":this._position(r);break;case"resizable":s=o.is(":data(resizable)"),s&&!r&&o.resizable("destroy"),s&&typeof r=="string"&&o.resizable("option","handles",r),!s&&r!==!1&&this._makeResizable(r);break;case"title":e(".ui-dialog-title",this.uiDialogTitlebar).html(""+(r||"&#160;"))}this._super(t,r)},_size:function(){var t,n,r,i=this.options,s=this.uiDialog.is(":visible");this.element.show().css({width:"auto",minHeight:0,height:0}),i.minWidth>i.width&&(i.width=i.minWidth),t=this.uiDialog.css({height:"auto",width:i.width}).outerHeight(),n=Math.max(0,i.minHeight-t),i.height==="auto"?e.support.minHeight?this.element.css({minHeight:n,height:"auto"}):(this.uiDialog.show(),r=this.element.css("height","auto").height(),s||this.uiDialog.hide(),this.element.height(Math.max(r,n))):this.element.height(Math.max(i.height-t,0)),this.uiDialog.is(":data(resizable)")&&this.uiDialog.resizable("option","minHeight",this._minHeight())}}),e.extend(e.ui.dialog,{uuid:0,maxZ:0,getTitleId:function(e){var t=e.attr("id");return t||(this.uuid+=1,t=this.uuid),"ui-dialog-title-"+t},overlay:function(t){this.$el=e.ui.dialog.overlay.create(t)}}),e.extend(e.ui.dialog.overlay,{instances:[],oldInstances:[],maxZ:0,events:e.map("focus,mousedown,mouseup,keydown,keypress,click".split(","),function(e){return e+".dialog-overlay"}).join(" "),create:function(t){this.instances.length===0&&(setTimeout(function(){e.ui.dialog.overlay.instances.length&&e(document).bind(e.ui.dialog.overlay.events,function(t){if(e(t.target).zIndex()<e.ui.dialog.overlay.maxZ)return!1})},1),e(window).bind("resize.dialog-overlay",e.ui.dialog.overlay.resize));var n=this.oldInstances.pop()||e("<div>").addClass("ui-widget-overlay");return e(document).bind("keydown.dialog-overlay",function(r){var i=e.ui.dialog.overlay.instances;i.length!==0&&i[i.length-1]===n&&t.options.closeOnEscape&&!r.isDefaultPrevented()&&r.keyCode&&r.keyCode===e.ui.keyCode.ESCAPE&&(t.close(r),r.preventDefault())}),n.appendTo(document.body).css({width:this.width(),height:this.height()}),e.fn.bgiframe&&n.bgiframe(),this.instances.push(n),n},destroy:function(t){var n=e.inArray(t,this.instances),r=0;n!==-1&&this.oldInstances.push(this.instances.splice(n,1)[0]),this.instances.length===0&&e([document,window]).unbind(".dialog-overlay"),t.height(0).width(0).remove(),e.each(this.instances,function(){r=Math.max(r,this.css("z-index"))}),this.maxZ=r},height:function(){var t,n;return e.ui.ie?(t=Math.max(document.documentElement.scrollHeight,document.body.scrollHeight),n=Math.max(document.documentElement.offsetHeight,document.body.offsetHeight),t<n?e(window).height()+"px":t+"px"):e(document).height()+"px"},width:function(){var t,n;return e.ui.ie?(t=Math.max(document.documentElement.scrollWidth,document.body.scrollWidth),n=Math.max(document.documentElement.offsetWidth,document.body.offsetWidth),t<n?e(window).width()+"px":t+"px"):e(document).width()+"px"},resize:function(){var t=e([]);e.each(e.ui.dialog.overlay.instances,function(){t=t.add(this)}),t.css({width:0,height:0}).css({width:e.ui.dialog.overlay.width(),height:e.ui.dialog.overlay.height()})}}),e.extend(e.ui.dialog.overlay.prototype,{destroy:function(){e.ui.dialog.overlay.destroy(this.$el)}})}(jQuery),function(e,t){var n=/up|down|vertical/,r=/up|left|vertical|horizontal/;e.effects.effect.blind=function(t,i){var s=e(this),o=["position","top","bottom","left","right","height","width"],u=e.effects.setMode(s,t.mode||"hide"),a=t.direction||"up",f=n.test(a),l=f?"height":"width",c=f?"top":"left",h=r.test(a),p={},d=u==="show",v,m,g;s.parent().is(".ui-effects-wrapper")?e.effects.save(s.parent(),o):e.effects.save(s,o),s.show(),v=e.effects.createWrapper(s).css({overflow:"hidden"}),m=v[l](),g=parseFloat(v.css(c))||0,p[l]=d?m:0,h||(s.css(f?"bottom":"right",0).css(f?"top":"left","auto").css({position:"absolute"}),p[c]=d?g:m+g),d&&(v.css(l,0),h||v.css(c,g+m)),v.animate(p,{duration:t.duration,easing:t.easing,queue:!1,complete:function(){u==="hide"&&s.hide(),e.effects.restore(s,o),e.effects.removeWrapper(s),i()}})}}(jQuery),function(e,t){e.effects.effect.bounce=function(t,n){var r=e(this),i=["position","top","bottom","left","right","height","width"],s=e.effects.setMode(r,t.mode||"effect"),o=s==="hide",u=s==="show",a=t.direction||"up",f=t.distance,l=t.times||5,c=l*2+(u||o?1:0),h=t.duration/c,p=t.easing,d=a==="up"||a==="down"?"top":"left",v=a==="up"||a==="left",m,g,y,b=r.queue(),w=b.length;(u||o)&&i.push("opacity"),e.effects.save(r,i),r.show(),e.effects.createWrapper(r),f||(f=r[d==="top"?"outerHeight":"outerWidth"]()/3),u&&(y={opacity:1},y[d]=0,r.css("opacity",0).css(d,v?-f*2:f*2).animate(y,h,p)),o&&(f/=Math.pow(2,l-1)),y={},y[d]=0;for(m=0;m<l;m++)g={},g[d]=(v?"-=":"+=")+f,r.animate(g,h,p).animate(y,h,p),f=o?f*2:f/2;o&&(g={opacity:0},g[d]=(v?"-=":"+=")+f,r.animate(g,h,p)),r.queue(function(){o&&r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()}),w>1&&b.splice.apply(b,[1,0].concat(b.splice(w,c+1))),r.dequeue()}}(jQuery),function(e,t){e.effects.effect.clip=function(t,n){var r=e(this),i=["position","top","bottom","left","right","height","width"],s=e.effects.setMode(r,t.mode||"hide"),o=s==="show",u=t.direction||"vertical",a=u==="vertical",f=a?"height":"width",l=a?"top":"left",c={},h,p,d;e.effects.save(r,i),r.show(),h=e.effects.createWrapper(r).css({overflow:"hidden"}),p=r[0].tagName==="IMG"?h:r,d=p[f](),o&&(p.css(f,0),p.css(l,d/2)),c[f]=o?d:0,c[l]=o?0:d/2,p.animate(c,{queue:!1,duration:t.duration,easing:t.easing,complete:function(){o||r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()}})}}(jQuery),function(e,t){e.effects.effect.drop=function(t,n){var r=e(this),i=["position","top","bottom","left","right","opacity","height","width"],s=e.effects.setMode(r,t.mode||"hide"),o=s==="show",u=t.direction||"left",a=u==="up"||u==="down"?"top":"left",f=u==="up"||u==="left"?"pos":"neg",l={opacity:o?1:0},c;e.effects.save(r,i),r.show(),e.effects.createWrapper(r),c=t.distance||r[a==="top"?"outerHeight":"outerWidth"](!0)/2,o&&r.css("opacity",0).css(a,f==="pos"?-c:c),l[a]=(o?f==="pos"?"+=":"-=":f==="pos"?"-=":"+=")+c,r.animate(l,{queue:!1,duration:t.duration,easing:t.easing,complete:function(){s==="hide"&&r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()}})}}(jQuery),function(e,t){e.effects.effect.explode=function(t,n){function y(){c.push(this),c.length===r*i&&b()}function b(){s.css({visibility:"visible"}),e(c).remove(),u||s.hide(),n()}var r=t.pieces?Math.round(Math.sqrt(t.pieces)):3,i=r,s=e(this),o=e.effects.setMode(s,t.mode||"hide"),u=o==="show",a=s.show().css("visibility","hidden").offset(),f=Math.ceil(s.outerWidth()/i),l=Math.ceil(s.outerHeight()/r),c=[],h,p,d,v,m,g;for(h=0;h<r;h++){v=a.top+h*l,g=h-(r-1)/2;for(p=0;p<i;p++)d=a.left+p*f,m=p-(i-1)/2,s.clone().appendTo("body").wrap("<div></div>").css({position:"absolute",visibility:"visible",left:-p*f,top:-h*l}).parent().addClass("ui-effects-explode").css({position:"absolute",overflow:"hidden",width:f,height:l,left:d+(u?m*f:0),top:v+(u?g*l:0),opacity:u?0:1}).animate({left:d+(u?0:m*f),top:v+(u?0:g*l),opacity:u?1:0},t.duration||500,t.easing,y)}}}(jQuery),function(e,t){e.effects.effect.fade=function(t,n){var r=e(this),i=e.effects.setMode(r,t.mode||"toggle");r.animate({opacity:i},{queue:!1,duration:t.duration,easing:t.easing,complete:n})}}(jQuery),function(e,t){e.effects.effect.fold=function(t,n){var r=e(this),i=["position","top","bottom","left","right","height","width"],s=e.effects.setMode(r,t.mode||"hide"),o=s==="show",u=s==="hide",a=t.size||15,f=/([0-9]+)%/.exec(a),l=!!t.horizFirst,c=o!==l,h=c?["width","height"]:["height","width"],p=t.duration/2,d,v,m={},g={};e.effects.save(r,i),r.show(),d=e.effects.createWrapper(r).css({overflow:"hidden"}),v=c?[d.width(),d.height()]:[d.height(),d.width()],f&&(a=parseInt(f[1],10)/100*v[u?0:1]),o&&d.css(l?{height:0,width:a}:{height:a,width:0}),m[h[0]]=o?v[0]:a,g[h[1]]=o?v[1]:0,d.animate(m,p,t.easing).animate(g,p,t.easing,function(){u&&r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()})}}(jQuery),function(e,t){e.effects.effect.highlight=function(t,n){var r=e(this),i=["backgroundImage","backgroundColor","opacity"],s=e.effects.setMode(r,t.mode||"show"),o={backgroundColor:r.css("backgroundColor")};s==="hide"&&(o.opacity=0),e.effects.save(r,i),r.show().css({backgroundImage:"none",backgroundColor:t.color||"#ffff99"}).animate(o,{queue:!1,duration:t.duration,easing:t.easing,complete:function(){s==="hide"&&r.hide(),e.effects.restore(r,i),n()}})}}(jQuery),function(e,t){e.effects.effect.pulsate=function(t,n){var r=e(this),i=e.effects.setMode(r,t.mode||"show"),s=i==="show",o=i==="hide",u=s||i==="hide",a=(t.times||5)*2+(u?1:0),f=t.duration/a,l=0,c=r.queue(),h=c.length,p;if(s||!r.is(":visible"))r.css("opacity",0).show(),l=1;for(p=1;p<a;p++)r.animate({opacity:l},f,t.easing),l=1-l;r.animate({opacity:l},f,t.easing),r.queue(function(){o&&r.hide(),n()}),h>1&&c.splice.apply(c,[1,0].concat(c.splice(h,a+1))),r.dequeue()}}(jQuery),function(e,t){e.effects.effect.puff=function(t,n){var r=e(this),i=e.effects.setMode(r,t.mode||"hide"),s=i==="hide",o=parseInt(t.percent,10)||150,u=o/100,a={height:r.height(),width:r.width(),outerHeight:r.outerHeight(),outerWidth:r.outerWidth()};e.extend(t,{effect:"scale",queue:!1,fade:!0,mode:i,complete:n,percent:s?o:100,from:s?a:{height:a.height*u,width:a.width*u,outerHeight:a.outerHeight*u,outerWidth:a.outerWidth*u}}),r.effect(t)},e.effects.effect.scale=function(t,n){var r=e(this),i=e.extend(!0,{},t),s=e.effects.setMode(r,t.mode||"effect"),o=parseInt(t.percent,10)||(parseInt(t.percent,10)===0?0:s==="hide"?0:100),u=t.direction||"both",a=t.origin,f={height:r.height(),width:r.width(),outerHeight:r.outerHeight(),outerWidth:r.outerWidth()},l={y:u!=="horizontal"?o/100:1,x:u!=="vertical"?o/100:1};i.effect="size",i.queue=!1,i.complete=n,s!=="effect"&&(i.origin=a||["middle","center"],i.restore=!0),i.from=t.from||(s==="show"?{height:0,width:0,outerHeight:0,outerWidth:0}:f),i.to={height:f.height*l.y,width:f.width*l.x,outerHeight:f.outerHeight*l.y,outerWidth:f.outerWidth*l.x},i.fade&&(s==="show"&&(i.from.opacity=0,i.to.opacity=1),s==="hide"&&(i.from.opacity=1,i.to.opacity=0)),r.effect(i)},e.effects.effect.size=function(t,n){var r,i,s,o=e(this),u=["position","top","bottom","left","right","width","height","overflow","opacity"],a=["position","top","bottom","left","right","overflow","opacity"],f=["width","height","overflow"],l=["fontSize"],c=["borderTopWidth","borderBottomWidth","paddingTop","paddingBottom"],h=["borderLeftWidth","borderRightWidth","paddingLeft","paddingRight"],p=e.effects.setMode(o,t.mode||"effect"),d=t.restore||p!=="effect",v=t.scale||"both",m=t.origin||["middle","center"],g=o.css("position"),y=d?u:a,b={height:0,width:0,outerHeight:0,outerWidth:0};p==="show"&&o.show(),r={height:o.height(),width:o.width(),outerHeight:o.outerHeight(),outerWidth:o.outerWidth()},t.mode==="toggle"&&p==="show"?(o.from=t.to||b,o.to=t.from||r):(o.from=t.from||(p==="show"?b:r),o.to=t.to||(p==="hide"?b:r)),s={from:{y:o.from.height/r.height,x:o.from.width/r.width},to:{y:o.to.height/r.height,x:o.to.width/r.width}};if(v==="box"||v==="both")s.from.y!==s.to.y&&(y=y.concat(c),o.from=e.effects.setTransition(o,c,s.from.y,o.from),o.to=e.effects.setTransition(o,c,s.to.y,o.to)),s.from.x!==s.to.x&&(y=y.concat(h),o.from=e.effects.setTransition(o,h,s.from.x,o.from),o.to=e.effects.setTransition(o,h,s.to.x,o.to));(v==="content"||v==="both")&&s.from.y!==s.to.y&&(y=y.concat(l).concat(f),o.from=e.effects.setTransition(o,l,s.from.y,o.from),o.to=e.effects.setTransition(o,l,s.to.y,o.to)),e.effects.save(o,y),o.show(),e.effects.createWrapper(o),o.css("overflow","hidden").css(o.from),m&&(i=e.effects.getBaseline(m,r),o.from.top=(r.outerHeight-o.outerHeight())*i.y,o.from.left=(r.outerWidth-o.outerWidth())*i.x,o.to.top=(r.outerHeight-o.to.outerHeight)*i.y,o.to.left=(r.outerWidth-o.to.outerWidth)*i.x),o.css(o.from);if(v==="content"||v==="both")c=c.concat(["marginTop","marginBottom"]).concat(l),h=h.concat(["marginLeft","marginRight"]),f=u.concat(c).concat(h),o.find("*[width]").each(function(){var n=e(this),r={height:n.height(),width:n.width(),outerHeight:n.outerHeight(),outerWidth:n.outerWidth()};d&&e.effects.save(n,f),n.from={height:r.height*s.from.y,width:r.width*s.from.x,outerHeight:r.outerHeight*s.from.y,outerWidth:r.outerWidth*s.from.x},n.to={height:r.height*s.to.y,width:r.width*s.to.x,outerHeight:r.height*s.to.y,outerWidth:r.width*s.to.x},s.from.y!==s.to.y&&(n.from=e.effects.setTransition(n,c,s.from.y,n.from),n.to=e.effects.setTransition(n,c,s.to.y,n.to)),s.from.x!==s.to.x&&(n.from=e.effects.setTransition(n,h,s.from.x,n.from),n.to=e.effects.setTransition(n,h,s.to.x,n.to)),n.css(n.from),n.animate(n.to,t.duration,t.easing,function(){d&&e.effects.restore(n,f)})});o.animate(o.to,{queue:!1,duration:t.duration,easing:t.easing,complete:function(){o.to.opacity===0&&o.css("opacity",o.from.opacity),p==="hide"&&o.hide(),e.effects.restore(o,y),d||(g==="static"?o.css({position:"relative",top:o.to.top,left:o.to.left}):e.each(["top","left"],function(e,t){o.css(t,function(t,n){var r=parseInt(n,10),i=e?o.to.left:o.to.top;return n==="auto"?i+"px":r+i+"px"})})),e.effects.removeWrapper(o),n()}})}}(jQuery),function(e,t){e.effects.effect.shake=function(t,n){var r=e(this),i=["position","top","bottom","left","right","height","width"],s=e.effects.setMode(r,t.mode||"effect"),o=t.direction||"left",u=t.distance||20,a=t.times||3,f=a*2+1,l=Math.round(t.duration/f),c=o==="up"||o==="down"?"top":"left",h=o==="up"||o==="left",p={},d={},v={},m,g=r.queue(),y=g.length;e.effects.save(r,i),r.show(),e.effects.createWrapper(r),p[c]=(h?"-=":"+=")+u,d[c]=(h?"+=":"-=")+u*2,v[c]=(h?"-=":"+=")+u*2,r.animate(p,l,t.easing);for(m=1;m<a;m++)r.animate(d,l,t.easing).animate(v,l,t.easing);r.animate(d,l,t.easing).animate(p,l/2,t.easing).queue(function(){s==="hide"&&r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()}),y>1&&g.splice.apply(g,[1,0].concat(g.splice(y,f+1))),r.dequeue()}}(jQuery),function(e,t){e.effects.effect.slide=function(t,n){var r=e(this),i=["position","top","bottom","left","right","width","height"],s=e.effects.setMode(r,t.mode||"show"),o=s==="show",u=t.direction||"left",a=u==="up"||u==="down"?"top":"left",f=u==="up"||u==="left",l,c={};e.effects.save(r,i),r.show(),l=t.distance||r[a==="top"?"outerHeight":"outerWidth"](!0),e.effects.createWrapper(r).css({overflow:"hidden"}),o&&r.css(a,f?isNaN(l)?"-"+l:-l:l),c[a]=(o?f?"+=":"-=":f?"-=":"+=")+l,r.animate(c,{queue:!1,duration:t.duration,easing:t.easing,complete:function(){s==="hide"&&r.hide(),e.effects.restore(r,i),e.effects.removeWrapper(r),n()}})}}(jQuery),function(e,t){e.effects.effect.transfer=function(t,n){var r=e(this),i=e(t.to),s=i.css("position")==="fixed",o=e("body"),u=s?o.scrollTop():0,a=s?o.scrollLeft():0,f=i.offset(),l={top:f.top-u,left:f.left-a,height:i.innerHeight(),width:i.innerWidth()},c=r.offset(),h=e('<div class="ui-effects-transfer"></div>').appendTo(document.body).addClass(t.className).css({top:c.top-u,left:c.left-a,height:r.innerHeight(),width:r.innerWidth(),position:s?"fixed":"absolute"}).animate(l,t.duration,t.easing,function(){h.remove(),n()})}}(jQuery),function(e,t){var n=!1;e.widget("ui.menu",{version:"1.9.2",defaultElement:"<ul>",delay:300,options:{icons:{submenu:"ui-icon-carat-1-e"},menus:"ul",position:{my:"left top",at:"right top"},role:"menu",blur:null,focus:null,select:null},_create:function(){this.activeMenu=this.element,this.element.uniqueId().addClass("ui-menu ui-widget ui-widget-content ui-corner-all").toggleClass("ui-menu-icons",!!this.element.find(".ui-icon").length).attr({role:this.options.role,tabIndex:0}).bind("click"+this.eventNamespace,e.proxy(function(e){this.options.disabled&&e.preventDefault()},this)),this.options.disabled&&this.element.addClass("ui-state-disabled").attr("aria-disabled","true"),this._on({"mousedown .ui-menu-item > a":function(e){e.preventDefault()},"click .ui-state-disabled > a":function(e){e.preventDefault()},"click .ui-menu-item:has(a)":function(t){var r=e(t.target).closest(".ui-menu-item");!n&&r.not(".ui-state-disabled").length&&(n=!0,this.select(t),r.has(".ui-menu").length?this.expand(t):this.element.is(":focus")||(this.element.trigger("focus",[!0]),this.active&&this.active.parents(".ui-menu").length===1&&clearTimeout(this.timer)))},"mouseenter .ui-menu-item":function(t){var n=e(t.currentTarget);n.siblings().children(".ui-state-active").removeClass("ui-state-active"),this.focus(t,n)},mouseleave:"collapseAll","mouseleave .ui-menu":"collapseAll",focus:function(e,t){var n=this.active||this.element.children(".ui-menu-item").eq(0);t||this.focus(e,n)},blur:function(t){this._delay(function(){e.contains(this.element[0],this.document[0].activeElement)||this.collapseAll(t)})},keydown:"_keydown"}),this.refresh(),this._on(this.document,{click:function(t){e(t.target).closest(".ui-menu").length||this.collapseAll(t),n=!1}})},_destroy:function(){this.element.removeAttr("aria-activedescendant").find(".ui-menu").andSelf().removeClass("ui-menu ui-widget ui-widget-content ui-corner-all ui-menu-icons").removeAttr("role").removeAttr("tabIndex").removeAttr("aria-labelledby").removeAttr("aria-expanded").removeAttr("aria-hidden").removeAttr("aria-disabled").removeUniqueId().show(),this.element.find(".ui-menu-item").removeClass("ui-menu-item").removeAttr("role").removeAttr("aria-disabled").children("a").removeUniqueId().removeClass("ui-corner-all ui-state-hover").removeAttr("tabIndex").removeAttr("role").removeAttr("aria-haspopup").children().each(function(){var t=e(this);t.data("ui-menu-submenu-carat")&&t.remove()}),this.element.find(".ui-menu-divider").removeClass("ui-menu-divider ui-widget-content")},_keydown:function(t){function a(e){return e.replace(/[\-\[\]{}()*+?.,\\\^$|#\s]/g,"\\$&")}var n,r,i,s,o,u=!0;switch(t.keyCode){case e.ui.keyCode.PAGE_UP:this.previousPage(t);break;case e.ui.keyCode.PAGE_DOWN:this.nextPage(t);break;case e.ui.keyCode.HOME:this._move("first","first",t);break;case e.ui.keyCode.END:this._move("last","last",t);break;case e.ui.keyCode.UP:this.previous(t);break;case e.ui.keyCode.DOWN:this.next(t);break;case e.ui.keyCode.LEFT:this.collapse(t);break;case e.ui.keyCode.RIGHT:this.active&&!this.active.is(".ui-state-disabled")&&this.expand(t);break;case e.ui.keyCode.ENTER:case e.ui.keyCode.SPACE:this._activate(t);break;case e.ui.keyCode.ESCAPE:this.collapse(t);break;default:u=!1,r=this.previousFilter||"",i=String.fromCharCode(t.keyCode),s=!1,clearTimeout(this.filterTimer),i===r?s=!0:i=r+i,o=new RegExp("^"+a(i),"i"),n=this.activeMenu.children(".ui-menu-item").filter(function(){return o.test(e(this).children("a").text())}),n=s&&n.index(this.active.next())!==-1?this.active.nextAll(".ui-menu-item"):n,n.length||(i=String.fromCharCode(t.keyCode),o=new RegExp("^"+a(i),"i"),n=this.activeMenu.children(".ui-menu-item").filter(function(){return o.test(e(this).children("a").text())})),n.length?(this.focus(t,n),n.length>1?(this.previousFilter=i,this.filterTimer=this._delay(function(){delete this.previousFilter},1e3)):delete this.previousFilter):delete this.previousFilter}u&&t.preventDefault()},_activate:function(e){this.active.is(".ui-state-disabled")||(this.active.children("a[aria-haspopup='true']").length?this.expand(e):this.select(e))},refresh:function(){var t,n=this.options.icons.submenu,r=this.element.find(this.options.menus);r.filter(":not(.ui-menu)").addClass("ui-menu ui-widget ui-widget-content ui-corner-all").hide().attr({role:this.options.role,"aria-hidden":"true","aria-expanded":"false"}).each(function(){var t=e(this),r=t.prev("a"),i=e("<span>").addClass("ui-menu-icon ui-icon "+n).data("ui-menu-submenu-carat",!0);r.attr("aria-haspopup","true").prepend(i),t.attr("aria-labelledby",r.attr("id"))}),t=r.add(this.element),t.children(":not(.ui-menu-item):has(a)").addClass("ui-menu-item").attr("role","presentation").children("a").uniqueId().addClass("ui-corner-all").attr({tabIndex:-1,role:this._itemRole()}),t.children(":not(.ui-menu-item)").each(function(){var t=e(this);/[^\-â��â��\s]/.test(t.text())||t.addClass("ui-widget-content ui-menu-divider")}),t.children(".ui-state-disabled").attr("aria-disabled","true"),this.active&&!e.contains(this.element[0],this.active[0])&&this.blur()},_itemRole:function(){return{menu:"menuitem",listbox:"option"}[this.options.role]},focus:function(e,t){var n,r;this.blur(e,e&&e.type==="focus"),this._scrollIntoView(t),this.active=t.first(),r=this.active.children("a").addClass("ui-state-focus"),this.options.role&&this.element.attr("aria-activedescendant",r.attr("id")),this.active.parent().closest(".ui-menu-item").children("a:first").addClass("ui-state-active"),e&&e.type==="keydown"?this._close():this.timer=this._delay(function(){this._close()},this.delay),n=t.children(".ui-menu"),n.length&&/^mouse/.test(e.type)&&this._startOpening(n),this.activeMenu=t.parent(),this._trigger("focus",e,{item:t})},_scrollIntoView:function(t){var n,r,i,s,o,u;this._hasScroll()&&(n=parseFloat(e.css(this.activeMenu[0],"borderTopWidth"))||0,r=parseFloat(e.css(this.activeMenu[0],"paddingTop"))||0,i=t.offset().top-this.activeMenu.offset().top-n-r,s=this.activeMenu.scrollTop(),o=this.activeMenu.height(),u=t.height(),i<0?this.activeMenu.scrollTop(s+i):i+u>o&&this.activeMenu.scrollTop(s+i-o+u))},blur:function(e,t){t||clearTimeout(this.timer);if(!this.active)return;this.active.children("a").removeClass("ui-state-focus"),this.active=null,this._trigger("blur",e,{item:this.active})},_startOpening:function(e){clearTimeout(this.timer);if(e.attr("aria-hidden")!=="true")return;this.timer=this._delay(function(){this._close(),this._open(e)},this.delay)},_open:function(t){var n=e.extend({of:this.active},this.options.position);clearTimeout(this.timer),this.element.find(".ui-menu").not(t.parents(".ui-menu")).hide().attr("aria-hidden","true"),t.show().removeAttr("aria-hidden").attr("aria-expanded","true").position(n)},collapseAll:function(t,n){clearTimeout(this.timer),this.timer=this._delay(function(){var r=n?this.element:e(t&&t.target).closest(this.element.find(".ui-menu"));r.length||(r=this.element),this._close(r),this.blur(t),this.activeMenu=r},this.delay)},_close:function(e){e||(e=this.active?this.active.parent():this.element),e.find(".ui-menu").hide().attr("aria-hidden","true").attr("aria-expanded","false").end().find("a.ui-state-active").removeClass("ui-state-active")},collapse:function(e){var t=this.active&&this.active.parent().closest(".ui-menu-item",this.element);t&&t.length&&(this._close(),this.focus(e,t))},expand:function(e){var t=this.active&&this.active.children(".ui-menu ").children(".ui-menu-item").first();t&&t.length&&(this._open(t.parent()),this._delay(function(){this.focus(e,t)}))},next:function(e){this._move("next","first",e)},previous:function(e){this._move("prev","last",e)},isFirstItem:function(){return this.active&&!this.active.prevAll(".ui-menu-item").length},isLastItem:function(){return this.active&&!this.active.nextAll(".ui-menu-item").length},_move:function(e,t,n){var r;this.active&&(e==="first"||e==="last"?r=this.active[e==="first"?"prevAll":"nextAll"](".ui-menu-item").eq(-1):r=this.active[e+"All"](".ui-menu-item").eq(0));if(!r||!r.length||!this.active)r=this.activeMenu.children(".ui-menu-item")[t]();this.focus(n,r)},nextPage:function(t){var n,r,i;if(!this.active){this.next(t);return}if(this.isLastItem())return;this._hasScroll()?(r=this.active.offset().top,i=this.element.height(),this.active.nextAll(".ui-menu-item").each(function(){return n=e(this),n.offset().top-r-i<0}),this.focus(t,n)):this.focus(t,this.activeMenu.children(".ui-menu-item")[this.active?"last":"first"]())},previousPage:function(t){var n,r,i;if(!this.active){this.next(t);return}if(this.isFirstItem())return;this._hasScroll()?(r=this.active.offset().top,i=this.element.height(),this.active.prevAll(".ui-menu-item").each(function(){return n=e(this),n.offset().top-r+i>0}),this.focus(t,n)):this.focus(t,this.activeMenu.children(".ui-menu-item").first())},_hasScroll:function(){return this.element.outerHeight()<this.element.prop("scrollHeight")},select:function(t){this.active=this.active||e(t.target).closest(".ui-menu-item");var n={item:this.active};this.active.has(".ui-menu").length||this.collapseAll(t,!0),this._trigger("select",t,n)}})}(jQuery),function(e,t){function h(e,t,n){return[parseInt(e[0],10)*(l.test(e[0])?t/100:1),parseInt(e[1],10)*(l.test(e[1])?n/100:1)]}function p(t,n){return parseInt(e.css(t,n),10)||0}e.ui=e.ui||{};var n,r=Math.max,i=Math.abs,s=Math.round,o=/left|center|right/,u=/top|center|bottom/,a=/[\+\-]\d+%?/,f=/^\w+/,l=/%$/,c=e.fn.position;e.position={scrollbarWidth:function(){if(n!==t)return n;var r,i,s=e("<div style='display:block;width:50px;height:50px;overflow:hidden;'><div style='height:100px;width:auto;'></div></div>"),o=s.children()[0];return e("body").append(s),r=o.offsetWidth,s.css("overflow","scroll"),i=o.offsetWidth,r===i&&(i=s[0].clientWidth),s.remove(),n=r-i},getScrollInfo:function(t){var n=t.isWindow?"":t.element.css("overflow-x"),r=t.isWindow?"":t.element.css("overflow-y"),i=n==="scroll"||n==="auto"&&t.width<t.element[0].scrollWidth,s=r==="scroll"||r==="auto"&&t.height<t.element[0].scrollHeight;return{width:i?e.position.scrollbarWidth():0,height:s?e.position.scrollbarWidth():0}},getWithinInfo:function(t){var n=e(t||window),r=e.isWindow(n[0]);return{element:n,isWindow:r,offset:n.offset()||{left:0,top:0},scrollLeft:n.scrollLeft(),scrollTop:n.scrollTop(),width:r?n.width():n.outerWidth(),height:r?n.height():n.outerHeight()}}},e.fn.position=function(t){if(!t||!t.of)return c.apply(this,arguments);t=e.extend({},t);var n,l,d,v,m,g=e(t.of),y=e.position.getWithinInfo(t.within),b=e.position.getScrollInfo(y),w=g[0],E=(t.collision||"flip").split(" "),S={};return w.nodeType===9?(l=g.width(),d=g.height(),v={top:0,left:0}):e.isWindow(w)?(l=g.width(),d=g.height(),v={top:g.scrollTop(),left:g.scrollLeft()}):w.preventDefault?(t.at="left top",l=d=0,v={top:w.pageY,left:w.pageX}):(l=g.outerWidth(),d=g.outerHeight(),v=g.offset()),m=e.extend({},v),e.each(["my","at"],function(){var e=(t[this]||"").split(" "),n,r;e.length===1&&(e=o.test(e[0])?e.concat(["center"]):u.test(e[0])?["center"].concat(e):["center","center"]),e[0]=o.test(e[0])?e[0]:"center",e[1]=u.test(e[1])?e[1]:"center",n=a.exec(e[0]),r=a.exec(e[1]),S[this]=[n?n[0]:0,r?r[0]:0],t[this]=[f.exec(e[0])[0],f.exec(e[1])[0]]}),E.length===1&&(E[1]=E[0]),t.at[0]==="right"?m.left+=l:t.at[0]==="center"&&(m.left+=l/2),t.at[1]==="bottom"?m.top+=d:t.at[1]==="center"&&(m.top+=d/2),n=h(S.at,l,d),m.left+=n[0],m.top+=n[1],this.each(function(){var o,u,a=e(this),f=a.outerWidth(),c=a.outerHeight(),w=p(this,"marginLeft"),x=p(this,"marginTop"),T=f+w+p(this,"marginRight")+b.width,N=c+x+p(this,"marginBottom")+b.height,C=e.extend({},m),k=h(S.my,a.outerWidth(),a.outerHeight());t.my[0]==="right"?C.left-=f:t.my[0]==="center"&&(C.left-=f/2),t.my[1]==="bottom"?C.top-=c:t.my[1]==="center"&&(C.top-=c/2),C.left+=k[0],C.top+=k[1],e.support.offsetFractions||(C.left=s(C.left),C.top=s(C.top)),o={marginLeft:w,marginTop:x},e.each(["left","top"],function(r,i){e.ui.position[E[r]]&&e.ui.position[E[r]][i](C,{targetWidth:l,targetHeight:d,elemWidth:f,elemHeight:c,collisionPosition:o,collisionWidth:T,collisionHeight:N,offset:[n[0]+k[0],n[1]+k[1]],my:t.my,at:t.at,within:y,elem:a})}),e.fn.bgiframe&&a.bgiframe(),t.using&&(u=function(e){var n=v.left-C.left,s=n+l-f,o=v.top-C.top,u=o+d-c,h={target:{element:g,left:v.left,top:v.top,width:l,height:d},element:{element:a,left:C.left,top:C.top,width:f,height:c},horizontal:s<0?"left":n>0?"right":"center",vertical:u<0?"top":o>0?"bottom":"middle"};l<f&&i(n+s)<l&&(h.horizontal="center"),d<c&&i(o+u)<d&&(h.vertical="middle"),r(i(n),i(s))>r(i(o),i(u))?h.important="horizontal":h.important="vertical",t.using.call(this,e,h)}),a.offset(e.extend(C,{using:u}))})},e.ui.position={fit:{left:function(e,t){var n=t.within,i=n.isWindow?n.scrollLeft:n.offset.left,s=n.width,o=e.left-t.collisionPosition.marginLeft,u=i-o,a=o+t.collisionWidth-s-i,f;t.collisionWidth>s?u>0&&a<=0?(f=e.left+u+t.collisionWidth-s-i,e.left+=u-f):a>0&&u<=0?e.left=i:u>a?e.left=i+s-t.collisionWidth:e.left=i:u>0?e.left+=u:a>0?e.left-=a:e.left=r(e.left-o,e.left)},top:function(e,t){var n=t.within,i=n.isWindow?n.scrollTop:n.offset.top,s=t.within.height,o=e.top-t.collisionPosition.marginTop,u=i-o,a=o+t.collisionHeight-s-i,f;t.collisionHeight>s?u>0&&a<=0?(f=e.top+u+t.collisionHeight-s-i,e.top+=u-f):a>0&&u<=0?e.top=i:u>a?e.top=i+s-t.collisionHeight:e.top=i:u>0?e.top+=u:a>0?e.top-=a:e.top=r(e.top-o,e.top)}},flip:{left:function(e,t){var n=t.within,r=n.offset.left+n.scrollLeft,s=n.width,o=n.isWindow?n.scrollLeft:n.offset.left,u=e.left-t.collisionPosition.marginLeft,a=u-o,f=u+t.collisionWidth-s-o,l=t.my[0]==="left"?-t.elemWidth:t.my[0]==="right"?t.elemWidth:0,c=t.at[0]==="left"?t.targetWidth:t.at[0]==="right"?-t.targetWidth:0,h=-2*t.offset[0],p,d;if(a<0){p=e.left+l+c+h+t.collisionWidth-s-r;if(p<0||p<i(a))e.left+=l+c+h}else if(f>0){d=e.left-t.collisionPosition.marginLeft+l+c+h-o;if(d>0||i(d)<f)e.left+=l+c+h}},top:function(e,t){var n=t.within,r=n.offset.top+n.scrollTop,s=n.height,o=n.isWindow?n.scrollTop:n.offset.top,u=e.top-t.collisionPosition.marginTop,a=u-o,f=u+t.collisionHeight-s-o,l=t.my[1]==="top",c=l?-t.elemHeight:t.my[1]==="bottom"?t.elemHeight:0,h=t.at[1]==="top"?t.targetHeight:t.at[1]==="bottom"?-t.targetHeight:0,p=-2*t.offset[1],d,v;a<0?(v=e.top+c+h+p+t.collisionHeight-s-r,e.top+c+h+p>a&&(v<0||v<i(a))&&(e.top+=c+h+p)):f>0&&(d=e.top-t.collisionPosition.marginTop+c+h+p-o,e.top+c+h+p>f&&(d>0||i(d)<f)&&(e.top+=c+h+p))}},flipfit:{left:function(){e.ui.position.flip.left.apply(this,arguments),e.ui.position.fit.left.apply(this,arguments)},top:function(){e.ui.position.flip.top.apply(this,arguments),e.ui.position.fit.top.apply(this,arguments)}}},function(){var t,n,r,i,s,o=document.getElementsByTagName("body")[0],u=document.createElement("div");t=document.createElement(o?"div":"body"),r={visibility:"hidden",width:0,height:0,border:0,margin:0,background:"none"},o&&e.extend(r,{position:"absolute",left:"-1000px",top:"-1000px"});for(s in r)t.style[s]=r[s];t.appendChild(u),n=o||document.documentElement,n.insertBefore(t,n.firstChild),u.style.cssText="position: absolute; left: 10.7432222px;",i=e(u).offset().left,e.support.offsetFractions=i>10&&i<11,t.innerHTML="",n.removeChild(t)}(),e.uiBackCompat!==!1&&function(e){var n=e.fn.position;e.fn.position=function(r){if(!r||!r.offset)return n.call(this,r);var i=r.offset.split(" "),s=r.at.split(" ");return i.length===1&&(i[1]=i[0]),/^\d/.test(i[0])&&(i[0]="+"+i[0]),/^\d/.test(i[1])&&(i[1]="+"+i[1]),s.length===1&&(/left|center|right/.test(s[0])?s[1]="center":(s[1]=s[0],s[0]="center")),n.call(this,e.extend(r,{at:s[0]+i[0]+" "+s[1]+i[1],offset:t}))}}(jQuery)}(jQuery),function(e,t){e.widget("ui.progressbar",{version:"1.9.2",options:{value:0,max:100},min:0,_create:function(){this.element.addClass("ui-progressbar ui-widget ui-widget-content ui-corner-all").attr({role:"progressbar","aria-valuemin":this.min,"aria-valuemax":this.options.max,"aria-valuenow":this._value()}),this.valueDiv=e("<div class='ui-progressbar-value ui-widget-header ui-corner-left'></div>").appendTo(this.element),this.oldValue=this._value(),this._refreshValue()},_destroy:function(){this.element.removeClass("ui-progressbar ui-widget ui-widget-content ui-corner-all").removeAttr("role").removeAttr("aria-valuemin").removeAttr("aria-valuemax").removeAttr("aria-valuenow"),this.valueDiv.remove()},value:function(e){return e===t?this._value():(this._setOption("value",e),this)},_setOption:function(e,t){e==="value"&&(this.options.value=t,this._refreshValue(),this._value()===this.options.max&&this._trigger("complete")),this._super(e,t)},_value:function(){var e=this.options.value;return typeof e!="number"&&(e=0),Math.min(this.options.max,Math.max(this.min,e))},_percentage:function(){return 100*this._value()/this.options.max},_refreshValue:function(){var e=this.value(),t=this._percentage();this.oldValue!==e&&(this.oldValue=e,this._trigger("change")),this.valueDiv.toggle(e>this.min).toggleClass("ui-corner-right",e===this.options.max).width(t.toFixed(0)+"%"),this.element.attr("aria-valuenow",e)}})}(jQuery),function(e,t){var n=5;e.widget("ui.slider",e.ui.mouse,{version:"1.9.2",widgetEventPrefix:"slide",options:{animate:!1,distance:0,max:100,min:0,orientation:"horizontal",range:!1,step:1,value:0,values:null},_create:function(){var t,r,i=this.options,s=this.element.find(".ui-slider-handle").addClass("ui-state-default ui-corner-all"),o="<a class='ui-slider-handle ui-state-default ui-corner-all' href='#'></a>",u=[];this._keySliding=!1,this._mouseSliding=!1,this._animateOff=!0,this._handleIndex=null,this._detectOrientation(),this._mouseInit(),this.element.addClass("ui-slider ui-slider-"+this.orientation+" ui-widget"+" ui-widget-content"+" ui-corner-all"+(i.disabled?" ui-slider-disabled ui-disabled":"")),this.range=e([]),i.range&&(i.range===!0&&(i.values||(i.values=[this._valueMin(),this._valueMin()]),i.values.length&&i.values.length!==2&&(i.values=[i.values[0],i.values[0]])),this.range=e("<div></div>").appendTo(this.element).addClass("ui-slider-range ui-widget-header"+(i.range==="min"||i.range==="max"?" ui-slider-range-"+i.range:""))),r=i.values&&i.values.length||1;for(t=s.length;t<r;t++)u.push(o);this.handles=s.add(e(u.join("")).appendTo(this.element)),this.handle=this.handles.eq(0),this.handles.add(this.range).filter("a").click(function(e){e.preventDefault()}).mouseenter(function(){i.disabled||e(this).addClass("ui-state-hover")}).mouseleave(function(){e(this).removeClass("ui-state-hover")}).focus(function(){i.disabled?e(this).blur():(e(".ui-slider .ui-state-focus").removeClass("ui-state-focus"),e(this).addClass("ui-state-focus"))}).blur(function(){e(this).removeClass("ui-state-focus")}),this.handles.each(function(t){e(this).data("ui-slider-handle-index",t)}),this._on(this.handles,{keydown:function(t){var r,i,s,o,u=e(t.target).data("ui-slider-handle-index");switch(t.keyCode){case e.ui.keyCode.HOME:case e.ui.keyCode.END:case e.ui.keyCode.PAGE_UP:case e.ui.keyCode.PAGE_DOWN:case e.ui.keyCode.UP:case e.ui.keyCode.RIGHT:case e.ui.keyCode.DOWN:case e.ui.keyCode.LEFT:t.preventDefault();if(!this._keySliding){this._keySliding=!0,e(t.target).addClass("ui-state-active"),r=this._start(t,u);if(r===!1)return}}o=this.options.step,this.options.values&&this.options.values.length?i=s=this.values(u):i=s=this.value();switch(t.keyCode){case e.ui.keyCode.HOME:s=this._valueMin();break;case e.ui.keyCode.END:s=this._valueMax();break;case e.ui.keyCode.PAGE_UP:s=this._trimAlignValue(i+(this._valueMax()-this._valueMin())/n);break;case e.ui.keyCode.PAGE_DOWN:s=this._trimAlignValue(i-(this._valueMax()-this._valueMin())/n);break;case e.ui.keyCode.UP:case e.ui.keyCode.RIGHT:if(i===this._valueMax())return;s=this._trimAlignValue(i+o);break;case e.ui.keyCode.DOWN:case e.ui.keyCode.LEFT:if(i===this._valueMin())return;s=this._trimAlignValue(i-o)}this._slide(t,u,s)},keyup:function(t){var n=e(t.target).data("ui-slider-handle-index");this._keySliding&&(this._keySliding=!1,this._stop(t,n),this._change(t,n),e(t.target).removeClass("ui-state-active"))}}),this._refreshValue(),this._animateOff=!1},_destroy:function(){this.handles.remove(),this.range.remove(),this.element.removeClass("ui-slider ui-slider-horizontal ui-slider-vertical ui-slider-disabled ui-widget ui-widget-content ui-corner-all"),this._mouseDestroy()},_mouseCapture:function(t){var n,r,i,s,o,u,a,f,l=this,c=this.options;return c.disabled?!1:(this.elementSize={width:this.element.outerWidth(),height:this.element.outerHeight()},this.elementOffset=this.element.offset(),n={x:t.pageX,y:t.pageY},r=this._normValueFromMouse(n),i=this._valueMax()-this._valueMin()+1,this.handles.each(function(t){var n=Math.abs(r-l.values(t));i>n&&(i=n,s=e(this),o=t)}),c.range===!0&&this.values(1)===c.min&&(o+=1,s=e(this.handles[o])),u=this._start(t,o),u===!1?!1:(this._mouseSliding=!0,this._handleIndex=o,s.addClass("ui-state-active").focus(),a=s.offset(),f=!e(t.target).parents().andSelf().is(".ui-slider-handle"),this._clickOffset=f?{left:0,top:0}:{left:t.pageX-a.left-s.width()/2,top:t.pageY-a.top-s.height()/2-(parseInt(s.css("borderTopWidth"),10)||0)-(parseInt(s.css("borderBottomWidth"),10)||0)+(parseInt(s.css("marginTop"),10)||0)},this.handles.hasClass("ui-state-hover")||this._slide(t,o,r),this._animateOff=!0,!0))},_mouseStart:function(){return!0},_mouseDrag:function(e){var t={x:e.pageX,y:e.pageY},n=this._normValueFromMouse(t);return this._slide(e,this._handleIndex,n),!1},_mouseStop:function(e){return this.handles.removeClass("ui-state-active"),this._mouseSliding=!1,this._stop(e,this._handleIndex),this._change(e,this._handleIndex),this._handleIndex=null,this._clickOffset=null,this._animateOff=!1,!1},_detectOrientation:function(){this.orientation=this.options.orientation==="vertical"?"vertical":"horizontal"},_normValueFromMouse:function(e){var t,n,r,i,s;return this.orientation==="horizontal"?(t=this.elementSize.width,n=e.x-this.elementOffset.left-(this._clickOffset?this._clickOffset.left:0)):(t=this.elementSize.height,n=e.y-this.elementOffset.top-(this._clickOffset?this._clickOffset.top:0)),r=n/t,r>1&&(r=1),r<0&&(r=0),this.orientation==="vertical"&&(r=1-r),i=this._valueMax()-this._valueMin(),s=this._valueMin()+r*i,this._trimAlignValue(s)},_start:function(e,t){var n={handle:this.handles[t],value:this.value()};return this.options.values&&this.options.values.length&&(n.value=this.values(t),n.values=this.values()),this._trigger("start",e,n)},_slide:function(e,t,n){var r,i,s;this.options.values&&this.options.values.length?(r=this.values(t?0:1),this.options.values.length===2&&this.options.range===!0&&(t===0&&n>r||t===1&&n<r)&&(n=r),n!==this.values(t)&&(i=this.values(),i[t]=n,s=this._trigger("slide",e,{handle:this.handles[t],value:n,values:i}),r=this.values(t?0:1),s!==!1&&this.values(t,n,!0))):n!==this.value()&&(s=this._trigger("slide",e,{handle:this.handles[t],value:n}),s!==!1&&this.value(n))},_stop:function(e,t){var n={handle:this.handles[t],value:this.value()};this.options.values&&this.options.values.length&&(n.value=this.values(t),n.values=this.values()),this._trigger("stop",e,n)},_change:function(e,t){if(!this._keySliding&&!this._mouseSliding){var n={handle:this.handles[t],value:this.value()};this.options.values&&this.options.values.length&&(n.value=this.values(t),n.values=this.values()),this._trigger("change",e,n)}},value:function(e){if(arguments.length){this.options.value=this._trimAlignValue(e),this._refreshValue(),this._change(null,0);return}return this._value()},values:function(t,n){var r,i,s;if(arguments.length>1){this.options.values[t]=this._trimAlignValue(n),this._refreshValue(),this._change(null,t);return}if(!arguments.length)return this._values();if(!e.isArray(arguments[0]))return this.options.values&&this.options.values.length?this._values(t):this.value();r=this.options.values,i=arguments[0];for(s=0;s<r.length;s+=1)r[s]=this._trimAlignValue(i[s]),this._change(null,s);this._refreshValue()},_setOption:function(t,n){var r,i=0;e.isArray(this.options.values)&&(i=this.options.values.length),e.Widget.prototype._setOption.apply(this,arguments);switch(t){case"disabled":n?(this.handles.filter(".ui-state-focus").blur(),this.handles.removeClass("ui-state-hover"),this.handles.prop("disabled",!0),this.element.addClass("ui-disabled")):(this.handles.prop("disabled",!1),this.element.removeClass("ui-disabled"));break;case"orientation":this._detectOrientation(),this.element.removeClass("ui-slider-horizontal ui-slider-vertical").addClass("ui-slider-"+this.orientation),this._refreshValue();break;case"value":this._animateOff=!0,this._refreshValue(),this._change(null,0),this._animateOff=!1;break;case"values":this._animateOff=!0,this._refreshValue();for(r=0;r<i;r+=1)this._change(null,r);this._animateOff=!1;break;case"min":case"max":this._animateOff=!0,this._refreshValue(),this._animateOff=!1}},_value:function(){var e=this.options.value;return e=this._trimAlignValue(e),e},_values:function(e){var t,n,r;if(arguments.length)return t=this.options.values[e],t=this._trimAlignValue(t),t;n=this.options.values.slice();for(r=0;r<n.length;r+=1)n[r]=this._trimAlignValue(n[r]);return n},_trimAlignValue:function(e){if(e<=this._valueMin())return this._valueMin();if(e>=this._valueMax())return this._valueMax();var t=this.options.step>0?this.options.step:1,n=(e-this._valueMin())%t,r=e-n;return Math.abs(n)*2>=t&&(r+=n>0?t:-t),parseFloat(r.toFixed(5))},_valueMin:function(){return this.options.min},_valueMax:function(){return this.options.max},_refreshValue:function(){var t,n,r,i,s,o=this.options.range,u=this.options,a=this,f=this._animateOff?!1:u.animate,l={};this.options.values&&this.options.values.length?this.handles.each(function(r){n=(a.values(r)-a._valueMin())/(a._valueMax()-a._valueMin())*100,l[a.orientation==="horizontal"?"left":"bottom"]=n+"%",e(this).stop(1,1)[f?"animate":"css"](l,u.animate),a.options.range===!0&&(a.orientation==="horizontal"?(r===0&&a.range.stop(1,1)[f?"animate":"css"]({left:n+"%"},u.animate),r===1&&a.range[f?"animate":"css"]({width:n-t+"%"},{queue:!1,duration:u.animate})):(r===0&&a.range.stop(1,1)[f?"animate":"css"]({bottom:n+"%"},u.animate),r===1&&a.range[f?"animate":"css"]({height:n-t+"%"},{queue:!1,duration:u.animate}))),t=n}):(r=this.value(),i=this._valueMin(),s=this._valueMax(),n=s!==i?(r-i)/(s-i)*100:0,l[this.orientation==="horizontal"?"left":"bottom"]=n+"%",this.handle.stop(1,1)[f?"animate":"css"](l,u.animate),o==="min"&&this.orientation==="horizontal"&&this.range.stop(1,1)[f?"animate":"css"]({width:n+"%"},u.animate),o==="max"&&this.orientation==="horizontal"&&this.range[f?"animate":"css"]({width:100-n+"%"},{queue:!1,duration:u.animate}),o==="min"&&this.orientation==="vertical"&&this.range.stop(1,1)[f?"animate":"css"]({height:n+"%"},u.animate),o==="max"&&this.orientation==="vertical"&&this.range[f?"animate":"css"]({height:100-n+"%"},{queue:!1,duration:u.animate}))}})}(jQuery),function(e){function t(e){return function(){var t=this.element.val();e.apply(this,arguments),this._refresh(),t!==this.element.val()&&this._trigger("change")}}e.widget("ui.spinner",{version:"1.9.2",defaultElement:"<input>",widgetEventPrefix:"spin",options:{culture:null,icons:{down:"ui-icon-triangle-1-s",up:"ui-icon-triangle-1-n"},incremental:!0,max:null,min:null,numberFormat:null,page:10,step:1,change:null,spin:null,start:null,stop:null},_create:function(){this._setOption("max",this.options.max),this._setOption("min",this.options.min),this._setOption("step",this.options.step),this._value(this.element.val(),!0),this._draw(),this._on(this._events),this._refresh(),this._on(this.window,{beforeunload:function(){this.element.removeAttr("autocomplete")}})},_getCreateOptions:function(){var t={},n=this.element;return e.each(["min","max","step"],function(e,r){var i=n.attr(r);i!==undefined&&i.length&&(t[r]=i)}),t},_events:{keydown:function(e){this._start(e)&&this._keydown(e)&&e.preventDefault()},keyup:"_stop",focus:function(){this.previous=this.element.val()},blur:function(e){if(this.cancelBlur){delete this.cancelBlur;return}this._refresh(),this.previous!==this.element.val()&&this._trigger("change",e)},mousewheel:function(e,t){if(!t)return;if(!this.spinning&&!this._start(e))return!1;this._spin((t>0?1:-1)*this.options.step,e),clearTimeout(this.mousewheelTimer),this.mousewheelTimer=this._delay(function(){this.spinning&&this._stop(e)},100),e.preventDefault()},"mousedown .ui-spinner-button":function(t){function r(){var e=this.element[0]===this.document[0].activeElement;e||(this.element.focus(),this.previous=n,this._delay(function(){this.previous=n}))}var n;n=this.element[0]===this.document[0].activeElement?this.previous:this.element.val(),t.preventDefault(),r.call(this),this.cancelBlur=!0,this._delay(function(){delete this.cancelBlur,r.call(this)});if(this._start(t)===!1)return;this._repeat(null,e(t.currentTarget).hasClass("ui-spinner-up")?1:-1,t)},"mouseup .ui-spinner-button":"_stop","mouseenter .ui-spinner-button":function(t){if(!e(t.currentTarget).hasClass("ui-state-active"))return;if(this._start(t)===!1)return!1;this._repeat(null,e(t.currentTarget).hasClass("ui-spinner-up")?1:-1,t)},"mouseleave .ui-spinner-button":"_stop"},_draw:function(){var e=this.uiSpinner=this.element.addClass("ui-spinner-input").attr("autocomplete","off").wrap(this._uiSpinnerHtml()).parent().append(this._buttonHtml());this.element.attr("role","spinbutton"),this.buttons=e.find(".ui-spinner-button").attr("tabIndex",-1).button().removeClass("ui-corner-all"),this.buttons.height()>Math.ceil(e.height()*.5)&&e.height()>0&&e.height(e.height()),this.options.disabled&&this.disable()},_keydown:function(t){var n=this.options,r=e.ui.keyCode;switch(t.keyCode){case r.UP:return this._repeat(null,1,t),!0;case r.DOWN:return this._repeat(null,-1,t),!0;case r.PAGE_UP:return this._repeat(null,n.page,t),!0;case r.PAGE_DOWN:return this._repeat(null,-n.page,t),!0}return!1},_uiSpinnerHtml:function(){return"<span class='ui-spinner ui-widget ui-widget-content ui-corner-all'></span>"},_buttonHtml:function(){return"<a class='ui-spinner-button ui-spinner-up ui-corner-tr'><span class='ui-icon "+this.options.icons.up+"'>&#9650;</span>"+"</a>"+"<a class='ui-spinner-button ui-spinner-down ui-corner-br'>"+"<span class='ui-icon "+this.options.icons.down+"'>&#9660;</span>"+"</a>"},_start:function(e){return!this.spinning&&this._trigger("start",e)===!1?!1:(this.counter||(this.counter=1),this.spinning=!0,!0)},_repeat:function(e,t,n){e=e||500,clearTimeout(this.timer),this.timer=this._delay(function(){this._repeat(40,t,n)},e),this._spin(t*this.options.step,n)},_spin:function(e,t){var n=this.value()||0;this.counter||(this.counter=1),n=this._adjustValue(n+e*this._increment(this.counter));if(!this.spinning||this._trigger("spin",t,{value:n})!==!1)this._value(n),this.counter++},_increment:function(t){var n=this.options.incremental;return n?e.isFunction(n)?n(t):Math.floor(t*t*t/5e4-t*t/500+17*t/200+1):1},_precision:function(){var e=this._precisionOf(this.options.step);return this.options.min!==null&&(e=Math.max(e,this._precisionOf(this.options.min))),e},_precisionOf:function(e){var t=e.toString(),n=t.indexOf(".");return n===-1?0:t.length-n-1},_adjustValue:function(e){var t,n,r=this.options;return t=r.min!==null?r.min:0,n=e-t,n=Math.round(n/r.step)*r.step,e=t+n,e=parseFloat(e.toFixed(this._precision())),r.max!==null&&e>r.max?r.max:r.min!==null&&e<r.min?r.min:e},_stop:function(e){if(!this.spinning)return;clearTimeout(this.timer),clearTimeout(this.mousewheelTimer),this.counter=0,this.spinning=!1,this._trigger("stop",e)},_setOption:function(e,t){if(e==="culture"||e==="numberFormat"){var n=this._parse(this.element.val());this.options[e]=t,this.element.val(this._format(n));return}(e==="max"||e==="min"||e==="step")&&typeof t=="string"&&(t=this._parse(t)),this._super(e,t),e==="disabled"&&(t?(this.element.prop("disabled",!0),this.buttons.button("disable")):(this.element.prop("disabled",!1),this.buttons.button("enable")))},_setOptions:t(function(e){this._super(e),this._value(this.element.val())}),_parse:function(e){return typeof e=="string"&&e!==""&&(e=window.Globalize&&this.options.numberFormat?Globalize.parseFloat(e,10,this.options.culture):+e),e===""||isNaN(e)?null:e},_format:function(e){return e===""?"":window.Globalize&&this.options.numberFormat?Globalize.format(e,this.options.numberFormat,this.options.culture):e},_refresh:function(){this.element.attr({"aria-valuemin":this.options.min,"aria-valuemax":this.options.max,"aria-valuenow":this._parse(this.element.val())})},_value:function(e,t){var n;e!==""&&(n=this._parse(e),n!==null&&(t||(n=this._adjustValue(n)),e=this._format(n))),this.element.val(e),this._refresh()},_destroy:function(){this.element.removeClass("ui-spinner-input").prop("disabled",!1).removeAttr("autocomplete").removeAttr("role").removeAttr("aria-valuemin").removeAttr("aria-valuemax").removeAttr("aria-valuenow"),this.uiSpinner.replaceWith(this.element)},stepUp:t(function(e){this._stepUp(e)}),_stepUp:function(e){this._spin((e||1)*this.options.step)},stepDown:t(function(e){this._stepDown(e)}),_stepDown:function(e){this._spin((e||1)*-this.options.step)},pageUp:t(function(e){this._stepUp((e||1)*this.options.page)}),pageDown:t(function(e){this._stepDown((e||1)*this.options.page)}),value:function(e){if(!arguments.length)return this._parse(this.element.val());t(this._value).call(this,e)},widget:function(){return this.uiSpinner}})}(jQuery),function(e,t){function i(){return++n}function s(e){return e.hash.length>1&&e.href.replace(r,"")===location.href.replace(r,"").replace(/\s/g,"%20")}var n=0,r=/#.*$/;e.widget("ui.tabs",{version:"1.9.2",delay:300,options:{active:null,collapsible:!1,event:"click",heightStyle:"content",hide:null,show:null,activate:null,beforeActivate:null,beforeLoad:null,load:null},_create:function(){var t=this,n=this.options,r=n.active,i=location.hash.substring(1);this.running=!1,this.element.addClass("ui-tabs ui-widget ui-widget-content ui-corner-all").toggleClass("ui-tabs-collapsible",n.collapsible).delegate(".ui-tabs-nav > li","mousedown"+this.eventNamespace,function(t){e(this).is(".ui-state-disabled")&&t.preventDefault()}).delegate(".ui-tabs-anchor","focus"+this.eventNamespace,function(){e(this).closest("li").is(".ui-state-disabled")&&this.blur()}),this._processTabs();if(r===null){i&&this.tabs.each(function(t,n){if(e(n).attr("aria-controls")===i)return r=t,!1}),r===null&&(r=this.tabs.index(this.tabs.filter(".ui-tabs-active")));if(r===null||r===-1)r=this.tabs.length?0:!1}r!==!1&&(r=this.tabs.index(this.tabs.eq(r)),r===-1&&(r=n.collapsible?!1:0)),n.active=r,!n.collapsible&&n.active===!1&&this.anchors.length&&(n.active=0),e.isArray(n.disabled)&&(n.disabled=e.unique(n.disabled.concat(e.map(this.tabs.filter(".ui-state-disabled"),function(e){return t.tabs.index(e)}))).sort()),this.options.active!==!1&&this.anchors.length?this.active=this._findActive(this.options.active):this.active=e(),this._refresh(),this.active.length&&this.load(n.active)},_getCreateEventData:function(){return{tab:this.active,panel:this.active.length?this._getPanelForTab(this.active):e()}},_tabKeydown:function(t){var n=e(this.document[0].activeElement).closest("li"),r=this.tabs.index(n),i=!0;if(this._handlePageNav(t))return;switch(t.keyCode){case e.ui.keyCode.RIGHT:case e.ui.keyCode.DOWN:r++;break;case e.ui.keyCode.UP:case e.ui.keyCode.LEFT:i=!1,r--;break;case e.ui.keyCode.END:r=this.anchors.length-1;break;case e.ui.keyCode.HOME:r=0;break;case e.ui.keyCode.SPACE:t.preventDefault(),clearTimeout(this.activating),this._activate(r);return;case e.ui.keyCode.ENTER:t.preventDefault(),clearTimeout(this.activating),this._activate(r===this.options.active?!1:r);return;default:return}t.preventDefault(),clearTimeout(this.activating),r=this._focusNextTab(r,i),t.ctrlKey||(n.attr("aria-selected","false"),this.tabs.eq(r).attr("aria-selected","true"),this.activating=this._delay(function(){this.option("active",r)},this.delay))},_panelKeydown:function(t){if(this._handlePageNav(t))return;t.ctrlKey&&t.keyCode===e.ui.keyCode.UP&&(t.preventDefault(),this.active.focus())},_handlePageNav:function(t){if(t.altKey&&t.keyCode===e.ui.keyCode.PAGE_UP)return this._activate(this._focusNextTab(this.options.active-1,!1)),!0;if(t.altKey&&t.keyCode===e.ui.keyCode.PAGE_DOWN)return this._activate(this._focusNextTab(this.options.active+1,!0)),!0},_findNextTab:function(t,n){function i(){return t>r&&(t=0),t<0&&(t=r),t}var r=this.tabs.length-1;while(e.inArray(i(),this.options.disabled)!==-1)t=n?t+1:t-1;return t},_focusNextTab:function(e,t){return e=this._findNextTab(e,t),this.tabs.eq(e).focus(),e},_setOption:function(e,t){if(e==="active"){this._activate(t);return}if(e==="disabled"){this._setupDisabled(t);return}this._super(e,t),e==="collapsible"&&(this.element.toggleClass("ui-tabs-collapsible",t),!t&&this.options.active===!1&&this._activate(0)),e==="event"&&this._setupEvents(t),e==="heightStyle"&&this._setupHeightStyle(t)},_tabId:function(e){return e.attr("aria-controls")||"ui-tabs-"+i()},_sanitizeSelector:function(e){return e?e.replace(/[!"$%&'()*+,.\/:;<=>?@\[\]\^`{|}~]/g,"\\$&"):""},refresh:function(){var t=this.options,n=this.tablist.children(":has(a[href])");t.disabled=e.map(n.filter(".ui-state-disabled"),function(e){return n.index(e)}),this._processTabs(),t.active===!1||!this.anchors.length?(t.active=!1,this.active=e()):this.active.length&&!e.contains(this.tablist[0],this.active[0])?this.tabs.length===t.disabled.length?(t.active=!1,this.active=e()):this._activate(this._findNextTab(Math.max(0,t.active-1),!1)):t.active=this.tabs.index(this.active),this._refresh()},_refresh:function(){this._setupDisabled(this.options.disabled),this._setupEvents(this.options.event),this._setupHeightStyle(this.options.heightStyle),this.tabs.not(this.active).attr({"aria-selected":"false",tabIndex:-1}),this.panels.not(this._getPanelForTab(this.active)).hide().attr({"aria-expanded":"false","aria-hidden":"true"}),this.active.length?(this.active.addClass("ui-tabs-active ui-state-active").attr({"aria-selected":"true",tabIndex:0}),this._getPanelForTab(this.active).show().attr({"aria-expanded":"true","aria-hidden":"false"})):this.tabs.eq(0).attr("tabIndex",0)},_processTabs:function(){var t=this;this.tablist=this._getList().addClass("ui-tabs-nav ui-helper-reset ui-helper-clearfix ui-widget-header ui-corner-all").attr("role","tablist"),this.tabs=this.tablist.find("> li:has(a[href])").addClass("ui-state-default ui-corner-top").attr({role:"tab",tabIndex:-1}),this.anchors=this.tabs.map(function(){return e("a",this)[0]}).addClass("ui-tabs-anchor").attr({role:"presentation",tabIndex:-1}),this.panels=e(),this.anchors.each(function(n,r){var i,o,u,a=e(r).uniqueId().attr("id"),f=e(r).closest("li"),l=f.attr("aria-controls");s(r)?(i=r.hash,o=t.element.find(t._sanitizeSelector(i))):(u=t._tabId(f),i="#"+u,o=t.element.find(i),o.length||(o=t._createPanel(u),o.insertAfter(t.panels[n-1]||t.tablist)),o.attr("aria-live","polite")),o.length&&(t.panels=t.panels.add(o)),l&&f.data("ui-tabs-aria-controls",l),f.attr({"aria-controls":i.substring(1),"aria-labelledby":a}),o.attr("aria-labelledby",a)}),this.panels.addClass("ui-tabs-panel ui-widget-content ui-corner-bottom").attr("role","tabpanel")},_getList:function(){return this.element.find("ol,ul").eq(0)},_createPanel:function(t){return e("<div>").attr("id",t).addClass("ui-tabs-panel ui-widget-content ui-corner-bottom").data("ui-tabs-destroy",!0)},_setupDisabled:function(t){e.isArray(t)&&(t.length?t.length===this.anchors.length&&(t=!0):t=!1);for(var n=0,r;r=this.tabs[n];n++)t===!0||e.inArray(n,t)!==-1?e(r).addClass("ui-state-disabled").attr("aria-disabled","true"):e(r).removeClass("ui-state-disabled").removeAttr("aria-disabled");this.options.disabled=t},_setupEvents:function(t){var n={click:function(e){e.preventDefault()}};t&&e.each(t.split(" "),function(e,t){n[t]="_eventHandler"}),this._off(this.anchors.add(this.tabs).add(this.panels)),this._on(this.anchors,n),this._on(this.tabs,{keydown:"_tabKeydown"}),this._on(this.panels,{keydown:"_panelKeydown"}),this._focusable(this.tabs),this._hoverable(this.tabs)},_setupHeightStyle:function(t){var n,r,i=this.element.parent();t==="fill"?(e.support.minHeight||(r=i.css("overflow"),i.css("overflow","hidden")),n=i.height(),this.element.siblings(":visible").each(function(){var t=e(this),r=t.css("position");if(r==="absolute"||r==="fixed")return;n-=t.outerHeight(!0)}),r&&i.css("overflow",r),this.element.children().not(this.panels).each(function(){n-=e(this).outerHeight(!0)}),this.panels.each(function(){e(this).height(Math.max(0,n-e(this).innerHeight()+e(this).height()))}).css("overflow","auto")):t==="auto"&&(n=0,this.panels.each(function(){n=Math.max(n,e(this).height("").height())}).height(n))},_eventHandler:function(t){var n=this.options,r=this.active,i=e(t.currentTarget),s=i.closest("li"),o=s[0]===r[0],u=o&&n.collapsible,a=u?e():this._getPanelForTab(s),f=r.length?this._getPanelForTab(r):e(),l={oldTab:r,oldPanel:f,newTab:u?e():s,newPanel:a};t.preventDefault();if(s.hasClass("ui-state-disabled")||s.hasClass("ui-tabs-loading")||this.running||o&&!n.collapsible||this._trigger("beforeActivate",t,l)===!1)return;n.active=u?!1:this.tabs.index(s),this.active=o?e():s,this.xhr&&this.xhr.abort(),!f.length&&!a.length&&e.error("jQuery UI Tabs: Mismatching fragment identifier."),a.length&&this.load(this.tabs.index(s),t),this._toggle(t,l)},_toggle:function(t,n){function o(){r.running=!1,r._trigger("activate",t,n)}function u(){n.newTab.closest("li").addClass("ui-tabs-active ui-state-active"),i.length&&r.options.show?r._show(i,r.options.show,o):(i.show(),o())}var r=this,i=n.newPanel,s=n.oldPanel;this.running=!0,s.length&&this.options.hide?this._hide(s,this.options.hide,function(){n.oldTab.closest("li").removeClass("ui-tabs-active ui-state-active"),u()}):(n.oldTab.closest("li").removeClass("ui-tabs-active ui-state-active"),s.hide(),u()),s.attr({"aria-expanded":"false","aria-hidden":"true"}),n.oldTab.attr("aria-selected","false"),i.length&&s.length?n.oldTab.attr("tabIndex",-1):i.length&&this.tabs.filter(function(){return e(this).attr("tabIndex")===0}).attr("tabIndex",-1),i.attr({"aria-expanded":"true","aria-hidden":"false"}),n.newTab.attr({"aria-selected":"true",tabIndex:0})},_activate:function(t){var n,r=this._findActive(t);if(r[0]===this.active[0])return;r.length||(r=this.active),n=r.find(".ui-tabs-anchor")[0],this._eventHandler({target:n,currentTarget:n,preventDefault:e.noop})},_findActive:function(t){return t===!1?e():this.tabs.eq(t)},_getIndex:function(e){return typeof e=="string"&&(e=this.anchors.index(this.anchors.filter("[href$='"+e+"']"))),e},_destroy:function(){this.xhr&&this.xhr.abort(),this.element.removeClass("ui-tabs ui-widget ui-widget-content ui-corner-all ui-tabs-collapsible"),this.tablist.removeClass("ui-tabs-nav ui-helper-reset ui-helper-clearfix ui-widget-header ui-corner-all").removeAttr("role"),this.anchors.removeClass("ui-tabs-anchor").removeAttr("role").removeAttr("tabIndex").removeData("href.tabs").removeData("load.tabs").removeUniqueId(),this.tabs.add(this.panels).each(function(){e.data(this,"ui-tabs-destroy")?e(this).remove():e(this).removeClass("ui-state-default ui-state-active ui-state-disabled ui-corner-top ui-corner-bottom ui-widget-content ui-tabs-active ui-tabs-panel").removeAttr("tabIndex").removeAttr("aria-live").removeAttr("aria-busy").removeAttr("aria-selected").removeAttr("aria-labelledby").removeAttr("aria-hidden").removeAttr("aria-expanded").removeAttr("role")}),this.tabs.each(function(){var t=e(this),n=t.data("ui-tabs-aria-controls");n?t.attr("aria-controls",n):t.removeAttr("aria-controls")}),this.panels.show(),this.options.heightStyle!=="content"&&this.panels.css("height","")},enable:function(n){var r=this.options.disabled;if(r===!1)return;n===t?r=!1:(n=this._getIndex(n),e.isArray(r)?r=e.map(r,function(e){return e!==n?e:null}):r=e.map(this.tabs,function(e,t){return t!==n?t:null})),this._setupDisabled(r)},disable:function(n){var r=this.options.disabled;if(r===!0)return;if(n===t)r=!0;else{n=this._getIndex(n);if(e.inArray(n,r)!==-1)return;e.isArray(r)?r=e.merge([n],r).sort():r=[n]}this._setupDisabled(r)},load:function(t,n){t=this._getIndex(t);var r=this,i=this.tabs.eq(t),o=i.find(".ui-tabs-anchor"),u=this._getPanelForTab(i),a={tab:i,panel:u};if(s(o[0]))return;this.xhr=e.ajax(this._ajaxSettings(o,n,a)),this.xhr&&this.xhr.statusText!=="canceled"&&(i.addClass("ui-tabs-loading"),u.attr("aria-busy","true"),this.xhr.success(function(e){setTimeout(function(){u.html(e),r._trigger("load",n,a)},1)}).complete(function(e,t){setTimeout(function(){t==="abort"&&r.panels.stop(!1,!0),i.removeClass("ui-tabs-loading"),u.removeAttr("aria-busy"),e===r.xhr&&delete r.xhr},1)}))},_ajaxSettings:function(t,n,r){var i=this;return{url:t.attr("href"),beforeSend:function(t,s){return i._trigger("beforeLoad",n,e.extend({jqXHR:t,ajaxSettings:s},r))}}},_getPanelForTab:function(t){var n=e(t).attr("aria-controls");return this.element.find(this._sanitizeSelector("#"+n))}}),e.uiBackCompat!==!1&&(e.ui.tabs.prototype._ui=function(e,t){return{tab:e,panel:t,index:this.anchors.index(e)}},e.widget("ui.tabs",e.ui.tabs,{url:function(e,t){this.anchors.eq(e).attr("href",t)}}),e.widget("ui.tabs",e.ui.tabs,{options:{ajaxOptions:null,cache:!1},_create:function(){this._super();var t=this;this._on({tabsbeforeload:function(n,r){if(e.data(r.tab[0],"cache.tabs")){n.preventDefault();return}r.jqXHR.success(function(){t.options.cache&&e.data(r.tab[0],"cache.tabs",!0)})}})},_ajaxSettings:function(t,n,r){var i=this.options.ajaxOptions;return e.extend({},i,{error:function(e,t){try{i.error(e,t,r.tab.closest("li").index(),r.tab[0])}catch(n){}}},this._superApply(arguments))},_setOption:function(e,t){e==="cache"&&t===!1&&this.anchors.removeData("cache.tabs"),this._super(e,t)},_destroy:function(){this.anchors.removeData("cache.tabs"),this._super()},url:function(e){this.anchors.eq(e).removeData("cache.tabs"),this._superApply(arguments)}}),e.widget("ui.tabs",e.ui.tabs,{abort:function(){this.xhr&&this.xhr.abort()}}),e.widget("ui.tabs",e.ui.tabs,{options:{spinner:"<em>Loading&#8230;</em>"},_create:function(){this._super(),this._on({tabsbeforeload:function(e,t){if(e.target!==this.element[0]||!this.options.spinner)return;var n=t.tab.find("span"),r=n.html();n.html(this.options.spinner),t.jqXHR.complete(function(){n.html(r)})}})}}),e.widget("ui.tabs",e.ui.tabs,{options:{enable:null,disable:null},enable:function(t){var n=this.options,r;if(t&&n.disabled===!0||e.isArray(n.disabled)&&e.inArray(t,n.disabled)!==-1)r=!0;this._superApply(arguments),r&&this._trigger("enable",null,this._ui(this.anchors[t],this.panels[t]))},disable:function(t){var n=this.options,r;if(t&&n.disabled===!1||e.isArray(n.disabled)&&e.inArray(t,n.disabled)===-1)r=!0;this._superApply(arguments),r&&this._trigger("disable",null,this._ui(this.anchors[t],this.panels[t]))}}),e.widget("ui.tabs",e.ui.tabs,{options:{add:null,remove:null,tabTemplate:"<li><a href='#{href}'><span>#{label}</span></a></li>"},add:function(n,r,i){i===t&&(i=this.anchors.length);var s,o,u=this.options,a=e(u.tabTemplate.replace(/#\{href\}/g,n).replace(/#\{label\}/g,r)),f=n.indexOf("#")?this._tabId(a):n.replace("#","");return a.addClass("ui-state-default ui-corner-top").data("ui-tabs-destroy",!0),a.attr("aria-controls",f),s=i>=this.tabs.length,o=this.element.find("#"+f),o.length||(o=this._createPanel(f),s?i>0?o.insertAfter(this.panels.eq(-1)):o.appendTo(this.element):o.insertBefore(this.panels[i])),o.addClass("ui-tabs-panel ui-widget-content ui-corner-bottom").hide(),s?a.appendTo(this.tablist):a.insertBefore(this.tabs[i]),u.disabled=e.map(u.disabled,function(e){return e>=i?++e:e}),this.refresh(),this.tabs.length===1&&u.active===!1&&this.option("active",0),this._trigger("add",null,this._ui(this.anchors[i],this.panels[i])),this},remove:function(t){t=this._getIndex(t);var n=this.options,r=this.tabs.eq(t).remove(),i=this._getPanelForTab(r).remove();return r.hasClass("ui-tabs-active")&&this.anchors.length>2&&this._activate(t+(t+1<this.anchors.length?1:-1)),n.disabled=e.map(e.grep(n.disabled,function(e){return e!==t}),function(e){return e>=t?--e:e}),this.refresh(),this._trigger("remove",null,this._ui(r.find("a")[0],i[0])),this}}),e.widget("ui.tabs",e.ui.tabs,{length:function(){return this.anchors.length}}),e.widget("ui.tabs",e.ui.tabs,{options:{idPrefix:"ui-tabs-"},_tabId:function(t){var n=t.is("li")?t.find("a[href]"):t;return n=n[0],e(n).closest("li").attr("aria-controls")||n.title&&n.title.replace(/\s/g,"_").replace(/[^\w\u00c0-\uFFFF\-]/g,"")||this.options.idPrefix+i()}}),e.widget("ui.tabs",e.ui.tabs,{options:{panelTemplate:"<div></div>"},_createPanel:function(t){return e(this.options.panelTemplate).attr("id",t).addClass("ui-tabs-panel ui-widget-content ui-corner-bottom").data("ui-tabs-destroy",!0)}}),e.widget("ui.tabs",e.ui.tabs,{_create:function(){var e=this.options;e.active===null&&e.selected!==t&&(e.active=e.selected===-1?!1:e.selected),this._super(),e.selected=e.active,e.selected===!1&&(e.selected=-1)},_setOption:function(e,t){if(e!=="selected")return this._super(e,t);var n=this.options;this._super("active",t===-1?!1:t),n.selected=n.active,n.selected===!1&&(n.selected=-1)},_eventHandler:function(){this._superApply(arguments),this.options.selected=this.options.active,this.options.selected===!1&&(this.options.selected=-1)}}),e.widget("ui.tabs",e.ui.tabs,{options:{show:null,select:null},_create:function(){this._super(),this.options.active!==!1&&this._trigger("show",null,this._ui(this.active.find(".ui-tabs-anchor")[0],this._getPanelForTab(this.active)[0]))},_trigger:function(e,t,n){var r,i,s=this._superApply(arguments);return s?(e==="beforeActivate"?(r=n.newTab.length?n.newTab:n.oldTab,i=n.newPanel.length?n.newPanel:n.oldPanel,s=this._super("select",t,{tab:r.find(".ui-tabs-anchor")[0],panel:i[0],index:r.closest("li").index()})):e==="activate"&&n.newTab.length&&(s=this._super("show",t,{tab:n.newTab.find(".ui-tabs-anchor")[0],panel:n.newPanel[0],index:n.newTab.closest("li").index()})),s):!1}}),e.widget("ui.tabs",e.ui.tabs,{select:function(e){e=this._getIndex(e);if(e===-1){if(!this.options.collapsible||this.options.selected===-1)return;e=this.options.selected}this.anchors.eq(e).trigger(this.options.event+this.eventNamespace)}}),function(){var t=0;e.widget("ui.tabs",e.ui.tabs,{options:{cookie:null},_create:function(){var e=this.options,t;e.active==null&&e.cookie&&(t=parseInt(this._cookie(),10),t===-1&&(t=!1),e.active=t),this._super()},_cookie:function(n){var r=[this.cookie||(this.cookie=this.options.cookie.name||"ui-tabs-"+ ++t)];return arguments.length&&(r.push(n===!1?-1:n),r.push(this.options.cookie)),e.cookie.apply(null,r)},_refresh:function(){this._super(),this.options.cookie&&this._cookie(this.options.active,this.options.cookie)},_eventHandler:function(){this._superApply(arguments),this.options.cookie&&this._cookie(this.options.active,this.options.cookie)},_destroy:function(){this._super(),this.options.cookie&&this._cookie(null,this.options.cookie)}})}(),e.widget("ui.tabs",e.ui.tabs,{_trigger:function(t,n,r){var i=e.extend({},r);return t==="load"&&(i.panel=i.panel[0],i.tab=i.tab.find(".ui-tabs-anchor")[0]),this._super(t,n,i)}}),e.widget("ui.tabs",e.ui.tabs,{options:{fx:null},_getFx:function(){var t,n,r=this.options.fx;return r&&(e.isArray(r)?(t=r[0],n=r[1]):t=n=r),r?{show:n,hide:t}:null},_toggle:function(e,t){function o(){n.running=!1,n._trigger("activate",e,t)}function u(){t.newTab.closest("li").addClass("ui-tabs-active ui-state-active"),r.length&&s.show?r.animate(s.show,s.show.duration,function(){o()}):(r.show(),o())}var n=this,r=t.newPanel,i=t.oldPanel,s=this._getFx();if(!s)return this._super(e,t);n.running=!0,i.length&&s.hide?i.animate(s.hide,s.hide.duration,function(){t.oldTab.closest("li").removeClass("ui-tabs-active ui-state-active"),u()}):(t.oldTab.closest("li").removeClass("ui-tabs-active ui-state-active"),i.hide(),u())}}))}(jQuery),function(e){function n(t,n){var r=(t.attr("aria-describedby")||"").split(/\s+/);r.push(n),t.data("ui-tooltip-id",n).attr("aria-describedby",e.trim(r.join(" ")))}function r(t){var n=t.data("ui-tooltip-id"),r=(t.attr("aria-describedby")||"").split(/\s+/),i=e.inArray(n,r);i!==-1&&r.splice(i,1),t.removeData("ui-tooltip-id"),r=e.trim(r.join(" ")),r?t.attr("aria-describedby",r):t.removeAttr("aria-describedby")}var t=0;e.widget("ui.tooltip",{version:"1.9.2",options:{content:function(){return e(this).attr("title")},hide:!0,items:"[title]:not([disabled])",position:{my:"left top+15",at:"left bottom",collision:"flipfit flip"},show:!0,tooltipClass:null,track:!1,close:null,open:null},_create:function(){this._on({mouseover:"open",focusin:"open"}),this.tooltips={},this.parents={},this.options.disabled&&this._disable()},_setOption:function(t,n){var r=this;if(t==="disabled"){this[n?"_disable":"_enable"](),this.options[t]=n;return}this._super(t,n),t==="content"&&e.each(this.tooltips,function(e,t){r._updateContent(t)})},_disable:function(){var t=this;e.each(this.tooltips,function(n,r){var i=e.Event("blur");i.target=i.currentTarget=r[0],t.close(i,!0)}),this.element.find(this.options.items).andSelf().each(function(){var t=e(this);t.is("[title]")&&t.data("ui-tooltip-title",t.attr("title")).attr("title","")})},_enable:function(){this.element.find(this.options.items).andSelf().each(function(){var t=e(this);t.data("ui-tooltip-title")&&t.attr("title",t.data("ui-tooltip-title"))})},open:function(t){var n=this,r=e(t?t.target:this.element).closest(this.options.items);if(!r.length||r.data("ui-tooltip-id"))return;r.attr("title")&&r.data("ui-tooltip-title",r.attr("title")),r.data("ui-tooltip-open",!0),t&&t.type==="mouseover"&&r.parents().each(function(){var t=e(this),r;t.data("ui-tooltip-open")&&(r=e.Event("blur"),r.target=r.currentTarget=this,n.close(r,!0)),t.attr("title")&&(t.uniqueId(),n.parents[this.id]={element:this,title:t.attr("title")},t.attr("title",""))}),this._updateContent(r,t)},_updateContent:function(e,t){var n,r=this.options.content,i=this,s=t?t.type:null;if(typeof r=="string")return this._open(t,e,r);n=r.call(e[0],function(n){if(!e.data("ui-tooltip-open"))return;i._delay(function(){t&&(t.type=s),this._open(t,e,n)})}),n&&this._open(t,e,n)},_open:function(t,r,i){function f(e){a.of=e;if(s.is(":hidden"))return;s.position(a)}var s,o,u,a=e.extend({},this.options.position);if(!i)return;s=this._find(r);if(s.length){s.find(".ui-tooltip-content").html(i);return}r.is("[title]")&&(t&&t.type==="mouseover"?r.attr("title",""):r.removeAttr("title")),s=this._tooltip(r),n(r,s.attr("id")),s.find(".ui-tooltip-content").html(i),this.options.track&&t&&/^mouse/.test(t.type)?(this._on(this.document,{mousemove:f}),f(t)):s.position(e.extend({of:r},this.options.position)),s.hide(),this._show(s,this.options.show),this.options.show&&this.options.show.delay&&(u=setInterval(function(){s.is(":visible")&&(f(a.of),clearInterval(u))},e.fx.interval)),this._trigger("open",t,{tooltip:s}),o={keyup:function(t){if(t.keyCode===e.ui.keyCode.ESCAPE){var n=e.Event(t);n.currentTarget=r[0],this.close(n,!0)}},remove:function(){this._removeTooltip(s)}};if(!t||t.type==="mouseover")o.mouseleave="close";if(!t||t.type==="focusin")o.focusout="close";this._on(!0,r,o)},close:function(t){var n=this,i=e(t?t.currentTarget:this.element),s=this._find(i);if(this.closing)return;i.data("ui-tooltip-title")&&i.attr("title",i.data("ui-tooltip-title")),r(i),s.stop(!0),this._hide(s,this.options.hide,function(){n._removeTooltip(e(this))}),i.removeData("ui-tooltip-open"),this._off(i,"mouseleave focusout keyup"),i[0]!==this.element[0]&&this._off(i,"remove"),this._off(this.document,"mousemove"),t&&t.type==="mouseleave"&&e.each(this.parents,function(t,r){e(r.element).attr("title",r.title),delete n.parents[t]}),this.closing=!0,this._trigger("close",t,{tooltip:s}),this.closing=!1},_tooltip:function(n){var r="ui-tooltip-"+t++,i=e("<div>").attr({id:r,role:"tooltip"}).addClass("ui-tooltip ui-widget ui-corner-all ui-widget-content "+(this.options.tooltipClass||""));return e("<div>").addClass("ui-tooltip-content").appendTo(i),i.appendTo(this.document[0].body),e.fn.bgiframe&&i.bgiframe(),this.tooltips[r]=n,i},_find:function(t){var n=t.data("ui-tooltip-id");return n?e("#"+n):e()},_removeTooltip:function(e){e.remove(),delete this.tooltips[e.attr("id")]},_destroy:function(){var t=this;e.each(this.tooltips,function(n,r){var i=e.Event("blur");i.target=i.currentTarget=r[0],t.close(i,!0),e("#"+n).remove(),r.data("ui-tooltip-title")&&(r.attr("title",r.data("ui-tooltip-title")),r.removeData("ui-tooltip-title"))})}})}(jQuery);
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OEBPS/script/idGeneratedScript.js
function RegisterInteractiveHandlers() {
RegisterButtonEventHandlers();
ProcessAnimations();
ProcessMedia();
}
function ProcessMedia() {
var oFrame = document.getElementsByClassName("_idGenMedia");
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-mediaOnPageLoadActions");
if(actions) {
var descendants = oFrame[i].getElementsByTagName('*');
for(var j = 0; j < descendants.length; j++) {
var e = descendants[j];
var tagName = e.tagName.toLowerCase();
if(tagName == 'video' || tagName == 'audio') {
if(e.paused) {
var selfContainerID = e.id;
eval(actions);
}
}
}
}
}
}
function ProcessAnimations() {
	var oFrame = document.getElementsByClassName("_idGenAnimation");
	for (var i = 0; i < oFrame.length; i++) {
		var actions = oFrame[i].getAttribute("data-animationOnPageLoadActions");
		if(actions) {
			var selfContainerID = oFrame[i].id
			eval(actions);
		}
		var cn = oFrame[i].className;
		if(cn.indexOf("_idGenCurrentState") != -1) {
			var actions = oFrame[i].getAttribute("data-animationOnStateLoadActions");
			if(actions) {
				var selfContainerID = oFrame[i].id
				eval(actions);
			}
		}
		actions = oFrame[i].getAttribute("data-animationOnSelfClickActions");
		if(actions) {
			oFrame[i].addEventListener("touchend", function(event) { onTouchEndForAnimations(this, event) }, false);
			oFrame[i].addEventListener("mouseup", function(event) { onMouseUpForAnimations(this, event) }, false);
		}
		actions = oFrame[i].getAttribute("data-animationOnSelfRolloverActions");
		if(actions) {
			oFrame[i].addEventListener("mouseover", function(event) { onMouseOverForAnimations(this, event) }, false);
		}
	}
	document.body.addEventListener("touchend", function(event) { onPageTouchEndForAnimations(this, event) }, false);
	document.body.addEventListener("mouseup", function(event) { onPageMouseUpForAnimations(this, event) }, false);
}
function onPageTouchEndForAnimations(element, event) {
var oFrame = document.getElementsByClassName("_idGenAnimation");
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-animationOnPageClickActions");
if(actions) {
var selfContainerID = oFrame[i].id;
eval(actions);
}
}
}
function onPageMouseUpForAnimations(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
var oFrame = document.getElementsByClassName("_idGenAnimation");
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-animationOnPageClickActions");
if(actions) {
var selfContainerID = oFrame[i].id;
eval(actions);
}
}
}
function onTouchEndForAnimations(element, event) {
var classID = element.getAttribute("data-animationObjectType");
var oFrame = document.getElementsByClassName(classID);
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-animationOnSelfClickActions");
if(actions) {
var selfContainerID = oFrame[i].id;
eval(actions);
}
}
event.stopPropagation();
event.preventDefault();
}
function onMouseUpForAnimations(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
var classID = element.getAttribute("data-animationObjectType");
var oFrame = document.getElementsByClassName(classID);
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-animationOnSelfClickActions");
if(actions) {
var selfContainerID = oFrame[i].id;
eval(actions);
}
}
event.stopPropagation();
event.preventDefault();
}
function onMouseOverForAnimations(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
var animationClassName = element.getAttribute("data-idGenAnimationClass");
var cn = element.className;
if (cn.indexOf(animationClassName) != -1 ) {
return;
}
var classID = element.getAttribute("data-animationObjectType");
var oFrame = document.getElementsByClassName(classID);
for (var i = 0; i < oFrame.length; i++) {
var actions = oFrame[i].getAttribute("data-animationOnSelfRolloverActions");
if(actions) {
var selfContainerID = oFrame[i].id;
eval(actions);
}
}
event.stopPropagation();
event.preventDefault();
}
function RegisterButtonEventHandlers() {
var oFrame = document.getElementsByClassName("_idGenButton");
for (var i = 0; i < oFrame.length; i++) {
oFrame[i].addEventListener("touchstart", function(event) { onTouchStart(this, event) }, false);
oFrame[i].addEventListener("touchend", function(event) { onTouchEnd(this, event) }, false);
oFrame[i].addEventListener("mousedown", function(event) { onMouseDown(this, event) }, false);
oFrame[i].addEventListener("mouseup", function(event) { onMouseUp(this, event) }, false);
oFrame[i].addEventListener("mouseover", function(event) { onMouseOver(this, event) }, false);
oFrame[i].addEventListener("mouseout", function(event) { onMouseOut(this, event) }, false);
}
}
function hasAppearance(element, appearance) {
var childArray = element.children;
for(var i=0; i< childArray.length; i++) {
var cn = childArray[i].className;
if(cn.indexOf(appearance) != -1) {
return true;
}
}
return false;
}
function isDescendantOf(child, parent) {
var current = child;
while(current) {
if(current == parent)
return true;
current = current.parentNode;
}
return false;
}
function addClass(element,classname) { 
var cn = element.className;
if (cn.indexOf(classname) != -1 ) {
return;
}
if (cn != '') {
classname = ' ' + classname;
}
element.className = cn + classname;
}
function removeClass(element, classname) {
var cn = element.className;
var rxp = new RegExp("\\s?\\b" + classname + "\\b", "g");
cn = cn.replace(rxp, '');
element.className = cn;
}
function onMouseDown(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
if (hasAppearance(element, '_idGen-Appearance-Click')) {
addClass(element, '_idGenStateClick');
}
var actions = element.getAttribute("data-clickactions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function onMouseUp(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
removeClass(element, '_idGenStateClick');
var actions = element.getAttribute("data-releaseactions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function onMouseOver(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
if (event.relatedTarget) {
if(isDescendantOf(event.relatedTarget, element)) return;
}
if (hasAppearance(element, '_idGen-Appearance-Rollover')) {
addClass(element, '_idGenStateHover');
}
var actions = element.getAttribute("data-rolloveractions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function onMouseOut(element, event) {
var is_touch_device = 'ontouchstart' in document.documentElement;
if (is_touch_device) return;
if (event.relatedTarget) {
if(isDescendantOf(event.relatedTarget, element)) return;
}
removeClass(element, '_idGenStateHover');
removeClass(element, '_idGenStateClick');
var actions = element.getAttribute("data-rolloffactions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function onTouchStart(element, event) {
if (hasAppearance(element, '_idGen-Appearance-Click')) {
addClass(element, '_idGenStateClick');
}
var actions = element.getAttribute("data-clickactions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function onTouchEnd(element, event) {
removeClass(element, '_idGenStateClick');
var actions = element.getAttribute("data-releaseactions");
if(actions) {
eval(actions);
}
event.stopPropagation();
event.preventDefault();
}
function handleMSOStateParentOfObject(element) {
var prev = element;
var parent = prev.parentNode;
var found;
while(parent && !found) {
var cn = parent.className;
if(cn && cn.indexOf('_idGenMSO') != -1)
found = true;
else
prev = parent;
parent = prev.parentNode;
}
if(found) {
var nextState = prev;
var mso_states = parent.children;
for (var i = 0, state; state = mso_states[i]; i++) {
var cn = state.className;
if (cn.indexOf('_idGenCurrentState') != -1 ) {
handleMediaInMSOState(state);
removeClass(state, '_idGenCurrentState');
addClass(state, '_idGenStateHide');
removeClass(nextState, '_idGenStateHide');
addClass(nextState, '_idGenCurrentState');
return;
}
}
}
}
function onMediaStart(id, time, startDelay) {
setTimeout(function() { onStart(id, time) }, startDelay*1000);
}
function onStart(id, time) {
var myMedia= document.getElementById(id);
if(myMedia) {
handleMSOStateParentOfObject(myMedia);
myMedia.currentTime = time;
myMedia.play();
}
}
function goToDestination(ref) {
window.location.href = ref;
}
function handleMediaInMSOState(element) {
/*This function is used to stop playing media present in current state when we move from current state to another state.*/
var descendants = element.getElementsByTagName('*');
for(var i = 0; i < descendants.length; i++) {
var e = descendants[i];
var tagName = e.tagName.toLowerCase();
if(tagName == 'video' || tagName == 'audio') {
if(!(e.paused)) {
e.currentTime = 0;
e.pause();
}
}
}
}
function handleAnimationInMSOState(element) {
/*This function is used to trigger mso state load animations.*/
var cn = element.className;
if(cn.indexOf("_idGenAnimation") != -1) {
var startClassName = element.getAttribute("data-idGenAnimationStartState");
var endClassName = element.getAttribute("data-idGenAnimationEndState");
removeClass(element, endClassName);
addClass(element, startClassName);
var actions = element.getAttribute("data-animationOnStateLoadActions");
if(actions) {
var selfContainerID = element.id;
eval(actions);
}
}
var descendants = element.getElementsByTagName('*');
for(var i = 0; i < descendants.length; i++) {
var e = descendants[i];
var cn = e.className;
if(cn.indexOf("_idGenAnimation") != -1) {
var startClassName = element.getAttribute("data-idGenAnimationStartState");
var endClassName = element.getAttribute("data-idGenAnimationEndState");
removeClass(element, endClassName);
addClass(element, startClassName);
var actions = e.getAttribute("data-animationOnStateLoadActions");
if(actions) {
var selfContainerID = e.id;
eval(actions);
}
}
}
}
function goToState(mso_id, stateName, goBackToPreviousState, startDelay) {
setTimeout(function() { goToStateWrapper(mso_id, stateName, goBackToPreviousState) }, startDelay*1000);
}
function goToStateWrapper(mso_id, stateName, goBackToPreviousState) {
var mso_element = document.getElementById(mso_id);
if(mso_element) {
removeClass(mso_element, '_idGenStateHide')
var mso_states = mso_element.children;
for (var i = 0, state; state = mso_states[i]; i++) {
var cn = state.className;
if (cn.indexOf('_idGenCurrentState') != -1 ) {
var prevState = state;
if(nextState) {
handleMediaInMSOState(prevState);
removeClass(prevState, '_idGenCurrentState');
addClass(prevState, '_idGenStateHide');
removeClass(nextState, '_idGenStateHide');
addClass(nextState, '_idGenCurrentState');
if(goBackToPreviousState)
addClass(prevState, '_idGenPreviousState');
handleAnimationInMSOState(nextState);
}
}
var stateAttr = state.getAttribute('data-idGenObjectState');
if (stateAttr == stateName) {
var nextState = state;
if(prevState) {
handleMediaInMSOState(prevState);
removeClass(prevState, '_idGenCurrentState');
addClass(prevState, '_idGenStateHide');
removeClass(nextState, '_idGenStateHide');
addClass(nextState, '_idGenCurrentState');
if(goBackToPreviousState)
addClass(prevState, '_idGenPreviousState');
handleAnimationInMSOState(nextState);
}
}
}
}
}
function playAnimatedElement(animated_element, className, hideAfterAnimating) {
removeClass(animated_element, '_idGenStateHide');
removeClass(animated_element, '_idGenPauseAnimation');
var cn = animated_element.className;
var previousAnimationClass = animated_element.getAttribute("data-idGenAnimationClass");
if ((cn.indexOf(className) == -1) && (cn.indexOf(previousAnimationClass) == -1)) {
addClass(animated_element, className);
animated_element.setAttribute("data-idGenAnimationClass", className);
}
else {
removeClass(animated_element, className);
removeClass(animated_element, previousAnimationClass);
animated_element.removeEventListener("webkitAnimationEnd", function(evt) { onPlayAnimationEnd(this, hideAfterAnimating, evt) });
animated_element.removeEventListener("animationend", function(evt) { onPlayAnimationEnd(this, hideAfterAnimating, evt) });
setTimeout(function() {addClass(animated_element, className)}, 10);
animated_element.setAttribute("data-idGenAnimationClass", className);
}
animated_element.addEventListener("webkitAnimationEnd", function(evt) { onPlayAnimationEnd(this, hideAfterAnimating, evt) });
animated_element.addEventListener("animationend", function(evt) { onPlayAnimationEnd(this, hideAfterAnimating, evt) });
}
function playAnimation(animation_id, className, startDelay, hideAfterAnimating) {
var animated_element = document.getElementById(animation_id);
if(animated_element) {
handleMSOStateParentOfObject(animated_element);
var startClassName = animated_element.getAttribute("data-idGenAnimationStartState");
var endClassName = animated_element.getAttribute("data-idGenAnimationEndState");
removeClass(animated_element, endClassName);
addClass(animated_element, startClassName);
setTimeout(function(){playAnimatedElement(animated_element, className, hideAfterAnimating)}, startDelay*1000);
}
}
function onPlayAnimationEnd(element, hideAfterAnimating, evt) {
var className = element.getAttribute("data-idGenAnimationClass");
var startClassName = element.getAttribute("data-idGenAnimationStartState");
var endClassName = element.getAttribute("data-idGenAnimationEndState");
removeClass(element, className);
removeClass(element, startClassName);
addClass(element, endClassName);
if(hideAfterAnimating)
addClass(element, '_idGenStateHide');
evt.stopPropagation();
}




OEBPS/js/loader/ColladaLoader.js
/**
* @author Tim Knip / http://www.floorplanner.com/ / tim at floorplanner.com
* @author Tony Parisi / http://www.tonyparisi.com/
*/


( function() {

	var COLLADA = null;
	var scene = null;
	var visualScene;
	var kinematicsModel;

	var readyCallbackFunc = null;

	var sources = {};
	var images = {};
	var animations = {};
	var controllers = {};
	var geometries = {};
	var materials = {};
	var effects = {};
	var cameras = {};
	var lights = {};

	var animData;
	var kinematics;
	var visualScenes;
	var kinematicsModels;
	var baseUrl;
	var morphs;
	var skins;

	var flip_uv = true;
	var preferredShading = THREE.SmoothShading;

	var colladaUnit = 1.0;
	var colladaUp = 'Y';
	var upConversion = null;

	var options = {
		// Force Geometry to always be centered at the local origin of the
		// containing Mesh.
		centerGeometry: false,

		// Axis conversion is done for geometries, animations, and controllers.
		// If we ever pull cameras or lights out of the COLLADA file, they'll
		// need extra work.
		convertUpAxis: false,

		subdivideFaces: true,

		upAxis: 'Y',

		// For reflective or refractive materials we'll use this cubemap
		defaultEnvMap: null

	};

	THREE.ColladaLoader = function ( manager ) {

		this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

		/*

		return {

			load: load,
			parse: parse,
			setPreferredShading: setPreferredShading,
			applySkin: applySkin,
			geometries : geometries,
			options: options

		};

		*/

	};

	THREE.ColladaLoader.prototype = {

		constructor: THREE.ColladaLoader,

		options: options, //hack

		load: function ( url, onLoad, onProgress, onError ) {

			var length = 0;

			if ( document.implementation && document.implementation.createDocument ) {

				var scope = this;

				var loader = new THREE.XHRLoader( this.manager );
				loader.setCrossOrigin( this.crossOrigin );
				loader.load( url, function ( text ) {

					var parts = url.split( '/' );
					parts.pop();
					baseUrl = ( parts.length < 1 ? '.' : parts.join( '/' ) ) + '/';

					onLoad( scope.parse( text, url ) );

				}, onProgress, onError );

			} else {

				alert( "Don't know how to parse XML!" );

			}

		},

		setCrossOrigin: function ( value ) {

			this.crossOrigin = value;

		},

		parse: function( text ) {

			COLLADA = new DOMParser().parseFromString( text, 'application/xml' );

			this.parseAsset();
			this.setUpConversion();
			images = this.parseLib( "library_images image", _Image, "image" );
			materials = this.parseLib( "library_materials material", Material, "material" );
			effects = this.parseLib( "library_effects effect", Effect, "effect" );
			geometries = this.parseLib( "library_geometries geometry", Geometry, "geometry" );
			cameras = this.parseLib( "library_cameras camera", Camera, "camera" );
			lights = this.parseLib( "library_lights light", Light, "light" );
			controllers = this.parseLib( "library_controllers controller", Controller, "controller" );
			animations = this.parseLib( "library_animations animation", Animation, "animation" );
			visualScenes = this.parseLib( "library_visual_scenes visual_scene", VisualScene, "visual_scene" );
			kinematicsModels = this.parseLib( "library_kinematics_models kinematics_model", KinematicsModel, "kinematics_model" );

			morphs = [];
			skins = [];

			visualScene = this.parseScene();
			scene = new THREE.Group();

			for ( var i = 0; i < visualScene.nodes.length; i ++ ) {

				scene.add( createSceneGraph( visualScene.nodes[ i ] ) );

			}

			// unit conversion
			scene.scale.multiplyScalar( colladaUnit );

			this.createAnimations();

			kinematicsModel = this.parseKinematicsModel();
			this.createKinematics();

			var result = {
				scene: scene,
				morphs: morphs,
				skins: skins,
				animations: animData,
				kinematics: kinematics,
				dae: {
					images: images,
					materials: materials,
					cameras: cameras,
					lights: lights,
					effects: effects,
					geometries: geometries,
					controllers: controllers,
					animations: animations,
					visualScenes: visualScenes,
					visualScene: visualScene,
					scene: visualScene,
					kinematicsModels: kinematicsModels,
					kinematicsModel: kinematicsModel
				}
			};

			return result;

		},

		setPreferredShading: function ( shading ) {

			preferredShading = shading;

		},

		parseAsset: function () {

			var elements = COLLADA.querySelectorAll( 'asset' );

			var element = elements[ 0 ];

			if ( element && element.childNodes ) {

				for ( var i = 0; i < element.childNodes.length; i ++ ) {

					var child = element.childNodes[ i ];

					switch ( child.nodeName ) {

						case 'unit':

							var meter = child.getAttribute( 'meter' );

							if ( meter ) {

								colladaUnit = parseFloat( meter );

							}

							break;

						case 'up_axis':

							colladaUp = child.textContent.charAt( 0 );
							break;

					}

				}

			}

		},

		parseLib: function ( q, classSpec, prefix ) {

			var elements = COLLADA.querySelectorAll( q );

			var lib = {};

			var i = 0;

			var elementsLength = elements.length;

			for ( var j = 0; j < elementsLength; j ++ ) {

				var element = elements[ j ];
				var daeElement = ( new classSpec() ).parse( element );

				if ( ! daeElement.id || daeElement.id.length === 0 ) daeElement.id = prefix + ( i ++ );
				lib[ daeElement.id ] = daeElement;

			}

			return lib;

		},

		parseScene: function () {

			var sceneElement = COLLADA.querySelectorAll( 'scene instance_visual_scene' )[ 0 ];

			if ( sceneElement ) {

				var url = sceneElement.getAttribute( 'url' ).replace( /^#/, '' );
				return visualScenes[ url.length > 0 ? url : 'visual_scene0' ];

			} else {

				return null;

			}

		},

		parseKinematicsModel: function () {

			var kinematicsModelElement = COLLADA.querySelectorAll( 'instance_kinematics_model' )[ 0 ];

			if ( kinematicsModelElement ) {

				var url = kinematicsModelElement.getAttribute( 'url' ).replace( /^#/, '' );
				return kinematicsModels[ url.length > 0 ? url : 'kinematics_model0' ];

			} else {

				return null;

			}

		},

		createAnimations: function () {

			animData = [];

			// fill in the keys
			recurseHierarchy( scene );

		},

		recurseHierarchy: function ( node ) {

			var n = visualScene.getChildById( node.colladaId, true ),
				newData = null;

			if ( n && n.keys ) {

				newData = {
					fps: 60,
					hierarchy: [ {
						node: n,
						keys: n.keys,
						sids: n.sids
					} ],
					node: node,
					name: 'animation_' + node.name,
					length: 0
				};

				animData.push( newData );

				for ( var i = 0, il = n.keys.length; i < il; i ++ ) {

					newData.length = Math.max( newData.length, n.keys[ i ].time );

				}

			} else {

				newData = {
					hierarchy: [ {
						keys: [],
						sids: []
					} ]
				}

			}

			for ( var i = 0, il = node.children.length; i < il; i ++ ) {

				var d = recurseHierarchy( node.children[ i ] );

				for ( var j = 0, jl = d.hierarchy.length; j < jl; j ++ ) {

					newData.hierarchy.push( {
						keys: [],
						sids: []
					} );

				}

			}

			return newData;

		},

		createMorph: function ( geometry, ctrl ) {

			var morphCtrl = ctrl instanceof InstanceController ? controllers[ ctrl.url ] : ctrl;

			if ( ! morphCtrl || ! morphCtrl.morph ) {

				console.log( "could not find morph controller!" );
				return;

			}

			var morph = morphCtrl.morph;

			for ( var i = 0; i < morph.targets.length; i ++ ) {

				var target_id = morph.targets[ i ];
				var daeGeometry = geometries[ target_id ];

				if ( ! daeGeometry.mesh ||
					 ! daeGeometry.mesh.primitives ||
					 ! daeGeometry.mesh.primitives.length ) {

					 continue;

				}

				var target = daeGeometry.mesh.primitives[ 0 ].geometry;

				if ( target.vertices.length === geometry.vertices.length ) {

					geometry.morphTargets.push( { name: "target_1", vertices: target.vertices } );

				}

			}

			geometry.morphTargets.push( { name: "target_Z", vertices: geometry.vertices } );

		},

		createSkin: function ( geometry, ctrl, applyBindShape ) {

			var skinCtrl = controllers[ ctrl.url ];

			if ( ! skinCtrl || ! skinCtrl.skin ) {

				console.log( "could not find skin controller!" );
				return;

			}

			if ( ! ctrl.skeleton || ! ctrl.skeleton.length ) {

				console.log( "could not find the skeleton for the skin!" );
				return;

			}

			var skin = skinCtrl.skin;
			var skeleton = visualScene.getChildById( ctrl.skeleton[ 0 ] );
			var hierarchy = [];

			applyBindShape = applyBindShape !== undefined ? applyBindShape : true;

			var bones = [];
			geometry.skinWeights = [];
			geometry.skinIndices = [];

			//createBones( geometry.bones, skin, hierarchy, skeleton, null, -1 );
			//createWeights( skin, geometry.bones, geometry.skinIndices, geometry.skinWeights );

			/*
			geometry.animation = {
				name: 'take_001',
				fps: 30,
				length: 2,
				JIT: true,
				hierarchy: hierarchy
			};
			*/

			if ( applyBindShape ) {

				for ( var i = 0; i < geometry.vertices.length; i ++ ) {

					geometry.vertices[ i ].applyMatrix4( skin.bindShapeMatrix );

				}

			}

		},

		createKinematics: function () {

			if ( kinematicsModel && kinematicsModel.joints.length === 0 ) {

				kinematics = undefined;
				return;

			}

			var jointMap = {};

			var _addToMap = function( jointIndex, parentVisualElement ) {

				var parentVisualElementId = parentVisualElement.getAttribute( 'id' );
				var colladaNode = visualScene.getChildById( parentVisualElementId, true );
				var joint = kinematicsModel.joints[ jointIndex ];

				scene.traverse( function( node ) {

					if ( node.colladaId == parentVisualElementId ) {

						jointMap[ jointIndex ] = {
							node: node,
							transforms: colladaNode.transforms,
							joint: joint,
							position: joint.zeroPosition
						};

					}

				} );

			};

			kinematics = {

				joints: kinematicsModel && kinematicsModel.joints,

				getJointValue: function( jointIndex ) {

					var jointData = jointMap[ jointIndex ];

					if ( jointData ) {

						return jointData.position;

					} else {

						console.log( 'getJointValue: joint ' + jointIndex + ' doesn\'t exist' );

					}

				},

				setJointValue: function( jointIndex, value ) {

					var jointData = jointMap[ jointIndex ];

					if ( jointData ) {

						var joint = jointData.joint;

						if ( value > joint.limits.max || value < joint.limits.min ) {

							console.log( 'setJointValue: joint ' + jointIndex + ' value ' + value + ' outside of limits (min: ' + joint.limits.min + ', max: ' + joint.limits.max + ')' );

						} else if ( joint.static ) {

							console.log( 'setJointValue: joint ' + jointIndex + ' is static' );

						} else {

							var threejsNode = jointData.node;
							var axis = joint.axis;
							var transforms = jointData.transforms;

							var matrix = new THREE.Matrix4();

							for ( i = 0; i < transforms.length; i ++ ) {

								var transform = transforms[ i ];

								// kinda ghetto joint detection
								if ( transform.sid && transform.sid.indexOf( 'joint' + jointIndex ) !== - 1 ) {

									// apply actual joint value here
									switch ( joint.type ) {

										case 'revolute':

											matrix.multiply( m1.makeRotationAxis( axis, THREE.Math.degToRad( value ) ) );
											break;

										case 'prismatic':

											matrix.multiply( m1.makeTranslation( axis.x * value, axis.y * value, axis.z * value ) );
											break;

										default:

											console.warn( 'setJointValue: unknown joint type: ' + joint.type );
											break;

									}

								} else {

									var m1 = new THREE.Matrix4();

									switch ( transform.type ) {

										case 'matrix':

											matrix.multiply( transform.obj );

											break;

										case 'translate':

											matrix.multiply( m1.makeTranslation( transform.obj.x, transform.obj.y, transform.obj.z ) );

											break;

										case 'rotate':

											matrix.multiply( m1.makeRotationAxis( transform.obj, transform.angle ) );

											break;

									}

								}

							}

							// apply the matrix to the threejs node
							var elementsFloat32Arr = matrix.elements;
							var elements = Array.prototype.slice.call( elementsFloat32Arr );

							var elementsRowMajor = [
								elements[ 0 ],
								elements[ 4 ],
								elements[ 8 ],
								elements[ 12 ],
								elements[ 1 ],
								elements[ 5 ],
								elements[ 9 ],
								elements[ 13 ],
								elements[ 2 ],
								elements[ 6 ],
								elements[ 10 ],
								elements[ 14 ],
								elements[ 3 ],
								elements[ 7 ],
								elements[ 11 ],
								elements[ 15 ]
							];

							threejsNode.matrix.set.apply( threejsNode.matrix, elementsRowMajor );
							threejsNode.matrix.decompose( threejsNode.position, threejsNode.quaternion, threejsNode.scale );

						}

					} else {

						console.log( 'setJointValue: joint ' + jointIndex + ' doesn\'t exist' );

					}

				}

			};

			var element = COLLADA.querySelector( 'scene instance_kinematics_scene' );

			if ( element ) {

				for ( var i = 0; i < element.childNodes.length; i ++ ) {

					var child = element.childNodes[ i ];

					if ( child.nodeType != 1 ) continue;

					switch ( child.nodeName ) {

						case 'bind_joint_axis':

							var visualTarget = child.getAttribute( 'target' ).split( '/' ).pop();
							var axis = child.querySelector( 'axis param' ).textContent;
							var jointIndex = parseInt( axis.split( 'joint' ).pop().split( '.' )[ 0 ] );
							var visualTargetElement = COLLADA.querySelector( '[sid="' + visualTarget + '"]' );

							if ( visualTargetElement ) {

								var parentVisualElement = visualTargetElement.parentElement;
								_addToMap( jointIndex, parentVisualElement );

							}

							break;

						default:

							break;

					}

				}

			}

		},

		getJointId: function ( skin, id ) {

			for ( var i = 0; i < skin.joints.length; i ++ ) {

				if ( skin.joints[ i ] === id ) {

					return i;

				}

			}

		},

		calcFrameDuration: function ( node ) {

			var minT = 10000000;

			for ( var i = 0; i < node.channels.length; i ++ ) {

				var sampler = node.channels[ i ].sampler;

				for ( var j = 0; j < sampler.input.length - 1; j ++ ) {

					var t0 = sampler.input[ j ];
					var t1 = sampler.input[ j + 1 ];
					minT = Math.min( minT, t1 - t0 );

				}

			}

			return minT;

		},

		calcMatrixAt: function ( node, t ) {

			var animated = {};

			var i, j;

			for ( i = 0; i < node.channels.length; i ++ ) {

				var channel = node.channels[ i ];
				animated[ channel.sid ] = channel;

			}

			var matrix = new THREE.Matrix4();

			for ( i = 0; i < node.transforms.length; i ++ ) {

				var transform = node.transforms[ i ];
				var channel = animated[ transform.sid ];

				if ( channel !== undefined ) {

					var sampler = channel.sampler;
					var value;

					for ( j = 0; j < sampler.input.length - 1; j ++ ) {

						if ( sampler.input[ j + 1 ] > t ) {

							value = sampler.output[ j ];
							//console.log(value.flatten)
							break;

						}

					}

					if ( value !== undefined ) {

						if ( value instanceof THREE.Matrix4 ) {

							matrix.multiplyMatrices( matrix, value );

						} else {

							// FIXME: handle other types

							matrix.multiplyMatrices( matrix, transform.matrix );

						}

					} else {

						matrix.multiplyMatrices( matrix, transform.matrix );

					}

				} else {

					matrix.multiplyMatrices( matrix, transform.matrix );

				}

			}

			return matrix;

		},

		// Up axis conversion
		setUpConversion: function () {

			if ( options.convertUpAxis !== true || colladaUp === options.upAxis ) {

				upConversion = null;

			} else {

				switch ( colladaUp ) {

					case 'X':

						upConversion = options.upAxis === 'Y' ? 'XtoY' : 'XtoZ';
						break;

					case 'Y':

						upConversion = options.upAxis === 'X' ? 'YtoX' : 'YtoZ';
						break;

					case 'Z':

						upConversion = options.upAxis === 'X' ? 'ZtoX' : 'ZtoY';
						break;

				}

			}

		}


	};

	function _Image() {

		this.id = "";
		this.init_from = "";

	};

	_Image.prototype.parse = function( element ) {

		this.id = element.getAttribute( 'id' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			if ( child.nodeName === 'init_from' ) {

				this.init_from = child.textContent;

			}

		}

		return this;

	};

	function Controller() {

		this.id = "";
		this.name = "";
		this.type = "";
		this.skin = null;
		this.morph = null;

	};

	Controller.prototype.parse = function( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );
		this.type = "none";

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'skin':

					this.skin = ( new Skin() ).parse( child );
					this.type = child.nodeName;
					break;

				case 'morph':

					this.morph = ( new Morph() ).parse( child );
					this.type = child.nodeName;
					break;

				default:
					break;

			}

		}

		return this;

	};

	function Morph() {

		this.method = null;
		this.source = null;
		this.targets = null;
		this.weights = null;

	};

	Morph.prototype.parse = function( element ) {

		var sources = {};
		var inputs = [];
		var i;

		this.method = element.getAttribute( 'method' );
		this.source = element.getAttribute( 'source' ).replace( /^#/, '' );

		for ( i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'source':

					var source = ( new Source() ).parse( child );
					sources[ source.id ] = source;
					break;

				case 'targets':

					inputs = this.parseInputs( child );
					break;

				default:

					console.log( child.nodeName );
					break;

			}

		}

		for ( i = 0; i < inputs.length; i ++ ) {

			var input = inputs[ i ];
			var source = sources[ input.source ];

			switch ( input.semantic ) {

				case 'MORPH_TARGET':

					this.targets = source.read();
					break;

				case 'MORPH_WEIGHT':

					this.weights = source.read();
					break;

				default:
					break;

			}

		}

		return this;

	};

	Morph.prototype.parseInputs = function( element ) {

		var inputs = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'input':

					inputs.push( ( new Input() ).parse( child ) );
					break;

				default:
					break;
			}

		}

		return inputs;

	};

	function Skin() {

		this.source = "";
		this.bindShapeMatrix = null;
		this.invBindMatrices = [];
		this.joints = [];
		this.weights = [];

	};

	Skin.prototype.parse = function( element ) {

		var sources = {};
		var joints, weights;

		this.source = element.getAttribute( 'source' ).replace( /^#/, '' );
		this.invBindMatrices = [];
		this.joints = [];
		this.weights = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'bind_shape_matrix':

					var f = _floats( child.textContent );
					this.bindShapeMatrix = getConvertedMat4( f );
					break;

				case 'source':

					var src = new Source().parse( child );
					sources[ src.id ] = src;
					break;

				case 'joints':

					joints = child;
					break;

				case 'vertex_weights':

					weights = child;
					break;

				default:

					console.log( child.nodeName );
					break;

			}

		}

		this.parseJoints( joints, sources );
		this.parseWeights( weights, sources );

		return this;

	};

	Skin.prototype.parseJoints = function ( element, sources ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'input':

					var input = ( new Input() ).parse( child );
					var source = sources[ input.source ];

					if ( input.semantic === 'JOINT' ) {

						this.joints = source.read();

					} else if ( input.semantic === 'INV_BIND_MATRIX' ) {

						this.invBindMatrices = source.read();

					}

					break;

				default:
					break;
			}

		}

	};

	Skin.prototype.parseWeights = function ( element, sources ) {

		var v, vcount, inputs = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'input':

					inputs.push( ( new Input() ).parse( child ) );
					break;

				case 'v':

					v = _ints( child.textContent );
					break;

				case 'vcount':

					vcount = _ints( child.textContent );
					break;

				default:
					break;

			}

		}

		var index = 0;

		for ( var i = 0; i < vcount.length; i ++ ) {

			var numBones = vcount[ i ];
			var vertex_weights = [];

			for ( var j = 0; j < numBones; j ++ ) {

				var influence = {};

				for ( var k = 0; k < inputs.length; k ++ ) {

					var input = inputs[ k ];
					var value = v[ index + input.offset ];

					switch ( input.semantic ) {

						case 'JOINT':

							influence.joint = value;//this.joints[value];
							break;

						case 'WEIGHT':

							influence.weight = sources[ input.source ].data[ value ];
							break;

						default:
							break;

					}

				}

				vertex_weights.push( influence );
				index += inputs.length;

			}

			for ( var j = 0; j < vertex_weights.length; j ++ ) {

				vertex_weights[ j ].index = i;

			}

			this.weights.push( vertex_weights );

		}

	};

	function VisualScene () {

		this.id = "";
		this.name = "";
		this.nodes = [];
		this.scene = new THREE.Group();

	};

	VisualScene.prototype.getChildById = function( id, recursive ) {

		for ( var i = 0; i < this.nodes.length; i ++ ) {

			var node = this.nodes[ i ].getChildById( id, recursive );

			if ( node ) {

				return node;

			}

		}

		return null;

	};

	VisualScene.prototype.getChildBySid = function( sid, recursive ) {

		for ( var i = 0; i < this.nodes.length; i ++ ) {

			var node = this.nodes[ i ].getChildBySid( sid, recursive );

			if ( node ) {

				return node;

			}

		}

		return null;

	};

	VisualScene.prototype.parse = function( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );
		this.nodes = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'node':

					this.nodes.push( ( new Node() ).parse( child ) );
					break;

				default:
					break;

			}

		}

		return this;

	};

	function Node() {

		this.id = "";
		this.name = "";
		this.sid = "";
		this.nodes = [];
		this.controllers = [];
		this.transforms = [];
		this.geometries = [];
		this.channels = [];
		this.matrix = new THREE.Matrix4();

	};

	Node.prototype.getChannelForTransform = function( transformSid ) {

		for ( var i = 0; i < this.channels.length; i ++ ) {

			var channel = this.channels[ i ];
			var parts = channel.target.split( '/' );
			var id = parts.shift();
			var sid = parts.shift();
			var dotSyntax = ( sid.indexOf( "." ) >= 0 );
			var arrSyntax = ( sid.indexOf( "(" ) >= 0 );
			var arrIndices;
			var member;

			if ( dotSyntax ) {

				parts = sid.split( "." );
				sid = parts.shift();
				member = parts.shift();

			} else if ( arrSyntax ) {

				arrIndices = sid.split( "(" );
				sid = arrIndices.shift();

				for ( var j = 0; j < arrIndices.length; j ++ ) {

					arrIndices[ j ] = parseInt( arrIndices[ j ].replace( /\)/, '' ) );

				}

			}

			if ( sid === transformSid ) {

				channel.info = { sid: sid, dotSyntax: dotSyntax, arrSyntax: arrSyntax, arrIndices: arrIndices };
				return channel;

			}

		}

		return null;

	};

	Node.prototype.getChildById = function ( id, recursive ) {

		if ( this.id === id ) {

			return this;

		}

		if ( recursive ) {

			for ( var i = 0; i < this.nodes.length; i ++ ) {

				var n = this.nodes[ i ].getChildById( id, recursive );

				if ( n ) {

					return n;

				}

			}

		}

		return null;

	};

	Node.prototype.getChildBySid = function ( sid, recursive ) {

		if ( this.sid === sid ) {

			return this;

		}

		if ( recursive ) {

			for ( var i = 0; i < this.nodes.length; i ++ ) {

				var n = this.nodes[ i ].getChildBySid( sid, recursive );

				if ( n ) {

					return n;

				}

			}

		}

		return null;

	};

	Node.prototype.getTransformBySid = function ( sid ) {

		for ( var i = 0; i < this.transforms.length; i ++ ) {

			if ( this.transforms[ i ].sid === sid ) return this.transforms[ i ];

		}

		return null;

	};

	Node.prototype.parse = function( element ) {

		var url;

		this.id = element.getAttribute( 'id' );
		this.sid = element.getAttribute( 'sid' );
		this.name = element.getAttribute( 'name' );
		this.type = element.getAttribute( 'type' );
		this.layer = element.getAttribute( 'layer' );

		this.type = this.type === 'JOINT' ? this.type : 'NODE';

		this.nodes = [];
		this.transforms = [];
		this.geometries = [];
		this.cameras = [];
		this.lights = [];
		this.controllers = [];
		this.matrix = new THREE.Matrix4();

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'node':

					this.nodes.push( ( new Node() ).parse( child ) );
					break;

				case 'instance_camera':

					this.cameras.push( ( new InstanceCamera() ).parse( child ) );
					break;

				case 'instance_controller':

					this.controllers.push( ( new InstanceController() ).parse( child ) );
					break;

				case 'instance_geometry':

					this.geometries.push( ( new InstanceGeometry() ).parse( child ) );
					break;

				case 'instance_light':

					this.lights.push( ( new InstanceLight() ).parse( child ) );
					break;

				case 'instance_node':

					url = child.getAttribute( 'url' ).replace( /^#/, '' );
					var iNode = getLibraryNode( url );

					if ( iNode ) {

						this.nodes.push( ( new Node() ).parse( iNode ) ) ;

					}

					break;

				case 'rotate':
				case 'translate':
				case 'scale':
				case 'matrix':
				case 'lookat':
				case 'skew':

					this.transforms.push( ( new Transform() ).parse( child ) );
					break;

				case 'extra':
					break;

				default:

					console.log( child.nodeName );
					break;

			}

		}

		this.channels = getChannelsForNode( this );
		bakeAnimations( this );

		this.updateMatrix();

		return this;

	};

	Node.prototype.updateMatrix = function () {

		this.matrix.identity();

		for ( var i = 0; i < this.transforms.length; i ++ ) {

			this.transforms[ i ].apply( this.matrix );

		}

	};

	function Transform () {

		this.sid = "";
		this.type = "";
		this.data = [];
		this.obj = null;

	};

	Transform.prototype.parse = function ( element ) {

		this.sid = element.getAttribute( 'sid' );
		this.type = element.nodeName;
		this.data = _floats( element.textContent );
		this.convert();

		return this;

	};

	Transform.prototype.convert = function () {

		switch ( this.type ) {

			case 'matrix':

				this.obj = getConvertedMat4( this.data );
				break;

			case 'rotate':

				this.angle = THREE.Math.degToRad( this.data[ 3 ] );

			case 'translate':

				fixCoords( this.data, - 1 );
				this.obj = new THREE.Vector3( this.data[ 0 ], this.data[ 1 ], this.data[ 2 ] );
				break;

			case 'scale':

				fixCoords( this.data, 1 );
				this.obj = new THREE.Vector3( this.data[ 0 ], this.data[ 1 ], this.data[ 2 ] );
				break;

			default:
				console.log( 'Can not convert Transform of type ' + this.type );
				break;

		}

	};

	Transform.prototype.apply = function () {

		var m1 = new THREE.Matrix4();

		return function ( matrix ) {

			switch ( this.type ) {

				case 'matrix':

					matrix.multiply( this.obj );

					break;

				case 'translate':

					matrix.multiply( m1.makeTranslation( this.obj.x, this.obj.y, this.obj.z ) );

					break;

				case 'rotate':

					matrix.multiply( m1.makeRotationAxis( this.obj, this.angle ) );

					break;

				case 'scale':

					matrix.scale( this.obj );

					break;

			}

		};

	}();

	Transform.prototype.update = function ( data, member ) {

		var members = [ 'X', 'Y', 'Z', 'ANGLE' ];

		switch ( this.type ) {

			case 'matrix':

				if ( ! member ) {

					this.obj.copy( data );

				} else if ( member.length === 1 ) {

					switch ( member[ 0 ] ) {

						case 0:

							this.obj.n11 = data[ 0 ];
							this.obj.n21 = data[ 1 ];
							this.obj.n31 = data[ 2 ];
							this.obj.n41 = data[ 3 ];

							break;

						case 1:

							this.obj.n12 = data[ 0 ];
							this.obj.n22 = data[ 1 ];
							this.obj.n32 = data[ 2 ];
							this.obj.n42 = data[ 3 ];

							break;

						case 2:

							this.obj.n13 = data[ 0 ];
							this.obj.n23 = data[ 1 ];
							this.obj.n33 = data[ 2 ];
							this.obj.n43 = data[ 3 ];

							break;

						case 3:

							this.obj.n14 = data[ 0 ];
							this.obj.n24 = data[ 1 ];
							this.obj.n34 = data[ 2 ];
							this.obj.n44 = data[ 3 ];

							break;

					}

				} else if ( member.length === 2 ) {

					var propName = 'n' + ( member[ 0 ] + 1 ) + ( member[ 1 ] + 1 );
					this.obj[ propName ] = data;

				} else {

					console.log( 'Incorrect addressing of matrix in transform.' );

				}

				break;

			case 'translate':
			case 'scale':

				if ( Object.prototype.toString.call( member ) === '[object Array]' ) {

					member = members[ member[ 0 ] ];

				}

				switch ( member ) {

					case 'X':

						this.obj.x = data;
						break;

					case 'Y':

						this.obj.y = data;
						break;

					case 'Z':

						this.obj.z = data;
						break;

					default:

						this.obj.x = data[ 0 ];
						this.obj.y = data[ 1 ];
						this.obj.z = data[ 2 ];
						break;

				}

				break;

			case 'rotate':

				if ( Object.prototype.toString.call( member ) === '[object Array]' ) {

					member = members[ member[ 0 ] ];

				}

				switch ( member ) {

					case 'X':

						this.obj.x = data;
						break;

					case 'Y':

						this.obj.y = data;
						break;

					case 'Z':

						this.obj.z = data;
						break;

					case 'ANGLE':

						this.angle = THREE.Math.degToRad( data );
						break;

					default:

						this.obj.x = data[ 0 ];
						this.obj.y = data[ 1 ];
						this.obj.z = data[ 2 ];
						this.angle = THREE.Math.degToRad( data[ 3 ] );
						break;

				}
				break;

		}

	};

	function InstanceController() {

		this.url = "";
		this.skeleton = [];
		this.instance_material = [];

	};

	InstanceController.prototype.parse = function ( element ) {

		this.url = element.getAttribute( 'url' ).replace( /^#/, '' );
		this.skeleton = [];
		this.instance_material = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType !== 1 ) continue;

			switch ( child.nodeName ) {

				case 'skeleton':

					this.skeleton.push( child.textContent.replace( /^#/, '' ) );
					break;

				case 'bind_material':

					var instances = child.querySelectorAll( 'instance_material' );

					for ( var j = 0; j < instances.length; j ++ ) {

						var instance = instances[ j ];
						this.instance_material.push( ( new InstanceMaterial() ).parse( instance ) );

					}


					break;

				case 'extra':
					break;

				default:
					break;

			}

		}

		return this;

	};

	function InstanceMaterial () {

		this.symbol = "";
		this.target = "";

	};

	InstanceMaterial.prototype.parse = function ( element ) {

		this.symbol = element.getAttribute( 'symbol' );
		this.target = element.getAttribute( 'target' ).replace( /^#/, '' );
		return this;

	};

	function InstanceGeometry() {

		this.url = "";
		this.instance_material = [];

	};

	InstanceGeometry.prototype.parse = function ( element ) {

		this.url = element.getAttribute( 'url' ).replace( /^#/, '' );
		this.instance_material = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			if ( child.nodeName === 'bind_material' ) {

				var instances = child.querySelectorAll( 'instance_material' );

				for ( var j = 0; j < instances.length; j ++ ) {

					var instance = instances[ j ];
					this.instance_material.push( ( new InstanceMaterial() ).parse( instance ) );

				}

				break;

			}

		}

		return this;

	};

	function Geometry() {

		this.id = "";
		this.mesh = null;

	};

	Geometry.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );

		extractDoubleSided( this, element );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'mesh':

					this.mesh = ( new Mesh( this ) ).parse( child );
					break;

				case 'extra':

					// console.log( child );
					break;

				default:
					break;
			}

		}

		return this;

	};

	function Mesh( geometry ) {

		this.geometry = geometry.id;
		this.primitives = [];
		this.vertices = null;
		this.geometry3js = null;

	};

	Mesh.prototype.parse = function ( element ) {

		this.primitives = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'source':

					_source( child );
					break;

				case 'vertices':

					this.vertices = ( new Vertices() ).parse( child );
					break;

				case 'linestrips':

					this.primitives.push( ( new LineStrips().parse( child ) ) );
					break;

				case 'triangles':

					this.primitives.push( ( new Triangles().parse( child ) ) );
					break;

				case 'polygons':

					this.primitives.push( ( new Polygons().parse( child ) ) );
					break;

				case 'polylist':

					this.primitives.push( ( new Polylist().parse( child ) ) );
					break;

				default:
					break;

			}

		}

		this.geometry3js = new THREE.Geometry();

		if ( this.vertices === null ) {

			// TODO (mrdoob): Study case when this is null (carrier.dae)

			return this;

		}

		var vertexData = sources[ this.vertices.input[ 'POSITION' ].source ].data;

		for ( var i = 0; i < vertexData.length; i += 3 ) {

			this.geometry3js.vertices.push( getConvertedVec3( vertexData, i ).clone() );

		}

		for ( var i = 0; i < this.primitives.length; i ++ ) {

			var primitive = this.primitives[ i ];
			primitive.setVertices( this.vertices );
			this.handlePrimitive( primitive, this.geometry3js );

		}

		if ( this.geometry3js.calcNormals ) {

			this.geometry3js.computeVertexNormals();
			delete this.geometry3js.calcNormals;

		}

		return this;

	};

	Mesh.prototype.handlePrimitive = function ( primitive, geom ) {

		if ( primitive instanceof LineStrips ) {

			// TODO: Handle indices. Maybe easier with BufferGeometry?

			geom.isLineStrip = true;
			return;

		}

		var j, k, pList = primitive.p, inputs = primitive.inputs;
		var input, index, idx32;
		var source, numParams;
		var vcIndex = 0, vcount = 3, maxOffset = 0;
		var texture_sets = [];

		for ( j = 0; j < inputs.length; j ++ ) {

			input = inputs[ j ];

			var offset = input.offset + 1;
			maxOffset = ( maxOffset < offset ) ? offset : maxOffset;

			switch ( input.semantic ) {

				case 'TEXCOORD':
					texture_sets.push( input.set );
					break;

			}

		}

		for ( var pCount = 0; pCount < pList.length; ++ pCount ) {

			var p = pList[ pCount ], i = 0;

			while ( i < p.length ) {

				var vs = [];
				var ns = [];
				var ts = null;
				var cs = [];

				if ( primitive.vcount ) {

					vcount = primitive.vcount.length ? primitive.vcount[ vcIndex ++ ] : primitive.vcount;

				} else {

					vcount = p.length / maxOffset;

				}


				for ( j = 0; j < vcount; j ++ ) {

					for ( k = 0; k < inputs.length; k ++ ) {

						input = inputs[ k ];
						source = sources[ input.source ];

						index = p[ i + ( j * maxOffset ) + input.offset ];
						numParams = source.accessor.params.length;
						idx32 = index * numParams;

						switch ( input.semantic ) {

							case 'VERTEX':

								vs.push( index );

								break;

							case 'NORMAL':

								ns.push( getConvertedVec3( source.data, idx32 ) );

								break;

							case 'TEXCOORD':

								ts = ts || { };
								if ( ts[ input.set ] === undefined ) ts[ input.set ] = [];
								// invert the V
								ts[ input.set ].push( new THREE.Vector2( source.data[ idx32 ], source.data[ idx32 + 1 ] ) );

								break;

							case 'COLOR':

								cs.push( new THREE.Color().setRGB( source.data[ idx32 ], source.data[ idx32 + 1 ], source.data[ idx32 + 2 ] ) );

								break;

							default:

								break;

						}

					}

				}

				if ( ns.length === 0 ) {

					// check the vertices inputs
					input = this.vertices.input.NORMAL;

					if ( input ) {

						source = sources[ input.source ];
						numParams = source.accessor.params.length;

						for ( var ndx = 0, len = vs.length; ndx < len; ndx ++ ) {

							ns.push( getConvertedVec3( source.data, vs[ ndx ] * numParams ) );

						}

					} else {

						geom.calcNormals = true;

					}

				}

				if ( ! ts ) {

					ts = { };
					// check the vertices inputs
					input = this.vertices.input.TEXCOORD;

					if ( input ) {

						texture_sets.push( input.set );
						source = sources[ input.source ];
						numParams = source.accessor.params.length;

						for ( var ndx = 0, len = vs.length; ndx < len; ndx ++ ) {

							idx32 = vs[ ndx ] * numParams;
							if ( ts[ input.set ] === undefined ) ts[ input.set ] = [ ];
							// invert the V
							ts[ input.set ].push( new THREE.Vector2( source.data[ idx32 ], 1.0 - source.data[ idx32 + 1 ] ) );

						}

					}

				}

				if ( cs.length === 0 ) {

					// check the vertices inputs
					input = this.vertices.input.COLOR;

					if ( input ) {

						source = sources[ input.source ];
						numParams = source.accessor.params.length;

						for ( var ndx = 0, len = vs.length; ndx < len; ndx ++ ) {

							idx32 = vs[ ndx ] * numParams;
							cs.push( new THREE.Color().setRGB( source.data[ idx32 ], source.data[ idx32 + 1 ], source.data[ idx32 + 2 ] ) );

						}

					}

				}

				var face = null, faces = [], uv, uvArr;

				if ( vcount === 3 ) {

					faces.push( new THREE.Face3( vs[ 0 ], vs[ 1 ], vs[ 2 ], ns, cs.length ? cs : new THREE.Color() ) );

				} else if ( vcount === 4 ) {

					faces.push( new THREE.Face3( vs[ 0 ], vs[ 1 ], vs[ 3 ], [ ns[ 0 ].clone(), ns[ 1 ].clone(), ns[ 3 ].clone() ], cs.length ? [ cs[ 0 ], cs[ 1 ], cs[ 3 ]] : new THREE.Color() ) );

					faces.push( new THREE.Face3( vs[ 1 ], vs[ 2 ], vs[ 3 ], [ ns[ 1 ].clone(), ns[ 2 ].clone(), ns[ 3 ].clone() ], cs.length ? [ cs[ 1 ], cs[ 2 ], cs[ 3 ]] : new THREE.Color() ) );

				} else if ( vcount > 4 && options.subdivideFaces ) {

					var clr = cs.length ? cs : new THREE.Color(),
						vec1, vec2, vec3, v1, v2, norm;

					// subdivide into multiple Face3s

					for ( k = 1; k < vcount - 1; ) {

						// FIXME: normals don't seem to be quite right

						faces.push( new THREE.Face3( vs[ 0 ], vs[ k ], vs[ k + 1 ], [ ns[ 0 ].clone(), ns[ k ++ ].clone(), ns[ k ].clone() ],  clr ) );

					}

				}

				if ( faces.length ) {

					for ( var ndx = 0, len = faces.length; ndx < len; ndx ++ ) {

						face = faces[ ndx ];
						face.daeMaterial = primitive.material;
						geom.faces.push( face );

						for ( k = 0; k < texture_sets.length; k ++ ) {

							uv = ts[ texture_sets[ k ] ];

							if ( vcount > 4 ) {

								// Grab the right UVs for the vertices in this face
								uvArr = [ uv[ 0 ], uv[ ndx + 1 ], uv[ ndx + 2 ] ];

							} else if ( vcount === 4 ) {

								if ( ndx === 0 ) {

									uvArr = [ uv[ 0 ], uv[ 1 ], uv[ 3 ] ];

								} else {

									uvArr = [ uv[ 1 ].clone(), uv[ 2 ], uv[ 3 ].clone() ];

								}

							} else {

								uvArr = [ uv[ 0 ], uv[ 1 ], uv[ 2 ] ];

							}

							if ( geom.faceVertexUvs[ k ] === undefined ) {

								geom.faceVertexUvs[ k ] = [];

							}

							geom.faceVertexUvs[ k ].push( uvArr );

						}

					}

				} else {

					console.log( 'dropped face with vcount ' + vcount + ' for geometry with id: ' + geom.id );

				}

				i += maxOffset * vcount;

			}

		}

	};

	function Polygons () {

		this.material = "";
		this.count = 0;
		this.inputs = [];
		this.vcount = null;
		this.p = [];
		this.geometry = new THREE.Geometry();

	};

	Polygons.prototype.setVertices = function ( vertices ) {

		for ( var i = 0; i < this.inputs.length; i ++ ) {

			if ( this.inputs[ i ].source === vertices.id ) {

				this.inputs[ i ].source = vertices.input[ 'POSITION' ].source;

			}

		}

	};

	Polygons.prototype.parse = function ( element ) {

		this.material = element.getAttribute( 'material' );
		this.count = _attr_as_int( element, 'count', 0 );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'input':

					this.inputs.push( ( new Input() ).parse( element.childNodes[ i ] ) );
					break;

				case 'vcount':

					this.vcount = _ints( child.textContent );
					break;

				case 'p':

					this.p.push( _ints( child.textContent ) );
					break;

				case 'ph':

					console.warn( 'polygon holes not yet supported!' );
					break;

				default:
					break;

			}

		}

		return this;

	};

	function Polylist () {

		Polygons.call( this );

		this.vcount = [];

	};

	Polylist.prototype = Object.create( Polygons.prototype );
	Polylist.prototype.constructor = Polylist;

	function LineStrips() {

		Polygons.call( this );

		this.vcount = 1;

	};

	LineStrips.prototype = Object.create( Polygons.prototype );
	LineStrips.prototype.constructor = LineStrips;

	function Triangles () {

		Polygons.call( this );

		this.vcount = 3;

	};

	Triangles.prototype = Object.create( Polygons.prototype );
	Triangles.prototype.constructor = Triangles;

	function Accessor() {

		this.source = "";
		this.count = 0;
		this.stride = 0;
		this.params = [];

	};

	Accessor.prototype.parse = function ( element ) {

		this.params = [];
		this.source = element.getAttribute( 'source' );
		this.count = _attr_as_int( element, 'count', 0 );
		this.stride = _attr_as_int( element, 'stride', 0 );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			if ( child.nodeName === 'param' ) {

				var param = {};
				param[ 'name' ] = child.getAttribute( 'name' );
				param[ 'type' ] = child.getAttribute( 'type' );
				this.params.push( param );

			}

		}

		return this;

	};

	function Vertices() {

		this.input = {};

	};

	Vertices.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			if ( element.childNodes[ i ].nodeName === 'input' ) {

				var input = ( new Input() ).parse( element.childNodes[ i ] );
				this.input[ input.semantic ] = input;

			}

		}

		return this;

	};

	function Input () {

		this.semantic = "";
		this.offset = 0;
		this.source = "";
		this.set = 0;

	};

	Input.prototype.parse = function ( element ) {

		this.semantic = element.getAttribute( 'semantic' );
		this.source = element.getAttribute( 'source' ).replace( /^#/, '' );
		this.set = _attr_as_int( element, 'set', - 1 );
		this.offset = _attr_as_int( element, 'offset', 0 );

		if ( this.semantic === 'TEXCOORD' && this.set < 0 ) {

			this.set = 0;

		}

		return this;

	};

	function Source ( id ) {

		this.id = id;
		this.type = null;

	};

	Source.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'bool_array':

					this.data = _bools( child.textContent );
					this.type = child.nodeName;
					break;

				case 'float_array':

					this.data = _floats( child.textContent );
					this.type = child.nodeName;
					break;

				case 'int_array':

					this.data = _ints( child.textContent );
					this.type = child.nodeName;
					break;

				case 'IDREF_array':
				case 'Name_array':

					this.data = _strings( child.textContent );
					this.type = child.nodeName;
					break;

				case 'technique_common':

					for ( var j = 0; j < child.childNodes.length; j ++ ) {

						if ( child.childNodes[ j ].nodeName === 'accessor' ) {

							this.accessor = ( new Accessor() ).parse( child.childNodes[ j ] );
							break;

						}

					}
					break;

				default:
					// console.log(child.nodeName);
					break;

			}

		}

		return this;

	};

	Source.prototype.read = function () {

		var result = [];

		//for (var i = 0; i < this.accessor.params.length; i++) {

		var param = this.accessor.params[ 0 ];

		//console.log(param.name + " " + param.type);

		switch ( param.type ) {

			case 'IDREF':
			case 'Name': case 'name':
			case 'float':

				return this.data;

			case 'float4x4':

				for ( var j = 0; j < this.data.length; j += 16 ) {

					var s = this.data.slice( j, j + 16 );
					var m = getConvertedMat4( s );
					result.push( m );

				}

				break;

			default:

				console.log( 'ColladaLoader: Source: Read dont know how to read ' + param.type + '.' );
				break;

		}

		//}

		return result;

	};

	function Material () {

		this.id = "";
		this.name = "";
		this.instance_effect = null;

	};

	Material.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			if ( element.childNodes[ i ].nodeName === 'instance_effect' ) {

				this.instance_effect = ( new InstanceEffect() ).parse( element.childNodes[ i ] );
				break;

			}

		}

		return this;

	};

	function ColorOrTexture () {

		this.color = new THREE.Color();
		this.color.setRGB( Math.random(), Math.random(), Math.random() );
		this.color.a = 1.0;

		this.texture = null;
		this.texcoord = null;
		this.texOpts = null;

	};

	ColorOrTexture.prototype.isColor = function () {

		return ( this.texture === null );

	};

	ColorOrTexture.prototype.isTexture = function () {

		return ( this.texture != null );

	};

	ColorOrTexture.prototype.parse = function ( element ) {

		if ( element.nodeName === 'transparent' ) {

			this.opaque = element.getAttribute( 'opaque' );

		}

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'color':

					var rgba = _floats( child.textContent );
					this.color = new THREE.Color();
					this.color.setRGB( rgba[ 0 ], rgba[ 1 ], rgba[ 2 ] );
					this.color.a = rgba[ 3 ];
					break;

				case 'texture':

					this.texture = child.getAttribute( 'texture' );
					this.texcoord = child.getAttribute( 'texcoord' );
					// Defaults from:
					// https://collada.org/mediawiki/index.php/Maya_texture_placement_MAYA_extension
					this.texOpts = {
						offsetU: 0,
						offsetV: 0,
						repeatU: 1,
						repeatV: 1,
						wrapU: 1,
						wrapV: 1
					};
					this.parseTexture( child );
					break;

				default:
					break;

			}

		}

		return this;

	};

	ColorOrTexture.prototype.parseTexture = function ( element ) {

		if ( ! element.childNodes ) return this;

		// This should be supported by Maya, 3dsMax, and MotionBuilder

		if ( element.childNodes[ 1 ] && element.childNodes[ 1 ].nodeName === 'extra' ) {

			element = element.childNodes[ 1 ];

			if ( element.childNodes[ 1 ] && element.childNodes[ 1 ].nodeName === 'technique' ) {

				element = element.childNodes[ 1 ];

			}

		}

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'offsetU':
				case 'offsetV':
				case 'repeatU':
				case 'repeatV':

					this.texOpts[ child.nodeName ] = parseFloat( child.textContent );

					break;

				case 'wrapU':
				case 'wrapV':

					// some dae have a value of true which becomes NaN via parseInt

					if ( child.textContent.toUpperCase() === 'TRUE' ) {

						this.texOpts[ child.nodeName ] = 1;

					} else {

						this.texOpts[ child.nodeName ] = parseInt( child.textContent );

					}
					break;

				default:

					this.texOpts[ child.nodeName ] = child.textContent;

					break;

			}

		}

		return this;

	};

	function Shader ( type, effect ) {

		this.type = type;
		this.effect = effect;
		this.material = null;

	};

	Shader.prototype.parse = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'emission':
				case 'diffuse':
				case 'specular':
				case 'transparent':

					this[ child.nodeName ] = ( new ColorOrTexture() ).parse( child );
					break;

				case 'bump':

					// If 'bumptype' is 'heightfield', create a 'bump' property
					// Else if 'bumptype' is 'normalmap', create a 'normal' property
					// (Default to 'bump')
					var bumpType = child.getAttribute( 'bumptype' );
					if ( bumpType ) {

						if ( bumpType.toLowerCase() === "heightfield" ) {

							this[ 'bump' ] = ( new ColorOrTexture() ).parse( child );

						} else if ( bumpType.toLowerCase() === "normalmap" ) {

							this[ 'normal' ] = ( new ColorOrTexture() ).parse( child );

						} else {

							console.error( "Shader.prototype.parse: Invalid value for attribute 'bumptype' (" + bumpType +
										   ") - valid bumptypes are 'HEIGHTFIELD' and 'NORMALMAP' - defaulting to 'HEIGHTFIELD'" );
							this[ 'bump' ] = ( new ColorOrTexture() ).parse( child );

						}

					} else {

						console.warn( "Shader.prototype.parse: Attribute 'bumptype' missing from bump node - defaulting to 'HEIGHTFIELD'" );
						this[ 'bump' ] = ( new ColorOrTexture() ).parse( child );

					}

					break;

				case 'shininess':
				case 'reflectivity':
				case 'index_of_refraction':
				case 'transparency':

					var f = child.querySelectorAll( 'float' );

					if ( f.length > 0 )
						this[ child.nodeName ] = parseFloat( f[ 0 ].textContent );

					break;

				default:
					break;

			}

		}

		this.create();
		return this;

	};

	Shader.prototype.create = function() {

		var props = {};

		var transparent = false;

		if ( this[ 'transparency' ] !== undefined && this[ 'transparent' ] !== undefined ) {

			// convert transparent color RBG to average value
			var transparentColor = this[ 'transparent' ];
			var transparencyLevel = ( this.transparent.color.r + this.transparent.color.g + this.transparent.color.b ) / 3 * this.transparency;

			if ( transparencyLevel > 0 ) {

				transparent = true;
				props[ 'transparent' ] = true;
				props[ 'opacity' ] = 1 - transparencyLevel;

			}

		}

		var keys = {
			'diffuse': 'map',
			'ambient': 'lightMap',
			'specular': 'specularMap',
			'emission': 'emissionMap',
			'bump': 'bumpMap',
			'normal': 'normalMap'
		};

		for ( var prop in this ) {

			switch ( prop ) {

				case 'ambient':
				case 'emission':
				case 'diffuse':
				case 'specular':
				case 'bump':
				case 'normal':

					var cot = this[ prop ];

					if ( cot instanceof ColorOrTexture ) {

						if ( cot.isTexture() ) {

							var samplerId = cot.texture;
							var surfaceId = this.effect.sampler[ samplerId ];

							if ( surfaceId !== undefined && surfaceId.source !== undefined ) {

								var surface = this.effect.surface[ surfaceId.source ];

								if ( surface !== undefined ) {

									var image = images[ surface.init_from ];

									if ( image && baseUrl ) {

										var url = baseUrl + image.init_from;

										var texture;
										var loader = THREE.Loader.Handlers.get( url );

										if ( loader !== null ) {

											texture = loader.load( url );

										} else {

											texture = new THREE.Texture();

											loadTextureImage( texture, url );

										}

										texture.wrapS = cot.texOpts.wrapU ? THREE.RepeatWrapping : THREE.ClampToEdgeWrapping;
										texture.wrapT = cot.texOpts.wrapV ? THREE.RepeatWrapping : THREE.ClampToEdgeWrapping;
										texture.offset.x = cot.texOpts.offsetU;
										texture.offset.y = cot.texOpts.offsetV;
										texture.repeat.x = cot.texOpts.repeatU;
										texture.repeat.y = cot.texOpts.repeatV;
										props[ keys[ prop ]] = texture;

										// Texture with baked lighting?
										if ( prop === 'emission' ) props[ 'emissive' ] = 0xffffff;

									}

								}

							}

						} else if ( prop === 'diffuse' || ! transparent ) {

							if ( prop === 'emission' ) {

								props[ 'emissive' ] = cot.color.getHex();

							} else {

								props[ prop ] = cot.color.getHex();

							}

						}

					}

					break;

				case 'shininess':

					props[ prop ] = this[ prop ];
					break;

				case 'reflectivity':

					props[ prop ] = this[ prop ];
					if ( props[ prop ] > 0.0 ) props[ 'envMap' ] = options.defaultEnvMap;
					props[ 'combine' ] = THREE.MixOperation;	//mix regular shading with reflective component
					break;

				case 'index_of_refraction':

					props[ 'refractionRatio' ] = this[ prop ]; //TODO: "index_of_refraction" becomes "refractionRatio" in shader, but I'm not sure if the two are actually comparable
					if ( this[ prop ] !== 1.0 ) props[ 'envMap' ] = options.defaultEnvMap;
					break;

				case 'transparency':
					// gets figured out up top
					break;

				default:
					break;

			}

		}

		props[ 'shading' ] = preferredShading;
		props[ 'side' ] = this.effect.doubleSided ? THREE.DoubleSide : THREE.FrontSide;

		switch ( this.type ) {

			case 'constant':

				if ( props.emissive != undefined ) props.color = props.emissive;
				this.material = new THREE.MeshBasicMaterial( props );
				break;

			case 'phong':
			case 'blinn':

				if ( props.diffuse != undefined ) props.color = props.diffuse;
				this.material = new THREE.MeshPhongMaterial( props );
				break;

			case 'lambert':
			default:

				if ( props.diffuse != undefined ) props.color = props.diffuse;
				this.material = new THREE.MeshLambertMaterial( props );
				break;

		}

		return this.material;

	};

	function Surface ( effect ) {

		this.effect = effect;
		this.init_from = null;
		this.format = null;

	};

	Surface.prototype.parse = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'init_from':

					this.init_from = child.textContent;
					break;

				case 'format':

					this.format = child.textContent;
					break;

				default:

					console.log( "unhandled Surface prop: " + child.nodeName );
					break;

			}

		}

		return this;

	};

	function Sampler2D ( effect ) {

		this.effect = effect;
		this.source = null;
		this.wrap_s = null;
		this.wrap_t = null;
		this.minfilter = null;
		this.magfilter = null;
		this.mipfilter = null;

	};

	Sampler2D.prototype.parse = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'source':

					this.source = child.textContent;
					break;

				case 'minfilter':

					this.minfilter = child.textContent;
					break;

				case 'magfilter':

					this.magfilter = child.textContent;
					break;

				case 'mipfilter':

					this.mipfilter = child.textContent;
					break;

				case 'wrap_s':

					this.wrap_s = child.textContent;
					break;

				case 'wrap_t':

					this.wrap_t = child.textContent;
					break;

				default:

					console.log( "unhandled Sampler2D prop: " + child.nodeName );
					break;

			}

		}

		return this;

	};

	function Effect () {

		this.id = "";
		this.name = "";
		this.shader = null;
		this.surface = {};
		this.sampler = {};

	};

	Effect.prototype.create = function () {

		if ( this.shader === null ) {

			return null;

		}

	};

	Effect.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );

		extractDoubleSided( this, element );

		this.shader = null;

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'profile_COMMON':

					this.parseTechnique( this.parseProfileCOMMON( child ) );
					break;

				default:
					break;

			}

		}

		return this;

	};

	Effect.prototype.parseNewparam = function ( element ) {

		var sid = element.getAttribute( 'sid' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'surface':

					this.surface[ sid ] = ( new Surface( this ) ).parse( child );
					break;

				case 'sampler2D':

					this.sampler[ sid ] = ( new Sampler2D( this ) ).parse( child );
					break;

				case 'extra':

					break;

				default:

					console.log( child.nodeName );
					break;

			}

		}

	};

	Effect.prototype.parseProfileCOMMON = function ( element ) {

		var technique;

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'profile_COMMON':

					this.parseProfileCOMMON( child );
					break;

				case 'technique':

					technique = child;
					break;

				case 'newparam':

					this.parseNewparam( child );
					break;

				case 'image':

					var _image = ( new _Image() ).parse( child );
					images[ _image.id ] = _image;
					break;

				case 'extra':
					break;

				default:

					console.log( child.nodeName );
					break;

			}

		}

		return technique;

	};

	Effect.prototype.parseTechnique = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'constant':
				case 'lambert':
				case 'blinn':
				case 'phong':

					this.shader = ( new Shader( child.nodeName, this ) ).parse( child );
					break;
				case 'extra':
					this.parseExtra( child );
					break;
				default:
					break;

			}

		}

	};

	Effect.prototype.parseExtra = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'technique':
					this.parseExtraTechnique( child );
					break;
				default:
					break;

			}

		}

	};

	Effect.prototype.parseExtraTechnique = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'bump':
					this.shader.parse( element );
					break;
				default:
					break;

			}

		}

	};

	function InstanceEffect () {

		this.url = "";

	};

	InstanceEffect.prototype.parse = function ( element ) {

		this.url = element.getAttribute( 'url' ).replace( /^#/, '' );
		return this;

	};

	function Animation() {

		this.id = "";
		this.name = "";
		this.source = {};
		this.sampler = [];
		this.channel = [];

	};

	Animation.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );
		this.source = {};

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'animation':

					var anim = ( new Animation() ).parse( child );

					for ( var src in anim.source ) {

						this.source[ src ] = anim.source[ src ];

					}

					for ( var j = 0; j < anim.channel.length; j ++ ) {

						this.channel.push( anim.channel[ j ] );
						this.sampler.push( anim.sampler[ j ] );

					}

					break;

				case 'source':

					var src = ( new Source() ).parse( child );
					this.source[ src.id ] = src;
					break;

				case 'sampler':

					this.sampler.push( ( new Sampler( this ) ).parse( child ) );
					break;

				case 'channel':

					this.channel.push( ( new Channel( this ) ).parse( child ) );
					break;

				default:
					break;

			}

		}

		return this;

	};

	function Channel( animation ) {

		this.animation = animation;
		this.source = "";
		this.target = "";
		this.fullSid = null;
		this.sid = null;
		this.dotSyntax = null;
		this.arrSyntax = null;
		this.arrIndices = null;
		this.member = null;

	};

	Channel.prototype.parse = function ( element ) {

		this.source = element.getAttribute( 'source' ).replace( /^#/, '' );
		this.target = element.getAttribute( 'target' );

		var parts = this.target.split( '/' );

		var id = parts.shift();
		var sid = parts.shift();

		var dotSyntax = ( sid.indexOf( "." ) >= 0 );
		var arrSyntax = ( sid.indexOf( "(" ) >= 0 );

		if ( dotSyntax ) {

			parts = sid.split( "." );
			this.sid = parts.shift();
			this.member = parts.shift();

		} else if ( arrSyntax ) {

			var arrIndices = sid.split( "(" );
			this.sid = arrIndices.shift();

			for ( var j = 0; j < arrIndices.length; j ++ ) {

				arrIndices[ j ] = parseInt( arrIndices[ j ].replace( /\)/, '' ) );

			}

			this.arrIndices = arrIndices;

		} else {

			this.sid = sid;

		}

		this.fullSid = sid;
		this.dotSyntax = dotSyntax;
		this.arrSyntax = arrSyntax;

		return this;

	};

	function Sampler ( animation ) {

		this.id = "";
		this.animation = animation;
		this.inputs = [];
		this.input = null;
		this.output = null;
		this.strideOut = null;
		this.interpolation = null;
		this.startTime = null;
		this.endTime = null;
		this.duration = 0;

	};

	Sampler.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.inputs = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'input':

					this.inputs.push( ( new Input() ).parse( child ) );
					break;

				default:
					break;

			}

		}

		return this;

	};

	Sampler.prototype.create = function () {

		for ( var i = 0; i < this.inputs.length; i ++ ) {

			var input = this.inputs[ i ];
			var source = this.animation.source[ input.source ];

			switch ( input.semantic ) {

				case 'INPUT':

					this.input = source.read();
					break;

				case 'OUTPUT':

					this.output = source.read();
					this.strideOut = source.accessor.stride;
					break;

				case 'INTERPOLATION':

					this.interpolation = source.read();
					break;

				case 'IN_TANGENT':

					break;

				case 'OUT_TANGENT':

					break;

				default:

					console.log( input.semantic );
					break;

			}

		}

		this.startTime = 0;
		this.endTime = 0;
		this.duration = 0;

		if ( this.input.length ) {

			this.startTime = 100000000;
			this.endTime = - 100000000;

			for ( var i = 0; i < this.input.length; i ++ ) {

				this.startTime = Math.min( this.startTime, this.input[ i ] );
				this.endTime = Math.max( this.endTime, this.input[ i ] );

			}

			this.duration = this.endTime - this.startTime;

		}

	};

	Sampler.prototype.getData = function ( type, ndx, member ) {

		var data;

		if ( type === 'matrix' && this.strideOut === 16 ) {

			data = this.output[ ndx ];

		} else if ( this.strideOut > 1 ) {

			data = [];
			ndx *= this.strideOut;

			for ( var i = 0; i < this.strideOut; ++ i ) {

				data[ i ] = this.output[ ndx + i ];

			}

			if ( this.strideOut === 3 ) {

				switch ( type ) {

					case 'rotate':
					case 'translate':

						fixCoords( data, - 1 );
						break;

					case 'scale':

						fixCoords( data, 1 );
						break;

				}

			} else if ( this.strideOut === 4 && type === 'matrix' ) {

				fixCoords( data, - 1 );

			}

		} else {

			data = this.output[ ndx ];

			if ( member && type === 'translate' ) {

				data = getConvertedTranslation( member, data );

			}

		}

		return data;

	};

	function Key ( time ) {

		this.targets = [];
		this.time = time;

	};

	Key.prototype.addTarget = function ( fullSid, transform, member, data ) {

		this.targets.push( {
			sid: fullSid,
			member: member,
			transform: transform,
			data: data
		} );

	};

	Key.prototype.apply = function ( opt_sid ) {

		for ( var i = 0; i < this.targets.length; ++ i ) {

			var target = this.targets[ i ];

			if ( ! opt_sid || target.sid === opt_sid ) {

				target.transform.update( target.data, target.member );

			}

		}

	};

	Key.prototype.getTarget = function ( fullSid ) {

		for ( var i = 0; i < this.targets.length; ++ i ) {

			if ( this.targets[ i ].sid === fullSid ) {

				return this.targets[ i ];

			}

		}

		return null;

	};

	Key.prototype.hasTarget = function ( fullSid ) {

		for ( var i = 0; i < this.targets.length; ++ i ) {

			if ( this.targets[ i ].sid === fullSid ) {

				return true;

			}

		}

		return false;

	};

	// TODO: Currently only doing linear interpolation. Should support full COLLADA spec.
	Key.prototype.interpolate = function ( nextKey, time ) {

		for ( var i = 0, l = this.targets.length; i < l; i ++ ) {

			var target = this.targets[ i ],
				nextTarget = nextKey.getTarget( target.sid ),
				data;

			if ( target.transform.type !== 'matrix' && nextTarget ) {

				var scale = ( time - this.time ) / ( nextKey.time - this.time ),
					nextData = nextTarget.data,
					prevData = target.data;

				if ( scale < 0 ) scale = 0;
				if ( scale > 1 ) scale = 1;

				if ( prevData.length ) {

					data = [];

					for ( var j = 0; j < prevData.length; ++ j ) {

						data[ j ] = prevData[ j ] + ( nextData[ j ] - prevData[ j ] ) * scale;

					}

				} else {

					data = prevData + ( nextData - prevData ) * scale;

				}

			} else {

				data = target.data;

			}

			target.transform.update( data, target.member );

		}

	};

	// Camera
	function Camera() {

		this.id = "";
		this.name = "";
		this.technique = "";

	};

	Camera.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'optics':

					this.parseOptics( child );
					break;

				default:
					break;

			}

		}

		return this;

	};

	Camera.prototype.parseOptics = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			if ( element.childNodes[ i ].nodeName === 'technique_common' ) {

				var technique = element.childNodes[ i ];

				for ( var j = 0; j < technique.childNodes.length; j ++ ) {

					this.technique = technique.childNodes[ j ].nodeName;

					if ( this.technique === 'perspective' ) {

						var perspective = technique.childNodes[ j ];

						for ( var k = 0; k < perspective.childNodes.length; k ++ ) {

							var param = perspective.childNodes[ k ];

							switch ( param.nodeName ) {

								case 'yfov':
									this.yfov = param.textContent;
									break;
								case 'xfov':
									this.xfov = param.textContent;
									break;
								case 'znear':
									this.znear = param.textContent;
									break;
								case 'zfar':
									this.zfar = param.textContent;
									break;
								case 'aspect_ratio':
									this.aspect_ratio = param.textContent;
									break;

							}

						}

					} else if ( this.technique === 'orthographic' ) {

						var orthographic = technique.childNodes[ j ];

						for ( var k = 0; k < orthographic.childNodes.length; k ++ ) {

							var param = orthographic.childNodes[ k ];

							switch ( param.nodeName ) {

								case 'xmag':
									this.xmag = param.textContent;
									break;
								case 'ymag':
									this.ymag = param.textContent;
									break;
								case 'znear':
									this.znear = param.textContent;
									break;
								case 'zfar':
									this.zfar = param.textContent;
									break;
								case 'aspect_ratio':
									this.aspect_ratio = param.textContent;
									break;

							}

						}

					}

				}

			}

		}

		return this;

	};

	function InstanceCamera() {

		this.url = "";

	};

	InstanceCamera.prototype.parse = function ( element ) {

		this.url = element.getAttribute( 'url' ).replace( /^#/, '' );

		return this;

	};

	// Light

	function Light() {

		this.id = "";
		this.name = "";
		this.technique = "";

	};

	Light.prototype.parse = function ( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'technique_common':

					this.parseCommon( child );
					break;

				case 'technique':

					this.parseTechnique( child );
					break;

				default:
					break;

			}

		}

		return this;

	};

	Light.prototype.parseCommon = function ( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			switch ( element.childNodes[ i ].nodeName ) {

				case 'directional':
				case 'point':
				case 'spot':
				case 'ambient':

					this.technique = element.childNodes[ i ].nodeName;

					var light = element.childNodes[ i ];

					for ( var j = 0; j < light.childNodes.length; j ++ ) {

						var child = light.childNodes[ j ];

						switch ( child.nodeName ) {

							case 'color':

								var rgba = _floats( child.textContent );
								this.color = new THREE.Color( 0 );
								this.color.setRGB( rgba[ 0 ], rgba[ 1 ], rgba[ 2 ] );
								this.color.a = rgba[ 3 ];
								break;

							case 'falloff_angle':

								this.falloff_angle = parseFloat( child.textContent );
								break;

							case 'quadratic_attenuation':
								var f = parseFloat( child.textContent );
								this.distance = f ? Math.sqrt( 1 / f ) : 0;
						}

					}

			}

		}

		return this;

	};

	Light.prototype.parseTechnique = function ( element ) {

		this.profile = element.getAttribute( 'profile' );

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];

			switch ( child.nodeName ) {

				case 'intensity':

					this.intensity = parseFloat( child.textContent );
					break;

			}

		}

		return this;

	};

	function InstanceLight() {

		this.url = "";

	};

	InstanceLight.prototype.parse = function ( element ) {

		this.url = element.getAttribute( 'url' ).replace( /^#/, '' );

		return this;

	};

	function KinematicsModel( ) {

		this.id = '';
		this.name = '';
		this.joints = [];
		this.links = [];

	}

	KinematicsModel.prototype.parse = function( element ) {

		this.id = element.getAttribute( 'id' );
		this.name = element.getAttribute( 'name' );
		this.joints = [];
		this.links = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'technique_common':

					this.parseCommon( child );
					break;

				default:
					break;

			}

		}

		return this;

	};

	KinematicsModel.prototype.parseCommon = function( element ) {

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( element.childNodes[ i ].nodeName ) {

				case 'joint':
					this.joints.push( ( new Joint() ).parse( child ) );
					break;

				case 'link':
					this.links.push( ( new Link() ).parse( child ) );
					break;

				default:
					break;

			}

		}

		return this;

	};

	function Joint( ) {

		this.sid = '';
		this.name = '';
		this.axis = new THREE.Vector3();
		this.limits = {
			min: 0,
			max: 0
		};
		this.type = '';
		this.static = false;
		this.zeroPosition = 0.0;
		this.middlePosition = 0.0;

	}

	Joint.prototype.parse = function( element ) {

		this.sid = element.getAttribute( 'sid' );
		this.name = element.getAttribute( 'name' );
		this.axis = new THREE.Vector3();
		this.limits = {
			min: 0,
			max: 0
		};
		this.type = '';
		this.static = false;
		this.zeroPosition = 0.0;
		this.middlePosition = 0.0;

		var axisElement = element.querySelector( 'axis' );
		var _axis = _floats( axisElement.textContent );
		this.axis = getConvertedVec3( _axis, 0 );

		var min = element.querySelector( 'limits min' ) ? parseFloat( element.querySelector( 'limits min' ).textContent ) : - 360;
		var max = element.querySelector( 'limits max' ) ? parseFloat( element.querySelector( 'limits max' ).textContent ) : 360;

		this.limits = {
			min: min,
			max: max
		};

		var jointTypes = [ 'prismatic', 'revolute' ];
		for ( var i = 0; i < jointTypes.length; i ++ ) {

			var type = jointTypes[ i ];

			var jointElement = element.querySelector( type );

			if ( jointElement ) {

				this.type = type;

			}

		}

		// if the min is equal to or somehow greater than the max, consider the joint static
		if ( this.limits.min >= this.limits.max ) {

			this.static = true;

		}

		this.middlePosition = ( this.limits.min + this.limits.max ) / 2.0;
		return this;

	};

	function Link( ) {

		this.sid = '';
		this.name = '';
		this.transforms = [];
		this.attachments = [];

	}

	Link.prototype.parse = function( element ) {

		this.sid = element.getAttribute( 'sid' );
		this.name = element.getAttribute( 'name' );
		this.transforms = [];
		this.attachments = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'attachment_full':
					this.attachments.push( ( new Attachment() ).parse( child ) );
					break;

				case 'rotate':
				case 'translate':
				case 'matrix':

					this.transforms.push( ( new Transform() ).parse( child ) );
					break;

				default:

					break;

			}

		}

		return this;

	};

	function Attachment( ) {

		this.joint = '';
		this.transforms = [];
		this.links = [];

	}

	Attachment.prototype.parse = function( element ) {

		this.joint = element.getAttribute( 'joint' ).split( '/' ).pop();
		this.links = [];

		for ( var i = 0; i < element.childNodes.length; i ++ ) {

			var child = element.childNodes[ i ];
			if ( child.nodeType != 1 ) continue;

			switch ( child.nodeName ) {

				case 'link':
					this.links.push( ( new Link() ).parse( child ) );
					break;

				case 'rotate':
				case 'translate':
				case 'matrix':

					this.transforms.push( ( new Transform() ).parse( child ) );
					break;

				default:

					break;

			}

		}

		return this;

	};

	function _source( element ) {

		var id = element.getAttribute( 'id' );

		if ( sources[ id ] != undefined ) {

			return sources[ id ];

		}

		sources[ id ] = ( new Source( id ) ).parse( element );
		return sources[ id ];

	};

	function _nsResolver( nsPrefix ) {

		if ( nsPrefix === "dae" ) {

			return "http://www.collada.org/2005/11/COLLADASchema";

		}

		return null;

	};

	function _bools( str ) {

		var raw = _strings( str );
		var data = [];

		for ( var i = 0, l = raw.length; i < l; i ++ ) {

			data.push( ( raw[ i ] === 'true' || raw[ i ] === '1' ) ? true : false );

		}

		return data;

	};

	function _floats( str ) {

		var raw = _strings( str );
		var data = [];

		for ( var i = 0, l = raw.length; i < l; i ++ ) {

			data.push( parseFloat( raw[ i ] ) );

		}

		return data;

	};

	function _ints( str ) {

		var raw = _strings( str );
		var data = [];

		for ( var i = 0, l = raw.length; i < l; i ++ ) {

			data.push( parseInt( raw[ i ], 10 ) );

		}

		return data;

	};

	function _strings( str ) {

		return ( str.length > 0 ) ? _trimString( str ).split( /\s+/ ) : [];

	};

	function _trimString( str ) {

		return str.replace( /^\s+/, "" ).replace( /\s+$/, "" );

	};

	function _attr_as_float( element, name, defaultValue ) {

		if ( element.hasAttribute( name ) ) {

			return parseFloat( element.getAttribute( name ) );

		} else {

			return defaultValue;

		}

	};

	function _attr_as_int( element, name, defaultValue ) {

		if ( element.hasAttribute( name ) ) {

			return parseInt( element.getAttribute( name ), 10 ) ;

		} else {

			return defaultValue;

		}

	};

	function _attr_as_string( element, name, defaultValue ) {

		if ( element.hasAttribute( name ) ) {

			return element.getAttribute( name );

		} else {

			return defaultValue;

		}

	};

	function _format_float( f, num ) {

		if ( f === undefined ) {

			var s = '0.';

			while ( s.length < num + 2 ) {

				s += '0';

			}

			return s;

		}

		num = num || 2;

		var parts = f.toString().split( '.' );
		parts[ 1 ] = parts.length > 1 ? parts[ 1 ].substr( 0, num ) : "0";

		while ( parts[ 1 ].length < num ) {

			parts[ 1 ] += '0';

		}

		return parts.join( '.' );

	};

	function loadTextureImage ( texture, url ) {

		var loader = new THREE.ImageLoader();

		loader.load( url, function ( image ) {

			texture.image = image;
			texture.needsUpdate = true;

		} );

	};

	function applySkin ( geometry, instanceCtrl, frame ) {

		var skinController = controllers[ instanceCtrl.url ];

		frame = frame !== undefined ? frame : 40;

		if ( ! skinController || ! skinController.skin ) {

			console.log( 'ColladaLoader: Could not find skin controller.' );
			return;

		}

		if ( ! instanceCtrl.skeleton || ! instanceCtrl.skeleton.length ) {

			console.log( 'ColladaLoader: Could not find the skeleton for the skin. ' );
			return;

		}

		var animationBounds = calcAnimationBounds();
		var skeleton = visualScene.getChildById( instanceCtrl.skeleton[ 0 ], true ) ||
					   visualScene.getChildBySid( instanceCtrl.skeleton[ 0 ], true );

		//flatten the skeleton into a list of bones
		var bonelist = flattenSkeleton( skeleton );
		var joints = skinController.skin.joints;

		//sort that list so that the order reflects the order in the joint list
		var sortedbones = [];
		for ( var i = 0; i < joints.length; i ++ ) {

			for ( var j = 0; j < bonelist.length; j ++ ) {

				if ( bonelist[ j ].name === joints[ i ] ) {

					sortedbones[ i ] = bonelist[ j ];

				}

			}

		}

		//hook up the parents by index instead of name
		for ( var i = 0; i < sortedbones.length; i ++ ) {

			for ( var j = 0; j < sortedbones.length; j ++ ) {

				if ( sortedbones[ i ].parent === sortedbones[ j ].name ) {

					sortedbones[ i ].parent = j;

				}

			}

		}


		var i, j, w, vidx, weight;
		var v = new THREE.Vector3(), o, s;

		// move vertices to bind shape
		for ( i = 0; i < geometry.vertices.length; i ++ ) {

			geometry.vertices[ i ].applyMatrix4( skinController.skin.bindShapeMatrix );

		}

		var skinIndices = [];
		var skinWeights = [];
		var weights = skinController.skin.weights;

		//hook up the skin weights
		// TODO -  this might be a good place to choose greatest 4 weights
		for ( var i = 0; i < weights.length; i ++ ) {

			var indicies = new THREE.Vector4( weights[ i ][ 0 ] ? weights[ i ][ 0 ].joint : 0, weights[ i ][ 1 ] ? weights[ i ][ 1 ].joint : 0, weights[ i ][ 2 ] ? weights[ i ][ 2 ].joint : 0, weights[ i ][ 3 ] ? weights[ i ][ 3 ].joint : 0 );
			var weight = new THREE.Vector4( weights[ i ][ 0 ] ? weights[ i ][ 0 ].weight : 0, weights[ i ][ 1 ] ? weights[ i ][ 1 ].weight : 0, weights[ i ][ 2 ] ? weights[ i ][ 2 ].weight : 0, weights[ i ][ 3 ] ? weights[ i ][ 3 ].weight : 0 );

			skinIndices.push( indicies );
			skinWeights.push( weight );

		}

		geometry.skinIndices = skinIndices;
		geometry.skinWeights = skinWeights;
		geometry.bones = sortedbones;
		// process animation, or simply pose the rig if no animation

		//create an animation for the animated bones
		//NOTE: this has no effect when using morphtargets
		var animationdata = { "name": animationBounds.ID, "fps": 30, "length": animationBounds.frames / 30, "hierarchy": [] };

		for ( var j = 0; j < sortedbones.length; j ++ ) {

			animationdata.hierarchy.push( { parent: sortedbones[ j ].parent, name: sortedbones[ j ].name, keys: [] } );

		}

		console.log( 'ColladaLoader:', animationBounds.ID + ' has ' + sortedbones.length + ' bones.' );



		skinToBindPose( geometry, skeleton, skinController );


		for ( frame = 0; frame < animationBounds.frames; frame ++ ) {

			var bones = [];
			var skinned = [];
			// process the frame and setup the rig with a fresh
			// transform, possibly from the bone's animation channel(s)

			setupSkeleton( skeleton, bones, frame );
			setupSkinningMatrices( bones, skinController.skin );

			for ( var i = 0; i < bones.length; i ++ ) {

				for ( var j = 0; j < animationdata.hierarchy.length; j ++ ) {

					if ( animationdata.hierarchy[ j ].name === bones[ i ].sid ) {

						var key = {};
						key.time = ( frame / 30 );
						key.matrix = bones[ i ].animatrix;

						if ( frame === 0 )
							bones[ i ].matrix = key.matrix;

						var data = [ new THREE.Vector3(), new THREE.Quaternion(), new THREE.Vector3() ];
						key.matrix.decompose( data[ 0 ], data[ 1 ], data[ 2 ] );

						key.pos = [ data[ 0 ].x, data[ 0 ].y, data[ 0 ].z ];

						key.scl = [ data[ 2 ].x, data[ 2 ].y, data[ 2 ].z ];
						key.rot = data[ 1 ];

						animationdata.hierarchy[ j ].keys.push( key );

					}

				}

			}

			geometry.animation = animationdata;

		}

	};

	function calcAnimationBounds () {

		var start = 1000000;
		var end = - start;
		var frames = 0;
		var ID;
		for ( var id in animations ) {

			var animation = animations[ id ];
			ID = ID || animation.id;
			for ( var i = 0; i < animation.sampler.length; i ++ ) {

				var sampler = animation.sampler[ i ];

				sampler.create();

				start = Math.min( start, sampler.startTime );
				end = Math.max( end, sampler.endTime );
				frames = Math.max( frames, sampler.input.length );

			}

		}

		return { start: start, end: end, frames: frames, ID: ID };

	};

	function createSceneGraph ( node, parent ) {

		var obj = new THREE.Object3D();
		var skinned = false;
		var skinController;
		var morphController;
		var i, j;

		// FIXME: controllers

		for ( i = 0; i < node.controllers.length; i ++ ) {

			var controller = controllers[ node.controllers[ i ].url ];

			switch ( controller.type ) {

				case 'skin':

					if ( geometries[ controller.skin.source ] ) {

						var inst_geom = new InstanceGeometry();

						inst_geom.url = controller.skin.source;
						inst_geom.instance_material = node.controllers[ i ].instance_material;

						node.geometries.push( inst_geom );
						skinned = true;
						skinController = node.controllers[ i ];

					} else if ( controllers[ controller.skin.source ] ) {

						// urgh: controller can be chained
						// handle the most basic case...

						var second = controllers[ controller.skin.source ];
						morphController = second;
						//	skinController = node.controllers[i];

						if ( second.morph && geometries[ second.morph.source ] ) {

							var inst_geom = new InstanceGeometry();

							inst_geom.url = second.morph.source;
							inst_geom.instance_material = node.controllers[ i ].instance_material;

							node.geometries.push( inst_geom );

						}

					}

					break;

				case 'morph':

					if ( geometries[ controller.morph.source ] ) {

						var inst_geom = new InstanceGeometry();

						inst_geom.url = controller.morph.source;
						inst_geom.instance_material = node.controllers[ i ].instance_material;

						node.geometries.push( inst_geom );
						morphController = node.controllers[ i ];

					}

					console.log( 'ColladaLoader: Morph-controller partially supported.' );

				default:
					break;

			}

		}

		// geometries

		var double_sided_materials = {};

		for ( i = 0; i < node.geometries.length; i ++ ) {

			var instance_geometry = node.geometries[ i ];
			var instance_materials = instance_geometry.instance_material;
			var geometry = geometries[ instance_geometry.url ];
			var used_materials = {};
			var used_materials_array = [];
			var num_materials = 0;
			var first_material;

			if ( geometry ) {

				if ( ! geometry.mesh || ! geometry.mesh.primitives )
					continue;

				if ( obj.name.length === 0 ) {

					obj.name = geometry.id;

				}

				// collect used fx for this geometry-instance

				if ( instance_materials ) {

					for ( j = 0; j < instance_materials.length; j ++ ) {

						var instance_material = instance_materials[ j ];
						var mat = materials[ instance_material.target ];
						var effect_id = mat.instance_effect.url;
						var shader = effects[ effect_id ].shader;
						var material3js = shader.material;

						if ( geometry.doubleSided ) {

							if ( ! ( instance_material.symbol in double_sided_materials ) ) {

								var _copied_material = material3js.clone();
								_copied_material.side = THREE.DoubleSide;
								double_sided_materials[ instance_material.symbol ] = _copied_material;

							}

							material3js = double_sided_materials[ instance_material.symbol ];

						}

						material3js.opacity = ! material3js.opacity ? 1 : material3js.opacity;
						used_materials[ instance_material.symbol ] = num_materials;
						used_materials_array.push( material3js );
						first_material = material3js;
						first_material.name = mat.name === null || mat.name === '' ? mat.id : mat.name;
						num_materials ++;

					}

				}

				var mesh;
				var material = first_material || new THREE.MeshLambertMaterial( { color: 0xdddddd, side: geometry.doubleSided ? THREE.DoubleSide : THREE.FrontSide } );
				var geom = geometry.mesh.geometry3js;

				if ( num_materials > 1 ) {

					material = new THREE.MeshFaceMaterial( used_materials_array );

					for ( j = 0; j < geom.faces.length; j ++ ) {

						var face = geom.faces[ j ];
						face.materialIndex = used_materials[ face.daeMaterial ]

					}

				}

				if ( skinController !== undefined ) {


					applySkin( geom, skinController );

					if ( geom.morphTargets.length > 0 ) {

						material.morphTargets = true;
						material.skinning = false;

					} else {

						material.morphTargets = false;
						material.skinning = true;

					}


					mesh = new THREE.SkinnedMesh( geom, material, false );


					//mesh.skeleton = skinController.skeleton;
					//mesh.skinController = controllers[ skinController.url ];
					//mesh.skinInstanceController = skinController;
					mesh.name = 'skin_' + skins.length;



					//mesh.animationHandle.setKey(0);
					skins.push( mesh );

				} else if ( morphController !== undefined ) {

					createMorph( geom, morphController );

					material.morphTargets = true;

					mesh = new THREE.Mesh( geom, material );
					mesh.name = 'morph_' + morphs.length;

					morphs.push( mesh );

				} else {

					if ( geom.isLineStrip === true ) {

						mesh = new THREE.Line( geom );

					} else {

						mesh = new THREE.Mesh( geom, material );

					}

				}

				obj.add( mesh );

			}

		}

		for ( i = 0; i < node.cameras.length; i ++ ) {

			var instance_camera = node.cameras[ i ];
			var cparams = cameras[ instance_camera.url ];

			var cam = new THREE.PerspectiveCamera( cparams.yfov, parseFloat( cparams.aspect_ratio ),
					parseFloat( cparams.znear ), parseFloat( cparams.zfar ) );

			obj.add( cam );

		}

		for ( i = 0; i < node.lights.length; i ++ ) {

			var light = null;
			var instance_light = node.lights[ i ];
			var lparams = lights[ instance_light.url ];

			if ( lparams && lparams.technique ) {

				var color = lparams.color.getHex();
				var intensity = lparams.intensity;
				var distance = lparams.distance;
				var angle = lparams.falloff_angle;
				var exponent; // Intentionally undefined, don't know what this is yet

				switch ( lparams.technique ) {

					case 'directional':

						light = new THREE.DirectionalLight( color, intensity, distance );
						light.position.set( 0, 0, 1 );
						break;

					case 'point':

						light = new THREE.PointLight( color, intensity, distance );
						break;

					case 'spot':

						light = new THREE.SpotLight( color, intensity, distance, angle, exponent );
						light.position.set( 0, 0, 1 );
						break;

					case 'ambient':

						light = new THREE.AmbientLight( color );
						break;

				}

			}

			if ( light ) {

				obj.add( light );

			}

		}

		obj.name = node.name || node.id || "";
		obj.colladaId = node.id || "";
		obj.layer = node.layer || "";
		obj.matrix = node.matrix;
		obj.matrix.decompose( obj.position, obj.quaternion, obj.scale );

		if ( options.centerGeometry && obj.geometry ) {

			var delta = obj.geometry.center();
			delta.multiply( obj.scale );
			delta.applyQuaternion( obj.quaternion );

			obj.position.sub( delta );

		}

		for ( i = 0; i < node.nodes.length; i ++ ) {

			obj.add( createSceneGraph( node.nodes[ i ], node ) );

		}

		return obj;

	};

	function bakeAnimations ( node ) {

		if ( node.channels && node.channels.length ) {

			var keys = [],
				sids = [];

			for ( var i = 0, il = node.channels.length; i < il; i ++ ) {

				var channel = node.channels[ i ],
					fullSid = channel.fullSid,
					sampler = channel.sampler,
					input = sampler.input,
					transform = node.getTransformBySid( channel.sid ),
					member;

				if ( channel.arrIndices ) {

					member = [];

					for ( var j = 0, jl = channel.arrIndices.length; j < jl; j ++ ) {

						member[ j ] = getConvertedIndex( channel.arrIndices[ j ] );

					}

				} else {

					member = getConvertedMember( channel.member );

				}

				if ( transform ) {

					if ( sids.indexOf( fullSid ) === - 1 ) {

						sids.push( fullSid );

					}

					for ( var j = 0, jl = input.length; j < jl; j ++ ) {

						var time = input[ j ],
							data = sampler.getData( transform.type, j, member ),
							key = findKey( keys, time );

						if ( ! key ) {

							key = new Key( time );
							var timeNdx = findTimeNdx( keys, time );
							keys.splice( timeNdx === - 1 ? keys.length : timeNdx, 0, key );

						}

						key.addTarget( fullSid, transform, member, data );

					}

				} else {

					console.log( 'Could not find transform "' + channel.sid + '" in node ' + node.id );

				}

			}

			// post process
			for ( var i = 0; i < sids.length; i ++ ) {

				var sid = sids[ i ];

				for ( var j = 0; j < keys.length; j ++ ) {

					var key = keys[ j ];

					if ( ! key.hasTarget( sid ) ) {

						interpolateKeys( keys, key, j, sid );

					}

				}

			}

			node.keys = keys;
			node.sids = sids;

		}

	};

	function extractDoubleSided( obj, element ) {

		obj.doubleSided = false;

		var node = element.querySelectorAll( 'extra double_sided' )[ 0 ];

		if ( node ) {

			if ( node && parseInt( node.textContent, 10 ) === 1 ) {

				obj.doubleSided = true;

			}

		}

	};

	function findKey ( keys, time ) {

		var retVal = null;

		for ( var i = 0, il = keys.length; i < il && retVal === null; i ++ ) {

			var key = keys[ i ];

			if ( key.time === time ) {

				retVal = key;

			} else if ( key.time > time ) {

				break;

			}

		}

		return retVal;

	};

	function findTimeNdx ( keys, time ) {

		var ndx = - 1;

		for ( var i = 0, il = keys.length; i < il && ndx === - 1; i ++ ) {

			var key = keys[ i ];

			if ( key.time >= time ) {

				ndx = i;

			}

		}

		return ndx;

	};

	function fixCoords( data, sign ) {

		if ( options.convertUpAxis !== true || colladaUp === options.upAxis ) {

			return;

		}

		switch ( upConversion ) {

			case 'XtoY':

				var tmp = data[ 0 ];
				data[ 0 ] = sign * data[ 1 ];
				data[ 1 ] = tmp;
				break;

			case 'XtoZ':

				var tmp = data[ 2 ];
				data[ 2 ] = data[ 1 ];
				data[ 1 ] = data[ 0 ];
				data[ 0 ] = tmp;
				break;

			case 'YtoX':

				var tmp = data[ 0 ];
				data[ 0 ] = data[ 1 ];
				data[ 1 ] = sign * tmp;
				break;

			case 'YtoZ':

				var tmp = data[ 1 ];
				data[ 1 ] = sign * data[ 2 ];
				data[ 2 ] = tmp;
				break;

			case 'ZtoX':

				var tmp = data[ 0 ];
				data[ 0 ] = data[ 1 ];
				data[ 1 ] = data[ 2 ];
				data[ 2 ] = tmp;
				break;

			case 'ZtoY':

				var tmp = data[ 1 ];
				data[ 1 ] = data[ 2 ];
				data[ 2 ] = sign * tmp;
				break;

		}

	};

	//Walk the Collada tree and flatten the bones into a list, extract the position, quat and scale from the matrix
	function flattenSkeleton ( skeleton ) {

		var list = [];
		var walk = function( parentid, node, list ) {

			var bone = {};
			bone.name = node.sid;
			bone.parent = parentid;
			bone.matrix = node.matrix;
			var data = [ new THREE.Vector3(), new THREE.Quaternion(), new THREE.Vector3() ];
			bone.matrix.decompose( data[ 0 ], data[ 1 ], data[ 2 ] );

			bone.pos = [ data[ 0 ].x, data[ 0 ].y, data[ 0 ].z ];

			bone.scl = [ data[ 2 ].x, data[ 2 ].y, data[ 2 ].z ];
			bone.rotq = [ data[ 1 ].x, data[ 1 ].y, data[ 1 ].z, data[ 1 ].w ];
			list.push( bone );

			for ( var i in node.nodes ) {

				walk( node.sid, node.nodes[ i ], list );

			}

		};

		walk( - 1, skeleton, list );
		return list;

	};

	function getConvertedTranslation( axis, data ) {

		if ( options.convertUpAxis !== true || colladaUp === options.upAxis ) {

			return data;

		}

		switch ( axis ) {
			case 'X':
				data = upConversion === 'XtoY' ? data * - 1 : data;
				break;
			case 'Y':
				data = upConversion === 'YtoZ' || upConversion === 'YtoX' ? data * - 1 : data;
				break;
			case 'Z':
				data = upConversion === 'ZtoY' ? data * - 1 : data ;
				break;
			default:
				break;
		}

		return data;

	};

	function getConvertedVec3( data, offset ) {

		var arr = [ data[ offset ], data[ offset + 1 ], data[ offset + 2 ] ];
		fixCoords( arr, - 1 );
		return new THREE.Vector3( arr[ 0 ], arr[ 1 ], arr[ 2 ] );

	};

	function getConvertedMat4( data ) {

		if ( options.convertUpAxis ) {

			// First fix rotation and scale

			// Columns first
			var arr = [ data[ 0 ], data[ 4 ], data[ 8 ] ];
			fixCoords( arr, - 1 );
			data[ 0 ] = arr[ 0 ];
			data[ 4 ] = arr[ 1 ];
			data[ 8 ] = arr[ 2 ];
			arr = [ data[ 1 ], data[ 5 ], data[ 9 ] ];
			fixCoords( arr, - 1 );
			data[ 1 ] = arr[ 0 ];
			data[ 5 ] = arr[ 1 ];
			data[ 9 ] = arr[ 2 ];
			arr = [ data[ 2 ], data[ 6 ], data[ 10 ] ];
			fixCoords( arr, - 1 );
			data[ 2 ] = arr[ 0 ];
			data[ 6 ] = arr[ 1 ];
			data[ 10 ] = arr[ 2 ];
			// Rows second
			arr = [ data[ 0 ], data[ 1 ], data[ 2 ] ];
			fixCoords( arr, - 1 );
			data[ 0 ] = arr[ 0 ];
			data[ 1 ] = arr[ 1 ];
			data[ 2 ] = arr[ 2 ];
			arr = [ data[ 4 ], data[ 5 ], data[ 6 ] ];
			fixCoords( arr, - 1 );
			data[ 4 ] = arr[ 0 ];
			data[ 5 ] = arr[ 1 ];
			data[ 6 ] = arr[ 2 ];
			arr = [ data[ 8 ], data[ 9 ], data[ 10 ] ];
			fixCoords( arr, - 1 );
			data[ 8 ] = arr[ 0 ];
			data[ 9 ] = arr[ 1 ];
			data[ 10 ] = arr[ 2 ];

			// Now fix translation
			arr = [ data[ 3 ], data[ 7 ], data[ 11 ] ];
			fixCoords( arr, - 1 );
			data[ 3 ] = arr[ 0 ];
			data[ 7 ] = arr[ 1 ];
			data[ 11 ] = arr[ 2 ];

		}

		return new THREE.Matrix4().set(
			data[ 0 ], data[ 1 ], data[ 2 ], data[ 3 ],
			data[ 4 ], data[ 5 ], data[ 6 ], data[ 7 ],
			data[ 8 ], data[ 9 ], data[ 10 ], data[ 11 ],
			data[ 12 ], data[ 13 ], data[ 14 ], data[ 15 ]
			);

	};

	function getConvertedIndex( index ) {

		if ( index > - 1 && index < 3 ) {

			var members = [ 'X', 'Y', 'Z' ],
				indices = { X: 0, Y: 1, Z: 2 };

			index = getConvertedMember( members[ index ] );
			index = indices[ index ];

		}

		return index;

	};

	function getChannelsForNode ( node ) {

		var channels = [];
		var startTime = 1000000;
		var endTime = - 1000000;

		for ( var id in animations ) {

			var animation = animations[ id ];

			for ( var i = 0; i < animation.channel.length; i ++ ) {

				var channel = animation.channel[ i ];
				var sampler = animation.sampler[ i ];
				var id = channel.target.split( '/' )[ 0 ];

				if ( id == node.id ) {

					sampler.create();
					channel.sampler = sampler;
					startTime = Math.min( startTime, sampler.startTime );
					endTime = Math.max( endTime, sampler.endTime );
					channels.push( channel );

				}

			}

		}

		if ( channels.length ) {

			node.startTime = startTime;
			node.endTime = endTime;

		}

		return channels;

	};

	function getConvertedMember( member ) {

		if ( options.convertUpAxis ) {

			switch ( member ) {

				case 'X':

					switch ( upConversion ) {

						case 'XtoY':
						case 'XtoZ':
						case 'YtoX':

							member = 'Y';
							break;

						case 'ZtoX':

							member = 'Z';
							break;

					}

					break;

				case 'Y':

					switch ( upConversion ) {

						case 'XtoY':
						case 'YtoX':
						case 'ZtoX':

							member = 'X';
							break;

						case 'XtoZ':
						case 'YtoZ':
						case 'ZtoY':

							member = 'Z';
							break;

					}

					break;

				case 'Z':

					switch ( upConversion ) {

						case 'XtoZ':

							member = 'X';
							break;

						case 'YtoZ':
						case 'ZtoX':
						case 'ZtoY':

							member = 'Y';
							break;

					}

					break;

			}

		}

		return member;

	};

	function getLibraryNode ( id ) {

		var nodes = COLLADA.querySelectorAll( 'library_nodes node' );

		for ( var i = 0; i < nodes.length; i ++ ) {

			var attObj = nodes[ i ].attributes.getNamedItem( 'id' );
			if ( attObj && attObj.value === id ) {

				return nodes[ i ];

			}

		}

		return undefined;

	};

	// Get next key with given sid
	function getNextKeyWith ( keys, fullSid, ndx ) {

		for ( ; ndx < keys.length; ndx ++ ) {

			var key = keys[ ndx ];

			if ( key.hasTarget( fullSid ) ) {

				return key;

			}

		}

		return null;

	};

	// Get previous key with given sid
	function getPrevKeyWith ( keys, fullSid, ndx ) {

		ndx = ndx >= 0 ? ndx : ndx + keys.length;

		for ( ; ndx >= 0; ndx -- ) {

			var key = keys[ ndx ];

			if ( key.hasTarget( fullSid ) ) {

				return key;

			}

		}

		return null;

	};

	function interpolateKeys ( keys, key, ndx, fullSid ) {

		var prevKey = getPrevKeyWith( keys, fullSid, ndx ? ndx - 1 : 0 ),
			nextKey = getNextKeyWith( keys, fullSid, ndx + 1 );

		if ( prevKey && nextKey ) {

			var scale = ( key.time - prevKey.time ) / ( nextKey.time - prevKey.time ),
				prevTarget = prevKey.getTarget( fullSid ),
				nextData = nextKey.getTarget( fullSid ).data,
				prevData = prevTarget.data,
				data;

			if ( prevTarget.type === 'matrix' ) {

				data = prevData;

			} else if ( prevData.length ) {

				data = [];

				for ( var i = 0; i < prevData.length; ++ i ) {

					data[ i ] = prevData[ i ] + ( nextData[ i ] - prevData[ i ] ) * scale;

				}

			} else {

				data = prevData + ( nextData - prevData ) * scale;

			}

			key.addTarget( fullSid, prevTarget.transform, prevTarget.member, data );

		}

	};

	function recurseHierarchy( node ) {

		var n = visualScene.getChildById( node.colladaId, true ),
			newData = null;

		if ( n && n.keys ) {

			newData = {
				fps: 60,
				hierarchy: [ {
					node: n,
					keys: n.keys,
					sids: n.sids
				} ],
				node: node,
				name: 'animation_' + node.name,
				length: 0
			};

			animData.push( newData );

			for ( var i = 0, il = n.keys.length; i < il; i ++ ) {

				newData.length = Math.max( newData.length, n.keys[ i ].time );

			}

		} else {

			newData = {
				hierarchy: [ {
					keys: [],
					sids: []
				} ]
			}

		}

		for ( var i = 0, il = node.children.length; i < il; i ++ ) {

			var d = recurseHierarchy( node.children[ i ] );

			for ( var j = 0, jl = d.hierarchy.length; j < jl; j ++ ) {

				newData.hierarchy.push( {
					keys: [],
					sids: []
				} );

			}

		}

		return newData;

	};

	function setupSkeleton ( node, bones, frame, parent ) {

		node.world = node.world || new THREE.Matrix4();
		node.localworld = node.localworld || new THREE.Matrix4();
		node.world.copy( node.matrix );
		node.localworld.copy( node.matrix );

		if ( node.channels && node.channels.length ) {

			var channel = node.channels[ 0 ];
			var m = channel.sampler.output[ frame ];

			if ( m instanceof THREE.Matrix4 ) {

				node.world.copy( m );
				node.localworld.copy( m );
				if ( frame === 0 )
					node.matrix.copy( m );

			}

		}

		if ( parent ) {

			node.world.multiplyMatrices( parent, node.world );

		}

		bones.push( node );

		for ( var i = 0; i < node.nodes.length; i ++ ) {

			setupSkeleton( node.nodes[ i ], bones, frame, node.world );

		}

	};

	function setupSkinningMatrices ( bones, skin ) {

		// FIXME: this is dumb...

		for ( var i = 0; i < bones.length; i ++ ) {

			var bone = bones[ i ];
			var found = - 1;

			if ( bone.type != 'JOINT' ) continue;

			for ( var j = 0; j < skin.joints.length; j ++ ) {

				if ( bone.sid === skin.joints[ j ] ) {

					found = j;
					break;

				}

			}

			if ( found >= 0 ) {

				var inv = skin.invBindMatrices[ found ];

				bone.invBindMatrix = inv;
				bone.skinningMatrix = new THREE.Matrix4();
				bone.skinningMatrix.multiplyMatrices( bone.world, inv ); // (IBMi * JMi)
				bone.animatrix = new THREE.Matrix4();

				bone.animatrix.copy( bone.localworld );
				bone.weights = [];

				for ( var j = 0; j < skin.weights.length; j ++ ) {

					for ( var k = 0; k < skin.weights[ j ].length; k ++ ) {

						var w = skin.weights[ j ][ k ];

						if ( w.joint === found ) {

							bone.weights.push( w );

						}

					}

				}

			} else {

				console.warn( "ColladaLoader: Could not find joint '" + bone.sid + "'." );

				bone.skinningMatrix = new THREE.Matrix4();
				bone.weights = [];

			}

		}

	};

	//Move the vertices into the pose that is proper for the start of the animation
	function skinToBindPose ( geometry, skeleton, skinController ) {

		var bones = [];
		setupSkeleton( skeleton, bones, - 1 );
		setupSkinningMatrices( bones, skinController.skin );
		var v = new THREE.Vector3();
		var skinned = [];

		for ( var i = 0; i < geometry.vertices.length; i ++ ) {

			skinned.push( new THREE.Vector3() );

		}

		for ( var i = 0; i < bones.length; i ++ ) {

			if ( bones[ i ].type != 'JOINT' ) continue;

			for ( var j = 0; j < bones[ i ].weights.length; j ++ ) {

				var w = bones[ i ].weights[ j ];
				var vidx = w.index;
				var weight = w.weight;

				var o = geometry.vertices[ vidx ];
				var s = skinned[ vidx ];

				v.x = o.x;
				v.y = o.y;
				v.z = o.z;

				v.applyMatrix4( bones[ i ].skinningMatrix );

				s.x += ( v.x * weight );
				s.y += ( v.y * weight );
				s.z += ( v.z * weight );

			}

		}

		for ( var i = 0; i < geometry.vertices.length; i ++ ) {

			geometry.vertices[ i ] = skinned[ i ];

		}

	};


} )();
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OEBPS/js/hand.minified-1.2.js
var HANDJS=HANDJS||{};(function(){if(!Array.prototype.indexOf){Array.prototype.indexOf=function(e){var t=Object(this);var n=t.length>>>0;if(n===0){return-1}var r=0;if(arguments.length>0){r=Number(arguments[1]);if(r!=r){r=0}else if(r!=0&&r!=Infinity&&r!=-Infinity){r=(r>0||-1)*Math.floor(Math.abs(r))}}if(r>=n){return-1}var i=r>=0?r:Math.max(n-Math.abs(r),0);for(;i<n;i++){if(i in t&&t[i]===e){return i}}return-1}}var e=["pointerdown","pointerup","pointermove","pointerover","pointerout","pointercancel","pointerenter","pointerleave"];var t="touch";var n="pen";var r="mouse";var i={};var s=function(e){while(e&&e.handjs_forcePreventDefault!==true){e=e.parentElement}return e!=null};var o=function(e,i){var o;if(document.createEvent){o=document.createEvent("MouseEvents");o.initMouseEvent(i,true,true,window,1,e.screenX,e.screenY,e.clientX,e.clientY,e.ctrlKey,e.altKey,e.shiftKey,e.metaKey,e.button,null)}else{o=document.createEventObject();o.screenX=e.screenX;o.screenY=e.screenY;o.clientX=e.clientX;o.clientY=e.clientY;o.ctrlKey=e.ctrlKey;o.altKey=e.altKey;o.shiftKey=e.shiftKey;o.metaKey=e.metaKey;o.button=e.button}if(o.offsetX===undefined){if(e.offsetX!==undefined){if(Object&&Object.defineProperty!==undefined){Object.defineProperty(o,"offsetX",{writable:true});Object.defineProperty(o,"offsetY",{writable:true})}o.offsetX=e.offsetX;o.offsetY=e.offsetY}else if(e.layerX!==undefined){o.offsetX=e.layerX-e.currentTarget.offsetLeft;o.offsetY=e.layerY-e.currentTarget.offsetTop}}if(e.isPrimary!==undefined)o.isPrimary=e.isPrimary;else o.isPrimary=true;if(e.pressure)o.pressure=e.pressure;else{var u=0;if(e.which!==undefined)u=e.which;else if(e.button!==undefined){u=e.button}o.pressure=u==0?0:.5}if(e.rotation)o.rotation=e.rotation;else o.rotation=0;if(e.hwTimestamp)o.hwTimestamp=e.hwTimestamp;else o.hwTimestamp=0;if(e.tiltX)o.tiltX=e.tiltX;else o.tiltX=0;if(e.tiltY)o.tiltY=e.tiltY;else o.tiltY=0;if(e.height)o.height=e.height;else o.height=0;if(e.width)o.width=e.width;else o.width=0;o.preventDefault=function(){if(e.preventDefault!==undefined)e.preventDefault()};if(o.stopPropagation!==undefined){var a=o.stopPropagation;o.stopPropagation=function(){if(e.stopPropagation!==undefined)e.stopPropagation();a.call(this)}}o.POINTER_TYPE_TOUCH=t;o.POINTER_TYPE_PEN=n;o.POINTER_TYPE_MOUSE=r;o.pointerId=e.pointerId;o.pointerType=e.pointerType;switch(o.pointerType){case 2:o.pointerType=o.POINTER_TYPE_TOUCH;break;case 3:o.pointerType=o.POINTER_TYPE_PEN;break;case 4:o.pointerType=o.POINTER_TYPE_MOUSE;break}if(e.currentTarget&&s(e.currentTarget)===true){o.preventDefault()}if(e.target){e.target.dispatchEvent(o)}else{e.srcElement.fireEvent("on"+h(i),o)}};var u=function(e,t){e.pointerId=1;e.pointerType=r;o(e,t)};var a=function(e,n,r,i){var s=n.identifier+2;n.pointerId=s;n.pointerType=t;n.currentTarget=r;n.target=r;if(i.preventDefault!==undefined){n.preventDefault=function(){i.preventDefault()}}o(n,e)};var f=function(e,t){while(e&&!(e.__handjsGlobalRegisteredEvents&&e.__handjsGlobalRegisteredEvents[t])){e=e.parentElement}return e!=null};var l=function(e,t,n,r){if(f(n,e)){a(e,t,n,r)}};var c=function(e,t,n,r){if(e.preventManipulation)e.preventManipulation();for(var s=0;s<e.changedTouches.length;++s){var o=e.changedTouches[s];if(n){i[o.identifier]=o.target}if(r){l(t,o,i[o.identifier],e)}else{a(t,o,i[o.identifier],e)}}};var h=function(e){return e.toLowerCase().replace("pointer","mouse")};var p=function(e,t,n){var r=t+n;if(r===t+"PointerEnter"&&e["on"+t.toLowerCase()+"pointerenter"]===undefined){r=t+"PointerOver"}if(r===t+"PointerLeave"&&e["on"+t.toLowerCase()+"pointerleave"]===undefined){r=t+"PointerOut"}return r};var d=function(e,t,n,r){if(e.__handjsRegisteredEvents===undefined){e.__handjsRegisteredEvents=[]}if(r){if(e.__handjsRegisteredEvents[t]!==undefined){e.__handjsRegisteredEvents[t]++;return}e.__handjsRegisteredEvents[t]=1;e.addEventListener(t,n,false)}else{if(e.__handjsRegisteredEvents.indexOf(t)!==-1){e.__handjsRegisteredEvents[t]--;if(e.__handjsRegisteredEvents[t]!=0){return}}e.removeEventListener(t,n);e.__handjsRegisteredEvents[t]=0}};var v=function(e,t,n){if(e.onpointerdown!==undefined){return}if(e.onmspointerdown!==undefined){var r=p(e,"MS",t);d(e,r,function(e){o(e,t)},n);return}if(e.ontouchstart!==undefined){switch(t){case"pointermove":d(e,"touchmove",function(e){c(e,t)},n);break;case"pointercancel":d(e,"touchcancel",function(e){c(e,t)},n);break;case"pointerdown":case"pointerup":case"pointerout":case"pointerover":case"pointerleave":case"pointerenter":if(!e.__handjsGlobalRegisteredEvents){e.__handjsGlobalRegisteredEvents=[]}if(n){if(e.__handjsGlobalRegisteredEvents[t]!==undefined){e.__handjsGlobalRegisteredEvents[t]++;return}e.__handjsGlobalRegisteredEvents[t]=1}else{if(e.__handjsGlobalRegisteredEvents[t]!==undefined){e.__handjsGlobalRegisteredEvents[t]--;if(e.__handjsGlobalRegisteredEvents[t]<0){e.__handjsGlobalRegisteredEvents[t]=0}}}break}}switch(t){case"pointerdown":d(e,"mousedown",function(e){u(e,t)},n);break;case"pointermove":d(e,"mousemove",function(e){u(e,t)},n);break;case"pointerup":d(e,"mouseup",function(e){u(e,t)},n);break;case"pointerover":d(e,"mouseover",function(e){u(e,t)},n);break;case"pointerout":d(e,"mouseout",function(e){u(e,t)},n);break;case"pointerenter":if(e.onmouseenter===undefined){d(e,"mouseover",function(e){u(e,t)},n)}else{d(e,"mouseenter",function(e){u(e,t)},n)}break;case"pointerleave":if(e.onmouseleave===undefined){d(e,"mouseout",function(e){u(e,t)},n)}else{d(e,"mouseleave",function(e){u(e,t)},n)}break}};var m=function(t){var n=t.prototype?t.prototype.addEventListener:t.addEventListener;var r=function(t,r,i){if(e.indexOf(t)!=-1){v(this,t,true)}if(n===undefined){this.attachEvent("on"+h(t),r)}else{n.call(this,t,r,i)}};if(t.prototype){t.prototype.addEventListener=r}else{t.addEventListener=r}};var g=function(t){var n=t.prototype?t.prototype.removeEventListener:t.removeEventListener;var r=function(t,r,i){if(e.indexOf(t)!=-1){v(this,t,false)}if(n===undefined){this.detachEvent(h(t),r)}else{n.call(this,t,r,i)}};if(t.prototype){t.prototype.removeEventListener=r}else{t.removeEventListener=r}};m(HTMLElement);m(document);m(HTMLBodyElement);m(HTMLDivElement);m(HTMLImageElement);m(HTMLUListElement);m(HTMLAnchorElement);m(HTMLLIElement);m(HTMLTableElement);if(window.HTMLSpanElement){m(HTMLSpanElement)}if(window.HTMLCanvasElement){m(HTMLCanvasElement)}if(window.SVGElement){m(SVGElement)}g(HTMLElement);g(document);g(HTMLBodyElement);g(HTMLDivElement);g(HTMLImageElement);g(HTMLUListElement);g(HTMLAnchorElement);g(HTMLLIElement);g(HTMLTableElement);if(window.HTMLSpanElement){g(HTMLSpanElement)}if(window.HTMLCanvasElement){g(HTMLCanvasElement)}if(window.SVGElement){g(SVGElement)}if(window.ontouchstart!==undefined){window.addEventListener("touchstart",function(e){for(var t=0;t<e.changedTouches.length;++t){var n=e.changedTouches[t];i[n.identifier]=n.target;l("pointerenter",n,n.target,e);l("pointerover",n,n.target,e);l("pointerdown",n,n.target,e)}});window.addEventListener("touchend",function(e){for(var t=0;t<e.changedTouches.length;++t){var n=e.changedTouches[t];var r=i[n.identifier];l("pointerup",n,r,e);l("pointerout",n,r,e);l("pointerleave",n,r,e)}});window.addEventListener("touchmove",function(e){for(var t=0;t<e.changedTouches.length;++t){var n=e.changedTouches[t];var r=document.elementFromPoint(n.clientX,n.clientY);var s=i[n.identifier];if(s===r){continue}if(s){l("pointerout",n,s,e);if(!s.contains(r)){l("pointerleave",n,s,e)}}if(r){l("pointerover",n,r,e);if(!r.contains(s)){l("pointerenter",n,r,e)}}i[n.identifier]=r}})}if(navigator.pointerEnabled===undefined){navigator.pointerEnabled=true;if(navigator.msPointerEnabled){navigator.maxTouchPoints=navigator.msMaxTouchPoints}}if(document.styleSheets&&document.addEventListener){document.addEventListener("DOMContentLoaded",function(){if(HANDJS.doNotProcessCSS){return}var e=function(e){return e.replace(/^\s+|\s+$/,"")};var t=function(t){var n=new RegExp(".+?{.*?}","m");var r=new RegExp(".+?{","m");while(t!=""){var i=n.exec(t);if(!i){break}var s=i[0];t=e(t.replace(s,""));var o=e(r.exec(s)[0].replace("{",""));if(s.replace(/\s/g,"").indexOf("touch-action:none")!=-1){var u=document.querySelectorAll(o);for(var a=0;a<u.length;a++){var f=u[a];if(f.style.msTouchAction!==undefined){f.style.msTouchAction="none"}else{f.handjs_forcePreventDefault=true}}}}};try{for(var n=0;n<document.styleSheets.length;n++){var r=document.styleSheets[n];if(r.href==undefined){continue}var i=new XMLHttpRequest;i.open("get",r.href,false);i.send();var s=i.responseText.replace(/(\n|\r)/g,"");t(s)}}catch(o){}var u=document.getElementsByTagName("style");for(var n=0;n<u.length;n++){var a=u[n];var f=e(a.innerHTML.replace(/(\n|\r)/g,""));t(f)}},false)}})()
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OEBPS/js/r/SoftwareRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 * @author ryg / http://farbrausch.de/~fg
 * @author mraleph / http://mrale.ph/
 * @author daoshengmu / http://dsmu.me/
 */

THREE.SoftwareRenderer = function ( parameters ) {

	console.log( 'THREE.SoftwareRenderer', THREE.REVISION );

	parameters = parameters || {};

	var canvas = parameters.canvas !== undefined
			 ? parameters.canvas
			 : document.createElement( 'canvas' );

	var context = canvas.getContext( '2d', {
		alpha: parameters.alpha === true
	} );

	var shaders = {};
	var textures = {};

	var canvasWidth, canvasHeight;
	var canvasWBlocks, canvasHBlocks;
	var viewportXScale, viewportYScale, viewportZScale;
	var viewportXOffs, viewportYOffs, viewportZOffs;

	var clearColor = new THREE.Color( 0x000000 );

	var imagedata, data, zbuffer;
	var numBlocks, blockMaxZ, blockFlags;

	var BLOCK_ISCLEAR = ( 1 << 0 );
	var BLOCK_NEEDCLEAR = ( 1 << 1 );

	var subpixelBits = 4;
	var subpixelBias = ( 1 << subpixelBits ) - 1;
	var blockShift = 3;
	var blockSize = 1 << blockShift;
	var maxZVal = ( 1 << 24 ); // Note: You want to size this so you don't get overflows.
	var lineMode = false;
	var lookVector = new THREE.Vector3( 0, 0, 1 );
	var crossVector = new THREE.Vector3();        
    
	var rectx1 = Infinity, recty1 = Infinity;
	var rectx2 = 0, recty2 = 0;

	var prevrectx1 = Infinity, prevrecty1 = Infinity;
	var prevrectx2 = 0, prevrecty2 = 0;

	var projector = new THREE.Projector();

	var vector1 = new THREE.Vector3();
	var vector2 = new THREE.Vector3();
	var vector3 = new THREE.Vector3();

	var texCoord1 = new THREE.Vector2();
	var texCoord2 = new THREE.Vector2();
	var texCoord3 = new THREE.Vector2();

	this.domElement = canvas;

	this.autoClear = true;

	// WebGLRenderer compatibility

	this.supportsVertexTextures = function () {};
	this.setFaceCulling = function () {};

	this.setClearColor = function ( color, alpha ) {

		clearColor.set( color );
		cleanColorBuffer();

	};

	this.setPixelRatio = function () {};

	this.setSize = function ( width, height ) {

		canvasWBlocks = Math.floor( width / blockSize );
		canvasHBlocks = Math.floor( height / blockSize );
		canvasWidth   = canvasWBlocks * blockSize;
		canvasHeight  = canvasHBlocks * blockSize;

		var fixScale = 1 << subpixelBits;

		viewportXScale =  fixScale * canvasWidth  / 2;
		viewportYScale = - fixScale * canvasHeight / 2;
		viewportZScale =             maxZVal      / 2;

		viewportXOffs  =  fixScale * canvasWidth  / 2 + 0.5;
		viewportYOffs  =  fixScale * canvasHeight / 2 + 0.5;
		viewportZOffs  =             maxZVal      / 2 + 0.5;

		canvas.width = canvasWidth;
		canvas.height = canvasHeight;

		context.fillStyle = clearColor.getStyle();
		context.fillRect( 0, 0, canvasWidth, canvasHeight );

		imagedata = context.getImageData( 0, 0, canvasWidth, canvasHeight );
		data = imagedata.data;

		zbuffer = new Int32Array( data.length / 4 );

		numBlocks = canvasWBlocks * canvasHBlocks;
		blockMaxZ = new Int32Array( numBlocks );
		blockFlags = new Uint8Array( numBlocks );

		for ( var i = 0, l = zbuffer.length; i < l; i ++ ) {

			zbuffer[ i ] = maxZVal;

		}

		for ( var i = 0; i < numBlocks; i ++ ) {

			blockFlags[ i ] = BLOCK_ISCLEAR;

		}

		cleanColorBuffer();

	};

	this.setSize( canvas.width, canvas.height );

	this.clear = function () {

		rectx1 = Infinity;
		recty1 = Infinity;
		rectx2 = 0;
		recty2 = 0;

		for ( var i = 0; i < numBlocks; i ++ ) {

			blockMaxZ[ i ] = maxZVal;
			blockFlags[ i ] = ( blockFlags[ i ] & BLOCK_ISCLEAR ) ? BLOCK_ISCLEAR : BLOCK_NEEDCLEAR;

		}

	};

    // TODO: Check why autoClear can't be false.
	this.render = function ( scene, camera ) {

		if ( this.autoClear === true ) this.clear();

		var renderData = projector.projectScene( scene, camera, false, false );
		var elements = renderData.elements;

		for ( var e = 0, el = elements.length; e < el; e ++ ) {

			var element = elements[ e ];
			var material = element.material;
			var shader = getMaterialShader( material );

			if ( element instanceof THREE.RenderableFace ) {

				if ( ! element.uvs ) {

					drawTriangle(
						element.v1.positionScreen,
						element.v2.positionScreen,
						element.v3.positionScreen,
						null, null, null,
						shader, element, material
					);

				} else {

					drawTriangle(
						element.v1.positionScreen,
						element.v2.positionScreen,
						element.v3.positionScreen,
						element.uvs[ 0 ], element.uvs[ 1 ], element.uvs[ 2 ],
						shader, element, material
					);

				}


			} else if ( element instanceof THREE.RenderableSprite ) {

				var scaleX = element.scale.x * 0.5;
				var scaleY = element.scale.y * 0.5;

				vector1.copy( element );
				vector1.x -= scaleX;
				vector1.y += scaleY;

				vector2.copy( element );
				vector2.x -= scaleX;
				vector2.y -= scaleY;

				vector3.copy( element );
				vector3.x += scaleX;
				vector3.y += scaleY;

				if ( material.map ) {

					texCoord1.set( 0, 1 );
					texCoord2.set( 0, 0 );
					texCoord3.set( 1, 1 );

					drawTriangle(
						vector1, vector2, vector3,
						texCoord1, texCoord2, texCoord3,
						shader, element, material
					);

				} else {

					drawTriangle(
						vector1, vector2, vector3,
						null, null, null,
						shader, element, material
					);

				}

				vector1.copy( element );
				vector1.x += scaleX;
				vector1.y += scaleY;

				vector2.copy( element );
				vector2.x -= scaleX;
				vector2.y -= scaleY;

				vector3.copy( element );
				vector3.x += scaleX;
				vector3.y -= scaleY;

				if ( material.map ) {

					texCoord1.set( 1, 1 );
					texCoord2.set( 0, 0 );
					texCoord3.set( 1, 0 );

					drawTriangle(
						vector1, vector2, vector3,
						texCoord1, texCoord2, texCoord3,
						shader, element, material
					);

				} else {

					drawTriangle(
						vector1, vector2, vector3,
						null, null, null,
						shader, element, material
					);

				}

			} else if ( element instanceof THREE.RenderableLine ) {
				
				var shader = getMaterialShader( material );

				drawLine(
					element.v1.positionScreen,
					element.v2.positionScreen,
					element.vertexColors[0],
					element.vertexColors[1],
					shader,
					material
				);
			}

		}

		finishClear();

		var x = Math.min( rectx1, prevrectx1 );
		var y = Math.min( recty1, prevrecty1 );
		var width = Math.max( rectx2, prevrectx2 ) - x;
		var height = Math.max( recty2, prevrecty2 ) - y;

		/*
		// debug; draw zbuffer

		for ( var i = 0, l = zbuffer.length; i < l; i++ ) {

			var o = i * 4;
			var v = (65535 - zbuffer[ i ]) >> 3;
			data[ o + 0 ] = v;
			data[ o + 1 ] = v;
			data[ o + 2 ] = v;
			data[ o + 3 ] = 255;
		}
		*/

		if ( x !== Infinity ) {

			context.putImageData( imagedata, 0, 0, x, y, width, height );

		}

		prevrectx1 = rectx1; prevrecty1 = recty1;
		prevrectx2 = rectx2; prevrecty2 = recty2;

	};

	function setSize( width, height ) {
        
		canvasWBlocks = Math.floor( width / blockSize );
		canvasHBlocks = Math.floor( height / blockSize );
		canvasWidth   = canvasWBlocks * blockSize;
		canvasHeight  = canvasHBlocks * blockSize;

		var fixScale = 1 << subpixelBits;

		viewportXScale =  fixScale * canvasWidth  / 2;
		viewportYScale = -fixScale * canvasHeight / 2;
		viewportZScale =             maxZVal      / 2;
              
		viewportXOffs  =  fixScale * canvasWidth  / 2 + 0.5;
		viewportYOffs  =  fixScale * canvasHeight / 2 + 0.5;
		viewportZOffs  =             maxZVal      / 2 + 0.5;
        
		canvas.width = canvasWidth;
		canvas.height = canvasHeight;

		context.fillStyle = clearColor.getStyle();
		context.fillRect( 0, 0, canvasWidth, canvasHeight );

		imagedata = context.getImageData( 0, 0, canvasWidth, canvasHeight );
		data = imagedata.data;

		zbuffer = new Int32Array( data.length / 4 );

		numBlocks = canvasWBlocks * canvasHBlocks;
		blockMaxZ = new Int32Array( numBlocks );
		blockFlags = new Uint8Array( numBlocks );

		for ( var i = 0, l = zbuffer.length; i < l; i ++ ) {

			zbuffer[ i ] = maxZVal;

		}

		for ( var i = 0; i < numBlocks; i ++ ) {

			blockFlags[ i ] = BLOCK_ISCLEAR;

		}

		cleanColorBuffer();
	}
    
	function cleanColorBuffer() {

		var size = canvasWidth * canvasHeight * 4;

		for ( var i = 0; i < size; i += 4 ) {

			data[ i ] = clearColor.r * 255 | 0;
			data[ i + 1 ] = clearColor.g * 255 | 0;
			data[ i + 2 ] = clearColor.b * 255 | 0;
			data[ i + 3 ] = 255;

		}

		context.fillStyle = clearColor.getStyle();
		context.fillRect( 0, 0, canvasWidth, canvasHeight );

	}

	function getPalette( material, bSimulateSpecular ) {

		var i = 0, j = 0;
		var diffuseR = material.color.r * 255;
		var diffuseG = material.color.g * 255;
		var diffuseB = material.color.b * 255;
		var palette = new Uint8Array( 256 * 3 );

		if ( bSimulateSpecular ) {

			while ( i < 204 ) {

				palette[ j ++ ] = Math.min( i * diffuseR / 204, 255 );
				palette[ j ++ ] = Math.min( i * diffuseG / 204, 255 );
				palette[ j ++ ] = Math.min( i * diffuseB / 204, 255 );
				++ i;

			}

			while ( i < 256 ) {

				// plus specular highlight
				palette[ j ++ ] = Math.min( diffuseR + ( i - 204 ) * ( 255 - diffuseR ) / 82, 255 );
				palette[ j ++ ] = Math.min( diffuseG + ( i - 204 ) * ( 255 - diffuseG ) / 82, 255 );
				palette[ j ++ ] = Math.min( diffuseB + ( i - 204 ) * ( 255 - diffuseB ) / 82, 255 );
				++ i;

			}

		} else {

			while ( i < 256 ) {

				palette[ j ++ ] = Math.min( i * diffuseR / 255, 255 );
				palette[ j ++ ] = Math.min( i * diffuseG / 255, 255 );
				palette[ j ++ ] = Math.min( i * diffuseB / 255, 255 );
				++ i;

			}

		}

		return palette;

	}

	function basicMaterialShader( buffer, depthBuf, offset, depth, u, v, n, face, material ) {

		var colorOffset = offset * 4;

		var texture = textures[ material.map.id ];

		if ( ! texture.data )
			return;

		var tdim = texture.width;
		var isTransparent = material.transparent;
		var tbound = tdim - 1;
		var tdata = texture.data;
		var tIndex = ( ( ( v * tdim ) & tbound ) * tdim + ( ( u * tdim ) & tbound ) ) * 4;

		if ( ! isTransparent ) {

			buffer[ colorOffset ] = tdata[ tIndex ];
			buffer[ colorOffset + 1 ] = tdata[ tIndex + 1 ];
			buffer[ colorOffset + 2 ] = tdata[ tIndex + 2 ];
			buffer[ colorOffset + 3 ] = material.opacity * 255;
			depthBuf[ offset ] = depth;

		} else {

			var opaci = tdata[ tIndex + 3 ] * material.opacity;
			var texel = ( tdata[ tIndex ] << 16 ) + ( tdata[ tIndex + 1 ] << 8 ) + tdata[ tIndex + 2 ];
			if ( opaci < 250 ) {

				var backColor = ( buffer[ colorOffset ] << 16 ) + ( buffer[ colorOffset + 1 ] << 8 ) + buffer[ colorOffset + 2 ];
				texel = texel * opaci + backColor * ( 1 - opaci );

			}

			buffer[ colorOffset ] = ( texel & 0xff0000 ) >> 16;
			buffer[ colorOffset + 1 ] = ( texel & 0xff00 ) >> 8;
			buffer[ colorOffset + 2 ] = texel & 0xff;
			buffer[ colorOffset + 3 ] = material.opacity * 255;

		}

	}

	function lightingMaterialShader( buffer, depthBuf, offset, depth, u, v, n, face, material ) {

		var colorOffset = offset * 4;

		var texture = textures[ material.map.id ];

		if ( ! texture.data )
			return;

		var tdim = texture.width;
		var isTransparent = material.transparent;
		var cIndex = ( n > 0 ? ( ~~ n ) : 0 ) * 3;
		var tbound = tdim - 1;
		var tdata = texture.data;
		var tIndex = ( ( ( v * tdim ) & tbound ) * tdim + ( ( u * tdim ) & tbound ) ) * 4;

		if ( ! isTransparent ) {

			buffer[ colorOffset ] = ( material.palette[ cIndex ] * tdata[ tIndex ] ) >> 8;
			buffer[ colorOffset + 1 ] = ( material.palette[ cIndex + 1 ] * tdata[ tIndex + 1 ] ) >> 8;
			buffer[ colorOffset + 2 ] = ( material.palette[ cIndex + 2 ] * tdata[ tIndex + 2 ] ) >> 8;
			buffer[ colorOffset + 3 ] = material.opacity * 255;
			depthBuf[ offset ] = depth;

		} else {

			var opaci = tdata[ tIndex + 3 ] * material.opacity;
			var foreColor = ( ( material.palette[ cIndex ] * tdata[ tIndex ] ) << 16 )
							+ ( ( material.palette[ cIndex + 1 ] * tdata[ tIndex + 1 ] ) << 8 )
							+ ( material.palette[ cIndex + 2 ] * tdata[ tIndex + 2 ] );

			if ( opaci < 250 ) {

				var backColor = buffer[ colorOffset ] << 24 + buffer[ colorOffset + 1 ] << 16 + buffer[ colorOffset + 2 ] << 8;
				foreColor = foreColor * opaci + backColor * ( 1 - opaci );

			}

			buffer[ colorOffset ] = ( foreColor & 0xff0000 ) >> 16;
			buffer[ colorOffset + 1 ] = ( foreColor & 0xff00 ) >> 8;
			buffer[ colorOffset + 2 ] = ( foreColor & 0xff );
			buffer[ colorOffset + 3 ] = material.opacity * 255;

		}

	}

	function onMaterialUpdate ( event ) {

		var material = event.target;

		material.removeEventListener( 'update', onMaterialUpdate );

		delete shaders[ material.id ];

	}

	function getMaterialShader( material ) {

		var id = material.id;
		var shader = shaders[ id ];

		if ( shaders[ id ] === undefined ) {

			material.addEventListener( 'update', onMaterialUpdate );

			if ( material instanceof THREE.MeshBasicMaterial ||
				material instanceof THREE.MeshLambertMaterial ||
				material instanceof THREE.MeshPhongMaterial ||
				material instanceof THREE.SpriteMaterial ) {

				if ( material instanceof THREE.MeshLambertMaterial ) {

					// Generate color palette
					if ( ! material.palette ) {

						material.palette = getPalette( material, false );

					}

				} else if ( material instanceof THREE.MeshPhongMaterial ) {

					// Generate color palette
					if ( ! material.palette ) {

						material.palette = getPalette( material, true );

					}

				}

				var string;

				if ( material.map ) {

					var texture = new THREE.SoftwareRenderer.Texture();
					texture.fromImage( material.map.image );

					textures[ material.map.id ] = texture;

					if ( material instanceof THREE.MeshBasicMaterial
						|| material instanceof THREE.SpriteMaterial ) {

						shader = basicMaterialShader;

					} else {

						shader = lightingMaterialShader;

					}


				} else {

					if ( material.vertexColors === THREE.FaceColors ) {

						string = [
							'var colorOffset = offset * 4;',
							'buffer[ colorOffset ] = face.color.r * 255;',
							'buffer[ colorOffset + 1 ] = face.color.g * 255;',
							'buffer[ colorOffset + 2 ] = face.color.b * 255;',
							'buffer[ colorOffset + 3 ] = material.opacity * 255;',
							'depthBuf[ offset ] = depth;'
						].join( '\n' );

					} else {

						string = [
							'var colorOffset = offset * 4;',
							'buffer[ colorOffset ] = material.color.r * 255;',
							'buffer[ colorOffset + 1 ] = material.color.g * 255;',
							'buffer[ colorOffset + 2 ] = material.color.b * 255;',
							'buffer[ colorOffset + 3 ] = material.opacity * 255;',
							'depthBuf[ offset ] = depth;'
						].join( '\n' );

					}

					shader = new Function( 'buffer, depthBuf, offset, depth, u, v, n, face, material', string );

				}

			} else if ( material instanceof THREE.LineBasicMaterial ) {
                
				var string = [
					'var colorOffset = offset * 4;',
					'buffer[ colorOffset ] = material.color.r * (color1.r+color2.r) * 0.5 * 255;',
					'buffer[ colorOffset + 1 ] = material.color.g * (color1.g+color2.g) * 0.5 * 255;',
					'buffer[ colorOffset + 2 ] = material.color.b * (color1.b+color2.b) * 0.5 * 255;',
					'buffer[ colorOffset + 3 ] = 255;',
					'depthBuf[ offset ] = depth;'
				].join('\n');

				shader = new Function( 'buffer, depthBuf, offset, depth, color1, color2, material', string );

			} else {

				var string = [
					'var colorOffset = offset * 4;',
					'buffer[ colorOffset ] = u * 255;',
					'buffer[ colorOffset + 1 ] = v * 255;',
					'buffer[ colorOffset + 2 ] = 0;',
					'buffer[ colorOffset + 3 ] = 255;',
					'depthBuf[ offset ] = depth;'
				].join( '\n' );

				shader = new Function( 'buffer, depthBuf, offset, depth, u, v, n, face, material', string );

			}

			shaders[ id ] = shader;

		}

		return shader;

	}

	function clearRectangle( x1, y1, x2, y2 ) {

		var xmin = Math.max( Math.min( x1, x2 ), 0 );
		var xmax = Math.min( Math.max( x1, x2 ), canvasWidth );
		var ymin = Math.max( Math.min( y1, y2 ), 0 );
		var ymax = Math.min( Math.max( y1, y2 ), canvasHeight );

		var offset = ( xmin + ymin * canvasWidth ) * 4 + 3;
		var linestep = ( canvasWidth - ( xmax - xmin ) ) * 4;

		for ( var y = ymin; y < ymax; y ++ ) {

			for ( var x = xmin; x < xmax; x ++ ) {

				data[ offset += 4 ] = 0;

			}

			offset += linestep;

		}

	}

	function drawTriangle( v1, v2, v3, uv1, uv2, uv3, shader, face, material ) {

		// TODO: Implement per-pixel z-clipping

		if ( v1.z < - 1 || v1.z > 1 || v2.z < - 1 || v2.z > 1 || v3.z < - 1 || v3.z > 1 ) return;

		// https://gist.github.com/2486101
		// explanation: http://pouet.net/topic.php?which=8760&page=1

		// 28.4 fixed-point coordinates

		var x1 = ( v1.x * viewportXScale + viewportXOffs ) | 0;
		var x2 = ( v2.x * viewportXScale + viewportXOffs ) | 0;
		var x3 = ( v3.x * viewportXScale + viewportXOffs ) | 0;

		var y1 = ( v1.y * viewportYScale + viewportYOffs ) | 0;
		var y2 = ( v2.y * viewportYScale + viewportYOffs ) | 0;
		var y3 = ( v3.y * viewportYScale + viewportYOffs ) | 0;

		// Z values (.28 fixed-point)

		var z1 = ( v1.z * viewportZScale + viewportZOffs ) | 0;
		var z2 = ( v2.z * viewportZScale + viewportZOffs ) | 0;
		var z3 = ( v3.z * viewportZScale + viewportZOffs ) | 0;

		// UV values
		var bHasUV = false;
		var tu1, tv1, tu2, tv2, tu3, tv3;

		if ( uv1 && uv2 && uv3 ) {

			bHasUV = true;

			tu1 = uv1.x;
			tv1 = 1 - uv1.y;
			tu2 = uv2.x;
			tv2 = 1 - uv2.y;
			tu3 = uv3.x;
			tv3 = 1 - uv3.y;

		}

		// Normal values
		var bHasNormal = false;
		var n1, n2, n3, nz1, nz2, nz3;

		if ( face.vertexNormalsModel ) {

			bHasNormal = true;

			n1 = face.vertexNormalsModel[ 0 ];
			n2 = face.vertexNormalsModel[ 1 ];
			n3 = face.vertexNormalsModel[ 2 ];
			nz1 = n1.z * 255;
			nz2 = n2.z * 255;
			nz3 = n3.z * 255;

		}

		// Deltas

		var dx12 = x1 - x2, dy12 = y2 - y1;
		var dx23 = x2 - x3, dy23 = y3 - y2;
		var dx31 = x3 - x1, dy31 = y1 - y3;

		// Bounding rectangle

		var minx = Math.max( ( Math.min( x1, x2, x3 ) + subpixelBias ) >> subpixelBits, 0 );
		var maxx = Math.min( ( Math.max( x1, x2, x3 ) + subpixelBias ) >> subpixelBits, canvasWidth );
		var miny = Math.max( ( Math.min( y1, y2, y3 ) + subpixelBias ) >> subpixelBits, 0 );
		var maxy = Math.min( ( Math.max( y1, y2, y3 ) + subpixelBias ) >> subpixelBits, canvasHeight );

		rectx1 = Math.min( minx, rectx1 );
		rectx2 = Math.max( maxx, rectx2 );
		recty1 = Math.min( miny, recty1 );
		recty2 = Math.max( maxy, recty2 );

		// Block size, standard 8x8 (must be power of two)

		var q = blockSize;

		// Start in corner of 8x8 block

		minx &= ~ ( q - 1 );
		miny &= ~ ( q - 1 );

		// Constant part of half-edge functions

		var minXfixscale = ( minx << subpixelBits );
		var minYfixscale = ( miny << subpixelBits );

		var c1 = dy12 * ( ( minXfixscale ) - x1 ) + dx12 * ( ( minYfixscale ) - y1 );
		var c2 = dy23 * ( ( minXfixscale ) - x2 ) + dx23 * ( ( minYfixscale ) - y2 );
		var c3 = dy31 * ( ( minXfixscale ) - x3 ) + dx31 * ( ( minYfixscale ) - y3 );

		// Correct for fill convention

		if ( dy12 > 0 || ( dy12 == 0 && dx12 > 0 ) ) c1 ++;
		if ( dy23 > 0 || ( dy23 == 0 && dx23 > 0 ) ) c2 ++;
		if ( dy31 > 0 || ( dy31 == 0 && dx31 > 0 ) ) c3 ++;

		// Note this doesn't kill subpixel precision, but only because we test for >=0 (not >0).
		// It's a bit subtle. :)
		c1 = ( c1 - 1 ) >> subpixelBits;
		c2 = ( c2 - 1 ) >> subpixelBits;
		c3 = ( c3 - 1 ) >> subpixelBits;

		// Z interpolation setup

		var dz12 = z1 - z2, dz31 = z3 - z1;
		var invDet = 1.0 / ( dx12 * dy31 - dx31 * dy12 );
		var dzdx = ( invDet * ( dz12 * dy31 - dz31 * dy12 ) ); // dz per one subpixel step in x
		var dzdy = ( invDet * ( dz12 * dx31 - dx12 * dz31 ) ); // dz per one subpixel step in y

		// Z at top/left corner of rast area

		var cz = ( z1 + ( ( minXfixscale ) - x1 ) * dzdx + ( ( minYfixscale ) - y1 ) * dzdy ) | 0;

		// Z pixel steps

		var fixscale = ( 1 << subpixelBits );
		dzdx = ( dzdx * fixscale ) | 0;
		dzdy = ( dzdy * fixscale ) | 0;

		var dtvdx, dtvdy, cbtu, cbtv;
		if ( bHasUV ) {

			// UV interpolation setup
			var dtu12 = tu1 - tu2, dtu31 = tu3 - tu1;
			var dtudx = ( invDet * ( dtu12 * dy31 - dtu31 * dy12 ) ); // dtu per one subpixel step in x
			var dtudy = ( invDet * ( dtu12 * dx31 - dx12 * dtu31 ) ); // dtu per one subpixel step in y
			var dtv12 = tv1 - tv2, dtv31 = tv3 - tv1;
			dtvdx = ( invDet * ( dtv12 * dy31 - dtv31 * dy12 ) ); // dtv per one subpixel step in x
			dtvdy = ( invDet * ( dtv12 * dx31 - dx12 * dtv31 ) ); // dtv per one subpixel step in y

			// UV at top/left corner of rast area
			cbtu = ( tu1 + ( minXfixscale - x1 ) * dtudx + ( minYfixscale - y1 ) * dtudy );
			cbtv = ( tv1 + ( minXfixscale - x1 ) * dtvdx + ( minYfixscale - y1 ) * dtvdy );

			// UV pixel steps
			dtudx = dtudx * fixscale;
			dtudy = dtudy * fixscale;
			dtvdx = dtvdx * fixscale;
			dtvdy = dtvdy * fixscale;

		}

		var dnxdx, dnzdy, cbnz;
		if ( bHasNormal ) {

			 // Normal interpolation setup
			var dnz12 = nz1 - nz2, dnz31 = nz3 - nz1;
			var dnzdx = ( invDet * ( dnz12 * dy31 - dnz31 * dy12 ) ); // dnz per one subpixel step in x
			var dnzdy = ( invDet * ( dnz12 * dx31 - dx12 * dnz31 ) ); // dnz per one subpixel step in y

			// Normal at top/left corner of rast area
			cbnz = ( nz1 + ( minXfixscale - x1 ) * dnzdx + ( minYfixscale - y1 ) * dnzdy );

			// Normal pixel steps
			dnzdx = ( dnzdx * fixscale );
			dnzdy = ( dnzdy * fixscale );

		}

		// Set up min/max corners
		var qm1 = q - 1; // for convenience
		var nmin1 = 0, nmax1 = 0;
		var nmin2 = 0, nmax2 = 0;
		var nmin3 = 0, nmax3 = 0;
		var nminz = 0, nmaxz = 0;
		if ( dx12 >= 0 ) nmax1 -= qm1 * dx12; else nmin1 -= qm1 * dx12;
		if ( dy12 >= 0 ) nmax1 -= qm1 * dy12; else nmin1 -= qm1 * dy12;
		if ( dx23 >= 0 ) nmax2 -= qm1 * dx23; else nmin2 -= qm1 * dx23;
		if ( dy23 >= 0 ) nmax2 -= qm1 * dy23; else nmin2 -= qm1 * dy23;
		if ( dx31 >= 0 ) nmax3 -= qm1 * dx31; else nmin3 -= qm1 * dx31;
		if ( dy31 >= 0 ) nmax3 -= qm1 * dy31; else nmin3 -= qm1 * dy31;
		if ( dzdx >= 0 ) nmaxz += qm1 * dzdx; else nminz += qm1 * dzdx;
		if ( dzdy >= 0 ) nmaxz += qm1 * dzdy; else nminz += qm1 * dzdy;

		// Loop through blocks
		var linestep = canvasWidth - q;

		var cb1 = c1;
		var cb2 = c2;
		var cb3 = c3;
		var cbz = cz;
		var qstep = - q;
		var e1x = qstep * dy12;
		var e2x = qstep * dy23;
		var e3x = qstep * dy31;
		var ezx = qstep * dzdx;

		var etux, etvx;
		if ( bHasUV ) {

			etux = qstep * dtudx;
			etvx = qstep * dtvdx;

		}

		var enzx;
		if ( bHasNormal ) {

			enzx = qstep * dnzdx;

		}

		var x0 = minx;

		for ( var y0 = miny; y0 < maxy; y0 += q ) {

			// New block line - keep hunting for tri outer edge in old block line dir
			while ( x0 >= minx && x0 < maxx && cb1 >= nmax1 && cb2 >= nmax2 && cb3 >= nmax3 ) {

				x0 += qstep;
				cb1 += e1x;
				cb2 += e2x;
				cb3 += e3x;
				cbz += ezx;

				if ( bHasUV ) {

					cbtu += etux;
					cbtv += etvx;

				}

				if ( bHasNormal ) {

					cbnz += enzx;

				}

			}

			// Okay, we're now in a block we know is outside. Reverse direction and go into main loop.
			qstep = - qstep;
			e1x = - e1x;
			e2x = - e2x;
			e3x = - e3x;
			ezx = - ezx;

			if ( bHasUV ) {

				etux = - etux;
				etvx = - etvx;

			}

			if ( bHasNormal ) {

				enzx = - enzx;

			}

			while ( 1 ) {

				// Step everything
				x0 += qstep;
				cb1 += e1x;
				cb2 += e2x;
				cb3 += e3x;
				cbz += ezx;

				if ( bHasUV ) {

					cbtu += etux;
					cbtv += etvx;

				}

				if ( bHasNormal ) {

					cbnz += enzx;

				}

				// We're done with this block line when at least one edge completely out
				// If an edge function is too small and decreasing in the current traversal
				// dir, we're done with this line.
				if ( x0 < minx || x0 >= maxx ) break;
				if ( cb1 < nmax1 ) if ( e1x < 0 ) break; else continue;
				if ( cb2 < nmax2 ) if ( e2x < 0 ) break; else continue;
				if ( cb3 < nmax3 ) if ( e3x < 0 ) break; else continue;

				// We can skip this block if it's already fully covered
				var blockX = x0 >> blockShift;
				var blockY = y0 >> blockShift;
				var blockId = blockX + blockY * canvasWBlocks;
				var minz = cbz + nminz;

				// farthest point in block closer than closest point in our tri?
				if ( blockMaxZ[ blockId ] < minz ) continue;

				// Need to do a deferred clear?
				var bflags = blockFlags[ blockId ];
				if ( bflags & BLOCK_NEEDCLEAR ) clearBlock( blockX, blockY );
				blockFlags[ blockId ] = bflags & ~ ( BLOCK_ISCLEAR | BLOCK_NEEDCLEAR );

				// Offset at top-left corner
				var offset = x0 + y0 * canvasWidth;

				// Accept whole block when fully covered
				if ( cb1 >= nmin1 && cb2 >= nmin2 && cb3 >= nmin3 ) {

					var maxz = cbz + nmaxz;
					blockMaxZ[ blockId ] = Math.min( blockMaxZ[ blockId ], maxz );

					var cy1 = cb1;
					var cy2 = cb2;
					var cyz = cbz;

					var cytu, cytv;
					if ( bHasUV ) {

						cytu = cbtu;
						cytv = cbtv;

					}

					var cynz;
					if ( bHasNormal ) {

						cynz = cbnz;

					}


					for ( var iy = 0; iy < q; iy ++ ) {

						var cx1 = cy1;
						var cx2 = cy2;
						var cxz = cyz;

						var cxtu;
						var cxtv;
						if ( bHasUV ) {

							cxtu = cytu;
							cxtv = cytv;

						}

						var cxnz;
						if ( bHasNormal ) {

							cxnz = cynz;

						}

						for ( var ix = 0; ix < q; ix ++ ) {

							var z = cxz;

							if ( z < zbuffer[ offset ] ) {

								shader( data, zbuffer, offset, z, cxtu, cxtv, cxnz, face, material );

							}

							cx1 += dy12;
							cx2 += dy23;
							cxz += dzdx;

							if ( bHasUV ) {

								cxtu += dtudx;
								cxtv += dtvdx;

							}

							if ( bHasNormal ) {

								cxnz += dnzdx;

							}

							offset ++;

						}

						cy1 += dx12;
						cy2 += dx23;
						cyz += dzdy;

						if ( bHasUV ) {

							cytu += dtudy;
							cytv += dtvdy;

						}

						if ( bHasNormal ) {

							cynz += dnzdy;

						}

						offset += linestep;

					}

				} else {

					// Partially covered block

					var cy1 = cb1;
					var cy2 = cb2;
					var cy3 = cb3;
					var cyz = cbz;

					var cytu, cytv;
					if ( bHasUV ) {

						cytu = cbtu;
						cytv = cbtv;

					}

					var cynz;
					if ( bHasNormal ) {

						cynz = cbnz;

					}

					for ( var iy = 0; iy < q; iy ++ ) {

						var cx1 = cy1;
						var cx2 = cy2;
						var cx3 = cy3;
						var cxz = cyz;

						var cxtu;
						var cxtv;
						if ( bHasUV ) {

							cxtu = cytu;
							cxtv = cytv;

						}

						var cxnz;
						if ( bHasNormal ) {

							cxnz = cynz;

						}

						for ( var ix = 0; ix < q; ix ++ ) {

							if ( ( cx1 | cx2 | cx3 ) >= 0 ) {

								var z = cxz;

								if ( z < zbuffer[ offset ] ) {

									shader( data, zbuffer, offset, z, cxtu, cxtv, cxnz, face, material );

								}

							}

							cx1 += dy12;
							cx2 += dy23;
							cx3 += dy31;
							cxz += dzdx;

							if ( bHasUV ) {

								cxtu += dtudx;
								cxtv += dtvdx;

							}

							if ( bHasNormal ) {

								cxnz += dnzdx;

							}

							offset ++;

						}

						cy1 += dx12;
						cy2 += dx23;
						cy3 += dx31;
						cyz += dzdy;

						if ( bHasUV ) {

							cytu += dtudy;
							cytv += dtvdy;

						}

						if ( bHasNormal ) {

							cynz += dnzdy;

						}

						offset += linestep;

					}

				}

			}

			// Advance to next row of blocks
			cb1 += q * dx12;
			cb2 += q * dx23;
			cb3 += q * dx31;
			cbz += q * dzdy;

			if ( bHasUV ) {

				cbtu += q * dtudy;
				cbtv += q * dtvdy;

			}

			if ( bHasNormal ) {

				cbnz += q * dnzdy;

			}

		}

	}
    
	// When drawing line, the blockShiftShift has to be zero. In order to clean pixel
	// Using color1 and color2 to interpolation pixel color
	// LineWidth is according to material.linewidth
	function drawLine( v1, v2, color1, color2, shader, material ) {
        
		// While the line mode is enable, blockSize has to be changed to 0.
		if ( !lineMode ) {
			lineMode = true;            
			blockShift = 0;
			blockSize = 1 << blockShift;

			setSize( canvas.width, canvas.height );
		}

		// TODO: Implement per-pixel z-clipping
		if ( v1.z < -1 || v1.z > 1 || v2.z < -1 || v2.z > 1 ) return;

		var halfLineWidth = Math.floor( (material.linewidth-1) * 0.5 );
      
		// https://gist.github.com/2486101
		// explanation: http://pouet.net/topic.php?which=8760&page=1

		// 28.4 fixed-point coordinates
		var x1 = (v1.x * viewportXScale + viewportXOffs) | 0;
		var x2 = (v2.x * viewportXScale + viewportXOffs) | 0;

		var y1 = (v1.y * viewportYScale + viewportYOffs) | 0;
		var y2 = (v2.y * viewportYScale + viewportYOffs) | 0;

		var z1 = (v1.z * viewportZScale + viewportZOffs) | 0;
		var z2 = (v2.z * viewportZScale + viewportZOffs) | 0;

		// Deltas
		var dx12 = x1 - x2, dy12 = y1 - y2, dz12 = z1 - z2;

		// Bounding rectangle
		var minx = Math.max( ( Math.min( x1, x2 ) + subpixelBias ) >> subpixelBits, 0 );
		var maxx = Math.min( ( Math.max( x1, x2 ) + subpixelBias ) >> subpixelBits, canvasWidth );
		var miny = Math.max( ( Math.min( y1, y2 ) + subpixelBias ) >> subpixelBits, 0 );
		var maxy = Math.min( ( Math.max( y1, y2 ) + subpixelBias ) >> subpixelBits, canvasHeight );
		var minz = Math.max( ( Math.min( z1, z2 ) + subpixelBias ) >> subpixelBits, 0 );
		var maxz = Math.min( ( Math.max( z1, z2 ) + subpixelBias ) >> subpixelBits, 0 );

		rectx1 = Math.min( minx, rectx1 );
		rectx2 = Math.max( maxx, rectx2 );
		recty1 = Math.min( miny, recty1 );
		recty2 = Math.max( maxy, recty2 );

		// Get the line's unit vector and cross vector
		var length = Math.sqrt((dy12 * dy12) + (dx12 * dx12));
		var unitX = (dx12 / length);
		var unitY = (dy12 / length);
		var unitZ = (dz12 / length);        
		var pixelX, pixelY, pixelZ;
		var pX, pY, pZ;
		crossVector.set( unitX, unitY, unitZ );
		crossVector.cross( lookVector );
		crossVector.normalize();
            
		while (length > 0) {

			// Get this pixel.
			pixelX = (x2 + length * unitX);
			pixelY = (y2 + length * unitY);
			pixelZ = (z2 + length * unitZ);               

			pixelX = (pixelX + subpixelBias) >> subpixelBits;
			pixelY = (pixelY + subpixelBias) >> subpixelBits;
			pZ = (pixelZ + subpixelBias) >> subpixelBits;

			// Draw line with line width
			for ( var i = -halfLineWidth; i <= halfLineWidth; ++i ) {

				// Compute the line pixels.
				// Get the pixels on the vector that crosses to the line vector
				pX = Math.floor((pixelX + crossVector.x * i));
				pY = Math.floor((pixelY + crossVector.y * i));                    

				// if pixel is over the rect. Continue
				if ( rectx1 >= pX || rectx2 <= pX || recty1 >= pY 
					|| recty2 <= pY )
				continue;

				// Find this pixel at which block
				var blockX = pX >> blockShift;
				var blockY = pY >> blockShift;
				var blockId = blockX + blockY * canvasWBlocks;

				// Compare the pixel depth width z block.
				if ( blockMaxZ[ blockId ] < minz ) continue;

				blockMaxZ[ blockId ] = Math.min( blockMaxZ[ blockId ], maxz );                    

				var bflags = blockFlags[ blockId ];
				if ( bflags & BLOCK_NEEDCLEAR ) clearBlock( blockX, blockY );
				blockFlags[ blockId ] = bflags & ~( BLOCK_ISCLEAR | BLOCK_NEEDCLEAR );                   
		        
				// draw pixel
				var offset = pX + pY * canvasWidth;

				if ( pZ < zbuffer[ offset ] ) {		 
					shader( data, zbuffer, offset, pZ, color1, color2, material );								
				}
			}

			--length;
		}           

	}
    
	function clearBlock( blockX, blockY ) {

		var zoffset = blockX * blockSize + blockY * blockSize * canvasWidth;
		var poffset = zoffset * 4;

		var zlinestep = canvasWidth - blockSize;
		var plinestep = zlinestep * 4;

		for ( var y = 0; y < blockSize; y ++ ) {

			for ( var x = 0; x < blockSize; x ++ ) {

				zbuffer[ zoffset ++ ] = maxZVal;

				data[ poffset ++ ] = clearColor.r * 255 | 0;
				data[ poffset ++ ] = clearColor.g * 255 | 0;
				data[ poffset ++ ] = clearColor.b * 255 | 0;
				data[ poffset ++ ] = 255;

			}

			zoffset += zlinestep;
			poffset += plinestep;

		}

	}

	function finishClear( ) {

		var block = 0;

		for ( var y = 0; y < canvasHBlocks; y ++ ) {

			for ( var x = 0; x < canvasWBlocks; x ++ ) {

				if ( blockFlags[ block ] & BLOCK_NEEDCLEAR ) {

					clearBlock( x, y );
					blockFlags[ block ] = BLOCK_ISCLEAR;

				}

				block ++;

			}

		}

	}

};

THREE.SoftwareRenderer.Texture = function() {

	var canvas;

	this.fromImage = function( image ) {

		if ( ! image || image.width <= 0 || image.height <= 0 )
			return;

		if ( canvas === undefined ) {

			canvas = document.createElement( 'canvas' );

		}

		var size = image.width > image.height ? image.width : image.height;
		size = THREE.Math.nextPowerOfTwo( size );

		if ( canvas.width != size || canvas.height != size ) {

			canvas.width = size;
			canvas.height = size;

		}

		var ctx = canvas.getContext( '2d' );
		ctx.clearRect( 0, 0, size, size );
		ctx.drawImage( image, 0, 0, size, size );

		var imgData = ctx.getImageData( 0, 0, size, size );

		this.data = imgData.data;
		this.width = size;
		this.height = size;
		this.srcUrl = image.src;

	};

};




OEBPS/slide/cylinder/0018.png





OEBPS/slide/pyramid_4/0014.png





OEBPS/image/860.png





OEBPS/slide/prism_6/0040.png





OEBPS/image/1825.png





OEBPS/slide/pyramid_4/0031.png





OEBPS/image/1604.png





OEBPS/image/1681.png





OEBPS/img/p4/Prism2.png
1SANELVAEIN





OEBPS/slide/cylinder/0005.png





OEBPS/slide/prism_3/0009.png





OEBPS/slide/prism_4/0074.png





OEBPS/slide/pyramid_3/0016.png





OEBPS/image/1726.png





OEBPS/image/319.png
.
-

-





OEBPS/slide/pyramid_5/0049.png





OEBPS/slide/pyramid_4/0081.png





OEBPS/slide/pyramid_5/0058.png





OEBPS/slide/prism_3/0077.png





OEBPS/image/675.png





OEBPS/slide/cone/0017.png





OEBPS/slide/prism_3/0039.png





OEBPS/slide/prism_3/0007.png





OEBPS/slide/prism_4/0077.png





OEBPS/slide/prism_5/0055.png





OEBPS/image/1780.png





OEBPS/image/1023.png





OEBPS/image/961.png





OEBPS/slide/prism_6/0029.png





OEBPS/image/1926.png





OEBPS/slide/pyramid_3/0047.png





OEBPS/image/2705.png





OEBPS/slide/prism_6/0042.png





OEBPS/slide/pyramid_3/0053.png





OEBPS/image/103.png





OEBPS/slide/prism_5/0025.png





OEBPS/img/p22/iconPyramid2-1.png





OEBPS/image/2146.png





OEBPS/js/jquery.min.js
/*! jQuery v1.8.2 jquery.com | jquery.org/license */
(function(a,b){function G(a){var b=F[a]={};return p.each(a.split(s),function(a,c){b[c]=!0}),b}function J(a,c,d){if(d===b&&a.nodeType===1){var e="data-"+c.replace(I,"-$1").toLowerCase();d=a.getAttribute(e);if(typeof d=="string"){try{d=d==="true"?!0:d==="false"?!1:d==="null"?null:+d+""===d?+d:H.test(d)?p.parseJSON(d):d}catch(f){}p.data(a,c,d)}else d=b}return d}function K(a){var b;for(b in a){if(b==="data"&&p.isEmptyObject(a[b]))continue;if(b!=="toJSON")return!1}return!0}function ba(){return!1}function bb(){return!0}function bh(a){return!a||!a.parentNode||a.parentNode.nodeType===11}function bi(a,b){do a=a[b];while(a&&a.nodeType!==1);return a}function bj(a,b,c){b=b||0;if(p.isFunction(b))return p.grep(a,function(a,d){var e=!!b.call(a,d,a);return e===c});if(b.nodeType)return p.grep(a,function(a,d){return a===b===c});if(typeof b=="string"){var d=p.grep(a,function(a){return a.nodeType===1});if(be.test(b))return p.filter(b,d,!c);b=p.filter(b,d)}return p.grep(a,function(a,d){return p.inArray(a,b)>=0===c})}function bk(a){var b=bl.split("|"),c=a.createDocumentFragment();if(c.createElement)while(b.length)c.createElement(b.pop());return c}function bC(a,b){return a.getElementsByTagName(b)[0]||a.appendChild(a.ownerDocument.createElement(b))}function bD(a,b){if(b.nodeType!==1||!p.hasData(a))return;var c,d,e,f=p._data(a),g=p._data(b,f),h=f.events;if(h){delete g.handle,g.events={};for(c in h)for(d=0,e=h[c].length;d<e;d++)p.event.add(b,c,h[c][d])}g.data&&(g.data=p.extend({},g.data))}function bE(a,b){var c;if(b.nodeType!==1)return;b.clearAttributes&&b.clearAttributes(),b.mergeAttributes&&b.mergeAttributes(a),c=b.nodeName.toLowerCase(),c==="object"?(b.parentNode&&(b.outerHTML=a.outerHTML),p.support.html5Clone&&a.innerHTML&&!p.trim(b.innerHTML)&&(b.innerHTML=a.innerHTML)):c==="input"&&bv.test(a.type)?(b.defaultChecked=b.checked=a.checked,b.value!==a.value&&(b.value=a.value)):c==="option"?b.selected=a.defaultSelected:c==="input"||c==="textarea"?b.defaultValue=a.defaultValue:c==="script"&&b.text!==a.text&&(b.text=a.text),b.removeAttribute(p.expando)}function bF(a){return typeof a.getElementsByTagName!="undefined"?a.getElementsByTagName("*"):typeof a.querySelectorAll!="undefined"?a.querySelectorAll("*"):[]}function bG(a){bv.test(a.type)&&(a.defaultChecked=a.checked)}function bY(a,b){if(b in a)return b;var c=b.charAt(0).toUpperCase()+b.slice(1),d=b,e=bW.length;while(e--){b=bW[e]+c;if(b in a)return b}return d}function bZ(a,b){return a=b||a,p.css(a,"display")==="none"||!p.contains(a.ownerDocument,a)}function b$(a,b){var c,d,e=[],f=0,g=a.length;for(;f<g;f++){c=a[f];if(!c.style)continue;e[f]=p._data(c,"olddisplay"),b?(!e[f]&&c.style.display==="none"&&(c.style.display=""),c.style.display===""&&bZ(c)&&(e[f]=p._data(c,"olddisplay",cc(c.nodeName)))):(d=bH(c,"display"),!e[f]&&d!=="none"&&p._data(c,"olddisplay",d))}for(f=0;f<g;f++){c=a[f];if(!c.style)continue;if(!b||c.style.display==="none"||c.style.display==="")c.style.display=b?e[f]||"":"none"}return a}function b_(a,b,c){var d=bP.exec(b);return d?Math.max(0,d[1]-(c||0))+(d[2]||"px"):b}function ca(a,b,c,d){var e=c===(d?"border":"content")?4:b==="width"?1:0,f=0;for(;e<4;e+=2)c==="margin"&&(f+=p.css(a,c+bV[e],!0)),d?(c==="content"&&(f-=parseFloat(bH(a,"padding"+bV[e]))||0),c!=="margin"&&(f-=parseFloat(bH(a,"border"+bV[e]+"Width"))||0)):(f+=parseFloat(bH(a,"padding"+bV[e]))||0,c!=="padding"&&(f+=parseFloat(bH(a,"border"+bV[e]+"Width"))||0));return f}function cb(a,b,c){var d=b==="width"?a.offsetWidth:a.offsetHeight,e=!0,f=p.support.boxSizing&&p.css(a,"boxSizing")==="border-box";if(d<=0||d==null){d=bH(a,b);if(d<0||d==null)d=a.style[b];if(bQ.test(d))return d;e=f&&(p.support.boxSizingReliable||d===a.style[b]),d=parseFloat(d)||0}return d+ca(a,b,c||(f?"border":"content"),e)+"px"}function cc(a){if(bS[a])return bS[a];var b=p("<"+a+">").appendTo(e.body),c=b.css("display");b.remove();if(c==="none"||c===""){bI=e.body.appendChild(bI||p.extend(e.createElement("iframe"),{frameBorder:0,width:0,height:0}));if(!bJ||!bI.createElement)bJ=(bI.contentWindow||bI.contentDocument).document,bJ.write("<!doctype html><html><body>"),bJ.close();b=bJ.body.appendChild(bJ.createElement(a)),c=bH(b,"display"),e.body.removeChild(bI)}return bS[a]=c,c}function ci(a,b,c,d){var e;if(p.isArray(b))p.each(b,function(b,e){c||ce.test(a)?d(a,e):ci(a+"["+(typeof e=="object"?b:"")+"]",e,c,d)});else if(!c&&p.type(b)==="object")for(e in b)ci(a+"["+e+"]",b[e],c,d);else d(a,b)}function cz(a){return function(b,c){typeof b!="string"&&(c=b,b="*");var d,e,f,g=b.toLowerCase().split(s),h=0,i=g.length;if(p.isFunction(c))for(;h<i;h++)d=g[h],f=/^\+/.test(d),f&&(d=d.substr(1)||"*"),e=a[d]=a[d]||[],e[f?"unshift":"push"](c)}}function cA(a,c,d,e,f,g){f=f||c.dataTypes[0],g=g||{},g[f]=!0;var h,i=a[f],j=0,k=i?i.length:0,l=a===cv;for(;j<k&&(l||!h);j++)h=i[j](c,d,e),typeof h=="string"&&(!l||g[h]?h=b:(c.dataTypes.unshift(h),h=cA(a,c,d,e,h,g)));return(l||!h)&&!g["*"]&&(h=cA(a,c,d,e,"*",g)),h}function cB(a,c){var d,e,f=p.ajaxSettings.flatOptions||{};for(d in c)c[d]!==b&&((f[d]?a:e||(e={}))[d]=c[d]);e&&p.extend(!0,a,e)}function cC(a,c,d){var e,f,g,h,i=a.contents,j=a.dataTypes,k=a.responseFields;for(f in k)f in d&&(c[k[f]]=d[f]);while(j[0]==="*")j.shift(),e===b&&(e=a.mimeType||c.getResponseHeader("content-type"));if(e)for(f in i)if(i[f]&&i[f].test(e)){j.unshift(f);break}if(j[0]in d)g=j[0];else{for(f in d){if(!j[0]||a.converters[f+" "+j[0]]){g=f;break}h||(h=f)}g=g||h}if(g)return g!==j[0]&&j.unshift(g),d[g]}function cD(a,b){var c,d,e,f,g=a.dataTypes.slice(),h=g[0],i={},j=0;a.dataFilter&&(b=a.dataFilter(b,a.dataType));if(g[1])for(c in a.converters)i[c.toLowerCase()]=a.converters[c];for(;e=g[++j];)if(e!=="*"){if(h!=="*"&&h!==e){c=i[h+" "+e]||i["* "+e];if(!c)for(d in i){f=d.split(" ");if(f[1]===e){c=i[h+" "+f[0]]||i["* "+f[0]];if(c){c===!0?c=i[d]:i[d]!==!0&&(e=f[0],g.splice(j--,0,e));break}}}if(c!==!0)if(c&&a["throws"])b=c(b);else try{b=c(b)}catch(k){return{state:"parsererror",error:c?k:"No conversion from "+h+" to "+e}}}h=e}return{state:"success",data:b}}function cL(){try{return new a.XMLHttpRequest}catch(b){}}function cM(){try{return new a.ActiveXObject("Microsoft.XMLHTTP")}catch(b){}}function cU(){return setTimeout(function(){cN=b},0),cN=p.now()}function cV(a,b){p.each(b,function(b,c){var d=(cT[b]||[]).concat(cT["*"]),e=0,f=d.length;for(;e<f;e++)if(d[e].call(a,b,c))return})}function cW(a,b,c){var d,e=0,f=0,g=cS.length,h=p.Deferred().always(function(){delete i.elem}),i=function(){var b=cN||cU(),c=Math.max(0,j.startTime+j.duration-b),d=1-(c/j.duration||0),e=0,f=j.tweens.length;for(;e<f;e++)j.tweens[e].run(d);return h.notifyWith(a,[j,d,c]),d<1&&f?c:(h.resolveWith(a,[j]),!1)},j=h.promise({elem:a,props:p.extend({},b),opts:p.extend(!0,{specialEasing:{}},c),originalProperties:b,originalOptions:c,startTime:cN||cU(),duration:c.duration,tweens:[],createTween:function(b,c,d){var e=p.Tween(a,j.opts,b,c,j.opts.specialEasing[b]||j.opts.easing);return j.tweens.push(e),e},stop:function(b){var c=0,d=b?j.tweens.length:0;for(;c<d;c++)j.tweens[c].run(1);return b?h.resolveWith(a,[j,b]):h.rejectWith(a,[j,b]),this}}),k=j.props;cX(k,j.opts.specialEasing);for(;e<g;e++){d=cS[e].call(j,a,k,j.opts);if(d)return d}return cV(j,k),p.isFunction(j.opts.start)&&j.opts.start.call(a,j),p.fx.timer(p.extend(i,{anim:j,queue:j.opts.queue,elem:a})),j.progress(j.opts.progress).done(j.opts.done,j.opts.complete).fail(j.opts.fail).always(j.opts.always)}function cX(a,b){var c,d,e,f,g;for(c in a){d=p.camelCase(c),e=b[d],f=a[c],p.isArray(f)&&(e=f[1],f=a[c]=f[0]),c!==d&&(a[d]=f,delete a[c]),g=p.cssHooks[d];if(g&&"expand"in g){f=g.expand(f),delete a[d];for(c in f)c in a||(a[c]=f[c],b[c]=e)}else b[d]=e}}function cY(a,b,c){var d,e,f,g,h,i,j,k,l=this,m=a.style,n={},o=[],q=a.nodeType&&bZ(a);c.queue||(j=p._queueHooks(a,"fx"),j.unqueued==null&&(j.unqueued=0,k=j.empty.fire,j.empty.fire=function(){j.unqueued||k()}),j.unqueued++,l.always(function(){l.always(function(){j.unqueued--,p.queue(a,"fx").length||j.empty.fire()})})),a.nodeType===1&&("height"in b||"width"in b)&&(c.overflow=[m.overflow,m.overflowX,m.overflowY],p.css(a,"display")==="inline"&&p.css(a,"float")==="none"&&(!p.support.inlineBlockNeedsLayout||cc(a.nodeName)==="inline"?m.display="inline-block":m.zoom=1)),c.overflow&&(m.overflow="hidden",p.support.shrinkWrapBlocks||l.done(function(){m.overflow=c.overflow[0],m.overflowX=c.overflow[1],m.overflowY=c.overflow[2]}));for(d in b){f=b[d];if(cP.exec(f)){delete b[d];if(f===(q?"hide":"show"))continue;o.push(d)}}g=o.length;if(g){h=p._data(a,"fxshow")||p._data(a,"fxshow",{}),q?p(a).show():l.done(function(){p(a).hide()}),l.done(function(){var b;p.removeData(a,"fxshow",!0);for(b in n)p.style(a,b,n[b])});for(d=0;d<g;d++)e=o[d],i=l.createTween(e,q?h[e]:0),n[e]=h[e]||p.style(a,e),e in h||(h[e]=i.start,q&&(i.end=i.start,i.start=e==="width"||e==="height"?1:0))}}function cZ(a,b,c,d,e){return new cZ.prototype.init(a,b,c,d,e)}function c$(a,b){var c,d={height:a},e=0;b=b?1:0;for(;e<4;e+=2-b)c=bV[e],d["margin"+c]=d["padding"+c]=a;return b&&(d.opacity=d.width=a),d}function da(a){return p.isWindow(a)?a:a.nodeType===9?a.defaultView||a.parentWindow:!1}var c,d,e=a.document,f=a.location,g=a.navigator,h=a.jQuery,i=a.$,j=Array.prototype.push,k=Array.prototype.slice,l=Array.prototype.indexOf,m=Object.prototype.toString,n=Object.prototype.hasOwnProperty,o=String.prototype.trim,p=function(a,b){return new p.fn.init(a,b,c)},q=/[\-+]?(?:\d*\.|)\d+(?:[eE][\-+]?\d+|)/.source,r=/\S/,s=/\s+/,t=/^[\s\uFEFF\xA0]+|[\s\uFEFF\xA0]+$/g,u=/^(?:[^#<]*(<[\w\W]+>)[^>]*$|#([\w\-]*)$)/,v=/^<(\w+)\s*\/?>(?:<\/\1>|)$/,w=/^[\],:{}\s]*$/,x=/(?:^|:|,)(?:\s*\[)+/g,y=/\\(?:["\\\/bfnrt]|u[\da-fA-F]{4})/g,z=/"[^"\\\r\n]*"|true|false|null|-?(?:\d\d*\.|)\d+(?:[eE][\-+]?\d+|)/g,A=/^-ms-/,B=/-([\da-z])/gi,C=function(a,b){return(b+"").toUpperCase()},D=function(){e.addEventListener?(e.removeEventListener("DOMContentLoaded",D,!1),p.ready()):e.readyState==="complete"&&(e.detachEvent("onreadystatechange",D),p.ready())},E={};p.fn=p.prototype={constructor:p,init:function(a,c,d){var f,g,h,i;if(!a)return this;if(a.nodeType)return this.context=this[0]=a,this.length=1,this;if(typeof a=="string"){a.charAt(0)==="<"&&a.charAt(a.length-1)===">"&&a.length>=3?f=[null,a,null]:f=u.exec(a);if(f&&(f[1]||!c)){if(f[1])return c=c instanceof p?c[0]:c,i=c&&c.nodeType?c.ownerDocument||c:e,a=p.parseHTML(f[1],i,!0),v.test(f[1])&&p.isPlainObject(c)&&this.attr.call(a,c,!0),p.merge(this,a);g=e.getElementById(f[2]);if(g&&g.parentNode){if(g.id!==f[2])return d.find(a);this.length=1,this[0]=g}return this.context=e,this.selector=a,this}return!c||c.jquery?(c||d).find(a):this.constructor(c).find(a)}return p.isFunction(a)?d.ready(a):(a.selector!==b&&(this.selector=a.selector,this.context=a.context),p.makeArray(a,this))},selector:"",jquery:"1.8.2",length:0,size:function(){return this.length},toArray:function(){return k.call(this)},get:function(a){return a==null?this.toArray():a<0?this[this.length+a]:this[a]},pushStack:function(a,b,c){var d=p.merge(this.constructor(),a);return d.prevObject=this,d.context=this.context,b==="find"?d.selector=this.selector+(this.selector?" ":"")+c:b&&(d.selector=this.selector+"."+b+"("+c+")"),d},each:function(a,b){return p.each(this,a,b)},ready:function(a){return p.ready.promise().done(a),this},eq:function(a){return a=+a,a===-1?this.slice(a):this.slice(a,a+1)},first:function(){return this.eq(0)},last:function(){return this.eq(-1)},slice:function(){return this.pushStack(k.apply(this,arguments),"slice",k.call(arguments).join(","))},map:function(a){return this.pushStack(p.map(this,function(b,c){return a.call(b,c,b)}))},end:function(){return this.prevObject||this.constructor(null)},push:j,sort:[].sort,splice:[].splice},p.fn.init.prototype=p.fn,p.extend=p.fn.extend=function(){var a,c,d,e,f,g,h=arguments[0]||{},i=1,j=arguments.length,k=!1;typeof h=="boolean"&&(k=h,h=arguments[1]||{},i=2),typeof h!="object"&&!p.isFunction(h)&&(h={}),j===i&&(h=this,--i);for(;i<j;i++)if((a=arguments[i])!=null)for(c in a){d=h[c],e=a[c];if(h===e)continue;k&&e&&(p.isPlainObject(e)||(f=p.isArray(e)))?(f?(f=!1,g=d&&p.isArray(d)?d:[]):g=d&&p.isPlainObject(d)?d:{},h[c]=p.extend(k,g,e)):e!==b&&(h[c]=e)}return h},p.extend({noConflict:function(b){return a.$===p&&(a.$=i),b&&a.jQuery===p&&(a.jQuery=h),p},isReady:!1,readyWait:1,holdReady:function(a){a?p.readyWait++:p.ready(!0)},ready:function(a){if(a===!0?--p.readyWait:p.isReady)return;if(!e.body)return setTimeout(p.ready,1);p.isReady=!0;if(a!==!0&&--p.readyWait>0)return;d.resolveWith(e,[p]),p.fn.trigger&&p(e).trigger("ready").off("ready")},isFunction:function(a){return p.type(a)==="function"},isArray:Array.isArray||function(a){return p.type(a)==="array"},isWindow:function(a){return a!=null&&a==a.window},isNumeric:function(a){return!isNaN(parseFloat(a))&&isFinite(a)},type:function(a){return a==null?String(a):E[m.call(a)]||"object"},isPlainObject:function(a){if(!a||p.type(a)!=="object"||a.nodeType||p.isWindow(a))return!1;try{if(a.constructor&&!n.call(a,"constructor")&&!n.call(a.constructor.prototype,"isPrototypeOf"))return!1}catch(c){return!1}var d;for(d in a);return d===b||n.call(a,d)},isEmptyObject:function(a){var b;for(b in a)return!1;return!0},error:function(a){throw new Error(a)},parseHTML:function(a,b,c){var d;return!a||typeof a!="string"?null:(typeof b=="boolean"&&(c=b,b=0),b=b||e,(d=v.exec(a))?[b.createElement(d[1])]:(d=p.buildFragment([a],b,c?null:[]),p.merge([],(d.cacheable?p.clone(d.fragment):d.fragment).childNodes)))},parseJSON:function(b){if(!b||typeof b!="string")return null;b=p.trim(b);if(a.JSON&&a.JSON.parse)return a.JSON.parse(b);if(w.test(b.replace(y,"@").replace(z,"]").replace(x,"")))return(new Function("return "+b))();p.error("Invalid JSON: "+b)},parseXML:function(c){var d,e;if(!c||typeof c!="string")return null;try{a.DOMParser?(e=new DOMParser,d=e.parseFromString(c,"text/xml")):(d=new ActiveXObject("Microsoft.XMLDOM"),d.async="false",d.loadXML(c))}catch(f){d=b}return(!d||!d.documentElement||d.getElementsByTagName("parsererror").length)&&p.error("Invalid XML: "+c),d},noop:function(){},globalEval:function(b){b&&r.test(b)&&(a.execScript||function(b){a.eval.call(a,b)})(b)},camelCase:function(a){return a.replace(A,"ms-").replace(B,C)},nodeName:function(a,b){return a.nodeName&&a.nodeName.toLowerCase()===b.toLowerCase()},each:function(a,c,d){var e,f=0,g=a.length,h=g===b||p.isFunction(a);if(d){if(h){for(e in a)if(c.apply(a[e],d)===!1)break}else for(;f<g;)if(c.apply(a[f++],d)===!1)break}else if(h){for(e in a)if(c.call(a[e],e,a[e])===!1)break}else for(;f<g;)if(c.call(a[f],f,a[f++])===!1)break;return a},trim:o&&!o.call("﻿ ")?function(a){return a==null?"":o.call(a)}:function(a){return a==null?"":(a+"").replace(t,"")},makeArray:function(a,b){var c,d=b||[];return a!=null&&(c=p.type(a),a.length==null||c==="string"||c==="function"||c==="regexp"||p.isWindow(a)?j.call(d,a):p.merge(d,a)),d},inArray:function(a,b,c){var d;if(b){if(l)return l.call(b,a,c);d=b.length,c=c?c<0?Math.max(0,d+c):c:0;for(;c<d;c++)if(c in b&&b[c]===a)return c}return-1},merge:function(a,c){var d=c.length,e=a.length,f=0;if(typeof d=="number")for(;f<d;f++)a[e++]=c[f];else while(c[f]!==b)a[e++]=c[f++];return a.length=e,a},grep:function(a,b,c){var d,e=[],f=0,g=a.length;c=!!c;for(;f<g;f++)d=!!b(a[f],f),c!==d&&e.push(a[f]);return e},map:function(a,c,d){var e,f,g=[],h=0,i=a.length,j=a instanceof p||i!==b&&typeof i=="number"&&(i>0&&a[0]&&a[i-1]||i===0||p.isArray(a));if(j)for(;h<i;h++)e=c(a[h],h,d),e!=null&&(g[g.length]=e);else for(f in a)e=c(a[f],f,d),e!=null&&(g[g.length]=e);return g.concat.apply([],g)},guid:1,proxy:function(a,c){var d,e,f;return typeof c=="string"&&(d=a[c],c=a,a=d),p.isFunction(a)?(e=k.call(arguments,2),f=function(){return a.apply(c,e.concat(k.call(arguments)))},f.guid=a.guid=a.guid||p.guid++,f):b},access:function(a,c,d,e,f,g,h){var i,j=d==null,k=0,l=a.length;if(d&&typeof d=="object"){for(k in d)p.access(a,c,k,d[k],1,g,e);f=1}else if(e!==b){i=h===b&&p.isFunction(e),j&&(i?(i=c,c=function(a,b,c){return i.call(p(a),c)}):(c.call(a,e),c=null));if(c)for(;k<l;k++)c(a[k],d,i?e.call(a[k],k,c(a[k],d)):e,h);f=1}return f?a:j?c.call(a):l?c(a[0],d):g},now:function(){return(new Date).getTime()}}),p.ready.promise=function(b){if(!d){d=p.Deferred();if(e.readyState==="complete")setTimeout(p.ready,1);else if(e.addEventListener)e.addEventListener("DOMContentLoaded",D,!1),a.addEventListener("load",p.ready,!1);else{e.attachEvent("onreadystatechange",D),a.attachEvent("onload",p.ready);var c=!1;try{c=a.frameElement==null&&e.documentElement}catch(f){}c&&c.doScroll&&function g(){if(!p.isReady){try{c.doScroll("left")}catch(a){return setTimeout(g,50)}p.ready()}}()}}return d.promise(b)},p.each("Boolean Number String Function Array Date RegExp Object".split(" "),function(a,b){E["[object "+b+"]"]=b.toLowerCase()}),c=p(e);var F={};p.Callbacks=function(a){a=typeof a=="string"?F[a]||G(a):p.extend({},a);var c,d,e,f,g,h,i=[],j=!a.once&&[],k=function(b){c=a.memory&&b,d=!0,h=f||0,f=0,g=i.length,e=!0;for(;i&&h<g;h++)if(i[h].apply(b[0],b[1])===!1&&a.stopOnFalse){c=!1;break}e=!1,i&&(j?j.length&&k(j.shift()):c?i=[]:l.disable())},l={add:function(){if(i){var b=i.length;(function d(b){p.each(b,function(b,c){var e=p.type(c);e==="function"&&(!a.unique||!l.has(c))?i.push(c):c&&c.length&&e!=="string"&&d(c)})})(arguments),e?g=i.length:c&&(f=b,k(c))}return this},remove:function(){return i&&p.each(arguments,function(a,b){var c;while((c=p.inArray(b,i,c))>-1)i.splice(c,1),e&&(c<=g&&g--,c<=h&&h--)}),this},has:function(a){return p.inArray(a,i)>-1},empty:function(){return i=[],this},disable:function(){return i=j=c=b,this},disabled:function(){return!i},lock:function(){return j=b,c||l.disable(),this},locked:function(){return!j},fireWith:function(a,b){return b=b||[],b=[a,b.slice?b.slice():b],i&&(!d||j)&&(e?j.push(b):k(b)),this},fire:function(){return l.fireWith(this,arguments),this},fired:function(){return!!d}};return l},p.extend({Deferred:function(a){var b=[["resolve","done",p.Callbacks("once memory"),"resolved"],["reject","fail",p.Callbacks("once memory"),"rejected"],["notify","progress",p.Callbacks("memory")]],c="pending",d={state:function(){return c},always:function(){return e.done(arguments).fail(arguments),this},then:function(){var a=arguments;return p.Deferred(function(c){p.each(b,function(b,d){var f=d[0],g=a[b];e[d[1]](p.isFunction(g)?function(){var a=g.apply(this,arguments);a&&p.isFunction(a.promise)?a.promise().done(c.resolve).fail(c.reject).progress(c.notify):c[f+"With"](this===e?c:this,[a])}:c[f])}),a=null}).promise()},promise:function(a){return a!=null?p.extend(a,d):d}},e={};return d.pipe=d.then,p.each(b,function(a,f){var g=f[2],h=f[3];d[f[1]]=g.add,h&&g.add(function(){c=h},b[a^1][2].disable,b[2][2].lock),e[f[0]]=g.fire,e[f[0]+"With"]=g.fireWith}),d.promise(e),a&&a.call(e,e),e},when:function(a){var b=0,c=k.call(arguments),d=c.length,e=d!==1||a&&p.isFunction(a.promise)?d:0,f=e===1?a:p.Deferred(),g=function(a,b,c){return function(d){b[a]=this,c[a]=arguments.length>1?k.call(arguments):d,c===h?f.notifyWith(b,c):--e||f.resolveWith(b,c)}},h,i,j;if(d>1){h=new Array(d),i=new Array(d),j=new Array(d);for(;b<d;b++)c[b]&&p.isFunction(c[b].promise)?c[b].promise().done(g(b,j,c)).fail(f.reject).progress(g(b,i,h)):--e}return e||f.resolveWith(j,c),f.promise()}}),p.support=function(){var b,c,d,f,g,h,i,j,k,l,m,n=e.createElement("div");n.setAttribute("className","t"),n.innerHTML="  <link/><table></table><a href='/a'>a</a><input type='checkbox'/>",c=n.getElementsByTagName("*"),d=n.getElementsByTagName("a")[0],d.style.cssText="top:1px;float:left;opacity:.5";if(!c||!c.length)return{};f=e.createElement("select"),g=f.appendChild(e.createElement("option")),h=n.getElementsByTagName("input")[0],b={leadingWhitespace:n.firstChild.nodeType===3,tbody:!n.getElementsByTagName("tbody").length,htmlSerialize:!!n.getElementsByTagName("link").length,style:/top/.test(d.getAttribute("style")),hrefNormalized:d.getAttribute("href")==="/a",opacity:/^0.5/.test(d.style.opacity),cssFloat:!!d.style.cssFloat,checkOn:h.value==="on",optSelected:g.selected,getSetAttribute:n.className!=="t",enctype:!!e.createElement("form").enctype,html5Clone:e.createElement("nav").cloneNode(!0).outerHTML!=="<:nav></:nav>",boxModel:e.compatMode==="CSS1Compat",submitBubbles:!0,changeBubbles:!0,focusinBubbles:!1,deleteExpando:!0,noCloneEvent:!0,inlineBlockNeedsLayout:!1,shrinkWrapBlocks:!1,reliableMarginRight:!0,boxSizingReliable:!0,pixelPosition:!1},h.checked=!0,b.noCloneChecked=h.cloneNode(!0).checked,f.disabled=!0,b.optDisabled=!g.disabled;try{delete n.test}catch(o){b.deleteExpando=!1}!n.addEventListener&&n.attachEvent&&n.fireEvent&&(n.attachEvent("onclick",m=function(){b.noCloneEvent=!1}),n.cloneNode(!0).fireEvent("onclick"),n.detachEvent("onclick",m)),h=e.createElement("input"),h.value="t",h.setAttribute("type","radio"),b.radioValue=h.value==="t",h.setAttribute("checked","checked"),h.setAttribute("name","t"),n.appendChild(h),i=e.createDocumentFragment(),i.appendChild(n.lastChild),b.checkClone=i.cloneNode(!0).cloneNode(!0).lastChild.checked,b.appendChecked=h.checked,i.removeChild(h),i.appendChild(n);if(n.attachEvent)for(k in{submit:!0,change:!0,focusin:!0})j="on"+k,l=j in n,l||(n.setAttribute(j,"return;"),l=typeof n[j]=="function"),b[k+"Bubbles"]=l;return p(function(){var c,d,f,g,h="padding:0;margin:0;border:0;display:block;overflow:hidden;",i=e.getElementsByTagName("body")[0];if(!i)return;c=e.createElement("div"),c.style.cssText="visibility:hidden;border:0;width:0;height:0;position:static;top:0;margin-top:1px",i.insertBefore(c,i.firstChild),d=e.createElement("div"),c.appendChild(d),d.innerHTML="<table><tr><td></td><td>t</td></tr></table>",f=d.getElementsByTagName("td"),f[0].style.cssText="padding:0;margin:0;border:0;display:none",l=f[0].offsetHeight===0,f[0].style.display="",f[1].style.display="none",b.reliableHiddenOffsets=l&&f[0].offsetHeight===0,d.innerHTML="",d.style.cssText="box-sizing:border-box;-moz-box-sizing:border-box;-webkit-box-sizing:border-box;padding:1px;border:1px;display:block;width:4px;margin-top:1%;position:absolute;top:1%;",b.boxSizing=d.offsetWidth===4,b.doesNotIncludeMarginInBodyOffset=i.offsetTop!==1,a.getComputedStyle&&(b.pixelPosition=(a.getComputedStyle(d,null)||{}).top!=="1%",b.boxSizingReliable=(a.getComputedStyle(d,null)||{width:"4px"}).width==="4px",g=e.createElement("div"),g.style.cssText=d.style.cssText=h,g.style.marginRight=g.style.width="0",d.style.width="1px",d.appendChild(g),b.reliableMarginRight=!parseFloat((a.getComputedStyle(g,null)||{}).marginRight)),typeof d.style.zoom!="undefined"&&(d.innerHTML="",d.style.cssText=h+"width:1px;padding:1px;display:inline;zoom:1",b.inlineBlockNeedsLayout=d.offsetWidth===3,d.style.display="block",d.style.overflow="visible",d.innerHTML="<div></div>",d.firstChild.style.width="5px",b.shrinkWrapBlocks=d.offsetWidth!==3,c.style.zoom=1),i.removeChild(c),c=d=f=g=null}),i.removeChild(n),c=d=f=g=h=i=n=null,b}();var H=/(?:\{[\s\S]*\}|\[[\s\S]*\])$/,I=/([A-Z])/g;p.extend({cache:{},deletedIds:[],uuid:0,expando:"jQuery"+(p.fn.jquery+Math.random()).replace(/\D/g,""),noData:{embed:!0,object:"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",applet:!0},hasData:function(a){return a=a.nodeType?p.cache[a[p.expando]]:a[p.expando],!!a&&!K(a)},data:function(a,c,d,e){if(!p.acceptData(a))return;var f,g,h=p.expando,i=typeof c=="string",j=a.nodeType,k=j?p.cache:a,l=j?a[h]:a[h]&&h;if((!l||!k[l]||!e&&!k[l].data)&&i&&d===b)return;l||(j?a[h]=l=p.deletedIds.pop()||p.guid++:l=h),k[l]||(k[l]={},j||(k[l].toJSON=p.noop));if(typeof c=="object"||typeof c=="function")e?k[l]=p.extend(k[l],c):k[l].data=p.extend(k[l].data,c);return f=k[l],e||(f.data||(f.data={}),f=f.data),d!==b&&(f[p.camelCase(c)]=d),i?(g=f[c],g==null&&(g=f[p.camelCase(c)])):g=f,g},removeData:function(a,b,c){if(!p.acceptData(a))return;var d,e,f,g=a.nodeType,h=g?p.cache:a,i=g?a[p.expando]:p.expando;if(!h[i])return;if(b){d=c?h[i]:h[i].data;if(d){p.isArray(b)||(b in d?b=[b]:(b=p.camelCase(b),b in d?b=[b]:b=b.split(" ")));for(e=0,f=b.length;e<f;e++)delete d[b[e]];if(!(c?K:p.isEmptyObject)(d))return}}if(!c){delete h[i].data;if(!K(h[i]))return}g?p.cleanData([a],!0):p.support.deleteExpando||h!=h.window?delete h[i]:h[i]=null},_data:function(a,b,c){return p.data(a,b,c,!0)},acceptData:function(a){var b=a.nodeName&&p.noData[a.nodeName.toLowerCase()];return!b||b!==!0&&a.getAttribute("classid")===b}}),p.fn.extend({data:function(a,c){var d,e,f,g,h,i=this[0],j=0,k=null;if(a===b){if(this.length){k=p.data(i);if(i.nodeType===1&&!p._data(i,"parsedAttrs")){f=i.attributes;for(h=f.length;j<h;j++)g=f[j].name,g.indexOf("data-")||(g=p.camelCase(g.substring(5)),J(i,g,k[g]));p._data(i,"parsedAttrs",!0)}}return k}return typeof a=="object"?this.each(function(){p.data(this,a)}):(d=a.split(".",2),d[1]=d[1]?"."+d[1]:"",e=d[1]+"!",p.access(this,function(c){if(c===b)return k=this.triggerHandler("getData"+e,[d[0]]),k===b&&i&&(k=p.data(i,a),k=J(i,a,k)),k===b&&d[1]?this.data(d[0]):k;d[1]=c,this.each(function(){var b=p(this);b.triggerHandler("setData"+e,d),p.data(this,a,c),b.triggerHandler("changeData"+e,d)})},null,c,arguments.length>1,null,!1))},removeData:function(a){return this.each(function(){p.removeData(this,a)})}}),p.extend({queue:function(a,b,c){var d;if(a)return b=(b||"fx")+"queue",d=p._data(a,b),c&&(!d||p.isArray(c)?d=p._data(a,b,p.makeArray(c)):d.push(c)),d||[]},dequeue:function(a,b){b=b||"fx";var c=p.queue(a,b),d=c.length,e=c.shift(),f=p._queueHooks(a,b),g=function(){p.dequeue(a,b)};e==="inprogress"&&(e=c.shift(),d--),e&&(b==="fx"&&c.unshift("inprogress"),delete f.stop,e.call(a,g,f)),!d&&f&&f.empty.fire()},_queueHooks:function(a,b){var c=b+"queueHooks";return p._data(a,c)||p._data(a,c,{empty:p.Callbacks("once memory").add(function(){p.removeData(a,b+"queue",!0),p.removeData(a,c,!0)})})}}),p.fn.extend({queue:function(a,c){var d=2;return typeof a!="string"&&(c=a,a="fx",d--),arguments.length<d?p.queue(this[0],a):c===b?this:this.each(function(){var b=p.queue(this,a,c);p._queueHooks(this,a),a==="fx"&&b[0]!=="inprogress"&&p.dequeue(this,a)})},dequeue:function(a){return this.each(function(){p.dequeue(this,a)})},delay:function(a,b){return a=p.fx?p.fx.speeds[a]||a:a,b=b||"fx",this.queue(b,function(b,c){var d=setTimeout(b,a);c.stop=function(){clearTimeout(d)}})},clearQueue:function(a){return this.queue(a||"fx",[])},promise:function(a,c){var d,e=1,f=p.Deferred(),g=this,h=this.length,i=function(){--e||f.resolveWith(g,[g])};typeof a!="string"&&(c=a,a=b),a=a||"fx";while(h--)d=p._data(g[h],a+"queueHooks"),d&&d.empty&&(e++,d.empty.add(i));return i(),f.promise(c)}});var L,M,N,O=/[\t\r\n]/g,P=/\r/g,Q=/^(?:button|input)$/i,R=/^(?:button|input|object|select|textarea)$/i,S=/^a(?:rea|)$/i,T=/^(?:autofocus|autoplay|async|checked|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped|selected)$/i,U=p.support.getSetAttribute;p.fn.extend({attr:function(a,b){return p.access(this,p.attr,a,b,arguments.length>1)},removeAttr:function(a){return this.each(function(){p.removeAttr(this,a)})},prop:function(a,b){return p.access(this,p.prop,a,b,arguments.length>1)},removeProp:function(a){return a=p.propFix[a]||a,this.each(function(){try{this[a]=b,delete this[a]}catch(c){}})},addClass:function(a){var b,c,d,e,f,g,h;if(p.isFunction(a))return this.each(function(b){p(this).addClass(a.call(this,b,this.className))});if(a&&typeof a=="string"){b=a.split(s);for(c=0,d=this.length;c<d;c++){e=this[c];if(e.nodeType===1)if(!e.className&&b.length===1)e.className=a;else{f=" "+e.className+" ";for(g=0,h=b.length;g<h;g++)f.indexOf(" "+b[g]+" ")<0&&(f+=b[g]+" ");e.className=p.trim(f)}}}return this},removeClass:function(a){var c,d,e,f,g,h,i;if(p.isFunction(a))return this.each(function(b){p(this).removeClass(a.call(this,b,this.className))});if(a&&typeof a=="string"||a===b){c=(a||"").split(s);for(h=0,i=this.length;h<i;h++){e=this[h];if(e.nodeType===1&&e.className){d=(" "+e.className+" ").replace(O," ");for(f=0,g=c.length;f<g;f++)while(d.indexOf(" "+c[f]+" ")>=0)d=d.replace(" "+c[f]+" "," ");e.className=a?p.trim(d):""}}}return this},toggleClass:function(a,b){var c=typeof a,d=typeof b=="boolean";return p.isFunction(a)?this.each(function(c){p(this).toggleClass(a.call(this,c,this.className,b),b)}):this.each(function(){if(c==="string"){var e,f=0,g=p(this),h=b,i=a.split(s);while(e=i[f++])h=d?h:!g.hasClass(e),g[h?"addClass":"removeClass"](e)}else if(c==="undefined"||c==="boolean")this.className&&p._data(this,"__className__",this.className),this.className=this.className||a===!1?"":p._data(this,"__className__")||""})},hasClass:function(a){var b=" "+a+" ",c=0,d=this.length;for(;c<d;c++)if(this[c].nodeType===1&&(" "+this[c].className+" ").replace(O," ").indexOf(b)>=0)return!0;return!1},val:function(a){var c,d,e,f=this[0];if(!arguments.length){if(f)return c=p.valHooks[f.type]||p.valHooks[f.nodeName.toLowerCase()],c&&"get"in c&&(d=c.get(f,"value"))!==b?d:(d=f.value,typeof d=="string"?d.replace(P,""):d==null?"":d);return}return e=p.isFunction(a),this.each(function(d){var f,g=p(this);if(this.nodeType!==1)return;e?f=a.call(this,d,g.val()):f=a,f==null?f="":typeof f=="number"?f+="":p.isArray(f)&&(f=p.map(f,function(a){return a==null?"":a+""})),c=p.valHooks[this.type]||p.valHooks[this.nodeName.toLowerCase()];if(!c||!("set"in c)||c.set(this,f,"value")===b)this.value=f})}}),p.extend({valHooks:{option:{get:function(a){var b=a.attributes.value;return!b||b.specified?a.value:a.text}},select:{get:function(a){var b,c,d,e,f=a.selectedIndex,g=[],h=a.options,i=a.type==="select-one";if(f<0)return null;c=i?f:0,d=i?f+1:h.length;for(;c<d;c++){e=h[c];if(e.selected&&(p.support.optDisabled?!e.disabled:e.getAttribute("disabled")===null)&&(!e.parentNode.disabled||!p.nodeName(e.parentNode,"optgroup"))){b=p(e).val();if(i)return b;g.push(b)}}return i&&!g.length&&h.length?p(h[f]).val():g},set:function(a,b){var c=p.makeArray(b);return p(a).find("option").each(function(){this.selected=p.inArray(p(this).val(),c)>=0}),c.length||(a.selectedIndex=-1),c}}},attrFn:{},attr:function(a,c,d,e){var f,g,h,i=a.nodeType;if(!a||i===3||i===8||i===2)return;if(e&&p.isFunction(p.fn[c]))return p(a)[c](d);if(typeof a.getAttribute=="undefined")return p.prop(a,c,d);h=i!==1||!p.isXMLDoc(a),h&&(c=c.toLowerCase(),g=p.attrHooks[c]||(T.test(c)?M:L));if(d!==b){if(d===null){p.removeAttr(a,c);return}return g&&"set"in g&&h&&(f=g.set(a,d,c))!==b?f:(a.setAttribute(c,d+""),d)}return g&&"get"in g&&h&&(f=g.get(a,c))!==null?f:(f=a.getAttribute(c),f===null?b:f)},removeAttr:function(a,b){var c,d,e,f,g=0;if(b&&a.nodeType===1){d=b.split(s);for(;g<d.length;g++)e=d[g],e&&(c=p.propFix[e]||e,f=T.test(e),f||p.attr(a,e,""),a.removeAttribute(U?e:c),f&&c in a&&(a[c]=!1))}},attrHooks:{type:{set:function(a,b){if(Q.test(a.nodeName)&&a.parentNode)p.error("type property can't be changed");else if(!p.support.radioValue&&b==="radio"&&p.nodeName(a,"input")){var c=a.value;return a.setAttribute("type",b),c&&(a.value=c),b}}},value:{get:function(a,b){return L&&p.nodeName(a,"button")?L.get(a,b):b in a?a.value:null},set:function(a,b,c){if(L&&p.nodeName(a,"button"))return L.set(a,b,c);a.value=b}}},propFix:{tabindex:"tabIndex",readonly:"readOnly","for":"htmlFor","class":"className",maxlength:"maxLength",cellspacing:"cellSpacing",cellpadding:"cellPadding",rowspan:"rowSpan",colspan:"colSpan",usemap:"useMap",frameborder:"frameBorder",contenteditable:"contentEditable"},prop:function(a,c,d){var e,f,g,h=a.nodeType;if(!a||h===3||h===8||h===2)return;return g=h!==1||!p.isXMLDoc(a),g&&(c=p.propFix[c]||c,f=p.propHooks[c]),d!==b?f&&"set"in f&&(e=f.set(a,d,c))!==b?e:a[c]=d:f&&"get"in f&&(e=f.get(a,c))!==null?e:a[c]},propHooks:{tabIndex:{get:function(a){var c=a.getAttributeNode("tabindex");return c&&c.specified?parseInt(c.value,10):R.test(a.nodeName)||S.test(a.nodeName)&&a.href?0:b}}}}),M={get:function(a,c){var d,e=p.prop(a,c);return e===!0||typeof e!="boolean"&&(d=a.getAttributeNode(c))&&d.nodeValue!==!1?c.toLowerCase():b},set:function(a,b,c){var d;return b===!1?p.removeAttr(a,c):(d=p.propFix[c]||c,d in a&&(a[d]=!0),a.setAttribute(c,c.toLowerCase())),c}},U||(N={name:!0,id:!0,coords:!0},L=p.valHooks.button={get:function(a,c){var d;return d=a.getAttributeNode(c),d&&(N[c]?d.value!=="":d.specified)?d.value:b},set:function(a,b,c){var d=a.getAttributeNode(c);return d||(d=e.createAttribute(c),a.setAttributeNode(d)),d.value=b+""}},p.each(["width","height"],function(a,b){p.attrHooks[b]=p.extend(p.attrHooks[b],{set:function(a,c){if(c==="")return a.setAttribute(b,"auto"),c}})}),p.attrHooks.contenteditable={get:L.get,set:function(a,b,c){b===""&&(b="false"),L.set(a,b,c)}}),p.support.hrefNormalized||p.each(["href","src","width","height"],function(a,c){p.attrHooks[c]=p.extend(p.attrHooks[c],{get:function(a){var d=a.getAttribute(c,2);return d===null?b:d}})}),p.support.style||(p.attrHooks.style={get:function(a){return a.style.cssText.toLowerCase()||b},set:function(a,b){return a.style.cssText=b+""}}),p.support.optSelected||(p.propHooks.selected=p.extend(p.propHooks.selected,{get:function(a){var b=a.parentNode;return b&&(b.selectedIndex,b.parentNode&&b.parentNode.selectedIndex),null}})),p.support.enctype||(p.propFix.enctype="encoding"),p.support.checkOn||p.each(["radio","checkbox"],function(){p.valHooks[this]={get:function(a){return a.getAttribute("value")===null?"on":a.value}}}),p.each(["radio","checkbox"],function(){p.valHooks[this]=p.extend(p.valHooks[this],{set:function(a,b){if(p.isArray(b))return a.checked=p.inArray(p(a).val(),b)>=0}})});var V=/^(?:textarea|input|select)$/i,W=/^([^\.]*|)(?:\.(.+)|)$/,X=/(?:^|\s)hover(\.\S+|)\b/,Y=/^key/,Z=/^(?:mouse|contextmenu)|click/,$=/^(?:focusinfocus|focusoutblur)$/,_=function(a){return p.event.special.hover?a:a.replace(X,"mouseenter$1 mouseleave$1")};p.event={add:function(a,c,d,e,f){var g,h,i,j,k,l,m,n,o,q,r;if(a.nodeType===3||a.nodeType===8||!c||!d||!(g=p._data(a)))return;d.handler&&(o=d,d=o.handler,f=o.selector),d.guid||(d.guid=p.guid++),i=g.events,i||(g.events=i={}),h=g.handle,h||(g.handle=h=function(a){return typeof p!="undefined"&&(!a||p.event.triggered!==a.type)?p.event.dispatch.apply(h.elem,arguments):b},h.elem=a),c=p.trim(_(c)).split(" ");for(j=0;j<c.length;j++){k=W.exec(c[j])||[],l=k[1],m=(k[2]||"").split(".").sort(),r=p.event.special[l]||{},l=(f?r.delegateType:r.bindType)||l,r=p.event.special[l]||{},n=p.extend({type:l,origType:k[1],data:e,handler:d,guid:d.guid,selector:f,needsContext:f&&p.expr.match.needsContext.test(f),namespace:m.join(".")},o),q=i[l];if(!q){q=i[l]=[],q.delegateCount=0;if(!r.setup||r.setup.call(a,e,m,h)===!1)a.addEventListener?a.addEventListener(l,h,!1):a.attachEvent&&a.attachEvent("on"+l,h)}r.add&&(r.add.call(a,n),n.handler.guid||(n.handler.guid=d.guid)),f?q.splice(q.delegateCount++,0,n):q.push(n),p.event.global[l]=!0}a=null},global:{},remove:function(a,b,c,d,e){var f,g,h,i,j,k,l,m,n,o,q,r=p.hasData(a)&&p._data(a);if(!r||!(m=r.events))return;b=p.trim(_(b||"")).split(" ");for(f=0;f<b.length;f++){g=W.exec(b[f])||[],h=i=g[1],j=g[2];if(!h){for(h in m)p.event.remove(a,h+b[f],c,d,!0);continue}n=p.event.special[h]||{},h=(d?n.delegateType:n.bindType)||h,o=m[h]||[],k=o.length,j=j?new RegExp("(^|\\.)"+j.split(".").sort().join("\\.(?:.*\\.|)")+"(\\.|$)"):null;for(l=0;l<o.length;l++)q=o[l],(e||i===q.origType)&&(!c||c.guid===q.guid)&&(!j||j.test(q.namespace))&&(!d||d===q.selector||d==="**"&&q.selector)&&(o.splice(l--,1),q.selector&&o.delegateCount--,n.remove&&n.remove.call(a,q));o.length===0&&k!==o.length&&((!n.teardown||n.teardown.call(a,j,r.handle)===!1)&&p.removeEvent(a,h,r.handle),delete m[h])}p.isEmptyObject(m)&&(delete r.handle,p.removeData(a,"events",!0))},customEvent:{getData:!0,setData:!0,changeData:!0},trigger:function(c,d,f,g){if(!f||f.nodeType!==3&&f.nodeType!==8){var h,i,j,k,l,m,n,o,q,r,s=c.type||c,t=[];if($.test(s+p.event.triggered))return;s.indexOf("!")>=0&&(s=s.slice(0,-1),i=!0),s.indexOf(".")>=0&&(t=s.split("."),s=t.shift(),t.sort());if((!f||p.event.customEvent[s])&&!p.event.global[s])return;c=typeof c=="object"?c[p.expando]?c:new p.Event(s,c):new p.Event(s),c.type=s,c.isTrigger=!0,c.exclusive=i,c.namespace=t.join("."),c.namespace_re=c.namespace?new RegExp("(^|\\.)"+t.join("\\.(?:.*\\.|)")+"(\\.|$)"):null,m=s.indexOf(":")<0?"on"+s:"";if(!f){h=p.cache;for(j in h)h[j].events&&h[j].events[s]&&p.event.trigger(c,d,h[j].handle.elem,!0);return}c.result=b,c.target||(c.target=f),d=d!=null?p.makeArray(d):[],d.unshift(c),n=p.event.special[s]||{};if(n.trigger&&n.trigger.apply(f,d)===!1)return;q=[[f,n.bindType||s]];if(!g&&!n.noBubble&&!p.isWindow(f)){r=n.delegateType||s,k=$.test(r+s)?f:f.parentNode;for(l=f;k;k=k.parentNode)q.push([k,r]),l=k;l===(f.ownerDocument||e)&&q.push([l.defaultView||l.parentWindow||a,r])}for(j=0;j<q.length&&!c.isPropagationStopped();j++)k=q[j][0],c.type=q[j][1],o=(p._data(k,"events")||{})[c.type]&&p._data(k,"handle"),o&&o.apply(k,d),o=m&&k[m],o&&p.acceptData(k)&&o.apply&&o.apply(k,d)===!1&&c.preventDefault();return c.type=s,!g&&!c.isDefaultPrevented()&&(!n._default||n._default.apply(f.ownerDocument,d)===!1)&&(s!=="click"||!p.nodeName(f,"a"))&&p.acceptData(f)&&m&&f[s]&&(s!=="focus"&&s!=="blur"||c.target.offsetWidth!==0)&&!p.isWindow(f)&&(l=f[m],l&&(f[m]=null),p.event.triggered=s,f[s](),p.event.triggered=b,l&&(f[m]=l)),c.result}return},dispatch:function(c){c=p.event.fix(c||a.event);var d,e,f,g,h,i,j,l,m,n,o=(p._data(this,"events")||{})[c.type]||[],q=o.delegateCount,r=k.call(arguments),s=!c.exclusive&&!c.namespace,t=p.event.special[c.type]||{},u=[];r[0]=c,c.delegateTarget=this;if(t.preDispatch&&t.preDispatch.call(this,c)===!1)return;if(q&&(!c.button||c.type!=="click"))for(f=c.target;f!=this;f=f.parentNode||this)if(f.disabled!==!0||c.type!=="click"){h={},j=[];for(d=0;d<q;d++)l=o[d],m=l.selector,h[m]===b&&(h[m]=l.needsContext?p(m,this).index(f)>=0:p.find(m,this,null,[f]).length),h[m]&&j.push(l);j.length&&u.push({elem:f,matches:j})}o.length>q&&u.push({elem:this,matches:o.slice(q)});for(d=0;d<u.length&&!c.isPropagationStopped();d++){i=u[d],c.currentTarget=i.elem;for(e=0;e<i.matches.length&&!c.isImmediatePropagationStopped();e++){l=i.matches[e];if(s||!c.namespace&&!l.namespace||c.namespace_re&&c.namespace_re.test(l.namespace))c.data=l.data,c.handleObj=l,g=((p.event.special[l.origType]||{}).handle||l.handler).apply(i.elem,r),g!==b&&(c.result=g,g===!1&&(c.preventDefault(),c.stopPropagation()))}}return t.postDispatch&&t.postDispatch.call(this,c),c.result},props:"attrChange attrName relatedNode srcElement altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(a,b){return a.which==null&&(a.which=b.charCode!=null?b.charCode:b.keyCode),a}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),filter:function(a,c){var d,f,g,h=c.button,i=c.fromElement;return a.pageX==null&&c.clientX!=null&&(d=a.target.ownerDocument||e,f=d.documentElement,g=d.body,a.pageX=c.clientX+(f&&f.scrollLeft||g&&g.scrollLeft||0)-(f&&f.clientLeft||g&&g.clientLeft||0),a.pageY=c.clientY+(f&&f.scrollTop||g&&g.scrollTop||0)-(f&&f.clientTop||g&&g.clientTop||0)),!a.relatedTarget&&i&&(a.relatedTarget=i===a.target?c.toElement:i),!a.which&&h!==b&&(a.which=h&1?1:h&2?3:h&4?2:0),a}},fix:function(a){if(a[p.expando])return a;var b,c,d=a,f=p.event.fixHooks[a.type]||{},g=f.props?this.props.concat(f.props):this.props;a=p.Event(d);for(b=g.length;b;)c=g[--b],a[c]=d[c];return a.target||(a.target=d.srcElement||e),a.target.nodeType===3&&(a.target=a.target.parentNode),a.metaKey=!!a.metaKey,f.filter?f.filter(a,d):a},special:{load:{noBubble:!0},focus:{delegateType:"focusin"},blur:{delegateType:"focusout"},beforeunload:{setup:function(a,b,c){p.isWindow(this)&&(this.onbeforeunload=c)},teardown:function(a,b){this.onbeforeunload===b&&(this.onbeforeunload=null)}}},simulate:function(a,b,c,d){var e=p.extend(new p.Event,c,{type:a,isSimulated:!0,originalEvent:{}});d?p.event.trigger(e,null,b):p.event.dispatch.call(b,e),e.isDefaultPrevented()&&c.preventDefault()}},p.event.handle=p.event.dispatch,p.removeEvent=e.removeEventListener?function(a,b,c){a.removeEventListener&&a.removeEventListener(b,c,!1)}:function(a,b,c){var d="on"+b;a.detachEvent&&(typeof a[d]=="undefined"&&(a[d]=null),a.detachEvent(d,c))},p.Event=function(a,b){if(this instanceof p.Event)a&&a.type?(this.originalEvent=a,this.type=a.type,this.isDefaultPrevented=a.defaultPrevented||a.returnValue===!1||a.getPreventDefault&&a.getPreventDefault()?bb:ba):this.type=a,b&&p.extend(this,b),this.timeStamp=a&&a.timeStamp||p.now(),this[p.expando]=!0;else return new p.Event(a,b)},p.Event.prototype={preventDefault:function(){this.isDefaultPrevented=bb;var a=this.originalEvent;if(!a)return;a.preventDefault?a.preventDefault():a.returnValue=!1},stopPropagation:function(){this.isPropagationStopped=bb;var a=this.originalEvent;if(!a)return;a.stopPropagation&&a.stopPropagation(),a.cancelBubble=!0},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=bb,this.stopPropagation()},isDefaultPrevented:ba,isPropagationStopped:ba,isImmediatePropagationStopped:ba},p.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(a,b){p.event.special[a]={delegateType:b,bindType:b,handle:function(a){var c,d=this,e=a.relatedTarget,f=a.handleObj,g=f.selector;if(!e||e!==d&&!p.contains(d,e))a.type=f.origType,c=f.handler.apply(this,arguments),a.type=b;return c}}}),p.support.submitBubbles||(p.event.special.submit={setup:function(){if(p.nodeName(this,"form"))return!1;p.event.add(this,"click._submit keypress._submit",function(a){var c=a.target,d=p.nodeName(c,"input")||p.nodeName(c,"button")?c.form:b;d&&!p._data(d,"_submit_attached")&&(p.event.add(d,"submit._submit",function(a){a._submit_bubble=!0}),p._data(d,"_submit_attached",!0))})},postDispatch:function(a){a._submit_bubble&&(delete a._submit_bubble,this.parentNode&&!a.isTrigger&&p.event.simulate("submit",this.parentNode,a,!0))},teardown:function(){if(p.nodeName(this,"form"))return!1;p.event.remove(this,"._submit")}}),p.support.changeBubbles||(p.event.special.change={setup:function(){if(V.test(this.nodeName)){if(this.type==="checkbox"||this.type==="radio")p.event.add(this,"propertychange._change",function(a){a.originalEvent.propertyName==="checked"&&(this._just_changed=!0)}),p.event.add(this,"click._change",function(a){this._just_changed&&!a.isTrigger&&(this._just_changed=!1),p.event.simulate("change",this,a,!0)});return!1}p.event.add(this,"beforeactivate._change",function(a){var b=a.target;V.test(b.nodeName)&&!p._data(b,"_change_attached")&&(p.event.add(b,"change._change",function(a){this.parentNode&&!a.isSimulated&&!a.isTrigger&&p.event.simulate("change",this.parentNode,a,!0)}),p._data(b,"_change_attached",!0))})},handle:function(a){var b=a.target;if(this!==b||a.isSimulated||a.isTrigger||b.type!=="radio"&&b.type!=="checkbox")return a.handleObj.handler.apply(this,arguments)},teardown:function(){return p.event.remove(this,"._change"),!V.test(this.nodeName)}}),p.support.focusinBubbles||p.each({focus:"focusin",blur:"focusout"},function(a,b){var c=0,d=function(a){p.event.simulate(b,a.target,p.event.fix(a),!0)};p.event.special[b]={setup:function(){c++===0&&e.addEventListener(a,d,!0)},teardown:function(){--c===0&&e.removeEventListener(a,d,!0)}}}),p.fn.extend({on:function(a,c,d,e,f){var g,h;if(typeof a=="object"){typeof c!="string"&&(d=d||c,c=b);for(h in a)this.on(h,c,d,a[h],f);return this}d==null&&e==null?(e=c,d=c=b):e==null&&(typeof c=="string"?(e=d,d=b):(e=d,d=c,c=b));if(e===!1)e=ba;else if(!e)return this;return f===1&&(g=e,e=function(a){return p().off(a),g.apply(this,arguments)},e.guid=g.guid||(g.guid=p.guid++)),this.each(function(){p.event.add(this,a,e,d,c)})},one:function(a,b,c,d){return this.on(a,b,c,d,1)},off:function(a,c,d){var e,f;if(a&&a.preventDefault&&a.handleObj)return e=a.handleObj,p(a.delegateTarget).off(e.namespace?e.origType+"."+e.namespace:e.origType,e.selector,e.handler),this;if(typeof a=="object"){for(f in a)this.off(f,c,a[f]);return this}if(c===!1||typeof c=="function")d=c,c=b;return d===!1&&(d=ba),this.each(function(){p.event.remove(this,a,d,c)})},bind:function(a,b,c){return this.on(a,null,b,c)},unbind:function(a,b){return this.off(a,null,b)},live:function(a,b,c){return p(this.context).on(a,this.selector,b,c),this},die:function(a,b){return p(this.context).off(a,this.selector||"**",b),this},delegate:function(a,b,c,d){return this.on(b,a,c,d)},undelegate:function(a,b,c){return arguments.length===1?this.off(a,"**"):this.off(b,a||"**",c)},trigger:function(a,b){return this.each(function(){p.event.trigger(a,b,this)})},triggerHandler:function(a,b){if(this[0])return p.event.trigger(a,b,this[0],!0)},toggle:function(a){var b=arguments,c=a.guid||p.guid++,d=0,e=function(c){var e=(p._data(this,"lastToggle"+a.guid)||0)%d;return p._data(this,"lastToggle"+a.guid,e+1),c.preventDefault(),b[e].apply(this,arguments)||!1};e.guid=c;while(d<b.length)b[d++].guid=c;return this.click(e)},hover:function(a,b){return this.mouseenter(a).mouseleave(b||a)}}),p.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(a,b){p.fn[b]=function(a,c){return c==null&&(c=a,a=null),arguments.length>0?this.on(b,null,a,c):this.trigger(b)},Y.test(b)&&(p.event.fixHooks[b]=p.event.keyHooks),Z.test(b)&&(p.event.fixHooks[b]=p.event.mouseHooks)}),function(a,b){function bc(a,b,c,d){c=c||[],b=b||r;var e,f,i,j,k=b.nodeType;if(!a||typeof a!="string")return c;if(k!==1&&k!==9)return[];i=g(b);if(!i&&!d)if(e=P.exec(a))if(j=e[1]){if(k===9){f=b.getElementById(j);if(!f||!f.parentNode)return c;if(f.id===j)return c.push(f),c}else if(b.ownerDocument&&(f=b.ownerDocument.getElementById(j))&&h(b,f)&&f.id===j)return c.push(f),c}else{if(e[2])return w.apply(c,x.call(b.getElementsByTagName(a),0)),c;if((j=e[3])&&_&&b.getElementsByClassName)return w.apply(c,x.call(b.getElementsByClassName(j),0)),c}return bp(a.replace(L,"$1"),b,c,d,i)}function bd(a){return function(b){var c=b.nodeName.toLowerCase();return c==="input"&&b.type===a}}function be(a){return function(b){var c=b.nodeName.toLowerCase();return(c==="input"||c==="button")&&b.type===a}}function bf(a){return z(function(b){return b=+b,z(function(c,d){var e,f=a([],c.length,b),g=f.length;while(g--)c[e=f[g]]&&(c[e]=!(d[e]=c[e]))})})}function bg(a,b,c){if(a===b)return c;var d=a.nextSibling;while(d){if(d===b)return-1;d=d.nextSibling}return 1}function bh(a,b){var c,d,f,g,h,i,j,k=C[o][a];if(k)return b?0:k.slice(0);h=a,i=[],j=e.preFilter;while(h){if(!c||(d=M.exec(h)))d&&(h=h.slice(d[0].length)),i.push(f=[]);c=!1;if(d=N.exec(h))f.push(c=new q(d.shift())),h=h.slice(c.length),c.type=d[0].replace(L," ");for(g in e.filter)(d=W[g].exec(h))&&(!j[g]||(d=j[g](d,r,!0)))&&(f.push(c=new q(d.shift())),h=h.slice(c.length),c.type=g,c.matches=d);if(!c)break}return b?h.length:h?bc.error(a):C(a,i).slice(0)}function bi(a,b,d){var e=b.dir,f=d&&b.dir==="parentNode",g=u++;return b.first?function(b,c,d){while(b=b[e])if(f||b.nodeType===1)return a(b,c,d)}:function(b,d,h){if(!h){var i,j=t+" "+g+" ",k=j+c;while(b=b[e])if(f||b.nodeType===1){if((i=b[o])===k)return b.sizset;if(typeof i=="string"&&i.indexOf(j)===0){if(b.sizset)return b}else{b[o]=k;if(a(b,d,h))return b.sizset=!0,b;b.sizset=!1}}}else while(b=b[e])if(f||b.nodeType===1)if(a(b,d,h))return b}}function bj(a){return a.length>1?function(b,c,d){var e=a.length;while(e--)if(!a[e](b,c,d))return!1;return!0}:a[0]}function bk(a,b,c,d,e){var f,g=[],h=0,i=a.length,j=b!=null;for(;h<i;h++)if(f=a[h])if(!c||c(f,d,e))g.push(f),j&&b.push(h);return g}function bl(a,b,c,d,e,f){return d&&!d[o]&&(d=bl(d)),e&&!e[o]&&(e=bl(e,f)),z(function(f,g,h,i){if(f&&e)return;var j,k,l,m=[],n=[],o=g.length,p=f||bo(b||"*",h.nodeType?[h]:h,[],f),q=a&&(f||!b)?bk(p,m,a,h,i):p,r=c?e||(f?a:o||d)?[]:g:q;c&&c(q,r,h,i);if(d){l=bk(r,n),d(l,[],h,i),j=l.length;while(j--)if(k=l[j])r[n[j]]=!(q[n[j]]=k)}if(f){j=a&&r.length;while(j--)if(k=r[j])f[m[j]]=!(g[m[j]]=k)}else r=bk(r===g?r.splice(o,r.length):r),e?e(null,g,r,i):w.apply(g,r)})}function bm(a){var b,c,d,f=a.length,g=e.relative[a[0].type],h=g||e.relative[" "],i=g?1:0,j=bi(function(a){return a===b},h,!0),k=bi(function(a){return y.call(b,a)>-1},h,!0),m=[function(a,c,d){return!g&&(d||c!==l)||((b=c).nodeType?j(a,c,d):k(a,c,d))}];for(;i<f;i++)if(c=e.relative[a[i].type])m=[bi(bj(m),c)];else{c=e.filter[a[i].type].apply(null,a[i].matches);if(c[o]){d=++i;for(;d<f;d++)if(e.relative[a[d].type])break;return bl(i>1&&bj(m),i>1&&a.slice(0,i-1).join("").replace(L,"$1"),c,i<d&&bm(a.slice(i,d)),d<f&&bm(a=a.slice(d)),d<f&&a.join(""))}m.push(c)}return bj(m)}function bn(a,b){var d=b.length>0,f=a.length>0,g=function(h,i,j,k,m){var n,o,p,q=[],s=0,u="0",x=h&&[],y=m!=null,z=l,A=h||f&&e.find.TAG("*",m&&i.parentNode||i),B=t+=z==null?1:Math.E;y&&(l=i!==r&&i,c=g.el);for(;(n=A[u])!=null;u++){if(f&&n){for(o=0;p=a[o];o++)if(p(n,i,j)){k.push(n);break}y&&(t=B,c=++g.el)}d&&((n=!p&&n)&&s--,h&&x.push(n))}s+=u;if(d&&u!==s){for(o=0;p=b[o];o++)p(x,q,i,j);if(h){if(s>0)while(u--)!x[u]&&!q[u]&&(q[u]=v.call(k));q=bk(q)}w.apply(k,q),y&&!h&&q.length>0&&s+b.length>1&&bc.uniqueSort(k)}return y&&(t=B,l=z),x};return g.el=0,d?z(g):g}function bo(a,b,c,d){var e=0,f=b.length;for(;e<f;e++)bc(a,b[e],c,d);return c}function bp(a,b,c,d,f){var g,h,j,k,l,m=bh(a),n=m.length;if(!d&&m.length===1){h=m[0]=m[0].slice(0);if(h.length>2&&(j=h[0]).type==="ID"&&b.nodeType===9&&!f&&e.relative[h[1].type]){b=e.find.ID(j.matches[0].replace(V,""),b,f)[0];if(!b)return c;a=a.slice(h.shift().length)}for(g=W.POS.test(a)?-1:h.length-1;g>=0;g--){j=h[g];if(e.relative[k=j.type])break;if(l=e.find[k])if(d=l(j.matches[0].replace(V,""),R.test(h[0].type)&&b.parentNode||b,f)){h.splice(g,1),a=d.length&&h.join("");if(!a)return w.apply(c,x.call(d,0)),c;break}}}return i(a,m)(d,b,f,c,R.test(a)),c}function bq(){}var c,d,e,f,g,h,i,j,k,l,m=!0,n="undefined",o=("sizcache"+Math.random()).replace(".",""),q=String,r=a.document,s=r.documentElement,t=0,u=0,v=[].pop,w=[].push,x=[].slice,y=[].indexOf||function(a){var b=0,c=this.length;for(;b<c;b++)if(this[b]===a)return b;return-1},z=function(a,b){return a[o]=b==null||b,a},A=function(){var a={},b=[];return z(function(c,d){return b.push(c)>e.cacheLength&&delete a[b.shift()],a[c]=d},a)},B=A(),C=A(),D=A(),E="[\\x20\\t\\r\\n\\f]",F="(?:\\\\.|[-\\w]|[^\\x00-\\xa0])+",G=F.replace("w","w#"),H="([*^$|!~]?=)",I="\\["+E+"*("+F+")"+E+"*(?:"+H+E+"*(?:(['\"])((?:\\\\.|[^\\\\])*?)\\3|("+G+")|)|)"+E+"*\\]",J=":("+F+")(?:\\((?:(['\"])((?:\\\\.|[^\\\\])*?)\\2|([^()[\\]]*|(?:(?:"+I+")|[^:]|\\\\.)*|.*))\\)|)",K=":(even|odd|eq|gt|lt|nth|first|last)(?:\\("+E+"*((?:-\\d)?\\d*)"+E+"*\\)|)(?=[^-]|$)",L=new RegExp("^"+E+"+|((?:^|[^\\\\])(?:\\\\.)*)"+E+"+$","g"),M=new RegExp("^"+E+"*,"+E+"*"),N=new RegExp("^"+E+"*([\\x20\\t\\r\\n\\f>+~])"+E+"*"),O=new RegExp(J),P=/^(?:#([\w\-]+)|(\w+)|\.([\w\-]+))$/,Q=/^:not/,R=/[\x20\t\r\n\f]*[+~]/,S=/:not\($/,T=/h\d/i,U=/input|select|textarea|button/i,V=/\\(?!\\)/g,W={ID:new RegExp("^#("+F+")"),CLASS:new RegExp("^\\.("+F+")"),NAME:new RegExp("^\\[name=['\"]?("+F+")['\"]?\\]"),TAG:new RegExp("^("+F.replace("w","w*")+")"),ATTR:new RegExp("^"+I),PSEUDO:new RegExp("^"+J),POS:new RegExp(K,"i"),CHILD:new RegExp("^:(only|nth|first|last)-child(?:\\("+E+"*(even|odd|(([+-]|)(\\d*)n|)"+E+"*(?:([+-]|)"+E+"*(\\d+)|))"+E+"*\\)|)","i"),needsContext:new RegExp("^"+E+"*[>+~]|"+K,"i")},X=function(a){var b=r.createElement("div");try{return a(b)}catch(c){return!1}finally{b=null}},Y=X(function(a){return a.appendChild(r.createComment("")),!a.getElementsByTagName("*").length}),Z=X(function(a){return a.innerHTML="<a href='#'></a>",a.firstChild&&typeof a.firstChild.getAttribute!==n&&a.firstChild.getAttribute("href")==="#"}),$=X(function(a){a.innerHTML="<select></select>";var b=typeof a.lastChild.getAttribute("multiple");return b!=="boolean"&&b!=="string"}),_=X(function(a){return a.innerHTML="<div class='hidden e'></div><div class='hidden'></div>",!a.getElementsByClassName||!a.getElementsByClassName("e").length?!1:(a.lastChild.className="e",a.getElementsByClassName("e").length===2)}),ba=X(function(a){a.id=o+0,a.innerHTML="<a name='"+o+"'></a><div name='"+o+"'></div>",s.insertBefore(a,s.firstChild);var b=r.getElementsByName&&r.getElementsByName(o).length===2+r.getElementsByName(o+0).length;return d=!r.getElementById(o),s.removeChild(a),b});try{x.call(s.childNodes,0)[0].nodeType}catch(bb){x=function(a){var b,c=[];for(;b=this[a];a++)c.push(b);return c}}bc.matches=function(a,b){return bc(a,null,null,b)},bc.matchesSelector=function(a,b){return bc(b,null,null,[a]).length>0},f=bc.getText=function(a){var b,c="",d=0,e=a.nodeType;if(e){if(e===1||e===9||e===11){if(typeof a.textContent=="string")return a.textContent;for(a=a.firstChild;a;a=a.nextSibling)c+=f(a)}else if(e===3||e===4)return a.nodeValue}else for(;b=a[d];d++)c+=f(b);return c},g=bc.isXML=function(a){var b=a&&(a.ownerDocument||a).documentElement;return b?b.nodeName!=="HTML":!1},h=bc.contains=s.contains?function(a,b){var c=a.nodeType===9?a.documentElement:a,d=b&&b.parentNode;return a===d||!!(d&&d.nodeType===1&&c.contains&&c.contains(d))}:s.compareDocumentPosition?function(a,b){return b&&!!(a.compareDocumentPosition(b)&16)}:function(a,b){while(b=b.parentNode)if(b===a)return!0;return!1},bc.attr=function(a,b){var c,d=g(a);return d||(b=b.toLowerCase()),(c=e.attrHandle[b])?c(a):d||$?a.getAttribute(b):(c=a.getAttributeNode(b),c?typeof a[b]=="boolean"?a[b]?b:null:c.specified?c.value:null:null)},e=bc.selectors={cacheLength:50,createPseudo:z,match:W,attrHandle:Z?{}:{href:function(a){return a.getAttribute("href",2)},type:function(a){return a.getAttribute("type")}},find:{ID:d?function(a,b,c){if(typeof b.getElementById!==n&&!c){var d=b.getElementById(a);return d&&d.parentNode?[d]:[]}}:function(a,c,d){if(typeof c.getElementById!==n&&!d){var e=c.getElementById(a);return e?e.id===a||typeof e.getAttributeNode!==n&&e.getAttributeNode("id").value===a?[e]:b:[]}},TAG:Y?function(a,b){if(typeof b.getElementsByTagName!==n)return b.getElementsByTagName(a)}:function(a,b){var c=b.getElementsByTagName(a);if(a==="*"){var d,e=[],f=0;for(;d=c[f];f++)d.nodeType===1&&e.push(d);return e}return c},NAME:ba&&function(a,b){if(typeof b.getElementsByName!==n)return b.getElementsByName(name)},CLASS:_&&function(a,b,c){if(typeof b.getElementsByClassName!==n&&!c)return b.getElementsByClassName(a)}},relative:{">":{dir:"parentNode",first:!0}," ":{dir:"parentNode"},"+":{dir:"previousSibling",first:!0},"~":{dir:"previousSibling"}},preFilter:{ATTR:function(a){return a[1]=a[1].replace(V,""),a[3]=(a[4]||a[5]||"").replace(V,""),a[2]==="~="&&(a[3]=" "+a[3]+" "),a.slice(0,4)},CHILD:function(a){return a[1]=a[1].toLowerCase(),a[1]==="nth"?(a[2]||bc.error(a[0]),a[3]=+(a[3]?a[4]+(a[5]||1):2*(a[2]==="even"||a[2]==="odd")),a[4]=+(a[6]+a[7]||a[2]==="odd")):a[2]&&bc.error(a[0]),a},PSEUDO:function(a){var b,c;if(W.CHILD.test(a[0]))return null;if(a[3])a[2]=a[3];else if(b=a[4])O.test(b)&&(c=bh(b,!0))&&(c=b.indexOf(")",b.length-c)-b.length)&&(b=b.slice(0,c),a[0]=a[0].slice(0,c)),a[2]=b;return a.slice(0,3)}},filter:{ID:d?function(a){return a=a.replace(V,""),function(b){return b.getAttribute("id")===a}}:function(a){return a=a.replace(V,""),function(b){var c=typeof b.getAttributeNode!==n&&b.getAttributeNode("id");return c&&c.value===a}},TAG:function(a){return a==="*"?function(){return!0}:(a=a.replace(V,"").toLowerCase(),function(b){return b.nodeName&&b.nodeName.toLowerCase()===a})},CLASS:function(a){var b=B[o][a];return b||(b=B(a,new RegExp("(^|"+E+")"+a+"("+E+"|$)"))),function(a){return b.test(a.className||typeof a.getAttribute!==n&&a.getAttribute("class")||"")}},ATTR:function(a,b,c){return function(d,e){var f=bc.attr(d,a);return f==null?b==="!=":b?(f+="",b==="="?f===c:b==="!="?f!==c:b==="^="?c&&f.indexOf(c)===0:b==="*="?c&&f.indexOf(c)>-1:b==="$="?c&&f.substr(f.length-c.length)===c:b==="~="?(" "+f+" ").indexOf(c)>-1:b==="|="?f===c||f.substr(0,c.length+1)===c+"-":!1):!0}},CHILD:function(a,b,c,d){return a==="nth"?function(a){var b,e,f=a.parentNode;if(c===1&&d===0)return!0;if(f){e=0;for(b=f.firstChild;b;b=b.nextSibling)if(b.nodeType===1){e++;if(a===b)break}}return e-=d,e===c||e%c===0&&e/c>=0}:function(b){var c=b;switch(a){case"only":case"first":while(c=c.previousSibling)if(c.nodeType===1)return!1;if(a==="first")return!0;c=b;case"last":while(c=c.nextSibling)if(c.nodeType===1)return!1;return!0}}},PSEUDO:function(a,b){var c,d=e.pseudos[a]||e.setFilters[a.toLowerCase()]||bc.error("unsupported pseudo: "+a);return d[o]?d(b):d.length>1?(c=[a,a,"",b],e.setFilters.hasOwnProperty(a.toLowerCase())?z(function(a,c){var e,f=d(a,b),g=f.length;while(g--)e=y.call(a,f[g]),a[e]=!(c[e]=f[g])}):function(a){return d(a,0,c)}):d}},pseudos:{not:z(function(a){var b=[],c=[],d=i(a.replace(L,"$1"));return d[o]?z(function(a,b,c,e){var f,g=d(a,null,e,[]),h=a.length;while(h--)if(f=g[h])a[h]=!(b[h]=f)}):function(a,e,f){return b[0]=a,d(b,null,f,c),!c.pop()}}),has:z(function(a){return function(b){return bc(a,b).length>0}}),contains:z(function(a){return function(b){return(b.textContent||b.innerText||f(b)).indexOf(a)>-1}}),enabled:function(a){return a.disabled===!1},disabled:function(a){return a.disabled===!0},checked:function(a){var b=a.nodeName.toLowerCase();return b==="input"&&!!a.checked||b==="option"&&!!a.selected},selected:function(a){return a.parentNode&&a.parentNode.selectedIndex,a.selected===!0},parent:function(a){return!e.pseudos.empty(a)},empty:function(a){var b;a=a.firstChild;while(a){if(a.nodeName>"@"||(b=a.nodeType)===3||b===4)return!1;a=a.nextSibling}return!0},header:function(a){return T.test(a.nodeName)},text:function(a){var b,c;return a.nodeName.toLowerCase()==="input"&&(b=a.type)==="text"&&((c=a.getAttribute("type"))==null||c.toLowerCase()===b)},radio:bd("radio"),checkbox:bd("checkbox"),file:bd("file"),password:bd("password"),image:bd("image"),submit:be("submit"),reset:be("reset"),button:function(a){var b=a.nodeName.toLowerCase();return b==="input"&&a.type==="button"||b==="button"},input:function(a){return U.test(a.nodeName)},focus:function(a){var b=a.ownerDocument;return a===b.activeElement&&(!b.hasFocus||b.hasFocus())&&(!!a.type||!!a.href)},active:function(a){return a===a.ownerDocument.activeElement},first:bf(function(a,b,c){return[0]}),last:bf(function(a,b,c){return[b-1]}),eq:bf(function(a,b,c){return[c<0?c+b:c]}),even:bf(function(a,b,c){for(var d=0;d<b;d+=2)a.push(d);return a}),odd:bf(function(a,b,c){for(var d=1;d<b;d+=2)a.push(d);return a}),lt:bf(function(a,b,c){for(var d=c<0?c+b:c;--d>=0;)a.push(d);return a}),gt:bf(function(a,b,c){for(var d=c<0?c+b:c;++d<b;)a.push(d);return a})}},j=s.compareDocumentPosition?function(a,b){return a===b?(k=!0,0):(!a.compareDocumentPosition||!b.compareDocumentPosition?a.compareDocumentPosition:a.compareDocumentPosition(b)&4)?-1:1}:function(a,b){if(a===b)return k=!0,0;if(a.sourceIndex&&b.sourceIndex)return a.sourceIndex-b.sourceIndex;var c,d,e=[],f=[],g=a.parentNode,h=b.parentNode,i=g;if(g===h)return bg(a,b);if(!g)return-1;if(!h)return 1;while(i)e.unshift(i),i=i.parentNode;i=h;while(i)f.unshift(i),i=i.parentNode;c=e.length,d=f.length;for(var j=0;j<c&&j<d;j++)if(e[j]!==f[j])return bg(e[j],f[j]);return j===c?bg(a,f[j],-1):bg(e[j],b,1)},[0,0].sort(j),m=!k,bc.uniqueSort=function(a){var b,c=1;k=m,a.sort(j);if(k)for(;b=a[c];c++)b===a[c-1]&&a.splice(c--,1);return a},bc.error=function(a){throw new Error("Syntax error, unrecognized expression: "+a)},i=bc.compile=function(a,b){var c,d=[],e=[],f=D[o][a];if(!f){b||(b=bh(a)),c=b.length;while(c--)f=bm(b[c]),f[o]?d.push(f):e.push(f);f=D(a,bn(e,d))}return f},r.querySelectorAll&&function(){var a,b=bp,c=/'|\\/g,d=/\=[\x20\t\r\n\f]*([^'"\]]*)[\x20\t\r\n\f]*\]/g,e=[":focus"],f=[":active",":focus"],h=s.matchesSelector||s.mozMatchesSelector||s.webkitMatchesSelector||s.oMatchesSelector||s.msMatchesSelector;X(function(a){a.innerHTML="<select><option selected=''></option></select>",a.querySelectorAll("[selected]").length||e.push("\\["+E+"*(?:checked|disabled|ismap|multiple|readonly|selected|value)"),a.querySelectorAll(":checked").length||e.push(":checked")}),X(function(a){a.innerHTML="<p test=''></p>",a.querySelectorAll("[test^='']").length&&e.push("[*^$]="+E+"*(?:\"\"|'')"),a.innerHTML="<input type='hidden'/>",a.querySelectorAll(":enabled").length||e.push(":enabled",":disabled")}),e=new RegExp(e.join("|")),bp=function(a,d,f,g,h){if(!g&&!h&&(!e||!e.test(a))){var i,j,k=!0,l=o,m=d,n=d.nodeType===9&&a;if(d.nodeType===1&&d.nodeName.toLowerCase()!=="object"){i=bh(a),(k=d.getAttribute("id"))?l=k.replace(c,"\\$&"):d.setAttribute("id",l),l="[id='"+l+"'] ",j=i.length;while(j--)i[j]=l+i[j].join("");m=R.test(a)&&d.parentNode||d,n=i.join(",")}if(n)try{return w.apply(f,x.call(m.querySelectorAll(n),0)),f}catch(p){}finally{k||d.removeAttribute("id")}}return b(a,d,f,g,h)},h&&(X(function(b){a=h.call(b,"div");try{h.call(b,"[test!='']:sizzle"),f.push("!=",J)}catch(c){}}),f=new RegExp(f.join("|")),bc.matchesSelector=function(b,c){c=c.replace(d,"='$1']");if(!g(b)&&!f.test(c)&&(!e||!e.test(c)))try{var i=h.call(b,c);if(i||a||b.document&&b.document.nodeType!==11)return i}catch(j){}return bc(c,null,null,[b]).length>0})}(),e.pseudos.nth=e.pseudos.eq,e.filters=bq.prototype=e.pseudos,e.setFilters=new bq,bc.attr=p.attr,p.find=bc,p.expr=bc.selectors,p.expr[":"]=p.expr.pseudos,p.unique=bc.uniqueSort,p.text=bc.getText,p.isXMLDoc=bc.isXML,p.contains=bc.contains}(a);var bc=/Until$/,bd=/^(?:parents|prev(?:Until|All))/,be=/^.[^:#\[\.,]*$/,bf=p.expr.match.needsContext,bg={children:!0,contents:!0,next:!0,prev:!0};p.fn.extend({find:function(a){var b,c,d,e,f,g,h=this;if(typeof a!="string")return p(a).filter(function(){for(b=0,c=h.length;b<c;b++)if(p.contains(h[b],this))return!0});g=this.pushStack("","find",a);for(b=0,c=this.length;b<c;b++){d=g.length,p.find(a,this[b],g);if(b>0)for(e=d;e<g.length;e++)for(f=0;f<d;f++)if(g[f]===g[e]){g.splice(e--,1);break}}return g},has:function(a){var b,c=p(a,this),d=c.length;return this.filter(function(){for(b=0;b<d;b++)if(p.contains(this,c[b]))return!0})},not:function(a){return this.pushStack(bj(this,a,!1),"not",a)},filter:function(a){return this.pushStack(bj(this,a,!0),"filter",a)},is:function(a){return!!a&&(typeof a=="string"?bf.test(a)?p(a,this.context).index(this[0])>=0:p.filter(a,this).length>0:this.filter(a).length>0)},closest:function(a,b){var c,d=0,e=this.length,f=[],g=bf.test(a)||typeof a!="string"?p(a,b||this.context):0;for(;d<e;d++){c=this[d];while(c&&c.ownerDocument&&c!==b&&c.nodeType!==11){if(g?g.index(c)>-1:p.find.matchesSelector(c,a)){f.push(c);break}c=c.parentNode}}return f=f.length>1?p.unique(f):f,this.pushStack(f,"closest",a)},index:function(a){return a?typeof a=="string"?p.inArray(this[0],p(a)):p.inArray(a.jquery?a[0]:a,this):this[0]&&this[0].parentNode?this.prevAll().length:-1},add:function(a,b){var c=typeof a=="string"?p(a,b):p.makeArray(a&&a.nodeType?[a]:a),d=p.merge(this.get(),c);return this.pushStack(bh(c[0])||bh(d[0])?d:p.unique(d))},addBack:function(a){return this.add(a==null?this.prevObject:this.prevObject.filter(a))}}),p.fn.andSelf=p.fn.addBack,p.each({parent:function(a){var b=a.parentNode;return b&&b.nodeType!==11?b:null},parents:function(a){return p.dir(a,"parentNode")},parentsUntil:function(a,b,c){return p.dir(a,"parentNode",c)},next:function(a){return bi(a,"nextSibling")},prev:function(a){return bi(a,"previousSibling")},nextAll:function(a){return p.dir(a,"nextSibling")},prevAll:function(a){return p.dir(a,"previousSibling")},nextUntil:function(a,b,c){return p.dir(a,"nextSibling",c)},prevUntil:function(a,b,c){return p.dir(a,"previousSibling",c)},siblings:function(a){return p.sibling((a.parentNode||{}).firstChild,a)},children:function(a){return p.sibling(a.firstChild)},contents:function(a){return p.nodeName(a,"iframe")?a.contentDocument||a.contentWindow.document:p.merge([],a.childNodes)}},function(a,b){p.fn[a]=function(c,d){var e=p.map(this,b,c);return bc.test(a)||(d=c),d&&typeof d=="string"&&(e=p.filter(d,e)),e=this.length>1&&!bg[a]?p.unique(e):e,this.length>1&&bd.test(a)&&(e=e.reverse()),this.pushStack(e,a,k.call(arguments).join(","))}}),p.extend({filter:function(a,b,c){return c&&(a=":not("+a+")"),b.length===1?p.find.matchesSelector(b[0],a)?[b[0]]:[]:p.find.matches(a,b)},dir:function(a,c,d){var e=[],f=a[c];while(f&&f.nodeType!==9&&(d===b||f.nodeType!==1||!p(f).is(d)))f.nodeType===1&&e.push(f),f=f[c];return e},sibling:function(a,b){var c=[];for(;a;a=a.nextSibling)a.nodeType===1&&a!==b&&c.push(a);return c}});var bl="abbr|article|aside|audio|bdi|canvas|data|datalist|details|figcaption|figure|footer|header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",bm=/ jQuery\d+="(?:null|\d+)"/g,bn=/^\s+/,bo=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/gi,bp=/<([\w:]+)/,bq=/<tbody/i,br=/<|&#?\w+;/,bs=/<(?:script|style|link)/i,bt=/<(?:script|object|embed|option|style)/i,bu=new RegExp("<(?:"+bl+")[\\s/>]","i"),bv=/^(?:checkbox|radio)$/,bw=/checked\s*(?:[^=]|=\s*.checked.)/i,bx=/\/(java|ecma)script/i,by=/^\s*<!(?:\[CDATA\[|\-\-)|[\]\-]{2}>\s*$/g,bz={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],area:[1,"<map>","</map>"],_default:[0,"",""]},bA=bk(e),bB=bA.appendChild(e.createElement("div"));bz.optgroup=bz.option,bz.tbody=bz.tfoot=bz.colgroup=bz.caption=bz.thead,bz.th=bz.td,p.support.htmlSerialize||(bz._default=[1,"X<div>","</div>"]),p.fn.extend({text:function(a){return p.access(this,function(a){return a===b?p.text(this):this.empty().append((this[0]&&this[0].ownerDocument||e).createTextNode(a))},null,a,arguments.length)},wrapAll:function(a){if(p.isFunction(a))return this.each(function(b){p(this).wrapAll(a.call(this,b))});if(this[0]){var b=p(a,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&b.insertBefore(this[0]),b.map(function(){var a=this;while(a.firstChild&&a.firstChild.nodeType===1)a=a.firstChild;return a}).append(this)}return this},wrapInner:function(a){return p.isFunction(a)?this.each(function(b){p(this).wrapInner(a.call(this,b))}):this.each(function(){var b=p(this),c=b.contents();c.length?c.wrapAll(a):b.append(a)})},wrap:function(a){var b=p.isFunction(a);return this.each(function(c){p(this).wrapAll(b?a.call(this,c):a)})},unwrap:function(){return this.parent().each(function(){p.nodeName(this,"body")||p(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(a){(this.nodeType===1||this.nodeType===11)&&this.appendChild(a)})},prepend:function(){return this.domManip(arguments,!0,function(a){(this.nodeType===1||this.nodeType===11)&&this.insertBefore(a,this.firstChild)})},before:function(){if(!bh(this[0]))return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this)});if(arguments.length){var a=p.clean(arguments);return this.pushStack(p.merge(a,this),"before",this.selector)}},after:function(){if(!bh(this[0]))return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this.nextSibling)});if(arguments.length){var a=p.clean(arguments);return this.pushStack(p.merge(this,a),"after",this.selector)}},remove:function(a,b){var c,d=0;for(;(c=this[d])!=null;d++)if(!a||p.filter(a,[c]).length)!b&&c.nodeType===1&&(p.cleanData(c.getElementsByTagName("*")),p.cleanData([c])),c.parentNode&&c.parentNode.removeChild(c);return this},empty:function(){var a,b=0;for(;(a=this[b])!=null;b++){a.nodeType===1&&p.cleanData(a.getElementsByTagName("*"));while(a.firstChild)a.removeChild(a.firstChild)}return this},clone:function(a,b){return a=a==null?!1:a,b=b==null?a:b,this.map(function(){return p.clone(this,a,b)})},html:function(a){return p.access(this,function(a){var c=this[0]||{},d=0,e=this.length;if(a===b)return c.nodeType===1?c.innerHTML.replace(bm,""):b;if(typeof a=="string"&&!bs.test(a)&&(p.support.htmlSerialize||!bu.test(a))&&(p.support.leadingWhitespace||!bn.test(a))&&!bz[(bp.exec(a)||["",""])[1].toLowerCase()]){a=a.replace(bo,"<$1></$2>");try{for(;d<e;d++)c=this[d]||{},c.nodeType===1&&(p.cleanData(c.getElementsByTagName("*")),c.innerHTML=a);c=0}catch(f){}}c&&this.empty().append(a)},null,a,arguments.length)},replaceWith:function(a){return bh(this[0])?this.length?this.pushStack(p(p.isFunction(a)?a():a),"replaceWith",a):this:p.isFunction(a)?this.each(function(b){var c=p(this),d=c.html();c.replaceWith(a.call(this,b,d))}):(typeof a!="string"&&(a=p(a).detach()),this.each(function(){var b=this.nextSibling,c=this.parentNode;p(this).remove(),b?p(b).before(a):p(c).append(a)}))},detach:function(a){return this.remove(a,!0)},domManip:function(a,c,d){a=[].concat.apply([],a);var e,f,g,h,i=0,j=a[0],k=[],l=this.length;if(!p.support.checkClone&&l>1&&typeof j=="string"&&bw.test(j))return this.each(function(){p(this).domManip(a,c,d)});if(p.isFunction(j))return this.each(function(e){var f=p(this);a[0]=j.call(this,e,c?f.html():b),f.domManip(a,c,d)});if(this[0]){e=p.buildFragment(a,this,k),g=e.fragment,f=g.firstChild,g.childNodes.length===1&&(g=f);if(f){c=c&&p.nodeName(f,"tr");for(h=e.cacheable||l-1;i<l;i++)d.call(c&&p.nodeName(this[i],"table")?bC(this[i],"tbody"):this[i],i===h?g:p.clone(g,!0,!0))}g=f=null,k.length&&p.each(k,function(a,b){b.src?p.ajax?p.ajax({url:b.src,type:"GET",dataType:"script",async:!1,global:!1,"throws":!0}):p.error("no ajax"):p.globalEval((b.text||b.textContent||b.innerHTML||"").replace(by,"")),b.parentNode&&b.parentNode.removeChild(b)})}return this}}),p.buildFragment=function(a,c,d){var f,g,h,i=a[0];return c=c||e,c=!c.nodeType&&c[0]||c,c=c.ownerDocument||c,a.length===1&&typeof i=="string"&&i.length<512&&c===e&&i.charAt(0)==="<"&&!bt.test(i)&&(p.support.checkClone||!bw.test(i))&&(p.support.html5Clone||!bu.test(i))&&(g=!0,f=p.fragments[i],h=f!==b),f||(f=c.createDocumentFragment(),p.clean(a,c,f,d),g&&(p.fragments[i]=h&&f)),{fragment:f,cacheable:g}},p.fragments={},p.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(a,b){p.fn[a]=function(c){var d,e=0,f=[],g=p(c),h=g.length,i=this.length===1&&this[0].parentNode;if((i==null||i&&i.nodeType===11&&i.childNodes.length===1)&&h===1)return g[b](this[0]),this;for(;e<h;e++)d=(e>0?this.clone(!0):this).get(),p(g[e])[b](d),f=f.concat(d);return this.pushStack(f,a,g.selector)}}),p.extend({clone:function(a,b,c){var d,e,f,g;p.support.html5Clone||p.isXMLDoc(a)||!bu.test("<"+a.nodeName+">")?g=a.cloneNode(!0):(bB.innerHTML=a.outerHTML,bB.removeChild(g=bB.firstChild));if((!p.support.noCloneEvent||!p.support.noCloneChecked)&&(a.nodeType===1||a.nodeType===11)&&!p.isXMLDoc(a)){bE(a,g),d=bF(a),e=bF(g);for(f=0;d[f];++f)e[f]&&bE(d[f],e[f])}if(b){bD(a,g);if(c){d=bF(a),e=bF(g);for(f=0;d[f];++f)bD(d[f],e[f])}}return d=e=null,g},clean:function(a,b,c,d){var f,g,h,i,j,k,l,m,n,o,q,r,s=b===e&&bA,t=[];if(!b||typeof b.createDocumentFragment=="undefined")b=e;for(f=0;(h=a[f])!=null;f++){typeof h=="number"&&(h+="");if(!h)continue;if(typeof h=="string")if(!br.test(h))h=b.createTextNode(h);else{s=s||bk(b),l=b.createElement("div"),s.appendChild(l),h=h.replace(bo,"<$1></$2>"),i=(bp.exec(h)||["",""])[1].toLowerCase(),j=bz[i]||bz._default,k=j[0],l.innerHTML=j[1]+h+j[2];while(k--)l=l.lastChild;if(!p.support.tbody){m=bq.test(h),n=i==="table"&&!m?l.firstChild&&l.firstChild.childNodes:j[1]==="<table>"&&!m?l.childNodes:[];for(g=n.length-1;g>=0;--g)p.nodeName(n[g],"tbody")&&!n[g].childNodes.length&&n[g].parentNode.removeChild(n[g])}!p.support.leadingWhitespace&&bn.test(h)&&l.insertBefore(b.createTextNode(bn.exec(h)[0]),l.firstChild),h=l.childNodes,l.parentNode.removeChild(l)}h.nodeType?t.push(h):p.merge(t,h)}l&&(h=l=s=null);if(!p.support.appendChecked)for(f=0;(h=t[f])!=null;f++)p.nodeName(h,"input")?bG(h):typeof h.getElementsByTagName!="undefined"&&p.grep(h.getElementsByTagName("input"),bG);if(c){q=function(a){if(!a.type||bx.test(a.type))return d?d.push(a.parentNode?a.parentNode.removeChild(a):a):c.appendChild(a)};for(f=0;(h=t[f])!=null;f++)if(!p.nodeName(h,"script")||!q(h))c.appendChild(h),typeof h.getElementsByTagName!="undefined"&&(r=p.grep(p.merge([],h.getElementsByTagName("script")),q),t.splice.apply(t,[f+1,0].concat(r)),f+=r.length)}return t},cleanData:function(a,b){var c,d,e,f,g=0,h=p.expando,i=p.cache,j=p.support.deleteExpando,k=p.event.special;for(;(e=a[g])!=null;g++)if(b||p.acceptData(e)){d=e[h],c=d&&i[d];if(c){if(c.events)for(f in c.events)k[f]?p.event.remove(e,f):p.removeEvent(e,f,c.handle);i[d]&&(delete i[d],j?delete e[h]:e.removeAttribute?e.removeAttribute(h):e[h]=null,p.deletedIds.push(d))}}}}),function(){var a,b;p.uaMatch=function(a){a=a.toLowerCase();var b=/(chrome)[ \/]([\w.]+)/.exec(a)||/(webkit)[ \/]([\w.]+)/.exec(a)||/(opera)(?:.*version|)[ \/]([\w.]+)/.exec(a)||/(msie) ([\w.]+)/.exec(a)||a.indexOf("compatible")<0&&/(mozilla)(?:.*? rv:([\w.]+)|)/.exec(a)||[];return{browser:b[1]||"",version:b[2]||"0"}},a=p.uaMatch(g.userAgent),b={},a.browser&&(b[a.browser]=!0,b.version=a.version),b.chrome?b.webkit=!0:b.webkit&&(b.safari=!0),p.browser=b,p.sub=function(){function a(b,c){return new a.fn.init(b,c)}p.extend(!0,a,this),a.superclass=this,a.fn=a.prototype=this(),a.fn.constructor=a,a.sub=this.sub,a.fn.init=function c(c,d){return d&&d instanceof p&&!(d instanceof a)&&(d=a(d)),p.fn.init.call(this,c,d,b)},a.fn.init.prototype=a.fn;var b=a(e);return a}}();var bH,bI,bJ,bK=/alpha\([^)]*\)/i,bL=/opacity=([^)]*)/,bM=/^(top|right|bottom|left)$/,bN=/^(none|table(?!-c[ea]).+)/,bO=/^margin/,bP=new RegExp("^("+q+")(.*)$","i"),bQ=new RegExp("^("+q+")(?!px)[a-z%]+$","i"),bR=new RegExp("^([-+])=("+q+")","i"),bS={},bT={position:"absolute",visibility:"hidden",display:"block"},bU={letterSpacing:0,fontWeight:400},bV=["Top","Right","Bottom","Left"],bW=["Webkit","O","Moz","ms"],bX=p.fn.toggle;p.fn.extend({css:function(a,c){return p.access(this,function(a,c,d){return d!==b?p.style(a,c,d):p.css(a,c)},a,c,arguments.length>1)},show:function(){return b$(this,!0)},hide:function(){return b$(this)},toggle:function(a,b){var c=typeof a=="boolean";return p.isFunction(a)&&p.isFunction(b)?bX.apply(this,arguments):this.each(function(){(c?a:bZ(this))?p(this).show():p(this).hide()})}}),p.extend({cssHooks:{opacity:{get:function(a,b){if(b){var c=bH(a,"opacity");return c===""?"1":c}}}},cssNumber:{fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":p.support.cssFloat?"cssFloat":"styleFloat"},style:function(a,c,d,e){if(!a||a.nodeType===3||a.nodeType===8||!a.style)return;var f,g,h,i=p.camelCase(c),j=a.style;c=p.cssProps[i]||(p.cssProps[i]=bY(j,i)),h=p.cssHooks[c]||p.cssHooks[i];if(d===b)return h&&"get"in h&&(f=h.get(a,!1,e))!==b?f:j[c];g=typeof d,g==="string"&&(f=bR.exec(d))&&(d=(f[1]+1)*f[2]+parseFloat(p.css(a,c)),g="number");if(d==null||g==="number"&&isNaN(d))return;g==="number"&&!p.cssNumber[i]&&(d+="px");if(!h||!("set"in h)||(d=h.set(a,d,e))!==b)try{j[c]=d}catch(k){}},css:function(a,c,d,e){var f,g,h,i=p.camelCase(c);return c=p.cssProps[i]||(p.cssProps[i]=bY(a.style,i)),h=p.cssHooks[c]||p.cssHooks[i],h&&"get"in h&&(f=h.get(a,!0,e)),f===b&&(f=bH(a,c)),f==="normal"&&c in bU&&(f=bU[c]),d||e!==b?(g=parseFloat(f),d||p.isNumeric(g)?g||0:f):f},swap:function(a,b,c){var d,e,f={};for(e in b)f[e]=a.style[e],a.style[e]=b[e];d=c.call(a);for(e in b)a.style[e]=f[e];return d}}),a.getComputedStyle?bH=function(b,c){var d,e,f,g,h=a.getComputedStyle(b,null),i=b.style;return h&&(d=h[c],d===""&&!p.contains(b.ownerDocument,b)&&(d=p.style(b,c)),bQ.test(d)&&bO.test(c)&&(e=i.width,f=i.minWidth,g=i.maxWidth,i.minWidth=i.maxWidth=i.width=d,d=h.width,i.width=e,i.minWidth=f,i.maxWidth=g)),d}:e.documentElement.currentStyle&&(bH=function(a,b){var c,d,e=a.currentStyle&&a.currentStyle[b],f=a.style;return e==null&&f&&f[b]&&(e=f[b]),bQ.test(e)&&!bM.test(b)&&(c=f.left,d=a.runtimeStyle&&a.runtimeStyle.left,d&&(a.runtimeStyle.left=a.currentStyle.left),f.left=b==="fontSize"?"1em":e,e=f.pixelLeft+"px",f.left=c,d&&(a.runtimeStyle.left=d)),e===""?"auto":e}),p.each(["height","width"],function(a,b){p.cssHooks[b]={get:function(a,c,d){if(c)return a.offsetWidth===0&&bN.test(bH(a,"display"))?p.swap(a,bT,function(){return cb(a,b,d)}):cb(a,b,d)},set:function(a,c,d){return b_(a,c,d?ca(a,b,d,p.support.boxSizing&&p.css(a,"boxSizing")==="border-box"):0)}}}),p.support.opacity||(p.cssHooks.opacity={get:function(a,b){return bL.test((b&&a.currentStyle?a.currentStyle.filter:a.style.filter)||"")?.01*parseFloat(RegExp.$1)+"":b?"1":""},set:function(a,b){var c=a.style,d=a.currentStyle,e=p.isNumeric(b)?"alpha(opacity="+b*100+")":"",f=d&&d.filter||c.filter||"";c.zoom=1;if(b>=1&&p.trim(f.replace(bK,""))===""&&c.removeAttribute){c.removeAttribute("filter");if(d&&!d.filter)return}c.filter=bK.test(f)?f.replace(bK,e):f+" "+e}}),p(function(){p.support.reliableMarginRight||(p.cssHooks.marginRight={get:function(a,b){return p.swap(a,{display:"inline-block"},function(){if(b)return bH(a,"marginRight")})}}),!p.support.pixelPosition&&p.fn.position&&p.each(["top","left"],function(a,b){p.cssHooks[b]={get:function(a,c){if(c){var d=bH(a,b);return bQ.test(d)?p(a).position()[b]+"px":d}}}})}),p.expr&&p.expr.filters&&(p.expr.filters.hidden=function(a){return a.offsetWidth===0&&a.offsetHeight===0||!p.support.reliableHiddenOffsets&&(a.style&&a.style.display||bH(a,"display"))==="none"},p.expr.filters.visible=function(a){return!p.expr.filters.hidden(a)}),p.each({margin:"",padding:"",border:"Width"},function(a,b){p.cssHooks[a+b]={expand:function(c){var d,e=typeof c=="string"?c.split(" "):[c],f={};for(d=0;d<4;d++)f[a+bV[d]+b]=e[d]||e[d-2]||e[0];return f}},bO.test(a)||(p.cssHooks[a+b].set=b_)});var cd=/%20/g,ce=/\[\]$/,cf=/\r?\n/g,cg=/^(?:color|date|datetime|datetime-local|email|hidden|month|number|password|range|search|tel|text|time|url|week)$/i,ch=/^(?:select|textarea)/i;p.fn.extend({serialize:function(){return p.param(this.serializeArray())},serializeArray:function(){return this.map(function(){return this.elements?p.makeArray(this.elements):this}).filter(function(){return this.name&&!this.disabled&&(this.checked||ch.test(this.nodeName)||cg.test(this.type))}).map(function(a,b){var c=p(this).val();return c==null?null:p.isArray(c)?p.map(c,function(a,c){return{name:b.name,value:a.replace(cf,"\r\n")}}):{name:b.name,value:c.replace(cf,"\r\n")}}).get()}}),p.param=function(a,c){var d,e=[],f=function(a,b){b=p.isFunction(b)?b():b==null?"":b,e[e.length]=encodeURIComponent(a)+"="+encodeURIComponent(b)};c===b&&(c=p.ajaxSettings&&p.ajaxSettings.traditional);if(p.isArray(a)||a.jquery&&!p.isPlainObject(a))p.each(a,function(){f(this.name,this.value)});else for(d in a)ci(d,a[d],c,f);return e.join("&").replace(cd,"+")};var cj,ck,cl=/#.*$/,cm=/^(.*?):[ \t]*([^\r\n]*)\r?$/mg,cn=/^(?:about|app|app\-storage|.+\-extension|file|res|widget):$/,co=/^(?:GET|HEAD)$/,cp=/^\/\//,cq=/\?/,cr=/<script\b[^<]*(?:(?!<\/script>)<[^<]*)*<\/script>/gi,cs=/([?&])_=[^&]*/,ct=/^([\w\+\.\-]+:)(?:\/\/([^\/?#:]*)(?::(\d+)|)|)/,cu=p.fn.load,cv={},cw={},cx=["*/"]+["*"];try{ck=f.href}catch(cy){ck=e.createElement("a"),ck.href="",ck=ck.href}cj=ct.exec(ck.toLowerCase())||[],p.fn.load=function(a,c,d){if(typeof a!="string"&&cu)return cu.apply(this,arguments);if(!this.length)return this;var e,f,g,h=this,i=a.indexOf(" ");return i>=0&&(e=a.slice(i,a.length),a=a.slice(0,i)),p.isFunction(c)?(d=c,c=b):c&&typeof c=="object"&&(f="POST"),p.ajax({url:a,type:f,dataType:"html",data:c,complete:function(a,b){d&&h.each(d,g||[a.responseText,b,a])}}).done(function(a){g=arguments,h.html(e?p("<div>").append(a.replace(cr,"")).find(e):a)}),this},p.each("ajaxStart ajaxStop ajaxComplete ajaxError ajaxSuccess ajaxSend".split(" "),function(a,b){p.fn[b]=function(a){return this.on(b,a)}}),p.each(["get","post"],function(a,c){p[c]=function(a,d,e,f){return p.isFunction(d)&&(f=f||e,e=d,d=b),p.ajax({type:c,url:a,data:d,success:e,dataType:f})}}),p.extend({getScript:function(a,c){return p.get(a,b,c,"script")},getJSON:function(a,b,c){return p.get(a,b,c,"json")},ajaxSetup:function(a,b){return b?cB(a,p.ajaxSettings):(b=a,a=p.ajaxSettings),cB(a,b),a},ajaxSettings:{url:ck,isLocal:cn.test(cj[1]),global:!0,type:"GET",contentType:"application/x-www-form-urlencoded; charset=UTF-8",processData:!0,async:!0,accepts:{xml:"application/xml, text/xml",html:"text/html",text:"text/plain",json:"application/json, text/javascript","*":cx},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":a.String,"text html":!0,"text json":p.parseJSON,"text xml":p.parseXML},flatOptions:{context:!0,url:!0}},ajaxPrefilter:cz(cv),ajaxTransport:cz(cw),ajax:function(a,c){function y(a,c,f,i){var k,s,t,u,w,y=c;if(v===2)return;v=2,h&&clearTimeout(h),g=b,e=i||"",x.readyState=a>0?4:0,f&&(u=cC(l,x,f));if(a>=200&&a<300||a===304)l.ifModified&&(w=x.getResponseHeader("Last-Modified"),w&&(p.lastModified[d]=w),w=x.getResponseHeader("Etag"),w&&(p.etag[d]=w)),a===304?(y="notmodified",k=!0):(k=cD(l,u),y=k.state,s=k.data,t=k.error,k=!t);else{t=y;if(!y||a)y="error",a<0&&(a=0)}x.status=a,x.statusText=(c||y)+"",k?o.resolveWith(m,[s,y,x]):o.rejectWith(m,[x,y,t]),x.statusCode(r),r=b,j&&n.trigger("ajax"+(k?"Success":"Error"),[x,l,k?s:t]),q.fireWith(m,[x,y]),j&&(n.trigger("ajaxComplete",[x,l]),--p.active||p.event.trigger("ajaxStop"))}typeof a=="object"&&(c=a,a=b),c=c||{};var d,e,f,g,h,i,j,k,l=p.ajaxSetup({},c),m=l.context||l,n=m!==l&&(m.nodeType||m instanceof p)?p(m):p.event,o=p.Deferred(),q=p.Callbacks("once memory"),r=l.statusCode||{},t={},u={},v=0,w="canceled",x={readyState:0,setRequestHeader:function(a,b){if(!v){var c=a.toLowerCase();a=u[c]=u[c]||a,t[a]=b}return this},getAllResponseHeaders:function(){return v===2?e:null},getResponseHeader:function(a){var c;if(v===2){if(!f){f={};while(c=cm.exec(e))f[c[1].toLowerCase()]=c[2]}c=f[a.toLowerCase()]}return c===b?null:c},overrideMimeType:function(a){return v||(l.mimeType=a),this},abort:function(a){return a=a||w,g&&g.abort(a),y(0,a),this}};o.promise(x),x.success=x.done,x.error=x.fail,x.complete=q.add,x.statusCode=function(a){if(a){var b;if(v<2)for(b in a)r[b]=[r[b],a[b]];else b=a[x.status],x.always(b)}return this},l.url=((a||l.url)+"").replace(cl,"").replace(cp,cj[1]+"//"),l.dataTypes=p.trim(l.dataType||"*").toLowerCase().split(s),l.crossDomain==null&&(i=ct.exec(l.url.toLowerCase())||!1,l.crossDomain=i&&i.join(":")+(i[3]?"":i[1]==="http:"?80:443)!==cj.join(":")+(cj[3]?"":cj[1]==="http:"?80:443)),l.data&&l.processData&&typeof l.data!="string"&&(l.data=p.param(l.data,l.traditional)),cA(cv,l,c,x);if(v===2)return x;j=l.global,l.type=l.type.toUpperCase(),l.hasContent=!co.test(l.type),j&&p.active++===0&&p.event.trigger("ajaxStart");if(!l.hasContent){l.data&&(l.url+=(cq.test(l.url)?"&":"?")+l.data,delete l.data),d=l.url;if(l.cache===!1){var z=p.now(),A=l.url.replace(cs,"$1_="+z);l.url=A+(A===l.url?(cq.test(l.url)?"&":"?")+"_="+z:"")}}(l.data&&l.hasContent&&l.contentType!==!1||c.contentType)&&x.setRequestHeader("Content-Type",l.contentType),l.ifModified&&(d=d||l.url,p.lastModified[d]&&x.setRequestHeader("If-Modified-Since",p.lastModified[d]),p.etag[d]&&x.setRequestHeader("If-None-Match",p.etag[d])),x.setRequestHeader("Accept",l.dataTypes[0]&&l.accepts[l.dataTypes[0]]?l.accepts[l.dataTypes[0]]+(l.dataTypes[0]!=="*"?", "+cx+"; q=0.01":""):l.accepts["*"]);for(k in l.headers)x.setRequestHeader(k,l.headers[k]);if(!l.beforeSend||l.beforeSend.call(m,x,l)!==!1&&v!==2){w="abort";for(k in{success:1,error:1,complete:1})x[k](l[k]);g=cA(cw,l,c,x);if(!g)y(-1,"No Transport");else{x.readyState=1,j&&n.trigger("ajaxSend",[x,l]),l.async&&l.timeout>0&&(h=setTimeout(function(){x.abort("timeout")},l.timeout));try{v=1,g.send(t,y)}catch(B){if(v<2)y(-1,B);else throw B}}return x}return x.abort()},active:0,lastModified:{},etag:{}});var cE=[],cF=/\?/,cG=/(=)\?(?=&|$)|\?\?/,cH=p.now();p.ajaxSetup({jsonp:"callback",jsonpCallback:function(){var a=cE.pop()||p.expando+"_"+cH++;return this[a]=!0,a}}),p.ajaxPrefilter("json jsonp",function(c,d,e){var f,g,h,i=c.data,j=c.url,k=c.jsonp!==!1,l=k&&cG.test(j),m=k&&!l&&typeof i=="string"&&!(c.contentType||"").indexOf("application/x-www-form-urlencoded")&&cG.test(i);if(c.dataTypes[0]==="jsonp"||l||m)return f=c.jsonpCallback=p.isFunction(c.jsonpCallback)?c.jsonpCallback():c.jsonpCallback,g=a[f],l?c.url=j.replace(cG,"$1"+f):m?c.data=i.replace(cG,"$1"+f):k&&(c.url+=(cF.test(j)?"&":"?")+c.jsonp+"="+f),c.converters["script json"]=function(){return h||p.error(f+" was not called"),h[0]},c.dataTypes[0]="json",a[f]=function(){h=arguments},e.always(function(){a[f]=g,c[f]&&(c.jsonpCallback=d.jsonpCallback,cE.push(f)),h&&p.isFunction(g)&&g(h[0]),h=g=b}),"script"}),p.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/javascript|ecmascript/},converters:{"text script":function(a){return p.globalEval(a),a}}}),p.ajaxPrefilter("script",function(a){a.cache===b&&(a.cache=!1),a.crossDomain&&(a.type="GET",a.global=!1)}),p.ajaxTransport("script",function(a){if(a.crossDomain){var c,d=e.head||e.getElementsByTagName("head")[0]||e.documentElement;return{send:function(f,g){c=e.createElement("script"),c.async="async",a.scriptCharset&&(c.charset=a.scriptCharset),c.src=a.url,c.onload=c.onreadystatechange=function(a,e){if(e||!c.readyState||/loaded|complete/.test(c.readyState))c.onload=c.onreadystatechange=null,d&&c.parentNode&&d.removeChild(c),c=b,e||g(200,"success")},d.insertBefore(c,d.firstChild)},abort:function(){c&&c.onload(0,1)}}}});var cI,cJ=a.ActiveXObject?function(){for(var a in cI)cI[a](0,1)}:!1,cK=0;p.ajaxSettings.xhr=a.ActiveXObject?function(){return!this.isLocal&&cL()||cM()}:cL,function(a){p.extend(p.support,{ajax:!!a,cors:!!a&&"withCredentials"in a})}(p.ajaxSettings.xhr()),p.support.ajax&&p.ajaxTransport(function(c){if(!c.crossDomain||p.support.cors){var d;return{send:function(e,f){var g,h,i=c.xhr();c.username?i.open(c.type,c.url,c.async,c.username,c.password):i.open(c.type,c.url,c.async);if(c.xhrFields)for(h in c.xhrFields)i[h]=c.xhrFields[h];c.mimeType&&i.overrideMimeType&&i.overrideMimeType(c.mimeType),!c.crossDomain&&!e["X-Requested-With"]&&(e["X-Requested-With"]="XMLHttpRequest");try{for(h in e)i.setRequestHeader(h,e[h])}catch(j){}i.send(c.hasContent&&c.data||null),d=function(a,e){var h,j,k,l,m;try{if(d&&(e||i.readyState===4)){d=b,g&&(i.onreadystatechange=p.noop,cJ&&delete cI[g]);if(e)i.readyState!==4&&i.abort();else{h=i.status,k=i.getAllResponseHeaders(),l={},m=i.responseXML,m&&m.documentElement&&(l.xml=m);try{l.text=i.responseText}catch(a){}try{j=i.statusText}catch(n){j=""}!h&&c.isLocal&&!c.crossDomain?h=l.text?200:404:h===1223&&(h=204)}}}catch(o){e||f(-1,o)}l&&f(h,j,l,k)},c.async?i.readyState===4?setTimeout(d,0):(g=++cK,cJ&&(cI||(cI={},p(a).unload(cJ)),cI[g]=d),i.onreadystatechange=d):d()},abort:function(){d&&d(0,1)}}}});var cN,cO,cP=/^(?:toggle|show|hide)$/,cQ=new RegExp("^(?:([-+])=|)("+q+")([a-z%]*)$","i"),cR=/queueHooks$/,cS=[cY],cT={"*":[function(a,b){var c,d,e=this.createTween(a,b),f=cQ.exec(b),g=e.cur(),h=+g||0,i=1,j=20;if(f){c=+f[2],d=f[3]||(p.cssNumber[a]?"":"px");if(d!=="px"&&h){h=p.css(e.elem,a,!0)||c||1;do i=i||".5",h=h/i,p.style(e.elem,a,h+d);while(i!==(i=e.cur()/g)&&i!==1&&--j)}e.unit=d,e.start=h,e.end=f[1]?h+(f[1]+1)*c:c}return e}]};p.Animation=p.extend(cW,{tweener:function(a,b){p.isFunction(a)?(b=a,a=["*"]):a=a.split(" ");var c,d=0,e=a.length;for(;d<e;d++)c=a[d],cT[c]=cT[c]||[],cT[c].unshift(b)},prefilter:function(a,b){b?cS.unshift(a):cS.push(a)}}),p.Tween=cZ,cZ.prototype={constructor:cZ,init:function(a,b,c,d,e,f){this.elem=a,this.prop=c,this.easing=e||"swing",this.options=b,this.start=this.now=this.cur(),this.end=d,this.unit=f||(p.cssNumber[c]?"":"px")},cur:function(){var a=cZ.propHooks[this.prop];return a&&a.get?a.get(this):cZ.propHooks._default.get(this)},run:function(a){var b,c=cZ.propHooks[this.prop];return this.options.duration?this.pos=b=p.easing[this.easing](a,this.options.duration*a,0,1,this.options.duration):this.pos=b=a,this.now=(this.end-this.start)*b+this.start,this.options.step&&this.options.step.call(this.elem,this.now,this),c&&c.set?c.set(this):cZ.propHooks._default.set(this),this}},cZ.prototype.init.prototype=cZ.prototype,cZ.propHooks={_default:{get:function(a){var b;return a.elem[a.prop]==null||!!a.elem.style&&a.elem.style[a.prop]!=null?(b=p.css(a.elem,a.prop,!1,""),!b||b==="auto"?0:b):a.elem[a.prop]},set:function(a){p.fx.step[a.prop]?p.fx.step[a.prop](a):a.elem.style&&(a.elem.style[p.cssProps[a.prop]]!=null||p.cssHooks[a.prop])?p.style(a.elem,a.prop,a.now+a.unit):a.elem[a.prop]=a.now}}},cZ.propHooks.scrollTop=cZ.propHooks.scrollLeft={set:function(a){a.elem.nodeType&&a.elem.parentNode&&(a.elem[a.prop]=a.now)}},p.each(["toggle","show","hide"],function(a,b){var c=p.fn[b];p.fn[b]=function(d,e,f){return d==null||typeof d=="boolean"||!a&&p.isFunction(d)&&p.isFunction(e)?c.apply(this,arguments):this.animate(c$(b,!0),d,e,f)}}),p.fn.extend({fadeTo:function(a,b,c,d){return this.filter(bZ).css("opacity",0).show().end().animate({opacity:b},a,c,d)},animate:function(a,b,c,d){var e=p.isEmptyObject(a),f=p.speed(b,c,d),g=function(){var b=cW(this,p.extend({},a),f);e&&b.stop(!0)};return e||f.queue===!1?this.each(g):this.queue(f.queue,g)},stop:function(a,c,d){var e=function(a){var b=a.stop;delete a.stop,b(d)};return typeof a!="string"&&(d=c,c=a,a=b),c&&a!==!1&&this.queue(a||"fx",[]),this.each(function(){var b=!0,c=a!=null&&a+"queueHooks",f=p.timers,g=p._data(this);if(c)g[c]&&g[c].stop&&e(g[c]);else for(c in g)g[c]&&g[c].stop&&cR.test(c)&&e(g[c]);for(c=f.length;c--;)f[c].elem===this&&(a==null||f[c].queue===a)&&(f[c].anim.stop(d),b=!1,f.splice(c,1));(b||!d)&&p.dequeue(this,a)})}}),p.each({slideDown:c$("show"),slideUp:c$("hide"),slideToggle:c$("toggle"),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(a,b){p.fn[a]=function(a,c,d){return this.animate(b,a,c,d)}}),p.speed=function(a,b,c){var d=a&&typeof a=="object"?p.extend({},a):{complete:c||!c&&b||p.isFunction(a)&&a,duration:a,easing:c&&b||b&&!p.isFunction(b)&&b};d.duration=p.fx.off?0:typeof d.duration=="number"?d.duration:d.duration in p.fx.speeds?p.fx.speeds[d.duration]:p.fx.speeds._default;if(d.queue==null||d.queue===!0)d.queue="fx";return d.old=d.complete,d.complete=function(){p.isFunction(d.old)&&d.old.call(this),d.queue&&p.dequeue(this,d.queue)},d},p.easing={linear:function(a){return a},swing:function(a){return.5-Math.cos(a*Math.PI)/2}},p.timers=[],p.fx=cZ.prototype.init,p.fx.tick=function(){var a,b=p.timers,c=0;for(;c<b.length;c++)a=b[c],!a()&&b[c]===a&&b.splice(c--,1);b.length||p.fx.stop()},p.fx.timer=function(a){a()&&p.timers.push(a)&&!cO&&(cO=setInterval(p.fx.tick,p.fx.interval))},p.fx.interval=13,p.fx.stop=function(){clearInterval(cO),cO=null},p.fx.speeds={slow:600,fast:200,_default:400},p.fx.step={},p.expr&&p.expr.filters&&(p.expr.filters.animated=function(a){return p.grep(p.timers,function(b){return a===b.elem}).length});var c_=/^(?:body|html)$/i;p.fn.offset=function(a){if(arguments.length)return a===b?this:this.each(function(b){p.offset.setOffset(this,a,b)});var c,d,e,f,g,h,i,j={top:0,left:0},k=this[0],l=k&&k.ownerDocument;if(!l)return;return(d=l.body)===k?p.offset.bodyOffset(k):(c=l.documentElement,p.contains(c,k)?(typeof k.getBoundingClientRect!="undefined"&&(j=k.getBoundingClientRect()),e=da(l),f=c.clientTop||d.clientTop||0,g=c.clientLeft||d.clientLeft||0,h=e.pageYOffset||c.scrollTop,i=e.pageXOffset||c.scrollLeft,{top:j.top+h-f,left:j.left+i-g}):j)},p.offset={bodyOffset:function(a){var b=a.offsetTop,c=a.offsetLeft;return p.support.doesNotIncludeMarginInBodyOffset&&(b+=parseFloat(p.css(a,"marginTop"))||0,c+=parseFloat(p.css(a,"marginLeft"))||0),{top:b,left:c}},setOffset:function(a,b,c){var d=p.css(a,"position");d==="static"&&(a.style.position="relative");var e=p(a),f=e.offset(),g=p.css(a,"top"),h=p.css(a,"left"),i=(d==="absolute"||d==="fixed")&&p.inArray("auto",[g,h])>-1,j={},k={},l,m;i?(k=e.position(),l=k.top,m=k.left):(l=parseFloat(g)||0,m=parseFloat(h)||0),p.isFunction(b)&&(b=b.call(a,c,f)),b.top!=null&&(j.top=b.top-f.top+l),b.left!=null&&(j.left=b.left-f.left+m),"using"in b?b.using.call(a,j):e.css(j)}},p.fn.extend({position:function(){if(!this[0])return;var a=this[0],b=this.offsetParent(),c=this.offset(),d=c_.test(b[0].nodeName)?{top:0,left:0}:b.offset();return c.top-=parseFloat(p.css(a,"marginTop"))||0,c.left-=parseFloat(p.css(a,"marginLeft"))||0,d.top+=parseFloat(p.css(b[0],"borderTopWidth"))||0,d.left+=parseFloat(p.css(b[0],"borderLeftWidth"))||0,{top:c.top-d.top,left:c.left-d.left}},offsetParent:function(){return this.map(function(){var a=this.offsetParent||e.body;while(a&&!c_.test(a.nodeName)&&p.css(a,"position")==="static")a=a.offsetParent;return a||e.body})}}),p.each({scrollLeft:"pageXOffset",scrollTop:"pageYOffset"},function(a,c){var d=/Y/.test(c);p.fn[a]=function(e){return p.access(this,function(a,e,f){var g=da(a);if(f===b)return g?c in g?g[c]:g.document.documentElement[e]:a[e];g?g.scrollTo(d?p(g).scrollLeft():f,d?f:p(g).scrollTop()):a[e]=f},a,e,arguments.length,null)}}),p.each({Height:"height",Width:"width"},function(a,c){p.each({padding:"inner"+a,content:c,"":"outer"+a},function(d,e){p.fn[e]=function(e,f){var g=arguments.length&&(d||typeof e!="boolean"),h=d||(e===!0||f===!0?"margin":"border");return p.access(this,function(c,d,e){var f;return p.isWindow(c)?c.document.documentElement["client"+a]:c.nodeType===9?(f=c.documentElement,Math.max(c.body["scroll"+a],f["scroll"+a],c.body["offset"+a],f["offset"+a],f["client"+a])):e===b?p.css(c,d,e,h):p.style(c,d,e,h)},c,g?e:b,g,null)}})}),a.jQuery=a.$=p,typeof define=="function"&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return p})})(window);
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OEBPS/js/r/CSS2DRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CSS2DObject = function ( element ) {

	THREE.Object3D.call( this );

	this.element = element;
	this.element.style.position = 'absolute';

	this.addEventListener( 'removed', function ( event ) {

		if ( this.element.parentNode !== null ) {

			this.element.parentNode.removeChild( this.element );

		}

	} );

};

THREE.CSS2DObject.prototype = Object.create( THREE.Object3D.prototype );
THREE.CSS2DObject.prototype.constructor = THREE.CSS2DObject;

//

THREE.CSS2DRenderer = function () {

	console.log( 'THREE.CSS2DRenderer', THREE.REVISION );

	var _width, _height;
	var _widthHalf, _heightHalf;

	var vector = new THREE.Vector3();
	var viewMatrix = new THREE.Matrix4();
	var viewProjectionMatrix = new THREE.Matrix4();

	var domElement = document.createElement( 'div' );
	domElement.style.overflow = 'hidden';

	this.domElement = domElement;

	this.setSize = function ( width, height ) {

		_width = width;
		_height = height;

		_widthHalf = _width / 2;
		_heightHalf = _height / 2;

		domElement.style.width = width + 'px';
		domElement.style.height = height + 'px';

	};

	var renderObject = function ( object, camera ) {

		if ( object instanceof THREE.CSS2DObject ) {

			vector.setFromMatrixPosition( object.matrixWorld );
			vector.applyProjection( viewProjectionMatrix );

			var element = object.element;
			var style = 'translate(-50%,-50%) translate(' + ( vector.x * _widthHalf + _widthHalf ) + 'px,' + ( - vector.y * _heightHalf + _heightHalf ) + 'px)';

			element.style.WebkitTransform = style;
			element.style.MozTransform = style;
			element.style.oTransform = style;
			element.style.transform = style;

			if ( element.parentNode !== domElement ) {

				domElement.appendChild( element );

			}

		}

		for ( var i = 0, l = object.children.length; i < l; i ++ ) {

			renderObject( object.children[ i ], camera );

		}

	};

	this.render = function ( scene, camera ) {

		scene.updateMatrixWorld();

		if ( camera.parent === null ) camera.updateMatrixWorld();

		camera.matrixWorldInverse.getInverse( camera.matrixWorld );

		viewMatrix.copy( camera.matrixWorldInverse.getInverse( camera.matrixWorld ) );
		viewProjectionMatrix.multiplyMatrices( camera.projectionMatrix, viewMatrix );

		renderObject( scene, camera );

	};

};
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OEBPS/js/oimo.js
/**

 * OimoPhysics DEV 1.1.0a

 * @author Saharan / http://el-ement.com/

 * 

 * Oimo.js 2014

 * @author LoTh / http://3dflashlo.wordpress.com/

 */

 

var OIMO = { REVISION: 'DEV.1.1.2a' };



OIMO.SHAPE_SPHERE = 0x1;

OIMO.SHAPE_BOX = 0x2;



OIMO.WORLD_SCALE = 1;

OIMO.INV_SCALE = 1;



OIMO.TO_RAD = Math.PI / 180;

OIMO.TwoPI = 2.0 * Math.PI;



// Global identification of next shape.

// This will be incremented every time a shape is created.

OIMO.nextID = 0;



var OIMO_ARRAY_TYPE;

if(!OIMO_ARRAY_TYPE) { OIMO_ARRAY_TYPE = typeof Float32Array !== 'undefined' ? Float32Array : Array; }

/**

* The class of physical computing world. 

* You must be added to the world physical all computing objects

* @author saharan

*/

OIMO.World = function(TimeStep, BroadPhaseType, Iterations, NoStat){



    // The time between each step

    this.timeStep= TimeStep || 1/60;

    // The number of iterations for constraint solvers.

    this.numIterations = Iterations || 8;

     // It is a wide-area collision judgment that is used in order to reduce as much as possible a detailed collision judgment.

    var broadPhaseType = BroadPhaseType || 2;

    switch(broadPhaseType){

        case 1: this.broadPhase=new OIMO.BruteForceBroadPhase(); break;

        case 2: default: this.broadPhase=new OIMO.SAPBroadPhase(); break;

        case 3: this.broadPhase=new OIMO.DBVTBroadPhase(); break;

    }

    // Whether the constraints randomizer is enabled or not.

    this.enableRandomizer = true;



    this.isNoStat = NoStat || false;





    // The rigid body list

    this.rigidBodies=null;

    // number of rigid body

    this.numRigidBodies=0;

    // The contact list

    this.contacts=null;

    this.unusedContacts=null;

    // The number of contact

    this.numContacts=0;

    // The number of contact points

    this.numContactPoints=0;

    //  The joint list

    this.joints=null;

    // The number of joints.

    this.numJoints=0;

    // The number of simulation islands.

    this.numIslands=0;

    

   

    // The gravity in the world.

    this.gravity=new OIMO.Vec3(0,-9.80665,0);



    // This is the detailed information of the performance. 

    this.performance = null;

    if(!this.isNoStat) this.performance = new OIMO.Performance(this);



    var numShapeTypes=3;

    this.detectors=[];

    this.detectors.length = numShapeTypes;

    var i=numShapeTypes;

    while(i--){

        this.detectors[i]=[];

        this.detectors[i].length = numShapeTypes;

    }

    this.detectors[OIMO.SHAPE_SPHERE][OIMO.SHAPE_SPHERE]=new OIMO.SphereSphereCollisionDetector();

    this.detectors[OIMO.SHAPE_SPHERE][OIMO.SHAPE_BOX]=new OIMO.SphereBoxCollisionDetector(false);

    this.detectors[OIMO.SHAPE_BOX][OIMO.SHAPE_SPHERE]=new OIMO.SphereBoxCollisionDetector(true);

    this.detectors[OIMO.SHAPE_BOX][OIMO.SHAPE_BOX]=new OIMO.BoxBoxCollisionDetector();

 

    this.randX=65535;

    this.randA=98765;

    this.randB=123456789;

    this.maxIslandRigidBodies=64;

    this.islandRigidBodies=[];

    this.islandRigidBodies.length = this.maxIslandRigidBodies;

    this.islandStack=[];

    this.islandStack.length = this.maxIslandRigidBodies;

    this.maxIslandConstraints=128;

    this.islandConstraints=[];

    this.islandConstraints.length = this.maxIslandConstraints;



};



OIMO.World.prototype = {

    constructor: OIMO.World,

    /**

    * Reset the randomizer and remove all rigid bodies, shapes, joints and any object from the world.

	*/

    clear:function(){

        this.randX=65535;

        while(this.joints!==null){

            this.removeJoint(this.joints);

        }

        while(this.contacts!==null){

            this.removeContact(this.contacts);

        }

        while(this.rigidBodies!==null){

            this.removeRigidBody(this.rigidBodies);

        }

        OIMO.nextID=0;

    },

    /**

    * I'll add a rigid body to the world. 

    * Rigid body that has been added will be the operands of each step.

    * @param  rigidBody  Rigid body that you want to add

    */

    addRigidBody:function(rigidBody){

        if(rigidBody.parent){

            throw new Error("It is not possible to be added to more than one world one of the rigid body");

        }

        rigidBody.parent=this;

        rigidBody.awake();

        for(var shape=rigidBody.shapes; shape!==null; shape=shape.next){

            this.addShape(shape);

        }

        if(this.rigidBodies!==null)(this.rigidBodies.prev=rigidBody).next=this.rigidBodies;

        this.rigidBodies = rigidBody;

        this.numRigidBodies++;

    },

    /**

    * I will remove the rigid body from the world. 

    * Rigid body that has been deleted is excluded from the calculation on a step-by-step basis.

    * @param  rigidBody  Rigid body to be removed

    */

    removeRigidBody:function(rigidBody){

        var remove=rigidBody;

        if(remove.parent!==this)return;

        remove.awake();

        var js=remove.jointLink;

        while(js!=null){

	        var joint=js.joint;

	        js=js.next;

	        this.removeJoint(joint);

        }

        for(var shape=rigidBody.shapes; shape!==null; shape=shape.next){

            this.removeShape(shape);

        }

        var prev=remove.prev;

        var next=remove.next;

        if(prev!==null) prev.next=next;

        if(next!==null) next.prev=prev;

        if(this.rigidBodies==remove) this.rigidBodies=next;

        remove.prev=null;

        remove.next=null;

        remove.parent=null;

        this.numRigidBodies--;

    },

    getByName:function(name){

        var result = null;

        var body=this.rigidBodies;

        while(body!==null){

            if(body.name!== " " && body.name === name) result = body;

            body=body.next;

        }

        var joint=this.joints;

        while(joint!==null){

            if(joint.name!== "" && joint.name === name) result = joint;

            joint=joint.next;

        }

        return result;

    },



    /**

    * I'll add a shape to the world..

    * Add to the rigid world, and if you add a shape to a rigid body that has been added to the world, 

    * Shape will be added to the world automatically, please do not call from outside this method.

    * @param  shape  Shape you want to add

    */

    addShape:function(shape){

        if(!shape.parent || !shape.parent.parent){

            throw new Error("It is not possible to be added alone to shape world");

        }

        shape.proxy = this.broadPhase.createProxy(shape);

        shape.updateProxy();

        this.broadPhase.addProxy(shape.proxy);

    },



    /**

    * I will remove the shape from the world.

    * Add to the rigid world, and if you add a shape to a rigid body that has been added to the world, 

    * Shape will be added to the world automatically, please do not call from outside this method.

    * @param  shape  Shape you want to delete

    */

    removeShape:function(shape){

        this.broadPhase.removeProxy(shape.proxy);

        shape.proxy=null;

    },



    /**

    * I'll add a joint to the world. 

    * Joint that has been added will be the operands of each step.

    * @param  shape Joint to be added

    */

    addJoint:function(joint){

        if(joint.parent){

            throw new Error("It is not possible to be added to more than one world one of the joint");

        }

        if(this.joints!=null)(this.joints.prev=joint).next=this.joints;

        this.joints=joint;

        joint.parent=this;

        this.numJoints++;

        joint.awake();

        joint.attach();

    },



    /**

    * I will remove the joint from the world. 

    * Joint that has been added will be the operands of each step.

    * @param  shape Joint to be deleted

    */

    removeJoint:function(joint){

        var remove=joint;

        var prev=remove.prev;

        var next=remove.next;

        if(prev!==null)prev.next=next;

        if(next!==null)next.prev=prev;

        if(this.joints==remove)this.joints=next;

        remove.prev=null;

        remove.next=null;

        this.numJoints--;

        remove.awake();

        remove.detach();

        remove.parent=null;

    },



    worldscale:function(scale){

        OIMO.WORLD_SCALE = scale || 100;

        OIMO.INV_SCALE = 1/OIMO.WORLD_SCALE;

    },



    /**

    * I will proceed only time step seconds time of World.

    */

    step:function(){

        var time0, time1, time2, time3;



        if(!this.isNoStat) time0=Date.now();



        var body=this.rigidBodies;



        while(body!==null){

            body.addedToIsland=false;

            if(body.sleeping){

                if( body.linearVelocity.testZero() || body.position.testDiff(body.sleepPosition) || body.orientation.testDiff(body.sleepOrientation)){ body.awake(); } // awake the body

                /*var lv=body.linearVelocity;

                var av=body.linearVelocity;

                var p=body.position;

                var sp=body.sleepPosition;

                var o=body.orientation;

                var so=body.sleepOrientation;

               

                if( lv.x!==0 || lv.y!==0 || lv.z!==0 || av.x!==0 || av.y!==0 || av.z!==0 ||

                p.x!==sp.x || p.y!==sp.y || p.z!==sp.z ||

                o.s!==so.s || o.x!==so.x || o.y!==so.y || o.z!==so.z

                ){ body.awake(); }*/

            }

            body=body.next;

        }



        



        //------------------------------------------------------

        //   UPDATE CONTACT

        //------------------------------------------------------



        // broad phase

        if(!this.isNoStat) time1=Date.now();



        this.broadPhase.detectPairs();

        var pairs=this.broadPhase.pairs;

        var numPairs=this.broadPhase.numPairs;

        var i = numPairs;

        //do{

        while(i--){

        //for(var i=0, l=numPairs; i<l; i++){

            var pair=pairs[i];

            var s1;

            var s2;

            if(pair.shape1.id<pair.shape2.id){

                s1=pair.shape1;

                s2=pair.shape2;

            }else{

                s1=pair.shape2;

                s2=pair.shape1;

            }

            var link;

            if(s1.numContacts<s2.numContacts){

                link=s1.contactLink;

            }else{

                link=s2.contactLink;

            }

            var exists=false;

            while(link){

                var contact=link.contact;

                if(contact.shape1==s1&&contact.shape2==s2){

                    contact.persisting=true;

                    exists=true;// contact already exists

                    break;

                }

                link=link.next;

            }

            if(!exists){

                this.addContact(s1,s2);

            }

        }// while(i-- >0);



        if(!this.isNoStat){

            time2=Date.now();

            this.performance.broadPhaseTime=time2-time1;

        }



        // update & narrow phase

        this.numContactPoints=0;

        contact=this.contacts;

        while(contact!==null){

            if(!contact.persisting){

                var aabb1=contact.shape1.aabb;

                var aabb2=contact.shape2.aabb;

                if(

	                aabb1.minX>aabb2.maxX || aabb1.maxX<aabb2.minX ||

	                aabb1.minY>aabb2.maxY || aabb1.maxY<aabb2.minY ||

	                aabb1.minZ>aabb2.maxZ || aabb1.maxZ<aabb2.minZ

                ){

                    var next=contact.next;

                    this.removeContact(contact);

                    contact=next;

                    continue;

                }

            }

            var b1=contact.body1;

            var b2=contact.body2;

            if(b1.isDynamic && !b1.sleeping || b2.isDynamic && !b2.sleeping){

                contact.updateManifold();

            }

            this.numContactPoints+=contact.manifold.numPoints;

            contact.persisting=false;

            contact.constraint.addedToIsland=false;

            contact=contact.next;

        }



        if(!this.isNoStat){

            time3=Date.now();

            this.performance.narrowPhaseTime=time3-time2;

        }



        //------------------------------------------------------

        //   SOLVE ISLANDS

        //------------------------------------------------------



        var invTimeStep=1/this.timeStep;

        //var body;

        var joint;

        var constraint;

        var num;

        for(joint=this.joints; joint!==null; joint=joint.next){

            joint.addedToIsland=false;

        }

        // expand island buffers

        if(this.maxIslandRigidBodies<this.numRigidBodies){

            this.maxIslandRigidBodies=this.numRigidBodies<<1;

            //this.maxIslandRigidBodies=this.numRigidBodies*2;



            this.islandRigidBodies=[];

            this.islandStack=[];

            this.islandRigidBodies.length = this.maxIslandRigidBodies;

            this.islandStack.length = this.maxIslandRigidBodies;

        }

        var numConstraints=this.numJoints+this.numContacts;

        if(this.maxIslandConstraints<numConstraints){

            this.maxIslandConstraints=numConstraints<<1;

            //this.maxIslandConstraints=numConstraints*2;

            this.islandConstraints=[];

            this.islandConstraints.length = this.maxIslandConstraints;

        }

        time1=Date.now();

        this.numIslands=0;

        // build and solve simulation islands

        for(var base=this.rigidBodies; base!==null; base=base.next){

            if(base.addedToIsland || base.isStatic || base.sleeping){

                continue;// ignore

            }

            if(base.isLonely()){// update single body

                if(base.isDynamic){

                    base.linearVelocity.addTime(this.gravity, this.timeStep);

                    /*base.linearVelocity.x+=this.gravity.x*this.timeStep;

                    base.linearVelocity.y+=this.gravity.y*this.timeStep;

                    base.linearVelocity.z+=this.gravity.z*this.timeStep;*/

                }

                if(this.calSleep(base)){

                    base.sleepTime+=this.timeStep;

                if(base.sleepTime>0.5){

                    base.sleep();

                }else{

                    base.updatePosition(this.timeStep);

                }

                }else{

                    base.sleepTime=0;

                    base.updatePosition(this.timeStep);

                }

                this.numIslands++;

                continue;

            }

            var islandNumRigidBodies=0;

            var islandNumConstraints=0;

            var stackCount=1;

            // add rigid body to stack

            this.islandStack[0]=base;

            base.addedToIsland=true;

            // build an island

            do{

                // get rigid body from stack

                body=this.islandStack[--stackCount];

                this.islandStack[stackCount]=null;

                body.sleeping=false;

                // add rigid body to the island

                this.islandRigidBodies[islandNumRigidBodies++]=body;

                if(body.isStatic){

                continue;

                }

                // search connections

                for(var cs=body.contactLink; cs!==null; cs=cs.next){

                    var contact=cs.contact;

                    constraint=contact.constraint;

                    if(constraint.addedToIsland||!contact.touching){

                        continue;// ignore

                    }

                    // add constraint to the island

                    this.islandConstraints[islandNumConstraints++]=constraint;

                    constraint.addedToIsland=true;

                    var next=cs.body;

                    if(next.addedToIsland){

                    continue;

                    }

                    // add rigid body to stack

                    this.islandStack[stackCount++]=next;

                    next.addedToIsland=true;

                }

                for(var js=body.jointLink; js!==null; js=js.next){

                    constraint=js.joint;

                    if(constraint.addedToIsland){

                        continue;// ignore

                    }

                    // add constraint to the island

                    this.islandConstraints[islandNumConstraints++]=constraint;

                    constraint.addedToIsland=true;

                    next=js.body;

                    if(next.addedToIsland || !next.isDynamic){

                    continue;

                    }

                    // add rigid body to stack

                    this.islandStack[stackCount++]=next;

                    next.addedToIsland=true;

                }

            }while(stackCount!=0);



            // update velocities

            var gVel = new OIMO.Vec3().addTime(this.gravity, this.timeStep);

            /*var gx=this.gravity.x*this.timeStep;

            var gy=this.gravity.y*this.timeStep;

            var gz=this.gravity.z*this.timeStep;*/

            var j = islandNumRigidBodies;

            while (j--){

            //or(var j=0, l=islandNumRigidBodies; j<l; j++){

                body=this.islandRigidBodies[j];

                if(body.isDynamic){

                    body.linearVelocity.addEqual(gVel);

                    /*body.linearVelocity.x+=gx;

                    body.linearVelocity.y+=gy;

                    body.linearVelocity.z+=gz;*/

                }

            }



            // randomizing order

            if(this.enableRandomizer){

                //for(var j=1, l=islandNumConstraints; j<l; j++){

                j = islandNumConstraints;

                while(j--){ if(j!==0){     

                        var swap=(this.randX=(this.randX*this.randA+this.randB&0x7fffffff))/2147483648.0*j|0;

                        constraint=this.islandConstraints[j];

                        this.islandConstraints[j]=this.islandConstraints[swap];

                        this.islandConstraints[swap]=constraint;

                    }

                }

            }



            // solve contraints

            j = islandNumConstraints;

            while(j--){

            //for(j=0, l=islandNumConstraints; j<l; j++){

                this.islandConstraints[j].preSolve(this.timeStep,invTimeStep);// pre-solve

            }

            var k = this.numIterations;

            while(k--){

            //for(var k=0, l=this.numIterations; k<l; k++){

                j = islandNumConstraints;

                while(j--){

                //for(j=0, m=islandNumConstraints; j<m; j++){

                    this.islandConstraints[j].solve();// main-solve

                }

            }

            j = islandNumConstraints;

            while(j--){

            //for(j=0, l=islandNumConstraints; j<l; j++){

                this.islandConstraints[j].postSolve();// post-solve

                this.islandConstraints[j]=null;// gc

            }



            // sleeping check

            var sleepTime=10;

            j = islandNumRigidBodies;

            while(j--){

            //for(j=0, l=islandNumRigidBodies;j<l;j++){

                body=this.islandRigidBodies[j];

                if(this.calSleep(body)){

                    body.sleepTime+=this.timeStep;

                    if(body.sleepTime<sleepTime)sleepTime=body.sleepTime;

                }else{

                    body.sleepTime=0;

                    sleepTime=0;

                    continue;

                }

            }

            if(sleepTime>0.5){

                // sleep the island

                j = islandNumRigidBodies;

                while(j--){

                //for(j=0, l=islandNumRigidBodies;j<l;j++){

                    this.islandRigidBodies[j].sleep();

                    this.islandRigidBodies[j]=null;// gc

                }

            }else{

                // update positions

                j = islandNumRigidBodies;

                while(j--){

                //for(j=0, l=islandNumRigidBodies;j<l;j++){

                    this.islandRigidBodies[j].updatePosition(this.timeStep);

                    this.islandRigidBodies[j]=null;// gc

                }

            }

            this.numIslands++;

        }



        if(!this.isNoStat){

            time2=Date.now();

            this.performance.solvingTime=time2-time1;



            //------------------------------------------------------

            //   END SIMULATION

            //------------------------------------------------------



            time2=Date.now();

            // fps update

            this.performance.upfps();



            this.performance.totalTime=time2-time0;

            this.performance.updatingTime=this.performance.totalTime-(this.performance.broadPhaseTime+this.performance.narrowPhaseTime+this.performance.solvingTime);

        }

    },

    addContact:function(s1,s2){

        var newContact;

        if(this.unusedContacts!==null){

            newContact=this.unusedContacts;

            this.unusedContacts=this.unusedContacts.next;

        }else{

            newContact = new OIMO.Contact();

        }

        newContact.attach(s1,s2);

        newContact.detector=this.detectors[s1.type][s2.type];

        if(this.contacts)(this.contacts.prev=newContact).next=this.contacts;

        this.contacts=newContact;

        this.numContacts++;

    },

    removeContact:function(contact){

        var prev=contact.prev;

        var next=contact.next;

        if(next)next.prev=prev;

        if(prev)prev.next=next;

        if(this.contacts==contact)this.contacts=next;

        contact.prev=null;

        contact.next=null;

        contact.detach();

        contact.next=this.unusedContacts;

        this.unusedContacts=contact;

        this.numContacts--;

    },

    checkContact:function(name1, name2){

        var n1, n2;

        var contact = this.contacts;

        while(contact!==null){

            n1 = contact.body1.name || ' ';

            n2 = contact.body2.name || ' ';

            if((n1==name1 && n2==name2) || (n2==name1 && n1==name2)){ if(contact.touching) return true; else return false;}

            else contact = contact.next;

        }

        return false;

    },

    calSleep:function(body){

        if(!body.allowSleep)return false;

        if(body.linearVelocity.len()>0.04)return false;

        if(body.angularVelocity.len()>0.25)return false;

        /*var v=body.linearVelocity;

        if(v.x*v.x+v.y*v.y+v.z*v.z>0.04){return false;}

        v=body.angularVelocity;

        if(v.x*v.x+v.y*v.y+v.z*v.z>0.25){return false;}*/

        return true;

    }

}

/**

* The class of rigid body. 

* Rigid body has the shape of a single or multiple collision processing, 

* I can set the parameters individually.

* @author saharan

*/

OIMO.RigidBody = function(X,Y,Z,Rad,Ax,Ay,Az){

    var rad = Rad || 0;

    var ax = Ax || 0;

    var ay = Ay || 0;

    var az = Az || 0; 

    var x = X || 0;

    var y = Y || 0;

    var z = Z || 0;

    

    this.name = " ";

    // It is a kind of rigid body that represents the dynamic rigid body.

    this.BODY_DYNAMIC=0x1;

    // It is a kind of rigid body that represents the static rigid body.

    this.BODY_STATIC=0x2;

    // The maximum number of shapes that can be added to a one rigid.

    this.MAX_SHAPES=64;



    this.prev=null;

    this.next=null;



    // I represent the kind of rigid body.

    // Please do not change from the outside this variable. 

    // If you want to change the type of rigid body, always 

    // Please specify the type you want to set the arguments of setupMass method.

    this.type=0;



    this.massInfo= new OIMO.MassInfo();



    // It is the world coordinate of the center of gravity.

    this.position=new OIMO.Vec3(x,y,z); 





    this.newPosition = new OIMO.Vec3(0,0,0);

    this.controlPos = false;

    this.newOrientation = new OIMO.Quat();

    this.newRotation = new OIMO.Vec3(0,0,0);

    this.currentRotation = new OIMO.Vec3(0,0,0);

    this.controlRot = false;

    this.controlRotInTime = false;



    this.orientation = this.rotationAxisToQuad(rad,ax,ay,az);

    /*var len=ax*ax+ay*ay+az*az; 

    if(len>0){

        len=1/Math.sqrt(len);

        ax*=len;

        ay*=len;

        az*=len;

    }

    var sin=Math.sin(rad*0.5);

    var cos=Math.cos(rad*0.5);*/

    // It is a quaternion that represents the attitude.

    //this.orientation = new OIMO.Quat(cos,sin*ax,sin*ay,sin*az);

    // Is the translational velocity.

    this.linearVelocity = new OIMO.Vec3();

    // Is the angular velocity.

    this.angularVelocity = new OIMO.Vec3();



    // return matrix for three.js

    this.matrix = new OIMO.Mat44();



    //--------------------------------------------

    //  Please do not change from the outside this variables.

    //--------------------------------------------



    // It is a world that rigid body has been added.

    this.parent=null;

    this.contactLink=null;

    this.numContacts=0;



    // An array of shapes that are included in the rigid body.

    this.shapes=null;

    // The number of shapes that are included in the rigid body.

    this.numShapes=0;



    // It is the link array of joint that is connected to the rigid body.

    this.jointLink=null;

    // The number of joints that are connected to the rigid body.

    this.numJoints=0;



    // It is the world coordinate of the center of gravity in the sleep just before.

    this.sleepPosition=new OIMO.Vec3();

    // It is a quaternion that represents the attitude of sleep just before.

    this.sleepOrientation=new OIMO.Quat();

    // I will show this rigid body to determine whether it is a rigid body static.

    this.isStatic=false;

    // I indicates that this rigid body to determine whether it is a rigid body dynamic. 

    this.isDynamic=false;

    // It is a rotation matrix representing the orientation.

    this.rotation=new OIMO.Mat33();



    //--------------------------------------------

    // It will be recalculated automatically from the shape, which is included.

    //--------------------------------------------

    

    // This is the weight. 

    this.mass=NaN;

    // It is the reciprocal of the mass.

    this.inverseMass=NaN;

    // It is the inverse of the inertia tensor in the world system.

    this.inverseInertia=new OIMO.Mat33();

    // It is the inertia tensor in the initial state.

    this.localInertia=new OIMO.Mat33();

    // It is the inverse of the inertia tensor in the initial state.

    this.inverseLocalInertia=new OIMO.Mat33();





    // I indicates rigid body whether it has been added to the simulation Island.

    this.addedToIsland=false;

    // It shows how to sleep rigid body.

    this.allowSleep=true;

    // This is the time from when the rigid body at rest.

    this.sleepTime=0;

    // I shows rigid body to determine whether it is a sleep state.

    this.sleeping=false;

}



OIMO.RigidBody.prototype = {



    constructor: OIMO.RigidBody,

    /**

    * I'll add a shape to rigid body.  

    * If you add a shape, please call the setupMass method to step up to the start of the next.

    * @param   shape shape to Add 

    */

    addShape:function(shape){

        if(shape.parent){

            throw new Error("It is not possible that you add to the multi-rigid body the shape of one");

        }

        if(this.shapes!=null)(this.shapes.prev=shape).next=this.shapes;

        this.shapes=shape;

        shape.parent=this;

        if(this.parent)this.parent.addShape(shape);

        this.numShapes++;

    },

    /**

    * I will delete the shape from the rigid body. 

    * If you delete a shape, please call the setupMass method to step up to the start of the next. 

    * @param   shape shape to Delete 

    */

    removeShape:function(shape){

        var remove=shape;

        if(remove.parent!=this)return;

        var prev=remove.prev;

        var next=remove.next;

        if(prev!=null)prev.next=next;

        if(next!=null)next.prev=prev;

        if(this.shapes==remove)this.shapes=next;

        remove.prev=null;

        remove.next=null;

        remove.parent=null;

        if(this.parent)this.parent.removeShape(remove);

        this.numShapes--;

    },

    /**

    * Calulates mass datas(center of gravity, mass, moment inertia, etc...).

    * If the parameter type is set to BODY_STATIC, the rigid body will be fixed to the space.

    * If the parameter adjustPosition is set to true, the shapes' relative positions and

    * the rigid body's position will be adjusted to the center of gravity.

    * @param   type

    * @param   adjustPosition

    */

    setupMass:function(Type,AdjustPosition){

        var adjustPosition = ( AdjustPosition !== undefined ) ? AdjustPosition : true;

        var type = Type || this.BODY_DYNAMIC;

        //var te = this.localInertia.elements;

        this.type=type;

        this.isDynamic=type==this.BODY_DYNAMIC;

        this.isStatic=type==this.BODY_STATIC;

        this.mass=0;

        this.localInertia.init(0,0,0,0,0,0,0,0,0);

        var te = this.localInertia.elements;

        //

        var tmpM=new OIMO.Mat33();

        var tmpV=new OIMO.Vec3();

        for(var shape=this.shapes;shape!=null;shape=shape.next){

            shape.calculateMassInfo(this.massInfo);

            var shapeMass=this.massInfo.mass;

            var relX=shape.relativePosition.x;

            var relY=shape.relativePosition.y;

            var relZ=shape.relativePosition.z;

            /*tmpV.x+=relX*shapeMass;

            tmpV.y+=relY*shapeMass;

            tmpV.z+=relZ*shapeMass;*/

            tmpV.addScale(shape.relativePosition, shapeMass);

            this.mass+=shapeMass;

            this.rotateInertia(shape.relativeRotation,this.massInfo.inertia,tmpM);

            this.localInertia.addEqual(tmpM);



            // add offset inertia

            te[0]+=shapeMass*(relY*relY+relZ*relZ);

            te[4]+=shapeMass*(relX*relX+relZ*relZ);

            te[8]+=shapeMass*(relX*relX+relY*relY);

            var xy=shapeMass*relX*relY;

            var yz=shapeMass*relY*relZ;

            var zx=shapeMass*relZ*relX;

            te[1]-=xy;

            te[3]-=xy;

            te[2]-=yz;

            te[6]-=yz;

            te[5]-=zx;

            te[7]-=zx;

        }

        this.inverseMass=1/this.mass;

        tmpV.scaleEqual(this.inverseMass);

        if(adjustPosition){

            this.position.addEqual(tmpV);

            for(shape=this.shapes;shape!=null;shape=shape.next){

                shape.relativePosition.subEqual(tmpV);

            }

            // subtract offset inertia

            relX=tmpV.x;

            relY=tmpV.y;

            relZ=tmpV.z;

            //var te = this.localInertia.elements;

            te[0]-=this.mass*(relY*relY+relZ*relZ);

            te[4]-=this.mass*(relX*relX+relZ*relZ);

            te[8]-=this.mass*(relX*relX+relY*relY);

            xy=this.mass*relX*relY;

            yz=this.mass*relY*relZ;

            zx=this.mass*relZ*relX;

            te[1]+=xy;

            te[3]+=xy;

            te[2]+=yz;

            te[6]+=yz;

            te[5]+=zx;

            te[7]+=zx;

        }

        this.inverseLocalInertia.invert(this.localInertia);

        if(type==this.BODY_STATIC){

            this.inverseMass=0;

            this.inverseLocalInertia.init(0,0,0,0,0,0,0,0,0);

        }

        this.syncShapes();

        this.awake();

    },

    /**

    * Awake the rigid body.

    */

    awake:function(){

        if(!this.allowSleep||!this.sleeping)return;

        this.sleeping=false;

        this.sleepTime=0;

        // awake connected constraints

        var cs=this.contactLink;

        while(cs!=null){

            cs.body.sleepTime=0;

            cs.body.sleeping=false;

            cs=cs.next;

        }

        var js=this.jointLink;

        while(js!=null){

            js.body.sleepTime=0;

            js.body.sleeping=false;

            js=js.next;

        }

        for(var shape=this.shapes;shape!=null;shape=shape.next){

            shape.updateProxy();

        }

    },

    /**

    * Sleep the rigid body.

    */

    sleep:function(){

        if(!this.allowSleep||this.sleeping)return;

        this.linearVelocity.init();

        this.angularVelocity.init();

        this.sleepPosition.copy(this.position);

        this.sleepOrientation.copy(this.orientation);

        /*this.linearVelocity.x=0;

        this.linearVelocity.y=0;

        this.linearVelocity.z=0;

        this.angularVelocity.x=0;

        this.angularVelocity.y=0;

        this.angularVelocity.z=0;

        this.sleepPosition.x=this.position.x;

        this.sleepPosition.y=this.position.y;

        this.sleepPosition.z=this.position.z;*/

        /*this.sleepOrientation.s=this.orientation.s;

        this.sleepOrientation.x=this.orientation.x;

        this.sleepOrientation.y=this.orientation.y;

        this.sleepOrientation.z=this.orientation.z;*/

        

        this.sleepTime=0;

        this.sleeping=true;

        for(var shape=this.shapes;shape!=null;shape=shape.next){

            shape.updateProxy();

        }

    },

    /**

    * Get whether the rigid body has not any connection with others.

    * @return

    */

    isLonely:function(){

        return this.numJoints==0&&this.numContacts==0;

    },



    /** 

    * The time integration of the motion of a rigid body, you can update the information such as the shape. 

    * This method is invoked automatically when calling the step of the World, 

    * There is no need to call from outside usually. 

    * @param  timeStep time 

    */



    updatePosition:function(timeStep){

        switch(this.type){

            case this.BODY_STATIC:

                this.linearVelocity.init();

                this.angularVelocity.init();

                // ONLY FOR TEST

                if(this.controlPos){

                    this.position.copy(this.newPosition);

                    this.controlPos = false;

                }

                if(this.controlRot){

                    this.orientation.copy(this.newOrientation);

                    this.controlRot = false;

                }

                /*this.linearVelocity.x=0;

                this.linearVelocity.y=0;

                this.linearVelocity.z=0;

                this.angularVelocity.x=0;

                this.angularVelocity.y=0;

                this.angularVelocity.z=0;*/

            break;

            case this.BODY_DYNAMIC:



                if(this.controlPos){

                    this.angularVelocity.init();

                    this.linearVelocity.init();

                    this.linearVelocity.x = (this.newPosition.x - this.position.x)/timeStep;

                    this.linearVelocity.y = (this.newPosition.y - this.position.y)/timeStep;

                    this.linearVelocity.z = (this.newPosition.z - this.position.z)/timeStep;

                    this.controlPos = false;

                }

                if(this.controlRot){

                    this.angularVelocity.init();

                    this.orientation.copy(this.newOrientation);



                    //var t=timeStep//*0.5;

                    //var q = new OIMO.Quat();

                    //q.sub(this.newOrientation, this.orientation);

                    //q.normalize(q);

                    /*q.s = (this.newOrientation.s - this.orientation.s)/t;

                    q.x = (this.newOrientation.x - this.orientation.x)/t;

                    q.y = (this.newOrientation.y - this.orientation.y)/t;

                    q.z = (this.newOrientation.z - this.orientation.z)/t;*/



                    //this.angularVelocity.applyQuaternion(q);

                    //this.angularVelocity.x = this.angularVelocity.x/t;

                    //this.angularVelocity.y = this.angularVelocity.y/t;

                    //this.angularVelocity.z = this.angularVelocity.z/t;

                    

                    this.controlRot = false;

                }



                this.position.addTime(this.linearVelocity, timeStep);

                this.orientation.addTime(this.angularVelocity, timeStep);



            break;

            default:

                throw new Error("Invalid type.");

        }

        this.syncShapes();

    },

    rotateInertia:function(rot,inertia,out){

        var tm1 = rot.elements;

        var tm2 = inertia.elements;



        var a0 = tm1[0], a3 = tm1[3], a6 = tm1[6];

        var a1 = tm1[1], a4 = tm1[4], a7 = tm1[7];

        var a2 = tm1[2], a5 = tm1[5], a8 = tm1[8];



        var b0 = tm2[0], b3 = tm2[3], b6 = tm2[6];

        var b1 = tm2[1], b4 = tm2[4], b7 = tm2[7];

        var b2 = tm2[2], b5 = tm2[5], b8 = tm2[8];

        

        var e00 = a0*b0 + a1*b3 + a2*b6;

        var e01 = a0*b1 + a1*b4 + a2*b7;

        var e02 = a0*b2 + a1*b5 + a2*b8;

        var e10 = a3*b0 + a4*b3 + a5*b6;

        var e11 = a3*b1 + a4*b4 + a5*b7;

        var e12 = a3*b2 + a4*b5 + a5*b8;

        var e20 = a6*b0 + a7*b3 + a8*b6;

        var e21 = a6*b1 + a7*b4 + a8*b7;

        var e22 = a6*b2 + a7*b5 + a8*b8;



        var oe = out.elements;

        oe[0] = e00*a0 + e01*a1 + e02*a2;

        oe[1] = e00*a3 + e01*a4 + e02*a5;

        oe[2] = e00*a6 + e01*a7 + e02*a8;

        oe[3] = e10*a0 + e11*a1 + e12*a2;

        oe[4] = e10*a3 + e11*a4 + e12*a5;

        oe[5] = e10*a6 + e11*a7 + e12*a8;

        oe[6] = e20*a0 + e21*a1 + e22*a2;

        oe[7] = e20*a3 + e21*a4 + e22*a5;

        oe[8] = e20*a6 + e21*a7 + e22*a8;

    },

    syncShapes:function(){

        var s=this.orientation.s;

        var x=this.orientation.x;

        var y=this.orientation.y;

        var z=this.orientation.z;

        var x2=2*x;

        var y2=2*y;

        var z2=2*z;

        var xx=x*x2;

        var yy=y*y2;

        var zz=z*z2;

        var xy=x*y2;

        var yz=y*z2;

        var xz=x*z2;

        var sx=s*x2;

        var sy=s*y2;

        var sz=s*z2;



        var tr = this.rotation.elements;

        tr[0]=1-yy-zz;

        tr[1]=xy-sz;

        tr[2]=xz+sy;

        tr[3]=xy+sz;

        tr[4]=1-xx-zz;

        tr[5]=yz-sx;

        tr[6]=xz-sy;

        tr[7]=yz+sx;

        tr[8]=1-xx-yy;



        this.rotateInertia(this.rotation,this.inverseLocalInertia,this.inverseInertia);

        for(var shape=this.shapes;shape!=null;shape=shape.next){

            //var relPos=shape.relativePosition;

            //var relRot=shape.relativeRotation;

            //var rot=shape.rotation;

            /*var lx=relPos.x;

            var ly=relPos.y;

            var lz=relPos.z;

            shape.position.x=this.position.x+lx*tr[0]+ly*tr[1]+lz*tr[2];

            shape.position.y=this.position.y+lx*tr[3]+ly*tr[4]+lz*tr[5];

            shape.position.z=this.position.z+lx*tr[6]+ly*tr[7]+lz*tr[8];*/



            shape.position.mul(this.position,shape.relativePosition,this.rotation);

            shape.rotation.mul(shape.relativeRotation,this.rotation);

            shape.updateProxy();

        }

    },

    applyImpulse:function(position,force){

        this.linearVelocity.addScale(force, this.inverseMass);

        /*this.linearVelocity.x+=force.x*this.inverseMass;

        this.linearVelocity.y+=force.y*this.inverseMass;

        this.linearVelocity.z+=force.z*this.inverseMass;*/

        var rel=new OIMO.Vec3();

        rel.sub(position,this.position).cross(rel,force).mulMat(this.inverseInertia,rel);

        this.angularVelocity.addEqual(rel);

        /*this.angularVelocity.x+=rel.x;

        this.angularVelocity.y+=rel.y;

        this.angularVelocity.z+=rel.z;*/

    },



    //---------------------------------------------

    //

    // FOR THREE JS

    //

    //---------------------------------------------



    rotationVectToQuad: function(rot){

        var r = OIMO.EulerToAxis( rot.x * OIMO.TO_RAD, rot.y * OIMO.TO_RAD, rot.z * OIMO.TO_RAD );

        return this.rotationAxisToQuad(r[0], r[1], r[2], r[3]);

    },



    rotationAxisToQuad: function(rad, ax, ay, az){ // in radian

        var len=ax*ax+ay*ay+az*az; 

        if(len>0){

            len=1/Math.sqrt(len);

            ax*=len;

            ay*=len;

            az*=len;

        }

        var sin=Math.sin(rad*0.5);

        var cos=Math.cos(rad*0.5);

        return new OIMO.Quat(cos,sin*ax,sin*ay,sin*az);

    },



    //---------------------------------------------

    // SET DYNAMIQUE POSITION AND ROTATION

    //---------------------------------------------



    setPosition:function(pos){

        this.newPosition.init(pos.x*OIMO.INV_SCALE,pos.y*OIMO.INV_SCALE,pos.z*OIMO.INV_SCALE);

        this.controlPos = true;

    },



    setQuaternion:function(q){ 

        //if(this.type == this.BODY_STATIC)this.orientation.init(q.w,q.x,q.y,q.z);



        this.newOrientation.init(q.w,q.x,q.y,q.z);

        this.controlRot = true;

    },



    setRotation:function(rot){ 

        this.newOrientation = this.rotationVectToQuad(rot);

        this.controlRot = true;

    },



    //---------------------------------------------

    // RESET DYNAMIQUE POSITION AND ROTATION

    //---------------------------------------------



    resetPosition:function(x,y,z){

        this.linearVelocity.init();

        this.angularVelocity.init();

        this.position.init(x*OIMO.INV_SCALE,y*OIMO.INV_SCALE,z*OIMO.INV_SCALE);

        this.awake();

    },

    resetQuaternion:function(q){

        this.angularVelocity.init();

        this.orientation = new OIMO.Quat(q.w,q.x,q.y,q.z);

        this.awake();

    },

    resetRotation:function(x,y,z){

        this.angularVelocity.init();

        this.orientation = this.rotationVectToQuad(new OIMO.Vec3(x,y,z));

        this.awake();

    },



    //---------------------------------------------

    // GET POSITION AND ROTATION

    //---------------------------------------------



    getPosition:function(){

        return new OIMO.Vec3().scale(this.position, OIMO.WORLD_SCALE);

    },

    getRotation:function(){

        return new OIMO.Euler().setFromRotationMatrix(this.rotation);

    },

    getQuaternion:function(){

        return new OIMO.Quaternion().setFromRotationMatrix(this.rotation);

    },

    getMatrix:function(){

        var m = this.matrix.elements;

        var r,p;

        if(!this.sleeping){

            // rotation matrix

            r = this.rotation.elements;

            m[0] = r[0]; m[1] = r[3]; m[2] = r[6];  m[3] = 0;

            m[4] = r[1]; m[5] = r[4]; m[6] = r[7];  m[7] = 0;

            m[8] = r[2]; m[9] = r[5]; m[10] = r[8]; m[11] = 0;



            // position matrix

            p = this.position;

            m[12] = p.x*OIMO.WORLD_SCALE;

            m[13] = p.y*OIMO.WORLD_SCALE;

            m[14] = p.z*OIMO.WORLD_SCALE;



            // sleep or not ?

            m[15] = 0;

        } else {

            m[15] = 1;

        }



        return m;

    }

}

/**

* The main class of body.

* is for simplify creation process and data access of rigidRody

* Rigid body has the shape of a single or multiple collision processing, 

* all setting in object

* 

* @author loth

*/

OIMO.Body = function(Obj){

    var obj = Obj || {};

    if(!obj.world) return;



    // the world where i am

    this.parent = obj.world;



    // Yep my name 

    this.name = obj.name || '';



    // I'm dynamique or not

    var move = obj.move || false;



    // I can sleep or not

    var noSleep  = obj.noSleep || false;

    

    // My start position

    var p = obj.pos || [0,0,0];

    p = p.map(function(x) { return x * OIMO.INV_SCALE; });



    // My size 

    var s = obj.size || [1,1,1];

    s = s.map(function(x) { return x * OIMO.INV_SCALE; });



    // My rotation in degre

    var rot = obj.rot || [0,0,0];

    rot = rot.map(function(x) { return x * OIMO.TO_RAD; });

    var r = [];

    for (var i=0; i<rot.length/3; i++){

        var tmp = OIMO.EulerToAxis(rot[i+0], rot[i+1], rot[i+2]);

        r.push(tmp[0]);  r.push(tmp[1]); r.push(tmp[2]); r.push(tmp[3]);

    }



    // My physics setting

    var sc = obj.sc || new OIMO.ShapeConfig();

    if(obj.config){

        // The density of the shape.

        sc.density = obj.config[0] || 1;

        // The coefficient of friction of the shape.

        sc.friction = obj.config[1] || 0.4;

        // The coefficient of restitution of the shape.

        sc.restitution = obj.config[2] || 0.2;

        // The bits of the collision groups to which the shape belongs.

        sc.belongsTo = obj.config[3] || 1;

        // The bits of the collision groups with which the shape collides.

        sc.collidesWith = obj.config[4] || 0xffffffff;

    }



    if(obj.massPos){

        obj.massPos = obj.massPos.map(function(x) { return x * OIMO.INV_SCALE; });

        sc.relativePosition.init(obj.massPos[0], obj.massPos[1], obj.massPos[2]);

    }

    if(obj.massRot){

        obj.massRot = obj.massRot.map(function(x) { return x * OIMO.TO_RAD; });

        sc.relativeRotation = OIMO.EulerToMatrix(obj.massRot[0], obj.massRot[1], obj.massRot[2]);

    }

    

    // My rigidbody

    this.body = new OIMO.RigidBody(p[0], p[1], p[2], r[0], r[1], r[2], r[3]);



    // My shapes

    var shapes = [];

    var type = obj.type || "box";

    if( typeof type === 'string' ) type = [type];// single shape



    var n, n2;

    for(var i=0; i<type.length; i++){

        n = i*3;

        n2 = i*4;

        switch(type[i]){

            case "sphere": shapes[i] = new OIMO.SphereShape(sc, s[n+0]); break;

            case "cylinder": shapes[i] = new OIMO.BoxShape(sc, s[n+0], s[n+1], s[n+2]); break; // fake cylinder

            case "box": shapes[i] = new OIMO.BoxShape(sc, s[n+0], s[n+1], s[n+2]); break;

        }

        this.body.addShape(shapes[i]);

        if(i>0){

            //shapes[i].position.init(p[0]+p[n+0], p[1]+p[n+1], p[2]+p[n+2] );

            shapes[i].relativePosition = new OIMO.Vec3( p[n+0], p[n+1], p[n+2] );

            if(r[n2+0]) shapes[i].relativeRotation = [ r[n2+0], r[n2+1], r[n2+2], r[n2+3] ];

        }

    } 

    

    // I'm static or i move

    if(move){

        if(obj.massPos || obj.massRot)this.body.setupMass(0x1, false);

        else this.body.setupMass(0x1, true);

        if(noSleep) this.body.allowSleep = false;

        else this.body.allowSleep = true;

    } else {

        this.body.setupMass(0x2);

    }

    

    this.body.name = this.name;

    this.sleeping = this.body.sleeping;



    // finaly add to physics world

    this.parent.addRigidBody(this.body);

}



OIMO.Body.prototype = {

    constructor: OIMO.Body,

    // SET

    setPosition:function(pos){

        this.body.setPosition(pos);

    },

    setQuaternion:function(q){

        this.body.setQuaternion(q);

    },

    setRotation:function(rot){

        this.body.setRotation(rot);

    },

    // GET

    getPosition:function(){

        return this.body.getPosition();

    },

    getRotation:function(){

        return this.body.getRotation();

    },

    getQuaternion:function(){

        return this.body.getQuaternion();

    },

    getMatrix:function(){

        return this.body.getMatrix();

    },

    getSleep:function(){

        return this.body.sleeping;

    },

    // RESET

    resetPosition:function(x,y,z){

        this.body.resetPosition(x,y,z);

    },

    resetRotation:function(x,y,z){

        this.body.resetRotation(x,y,z);

    },

    // force wakeup

    awake:function(){

        this.body.awake();

    },

    // remove rigidbody

    remove:function(){

        this.parent.removeRigidBody(this.body);

    },

    // test if this object hit another

    checkContact:function(name){

        this.parent.checkContact(this.name, name);

    }

}

/**

* The main class of link.

* is for simplify creation process and data access of Joint

* all setting in object

* 

* @author loth

*/

OIMO.Link = function(Obj){

    var obj = Obj || {};

    if(!obj.world) return;



    // the world where i am

    this.parent = obj.world;



    this.name = obj.name || '';

    var type = obj.type || "jointHinge";

    var axe1 = obj.axe1 || [1,0,0];

    var axe2 = obj.axe2 || [1,0,0];

    var pos1 = obj.pos1 || [0,0,0];

    var pos2 = obj.pos2 || [0,0,0];



    pos1 = pos1.map(function(x){ return x * OIMO.INV_SCALE; });

    pos2 = pos2.map(function(x){ return x * OIMO.INV_SCALE; });



    var min, max;

    if(type==="jointDistance"){

        min = obj.min || 0;

        max = obj.max || 10;

        min = min*OIMO.INV_SCALE;

        max = max*OIMO.INV_SCALE;

    }else{

        min = obj.min || 57.29578;

        max = obj.max || 0;

        min = min*OIMO.TO_RAD;

        max = max*OIMO.TO_RAD;

    }



    var limit = obj.limit || null;

    var spring = obj.spring || null;

    var motor = obj.motor || null;



    // joint setting

    var jc = new OIMO.JointConfig();

    jc.allowCollision = obj.collision || false;;

    jc.localAxis1.init(axe1[0], axe1[1], axe1[2]);

    jc.localAxis2.init(axe2[0], axe2[1], axe2[2]);

    jc.localAnchorPoint1.init(pos1[0], pos1[1], pos1[2]);

    jc.localAnchorPoint2.init(pos2[0], pos2[1], pos2[2]);

    if (typeof obj.body1 == 'string' || obj.body1 instanceof String) obj.body1 = obj.world.getByName(obj.body1);

    if (typeof obj.body2 == 'string' || obj.body2 instanceof String) obj.body2 = obj.world.getByName(obj.body2);

    jc.body1 = obj.body1;

    jc.body2 = obj.body2;



    

    switch(type){

        case "jointDistance": this.joint = new OIMO.DistanceJoint(jc, min, max); 

            if(spring !== null) this.joint.limitMotor.setSpring(spring[0], spring[1]);

            if(motor !== null) this.joint.limitMotor.setSpring(motor[0], motor[1]);

        break;

        case "jointHinge": this.joint = new OIMO.HingeJoint(jc, min, max);

            if(spring !== null) this.joint.limitMotor.setSpring(spring[0], spring[1]);// soften the joint ex: 100, 0.2

            if(motor !== null) this.joint.limitMotor.setSpring(motor[0], motor[1]);

        break;

        case "jointPrisme": this.joint = new OIMO.PrismaticJoint(jc, min, max); break;

        case "jointSlide": this.joint = new OIMO.SliderJoint(jc, min, max); break;

        case "jointBall": this.joint = new OIMO.BallAndSocketJoint(jc); break;

        case "jointWheel": this.joint = new OIMO.WheelJoint(jc);  

            if(limit !== null) this.joint.rotationalLimitMotor1.setLimit(limit[0], limit[1]);

            if(spring !== null) this.joint.rotationalLimitMotor1.setSpring(spring[0], spring[1]);

            if(motor !== null) this.joint.rotationalLimitMotor1.setSpring(motor[0], motor[1]);

        break;

    }



    this.joint.name = this.name;

    

    // finaly add to physics world

    this.parent.addJoint(this.joint);

}



OIMO.Link.prototype = {

    constructor: OIMO.Link,

    getPosition:function(){

        // array of two vect3 [point1, point2]

        return this.joint.getPosition();

    },

    getMatrix:function(){

        return this.joint.getMatrix();

    },

    // remove joint

    remove:function(){

        this.parent.removeJoint(this.joint);

    },

    // force wakeup linked body

    awake:function(){

        this.joint.awake();

    }

}

OIMO.Performance = function(world){

	this.parent = world;

	this.infos = new OIMO_ARRAY_TYPE(13);

	this.f = [0,0,0];



    this.fps=0;

    this.broadPhaseTime=0;

    this.narrowPhaseTime=0;

    this.solvingTime=0;

    this.updatingTime=0;

    this.totalTime=0;

}

OIMO.Performance.prototype = {

	upfps : function(){

		this.f[1] = Date.now();

        if (this.f[1]-1000>this.f[0]){ this.f[0]=this.f[1]; this.fps=this.f[2]; this.f[2]=0; } this.f[2]++;

	},

	show : function(){

		var info =[

            "Oimo.js DEV.1.1.2a<br><br>",

            "FPS: " + this.fps +" fps<br><br>",

            "rigidbody "+this.parent.numRigidBodies+"<br>",

            "contact &nbsp;&nbsp;"+this.parent.numContacts+"<br>",

            "paircheck "+this.parent.broadPhase.numPairChecks+"<br>",

            "contact &nbsp;&nbsp;"+this.parent.numContactPoints+"<br>",

            "island &nbsp;&nbsp;&nbsp;"+this.parent.numIslands +"<br><br>",

            "Time in ms <br>",

            "broad-phase &nbsp;"+this.broadPhaseTime + "<br>",

            "narrow-phase "+this.narrowPhaseTime + "<br>",

            "solving &nbsp;&nbsp;&nbsp;&nbsp;&nbsp;"+this.solvingTime + "<br>",

            "updating &nbsp;&nbsp;&nbsp;&nbsp;"+this.updatingTime + "<br>",

            "total &nbsp;&nbsp;&nbsp;&nbsp;&nbsp;&nbsp;&nbsp;"+this.totalTime

        ].join("\n");

        return info;

	},

	toArray : function(){

		this.infos[0] = this.parent.broadPhase.types;

	    this.infos[1] = this.parent.numRigidBodies;

	    this.infos[2] = this.parent.numContacts;

	    this.infos[3] = this.parent.broadPhase.numPairChecks;

	    this.infos[4] = this.parent.numContactPoints;

	    this.infos[5] = this.parent.numIslands;

	    this.infos[6] = this.broadPhaseTime;

	    this.infos[7] = this.narrowPhaseTime;

	    this.infos[8] = this.solvingTime;

	    this.infos[9] = this.updatingTime;

	    this.infos[10] = this.totalTime;

	    this.infos[11] = this.fps;

		return this.infos;

	}

}

OIMO.Mat44 = function(n11, n12, n13, n14, n21, n22, n23, n24, n31, n32, n33, n34, n41, n42, n43, n44){

    this.elements = new OIMO_ARRAY_TYPE(16);

    var te = this.elements;

    te[0] = ( n11 !== undefined ) ? n11 : 1; te[4] = n12 || 0; te[8] = n13 || 0; te[12] = n14 || 0;

    te[1] = n21 || 0; te[5] = ( n22 !== undefined ) ? n22 : 1; te[9] = n23 || 0; te[13] = n24 || 0;

    te[2] = n31 || 0; te[6] = n32 || 0; te[10] = ( n33 !== undefined ) ? n33 : 1; te[14] = n34 || 0;

    te[3] = n41 || 0; te[7] = n42 || 0; te[11] = n43 || 0; te[15] = ( n44 !== undefined ) ? n44 : 1;

};



OIMO.Mat44.prototype = {

    constructor: OIMO.Mat44,



    set: function ( n11, n12, n13, n14, n21, n22, n23, n24, n31, n32, n33, n34, n41, n42, n43, n44 ) {



        var te = this.elements;



        te[0] = n11; te[4] = n12; te[8] = n13; te[12] = n14;

        te[1] = n21; te[5] = n22; te[9] = n23; te[13] = n24;

        te[2] = n31; te[6] = n32; te[10] = n33; te[14] = n34;

        te[3] = n41; te[7] = n42; te[11] = n43; te[15] = n44;



        return this;

    }/*,

    extractRotation: function () {



        var v1 = new THREE.Vector3();



        return function ( m ) {



            var te = this.elements;

            var me = m.elements;



            var scaleX = 1 / v1.set( me[ 0 ], me[ 1 ], me[ 2 ] ).length();

            var scaleY = 1 / v1.set( me[ 4 ], me[ 5 ], me[ 6 ] ).length();

            var scaleZ = 1 / v1.set( me[ 8 ], me[ 9 ], me[ 10 ] ).length();



            te[ 0 ] = me[ 0 ] * scaleX;

            te[ 1 ] = me[ 1 ] * scaleX;

            te[ 2 ] = me[ 2 ] * scaleX;



            te[ 4 ] = me[ 4 ] * scaleY;

            te[ 5 ] = me[ 5 ] * scaleY;

            te[ 6 ] = me[ 6 ] * scaleY;



            te[ 8 ] = me[ 8 ] * scaleZ;

            te[ 9 ] = me[ 9 ] * scaleZ;

            te[ 10 ] = me[ 10 ] * scaleZ;



            return this;



        };



    }() */

}

OIMO.Mat33 = function(e00,e01,e02,e10,e11,e12,e20,e21,e22){

    this.elements = new OIMO_ARRAY_TYPE(9);

    var te = this.elements;



    this.init(

        ( e00 !== undefined ) ? e00 : 1, e01 || 0, e02 || 0,

        e10 || 0, ( e11 !== undefined ) ? e11 : 1, e12 || 0,

        e20 || 0, e21 || 0, ( e22 !== undefined ) ? e22 : 1

    );

};



OIMO.Mat33.prototype = {

    constructor: OIMO.Mat33,



    init: function(e00,e01,e02,e10,e11,e12,e20,e21,e22){

        var te = this.elements;

        te[0] = e00; te[1] = e01; te[2] = e02;

        te[3] = e10; te[4] = e11; te[5] = e12;

        te[6] = e20; te[7] = e21; te[8] = e22;

        return this;

    },

    add: function(m1,m2){

        var te = this.elements, tem1 = m1.elements, tem2 = m2.elements;

        te[0] = tem1[0] + tem2[0]; te[1] = tem1[1] + tem2[1]; te[2] = tem1[2] + tem2[2];

        te[3] = tem1[3] + tem2[3]; te[4] = tem1[4] + tem2[4]; te[5] = tem1[5] + tem2[5];

        te[6] = tem1[6] + tem2[6]; te[7] = tem1[7] + tem2[7]; te[8] = tem1[8] + tem2[8];

        return this;

    },

    addEqual: function(m){

        var te = this.elements, tem = m.elements;

        te[0] += tem[0]; te[1] += tem[1]; te[2] += tem[2];

        te[3] += tem[3]; te[4] += tem[4]; te[5] += tem[5];

        te[6] += tem[6]; te[7] += tem[7]; te[8] += tem[8];

        return this;

    },

    sub: function(m1,m2){

        var te = this.elements, tem1 = m1.elements, tem2 = m2.elements;

        te[0] = tem1[0] - tem2[0]; te[1] = tem1[1] - tem2[1]; te[2] = tem1[2] - tem2[2];

        te[3] = tem1[3] - tem2[3]; te[4] = tem1[4] - tem2[4]; te[5] = tem1[5] - tem2[5];

        te[6] = tem1[6] - tem2[6]; te[7] = tem1[7] - tem2[7]; te[8] = tem1[8] - tem2[8];

        return this;

    },

    subEqual:function(m){

        var te = this.elements, tem = m.elements;

        te[0] -= tem[0]; te[1] -= tem[1]; te[2] -= tem[2];

        te[3] -= tem[3]; te[4] -= tem[4]; te[5] -= tem[5];

        te[6] -= tem[6]; te[7] -= tem[7]; te[8] -= tem[8];

        return this;

    },

    scale: function(m,s){

        var te = this.elements, tm = m.elements;

        te[0] = tm[0] * s; te[1] = tm[1] * s; te[2] = tm[2] * s;

        te[3] = tm[3] * s; te[4] = tm[4] * s; te[5] = tm[5] * s;

        te[6] = tm[6] * s; te[7] = tm[7] * s; te[8] = tm[8] * s;

        return this;

    },

    scaleEqual: function(s){

        var te = this.elements;

        te[0] *= s; te[1] *= s; te[2] *= s;

        te[3] *= s; te[4] *= s; te[5] *= s;

        te[6] *= s; te[7] *= s; te[8] *= s;

        return this;

    },

    mul: function(m1,m2){

        var te = this.elements, tm1 = m1.elements, tm2 = m2.elements,

        a0 = tm1[0], a3 = tm1[3], a6 = tm1[6],

        a1 = tm1[1], a4 = tm1[4], a7 = tm1[7],

        a2 = tm1[2], a5 = tm1[5], a8 = tm1[8],

        b0 = tm2[0], b3 = tm2[3], b6 = tm2[6],

        b1 = tm2[1], b4 = tm2[4], b7 = tm2[7],

        b2 = tm2[2], b5 = tm2[5], b8 = tm2[8];

        te[0] = a0*b0 + a1*b3 + a2*b6;

        te[1] = a0*b1 + a1*b4 + a2*b7;

        te[2] = a0*b2 + a1*b5 + a2*b8;

        te[3] = a3*b0 + a4*b3 + a5*b6;

        te[4] = a3*b1 + a4*b4 + a5*b7;

        te[5] = a3*b2 + a4*b5 + a5*b8;

        te[6] = a6*b0 + a7*b3 + a8*b6;

        te[7] = a6*b1 + a7*b4 + a8*b7;

        te[8] = a6*b2 + a7*b5 + a8*b8;

        return this;

    },

    mulScale: function(m,sx,sy,sz,Prepend){

        var prepend = Prepend || false;

        var te = this.elements, tm = m.elements;

        if(prepend){

            te[0] = sx*tm[0]; te[1] = sx*tm[1]; te[2] = sx*tm[2];

            te[3] = sy*tm[3]; te[4] = sy*tm[4]; te[5] = sy*tm[5];

            te[6] = sz*tm[6]; te[7] = sz*tm[7]; te[8] = sz*tm[8];

        }else{

            te[0] = tm[0]*sx; te[1] = tm[1]*sy; te[2] = tm[2]*sz;

            te[3] = tm[3]*sx; te[4] = tm[4]*sy; te[5] = tm[5]*sz;

            te[6] = tm[6]*sx; te[7] = tm[7]*sy; te[8] = tm[8]*sz;

        }

        return this;

    },

    mulRotate: function(m,rad,ax,ay,az,Prepend){

        var prepend = Prepend || false;

        var s=Math.sin(rad);

        var c=Math.cos(rad);

        var c1=1-c;

        var r00=ax*ax*c1+c;

        var r01=ax*ay*c1-az*s;

        var r02=ax*az*c1+ay*s;

        var r10=ay*ax*c1+az*s;

        var r11=ay*ay*c1+c;

        var r12=ay*az*c1-ax*s;

        var r20=az*ax*c1-ay*s;

        var r21=az*ay*c1+ax*s;

        var r22=az*az*c1+c;



        var tm = m.elements;



        var a0 = tm[0], a3 = tm[3], a6 = tm[6];

        var a1 = tm[1], a4 = tm[4], a7 = tm[7];

        var a2 = tm[2], a5 = tm[5], a8 = tm[8];



        var te = this.elements;

        

        if(prepend){

            te[0]=r00*a0+r01*a3+r02*a6;

            te[1]=r00*a1+r01*a4+r02*a7;

            te[2]=r00*a2+r01*a5+r02*a8;

            te[3]=r10*a0+r11*a3+r12*a6;

            te[4]=r10*a1+r11*a4+r12*a7;

            te[5]=r10*a2+r11*a5+r12*a8;

            te[6]=r20*a0+r21*a3+r22*a6;

            te[7]=r20*a1+r21*a4+r22*a7;

            te[8]=r20*a2+r21*a5+r22*a8;

        }else{

            te[0]=a0*r00+a1*r10+a2*r20;

            te[1]=a0*r01+a1*r11+a2*r21;

            te[2]=a0*r02+a1*r12+a2*r22;

            te[3]=a3*r00+a4*r10+a5*r20;

            te[4]=a3*r01+a4*r11+a5*r21;

            te[5]=a3*r02+a4*r12+a5*r22;

            te[6]=a6*r00+a7*r10+a8*r20;

            te[7]=a6*r01+a7*r11+a8*r21;

            te[8]=a6*r02+a7*r12+a8*r22;

        }

        return this;

    },

    transpose: function(m){

        var te = this.elements, tm = m.elements;

        te[0] = tm[0]; te[1] = tm[3]; te[2] = tm[6];

        te[3] = tm[1]; te[4] = tm[4]; te[5] = tm[7];

        te[6] = tm[2]; te[7] = tm[5]; te[8] = tm[8];

        return this;

    },

    setQuat: function(q){

        var te = this.elements,

        x2=2*q.x,  y2=2*q.y,  z2=2*q.z,

        xx=q.x*x2, yy=q.y*y2, zz=q.z*z2,

        xy=q.x*y2, yz=q.y*z2, xz=q.x*z2,

        sx=q.s*x2, sy=q.s*y2, sz=q.s*z2;

        

        te[0]=1-yy-zz;

        te[1]=xy-sz;

        te[2]=xz+sy;

        te[3]=xy+sz;

        te[4]=1-xx-zz;

        te[5]=yz-sx;

        te[6]=xz-sy;

        te[7]=yz+sx;

        te[8]=1-xx-yy;

        return this;

    },

    invert: function(m){

        var te = this.elements, tm = m.elements,

        a0 = tm[0], a3 = tm[3], a6 = tm[6],

        a1 = tm[1], a4 = tm[4], a7 = tm[7],

        a2 = tm[2], a5 = tm[5], a8 = tm[8],

        b01 = a4*a8-a7*a5,

        b11 = a7*a2-a1*a8,

        b21 = a1*a5-a4*a2,

        dt= a0 * (b01) + a3 * (b11) + a6 * (b21);



        if(dt!=0){dt=1.0/dt;}

        te[0] = dt*b01;//(a4*a8 - a5*a7);

        te[1] = dt*b11;//(a2*a7 - a1*a8);

        te[2] = dt*b21;//(a1*a5 - a2*a4);

        te[3] = dt*(a5*a6 - a3*a8);

        te[4] = dt*(a0*a8 - a2*a6);

        te[5] = dt*(a2*a3 - a0*a5);

        te[6] = dt*(a3*a7 - a4*a6);

        te[7] = dt*(a1*a6 - a0*a7);

        te[8] = dt*(a0*a4 - a1*a3);

        return this;

    },

    copy: function(m){

        var te = this.elements, tem = m.elements;

        te[0] = tem[0]; te[1] = tem[1]; te[2] = tem[2];

        te[3] = tem[3]; te[4] = tem[4]; te[5] = tem[5];

        te[6] = tem[6]; te[7] = tem[7]; te[8] = tem[8];

        return this;

    },

    toEuler: function(){ // not work !!

        function clamp( x ) {

            return Math.min( Math.max( x, -1 ), 1 );

        }

        var te = this.elements;

        var m11 = te[0], m12 = te[3], m13 = te[6];

        var m21 = te[1], m22 = te[4], m23 = te[7];

        var m31 = te[2], m32 = te[5], m33 = te[8];



        var p = new OIMO.Vec3();

        var d = new OIMO.Quat();

        var s;



        p.y = Math.asin( clamp( m13 ) );



        if ( Math.abs( m13 ) < 0.99999 ) {

            p.x = Math.atan2( - m23, m33 );

            p.z = Math.atan2( - m12, m11 );

        } else {

            p.x = Math.atan2( m32, m22 );

            p.z = 0;

        }

        

        return p;

    },

    clone: function(){

        var te = this.elements;



        return new OIMO.Mat33(

            te[0], te[1], te[2],

            te[3], te[4], te[5],

            te[6], te[7], te[8]

        );

    },

    toString: function(){

        var te = this.elements;

        var text=

        "Mat33|"+te[0].toFixed(4)+", "+te[1].toFixed(4)+", "+te[2].toFixed(4)+"|\n"+

        "     |"+te[3].toFixed(4)+", "+te[4].toFixed(4)+", "+te[5].toFixed(4)+"|\n"+

        "     |"+te[6].toFixed(4)+", "+te[7].toFixed(4)+", "+te[8].toFixed(4)+"|" ;

        return text;

    }

};

OIMO.Quat = function( s, x, y, z){

    this.s=( s !== undefined ) ? s : 1;

    this.x=x || 0;

    this.y=y || 0;

    this.z=z || 0;

};



OIMO.Quat.prototype = {



    constructor: OIMO.Quat,



    init: function(s,x,y,z){

        this.s=( s !== undefined ) ? s : 1;

        this.x=x || 0;

        this.y=y || 0;

        this.z=z || 0;

        return this;

    },

    add: function(q1,q2){

        this.s=q1.s+q2.s;

        this.x=q1.x+q2.x;

        this.y=q1.y+q2.y;

        this.z=q1.z+q2.z;

        return this;

    },

    addTime: function(v,t){

        var x = v.x;

        var y = v.y;

        var z = v.z;

        var qs=this.s;

        var qx=this.x;

        var qy=this.y;

        var qz=this.z;

        t*=0.5;

        var ns=(-x*qx - y*qy - z*qz)*t;

        var nx=( x*qs + y*qz - z*qy)*t;

        var ny=(-x*qz + y*qs + z*qx)*t;

        var nz=( x*qy - y*qx + z*qs)*t;

        qs += ns;

        qx += nx;

        qy += ny;

        qz += nz;

        var s=1/Math.sqrt(qs*qs+qx*qx+qy*qy+qz*qz);

        this.s=qs*s;

        this.x=qx*s;

        this.y=qy*s;

        this.z=qz*s;

        return this;

    },

    sub: function(q1,q2){

        this.s=q1.s-q2.s;

        this.x=q1.x-q2.x;

        this.y=q1.y-q2.y;

        this.z=q1.z-q2.z;

        return this;

    },

    scale: function(q,s){

        this.s=q.s*s;

        this.x=q.x*s;

        this.y=q.y*s;

        this.z=q.z*s;

        return this;

    },

    mul: function(q1,q2){

        var ax = q1.x, ay = q1.y, az = q1.z, as = q1.s,

        bx = q2.x, by = q2.y, bz = q2.z, bs = q2.s;

        this.x = ax * bs + as * bx + ay * bz - az * by;

        this.y = ay * bs + as * by + az * bx - ax * bz;

        this.z = az * bs + as * bz + ax * by - ay * bx;

        this.s = as * bs - ax * bx - ay * by - az * bz;

        return this;

    },

    arc: function(v1,v2){

        var x1=v1.x;

        var y1=v1.y;

        var z1=v1.z;

        var x2=v2.x;

        var y2=v2.y;

        var z2=v2.z;

        var d=x1*x2+y1*y2+z1*z2;

        if(d==-1){

        x2=y1*x1-z1*z1;

        y2=-z1*y1-x1*x1;

        z2=x1*z1+y1*y1;

        d=1/Math.sqrt(x2*x2+y2*y2+z2*z2);

        this.s=0;

        this.x=x2*d;

        this.y=y2*d;

        this.z=z2*d;

        return this;

        }

        var cx=y1*z2-z1*y2;

        var cy=z1*x2-x1*z2;

        var cz=x1*y2-y1*x2;

        this.s=Math.sqrt((1+d)*0.5);

        d=0.5/this.s;

        this.x=cx*d;

        this.y=cy*d;

        this.z=cz*d;

        return this;

    },

    normalize: function(q){

        var len=Math.sqrt(q.s*q.s+q.x*q.x+q.y*q.y+q.z*q.z);

        if(len>0){len=1/len;}

        this.s=q.s*len;

        this.x=q.x*len;

        this.y=q.y*len;

        this.z=q.z*len;

        return this;

    },

    invert: function(q){

        this.s=q.s;

        this.x=-q.x;

        this.y=-q.y;

        this.z=-q.z;

        return this;

    },

    length: function(){

        return Math.sqrt(this.s*this.s+this.x*this.x+this.y*this.y+this.z*this.z);

    },

    

    copy: function(q){

        this.s=q.s;

        this.x=q.x;

        this.y=q.y;

        this.z=q.z;

        return this;

    },

    testDiff: function(q){

        if(this.s!==q.s || this.x!==q.x || this.y!==q.y || this.z!==q.z) return true;

        else return false;

    },

    clone: function(q){

        return new OIMO.Quat(this.s,this.x,this.y,this.z);

    },

    toString: function(){

        return"Quat["+this.s.toFixed(4)+", ("+this.x.toFixed(4)+", "+this.y.toFixed(4)+", "+this.z.toFixed(4)+")]";

    }

}





// for three easy export

OIMO.Quaternion = function ( x, y, z, w ) {

    this.x = x || 0;

    this.y = y || 0;

    this.z = z || 0;

    this.w = ( w !== undefined ) ? w : 1;

};



OIMO.Quaternion.prototype = {



    constructor: OIMO.Quaternion,

    setFromRotationMatrix: function ( m ) {



        // http://www.euclideanspace.com/maths/geometry/rotations/conversions/matrixToQuaternion/index.htm



        // assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)



        var te = m.elements,



            m11 = te[ 0 ], m12 = te[ 1 ], m13 = te[ 2 ],

            m21 = te[ 3 ], m22 = te[ 4 ], m23 = te[ 5 ],

            m31 = te[ 6 ], m32 = te[ 7 ], m33 = te[ 8 ],



            trace = m11 + m22 + m33,

            s;



        if ( trace > 0 ) {



            s = 0.5 / Math.sqrt( trace + 1.0 );



            this.w = 0.25 / s;

            this.x = ( m32 - m23 ) * s;

            this.y = ( m13 - m31 ) * s;

            this.z = ( m21 - m12 ) * s;



        } else if ( m11 > m22 && m11 > m33 ) {



            s = 2.0 * Math.sqrt( 1.0 + m11 - m22 - m33 );



            this.w = ( m32 - m23 ) / s;

            this.x = 0.25 * s;

            this.y = ( m12 + m21 ) / s;

            this.z = ( m13 + m31 ) / s;



        } else if ( m22 > m33 ) {



            s = 2.0 * Math.sqrt( 1.0 + m22 - m11 - m33 );



            this.w = ( m13 - m31 ) / s;

            this.x = ( m12 + m21 ) / s;

            this.y = 0.25 * s;

            this.z = ( m23 + m32 ) / s;



        } else {



            s = 2.0 * Math.sqrt( 1.0 + m33 - m11 - m22 );



            this.w = ( m21 - m12 ) / s;

            this.x = ( m13 + m31 ) / s;

            this.y = ( m23 + m32 ) / s;

            this.z = 0.25 * s;



        }



        //this.onChangeCallback();



        return this;



    }

}

OIMO.Vec3 = function(x,y,z){

    this.x=x || 0;

    this.y=y || 0;

    this.z=z || 0;

};



OIMO.Vec3.prototype = {



    constructor: OIMO.Vec3,



    init: function(x,y,z){

        this.x=x || 0;

        this.y=y || 0;

        this.z=z || 0;

        return this;

    },

    set: function(x,y,z){

        this.x=x;

        this.y=y;

        this.z=z;

        return this;

    },

    add: function(v1,v2){

        this.x=v1.x+v2.x;

        this.y=v1.y+v2.y;

        this.z=v1.z+v2.z;

        return this;

    },

    addEqual: function(v){

        this.x+=v.x;

        this.y+=v.y;

        this.z+=v.z;

        return this;

    },

    addTime: function(v, t){

        this.x+=v.x*t;

        this.y+=v.y*t;

        this.z+=v.z*t;

        return this;

    },

    sub: function(v1,v2){

        this.x=v1.x-v2.x;

        this.y=v1.y-v2.y;

        this.z=v1.z-v2.z;

        return this;

    },

    subEqual: function(v){

        this.x-=v.x;

        this.y-=v.y;

        this.z-=v.z;

        return this;

    },

    addScale: function(v,s){

        this.x+=v.x*s;

        this.y+=v.y*s;

        this.z+=v.z*s;

        return this;

    },

    scale: function(v,s){

        this.x=v.x*s;

        this.y=v.y*s;

        this.z=v.z*s;

        return this;

    },

    scaleEqual: function(s){

        this.x*=s;

        this.y*=s;

        this.z*=s;

        return this;

    },

    dot: function(v){

        return this.x*v.x+this.y*v.y+this.z*v.z;

    },

    cross: function(v1,v2){

        var ax = v1.x, ay = v1.y, az = v1.z, 

        bx = v2.x, by = v2.y, bz = v2.z;

        this.x = ay * bz - az * by;

        this.y = az * bx - ax * bz;

        this.z = ax * by - ay * bx;

        return this;

    },

    mul: function(o, v, m){

        var te = m.elements;

        this.x=o.x+v.x*te[0]+v.y*te[1]+v.z*te[2];

        this.y=o.y+v.x*te[3]+v.y*te[4]+v.z*te[5];

        this.z=o.z+v.x*te[6]+v.y*te[7]+v.z*te[8];

        return this;

    },

    mulMat: function(m,v){

        var te = m.elements;

        var x=te[0]*v.x+te[1]*v.y+te[2]*v.z;

        var y=te[3]*v.x+te[4]*v.y+te[5]*v.z;

        var z=te[6]*v.x+te[7]*v.y+te[8]*v.z;

        this.x=x;

        this.y=y;

        this.z=z;

        return this;

    },

    normalize: function(v){

        var x = v.x, y = v.y, z = v.z;

        var l = x*x + y*y + z*z;

        if (l > 0) {

            l = 1 / Math.sqrt(l);

            this.x = x*l;

            this.y = y*l;

            this.z = z*l;

        }

        return this;

    },

    invert: function(v){

        this.x=-v.x;

        this.y=-v.y;

        this.z=-v.z;

        return this;

    },

    length: function(){

        var x = this.x, y = this.y, z = this.z;

        return Math.sqrt(x*x + y*y + z*z);

    },

    len: function(){

        var x = this.x, y = this.y, z = this.z;

        return x*x + y*y + z*z;

    },

    copy: function(v){

        this.x=v.x;

        this.y=v.y;

        this.z=v.z;

        return this;

    },

    applyQuaternion: function ( q ) {



        var x = this.x;

        var y = this.y;

        var z = this.z;



        var qx = q.x;

        var qy = q.y;

        var qz = q.z;

        var qs = q.s;



        // calculate quat * vector



        var ix =  qs * x + qy * z - qz * y;

        var iy =  qs * y + qz * x - qx * z;

        var iz =  qs * z + qx * y - qy * x;

        var iw = - qx * x - qy * y - qz * z;



        // calculate result * inverse quat



        this.x = ix * qs + iw * - qx + iy * - qz - iz * - qy;

        this.y = iy * qs + iw * - qy + iz * - qx - ix * - qz;

        this.z = iz * qs + iw * - qz + ix * - qy - iy * - qx;



        return this;



    },

    testZero: function(){

        if(this.x!==0 || this.y!==0 || this.z!==0) return true;

        else return false;

    },

    testDiff: function(v){

        if(this.x!==v.x || this.y!==v.y || this.z!==v.z) return true;

        else return false;

    },

    clone: function(){

        return new OIMO.Vec3(this.x,this.y,this.z);

    },

    toString: function(){

        return"Vec3["+this.x.toFixed(4)+", "+this.y.toFixed(4)+", "+this.z.toFixed(4)+"]";

    }

}

OIMO.Euler = function ( x, y, z, order ) {



	this._x = x || 0;

	this._y = y || 0;

	this._z = z || 0;

	this._order = order || OIMO.Euler.DefaultOrder;



};



OIMO.Euler.RotationOrders = [ 'XYZ', 'YZX', 'ZXY', 'XZY', 'YXZ', 'ZYX' ];



OIMO.Euler.DefaultOrder = 'XYZ';



OIMO.clamp =  function ( x, a, b ) {

	return ( x < a ) ? a : ( ( x > b ) ? b : x );

}



OIMO.Euler.prototype = {



	constructor: OIMO.Euler,



	_x: 0, _y: 0, _z: 0, _order: OIMO.Euler.DefaultOrder,



	get x () {



		return this._x;



	},



	set x ( value ) {



		this._x = value;

		this.onChangeCallback();



	},



	get y () {



		return this._y;



	},



	set y ( value ) {



		this._y = value;

		this.onChangeCallback();



	},



	get z () {



		return this._z;



	},



	set z ( value ) {



		this._z = value;

		this.onChangeCallback();



	},



	get order () {



		return this._order;



	},



	set order ( value ) {



		this._order = value;

		this.onChangeCallback();



	},



	set: function ( x, y, z, order ) {



		this._x = x;

		this._y = y;

		this._z = z;

		this._order = order || this._order;



		this.onChangeCallback();



		return this;



	},



	copy: function ( euler ) {



		this._x = euler._x;

		this._y = euler._y;

		this._z = euler._z;

		this._order = euler._order;



		this.onChangeCallback();



		return this;



	},



	setFromRotationMatrix: function ( m, order ) {



		var clamp = OIMO.clamp;



		// assumes the upper 3x3 of m is a pure rotation matrix (i.e, unscaled)



		var te = m.elements;

		/*var m11 = te[ 0 ], m12 = te[ 4 ], m13 = te[ 8 ];

		var m21 = te[ 1 ], m22 = te[ 5 ], m23 = te[ 9 ];

		var m31 = te[ 2 ], m32 = te[ 6 ], m33 = te[ 10 ];*/



		var m11 = te[ 0 ], m12 = te[ 1 ], m13 = te[ 2 ],

            m21 = te[ 3 ], m22 = te[ 4 ], m23 = te[ 5 ],

            m31 = te[ 6 ], m32 = te[ 7 ], m33 = te[ 8 ];



		order = order || this._order;



		if ( order === 'XYZ' ) {



			this._y = Math.asin( clamp( m13, - 1, 1 ) );



			if ( Math.abs( m13 ) < 0.99999 ) {



				this._x = Math.atan2( - m23, m33 );

				this._z = Math.atan2( - m12, m11 );



			} else {



				this._x = Math.atan2( m32, m22 );

				this._z = 0;



			}



		} else if ( order === 'YXZ' ) {



			this._x = Math.asin( - clamp( m23, - 1, 1 ) );



			if ( Math.abs( m23 ) < 0.99999 ) {



				this._y = Math.atan2( m13, m33 );

				this._z = Math.atan2( m21, m22 );



			} else {



				this._y = Math.atan2( - m31, m11 );

				this._z = 0;



			}



		} else if ( order === 'ZXY' ) {



			this._x = Math.asin( clamp( m32, - 1, 1 ) );



			if ( Math.abs( m32 ) < 0.99999 ) {



				this._y = Math.atan2( - m31, m33 );

				this._z = Math.atan2( - m12, m22 );



			} else {



				this._y = 0;

				this._z = Math.atan2( m21, m11 );



			}



		} else if ( order === 'ZYX' ) {



			this._y = Math.asin( - clamp( m31, - 1, 1 ) );



			if ( Math.abs( m31 ) < 0.99999 ) {



				this._x = Math.atan2( m32, m33 );

				this._z = Math.atan2( m21, m11 );



			} else {



				this._x = 0;

				this._z = Math.atan2( - m12, m22 );



			}



		} else if ( order === 'YZX' ) {



			this._z = Math.asin( clamp( m21, - 1, 1 ) );



			if ( Math.abs( m21 ) < 0.99999 ) {



				this._x = Math.atan2( - m23, m22 );

				this._y = Math.atan2( - m31, m11 );



			} else {



				this._x = 0;

				this._y = Math.atan2( m13, m33 );



			}



		} else if ( order === 'XZY' ) {



			this._z = Math.asin( - clamp( m12, - 1, 1 ) );



			if ( Math.abs( m12 ) < 0.99999 ) {



				this._x = Math.atan2( m32, m22 );

				this._y = Math.atan2( m13, m11 );



			} else {



				this._x = Math.atan2( - m23, m33 );

				this._y = 0;



			}



		} else {



			console.warn( 'THREE.Euler: .setFromRotationMatrix() given unsupported order: ' + order )



		}



		this._order = order;



		this.onChangeCallback();



		return this;



	},



	setFromQuaternion: function ( q, order, update ) {



		var clamp = OIMO.clamp;



		// q is assumed to be normalized



		// http://www.mathworks.com/matlabcentral/fileexchange/20696-function-to-convert-between-dcm-euler-angles-quaternions-and-euler-vectors/content/SpinCalc.m



		var sqx = q.x * q.x;

		var sqy = q.y * q.y;

		var sqz = q.z * q.z;

		var sqw = q.s * q.s;



		order = order || this._order;



		if ( order === 'XYZ' ) {



			this._x = Math.atan2( 2 * ( q.x * q.s - q.y * q.z ), ( sqw - sqx - sqy + sqz ) );

			this._y = Math.asin(  clamp( 2 * ( q.x * q.z + q.y * q.s ), - 1, 1 ) );

			this._z = Math.atan2( 2 * ( q.z * q.s - q.x * q.y ), ( sqw + sqx - sqy - sqz ) );



		} else if ( order ===  'YXZ' ) {



			this._x = Math.asin(  clamp( 2 * ( q.x * q.s - q.y * q.z ), - 1, 1 ) );

			this._y = Math.atan2( 2 * ( q.x * q.z + q.y * q.s ), ( sqw - sqx - sqy + sqz ) );

			this._z = Math.atan2( 2 * ( q.x * q.y + q.z * q.s ), ( sqw - sqx + sqy - sqz ) );



		} else if ( order === 'ZXY' ) {



			this._x = Math.asin(  clamp( 2 * ( q.x * q.s + q.y * q.z ), - 1, 1 ) );

			this._y = Math.atan2( 2 * ( q.y * q.s - q.z * q.x ), ( sqw - sqx - sqy + sqz ) );

			this._z = Math.atan2( 2 * ( q.z * q.s - q.x * q.y ), ( sqw - sqx + sqy - sqz ) );



		} else if ( order === 'ZYX' ) {



			this._x = Math.atan2( 2 * ( q.x * q.s + q.z * q.y ), ( sqw - sqx - sqy + sqz ) );

			this._y = Math.asin(  clamp( 2 * ( q.y * q.s - q.x * q.z ), - 1, 1 ) );

			this._z = Math.atan2( 2 * ( q.x * q.y + q.z * q.s ), ( sqw + sqx - sqy - sqz ) );



		} else if ( order === 'YZX' ) {



			this._x = Math.atan2( 2 * ( q.x * q.s - q.z * q.y ), ( sqw - sqx + sqy - sqz ) );

			this._y = Math.atan2( 2 * ( q.y * q.s - q.x * q.z ), ( sqw + sqx - sqy - sqz ) );

			this._z = Math.asin(  clamp( 2 * ( q.x * q.y + q.z * q.s ), - 1, 1 ) );



		} else if ( order === 'XZY' ) {



			this._x = Math.atan2( 2 * ( q.x * q.s + q.y * q.z ), ( sqw - sqx + sqy - sqz ) );

			this._y = Math.atan2( 2 * ( q.x * q.z + q.y * q.s ), ( sqw + sqx - sqy - sqz ) );

			this._z = Math.asin(  clamp( 2 * ( q.z * q.s - q.x * q.y ), - 1, 1 ) );



		} else {



			console.warn( 'OIMO.Euler: .setFromQuaternion() given unsupported order: ' + order )



		}



		this._order = order;



		if ( update !== false ) this.onChangeCallback();



		return this;



	},



	reorder: function () {



		// WARNING: this discards revolution information -bhouston



		var q = new OIMO.Quat();



		return function ( newOrder ) {



			q.setFromEuler( this );

			this.setFromQuaternion( q, newOrder );



		};





	}(),



	equals: function ( euler ) {



		return ( euler._x === this._x ) && ( euler._y === this._y ) && ( euler._z === this._z ) && ( euler._order === this._order );



	},



	fromArray: function ( array ) {



		this._x = array[ 0 ];

		this._y = array[ 1 ];

		this._z = array[ 2 ];

		if ( array[ 3 ] !== undefined ) this._order = array[ 3 ];



		this.onChangeCallback();



		return this;



	},



	toArray: function () {



		return [ this._x, this._y, this._z, this._order ];



	},



	onChange: function ( callback ) {



		this.onChangeCallback = callback;



		return this;



	},



	onChangeCallback: function () {},



	clone: function () {



		return new OIMO.Euler( this._x, this._y, this._z, this._order );



	}



};



OIMO.EulerToAxis = function( ox, oy, oz ){// angles in radians

    var c1 = Math.cos(oy*0.5);//heading

    var s1 = Math.sin(oy*0.5);

    var c2 = Math.cos(oz*0.5);//altitude

    var s2 = Math.sin(oz*0.5);

    var c3 = Math.cos(ox*0.5);//bank

    var s3 = Math.sin(ox*0.5);

    var c1c2 = c1*c2;

    var s1s2 = s1*s2;

    var w =c1c2*c3 - s1s2*s3;

    var x =c1c2*s3 + s1s2*c3;

    var y =s1*c2*c3 + c1*s2*s3;

    var z =c1*s2*c3 - s1*c2*s3;

    var angle = 2 * Math.acos(w);

    var norm = x*x+y*y+z*z;

    if (norm < 0.001) {

        x=1;

        y=z=0;

    } else {

        norm = Math.sqrt(norm);

        x /= norm;

        y /= norm;

        z /= norm;

    }

    return [angle, x, y, z];

}



OIMO.EulerToMatrix = function( ox, oy, oz ) {// angles in radians

    var ch = Math.cos(oy);//heading

    var sh = Math.sin(oy);

    var ca = Math.cos(oz);//altitude

    var sa = Math.sin(oz);

    var cb = Math.cos(ox);//bank

    var sb = Math.sin(ox);

    var mtx = new OIMO.Mat33();



    var te = mtx.elements;

    te[0] = ch * ca;

    te[1] = sh*sb - ch*sa*cb;

    te[2] = ch*sa*sb + sh*cb;

    te[3] = sa;

    te[4] = ca*cb;

    te[5] = -ca*sb;

    te[6] = -sh*ca;

    te[7] = sh*sa*cb + ch*sb;

    te[8] = -sh*sa*sb + ch*cb;

    return mtx;

}



OIMO.MatrixToEuler = function(mtx){// angles in radians

    var te = mtx.elements;

    var x, y, z;

    if (te[3] > 0.998) { // singularity at north pole

        y = Math.atan2(te[2],te[8]);

        z = Math.PI/2;

        x = 0;

    } else if (te[3] < -0.998) { // singularity at south pole

        y = Math.atan2(te[2],te[8]);

        z = -Math.PI/2;

        x = 0;

    } else {

        y = Math.atan2(-te[6],te[0]);

        x = Math.atan2(-te[5],te[4]);

        z = Math.asin(te[3]);

    }

    return [x, y, z];

}



OIMO.unwrapDegrees = function (r) {

    r = r % 360;

    if (r > 180) r -= 360;

    if (r < -180) r += 360;

    return r;

}



OIMO.unwrapRadian = function(r){

    r = r % OIMO.TwoPI;

    if (r > Math.PI) r -= OIMO.TwoPI;

    if (r < -Math.PI) r += OIMO.TwoPI;

    return r;

}

OIMO.Distance3d = function(p1, p2){

    var xd = p2[0]-p1[0];

    var yd = p2[1]-p1[1];

    var zd = p2[2]-p1[2];

    return Math.sqrt(xd*xd + yd*yd + zd*zd);

}

/**

* The base class of all type of the constraints.

* @author saharan

*/

OIMO.Constraint = function(){

    // The parent world of the constraint.

    this.parent=null;

    // The first body of the constraint.

    this.body1=null;

    // The second body of the constraint.

    this.body2=null;

    // Internal

    this.addedToIsland=false;

}



OIMO.Constraint.prototype = {

    constructor: OIMO.Constraint,

    /**

    * Prepare for solving the constraint.

    * @param   timeStep

    * @param   invTimeStep

    */

    preSolve:function(timeStep,invTimeStep){

        throw new Error("Inheritance error.");

    },

    /**

    * Solve the constraint.

    * This is usually called iteratively.

    */

    solve:function(){

        throw new Error("Inheritance error.");

    },

    /**

    * Do the post-processing.

    */

    postSolve:function(){

        throw new Error("Inheritance error.");

    }

}

/**

* Joints are used to constrain the motion between two rigid bodies.

* @author saharan

*/

OIMO.Joint = function(config){

    OIMO.Constraint.call( this );



    this.name = "";

    // Distance joint

    this.JOINT_DISTANCE=0x1;

    // Ball-and-socket joint

    this.JOINT_BALL_AND_SOCKET=0x2;

    //  Hinge joint

    this.JOINT_HINGE=0x3;

    //  Wheel joint

    this.JOINT_WHEEL=0x4;

    //  Slider joint

    this.JOINT_SLIDER=0x5;

    //  Prismatic joint

    this.JOINT_PRISMATIC=0x6;



    // The type of the joint.

    this.type=0;

    //  The previous joint in the world.

    this.prev=null;

    // The next joint in the world.

    this.next=null;



    this.body1=config.body1;

    this.body2=config.body2;



    // The anchor point on the first rigid body in local coordinate system.

    this.localAnchorPoint1=new OIMO.Vec3().copy(config.localAnchorPoint1);

    // The anchor point on the second rigid body in local coordinate system.

    this.localAnchorPoint2=new OIMO.Vec3().copy(config.localAnchorPoint2);

    // The anchor point on the first rigid body in world coordinate system relative to the body's origin.

    this.relativeAnchorPoint1=new OIMO.Vec3();

    // The anchor point on the second rigid body in world coordinate system relative to the body's origin.

    this.relativeAnchorPoint2=new OIMO.Vec3();

    //  The anchor point on the first rigid body in world coordinate system.

    this.anchorPoint1=new OIMO.Vec3();

    // The anchor point on the second rigid body in world coordinate system.

    this.anchorPoint2=new OIMO.Vec3();

    //  Whether allow collision between connected rigid bodies or not.

    this.allowCollision=config.allowCollision;



    this.b1Link=new OIMO.JointLink(this);

    this.b2Link=new OIMO.JointLink(this);



    this.matrix = new OIMO.Mat44();

}

OIMO.Joint.prototype = Object.create( OIMO.Constraint.prototype );

/**

* Update all the anchor points.

*/

OIMO.Joint.prototype.updateAnchorPoints = function () {

    var p1=this.body1.position;

    var p2=this.body2.position;



    var tr1 = this.body1.rotation.elements;

    var tr2 = this.body2.rotation.elements;



    var l1x=this.localAnchorPoint1.x;

    var l1y=this.localAnchorPoint1.y;

    var l1z=this.localAnchorPoint1.z;

    var l2x=this.localAnchorPoint2.x;

    var l2y=this.localAnchorPoint2.y;

    var l2z=this.localAnchorPoint2.z;



    var r1x=l1x*tr1[0]+l1y*tr1[1]+l1z*tr1[2];

    var r1y=l1x*tr1[3]+l1y*tr1[4]+l1z*tr1[5];

    var r1z=l1x*tr1[6]+l1y*tr1[7]+l1z*tr1[8];

    var r2x=l2x*tr2[0]+l2y*tr2[1]+l2z*tr2[2];

    var r2y=l2x*tr2[3]+l2y*tr2[4]+l2z*tr2[5];

    var r2z=l2x*tr2[6]+l2y*tr2[7]+l2z*tr2[8];

    this.relativeAnchorPoint1.x=r1x;

    this.relativeAnchorPoint1.y=r1y;

    this.relativeAnchorPoint1.z=r1z;

    this.relativeAnchorPoint2.x=r2x;

    this.relativeAnchorPoint2.y=r2y;

    this.relativeAnchorPoint2.z=r2z;

    var p1x=r1x+p1.x;

    var p1y=r1y+p1.y;

    var p1z=r1z+p1.z;

    var p2x=r2x+p2.x;

    var p2y=r2y+p2.y;

    var p2z=r2z+p2.z;

    this.anchorPoint1.x=p1x;

    this.anchorPoint1.y=p1y;

    this.anchorPoint1.z=p1z;

    this.anchorPoint2.x=p2x;

    this.anchorPoint2.y=p2y;

    this.anchorPoint2.z=p2z;

}

/**

* Attach the joint from the bodies.

*/

OIMO.Joint.prototype.attach = function () {

    this.b1Link.body=this.body2;

    this.b2Link.body=this.body1;

    if(this.body1.jointLink!=null)(this.b1Link.next=this.body1.jointLink).prev=this.b1Link;

    else this.b1Link.next=null;

    this.body1.jointLink=this.b1Link;

    this.body1.numJoints++;

    if(this.body2.jointLink!=null)(this.b2Link.next=this.body2.jointLink).prev=this.b2Link;

    else this.b2Link.next=null;

    this.body2.jointLink=this.b2Link;

    this.body2.numJoints++;

}

OIMO.Joint.prototype.detach = function () {

    var prev=this.b1Link.prev;

    var next=this.b1Link.next;

    if(prev!=null)prev.next=next;

    if(next!=null)next.prev=prev;

    if(this.body1.jointLink==this.b1Link)this.body1.jointLink=next;

    this.b1Link.prev=null;

    this.b1Link.next=null;

    this.b1Link.body=null;

    this.body1.numJoints--;



    prev=this.b2Link.prev;

    next=this.b2Link.next;

    if(prev!=null)prev.next=next;

    if(next!=null)next.prev=prev;

    if(this.body2.jointLink==this.b2Link)this.body2.jointLink=next;

    this.b2Link.prev=null;

    this.b2Link.next=null;

    this.b2Link.body=null;

    this.body2.numJoints--;



    this.b1Link.body=null;

    this.b2Link.body=null;

}

/**

* Awake the bodies.

*/

OIMO.Joint.prototype.awake = function () {

    this.body1.awake();

    this.body2.awake();

}

OIMO.Joint.prototype.preSolve = function (timeStep,invTimeStep) {

}

OIMO.Joint.prototype.solve = function () {

}

OIMO.Joint.prototype.postSolve = function () {

}





/**

* Three js add

*/

OIMO.Joint.prototype.getPosition = function () {

    var p1 = new OIMO.Vec3().scale(this.anchorPoint1, OIMO.WORLD_SCALE);

    var p2 = new OIMO.Vec3().scale(this.anchorPoint2, OIMO.WORLD_SCALE);

    return [p1, p2];

}



OIMO.Joint.prototype.getMatrix = function () {

    var m = this.matrix.elements;

    var p1 = this.anchorPoint1;

    var p2 = this.anchorPoint2;

    m[0] = p1.x * OIMO.WORLD_SCALE;

    m[1] = p1.y * OIMO.WORLD_SCALE;

    m[2] = p1.z * OIMO.WORLD_SCALE;

    m[3] = 0;



    m[4] = p2.x * OIMO.WORLD_SCALE;

    m[5] = p2.y * OIMO.WORLD_SCALE;

    m[6] = p2.z * OIMO.WORLD_SCALE;

    m[7] = 0;



    return m;

}

/**

* A joint configuration holds all configuration data for constructing a joint.

* Joint configurations can be reused safely.

* @author saharan

*/

OIMO.JointConfig = function(){

	// The first rigid body of the joint.

    this.body1 = null;

    // The second rigid body of the joint.

    this.body2 = null;

    // The anchor point on the first rigid body in local coordinate system.

    this.localAnchorPoint1=new OIMO.Vec3();

    //  The anchor point on the second rigid body in local coordinate system.

    this.localAnchorPoint2=new OIMO.Vec3();

    // The axis in the first body's coordinate system.

	// his property is available in some joints.

    this.localAxis1=new OIMO.Vec3();

    // The axis in the second body's coordinate system.

	// This property is available in some joints.

    this.localAxis2=new OIMO.Vec3();

    //  Whether allow collision between connected rigid bodies or not.

    this.allowCollision=false;

}

/**

* A link list of joints.

* @author saharan

*/

OIMO.JointLink = function(joint){

	// The previous joint link.

    this.prev = null;

    // The next joint link.

    this.next = null;

    // The other rigid body connected to the joint.

    this.body = null;

    // The joint of the link.

    this.joint = joint;

}

/**

* An information of limit and motor.

* @author saharan

*/

OIMO.LimitMotor = function(axis,fixed){

    // The axis of the constraint.

    this.axis=axis;

    // The current angle for rotational constraints.

    this.angle=0;

    // The lower limit. Set lower > upper to disable.

    if(fixed)this.lowerLimit=0;

    else this.lowerLimit=1;

    //  The upper limit. Set lower > upper to disable.

    this.upperLimit=0;

    // The target motor speed.

    this.motorSpeed=0;

    // The maximum motor force or torque. Set 0 to disable.

    this.maxMotorForce=0;

    // The frequency of the spring. Set 0 to disable.

    this.frequency=0;

    // The damping ratio of the spring. Set 0 for no damping, 1 for critical damping.

    this.dampingRatio=0;

}



OIMO.LimitMotor.prototype = {

    constructor: OIMO.LimitMotor,

    /**

    * Set limit data into this constraint.

    * @param   lowerLimit

    * @param   upperLimit

    */

    setLimit:function(lowerLimit,upperLimit){

        this.lowerLimit=lowerLimit;

        this.upperLimit=upperLimit;

    },

    /**

    * Set motor data into this constraint.

    * @param   motorSpeed

    * @param   maxMotorForce

    */

    setMotor:function(motorSpeed,maxMotorForce){

        this.motorSpeed=motorSpeed;

        this.maxMotorForce=maxMotorForce;

    },

    /**

    * Set spring data into this constraint.

    * @param   frequency

    * @param   dampingRatio

    */

    setSpring:function(frequency,dampingRatio){

        this.frequency=frequency;

        this.dampingRatio=dampingRatio;

    }

}

/**

* A ball-and-socket joint limits relative translation on two anchor points on rigid bodies.

* @author saharan

*/

OIMO.BallAndSocketJoint = function(config){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_BALL_AND_SOCKET;

    

    this.lc=new OIMO.LinearConstraint(this);

}

OIMO.BallAndSocketJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.BallAndSocketJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    this.updateAnchorPoints();

    this.lc.preSolve(timeStep,invTimeStep);

}

OIMO.BallAndSocketJoint.prototype.solve = function () {

    this.lc.solve();

}

OIMO.BallAndSocketJoint.prototype.postSolve = function () {

}

/**

* A distance joint limits the distance between two anchor points on rigid bodies.

* @author saharan

*/

OIMO.DistanceJoint = function(config,minDistance,maxDistance){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_DISTANCE;

    

    this.normal=new OIMO.Vec3();

    // The limit and motor information of the joint.

    this.limitMotor=new OIMO.LimitMotor(this.normal,true);

    this.limitMotor.lowerLimit=minDistance;

    this.limitMotor.upperLimit=maxDistance;

    this.t=new OIMO.TranslationalConstraint(this,this.limitMotor);

}

OIMO.DistanceJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.DistanceJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    this.updateAnchorPoints();

    var nx=this.anchorPoint2.x-this.anchorPoint1.x;

    var ny=this.anchorPoint2.y-this.anchorPoint1.y;

    var nz=this.anchorPoint2.z-this.anchorPoint1.z;

    var len=Math.sqrt(nx*nx+ny*ny+nz*nz);

    if(len>0)len=1/len;

    this.normal.init(nx*len,ny*len,nz*len);

    this.t.preSolve(timeStep,invTimeStep);

}

OIMO.DistanceJoint.prototype.solve = function () {

    this.t.solve();

}

OIMO.DistanceJoint.prototype.postSolve = function () {

}

/**

* A hinge joint allows only for relative rotation of rigid bodies along the axis.

* @author saharan

*/

OIMO.HingeJoint = function(config,lowerAngleLimit,upperAngleLimit){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_HINGE;



    // The axis in the first body's coordinate system.

    this.localAxis1=new OIMO.Vec3().normalize(config.localAxis1);

    // The axis in the second body's coordinate system.

    this.localAxis2=new OIMO.Vec3().normalize(config.localAxis2);

    var len;

    this.localAxis1X=this.localAxis1.x;

    this.localAxis1Y=this.localAxis1.y;

    this.localAxis1Z=this.localAxis1.z;



    this.localAngAxis1X=this.localAxis1Y*this.localAxis1X-this.localAxis1Z*this.localAxis1Z;

    this.localAngAxis1Y=-this.localAxis1Z*this.localAxis1Y-this.localAxis1X*this.localAxis1X;

    this.localAngAxis1Z=this.localAxis1X*this.localAxis1Z+this.localAxis1Y*this.localAxis1Y;



    len=1/Math.sqrt(this.localAngAxis1X*this.localAngAxis1X+this.localAngAxis1Y*this.localAngAxis1Y+this.localAngAxis1Z*this.localAngAxis1Z);

    this.localAngAxis1X*=len;

    this.localAngAxis1Y*=len;

    this.localAngAxis1Z*=len;



    this.localAxis2X=this.localAxis2.x;

    this.localAxis2Y=this.localAxis2.y;

    this.localAxis2Z=this.localAxis2.z;



    // make angle axis 2

    var arc=new OIMO.Mat33().setQuat(new OIMO.Quat().arc(this.localAxis1,this.localAxis2));

    var tarc = arc.elements;

    this.localAngAxis2X=this.localAngAxis1X*tarc[0]+this.localAngAxis1Y*tarc[1]+this.localAngAxis1Z*tarc[2];

    this.localAngAxis2Y=this.localAngAxis1X*tarc[3]+this.localAngAxis1Y*tarc[4]+this.localAngAxis1Z*tarc[5];

    this.localAngAxis2Z=this.localAngAxis1X*tarc[6]+this.localAngAxis1Y*tarc[7]+this.localAngAxis1Z*tarc[8];



    this.nor=new OIMO.Vec3();

    this.tan=new OIMO.Vec3();

    this.bin=new OIMO.Vec3();

    // The rotational limit and motor information of the joint.

    this.limitMotor=new OIMO.LimitMotor(this.nor,false);

    this.limitMotor.lowerLimit=lowerAngleLimit;

    this.limitMotor.upperLimit=upperAngleLimit;



    this.lc=new OIMO.LinearConstraint(this);

    this.r3=new OIMO.Rotational3Constraint(this,this.limitMotor,new OIMO.LimitMotor(this.tan,true),new OIMO.LimitMotor(this.bin,true));

}

OIMO.HingeJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.HingeJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    var tmpM;

    var tmp1X;

    var tmp1Y;

    var tmp1Z;



    this.updateAnchorPoints();



    tmpM=this.body1.rotation.elements;

    var axis1X=this.localAxis1X*tmpM[0]+this.localAxis1Y*tmpM[1]+this.localAxis1Z*tmpM[2];

    var axis1Y=this.localAxis1X*tmpM[3]+this.localAxis1Y*tmpM[4]+this.localAxis1Z*tmpM[5];

    var axis1Z=this.localAxis1X*tmpM[6]+this.localAxis1Y*tmpM[7]+this.localAxis1Z*tmpM[8];

    var angAxis1X=this.localAngAxis1X*tmpM[0]+this.localAngAxis1Y*tmpM[1]+this.localAngAxis1Z*tmpM[2];

    var angAxis1Y=this.localAngAxis1X*tmpM[3]+this.localAngAxis1Y*tmpM[4]+this.localAngAxis1Z*tmpM[5];

    var angAxis1Z=this.localAngAxis1X*tmpM[6]+this.localAngAxis1Y*tmpM[7]+this.localAngAxis1Z*tmpM[8];

    tmpM=this.body2.rotation.elements;

    var axis2X=this.localAxis2X*tmpM[0]+this.localAxis2Y*tmpM[1]+this.localAxis2Z*tmpM[2];

    var axis2Y=this.localAxis2X*tmpM[3]+this.localAxis2Y*tmpM[4]+this.localAxis2Z*tmpM[5];

    var axis2Z=this.localAxis2X*tmpM[6]+this.localAxis2Y*tmpM[7]+this.localAxis2Z*tmpM[8];

    var angAxis2X=this.localAngAxis2X*tmpM[0]+this.localAngAxis2Y*tmpM[1]+this.localAngAxis2Z*tmpM[2];

    var angAxis2Y=this.localAngAxis2X*tmpM[3]+this.localAngAxis2Y*tmpM[4]+this.localAngAxis2Z*tmpM[5];

    var angAxis2Z=this.localAngAxis2X*tmpM[6]+this.localAngAxis2Y*tmpM[7]+this.localAngAxis2Z*tmpM[8];

    var nx=axis1X*this.body2.inverseMass+axis2X*this.body1.inverseMass;

    var ny=axis1Y*this.body2.inverseMass+axis2Y*this.body1.inverseMass;

    var nz=axis1Z*this.body2.inverseMass+axis2Z*this.body1.inverseMass;

    tmp1X=Math.sqrt(nx*nx+ny*ny+nz*nz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    nx*=tmp1X;

    ny*=tmp1X;

    nz*=tmp1X;

    var tx=ny*nx-nz*nz;

    var ty=-nz*ny-nx*nx;

    var tz=nx*nz+ny*ny;

    tmp1X=1/Math.sqrt(tx*tx+ty*ty+tz*tz);

    tx*=tmp1X;

    ty*=tmp1X;

    tz*=tmp1X;

    var bx=ny*tz-nz*ty;

    var by=nz*tx-nx*tz;

    var bz=nx*ty-ny*tx;



    this.nor.init(nx,ny,nz);

    this.tan.init(tx,ty,tz);

    this.bin.init(bx,by,bz);



    // ----------------------------------------------

    //            calculate hinge angle

    // ----------------------------------------------

            

    if(

        nx*(angAxis1Y*angAxis2Z-angAxis1Z*angAxis2Y)+

        ny*(angAxis1Z*angAxis2X-angAxis1X*angAxis2Z)+

        nz*(angAxis1X*angAxis2Y-angAxis1Y*angAxis2X)<0

    ){

        this.limitMotor.angle=-this.acosClamp(angAxis1X*angAxis2X+angAxis1Y*angAxis2Y+angAxis1Z*angAxis2Z);

    }else{

        this.limitMotor.angle=this.acosClamp(angAxis1X*angAxis2X+angAxis1Y*angAxis2Y+angAxis1Z*angAxis2Z);

    }



    // angular error

    tmp1X=axis1Y*axis2Z-axis1Z*axis2Y;

    tmp1Y=axis1Z*axis2X-axis1X*axis2Z;

    tmp1Z=axis1X*axis2Y-axis1Y*axis2X;



    this.r3.limitMotor2.angle=tx*tmp1X+ty*tmp1Y+tz*tmp1Z;

    this.r3.limitMotor3.angle=bx*tmp1X+by*tmp1Y+bz*tmp1Z;

    

    this.r3.preSolve(timeStep,invTimeStep);

    this.lc.preSolve(timeStep,invTimeStep);

}

OIMO.HingeJoint.prototype.solve = function () {

    this.r3.solve();

    this.lc.solve();

}

OIMO.HingeJoint.prototype.postSolve = function () {

}

OIMO.HingeJoint.prototype.acosClamp = function(cos){

    if(cos>1)return 0;

    else if(cos<-1)return Math.PI;

    else return Math.acos(cos);

}

/**

* A prismatic joint allows only for relative translation of rigid bodies along the axis.

* @author saharan

*/

OIMO.PrismaticJoint = function(config,lowerTranslation,upperTranslation){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_PRISMATIC;



    // The axis in the first body's coordinate system.

    this.localAxis1=new OIMO.Vec3().normalize(config.localAxis1);

    // The axis in the second body's coordinate system.

    this.localAxis2=new OIMO.Vec3().normalize(config.localAxis2);

    this.localAxis1X=this.localAxis1.x;

    this.localAxis1Y=this.localAxis1.y;

    this.localAxis1Z=this.localAxis1.z;

    this.localAxis2X=this.localAxis2.x;

    this.localAxis2Y=this.localAxis2.y;

    this.localAxis2Z=this.localAxis2.z;

    

    this.nor=new OIMO.Vec3();

    this.tan=new OIMO.Vec3();

    this.bin=new OIMO.Vec3();

    this.ac=new OIMO.AngularConstraint(this,new OIMO.Quat().arc(this.localAxis1,this.localAxis2));

    // The translational limit and motor information of the joint.

    this.limitMotor=new OIMO.LimitMotor(this.nor,true);

    this.limitMotor.lowerLimit=lowerTranslation;

    this.limitMotor.upperLimit=upperTranslation;

    this.t3=new OIMO.Translational3Constraint(this,this.limitMotor,new OIMO.LimitMotor(this.tan,true),new OIMO.LimitMotor(this.bin,true));

}

OIMO.PrismaticJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.PrismaticJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    var tmpM;

    var tmp1X;

    var tmp1Y;

    var tmp1Z;

    this.updateAnchorPoints();



    tmpM=this.body1.rotation.elements;

    var axis1X=this.localAxis1X*tmpM[0]+this.localAxis1Y*tmpM[1]+this.localAxis1Z*tmpM[2];

    var axis1Y=this.localAxis1X*tmpM[3]+this.localAxis1Y*tmpM[4]+this.localAxis1Z*tmpM[5];

    var axis1Z=this.localAxis1X*tmpM[6]+this.localAxis1Y*tmpM[7]+this.localAxis1Z*tmpM[8];

    tmpM=this.body2.rotation.elements;

    var axis2X=this.localAxis2X*tmpM[0]+this.localAxis2Y*tmpM[1]+this.localAxis2Z*tmpM[2];

    var axis2Y=this.localAxis2X*tmpM[3]+this.localAxis2Y*tmpM[4]+this.localAxis2Z*tmpM[5];

    var axis2Z=this.localAxis2X*tmpM[6]+this.localAxis2Y*tmpM[7]+this.localAxis2Z*tmpM[8];



    var nx=axis1X*this.body2.inverseMass+axis2X*this.body1.inverseMass;

    var ny=axis1Y*this.body2.inverseMass+axis2Y*this.body1.inverseMass;

    var nz=axis1Z*this.body2.inverseMass+axis2Z*this.body1.inverseMass;

    tmp1X=Math.sqrt(nx*nx+ny*ny+nz*nz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    nx*=tmp1X;

    ny*=tmp1X;

    nz*=tmp1X;

    var tx=ny*nx-nz*nz;

    var ty=-nz*ny-nx*nx;

    var tz=nx*nz+ny*ny;

    tmp1X=1/Math.sqrt(tx*tx+ty*ty+tz*tz);

    tx*=tmp1X;

    ty*=tmp1X;

    tz*=tmp1X;

    var bx=ny*tz-nz*ty;

    var by=nz*tx-nx*tz;

    var bz=nx*ty-ny*tx;



    this.nor.init(nx,ny,nz);

    this.tan.init(tx,ty,tz);

    this.bin.init(bx,by,bz);

    

    this.ac.preSolve(timeStep,invTimeStep);

    this.t3.preSolve(timeStep,invTimeStep);

}

OIMO.PrismaticJoint.prototype.solve = function () {

    this.ac.solve();

    this.t3.solve();

}

OIMO.PrismaticJoint.prototype.postSolve = function () {

}

/**

* A slider joint allows for relative translation and relative rotation between two rigid bodies along the axis.

* @author saharan

*/

OIMO.SliderJoint = function(config,lowerTranslation,upperTranslation){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_SLIDER;



    // The first axis in local coordinate system.

    this.localAxis1=new OIMO.Vec3().normalize(config.localAxis1);

    // The second axis in local coordinate system.

    this.localAxis2=new OIMO.Vec3().normalize(config.localAxis2);



    var len;

    this.localAxis1X=this.localAxis1.x;

    this.localAxis1Y=this.localAxis1.y;

    this.localAxis1Z=this.localAxis1.z;



    this.localAngAxis1X=this.localAxis1Y*this.localAxis1X-this.localAxis1Z*this.localAxis1Z;

    this.localAngAxis1Y=-this.localAxis1Z*this.localAxis1Y-this.localAxis1X*this.localAxis1X;

    this.localAngAxis1Z=this.localAxis1X*this.localAxis1Z+this.localAxis1Y*this.localAxis1Y;



    len=1/Math.sqrt(this.localAngAxis1X*this.localAngAxis1X+this.localAngAxis1Y*this.localAngAxis1Y+this.localAngAxis1Z*this.localAngAxis1Z);

    this.localAngAxis1X*=len;

    this.localAngAxis1Y*=len;

    this.localAngAxis1Z*=len;



    this.localAxis2X=this.localAxis2.x;

    this.localAxis2Y=this.localAxis2.y;

    this.localAxis2Z=this.localAxis2.z;



    // make angle axis 2

    var arc=new OIMO.Mat33().setQuat(new OIMO.Quat().arc(this.localAxis1,this.localAxis2));

    var tarc = arc.elements;

    this.localAngAxis2X=this.localAngAxis1X*tarc[0]+this.localAngAxis1Y*tarc[1]+this.localAngAxis1Z*tarc[2];

    this.localAngAxis2Y=this.localAngAxis1X*tarc[3]+this.localAngAxis1Y*tarc[4]+this.localAngAxis1Z*tarc[5];

    this.localAngAxis2Z=this.localAngAxis1X*tarc[6]+this.localAngAxis1Y*tarc[7]+this.localAngAxis1Z*tarc[8];

    

    this.nor=new OIMO.Vec3();

    this.tan=new OIMO.Vec3();

    this.bin=new OIMO.Vec3();

    // The limit and motor for the rotation

    this.rotationalLimitMotor=new OIMO.LimitMotor(this.nor,false);

    this.r3=new OIMO.Rotational3Constraint(this,this.rotationalLimitMotor,new OIMO.LimitMotor(this.tan,true),new OIMO.LimitMotor(this.bin,true));

    // The limit and motor for the translation.

    this.translationalLimitMotor=new OIMO.LimitMotor(this.nor,true);

    this.translationalLimitMotor.lowerLimit=lowerTranslation;

    this.translationalLimitMotor.upperLimit=upperTranslation;

    this.t3=new OIMO.Translational3Constraint(this,this.translationalLimitMotor,new OIMO.LimitMotor(this.tan,true),new OIMO.LimitMotor(this.bin,true));

}

OIMO.SliderJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.SliderJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    var tmpM;

    var tmp1X;

    var tmp1Y;

    var tmp1Z;

    this.updateAnchorPoints();



    tmpM=this.body1.rotation.elements;

    var axis1X=this.localAxis1X*tmpM[0]+this.localAxis1Y*tmpM[1]+this.localAxis1Z*tmpM[2];

    var axis1Y=this.localAxis1X*tmpM[3]+this.localAxis1Y*tmpM[4]+this.localAxis1Z*tmpM[5];

    var axis1Z=this.localAxis1X*tmpM[6]+this.localAxis1Y*tmpM[7]+this.localAxis1Z*tmpM[8];

    var angAxis1X=this.localAngAxis1X*tmpM[0]+this.localAngAxis1Y*tmpM[1]+this.localAngAxis1Z*tmpM[2];

    var angAxis1Y=this.localAngAxis1X*tmpM[3]+this.localAngAxis1Y*tmpM[4]+this.localAngAxis1Z*tmpM[5];

    var angAxis1Z=this.localAngAxis1X*tmpM[6]+this.localAngAxis1Y*tmpM[7]+this.localAngAxis1Z*tmpM[8];

    tmpM=this.body2.rotation.elements;

    var axis2X=this.localAxis2X*tmpM[0]+this.localAxis2Y*tmpM[1]+this.localAxis2Z*tmpM[2];

    var axis2Y=this.localAxis2X*tmpM[3]+this.localAxis2Y*tmpM[4]+this.localAxis2Z*tmpM[5];

    var axis2Z=this.localAxis2X*tmpM[6]+this.localAxis2Y*tmpM[7]+this.localAxis2Z*tmpM[8];

    var angAxis2X=this.localAngAxis2X*tmpM[0]+this.localAngAxis2Y*tmpM[1]+this.localAngAxis2Z*tmpM[2];

    var angAxis2Y=this.localAngAxis2X*tmpM[3]+this.localAngAxis2Y*tmpM[4]+this.localAngAxis2Z*tmpM[5];

    var angAxis2Z=this.localAngAxis2X*tmpM[6]+this.localAngAxis2Y*tmpM[7]+this.localAngAxis2Z*tmpM[8];



    var nx=axis1X*this.body2.inverseMass+axis2X*this.body1.inverseMass;

    var ny=axis1Y*this.body2.inverseMass+axis2Y*this.body1.inverseMass;

    var nz=axis1Z*this.body2.inverseMass+axis2Z*this.body1.inverseMass;

    tmp1X=Math.sqrt(nx*nx+ny*ny+nz*nz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    nx*=tmp1X;

    ny*=tmp1X;

    nz*=tmp1X;

    var tx=ny*nx-nz*nz;

    var ty=-nz*ny-nx*nx;

    var tz=nx*nz+ny*ny;

    tmp1X=1/Math.sqrt(tx*tx+ty*ty+tz*tz);

    tx*=tmp1X;

    ty*=tmp1X;

    tz*=tmp1X;

    var bx=ny*tz-nz*ty;

    var by=nz*tx-nx*tz;

    var bz=nx*ty-ny*tx;

    this.nor.init(nx,ny,nz);

    this.tan.init(tx,ty,tz);

    this.bin.init(bx,by,bz);



    // ----------------------------------------------

    //            calculate hinge angle

    // ----------------------------------------------



            

    if(

        nx*(angAxis1Y*angAxis2Z-angAxis1Z*angAxis2Y)+

        ny*(angAxis1Z*angAxis2X-angAxis1X*angAxis2Z)+

        nz*(angAxis1X*angAxis2Y-angAxis1Y*angAxis2X)<0

        ){

        this.rotationalLimitMotor.angle=-this.acosClamp(angAxis1X*angAxis2X+angAxis1Y*angAxis2Y+angAxis1Z*angAxis2Z);

    }else{

        this.rotationalLimitMotor.angle=this.acosClamp(angAxis1X*angAxis2X+angAxis1Y*angAxis2Y+angAxis1Z*angAxis2Z);

    }



    // angular error

    tmp1X=axis1Y*axis2Z-axis1Z*axis2Y;

    tmp1Y=axis1Z*axis2X-axis1X*axis2Z;

    tmp1Z=axis1X*axis2Y-axis1Y*axis2X;



    this.r3.limitMotor2.angle=tx*tmp1X+ty*tmp1Y+tz*tmp1Z;

    this.r3.limitMotor3.angle=bx*tmp1X+by*tmp1Y+bz*tmp1Z;

    

    this.r3.preSolve(timeStep,invTimeStep);

    this.t3.preSolve(timeStep,invTimeStep);

}

OIMO.SliderJoint.prototype.solve = function () {

    this.r3.solve();

    this.t3.solve();

}

OIMO.SliderJoint.prototype.postSolve = function () {

}

OIMO.SliderJoint.prototype.acosClamp = function(cos){

    if(cos>1)return 0;

    else if(cos<-1)return Math.PI;

    else return Math.acos(cos);

}

/**

* A wheel joint allows for relative rotation between two rigid bodies along two axes.

* The wheel joint also allows for relative translation for the suspension.

*/

OIMO.WheelJoint = function(config){

    OIMO.Joint.call( this, config);

    this.type=this.JOINT_WHEEL;



    // The first axis in local coordinate system.

    this.localAxis1=new OIMO.Vec3().normalize(config.localAxis1);

    // The second axis in local coordinate system.

    this.localAxis2=new OIMO.Vec3().normalize(config.localAxis2);



    var len;

    this.localAxis1X=this.localAxis1.x;

    this.localAxis1Y=this.localAxis1.y;

    this.localAxis1Z=this.localAxis1.z;

    this.localAxis2X=this.localAxis2.x;

    this.localAxis2Y=this.localAxis2.y;

    this.localAxis2Z=this.localAxis2.z;

    var dot=this.localAxis1X*this.localAxis2X+this.localAxis1Y*this.localAxis2Y+this.localAxis1Z*this.localAxis2Z;

    if(dot>-1&&dot<1){

        this.localAngAxis1X=this.localAxis2X-dot*this.localAxis1X;

        this.localAngAxis1Y=this.localAxis2Y-dot*this.localAxis1Y;

        this.localAngAxis1Z=this.localAxis2Z-dot*this.localAxis1Z;

        this.localAngAxis2X=this.localAxis1X-dot*this.localAxis2X;

        this.localAngAxis2Y=this.localAxis1Y-dot*this.localAxis2Y;

        this.localAngAxis2Z=this.localAxis1Z-dot*this.localAxis2Z;

        len=1/Math.sqrt(this.localAngAxis1X*this.localAngAxis1X+this.localAngAxis1Y*this.localAngAxis1Y+this.localAngAxis1Z*this.localAngAxis1Z);

        this.localAngAxis1X*=len;

        this.localAngAxis1Y*=len;

        this.localAngAxis1Z*=len;

        len=1/Math.sqrt(this.localAngAxis2X*this.localAngAxis2X+this.localAngAxis2Y*this.localAngAxis2Y+this.localAngAxis2Z*this.localAngAxis2Z);

        this.localAngAxis2X*=len;

        this.localAngAxis2Y*=len;

        this.localAngAxis2Z*=len;

    }else{

        this.localAngAxis1X=this.localAxis1Y*this.localAxis1X-this.localAxis1Z*this.localAxis1Z;

        this.localAngAxis1Y=-this.localAxis1Z*this.localAxis1Y-this.localAxis1X*this.localAxis1X;

        this.localAngAxis1Z=this.localAxis1X*this.localAxis1Z+this.localAxis1Y*this.localAxis1Y;

        len=1/Math.sqrt(this.localAngAxis1X*this.localAngAxis1X+this.localAngAxis1Y*this.localAngAxis1Y+this.localAngAxis1Z*this.localAngAxis1Z);

        this.localAngAxis1X*=len;

        this.localAngAxis1Y*=len;

        this.localAngAxis1Z*=len;

        var arc=new OIMO.Mat33().setQuat(new OIMO.Quat().arc(this.localAxis1,this.localAxis2));

        var tarc = arc.elements;

        this.localAngAxis2X=this.localAngAxis1X*tarc[0]+this.localAngAxis1Y*tarc[1]+this.localAngAxis1Z*tarc[2];

        this.localAngAxis2Y=this.localAngAxis1X*tarc[3]+this.localAngAxis1Y*tarc[4]+this.localAngAxis1Z*tarc[5];

        this.localAngAxis2Z=this.localAngAxis1X*tarc[6]+this.localAngAxis1Y*tarc[7]+this.localAngAxis1Z*tarc[8];

    }



    this.nor=new OIMO.Vec3();

    this.tan=new OIMO.Vec3();

    this.bin=new OIMO.Vec3();



    // The translational limit and motor information of the joint.

    this.translationalLimitMotor=new OIMO.LimitMotor(this.tan,true);

    this.translationalLimitMotor.frequency=8;

    this.translationalLimitMotor.dampingRatio=1;

    // The first rotational limit and motor information of the joint.

    this.rotationalLimitMotor1=new OIMO.LimitMotor(this.tan,false);

    // The second rotational limit and motor information of the joint.

    this.rotationalLimitMotor2=new OIMO.LimitMotor(this.bin,false);



    this.t3=new OIMO.Translational3Constraint(this,new OIMO.LimitMotor(this.nor,true),this.translationalLimitMotor,new OIMO.LimitMotor(this.bin,true));

    this.t3.weight=1;

    this.r3=new OIMO.Rotational3Constraint(this,new OIMO.LimitMotor(this.nor,true),this.rotationalLimitMotor1,this.rotationalLimitMotor2);

}

OIMO.WheelJoint.prototype = Object.create( OIMO.Joint.prototype );

OIMO.WheelJoint.prototype.preSolve = function (timeStep,invTimeStep) {

    var tmpM;

    var tmp1X;

    var tmp1Y;

    var tmp1Z;

    this.updateAnchorPoints();

    tmpM=this.body1.rotation.elements;

    var x1=this.localAxis1X*tmpM[0]+this.localAxis1Y*tmpM[1]+this.localAxis1Z*tmpM[2];

    var y1=this.localAxis1X*tmpM[3]+this.localAxis1Y*tmpM[4]+this.localAxis1Z*tmpM[5];

    var z1=this.localAxis1X*tmpM[6]+this.localAxis1Y*tmpM[7]+this.localAxis1Z*tmpM[8];

    var angAxis1X=this.localAngAxis1X*tmpM[0]+this.localAngAxis1Y*tmpM[1]+this.localAngAxis1Z*tmpM[2];

    var angAxis1Y=this.localAngAxis1X*tmpM[3]+this.localAngAxis1Y*tmpM[4]+this.localAngAxis1Z*tmpM[5];

    var angAxis1Z=this.localAngAxis1X*tmpM[6]+this.localAngAxis1Y*tmpM[7]+this.localAngAxis1Z*tmpM[8];

    tmpM=this.body2.rotation.elements;

    var x2=this.localAxis2X*tmpM[0]+this.localAxis2Y*tmpM[1]+this.localAxis2Z*tmpM[2];

    var y2=this.localAxis2X*tmpM[3]+this.localAxis2Y*tmpM[4]+this.localAxis2Z*tmpM[5];

    var z2=this.localAxis2X*tmpM[6]+this.localAxis2Y*tmpM[7]+this.localAxis2Z*tmpM[8];

    var angAxis2X=this.localAngAxis2X*tmpM[0]+this.localAngAxis2Y*tmpM[1]+this.localAngAxis2Z*tmpM[2];

    var angAxis2Y=this.localAngAxis2X*tmpM[3]+this.localAngAxis2Y*tmpM[4]+this.localAngAxis2Z*tmpM[5];

    var angAxis2Z=this.localAngAxis2X*tmpM[6]+this.localAngAxis2Y*tmpM[7]+this.localAngAxis2Z*tmpM[8];

    

    this.r3.limitMotor1.angle=x1*x2+y1*y2+z1*z2;

    if( x1*(angAxis1Y*z2-angAxis1Z*y2)+ y1*(angAxis1Z*x2-angAxis1X*z2)+ z1*(angAxis1X*y2-angAxis1Y*x2)<0 ){

        this.rotationalLimitMotor1.angle=-this.acosClamp(angAxis1X*x2+angAxis1Y*y2+angAxis1Z*z2);

    }else{

        this.rotationalLimitMotor1.angle=this.acosClamp(angAxis1X*x2+angAxis1Y*y2+angAxis1Z*z2);

    }

    if( x2*(angAxis2Y*z1-angAxis2Z*y1)+ y2*(angAxis2Z*x1-angAxis2X*z1)+ z2*(angAxis2X*y1-angAxis2Y*x1)<0 ){

        this.rotationalLimitMotor2.angle=this.acosClamp(angAxis2X*x1+angAxis2Y*y1+angAxis2Z*z1);

    }else{

        this.rotationalLimitMotor2.angle=-this.acosClamp(angAxis2X*x1+angAxis2Y*y1+angAxis2Z*z1);

    }



    var nx=y2*z1-z2*y1;

    var ny=z2*x1-x2*z1;

    var nz=x2*y1-y2*x1;



    tmp1X=Math.sqrt(nx*nx+ny*ny+nz*nz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    nx*=tmp1X;

    ny*=tmp1X;

    nz*=tmp1X;



    var tx=ny*z2-nz*y2;

    var ty=nz*x2-nx*z2;

    var tz=nx*y2-ny*x2;



    tmp1X=Math.sqrt(tx*tx+ty*ty+tz*tz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    tx*=tmp1X;

    ty*=tmp1X;

    tz*=tmp1X;



    var bx=y1*nz-z1*ny;

    var by=z1*nx-x1*nz;

    var bz=x1*ny-y1*nx;



    tmp1X=Math.sqrt(bx*bx+by*by+bz*bz);

    if(tmp1X>0)tmp1X=1/tmp1X;

    bx*=tmp1X;

    by*=tmp1X;

    bz*=tmp1X;



    this.nor.init(nx,ny,nz);

    this.tan.init(tx,ty,tz);

    this.bin.init(bx,by,bz);

    

    this.r3.preSolve(timeStep,invTimeStep);

    this.t3.preSolve(timeStep,invTimeStep);

}

OIMO.WheelJoint.prototype.solve = function () {

    this.r3.solve();

    this.t3.solve();

}

OIMO.WheelJoint.prototype.postSolve = function () {

}

OIMO.WheelJoint.prototype.acosClamp = function(cos){

    if(cos>1)return 0;

    else if(cos<-1)return Math.PI;

    else return Math.acos(cos);

}

/**

* An angular constraint for all axes for various joints.

* @author saharan

*/

OIMO.AngularConstraint = function(joint,targetOrientation){

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.d00=NaN;

    this.d01=NaN;

    this.d02=NaN;

    this.d10=NaN;

    this.d11=NaN;

    this.d12=NaN;

    this.d20=NaN;

    this.d21=NaN;

    this.d22=NaN;

    this.ax=NaN;

    this.ay=NaN;

    this.az=NaN;

    this.velx=NaN;

    this.vely=NaN;

    this.velz=NaN;



    this.joint=joint;

    this.targetOrientation=new OIMO.Quat().invert(targetOrientation);

    this.relativeOrientation=new OIMO.Quat();

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.impx=0;

    this.impy=0;

    this.impz=0;

}

OIMO.AngularConstraint.prototype = {

    constructor: OIMO.AngularConstraint,



    preSolve:function(timeStep,invTimeStep){

        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        var v00=this.i1e00+this.i2e00;

        var v01=this.i1e01+this.i2e01;

        var v02=this.i1e02+this.i2e02;

        var v10=this.i1e10+this.i2e10;

        var v11=this.i1e11+this.i2e11;

        var v12=this.i1e12+this.i2e12;

        var v20=this.i1e20+this.i2e20;

        var v21=this.i1e21+this.i2e21;

        var v22=this.i1e22+this.i2e22;

        var inv=1/(

        v00*(v11*v22-v21*v12)+

        v10*(v21*v02-v01*v22)+

        v20*(v01*v12-v11*v02)

        );

        this.d00=(v11*v22-v12*v21)*inv;

        this.d01=(v02*v21-v01*v22)*inv;

        this.d02=(v01*v12-v02*v11)*inv;

        this.d10=(v12*v20-v10*v22)*inv;

        this.d11=(v00*v22-v02*v20)*inv;

        this.d12=(v02*v10-v00*v12)*inv;

        this.d20=(v10*v21-v11*v20)*inv;

        this.d21=(v01*v20-v00*v21)*inv;

        this.d22=(v00*v11-v01*v10)*inv;

        

        this.relativeOrientation.invert(this.b1.orientation);// error = b2 - b1 - target

        this.relativeOrientation.mul(this.targetOrientation,this.relativeOrientation);

        this.relativeOrientation.mul(this.b2.orientation,this.relativeOrientation);

        inv=this.relativeOrientation.s*2;

        this.velx=this.relativeOrientation.x*inv;

        this.vely=this.relativeOrientation.y*inv;

        this.velz=this.relativeOrientation.z*inv;

        var len=Math.sqrt(this.velx*this.velx+this.vely*this.vely+this.velz*this.velz);

        if(len>0.02){

            len=(0.02-len)/len*invTimeStep*0.05;

            this.velx*=len;

            this.vely*=len;

            this.velz*=len;

        }else{

            this.velx=0;

            this.vely=0;

            this.velz=0;

        }

        this.a1.x+=this.impx*this.i1e00+this.impy*this.i1e01+this.impz*this.i1e02;

        this.a1.y+=this.impx*this.i1e10+this.impy*this.i1e11+this.impz*this.i1e12;

        this.a1.z+=this.impx*this.i1e20+this.impy*this.i1e21+this.impz*this.i1e22;

        this.a2.x-=this.impx*this.i2e00+this.impy*this.i2e01+this.impz*this.i2e02;

        this.a2.y-=this.impx*this.i2e10+this.impy*this.i2e11+this.impz*this.i2e12;

        this.a2.z-=this.impx*this.i2e20+this.impy*this.i2e21+this.impz*this.i2e22;

    },

    solve:function(){

        var rvx=this.a2.x-this.a1.x-this.velx;

        var rvy=this.a2.y-this.a1.y-this.vely;

        var rvz=this.a2.z-this.a1.z-this.velz;

        var nimpx=rvx*this.d00+rvy*this.d01+rvz*this.d02;

        var nimpy=rvx*this.d10+rvy*this.d11+rvz*this.d12;

        var nimpz=rvx*this.d20+rvy*this.d21+rvz*this.d22;

        this.impx+=nimpx;

        this.impy+=nimpy;

        this.impz+=nimpz;

        this.a1.x+=nimpx*this.i1e00+nimpy*this.i1e01+nimpz*this.i1e02;

        this.a1.y+=nimpx*this.i1e10+nimpy*this.i1e11+nimpz*this.i1e12;

        this.a1.z+=nimpx*this.i1e20+nimpy*this.i1e21+nimpz*this.i1e22;

        this.a2.x-=nimpx*this.i2e00+nimpy*this.i2e01+nimpz*this.i2e02;

        this.a2.y-=nimpx*this.i2e10+nimpy*this.i2e11+nimpz*this.i2e12;

        this.a2.z-=nimpx*this.i2e20+nimpy*this.i2e21+nimpz*this.i2e22;

    }

}

/**

* A linear constraint for all axes for various joints.

* @author saharan

*/

OIMO.LinearConstraint = function(joint){

    this.m1=NaN;

    this.m2=NaN;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.d00=NaN;

    this.d01=NaN;

    this.d02=NaN;

    this.d10=NaN;

    this.d11=NaN;

    this.d12=NaN;

    this.d20=NaN;

    this.d21=NaN;

    this.d22=NaN;

    this.r1x=NaN;

    this.r1y=NaN;

    this.r1z=NaN;

    this.r2x=NaN;

    this.r2y=NaN;

    this.r2z=NaN;

    this.ax1x=NaN;

    this.ax1y=NaN;

    this.ax1z=NaN;

    this.ay1x=NaN;

    this.ay1y=NaN;

    this.ay1z=NaN;

    this.az1x=NaN;

    this.az1y=NaN;

    this.az1z=NaN;

    this.ax2x=NaN;

    this.ax2y=NaN;

    this.ax2z=NaN;

    this.ay2x=NaN;

    this.ay2y=NaN;

    this.ay2z=NaN;

    this.az2x=NaN;

    this.az2y=NaN;

    this.az2z=NaN;

    this.vel=NaN;

    this.velx=NaN;

    this.vely=NaN;

    this.velz=NaN;





    this.joint=joint;

    this.r1=joint.relativeAnchorPoint1;

    this.r2=joint.relativeAnchorPoint2;

    this.p1=joint.anchorPoint1;

    this.p2=joint.anchorPoint2;

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.l1=this.b1.linearVelocity;

    this.l2=this.b2.linearVelocity;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.impx=0;

    this.impy=0;

    this.impz=0;

}



OIMO.LinearConstraint.prototype = {

    constructor: OIMO.LinearConstraint,



    preSolve:function(timeStep,invTimeStep){

        this.r1x=this.r1.x;

        this.r1y=this.r1.y;

        this.r1z=this.r1.z;

        this.r2x=this.r2.x;

        this.r2y=this.r2.y;

        this.r2z=this.r2.z;

        this.m1=this.b1.inverseMass;

        this.m2=this.b2.inverseMass;



        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        this.ax1x=this.r1z*this.i1e01+-this.r1y*this.i1e02;

        this.ax1y=this.r1z*this.i1e11+-this.r1y*this.i1e12;

        this.ax1z=this.r1z*this.i1e21+-this.r1y*this.i1e22;

        this.ay1x=-this.r1z*this.i1e00+this.r1x*this.i1e02;

        this.ay1y=-this.r1z*this.i1e10+this.r1x*this.i1e12;

        this.ay1z=-this.r1z*this.i1e20+this.r1x*this.i1e22;

        this.az1x=this.r1y*this.i1e00+-this.r1x*this.i1e01;

        this.az1y=this.r1y*this.i1e10+-this.r1x*this.i1e11;

        this.az1z=this.r1y*this.i1e20+-this.r1x*this.i1e21;

        this.ax2x=this.r2z*this.i2e01+-this.r2y*this.i2e02;

        this.ax2y=this.r2z*this.i2e11+-this.r2y*this.i2e12;

        this.ax2z=this.r2z*this.i2e21+-this.r2y*this.i2e22;

        this.ay2x=-this.r2z*this.i2e00+this.r2x*this.i2e02;

        this.ay2y=-this.r2z*this.i2e10+this.r2x*this.i2e12;

        this.ay2z=-this.r2z*this.i2e20+this.r2x*this.i2e22;

        this.az2x=this.r2y*this.i2e00+-this.r2x*this.i2e01;

        this.az2y=this.r2y*this.i2e10+-this.r2x*this.i2e11;

        this.az2z=this.r2y*this.i2e20+-this.r2x*this.i2e21;



        // calculate point-to-point mass matrix

        // from impulse equation

        // 

        // M = ([/m] - [r^][/I][r^]) ^ -1

        // 

        // where

        // 

        // [/m] = |1/m, 0, 0|

        //        |0, 1/m, 0|

        //        |0, 0, 1/m|

        // 

        // [r^] = |0, -rz, ry|

        //        |rz, 0, -rx|

        //        |-ry, rx, 0|

        // 

        // [/I] = Inverted moment inertia



        var k00=this.m1+this.m2;

        var k01=0;

        var k02=0;

        var k10=0;

        var k11=k00;

        var k12=0;

        var k20=0;

        var k21=0;

        var k22=k00;



        k00+=this.i1e11*this.r1z*this.r1z-(this.i1e21+this.i1e12)*this.r1y*this.r1z+this.i1e22*this.r1y*this.r1y;

        k01+=(this.i1e20*this.r1y+this.i1e12*this.r1x)*this.r1z-this.i1e10*this.r1z*this.r1z-this.i1e22*this.r1x*this.r1y;

        k02+=(this.i1e10*this.r1y-this.i1e11*this.r1x)*this.r1z-this.i1e20*this.r1y*this.r1y+this.i1e21*this.r1x*this.r1y;

        k10+=(this.i1e02*this.r1y+this.i1e21*this.r1x)*this.r1z-this.i1e01*this.r1z*this.r1z-this.i1e22*this.r1x*this.r1y;

        k11+=this.i1e00*this.r1z*this.r1z-(this.i1e20+this.i1e02)*this.r1x*this.r1z+this.i1e22*this.r1x*this.r1x;

        k12+=(this.i1e01*this.r1x-this.i1e00*this.r1y)*this.r1z-this.i1e21*this.r1x*this.r1x+this.i1e20*this.r1x*this.r1y;

        k20+=(this.i1e01*this.r1y-this.i1e11*this.r1x)*this.r1z-this.i1e02*this.r1y*this.r1y+this.i1e12*this.r1x*this.r1y;

        k21+=(this.i1e10*this.r1x-this.i1e00*this.r1y)*this.r1z-this.i1e12*this.r1x*this.r1x+this.i1e02*this.r1x*this.r1y;

        k22+=this.i1e00*this.r1y*this.r1y-(this.i1e10+this.i1e01)*this.r1x*this.r1y+this.i1e11*this.r1x*this.r1x;



        k00+=this.i2e11*this.r2z*this.r2z-(this.i2e21+this.i2e12)*this.r2y*this.r2z+this.i2e22*this.r2y*this.r2y;

        k01+=(this.i2e20*this.r2y+this.i2e12*this.r2x)*this.r2z-this.i2e10*this.r2z*this.r2z-this.i2e22*this.r2x*this.r2y;

        k02+=(this.i2e10*this.r2y-this.i2e11*this.r2x)*this.r2z-this.i2e20*this.r2y*this.r2y+this.i2e21*this.r2x*this.r2y;

        k10+=(this.i2e02*this.r2y+this.i2e21*this.r2x)*this.r2z-this.i2e01*this.r2z*this.r2z-this.i2e22*this.r2x*this.r2y;

        k11+=this.i2e00*this.r2z*this.r2z-(this.i2e20+this.i2e02)*this.r2x*this.r2z+this.i2e22*this.r2x*this.r2x;

        k12+=(this.i2e01*this.r2x-this.i2e00*this.r2y)*this.r2z-this.i2e21*this.r2x*this.r2x+this.i2e20*this.r2x*this.r2y;

        k20+=(this.i2e01*this.r2y-this.i2e11*this.r2x)*this.r2z-this.i2e02*this.r2y*this.r2y+this.i2e12*this.r2x*this.r2y;

        k21+=(this.i2e10*this.r2x-this.i2e00*this.r2y)*this.r2z-this.i2e12*this.r2x*this.r2x+this.i2e02*this.r2x*this.r2y;

        k22+=this.i2e00*this.r2y*this.r2y-(this.i2e10+this.i2e01)*this.r2x*this.r2y+this.i2e11*this.r2x*this.r2x;



        var inv=1/(

        k00*(k11*k22-k21*k12)+

        k10*(k21*k02-k01*k22)+

        k20*(k01*k12-k11*k02)

        );

        this.d00=(k11*k22-k12*k21)*inv;

        this.d01=(k02*k21-k01*k22)*inv;

        this.d02=(k01*k12-k02*k11)*inv;

        this.d10=(k12*k20-k10*k22)*inv;

        this.d11=(k00*k22-k02*k20)*inv;

        this.d12=(k02*k10-k00*k12)*inv;

        this.d20=(k10*k21-k11*k20)*inv;

        this.d21=(k01*k20-k00*k21)*inv;

        this.d22=(k00*k11-k01*k10)*inv;



        this.velx=this.p2.x-this.p1.x;

        this.vely=this.p2.y-this.p1.y;

        this.velz=this.p2.z-this.p1.z;

        var len=Math.sqrt(this.velx*this.velx+this.vely*this.vely+this.velz*this.velz);

        if(len>0.005){

            len=(0.005-len)/len*invTimeStep*0.05;

            this.velx*=len;

            this.vely*=len;

            this.velz*=len;

        }else{

            this.velx=0;

            this.vely=0;

            this.velz=0;

        }



        this.impx*=0.95;

        this.impy*=0.95;

        this.impz*=0.95;

        

        this.l1.x+=this.impx*this.m1;

        this.l1.y+=this.impy*this.m1;

        this.l1.z+=this.impz*this.m1;

        this.a1.x+=this.impx*this.ax1x+this.impy*this.ay1x+this.impz*this.az1x;

        this.a1.y+=this.impx*this.ax1y+this.impy*this.ay1y+this.impz*this.az1y;

        this.a1.z+=this.impx*this.ax1z+this.impy*this.ay1z+this.impz*this.az1z;

        this.l2.x-=this.impx*this.m2;

        this.l2.y-=this.impy*this.m2;

        this.l2.z-=this.impz*this.m2;

        this.a2.x-=this.impx*this.ax2x+this.impy*this.ay2x+this.impz*this.az2x;

        this.a2.y-=this.impx*this.ax2y+this.impy*this.ay2y+this.impz*this.az2y;

        this.a2.z-=this.impx*this.ax2z+this.impy*this.ay2z+this.impz*this.az2z;

    },

    solve:function(){

        var rvx=this.l2.x-this.l1.x+this.a2.y*this.r2z-this.a2.z*this.r2y-this.a1.y*this.r1z+this.a1.z*this.r1y-this.velx;

        var rvy=this.l2.y-this.l1.y+this.a2.z*this.r2x-this.a2.x*this.r2z-this.a1.z*this.r1x+this.a1.x*this.r1z-this.vely;

        var rvz=this.l2.z-this.l1.z+this.a2.x*this.r2y-this.a2.y*this.r2x-this.a1.x*this.r1y+this.a1.y*this.r1x-this.velz;

        var nimpx=rvx*this.d00+rvy*this.d01+rvz*this.d02;

        var nimpy=rvx*this.d10+rvy*this.d11+rvz*this.d12;

        var nimpz=rvx*this.d20+rvy*this.d21+rvz*this.d22;

        this.impx+=nimpx;

        this.impy+=nimpy;

        this.impz+=nimpz;

        this.l1.x+=nimpx*this.m1;

        this.l1.y+=nimpy*this.m1;

        this.l1.z+=nimpz*this.m1;

        this.a1.x+=nimpx*this.ax1x+nimpy*this.ay1x+nimpz*this.az1x;

        this.a1.y+=nimpx*this.ax1y+nimpy*this.ay1y+nimpz*this.az1y;

        this.a1.z+=nimpx*this.ax1z+nimpy*this.ay1z+nimpz*this.az1z;

        this.l2.x-=nimpx*this.m2;

        this.l2.y-=nimpy*this.m2;

        this.l2.z-=nimpz*this.m2;

        this.a2.x-=nimpx*this.ax2x+nimpy*this.ay2x+nimpz*this.az2x;

        this.a2.y-=nimpx*this.ax2y+nimpy*this.ay2y+nimpz*this.az2y;

        this.a2.z-=nimpx*this.ax2z+nimpy*this.ay2z+nimpz*this.az2z;

    }

}

/**

* A three-axis rotational constraint for various joints.

* @author saharan

*/

OIMO.Rotational3Constraint = function(joint,limitMotor1,limitMotor2,limitMotor3){

    this.cfm1=NaN;

    this.cfm2=NaN;

    this.cfm3=NaN;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.ax1=NaN;

    this.ay1=NaN;

    this.az1=NaN;

    this.ax2=NaN;

    this.ay2=NaN;

    this.az2=NaN;

    this.ax3=NaN;

    this.ay3=NaN;

    this.az3=NaN;



    this.a1x1=NaN; // jacoians

    this.a1y1=NaN;

    this.a1z1=NaN;

    this.a2x1=NaN;

    this.a2y1=NaN;

    this.a2z1=NaN;

    this.a1x2=NaN;

    this.a1y2=NaN;

    this.a1z2=NaN;

    this.a2x2=NaN;

    this.a2y2=NaN;

    this.a2z2=NaN;

    this.a1x3=NaN;

    this.a1y3=NaN;

    this.a1z3=NaN;

    this.a2x3=NaN;

    this.a2y3=NaN;

    this.a2z3=NaN;



    this.lowerLimit1=NaN;

    this.upperLimit1=NaN;

    this.limitVelocity1=NaN;

    this.limitState1=0; // -1: at lower, 0: locked, 1: at upper, 2: free

    this.enableMotor1=false;

    this.motorSpeed1=NaN;

    this.maxMotorForce1=NaN;

    this.maxMotorImpulse1=NaN;

    this.lowerLimit2=NaN;

    this.upperLimit2=NaN;

    this.limitVelocity2=NaN;

    this.limitState2=0; // -1: at lower, 0: locked, 1: at upper, 2: free

    this.enableMotor2=false;

    this.motorSpeed2=NaN;

    this.maxMotorForce2=NaN;

    this.maxMotorImpulse2=NaN;

    this.lowerLimit3=NaN;

    this.upperLimit3=NaN;

    this.limitVelocity3=NaN;

    this.limitState3=0; // -1: at lower, 0: locked, 1: at upper, 2: free

    this.enableMotor3=false;

    this.motorSpeed3=NaN;

    this.maxMotorForce3=NaN;

    this.maxMotorImpulse3=NaN;



    this.k00=NaN; // K = J*M*JT

    this.k01=NaN;

    this.k02=NaN;

    this.k10=NaN;

    this.k11=NaN;

    this.k12=NaN;

    this.k20=NaN;

    this.k21=NaN;

    this.k22=NaN;



    this.kv00=NaN; // diagonals without CFMs

    this.kv11=NaN;

    this.kv22=NaN;



    this.dv00=NaN; // ...inverted

    this.dv11=NaN;

    this.dv22=NaN;



    this.d00=NaN;  // K^-1

    this.d01=NaN;

    this.d02=NaN;

    this.d10=NaN;

    this.d11=NaN;

    this.d12=NaN;

    this.d20=NaN;

    this.d21=NaN;

    this.d22=NaN;



    this.limitMotor1=limitMotor1;

    this.limitMotor2=limitMotor2;

    this.limitMotor3=limitMotor3;

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.limitImpulse1=0;

    this.motorImpulse1=0;

    this.limitImpulse2=0;

    this.motorImpulse2=0;

    this.limitImpulse3=0;

    this.motorImpulse3=0;

}

OIMO.Rotational3Constraint.prototype = {

    constructor: OIMO.Rotational3Constraint,



    preSolve:function(timeStep,invTimeStep){

        this.ax1=this.limitMotor1.axis.x;

        this.ay1=this.limitMotor1.axis.y;

        this.az1=this.limitMotor1.axis.z;

        this.ax2=this.limitMotor2.axis.x;

        this.ay2=this.limitMotor2.axis.y;

        this.az2=this.limitMotor2.axis.z;

        this.ax3=this.limitMotor3.axis.x;

        this.ay3=this.limitMotor3.axis.y;

        this.az3=this.limitMotor3.axis.z;

        this.lowerLimit1=this.limitMotor1.lowerLimit;

        this.upperLimit1=this.limitMotor1.upperLimit;

        this.motorSpeed1=this.limitMotor1.motorSpeed;

        this.maxMotorForce1=this.limitMotor1.maxMotorForce;

        this.enableMotor1=this.maxMotorForce1>0;

        this.lowerLimit2=this.limitMotor2.lowerLimit;

        this.upperLimit2=this.limitMotor2.upperLimit;

        this.motorSpeed2=this.limitMotor2.motorSpeed;

        this.maxMotorForce2=this.limitMotor2.maxMotorForce;

        this.enableMotor2=this.maxMotorForce2>0;

        this.lowerLimit3=this.limitMotor3.lowerLimit;

        this.upperLimit3=this.limitMotor3.upperLimit;

        this.motorSpeed3=this.limitMotor3.motorSpeed;

        this.maxMotorForce3=this.limitMotor3.maxMotorForce;

        this.enableMotor3=this.maxMotorForce3>0;



        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        var frequency1=this.limitMotor1.frequency;

        var frequency2=this.limitMotor2.frequency;

        var frequency3=this.limitMotor3.frequency;

        var enableSpring1=frequency1>0;

        var enableSpring2=frequency2>0;

        var enableSpring3=frequency3>0;

        var enableLimit1=this.lowerLimit1<=this.upperLimit1;

        var enableLimit2=this.lowerLimit2<=this.upperLimit2;

        var enableLimit3=this.lowerLimit3<=this.upperLimit3;

        var angle1=this.limitMotor1.angle;

        if(enableLimit1){

            if(this.lowerLimit1==this.upperLimit1){

                if(this.limitState1!=0){

                    this.limitState1=0;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.lowerLimit1-angle1;

            }else if(angle1<this.lowerLimit1){

                if(this.limitState1!=-1){

                    this.limitState1=-1;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.lowerLimit1-angle1;

            }else if(angle1>this.upperLimit1){

                if(this.limitState1!=1){

                    this.limitState1=1;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.upperLimit1-angle1;

            }else{

                this.limitState1=2;

                this.limitImpulse1=0;

                this.limitVelocity1=0;

            }

            if(!enableSpring1){

                if(this.limitVelocity1>0.02)this.limitVelocity1-=0.02;

                else if(this.limitVelocity1<-0.02)this.limitVelocity1+=0.02;

                else this.limitVelocity1=0;

            }

        }else{

            this.limitState1=2;

            this.limitImpulse1=0;

        }



        var angle2=this.limitMotor2.angle;

        if(enableLimit2){

            if(this.lowerLimit2==this.upperLimit2){

                if(this.limitState2!=0){

                    this.limitState2=0;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.lowerLimit2-angle2;

            }else if(angle2<this.lowerLimit2){

                if(this.limitState2!=-1){

                    this.limitState2=-1;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.lowerLimit2-angle2;

            }else if(angle2>this.upperLimit2){

                if(this.limitState2!=1){

                    this.limitState2=1;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.upperLimit2-angle2;

            }else{

                this.limitState2=2;

                this.limitImpulse2=0;

                this.limitVelocity2=0;

            }

            if(!enableSpring2){

                if(this.limitVelocity2>0.02)this.limitVelocity2-=0.02;

                else if(this.limitVelocity2<-0.02)this.limitVelocity2+=0.02;

                else this.limitVelocity2=0;

            }

        }else{

            this.limitState2=2;

            this.limitImpulse2=0;

        }



        var angle3=this.limitMotor3.angle;

        if(enableLimit3){

            if(this.lowerLimit3==this.upperLimit3){

                if(this.limitState3!=0){

                    this.limitState3=0;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.lowerLimit3-angle3;

            }else if(angle3<this.lowerLimit3){

                if(this.limitState3!=-1){

                    this.limitState3=-1;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.lowerLimit3-angle3;

            }else if(angle3>this.upperLimit3){

                if(this.limitState3!=1){

                    this.limitState3=1;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.upperLimit3-angle3;

            }else{

                this.limitState3=2;

                this.limitImpulse3=0;

                this.limitVelocity3=0;

                }

            if(!enableSpring3){

                if(this.limitVelocity3>0.02)this.limitVelocity3-=0.02;

                else if(this.limitVelocity3<-0.02)this.limitVelocity3+=0.02;

                else this.limitVelocity3=0;

            }

        }else{

            this.limitState3=2;

            this.limitImpulse3=0;

        }



        if(this.enableMotor1&&(this.limitState1!=0||enableSpring1)){

            this.maxMotorImpulse1=this.maxMotorForce1*timeStep;

        }else{

            this.motorImpulse1=0;

            this.maxMotorImpulse1=0;

        }

        if(this.enableMotor2&&(this.limitState2!=0||enableSpring2)){

            this.maxMotorImpulse2=this.maxMotorForce2*timeStep;

        }else{

            this.motorImpulse2=0;

            this.maxMotorImpulse2=0;

        }

        if(this.enableMotor3&&(this.limitState3!=0||enableSpring3)){

            this.maxMotorImpulse3=this.maxMotorForce3*timeStep;

        }else{

            this.motorImpulse3=0;

            this.maxMotorImpulse3=0;

        }



        // build jacobians

        this.a1x1=this.ax1*this.i1e00+this.ay1*this.i1e01+this.az1*this.i1e02;

        this.a1y1=this.ax1*this.i1e10+this.ay1*this.i1e11+this.az1*this.i1e12;

        this.a1z1=this.ax1*this.i1e20+this.ay1*this.i1e21+this.az1*this.i1e22;

        this.a2x1=this.ax1*this.i2e00+this.ay1*this.i2e01+this.az1*this.i2e02;

        this.a2y1=this.ax1*this.i2e10+this.ay1*this.i2e11+this.az1*this.i2e12;

        this.a2z1=this.ax1*this.i2e20+this.ay1*this.i2e21+this.az1*this.i2e22;



        this.a1x2=this.ax2*this.i1e00+this.ay2*this.i1e01+this.az2*this.i1e02;

        this.a1y2=this.ax2*this.i1e10+this.ay2*this.i1e11+this.az2*this.i1e12;

        this.a1z2=this.ax2*this.i1e20+this.ay2*this.i1e21+this.az2*this.i1e22;

        this.a2x2=this.ax2*this.i2e00+this.ay2*this.i2e01+this.az2*this.i2e02;

        this.a2y2=this.ax2*this.i2e10+this.ay2*this.i2e11+this.az2*this.i2e12;

        this.a2z2=this.ax2*this.i2e20+this.ay2*this.i2e21+this.az2*this.i2e22;



        this.a1x3=this.ax3*this.i1e00+this.ay3*this.i1e01+this.az3*this.i1e02;

        this.a1y3=this.ax3*this.i1e10+this.ay3*this.i1e11+this.az3*this.i1e12;

        this.a1z3=this.ax3*this.i1e20+this.ay3*this.i1e21+this.az3*this.i1e22;

        this.a2x3=this.ax3*this.i2e00+this.ay3*this.i2e01+this.az3*this.i2e02;

        this.a2y3=this.ax3*this.i2e10+this.ay3*this.i2e11+this.az3*this.i2e12;

        this.a2z3=this.ax3*this.i2e20+this.ay3*this.i2e21+this.az3*this.i2e22;



        // build an impulse matrix

        this.k00=this.ax1*(this.a1x1+this.a2x1)+this.ay1*(this.a1y1+this.a2y1)+this.az1*(this.a1z1+this.a2z1);

        this.k01=this.ax1*(this.a1x2+this.a2x2)+this.ay1*(this.a1y2+this.a2y2)+this.az1*(this.a1z2+this.a2z2);

        this.k02=this.ax1*(this.a1x3+this.a2x3)+this.ay1*(this.a1y3+this.a2y3)+this.az1*(this.a1z3+this.a2z3);

        this.k10=this.ax2*(this.a1x1+this.a2x1)+this.ay2*(this.a1y1+this.a2y1)+this.az2*(this.a1z1+this.a2z1);

        this.k11=this.ax2*(this.a1x2+this.a2x2)+this.ay2*(this.a1y2+this.a2y2)+this.az2*(this.a1z2+this.a2z2);

        this.k12=this.ax2*(this.a1x3+this.a2x3)+this.ay2*(this.a1y3+this.a2y3)+this.az2*(this.a1z3+this.a2z3);

        this.k20=this.ax3*(this.a1x1+this.a2x1)+this.ay3*(this.a1y1+this.a2y1)+this.az3*(this.a1z1+this.a2z1);

        this.k21=this.ax3*(this.a1x2+this.a2x2)+this.ay3*(this.a1y2+this.a2y2)+this.az3*(this.a1z2+this.a2z2);

        this.k22=this.ax3*(this.a1x3+this.a2x3)+this.ay3*(this.a1y3+this.a2y3)+this.az3*(this.a1z3+this.a2z3);



        this.kv00=this.k00;

        this.kv11=this.k11;

        this.kv22=this.k22;

        this.dv00=1/this.kv00;

        this.dv11=1/this.kv11;

        this.dv22=1/this.kv22;



        if(enableSpring1&&this.limitState1!=2){

            var omega=6.2831853*frequency1;

            var k=omega*omega*timeStep;

            var dmp=invTimeStep/(k+2*this.limitMotor1.dampingRatio*omega);

            this.cfm1=this.kv00*dmp;

            this.limitVelocity1*=k*dmp;

        }else{

            this.cfm1=0;

            this.limitVelocity1*=invTimeStep*0.05;

        }



        if(enableSpring2&&this.limitState2!=2){

            omega=6.2831853*frequency2;

            k=omega*omega*timeStep;

            dmp=invTimeStep/(k+2*this.limitMotor2.dampingRatio*omega);

            this.cfm2=this.kv11*dmp;

            this.limitVelocity2*=k*dmp;

        }else{

            this.cfm2=0;

            this.limitVelocity2*=invTimeStep*0.05;

        }



        if(enableSpring3&&this.limitState3!=2){

            omega=6.2831853*frequency3;

            k=omega*omega*timeStep;

            dmp=invTimeStep/(k+2*this.limitMotor3.dampingRatio*omega);

            this.cfm3=this.kv22*dmp;

            this.limitVelocity3*=k*dmp;

        }else{

            this.cfm3=0;

            this.limitVelocity3*=invTimeStep*0.05;

        }



        this.k00+=this.cfm1;

        this.k11+=this.cfm2;

        this.k22+=this.cfm3;



        var inv=1/(

        this.k00*(this.k11*this.k22-this.k21*this.k12)+

        this.k10*(this.k21*this.k02-this.k01*this.k22)+

        this.k20*(this.k01*this.k12-this.k11*this.k02)

        );

        this.d00=(this.k11*this.k22-this.k12*this.k21)*inv;

        this.d01=(this.k02*this.k21-this.k01*this.k22)*inv;

        this.d02=(this.k01*this.k12-this.k02*this.k11)*inv;

        this.d10=(this.k12*this.k20-this.k10*this.k22)*inv;

        this.d11=(this.k00*this.k22-this.k02*this.k20)*inv;

        this.d12=(this.k02*this.k10-this.k00*this.k12)*inv;

        this.d20=(this.k10*this.k21-this.k11*this.k20)*inv;

        this.d21=(this.k01*this.k20-this.k00*this.k21)*inv;

        this.d22=(this.k00*this.k11-this.k01*this.k10)*inv;

        

        this.limitImpulse1*=0.95;

        this.motorImpulse1*=0.95;

        this.limitImpulse2*=0.95;

        this.motorImpulse2*=0.95;

        this.limitImpulse3*=0.95;

        this.motorImpulse3*=0.95;

        var totalImpulse1=this.limitImpulse1+this.motorImpulse1;

        var totalImpulse2=this.limitImpulse2+this.motorImpulse2;

        var totalImpulse3=this.limitImpulse3+this.motorImpulse3;

        this.a1.x+=totalImpulse1*this.a1x1+totalImpulse2*this.a1x2+totalImpulse3*this.a1x3;

        this.a1.y+=totalImpulse1*this.a1y1+totalImpulse2*this.a1y2+totalImpulse3*this.a1y3;

        this.a1.z+=totalImpulse1*this.a1z1+totalImpulse2*this.a1z2+totalImpulse3*this.a1z3;

        this.a2.x-=totalImpulse1*this.a2x1+totalImpulse2*this.a2x2+totalImpulse3*this.a2x3;

        this.a2.y-=totalImpulse1*this.a2y1+totalImpulse2*this.a2y2+totalImpulse3*this.a2y3;

        this.a2.z-=totalImpulse1*this.a2z1+totalImpulse2*this.a2z2+totalImpulse3*this.a2z3;

    },

    solve_:function(){

        var rvx=this.a2.x-this.a1.x;

        var rvy=this.a2.y-this.a1.y;

        var rvz=this.a2.z-this.a1.z;



        this.limitVelocity3=30;

        var rvn1=rvx*this.ax1+rvy*this.ay1+rvz*this.az1-this.limitVelocity1;

        var rvn2=rvx*this.ax2+rvy*this.ay2+rvz*this.az2-this.limitVelocity2;

        var rvn3=rvx*this.ax3+rvy*this.ay3+rvz*this.az3-this.limitVelocity3;



        var dLimitImpulse1=rvn1*this.d00+rvn2*this.d01+rvn3*this.d02;

        var dLimitImpulse2=rvn1*this.d10+rvn2*this.d11+rvn3*this.d12;

        var dLimitImpulse3=rvn1*this.d20+rvn2*this.d21+rvn3*this.d22;



        this.limitImpulse1+=dLimitImpulse1;

        this.limitImpulse2+=dLimitImpulse2;

        this.limitImpulse3+=dLimitImpulse3;



        this.a1.x+=dLimitImpulse1*this.a1x1+dLimitImpulse2*this.a1x2+dLimitImpulse3*this.a1x3;

        this.a1.y+=dLimitImpulse1*this.a1y1+dLimitImpulse2*this.a1y2+dLimitImpulse3*this.a1y3;

        this.a1.z+=dLimitImpulse1*this.a1z1+dLimitImpulse2*this.a1z2+dLimitImpulse3*this.a1z3;

        this.a2.x-=dLimitImpulse1*this.a2x1+dLimitImpulse2*this.a2x2+dLimitImpulse3*this.a2x3;

        this.a2.y-=dLimitImpulse1*this.a2y1+dLimitImpulse2*this.a2y2+dLimitImpulse3*this.a2y3;

        this.a2.z-=dLimitImpulse1*this.a2z1+dLimitImpulse2*this.a2z2+dLimitImpulse3*this.a2z3;

    },

    solve:function(){

        var rvx=this.a2.x-this.a1.x;

        var rvy=this.a2.y-this.a1.y;

        var rvz=this.a2.z-this.a1.z;



        var rvn1=rvx*this.ax1+rvy*this.ay1+rvz*this.az1;

        var rvn2=rvx*this.ax2+rvy*this.ay2+rvz*this.az2;

        var rvn3=rvx*this.ax3+rvy*this.ay3+rvz*this.az3;



        var oldMotorImpulse1=this.motorImpulse1;

        var oldMotorImpulse2=this.motorImpulse2;

        var oldMotorImpulse3=this.motorImpulse3;



        var dMotorImpulse1=0;

        var dMotorImpulse2=0;

        var dMotorImpulse3=0;



        if(this.enableMotor1){

            dMotorImpulse1=(rvn1-this.motorSpeed1)*this.dv00;

            this.motorImpulse1+=dMotorImpulse1;

            if(this.motorImpulse1>this.maxMotorImpulse1){ // clamp motor impulse

            this.motorImpulse1=this.maxMotorImpulse1;

            }else if(this.motorImpulse1<-this.maxMotorImpulse1){

            this.motorImpulse1=-this.maxMotorImpulse1;

            }

            dMotorImpulse1=this.motorImpulse1-oldMotorImpulse1;

        }

        if(this.enableMotor2){

            dMotorImpulse2=(rvn2-this.motorSpeed2)*this.dv11;

            this.motorImpulse2+=dMotorImpulse2;

            if(this.motorImpulse2>this.maxMotorImpulse2){ // clamp motor impulse

                this.motorImpulse2=this.maxMotorImpulse2;

            }else if(this.motorImpulse2<-this.maxMotorImpulse2){

                this.motorImpulse2=-this.maxMotorImpulse2;

            }

            dMotorImpulse2=this.motorImpulse2-oldMotorImpulse2;

        }

        if(this.enableMotor3){

            dMotorImpulse3=(rvn3-this.motorSpeed3)*this.dv22;

            this.motorImpulse3+=dMotorImpulse3;

            if(this.motorImpulse3>this.maxMotorImpulse3){ // clamp motor impulse

                this.motorImpulse3=this.maxMotorImpulse3;

            }else if(this.motorImpulse3<-this.maxMotorImpulse3){

                this.motorImpulse3=-this.maxMotorImpulse3;

            }

            dMotorImpulse3=this.motorImpulse3-oldMotorImpulse3;

        }



        // apply motor impulse to relative velocity

        rvn1+=dMotorImpulse1*this.kv00+dMotorImpulse2*this.k01+dMotorImpulse3*this.k02;

        rvn2+=dMotorImpulse1*this.k10+dMotorImpulse2*this.kv11+dMotorImpulse3*this.k12;

        rvn3+=dMotorImpulse1*this.k20+dMotorImpulse2*this.k21+dMotorImpulse3*this.kv22;



        // subtract target velocity and applied impulse

        rvn1-=this.limitVelocity1+this.limitImpulse1*this.cfm1;

        rvn2-=this.limitVelocity2+this.limitImpulse2*this.cfm2;

        rvn3-=this.limitVelocity3+this.limitImpulse3*this.cfm3;



        var oldLimitImpulse1=this.limitImpulse1;

        var oldLimitImpulse2=this.limitImpulse2;

        var oldLimitImpulse3=this.limitImpulse3;



        var dLimitImpulse1=rvn1*this.d00+rvn2*this.d01+rvn3*this.d02;

        var dLimitImpulse2=rvn1*this.d10+rvn2*this.d11+rvn3*this.d12;

        var dLimitImpulse3=rvn1*this.d20+rvn2*this.d21+rvn3*this.d22;



        this.limitImpulse1+=dLimitImpulse1;

        this.limitImpulse2+=dLimitImpulse2;

        this.limitImpulse3+=dLimitImpulse3;



        // clamp

        var clampState=0;

        if(this.limitState1==2||this.limitImpulse1*this.limitState1<0){

            dLimitImpulse1=-oldLimitImpulse1;

            rvn2+=dLimitImpulse1*this.k10;

            rvn3+=dLimitImpulse1*this.k20;

            clampState|=1;

        }

        if(this.limitState2==2||this.limitImpulse2*this.limitState2<0){

            dLimitImpulse2=-oldLimitImpulse2;

            rvn1+=dLimitImpulse2*this.k01;

            rvn3+=dLimitImpulse2*this.k21;

            clampState|=2;

        }

        if(this.limitState3==2||this.limitImpulse3*this.limitState3<0){

            dLimitImpulse3=-oldLimitImpulse3;

            rvn1+=dLimitImpulse3*this.k02;

            rvn2+=dLimitImpulse3*this.k12;

            clampState|=4;

        }



        // update un-clamped impulse

        // TODO: isolate division

        var det;

        switch(clampState){

            case 1: // update 2 3

            det=1/(this.k11*this.k22-this.k12*this.k21);

            dLimitImpulse2=(this.k22*rvn2+-this.k12*rvn3)*det;

            dLimitImpulse3=(-this.k21*rvn2+this.k11*rvn3)*det;

            break;

            case 2: // update 1 3

            det=1/(this.k00*this.k22-this.k02*this.k20);

            dLimitImpulse1=(this.k22*rvn1+-this.k02*rvn3)*det;

            dLimitImpulse3=(-this.k20*rvn1+this.k00*rvn3)*det;

            break;

            case 3: // update 3

            dLimitImpulse3=rvn3/this.k22;

            break;

            case 4: // update 1 2

            det=1/(this.k00*this.k11-this.k01*this.k10);

            dLimitImpulse1=(this.k11*rvn1+-this.k01*rvn2)*det;

            dLimitImpulse2=(-this.k10*rvn1+this.k00*rvn2)*det;

            break;

            case 5: // update 2

            dLimitImpulse2=rvn2/this.k11;

            break;

            case 6: // update 1

            dLimitImpulse1=rvn1/this.k00;

            break;

        }



        this.limitImpulse1=dLimitImpulse1+oldLimitImpulse1;

        this.limitImpulse2=dLimitImpulse2+oldLimitImpulse2;

        this.limitImpulse3=dLimitImpulse3+oldLimitImpulse3;



        var dImpulse1=dMotorImpulse1+dLimitImpulse1;

        var dImpulse2=dMotorImpulse2+dLimitImpulse2;

        var dImpulse3=dMotorImpulse3+dLimitImpulse3;



        // apply impulse

        this.a1.x+=dImpulse1*this.a1x1+dImpulse2*this.a1x2+dImpulse3*this.a1x3;

        this.a1.y+=dImpulse1*this.a1y1+dImpulse2*this.a1y2+dImpulse3*this.a1y3;

        this.a1.z+=dImpulse1*this.a1z1+dImpulse2*this.a1z2+dImpulse3*this.a1z3;

        this.a2.x-=dImpulse1*this.a2x1+dImpulse2*this.a2x2+dImpulse3*this.a2x3;

        this.a2.y-=dImpulse1*this.a2y1+dImpulse2*this.a2y2+dImpulse3*this.a2y3;

        this.a2.z-=dImpulse1*this.a2z1+dImpulse2*this.a2z2+dImpulse3*this.a2z3;

        rvx=this.a2.x-this.a1.x;

        rvy=this.a2.y-this.a1.y;

        rvz=this.a2.z-this.a1.z;



        rvn2=rvx*this.ax2+rvy*this.ay2+rvz*this.az2;

    }

}

/**

* A rotational constraint for various joints.

* @author saharan

*/

OIMO.RotationalConstraint = function(joint,limitMotor){

    this.cfm=NaN;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.motorDenom=NaN;

    this.invMotorDenom=NaN;

    this.invDenom=NaN;

    this.ax=NaN;

    this.ay=NaN;

    this.az=NaN;

    this.a1x=NaN;

    this.a1y=NaN;

    this.a1z=NaN;

    this.a2x=NaN;

    this.a2y=NaN;

    this.a2z=NaN;

    this.enableLimit=false;

    this.lowerLimit=NaN;

    this.upperLimit=NaN;

    this.limitVelocity=NaN;

    this.limitState=0; // -1: at lower, 0: locked, 1: at upper, 2: free

    this.enableMotor=false;

    this.motorSpeed=NaN;

    this.maxMotorForce=NaN;

    this.maxMotorImpulse=NaN;



    this.limitMotor=limitMotor;

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.limitImpulse=0;

    this.motorImpulse=0;

}

OIMO.RotationalConstraint.prototype = {

    constructor: OIMO.RotationalConstraint,



    preSolve:function(timeStep,invTimeStep){

        this.ax=this.limitMotor.axis.x;

        this.ay=this.limitMotor.axis.y;

        this.az=this.limitMotor.axis.z;

        this.lowerLimit=this.limitMotor.lowerLimit;

        this.upperLimit=this.limitMotor.upperLimit;

        this.motorSpeed=this.limitMotor.motorSpeed;

        this.maxMotorForce=this.limitMotor.maxMotorForce;

        this.enableMotor=this.maxMotorForce>0;



        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        var frequency=this.limitMotor.frequency;

        var enableSpring=frequency>0;

        var enableLimit=this.lowerLimit<=this.upperLimit;

        var angle=this.limitMotor.angle;

        if(enableLimit){

            if(this.lowerLimit==this.upperLimit){

                if(this.limitState!=0){

                    this.limitState=0;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.lowerLimit-angle;

            }else if(angle<this.lowerLimit){

                if(this.limitState!=-1){

                    this.limitState=-1;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.lowerLimit-angle;

            }else if(angle>this.upperLimit){

                if(this.limitState!=1){

                    this.limitState=1;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.upperLimit-angle;

            }else{

                this.limitState=2;

                this.limitImpulse=0;

                this.limitVelocity=0;

            }

            if(!enableSpring){

                if(this.limitVelocity>0.02)this.limitVelocity-=0.02;

                else if(this.limitVelocity<-0.02)this.limitVelocity+=0.02;

                else this.limitVelocity=0;

            }

        }else{

            this.limitState=2;

            this.limitImpulse=0;

        }

        if(this.enableMotor&&(this.limitState!=0||enableSpring)){

            this.maxMotorImpulse=this.maxMotorForce*timeStep;

        }else{

            this.motorImpulse=0;

            this.maxMotorImpulse=0;

        }



        this.a1x=this.ax*this.i1e00+this.ay*this.i1e01+this.az*this.i1e02;

        this.a1y=this.ax*this.i1e10+this.ay*this.i1e11+this.az*this.i1e12;

        this.a1z=this.ax*this.i1e20+this.ay*this.i1e21+this.az*this.i1e22;

        this.a2x=this.ax*this.i2e00+this.ay*this.i2e01+this.az*this.i2e02;

        this.a2y=this.ax*this.i2e10+this.ay*this.i2e11+this.az*this.i2e12;

        this.a2z=this.ax*this.i2e20+this.ay*this.i2e21+this.az*this.i2e22;

        this.motorDenom=this.ax*(this.a1x+this.a2x)+this.ay*(this.a1y+this.a2y)+this.az*(this.a1z+this.a2z);

        this.invMotorDenom=1/this.motorDenom;



        if(enableSpring&&this.limitState!=2){

            var omega=6.2831853*frequency;

            var k=omega*omega*timeStep;

            var dmp=invTimeStep/(k+2*this.limitMotor.dampingRatio*omega);

            this.cfm=this.motorDenom*dmp;

            this.limitVelocity*=k*dmp;

        }else{

            this.cfm=0;

            this.limitVelocity*=invTimeStep*0.05;

        }



        this.invDenom=1/(this.motorDenom+this.cfm);

        

        this.limitImpulse*=0.95;

        this.motorImpulse*=0.95;

        var totalImpulse=this.limitImpulse+this.motorImpulse;

        this.a1.x+=totalImpulse*this.a1x;

        this.a1.y+=totalImpulse*this.a1y;

        this.a1.z+=totalImpulse*this.a1z;

        this.a2.x-=totalImpulse*this.a2x;

        this.a2.y-=totalImpulse*this.a2y;

        this.a2.z-=totalImpulse*this.a2z;

    },

    solve:function(){

        var rvn=this.ax*(this.a2.x-this.a1.x)+this.ay*(this.a2.y-this.a1.y)+this.az*(this.a2.z-this.a1.z);



        // motor part

        var newMotorImpulse;

        if(this.enableMotor){

            newMotorImpulse=(rvn-this.motorSpeed)*this.invMotorDenom;

            var oldMotorImpulse=this.motorImpulse;

            this.motorImpulse+=newMotorImpulse;

            if(this.motorImpulse>this.maxMotorImpulse)this.motorImpulse=this.maxMotorImpulse;

            else if(this.motorImpulse<-this.maxMotorImpulse)this.motorImpulse=-this.maxMotorImpulse;

            newMotorImpulse=this.motorImpulse-oldMotorImpulse;

            rvn-=newMotorImpulse*this.motorDenom;

        }else newMotorImpulse=0;



        // limit part

        var newLimitImpulse;

        if(this.limitState!=2){

            newLimitImpulse=(rvn-this.limitVelocity-this.limitImpulse*this.cfm)*this.invDenom;

            var oldLimitImpulse=this.limitImpulse;

            this.limitImpulse+=newLimitImpulse;

            if(this.limitImpulse*this.limitState<0)this.limitImpulse=0;

            newLimitImpulse=this.limitImpulse-oldLimitImpulse;

        }else newLimitImpulse=0;



        var totalImpulse=newLimitImpulse+newMotorImpulse;

        this.a1.x+=totalImpulse*this.a1x;

        this.a1.y+=totalImpulse*this.a1y;

        this.a1.z+=totalImpulse*this.a1z;

        this.a2.x-=totalImpulse*this.a2x;

        this.a2.y-=totalImpulse*this.a2y;

        this.a2.z-=totalImpulse*this.a2z;

    }

}

/**

* A three-axis translational constraint for various joints.

* @author saharan

*/

OIMO.Translational3Constraint = function(joint,limitMotor1,limitMotor2,limitMotor3){

    this.m1=NaN;

    this.m2=NaN;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.ax1=NaN;

    this.ay1=NaN;

    this.az1=NaN;

    this.ax2=NaN;

    this.ay2=NaN;

    this.az2=NaN;

    this.ax3=NaN;

    this.ay3=NaN;

    this.az3=NaN;

    this.r1x=NaN;

    this.r1y=NaN;

    this.r1z=NaN;

    this.r2x=NaN;

    this.r2y=NaN;

    this.r2z=NaN;

    this.t1x1=NaN;// jacobians

    this.t1y1=NaN;

    this.t1z1=NaN;

    this.t2x1=NaN;

    this.t2y1=NaN;

    this.t2z1=NaN;

    this.l1x1=NaN;

    this.l1y1=NaN;

    this.l1z1=NaN;

    this.l2x1=NaN;

    this.l2y1=NaN;

    this.l2z1=NaN;

    this.a1x1=NaN;

    this.a1y1=NaN;

    this.a1z1=NaN;

    this.a2x1=NaN;

    this.a2y1=NaN;

    this.a2z1=NaN;

    this.t1x2=NaN;

    this.t1y2=NaN;

    this.t1z2=NaN;

    this.t2x2=NaN;

    this.t2y2=NaN;

    this.t2z2=NaN;

    this.l1x2=NaN;

    this.l1y2=NaN;

    this.l1z2=NaN;

    this.l2x2=NaN;

    this.l2y2=NaN;

    this.l2z2=NaN;

    this.a1x2=NaN;

    this.a1y2=NaN;

    this.a1z2=NaN;

    this.a2x2=NaN;

    this.a2y2=NaN;

    this.a2z2=NaN;

    this.t1x3=NaN;

    this.t1y3=NaN;

    this.t1z3=NaN;

    this.t2x3=NaN;

    this.t2y3=NaN;

    this.t2z3=NaN;

    this.l1x3=NaN;

    this.l1y3=NaN;

    this.l1z3=NaN;

    this.l2x3=NaN;

    this.l2y3=NaN;

    this.l2z3=NaN;

    this.a1x3=NaN;

    this.a1y3=NaN;

    this.a1z3=NaN;

    this.a2x3=NaN;

    this.a2y3=NaN;

    this.a2z3=NaN;

    this.lowerLimit1=NaN;

    this.upperLimit1=NaN;

    this.limitVelocity1=NaN;

    this.limitState1=0; // -1: at lower, 0: locked, 1: at upper, 2: unlimited

    this.enableMotor1=false;

    this.motorSpeed1=NaN;

    this.maxMotorForce1=NaN;

    this.maxMotorImpulse1=NaN;

    this.lowerLimit2=NaN;

    this.upperLimit2=NaN;

    this.limitVelocity2=NaN;

    this.limitState2=0; // -1: at lower, 0: locked, 1: at upper, 2: unlimited

    this.enableMotor2=false;

    this.motorSpeed2=NaN;

    this.maxMotorForce2=NaN;

    this.maxMotorImpulse2=NaN;

    this.lowerLimit3=NaN;

    this.upperLimit3=NaN;

    this.limitVelocity3=NaN;

    this.limitState3=0; // -1: at lower, 0: locked, 1: at upper, 2: unlimited

    this.enableMotor3=false;

    this.motorSpeed3=NaN;

    this.maxMotorForce3=NaN;

    this.maxMotorImpulse3=NaN;

    this.k00=NaN; // K = J*M*JT

    this.k01=NaN;

    this.k02=NaN;

    this.k10=NaN;

    this.k11=NaN;

    this.k12=NaN;

    this.k20=NaN;

    this.k21=NaN;

    this.k22=NaN;

    this.kv00=NaN; // diagonals without CFMs

    this.kv11=NaN;

    this.kv22=NaN;

    this.dv00=NaN; // ...inverted

    this.dv11=NaN;

    this.dv22=NaN;

    this.d00=NaN; // K^-1

    this.d01=NaN;

    this.d02=NaN;

    this.d10=NaN;

    this.d11=NaN;

    this.d12=NaN;

    this.d20=NaN;

    this.d21=NaN;

    this.d22=NaN;



    this.limitMotor1=limitMotor1;

    this.limitMotor2=limitMotor2;

    this.limitMotor3=limitMotor3;

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.p1=joint.anchorPoint1;

    this.p2=joint.anchorPoint2;

    this.r1=joint.relativeAnchorPoint1;

    this.r2=joint.relativeAnchorPoint2;

    this.l1=this.b1.linearVelocity;

    this.l2=this.b2.linearVelocity;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.limitImpulse1=0;

    this.motorImpulse1=0;

    this.limitImpulse2=0;

    this.motorImpulse2=0;

    this.limitImpulse3=0;

    this.motorImpulse3=0;

    this.cfm1=0;// Constraint Force Mixing

    this.cfm2=0;

    this.cfm3=0;

    this.weight=-1;

}

OIMO.Translational3Constraint.prototype = {

    constructor: OIMO.Translational3Constraint,



    preSolve:function(timeStep,invTimeStep){

        this.ax1=this.limitMotor1.axis.x;

        this.ay1=this.limitMotor1.axis.y;

        this.az1=this.limitMotor1.axis.z;

        this.ax2=this.limitMotor2.axis.x;

        this.ay2=this.limitMotor2.axis.y;

        this.az2=this.limitMotor2.axis.z;

        this.ax3=this.limitMotor3.axis.x;

        this.ay3=this.limitMotor3.axis.y;

        this.az3=this.limitMotor3.axis.z;

        this.lowerLimit1=this.limitMotor1.lowerLimit;

        this.upperLimit1=this.limitMotor1.upperLimit;

        this.motorSpeed1=this.limitMotor1.motorSpeed;

        this.maxMotorForce1=this.limitMotor1.maxMotorForce;

        this.enableMotor1=this.maxMotorForce1>0;

        this.lowerLimit2=this.limitMotor2.lowerLimit;

        this.upperLimit2=this.limitMotor2.upperLimit;

        this.motorSpeed2=this.limitMotor2.motorSpeed;

        this.maxMotorForce2=this.limitMotor2.maxMotorForce;

        this.enableMotor2=this.maxMotorForce2>0;

        this.lowerLimit3=this.limitMotor3.lowerLimit;

        this.upperLimit3=this.limitMotor3.upperLimit;

        this.motorSpeed3=this.limitMotor3.motorSpeed;

        this.maxMotorForce3=this.limitMotor3.maxMotorForce;

        this.enableMotor3=this.maxMotorForce3>0;

        this.m1=this.b1.inverseMass;

        this.m2=this.b2.inverseMass;



        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        var dx=this.p2.x-this.p1.x;

        var dy=this.p2.y-this.p1.y;

        var dz=this.p2.z-this.p1.z;

        var d1=dx*this.ax1+dy*this.ay1+dz*this.az1;

        var d2=dx*this.ax2+dy*this.ay2+dz*this.az2;

        var d3=dx*this.ax3+dy*this.ay3+dz*this.az3;

        var frequency1=this.limitMotor1.frequency;

        var frequency2=this.limitMotor2.frequency;

        var frequency3=this.limitMotor3.frequency;

        var enableSpring1=frequency1>0;

        var enableSpring2=frequency2>0;

        var enableSpring3=frequency3>0;

        var enableLimit1=this.lowerLimit1<=this.upperLimit1;

        var enableLimit2=this.lowerLimit2<=this.upperLimit2;

        var enableLimit3=this.lowerLimit3<=this.upperLimit3;



        // for stability

        if(enableSpring1&&d1>20||d1<-20){

            enableSpring1=false;

        }

        if(enableSpring2&&d2>20||d2<-20){

            enableSpring2=false;

        }

        if(enableSpring3&&d3>20||d3<-20){

            enableSpring3=false;

        }



        if(enableLimit1){

            if(this.lowerLimit1==this.upperLimit1){

                if(this.limitState1!=0){

                    this.limitState1=0;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.lowerLimit1-d1;

                if(!enableSpring1)d1=this.lowerLimit1;

            }else if(d1<this.lowerLimit1){

                if(this.limitState1!=-1){

                    this.limitState1=-1;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.lowerLimit1-d1;

                if(!enableSpring1)d1=this.lowerLimit1;

            }else if(d1>this.upperLimit1){

                if(this.limitState1!=1){

                    this.limitState1=1;

                    this.limitImpulse1=0;

                }

                this.limitVelocity1=this.upperLimit1-d1;

                if(!enableSpring1)d1=this.upperLimit1;

            }else{

                this.limitState1=2;

                this.limitImpulse1=0;

                this.limitVelocity1=0;

            }

            if(!enableSpring1){

                if(this.limitVelocity1>0.005)this.limitVelocity1-=0.005;

                else if(this.limitVelocity1<-0.005)this.limitVelocity1+=0.005;

                else this.limitVelocity1=0;

            }

        }else{

            this.limitState1=2;

            this.limitImpulse1=0;

        }



        if(enableLimit2){

            if(this.lowerLimit2==this.upperLimit2){

                if(this.limitState2!=0){

                    this.limitState2=0;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.lowerLimit2-d2;

                if(!enableSpring2)d2=this.lowerLimit2;

            }else if(d2<this.lowerLimit2){

                if(this.limitState2!=-1){

                    this.limitState2=-1;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.lowerLimit2-d2;

                if(!enableSpring2)d2=this.lowerLimit2;

            }else if(d2>this.upperLimit2){

                if(this.limitState2!=1){

                    this.limitState2=1;

                    this.limitImpulse2=0;

                }

                this.limitVelocity2=this.upperLimit2-d2;

                if(!enableSpring2)d2=this.upperLimit2;

            }else{

                this.limitState2=2;

                this.limitImpulse2=0;

                this.limitVelocity2=0;

            }

            if(!enableSpring2){

                if(this.limitVelocity2>0.005)this.limitVelocity2-=0.005;

                else if(this.limitVelocity2<-0.005)this.limitVelocity2+=0.005;

                else this.limitVelocity2=0;

            }

        }else{

            this.limitState2=2;

            this.limitImpulse2=0;

        }



        if(enableLimit3){

            if(this.lowerLimit3==this.upperLimit3){

                if(this.limitState3!=0){

                    this.limitState3=0;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.lowerLimit3-d3;

                if(!enableSpring3)d3=this.lowerLimit3;

                }else if(d3<this.lowerLimit3){

                if(this.limitState3!=-1){

                    this.limitState3=-1;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.lowerLimit3-d3;

                if(!enableSpring3)d3=this.lowerLimit3;

            }else if(d3>this.upperLimit3){

                if(this.limitState3!=1){

                    this.limitState3=1;

                    this.limitImpulse3=0;

                }

                this.limitVelocity3=this.upperLimit3-d3;

                if(!enableSpring3)d3=this.upperLimit3;

            }else{

                this.limitState3=2;

                this.limitImpulse3=0;

                this.limitVelocity3=0;

            }

            if(!enableSpring3){

                if(this.limitVelocity3>0.005)this.limitVelocity3-=0.005;

                else if(this.limitVelocity3<-0.005)this.limitVelocity3+=0.005;

                else this.limitVelocity3=0;

            }

        }else{

            this.limitState3=2;

            this.limitImpulse3=0;

        }



        if(this.enableMotor1&&(this.limitState1!=0||enableSpring1)){

            this.maxMotorImpulse1=this.maxMotorForce1*timeStep;

        }else{

            this.motorImpulse1=0;

            this.maxMotorImpulse1=0;

        }



        if(this.enableMotor2&&(this.limitState2!=0||enableSpring2)){

            this.maxMotorImpulse2=this.maxMotorForce2*timeStep;

        }else{

            this.motorImpulse2=0;

            this.maxMotorImpulse2=0;

        }



        if(this.enableMotor3&&(this.limitState3!=0||enableSpring3)){

            this.maxMotorImpulse3=this.maxMotorForce3*timeStep;

        }else{

            this.motorImpulse3=0;

            this.maxMotorImpulse3=0;

        }

        

        var rdx=d1*this.ax1+d2*this.ax2+d3*this.ax2;

        var rdy=d1*this.ay1+d2*this.ay2+d3*this.ay2;

        var rdz=d1*this.az1+d2*this.az2+d3*this.az2;

        var w1=this.m2/(this.m1+this.m2);

        if(this.weight>=0)w1=this.weight; // use given weight

        var w2=1-w1;

        this.r1x=this.r1.x+rdx*w1;

        this.r1y=this.r1.y+rdy*w1;

        this.r1z=this.r1.z+rdz*w1;

        this.r2x=this.r2.x-rdx*w2;

        this.r2y=this.r2.y-rdy*w2;

        this.r2z=this.r2.z-rdz*w2;



        // build jacobians

        this.t1x1=this.r1y*this.az1-this.r1z*this.ay1;

        this.t1y1=this.r1z*this.ax1-this.r1x*this.az1;

        this.t1z1=this.r1x*this.ay1-this.r1y*this.ax1;

        this.t2x1=this.r2y*this.az1-this.r2z*this.ay1;

        this.t2y1=this.r2z*this.ax1-this.r2x*this.az1;

        this.t2z1=this.r2x*this.ay1-this.r2y*this.ax1;

        this.l1x1=this.ax1*this.m1;

        this.l1y1=this.ay1*this.m1;

        this.l1z1=this.az1*this.m1;

        this.l2x1=this.ax1*this.m2;

        this.l2y1=this.ay1*this.m2;

        this.l2z1=this.az1*this.m2;

        this.a1x1=this.t1x1*this.i1e00+this.t1y1*this.i1e01+this.t1z1*this.i1e02;

        this.a1y1=this.t1x1*this.i1e10+this.t1y1*this.i1e11+this.t1z1*this.i1e12;

        this.a1z1=this.t1x1*this.i1e20+this.t1y1*this.i1e21+this.t1z1*this.i1e22;

        this.a2x1=this.t2x1*this.i2e00+this.t2y1*this.i2e01+this.t2z1*this.i2e02;

        this.a2y1=this.t2x1*this.i2e10+this.t2y1*this.i2e11+this.t2z1*this.i2e12;

        this.a2z1=this.t2x1*this.i2e20+this.t2y1*this.i2e21+this.t2z1*this.i2e22;



        this.t1x2=this.r1y*this.az2-this.r1z*this.ay2;

        this.t1y2=this.r1z*this.ax2-this.r1x*this.az2;

        this.t1z2=this.r1x*this.ay2-this.r1y*this.ax2;

        this.t2x2=this.r2y*this.az2-this.r2z*this.ay2;

        this.t2y2=this.r2z*this.ax2-this.r2x*this.az2;

        this.t2z2=this.r2x*this.ay2-this.r2y*this.ax2;

        this.l1x2=this.ax2*this.m1;

        this.l1y2=this.ay2*this.m1;

        this.l1z2=this.az2*this.m1;

        this.l2x2=this.ax2*this.m2;

        this.l2y2=this.ay2*this.m2;

        this.l2z2=this.az2*this.m2;

        this.a1x2=this.t1x2*this.i1e00+this.t1y2*this.i1e01+this.t1z2*this.i1e02;

        this.a1y2=this.t1x2*this.i1e10+this.t1y2*this.i1e11+this.t1z2*this.i1e12;

        this.a1z2=this.t1x2*this.i1e20+this.t1y2*this.i1e21+this.t1z2*this.i1e22;

        this.a2x2=this.t2x2*this.i2e00+this.t2y2*this.i2e01+this.t2z2*this.i2e02;

        this.a2y2=this.t2x2*this.i2e10+this.t2y2*this.i2e11+this.t2z2*this.i2e12;

        this.a2z2=this.t2x2*this.i2e20+this.t2y2*this.i2e21+this.t2z2*this.i2e22;



        this.t1x3=this.r1y*this.az3-this.r1z*this.ay3;

        this.t1y3=this.r1z*this.ax3-this.r1x*this.az3;

        this.t1z3=this.r1x*this.ay3-this.r1y*this.ax3;

        this.t2x3=this.r2y*this.az3-this.r2z*this.ay3;

        this.t2y3=this.r2z*this.ax3-this.r2x*this.az3;

        this.t2z3=this.r2x*this.ay3-this.r2y*this.ax3;

        this.l1x3=this.ax3*this.m1;

        this.l1y3=this.ay3*this.m1;

        this.l1z3=this.az3*this.m1;

        this.l2x3=this.ax3*this.m2;

        this.l2y3=this.ay3*this.m2;

        this.l2z3=this.az3*this.m2;

        this.a1x3=this.t1x3*this.i1e00+this.t1y3*this.i1e01+this.t1z3*this.i1e02;

        this.a1y3=this.t1x3*this.i1e10+this.t1y3*this.i1e11+this.t1z3*this.i1e12;

        this.a1z3=this.t1x3*this.i1e20+this.t1y3*this.i1e21+this.t1z3*this.i1e22;

        this.a2x3=this.t2x3*this.i2e00+this.t2y3*this.i2e01+this.t2z3*this.i2e02;

        this.a2y3=this.t2x3*this.i2e10+this.t2y3*this.i2e11+this.t2z3*this.i2e12;

        this.a2z3=this.t2x3*this.i2e20+this.t2y3*this.i2e21+this.t2z3*this.i2e22;



        // build an impulse matrix

        var m12=this.m1+this.m2;

        this.k00=(this.ax1*this.ax1+this.ay1*this.ay1+this.az1*this.az1)*m12;

        this.k01=(this.ax1*this.ax2+this.ay1*this.ay2+this.az1*this.az2)*m12;

        this.k02=(this.ax1*this.ax3+this.ay1*this.ay3+this.az1*this.az3)*m12;

        this.k10=(this.ax2*this.ax1+this.ay2*this.ay1+this.az2*this.az1)*m12;

        this.k11=(this.ax2*this.ax2+this.ay2*this.ay2+this.az2*this.az2)*m12;

        this.k12=(this.ax2*this.ax3+this.ay2*this.ay3+this.az2*this.az3)*m12;

        this.k20=(this.ax3*this.ax1+this.ay3*this.ay1+this.az3*this.az1)*m12;

        this.k21=(this.ax3*this.ax2+this.ay3*this.ay2+this.az3*this.az2)*m12;

        this.k22=(this.ax3*this.ax3+this.ay3*this.ay3+this.az3*this.az3)*m12;



        this.k00+=this.t1x1*this.a1x1+this.t1y1*this.a1y1+this.t1z1*this.a1z1;

        this.k01+=this.t1x1*this.a1x2+this.t1y1*this.a1y2+this.t1z1*this.a1z2;

        this.k02+=this.t1x1*this.a1x3+this.t1y1*this.a1y3+this.t1z1*this.a1z3;

        this.k10+=this.t1x2*this.a1x1+this.t1y2*this.a1y1+this.t1z2*this.a1z1;

        this.k11+=this.t1x2*this.a1x2+this.t1y2*this.a1y2+this.t1z2*this.a1z2;

        this.k12+=this.t1x2*this.a1x3+this.t1y2*this.a1y3+this.t1z2*this.a1z3;

        this.k20+=this.t1x3*this.a1x1+this.t1y3*this.a1y1+this.t1z3*this.a1z1;

        this.k21+=this.t1x3*this.a1x2+this.t1y3*this.a1y2+this.t1z3*this.a1z2;

        this.k22+=this.t1x3*this.a1x3+this.t1y3*this.a1y3+this.t1z3*this.a1z3;



        this.k00+=this.t2x1*this.a2x1+this.t2y1*this.a2y1+this.t2z1*this.a2z1;

        this.k01+=this.t2x1*this.a2x2+this.t2y1*this.a2y2+this.t2z1*this.a2z2;

        this.k02+=this.t2x1*this.a2x3+this.t2y1*this.a2y3+this.t2z1*this.a2z3;

        this.k10+=this.t2x2*this.a2x1+this.t2y2*this.a2y1+this.t2z2*this.a2z1;

        this.k11+=this.t2x2*this.a2x2+this.t2y2*this.a2y2+this.t2z2*this.a2z2;

        this.k12+=this.t2x2*this.a2x3+this.t2y2*this.a2y3+this.t2z2*this.a2z3;

        this.k20+=this.t2x3*this.a2x1+this.t2y3*this.a2y1+this.t2z3*this.a2z1;

        this.k21+=this.t2x3*this.a2x2+this.t2y3*this.a2y2+this.t2z3*this.a2z2;

        this.k22+=this.t2x3*this.a2x3+this.t2y3*this.a2y3+this.t2z3*this.a2z3;



        this.kv00=this.k00;

        this.kv11=this.k11;

        this.kv22=this.k22;



        this.dv00=1/this.kv00;

        this.dv11=1/this.kv11;

        this.dv22=1/this.kv22;



        if(enableSpring1&&this.limitState1!=2){

            var omega=6.2831853*frequency1;

            var k=omega*omega*timeStep;

            var dmp=invTimeStep/(k+2*this.limitMotor1.dampingRatio*omega);

            this.cfm1=this.kv00*dmp;

            this.limitVelocity1*=k*dmp;

        }else{

            this.cfm1=0;

            this.limitVelocity1*=invTimeStep*0.05;

        }

        if(enableSpring2&&this.limitState2!=2){

            omega=6.2831853*frequency2;

            k=omega*omega*timeStep;

            dmp=invTimeStep/(k+2*this.limitMotor2.dampingRatio*omega);

            this.cfm2=this.kv11*dmp;

            this.limitVelocity2*=k*dmp;

        }else{

            this.cfm2=0;

            this.limitVelocity2*=invTimeStep*0.05;

        }

        if(enableSpring3&&this.limitState3!=2){

            omega=6.2831853*frequency3;

            k=omega*omega*timeStep;

            dmp=invTimeStep/(k+2*this.limitMotor3.dampingRatio*omega);

            this.cfm3=this.kv22*dmp;

            this.limitVelocity3*=k*dmp;

        }else{

            this.cfm3=0;

            this.limitVelocity3*=invTimeStep*0.05;

        }

        this.k00+=this.cfm1;

        this.k11+=this.cfm2;

        this.k22+=this.cfm3;



        var inv=1/(

        this.k00*(this.k11*this.k22-this.k21*this.k12)+

        this.k10*(this.k21*this.k02-this.k01*this.k22)+

        this.k20*(this.k01*this.k12-this.k11*this.k02)

        );

        this.d00=(this.k11*this.k22-this.k12*this.k21)*inv;

        this.d01=(this.k02*this.k21-this.k01*this.k22)*inv;

        this.d02=(this.k01*this.k12-this.k02*this.k11)*inv;

        this.d10=(this.k12*this.k20-this.k10*this.k22)*inv;

        this.d11=(this.k00*this.k22-this.k02*this.k20)*inv;

        this.d12=(this.k02*this.k10-this.k00*this.k12)*inv;

        this.d20=(this.k10*this.k21-this.k11*this.k20)*inv;

        this.d21=(this.k01*this.k20-this.k00*this.k21)*inv;

        this.d22=(this.k00*this.k11-this.k01*this.k10)*inv;



        // warm starting

        var totalImpulse1=this.limitImpulse1+this.motorImpulse1;

        var totalImpulse2=this.limitImpulse2+this.motorImpulse2;

        var totalImpulse3=this.limitImpulse3+this.motorImpulse3;

        this.l1.x+=totalImpulse1*this.l1x1+totalImpulse2*this.l1x2+totalImpulse3*this.l1x3;

        this.l1.y+=totalImpulse1*this.l1y1+totalImpulse2*this.l1y2+totalImpulse3*this.l1y3;

        this.l1.z+=totalImpulse1*this.l1z1+totalImpulse2*this.l1z2+totalImpulse3*this.l1z3;

        this.a1.x+=totalImpulse1*this.a1x1+totalImpulse2*this.a1x2+totalImpulse3*this.a1x3;

        this.a1.y+=totalImpulse1*this.a1y1+totalImpulse2*this.a1y2+totalImpulse3*this.a1y3;

        this.a1.z+=totalImpulse1*this.a1z1+totalImpulse2*this.a1z2+totalImpulse3*this.a1z3;

        this.l2.x-=totalImpulse1*this.l2x1+totalImpulse2*this.l2x2+totalImpulse3*this.l2x3;

        this.l2.y-=totalImpulse1*this.l2y1+totalImpulse2*this.l2y2+totalImpulse3*this.l2y3;

        this.l2.z-=totalImpulse1*this.l2z1+totalImpulse2*this.l2z2+totalImpulse3*this.l2z3;

        this.a2.x-=totalImpulse1*this.a2x1+totalImpulse2*this.a2x2+totalImpulse3*this.a2x3;

        this.a2.y-=totalImpulse1*this.a2y1+totalImpulse2*this.a2y2+totalImpulse3*this.a2y3;

        this.a2.z-=totalImpulse1*this.a2z1+totalImpulse2*this.a2z2+totalImpulse3*this.a2z3;

    },



    solve:function(){

        var rvx=this.l2.x-this.l1.x+this.a2.y*this.r2z-this.a2.z*this.r2y-this.a1.y*this.r1z+this.a1.z*this.r1y;

        var rvy=this.l2.y-this.l1.y+this.a2.z*this.r2x-this.a2.x*this.r2z-this.a1.z*this.r1x+this.a1.x*this.r1z;

        var rvz=this.l2.z-this.l1.z+this.a2.x*this.r2y-this.a2.y*this.r2x-this.a1.x*this.r1y+this.a1.y*this.r1x;

        var rvn1=rvx*this.ax1+rvy*this.ay1+rvz*this.az1;

        var rvn2=rvx*this.ax2+rvy*this.ay2+rvz*this.az2;

        var rvn3=rvx*this.ax3+rvy*this.ay3+rvz*this.az3;

        var oldMotorImpulse1=this.motorImpulse1;

        var oldMotorImpulse2=this.motorImpulse2;

        var oldMotorImpulse3=this.motorImpulse3;

        var dMotorImpulse1=0;

        var dMotorImpulse2=0;

        var dMotorImpulse3=0;

        if(this.enableMotor1){

            dMotorImpulse1=(rvn1-this.motorSpeed1)*this.dv00;

            this.motorImpulse1+=dMotorImpulse1;

            if(this.motorImpulse1>this.maxMotorImpulse1){ // clamp motor impulse

                this.motorImpulse1=this.maxMotorImpulse1;

            }else if(this.motorImpulse1<-this.maxMotorImpulse1){

                this.motorImpulse1=-this.maxMotorImpulse1;

            }

            dMotorImpulse1=this.motorImpulse1-oldMotorImpulse1;

        }

        if(this.enableMotor2){

            dMotorImpulse2=(rvn2-this.motorSpeed2)*this.dv11;

            this.motorImpulse2+=dMotorImpulse2;

            if(this.motorImpulse2>this.maxMotorImpulse2){ // clamp motor impulse

                this.motorImpulse2=this.maxMotorImpulse2;

            }else if(this.motorImpulse2<-this.maxMotorImpulse2){

                this.motorImpulse2=-this.maxMotorImpulse2;

            }

            dMotorImpulse2=this.motorImpulse2-oldMotorImpulse2;

        }

        if(this.enableMotor3){

            dMotorImpulse3=(rvn3-this.motorSpeed3)*this.dv22;

            this.motorImpulse3+=dMotorImpulse3;

            if(this.motorImpulse3>this.maxMotorImpulse3){ // clamp motor impulse

                this.motorImpulse3=this.maxMotorImpulse3;

            }else if(this.motorImpulse3<-this.maxMotorImpulse3){

                this.motorImpulse3=-this.maxMotorImpulse3;

            }

            dMotorImpulse3=this.motorImpulse3-oldMotorImpulse3;

        }



        // apply motor impulse to relative velocity

        rvn1+=dMotorImpulse1*this.kv00+dMotorImpulse2*this.k01+dMotorImpulse3*this.k02;

        rvn2+=dMotorImpulse1*this.k10+dMotorImpulse2*this.kv11+dMotorImpulse3*this.k12;

        rvn3+=dMotorImpulse1*this.k20+dMotorImpulse2*this.k21+dMotorImpulse3*this.kv22;



        // subtract target velocity and applied impulse

        rvn1-=this.limitVelocity1+this.limitImpulse1*this.cfm1;

        rvn2-=this.limitVelocity2+this.limitImpulse2*this.cfm2;

        rvn3-=this.limitVelocity3+this.limitImpulse3*this.cfm3;



        var oldLimitImpulse1=this.limitImpulse1;

        var oldLimitImpulse2=this.limitImpulse2;

        var oldLimitImpulse3=this.limitImpulse3;



        var dLimitImpulse1=rvn1*this.d00+rvn2*this.d01+rvn3*this.d02;

        var dLimitImpulse2=rvn1*this.d10+rvn2*this.d11+rvn3*this.d12;

        var dLimitImpulse3=rvn1*this.d20+rvn2*this.d21+rvn3*this.d22;



        this.limitImpulse1+=dLimitImpulse1;

        this.limitImpulse2+=dLimitImpulse2;

        this.limitImpulse3+=dLimitImpulse3;



        // clamp

        var clampState=0;

        if(this.limitState1==2||this.limitImpulse1*this.limitState1<0){

            dLimitImpulse1=-oldLimitImpulse1;

            rvn2+=dLimitImpulse1*this.k10;

            rvn3+=dLimitImpulse1*this.k20;

            clampState|=1;

        }

        if(this.limitState2==2||this.limitImpulse2*this.limitState2<0){

            dLimitImpulse2=-oldLimitImpulse2;

            rvn1+=dLimitImpulse2*this.k01;

            rvn3+=dLimitImpulse2*this.k21;

            clampState|=2;

        }

        if(this.limitState3==2||this.limitImpulse3*this.limitState3<0){

            dLimitImpulse3=-oldLimitImpulse3;

            rvn1+=dLimitImpulse3*this.k02;

            rvn2+=dLimitImpulse3*this.k12;

            clampState|=4;

        }



        // update un-clamped impulse

        // TODO: isolate division

        var det;

        switch(clampState){

            case 1:// update 2 3

            det=1/(this.k11*this.k22-this.k12*this.k21);

            dLimitImpulse2=(this.k22*rvn2+-this.k12*rvn3)*det;

            dLimitImpulse3=(-this.k21*rvn2+this.k11*rvn3)*det;

            break;

            case 2:// update 1 3

            det=1/(this.k00*this.k22-this.k02*this.k20);

            dLimitImpulse1=(this.k22*rvn1+-this.k02*rvn3)*det;

            dLimitImpulse3=(-this.k20*rvn1+this.k00*rvn3)*det;

            break;

            case 3:// update 3

            dLimitImpulse3=rvn3/this.k22;

            break;

            case 4:// update 1 2

            det=1/(this.k00*this.k11-this.k01*this.k10);

            dLimitImpulse1=(this.k11*rvn1+-this.k01*rvn2)*det;

            dLimitImpulse2=(-this.k10*rvn1+this.k00*rvn2)*det;

            break;

            case 5:// update 2

            dLimitImpulse2=rvn2/this.k11;

            break;

            case 6:// update 1

            dLimitImpulse1=rvn1/this.k00;

            break;

        }



        this.limitImpulse1=oldLimitImpulse1+dLimitImpulse1;

        this.limitImpulse2=oldLimitImpulse2+dLimitImpulse2;

        this.limitImpulse3=oldLimitImpulse3+dLimitImpulse3;



        var dImpulse1=dMotorImpulse1+dLimitImpulse1;

        var dImpulse2=dMotorImpulse2+dLimitImpulse2;

        var dImpulse3=dMotorImpulse3+dLimitImpulse3;



        // apply impulse

        this.l1.x+=dImpulse1*this.l1x1+dImpulse2*this.l1x2+dImpulse3*this.l1x3;

        this.l1.y+=dImpulse1*this.l1y1+dImpulse2*this.l1y2+dImpulse3*this.l1y3;

        this.l1.z+=dImpulse1*this.l1z1+dImpulse2*this.l1z2+dImpulse3*this.l1z3;

        this.a1.x+=dImpulse1*this.a1x1+dImpulse2*this.a1x2+dImpulse3*this.a1x3;

        this.a1.y+=dImpulse1*this.a1y1+dImpulse2*this.a1y2+dImpulse3*this.a1y3;

        this.a1.z+=dImpulse1*this.a1z1+dImpulse2*this.a1z2+dImpulse3*this.a1z3;

        this.l2.x-=dImpulse1*this.l2x1+dImpulse2*this.l2x2+dImpulse3*this.l2x3;

        this.l2.y-=dImpulse1*this.l2y1+dImpulse2*this.l2y2+dImpulse3*this.l2y3;

        this.l2.z-=dImpulse1*this.l2z1+dImpulse2*this.l2z2+dImpulse3*this.l2z3;

        this.a2.x-=dImpulse1*this.a2x1+dImpulse2*this.a2x2+dImpulse3*this.a2x3;

        this.a2.y-=dImpulse1*this.a2y1+dImpulse2*this.a2y2+dImpulse3*this.a2y3;

        this.a2.z-=dImpulse1*this.a2z1+dImpulse2*this.a2z2+dImpulse3*this.a2z3;

    }

}

/**

* A translational constraint for various joints.

* @author saharan

*/

OIMO.TranslationalConstraint = function(joint,limitMotor){

    this.cfm=NaN;

    this.m1=NaN;

    this.m2=NaN;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.motorDenom=NaN;

    this.invMotorDenom=NaN;

    this.invDenom=NaN;

    this.ax=NaN;

    this.ay=NaN;

    this.az=NaN;

    this.r1x=NaN;

    this.r1y=NaN;

    this.r1z=NaN;

    this.r2x=NaN;

    this.r2y=NaN;

    this.r2z=NaN;

    this.t1x=NaN;

    this.t1y=NaN;

    this.t1z=NaN;

    this.t2x=NaN;

    this.t2y=NaN;

    this.t2z=NaN;

    this.l1x=NaN;

    this.l1y=NaN;

    this.l1z=NaN;

    this.l2x=NaN;

    this.l2y=NaN;

    this.l2z=NaN;

    this.a1x=NaN;

    this.a1y=NaN;

    this.a1z=NaN;

    this.a2x=NaN;

    this.a2y=NaN;

    this.a2z=NaN;

    this.lowerLimit=NaN;

    this.upperLimit=NaN;

    this.limitVelocity=NaN;

    this.limitState=0; // -1: at lower, 0: locked, 1: at upper, 2: free

    this.enableMotor=false;

    this.motorSpeed=NaN;

    this.maxMotorForce=NaN;

    this.maxMotorImpulse=NaN;



    this.limitMotor=limitMotor;

    this.b1=joint.body1;

    this.b2=joint.body2;

    this.p1=joint.anchorPoint1;

    this.p2=joint.anchorPoint2;

    this.r1=joint.relativeAnchorPoint1;

    this.r2=joint.relativeAnchorPoint2;

    this.l1=this.b1.linearVelocity;

    this.l2=this.b2.linearVelocity;

    this.a1=this.b1.angularVelocity;

    this.a2=this.b2.angularVelocity;

    this.i1=this.b1.inverseInertia;

    this.i2=this.b2.inverseInertia;

    this.limitImpulse=0;

    this.motorImpulse=0;

}

OIMO.TranslationalConstraint.prototype = {

    constructor: OIMO.TranslationalConstraint,



    preSolve:function(timeStep,invTimeStep){

        this.ax=this.limitMotor.axis.x;

        this.ay=this.limitMotor.axis.y;

        this.az=this.limitMotor.axis.z;

        this.lowerLimit=this.limitMotor.lowerLimit;

        this.upperLimit=this.limitMotor.upperLimit;

        this.motorSpeed=this.limitMotor.motorSpeed;

        this.maxMotorForce=this.limitMotor.maxMotorForce;

        this.enableMotor=this.maxMotorForce>0;

        this.m1=this.b1.inverseMass;

        this.m2=this.b2.inverseMass;



        var ti1 = this.i1.elements;

        var ti2 = this.i2.elements;

        this.i1e00=ti1[0];

        this.i1e01=ti1[1];

        this.i1e02=ti1[2];

        this.i1e10=ti1[3];

        this.i1e11=ti1[4];

        this.i1e12=ti1[5];

        this.i1e20=ti1[6];

        this.i1e21=ti1[7];

        this.i1e22=ti1[8];



        this.i2e00=ti2[0];

        this.i2e01=ti2[1];

        this.i2e02=ti2[2];

        this.i2e10=ti2[3];

        this.i2e11=ti2[4];

        this.i2e12=ti2[5];

        this.i2e20=ti2[6];

        this.i2e21=ti2[7];

        this.i2e22=ti2[8];



        var dx=this.p2.x-this.p1.x;

        var dy=this.p2.y-this.p1.y;

        var dz=this.p2.z-this.p1.z;

        var d=dx*this.ax+dy*this.ay+dz*this.az;

        var frequency=this.limitMotor.frequency;

        var enableSpring=frequency>0;

        var enableLimit=this.lowerLimit<=this.upperLimit;

        if(enableSpring&&d>20||d<-20){

            enableSpring=false;

        }



        if(enableLimit){

            if(this.lowerLimit==this.upperLimit){

                if(this.limitState!=0){

                    this.limitState=0;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.lowerLimit-d;

                if(!enableSpring)d=this.lowerLimit;

            }else if(d<this.lowerLimit){

                if(this.limitState!=-1){

                    this.limitState=-1;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.lowerLimit-d;

                if(!enableSpring)d=this.lowerLimit;

            }else if(d>this.upperLimit){

                if(this.limitState!=1){

                    this.limitState=1;

                    this.limitImpulse=0;

                }

                this.limitVelocity=this.upperLimit-d;

                if(!enableSpring)d=this.upperLimit;

            }else{

                this.limitState=2;

                this.limitImpulse=0;

                this.limitVelocity=0;

            }

            if(!enableSpring){

                if(this.limitVelocity>0.005)this.limitVelocity-=0.005;

                else if(this.limitVelocity<-0.005)this.limitVelocity+=0.005;

                else this.limitVelocity=0;

            }

        }else{

            this.limitState=2;

            this.limitImpulse=0;

        }



        if(this.enableMotor&&(this.limitState!=0||enableSpring)){

            this.maxMotorImpulse=this.maxMotorForce*timeStep;

        }else{

            this.motorImpulse=0;

            this.maxMotorImpulse=0;

        }



        var rdx=d*this.ax;

        var rdy=d*this.ay;

        var rdz=d*this.az;

        var w1=this.m1/(this.m1+this.m2);

        var w2=1-w1;

        this.r1x=this.r1.x+rdx*w1;

        this.r1y=this.r1.y+rdy*w1;

        this.r1z=this.r1.z+rdz*w1;

        this.r2x=this.r2.x-rdx*w2;

        this.r2y=this.r2.y-rdy*w2;

        this.r2z=this.r2.z-rdz*w2;



        this.t1x=this.r1y*this.az-this.r1z*this.ay;

        this.t1y=this.r1z*this.ax-this.r1x*this.az;

        this.t1z=this.r1x*this.ay-this.r1y*this.ax;

        this.t2x=this.r2y*this.az-this.r2z*this.ay;

        this.t2y=this.r2z*this.ax-this.r2x*this.az;

        this.t2z=this.r2x*this.ay-this.r2y*this.ax;

        this.l1x=this.ax*this.m1;

        this.l1y=this.ay*this.m1;

        this.l1z=this.az*this.m1;

        this.l2x=this.ax*this.m2;

        this.l2y=this.ay*this.m2;

        this.l2z=this.az*this.m2;

        this.a1x=this.t1x*this.i1e00+this.t1y*this.i1e01+this.t1z*this.i1e02;

        this.a1y=this.t1x*this.i1e10+this.t1y*this.i1e11+this.t1z*this.i1e12;

        this.a1z=this.t1x*this.i1e20+this.t1y*this.i1e21+this.t1z*this.i1e22;

        this.a2x=this.t2x*this.i2e00+this.t2y*this.i2e01+this.t2z*this.i2e02;

        this.a2y=this.t2x*this.i2e10+this.t2y*this.i2e11+this.t2z*this.i2e12;

        this.a2z=this.t2x*this.i2e20+this.t2y*this.i2e21+this.t2z*this.i2e22;

        this.motorDenom=

        this.m1+this.m2+

            this.ax*(this.a1y*this.r1z-this.a1z*this.r1y+this.a2y*this.r2z-this.a2z*this.r2y)+

            this.ay*(this.a1z*this.r1x-this.a1x*this.r1z+this.a2z*this.r2x-this.a2x*this.r2z)+

            this.az*(this.a1x*this.r1y-this.a1y*this.r1x+this.a2x*this.r2y-this.a2y*this.r2x);



        this.invMotorDenom=1/this.motorDenom;



        if(enableSpring&&this.limitState!=2){

            var omega=6.2831853*frequency;

            var k=omega*omega*timeStep;

            var dmp=invTimeStep/(k+2*this.limitMotor.dampingRatio*omega);

            this.cfm=this.motorDenom*dmp;

            this.limitVelocity*=k*dmp;

        }else{

            this.cfm=0;

            this.limitVelocity*=invTimeStep*0.05;

        }



        this.invDenom=1/(this.motorDenom+this.cfm);



        var totalImpulse=this.limitImpulse+this.motorImpulse;

        this.l1.x+=totalImpulse*this.l1x;

        this.l1.y+=totalImpulse*this.l1y;

        this.l1.z+=totalImpulse*this.l1z;

        this.a1.x+=totalImpulse*this.a1x;

        this.a1.y+=totalImpulse*this.a1y;

        this.a1.z+=totalImpulse*this.a1z;

        this.l2.x-=totalImpulse*this.l2x;

        this.l2.y-=totalImpulse*this.l2y;

        this.l2.z-=totalImpulse*this.l2z;

        this.a2.x-=totalImpulse*this.a2x;

        this.a2.y-=totalImpulse*this.a2y;

        this.a2.z-=totalImpulse*this.a2z;

    },

    solve:function(){

        var rvn=

            this.ax*(this.l2.x-this.l1.x)+this.ay*(this.l2.y-this.l1.y)+this.az*(this.l2.z-this.l1.z)+

            this.t2x*this.a2.x-this.t1x*this.a1.x+this.t2y*this.a2.y-this.t1y*this.a1.y+this.t2z*this.a2.z-this.t1z*this.a1.z;



        // motor part

        var newMotorImpulse;

        if(this.enableMotor){

            newMotorImpulse=(rvn-this.motorSpeed)*this.invMotorDenom;

            var oldMotorImpulse=this.motorImpulse;

            this.motorImpulse+=newMotorImpulse;

            if(this.motorImpulse>this.maxMotorImpulse)this.motorImpulse=this.maxMotorImpulse;

            else if(this.motorImpulse<-this.maxMotorImpulse)this.motorImpulse=-this.maxMotorImpulse;

            newMotorImpulse=this.motorImpulse-oldMotorImpulse;

            rvn-=newMotorImpulse*this.motorDenom;

        }else newMotorImpulse=0;



        // limit part

        var newLimitImpulse;

        if(this.limitState!=2){

            newLimitImpulse=(rvn-this.limitVelocity-this.limitImpulse*this.cfm)*this.invDenom;

            var oldLimitImpulse=this.limitImpulse;

            this.limitImpulse+=newLimitImpulse;

            if(this.limitImpulse*this.limitState<0)this.limitImpulse=0;

            newLimitImpulse=this.limitImpulse-oldLimitImpulse;

        }else newLimitImpulse=0;

        

        var totalImpulse=newLimitImpulse+newMotorImpulse;

        this.l1.x+=totalImpulse*this.l1x;

        this.l1.y+=totalImpulse*this.l1y;

        this.l1.z+=totalImpulse*this.l1z;

        this.a1.x+=totalImpulse*this.a1x;

        this.a1.y+=totalImpulse*this.a1y;

        this.a1.z+=totalImpulse*this.a1z;

        this.l2.x-=totalImpulse*this.l2x;

        this.l2.y-=totalImpulse*this.l2y;

        this.l2.z-=totalImpulse*this.l2z;

        this.a2.x-=totalImpulse*this.a2x;

        this.a2.y-=totalImpulse*this.a2y;

        this.a2.z-=totalImpulse*this.a2z;

    }

}

/**

* A contact is a pair of shapes whose axis-aligned bounding boxes are overlapping.

* @author saharan

*/

OIMO.Contact = function(){

    // The first shape.

    this.shape1=null;

    // The second shape.

    this.shape2=null;

    // The first rigid body.

    this.body1=null;

    // The second rigid body.

    this.body2=null;

    // The previous contact in the world.

    this.prev=null;

    // The next contact in the world.

    this.next=null;

    // Internal

    this.persisting=false;

    // Whether both the rigid bodies are sleeping or not.

    this.sleeping=false;

    // The collision detector between two shapes.

    this.detector=null;

    // The contact constraint of the contact.

    this.constraint=null;

    // Whether the shapes are touching or not.

    this.touching=false;



    this.b1Link=new OIMO.ContactLink(this);

    this.b2Link=new OIMO.ContactLink(this);

    this.s1Link=new OIMO.ContactLink(this);

    this.s2Link=new OIMO.ContactLink(this);

    // The contact manifold of the contact.

    this.manifold=new OIMO.ContactManifold();

    this.buffer=[];// vector 4

    this.buffer.length = 4;

    this.buffer[0]=new OIMO.ImpulseDataBuffer();

    this.buffer[1]=new OIMO.ImpulseDataBuffer();

    this.buffer[2]=new OIMO.ImpulseDataBuffer();

    this.buffer[3]=new OIMO.ImpulseDataBuffer();

    this.points=this.manifold.points;

    this.constraint=new OIMO.ContactConstraint(this.manifold);

}

OIMO.Contact.prototype = {

    constructor: OIMO.Contact,



    mixRestitution:function(restitution1,restitution2){

        return Math.sqrt(restitution1*restitution2);

    },

    mixFriction:function(friction1,friction2){

        return Math.sqrt(friction1*friction2);

    },

    /**

    * Update the contact manifold.

    */

    updateManifold:function(){

        this.constraint.restitution=this.mixRestitution(this.shape1.restitution,this.shape2.restitution);

        this.constraint.friction=this.mixFriction(this.shape1.friction,this.shape2.friction);

        var numBuffers=this.manifold.numPoints;

        var i = numBuffers;

        while(i--){

        //for(var i=0;i<numBuffers;i++){

            var b=this.buffer[i];

            var p=this.points[i];

            b.lp1X=p.localPoint1.x;

            b.lp1Y=p.localPoint1.y;

            b.lp1Z=p.localPoint1.z;

            b.lp2X=p.localPoint2.x;

            b.lp2Y=p.localPoint2.y;

            b.lp2Z=p.localPoint2.z;

            b.impulse=p.normalImpulse;

        }

        this.manifold.numPoints=0;

        this.detector.detectCollision(this.shape1,this.shape2,this.manifold);

        var num=this.manifold.numPoints;

        if(num==0){

            this.touching=false;

            return;

        }

        this.touching=true;

        i = num;

        while(i--){

        //for(i=0; i<num; i++){

            p=this.points[i];

            var lp1x=p.localPoint1.x;

            var lp1y=p.localPoint1.y;

            var lp1z=p.localPoint1.z;

            var lp2x=p.localPoint2.x;

            var lp2y=p.localPoint2.y;

            var lp2z=p.localPoint2.z;

            var index=-1;

            var minDistance=0.0004;

            var j = numBuffers;

            while(j--){

            //for(var j=0;j<numBuffers;j++){

                b=this.buffer[j];

                var dx=b.lp1X-lp1x;

                var dy=b.lp1Y-lp1y;

                var dz=b.lp1Z-lp1z;

                var distance1=dx*dx+dy*dy+dz*dz;

                dx=b.lp2X-lp2x;

                dy=b.lp2Y-lp2y;

                dz=b.lp2Z-lp2z;

                var distance2=dx*dx+dy*dy+dz*dz;

                if(distance1<distance2){

                    if(distance1<minDistance){

                        minDistance=distance1;

                        index=j;

                    }

                }else{

                    if(distance2<minDistance){

                        minDistance=distance2;

                        index=j;

                    }

                }

            }

            if(index!=-1){

                var tmp=this.buffer[index];

                this.buffer[index]=this.buffer[--numBuffers];

                this.buffer[numBuffers]=tmp;

                p.normalImpulse=tmp.impulse;

                p.warmStarted=true;

            }else{

                p.normalImpulse=0;

                p.warmStarted=false;

            }

        }

    },

    /**

    * Attach the contact to the shapes.

    * @param   shape1

    * @param   shape2

    */

    attach:function(shape1,shape2){

        this.shape1=shape1;

        this.shape2=shape2;

        this.body1=shape1.parent;

        this.body2=shape2.parent;



        this.manifold.body1=this.body1;

        this.manifold.body2=this.body2;

        this.constraint.body1=this.body1;

        this.constraint.body2=this.body2;

        this.constraint.attach();



        this.s1Link.shape=shape2;

        this.s1Link.body=this.body2;

        this.s2Link.shape=shape1;

        this.s2Link.body=this.body1;



        if(shape1.contactLink!=null)(this.s1Link.next=shape1.contactLink).prev=this.s1Link;

        else this.s1Link.next=null;

        shape1.contactLink=this.s1Link;

        shape1.numContacts++;



        if(shape2.contactLink!=null)(this.s2Link.next=shape2.contactLink).prev=this.s2Link;

        else this.s2Link.next=null;

        shape2.contactLink=this.s2Link;

        shape2.numContacts++;



        this.b1Link.shape=shape2;

        this.b1Link.body=this.body2;

        this.b2Link.shape=shape1;

        this.b2Link.body=this.body1;



        if(this.body1.contactLink!=null)(this.b1Link.next=this.body1.contactLink).prev=this.b1Link;

        else this.b1Link.next=null;

        this.body1.contactLink=this.b1Link;

        this.body1.numContacts++;



        if(this.body2.contactLink!=null)(this.b2Link.next=this.body2.contactLink).prev=this.b2Link;

        else this.b2Link.next=null;

        this.body2.contactLink=this.b2Link;

        this.body2.numContacts++;



        this.prev=null;

        this.next=null;



        this.persisting=true;

        this.sleeping=this.body1.sleeping&&this.body2.sleeping;

        this.manifold.numPoints=0;

    },

    /**

    * Detach the contact from the shapes.

    */

    detach:function(){

        var prev=this.s1Link.prev;

        var next=this.s1Link.next;

        if(prev!==null)prev.next=next;

        if(next!==null)next.prev=prev;

        if(this.shape1.contactLink==this.s1Link)this.shape1.contactLink=next;

        this.s1Link.prev=null;

        this.s1Link.next=null;

        this.s1Link.shape=null;

        this.s1Link.body=null;

        this.shape1.numContacts--;



        prev=this.s2Link.prev;

        next=this.s2Link.next;

        if(prev!==null)prev.next=next;

        if(next!==null)next.prev=prev;

        if(this.shape2.contactLink==this.s2Link)this.shape2.contactLink=next;

        this.s2Link.prev=null;

        this.s2Link.next=null;

        this.s2Link.shape=null;

        this.s2Link.body=null;

        this.shape2.numContacts--;



        prev=this.b1Link.prev;

        next=this.b1Link.next;

        if(prev!==null)prev.next=next;

        if(next!==null)next.prev=prev;

        if(this.body1.contactLink==this.b1Link)this.body1.contactLink=next;

        this.b1Link.prev=null;

        this.b1Link.next=null;

        this.b1Link.shape=null;

        this.b1Link.body=null;

        this.body1.numContacts--;



        prev=this.b2Link.prev;

        next=this.b2Link.next;

        if(prev!==null)prev.next=next;

        if(next!==null)next.prev=prev;

        if(this.body2.contactLink==this.b2Link)this.body2.contactLink=next;

        this.b2Link.prev=null;

        this.b2Link.next=null;

        this.b2Link.shape=null;

        this.b2Link.body=null;

        this.body2.numContacts--;



        this.manifold.body1=null;

        this.manifold.body2=null;

        this.constraint.body1=null;

        this.constraint.body2=null;

        this.constraint.detach();



        this.shape1=null;

        this.shape2=null;

        this.body1=null;

        this.body2=null;

    }

}

/**

* ...

* @author saharan

*/

OIMO.ContactConstraint = function(manifold){

    OIMO.Constraint.call( this);

    // The contact manifold of the constraint.

    this.manifold=manifold;

    // The coefficient of restitution of the constraint.

    this.restitution=NaN;

    // The coefficient of friction of the constraint.

    this.friction=NaN;

    this.p1=null;

    this.p2=null;

    this.lv1=null;

    this.lv2=null;

    this.av1=null;

    this.av2=null;

    this.i1=null;

    this.i2=null;

    this.i1e00=NaN;

    this.i1e01=NaN;

    this.i1e02=NaN;

    this.i1e10=NaN;

    this.i1e11=NaN;

    this.i1e12=NaN;

    this.i1e20=NaN;

    this.i1e21=NaN;

    this.i1e22=NaN;

    this.i2e00=NaN;

    this.i2e01=NaN;

    this.i2e02=NaN;

    this.i2e10=NaN;

    this.i2e11=NaN;

    this.i2e12=NaN;

    this.i2e20=NaN;

    this.i2e21=NaN;

    this.i2e22=NaN;

    this.m1=NaN;

    this.m2=NaN;

    this.num=0;

    

    this.ps=manifold.points;

    this.cs=new OIMO.ContactPointDataBuffer();

    this.cs.next=new OIMO.ContactPointDataBuffer();

    this.cs.next.next=new OIMO.ContactPointDataBuffer();

    this.cs.next.next.next=new OIMO.ContactPointDataBuffer();

}

OIMO.ContactConstraint.prototype = Object.create( OIMO.Constraint.prototype );

/**

* Attach the constraint to the bodies.

*/

OIMO.ContactConstraint.prototype.attach = function(){

    this.p1=this.body1.position;

    this.p2=this.body2.position;

    this.lv1=this.body1.linearVelocity;

    this.av1=this.body1.angularVelocity;

    this.lv2=this.body2.linearVelocity;

    this.av2=this.body2.angularVelocity;

    this.i1=this.body1.inverseInertia;

    this.i2=this.body2.inverseInertia;

}

/**

* Detach the constraint from the bodies.

*/

OIMO.ContactConstraint.prototype.detach = function(){

    this.p1=null;

    this.p2=null;

    this.lv1=null;

    this.lv2=null;

    this.av1=null;

    this.av2=null;

    this.i1=null;

    this.i2=null;

}

OIMO.ContactConstraint.prototype.preSolve = function(timeStep,invTimeStep){

    this.m1=this.body1.inverseMass;

    this.m2=this.body2.inverseMass;



    var ti1 = this.i1.elements;

    var ti2 = this.i2.elements;

    this.i1e00=ti1[0];

    this.i1e01=ti1[1];

    this.i1e02=ti1[2];

    this.i1e10=ti1[3];

    this.i1e11=ti1[4];

    this.i1e12=ti1[5];

    this.i1e20=ti1[6];

    this.i1e21=ti1[7];

    this.i1e22=ti1[8];



    this.i2e00=ti2[0];

    this.i2e01=ti2[1];

    this.i2e02=ti2[2];

    this.i2e10=ti2[3];

    this.i2e11=ti2[4];

    this.i2e12=ti2[5];

    this.i2e20=ti2[6];

    this.i2e21=ti2[7];

    this.i2e22=ti2[8];



    var p1x=this.p1.x;

    var p1y=this.p1.y;

    var p1z=this.p1.z;

    var p2x=this.p2.x;

    var p2y=this.p2.y;

    var p2z=this.p2.z;

    var m1m2=this.m1+this.m2;

    this.num=this.manifold.numPoints;

    var c=this.cs;

    for(var i=0;i<this.num;i++){

    var p=this.ps[i];

    var tmp1X;

    var tmp1Y;

    var tmp1Z;

    var tmp2X;

    var tmp2Y;

    var tmp2Z;

    tmp1X=p.position.x;

    tmp1Y=p.position.y;

    tmp1Z=p.position.z;

    var rp1X=tmp1X-p1x;

    var rp1Y=tmp1Y-p1y;

    var rp1Z=tmp1Z-p1z;

    var rp2X=tmp1X-p2x;

    var rp2Y=tmp1Y-p2y;

    var rp2Z=tmp1Z-p2z;

    c.rp1X=rp1X;

    c.rp1Y=rp1Y;

    c.rp1Z=rp1Z;

    c.rp2X=rp2X;

    c.rp2Y=rp2Y;

    c.rp2Z=rp2Z;

    c.norImp=p.normalImpulse;

    c.tanImp=p.tangentImpulse;

    c.binImp=p.binormalImpulse;

    var norX=p.normal.x;

    var norY=p.normal.y;

    var norZ=p.normal.z;

    var rvX=(this.lv2.x+this.av2.y*rp2Z-this.av2.z*rp2Y)-(this.lv1.x+this.av1.y*rp1Z-this.av1.z*rp1Y);

    var rvY=(this.lv2.y+this.av2.z*rp2X-this.av2.x*rp2Z)-(this.lv1.y+this.av1.z*rp1X-this.av1.x*rp1Z);

    var rvZ=(this.lv2.z+this.av2.x*rp2Y-this.av2.y*rp2X)-(this.lv1.z+this.av1.x*rp1Y-this.av1.y*rp1X);

    var rvn=norX*rvX+norY*rvY+norZ*rvZ;

    var tanX=rvX-rvn*norX;

    var tanY=rvY-rvn*norY;

    var tanZ=rvZ-rvn*norZ;

    var len=tanX*tanX+tanY*tanY+tanZ*tanZ;

    if(len>0.04){

    len=1/Math.sqrt(len);

    }else{

    tanX=norY*norX-norZ*norZ;

    tanY=-norZ*norY-norX*norX;

    tanZ=norX*norZ+norY*norY;

    len=1/Math.sqrt(tanX*tanX+tanY*tanY+tanZ*tanZ);

    }

    tanX*=len;

    tanY*=len;

    tanZ*=len;

    var binX=norY*tanZ-norZ*tanY;

    var binY=norZ*tanX-norX*tanZ;

    var binZ=norX*tanY-norY*tanX;

    c.norX=norX;

    c.norY=norY;

    c.norZ=norZ;

    c.tanX=tanX;

    c.tanY=tanY;

    c.tanZ=tanZ;

    c.binX=binX;

    c.binY=binY;

    c.binZ=binZ;

    c.norU1X=norX*this.m1;

    c.norU1Y=norY*this.m1;

    c.norU1Z=norZ*this.m1;

    c.norU2X=norX*this.m2;

    c.norU2Y=norY*this.m2;

    c.norU2Z=norZ*this.m2;

    c.tanU1X=tanX*this.m1;

    c.tanU1Y=tanY*this.m1;

    c.tanU1Z=tanZ*this.m1;

    c.tanU2X=tanX*this.m2;

    c.tanU2Y=tanY*this.m2;

    c.tanU2Z=tanZ*this.m2;

    c.binU1X=binX*this.m1;

    c.binU1Y=binY*this.m1;

    c.binU1Z=binZ*this.m1;

    c.binU2X=binX*this.m2;

    c.binU2Y=binY*this.m2;

    c.binU2Z=binZ*this.m2;

    var norT1X=rp1Y*norZ-rp1Z*norY;

    var norT1Y=rp1Z*norX-rp1X*norZ;

    var norT1Z=rp1X*norY-rp1Y*norX;

    var norT2X=rp2Y*norZ-rp2Z*norY;

    var norT2Y=rp2Z*norX-rp2X*norZ;

    var norT2Z=rp2X*norY-rp2Y*norX;

    var tanT1X=rp1Y*tanZ-rp1Z*tanY;

    var tanT1Y=rp1Z*tanX-rp1X*tanZ;

    var tanT1Z=rp1X*tanY-rp1Y*tanX;

    var tanT2X=rp2Y*tanZ-rp2Z*tanY;

    var tanT2Y=rp2Z*tanX-rp2X*tanZ;

    var tanT2Z=rp2X*tanY-rp2Y*tanX;

    var binT1X=rp1Y*binZ-rp1Z*binY;

    var binT1Y=rp1Z*binX-rp1X*binZ;

    var binT1Z=rp1X*binY-rp1Y*binX;

    var binT2X=rp2Y*binZ-rp2Z*binY;

    var binT2Y=rp2Z*binX-rp2X*binZ;

    var binT2Z=rp2X*binY-rp2Y*binX;

    var norTU1X=norT1X*this.i1e00+norT1Y*this.i1e01+norT1Z*this.i1e02;

    var norTU1Y=norT1X*this.i1e10+norT1Y*this.i1e11+norT1Z*this.i1e12;

    var norTU1Z=norT1X*this.i1e20+norT1Y*this.i1e21+norT1Z*this.i1e22;

    var norTU2X=norT2X*this.i2e00+norT2Y*this.i2e01+norT2Z*this.i2e02;

    var norTU2Y=norT2X*this.i2e10+norT2Y*this.i2e11+norT2Z*this.i2e12;

    var norTU2Z=norT2X*this.i2e20+norT2Y*this.i2e21+norT2Z*this.i2e22;

    var tanTU1X=tanT1X*this.i1e00+tanT1Y*this.i1e01+tanT1Z*this.i1e02;

    var tanTU1Y=tanT1X*this.i1e10+tanT1Y*this.i1e11+tanT1Z*this.i1e12;

    var tanTU1Z=tanT1X*this.i1e20+tanT1Y*this.i1e21+tanT1Z*this.i1e22;

    var tanTU2X=tanT2X*this.i2e00+tanT2Y*this.i2e01+tanT2Z*this.i2e02;

    var tanTU2Y=tanT2X*this.i2e10+tanT2Y*this.i2e11+tanT2Z*this.i2e12;

    var tanTU2Z=tanT2X*this.i2e20+tanT2Y*this.i2e21+tanT2Z*this.i2e22;

    var binTU1X=binT1X*this.i1e00+binT1Y*this.i1e01+binT1Z*this.i1e02;

    var binTU1Y=binT1X*this.i1e10+binT1Y*this.i1e11+binT1Z*this.i1e12;

    var binTU1Z=binT1X*this.i1e20+binT1Y*this.i1e21+binT1Z*this.i1e22;

    var binTU2X=binT2X*this.i2e00+binT2Y*this.i2e01+binT2Z*this.i2e02;

    var binTU2Y=binT2X*this.i2e10+binT2Y*this.i2e11+binT2Z*this.i2e12;

    var binTU2Z=binT2X*this.i2e20+binT2Y*this.i2e21+binT2Z*this.i2e22;

    c.norT1X=norT1X;

    c.norT1Y=norT1Y;

    c.norT1Z=norT1Z;

    c.tanT1X=tanT1X;

    c.tanT1Y=tanT1Y;

    c.tanT1Z=tanT1Z;

    c.binT1X=binT1X;

    c.binT1Y=binT1Y;

    c.binT1Z=binT1Z;

    c.norT2X=norT2X;

    c.norT2Y=norT2Y;

    c.norT2Z=norT2Z;

    c.tanT2X=tanT2X;

    c.tanT2Y=tanT2Y;

    c.tanT2Z=tanT2Z;

    c.binT2X=binT2X;

    c.binT2Y=binT2Y;

    c.binT2Z=binT2Z;

    c.norTU1X=norTU1X;

    c.norTU1Y=norTU1Y;

    c.norTU1Z=norTU1Z;

    c.tanTU1X=tanTU1X;

    c.tanTU1Y=tanTU1Y;

    c.tanTU1Z=tanTU1Z;

    c.binTU1X=binTU1X;

    c.binTU1Y=binTU1Y;

    c.binTU1Z=binTU1Z;

    c.norTU2X=norTU2X;

    c.norTU2Y=norTU2Y;

    c.norTU2Z=norTU2Z;

    c.tanTU2X=tanTU2X;

    c.tanTU2Y=tanTU2Y;

    c.tanTU2Z=tanTU2Z;

    c.binTU2X=binTU2X;

    c.binTU2Y=binTU2Y;

    c.binTU2Z=binTU2Z;

    tmp1X=norT1X*this.i1e00+norT1Y*this.i1e01+norT1Z*this.i1e02;

    tmp1Y=norT1X*this.i1e10+norT1Y*this.i1e11+norT1Z*this.i1e12;

    tmp1Z=norT1X*this.i1e20+norT1Y*this.i1e21+norT1Z*this.i1e22;

    tmp2X=tmp1Y*rp1Z-tmp1Z*rp1Y;

    tmp2Y=tmp1Z*rp1X-tmp1X*rp1Z;

    tmp2Z=tmp1X*rp1Y-tmp1Y*rp1X;

    tmp1X=norT2X*this.i2e00+norT2Y*this.i2e01+norT2Z*this.i2e02;

    tmp1Y=norT2X*this.i2e10+norT2Y*this.i2e11+norT2Z*this.i2e12;

    tmp1Z=norT2X*this.i2e20+norT2Y*this.i2e21+norT2Z*this.i2e22;

    tmp2X+=tmp1Y*rp2Z-tmp1Z*rp2Y;

    tmp2Y+=tmp1Z*rp2X-tmp1X*rp2Z;

    tmp2Z+=tmp1X*rp2Y-tmp1Y*rp2X;

    var norDen=1/(m1m2+norX*tmp2X+norY*tmp2Y+norZ*tmp2Z);

    tmp1X=tanT1X*this.i1e00+tanT1Y*this.i1e01+tanT1Z*this.i1e02;

    tmp1Y=tanT1X*this.i1e10+tanT1Y*this.i1e11+tanT1Z*this.i1e12;

    tmp1Z=tanT1X*this.i1e20+tanT1Y*this.i1e21+tanT1Z*this.i1e22;

    tmp2X=tmp1Y*rp1Z-tmp1Z*rp1Y;

    tmp2Y=tmp1Z*rp1X-tmp1X*rp1Z;

    tmp2Z=tmp1X*rp1Y-tmp1Y*rp1X;

    tmp1X=tanT2X*this.i2e00+tanT2Y*this.i2e01+tanT2Z*this.i2e02;

    tmp1Y=tanT2X*this.i2e10+tanT2Y*this.i2e11+tanT2Z*this.i2e12;

    tmp1Z=tanT2X*this.i2e20+tanT2Y*this.i2e21+tanT2Z*this.i2e22;

    tmp2X+=tmp1Y*rp2Z-tmp1Z*rp2Y;

    tmp2Y+=tmp1Z*rp2X-tmp1X*rp2Z;

    tmp2Z+=tmp1X*rp2Y-tmp1Y*rp2X;

    var tanDen=1/(m1m2+tanX*tmp2X+tanY*tmp2Y+tanZ*tmp2Z);

    tmp1X=binT1X*this.i1e00+binT1Y*this.i1e01+binT1Z*this.i1e02;

    tmp1Y=binT1X*this.i1e10+binT1Y*this.i1e11+binT1Z*this.i1e12;

    tmp1Z=binT1X*this.i1e20+binT1Y*this.i1e21+binT1Z*this.i1e22;

    tmp2X=tmp1Y*rp1Z-tmp1Z*rp1Y;

    tmp2Y=tmp1Z*rp1X-tmp1X*rp1Z;

    tmp2Z=tmp1X*rp1Y-tmp1Y*rp1X;

    tmp1X=binT2X*this.i2e00+binT2Y*this.i2e01+binT2Z*this.i2e02;

    tmp1Y=binT2X*this.i2e10+binT2Y*this.i2e11+binT2Z*this.i2e12;

    tmp1Z=binT2X*this.i2e20+binT2Y*this.i2e21+binT2Z*this.i2e22;

    tmp2X+=tmp1Y*rp2Z-tmp1Z*rp2Y;

    tmp2Y+=tmp1Z*rp2X-tmp1X*rp2Z;

    tmp2Z+=tmp1X*rp2Y-tmp1Y*rp2X;

    var binDen=1/(m1m2+binX*tmp2X+binY*tmp2Y+binZ*tmp2Z);

    c.norDen=norDen;

    c.tanDen=tanDen;

    c.binDen=binDen;

    if(p.warmStarted){

    var norImp=p.normalImpulse;

    this.lv1.x+=c.norU1X*norImp;

    this.lv1.y+=c.norU1Y*norImp;

    this.lv1.z+=c.norU1Z*norImp;

    this.av1.x+=norTU1X*norImp;

    this.av1.y+=norTU1Y*norImp;

    this.av1.z+=norTU1Z*norImp;

    this.lv2.x-=c.norU2X*norImp;

    this.lv2.y-=c.norU2Y*norImp;

    this.lv2.z-=c.norU2Z*norImp;

    this.av2.x-=norTU2X*norImp;

    this.av2.y-=norTU2Y*norImp;

    this.av2.z-=norTU2Z*norImp;

    c.norImp=norImp;

    c.tanImp=0;

    c.binImp=0;

    rvn=0; // disable bouncing

    }else{

    c.norImp=0;

    c.tanImp=0;

    c.binImp=0;

    }

    if(rvn>-1){

    rvn=0; // disable bouncing

    }

    var norTar=this.restitution*-rvn;

    var sepV=-(p.penetration+0.005)*invTimeStep*0.05; // allow 0.5cm error

    if(norTar<sepV)norTar=sepV;

    c.norTar=norTar;

    c.last=i==this.num-1;

    c=c.next;

    }

}

OIMO.ContactConstraint.prototype.solve = function(){

    var lv1x=this.lv1.x;

    var lv1y=this.lv1.y;

    var lv1z=this.lv1.z;

    var lv2x=this.lv2.x;

    var lv2y=this.lv2.y;

    var lv2z=this.lv2.z;

    var av1x=this.av1.x;

    var av1y=this.av1.y;

    var av1z=this.av1.z;

    var av2x=this.av2.x;

    var av2y=this.av2.y;

    var av2z=this.av2.z;

    var c=this.cs;

    while(true){

        var oldImp1;

        var newImp1;

        var oldImp2;

        var newImp2;

        var rvn;

        var norImp=c.norImp;

        var tanImp=c.tanImp;

        var binImp=c.binImp;

        var max=-norImp*this.friction;

        var rvX=lv2x-lv1x;

        var rvY=lv2y-lv1y;

        var rvZ=lv2z-lv1z;

        rvn=

        rvX*c.tanX+rvY*c.tanY+rvZ*c.tanZ+

        av2x*c.tanT2X+av2y*c.tanT2Y+av2z*c.tanT2Z-

        av1x*c.tanT1X-av1y*c.tanT1Y-av1z*c.tanT1Z

        ;

        oldImp1=tanImp;

        newImp1=rvn*c.tanDen;

        tanImp+=newImp1;

        rvn=

        rvX*c.binX+rvY*c.binY+rvZ*c.binZ+

        av2x*c.binT2X+av2y*c.binT2Y+av2z*c.binT2Z-

        av1x*c.binT1X-av1y*c.binT1Y-av1z*c.binT1Z

        ;

        oldImp2=binImp;

        newImp2=rvn*c.binDen;

        binImp+=newImp2;



        // cone friction clamp

        var len=tanImp*tanImp+binImp*binImp;

        if(len>max*max){

            len=max/Math.sqrt(len);

            tanImp*=len;

            binImp*=len;

        }

        newImp1=tanImp-oldImp1;

        newImp2=binImp-oldImp2;



        lv1x+=c.tanU1X*newImp1+c.binU1X*newImp2;

        lv1y+=c.tanU1Y*newImp1+c.binU1Y*newImp2;

        lv1z+=c.tanU1Z*newImp1+c.binU1Z*newImp2;

        av1x+=c.tanTU1X*newImp1+c.binTU1X*newImp2;

        av1y+=c.tanTU1Y*newImp1+c.binTU1Y*newImp2;

        av1z+=c.tanTU1Z*newImp1+c.binTU1Z*newImp2;

        lv2x-=c.tanU2X*newImp1+c.binU2X*newImp2;

        lv2y-=c.tanU2Y*newImp1+c.binU2Y*newImp2;

        lv2z-=c.tanU2Z*newImp1+c.binU2Z*newImp2;

        av2x-=c.tanTU2X*newImp1+c.binTU2X*newImp2;

        av2y-=c.tanTU2Y*newImp1+c.binTU2Y*newImp2;

        av2z-=c.tanTU2Z*newImp1+c.binTU2Z*newImp2;



        // restitution part

        rvn=

        (lv2x-lv1x)*c.norX+(lv2y-lv1y)*c.norY+(lv2z-lv1z)*c.norZ+

        av2x*c.norT2X+av2y*c.norT2Y+av2z*c.norT2Z-

        av1x*c.norT1X-av1y*c.norT1Y-av1z*c.norT1Z;



        oldImp1=norImp;

        newImp1=(rvn-c.norTar)*c.norDen;

        norImp+=newImp1;

        if(norImp>0)norImp=0;

        newImp1=norImp-oldImp1;

        lv1x+=c.norU1X*newImp1;

        lv1y+=c.norU1Y*newImp1;

        lv1z+=c.norU1Z*newImp1;

        av1x+=c.norTU1X*newImp1;

        av1y+=c.norTU1Y*newImp1;

        av1z+=c.norTU1Z*newImp1;

        lv2x-=c.norU2X*newImp1;

        lv2y-=c.norU2Y*newImp1;

        lv2z-=c.norU2Z*newImp1;

        av2x-=c.norTU2X*newImp1;

        av2y-=c.norTU2Y*newImp1;

        av2z-=c.norTU2Z*newImp1;



        c.norImp=norImp;

        c.tanImp=tanImp;

        c.binImp=binImp;



        if(c.last)break;

        c=c.next;

    }

    this.lv1.x=lv1x;

    this.lv1.y=lv1y;

    this.lv1.z=lv1z;

    this.lv2.x=lv2x;

    this.lv2.y=lv2y;

    this.lv2.z=lv2z;

    this.av1.x=av1x;

    this.av1.y=av1y;

    this.av1.z=av1z;

    this.av2.x=av2x;

    this.av2.y=av2y;

    this.av2.z=av2z;

}

OIMO.ContactConstraint.prototype.postSolve = function(){

    var c=this.cs;

    var i = this.num;

    while(i--){

    //for(var i=0;i<this.num;i++){

        var p=this.ps[i];

        p.normal.x=c.norX;

        p.normal.y=c.norY;

        p.normal.z=c.norZ;

        p.tangent.x=c.tanX;

        p.tangent.y=c.tanY;

        p.tangent.z=c.tanZ;

        p.binormal.x=c.binX;

        p.binormal.y=c.binY;

        p.binormal.z=c.binZ;

        p.normalImpulse=c.norImp;

        p.tangentImpulse=c.tanImp;

        p.binormalImpulse=c.binImp;

        p.normalDenominator=c.norDen;

        p.tangentDenominator=c.tanDen;

        p.binormalDenominator=c.binDen;

        c=c.next;

    }

}

/**

* A link list of contacts.

* @author saharan

*/

OIMO.ContactLink = function(contact){

	// The previous contact link.

    this.prev=null;

    // The next contact link.

    this.next=null;

    // The shape of the contact.

    this.shape=null;

    // The other rigid body.

    this.body=null;

    // The contact of the link.

    this.contact = contact;

}

/**

* A contact manifold between two shapes.

* @author saharan

*/

OIMO.ContactManifold = function(){

    // The first rigid body.

    this.body1 = null;

    // The second rigid body.

    this.body2 = null;

    // The number of manifold points.

    this.numPoints = 0;

    // The manifold points.

    this.points = [];

    this.points.length = 4;

    this.points[0] = new OIMO.ManifoldPoint();

    this.points[1] = new OIMO.ManifoldPoint();

    this.points[2] = new OIMO.ManifoldPoint();

    this.points[3] = new OIMO.ManifoldPoint();

}

OIMO.ContactManifold.prototype = {

    constructor: OIMO.ContactManifold,

    /**

    * Reset the manifold.

    * @param   shape1

    * @param   shape2

    */

    reset:function(shape1,shape2){

        this.body1=shape1.parent;

        this.body2=shape2.parent;

        this.numPoints=0;

    },

    /**

    * Add a point into this manifold.

    * @param   x

    * @param   y

    * @param   z

    * @param   normalX

    * @param   normalY

    * @param   normalZ

    * @param   penetration

    * @param   flip

    */

    addPoint:function(x,y,z,normalX,normalY,normalZ,penetration,flip){

        var p=this.points[this.numPoints++];

        p.position.x=x;

        p.position.y=y;

        p.position.z=z;

        var r=this.body1.rotation;

        var rx=x-this.body1.position.x;

        var ry=y-this.body1.position.y;

        var rz=z-this.body1.position.z;



        var tr = r.elements;

        p.localPoint1.x=rx*tr[0]+ry*tr[3]+rz*tr[6];

        p.localPoint1.y=rx*tr[1]+ry*tr[4]+rz*tr[7];

        p.localPoint1.z=rx*tr[2]+ry*tr[5]+rz*tr[8];

        r=this.body2.rotation;

        rx=x-this.body2.position.x;

        ry=y-this.body2.position.y;

        rz=z-this.body2.position.z;

        p.localPoint2.x=rx*tr[0]+ry*tr[3]+rz*tr[6];

        p.localPoint2.y=rx*tr[1]+ry*tr[4]+rz*tr[7];

        p.localPoint2.z=rx*tr[2]+ry*tr[5]+rz*tr[8];



        p.normalImpulse=0;

        if(flip){

            p.normal.x=-normalX;

            p.normal.y=-normalY;

            p.normal.z=-normalZ;

        }else{

            p.normal.x=normalX;

            p.normal.y=normalY;

            p.normal.z=normalZ;

        }

        p.penetration=penetration;

        p.warmStarted=false;

    }

}

OIMO.ContactPointDataBuffer = function(){

    this.norX=NaN;

    this.norY=NaN;

    this.norZ=NaN;

    this.tanX=NaN;

    this.tanY=NaN;

    this.tanZ=NaN;

    this.binX=NaN;

    this.binY=NaN;

    this.binZ=NaN;

    

    this.rp1X=NaN;

    this.rp1Y=NaN;

    this.rp1Z=NaN;

    this.rp2X=NaN;

    this.rp2Y=NaN;

    this.rp2Z=NaN;

    

    this.norU1X=NaN;

    this.norU1Y=NaN;

    this.norU1Z=NaN;

    this.norU2X=NaN;

    this.norU2Y=NaN;

    this.norU2Z=NaN;

    this.tanU1X=NaN;

    this.tanU1Y=NaN;

    this.tanU1Z=NaN;

    this.tanU2X=NaN;

    this.tanU2Y=NaN;

    this.tanU2Z=NaN;

    this.binU1X=NaN;

    this.binU1Y=NaN;

    this.binU1Z=NaN;

    this.binU2X=NaN;

    this.binU2Y=NaN;

    this.binU2Z=NaN;

    

    this.norT1X=NaN;

    this.norT1Y=NaN;

    this.norT1Z=NaN;

    this.norT2X=NaN;

    this.norT2Y=NaN;

    this.norT2Z=NaN;

    this.tanT1X=NaN;

    this.tanT1Y=NaN;

    this.tanT1Z=NaN;

    this.tanT2X=NaN;

    this.tanT2Y=NaN;

    this.tanT2Z=NaN;

    this.binT1X=NaN;

    this.binT1Y=NaN;

    this.binT1Z=NaN;

    this.binT2X=NaN;

    this.binT2Y=NaN;

    this.binT2Z=NaN;

    

    this.norTU1X=NaN;

    this.norTU1Y=NaN;

    this.norTU1Z=NaN;

    this.norTU2X=NaN;

    this.norTU2Y=NaN;

    this.norTU2Z=NaN;

    this.tanTU1X=NaN;

    this.tanTU1Y=NaN;

    this.tanTU1Z=NaN;

    this.tanTU2X=NaN;

    this.tanTU2Y=NaN;

    this.tanTU2Z=NaN;

    this.binTU1X=NaN;

    this.binTU1Y=NaN;

    this.binTU1Z=NaN;

    this.binTU2X=NaN;

    this.binTU2Y=NaN;

    this.binTU2Z=NaN;

    

    this.norImp=NaN;

    this.tanImp=NaN;

    this.binImp=NaN;

    this.norDen=NaN;

    this.tanDen=NaN;

    this.binDen=NaN;

    this.norTar=NaN;

    this.next=null;

    this.last=false;

}

OIMO.ImpulseDataBuffer = function(){

    this.lp1X=NaN;

    this.lp1Y=NaN;

    this.lp1Z=NaN;

    this.lp2X=NaN;

    this.lp2Y=NaN;

    this.lp2Z=NaN;

    this.impulse=NaN;

}

/**

* The class holds details of the contact point.

* @author saharan

*/

OIMO.ManifoldPoint = function(){

    // Whether this manifold point is persisting or not.

    this.warmStarted=false;

    //  The position of this manifold point.

    this.position=new OIMO.Vec3();

    // The position in the first shape's coordinate.

    this.localPoint1=new OIMO.Vec3();

    //  The position in the second shape's coordinate.

    this.localPoint2=new OIMO.Vec3();

    // The normal vector of this manifold point.

    this.normal=new OIMO.Vec3();

    // The tangent vector of this manifold point.

    this.tangent=new OIMO.Vec3();

    // The binormal vector of this manifold point.

    this.binormal=new OIMO.Vec3();

    // The impulse in normal direction.

    this.normalImpulse=0;

    // The impulse in tangent direction.

    this.tangentImpulse=0;

    // The impulse in binormal direction.

    this.binormalImpulse=0;

    // The denominator in normal direction.

    this.normalDenominator=0;

    // The denominator in tangent direction.

    this.tangentDenominator=0;

    // The denominator in binormal direction.

    this.binormalDenominator=0;

    // The depth of penetration.

    this.penetration=0;

}

/**

* This class holds mass information of a shape.

* @author saharan

*/

OIMO.MassInfo = function(){

	// Mass of the shape.

    this.mass = 0;

    // The moment inertia of the shape.

    this.inertia = new OIMO.Mat33();

}

/**

 * A shape is used to detect collisions of rigid bodies.

 * @author saharan

 */

OIMO.Shape = function(config){

    // The global identification of the shape.

    // This value should be unique to the shape.

    this.id = OIMO.nextID++;

    // The previous shape in parent rigid body.

    this.prev = null;

    // The next shape in parent rigid body.

    this.next = null;

    // The type of the shape.

    this.type = 0;



    // The proxy of the shape.

    // This is used for broad-phase collision detection.

    this.proxy = null;

    // The parent rigid body of the shape.

    this.parent = null;

    // The linked list of the contacts with the shape.

    this.contactLink = null;

    // The number of the contacts with the shape.

    this.numContacts=0;



    // The center of gravity of the shape in world coordinate system.

    this.position = new OIMO.Vec3();

    // The rotation matrix of the shape in world coordinate system

    this.rotation = new OIMO.Mat33();



    // The position of the shape in parent's coordinate system.

    this.relativePosition = new OIMO.Vec3().copy(config.relativePosition);

    // The rotation matrix of the shape in parent's coordinate system.

    this.relativeRotation = new OIMO.Mat33().copy(config.relativeRotation);



    // The axis-aligned bounding box of the shape.

    this.aabb = new OIMO.AABB();



    // The density of the shape.

    this.density = config.density;

    // The coefficient of friction of the shape.

    this.friction = config.friction;

    // The coefficient of restitution of the shape.

    this.restitution = config.restitution;

    // The bits of the collision groups to which the shape belongs.

    this.belongsTo = config.belongsTo;

    // The bits of the collision groups with which the shape collides.

    this.collidesWith = config.collidesWith;

}



OIMO.Shape.prototype = {

    constructor: OIMO.Shape,



    /**

    * Calculate the mass information of the shape.

    * @param   out

    */

    calculateMassInfo:function(out){

        throw new Error("Inheritance error.");

    },



    /**

    * Update the proxy of the shape.

    */

    updateProxy:function(){

        throw new Error("Inheritance error.");

    }

}

/**

 * A shape configuration holds common configuration data for constructing a shape.

 * Shape configurations can be reused safely.

 * @author saharan

 */



OIMO.ShapeConfig = function(){

	// The position of the shape in parent's coordinate system.

    this.relativePosition = new OIMO.Vec3();

    // The rotation matrix of the shape in parent's coordinate system.

    this.relativeRotation = new OIMO.Mat33();

    // The coefficient of friction of the shape.

    this.friction = 0.4;

    // The coefficient of restitution of the shape.

    this.restitution = 0.2;

    // The density of the shape.

    this.density = 1;

    // The bits of the collision groups to which the shape belongs.

    this.belongsTo = 1;

    // The bits of the collision groups with which the shape collides.

    this.collidesWith = 0xffffffff;

}

/**

* A box shape.

* @author saharan

* @author loth

*/

OIMO.BoxShape = function(config,Width,Height,Depth){

    OIMO.Shape.call( this, config );

    // The width of the box.

    this.width = Width;

    // The height of the box.

    this.height = Height;

    // The depth of the box.

    this.depth = Depth;

    // The half-width of the box.

    this.halfWidth = Width*0.5;

    // The half-height of the box.

    this.halfHeight = Height*0.5;

    // The half-depth of the box.

    this.halfDepth = Depth*0.5;



    this.dimentions = new OIMO_ARRAY_TYPE(18);

    this.elements = new OIMO_ARRAY_TYPE(24);

    this.type = OIMO.SHAPE_BOX;

}

OIMO.BoxShape.prototype = Object.create( OIMO.Shape.prototype );

OIMO.BoxShape.prototype.calculateMassInfo = function(out){

    var mass=this.width*this.height*this.depth*this.density;

    out.mass=mass;

    out.inertia.init(

        mass*(this.height*this.height+this.depth*this.depth)/12,0,0,

        0,mass*(this.width*this.width+this.depth*this.depth)/12,0,

        0,0,mass*(this.width*this.width+this.height*this.height)/12

    );

}

OIMO.BoxShape.prototype.updateProxy = function(){

    var te = this.rotation.elements;

    var di = this.dimentions;

    // Width

    di[0]=te[0];

    di[1]=te[3];

    di[2]=te[6];

    // Height

    di[3]=te[1];

    di[4]=te[4];

    di[5]=te[7];

    // Depth

    di[6]=te[2];

    di[7]=te[5];

    di[8]=te[8];

    // halp Width

    di[9]=te[0]*this.halfWidth;

    di[10]=te[3]*this.halfWidth;

    di[11]=te[6]*this.halfWidth;

    // halp Height

    di[12]=te[1]*this.halfHeight;

    di[13]=te[4]*this.halfHeight;

    di[14]=te[7]*this.halfHeight;

    // halp Depth

    di[15]=te[2]*this.halfDepth;

    di[16]=te[5]*this.halfDepth;

    di[17]=te[8]*this.halfDepth;



    var wx=di[9];

    var wy=di[10];

    var wz=di[11];

    var hx=di[12];

    var hy=di[13];

    var hz=di[14];

    var dx=di[15];

    var dy=di[16];

    var dz=di[17];



    var x=this.position.x;

    var y=this.position.y;

    var z=this.position.z;



    var v=this.elements;

    //v1

    v[0]=x+wx+hx+dx;

    v[1]=y+wy+hy+dy;

    v[2]=z+wz+hz+dz;

    //v2

    v[3]=x+wx+hx-dx;

    v[4]=y+wy+hy-dy;

    v[5]=z+wz+hz-dz;

    //v3

    v[6]=x+wx-hx+dx;

    v[7]=y+wy-hy+dy;

    v[8]=z+wz-hz+dz;

    //v4

    v[9]=x+wx-hx-dx;

    v[10]=y+wy-hy-dy;

    v[11]=z+wz-hz-dz;

    //v5

    v[12]=x-wx+hx+dx;

    v[13]=y-wy+hy+dy;

    v[14]=z-wz+hz+dz;

    //v6

    v[15]=x-wx+hx-dx;

    v[16]=y-wy+hy-dy;

    v[17]=z-wz+hz-dz;

    //v7

    v[18]=x-wx-hx+dx;

    v[19]=y-wy-hy+dy;

    v[20]=z-wz-hz+dz;

    //v8

    v[21]=x-wx-hx-dx;

    v[22]=y-wy-hy-dy;

    v[23]=z-wz-hz-dz;



    var w = (di[9]<0) ? -di[9] : di[9]; 

    var h = (di[10]<0) ? -di[10] : di[10];

    var d = (di[11]<0) ? -di[11] : di[11];



    w = (di[12]<0) ? w-di[12] : w+di[12]; 

    h = (di[13]<0) ? h-di[13] : h+di[13];

    d = (di[14]<0) ? d-di[14] : d+di[14];



    w = (di[15]<0) ? w-di[15] : w+di[15]; 

    h = (di[16]<0) ? h-di[16] : h+di[16];

    d = (di[17]<0) ? d-di[17] : d+di[17];

    

    this.aabb.init(

        this.position.x-w-0.005,this.position.x+w+0.005,

        this.position.y-h-0.005,this.position.y+h+0.005,

        this.position.z-d-0.005,this.position.z+d+0.005

    );

    if(this.proxy!==null){

        this.proxy.update();

    }

}

/**

 * A sphere shape.

 * @author saharan

 */

OIMO.SphereShape = function(config,radius){

    OIMO.Shape.call( this, config);

    // The radius of the shape.

    this.radius = radius;

    this.type = OIMO.SHAPE_SPHERE;

}

OIMO.SphereShape.prototype = Object.create( OIMO.Shape.prototype );

OIMO.SphereShape.prototype.calculateMassInfo = function(out){

    var mass = 4/3*Math.PI*this.radius*this.radius*this.radius*this.density;

    out.mass = mass;

    var inertia = mass*this.radius*this.radius*2/5;

    out.inertia.init( inertia,0,0,0,inertia,0,0,0,inertia );

}

OIMO.SphereShape.prototype.updateProxy = function(){

    this.aabb.init(

        this.position.x-this.radius-0.005,this.position.x+this.radius+0.005,

        this.position.y-this.radius-0.005,this.position.y+this.radius+0.005,

        this.position.z-this.radius-0.005,this.position.z+this.radius+0.005

    );

    if(this.proxy!==null){ this.proxy.update(); }

}

OIMO.CollisionDetector = function(){

    this.flip = false;

}



OIMO.CollisionDetector.prototype = {

    constructor: OIMO.CollisionDetector,



    detectCollision:function(shape1,shape2,manifold){

        throw new Error("Inheritance error.");

    }

}

/**

 * A collision detector which detects collisions between two boxes.

 * @author saharan

 */

OIMO.BoxBoxCollisionDetector = function(){

    OIMO.CollisionDetector.call( this );

    this.clipVertices1=new OIMO_ARRAY_TYPE(24); // 8 vertices x,y,z

    this.clipVertices2=new OIMO_ARRAY_TYPE(24);

    this.used=new OIMO_ARRAY_TYPE(8);

    

    this.INF = 1/0;

}

OIMO.BoxBoxCollisionDetector.prototype = Object.create( OIMO.CollisionDetector.prototype );

OIMO.BoxBoxCollisionDetector.prototype.detectCollision = function(shape1,shape2,manifold){

    // What you are doing 

    // Â· I to prepare a separate axis of the fifteen 

    //-Six in each of three normal vectors of the xyz direction of the box both 

    // Â· Remaining nine 3x3 a vector perpendicular to the side of the box 2 and the side of the box 1 

    // Â· Calculate the depth to the separation axis 



    // Calculates the distance using the inner product and put the amount of embedment 

    // Â· However a vertical separation axis and side to weight a little to avoid vibration 

    // And end when there is a separate axis that is remote even one 

    // Â· I look for separation axis with little to dent most 

    // Men and if separation axis of the first six - end collision 

    // Heng If it separate axis of nine other - side collision 

    // Heng - case of a side collision 

    // Â· Find points of two sides on which you made â€‹â€‹the separation axis 



    // Calculates the point of closest approach of a straight line consisting of separate axis points obtained, and the collision point 

    //-Surface - the case of the plane crash 

    //-Box A, box B and the other a box of better made â€‹â€‹a separate axis 

    // â€¢ The surface A and the plane that made the separation axis of the box A, and B to the surface the face of the box B close in the opposite direction to the most isolated axis 



    // When viewed from the front surface A, and the cut part exceeding the area of the surface A is a surface B 

    //-Plane B becomes the 3-8 triangle, I a candidate for the collision point the vertex of surface B 

    // â€¢ If more than one candidate 5 exists, scraping up to four 



    // For potential collision points of all, to examine the distance between the surface A 

    // â€¢ If you were on the inside surface of A, and the collision point



    var b1;

    var b2;

    if(shape1.id<shape2.id){

        b1=(shape1);

        b2=(shape2);

    }else{

        b1=(shape2);

        b2=(shape1);

    }

    var V1 = b1.elements;

    var V2 = b2.elements;



    var D1 = b1.dimentions;

    var D2 = b2.dimentions;



    var p1=b1.position;

    var p2=b2.position;

    var p1x=p1.x;

    var p1y=p1.y;

    var p1z=p1.z;

    var p2x=p2.x;

    var p2y=p2.y;

    var p2z=p2.z;

    // diff

    var dx=p2x-p1x;

    var dy=p2y-p1y;

    var dz=p2z-p1z;

    // distance

    var w1=b1.halfWidth;

    var h1=b1.halfHeight;

    var d1=b1.halfDepth;

    var w2=b2.halfWidth;

    var h2=b2.halfHeight;

    var d2=b2.halfDepth;

    // direction



    // ----------------------------

    // 15 separating axes

    // 1~6: face

    // 7~f: edge

    // http://marupeke296.com/COL_3D_No13_OBBvsOBB.html

    // ----------------------------

    

    var a1x=D1[0];

    var a1y=D1[1];

    var a1z=D1[2];

    var a2x=D1[3];

    var a2y=D1[4];

    var a2z=D1[5];

    var a3x=D1[6];

    var a3y=D1[7];

    var a3z=D1[8];

    var d1x=D1[9];

    var d1y=D1[10];

    var d1z=D1[11];

    var d2x=D1[12];

    var d2y=D1[13];

    var d2z=D1[14];

    var d3x=D1[15];

    var d3y=D1[16];

    var d3z=D1[17];



    var a4x=D2[0];

    var a4y=D2[1];

    var a4z=D2[2];

    var a5x=D2[3];

    var a5y=D2[4];

    var a5z=D2[5];

    var a6x=D2[6];

    var a6y=D2[7];

    var a6z=D2[8];

    var d4x=D2[9];

    var d4y=D2[10];

    var d4z=D2[11];

    var d5x=D2[12];

    var d5y=D2[13];

    var d5z=D2[14];

    var d6x=D2[15];

    var d6y=D2[16];

    var d6z=D2[17];

    

    var a7x=a1y*a4z-a1z*a4y;

    var a7y=a1z*a4x-a1x*a4z;

    var a7z=a1x*a4y-a1y*a4x;

    var a8x=a1y*a5z-a1z*a5y;

    var a8y=a1z*a5x-a1x*a5z;

    var a8z=a1x*a5y-a1y*a5x;

    var a9x=a1y*a6z-a1z*a6y;

    var a9y=a1z*a6x-a1x*a6z;

    var a9z=a1x*a6y-a1y*a6x;

    var aax=a2y*a4z-a2z*a4y;

    var aay=a2z*a4x-a2x*a4z;

    var aaz=a2x*a4y-a2y*a4x;

    var abx=a2y*a5z-a2z*a5y;

    var aby=a2z*a5x-a2x*a5z;

    var abz=a2x*a5y-a2y*a5x;

    var acx=a2y*a6z-a2z*a6y;

    var acy=a2z*a6x-a2x*a6z;

    var acz=a2x*a6y-a2y*a6x;

    var adx=a3y*a4z-a3z*a4y;

    var ady=a3z*a4x-a3x*a4z;

    var adz=a3x*a4y-a3y*a4x;

    var aex=a3y*a5z-a3z*a5y;

    var aey=a3z*a5x-a3x*a5z;

    var aez=a3x*a5y-a3y*a5x;

    var afx=a3y*a6z-a3z*a6y;

    var afy=a3z*a6x-a3x*a6z;

    var afz=a3x*a6y-a3y*a6x;

    // right or left flags

    var right1;

    var right2;

    var right3;

    var right4;

    var right5;

    var right6;

    var right7;

    var right8;

    var right9;

    var righta;

    var rightb;

    var rightc;

    var rightd;

    var righte;

    var rightf;

    // overlapping distances

    var overlap1;

    var overlap2;

    var overlap3;

    var overlap4;

    var overlap5;

    var overlap6;

    var overlap7;

    var overlap8;

    var overlap9;

    var overlapa;

    var overlapb;

    var overlapc;

    var overlapd;

    var overlape;

    var overlapf;

    // invalid flags

    var invalid7=false;

    var invalid8=false;

    var invalid9=false;

    var invalida=false;

    var invalidb=false;

    var invalidc=false;

    var invalidd=false;

    var invalide=false;

    var invalidf=false;

    // temporary variables

    var len;

    var len1;

    var len2;

    var dot1;

    var dot2;

    var dot3;

    // try axis 1

    len=a1x*dx+a1y*dy+a1z*dz;

    right1=len>0;

    if(!right1)len=-len;

    len1=w1;

    dot1=a1x*a4x+a1y*a4y+a1z*a4z;

    dot2=a1x*a5x+a1y*a5y+a1z*a5z;

    dot3=a1x*a6x+a1y*a6y+a1z*a6z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len2=dot1*w2+dot2*h2+dot3*d2;

    overlap1=len-len1-len2;

    if(overlap1>0)return;

    // try axis 2

    len=a2x*dx+a2y*dy+a2z*dz;

    right2=len>0;

    if(!right2)len=-len;

    len1=h1;

    dot1=a2x*a4x+a2y*a4y+a2z*a4z;

    dot2=a2x*a5x+a2y*a5y+a2z*a5z;

    dot3=a2x*a6x+a2y*a6y+a2z*a6z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len2=dot1*w2+dot2*h2+dot3*d2;

    overlap2=len-len1-len2;

    if(overlap2>0)return;

    // try axis 3

    len=a3x*dx+a3y*dy+a3z*dz;

    right3=len>0;

    if(!right3)len=-len;

    len1=d1;

    dot1=a3x*a4x+a3y*a4y+a3z*a4z;

    dot2=a3x*a5x+a3y*a5y+a3z*a5z;

    dot3=a3x*a6x+a3y*a6y+a3z*a6z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len2=dot1*w2+dot2*h2+dot3*d2;

    overlap3=len-len1-len2;

    if(overlap3>0)return;

    // try axis 4

    len=a4x*dx+a4y*dy+a4z*dz;

    right4=len>0;

    if(!right4)len=-len;

    dot1=a4x*a1x+a4y*a1y+a4z*a1z;

    dot2=a4x*a2x+a4y*a2y+a4z*a2z;

    dot3=a4x*a3x+a4y*a3y+a4z*a3z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len1=dot1*w1+dot2*h1+dot3*d1;

    len2=w2;

    overlap4=(len-len1-len2)*1.0;

    if(overlap4>0)return;

    // try axis 5

    len=a5x*dx+a5y*dy+a5z*dz;

    right5=len>0;

    if(!right5)len=-len;

    dot1=a5x*a1x+a5y*a1y+a5z*a1z;

    dot2=a5x*a2x+a5y*a2y+a5z*a2z;

    dot3=a5x*a3x+a5y*a3y+a5z*a3z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len1=dot1*w1+dot2*h1+dot3*d1;

    len2=h2;

    overlap5=(len-len1-len2)*1.0;

    if(overlap5>0)return;

    // try axis 6

    len=a6x*dx+a6y*dy+a6z*dz;

    right6=len>0;

    if(!right6)len=-len;

    dot1=a6x*a1x+a6y*a1y+a6z*a1z;

    dot2=a6x*a2x+a6y*a2y+a6z*a2z;

    dot3=a6x*a3x+a6y*a3y+a6z*a3z;

    if(dot1<0)dot1=-dot1;

    if(dot2<0)dot2=-dot2;

    if(dot3<0)dot3=-dot3;

    len1=dot1*w1+dot2*h1+dot3*d1;

    len2=d2;

    overlap6=(len-len1-len2)*1.0;

    if(overlap6>0)return;

    // try axis 7

    len=a7x*a7x+a7y*a7y+a7z*a7z;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        a7x*=len;

        a7y*=len;

        a7z*=len;

        len=a7x*dx+a7y*dy+a7z*dz;

        right7=len>0;

        if(!right7)len=-len;

        dot1=a7x*a2x+a7y*a2y+a7z*a2z;

        dot2=a7x*a3x+a7y*a3y+a7z*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*h1+dot2*d1;

        dot1=a7x*a5x+a7y*a5y+a7z*a5z;

        dot2=a7x*a6x+a7y*a6y+a7z*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*h2+dot2*d2;

        overlap7=len-len1-len2;

        if(overlap7>0)return;

    }else{

        right7=false;

        overlap7=0;

        invalid7=true;

    }

    // try axis 8

    len=a8x*a8x+a8y*a8y+a8z*a8z;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        a8x*=len;

        a8y*=len;

        a8z*=len;

        len=a8x*dx+a8y*dy+a8z*dz;

        right8=len>0;

        if(!right8)len=-len;

        dot1=a8x*a2x+a8y*a2y+a8z*a2z;

        dot2=a8x*a3x+a8y*a3y+a8z*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*h1+dot2*d1;

        dot1=a8x*a4x+a8y*a4y+a8z*a4z;

        dot2=a8x*a6x+a8y*a6y+a8z*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*d2;

        overlap8=len-len1-len2;

        if(overlap8>0)return;

    }else{

        right8=false;

        overlap8=0;

        invalid8=true;

    }

    // try axis 9

    len=a9x*a9x+a9y*a9y+a9z*a9z;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        a9x*=len;

        a9y*=len;

        a9z*=len;

        len=a9x*dx+a9y*dy+a9z*dz;

        right9=len>0;

        if(!right9)len=-len;

        dot1=a9x*a2x+a9y*a2y+a9z*a2z;

        dot2=a9x*a3x+a9y*a3y+a9z*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*h1+dot2*d1;

        dot1=a9x*a4x+a9y*a4y+a9z*a4z;

        dot2=a9x*a5x+a9y*a5y+a9z*a5z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*h2;

        overlap9=len-len1-len2;

        if(overlap9>0)return;

    }else{

        right9=false;

        overlap9=0;

        invalid9=true;

    }

    // try axis 10

    len=aax*aax+aay*aay+aaz*aaz;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        aax*=len;

        aay*=len;

        aaz*=len;

        len=aax*dx+aay*dy+aaz*dz;

        righta=len>0;

        if(!righta)len=-len;

        dot1=aax*a1x+aay*a1y+aaz*a1z;

        dot2=aax*a3x+aay*a3y+aaz*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*d1;

        dot1=aax*a5x+aay*a5y+aaz*a5z;

        dot2=aax*a6x+aay*a6y+aaz*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*h2+dot2*d2;

        overlapa=len-len1-len2;

        if(overlapa>0)return;

    }else{

        righta=false;

        overlapa=0;

        invalida=true;

    }

    // try axis 11

    len=abx*abx+aby*aby+abz*abz;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        abx*=len;

        aby*=len;

        abz*=len;

        len=abx*dx+aby*dy+abz*dz;

        rightb=len>0;

        if(!rightb)len=-len;

        dot1=abx*a1x+aby*a1y+abz*a1z;

        dot2=abx*a3x+aby*a3y+abz*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*d1;

        dot1=abx*a4x+aby*a4y+abz*a4z;

        dot2=abx*a6x+aby*a6y+abz*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*d2;

        overlapb=len-len1-len2;

        if(overlapb>0)return;

    }else{

        rightb=false;

        overlapb=0;

        invalidb=true;

    }

    // try axis 12

    len=acx*acx+acy*acy+acz*acz;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        acx*=len;

        acy*=len;

        acz*=len;

        len=acx*dx+acy*dy+acz*dz;

        rightc=len>0;

        if(!rightc)len=-len;

        dot1=acx*a1x+acy*a1y+acz*a1z;

        dot2=acx*a3x+acy*a3y+acz*a3z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*d1;

        dot1=acx*a4x+acy*a4y+acz*a4z;

        dot2=acx*a5x+acy*a5y+acz*a5z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*h2;

        overlapc=len-len1-len2;

        if(overlapc>0)return;

    }else{

        rightc=false;

        overlapc=0;

        invalidc=true;

    }

    // try axis 13

    len=adx*adx+ady*ady+adz*adz;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        adx*=len;

        ady*=len;

        adz*=len;

        len=adx*dx+ady*dy+adz*dz;

        rightd=len>0;

        if(!rightd)len=-len;

        dot1=adx*a1x+ady*a1y+adz*a1z;

        dot2=adx*a2x+ady*a2y+adz*a2z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*h1;

        dot1=adx*a5x+ady*a5y+adz*a5z;

        dot2=adx*a6x+ady*a6y+adz*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*h2+dot2*d2;

        overlapd=len-len1-len2;

        if(overlapd>0)return;

    }else{

        rightd=false;

        overlapd=0;

        invalidd=true;

    }

    // try axis 14

    len=aex*aex+aey*aey+aez*aez;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        aex*=len;

        aey*=len;

        aez*=len;

        len=aex*dx+aey*dy+aez*dz;

        righte=len>0;

        if(!righte)len=-len;

        dot1=aex*a1x+aey*a1y+aez*a1z;

        dot2=aex*a2x+aey*a2y+aez*a2z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*h1;

        dot1=aex*a4x+aey*a4y+aez*a4z;

        dot2=aex*a6x+aey*a6y+aez*a6z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*d2;

        overlape=len-len1-len2;

        if(overlape>0)return;

    }else{

        righte=false;

        overlape=0;

        invalide=true;

    }

    // try axis 15

    len=afx*afx+afy*afy+afz*afz;

    if(len>1e-5){

        len=1/Math.sqrt(len);

        afx*=len;

        afy*=len;

        afz*=len;

        len=afx*dx+afy*dy+afz*dz;

        rightf=len>0;

        if(!rightf)len=-len;

        dot1=afx*a1x+afy*a1y+afz*a1z;

        dot2=afx*a2x+afy*a2y+afz*a2z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len1=dot1*w1+dot2*h1;

        dot1=afx*a4x+afy*a4y+afz*a4z;

        dot2=afx*a5x+afy*a5y+afz*a5z;

        if(dot1<0)dot1=-dot1;

        if(dot2<0)dot2=-dot2;

        len2=dot1*w2+dot2*h2;

        overlapf=len-len1-len2;

        if(overlapf>0)return;

    }else{

        rightf=false;

        overlapf=0;

        invalidf=true;

    }

    // boxes are overlapping

    var depth=overlap1;

    var depth2=overlap1;

    var minIndex=0;

    var right=right1;

    if(overlap2>depth2){

        depth=overlap2;

        depth2=overlap2;

        minIndex=1;

        right=right2;

    }

    if(overlap3>depth2){

        depth=overlap3;

        depth2=overlap3;

        minIndex=2;

        right=right3;

    }

    if(overlap4>depth2){

        depth=overlap4;

        depth2=overlap4;

        minIndex=3;

        right=right4;

    }

    if(overlap5>depth2){

        depth=overlap5;

        depth2=overlap5;

        minIndex=4;

        right=right5;

    }

    if(overlap6>depth2){

        depth=overlap6;

        depth2=overlap6;

        minIndex=5;

        right=right6;

    }

    if(overlap7-0.01>depth2&&!invalid7){

        depth=overlap7;

        depth2=overlap7-0.01;

        minIndex=6;

        right=right7;

    }

    if(overlap8-0.01>depth2&&!invalid8){

        depth=overlap8;

        depth2=overlap8-0.01;

        minIndex=7;

        right=right8;

    }

    if(overlap9-0.01>depth2&&!invalid9){

        depth=overlap9;

        depth2=overlap9-0.01;

        minIndex=8;

        right=right9;

    }

    if(overlapa-0.01>depth2&&!invalida){

        depth=overlapa;

        depth2=overlapa-0.01;

        minIndex=9;

        right=righta;

    }

    if(overlapb-0.01>depth2&&!invalidb){

        depth=overlapb;

        depth2=overlapb-0.01;

        minIndex=10;

        right=rightb;

    }

    if(overlapc-0.01>depth2&&!invalidc){

        depth=overlapc;

        depth2=overlapc-0.01;

        minIndex=11;

        right=rightc;

    }

    if(overlapd-0.01>depth2&&!invalidd){

        depth=overlapd;

        depth2=overlapd-0.01;

        minIndex=12;

        right=rightd;

    }

    if(overlape-0.01>depth2&&!invalide){

        depth=overlape;

        depth2=overlape-0.01;

        minIndex=13;

        right=righte;

    }

    if(overlapf-0.01>depth2&&!invalidf){

        depth=overlapf;

        minIndex=14;

        right=rightf;

    }

    // normal

    var nx=0;

    var ny=0;

    var nz=0;

    // edge line or face side normal

    var n1x=0;

    var n1y=0;

    var n1z=0;

    var n2x=0;

    var n2y=0;

    var n2z=0;

    // center of current face

    var cx=0;

    var cy=0;

    var cz=0;

    // face side

    var s1x=0;

    var s1y=0;

    var s1z=0;

    var s2x=0;

    var s2y=0;

    var s2z=0;

    // swap b1 b2

    var swap=false;



    //_______________________________________



    if(minIndex==0){// b1.x * b2

        if(right){

            cx=p1x+d1x; cy=p1y+d1y;  cz=p1z+d1z;

            nx=a1x; ny=a1y; nz=a1z;

        }else{

            cx=p1x-d1x; cy=p1y-d1y; cz=p1z-d1z;

            nx=-a1x; ny=-a1y; nz=-a1z;

        }

        s1x=d2x; s1y=d2y; s1z=d2z;

        n1x=-a2x; n1y=-a2y; n1z=-a2z;

        s2x=d3x; s2y=d3y; s2z=d3z;

        n2x=-a3x; n2y=-a3y; n2z=-a3z;

    }

    else if(minIndex==1){// b1.y * b2

        if(right){

            cx=p1x+d2x; cy=p1y+d2y; cz=p1z+d2z;

            nx=a2x; ny=a2y; nz=a2z;

        }else{

            cx=p1x-d2x; cy=p1y-d2y; cz=p1z-d2z;

            nx=-a2x; ny=-a2y; nz=-a2z;

        }

        s1x=d1x; s1y=d1y; s1z=d1z;

        n1x=-a1x; n1y=-a1y; n1z=-a1z;

        s2x=d3x; s2y=d3y; s2z=d3z;

        n2x=-a3x; n2y=-a3y; n2z=-a3z;

    }

    else if(minIndex==2){// b1.z * b2

        if(right){

            cx=p1x+d3x; cy=p1y+d3y; cz=p1z+d3z;

            nx=a3x; ny=a3y; nz=a3z;

        }else{

            cx=p1x-d3x; cy=p1y-d3y; cz=p1z-d3z;

            nx=-a3x; ny=-a3y; nz=-a3z;

        }

        s1x=d1x; s1y=d1y; s1z=d1z;

        n1x=-a1x; n1y=-a1y; n1z=-a1z;

        s2x=d2x; s2y=d2y; s2z=d2z;

        n2x=-a2x; n2y=-a2y; n2z=-a2z;

    }

    else if(minIndex==3){// b2.x * b1

        swap=true;

        if(!right){

            cx=p2x+d4x; cy=p2y+d4y; cz=p2z+d4z;

            nx=a4x; ny=a4y; nz=a4z;

        }else{

            cx=p2x-d4x; cy=p2y-d4y; cz=p2z-d4z;

            nx=-a4x; ny=-a4y; nz=-a4z;

        }

        s1x=d5x; s1y=d5y; s1z=d5z;

        n1x=-a5x; n1y=-a5y; n1z=-a5z;

        s2x=d6x; s2y=d6y; s2z=d6z;

        n2x=-a6x; n2y=-a6y; n2z=-a6z;

    }

    else if(minIndex==4){// b2.y * b1

        swap=true;

        if(!right){

            cx=p2x+d5x; cy=p2y+d5y; cz=p2z+d5z;

            nx=a5x; ny=a5y; nz=a5z;

        }else{

            cx=p2x-d5x; cy=p2y-d5y; cz=p2z-d5z;

            nx=-a5x; ny=-a5y; nz=-a5z;

        }

        s1x=d4x; s1y=d4y; s1z=d4z;

        n1x=-a4x; n1y=-a4y; n1z=-a4z;

        s2x=d6x; s2y=d6y; s2z=d6z;

        n2x=-a6x; n2y=-a6y; n2z=-a6z;

    }

    else if(minIndex==5){// b2.z * b1

        swap=true;

        if(!right){

            cx=p2x+d6x; cy=p2y+d6y; cz=p2z+d6z;

            nx=a6x; ny=a6y; nz=a6z;

        }else{

            cx=p2x-d6x; cy=p2y-d6y; cz=p2z-d6z;

            nx=-a6x; ny=-a6y; nz=-a6z;

        }

        s1x=d4x; s1y=d4y; s1z=d4z;

        n1x=-a4x; n1y=-a4y; n1z=-a4z;

        s2x=d5x; s2y=d5y; s2z=d5z;

        n2x=-a5x; n2y=-a5y; n2z=-a5z;

    }

    else if(minIndex==6){// b1.x * b2.x

        nx=a7x; ny=a7y; nz=a7z;

        n1x=a1x; n1y=a1y; n1z=a1z;

        n2x=a4x; n2y=a4y; n2z=a4z;

    }

    else if(minIndex==7){// b1.x * b2.y

        nx=a8x; ny=a8y; nz=a8z;

        n1x=a1x; n1y=a1y; n1z=a1z;

        n2x=a5x; n2y=a5y; n2z=a5z;

    }

    else if(minIndex==8){// b1.x * b2.z

        nx=a9x; ny=a9y; nz=a9z;

        n1x=a1x; n1y=a1y; n1z=a1z;

        n2x=a6x; n2y=a6y; n2z=a6z;

    }

    else if(minIndex==9){// b1.y * b2.x

        nx=aax; ny=aay; nz=aaz;

        n1x=a2x; n1y=a2y; n1z=a2z;

        n2x=a4x; n2y=a4y; n2z=a4z

    }

    else if(minIndex==10){// b1.y * b2.y

        nx=abx; ny=aby; nz=abz;

        n1x=a2x; n1y=a2y; n1z=a2z;

        n2x=a5x; n2y=a5y; n2z=a5z;

    }

    else if(minIndex==11){// b1.y * b2.z

        nx=acx; ny=acy; nz=acz;

        n1x=a2x; n1y=a2y; n1z=a2z;

        n2x=a6x; n2y=a6y; n2z=a6z;

    }

    else if(minIndex==12){// b1.z * b2.x

        nx=adx;  ny=ady; nz=adz;

        n1x=a3x; n1y=a3y; n1z=a3z;

        n2x=a4x; n2y=a4y; n2z=a4z;

    }

    else if(minIndex==13){// b1.z * b2.y

        nx=aex; ny=aey; nz=aez;

        n1x=a3x; n1y=a3y; n1z=a3z;

        n2x=a5x; n2y=a5y; n2z=a5z;

    }

    else if(minIndex==14){// b1.z * b2.z

        nx=afx; ny=afy; nz=afz;

        n1x=a3x; n1y=a3y; n1z=a3z;

        n2x=a6x; n2y=a6y; n2z=a6z;

    }



    //__________________________________________



    var v;

    if(minIndex>5){

        if(!right){

            nx=-nx; ny=-ny; nz=-nz;

        }

        var distance;

        var maxDistance;

        var vx;

        var vy;

        var vz;

        var v1x;

        var v1y;

        var v1z;

        var v2x;

        var v2y;

        var v2z;

        //vertex1;

        v1x=V1[0]; v1y=V1[1]; v1z=V1[2];

        maxDistance=nx*v1x+ny*v1y+nz*v1z;

        //vertex2;

        vx=V1[3]; vy=V1[4]; vz=V1[5];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex3;

        vx=V1[6]; vy=V1[7]; vz=V1[8];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex4;

        vx=V1[9]; vy=V1[10]; vz=V1[11];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex5;

        vx=V1[12]; vy=V1[13]; vz=V1[14];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex6;

        vx=V1[15]; vy=V1[16]; vz=V1[17];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex7;

        vx=V1[18]; vy=V1[19]; vz=V1[20];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex8;

        vx=V1[21]; vy=V1[22]; vz=V1[23];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance>maxDistance){

            maxDistance=distance;

            v1x=vx; v1y=vy; v1z=vz;

        }

        //vertex1;

        v2x=V2[0]; v2y=V2[1]; v2z=V2[2];

        maxDistance=nx*v2x+ny*v2y+nz*v2z;

        //vertex2;

        vx=V2[3]; vy=V2[4]; vz=V2[5];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex3;

        vx=V2[6]; vy=V2[7]; vz=V2[8];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex4;

        vx=V2[9]; vy=V2[10]; vz=V2[11];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex5;

        vx=V2[12]; vy=V2[13]; vz=V2[14];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex6;

        vx=V2[15]; vy=V2[16]; vz=V2[17];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex7;

        vx=V2[18]; vy=V2[19]; vz=V2[20];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        //vertex8;

        vx=V2[21]; vy=V2[22]; vz=V2[23];

        distance=nx*vx+ny*vy+nz*vz;

        if(distance<maxDistance){

            maxDistance=distance;

            v2x=vx; v2y=vy; v2z=vz;

        }

        vx=v2x-v1x; vy=v2y-v1y; vz=v2z-v1z;

        dot1=n1x*n2x+n1y*n2y+n1z*n2z;

        var t=(vx*(n1x-n2x*dot1)+vy*(n1y-n2y*dot1)+vz*(n1z-n2z*dot1))/(1-dot1*dot1);

        manifold.addPoint(v1x+n1x*t+nx*depth*0.5,v1y+n1y*t+ny*depth*0.5,v1z+n1z*t+nz*depth*0.5,nx,ny,nz,depth,false);

        return;

    }

    // now detect face-face collision...

    // target quad

    var q1x;

    var q1y;

    var q1z;

    var q2x;

    var q2y;

    var q2z;

    var q3x;

    var q3y;

    var q3z;

    var q4x;

    var q4y;

    var q4z;

    // search support face and vertex

    var minDot=1;

    var dot=0;

    var minDotIndex=0;

    if(swap){

        dot=a1x*nx+a1y*ny+a1z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=0;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=1;

        }

        dot=a2x*nx+a2y*ny+a2z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=2;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=3;

        }

        dot=a3x*nx+a3y*ny+a3z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=4;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=5;

        }



        if(minDotIndex==0){// x+ face

            q1x=V1[0]; q1y=V1[1]; q1z=V1[2];//vertex1

            q2x=V1[6]; q2y=V1[7]; q2z=V1[8];//vertex3

            q3x=V1[9]; q3y=V1[10]; q3z=V1[11];//vertex4

            q4x=V1[3]; q4y=V1[4]; q4z=V1[5];//vertex2

        }

        else if(minDotIndex==1){// x- face

            q1x=V1[15]; q1y=V1[16]; q1z=V1[17];//vertex6

            q2x=V1[21]; q2y=V1[22]; q2z=V1[23];//vertex8

            q3x=V1[18]; q3y=V1[19]; q3z=V1[20];//vertex7

            q4x=V1[12]; q4y=V1[13]; q4z=V1[14];//vertex5

        }

        else if(minDotIndex==2){// y+ face

            q1x=V1[12]; q1y=V1[13]; q1z=V1[14];//vertex5

            q2x=V1[0]; q2y=V1[1]; q2z=V1[2];//vertex1

            q3x=V1[3]; q3y=V1[4]; q3z=V1[5];//vertex2

            q4x=V1[15]; q4y=V1[16]; q4z=V1[17];//vertex6

        }

        else if(minDotIndex==3){// y- face

            q1x=V1[21]; q1y=V1[22]; q1z=V1[23];//vertex8

            q2x=V1[9]; q2y=V1[10]; q2z=V1[11];//vertex4

            q3x=V1[6]; q3y=V1[7]; q3z=V1[8];//vertex3

            q4x=V1[18]; q4y=V1[19]; q4z=V1[20];//vertex7

        }

        else if(minDotIndex==4){// z+ face

            q1x=V1[12]; q1y=V1[13]; q1z=V1[14];//vertex5

            q2x=V1[18]; q2y=V1[19]; q2z=V1[20];//vertex7

            q3x=V1[6]; q3y=V1[7]; q3z=V1[8];//vertex3

            q4x=V1[0]; q4y=V1[1]; q4z=V1[2];//vertex1

        }

        else if(minDotIndex==5){// z- face

            q1x=V1[3]; q1y=V1[4]; q1z=V1[5];//vertex2

            q2x=V1[6]; q2y=V1[7]; q2z=V1[8];//vertex4

            q3x=V1[21]; q3y=V1[22]; q3z=V1[23];//vertex8

            q4x=V1[15]; q4y=V1[16]; q4z=V1[17];//vertex6

        }



    }else{

        dot=a4x*nx+a4y*ny+a4z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=0;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=1;

        }

        dot=a5x*nx+a5y*ny+a5z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=2;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=3;

        }

        dot=a6x*nx+a6y*ny+a6z*nz;

        if(dot<minDot){

            minDot=dot;

            minDotIndex=4;

        }

        if(-dot<minDot){

            minDot=-dot;

            minDotIndex=5;

        }



        //______________________________________________________



        if(minDotIndex==0){// x+ face

            q1x=V2[0]; q1y=V2[1]; q1z=V2[2];//vertex1

            q2x=V2[6]; q2y=V2[7]; q2z=V2[8];//vertex3

            q3x=V2[9]; q3y=V2[10]; q3z=V2[11];//vertex4

            q4x=V2[3]; q4y=V2[4]; q4z=V2[5];//vertex2

        }

        else if(minDotIndex==1){// x- face

            q1x=V2[15]; q1y=V2[16]; q1z=V2[17];//vertex6

            q2x=V2[21]; q2y=V2[22]; q2z=V2[23]; //vertex8

            q3x=V2[18]; q3y=V2[19]; q3z=V2[20];//vertex7

            q4x=V2[12]; q4y=V2[13]; q4z=V2[14];//vertex5

        }

        else if(minDotIndex==2){// y+ face

            q1x=V2[12]; q1y=V2[13]; q1z=V2[14];//vertex5

            q2x=V2[0]; q2y=V2[1]; q2z=V2[2];//vertex1

            q3x=V2[3]; q3y=V2[4]; q3z=V2[5];//vertex2

            q4x=V2[15]; q4y=V2[16]; q4z=V2[17];//vertex6

        }

        else if(minDotIndex==3){// y- face

            q1x=V2[21]; q1y=V2[22]; q1z=V2[23];//vertex8

            q2x=V2[9]; q2y=V2[10]; q2z=V2[11];//vertex4

            q3x=V2[6]; q3y=V2[7]; q3z=V2[8];//vertex3

            q4x=V2[18]; q4y=V2[19]; q4z=V2[20];//vertex7

        }

        else if(minDotIndex==4){// z+ face

            q1x=V2[12]; q1y=V2[13]; q1z=V2[14];//vertex5

            q2x=V2[18]; q2y=V2[19]; q2z=V2[20];//vertex7

            q3x=V2[6]; q3y=V2[7]; q3z=V2[8];//vertex3

            q4x=V2[0]; q4y=V2[1]; q4z=V2[2];//vertex1

        }

        else if(minDotIndex==5){// z- face

            q1x=V2[3]; q1y=V2[4]; q1z=V2[5];//vertex2

            q2x=V2[9]; q2y=V2[10]; q2z=V2[11];//vertex4

            q3x=V2[21]; q3y=V2[22]; q3z=V2[23];//vertex8

            q4x=V2[15]; q4y=V2[16]; q4z=V2[17];//vertex6

        }

  

    }

    // clip vertices

    var numClipVertices;

    var numAddedClipVertices;

    var index;

    var x1;

    var y1;

    var z1;

    var x2;

    var y2;

    var z2;

    this.clipVertices1[0]=q1x;

    this.clipVertices1[1]=q1y;

    this.clipVertices1[2]=q1z;

    this.clipVertices1[3]=q2x;

    this.clipVertices1[4]=q2y;

    this.clipVertices1[5]=q2z;

    this.clipVertices1[6]=q3x;

    this.clipVertices1[7]=q3y;

    this.clipVertices1[8]=q3z;

    this.clipVertices1[9]=q4x;

    this.clipVertices1[10]=q4y;

    this.clipVertices1[11]=q4z;

    numAddedClipVertices=0;

    x1=this.clipVertices1[9];

    y1=this.clipVertices1[10];

    z1=this.clipVertices1[11];

    dot1=(x1-cx-s1x)*n1x+(y1-cy-s1y)*n1y+(z1-cz-s1z)*n1z;



    //var i = 4;

    //while(i--){

    for(var i=0;i<4;i++){

        index=i*3;

        x2=this.clipVertices1[index];

        y2=this.clipVertices1[index+1];

        z2=this.clipVertices1[index+2];

        dot2=(x2-cx-s1x)*n1x+(y2-cy-s1y)*n1y+(z2-cz-s1z)*n1z;

        if(dot1>0){

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices2[index]=x2;

                this.clipVertices2[index+1]=y2;

                this.clipVertices2[index+2]=z2;

            }else{

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices2[index]=x1+(x2-x1)*t;

                this.clipVertices2[index+1]=y1+(y2-y1)*t;

                this.clipVertices2[index+2]=z1+(z2-z1)*t;

            }

        }else{

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices2[index]=x1+(x2-x1)*t;

                this.clipVertices2[index+1]=y1+(y2-y1)*t;

                this.clipVertices2[index+2]=z1+(z2-z1)*t;

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices2[index]=x2;

                this.clipVertices2[index+1]=y2;

                this.clipVertices2[index+2]=z2;

            }

        }

        x1=x2;

        y1=y2;

        z1=z2;

        dot1=dot2;

    }



    numClipVertices=numAddedClipVertices;

    if(numClipVertices==0)return;

    numAddedClipVertices=0;

    index=(numClipVertices-1)*3;

    x1=this.clipVertices2[index];

    y1=this.clipVertices2[index+1];

    z1=this.clipVertices2[index+2];

    dot1=(x1-cx-s2x)*n2x+(y1-cy-s2y)*n2y+(z1-cz-s2z)*n2z;



    //i = numClipVertices;

    //while(i--){

    for(i=0;i<numClipVertices;i++){

        index=i*3;

        x2=this.clipVertices2[index];

        y2=this.clipVertices2[index+1];

        z2=this.clipVertices2[index+2];

        dot2=(x2-cx-s2x)*n2x+(y2-cy-s2y)*n2y+(z2-cz-s2z)*n2z;

        if(dot1>0){

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices1[index]=x2;

                this.clipVertices1[index+1]=y2;

                this.clipVertices1[index+2]=z2;

            }else{

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices1[index]=x1+(x2-x1)*t;

                this.clipVertices1[index+1]=y1+(y2-y1)*t;

                this.clipVertices1[index+2]=z1+(z2-z1)*t;

            }

        }else{

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices1[index]=x1+(x2-x1)*t;

                this.clipVertices1[index+1]=y1+(y2-y1)*t;

                this.clipVertices1[index+2]=z1+(z2-z1)*t;

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices1[index]=x2;

                this.clipVertices1[index+1]=y2;

                this.clipVertices1[index+2]=z2;

            }

        }

        x1=x2;

        y1=y2;

        z1=z2;

        dot1=dot2;

    }



    numClipVertices=numAddedClipVertices;

    if(numClipVertices==0)return;

    numAddedClipVertices=0;

    index=(numClipVertices-1)*3;

    x1=this.clipVertices1[index];

    y1=this.clipVertices1[index+1];

    z1=this.clipVertices1[index+2];

    dot1=(x1-cx+s1x)*-n1x+(y1-cy+s1y)*-n1y+(z1-cz+s1z)*-n1z;



    //i = numClipVertices;

    //while(i--){

    for(i=0;i<numClipVertices;i++){

        index=i*3;

        x2=this.clipVertices1[index];

        y2=this.clipVertices1[index+1];

        z2=this.clipVertices1[index+2];

        dot2=(x2-cx+s1x)*-n1x+(y2-cy+s1y)*-n1y+(z2-cz+s1z)*-n1z;

        if(dot1>0){

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices2[index]=x2;

                this.clipVertices2[index+1]=y2;

                this.clipVertices2[index+2]=z2;

            }else{

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices2[index]=x1+(x2-x1)*t;

                this.clipVertices2[index+1]=y1+(y2-y1)*t;

                this.clipVertices2[index+2]=z1+(z2-z1)*t;

            }

        }else{

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices2[index]=x1+(x2-x1)*t;

                this.clipVertices2[index+1]=y1+(y2-y1)*t;

                this.clipVertices2[index+2]=z1+(z2-z1)*t;

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices2[index]=x2;

                this.clipVertices2[index+1]=y2;

                this.clipVertices2[index+2]=z2;

            }

        }

        x1=x2;

        y1=y2;

        z1=z2;

        dot1=dot2;

    }



    numClipVertices=numAddedClipVertices;

    if(numClipVertices==0)return;

    numAddedClipVertices=0;

    index=(numClipVertices-1)*3;

    x1=this.clipVertices2[index];

    y1=this.clipVertices2[index+1];

    z1=this.clipVertices2[index+2];

    dot1=(x1-cx+s2x)*-n2x+(y1-cy+s2y)*-n2y+(z1-cz+s2z)*-n2z;



    //i = numClipVertices;

    //while(i--){

    for(i=0;i<numClipVertices;i++){

        index=i*3;

        x2=this.clipVertices2[index];

        y2=this.clipVertices2[index+1];

        z2=this.clipVertices2[index+2];

        dot2=(x2-cx+s2x)*-n2x+(y2-cy+s2y)*-n2y+(z2-cz+s2z)*-n2z;

        if(dot1>0){

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices1[index]=x2;

                this.clipVertices1[index+1]=y2;

                this.clipVertices1[index+2]=z2;

            }else{

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices1[index]=x1+(x2-x1)*t;

                this.clipVertices1[index+1]=y1+(y2-y1)*t;

                this.clipVertices1[index+2]=z1+(z2-z1)*t;

            }

        }else{

            if(dot2>0){

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                t=dot1/(dot1-dot2);

                this.clipVertices1[index]=x1+(x2-x1)*t;

                this.clipVertices1[index+1]=y1+(y2-y1)*t;

                this.clipVertices1[index+2]=z1+(z2-z1)*t;

                index=numAddedClipVertices*3;

                numAddedClipVertices++;

                this.clipVertices1[index]=x2;

                this.clipVertices1[index+1]=y2;

                this.clipVertices1[index+2]=z2;

            }

        }

        x1=x2;

        y1=y2;

        z1=z2;

        dot1=dot2;

    }



    numClipVertices=numAddedClipVertices;

    if(swap){

        var tb=b1;

        b1=b2;

        b2=tb;

    }

    if(numClipVertices==0)return;

    var flipped=b1!=shape1;

    if(numClipVertices>4){

        x1=(q1x+q2x+q3x+q4x)*0.25;

        y1=(q1y+q2y+q3y+q4y)*0.25;

        z1=(q1z+q2z+q3z+q4z)*0.25;

        n1x=q1x-x1;

        n1y=q1y-y1;

        n1z=q1z-z1;

        n2x=q2x-x1;

        n2y=q2y-y1;

        n2z=q2z-z1;

        var index1=0;

        var index2=0;

        var index3=0;

        var index4=0;

        var maxDot=-this.INF;

        minDot=this.INF;



        //i = numClipVertices;

        //while(i--){

        for(i=0;i<numClipVertices;i++){

            this.used[i]=false;

            index=i*3;

            x1=this.clipVertices1[index];

            y1=this.clipVertices1[index+1];

            z1=this.clipVertices1[index+2];

            dot=x1*n1x+y1*n1y+z1*n1z;

            if(dot<minDot){

                minDot=dot;

                index1=i;

            }

            if(dot>maxDot){

                maxDot=dot;

                index3=i;

            }

        }



        this.used[index1]=true;

        this.used[index3]=true;

        maxDot=-this.INF;

        minDot=this.INF;



        //i = numClipVertices;

        //while(i--){

        for(i=0;i<numClipVertices;i++){

            if(this.used[i])continue;

            index=i*3;

            x1=this.clipVertices1[index];

            y1=this.clipVertices1[index+1];

            z1=this.clipVertices1[index+2];

            dot=x1*n2x+y1*n2y+z1*n2z;

            if(dot<minDot){

                minDot=dot;

                index2=i;

            }

            if(dot>maxDot){

                maxDot=dot;

                index4=i;

            }

        }



        index=index1*3;

        x1=this.clipVertices1[index];

        y1=this.clipVertices1[index+1];

        z1=this.clipVertices1[index+2];

        dot=(x1-cx)*nx+(y1-cy)*ny+(z1-cz)*nz;

        if(dot<0) manifold.addPoint(x1,y1,z1,nx,ny,nz,dot,flipped);

        

        index=index2*3;

        x1=this.clipVertices1[index];

        y1=this.clipVertices1[index+1];

        z1=this.clipVertices1[index+2];

        dot=(x1-cx)*nx+(y1-cy)*ny+(z1-cz)*nz;

        if(dot<0) manifold.addPoint(x1,y1,z1,nx,ny,nz,dot,flipped);

        

        index=index3*3;

        x1=this.clipVertices1[index];

        y1=this.clipVertices1[index+1];

        z1=this.clipVertices1[index+2];

        dot=(x1-cx)*nx+(y1-cy)*ny+(z1-cz)*nz;

        if(dot<0) manifold.addPoint(x1,y1,z1,nx,ny,nz,dot,flipped);

        

        index=index4*3;

        x1=this.clipVertices1[index];

        y1=this.clipVertices1[index+1];

        z1=this.clipVertices1[index+2];

        dot=(x1-cx)*nx+(y1-cy)*ny+(z1-cz)*nz;

        if(dot<0) manifold.addPoint(x1,y1,z1,nx,ny,nz,dot,flipped);

        

    }else{

        //i = numClipVertices;

        //while(i--){

        for(i=0;i<numClipVertices;i++){

            index=i*3;

            x1=this.clipVertices1[index];

            y1=this.clipVertices1[index+1];

            z1=this.clipVertices1[index+2];

            dot=(x1-cx)*nx+(y1-cy)*ny+(z1-cz)*nz;

            if(dot<0)manifold.addPoint(x1,y1,z1,nx,ny,nz,dot,flipped);

        }

    }



}

/**

 * A collision detector which detects collisions between sphere and box.

 * @author saharan

 */

OIMO.SphereBoxCollisionDetector = function(flip){

    OIMO.CollisionDetector.call( this );

    this.flip=flip;

}

OIMO.SphereBoxCollisionDetector.prototype = Object.create( OIMO.CollisionDetector.prototype );

OIMO.SphereBoxCollisionDetector.prototype.detectCollision = function(shape1,shape2,manifold){

    var s;

    var b;

    if(this.flip){

        s=(shape2);

        b=(shape1);

    }else{

        s=(shape1);

        b=(shape2);

    }



    var D = b.dimentions;



    var ps=s.position;

    var psx=ps.x;

    var psy=ps.y;

    var psz=ps.z;

    var pb=b.position;

    var pbx=pb.x;

    var pby=pb.y;

    var pbz=pb.z;

    var rad=s.radius;



    var hw=b.halfWidth;

    var hh=b.halfHeight;

    var hd=b.halfDepth;



    var dx=psx-pbx;

    var dy=psy-pby;

    var dz=psz-pbz;

    var sx=D[0]*dx+D[1]*dy+D[2]*dz;

    var sy=D[3]*dx+D[4]*dy+D[5]*dz;

    var sz=D[6]*dx+D[7]*dy+D[8]*dz;

    var cx;

    var cy;

    var cz;

    var len;

    var invLen;

    var overlap=0;

    if(sx>hw){

        sx=hw;

    }else if(sx<-hw){

        sx=-hw;

    }else{

        overlap=1;

    }

    if(sy>hh){

        sy=hh;

    }else if(sy<-hh){

        sy=-hh;

    }else{

        overlap|=2;

    }

    if(sz>hd){

        sz=hd;

    }else if(sz<-hd){

        sz=-hd;

    }else{

        overlap|=4;

    }

    if(overlap==7){

        // center of sphere is in the box

        if(sx<0){

            dx=hw+sx;

        }else{

            dx=hw-sx;

        }

        if(sy<0){

            dy=hh+sy;

        }else{

            dy=hh-sy;

        }

        if(sz<0){

            dz=hd+sz;

        }else{

            dz=hd-sz;

        }

        if(dx<dy){

            if(dx<dz){

                len=dx-hw;

            if(sx<0){

                sx=-hw;

                dx=D[0];

                dy=D[1];

                dz=D[2];

            }else{

                sx=hw;

                dx=-D[0];

                dy=-D[1];

                dz=-D[2];

            }

        }else{

            len=dz-hd;

            if(sz<0){

                sz=-hd;

                dx=D[6];

                dy=D[7];

                dz=D[8];

            }else{

                sz=hd;

                dx=-D[6];

                dy=-D[7];

                dz=-D[8];

            }

        }

        }else{

            if(dy<dz){

                len=dy-hh;

                if(sy<0){

                    sy=-hh;

                    dx=D[3];

                    dy=D[4];

                    dz=D[5];

                }else{

                    sy=hh;

                    dx=-D[3];

                    dy=-D[4];

                    dz=-D[5];

                }

            }else{

                len=dz-hd;

                if(sz<0){

                    sz=-hd;

                    dx=D[6];

                    dy=D[7];

                    dz=D[8];

                }else{

                    sz=hd;

                    dx=-D[6];

                    dy=-D[7];

                    dz=-D[8];

            }

        }

    }

    cx=pbx+sx*D[0]+sy*D[3]+sz*D[6];

    cy=pby+sx*D[1]+sy*D[4]+sz*D[7];

    cz=pbz+sx*D[2]+sy*D[5]+sz*D[8];

    manifold.addPoint(psx+rad*dx,psy+rad*dy,psz+rad*dz,dx,dy,dz,len-rad,this.flip);

    }else{

        cx=pbx+sx*D[0]+sy*D[3]+sz*D[6];

        cy=pby+sx*D[1]+sy*D[4]+sz*D[7];

        cz=pbz+sx*D[2]+sy*D[5]+sz*D[8];

        dx=cx-ps.x;

        dy=cy-ps.y;

        dz=cz-ps.z;

        len=dx*dx+dy*dy+dz*dz;

        if(len>0&&len<rad*rad){

            len=Math.sqrt(len);

            invLen=1/len;

            dx*=invLen;

            dy*=invLen;

            dz*=invLen;

            manifold.addPoint(psx+rad*dx,psy+rad*dy,psz+rad*dz,dx,dy,dz,len-rad,this.flip);

        }

    }



}

/**

 * A collision detector which detects collisions between two spheres.

 * @author saharan

 */

OIMO.SphereSphereCollisionDetector = function(){

    OIMO.CollisionDetector.call( this );

}

OIMO.SphereSphereCollisionDetector.prototype = Object.create( OIMO.CollisionDetector.prototype );

OIMO.SphereSphereCollisionDetector.prototype.detectCollision = function(shape1,shape2,manifold){

    var s1=(shape1);

    var s2=(shape2);

    var p1=s1.position;

    var p2=s2.position;

    var dx=p2.x-p1.x;

    var dy=p2.y-p1.y;

    var dz=p2.z-p1.z;

    var len=dx*dx+dy*dy+dz*dz;

    var r1=s1.radius;

    var r2=s2.radius;

    var rad=r1+r2;

    if(len>0&&len<rad*rad){

        len=Math.sqrt(len);

        var invLen=1/len;

        dx*=invLen;

        dy*=invLen;

        dz*=invLen;

        manifold.addPoint(p1.x+dx*r1,p1.y+dy*r1,p1.z+dz*r1,dx,dy,dz,len-rad,false);

    }

}

/**

* An axis-aligned bounding box.

* @author saharan

*/

OIMO.AABB = function(minX,maxX,minY,maxY,minZ,maxZ){

    this.minX=minX || 0;

    this.maxX=maxX || 0;

    this.minY=minY || 0;

    this.maxY=maxY || 0;

    this.minZ=minZ || 0;

    this.maxZ=maxZ || 0;

}



OIMO.AABB.prototype = {



    constructor: OIMO.AABB,



    init:function(minX,maxX,minY,maxY,minZ,maxZ){

        this.minX=minX;

        this.maxX=maxX;

        this.minY=minY;

        this.maxY=maxY;

        this.minZ=minZ;

        this.maxZ=maxZ;

    },

    /**

    * Set this AABB to the combined AABB of aabb1 and aabb2.

    * @param   aabb1

    * @param   aabb2

    */

    combine:function(aabb1,aabb2){

        this.minX = (aabb1.minX<aabb2.minX) ? aabb1.minX : aabb2.minX;

        this.maxX = (aabb1.maxX>aabb2.maxX) ? aabb1.maxX : aabb2.maxX;

        this.minY = (aabb1.minY<aabb2.minY) ? aabb1.minY : aabb2.minY;

        this.maxY = (aabb1.maxY>aabb2.maxY) ? aabb1.maxY : aabb2.maxY;

        this.minZ = (aabb1.minZ<aabb2.minZ) ? aabb1.minZ : aabb2.minZ;

        this.maxZ = (aabb1.maxZ>aabb2.maxZ) ? aabb1.maxZ : aabb2.maxZ;

        /*

        var margin=0;

        this.minX-=margin;

        this.minY-=margin;

        this.minZ-=margin;

        this.maxX+=margin;

        this.maxY+=margin;

        this.maxZ+=margin;

        */

    },

    /**

    * Get the surface area.

    * @return

    */

    surfaceArea:function(){

        var h=this.maxY-this.minY;

        var d=this.maxZ-this.minZ;

        return 2*((this.maxX-this.minX)*(h+d)+h*d);

    },

    /**

    * Get whether the AABB intersects with the point or not.

    * @param   x

    * @param   y

    * @param   z

    * @return

    */

    intersectsWithPoint:function(x,y,z){

        return x>=this.minX&&x<=this.maxX&&y>=this.minY&&y<=this.maxY&&z>=this.minZ&&z<=this.maxZ;

    }

}

/**

* A proxy is used for broad-phase collecting pairs that can be colliding.

*/

OIMO.Proxy = function(shape){

	// The parent shape.

    this.shape=shape;

    // The axis-aligned bounding box.

    this.aabb=shape.aabb;

};



OIMO.Proxy.prototype = {



    constructor: OIMO.Proxy,

    

    /**

	* Update the proxy.

	*/

    update:function(){

        throw new Error("Inheritance error.");

    }

}

/**

* A basic implementation of proxies.

* @author saharan

*/

OIMO.BasicProxy = function(shape){

    OIMO.Proxy.call( this, shape );

}

OIMO.BasicProxy.prototype = Object.create( OIMO.Proxy.prototype );

OIMO.BasicProxy.prototype.update = function () {

}

/**

* The broad-phase is used for collecting all possible pairs for collision.

*/



OIMO.BroadPhase = function(){

    this.types = 0x0;

    this.numPairChecks=0;

    this.numPairs=0;

    

    this.bufferSize=256;

    this.pairs=[];// vector

    this.pairs.length = this.bufferSize;

    var i = this.bufferSize;

    while(i--){

        this.pairs[i] = new OIMO.Pair();

    }

}



OIMO.BroadPhase.prototype = {



    constructor: OIMO.BroadPhase,

    /**

    * Create a new proxy.

    * @param   shape

    * @return

    */

    createProxy:function(shape){

        throw new Error("Inheritance error.");

    },

    /**

    * Add the proxy into the broad-phase.

    * @param   proxy

    */

    addProxy:function(proxy){

        throw new Error("Inheritance error.");

    },

    /**

    * Remove the proxy from the broad-phase.

    * @param   proxy

    */

    removeProxy:function(proxy){

        throw new Error("Inheritance error.");

    },

    /**

    * Returns whether the pair is available or not.

    * @param   s1

    * @param   s2

    * @return

    */

    isAvailablePair:function(s1,s2){

        var b1=s1.parent;

        var b2=s2.parent;

        if( b1==b2 || // same parents 

            (!b1.isDynamic&&!b2.isDynamic) || // static or kinematic object

            (s1.belongsTo&s2.collidesWith)==0 ||

             (s2.belongsTo&s1.collidesWith)==0 // collision filtering

        ){ return false; }

        var js;

        if(b1.numJoints<b2.numJoints) js=b1.jointLink;

        else js=b2.jointLink;

        while(js!=null){

           var joint=js.joint;

           if( !joint.allowCollision && (joint.body1==b1&&joint.body2==b2 || joint.body1==b2&&joint.body2==b1) ){ return false; }

           js=js.next;

        }

        return true;

    },

    // Detect overlapping pairs.

    detectPairs:function(){

        while(this.numPairs>0){

            var pair=this.pairs[--this.numPairs];

            pair.shape1=null;

            pair.shape2=null;

        }

        this.numPairChecks=0;

        this.collectPairs();

    },

    collectPairs:function(){

        throw new Error("Inheritance error.");

    },

    addPair:function(s1,s2){

        if(this.numPairs==this.bufferSize){ // expand pair buffer

            var newBufferSize=this.bufferSize<<1;

            //var newBufferSize=this.bufferSize*2;

            var newPairs=[];// vector

            newPairs.length = this.bufferSize;

            //var i = this.bufferSize;

            //var j;

            //while(i--){

            for(var i=0, j=this.bufferSize;i<j;i++){

                newPairs[i]=this.pairs[i];

            }

            i = this.newBufferSize;

            //j = this.bufferSize;

            //while(i-- >= j){

            for(i=this.bufferSize, j=newBufferSize;i<j;i++){

                newPairs[i]=new OIMO.Pair();

            }

            this.pairs=newPairs;

            this.bufferSize=newBufferSize;

        }

        var pair=this.pairs[this.numPairs++];

        pair.shape1=s1;

        pair.shape2=s2;

    }

}

/**

* A broad-phase algorithm with brute-force search.

* This always checks for all possible pairs.

*/

OIMO.BruteForceBroadPhase = function(){

    OIMO.BroadPhase.call( this);

    this.types = 0x1;

    this.numProxies=0;

    this.maxProxies = 256;

    this.proxies = [];// Vector !

    this.proxies.length = 256;

}



OIMO.BruteForceBroadPhase.prototype = Object.create( OIMO.BroadPhase.prototype );



OIMO.BruteForceBroadPhase.prototype.createProxy = function (shape) {

    return new OIMO.BasicProxy(shape);

}

OIMO.BruteForceBroadPhase.prototype.addProxy = function (proxy) {

    if(this.numProxies==this.maxProxies){

        //this.maxProxies<<=1;

        this.maxProxies*=2;

        var newProxies=[];

        newProxies.length = this.maxProxies;

        var i = this.numProxies;

        while(i--){

        //for(var i=0, l=this.numProxies;i<l;i++){

            newProxies[i]=this.proxies[i];

        }

        this.proxies=newProxies;

    }

    this.proxies[this.numProxies++]=proxy;

}

OIMO.BruteForceBroadPhase.prototype.removeProxy = function (proxy) {

    var i = this.numProxies;

    while(i--){

    //for(var i=0, l=this.numProxies;i<l;i++){

        if(this.proxies[i]==proxy){

            this.proxies[i]=this.proxies[--this.numProxies];

            this.proxies[this.numProxies]=null;

            return;

        }

    }

}

OIMO.BruteForceBroadPhase.prototype.collectPairs = function () {

    this.numPairChecks=this.numProxies*(this.numProxies-1)>>1;

    //this.numPairChecks=this.numProxies*(this.numProxies-1)*0.5;

        var i = this.numProxies;

        while(i--){

        //for(var i=0, l=this.numProxies;i<l;i++){

            var p1=this.proxies[i];

            var b1=p1.aabb;

            var s1=p1.shape;

            var j = this.numProxies;

            while(j--){ if(j!==i){

            //for(var j=i+1, m=this.numProxies;j<m;j++){

                var p2=this.proxies[j];

                var b2=p2.aabb;

                var s2=p2.shape;

                if(b1.maxX<b2.minX||b1.minX>b2.maxX|| b1.maxY<b2.minY||b1.minY>b2.maxY|| b1.maxZ<b2.minZ||b1.minZ>b2.maxZ|| !this.isAvailablePair(s1,s2) ){

                    continue;

                }

                    this.addPair(s1,s2);

                }}

        }

}

/**

* A pair of shapes that may collide.

* @author saharan

*/

OIMO.Pair = function(){

	// The first shape.

    this.shape1=null;

    // The second shape.

    this.shape2=null;

};

/**

* A projection axis for sweep and prune broad-phase.

* @author saharan

*/

OIMO.SAPAxis = function(){

    this.numElements=0;

    this.bufferSize=256;

    this.elements=[];

    this.elements.length = this.bufferSize;

    this.stack=new OIMO_ARRAY_TYPE(64);

};



OIMO.SAPAxis.prototype = {



    constructor: OIMO.SAPAxis,



    addElements:function(min,max){

        if(this.numElements+2>=this.bufferSize){

            //this.bufferSize<<=1;

            this.bufferSize*=2;

            var newElements=[];

            var i = this.numElements;

            while(i--){

            //for(var i=0, l=this.numElements; i<l; i++){

                newElements[i]=this.elements[i];

            }

        }

        this.elements[this.numElements++]=min;

        this.elements[this.numElements++]=max;

    },

    removeElements:function(min,max){

        var minIndex=-1;

        var maxIndex=-1;

        for(var i=0, l=this.numElements; i<l; i++){

            var e=this.elements[i];

            if(e==min||e==max){

                if(minIndex==-1){

                    minIndex=i;

                }else{

                    maxIndex=i;

                break;

                }

            }

        }

        for(i=minIndex+1, l=maxIndex; i<l; i++){

            this.elements[i-1]=this.elements[i];

        }

        for(i=maxIndex+1, l=this.numElements; i<l; i++){

            this.elements[i-2]=this.elements[i];

        }



        this.elements[--this.numElements]=null;

        this.elements[--this.numElements]=null;

    },

    sort:function(){

        var count=0;

        var threshold=1;

        while((this.numElements>>threshold)!=0)threshold++;

        threshold=threshold*this.numElements>>2;

        count=0;

        var giveup=false;

        var elements=this.elements;

        for(var i=1, l=this.numElements; i<l; i++){ // try insertion sort

            var tmp=elements[i];

            var pivot=tmp.value;

            var tmp2=elements[i-1];

            if(tmp2.value>pivot){

                var j=i;

                do{

                    elements[j]=tmp2;

                    if(--j==0)break;

                    tmp2=elements[j-1];

                }while(tmp2.value>pivot);

                elements[j]=tmp;

                count+=i-j;

                if(count>threshold){

                    giveup=true; // stop and use quick sort

                    break;

                }

            }

        }

        if(!giveup)return;

        count=2;var stack=this.stack;

        stack[0]=0;

        stack[1]=this.numElements-1;

        while(count>0){

            var right=stack[--count];

            var left=stack[--count];

            var diff=right-left;

            if(diff>16){  // quick sort

                //var mid=left+(diff>>1);

                var mid=left+(Math.floor(diff*0.5));

                tmp=elements[mid];

                elements[mid]=elements[right];

                elements[right]=tmp;

                pivot=tmp.value;

                i=left-1;

                j=right;

                while(true){

                    var ei;

                    var ej;

                    do{ ei=elements[++i]; }while(ei.value<pivot);

                    do{ ej=elements[--j]; }while(pivot<ej.value&&j!=left);

                    if(i>=j)break;

                    elements[i]=ej;

                    elements[j]=ei;

                }



                elements[right]=elements[i];

                elements[i]=tmp;

                if(i-left>right-i){

                    stack[count++]=left;

                    stack[count++]=i-1;

                    stack[count++]=i+1;

                    stack[count++]=right;

                }else{

                    stack[count++]=i+1;

                    stack[count++]=right;

                    stack[count++]=left;

                    stack[count++]=i-1;

                }

            }else{

                for(i=left+1;i<=right;i++){

                    tmp=elements[i];

                    pivot=tmp.value;

                    tmp2=elements[i-1];

                    if(tmp2.value>pivot){

                        j=i;

                        do{

                            elements[j]=tmp2;

                            if(--j==0)break;

                            tmp2=elements[j-1];

                        }while(tmp2.value>pivot);

                        elements[j]=tmp;

                    }

                }

            }

        }

    },

    calculateTestCount:function(){

        var num=1;

        var sum=0;

        for(var i=1, l=this.numElements; i<l; i++){

            if(this.elements[i].max){

                num--;

            }else{

                sum+=num;

                num++;

            }

        }

        return sum;

    }

}

/**

* A broad-phase collision detection algorithm using sweep and prune.

* @author saharan

*/

OIMO.SAPBroadPhase = function(){

    OIMO.BroadPhase.call( this);

    this.types = 0x2;



    this.numElementsD = 0;

    this.numElementsS = 0;

    // dynamic proxies

    this.axesD = [];// vector !

    // static or sleeping proxies

    this.axesS = [];// vector !

    this.axesD.length = 3;

    this.axesS.length = 3;



    this.axesD[0]=new OIMO.SAPAxis();

    this.axesD[1]=new OIMO.SAPAxis();

    this.axesD[2]=new OIMO.SAPAxis();

    this.axesS[0]=new OIMO.SAPAxis();

    this.axesS[1]=new OIMO.SAPAxis();

    this.axesS[2]=new OIMO.SAPAxis();

    this.index1=0;

    this.index2=1;

}



OIMO.SAPBroadPhase.prototype = Object.create( OIMO.BroadPhase.prototype );



OIMO.SAPBroadPhase.prototype.createProxy = function (shape) {

    return new OIMO.SAPProxy(this,shape);

}



OIMO.SAPBroadPhase.prototype.addProxy = function (proxy) {

    var p=(proxy);

    if(p.isDynamic()){

        this.axesD[0].addElements(p.min[0],p.max[0]);

        this.axesD[1].addElements(p.min[1],p.max[1]);

        this.axesD[2].addElements(p.min[2],p.max[2]);

        p.belongsTo=1;

        this.numElementsD+=2;

        }else{

        this.axesS[0].addElements(p.min[0],p.max[0]);

        this.axesS[1].addElements(p.min[1],p.max[1]);

        this.axesS[2].addElements(p.min[2],p.max[2]);

        p.belongsTo=2;

        this.numElementsS+=2;

    }

}



OIMO.SAPBroadPhase.prototype.removeProxy = function (proxy) {

    var p=(proxy);

    if(p.belongsTo==0)return;

    switch(p.belongsTo){

        case 1:

        this.axesD[0].removeElements(p.min[0],p.max[0]);

        this.axesD[1].removeElements(p.min[1],p.max[1]);

        this.axesD[2].removeElements(p.min[2],p.max[2]);

        this.numElementsD-=2;

        break;

        case 2:

        this.axesS[0].removeElements(p.min[0],p.max[0]);

        this.axesS[1].removeElements(p.min[1],p.max[1]);

        this.axesS[2].removeElements(p.min[2],p.max[2]);

        this.numElementsS-=2;

        break;

    }

    p.belongsTo=0;

}



OIMO.SAPBroadPhase.prototype.collectPairs = function () {

    if(this.numElementsD==0)return;

    var axis1=this.axesD[this.index1];

    var axis2=this.axesD[this.index2];

    axis1.sort();

    axis2.sort();

    var count1=axis1.calculateTestCount();

    var count2=axis2.calculateTestCount();

    var elementsD;

    var elementsS;

    if(count1<=count2){// select the best axis

        axis2=this.axesS[this.index1];

        axis2.sort();

        elementsD=axis1.elements;

        elementsS=axis2.elements;

    }else{

        axis1=this.axesS[this.index2];

        axis1.sort();

        elementsD=axis2.elements;

        elementsS=axis1.elements;

        this.index1^=this.index2;

        this.index2^=this.index1;

        this.index1^=this.index2;

    }

    var activeD;

    var activeS;

    var p=0;

    var q=0;

    while(p<this.numElementsD){

        var e1;

        var dyn;

        if(q==this.numElementsS){

            e1=elementsD[p];

            dyn=true;

            p++;

        }else{

            var d=elementsD[p];

            var s=elementsS[q];

            if(d.value<s.value){

                e1=d;

                dyn=true;

                p++;

            }else{

                e1=s;

                dyn=false;

                q++;

            }

        }

        if(!e1.max){

            var s1=e1.proxy.shape;var min1=e1.min1.value;var max1=e1.max1.value;var min2=e1.min2.value;var max2=e1.max2.value;

            for(var e2=activeD;e2!=null;e2=e2.pair){// test for dynamic

                var s2=e2.proxy.shape;

                this.numPairChecks++;

                if( min1>e2.max1.value||max1<e2.min1.value|| min2>e2.max2.value||max2<e2.min2.value|| !this.isAvailablePair(s1,s2) ){ continue; }

                this.addPair(s1,s2);

            }

            if(dyn){

                for(e2=activeS;e2!=null;e2=e2.pair){// test for static

                    s2=e2.proxy.shape;

                    this.numPairChecks++;

                    if( min1>e2.max1.value||max1<e2.min1.value|| min2>e2.max2.value||max2<e2.min2.value|| !this.isAvailablePair(s1,s2) ){ continue; }

                    this.addPair(s1,s2);

                }

                e1.pair=activeD;

                activeD=e1;

            }else{

                e1.pair=activeS;

                activeS=e1;

            }

        }else{

            var min=e1.pair;

            if(dyn){

                if(min==activeD){

                    activeD=activeD.pair;

                    continue;

                }else{

                    e1=activeD;

                }

            }else{

                if(min==activeS){

                    activeS=activeS.pair;

                    continue;

                }else{

                    e1=activeS;

                }

            }

            do{

                e2=e1.pair;

                if(e2===min){

                    e1.pair=e2.pair;

                    break;

                }

                e1=e2;

            }while(e1!==null);

        }

    }

    this.index2=(this.index1|this.index2)^3;

}

/**

* An element of proxies.

* @author saharan

*/

OIMO.SAPElement = function(proxy,max){

    // The parent proxy

    this.proxy=proxy;

	// The pair element.

    this.pair = null;

    // The minimum element on other axis.

    this.min1 = null;

    // The maximum element on other axis.

    this.max1 = null;

    // The minimum element on other axis.

    this.min2 = null;

    // The maximum element on other axis.

    this.max2 = null;

    // Whether the element has maximum value or not.

    this.max = max;

    // The value of the element.

    this.value = 0;

};

/**

* A proxy for sweep and prune broad-phase.

* @author saharan

*/

OIMO.SAPProxy = function(sap,shape){

    OIMO.Proxy.call( this, shape);

    // Type of the axis to which the proxy belongs to. [0:none, 1:dynamic, 2:static]

    this.belongsTo = 0;

    // The maximum elements on each axis.

    this.max = [];

    // The minimum elements on each axis.

    this.min = [];

    

    this.sap=sap;

    this.min[0]=new OIMO.SAPElement(this,false);

    this.max[0]=new OIMO.SAPElement(this,true);

    this.min[1]=new OIMO.SAPElement(this,false);

    this.max[1]=new OIMO.SAPElement(this,true);

    this.min[2]=new OIMO.SAPElement(this,false);

    this.max[2]=new OIMO.SAPElement(this,true);

    this.max[0].pair=this.min[0];

    this.max[1].pair=this.min[1];

    this.max[2].pair=this.min[2];

    this.min[0].min1=this.min[1];

    this.min[0].max1=this.max[1];

    this.min[0].min2=this.min[2];

    this.min[0].max2=this.max[2];

    this.min[1].min1=this.min[0];

    this.min[1].max1=this.max[0];

    this.min[1].min2=this.min[2];

    this.min[1].max2=this.max[2];

    this.min[2].min1=this.min[0];

    this.min[2].max1=this.max[0];

    this.min[2].min2=this.min[1];

    this.min[2].max2=this.max[1];

};

OIMO.SAPProxy.prototype = Object.create( OIMO.Proxy.prototype );

/**

* Returns whether the proxy is dynamic or not.

* @return

*/

OIMO.SAPProxy.prototype.isDynamic = function () {

    var body=this.shape.parent;

    return body.isDynamic&&!body.sleeping;

}

OIMO.SAPProxy.prototype.update = function () {

    this.min[0].value=this.aabb.minX;

    this.max[0].value=this.aabb.maxX;

    this.min[1].value=this.aabb.minY;

    this.max[1].value=this.aabb.maxY;

    this.min[2].value=this.aabb.minZ;

    this.max[2].value=this.aabb.maxZ;

    if(this.belongsTo==1&&!this.isDynamic()||this.belongsTo==2&&this.isDynamic()){

        this.sap.removeProxy(this);

        this.sap.addProxy(this);

    }

}

/**

* A dynamic bounding volume tree for the broad-phase algorithm.

* @author saharan

*/

OIMO.DBVT = function(){

    // The root of the tree.

    this.root=null;

    this.freeNodes=[];// vector

    this.freeNodes.length = 16384;

    this.numFreeNodes=0;

    this.aabb=new OIMO.AABB();

}



OIMO.DBVT.prototype = {

    constructor: OIMO.DBVT,

    /**

    * Move a leaf.

    * @param   leaf

    */

    moveLeaf:function(leaf){

        this.deleteLeaf(leaf);

        this.insertLeaf(leaf);

    },

    /**

    * Insert a leaf to the tree.

    * @param   node

    */

    insertLeaf:function(leaf){

        if(this.root==null){

            this.root=leaf;

            return;

        }

        var lb=leaf.aabb;

        var sibling=this.root;

        var oldArea;

        var newArea;

        while(sibling.proxy==null){ // descend the node to search the best pair

            var c1=sibling.child1;

            var c2=sibling.child2;

            var b=sibling.aabb;

            var c1b=c1.aabb;

            var c2b=c2.aabb;

            oldArea=b.surfaceArea();

            this.aabb.combine(lb,b);

            newArea=this.aabb.surfaceArea();

            var creatingCost=newArea*2;

            var incrementalCost=(newArea-oldArea)*2; // cost of creating a new pair with the node

            var discendingCost1=incrementalCost;

            this.aabb.combine(lb,c1b);

            if(c1.proxy!=null){

                // leaf cost = area(combined aabb)

                discendingCost1+=this.aabb.surfaceArea();

            }else{

                // node cost = area(combined aabb) - area(old aabb)

                discendingCost1+=this.aabb.surfaceArea()-c1b.surfaceArea();

            }

            var discendingCost2=incrementalCost;

            this.aabb.combine(lb,c2b);

            if(c2.proxy!=null){

                // leaf cost = area(combined aabb)

                discendingCost2+=this.aabb.surfaceArea();

            }else{

                // node cost = area(combined aabb) - area(old aabb)

                discendingCost2+=this.aabb.surfaceArea()-c2b.surfaceArea();

            }

            if(discendingCost1<discendingCost2){

                if(creatingCost<discendingCost1){

                    break;// stop descending

                }else{

                    sibling=c1;// descend into first child

                }

            }else{

                if(creatingCost<discendingCost2){

                    break;// stop descending

                }else{

                    sibling=c2;// descend into second child

                }

            }

        }

        var oldParent=sibling.parent;

        var newParent;

        if(this.numFreeNodes>0){

            newParent=this.freeNodes[--this.numFreeNodes];

        }else{

            newParent=new OIMO.DBVTNode();

        }

        newParent.parent=oldParent;

        newParent.child1=leaf;

        newParent.child2=sibling;

        newParent.aabb.combine(leaf.aabb,sibling.aabb);

        newParent.height=sibling.height+1;

        sibling.parent=newParent;

        leaf.parent=newParent;

        if(sibling==this.root){

            // replace root

            this.root=newParent;

        }else{

            // replace child

            if(oldParent.child1==sibling){

                oldParent.child1=newParent;

            }else{

                oldParent.child2=newParent;

            }

        }

        // update whole tree

        do{

            newParent=this.balance(newParent);

            this.fix(newParent);

            newParent=newParent.parent;

        }while(newParent!=null);

    },

    getBalance:function(node){

        if(node.proxy!=null)return 0;

        return node.child1.height-node.child2.height;

    },

    print:function(node,indent,text){

        var hasChild=node.proxy==null;

        if(hasChild)text=this.print(node.child1,indent+1,text);

        for(var i=indent*2;i>=0;i--){

            text+=" ";

        }

        text+=(hasChild?this.getBalance(node):"["+node.proxy.aabb.minX+"]")+"\n";

        if(hasChild)text=this.print(node.child2,indent+1,text);

        return text;

    },

    /**

    * Delete a leaf from the tree.

    * @param   node

    */

    deleteLeaf:function(leaf){

        if(leaf==this.root){

            this.root=null;

            return;

        }

        var parent=leaf.parent;

        var sibling;

        if(parent.child1==leaf){

            sibling=parent.child2;

        }else{

            sibling=parent.child1;

        }

        if(parent==this.root){

            this.root=sibling;

            sibling.parent=null;

            return;

        }

        var grandParent=parent.parent;

        sibling.parent=grandParent;

        if(grandParent.child1==parent){

            grandParent.child1=sibling;

        }else{

            grandParent.child2=sibling;

        }

        if(this.numFreeNodes<16384){

            this.freeNodes[this.numFreeNodes++]=parent;

        }

        do{

            grandParent=this.balance(grandParent);

            this.fix(grandParent);

            grandParent=grandParent.parent;

        }while(grandParent!=null);

    },

    balance:function(node){

        var nh=node.height;

        if(nh<2){

            return node;

        }

        var p=node.parent;

        var l=node.child1;

        var r=node.child2;

        var lh=l.height;

        var rh=r.height;

        var balance=lh-rh;

        var t;// for bit operation



        //          [ N ]

        //         /     \

        //    [ L ]       [ R ]

        //     / \         / \

        // [L-L] [L-R] [R-L] [R-R]



        // Is the tree balanced?

        if(balance>1){

            var ll=l.child1;

            var lr=l.child2;

            var llh=ll.height;

            var lrh=lr.height;



            // Is L-L higher than L-R?

            if(llh>lrh){

                // set N to L-R

                l.child2=node;

                node.parent=l;



                //          [ L ]

                //         /     \

                //    [L-L]       [ N ]

                //     / \         / \

                // [...] [...] [ L ] [ R ]

                

                // set L-R

                node.child1=lr;

                lr.parent=node;



                //          [ L ]

                //         /     \

                //    [L-L]       [ N ]

                //     / \         / \

                // [...] [...] [L-R] [ R ]

                

                // fix bounds and heights

                node.aabb.combine(lr.aabb,r.aabb);

                t=lrh-rh;

                node.height=lrh-(t&t>>31)+1;

                l.aabb.combine(ll.aabb,node.aabb);

                t=llh-nh;

                l.height=llh-(t&t>>31)+1;

            }else{

                // set N to L-L

                l.child1=node;

                node.parent=l;



                //          [ L ]

                //         /     \

                //    [ N ]       [L-R]

                //     / \         / \

                // [ L ] [ R ] [...] [...]

                

                // set L-L

                node.child1=ll;

                ll.parent=node;



                //          [ L ]

                //         /     \

                //    [ N ]       [L-R]

                //     / \         / \

                // [L-L] [ R ] [...] [...]

                

                // fix bounds and heights

                node.aabb.combine(ll.aabb,r.aabb);

                t=llh-rh;

                node.height=llh-(t&t>>31)+1;



                l.aabb.combine(node.aabb,lr.aabb);

                t=nh-lrh;

                l.height=nh-(t&t>>31)+1;

            }

            // set new parent of L

            if(p!=null){

                if(p.child1==node){

                    p.child1=l;

                }else{

                    p.child2=l;

                }

            }else{

                this.root=l;

            }

            l.parent=p;

            return l;

        }else if(balance<-1){

            var rl=r.child1;

            var rr=r.child2;

            var rlh=rl.height;

            var rrh=rr.height;



            // Is R-L higher than R-R?

            if(rlh>rrh){

                // set N to R-R

                r.child2=node;

                node.parent=r;



                //          [ R ]

                //         /     \

                //    [R-L]       [ N ]

                //     / \         / \

                // [...] [...] [ L ] [ R ]

                

                // set R-R

                node.child2=rr;

                rr.parent=node;



                //          [ R ]

                //         /     \

                //    [R-L]       [ N ]

                //     / \         / \

                // [...] [...] [ L ] [R-R]

                

                // fix bounds and heights

                node.aabb.combine(l.aabb,rr.aabb);

                t=lh-rrh;

                node.height=lh-(t&t>>31)+1;

                r.aabb.combine(rl.aabb,node.aabb);

                t=rlh-nh;

                r.height=rlh-(t&t>>31)+1;

            }else{

                // set N to R-L

                r.child1=node;

                node.parent=r;

                //          [ R ]

                //         /     \

                //    [ N ]       [R-R]

                //     / \         / \

                // [ L ] [ R ] [...] [...]

                

                // set R-L

                node.child2=rl;

                rl.parent=node;



                //          [ R ]

                //         /     \

                //    [ N ]       [R-R]

                //     / \         / \

                // [ L ] [R-L] [...] [...]

                

                // fix bounds and heights

                node.aabb.combine(l.aabb,rl.aabb);

                t=lh-rlh;

                node.height=lh-(t&t>>31)+1;

                r.aabb.combine(node.aabb,rr.aabb);

                t=nh-rrh;

                r.height=nh-(t&t>>31)+1;

            }

            // set new parent of R

            if(p!=null){

                if(p.child1==node){

                    p.child1=r;

                }else{

                    p.child2=r;

                }

            }else{

                this.root=r;

            }

            r.parent=p;

            return r;

        }

        return node;

    },

    fix:function(node){

        var c1=node.child1;

        var c2=node.child2;

        node.aabb.combine(c1.aabb,c2.aabb);

        var h1=c1.height;

        var h2=c2.height;

        if(h1<h2){

            node.height=h2+1;

        }else{

            node.height=h1+1;

        }

    }

}

/**

* A broad-phase algorithm using dynamic bounding volume tree.

* @author saharan

*/

OIMO.DBVTBroadPhase = function(){

    OIMO.BroadPhase.call( this);

    this.types = 0x3;



    this.numLeaves = 0;

    this.maxLeaves = 0;

    this.tree=new OIMO.DBVT();

    this.maxStack=256;



    this.stack=[];// vector

    this.stack.length = this.maxStack;

    this.maxLeaves=256;

    this.leaves=[];// vector

    this.leaves.length = this.maxLeaves;

}

OIMO.DBVTBroadPhase.prototype = Object.create( OIMO.BroadPhase.prototype );

OIMO.DBVTBroadPhase.prototype.createProxy = function (shape) {

    return new OIMO.DBVTProxy(shape);

}

OIMO.DBVTBroadPhase.prototype.addProxy = function (proxy) {

    var p=(proxy);

    this.tree.insertLeaf(p.leaf);

    if(this.numLeaves==this.maxLeaves){

    //this.maxLeaves<<=1;

    this.maxLeaves*=2;

    var newLeaves=[];// vector

    newLeaves.length = this.maxLeaves;

    for(var i=0;i<this.numLeaves;i++){

    newLeaves[i]=this.leaves[i];

    }

    this.leaves=newLeaves;

    }

    this.leaves[this.numLeaves++]=p.leaf;

}

OIMO.DBVTBroadPhase.prototype.removeProxy = function (proxy) {

    var p=(proxy);

    this.tree.deleteLeaf(p.leaf);

    for(var i=0;i<this.numLeaves;i++){

    if(this.leaves[i]==p.leaf){

    this.leaves[i]=this.leaves[--this.numLeaves];

    this.leaves[this.numLeaves]=null;

    return;

    }

    }

}

OIMO.DBVTBroadPhase.prototype.collectPairs = function () {

    if(this.numLeaves<2)return;

    for(var i=0;i<this.numLeaves;i++){

    var leaf=this.leaves[i];

    var trueB=leaf.proxy.aabb;

    var leafB=leaf.aabb;

    if(

    trueB.minX<leafB.minX||trueB.maxX>leafB.maxX||

    trueB.minY<leafB.minY||trueB.maxY>leafB.maxY||

    trueB.minZ<leafB.minZ||trueB.maxZ>leafB.maxZ

    ){// the leaf needs correcting

    var margin=0.1;

    this.tree.deleteLeaf(leaf);

    leafB.minX=trueB.minX-margin;

    leafB.maxX=trueB.maxX+margin;

    leafB.minY=trueB.minY-margin;

    leafB.maxY=trueB.maxY+margin;

    leafB.minZ=trueB.minZ-margin;

    leafB.maxZ=trueB.maxZ+margin;

    this.tree.insertLeaf(leaf);

    this.collide(leaf,this.tree.root);

    }

    }

}

OIMO.DBVTBroadPhase.prototype.collide = function (node1,node2) {

    var stackCount=2;

    this.stack[0]=node1;

    this.stack[1]=node2;

    while(stackCount>0){

    var n1=this.stack[--stackCount];

    var n2=this.stack[--stackCount];

    var l1=n1.proxy!=null;

    var l2=n2.proxy!=null;

    this.numPairChecks++;

    if(l1&&l2){

    var s1=n1.proxy.shape;

    var s2=n2.proxy.shape;

    var b1=s1.aabb;

    var b2=s2.aabb;

    if(

    s1==s2||

    b1.maxX<b2.minX||b1.minX>b2.maxX||

    b1.maxY<b2.minY||b1.minY>b2.maxY||

    b1.maxZ<b2.minZ||b1.minZ>b2.maxZ||

    !this.isAvailablePair(s1,s2)

    ){

    continue;

    }

    this.addPair(s1,s2);

    }else{

    b1=n1.aabb;

    b2=n2.aabb;

    if(

    b1.maxX<b2.minX||b1.minX>b2.maxX||

    b1.maxY<b2.minY||b1.minY>b2.maxY||

    b1.maxZ<b2.minZ||b1.minZ>b2.maxZ

    ){

    continue;

    }

    if(stackCount+4>=this.maxStack){// expand the stack

    //this.maxStack<<=1;

    this.maxStack*=2;

    var newStack=[];// vector

    newStack.length = this.maxStack;

    for(var i=0;i<stackCount;i++){

    newStack[i]=this.stack[i];

    }

    this.stack=newStack;

    }

    if(l2||!l1&&(n1.aabb.surfaceArea()>n2.aabb.surfaceArea())){

    this.stack[stackCount++]=n1.child1;

    this.stack[stackCount++]=n2;

    this.stack[stackCount++]=n1.child2;

    this.stack[stackCount++]=n2;

    }else{

    this.stack[stackCount++]=n1;

    this.stack[stackCount++]=n2.child1;

    this.stack[stackCount++]=n1;

    this.stack[stackCount++]=n2.child2;

    }

    }

    }

}

/**

* A node of the dynamic bounding volume tree.

* @author saharan

*/

OIMO.DBVTNode = function(){

	// The first child node of this node.

    this.child1=null;

    // The second child node of this node.

    this.child2=null;

    //  The parent node of this tree.

    this.parent=null;

    // The proxy of this node. This has no value if this node is not leaf.

    this.proxy=null;

    // The maximum distance from leaf nodes.

    this.height=0;

    // The AABB of this node.

    this.aabb=new OIMO.AABB();

}

/**

* A proxy for dynamic bounding volume tree broad-phase.

* @author saharan

*/

OIMO.DBVTProxy = function(shape){

    OIMO.Proxy.call( this, shape);

    // The leaf of the proxy.

    this.leaf = new OIMO.DBVTNode();

    this.leaf.proxy = this;

}

OIMO.DBVTProxy.prototype = Object.create( OIMO.Proxy.prototype );

OIMO.DBVTProxy.prototype.update = function () {

}
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f.event={add:function(a,c,d,e,g){var h,i,j,k,l,m,n,o,p,q,r,s;if(!(a.nodeType===3||a.nodeType===8||!c||!d||!(h=f._data(a)))){d.handler&&(p=d,d=p.handler),d.guid||(d.guid=f.guid++),j=h.events,j||(h.events=j={}),i=h.handle,i||(h.handle=i=function(a){return typeof f!="undefined"&&(!a||f.event.triggered!==a.type)?f.event.dispatch.apply(i.elem,arguments):b},i.elem=a),c=f.trim(I(c)).split(" ");for(k=0;k<c.length;k++){l=A.exec(c[k])||[],m=l[1],n=(l[2]||"").split(".").sort(),s=f.event.special[m]||{},m=(g?s.delegateType:s.bindType)||m,s=f.event.special[m]||{},o=f.extend({type:m,origType:l[1],data:e,handler:d,guid:d.guid,selector:g,quick:G(g),namespace:n.join(".")},p),r=j[m];if(!r){r=j[m]=[],r.delegateCount=0;if(!s.setup||s.setup.call(a,e,n,i)===!1)a.addEventListener?a.addEventListener(m,i,!1):a.attachEvent&&a.attachEvent("on"+m,i)}s.add&&(s.add.call(a,o),o.handler.guid||(o.handler.guid=d.guid)),g?r.splice(r.delegateCount++,0,o):r.push(o),f.event.global[m]=!0}a=null}},global:{},remove:function(a,b,c,d,e){var g=f.hasData(a)&&f._data(a),h,i,j,k,l,m,n,o,p,q,r,s;if(!!g&&!!(o=g.events)){b=f.trim(I(b||"")).split(" ");for(h=0;h<b.length;h++){i=A.exec(b[h])||[],j=k=i[1],l=i[2];if(!j){for(j in o)f.event.remove(a,j+b[h],c,d,!0);continue}p=f.event.special[j]||{},j=(d?p.delegateType:p.bindType)||j,r=o[j]||[],m=r.length,l=l?new RegExp("(^|\\.)"+l.split(".").sort().join("\\.(?:.*\\.)?")+"(\\.|$)"):null;for(n=0;n<r.length;n++)s=r[n],(e||k===s.origType)&&(!c||c.guid===s.guid)&&(!l||l.test(s.namespace))&&(!d||d===s.selector||d==="**"&&s.selector)&&(r.splice(n--,1),s.selector&&r.delegateCount--,p.remove&&p.remove.call(a,s));r.length===0&&m!==r.length&&((!p.teardown||p.teardown.call(a,l)===!1)&&f.removeEvent(a,j,g.handle),delete o[j])}f.isEmptyObject(o)&&(q=g.handle,q&&(q.elem=null),f.removeData(a,["events","handle"],!0))}},customEvent:{getData:!0,setData:!0,changeData:!0},trigger:function(c,d,e,g){if(!e||e.nodeType!==3&&e.nodeType!==8){var h=c.type||c,i=[],j,k,l,m,n,o,p,q,r,s;if(E.test(h+f.event.triggered))return;h.indexOf("!")>=0&&(h=h.slice(0,-1),k=!0),h.indexOf(".")>=0&&(i=h.split("."),h=i.shift(),i.sort());if((!e||f.event.customEvent[h])&&!f.event.global[h])return;c=typeof c=="object"?c[f.expando]?c:new f.Event(h,c):new f.Event(h),c.type=h,c.isTrigger=!0,c.exclusive=k,c.namespace=i.join("."),c.namespace_re=c.namespace?new RegExp("(^|\\.)"+i.join("\\.(?:.*\\.)?")+"(\\.|$)"):null,o=h.indexOf(":")<0?"on"+h:"";if(!e){j=f.cache;for(l in j)j[l].events&&j[l].events[h]&&f.event.trigger(c,d,j[l].handle.elem,!0);return}c.result=b,c.target||(c.target=e),d=d!=null?f.makeArray(d):[],d.unshift(c),p=f.event.special[h]||{};if(p.trigger&&p.trigger.apply(e,d)===!1)return;r=[[e,p.bindType||h]];if(!g&&!p.noBubble&&!f.isWindow(e)){s=p.delegateType||h,m=E.test(s+h)?e:e.parentNode,n=null;for(;m;m=m.parentNode)r.push([m,s]),n=m;n&&n===e.ownerDocument&&r.push([n.defaultView||n.parentWindow||a,s])}for(l=0;l<r.length&&!c.isPropagationStopped();l++)m=r[l][0],c.type=r[l][1],q=(f._data(m,"events")||{})[c.type]&&f._data(m,"handle"),q&&q.apply(m,d),q=o&&m[o],q&&f.acceptData(m)&&q.apply(m,d)===!1&&c.preventDefault();c.type=h,!g&&!c.isDefaultPrevented()&&(!p._default||p._default.apply(e.ownerDocument,d)===!1)&&(h!=="click"||!f.nodeName(e,"a"))&&f.acceptData(e)&&o&&e[h]&&(h!=="focus"&&h!=="blur"||c.target.offsetWidth!==0)&&!f.isWindow(e)&&(n=e[o],n&&(e[o]=null),f.event.triggered=h,e[h](),f.event.triggered=b,n&&(e[o]=n));return c.result}},dispatch:function(c){c=f.event.fix(c||a.event);var d=(f._data(this,"events")||{})[c.type]||[],e=d.delegateCount,g=[].slice.call(arguments,0),h=!c.exclusive&&!c.namespace,i=[],j,k,l,m,n,o,p,q,r,s,t;g[0]=c,c.delegateTarget=this;if(e&&!c.target.disabled&&(!c.button||c.type!=="click")){m=f(this),m.context=this.ownerDocument||this;for(l=c.target;l!=this;l=l.parentNode||this){o={},q=[],m[0]=l;for(j=0;j<e;j++)r=d[j],s=r.selector,o[s]===b&&(o[s]=r.quick?H(l,r.quick):m.is(s)),o[s]&&q.push(r);q.length&&i.push({elem:l,matches:q})}}d.length>e&&i.push({elem:this,matches:d.slice(e)});for(j=0;j<i.length&&!c.isPropagationStopped();j++){p=i[j],c.currentTarget=p.elem;for(k=0;k<p.matches.length&&!c.isImmediatePropagationStopped();k++){r=p.matches[k];if(h||!c.namespace&&!r.namespace||c.namespace_re&&c.namespace_re.test(r.namespace))c.data=r.data,c.handleObj=r,n=((f.event.special[r.origType]||{}).handle||r.handler).apply(p.elem,g),n!==b&&(c.result=n,n===!1&&(c.preventDefault(),c.stopPropagation()))}}return c.result},props:"attrChange attrName relatedNode srcElement altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(a,b){a.which==null&&(a.which=b.charCode!=null?b.charCode:b.keyCode);return a}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),filter:function(a,d){var e,f,g,h=d.button,i=d.fromElement;a.pageX==null&&d.clientX!=null&&(e=a.target.ownerDocument||c,f=e.documentElement,g=e.body,a.pageX=d.clientX+(f&&f.scrollLeft||g&&g.scrollLeft||0)-(f&&f.clientLeft||g&&g.clientLeft||0),a.pageY=d.clientY+(f&&f.scrollTop||g&&g.scrollTop||0)-(f&&f.clientTop||g&&g.clientTop||0)),!a.relatedTarget&&i&&(a.relatedTarget=i===a.target?d.toElement:i),!a.which&&h!==b&&(a.which=h&1?1:h&2?3:h&4?2:0);return a}},fix:function(a){if(a[f.expando])return a;var d,e,g=a,h=f.event.fixHooks[a.type]||{},i=h.props?this.props.concat(h.props):this.props;a=f.Event(g);for(d=i.length;d;)e=i[--d],a[e]=g[e];a.target||(a.target=g.srcElement||c),a.target.nodeType===3&&(a.target=a.target.parentNode),a.metaKey===b&&(a.metaKey=a.ctrlKey);return h.filter?h.filter(a,g):a},special:{ready:{setup:f.bindReady},load:{noBubble:!0},focus:{delegateType:"focusin"},blur:{delegateType:"focusout"},beforeunload:{setup:function(a,b,c){f.isWindow(this)&&(this.onbeforeunload=c)},teardown:function(a,b){this.onbeforeunload===b&&(this.onbeforeunload=null)}}},simulate:function(a,b,c,d){var e=f.extend(new f.Event,c,{type:a,isSimulated:!0,originalEvent:{}});d?f.event.trigger(e,null,b):f.event.dispatch.call(b,e),e.isDefaultPrevented()&&c.preventDefault()}},f.event.handle=f.event.dispatch,f.removeEvent=c.removeEventListener?function(a,b,c){a.removeEventListener&&a.removeEventListener(b,c,!1)}:function(a,b,c){a.detachEvent&&a.detachEvent("on"+b,c)},f.Event=function(a,b){if(!(this instanceof f.Event))return new f.Event(a,b);a&&a.type?(this.originalEvent=a,this.type=a.type,this.isDefaultPrevented=a.defaultPrevented||a.returnValue===!1||a.getPreventDefault&&a.getPreventDefault()?K:J):this.type=a,b&&f.extend(this,b),this.timeStamp=a&&a.timeStamp||f.now(),this[f.expando]=!0},f.Event.prototype={preventDefault:function(){this.isDefaultPrevented=K;var a=this.originalEvent;!a||(a.preventDefault?a.preventDefault():a.returnValue=!1)},stopPropagation:function(){this.isPropagationStopped=K;var a=this.originalEvent;!a||(a.stopPropagation&&a.stopPropagation(),a.cancelBubble=!0)},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=K,this.stopPropagation()},isDefaultPrevented:J,isPropagationStopped:J,isImmediatePropagationStopped:J},f.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(a,b){f.event.special[a]={delegateType:b,bindType:b,handle:function(a){var c=this,d=a.relatedTarget,e=a.handleObj,g=e.selector,h;if(!d||d!==c&&!f.contains(c,d))a.type=e.origType,h=e.handler.apply(this,arguments),a.type=b;return h}}}),f.support.submitBubbles||(f.event.special.submit={setup:function(){if(f.nodeName(this,"form"))return!1;f.event.add(this,"click._submit keypress._submit",function(a){var c=a.target,d=f.nodeName(c,"input")||f.nodeName(c,"button")?c.form:b;d&&!d._submit_attached&&(f.event.add(d,"submit._submit",function(a){this.parentNode&&!a.isTrigger&&f.event.simulate("submit",this.parentNode,a,!0)}),d._submit_attached=!0)})},teardown:function(){if(f.nodeName(this,"form"))return!1;f.event.remove(this,"._submit")}}),f.support.changeBubbles||(f.event.special.change={setup:function(){if(z.test(this.nodeName)){if(this.type==="checkbox"||this.type==="radio")f.event.add(this,"propertychange._change",function(a){a.originalEvent.propertyName==="checked"&&(this._just_changed=!0)}),f.event.add(this,"click._change",function(a){this._just_changed&&!a.isTrigger&&(this._just_changed=!1,f.event.simulate("change",this,a,!0))});return!1}f.event.add(this,"beforeactivate._change",function(a){var b=a.target;z.test(b.nodeName)&&!b._change_attached&&(f.event.add(b,"change._change",function(a){this.parentNode&&!a.isSimulated&&!a.isTrigger&&f.event.simulate("change",this.parentNode,a,!0)}),b._change_attached=!0)})},handle:function(a){var b=a.target;if(this!==b||a.isSimulated||a.isTrigger||b.type!=="radio"&&b.type!=="checkbox")return a.handleObj.handler.apply(this,arguments)},teardown:function(){f.event.remove(this,"._change");return z.test(this.nodeName)}}),f.support.focusinBubbles||f.each({focus:"focusin",blur:"focusout"},function(a,b){var d=0,e=function(a){f.event.simulate(b,a.target,f.event.fix(a),!0)};f.event.special[b]={setup:function(){d++===0&&c.addEventListener(a,e,!0)},teardown:function(){--d===0&&c.removeEventListener(a,e,!0)}}}),f.fn.extend({on:function(a,c,d,e,g){var h,i;if(typeof a=="object"){typeof c!="string"&&(d=c,c=b);for(i in a)this.on(i,c,d,a[i],g);return this}d==null&&e==null?(e=c,d=c=b):e==null&&(typeof c=="string"?(e=d,d=b):(e=d,d=c,c=b));if(e===!1)e=J;else if(!e)return this;g===1&&(h=e,e=function(a){f().off(a);return h.apply(this,arguments)},e.guid=h.guid||(h.guid=f.guid++));return this.each(function(){f.event.add(this,a,e,d,c)})},one:function(a,b,c,d){return this.on.call(this,a,b,c,d,1)},off:function(a,c,d){if(a&&a.preventDefault&&a.handleObj){var e=a.handleObj;f(a.delegateTarget).off(e.namespace?e.type+"."+e.namespace:e.type,e.selector,e.handler);return this}if(typeof a=="object"){for(var g in a)this.off(g,c,a[g]);return this}if(c===!1||typeof c=="function")d=c,c=b;d===!1&&(d=J);return this.each(function(){f.event.remove(this,a,d,c)})},bind:function(a,b,c){return this.on(a,null,b,c)},unbind:function(a,b){return this.off(a,null,b)},live:function(a,b,c){f(this.context).on(a,this.selector,b,c);return this},die:function(a,b){f(this.context).off(a,this.selector||"**",b);return this},delegate:function(a,b,c,d){return this.on(b,a,c,d)},undelegate:function(a,b,c){return arguments.length==1?this.off(a,"**"):this.off(b,a,c)},trigger:function(a,b){return this.each(function(){f.event.trigger(a,b,this)})},triggerHandler:function(a,b){if(this[0])return f.event.trigger(a,b,this[0],!0)},toggle:function(a){var b=arguments,c=a.guid||f.guid++,d=0,e=function(c){var e=(f._data(this,"lastToggle"+a.guid)||0)%d;f._data(this,"lastToggle"+a.guid,e+1),c.preventDefault();return b[e].apply(this,arguments)||!1};e.guid=c;while(d<b.length)b[d++].guid=c;return this.click(e)},hover:function(a,b){return this.mouseenter(a).mouseleave(b||a)}}),f.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(a,b){f.fn[b]=function(a,c){c==null&&(c=a,a=null);return arguments.length>0?this.on(b,null,a,c):this.trigger(b)},f.attrFn&&(f.attrFn[b]=!0),C.test(b)&&(f.event.fixHooks[b]=f.event.keyHooks),D.test(b)&&(f.event.fixHooks[b]=f.event.mouseHooks)}),function(){function x(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}if(j.nodeType===1){g||(j[d]=c,j.sizset=h);if(typeof b!="string"){if(j===b){k=!0;break}}else if(m.filter(b,[j]).length>0){k=j;break}}j=j[a]}e[h]=k}}}function w(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}j.nodeType===1&&!g&&(j[d]=c,j.sizset=h);if(j.nodeName.toLowerCase()===b){k=j;break}j=j[a]}e[h]=k}}}var a=/((?:\((?:\([^()]+\)|[^()]+)+\)|\[(?:\[[^\[\]]*\]|['"][^'"]*['"]|[^\[\]'"]+)+\]|\\.|[^ >+~,(\[\\]+)+|[>+~])(\s*,\s*)?((?:.|\r|\n)*)/g,d="sizcache"+(Math.random()+"").replace(".",""),e=0,g=Object.prototype.toString,h=!1,i=!0,j=/\\/g,k=/\r\n/g,l=/\W/;[0,0].sort(function(){i=!1;return 0});var m=function(b,d,e,f){e=e||[],d=d||c;var h=d;if(d.nodeType!==1&&d.nodeType!==9)return[];if(!b||typeof b!="string")return e;var i,j,k,l,n,q,r,t,u=!0,v=m.isXML(d),w=[],x=b;do{a.exec(""),i=a.exec(x);if(i){x=i[3],w.push(i[1]);if(i[2]){l=i[3];break}}}while(i);if(w.length>1&&p.exec(b))if(w.length===2&&o.relative[w[0]])j=y(w[0]+w[1],d,f);else{j=o.relative[w[0]]?[d]:m(w.shift(),d);while(w.length)b=w.shift(),o.relative[b]&&(b+=w.shift()),j=y(b,j,f)}else{!f&&w.length>1&&d.nodeType===9&&!v&&o.match.ID.test(w[0])&&!o.match.ID.test(w[w.length-1])&&(n=m.find(w.shift(),d,v),d=n.expr?m.filter(n.expr,n.set)[0]:n.set[0]);if(d){n=f?{expr:w.pop(),set:s(f)}:m.find(w.pop(),w.length===1&&(w[0]==="~"||w[0]==="+")&&d.parentNode?d.parentNode:d,v),j=n.expr?m.filter(n.expr,n.set):n.set,w.length>0?k=s(j):u=!1;while(w.length)q=w.pop(),r=q,o.relative[q]?r=w.pop():q="",r==null&&(r=d),o.relative[q](k,r,v)}else k=w=[]}k||(k=j),k||m.error(q||b);if(g.call(k)==="[object Array]")if(!u)e.push.apply(e,k);else if(d&&d.nodeType===1)for(t=0;k[t]!=null;t++)k[t]&&(k[t]===!0||k[t].nodeType===1&&m.contains(d,k[t]))&&e.push(j[t]);else for(t=0;k[t]!=null;t++)k[t]&&k[t].nodeType===1&&e.push(j[t]);else s(k,e);l&&(m(l,h,e,f),m.uniqueSort(e));return e};m.uniqueSort=function(a){if(u){h=i,a.sort(u);if(h)for(var b=1;b<a.length;b++)a[b]===a[b-1]&&a.splice(b--,1)}return a},m.matches=function(a,b){return m(a,null,null,b)},m.matchesSelector=function(a,b){return m(b,null,null,[a]).length>0},m.find=function(a,b,c){var d,e,f,g,h,i;if(!a)return[];for(e=0,f=o.order.length;e<f;e++){h=o.order[e];if(g=o.leftMatch[h].exec(a)){i=g[1],g.splice(1,1);if(i.substr(i.length-1)!=="\\"){g[1]=(g[1]||"").replace(j,""),d=o.find[h](g,b,c);if(d!=null){a=a.replace(o.match[h],"");break}}}}d||(d=typeof b.getElementsByTagName!="undefined"?b.getElementsByTagName("*"):[]);return{set:d,expr:a}},m.filter=function(a,c,d,e){var f,g,h,i,j,k,l,n,p,q=a,r=[],s=c,t=c&&c[0]&&m.isXML(c[0]);while(a&&c.length){for(h in o.filter)if((f=o.leftMatch[h].exec(a))!=null&&f[2]){k=o.filter[h],l=f[1],g=!1,f.splice(1,1);if(l.substr(l.length-1)==="\\")continue;s===r&&(r=[]);if(o.preFilter[h]){f=o.preFilter[h](f,s,d,r,e,t);if(!f)g=i=!0;else if(f===!0)continue}if(f)for(n=0;(j=s[n])!=null;n++)j&&(i=k(j,f,n,s),p=e^i,d&&i!=null?p?g=!0:s[n]=!1:p&&(r.push(j),g=!0));if(i!==b){d||(s=r),a=a.replace(o.match[h],"");if(!g)return[];break}}if(a===q)if(g==null)m.error(a);else break;q=a}return s},m.error=function(a){throw new Error("Syntax error, unrecognized expression: "+a)};var n=m.getText=function(a){var b,c,d=a.nodeType,e="";if(d){if(d===1||d===9){if(typeof a.textContent=="string")return a.textContent;if(typeof a.innerText=="string")return a.innerText.replace(k,"");for(a=a.firstChild;a;a=a.nextSibling)e+=n(a)}else if(d===3||d===4)return a.nodeValue}else for(b=0;c=a[b];b++)c.nodeType!==8&&(e+=n(c));return e},o=m.selectors={order:["ID","NAME","TAG"],match:{ID:/#((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,CLASS:/\.((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,NAME:/\[name=['"]*((?:[\w\u00c0-\uFFFF\-]|\\.)+)['"]*\]/,ATTR:/\[\s*((?:[\w\u00c0-\uFFFF\-]|\\.)+)\s*(?:(\S?=)\s*(?:(['"])(.*?)\3|(#?(?:[\w\u00c0-\uFFFF\-]|\\.)*)|)|)\s*\]/,TAG:/^((?:[\w\u00c0-\uFFFF\*\-]|\\.)+)/,CHILD:/:(only|nth|last|first)-child(?:\(\s*(even|odd|(?:[+\-]?\d+|(?:[+\-]?\d*)?n\s*(?:[+\-]\s*\d+)?))\s*\))?/,POS:/:(nth|eq|gt|lt|first|last|even|odd)(?:\((\d*)\))?(?=[^\-]|$)/,PSEUDO:/:((?:[\w\u00c0-\uFFFF\-]|\\.)+)(?:\((['"]?)((?:\([^\)]+\)|[^\(\)]*)+)\2\))?/},leftMatch:{},attrMap:{"class":"className","for":"htmlFor"},attrHandle:{href:function(a){return a.getAttribute("href")},type:function(a){return a.getAttribute("type")}},relative:{"+":function(a,b){var c=typeof b=="string",d=c&&!l.test(b),e=c&&!d;d&&(b=b.toLowerCase());for(var f=0,g=a.length,h;f<g;f++)if(h=a[f]){while((h=h.previousSibling)&&h.nodeType!==1);a[f]=e||h&&h.nodeName.toLowerCase()===b?h||!1:h===b}e&&m.filter(b,a,!0)},">":function(a,b){var c,d=typeof b=="string",e=0,f=a.length;if(d&&!l.test(b)){b=b.toLowerCase();for(;e<f;e++){c=a[e];if(c){var g=c.parentNode;a[e]=g.nodeName.toLowerCase()===b?g:!1}}}else{for(;e<f;e++)c=a[e],c&&(a[e]=d?c.parentNode:c.parentNode===b);d&&m.filter(b,a,!0)}},"":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("parentNode",b,f,a,d,c)},"~":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("previousSibling",b,f,a,d,c)}},find:{ID:function(a,b,c){if(typeof b.getElementById!="undefined"&&!c){var d=b.getElementById(a[1]);return d&&d.parentNode?[d]:[]}},NAME:function(a,b){if(typeof b.getElementsByName!="undefined"){var c=[],d=b.getElementsByName(a[1]);for(var e=0,f=d.length;e<f;e++)d[e].getAttribute("name")===a[1]&&c.push(d[e]);return c.length===0?null:c}},TAG:function(a,b){if(typeof b.getElementsByTagName!="undefined")return b.getElementsByTagName(a[1])}},preFilter:{CLASS:function(a,b,c,d,e,f){a=" "+a[1].replace(j,"")+" ";if(f)return a;for(var g=0,h;(h=b[g])!=null;g++)h&&(e^(h.className&&(" "+h.className+" ").replace(/[\t\n\r]/g," ").indexOf(a)>=0)?c||d.push(h):c&&(b[g]=!1));return!1},ID:function(a){return a[1].replace(j,"")},TAG:function(a,b){return a[1].replace(j,"").toLowerCase()},CHILD:function(a){if(a[1]==="nth"){a[2]||m.error(a[0]),a[2]=a[2].replace(/^\+|\s*/g,"");var b=/(-?)(\d*)(?:n([+\-]?\d*))?/.exec(a[2]==="even"&&"2n"||a[2]==="odd"&&"2n+1"||!/\D/.test(a[2])&&"0n+"+a[2]||a[2]);a[2]=b[1]+(b[2]||1)-0,a[3]=b[3]-0}else a[2]&&m.error(a[0]);a[0]=e++;return a},ATTR:function(a,b,c,d,e,f){var g=a[1]=a[1].replace(j,"");!f&&o.attrMap[g]&&(a[1]=o.attrMap[g]),a[4]=(a[4]||a[5]||"").replace(j,""),a[2]==="~="&&(a[4]=" "+a[4]+" ");return a},PSEUDO:function(b,c,d,e,f){if(b[1]==="not")if((a.exec(b[3])||"").length>1||/^\w/.test(b[3]))b[3]=m(b[3],null,null,c);else{var g=m.filter(b[3],c,d,!0^f);d||e.push.apply(e,g);return!1}else if(o.match.POS.test(b[0])||o.match.CHILD.test(b[0]))return!0;return b},POS:function(a){a.unshift(!0);return a}},filters:{enabled:function(a){return a.disabled===!1&&a.type!=="hidden"},disabled:function(a){return a.disabled===!0},checked:function(a){return a.checked===!0},selected:function(a){a.parentNode&&a.parentNode.selectedIndex;return a.selected===!0},parent:function(a){return!!a.firstChild},empty:function(a){return!a.firstChild},has:function(a,b,c){return!!m(c[3],a).length},header:function(a){return/h\d/i.test(a.nodeName)},text:function(a){var b=a.getAttribute("type"),c=a.type;return a.nodeName.toLowerCase()==="input"&&"text"===c&&(b===c||b===null)},radio:function(a){return a.nodeName.toLowerCase()==="input"&&"radio"===a.type},checkbox:function(a){return a.nodeName.toLowerCase()==="input"&&"checkbox"===a.type},file:function(a){return a.nodeName.toLowerCase()==="input"&&"file"===a.type},password:function(a){return a.nodeName.toLowerCase()==="input"&&"password"===a.type},submit:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"submit"===a.type},image:function(a){return a.nodeName.toLowerCase()==="input"&&"image"===a.type},reset:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"reset"===a.type},button:function(a){var b=a.nodeName.toLowerCase();return b==="input"&&"button"===a.type||b==="button"},input:function(a){return/input|select|textarea|button/i.test(a.nodeName)},focus:function(a){return a===a.ownerDocument.activeElement}},setFilters:{first:function(a,b){return b===0},last:function(a,b,c,d){return b===d.length-1},even:function(a,b){return b%2===0},odd:function(a,b){return b%2===1},lt:function(a,b,c){return b<c[3]-0},gt:function(a,b,c){return b>c[3]-0},nth:function(a,b,c){return c[3]-0===b},eq:function(a,b,c){return c[3]-0===b}},filter:{PSEUDO:function(a,b,c,d){var e=b[1],f=o.filters[e];if(f)return f(a,c,b,d);if(e==="contains")return(a.textContent||a.innerText||n([a])||"").indexOf(b[3])>=0;if(e==="not"){var g=b[3];for(var h=0,i=g.length;h<i;h++)if(g[h]===a)return!1;return!0}m.error(e)},CHILD:function(a,b){var c,e,f,g,h,i,j,k=b[1],l=a;switch(k){case"only":case"first":while(l=l.previousSibling)if(l.nodeType===1)return!1;if(k==="first")return!0;l=a;case"last":while(l=l.nextSibling)if(l.nodeType===1)return!1;return!0;case"nth":c=b[2],e=b[3];if(c===1&&e===0)return!0;f=b[0],g=a.parentNode;if(g&&(g[d]!==f||!a.nodeIndex)){i=0;for(l=g.firstChild;l;l=l.nextSibling)l.nodeType===1&&(l.nodeIndex=++i);g[d]=f}j=a.nodeIndex-e;return c===0?j===0:j%c===0&&j/c>=0}},ID:function(a,b){return a.nodeType===1&&a.getAttribute("id")===b},TAG:function(a,b){return b==="*"&&a.nodeType===1||!!a.nodeName&&a.nodeName.toLowerCase()===b},CLASS:function(a,b){return(" "+(a.className||a.getAttribute("class"))+" ").indexOf(b)>-1},ATTR:function(a,b){var c=b[1],d=m.attr?m.attr(a,c):o.attrHandle[c]?o.attrHandle[c](a):a[c]!=null?a[c]:a.getAttribute(c),e=d+"",f=b[2],g=b[4];return d==null?f==="!=":!f&&m.attr?d!=null:f==="="?e===g:f==="*="?e.indexOf(g)>=0:f==="~="?(" "+e+" ").indexOf(g)>=0:g?f==="!="?e!==g:f==="^="?e.indexOf(g)===0:f==="$="?e.substr(e.length-g.length)===g:f==="|="?e===g||e.substr(0,g.length+1)===g+"-":!1:e&&d!==!1},POS:function(a,b,c,d){var e=b[2],f=o.setFilters[e];if(f)return f(a,c,b,d)}}},p=o.match.POS,q=function(a,b){return"\\"+(b-0+1)};for(var r in o.match)o.match[r]=new RegExp(o.match[r].source+/(?![^\[]*\])(?![^\(]*\))/.source),o.leftMatch[r]=new RegExp(/(^(?:.|\r|\n)*?)/.source+o.match[r].source.replace(/\\(\d+)/g,q));var s=function(a,b){a=Array.prototype.slice.call(a,0);if(b){b.push.apply(b,a);return b}return a};try{Array.prototype.slice.call(c.documentElement.childNodes,0)[0].nodeType}catch(t){s=function(a,b){var c=0,d=b||[];if(g.call(a)==="[object Array]")Array.prototype.push.apply(d,a);else if(typeof a.length=="number")for(var e=a.length;c<e;c++)d.push(a[c]);else for(;a[c];c++)d.push(a[c]);return d}}var u,v;c.documentElement.compareDocumentPosition?u=function(a,b){if(a===b){h=!0;return 0}if(!a.compareDocumentPosition||!b.compareDocumentPosition)return a.compareDocumentPosition?-1:1;return a.compareDocumentPosition(b)&4?-1:1}:(u=function(a,b){if(a===b){h=!0;return 0}if(a.sourceIndex&&b.sourceIndex)return a.sourceIndex-b.sourceIndex;var c,d,e=[],f=[],g=a.parentNode,i=b.parentNode,j=g;if(g===i)return v(a,b);if(!g)return-1;if(!i)return 1;while(j)e.unshift(j),j=j.parentNode;j=i;while(j)f.unshift(j),j=j.parentNode;c=e.length,d=f.length;for(var k=0;k<c&&k<d;k++)if(e[k]!==f[k])return v(e[k],f[k]);return k===c?v(a,f[k],-1):v(e[k],b,1)},v=function(a,b,c){if(a===b)return c;var d=a.nextSibling;while(d){if(d===b)return-1;d=d.nextSibling}return 1}),function(){var a=c.createElement("div"),d="script"+(new Date).getTime(),e=c.documentElement;a.innerHTML="<a name='"+d+"'/>",e.insertBefore(a,e.firstChild),c.getElementById(d)&&(o.find.ID=function(a,c,d){if(typeof c.getElementById!="undefined"&&!d){var e=c.getElementById(a[1]);return e?e.id===a[1]||typeof e.getAttributeNode!="undefined"&&e.getAttributeNode("id").nodeValue===a[1]?[e]:b:[]}},o.filter.ID=function(a,b){var c=typeof a.getAttributeNode!="undefined"&&a.getAttributeNode("id");return a.nodeType===1&&c&&c.nodeValue===b}),e.removeChild(a),e=a=null}(),function(){var a=c.createElement("div");a.appendChild(c.createComment("")),a.getElementsByTagName("*").length>0&&(o.find.TAG=function(a,b){var c=b.getElementsByTagName(a[1]);if(a[1]==="*"){var d=[];for(var e=0;c[e];e++)c[e].nodeType===1&&d.push(c[e]);c=d}return c}),a.innerHTML="<a href='#'></a>",a.firstChild&&typeof a.firstChild.getAttribute!="undefined"&&a.firstChild.getAttribute("href")!=="#"&&(o.attrHandle.href=function(a){return a.getAttribute("href",2)}),a=null}(),c.querySelectorAll&&function(){var a=m,b=c.createElement("div"),d="__sizzle__";b.innerHTML="<p class='TEST'></p>";if(!b.querySelectorAll||b.querySelectorAll(".TEST").length!==0){m=function(b,e,f,g){e=e||c;if(!g&&!m.isXML(e)){var h=/^(\w+$)|^\.([\w\-]+$)|^#([\w\-]+$)/.exec(b);if(h&&(e.nodeType===1||e.nodeType===9)){if(h[1])return s(e.getElementsByTagName(b),f);if(h[2]&&o.find.CLASS&&e.getElementsByClassName)return s(e.getElementsByClassName(h[2]),f)}if(e.nodeType===9){if(b==="body"&&e.body)return s([e.body],f);if(h&&h[3]){var i=e.getElementById(h[3]);if(!i||!i.parentNode)return s([],f);if(i.id===h[3])return s([i],f)}try{return s(e.querySelectorAll(b),f)}catch(j){}}else if(e.nodeType===1&&e.nodeName.toLowerCase()!=="object"){var k=e,l=e.getAttribute("id"),n=l||d,p=e.parentNode,q=/^\s*[+~]/.test(b);l?n=n.replace(/'/g,"\\$&"):e.setAttribute("id",n),q&&p&&(e=e.parentNode);try{if(!q||p)return s(e.querySelectorAll("[id='"+n+"'] "+b),f)}catch(r){}finally{l||k.removeAttribute("id")}}}return a(b,e,f,g)};for(var e in a)m[e]=a[e];b=null}}(),function(){var a=c.documentElement,b=a.matchesSelector||a.mozMatchesSelector||a.webkitMatchesSelector||a.msMatchesSelector;if(b){var d=!b.call(c.createElement("div"),"div"),e=!1;try{b.call(c.documentElement,"[test!='']:sizzle")}catch(f){e=!0}m.matchesSelector=function(a,c){c=c.replace(/\=\s*([^'"\]]*)\s*\]/g,"='$1']");if(!m.isXML(a))try{if(e||!o.match.PSEUDO.test(c)&&!/!=/.test(c)){var f=b.call(a,c);if(f||!d||a.document&&a.document.nodeType!==11)return f}}catch(g){}return m(c,null,null,[a]).length>0}}}(),function(){var a=c.createElement("div");a.innerHTML="<div class='test e'></div><div class='test'></div>";if(!!a.getElementsByClassName&&a.getElementsByClassName("e").length!==0){a.lastChild.className="e";if(a.getElementsByClassName("e").length===1)return;o.order.splice(1,0,"CLASS"),o.find.CLASS=function(a,b,c){if(typeof b.getElementsByClassName!="undefined"&&!c)return b.getElementsByClassName(a[1])},a=null}}(),c.documentElement.contains?m.contains=function(a,b){return a!==b&&(a.contains?a.contains(b):!0)}:c.documentElement.compareDocumentPosition?m.contains=function(a,b){return!!(a.compareDocumentPosition(b)&16)}:m.contains=function(){return!1},m.isXML=function(a){var b=(a?a.ownerDocument||a:0).documentElement;return b?b.nodeName!=="HTML":!1};var y=function(a,b,c){var d,e=[],f="",g=b.nodeType?[b]:b;while(d=o.match.PSEUDO.exec(a))f+=d[0],a=a.replace(o.match.PSEUDO,"");a=o.relative[a]?a+"*":a;for(var h=0,i=g.length;h<i;h++)m(a,g[h],e,c);return m.filter(f,e)};m.attr=f.attr,m.selectors.attrMap={},f.find=m,f.expr=m.selectors,f.expr[":"]=f.expr.filters,f.unique=m.uniqueSort,f.text=m.getText,f.isXMLDoc=m.isXML,f.contains=m.contains}();var L=/Until$/,M=/^(?:parents|prevUntil|prevAll)/,N=/,/,O=/^.[^:#\[\.,]*$/,P=Array.prototype.slice,Q=f.expr.match.POS,R={children:!0,contents:!0,next:!0,prev:!0};f.fn.extend({find:function(a){var b=this,c,d;if(typeof a!="string")return f(a).filter(function(){for(c=0,d=b.length;c<d;c++)if(f.contains(b[c],this))return!0});var e=this.pushStack("","find",a),g,h,i;for(c=0,d=this.length;c<d;c++){g=e.length,f.find(a,this[c],e);if(c>0)for(h=g;h<e.length;h++)for(i=0;i<g;i++)if(e[i]===e[h]){e.splice(h--,1);break}}return e},has:function(a){var b=f(a);return this.filter(function(){for(var a=0,c=b.length;a<c;a++)if(f.contains(this,b[a]))return!0})},not:function(a){return this.pushStack(T(this,a,!1),"not",a)},filter:function(a){return this.pushStack(T(this,a,!0),"filter",a)},is:function(a){return!!a&&(typeof a=="string"?Q.test(a)?f(a,this.context).index(this[0])>=0:f.filter(a,this).length>0:this.filter(a).length>0)},closest:function(a,b){var c=[],d,e,g=this[0];if(f.isArray(a)){var h=1;while(g&&g.ownerDocument&&g!==b){for(d=0;d<a.length;d++)f(g).is(a[d])&&c.push({selector:a[d],elem:g,level:h});g=g.parentNode,h++}return c}var i=Q.test(a)||typeof a!="string"?f(a,b||this.context):0;for(d=0,e=this.length;d<e;d++){g=this[d];while(g){if(i?i.index(g)>-1:f.find.matchesSelector(g,a)){c.push(g);break}g=g.parentNode;if(!g||!g.ownerDocument||g===b||g.nodeType===11)break}}c=c.length>1?f.unique(c):c;return this.pushStack(c,"closest",a)},index:function(a){if(!a)return this[0]&&this[0].parentNode?this.prevAll().length:-1;if(typeof a=="string")return f.inArray(this[0],f(a));return f.inArray(a.jquery?a[0]:a,this)},add:function(a,b){var c=typeof a=="string"?f(a,b):f.makeArray(a&&a.nodeType?[a]:a),d=f.merge(this.get(),c);return this.pushStack(S(c[0])||S(d[0])?d:f.unique(d))},andSelf:function(){return this.add(this.prevObject)}}),f.each({parent:function(a){var b=a.parentNode;return b&&b.nodeType!==11?b:null},parents:function(a){return f.dir(a,"parentNode")},parentsUntil:function(a,b,c){return f.dir(a,"parentNode",c)},next:function(a){return f.nth(a,2,"nextSibling")},prev:function(a){return f.nth(a,2,"previousSibling")},nextAll:function(a){return f.dir(a,"nextSibling")},prevAll:function(a){return f.dir(a,"previousSibling")},nextUntil:function(a,b,c){return f.dir(a,"nextSibling",c)},prevUntil:function(a,b,c){return f.dir(a,"previousSibling",c)},siblings:function(a){return f.sibling(a.parentNode.firstChild,a)},children:function(a){return f.sibling(a.firstChild)},contents:function(a){return f.nodeName(a,"iframe")?a.contentDocument||a.contentWindow.document:f.makeArray(a.childNodes)}},function(a,b){f.fn[a]=function(c,d){var e=f.map(this,b,c);L.test(a)||(d=c),d&&typeof d=="string"&&(e=f.filter(d,e)),e=this.length>1&&!R[a]?f.unique(e):e,(this.length>1||N.test(d))&&M.test(a)&&(e=e.reverse());return this.pushStack(e,a,P.call(arguments).join(","))}}),f.extend({filter:function(a,b,c){c&&(a=":not("+a+")");return b.length===1?f.find.matchesSelector(b[0],a)?[b[0]]:[]:f.find.matches(a,b)},dir:function(a,c,d){var e=[],g=a[c];while(g&&g.nodeType!==9&&(d===b||g.nodeType!==1||!f(g).is(d)))g.nodeType===1&&e.push(g),g=g[c];return e},nth:function(a,b,c,d){b=b||1;var e=0;for(;a;a=a[c])if(a.nodeType===1&&++e===b)break;return a},sibling:function(a,b){var c=[];for(;a;a=a.nextSibling)a.nodeType===1&&a!==b&&c.push(a);return c}});var V="abbr|article|aside|audio|canvas|datalist|details|figcaption|figure|footer|header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",W=/ jQuery\d+="(?:\d+|null)"/g,X=/^\s+/,Y=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/ig,Z=/<([\w:]+)/,$=/<tbody/i,_=/<|&#?\w+;/,ba=/<(?:script|style)/i,bb=/<(?:script|object|embed|option|style)/i,bc=new RegExp("<(?:"+V+")","i"),bd=/checked\s*(?:[^=]|=\s*.checked.)/i,be=/\/(java|ecma)script/i,bf=/^\s*<!(?:\[CDATA\[|\-\-)/,bg={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],area:[1,"<map>","</map>"],_default:[0,"",""]},bh=U(c);bg.optgroup=bg.option,bg.tbody=bg.tfoot=bg.colgroup=bg.caption=bg.thead,bg.th=bg.td,f.support.htmlSerialize||(bg._default=[1,"div<div>","</div>"]),f.fn.extend({text:function(a){if(f.isFunction(a))return this.each(function(b){var c=f(this);c.text(a.call(this,b,c.text()))});if(typeof a!="object"&&a!==b)return this.empty().append((this[0]&&this[0].ownerDocument||c).createTextNode(a));return f.text(this)},wrapAll:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapAll(a.call(this,b))});if(this[0]){var b=f(a,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&b.insertBefore(this[0]),b.map(function(){var a=this;while(a.firstChild&&a.firstChild.nodeType===1)a=a.firstChild;return a}).append(this)}return this},wrapInner:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapInner(a.call(this,b))});return this.each(function(){var b=f(this),c=b.contents();c.length?c.wrapAll(a):b.append(a)})},wrap:function(a){var b=f.isFunction(a);return this.each(function(c){f(this).wrapAll(b?a.call(this,c):a)})},unwrap:function(){return this.parent().each(function(){f.nodeName(this,"body")||f(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.appendChild(a)})},prepend:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.insertBefore(a,this.firstChild)})},before:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this)});if(arguments.length){var a=f.clean(arguments);a.push.apply(a,this.toArray());return this.pushStack(a,"before",arguments)}},after:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this.nextSibling)});if(arguments.length){var a=this.pushStack(this,"after",arguments);a.push.apply(a,f.clean(arguments));return a}},remove:function(a,b){for(var c=0,d;(d=this[c])!=null;c++)if(!a||f.filter(a,[d]).length)!b&&d.nodeType===1&&(f.cleanData(d.getElementsByTagName("*")),f.cleanData([d])),d.parentNode&&d.parentNode.removeChild(d);return this},empty:function()
{for(var a=0,b;(b=this[a])!=null;a++){b.nodeType===1&&f.cleanData(b.getElementsByTagName("*"));while(b.firstChild)b.removeChild(b.firstChild)}return this},clone:function(a,b){a=a==null?!1:a,b=b==null?a:b;return this.map(function(){return f.clone(this,a,b)})},html:function(a){if(a===b)return this[0]&&this[0].nodeType===1?this[0].innerHTML.replace(W,""):null;if(typeof a=="string"&&!ba.test(a)&&(f.support.leadingWhitespace||!X.test(a))&&!bg[(Z.exec(a)||["",""])[1].toLowerCase()]){a=a.replace(Y,"<$1></$2>");try{for(var c=0,d=this.length;c<d;c++)this[c].nodeType===1&&(f.cleanData(this[c].getElementsByTagName("*")),this[c].innerHTML=a)}catch(e){this.empty().append(a)}}else f.isFunction(a)?this.each(function(b){var c=f(this);c.html(a.call(this,b,c.html()))}):this.empty().append(a);return this},replaceWith:function(a){if(this[0]&&this[0].parentNode){if(f.isFunction(a))return this.each(function(b){var c=f(this),d=c.html();c.replaceWith(a.call(this,b,d))});typeof a!="string"&&(a=f(a).detach());return this.each(function(){var b=this.nextSibling,c=this.parentNode;f(this).remove(),b?f(b).before(a):f(c).append(a)})}return this.length?this.pushStack(f(f.isFunction(a)?a():a),"replaceWith",a):this},detach:function(a){return this.remove(a,!0)},domManip:function(a,c,d){var e,g,h,i,j=a[0],k=[];if(!f.support.checkClone&&arguments.length===3&&typeof j=="string"&&bd.test(j))return this.each(function(){f(this).domManip(a,c,d,!0)});if(f.isFunction(j))return this.each(function(e){var g=f(this);a[0]=j.call(this,e,c?g.html():b),g.domManip(a,c,d)});if(this[0]){i=j&&j.parentNode,f.support.parentNode&&i&&i.nodeType===11&&i.childNodes.length===this.length?e={fragment:i}:e=f.buildFragment(a,this,k),h=e.fragment,h.childNodes.length===1?g=h=h.firstChild:g=h.firstChild;if(g){c=c&&f.nodeName(g,"tr");for(var l=0,m=this.length,n=m-1;l<m;l++)d.call(c?bi(this[l],g):this[l],e.cacheable||m>1&&l<n?f.clone(h,!0,!0):h)}k.length&&f.each(k,bp)}return this}}),f.buildFragment=function(a,b,d){var e,g,h,i,j=a[0];b&&b[0]&&(i=b[0].ownerDocument||b[0]),i.createDocumentFragment||(i=c),a.length===1&&typeof j=="string"&&j.length<512&&i===c&&j.charAt(0)==="<"&&!bb.test(j)&&(f.support.checkClone||!bd.test(j))&&(f.support.html5Clone||!bc.test(j))&&(g=!0,h=f.fragments[j],h&&h!==1&&(e=h)),e||(e=i.createDocumentFragment(),f.clean(a,i,e,d)),g&&(f.fragments[j]=h?e:1);return{fragment:e,cacheable:g}},f.fragments={},f.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(a,b){f.fn[a]=function(c){var d=[],e=f(c),g=this.length===1&&this[0].parentNode;if(g&&g.nodeType===11&&g.childNodes.length===1&&e.length===1){e[b](this[0]);return this}for(var h=0,i=e.length;h<i;h++){var j=(h>0?this.clone(!0):this).get();f(e[h])[b](j),d=d.concat(j)}return this.pushStack(d,a,e.selector)}}),f.extend({clone:function(a,b,c){var d,e,g,h=f.support.html5Clone||!bc.test("<"+a.nodeName)?a.cloneNode(!0):bo(a);if((!f.support.noCloneEvent||!f.support.noCloneChecked)&&(a.nodeType===1||a.nodeType===11)&&!f.isXMLDoc(a)){bk(a,h),d=bl(a),e=bl(h);for(g=0;d[g];++g)e[g]&&bk(d[g],e[g])}if(b){bj(a,h);if(c){d=bl(a),e=bl(h);for(g=0;d[g];++g)bj(d[g],e[g])}}d=e=null;return h},clean:function(a,b,d,e){var g;b=b||c,typeof b.createElement=="undefined"&&(b=b.ownerDocument||b[0]&&b[0].ownerDocument||c);var h=[],i;for(var j=0,k;(k=a[j])!=null;j++){typeof k=="number"&&(k+="");if(!k)continue;if(typeof k=="string")if(!_.test(k))k=b.createTextNode(k);else{k=k.replace(Y,"<$1></$2>");var l=(Z.exec(k)||["",""])[1].toLowerCase(),m=bg[l]||bg._default,n=m[0],o=b.createElement("div");b===c?bh.appendChild(o):U(b).appendChild(o),o.innerHTML=m[1]+k+m[2];while(n--)o=o.lastChild;if(!f.support.tbody){var p=$.test(k),q=l==="table"&&!p?o.firstChild&&o.firstChild.childNodes:m[1]==="<table>"&&!p?o.childNodes:[];for(i=q.length-1;i>=0;--i)f.nodeName(q[i],"tbody")&&!q[i].childNodes.length&&q[i].parentNode.removeChild(q[i])}!f.support.leadingWhitespace&&X.test(k)&&o.insertBefore(b.createTextNode(X.exec(k)[0]),o.firstChild),k=o.childNodes}var r;if(!f.support.appendChecked)if(k[0]&&typeof (r=k.length)=="number")for(i=0;i<r;i++)bn(k[i]);else bn(k);k.nodeType?h.push(k):h=f.merge(h,k)}if(d){g=function(a){return!a.type||be.test(a.type)};for(j=0;h[j];j++)if(e&&f.nodeName(h[j],"script")&&(!h[j].type||h[j].type.toLowerCase()==="text/javascript"))e.push(h[j].parentNode?h[j].parentNode.removeChild(h[j]):h[j]);else{if(h[j].nodeType===1){var s=f.grep(h[j].getElementsByTagName("script"),g);h.splice.apply(h,[j+1,0].concat(s))}d.appendChild(h[j])}}return h},cleanData:function(a){var b,c,d=f.cache,e=f.event.special,g=f.support.deleteExpando;for(var h=0,i;(i=a[h])!=null;h++){if(i.nodeName&&f.noData[i.nodeName.toLowerCase()])continue;c=i[f.expando];if(c){b=d[c];if(b&&b.events){for(var j in b.events)e[j]?f.event.remove(i,j):f.removeEvent(i,j,b.handle);b.handle&&(b.handle.elem=null)}g?delete i[f.expando]:i.removeAttribute&&i.removeAttribute(f.expando),delete d[c]}}}});var bq=/alpha\([^)]*\)/i,br=/opacity=([^)]*)/,bs=/([A-Z]|^ms)/g,bt=/^-?\d+(?:px)?$/i,bu=/^-?\d/,bv=/^([\-+])=([\-+.\de]+)/,bw={position:"absolute",visibility:"hidden",display:"block"},bx=["Left","Right"],by=["Top","Bottom"],bz,bA,bB;f.fn.css=function(a,c){if(arguments.length===2&&c===b)return this;return f.access(this,a,c,!0,function(a,c,d){return d!==b?f.style(a,c,d):f.css(a,c)})},f.extend({cssHooks:{opacity:{get:function(a,b){if(b){var c=bz(a,"opacity","opacity");return c===""?"1":c}return a.style.opacity}}},cssNumber:{fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":f.support.cssFloat?"cssFloat":"styleFloat"},style:function(a,c,d,e){if(!!a&&a.nodeType!==3&&a.nodeType!==8&&!!a.style){var g,h,i=f.camelCase(c),j=a.style,k=f.cssHooks[i];c=f.cssProps[i]||i;if(d===b){if(k&&"get"in k&&(g=k.get(a,!1,e))!==b)return g;return j[c]}h=typeof d,h==="string"&&(g=bv.exec(d))&&(d=+(g[1]+1)*+g[2]+parseFloat(f.css(a,c)),h="number");if(d==null||h==="number"&&isNaN(d))return;h==="number"&&!f.cssNumber[i]&&(d+="px");if(!k||!("set"in k)||(d=k.set(a,d))!==b)try{j[c]=d}catch(l){}}},css:function(a,c,d){var e,g;c=f.camelCase(c),g=f.cssHooks[c],c=f.cssProps[c]||c,c==="cssFloat"&&(c="float");if(g&&"get"in g&&(e=g.get(a,!0,d))!==b)return e;if(bz)return bz(a,c)},swap:function(a,b,c){var d={};for(var e in b)d[e]=a.style[e],a.style[e]=b[e];c.call(a);for(e in b)a.style[e]=d[e]}}),f.curCSS=f.css,f.each(["height","width"],function(a,b){f.cssHooks[b]={get:function(a,c,d){var e;if(c){if(a.offsetWidth!==0)return bC(a,b,d);f.swap(a,bw,function(){e=bC(a,b,d)});return e}},set:function(a,b){if(!bt.test(b))return b;b=parseFloat(b);if(b>=0)return b+"px"}}}),f.support.opacity||(f.cssHooks.opacity={get:function(a,b){return br.test((b&&a.currentStyle?a.currentStyle.filter:a.style.filter)||"")?parseFloat(RegExp.$1)/100+"":b?"1":""},set:function(a,b){var c=a.style,d=a.currentStyle,e=f.isNumeric(b)?"alpha(opacity="+b*100+")":"",g=d&&d.filter||c.filter||"";c.zoom=1;if(b>=1&&f.trim(g.replace(bq,""))===""){c.removeAttribute("filter");if(d&&!d.filter)return}c.filter=bq.test(g)?g.replace(bq,e):g+" "+e}}),f(function(){f.support.reliableMarginRight||(f.cssHooks.marginRight={get:function(a,b){var c;f.swap(a,{display:"inline-block"},function(){b?c=bz(a,"margin-right","marginRight"):c=a.style.marginRight});return c}})}),c.defaultView&&c.defaultView.getComputedStyle&&(bA=function(a,b){var c,d,e;b=b.replace(bs,"-$1").toLowerCase(),(d=a.ownerDocument.defaultView)&&(e=d.getComputedStyle(a,null))&&(c=e.getPropertyValue(b),c===""&&!f.contains(a.ownerDocument.documentElement,a)&&(c=f.style(a,b)));return c}),c.documentElement.currentStyle&&(bB=function(a,b){var c,d,e,f=a.currentStyle&&a.currentStyle[b],g=a.style;f===null&&g&&(e=g[b])&&(f=e),!bt.test(f)&&bu.test(f)&&(c=g.left,d=a.runtimeStyle&&a.runtimeStyle.left,d&&(a.runtimeStyle.left=a.currentStyle.left),g.left=b==="fontSize"?"1em":f||0,f=g.pixelLeft+"px",g.left=c,d&&(a.runtimeStyle.left=d));return f===""?"auto":f}),bz=bA||bB,f.expr&&f.expr.filters&&(f.expr.filters.hidden=function(a){var b=a.offsetWidth,c=a.offsetHeight;return b===0&&c===0||!f.support.reliableHiddenOffsets&&(a.style&&a.style.display||f.css(a,"display"))==="none"},f.expr.filters.visible=function(a){return!f.expr.filters.hidden(a)});var bD=/%20/g,bE=/\[\]$/,bF=/\r?\n/g,bG=/#.*$/,bH=/^(.*?):[ \t]*([^\r\n]*)\r?$/mg,bI=/^(?:color|date|datetime|datetime-local|email|hidden|month|number|password|range|search|tel|text|time|url|week)$/i,bJ=/^(?:about|app|app\-storage|.+\-extension|file|res|widget):$/,bK=/^(?:GET|HEAD)$/,bL=/^\/\//,bM=/\?/,bN=/<script\b[^<]*(?:(?!<\/script>)<[^<]*)*<\/script>/gi,bO=/^(?:select|textarea)/i,bP=/\s+/,bQ=/([?&])_=[^&]*/,bR=/^([\w\+\.\-]+:)(?:\/\/([^\/?#:]*)(?::(\d+))?)?/,bS=f.fn.load,bT={},bU={},bV,bW,bX=["*/"]+["*"];try{bV=e.href}catch(bY){bV=c.createElement("a"),bV.href="",bV=bV.href}bW=bR.exec(bV.toLowerCase())||[],f.fn.extend({load:function(a,c,d){if(typeof a!="string"&&bS)return bS.apply(this,arguments);if(!this.length)return this;var e=a.indexOf(" ");if(e>=0){var g=a.slice(e,a.length);a=a.slice(0,e)}var h="GET";c&&(f.isFunction(c)?(d=c,c=b):typeof c=="object"&&(c=f.param(c,f.ajaxSettings.traditional),h="POST"));var i=this;f.ajax({url:a,type:h,dataType:"html",data:c,complete:function(a,b,c){c=a.responseText,a.isResolved()&&(a.done(function(a){c=a}),i.html(g?f("<div>").append(c.replace(bN,"")).find(g):c)),d&&i.each(d,[c,b,a])}});return this},serialize:function(){return f.param(this.serializeArray())},serializeArray:function(){return this.map(function(){return this.elements?f.makeArray(this.elements):this}).filter(function(){return this.name&&!this.disabled&&(this.checked||bO.test(this.nodeName)||bI.test(this.type))}).map(function(a,b){var c=f(this).val();return c==null?null:f.isArray(c)?f.map(c,function(a,c){return{name:b.name,value:a.replace(bF,"\r\n")}}):{name:b.name,value:c.replace(bF,"\r\n")}}).get()}}),f.each("ajaxStart ajaxStop ajaxComplete ajaxError ajaxSuccess ajaxSend".split(" "),function(a,b){f.fn[b]=function(a){return this.on(b,a)}}),f.each(["get","post"],function(a,c){f[c]=function(a,d,e,g){f.isFunction(d)&&(g=g||e,e=d,d=b);return f.ajax({type:c,url:a,data:d,success:e,dataType:g})}}),f.extend({getScript:function(a,c){return f.get(a,b,c,"script")},getJSON:function(a,b,c){return f.get(a,b,c,"json")},ajaxSetup:function(a,b){b?b_(a,f.ajaxSettings):(b=a,a=f.ajaxSettings),b_(a,b);return a},ajaxSettings:{url:bV,isLocal:bJ.test(bW[1]),global:!0,type:"GET",contentType:"application/x-www-form-urlencoded",processData:!0,async:!0,accepts:{xml:"application/xml, text/xml",html:"text/html",text:"text/plain",json:"application/json, text/javascript","*":bX},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":a.String,"text html":!0,"text json":f.parseJSON,"text xml":f.parseXML},flatOptions:{context:!0,url:!0}},ajaxPrefilter:bZ(bT),ajaxTransport:bZ(bU),ajax:function(a,c){function w(a,c,l,m){if(s!==2){s=2,q&&clearTimeout(q),p=b,n=m||"",v.readyState=a>0?4:0;var o,r,u,w=c,x=l?cb(d,v,l):b,y,z;if(a>=200&&a<300||a===304){if(d.ifModified){if(y=v.getResponseHeader("Last-Modified"))f.lastModified[k]=y;if(z=v.getResponseHeader("Etag"))f.etag[k]=z}if(a===304)w="notmodified",o=!0;else try{r=cc(d,x),w="success",o=!0}catch(A){w="parsererror",u=A}}else{u=w;if(!w||a)w="error",a<0&&(a=0)}v.status=a,v.statusText=""+(c||w),o?h.resolveWith(e,[r,w,v]):h.rejectWith(e,[v,w,u]),v.statusCode(j),j=b,t&&g.trigger("ajax"+(o?"Success":"Error"),[v,d,o?r:u]),i.fireWith(e,[v,w]),t&&(g.trigger("ajaxComplete",[v,d]),--f.active||f.event.trigger("ajaxStop"))}}typeof a=="object"&&(c=a,a=b),c=c||{};var d=f.ajaxSetup({},c),e=d.context||d,g=e!==d&&(e.nodeType||e instanceof f)?f(e):f.event,h=f.Deferred(),i=f.Callbacks("once memory"),j=d.statusCode||{},k,l={},m={},n,o,p,q,r,s=0,t,u,v={readyState:0,setRequestHeader:function(a,b){if(!s){var c=a.toLowerCase();a=m[c]=m[c]||a,l[a]=b}return this},getAllResponseHeaders:function(){return s===2?n:null},getResponseHeader:function(a){var c;if(s===2){if(!o){o={};while(c=bH.exec(n))o[c[1].toLowerCase()]=c[2]}c=o[a.toLowerCase()]}return c===b?null:c},overrideMimeType:function(a){s||(d.mimeType=a);return this},abort:function(a){a=a||"abort",p&&p.abort(a),w(0,a);return this}};h.promise(v),v.success=v.done,v.error=v.fail,v.complete=i.add,v.statusCode=function(a){if(a){var b;if(s<2)for(b in a)j[b]=[j[b],a[b]];else b=a[v.status],v.then(b,b)}return this},d.url=((a||d.url)+"").replace(bG,"").replace(bL,bW[1]+"//"),d.dataTypes=f.trim(d.dataType||"*").toLowerCase().split(bP),d.crossDomain==null&&(r=bR.exec(d.url.toLowerCase()),d.crossDomain=!(!r||r[1]==bW[1]&&r[2]==bW[2]&&(r[3]||(r[1]==="http:"?80:443))==(bW[3]||(bW[1]==="http:"?80:443)))),d.data&&d.processData&&typeof d.data!="string"&&(d.data=f.param(d.data,d.traditional)),b$(bT,d,c,v);if(s===2)return!1;t=d.global,d.type=d.type.toUpperCase(),d.hasContent=!bK.test(d.type),t&&f.active++===0&&f.event.trigger("ajaxStart");if(!d.hasContent){d.data&&(d.url+=(bM.test(d.url)?"&":"?")+d.data,delete d.data),k=d.url;if(d.cache===!1){var x=f.now(),y=d.url.replace(bQ,"$1_="+x);d.url=y+(y===d.url?(bM.test(d.url)?"&":"?")+"_="+x:"")}}(d.data&&d.hasContent&&d.contentType!==!1||c.contentType)&&v.setRequestHeader("Content-Type",d.contentType),d.ifModified&&(k=k||d.url,f.lastModified[k]&&v.setRequestHeader("If-Modified-Since",f.lastModified[k]),f.etag[k]&&v.setRequestHeader("If-None-Match",f.etag[k])),v.setRequestHeader("Accept",d.dataTypes[0]&&d.accepts[d.dataTypes[0]]?d.accepts[d.dataTypes[0]]+(d.dataTypes[0]!=="*"?", "+bX+"; q=0.01":""):d.accepts["*"]);for(u in d.headers)v.setRequestHeader(u,d.headers[u]);if(d.beforeSend&&(d.beforeSend.call(e,v,d)===!1||s===2)){v.abort();return!1}for(u in{success:1,error:1,complete:1})v[u](d[u]);p=b$(bU,d,c,v);if(!p)w(-1,"No Transport");else{v.readyState=1,t&&g.trigger("ajaxSend",[v,d]),d.async&&d.timeout>0&&(q=setTimeout(function(){v.abort("timeout")},d.timeout));try{s=1,p.send(l,w)}catch(z){if(s<2)w(-1,z);else throw z}}return v},param:function(a,c){var d=[],e=function(a,b){b=f.isFunction(b)?b():b,d[d.length]=encodeURIComponent(a)+"="+encodeURIComponent(b)};c===b&&(c=f.ajaxSettings.traditional);if(f.isArray(a)||a.jquery&&!f.isPlainObject(a))f.each(a,function(){e(this.name,this.value)});else for(var g in a)ca(g,a[g],c,e);return d.join("&").replace(bD,"+")}}),f.extend({active:0,lastModified:{},etag:{}});var cd=f.now(),ce=/(\=)\?(&|$)|\?\?/i;f.ajaxSetup({jsonp:"callback",jsonpCallback:function(){return f.expando+"_"+cd++}}),f.ajaxPrefilter("json jsonp",function(b,c,d){var e=b.contentType==="application/x-www-form-urlencoded"&&typeof b.data=="string";if(b.dataTypes[0]==="jsonp"||b.jsonp!==!1&&(ce.test(b.url)||e&&ce.test(b.data))){var g,h=b.jsonpCallback=f.isFunction(b.jsonpCallback)?b.jsonpCallback():b.jsonpCallback,i=a[h],j=b.url,k=b.data,l="$1"+h+"$2";b.jsonp!==!1&&(j=j.replace(ce,l),b.url===j&&(e&&(k=k.replace(ce,l)),b.data===k&&(j+=(/\?/.test(j)?"&":"?")+b.jsonp+"="+h))),b.url=j,b.data=k,a[h]=function(a){g=[a]},d.always(function(){a[h]=i,g&&f.isFunction(i)&&a[h](g[0])}),b.converters["script json"]=function(){g||f.error(h+" was not called");return g[0]},b.dataTypes[0]="json";return"script"}}),f.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/javascript|ecmascript/},converters:{"text script":function(a){f.globalEval(a);return a}}}),f.ajaxPrefilter("script",function(a){a.cache===b&&(a.cache=!1),a.crossDomain&&(a.type="GET",a.global=!1)}),f.ajaxTransport("script",function(a){if(a.crossDomain){var d,e=c.head||c.getElementsByTagName("head")[0]||c.documentElement;return{send:function(f,g){d=c.createElement("script"),d.async="async",a.scriptCharset&&(d.charset=a.scriptCharset),d.src=a.url,d.onload=d.onreadystatechange=function(a,c){if(c||!d.readyState||/loaded|complete/.test(d.readyState))d.onload=d.onreadystatechange=null,e&&d.parentNode&&e.removeChild(d),d=b,c||g(200,"success")},e.insertBefore(d,e.firstChild)},abort:function(){d&&d.onload(0,1)}}}});var cf=a.ActiveXObject?function(){for(var a in ch)ch[a](0,1)}:!1,cg=0,ch;f.ajaxSettings.xhr=a.ActiveXObject?function(){return!this.isLocal&&ci()||cj()}:ci,function(a){f.extend(f.support,{ajax:!!a,cors:!!a&&"withCredentials"in a})}(f.ajaxSettings.xhr()),f.support.ajax&&f.ajaxTransport(function(c){if(!c.crossDomain||f.support.cors){var d;return{send:function(e,g){var h=c.xhr(),i,j;c.username?h.open(c.type,c.url,c.async,c.username,c.password):h.open(c.type,c.url,c.async);if(c.xhrFields)for(j in c.xhrFields)h[j]=c.xhrFields[j];c.mimeType&&h.overrideMimeType&&h.overrideMimeType(c.mimeType),!c.crossDomain&&!e["X-Requested-With"]&&(e["X-Requested-With"]="XMLHttpRequest");try{for(j in e)h.setRequestHeader(j,e[j])}catch(k){}h.send(c.hasContent&&c.data||null),d=function(a,e){var j,k,l,m,n;try{if(d&&(e||h.readyState===4)){d=b,i&&(h.onreadystatechange=f.noop,cf&&delete ch[i]);if(e)h.readyState!==4&&h.abort();else{j=h.status,l=h.getAllResponseHeaders(),m={},n=h.responseXML,n&&n.documentElement&&(m.xml=n),m.text=h.responseText;try{k=h.statusText}catch(o){k=""}!j&&c.isLocal&&!c.crossDomain?j=m.text?200:404:j===1223&&(j=204)}}}catch(p){e||g(-1,p)}m&&g(j,k,m,l)},!c.async||h.readyState===4?d():(i=++cg,cf&&(ch||(ch={},f(a).unload(cf)),ch[i]=d),h.onreadystatechange=d)},abort:function(){d&&d(0,1)}}}});var ck={},cl,cm,cn=/^(?:toggle|show|hide)$/,co=/^([+\-]=)?([\d+.\-]+)([a-z%]*)$/i,cp,cq=[["height","marginTop","marginBottom","paddingTop","paddingBottom"],["width","marginLeft","marginRight","paddingLeft","paddingRight"],["opacity"]],cr;f.fn.extend({show:function(a,b,c){var d,e;if(a||a===0)return this.animate(cu("show",3),a,b,c);for(var g=0,h=this.length;g<h;g++)d=this[g],d.style&&(e=d.style.display,!f._data(d,"olddisplay")&&e==="none"&&(e=d.style.display=""),e===""&&f.css(d,"display")==="none"&&f._data(d,"olddisplay",cv(d.nodeName)));for(g=0;g<h;g++){d=this[g];if(d.style){e=d.style.display;if(e===""||e==="none")d.style.display=f._data(d,"olddisplay")||""}}return this},hide:function(a,b,c){if(a||a===0)return this.animate(cu("hide",3),a,b,c);var d,e,g=0,h=this.length;for(;g<h;g++)d=this[g],d.style&&(e=f.css(d,"display"),e!=="none"&&!f._data(d,"olddisplay")&&f._data(d,"olddisplay",e));for(g=0;g<h;g++)this[g].style&&(this[g].style.display="none");return this},_toggle:f.fn.toggle,toggle:function(a,b,c){var d=typeof a=="boolean";f.isFunction(a)&&f.isFunction(b)?this._toggle.apply(this,arguments):a==null||d?this.each(function(){var b=d?a:f(this).is(":hidden");f(this)[b?"show":"hide"]()}):this.animate(cu("toggle",3),a,b,c);return this},fadeTo:function(a,b,c,d){return this.filter(":hidden").css("opacity",0).show().end().animate({opacity:b},a,c,d)},animate:function(a,b,c,d){function g(){e.queue===!1&&f._mark(this);var b=f.extend({},e),c=this.nodeType===1,d=c&&f(this).is(":hidden"),g,h,i,j,k,l,m,n,o;b.animatedProperties={};for(i in a){g=f.camelCase(i),i!==g&&(a[g]=a[i],delete a[i]),h=a[g],f.isArray(h)?(b.animatedProperties[g]=h[1],h=a[g]=h[0]):b.animatedProperties[g]=b.specialEasing&&b.specialEasing[g]||b.easing||"swing";if(h==="hide"&&d||h==="show"&&!d)return b.complete.call(this);c&&(g==="height"||g==="width")&&(b.overflow=[this.style.overflow,this.style.overflowX,this.style.overflowY],f.css(this,"display")==="inline"&&f.css(this,"float")==="none"&&(!f.support.inlineBlockNeedsLayout||cv(this.nodeName)==="inline"?this.style.display="inline-block":this.style.zoom=1))}b.overflow!=null&&(this.style.overflow="hidden");for(i in a)j=new f.fx(this,b,i),h=a[i],cn.test(h)?(o=f._data(this,"toggle"+i)||(h==="toggle"?d?"show":"hide":0),o?(f._data(this,"toggle"+i,o==="show"?"hide":"show"),j[o]()):j[h]()):(k=co.exec(h),l=j.cur(),k?(m=parseFloat(k[2]),n=k[3]||(f.cssNumber[i]?"":"px"),n!=="px"&&(f.style(this,i,(m||1)+n),l=(m||1)/j.cur()*l,f.style(this,i,l+n)),k[1]&&(m=(k[1]==="-="?-1:1)*m+l),j.custom(l,m,n)):j.custom(l,h,""));return!0}var e=f.speed(b,c,d);if(f.isEmptyObject(a))return this.each(e.complete,[!1]);a=f.extend({},a);return e.queue===!1?this.each(g):this.queue(e.queue,g)},stop:function(a,c,d){typeof a!="string"&&(d=c,c=a,a=b),c&&a!==!1&&this.queue(a||"fx",[]);return this.each(function(){function h(a,b,c){var e=b[c];f.removeData(a,c,!0),e.stop(d)}var b,c=!1,e=f.timers,g=f._data(this);d||f._unmark(!0,this);if(a==null)for(b in g)g[b]&&g[b].stop&&b.indexOf(".run")===b.length-4&&h(this,g,b);else g[b=a+".run"]&&g[b].stop&&h(this,g,b);for(b=e.length;b--;)e[b].elem===this&&(a==null||e[b].queue===a)&&(d?e[b](!0):e[b].saveState(),c=!0,e.splice(b,1));(!d||!c)&&f.dequeue(this,a)})}}),f.each({slideDown:cu("show",1),slideUp:cu("hide",1),slideToggle:cu("toggle",1),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(a,b){f.fn[a]=function(a,c,d){return this.animate(b,a,c,d)}}),f.extend({speed:function(a,b,c){var d=a&&typeof a=="object"?f.extend({},a):{complete:c||!c&&b||f.isFunction(a)&&a,duration:a,easing:c&&b||b&&!f.isFunction(b)&&b};d.duration=f.fx.off?0:typeof d.duration=="number"?d.duration:d.duration in f.fx.speeds?f.fx.speeds[d.duration]:f.fx.speeds._default;if(d.queue==null||d.queue===!0)d.queue="fx";d.old=d.complete,d.complete=function(a){f.isFunction(d.old)&&d.old.call(this),d.queue?f.dequeue(this,d.queue):a!==!1&&f._unmark(this)};return d},easing:{linear:function(a,b,c,d){return c+d*a},swing:function(a,b,c,d){return(-Math.cos(a*Math.PI)/2+.5)*d+c}},timers:[],fx:function(a,b,c){this.options=b,this.elem=a,this.prop=c,b.orig=b.orig||{}}}),f.fx.prototype={update:function(){this.options.step&&this.options.step.call(this.elem,this.now,this),(f.fx.step[this.prop]||f.fx.step._default)(this)},cur:function(){if(this.elem[this.prop]!=null&&(!this.elem.style||this.elem.style[this.prop]==null))return this.elem[this.prop];var a,b=f.css(this.elem,this.prop);return isNaN(a=parseFloat(b))?!b||b==="auto"?0:b:a},custom:function(a,c,d){function h(a){return e.step(a)}var e=this,g=f.fx;this.startTime=cr||cs(),this.end=c,this.now=this.start=a,this.pos=this.state=0,this.unit=d||this.unit||(f.cssNumber[this.prop]?"":"px"),h.queue=this.options.queue,h.elem=this.elem,h.saveState=function(){e.options.hide&&f._data(e.elem,"fxshow"+e.prop)===b&&f._data(e.elem,"fxshow"+e.prop,e.start)},h()&&f.timers.push(h)&&!cp&&(cp=setInterval(g.tick,g.interval))},show:function(){var a=f._data(this.elem,"fxshow"+this.prop);this.options.orig[this.prop]=a||f.style(this.elem,this.prop),this.options.show=!0,a!==b?this.custom(this.cur(),a):this.custom(this.prop==="width"||this.prop==="height"?1:0,this.cur()),f(this.elem).show()},hide:function(){this.options.orig[this.prop]=f._data(this.elem,"fxshow"+this.prop)||f.style(this.elem,this.prop),this.options.hide=!0,this.custom(this.cur(),0)},step:function(a){var b,c,d,e=cr||cs(),g=!0,h=this.elem,i=this.options;if(a||e>=i.duration+this.startTime){this.now=this.end,this.pos=this.state=1,this.update(),i.animatedProperties[this.prop]=!0;for(b in i.animatedProperties)i.animatedProperties[b]!==!0&&(g=!1);if(g){i.overflow!=null&&!f.support.shrinkWrapBlocks&&f.each(["","X","Y"],function(a,b){h.style["overflow"+b]=i.overflow[a]}),i.hide&&f(h).hide();if(i.hide||i.show)for(b in i.animatedProperties)f.style(h,b,i.orig[b]),f.removeData(h,"fxshow"+b,!0),f.removeData(h,"toggle"+b,!0);d=i.complete,d&&(i.complete=!1,d.call(h))}return!1}i.duration==Infinity?this.now=e:(c=e-this.startTime,this.state=c/i.duration,this.pos=f.easing[i.animatedProperties[this.prop]](this.state,c,0,1,i.duration),this.now=this.start+(this.end-this.start)*this.pos),this.update();return!0}},f.extend(f.fx,{tick:function(){var a,b=f.timers,c=0;for(;c<b.length;c++)a=b[c],!a()&&b[c]===a&&b.splice(c--,1);b.length||f.fx.stop()},interval:13,stop:function(){clearInterval(cp),cp=null},speeds:{slow:600,fast:200,_default:400},step:{opacity:function(a){f.style(a.elem,"opacity",a.now)},_default:function(a){a.elem.style&&a.elem.style[a.prop]!=null?a.elem.style[a.prop]=a.now+a.unit:a.elem[a.prop]=a.now}}}),f.each(["width","height"],function(a,b){f.fx.step[b]=function(a){f.style(a.elem,b,Math.max(0,a.now)+a.unit)}}),f.expr&&f.expr.filters&&(f.expr.filters.animated=function(a){return f.grep(f.timers,function(b){return a===b.elem}).length});var cw=/^t(?:able|d|h)$/i,cx=/^(?:body|html)$/i;"getBoundingClientRect"in c.documentElement?f.fn.offset=function(a){var b=this[0],c;if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);try{c=b.getBoundingClientRect()}catch(d){}var e=b.ownerDocument,g=e.documentElement;if(!c||!f.contains(g,b))return c?{top:c.top,left:c.left}:{top:0,left:0};var h=e.body,i=cy(e),j=g.clientTop||h.clientTop||0,k=g.clientLeft||h.clientLeft||0,l=i.pageYOffset||f.support.boxModel&&g.scrollTop||h.scrollTop,m=i.pageXOffset||f.support.boxModel&&g.scrollLeft||h.scrollLeft,n=c.top+l-j,o=c.left+m-k;return{top:n,left:o}}:f.fn.offset=function(a){var b=this[0];if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);var c,d=b.offsetParent,e=b,g=b.ownerDocument,h=g.documentElement,i=g.body,j=g.defaultView,k=j?j.getComputedStyle(b,null):b.currentStyle,l=b.offsetTop,m=b.offsetLeft;while((b=b.parentNode)&&b!==i&&b!==h){if(f.support.fixedPosition&&k.position==="fixed")break;c=j?j.getComputedStyle(b,null):b.currentStyle,l-=b.scrollTop,m-=b.scrollLeft,b===d&&(l+=b.offsetTop,m+=b.offsetLeft,f.support.doesNotAddBorder&&(!f.support.doesAddBorderForTableAndCells||!cw.test(b.nodeName))&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),e=d,d=b.offsetParent),f.support.subtractsBorderForOverflowNotVisible&&c.overflow!=="visible"&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),k=c}if(k.position==="relative"||k.position==="static")l+=i.offsetTop,m+=i.offsetLeft;f.support.fixedPosition&&k.position==="fixed"&&(l+=Math.max(h.scrollTop,i.scrollTop),m+=Math.max(h.scrollLeft,i.scrollLeft));return{top:l,left:m}},f.offset={bodyOffset:function(a){var b=a.offsetTop,c=a.offsetLeft;f.support.doesNotIncludeMarginInBodyOffset&&(b+=parseFloat(f.css(a,"marginTop"))||0,c+=parseFloat(f.css(a,"marginLeft"))||0);return{top:b,left:c}},setOffset:function(a,b,c){var d=f.css(a,"position");d==="static"&&(a.style.position="relative");var e=f(a),g=e.offset(),h=f.css(a,"top"),i=f.css(a,"left"),j=(d==="absolute"||d==="fixed")&&f.inArray("auto",[h,i])>-1,k={},l={},m,n;j?(l=e.position(),m=l.top,n=l.left):(m=parseFloat(h)||0,n=parseFloat(i)||0),f.isFunction(b)&&(b=b.call(a,c,g)),b.top!=null&&(k.top=b.top-g.top+m),b.left!=null&&(k.left=b.left-g.left+n),"using"in b?b.using.call(a,k):e.css(k)}},f.fn.extend({position:function(){if(!this[0])return null;var a=this[0],b=this.offsetParent(),c=this.offset(),d=cx.test(b[0].nodeName)?{top:0,left:0}:b.offset();c.top-=parseFloat(f.css(a,"marginTop"))||0,c.left-=parseFloat(f.css(a,"marginLeft"))||0,d.top+=parseFloat(f.css(b[0],"borderTopWidth"))||0,d.left+=parseFloat(f.css(b[0],"borderLeftWidth"))||0;return{top:c.top-d.top,left:c.left-d.left}},offsetParent:function(){return this.map(function(){var a=this.offsetParent||c.body;while(a&&!cx.test(a.nodeName)&&f.css(a,"position")==="static")a=a.offsetParent;return a})}}),f.each(["Left","Top"],function(a,c){var d="scroll"+c;f.fn[d]=function(c){var e,g;if(c===b){e=this[0];if(!e)return null;g=cy(e);return g?"pageXOffset"in g?g[a?"pageYOffset":"pageXOffset"]:f.support.boxModel&&g.document.documentElement[d]||g.document.body[d]:e[d]}return this.each(function(){g=cy(this),g?g.scrollTo(a?f(g).scrollLeft():c,a?c:f(g).scrollTop()):this[d]=c})}}),f.each(["Height","Width"],function(a,c){var d=c.toLowerCase();f.fn["inner"+c]=function(){var a=this[0];return a?a.style?parseFloat(f.css(a,d,"padding")):this[d]():null},f.fn["outer"+c]=function(a){var b=this[0];return b?b.style?parseFloat(f.css(b,d,a?"margin":"border")):this[d]():null},f.fn[d]=function(a){var e=this[0];if(!e)return a==null?null:this;if(f.isFunction(a))return this.each(function(b){var c=f(this);c[d](a.call(this,b,c[d]()))});if(f.isWindow(e)){var g=e.document.documentElement["client"+c],h=e.document.body;return e.document.compatMode==="CSS1Compat"&&g||h&&h["client"+c]||g}if(e.nodeType===9)return Math.max(e.documentElement["client"+c],e.body["scroll"+c],e.documentElement["scroll"+c],e.body["offset"+c],e.documentElement["offset"+c]);if(a===b){var i=f.css(e,d),j=parseFloat(i);return f.isNumeric(j)?j:i}return this.css(d,typeof a=="string"?a:a+"px")}}),a.jQuery=a.$=f,typeof define=="function"&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return f})})(window);
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OEBPS/js/three.min.js
// threejs.org/license
'use strict';var THREE={REVISION:"73"};"function"===typeof define&&define.amd?define("three",THREE):"undefined"!==typeof exports&&"undefined"!==typeof module&&(module.exports=THREE);
void 0!==self.requestAnimationFrame&&void 0!==self.cancelAnimationFrame||function(){for(var a=0,b=["ms","moz","webkit","o"],c=0;c<b.length&&!self.requestAnimationFrame;++c)self.requestAnimationFrame=self[b[c]+"RequestAnimationFrame"],self.cancelAnimationFrame=self[b[c]+"CancelAnimationFrame"]||self[b[c]+"CancelRequestAnimationFrame"];void 0===self.requestAnimationFrame&&void 0!==self.setTimeout&&(self.requestAnimationFrame=function(b){var c=Date.now(),g=Math.max(0,16-(c-a)),f=self.setTimeout(function(){b(c+
g)},g);a=c+g;return f});void 0===self.cancelAnimationFrame&&void 0!==self.clearTimeout&&(self.cancelAnimationFrame=function(a){self.clearTimeout(a)})}();void 0===self.performance&&(self.performance={});void 0===self.performance.now&&function(){var a=Date.now();self.performance.now=function(){return Date.now()-a}}();void 0===Number.EPSILON&&(Number.EPSILON=Math.pow(2,-52));void 0===Math.sign&&(Math.sign=function(a){return 0>a?-1:0<a?1:+a});
void 0===Function.prototype.name&&void 0!==Object.defineProperty&&Object.defineProperty(Function.prototype,"name",{get:function(){return this.toString().match(/^\s*function\s*(\S*)\s*\(/)[1]}});THREE.MOUSE={LEFT:0,MIDDLE:1,RIGHT:2};THREE.CullFaceNone=0;THREE.CullFaceBack=1;THREE.CullFaceFront=2;THREE.CullFaceFrontBack=3;THREE.FrontFaceDirectionCW=0;THREE.FrontFaceDirectionCCW=1;THREE.BasicShadowMap=0;THREE.PCFShadowMap=1;THREE.PCFSoftShadowMap=2;THREE.FrontSide=0;THREE.BackSide=1;
THREE.DoubleSide=2;THREE.FlatShading=1;THREE.SmoothShading=2;THREE.NoColors=0;THREE.FaceColors=1;THREE.VertexColors=2;THREE.NoBlending=0;THREE.NormalBlending=1;THREE.AdditiveBlending=2;THREE.SubtractiveBlending=3;THREE.MultiplyBlending=4;THREE.CustomBlending=5;THREE.AddEquation=100;THREE.SubtractEquation=101;THREE.ReverseSubtractEquation=102;THREE.MinEquation=103;THREE.MaxEquation=104;THREE.ZeroFactor=200;THREE.OneFactor=201;THREE.SrcColorFactor=202;THREE.OneMinusSrcColorFactor=203;
THREE.SrcAlphaFactor=204;THREE.OneMinusSrcAlphaFactor=205;THREE.DstAlphaFactor=206;THREE.OneMinusDstAlphaFactor=207;THREE.DstColorFactor=208;THREE.OneMinusDstColorFactor=209;THREE.SrcAlphaSaturateFactor=210;THREE.NeverDepth=0;THREE.AlwaysDepth=1;THREE.LessDepth=2;THREE.LessEqualDepth=3;THREE.EqualDepth=4;THREE.GreaterEqualDepth=5;THREE.GreaterDepth=6;THREE.NotEqualDepth=7;THREE.MultiplyOperation=0;THREE.MixOperation=1;THREE.AddOperation=2;THREE.UVMapping=300;THREE.CubeReflectionMapping=301;
THREE.CubeRefractionMapping=302;THREE.EquirectangularReflectionMapping=303;THREE.EquirectangularRefractionMapping=304;THREE.SphericalReflectionMapping=305;THREE.RepeatWrapping=1E3;THREE.ClampToEdgeWrapping=1001;THREE.MirroredRepeatWrapping=1002;THREE.NearestFilter=1003;THREE.NearestMipMapNearestFilter=1004;THREE.NearestMipMapLinearFilter=1005;THREE.LinearFilter=1006;THREE.LinearMipMapNearestFilter=1007;THREE.LinearMipMapLinearFilter=1008;THREE.UnsignedByteType=1009;THREE.ByteType=1010;
THREE.ShortType=1011;THREE.UnsignedShortType=1012;THREE.IntType=1013;THREE.UnsignedIntType=1014;THREE.FloatType=1015;THREE.HalfFloatType=1025;THREE.UnsignedShort4444Type=1016;THREE.UnsignedShort5551Type=1017;THREE.UnsignedShort565Type=1018;THREE.AlphaFormat=1019;THREE.RGBFormat=1020;THREE.RGBAFormat=1021;THREE.LuminanceFormat=1022;THREE.LuminanceAlphaFormat=1023;THREE.RGBEFormat=THREE.RGBAFormat;THREE.RGB_S3TC_DXT1_Format=2001;THREE.RGBA_S3TC_DXT1_Format=2002;THREE.RGBA_S3TC_DXT3_Format=2003;
THREE.RGBA_S3TC_DXT5_Format=2004;THREE.RGB_PVRTC_4BPPV1_Format=2100;THREE.RGB_PVRTC_2BPPV1_Format=2101;THREE.RGBA_PVRTC_4BPPV1_Format=2102;THREE.RGBA_PVRTC_2BPPV1_Format=2103;THREE.LoopOnce=2200;THREE.LoopRepeat=2201;THREE.LoopPingPong=2202;
THREE.Projector=function(){console.error("THREE.Projector has been moved to /examples/js/renderers/Projector.js.");this.projectVector=function(a,b){console.warn("THREE.Projector: .projectVector() is now vector.project().");a.project(b)};this.unprojectVector=function(a,b){console.warn("THREE.Projector: .unprojectVector() is now vector.unproject().");a.unproject(b)};this.pickingRay=function(a,b){console.error("THREE.Projector: .pickingRay() is now raycaster.setFromCamera().")}};
THREE.CanvasRenderer=function(){console.error("THREE.CanvasRenderer has been moved to /examples/js/renderers/CanvasRenderer.js");this.domElement=document.createElement("canvas");this.clear=function(){};this.render=function(){};this.setClearColor=function(){};this.setSize=function(){}};THREE.Color=function(a){return 3===arguments.length?this.fromArray(arguments):this.set(a)};
THREE.Color.prototype={constructor:THREE.Color,r:1,g:1,b:1,set:function(a){a instanceof THREE.Color?this.copy(a):"number"===typeof a?this.setHex(a):"string"===typeof a&&this.setStyle(a);return this},setHex:function(a){a=Math.floor(a);this.r=(a>>16&255)/255;this.g=(a>>8&255)/255;this.b=(a&255)/255;return this},setRGB:function(a,b,c){this.r=a;this.g=b;this.b=c;return this},setHSL:function(){function a(a,c,d){0>d&&(d+=1);1<d&&(d-=1);return d<1/6?a+6*(c-a)*d:.5>d?c:d<2/3?a+6*(c-a)*(2/3-d):a}return function(b,
c,d){b=THREE.Math.euclideanModulo(b,1);c=THREE.Math.clamp(c,0,1);d=THREE.Math.clamp(d,0,1);0===c?this.r=this.g=this.b=d:(c=.5>=d?d*(1+c):d+c-d*c,d=2*d-c,this.r=a(d,c,b+1/3),this.g=a(d,c,b),this.b=a(d,c,b-1/3));return this}}(),setStyle:function(a){function b(b){void 0!==b&&1>parseFloat(b)&&console.warn("THREE.Color: Alpha component of "+a+" will be ignored.")}var c;if(c=/^((?:rgb|hsl)a?)\(\s*([^\)]*)\)/.exec(a)){var d=c[2];switch(c[1]){case "rgb":case "rgba":if(c=/^(\d+)\s*,\s*(\d+)\s*,\s*(\d+)\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec(d))return this.r=
Math.min(255,parseInt(c[1],10))/255,this.g=Math.min(255,parseInt(c[2],10))/255,this.b=Math.min(255,parseInt(c[3],10))/255,b(c[5]),this;if(c=/^(\d+)\%\s*,\s*(\d+)\%\s*,\s*(\d+)\%\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec(d))return this.r=Math.min(100,parseInt(c[1],10))/100,this.g=Math.min(100,parseInt(c[2],10))/100,this.b=Math.min(100,parseInt(c[3],10))/100,b(c[5]),this;break;case "hsl":case "hsla":if(c=/^([0-9]*\.?[0-9]+)\s*,\s*(\d+)\%\s*,\s*(\d+)\%\s*(,\s*([0-9]*\.?[0-9]+)\s*)?$/.exec(d)){var d=parseFloat(c[1])/
360,e=parseInt(c[2],10)/100,g=parseInt(c[3],10)/100;b(c[5]);return this.setHSL(d,e,g)}}}else if(c=/^\#([A-Fa-f0-9]+)$/.exec(a)){c=c[1];d=c.length;if(3===d)return this.r=parseInt(c.charAt(0)+c.charAt(0),16)/255,this.g=parseInt(c.charAt(1)+c.charAt(1),16)/255,this.b=parseInt(c.charAt(2)+c.charAt(2),16)/255,this;if(6===d)return this.r=parseInt(c.charAt(0)+c.charAt(1),16)/255,this.g=parseInt(c.charAt(2)+c.charAt(3),16)/255,this.b=parseInt(c.charAt(4)+c.charAt(5),16)/255,this}a&&0<a.length&&(c=THREE.ColorKeywords[a],
void 0!==c?this.setHex(c):console.warn("THREE.Color: Unknown color "+a));return this},clone:function(){return new this.constructor(this.r,this.g,this.b)},copy:function(a){this.r=a.r;this.g=a.g;this.b=a.b;return this},copyGammaToLinear:function(a,b){void 0===b&&(b=2);this.r=Math.pow(a.r,b);this.g=Math.pow(a.g,b);this.b=Math.pow(a.b,b);return this},copyLinearToGamma:function(a,b){void 0===b&&(b=2);var c=0<b?1/b:1;this.r=Math.pow(a.r,c);this.g=Math.pow(a.g,c);this.b=Math.pow(a.b,c);return this},convertGammaToLinear:function(){var a=
this.r,b=this.g,c=this.b;this.r=a*a;this.g=b*b;this.b=c*c;return this},convertLinearToGamma:function(){this.r=Math.sqrt(this.r);this.g=Math.sqrt(this.g);this.b=Math.sqrt(this.b);return this},getHex:function(){return 255*this.r<<16^255*this.g<<8^255*this.b<<0},getHexString:function(){return("000000"+this.getHex().toString(16)).slice(-6)},getHSL:function(a){a=a||{h:0,s:0,l:0};var b=this.r,c=this.g,d=this.b,e=Math.max(b,c,d),g=Math.min(b,c,d),f,h=(g+e)/2;if(g===e)g=f=0;else{var l=e-g,g=.5>=h?l/(e+g):
l/(2-e-g);switch(e){case b:f=(c-d)/l+(c<d?6:0);break;case c:f=(d-b)/l+2;break;case d:f=(b-c)/l+4}f/=6}a.h=f;a.s=g;a.l=h;return a},getStyle:function(){return"rgb("+(255*this.r|0)+","+(255*this.g|0)+","+(255*this.b|0)+")"},offsetHSL:function(a,b,c){var d=this.getHSL();d.h+=a;d.s+=b;d.l+=c;this.setHSL(d.h,d.s,d.l);return this},add:function(a){this.r+=a.r;this.g+=a.g;this.b+=a.b;return this},addColors:function(a,b){this.r=a.r+b.r;this.g=a.g+b.g;this.b=a.b+b.b;return this},addScalar:function(a){this.r+=
a;this.g+=a;this.b+=a;return this},multiply:function(a){this.r*=a.r;this.g*=a.g;this.b*=a.b;return this},multiplyScalar:function(a){this.r*=a;this.g*=a;this.b*=a;return this},lerp:function(a,b){this.r+=(a.r-this.r)*b;this.g+=(a.g-this.g)*b;this.b+=(a.b-this.b)*b;return this},equals:function(a){return a.r===this.r&&a.g===this.g&&a.b===this.b},fromArray:function(a,b){void 0===b&&(b=0);this.r=a[b];this.g=a[b+1];this.b=a[b+2];return this},toArray:function(a,b){void 0===a&&(a=[]);void 0===b&&(b=0);a[b]=
this.r;a[b+1]=this.g;a[b+2]=this.b;return a}};
THREE.ColorKeywords={aliceblue:15792383,antiquewhite:16444375,aqua:65535,aquamarine:8388564,azure:15794175,beige:16119260,bisque:16770244,black:0,blanchedalmond:16772045,blue:255,blueviolet:9055202,brown:10824234,burlywood:14596231,cadetblue:6266528,chartreuse:8388352,chocolate:13789470,coral:16744272,cornflowerblue:6591981,cornsilk:16775388,crimson:14423100,cyan:65535,darkblue:139,darkcyan:35723,darkgoldenrod:12092939,darkgray:11119017,darkgreen:25600,darkgrey:11119017,darkkhaki:12433259,darkmagenta:9109643,
darkolivegreen:5597999,darkorange:16747520,darkorchid:10040012,darkred:9109504,darksalmon:15308410,darkseagreen:9419919,darkslateblue:4734347,darkslategray:3100495,darkslategrey:3100495,darkturquoise:52945,darkviolet:9699539,deeppink:16716947,deepskyblue:49151,dimgray:6908265,dimgrey:6908265,dodgerblue:2003199,firebrick:11674146,floralwhite:16775920,forestgreen:2263842,fuchsia:16711935,gainsboro:14474460,ghostwhite:16316671,gold:16766720,goldenrod:14329120,gray:8421504,green:32768,greenyellow:11403055,
grey:8421504,honeydew:15794160,hotpink:16738740,indianred:13458524,indigo:4915330,ivory:16777200,khaki:15787660,lavender:15132410,lavenderblush:16773365,lawngreen:8190976,lemonchiffon:16775885,lightblue:11393254,lightcoral:15761536,lightcyan:14745599,lightgoldenrodyellow:16448210,lightgray:13882323,lightgreen:9498256,lightgrey:13882323,lightpink:16758465,lightsalmon:16752762,lightseagreen:2142890,lightskyblue:8900346,lightslategray:7833753,lightslategrey:7833753,lightsteelblue:11584734,lightyellow:16777184,
lime:65280,limegreen:3329330,linen:16445670,magenta:16711935,maroon:8388608,mediumaquamarine:6737322,mediumblue:205,mediumorchid:12211667,mediumpurple:9662683,mediumseagreen:3978097,mediumslateblue:8087790,mediumspringgreen:64154,mediumturquoise:4772300,mediumvioletred:13047173,midnightblue:1644912,mintcream:16121850,mistyrose:16770273,moccasin:16770229,navajowhite:16768685,navy:128,oldlace:16643558,olive:8421376,olivedrab:7048739,orange:16753920,orangered:16729344,orchid:14315734,palegoldenrod:15657130,
palegreen:10025880,paleturquoise:11529966,palevioletred:14381203,papayawhip:16773077,peachpuff:16767673,peru:13468991,pink:16761035,plum:14524637,powderblue:11591910,purple:8388736,red:16711680,rosybrown:12357519,royalblue:4286945,saddlebrown:9127187,salmon:16416882,sandybrown:16032864,seagreen:3050327,seashell:16774638,sienna:10506797,silver:12632256,skyblue:8900331,slateblue:6970061,slategray:7372944,slategrey:7372944,snow:16775930,springgreen:65407,steelblue:4620980,tan:13808780,teal:32896,thistle:14204888,
tomato:16737095,turquoise:4251856,violet:15631086,wheat:16113331,white:16777215,whitesmoke:16119285,yellow:16776960,yellowgreen:10145074};THREE.Quaternion=function(a,b,c,d){this._x=a||0;this._y=b||0;this._z=c||0;this._w=void 0!==d?d:1};
THREE.Quaternion.prototype={constructor:THREE.Quaternion,get x(){return this._x},set x(a){this._x=a;this.onChangeCallback()},get y(){return this._y},set y(a){this._y=a;this.onChangeCallback()},get z(){return this._z},set z(a){this._z=a;this.onChangeCallback()},get w(){return this._w},set w(a){this._w=a;this.onChangeCallback()},set:function(a,b,c,d){this._x=a;this._y=b;this._z=c;this._w=d;this.onChangeCallback();return this},clone:function(){return new this.constructor(this._x,this._y,this._z,this._w)},
copy:function(a){this._x=a.x;this._y=a.y;this._z=a.z;this._w=a.w;this.onChangeCallback();return this},setFromEuler:function(a,b){if(!1===a instanceof THREE.Euler)throw Error("THREE.Quaternion: .setFromEuler() now expects a Euler rotation rather than a Vector3 and order.");var c=Math.cos(a._x/2),d=Math.cos(a._y/2),e=Math.cos(a._z/2),g=Math.sin(a._x/2),f=Math.sin(a._y/2),h=Math.sin(a._z/2),l=a.order;"XYZ"===l?(this._x=g*d*e+c*f*h,this._y=c*f*e-g*d*h,this._z=c*d*h+g*f*e,this._w=c*d*e-g*f*h):"YXZ"===
l?(this._x=g*d*e+c*f*h,this._y=c*f*e-g*d*h,this._z=c*d*h-g*f*e,this._w=c*d*e+g*f*h):"ZXY"===l?(this._x=g*d*e-c*f*h,this._y=c*f*e+g*d*h,this._z=c*d*h+g*f*e,this._w=c*d*e-g*f*h):"ZYX"===l?(this._x=g*d*e-c*f*h,this._y=c*f*e+g*d*h,this._z=c*d*h-g*f*e,this._w=c*d*e+g*f*h):"YZX"===l?(this._x=g*d*e+c*f*h,this._y=c*f*e+g*d*h,this._z=c*d*h-g*f*e,this._w=c*d*e-g*f*h):"XZY"===l&&(this._x=g*d*e-c*f*h,this._y=c*f*e-g*d*h,this._z=c*d*h+g*f*e,this._w=c*d*e+g*f*h);if(!1!==b)this.onChangeCallback();return this},setFromAxisAngle:function(a,
b){var c=b/2,d=Math.sin(c);this._x=a.x*d;this._y=a.y*d;this._z=a.z*d;this._w=Math.cos(c);this.onChangeCallback();return this},setFromRotationMatrix:function(a){var b=a.elements,c=b[0];a=b[4];var d=b[8],e=b[1],g=b[5],f=b[9],h=b[2],l=b[6],b=b[10],k=c+g+b;0<k?(c=.5/Math.sqrt(k+1),this._w=.25/c,this._x=(l-f)*c,this._y=(d-h)*c,this._z=(e-a)*c):c>g&&c>b?(c=2*Math.sqrt(1+c-g-b),this._w=(l-f)/c,this._x=.25*c,this._y=(a+e)/c,this._z=(d+h)/c):g>b?(c=2*Math.sqrt(1+g-c-b),this._w=(d-h)/c,this._x=(a+e)/c,this._y=
.25*c,this._z=(f+l)/c):(c=2*Math.sqrt(1+b-c-g),this._w=(e-a)/c,this._x=(d+h)/c,this._y=(f+l)/c,this._z=.25*c);this.onChangeCallback();return this},setFromUnitVectors:function(){var a,b;return function(c,d){void 0===a&&(a=new THREE.Vector3);b=c.dot(d)+1;1E-6>b?(b=0,Math.abs(c.x)>Math.abs(c.z)?a.set(-c.y,c.x,0):a.set(0,-c.z,c.y)):a.crossVectors(c,d);this._x=a.x;this._y=a.y;this._z=a.z;this._w=b;this.normalize();return this}}(),inverse:function(){this.conjugate().normalize();return this},conjugate:function(){this._x*=
-1;this._y*=-1;this._z*=-1;this.onChangeCallback();return this},dot:function(a){return this._x*a._x+this._y*a._y+this._z*a._z+this._w*a._w},lengthSq:function(){return this._x*this._x+this._y*this._y+this._z*this._z+this._w*this._w},length:function(){return Math.sqrt(this._x*this._x+this._y*this._y+this._z*this._z+this._w*this._w)},normalize:function(){var a=this.length();0===a?(this._z=this._y=this._x=0,this._w=1):(a=1/a,this._x*=a,this._y*=a,this._z*=a,this._w*=a);this.onChangeCallback();return this},
multiply:function(a,b){return void 0!==b?(console.warn("THREE.Quaternion: .multiply() now only accepts one argument. Use .multiplyQuaternions( a, b ) instead."),this.multiplyQuaternions(a,b)):this.multiplyQuaternions(this,a)},multiplyQuaternions:function(a,b){var c=a._x,d=a._y,e=a._z,g=a._w,f=b._x,h=b._y,l=b._z,k=b._w;this._x=c*k+g*f+d*l-e*h;this._y=d*k+g*h+e*f-c*l;this._z=e*k+g*l+c*h-d*f;this._w=g*k-c*f-d*h-e*l;this.onChangeCallback();return this},multiplyVector3:function(a){console.warn("THREE.Quaternion: .multiplyVector3() has been removed. Use is now vector.applyQuaternion( quaternion ) instead.");
return a.applyQuaternion(this)},slerp:function(a,b){if(0===b)return this;if(1===b)return this.copy(a);var c=this._x,d=this._y,e=this._z,g=this._w,f=g*a._w+c*a._x+d*a._y+e*a._z;0>f?(this._w=-a._w,this._x=-a._x,this._y=-a._y,this._z=-a._z,f=-f):this.copy(a);if(1<=f)return this._w=g,this._x=c,this._y=d,this._z=e,this;var h=Math.acos(f),l=Math.sqrt(1-f*f);if(.001>Math.abs(l))return this._w=.5*(g+this._w),this._x=.5*(c+this._x),this._y=.5*(d+this._y),this._z=.5*(e+this._z),this;f=Math.sin((1-b)*h)/l;h=
Math.sin(b*h)/l;this._w=g*f+this._w*h;this._x=c*f+this._x*h;this._y=d*f+this._y*h;this._z=e*f+this._z*h;this.onChangeCallback();return this},equals:function(a){return a._x===this._x&&a._y===this._y&&a._z===this._z&&a._w===this._w},fromArray:function(a,b){void 0===b&&(b=0);this._x=a[b];this._y=a[b+1];this._z=a[b+2];this._w=a[b+3];this.onChangeCallback();return this},toArray:function(a,b){void 0===a&&(a=[]);void 0===b&&(b=0);a[b]=this._x;a[b+1]=this._y;a[b+2]=this._z;a[b+3]=this._w;return a},onChange:function(a){this.onChangeCallback=
a;return this},onChangeCallback:function(){}};THREE.Quaternion.slerp=function(a,b,c,d){return c.copy(a).slerp(b,d)};THREE.Vector2=function(a,b){this.x=a||0;this.y=b||0};
THREE.Vector2.prototype={constructor:THREE.Vector2,get width(){return this.x},set width(a){this.x=a},get height(){return this.y},set height(a){this.y=a},set:function(a,b){this.x=a;this.y=b;return this},setX:function(a){this.x=a;return this},setY:function(a){this.y=a;return this},setComponent:function(a,b){switch(a){case 0:this.x=b;break;case 1:this.y=b;break;default:throw Error("index is out of range: "+a);}},getComponent:function(a){switch(a){case 0:return this.x;case 1:return this.y;default:throw Error("index is out of range: "+
a);}},clone:function(){return new this.constructor(this.x,this.y)},copy:function(a){this.x=a.x;this.y=a.y;return this},add:function(a,b){if(void 0!==b)return console.warn("THREE.Vector2: .add() now only accepts one argument. Use .addVectors( a, b ) instead."),this.addVectors(a,b);this.x+=a.x;this.y+=a.y;return this},addScalar:function(a){this.x+=a;this.y+=a;return this},addVectors:function(a,b){this.x=a.x+b.x;this.y=a.y+b.y;return this},addScaledVector:function(a,b){this.x+=a.x*b;this.y+=a.y*b;return this},
sub:function(a,b){if(void 0!==b)return console.warn("THREE.Vector2: .sub() now only accepts one argument. Use .subVectors( a, b ) instead."),this.subVectors(a,b);this.x-=a.x;this.y-=a.y;return this},subScalar:function(a){this.x-=a;this.y-=a;return this},subVectors:function(a,b){this.x=a.x-b.x;this.y=a.y-b.y;return this},multiply:function(a){this.x*=a.x;this.y*=a.y;return this},multiplyScalar:function(a){isFinite(a)?(this.x*=a,this.y*=a):this.y=this.x=0;return this},divide:function(a){this.x/=a.x;
this.y/=a.y;return this},divideScalar:function(a){return this.multiplyScalar(1/a)},min:function(a){this.x=Math.min(this.x,a.x);this.y=Math.min(this.y,a.y);return this},max:function(a){this.x=Math.max(this.x,a.x);this.y=Math.max(this.y,a.y);return this},clamp:function(a,b){this.x=Math.max(a.x,Math.min(b.x,this.x));this.y=Math.max(a.y,Math.min(b.y,this.y));return this},clampScalar:function(){var a,b;return function(c,d){void 0===a&&(a=new THREE.Vector2,b=new THREE.Vector2);a.set(c,c);b.set(d,d);return this.clamp(a,
b)}}(),clampLength:function(a,b){var c=this.length();this.multiplyScalar(Math.max(a,Math.min(b,c))/c);return this},floor:function(){this.x=Math.floor(this.x);this.y=Math.floor(this.y);return this},ceil:function(){this.x=Math.ceil(this.x);this.y=Math.ceil(this.y);return this},round:function(){this.x=Math.round(this.x);this.y=Math.round(this.y);return this},roundToZero:function(){this.x=0>this.x?Math.ceil(this.x):Math.floor(this.x);this.y=0>this.y?Math.ceil(this.y):Math.floor(this.y);return this},negate:function(){this.x=
-this.x;this.y=-this.y;return this},dot:function(a){return this.x*a.x+this.y*a.y},lengthSq:function(){return this.x*this.x+this.y*this.y},length:function(){return Math.sqrt(this.x*this.x+this.y*this.y)},lengthManhattan:function(){return Math.abs(this.x)+Math.abs(this.y)},normalize:function(){return this.divideScalar(this.length())},distanceTo:function(a){return Math.sqrt(this.distanceToSquared(a))},distanceToSquared:function(a){var b=this.x-a.x;a=this.y-a.y;return b*b+a*a},setLength:function(a){return this.multiplyScalar(a/
this.length())},lerp:function(a,b){this.x+=(a.x-this.x)*b;this.y+=(a.y-this.y)*b;return this},lerpVectors:function(a,b,c){this.subVectors(b,a).multiplyScalar(c).add(a);return this},equals:function(a){return a.x===this.x&&a.y===this.y},fromArray:function(a,b){void 0===b&&(b=0);this.x=a[b];this.y=a[b+1];return this},toArray:function(a,b){void 0===a&&(a=[]);void 0===b&&(b=0);a[b]=this.x;a[b+1]=this.y;return a},fromAttribute:function(a,b,c){void 0===c&&(c=0);b=b*a.itemSize+c;this.x=a.array[b];this.y=
a.array[b+1];return this},rotateAround:function(a,b){var c=Math.cos(b),d=Math.sin(b),e=this.x-a.x,g=this.y-a.y;this.x=e*c-g*d+a.x;this.y=e*d+g*c+a.y;return this}};THREE.Vector3=function(a,b,c){this.x=a||0;this.y=b||0;this.z=c||0};
THREE.Vector3.prototype={constructor:THREE.Vector3,set:function(a,b,c){this.x=a;this.y=b;this.z=c;return this},setX:function(a){this.x=a;return this},setY:function(a){this.y=a;return this},setZ:function(a){this.z=a;return this},setComponent:function(a,b){switch(a){case 0:this.x=b;break;case 1:this.y=b;break;case 2:this.z=b;break;default:throw Error("index is out of range: "+a);}},getComponent:function(a){switch(a){case 0:return this.x;case 1:return this.y;case 2:return this.z;default:throw Error("index is out of range: "+
a);}},clone:function(){return new this.constructor(this.x,this.y,this.z)},copy:function(a){this.x=a.x;this.y=a.y;this.z=a.z;return this},add:function(a,b){if(void 0!==b)return console.warn("THREE.Vector3: .add() now only accepts one argument. Use .addVectors( a, b ) instead."),this.addVectors(a,b);this.x+=a.x;this.y+=a.y;this.z+=a.z;return this},addScalar:function(a){this.x+=a;this.y+=a;this.z+=a;return this},addVectors:function(a,b){this.x=a.x+b.x;this.y=a.y+b.y;this.z=a.z+b.z;return this},addScaledVector:function(a,
b){this.x+=a.x*b;this.y+=a.y*b;this.z+=a.z*b;return this},sub:function(a,b){if(void 0!==b)return console.warn("THREE.Vector3: .sub() now only accepts one argument. Use .subVectors( a, b ) instead."),this.subVectors(a,b);this.x-=a.x;this.y-=a.y;this.z-=a.z;return this},subScalar:function(a){this.x-=a;this.y-=a;this.z-=a;return this},subVectors:function(a,b){this.x=a.x-b.x;this.y=a.y-b.y;this.z=a.z-b.z;return this},multiply:function(a,b){if(void 0!==b)return console.warn("THREE.Vector3: .multiply() now only accepts one argument. Use .multiplyVectors( a, b ) instead."),
this.multiplyVectors(a,b);this.x*=a.x;this.y*=a.y;this.z*=a.z;return this},multiplyScalar:function(a){isFinite(a)?(this.x*=a,this.y*=a,this.z*=a):this.z=this.y=this.x=0;return this},multiplyVectors:function(a,b){this.x=a.x*b.x;this.y=a.y*b.y;this.z=a.z*b.z;return this},applyEuler:function(){var a;return function(b){!1===b instanceof THREE.Euler&&console.error("THREE.Vector3: .applyEuler() now expects a Euler rotation rather than a Vector3 and order.");void 0===a&&(a=new THREE.Quaternion);this.applyQuaternion(a.setFromEuler(b));
return this}}(),applyAxisAngle:function(){var a;return function(b,c){void 0===a&&(a=new THREE.Quaternion);this.applyQuaternion(a.setFromAxisAngle(b,c));return this}}(),applyMatrix3:function(a){var b=this.x,c=this.y,d=this.z;a=a.elements;this.x=a[0]*b+a[3]*c+a[6]*d;this.y=a[1]*b+a[4]*c+a[7]*d;this.z=a[2]*b+a[5]*c+a[8]*d;return this},applyMatrix4:function(a){var b=this.x,c=this.y,d=this.z;a=a.elements;this.x=a[0]*b+a[4]*c+a[8]*d+a[12];this.y=a[1]*b+a[5]*c+a[9]*d+a[13];this.z=a[2]*b+a[6]*c+a[10]*d+a[14];
return this},applyProjection:function(a){var b=this.x,c=this.y,d=this.z;a=a.elements;var e=1/(a[3]*b+a[7]*c+a[11]*d+a[15]);this.x=(a[0]*b+a[4]*c+a[8]*d+a[12])*e;this.y=(a[1]*b+a[5]*c+a[9]*d+a[13])*e;this.z=(a[2]*b+a[6]*c+a[10]*d+a[14])*e;return this},applyQuaternion:function(a){var b=this.x,c=this.y,d=this.z,e=a.x,g=a.y,f=a.z;a=a.w;var h=a*b+g*d-f*c,l=a*c+f*b-e*d,k=a*d+e*c-g*b,b=-e*b-g*c-f*d;this.x=h*a+b*-e+l*-f-k*-g;this.y=l*a+b*-g+k*-e-h*-f;this.z=k*a+b*-f+h*-g-l*-e;return this},project:function(){var a;
return function(b){void 0===a&&(a=new THREE.Matrix4);a.multiplyMatrices(b.projectionMatrix,a.getInverse(b.matrixWorld));return this.applyProjection(a)}}(),unproject:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.multiplyMatrices(b.matrixWorld,a.getInverse(b.projectionMatrix));return this.applyProjection(a)}}(),transformDirection:function(a){var b=this.x,c=this.y,d=this.z;a=a.elements;this.x=a[0]*b+a[4]*c+a[8]*d;this.y=a[1]*b+a[5]*c+a[9]*d;this.z=a[2]*b+a[6]*c+a[10]*d;this.normalize();
return this},divide:function(a){this.x/=a.x;this.y/=a.y;this.z/=a.z;return this},divideScalar:function(a){return this.multiplyScalar(1/a)},min:function(a){this.x=Math.min(this.x,a.x);this.y=Math.min(this.y,a.y);this.z=Math.min(this.z,a.z);return this},max:function(a){this.x=Math.max(this.x,a.x);this.y=Math.max(this.y,a.y);this.z=Math.max(this.z,a.z);return this},clamp:function(a,b){this.x=Math.max(a.x,Math.min(b.x,this.x));this.y=Math.max(a.y,Math.min(b.y,this.y));this.z=Math.max(a.z,Math.min(b.z,
this.z));return this},clampScalar:function(){var a,b;return function(c,d){void 0===a&&(a=new THREE.Vector3,b=new THREE.Vector3);a.set(c,c,c);b.set(d,d,d);return this.clamp(a,b)}}(),clampLength:function(a,b){var c=this.length();this.multiplyScalar(Math.max(a,Math.min(b,c))/c);return this},floor:function(){this.x=Math.floor(this.x);this.y=Math.floor(this.y);this.z=Math.floor(this.z);return this},ceil:function(){this.x=Math.ceil(this.x);this.y=Math.ceil(this.y);this.z=Math.ceil(this.z);return this},
round:function(){this.x=Math.round(this.x);this.y=Math.round(this.y);this.z=Math.round(this.z);return this},roundToZero:function(){this.x=0>this.x?Math.ceil(this.x):Math.floor(this.x);this.y=0>this.y?Math.ceil(this.y):Math.floor(this.y);this.z=0>this.z?Math.ceil(this.z):Math.floor(this.z);return this},negate:function(){this.x=-this.x;this.y=-this.y;this.z=-this.z;return this},dot:function(a){return this.x*a.x+this.y*a.y+this.z*a.z},lengthSq:function(){return this.x*this.x+this.y*this.y+this.z*this.z},
length:function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z)},lengthManhattan:function(){return Math.abs(this.x)+Math.abs(this.y)+Math.abs(this.z)},normalize:function(){return this.divideScalar(this.length())},setLength:function(a){return this.multiplyScalar(a/this.length())},lerp:function(a,b){this.x+=(a.x-this.x)*b;this.y+=(a.y-this.y)*b;this.z+=(a.z-this.z)*b;return this},lerpVectors:function(a,b,c){this.subVectors(b,a).multiplyScalar(c).add(a);return this},cross:function(a,b){if(void 0!==
b)return console.warn("THREE.Vector3: .cross() now only accepts one argument. Use .crossVectors( a, b ) instead."),this.crossVectors(a,b);var c=this.x,d=this.y,e=this.z;this.x=d*a.z-e*a.y;this.y=e*a.x-c*a.z;this.z=c*a.y-d*a.x;return this},crossVectors:function(a,b){var c=a.x,d=a.y,e=a.z,g=b.x,f=b.y,h=b.z;this.x=d*h-e*f;this.y=e*g-c*h;this.z=c*f-d*g;return this},projectOnVector:function(){var a,b;return function(c){void 0===a&&(a=new THREE.Vector3);a.copy(c).normalize();b=this.dot(a);return this.copy(a).multiplyScalar(b)}}(),
projectOnPlane:function(){var a;return function(b){void 0===a&&(a=new THREE.Vector3);a.copy(this).projectOnVector(b);return this.sub(a)}}(),reflect:function(){var a;return function(b){void 0===a&&(a=new THREE.Vector3);return this.sub(a.copy(b).multiplyScalar(2*this.dot(b)))}}(),angleTo:function(a){a=this.dot(a)/(this.length()*a.length());return Math.acos(THREE.Math.clamp(a,-1,1))},distanceTo:function(a){return Math.sqrt(this.distanceToSquared(a))},distanceToSquared:function(a){var b=this.x-a.x,c=
this.y-a.y;a=this.z-a.z;return b*b+c*c+a*a},setEulerFromRotationMatrix:function(a,b){console.error("THREE.Vector3: .setEulerFromRotationMatrix() has been removed. Use Euler.setFromRotationMatrix() instead.")},setEulerFromQuaternion:function(a,b){console.error("THREE.Vector3: .setEulerFromQuaternion() has been removed. Use Euler.setFromQuaternion() instead.")},getPositionFromMatrix:function(a){console.warn("THREE.Vector3: .getPositionFromMatrix() has been renamed to .setFromMatrixPosition().");return this.setFromMatrixPosition(a)},
getScaleFromMatrix:function(a){console.warn("THREE.Vector3: .getScaleFromMatrix() has been renamed to .setFromMatrixScale().");return this.setFromMatrixScale(a)},getColumnFromMatrix:function(a,b){console.warn("THREE.Vector3: .getColumnFromMatrix() has been renamed to .setFromMatrixColumn().");return this.setFromMatrixColumn(a,b)},setFromMatrixPosition:function(a){this.x=a.elements[12];this.y=a.elements[13];this.z=a.elements[14];return this},setFromMatrixScale:function(a){var b=this.set(a.elements[0],
a.elements[1],a.elements[2]).length(),c=this.set(a.elements[4],a.elements[5],a.elements[6]).length();a=this.set(a.elements[8],a.elements[9],a.elements[10]).length();this.x=b;this.y=c;this.z=a;return this},setFromMatrixColumn:function(a,b){var c=4*a,d=b.elements;this.x=d[c];this.y=d[c+1];this.z=d[c+2];return this},equals:function(a){return a.x===this.x&&a.y===this.y&&a.z===this.z},fromArray:function(a,b){void 0===b&&(b=0);this.x=a[b];this.y=a[b+1];this.z=a[b+2];return this},toArray:function(a,b){void 0===
a&&(a=[]);void 0===b&&(b=0);a[b]=this.x;a[b+1]=this.y;a[b+2]=this.z;return a},fromAttribute:function(a,b,c){void 0===c&&(c=0);b=b*a.itemSize+c;this.x=a.array[b];this.y=a.array[b+1];this.z=a.array[b+2];return this}};THREE.Vector4=function(a,b,c,d){this.x=a||0;this.y=b||0;this.z=c||0;this.w=void 0!==d?d:1};
THREE.Vector4.prototype={constructor:THREE.Vector4,set:function(a,b,c,d){this.x=a;this.y=b;this.z=c;this.w=d;return this},setX:function(a){this.x=a;return this},setY:function(a){this.y=a;return this},setZ:function(a){this.z=a;return this},setW:function(a){this.w=a;return this},setComponent:function(a,b){switch(a){case 0:this.x=b;break;case 1:this.y=b;break;case 2:this.z=b;break;case 3:this.w=b;break;default:throw Error("index is out of range: "+a);}},getComponent:function(a){switch(a){case 0:return this.x;
case 1:return this.y;case 2:return this.z;case 3:return this.w;default:throw Error("index is out of range: "+a);}},clone:function(){return new this.constructor(this.x,this.y,this.z,this.w)},copy:function(a){this.x=a.x;this.y=a.y;this.z=a.z;this.w=void 0!==a.w?a.w:1;return this},add:function(a,b){if(void 0!==b)return console.warn("THREE.Vector4: .add() now only accepts one argument. Use .addVectors( a, b ) instead."),this.addVectors(a,b);this.x+=a.x;this.y+=a.y;this.z+=a.z;this.w+=a.w;return this},
addScalar:function(a){this.x+=a;this.y+=a;this.z+=a;this.w+=a;return this},addVectors:function(a,b){this.x=a.x+b.x;this.y=a.y+b.y;this.z=a.z+b.z;this.w=a.w+b.w;return this},addScaledVector:function(a,b){this.x+=a.x*b;this.y+=a.y*b;this.z+=a.z*b;this.w+=a.w*b;return this},sub:function(a,b){if(void 0!==b)return console.warn("THREE.Vector4: .sub() now only accepts one argument. Use .subVectors( a, b ) instead."),this.subVectors(a,b);this.x-=a.x;this.y-=a.y;this.z-=a.z;this.w-=a.w;return this},subScalar:function(a){this.x-=
a;this.y-=a;this.z-=a;this.w-=a;return this},subVectors:function(a,b){this.x=a.x-b.x;this.y=a.y-b.y;this.z=a.z-b.z;this.w=a.w-b.w;return this},multiplyScalar:function(a){isFinite(a)?(this.x*=a,this.y*=a,this.z*=a,this.w*=a):this.w=this.z=this.y=this.x=0;return this},applyMatrix4:function(a){var b=this.x,c=this.y,d=this.z,e=this.w;a=a.elements;this.x=a[0]*b+a[4]*c+a[8]*d+a[12]*e;this.y=a[1]*b+a[5]*c+a[9]*d+a[13]*e;this.z=a[2]*b+a[6]*c+a[10]*d+a[14]*e;this.w=a[3]*b+a[7]*c+a[11]*d+a[15]*e;return this},
divideScalar:function(a){return this.multiplyScalar(1/a)},setAxisAngleFromQuaternion:function(a){this.w=2*Math.acos(a.w);var b=Math.sqrt(1-a.w*a.w);1E-4>b?(this.x=1,this.z=this.y=0):(this.x=a.x/b,this.y=a.y/b,this.z=a.z/b);return this},setAxisAngleFromRotationMatrix:function(a){var b,c,d;a=a.elements;var e=a[0];d=a[4];var g=a[8],f=a[1],h=a[5],l=a[9];c=a[2];b=a[6];var k=a[10];if(.01>Math.abs(d-f)&&.01>Math.abs(g-c)&&.01>Math.abs(l-b)){if(.1>Math.abs(d+f)&&.1>Math.abs(g+c)&&.1>Math.abs(l+b)&&.1>Math.abs(e+
h+k-3))return this.set(1,0,0,0),this;a=Math.PI;e=(e+1)/2;h=(h+1)/2;k=(k+1)/2;d=(d+f)/4;g=(g+c)/4;l=(l+b)/4;e>h&&e>k?.01>e?(b=0,d=c=.707106781):(b=Math.sqrt(e),c=d/b,d=g/b):h>k?.01>h?(b=.707106781,c=0,d=.707106781):(c=Math.sqrt(h),b=d/c,d=l/c):.01>k?(c=b=.707106781,d=0):(d=Math.sqrt(k),b=g/d,c=l/d);this.set(b,c,d,a);return this}a=Math.sqrt((b-l)*(b-l)+(g-c)*(g-c)+(f-d)*(f-d));.001>Math.abs(a)&&(a=1);this.x=(b-l)/a;this.y=(g-c)/a;this.z=(f-d)/a;this.w=Math.acos((e+h+k-1)/2);return this},min:function(a){this.x=
Math.min(this.x,a.x);this.y=Math.min(this.y,a.y);this.z=Math.min(this.z,a.z);this.w=Math.min(this.w,a.w);return this},max:function(a){this.x=Math.max(this.x,a.x);this.y=Math.max(this.y,a.y);this.z=Math.max(this.z,a.z);this.w=Math.max(this.w,a.w);return this},clamp:function(a,b){this.x=Math.max(a.x,Math.min(b.x,this.x));this.y=Math.max(a.y,Math.min(b.y,this.y));this.z=Math.max(a.z,Math.min(b.z,this.z));this.w=Math.max(a.w,Math.min(b.w,this.w));return this},clampScalar:function(){var a,b;return function(c,
d){void 0===a&&(a=new THREE.Vector4,b=new THREE.Vector4);a.set(c,c,c,c);b.set(d,d,d,d);return this.clamp(a,b)}}(),floor:function(){this.x=Math.floor(this.x);this.y=Math.floor(this.y);this.z=Math.floor(this.z);this.w=Math.floor(this.w);return this},ceil:function(){this.x=Math.ceil(this.x);this.y=Math.ceil(this.y);this.z=Math.ceil(this.z);this.w=Math.ceil(this.w);return this},round:function(){this.x=Math.round(this.x);this.y=Math.round(this.y);this.z=Math.round(this.z);this.w=Math.round(this.w);return this},
roundToZero:function(){this.x=0>this.x?Math.ceil(this.x):Math.floor(this.x);this.y=0>this.y?Math.ceil(this.y):Math.floor(this.y);this.z=0>this.z?Math.ceil(this.z):Math.floor(this.z);this.w=0>this.w?Math.ceil(this.w):Math.floor(this.w);return this},negate:function(){this.x=-this.x;this.y=-this.y;this.z=-this.z;this.w=-this.w;return this},dot:function(a){return this.x*a.x+this.y*a.y+this.z*a.z+this.w*a.w},lengthSq:function(){return this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w},length:function(){return Math.sqrt(this.x*
this.x+this.y*this.y+this.z*this.z+this.w*this.w)},lengthManhattan:function(){return Math.abs(this.x)+Math.abs(this.y)+Math.abs(this.z)+Math.abs(this.w)},normalize:function(){return this.divideScalar(this.length())},setLength:function(a){return this.multiplyScalar(a/this.length())},lerp:function(a,b){this.x+=(a.x-this.x)*b;this.y+=(a.y-this.y)*b;this.z+=(a.z-this.z)*b;this.w+=(a.w-this.w)*b;return this},lerpVectors:function(a,b,c){this.subVectors(b,a).multiplyScalar(c).add(a);return this},equals:function(a){return a.x===
this.x&&a.y===this.y&&a.z===this.z&&a.w===this.w},fromArray:function(a,b){void 0===b&&(b=0);this.x=a[b];this.y=a[b+1];this.z=a[b+2];this.w=a[b+3];return this},toArray:function(a,b){void 0===a&&(a=[]);void 0===b&&(b=0);a[b]=this.x;a[b+1]=this.y;a[b+2]=this.z;a[b+3]=this.w;return a},fromAttribute:function(a,b,c){void 0===c&&(c=0);b=b*a.itemSize+c;this.x=a.array[b];this.y=a.array[b+1];this.z=a.array[b+2];this.w=a.array[b+3];return this}};
THREE.Euler=function(a,b,c,d){this._x=a||0;this._y=b||0;this._z=c||0;this._order=d||THREE.Euler.DefaultOrder};THREE.Euler.RotationOrders="XYZ YZX ZXY XZY YXZ ZYX".split(" ");THREE.Euler.DefaultOrder="XYZ";
THREE.Euler.prototype={constructor:THREE.Euler,get x(){return this._x},set x(a){this._x=a;this.onChangeCallback()},get y(){return this._y},set y(a){this._y=a;this.onChangeCallback()},get z(){return this._z},set z(a){this._z=a;this.onChangeCallback()},get order(){return this._order},set order(a){this._order=a;this.onChangeCallback()},set:function(a,b,c,d){this._x=a;this._y=b;this._z=c;this._order=d||this._order;this.onChangeCallback();return this},clone:function(){return new this.constructor(this._x,
this._y,this._z,this._order)},copy:function(a){this._x=a._x;this._y=a._y;this._z=a._z;this._order=a._order;this.onChangeCallback();return this},setFromRotationMatrix:function(a,b,c){var d=THREE.Math.clamp,e=a.elements;a=e[0];var g=e[4],f=e[8],h=e[1],l=e[5],k=e[9],m=e[2],p=e[6],e=e[10];b=b||this._order;"XYZ"===b?(this._y=Math.asin(d(f,-1,1)),.99999>Math.abs(f)?(this._x=Math.atan2(-k,e),this._z=Math.atan2(-g,a)):(this._x=Math.atan2(p,l),this._z=0)):"YXZ"===b?(this._x=Math.asin(-d(k,-1,1)),.99999>Math.abs(k)?
(this._y=Math.atan2(f,e),this._z=Math.atan2(h,l)):(this._y=Math.atan2(-m,a),this._z=0)):"ZXY"===b?(this._x=Math.asin(d(p,-1,1)),.99999>Math.abs(p)?(this._y=Math.atan2(-m,e),this._z=Math.atan2(-g,l)):(this._y=0,this._z=Math.atan2(h,a))):"ZYX"===b?(this._y=Math.asin(-d(m,-1,1)),.99999>Math.abs(m)?(this._x=Math.atan2(p,e),this._z=Math.atan2(h,a)):(this._x=0,this._z=Math.atan2(-g,l))):"YZX"===b?(this._z=Math.asin(d(h,-1,1)),.99999>Math.abs(h)?(this._x=Math.atan2(-k,l),this._y=Math.atan2(-m,a)):(this._x=
0,this._y=Math.atan2(f,e))):"XZY"===b?(this._z=Math.asin(-d(g,-1,1)),.99999>Math.abs(g)?(this._x=Math.atan2(p,l),this._y=Math.atan2(f,a)):(this._x=Math.atan2(-k,e),this._y=0)):console.warn("THREE.Euler: .setFromRotationMatrix() given unsupported order: "+b);this._order=b;if(!1!==c)this.onChangeCallback();return this},setFromQuaternion:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Matrix4);a.makeRotationFromQuaternion(b);this.setFromRotationMatrix(a,c,d);return this}}(),setFromVector3:function(a,
b){return this.set(a.x,a.y,a.z,b||this._order)},reorder:function(){var a=new THREE.Quaternion;return function(b){a.setFromEuler(this);this.setFromQuaternion(a,b)}}(),equals:function(a){return a._x===this._x&&a._y===this._y&&a._z===this._z&&a._order===this._order},fromArray:function(a){this._x=a[0];this._y=a[1];this._z=a[2];void 0!==a[3]&&(this._order=a[3]);this.onChangeCallback();return this},toArray:function(a,b){void 0===a&&(a=[]);void 0===b&&(b=0);a[b]=this._x;a[b+1]=this._y;a[b+2]=this._z;a[b+
3]=this._order;return a},toVector3:function(a){return a?a.set(this._x,this._y,this._z):new THREE.Vector3(this._x,this._y,this._z)},onChange:function(a){this.onChangeCallback=a;return this},onChangeCallback:function(){}};THREE.Line3=function(a,b){this.start=void 0!==a?a:new THREE.Vector3;this.end=void 0!==b?b:new THREE.Vector3};
THREE.Line3.prototype={constructor:THREE.Line3,set:function(a,b){this.start.copy(a);this.end.copy(b);return this},clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.start.copy(a.start);this.end.copy(a.end);return this},center:function(a){return(a||new THREE.Vector3).addVectors(this.start,this.end).multiplyScalar(.5)},delta:function(a){return(a||new THREE.Vector3).subVectors(this.end,this.start)},distanceSq:function(){return this.start.distanceToSquared(this.end)},distance:function(){return this.start.distanceTo(this.end)},
at:function(a,b){var c=b||new THREE.Vector3;return this.delta(c).multiplyScalar(a).add(this.start)},closestPointToPointParameter:function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(c,d){a.subVectors(c,this.start);b.subVectors(this.end,this.start);var e=b.dot(b),e=b.dot(a)/e;d&&(e=THREE.Math.clamp(e,0,1));return e}}(),closestPointToPoint:function(a,b,c){a=this.closestPointToPointParameter(a,b);c=c||new THREE.Vector3;return this.delta(c).multiplyScalar(a).add(this.start)},applyMatrix4:function(a){this.start.applyMatrix4(a);
this.end.applyMatrix4(a);return this},equals:function(a){return a.start.equals(this.start)&&a.end.equals(this.end)}};THREE.Box2=function(a,b){this.min=void 0!==a?a:new THREE.Vector2(Infinity,Infinity);this.max=void 0!==b?b:new THREE.Vector2(-Infinity,-Infinity)};
THREE.Box2.prototype={constructor:THREE.Box2,set:function(a,b){this.min.copy(a);this.max.copy(b);return this},setFromPoints:function(a){this.makeEmpty();for(var b=0,c=a.length;b<c;b++)this.expandByPoint(a[b]);return this},setFromCenterAndSize:function(){var a=new THREE.Vector2;return function(b,c){var d=a.copy(c).multiplyScalar(.5);this.min.copy(b).sub(d);this.max.copy(b).add(d);return this}}(),clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.min.copy(a.min);this.max.copy(a.max);
return this},makeEmpty:function(){this.min.x=this.min.y=Infinity;this.max.x=this.max.y=-Infinity;return this},empty:function(){return this.max.x<this.min.x||this.max.y<this.min.y},center:function(a){return(a||new THREE.Vector2).addVectors(this.min,this.max).multiplyScalar(.5)},size:function(a){return(a||new THREE.Vector2).subVectors(this.max,this.min)},expandByPoint:function(a){this.min.min(a);this.max.max(a);return this},expandByVector:function(a){this.min.sub(a);this.max.add(a);return this},expandByScalar:function(a){this.min.addScalar(-a);
this.max.addScalar(a);return this},containsPoint:function(a){return a.x<this.min.x||a.x>this.max.x||a.y<this.min.y||a.y>this.max.y?!1:!0},containsBox:function(a){return this.min.x<=a.min.x&&a.max.x<=this.max.x&&this.min.y<=a.min.y&&a.max.y<=this.max.y?!0:!1},getParameter:function(a,b){return(b||new THREE.Vector2).set((a.x-this.min.x)/(this.max.x-this.min.x),(a.y-this.min.y)/(this.max.y-this.min.y))},isIntersectionBox:function(a){return a.max.x<this.min.x||a.min.x>this.max.x||a.max.y<this.min.y||a.min.y>
this.max.y?!1:!0},clampPoint:function(a,b){return(b||new THREE.Vector2).copy(a).clamp(this.min,this.max)},distanceToPoint:function(){var a=new THREE.Vector2;return function(b){return a.copy(b).clamp(this.min,this.max).sub(b).length()}}(),intersect:function(a){this.min.max(a.min);this.max.min(a.max);return this},union:function(a){this.min.min(a.min);this.max.max(a.max);return this},translate:function(a){this.min.add(a);this.max.add(a);return this},equals:function(a){return a.min.equals(this.min)&&
a.max.equals(this.max)}};THREE.Box3=function(a,b){this.min=void 0!==a?a:new THREE.Vector3(Infinity,Infinity,Infinity);this.max=void 0!==b?b:new THREE.Vector3(-Infinity,-Infinity,-Infinity)};
THREE.Box3.prototype={constructor:THREE.Box3,set:function(a,b){this.min.copy(a);this.max.copy(b);return this},setFromPoints:function(a){this.makeEmpty();for(var b=0,c=a.length;b<c;b++)this.expandByPoint(a[b]);return this},setFromCenterAndSize:function(){var a=new THREE.Vector3;return function(b,c){var d=a.copy(c).multiplyScalar(.5);this.min.copy(b).sub(d);this.max.copy(b).add(d);return this}}(),setFromObject:function(){var a=new THREE.Vector3;return function(b){var c=this;b.updateMatrixWorld(!0);
this.makeEmpty();b.traverse(function(b){var e=b.geometry;if(void 0!==e)if(e instanceof THREE.Geometry)for(var g=e.vertices,e=0,f=g.length;e<f;e++)a.copy(g[e]),a.applyMatrix4(b.matrixWorld),c.expandByPoint(a);else if(e instanceof THREE.BufferGeometry&&void 0!==e.attributes.position)for(g=e.attributes.position.array,e=0,f=g.length;e<f;e+=3)a.set(g[e],g[e+1],g[e+2]),a.applyMatrix4(b.matrixWorld),c.expandByPoint(a)});return this}}(),clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.min.copy(a.min);
this.max.copy(a.max);return this},makeEmpty:function(){this.min.x=this.min.y=this.min.z=Infinity;this.max.x=this.max.y=this.max.z=-Infinity;return this},empty:function(){return this.max.x<this.min.x||this.max.y<this.min.y||this.max.z<this.min.z},center:function(a){return(a||new THREE.Vector3).addVectors(this.min,this.max).multiplyScalar(.5)},size:function(a){return(a||new THREE.Vector3).subVectors(this.max,this.min)},expandByPoint:function(a){this.min.min(a);this.max.max(a);return this},expandByVector:function(a){this.min.sub(a);
this.max.add(a);return this},expandByScalar:function(a){this.min.addScalar(-a);this.max.addScalar(a);return this},containsPoint:function(a){return a.x<this.min.x||a.x>this.max.x||a.y<this.min.y||a.y>this.max.y||a.z<this.min.z||a.z>this.max.z?!1:!0},containsBox:function(a){return this.min.x<=a.min.x&&a.max.x<=this.max.x&&this.min.y<=a.min.y&&a.max.y<=this.max.y&&this.min.z<=a.min.z&&a.max.z<=this.max.z?!0:!1},getParameter:function(a,b){return(b||new THREE.Vector3).set((a.x-this.min.x)/(this.max.x-
this.min.x),(a.y-this.min.y)/(this.max.y-this.min.y),(a.z-this.min.z)/(this.max.z-this.min.z))},isIntersectionBox:function(a){return a.max.x<this.min.x||a.min.x>this.max.x||a.max.y<this.min.y||a.min.y>this.max.y||a.max.z<this.min.z||a.min.z>this.max.z?!1:!0},clampPoint:function(a,b){return(b||new THREE.Vector3).copy(a).clamp(this.min,this.max)},distanceToPoint:function(){var a=new THREE.Vector3;return function(b){return a.copy(b).clamp(this.min,this.max).sub(b).length()}}(),getBoundingSphere:function(){var a=
new THREE.Vector3;return function(b){b=b||new THREE.Sphere;b.center=this.center();b.radius=.5*this.size(a).length();return b}}(),intersect:function(a){this.min.max(a.min);this.max.min(a.max);return this},union:function(a){this.min.min(a.min);this.max.max(a.max);return this},applyMatrix4:function(){var a=[new THREE.Vector3,new THREE.Vector3,new THREE.Vector3,new THREE.Vector3,new THREE.Vector3,new THREE.Vector3,new THREE.Vector3,new THREE.Vector3];return function(b){a[0].set(this.min.x,this.min.y,
this.min.z).applyMatrix4(b);a[1].set(this.min.x,this.min.y,this.max.z).applyMatrix4(b);a[2].set(this.min.x,this.max.y,this.min.z).applyMatrix4(b);a[3].set(this.min.x,this.max.y,this.max.z).applyMatrix4(b);a[4].set(this.max.x,this.min.y,this.min.z).applyMatrix4(b);a[5].set(this.max.x,this.min.y,this.max.z).applyMatrix4(b);a[6].set(this.max.x,this.max.y,this.min.z).applyMatrix4(b);a[7].set(this.max.x,this.max.y,this.max.z).applyMatrix4(b);this.makeEmpty();this.setFromPoints(a);return this}}(),translate:function(a){this.min.add(a);
this.max.add(a);return this},equals:function(a){return a.min.equals(this.min)&&a.max.equals(this.max)}};THREE.Matrix3=function(){this.elements=new Float32Array([1,0,0,0,1,0,0,0,1]);0<arguments.length&&console.error("THREE.Matrix3: the constructor no longer reads arguments. use .set() instead.")};
THREE.Matrix3.prototype={constructor:THREE.Matrix3,set:function(a,b,c,d,e,g,f,h,l){var k=this.elements;k[0]=a;k[3]=b;k[6]=c;k[1]=d;k[4]=e;k[7]=g;k[2]=f;k[5]=h;k[8]=l;return this},identity:function(){this.set(1,0,0,0,1,0,0,0,1);return this},clone:function(){return(new this.constructor).fromArray(this.elements)},copy:function(a){a=a.elements;this.set(a[0],a[3],a[6],a[1],a[4],a[7],a[2],a[5],a[8]);return this},multiplyVector3:function(a){console.warn("THREE.Matrix3: .multiplyVector3() has been removed. Use vector.applyMatrix3( matrix ) instead.");
return a.applyMatrix3(this)},multiplyVector3Array:function(a){console.warn("THREE.Matrix3: .multiplyVector3Array() has been renamed. Use matrix.applyToVector3Array( array ) instead.");return this.applyToVector3Array(a)},applyToVector3Array:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Vector3);void 0===c&&(c=0);void 0===d&&(d=b.length);for(var e=0;e<d;e+=3,c+=3)a.fromArray(b,c),a.applyMatrix3(this),a.toArray(b,c);return b}}(),applyToBuffer:function(){var a;return function(b,c,d){void 0===
a&&(a=new THREE.Vector3);void 0===c&&(c=0);void 0===d&&(d=b.length/b.itemSize);for(var e=0;e<d;e++,c++)a.x=b.getX(c),a.y=b.getY(c),a.z=b.getZ(c),a.applyMatrix3(this),b.setXYZ(a.x,a.y,a.z);return b}}(),multiplyScalar:function(a){var b=this.elements;b[0]*=a;b[3]*=a;b[6]*=a;b[1]*=a;b[4]*=a;b[7]*=a;b[2]*=a;b[5]*=a;b[8]*=a;return this},determinant:function(){var a=this.elements,b=a[0],c=a[1],d=a[2],e=a[3],g=a[4],f=a[5],h=a[6],l=a[7],a=a[8];return b*g*a-b*f*l-c*e*a+c*f*h+d*e*l-d*g*h},getInverse:function(a,
b){var c=a.elements,d=this.elements;d[0]=c[10]*c[5]-c[6]*c[9];d[1]=-c[10]*c[1]+c[2]*c[9];d[2]=c[6]*c[1]-c[2]*c[5];d[3]=-c[10]*c[4]+c[6]*c[8];d[4]=c[10]*c[0]-c[2]*c[8];d[5]=-c[6]*c[0]+c[2]*c[4];d[6]=c[9]*c[4]-c[5]*c[8];d[7]=-c[9]*c[0]+c[1]*c[8];d[8]=c[5]*c[0]-c[1]*c[4];c=c[0]*d[0]+c[1]*d[3]+c[2]*d[6];if(0===c){if(b)throw Error("Matrix3.getInverse(): can't invert matrix, determinant is 0");console.warn("Matrix3.getInverse(): can't invert matrix, determinant is 0");this.identity();return this}this.multiplyScalar(1/
c);return this},transpose:function(){var a,b=this.elements;a=b[1];b[1]=b[3];b[3]=a;a=b[2];b[2]=b[6];b[6]=a;a=b[5];b[5]=b[7];b[7]=a;return this},flattenToArrayOffset:function(a,b){var c=this.elements;a[b]=c[0];a[b+1]=c[1];a[b+2]=c[2];a[b+3]=c[3];a[b+4]=c[4];a[b+5]=c[5];a[b+6]=c[6];a[b+7]=c[7];a[b+8]=c[8];return a},getNormalMatrix:function(a){this.getInverse(a).transpose();return this},transposeIntoArray:function(a){var b=this.elements;a[0]=b[0];a[1]=b[3];a[2]=b[6];a[3]=b[1];a[4]=b[4];a[5]=b[7];a[6]=
b[2];a[7]=b[5];a[8]=b[8];return this},fromArray:function(a){this.elements.set(a);return this},toArray:function(){var a=this.elements;return[a[0],a[1],a[2],a[3],a[4],a[5],a[6],a[7],a[8]]}};THREE.Matrix4=function(){this.elements=new Float32Array([1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1]);0<arguments.length&&console.error("THREE.Matrix4: the constructor no longer reads arguments. use .set() instead.")};
THREE.Matrix4.prototype={constructor:THREE.Matrix4,set:function(a,b,c,d,e,g,f,h,l,k,m,p,n,q,s,t){var v=this.elements;v[0]=a;v[4]=b;v[8]=c;v[12]=d;v[1]=e;v[5]=g;v[9]=f;v[13]=h;v[2]=l;v[6]=k;v[10]=m;v[14]=p;v[3]=n;v[7]=q;v[11]=s;v[15]=t;return this},identity:function(){this.set(1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1);return this},clone:function(){return(new THREE.Matrix4).fromArray(this.elements)},copy:function(a){this.elements.set(a.elements);return this},extractPosition:function(a){console.warn("THREE.Matrix4: .extractPosition() has been renamed to .copyPosition().");
return this.copyPosition(a)},copyPosition:function(a){var b=this.elements;a=a.elements;b[12]=a[12];b[13]=a[13];b[14]=a[14];return this},extractBasis:function(a,b,c){var d=this.elements;a.set(d[0],d[1],d[2]);b.set(d[4],d[5],d[6]);c.set(d[8],d[9],d[10]);return this},makeBasis:function(a,b,c){this.set(a.x,b.x,c.x,0,a.y,b.y,c.y,0,a.z,b.z,c.z,0,0,0,0,1);return this},extractRotation:function(){var a;return function(b){void 0===a&&(a=new THREE.Vector3);var c=this.elements;b=b.elements;var d=1/a.set(b[0],
b[1],b[2]).length(),e=1/a.set(b[4],b[5],b[6]).length(),g=1/a.set(b[8],b[9],b[10]).length();c[0]=b[0]*d;c[1]=b[1]*d;c[2]=b[2]*d;c[4]=b[4]*e;c[5]=b[5]*e;c[6]=b[6]*e;c[8]=b[8]*g;c[9]=b[9]*g;c[10]=b[10]*g;return this}}(),makeRotationFromEuler:function(a){!1===a instanceof THREE.Euler&&console.error("THREE.Matrix: .makeRotationFromEuler() now expects a Euler rotation rather than a Vector3 and order.");var b=this.elements,c=a.x,d=a.y,e=a.z,g=Math.cos(c),c=Math.sin(c),f=Math.cos(d),d=Math.sin(d),h=Math.cos(e),
e=Math.sin(e);if("XYZ"===a.order){a=g*h;var l=g*e,k=c*h,m=c*e;b[0]=f*h;b[4]=-f*e;b[8]=d;b[1]=l+k*d;b[5]=a-m*d;b[9]=-c*f;b[2]=m-a*d;b[6]=k+l*d;b[10]=g*f}else"YXZ"===a.order?(a=f*h,l=f*e,k=d*h,m=d*e,b[0]=a+m*c,b[4]=k*c-l,b[8]=g*d,b[1]=g*e,b[5]=g*h,b[9]=-c,b[2]=l*c-k,b[6]=m+a*c,b[10]=g*f):"ZXY"===a.order?(a=f*h,l=f*e,k=d*h,m=d*e,b[0]=a-m*c,b[4]=-g*e,b[8]=k+l*c,b[1]=l+k*c,b[5]=g*h,b[9]=m-a*c,b[2]=-g*d,b[6]=c,b[10]=g*f):"ZYX"===a.order?(a=g*h,l=g*e,k=c*h,m=c*e,b[0]=f*h,b[4]=k*d-l,b[8]=a*d+m,b[1]=f*e,b[5]=
m*d+a,b[9]=l*d-k,b[2]=-d,b[6]=c*f,b[10]=g*f):"YZX"===a.order?(a=g*f,l=g*d,k=c*f,m=c*d,b[0]=f*h,b[4]=m-a*e,b[8]=k*e+l,b[1]=e,b[5]=g*h,b[9]=-c*h,b[2]=-d*h,b[6]=l*e+k,b[10]=a-m*e):"XZY"===a.order&&(a=g*f,l=g*d,k=c*f,m=c*d,b[0]=f*h,b[4]=-e,b[8]=d*h,b[1]=a*e+m,b[5]=g*h,b[9]=l*e-k,b[2]=k*e-l,b[6]=c*h,b[10]=m*e+a);b[3]=0;b[7]=0;b[11]=0;b[12]=0;b[13]=0;b[14]=0;b[15]=1;return this},setRotationFromQuaternion:function(a){console.warn("THREE.Matrix4: .setRotationFromQuaternion() has been renamed to .makeRotationFromQuaternion().");
return this.makeRotationFromQuaternion(a)},makeRotationFromQuaternion:function(a){var b=this.elements,c=a.x,d=a.y,e=a.z,g=a.w,f=c+c,h=d+d,l=e+e;a=c*f;var k=c*h,c=c*l,m=d*h,d=d*l,e=e*l,f=g*f,h=g*h,g=g*l;b[0]=1-(m+e);b[4]=k-g;b[8]=c+h;b[1]=k+g;b[5]=1-(a+e);b[9]=d-f;b[2]=c-h;b[6]=d+f;b[10]=1-(a+m);b[3]=0;b[7]=0;b[11]=0;b[12]=0;b[13]=0;b[14]=0;b[15]=1;return this},lookAt:function(){var a,b,c;return function(d,e,g){void 0===a&&(a=new THREE.Vector3);void 0===b&&(b=new THREE.Vector3);void 0===c&&(c=new THREE.Vector3);
var f=this.elements;c.subVectors(d,e).normalize();0===c.lengthSq()&&(c.z=1);a.crossVectors(g,c).normalize();0===a.lengthSq()&&(c.x+=1E-4,a.crossVectors(g,c).normalize());b.crossVectors(c,a);f[0]=a.x;f[4]=b.x;f[8]=c.x;f[1]=a.y;f[5]=b.y;f[9]=c.y;f[2]=a.z;f[6]=b.z;f[10]=c.z;return this}}(),multiply:function(a,b){return void 0!==b?(console.warn("THREE.Matrix4: .multiply() now only accepts one argument. Use .multiplyMatrices( a, b ) instead."),this.multiplyMatrices(a,b)):this.multiplyMatrices(this,a)},
multiplyMatrices:function(a,b){var c=a.elements,d=b.elements,e=this.elements,g=c[0],f=c[4],h=c[8],l=c[12],k=c[1],m=c[5],p=c[9],n=c[13],q=c[2],s=c[6],t=c[10],v=c[14],u=c[3],w=c[7],D=c[11],c=c[15],x=d[0],B=d[4],y=d[8],z=d[12],A=d[1],J=d[5],F=d[9],C=d[13],N=d[2],L=d[6],Q=d[10],M=d[14],K=d[3],E=d[7],O=d[11],d=d[15];e[0]=g*x+f*A+h*N+l*K;e[4]=g*B+f*J+h*L+l*E;e[8]=g*y+f*F+h*Q+l*O;e[12]=g*z+f*C+h*M+l*d;e[1]=k*x+m*A+p*N+n*K;e[5]=k*B+m*J+p*L+n*E;e[9]=k*y+m*F+p*Q+n*O;e[13]=k*z+m*C+p*M+n*d;e[2]=q*x+s*A+t*N+v*
K;e[6]=q*B+s*J+t*L+v*E;e[10]=q*y+s*F+t*Q+v*O;e[14]=q*z+s*C+t*M+v*d;e[3]=u*x+w*A+D*N+c*K;e[7]=u*B+w*J+D*L+c*E;e[11]=u*y+w*F+D*Q+c*O;e[15]=u*z+w*C+D*M+c*d;return this},multiplyToArray:function(a,b,c){var d=this.elements;this.multiplyMatrices(a,b);c[0]=d[0];c[1]=d[1];c[2]=d[2];c[3]=d[3];c[4]=d[4];c[5]=d[5];c[6]=d[6];c[7]=d[7];c[8]=d[8];c[9]=d[9];c[10]=d[10];c[11]=d[11];c[12]=d[12];c[13]=d[13];c[14]=d[14];c[15]=d[15];return this},multiplyScalar:function(a){var b=this.elements;b[0]*=a;b[4]*=a;b[8]*=a;
b[12]*=a;b[1]*=a;b[5]*=a;b[9]*=a;b[13]*=a;b[2]*=a;b[6]*=a;b[10]*=a;b[14]*=a;b[3]*=a;b[7]*=a;b[11]*=a;b[15]*=a;return this},multiplyVector3:function(a){console.warn("THREE.Matrix4: .multiplyVector3() has been removed. Use vector.applyMatrix4( matrix ) or vector.applyProjection( matrix ) instead.");return a.applyProjection(this)},multiplyVector4:function(a){console.warn("THREE.Matrix4: .multiplyVector4() has been removed. Use vector.applyMatrix4( matrix ) instead.");return a.applyMatrix4(this)},multiplyVector3Array:function(a){console.warn("THREE.Matrix4: .multiplyVector3Array() has been renamed. Use matrix.applyToVector3Array( array ) instead.");
return this.applyToVector3Array(a)},applyToVector3Array:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Vector3);void 0===c&&(c=0);void 0===d&&(d=b.length);for(var e=0;e<d;e+=3,c+=3)a.fromArray(b,c),a.applyMatrix4(this),a.toArray(b,c);return b}}(),applyToBuffer:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Vector3);void 0===c&&(c=0);void 0===d&&(d=b.length/b.itemSize);for(var e=0;e<d;e++,c++)a.x=b.getX(c),a.y=b.getY(c),a.z=b.getZ(c),a.applyMatrix4(this),b.setXYZ(a.x,
a.y,a.z);return b}}(),rotateAxis:function(a){console.warn("THREE.Matrix4: .rotateAxis() has been removed. Use Vector3.transformDirection( matrix ) instead.");a.transformDirection(this)},crossVector:function(a){console.warn("THREE.Matrix4: .crossVector() has been removed. Use vector.applyMatrix4( matrix ) instead.");return a.applyMatrix4(this)},determinant:function(){var a=this.elements,b=a[0],c=a[4],d=a[8],e=a[12],g=a[1],f=a[5],h=a[9],l=a[13],k=a[2],m=a[6],p=a[10],n=a[14];return a[3]*(+e*h*m-d*l*
m-e*f*p+c*l*p+d*f*n-c*h*n)+a[7]*(+b*h*n-b*l*p+e*g*p-d*g*n+d*l*k-e*h*k)+a[11]*(+b*l*m-b*f*n-e*g*m+c*g*n+e*f*k-c*l*k)+a[15]*(-d*f*k-b*h*m+b*f*p+d*g*m-c*g*p+c*h*k)},transpose:function(){var a=this.elements,b;b=a[1];a[1]=a[4];a[4]=b;b=a[2];a[2]=a[8];a[8]=b;b=a[6];a[6]=a[9];a[9]=b;b=a[3];a[3]=a[12];a[12]=b;b=a[7];a[7]=a[13];a[13]=b;b=a[11];a[11]=a[14];a[14]=b;return this},flattenToArrayOffset:function(a,b){var c=this.elements;a[b]=c[0];a[b+1]=c[1];a[b+2]=c[2];a[b+3]=c[3];a[b+4]=c[4];a[b+5]=c[5];a[b+6]=
c[6];a[b+7]=c[7];a[b+8]=c[8];a[b+9]=c[9];a[b+10]=c[10];a[b+11]=c[11];a[b+12]=c[12];a[b+13]=c[13];a[b+14]=c[14];a[b+15]=c[15];return a},getPosition:function(){var a;return function(){void 0===a&&(a=new THREE.Vector3);console.warn("THREE.Matrix4: .getPosition() has been removed. Use Vector3.setFromMatrixPosition( matrix ) instead.");var b=this.elements;return a.set(b[12],b[13],b[14])}}(),setPosition:function(a){var b=this.elements;b[12]=a.x;b[13]=a.y;b[14]=a.z;return this},getInverse:function(a,b){var c=
this.elements,d=a.elements,e=d[0],g=d[4],f=d[8],h=d[12],l=d[1],k=d[5],m=d[9],p=d[13],n=d[2],q=d[6],s=d[10],t=d[14],v=d[3],u=d[7],w=d[11],d=d[15];c[0]=m*t*u-p*s*u+p*q*w-k*t*w-m*q*d+k*s*d;c[4]=h*s*u-f*t*u-h*q*w+g*t*w+f*q*d-g*s*d;c[8]=f*p*u-h*m*u+h*k*w-g*p*w-f*k*d+g*m*d;c[12]=h*m*q-f*p*q-h*k*s+g*p*s+f*k*t-g*m*t;c[1]=p*s*v-m*t*v-p*n*w+l*t*w+m*n*d-l*s*d;c[5]=f*t*v-h*s*v+h*n*w-e*t*w-f*n*d+e*s*d;c[9]=h*m*v-f*p*v-h*l*w+e*p*w+f*l*d-e*m*d;c[13]=f*p*n-h*m*n+h*l*s-e*p*s-f*l*t+e*m*t;c[2]=k*t*v-p*q*v+p*n*u-l*t*
u-k*n*d+l*q*d;c[6]=h*q*v-g*t*v-h*n*u+e*t*u+g*n*d-e*q*d;c[10]=g*p*v-h*k*v+h*l*u-e*p*u-g*l*d+e*k*d;c[14]=h*k*n-g*p*n-h*l*q+e*p*q+g*l*t-e*k*t;c[3]=m*q*v-k*s*v-m*n*u+l*s*u+k*n*w-l*q*w;c[7]=g*s*v-f*q*v+f*n*u-e*s*u-g*n*w+e*q*w;c[11]=f*k*v-g*m*v-f*l*u+e*m*u+g*l*w-e*k*w;c[15]=g*m*n-f*k*n+f*l*q-e*m*q-g*l*s+e*k*s;c=e*c[0]+l*c[4]+n*c[8]+v*c[12];if(0===c){if(b)throw Error("THREE.Matrix4.getInverse(): can't invert matrix, determinant is 0");console.warn("THREE.Matrix4.getInverse(): can't invert matrix, determinant is 0");
this.identity();return this}this.multiplyScalar(1/c);return this},translate:function(a){console.error("THREE.Matrix4: .translate() has been removed.")},rotateX:function(a){console.error("THREE.Matrix4: .rotateX() has been removed.")},rotateY:function(a){console.error("THREE.Matrix4: .rotateY() has been removed.")},rotateZ:function(a){console.error("THREE.Matrix4: .rotateZ() has been removed.")},rotateByAxis:function(a,b){console.error("THREE.Matrix4: .rotateByAxis() has been removed.")},scale:function(a){var b=
this.elements,c=a.x,d=a.y;a=a.z;b[0]*=c;b[4]*=d;b[8]*=a;b[1]*=c;b[5]*=d;b[9]*=a;b[2]*=c;b[6]*=d;b[10]*=a;b[3]*=c;b[7]*=d;b[11]*=a;return this},getMaxScaleOnAxis:function(){var a=this.elements;return Math.sqrt(Math.max(a[0]*a[0]+a[1]*a[1]+a[2]*a[2],a[4]*a[4]+a[5]*a[5]+a[6]*a[6],a[8]*a[8]+a[9]*a[9]+a[10]*a[10]))},makeTranslation:function(a,b,c){this.set(1,0,0,a,0,1,0,b,0,0,1,c,0,0,0,1);return this},makeRotationX:function(a){var b=Math.cos(a);a=Math.sin(a);this.set(1,0,0,0,0,b,-a,0,0,a,b,0,0,0,0,1);
return this},makeRotationY:function(a){var b=Math.cos(a);a=Math.sin(a);this.set(b,0,a,0,0,1,0,0,-a,0,b,0,0,0,0,1);return this},makeRotationZ:function(a){var b=Math.cos(a);a=Math.sin(a);this.set(b,-a,0,0,a,b,0,0,0,0,1,0,0,0,0,1);return this},makeRotationAxis:function(a,b){var c=Math.cos(b),d=Math.sin(b),e=1-c,g=a.x,f=a.y,h=a.z,l=e*g,k=e*f;this.set(l*g+c,l*f-d*h,l*h+d*f,0,l*f+d*h,k*f+c,k*h-d*g,0,l*h-d*f,k*h+d*g,e*h*h+c,0,0,0,0,1);return this},makeScale:function(a,b,c){this.set(a,0,0,0,0,b,0,0,0,0,c,
0,0,0,0,1);return this},compose:function(a,b,c){this.makeRotationFromQuaternion(b);this.scale(c);this.setPosition(a);return this},decompose:function(){var a,b;return function(c,d,e){void 0===a&&(a=new THREE.Vector3);void 0===b&&(b=new THREE.Matrix4);var g=this.elements,f=a.set(g[0],g[1],g[2]).length(),h=a.set(g[4],g[5],g[6]).length(),l=a.set(g[8],g[9],g[10]).length();0>this.determinant()&&(f=-f);c.x=g[12];c.y=g[13];c.z=g[14];b.elements.set(this.elements);c=1/f;var g=1/h,k=1/l;b.elements[0]*=c;b.elements[1]*=
c;b.elements[2]*=c;b.elements[4]*=g;b.elements[5]*=g;b.elements[6]*=g;b.elements[8]*=k;b.elements[9]*=k;b.elements[10]*=k;d.setFromRotationMatrix(b);e.x=f;e.y=h;e.z=l;return this}}(),makeFrustum:function(a,b,c,d,e,g){var f=this.elements;f[0]=2*e/(b-a);f[4]=0;f[8]=(b+a)/(b-a);f[12]=0;f[1]=0;f[5]=2*e/(d-c);f[9]=(d+c)/(d-c);f[13]=0;f[2]=0;f[6]=0;f[10]=-(g+e)/(g-e);f[14]=-2*g*e/(g-e);f[3]=0;f[7]=0;f[11]=-1;f[15]=0;return this},makePerspective:function(a,b,c,d){a=c*Math.tan(THREE.Math.degToRad(.5*a));
var e=-a;return this.makeFrustum(e*b,a*b,e,a,c,d)},makeOrthographic:function(a,b,c,d,e,g){var f=this.elements,h=b-a,l=c-d,k=g-e;f[0]=2/h;f[4]=0;f[8]=0;f[12]=-((b+a)/h);f[1]=0;f[5]=2/l;f[9]=0;f[13]=-((c+d)/l);f[2]=0;f[6]=0;f[10]=-2/k;f[14]=-((g+e)/k);f[3]=0;f[7]=0;f[11]=0;f[15]=1;return this},equals:function(a){var b=this.elements;a=a.elements;for(var c=0;16>c;c++)if(b[c]!==a[c])return!1;return!0},fromArray:function(a){this.elements.set(a);return this},toArray:function(){var a=this.elements;return[a[0],
a[1],a[2],a[3],a[4],a[5],a[6],a[7],a[8],a[9],a[10],a[11],a[12],a[13],a[14],a[15]]}};THREE.Ray=function(a,b){this.origin=void 0!==a?a:new THREE.Vector3;this.direction=void 0!==b?b:new THREE.Vector3};
THREE.Ray.prototype={constructor:THREE.Ray,set:function(a,b){this.origin.copy(a);this.direction.copy(b);return this},clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.origin.copy(a.origin);this.direction.copy(a.direction);return this},at:function(a,b){return(b||new THREE.Vector3).copy(this.direction).multiplyScalar(a).add(this.origin)},recast:function(){var a=new THREE.Vector3;return function(b){this.origin.copy(this.at(b,a));return this}}(),closestPointToPoint:function(a,
b){var c=b||new THREE.Vector3;c.subVectors(a,this.origin);var d=c.dot(this.direction);return 0>d?c.copy(this.origin):c.copy(this.direction).multiplyScalar(d).add(this.origin)},distanceToPoint:function(a){return Math.sqrt(this.distanceSqToPoint(a))},distanceSqToPoint:function(){var a=new THREE.Vector3;return function(b){var c=a.subVectors(b,this.origin).dot(this.direction);if(0>c)return this.origin.distanceToSquared(b);a.copy(this.direction).multiplyScalar(c).add(this.origin);return a.distanceToSquared(b)}}(),
distanceSqToSegment:function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Vector3;return function(d,e,g,f){a.copy(d).add(e).multiplyScalar(.5);b.copy(e).sub(d).normalize();c.copy(this.origin).sub(a);var h=.5*d.distanceTo(e),l=-this.direction.dot(b),k=c.dot(this.direction),m=-c.dot(b),p=c.lengthSq(),n=Math.abs(1-l*l),q;0<n?(d=l*m-k,e=l*k-m,q=h*n,0<=d?e>=-q?e<=q?(h=1/n,d*=h,e*=h,l=d*(d+l*e+2*k)+e*(l*d+e+2*m)+p):(e=h,d=Math.max(0,-(l*e+k)),l=-d*d+e*(e+2*m)+p):(e=-h,d=Math.max(0,-(l*e+k)),
l=-d*d+e*(e+2*m)+p):e<=-q?(d=Math.max(0,-(-l*h+k)),e=0<d?-h:Math.min(Math.max(-h,-m),h),l=-d*d+e*(e+2*m)+p):e<=q?(d=0,e=Math.min(Math.max(-h,-m),h),l=e*(e+2*m)+p):(d=Math.max(0,-(l*h+k)),e=0<d?h:Math.min(Math.max(-h,-m),h),l=-d*d+e*(e+2*m)+p)):(e=0<l?-h:h,d=Math.max(0,-(l*e+k)),l=-d*d+e*(e+2*m)+p);g&&g.copy(this.direction).multiplyScalar(d).add(this.origin);f&&f.copy(b).multiplyScalar(e).add(a);return l}}(),isIntersectionSphere:function(a){return this.distanceToPoint(a.center)<=a.radius},intersectSphere:function(){var a=
new THREE.Vector3;return function(b,c){a.subVectors(b.center,this.origin);var d=a.dot(this.direction),e=a.dot(a)-d*d,g=b.radius*b.radius;if(e>g)return null;g=Math.sqrt(g-e);e=d-g;d+=g;return 0>e&&0>d?null:0>e?this.at(d,c):this.at(e,c)}}(),isIntersectionPlane:function(a){var b=a.distanceToPoint(this.origin);return 0===b||0>a.normal.dot(this.direction)*b?!0:!1},distanceToPlane:function(a){var b=a.normal.dot(this.direction);if(0===b)return 0===a.distanceToPoint(this.origin)?0:null;a=-(this.origin.dot(a.normal)+
a.constant)/b;return 0<=a?a:null},intersectPlane:function(a,b){var c=this.distanceToPlane(a);return null===c?null:this.at(c,b)},isIntersectionBox:function(){var a=new THREE.Vector3;return function(b){return null!==this.intersectBox(b,a)}}(),intersectBox:function(a,b){var c,d,e,g,f;d=1/this.direction.x;g=1/this.direction.y;f=1/this.direction.z;var h=this.origin;0<=d?(c=(a.min.x-h.x)*d,d*=a.max.x-h.x):(c=(a.max.x-h.x)*d,d*=a.min.x-h.x);0<=g?(e=(a.min.y-h.y)*g,g*=a.max.y-h.y):(e=(a.max.y-h.y)*g,g*=a.min.y-
h.y);if(c>g||e>d)return null;if(e>c||c!==c)c=e;if(g<d||d!==d)d=g;0<=f?(e=(a.min.z-h.z)*f,f*=a.max.z-h.z):(e=(a.max.z-h.z)*f,f*=a.min.z-h.z);if(c>f||e>d)return null;if(e>c||c!==c)c=e;if(f<d||d!==d)d=f;return 0>d?null:this.at(0<=c?c:d,b)},intersectTriangle:function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Vector3,d=new THREE.Vector3;return function(e,g,f,h,l){b.subVectors(g,e);c.subVectors(f,e);d.crossVectors(b,c);g=this.direction.dot(d);if(0<g){if(h)return null;h=1}else if(0>g)h=-1,
g=-g;else return null;a.subVectors(this.origin,e);e=h*this.direction.dot(c.crossVectors(a,c));if(0>e)return null;f=h*this.direction.dot(b.cross(a));if(0>f||e+f>g)return null;e=-h*a.dot(d);return 0>e?null:this.at(e/g,l)}}(),applyMatrix4:function(a){this.direction.add(this.origin).applyMatrix4(a);this.origin.applyMatrix4(a);this.direction.sub(this.origin);this.direction.normalize();return this},equals:function(a){return a.origin.equals(this.origin)&&a.direction.equals(this.direction)}};
THREE.Sphere=function(a,b){this.center=void 0!==a?a:new THREE.Vector3;this.radius=void 0!==b?b:0};
THREE.Sphere.prototype={constructor:THREE.Sphere,set:function(a,b){this.center.copy(a);this.radius=b;return this},setFromPoints:function(){var a=new THREE.Box3;return function(b,c){var d=this.center;void 0!==c?d.copy(c):a.setFromPoints(b).center(d);for(var e=0,g=0,f=b.length;g<f;g++)e=Math.max(e,d.distanceToSquared(b[g]));this.radius=Math.sqrt(e);return this}}(),clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.center.copy(a.center);this.radius=a.radius;return this},
empty:function(){return 0>=this.radius},containsPoint:function(a){return a.distanceToSquared(this.center)<=this.radius*this.radius},distanceToPoint:function(a){return a.distanceTo(this.center)-this.radius},intersectsSphere:function(a){var b=this.radius+a.radius;return a.center.distanceToSquared(this.center)<=b*b},clampPoint:function(a,b){var c=this.center.distanceToSquared(a),d=b||new THREE.Vector3;d.copy(a);c>this.radius*this.radius&&(d.sub(this.center).normalize(),d.multiplyScalar(this.radius).add(this.center));
return d},getBoundingBox:function(a){a=a||new THREE.Box3;a.set(this.center,this.center);a.expandByScalar(this.radius);return a},applyMatrix4:function(a){this.center.applyMatrix4(a);this.radius*=a.getMaxScaleOnAxis();return this},translate:function(a){this.center.add(a);return this},equals:function(a){return a.center.equals(this.center)&&a.radius===this.radius}};
THREE.Frustum=function(a,b,c,d,e,g){this.planes=[void 0!==a?a:new THREE.Plane,void 0!==b?b:new THREE.Plane,void 0!==c?c:new THREE.Plane,void 0!==d?d:new THREE.Plane,void 0!==e?e:new THREE.Plane,void 0!==g?g:new THREE.Plane]};
THREE.Frustum.prototype={constructor:THREE.Frustum,set:function(a,b,c,d,e,g){var f=this.planes;f[0].copy(a);f[1].copy(b);f[2].copy(c);f[3].copy(d);f[4].copy(e);f[5].copy(g);return this},clone:function(){return(new this.constructor).copy(this)},copy:function(a){for(var b=this.planes,c=0;6>c;c++)b[c].copy(a.planes[c]);return this},setFromMatrix:function(a){var b=this.planes,c=a.elements;a=c[0];var d=c[1],e=c[2],g=c[3],f=c[4],h=c[5],l=c[6],k=c[7],m=c[8],p=c[9],n=c[10],q=c[11],s=c[12],t=c[13],v=c[14],
c=c[15];b[0].setComponents(g-a,k-f,q-m,c-s).normalize();b[1].setComponents(g+a,k+f,q+m,c+s).normalize();b[2].setComponents(g+d,k+h,q+p,c+t).normalize();b[3].setComponents(g-d,k-h,q-p,c-t).normalize();b[4].setComponents(g-e,k-l,q-n,c-v).normalize();b[5].setComponents(g+e,k+l,q+n,c+v).normalize();return this},intersectsObject:function(){var a=new THREE.Sphere;return function(b){var c=b.geometry;null===c.boundingSphere&&c.computeBoundingSphere();a.copy(c.boundingSphere);a.applyMatrix4(b.matrixWorld);
return this.intersectsSphere(a)}}(),intersectsSphere:function(a){var b=this.planes,c=a.center;a=-a.radius;for(var d=0;6>d;d++)if(b[d].distanceToPoint(c)<a)return!1;return!0},intersectsBox:function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(c){for(var d=this.planes,e=0;6>e;e++){var g=d[e];a.x=0<g.normal.x?c.min.x:c.max.x;b.x=0<g.normal.x?c.max.x:c.min.x;a.y=0<g.normal.y?c.min.y:c.max.y;b.y=0<g.normal.y?c.max.y:c.min.y;a.z=0<g.normal.z?c.min.z:c.max.z;b.z=0<g.normal.z?c.max.z:c.min.z;
var f=g.distanceToPoint(a),g=g.distanceToPoint(b);if(0>f&&0>g)return!1}return!0}}(),containsPoint:function(a){for(var b=this.planes,c=0;6>c;c++)if(0>b[c].distanceToPoint(a))return!1;return!0}};THREE.Plane=function(a,b){this.normal=void 0!==a?a:new THREE.Vector3(1,0,0);this.constant=void 0!==b?b:0};
THREE.Plane.prototype={constructor:THREE.Plane,set:function(a,b){this.normal.copy(a);this.constant=b;return this},setComponents:function(a,b,c,d){this.normal.set(a,b,c);this.constant=d;return this},setFromNormalAndCoplanarPoint:function(a,b){this.normal.copy(a);this.constant=-b.dot(this.normal);return this},setFromCoplanarPoints:function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(c,d,e){d=a.subVectors(e,d).cross(b.subVectors(c,d)).normalize();this.setFromNormalAndCoplanarPoint(d,
c);return this}}(),clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.normal.copy(a.normal);this.constant=a.constant;return this},normalize:function(){var a=1/this.normal.length();this.normal.multiplyScalar(a);this.constant*=a;return this},negate:function(){this.constant*=-1;this.normal.negate();return this},distanceToPoint:function(a){return this.normal.dot(a)+this.constant},distanceToSphere:function(a){return this.distanceToPoint(a.center)-a.radius},projectPoint:function(a,
b){return this.orthoPoint(a,b).sub(a).negate()},orthoPoint:function(a,b){var c=this.distanceToPoint(a);return(b||new THREE.Vector3).copy(this.normal).multiplyScalar(c)},isIntersectionLine:function(a){var b=this.distanceToPoint(a.start);a=this.distanceToPoint(a.end);return 0>b&&0<a||0>a&&0<b},intersectLine:function(){var a=new THREE.Vector3;return function(b,c){var d=c||new THREE.Vector3,e=b.delta(a),g=this.normal.dot(e);if(0===g){if(0===this.distanceToPoint(b.start))return d.copy(b.start)}else return g=
-(b.start.dot(this.normal)+this.constant)/g,0>g||1<g?void 0:d.copy(e).multiplyScalar(g).add(b.start)}}(),coplanarPoint:function(a){return(a||new THREE.Vector3).copy(this.normal).multiplyScalar(-this.constant)},applyMatrix4:function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Matrix3;return function(d,e){var g=e||c.getNormalMatrix(d),g=a.copy(this.normal).applyMatrix3(g),f=this.coplanarPoint(b);f.applyMatrix4(d);this.setFromNormalAndCoplanarPoint(g,f);return this}}(),translate:function(a){this.constant-=
a.dot(this.normal);return this},equals:function(a){return a.normal.equals(this.normal)&&a.constant===this.constant}};
THREE.Math={generateUUID:function(){var a="0123456789ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz".split(""),b=Array(36),c=0,d;return function(){for(var e=0;36>e;e++)8===e||13===e||18===e||23===e?b[e]="-":14===e?b[e]="4":(2>=c&&(c=33554432+16777216*Math.random()|0),d=c&15,c>>=4,b[e]=a[19===e?d&3|8:d]);return b.join("")}}(),clamp:function(a,b,c){return Math.max(b,Math.min(c,a))},euclideanModulo:function(a,b){return(a%b+b)%b},mapLinear:function(a,b,c,d,e){return d+(a-b)*(e-d)/(c-b)},smoothstep:function(a,
b,c){if(a<=b)return 0;if(a>=c)return 1;a=(a-b)/(c-b);return a*a*(3-2*a)},smootherstep:function(a,b,c){if(a<=b)return 0;if(a>=c)return 1;a=(a-b)/(c-b);return a*a*a*(a*(6*a-15)+10)},random16:function(){return(65280*Math.random()+255*Math.random())/65535},randInt:function(a,b){return a+Math.floor(Math.random()*(b-a+1))},randFloat:function(a,b){return a+Math.random()*(b-a)},randFloatSpread:function(a){return a*(.5-Math.random())},degToRad:function(){var a=Math.PI/180;return function(b){return b*a}}(),
radToDeg:function(){var a=180/Math.PI;return function(b){return b*a}}(),isPowerOfTwo:function(a){return 0===(a&a-1)&&0!==a},nearestPowerOfTwo:function(a){return Math.pow(2,Math.round(Math.log(a)/Math.LN2))},nextPowerOfTwo:function(a){a--;a|=a>>1;a|=a>>2;a|=a>>4;a|=a>>8;a|=a>>16;a++;return a}};
THREE.Spline=function(a){function b(a,b,c,d,e,g,f){a=.5*(c-a);d=.5*(d-b);return(2*(b-c)+a+d)*f+(-3*(b-c)-2*a-d)*g+a*e+b}this.points=a;var c=[],d={x:0,y:0,z:0},e,g,f,h,l,k,m,p,n;this.initFromArray=function(a){this.points=[];for(var b=0;b<a.length;b++)this.points[b]={x:a[b][0],y:a[b][1],z:a[b][2]}};this.getPoint=function(a){e=(this.points.length-1)*a;g=Math.floor(e);f=e-g;c[0]=0===g?g:g-1;c[1]=g;c[2]=g>this.points.length-2?this.points.length-1:g+1;c[3]=g>this.points.length-3?this.points.length-1:g+
2;k=this.points[c[0]];m=this.points[c[1]];p=this.points[c[2]];n=this.points[c[3]];h=f*f;l=f*h;d.x=b(k.x,m.x,p.x,n.x,f,h,l);d.y=b(k.y,m.y,p.y,n.y,f,h,l);d.z=b(k.z,m.z,p.z,n.z,f,h,l);return d};this.getControlPointsArray=function(){var a,b,c=this.points.length,d=[];for(a=0;a<c;a++)b=this.points[a],d[a]=[b.x,b.y,b.z];return d};this.getLength=function(a){var b,c,d,e=b=b=0,g=new THREE.Vector3,f=new THREE.Vector3,h=[],l=0;h[0]=0;a||(a=100);c=this.points.length*a;g.copy(this.points[0]);for(a=1;a<c;a++)b=
a/c,d=this.getPoint(b),f.copy(d),l+=f.distanceTo(g),g.copy(d),b*=this.points.length-1,b=Math.floor(b),b!==e&&(h[b]=l,e=b);h[h.length]=l;return{chunks:h,total:l}};this.reparametrizeByArcLength=function(a){var b,c,d,e,g,f,h=[],l=new THREE.Vector3,k=this.getLength();h.push(l.copy(this.points[0]).clone());for(b=1;b<this.points.length;b++){c=k.chunks[b]-k.chunks[b-1];f=Math.ceil(a*c/k.total);e=(b-1)/(this.points.length-1);g=b/(this.points.length-1);for(c=1;c<f-1;c++)d=e+1/f*c*(g-e),d=this.getPoint(d),
h.push(l.copy(d).clone());h.push(l.copy(this.points[b]).clone())}this.points=h}};THREE.Triangle=function(a,b,c){this.a=void 0!==a?a:new THREE.Vector3;this.b=void 0!==b?b:new THREE.Vector3;this.c=void 0!==c?c:new THREE.Vector3};THREE.Triangle.normal=function(){var a=new THREE.Vector3;return function(b,c,d,e){e=e||new THREE.Vector3;e.subVectors(d,c);a.subVectors(b,c);e.cross(a);b=e.lengthSq();return 0<b?e.multiplyScalar(1/Math.sqrt(b)):e.set(0,0,0)}}();
THREE.Triangle.barycoordFromPoint=function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Vector3;return function(d,e,g,f,h){a.subVectors(f,e);b.subVectors(g,e);c.subVectors(d,e);d=a.dot(a);e=a.dot(b);g=a.dot(c);var l=b.dot(b);f=b.dot(c);var k=d*l-e*e;h=h||new THREE.Vector3;if(0===k)return h.set(-2,-1,-1);k=1/k;l=(l*g-e*f)*k;d=(d*f-e*g)*k;return h.set(1-l-d,d,l)}}();
THREE.Triangle.containsPoint=function(){var a=new THREE.Vector3;return function(b,c,d,e){b=THREE.Triangle.barycoordFromPoint(b,c,d,e,a);return 0<=b.x&&0<=b.y&&1>=b.x+b.y}}();
THREE.Triangle.prototype={constructor:THREE.Triangle,set:function(a,b,c){this.a.copy(a);this.b.copy(b);this.c.copy(c);return this},setFromPointsAndIndices:function(a,b,c,d){this.a.copy(a[b]);this.b.copy(a[c]);this.c.copy(a[d]);return this},clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.a.copy(a.a);this.b.copy(a.b);this.c.copy(a.c);return this},area:function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(){a.subVectors(this.c,this.b);b.subVectors(this.a,
this.b);return.5*a.cross(b).length()}}(),midpoint:function(a){return(a||new THREE.Vector3).addVectors(this.a,this.b).add(this.c).multiplyScalar(1/3)},normal:function(a){return THREE.Triangle.normal(this.a,this.b,this.c,a)},plane:function(a){return(a||new THREE.Plane).setFromCoplanarPoints(this.a,this.b,this.c)},barycoordFromPoint:function(a,b){return THREE.Triangle.barycoordFromPoint(a,this.a,this.b,this.c,b)},containsPoint:function(a){return THREE.Triangle.containsPoint(a,this.a,this.b,this.c)},
equals:function(a){return a.a.equals(this.a)&&a.b.equals(this.b)&&a.c.equals(this.c)}};THREE.Channels=function(){this.mask=1};THREE.Channels.prototype={constructor:THREE.Channels,set:function(a){this.mask=1<<a},enable:function(a){this.mask|=1<<a},toggle:function(a){this.mask^=1<<a},disable:function(a){this.mask&=~(1<<a)}};THREE.Clock=function(a){this.autoStart=void 0!==a?a:!0;this.elapsedTime=this.oldTime=this.startTime=0;this.running=!1};
THREE.Clock.prototype={constructor:THREE.Clock,start:function(){this.oldTime=this.startTime=self.performance.now();this.running=!0},stop:function(){this.getElapsedTime();this.running=!1},getElapsedTime:function(){this.getDelta();return this.elapsedTime},getDelta:function(){var a=0;this.autoStart&&!this.running&&this.start();if(this.running){var b=self.performance.now(),a=.001*(b-this.oldTime);this.oldTime=b;this.elapsedTime+=a}return a}};THREE.EventDispatcher=function(){};
THREE.EventDispatcher.prototype={constructor:THREE.EventDispatcher,apply:function(a){a.addEventListener=THREE.EventDispatcher.prototype.addEventListener;a.hasEventListener=THREE.EventDispatcher.prototype.hasEventListener;a.removeEventListener=THREE.EventDispatcher.prototype.removeEventListener;a.dispatchEvent=THREE.EventDispatcher.prototype.dispatchEvent},addEventListener:function(a,b){void 0===this._listeners&&(this._listeners={});var c=this._listeners;void 0===c[a]&&(c[a]=[]);-1===c[a].indexOf(b)&&
c[a].push(b)},hasEventListener:function(a,b){if(void 0===this._listeners)return!1;var c=this._listeners;return void 0!==c[a]&&-1!==c[a].indexOf(b)?!0:!1},removeEventListener:function(a,b){if(void 0!==this._listeners){var c=this._listeners[a];if(void 0!==c){var d=c.indexOf(b);-1!==d&&c.splice(d,1)}}},dispatchEvent:function(a){if(void 0!==this._listeners){var b=this._listeners[a.type];if(void 0!==b){a.target=this;for(var c=[],d=b.length,e=0;e<d;e++)c[e]=b[e];for(e=0;e<d;e++)c[e].call(this,a)}}}};
(function(a){function b(a,b){return a.distance-b.distance}function c(a,b,g,f){if(!1!==a.visible&&(a.raycast(b,g),!0===f)){a=a.children;f=0;for(var h=a.length;f<h;f++)c(a[f],b,g,!0)}}a.Raycaster=function(b,c,g,f){this.ray=new a.Ray(b,c);this.near=g||0;this.far=f||Infinity;this.params={Mesh:{},Line:{},LOD:{},Points:{threshold:1},Sprite:{}};Object.defineProperties(this.params,{PointCloud:{get:function(){console.warn("THREE.Raycaster: params.PointCloud has been renamed to params.Points.");return this.Points}}})};
a.Raycaster.prototype={constructor:a.Raycaster,linePrecision:1,set:function(a,b){this.ray.set(a,b)},setFromCamera:function(b,c){c instanceof a.PerspectiveCamera?(this.ray.origin.setFromMatrixPosition(c.matrixWorld),this.ray.direction.set(b.x,b.y,.5).unproject(c).sub(this.ray.origin).normalize()):c instanceof a.OrthographicCamera?(this.ray.origin.set(b.x,b.y,-1).unproject(c),this.ray.direction.set(0,0,-1).transformDirection(c.matrixWorld)):console.error("THREE.Raycaster: Unsupported camera type.")},
intersectObject:function(a,e){var g=[];c(a,this,g,e);g.sort(b);return g},intersectObjects:function(a,e){var g=[];if(!1===Array.isArray(a))return console.warn("THREE.Raycaster.intersectObjects: objects is not an Array."),g;for(var f=0,h=a.length;f<h;f++)c(a[f],this,g,e);g.sort(b);return g}}})(THREE);
THREE.Object3D=function(){Object.defineProperty(this,"id",{value:THREE.Object3DIdCount++});this.uuid=THREE.Math.generateUUID();this.name="";this.type="Object3D";this.parent=null;this.channels=new THREE.Channels;this.children=[];this.up=THREE.Object3D.DefaultUp.clone();var a=new THREE.Vector3,b=new THREE.Euler,c=new THREE.Quaternion,d=new THREE.Vector3(1,1,1);b.onChange(function(){c.setFromEuler(b,!1)});c.onChange(function(){b.setFromQuaternion(c,void 0,!1)});Object.defineProperties(this,{position:{enumerable:!0,
value:a},rotation:{enumerable:!0,value:b},quaternion:{enumerable:!0,value:c},scale:{enumerable:!0,value:d},modelViewMatrix:{value:new THREE.Matrix4},normalMatrix:{value:new THREE.Matrix3}});this.rotationAutoUpdate=!0;this.matrix=new THREE.Matrix4;this.matrixWorld=new THREE.Matrix4;this.matrixAutoUpdate=THREE.Object3D.DefaultMatrixAutoUpdate;this.matrixWorldNeedsUpdate=!1;this.visible=!0;this.receiveShadow=this.castShadow=!1;this.frustumCulled=!0;this.renderOrder=0;this.userData={}};
THREE.Object3D.DefaultUp=new THREE.Vector3(0,1,0);THREE.Object3D.DefaultMatrixAutoUpdate=!0;
THREE.Object3D.prototype={constructor:THREE.Object3D,get eulerOrder(){console.warn("THREE.Object3D: .eulerOrder is now .rotation.order.");return this.rotation.order},set eulerOrder(a){console.warn("THREE.Object3D: .eulerOrder is now .rotation.order.");this.rotation.order=a},get useQuaternion(){console.warn("THREE.Object3D: .useQuaternion has been removed. The library now uses quaternions by default.")},set useQuaternion(a){console.warn("THREE.Object3D: .useQuaternion has been removed. The library now uses quaternions by default.")},set renderDepth(a){console.warn("THREE.Object3D: .renderDepth has been removed. Use .renderOrder, instead.")},
applyMatrix:function(a){this.matrix.multiplyMatrices(a,this.matrix);this.matrix.decompose(this.position,this.quaternion,this.scale)},setRotationFromAxisAngle:function(a,b){this.quaternion.setFromAxisAngle(a,b)},setRotationFromEuler:function(a){this.quaternion.setFromEuler(a,!0)},setRotationFromMatrix:function(a){this.quaternion.setFromRotationMatrix(a)},setRotationFromQuaternion:function(a){this.quaternion.copy(a)},rotateOnAxis:function(){var a=new THREE.Quaternion;return function(b,c){a.setFromAxisAngle(b,
c);this.quaternion.multiply(a);return this}}(),rotateX:function(){var a=new THREE.Vector3(1,0,0);return function(b){return this.rotateOnAxis(a,b)}}(),rotateY:function(){var a=new THREE.Vector3(0,1,0);return function(b){return this.rotateOnAxis(a,b)}}(),rotateZ:function(){var a=new THREE.Vector3(0,0,1);return function(b){return this.rotateOnAxis(a,b)}}(),translateOnAxis:function(){var a=new THREE.Vector3;return function(b,c){a.copy(b).applyQuaternion(this.quaternion);this.position.add(a.multiplyScalar(c));
return this}}(),translate:function(a,b){console.warn("THREE.Object3D: .translate() has been removed. Use .translateOnAxis( axis, distance ) instead.");return this.translateOnAxis(b,a)},translateX:function(){var a=new THREE.Vector3(1,0,0);return function(b){return this.translateOnAxis(a,b)}}(),translateY:function(){var a=new THREE.Vector3(0,1,0);return function(b){return this.translateOnAxis(a,b)}}(),translateZ:function(){var a=new THREE.Vector3(0,0,1);return function(b){return this.translateOnAxis(a,
b)}}(),localToWorld:function(a){return a.applyMatrix4(this.matrixWorld)},worldToLocal:function(){var a=new THREE.Matrix4;return function(b){return b.applyMatrix4(a.getInverse(this.matrixWorld))}}(),lookAt:function(){var a=new THREE.Matrix4;return function(b){a.lookAt(b,this.position,this.up);this.quaternion.setFromRotationMatrix(a)}}(),add:function(a){if(1<arguments.length){for(var b=0;b<arguments.length;b++)this.add(arguments[b]);return this}if(a===this)return console.error("THREE.Object3D.add: object can't be added as a child of itself.",
a),this;a instanceof THREE.Object3D?(null!==a.parent&&a.parent.remove(a),a.parent=this,a.dispatchEvent({type:"added"}),this.children.push(a)):console.error("THREE.Object3D.add: object not an instance of THREE.Object3D.",a);return this},remove:function(a){if(1<arguments.length)for(var b=0;b<arguments.length;b++)this.remove(arguments[b]);b=this.children.indexOf(a);-1!==b&&(a.parent=null,a.dispatchEvent({type:"removed"}),this.children.splice(b,1))},getChildByName:function(a){console.warn("THREE.Object3D: .getChildByName() has been renamed to .getObjectByName().");
return this.getObjectByName(a)},getObjectById:function(a){return this.getObjectByProperty("id",a)},getObjectByName:function(a){return this.getObjectByProperty("name",a)},getObjectByProperty:function(a,b){if(this[a]===b)return this;for(var c=0,d=this.children.length;c<d;c++){var e=this.children[c].getObjectByProperty(a,b);if(void 0!==e)return e}},getWorldPosition:function(a){a=a||new THREE.Vector3;this.updateMatrixWorld(!0);return a.setFromMatrixPosition(this.matrixWorld)},getWorldQuaternion:function(){var a=
new THREE.Vector3,b=new THREE.Vector3;return function(c){c=c||new THREE.Quaternion;this.updateMatrixWorld(!0);this.matrixWorld.decompose(a,c,b);return c}}(),getWorldRotation:function(){var a=new THREE.Quaternion;return function(b){b=b||new THREE.Euler;this.getWorldQuaternion(a);return b.setFromQuaternion(a,this.rotation.order,!1)}}(),getWorldScale:function(){var a=new THREE.Vector3,b=new THREE.Quaternion;return function(c){c=c||new THREE.Vector3;this.updateMatrixWorld(!0);this.matrixWorld.decompose(a,
b,c);return c}}(),getWorldDirection:function(){var a=new THREE.Quaternion;return function(b){b=b||new THREE.Vector3;this.getWorldQuaternion(a);return b.set(0,0,1).applyQuaternion(a)}}(),raycast:function(){},traverse:function(a){a(this);for(var b=this.children,c=0,d=b.length;c<d;c++)b[c].traverse(a)},traverseVisible:function(a){if(!1!==this.visible){a(this);for(var b=this.children,c=0,d=b.length;c<d;c++)b[c].traverseVisible(a)}},traverseAncestors:function(a){var b=this.parent;null!==b&&(a(b),b.traverseAncestors(a))},
updateMatrix:function(){this.matrix.compose(this.position,this.quaternion,this.scale);this.matrixWorldNeedsUpdate=!0},updateMatrixWorld:function(a){!0===this.matrixAutoUpdate&&this.updateMatrix();if(!0===this.matrixWorldNeedsUpdate||!0===a)null===this.parent?this.matrixWorld.copy(this.matrix):this.matrixWorld.multiplyMatrices(this.parent.matrixWorld,this.matrix),this.matrixWorldNeedsUpdate=!1,a=!0;for(var b=0,c=this.children.length;b<c;b++)this.children[b].updateMatrixWorld(a)},toJSON:function(a){function b(a){var b=
[],c;for(c in a){var d=a[c];delete d.metadata;b.push(d)}return b}var c=void 0===a,d={};c&&(a={geometries:{},materials:{},textures:{},images:{}},d.metadata={version:4.4,type:"Object",generator:"Object3D.toJSON"});var e={};e.uuid=this.uuid;e.type=this.type;""!==this.name&&(e.name=this.name);"{}"!==JSON.stringify(this.userData)&&(e.userData=this.userData);!0===this.castShadow&&(e.castShadow=!0);!0===this.receiveShadow&&(e.receiveShadow=!0);!1===this.visible&&(e.visible=!1);e.matrix=this.matrix.toArray();
void 0!==this.geometry&&(void 0===a.geometries[this.geometry.uuid]&&(a.geometries[this.geometry.uuid]=this.geometry.toJSON(a)),e.geometry=this.geometry.uuid);void 0!==this.material&&(void 0===a.materials[this.material.uuid]&&(a.materials[this.material.uuid]=this.material.toJSON(a)),e.material=this.material.uuid);if(0<this.children.length){e.children=[];for(var g=0;g<this.children.length;g++)e.children.push(this.children[g].toJSON(a).object)}if(c){var c=b(a.geometries),g=b(a.materials),f=b(a.textures);
a=b(a.images);0<c.length&&(d.geometries=c);0<g.length&&(d.materials=g);0<f.length&&(d.textures=f);0<a.length&&(d.images=a)}d.object=e;return d},clone:function(a){return(new this.constructor).copy(this,a)},copy:function(a,b){void 0===b&&(b=!0);this.name=a.name;this.up.copy(a.up);this.position.copy(a.position);this.quaternion.copy(a.quaternion);this.scale.copy(a.scale);this.rotationAutoUpdate=a.rotationAutoUpdate;this.matrix.copy(a.matrix);this.matrixWorld.copy(a.matrixWorld);this.matrixAutoUpdate=
a.matrixAutoUpdate;this.matrixWorldNeedsUpdate=a.matrixWorldNeedsUpdate;this.visible=a.visible;this.castShadow=a.castShadow;this.receiveShadow=a.receiveShadow;this.frustumCulled=a.frustumCulled;this.renderOrder=a.renderOrder;this.userData=JSON.parse(JSON.stringify(a.userData));if(!0===b)for(var c=0;c<a.children.length;c++)this.add(a.children[c].clone());return this}};THREE.EventDispatcher.prototype.apply(THREE.Object3D.prototype);THREE.Object3DIdCount=0;
THREE.Face3=function(a,b,c,d,e,g){this.a=a;this.b=b;this.c=c;this.normal=d instanceof THREE.Vector3?d:new THREE.Vector3;this.vertexNormals=Array.isArray(d)?d:[];this.color=e instanceof THREE.Color?e:new THREE.Color;this.vertexColors=Array.isArray(e)?e:[];this.materialIndex=void 0!==g?g:0};
THREE.Face3.prototype={constructor:THREE.Face3,clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.a=a.a;this.b=a.b;this.c=a.c;this.normal.copy(a.normal);this.color.copy(a.color);this.materialIndex=a.materialIndex;for(var b=0,c=a.vertexNormals.length;b<c;b++)this.vertexNormals[b]=a.vertexNormals[b].clone();b=0;for(c=a.vertexColors.length;b<c;b++)this.vertexColors[b]=a.vertexColors[b].clone();return this}};
THREE.Face4=function(a,b,c,d,e,g,f){console.warn("THREE.Face4 has been removed. A THREE.Face3 will be created instead.");return new THREE.Face3(a,b,c,e,g,f)};THREE.BufferAttribute=function(a,b){this.uuid=THREE.Math.generateUUID();this.array=a;this.itemSize=b;this.dynamic=!1;this.updateRange={offset:0,count:-1};this.version=0};
THREE.BufferAttribute.prototype={constructor:THREE.BufferAttribute,get length(){console.warn("THREE.BufferAttribute: .length has been deprecated. Please use .count.");return this.array.length},get count(){return this.array.length/this.itemSize},set needsUpdate(a){!0===a&&this.version++},setDynamic:function(a){this.dynamic=a;return this},copy:function(a){this.array=new a.array.constructor(a.array);this.itemSize=a.itemSize;this.dynamic=a.dynamic;return this},copyAt:function(a,b,c){a*=this.itemSize;
c*=b.itemSize;for(var d=0,e=this.itemSize;d<e;d++)this.array[a+d]=b.array[c+d];return this},copyArray:function(a){this.array.set(a);return this},copyColorsArray:function(a){for(var b=this.array,c=0,d=0,e=a.length;d<e;d++){var g=a[d];void 0===g&&(console.warn("THREE.BufferAttribute.copyColorsArray(): color is undefined",d),g=new THREE.Color);b[c++]=g.r;b[c++]=g.g;b[c++]=g.b}return this},copyIndicesArray:function(a){for(var b=this.array,c=0,d=0,e=a.length;d<e;d++){var g=a[d];b[c++]=g.a;b[c++]=g.b;b[c++]=
g.c}return this},copyVector2sArray:function(a){for(var b=this.array,c=0,d=0,e=a.length;d<e;d++){var g=a[d];void 0===g&&(console.warn("THREE.BufferAttribute.copyVector2sArray(): vector is undefined",d),g=new THREE.Vector2);b[c++]=g.x;b[c++]=g.y}return this},copyVector3sArray:function(a){for(var b=this.array,c=0,d=0,e=a.length;d<e;d++){var g=a[d];void 0===g&&(console.warn("THREE.BufferAttribute.copyVector3sArray(): vector is undefined",d),g=new THREE.Vector3);b[c++]=g.x;b[c++]=g.y;b[c++]=g.z}return this},
copyVector4sArray:function(a){for(var b=this.array,c=0,d=0,e=a.length;d<e;d++){var g=a[d];void 0===g&&(console.warn("THREE.BufferAttribute.copyVector4sArray(): vector is undefined",d),g=new THREE.Vector4);b[c++]=g.x;b[c++]=g.y;b[c++]=g.z;b[c++]=g.w}return this},set:function(a,b){void 0===b&&(b=0);this.array.set(a,b);return this},getX:function(a){return this.array[a*this.itemSize]},setX:function(a,b){this.array[a*this.itemSize]=b;return this},getY:function(a){return this.array[a*this.itemSize+1]},
setY:function(a,b){this.array[a*this.itemSize+1]=b;return this},getZ:function(a){return this.array[a*this.itemSize+2]},setZ:function(a,b){this.array[a*this.itemSize+2]=b;return this},getW:function(a){return this.array[a*this.itemSize+3]},setW:function(a,b){this.array[a*this.itemSize+3]=b;return this},setXY:function(a,b,c){a*=this.itemSize;this.array[a+0]=b;this.array[a+1]=c;return this},setXYZ:function(a,b,c,d){a*=this.itemSize;this.array[a+0]=b;this.array[a+1]=c;this.array[a+2]=d;return this},setXYZW:function(a,
b,c,d,e){a*=this.itemSize;this.array[a+0]=b;this.array[a+1]=c;this.array[a+2]=d;this.array[a+3]=e;return this},clone:function(){return(new this.constructor).copy(this)}};THREE.Int8Attribute=function(a,b){return new THREE.BufferAttribute(new Int8Array(a),b)};THREE.Uint8Attribute=function(a,b){return new THREE.BufferAttribute(new Uint8Array(a),b)};THREE.Uint8ClampedAttribute=function(a,b){return new THREE.BufferAttribute(new Uint8ClampedArray(a),b)};
THREE.Int16Attribute=function(a,b){return new THREE.BufferAttribute(new Int16Array(a),b)};THREE.Uint16Attribute=function(a,b){return new THREE.BufferAttribute(new Uint16Array(a),b)};THREE.Int32Attribute=function(a,b){return new THREE.BufferAttribute(new Int32Array(a),b)};THREE.Uint32Attribute=function(a,b){return new THREE.BufferAttribute(new Uint32Array(a),b)};THREE.Float32Attribute=function(a,b){return new THREE.BufferAttribute(new Float32Array(a),b)};
THREE.Float64Attribute=function(a,b){return new THREE.BufferAttribute(new Float64Array(a),b)};THREE.DynamicBufferAttribute=function(a,b){console.warn("THREE.DynamicBufferAttribute has been removed. Use new THREE.BufferAttribute().setDynamic( true ) instead.");return(new THREE.BufferAttribute(a,b)).setDynamic(!0)};THREE.InstancedBufferAttribute=function(a,b,c){THREE.BufferAttribute.call(this,a,b);this.meshPerAttribute=c||1};THREE.InstancedBufferAttribute.prototype=Object.create(THREE.BufferAttribute.prototype);
THREE.InstancedBufferAttribute.prototype.constructor=THREE.InstancedBufferAttribute;THREE.InstancedBufferAttribute.prototype.copy=function(a){THREE.BufferAttribute.prototype.copy.call(this,a);this.meshPerAttribute=a.meshPerAttribute;return this};THREE.InterleavedBuffer=function(a,b){this.uuid=THREE.Math.generateUUID();this.array=a;this.stride=b;this.dynamic=!1;this.updateRange={offset:0,count:-1};this.version=0};
THREE.InterleavedBuffer.prototype={constructor:THREE.InterleavedBuffer,get length(){return this.array.length},get count(){return this.array.length/this.stride},set needsUpdate(a){!0===a&&this.version++},setDynamic:function(a){this.dynamic=a;return this},copy:function(a){this.array=new a.array.constructor(a.array);this.stride=a.stride;this.dynamic=a.dynamic},copyAt:function(a,b,c){a*=this.stride;c*=b.stride;for(var d=0,e=this.stride;d<e;d++)this.array[a+d]=b.array[c+d];return this},set:function(a,
b){void 0===b&&(b=0);this.array.set(a,b);return this},clone:function(){return(new this.constructor).copy(this)}};THREE.InstancedInterleavedBuffer=function(a,b,c){THREE.InterleavedBuffer.call(this,a,b);this.meshPerAttribute=c||1};THREE.InstancedInterleavedBuffer.prototype=Object.create(THREE.InterleavedBuffer.prototype);THREE.InstancedInterleavedBuffer.prototype.constructor=THREE.InstancedInterleavedBuffer;
THREE.InstancedInterleavedBuffer.prototype.copy=function(a){THREE.InterleavedBuffer.prototype.copy.call(this,a);this.meshPerAttribute=a.meshPerAttribute;return this};THREE.InterleavedBufferAttribute=function(a,b,c){this.uuid=THREE.Math.generateUUID();this.data=a;this.itemSize=b;this.offset=c};
THREE.InterleavedBufferAttribute.prototype={constructor:THREE.InterleavedBufferAttribute,get length(){console.warn("THREE.BufferAttribute: .length has been deprecated. Please use .count.");return this.array.length},get count(){return this.data.array.length/this.data.stride},setX:function(a,b){this.data.array[a*this.data.stride+this.offset]=b;return this},setY:function(a,b){this.data.array[a*this.data.stride+this.offset+1]=b;return this},setZ:function(a,b){this.data.array[a*this.data.stride+this.offset+
2]=b;return this},setW:function(a,b){this.data.array[a*this.data.stride+this.offset+3]=b;return this},getX:function(a){return this.data.array[a*this.data.stride+this.offset]},getY:function(a){return this.data.array[a*this.data.stride+this.offset+1]},getZ:function(a){return this.data.array[a*this.data.stride+this.offset+2]},getW:function(a){return this.data.array[a*this.data.stride+this.offset+3]},setXY:function(a,b,c){a=a*this.data.stride+this.offset;this.data.array[a+0]=b;this.data.array[a+1]=c;
return this},setXYZ:function(a,b,c,d){a=a*this.data.stride+this.offset;this.data.array[a+0]=b;this.data.array[a+1]=c;this.data.array[a+2]=d;return this},setXYZW:function(a,b,c,d,e){a=a*this.data.stride+this.offset;this.data.array[a+0]=b;this.data.array[a+1]=c;this.data.array[a+2]=d;this.data.array[a+3]=e;return this}};
THREE.Geometry=function(){Object.defineProperty(this,"id",{value:THREE.GeometryIdCount++});this.uuid=THREE.Math.generateUUID();this.name="";this.type="Geometry";this.vertices=[];this.colors=[];this.faces=[];this.faceVertexUvs=[[]];this.morphTargets=[];this.morphNormals=[];this.skinWeights=[];this.skinIndices=[];this.lineDistances=[];this.boundingSphere=this.boundingBox=null;this.groupsNeedUpdate=this.lineDistancesNeedUpdate=this.colorsNeedUpdate=this.normalsNeedUpdate=this.uvsNeedUpdate=this.elementsNeedUpdate=
this.verticesNeedUpdate=!1};
THREE.Geometry.prototype={constructor:THREE.Geometry,applyMatrix:function(a){for(var b=(new THREE.Matrix3).getNormalMatrix(a),c=0,d=this.vertices.length;c<d;c++)this.vertices[c].applyMatrix4(a);c=0;for(d=this.faces.length;c<d;c++){a=this.faces[c];a.normal.applyMatrix3(b).normalize();for(var e=0,g=a.vertexNormals.length;e<g;e++)a.vertexNormals[e].applyMatrix3(b).normalize()}null!==this.boundingBox&&this.computeBoundingBox();null!==this.boundingSphere&&this.computeBoundingSphere();this.normalsNeedUpdate=
this.verticesNeedUpdate=!0},rotateX:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationX(b);this.applyMatrix(a);return this}}(),rotateY:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationY(b);this.applyMatrix(a);return this}}(),rotateZ:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationZ(b);this.applyMatrix(a);return this}}(),translate:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Matrix4);
a.makeTranslation(b,c,d);this.applyMatrix(a);return this}}(),scale:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Matrix4);a.makeScale(b,c,d);this.applyMatrix(a);return this}}(),lookAt:function(){var a;return function(b){void 0===a&&(a=new THREE.Object3D);a.lookAt(b);a.updateMatrix();this.applyMatrix(a.matrix)}}(),fromBufferGeometry:function(a){function b(a,b,d){var e=void 0!==f?[m[a].clone(),m[b].clone(),m[d].clone()]:[],g=void 0!==h?[c.colors[a].clone(),c.colors[b].clone(),c.colors[d].clone()]:
[],e=new THREE.Face3(a,b,d,e,g);c.faces.push(e);void 0!==l&&c.faceVertexUvs[0].push([p[a].clone(),p[b].clone(),p[d].clone()]);void 0!==k&&c.faceVertexUvs[1].push([n[a].clone(),n[b].clone(),n[d].clone()])}var c=this,d=null!==a.index?a.index.array:void 0,e=a.attributes,g=e.position.array,f=void 0!==e.normal?e.normal.array:void 0,h=void 0!==e.color?e.color.array:void 0,l=void 0!==e.uv?e.uv.array:void 0,k=void 0!==e.uv2?e.uv2.array:void 0;void 0!==k&&(this.faceVertexUvs[1]=[]);for(var m=[],p=[],n=[],
q=e=0;e<g.length;e+=3,q+=2)c.vertices.push(new THREE.Vector3(g[e],g[e+1],g[e+2])),void 0!==f&&m.push(new THREE.Vector3(f[e],f[e+1],f[e+2])),void 0!==h&&c.colors.push(new THREE.Color(h[e],h[e+1],h[e+2])),void 0!==l&&p.push(new THREE.Vector2(l[q],l[q+1])),void 0!==k&&n.push(new THREE.Vector2(k[q],k[q+1]));if(void 0!==d)if(g=a.groups,0<g.length)for(e=0;e<g.length;e++)for(var q=g[e],s=q.start,t=q.count,q=s,s=s+t;q<s;q+=3)b(d[q],d[q+1],d[q+2]);else for(e=0;e<d.length;e+=3)b(d[e],d[e+1],d[e+2]);else for(e=
0;e<g.length/3;e+=3)b(e,e+1,e+2);this.computeFaceNormals();null!==a.boundingBox&&(this.boundingBox=a.boundingBox.clone());null!==a.boundingSphere&&(this.boundingSphere=a.boundingSphere.clone());return this},center:function(){this.computeBoundingBox();var a=this.boundingBox.center().negate();this.translate(a.x,a.y,a.z);return a},normalize:function(){this.computeBoundingSphere();var a=this.boundingSphere.center,b=this.boundingSphere.radius,b=0===b?1:1/b,c=new THREE.Matrix4;c.set(b,0,0,-b*a.x,0,b,0,
-b*a.y,0,0,b,-b*a.z,0,0,0,1);this.applyMatrix(c);return this},computeFaceNormals:function(){for(var a=new THREE.Vector3,b=new THREE.Vector3,c=0,d=this.faces.length;c<d;c++){var e=this.faces[c],g=this.vertices[e.a],f=this.vertices[e.b];a.subVectors(this.vertices[e.c],f);b.subVectors(g,f);a.cross(b);a.normalize();e.normal.copy(a)}},computeVertexNormals:function(a){var b,c,d;d=Array(this.vertices.length);b=0;for(c=this.vertices.length;b<c;b++)d[b]=new THREE.Vector3;if(a){var e,g,f,h=new THREE.Vector3,
l=new THREE.Vector3;a=0;for(b=this.faces.length;a<b;a++)c=this.faces[a],e=this.vertices[c.a],g=this.vertices[c.b],f=this.vertices[c.c],h.subVectors(f,g),l.subVectors(e,g),h.cross(l),d[c.a].add(h),d[c.b].add(h),d[c.c].add(h)}else for(a=0,b=this.faces.length;a<b;a++)c=this.faces[a],d[c.a].add(c.normal),d[c.b].add(c.normal),d[c.c].add(c.normal);b=0;for(c=this.vertices.length;b<c;b++)d[b].normalize();a=0;for(b=this.faces.length;a<b;a++)c=this.faces[a],e=c.vertexNormals,3===e.length?(e[0].copy(d[c.a]),
e[1].copy(d[c.b]),e[2].copy(d[c.c])):(e[0]=d[c.a].clone(),e[1]=d[c.b].clone(),e[2]=d[c.c].clone())},computeMorphNormals:function(){var a,b,c,d,e;c=0;for(d=this.faces.length;c<d;c++)for(e=this.faces[c],e.__originalFaceNormal?e.__originalFaceNormal.copy(e.normal):e.__originalFaceNormal=e.normal.clone(),e.__originalVertexNormals||(e.__originalVertexNormals=[]),a=0,b=e.vertexNormals.length;a<b;a++)e.__originalVertexNormals[a]?e.__originalVertexNormals[a].copy(e.vertexNormals[a]):e.__originalVertexNormals[a]=
e.vertexNormals[a].clone();var g=new THREE.Geometry;g.faces=this.faces;a=0;for(b=this.morphTargets.length;a<b;a++){if(!this.morphNormals[a]){this.morphNormals[a]={};this.morphNormals[a].faceNormals=[];this.morphNormals[a].vertexNormals=[];e=this.morphNormals[a].faceNormals;var f=this.morphNormals[a].vertexNormals,h,l;c=0;for(d=this.faces.length;c<d;c++)h=new THREE.Vector3,l={a:new THREE.Vector3,b:new THREE.Vector3,c:new THREE.Vector3},e.push(h),f.push(l)}f=this.morphNormals[a];g.vertices=this.morphTargets[a].vertices;
g.computeFaceNormals();g.computeVertexNormals();c=0;for(d=this.faces.length;c<d;c++)e=this.faces[c],h=f.faceNormals[c],l=f.vertexNormals[c],h.copy(e.normal),l.a.copy(e.vertexNormals[0]),l.b.copy(e.vertexNormals[1]),l.c.copy(e.vertexNormals[2])}c=0;for(d=this.faces.length;c<d;c++)e=this.faces[c],e.normal=e.__originalFaceNormal,e.vertexNormals=e.__originalVertexNormals},computeTangents:function(){console.warn("THREE.Geometry: .computeTangents() has been removed.")},computeLineDistances:function(){for(var a=
0,b=this.vertices,c=0,d=b.length;c<d;c++)0<c&&(a+=b[c].distanceTo(b[c-1])),this.lineDistances[c]=a},computeBoundingBox:function(){null===this.boundingBox&&(this.boundingBox=new THREE.Box3);this.boundingBox.setFromPoints(this.vertices)},computeBoundingSphere:function(){null===this.boundingSphere&&(this.boundingSphere=new THREE.Sphere);this.boundingSphere.setFromPoints(this.vertices)},merge:function(a,b,c){if(!1===a instanceof THREE.Geometry)console.error("THREE.Geometry.merge(): geometry not an instance of THREE.Geometry.",
a);else{var d,e=this.vertices.length,g=this.vertices,f=a.vertices,h=this.faces,l=a.faces,k=this.faceVertexUvs[0];a=a.faceVertexUvs[0];void 0===c&&(c=0);void 0!==b&&(d=(new THREE.Matrix3).getNormalMatrix(b));for(var m=0,p=f.length;m<p;m++){var n=f[m].clone();void 0!==b&&n.applyMatrix4(b);g.push(n)}m=0;for(p=l.length;m<p;m++){var f=l[m],q,s=f.vertexNormals,t=f.vertexColors,n=new THREE.Face3(f.a+e,f.b+e,f.c+e);n.normal.copy(f.normal);void 0!==d&&n.normal.applyMatrix3(d).normalize();b=0;for(g=s.length;b<
g;b++)q=s[b].clone(),void 0!==d&&q.applyMatrix3(d).normalize(),n.vertexNormals.push(q);n.color.copy(f.color);b=0;for(g=t.length;b<g;b++)q=t[b],n.vertexColors.push(q.clone());n.materialIndex=f.materialIndex+c;h.push(n)}m=0;for(p=a.length;m<p;m++)if(c=a[m],d=[],void 0!==c){b=0;for(g=c.length;b<g;b++)d.push(c[b].clone());k.push(d)}}},mergeMesh:function(a){!1===a instanceof THREE.Mesh?console.error("THREE.Geometry.mergeMesh(): mesh not an instance of THREE.Mesh.",a):(a.matrixAutoUpdate&&a.updateMatrix(),
this.merge(a.geometry,a.matrix))},mergeVertices:function(){var a={},b=[],c=[],d,e=Math.pow(10,4),g,f;g=0;for(f=this.vertices.length;g<f;g++)d=this.vertices[g],d=Math.round(d.x*e)+"_"+Math.round(d.y*e)+"_"+Math.round(d.z*e),void 0===a[d]?(a[d]=g,b.push(this.vertices[g]),c[g]=b.length-1):c[g]=c[a[d]];a=[];g=0;for(f=this.faces.length;g<f;g++)for(e=this.faces[g],e.a=c[e.a],e.b=c[e.b],e.c=c[e.c],e=[e.a,e.b,e.c],d=0;3>d;d++)if(e[d]===e[(d+1)%3]){a.push(g);break}for(g=a.length-1;0<=g;g--)for(e=a[g],this.faces.splice(e,
1),c=0,f=this.faceVertexUvs.length;c<f;c++)this.faceVertexUvs[c].splice(e,1);g=this.vertices.length-b.length;this.vertices=b;return g},sortFacesByMaterialIndex:function(){for(var a=this.faces,b=a.length,c=0;c<b;c++)a[c]._id=c;a.sort(function(a,b){return a.materialIndex-b.materialIndex});var d=this.faceVertexUvs[0],e=this.faceVertexUvs[1],g,f;d&&d.length===b&&(g=[]);e&&e.length===b&&(f=[]);for(c=0;c<b;c++){var h=a[c]._id;g&&g.push(d[h]);f&&f.push(e[h])}g&&(this.faceVertexUvs[0]=g);f&&(this.faceVertexUvs[1]=
f)},toJSON:function(){function a(a,b,c){return c?a|1<<b:a&~(1<<b)}function b(a){var b=a.x.toString()+a.y.toString()+a.z.toString();if(void 0!==k[b])return k[b];k[b]=l.length/3;l.push(a.x,a.y,a.z);return k[b]}function c(a){var b=a.r.toString()+a.g.toString()+a.b.toString();if(void 0!==p[b])return p[b];p[b]=m.length;m.push(a.getHex());return p[b]}function d(a){var b=a.x.toString()+a.y.toString();if(void 0!==q[b])return q[b];q[b]=n.length/2;n.push(a.x,a.y);return q[b]}var e={metadata:{version:4.4,type:"Geometry",
generator:"Geometry.toJSON"}};e.uuid=this.uuid;e.type=this.type;""!==this.name&&(e.name=this.name);if(void 0!==this.parameters){var g=this.parameters,f;for(f in g)void 0!==g[f]&&(e[f]=g[f]);return e}g=[];for(f=0;f<this.vertices.length;f++){var h=this.vertices[f];g.push(h.x,h.y,h.z)}var h=[],l=[],k={},m=[],p={},n=[],q={};for(f=0;f<this.faces.length;f++){var s=this.faces[f],t=void 0!==this.faceVertexUvs[0][f],v=0<s.normal.length(),u=0<s.vertexNormals.length,w=1!==s.color.r||1!==s.color.g||1!==s.color.b,
D=0<s.vertexColors.length,x=0,x=a(x,0,0),x=a(x,1,!1),x=a(x,2,!1),x=a(x,3,t),x=a(x,4,v),x=a(x,5,u),x=a(x,6,w),x=a(x,7,D);h.push(x);h.push(s.a,s.b,s.c);t&&(t=this.faceVertexUvs[0][f],h.push(d(t[0]),d(t[1]),d(t[2])));v&&h.push(b(s.normal));u&&(v=s.vertexNormals,h.push(b(v[0]),b(v[1]),b(v[2])));w&&h.push(c(s.color));D&&(s=s.vertexColors,h.push(c(s[0]),c(s[1]),c(s[2])))}e.data={};e.data.vertices=g;e.data.normals=l;0<m.length&&(e.data.colors=m);0<n.length&&(e.data.uvs=[n]);e.data.faces=h;return e},clone:function(){return(new this.constructor).copy(this)},
copy:function(a){this.vertices=[];this.faces=[];this.faceVertexUvs=[[]];for(var b=a.vertices,c=0,d=b.length;c<d;c++)this.vertices.push(b[c].clone());b=a.faces;c=0;for(d=b.length;c<d;c++)this.faces.push(b[c].clone());c=0;for(d=a.faceVertexUvs.length;c<d;c++){b=a.faceVertexUvs[c];void 0===this.faceVertexUvs[c]&&(this.faceVertexUvs[c]=[]);for(var e=0,g=b.length;e<g;e++){for(var f=b[e],h=[],l=0,k=f.length;l<k;l++)h.push(f[l].clone());this.faceVertexUvs[c].push(h)}}return this},dispose:function(){this.dispatchEvent({type:"dispose"})}};
THREE.EventDispatcher.prototype.apply(THREE.Geometry.prototype);THREE.GeometryIdCount=0;
THREE.DirectGeometry=function(){Object.defineProperty(this,"id",{value:THREE.GeometryIdCount++});this.uuid=THREE.Math.generateUUID();this.name="";this.type="DirectGeometry";this.indices=[];this.vertices=[];this.normals=[];this.colors=[];this.uvs=[];this.uvs2=[];this.groups=[];this.morphTargets={};this.skinWeights=[];this.skinIndices=[];this.boundingSphere=this.boundingBox=null;this.groupsNeedUpdate=this.uvsNeedUpdate=this.colorsNeedUpdate=this.normalsNeedUpdate=this.verticesNeedUpdate=!1};
THREE.DirectGeometry.prototype={constructor:THREE.DirectGeometry,computeBoundingBox:THREE.Geometry.prototype.computeBoundingBox,computeBoundingSphere:THREE.Geometry.prototype.computeBoundingSphere,computeFaceNormals:function(){console.warn("THREE.DirectGeometry: computeFaceNormals() is not a method of this type of geometry.")},computeVertexNormals:function(){console.warn("THREE.DirectGeometry: computeVertexNormals() is not a method of this type of geometry.")},computeGroups:function(a){var b,c=[],
d;a=a.faces;for(var e=0;e<a.length;e++){var g=a[e];g.materialIndex!==d&&(d=g.materialIndex,void 0!==b&&(b.count=3*e-b.start,c.push(b)),b={start:3*e,materialIndex:d})}void 0!==b&&(b.count=3*e-b.start,c.push(b));this.groups=c},fromGeometry:function(a){var b=a.faces,c=a.vertices,d=a.faceVertexUvs,e=d[0]&&0<d[0].length,g=d[1]&&0<d[1].length,f=a.morphTargets,h=f.length;if(0<h){for(var l=[],k=0;k<h;k++)l[k]=[];this.morphTargets.position=l}var m=a.morphNormals,p=m.length;if(0<p){for(var n=[],k=0;k<p;k++)n[k]=
[];this.morphTargets.normal=n}for(var q=a.skinIndices,s=a.skinWeights,t=q.length===c.length,v=s.length===c.length,k=0;k<b.length;k++){var u=b[k];this.vertices.push(c[u.a],c[u.b],c[u.c]);var w=u.vertexNormals;3===w.length?this.normals.push(w[0],w[1],w[2]):(w=u.normal,this.normals.push(w,w,w));w=u.vertexColors;3===w.length?this.colors.push(w[0],w[1],w[2]):(w=u.color,this.colors.push(w,w,w));!0===e&&(w=d[0][k],void 0!==w?this.uvs.push(w[0],w[1],w[2]):(console.warn("THREE.DirectGeometry.fromGeometry(): Undefined vertexUv ",
k),this.uvs.push(new THREE.Vector2,new THREE.Vector2,new THREE.Vector2)));!0===g&&(w=d[1][k],void 0!==w?this.uvs2.push(w[0],w[1],w[2]):(console.warn("THREE.DirectGeometry.fromGeometry(): Undefined vertexUv2 ",k),this.uvs2.push(new THREE.Vector2,new THREE.Vector2,new THREE.Vector2)));for(w=0;w<h;w++){var D=f[w].vertices;l[w].push(D[u.a],D[u.b],D[u.c])}for(w=0;w<p;w++)D=m[w].vertexNormals[k],n[w].push(D.a,D.b,D.c);t&&this.skinIndices.push(q[u.a],q[u.b],q[u.c]);v&&this.skinWeights.push(s[u.a],s[u.b],
s[u.c])}this.computeGroups(a);this.verticesNeedUpdate=a.verticesNeedUpdate;this.normalsNeedUpdate=a.normalsNeedUpdate;this.colorsNeedUpdate=a.colorsNeedUpdate;this.uvsNeedUpdate=a.uvsNeedUpdate;this.groupsNeedUpdate=a.groupsNeedUpdate;return this},dispose:function(){this.dispatchEvent({type:"dispose"})}};THREE.EventDispatcher.prototype.apply(THREE.DirectGeometry.prototype);
THREE.BufferGeometry=function(){Object.defineProperty(this,"id",{value:THREE.GeometryIdCount++});this.uuid=THREE.Math.generateUUID();this.name="";this.type="BufferGeometry";this.index=null;this.attributes={};this.morphAttributes={};this.groups=[];this.boundingSphere=this.boundingBox=null;this.drawRange={start:0,count:Infinity}};
THREE.BufferGeometry.prototype={constructor:THREE.BufferGeometry,addIndex:function(a){console.warn("THREE.BufferGeometry: .addIndex() has been renamed to .setIndex().");this.setIndex(a)},getIndex:function(){return this.index},setIndex:function(a){this.index=a},addAttribute:function(a,b,c){!1===b instanceof THREE.BufferAttribute&&!1===b instanceof THREE.InterleavedBufferAttribute?(console.warn("THREE.BufferGeometry: .addAttribute() now expects ( name, attribute )."),this.addAttribute(a,new THREE.BufferAttribute(b,
c))):"index"===a?(console.warn("THREE.BufferGeometry.addAttribute: Use .setIndex() for index attribute."),this.setIndex(b)):this.attributes[a]=b},getAttribute:function(a){return this.attributes[a]},removeAttribute:function(a){delete this.attributes[a]},get drawcalls(){console.error("THREE.BufferGeometry: .drawcalls has been renamed to .groups.");return this.groups},get offsets(){console.warn("THREE.BufferGeometry: .offsets has been renamed to .groups.");return this.groups},addDrawCall:function(a,
b,c){void 0!==c&&console.warn("THREE.BufferGeometry: .addDrawCall() no longer supports indexOffset.");console.warn("THREE.BufferGeometry: .addDrawCall() is now .addGroup().");this.addGroup(a,b)},clearDrawCalls:function(){console.warn("THREE.BufferGeometry: .clearDrawCalls() is now .clearGroups().");this.clearGroups()},addGroup:function(a,b,c){this.groups.push({start:a,count:b,materialIndex:void 0!==c?c:0})},clearGroups:function(){this.groups=[]},setDrawRange:function(a,b){this.drawRange.start=a;this.drawRange.count=
b},applyMatrix:function(a){var b=this.attributes.position;void 0!==b&&(a.applyToVector3Array(b.array),b.needsUpdate=!0);b=this.attributes.normal;void 0!==b&&((new THREE.Matrix3).getNormalMatrix(a).applyToVector3Array(b.array),b.needsUpdate=!0);null!==this.boundingBox&&this.computeBoundingBox();null!==this.boundingSphere&&this.computeBoundingSphere()},rotateX:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationX(b);this.applyMatrix(a);return this}}(),rotateY:function(){var a;
return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationY(b);this.applyMatrix(a);return this}}(),rotateZ:function(){var a;return function(b){void 0===a&&(a=new THREE.Matrix4);a.makeRotationZ(b);this.applyMatrix(a);return this}}(),translate:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Matrix4);a.makeTranslation(b,c,d);this.applyMatrix(a);return this}}(),scale:function(){var a;return function(b,c,d){void 0===a&&(a=new THREE.Matrix4);a.makeScale(b,c,d);this.applyMatrix(a);
return this}}(),lookAt:function(){var a;return function(b){void 0===a&&(a=new THREE.Object3D);a.lookAt(b);a.updateMatrix();this.applyMatrix(a.matrix)}}(),center:function(){this.computeBoundingBox();var a=this.boundingBox.center().negate();this.translate(a.x,a.y,a.z);return a},setFromObject:function(a){var b=a.geometry;if(a instanceof THREE.Points||a instanceof THREE.Line){a=new THREE.Float32Attribute(3*b.vertices.length,3);var c=new THREE.Float32Attribute(3*b.colors.length,3);this.addAttribute("position",
a.copyVector3sArray(b.vertices));this.addAttribute("color",c.copyColorsArray(b.colors));b.lineDistances&&b.lineDistances.length===b.vertices.length&&(a=new THREE.Float32Attribute(b.lineDistances.length,1),this.addAttribute("lineDistance",a.copyArray(b.lineDistances)));null!==b.boundingSphere&&(this.boundingSphere=b.boundingSphere.clone());null!==b.boundingBox&&(this.boundingBox=b.boundingBox.clone())}else a instanceof THREE.Mesh&&b instanceof THREE.Geometry&&this.fromGeometry(b);return this},updateFromObject:function(a){var b=
a.geometry;if(a instanceof THREE.Mesh){var c=b.__directGeometry;if(void 0===c)return this.fromGeometry(b);c.verticesNeedUpdate=b.verticesNeedUpdate;c.normalsNeedUpdate=b.normalsNeedUpdate;c.colorsNeedUpdate=b.colorsNeedUpdate;c.uvsNeedUpdate=b.uvsNeedUpdate;c.groupsNeedUpdate=b.groupsNeedUpdate;b.verticesNeedUpdate=!1;b.normalsNeedUpdate=!1;b.colorsNeedUpdate=!1;b.uvsNeedUpdate=!1;b.groupsNeedUpdate=!1;b=c}!0===b.verticesNeedUpdate&&(c=this.attributes.position,void 0!==c&&(c.copyVector3sArray(b.vertices),
c.needsUpdate=!0),b.verticesNeedUpdate=!1);!0===b.normalsNeedUpdate&&(c=this.attributes.normal,void 0!==c&&(c.copyVector3sArray(b.normals),c.needsUpdate=!0),b.normalsNeedUpdate=!1);!0===b.colorsNeedUpdate&&(c=this.attributes.color,void 0!==c&&(c.copyColorsArray(b.colors),c.needsUpdate=!0),b.colorsNeedUpdate=!1);b.uvsNeedUpdate&&(c=this.attributes.uv,void 0!==c&&(c.copyVector2sArray(b.uvs),c.needsUpdate=!0),b.uvsNeedUpdate=!1);b.lineDistancesNeedUpdate&&(c=this.attributes.lineDistance,void 0!==c&&
(c.copyArray(b.lineDistances),c.needsUpdate=!0),b.lineDistancesNeedUpdate=!1);b.groupsNeedUpdate&&(b.computeGroups(a.geometry),this.groups=b.groups,b.groupsNeedUpdate=!1);return this},fromGeometry:function(a){a.__directGeometry=(new THREE.DirectGeometry).fromGeometry(a);return this.fromDirectGeometry(a.__directGeometry)},fromDirectGeometry:function(a){var b=new Float32Array(3*a.vertices.length);this.addAttribute("position",(new THREE.BufferAttribute(b,3)).copyVector3sArray(a.vertices));0<a.normals.length&&
(b=new Float32Array(3*a.normals.length),this.addAttribute("normal",(new THREE.BufferAttribute(b,3)).copyVector3sArray(a.normals)));0<a.colors.length&&(b=new Float32Array(3*a.colors.length),this.addAttribute("color",(new THREE.BufferAttribute(b,3)).copyColorsArray(a.colors)));0<a.uvs.length&&(b=new Float32Array(2*a.uvs.length),this.addAttribute("uv",(new THREE.BufferAttribute(b,2)).copyVector2sArray(a.uvs)));0<a.uvs2.length&&(b=new Float32Array(2*a.uvs2.length),this.addAttribute("uv2",(new THREE.BufferAttribute(b,
2)).copyVector2sArray(a.uvs2)));0<a.indices.length&&(b=new (65535<a.vertices.length?Uint32Array:Uint16Array)(3*a.indices.length),this.setIndex((new THREE.BufferAttribute(b,1)).copyIndicesArray(a.indices)));this.groups=a.groups;for(var c in a.morphTargets){for(var b=[],d=a.morphTargets[c],e=0,g=d.length;e<g;e++){var f=d[e],h=new THREE.Float32Attribute(3*f.length,3);b.push(h.copyVector3sArray(f))}this.morphAttributes[c]=b}0<a.skinIndices.length&&(c=new THREE.Float32Attribute(4*a.skinIndices.length,
4),this.addAttribute("skinIndex",c.copyVector4sArray(a.skinIndices)));0<a.skinWeights.length&&(c=new THREE.Float32Attribute(4*a.skinWeights.length,4),this.addAttribute("skinWeight",c.copyVector4sArray(a.skinWeights)));null!==a.boundingSphere&&(this.boundingSphere=a.boundingSphere.clone());null!==a.boundingBox&&(this.boundingBox=a.boundingBox.clone());return this},computeBoundingBox:function(){var a=new THREE.Vector3;return function(){null===this.boundingBox&&(this.boundingBox=new THREE.Box3);var b=
this.attributes.position.array;if(b){var c=this.boundingBox;c.makeEmpty();for(var d=0,e=b.length;d<e;d+=3)a.fromArray(b,d),c.expandByPoint(a)}if(void 0===b||0===b.length)this.boundingBox.min.set(0,0,0),this.boundingBox.max.set(0,0,0);(isNaN(this.boundingBox.min.x)||isNaN(this.boundingBox.min.y)||isNaN(this.boundingBox.min.z))&&console.error('THREE.BufferGeometry.computeBoundingBox: Computed min/max have NaN values. The "position" attribute is likely to have NaN values.',this)}}(),computeBoundingSphere:function(){var a=
new THREE.Box3,b=new THREE.Vector3;return function(){null===this.boundingSphere&&(this.boundingSphere=new THREE.Sphere);var c=this.attributes.position.array;if(c){a.makeEmpty();for(var d=this.boundingSphere.center,e=0,g=c.length;e<g;e+=3)b.fromArray(c,e),a.expandByPoint(b);a.center(d);for(var f=0,e=0,g=c.length;e<g;e+=3)b.fromArray(c,e),f=Math.max(f,d.distanceToSquared(b));this.boundingSphere.radius=Math.sqrt(f);isNaN(this.boundingSphere.radius)&&console.error('THREE.BufferGeometry.computeBoundingSphere(): Computed radius is NaN. The "position" attribute is likely to have NaN values.',
this)}}}(),computeFaceNormals:function(){},computeVertexNormals:function(){var a=this.index,b=this.attributes,c=this.groups;if(b.position){var d=b.position.array;if(void 0===b.normal)this.addAttribute("normal",new THREE.BufferAttribute(new Float32Array(d.length),3));else for(var e=b.normal.array,g=0,f=e.length;g<f;g++)e[g]=0;var e=b.normal.array,h,l,k,m=new THREE.Vector3,p=new THREE.Vector3,n=new THREE.Vector3,q=new THREE.Vector3,s=new THREE.Vector3;if(a){a=a.array;0===c.length&&this.addGroup(0,a.length);
for(var t=0,v=c.length;t<v;++t)for(g=c[t],f=g.start,h=g.count,g=f,f+=h;g<f;g+=3)h=3*a[g+0],l=3*a[g+1],k=3*a[g+2],m.fromArray(d,h),p.fromArray(d,l),n.fromArray(d,k),q.subVectors(n,p),s.subVectors(m,p),q.cross(s),e[h]+=q.x,e[h+1]+=q.y,e[h+2]+=q.z,e[l]+=q.x,e[l+1]+=q.y,e[l+2]+=q.z,e[k]+=q.x,e[k+1]+=q.y,e[k+2]+=q.z}else for(g=0,f=d.length;g<f;g+=9)m.fromArray(d,g),p.fromArray(d,g+3),n.fromArray(d,g+6),q.subVectors(n,p),s.subVectors(m,p),q.cross(s),e[g]=q.x,e[g+1]=q.y,e[g+2]=q.z,e[g+3]=q.x,e[g+4]=q.y,
e[g+5]=q.z,e[g+6]=q.x,e[g+7]=q.y,e[g+8]=q.z;this.normalizeNormals();b.normal.needsUpdate=!0}},computeTangents:function(){console.warn("THREE.BufferGeometry: .computeTangents() has been removed.")},computeOffsets:function(a){console.warn("THREE.BufferGeometry: .computeOffsets() has been removed.")},merge:function(a,b){if(!1===a instanceof THREE.BufferGeometry)console.error("THREE.BufferGeometry.merge(): geometry not an instance of THREE.BufferGeometry.",a);else{void 0===b&&(b=0);var c=this.attributes,
d;for(d in c)if(void 0!==a.attributes[d])for(var e=c[d].array,g=a.attributes[d],f=g.array,h=0,g=g.itemSize*b;h<f.length;h++,g++)e[g]=f[h];return this}},normalizeNormals:function(){for(var a=this.attributes.normal.array,b,c,d,e=0,g=a.length;e<g;e+=3)b=a[e],c=a[e+1],d=a[e+2],b=1/Math.sqrt(b*b+c*c+d*d),a[e]*=b,a[e+1]*=b,a[e+2]*=b},toJSON:function(){var a={metadata:{version:4.4,type:"BufferGeometry",generator:"BufferGeometry.toJSON"}};a.uuid=this.uuid;a.type=this.type;""!==this.name&&(a.name=this.name);
if(void 0!==this.parameters){var b=this.parameters,c;for(c in b)void 0!==b[c]&&(a[c]=b[c]);return a}a.data={attributes:{}};var d=this.index;null!==d&&(b=Array.prototype.slice.call(d.array),a.data.index={type:d.array.constructor.name,array:b});d=this.attributes;for(c in d){var e=d[c],b=Array.prototype.slice.call(e.array);a.data.attributes[c]={itemSize:e.itemSize,type:e.array.constructor.name,array:b}}c=this.groups;0<c.length&&(a.data.groups=JSON.parse(JSON.stringify(c)));c=this.boundingSphere;null!==
c&&(a.data.boundingSphere={center:c.center.toArray(),radius:c.radius});return a},clone:function(){return(new this.constructor).copy(this)},copy:function(a){var b=a.index;null!==b&&this.setIndex(b.clone());var b=a.attributes,c;for(c in b)this.addAttribute(c,b[c].clone());a=a.groups;c=0;for(b=a.length;c<b;c++){var d=a[c];this.addGroup(d.start,d.count)}return this},dispose:function(){this.dispatchEvent({type:"dispose"})}};THREE.EventDispatcher.prototype.apply(THREE.BufferGeometry.prototype);
THREE.BufferGeometry.MaxIndex=65535;THREE.InstancedBufferGeometry=function(){THREE.BufferGeometry.call(this);this.type="InstancedBufferGeometry";this.maxInstancedCount=void 0};THREE.InstancedBufferGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);THREE.InstancedBufferGeometry.prototype.constructor=THREE.InstancedBufferGeometry;THREE.InstancedBufferGeometry.prototype.addGroup=function(a,b,c){this.groups.push({start:a,count:b,instances:c})};
THREE.InstancedBufferGeometry.prototype.copy=function(a){var b=a.index;null!==b&&this.setIndex(b.clone());var b=a.attributes,c;for(c in b)this.addAttribute(c,b[c].clone());a=a.groups;c=0;for(b=a.length;c<b;c++){var d=a[c];this.addGroup(d.start,d.count,d.instances)}return this};THREE.EventDispatcher.prototype.apply(THREE.InstancedBufferGeometry.prototype);
THREE.AnimationAction=function(a,b,c,d,e){if(void 0===a)throw Error("clip is null");this.clip=a;this.localRoot=null;this.startTime=b||0;this.timeScale=c||1;this.weight=d||1;this.loop=e||THREE.LoopRepeat;this.loopCount=0;this.enabled=!0;this.actionTime=-this.startTime;this.clipTime=0;this.propertyBindings=[]};
THREE.AnimationAction.prototype={constructor:THREE.AnimationAction,setLocalRoot:function(a){this.localRoot=a;return this},updateTime:function(a){var b=this.clipTime,c=this.loopCount,d=this.clip.duration;this.actionTime+=a;if(this.loop===THREE.LoopOnce)return this.loopCount=0,this.clipTime=Math.min(Math.max(this.actionTime,0),d),this.clipTime!==b&&(this.clipTime===d?this.mixer.dispatchEvent({type:"finished",action:this,direction:1}):0===this.clipTime&&this.mixer.dispatchEvent({type:"finished",action:this,
direction:-1})),this.clipTime;this.loopCount=Math.floor(this.actionTime/d);a=this.actionTime-this.loopCount*d;a%=d;this.loop==THREE.LoopPingPong&&1===Math.abs(this.loopCount%2)&&(a=d-a);this.clipTime=a;this.loopCount!==c&&this.mixer.dispatchEvent({type:"loop",action:this,loopDelta:this.loopCount-this.loopCount});return this.clipTime},syncWith:function(a){this.actionTime=a.actionTime;this.timeScale=a.timeScale;return this},warpToDuration:function(a){this.timeScale=this.clip.duration/a;return this},
init:function(a){this.clipTime=a-this.startTime;return this},update:function(a){this.updateTime(a);return this.clip.getAt(this.clipTime)},getTimeScaleAt:function(a){return this.timeScale.getAt?this.timeScale.getAt(a):this.timeScale},getWeightAt:function(a){return this.weight.getAt?this.weight.getAt(a):this.weight}};
THREE.AnimationClip=function(a,b,c){this.name=a;this.tracks=c;this.duration=void 0!==b?b:-1;if(0>this.duration)for(a=0;a<this.tracks.length;a++)b=this.tracks[a],this.duration=Math.max(b.keys[b.keys.length-1].time);this.trim();this.optimize();this.results=[]};
THREE.AnimationClip.prototype={constructor:THREE.AnimationClip,getAt:function(a){a=Math.max(0,Math.min(a,this.duration));for(var b=0;b<this.tracks.length;b++)this.results[b]=this.tracks[b].getAt(a);return this.results},trim:function(){for(var a=0;a<this.tracks.length;a++)this.tracks[a].trim(0,this.duration);return this},optimize:function(){for(var a=0;a<this.tracks.length;a++)this.tracks[a].optimize();return this}};
THREE.AnimationClip.CreateFromMorphTargetSequence=function(a,b,c){for(var d=b.length,e=[],g=0;g<d;g++){var f=[];f.push({time:(g+d-1)%d,value:0});f.push({time:g,value:1});f.push({time:(g+1)%d,value:0});f.sort(THREE.KeyframeTrack.keyComparer);0===f[0].time&&f.push({time:d,value:f[0].value});e.push((new THREE.NumberKeyframeTrack(".morphTargetInfluences["+b[g].name+"]",f)).scale(1/c))}return new THREE.AnimationClip(a,-1,e)};
THREE.AnimationClip.findByName=function(a,b){for(var c=0;c<a.length;c++)if(a[c].name===b)return a[c];return null};THREE.AnimationClip.CreateClipsFromMorphTargetSequences=function(a,b){for(var c={},d=/^([\w-]*?)([\d]+)$/,e=0,g=a.length;e<g;e++){var f=a[e],h=f.name.match(d);if(h&&1<h.length){var l=h[1];(h=c[l])||(c[l]=h=[]);h.push(f)}}d=[];for(l in c)d.push(THREE.AnimationClip.CreateFromMorphTargetSequence(l,c[l],b));return d};
THREE.AnimationClip.parse=function(a){for(var b=[],c=0;c<a.tracks.length;c++)b.push(THREE.KeyframeTrack.parse(a.tracks[c]).scale(1/a.fps));return new THREE.AnimationClip(a.name,a.duration,b)};
THREE.AnimationClip.parseAnimation=function(a,b,c){if(!a)return console.error("  no animation in JSONLoader data"),null;var d=function(a,b,c,d,e){for(var g=[],f=0;f<b.length;f++){var h=b[f];void 0!==h[c]&&g.push({time:h.time,value:e(h)})}return 0<g.length?new d(a,g):null},e=[],g=a.name||"default",f=a.length||-1,h=a.fps||30;a=a.hierarchy||[];for(var l=0;l<a.length;l++){var k=a[l].keys;if(k&&0!=k.length)if(k[0].morphTargets){for(var f={},m=0;m<k.length;m++)if(k[m].morphTargets)for(var p=0;p<k[m].morphTargets.length;p++)f[k[m].morphTargets[p]]=
-1;for(var n in f){for(var q=[],p=0;p<k[m].morphTargets.length;p++){var s=k[m];q.push({time:s.time,value:s.morphTarget===n?1:0})}e.push(new THREE.NumberKeyframeTrack(c+".morphTargetInfluence["+n+"]",q))}f=f.length*(h||1)}else m=c+".bones["+b[l].name+"]",(p=d(m+".position",k,"pos",THREE.VectorKeyframeTrack,function(a){return(new THREE.Vector3).fromArray(a.pos)}))&&e.push(p),(p=d(m+".quaternion",k,"rot",THREE.QuaternionKeyframeTrack,function(a){return a.rot.slerp?a.rot.clone():(new THREE.Quaternion).fromArray(a.rot)}))&&
e.push(p),(k=d(m+".scale",k,"scl",THREE.VectorKeyframeTrack,function(a){return(new THREE.Vector3).fromArray(a.scl)}))&&e.push(k)}return 0===e.length?null:new THREE.AnimationClip(g,f,e)};THREE.AnimationMixer=function(a){this.root=a;this.time=0;this.timeScale=1;this.actions=[];this.propertyBindingMap={}};
THREE.AnimationMixer.prototype={constructor:THREE.AnimationMixer,addAction:function(a){this.actions.push(a);a.init(this.time);a.mixer=this;for(var b=a.clip.tracks,c=a.localRoot||this.root,d=0;d<b.length;d++){var e=b[d],g=c.uuid+"-"+e.name,f=this.propertyBindingMap[g];void 0===f&&(f=new THREE.PropertyBinding(c,e.name),this.propertyBindingMap[g]=f);a.propertyBindings.push(f);f.referenceCount+=1}},removeAllActions:function(){for(var a=0;a<this.actions.length;a++)this.actions[a].mixer=null;for(var b in this.propertyBindingMap)this.propertyBindingMap[b].unbind();
this.actions=[];this.propertyBindingMap={};return this},removeAction:function(a){var b=this.actions.indexOf(a);-1!==b&&(this.actions.splice(b,1),a.mixer=null);b=a.localRoot||this.root;a=a.clip.tracks;for(var c=0;c<a.length;c++){var d=b.uuid+"-"+a[c].name,e=this.propertyBindingMap[d];e.referenceCount-=1;0>=e.referenceCount&&(e.unbind(),delete this.propertyBindingMap[d])}return this},findActionByName:function(a){for(var b=0;b<this.actions.length;b++)if(this.actions[b].name===a)return this.actions[b];
return null},play:function(a,b){a.startTime=this.time;this.addAction(a);return this},fadeOut:function(a,b){var c=[];c.push({time:this.time,value:1});c.push({time:this.time+b,value:0});a.weight=new THREE.NumberKeyframeTrack("weight",c);return this},fadeIn:function(a,b){var c=[];c.push({time:this.time,value:0});c.push({time:this.time+b,value:1});a.weight=new THREE.NumberKeyframeTrack("weight",c);return this},warp:function(a,b,c,d){var e=[];e.push({time:this.time,value:b});e.push({time:this.time+d,value:c});
a.timeScale=new THREE.NumberKeyframeTrack("timeScale",e);return this},crossFade:function(a,b,c,d){this.fadeOut(a,c);this.fadeIn(b,c);if(d){d=a.clip.duration/b.clip.duration;var e=1/d;this.warp(a,1,d,c);this.warp(b,e,1,c)}return this},update:function(a){a*=this.timeScale;this.time+=a;for(var b=0;b<this.actions.length;b++){var c=this.actions[b],d=c.getWeightAt(this.time),e=c.getTimeScaleAt(this.time),e=c.update(a*e);if(!(0>=c.weight)&&c.enabled)for(var g=0;g<e.length;g++)c.propertyBindings[g].accumulate(e[g],
d)}for(var f in this.propertyBindingMap)this.propertyBindingMap[f].apply();return this}};THREE.EventDispatcher.prototype.apply(THREE.AnimationMixer.prototype);
THREE.AnimationUtils={getEqualsFunc:function(a){return a.equals?function(a,c){return a.equals(c)}:function(a,c){return a===c}},clone:function(a){if("object"===typeof a){if(a.clone)return a.clone();console.error("can not figure out how to copy exemplarValue",a)}return a},lerp:function(a,b,c,d){return THREE.AnimationUtils.getLerpFunc(a,d)(a,b,c)},lerp_object:function(a,b,c){return a.lerp(b,c)},slerp_object:function(a,b,c){return a.slerp(b,c)},lerp_number:function(a,b,c){return a*(1-c)+b*c},lerp_boolean:function(a,
b,c){return.5>c?a:b},lerp_boolean_immediate:function(a,b,c){return a},lerp_string:function(a,b,c){return.5>c?a:b},lerp_string_immediate:function(a,b,c){return a},getLerpFunc:function(a,b){if(void 0===a||null===a)throw Error("examplarValue is null");switch(typeof a){case "object":if(a.lerp)return THREE.AnimationUtils.lerp_object;if(a.slerp)return THREE.AnimationUtils.slerp_object;break;case "number":return THREE.AnimationUtils.lerp_number;case "boolean":return b?THREE.AnimationUtils.lerp_boolean:THREE.AnimationUtils.lerp_boolean_immediate;
case "string":return b?THREE.AnimationUtils.lerp_string:THREE.AnimationUtils.lerp_string_immediate}}};THREE.KeyframeTrack=function(a,b){if(void 0===a)throw Error("track name is undefined");if(void 0===b||0===b.length)throw Error("no keys in track named "+a);this.name=a;this.keys=b;this.lastIndex=0;this.validate();this.optimize()};
THREE.KeyframeTrack.prototype={constructor:THREE.KeyframeTrack,getAt:function(a){for(;this.lastIndex<this.keys.length&&a>=this.keys[this.lastIndex].time;)this.lastIndex++;for(;0<this.lastIndex&&a<this.keys[this.lastIndex-1].time;)this.lastIndex--;if(this.lastIndex>=this.keys.length)return this.setResult(this.keys[this.keys.length-1].value),this.result;if(0===this.lastIndex)return this.setResult(this.keys[0].value),this.result;var b=this.keys[this.lastIndex-1];this.setResult(b.value);if(b.constantToNext)return this.result;
var c=this.keys[this.lastIndex];return this.result=this.lerpValues(this.result,c.value,(a-b.time)/(c.time-b.time))},shift:function(a){if(0!==a)for(var b=0;b<this.keys.length;b++)this.keys[b].time+=a;return this},scale:function(a){if(1!==a)for(var b=0;b<this.keys.length;b++)this.keys[b].time*=a;return this},trim:function(a,b){for(var c=0,d=1;d<this.keys.length;d++)this.keys[d]<=a&&c++;for(var e=0,d=this.keys.length-2;0<d;d++)if(this.keys[d]>=b)e++;else break;0<c+e&&(this.keys=this.keys.splice(c,this.keys.length-
e-c));return this},validate:function(){var a=null;if(0===this.keys.length)console.error("  track is empty, no keys",this);else{for(var b=0;b<this.keys.length;b++){var c=this.keys[b];if(!c){console.error("  key is null in track",this,b);return}if("number"!==typeof c.time||isNaN(c.time)){console.error("  key.time is not a valid number",this,b,c);return}if(void 0===c.value||null===c.value){console.error("  key.value is null in track",this,b,c);return}if(a&&a.time>c.time){console.error("  key.time is less than previous key time, out of order keys",
this,b,c,a);return}a=c}return this}},optimize:function(){var a=[],b=this.keys[0];a.push(b);THREE.AnimationUtils.getEqualsFunc(b.value);for(var c=1;c<this.keys.length-1;c++){var d=this.keys[c],e=this.keys[c+1];b.time===d.time||this.compareValues(b.value,d.value)&&this.compareValues(d.value,e.value)||(b.constantToNext=this.compareValues(b.value,d.value),a.push(d),b=d)}a.push(this.keys[this.keys.length-1]);this.keys=a;return this}};THREE.KeyframeTrack.keyComparer=function(a,b){return a.time-b.time};
THREE.KeyframeTrack.parse=function(a){if(void 0===a.type)throw Error("track type undefined, can not parse");return THREE.KeyframeTrack.GetTrackTypeForTypeName(a.type).parse(a)};
THREE.KeyframeTrack.GetTrackTypeForTypeName=function(a){switch(a.toLowerCase()){case "vector":case "vector2":case "vector3":case "vector4":return THREE.VectorKeyframeTrack;case "quaternion":return THREE.QuaternionKeyframeTrack;case "integer":case "scalar":case "double":case "float":case "number":return THREE.NumberKeyframeTrack;case "bool":case "boolean":return THREE.BooleanKeyframeTrack;case "string":return THREE.StringKeyframeTrack}throw Error("Unsupported typeName: "+a);};
THREE.PropertyBinding=function(a,b){this.rootNode=a;this.trackName=b;this.referenceCount=0;this.originalValue=null;var c=THREE.PropertyBinding.parseTrackName(b);this.directoryName=c.directoryName;this.nodeName=c.nodeName;this.objectName=c.objectName;this.objectIndex=c.objectIndex;this.propertyName=c.propertyName;this.propertyIndex=c.propertyIndex;this.node=THREE.PropertyBinding.findNode(a,this.nodeName)||a;this.cumulativeValue=null;this.cumulativeWeight=0};
THREE.PropertyBinding.prototype={constructor:THREE.PropertyBinding,reset:function(){this.cumulativeValue=null;this.cumulativeWeight=0},accumulate:function(a,b){this.isBound||this.bind();0===this.cumulativeWeight?0<b&&(null===this.cumulativeValue&&(this.cumulativeValue=THREE.AnimationUtils.clone(a)),this.cumulativeWeight=b):(this.cumulativeValue=this.lerpValue(this.cumulativeValue,a,b/(this.cumulativeWeight+b)),this.cumulativeWeight+=b)},unbind:function(){this.isBound&&(this.setValue(this.originalValue),
this.triggerDirty=this.equalsValue=this.lerpValue=this.getValue=this.setValue=null,this.isBound=!1)},bind:function(){if(!this.isBound){var a=this.node;if(a){if(this.objectName){if("materials"===this.objectName){if(!a.material){console.error("  can not bind to material as node does not have a material",this);return}if(!a.material.materials){console.error("  can not bind to material.materials as node.material does not have a materials array",this);return}a=a.material.materials}else if("bones"===this.objectName){if(!a.skeleton){console.error("  can not bind to bones as node does not have a skeleton",
this);return}for(var a=a.skeleton.bones,b=0;b<a.length;b++)if(a[b].name===this.objectIndex){this.objectIndex=b;break}}else{if(void 0===a[this.objectName]){console.error("  can not bind to objectName of node, undefined",this);return}a=a[this.objectName]}if(void 0!==this.objectIndex){if(void 0===a[this.objectIndex]){console.error("  trying to bind to objectIndex of objectName, but is undefined:",this,a);return}a=a[this.objectIndex]}}var c=a[this.propertyName];if(c){if(void 0!==this.propertyIndex){if("morphTargetInfluences"===
this.propertyName)for(a.geometry||console.error("  can not bind to morphTargetInfluences becasuse node does not have a geometry",this),a.geometry.morphTargets||console.error("  can not bind to morphTargetInfluences becasuse node does not have a geometry.morphTargets",this),b=0;b<this.node.geometry.morphTargets.length;b++)if(a.geometry.morphTargets[b].name===this.propertyIndex){this.propertyIndex=b;break}this.setValue=function(a){return this.equalsValue(c[this.propertyIndex],a)?!1:(c[this.propertyIndex]=
a,!0)};this.getValue=function(){return c[this.propertyIndex]}}else c.copy?(this.setValue=function(a){return this.equalsValue(c,a)?!1:(c.copy(a),!0)},this.getValue=function(){return c}):(this.setValue=function(b){return this.equalsValue(a[this.propertyName],b)?!1:(a[this.propertyName]=b,!0)},this.getValue=function(){return a[this.propertyName]});void 0!==a.needsUpdate?this.triggerDirty=function(){this.node.needsUpdate=!0}:void 0!==a.matrixWorldNeedsUpdate&&(this.triggerDirty=function(){a.matrixWorldNeedsUpdate=
!0});this.originalValue=this.getValue();this.equalsValue=THREE.AnimationUtils.getEqualsFunc(this.originalValue);this.lerpValue=THREE.AnimationUtils.getLerpFunc(this.originalValue,!0);this.isBound=!0}else console.error("  trying to update property for track: "+this.nodeName+"."+this.propertyName+" but it wasn't found.",a)}else console.error("  trying to update node for track: "+this.trackName+" but it wasn't found.")}},apply:function(){this.isBound||this.bind();if(0<this.cumulativeWeight){if(1>this.cumulativeWeight){var a=
1-this.cumulativeWeight;this.cumulativeValue=this.lerpValue(this.cumulativeValue,this.originalValue,a/(this.cumulativeWeight+a))}this.setValue(this.cumulativeValue)&&this.triggerDirty&&this.triggerDirty();this.cumulativeValue=null;this.cumulativeWeight=0}}};
THREE.PropertyBinding.parseTrackName=function(a){var b=/^(([\w]+\/)*)([\w-\d]+)?(\.([\w]+)(\[([\w\d\[\]\_. ]+)\])?)?(\.([\w.]+)(\[([\w\d\[\]\_. ]+)\])?)$/,c=b.exec(a);if(!c)throw Error("cannot parse trackName at all: "+a);c.index===b.lastIndex&&b.lastIndex++;b={directoryName:c[1],nodeName:c[3],objectName:c[5],objectIndex:c[7],propertyName:c[9],propertyIndex:c[11]};if(null===b.propertyName||0===b.propertyName.length)throw Error("can not parse propertyName from trackName: "+a);return b};
THREE.PropertyBinding.findNode=function(a,b){function c(a){for(var c=0;c<a.bones.length;c++){var d=a.bones[c];if(d.name===b)return d}return null}function d(a){for(var c=0;c<a.length;c++){var e=a[c];if(e.name===b||e.uuid===b||(e=d(e.children)))return e}return null}if(!b||""===b||"root"===b||"."===b||-1===b||b===a.name||b===a.uuid)return a;if(a.skeleton){var e=c(a.skeleton);if(e)return e}return a.children&&(e=d(a.children))?e:null};
THREE.VectorKeyframeTrack=function(a,b){THREE.KeyframeTrack.call(this,a,b);this.result=this.keys[0].value.clone()};THREE.VectorKeyframeTrack.prototype=Object.create(THREE.KeyframeTrack.prototype);THREE.VectorKeyframeTrack.prototype.constructor=THREE.VectorKeyframeTrack;THREE.VectorKeyframeTrack.prototype.setResult=function(a){this.result.copy(a)};THREE.VectorKeyframeTrack.prototype.lerpValues=function(a,b,c){return a.lerp(b,c)};THREE.VectorKeyframeTrack.prototype.compareValues=function(a,b){return a.equals(b)};
THREE.VectorKeyframeTrack.prototype.clone=function(){for(var a=[],b=0;b<this.keys.length;b++){var c=this.keys[b];a.push({time:c.time,value:c.value.clone()})}return new THREE.VectorKeyframeTrack(this.name,a)};THREE.VectorKeyframeTrack.parse=function(a){for(var b=THREE["Vector"+a.keys[0].value.length],c=[],d=0;d<a.keys.length;d++){var e=a.keys[d];c.push({value:(new b).fromArray(e.value),time:e.time})}return new THREE.VectorKeyframeTrack(a.name,c)};
THREE.QuaternionKeyframeTrack=function(a,b){THREE.KeyframeTrack.call(this,a,b);this.result=this.keys[0].value.clone()};THREE.QuaternionKeyframeTrack.prototype=Object.create(THREE.KeyframeTrack.prototype);THREE.QuaternionKeyframeTrack.prototype.constructor=THREE.QuaternionKeyframeTrack;THREE.QuaternionKeyframeTrack.prototype.setResult=function(a){this.result.copy(a)};THREE.QuaternionKeyframeTrack.prototype.lerpValues=function(a,b,c){return a.slerp(b,c)};
THREE.QuaternionKeyframeTrack.prototype.compareValues=function(a,b){return a.equals(b)};THREE.QuaternionKeyframeTrack.prototype.multiply=function(a){for(var b=0;b<this.keys.length;b++)this.keys[b].value.multiply(a);return this};THREE.QuaternionKeyframeTrack.prototype.clone=function(){for(var a=[],b=0;b<this.keys.length;b++){var c=this.keys[b];a.push({time:c.time,value:c.value.clone()})}return new THREE.QuaternionKeyframeTrack(this.name,a)};
THREE.QuaternionKeyframeTrack.parse=function(a){for(var b=[],c=0;c<a.keys.length;c++){var d=a.keys[c];b.push({value:(new THREE.Quaternion).fromArray(d.value),time:d.time})}return new THREE.QuaternionKeyframeTrack(a.name,b)};THREE.StringKeyframeTrack=function(a,b){THREE.KeyframeTrack.call(this,a,b);this.result=this.keys[0].value};THREE.StringKeyframeTrack.prototype=Object.create(THREE.KeyframeTrack.prototype);THREE.StringKeyframeTrack.prototype.constructor=THREE.StringKeyframeTrack;
THREE.StringKeyframeTrack.prototype.setResult=function(a){this.result=a};THREE.StringKeyframeTrack.prototype.lerpValues=function(a,b,c){return 1>c?a:b};THREE.StringKeyframeTrack.prototype.compareValues=function(a,b){return a===b};THREE.StringKeyframeTrack.prototype.clone=function(){for(var a=[],b=0;b<this.keys.length;b++){var c=this.keys[b];a.push({time:c.time,value:c.value})}return new THREE.StringKeyframeTrack(this.name,a)};
THREE.StringKeyframeTrack.parse=function(a){return new THREE.StringKeyframeTrack(a.name,a.keys)};THREE.BooleanKeyframeTrack=function(a,b){THREE.KeyframeTrack.call(this,a,b);this.result=this.keys[0].value};THREE.BooleanKeyframeTrack.prototype=Object.create(THREE.KeyframeTrack.prototype);THREE.BooleanKeyframeTrack.prototype.constructor=THREE.BooleanKeyframeTrack;THREE.BooleanKeyframeTrack.prototype.setResult=function(a){this.result=a};
THREE.BooleanKeyframeTrack.prototype.lerpValues=function(a,b,c){return 1>c?a:b};THREE.BooleanKeyframeTrack.prototype.compareValues=function(a,b){return a===b};THREE.BooleanKeyframeTrack.prototype.clone=function(){for(var a=[],b=0;b<this.keys.length;b++){var c=this.keys[b];a.push({time:c.time,value:c.value})}return new THREE.BooleanKeyframeTrack(this.name,a)};THREE.BooleanKeyframeTrack.parse=function(a){return new THREE.BooleanKeyframeTrack(a.name,a.keys)};
THREE.NumberKeyframeTrack=function(a,b){THREE.KeyframeTrack.call(this,a,b);this.result=this.keys[0].value};THREE.NumberKeyframeTrack.prototype=Object.create(THREE.KeyframeTrack.prototype);THREE.NumberKeyframeTrack.prototype.constructor=THREE.NumberKeyframeTrack;THREE.NumberKeyframeTrack.prototype.setResult=function(a){this.result=a};THREE.NumberKeyframeTrack.prototype.lerpValues=function(a,b,c){return a*(1-c)+b*c};THREE.NumberKeyframeTrack.prototype.compareValues=function(a,b){return a===b};
THREE.NumberKeyframeTrack.prototype.clone=function(){for(var a=[],b=0;b<this.keys.length;b++){var c=this.keys[b];a.push({time:c.time,value:c.value})}return new THREE.NumberKeyframeTrack(this.name,a)};THREE.NumberKeyframeTrack.parse=function(a){return new THREE.NumberKeyframeTrack(a.name,a.keys)};THREE.Camera=function(){THREE.Object3D.call(this);this.type="Camera";this.matrixWorldInverse=new THREE.Matrix4;this.projectionMatrix=new THREE.Matrix4};THREE.Camera.prototype=Object.create(THREE.Object3D.prototype);
THREE.Camera.prototype.constructor=THREE.Camera;THREE.Camera.prototype.getWorldDirection=function(){var a=new THREE.Quaternion;return function(b){b=b||new THREE.Vector3;this.getWorldQuaternion(a);return b.set(0,0,-1).applyQuaternion(a)}}();THREE.Camera.prototype.lookAt=function(){var a=new THREE.Matrix4;return function(b){a.lookAt(this.position,b,this.up);this.quaternion.setFromRotationMatrix(a)}}();THREE.Camera.prototype.clone=function(){return(new this.constructor).copy(this)};
THREE.Camera.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a);this.matrixWorldInverse.copy(a.matrixWorldInverse);this.projectionMatrix.copy(a.projectionMatrix);return this};
THREE.CubeCamera=function(a,b,c){THREE.Object3D.call(this);this.type="CubeCamera";var d=new THREE.PerspectiveCamera(90,1,a,b);d.up.set(0,-1,0);d.lookAt(new THREE.Vector3(1,0,0));this.add(d);var e=new THREE.PerspectiveCamera(90,1,a,b);e.up.set(0,-1,0);e.lookAt(new THREE.Vector3(-1,0,0));this.add(e);var g=new THREE.PerspectiveCamera(90,1,a,b);g.up.set(0,0,1);g.lookAt(new THREE.Vector3(0,1,0));this.add(g);var f=new THREE.PerspectiveCamera(90,1,a,b);f.up.set(0,0,-1);f.lookAt(new THREE.Vector3(0,-1,0));
this.add(f);var h=new THREE.PerspectiveCamera(90,1,a,b);h.up.set(0,-1,0);h.lookAt(new THREE.Vector3(0,0,1));this.add(h);var l=new THREE.PerspectiveCamera(90,1,a,b);l.up.set(0,-1,0);l.lookAt(new THREE.Vector3(0,0,-1));this.add(l);this.renderTarget=new THREE.WebGLRenderTargetCube(c,c,{format:THREE.RGBFormat,magFilter:THREE.LinearFilter,minFilter:THREE.LinearFilter});this.updateCubeMap=function(a,b){null===this.parent&&this.updateMatrixWorld();var c=this.renderTarget,n=c.texture.generateMipmaps;c.texture.generateMipmaps=
!1;c.activeCubeFace=0;a.render(b,d,c);c.activeCubeFace=1;a.render(b,e,c);c.activeCubeFace=2;a.render(b,g,c);c.activeCubeFace=3;a.render(b,f,c);c.activeCubeFace=4;a.render(b,h,c);c.texture.generateMipmaps=n;c.activeCubeFace=5;a.render(b,l,c);a.setRenderTarget(null)}};THREE.CubeCamera.prototype=Object.create(THREE.Object3D.prototype);THREE.CubeCamera.prototype.constructor=THREE.CubeCamera;
THREE.OrthographicCamera=function(a,b,c,d,e,g){THREE.Camera.call(this);this.type="OrthographicCamera";this.zoom=1;this.left=a;this.right=b;this.top=c;this.bottom=d;this.near=void 0!==e?e:.1;this.far=void 0!==g?g:2E3;this.updateProjectionMatrix()};THREE.OrthographicCamera.prototype=Object.create(THREE.Camera.prototype);THREE.OrthographicCamera.prototype.constructor=THREE.OrthographicCamera;
THREE.OrthographicCamera.prototype.updateProjectionMatrix=function(){var a=(this.right-this.left)/(2*this.zoom),b=(this.top-this.bottom)/(2*this.zoom),c=(this.right+this.left)/2,d=(this.top+this.bottom)/2;this.projectionMatrix.makeOrthographic(c-a,c+a,d+b,d-b,this.near,this.far)};THREE.OrthographicCamera.prototype.copy=function(a){THREE.Camera.prototype.copy.call(this,a);this.left=a.left;this.right=a.right;this.top=a.top;this.bottom=a.bottom;this.near=a.near;this.far=a.far;this.zoom=a.zoom;return this};
THREE.OrthographicCamera.prototype.toJSON=function(a){a=THREE.Object3D.prototype.toJSON.call(this,a);a.object.zoom=this.zoom;a.object.left=this.left;a.object.right=this.right;a.object.top=this.top;a.object.bottom=this.bottom;a.object.near=this.near;a.object.far=this.far;return a};THREE.PerspectiveCamera=function(a,b,c,d){THREE.Camera.call(this);this.type="PerspectiveCamera";this.zoom=1;this.fov=void 0!==a?a:50;this.aspect=void 0!==b?b:1;this.near=void 0!==c?c:.1;this.far=void 0!==d?d:2E3;this.updateProjectionMatrix()};
THREE.PerspectiveCamera.prototype=Object.create(THREE.Camera.prototype);THREE.PerspectiveCamera.prototype.constructor=THREE.PerspectiveCamera;THREE.PerspectiveCamera.prototype.setLens=function(a,b){void 0===b&&(b=24);this.fov=2*THREE.Math.radToDeg(Math.atan(b/(2*a)));this.updateProjectionMatrix()};THREE.PerspectiveCamera.prototype.setViewOffset=function(a,b,c,d,e,g){this.fullWidth=a;this.fullHeight=b;this.x=c;this.y=d;this.width=e;this.height=g;this.updateProjectionMatrix()};
THREE.PerspectiveCamera.prototype.updateProjectionMatrix=function(){var a=THREE.Math.radToDeg(2*Math.atan(Math.tan(.5*THREE.Math.degToRad(this.fov))/this.zoom));if(this.fullWidth){var b=this.fullWidth/this.fullHeight,a=Math.tan(THREE.Math.degToRad(.5*a))*this.near,c=-a,d=b*c,b=Math.abs(b*a-d),c=Math.abs(a-c);this.projectionMatrix.makeFrustum(d+this.x*b/this.fullWidth,d+(this.x+this.width)*b/this.fullWidth,a-(this.y+this.height)*c/this.fullHeight,a-this.y*c/this.fullHeight,this.near,this.far)}else this.projectionMatrix.makePerspective(a,
this.aspect,this.near,this.far)};THREE.PerspectiveCamera.prototype.copy=function(a){THREE.Camera.prototype.copy.call(this,a);this.fov=a.fov;this.aspect=a.aspect;this.near=a.near;this.far=a.far;this.zoom=a.zoom;return this};THREE.PerspectiveCamera.prototype.toJSON=function(a){a=THREE.Object3D.prototype.toJSON.call(this,a);a.object.zoom=this.zoom;a.object.fov=this.fov;a.object.aspect=this.aspect;a.object.near=this.near;a.object.far=this.far;return a};
THREE.Light=function(a){THREE.Object3D.call(this);this.type="Light";this.color=new THREE.Color(a);this.receiveShadow=void 0};THREE.Light.prototype=Object.create(THREE.Object3D.prototype);THREE.Light.prototype.constructor=THREE.Light;
Object.defineProperties(THREE.Light.prototype,{onlyShadow:{set:function(a){console.warn("THREE.Light: .onlyShadow has been removed.")}},shadowCameraFov:{set:function(a){this.shadow.camera.fov=a}},shadowCameraLeft:{set:function(a){this.shadow.camera.left=a}},shadowCameraRight:{set:function(a){this.shadow.camera.right=a}},shadowCameraTop:{set:function(a){this.shadow.camera.top=a}},shadowCameraBottom:{set:function(a){this.shadow.camera.bottom=a}},shadowCameraNear:{set:function(a){this.shadow.camera.near=
a}},shadowCameraFar:{set:function(a){this.shadow.camera.far=a}},shadowCameraVisible:{set:function(a){console.warn("THREE.Light: .shadowCameraVisible has been removed. Use new THREE.CameraHelper( light.shadow ) instead.")}},shadowBias:{set:function(a){this.shadow.bias=a}},shadowDarkness:{set:function(a){this.shadow.darkness=a}},shadowMapWidth:{set:function(a){this.shadow.mapSize.width=a}},shadowMapHeight:{set:function(a){this.shadow.mapSize.height=a}}});
THREE.Light.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a);this.color.copy(a.color);return this};
THREE.Light.prototype.toJSON=function(a){a=THREE.Object3D.prototype.toJSON.call(this,a);a.object.color=this.color.getHex();void 0!==this.groundColor&&(a.object.groundColor=this.groundColor.getHex());void 0!==this.intensity&&(a.object.intensity=this.intensity);void 0!==this.distance&&(a.object.distance=this.distance);void 0!==this.angle&&(a.object.angle=this.angle);void 0!==this.decay&&(a.object.decay=this.decay);void 0!==this.exponent&&(a.object.exponent=this.exponent);return a};
THREE.LightShadow=function(a){this.camera=a;this.bias=0;this.darkness=1;this.mapSize=new THREE.Vector2(512,512);this.matrix=this.map=null};THREE.LightShadow.prototype={constructor:THREE.LightShadow,copy:function(a){this.camera=a.camera.clone();this.bias=a.bias;this.darkness=a.darkness;this.mapSize.copy(a.mapSize)},clone:function(){return(new this.constructor).copy(this)}};THREE.AmbientLight=function(a){THREE.Light.call(this,a);this.type="AmbientLight";this.castShadow=void 0};
THREE.AmbientLight.prototype=Object.create(THREE.Light.prototype);THREE.AmbientLight.prototype.constructor=THREE.AmbientLight;THREE.DirectionalLight=function(a,b){THREE.Light.call(this,a);this.type="DirectionalLight";this.position.set(0,1,0);this.updateMatrix();this.target=new THREE.Object3D;this.intensity=void 0!==b?b:1;this.shadow=new THREE.LightShadow(new THREE.OrthographicCamera(-500,500,500,-500,50,5E3))};THREE.DirectionalLight.prototype=Object.create(THREE.Light.prototype);
THREE.DirectionalLight.prototype.constructor=THREE.DirectionalLight;THREE.DirectionalLight.prototype.copy=function(a){THREE.Light.prototype.copy.call(this,a);this.intensity=a.intensity;this.target=a.target.clone();this.shadow=a.shadow.clone();return this};THREE.HemisphereLight=function(a,b,c){THREE.Light.call(this,a);this.type="HemisphereLight";this.castShadow=void 0;this.position.set(0,1,0);this.updateMatrix();this.groundColor=new THREE.Color(b);this.intensity=void 0!==c?c:1};
THREE.HemisphereLight.prototype=Object.create(THREE.Light.prototype);THREE.HemisphereLight.prototype.constructor=THREE.HemisphereLight;THREE.HemisphereLight.prototype.copy=function(a){THREE.Light.prototype.copy.call(this,a);this.groundColor.copy(a.groundColor);this.intensity=a.intensity;return this};
THREE.PointLight=function(a,b,c,d){THREE.Light.call(this,a);this.type="PointLight";this.intensity=void 0!==b?b:1;this.distance=void 0!==c?c:0;this.decay=void 0!==d?d:1;this.shadow=new THREE.LightShadow(new THREE.PerspectiveCamera(90,1,1,500))};THREE.PointLight.prototype=Object.create(THREE.Light.prototype);THREE.PointLight.prototype.constructor=THREE.PointLight;
THREE.PointLight.prototype.copy=function(a){THREE.Light.prototype.copy.call(this,a);this.intensity=a.intensity;this.distance=a.distance;this.decay=a.decay;this.shadow=a.shadow.clone();return this};
THREE.SpotLight=function(a,b,c,d,e,g){THREE.Light.call(this,a);this.type="SpotLight";this.position.set(0,1,0);this.updateMatrix();this.target=new THREE.Object3D;this.intensity=void 0!==b?b:1;this.distance=void 0!==c?c:0;this.angle=void 0!==d?d:Math.PI/3;this.exponent=void 0!==e?e:10;this.decay=void 0!==g?g:1;this.shadow=new THREE.LightShadow(new THREE.PerspectiveCamera(50,1,50,5E3))};THREE.SpotLight.prototype=Object.create(THREE.Light.prototype);THREE.SpotLight.prototype.constructor=THREE.SpotLight;
THREE.SpotLight.prototype.copy=function(a){THREE.Light.prototype.copy.call(this,a);this.intensity=a.intensity;this.distance=a.distance;this.angle=a.angle;this.exponent=a.exponent;this.decay=a.decay;this.target=a.target.clone();this.shadow=a.shadow.clone();return this};THREE.Cache={enabled:!1,files:{},add:function(a,b){!1!==this.enabled&&(this.files[a]=b)},get:function(a){if(!1!==this.enabled)return this.files[a]},remove:function(a){delete this.files[a]},clear:function(){this.files={}}};
THREE.Loader=function(){this.onLoadStart=function(){};this.onLoadProgress=function(){};this.onLoadComplete=function(){}};
THREE.Loader.prototype={constructor:THREE.Loader,crossOrigin:void 0,extractUrlBase:function(a){a=a.split("/");if(1===a.length)return"./";a.pop();return a.join("/")+"/"},initMaterials:function(a,b,c){for(var d=[],e=0;e<a.length;++e)d[e]=this.createMaterial(a[e],b,c);return d},createMaterial:function(){var a,b,c;return function(d,e,g){function f(a,c,d,f,l){a=e+a;var k=THREE.Loader.Handlers.get(a);null!==k?a=k.load(a):(b.setCrossOrigin(g),a=b.load(a));void 0!==c&&(a.repeat.fromArray(c),1!==c[0]&&(a.wrapS=
THREE.RepeatWrapping),1!==c[1]&&(a.wrapT=THREE.RepeatWrapping));void 0!==d&&a.offset.fromArray(d);void 0!==f&&("repeat"===f[0]&&(a.wrapS=THREE.RepeatWrapping),"mirror"===f[0]&&(a.wrapS=THREE.MirroredRepeatWrapping),"repeat"===f[1]&&(a.wrapT=THREE.RepeatWrapping),"mirror"===f[1]&&(a.wrapT=THREE.MirroredRepeatWrapping));void 0!==l&&(a.anisotropy=l);c=THREE.Math.generateUUID();h[c]=a;return c}void 0===a&&(a=new THREE.Color);void 0===b&&(b=new THREE.TextureLoader);void 0===c&&(c=new THREE.MaterialLoader);
var h={},l={uuid:THREE.Math.generateUUID(),type:"MeshLambertMaterial"},k;for(k in d){var m=d[k];switch(k){case "DbgColor":l.color=m;break;case "DbgIndex":case "opticalDensity":case "illumination":break;case "DbgName":l.name=m;break;case "blending":l.blending=THREE[m];break;case "colorDiffuse":l.color=a.fromArray(m).getHex();break;case "colorSpecular":l.specular=a.fromArray(m).getHex();break;case "colorEmissive":l.emissive=a.fromArray(m).getHex();break;case "specularCoef":l.shininess=m;break;case "shading":"basic"===
m.toLowerCase()&&(l.type="MeshBasicMaterial");"phong"===m.toLowerCase()&&(l.type="MeshPhongMaterial");break;case "mapDiffuse":l.map=f(m,d.mapDiffuseRepeat,d.mapDiffuseOffset,d.mapDiffuseWrap,d.mapDiffuseAnisotropy);break;case "mapDiffuseRepeat":case "mapDiffuseOffset":case "mapDiffuseWrap":case "mapDiffuseAnisotropy":break;case "mapLight":l.lightMap=f(m,d.mapLightRepeat,d.mapLightOffset,d.mapLightWrap,d.mapLightAnisotropy);break;case "mapLightRepeat":case "mapLightOffset":case "mapLightWrap":case "mapLightAnisotropy":break;
case "mapAO":l.aoMap=f(m,d.mapAORepeat,d.mapAOOffset,d.mapAOWrap,d.mapAOAnisotropy);break;case "mapAORepeat":case "mapAOOffset":case "mapAOWrap":case "mapAOAnisotropy":break;case "mapBump":l.bumpMap=f(m,d.mapBumpRepeat,d.mapBumpOffset,d.mapBumpWrap,d.mapBumpAnisotropy);break;case "mapBumpScale":l.bumpScale=m;break;case "mapBumpRepeat":case "mapBumpOffset":case "mapBumpWrap":case "mapBumpAnisotropy":break;case "mapNormal":l.normalMap=f(m,d.mapNormalRepeat,d.mapNormalOffset,d.mapNormalWrap,d.mapNormalAnisotropy);
break;case "mapNormalFactor":l.normalScale=[m,m];break;case "mapNormalRepeat":case "mapNormalOffset":case "mapNormalWrap":case "mapNormalAnisotropy":break;case "mapSpecular":l.specularMap=f(m,d.mapSpecularRepeat,d.mapSpecularOffset,d.mapSpecularWrap,d.mapSpecularAnisotropy);break;case "mapSpecularRepeat":case "mapSpecularOffset":case "mapSpecularWrap":case "mapSpecularAnisotropy":break;case "mapAlpha":l.alphaMap=f(m,d.mapAlphaRepeat,d.mapAlphaOffset,d.mapAlphaWrap,d.mapAlphaAnisotropy);break;case "mapAlphaRepeat":case "mapAlphaOffset":case "mapAlphaWrap":case "mapAlphaAnisotropy":break;
case "flipSided":l.side=THREE.BackSide;break;case "doubleSided":l.side=THREE.DoubleSide;break;case "transparency":console.warn("THREE.Loader: transparency has been renamed to opacity");l.opacity=m;break;case "opacity":case "transparent":case "depthTest":case "depthWrite":case "transparent":case "visible":case "wireframe":l[k]=m;break;case "vertexColors":!0===m&&(l.vertexColors=THREE.VertexColors);"face"===m&&(l.vertexColors=THREE.FaceColors);break;default:console.error("Loader.createMaterial: Unsupported",
k,m)}}"MeshPhongMaterial"!==l.type&&delete l.specular;1>l.opacity&&(l.transparent=!0);c.setTextures(h);return c.parse(l)}}()};THREE.Loader.Handlers={handlers:[],add:function(a,b){this.handlers.push(a,b)},get:function(a){for(var b=this.handlers,c=0,d=b.length;c<d;c+=2){var e=b[c+1];if(b[c].test(a))return e}return null}};THREE.XHRLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager};
THREE.XHRLoader.prototype={constructor:THREE.XHRLoader,load:function(a,b,c,d){var e=this,g=THREE.Cache.get(a);if(void 0!==g)return b&&setTimeout(function(){b(g)},0),g;var f=new XMLHttpRequest;f.open("GET",a,!0);f.addEventListener("load",function(c){c=c.target.response;THREE.Cache.add(a,c);b&&b(c);e.manager.itemEnd(a)},!1);void 0!==c&&f.addEventListener("progress",function(a){c(a)},!1);f.addEventListener("error",function(b){d&&d(b);e.manager.itemError(a)},!1);void 0!==this.crossOrigin&&(f.crossOrigin=
this.crossOrigin);void 0!==this.responseType&&(f.responseType=this.responseType);void 0!==this.withCredentials&&(f.withCredentials=this.withCredentials);f.send(null);e.manager.itemStart(a);return f},setResponseType:function(a){this.responseType=a},setCrossOrigin:function(a){this.crossOrigin=a},setWithCredentials:function(a){this.withCredentials=a}};THREE.ImageLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager};
THREE.ImageLoader.prototype={constructor:THREE.ImageLoader,load:function(a,b,c,d){var e=this,g=THREE.Cache.get(a);if(void 0!==g)return e.manager.itemStart(a),b?setTimeout(function(){b(g);e.manager.itemEnd(a)},0):e.manager.itemEnd(a),g;var f=document.createElement("img");f.addEventListener("load",function(c){THREE.Cache.add(a,this);b&&b(this);e.manager.itemEnd(a)},!1);void 0!==c&&f.addEventListener("progress",function(a){c(a)},!1);f.addEventListener("error",function(b){d&&d(b);e.manager.itemError(a)},
!1);void 0!==this.crossOrigin&&(f.crossOrigin=this.crossOrigin);e.manager.itemStart(a);f.src=a;return f},setCrossOrigin:function(a){this.crossOrigin=a}};THREE.JSONLoader=function(a){"boolean"===typeof a&&(console.warn("THREE.JSONLoader: showStatus parameter has been removed from constructor."),a=void 0);this.manager=void 0!==a?a:THREE.DefaultLoadingManager;this.withCredentials=!1};
THREE.JSONLoader.prototype={constructor:THREE.JSONLoader,get statusDomElement(){void 0===this._statusDomElement&&(this._statusDomElement=document.createElement("div"));console.warn("THREE.JSONLoader: .statusDomElement has been removed.");return this._statusDomElement},load:function(a,b,c,d){var e=this,g=this.texturePath&&"string"===typeof this.texturePath?this.texturePath:THREE.Loader.prototype.extractUrlBase(a);c=new THREE.XHRLoader(this.manager);c.setCrossOrigin(this.crossOrigin);c.setWithCredentials(this.withCredentials);
c.load(a,function(c){c=JSON.parse(c);var d=c.metadata;if(void 0!==d){if("object"===d.type){console.error("THREE.JSONLoader: "+a+" should be loaded with THREE.ObjectLoader instead.");return}if("scene"===d.type){console.error("THREE.JSONLoader: "+a+" should be loaded with THREE.SceneLoader instead.");return}}c=e.parse(c,g);b(c.geometry,c.materials)})},setCrossOrigin:function(a){this.crossOrigin=a},setTexturePath:function(a){this.texturePath=a},parse:function(a,b){var c=new THREE.Geometry,d=void 0!==
a.scale?1/a.scale:1;(function(b){var d,f,h,l,k,m,p,n,q,s,t,v,u,w=a.faces;m=a.vertices;var D=a.normals,x=a.colors,B=0;if(void 0!==a.uvs){for(d=0;d<a.uvs.length;d++)a.uvs[d].length&&B++;for(d=0;d<B;d++)c.faceVertexUvs[d]=[]}l=0;for(k=m.length;l<k;)d=new THREE.Vector3,d.x=m[l++]*b,d.y=m[l++]*b,d.z=m[l++]*b,c.vertices.push(d);l=0;for(k=w.length;l<k;)if(b=w[l++],q=b&1,h=b&2,d=b&8,p=b&16,s=b&32,m=b&64,b&=128,q){q=new THREE.Face3;q.a=w[l];q.b=w[l+1];q.c=w[l+3];t=new THREE.Face3;t.a=w[l+1];t.b=w[l+2];t.c=
w[l+3];l+=4;h&&(h=w[l++],q.materialIndex=h,t.materialIndex=h);h=c.faces.length;if(d)for(d=0;d<B;d++)for(v=a.uvs[d],c.faceVertexUvs[d][h]=[],c.faceVertexUvs[d][h+1]=[],f=0;4>f;f++)n=w[l++],u=v[2*n],n=v[2*n+1],u=new THREE.Vector2(u,n),2!==f&&c.faceVertexUvs[d][h].push(u),0!==f&&c.faceVertexUvs[d][h+1].push(u);p&&(p=3*w[l++],q.normal.set(D[p++],D[p++],D[p]),t.normal.copy(q.normal));if(s)for(d=0;4>d;d++)p=3*w[l++],s=new THREE.Vector3(D[p++],D[p++],D[p]),2!==d&&q.vertexNormals.push(s),0!==d&&t.vertexNormals.push(s);
m&&(m=w[l++],m=x[m],q.color.setHex(m),t.color.setHex(m));if(b)for(d=0;4>d;d++)m=w[l++],m=x[m],2!==d&&q.vertexColors.push(new THREE.Color(m)),0!==d&&t.vertexColors.push(new THREE.Color(m));c.faces.push(q);c.faces.push(t)}else{q=new THREE.Face3;q.a=w[l++];q.b=w[l++];q.c=w[l++];h&&(h=w[l++],q.materialIndex=h);h=c.faces.length;if(d)for(d=0;d<B;d++)for(v=a.uvs[d],c.faceVertexUvs[d][h]=[],f=0;3>f;f++)n=w[l++],u=v[2*n],n=v[2*n+1],u=new THREE.Vector2(u,n),c.faceVertexUvs[d][h].push(u);p&&(p=3*w[l++],q.normal.set(D[p++],
D[p++],D[p]));if(s)for(d=0;3>d;d++)p=3*w[l++],s=new THREE.Vector3(D[p++],D[p++],D[p]),q.vertexNormals.push(s);m&&(m=w[l++],q.color.setHex(x[m]));if(b)for(d=0;3>d;d++)m=w[l++],q.vertexColors.push(new THREE.Color(x[m]));c.faces.push(q)}})(d);(function(){var b=void 0!==a.influencesPerVertex?a.influencesPerVertex:2;if(a.skinWeights)for(var d=0,f=a.skinWeights.length;d<f;d+=b)c.skinWeights.push(new THREE.Vector4(a.skinWeights[d],1<b?a.skinWeights[d+1]:0,2<b?a.skinWeights[d+2]:0,3<b?a.skinWeights[d+3]:
0));if(a.skinIndices)for(d=0,f=a.skinIndices.length;d<f;d+=b)c.skinIndices.push(new THREE.Vector4(a.skinIndices[d],1<b?a.skinIndices[d+1]:0,2<b?a.skinIndices[d+2]:0,3<b?a.skinIndices[d+3]:0));c.bones=a.bones;c.bones&&0<c.bones.length&&(c.skinWeights.length!==c.skinIndices.length||c.skinIndices.length!==c.vertices.length)&&console.warn("When skinning, number of vertices ("+c.vertices.length+"), skinIndices ("+c.skinIndices.length+"), and skinWeights ("+c.skinWeights.length+") should match.")})();(function(b){if(void 0!==
a.morphTargets)for(var d=0,f=a.morphTargets.length;d<f;d++){c.morphTargets[d]={};c.morphTargets[d].name=a.morphTargets[d].name;c.morphTargets[d].vertices=[];for(var h=c.morphTargets[d].vertices,l=a.morphTargets[d].vertices,k=0,m=l.length;k<m;k+=3){var p=new THREE.Vector3;p.x=l[k]*b;p.y=l[k+1]*b;p.z=l[k+2]*b;h.push(p)}}if(void 0!==a.morphColors&&0<a.morphColors.length)for(console.warn('THREE.JSONLoader: "morphColors" no longer supported. Using them as face colors.'),b=c.faces,h=a.morphColors[0].colors,
d=0,f=b.length;d<f;d++)b[d].color.fromArray(h,3*d)})(d);(function(){var b=[],d=[];void 0!==a.animation&&d.push(a.animation);void 0!==a.animations&&(a.animations.length?d=d.concat(a.animations):d.push(a.animations));for(var f=0;f<d.length;f++){var h=THREE.AnimationClip.parseAnimation(d[f],c.bones);h&&b.push(h)}c.morphTargets&&(d=THREE.AnimationClip.CreateClipsFromMorphTargetSequences(c.morphTargets,10),b=b.concat(d));0<b.length&&(c.animations=b)})();c.computeFaceNormals();c.computeBoundingSphere();
if(void 0===a.materials||0===a.materials.length)return{geometry:c};d=THREE.Loader.prototype.initMaterials(a.materials,b,this.crossOrigin);return{geometry:c,materials:d}}};
THREE.LoadingManager=function(a,b,c){var d=this,e=!1,g=0,f=0;this.onStart=void 0;this.onLoad=a;this.onProgress=b;this.onError=c;this.itemStart=function(a){f++;if(!1===e&&void 0!==d.onStart)d.onStart(a,g,f);e=!0};this.itemEnd=function(a){g++;if(void 0!==d.onProgress)d.onProgress(a,g,f);if(g===f&&(e=!1,void 0!==d.onLoad))d.onLoad()};this.itemError=function(a){if(void 0!==d.onError)d.onError(a)}};THREE.DefaultLoadingManager=new THREE.LoadingManager;
THREE.BufferGeometryLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager};
THREE.BufferGeometryLoader.prototype={constructor:THREE.BufferGeometryLoader,load:function(a,b,c,d){var e=this,g=new THREE.XHRLoader(e.manager);g.setCrossOrigin(this.crossOrigin);g.load(a,function(a){b(e.parse(JSON.parse(a)))},c,d)},setCrossOrigin:function(a){this.crossOrigin=a},parse:function(a){var b=new THREE.BufferGeometry,c=a.data.index;void 0!==c&&(c=new self[c.type](c.array),b.setIndex(new THREE.BufferAttribute(c,1)));var d=a.data.attributes,e;for(e in d){var g=d[e],c=new self[g.type](g.array);
b.addAttribute(e,new THREE.BufferAttribute(c,g.itemSize))}e=a.data.groups||a.data.drawcalls||a.data.offsets;if(void 0!==e)for(c=0,d=e.length;c!==d;++c)g=e[c],b.addGroup(g.start,g.count);a=a.data.boundingSphere;void 0!==a&&(e=new THREE.Vector3,void 0!==a.center&&e.fromArray(a.center),b.boundingSphere=new THREE.Sphere(e,a.radius));return b}};THREE.MaterialLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager;this.textures={}};
THREE.MaterialLoader.prototype={constructor:THREE.MaterialLoader,load:function(a,b,c,d){var e=this,g=new THREE.XHRLoader(e.manager);g.setCrossOrigin(this.crossOrigin);g.load(a,function(a){b(e.parse(JSON.parse(a)))},c,d)},setCrossOrigin:function(a){this.crossOrigin=a},setTextures:function(a){this.textures=a},getTexture:function(a){var b=this.textures;void 0===b[a]&&console.warn("THREE.MaterialLoader: Undefined texture",a);return b[a]},parse:function(a){var b=new THREE[a.type];b.uuid=a.uuid;void 0!==
a.name&&(b.name=a.name);void 0!==a.color&&b.color.setHex(a.color);void 0!==a.emissive&&b.emissive.setHex(a.emissive);void 0!==a.specular&&b.specular.setHex(a.specular);void 0!==a.shininess&&(b.shininess=a.shininess);void 0!==a.uniforms&&(b.uniforms=a.uniforms);void 0!==a.vertexShader&&(b.vertexShader=a.vertexShader);void 0!==a.fragmentShader&&(b.fragmentShader=a.fragmentShader);void 0!==a.vertexColors&&(b.vertexColors=a.vertexColors);void 0!==a.shading&&(b.shading=a.shading);void 0!==a.blending&&
(b.blending=a.blending);void 0!==a.side&&(b.side=a.side);void 0!==a.opacity&&(b.opacity=a.opacity);void 0!==a.transparent&&(b.transparent=a.transparent);void 0!==a.alphaTest&&(b.alphaTest=a.alphaTest);void 0!==a.depthTest&&(b.depthTest=a.depthTest);void 0!==a.depthWrite&&(b.depthWrite=a.depthWrite);void 0!==a.wireframe&&(b.wireframe=a.wireframe);void 0!==a.wireframeLinewidth&&(b.wireframeLinewidth=a.wireframeLinewidth);void 0!==a.size&&(b.size=a.size);void 0!==a.sizeAttenuation&&(b.sizeAttenuation=
a.sizeAttenuation);void 0!==a.map&&(b.map=this.getTexture(a.map));void 0!==a.alphaMap&&(b.alphaMap=this.getTexture(a.alphaMap),b.transparent=!0);void 0!==a.bumpMap&&(b.bumpMap=this.getTexture(a.bumpMap));void 0!==a.bumpScale&&(b.bumpScale=a.bumpScale);void 0!==a.normalMap&&(b.normalMap=this.getTexture(a.normalMap));a.normalScale&&(b.normalScale=new THREE.Vector2(a.normalScale,a.normalScale));void 0!==a.displacementMap&&(b.displacementMap=this.getTexture(a.displacementMap));void 0!==a.displacementScale&&
(b.displacementScale=a.displacementScale);void 0!==a.displacementBias&&(b.displacementBias=a.displacementBias);void 0!==a.specularMap&&(b.specularMap=this.getTexture(a.specularMap));void 0!==a.envMap&&(b.envMap=this.getTexture(a.envMap),b.combine=THREE.MultiplyOperation);a.reflectivity&&(b.reflectivity=a.reflectivity);void 0!==a.lightMap&&(b.lightMap=this.getTexture(a.lightMap));void 0!==a.lightMapIntensity&&(b.lightMapIntensity=a.lightMapIntensity);void 0!==a.aoMap&&(b.aoMap=this.getTexture(a.aoMap));
void 0!==a.aoMapIntensity&&(b.aoMapIntensity=a.aoMapIntensity);if(void 0!==a.materials)for(var c=0,d=a.materials.length;c<d;c++)b.materials.push(this.parse(a.materials[c]));return b}};THREE.ObjectLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager;this.texturePath=""};
THREE.ObjectLoader.prototype={constructor:THREE.ObjectLoader,load:function(a,b,c,d){""===this.texturePath&&(this.texturePath=a.substring(0,a.lastIndexOf("/")+1));var e=this,g=new THREE.XHRLoader(e.manager);g.setCrossOrigin(this.crossOrigin);g.load(a,function(a){e.parse(JSON.parse(a),b)},c,d)},setTexturePath:function(a){this.texturePath=a},setCrossOrigin:function(a){this.crossOrigin=a},parse:function(a,b){var c=this.parseGeometries(a.geometries),d=this.parseImages(a.images,function(){void 0!==b&&b(e)}),
d=this.parseTextures(a.textures,d),d=this.parseMaterials(a.materials,d),e=this.parseObject(a.object,c,d);a.animations&&(e.animations=this.parseAnimations(a.animations));void 0!==a.images&&0!==a.images.length||void 0===b||b(e);return e},parseGeometries:function(a){var b={};if(void 0!==a)for(var c=new THREE.JSONLoader,d=new THREE.BufferGeometryLoader,e=0,g=a.length;e<g;e++){var f,h=a[e];switch(h.type){case "PlaneGeometry":case "PlaneBufferGeometry":f=new THREE[h.type](h.width,h.height,h.widthSegments,
h.heightSegments);break;case "BoxGeometry":case "CubeGeometry":f=new THREE.BoxGeometry(h.width,h.height,h.depth,h.widthSegments,h.heightSegments,h.depthSegments);break;case "CircleBufferGeometry":f=new THREE.CircleBufferGeometry(h.radius,h.segments,h.thetaStart,h.thetaLength);break;case "CircleGeometry":f=new THREE.CircleGeometry(h.radius,h.segments,h.thetaStart,h.thetaLength);break;case "CylinderGeometry":f=new THREE.CylinderGeometry(h.radiusTop,h.radiusBottom,h.height,h.radialSegments,h.heightSegments,
h.openEnded,h.thetaStart,h.thetaLength);break;case "SphereGeometry":f=new THREE.SphereGeometry(h.radius,h.widthSegments,h.heightSegments,h.phiStart,h.phiLength,h.thetaStart,h.thetaLength);break;case "SphereBufferGeometry":f=new THREE.SphereBufferGeometry(h.radius,h.widthSegments,h.heightSegments,h.phiStart,h.phiLength,h.thetaStart,h.thetaLength);break;case "DodecahedronGeometry":f=new THREE.DodecahedronGeometry(h.radius,h.detail);break;case "IcosahedronGeometry":f=new THREE.IcosahedronGeometry(h.radius,
h.detail);break;case "OctahedronGeometry":f=new THREE.OctahedronGeometry(h.radius,h.detail);break;case "TetrahedronGeometry":f=new THREE.TetrahedronGeometry(h.radius,h.detail);break;case "RingGeometry":f=new THREE.RingGeometry(h.innerRadius,h.outerRadius,h.thetaSegments,h.phiSegments,h.thetaStart,h.thetaLength);break;case "TorusGeometry":f=new THREE.TorusGeometry(h.radius,h.tube,h.radialSegments,h.tubularSegments,h.arc);break;case "TorusKnotGeometry":f=new THREE.TorusKnotGeometry(h.radius,h.tube,
h.radialSegments,h.tubularSegments,h.p,h.q,h.heightScale);break;case "BufferGeometry":f=d.parse(h);break;case "Geometry":f=c.parse(h.data,this.texturePath).geometry;break;default:console.warn('THREE.ObjectLoader: Unsupported geometry type "'+h.type+'"');continue}f.uuid=h.uuid;void 0!==h.name&&(f.name=h.name);b[h.uuid]=f}return b},parseMaterials:function(a,b){var c={};if(void 0!==a){var d=new THREE.MaterialLoader;d.setTextures(b);for(var e=0,g=a.length;e<g;e++){var f=d.parse(a[e]);c[f.uuid]=f}}return c},
parseAnimations:function(a){for(var b=[],c=0;c<a.length;c++){var d=THREE.AnimationClip.parse(a[c]);b.push(d)}return b},parseImages:function(a,b){function c(a){d.manager.itemStart(a);return f.load(a,function(){d.manager.itemEnd(a)})}var d=this,e={};if(void 0!==a&&0<a.length){var g=new THREE.LoadingManager(b),f=new THREE.ImageLoader(g);f.setCrossOrigin(this.crossOrigin);for(var g=0,h=a.length;g<h;g++){var l=a[g],k=/^(\/\/)|([a-z]+:(\/\/)?)/i.test(l.url)?l.url:d.texturePath+l.url;e[l.uuid]=c(k)}}return e},
parseTextures:function(a,b){function c(a){if("number"===typeof a)return a;console.warn("THREE.ObjectLoader.parseTexture: Constant should be in numeric form.",a);return THREE[a]}var d={};if(void 0!==a)for(var e=0,g=a.length;e<g;e++){var f=a[e];void 0===f.image&&console.warn('THREE.ObjectLoader: No "image" specified for',f.uuid);void 0===b[f.image]&&console.warn("THREE.ObjectLoader: Undefined image",f.image);var h=new THREE.Texture(b[f.image]);h.needsUpdate=!0;h.uuid=f.uuid;void 0!==f.name&&(h.name=
f.name);void 0!==f.mapping&&(h.mapping=c(f.mapping));void 0!==f.offset&&(h.offset=new THREE.Vector2(f.offset[0],f.offset[1]));void 0!==f.repeat&&(h.repeat=new THREE.Vector2(f.repeat[0],f.repeat[1]));void 0!==f.minFilter&&(h.minFilter=c(f.minFilter));void 0!==f.magFilter&&(h.magFilter=c(f.magFilter));void 0!==f.anisotropy&&(h.anisotropy=f.anisotropy);Array.isArray(f.wrap)&&(h.wrapS=c(f.wrap[0]),h.wrapT=c(f.wrap[1]));d[f.uuid]=h}return d},parseObject:function(){var a=new THREE.Matrix4;return function(b,
c,d){function e(a){void 0===c[a]&&console.warn("THREE.ObjectLoader: Undefined geometry",a);return c[a]}function g(a){if(void 0!==a)return void 0===d[a]&&console.warn("THREE.ObjectLoader: Undefined material",a),d[a]}var f;switch(b.type){case "Scene":f=new THREE.Scene;break;case "PerspectiveCamera":f=new THREE.PerspectiveCamera(b.fov,b.aspect,b.near,b.far);break;case "OrthographicCamera":f=new THREE.OrthographicCamera(b.left,b.right,b.top,b.bottom,b.near,b.far);break;case "AmbientLight":f=new THREE.AmbientLight(b.color);
break;case "DirectionalLight":f=new THREE.DirectionalLight(b.color,b.intensity);break;case "PointLight":f=new THREE.PointLight(b.color,b.intensity,b.distance,b.decay);break;case "SpotLight":f=new THREE.SpotLight(b.color,b.intensity,b.distance,b.angle,b.exponent,b.decay);break;case "HemisphereLight":f=new THREE.HemisphereLight(b.color,b.groundColor,b.intensity);break;case "Mesh":f=new THREE.Mesh(e(b.geometry),g(b.material));break;case "LOD":f=new THREE.LOD;break;case "Line":f=new THREE.Line(e(b.geometry),
g(b.material),b.mode);break;case "PointCloud":case "Points":f=new THREE.Points(e(b.geometry),g(b.material));break;case "Sprite":f=new THREE.Sprite(g(b.material));break;case "Group":f=new THREE.Group;break;default:f=new THREE.Object3D}f.uuid=b.uuid;void 0!==b.name&&(f.name=b.name);void 0!==b.matrix?(a.fromArray(b.matrix),a.decompose(f.position,f.quaternion,f.scale)):(void 0!==b.position&&f.position.fromArray(b.position),void 0!==b.rotation&&f.rotation.fromArray(b.rotation),void 0!==b.scale&&f.scale.fromArray(b.scale));
void 0!==b.castShadow&&(f.castShadow=b.castShadow);void 0!==b.receiveShadow&&(f.receiveShadow=b.receiveShadow);void 0!==b.visible&&(f.visible=b.visible);void 0!==b.userData&&(f.userData=b.userData);if(void 0!==b.children)for(var h in b.children)f.add(this.parseObject(b.children[h],c,d));if("LOD"===b.type){b=b.levels;for(var l=0;l<b.length;l++){var k=b[l];h=f.getObjectByProperty("uuid",k.object);void 0!==h&&f.addLevel(h,k.distance)}}return f}}()};
THREE.TextureLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager};THREE.TextureLoader.prototype={constructor:THREE.TextureLoader,load:function(a,b,c,d){var e=new THREE.Texture,g=new THREE.ImageLoader(this.manager);g.setCrossOrigin(this.crossOrigin);g.load(a,function(a){e.image=a;e.needsUpdate=!0;void 0!==b&&b(e)},c,d);return e},setCrossOrigin:function(a){this.crossOrigin=a}};THREE.CubeTextureLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager};
THREE.CubeTextureLoader.prototype={constructor:THREE.CubeTextureLoader,load:function(a,b,c,d){function e(c){f.load(a[c],function(a){g.images[c]=a;h++;6===h&&(g.needsUpdate=!0,b&&b(g))},void 0,d)}var g=new THREE.CubeTexture([]),f=new THREE.ImageLoader;f.setCrossOrigin(this.crossOrigin);var h=0;for(c=0;c<a.length;++c)e(c);return g},setCrossOrigin:function(a){this.crossOrigin=a}};
THREE.DataTextureLoader=THREE.BinaryTextureLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager;this._parser=null};
THREE.BinaryTextureLoader.prototype={constructor:THREE.BinaryTextureLoader,load:function(a,b,c,d){var e=this,g=new THREE.DataTexture,f=new THREE.XHRLoader(this.manager);f.setCrossOrigin(this.crossOrigin);f.setResponseType("arraybuffer");f.load(a,function(a){if(a=e._parser(a))void 0!==a.image?g.image=a.image:void 0!==a.data&&(g.image.width=a.width,g.image.height=a.height,g.image.data=a.data),g.wrapS=void 0!==a.wrapS?a.wrapS:THREE.ClampToEdgeWrapping,g.wrapT=void 0!==a.wrapT?a.wrapT:THREE.ClampToEdgeWrapping,
g.magFilter=void 0!==a.magFilter?a.magFilter:THREE.LinearFilter,g.minFilter=void 0!==a.minFilter?a.minFilter:THREE.LinearMipMapLinearFilter,g.anisotropy=void 0!==a.anisotropy?a.anisotropy:1,void 0!==a.format&&(g.format=a.format),void 0!==a.type&&(g.type=a.type),void 0!==a.mipmaps&&(g.mipmaps=a.mipmaps),1===a.mipmapCount&&(g.minFilter=THREE.LinearFilter),g.needsUpdate=!0,b&&b(g,a)},c,d);return g},setCrossOrigin:function(a){this.crossOrigin=a}};
THREE.CompressedTextureLoader=function(a){this.manager=void 0!==a?a:THREE.DefaultLoadingManager;this._parser=null};
THREE.CompressedTextureLoader.prototype={constructor:THREE.CompressedTextureLoader,load:function(a,b,c,d){var e=this,g=[],f=new THREE.CompressedTexture;f.image=g;var h=new THREE.XHRLoader(this.manager);h.setCrossOrigin(this.crossOrigin);h.setResponseType("arraybuffer");if(Array.isArray(a))for(var l=0,k=function(k){h.load(a[k],function(a){a=e._parser(a,!0);g[k]={width:a.width,height:a.height,format:a.format,mipmaps:a.mipmaps};l+=1;6===l&&(1===a.mipmapCount&&(f.minFilter=THREE.LinearFilter),f.format=
a.format,f.needsUpdate=!0,b&&b(f))},c,d)},m=0,p=a.length;m<p;++m)k(m);else h.load(a,function(a){a=e._parser(a,!0);if(a.isCubemap)for(var c=a.mipmaps.length/a.mipmapCount,d=0;d<c;d++){g[d]={mipmaps:[]};for(var h=0;h<a.mipmapCount;h++)g[d].mipmaps.push(a.mipmaps[d*a.mipmapCount+h]),g[d].format=a.format,g[d].width=a.width,g[d].height=a.height}else f.image.width=a.width,f.image.height=a.height,f.mipmaps=a.mipmaps;1===a.mipmapCount&&(f.minFilter=THREE.LinearFilter);f.format=a.format;f.needsUpdate=!0;b&&
b(f)},c,d);return f},setCrossOrigin:function(a){this.crossOrigin=a}};
THREE.Material=function(){Object.defineProperty(this,"id",{value:THREE.MaterialIdCount++});this.uuid=THREE.Math.generateUUID();this.name="";this.type="Material";this.side=THREE.FrontSide;this.opacity=1;this.transparent=!1;this.blending=THREE.NormalBlending;this.blendSrc=THREE.SrcAlphaFactor;this.blendDst=THREE.OneMinusSrcAlphaFactor;this.blendEquation=THREE.AddEquation;this.blendEquationAlpha=this.blendDstAlpha=this.blendSrcAlpha=null;this.depthFunc=THREE.LessEqualDepth;this.colorWrite=this.depthWrite=
this.depthTest=!0;this.precision=null;this.polygonOffset=!1;this.overdraw=this.alphaTest=this.polygonOffsetUnits=this.polygonOffsetFactor=0;this._needsUpdate=this.visible=!0};
THREE.Material.prototype={constructor:THREE.Material,get needsUpdate(){return this._needsUpdate},set needsUpdate(a){!0===a&&this.update();this._needsUpdate=a},setValues:function(a){if(void 0!==a)for(var b in a){var c=a[b];if(void 0===c)console.warn("THREE.Material: '"+b+"' parameter is undefined.");else{var d=this[b];void 0===d?console.warn("THREE."+this.type+": '"+b+"' is not a property of this material."):d instanceof THREE.Color?d.set(c):d instanceof THREE.Vector3&&c instanceof THREE.Vector3?d.copy(c):
this[b]="overdraw"===b?Number(c):c}}},toJSON:function(a){var b={metadata:{version:4.4,type:"Material",generator:"Material.toJSON"}};b.uuid=this.uuid;b.type=this.type;""!==this.name&&(b.name=this.name);this.color instanceof THREE.Color&&(b.color=this.color.getHex());this.emissive instanceof THREE.Color&&(b.emissive=this.emissive.getHex());this.specular instanceof THREE.Color&&(b.specular=this.specular.getHex());void 0!==this.shininess&&(b.shininess=this.shininess);this.map instanceof THREE.Texture&&
(b.map=this.map.toJSON(a).uuid);this.alphaMap instanceof THREE.Texture&&(b.alphaMap=this.alphaMap.toJSON(a).uuid);this.lightMap instanceof THREE.Texture&&(b.lightMap=this.lightMap.toJSON(a).uuid);this.bumpMap instanceof THREE.Texture&&(b.bumpMap=this.bumpMap.toJSON(a).uuid,b.bumpScale=this.bumpScale);this.normalMap instanceof THREE.Texture&&(b.normalMap=this.normalMap.toJSON(a).uuid,b.normalScale=this.normalScale);this.displacementMap instanceof THREE.Texture&&(b.displacementMap=this.displacementMap.toJSON(a).uuid,
b.displacementScale=this.displacementScale,b.displacementBias=this.displacementBias);this.specularMap instanceof THREE.Texture&&(b.specularMap=this.specularMap.toJSON(a).uuid);this.envMap instanceof THREE.Texture&&(b.envMap=this.envMap.toJSON(a).uuid,b.reflectivity=this.reflectivity);void 0!==this.size&&(b.size=this.size);void 0!==this.sizeAttenuation&&(b.sizeAttenuation=this.sizeAttenuation);void 0!==this.vertexColors&&this.vertexColors!==THREE.NoColors&&(b.vertexColors=this.vertexColors);void 0!==
this.shading&&this.shading!==THREE.SmoothShading&&(b.shading=this.shading);void 0!==this.blending&&this.blending!==THREE.NormalBlending&&(b.blending=this.blending);void 0!==this.side&&this.side!==THREE.FrontSide&&(b.side=this.side);1>this.opacity&&(b.opacity=this.opacity);!0===this.transparent&&(b.transparent=this.transparent);0<this.alphaTest&&(b.alphaTest=this.alphaTest);!0===this.wireframe&&(b.wireframe=this.wireframe);1<this.wireframeLinewidth&&(b.wireframeLinewidth=this.wireframeLinewidth);return b},
clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.name=a.name;this.side=a.side;this.opacity=a.opacity;this.transparent=a.transparent;this.blending=a.blending;this.blendSrc=a.blendSrc;this.blendDst=a.blendDst;this.blendEquation=a.blendEquation;this.blendSrcAlpha=a.blendSrcAlpha;this.blendDstAlpha=a.blendDstAlpha;this.blendEquationAlpha=a.blendEquationAlpha;this.depthFunc=a.depthFunc;this.depthTest=a.depthTest;this.depthWrite=a.depthWrite;this.precision=a.precision;this.polygonOffset=
a.polygonOffset;this.polygonOffsetFactor=a.polygonOffsetFactor;this.polygonOffsetUnits=a.polygonOffsetUnits;this.alphaTest=a.alphaTest;this.overdraw=a.overdraw;this.visible=a.visible;return this},update:function(){this.dispatchEvent({type:"update"})},dispose:function(){this.dispatchEvent({type:"dispose"})},get wrapAround(){console.warn("THREE."+this.type+": .wrapAround has been removed.")},set wrapAround(a){console.warn("THREE."+this.type+": .wrapAround has been removed.")},get wrapRGB(){console.warn("THREE."+
this.type+": .wrapRGB has been removed.");return new THREE.Color}};THREE.EventDispatcher.prototype.apply(THREE.Material.prototype);THREE.MaterialIdCount=0;THREE.LineBasicMaterial=function(a){THREE.Material.call(this);this.type="LineBasicMaterial";this.color=new THREE.Color(16777215);this.linewidth=1;this.linejoin=this.linecap="round";this.vertexColors=THREE.NoColors;this.fog=!0;this.setValues(a)};THREE.LineBasicMaterial.prototype=Object.create(THREE.Material.prototype);
THREE.LineBasicMaterial.prototype.constructor=THREE.LineBasicMaterial;THREE.LineBasicMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.linewidth=a.linewidth;this.linecap=a.linecap;this.linejoin=a.linejoin;this.vertexColors=a.vertexColors;this.fog=a.fog;return this};
THREE.LineDashedMaterial=function(a){THREE.Material.call(this);this.type="LineDashedMaterial";this.color=new THREE.Color(16777215);this.scale=this.linewidth=1;this.dashSize=3;this.gapSize=1;this.vertexColors=!1;this.fog=!0;this.setValues(a)};THREE.LineDashedMaterial.prototype=Object.create(THREE.Material.prototype);THREE.LineDashedMaterial.prototype.constructor=THREE.LineDashedMaterial;
THREE.LineDashedMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.linewidth=a.linewidth;this.scale=a.scale;this.dashSize=a.dashSize;this.gapSize=a.gapSize;this.vertexColors=a.vertexColors;this.fog=a.fog;return this};
THREE.MeshBasicMaterial=function(a){THREE.Material.call(this);this.type="MeshBasicMaterial";this.color=new THREE.Color(16777215);this.aoMap=this.map=null;this.aoMapIntensity=1;this.envMap=this.alphaMap=this.specularMap=null;this.combine=THREE.MultiplyOperation;this.reflectivity=1;this.refractionRatio=.98;this.fog=!0;this.shading=THREE.SmoothShading;this.wireframe=!1;this.wireframeLinewidth=1;this.wireframeLinejoin=this.wireframeLinecap="round";this.vertexColors=THREE.NoColors;this.morphTargets=this.skinning=
!1;this.setValues(a)};THREE.MeshBasicMaterial.prototype=Object.create(THREE.Material.prototype);THREE.MeshBasicMaterial.prototype.constructor=THREE.MeshBasicMaterial;
THREE.MeshBasicMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.map=a.map;this.aoMap=a.aoMap;this.aoMapIntensity=a.aoMapIntensity;this.specularMap=a.specularMap;this.alphaMap=a.alphaMap;this.envMap=a.envMap;this.combine=a.combine;this.reflectivity=a.reflectivity;this.refractionRatio=a.refractionRatio;this.fog=a.fog;this.shading=a.shading;this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;this.wireframeLinecap=a.wireframeLinecap;
this.wireframeLinejoin=a.wireframeLinejoin;this.vertexColors=a.vertexColors;this.skinning=a.skinning;this.morphTargets=a.morphTargets;return this};
THREE.MeshLambertMaterial=function(a){THREE.Material.call(this);this.type="MeshLambertMaterial";this.color=new THREE.Color(16777215);this.emissive=new THREE.Color(0);this.envMap=this.alphaMap=this.specularMap=this.map=null;this.combine=THREE.MultiplyOperation;this.reflectivity=1;this.refractionRatio=.98;this.fog=!0;this.wireframe=!1;this.wireframeLinewidth=1;this.wireframeLinejoin=this.wireframeLinecap="round";this.vertexColors=THREE.NoColors;this.morphNormals=this.morphTargets=this.skinning=!1;this.setValues(a)};
THREE.MeshLambertMaterial.prototype=Object.create(THREE.Material.prototype);THREE.MeshLambertMaterial.prototype.constructor=THREE.MeshLambertMaterial;
THREE.MeshLambertMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.emissive.copy(a.emissive);this.map=a.map;this.specularMap=a.specularMap;this.alphaMap=a.alphaMap;this.envMap=a.envMap;this.combine=a.combine;this.reflectivity=a.reflectivity;this.refractionRatio=a.refractionRatio;this.fog=a.fog;this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;this.wireframeLinecap=a.wireframeLinecap;this.wireframeLinejoin=a.wireframeLinejoin;
this.vertexColors=a.vertexColors;this.skinning=a.skinning;this.morphTargets=a.morphTargets;this.morphNormals=a.morphNormals;return this};
THREE.MeshPhongMaterial=function(a){THREE.Material.call(this);this.type="MeshPhongMaterial";this.color=new THREE.Color(16777215);this.emissive=new THREE.Color(0);this.specular=new THREE.Color(1118481);this.shininess=30;this.metal=!1;this.lightMap=this.map=null;this.lightMapIntensity=1;this.aoMap=null;this.aoMapIntensity=1;this.bumpMap=this.emissiveMap=null;this.bumpScale=1;this.normalMap=null;this.normalScale=new THREE.Vector2(1,1);this.displacementMap=null;this.displacementScale=1;this.displacementBias=
0;this.envMap=this.alphaMap=this.specularMap=null;this.combine=THREE.MultiplyOperation;this.reflectivity=1;this.refractionRatio=.98;this.fog=!0;this.shading=THREE.SmoothShading;this.wireframe=!1;this.wireframeLinewidth=1;this.wireframeLinejoin=this.wireframeLinecap="round";this.vertexColors=THREE.NoColors;this.morphNormals=this.morphTargets=this.skinning=!1;this.setValues(a)};THREE.MeshPhongMaterial.prototype=Object.create(THREE.Material.prototype);THREE.MeshPhongMaterial.prototype.constructor=THREE.MeshPhongMaterial;
THREE.MeshPhongMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.emissive.copy(a.emissive);this.specular.copy(a.specular);this.shininess=a.shininess;this.metal=a.metal;this.map=a.map;this.lightMap=a.lightMap;this.lightMapIntensity=a.lightMapIntensity;this.aoMap=a.aoMap;this.aoMapIntensity=a.aoMapIntensity;this.emissiveMap=a.emissiveMap;this.bumpMap=a.bumpMap;this.bumpScale=a.bumpScale;this.normalMap=a.normalMap;this.normalScale.copy(a.normalScale);
this.displacementMap=a.displacementMap;this.displacementScale=a.displacementScale;this.displacementBias=a.displacementBias;this.specularMap=a.specularMap;this.alphaMap=a.alphaMap;this.envMap=a.envMap;this.combine=a.combine;this.reflectivity=a.reflectivity;this.refractionRatio=a.refractionRatio;this.fog=a.fog;this.shading=a.shading;this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;this.wireframeLinecap=a.wireframeLinecap;this.wireframeLinejoin=a.wireframeLinejoin;this.vertexColors=
a.vertexColors;this.skinning=a.skinning;this.morphTargets=a.morphTargets;this.morphNormals=a.morphNormals;return this};THREE.MeshDepthMaterial=function(a){THREE.Material.call(this);this.type="MeshDepthMaterial";this.wireframe=this.morphTargets=!1;this.wireframeLinewidth=1;this.setValues(a)};THREE.MeshDepthMaterial.prototype=Object.create(THREE.Material.prototype);THREE.MeshDepthMaterial.prototype.constructor=THREE.MeshDepthMaterial;
THREE.MeshDepthMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;return this};THREE.MeshNormalMaterial=function(a){THREE.Material.call(this,a);this.type="MeshNormalMaterial";this.wireframe=!1;this.wireframeLinewidth=1;this.morphTargets=!1;this.setValues(a)};THREE.MeshNormalMaterial.prototype=Object.create(THREE.Material.prototype);THREE.MeshNormalMaterial.prototype.constructor=THREE.MeshNormalMaterial;
THREE.MeshNormalMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;return this};THREE.MultiMaterial=function(a){this.uuid=THREE.Math.generateUUID();this.type="MultiMaterial";this.materials=a instanceof Array?a:[];this.visible=!0};
THREE.MultiMaterial.prototype={constructor:THREE.MultiMaterial,toJSON:function(){for(var a={metadata:{version:4.2,type:"material",generator:"MaterialExporter"},uuid:this.uuid,type:this.type,materials:[]},b=0,c=this.materials.length;b<c;b++)a.materials.push(this.materials[b].toJSON());a.visible=this.visible;return a},clone:function(){for(var a=new this.constructor,b=0;b<this.materials.length;b++)a.materials.push(this.materials[b].clone());a.visible=this.visible;return a}};THREE.MeshFaceMaterial=THREE.MultiMaterial;
THREE.PointsMaterial=function(a){THREE.Material.call(this);this.type="PointsMaterial";this.color=new THREE.Color(16777215);this.map=null;this.size=1;this.sizeAttenuation=!0;this.vertexColors=THREE.NoColors;this.fog=!0;this.setValues(a)};THREE.PointsMaterial.prototype=Object.create(THREE.Material.prototype);THREE.PointsMaterial.prototype.constructor=THREE.PointsMaterial;
THREE.PointsMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.map=a.map;this.size=a.size;this.sizeAttenuation=a.sizeAttenuation;this.vertexColors=a.vertexColors;this.fog=a.fog;return this};THREE.PointCloudMaterial=function(a){console.warn("THREE.PointCloudMaterial has been renamed to THREE.PointsMaterial.");return new THREE.PointsMaterial(a)};
THREE.ParticleBasicMaterial=function(a){console.warn("THREE.ParticleBasicMaterial has been renamed to THREE.PointsMaterial.");return new THREE.PointsMaterial(a)};THREE.ParticleSystemMaterial=function(a){console.warn("THREE.ParticleSystemMaterial has been renamed to THREE.PointsMaterial.");return new THREE.PointsMaterial(a)};
THREE.ShaderMaterial=function(a){THREE.Material.call(this);this.type="ShaderMaterial";this.defines={};this.uniforms={};this.vertexShader="void main() {\n\tgl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );\n}";this.fragmentShader="void main() {\n\tgl_FragColor = vec4( 1.0, 0.0, 0.0, 1.0 );\n}";this.shading=THREE.SmoothShading;this.linewidth=1;this.wireframe=!1;this.wireframeLinewidth=1;this.lights=this.fog=!1;this.vertexColors=THREE.NoColors;this.derivatives=this.morphNormals=
this.morphTargets=this.skinning=!1;this.defaultAttributeValues={color:[1,1,1],uv:[0,0],uv2:[0,0]};this.index0AttributeName=void 0;void 0!==a&&(void 0!==a.attributes&&console.error("THREE.ShaderMaterial: attributes should now be defined in THREE.BufferGeometry instead."),this.setValues(a))};THREE.ShaderMaterial.prototype=Object.create(THREE.Material.prototype);THREE.ShaderMaterial.prototype.constructor=THREE.ShaderMaterial;
THREE.ShaderMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.fragmentShader=a.fragmentShader;this.vertexShader=a.vertexShader;this.uniforms=THREE.UniformsUtils.clone(a.uniforms);this.attributes=a.attributes;this.defines=a.defines;this.shading=a.shading;this.wireframe=a.wireframe;this.wireframeLinewidth=a.wireframeLinewidth;this.fog=a.fog;this.lights=a.lights;this.vertexColors=a.vertexColors;this.skinning=a.skinning;this.morphTargets=a.morphTargets;this.morphNormals=
a.morphNormals;this.derivatives=a.derivatives;return this};THREE.ShaderMaterial.prototype.toJSON=function(a){a=THREE.Material.prototype.toJSON.call(this,a);a.uniforms=this.uniforms;a.attributes=this.attributes;a.vertexShader=this.vertexShader;a.fragmentShader=this.fragmentShader;return a};THREE.RawShaderMaterial=function(a){THREE.ShaderMaterial.call(this,a);this.type="RawShaderMaterial"};THREE.RawShaderMaterial.prototype=Object.create(THREE.ShaderMaterial.prototype);
THREE.RawShaderMaterial.prototype.constructor=THREE.RawShaderMaterial;THREE.SpriteMaterial=function(a){THREE.Material.call(this);this.type="SpriteMaterial";this.color=new THREE.Color(16777215);this.map=null;this.rotation=0;this.fog=!1;this.setValues(a)};THREE.SpriteMaterial.prototype=Object.create(THREE.Material.prototype);THREE.SpriteMaterial.prototype.constructor=THREE.SpriteMaterial;
THREE.SpriteMaterial.prototype.copy=function(a){THREE.Material.prototype.copy.call(this,a);this.color.copy(a.color);this.map=a.map;this.rotation=a.rotation;this.fog=a.fog;return this};
THREE.Texture=function(a,b,c,d,e,g,f,h,l){Object.defineProperty(this,"id",{value:THREE.TextureIdCount++});this.uuid=THREE.Math.generateUUID();this.sourceFile=this.name="";this.image=void 0!==a?a:THREE.Texture.DEFAULT_IMAGE;this.mipmaps=[];this.mapping=void 0!==b?b:THREE.Texture.DEFAULT_MAPPING;this.wrapS=void 0!==c?c:THREE.ClampToEdgeWrapping;this.wrapT=void 0!==d?d:THREE.ClampToEdgeWrapping;this.magFilter=void 0!==e?e:THREE.LinearFilter;this.minFilter=void 0!==g?g:THREE.LinearMipMapLinearFilter;
this.anisotropy=void 0!==l?l:1;this.format=void 0!==f?f:THREE.RGBAFormat;this.type=void 0!==h?h:THREE.UnsignedByteType;this.offset=new THREE.Vector2(0,0);this.repeat=new THREE.Vector2(1,1);this.generateMipmaps=!0;this.premultiplyAlpha=!1;this.flipY=!0;this.unpackAlignment=4;this.version=0;this.onUpdate=null};THREE.Texture.DEFAULT_IMAGE=void 0;THREE.Texture.DEFAULT_MAPPING=THREE.UVMapping;
THREE.Texture.prototype={constructor:THREE.Texture,set needsUpdate(a){!0===a&&this.version++},clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.image=a.image;this.mipmaps=a.mipmaps.slice(0);this.mapping=a.mapping;this.wrapS=a.wrapS;this.wrapT=a.wrapT;this.magFilter=a.magFilter;this.minFilter=a.minFilter;this.anisotropy=a.anisotropy;this.format=a.format;this.type=a.type;this.offset.copy(a.offset);this.repeat.copy(a.repeat);this.generateMipmaps=a.generateMipmaps;this.premultiplyAlpha=
a.premultiplyAlpha;this.flipY=a.flipY;this.unpackAlignment=a.unpackAlignment;return this},toJSON:function(a){if(void 0!==a.textures[this.uuid])return a.textures[this.uuid];var b={metadata:{version:4.4,type:"Texture",generator:"Texture.toJSON"},uuid:this.uuid,name:this.name,mapping:this.mapping,repeat:[this.repeat.x,this.repeat.y],offset:[this.offset.x,this.offset.y],wrap:[this.wrapS,this.wrapT],minFilter:this.minFilter,magFilter:this.magFilter,anisotropy:this.anisotropy};if(void 0!==this.image){var c=
this.image;void 0===c.uuid&&(c.uuid=THREE.Math.generateUUID());if(void 0===a.images[c.uuid]){var d=a.images,e=c.uuid,g=c.uuid,f;void 0!==c.toDataURL?f=c:(f=document.createElement("canvas"),f.width=c.width,f.height=c.height,f.getContext("2d").drawImage(c,0,0,c.width,c.height));f=2048<f.width||2048<f.height?f.toDataURL("image/jpeg",.6):f.toDataURL("image/png");d[e]={uuid:g,url:f}}b.image=c.uuid}return a.textures[this.uuid]=b},dispose:function(){this.dispatchEvent({type:"dispose"})},transformUv:function(a){if(this.mapping===
THREE.UVMapping){a.multiply(this.repeat);a.add(this.offset);if(0>a.x||1<a.x)switch(this.wrapS){case THREE.RepeatWrapping:a.x-=Math.floor(a.x);break;case THREE.ClampToEdgeWrapping:a.x=0>a.x?0:1;break;case THREE.MirroredRepeatWrapping:1===Math.abs(Math.floor(a.x)%2)?a.x=Math.ceil(a.x)-a.x:a.x-=Math.floor(a.x)}if(0>a.y||1<a.y)switch(this.wrapT){case THREE.RepeatWrapping:a.y-=Math.floor(a.y);break;case THREE.ClampToEdgeWrapping:a.y=0>a.y?0:1;break;case THREE.MirroredRepeatWrapping:1===Math.abs(Math.floor(a.y)%
2)?a.y=Math.ceil(a.y)-a.y:a.y-=Math.floor(a.y)}this.flipY&&(a.y=1-a.y)}}};THREE.EventDispatcher.prototype.apply(THREE.Texture.prototype);THREE.TextureIdCount=0;THREE.CanvasTexture=function(a,b,c,d,e,g,f,h,l){THREE.Texture.call(this,a,b,c,d,e,g,f,h,l);this.needsUpdate=!0};THREE.CanvasTexture.prototype=Object.create(THREE.Texture.prototype);THREE.CanvasTexture.prototype.constructor=THREE.CanvasTexture;
THREE.CubeTexture=function(a,b,c,d,e,g,f,h,l){b=void 0!==b?b:THREE.CubeReflectionMapping;THREE.Texture.call(this,a,b,c,d,e,g,f,h,l);this.images=a;this.flipY=!1};THREE.CubeTexture.prototype=Object.create(THREE.Texture.prototype);THREE.CubeTexture.prototype.constructor=THREE.CubeTexture;THREE.CubeTexture.prototype.copy=function(a){THREE.Texture.prototype.copy.call(this,a);this.images=a.images;return this};
THREE.CompressedTexture=function(a,b,c,d,e,g,f,h,l,k,m){THREE.Texture.call(this,null,g,f,h,l,k,d,e,m);this.image={width:b,height:c};this.mipmaps=a;this.generateMipmaps=this.flipY=!1};THREE.CompressedTexture.prototype=Object.create(THREE.Texture.prototype);THREE.CompressedTexture.prototype.constructor=THREE.CompressedTexture;
THREE.DataTexture=function(a,b,c,d,e,g,f,h,l,k,m){THREE.Texture.call(this,null,g,f,h,l,k,d,e,m);this.image={data:a,width:b,height:c};this.magFilter=void 0!==l?l:THREE.NearestFilter;this.minFilter=void 0!==k?k:THREE.NearestFilter;this.generateMipmaps=this.flipY=!1};THREE.DataTexture.prototype=Object.create(THREE.Texture.prototype);THREE.DataTexture.prototype.constructor=THREE.DataTexture;
THREE.VideoTexture=function(a,b,c,d,e,g,f,h,l){function k(){requestAnimationFrame(k);a.readyState===a.HAVE_ENOUGH_DATA&&(m.needsUpdate=!0)}THREE.Texture.call(this,a,b,c,d,e,g,f,h,l);this.generateMipmaps=!1;var m=this;k()};THREE.VideoTexture.prototype=Object.create(THREE.Texture.prototype);THREE.VideoTexture.prototype.constructor=THREE.VideoTexture;THREE.Group=function(){THREE.Object3D.call(this);this.type="Group"};THREE.Group.prototype=Object.create(THREE.Object3D.prototype);
THREE.Group.prototype.constructor=THREE.Group;THREE.Points=function(a,b){THREE.Object3D.call(this);this.type="Points";this.geometry=void 0!==a?a:new THREE.Geometry;this.material=void 0!==b?b:new THREE.PointsMaterial({color:16777215*Math.random()})};THREE.Points.prototype=Object.create(THREE.Object3D.prototype);THREE.Points.prototype.constructor=THREE.Points;
THREE.Points.prototype.raycast=function(){var a=new THREE.Matrix4,b=new THREE.Ray;return function(c,d){function e(a,e){var f=b.distanceSqToPoint(a);if(f<l){var h=b.closestPointToPoint(a);h.applyMatrix4(g.matrixWorld);var k=c.ray.origin.distanceTo(h);k<c.near||k>c.far||d.push({distance:k,distanceToRay:Math.sqrt(f),point:h.clone(),index:e,face:null,object:g})}}var g=this,f=g.geometry,h=c.params.Points.threshold;a.getInverse(this.matrixWorld);b.copy(c.ray).applyMatrix4(a);if(null===f.boundingBox||!1!==
b.isIntersectionBox(f.boundingBox)){var h=h/((this.scale.x+this.scale.y+this.scale.z)/3),l=h*h,h=new THREE.Vector3;if(f instanceof THREE.BufferGeometry){var k=f.index,f=f.attributes.position.array;if(null!==k)for(var m=k.array,k=0,p=m.length;k<p;k++){var n=m[k];h.fromArray(f,3*n);e(h,n)}else for(k=0,m=f.length/3;k<m;k++)h.fromArray(f,3*k),e(h,k)}else for(h=f.vertices,k=0,m=h.length;k<m;k++)e(h[k],k)}}}();THREE.Points.prototype.clone=function(){return(new this.constructor(this.geometry,this.material)).copy(this)};
THREE.PointCloud=function(a,b){console.warn("THREE.PointCloud has been renamed to THREE.Points.");return new THREE.Points(a,b)};THREE.ParticleSystem=function(a,b){console.warn("THREE.ParticleSystem has been renamed to THREE.Points.");return new THREE.Points(a,b)};
THREE.Line=function(a,b,c){if(1===c)return console.warn("THREE.Line: parameter THREE.LinePieces no longer supported. Created THREE.LineSegments instead."),new THREE.LineSegments(a,b);THREE.Object3D.call(this);this.type="Line";this.geometry=void 0!==a?a:new THREE.Geometry;this.material=void 0!==b?b:new THREE.LineBasicMaterial({color:16777215*Math.random()})};THREE.Line.prototype=Object.create(THREE.Object3D.prototype);THREE.Line.prototype.constructor=THREE.Line;
THREE.Line.prototype.raycast=function(){var a=new THREE.Matrix4,b=new THREE.Ray,c=new THREE.Sphere;return function(d,e){var g=d.linePrecision,g=g*g,f=this.geometry;null===f.boundingSphere&&f.computeBoundingSphere();c.copy(f.boundingSphere);c.applyMatrix4(this.matrixWorld);if(!1!==d.ray.isIntersectionSphere(c)){a.getInverse(this.matrixWorld);b.copy(d.ray).applyMatrix4(a);var h=new THREE.Vector3,l=new THREE.Vector3,k=new THREE.Vector3,m=new THREE.Vector3,p=this instanceof THREE.LineSegments?2:1;if(f instanceof
THREE.BufferGeometry){var n=f.index,q=f.attributes;if(null!==n)for(var f=n.array,q=q.position.array,n=0,s=f.length-1;n<s;n+=p){var t=f[n+1];h.fromArray(q,3*f[n]);l.fromArray(q,3*t);t=b.distanceSqToSegment(h,l,m,k);t>g||(m.applyMatrix4(this.matrixWorld),t=d.ray.origin.distanceTo(m),t<d.near||t>d.far||e.push({distance:t,point:k.clone().applyMatrix4(this.matrixWorld),index:n,face:null,faceIndex:null,object:this}))}else for(q=q.position.array,n=0,s=q.length/3-1;n<s;n+=p)h.fromArray(q,3*n),l.fromArray(q,
3*n+3),t=b.distanceSqToSegment(h,l,m,k),t>g||(m.applyMatrix4(this.matrixWorld),t=d.ray.origin.distanceTo(m),t<d.near||t>d.far||e.push({distance:t,point:k.clone().applyMatrix4(this.matrixWorld),index:n,face:null,faceIndex:null,object:this}))}else if(f instanceof THREE.Geometry)for(h=f.vertices,l=h.length,n=0;n<l-1;n+=p)t=b.distanceSqToSegment(h[n],h[n+1],m,k),t>g||(m.applyMatrix4(this.matrixWorld),t=d.ray.origin.distanceTo(m),t<d.near||t>d.far||e.push({distance:t,point:k.clone().applyMatrix4(this.matrixWorld),
index:n,face:null,faceIndex:null,object:this}))}}}();THREE.Line.prototype.clone=function(){return(new this.constructor(this.geometry,this.material)).copy(this)};THREE.LineStrip=0;THREE.LinePieces=1;THREE.LineSegments=function(a,b){THREE.Line.call(this,a,b);this.type="LineSegments"};THREE.LineSegments.prototype=Object.create(THREE.Line.prototype);THREE.LineSegments.prototype.constructor=THREE.LineSegments;
THREE.Mesh=function(a,b){THREE.Object3D.call(this);this.type="Mesh";this.geometry=void 0!==a?a:new THREE.Geometry;this.material=void 0!==b?b:new THREE.MeshBasicMaterial({color:16777215*Math.random()});this.updateMorphTargets()};THREE.Mesh.prototype=Object.create(THREE.Object3D.prototype);THREE.Mesh.prototype.constructor=THREE.Mesh;
THREE.Mesh.prototype.updateMorphTargets=function(){if(void 0!==this.geometry.morphTargets&&0<this.geometry.morphTargets.length){this.morphTargetBase=-1;this.morphTargetInfluences=[];this.morphTargetDictionary={};for(var a=0,b=this.geometry.morphTargets.length;a<b;a++)this.morphTargetInfluences.push(0),this.morphTargetDictionary[this.geometry.morphTargets[a].name]=a}};
THREE.Mesh.prototype.getMorphTargetIndexByName=function(a){if(void 0!==this.morphTargetDictionary[a])return this.morphTargetDictionary[a];console.warn("THREE.Mesh.getMorphTargetIndexByName: morph target "+a+" does not exist. Returning 0.");return 0};
THREE.Mesh.prototype.raycast=function(){function a(a,b,c,d,e,f,g){THREE.Triangle.barycoordFromPoint(a,b,c,d,t);e.multiplyScalar(t.x);f.multiplyScalar(t.y);g.multiplyScalar(t.z);e.add(f).add(g);return e.clone()}function b(a,b,c,d,e,f,g){var h=a.material;if(null===(h.side===THREE.BackSide?c.intersectTriangle(f,e,d,!0,g):c.intersectTriangle(d,e,f,h.side!==THREE.DoubleSide,g)))return null;u.copy(g);u.applyMatrix4(a.matrixWorld);c=b.ray.origin.distanceTo(u);return c<b.near||c>b.far?null:{distance:c,point:u.clone(),
object:a}}function c(c,d,e,g,k,m,p,u){f.fromArray(g,3*m);h.fromArray(g,3*p);l.fromArray(g,3*u);if(c=b(c,d,e,f,h,l,v))k&&(n.fromArray(k,2*m),q.fromArray(k,2*p),s.fromArray(k,2*u),c.uv=a(v,f,h,l,n,q,s)),c.face=new THREE.Face3(m,p,u,THREE.Triangle.normal(f,h,l)),c.faceIndex=m;return c}var d=new THREE.Matrix4,e=new THREE.Ray,g=new THREE.Sphere,f=new THREE.Vector3,h=new THREE.Vector3,l=new THREE.Vector3,k=new THREE.Vector3,m=new THREE.Vector3,p=new THREE.Vector3,n=new THREE.Vector2,q=new THREE.Vector2,
s=new THREE.Vector2,t=new THREE.Vector3,v=new THREE.Vector3,u=new THREE.Vector3;return function(u,t){var x=this.geometry,B=this.material;if(void 0!==B){null===x.boundingSphere&&x.computeBoundingSphere();var y=this.matrixWorld;g.copy(x.boundingSphere);g.applyMatrix4(y);if(!1!==u.ray.isIntersectionSphere(g)&&(d.getInverse(y),e.copy(u.ray).applyMatrix4(d),null===x.boundingBox||!1!==e.isIntersectionBox(x.boundingBox))){var z,A;if(x instanceof THREE.BufferGeometry){var J,F,B=x.index,y=x.attributes,x=y.position.array;
void 0!==y.uv&&(z=y.uv.array);if(null!==B)for(var y=B.array,C=0,N=y.length;C<N;C+=3){if(B=y[C],J=y[C+1],F=y[C+2],A=c(this,u,e,x,z,B,J,F))A.faceIndex=Math.floor(C/3),t.push(A)}else for(C=0,N=x.length;C<N;C+=9)if(B=C/3,J=B+1,F=B+2,A=c(this,u,e,x,z,B,J,F))A.index=B,t.push(A)}else if(x instanceof THREE.Geometry){var L,Q,y=B instanceof THREE.MeshFaceMaterial,C=!0===y?B.materials:null,N=x.vertices;J=x.faces;F=x.faceVertexUvs[0];0<F.length&&(z=F);for(var M=0,K=J.length;M<K;M++){var E=J[M];A=!0===y?C[E.materialIndex]:
B;if(void 0!==A){F=N[E.a];L=N[E.b];Q=N[E.c];if(!0===A.morphTargets){A=x.morphTargets;var O=this.morphTargetInfluences;f.set(0,0,0);h.set(0,0,0);l.set(0,0,0);for(var T=0,H=A.length;T<H;T++){var R=O[T];if(0!==R){var G=A[T].vertices;f.addScaledVector(k.subVectors(G[E.a],F),R);h.addScaledVector(m.subVectors(G[E.b],L),R);l.addScaledVector(p.subVectors(G[E.c],Q),R)}}f.add(F);h.add(L);l.add(Q);F=f;L=h;Q=l}if(A=b(this,u,e,F,L,Q,v))z&&(O=z[M],n.copy(O[0]),q.copy(O[1]),s.copy(O[2]),A.uv=a(v,F,L,Q,n,q,s)),A.face=
E,A.faceIndex=M,t.push(A)}}}}}}}();THREE.Mesh.prototype.clone=function(){return(new this.constructor(this.geometry,this.material)).copy(this)};THREE.Bone=function(a){THREE.Object3D.call(this);this.type="Bone";this.skin=a};THREE.Bone.prototype=Object.create(THREE.Object3D.prototype);THREE.Bone.prototype.constructor=THREE.Bone;THREE.Bone.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a);this.skin=a.skin;return this};
THREE.Skeleton=function(a,b,c){this.useVertexTexture=void 0!==c?c:!0;this.identityMatrix=new THREE.Matrix4;a=a||[];this.bones=a.slice(0);this.useVertexTexture?(a=Math.sqrt(4*this.bones.length),a=THREE.Math.nextPowerOfTwo(Math.ceil(a)),this.boneTextureHeight=this.boneTextureWidth=a=Math.max(a,4),this.boneMatrices=new Float32Array(this.boneTextureWidth*this.boneTextureHeight*4),this.boneTexture=new THREE.DataTexture(this.boneMatrices,this.boneTextureWidth,this.boneTextureHeight,THREE.RGBAFormat,THREE.FloatType)):
this.boneMatrices=new Float32Array(16*this.bones.length);if(void 0===b)this.calculateInverses();else if(this.bones.length===b.length)this.boneInverses=b.slice(0);else for(console.warn("THREE.Skeleton bonInverses is the wrong length."),this.boneInverses=[],b=0,a=this.bones.length;b<a;b++)this.boneInverses.push(new THREE.Matrix4)};
THREE.Skeleton.prototype.calculateInverses=function(){this.boneInverses=[];for(var a=0,b=this.bones.length;a<b;a++){var c=new THREE.Matrix4;this.bones[a]&&c.getInverse(this.bones[a].matrixWorld);this.boneInverses.push(c)}};
THREE.Skeleton.prototype.pose=function(){for(var a,b=0,c=this.bones.length;b<c;b++)(a=this.bones[b])&&a.matrixWorld.getInverse(this.boneInverses[b]);b=0;for(c=this.bones.length;b<c;b++)if(a=this.bones[b])a.parent?(a.matrix.getInverse(a.parent.matrixWorld),a.matrix.multiply(a.matrixWorld)):a.matrix.copy(a.matrixWorld),a.matrix.decompose(a.position,a.quaternion,a.scale)};
THREE.Skeleton.prototype.update=function(){var a=new THREE.Matrix4;return function(){for(var b=0,c=this.bones.length;b<c;b++)a.multiplyMatrices(this.bones[b]?this.bones[b].matrixWorld:this.identityMatrix,this.boneInverses[b]),a.flattenToArrayOffset(this.boneMatrices,16*b);this.useVertexTexture&&(this.boneTexture.needsUpdate=!0)}}();THREE.Skeleton.prototype.clone=function(){return new THREE.Skeleton(this.bones,this.boneInverses,this.useVertexTexture)};
THREE.SkinnedMesh=function(a,b,c){THREE.Mesh.call(this,a,b);this.type="SkinnedMesh";this.bindMode="attached";this.bindMatrix=new THREE.Matrix4;this.bindMatrixInverse=new THREE.Matrix4;a=[];if(this.geometry&&void 0!==this.geometry.bones){for(var d,e=0,g=this.geometry.bones.length;e<g;++e)d=this.geometry.bones[e],b=new THREE.Bone(this),a.push(b),b.name=d.name,b.position.fromArray(d.pos),b.quaternion.fromArray(d.rotq),void 0!==d.scl&&b.scale.fromArray(d.scl);e=0;for(g=this.geometry.bones.length;e<g;++e)d=
this.geometry.bones[e],-1!==d.parent&&null!==d.parent?a[d.parent].add(a[e]):this.add(a[e])}this.normalizeSkinWeights();this.updateMatrixWorld(!0);this.bind(new THREE.Skeleton(a,void 0,c),this.matrixWorld)};THREE.SkinnedMesh.prototype=Object.create(THREE.Mesh.prototype);THREE.SkinnedMesh.prototype.constructor=THREE.SkinnedMesh;
THREE.SkinnedMesh.prototype.bind=function(a,b){this.skeleton=a;void 0===b&&(this.updateMatrixWorld(!0),this.skeleton.calculateInverses(),b=this.matrixWorld);this.bindMatrix.copy(b);this.bindMatrixInverse.getInverse(b)};THREE.SkinnedMesh.prototype.pose=function(){this.skeleton.pose()};
THREE.SkinnedMesh.prototype.normalizeSkinWeights=function(){if(this.geometry instanceof THREE.Geometry)for(var a=0;a<this.geometry.skinIndices.length;a++){var b=this.geometry.skinWeights[a],c=1/b.lengthManhattan();Infinity!==c?b.multiplyScalar(c):b.set(1)}};
THREE.SkinnedMesh.prototype.updateMatrixWorld=function(a){THREE.Mesh.prototype.updateMatrixWorld.call(this,!0);"attached"===this.bindMode?this.bindMatrixInverse.getInverse(this.matrixWorld):"detached"===this.bindMode?this.bindMatrixInverse.getInverse(this.bindMatrix):console.warn("THREE.SkinnedMesh unrecognized bindMode: "+this.bindMode)};THREE.SkinnedMesh.prototype.clone=function(){return(new this.constructor(this.geometry,this.material,this.useVertexTexture)).copy(this)};
THREE.LOD=function(){THREE.Object3D.call(this);this.type="LOD";Object.defineProperties(this,{levels:{enumerable:!0,value:[]},objects:{get:function(){console.warn("THREE.LOD: .objects has been renamed to .levels.");return this.levels}}})};THREE.LOD.prototype=Object.create(THREE.Object3D.prototype);THREE.LOD.prototype.constructor=THREE.LOD;
THREE.LOD.prototype.addLevel=function(a,b){void 0===b&&(b=0);b=Math.abs(b);for(var c=this.levels,d=0;d<c.length&&!(b<c[d].distance);d++);c.splice(d,0,{distance:b,object:a});this.add(a)};THREE.LOD.prototype.getObjectForDistance=function(a){for(var b=this.levels,c=1,d=b.length;c<d&&!(a<b[c].distance);c++);return b[c-1].object};
THREE.LOD.prototype.raycast=function(){var a=new THREE.Vector3;return function(b,c){a.setFromMatrixPosition(this.matrixWorld);var d=b.ray.origin.distanceTo(a);this.getObjectForDistance(d).raycast(b,c)}}();
THREE.LOD.prototype.update=function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(c){var d=this.levels;if(1<d.length){a.setFromMatrixPosition(c.matrixWorld);b.setFromMatrixPosition(this.matrixWorld);c=a.distanceTo(b);d[0].object.visible=!0;for(var e=1,g=d.length;e<g;e++)if(c>=d[e].distance)d[e-1].object.visible=!1,d[e].object.visible=!0;else break;for(;e<g;e++)d[e].object.visible=!1}}}();
THREE.LOD.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a,!1);a=a.levels;for(var b=0,c=a.length;b<c;b++){var d=a[b];this.addLevel(d.object.clone(),d.distance)}return this};THREE.LOD.prototype.toJSON=function(a){a=THREE.Object3D.prototype.toJSON.call(this,a);a.object.levels=[];for(var b=this.levels,c=0,d=b.length;c<d;c++){var e=b[c];a.object.levels.push({object:e.object.uuid,distance:e.distance})}return a};
THREE.Sprite=function(){var a=new Uint16Array([0,1,2,0,2,3]),b=new Float32Array([-.5,-.5,0,.5,-.5,0,.5,.5,0,-.5,.5,0]),c=new Float32Array([0,0,1,0,1,1,0,1]),d=new THREE.BufferGeometry;d.setIndex(new THREE.BufferAttribute(a,1));d.addAttribute("position",new THREE.BufferAttribute(b,3));d.addAttribute("uv",new THREE.BufferAttribute(c,2));return function(a){THREE.Object3D.call(this);this.type="Sprite";this.geometry=d;this.material=void 0!==a?a:new THREE.SpriteMaterial}}();THREE.Sprite.prototype=Object.create(THREE.Object3D.prototype);
THREE.Sprite.prototype.constructor=THREE.Sprite;THREE.Sprite.prototype.raycast=function(){var a=new THREE.Vector3;return function(b,c){a.setFromMatrixPosition(this.matrixWorld);var d=b.ray.distanceSqToPoint(a);d>this.scale.x*this.scale.y||c.push({distance:Math.sqrt(d),point:this.position,face:null,object:this})}}();THREE.Sprite.prototype.clone=function(){return(new this.constructor(this.material)).copy(this)};THREE.Particle=THREE.Sprite;
THREE.LensFlare=function(a,b,c,d,e){THREE.Object3D.call(this);this.lensFlares=[];this.positionScreen=new THREE.Vector3;this.customUpdateCallback=void 0;void 0!==a&&this.add(a,b,c,d,e)};THREE.LensFlare.prototype=Object.create(THREE.Object3D.prototype);THREE.LensFlare.prototype.constructor=THREE.LensFlare;
THREE.LensFlare.prototype.add=function(a,b,c,d,e,g){void 0===b&&(b=-1);void 0===c&&(c=0);void 0===g&&(g=1);void 0===e&&(e=new THREE.Color(16777215));void 0===d&&(d=THREE.NormalBlending);c=Math.min(c,Math.max(0,c));this.lensFlares.push({texture:a,size:b,distance:c,x:0,y:0,z:0,scale:1,rotation:0,opacity:g,color:e,blending:d})};
THREE.LensFlare.prototype.updateLensFlares=function(){var a,b=this.lensFlares.length,c,d=2*-this.positionScreen.x,e=2*-this.positionScreen.y;for(a=0;a<b;a++)c=this.lensFlares[a],c.x=this.positionScreen.x+d*c.distance,c.y=this.positionScreen.y+e*c.distance,c.wantedRotation=c.x*Math.PI*.25,c.rotation+=.25*(c.wantedRotation-c.rotation)};
THREE.LensFlare.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a);this.positionScreen.copy(a.positionScreen);this.customUpdateCallback=a.customUpdateCallback;for(var b=0,c=a.lensFlares.length;b<c;b++)this.lensFlares.push(a.lensFlares[b]);return this};THREE.Scene=function(){THREE.Object3D.call(this);this.type="Scene";this.overrideMaterial=this.fog=null;this.autoUpdate=!0};THREE.Scene.prototype=Object.create(THREE.Object3D.prototype);THREE.Scene.prototype.constructor=THREE.Scene;
THREE.Scene.prototype.copy=function(a){THREE.Object3D.prototype.copy.call(this,a);null!==a.fog&&(this.fog=a.fog.clone());null!==a.overrideMaterial&&(this.overrideMaterial=a.overrideMaterial.clone());this.autoUpdate=a.autoUpdate;this.matrixAutoUpdate=a.matrixAutoUpdate;return this};THREE.Fog=function(a,b,c){this.name="";this.color=new THREE.Color(a);this.near=void 0!==b?b:1;this.far=void 0!==c?c:1E3};THREE.Fog.prototype.clone=function(){return new THREE.Fog(this.color.getHex(),this.near,this.far)};
THREE.FogExp2=function(a,b){this.name="";this.color=new THREE.Color(a);this.density=void 0!==b?b:2.5E-4};THREE.FogExp2.prototype.clone=function(){return new THREE.FogExp2(this.color.getHex(),this.density)};THREE.ShaderChunk={};THREE.ShaderChunk.alphamap_fragment="#ifdef USE_ALPHAMAP\n\n\tdiffuseColor.a *= texture2D( alphaMap, vUv ).g;\n\n#endif\n";THREE.ShaderChunk.alphamap_pars_fragment="#ifdef USE_ALPHAMAP\n\n\tuniform sampler2D alphaMap;\n\n#endif\n";THREE.ShaderChunk.alphatest_fragment="#ifdef ALPHATEST\n\n\tif ( diffuseColor.a < ALPHATEST ) discard;\n\n#endif\n";
THREE.ShaderChunk.aomap_fragment="#ifdef USE_AOMAP\n\n\ttotalAmbientLight *= ( texture2D( aoMap, vUv2 ).r - 1.0 ) * aoMapIntensity + 1.0;\n\n#endif\n";THREE.ShaderChunk.aomap_pars_fragment="#ifdef USE_AOMAP\n\n\tuniform sampler2D aoMap;\n\tuniform float aoMapIntensity;\n\n#endif";THREE.ShaderChunk.begin_vertex="\nvec3 transformed = vec3( position );\n";THREE.ShaderChunk.beginnormal_vertex="\nvec3 objectNormal = vec3( normal );\n";THREE.ShaderChunk.bumpmap_pars_fragment="#ifdef USE_BUMPMAP\n\n\tuniform sampler2D bumpMap;\n\tuniform float bumpScale;\n\n\n\n\tvec2 dHdxy_fwd() {\n\n\t\tvec2 dSTdx = dFdx( vUv );\n\t\tvec2 dSTdy = dFdy( vUv );\n\n\t\tfloat Hll = bumpScale * texture2D( bumpMap, vUv ).x;\n\t\tfloat dBx = bumpScale * texture2D( bumpMap, vUv + dSTdx ).x - Hll;\n\t\tfloat dBy = bumpScale * texture2D( bumpMap, vUv + dSTdy ).x - Hll;\n\n\t\treturn vec2( dBx, dBy );\n\n\t}\n\n\tvec3 perturbNormalArb( vec3 surf_pos, vec3 surf_norm, vec2 dHdxy ) {\n\n\t\tvec3 vSigmaX = dFdx( surf_pos );\n\t\tvec3 vSigmaY = dFdy( surf_pos );\n\t\tvec3 vN = surf_norm;\n\t\tvec3 R1 = cross( vSigmaY, vN );\n\t\tvec3 R2 = cross( vN, vSigmaX );\n\n\t\tfloat fDet = dot( vSigmaX, R1 );\n\n\t\tvec3 vGrad = sign( fDet ) * ( dHdxy.x * R1 + dHdxy.y * R2 );\n\t\treturn normalize( abs( fDet ) * surf_norm - vGrad );\n\n\t}\n\n#endif\n";
THREE.ShaderChunk.color_fragment="#ifdef USE_COLOR\n\n\tdiffuseColor.rgb *= vColor;\n\n#endif";THREE.ShaderChunk.color_pars_fragment="#ifdef USE_COLOR\n\n\tvarying vec3 vColor;\n\n#endif\n";THREE.ShaderChunk.color_pars_vertex="#ifdef USE_COLOR\n\n\tvarying vec3 vColor;\n\n#endif";THREE.ShaderChunk.color_vertex="#ifdef USE_COLOR\n\n\tvColor.xyz = color.xyz;\n\n#endif";THREE.ShaderChunk.common="#define PI 3.14159\n#define PI2 6.28318\n#define RECIPROCAL_PI2 0.15915494\n#define LOG2 1.442695\n#define EPSILON 1e-6\n\n#define saturate(a) clamp( a, 0.0, 1.0 )\n#define whiteCompliment(a) ( 1.0 - saturate( a ) )\n\nvec3 transformDirection( in vec3 normal, in mat4 matrix ) {\n\n\treturn normalize( ( matrix * vec4( normal, 0.0 ) ).xyz );\n\n}\n\nvec3 inverseTransformDirection( in vec3 normal, in mat4 matrix ) {\n\n\treturn normalize( ( vec4( normal, 0.0 ) * matrix ).xyz );\n\n}\n\nvec3 projectOnPlane(in vec3 point, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n\tfloat distance = dot( planeNormal, point - pointOnPlane );\n\n\treturn - distance * planeNormal + point;\n\n}\n\nfloat sideOfPlane( in vec3 point, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n\treturn sign( dot( point - pointOnPlane, planeNormal ) );\n\n}\n\nvec3 linePlaneIntersect( in vec3 pointOnLine, in vec3 lineDirection, in vec3 pointOnPlane, in vec3 planeNormal ) {\n\n\treturn lineDirection * ( dot( planeNormal, pointOnPlane - pointOnLine ) / dot( planeNormal, lineDirection ) ) + pointOnLine;\n\n}\n\nfloat calcLightAttenuation( float lightDistance, float cutoffDistance, float decayExponent ) {\n\n\tif ( decayExponent > 0.0 ) {\n\n\t  return pow( saturate( -lightDistance / cutoffDistance + 1.0 ), decayExponent );\n\n\t}\n\n\treturn 1.0;\n\n}\n\nvec3 F_Schlick( in vec3 specularColor, in float dotLH ) {\n\n\n\tfloat fresnel = exp2( ( -5.55437 * dotLH - 6.98316 ) * dotLH );\n\n\treturn ( 1.0 - specularColor ) * fresnel + specularColor;\n\n}\n\nfloat G_BlinnPhong_Implicit( /* in float dotNL, in float dotNV */ ) {\n\n\n\treturn 0.25;\n\n}\n\nfloat D_BlinnPhong( in float shininess, in float dotNH ) {\n\n\n\treturn ( shininess * 0.5 + 1.0 ) * pow( dotNH, shininess );\n\n}\n\nvec3 BRDF_BlinnPhong( in vec3 specularColor, in float shininess, in vec3 normal, in vec3 lightDir, in vec3 viewDir ) {\n\n\tvec3 halfDir = normalize( lightDir + viewDir );\n\n\tfloat dotNH = saturate( dot( normal, halfDir ) );\n\tfloat dotLH = saturate( dot( lightDir, halfDir ) );\n\n\tvec3 F = F_Schlick( specularColor, dotLH );\n\n\tfloat G = G_BlinnPhong_Implicit( /* dotNL, dotNV */ );\n\n\tfloat D = D_BlinnPhong( shininess, dotNH );\n\n\treturn F * G * D;\n\n}\n\nvec3 inputToLinear( in vec3 a ) {\n\n\t#ifdef GAMMA_INPUT\n\n\t\treturn pow( a, vec3( float( GAMMA_FACTOR ) ) );\n\n\t#else\n\n\t\treturn a;\n\n\t#endif\n\n}\n\nvec3 linearToOutput( in vec3 a ) {\n\n\t#ifdef GAMMA_OUTPUT\n\n\t\treturn pow( a, vec3( 1.0 / float( GAMMA_FACTOR ) ) );\n\n\t#else\n\n\t\treturn a;\n\n\t#endif\n\n}\n";
THREE.ShaderChunk.defaultnormal_vertex="#ifdef FLIP_SIDED\n\n\tobjectNormal = -objectNormal;\n\n#endif\n\nvec3 transformedNormal = normalMatrix * objectNormal;\n";THREE.ShaderChunk.displacementmap_vertex="#ifdef USE_DISPLACEMENTMAP\n\n\ttransformed += normal * ( texture2D( displacementMap, uv ).x * displacementScale + displacementBias );\n\n#endif\n";THREE.ShaderChunk.displacementmap_pars_vertex="#ifdef USE_DISPLACEMENTMAP\n\n\tuniform sampler2D displacementMap;\n\tuniform float displacementScale;\n\tuniform float displacementBias;\n\n#endif\n";
THREE.ShaderChunk.emissivemap_fragment="#ifdef USE_EMISSIVEMAP\n\n\tvec4 emissiveColor = texture2D( emissiveMap, vUv );\n\n\temissiveColor.rgb = inputToLinear( emissiveColor.rgb );\n\n\ttotalEmissiveLight *= emissiveColor.rgb;\n\n#endif\n";THREE.ShaderChunk.emissivemap_pars_fragment="#ifdef USE_EMISSIVEMAP\n\n\tuniform sampler2D emissiveMap;\n\n#endif\n";THREE.ShaderChunk.envmap_fragment="#ifdef USE_ENVMAP\n\n\t#if defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( PHONG )\n\n\t\tvec3 cameraToVertex = normalize( vWorldPosition - cameraPosition );\n\n\t\tvec3 worldNormal = inverseTransformDirection( normal, viewMatrix );\n\n\t\t#ifdef ENVMAP_MODE_REFLECTION\n\n\t\t\tvec3 reflectVec = reflect( cameraToVertex, worldNormal );\n\n\t\t#else\n\n\t\t\tvec3 reflectVec = refract( cameraToVertex, worldNormal, refractionRatio );\n\n\t\t#endif\n\n\t#else\n\n\t\tvec3 reflectVec = vReflect;\n\n\t#endif\n\n\t#ifdef DOUBLE_SIDED\n\t\tfloat flipNormal = ( float( gl_FrontFacing ) * 2.0 - 1.0 );\n\t#else\n\t\tfloat flipNormal = 1.0;\n\t#endif\n\n\t#ifdef ENVMAP_TYPE_CUBE\n\t\tvec4 envColor = textureCube( envMap, flipNormal * vec3( flipEnvMap * reflectVec.x, reflectVec.yz ) );\n\n\t#elif defined( ENVMAP_TYPE_EQUIREC )\n\t\tvec2 sampleUV;\n\t\tsampleUV.y = saturate( flipNormal * reflectVec.y * 0.5 + 0.5 );\n\t\tsampleUV.x = atan( flipNormal * reflectVec.z, flipNormal * reflectVec.x ) * RECIPROCAL_PI2 + 0.5;\n\t\tvec4 envColor = texture2D( envMap, sampleUV );\n\n\t#elif defined( ENVMAP_TYPE_SPHERE )\n\t\tvec3 reflectView = flipNormal * normalize((viewMatrix * vec4( reflectVec, 0.0 )).xyz + vec3(0.0,0.0,1.0));\n\t\tvec4 envColor = texture2D( envMap, reflectView.xy * 0.5 + 0.5 );\n\t#endif\n\n\tenvColor.xyz = inputToLinear( envColor.xyz );\n\n\t#ifdef ENVMAP_BLENDING_MULTIPLY\n\n\t\toutgoingLight = mix( outgoingLight, outgoingLight * envColor.xyz, specularStrength * reflectivity );\n\n\t#elif defined( ENVMAP_BLENDING_MIX )\n\n\t\toutgoingLight = mix( outgoingLight, envColor.xyz, specularStrength * reflectivity );\n\n\t#elif defined( ENVMAP_BLENDING_ADD )\n\n\t\toutgoingLight += envColor.xyz * specularStrength * reflectivity;\n\n\t#endif\n\n#endif\n";
THREE.ShaderChunk.envmap_pars_fragment="#ifdef USE_ENVMAP\n\n\tuniform float reflectivity;\n\t#ifdef ENVMAP_TYPE_CUBE\n\t\tuniform samplerCube envMap;\n\t#else\n\t\tuniform sampler2D envMap;\n\t#endif\n\tuniform float flipEnvMap;\n\n\t#if defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( PHONG )\n\n\t\tuniform float refractionRatio;\n\n\t#else\n\n\t\tvarying vec3 vReflect;\n\n\t#endif\n\n#endif\n";THREE.ShaderChunk.envmap_pars_vertex="#if defined( USE_ENVMAP ) && ! defined( USE_BUMPMAP ) && ! defined( USE_NORMALMAP ) && ! defined( PHONG )\n\n\tvarying vec3 vReflect;\n\n\tuniform float refractionRatio;\n\n#endif\n";
THREE.ShaderChunk.envmap_vertex="#if defined( USE_ENVMAP ) && ! defined( USE_BUMPMAP ) && ! defined( USE_NORMALMAP ) && ! defined( PHONG )\n\n\tvec3 cameraToVertex = normalize( worldPosition.xyz - cameraPosition );\n\n\tvec3 worldNormal = inverseTransformDirection( transformedNormal, viewMatrix );\n\n\t#ifdef ENVMAP_MODE_REFLECTION\n\n\t\tvReflect = reflect( cameraToVertex, worldNormal );\n\n\t#else\n\n\t\tvReflect = refract( cameraToVertex, worldNormal, refractionRatio );\n\n\t#endif\n\n#endif\n";
THREE.ShaderChunk.fog_fragment="#ifdef USE_FOG\n\n\t#ifdef USE_LOGDEPTHBUF_EXT\n\n\t\tfloat depth = gl_FragDepthEXT / gl_FragCoord.w;\n\n\t#else\n\n\t\tfloat depth = gl_FragCoord.z / gl_FragCoord.w;\n\n\t#endif\n\n\t#ifdef FOG_EXP2\n\n\t\tfloat fogFactor = whiteCompliment( exp2( - fogDensity * fogDensity * depth * depth * LOG2 ) );\n\n\t#else\n\n\t\tfloat fogFactor = smoothstep( fogNear, fogFar, depth );\n\n\t#endif\n\t\n\toutgoingLight = mix( outgoingLight, fogColor, fogFactor );\n\n#endif";
THREE.ShaderChunk.fog_pars_fragment="#ifdef USE_FOG\n\n\tuniform vec3 fogColor;\n\n\t#ifdef FOG_EXP2\n\n\t\tuniform float fogDensity;\n\n\t#else\n\n\t\tuniform float fogNear;\n\t\tuniform float fogFar;\n\t#endif\n\n#endif";THREE.ShaderChunk.hemilight_fragment="#if MAX_HEMI_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_HEMI_LIGHTS; i ++ ) {\n\n\t\tvec3 lightDir = hemisphereLightDirection[ i ];\n\n\t\tfloat dotProduct = dot( normal, lightDir );\n\n\t\tfloat hemiDiffuseWeight = 0.5 * dotProduct + 0.5;\n\n\t\tvec3 lightColor = mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeight );\n\n\t\ttotalAmbientLight += lightColor;\n\n\t}\n\n#endif\n\n";
THREE.ShaderChunk.lightmap_fragment="#ifdef USE_LIGHTMAP\n\n\ttotalAmbientLight += texture2D( lightMap, vUv2 ).xyz * lightMapIntensity;\n\n#endif\n";THREE.ShaderChunk.lightmap_pars_fragment="#ifdef USE_LIGHTMAP\n\n\tuniform sampler2D lightMap;\n\tuniform float lightMapIntensity;\n\n#endif";THREE.ShaderChunk.lights_lambert_pars_vertex="#if MAX_DIR_LIGHTS > 0\n\n\tuniform vec3 directionalLightColor[ MAX_DIR_LIGHTS ];\n\tuniform vec3 directionalLightDirection[ MAX_DIR_LIGHTS ];\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n\tuniform vec3 hemisphereLightSkyColor[ MAX_HEMI_LIGHTS ];\n\tuniform vec3 hemisphereLightGroundColor[ MAX_HEMI_LIGHTS ];\n\tuniform vec3 hemisphereLightDirection[ MAX_HEMI_LIGHTS ];\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n\tuniform vec3 pointLightColor[ MAX_POINT_LIGHTS ];\n\tuniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n\tuniform float pointLightDistance[ MAX_POINT_LIGHTS ];\n\tuniform float pointLightDecay[ MAX_POINT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n\tuniform vec3 spotLightColor[ MAX_SPOT_LIGHTS ];\n\tuniform vec3 spotLightPosition[ MAX_SPOT_LIGHTS ];\n\tuniform vec3 spotLightDirection[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightDistance[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightAngleCos[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightExponent[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightDecay[ MAX_SPOT_LIGHTS ];\n\n#endif\n";
THREE.ShaderChunk.lights_lambert_vertex="vLightFront = vec3( 0.0 );\n\n#ifdef DOUBLE_SIDED\n\n\tvLightBack = vec3( 0.0 );\n\n#endif\n\nvec3 normal = normalize( transformedNormal );\n\n#if MAX_POINT_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_POINT_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = pointLightColor[ i ];\n\n\t\tvec3 lVector = pointLightPosition[ i ] - mvPosition.xyz;\n\t\tvec3 lightDir = normalize( lVector );\n\n\n\t\tfloat attenuation = calcLightAttenuation( length( lVector ), pointLightDistance[ i ], pointLightDecay[ i ] );\n\n\n\t\tfloat dotProduct = dot( normal, lightDir );\n\n\t\tvLightFront += lightColor * attenuation * saturate( dotProduct );\n\n\t\t#ifdef DOUBLE_SIDED\n\n\t\t\tvLightBack += lightColor * attenuation * saturate( - dotProduct );\n\n\t\t#endif\n\n\t}\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_SPOT_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = spotLightColor[ i ];\n\n\t\tvec3 lightPosition = spotLightPosition[ i ];\n\t\tvec3 lVector = lightPosition - mvPosition.xyz;\n\t\tvec3 lightDir = normalize( lVector );\n\n\t\tfloat spotEffect = dot( spotLightDirection[ i ], lightDir );\n\n\t\tif ( spotEffect > spotLightAngleCos[ i ] ) {\n\n\t\t\tspotEffect = saturate( pow( saturate( spotEffect ), spotLightExponent[ i ] ) );\n\n\n\t\t\tfloat attenuation = calcLightAttenuation( length( lVector ), spotLightDistance[ i ], spotLightDecay[ i ] );\n\n\t\t\tattenuation *= spotEffect;\n\n\n\t\t\tfloat dotProduct = dot( normal, lightDir );\n\n\t\t\tvLightFront += lightColor * attenuation * saturate( dotProduct );\n\n\t\t\t#ifdef DOUBLE_SIDED\n\n\t\t\t\tvLightBack += lightColor * attenuation * saturate( - dotProduct );\n\n\t\t\t#endif\n\n\t\t}\n\n\t}\n\n#endif\n\n#if MAX_DIR_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_DIR_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = directionalLightColor[ i ];\n\n\t\tvec3 lightDir = directionalLightDirection[ i ];\n\n\n\t\tfloat dotProduct = dot( normal, lightDir );\n\n\t\tvLightFront += lightColor * saturate( dotProduct );\n\n\t\t#ifdef DOUBLE_SIDED\n\n\t\t\tvLightBack += lightColor * saturate( - dotProduct );\n\n\t\t#endif\n\n\t}\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_HEMI_LIGHTS; i ++ ) {\n\n\t\tvec3 lightDir = hemisphereLightDirection[ i ];\n\n\n\t\tfloat dotProduct = dot( normal, lightDir );\n\n\t\tfloat hemiDiffuseWeight = 0.5 * dotProduct + 0.5;\n\n\t\tvLightFront += mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeight );\n\n\t\t#ifdef DOUBLE_SIDED\n\n\t\t\tfloat hemiDiffuseWeightBack = - 0.5 * dotProduct + 0.5;\n\n\t\t\tvLightBack += mix( hemisphereLightGroundColor[ i ], hemisphereLightSkyColor[ i ], hemiDiffuseWeightBack );\n\n\t\t#endif\n\n\t}\n\n#endif\n";
THREE.ShaderChunk.lights_phong_fragment="vec3 viewDir = normalize( vViewPosition );\n\nvec3 totalDiffuseLight = vec3( 0.0 );\nvec3 totalSpecularLight = vec3( 0.0 );\n\n#if MAX_POINT_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_POINT_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = pointLightColor[ i ];\n\n\t\tvec3 lightPosition = pointLightPosition[ i ];\n\t\tvec3 lVector = lightPosition + vViewPosition.xyz;\n\t\tvec3 lightDir = normalize( lVector );\n\n\n\t\tfloat attenuation = calcLightAttenuation( length( lVector ), pointLightDistance[ i ], pointLightDecay[ i ] );\n\n\n\t\tfloat cosineTerm = saturate( dot( normal, lightDir ) );\n\n\t\ttotalDiffuseLight += lightColor * attenuation * cosineTerm;\n\n\n\t\tvec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n\t\ttotalSpecularLight += brdf * specularStrength * lightColor * attenuation * cosineTerm;\n\n\n\t}\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_SPOT_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = spotLightColor[ i ];\n\n\t\tvec3 lightPosition = spotLightPosition[ i ];\n\t\tvec3 lVector = lightPosition + vViewPosition.xyz;\n\t\tvec3 lightDir = normalize( lVector );\n\n\t\tfloat spotEffect = dot( spotLightDirection[ i ], lightDir );\n\n\t\tif ( spotEffect > spotLightAngleCos[ i ] ) {\n\n\t\t\tspotEffect = saturate( pow( saturate( spotEffect ), spotLightExponent[ i ] ) );\n\n\n\t\t\tfloat attenuation = calcLightAttenuation( length( lVector ), spotLightDistance[ i ], spotLightDecay[ i ] );\n\n\t\t\tattenuation *= spotEffect;\n\n\n\t\t\tfloat cosineTerm = saturate( dot( normal, lightDir ) );\n\n\t\t\ttotalDiffuseLight += lightColor * attenuation * cosineTerm;\n\n\n\t\t\tvec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n\t\t\ttotalSpecularLight += brdf * specularStrength * lightColor * attenuation * cosineTerm;\n\n\t\t}\n\n\t}\n\n#endif\n\n#if MAX_DIR_LIGHTS > 0\n\n\tfor ( int i = 0; i < MAX_DIR_LIGHTS; i ++ ) {\n\n\t\tvec3 lightColor = directionalLightColor[ i ];\n\n\t\tvec3 lightDir = directionalLightDirection[ i ];\n\n\n\t\tfloat cosineTerm = saturate( dot( normal, lightDir ) );\n\n\t\ttotalDiffuseLight += lightColor * cosineTerm;\n\n\n\t\tvec3 brdf = BRDF_BlinnPhong( specular, shininess, normal, lightDir, viewDir );\n\n\t\ttotalSpecularLight += brdf * specularStrength * lightColor * cosineTerm;\n\n\t}\n\n#endif\n";
THREE.ShaderChunk.lights_phong_pars_fragment="uniform vec3 ambientLightColor;\n\n#if MAX_DIR_LIGHTS > 0\n\n\tuniform vec3 directionalLightColor[ MAX_DIR_LIGHTS ];\n\tuniform vec3 directionalLightDirection[ MAX_DIR_LIGHTS ];\n\n#endif\n\n#if MAX_HEMI_LIGHTS > 0\n\n\tuniform vec3 hemisphereLightSkyColor[ MAX_HEMI_LIGHTS ];\n\tuniform vec3 hemisphereLightGroundColor[ MAX_HEMI_LIGHTS ];\n\tuniform vec3 hemisphereLightDirection[ MAX_HEMI_LIGHTS ];\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n\tuniform vec3 pointLightColor[ MAX_POINT_LIGHTS ];\n\n\tuniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n\tuniform float pointLightDistance[ MAX_POINT_LIGHTS ];\n\tuniform float pointLightDecay[ MAX_POINT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0\n\n\tuniform vec3 spotLightColor[ MAX_SPOT_LIGHTS ];\n\tuniform vec3 spotLightPosition[ MAX_SPOT_LIGHTS ];\n\tuniform vec3 spotLightDirection[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightAngleCos[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightExponent[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightDistance[ MAX_SPOT_LIGHTS ];\n\tuniform float spotLightDecay[ MAX_SPOT_LIGHTS ];\n\n#endif\n\n#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n\tvarying vec3 vWorldPosition;\n\n#endif\n\nvarying vec3 vViewPosition;\n\n#ifndef FLAT_SHADED\n\n\tvarying vec3 vNormal;\n\n#endif\n";
THREE.ShaderChunk.lights_phong_pars_vertex="#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n\tvarying vec3 vWorldPosition;\n\n#endif\n\n#if MAX_POINT_LIGHTS > 0\n\n\tuniform vec3 pointLightPosition[ MAX_POINT_LIGHTS ];\n\n#endif\n";THREE.ShaderChunk.lights_phong_vertex="#if MAX_SPOT_LIGHTS > 0 || defined( USE_ENVMAP )\n\n\tvWorldPosition = worldPosition.xyz;\n\n#endif\n";THREE.ShaderChunk.linear_to_gamma_fragment="\n\toutgoingLight = linearToOutput( outgoingLight );\n";
THREE.ShaderChunk.logdepthbuf_fragment="#if defined(USE_LOGDEPTHBUF) && defined(USE_LOGDEPTHBUF_EXT)\n\n\tgl_FragDepthEXT = log2(vFragDepth) * logDepthBufFC * 0.5;\n\n#endif";THREE.ShaderChunk.logdepthbuf_pars_fragment="#ifdef USE_LOGDEPTHBUF\n\n\tuniform float logDepthBufFC;\n\n\t#ifdef USE_LOGDEPTHBUF_EXT\n\n\t\tvarying float vFragDepth;\n\n\t#endif\n\n#endif\n";THREE.ShaderChunk.logdepthbuf_pars_vertex="#ifdef USE_LOGDEPTHBUF\n\n\t#ifdef USE_LOGDEPTHBUF_EXT\n\n\t\tvarying float vFragDepth;\n\n\t#endif\n\n\tuniform float logDepthBufFC;\n\n#endif";
THREE.ShaderChunk.logdepthbuf_vertex="#ifdef USE_LOGDEPTHBUF\n\n\tgl_Position.z = log2(max( EPSILON, gl_Position.w + 1.0 )) * logDepthBufFC;\n\n\t#ifdef USE_LOGDEPTHBUF_EXT\n\n\t\tvFragDepth = 1.0 + gl_Position.w;\n\n#else\n\n\t\tgl_Position.z = (gl_Position.z - 1.0) * gl_Position.w;\n\n\t#endif\n\n#endif";THREE.ShaderChunk.map_fragment="#ifdef USE_MAP\n\n\tvec4 texelColor = texture2D( map, vUv );\n\n\ttexelColor.xyz = inputToLinear( texelColor.xyz );\n\n\tdiffuseColor *= texelColor;\n\n#endif\n";
THREE.ShaderChunk.map_pars_fragment="#ifdef USE_MAP\n\n\tuniform sampler2D map;\n\n#endif";THREE.ShaderChunk.map_particle_fragment="#ifdef USE_MAP\n\n\tdiffuseColor *= texture2D( map, vec2( gl_PointCoord.x, 1.0 - gl_PointCoord.y ) * offsetRepeat.zw + offsetRepeat.xy );\n\n#endif\n";THREE.ShaderChunk.map_particle_pars_fragment="#ifdef USE_MAP\n\n\tuniform vec4 offsetRepeat;\n\tuniform sampler2D map;\n\n#endif\n";THREE.ShaderChunk.morphnormal_vertex="#ifdef USE_MORPHNORMALS\n\n\tobjectNormal += ( morphNormal0 - normal ) * morphTargetInfluences[ 0 ];\n\tobjectNormal += ( morphNormal1 - normal ) * morphTargetInfluences[ 1 ];\n\tobjectNormal += ( morphNormal2 - normal ) * morphTargetInfluences[ 2 ];\n\tobjectNormal += ( morphNormal3 - normal ) * morphTargetInfluences[ 3 ];\n\n#endif\n";
THREE.ShaderChunk.morphtarget_pars_vertex="#ifdef USE_MORPHTARGETS\n\n\t#ifndef USE_MORPHNORMALS\n\n\tuniform float morphTargetInfluences[ 8 ];\n\n\t#else\n\n\tuniform float morphTargetInfluences[ 4 ];\n\n\t#endif\n\n#endif";THREE.ShaderChunk.morphtarget_vertex="#ifdef USE_MORPHTARGETS\n\n\ttransformed += ( morphTarget0 - position ) * morphTargetInfluences[ 0 ];\n\ttransformed += ( morphTarget1 - position ) * morphTargetInfluences[ 1 ];\n\ttransformed += ( morphTarget2 - position ) * morphTargetInfluences[ 2 ];\n\ttransformed += ( morphTarget3 - position ) * morphTargetInfluences[ 3 ];\n\n\t#ifndef USE_MORPHNORMALS\n\n\ttransformed += ( morphTarget4 - position ) * morphTargetInfluences[ 4 ];\n\ttransformed += ( morphTarget5 - position ) * morphTargetInfluences[ 5 ];\n\ttransformed += ( morphTarget6 - position ) * morphTargetInfluences[ 6 ];\n\ttransformed += ( morphTarget7 - position ) * morphTargetInfluences[ 7 ];\n\n\t#endif\n\n#endif\n";
THREE.ShaderChunk.normal_phong_fragment="#ifndef FLAT_SHADED\n\n\tvec3 normal = normalize( vNormal );\n\n\t#ifdef DOUBLE_SIDED\n\n\t\tnormal = normal * ( -1.0 + 2.0 * float( gl_FrontFacing ) );\n\n\t#endif\n\n#else\n\n\tvec3 fdx = dFdx( vViewPosition );\n\tvec3 fdy = dFdy( vViewPosition );\n\tvec3 normal = normalize( cross( fdx, fdy ) );\n\n#endif\n\n#ifdef USE_NORMALMAP\n\n\tnormal = perturbNormal2Arb( -vViewPosition, normal );\n\n#elif defined( USE_BUMPMAP )\n\n\tnormal = perturbNormalArb( -vViewPosition, normal, dHdxy_fwd() );\n\n#endif\n\n";
THREE.ShaderChunk.normalmap_pars_fragment="#ifdef USE_NORMALMAP\n\n\tuniform sampler2D normalMap;\n\tuniform vec2 normalScale;\n\n\n\tvec3 perturbNormal2Arb( vec3 eye_pos, vec3 surf_norm ) {\n\n\t\tvec3 q0 = dFdx( eye_pos.xyz );\n\t\tvec3 q1 = dFdy( eye_pos.xyz );\n\t\tvec2 st0 = dFdx( vUv.st );\n\t\tvec2 st1 = dFdy( vUv.st );\n\n\t\tvec3 S = normalize( q0 * st1.t - q1 * st0.t );\n\t\tvec3 T = normalize( -q0 * st1.s + q1 * st0.s );\n\t\tvec3 N = normalize( surf_norm );\n\n\t\tvec3 mapN = texture2D( normalMap, vUv ).xyz * 2.0 - 1.0;\n\t\tmapN.xy = normalScale * mapN.xy;\n\t\tmat3 tsn = mat3( S, T, N );\n\t\treturn normalize( tsn * mapN );\n\n\t}\n\n#endif\n";
THREE.ShaderChunk.project_vertex="#ifdef USE_SKINNING\n\n\tvec4 mvPosition = modelViewMatrix * skinned;\n\n#else\n\n\tvec4 mvPosition = modelViewMatrix * vec4( transformed, 1.0 );\n\n#endif\n\ngl_Position = projectionMatrix * mvPosition;\n";THREE.ShaderChunk.shadowmap_fragment="#ifdef USE_SHADOWMAP\n\n\tfor ( int i = 0; i < MAX_SHADOWS; i ++ ) {\n\n\t\tfloat texelSizeY =  1.0 / shadowMapSize[ i ].y;\n\n\t\tfloat shadow = 0.0;\n\n#if defined( POINT_LIGHT_SHADOWS )\n\n\t\tbool isPointLight = shadowDarkness[ i ] < 0.0;\n\n\t\tif ( isPointLight ) {\n\n\t\t\tfloat realShadowDarkness = abs( shadowDarkness[ i ] );\n\n\t\t\tvec3 lightToPosition = vShadowCoord[ i ].xyz;\n\n\t#if defined( SHADOWMAP_TYPE_PCF ) || defined( SHADOWMAP_TYPE_PCF_SOFT )\n\n\t\t\tvec3 bd3D = normalize( lightToPosition );\n\t\t\tfloat dp = length( lightToPosition );\n\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D, texelSizeY ) ), shadowBias[ i ], shadow );\n\n\n\t#if defined( SHADOWMAP_TYPE_PCF )\n\t\t\tconst float Dr = 1.25;\n\t#elif defined( SHADOWMAP_TYPE_PCF_SOFT )\n\t\t\tconst float Dr = 2.25;\n\t#endif\n\n\t\t\tfloat os = Dr *  2.0 * texelSizeY;\n\n\t\t\tconst vec3 Gsd = vec3( - 1, 0, 1 );\n\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zzy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zxy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xxy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xzy * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zyz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xyz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.zyx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.xyx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yzz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yxz * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yxx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D + Gsd.yzx * os, texelSizeY ) ), shadowBias[ i ], shadow );\n\n\t\t\tshadow *= realShadowDarkness * ( 1.0 / 21.0 );\n\n\t#else \n\t\t\tvec3 bd3D = normalize( lightToPosition );\n\t\t\tfloat dp = length( lightToPosition );\n\n\t\t\tadjustShadowValue1K( dp, texture2D( shadowMap[ i ], cubeToUV( bd3D, texelSizeY ) ), shadowBias[ i ], shadow );\n\n\t\t\tshadow *= realShadowDarkness;\n\n\t#endif\n\n\t\t} else {\n\n#endif \n\t\t\tfloat texelSizeX =  1.0 / shadowMapSize[ i ].x;\n\n\t\t\tvec3 shadowCoord = vShadowCoord[ i ].xyz / vShadowCoord[ i ].w;\n\n\n\t\t\tbvec4 inFrustumVec = bvec4 ( shadowCoord.x >= 0.0, shadowCoord.x <= 1.0, shadowCoord.y >= 0.0, shadowCoord.y <= 1.0 );\n\t\t\tbool inFrustum = all( inFrustumVec );\n\n\t\t\tbvec2 frustumTestVec = bvec2( inFrustum, shadowCoord.z <= 1.0 );\n\n\t\t\tbool frustumTest = all( frustumTestVec );\n\n\t\t\tif ( frustumTest ) {\n\n\t#if defined( SHADOWMAP_TYPE_PCF )\n\n\n\t\t\t\t/*\n\t\t\t\t\tfor ( float y = -1.25; y <= 1.25; y += 1.25 )\n\t\t\t\t\t\tfor ( float x = -1.25; x <= 1.25; x += 1.25 ) {\n\t\t\t\t\t\t\tvec4 rgbaDepth = texture2D( shadowMap[ i ], vec2( x * xPixelOffset, y * yPixelOffset ) + shadowCoord.xy );\n\t\t\t\t\t\t\tfloat fDepth = unpackDepth( rgbaDepth );\n\t\t\t\t\t\t\tif ( fDepth < shadowCoord.z )\n\t\t\t\t\t\t\t\tshadow += 1.0;\n\t\t\t\t\t}\n\t\t\t\t\tshadow /= 9.0;\n\t\t\t\t*/\n\n\t\t\t\tshadowCoord.z += shadowBias[ i ];\n\n\t\t\t\tconst float ShadowDelta = 1.0 / 9.0;\n\n\t\t\t\tfloat xPixelOffset = texelSizeX;\n\t\t\t\tfloat yPixelOffset = texelSizeY;\n\n\t\t\t\tfloat dx0 = - 1.25 * xPixelOffset;\n\t\t\t\tfloat dy0 = - 1.25 * yPixelOffset;\n\t\t\t\tfloat dx1 = 1.25 * xPixelOffset;\n\t\t\t\tfloat dy1 = 1.25 * yPixelOffset;\n\n\t\t\t\tfloat fDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy0 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy0 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy0 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, 0.0 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, 0.0 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy1 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy1 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tfDepth = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy1 ) ) );\n\t\t\t\tif ( fDepth < shadowCoord.z ) shadow += ShadowDelta;\n\n\t\t\t\tshadow *= shadowDarkness[ i ];\n\n\t#elif defined( SHADOWMAP_TYPE_PCF_SOFT )\n\n\n\t\t\t\tshadowCoord.z += shadowBias[ i ];\n\n\t\t\t\tfloat xPixelOffset = texelSizeX;\n\t\t\t\tfloat yPixelOffset = texelSizeY;\n\n\t\t\t\tfloat dx0 = - 1.0 * xPixelOffset;\n\t\t\t\tfloat dy0 = - 1.0 * yPixelOffset;\n\t\t\t\tfloat dx1 = 1.0 * xPixelOffset;\n\t\t\t\tfloat dy1 = 1.0 * yPixelOffset;\n\n\t\t\t\tmat3 shadowKernel;\n\t\t\t\tmat3 depthKernel;\n\n\t\t\t\tdepthKernel[ 0 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy0 ) ) );\n\t\t\t\tdepthKernel[ 0 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, 0.0 ) ) );\n\t\t\t\tdepthKernel[ 0 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx0, dy1 ) ) );\n\t\t\t\tdepthKernel[ 1 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy0 ) ) );\n\t\t\t\tdepthKernel[ 1 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy ) );\n\t\t\t\tdepthKernel[ 1 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( 0.0, dy1 ) ) );\n\t\t\t\tdepthKernel[ 2 ][ 0 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy0 ) ) );\n\t\t\t\tdepthKernel[ 2 ][ 1 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, 0.0 ) ) );\n\t\t\t\tdepthKernel[ 2 ][ 2 ] = unpackDepth( texture2D( shadowMap[ i ], shadowCoord.xy + vec2( dx1, dy1 ) ) );\n\n\t\t\t\tvec3 shadowZ = vec3( shadowCoord.z );\n\t\t\t\tshadowKernel[ 0 ] = vec3( lessThan( depthKernel[ 0 ], shadowZ ) );\n\t\t\t\tshadowKernel[ 0 ] *= vec3( 0.25 );\n\n\t\t\t\tshadowKernel[ 1 ] = vec3( lessThan( depthKernel[ 1 ], shadowZ ) );\n\t\t\t\tshadowKernel[ 1 ] *= vec3( 0.25 );\n\n\t\t\t\tshadowKernel[ 2 ] = vec3( lessThan( depthKernel[ 2 ], shadowZ ) );\n\t\t\t\tshadowKernel[ 2 ] *= vec3( 0.25 );\n\n\t\t\t\tvec2 fractionalCoord = 1.0 - fract( shadowCoord.xy * shadowMapSize[ i ].xy );\n\n\t\t\t\tshadowKernel[ 0 ] = mix( shadowKernel[ 1 ], shadowKernel[ 0 ], fractionalCoord.x );\n\t\t\t\tshadowKernel[ 1 ] = mix( shadowKernel[ 2 ], shadowKernel[ 1 ], fractionalCoord.x );\n\n\t\t\t\tvec4 shadowValues;\n\t\t\t\tshadowValues.x = mix( shadowKernel[ 0 ][ 1 ], shadowKernel[ 0 ][ 0 ], fractionalCoord.y );\n\t\t\t\tshadowValues.y = mix( shadowKernel[ 0 ][ 2 ], shadowKernel[ 0 ][ 1 ], fractionalCoord.y );\n\t\t\t\tshadowValues.z = mix( shadowKernel[ 1 ][ 1 ], shadowKernel[ 1 ][ 0 ], fractionalCoord.y );\n\t\t\t\tshadowValues.w = mix( shadowKernel[ 1 ][ 2 ], shadowKernel[ 1 ][ 1 ], fractionalCoord.y );\n\n\t\t\t\tshadow = dot( shadowValues, vec4( 1.0 ) ) * shadowDarkness[ i ];\n\n\t#else \n\t\t\t\tshadowCoord.z += shadowBias[ i ];\n\n\t\t\t\tvec4 rgbaDepth = texture2D( shadowMap[ i ], shadowCoord.xy );\n\t\t\t\tfloat fDepth = unpackDepth( rgbaDepth );\n\n\t\t\t\tif ( fDepth < shadowCoord.z )\n\t\t\t\t\tshadow = shadowDarkness[ i ];\n\n\t#endif\n\n\t\t\t}\n\n#ifdef SHADOWMAP_DEBUG\n\n\t\t\tif ( inFrustum ) {\n\n\t\t\t\tif ( i == 0 ) {\n\n\t\t\t\t\toutgoingLight *= vec3( 1.0, 0.5, 0.0 );\n\n\t\t\t\t} else if ( i == 1 ) {\n\n\t\t\t\t\toutgoingLight *= vec3( 0.0, 1.0, 0.8 );\n\n\t\t\t\t} else {\n\n\t\t\t\t\toutgoingLight *= vec3( 0.0, 0.5, 1.0 );\n\n\t\t\t\t}\n\n\t\t\t}\n\n#endif\n\n#if defined( POINT_LIGHT_SHADOWS )\n\n\t\t}\n\n#endif\n\n\t\tshadowMask = shadowMask * vec3( 1.0 - shadow );\n\n\t}\n\n#endif\n";
THREE.ShaderChunk.shadowmap_pars_fragment="#ifdef USE_SHADOWMAP\n\n\tuniform sampler2D shadowMap[ MAX_SHADOWS ];\n\tuniform vec2 shadowMapSize[ MAX_SHADOWS ];\n\n\tuniform float shadowDarkness[ MAX_SHADOWS ];\n\tuniform float shadowBias[ MAX_SHADOWS ];\n\n\tvarying vec4 vShadowCoord[ MAX_SHADOWS ];\n\n\tfloat unpackDepth( const in vec4 rgba_depth ) {\n\n\t\tconst vec4 bit_shift = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );\n\t\tfloat depth = dot( rgba_depth, bit_shift );\n\t\treturn depth;\n\n\t}\n\n\t#if defined(POINT_LIGHT_SHADOWS)\n\n\n\t\tvoid adjustShadowValue1K( const float testDepth, const vec4 textureData, const float bias, inout float shadowValue ) {\n\n\t\t\tconst vec4 bitSh = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );\n\t\t\tif ( testDepth >= dot( textureData, bitSh ) * 1000.0 + bias )\n\t\t\t\tshadowValue += 1.0;\n\n\t\t}\n\n\n\t\tvec2 cubeToUV( vec3 v, float texelSizeY ) {\n\n\n\t\t\tvec3 absV = abs( v );\n\n\n\t\t\tfloat scaleToCube = 1.0 / max( absV.x, max( absV.y, absV.z ) );\n\t\t\tabsV *= scaleToCube;\n\n\n\t\t\tv *= scaleToCube * ( 1.0 - 2.0 * texelSizeY );\n\n\n\n\t\t\tvec2 planar = v.xy;\n\n\t\t\tfloat almostATexel = 1.5 * texelSizeY;\n\t\t\tfloat almostOne = 1.0 - almostATexel;\n\n\t\t\tif ( absV.z >= almostOne ) {\n\n\t\t\t\tif ( v.z > 0.0 )\n\t\t\t\t\tplanar.x = 4.0 - v.x;\n\n\t\t\t} else if ( absV.x >= almostOne ) {\n\n\t\t\t\tfloat signX = sign( v.x );\n\t\t\t\tplanar.x = v.z * signX + 2.0 * signX;\n\n\t\t\t} else if ( absV.y >= almostOne ) {\n\n\t\t\t\tfloat signY = sign( v.y );\n\t\t\t\tplanar.x = v.x + 2.0 * signY + 2.0;\n\t\t\t\tplanar.y = v.z * signY - 2.0;\n\n\t\t\t}\n\n\n\t\t\treturn vec2( 0.125, 0.25 ) * planar + vec2( 0.375, 0.75 );\n\n\t\t}\n\n\t#endif\n\n#endif\n";
THREE.ShaderChunk.shadowmap_pars_vertex="#ifdef USE_SHADOWMAP\n\n\tuniform float shadowDarkness[ MAX_SHADOWS ];\n\tuniform mat4 shadowMatrix[ MAX_SHADOWS ];\n\tvarying vec4 vShadowCoord[ MAX_SHADOWS ];\n\n#endif";THREE.ShaderChunk.shadowmap_vertex="#ifdef USE_SHADOWMAP\n\n\tfor ( int i = 0; i < MAX_SHADOWS; i ++ ) {\n\n\t\t\tvShadowCoord[ i ] = shadowMatrix[ i ] * worldPosition;\n\n\t}\n\n#endif";THREE.ShaderChunk.skinbase_vertex="#ifdef USE_SKINNING\n\n\tmat4 boneMatX = getBoneMatrix( skinIndex.x );\n\tmat4 boneMatY = getBoneMatrix( skinIndex.y );\n\tmat4 boneMatZ = getBoneMatrix( skinIndex.z );\n\tmat4 boneMatW = getBoneMatrix( skinIndex.w );\n\n#endif";
THREE.ShaderChunk.skinning_pars_vertex="#ifdef USE_SKINNING\n\n\tuniform mat4 bindMatrix;\n\tuniform mat4 bindMatrixInverse;\n\n\t#ifdef BONE_TEXTURE\n\n\t\tuniform sampler2D boneTexture;\n\t\tuniform int boneTextureWidth;\n\t\tuniform int boneTextureHeight;\n\n\t\tmat4 getBoneMatrix( const in float i ) {\n\n\t\t\tfloat j = i * 4.0;\n\t\t\tfloat x = mod( j, float( boneTextureWidth ) );\n\t\t\tfloat y = floor( j / float( boneTextureWidth ) );\n\n\t\t\tfloat dx = 1.0 / float( boneTextureWidth );\n\t\t\tfloat dy = 1.0 / float( boneTextureHeight );\n\n\t\t\ty = dy * ( y + 0.5 );\n\n\t\t\tvec4 v1 = texture2D( boneTexture, vec2( dx * ( x + 0.5 ), y ) );\n\t\t\tvec4 v2 = texture2D( boneTexture, vec2( dx * ( x + 1.5 ), y ) );\n\t\t\tvec4 v3 = texture2D( boneTexture, vec2( dx * ( x + 2.5 ), y ) );\n\t\t\tvec4 v4 = texture2D( boneTexture, vec2( dx * ( x + 3.5 ), y ) );\n\n\t\t\tmat4 bone = mat4( v1, v2, v3, v4 );\n\n\t\t\treturn bone;\n\n\t\t}\n\n\t#else\n\n\t\tuniform mat4 boneGlobalMatrices[ MAX_BONES ];\n\n\t\tmat4 getBoneMatrix( const in float i ) {\n\n\t\t\tmat4 bone = boneGlobalMatrices[ int(i) ];\n\t\t\treturn bone;\n\n\t\t}\n\n\t#endif\n\n#endif\n";
THREE.ShaderChunk.skinning_vertex="#ifdef USE_SKINNING\n\n\tvec4 skinVertex = bindMatrix * vec4( transformed, 1.0 );\n\n\tvec4 skinned = vec4( 0.0 );\n\tskinned += boneMatX * skinVertex * skinWeight.x;\n\tskinned += boneMatY * skinVertex * skinWeight.y;\n\tskinned += boneMatZ * skinVertex * skinWeight.z;\n\tskinned += boneMatW * skinVertex * skinWeight.w;\n\tskinned  = bindMatrixInverse * skinned;\n\n#endif\n";THREE.ShaderChunk.skinnormal_vertex="#ifdef USE_SKINNING\n\n\tmat4 skinMatrix = mat4( 0.0 );\n\tskinMatrix += skinWeight.x * boneMatX;\n\tskinMatrix += skinWeight.y * boneMatY;\n\tskinMatrix += skinWeight.z * boneMatZ;\n\tskinMatrix += skinWeight.w * boneMatW;\n\tskinMatrix  = bindMatrixInverse * skinMatrix * bindMatrix;\n\n\tobjectNormal = vec4( skinMatrix * vec4( objectNormal, 0.0 ) ).xyz;\n\n#endif\n";
THREE.ShaderChunk.specularmap_fragment="float specularStrength;\n\n#ifdef USE_SPECULARMAP\n\n\tvec4 texelSpecular = texture2D( specularMap, vUv );\n\tspecularStrength = texelSpecular.r;\n\n#else\n\n\tspecularStrength = 1.0;\n\n#endif";THREE.ShaderChunk.specularmap_pars_fragment="#ifdef USE_SPECULARMAP\n\n\tuniform sampler2D specularMap;\n\n#endif";THREE.ShaderChunk.uv2_pars_fragment="#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n\tvarying vec2 vUv2;\n\n#endif";
THREE.ShaderChunk.uv2_pars_vertex="#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n\tattribute vec2 uv2;\n\tvarying vec2 vUv2;\n\n#endif";THREE.ShaderChunk.uv2_vertex="#if defined( USE_LIGHTMAP ) || defined( USE_AOMAP )\n\n\tvUv2 = uv2;\n\n#endif";THREE.ShaderChunk.uv_pars_fragment="#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n\tvarying vec2 vUv;\n\n#endif";
THREE.ShaderChunk.uv_pars_vertex="#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n\tvarying vec2 vUv;\n\tuniform vec4 offsetRepeat;\n\n#endif\n";THREE.ShaderChunk.uv_vertex="#if defined( USE_MAP ) || defined( USE_BUMPMAP ) || defined( USE_NORMALMAP ) || defined( USE_SPECULARMAP ) || defined( USE_ALPHAMAP ) || defined( USE_EMISSIVEMAP )\n\n\tvUv = uv * offsetRepeat.zw + offsetRepeat.xy;\n\n#endif";
THREE.ShaderChunk.worldpos_vertex="#if defined( USE_ENVMAP ) || defined( PHONG ) || defined( LAMBERT ) || defined ( USE_SHADOWMAP )\n\n\t#ifdef USE_SKINNING\n\n\t\tvec4 worldPosition = modelMatrix * skinned;\n\n\t#else\n\n\t\tvec4 worldPosition = modelMatrix * vec4( transformed, 1.0 );\n\n\t#endif\n\n#endif\n";
THREE.UniformsUtils={merge:function(a){for(var b={},c=0;c<a.length;c++){var d=this.clone(a[c]),e;for(e in d)b[e]=d[e]}return b},clone:function(a){var b={},c;for(c in a){b[c]={};for(var d in a[c]){var e=a[c][d];e instanceof THREE.Color||e instanceof THREE.Vector2||e instanceof THREE.Vector3||e instanceof THREE.Vector4||e instanceof THREE.Matrix3||e instanceof THREE.Matrix4||e instanceof THREE.Texture?b[c][d]=e.clone():Array.isArray(e)?b[c][d]=e.slice():b[c][d]=e}}return b}};
THREE.UniformsLib={common:{diffuse:{type:"c",value:new THREE.Color(15658734)},opacity:{type:"f",value:1},map:{type:"t",value:null},offsetRepeat:{type:"v4",value:new THREE.Vector4(0,0,1,1)},specularMap:{type:"t",value:null},alphaMap:{type:"t",value:null},envMap:{type:"t",value:null},flipEnvMap:{type:"f",value:-1},reflectivity:{type:"f",value:1},refractionRatio:{type:"f",value:.98}},aomap:{aoMap:{type:"t",value:null},aoMapIntensity:{type:"f",value:1}},lightmap:{lightMap:{type:"t",value:null},lightMapIntensity:{type:"f",
value:1}},emissivemap:{emissiveMap:{type:"t",value:null}},bumpmap:{bumpMap:{type:"t",value:null},bumpScale:{type:"f",value:1}},normalmap:{normalMap:{type:"t",value:null},normalScale:{type:"v2",value:new THREE.Vector2(1,1)}},displacementmap:{displacementMap:{type:"t",value:null},displacementScale:{type:"f",value:1},displacementBias:{type:"f",value:0}},fog:{fogDensity:{type:"f",value:2.5E-4},fogNear:{type:"f",value:1},fogFar:{type:"f",value:2E3},fogColor:{type:"c",value:new THREE.Color(16777215)}},
lights:{ambientLightColor:{type:"fv",value:[]},directionalLightDirection:{type:"fv",value:[]},directionalLightColor:{type:"fv",value:[]},hemisphereLightDirection:{type:"fv",value:[]},hemisphereLightSkyColor:{type:"fv",value:[]},hemisphereLightGroundColor:{type:"fv",value:[]},pointLightColor:{type:"fv",value:[]},pointLightPosition:{type:"fv",value:[]},pointLightDistance:{type:"fv1",value:[]},pointLightDecay:{type:"fv1",value:[]},spotLightColor:{type:"fv",value:[]},spotLightPosition:{type:"fv",value:[]},
spotLightDirection:{type:"fv",value:[]},spotLightDistance:{type:"fv1",value:[]},spotLightAngleCos:{type:"fv1",value:[]},spotLightExponent:{type:"fv1",value:[]},spotLightDecay:{type:"fv1",value:[]}},points:{psColor:{type:"c",value:new THREE.Color(15658734)},opacity:{type:"f",value:1},size:{type:"f",value:1},scale:{type:"f",value:1},map:{type:"t",value:null},offsetRepeat:{type:"v4",value:new THREE.Vector4(0,0,1,1)},fogDensity:{type:"f",value:2.5E-4},fogNear:{type:"f",value:1},fogFar:{type:"f",value:2E3},
fogColor:{type:"c",value:new THREE.Color(16777215)}},shadowmap:{shadowMap:{type:"tv",value:[]},shadowMapSize:{type:"v2v",value:[]},shadowBias:{type:"fv1",value:[]},shadowDarkness:{type:"fv1",value:[]},shadowMatrix:{type:"m4v",value:[]}}};
THREE.ShaderLib={basic:{uniforms:THREE.UniformsUtils.merge([THREE.UniformsLib.common,THREE.UniformsLib.aomap,THREE.UniformsLib.fog,THREE.UniformsLib.shadowmap]),vertexShader:[THREE.ShaderChunk.common,THREE.ShaderChunk.uv_pars_vertex,THREE.ShaderChunk.uv2_pars_vertex,THREE.ShaderChunk.envmap_pars_vertex,THREE.ShaderChunk.color_pars_vertex,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.skinning_pars_vertex,THREE.ShaderChunk.shadowmap_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,
"void main() {",THREE.ShaderChunk.uv_vertex,THREE.ShaderChunk.uv2_vertex,THREE.ShaderChunk.color_vertex,THREE.ShaderChunk.skinbase_vertex,"\t#ifdef USE_ENVMAP",THREE.ShaderChunk.beginnormal_vertex,THREE.ShaderChunk.morphnormal_vertex,THREE.ShaderChunk.skinnormal_vertex,THREE.ShaderChunk.defaultnormal_vertex,"\t#endif",THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.skinning_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,THREE.ShaderChunk.worldpos_vertex,
THREE.ShaderChunk.envmap_vertex,THREE.ShaderChunk.shadowmap_vertex,"}"].join("\n"),fragmentShader:["uniform vec3 diffuse;\nuniform float opacity;",THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_fragment,THREE.ShaderChunk.uv_pars_fragment,THREE.ShaderChunk.uv2_pars_fragment,THREE.ShaderChunk.map_pars_fragment,THREE.ShaderChunk.alphamap_pars_fragment,THREE.ShaderChunk.aomap_pars_fragment,THREE.ShaderChunk.envmap_pars_fragment,THREE.ShaderChunk.fog_pars_fragment,THREE.ShaderChunk.shadowmap_pars_fragment,
THREE.ShaderChunk.specularmap_pars_fragment,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tvec3 outgoingLight = vec3( 0.0 );\n\tvec4 diffuseColor = vec4( diffuse, opacity );\n\tvec3 totalAmbientLight = vec3( 1.0 );\n\tvec3 shadowMask = vec3( 1.0 );",THREE.ShaderChunk.logdepthbuf_fragment,THREE.ShaderChunk.map_fragment,THREE.ShaderChunk.color_fragment,THREE.ShaderChunk.alphamap_fragment,THREE.ShaderChunk.alphatest_fragment,THREE.ShaderChunk.specularmap_fragment,THREE.ShaderChunk.aomap_fragment,
THREE.ShaderChunk.shadowmap_fragment,"\toutgoingLight = diffuseColor.rgb * totalAmbientLight * shadowMask;",THREE.ShaderChunk.envmap_fragment,THREE.ShaderChunk.linear_to_gamma_fragment,THREE.ShaderChunk.fog_fragment,"\tgl_FragColor = vec4( outgoingLight, diffuseColor.a );\n}"].join("\n")},lambert:{uniforms:THREE.UniformsUtils.merge([THREE.UniformsLib.common,THREE.UniformsLib.fog,THREE.UniformsLib.lights,THREE.UniformsLib.shadowmap,{emissive:{type:"c",value:new THREE.Color(0)}}]),vertexShader:["#define LAMBERT\nvarying vec3 vLightFront;\n#ifdef DOUBLE_SIDED\n\tvarying vec3 vLightBack;\n#endif",
THREE.ShaderChunk.common,THREE.ShaderChunk.uv_pars_vertex,THREE.ShaderChunk.uv2_pars_vertex,THREE.ShaderChunk.envmap_pars_vertex,THREE.ShaderChunk.lights_lambert_pars_vertex,THREE.ShaderChunk.color_pars_vertex,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.skinning_pars_vertex,THREE.ShaderChunk.shadowmap_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.uv_vertex,THREE.ShaderChunk.uv2_vertex,THREE.ShaderChunk.color_vertex,THREE.ShaderChunk.beginnormal_vertex,
THREE.ShaderChunk.morphnormal_vertex,THREE.ShaderChunk.skinbase_vertex,THREE.ShaderChunk.skinnormal_vertex,THREE.ShaderChunk.defaultnormal_vertex,THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.skinning_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,THREE.ShaderChunk.worldpos_vertex,THREE.ShaderChunk.envmap_vertex,THREE.ShaderChunk.lights_lambert_vertex,THREE.ShaderChunk.shadowmap_vertex,"}"].join("\n"),fragmentShader:["uniform vec3 diffuse;\nuniform vec3 emissive;\nuniform float opacity;\nuniform vec3 ambientLightColor;\nvarying vec3 vLightFront;\n#ifdef DOUBLE_SIDED\n\tvarying vec3 vLightBack;\n#endif",
THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_fragment,THREE.ShaderChunk.uv_pars_fragment,THREE.ShaderChunk.uv2_pars_fragment,THREE.ShaderChunk.map_pars_fragment,THREE.ShaderChunk.alphamap_pars_fragment,THREE.ShaderChunk.envmap_pars_fragment,THREE.ShaderChunk.fog_pars_fragment,THREE.ShaderChunk.shadowmap_pars_fragment,THREE.ShaderChunk.specularmap_pars_fragment,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tvec3 outgoingLight = vec3( 0.0 );\n\tvec4 diffuseColor = vec4( diffuse, opacity );\n\tvec3 totalAmbientLight = ambientLightColor;\n\tvec3 shadowMask = vec3( 1.0 );",
THREE.ShaderChunk.logdepthbuf_fragment,THREE.ShaderChunk.map_fragment,THREE.ShaderChunk.color_fragment,THREE.ShaderChunk.alphamap_fragment,THREE.ShaderChunk.alphatest_fragment,THREE.ShaderChunk.specularmap_fragment,THREE.ShaderChunk.shadowmap_fragment,"\t#ifdef DOUBLE_SIDED\n\t\tif ( gl_FrontFacing )\n\t\t\toutgoingLight += diffuseColor.rgb * ( vLightFront * shadowMask + totalAmbientLight ) + emissive;\n\t\telse\n\t\t\toutgoingLight += diffuseColor.rgb * ( vLightBack * shadowMask + totalAmbientLight ) + emissive;\n\t#else\n\t\toutgoingLight += diffuseColor.rgb * ( vLightFront * shadowMask + totalAmbientLight ) + emissive;\n\t#endif",
THREE.ShaderChunk.envmap_fragment,THREE.ShaderChunk.linear_to_gamma_fragment,THREE.ShaderChunk.fog_fragment,"\tgl_FragColor = vec4( outgoingLight, diffuseColor.a );\n}"].join("\n")},phong:{uniforms:THREE.UniformsUtils.merge([THREE.UniformsLib.common,THREE.UniformsLib.aomap,THREE.UniformsLib.lightmap,THREE.UniformsLib.emissivemap,THREE.UniformsLib.bumpmap,THREE.UniformsLib.normalmap,THREE.UniformsLib.displacementmap,THREE.UniformsLib.fog,THREE.UniformsLib.lights,THREE.UniformsLib.shadowmap,{emissive:{type:"c",
value:new THREE.Color(0)},specular:{type:"c",value:new THREE.Color(1118481)},shininess:{type:"f",value:30}}]),vertexShader:["#define PHONG\nvarying vec3 vViewPosition;\n#ifndef FLAT_SHADED\n\tvarying vec3 vNormal;\n#endif",THREE.ShaderChunk.common,THREE.ShaderChunk.uv_pars_vertex,THREE.ShaderChunk.uv2_pars_vertex,THREE.ShaderChunk.displacementmap_pars_vertex,THREE.ShaderChunk.envmap_pars_vertex,THREE.ShaderChunk.lights_phong_pars_vertex,THREE.ShaderChunk.color_pars_vertex,THREE.ShaderChunk.morphtarget_pars_vertex,
THREE.ShaderChunk.skinning_pars_vertex,THREE.ShaderChunk.shadowmap_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.uv_vertex,THREE.ShaderChunk.uv2_vertex,THREE.ShaderChunk.color_vertex,THREE.ShaderChunk.beginnormal_vertex,THREE.ShaderChunk.morphnormal_vertex,THREE.ShaderChunk.skinbase_vertex,THREE.ShaderChunk.skinnormal_vertex,THREE.ShaderChunk.defaultnormal_vertex,"#ifndef FLAT_SHADED\n\tvNormal = normalize( transformedNormal );\n#endif",THREE.ShaderChunk.begin_vertex,
THREE.ShaderChunk.displacementmap_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.skinning_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,"\tvViewPosition = - mvPosition.xyz;",THREE.ShaderChunk.worldpos_vertex,THREE.ShaderChunk.envmap_vertex,THREE.ShaderChunk.lights_phong_vertex,THREE.ShaderChunk.shadowmap_vertex,"}"].join("\n"),fragmentShader:["#define PHONG\nuniform vec3 diffuse;\nuniform vec3 emissive;\nuniform vec3 specular;\nuniform float shininess;\nuniform float opacity;",
THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_fragment,THREE.ShaderChunk.uv_pars_fragment,THREE.ShaderChunk.uv2_pars_fragment,THREE.ShaderChunk.map_pars_fragment,THREE.ShaderChunk.alphamap_pars_fragment,THREE.ShaderChunk.aomap_pars_fragment,THREE.ShaderChunk.lightmap_pars_fragment,THREE.ShaderChunk.emissivemap_pars_fragment,THREE.ShaderChunk.envmap_pars_fragment,THREE.ShaderChunk.fog_pars_fragment,THREE.ShaderChunk.lights_phong_pars_fragment,THREE.ShaderChunk.shadowmap_pars_fragment,THREE.ShaderChunk.bumpmap_pars_fragment,
THREE.ShaderChunk.normalmap_pars_fragment,THREE.ShaderChunk.specularmap_pars_fragment,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tvec3 outgoingLight = vec3( 0.0 );\n\tvec4 diffuseColor = vec4( diffuse, opacity );\n\tvec3 totalAmbientLight = ambientLightColor;\n\tvec3 totalEmissiveLight = emissive;\n\tvec3 shadowMask = vec3( 1.0 );",THREE.ShaderChunk.logdepthbuf_fragment,THREE.ShaderChunk.map_fragment,THREE.ShaderChunk.color_fragment,THREE.ShaderChunk.alphamap_fragment,THREE.ShaderChunk.alphatest_fragment,
THREE.ShaderChunk.specularmap_fragment,THREE.ShaderChunk.normal_phong_fragment,THREE.ShaderChunk.lightmap_fragment,THREE.ShaderChunk.hemilight_fragment,THREE.ShaderChunk.aomap_fragment,THREE.ShaderChunk.emissivemap_fragment,THREE.ShaderChunk.lights_phong_fragment,THREE.ShaderChunk.shadowmap_fragment,"totalDiffuseLight *= shadowMask;\ntotalSpecularLight *= shadowMask;\n#ifdef METAL\n\toutgoingLight += diffuseColor.rgb * ( totalDiffuseLight + totalAmbientLight ) * specular + totalSpecularLight + totalEmissiveLight;\n#else\n\toutgoingLight += diffuseColor.rgb * ( totalDiffuseLight + totalAmbientLight ) + totalSpecularLight + totalEmissiveLight;\n#endif",
THREE.ShaderChunk.envmap_fragment,THREE.ShaderChunk.linear_to_gamma_fragment,THREE.ShaderChunk.fog_fragment,"\tgl_FragColor = vec4( outgoingLight, diffuseColor.a );\n}"].join("\n")},points:{uniforms:THREE.UniformsUtils.merge([THREE.UniformsLib.points,THREE.UniformsLib.shadowmap]),vertexShader:["uniform float size;\nuniform float scale;",THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_vertex,THREE.ShaderChunk.shadowmap_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.color_vertex,
"\tvec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );\n\t#ifdef USE_SIZEATTENUATION\n\t\tgl_PointSize = size * ( scale / length( mvPosition.xyz ) );\n\t#else\n\t\tgl_PointSize = size;\n\t#endif\n\tgl_Position = projectionMatrix * mvPosition;",THREE.ShaderChunk.logdepthbuf_vertex,THREE.ShaderChunk.worldpos_vertex,THREE.ShaderChunk.shadowmap_vertex,"}"].join("\n"),fragmentShader:["uniform vec3 psColor;\nuniform float opacity;",THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_fragment,THREE.ShaderChunk.map_particle_pars_fragment,
THREE.ShaderChunk.fog_pars_fragment,THREE.ShaderChunk.shadowmap_pars_fragment,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tvec3 outgoingLight = vec3( 0.0 );\n\tvec4 diffuseColor = vec4( psColor, opacity );\n\tvec3 shadowMask = vec3( 1.0 );",THREE.ShaderChunk.logdepthbuf_fragment,THREE.ShaderChunk.map_particle_fragment,THREE.ShaderChunk.color_fragment,THREE.ShaderChunk.alphatest_fragment,THREE.ShaderChunk.shadowmap_fragment,"\toutgoingLight = diffuseColor.rgb * shadowMask;",THREE.ShaderChunk.fog_fragment,
"\tgl_FragColor = vec4( outgoingLight, diffuseColor.a );\n}"].join("\n")},dashed:{uniforms:THREE.UniformsUtils.merge([THREE.UniformsLib.common,THREE.UniformsLib.fog,{scale:{type:"f",value:1},dashSize:{type:"f",value:1},totalSize:{type:"f",value:2}}]),vertexShader:["uniform float scale;\nattribute float lineDistance;\nvarying float vLineDistance;",THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.color_vertex,"\tvLineDistance = scale * lineDistance;\n\tvec4 mvPosition = modelViewMatrix * vec4( position, 1.0 );\n\tgl_Position = projectionMatrix * mvPosition;",
THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:["uniform vec3 diffuse;\nuniform float opacity;\nuniform float dashSize;\nuniform float totalSize;\nvarying float vLineDistance;",THREE.ShaderChunk.common,THREE.ShaderChunk.color_pars_fragment,THREE.ShaderChunk.fog_pars_fragment,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tif ( mod( vLineDistance, totalSize ) > dashSize ) {\n\t\tdiscard;\n\t}\n\tvec3 outgoingLight = vec3( 0.0 );\n\tvec4 diffuseColor = vec4( diffuse, opacity );",
THREE.ShaderChunk.logdepthbuf_fragment,THREE.ShaderChunk.color_fragment,"\toutgoingLight = diffuseColor.rgb;",THREE.ShaderChunk.fog_fragment,"\tgl_FragColor = vec4( outgoingLight, diffuseColor.a );\n}"].join("\n")},depth:{uniforms:{mNear:{type:"f",value:1},mFar:{type:"f",value:2E3},opacity:{type:"f",value:1}},vertexShader:[THREE.ShaderChunk.common,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,
THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:["uniform float mNear;\nuniform float mFar;\nuniform float opacity;",THREE.ShaderChunk.common,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {",THREE.ShaderChunk.logdepthbuf_fragment,"\t#ifdef USE_LOGDEPTHBUF_EXT\n\t\tfloat depth = gl_FragDepthEXT / gl_FragCoord.w;\n\t#else\n\t\tfloat depth = gl_FragCoord.z / gl_FragCoord.w;\n\t#endif\n\tfloat color = 1.0 - smoothstep( mNear, mFar, depth );\n\tgl_FragColor = vec4( vec3( color ), opacity );\n}"].join("\n")},
normal:{uniforms:{opacity:{type:"f",value:1}},vertexShader:["varying vec3 vNormal;",THREE.ShaderChunk.common,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {\n\tvNormal = normalize( normalMatrix * normal );",THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:["uniform float opacity;\nvarying vec3 vNormal;",THREE.ShaderChunk.common,
THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tgl_FragColor = vec4( 0.5 * normalize( vNormal ) + 0.5, opacity );",THREE.ShaderChunk.logdepthbuf_fragment,"}"].join("\n")},cube:{uniforms:{tCube:{type:"t",value:null},tFlip:{type:"f",value:-1}},vertexShader:["varying vec3 vWorldPosition;",THREE.ShaderChunk.common,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {\n\tvWorldPosition = transformDirection( position, modelMatrix );\n\tgl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );",
THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:["uniform samplerCube tCube;\nuniform float tFlip;\nvarying vec3 vWorldPosition;",THREE.ShaderChunk.common,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\n\tgl_FragColor = textureCube( tCube, vec3( tFlip * vWorldPosition.x, vWorldPosition.yz ) );",THREE.ShaderChunk.logdepthbuf_fragment,"}"].join("\n")},equirect:{uniforms:{tEquirect:{type:"t",value:null},tFlip:{type:"f",value:-1}},vertexShader:["varying vec3 vWorldPosition;",
THREE.ShaderChunk.common,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {\n\tvWorldPosition = transformDirection( position, modelMatrix );\n\tgl_Position = projectionMatrix * modelViewMatrix * vec4( position, 1.0 );",THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:["uniform sampler2D tEquirect;\nuniform float tFlip;\nvarying vec3 vWorldPosition;",THREE.ShaderChunk.common,THREE.ShaderChunk.logdepthbuf_pars_fragment,"void main() {\nvec3 direction = normalize( vWorldPosition );\nvec2 sampleUV;\nsampleUV.y = saturate( tFlip * direction.y * -0.5 + 0.5 );\nsampleUV.x = atan( direction.z, direction.x ) * RECIPROCAL_PI2 + 0.5;\ngl_FragColor = texture2D( tEquirect, sampleUV );",
THREE.ShaderChunk.logdepthbuf_fragment,"}"].join("\n")},depthRGBA:{uniforms:{},vertexShader:[THREE.ShaderChunk.common,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.skinning_pars_vertex,THREE.ShaderChunk.logdepthbuf_pars_vertex,"void main() {",THREE.ShaderChunk.skinbase_vertex,THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.skinning_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.logdepthbuf_vertex,"}"].join("\n"),fragmentShader:[THREE.ShaderChunk.common,
THREE.ShaderChunk.logdepthbuf_pars_fragment,"vec4 pack_depth( const in float depth ) {\n\tconst vec4 bit_shift = vec4( 256.0 * 256.0 * 256.0, 256.0 * 256.0, 256.0, 1.0 );\n\tconst vec4 bit_mask = vec4( 0.0, 1.0 / 256.0, 1.0 / 256.0, 1.0 / 256.0 );\n\tvec4 res = mod( depth * bit_shift * vec4( 255 ), vec4( 256 ) ) / vec4( 255 );\n\tres -= res.xxyz * bit_mask;\n\treturn res;\n}\nvoid main() {",THREE.ShaderChunk.logdepthbuf_fragment,"\t#ifdef USE_LOGDEPTHBUF_EXT\n\t\tgl_FragData[ 0 ] = pack_depth( gl_FragDepthEXT );\n\t#else\n\t\tgl_FragData[ 0 ] = pack_depth( gl_FragCoord.z );\n\t#endif\n}"].join("\n")},
distanceRGBA:{uniforms:{lightPos:{type:"v3",value:new THREE.Vector3(0,0,0)}},vertexShader:["varying vec4 vWorldPosition;",THREE.ShaderChunk.common,THREE.ShaderChunk.morphtarget_pars_vertex,THREE.ShaderChunk.skinning_pars_vertex,"void main() {",THREE.ShaderChunk.skinbase_vertex,THREE.ShaderChunk.begin_vertex,THREE.ShaderChunk.morphtarget_vertex,THREE.ShaderChunk.skinning_vertex,THREE.ShaderChunk.project_vertex,THREE.ShaderChunk.worldpos_vertex,"vWorldPosition = worldPosition;\n}"].join("\n"),fragmentShader:["uniform vec3 lightPos;\nvarying vec4 vWorldPosition;",
THREE.ShaderChunk.common,"vec4 pack1K ( float depth ) {\n   depth /= 1000.0;\n   const vec4 bitSh = vec4( 256.0 * 256.0 * 256.0, 256.0 * 256.0, 256.0, 1.0 );\n\tconst vec4 bitMsk = vec4( 0.0, 1.0 / 256.0, 1.0 / 256.0, 1.0 / 256.0 );\n\tvec4 res = fract( depth * bitSh );\n\tres -= res.xxyz * bitMsk;\n\treturn res; \n}\nfloat unpack1K ( vec4 color ) {\n\tconst vec4 bitSh = vec4( 1.0 / ( 256.0 * 256.0 * 256.0 ), 1.0 / ( 256.0 * 256.0 ), 1.0 / 256.0, 1.0 );\n\treturn dot( color, bitSh ) * 1000.0;\n}\nvoid main () {\n\tgl_FragColor = pack1K( length( vWorldPosition.xyz - lightPos.xyz ) );\n}"].join("\n")}};
THREE.WebGLRenderer=function(a){function b(a,b,c,d){!0===G&&(a*=d,b*=d,c*=d);r.clearColor(a,b,c,d)}function c(){I.init();r.viewport(na,oa,pa,qa);b(U.r,U.g,U.b,X)}function d(){ra=Aa=null;sa="";ta=-1;wa=!0;I.reset()}function e(a){a.preventDefault();d();c();W.clear()}function g(a){a=a.target;a.removeEventListener("dispose",g);a:{var b=W.get(a);if(a.image&&b.__image__webglTextureCube)r.deleteTexture(b.__image__webglTextureCube);else{if(void 0===b.__webglInit)break a;r.deleteTexture(b.__webglTexture)}W.delete(a)}la.textures--}
function f(a){a=a.target;a.removeEventListener("dispose",f);var b=W.get(a),c=W.get(a.texture);if(a&&void 0!==c.__webglTexture){r.deleteTexture(c.__webglTexture);if(a instanceof THREE.WebGLRenderTargetCube)for(c=0;6>c;c++)r.deleteFramebuffer(b.__webglFramebuffer[c]),r.deleteRenderbuffer(b.__webglRenderbuffer[c]);else r.deleteFramebuffer(b.__webglFramebuffer),r.deleteRenderbuffer(b.__webglRenderbuffer);W.delete(a.texture);W.delete(a)}la.textures--}function h(a){a=a.target;a.removeEventListener("dispose",
h);l(a);W.delete(a)}function l(a){var b=W.get(a).program;a.program=void 0;void 0!==b&&ua.releaseProgram(b)}function k(a,b){return b[0]-a[0]}function m(a,b){return a.object.renderOrder!==b.object.renderOrder?a.object.renderOrder-b.object.renderOrder:a.material.id!==b.material.id?a.material.id-b.material.id:a.z!==b.z?a.z-b.z:a.id-b.id}function p(a,b){return a.object.renderOrder!==b.object.renderOrder?a.object.renderOrder-b.object.renderOrder:a.z!==b.z?b.z-a.z:a.id-b.id}function n(a,b,c,d,e){var f;c.transparent?
(d=Z,f=++fa):(d=ca,f=++ga);f=d[f];void 0!==f?(f.id=a.id,f.object=a,f.geometry=b,f.material=c,f.z=V.z,f.group=e):(f={id:a.id,object:a,geometry:b,material:c,z:V.z,group:e},d.push(f))}function q(a,b){if(!1!==a.visible){if(0!==(a.channels.mask&b.channels.mask))if(a instanceof THREE.Light)da.push(a);else if(a instanceof THREE.Sprite)ea.push(a);else if(a instanceof THREE.LensFlare)ja.push(a);else if(a instanceof THREE.ImmediateRenderObject)!0===aa.sortObjects&&(V.setFromMatrixPosition(a.matrixWorld),V.applyProjection(xa)),
n(a,null,a.material,V.z,null);else if(a instanceof THREE.Mesh||a instanceof THREE.Line||a instanceof THREE.Points)if(a instanceof THREE.SkinnedMesh&&a.skeleton.update(),!1===a.frustumCulled||!0===Ba.intersectsObject(a)){var c=a.material;if(!0===c.visible){!0===aa.sortObjects&&(V.setFromMatrixPosition(a.matrixWorld),V.applyProjection(xa));var d=va.update(a);if(c instanceof THREE.MeshFaceMaterial)for(var e=d.groups,f=c.materials,c=0,g=e.length;c<g;c++){var h=e[c],l=f[h.materialIndex];!0===l.visible&&
n(a,d,l,V.z,h)}else n(a,d,c,V.z,null)}}d=a.children;c=0;for(g=d.length;c<g;c++)q(d[c],b)}}function s(a,b,c,d,e){for(var f=0,g=a.length;f<g;f++){var h=a[f],l=h.object,k=h.geometry,n=void 0===e?h.material:e,h=h.group;l.modelViewMatrix.multiplyMatrices(b.matrixWorldInverse,l.matrixWorld);l.normalMatrix.getNormalMatrix(l.modelViewMatrix);if(l instanceof THREE.ImmediateRenderObject){t(n);var m=v(b,c,d,n,l);sa="";l.render(function(a){aa.renderBufferImmediate(a,m,n)})}else aa.renderBufferDirect(b,c,d,k,
n,l,h)}}function t(a){a.side!==THREE.DoubleSide?I.enable(r.CULL_FACE):I.disable(r.CULL_FACE);I.setFlipSided(a.side===THREE.BackSide);!0===a.transparent?I.setBlending(a.blending,a.blendEquation,a.blendSrc,a.blendDst,a.blendEquationAlpha,a.blendSrcAlpha,a.blendDstAlpha):I.setBlending(THREE.NoBlending);I.setDepthFunc(a.depthFunc);I.setDepthTest(a.depthTest);I.setDepthWrite(a.depthWrite);I.setColorWrite(a.colorWrite);I.setPolygonOffset(a.polygonOffset,a.polygonOffsetFactor,a.polygonOffsetUnits)}function v(a,
b,c,d,e){ya=0;var f=W.get(d);if(d.needsUpdate||!f.program){a:{var g=W.get(d),k=ua.getParameters(d,b,c,e),n=ua.getProgramCode(d,k),m=g.program,q=!0;if(void 0===m)d.addEventListener("dispose",h);else if(m.code!==n)l(d);else if(void 0!==k.shaderID)break a;else q=!1;q&&(k.shaderID?(m=THREE.ShaderLib[k.shaderID],g.__webglShader={name:d.type,uniforms:THREE.UniformsUtils.clone(m.uniforms),vertexShader:m.vertexShader,fragmentShader:m.fragmentShader}):g.__webglShader={name:d.type,uniforms:d.uniforms,vertexShader:d.vertexShader,
fragmentShader:d.fragmentShader},d.__webglShader=g.__webglShader,m=ua.acquireProgram(d,k,n),g.program=m,d.program=m);k=m.getAttributes();if(d.morphTargets)for(n=d.numSupportedMorphTargets=0;n<aa.maxMorphTargets;n++)0<=k["morphTarget"+n]&&d.numSupportedMorphTargets++;if(d.morphNormals)for(n=d.numSupportedMorphNormals=0;n<aa.maxMorphNormals;n++)0<=k["morphNormal"+n]&&d.numSupportedMorphNormals++;g.uniformsList=[];var k=g.program.getUniforms(),p;for(p in g.__webglShader.uniforms)(n=k[p])&&g.uniformsList.push([g.__webglShader.uniforms[p],
n])}d.needsUpdate=!1}n=m=q=!1;g=f.program;p=g.getUniforms();k=f.__webglShader.uniforms;g.id!==Aa&&(r.useProgram(g.program),Aa=g.id,n=m=q=!0);d.id!==ta&&(-1===ta&&(n=!0),ta=d.id,m=!0);if(q||a!==ra)r.uniformMatrix4fv(p.projectionMatrix,!1,a.projectionMatrix.elements),ha.logarithmicDepthBuffer&&r.uniform1f(p.logDepthBufFC,2/(Math.log(a.far+1)/Math.LN2)),a!==ra&&(ra=a),(d instanceof THREE.ShaderMaterial||d instanceof THREE.MeshPhongMaterial||d.envMap)&&void 0!==p.cameraPosition&&(V.setFromMatrixPosition(a.matrixWorld),
r.uniform3f(p.cameraPosition,V.x,V.y,V.z)),(d instanceof THREE.MeshPhongMaterial||d instanceof THREE.MeshLambertMaterial||d instanceof THREE.MeshBasicMaterial||d instanceof THREE.ShaderMaterial||d.skinning)&&void 0!==p.viewMatrix&&r.uniformMatrix4fv(p.viewMatrix,!1,a.matrixWorldInverse.elements);d.skinning&&(e.bindMatrix&&void 0!==p.bindMatrix&&r.uniformMatrix4fv(p.bindMatrix,!1,e.bindMatrix.elements),e.bindMatrixInverse&&void 0!==p.bindMatrixInverse&&r.uniformMatrix4fv(p.bindMatrixInverse,!1,e.bindMatrixInverse.elements),
ha.floatVertexTextures&&e.skeleton&&e.skeleton.useVertexTexture?(void 0!==p.boneTexture&&(q=w(),r.uniform1i(p.boneTexture,q),aa.setTexture(e.skeleton.boneTexture,q)),void 0!==p.boneTextureWidth&&r.uniform1i(p.boneTextureWidth,e.skeleton.boneTextureWidth),void 0!==p.boneTextureHeight&&r.uniform1i(p.boneTextureHeight,e.skeleton.boneTextureHeight)):e.skeleton&&e.skeleton.boneMatrices&&void 0!==p.boneGlobalMatrices&&r.uniformMatrix4fv(p.boneGlobalMatrices,!1,e.skeleton.boneMatrices));if(m){c&&d.fog&&
(k.fogColor.value=c.color,c instanceof THREE.Fog?(k.fogNear.value=c.near,k.fogFar.value=c.far):c instanceof THREE.FogExp2&&(k.fogDensity.value=c.density));if(d instanceof THREE.MeshPhongMaterial||d instanceof THREE.MeshLambertMaterial||d.lights){if(wa){var n=!0,s,t=q=0,x=0,v,F,C,y=Ca,E=a.matrixWorldInverse,B=y.directional.colors,K=y.directional.positions,O=y.point.colors,N=y.point.positions,M=y.point.distances,G=y.point.decays,J=y.spot.colors,H=y.spot.positions,Q=y.spot.distances,I=y.spot.directions,
da=y.spot.anglesCos,T=y.spot.exponents,R=y.spot.decays,Z=y.hemi.skyColors,ga=y.hemi.groundColors,S=y.hemi.positions,ca=0,U=0,ea=0,fa=0,ja=0,ma=0,X=0,$=0,ba=s=0;c=C=ba=0;for(m=b.length;c<m;c++)s=b[c],v=s.color,F=s.intensity,C=s.distance,s instanceof THREE.AmbientLight?s.visible&&(q+=v.r,t+=v.g,x+=v.b):s instanceof THREE.DirectionalLight?(ja+=1,s.visible&&(Y.setFromMatrixPosition(s.matrixWorld),V.setFromMatrixPosition(s.target.matrixWorld),Y.sub(V),Y.transformDirection(E),s=3*ca,K[s+0]=Y.x,K[s+1]=Y.y,
K[s+2]=Y.z,D(B,s,v,F),ca+=1)):s instanceof THREE.PointLight?(ma+=1,s.visible&&(ba=3*U,D(O,ba,v,F),V.setFromMatrixPosition(s.matrixWorld),V.applyMatrix4(E),N[ba+0]=V.x,N[ba+1]=V.y,N[ba+2]=V.z,M[U]=C,G[U]=0===s.distance?0:s.decay,U+=1)):s instanceof THREE.SpotLight?(X+=1,s.visible&&(ba=3*ea,D(J,ba,v,F),Y.setFromMatrixPosition(s.matrixWorld),V.copy(Y).applyMatrix4(E),H[ba+0]=V.x,H[ba+1]=V.y,H[ba+2]=V.z,Q[ea]=C,V.setFromMatrixPosition(s.target.matrixWorld),Y.sub(V),Y.transformDirection(E),I[ba+0]=Y.x,
I[ba+1]=Y.y,I[ba+2]=Y.z,da[ea]=Math.cos(s.angle),T[ea]=s.exponent,R[ea]=0===s.distance?0:s.decay,ea+=1)):s instanceof THREE.HemisphereLight&&($+=1,s.visible&&(Y.setFromMatrixPosition(s.matrixWorld),Y.transformDirection(E),C=3*fa,S[C+0]=Y.x,S[C+1]=Y.y,S[C+2]=Y.z,v=s.color,s=s.groundColor,D(Z,C,v,F),D(ga,C,s,F),fa+=1));c=3*ca;for(m=Math.max(B.length,3*ja);c<m;c++)B[c]=0;c=3*U;for(m=Math.max(O.length,3*ma);c<m;c++)O[c]=0;c=3*ea;for(m=Math.max(J.length,3*X);c<m;c++)J[c]=0;c=3*fa;for(m=Math.max(Z.length,
3*$);c<m;c++)Z[c]=0;c=3*fa;for(m=Math.max(ga.length,3*$);c<m;c++)ga[c]=0;y.directional.length=ca;y.point.length=U;y.spot.length=ea;y.hemi.length=fa;y.ambient[0]=q;y.ambient[1]=t;y.ambient[2]=x;wa=!1}n?(n=Ca,k.ambientLightColor.value=n.ambient,k.directionalLightColor.value=n.directional.colors,k.directionalLightDirection.value=n.directional.positions,k.pointLightColor.value=n.point.colors,k.pointLightPosition.value=n.point.positions,k.pointLightDistance.value=n.point.distances,k.pointLightDecay.value=
n.point.decays,k.spotLightColor.value=n.spot.colors,k.spotLightPosition.value=n.spot.positions,k.spotLightDistance.value=n.spot.distances,k.spotLightDirection.value=n.spot.directions,k.spotLightAngleCos.value=n.spot.anglesCos,k.spotLightExponent.value=n.spot.exponents,k.spotLightDecay.value=n.spot.decays,k.hemisphereLightSkyColor.value=n.hemi.skyColors,k.hemisphereLightGroundColor.value=n.hemi.groundColors,k.hemisphereLightDirection.value=n.hemi.positions,u(k,!0)):u(k,!1)}if(d instanceof THREE.MeshBasicMaterial||
d instanceof THREE.MeshLambertMaterial||d instanceof THREE.MeshPhongMaterial){k.opacity.value=d.opacity;k.diffuse.value=d.color;d.emissive&&(k.emissive.value=d.emissive);k.map.value=d.map;k.specularMap.value=d.specularMap;k.alphaMap.value=d.alphaMap;d.aoMap&&(k.aoMap.value=d.aoMap,k.aoMapIntensity.value=d.aoMapIntensity);var P;d.map?P=d.map:d.specularMap?P=d.specularMap:d.displacementMap?P=d.displacementMap:d.normalMap?P=d.normalMap:d.bumpMap?P=d.bumpMap:d.alphaMap?P=d.alphaMap:d.emissiveMap&&(P=
d.emissiveMap);void 0!==P&&(P instanceof THREE.WebGLRenderTarget&&(P=P.texture),n=P.offset,P=P.repeat,k.offsetRepeat.value.set(n.x,n.y,P.x,P.y));k.envMap.value=d.envMap;k.flipEnvMap.value=d.envMap instanceof THREE.WebGLRenderTargetCube?1:-1;k.reflectivity.value=d.reflectivity;k.refractionRatio.value=d.refractionRatio}d instanceof THREE.LineBasicMaterial?(k.diffuse.value=d.color,k.opacity.value=d.opacity):d instanceof THREE.LineDashedMaterial?(k.diffuse.value=d.color,k.opacity.value=d.opacity,k.dashSize.value=
d.dashSize,k.totalSize.value=d.dashSize+d.gapSize,k.scale.value=d.scale):d instanceof THREE.PointsMaterial?(k.psColor.value=d.color,k.opacity.value=d.opacity,k.size.value=d.size,k.scale.value=L.height/2,k.map.value=d.map,null!==d.map&&(a=d.map.offset,P=d.map.repeat,k.offsetRepeat.value.set(a.x,a.y,P.x,P.y))):d instanceof THREE.MeshPhongMaterial?(k.specular.value=d.specular,k.shininess.value=Math.max(d.shininess,1E-4),d.lightMap&&(k.lightMap.value=d.lightMap,k.lightMapIntensity.value=d.lightMapIntensity),
d.emissiveMap&&(k.emissiveMap.value=d.emissiveMap),d.bumpMap&&(k.bumpMap.value=d.bumpMap,k.bumpScale.value=d.bumpScale),d.normalMap&&(k.normalMap.value=d.normalMap,k.normalScale.value.copy(d.normalScale)),d.displacementMap&&(k.displacementMap.value=d.displacementMap,k.displacementScale.value=d.displacementScale,k.displacementBias.value=d.displacementBias)):d instanceof THREE.MeshDepthMaterial?(k.mNear.value=a.near,k.mFar.value=a.far,k.opacity.value=d.opacity):d instanceof THREE.MeshNormalMaterial&&
(k.opacity.value=d.opacity);if(e.receiveShadow&&!d._shadowPass&&k.shadowMatrix)for(a=d=0,P=b.length;a<P;a++)n=b[a],!0===n.castShadow&&(n instanceof THREE.PointLight||n instanceof THREE.SpotLight||n instanceof THREE.DirectionalLight)&&(c=n.shadow,n instanceof THREE.PointLight?(V.setFromMatrixPosition(n.matrixWorld).negate(),c.matrix.identity().setPosition(V),k.shadowDarkness.value[d]=-c.darkness):k.shadowDarkness.value[d]=c.darkness,k.shadowMatrix.value[d]=c.matrix,k.shadowMap.value[d]=c.map,k.shadowMapSize.value[d]=
c.mapSize,k.shadowBias.value[d]=c.bias,d++);b=f.uniformsList;f=0;for(d=b.length;f<d;f++)if(a=b[f][0],!1!==a.needsUpdate)switch(k=a.type,c=a.value,P=b[f][1],k){case "1i":r.uniform1i(P,c);break;case "1f":r.uniform1f(P,c);break;case "2f":r.uniform2f(P,c[0],c[1]);break;case "3f":r.uniform3f(P,c[0],c[1],c[2]);break;case "4f":r.uniform4f(P,c[0],c[1],c[2],c[3]);break;case "1iv":r.uniform1iv(P,c);break;case "3iv":r.uniform3iv(P,c);break;case "1fv":r.uniform1fv(P,c);break;case "2fv":r.uniform2fv(P,c);break;
case "3fv":r.uniform3fv(P,c);break;case "4fv":r.uniform4fv(P,c);break;case "Matrix3fv":r.uniformMatrix3fv(P,!1,c);break;case "Matrix4fv":r.uniformMatrix4fv(P,!1,c);break;case "i":r.uniform1i(P,c);break;case "f":r.uniform1f(P,c);break;case "v2":r.uniform2f(P,c.x,c.y);break;case "v3":r.uniform3f(P,c.x,c.y,c.z);break;case "v4":r.uniform4f(P,c.x,c.y,c.z,c.w);break;case "c":r.uniform3f(P,c.r,c.g,c.b);break;case "iv1":r.uniform1iv(P,c);break;case "iv":r.uniform3iv(P,c);break;case "fv1":r.uniform1fv(P,c);
break;case "fv":r.uniform3fv(P,c);break;case "v2v":void 0===a._array&&(a._array=new Float32Array(2*c.length));m=k=0;for(n=c.length;k<n;k++,m+=2)a._array[m+0]=c[k].x,a._array[m+1]=c[k].y;r.uniform2fv(P,a._array);break;case "v3v":void 0===a._array&&(a._array=new Float32Array(3*c.length));m=k=0;for(n=c.length;k<n;k++,m+=3)a._array[m+0]=c[k].x,a._array[m+1]=c[k].y,a._array[m+2]=c[k].z;r.uniform3fv(P,a._array);break;case "v4v":void 0===a._array&&(a._array=new Float32Array(4*c.length));m=k=0;for(n=c.length;k<
n;k++,m+=4)a._array[m+0]=c[k].x,a._array[m+1]=c[k].y,a._array[m+2]=c[k].z,a._array[m+3]=c[k].w;r.uniform4fv(P,a._array);break;case "m3":r.uniformMatrix3fv(P,!1,c.elements);break;case "m3v":void 0===a._array&&(a._array=new Float32Array(9*c.length));k=0;for(n=c.length;k<n;k++)c[k].flattenToArrayOffset(a._array,9*k);r.uniformMatrix3fv(P,!1,a._array);break;case "m4":r.uniformMatrix4fv(P,!1,c.elements);break;case "m4v":void 0===a._array&&(a._array=new Float32Array(16*c.length));k=0;for(n=c.length;k<n;k++)c[k].flattenToArrayOffset(a._array,
16*k);r.uniformMatrix4fv(P,!1,a._array);break;case "t":m=w();r.uniform1i(P,m);if(!c)continue;c instanceof THREE.CubeTexture||Array.isArray(c.image)&&6===c.image.length?z(c,m):c instanceof THREE.WebGLRenderTargetCube?A(c.texture,m):c instanceof THREE.WebGLRenderTarget?aa.setTexture(c.texture,m):aa.setTexture(c,m);break;case "tv":void 0===a._array&&(a._array=[]);k=0;for(n=a.value.length;k<n;k++)a._array[k]=w();r.uniform1iv(P,a._array);k=0;for(n=a.value.length;k<n;k++)c=a.value[k],m=a._array[k],c&&(c instanceof
THREE.CubeTexture||c.image instanceof Array&&6===c.image.length?z(c,m):c instanceof THREE.WebGLRenderTarget?aa.setTexture(c.texture,m):c instanceof THREE.WebGLRenderTargetCube?A(c.texture,m):aa.setTexture(c,m));break;default:console.warn("THREE.WebGLRenderer: Unknown uniform type: "+k)}}r.uniformMatrix4fv(p.modelViewMatrix,!1,e.modelViewMatrix.elements);p.normalMatrix&&r.uniformMatrix3fv(p.normalMatrix,!1,e.normalMatrix.elements);void 0!==p.modelMatrix&&r.uniformMatrix4fv(p.modelMatrix,!1,e.matrixWorld.elements);
return g}function u(a,b){a.ambientLightColor.needsUpdate=b;a.directionalLightColor.needsUpdate=b;a.directionalLightDirection.needsUpdate=b;a.pointLightColor.needsUpdate=b;a.pointLightPosition.needsUpdate=b;a.pointLightDistance.needsUpdate=b;a.pointLightDecay.needsUpdate=b;a.spotLightColor.needsUpdate=b;a.spotLightPosition.needsUpdate=b;a.spotLightDistance.needsUpdate=b;a.spotLightDirection.needsUpdate=b;a.spotLightAngleCos.needsUpdate=b;a.spotLightExponent.needsUpdate=b;a.spotLightDecay.needsUpdate=
b;a.hemisphereLightSkyColor.needsUpdate=b;a.hemisphereLightGroundColor.needsUpdate=b;a.hemisphereLightDirection.needsUpdate=b}function w(){var a=ya;a>=ha.maxTextures&&console.warn("WebGLRenderer: trying to use "+a+" texture units while this GPU supports only "+ha.maxTextures);ya+=1;return a}function D(a,b,c,d){a[b+0]=c.r*d;a[b+1]=c.g*d;a[b+2]=c.b*d}function x(a,b,c){c?(r.texParameteri(a,r.TEXTURE_WRAP_S,N(b.wrapS)),r.texParameteri(a,r.TEXTURE_WRAP_T,N(b.wrapT)),r.texParameteri(a,r.TEXTURE_MAG_FILTER,
N(b.magFilter)),r.texParameteri(a,r.TEXTURE_MIN_FILTER,N(b.minFilter))):(r.texParameteri(a,r.TEXTURE_WRAP_S,r.CLAMP_TO_EDGE),r.texParameteri(a,r.TEXTURE_WRAP_T,r.CLAMP_TO_EDGE),b.wrapS===THREE.ClampToEdgeWrapping&&b.wrapT===THREE.ClampToEdgeWrapping||console.warn("THREE.WebGLRenderer: Texture is not power of two. Texture.wrapS and Texture.wrapT should be set to THREE.ClampToEdgeWrapping.",b),r.texParameteri(a,r.TEXTURE_MAG_FILTER,C(b.magFilter)),r.texParameteri(a,r.TEXTURE_MIN_FILTER,C(b.minFilter)),
b.minFilter!==THREE.NearestFilter&&b.minFilter!==THREE.LinearFilter&&console.warn("THREE.WebGLRenderer: Texture is not power of two. Texture.minFilter should be set to THREE.NearestFilter or THREE.LinearFilter.",b));!(c=S.get("EXT_texture_filter_anisotropic"))||b.type===THREE.FloatType&&null===S.get("OES_texture_float_linear")||b.type===THREE.HalfFloatType&&null===S.get("OES_texture_half_float_linear")||!(1<b.anisotropy||W.get(b).__currentAnisotropy)||(r.texParameterf(a,c.TEXTURE_MAX_ANISOTROPY_EXT,
Math.min(b.anisotropy,aa.getMaxAnisotropy())),W.get(b).__currentAnisotropy=b.anisotropy)}function B(a,b){if(a.width>b||a.height>b){var c=b/Math.max(a.width,a.height),d=document.createElement("canvas");d.width=Math.floor(a.width*c);d.height=Math.floor(a.height*c);d.getContext("2d").drawImage(a,0,0,a.width,a.height,0,0,d.width,d.height);console.warn("THREE.WebGLRenderer: image is too big ("+a.width+"x"+a.height+"). Resized to "+d.width+"x"+d.height,a);return d}return a}function y(a){return THREE.Math.isPowerOfTwo(a.width)&&
THREE.Math.isPowerOfTwo(a.height)}function z(a,b){var c=W.get(a);if(6===a.image.length)if(0<a.version&&c.__version!==a.version){c.__image__webglTextureCube||(a.addEventListener("dispose",g),c.__image__webglTextureCube=r.createTexture(),la.textures++);I.activeTexture(r.TEXTURE0+b);I.bindTexture(r.TEXTURE_CUBE_MAP,c.__image__webglTextureCube);r.pixelStorei(r.UNPACK_FLIP_Y_WEBGL,a.flipY);for(var d=a instanceof THREE.CompressedTexture,e=a.image[0]instanceof THREE.DataTexture,f=[],h=0;6>h;h++)f[h]=!aa.autoScaleCubemaps||
d||e?e?a.image[h].image:a.image[h]:B(a.image[h],ha.maxCubemapSize);var k=y(f[0]),l=N(a.format),n=N(a.type);x(r.TEXTURE_CUBE_MAP,a,k);for(h=0;6>h;h++)if(d)for(var m,q=f[h].mipmaps,p=0,s=q.length;p<s;p++)m=q[p],a.format!==THREE.RGBAFormat&&a.format!==THREE.RGBFormat?-1<I.getCompressedTextureFormats().indexOf(l)?I.compressedTexImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+h,p,l,m.width,m.height,0,m.data):console.warn("THREE.WebGLRenderer: Attempt to load unsupported compressed texture format in .setCubeTexture()"):
I.texImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+h,p,l,m.width,m.height,0,l,n,m.data);else e?I.texImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+h,0,l,f[h].width,f[h].height,0,l,n,f[h].data):I.texImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+h,0,l,l,n,f[h]);a.generateMipmaps&&k&&r.generateMipmap(r.TEXTURE_CUBE_MAP);c.__version=a.version;if(a.onUpdate)a.onUpdate(a)}else I.activeTexture(r.TEXTURE0+b),I.bindTexture(r.TEXTURE_CUBE_MAP,c.__image__webglTextureCube)}function A(a,b){I.activeTexture(r.TEXTURE0+b);I.bindTexture(r.TEXTURE_CUBE_MAP,
W.get(a).__webglTexture)}function J(a,b,c){r.bindFramebuffer(r.FRAMEBUFFER,a);r.framebufferTexture2D(r.FRAMEBUFFER,r.COLOR_ATTACHMENT0,c,W.get(b.texture).__webglTexture,0)}function F(a,b){r.bindRenderbuffer(r.RENDERBUFFER,a);b.depthBuffer&&!b.stencilBuffer?(r.renderbufferStorage(r.RENDERBUFFER,r.DEPTH_COMPONENT16,b.width,b.height),r.framebufferRenderbuffer(r.FRAMEBUFFER,r.DEPTH_ATTACHMENT,r.RENDERBUFFER,a)):b.depthBuffer&&b.stencilBuffer?(r.renderbufferStorage(r.RENDERBUFFER,r.DEPTH_STENCIL,b.width,
b.height),r.framebufferRenderbuffer(r.FRAMEBUFFER,r.DEPTH_STENCIL_ATTACHMENT,r.RENDERBUFFER,a)):r.renderbufferStorage(r.RENDERBUFFER,r.RGBA4,b.width,b.height)}function C(a){return a===THREE.NearestFilter||a===THREE.NearestMipMapNearestFilter||a===THREE.NearestMipMapLinearFilter?r.NEAREST:r.LINEAR}function N(a){var b;if(a===THREE.RepeatWrapping)return r.REPEAT;if(a===THREE.ClampToEdgeWrapping)return r.CLAMP_TO_EDGE;if(a===THREE.MirroredRepeatWrapping)return r.MIRRORED_REPEAT;if(a===THREE.NearestFilter)return r.NEAREST;
if(a===THREE.NearestMipMapNearestFilter)return r.NEAREST_MIPMAP_NEAREST;if(a===THREE.NearestMipMapLinearFilter)return r.NEAREST_MIPMAP_LINEAR;if(a===THREE.LinearFilter)return r.LINEAR;if(a===THREE.LinearMipMapNearestFilter)return r.LINEAR_MIPMAP_NEAREST;if(a===THREE.LinearMipMapLinearFilter)return r.LINEAR_MIPMAP_LINEAR;if(a===THREE.UnsignedByteType)return r.UNSIGNED_BYTE;if(a===THREE.UnsignedShort4444Type)return r.UNSIGNED_SHORT_4_4_4_4;if(a===THREE.UnsignedShort5551Type)return r.UNSIGNED_SHORT_5_5_5_1;
if(a===THREE.UnsignedShort565Type)return r.UNSIGNED_SHORT_5_6_5;if(a===THREE.ByteType)return r.BYTE;if(a===THREE.ShortType)return r.SHORT;if(a===THREE.UnsignedShortType)return r.UNSIGNED_SHORT;if(a===THREE.IntType)return r.INT;if(a===THREE.UnsignedIntType)return r.UNSIGNED_INT;if(a===THREE.FloatType)return r.FLOAT;b=S.get("OES_texture_half_float");if(null!==b&&a===THREE.HalfFloatType)return b.HALF_FLOAT_OES;if(a===THREE.AlphaFormat)return r.ALPHA;if(a===THREE.RGBFormat)return r.RGB;if(a===THREE.RGBAFormat)return r.RGBA;
if(a===THREE.LuminanceFormat)return r.LUMINANCE;if(a===THREE.LuminanceAlphaFormat)return r.LUMINANCE_ALPHA;if(a===THREE.AddEquation)return r.FUNC_ADD;if(a===THREE.SubtractEquation)return r.FUNC_SUBTRACT;if(a===THREE.ReverseSubtractEquation)return r.FUNC_REVERSE_SUBTRACT;if(a===THREE.ZeroFactor)return r.ZERO;if(a===THREE.OneFactor)return r.ONE;if(a===THREE.SrcColorFactor)return r.SRC_COLOR;if(a===THREE.OneMinusSrcColorFactor)return r.ONE_MINUS_SRC_COLOR;if(a===THREE.SrcAlphaFactor)return r.SRC_ALPHA;
if(a===THREE.OneMinusSrcAlphaFactor)return r.ONE_MINUS_SRC_ALPHA;if(a===THREE.DstAlphaFactor)return r.DST_ALPHA;if(a===THREE.OneMinusDstAlphaFactor)return r.ONE_MINUS_DST_ALPHA;if(a===THREE.DstColorFactor)return r.DST_COLOR;if(a===THREE.OneMinusDstColorFactor)return r.ONE_MINUS_DST_COLOR;if(a===THREE.SrcAlphaSaturateFactor)return r.SRC_ALPHA_SATURATE;b=S.get("WEBGL_compressed_texture_s3tc");if(null!==b){if(a===THREE.RGB_S3TC_DXT1_Format)return b.COMPRESSED_RGB_S3TC_DXT1_EXT;if(a===THREE.RGBA_S3TC_DXT1_Format)return b.COMPRESSED_RGBA_S3TC_DXT1_EXT;
if(a===THREE.RGBA_S3TC_DXT3_Format)return b.COMPRESSED_RGBA_S3TC_DXT3_EXT;if(a===THREE.RGBA_S3TC_DXT5_Format)return b.COMPRESSED_RGBA_S3TC_DXT5_EXT}b=S.get("WEBGL_compressed_texture_pvrtc");if(null!==b){if(a===THREE.RGB_PVRTC_4BPPV1_Format)return b.COMPRESSED_RGB_PVRTC_4BPPV1_IMG;if(a===THREE.RGB_PVRTC_2BPPV1_Format)return b.COMPRESSED_RGB_PVRTC_2BPPV1_IMG;if(a===THREE.RGBA_PVRTC_4BPPV1_Format)return b.COMPRESSED_RGBA_PVRTC_4BPPV1_IMG;if(a===THREE.RGBA_PVRTC_2BPPV1_Format)return b.COMPRESSED_RGBA_PVRTC_2BPPV1_IMG}b=
S.get("EXT_blend_minmax");if(null!==b){if(a===THREE.MinEquation)return b.MIN_EXT;if(a===THREE.MaxEquation)return b.MAX_EXT}return 0}console.log("THREE.WebGLRenderer",THREE.REVISION);a=a||{};var L=void 0!==a.canvas?a.canvas:document.createElement("canvas"),Q=void 0!==a.context?a.context:null,M=L.width,K=L.height,E=1,O=void 0!==a.alpha?a.alpha:!1,T=void 0!==a.depth?a.depth:!0,H=void 0!==a.stencil?a.stencil:!0,R=void 0!==a.antialias?a.antialias:!1,G=void 0!==a.premultipliedAlpha?a.premultipliedAlpha:
!0,ia=void 0!==a.preserveDrawingBuffer?a.preserveDrawingBuffer:!1,U=new THREE.Color(0),X=0,da=[],ca=[],ga=-1,Z=[],fa=-1,ma=new Float32Array(8),ea=[],ja=[];this.domElement=L;this.context=null;this.sortObjects=this.autoClearStencil=this.autoClearDepth=this.autoClearColor=this.autoClear=!0;this.gammaFactor=2;this.gammaOutput=this.gammaInput=!1;this.maxMorphTargets=8;this.maxMorphNormals=4;this.autoScaleCubemaps=!0;var aa=this,Aa=null,za=null,ta=-1,sa="",ra=null,ya=0,na=0,oa=0,pa=L.width,qa=L.height,
Da=0,Ea=0,Ba=new THREE.Frustum,xa=new THREE.Matrix4,V=new THREE.Vector3,Y=new THREE.Vector3,wa=!0,Ca={ambient:[0,0,0],directional:{length:0,colors:[],positions:[]},point:{length:0,colors:[],positions:[],distances:[],decays:[]},spot:{length:0,colors:[],positions:[],distances:[],directions:[],anglesCos:[],exponents:[],decays:[]},hemi:{length:0,skyColors:[],groundColors:[],positions:[]}},la={geometries:0,textures:0},ka={calls:0,vertices:0,faces:0,points:0};this.info={render:ka,memory:la,programs:null};
var r;try{O={alpha:O,depth:T,stencil:H,antialias:R,premultipliedAlpha:G,preserveDrawingBuffer:ia};r=Q||L.getContext("webgl",O)||L.getContext("experimental-webgl",O);if(null===r){if(null!==L.getContext("webgl"))throw"Error creating WebGL context with your selected attributes.";throw"Error creating WebGL context.";}L.addEventListener("webglcontextlost",e,!1)}catch(Fa){console.error("THREE.WebGLRenderer: "+Fa)}var S=new THREE.WebGLExtensions(r);S.get("OES_texture_float");S.get("OES_texture_float_linear");
S.get("OES_texture_half_float");S.get("OES_texture_half_float_linear");S.get("OES_standard_derivatives");S.get("ANGLE_instanced_arrays");S.get("OES_element_index_uint")&&(THREE.BufferGeometry.MaxIndex=4294967296);var ha=new THREE.WebGLCapabilities(r,S,a),I=new THREE.WebGLState(r,S,N),W=new THREE.WebGLProperties,va=new THREE.WebGLObjects(r,W,this.info),ua=new THREE.WebGLPrograms(this,ha);this.info.programs=ua.programs;var Ga=new THREE.WebGLBufferRenderer(r,S,ka),Ha=new THREE.WebGLIndexedBufferRenderer(r,
S,ka);c();this.context=r;this.capabilities=ha;this.extensions=S;this.state=I;var $=new THREE.WebGLShadowMap(this,da,va);this.shadowMap=$;var Ia=new THREE.SpritePlugin(this,ea),Ja=new THREE.LensFlarePlugin(this,ja);this.getContext=function(){return r};this.getContextAttributes=function(){return r.getContextAttributes()};this.forceContextLoss=function(){S.get("WEBGL_lose_context").loseContext()};this.getMaxAnisotropy=function(){var a;return function(){if(void 0!==a)return a;var b=S.get("EXT_texture_filter_anisotropic");
return a=null!==b?r.getParameter(b.MAX_TEXTURE_MAX_ANISOTROPY_EXT):0}}();this.getPrecision=function(){return ha.precision};this.getPixelRatio=function(){return E};this.setPixelRatio=function(a){void 0!==a&&(E=a)};this.getSize=function(){return{width:M,height:K}};this.setSize=function(a,b,c){M=a;K=b;L.width=a*E;L.height=b*E;!1!==c&&(L.style.width=a+"px",L.style.height=b+"px");this.setViewport(0,0,a,b)};this.setViewport=function(a,b,c,d){na=a*E;oa=b*E;pa=c*E;qa=d*E;r.viewport(na,oa,pa,qa)};this.getViewport=
function(a){a.x=na/E;a.y=oa/E;a.z=pa/E;a.w=qa/E};this.setScissor=function(a,b,c,d){r.scissor(a*E,b*E,c*E,d*E)};this.enableScissorTest=function(a){I.setScissorTest(a)};this.getClearColor=function(){return U};this.setClearColor=function(a,c){U.set(a);X=void 0!==c?c:1;b(U.r,U.g,U.b,X)};this.getClearAlpha=function(){return X};this.setClearAlpha=function(a){X=a;b(U.r,U.g,U.b,X)};this.clear=function(a,b,c){var d=0;if(void 0===a||a)d|=r.COLOR_BUFFER_BIT;if(void 0===b||b)d|=r.DEPTH_BUFFER_BIT;if(void 0===
c||c)d|=r.STENCIL_BUFFER_BIT;r.clear(d)};this.clearColor=function(){r.clear(r.COLOR_BUFFER_BIT)};this.clearDepth=function(){r.clear(r.DEPTH_BUFFER_BIT)};this.clearStencil=function(){r.clear(r.STENCIL_BUFFER_BIT)};this.clearTarget=function(a,b,c,d){this.setRenderTarget(a);this.clear(b,c,d)};this.resetGLState=d;this.dispose=function(){L.removeEventListener("webglcontextlost",e,!1)};this.renderBufferImmediate=function(a,b,c){I.initAttributes();var d=W.get(a);a.hasPositions&&!d.position&&(d.position=
r.createBuffer());a.hasNormals&&!d.normal&&(d.normal=r.createBuffer());a.hasUvs&&!d.uv&&(d.uv=r.createBuffer());a.hasColors&&!d.color&&(d.color=r.createBuffer());b=b.getAttributes();a.hasPositions&&(r.bindBuffer(r.ARRAY_BUFFER,d.position),r.bufferData(r.ARRAY_BUFFER,a.positionArray,r.DYNAMIC_DRAW),I.enableAttribute(b.position),r.vertexAttribPointer(b.position,3,r.FLOAT,!1,0,0));if(a.hasNormals){r.bindBuffer(r.ARRAY_BUFFER,d.normal);if("MeshPhongMaterial"!==c.type&&c.shading===THREE.FlatShading)for(var e=
0,f=3*a.count;e<f;e+=9){var g=a.normalArray,h=(g[e+0]+g[e+3]+g[e+6])/3,k=(g[e+1]+g[e+4]+g[e+7])/3,l=(g[e+2]+g[e+5]+g[e+8])/3;g[e+0]=h;g[e+1]=k;g[e+2]=l;g[e+3]=h;g[e+4]=k;g[e+5]=l;g[e+6]=h;g[e+7]=k;g[e+8]=l}r.bufferData(r.ARRAY_BUFFER,a.normalArray,r.DYNAMIC_DRAW);I.enableAttribute(b.normal);r.vertexAttribPointer(b.normal,3,r.FLOAT,!1,0,0)}a.hasUvs&&c.map&&(r.bindBuffer(r.ARRAY_BUFFER,d.uv),r.bufferData(r.ARRAY_BUFFER,a.uvArray,r.DYNAMIC_DRAW),I.enableAttribute(b.uv),r.vertexAttribPointer(b.uv,2,r.FLOAT,
!1,0,0));a.hasColors&&c.vertexColors!==THREE.NoColors&&(r.bindBuffer(r.ARRAY_BUFFER,d.color),r.bufferData(r.ARRAY_BUFFER,a.colorArray,r.DYNAMIC_DRAW),I.enableAttribute(b.color),r.vertexAttribPointer(b.color,3,r.FLOAT,!1,0,0));I.disableUnusedAttributes();r.drawArrays(r.TRIANGLES,0,a.count);a.count=0};this.renderBufferDirect=function(a,b,c,d,e,f,g){t(e);var h=v(a,b,c,e,f),l=!1;a=d.id+"_"+h.id+"_"+e.wireframe;a!==sa&&(sa=a,l=!0);b=f.morphTargetInfluences;if(void 0!==b){a=[];c=0;for(l=b.length;c<l;c++){var n=
b[c];a.push([n,c])}a.sort(k);8<a.length&&(a.length=8);var m=d.morphAttributes;c=0;for(l=a.length;c<l;c++)n=a[c],ma[c]=n[0],0!==n[0]?(b=n[1],!0===e.morphTargets&&m.position&&d.addAttribute("morphTarget"+c,m.position[b]),!0===e.morphNormals&&m.normal&&d.addAttribute("morphNormal"+c,m.normal[b])):(!0===e.morphTargets&&d.removeAttribute("morphTarget"+c),!0===e.morphNormals&&d.removeAttribute("morphNormal"+c));a=h.getUniforms();null!==a.morphTargetInfluences&&r.uniform1fv(a.morphTargetInfluences,ma);l=
!0}b=d.index;c=d.attributes.position;!0===e.wireframe&&(b=va.getWireframeAttribute(d));null!==b?(a=Ha,a.setIndex(b)):a=Ga;if(l){a:{var l=void 0,q;if(d instanceof THREE.InstancedBufferGeometry&&(q=S.get("ANGLE_instanced_arrays"),null===q)){console.error("THREE.WebGLRenderer.setupVertexAttributes: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays.");break a}void 0===l&&(l=0);I.initAttributes();var n=d.attributes,h=h.getAttributes(),m=e.defaultAttributeValues,
p;for(p in h){var s=h[p];if(0<=s){var u=n[p];if(void 0!==u){var w=u.itemSize,x=va.getAttributeBuffer(u);if(u instanceof THREE.InterleavedBufferAttribute){var F=u.data,D=F.stride,u=u.offset;F instanceof THREE.InstancedInterleavedBuffer?(I.enableAttributeAndDivisor(s,F.meshPerAttribute,q),void 0===d.maxInstancedCount&&(d.maxInstancedCount=F.meshPerAttribute*F.count)):I.enableAttribute(s);r.bindBuffer(r.ARRAY_BUFFER,x);r.vertexAttribPointer(s,w,r.FLOAT,!1,D*F.array.BYTES_PER_ELEMENT,(l*D+u)*F.array.BYTES_PER_ELEMENT)}else u instanceof
THREE.InstancedBufferAttribute?(I.enableAttributeAndDivisor(s,u.meshPerAttribute,q),void 0===d.maxInstancedCount&&(d.maxInstancedCount=u.meshPerAttribute*u.count)):I.enableAttribute(s),r.bindBuffer(r.ARRAY_BUFFER,x),r.vertexAttribPointer(s,w,r.FLOAT,!1,0,l*w*4)}else if(void 0!==m&&(w=m[p],void 0!==w))switch(w.length){case 2:r.vertexAttrib2fv(s,w);break;case 3:r.vertexAttrib3fv(s,w);break;case 4:r.vertexAttrib4fv(s,w);break;default:r.vertexAttrib1fv(s,w)}}}I.disableUnusedAttributes()}null!==b&&r.bindBuffer(r.ELEMENT_ARRAY_BUFFER,
va.getAttributeBuffer(b))}q=Infinity;null!==b?q=b.count:void 0!==c&&(q=c.count);p=d.drawRange.start;b=d.drawRange.count;c=null!==g?g.start:0;l=null!==g?g.count:Infinity;g=Math.max(0,p,c);q=Math.min(0+q,p+b,c+l)-1;q=Math.max(0,q-g+1);f instanceof THREE.Mesh?(!0===e.wireframe?(I.setLineWidth(e.wireframeLinewidth*E),a.setMode(r.LINES)):a.setMode(r.TRIANGLES),d instanceof THREE.InstancedBufferGeometry&&0<d.maxInstancedCount?a.renderInstances(d):a.render(g,q)):f instanceof THREE.Line?(d=e.linewidth,void 0===
d&&(d=1),I.setLineWidth(d*E),f instanceof THREE.LineSegments?a.setMode(r.LINES):a.setMode(r.LINE_STRIP),a.render(g,q)):f instanceof THREE.Points&&(a.setMode(r.POINTS),a.render(g,q))};this.render=function(a,b,c,d){if(!1===b instanceof THREE.Camera)console.error("THREE.WebGLRenderer.render: camera is not an instance of THREE.Camera.");else{var e=a.fog;sa="";ta=-1;ra=null;wa=!0;!0===a.autoUpdate&&a.updateMatrixWorld();null===b.parent&&b.updateMatrixWorld();b.matrixWorldInverse.getInverse(b.matrixWorld);
xa.multiplyMatrices(b.projectionMatrix,b.matrixWorldInverse);Ba.setFromMatrix(xa);da.length=0;fa=ga=-1;ea.length=0;ja.length=0;q(a,b);ca.length=ga+1;Z.length=fa+1;!0===aa.sortObjects&&(ca.sort(m),Z.sort(p));$.render(a);ka.calls=0;ka.vertices=0;ka.faces=0;ka.points=0;this.setRenderTarget(c);(this.autoClear||d)&&this.clear(this.autoClearColor,this.autoClearDepth,this.autoClearStencil);a.overrideMaterial?(d=a.overrideMaterial,s(ca,b,da,e,d),s(Z,b,da,e,d)):(I.setBlending(THREE.NoBlending),s(ca,b,da,e),
s(Z,b,da,e));Ia.render(a,b);Ja.render(a,b,Da,Ea);c&&(a=c.texture,b=y(c),a.generateMipmaps&&b&&a.minFilter!==THREE.NearestFilter&&a.minFilter!==THREE.LinearFilter&&(a=c instanceof THREE.WebGLRenderTargetCube?r.TEXTURE_CUBE_MAP:r.TEXTURE_2D,c=W.get(c.texture).__webglTexture,I.bindTexture(a,c),r.generateMipmap(a),I.bindTexture(a,null)));I.setDepthTest(!0);I.setDepthWrite(!0);I.setColorWrite(!0)}};this.setFaceCulling=function(a,b){a===THREE.CullFaceNone?I.disable(r.CULL_FACE):(b===THREE.FrontFaceDirectionCW?
r.frontFace(r.CW):r.frontFace(r.CCW),a===THREE.CullFaceBack?r.cullFace(r.BACK):a===THREE.CullFaceFront?r.cullFace(r.FRONT):r.cullFace(r.FRONT_AND_BACK),I.enable(r.CULL_FACE))};this.setTexture=function(a,b){var c=W.get(a);if(0<a.version&&c.__version!==a.version){var d=a.image;if(void 0===d)console.warn("THREE.WebGLRenderer: Texture marked for update but image is undefined",a);else if(!1===d.complete)console.warn("THREE.WebGLRenderer: Texture marked for update but image is incomplete",a);else{void 0===
c.__webglInit&&(c.__webglInit=!0,a.addEventListener("dispose",g),c.__webglTexture=r.createTexture(),la.textures++);I.activeTexture(r.TEXTURE0+b);I.bindTexture(r.TEXTURE_2D,c.__webglTexture);r.pixelStorei(r.UNPACK_FLIP_Y_WEBGL,a.flipY);r.pixelStorei(r.UNPACK_PREMULTIPLY_ALPHA_WEBGL,a.premultiplyAlpha);r.pixelStorei(r.UNPACK_ALIGNMENT,a.unpackAlignment);a.image=B(a.image,ha.maxTextureSize);if((a.wrapS!==THREE.ClampToEdgeWrapping||a.wrapT!==THREE.ClampToEdgeWrapping||a.minFilter!==THREE.NearestFilter&&
a.minFilter!==THREE.LinearFilter)&&!1===y(a.image)){d=a.image;if(d instanceof HTMLImageElement||d instanceof HTMLCanvasElement){var e=document.createElement("canvas");e.width=THREE.Math.nearestPowerOfTwo(d.width);e.height=THREE.Math.nearestPowerOfTwo(d.height);e.getContext("2d").drawImage(d,0,0,e.width,e.height);console.warn("THREE.WebGLRenderer: image is not power of two ("+d.width+"x"+d.height+"). Resized to "+e.width+"x"+e.height,d);d=e}a.image=d}var f=a.image,d=y(f),e=N(a.format),h=N(a.type);
x(r.TEXTURE_2D,a,d);var k=a.mipmaps;if(a instanceof THREE.DataTexture)if(0<k.length&&d){for(var l=0,n=k.length;l<n;l++)f=k[l],I.texImage2D(r.TEXTURE_2D,l,e,f.width,f.height,0,e,h,f.data);a.generateMipmaps=!1}else I.texImage2D(r.TEXTURE_2D,0,e,f.width,f.height,0,e,h,f.data);else if(a instanceof THREE.CompressedTexture)for(l=0,n=k.length;l<n;l++)f=k[l],a.format!==THREE.RGBAFormat&&a.format!==THREE.RGBFormat?-1<I.getCompressedTextureFormats().indexOf(e)?I.compressedTexImage2D(r.TEXTURE_2D,l,e,f.width,
f.height,0,f.data):console.warn("THREE.WebGLRenderer: Attempt to load unsupported compressed texture format in .uploadTexture()"):I.texImage2D(r.TEXTURE_2D,l,e,f.width,f.height,0,e,h,f.data);else if(0<k.length&&d){l=0;for(n=k.length;l<n;l++)f=k[l],I.texImage2D(r.TEXTURE_2D,l,e,e,h,f);a.generateMipmaps=!1}else I.texImage2D(r.TEXTURE_2D,0,e,e,h,a.image);a.generateMipmaps&&d&&r.generateMipmap(r.TEXTURE_2D);c.__version=a.version;if(a.onUpdate)a.onUpdate(a)}}else I.activeTexture(r.TEXTURE0+b),I.bindTexture(r.TEXTURE_2D,
c.__webglTexture)};this.setRenderTarget=function(a){var b=a instanceof THREE.WebGLRenderTargetCube;if(a&&void 0===W.get(a).__webglFramebuffer){var c=W.get(a),d=W.get(a.texture);void 0===a.depthBuffer&&(a.depthBuffer=!0);void 0===a.stencilBuffer&&(a.stencilBuffer=!0);a.addEventListener("dispose",f);d.__webglTexture=r.createTexture();la.textures++;var e=y(a),g=N(a.texture.format),h=N(a.texture.type);if(b){c.__webglFramebuffer=[];c.__webglRenderbuffer=[];I.bindTexture(r.TEXTURE_CUBE_MAP,d.__webglTexture);
x(r.TEXTURE_CUBE_MAP,a.texture,e);for(d=0;6>d;d++)c.__webglFramebuffer[d]=r.createFramebuffer(),c.__webglRenderbuffer[d]=r.createRenderbuffer(),I.texImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+d,0,g,a.width,a.height,0,g,h,null),J(c.__webglFramebuffer[d],a,r.TEXTURE_CUBE_MAP_POSITIVE_X+d),F(c.__webglRenderbuffer[d],a);a.texture.generateMipmaps&&e&&r.generateMipmap(r.TEXTURE_CUBE_MAP)}else c.__webglFramebuffer=r.createFramebuffer(),c.__webglRenderbuffer=a.shareDepthFrom?a.shareDepthFrom.__webglRenderbuffer:
r.createRenderbuffer(),I.bindTexture(r.TEXTURE_2D,d.__webglTexture),x(r.TEXTURE_2D,a.texture,e),I.texImage2D(r.TEXTURE_2D,0,g,a.width,a.height,0,g,h,null),J(c.__webglFramebuffer,a,r.TEXTURE_2D),a.shareDepthFrom?a.depthBuffer&&!a.stencilBuffer?r.framebufferRenderbuffer(r.FRAMEBUFFER,r.DEPTH_ATTACHMENT,r.RENDERBUFFER,c.__webglRenderbuffer):a.depthBuffer&&a.stencilBuffer&&r.framebufferRenderbuffer(r.FRAMEBUFFER,r.DEPTH_STENCIL_ATTACHMENT,r.RENDERBUFFER,c.__webglRenderbuffer):F(c.__webglRenderbuffer,
a),a.texture.generateMipmaps&&e&&r.generateMipmap(r.TEXTURE_2D);b?I.bindTexture(r.TEXTURE_CUBE_MAP,null):I.bindTexture(r.TEXTURE_2D,null);r.bindRenderbuffer(r.RENDERBUFFER,null);r.bindFramebuffer(r.FRAMEBUFFER,null)}a?(c=W.get(a),d=b?c.__webglFramebuffer[a.activeCubeFace]:c.__webglFramebuffer,c=a.width,e=a.height,h=g=0):(d=null,c=pa,e=qa,g=na,h=oa);d!==za&&(r.bindFramebuffer(r.FRAMEBUFFER,d),r.viewport(g,h,c,e),za=d);b&&(d=W.get(a.texture),r.framebufferTexture2D(r.FRAMEBUFFER,r.COLOR_ATTACHMENT0,
r.TEXTURE_CUBE_MAP_POSITIVE_X+a.activeCubeFace,d.__webglTexture,0));Da=c;Ea=e};this.readRenderTargetPixels=function(a,b,c,d,e,f){if(!1===a instanceof THREE.WebGLRenderTarget)console.error("THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not THREE.WebGLRenderTarget.");else{var g=W.get(a).__webglFramebuffer;if(g){var h=!1;g!==za&&(r.bindFramebuffer(r.FRAMEBUFFER,g),h=!0);try{var k=a.texture;k.format!==THREE.RGBAFormat&&N(k.format)!==r.getParameter(r.IMPLEMENTATION_COLOR_READ_FORMAT)?console.error("THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not in RGBA or implementation defined format."):
k.type===THREE.UnsignedByteType||N(k.type)===r.getParameter(r.IMPLEMENTATION_COLOR_READ_TYPE)||k.type===THREE.FloatType&&S.get("WEBGL_color_buffer_float")||k.type===THREE.HalfFloatType&&S.get("EXT_color_buffer_half_float")?r.checkFramebufferStatus(r.FRAMEBUFFER)===r.FRAMEBUFFER_COMPLETE?r.readPixels(b,c,d,e,N(k.format),N(k.type),f):console.error("THREE.WebGLRenderer.readRenderTargetPixels: readPixels from renderTarget failed. Framebuffer not complete."):console.error("THREE.WebGLRenderer.readRenderTargetPixels: renderTarget is not in UnsignedByteType or implementation defined type.")}finally{h&&
r.bindFramebuffer(r.FRAMEBUFFER,za)}}}};this.supportsFloatTextures=function(){console.warn("THREE.WebGLRenderer: .supportsFloatTextures() is now .extensions.get( 'OES_texture_float' ).");return S.get("OES_texture_float")};this.supportsHalfFloatTextures=function(){console.warn("THREE.WebGLRenderer: .supportsHalfFloatTextures() is now .extensions.get( 'OES_texture_half_float' ).");return S.get("OES_texture_half_float")};this.supportsStandardDerivatives=function(){console.warn("THREE.WebGLRenderer: .supportsStandardDerivatives() is now .extensions.get( 'OES_standard_derivatives' ).");
return S.get("OES_standard_derivatives")};this.supportsCompressedTextureS3TC=function(){console.warn("THREE.WebGLRenderer: .supportsCompressedTextureS3TC() is now .extensions.get( 'WEBGL_compressed_texture_s3tc' ).");return S.get("WEBGL_compressed_texture_s3tc")};this.supportsCompressedTexturePVRTC=function(){console.warn("THREE.WebGLRenderer: .supportsCompressedTexturePVRTC() is now .extensions.get( 'WEBGL_compressed_texture_pvrtc' ).");return S.get("WEBGL_compressed_texture_pvrtc")};this.supportsBlendMinMax=
function(){console.warn("THREE.WebGLRenderer: .supportsBlendMinMax() is now .extensions.get( 'EXT_blend_minmax' ).");return S.get("EXT_blend_minmax")};this.supportsVertexTextures=function(){return ha.vertexTextures};this.supportsInstancedArrays=function(){console.warn("THREE.WebGLRenderer: .supportsInstancedArrays() is now .extensions.get( 'ANGLE_instanced_arrays' ).");return S.get("ANGLE_instanced_arrays")};this.initMaterial=function(){console.warn("THREE.WebGLRenderer: .initMaterial() has been removed.")};
this.addPrePlugin=function(){console.warn("THREE.WebGLRenderer: .addPrePlugin() has been removed.")};this.addPostPlugin=function(){console.warn("THREE.WebGLRenderer: .addPostPlugin() has been removed.")};this.updateShadowMap=function(){console.warn("THREE.WebGLRenderer: .updateShadowMap() has been removed.")};Object.defineProperties(this,{shadowMapEnabled:{get:function(){return $.enabled},set:function(a){console.warn("THREE.WebGLRenderer: .shadowMapEnabled is now .shadowMap.enabled.");$.enabled=a}},
shadowMapType:{get:function(){return $.type},set:function(a){console.warn("THREE.WebGLRenderer: .shadowMapType is now .shadowMap.type.");$.type=a}},shadowMapCullFace:{get:function(){return $.cullFace},set:function(a){console.warn("THREE.WebGLRenderer: .shadowMapCullFace is now .shadowMap.cullFace.");$.cullFace=a}},shadowMapDebug:{get:function(){return $.debug},set:function(a){console.warn("THREE.WebGLRenderer: .shadowMapDebug is now .shadowMap.debug.");$.debug=a}}})};
THREE.WebGLRenderTarget=function(a,b,c){this.uuid=THREE.Math.generateUUID();this.width=a;this.height=b;c=c||{};void 0===c.minFilter&&(c.minFilter=THREE.LinearFilter);this.texture=new THREE.Texture(void 0,void 0,c.wrapS,c.wrapT,c.magFilter,c.minFilter,c.format,c.type,c.anisotropy);this.depthBuffer=void 0!==c.depthBuffer?c.depthBuffer:!0;this.stencilBuffer=void 0!==c.stencilBuffer?c.stencilBuffer:!0;this.shareDepthFrom=void 0!==c.shareDepthFrom?c.shareDepthFrom:null};
THREE.WebGLRenderTarget.prototype={constructor:THREE.WebGLRenderTarget,get wrapS(){console.warn("THREE.WebGLRenderTarget: .wrapS is now .texture.wrapS.");return this.texture.wrapS},set wrapS(a){console.warn("THREE.WebGLRenderTarget: .wrapS is now .texture.wrapS.");this.texture.wrapS=a},get wrapT(){console.warn("THREE.WebGLRenderTarget: .wrapT is now .texture.wrapT.");return this.texture.wrapT},set wrapT(a){console.warn("THREE.WebGLRenderTarget: .wrapT is now .texture.wrapT.");this.texture.wrapT=a},
get magFilter(){console.warn("THREE.WebGLRenderTarget: .magFilter is now .texture.magFilter.");return this.texture.magFilter},set magFilter(a){console.warn("THREE.WebGLRenderTarget: .magFilter is now .texture.magFilter.");this.texture.magFilter=a},get minFilter(){console.warn("THREE.WebGLRenderTarget: .minFilter is now .texture.minFilter.");return this.texture.minFilter},set minFilter(a){console.warn("THREE.WebGLRenderTarget: .minFilter is now .texture.minFilter.");this.texture.minFilter=a},get anisotropy(){console.warn("THREE.WebGLRenderTarget: .anisotropy is now .texture.anisotropy.");
return this.texture.anisotropy},set anisotropy(a){console.warn("THREE.WebGLRenderTarget: .anisotropy is now .texture.anisotropy.");this.texture.anisotropy=a},get offset(){console.warn("THREE.WebGLRenderTarget: .offset is now .texture.offset.");return this.texture.offset},set offset(a){console.warn("THREE.WebGLRenderTarget: .offset is now .texture.offset.");this.texture.offset=a},get repeat(){console.warn("THREE.WebGLRenderTarget: .repeat is now .texture.repeat.");return this.texture.repeat},set repeat(a){console.warn("THREE.WebGLRenderTarget: .repeat is now .texture.repeat.");
this.texture.repeat=a},get format(){console.warn("THREE.WebGLRenderTarget: .format is now .texture.format.");return this.texture.format},set format(a){console.warn("THREE.WebGLRenderTarget: .format is now .texture.format.");this.texture.format=a},get type(){console.warn("THREE.WebGLRenderTarget: .type is now .texture.type.");return this.texture.type},set type(a){console.warn("THREE.WebGLRenderTarget: .type is now .texture.type.");this.texture.type=a},get generateMipmaps(){console.warn("THREE.WebGLRenderTarget: .generateMipmaps is now .texture.generateMipmaps.");
return this.texture.generateMipmaps},set generateMipmaps(a){console.warn("THREE.WebGLRenderTarget: .generateMipmaps is now .texture.generateMipmaps.");this.texture.generateMipmaps=a},setSize:function(a,b){if(this.width!==a||this.height!==b)this.width=a,this.height=b,this.dispose()},clone:function(){return(new this.constructor).copy(this)},copy:function(a){this.width=a.width;this.height=a.height;this.texture=a.texture.clone();this.depthBuffer=a.depthBuffer;this.stencilBuffer=a.stencilBuffer;this.shareDepthFrom=
a.shareDepthFrom;return this},dispose:function(){this.dispatchEvent({type:"dispose"})}};THREE.EventDispatcher.prototype.apply(THREE.WebGLRenderTarget.prototype);THREE.WebGLRenderTargetCube=function(a,b,c){THREE.WebGLRenderTarget.call(this,a,b,c);this.activeCubeFace=0};THREE.WebGLRenderTargetCube.prototype=Object.create(THREE.WebGLRenderTarget.prototype);THREE.WebGLRenderTargetCube.prototype.constructor=THREE.WebGLRenderTargetCube;
THREE.WebGLBufferRenderer=function(a,b,c){var d;this.setMode=function(a){d=a};this.render=function(b,g){a.drawArrays(d,b,g);c.calls++;c.vertices+=g;d===a.TRIANGLES&&(c.faces+=g/3)};this.renderInstances=function(a){var c=b.get("ANGLE_instanced_arrays");if(null===c)console.error("THREE.WebGLBufferRenderer: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays.");else{var f=a.attributes.position;f instanceof THREE.InterleavedBufferAttribute?c.drawArraysInstancedANGLE(d,
0,f.data.count,a.maxInstancedCount):c.drawArraysInstancedANGLE(d,0,f.count,a.maxInstancedCount)}}};
THREE.WebGLIndexedBufferRenderer=function(a,b,c){var d,e,g;this.setMode=function(a){d=a};this.setIndex=function(c){c.array instanceof Uint32Array&&b.get("OES_element_index_uint")?(e=a.UNSIGNED_INT,g=4):(e=a.UNSIGNED_SHORT,g=2)};this.render=function(b,h){a.drawElements(d,h,e,b*g);c.calls++;c.vertices+=h;d===a.TRIANGLES&&(c.faces+=h/3)};this.renderInstances=function(a){var c=b.get("ANGLE_instanced_arrays");null===c?console.error("THREE.WebGLBufferRenderer: using THREE.InstancedBufferGeometry but hardware does not support extension ANGLE_instanced_arrays."):
c.drawElementsInstancedANGLE(d,a.index.array.length,e,0,a.maxInstancedCount)}};
THREE.WebGLExtensions=function(a){var b={};this.get=function(c){if(void 0!==b[c])return b[c];var d;switch(c){case "EXT_texture_filter_anisotropic":d=a.getExtension("EXT_texture_filter_anisotropic")||a.getExtension("MOZ_EXT_texture_filter_anisotropic")||a.getExtension("WEBKIT_EXT_texture_filter_anisotropic");break;case "WEBGL_compressed_texture_s3tc":d=a.getExtension("WEBGL_compressed_texture_s3tc")||a.getExtension("MOZ_WEBGL_compressed_texture_s3tc")||a.getExtension("WEBKIT_WEBGL_compressed_texture_s3tc");
break;case "WEBGL_compressed_texture_pvrtc":d=a.getExtension("WEBGL_compressed_texture_pvrtc")||a.getExtension("WEBKIT_WEBGL_compressed_texture_pvrtc");break;default:d=a.getExtension(c)}null===d&&console.warn("THREE.WebGLRenderer: "+c+" extension not supported.");return b[c]=d}};
THREE.WebGLCapabilities=function(a,b,c){function d(b){if("highp"===b){if(0<a.getShaderPrecisionFormat(a.VERTEX_SHADER,a.HIGH_FLOAT).precision&&0<a.getShaderPrecisionFormat(a.FRAGMENT_SHADER,a.HIGH_FLOAT).precision)return"highp";b="mediump"}return"mediump"===b&&0<a.getShaderPrecisionFormat(a.VERTEX_SHADER,a.MEDIUM_FLOAT).precision&&0<a.getShaderPrecisionFormat(a.FRAGMENT_SHADER,a.MEDIUM_FLOAT).precision?"mediump":"lowp"}this.getMaxPrecision=d;this.precision=void 0!==c.precision?c.precision:"highp";
this.logarithmicDepthBuffer=void 0!==c.logarithmicDepthBuffer?c.logarithmicDepthBuffer:!1;this.maxTextures=a.getParameter(a.MAX_TEXTURE_IMAGE_UNITS);this.maxVertexTextures=a.getParameter(a.MAX_VERTEX_TEXTURE_IMAGE_UNITS);this.maxTextureSize=a.getParameter(a.MAX_TEXTURE_SIZE);this.maxCubemapSize=a.getParameter(a.MAX_CUBE_MAP_TEXTURE_SIZE);this.maxAttributes=a.getParameter(a.MAX_VERTEX_ATTRIBS);this.maxVertexUniforms=a.getParameter(a.MAX_VERTEX_UNIFORM_VECTORS);this.maxVaryings=a.getParameter(a.MAX_VARYING_VECTORS);
this.maxFragmentUniforms=a.getParameter(a.MAX_FRAGMENT_UNIFORM_VECTORS);this.vertexTextures=0<this.maxVertexTextures;this.floatFragmentTextures=!!b.get("OES_texture_float");this.floatVertexTextures=this.vertexTextures&&this.floatFragmentTextures;c=d(this.precision);c!==this.precision&&(console.warn("THREE.WebGLRenderer:",this.precision,"not supported, using",c,"instead."),this.precision=c);this.logarithmicDepthBuffer&&(this.logarithmicDepthBuffer=!!b.get("EXT_frag_depth"))};
THREE.WebGLGeometries=function(a,b,c){function d(a){a=a.target;var h=g[a.id].attributes,l;for(l in h)e(h[l]);a.removeEventListener("dispose",d);delete g[a.id];l=b.get(a);l.wireframe&&e(l.wireframe);c.memory.geometries--}function e(c){var d;d=c instanceof THREE.InterleavedBufferAttribute?b.get(c.data).__webglBuffer:b.get(c).__webglBuffer;void 0!==d&&(a.deleteBuffer(d),c instanceof THREE.InterleavedBufferAttribute?b.delete(c.data):b.delete(c))}var g={};this.get=function(a){var b=a.geometry;if(void 0!==
g[b.id])return g[b.id];b.addEventListener("dispose",d);var e;b instanceof THREE.BufferGeometry?e=b:b instanceof THREE.Geometry&&(void 0===b._bufferGeometry&&(b._bufferGeometry=(new THREE.BufferGeometry).setFromObject(a)),e=b._bufferGeometry);g[b.id]=e;c.memory.geometries++;return e}};
THREE.WebGLObjects=function(a,b,c){function d(c,d){var e=c instanceof THREE.InterleavedBufferAttribute?c.data:c,g=b.get(e);void 0===g.__webglBuffer?(g.__webglBuffer=a.createBuffer(),a.bindBuffer(d,g.__webglBuffer),a.bufferData(d,e.array,e.dynamic?a.DYNAMIC_DRAW:a.STATIC_DRAW),g.version=e.version):g.version!==e.version&&(a.bindBuffer(d,g.__webglBuffer),!1===e.dynamic||-1===e.updateRange.count?a.bufferSubData(d,0,e.array):0===e.updateRange.count?console.error("THREE.WebGLObjects.updateBuffer: dynamic THREE.BufferAttribute marked as needsUpdate but updateRange.count is 0, ensure you are using set methods or updating manually."):
(a.bufferSubData(d,e.updateRange.offset*e.array.BYTES_PER_ELEMENT,e.array.subarray(e.updateRange.offset,e.updateRange.offset+e.updateRange.count)),e.updateRange.count=0),g.version=e.version)}function e(a,b,c){if(b>c){var d=b;b=c;c=d}d=a[b];return void 0===d?(a[b]=[c],!0):-1===d.indexOf(c)?(d.push(c),!0):!1}var g=new THREE.WebGLGeometries(a,b,c);this.getAttributeBuffer=function(a){return a instanceof THREE.InterleavedBufferAttribute?b.get(a.data).__webglBuffer:b.get(a).__webglBuffer};this.getWireframeAttribute=
function(c){var g=b.get(c);if(void 0!==g.wireframe)return g.wireframe;var l=[],k=c.index,m=c.attributes;c=m.position;if(null!==k)for(var m={},k=k.array,p=0,n=k.length;p<n;p+=3){var q=k[p+0],s=k[p+1],t=k[p+2];e(m,q,s)&&l.push(q,s);e(m,s,t)&&l.push(s,t);e(m,t,q)&&l.push(t,q)}else for(k=m.position.array,p=0,n=k.length/3-1;p<n;p+=3)q=p+0,s=p+1,t=p+2,l.push(q,s,s,t,t,q);l=new THREE.BufferAttribute(new (65535<c.count?Uint32Array:Uint16Array)(l),1);d(l,a.ELEMENT_ARRAY_BUFFER);return g.wireframe=l};this.update=
function(b){var c=g.get(b);b.geometry instanceof THREE.Geometry&&c.updateFromObject(b);b=c.index;var e=c.attributes;null!==b&&d(b,a.ELEMENT_ARRAY_BUFFER);for(var k in e)d(e[k],a.ARRAY_BUFFER);b=c.morphAttributes;for(k in b)for(var e=b[k],m=0,p=e.length;m<p;m++)d(e[m],a.ARRAY_BUFFER);return c}};
THREE.WebGLProgram=function(){function a(a){var b=[],c;for(c in a){var f=a[c];!1!==f&&b.push("#define "+c+" "+f)}return b.join("\n")}function b(a){return""!==a}var c=0;return function(d,e,g,f){var h=d.context,l=g.defines,k=g.__webglShader.vertexShader,m=g.__webglShader.fragmentShader,p="SHADOWMAP_TYPE_BASIC";f.shadowMapType===THREE.PCFShadowMap?p="SHADOWMAP_TYPE_PCF":f.shadowMapType===THREE.PCFSoftShadowMap&&(p="SHADOWMAP_TYPE_PCF_SOFT");var n="ENVMAP_TYPE_CUBE",q="ENVMAP_MODE_REFLECTION",s="ENVMAP_BLENDING_MULTIPLY";
if(f.envMap){switch(g.envMap.mapping){case THREE.CubeReflectionMapping:case THREE.CubeRefractionMapping:n="ENVMAP_TYPE_CUBE";break;case THREE.EquirectangularReflectionMapping:case THREE.EquirectangularRefractionMapping:n="ENVMAP_TYPE_EQUIREC";break;case THREE.SphericalReflectionMapping:n="ENVMAP_TYPE_SPHERE"}switch(g.envMap.mapping){case THREE.CubeRefractionMapping:case THREE.EquirectangularRefractionMapping:q="ENVMAP_MODE_REFRACTION"}switch(g.combine){case THREE.MultiplyOperation:s="ENVMAP_BLENDING_MULTIPLY";
break;case THREE.MixOperation:s="ENVMAP_BLENDING_MIX";break;case THREE.AddOperation:s="ENVMAP_BLENDING_ADD"}}var t=0<d.gammaFactor?d.gammaFactor:1,v=a(l),u=h.createProgram();g instanceof THREE.RawShaderMaterial?d=l="":(l=["precision "+f.precision+" float;","precision "+f.precision+" int;","#define SHADER_NAME "+g.__webglShader.name,v,f.supportsVertexTextures?"#define VERTEX_TEXTURES":"",d.gammaInput?"#define GAMMA_INPUT":"",d.gammaOutput?"#define GAMMA_OUTPUT":"","#define GAMMA_FACTOR "+t,"#define MAX_DIR_LIGHTS "+
f.maxDirLights,"#define MAX_POINT_LIGHTS "+f.maxPointLights,"#define MAX_SPOT_LIGHTS "+f.maxSpotLights,"#define MAX_HEMI_LIGHTS "+f.maxHemiLights,"#define MAX_SHADOWS "+f.maxShadows,"#define MAX_BONES "+f.maxBones,f.map?"#define USE_MAP":"",f.envMap?"#define USE_ENVMAP":"",f.envMap?"#define "+q:"",f.lightMap?"#define USE_LIGHTMAP":"",f.aoMap?"#define USE_AOMAP":"",f.emissiveMap?"#define USE_EMISSIVEMAP":"",f.bumpMap?"#define USE_BUMPMAP":"",f.normalMap?"#define USE_NORMALMAP":"",f.displacementMap&&
f.supportsVertexTextures?"#define USE_DISPLACEMENTMAP":"",f.specularMap?"#define USE_SPECULARMAP":"",f.alphaMap?"#define USE_ALPHAMAP":"",f.vertexColors?"#define USE_COLOR":"",f.flatShading?"#define FLAT_SHADED":"",f.skinning?"#define USE_SKINNING":"",f.useVertexTexture?"#define BONE_TEXTURE":"",f.morphTargets?"#define USE_MORPHTARGETS":"",f.morphNormals&&!1===f.flatShading?"#define USE_MORPHNORMALS":"",f.doubleSided?"#define DOUBLE_SIDED":"",f.flipSided?"#define FLIP_SIDED":"",f.shadowMapEnabled?
"#define USE_SHADOWMAP":"",f.shadowMapEnabled?"#define "+p:"",f.shadowMapDebug?"#define SHADOWMAP_DEBUG":"",0<f.pointLightShadows?"#define POINT_LIGHT_SHADOWS":"",f.sizeAttenuation?"#define USE_SIZEATTENUATION":"",f.logarithmicDepthBuffer?"#define USE_LOGDEPTHBUF":"",f.logarithmicDepthBuffer&&d.extensions.get("EXT_frag_depth")?"#define USE_LOGDEPTHBUF_EXT":"","uniform mat4 modelMatrix;","uniform mat4 modelViewMatrix;","uniform mat4 projectionMatrix;","uniform mat4 viewMatrix;","uniform mat3 normalMatrix;",
"uniform vec3 cameraPosition;","attribute vec3 position;","attribute vec3 normal;","attribute vec2 uv;","#ifdef USE_COLOR","\tattribute vec3 color;","#endif","#ifdef USE_MORPHTARGETS","\tattribute vec3 morphTarget0;","\tattribute vec3 morphTarget1;","\tattribute vec3 morphTarget2;","\tattribute vec3 morphTarget3;","\t#ifdef USE_MORPHNORMALS","\t\tattribute vec3 morphNormal0;","\t\tattribute vec3 morphNormal1;","\t\tattribute vec3 morphNormal2;","\t\tattribute vec3 morphNormal3;","\t#else","\t\tattribute vec3 morphTarget4;",
"\t\tattribute vec3 morphTarget5;","\t\tattribute vec3 morphTarget6;","\t\tattribute vec3 morphTarget7;","\t#endif","#endif","#ifdef USE_SKINNING","\tattribute vec4 skinIndex;","\tattribute vec4 skinWeight;","#endif","\n"].filter(b).join("\n"),d=[f.bumpMap||f.normalMap||f.flatShading||g.derivatives?"#extension GL_OES_standard_derivatives : enable":"",f.logarithmicDepthBuffer&&d.extensions.get("EXT_frag_depth")?"#extension GL_EXT_frag_depth : enable":"","precision "+f.precision+" float;","precision "+
f.precision+" int;","#define SHADER_NAME "+g.__webglShader.name,v,"#define MAX_DIR_LIGHTS "+f.maxDirLights,"#define MAX_POINT_LIGHTS "+f.maxPointLights,"#define MAX_SPOT_LIGHTS "+f.maxSpotLights,"#define MAX_HEMI_LIGHTS "+f.maxHemiLights,"#define MAX_SHADOWS "+f.maxShadows,f.alphaTest?"#define ALPHATEST "+f.alphaTest:"",d.gammaInput?"#define GAMMA_INPUT":"",d.gammaOutput?"#define GAMMA_OUTPUT":"","#define GAMMA_FACTOR "+t,f.useFog&&f.fog?"#define USE_FOG":"",f.useFog&&f.fogExp?"#define FOG_EXP2":
"",f.map?"#define USE_MAP":"",f.envMap?"#define USE_ENVMAP":"",f.envMap?"#define "+n:"",f.envMap?"#define "+q:"",f.envMap?"#define "+s:"",f.lightMap?"#define USE_LIGHTMAP":"",f.aoMap?"#define USE_AOMAP":"",f.emissiveMap?"#define USE_EMISSIVEMAP":"",f.bumpMap?"#define USE_BUMPMAP":"",f.normalMap?"#define USE_NORMALMAP":"",f.specularMap?"#define USE_SPECULARMAP":"",f.alphaMap?"#define USE_ALPHAMAP":"",f.vertexColors?"#define USE_COLOR":"",f.flatShading?"#define FLAT_SHADED":"",f.metal?"#define METAL":
"",f.doubleSided?"#define DOUBLE_SIDED":"",f.flipSided?"#define FLIP_SIDED":"",f.shadowMapEnabled?"#define USE_SHADOWMAP":"",f.shadowMapEnabled?"#define "+p:"",f.shadowMapDebug?"#define SHADOWMAP_DEBUG":"",0<f.pointLightShadows?"#define POINT_LIGHT_SHADOWS":"",f.logarithmicDepthBuffer?"#define USE_LOGDEPTHBUF":"",f.logarithmicDepthBuffer&&d.extensions.get("EXT_frag_depth")?"#define USE_LOGDEPTHBUF_EXT":"","uniform mat4 viewMatrix;","uniform vec3 cameraPosition;","\n"].filter(b).join("\n"));m=d+m;
k=THREE.WebGLShader(h,h.VERTEX_SHADER,l+k);m=THREE.WebGLShader(h,h.FRAGMENT_SHADER,m);h.attachShader(u,k);h.attachShader(u,m);void 0!==g.index0AttributeName?h.bindAttribLocation(u,0,g.index0AttributeName):!0===f.morphTargets&&h.bindAttribLocation(u,0,"position");h.linkProgram(u);f=h.getProgramInfoLog(u);p=h.getShaderInfoLog(k);n=h.getShaderInfoLog(m);s=q=!0;if(!1===h.getProgramParameter(u,h.LINK_STATUS))q=!1,console.error("THREE.WebGLProgram: shader error: ",h.getError(),"gl.VALIDATE_STATUS",h.getProgramParameter(u,
h.VALIDATE_STATUS),"gl.getProgramInfoLog",f,p,n);else if(""!==f)console.warn("THREE.WebGLProgram: gl.getProgramInfoLog()",f);else if(""===p||""===n)s=!1;s&&(this.diagnostics={runnable:q,material:g,programLog:f,vertexShader:{log:p,prefix:l},fragmentShader:{log:n,prefix:d}});h.deleteShader(k);h.deleteShader(m);var w;this.getUniforms=function(){if(void 0===w){for(var a={},b=h.getProgramParameter(u,h.ACTIVE_UNIFORMS),c=0;c<b;c++){var d=h.getActiveUniform(u,c).name,e=h.getUniformLocation(u,d),f=d.lastIndexOf("[0]");
-1!==f&&f===d.length-3&&(a[d.substr(0,f)]=e);a[d]=e}w=a}return w};var D;this.getAttributes=function(){if(void 0===D){for(var a={},b=h.getProgramParameter(u,h.ACTIVE_ATTRIBUTES),c=0;c<b;c++){var d=h.getActiveAttrib(u,c).name;a[d]=h.getAttribLocation(u,d)}D=a}return D};this.destroy=function(){h.deleteProgram(u);this.program=void 0};Object.defineProperties(this,{uniforms:{get:function(){console.warn("THREE.WebGLProgram: .uniforms is now .getUniforms().");return this.getUniforms()}},attributes:{get:function(){console.warn("THREE.WebGLProgram: .attributes is now .getAttributes().");
return this.getAttributes()}}});this.id=c++;this.code=e;this.usedTimes=1;this.program=u;this.vertexShader=k;this.fragmentShader=m;return this}}();
THREE.WebGLPrograms=function(a,b){var c=[],d={MeshDepthMaterial:"depth",MeshNormalMaterial:"normal",MeshBasicMaterial:"basic",MeshLambertMaterial:"lambert",MeshPhongMaterial:"phong",LineBasicMaterial:"basic",LineDashedMaterial:"dashed",PointsMaterial:"points"},e="precision supportsVertexTextures map envMap envMapMode lightMap aoMap emissiveMap bumpMap normalMap displacementMap specularMap alphaMap combine vertexColors fog useFog fogExp flatShading sizeAttenuation logarithmicDepthBuffer skinning maxBones useVertexTexture morphTargets morphNormals maxMorphTargets maxMorphNormals maxDirLights maxPointLights maxSpotLights maxHemiLights maxShadows shadowMapEnabled pointLightShadows shadowMapType shadowMapDebug alphaTest metal doubleSided flipSided".split(" ");this.getParameters=
function(c,e,h,l){var k,m,p,n,q,s=d[c.type];k=q=n=p=m=0;for(var t=e.length;k<t;k++){var v=e[k];!1!==v.visible&&(v instanceof THREE.DirectionalLight&&m++,v instanceof THREE.PointLight&&p++,v instanceof THREE.SpotLight&&n++,v instanceof THREE.HemisphereLight&&q++)}for(var v=k=t=0,u=e.length;v<u;v++){var w=e[v];w.castShadow&&((w instanceof THREE.SpotLight||w instanceof THREE.DirectionalLight)&&t++,w instanceof THREE.PointLight&&(t++,k++))}e=t;b.floatVertexTextures&&l&&l.skeleton&&l.skeleton.useVertexTexture?
t=1024:(t=Math.floor((b.maxVertexUniforms-20)/4),void 0!==l&&l instanceof THREE.SkinnedMesh&&(t=Math.min(l.skeleton.bones.length,t),t<l.skeleton.bones.length&&console.warn("WebGLRenderer: too many bones - "+l.skeleton.bones.length+", this GPU supports just "+t+" (try OpenGL instead of ANGLE)")));v=a.getPrecision();null!==c.precision&&(v=b.getMaxPrecision(c.precision),v!==c.precision&&console.warn("THREE.WebGLRenderer.initMaterial:",c.precision,"not supported, using",v,"instead."));return{shaderID:s,
precision:v,supportsVertexTextures:b.vertexTextures,map:!!c.map,envMap:!!c.envMap,envMapMode:c.envMap&&c.envMap.mapping,lightMap:!!c.lightMap,aoMap:!!c.aoMap,emissiveMap:!!c.emissiveMap,bumpMap:!!c.bumpMap,normalMap:!!c.normalMap,displacementMap:!!c.displacementMap,specularMap:!!c.specularMap,alphaMap:!!c.alphaMap,combine:c.combine,vertexColors:c.vertexColors,fog:h,useFog:c.fog,fogExp:h instanceof THREE.FogExp2,flatShading:c.shading===THREE.FlatShading,sizeAttenuation:c.sizeAttenuation,logarithmicDepthBuffer:b.logarithmicDepthBuffer,
skinning:c.skinning,maxBones:t,useVertexTexture:b.floatVertexTextures&&l&&l.skeleton&&l.skeleton.useVertexTexture,morphTargets:c.morphTargets,morphNormals:c.morphNormals,maxMorphTargets:a.maxMorphTargets,maxMorphNormals:a.maxMorphNormals,maxDirLights:m,maxPointLights:p,maxSpotLights:n,maxHemiLights:q,maxShadows:e,pointLightShadows:k,shadowMapEnabled:a.shadowMap.enabled&&l.receiveShadow&&0<e,shadowMapType:a.shadowMap.type,shadowMapDebug:a.shadowMap.debug,alphaTest:c.alphaTest,metal:c.metal,doubleSided:c.side===
THREE.DoubleSide,flipSided:c.side===THREE.BackSide}};this.getProgramCode=function(a,b){var c=[];b.shaderID?c.push(b.shaderID):(c.push(a.fragmentShader),c.push(a.vertexShader));if(void 0!==a.defines)for(var d in a.defines)c.push(d),c.push(a.defines[d]);for(d=0;d<e.length;d++){var k=e[d];c.push(k);c.push(b[k])}return c.join()};this.acquireProgram=function(b,d,e){for(var l,k=0,m=c.length;k<m;k++){var p=c[k];if(p.code===e){l=p;++l.usedTimes;break}}void 0===l&&(l=new THREE.WebGLProgram(a,e,b,d),c.push(l));
return l};this.releaseProgram=function(a){if(0===--a.usedTimes){var b=c.indexOf(a);c[b]=c[c.length-1];c.pop();a.destroy()}};this.programs=c};THREE.WebGLProperties=function(){var a={};this.get=function(b){b=b.uuid;var c=a[b];void 0===c&&(c={},a[b]=c);return c};this.delete=function(b){delete a[b.uuid]};this.clear=function(){a={}}};
THREE.WebGLShader=function(){function a(a){a=a.split("\n");for(var c=0;c<a.length;c++)a[c]=c+1+": "+a[c];return a.join("\n")}return function(b,c,d){var e=b.createShader(c);b.shaderSource(e,d);b.compileShader(e);!1===b.getShaderParameter(e,b.COMPILE_STATUS)&&console.error("THREE.WebGLShader: Shader couldn't compile.");""!==b.getShaderInfoLog(e)&&console.warn("THREE.WebGLShader: gl.getShaderInfoLog()",c===b.VERTEX_SHADER?"vertex":"fragment",b.getShaderInfoLog(e),a(d));return e}}();
THREE.WebGLShadowMap=function(a,b,c){function d(a,b,c,d){var e=a.geometry,f=null,f=n,g=a.customDepthMaterial;c&&(f=q,g=a.customDistanceMaterial);g?f=g:(a=a instanceof THREE.SkinnedMesh&&b.skinning,g=0,void 0!==e.morphTargets&&0<e.morphTargets.length&&b.morphTargets&&(g|=1),a&&(g|=2),f=f[g]);f.visible=b.visible;f.wireframe=b.wireframe;f.wireframeLinewidth=b.wireframeLinewidth;c&&void 0!==f.uniforms.lightPos&&f.uniforms.lightPos.value.copy(d);return f}function e(a,b){if(!1!==a.visible){(a instanceof
THREE.Mesh||a instanceof THREE.Line||a instanceof THREE.Points)&&a.castShadow&&(!1===a.frustumCulled||!0===h.intersectsObject(a))&&!0===a.material.visible&&(a.modelViewMatrix.multiplyMatrices(b.matrixWorldInverse,a.matrixWorld),p.push(a));for(var c=a.children,d=0,f=c.length;d<f;d++)e(c[d],b)}}var g=a.context,f=a.state,h=new THREE.Frustum,l=new THREE.Matrix4;new THREE.Vector3;new THREE.Vector3;for(var k=new THREE.Vector3,m=new THREE.Vector3,p=[],n=Array(4),q=Array(4),s=[new THREE.Vector3(1,0,0),new THREE.Vector3(-1,
0,0),new THREE.Vector3(0,0,1),new THREE.Vector3(0,0,-1),new THREE.Vector3(0,1,0),new THREE.Vector3(0,-1,0)],t=[new THREE.Vector3(0,1,0),new THREE.Vector3(0,1,0),new THREE.Vector3(0,1,0),new THREE.Vector3(0,1,0),new THREE.Vector3(0,0,1),new THREE.Vector3(0,0,-1)],v=[new THREE.Vector4,new THREE.Vector4,new THREE.Vector4,new THREE.Vector4,new THREE.Vector4,new THREE.Vector4],u=new THREE.Vector4,w=THREE.ShaderLib.depthRGBA,D=THREE.UniformsUtils.clone(w.uniforms),x=THREE.ShaderLib.distanceRGBA,B=THREE.UniformsUtils.clone(x.uniforms),
y=0;4!==y;++y){var z=0!==(y&1),A=0!==(y&2),J=new THREE.ShaderMaterial({uniforms:D,vertexShader:w.vertexShader,fragmentShader:w.fragmentShader,morphTargets:z,skinning:A});J._shadowPass=!0;n[y]=J;z=new THREE.ShaderMaterial({uniforms:B,vertexShader:x.vertexShader,fragmentShader:x.fragmentShader,morphTargets:z,skinning:A});z._shadowPass=!0;q[y]=z}var F=this;this.enabled=!1;this.autoUpdate=!0;this.needsUpdate=!1;this.type=THREE.PCFShadowMap;this.cullFace=THREE.CullFaceFront;this.render=function(n){var q,
w;if(!1!==F.enabled&&(!1!==F.autoUpdate||!1!==F.needsUpdate)){g.clearColor(1,1,1,1);f.disable(g.BLEND);f.enable(g.CULL_FACE);g.frontFace(g.CCW);g.cullFace(F.cullFace===THREE.CullFaceFront?g.FRONT:g.BACK);f.setDepthTest(!0);a.getViewport(u);for(var x=0,D=b.length;x<D;x++){var y=b[x];if(!0===y.castShadow){var z=y.shadow,B=z.camera,A=z.mapSize;if(y instanceof THREE.PointLight){q=6;w=!0;var H=A.x/4,J=A.y/2;v[0].set(2*H,J,H,J);v[1].set(0,J,H,J);v[2].set(3*H,J,H,J);v[3].set(H,J,H,J);v[4].set(3*H,0,H,J);
v[5].set(H,0,H,J)}else q=1,w=!1;null===z.map&&(H=THREE.LinearFilter,F.type===THREE.PCFSoftShadowMap&&(H=THREE.NearestFilter),z.map=new THREE.WebGLRenderTarget(A.x,A.y,{minFilter:H,magFilter:H,format:THREE.RGBAFormat}),z.matrix=new THREE.Matrix4,y instanceof THREE.SpotLight&&(B.aspect=A.x/A.y),B.updateProjectionMatrix());A=z.map;z=z.matrix;m.setFromMatrixPosition(y.matrixWorld);B.position.copy(m);a.setRenderTarget(A);a.clear();for(A=0;A<q;A++)for(w?(k.copy(B.position),k.add(s[A]),B.up.copy(t[A]),B.lookAt(k),
H=v[A],a.setViewport(H.x,H.y,H.z,H.w)):(k.setFromMatrixPosition(y.target.matrixWorld),B.lookAt(k)),B.updateMatrixWorld(),B.matrixWorldInverse.getInverse(B.matrixWorld),z.set(.5,0,0,.5,0,.5,0,.5,0,0,.5,.5,0,0,0,1),z.multiply(B.projectionMatrix),z.multiply(B.matrixWorldInverse),l.multiplyMatrices(B.projectionMatrix,B.matrixWorldInverse),h.setFromMatrix(l),p.length=0,e(n,B),H=0,J=p.length;H<J;H++){var G=p[H],ia=c.update(G),U=G.material;if(U instanceof THREE.MeshFaceMaterial)for(var X=ia.groups,U=U.materials,
da=0,ca=X.length;da<ca;da++){var ga=X[da],Z=U[ga.materialIndex];!0===Z.visible&&(Z=d(G,Z,w,m),a.renderBufferDirect(B,b,null,ia,Z,G,ga))}else Z=d(G,U,w,m),a.renderBufferDirect(B,b,null,ia,Z,G,null)}a.resetGLState()}}a.setViewport(u.x,u.y,u.z,u.w);n=a.getClearColor();q=a.getClearAlpha();a.setClearColor(n,q);f.enable(g.BLEND);F.cullFace===THREE.CullFaceFront&&g.cullFace(g.BACK);a.resetGLState();F.needsUpdate=!1}}};
THREE.WebGLState=function(a,b,c){var d=this,e=new Uint8Array(16),g=new Uint8Array(16),f=new Uint8Array(16),h={},l=null,k=null,m=null,p=null,n=null,q=null,s=null,t=null,v=null,u=null,w=null,D=null,x=null,B=null,y=null,z=a.getParameter(a.MAX_TEXTURE_IMAGE_UNITS),A=void 0,J={};this.init=function(){a.clearColor(0,0,0,1);a.clearDepth(1);a.clearStencil(0);this.enable(a.DEPTH_TEST);a.depthFunc(a.LEQUAL);a.frontFace(a.CCW);a.cullFace(a.BACK);this.enable(a.CULL_FACE);this.enable(a.BLEND);a.blendEquation(a.FUNC_ADD);
a.blendFunc(a.SRC_ALPHA,a.ONE_MINUS_SRC_ALPHA)};this.initAttributes=function(){for(var a=0,b=e.length;a<b;a++)e[a]=0};this.enableAttribute=function(c){e[c]=1;0===g[c]&&(a.enableVertexAttribArray(c),g[c]=1);0!==f[c]&&(b.get("ANGLE_instanced_arrays").vertexAttribDivisorANGLE(c,0),f[c]=0)};this.enableAttributeAndDivisor=function(b,c,d){e[b]=1;0===g[b]&&(a.enableVertexAttribArray(b),g[b]=1);f[b]!==c&&(d.vertexAttribDivisorANGLE(b,c),f[b]=c)};this.disableUnusedAttributes=function(){for(var b=0,c=g.length;b<
c;b++)g[b]!==e[b]&&(a.disableVertexAttribArray(b),g[b]=0)};this.enable=function(b){!0!==h[b]&&(a.enable(b),h[b]=!0)};this.disable=function(b){!1!==h[b]&&(a.disable(b),h[b]=!1)};this.getCompressedTextureFormats=function(){if(null===l&&(l=[],b.get("WEBGL_compressed_texture_pvrtc")||b.get("WEBGL_compressed_texture_s3tc")))for(var c=a.getParameter(a.COMPRESSED_TEXTURE_FORMATS),d=0;d<c.length;d++)l.push(c[d]);return l};this.setBlending=function(b,d,e,f,g,h,l){b!==k&&(b===THREE.NoBlending?this.disable(a.BLEND):
b===THREE.AdditiveBlending?(this.enable(a.BLEND),a.blendEquation(a.FUNC_ADD),a.blendFunc(a.SRC_ALPHA,a.ONE)):b===THREE.SubtractiveBlending?(this.enable(a.BLEND),a.blendEquation(a.FUNC_ADD),a.blendFunc(a.ZERO,a.ONE_MINUS_SRC_COLOR)):b===THREE.MultiplyBlending?(this.enable(a.BLEND),a.blendEquation(a.FUNC_ADD),a.blendFunc(a.ZERO,a.SRC_COLOR)):b===THREE.CustomBlending?this.enable(a.BLEND):(this.enable(a.BLEND),a.blendEquationSeparate(a.FUNC_ADD,a.FUNC_ADD),a.blendFuncSeparate(a.SRC_ALPHA,a.ONE_MINUS_SRC_ALPHA,
a.ONE,a.ONE_MINUS_SRC_ALPHA)),k=b);if(b===THREE.CustomBlending){g=g||d;h=h||e;l=l||f;if(d!==m||g!==q)a.blendEquationSeparate(c(d),c(g)),m=d,q=g;if(e!==p||f!==n||h!==s||l!==t)a.blendFuncSeparate(c(e),c(f),c(h),c(l)),p=e,n=f,s=h,t=l}else t=s=q=n=p=m=null};this.setDepthFunc=function(b){if(v!==b){if(b)switch(b){case THREE.NeverDepth:a.depthFunc(a.NEVER);break;case THREE.AlwaysDepth:a.depthFunc(a.ALWAYS);break;case THREE.LessDepth:a.depthFunc(a.LESS);break;case THREE.LessEqualDepth:a.depthFunc(a.LEQUAL);
break;case THREE.EqualDepth:a.depthFunc(a.EQUAL);break;case THREE.GreaterEqualDepth:a.depthFunc(a.GEQUAL);break;case THREE.GreaterDepth:a.depthFunc(a.GREATER);break;case THREE.NotEqualDepth:a.depthFunc(a.NOTEQUAL);break;default:a.depthFunc(a.LEQUAL)}else a.depthFunc(a.LEQUAL);v=b}};this.setDepthTest=function(b){b?this.enable(a.DEPTH_TEST):this.disable(a.DEPTH_TEST)};this.setDepthWrite=function(b){u!==b&&(a.depthMask(b),u=b)};this.setColorWrite=function(b){w!==b&&(a.colorMask(b,b,b,b),w=b)};this.setFlipSided=
function(b){D!==b&&(b?a.frontFace(a.CW):a.frontFace(a.CCW),D=b)};this.setLineWidth=function(b){b!==x&&(a.lineWidth(b),x=b)};this.setPolygonOffset=function(b,c,d){b?this.enable(a.POLYGON_OFFSET_FILL):this.disable(a.POLYGON_OFFSET_FILL);!b||B===c&&y===d||(a.polygonOffset(c,d),B=c,y=d)};this.setScissorTest=function(b){b?this.enable(a.SCISSOR_TEST):this.disable(a.SCISSOR_TEST)};this.activeTexture=function(b){void 0===b&&(b=a.TEXTURE0+z-1);A!==b&&(a.activeTexture(b),A=b)};this.bindTexture=function(b,c){void 0===
A&&d.activeTexture();var e=J[A];void 0===e&&(e={type:void 0,texture:void 0},J[A]=e);if(e.type!==b||e.texture!==c)a.bindTexture(b,c),e.type=b,e.texture=c};this.compressedTexImage2D=function(){try{a.compressedTexImage2D.apply(a,arguments)}catch(b){console.error(b)}};this.texImage2D=function(){try{a.texImage2D.apply(a,arguments)}catch(b){console.error(b)}};this.reset=function(){for(var b=0;b<g.length;b++)1===g[b]&&(a.disableVertexAttribArray(b),g[b]=0);h={};D=w=u=k=l=null}};
THREE.LensFlarePlugin=function(a,b){var c,d,e,g,f,h,l,k,m,p,n=a.context,q=a.state,s,t,v,u,w,D;this.render=function(x,B,y,z){if(0!==b.length){x=new THREE.Vector3;var A=z/y,J=.5*y,F=.5*z,C=16/z,N=new THREE.Vector2(C*A,C),L=new THREE.Vector3(1,1,0),Q=new THREE.Vector2(1,1);if(void 0===v){var C=new Float32Array([-1,-1,0,0,1,-1,1,0,1,1,1,1,-1,1,0,1]),M=new Uint16Array([0,1,2,0,2,3]);s=n.createBuffer();t=n.createBuffer();n.bindBuffer(n.ARRAY_BUFFER,s);n.bufferData(n.ARRAY_BUFFER,C,n.STATIC_DRAW);n.bindBuffer(n.ELEMENT_ARRAY_BUFFER,
t);n.bufferData(n.ELEMENT_ARRAY_BUFFER,M,n.STATIC_DRAW);w=n.createTexture();D=n.createTexture();q.bindTexture(n.TEXTURE_2D,w);n.texImage2D(n.TEXTURE_2D,0,n.RGB,16,16,0,n.RGB,n.UNSIGNED_BYTE,null);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_WRAP_S,n.CLAMP_TO_EDGE);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_WRAP_T,n.CLAMP_TO_EDGE);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_MAG_FILTER,n.NEAREST);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_MIN_FILTER,n.NEAREST);q.bindTexture(n.TEXTURE_2D,D);n.texImage2D(n.TEXTURE_2D,0,
n.RGBA,16,16,0,n.RGBA,n.UNSIGNED_BYTE,null);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_WRAP_S,n.CLAMP_TO_EDGE);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_WRAP_T,n.CLAMP_TO_EDGE);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_MAG_FILTER,n.NEAREST);n.texParameteri(n.TEXTURE_2D,n.TEXTURE_MIN_FILTER,n.NEAREST);var C=(u=0<n.getParameter(n.MAX_VERTEX_TEXTURE_IMAGE_UNITS))?{vertexShader:"uniform lowp int renderType;\nuniform vec3 screenPosition;\nuniform vec2 scale;\nuniform float rotation;\nuniform sampler2D occlusionMap;\nattribute vec2 position;\nattribute vec2 uv;\nvarying vec2 vUV;\nvarying float vVisibility;\nvoid main() {\nvUV = uv;\nvec2 pos = position;\nif ( renderType == 2 ) {\nvec4 visibility = texture2D( occlusionMap, vec2( 0.1, 0.1 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.5, 0.1 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.9, 0.1 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.9, 0.5 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.9, 0.9 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.5, 0.9 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.1, 0.9 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.1, 0.5 ) );\nvisibility += texture2D( occlusionMap, vec2( 0.5, 0.5 ) );\nvVisibility =        visibility.r / 9.0;\nvVisibility *= 1.0 - visibility.g / 9.0;\nvVisibility *=       visibility.b / 9.0;\nvVisibility *= 1.0 - visibility.a / 9.0;\npos.x = cos( rotation ) * position.x - sin( rotation ) * position.y;\npos.y = sin( rotation ) * position.x + cos( rotation ) * position.y;\n}\ngl_Position = vec4( ( pos * scale + screenPosition.xy ).xy, screenPosition.z, 1.0 );\n}",
fragmentShader:"uniform lowp int renderType;\nuniform sampler2D map;\nuniform float opacity;\nuniform vec3 color;\nvarying vec2 vUV;\nvarying float vVisibility;\nvoid main() {\nif ( renderType == 0 ) {\ngl_FragColor = vec4( 1.0, 0.0, 1.0, 0.0 );\n} else if ( renderType == 1 ) {\ngl_FragColor = texture2D( map, vUV );\n} else {\nvec4 texture = texture2D( map, vUV );\ntexture.a *= opacity * vVisibility;\ngl_FragColor = texture;\ngl_FragColor.rgb *= color;\n}\n}"}:{vertexShader:"uniform lowp int renderType;\nuniform vec3 screenPosition;\nuniform vec2 scale;\nuniform float rotation;\nattribute vec2 position;\nattribute vec2 uv;\nvarying vec2 vUV;\nvoid main() {\nvUV = uv;\nvec2 pos = position;\nif ( renderType == 2 ) {\npos.x = cos( rotation ) * position.x - sin( rotation ) * position.y;\npos.y = sin( rotation ) * position.x + cos( rotation ) * position.y;\n}\ngl_Position = vec4( ( pos * scale + screenPosition.xy ).xy, screenPosition.z, 1.0 );\n}",
fragmentShader:"precision mediump float;\nuniform lowp int renderType;\nuniform sampler2D map;\nuniform sampler2D occlusionMap;\nuniform float opacity;\nuniform vec3 color;\nvarying vec2 vUV;\nvoid main() {\nif ( renderType == 0 ) {\ngl_FragColor = vec4( texture2D( map, vUV ).rgb, 0.0 );\n} else if ( renderType == 1 ) {\ngl_FragColor = texture2D( map, vUV );\n} else {\nfloat visibility = texture2D( occlusionMap, vec2( 0.5, 0.1 ) ).a;\nvisibility += texture2D( occlusionMap, vec2( 0.9, 0.5 ) ).a;\nvisibility += texture2D( occlusionMap, vec2( 0.5, 0.9 ) ).a;\nvisibility += texture2D( occlusionMap, vec2( 0.1, 0.5 ) ).a;\nvisibility = ( 1.0 - visibility / 4.0 );\nvec4 texture = texture2D( map, vUV );\ntexture.a *= opacity * visibility;\ngl_FragColor = texture;\ngl_FragColor.rgb *= color;\n}\n}"},
M=n.createProgram(),K=n.createShader(n.FRAGMENT_SHADER),E=n.createShader(n.VERTEX_SHADER),O="precision "+a.getPrecision()+" float;\n";n.shaderSource(K,O+C.fragmentShader);n.shaderSource(E,O+C.vertexShader);n.compileShader(K);n.compileShader(E);n.attachShader(M,K);n.attachShader(M,E);n.linkProgram(M);v=M;m=n.getAttribLocation(v,"position");p=n.getAttribLocation(v,"uv");c=n.getUniformLocation(v,"renderType");d=n.getUniformLocation(v,"map");e=n.getUniformLocation(v,"occlusionMap");g=n.getUniformLocation(v,
"opacity");f=n.getUniformLocation(v,"color");h=n.getUniformLocation(v,"scale");l=n.getUniformLocation(v,"rotation");k=n.getUniformLocation(v,"screenPosition")}n.useProgram(v);q.initAttributes();q.enableAttribute(m);q.enableAttribute(p);q.disableUnusedAttributes();n.uniform1i(e,0);n.uniform1i(d,1);n.bindBuffer(n.ARRAY_BUFFER,s);n.vertexAttribPointer(m,2,n.FLOAT,!1,16,0);n.vertexAttribPointer(p,2,n.FLOAT,!1,16,8);n.bindBuffer(n.ELEMENT_ARRAY_BUFFER,t);q.disable(n.CULL_FACE);n.depthMask(!1);M=0;for(K=
b.length;M<K;M++)if(C=16/z,N.set(C*A,C),E=b[M],x.set(E.matrixWorld.elements[12],E.matrixWorld.elements[13],E.matrixWorld.elements[14]),x.applyMatrix4(B.matrixWorldInverse),x.applyProjection(B.projectionMatrix),L.copy(x),Q.x=L.x*J+J,Q.y=L.y*F+F,u||0<Q.x&&Q.x<y&&0<Q.y&&Q.y<z){q.activeTexture(n.TEXTURE0);q.bindTexture(n.TEXTURE_2D,null);q.activeTexture(n.TEXTURE1);q.bindTexture(n.TEXTURE_2D,w);n.copyTexImage2D(n.TEXTURE_2D,0,n.RGB,Q.x-8,Q.y-8,16,16,0);n.uniform1i(c,0);n.uniform2f(h,N.x,N.y);n.uniform3f(k,
L.x,L.y,L.z);q.disable(n.BLEND);q.enable(n.DEPTH_TEST);n.drawElements(n.TRIANGLES,6,n.UNSIGNED_SHORT,0);q.activeTexture(n.TEXTURE0);q.bindTexture(n.TEXTURE_2D,D);n.copyTexImage2D(n.TEXTURE_2D,0,n.RGBA,Q.x-8,Q.y-8,16,16,0);n.uniform1i(c,1);q.disable(n.DEPTH_TEST);q.activeTexture(n.TEXTURE1);q.bindTexture(n.TEXTURE_2D,w);n.drawElements(n.TRIANGLES,6,n.UNSIGNED_SHORT,0);E.positionScreen.copy(L);E.customUpdateCallback?E.customUpdateCallback(E):E.updateLensFlares();n.uniform1i(c,2);q.enable(n.BLEND);for(var O=
0,T=E.lensFlares.length;O<T;O++){var H=E.lensFlares[O];.001<H.opacity&&.001<H.scale&&(L.x=H.x,L.y=H.y,L.z=H.z,C=H.size*H.scale/z,N.x=C*A,N.y=C,n.uniform3f(k,L.x,L.y,L.z),n.uniform2f(h,N.x,N.y),n.uniform1f(l,H.rotation),n.uniform1f(g,H.opacity),n.uniform3f(f,H.color.r,H.color.g,H.color.b),q.setBlending(H.blending,H.blendEquation,H.blendSrc,H.blendDst),a.setTexture(H.texture,1),n.drawElements(n.TRIANGLES,6,n.UNSIGNED_SHORT,0))}}q.enable(n.CULL_FACE);q.enable(n.DEPTH_TEST);n.depthMask(!0);a.resetGLState()}}};
THREE.SpritePlugin=function(a,b){var c,d,e,g,f,h,l,k,m,p,n,q,s,t,v,u,w;function D(a,b){return a.z!==b.z?b.z-a.z:b.id-a.id}var x=a.context,B=a.state,y,z,A,J,F=new THREE.Vector3,C=new THREE.Quaternion,N=new THREE.Vector3;this.render=function(L,Q){if(0!==b.length){if(void 0===A){var M=new Float32Array([-.5,-.5,0,0,.5,-.5,1,0,.5,.5,1,1,-.5,.5,0,1]),K=new Uint16Array([0,1,2,0,2,3]);y=x.createBuffer();z=x.createBuffer();x.bindBuffer(x.ARRAY_BUFFER,y);x.bufferData(x.ARRAY_BUFFER,M,x.STATIC_DRAW);x.bindBuffer(x.ELEMENT_ARRAY_BUFFER,
z);x.bufferData(x.ELEMENT_ARRAY_BUFFER,K,x.STATIC_DRAW);var M=x.createProgram(),K=x.createShader(x.VERTEX_SHADER),E=x.createShader(x.FRAGMENT_SHADER);x.shaderSource(K,["precision "+a.getPrecision()+" float;","uniform mat4 modelViewMatrix;\nuniform mat4 projectionMatrix;\nuniform float rotation;\nuniform vec2 scale;\nuniform vec2 uvOffset;\nuniform vec2 uvScale;\nattribute vec2 position;\nattribute vec2 uv;\nvarying vec2 vUV;\nvoid main() {\nvUV = uvOffset + uv * uvScale;\nvec2 alignedPosition = position * scale;\nvec2 rotatedPosition;\nrotatedPosition.x = cos( rotation ) * alignedPosition.x - sin( rotation ) * alignedPosition.y;\nrotatedPosition.y = sin( rotation ) * alignedPosition.x + cos( rotation ) * alignedPosition.y;\nvec4 finalPosition;\nfinalPosition = modelViewMatrix * vec4( 0.0, 0.0, 0.0, 1.0 );\nfinalPosition.xy += rotatedPosition;\nfinalPosition = projectionMatrix * finalPosition;\ngl_Position = finalPosition;\n}"].join("\n"));
x.shaderSource(E,["precision "+a.getPrecision()+" float;","uniform vec3 color;\nuniform sampler2D map;\nuniform float opacity;\nuniform int fogType;\nuniform vec3 fogColor;\nuniform float fogDensity;\nuniform float fogNear;\nuniform float fogFar;\nuniform float alphaTest;\nvarying vec2 vUV;\nvoid main() {\nvec4 texture = texture2D( map, vUV );\nif ( texture.a < alphaTest ) discard;\ngl_FragColor = vec4( color * texture.xyz, texture.a * opacity );\nif ( fogType > 0 ) {\nfloat depth = gl_FragCoord.z / gl_FragCoord.w;\nfloat fogFactor = 0.0;\nif ( fogType == 1 ) {\nfogFactor = smoothstep( fogNear, fogFar, depth );\n} else {\nconst float LOG2 = 1.442695;\nfogFactor = exp2( - fogDensity * fogDensity * depth * depth * LOG2 );\nfogFactor = 1.0 - clamp( fogFactor, 0.0, 1.0 );\n}\ngl_FragColor = mix( gl_FragColor, vec4( fogColor, gl_FragColor.w ), fogFactor );\n}\n}"].join("\n"));
x.compileShader(K);x.compileShader(E);x.attachShader(M,K);x.attachShader(M,E);x.linkProgram(M);A=M;u=x.getAttribLocation(A,"position");w=x.getAttribLocation(A,"uv");c=x.getUniformLocation(A,"uvOffset");d=x.getUniformLocation(A,"uvScale");e=x.getUniformLocation(A,"rotation");g=x.getUniformLocation(A,"scale");f=x.getUniformLocation(A,"color");h=x.getUniformLocation(A,"map");l=x.getUniformLocation(A,"opacity");k=x.getUniformLocation(A,"modelViewMatrix");m=x.getUniformLocation(A,"projectionMatrix");p=
x.getUniformLocation(A,"fogType");n=x.getUniformLocation(A,"fogDensity");q=x.getUniformLocation(A,"fogNear");s=x.getUniformLocation(A,"fogFar");t=x.getUniformLocation(A,"fogColor");v=x.getUniformLocation(A,"alphaTest");M=document.createElement("canvas");M.width=8;M.height=8;K=M.getContext("2d");K.fillStyle="white";K.fillRect(0,0,8,8);J=new THREE.Texture(M);J.needsUpdate=!0}x.useProgram(A);B.initAttributes();B.enableAttribute(u);B.enableAttribute(w);B.disableUnusedAttributes();B.disable(x.CULL_FACE);
B.enable(x.BLEND);x.bindBuffer(x.ARRAY_BUFFER,y);x.vertexAttribPointer(u,2,x.FLOAT,!1,16,0);x.vertexAttribPointer(w,2,x.FLOAT,!1,16,8);x.bindBuffer(x.ELEMENT_ARRAY_BUFFER,z);x.uniformMatrix4fv(m,!1,Q.projectionMatrix.elements);B.activeTexture(x.TEXTURE0);x.uniform1i(h,0);K=M=0;(E=L.fog)?(x.uniform3f(t,E.color.r,E.color.g,E.color.b),E instanceof THREE.Fog?(x.uniform1f(q,E.near),x.uniform1f(s,E.far),x.uniform1i(p,1),K=M=1):E instanceof THREE.FogExp2&&(x.uniform1f(n,E.density),x.uniform1i(p,2),K=M=2)):
(x.uniform1i(p,0),K=M=0);for(var E=0,O=b.length;E<O;E++){var T=b[E];T.modelViewMatrix.multiplyMatrices(Q.matrixWorldInverse,T.matrixWorld);T.z=-T.modelViewMatrix.elements[14]}b.sort(D);for(var H=[],E=0,O=b.length;E<O;E++){var T=b[E],R=T.material;x.uniform1f(v,R.alphaTest);x.uniformMatrix4fv(k,!1,T.modelViewMatrix.elements);T.matrixWorld.decompose(F,C,N);H[0]=N.x;H[1]=N.y;T=0;L.fog&&R.fog&&(T=K);M!==T&&(x.uniform1i(p,T),M=T);null!==R.map?(x.uniform2f(c,R.map.offset.x,R.map.offset.y),x.uniform2f(d,
R.map.repeat.x,R.map.repeat.y)):(x.uniform2f(c,0,0),x.uniform2f(d,1,1));x.uniform1f(l,R.opacity);x.uniform3f(f,R.color.r,R.color.g,R.color.b);x.uniform1f(e,R.rotation);x.uniform2fv(g,H);B.setBlending(R.blending,R.blendEquation,R.blendSrc,R.blendDst);B.setDepthTest(R.depthTest);B.setDepthWrite(R.depthWrite);R.map&&R.map.image&&R.map.image.width?a.setTexture(R.map,0):a.setTexture(J,0);x.drawElements(x.TRIANGLES,6,x.UNSIGNED_SHORT,0)}B.enable(x.CULL_FACE);a.resetGLState()}}};
THREE.CurveUtils={tangentQuadraticBezier:function(a,b,c,d){return 2*(1-a)*(c-b)+2*a*(d-c)},tangentCubicBezier:function(a,b,c,d,e){return-3*b*(1-a)*(1-a)+3*c*(1-a)*(1-a)-6*a*c*(1-a)+6*a*d*(1-a)-3*a*a*d+3*a*a*e},tangentSpline:function(a,b,c,d,e){return 6*a*a-6*a+(3*a*a-4*a+1)+(-6*a*a+6*a)+(3*a*a-2*a)},interpolate:function(a,b,c,d,e){a=.5*(c-a);d=.5*(d-b);var g=e*e;return(2*b-2*c+a+d)*e*g+(-3*b+3*c-2*a-d)*g+a*e+b}};
THREE.GeometryUtils={merge:function(a,b,c){console.warn("THREE.GeometryUtils: .merge() has been moved to Geometry. Use geometry.merge( geometry2, matrix, materialIndexOffset ) instead.");var d;b instanceof THREE.Mesh&&(b.matrixAutoUpdate&&b.updateMatrix(),d=b.matrix,b=b.geometry);a.merge(b,d,c)},center:function(a){console.warn("THREE.GeometryUtils: .center() has been moved to Geometry. Use geometry.center() instead.");return a.center()}};
THREE.ImageUtils={crossOrigin:void 0,loadTexture:function(a,b,c,d){console.warn("THREE.ImageUtils.loadTexture is being deprecated. Use THREE.TextureLoader() instead.");var e=new THREE.TextureLoader;e.setCrossOrigin(this.crossOrigin);a=e.load(a,c,void 0,d);b&&(a.mapping=b);return a},loadTextureCube:function(a,b,c,d){console.warn("THREE.ImageUtils.loadTextureCube is being deprecated. Use THREE.CubeTextureLoader() instead.");var e=new THREE.CubeTextureLoader;e.setCrossOrigin(this.crossOrigin);a=e.load(a,
c,void 0,d);b&&(a.mapping=b);return a},loadCompressedTexture:function(){console.error("THREE.ImageUtils.loadCompressedTexture has been removed. Use THREE.DDSLoader instead.")},loadCompressedTextureCube:function(){console.error("THREE.ImageUtils.loadCompressedTextureCube has been removed. Use THREE.DDSLoader instead.")}};
THREE.SceneUtils={createMultiMaterialObject:function(a,b){for(var c=new THREE.Group,d=0,e=b.length;d<e;d++)c.add(new THREE.Mesh(a,b[d]));return c},detach:function(a,b,c){a.applyMatrix(b.matrixWorld);b.remove(a);c.add(a)},attach:function(a,b,c){var d=new THREE.Matrix4;d.getInverse(c.matrixWorld);a.applyMatrix(d);b.remove(a);c.add(a)}};
THREE.ShapeUtils={area:function(a){for(var b=a.length,c=0,d=b-1,e=0;e<b;d=e++)c+=a[d].x*a[e].y-a[e].x*a[d].y;return.5*c},triangulate:function(){return function(a,b){var c=a.length;if(3>c)return null;var d=[],e=[],g=[],f,h,l;if(0<THREE.ShapeUtils.area(a))for(h=0;h<c;h++)e[h]=h;else for(h=0;h<c;h++)e[h]=c-1-h;var k=2*c;for(h=c-1;2<c;){if(0>=k--){console.warn("THREE.ShapeUtils: Unable to triangulate polygon! in triangulate()");break}f=h;c<=f&&(f=0);h=f+1;c<=h&&(h=0);l=h+1;c<=l&&(l=0);var m;a:{var p=
m=void 0,n=void 0,q=void 0,s=void 0,t=void 0,v=void 0,u=void 0,w=void 0,p=a[e[f]].x,n=a[e[f]].y,q=a[e[h]].x,s=a[e[h]].y,t=a[e[l]].x,v=a[e[l]].y;if(Number.EPSILON>(q-p)*(v-n)-(s-n)*(t-p))m=!1;else{var D=void 0,x=void 0,B=void 0,y=void 0,z=void 0,A=void 0,J=void 0,F=void 0,C=void 0,N=void 0,C=F=J=w=u=void 0,D=t-q,x=v-s,B=p-t,y=n-v,z=q-p,A=s-n;for(m=0;m<c;m++)if(u=a[e[m]].x,w=a[e[m]].y,!(u===p&&w===n||u===q&&w===s||u===t&&w===v)&&(J=u-p,F=w-n,C=u-q,N=w-s,u-=t,w-=v,C=D*N-x*C,J=z*F-A*J,F=B*w-y*u,C>=-Number.EPSILON&&
F>=-Number.EPSILON&&J>=-Number.EPSILON)){m=!1;break a}m=!0}}if(m){d.push([a[e[f]],a[e[h]],a[e[l]]]);g.push([e[f],e[h],e[l]]);f=h;for(l=h+1;l<c;f++,l++)e[f]=e[l];c--;k=2*c}}return b?g:d}}(),triangulateShape:function(a,b){function c(a,b,c){return a.x!==b.x?a.x<b.x?a.x<=c.x&&c.x<=b.x:b.x<=c.x&&c.x<=a.x:a.y<b.y?a.y<=c.y&&c.y<=b.y:b.y<=c.y&&c.y<=a.y}function d(a,b,d,e,f){var g=b.x-a.x,h=b.y-a.y,k=e.x-d.x,l=e.y-d.y,m=a.x-d.x,p=a.y-d.y,z=h*k-g*l,A=h*m-g*p;if(Math.abs(z)>Number.EPSILON){if(0<z){if(0>A||A>
z)return[];k=l*m-k*p;if(0>k||k>z)return[]}else{if(0<A||A<z)return[];k=l*m-k*p;if(0<k||k<z)return[]}if(0===k)return!f||0!==A&&A!==z?[a]:[];if(k===z)return!f||0!==A&&A!==z?[b]:[];if(0===A)return[d];if(A===z)return[e];f=k/z;return[{x:a.x+f*g,y:a.y+f*h}]}if(0!==A||l*m!==k*p)return[];h=0===g&&0===h;k=0===k&&0===l;if(h&&k)return a.x!==d.x||a.y!==d.y?[]:[a];if(h)return c(d,e,a)?[a]:[];if(k)return c(a,b,d)?[d]:[];0!==g?(a.x<b.x?(g=a,k=a.x,h=b,a=b.x):(g=b,k=b.x,h=a,a=a.x),d.x<e.x?(b=d,z=d.x,l=e,d=e.x):(b=
e,z=e.x,l=d,d=d.x)):(a.y<b.y?(g=a,k=a.y,h=b,a=b.y):(g=b,k=b.y,h=a,a=a.y),d.y<e.y?(b=d,z=d.y,l=e,d=e.y):(b=e,z=e.y,l=d,d=d.y));return k<=z?a<z?[]:a===z?f?[]:[b]:a<=d?[b,h]:[b,l]:k>d?[]:k===d?f?[]:[g]:a<=d?[g,h]:[g,l]}function e(a,b,c,d){var e=b.x-a.x,f=b.y-a.y;b=c.x-a.x;c=c.y-a.y;var g=d.x-a.x;d=d.y-a.y;a=e*c-f*b;e=e*d-f*g;return Math.abs(a)>Number.EPSILON?(b=g*c-d*b,0<a?0<=e&&0<=b:0<=e||0<=b):0<e}var g,f,h,l,k,m={};h=a.concat();g=0;for(f=b.length;g<f;g++)Array.prototype.push.apply(h,b[g]);g=0;for(f=
h.length;g<f;g++)k=h[g].x+":"+h[g].y,void 0!==m[k]&&console.warn("THREE.Shape: Duplicate point",k),m[k]=g;g=function(a,b){function c(a,b){var d=h.length-1,f=a-1;0>f&&(f=d);var g=a+1;g>d&&(g=0);d=e(h[a],h[f],h[g],k[b]);if(!d)return!1;d=k.length-1;f=b-1;0>f&&(f=d);g=b+1;g>d&&(g=0);return(d=e(k[b],k[f],k[g],h[a]))?!0:!1}function f(a,b){var c,e;for(c=0;c<h.length;c++)if(e=c+1,e%=h.length,e=d(a,b,h[c],h[e],!0),0<e.length)return!0;return!1}function g(a,c){var e,f,h,k;for(e=0;e<l.length;e++)for(f=b[l[e]],
h=0;h<f.length;h++)if(k=h+1,k%=f.length,k=d(a,c,f[h],f[k],!0),0<k.length)return!0;return!1}var h=a.concat(),k,l=[],m,p,y,z,A,J=[],F,C,N,L=0;for(m=b.length;L<m;L++)l.push(L);F=0;for(var Q=2*l.length;0<l.length;){Q--;if(0>Q){console.log("Infinite Loop! Holes left:"+l.length+", Probably Hole outside Shape!");break}for(p=F;p<h.length;p++){y=h[p];m=-1;for(L=0;L<l.length;L++)if(z=l[L],A=y.x+":"+y.y+":"+z,void 0===J[A]){k=b[z];for(C=0;C<k.length;C++)if(z=k[C],c(p,C)&&!f(y,z)&&!g(y,z)){m=C;l.splice(L,1);
F=h.slice(0,p+1);z=h.slice(p);C=k.slice(m);N=k.slice(0,m+1);h=F.concat(C).concat(N).concat(z);F=p;break}if(0<=m)break;J[A]=!0}if(0<=m)break}}return h}(a,b);var p=THREE.ShapeUtils.triangulate(g,!1);g=0;for(f=p.length;g<f;g++)for(l=p[g],h=0;3>h;h++)k=l[h].x+":"+l[h].y,k=m[k],void 0!==k&&(l[h]=k);return p.concat()},isClockWise:function(a){return 0>THREE.ShapeUtils.area(a)},b2:function(){return function(a,b,c,d){var e=1-a;return e*e*b+2*(1-a)*a*c+a*a*d}}(),b3:function(){return function(a,b,c,d,e){var g=
1-a,f=1-a;return g*g*g*b+3*f*f*a*c+3*(1-a)*a*a*d+a*a*a*e}}()};THREE.Audio=function(a){THREE.Object3D.call(this);this.type="Audio";this.context=a.context;this.source=this.context.createBufferSource();this.source.onended=this.onEnded.bind(this);this.gain=this.context.createGain();this.gain.connect(this.context.destination);this.panner=this.context.createPanner();this.panner.connect(this.gain);this.autoplay=!1;this.startTime=0;this.playbackRate=1;this.isPlaying=!1};THREE.Audio.prototype=Object.create(THREE.Object3D.prototype);
THREE.Audio.prototype.constructor=THREE.Audio;THREE.Audio.prototype.load=function(a){var b=this,c=new XMLHttpRequest;c.open("GET",a,!0);c.responseType="arraybuffer";c.onload=function(a){b.context.decodeAudioData(this.response,function(a){b.source.buffer=a;b.autoplay&&b.play()})};c.send();return this};
THREE.Audio.prototype.play=function(){if(!0===this.isPlaying)console.warn("THREE.Audio: Audio is already playing.");else{var a=this.context.createBufferSource();a.buffer=this.source.buffer;a.loop=this.source.loop;a.onended=this.source.onended;a.start(0,this.startTime);a.playbackRate.value=this.playbackRate;this.isPlaying=!0;this.source=a;this.connect()}};THREE.Audio.prototype.pause=function(){this.source.stop();this.startTime=this.context.currentTime};
THREE.Audio.prototype.stop=function(){this.source.stop();this.startTime=0};THREE.Audio.prototype.connect=function(){void 0!==this.filter?(this.source.connect(this.filter),this.filter.connect(this.panner)):this.source.connect(this.panner)};THREE.Audio.prototype.disconnect=function(){void 0!==this.filter?(this.source.disconnect(this.filter),this.filter.disconnect(this.panner)):this.source.disconnect(this.panner)};
THREE.Audio.prototype.setFilter=function(a){!0===this.isPlaying?(this.disconnect(),this.filter=a,this.connect()):this.filter=a};THREE.Audio.prototype.getFilter=function(){return this.filter};THREE.Audio.prototype.setPlaybackRate=function(a){this.playbackRate=a;!0===this.isPlaying&&(this.source.playbackRate.value=this.playbackRate)};THREE.Audio.prototype.getPlaybackRate=function(){return this.playbackRate};THREE.Audio.prototype.onEnded=function(){this.isPlaying=!1};
THREE.Audio.prototype.setLoop=function(a){this.source.loop=a};THREE.Audio.prototype.getLoop=function(){return this.source.loop};THREE.Audio.prototype.setRefDistance=function(a){this.panner.refDistance=a};THREE.Audio.prototype.getRefDistance=function(){return this.panner.refDistance};THREE.Audio.prototype.setRolloffFactor=function(a){this.panner.rolloffFactor=a};THREE.Audio.prototype.getRolloffFactor=function(){return this.panner.rolloffFactor};
THREE.Audio.prototype.setVolume=function(a){this.gain.gain.value=a};THREE.Audio.prototype.getVolume=function(){return this.gain.gain.value};THREE.Audio.prototype.updateMatrixWorld=function(){var a=new THREE.Vector3;return function(b){THREE.Object3D.prototype.updateMatrixWorld.call(this,b);a.setFromMatrixPosition(this.matrixWorld);this.panner.setPosition(a.x,a.y,a.z)}}();THREE.AudioListener=function(){THREE.Object3D.call(this);this.type="AudioListener";this.context=new (window.AudioContext||window.webkitAudioContext)};
THREE.AudioListener.prototype=Object.create(THREE.Object3D.prototype);THREE.AudioListener.prototype.constructor=THREE.AudioListener;
THREE.AudioListener.prototype.updateMatrixWorld=function(){var a=new THREE.Vector3,b=new THREE.Quaternion,c=new THREE.Vector3,d=new THREE.Vector3;return function(e){THREE.Object3D.prototype.updateMatrixWorld.call(this,e);e=this.context.listener;var g=this.up;this.matrixWorld.decompose(a,b,c);d.set(0,0,-1).applyQuaternion(b);e.setPosition(a.x,a.y,a.z);e.setOrientation(d.x,d.y,d.z,g.x,g.y,g.z)}}();THREE.Curve=function(){};
THREE.Curve.prototype={constructor:THREE.Curve,getPoint:function(a){console.warn("THREE.Curve: Warning, getPoint() not implemented!");return null},getPointAt:function(a){a=this.getUtoTmapping(a);return this.getPoint(a)},getPoints:function(a){a||(a=5);var b,c=[];for(b=0;b<=a;b++)c.push(this.getPoint(b/a));return c},getSpacedPoints:function(a){a||(a=5);var b,c=[];for(b=0;b<=a;b++)c.push(this.getPointAt(b/a));return c},getLength:function(){var a=this.getLengths();return a[a.length-1]},getLengths:function(a){a||
(a=this.__arcLengthDivisions?this.__arcLengthDivisions:200);if(this.cacheArcLengths&&this.cacheArcLengths.length===a+1&&!this.needsUpdate)return this.cacheArcLengths;this.needsUpdate=!1;var b=[],c,d=this.getPoint(0),e,g=0;b.push(0);for(e=1;e<=a;e++)c=this.getPoint(e/a),g+=c.distanceTo(d),b.push(g),d=c;return this.cacheArcLengths=b},updateArcLengths:function(){this.needsUpdate=!0;this.getLengths()},getUtoTmapping:function(a,b){var c=this.getLengths(),d=0,e=c.length,g;g=b?b:a*c[e-1];for(var f=0,h=e-
1,l;f<=h;)if(d=Math.floor(f+(h-f)/2),l=c[d]-g,0>l)f=d+1;else if(0<l)h=d-1;else{h=d;break}d=h;if(c[d]===g)return d/(e-1);f=c[d];return c=(d+(g-f)/(c[d+1]-f))/(e-1)},getTangent:function(a){var b=a-1E-4;a+=1E-4;0>b&&(b=0);1<a&&(a=1);b=this.getPoint(b);return this.getPoint(a).clone().sub(b).normalize()},getTangentAt:function(a){a=this.getUtoTmapping(a);return this.getTangent(a)}};THREE.Curve.Utils=THREE.CurveUtils;
THREE.Curve.create=function(a,b){a.prototype=Object.create(THREE.Curve.prototype);a.prototype.constructor=a;a.prototype.getPoint=b;return a};THREE.CurvePath=function(){this.curves=[];this.autoClose=!1};THREE.CurvePath.prototype=Object.create(THREE.Curve.prototype);THREE.CurvePath.prototype.constructor=THREE.CurvePath;THREE.CurvePath.prototype.add=function(a){this.curves.push(a)};
THREE.CurvePath.prototype.closePath=function(){var a=this.curves[0].getPoint(0),b=this.curves[this.curves.length-1].getPoint(1);a.equals(b)||this.curves.push(new THREE.LineCurve(b,a))};THREE.CurvePath.prototype.getPoint=function(a){for(var b=a*this.getLength(),c=this.getCurveLengths(),d=0;d<c.length;){if(c[d]>=b)return a=this.curves[d],b=1-(c[d]-b)/a.getLength(),a.getPointAt(b);d++}return null};THREE.CurvePath.prototype.getLength=function(){var a=this.getCurveLengths();return a[a.length-1]};
THREE.CurvePath.prototype.getCurveLengths=function(){if(this.cacheLengths&&this.cacheLengths.length===this.curves.length)return this.cacheLengths;for(var a=[],b=0,c=0,d=this.curves.length;c<d;c++)b+=this.curves[c].getLength(),a.push(b);return this.cacheLengths=a};THREE.CurvePath.prototype.createPointsGeometry=function(a){a=this.getPoints(a,!0);return this.createGeometry(a)};THREE.CurvePath.prototype.createSpacedPointsGeometry=function(a){a=this.getSpacedPoints(a,!0);return this.createGeometry(a)};
THREE.CurvePath.prototype.createGeometry=function(a){for(var b=new THREE.Geometry,c=0,d=a.length;c<d;c++){var e=a[c];b.vertices.push(new THREE.Vector3(e.x,e.y,e.z||0))}return b};THREE.Path=function(a){THREE.CurvePath.call(this);this.actions=[];a&&this.fromPoints(a)};THREE.Path.prototype=Object.create(THREE.CurvePath.prototype);THREE.Path.prototype.constructor=THREE.Path;THREE.Path.prototype.fromPoints=function(a){this.moveTo(a[0].x,a[0].y);for(var b=1,c=a.length;b<c;b++)this.lineTo(a[b].x,a[b].y)};
THREE.Path.prototype.moveTo=function(a,b){this.actions.push({action:"moveTo",args:[a,b]})};THREE.Path.prototype.lineTo=function(a,b){var c=this.actions[this.actions.length-1].args,c=new THREE.LineCurve(new THREE.Vector2(c[c.length-2],c[c.length-1]),new THREE.Vector2(a,b));this.curves.push(c);this.actions.push({action:"lineTo",args:[a,b]})};
THREE.Path.prototype.quadraticCurveTo=function(a,b,c,d){var e=this.actions[this.actions.length-1].args,e=new THREE.QuadraticBezierCurve(new THREE.Vector2(e[e.length-2],e[e.length-1]),new THREE.Vector2(a,b),new THREE.Vector2(c,d));this.curves.push(e);this.actions.push({action:"quadraticCurveTo",args:[a,b,c,d]})};
THREE.Path.prototype.bezierCurveTo=function(a,b,c,d,e,g){var f=this.actions[this.actions.length-1].args,f=new THREE.CubicBezierCurve(new THREE.Vector2(f[f.length-2],f[f.length-1]),new THREE.Vector2(a,b),new THREE.Vector2(c,d),new THREE.Vector2(e,g));this.curves.push(f);this.actions.push({action:"bezierCurveTo",args:[a,b,c,d,e,g]})};
THREE.Path.prototype.splineThru=function(a){var b=Array.prototype.slice.call(arguments),c=this.actions[this.actions.length-1].args,c=[new THREE.Vector2(c[c.length-2],c[c.length-1])];Array.prototype.push.apply(c,a);c=new THREE.SplineCurve(c);this.curves.push(c);this.actions.push({action:"splineThru",args:b})};THREE.Path.prototype.arc=function(a,b,c,d,e,g){var f=this.actions[this.actions.length-1].args;this.absarc(a+f[f.length-2],b+f[f.length-1],c,d,e,g)};
THREE.Path.prototype.absarc=function(a,b,c,d,e,g){this.absellipse(a,b,c,c,d,e,g)};THREE.Path.prototype.ellipse=function(a,b,c,d,e,g,f,h){var l=this.actions[this.actions.length-1].args;this.absellipse(a+l[l.length-2],b+l[l.length-1],c,d,e,g,f,h)};THREE.Path.prototype.absellipse=function(a,b,c,d,e,g,f,h){var l=[a,b,c,d,e,g,f,h||0];a=new THREE.EllipseCurve(a,b,c,d,e,g,f,h);this.curves.push(a);a=a.getPoint(1);l.push(a.x);l.push(a.y);this.actions.push({action:"ellipse",args:l})};
THREE.Path.prototype.getSpacedPoints=function(a,b){a||(a=40);for(var c=[],d=0;d<a;d++)c.push(this.getPoint(d/a));return c};
THREE.Path.prototype.getPoints=function(a,b){a=a||12;for(var c=THREE.ShapeUtils.b2,d=THREE.ShapeUtils.b3,e=[],g,f,h,l,k,m,p,n,q,s,t=0,v=this.actions.length;t<v;t++){q=this.actions[t];var u=q.args;switch(q.action){case "moveTo":e.push(new THREE.Vector2(u[0],u[1]));break;case "lineTo":e.push(new THREE.Vector2(u[0],u[1]));break;case "quadraticCurveTo":g=u[2];f=u[3];k=u[0];m=u[1];0<e.length?(q=e[e.length-1],p=q.x,n=q.y):(q=this.actions[t-1].args,p=q[q.length-2],n=q[q.length-1]);for(u=1;u<=a;u++)s=u/a,
q=c(s,p,k,g),s=c(s,n,m,f),e.push(new THREE.Vector2(q,s));break;case "bezierCurveTo":g=u[4];f=u[5];k=u[0];m=u[1];h=u[2];l=u[3];0<e.length?(q=e[e.length-1],p=q.x,n=q.y):(q=this.actions[t-1].args,p=q[q.length-2],n=q[q.length-1]);for(u=1;u<=a;u++)s=u/a,q=d(s,p,k,h,g),s=d(s,n,m,l,f),e.push(new THREE.Vector2(q,s));break;case "splineThru":q=this.actions[t-1].args;s=[new THREE.Vector2(q[q.length-2],q[q.length-1])];q=a*u[0].length;s=s.concat(u[0]);s=new THREE.SplineCurve(s);for(u=1;u<=q;u++)e.push(s.getPointAt(u/
q));break;case "arc":g=u[0];f=u[1];m=u[2];h=u[3];q=u[4];k=!!u[5];p=q-h;n=2*a;for(u=1;u<=n;u++)s=u/n,k||(s=1-s),s=h+s*p,q=g+m*Math.cos(s),s=f+m*Math.sin(s),e.push(new THREE.Vector2(q,s));break;case "ellipse":g=u[0];f=u[1];m=u[2];l=u[3];h=u[4];q=u[5];k=!!u[6];var w=u[7];p=q-h;n=2*a;var D,x;0!==w&&(D=Math.cos(w),x=Math.sin(w));for(u=1;u<=n;u++){s=u/n;k||(s=1-s);s=h+s*p;q=g+m*Math.cos(s);s=f+l*Math.sin(s);if(0!==w){var B=q;q=(B-g)*D-(s-f)*x+g;s=(B-g)*x+(s-f)*D+f}e.push(new THREE.Vector2(q,s))}}}c=e[e.length-
1];Math.abs(c.x-e[0].x)<Number.EPSILON&&Math.abs(c.y-e[0].y)<Number.EPSILON&&e.splice(e.length-1,1);b&&e.push(e[0]);return e};
THREE.Path.prototype.toShapes=function(a,b){function c(a){for(var b=[],c=0,d=a.length;c<d;c++){var e=a[c],f=new THREE.Shape;f.actions=e.actions;f.curves=e.curves;b.push(f)}return b}function d(a,b){for(var c=b.length,d=!1,e=c-1,f=0;f<c;e=f++){var g=b[e],h=b[f],k=h.x-g.x,l=h.y-g.y;if(Math.abs(l)>Number.EPSILON){if(0>l&&(g=b[f],k=-k,h=b[e],l=-l),!(a.y<g.y||a.y>h.y))if(a.y===g.y){if(a.x===g.x)return!0}else{e=l*(a.x-g.x)-k*(a.y-g.y);if(0===e)return!0;0>e||(d=!d)}}else if(a.y===g.y&&(h.x<=a.x&&a.x<=g.x||
g.x<=a.x&&a.x<=h.x))return!0}return d}var e=THREE.ShapeUtils.isClockWise,g=function(a){for(var b=[],c=new THREE.Path,d=0,e=a.length;d<e;d++){var f=a[d],g=f.args,f=f.action;"moveTo"===f&&0!==c.actions.length&&(b.push(c),c=new THREE.Path);c[f].apply(c,g)}0!==c.actions.length&&b.push(c);return b}(this.actions);if(0===g.length)return[];if(!0===b)return c(g);var f,h,l,k=[];if(1===g.length)return h=g[0],l=new THREE.Shape,l.actions=h.actions,l.curves=h.curves,k.push(l),k;var m=!e(g[0].getPoints()),m=a?!m:
m;l=[];var p=[],n=[],q=0,s;p[q]=void 0;n[q]=[];for(var t=0,v=g.length;t<v;t++)h=g[t],s=h.getPoints(),f=e(s),(f=a?!f:f)?(!m&&p[q]&&q++,p[q]={s:new THREE.Shape,p:s},p[q].s.actions=h.actions,p[q].s.curves=h.curves,m&&q++,n[q]=[]):n[q].push({h:h,p:s[0]});if(!p[0])return c(g);if(1<p.length){t=!1;h=[];e=0;for(g=p.length;e<g;e++)l[e]=[];e=0;for(g=p.length;e<g;e++)for(f=n[e],m=0;m<f.length;m++){q=f[m];s=!0;for(v=0;v<p.length;v++)d(q.p,p[v].p)&&(e!==v&&h.push({froms:e,tos:v,hole:m}),s?(s=!1,l[v].push(q)):
t=!0);s&&l[e].push(q)}0<h.length&&(t||(n=l))}t=0;for(e=p.length;t<e;t++)for(l=p[t].s,k.push(l),h=n[t],g=0,f=h.length;g<f;g++)l.holes.push(h[g].h);return k};THREE.Shape=function(){THREE.Path.apply(this,arguments);this.holes=[]};THREE.Shape.prototype=Object.create(THREE.Path.prototype);THREE.Shape.prototype.constructor=THREE.Shape;THREE.Shape.prototype.extrude=function(a){return new THREE.ExtrudeGeometry(this,a)};THREE.Shape.prototype.makeGeometry=function(a){return new THREE.ShapeGeometry(this,a)};
THREE.Shape.prototype.getPointsHoles=function(a){for(var b=[],c=0,d=this.holes.length;c<d;c++)b[c]=this.holes[c].getPoints(a);return b};THREE.Shape.prototype.extractAllPoints=function(a){return{shape:this.getPoints(a),holes:this.getPointsHoles(a)}};THREE.Shape.prototype.extractPoints=function(a){return this.extractAllPoints(a)};THREE.Shape.Utils=THREE.ShapeUtils;THREE.LineCurve=function(a,b){this.v1=a;this.v2=b};THREE.LineCurve.prototype=Object.create(THREE.Curve.prototype);
THREE.LineCurve.prototype.constructor=THREE.LineCurve;THREE.LineCurve.prototype.getPoint=function(a){var b=this.v2.clone().sub(this.v1);b.multiplyScalar(a).add(this.v1);return b};THREE.LineCurve.prototype.getPointAt=function(a){return this.getPoint(a)};THREE.LineCurve.prototype.getTangent=function(a){return this.v2.clone().sub(this.v1).normalize()};THREE.QuadraticBezierCurve=function(a,b,c){this.v0=a;this.v1=b;this.v2=c};THREE.QuadraticBezierCurve.prototype=Object.create(THREE.Curve.prototype);
THREE.QuadraticBezierCurve.prototype.constructor=THREE.QuadraticBezierCurve;THREE.QuadraticBezierCurve.prototype.getPoint=function(a){var b=THREE.ShapeUtils.b2;return new THREE.Vector2(b(a,this.v0.x,this.v1.x,this.v2.x),b(a,this.v0.y,this.v1.y,this.v2.y))};THREE.QuadraticBezierCurve.prototype.getTangent=function(a){var b=THREE.CurveUtils.tangentQuadraticBezier;return(new THREE.Vector2(b(a,this.v0.x,this.v1.x,this.v2.x),b(a,this.v0.y,this.v1.y,this.v2.y))).normalize()};
THREE.CubicBezierCurve=function(a,b,c,d){this.v0=a;this.v1=b;this.v2=c;this.v3=d};THREE.CubicBezierCurve.prototype=Object.create(THREE.Curve.prototype);THREE.CubicBezierCurve.prototype.constructor=THREE.CubicBezierCurve;THREE.CubicBezierCurve.prototype.getPoint=function(a){var b=THREE.ShapeUtils.b3;return new THREE.Vector2(b(a,this.v0.x,this.v1.x,this.v2.x,this.v3.x),b(a,this.v0.y,this.v1.y,this.v2.y,this.v3.y))};
THREE.CubicBezierCurve.prototype.getTangent=function(a){var b=THREE.CurveUtils.tangentCubicBezier;return(new THREE.Vector2(b(a,this.v0.x,this.v1.x,this.v2.x,this.v3.x),b(a,this.v0.y,this.v1.y,this.v2.y,this.v3.y))).normalize()};THREE.SplineCurve=function(a){this.points=void 0==a?[]:a};THREE.SplineCurve.prototype=Object.create(THREE.Curve.prototype);THREE.SplineCurve.prototype.constructor=THREE.SplineCurve;
THREE.SplineCurve.prototype.getPoint=function(a){var b=this.points;a*=b.length-1;var c=Math.floor(a);a-=c;var d=b[0===c?c:c-1],e=b[c],g=b[c>b.length-2?b.length-1:c+1],b=b[c>b.length-3?b.length-1:c+2],c=THREE.CurveUtils.interpolate;return new THREE.Vector2(c(d.x,e.x,g.x,b.x,a),c(d.y,e.y,g.y,b.y,a))};THREE.EllipseCurve=function(a,b,c,d,e,g,f,h){this.aX=a;this.aY=b;this.xRadius=c;this.yRadius=d;this.aStartAngle=e;this.aEndAngle=g;this.aClockwise=f;this.aRotation=h||0};THREE.EllipseCurve.prototype=Object.create(THREE.Curve.prototype);
THREE.EllipseCurve.prototype.constructor=THREE.EllipseCurve;
THREE.EllipseCurve.prototype.getPoint=function(a){var b=this.aEndAngle-this.aStartAngle;0>b&&(b+=2*Math.PI);b>2*Math.PI&&(b-=2*Math.PI);b=!0===this.aClockwise?this.aEndAngle+(1-a)*(2*Math.PI-b):this.aStartAngle+a*b;a=this.aX+this.xRadius*Math.cos(b);var c=this.aY+this.yRadius*Math.sin(b);if(0!==this.aRotation){var b=Math.cos(this.aRotation),d=Math.sin(this.aRotation),e=a;a=(e-this.aX)*b-(c-this.aY)*d+this.aX;c=(e-this.aX)*d+(c-this.aY)*b+this.aY}return new THREE.Vector2(a,c)};
THREE.ArcCurve=function(a,b,c,d,e,g){THREE.EllipseCurve.call(this,a,b,c,c,d,e,g)};THREE.ArcCurve.prototype=Object.create(THREE.EllipseCurve.prototype);THREE.ArcCurve.prototype.constructor=THREE.ArcCurve;THREE.LineCurve3=THREE.Curve.create(function(a,b){this.v1=a;this.v2=b},function(a){var b=new THREE.Vector3;b.subVectors(this.v2,this.v1);b.multiplyScalar(a);b.add(this.v1);return b});
THREE.QuadraticBezierCurve3=THREE.Curve.create(function(a,b,c){this.v0=a;this.v1=b;this.v2=c},function(a){var b=THREE.ShapeUtils.b2;return new THREE.Vector3(b(a,this.v0.x,this.v1.x,this.v2.x),b(a,this.v0.y,this.v1.y,this.v2.y),b(a,this.v0.z,this.v1.z,this.v2.z))});
THREE.CubicBezierCurve3=THREE.Curve.create(function(a,b,c,d){this.v0=a;this.v1=b;this.v2=c;this.v3=d},function(a){var b=THREE.ShapeUtils.b3;return new THREE.Vector3(b(a,this.v0.x,this.v1.x,this.v2.x,this.v3.x),b(a,this.v0.y,this.v1.y,this.v2.y,this.v3.y),b(a,this.v0.z,this.v1.z,this.v2.z,this.v3.z))});
THREE.SplineCurve3=THREE.Curve.create(function(a){console.warn("THREE.SplineCurve3 will be deprecated. Please use THREE.CatmullRomCurve3");this.points=void 0==a?[]:a},function(a){var b=this.points;a*=b.length-1;var c=Math.floor(a);a-=c;var d=b[0==c?c:c-1],e=b[c],g=b[c>b.length-2?b.length-1:c+1],b=b[c>b.length-3?b.length-1:c+2],c=THREE.CurveUtils.interpolate;return new THREE.Vector3(c(d.x,e.x,g.x,b.x,a),c(d.y,e.y,g.y,b.y,a),c(d.z,e.z,g.z,b.z,a))});
THREE.CatmullRomCurve3=function(){function a(){}var b=new THREE.Vector3,c=new a,d=new a,e=new a;a.prototype.init=function(a,b,c,d){this.c0=a;this.c1=c;this.c2=-3*a+3*b-2*c-d;this.c3=2*a-2*b+c+d};a.prototype.initNonuniformCatmullRom=function(a,b,c,d,e,m,p){a=((b-a)/e-(c-a)/(e+m)+(c-b)/m)*m;d=((c-b)/m-(d-b)/(m+p)+(d-c)/p)*m;this.init(b,c,a,d)};a.prototype.initCatmullRom=function(a,b,c,d,e){this.init(b,c,e*(c-a),e*(d-b))};a.prototype.calc=function(a){var b=a*a;return this.c0+this.c1*a+this.c2*b+this.c3*
b*a};return THREE.Curve.create(function(a){this.points=a||[]},function(a){var f=this.points,h,l;l=f.length;2>l&&console.log("duh, you need at least 2 points");a*=l-1;h=Math.floor(a);a-=h;0===a&&h===l-1&&(h=l-2,a=1);var k,m,p;0===h?(b.subVectors(f[0],f[1]).add(f[0]),k=b):k=f[h-1];m=f[h];p=f[h+1];h+2<l?f=f[h+2]:(b.subVectors(f[l-1],f[l-2]).add(f[l-2]),f=b);if(void 0===this.type||"centripetal"===this.type||"chordal"===this.type){var n="chordal"===this.type?.5:.25;l=Math.pow(k.distanceToSquared(m),n);
h=Math.pow(m.distanceToSquared(p),n);n=Math.pow(p.distanceToSquared(f),n);1E-4>h&&(h=1);1E-4>l&&(l=h);1E-4>n&&(n=h);c.initNonuniformCatmullRom(k.x,m.x,p.x,f.x,l,h,n);d.initNonuniformCatmullRom(k.y,m.y,p.y,f.y,l,h,n);e.initNonuniformCatmullRom(k.z,m.z,p.z,f.z,l,h,n)}else"catmullrom"===this.type&&(l=void 0!==this.tension?this.tension:.5,c.initCatmullRom(k.x,m.x,p.x,f.x,l),d.initCatmullRom(k.y,m.y,p.y,f.y,l),e.initCatmullRom(k.z,m.z,p.z,f.z,l));return new THREE.Vector3(c.calc(a),d.calc(a),e.calc(a))})}();
THREE.ClosedSplineCurve3=THREE.Curve.create(function(a){this.points=void 0==a?[]:a},function(a){var b=this.points;a*=b.length-0;var c=Math.floor(a);a-=c;var c=c+(0<c?0:(Math.floor(Math.abs(c)/b.length)+1)*b.length),d=b[(c-1)%b.length],e=b[c%b.length],g=b[(c+1)%b.length],b=b[(c+2)%b.length],c=THREE.CurveUtils.interpolate;return new THREE.Vector3(c(d.x,e.x,g.x,b.x,a),c(d.y,e.y,g.y,b.y,a),c(d.z,e.z,g.z,b.z,a))});
THREE.BoxGeometry=function(a,b,c,d,e,g){function f(a,b,c,d,e,f,g,t){var v,u=h.widthSegments,w=h.heightSegments,D=e/2,x=f/2,B=h.vertices.length;if("x"===a&&"y"===b||"y"===a&&"x"===b)v="z";else if("x"===a&&"z"===b||"z"===a&&"x"===b)v="y",w=h.depthSegments;else if("z"===a&&"y"===b||"y"===a&&"z"===b)v="x",u=h.depthSegments;var y=u+1,z=w+1,A=e/u,J=f/w,F=new THREE.Vector3;F[v]=0<g?1:-1;for(e=0;e<z;e++)for(f=0;f<y;f++){var C=new THREE.Vector3;C[a]=(f*A-D)*c;C[b]=(e*J-x)*d;C[v]=g;h.vertices.push(C)}for(e=
0;e<w;e++)for(f=0;f<u;f++)x=f+y*e,a=f+y*(e+1),b=f+1+y*(e+1),c=f+1+y*e,d=new THREE.Vector2(f/u,1-e/w),g=new THREE.Vector2(f/u,1-(e+1)/w),v=new THREE.Vector2((f+1)/u,1-(e+1)/w),D=new THREE.Vector2((f+1)/u,1-e/w),x=new THREE.Face3(x+B,a+B,c+B),x.normal.copy(F),x.vertexNormals.push(F.clone(),F.clone(),F.clone()),x.materialIndex=t,h.faces.push(x),h.faceVertexUvs[0].push([d,g,D]),x=new THREE.Face3(a+B,b+B,c+B),x.normal.copy(F),x.vertexNormals.push(F.clone(),F.clone(),F.clone()),x.materialIndex=t,h.faces.push(x),
h.faceVertexUvs[0].push([g.clone(),v,D.clone()])}THREE.Geometry.call(this);this.type="BoxGeometry";this.parameters={width:a,height:b,depth:c,widthSegments:d,heightSegments:e,depthSegments:g};this.widthSegments=d||1;this.heightSegments=e||1;this.depthSegments=g||1;var h=this;d=a/2;e=b/2;g=c/2;f("z","y",-1,-1,c,b,d,0);f("z","y",1,-1,c,b,-d,1);f("x","z",1,1,a,c,e,2);f("x","z",1,-1,a,c,-e,3);f("x","y",1,-1,a,b,g,4);f("x","y",-1,-1,a,b,-g,5);this.mergeVertices()};THREE.BoxGeometry.prototype=Object.create(THREE.Geometry.prototype);
THREE.BoxGeometry.prototype.constructor=THREE.BoxGeometry;THREE.BoxGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.BoxGeometry(a.width,a.height,a.depth,a.widthSegments,a.heightSegments,a.depthSegments)};THREE.CubeGeometry=THREE.BoxGeometry;THREE.CircleGeometry=function(a,b,c,d){THREE.Geometry.call(this);this.type="CircleGeometry";this.parameters={radius:a,segments:b,thetaStart:c,thetaLength:d};this.fromBufferGeometry(new THREE.CircleBufferGeometry(a,b,c,d))};
THREE.CircleGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.CircleGeometry.prototype.constructor=THREE.CircleGeometry;THREE.CircleGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.CircleGeometry(a.radius,a.segments,a.thetaStart,a.thetaLength)};
THREE.CircleBufferGeometry=function(a,b,c,d){THREE.BufferGeometry.call(this);this.type="CircleBufferGeometry";this.parameters={radius:a,segments:b,thetaStart:c,thetaLength:d};a=a||50;b=void 0!==b?Math.max(3,b):8;c=void 0!==c?c:0;d=void 0!==d?d:2*Math.PI;var e=b+2,g=new Float32Array(3*e),f=new Float32Array(3*e),e=new Float32Array(2*e);f[2]=1;e[0]=.5;e[1]=.5;for(var h=0,l=3,k=2;h<=b;h++,l+=3,k+=2){var m=c+h/b*d;g[l]=a*Math.cos(m);g[l+1]=a*Math.sin(m);f[l+2]=1;e[k]=(g[l]/a+1)/2;e[k+1]=(g[l+1]/a+1)/2}c=
[];for(l=1;l<=b;l++)c.push(l,l+1,0);this.setIndex(new THREE.BufferAttribute(new Uint16Array(c),1));this.addAttribute("position",new THREE.BufferAttribute(g,3));this.addAttribute("normal",new THREE.BufferAttribute(f,3));this.addAttribute("uv",new THREE.BufferAttribute(e,2));this.boundingSphere=new THREE.Sphere(new THREE.Vector3,a)};THREE.CircleBufferGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);THREE.CircleBufferGeometry.prototype.constructor=THREE.CircleBufferGeometry;
THREE.CircleBufferGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.CircleBufferGeometry(a.radius,a.segments,a.thetaStart,a.thetaLength)};
THREE.CylinderGeometry=function(a,b,c,d,e,g,f,h){THREE.Geometry.call(this);this.type="CylinderGeometry";this.parameters={radiusTop:a,radiusBottom:b,height:c,radialSegments:d,heightSegments:e,openEnded:g,thetaStart:f,thetaLength:h};a=void 0!==a?a:20;b=void 0!==b?b:20;c=void 0!==c?c:100;d=d||8;e=e||1;g=void 0!==g?g:!1;f=void 0!==f?f:0;h=void 0!==h?h:2*Math.PI;var l=c/2,k,m,p=[],n=[];for(m=0;m<=e;m++){var q=[],s=[],t=m/e,v=t*(b-a)+a;for(k=0;k<=d;k++){var u=k/d,w=new THREE.Vector3;w.x=v*Math.sin(u*h+
f);w.y=-t*c+l;w.z=v*Math.cos(u*h+f);this.vertices.push(w);q.push(this.vertices.length-1);s.push(new THREE.Vector2(u,1-t))}p.push(q);n.push(s)}c=(b-a)/c;for(k=0;k<d;k++)for(0!==a?(f=this.vertices[p[0][k]].clone(),h=this.vertices[p[0][k+1]].clone()):(f=this.vertices[p[1][k]].clone(),h=this.vertices[p[1][k+1]].clone()),f.setY(Math.sqrt(f.x*f.x+f.z*f.z)*c).normalize(),h.setY(Math.sqrt(h.x*h.x+h.z*h.z)*c).normalize(),m=0;m<e;m++){var q=p[m][k],s=p[m+1][k],t=p[m+1][k+1],v=p[m][k+1],u=f.clone(),w=f.clone(),
D=h.clone(),x=h.clone(),B=n[m][k].clone(),y=n[m+1][k].clone(),z=n[m+1][k+1].clone(),A=n[m][k+1].clone();this.faces.push(new THREE.Face3(q,s,v,[u,w,x]));this.faceVertexUvs[0].push([B,y,A]);this.faces.push(new THREE.Face3(s,t,v,[w.clone(),D,x.clone()]));this.faceVertexUvs[0].push([y.clone(),z,A.clone()])}if(!1===g&&0<a)for(this.vertices.push(new THREE.Vector3(0,l,0)),k=0;k<d;k++)q=p[0][k],s=p[0][k+1],t=this.vertices.length-1,u=new THREE.Vector3(0,1,0),w=new THREE.Vector3(0,1,0),D=new THREE.Vector3(0,
1,0),B=n[0][k].clone(),y=n[0][k+1].clone(),z=new THREE.Vector2(y.x,0),this.faces.push(new THREE.Face3(q,s,t,[u,w,D],void 0,1)),this.faceVertexUvs[0].push([B,y,z]);if(!1===g&&0<b)for(this.vertices.push(new THREE.Vector3(0,-l,0)),k=0;k<d;k++)q=p[e][k+1],s=p[e][k],t=this.vertices.length-1,u=new THREE.Vector3(0,-1,0),w=new THREE.Vector3(0,-1,0),D=new THREE.Vector3(0,-1,0),B=n[e][k+1].clone(),y=n[e][k].clone(),z=new THREE.Vector2(y.x,1),this.faces.push(new THREE.Face3(q,s,t,[u,w,D],void 0,2)),this.faceVertexUvs[0].push([B,
y,z]);this.computeFaceNormals()};THREE.CylinderGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.CylinderGeometry.prototype.constructor=THREE.CylinderGeometry;THREE.CylinderGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.CylinderGeometry(a.radiusTop,a.radiusBottom,a.height,a.radialSegments,a.heightSegments,a.openEnded,a.thetaStart,a.thetaLength)};
THREE.EdgesGeometry=function(a,b){function c(a,b){return a-b}THREE.BufferGeometry.call(this);var d=Math.cos(THREE.Math.degToRad(void 0!==b?b:1)),e=[0,0],g={},f=["a","b","c"],h;a instanceof THREE.BufferGeometry?(h=new THREE.Geometry,h.fromBufferGeometry(a)):h=a.clone();h.mergeVertices();h.computeFaceNormals();var l=h.vertices;h=h.faces;for(var k=0,m=h.length;k<m;k++)for(var p=h[k],n=0;3>n;n++){e[0]=p[f[n]];e[1]=p[f[(n+1)%3]];e.sort(c);var q=e.toString();void 0===g[q]?g[q]={vert1:e[0],vert2:e[1],face1:k,
face2:void 0}:g[q].face2=k}e=[];for(q in g)if(f=g[q],void 0===f.face2||h[f.face1].normal.dot(h[f.face2].normal)<=d)k=l[f.vert1],e.push(k.x),e.push(k.y),e.push(k.z),k=l[f.vert2],e.push(k.x),e.push(k.y),e.push(k.z);this.addAttribute("position",new THREE.BufferAttribute(new Float32Array(e),3))};THREE.EdgesGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);THREE.EdgesGeometry.prototype.constructor=THREE.EdgesGeometry;
THREE.ExtrudeGeometry=function(a,b){"undefined"!==typeof a&&(THREE.Geometry.call(this),this.type="ExtrudeGeometry",a=Array.isArray(a)?a:[a],this.addShapeList(a,b),this.computeFaceNormals())};THREE.ExtrudeGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.ExtrudeGeometry.prototype.constructor=THREE.ExtrudeGeometry;THREE.ExtrudeGeometry.prototype.addShapeList=function(a,b){for(var c=a.length,d=0;d<c;d++)this.addShape(a[d],b)};
THREE.ExtrudeGeometry.prototype.addShape=function(a,b){function c(a,b,c){b||console.error("THREE.ExtrudeGeometry: vec does not exist");return b.clone().multiplyScalar(c).add(a)}function d(a,b,c){var d=1,d=a.x-b.x,e=a.y-b.y,f=c.x-a.x,g=c.y-a.y,h=d*d+e*e;if(Math.abs(d*g-e*f)>Number.EPSILON){var k=Math.sqrt(h),l=Math.sqrt(f*f+g*g),h=b.x-e/k;b=b.y+d/k;f=((c.x-g/l-h)*g-(c.y+f/l-b)*f)/(d*g-e*f);c=h+d*f-a.x;a=b+e*f-a.y;d=c*c+a*a;if(2>=d)return new THREE.Vector2(c,a);d=Math.sqrt(d/2)}else a=!1,d>Number.EPSILON?
f>Number.EPSILON&&(a=!0):d<-Number.EPSILON?f<-Number.EPSILON&&(a=!0):Math.sign(e)===Math.sign(g)&&(a=!0),a?(c=-e,a=d,d=Math.sqrt(h)):(c=d,a=e,d=Math.sqrt(h/2));return new THREE.Vector2(c/d,a/d)}function e(a,b){var c,d;for(G=a.length;0<=--G;){c=G;d=G-1;0>d&&(d=a.length-1);for(var e=0,f=q+2*m,e=0;e<f;e++){var g=T*e,h=T*(e+1),k=b+c+g,g=b+d+g,l=b+d+h,h=b+c+h,k=k+F,g=g+F,l=l+F,h=h+F;J.faces.push(new THREE.Face3(k,g,h,null,null,1));J.faces.push(new THREE.Face3(g,l,h,null,null,1));k=u.generateSideWallUV(J,
k,g,l,h);J.faceVertexUvs[0].push([k[0],k[1],k[3]]);J.faceVertexUvs[0].push([k[1],k[2],k[3]])}}}function g(a,b,c){J.vertices.push(new THREE.Vector3(a,b,c))}function f(a,b,c){a+=F;b+=F;c+=F;J.faces.push(new THREE.Face3(a,b,c,null,null,0));a=u.generateTopUV(J,a,b,c);J.faceVertexUvs[0].push(a)}var h=void 0!==b.amount?b.amount:100,l=void 0!==b.bevelThickness?b.bevelThickness:6,k=void 0!==b.bevelSize?b.bevelSize:l-2,m=void 0!==b.bevelSegments?b.bevelSegments:3,p=void 0!==b.bevelEnabled?b.bevelEnabled:!0,
n=void 0!==b.curveSegments?b.curveSegments:12,q=void 0!==b.steps?b.steps:1,s=b.extrudePath,t,v=!1,u=void 0!==b.UVGenerator?b.UVGenerator:THREE.ExtrudeGeometry.WorldUVGenerator,w,D,x,B;s&&(t=s.getSpacedPoints(q),v=!0,p=!1,w=void 0!==b.frames?b.frames:new THREE.TubeGeometry.FrenetFrames(s,q,!1),D=new THREE.Vector3,x=new THREE.Vector3,B=new THREE.Vector3);p||(k=l=m=0);var y,z,A,J=this,F=this.vertices.length,s=a.extractPoints(n),n=s.shape,C=s.holes;if(s=!THREE.ShapeUtils.isClockWise(n)){n=n.reverse();
z=0;for(A=C.length;z<A;z++)y=C[z],THREE.ShapeUtils.isClockWise(y)&&(C[z]=y.reverse());s=!1}var N=THREE.ShapeUtils.triangulateShape(n,C),L=n;z=0;for(A=C.length;z<A;z++)y=C[z],n=n.concat(y);var Q,M,K,E,O,T=n.length,H,R=N.length,s=[],G=0;K=L.length;Q=K-1;for(M=G+1;G<K;G++,Q++,M++)Q===K&&(Q=0),M===K&&(M=0),s[G]=d(L[G],L[Q],L[M]);var ia=[],U,X=s.concat();z=0;for(A=C.length;z<A;z++){y=C[z];U=[];G=0;K=y.length;Q=K-1;for(M=G+1;G<K;G++,Q++,M++)Q===K&&(Q=0),M===K&&(M=0),U[G]=d(y[G],y[Q],y[M]);ia.push(U);X=
X.concat(U)}for(Q=0;Q<m;Q++){K=Q/m;E=l*(1-K);M=k*Math.sin(K*Math.PI/2);G=0;for(K=L.length;G<K;G++)O=c(L[G],s[G],M),g(O.x,O.y,-E);z=0;for(A=C.length;z<A;z++)for(y=C[z],U=ia[z],G=0,K=y.length;G<K;G++)O=c(y[G],U[G],M),g(O.x,O.y,-E)}M=k;for(G=0;G<T;G++)O=p?c(n[G],X[G],M):n[G],v?(x.copy(w.normals[0]).multiplyScalar(O.x),D.copy(w.binormals[0]).multiplyScalar(O.y),B.copy(t[0]).add(x).add(D),g(B.x,B.y,B.z)):g(O.x,O.y,0);for(K=1;K<=q;K++)for(G=0;G<T;G++)O=p?c(n[G],X[G],M):n[G],v?(x.copy(w.normals[K]).multiplyScalar(O.x),
D.copy(w.binormals[K]).multiplyScalar(O.y),B.copy(t[K]).add(x).add(D),g(B.x,B.y,B.z)):g(O.x,O.y,h/q*K);for(Q=m-1;0<=Q;Q--){K=Q/m;E=l*(1-K);M=k*Math.sin(K*Math.PI/2);G=0;for(K=L.length;G<K;G++)O=c(L[G],s[G],M),g(O.x,O.y,h+E);z=0;for(A=C.length;z<A;z++)for(y=C[z],U=ia[z],G=0,K=y.length;G<K;G++)O=c(y[G],U[G],M),v?g(O.x,O.y+t[q-1].y,t[q-1].x+E):g(O.x,O.y,h+E)}(function(){if(p){var a;a=0*T;for(G=0;G<R;G++)H=N[G],f(H[2]+a,H[1]+a,H[0]+a);a=q+2*m;a*=T;for(G=0;G<R;G++)H=N[G],f(H[0]+a,H[1]+a,H[2]+a)}else{for(G=
0;G<R;G++)H=N[G],f(H[2],H[1],H[0]);for(G=0;G<R;G++)H=N[G],f(H[0]+T*q,H[1]+T*q,H[2]+T*q)}})();(function(){var a=0;e(L,a);a+=L.length;z=0;for(A=C.length;z<A;z++)y=C[z],e(y,a),a+=y.length})()};
THREE.ExtrudeGeometry.WorldUVGenerator={generateTopUV:function(a,b,c,d){a=a.vertices;b=a[b];c=a[c];d=a[d];return[new THREE.Vector2(b.x,b.y),new THREE.Vector2(c.x,c.y),new THREE.Vector2(d.x,d.y)]},generateSideWallUV:function(a,b,c,d,e){a=a.vertices;b=a[b];c=a[c];d=a[d];e=a[e];return.01>Math.abs(b.y-c.y)?[new THREE.Vector2(b.x,1-b.z),new THREE.Vector2(c.x,1-c.z),new THREE.Vector2(d.x,1-d.z),new THREE.Vector2(e.x,1-e.z)]:[new THREE.Vector2(b.y,1-b.z),new THREE.Vector2(c.y,1-c.z),new THREE.Vector2(d.y,
1-d.z),new THREE.Vector2(e.y,1-e.z)]}};THREE.ShapeGeometry=function(a,b){THREE.Geometry.call(this);this.type="ShapeGeometry";!1===Array.isArray(a)&&(a=[a]);this.addShapeList(a,b);this.computeFaceNormals()};THREE.ShapeGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.ShapeGeometry.prototype.constructor=THREE.ShapeGeometry;THREE.ShapeGeometry.prototype.addShapeList=function(a,b){for(var c=0,d=a.length;c<d;c++)this.addShape(a[c],b);return this};
THREE.ShapeGeometry.prototype.addShape=function(a,b){void 0===b&&(b={});var c=b.material,d=void 0===b.UVGenerator?THREE.ExtrudeGeometry.WorldUVGenerator:b.UVGenerator,e,g,f,h=this.vertices.length;e=a.extractPoints(void 0!==b.curveSegments?b.curveSegments:12);var l=e.shape,k=e.holes;if(!THREE.ShapeUtils.isClockWise(l))for(l=l.reverse(),e=0,g=k.length;e<g;e++)f=k[e],THREE.ShapeUtils.isClockWise(f)&&(k[e]=f.reverse());var m=THREE.ShapeUtils.triangulateShape(l,k);e=0;for(g=k.length;e<g;e++)f=k[e],l=l.concat(f);
k=l.length;g=m.length;for(e=0;e<k;e++)f=l[e],this.vertices.push(new THREE.Vector3(f.x,f.y,0));for(e=0;e<g;e++)k=m[e],l=k[0]+h,f=k[1]+h,k=k[2]+h,this.faces.push(new THREE.Face3(l,f,k,null,null,c)),this.faceVertexUvs[0].push(d.generateTopUV(this,l,f,k))};
THREE.LatheGeometry=function(a,b,c,d){THREE.Geometry.call(this);this.type="LatheGeometry";this.parameters={points:a,segments:b,phiStart:c,phiLength:d};b=b||12;c=c||0;d=d||2*Math.PI;for(var e=1/(a.length-1),g=1/b,f=0,h=b;f<=h;f++)for(var l=c+f*g*d,k=Math.cos(l),m=Math.sin(l),l=0,p=a.length;l<p;l++){var n=a[l],q=new THREE.Vector3;q.x=k*n.x-m*n.y;q.y=m*n.x+k*n.y;q.z=n.z;this.vertices.push(q)}c=a.length;f=0;for(h=b;f<h;f++)for(l=0,p=a.length-1;l<p;l++){b=m=l+c*f;d=m+c;var k=m+1+c,m=m+1,n=f*g,q=l*e,s=
n+g,t=q+e;this.faces.push(new THREE.Face3(b,d,m));this.faceVertexUvs[0].push([new THREE.Vector2(n,q),new THREE.Vector2(s,q),new THREE.Vector2(n,t)]);this.faces.push(new THREE.Face3(d,k,m));this.faceVertexUvs[0].push([new THREE.Vector2(s,q),new THREE.Vector2(s,t),new THREE.Vector2(n,t)])}this.mergeVertices();this.computeFaceNormals();this.computeVertexNormals()};THREE.LatheGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.LatheGeometry.prototype.constructor=THREE.LatheGeometry;
THREE.PlaneGeometry=function(a,b,c,d){THREE.Geometry.call(this);this.type="PlaneGeometry";this.parameters={width:a,height:b,widthSegments:c,heightSegments:d};this.fromBufferGeometry(new THREE.PlaneBufferGeometry(a,b,c,d))};THREE.PlaneGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.PlaneGeometry.prototype.constructor=THREE.PlaneGeometry;THREE.PlaneGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.PlaneGeometry(a.width,a.height,a.widthSegments,a.heightSegments)};
THREE.PlaneBufferGeometry=function(a,b,c,d){THREE.BufferGeometry.call(this);this.type="PlaneBufferGeometry";this.parameters={width:a,height:b,widthSegments:c,heightSegments:d};var e=a/2,g=b/2;c=Math.floor(c)||1;d=Math.floor(d)||1;var f=c+1,h=d+1,l=a/c,k=b/d;b=new Float32Array(f*h*3);a=new Float32Array(f*h*3);for(var m=new Float32Array(f*h*2),p=0,n=0,q=0;q<h;q++)for(var s=q*k-g,t=0;t<f;t++)b[p]=t*l-e,b[p+1]=-s,a[p+2]=1,m[n]=t/c,m[n+1]=1-q/d,p+=3,n+=2;p=0;e=new (65535<b.length/3?Uint32Array:Uint16Array)(c*
d*6);for(q=0;q<d;q++)for(t=0;t<c;t++)g=t+f*(q+1),h=t+1+f*(q+1),l=t+1+f*q,e[p]=t+f*q,e[p+1]=g,e[p+2]=l,e[p+3]=g,e[p+4]=h,e[p+5]=l,p+=6;this.setIndex(new THREE.BufferAttribute(e,1));this.addAttribute("position",new THREE.BufferAttribute(b,3));this.addAttribute("normal",new THREE.BufferAttribute(a,3));this.addAttribute("uv",new THREE.BufferAttribute(m,2))};THREE.PlaneBufferGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);THREE.PlaneBufferGeometry.prototype.constructor=THREE.PlaneBufferGeometry;
THREE.PlaneBufferGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.PlaneBufferGeometry(a.width,a.height,a.widthSegments,a.heightSegments)};
THREE.RingGeometry=function(a,b,c,d,e,g){THREE.Geometry.call(this);this.type="RingGeometry";this.parameters={innerRadius:a,outerRadius:b,thetaSegments:c,phiSegments:d,thetaStart:e,thetaLength:g};a=a||0;b=b||50;e=void 0!==e?e:0;g=void 0!==g?g:2*Math.PI;c=void 0!==c?Math.max(3,c):8;d=void 0!==d?Math.max(1,d):8;var f,h=[],l=a,k=(b-a)/d;for(a=0;a<d+1;a++){for(f=0;f<c+1;f++){var m=new THREE.Vector3,p=e+f/c*g;m.x=l*Math.cos(p);m.y=l*Math.sin(p);this.vertices.push(m);h.push(new THREE.Vector2((m.x/b+1)/2,
(m.y/b+1)/2))}l+=k}b=new THREE.Vector3(0,0,1);for(a=0;a<d;a++)for(e=a*(c+1),f=0;f<c;f++)g=p=f+e,k=p+c+1,m=p+c+2,this.faces.push(new THREE.Face3(g,k,m,[b.clone(),b.clone(),b.clone()])),this.faceVertexUvs[0].push([h[g].clone(),h[k].clone(),h[m].clone()]),g=p,k=p+c+2,m=p+1,this.faces.push(new THREE.Face3(g,k,m,[b.clone(),b.clone(),b.clone()])),this.faceVertexUvs[0].push([h[g].clone(),h[k].clone(),h[m].clone()]);this.computeFaceNormals();this.boundingSphere=new THREE.Sphere(new THREE.Vector3,l)};
THREE.RingGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.RingGeometry.prototype.constructor=THREE.RingGeometry;THREE.RingGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.RingGeometry(a.innerRadius,a.outerRadius,a.thetaSegments,a.phiSegments,a.thetaStart,a.thetaLength)};
THREE.SphereGeometry=function(a,b,c,d,e,g,f){THREE.Geometry.call(this);this.type="SphereGeometry";this.parameters={radius:a,widthSegments:b,heightSegments:c,phiStart:d,phiLength:e,thetaStart:g,thetaLength:f};this.fromBufferGeometry(new THREE.SphereBufferGeometry(a,b,c,d,e,g,f))};THREE.SphereGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.SphereGeometry.prototype.constructor=THREE.SphereGeometry;
THREE.SphereGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.SphereGeometry(a.radius,a.widthSegments,a.heightSegments,a.phiStart,a.phiLength,a.thetaStart,a.thetaLength)};
THREE.SphereBufferGeometry=function(a,b,c,d,e,g,f){THREE.BufferGeometry.call(this);this.type="SphereBufferGeometry";this.parameters={radius:a,widthSegments:b,heightSegments:c,phiStart:d,phiLength:e,thetaStart:g,thetaLength:f};a=a||50;b=Math.max(3,Math.floor(b)||8);c=Math.max(2,Math.floor(c)||6);d=void 0!==d?d:0;e=void 0!==e?e:2*Math.PI;g=void 0!==g?g:0;f=void 0!==f?f:Math.PI;for(var h=g+f,l=(b+1)*(c+1),k=new THREE.BufferAttribute(new Float32Array(3*l),3),m=new THREE.BufferAttribute(new Float32Array(3*
l),3),l=new THREE.BufferAttribute(new Float32Array(2*l),2),p=0,n=[],q=new THREE.Vector3,s=0;s<=c;s++){for(var t=[],v=s/c,u=0;u<=b;u++){var w=u/b,D=-a*Math.cos(d+w*e)*Math.sin(g+v*f),x=a*Math.cos(g+v*f),B=a*Math.sin(d+w*e)*Math.sin(g+v*f);q.set(D,x,B).normalize();k.setXYZ(p,D,x,B);m.setXYZ(p,q.x,q.y,q.z);l.setXY(p,w,1-v);t.push(p);p++}n.push(t)}d=[];for(s=0;s<c;s++)for(u=0;u<b;u++)e=n[s][u+1],f=n[s][u],p=n[s+1][u],q=n[s+1][u+1],(0!==s||0<g)&&d.push(e,f,q),(s!==c-1||h<Math.PI)&&d.push(f,p,q);this.setIndex(new (65535<
k.count?THREE.Uint32Attribute:THREE.Uint16Attribute)(d,1));this.addAttribute("position",k);this.addAttribute("normal",m);this.addAttribute("uv",l);this.boundingSphere=new THREE.Sphere(new THREE.Vector3,a)};THREE.SphereBufferGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);THREE.SphereBufferGeometry.prototype.constructor=THREE.SphereBufferGeometry;
THREE.SphereBufferGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.SphereBufferGeometry(a.radius,a.widthSegments,a.heightSegments,a.phiStart,a.phiLength,a.thetaStart,a.thetaLength)};
THREE.TorusGeometry=function(a,b,c,d,e){THREE.Geometry.call(this);this.type="TorusGeometry";this.parameters={radius:a,tube:b,radialSegments:c,tubularSegments:d,arc:e};a=a||100;b=b||40;c=c||8;d=d||6;e=e||2*Math.PI;for(var g=new THREE.Vector3,f=[],h=[],l=0;l<=c;l++)for(var k=0;k<=d;k++){var m=k/d*e,p=l/c*Math.PI*2;g.x=a*Math.cos(m);g.y=a*Math.sin(m);var n=new THREE.Vector3;n.x=(a+b*Math.cos(p))*Math.cos(m);n.y=(a+b*Math.cos(p))*Math.sin(m);n.z=b*Math.sin(p);this.vertices.push(n);f.push(new THREE.Vector2(k/
d,l/c));h.push(n.clone().sub(g).normalize())}for(l=1;l<=c;l++)for(k=1;k<=d;k++)a=(d+1)*l+k-1,b=(d+1)*(l-1)+k-1,e=(d+1)*(l-1)+k,g=(d+1)*l+k,m=new THREE.Face3(a,b,g,[h[a].clone(),h[b].clone(),h[g].clone()]),this.faces.push(m),this.faceVertexUvs[0].push([f[a].clone(),f[b].clone(),f[g].clone()]),m=new THREE.Face3(b,e,g,[h[b].clone(),h[e].clone(),h[g].clone()]),this.faces.push(m),this.faceVertexUvs[0].push([f[b].clone(),f[e].clone(),f[g].clone()]);this.computeFaceNormals()};
THREE.TorusGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.TorusGeometry.prototype.constructor=THREE.TorusGeometry;THREE.TorusGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.TorusGeometry(a.radius,a.tube,a.radialSegments,a.tubularSegments,a.arc)};
THREE.TorusKnotGeometry=function(a,b,c,d,e,g,f){function h(a,b,c,d,e){var f=Math.cos(a),g=Math.sin(a);a*=b/c;b=Math.cos(a);f*=d*(2+b)*.5;g=d*(2+b)*g*.5;d=e*d*Math.sin(a)*.5;return new THREE.Vector3(f,g,d)}THREE.Geometry.call(this);this.type="TorusKnotGeometry";this.parameters={radius:a,tube:b,radialSegments:c,tubularSegments:d,p:e,q:g,heightScale:f};a=a||100;b=b||40;c=c||64;d=d||8;e=e||2;g=g||3;f=f||1;for(var l=Array(c),k=new THREE.Vector3,m=new THREE.Vector3,p=new THREE.Vector3,n=0;n<c;++n){l[n]=
Array(d);var q=n/c*2*e*Math.PI,s=h(q,g,e,a,f),q=h(q+.01,g,e,a,f);k.subVectors(q,s);m.addVectors(q,s);p.crossVectors(k,m);m.crossVectors(p,k);p.normalize();m.normalize();for(q=0;q<d;++q){var t=q/d*2*Math.PI,v=-b*Math.cos(t),t=b*Math.sin(t),u=new THREE.Vector3;u.x=s.x+v*m.x+t*p.x;u.y=s.y+v*m.y+t*p.y;u.z=s.z+v*m.z+t*p.z;l[n][q]=this.vertices.push(u)-1}}for(n=0;n<c;++n)for(q=0;q<d;++q)e=(n+1)%c,g=(q+1)%d,a=l[n][q],b=l[e][q],e=l[e][g],g=l[n][g],f=new THREE.Vector2(n/c,q/d),k=new THREE.Vector2((n+1)/c,
q/d),m=new THREE.Vector2((n+1)/c,(q+1)/d),p=new THREE.Vector2(n/c,(q+1)/d),this.faces.push(new THREE.Face3(a,b,g)),this.faceVertexUvs[0].push([f,k,p]),this.faces.push(new THREE.Face3(b,e,g)),this.faceVertexUvs[0].push([k.clone(),m,p.clone()]);this.computeFaceNormals();this.computeVertexNormals()};THREE.TorusKnotGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.TorusKnotGeometry.prototype.constructor=THREE.TorusKnotGeometry;
THREE.TorusKnotGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.TorusKnotGeometry(a.radius,a.tube,a.radialSegments,a.tubularSegments,a.p,a.q,a.heightScale)};
THREE.TubeGeometry=function(a,b,c,d,e,g){THREE.Geometry.call(this);this.type="TubeGeometry";this.parameters={path:a,segments:b,radius:c,radialSegments:d,closed:e,taper:g};b=b||64;c=c||1;d=d||8;e=e||!1;g=g||THREE.TubeGeometry.NoTaper;var f=[],h,l,k=b+1,m,p,n,q,s,t=new THREE.Vector3,v,u,w;v=new THREE.TubeGeometry.FrenetFrames(a,b,e);u=v.normals;w=v.binormals;this.tangents=v.tangents;this.normals=u;this.binormals=w;for(v=0;v<k;v++)for(f[v]=[],m=v/(k-1),s=a.getPointAt(m),h=u[v],l=w[v],n=c*g(m),m=0;m<
d;m++)p=m/d*2*Math.PI,q=-n*Math.cos(p),p=n*Math.sin(p),t.copy(s),t.x+=q*h.x+p*l.x,t.y+=q*h.y+p*l.y,t.z+=q*h.z+p*l.z,f[v][m]=this.vertices.push(new THREE.Vector3(t.x,t.y,t.z))-1;for(v=0;v<b;v++)for(m=0;m<d;m++)g=e?(v+1)%b:v+1,k=(m+1)%d,a=f[v][m],c=f[g][m],g=f[g][k],k=f[v][k],t=new THREE.Vector2(v/b,m/d),u=new THREE.Vector2((v+1)/b,m/d),w=new THREE.Vector2((v+1)/b,(m+1)/d),h=new THREE.Vector2(v/b,(m+1)/d),this.faces.push(new THREE.Face3(a,c,k)),this.faceVertexUvs[0].push([t,u,h]),this.faces.push(new THREE.Face3(c,
g,k)),this.faceVertexUvs[0].push([u.clone(),w,h.clone()]);this.computeFaceNormals();this.computeVertexNormals()};THREE.TubeGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.TubeGeometry.prototype.constructor=THREE.TubeGeometry;THREE.TubeGeometry.prototype.clone=function(){return new this.constructor(this.parameters.path,this.parameters.segments,this.parameters.radius,this.parameters.radialSegments,this.parameters.closed,this.parameters.taper)};THREE.TubeGeometry.NoTaper=function(a){return 1};
THREE.TubeGeometry.SinusoidalTaper=function(a){return Math.sin(Math.PI*a)};
THREE.TubeGeometry.FrenetFrames=function(a,b,c){var d=new THREE.Vector3,e=[],g=[],f=[],h=new THREE.Vector3,l=new THREE.Matrix4;b+=1;var k,m,p;this.tangents=e;this.normals=g;this.binormals=f;for(k=0;k<b;k++)m=k/(b-1),e[k]=a.getTangentAt(m),e[k].normalize();g[0]=new THREE.Vector3;f[0]=new THREE.Vector3;a=Number.MAX_VALUE;k=Math.abs(e[0].x);m=Math.abs(e[0].y);p=Math.abs(e[0].z);k<=a&&(a=k,d.set(1,0,0));m<=a&&(a=m,d.set(0,1,0));p<=a&&d.set(0,0,1);h.crossVectors(e[0],d).normalize();g[0].crossVectors(e[0],
h);f[0].crossVectors(e[0],g[0]);for(k=1;k<b;k++)g[k]=g[k-1].clone(),f[k]=f[k-1].clone(),h.crossVectors(e[k-1],e[k]),h.length()>Number.EPSILON&&(h.normalize(),d=Math.acos(THREE.Math.clamp(e[k-1].dot(e[k]),-1,1)),g[k].applyMatrix4(l.makeRotationAxis(h,d))),f[k].crossVectors(e[k],g[k]);if(c)for(d=Math.acos(THREE.Math.clamp(g[0].dot(g[b-1]),-1,1)),d/=b-1,0<e[0].dot(h.crossVectors(g[0],g[b-1]))&&(d=-d),k=1;k<b;k++)g[k].applyMatrix4(l.makeRotationAxis(e[k],d*k)),f[k].crossVectors(e[k],g[k])};
THREE.PolyhedronGeometry=function(a,b,c,d){function e(a){var b=a.normalize().clone();b.index=l.vertices.push(b)-1;var c=Math.atan2(a.z,-a.x)/2/Math.PI+.5;a=Math.atan2(-a.y,Math.sqrt(a.x*a.x+a.z*a.z))/Math.PI+.5;b.uv=new THREE.Vector2(c,1-a);return b}function g(a,b,c,d){d=new THREE.Face3(a.index,b.index,c.index,[a.clone(),b.clone(),c.clone()],void 0,d);l.faces.push(d);v.copy(a).add(b).add(c).divideScalar(3);d=Math.atan2(v.z,-v.x);l.faceVertexUvs[0].push([h(a.uv,a,d),h(b.uv,b,d),h(c.uv,c,d)])}function f(a,
b){for(var c=Math.pow(2,b),d=e(l.vertices[a.a]),f=e(l.vertices[a.b]),h=e(l.vertices[a.c]),k=[],n=a.materialIndex,m=0;m<=c;m++){k[m]=[];for(var p=e(d.clone().lerp(h,m/c)),q=e(f.clone().lerp(h,m/c)),s=c-m,t=0;t<=s;t++)k[m][t]=0===t&&m===c?p:e(p.clone().lerp(q,t/s))}for(m=0;m<c;m++)for(t=0;t<2*(c-m)-1;t++)d=Math.floor(t/2),0===t%2?g(k[m][d+1],k[m+1][d],k[m][d],n):g(k[m][d+1],k[m+1][d+1],k[m+1][d],n)}function h(a,b,c){0>c&&1===a.x&&(a=new THREE.Vector2(a.x-1,a.y));0===b.x&&0===b.z&&(a=new THREE.Vector2(c/
2/Math.PI+.5,a.y));return a.clone()}THREE.Geometry.call(this);this.type="PolyhedronGeometry";this.parameters={vertices:a,indices:b,radius:c,detail:d};c=c||1;d=d||0;for(var l=this,k=0,m=a.length;k<m;k+=3)e(new THREE.Vector3(a[k],a[k+1],a[k+2]));a=this.vertices;for(var p=[],n=k=0,m=b.length;k<m;k+=3,n++){var q=a[b[k]],s=a[b[k+1]],t=a[b[k+2]];p[n]=new THREE.Face3(q.index,s.index,t.index,[q.clone(),s.clone(),t.clone()],void 0,n)}for(var v=new THREE.Vector3,k=0,m=p.length;k<m;k++)f(p[k],d);k=0;for(m=this.faceVertexUvs[0].length;k<
m;k++)b=this.faceVertexUvs[0][k],d=b[0].x,a=b[1].x,p=b[2].x,n=Math.max(d,a,p),q=Math.min(d,a,p),.9<n&&.1>q&&(.2>d&&(b[0].x+=1),.2>a&&(b[1].x+=1),.2>p&&(b[2].x+=1));k=0;for(m=this.vertices.length;k<m;k++)this.vertices[k].multiplyScalar(c);this.mergeVertices();this.computeFaceNormals();this.boundingSphere=new THREE.Sphere(new THREE.Vector3,c)};THREE.PolyhedronGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.PolyhedronGeometry.prototype.constructor=THREE.PolyhedronGeometry;
THREE.PolyhedronGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.PolyhedronGeometry(a.vertices,a.indices,a.radius,a.detail)};
THREE.DodecahedronGeometry=function(a,b){var c=(1+Math.sqrt(5))/2,d=1/c;THREE.PolyhedronGeometry.call(this,[-1,-1,-1,-1,-1,1,-1,1,-1,-1,1,1,1,-1,-1,1,-1,1,1,1,-1,1,1,1,0,-d,-c,0,-d,c,0,d,-c,0,d,c,-d,-c,0,-d,c,0,d,-c,0,d,c,0,-c,0,-d,c,0,-d,-c,0,d,c,0,d],[3,11,7,3,7,15,3,15,13,7,19,17,7,17,6,7,6,15,17,4,8,17,8,10,17,10,6,8,0,16,8,16,2,8,2,10,0,12,1,0,1,18,0,18,16,6,10,2,6,2,13,6,13,15,2,16,18,2,18,3,2,3,13,18,1,9,18,9,11,18,11,3,4,14,12,4,12,0,4,0,8,11,9,5,11,5,19,11,19,7,19,5,14,19,14,4,19,4,17,1,
12,14,1,14,5,1,5,9],a,b);this.type="DodecahedronGeometry";this.parameters={radius:a,detail:b}};THREE.DodecahedronGeometry.prototype=Object.create(THREE.PolyhedronGeometry.prototype);THREE.DodecahedronGeometry.prototype.constructor=THREE.DodecahedronGeometry;THREE.DodecahedronGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.DodecahedronGeometry(a.radius,a.detail)};
THREE.IcosahedronGeometry=function(a,b){var c=(1+Math.sqrt(5))/2;THREE.PolyhedronGeometry.call(this,[-1,c,0,1,c,0,-1,-c,0,1,-c,0,0,-1,c,0,1,c,0,-1,-c,0,1,-c,c,0,-1,c,0,1,-c,0,-1,-c,0,1],[0,11,5,0,5,1,0,1,7,0,7,10,0,10,11,1,5,9,5,11,4,11,10,2,10,7,6,7,1,8,3,9,4,3,4,2,3,2,6,3,6,8,3,8,9,4,9,5,2,4,11,6,2,10,8,6,7,9,8,1],a,b);this.type="IcosahedronGeometry";this.parameters={radius:a,detail:b}};THREE.IcosahedronGeometry.prototype=Object.create(THREE.PolyhedronGeometry.prototype);
THREE.IcosahedronGeometry.prototype.constructor=THREE.IcosahedronGeometry;THREE.IcosahedronGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.IcosahedronGeometry(a.radius,a.detail)};THREE.OctahedronGeometry=function(a,b){THREE.PolyhedronGeometry.call(this,[1,0,0,-1,0,0,0,1,0,0,-1,0,0,0,1,0,0,-1],[0,2,4,0,4,3,0,3,5,0,5,2,1,2,5,1,5,3,1,3,4,1,4,2],a,b);this.type="OctahedronGeometry";this.parameters={radius:a,detail:b}};THREE.OctahedronGeometry.prototype=Object.create(THREE.PolyhedronGeometry.prototype);
THREE.OctahedronGeometry.prototype.constructor=THREE.OctahedronGeometry;THREE.OctahedronGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.OctahedronGeometry(a.radius,a.detail)};THREE.TetrahedronGeometry=function(a,b){THREE.PolyhedronGeometry.call(this,[1,1,1,-1,-1,1,-1,1,-1,1,-1,-1],[2,1,0,0,3,2,1,3,0,2,3,1],a,b);this.type="TetrahedronGeometry";this.parameters={radius:a,detail:b}};THREE.TetrahedronGeometry.prototype=Object.create(THREE.PolyhedronGeometry.prototype);
THREE.TetrahedronGeometry.prototype.constructor=THREE.TetrahedronGeometry;THREE.TetrahedronGeometry.prototype.clone=function(){var a=this.parameters;return new THREE.TetrahedronGeometry(a.radius,a.detail)};
THREE.ParametricGeometry=function(a,b,c){THREE.Geometry.call(this);this.type="ParametricGeometry";this.parameters={func:a,slices:b,stacks:c};var d=this.vertices,e=this.faces,g=this.faceVertexUvs[0],f,h,l,k,m=b+1;for(f=0;f<=c;f++)for(k=f/c,h=0;h<=b;h++)l=h/b,l=a(l,k),d.push(l);var p,n,q,s;for(f=0;f<c;f++)for(h=0;h<b;h++)a=f*m+h,d=f*m+h+1,k=(f+1)*m+h+1,l=(f+1)*m+h,p=new THREE.Vector2(h/b,f/c),n=new THREE.Vector2((h+1)/b,f/c),q=new THREE.Vector2((h+1)/b,(f+1)/c),s=new THREE.Vector2(h/b,(f+1)/c),e.push(new THREE.Face3(a,
d,l)),g.push([p,n,s]),e.push(new THREE.Face3(d,k,l)),g.push([n.clone(),q,s.clone()]);this.computeFaceNormals();this.computeVertexNormals()};THREE.ParametricGeometry.prototype=Object.create(THREE.Geometry.prototype);THREE.ParametricGeometry.prototype.constructor=THREE.ParametricGeometry;
THREE.WireframeGeometry=function(a){function b(a,b){return a-b}THREE.BufferGeometry.call(this);var c=[0,0],d={},e=["a","b","c"];if(a instanceof THREE.Geometry){var g=a.vertices,f=a.faces,h=0,l=new Uint32Array(6*f.length);a=0;for(var k=f.length;a<k;a++)for(var m=f[a],p=0;3>p;p++){c[0]=m[e[p]];c[1]=m[e[(p+1)%3]];c.sort(b);var n=c.toString();void 0===d[n]&&(l[2*h]=c[0],l[2*h+1]=c[1],d[n]=!0,h++)}c=new Float32Array(6*h);a=0;for(k=h;a<k;a++)for(p=0;2>p;p++)d=g[l[2*a+p]],h=6*a+3*p,c[h+0]=d.x,c[h+1]=d.y,
c[h+2]=d.z;this.addAttribute("position",new THREE.BufferAttribute(c,3))}else if(a instanceof THREE.BufferGeometry){if(null!==a.index){k=a.index.array;g=a.attributes.position;e=a.drawcalls;h=0;0===e.length&&a.addGroup(0,k.length);l=new Uint32Array(2*k.length);f=0;for(m=e.length;f<m;++f){a=e[f];p=a.start;n=a.count;a=p;for(var q=p+n;a<q;a+=3)for(p=0;3>p;p++)c[0]=k[a+p],c[1]=k[a+(p+1)%3],c.sort(b),n=c.toString(),void 0===d[n]&&(l[2*h]=c[0],l[2*h+1]=c[1],d[n]=!0,h++)}c=new Float32Array(6*h);a=0;for(k=
h;a<k;a++)for(p=0;2>p;p++)h=6*a+3*p,d=l[2*a+p],c[h+0]=g.getX(d),c[h+1]=g.getY(d),c[h+2]=g.getZ(d)}else for(g=a.attributes.position.array,h=g.length/3,l=h/3,c=new Float32Array(6*h),a=0,k=l;a<k;a++)for(p=0;3>p;p++)h=18*a+6*p,l=9*a+3*p,c[h+0]=g[l],c[h+1]=g[l+1],c[h+2]=g[l+2],d=9*a+(p+1)%3*3,c[h+3]=g[d],c[h+4]=g[d+1],c[h+5]=g[d+2];this.addAttribute("position",new THREE.BufferAttribute(c,3))}};THREE.WireframeGeometry.prototype=Object.create(THREE.BufferGeometry.prototype);
THREE.WireframeGeometry.prototype.constructor=THREE.WireframeGeometry;THREE.AxisHelper=function(a){a=a||1;var b=new Float32Array([0,0,0,a,0,0,0,0,0,0,a,0,0,0,0,0,0,a]),c=new Float32Array([1,0,0,1,.6,0,0,1,0,.6,1,0,0,0,1,0,.6,1]);a=new THREE.BufferGeometry;a.addAttribute("position",new THREE.BufferAttribute(b,3));a.addAttribute("color",new THREE.BufferAttribute(c,3));b=new THREE.LineBasicMaterial({vertexColors:THREE.VertexColors});THREE.LineSegments.call(this,a,b)};THREE.AxisHelper.prototype=Object.create(THREE.LineSegments.prototype);
THREE.AxisHelper.prototype.constructor=THREE.AxisHelper;
THREE.ArrowHelper=function(){var a=new THREE.Geometry;a.vertices.push(new THREE.Vector3(0,0,0),new THREE.Vector3(0,1,0));var b=new THREE.CylinderGeometry(0,.5,1,5,1);b.translate(0,-.5,0);return function(c,d,e,g,f,h){THREE.Object3D.call(this);void 0===g&&(g=16776960);void 0===e&&(e=1);void 0===f&&(f=.2*e);void 0===h&&(h=.2*f);this.position.copy(d);f<e&&(this.line=new THREE.Line(a,new THREE.LineBasicMaterial({color:g})),this.line.matrixAutoUpdate=!1,this.add(this.line));this.cone=new THREE.Mesh(b,new THREE.MeshBasicMaterial({color:g}));
this.cone.matrixAutoUpdate=!1;this.add(this.cone);this.setDirection(c);this.setLength(e,f,h)}}();THREE.ArrowHelper.prototype=Object.create(THREE.Object3D.prototype);THREE.ArrowHelper.prototype.constructor=THREE.ArrowHelper;THREE.ArrowHelper.prototype.setDirection=function(){var a=new THREE.Vector3,b;return function(c){.99999<c.y?this.quaternion.set(0,0,0,1):-.99999>c.y?this.quaternion.set(1,0,0,0):(a.set(c.z,0,-c.x).normalize(),b=Math.acos(c.y),this.quaternion.setFromAxisAngle(a,b))}}();
THREE.ArrowHelper.prototype.setLength=function(a,b,c){void 0===b&&(b=.2*a);void 0===c&&(c=.2*b);b<a&&(this.line.scale.set(1,a-b,1),this.line.updateMatrix());this.cone.scale.set(c,b,c);this.cone.position.y=a;this.cone.updateMatrix()};THREE.ArrowHelper.prototype.setColor=function(a){void 0!==this.line&&this.line.material.color.set(a);this.cone.material.color.set(a)};
THREE.BoxHelper=function(a){var b=new Uint16Array([0,1,1,2,2,3,3,0,4,5,5,6,6,7,7,4,0,4,1,5,2,6,3,7]),c=new Float32Array(24),d=new THREE.BufferGeometry;d.setIndex(new THREE.BufferAttribute(b,1));d.addAttribute("position",new THREE.BufferAttribute(c,3));THREE.LineSegments.call(this,d,new THREE.LineBasicMaterial({color:16776960}));void 0!==a&&this.update(a)};THREE.BoxHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.BoxHelper.prototype.constructor=THREE.BoxHelper;
THREE.BoxHelper.prototype.update=function(){var a=new THREE.Box3;return function(b){a.setFromObject(b);if(!a.empty()){b=a.min;var c=a.max,d=this.geometry.attributes.position,e=d.array;e[0]=c.x;e[1]=c.y;e[2]=c.z;e[3]=b.x;e[4]=c.y;e[5]=c.z;e[6]=b.x;e[7]=b.y;e[8]=c.z;e[9]=c.x;e[10]=b.y;e[11]=c.z;e[12]=c.x;e[13]=c.y;e[14]=b.z;e[15]=b.x;e[16]=c.y;e[17]=b.z;e[18]=b.x;e[19]=b.y;e[20]=b.z;e[21]=c.x;e[22]=b.y;e[23]=b.z;d.needsUpdate=!0;this.geometry.computeBoundingSphere()}}}();
THREE.BoundingBoxHelper=function(a,b){var c=void 0!==b?b:8947848;this.object=a;this.box=new THREE.Box3;THREE.Mesh.call(this,new THREE.BoxGeometry(1,1,1),new THREE.MeshBasicMaterial({color:c,wireframe:!0}))};THREE.BoundingBoxHelper.prototype=Object.create(THREE.Mesh.prototype);THREE.BoundingBoxHelper.prototype.constructor=THREE.BoundingBoxHelper;THREE.BoundingBoxHelper.prototype.update=function(){this.box.setFromObject(this.object);this.box.size(this.scale);this.box.center(this.position)};
THREE.CameraHelper=function(a){function b(a,b,d){c(a,d);c(b,d)}function c(a,b){d.vertices.push(new THREE.Vector3);d.colors.push(new THREE.Color(b));void 0===g[a]&&(g[a]=[]);g[a].push(d.vertices.length-1)}var d=new THREE.Geometry,e=new THREE.LineBasicMaterial({color:16777215,vertexColors:THREE.FaceColors}),g={};b("n1","n2",16755200);b("n2","n4",16755200);b("n4","n3",16755200);b("n3","n1",16755200);b("f1","f2",16755200);b("f2","f4",16755200);b("f4","f3",16755200);b("f3","f1",16755200);b("n1","f1",16755200);
b("n2","f2",16755200);b("n3","f3",16755200);b("n4","f4",16755200);b("p","n1",16711680);b("p","n2",16711680);b("p","n3",16711680);b("p","n4",16711680);b("u1","u2",43775);b("u2","u3",43775);b("u3","u1",43775);b("c","t",16777215);b("p","c",3355443);b("cn1","cn2",3355443);b("cn3","cn4",3355443);b("cf1","cf2",3355443);b("cf3","cf4",3355443);THREE.LineSegments.call(this,d,e);this.camera=a;this.camera.updateProjectionMatrix();this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1;this.pointMap=g;this.update()};
THREE.CameraHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.CameraHelper.prototype.constructor=THREE.CameraHelper;
THREE.CameraHelper.prototype.update=function(){function a(a,f,h,l){d.set(f,h,l).unproject(e);a=c[a];if(void 0!==a)for(f=0,h=a.length;f<h;f++)b.vertices[a[f]].copy(d)}var b,c,d=new THREE.Vector3,e=new THREE.Camera;return function(){b=this.geometry;c=this.pointMap;e.projectionMatrix.copy(this.camera.projectionMatrix);a("c",0,0,-1);a("t",0,0,1);a("n1",-1,-1,-1);a("n2",1,-1,-1);a("n3",-1,1,-1);a("n4",1,1,-1);a("f1",-1,-1,1);a("f2",1,-1,1);a("f3",-1,1,1);a("f4",1,1,1);a("u1",.7,1.1,-1);a("u2",-.7,1.1,
-1);a("u3",0,2,-1);a("cf1",-1,0,1);a("cf2",1,0,1);a("cf3",0,-1,1);a("cf4",0,1,1);a("cn1",-1,0,-1);a("cn2",1,0,-1);a("cn3",0,-1,-1);a("cn4",0,1,-1);b.verticesNeedUpdate=!0}}();
THREE.DirectionalLightHelper=function(a,b){THREE.Object3D.call(this);this.light=a;this.light.updateMatrixWorld();this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1;b=b||1;var c=new THREE.Geometry;c.vertices.push(new THREE.Vector3(-b,b,0),new THREE.Vector3(b,b,0),new THREE.Vector3(b,-b,0),new THREE.Vector3(-b,-b,0),new THREE.Vector3(-b,b,0));var d=new THREE.LineBasicMaterial({fog:!1});d.color.copy(this.light.color).multiplyScalar(this.light.intensity);this.lightPlane=new THREE.Line(c,d);this.add(this.lightPlane);
c=new THREE.Geometry;c.vertices.push(new THREE.Vector3,new THREE.Vector3);d=new THREE.LineBasicMaterial({fog:!1});d.color.copy(this.light.color).multiplyScalar(this.light.intensity);this.targetLine=new THREE.Line(c,d);this.add(this.targetLine);this.update()};THREE.DirectionalLightHelper.prototype=Object.create(THREE.Object3D.prototype);THREE.DirectionalLightHelper.prototype.constructor=THREE.DirectionalLightHelper;
THREE.DirectionalLightHelper.prototype.dispose=function(){this.lightPlane.geometry.dispose();this.lightPlane.material.dispose();this.targetLine.geometry.dispose();this.targetLine.material.dispose()};
THREE.DirectionalLightHelper.prototype.update=function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Vector3;return function(){a.setFromMatrixPosition(this.light.matrixWorld);b.setFromMatrixPosition(this.light.target.matrixWorld);c.subVectors(b,a);this.lightPlane.lookAt(c);this.lightPlane.material.color.copy(this.light.color).multiplyScalar(this.light.intensity);this.targetLine.geometry.vertices[1].copy(c);this.targetLine.geometry.verticesNeedUpdate=!0;this.targetLine.material.color.copy(this.lightPlane.material.color)}}();
THREE.EdgesHelper=function(a,b,c){b=void 0!==b?b:16777215;THREE.LineSegments.call(this,new THREE.EdgesGeometry(a.geometry,c),new THREE.LineBasicMaterial({color:b}));this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1};THREE.EdgesHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.EdgesHelper.prototype.constructor=THREE.EdgesHelper;
THREE.FaceNormalsHelper=function(a,b,c,d){this.object=a;this.size=void 0!==b?b:1;a=void 0!==c?c:16776960;d=void 0!==d?d:1;b=0;c=this.object.geometry;c instanceof THREE.Geometry?b=c.faces.length:console.warn("THREE.FaceNormalsHelper: only THREE.Geometry is supported. Use THREE.VertexNormalsHelper, instead.");c=new THREE.BufferGeometry;b=new THREE.Float32Attribute(6*b,3);c.addAttribute("position",b);THREE.LineSegments.call(this,c,new THREE.LineBasicMaterial({color:a,linewidth:d}));this.matrixAutoUpdate=
!1;this.update()};THREE.FaceNormalsHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.FaceNormalsHelper.prototype.constructor=THREE.FaceNormalsHelper;
THREE.FaceNormalsHelper.prototype.update=function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Matrix3;return function(){this.object.updateMatrixWorld(!0);c.getNormalMatrix(this.object.matrixWorld);for(var d=this.object.matrixWorld,e=this.geometry.attributes.position,g=this.object.geometry,f=g.vertices,g=g.faces,h=0,l=0,k=g.length;l<k;l++){var m=g[l],p=m.normal;a.copy(f[m.a]).add(f[m.b]).add(f[m.c]).divideScalar(3).applyMatrix4(d);b.copy(p).applyMatrix3(c).normalize().multiplyScalar(this.size).add(a);
e.setXYZ(h,a.x,a.y,a.z);h+=1;e.setXYZ(h,b.x,b.y,b.z);h+=1}e.needsUpdate=!0;return this}}();
THREE.GridHelper=function(a,b){var c=new THREE.Geometry,d=new THREE.LineBasicMaterial({vertexColors:THREE.VertexColors});this.color1=new THREE.Color(4473924);this.color2=new THREE.Color(8947848);for(var e=-a;e<=a;e+=b){c.vertices.push(new THREE.Vector3(-a,0,e),new THREE.Vector3(a,0,e),new THREE.Vector3(e,0,-a),new THREE.Vector3(e,0,a));var g=0===e?this.color1:this.color2;c.colors.push(g,g,g,g)}THREE.LineSegments.call(this,c,d)};THREE.GridHelper.prototype=Object.create(THREE.LineSegments.prototype);
THREE.GridHelper.prototype.constructor=THREE.GridHelper;THREE.GridHelper.prototype.setColors=function(a,b){this.color1.set(a);this.color2.set(b);this.geometry.colorsNeedUpdate=!0};
THREE.HemisphereLightHelper=function(a,b){THREE.Object3D.call(this);this.light=a;this.light.updateMatrixWorld();this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1;this.colors=[new THREE.Color,new THREE.Color];var c=new THREE.SphereGeometry(b,4,2);c.rotateX(-Math.PI/2);for(var d=0;8>d;d++)c.faces[d].color=this.colors[4>d?0:1];d=new THREE.MeshBasicMaterial({vertexColors:THREE.FaceColors,wireframe:!0});this.lightSphere=new THREE.Mesh(c,d);this.add(this.lightSphere);this.update()};
THREE.HemisphereLightHelper.prototype=Object.create(THREE.Object3D.prototype);THREE.HemisphereLightHelper.prototype.constructor=THREE.HemisphereLightHelper;THREE.HemisphereLightHelper.prototype.dispose=function(){this.lightSphere.geometry.dispose();this.lightSphere.material.dispose()};
THREE.HemisphereLightHelper.prototype.update=function(){var a=new THREE.Vector3;return function(){this.colors[0].copy(this.light.color).multiplyScalar(this.light.intensity);this.colors[1].copy(this.light.groundColor).multiplyScalar(this.light.intensity);this.lightSphere.lookAt(a.setFromMatrixPosition(this.light.matrixWorld).negate());this.lightSphere.geometry.colorsNeedUpdate=!0}}();
THREE.PointLightHelper=function(a,b){this.light=a;this.light.updateMatrixWorld();var c=new THREE.SphereGeometry(b,4,2),d=new THREE.MeshBasicMaterial({wireframe:!0,fog:!1});d.color.copy(this.light.color).multiplyScalar(this.light.intensity);THREE.Mesh.call(this,c,d);this.matrix=this.light.matrixWorld;this.matrixAutoUpdate=!1};THREE.PointLightHelper.prototype=Object.create(THREE.Mesh.prototype);THREE.PointLightHelper.prototype.constructor=THREE.PointLightHelper;
THREE.PointLightHelper.prototype.dispose=function(){this.geometry.dispose();this.material.dispose()};THREE.PointLightHelper.prototype.update=function(){this.material.color.copy(this.light.color).multiplyScalar(this.light.intensity)};
THREE.SkeletonHelper=function(a){this.bones=this.getBoneList(a);for(var b=new THREE.Geometry,c=0;c<this.bones.length;c++)this.bones[c].parent instanceof THREE.Bone&&(b.vertices.push(new THREE.Vector3),b.vertices.push(new THREE.Vector3),b.colors.push(new THREE.Color(0,0,1)),b.colors.push(new THREE.Color(0,1,0)));b.dynamic=!0;c=new THREE.LineBasicMaterial({vertexColors:THREE.VertexColors,depthTest:!1,depthWrite:!1,transparent:!0});THREE.LineSegments.call(this,b,c);this.root=a;this.matrix=a.matrixWorld;
this.matrixAutoUpdate=!1;this.update()};THREE.SkeletonHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.SkeletonHelper.prototype.constructor=THREE.SkeletonHelper;THREE.SkeletonHelper.prototype.getBoneList=function(a){var b=[];a instanceof THREE.Bone&&b.push(a);for(var c=0;c<a.children.length;c++)b.push.apply(b,this.getBoneList(a.children[c]));return b};
THREE.SkeletonHelper.prototype.update=function(){for(var a=this.geometry,b=(new THREE.Matrix4).getInverse(this.root.matrixWorld),c=new THREE.Matrix4,d=0,e=0;e<this.bones.length;e++){var g=this.bones[e];g.parent instanceof THREE.Bone&&(c.multiplyMatrices(b,g.matrixWorld),a.vertices[d].setFromMatrixPosition(c),c.multiplyMatrices(b,g.parent.matrixWorld),a.vertices[d+1].setFromMatrixPosition(c),d+=2)}a.verticesNeedUpdate=!0;a.computeBoundingSphere()};
THREE.SpotLightHelper=function(a){THREE.Object3D.call(this);this.light=a;this.light.updateMatrixWorld();this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1;a=new THREE.CylinderGeometry(0,1,1,8,1,!0);a.translate(0,-.5,0);a.rotateX(-Math.PI/2);var b=new THREE.MeshBasicMaterial({wireframe:!0,fog:!1});this.cone=new THREE.Mesh(a,b);this.add(this.cone);this.update()};THREE.SpotLightHelper.prototype=Object.create(THREE.Object3D.prototype);THREE.SpotLightHelper.prototype.constructor=THREE.SpotLightHelper;
THREE.SpotLightHelper.prototype.dispose=function(){this.cone.geometry.dispose();this.cone.material.dispose()};THREE.SpotLightHelper.prototype.update=function(){var a=new THREE.Vector3,b=new THREE.Vector3;return function(){var c=this.light.distance?this.light.distance:1E4,d=c*Math.tan(this.light.angle);this.cone.scale.set(d,d,c);a.setFromMatrixPosition(this.light.matrixWorld);b.setFromMatrixPosition(this.light.target.matrixWorld);this.cone.lookAt(b.sub(a));this.cone.material.color.copy(this.light.color).multiplyScalar(this.light.intensity)}}();
THREE.VertexNormalsHelper=function(a,b,c,d){this.object=a;this.size=void 0!==b?b:1;a=void 0!==c?c:16711680;d=void 0!==d?d:1;b=0;c=this.object.geometry;c instanceof THREE.Geometry?b=3*c.faces.length:c instanceof THREE.BufferGeometry&&(b=c.attributes.normal.count);c=new THREE.BufferGeometry;b=new THREE.Float32Attribute(6*b,3);c.addAttribute("position",b);THREE.LineSegments.call(this,c,new THREE.LineBasicMaterial({color:a,linewidth:d}));this.matrixAutoUpdate=!1;this.update()};
THREE.VertexNormalsHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.VertexNormalsHelper.prototype.constructor=THREE.VertexNormalsHelper;
THREE.VertexNormalsHelper.prototype.update=function(){var a=new THREE.Vector3,b=new THREE.Vector3,c=new THREE.Matrix3;return function(){var d=["a","b","c"];this.object.updateMatrixWorld(!0);c.getNormalMatrix(this.object.matrixWorld);var e=this.object.matrixWorld,g=this.geometry.attributes.position,f=this.object.geometry;if(f instanceof THREE.Geometry)for(var h=f.vertices,l=f.faces,k=f=0,m=l.length;k<m;k++)for(var p=l[k],n=0,q=p.vertexNormals.length;n<q;n++){var s=p.vertexNormals[n];a.copy(h[p[d[n]]]).applyMatrix4(e);
b.copy(s).applyMatrix3(c).normalize().multiplyScalar(this.size).add(a);g.setXYZ(f,a.x,a.y,a.z);f+=1;g.setXYZ(f,b.x,b.y,b.z);f+=1}else if(f instanceof THREE.BufferGeometry)for(d=f.attributes.position,h=f.attributes.normal,n=f=0,q=d.count;n<q;n++)a.set(d.getX(n),d.getY(n),d.getZ(n)).applyMatrix4(e),b.set(h.getX(n),h.getY(n),h.getZ(n)),b.applyMatrix3(c).normalize().multiplyScalar(this.size).add(a),g.setXYZ(f,a.x,a.y,a.z),f+=1,g.setXYZ(f,b.x,b.y,b.z),f+=1;g.needsUpdate=!0;return this}}();
THREE.WireframeHelper=function(a,b){var c=void 0!==b?b:16777215;THREE.LineSegments.call(this,new THREE.WireframeGeometry(a.geometry),new THREE.LineBasicMaterial({color:c}));this.matrix=a.matrixWorld;this.matrixAutoUpdate=!1};THREE.WireframeHelper.prototype=Object.create(THREE.LineSegments.prototype);THREE.WireframeHelper.prototype.constructor=THREE.WireframeHelper;THREE.ImmediateRenderObject=function(a){THREE.Object3D.call(this);this.material=a;this.render=function(a){}};
THREE.ImmediateRenderObject.prototype=Object.create(THREE.Object3D.prototype);THREE.ImmediateRenderObject.prototype.constructor=THREE.ImmediateRenderObject;THREE.MorphBlendMesh=function(a,b){THREE.Mesh.call(this,a,b);this.animationsMap={};this.animationsList=[];var c=this.geometry.morphTargets.length;this.createAnimation("__default",0,c-1,c/1);this.setAnimationWeight("__default",1)};THREE.MorphBlendMesh.prototype=Object.create(THREE.Mesh.prototype);THREE.MorphBlendMesh.prototype.constructor=THREE.MorphBlendMesh;
THREE.MorphBlendMesh.prototype.createAnimation=function(a,b,c,d){b={start:b,end:c,length:c-b+1,fps:d,duration:(c-b)/d,lastFrame:0,currentFrame:0,active:!1,time:0,direction:1,weight:1,directionBackwards:!1,mirroredLoop:!1};this.animationsMap[a]=b;this.animationsList.push(b)};
THREE.MorphBlendMesh.prototype.autoCreateAnimations=function(a){for(var b=/([a-z]+)_?(\d+)/,c,d={},e=this.geometry,g=0,f=e.morphTargets.length;g<f;g++){var h=e.morphTargets[g].name.match(b);if(h&&1<h.length){var l=h[1];d[l]||(d[l]={start:Infinity,end:-Infinity});h=d[l];g<h.start&&(h.start=g);g>h.end&&(h.end=g);c||(c=l)}}for(l in d)h=d[l],this.createAnimation(l,h.start,h.end,a);this.firstAnimation=c};
THREE.MorphBlendMesh.prototype.setAnimationDirectionForward=function(a){if(a=this.animationsMap[a])a.direction=1,a.directionBackwards=!1};THREE.MorphBlendMesh.prototype.setAnimationDirectionBackward=function(a){if(a=this.animationsMap[a])a.direction=-1,a.directionBackwards=!0};THREE.MorphBlendMesh.prototype.setAnimationFPS=function(a,b){var c=this.animationsMap[a];c&&(c.fps=b,c.duration=(c.end-c.start)/c.fps)};
THREE.MorphBlendMesh.prototype.setAnimationDuration=function(a,b){var c=this.animationsMap[a];c&&(c.duration=b,c.fps=(c.end-c.start)/c.duration)};THREE.MorphBlendMesh.prototype.setAnimationWeight=function(a,b){var c=this.animationsMap[a];c&&(c.weight=b)};THREE.MorphBlendMesh.prototype.setAnimationTime=function(a,b){var c=this.animationsMap[a];c&&(c.time=b)};THREE.MorphBlendMesh.prototype.getAnimationTime=function(a){var b=0;if(a=this.animationsMap[a])b=a.time;return b};
THREE.MorphBlendMesh.prototype.getAnimationDuration=function(a){var b=-1;if(a=this.animationsMap[a])b=a.duration;return b};THREE.MorphBlendMesh.prototype.playAnimation=function(a){var b=this.animationsMap[a];b?(b.time=0,b.active=!0):console.warn("THREE.MorphBlendMesh: animation["+a+"] undefined in .playAnimation()")};THREE.MorphBlendMesh.prototype.stopAnimation=function(a){if(a=this.animationsMap[a])a.active=!1};
THREE.MorphBlendMesh.prototype.update=function(a){for(var b=0,c=this.animationsList.length;b<c;b++){var d=this.animationsList[b];if(d.active){var e=d.duration/d.length;d.time+=d.direction*a;if(d.mirroredLoop){if(d.time>d.duration||0>d.time)d.direction*=-1,d.time>d.duration&&(d.time=d.duration,d.directionBackwards=!0),0>d.time&&(d.time=0,d.directionBackwards=!1)}else d.time%=d.duration,0>d.time&&(d.time+=d.duration);var g=d.start+THREE.Math.clamp(Math.floor(d.time/e),0,d.length-1),f=d.weight;g!==d.currentFrame&&
(this.morphTargetInfluences[d.lastFrame]=0,this.morphTargetInfluences[d.currentFrame]=1*f,this.morphTargetInfluences[g]=0,d.lastFrame=d.currentFrame,d.currentFrame=g);e=d.time%e/e;d.directionBackwards&&(e=1-e);d.currentFrame!==d.lastFrame?(this.morphTargetInfluences[d.currentFrame]=e*f,this.morphTargetInfluences[d.lastFrame]=(1-e)*f):this.morphTargetInfluences[d.currentFrame]=f}}};
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OEBPS/js/p4.js
/**
* We wrap all our code in the jQuery "DOM-ready" function to make sure the script runs only
* after all the DOM elements are rendered and ready to take action
*/
$(document).ready(function () {
	// Tells if the app is ready for user interaction
	var ready = false,
			// Tells the app if the user is dragging the pointer
			dragging = false,
			// Stores the pointer starting X position for the pointer tracking
			pointerStartPosX = 0,
			// Stores the pointer ending X position for the pointer tracking
			pointerEndPosX = 0,
			// Stores the distance between the starting and ending pointer X position in each time period we are tracking the pointer
			pointerDistance = 0,

			// The starting time of the pointer tracking period
			monitorStartTime = 0,
			// The pointer tracking time duration
			monitorInt = 10,
			// A setInterval instance used to call the rendering function
			ticker = 0,
			// Sets the speed of the image sliding animation
			speedMultiplier = 1,
			// CanvasLoader instance variable
			spinner,
	
			// Stores the total amount of images we have in the sequence
			totalFrames = 64,
			// The current frame value of the image slider animation
			currentFrame = 64,
			// Stores all the loaded image objects
			frames = [],
			// The value of the end frame which the currentFrame will be tweened to during the sliding animation
			endFrame = 0,
			// We keep track of the loaded images by increasing every time a new image is added to the image slider
			loadedImages = 0;
	
	/**
	* Adds a "spiral" shaped CanvasLoader instance to the #spinner div
	*/
	function addSpinner () {
		spinner = new CanvasLoader("spinner");
		spinner.setShape("spiral");
		spinner.setDiameter(90);
		spinner.setDensity(90);
		spinner.setRange(1);
		spinner.setSpeed(4);
		spinner.setColor("#333333");
		// As its hidden and not rendering by default we have to call its show() method
		spinner.show();
		// We use the jQuery fadeIn method to slowly fade in the preloader
		$("#spinner").fadeIn("slow");
	};
	
	/**
	* Creates a new <li> and loads the next image in the sequence inside it.
	* With jQuery we add the "load" event handler to the image, so when it's successfully loaded, we call the "imageLoaded" function.
	*/
	function loadImage() {
		// Creates a new <li>
		var li = document.createElement("li");
		// Generates the image file name using the incremented "loadedImages" variable
		var imageName = "prism_4/p4_" + (loadedImages + 1) + ".png";
		/*
			Creates a new <img> and sets its src attribute to point to the file name we generated.
			It also hides the image by applying the "previous-image" CSS class to it.
			The image then is added to the <li>.
		*/
		var image = $('<img>').attr('src', imageName).addClass("previous-image").appendTo(li);
		// We add the newly added image object (returned by jQuery) to the "frames" array.
		frames.push(image);
		// We add the <li> to the <ol>
		$("#threesixty_images").append(li);
		/*
			Adds the "load" event handler to the new image.
			When the event triggers it calls the "imageLoaded" function.
		*/
		$(image).load(function() {
			imageLoaded();
		});
	};
	
	/**
	* It handles the image "load" events.
	* Each time this function is called it checks if all the images have been loaded or it has to load the next one.
	* Every time a new image is succesfully loaded, we set the percentage value of the preloader to notify the user about the loading progress.
	* If all the images are loaded, it hides the preloader using the jQuery "fadeOut" method, which on complete stops the preloader rendering
	* and calls the "showThreesixty" method, that displays the image slider.
	*/
	function imageLoaded() {
		// Increments the value of the "loadedImages" variable
		loadedImages++;
		// Updates the preloader percentage text
		$("#spinner span").text(Math.floor(loadedImages / totalFrames * 100) + "%");
		// Checks if the currently loaded image is the last one in the sequence...
		if (loadedImages == totalFrames) {
			// ...if so, it makes the first image in the sequence to be visible by removing the "previous-image" class and applying the "current-image" on it
			frames[0].removeClass("previous-image").addClass("current-image");
			/*
				Displays the image slider by using the jQuery "fadeOut" animation and its complete event handler.
				When the preloader is completely faded, it stops the preloader rendering and calls the "showThreesixty" function to display the images.
			*/
			$("#spinner").fadeOut("slow", function(){
				spinner.hide();
				showThreesixty();
			});
		} else {
			// ...if not, Loads the next image in the sequence
			loadImage();
		}
	};
	
	/**
	* Displays the images with the "swooshy" spinning effect.
	* As the endFrame is set to -720, the slider will take 4 complete spin before it stops.
	* At this point it also sets the application to be ready for the user interaction.
	*/
	function showThreesixty () {
		// Fades in the image slider by using the jQuery "fadeIn" method
		$("#threesixty_images").fadeIn("slow");
		// Sets the "ready" variable to true, so the app now reacts to user interaction 
		ready = true;
		// Sets the endFrame to an initial value...
		endFrame = 0;
		// ...so when the animation renders, it will initially take 4 complete spins.
		refresh();
	};
	
	/*
		We launch the application by...
		Adding the preloader, and...
	*/
	addSpinner();
	// loading the firt image in the sequence.
	loadImage();
	
	/**
	* Renders the image slider frame animations.
	*/
	function render () {
		// The rendering function only runs if the "currentFrame" value hasn't reached the "endFrame" one
		if(currentFrame !== endFrame)
		{	
			/*
				Calculates the 10% of the distance between the "currentFrame" and the "endFrame".
				By adding only 10% we get a nice smooth and eased animation.
				If the distance is a positive number, we have to ceil the value, if its a negative number, we have to floor it to make sure
				that the "currentFrame" value surely reaches the "endFrame" value and the rendering doesn't end up in an infinite loop.
			*/
			var frameEasing = endFrame < currentFrame ? Math.floor((endFrame - currentFrame) * 0.1) : Math.ceil((endFrame - currentFrame) * 0.1);
			// Sets the current image to be hidden
			hidePreviousFrame();
			// Increments / decrements the "currentFrame" value by the 10% of the frame distance
			currentFrame += frameEasing;
			// Sets the current image to be visible
			showCurrentFrame();
		} else {
			// If the rendering can stop, we stop and clear the ticker
			window.clearInterval(ticker);
			ticker = 0;
		}
	};
	
	/**
	* Creates a new setInterval and stores it in the "ticker"
	* By default I set the FPS value to 60 which gives a nice and smooth rendering in newer browsers
	* and relatively fast machines, but obviously it could be too high for an older architecture.
	*/
	function refresh () {
		// If the ticker is not running already...
		if (ticker === 0) {
			// Let's create a new one!
			ticker = self.setInterval(render, Math.round(1000 / 60));
		}
	};
	
	/**
	* Hides the previous frame
	*/
	function hidePreviousFrame() {
		/*
			Replaces the "current-image" class with the "previous-image" one on the image.
			It calls the "getNormalizedCurrentFrame" method to translate the "currentFrame" value to the "totalFrames" range (1-180 by default).
		*/
		frames[getNormalizedCurrentFrame()].removeClass("current-image").addClass("previous-image");
	};
	
	/**
	* Displays the current frame
	*/
	function showCurrentFrame() {
		/*
			Replaces the "current-image" class with the "previous-image" one on the image.
			It calls the "getNormalizedCurrentFrame" method to translate the "currentFrame" value to the "totalFrames" range (1-180 by default).
		*/
		frames[getNormalizedCurrentFrame()].removeClass("previous-image").addClass("current-image");
	};
	
	/**
	* Returns the "currentFrame" value translated to a value inside the range of 0 and "totalFrames"
	*/
	function getNormalizedCurrentFrame() {
		var c = -Math.ceil(currentFrame % totalFrames);
		if (c < 0) c += (totalFrames - 1);
		return c;
	};
	
	/**
	* Returns a simple event regarding the original event is a mouse event or a touch event.
	*/
	function getPointerEvent(event) {
		return event.originalEvent.targetTouches ? event.originalEvent.targetTouches[0] : event;
	};
	
	/**
	* Adds the jQuery "mousedown" event to the image slider wrapper.
	*/
	$("#threesixty").mousedown(function (event) {
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Stores the pointer x position as the starting position
		pointerStartPosX = getPointerEvent(event).pageX;
		// Tells the pointer tracking function that the user is actually dragging the pointer and it needs to track the pointer changes
		dragging = true;
	});
	
	/**
	* Adds the jQuery "mouseup" event to the document. We use the document because we want to let the user to be able to drag
	* the mouse outside the image slider as well, providing a much bigger "playground".
	*/
	$(document).mouseup(function (event){
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Tells the pointer tracking function that the user finished dragging the pointer and it doesn't need to track the pointer changes anymore
		dragging = false;
	});
	
	/**
	* Adds the jQuery "mousemove" event handler to the document. By using the document again we give the user a better user experience
	* by providing more playing area for the mouse interaction.
	*/
	$(document).mousemove(function (event){
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Starts tracking the pointer X position changes
		trackPointer(event);
	});
	
	/**
	*
	*/
	$("#threesixty").live("touchstart", function (event) {
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Stores the pointer x position as the starting position
		pointerStartPosX = getPointerEvent(event).pageX;
		// Tells the pointer tracking function that the user is actually dragging the pointer and it needs to track the pointer changes
		dragging = true;
	});
	
	/**
	*
	*/
	$("#threesixty").live("touchmove", function (event) {
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Starts tracking the pointer X position changes
		trackPointer(event);
	});
	
	/**
	*
	*/
	$("#threesixty").live("touchend", function (event) {
		// Prevents the original event handler behaciour
		event.preventDefault();
		// Tells the pointer tracking function that the user finished dragging the pointer and it doesn't need to track the pointer changes anymore
		dragging = false;
	});
	
	/**
	* Tracks the pointer X position changes and calculates the "endFrame" for the image slider frame animation.
	* This function only runs if the application is ready and the user really is dragging the pointer; this way we can avoid unnecessary calculations and CPU usage.
	*/
	function trackPointer(event) {
		// If the app is ready and the user is dragging the pointer...
		if (ready && dragging) {
			// Stores the last x position of the pointer
			pointerEndPosX = getPointerEvent(event).pageX;
			// Checks if there is enough time past between this and the last time period of tracking
			if(monitorStartTime < new Date().getTime() - monitorInt) {
				// Calculates the distance between the pointer starting and ending position during the last tracking time period
				pointerDistance = pointerEndPosX - pointerStartPosX;
				// Calculates the endFrame using the distance between the pointer X starting and ending positions and the "speedMultiplier" values
				endFrame = currentFrame + Math.ceil((totalFrames - 1) * speedMultiplier * (pointerDistance / $("#threesixty").width()));
				// Updates the image slider frame animation
				refresh();
				// restarts counting the pointer tracking period
				monitorStartTime = new Date().getTime();
				// Stores the the pointer X position as the starting position (because we started a new tracking period)
				pointerStartPosX = getPointerEvent(event).pageX;
			}
		}
	};
});
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OEBPS/js/r/CSS3DStereoRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CSS3DObject = function ( element ) {

	THREE.Object3D.call( this );

	this.elementL = element.cloneNode( true );
	this.elementL.style.position = 'absolute';

	this.elementR = element.cloneNode( true );
	this.elementR.style.position = 'absolute';

	this.addEventListener( 'removed', function ( event ) {

		if ( this.elementL.parentNode !== null ) {

			this.elementL.parentNode.removeChild( this.elementL );

		}

		if ( this.elementR.parentNode !== null ) {

			this.elementR.parentNode.removeChild( this.elementR );

		}

	} );

};

THREE.CSS3DObject.prototype = Object.create( THREE.Object3D.prototype );
THREE.CSS3DObject.prototype.constructor = THREE.CSS3DObject;

THREE.CSS3DSprite = function ( element ) {

	THREE.CSS3DObject.call( this, element );

};

THREE.CSS3DSprite.prototype = Object.create( THREE.CSS3DObject.prototype );
THREE.CSS3DSprite.prototype.constructor = THREE.CSS3DSprite;

//

THREE.CSS3DStereoRenderer = function () {

	console.log( 'THREE.CSS3DRenderer', THREE.REVISION );

	var _width, _height;
	var _widthHalf, _heightHalf;

	var matrix = new THREE.Matrix4();

	var _position = new THREE.Vector3();
	var _quaternion = new THREE.Quaternion();
	var _scale = new THREE.Vector3();

	var _cameraL = new THREE.PerspectiveCamera();
	var _cameraR = new THREE.PerspectiveCamera();
	var _target = new THREE.Vector3();

	this.separation = 6;
	this.targetDistance = 500;

	//

	var domElement = document.createElement( 'div' );

	this.domElement = domElement;

	//

	var domElementL = document.createElement( 'div' );
	domElementL.style.display = 'inline-block';
	domElementL.style.overflow = 'hidden';

	domElementL.style.WebkitTransformStyle = 'preserve-3d';
	domElementL.style.MozTransformStyle = 'preserve-3d';
	domElementL.style.oTransformStyle = 'preserve-3d';
	domElementL.style.transformStyle = 'preserve-3d';

	domElement.appendChild( domElementL );

	var cameraElementL = document.createElement( 'div' );

	cameraElementL.style.WebkitTransformStyle = 'preserve-3d';
	cameraElementL.style.MozTransformStyle = 'preserve-3d';
	cameraElementL.style.oTransformStyle = 'preserve-3d';
	cameraElementL.style.transformStyle = 'preserve-3d';

	domElementL.appendChild( cameraElementL );

	//

	var domElementR = document.createElement( 'div' );
	domElementR.style.display = 'inline-block';
	domElementR.style.overflow = 'hidden';

	domElementR.style.WebkitTransformStyle = 'preserve-3d';
	domElementR.style.MozTransformStyle = 'preserve-3d';
	domElementR.style.oTransformStyle = 'preserve-3d';
	domElementR.style.transformStyle = 'preserve-3d';

	domElement.appendChild( domElementR );

	var cameraElementR = document.createElement( 'div' );

	cameraElementR.style.WebkitTransformStyle = 'preserve-3d';
	cameraElementR.style.MozTransformStyle = 'preserve-3d';
	cameraElementR.style.oTransformStyle = 'preserve-3d';
	cameraElementR.style.transformStyle = 'preserve-3d';

	domElementR.appendChild( cameraElementR );

	this.setClearColor = function () {

	};

	this.setSize = function ( width, height ) {

		domElement.style.width = width + 'px';
		domElement.style.height = height + 'px';

		_width = width / 2;
		_height = height;

		_widthHalf = _width / 2;
		_heightHalf = _height / 2;

		domElementL.style.width = _width + 'px';
		domElementL.style.height = _height + 'px';

		cameraElementL.style.width = _width + 'px';
		cameraElementL.style.height = _height + 'px';

		domElementR.style.width = _width + 'px';
		domElementR.style.height = _height + 'px';

		cameraElementR.style.width = _width + 'px';
		cameraElementR.style.height = _height + 'px';

	};

	var epsilon = function ( value ) {

		return Math.abs( value ) < Number.EPSILON ? 0 : value;

	};

	var getCameraCSSMatrix = function ( matrix ) {

		var elements = matrix.elements;

		return 'matrix3d(' +
			epsilon( elements[ 0 ] ) + ',' +
			epsilon( - elements[ 1 ] ) + ',' +
			epsilon( elements[ 2 ] ) + ',' +
			epsilon( elements[ 3 ] ) + ',' +
			epsilon( elements[ 4 ] ) + ',' +
			epsilon( - elements[ 5 ] ) + ',' +
			epsilon( elements[ 6 ] ) + ',' +
			epsilon( elements[ 7 ] ) + ',' +
			epsilon( elements[ 8 ] ) + ',' +
			epsilon( - elements[ 9 ] ) + ',' +
			epsilon( elements[ 10 ] ) + ',' +
			epsilon( elements[ 11 ] ) + ',' +
			epsilon( elements[ 12 ] ) + ',' +
			epsilon( - elements[ 13 ] ) + ',' +
			epsilon( elements[ 14 ] ) + ',' +
			epsilon( elements[ 15 ] ) +
		')';

	};

	var getObjectCSSMatrix = function ( matrix ) {

		var elements = matrix.elements;

		return 'translate3d(-50%,-50%,0) matrix3d(' +
			epsilon( elements[ 0 ] ) + ',' +
			epsilon( elements[ 1 ] ) + ',' +
			epsilon( elements[ 2 ] ) + ',' +
			epsilon( elements[ 3 ] ) + ',' +
			epsilon( - elements[ 4 ] ) + ',' +
			epsilon( - elements[ 5 ] ) + ',' +
			epsilon( - elements[ 6 ] ) + ',' +
			epsilon( - elements[ 7 ] ) + ',' +
			epsilon( elements[ 8 ] ) + ',' +
			epsilon( elements[ 9 ] ) + ',' +
			epsilon( elements[ 10 ] ) + ',' +
			epsilon( elements[ 11 ] ) + ',' +
			epsilon( elements[ 12 ] ) + ',' +
			epsilon( elements[ 13 ] ) + ',' +
			epsilon( elements[ 14 ] ) + ',' +
			epsilon( elements[ 15 ] ) +
		')';

	};

	var renderObject = function ( object, camera, cameraElement, side ) {

		if ( object instanceof THREE.CSS3DObject ) {

			var style;

			if ( object instanceof THREE.CSS3DSprite ) {

				// http://swiftcoder.wordpress.com/2008/11/25/constructing-a-billboard-matrix/

				matrix.copy( camera.matrixWorldInverse );
				matrix.transpose();
				matrix.copyPosition( object.matrixWorld );
				matrix.scale( object.scale );

				matrix.elements[ 3 ] = 0;
				matrix.elements[ 7 ] = 0;
				matrix.elements[ 11 ] = 0;
				matrix.elements[ 15 ] = 1;

				style = getObjectCSSMatrix( matrix );

			} else {

				style = getObjectCSSMatrix( object.matrixWorld );

			}

			var element = object[ 'element' + side ];

			element.style.WebkitTransform = style;
			element.style.MozTransform = style;
			element.style.oTransform = style;
			element.style.transform = style;

			if ( element.parentNode !== cameraElement ) {

				cameraElement.appendChild( element );

			}

		}

		for ( var i = 0, l = object.children.length; i < l; i ++ ) {

			renderObject( object.children[ i ], camera, cameraElement, side );

		}

	};

	this.render = function ( scene, camera ) {

		scene.updateMatrixWorld();

		if ( camera.parent === null ) camera.updateMatrixWorld();

		camera.matrixWorld.decompose( _position, _quaternion, _scale );

		_target.set( 0, 0, - this.targetDistance );
		_target.applyQuaternion( _quaternion );
		_target.add( _position );

		var fov = 0.5 / Math.tan( THREE.Math.degToRad( camera.fov * 0.5 ) ) * _height;

		// Left

		_cameraL.fov = camera.fov;
		_cameraL.aspect = 0.5 * camera.aspect;
		_cameraL.updateProjectionMatrix();

		_cameraL.near = camera.near;
		_cameraL.far = camera.far;

		_cameraL.position.copy( _position );
		_cameraL.translateX( - this.separation );
		_cameraL.lookAt( _target );
		_cameraL.updateMatrixWorld();

		domElementL.style.WebkitPerspective = fov + "px";
		domElementL.style.MozPerspective = fov + "px";
		domElementL.style.oPerspective = fov + "px";
		domElementL.style.perspective = fov + "px";

		_cameraL.matrixWorldInverse.getInverse( _cameraL.matrixWorld );

		var style = "translate3d(0,0," + fov + "px)" + getCameraCSSMatrix( _cameraL.matrixWorldInverse ) +
			" translate3d(" + _widthHalf + "px," + _heightHalf + "px, 0)";

		cameraElementL.style.WebkitTransform = style;
		cameraElementL.style.MozTransform = style;
		cameraElementL.style.oTransform = style;
		cameraElementL.style.transform = style;

		renderObject( scene, _cameraL, cameraElementL, 'L' );

		// Right

		_cameraR.projectionMatrix = _cameraL.projectionMatrix;

		_cameraR.near = camera.near;
		_cameraR.far = camera.far;

		_cameraR.position.copy( _position );
		_cameraR.translateX( this.separation );
		_cameraR.lookAt( _target );
		_cameraR.updateMatrixWorld();

		domElementR.style.WebkitPerspective = fov + "px";
		domElementR.style.MozPerspective = fov + "px";
		domElementR.style.oPerspective = fov + "px";
		domElementR.style.perspective = fov + "px";

		_cameraR.matrixWorldInverse.getInverse( _cameraR.matrixWorld );

		var style = "translate3d(0,0," + fov + "px)" + getCameraCSSMatrix( _cameraR.matrixWorldInverse ) +
			" translate3d(" + _widthHalf + "px," + _heightHalf + "px, 0)";

		cameraElementR.style.WebkitTransform = style;
		cameraElementR.style.MozTransform = style;
		cameraElementR.style.oTransform = style;
		cameraElementR.style.transform = style;

		renderObject( scene, _cameraR, cameraElementR, 'R' );

	};

};
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OEBPS/slide/jquery.js
/*!
 * jQuery JavaScript Library v1.7.2
 * http://jquery.com/
 *
 * Copyright 2011, John Resig
 * Dual licensed under the MIT or GPL Version 2 licenses.
 * http://jquery.org/license
 *
 * Includes Sizzle.js
 * http://sizzlejs.com/
 * Copyright 2011, The Dojo Foundation
 * Released under the MIT, BSD, and GPL Licenses.
 *
 * Date: Wed Mar 21 12:46:34 2012 -0700
 */
(function( window, undefined ) {

// Use the correct document accordingly with window argument (sandbox)
var document = window.document,
	navigator = window.navigator,
	location = window.location;
var jQuery = (function() {

// Define a local copy of jQuery
var jQuery = function( selector, context ) {
		// The jQuery object is actually just the init constructor 'enhanced'
		return new jQuery.fn.init( selector, context, rootjQuery );
	},

	// Map over jQuery in case of overwrite
	_jQuery = window.jQuery,

	// Map over the $ in case of overwrite
	_$ = window.$,

	// A central reference to the root jQuery(document)
	rootjQuery,

	// A simple way to check for HTML strings or ID strings
	// Prioritize #id over <tag> to avoid XSS via location.hash (#9521)
	quickExpr = /^(?:[^#<]*(<[\w\W]+>)[^>]*$|#([\w\-]*)$)/,

	// Check if a string has a non-whitespace character in it
	rnotwhite = /\S/,

	// Used for trimming whitespace
	trimLeft = /^\s+/,
	trimRight = /\s+$/,

	// Match a standalone tag
	rsingleTag = /^<(\w+)\s*\/?>(?:<\/\1>)?$/,

	// JSON RegExp
	rvalidchars = /^[\],:{}\s]*$/,
	rvalidescape = /\\(?:["\\\/bfnrt]|u[0-9a-fA-F]{4})/g,
	rvalidtokens = /"[^"\\\n\r]*"|true|false|null|-?\d+(?:\.\d*)?(?:[eE][+\-]?\d+)?/g,
	rvalidbraces = /(?:^|:|,)(?:\s*\[)+/g,

	// Useragent RegExp
	rwebkit = /(webkit)[ \/]([\w.]+)/,
	ropera = /(opera)(?:.*version)?[ \/]([\w.]+)/,
	rmsie = /(msie) ([\w.]+)/,
	rmozilla = /(mozilla)(?:.*? rv:([\w.]+))?/,

	// Matches dashed string for camelizing
	rdashAlpha = /-([a-z]|[0-9])/ig,
	rmsPrefix = /^-ms-/,

	// Used by jQuery.camelCase as callback to replace()
	fcamelCase = function( all, letter ) {
		return ( letter + "" ).toUpperCase();
	},

	// Keep a UserAgent string for use with jQuery.browser
	userAgent = navigator.userAgent,

	// For matching the engine and version of the browser
	browserMatch,

	// The deferred used on DOM ready
	readyList,

	// The ready event handler
	DOMContentLoaded,

	// Save a reference to some core methods
	toString = Object.prototype.toString,
	hasOwn = Object.prototype.hasOwnProperty,
	push = Array.prototype.push,
	slice = Array.prototype.slice,
	trim = String.prototype.trim,
	indexOf = Array.prototype.indexOf,

	// [[Class]] -> type pairs
	class2type = {};

jQuery.fn = jQuery.prototype = {
	constructor: jQuery,
	init: function( selector, context, rootjQuery ) {
		var match, elem, ret, doc;

		// Handle $(""), $(null), or $(undefined)
		if ( !selector ) {
			return this;
		}

		// Handle $(DOMElement)
		if ( selector.nodeType ) {
			this.context = this[0] = selector;
			this.length = 1;
			return this;
		}

		// The body element only exists once, optimize finding it
		if ( selector === "body" && !context && document.body ) {
			this.context = document;
			this[0] = document.body;
			this.selector = selector;
			this.length = 1;
			return this;
		}

		// Handle HTML strings
		if ( typeof selector === "string" ) {
			// Are we dealing with HTML string or an ID?
			if ( selector.charAt(0) === "<" && selector.charAt( selector.length - 1 ) === ">" && selector.length >= 3 ) {
				// Assume that strings that start and end with <> are HTML and skip the regex check
				match = [ null, selector, null ];

			} else {
				match = quickExpr.exec( selector );
			}

			// Verify a match, and that no context was specified for #id
			if ( match && (match[1] || !context) ) {

				// HANDLE: $(html) -> $(array)
				if ( match[1] ) {
					context = context instanceof jQuery ? context[0] : context;
					doc = ( context ? context.ownerDocument || context : document );

					// If a single string is passed in and it's a single tag
					// just do a createElement and skip the rest
					ret = rsingleTag.exec( selector );

					if ( ret ) {
						if ( jQuery.isPlainObject( context ) ) {
							selector = [ document.createElement( ret[1] ) ];
							jQuery.fn.attr.call( selector, context, true );

						} else {
							selector = [ doc.createElement( ret[1] ) ];
						}

					} else {
						ret = jQuery.buildFragment( [ match[1] ], [ doc ] );
						selector = ( ret.cacheable ? jQuery.clone(ret.fragment) : ret.fragment ).childNodes;
					}

					return jQuery.merge( this, selector );

				// HANDLE: $("#id")
				} else {
					elem = document.getElementById( match[2] );

					// Check parentNode to catch when Blackberry 4.6 returns
					// nodes that are no longer in the document #6963
					if ( elem && elem.parentNode ) {
						// Handle the case where IE and Opera return items
						// by name instead of ID
						if ( elem.id !== match[2] ) {
							return rootjQuery.find( selector );
						}

						// Otherwise, we inject the element directly into the jQuery object
						this.length = 1;
						this[0] = elem;
					}

					this.context = document;
					this.selector = selector;
					return this;
				}

			// HANDLE: $(expr, $(...))
			} else if ( !context || context.jquery ) {
				return ( context || rootjQuery ).find( selector );

			// HANDLE: $(expr, context)
			// (which is just equivalent to: $(context).find(expr)
			} else {
				return this.constructor( context ).find( selector );
			}

		// HANDLE: $(function)
		// Shortcut for document ready
		} else if ( jQuery.isFunction( selector ) ) {
			return rootjQuery.ready( selector );
		}

		if ( selector.selector !== undefined ) {
			this.selector = selector.selector;
			this.context = selector.context;
		}

		return jQuery.makeArray( selector, this );
	},

	// Start with an empty selector
	selector: "",

	// The current version of jQuery being used
	jquery: "1.7.2",

	// The default length of a jQuery object is 0
	length: 0,

	// The number of elements contained in the matched element set
	size: function() {
		return this.length;
	},

	toArray: function() {
		return slice.call( this, 0 );
	},

	// Get the Nth element in the matched element set OR
	// Get the whole matched element set as a clean array
	get: function( num ) {
		return num == null ?

			// Return a 'clean' array
			this.toArray() :

			// Return just the object
			( num < 0 ? this[ this.length + num ] : this[ num ] );
	},

	// Take an array of elements and push it onto the stack
	// (returning the new matched element set)
	pushStack: function( elems, name, selector ) {
		// Build a new jQuery matched element set
		var ret = this.constructor();

		if ( jQuery.isArray( elems ) ) {
			push.apply( ret, elems );

		} else {
			jQuery.merge( ret, elems );
		}

		// Add the old object onto the stack (as a reference)
		ret.prevObject = this;

		ret.context = this.context;

		if ( name === "find" ) {
			ret.selector = this.selector + ( this.selector ? " " : "" ) + selector;
		} else if ( name ) {
			ret.selector = this.selector + "." + name + "(" + selector + ")";
		}

		// Return the newly-formed element set
		return ret;
	},

	// Execute a callback for every element in the matched set.
	// (You can seed the arguments with an array of args, but this is
	// only used internally.)
	each: function( callback, args ) {
		return jQuery.each( this, callback, args );
	},

	ready: function( fn ) {
		// Attach the listeners
		jQuery.bindReady();

		// Add the callback
		readyList.add( fn );

		return this;
	},

	eq: function( i ) {
		i = +i;
		return i === -1 ?
			this.slice( i ) :
			this.slice( i, i + 1 );
	},

	first: function() {
		return this.eq( 0 );
	},

	last: function() {
		return this.eq( -1 );
	},

	slice: function() {
		return this.pushStack( slice.apply( this, arguments ),
			"slice", slice.call(arguments).join(",") );
	},

	map: function( callback ) {
		return this.pushStack( jQuery.map(this, function( elem, i ) {
			return callback.call( elem, i, elem );
		}));
	},

	end: function() {
		return this.prevObject || this.constructor(null);
	},

	// For internal use only.
	// Behaves like an Array's method, not like a jQuery method.
	push: push,
	sort: [].sort,
	splice: [].splice
};

// Give the init function the jQuery prototype for later instantiation
jQuery.fn.init.prototype = jQuery.fn;

jQuery.extend = jQuery.fn.extend = function() {
	var options, name, src, copy, copyIsArray, clone,
		target = arguments[0] || {},
		i = 1,
		length = arguments.length,
		deep = false;

	// Handle a deep copy situation
	if ( typeof target === "boolean" ) {
		deep = target;
		target = arguments[1] || {};
		// skip the boolean and the target
		i = 2;
	}

	// Handle case when target is a string or something (possible in deep copy)
	if ( typeof target !== "object" && !jQuery.isFunction(target) ) {
		target = {};
	}

	// extend jQuery itself if only one argument is passed
	if ( length === i ) {
		target = this;
		--i;
	}

	for ( ; i < length; i++ ) {
		// Only deal with non-null/undefined values
		if ( (options = arguments[ i ]) != null ) {
			// Extend the base object
			for ( name in options ) {
				src = target[ name ];
				copy = options[ name ];

				// Prevent never-ending loop
				if ( target === copy ) {
					continue;
				}

				// Recurse if we're merging plain objects or arrays
				if ( deep && copy && ( jQuery.isPlainObject(copy) || (copyIsArray = jQuery.isArray(copy)) ) ) {
					if ( copyIsArray ) {
						copyIsArray = false;
						clone = src && jQuery.isArray(src) ? src : [];

					} else {
						clone = src && jQuery.isPlainObject(src) ? src : {};
					}

					// Never move original objects, clone them
					target[ name ] = jQuery.extend( deep, clone, copy );

				// Don't bring in undefined values
				} else if ( copy !== undefined ) {
					target[ name ] = copy;
				}
			}
		}
	}

	// Return the modified object
	return target;
};

jQuery.extend({
	noConflict: function( deep ) {
		if ( window.$ === jQuery ) {
			window.$ = _$;
		}

		if ( deep && window.jQuery === jQuery ) {
			window.jQuery = _jQuery;
		}

		return jQuery;
	},

	// Is the DOM ready to be used? Set to true once it occurs.
	isReady: false,

	// A counter to track how many items to wait for before
	// the ready event fires. See #6781
	readyWait: 1,

	// Hold (or release) the ready event
	holdReady: function( hold ) {
		if ( hold ) {
			jQuery.readyWait++;
		} else {
			jQuery.ready( true );
		}
	},

	// Handle when the DOM is ready
	ready: function( wait ) {
		// Either a released hold or an DOMready/load event and not yet ready
		if ( (wait === true && !--jQuery.readyWait) || (wait !== true && !jQuery.isReady) ) {
			// Make sure body exists, at least, in case IE gets a little overzealous (ticket #5443).
			if ( !document.body ) {
				return setTimeout( jQuery.ready, 1 );
			}

			// Remember that the DOM is ready
			jQuery.isReady = true;

			// If a normal DOM Ready event fired, decrement, and wait if need be
			if ( wait !== true && --jQuery.readyWait > 0 ) {
				return;
			}

			// If there are functions bound, to execute
			readyList.fireWith( document, [ jQuery ] );

			// Trigger any bound ready events
			if ( jQuery.fn.trigger ) {
				jQuery( document ).trigger( "ready" ).off( "ready" );
			}
		}
	},

	bindReady: function() {
		if ( readyList ) {
			return;
		}

		readyList = jQuery.Callbacks( "once memory" );

		// Catch cases where $(document).ready() is called after the
		// browser event has already occurred.
		if ( document.readyState === "complete" ) {
			// Handle it asynchronously to allow scripts the opportunity to delay ready
			return setTimeout( jQuery.ready, 1 );
		}

		// Mozilla, Opera and webkit nightlies currently support this event
		if ( document.addEventListener ) {
			// Use the handy event callback
			document.addEventListener( "DOMContentLoaded", DOMContentLoaded, false );

			// A fallback to window.onload, that will always work
			window.addEventListener( "load", jQuery.ready, false );

		// If IE event model is used
		} else if ( document.attachEvent ) {
			// ensure firing before onload,
			// maybe late but safe also for iframes
			document.attachEvent( "onreadystatechange", DOMContentLoaded );

			// A fallback to window.onload, that will always work
			window.attachEvent( "onload", jQuery.ready );

			// If IE and not a frame
			// continually check to see if the document is ready
			var toplevel = false;

			try {
				toplevel = window.frameElement == null;
			} catch(e) {}

			if ( document.documentElement.doScroll && toplevel ) {
				doScrollCheck();
			}
		}
	},

	// See test/unit/core.js for details concerning isFunction.
	// Since version 1.3, DOM methods and functions like alert
	// aren't supported. They return false on IE (#2968).
	isFunction: function( obj ) {
		return jQuery.type(obj) === "function";
	},

	isArray: Array.isArray || function( obj ) {
		return jQuery.type(obj) === "array";
	},

	isWindow: function( obj ) {
		return obj != null && obj == obj.window;
	},

	isNumeric: function( obj ) {
		return !isNaN( parseFloat(obj) ) && isFinite( obj );
	},

	type: function( obj ) {
		return obj == null ?
			String( obj ) :
			class2type[ toString.call(obj) ] || "object";
	},

	isPlainObject: function( obj ) {
		// Must be an Object.
		// Because of IE, we also have to check the presence of the constructor property.
		// Make sure that DOM nodes and window objects don't pass through, as well
		if ( !obj || jQuery.type(obj) !== "object" || obj.nodeType || jQuery.isWindow( obj ) ) {
			return false;
		}

		try {
			// Not own constructor property must be Object
			if ( obj.constructor &&
				!hasOwn.call(obj, "constructor") &&
				!hasOwn.call(obj.constructor.prototype, "isPrototypeOf") ) {
				return false;
			}
		} catch ( e ) {
			// IE8,9 Will throw exceptions on certain host objects #9897
			return false;
		}

		// Own properties are enumerated firstly, so to speed up,
		// if last one is own, then all properties are own.

		var key;
		for ( key in obj ) {}

		return key === undefined || hasOwn.call( obj, key );
	},

	isEmptyObject: function( obj ) {
		for ( var name in obj ) {
			return false;
		}
		return true;
	},

	error: function( msg ) {
		throw new Error( msg );
	},

	parseJSON: function( data ) {
		if ( typeof data !== "string" || !data ) {
			return null;
		}

		// Make sure leading/trailing whitespace is removed (IE can't handle it)
		data = jQuery.trim( data );

		// Attempt to parse using the native JSON parser first
		if ( window.JSON && window.JSON.parse ) {
			return window.JSON.parse( data );
		}

		// Make sure the incoming data is actual JSON
		// Logic borrowed from http://json.org/json2.js
		if ( rvalidchars.test( data.replace( rvalidescape, "@" )
			.replace( rvalidtokens, "]" )
			.replace( rvalidbraces, "")) ) {

			return ( new Function( "return " + data ) )();

		}
		jQuery.error( "Invalid JSON: " + data );
	},

	// Cross-browser xml parsing
	parseXML: function( data ) {
		if ( typeof data !== "string" || !data ) {
			return null;
		}
		var xml, tmp;
		try {
			if ( window.DOMParser ) { // Standard
				tmp = new DOMParser();
				xml = tmp.parseFromString( data , "text/xml" );
			} else { // IE
				xml = new ActiveXObject( "Microsoft.XMLDOM" );
				xml.async = "false";
				xml.loadXML( data );
			}
		} catch( e ) {
			xml = undefined;
		}
		if ( !xml || !xml.documentElement || xml.getElementsByTagName( "parsererror" ).length ) {
			jQuery.error( "Invalid XML: " + data );
		}
		return xml;
	},

	noop: function() {},

	// Evaluates a script in a global context
	// Workarounds based on findings by Jim Driscoll
	// http://weblogs.java.net/blog/driscoll/archive/2009/09/08/eval-javascript-global-context
	globalEval: function( data ) {
		if ( data && rnotwhite.test( data ) ) {
			// We use execScript on Internet Explorer
			// We use an anonymous function so that context is window
			// rather than jQuery in Firefox
			( window.execScript || function( data ) {
				window[ "eval" ].call( window, data );
			} )( data );
		}
	},

	// Convert dashed to camelCase; used by the css and data modules
	// Microsoft forgot to hump their vendor prefix (#9572)
	camelCase: function( string ) {
		return string.replace( rmsPrefix, "ms-" ).replace( rdashAlpha, fcamelCase );
	},

	nodeName: function( elem, name ) {
		return elem.nodeName && elem.nodeName.toUpperCase() === name.toUpperCase();
	},

	// args is for internal usage only
	each: function( object, callback, args ) {
		var name, i = 0,
			length = object.length,
			isObj = length === undefined || jQuery.isFunction( object );

		if ( args ) {
			if ( isObj ) {
				for ( name in object ) {
					if ( callback.apply( object[ name ], args ) === false ) {
						break;
					}
				}
			} else {
				for ( ; i < length; ) {
					if ( callback.apply( object[ i++ ], args ) === false ) {
						break;
					}
				}
			}

		// A special, fast, case for the most common use of each
		} else {
			if ( isObj ) {
				for ( name in object ) {
					if ( callback.call( object[ name ], name, object[ name ] ) === false ) {
						break;
					}
				}
			} else {
				for ( ; i < length; ) {
					if ( callback.call( object[ i ], i, object[ i++ ] ) === false ) {
						break;
					}
				}
			}
		}

		return object;
	},

	// Use native String.trim function wherever possible
	trim: trim ?
		function( text ) {
			return text == null ?
				"" :
				trim.call( text );
		} :

		// Otherwise use our own trimming functionality
		function( text ) {
			return text == null ?
				"" :
				text.toString().replace( trimLeft, "" ).replace( trimRight, "" );
		},

	// results is for internal usage only
	makeArray: function( array, results ) {
		var ret = results || [];

		if ( array != null ) {
			// The window, strings (and functions) also have 'length'
			// Tweaked logic slightly to handle Blackberry 4.7 RegExp issues #6930
			var type = jQuery.type( array );

			if ( array.length == null || type === "string" || type === "function" || type === "regexp" || jQuery.isWindow( array ) ) {
				push.call( ret, array );
			} else {
				jQuery.merge( ret, array );
			}
		}

		return ret;
	},

	inArray: function( elem, array, i ) {
		var len;

		if ( array ) {
			if ( indexOf ) {
				return indexOf.call( array, elem, i );
			}

			len = array.length;
			i = i ? i < 0 ? Math.max( 0, len + i ) : i : 0;

			for ( ; i < len; i++ ) {
				// Skip accessing in sparse arrays
				if ( i in array && array[ i ] === elem ) {
					return i;
				}
			}
		}

		return -1;
	},

	merge: function( first, second ) {
		var i = first.length,
			j = 0;

		if ( typeof second.length === "number" ) {
			for ( var l = second.length; j < l; j++ ) {
				first[ i++ ] = second[ j ];
			}

		} else {
			while ( second[j] !== undefined ) {
				first[ i++ ] = second[ j++ ];
			}
		}

		first.length = i;

		return first;
	},

	grep: function( elems, callback, inv ) {
		var ret = [], retVal;
		inv = !!inv;

		// Go through the array, only saving the items
		// that pass the validator function
		for ( var i = 0, length = elems.length; i < length; i++ ) {
			retVal = !!callback( elems[ i ], i );
			if ( inv !== retVal ) {
				ret.push( elems[ i ] );
			}
		}

		return ret;
	},

	// arg is for internal usage only
	map: function( elems, callback, arg ) {
		var value, key, ret = [],
			i = 0,
			length = elems.length,
			// jquery objects are treated as arrays
			isArray = elems instanceof jQuery || length !== undefined && typeof length === "number" && ( ( length > 0 && elems[ 0 ] && elems[ length -1 ] ) || length === 0 || jQuery.isArray( elems ) ) ;

		// Go through the array, translating each of the items to their
		if ( isArray ) {
			for ( ; i < length; i++ ) {
				value = callback( elems[ i ], i, arg );

				if ( value != null ) {
					ret[ ret.length ] = value;
				}
			}

		// Go through every key on the object,
		} else {
			for ( key in elems ) {
				value = callback( elems[ key ], key, arg );

				if ( value != null ) {
					ret[ ret.length ] = value;
				}
			}
		}

		// Flatten any nested arrays
		return ret.concat.apply( [], ret );
	},

	// A global GUID counter for objects
	guid: 1,

	// Bind a function to a context, optionally partially applying any
	// arguments.
	proxy: function( fn, context ) {
		if ( typeof context === "string" ) {
			var tmp = fn[ context ];
			context = fn;
			fn = tmp;
		}

		// Quick check to determine if target is callable, in the spec
		// this throws a TypeError, but we will just return undefined.
		if ( !jQuery.isFunction( fn ) ) {
			return undefined;
		}

		// Simulated bind
		var args = slice.call( arguments, 2 ),
			proxy = function() {
				return fn.apply( context, args.concat( slice.call( arguments ) ) );
			};

		// Set the guid of unique handler to the same of original handler, so it can be removed
		proxy.guid = fn.guid = fn.guid || proxy.guid || jQuery.guid++;

		return proxy;
	},

	// Mutifunctional method to get and set values to a collection
	// The value/s can optionally be executed if it's a function
	access: function( elems, fn, key, value, chainable, emptyGet, pass ) {
		var exec,
			bulk = key == null,
			i = 0,
			length = elems.length;

		// Sets many values
		if ( key && typeof key === "object" ) {
			for ( i in key ) {
				jQuery.access( elems, fn, i, key[i], 1, emptyGet, value );
			}
			chainable = 1;

		// Sets one value
		} else if ( value !== undefined ) {
			// Optionally, function values get executed if exec is true
			exec = pass === undefined && jQuery.isFunction( value );

			if ( bulk ) {
				// Bulk operations only iterate when executing function values
				if ( exec ) {
					exec = fn;
					fn = function( elem, key, value ) {
						return exec.call( jQuery( elem ), value );
					};

				// Otherwise they run against the entire set
				} else {
					fn.call( elems, value );
					fn = null;
				}
			}

			if ( fn ) {
				for (; i < length; i++ ) {
					fn( elems[i], key, exec ? value.call( elems[i], i, fn( elems[i], key ) ) : value, pass );
				}
			}

			chainable = 1;
		}

		return chainable ?
			elems :

			// Gets
			bulk ?
				fn.call( elems ) :
				length ? fn( elems[0], key ) : emptyGet;
	},

	now: function() {
		return ( new Date() ).getTime();
	},

	// Use of jQuery.browser is frowned upon.
	// More details: http://docs.jquery.com/Utilities/jQuery.browser
	uaMatch: function( ua ) {
		ua = ua.toLowerCase();

		var match = rwebkit.exec( ua ) ||
			ropera.exec( ua ) ||
			rmsie.exec( ua ) ||
			ua.indexOf("compatible") < 0 && rmozilla.exec( ua ) ||
			[];

		return { browser: match[1] || "", version: match[2] || "0" };
	},

	sub: function() {
		function jQuerySub( selector, context ) {
			return new jQuerySub.fn.init( selector, context );
		}
		jQuery.extend( true, jQuerySub, this );
		jQuerySub.superclass = this;
		jQuerySub.fn = jQuerySub.prototype = this();
		jQuerySub.fn.constructor = jQuerySub;
		jQuerySub.sub = this.sub;
		jQuerySub.fn.init = function init( selector, context ) {
			if ( context && context instanceof jQuery && !(context instanceof jQuerySub) ) {
				context = jQuerySub( context );
			}

			return jQuery.fn.init.call( this, selector, context, rootjQuerySub );
		};
		jQuerySub.fn.init.prototype = jQuerySub.fn;
		var rootjQuerySub = jQuerySub(document);
		return jQuerySub;
	},

	browser: {}
});

// Populate the class2type map
jQuery.each("Boolean Number String Function Array Date RegExp Object".split(" "), function(i, name) {
	class2type[ "[object " + name + "]" ] = name.toLowerCase();
});

browserMatch = jQuery.uaMatch( userAgent );
if ( browserMatch.browser ) {
	jQuery.browser[ browserMatch.browser ] = true;
	jQuery.browser.version = browserMatch.version;
}

// Deprecated, use jQuery.browser.webkit instead
if ( jQuery.browser.webkit ) {
	jQuery.browser.safari = true;
}

// IE doesn't match non-breaking spaces with \s
if ( rnotwhite.test( "\xA0" ) ) {
	trimLeft = /^[\s\xA0]+/;
	trimRight = /[\s\xA0]+$/;
}

// All jQuery objects should point back to these
rootjQuery = jQuery(document);

// Cleanup functions for the document ready method
if ( document.addEventListener ) {
	DOMContentLoaded = function() {
		document.removeEventListener( "DOMContentLoaded", DOMContentLoaded, false );
		jQuery.ready();
	};

} else if ( document.attachEvent ) {
	DOMContentLoaded = function() {
		// Make sure body exists, at least, in case IE gets a little overzealous (ticket #5443).
		if ( document.readyState === "complete" ) {
			document.detachEvent( "onreadystatechange", DOMContentLoaded );
			jQuery.ready();
		}
	};
}

// The DOM ready check for Internet Explorer
function doScrollCheck() {
	if ( jQuery.isReady ) {
		return;
	}

	try {
		// If IE is used, use the trick by Diego Perini
		// http://javascript.nwbox.com/IEContentLoaded/
		document.documentElement.doScroll("left");
	} catch(e) {
		setTimeout( doScrollCheck, 1 );
		return;
	}

	// and execute any waiting functions
	jQuery.ready();
}

return jQuery;

})();


// String to Object flags format cache
var flagsCache = {};

// Convert String-formatted flags into Object-formatted ones and store in cache
function createFlags( flags ) {
	var object = flagsCache[ flags ] = {},
		i, length;
	flags = flags.split( /\s+/ );
	for ( i = 0, length = flags.length; i < length; i++ ) {
		object[ flags[i] ] = true;
	}
	return object;
}

/*
 * Create a callback list using the following parameters:
 *
 *	flags:	an optional list of space-separated flags that will change how
 *			the callback list behaves
 *
 * By default a callback list will act like an event callback list and can be
 * "fired" multiple times.
 *
 * Possible flags:
 *
 *	once:			will ensure the callback list can only be fired once (like a Deferred)
 *
 *	memory:			will keep track of previous values and will call any callback added
 *					after the list has been fired right away with the latest "memorized"
 *					values (like a Deferred)
 *
 *	unique:			will ensure a callback can only be added once (no duplicate in the list)
 *
 *	stopOnFalse:	interrupt callings when a callback returns false
 *
 */
jQuery.Callbacks = function( flags ) {

	// Convert flags from String-formatted to Object-formatted
	// (we check in cache first)
	flags = flags ? ( flagsCache[ flags ] || createFlags( flags ) ) : {};

	var // Actual callback list
		list = [],
		// Stack of fire calls for repeatable lists
		stack = [],
		// Last fire value (for non-forgettable lists)
		memory,
		// Flag to know if list was already fired
		fired,
		// Flag to know if list is currently firing
		firing,
		// First callback to fire (used internally by add and fireWith)
		firingStart,
		// End of the loop when firing
		firingLength,
		// Index of currently firing callback (modified by remove if needed)
		firingIndex,
		// Add one or several callbacks to the list
		add = function( args ) {
			var i,
				length,
				elem,
				type,
				actual;
			for ( i = 0, length = args.length; i < length; i++ ) {
				elem = args[ i ];
				type = jQuery.type( elem );
				if ( type === "array" ) {
					// Inspect recursively
					add( elem );
				} else if ( type === "function" ) {
					// Add if not in unique mode and callback is not in
					if ( !flags.unique || !self.has( elem ) ) {
						list.push( elem );
					}
				}
			}
		},
		// Fire callbacks
		fire = function( context, args ) {
			args = args || [];
			memory = !flags.memory || [ context, args ];
			fired = true;
			firing = true;
			firingIndex = firingStart || 0;
			firingStart = 0;
			firingLength = list.length;
			for ( ; list && firingIndex < firingLength; firingIndex++ ) {
				if ( list[ firingIndex ].apply( context, args ) === false && flags.stopOnFalse ) {
					memory = true; // Mark as halted
					break;
				}
			}
			firing = false;
			if ( list ) {
				if ( !flags.once ) {
					if ( stack && stack.length ) {
						memory = stack.shift();
						self.fireWith( memory[ 0 ], memory[ 1 ] );
					}
				} else if ( memory === true ) {
					self.disable();
				} else {
					list = [];
				}
			}
		},
		// Actual Callbacks object
		self = {
			// Add a callback or a collection of callbacks to the list
			add: function() {
				if ( list ) {
					var length = list.length;
					add( arguments );
					// Do we need to add the callbacks to the
					// current firing batch?
					if ( firing ) {
						firingLength = list.length;
					// With memory, if we're not firing then
					// we should call right away, unless previous
					// firing was halted (stopOnFalse)
					} else if ( memory && memory !== true ) {
						firingStart = length;
						fire( memory[ 0 ], memory[ 1 ] );
					}
				}
				return this;
			},
			// Remove a callback from the list
			remove: function() {
				if ( list ) {
					var args = arguments,
						argIndex = 0,
						argLength = args.length;
					for ( ; argIndex < argLength ; argIndex++ ) {
						for ( var i = 0; i < list.length; i++ ) {
							if ( args[ argIndex ] === list[ i ] ) {
								// Handle firingIndex and firingLength
								if ( firing ) {
									if ( i <= firingLength ) {
										firingLength--;
										if ( i <= firingIndex ) {
											firingIndex--;
										}
									}
								}
								// Remove the element
								list.splice( i--, 1 );
								// If we have some unicity property then
								// we only need to do this once
								if ( flags.unique ) {
									break;
								}
							}
						}
					}
				}
				return this;
			},
			// Control if a given callback is in the list
			has: function( fn ) {
				if ( list ) {
					var i = 0,
						length = list.length;
					for ( ; i < length; i++ ) {
						if ( fn === list[ i ] ) {
							return true;
						}
					}
				}
				return false;
			},
			// Remove all callbacks from the list
			empty: function() {
				list = [];
				return this;
			},
			// Have the list do nothing anymore
			disable: function() {
				list = stack = memory = undefined;
				return this;
			},
			// Is it disabled?
			disabled: function() {
				return !list;
			},
			// Lock the list in its current state
			lock: function() {
				stack = undefined;
				if ( !memory || memory === true ) {
					self.disable();
				}
				return this;
			},
			// Is it locked?
			locked: function() {
				return !stack;
			},
			// Call all callbacks with the given context and arguments
			fireWith: function( context, args ) {
				if ( stack ) {
					if ( firing ) {
						if ( !flags.once ) {
							stack.push( [ context, args ] );
						}
					} else if ( !( flags.once && memory ) ) {
						fire( context, args );
					}
				}
				return this;
			},
			// Call all the callbacks with the given arguments
			fire: function() {
				self.fireWith( this, arguments );
				return this;
			},
			// To know if the callbacks have already been called at least once
			fired: function() {
				return !!fired;
			}
		};

	return self;
};




var // Static reference to slice
	sliceDeferred = [].slice;

jQuery.extend({

	Deferred: function( func ) {
		var doneList = jQuery.Callbacks( "once memory" ),
			failList = jQuery.Callbacks( "once memory" ),
			progressList = jQuery.Callbacks( "memory" ),
			state = "pending",
			lists = {
				resolve: doneList,
				reject: failList,
				notify: progressList
			},
			promise = {
				done: doneList.add,
				fail: failList.add,
				progress: progressList.add,

				state: function() {
					return state;
				},

				// Deprecated
				isResolved: doneList.fired,
				isRejected: failList.fired,

				then: function( doneCallbacks, failCallbacks, progressCallbacks ) {
					deferred.done( doneCallbacks ).fail( failCallbacks ).progress( progressCallbacks );
					return this;
				},
				always: function() {
					deferred.done.apply( deferred, arguments ).fail.apply( deferred, arguments );
					return this;
				},
				pipe: function( fnDone, fnFail, fnProgress ) {
					return jQuery.Deferred(function( newDefer ) {
						jQuery.each( {
							done: [ fnDone, "resolve" ],
							fail: [ fnFail, "reject" ],
							progress: [ fnProgress, "notify" ]
						}, function( handler, data ) {
							var fn = data[ 0 ],
								action = data[ 1 ],
								returned;
							if ( jQuery.isFunction( fn ) ) {
								deferred[ handler ](function() {
									returned = fn.apply( this, arguments );
									if ( returned && jQuery.isFunction( returned.promise ) ) {
										returned.promise().then( newDefer.resolve, newDefer.reject, newDefer.notify );
									} else {
										newDefer[ action + "With" ]( this === deferred ? newDefer : this, [ returned ] );
									}
								});
							} else {
								deferred[ handler ]( newDefer[ action ] );
							}
						});
					}).promise();
				},
				// Get a promise for this deferred
				// If obj is provided, the promise aspect is added to the object
				promise: function( obj ) {
					if ( obj == null ) {
						obj = promise;
					} else {
						for ( var key in promise ) {
							obj[ key ] = promise[ key ];
						}
					}
					return obj;
				}
			},
			deferred = promise.promise({}),
			key;

		for ( key in lists ) {
			deferred[ key ] = lists[ key ].fire;
			deferred[ key + "With" ] = lists[ key ].fireWith;
		}

		// Handle state
		deferred.done( function() {
			state = "resolved";
		}, failList.disable, progressList.lock ).fail( function() {
			state = "rejected";
		}, doneList.disable, progressList.lock );

		// Call given func if any
		if ( func ) {
			func.call( deferred, deferred );
		}

		// All done!
		return deferred;
	},

	// Deferred helper
	when: function( firstParam ) {
		var args = sliceDeferred.call( arguments, 0 ),
			i = 0,
			length = args.length,
			pValues = new Array( length ),
			count = length,
			pCount = length,
			deferred = length <= 1 && firstParam && jQuery.isFunction( firstParam.promise ) ?
				firstParam :
				jQuery.Deferred(),
			promise = deferred.promise();
		function resolveFunc( i ) {
			return function( value ) {
				args[ i ] = arguments.length > 1 ? sliceDeferred.call( arguments, 0 ) : value;
				if ( !( --count ) ) {
					deferred.resolveWith( deferred, args );
				}
			};
		}
		function progressFunc( i ) {
			return function( value ) {
				pValues[ i ] = arguments.length > 1 ? sliceDeferred.call( arguments, 0 ) : value;
				deferred.notifyWith( promise, pValues );
			};
		}
		if ( length > 1 ) {
			for ( ; i < length; i++ ) {
				if ( args[ i ] && args[ i ].promise && jQuery.isFunction( args[ i ].promise ) ) {
					args[ i ].promise().then( resolveFunc(i), deferred.reject, progressFunc(i) );
				} else {
					--count;
				}
			}
			if ( !count ) {
				deferred.resolveWith( deferred, args );
			}
		} else if ( deferred !== firstParam ) {
			deferred.resolveWith( deferred, length ? [ firstParam ] : [] );
		}
		return promise;
	}
});




jQuery.support = (function() {

	var support,
		all,
		a,
		select,
		opt,
		input,
		fragment,
		tds,
		events,
		eventName,
		i,
		isSupported,
		div = document.createElement( "div" ),
		documentElement = document.documentElement;

	// Preliminary tests
	div.setAttribute("className", "t");
	div.innerHTML = "   <link/><table></table><a href='/a' style='top:1px;float:left;opacity:.55;'>a</a><input type='checkbox'/>";

	all = div.getElementsByTagName( "*" );
	a = div.getElementsByTagName( "a" )[ 0 ];

	// Can't get basic test support
	if ( !all || !all.length || !a ) {
		return {};
	}

	// First batch of supports tests
	select = document.createElement( "select" );
	opt = select.appendChild( document.createElement("option") );
	input = div.getElementsByTagName( "input" )[ 0 ];

	support = {
		// IE strips leading whitespace when .innerHTML is used
		leadingWhitespace: ( div.firstChild.nodeType === 3 ),

		// Make sure that tbody elements aren't automatically inserted
		// IE will insert them into empty tables
		tbody: !div.getElementsByTagName("tbody").length,

		// Make sure that link elements get serialized correctly by innerHTML
		// This requires a wrapper element in IE
		htmlSerialize: !!div.getElementsByTagName("link").length,

		// Get the style information from getAttribute
		// (IE uses .cssText instead)
		style: /top/.test( a.getAttribute("style") ),

		// Make sure that URLs aren't manipulated
		// (IE normalizes it by default)
		hrefNormalized: ( a.getAttribute("href") === "/a" ),

		// Make sure that element opacity exists
		// (IE uses filter instead)
		// Use a regex to work around a WebKit issue. See #5145
		opacity: /^0.55/.test( a.style.opacity ),

		// Verify style float existence
		// (IE uses styleFloat instead of cssFloat)
		cssFloat: !!a.style.cssFloat,

		// Make sure that if no value is specified for a checkbox
		// that it defaults to "on".
		// (WebKit defaults to "" instead)
		checkOn: ( input.value === "on" ),

		// Make sure that a selected-by-default option has a working selected property.
		// (WebKit defaults to false instead of true, IE too, if it's in an optgroup)
		optSelected: opt.selected,

		// Test setAttribute on camelCase class. If it works, we need attrFixes when doing get/setAttribute (ie6/7)
		getSetAttribute: div.className !== "t",

		// Tests for enctype support on a form(#6743)
		enctype: !!document.createElement("form").enctype,

		// Makes sure cloning an html5 element does not cause problems
		// Where outerHTML is undefined, this still works
		html5Clone: document.createElement("nav").cloneNode( true ).outerHTML !== "<:nav></:nav>",

		// Will be defined later
		submitBubbles: true,
		changeBubbles: true,
		focusinBubbles: false,
		deleteExpando: true,
		noCloneEvent: true,
		inlineBlockNeedsLayout: false,
		shrinkWrapBlocks: false,
		reliableMarginRight: true,
		pixelMargin: true
	};

	// jQuery.boxModel DEPRECATED in 1.3, use jQuery.support.boxModel instead
	jQuery.boxModel = support.boxModel = (document.compatMode === "CSS1Compat");

	// Make sure checked status is properly cloned
	input.checked = true;
	support.noCloneChecked = input.cloneNode( true ).checked;

	// Make sure that the options inside disabled selects aren't marked as disabled
	// (WebKit marks them as disabled)
	select.disabled = true;
	support.optDisabled = !opt.disabled;

	// Test to see if it's possible to delete an expando from an element
	// Fails in Internet Explorer
	try {
		delete div.test;
	} catch( e ) {
		support.deleteExpando = false;
	}

	if ( !div.addEventListener && div.attachEvent && div.fireEvent ) {
		div.attachEvent( "onclick", function() {
			// Cloning a node shouldn't copy over any
			// bound event handlers (IE does this)
			support.noCloneEvent = false;
		});
		div.cloneNode( true ).fireEvent( "onclick" );
	}

	// Check if a radio maintains its value
	// after being appended to the DOM
	input = document.createElement("input");
	input.value = "t";
	input.setAttribute("type", "radio");
	support.radioValue = input.value === "t";

	input.setAttribute("checked", "checked");

	// #11217 - WebKit loses check when the name is after the checked attribute
	input.setAttribute( "name", "t" );

	div.appendChild( input );
	fragment = document.createDocumentFragment();
	fragment.appendChild( div.lastChild );

	// WebKit doesn't clone checked state correctly in fragments
	support.checkClone = fragment.cloneNode( true ).cloneNode( true ).lastChild.checked;

	// Check if a disconnected checkbox will retain its checked
	// value of true after appended to the DOM (IE6/7)
	support.appendChecked = input.checked;

	fragment.removeChild( input );
	fragment.appendChild( div );

	// Technique from Juriy Zaytsev
	// http://perfectionkills.com/detecting-event-support-without-browser-sniffing/
	// We only care about the case where non-standard event systems
	// are used, namely in IE. Short-circuiting here helps us to
	// avoid an eval call (in setAttribute) which can cause CSP
	// to go haywire. See: https://developer.mozilla.org/en/Security/CSP
	if ( div.attachEvent ) {
		for ( i in {
			submit: 1,
			change: 1,
			focusin: 1
		}) {
			eventName = "on" + i;
			isSupported = ( eventName in div );
			if ( !isSupported ) {
				div.setAttribute( eventName, "return;" );
				isSupported = ( typeof div[ eventName ] === "function" );
			}
			support[ i + "Bubbles" ] = isSupported;
		}
	}

	fragment.removeChild( div );

	// Null elements to avoid leaks in IE
	fragment = select = opt = div = input = null;

	// Run tests that need a body at doc ready
	jQuery(function() {
		var container, outer, inner, table, td, offsetSupport,
			marginDiv, conMarginTop, style, html, positionTopLeftWidthHeight,
			paddingMarginBorderVisibility, paddingMarginBorder,
			body = document.getElementsByTagName("body")[0];

		if ( !body ) {
			// Return for frameset docs that don't have a body
			return;
		}

		conMarginTop = 1;
		paddingMarginBorder = "padding:0;margin:0;border:";
		positionTopLeftWidthHeight = "position:absolute;top:0;left:0;width:1px;height:1px;";
		paddingMarginBorderVisibility = paddingMarginBorder + "0;visibility:hidden;";
		style = "style='" + positionTopLeftWidthHeight + paddingMarginBorder + "5px solid #000;";
		html = "<div " + style + "display:block;'><div style='" + paddingMarginBorder + "0;display:block;overflow:hidden;'></div></div>" +
			"<table " + style + "' cellpadding='0' cellspacing='0'>" +
			"<tr><td></td></tr></table>";

		container = document.createElement("div");
		container.style.cssText = paddingMarginBorderVisibility + "width:0;height:0;position:static;top:0;margin-top:" + conMarginTop + "px";
		body.insertBefore( container, body.firstChild );

		// Construct the test element
		div = document.createElement("div");
		container.appendChild( div );

		// Check if table cells still have offsetWidth/Height when they are set
		// to display:none and there are still other visible table cells in a
		// table row; if so, offsetWidth/Height are not reliable for use when
		// determining if an element has been hidden directly using
		// display:none (it is still safe to use offsets if a parent element is
		// hidden; don safety goggles and see bug #4512 for more information).
		// (only IE 8 fails this test)
		div.innerHTML = "<table><tr><td style='" + paddingMarginBorder + "0;display:none'></td><td>t</td></tr></table>";
		tds = div.getElementsByTagName( "td" );
		isSupported = ( tds[ 0 ].offsetHeight === 0 );

		tds[ 0 ].style.display = "";
		tds[ 1 ].style.display = "none";

		// Check if empty table cells still have offsetWidth/Height
		// (IE <= 8 fail this test)
		support.reliableHiddenOffsets = isSupported && ( tds[ 0 ].offsetHeight === 0 );

		// Check if div with explicit width and no margin-right incorrectly
		// gets computed margin-right based on width of container. For more
		// info see bug #3333
		// Fails in WebKit before Feb 2011 nightlies
		// WebKit Bug 13343 - getComputedStyle returns wrong value for margin-right
		if ( window.getComputedStyle ) {
			div.innerHTML = "";
			marginDiv = document.createElement( "div" );
			marginDiv.style.width = "0";
			marginDiv.style.marginRight = "0";
			div.style.width = "2px";
			div.appendChild( marginDiv );
			support.reliableMarginRight =
				( parseInt( ( window.getComputedStyle( marginDiv, null ) || { marginRight: 0 } ).marginRight, 10 ) || 0 ) === 0;
		}

		if ( typeof div.style.zoom !== "undefined" ) {
			// Check if natively block-level elements act like inline-block
			// elements when setting their display to 'inline' and giving
			// them layout
			// (IE < 8 does this)
			div.innerHTML = "";
			div.style.width = div.style.padding = "1px";
			div.style.border = 0;
			div.style.overflow = "hidden";
			div.style.display = "inline";
			div.style.zoom = 1;
			support.inlineBlockNeedsLayout = ( div.offsetWidth === 3 );

			// Check if elements with layout shrink-wrap their children
			// (IE 6 does this)
			div.style.display = "block";
			div.style.overflow = "visible";
			div.innerHTML = "<div style='width:5px;'></div>";
			support.shrinkWrapBlocks = ( div.offsetWidth !== 3 );
		}

		div.style.cssText = positionTopLeftWidthHeight + paddingMarginBorderVisibility;
		div.innerHTML = html;

		outer = div.firstChild;
		inner = outer.firstChild;
		td = outer.nextSibling.firstChild.firstChild;

		offsetSupport = {
			doesNotAddBorder: ( inner.offsetTop !== 5 ),
			doesAddBorderForTableAndCells: ( td.offsetTop === 5 )
		};

		inner.style.position = "fixed";
		inner.style.top = "20px";

		// safari subtracts parent border width here which is 5px
		offsetSupport.fixedPosition = ( inner.offsetTop === 20 || inner.offsetTop === 15 );
		inner.style.position = inner.style.top = "";

		outer.style.overflow = "hidden";
		outer.style.position = "relative";

		offsetSupport.subtractsBorderForOverflowNotVisible = ( inner.offsetTop === -5 );
		offsetSupport.doesNotIncludeMarginInBodyOffset = ( body.offsetTop !== conMarginTop );

		if ( window.getComputedStyle ) {
			div.style.marginTop = "1%";
			support.pixelMargin = ( window.getComputedStyle( div, null ) || { marginTop: 0 } ).marginTop !== "1%";
		}

		if ( typeof container.style.zoom !== "undefined" ) {
			container.style.zoom = 1;
		}

		body.removeChild( container );
		marginDiv = div = container = null;

		jQuery.extend( support, offsetSupport );
	});

	return support;
})();




var rbrace = /^(?:\{.*\}|\[.*\])$/,
	rmultiDash = /([A-Z])/g;

jQuery.extend({
	cache: {},

	// Please use with caution
	uuid: 0,

	// Unique for each copy of jQuery on the page
	// Non-digits removed to match rinlinejQuery
	expando: "jQuery" + ( jQuery.fn.jquery + Math.random() ).replace( /\D/g, "" ),

	// The following elements throw uncatchable exceptions if you
	// attempt to add expando properties to them.
	noData: {
		"embed": true,
		// Ban all objects except for Flash (which handle expandos)
		"object": "clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",
		"applet": true
	},

	hasData: function( elem ) {
		elem = elem.nodeType ? jQuery.cache[ elem[jQuery.expando] ] : elem[ jQuery.expando ];
		return !!elem && !isEmptyDataObject( elem );
	},

	data: function( elem, name, data, pvt /* Internal Use Only */ ) {
		if ( !jQuery.acceptData( elem ) ) {
			return;
		}

		var privateCache, thisCache, ret,
			internalKey = jQuery.expando,
			getByName = typeof name === "string",

			// We have to handle DOM nodes and JS objects differently because IE6-7
			// can't GC object references properly across the DOM-JS boundary
			isNode = elem.nodeType,

			// Only DOM nodes need the global jQuery cache; JS object data is
			// attached directly to the object so GC can occur automatically
			cache = isNode ? jQuery.cache : elem,

			// Only defining an ID for JS objects if its cache already exists allows
			// the code to shortcut on the same path as a DOM node with no cache
			id = isNode ? elem[ internalKey ] : elem[ internalKey ] && internalKey,
			isEvents = name === "events";

		// Avoid doing any more work than we need to when trying to get data on an
		// object that has no data at all
		if ( (!id || !cache[id] || (!isEvents && !pvt && !cache[id].data)) && getByName && data === undefined ) {
			return;
		}

		if ( !id ) {
			// Only DOM nodes need a new unique ID for each element since their data
			// ends up in the global cache
			if ( isNode ) {
				elem[ internalKey ] = id = ++jQuery.uuid;
			} else {
				id = internalKey;
			}
		}

		if ( !cache[ id ] ) {
			cache[ id ] = {};

			// Avoids exposing jQuery metadata on plain JS objects when the object
			// is serialized using JSON.stringify
			if ( !isNode ) {
				cache[ id ].toJSON = jQuery.noop;
			}
		}

		// An object can be passed to jQuery.data instead of a key/value pair; this gets
		// shallow copied over onto the existing cache
		if ( typeof name === "object" || typeof name === "function" ) {
			if ( pvt ) {
				cache[ id ] = jQuery.extend( cache[ id ], name );
			} else {
				cache[ id ].data = jQuery.extend( cache[ id ].data, name );
			}
		}

		privateCache = thisCache = cache[ id ];

		// jQuery data() is stored in a separate object inside the object's internal data
		// cache in order to avoid key collisions between internal data and user-defined
		// data.
		if ( !pvt ) {
			if ( !thisCache.data ) {
				thisCache.data = {};
			}

			thisCache = thisCache.data;
		}

		if ( data !== undefined ) {
			thisCache[ jQuery.camelCase( name ) ] = data;
		}

		// Users should not attempt to inspect the internal events object using jQuery.data,
		// it is undocumented and subject to change. But does anyone listen? No.
		if ( isEvents && !thisCache[ name ] ) {
			return privateCache.events;
		}

		// Check for both converted-to-camel and non-converted data property names
		// If a data property was specified
		if ( getByName ) {

			// First Try to find as-is property data
			ret = thisCache[ name ];

			// Test for null|undefined property data
			if ( ret == null ) {

				// Try to find the camelCased property
				ret = thisCache[ jQuery.camelCase( name ) ];
			}
		} else {
			ret = thisCache;
		}

		return ret;
	},

	removeData: function( elem, name, pvt /* Internal Use Only */ ) {
		if ( !jQuery.acceptData( elem ) ) {
			return;
		}

		var thisCache, i, l,

			// Reference to internal data cache key
			internalKey = jQuery.expando,

			isNode = elem.nodeType,

			// See jQuery.data for more information
			cache = isNode ? jQuery.cache : elem,

			// See jQuery.data for more information
			id = isNode ? elem[ internalKey ] : internalKey;

		// If there is already no cache entry for this object, there is no
		// purpose in continuing
		if ( !cache[ id ] ) {
			return;
		}

		if ( name ) {

			thisCache = pvt ? cache[ id ] : cache[ id ].data;

			if ( thisCache ) {

				// Support array or space separated string names for data keys
				if ( !jQuery.isArray( name ) ) {

					// try the string as a key before any manipulation
					if ( name in thisCache ) {
						name = [ name ];
					} else {

						// split the camel cased version by spaces unless a key with the spaces exists
						name = jQuery.camelCase( name );
						if ( name in thisCache ) {
							name = [ name ];
						} else {
							name = name.split( " " );
						}
					}
				}

				for ( i = 0, l = name.length; i < l; i++ ) {
					delete thisCache[ name[i] ];
				}

				// If there is no data left in the cache, we want to continue
				// and let the cache object itself get destroyed
				if ( !( pvt ? isEmptyDataObject : jQuery.isEmptyObject )( thisCache ) ) {
					return;
				}
			}
		}

		// See jQuery.data for more information
		if ( !pvt ) {
			delete cache[ id ].data;

			// Don't destroy the parent cache unless the internal data object
			// had been the only thing left in it
			if ( !isEmptyDataObject(cache[ id ]) ) {
				return;
			}
		}

		// Browsers that fail expando deletion also refuse to delete expandos on
		// the window, but it will allow it on all other JS objects; other browsers
		// don't care
		// Ensure that `cache` is not a window object #10080
		if ( jQuery.support.deleteExpando || !cache.setInterval ) {
			delete cache[ id ];
		} else {
			cache[ id ] = null;
		}

		// We destroyed the cache and need to eliminate the expando on the node to avoid
		// false lookups in the cache for entries that no longer exist
		if ( isNode ) {
			// IE does not allow us to delete expando properties from nodes,
			// nor does it have a removeAttribute function on Document nodes;
			// we must handle all of these cases
			if ( jQuery.support.deleteExpando ) {
				delete elem[ internalKey ];
			} else if ( elem.removeAttribute ) {
				elem.removeAttribute( internalKey );
			} else {
				elem[ internalKey ] = null;
			}
		}
	},

	// For internal use only.
	_data: function( elem, name, data ) {
		return jQuery.data( elem, name, data, true );
	},

	// A method for determining if a DOM node can handle the data expando
	acceptData: function( elem ) {
		if ( elem.nodeName ) {
			var match = jQuery.noData[ elem.nodeName.toLowerCase() ];

			if ( match ) {
				return !(match === true || elem.getAttribute("classid") !== match);
			}
		}

		return true;
	}
});

jQuery.fn.extend({
	data: function( key, value ) {
		var parts, part, attr, name, l,
			elem = this[0],
			i = 0,
			data = null;

		// Gets all values
		if ( key === undefined ) {
			if ( this.length ) {
				data = jQuery.data( elem );

				if ( elem.nodeType === 1 && !jQuery._data( elem, "parsedAttrs" ) ) {
					attr = elem.attributes;
					for ( l = attr.length; i < l; i++ ) {
						name = attr[i].name;

						if ( name.indexOf( "data-" ) === 0 ) {
							name = jQuery.camelCase( name.substring(5) );

							dataAttr( elem, name, data[ name ] );
						}
					}
					jQuery._data( elem, "parsedAttrs", true );
				}
			}

			return data;
		}

		// Sets multiple values
		if ( typeof key === "object" ) {
			return this.each(function() {
				jQuery.data( this, key );
			});
		}

		parts = key.split( ".", 2 );
		parts[1] = parts[1] ? "." + parts[1] : "";
		part = parts[1] + "!";

		return jQuery.access( this, function( value ) {

			if ( value === undefined ) {
				data = this.triggerHandler( "getData" + part, [ parts[0] ] );

				// Try to fetch any internally stored data first
				if ( data === undefined && elem ) {
					data = jQuery.data( elem, key );
					data = dataAttr( elem, key, data );
				}

				return data === undefined && parts[1] ?
					this.data( parts[0] ) :
					data;
			}

			parts[1] = value;
			this.each(function() {
				var self = jQuery( this );

				self.triggerHandler( "setData" + part, parts );
				jQuery.data( this, key, value );
				self.triggerHandler( "changeData" + part, parts );
			});
		}, null, value, arguments.length > 1, null, false );
	},

	removeData: function( key ) {
		return this.each(function() {
			jQuery.removeData( this, key );
		});
	}
});

function dataAttr( elem, key, data ) {
	// If nothing was found internally, try to fetch any
	// data from the HTML5 data-* attribute
	if ( data === undefined && elem.nodeType === 1 ) {

		var name = "data-" + key.replace( rmultiDash, "-$1" ).toLowerCase();

		data = elem.getAttribute( name );

		if ( typeof data === "string" ) {
			try {
				data = data === "true" ? true :
				data === "false" ? false :
				data === "null" ? null :
				jQuery.isNumeric( data ) ? +data :
					rbrace.test( data ) ? jQuery.parseJSON( data ) :
					data;
			} catch( e ) {}

			// Make sure we set the data so it isn't changed later
			jQuery.data( elem, key, data );

		} else {
			data = undefined;
		}
	}

	return data;
}

// checks a cache object for emptiness
function isEmptyDataObject( obj ) {
	for ( var name in obj ) {

		// if the public data object is empty, the private is still empty
		if ( name === "data" && jQuery.isEmptyObject( obj[name] ) ) {
			continue;
		}
		if ( name !== "toJSON" ) {
			return false;
		}
	}

	return true;
}




function handleQueueMarkDefer( elem, type, src ) {
	var deferDataKey = type + "defer",
		queueDataKey = type + "queue",
		markDataKey = type + "mark",
		defer = jQuery._data( elem, deferDataKey );
	if ( defer &&
		( src === "queue" || !jQuery._data(elem, queueDataKey) ) &&
		( src === "mark" || !jQuery._data(elem, markDataKey) ) ) {
		// Give room for hard-coded callbacks to fire first
		// and eventually mark/queue something else on the element
		setTimeout( function() {
			if ( !jQuery._data( elem, queueDataKey ) &&
				!jQuery._data( elem, markDataKey ) ) {
				jQuery.removeData( elem, deferDataKey, true );
				defer.fire();
			}
		}, 0 );
	}
}

jQuery.extend({

	_mark: function( elem, type ) {
		if ( elem ) {
			type = ( type || "fx" ) + "mark";
			jQuery._data( elem, type, (jQuery._data( elem, type ) || 0) + 1 );
		}
	},

	_unmark: function( force, elem, type ) {
		if ( force !== true ) {
			type = elem;
			elem = force;
			force = false;
		}
		if ( elem ) {
			type = type || "fx";
			var key = type + "mark",
				count = force ? 0 : ( (jQuery._data( elem, key ) || 1) - 1 );
			if ( count ) {
				jQuery._data( elem, key, count );
			} else {
				jQuery.removeData( elem, key, true );
				handleQueueMarkDefer( elem, type, "mark" );
			}
		}
	},

	queue: function( elem, type, data ) {
		var q;
		if ( elem ) {
			type = ( type || "fx" ) + "queue";
			q = jQuery._data( elem, type );

			// Speed up dequeue by getting out quickly if this is just a lookup
			if ( data ) {
				if ( !q || jQuery.isArray(data) ) {
					q = jQuery._data( elem, type, jQuery.makeArray(data) );
				} else {
					q.push( data );
				}
			}
			return q || [];
		}
	},

	dequeue: function( elem, type ) {
		type = type || "fx";

		var queue = jQuery.queue( elem, type ),
			fn = queue.shift(),
			hooks = {};

		// If the fx queue is dequeued, always remove the progress sentinel
		if ( fn === "inprogress" ) {
			fn = queue.shift();
		}

		if ( fn ) {
			// Add a progress sentinel to prevent the fx queue from being
			// automatically dequeued
			if ( type === "fx" ) {
				queue.unshift( "inprogress" );
			}

			jQuery._data( elem, type + ".run", hooks );
			fn.call( elem, function() {
				jQuery.dequeue( elem, type );
			}, hooks );
		}

		if ( !queue.length ) {
			jQuery.removeData( elem, type + "queue " + type + ".run", true );
			handleQueueMarkDefer( elem, type, "queue" );
		}
	}
});

jQuery.fn.extend({
	queue: function( type, data ) {
		var setter = 2;

		if ( typeof type !== "string" ) {
			data = type;
			type = "fx";
			setter--;
		}

		if ( arguments.length < setter ) {
			return jQuery.queue( this[0], type );
		}

		return data === undefined ?
			this :
			this.each(function() {
				var queue = jQuery.queue( this, type, data );

				if ( type === "fx" && queue[0] !== "inprogress" ) {
					jQuery.dequeue( this, type );
				}
			});
	},
	dequeue: function( type ) {
		return this.each(function() {
			jQuery.dequeue( this, type );
		});
	},
	// Based off of the plugin by Clint Helfers, with permission.
	// http://blindsignals.com/index.php/2009/07/jquery-delay/
	delay: function( time, type ) {
		time = jQuery.fx ? jQuery.fx.speeds[ time ] || time : time;
		type = type || "fx";

		return this.queue( type, function( next, hooks ) {
			var timeout = setTimeout( next, time );
			hooks.stop = function() {
				clearTimeout( timeout );
			};
		});
	},
	clearQueue: function( type ) {
		return this.queue( type || "fx", [] );
	},
	// Get a promise resolved when queues of a certain type
	// are emptied (fx is the type by default)
	promise: function( type, object ) {
		if ( typeof type !== "string" ) {
			object = type;
			type = undefined;
		}
		type = type || "fx";
		var defer = jQuery.Deferred(),
			elements = this,
			i = elements.length,
			count = 1,
			deferDataKey = type + "defer",
			queueDataKey = type + "queue",
			markDataKey = type + "mark",
			tmp;
		function resolve() {
			if ( !( --count ) ) {
				defer.resolveWith( elements, [ elements ] );
			}
		}
		while( i-- ) {
			if (( tmp = jQuery.data( elements[ i ], deferDataKey, undefined, true ) ||
					( jQuery.data( elements[ i ], queueDataKey, undefined, true ) ||
						jQuery.data( elements[ i ], markDataKey, undefined, true ) ) &&
					jQuery.data( elements[ i ], deferDataKey, jQuery.Callbacks( "once memory" ), true ) )) {
				count++;
				tmp.add( resolve );
			}
		}
		resolve();
		return defer.promise( object );
	}
});




var rclass = /[\n\t\r]/g,
	rspace = /\s+/,
	rreturn = /\r/g,
	rtype = /^(?:button|input)$/i,
	rfocusable = /^(?:button|input|object|select|textarea)$/i,
	rclickable = /^a(?:rea)?$/i,
	rboolean = /^(?:autofocus|autoplay|async|checked|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped|selected)$/i,
	getSetAttribute = jQuery.support.getSetAttribute,
	nodeHook, boolHook, fixSpecified;

jQuery.fn.extend({
	attr: function( name, value ) {
		return jQuery.access( this, jQuery.attr, name, value, arguments.length > 1 );
	},

	removeAttr: function( name ) {
		return this.each(function() {
			jQuery.removeAttr( this, name );
		});
	},

	prop: function( name, value ) {
		return jQuery.access( this, jQuery.prop, name, value, arguments.length > 1 );
	},

	removeProp: function( name ) {
		name = jQuery.propFix[ name ] || name;
		return this.each(function() {
			// try/catch handles cases where IE balks (such as removing a property on window)
			try {
				this[ name ] = undefined;
				delete this[ name ];
			} catch( e ) {}
		});
	},

	addClass: function( value ) {
		var classNames, i, l, elem,
			setClass, c, cl;

		if ( jQuery.isFunction( value ) ) {
			return this.each(function( j ) {
				jQuery( this ).addClass( value.call(this, j, this.className) );
			});
		}

		if ( value && typeof value === "string" ) {
			classNames = value.split( rspace );

			for ( i = 0, l = this.length; i < l; i++ ) {
				elem = this[ i ];

				if ( elem.nodeType === 1 ) {
					if ( !elem.className && classNames.length === 1 ) {
						elem.className = value;

					} else {
						setClass = " " + elem.className + " ";

						for ( c = 0, cl = classNames.length; c < cl; c++ ) {
							if ( !~setClass.indexOf( " " + classNames[ c ] + " " ) ) {
								setClass += classNames[ c ] + " ";
							}
						}
						elem.className = jQuery.trim( setClass );
					}
				}
			}
		}

		return this;
	},

	removeClass: function( value ) {
		var classNames, i, l, elem, className, c, cl;

		if ( jQuery.isFunction( value ) ) {
			return this.each(function( j ) {
				jQuery( this ).removeClass( value.call(this, j, this.className) );
			});
		}

		if ( (value && typeof value === "string") || value === undefined ) {
			classNames = ( value || "" ).split( rspace );

			for ( i = 0, l = this.length; i < l; i++ ) {
				elem = this[ i ];

				if ( elem.nodeType === 1 && elem.className ) {
					if ( value ) {
						className = (" " + elem.className + " ").replace( rclass, " " );
						for ( c = 0, cl = classNames.length; c < cl; c++ ) {
							className = className.replace(" " + classNames[ c ] + " ", " ");
						}
						elem.className = jQuery.trim( className );

					} else {
						elem.className = "";
					}
				}
			}
		}

		return this;
	},

	toggleClass: function( value, stateVal ) {
		var type = typeof value,
			isBool = typeof stateVal === "boolean";

		if ( jQuery.isFunction( value ) ) {
			return this.each(function( i ) {
				jQuery( this ).toggleClass( value.call(this, i, this.className, stateVal), stateVal );
			});
		}

		return this.each(function() {
			if ( type === "string" ) {
				// toggle individual class names
				var className,
					i = 0,
					self = jQuery( this ),
					state = stateVal,
					classNames = value.split( rspace );

				while ( (className = classNames[ i++ ]) ) {
					// check each className given, space seperated list
					state = isBool ? state : !self.hasClass( className );
					self[ state ? "addClass" : "removeClass" ]( className );
				}

			} else if ( type === "undefined" || type === "boolean" ) {
				if ( this.className ) {
					// store className if set
					jQuery._data( this, "__className__", this.className );
				}

				// toggle whole className
				this.className = this.className || value === false ? "" : jQuery._data( this, "__className__" ) || "";
			}
		});
	},

	hasClass: function( selector ) {
		var className = " " + selector + " ",
			i = 0,
			l = this.length;
		for ( ; i < l; i++ ) {
			if ( this[i].nodeType === 1 && (" " + this[i].className + " ").replace(rclass, " ").indexOf( className ) > -1 ) {
				return true;
			}
		}

		return false;
	},

	val: function( value ) {
		var hooks, ret, isFunction,
			elem = this[0];

		if ( !arguments.length ) {
			if ( elem ) {
				hooks = jQuery.valHooks[ elem.type ] || jQuery.valHooks[ elem.nodeName.toLowerCase() ];

				if ( hooks && "get" in hooks && (ret = hooks.get( elem, "value" )) !== undefined ) {
					return ret;
				}

				ret = elem.value;

				return typeof ret === "string" ?
					// handle most common string cases
					ret.replace(rreturn, "") :
					// handle cases where value is null/undef or number
					ret == null ? "" : ret;
			}

			return;
		}

		isFunction = jQuery.isFunction( value );

		return this.each(function( i ) {
			var self = jQuery(this), val;

			if ( this.nodeType !== 1 ) {
				return;
			}

			if ( isFunction ) {
				val = value.call( this, i, self.val() );
			} else {
				val = value;
			}

			// Treat null/undefined as ""; convert numbers to string
			if ( val == null ) {
				val = "";
			} else if ( typeof val === "number" ) {
				val += "";
			} else if ( jQuery.isArray( val ) ) {
				val = jQuery.map(val, function ( value ) {
					return value == null ? "" : value + "";
				});
			}

			hooks = jQuery.valHooks[ this.type ] || jQuery.valHooks[ this.nodeName.toLowerCase() ];

			// If set returns undefined, fall back to normal setting
			if ( !hooks || !("set" in hooks) || hooks.set( this, val, "value" ) === undefined ) {
				this.value = val;
			}
		});
	}
});

jQuery.extend({
	valHooks: {
		option: {
			get: function( elem ) {
				// attributes.value is undefined in Blackberry 4.7 but
				// uses .value. See #6932
				var val = elem.attributes.value;
				return !val || val.specified ? elem.value : elem.text;
			}
		},
		select: {
			get: function( elem ) {
				var value, i, max, option,
					index = elem.selectedIndex,
					values = [],
					options = elem.options,
					one = elem.type === "select-one";

				// Nothing was selected
				if ( index < 0 ) {
					return null;
				}

				// Loop through all the selected options
				i = one ? index : 0;
				max = one ? index + 1 : options.length;
				for ( ; i < max; i++ ) {
					option = options[ i ];

					// Don't return options that are disabled or in a disabled optgroup
					if ( option.selected && (jQuery.support.optDisabled ? !option.disabled : option.getAttribute("disabled") === null) &&
							(!option.parentNode.disabled || !jQuery.nodeName( option.parentNode, "optgroup" )) ) {

						// Get the specific value for the option
						value = jQuery( option ).val();

						// We don't need an array for one selects
						if ( one ) {
							return value;
						}

						// Multi-Selects return an array
						values.push( value );
					}
				}

				// Fixes Bug #2551 -- select.val() broken in IE after form.reset()
				if ( one && !values.length && options.length ) {
					return jQuery( options[ index ] ).val();
				}

				return values;
			},

			set: function( elem, value ) {
				var values = jQuery.makeArray( value );

				jQuery(elem).find("option").each(function() {
					this.selected = jQuery.inArray( jQuery(this).val(), values ) >= 0;
				});

				if ( !values.length ) {
					elem.selectedIndex = -1;
				}
				return values;
			}
		}
	},

	attrFn: {
		val: true,
		css: true,
		html: true,
		text: true,
		data: true,
		width: true,
		height: true,
		offset: true
	},

	attr: function( elem, name, value, pass ) {
		var ret, hooks, notxml,
			nType = elem.nodeType;

		// don't get/set attributes on text, comment and attribute nodes
		if ( !elem || nType === 3 || nType === 8 || nType === 2 ) {
			return;
		}

		if ( pass && name in jQuery.attrFn ) {
			return jQuery( elem )[ name ]( value );
		}

		// Fallback to prop when attributes are not supported
		if ( typeof elem.getAttribute === "undefined" ) {
			return jQuery.prop( elem, name, value );
		}

		notxml = nType !== 1 || !jQuery.isXMLDoc( elem );

		// All attributes are lowercase
		// Grab necessary hook if one is defined
		if ( notxml ) {
			name = name.toLowerCase();
			hooks = jQuery.attrHooks[ name ] || ( rboolean.test( name ) ? boolHook : nodeHook );
		}

		if ( value !== undefined ) {

			if ( value === null ) {
				jQuery.removeAttr( elem, name );
				return;

			} else if ( hooks && "set" in hooks && notxml && (ret = hooks.set( elem, value, name )) !== undefined ) {
				return ret;

			} else {
				elem.setAttribute( name, "" + value );
				return value;
			}

		} else if ( hooks && "get" in hooks && notxml && (ret = hooks.get( elem, name )) !== null ) {
			return ret;

		} else {

			ret = elem.getAttribute( name );

			// Non-existent attributes return null, we normalize to undefined
			return ret === null ?
				undefined :
				ret;
		}
	},

	removeAttr: function( elem, value ) {
		var propName, attrNames, name, l, isBool,
			i = 0;

		if ( value && elem.nodeType === 1 ) {
			attrNames = value.toLowerCase().split( rspace );
			l = attrNames.length;

			for ( ; i < l; i++ ) {
				name = attrNames[ i ];

				if ( name ) {
					propName = jQuery.propFix[ name ] || name;
					isBool = rboolean.test( name );

					// See #9699 for explanation of this approach (setting first, then removal)
					// Do not do this for boolean attributes (see #10870)
					if ( !isBool ) {
						jQuery.attr( elem, name, "" );
					}
					elem.removeAttribute( getSetAttribute ? name : propName );

					// Set corresponding property to false for boolean attributes
					if ( isBool && propName in elem ) {
						elem[ propName ] = false;
					}
				}
			}
		}
	},

	attrHooks: {
		type: {
			set: function( elem, value ) {
				// We can't allow the type property to be changed (since it causes problems in IE)
				if ( rtype.test( elem.nodeName ) && elem.parentNode ) {
					jQuery.error( "type property can't be changed" );
				} else if ( !jQuery.support.radioValue && value === "radio" && jQuery.nodeName(elem, "input") ) {
					// Setting the type on a radio button after the value resets the value in IE6-9
					// Reset value to it's default in case type is set after value
					// This is for element creation
					var val = elem.value;
					elem.setAttribute( "type", value );
					if ( val ) {
						elem.value = val;
					}
					return value;
				}
			}
		},
		// Use the value property for back compat
		// Use the nodeHook for button elements in IE6/7 (#1954)
		value: {
			get: function( elem, name ) {
				if ( nodeHook && jQuery.nodeName( elem, "button" ) ) {
					return nodeHook.get( elem, name );
				}
				return name in elem ?
					elem.value :
					null;
			},
			set: function( elem, value, name ) {
				if ( nodeHook && jQuery.nodeName( elem, "button" ) ) {
					return nodeHook.set( elem, value, name );
				}
				// Does not return so that setAttribute is also used
				elem.value = value;
			}
		}
	},

	propFix: {
		tabindex: "tabIndex",
		readonly: "readOnly",
		"for": "htmlFor",
		"class": "className",
		maxlength: "maxLength",
		cellspacing: "cellSpacing",
		cellpadding: "cellPadding",
		rowspan: "rowSpan",
		colspan: "colSpan",
		usemap: "useMap",
		frameborder: "frameBorder",
		contenteditable: "contentEditable"
	},

	prop: function( elem, name, value ) {
		var ret, hooks, notxml,
			nType = elem.nodeType;

		// don't get/set properties on text, comment and attribute nodes
		if ( !elem || nType === 3 || nType === 8 || nType === 2 ) {
			return;
		}

		notxml = nType !== 1 || !jQuery.isXMLDoc( elem );

		if ( notxml ) {
			// Fix name and attach hooks
			name = jQuery.propFix[ name ] || name;
			hooks = jQuery.propHooks[ name ];
		}

		if ( value !== undefined ) {
			if ( hooks && "set" in hooks && (ret = hooks.set( elem, value, name )) !== undefined ) {
				return ret;

			} else {
				return ( elem[ name ] = value );
			}

		} else {
			if ( hooks && "get" in hooks && (ret = hooks.get( elem, name )) !== null ) {
				return ret;

			} else {
				return elem[ name ];
			}
		}
	},

	propHooks: {
		tabIndex: {
			get: function( elem ) {
				// elem.tabIndex doesn't always return the correct value when it hasn't been explicitly set
				// http://fluidproject.org/blog/2008/01/09/getting-setting-and-removing-tabindex-values-with-javascript/
				var attributeNode = elem.getAttributeNode("tabindex");

				return attributeNode && attributeNode.specified ?
					parseInt( attributeNode.value, 10 ) :
					rfocusable.test( elem.nodeName ) || rclickable.test( elem.nodeName ) && elem.href ?
						0 :
						undefined;
			}
		}
	}
});

// Add the tabIndex propHook to attrHooks for back-compat (different case is intentional)
jQuery.attrHooks.tabindex = jQuery.propHooks.tabIndex;

// Hook for boolean attributes
boolHook = {
	get: function( elem, name ) {
		// Align boolean attributes with corresponding properties
		// Fall back to attribute presence where some booleans are not supported
		var attrNode,
			property = jQuery.prop( elem, name );
		return property === true || typeof property !== "boolean" && ( attrNode = elem.getAttributeNode(name) ) && attrNode.nodeValue !== false ?
			name.toLowerCase() :
			undefined;
	},
	set: function( elem, value, name ) {
		var propName;
		if ( value === false ) {
			// Remove boolean attributes when set to false
			jQuery.removeAttr( elem, name );
		} else {
			// value is true since we know at this point it's type boolean and not false
			// Set boolean attributes to the same name and set the DOM property
			propName = jQuery.propFix[ name ] || name;
			if ( propName in elem ) {
				// Only set the IDL specifically if it already exists on the element
				elem[ propName ] = true;
			}

			elem.setAttribute( name, name.toLowerCase() );
		}
		return name;
	}
};

// IE6/7 do not support getting/setting some attributes with get/setAttribute
if ( !getSetAttribute ) {

	fixSpecified = {
		name: true,
		id: true,
		coords: true
	};

	// Use this for any attribute in IE6/7
	// This fixes almost every IE6/7 issue
	nodeHook = jQuery.valHooks.button = {
		get: function( elem, name ) {
			var ret;
			ret = elem.getAttributeNode( name );
			return ret && ( fixSpecified[ name ] ? ret.nodeValue !== "" : ret.specified ) ?
				ret.nodeValue :
				undefined;
		},
		set: function( elem, value, name ) {
			// Set the existing or create a new attribute node
			var ret = elem.getAttributeNode( name );
			if ( !ret ) {
				ret = document.createAttribute( name );
				elem.setAttributeNode( ret );
			}
			return ( ret.nodeValue = value + "" );
		}
	};

	// Apply the nodeHook to tabindex
	jQuery.attrHooks.tabindex.set = nodeHook.set;

	// Set width and height to auto instead of 0 on empty string( Bug #8150 )
	// This is for removals
	jQuery.each([ "width", "height" ], function( i, name ) {
		jQuery.attrHooks[ name ] = jQuery.extend( jQuery.attrHooks[ name ], {
			set: function( elem, value ) {
				if ( value === "" ) {
					elem.setAttribute( name, "auto" );
					return value;
				}
			}
		});
	});

	// Set contenteditable to false on removals(#10429)
	// Setting to empty string throws an error as an invalid value
	jQuery.attrHooks.contenteditable = {
		get: nodeHook.get,
		set: function( elem, value, name ) {
			if ( value === "" ) {
				value = "false";
			}
			nodeHook.set( elem, value, name );
		}
	};
}


// Some attributes require a special call on IE
if ( !jQuery.support.hrefNormalized ) {
	jQuery.each([ "href", "src", "width", "height" ], function( i, name ) {
		jQuery.attrHooks[ name ] = jQuery.extend( jQuery.attrHooks[ name ], {
			get: function( elem ) {
				var ret = elem.getAttribute( name, 2 );
				return ret === null ? undefined : ret;
			}
		});
	});
}

if ( !jQuery.support.style ) {
	jQuery.attrHooks.style = {
		get: function( elem ) {
			// Return undefined in the case of empty string
			// Normalize to lowercase since IE uppercases css property names
			return elem.style.cssText.toLowerCase() || undefined;
		},
		set: function( elem, value ) {
			return ( elem.style.cssText = "" + value );
		}
	};
}

// Safari mis-reports the default selected property of an option
// Accessing the parent's selectedIndex property fixes it
if ( !jQuery.support.optSelected ) {
	jQuery.propHooks.selected = jQuery.extend( jQuery.propHooks.selected, {
		get: function( elem ) {
			var parent = elem.parentNode;

			if ( parent ) {
				parent.selectedIndex;

				// Make sure that it also works with optgroups, see #5701
				if ( parent.parentNode ) {
					parent.parentNode.selectedIndex;
				}
			}
			return null;
		}
	});
}

// IE6/7 call enctype encoding
if ( !jQuery.support.enctype ) {
	jQuery.propFix.enctype = "encoding";
}

// Radios and checkboxes getter/setter
if ( !jQuery.support.checkOn ) {
	jQuery.each([ "radio", "checkbox" ], function() {
		jQuery.valHooks[ this ] = {
			get: function( elem ) {
				// Handle the case where in Webkit "" is returned instead of "on" if a value isn't specified
				return elem.getAttribute("value") === null ? "on" : elem.value;
			}
		};
	});
}
jQuery.each([ "radio", "checkbox" ], function() {
	jQuery.valHooks[ this ] = jQuery.extend( jQuery.valHooks[ this ], {
		set: function( elem, value ) {
			if ( jQuery.isArray( value ) ) {
				return ( elem.checked = jQuery.inArray( jQuery(elem).val(), value ) >= 0 );
			}
		}
	});
});




var rformElems = /^(?:textarea|input|select)$/i,
	rtypenamespace = /^([^\.]*)?(?:\.(.+))?$/,
	rhoverHack = /(?:^|\s)hover(\.\S+)?\b/,
	rkeyEvent = /^key/,
	rmouseEvent = /^(?:mouse|contextmenu)|click/,
	rfocusMorph = /^(?:focusinfocus|focusoutblur)$/,
	rquickIs = /^(\w*)(?:#([\w\-]+))?(?:\.([\w\-]+))?$/,
	quickParse = function( selector ) {
		var quick = rquickIs.exec( selector );
		if ( quick ) {
			//   0  1    2   3
			// [ _, tag, id, class ]
			quick[1] = ( quick[1] || "" ).toLowerCase();
			quick[3] = quick[3] && new RegExp( "(?:^|\\s)" + quick[3] + "(?:\\s|$)" );
		}
		return quick;
	},
	quickIs = function( elem, m ) {
		var attrs = elem.attributes || {};
		return (
			(!m[1] || elem.nodeName.toLowerCase() === m[1]) &&
			(!m[2] || (attrs.id || {}).value === m[2]) &&
			(!m[3] || m[3].test( (attrs[ "class" ] || {}).value ))
		);
	},
	hoverHack = function( events ) {
		return jQuery.event.special.hover ? events : events.replace( rhoverHack, "mouseenter$1 mouseleave$1" );
	};

/*
 * Helper functions for managing events -- not part of the public interface.
 * Props to Dean Edwards' addEvent library for many of the ideas.
 */
jQuery.event = {

	add: function( elem, types, handler, data, selector ) {

		var elemData, eventHandle, events,
			t, tns, type, namespaces, handleObj,
			handleObjIn, quick, handlers, special;

		// Don't attach events to noData or text/comment nodes (allow plain objects tho)
		if ( elem.nodeType === 3 || elem.nodeType === 8 || !types || !handler || !(elemData = jQuery._data( elem )) ) {
			return;
		}

		// Caller can pass in an object of custom data in lieu of the handler
		if ( handler.handler ) {
			handleObjIn = handler;
			handler = handleObjIn.handler;
			selector = handleObjIn.selector;
		}

		// Make sure that the handler has a unique ID, used to find/remove it later
		if ( !handler.guid ) {
			handler.guid = jQuery.guid++;
		}

		// Init the element's event structure and main handler, if this is the first
		events = elemData.events;
		if ( !events ) {
			elemData.events = events = {};
		}
		eventHandle = elemData.handle;
		if ( !eventHandle ) {
			elemData.handle = eventHandle = function( e ) {
				// Discard the second event of a jQuery.event.trigger() and
				// when an event is called after a page has unloaded
				return typeof jQuery !== "undefined" && (!e || jQuery.event.triggered !== e.type) ?
					jQuery.event.dispatch.apply( eventHandle.elem, arguments ) :
					undefined;
			};
			// Add elem as a property of the handle fn to prevent a memory leak with IE non-native events
			eventHandle.elem = elem;
		}

		// Handle multiple events separated by a space
		// jQuery(...).bind("mouseover mouseout", fn);
		types = jQuery.trim( hoverHack(types) ).split( " " );
		for ( t = 0; t < types.length; t++ ) {

			tns = rtypenamespace.exec( types[t] ) || [];
			type = tns[1];
			namespaces = ( tns[2] || "" ).split( "." ).sort();

			// If event changes its type, use the special event handlers for the changed type
			special = jQuery.event.special[ type ] || {};

			// If selector defined, determine special event api type, otherwise given type
			type = ( selector ? special.delegateType : special.bindType ) || type;

			// Update special based on newly reset type
			special = jQuery.event.special[ type ] || {};

			// handleObj is passed to all event handlers
			handleObj = jQuery.extend({
				type: type,
				origType: tns[1],
				data: data,
				handler: handler,
				guid: handler.guid,
				selector: selector,
				quick: selector && quickParse( selector ),
				namespace: namespaces.join(".")
			}, handleObjIn );

			// Init the event handler queue if we're the first
			handlers = events[ type ];
			if ( !handlers ) {
				handlers = events[ type ] = [];
				handlers.delegateCount = 0;

				// Only use addEventListener/attachEvent if the special events handler returns false
				if ( !special.setup || special.setup.call( elem, data, namespaces, eventHandle ) === false ) {
					// Bind the global event handler to the element
					if ( elem.addEventListener ) {
						elem.addEventListener( type, eventHandle, false );

					} else if ( elem.attachEvent ) {
						elem.attachEvent( "on" + type, eventHandle );
					}
				}
			}

			if ( special.add ) {
				special.add.call( elem, handleObj );

				if ( !handleObj.handler.guid ) {
					handleObj.handler.guid = handler.guid;
				}
			}

			// Add to the element's handler list, delegates in front
			if ( selector ) {
				handlers.splice( handlers.delegateCount++, 0, handleObj );
			} else {
				handlers.push( handleObj );
			}

			// Keep track of which events have ever been used, for event optimization
			jQuery.event.global[ type ] = true;
		}

		// Nullify elem to prevent memory leaks in IE
		elem = null;
	},

	global: {},

	// Detach an event or set of events from an element
	remove: function( elem, types, handler, selector, mappedTypes ) {

		var elemData = jQuery.hasData( elem ) && jQuery._data( elem ),
			t, tns, type, origType, namespaces, origCount,
			j, events, special, handle, eventType, handleObj;

		if ( !elemData || !(events = elemData.events) ) {
			return;
		}

		// Once for each type.namespace in types; type may be omitted
		types = jQuery.trim( hoverHack( types || "" ) ).split(" ");
		for ( t = 0; t < types.length; t++ ) {
			tns = rtypenamespace.exec( types[t] ) || [];
			type = origType = tns[1];
			namespaces = tns[2];

			// Unbind all events (on this namespace, if provided) for the element
			if ( !type ) {
				for ( type in events ) {
					jQuery.event.remove( elem, type + types[ t ], handler, selector, true );
				}
				continue;
			}

			special = jQuery.event.special[ type ] || {};
			type = ( selector? special.delegateType : special.bindType ) || type;
			eventType = events[ type ] || [];
			origCount = eventType.length;
			namespaces = namespaces ? new RegExp("(^|\\.)" + namespaces.split(".").sort().join("\\.(?:.*\\.)?") + "(\\.|$)") : null;

			// Remove matching events
			for ( j = 0; j < eventType.length; j++ ) {
				handleObj = eventType[ j ];

				if ( ( mappedTypes || origType === handleObj.origType ) &&
					 ( !handler || handler.guid === handleObj.guid ) &&
					 ( !namespaces || namespaces.test( handleObj.namespace ) ) &&
					 ( !selector || selector === handleObj.selector || selector === "**" && handleObj.selector ) ) {
					eventType.splice( j--, 1 );

					if ( handleObj.selector ) {
						eventType.delegateCount--;
					}
					if ( special.remove ) {
						special.remove.call( elem, handleObj );
					}
				}
			}

			// Remove generic event handler if we removed something and no more handlers exist
			// (avoids potential for endless recursion during removal of special event handlers)
			if ( eventType.length === 0 && origCount !== eventType.length ) {
				if ( !special.teardown || special.teardown.call( elem, namespaces ) === false ) {
					jQuery.removeEvent( elem, type, elemData.handle );
				}

				delete events[ type ];
			}
		}

		// Remove the expando if it's no longer used
		if ( jQuery.isEmptyObject( events ) ) {
			handle = elemData.handle;
			if ( handle ) {
				handle.elem = null;
			}

			// removeData also checks for emptiness and clears the expando if empty
			// so use it instead of delete
			jQuery.removeData( elem, [ "events", "handle" ], true );
		}
	},

	// Events that are safe to short-circuit if no handlers are attached.
	// Native DOM events should not be added, they may have inline handlers.
	customEvent: {
		"getData": true,
		"setData": true,
		"changeData": true
	},

	trigger: function( event, data, elem, onlyHandlers ) {
		// Don't do events on text and comment nodes
		if ( elem && (elem.nodeType === 3 || elem.nodeType === 8) ) {
			return;
		}

		// Event object or event type
		var type = event.type || event,
			namespaces = [],
			cache, exclusive, i, cur, old, ontype, special, handle, eventPath, bubbleType;

		// focus/blur morphs to focusin/out; ensure we're not firing them right now
		if ( rfocusMorph.test( type + jQuery.event.triggered ) ) {
			return;
		}

		if ( type.indexOf( "!" ) >= 0 ) {
			// Exclusive events trigger only for the exact event (no namespaces)
			type = type.slice(0, -1);
			exclusive = true;
		}

		if ( type.indexOf( "." ) >= 0 ) {
			// Namespaced trigger; create a regexp to match event type in handle()
			namespaces = type.split(".");
			type = namespaces.shift();
			namespaces.sort();
		}

		if ( (!elem || jQuery.event.customEvent[ type ]) && !jQuery.event.global[ type ] ) {
			// No jQuery handlers for this event type, and it can't have inline handlers
			return;
		}

		// Caller can pass in an Event, Object, or just an event type string
		event = typeof event === "object" ?
			// jQuery.Event object
			event[ jQuery.expando ] ? event :
			// Object literal
			new jQuery.Event( type, event ) :
			// Just the event type (string)
			new jQuery.Event( type );

		event.type = type;
		event.isTrigger = true;
		event.exclusive = exclusive;
		event.namespace = namespaces.join( "." );
		event.namespace_re = event.namespace? new RegExp("(^|\\.)" + namespaces.join("\\.(?:.*\\.)?") + "(\\.|$)") : null;
		ontype = type.indexOf( ":" ) < 0 ? "on" + type : "";

		// Handle a global trigger
		if ( !elem ) {

			// TODO: Stop taunting the data cache; remove global events and always attach to document
			cache = jQuery.cache;
			for ( i in cache ) {
				if ( cache[ i ].events && cache[ i ].events[ type ] ) {
					jQuery.event.trigger( event, data, cache[ i ].handle.elem, true );
				}
			}
			return;
		}

		// Clean up the event in case it is being reused
		event.result = undefined;
		if ( !event.target ) {
			event.target = elem;
		}

		// Clone any incoming data and prepend the event, creating the handler arg list
		data = data != null ? jQuery.makeArray( data ) : [];
		data.unshift( event );

		// Allow special events to draw outside the lines
		special = jQuery.event.special[ type ] || {};
		if ( special.trigger && special.trigger.apply( elem, data ) === false ) {
			return;
		}

		// Determine event propagation path in advance, per W3C events spec (#9951)
		// Bubble up to document, then to window; watch for a global ownerDocument var (#9724)
		eventPath = [[ elem, special.bindType || type ]];
		if ( !onlyHandlers && !special.noBubble && !jQuery.isWindow( elem ) ) {

			bubbleType = special.delegateType || type;
			cur = rfocusMorph.test( bubbleType + type ) ? elem : elem.parentNode;
			old = null;
			for ( ; cur; cur = cur.parentNode ) {
				eventPath.push([ cur, bubbleType ]);
				old = cur;
			}

			// Only add window if we got to document (e.g., not plain obj or detached DOM)
			if ( old && old === elem.ownerDocument ) {
				eventPath.push([ old.defaultView || old.parentWindow || window, bubbleType ]);
			}
		}

		// Fire handlers on the event path
		for ( i = 0; i < eventPath.length && !event.isPropagationStopped(); i++ ) {

			cur = eventPath[i][0];
			event.type = eventPath[i][1];

			handle = ( jQuery._data( cur, "events" ) || {} )[ event.type ] && jQuery._data( cur, "handle" );
			if ( handle ) {
				handle.apply( cur, data );
			}
			// Note that this is a bare JS function and not a jQuery handler
			handle = ontype && cur[ ontype ];
			if ( handle && jQuery.acceptData( cur ) && handle.apply( cur, data ) === false ) {
				event.preventDefault();
			}
		}
		event.type = type;

		// If nobody prevented the default action, do it now
		if ( !onlyHandlers && !event.isDefaultPrevented() ) {

			if ( (!special._default || special._default.apply( elem.ownerDocument, data ) === false) &&
				!(type === "click" && jQuery.nodeName( elem, "a" )) && jQuery.acceptData( elem ) ) {

				// Call a native DOM method on the target with the same name name as the event.
				// Can't use an .isFunction() check here because IE6/7 fails that test.
				// Don't do default actions on window, that's where global variables be (#6170)
				// IE<9 dies on focus/blur to hidden element (#1486)
				if ( ontype && elem[ type ] && ((type !== "focus" && type !== "blur") || event.target.offsetWidth !== 0) && !jQuery.isWindow( elem ) ) {

					// Don't re-trigger an onFOO event when we call its FOO() method
					old = elem[ ontype ];

					if ( old ) {
						elem[ ontype ] = null;
					}

					// Prevent re-triggering of the same event, since we already bubbled it above
					jQuery.event.triggered = type;
					elem[ type ]();
					jQuery.event.triggered = undefined;

					if ( old ) {
						elem[ ontype ] = old;
					}
				}
			}
		}

		return event.result;
	},

	dispatch: function( event ) {

		// Make a writable jQuery.Event from the native event object
		event = jQuery.event.fix( event || window.event );

		var handlers = ( (jQuery._data( this, "events" ) || {} )[ event.type ] || []),
			delegateCount = handlers.delegateCount,
			args = [].slice.call( arguments, 0 ),
			run_all = !event.exclusive && !event.namespace,
			special = jQuery.event.special[ event.type ] || {},
			handlerQueue = [],
			i, j, cur, jqcur, ret, selMatch, matched, matches, handleObj, sel, related;

		// Use the fix-ed jQuery.Event rather than the (read-only) native event
		args[0] = event;
		event.delegateTarget = this;

		// Call the preDispatch hook for the mapped type, and let it bail if desired
		if ( special.preDispatch && special.preDispatch.call( this, event ) === false ) {
			return;
		}

		// Determine handlers that should run if there are delegated events
		// Avoid non-left-click bubbling in Firefox (#3861)
		if ( delegateCount && !(event.button && event.type === "click") ) {

			// Pregenerate a single jQuery object for reuse with .is()
			jqcur = jQuery(this);
			jqcur.context = this.ownerDocument || this;

			for ( cur = event.target; cur != this; cur = cur.parentNode || this ) {

				// Don't process events on disabled elements (#6911, #8165)
				if ( cur.disabled !== true ) {
					selMatch = {};
					matches = [];
					jqcur[0] = cur;
					for ( i = 0; i < delegateCount; i++ ) {
						handleObj = handlers[ i ];
						sel = handleObj.selector;

						if ( selMatch[ sel ] === undefined ) {
							selMatch[ sel ] = (
								handleObj.quick ? quickIs( cur, handleObj.quick ) : jqcur.is( sel )
							);
						}
						if ( selMatch[ sel ] ) {
							matches.push( handleObj );
						}
					}
					if ( matches.length ) {
						handlerQueue.push({ elem: cur, matches: matches });
					}
				}
			}
		}

		// Add the remaining (directly-bound) handlers
		if ( handlers.length > delegateCount ) {
			handlerQueue.push({ elem: this, matches: handlers.slice( delegateCount ) });
		}

		// Run delegates first; they may want to stop propagation beneath us
		for ( i = 0; i < handlerQueue.length && !event.isPropagationStopped(); i++ ) {
			matched = handlerQueue[ i ];
			event.currentTarget = matched.elem;

			for ( j = 0; j < matched.matches.length && !event.isImmediatePropagationStopped(); j++ ) {
				handleObj = matched.matches[ j ];

				// Triggered event must either 1) be non-exclusive and have no namespace, or
				// 2) have namespace(s) a subset or equal to those in the bound event (both can have no namespace).
				if ( run_all || (!event.namespace && !handleObj.namespace) || event.namespace_re && event.namespace_re.test( handleObj.namespace ) ) {

					event.data = handleObj.data;
					event.handleObj = handleObj;

					ret = ( (jQuery.event.special[ handleObj.origType ] || {}).handle || handleObj.handler )
							.apply( matched.elem, args );

					if ( ret !== undefined ) {
						event.result = ret;
						if ( ret === false ) {
							event.preventDefault();
							event.stopPropagation();
						}
					}
				}
			}
		}

		// Call the postDispatch hook for the mapped type
		if ( special.postDispatch ) {
			special.postDispatch.call( this, event );
		}

		return event.result;
	},

	// Includes some event props shared by KeyEvent and MouseEvent
	// *** attrChange attrName relatedNode srcElement  are not normalized, non-W3C, deprecated, will be removed in 1.8 ***
	props: "attrChange attrName relatedNode srcElement altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),

	fixHooks: {},

	keyHooks: {
		props: "char charCode key keyCode".split(" "),
		filter: function( event, original ) {

			// Add which for key events
			if ( event.which == null ) {
				event.which = original.charCode != null ? original.charCode : original.keyCode;
			}

			return event;
		}
	},

	mouseHooks: {
		props: "button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),
		filter: function( event, original ) {
			var eventDoc, doc, body,
				button = original.button,
				fromElement = original.fromElement;

			// Calculate pageX/Y if missing and clientX/Y available
			if ( event.pageX == null && original.clientX != null ) {
				eventDoc = event.target.ownerDocument || document;
				doc = eventDoc.documentElement;
				body = eventDoc.body;

				event.pageX = original.clientX + ( doc && doc.scrollLeft || body && body.scrollLeft || 0 ) - ( doc && doc.clientLeft || body && body.clientLeft || 0 );
				event.pageY = original.clientY + ( doc && doc.scrollTop  || body && body.scrollTop  || 0 ) - ( doc && doc.clientTop  || body && body.clientTop  || 0 );
			}

			// Add relatedTarget, if necessary
			if ( !event.relatedTarget && fromElement ) {
				event.relatedTarget = fromElement === event.target ? original.toElement : fromElement;
			}

			// Add which for click: 1 === left; 2 === middle; 3 === right
			// Note: button is not normalized, so don't use it
			if ( !event.which && button !== undefined ) {
				event.which = ( button & 1 ? 1 : ( button & 2 ? 3 : ( button & 4 ? 2 : 0 ) ) );
			}

			return event;
		}
	},

	fix: function( event ) {
		if ( event[ jQuery.expando ] ) {
			return event;
		}

		// Create a writable copy of the event object and normalize some properties
		var i, prop,
			originalEvent = event,
			fixHook = jQuery.event.fixHooks[ event.type ] || {},
			copy = fixHook.props ? this.props.concat( fixHook.props ) : this.props;

		event = jQuery.Event( originalEvent );

		for ( i = copy.length; i; ) {
			prop = copy[ --i ];
			event[ prop ] = originalEvent[ prop ];
		}

		// Fix target property, if necessary (#1925, IE 6/7/8 & Safari2)
		if ( !event.target ) {
			event.target = originalEvent.srcElement || document;
		}

		// Target should not be a text node (#504, Safari)
		if ( event.target.nodeType === 3 ) {
			event.target = event.target.parentNode;
		}

		// For mouse/key events; add metaKey if it's not there (#3368, IE6/7/8)
		if ( event.metaKey === undefined ) {
			event.metaKey = event.ctrlKey;
		}

		return fixHook.filter? fixHook.filter( event, originalEvent ) : event;
	},

	special: {
		ready: {
			// Make sure the ready event is setup
			setup: jQuery.bindReady
		},

		load: {
			// Prevent triggered image.load events from bubbling to window.load
			noBubble: true
		},

		focus: {
			delegateType: "focusin"
		},
		blur: {
			delegateType: "focusout"
		},

		beforeunload: {
			setup: function( data, namespaces, eventHandle ) {
				// We only want to do this special case on windows
				if ( jQuery.isWindow( this ) ) {
					this.onbeforeunload = eventHandle;
				}
			},

			teardown: function( namespaces, eventHandle ) {
				if ( this.onbeforeunload === eventHandle ) {
					this.onbeforeunload = null;
				}
			}
		}
	},

	simulate: function( type, elem, event, bubble ) {
		// Piggyback on a donor event to simulate a different one.
		// Fake originalEvent to avoid donor's stopPropagation, but if the
		// simulated event prevents default then we do the same on the donor.
		var e = jQuery.extend(
			new jQuery.Event(),
			event,
			{ type: type,
				isSimulated: true,
				originalEvent: {}
			}
		);
		if ( bubble ) {
			jQuery.event.trigger( e, null, elem );
		} else {
			jQuery.event.dispatch.call( elem, e );
		}
		if ( e.isDefaultPrevented() ) {
			event.preventDefault();
		}
	}
};

// Some plugins are using, but it's undocumented/deprecated and will be removed.
// The 1.7 special event interface should provide all the hooks needed now.
jQuery.event.handle = jQuery.event.dispatch;

jQuery.removeEvent = document.removeEventListener ?
	function( elem, type, handle ) {
		if ( elem.removeEventListener ) {
			elem.removeEventListener( type, handle, false );
		}
	} :
	function( elem, type, handle ) {
		if ( elem.detachEvent ) {
			elem.detachEvent( "on" + type, handle );
		}
	};

jQuery.Event = function( src, props ) {
	// Allow instantiation without the 'new' keyword
	if ( !(this instanceof jQuery.Event) ) {
		return new jQuery.Event( src, props );
	}

	// Event object
	if ( src && src.type ) {
		this.originalEvent = src;
		this.type = src.type;

		// Events bubbling up the document may have been marked as prevented
		// by a handler lower down the tree; reflect the correct value.
		this.isDefaultPrevented = ( src.defaultPrevented || src.returnValue === false ||
			src.getPreventDefault && src.getPreventDefault() ) ? returnTrue : returnFalse;

	// Event type
	} else {
		this.type = src;
	}

	// Put explicitly provided properties onto the event object
	if ( props ) {
		jQuery.extend( this, props );
	}

	// Create a timestamp if incoming event doesn't have one
	this.timeStamp = src && src.timeStamp || jQuery.now();

	// Mark it as fixed
	this[ jQuery.expando ] = true;
};

function returnFalse() {
	return false;
}
function returnTrue() {
	return true;
}

// jQuery.Event is based on DOM3 Events as specified by the ECMAScript Language Binding
// http://www.w3.org/TR/2003/WD-DOM-Level-3-Events-20030331/ecma-script-binding.html
jQuery.Event.prototype = {
	preventDefault: function() {
		this.isDefaultPrevented = returnTrue;

		var e = this.originalEvent;
		if ( !e ) {
			return;
		}

		// if preventDefault exists run it on the original event
		if ( e.preventDefault ) {
			e.preventDefault();

		// otherwise set the returnValue property of the original event to false (IE)
		} else {
			e.returnValue = false;
		}
	},
	stopPropagation: function() {
		this.isPropagationStopped = returnTrue;

		var e = this.originalEvent;
		if ( !e ) {
			return;
		}
		// if stopPropagation exists run it on the original event
		if ( e.stopPropagation ) {
			e.stopPropagation();
		}
		// otherwise set the cancelBubble property of the original event to true (IE)
		e.cancelBubble = true;
	},
	stopImmediatePropagation: function() {
		this.isImmediatePropagationStopped = returnTrue;
		this.stopPropagation();
	},
	isDefaultPrevented: returnFalse,
	isPropagationStopped: returnFalse,
	isImmediatePropagationStopped: returnFalse
};

// Create mouseenter/leave events using mouseover/out and event-time checks
jQuery.each({
	mouseenter: "mouseover",
	mouseleave: "mouseout"
}, function( orig, fix ) {
	jQuery.event.special[ orig ] = {
		delegateType: fix,
		bindType: fix,

		handle: function( event ) {
			var target = this,
				related = event.relatedTarget,
				handleObj = event.handleObj,
				selector = handleObj.selector,
				ret;

			// For mousenter/leave call the handler if related is outside the target.
			// NB: No relatedTarget if the mouse left/entered the browser window
			if ( !related || (related !== target && !jQuery.contains( target, related )) ) {
				event.type = handleObj.origType;
				ret = handleObj.handler.apply( this, arguments );
				event.type = fix;
			}
			return ret;
		}
	};
});

// IE submit delegation
if ( !jQuery.support.submitBubbles ) {

	jQuery.event.special.submit = {
		setup: function() {
			// Only need this for delegated form submit events
			if ( jQuery.nodeName( this, "form" ) ) {
				return false;
			}

			// Lazy-add a submit handler when a descendant form may potentially be submitted
			jQuery.event.add( this, "click._submit keypress._submit", function( e ) {
				// Node name check avoids a VML-related crash in IE (#9807)
				var elem = e.target,
					form = jQuery.nodeName( elem, "input" ) || jQuery.nodeName( elem, "button" ) ? elem.form : undefined;
				if ( form && !form._submit_attached ) {
					jQuery.event.add( form, "submit._submit", function( event ) {
						event._submit_bubble = true;
					});
					form._submit_attached = true;
				}
			});
			// return undefined since we don't need an event listener
		},
		
		postDispatch: function( event ) {
			// If form was submitted by the user, bubble the event up the tree
			if ( event._submit_bubble ) {
				delete event._submit_bubble;
				if ( this.parentNode && !event.isTrigger ) {
					jQuery.event.simulate( "submit", this.parentNode, event, true );
				}
			}
		},

		teardown: function() {
			// Only need this for delegated form submit events
			if ( jQuery.nodeName( this, "form" ) ) {
				return false;
			}

			// Remove delegated handlers; cleanData eventually reaps submit handlers attached above
			jQuery.event.remove( this, "._submit" );
		}
	};
}

// IE change delegation and checkbox/radio fix
if ( !jQuery.support.changeBubbles ) {

	jQuery.event.special.change = {

		setup: function() {

			if ( rformElems.test( this.nodeName ) ) {
				// IE doesn't fire change on a check/radio until blur; trigger it on click
				// after a propertychange. Eat the blur-change in special.change.handle.
				// This still fires onchange a second time for check/radio after blur.
				if ( this.type === "checkbox" || this.type === "radio" ) {
					jQuery.event.add( this, "propertychange._change", function( event ) {
						if ( event.originalEvent.propertyName === "checked" ) {
							this._just_changed = true;
						}
					});
					jQuery.event.add( this, "click._change", function( event ) {
						if ( this._just_changed && !event.isTrigger ) {
							this._just_changed = false;
							jQuery.event.simulate( "change", this, event, true );
						}
					});
				}
				return false;
			}
			// Delegated event; lazy-add a change handler on descendant inputs
			jQuery.event.add( this, "beforeactivate._change", function( e ) {
				var elem = e.target;

				if ( rformElems.test( elem.nodeName ) && !elem._change_attached ) {
					jQuery.event.add( elem, "change._change", function( event ) {
						if ( this.parentNode && !event.isSimulated && !event.isTrigger ) {
							jQuery.event.simulate( "change", this.parentNode, event, true );
						}
					});
					elem._change_attached = true;
				}
			});
		},

		handle: function( event ) {
			var elem = event.target;

			// Swallow native change events from checkbox/radio, we already triggered them above
			if ( this !== elem || event.isSimulated || event.isTrigger || (elem.type !== "radio" && elem.type !== "checkbox") ) {
				return event.handleObj.handler.apply( this, arguments );
			}
		},

		teardown: function() {
			jQuery.event.remove( this, "._change" );

			return rformElems.test( this.nodeName );
		}
	};
}

// Create "bubbling" focus and blur events
if ( !jQuery.support.focusinBubbles ) {
	jQuery.each({ focus: "focusin", blur: "focusout" }, function( orig, fix ) {

		// Attach a single capturing handler while someone wants focusin/focusout
		var attaches = 0,
			handler = function( event ) {
				jQuery.event.simulate( fix, event.target, jQuery.event.fix( event ), true );
			};

		jQuery.event.special[ fix ] = {
			setup: function() {
				if ( attaches++ === 0 ) {
					document.addEventListener( orig, handler, true );
				}
			},
			teardown: function() {
				if ( --attaches === 0 ) {
					document.removeEventListener( orig, handler, true );
				}
			}
		};
	});
}

jQuery.fn.extend({

	on: function( types, selector, data, fn, /*INTERNAL*/ one ) {
		var origFn, type;

		// Types can be a map of types/handlers
		if ( typeof types === "object" ) {
			// ( types-Object, selector, data )
			if ( typeof selector !== "string" ) { // && selector != null
				// ( types-Object, data )
				data = data || selector;
				selector = undefined;
			}
			for ( type in types ) {
				this.on( type, selector, data, types[ type ], one );
			}
			return this;
		}

		if ( data == null && fn == null ) {
			// ( types, fn )
			fn = selector;
			data = selector = undefined;
		} else if ( fn == null ) {
			if ( typeof selector === "string" ) {
				// ( types, selector, fn )
				fn = data;
				data = undefined;
			} else {
				// ( types, data, fn )
				fn = data;
				data = selector;
				selector = undefined;
			}
		}
		if ( fn === false ) {
			fn = returnFalse;
		} else if ( !fn ) {
			return this;
		}

		if ( one === 1 ) {
			origFn = fn;
			fn = function( event ) {
				// Can use an empty set, since event contains the info
				jQuery().off( event );
				return origFn.apply( this, arguments );
			};
			// Use same guid so caller can remove using origFn
			fn.guid = origFn.guid || ( origFn.guid = jQuery.guid++ );
		}
		return this.each( function() {
			jQuery.event.add( this, types, fn, data, selector );
		});
	},
	one: function( types, selector, data, fn ) {
		return this.on( types, selector, data, fn, 1 );
	},
	off: function( types, selector, fn ) {
		if ( types && types.preventDefault && types.handleObj ) {
			// ( event )  dispatched jQuery.Event
			var handleObj = types.handleObj;
			jQuery( types.delegateTarget ).off(
				handleObj.namespace ? handleObj.origType + "." + handleObj.namespace : handleObj.origType,
				handleObj.selector,
				handleObj.handler
			);
			return this;
		}
		if ( typeof types === "object" ) {
			// ( types-object [, selector] )
			for ( var type in types ) {
				this.off( type, selector, types[ type ] );
			}
			return this;
		}
		if ( selector === false || typeof selector === "function" ) {
			// ( types [, fn] )
			fn = selector;
			selector = undefined;
		}
		if ( fn === false ) {
			fn = returnFalse;
		}
		return this.each(function() {
			jQuery.event.remove( this, types, fn, selector );
		});
	},

	bind: function( types, data, fn ) {
		return this.on( types, null, data, fn );
	},
	unbind: function( types, fn ) {
		return this.off( types, null, fn );
	},

	live: function( types, data, fn ) {
		jQuery( this.context ).on( types, this.selector, data, fn );
		return this;
	},
	die: function( types, fn ) {
		jQuery( this.context ).off( types, this.selector || "**", fn );
		return this;
	},

	delegate: function( selector, types, data, fn ) {
		return this.on( types, selector, data, fn );
	},
	undelegate: function( selector, types, fn ) {
		// ( namespace ) or ( selector, types [, fn] )
		return arguments.length == 1? this.off( selector, "**" ) : this.off( types, selector, fn );
	},

	trigger: function( type, data ) {
		return this.each(function() {
			jQuery.event.trigger( type, data, this );
		});
	},
	triggerHandler: function( type, data ) {
		if ( this[0] ) {
			return jQuery.event.trigger( type, data, this[0], true );
		}
	},

	toggle: function( fn ) {
		// Save reference to arguments for access in closure
		var args = arguments,
			guid = fn.guid || jQuery.guid++,
			i = 0,
			toggler = function( event ) {
				// Figure out which function to execute
				var lastToggle = ( jQuery._data( this, "lastToggle" + fn.guid ) || 0 ) % i;
				jQuery._data( this, "lastToggle" + fn.guid, lastToggle + 1 );

				// Make sure that clicks stop
				event.preventDefault();

				// and execute the function
				return args[ lastToggle ].apply( this, arguments ) || false;
			};

		// link all the functions, so any of them can unbind this click handler
		toggler.guid = guid;
		while ( i < args.length ) {
			args[ i++ ].guid = guid;
		}

		return this.click( toggler );
	},

	hover: function( fnOver, fnOut ) {
		return this.mouseenter( fnOver ).mouseleave( fnOut || fnOver );
	}
});

jQuery.each( ("blur focus focusin focusout load resize scroll unload click dblclick " +
	"mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave " +
	"change select submit keydown keypress keyup error contextmenu").split(" "), function( i, name ) {

	// Handle event binding
	jQuery.fn[ name ] = function( data, fn ) {
		if ( fn == null ) {
			fn = data;
			data = null;
		}

		return arguments.length > 0 ?
			this.on( name, null, data, fn ) :
			this.trigger( name );
	};

	if ( jQuery.attrFn ) {
		jQuery.attrFn[ name ] = true;
	}

	if ( rkeyEvent.test( name ) ) {
		jQuery.event.fixHooks[ name ] = jQuery.event.keyHooks;
	}

	if ( rmouseEvent.test( name ) ) {
		jQuery.event.fixHooks[ name ] = jQuery.event.mouseHooks;
	}
});



/*!
 * Sizzle CSS Selector Engine
 *  Copyright 2011, The Dojo Foundation
 *  Released under the MIT, BSD, and GPL Licenses.
 *  More information: http://sizzlejs.com/
 */
(function(){

var chunker = /((?:\((?:\([^()]+\)|[^()]+)+\)|\[(?:\[[^\[\]]*\]|['"][^'"]*['"]|[^\[\]'"]+)+\]|\\.|[^ >+~,(\[\\]+)+|[>+~])(\s*,\s*)?((?:.|\r|\n)*)/g,
	expando = "sizcache" + (Math.random() + '').replace('.', ''),
	done = 0,
	toString = Object.prototype.toString,
	hasDuplicate = false,
	baseHasDuplicate = true,
	rBackslash = /\\/g,
	rReturn = /\r\n/g,
	rNonWord = /\W/;

// Here we check if the JavaScript engine is using some sort of
// optimization where it does not always call our comparision
// function. If that is the case, discard the hasDuplicate value.
//   Thus far that includes Google Chrome.
[0, 0].sort(function() {
	baseHasDuplicate = false;
	return 0;
});

var Sizzle = function( selector, context, results, seed ) {
	results = results || [];
	context = context || document;

	var origContext = context;

	if ( context.nodeType !== 1 && context.nodeType !== 9 ) {
		return [];
	}

	if ( !selector || typeof selector !== "string" ) {
		return results;
	}

	var m, set, checkSet, extra, ret, cur, pop, i,
		prune = true,
		contextXML = Sizzle.isXML( context ),
		parts = [],
		soFar = selector;

	// Reset the position of the chunker regexp (start from head)
	do {
		chunker.exec( "" );
		m = chunker.exec( soFar );

		if ( m ) {
			soFar = m[3];

			parts.push( m[1] );

			if ( m[2] ) {
				extra = m[3];
				break;
			}
		}
	} while ( m );

	if ( parts.length > 1 && origPOS.exec( selector ) ) {

		if ( parts.length === 2 && Expr.relative[ parts[0] ] ) {
			set = posProcess( parts[0] + parts[1], context, seed );

		} else {
			set = Expr.relative[ parts[0] ] ?
				[ context ] :
				Sizzle( parts.shift(), context );

			while ( parts.length ) {
				selector = parts.shift();

				if ( Expr.relative[ selector ] ) {
					selector += parts.shift();
				}

				set = posProcess( selector, set, seed );
			}
		}

	} else {
		// Take a shortcut and set the context if the root selector is an ID
		// (but not if it'll be faster if the inner selector is an ID)
		if ( !seed && parts.length > 1 && context.nodeType === 9 && !contextXML &&
				Expr.match.ID.test(parts[0]) && !Expr.match.ID.test(parts[parts.length - 1]) ) {

			ret = Sizzle.find( parts.shift(), context, contextXML );
			context = ret.expr ?
				Sizzle.filter( ret.expr, ret.set )[0] :
				ret.set[0];
		}

		if ( context ) {
			ret = seed ?
				{ expr: parts.pop(), set: makeArray(seed) } :
				Sizzle.find( parts.pop(), parts.length === 1 && (parts[0] === "~" || parts[0] === "+") && context.parentNode ? context.parentNode : context, contextXML );

			set = ret.expr ?
				Sizzle.filter( ret.expr, ret.set ) :
				ret.set;

			if ( parts.length > 0 ) {
				checkSet = makeArray( set );

			} else {
				prune = false;
			}

			while ( parts.length ) {
				cur = parts.pop();
				pop = cur;

				if ( !Expr.relative[ cur ] ) {
					cur = "";
				} else {
					pop = parts.pop();
				}

				if ( pop == null ) {
					pop = context;
				}

				Expr.relative[ cur ]( checkSet, pop, contextXML );
			}

		} else {
			checkSet = parts = [];
		}
	}

	if ( !checkSet ) {
		checkSet = set;
	}

	if ( !checkSet ) {
		Sizzle.error( cur || selector );
	}

	if ( toString.call(checkSet) === "[object Array]" ) {
		if ( !prune ) {
			results.push.apply( results, checkSet );

		} else if ( context && context.nodeType === 1 ) {
			for ( i = 0; checkSet[i] != null; i++ ) {
				if ( checkSet[i] && (checkSet[i] === true || checkSet[i].nodeType === 1 && Sizzle.contains(context, checkSet[i])) ) {
					results.push( set[i] );
				}
			}

		} else {
			for ( i = 0; checkSet[i] != null; i++ ) {
				if ( checkSet[i] && checkSet[i].nodeType === 1 ) {
					results.push( set[i] );
				}
			}
		}

	} else {
		makeArray( checkSet, results );
	}

	if ( extra ) {
		Sizzle( extra, origContext, results, seed );
		Sizzle.uniqueSort( results );
	}

	return results;
};

Sizzle.uniqueSort = function( results ) {
	if ( sortOrder ) {
		hasDuplicate = baseHasDuplicate;
		results.sort( sortOrder );

		if ( hasDuplicate ) {
			for ( var i = 1; i < results.length; i++ ) {
				if ( results[i] === results[ i - 1 ] ) {
					results.splice( i--, 1 );
				}
			}
		}
	}

	return results;
};

Sizzle.matches = function( expr, set ) {
	return Sizzle( expr, null, null, set );
};

Sizzle.matchesSelector = function( node, expr ) {
	return Sizzle( expr, null, null, [node] ).length > 0;
};

Sizzle.find = function( expr, context, isXML ) {
	var set, i, len, match, type, left;

	if ( !expr ) {
		return [];
	}

	for ( i = 0, len = Expr.order.length; i < len; i++ ) {
		type = Expr.order[i];

		if ( (match = Expr.leftMatch[ type ].exec( expr )) ) {
			left = match[1];
			match.splice( 1, 1 );

			if ( left.substr( left.length - 1 ) !== "\\" ) {
				match[1] = (match[1] || "").replace( rBackslash, "" );
				set = Expr.find[ type ]( match, context, isXML );

				if ( set != null ) {
					expr = expr.replace( Expr.match[ type ], "" );
					break;
				}
			}
		}
	}

	if ( !set ) {
		set = typeof context.getElementsByTagName !== "undefined" ?
			context.getElementsByTagName( "*" ) :
			[];
	}

	return { set: set, expr: expr };
};

Sizzle.filter = function( expr, set, inplace, not ) {
	var match, anyFound,
		type, found, item, filter, left,
		i, pass,
		old = expr,
		result = [],
		curLoop = set,
		isXMLFilter = set && set[0] && Sizzle.isXML( set[0] );

	while ( expr && set.length ) {
		for ( type in Expr.filter ) {
			if ( (match = Expr.leftMatch[ type ].exec( expr )) != null && match[2] ) {
				filter = Expr.filter[ type ];
				left = match[1];

				anyFound = false;

				match.splice(1,1);

				if ( left.substr( left.length - 1 ) === "\\" ) {
					continue;
				}

				if ( curLoop === result ) {
					result = [];
				}

				if ( Expr.preFilter[ type ] ) {
					match = Expr.preFilter[ type ]( match, curLoop, inplace, result, not, isXMLFilter );

					if ( !match ) {
						anyFound = found = true;

					} else if ( match === true ) {
						continue;
					}
				}

				if ( match ) {
					for ( i = 0; (item = curLoop[i]) != null; i++ ) {
						if ( item ) {
							found = filter( item, match, i, curLoop );
							pass = not ^ found;

							if ( inplace && found != null ) {
								if ( pass ) {
									anyFound = true;

								} else {
									curLoop[i] = false;
								}

							} else if ( pass ) {
								result.push( item );
								anyFound = true;
							}
						}
					}
				}

				if ( found !== undefined ) {
					if ( !inplace ) {
						curLoop = result;
					}

					expr = expr.replace( Expr.match[ type ], "" );

					if ( !anyFound ) {
						return [];
					}

					break;
				}
			}
		}

		// Improper expression
		if ( expr === old ) {
			if ( anyFound == null ) {
				Sizzle.error( expr );

			} else {
				break;
			}
		}

		old = expr;
	}

	return curLoop;
};

Sizzle.error = function( msg ) {
	throw new Error( "Syntax error, unrecognized expression: " + msg );
};

/**
 * Utility function for retreiving the text value of an array of DOM nodes
 * @param {Array|Element} elem
 */
var getText = Sizzle.getText = function( elem ) {
    var i, node,
		nodeType = elem.nodeType,
		ret = "";

	if ( nodeType ) {
		if ( nodeType === 1 || nodeType === 9 || nodeType === 11 ) {
			// Use textContent || innerText for elements
			if ( typeof elem.textContent === 'string' ) {
				return elem.textContent;
			} else if ( typeof elem.innerText === 'string' ) {
				// Replace IE's carriage returns
				return elem.innerText.replace( rReturn, '' );
			} else {
				// Traverse it's children
				for ( elem = elem.firstChild; elem; elem = elem.nextSibling) {
					ret += getText( elem );
				}
			}
		} else if ( nodeType === 3 || nodeType === 4 ) {
			return elem.nodeValue;
		}
	} else {

		// If no nodeType, this is expected to be an array
		for ( i = 0; (node = elem[i]); i++ ) {
			// Do not traverse comment nodes
			if ( node.nodeType !== 8 ) {
				ret += getText( node );
			}
		}
	}
	return ret;
};

var Expr = Sizzle.selectors = {
	order: [ "ID", "NAME", "TAG" ],

	match: {
		ID: /#((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,
		CLASS: /\.((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,
		NAME: /\[name=['"]*((?:[\w\u00c0-\uFFFF\-]|\\.)+)['"]*\]/,
		ATTR: /\[\s*((?:[\w\u00c0-\uFFFF\-]|\\.)+)\s*(?:(\S?=)\s*(?:(['"])(.*?)\3|(#?(?:[\w\u00c0-\uFFFF\-]|\\.)*)|)|)\s*\]/,
		TAG: /^((?:[\w\u00c0-\uFFFF\*\-]|\\.)+)/,
		CHILD: /:(only|nth|last|first)-child(?:\(\s*(even|odd|(?:[+\-]?\d+|(?:[+\-]?\d*)?n\s*(?:[+\-]\s*\d+)?))\s*\))?/,
		POS: /:(nth|eq|gt|lt|first|last|even|odd)(?:\((\d*)\))?(?=[^\-]|$)/,
		PSEUDO: /:((?:[\w\u00c0-\uFFFF\-]|\\.)+)(?:\((['"]?)((?:\([^\)]+\)|[^\(\)]*)+)\2\))?/
	},

	leftMatch: {},

	attrMap: {
		"class": "className",
		"for": "htmlFor"
	},

	attrHandle: {
		href: function( elem ) {
			return elem.getAttribute( "href" );
		},
		type: function( elem ) {
			return elem.getAttribute( "type" );
		}
	},

	relative: {
		"+": function(checkSet, part){
			var isPartStr = typeof part === "string",
				isTag = isPartStr && !rNonWord.test( part ),
				isPartStrNotTag = isPartStr && !isTag;

			if ( isTag ) {
				part = part.toLowerCase();
			}

			for ( var i = 0, l = checkSet.length, elem; i < l; i++ ) {
				if ( (elem = checkSet[i]) ) {
					while ( (elem = elem.previousSibling) && elem.nodeType !== 1 ) {}

					checkSet[i] = isPartStrNotTag || elem && elem.nodeName.toLowerCase() === part ?
						elem || false :
						elem === part;
				}
			}

			if ( isPartStrNotTag ) {
				Sizzle.filter( part, checkSet, true );
			}
		},

		">": function( checkSet, part ) {
			var elem,
				isPartStr = typeof part === "string",
				i = 0,
				l = checkSet.length;

			if ( isPartStr && !rNonWord.test( part ) ) {
				part = part.toLowerCase();

				for ( ; i < l; i++ ) {
					elem = checkSet[i];

					if ( elem ) {
						var parent = elem.parentNode;
						checkSet[i] = parent.nodeName.toLowerCase() === part ? parent : false;
					}
				}

			} else {
				for ( ; i < l; i++ ) {
					elem = checkSet[i];

					if ( elem ) {
						checkSet[i] = isPartStr ?
							elem.parentNode :
							elem.parentNode === part;
					}
				}

				if ( isPartStr ) {
					Sizzle.filter( part, checkSet, true );
				}
			}
		},

		"": function(checkSet, part, isXML){
			var nodeCheck,
				doneName = done++,
				checkFn = dirCheck;

			if ( typeof part === "string" && !rNonWord.test( part ) ) {
				part = part.toLowerCase();
				nodeCheck = part;
				checkFn = dirNodeCheck;
			}

			checkFn( "parentNode", part, doneName, checkSet, nodeCheck, isXML );
		},

		"~": function( checkSet, part, isXML ) {
			var nodeCheck,
				doneName = done++,
				checkFn = dirCheck;

			if ( typeof part === "string" && !rNonWord.test( part ) ) {
				part = part.toLowerCase();
				nodeCheck = part;
				checkFn = dirNodeCheck;
			}

			checkFn( "previousSibling", part, doneName, checkSet, nodeCheck, isXML );
		}
	},

	find: {
		ID: function( match, context, isXML ) {
			if ( typeof context.getElementById !== "undefined" && !isXML ) {
				var m = context.getElementById(match[1]);
				// Check parentNode to catch when Blackberry 4.6 returns
				// nodes that are no longer in the document #6963
				return m && m.parentNode ? [m] : [];
			}
		},

		NAME: function( match, context ) {
			if ( typeof context.getElementsByName !== "undefined" ) {
				var ret = [],
					results = context.getElementsByName( match[1] );

				for ( var i = 0, l = results.length; i < l; i++ ) {
					if ( results[i].getAttribute("name") === match[1] ) {
						ret.push( results[i] );
					}
				}

				return ret.length === 0 ? null : ret;
			}
		},

		TAG: function( match, context ) {
			if ( typeof context.getElementsByTagName !== "undefined" ) {
				return context.getElementsByTagName( match[1] );
			}
		}
	},
	preFilter: {
		CLASS: function( match, curLoop, inplace, result, not, isXML ) {
			match = " " + match[1].replace( rBackslash, "" ) + " ";

			if ( isXML ) {
				return match;
			}

			for ( var i = 0, elem; (elem = curLoop[i]) != null; i++ ) {
				if ( elem ) {
					if ( not ^ (elem.className && (" " + elem.className + " ").replace(/[\t\n\r]/g, " ").indexOf(match) >= 0) ) {
						if ( !inplace ) {
							result.push( elem );
						}

					} else if ( inplace ) {
						curLoop[i] = false;
					}
				}
			}

			return false;
		},

		ID: function( match ) {
			return match[1].replace( rBackslash, "" );
		},

		TAG: function( match, curLoop ) {
			return match[1].replace( rBackslash, "" ).toLowerCase();
		},

		CHILD: function( match ) {
			if ( match[1] === "nth" ) {
				if ( !match[2] ) {
					Sizzle.error( match[0] );
				}

				match[2] = match[2].replace(/^\+|\s*/g, '');

				// parse equations like 'even', 'odd', '5', '2n', '3n+2', '4n-1', '-n+6'
				var test = /(-?)(\d*)(?:n([+\-]?\d*))?/.exec(
					match[2] === "even" && "2n" || match[2] === "odd" && "2n+1" ||
					!/\D/.test( match[2] ) && "0n+" + match[2] || match[2]);

				// calculate the numbers (first)n+(last) including if they are negative
				match[2] = (test[1] + (test[2] || 1)) - 0;
				match[3] = test[3] - 0;
			}
			else if ( match[2] ) {
				Sizzle.error( match[0] );
			}

			// TODO: Move to normal caching system
			match[0] = done++;

			return match;
		},

		ATTR: function( match, curLoop, inplace, result, not, isXML ) {
			var name = match[1] = match[1].replace( rBackslash, "" );

			if ( !isXML && Expr.attrMap[name] ) {
				match[1] = Expr.attrMap[name];
			}

			// Handle if an un-quoted value was used
			match[4] = ( match[4] || match[5] || "" ).replace( rBackslash, "" );

			if ( match[2] === "~=" ) {
				match[4] = " " + match[4] + " ";
			}

			return match;
		},

		PSEUDO: function( match, curLoop, inplace, result, not ) {
			if ( match[1] === "not" ) {
				// If we're dealing with a complex expression, or a simple one
				if ( ( chunker.exec(match[3]) || "" ).length > 1 || /^\w/.test(match[3]) ) {
					match[3] = Sizzle(match[3], null, null, curLoop);

				} else {
					var ret = Sizzle.filter(match[3], curLoop, inplace, true ^ not);

					if ( !inplace ) {
						result.push.apply( result, ret );
					}

					return false;
				}

			} else if ( Expr.match.POS.test( match[0] ) || Expr.match.CHILD.test( match[0] ) ) {
				return true;
			}

			return match;
		},

		POS: function( match ) {
			match.unshift( true );

			return match;
		}
	},

	filters: {
		enabled: function( elem ) {
			return elem.disabled === false && elem.type !== "hidden";
		},

		disabled: function( elem ) {
			return elem.disabled === true;
		},

		checked: function( elem ) {
			return elem.checked === true;
		},

		selected: function( elem ) {
			// Accessing this property makes selected-by-default
			// options in Safari work properly
			if ( elem.parentNode ) {
				elem.parentNode.selectedIndex;
			}

			return elem.selected === true;
		},

		parent: function( elem ) {
			return !!elem.firstChild;
		},

		empty: function( elem ) {
			return !elem.firstChild;
		},

		has: function( elem, i, match ) {
			return !!Sizzle( match[3], elem ).length;
		},

		header: function( elem ) {
			return (/h\d/i).test( elem.nodeName );
		},

		text: function( elem ) {
			var attr = elem.getAttribute( "type" ), type = elem.type;
			// IE6 and 7 will map elem.type to 'text' for new HTML5 types (search, etc)
			// use getAttribute instead to test this case
			return elem.nodeName.toLowerCase() === "input" && "text" === type && ( attr === type || attr === null );
		},

		radio: function( elem ) {
			return elem.nodeName.toLowerCase() === "input" && "radio" === elem.type;
		},

		checkbox: function( elem ) {
			return elem.nodeName.toLowerCase() === "input" && "checkbox" === elem.type;
		},

		file: function( elem ) {
			return elem.nodeName.toLowerCase() === "input" && "file" === elem.type;
		},

		password: function( elem ) {
			return elem.nodeName.toLowerCase() === "input" && "password" === elem.type;
		},

		submit: function( elem ) {
			var name = elem.nodeName.toLowerCase();
			return (name === "input" || name === "button") && "submit" === elem.type;
		},

		image: function( elem ) {
			return elem.nodeName.toLowerCase() === "input" && "image" === elem.type;
		},

		reset: function( elem ) {
			var name = elem.nodeName.toLowerCase();
			return (name === "input" || name === "button") && "reset" === elem.type;
		},

		button: function( elem ) {
			var name = elem.nodeName.toLowerCase();
			return name === "input" && "button" === elem.type || name === "button";
		},

		input: function( elem ) {
			return (/input|select|textarea|button/i).test( elem.nodeName );
		},

		focus: function( elem ) {
			return elem === elem.ownerDocument.activeElement;
		}
	},
	setFilters: {
		first: function( elem, i ) {
			return i === 0;
		},

		last: function( elem, i, match, array ) {
			return i === array.length - 1;
		},

		even: function( elem, i ) {
			return i % 2 === 0;
		},

		odd: function( elem, i ) {
			return i % 2 === 1;
		},

		lt: function( elem, i, match ) {
			return i < match[3] - 0;
		},

		gt: function( elem, i, match ) {
			return i > match[3] - 0;
		},

		nth: function( elem, i, match ) {
			return match[3] - 0 === i;
		},

		eq: function( elem, i, match ) {
			return match[3] - 0 === i;
		}
	},
	filter: {
		PSEUDO: function( elem, match, i, array ) {
			var name = match[1],
				filter = Expr.filters[ name ];

			if ( filter ) {
				return filter( elem, i, match, array );

			} else if ( name === "contains" ) {
				return (elem.textContent || elem.innerText || getText([ elem ]) || "").indexOf(match[3]) >= 0;

			} else if ( name === "not" ) {
				var not = match[3];

				for ( var j = 0, l = not.length; j < l; j++ ) {
					if ( not[j] === elem ) {
						return false;
					}
				}

				return true;

			} else {
				Sizzle.error( name );
			}
		},

		CHILD: function( elem, match ) {
			var first, last,
				doneName, parent, cache,
				count, diff,
				type = match[1],
				node = elem;

			switch ( type ) {
				case "only":
				case "first":
					while ( (node = node.previousSibling) ) {
						if ( node.nodeType === 1 ) {
							return false;
						}
					}

					if ( type === "first" ) {
						return true;
					}

					node = elem;

					/* falls through */
				case "last":
					while ( (node = node.nextSibling) ) {
						if ( node.nodeType === 1 ) {
							return false;
						}
					}

					return true;

				case "nth":
					first = match[2];
					last = match[3];

					if ( first === 1 && last === 0 ) {
						return true;
					}

					doneName = match[0];
					parent = elem.parentNode;

					if ( parent && (parent[ expando ] !== doneName || !elem.nodeIndex) ) {
						count = 0;

						for ( node = parent.firstChild; node; node = node.nextSibling ) {
							if ( node.nodeType === 1 ) {
								node.nodeIndex = ++count;
							}
						}

						parent[ expando ] = doneName;
					}

					diff = elem.nodeIndex - last;

					if ( first === 0 ) {
						return diff === 0;

					} else {
						return ( diff % first === 0 && diff / first >= 0 );
					}
			}
		},

		ID: function( elem, match ) {
			return elem.nodeType === 1 && elem.getAttribute("id") === match;
		},

		TAG: function( elem, match ) {
			return (match === "*" && elem.nodeType === 1) || !!elem.nodeName && elem.nodeName.toLowerCase() === match;
		},

		CLASS: function( elem, match ) {
			return (" " + (elem.className || elem.getAttribute("class")) + " ")
				.indexOf( match ) > -1;
		},

		ATTR: function( elem, match ) {
			var name = match[1],
				result = Sizzle.attr ?
					Sizzle.attr( elem, name ) :
					Expr.attrHandle[ name ] ?
					Expr.attrHandle[ name ]( elem ) :
					elem[ name ] != null ?
						elem[ name ] :
						elem.getAttribute( name ),
				value = result + "",
				type = match[2],
				check = match[4];

			return result == null ?
				type === "!=" :
				!type && Sizzle.attr ?
				result != null :
				type === "=" ?
				value === check :
				type === "*=" ?
				value.indexOf(check) >= 0 :
				type === "~=" ?
				(" " + value + " ").indexOf(check) >= 0 :
				!check ?
				value && result !== false :
				type === "!=" ?
				value !== check :
				type === "^=" ?
				value.indexOf(check) === 0 :
				type === "$=" ?
				value.substr(value.length - check.length) === check :
				type === "|=" ?
				value === check || value.substr(0, check.length + 1) === check + "-" :
				false;
		},

		POS: function( elem, match, i, array ) {
			var name = match[2],
				filter = Expr.setFilters[ name ];

			if ( filter ) {
				return filter( elem, i, match, array );
			}
		}
	}
};

var origPOS = Expr.match.POS,
	fescape = function(all, num){
		return "\\" + (num - 0 + 1);
	};

for ( var type in Expr.match ) {
	Expr.match[ type ] = new RegExp( Expr.match[ type ].source + (/(?![^\[]*\])(?![^\(]*\))/.source) );
	Expr.leftMatch[ type ] = new RegExp( /(^(?:.|\r|\n)*?)/.source + Expr.match[ type ].source.replace(/\\(\d+)/g, fescape) );
}
// Expose origPOS
// "global" as in regardless of relation to brackets/parens
Expr.match.globalPOS = origPOS;

var makeArray = function( array, results ) {
	array = Array.prototype.slice.call( array, 0 );

	if ( results ) {
		results.push.apply( results, array );
		return results;
	}

	return array;
};

// Perform a simple check to determine if the browser is capable of
// converting a NodeList to an array using builtin methods.
// Also verifies that the returned array holds DOM nodes
// (which is not the case in the Blackberry browser)
try {
	Array.prototype.slice.call( document.documentElement.childNodes, 0 )[0].nodeType;

// Provide a fallback method if it does not work
} catch( e ) {
	makeArray = function( array, results ) {
		var i = 0,
			ret = results || [];

		if ( toString.call(array) === "[object Array]" ) {
			Array.prototype.push.apply( ret, array );

		} else {
			if ( typeof array.length === "number" ) {
				for ( var l = array.length; i < l; i++ ) {
					ret.push( array[i] );
				}

			} else {
				for ( ; array[i]; i++ ) {
					ret.push( array[i] );
				}
			}
		}

		return ret;
	};
}

var sortOrder, siblingCheck;

if ( document.documentElement.compareDocumentPosition ) {
	sortOrder = function( a, b ) {
		if ( a === b ) {
			hasDuplicate = true;
			return 0;
		}

		if ( !a.compareDocumentPosition || !b.compareDocumentPosition ) {
			return a.compareDocumentPosition ? -1 : 1;
		}

		return a.compareDocumentPosition(b) & 4 ? -1 : 1;
	};

} else {
	sortOrder = function( a, b ) {
		// The nodes are identical, we can exit early
		if ( a === b ) {
			hasDuplicate = true;
			return 0;

		// Fallback to using sourceIndex (in IE) if it's available on both nodes
		} else if ( a.sourceIndex && b.sourceIndex ) {
			return a.sourceIndex - b.sourceIndex;
		}

		var al, bl,
			ap = [],
			bp = [],
			aup = a.parentNode,
			bup = b.parentNode,
			cur = aup;

		// If the nodes are siblings (or identical) we can do a quick check
		if ( aup === bup ) {
			return siblingCheck( a, b );

		// If no parents were found then the nodes are disconnected
		} else if ( !aup ) {
			return -1;

		} else if ( !bup ) {
			return 1;
		}

		// Otherwise they're somewhere else in the tree so we need
		// to build up a full list of the parentNodes for comparison
		while ( cur ) {
			ap.unshift( cur );
			cur = cur.parentNode;
		}

		cur = bup;

		while ( cur ) {
			bp.unshift( cur );
			cur = cur.parentNode;
		}

		al = ap.length;
		bl = bp.length;

		// Start walking down the tree looking for a discrepancy
		for ( var i = 0; i < al && i < bl; i++ ) {
			if ( ap[i] !== bp[i] ) {
				return siblingCheck( ap[i], bp[i] );
			}
		}

		// We ended someplace up the tree so do a sibling check
		return i === al ?
			siblingCheck( a, bp[i], -1 ) :
			siblingCheck( ap[i], b, 1 );
	};

	siblingCheck = function( a, b, ret ) {
		if ( a === b ) {
			return ret;
		}

		var cur = a.nextSibling;

		while ( cur ) {
			if ( cur === b ) {
				return -1;
			}

			cur = cur.nextSibling;
		}

		return 1;
	};
}

// Check to see if the browser returns elements by name when
// querying by getElementById (and provide a workaround)
(function(){
	// We're going to inject a fake input element with a specified name
	var form = document.createElement("div"),
		id = "script" + (new Date()).getTime(),
		root = document.documentElement;

	form.innerHTML = "<a name='" + id + "'/>";

	// Inject it into the root element, check its status, and remove it quickly
	root.insertBefore( form, root.firstChild );

	// The workaround has to do additional checks after a getElementById
	// Which slows things down for other browsers (hence the branching)
	if ( document.getElementById( id ) ) {
		Expr.find.ID = function( match, context, isXML ) {
			if ( typeof context.getElementById !== "undefined" && !isXML ) {
				var m = context.getElementById(match[1]);

				return m ?
					m.id === match[1] || typeof m.getAttributeNode !== "undefined" && m.getAttributeNode("id").nodeValue === match[1] ?
						[m] :
						undefined :
					[];
			}
		};

		Expr.filter.ID = function( elem, match ) {
			var node = typeof elem.getAttributeNode !== "undefined" && elem.getAttributeNode("id");

			return elem.nodeType === 1 && node && node.nodeValue === match;
		};
	}

	root.removeChild( form );

	// release memory in IE
	root = form = null;
})();

(function(){
	// Check to see if the browser returns only elements
	// when doing getElementsByTagName("*")

	// Create a fake element
	var div = document.createElement("div");
	div.appendChild( document.createComment("") );

	// Make sure no comments are found
	if ( div.getElementsByTagName("*").length > 0 ) {
		Expr.find.TAG = function( match, context ) {
			var results = context.getElementsByTagName( match[1] );

			// Filter out possible comments
			if ( match[1] === "*" ) {
				var tmp = [];

				for ( var i = 0; results[i]; i++ ) {
					if ( results[i].nodeType === 1 ) {
						tmp.push( results[i] );
					}
				}

				results = tmp;
			}

			return results;
		};
	}

	// Check to see if an attribute returns normalized href attributes
	div.innerHTML = "<a href='#'></a>";

	if ( div.firstChild && typeof div.firstChild.getAttribute !== "undefined" &&
			div.firstChild.getAttribute("href") !== "#" ) {

		Expr.attrHandle.href = function( elem ) {
			return elem.getAttribute( "href", 2 );
		};
	}

	// release memory in IE
	div = null;
})();

if ( document.querySelectorAll ) {
	(function(){
		var oldSizzle = Sizzle,
			div = document.createElement("div"),
			id = "__sizzle__";

		div.innerHTML = "<p class='TEST'></p>";

		// Safari can't handle uppercase or unicode characters when
		// in quirks mode.
		if ( div.querySelectorAll && div.querySelectorAll(".TEST").length === 0 ) {
			return;
		}

		Sizzle = function( query, context, extra, seed ) {
			context = context || document;

			// Only use querySelectorAll on non-XML documents
			// (ID selectors don't work in non-HTML documents)
			if ( !seed && !Sizzle.isXML(context) ) {
				// See if we find a selector to speed up
				var match = /^(\w+$)|^\.([\w\-]+$)|^#([\w\-]+$)/.exec( query );

				if ( match && (context.nodeType === 1 || context.nodeType === 9) ) {
					// Speed-up: Sizzle("TAG")
					if ( match[1] ) {
						return makeArray( context.getElementsByTagName( query ), extra );

					// Speed-up: Sizzle(".CLASS")
					} else if ( match[2] && Expr.find.CLASS && context.getElementsByClassName ) {
						return makeArray( context.getElementsByClassName( match[2] ), extra );
					}
				}

				if ( context.nodeType === 9 ) {
					// Speed-up: Sizzle("body")
					// The body element only exists once, optimize finding it
					if ( query === "body" && context.body ) {
						return makeArray( [ context.body ], extra );

					// Speed-up: Sizzle("#ID")
					} else if ( match && match[3] ) {
						var elem = context.getElementById( match[3] );

						// Check parentNode to catch when Blackberry 4.6 returns
						// nodes that are no longer in the document #6963
						if ( elem && elem.parentNode ) {
							// Handle the case where IE and Opera return items
							// by name instead of ID
							if ( elem.id === match[3] ) {
								return makeArray( [ elem ], extra );
							}

						} else {
							return makeArray( [], extra );
						}
					}

					try {
						return makeArray( context.querySelectorAll(query), extra );
					} catch(qsaError) {}

				// qSA works strangely on Element-rooted queries
				// We can work around this by specifying an extra ID on the root
				// and working up from there (Thanks to Andrew Dupont for the technique)
				// IE 8 doesn't work on object elements
				} else if ( context.nodeType === 1 && context.nodeName.toLowerCase() !== "object" ) {
					var oldContext = context,
						old = context.getAttribute( "id" ),
						nid = old || id,
						hasParent = context.parentNode,
						relativeHierarchySelector = /^\s*[+~]/.test( query );

					if ( !old ) {
						context.setAttribute( "id", nid );
					} else {
						nid = nid.replace( /'/g, "\\$&" );
					}
					if ( relativeHierarchySelector && hasParent ) {
						context = context.parentNode;
					}

					try {
						if ( !relativeHierarchySelector || hasParent ) {
							return makeArray( context.querySelectorAll( "[id='" + nid + "'] " + query ), extra );
						}

					} catch(pseudoError) {
					} finally {
						if ( !old ) {
							oldContext.removeAttribute( "id" );
						}
					}
				}
			}

			return oldSizzle(query, context, extra, seed);
		};

		for ( var prop in oldSizzle ) {
			Sizzle[ prop ] = oldSizzle[ prop ];
		}

		// release memory in IE
		div = null;
	})();
}

(function(){
	var html = document.documentElement,
		matches = html.matchesSelector || html.mozMatchesSelector || html.webkitMatchesSelector || html.msMatchesSelector;

	if ( matches ) {
		// Check to see if it's possible to do matchesSelector
		// on a disconnected node (IE 9 fails this)
		var disconnectedMatch = !matches.call( document.createElement( "div" ), "div" ),
			pseudoWorks = false;

		try {
			// This should fail with an exception
			// Gecko does not error, returns false instead
			matches.call( document.documentElement, "[test!='']:sizzle" );

		} catch( pseudoError ) {
			pseudoWorks = true;
		}

		Sizzle.matchesSelector = function( node, expr ) {
			// Make sure that attribute selectors are quoted
			expr = expr.replace(/\=\s*([^'"\]]*)\s*\]/g, "='$1']");

			if ( !Sizzle.isXML( node ) ) {
				try {
					if ( pseudoWorks || !Expr.match.PSEUDO.test( expr ) && !/!=/.test( expr ) ) {
						var ret = matches.call( node, expr );

						// IE 9's matchesSelector returns false on disconnected nodes
						if ( ret || !disconnectedMatch ||
								// As well, disconnected nodes are said to be in a document
								// fragment in IE 9, so check for that
								node.document && node.document.nodeType !== 11 ) {
							return ret;
						}
					}
				} catch(e) {}
			}

			return Sizzle(expr, null, null, [node]).length > 0;
		};
	}
})();

(function(){
	var div = document.createElement("div");

	div.innerHTML = "<div class='test e'></div><div class='test'></div>";

	// Opera can't find a second classname (in 9.6)
	// Also, make sure that getElementsByClassName actually exists
	if ( !div.getElementsByClassName || div.getElementsByClassName("e").length === 0 ) {
		return;
	}

	// Safari caches class attributes, doesn't catch changes (in 3.2)
	div.lastChild.className = "e";

	if ( div.getElementsByClassName("e").length === 1 ) {
		return;
	}

	Expr.order.splice(1, 0, "CLASS");
	Expr.find.CLASS = function( match, context, isXML ) {
		if ( typeof context.getElementsByClassName !== "undefined" && !isXML ) {
			return context.getElementsByClassName(match[1]);
		}
	};

	// release memory in IE
	div = null;
})();

function dirNodeCheck( dir, cur, doneName, checkSet, nodeCheck, isXML ) {
	for ( var i = 0, l = checkSet.length; i < l; i++ ) {
		var elem = checkSet[i];

		if ( elem ) {
			var match = false;

			elem = elem[dir];

			while ( elem ) {
				if ( elem[ expando ] === doneName ) {
					match = checkSet[elem.sizset];
					break;
				}

				if ( elem.nodeType === 1 && !isXML ){
					elem[ expando ] = doneName;
					elem.sizset = i;
				}

				if ( elem.nodeName.toLowerCase() === cur ) {
					match = elem;
					break;
				}

				elem = elem[dir];
			}

			checkSet[i] = match;
		}
	}
}

function dirCheck( dir, cur, doneName, checkSet, nodeCheck, isXML ) {
	for ( var i = 0, l = checkSet.length; i < l; i++ ) {
		var elem = checkSet[i];

		if ( elem ) {
			var match = false;

			elem = elem[dir];

			while ( elem ) {
				if ( elem[ expando ] === doneName ) {
					match = checkSet[elem.sizset];
					break;
				}

				if ( elem.nodeType === 1 ) {
					if ( !isXML ) {
						elem[ expando ] = doneName;
						elem.sizset = i;
					}

					if ( typeof cur !== "string" ) {
						if ( elem === cur ) {
							match = true;
							break;
						}

					} else if ( Sizzle.filter( cur, [elem] ).length > 0 ) {
						match = elem;
						break;
					}
				}

				elem = elem[dir];
			}

			checkSet[i] = match;
		}
	}
}

if ( document.documentElement.contains ) {
	Sizzle.contains = function( a, b ) {
		return a !== b && (a.contains ? a.contains(b) : true);
	};

} else if ( document.documentElement.compareDocumentPosition ) {
	Sizzle.contains = function( a, b ) {
		return !!(a.compareDocumentPosition(b) & 16);
	};

} else {
	Sizzle.contains = function() {
		return false;
	};
}

Sizzle.isXML = function( elem ) {
	// documentElement is verified for cases where it doesn't yet exist
	// (such as loading iframes in IE - #4833)
	var documentElement = (elem ? elem.ownerDocument || elem : 0).documentElement;

	return documentElement ? documentElement.nodeName !== "HTML" : false;
};

var posProcess = function( selector, context, seed ) {
	var match,
		tmpSet = [],
		later = "",
		root = context.nodeType ? [context] : context;

	// Position selectors must be done after the filter
	// And so must :not(positional) so we move all PSEUDOs to the end
	while ( (match = Expr.match.PSEUDO.exec( selector )) ) {
		later += match[0];
		selector = selector.replace( Expr.match.PSEUDO, "" );
	}

	selector = Expr.relative[selector] ? selector + "*" : selector;

	for ( var i = 0, l = root.length; i < l; i++ ) {
		Sizzle( selector, root[i], tmpSet, seed );
	}

	return Sizzle.filter( later, tmpSet );
};

// EXPOSE
// Override sizzle attribute retrieval
Sizzle.attr = jQuery.attr;
Sizzle.selectors.attrMap = {};
jQuery.find = Sizzle;
jQuery.expr = Sizzle.selectors;
jQuery.expr[":"] = jQuery.expr.filters;
jQuery.unique = Sizzle.uniqueSort;
jQuery.text = Sizzle.getText;
jQuery.isXMLDoc = Sizzle.isXML;
jQuery.contains = Sizzle.contains;


})();


var runtil = /Until$/,
	rparentsprev = /^(?:parents|prevUntil|prevAll)/,
	// Note: This RegExp should be improved, or likely pulled from Sizzle
	rmultiselector = /,/,
	isSimple = /^.[^:#\[\.,]*$/,
	slice = Array.prototype.slice,
	POS = jQuery.expr.match.globalPOS,
	// methods guaranteed to produce a unique set when starting from a unique set
	guaranteedUnique = {
		children: true,
		contents: true,
		next: true,
		prev: true
	};

jQuery.fn.extend({
	find: function( selector ) {
		var self = this,
			i, l;

		if ( typeof selector !== "string" ) {
			return jQuery( selector ).filter(function() {
				for ( i = 0, l = self.length; i < l; i++ ) {
					if ( jQuery.contains( self[ i ], this ) ) {
						return true;
					}
				}
			});
		}

		var ret = this.pushStack( "", "find", selector ),
			length, n, r;

		for ( i = 0, l = this.length; i < l; i++ ) {
			length = ret.length;
			jQuery.find( selector, this[i], ret );

			if ( i > 0 ) {
				// Make sure that the results are unique
				for ( n = length; n < ret.length; n++ ) {
					for ( r = 0; r < length; r++ ) {
						if ( ret[r] === ret[n] ) {
							ret.splice(n--, 1);
							break;
						}
					}
				}
			}
		}

		return ret;
	},

	has: function( target ) {
		var targets = jQuery( target );
		return this.filter(function() {
			for ( var i = 0, l = targets.length; i < l; i++ ) {
				if ( jQuery.contains( this, targets[i] ) ) {
					return true;
				}
			}
		});
	},

	not: function( selector ) {
		return this.pushStack( winnow(this, selector, false), "not", selector);
	},

	filter: function( selector ) {
		return this.pushStack( winnow(this, selector, true), "filter", selector );
	},

	is: function( selector ) {
		return !!selector && (
			typeof selector === "string" ?
				// If this is a positional selector, check membership in the returned set
				// so $("p:first").is("p:last") won't return true for a doc with two "p".
				POS.test( selector ) ?
					jQuery( selector, this.context ).index( this[0] ) >= 0 :
					jQuery.filter( selector, this ).length > 0 :
				this.filter( selector ).length > 0 );
	},

	closest: function( selectors, context ) {
		var ret = [], i, l, cur = this[0];

		// Array (deprecated as of jQuery 1.7)
		if ( jQuery.isArray( selectors ) ) {
			var level = 1;

			while ( cur && cur.ownerDocument && cur !== context ) {
				for ( i = 0; i < selectors.length; i++ ) {

					if ( jQuery( cur ).is( selectors[ i ] ) ) {
						ret.push({ selector: selectors[ i ], elem: cur, level: level });
					}
				}

				cur = cur.parentNode;
				level++;
			}

			return ret;
		}

		// String
		var pos = POS.test( selectors ) || typeof selectors !== "string" ?
				jQuery( selectors, context || this.context ) :
				0;

		for ( i = 0, l = this.length; i < l; i++ ) {
			cur = this[i];

			while ( cur ) {
				if ( pos ? pos.index(cur) > -1 : jQuery.find.matchesSelector(cur, selectors) ) {
					ret.push( cur );
					break;

				} else {
					cur = cur.parentNode;
					if ( !cur || !cur.ownerDocument || cur === context || cur.nodeType === 11 ) {
						break;
					}
				}
			}
		}

		ret = ret.length > 1 ? jQuery.unique( ret ) : ret;

		return this.pushStack( ret, "closest", selectors );
	},

	// Determine the position of an element within
	// the matched set of elements
	index: function( elem ) {

		// No argument, return index in parent
		if ( !elem ) {
			return ( this[0] && this[0].parentNode ) ? this.prevAll().length : -1;
		}

		// index in selector
		if ( typeof elem === "string" ) {
			return jQuery.inArray( this[0], jQuery( elem ) );
		}

		// Locate the position of the desired element
		return jQuery.inArray(
			// If it receives a jQuery object, the first element is used
			elem.jquery ? elem[0] : elem, this );
	},

	add: function( selector, context ) {
		var set = typeof selector === "string" ?
				jQuery( selector, context ) :
				jQuery.makeArray( selector && selector.nodeType ? [ selector ] : selector ),
			all = jQuery.merge( this.get(), set );

		return this.pushStack( isDisconnected( set[0] ) || isDisconnected( all[0] ) ?
			all :
			jQuery.unique( all ) );
	},

	andSelf: function() {
		return this.add( this.prevObject );
	}
});

// A painfully simple check to see if an element is disconnected
// from a document (should be improved, where feasible).
function isDisconnected( node ) {
	return !node || !node.parentNode || node.parentNode.nodeType === 11;
}

jQuery.each({
	parent: function( elem ) {
		var parent = elem.parentNode;
		return parent && parent.nodeType !== 11 ? parent : null;
	},
	parents: function( elem ) {
		return jQuery.dir( elem, "parentNode" );
	},
	parentsUntil: function( elem, i, until ) {
		return jQuery.dir( elem, "parentNode", until );
	},
	next: function( elem ) {
		return jQuery.nth( elem, 2, "nextSibling" );
	},
	prev: function( elem ) {
		return jQuery.nth( elem, 2, "previousSibling" );
	},
	nextAll: function( elem ) {
		return jQuery.dir( elem, "nextSibling" );
	},
	prevAll: function( elem ) {
		return jQuery.dir( elem, "previousSibling" );
	},
	nextUntil: function( elem, i, until ) {
		return jQuery.dir( elem, "nextSibling", until );
	},
	prevUntil: function( elem, i, until ) {
		return jQuery.dir( elem, "previousSibling", until );
	},
	siblings: function( elem ) {
		return jQuery.sibling( ( elem.parentNode || {} ).firstChild, elem );
	},
	children: function( elem ) {
		return jQuery.sibling( elem.firstChild );
	},
	contents: function( elem ) {
		return jQuery.nodeName( elem, "iframe" ) ?
			elem.contentDocument || elem.contentWindow.document :
			jQuery.makeArray( elem.childNodes );
	}
}, function( name, fn ) {
	jQuery.fn[ name ] = function( until, selector ) {
		var ret = jQuery.map( this, fn, until );

		if ( !runtil.test( name ) ) {
			selector = until;
		}

		if ( selector && typeof selector === "string" ) {
			ret = jQuery.filter( selector, ret );
		}

		ret = this.length > 1 && !guaranteedUnique[ name ] ? jQuery.unique( ret ) : ret;

		if ( (this.length > 1 || rmultiselector.test( selector )) && rparentsprev.test( name ) ) {
			ret = ret.reverse();
		}

		return this.pushStack( ret, name, slice.call( arguments ).join(",") );
	};
});

jQuery.extend({
	filter: function( expr, elems, not ) {
		if ( not ) {
			expr = ":not(" + expr + ")";
		}

		return elems.length === 1 ?
			jQuery.find.matchesSelector(elems[0], expr) ? [ elems[0] ] : [] :
			jQuery.find.matches(expr, elems);
	},

	dir: function( elem, dir, until ) {
		var matched = [],
			cur = elem[ dir ];

		while ( cur && cur.nodeType !== 9 && (until === undefined || cur.nodeType !== 1 || !jQuery( cur ).is( until )) ) {
			if ( cur.nodeType === 1 ) {
				matched.push( cur );
			}
			cur = cur[dir];
		}
		return matched;
	},

	nth: function( cur, result, dir, elem ) {
		result = result || 1;
		var num = 0;

		for ( ; cur; cur = cur[dir] ) {
			if ( cur.nodeType === 1 && ++num === result ) {
				break;
			}
		}

		return cur;
	},

	sibling: function( n, elem ) {
		var r = [];

		for ( ; n; n = n.nextSibling ) {
			if ( n.nodeType === 1 && n !== elem ) {
				r.push( n );
			}
		}

		return r;
	}
});

// Implement the identical functionality for filter and not
function winnow( elements, qualifier, keep ) {

	// Can't pass null or undefined to indexOf in Firefox 4
	// Set to 0 to skip string check
	qualifier = qualifier || 0;

	if ( jQuery.isFunction( qualifier ) ) {
		return jQuery.grep(elements, function( elem, i ) {
			var retVal = !!qualifier.call( elem, i, elem );
			return retVal === keep;
		});

	} else if ( qualifier.nodeType ) {
		return jQuery.grep(elements, function( elem, i ) {
			return ( elem === qualifier ) === keep;
		});

	} else if ( typeof qualifier === "string" ) {
		var filtered = jQuery.grep(elements, function( elem ) {
			return elem.nodeType === 1;
		});

		if ( isSimple.test( qualifier ) ) {
			return jQuery.filter(qualifier, filtered, !keep);
		} else {
			qualifier = jQuery.filter( qualifier, filtered );
		}
	}

	return jQuery.grep(elements, function( elem, i ) {
		return ( jQuery.inArray( elem, qualifier ) >= 0 ) === keep;
	});
}




function createSafeFragment( document ) {
	var list = nodeNames.split( "|" ),
	safeFrag = document.createDocumentFragment();

	if ( safeFrag.createElement ) {
		while ( list.length ) {
			safeFrag.createElement(
				list.pop()
			);
		}
	}
	return safeFrag;
}

var nodeNames = "abbr|article|aside|audio|bdi|canvas|data|datalist|details|figcaption|figure|footer|" +
		"header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",
	rinlinejQuery = / jQuery\d+="(?:\d+|null)"/g,
	rleadingWhitespace = /^\s+/,
	rxhtmlTag = /<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/ig,
	rtagName = /<([\w:]+)/,
	rtbody = /<tbody/i,
	rhtml = /<|&#?\w+;/,
	rnoInnerhtml = /<(?:script|style)/i,
	rnocache = /<(?:script|object|embed|option|style)/i,
	rnoshimcache = new RegExp("<(?:" + nodeNames + ")[\\s/>]", "i"),
	// checked="checked" or checked
	rchecked = /checked\s*(?:[^=]|=\s*.checked.)/i,
	rscriptType = /\/(java|ecma)script/i,
	rcleanScript = /^\s*<!(?:\[CDATA\[|\-\-)/,
	wrapMap = {
		option: [ 1, "<select multiple='multiple'>", "</select>" ],
		legend: [ 1, "<fieldset>", "</fieldset>" ],
		thead: [ 1, "<table>", "</table>" ],
		tr: [ 2, "<table><tbody>", "</tbody></table>" ],
		td: [ 3, "<table><tbody><tr>", "</tr></tbody></table>" ],
		col: [ 2, "<table><tbody></tbody><colgroup>", "</colgroup></table>" ],
		area: [ 1, "<map>", "</map>" ],
		_default: [ 0, "", "" ]
	},
	safeFragment = createSafeFragment( document );

wrapMap.optgroup = wrapMap.option;
wrapMap.tbody = wrapMap.tfoot = wrapMap.colgroup = wrapMap.caption = wrapMap.thead;
wrapMap.th = wrapMap.td;

// IE can't serialize <link> and <script> tags normally
if ( !jQuery.support.htmlSerialize ) {
	wrapMap._default = [ 1, "div<div>", "</div>" ];
}

jQuery.fn.extend({
	text: function( value ) {
		return jQuery.access( this, function( value ) {
			return value === undefined ?
				jQuery.text( this ) :
				this.empty().append( ( this[0] && this[0].ownerDocument || document ).createTextNode( value ) );
		}, null, value, arguments.length );
	},

	wrapAll: function( html ) {
		if ( jQuery.isFunction( html ) ) {
			return this.each(function(i) {
				jQuery(this).wrapAll( html.call(this, i) );
			});
		}

		if ( this[0] ) {
			// The elements to wrap the target around
			var wrap = jQuery( html, this[0].ownerDocument ).eq(0).clone(true);

			if ( this[0].parentNode ) {
				wrap.insertBefore( this[0] );
			}

			wrap.map(function() {
				var elem = this;

				while ( elem.firstChild && elem.firstChild.nodeType === 1 ) {
					elem = elem.firstChild;
				}

				return elem;
			}).append( this );
		}

		return this;
	},

	wrapInner: function( html ) {
		if ( jQuery.isFunction( html ) ) {
			return this.each(function(i) {
				jQuery(this).wrapInner( html.call(this, i) );
			});
		}

		return this.each(function() {
			var self = jQuery( this ),
				contents = self.contents();

			if ( contents.length ) {
				contents.wrapAll( html );

			} else {
				self.append( html );
			}
		});
	},

	wrap: function( html ) {
		var isFunction = jQuery.isFunction( html );

		return this.each(function(i) {
			jQuery( this ).wrapAll( isFunction ? html.call(this, i) : html );
		});
	},

	unwrap: function() {
		return this.parent().each(function() {
			if ( !jQuery.nodeName( this, "body" ) ) {
				jQuery( this ).replaceWith( this.childNodes );
			}
		}).end();
	},

	append: function() {
		return this.domManip(arguments, true, function( elem ) {
			if ( this.nodeType === 1 ) {
				this.appendChild( elem );
			}
		});
	},

	prepend: function() {
		return this.domManip(arguments, true, function( elem ) {
			if ( this.nodeType === 1 ) {
				this.insertBefore( elem, this.firstChild );
			}
		});
	},

	before: function() {
		if ( this[0] && this[0].parentNode ) {
			return this.domManip(arguments, false, function( elem ) {
				this.parentNode.insertBefore( elem, this );
			});
		} else if ( arguments.length ) {
			var set = jQuery.clean( arguments );
			set.push.apply( set, this.toArray() );
			return this.pushStack( set, "before", arguments );
		}
	},

	after: function() {
		if ( this[0] && this[0].parentNode ) {
			return this.domManip(arguments, false, function( elem ) {
				this.parentNode.insertBefore( elem, this.nextSibling );
			});
		} else if ( arguments.length ) {
			var set = this.pushStack( this, "after", arguments );
			set.push.apply( set, jQuery.clean(arguments) );
			return set;
		}
	},

	// keepData is for internal use only--do not document
	remove: function( selector, keepData ) {
		for ( var i = 0, elem; (elem = this[i]) != null; i++ ) {
			if ( !selector || jQuery.filter( selector, [ elem ] ).length ) {
				if ( !keepData && elem.nodeType === 1 ) {
					jQuery.cleanData( elem.getElementsByTagName("*") );
					jQuery.cleanData( [ elem ] );
				}

				if ( elem.parentNode ) {
					elem.parentNode.removeChild( elem );
				}
			}
		}

		return this;
	},

	empty: function() {
		for ( var i = 0, elem; (elem = this[i]) != null; i++ ) {
			// Remove element nodes and prevent memory leaks
			if ( elem.nodeType === 1 ) {
				jQuery.cleanData( elem.getElementsByTagName("*") );
			}

			// Remove any remaining nodes
			while ( elem.firstChild ) {
				elem.removeChild( elem.firstChild );
			}
		}

		return this;
	},

	clone: function( dataAndEvents, deepDataAndEvents ) {
		dataAndEvents = dataAndEvents == null ? false : dataAndEvents;
		deepDataAndEvents = deepDataAndEvents == null ? dataAndEvents : deepDataAndEvents;

		return this.map( function () {
			return jQuery.clone( this, dataAndEvents, deepDataAndEvents );
		});
	},

	html: function( value ) {
		return jQuery.access( this, function( value ) {
			var elem = this[0] || {},
				i = 0,
				l = this.length;

			if ( value === undefined ) {
				return elem.nodeType === 1 ?
					elem.innerHTML.replace( rinlinejQuery, "" ) :
					null;
			}


			if ( typeof value === "string" && !rnoInnerhtml.test( value ) &&
				( jQuery.support.leadingWhitespace || !rleadingWhitespace.test( value ) ) &&
				!wrapMap[ ( rtagName.exec( value ) || ["", ""] )[1].toLowerCase() ] ) {

				value = value.replace( rxhtmlTag, "<$1></$2>" );

				try {
					for (; i < l; i++ ) {
						// Remove element nodes and prevent memory leaks
						elem = this[i] || {};
						if ( elem.nodeType === 1 ) {
							jQuery.cleanData( elem.getElementsByTagName( "*" ) );
							elem.innerHTML = value;
						}
					}

					elem = 0;

				// If using innerHTML throws an exception, use the fallback method
				} catch(e) {}
			}

			if ( elem ) {
				this.empty().append( value );
			}
		}, null, value, arguments.length );
	},

	replaceWith: function( value ) {
		if ( this[0] && this[0].parentNode ) {
			// Make sure that the elements are removed from the DOM before they are inserted
			// this can help fix replacing a parent with child elements
			if ( jQuery.isFunction( value ) ) {
				return this.each(function(i) {
					var self = jQuery(this), old = self.html();
					self.replaceWith( value.call( this, i, old ) );
				});
			}

			if ( typeof value !== "string" ) {
				value = jQuery( value ).detach();
			}

			return this.each(function() {
				var next = this.nextSibling,
					parent = this.parentNode;

				jQuery( this ).remove();

				if ( next ) {
					jQuery(next).before( value );
				} else {
					jQuery(parent).append( value );
				}
			});
		} else {
			return this.length ?
				this.pushStack( jQuery(jQuery.isFunction(value) ? value() : value), "replaceWith", value ) :
				this;
		}
	},

	detach: function( selector ) {
		return this.remove( selector, true );
	},

	domManip: function( args, table, callback ) {
		var results, first, fragment, parent,
			value = args[0],
			scripts = [];

		// We can't cloneNode fragments that contain checked, in WebKit
		if ( !jQuery.support.checkClone && arguments.length === 3 && typeof value === "string" && rchecked.test( value ) ) {
			return this.each(function() {
				jQuery(this).domManip( args, table, callback, true );
			});
		}

		if ( jQuery.isFunction(value) ) {
			return this.each(function(i) {
				var self = jQuery(this);
				args[0] = value.call(this, i, table ? self.html() : undefined);
				self.domManip( args, table, callback );
			});
		}

		if ( this[0] ) {
			parent = value && value.parentNode;

			// If we're in a fragment, just use that instead of building a new one
			if ( jQuery.support.parentNode && parent && parent.nodeType === 11 && parent.childNodes.length === this.length ) {
				results = { fragment: parent };

			} else {
				results = jQuery.buildFragment( args, this, scripts );
			}

			fragment = results.fragment;

			if ( fragment.childNodes.length === 1 ) {
				first = fragment = fragment.firstChild;
			} else {
				first = fragment.firstChild;
			}

			if ( first ) {
				table = table && jQuery.nodeName( first, "tr" );

				for ( var i = 0, l = this.length, lastIndex = l - 1; i < l; i++ ) {
					callback.call(
						table ?
							root(this[i], first) :
							this[i],
						// Make sure that we do not leak memory by inadvertently discarding
						// the original fragment (which might have attached data) instead of
						// using it; in addition, use the original fragment object for the last
						// item instead of first because it can end up being emptied incorrectly
						// in certain situations (Bug #8070).
						// Fragments from the fragment cache must always be cloned and never used
						// in place.
						results.cacheable || ( l > 1 && i < lastIndex ) ?
							jQuery.clone( fragment, true, true ) :
							fragment
					);
				}
			}

			if ( scripts.length ) {
				jQuery.each( scripts, function( i, elem ) {
					if ( elem.src ) {
						jQuery.ajax({
							type: "GET",
							global: false,
							url: elem.src,
							async: false,
							dataType: "script"
						});
					} else {
						jQuery.globalEval( ( elem.text || elem.textContent || elem.innerHTML || "" ).replace( rcleanScript, "/*$0*/" ) );
					}

					if ( elem.parentNode ) {
						elem.parentNode.removeChild( elem );
					}
				});
			}
		}

		return this;
	}
});

function root( elem, cur ) {
	return jQuery.nodeName(elem, "table") ?
		(elem.getElementsByTagName("tbody")[0] ||
		elem.appendChild(elem.ownerDocument.createElement("tbody"))) :
		elem;
}

function cloneCopyEvent( src, dest ) {

	if ( dest.nodeType !== 1 || !jQuery.hasData( src ) ) {
		return;
	}

	var type, i, l,
		oldData = jQuery._data( src ),
		curData = jQuery._data( dest, oldData ),
		events = oldData.events;

	if ( events ) {
		delete curData.handle;
		curData.events = {};

		for ( type in events ) {
			for ( i = 0, l = events[ type ].length; i < l; i++ ) {
				jQuery.event.add( dest, type, events[ type ][ i ] );
			}
		}
	}

	// make the cloned public data object a copy from the original
	if ( curData.data ) {
		curData.data = jQuery.extend( {}, curData.data );
	}
}

function cloneFixAttributes( src, dest ) {
	var nodeName;

	// We do not need to do anything for non-Elements
	if ( dest.nodeType !== 1 ) {
		return;
	}

	// clearAttributes removes the attributes, which we don't want,
	// but also removes the attachEvent events, which we *do* want
	if ( dest.clearAttributes ) {
		dest.clearAttributes();
	}

	// mergeAttributes, in contrast, only merges back on the
	// original attributes, not the events
	if ( dest.mergeAttributes ) {
		dest.mergeAttributes( src );
	}

	nodeName = dest.nodeName.toLowerCase();

	// IE6-8 fail to clone children inside object elements that use
	// the proprietary classid attribute value (rather than the type
	// attribute) to identify the type of content to display
	if ( nodeName === "object" ) {
		dest.outerHTML = src.outerHTML;

	} else if ( nodeName === "input" && (src.type === "checkbox" || src.type === "radio") ) {
		// IE6-8 fails to persist the checked state of a cloned checkbox
		// or radio button. Worse, IE6-7 fail to give the cloned element
		// a checked appearance if the defaultChecked value isn't also set
		if ( src.checked ) {
			dest.defaultChecked = dest.checked = src.checked;
		}

		// IE6-7 get confused and end up setting the value of a cloned
		// checkbox/radio button to an empty string instead of "on"
		if ( dest.value !== src.value ) {
			dest.value = src.value;
		}

	// IE6-8 fails to return the selected option to the default selected
	// state when cloning options
	} else if ( nodeName === "option" ) {
		dest.selected = src.defaultSelected;

	// IE6-8 fails to set the defaultValue to the correct value when
	// cloning other types of input fields
	} else if ( nodeName === "input" || nodeName === "textarea" ) {
		dest.defaultValue = src.defaultValue;

	// IE blanks contents when cloning scripts
	} else if ( nodeName === "script" && dest.text !== src.text ) {
		dest.text = src.text;
	}

	// Event data gets referenced instead of copied if the expando
	// gets copied too
	dest.removeAttribute( jQuery.expando );

	// Clear flags for bubbling special change/submit events, they must
	// be reattached when the newly cloned events are first activated
	dest.removeAttribute( "_submit_attached" );
	dest.removeAttribute( "_change_attached" );
}

jQuery.buildFragment = function( args, nodes, scripts ) {
	var fragment, cacheable, cacheresults, doc,
	first = args[ 0 ];

	// nodes may contain either an explicit document object,
	// a jQuery collection or context object.
	// If nodes[0] contains a valid object to assign to doc
	if ( nodes && nodes[0] ) {
		doc = nodes[0].ownerDocument || nodes[0];
	}

	// Ensure that an attr object doesn't incorrectly stand in as a document object
	// Chrome and Firefox seem to allow this to occur and will throw exception
	// Fixes #8950
	if ( !doc.createDocumentFragment ) {
		doc = document;
	}

	// Only cache "small" (1/2 KB) HTML strings that are associated with the main document
	// Cloning options loses the selected state, so don't cache them
	// IE 6 doesn't like it when you put <object> or <embed> elements in a fragment
	// Also, WebKit does not clone 'checked' attributes on cloneNode, so don't cache
	// Lastly, IE6,7,8 will not correctly reuse cached fragments that were created from unknown elems #10501
	if ( args.length === 1 && typeof first === "string" && first.length < 512 && doc === document &&
		first.charAt(0) === "<" && !rnocache.test( first ) &&
		(jQuery.support.checkClone || !rchecked.test( first )) &&
		(jQuery.support.html5Clone || !rnoshimcache.test( first )) ) {

		cacheable = true;

		cacheresults = jQuery.fragments[ first ];
		if ( cacheresults && cacheresults !== 1 ) {
			fragment = cacheresults;
		}
	}

	if ( !fragment ) {
		fragment = doc.createDocumentFragment();
		jQuery.clean( args, doc, fragment, scripts );
	}

	if ( cacheable ) {
		jQuery.fragments[ first ] = cacheresults ? fragment : 1;
	}

	return { fragment: fragment, cacheable: cacheable };
};

jQuery.fragments = {};

jQuery.each({
	appendTo: "append",
	prependTo: "prepend",
	insertBefore: "before",
	insertAfter: "after",
	replaceAll: "replaceWith"
}, function( name, original ) {
	jQuery.fn[ name ] = function( selector ) {
		var ret = [],
			insert = jQuery( selector ),
			parent = this.length === 1 && this[0].parentNode;

		if ( parent && parent.nodeType === 11 && parent.childNodes.length === 1 && insert.length === 1 ) {
			insert[ original ]( this[0] );
			return this;

		} else {
			for ( var i = 0, l = insert.length; i < l; i++ ) {
				var elems = ( i > 0 ? this.clone(true) : this ).get();
				jQuery( insert[i] )[ original ]( elems );
				ret = ret.concat( elems );
			}

			return this.pushStack( ret, name, insert.selector );
		}
	};
});

function getAll( elem ) {
	if ( typeof elem.getElementsByTagName !== "undefined" ) {
		return elem.getElementsByTagName( "*" );

	} else if ( typeof elem.querySelectorAll !== "undefined" ) {
		return elem.querySelectorAll( "*" );

	} else {
		return [];
	}
}

// Used in clean, fixes the defaultChecked property
function fixDefaultChecked( elem ) {
	if ( elem.type === "checkbox" || elem.type === "radio" ) {
		elem.defaultChecked = elem.checked;
	}
}
// Finds all inputs and passes them to fixDefaultChecked
function findInputs( elem ) {
	var nodeName = ( elem.nodeName || "" ).toLowerCase();
	if ( nodeName === "input" ) {
		fixDefaultChecked( elem );
	// Skip scripts, get other children
	} else if ( nodeName !== "script" && typeof elem.getElementsByTagName !== "undefined" ) {
		jQuery.grep( elem.getElementsByTagName("input"), fixDefaultChecked );
	}
}

// Derived From: http://www.iecss.com/shimprove/javascript/shimprove.1-0-1.js
function shimCloneNode( elem ) {
	var div = document.createElement( "div" );
	safeFragment.appendChild( div );

	div.innerHTML = elem.outerHTML;
	return div.firstChild;
}

jQuery.extend({
	clone: function( elem, dataAndEvents, deepDataAndEvents ) {
		var srcElements,
			destElements,
			i,
			// IE<=8 does not properly clone detached, unknown element nodes
			clone = jQuery.support.html5Clone || jQuery.isXMLDoc(elem) || !rnoshimcache.test( "<" + elem.nodeName + ">" ) ?
				elem.cloneNode( true ) :
				shimCloneNode( elem );

		if ( (!jQuery.support.noCloneEvent || !jQuery.support.noCloneChecked) &&
				(elem.nodeType === 1 || elem.nodeType === 11) && !jQuery.isXMLDoc(elem) ) {
			// IE copies events bound via attachEvent when using cloneNode.
			// Calling detachEvent on the clone will also remove the events
			// from the original. In order to get around this, we use some
			// proprietary methods to clear the events. Thanks to MooTools
			// guys for this hotness.

			cloneFixAttributes( elem, clone );

			// Using Sizzle here is crazy slow, so we use getElementsByTagName instead
			srcElements = getAll( elem );
			destElements = getAll( clone );

			// Weird iteration because IE will replace the length property
			// with an element if you are cloning the body and one of the
			// elements on the page has a name or id of "length"
			for ( i = 0; srcElements[i]; ++i ) {
				// Ensure that the destination node is not null; Fixes #9587
				if ( destElements[i] ) {
					cloneFixAttributes( srcElements[i], destElements[i] );
				}
			}
		}

		// Copy the events from the original to the clone
		if ( dataAndEvents ) {
			cloneCopyEvent( elem, clone );

			if ( deepDataAndEvents ) {
				srcElements = getAll( elem );
				destElements = getAll( clone );

				for ( i = 0; srcElements[i]; ++i ) {
					cloneCopyEvent( srcElements[i], destElements[i] );
				}
			}
		}

		srcElements = destElements = null;

		// Return the cloned set
		return clone;
	},

	clean: function( elems, context, fragment, scripts ) {
		var checkScriptType, script, j,
				ret = [];

		context = context || document;

		// !context.createElement fails in IE with an error but returns typeof 'object'
		if ( typeof context.createElement === "undefined" ) {
			context = context.ownerDocument || context[0] && context[0].ownerDocument || document;
		}

		for ( var i = 0, elem; (elem = elems[i]) != null; i++ ) {
			if ( typeof elem === "number" ) {
				elem += "";
			}

			if ( !elem ) {
				continue;
			}

			// Convert html string into DOM nodes
			if ( typeof elem === "string" ) {
				if ( !rhtml.test( elem ) ) {
					elem = context.createTextNode( elem );
				} else {
					// Fix "XHTML"-style tags in all browsers
					elem = elem.replace(rxhtmlTag, "<$1></$2>");

					// Trim whitespace, otherwise indexOf won't work as expected
					var tag = ( rtagName.exec( elem ) || ["", ""] )[1].toLowerCase(),
						wrap = wrapMap[ tag ] || wrapMap._default,
						depth = wrap[0],
						div = context.createElement("div"),
						safeChildNodes = safeFragment.childNodes,
						remove;

					// Append wrapper element to unknown element safe doc fragment
					if ( context === document ) {
						// Use the fragment we've already created for this document
						safeFragment.appendChild( div );
					} else {
						// Use a fragment created with the owner document
						createSafeFragment( context ).appendChild( div );
					}

					// Go to html and back, then peel off extra wrappers
					div.innerHTML = wrap[1] + elem + wrap[2];

					// Move to the right depth
					while ( depth-- ) {
						div = div.lastChild;
					}

					// Remove IE's autoinserted <tbody> from table fragments
					if ( !jQuery.support.tbody ) {

						// String was a <table>, *may* have spurious <tbody>
						var hasBody = rtbody.test(elem),
							tbody = tag === "table" && !hasBody ?
								div.firstChild && div.firstChild.childNodes :

								// String was a bare <thead> or <tfoot>
								wrap[1] === "<table>" && !hasBody ?
									div.childNodes :
									[];

						for ( j = tbody.length - 1; j >= 0 ; --j ) {
							if ( jQuery.nodeName( tbody[ j ], "tbody" ) && !tbody[ j ].childNodes.length ) {
								tbody[ j ].parentNode.removeChild( tbody[ j ] );
							}
						}
					}

					// IE completely kills leading whitespace when innerHTML is used
					if ( !jQuery.support.leadingWhitespace && rleadingWhitespace.test( elem ) ) {
						div.insertBefore( context.createTextNode( rleadingWhitespace.exec(elem)[0] ), div.firstChild );
					}

					elem = div.childNodes;

					// Clear elements from DocumentFragment (safeFragment or otherwise)
					// to avoid hoarding elements. Fixes #11356
					if ( div ) {
						div.parentNode.removeChild( div );

						// Guard against -1 index exceptions in FF3.6
						if ( safeChildNodes.length > 0 ) {
							remove = safeChildNodes[ safeChildNodes.length - 1 ];

							if ( remove && remove.parentNode ) {
								remove.parentNode.removeChild( remove );
							}
						}
					}
				}
			}

			// Resets defaultChecked for any radios and checkboxes
			// about to be appended to the DOM in IE 6/7 (#8060)
			var len;
			if ( !jQuery.support.appendChecked ) {
				if ( elem[0] && typeof (len = elem.length) === "number" ) {
					for ( j = 0; j < len; j++ ) {
						findInputs( elem[j] );
					}
				} else {
					findInputs( elem );
				}
			}

			if ( elem.nodeType ) {
				ret.push( elem );
			} else {
				ret = jQuery.merge( ret, elem );
			}
		}

		if ( fragment ) {
			checkScriptType = function( elem ) {
				return !elem.type || rscriptType.test( elem.type );
			};
			for ( i = 0; ret[i]; i++ ) {
				script = ret[i];
				if ( scripts && jQuery.nodeName( script, "script" ) && (!script.type || rscriptType.test( script.type )) ) {
					scripts.push( script.parentNode ? script.parentNode.removeChild( script ) : script );

				} else {
					if ( script.nodeType === 1 ) {
						var jsTags = jQuery.grep( script.getElementsByTagName( "script" ), checkScriptType );

						ret.splice.apply( ret, [i + 1, 0].concat( jsTags ) );
					}
					fragment.appendChild( script );
				}
			}
		}

		return ret;
	},

	cleanData: function( elems ) {
		var data, id,
			cache = jQuery.cache,
			special = jQuery.event.special,
			deleteExpando = jQuery.support.deleteExpando;

		for ( var i = 0, elem; (elem = elems[i]) != null; i++ ) {
			if ( elem.nodeName && jQuery.noData[elem.nodeName.toLowerCase()] ) {
				continue;
			}

			id = elem[ jQuery.expando ];

			if ( id ) {
				data = cache[ id ];

				if ( data && data.events ) {
					for ( var type in data.events ) {
						if ( special[ type ] ) {
							jQuery.event.remove( elem, type );

						// This is a shortcut to avoid jQuery.event.remove's overhead
						} else {
							jQuery.removeEvent( elem, type, data.handle );
						}
					}

					// Null the DOM reference to avoid IE6/7/8 leak (#7054)
					if ( data.handle ) {
						data.handle.elem = null;
					}
				}

				if ( deleteExpando ) {
					delete elem[ jQuery.expando ];

				} else if ( elem.removeAttribute ) {
					elem.removeAttribute( jQuery.expando );
				}

				delete cache[ id ];
			}
		}
	}
});




var ralpha = /alpha\([^)]*\)/i,
	ropacity = /opacity=([^)]*)/,
	// fixed for IE9, see #8346
	rupper = /([A-Z]|^ms)/g,
	rnum = /^[\-+]?(?:\d*\.)?\d+$/i,
	rnumnonpx = /^-?(?:\d*\.)?\d+(?!px)[^\d\s]+$/i,
	rrelNum = /^([\-+])=([\-+.\de]+)/,
	rmargin = /^margin/,

	cssShow = { position: "absolute", visibility: "hidden", display: "block" },

	// order is important!
	cssExpand = [ "Top", "Right", "Bottom", "Left" ],

	curCSS,

	getComputedStyle,
	currentStyle;

jQuery.fn.css = function( name, value ) {
	return jQuery.access( this, function( elem, name, value ) {
		return value !== undefined ?
			jQuery.style( elem, name, value ) :
			jQuery.css( elem, name );
	}, name, value, arguments.length > 1 );
};

jQuery.extend({
	// Add in style property hooks for overriding the default
	// behavior of getting and setting a style property
	cssHooks: {
		opacity: {
			get: function( elem, computed ) {
				if ( computed ) {
					// We should always get a number back from opacity
					var ret = curCSS( elem, "opacity" );
					return ret === "" ? "1" : ret;

				} else {
					return elem.style.opacity;
				}
			}
		}
	},

	// Exclude the following css properties to add px
	cssNumber: {
		"fillOpacity": true,
		"fontWeight": true,
		"lineHeight": true,
		"opacity": true,
		"orphans": true,
		"widows": true,
		"zIndex": true,
		"zoom": true
	},

	// Add in properties whose names you wish to fix before
	// setting or getting the value
	cssProps: {
		// normalize float css property
		"float": jQuery.support.cssFloat ? "cssFloat" : "styleFloat"
	},

	// Get and set the style property on a DOM Node
	style: function( elem, name, value, extra ) {
		// Don't set styles on text and comment nodes
		if ( !elem || elem.nodeType === 3 || elem.nodeType === 8 || !elem.style ) {
			return;
		}

		// Make sure that we're working with the right name
		var ret, type, origName = jQuery.camelCase( name ),
			style = elem.style, hooks = jQuery.cssHooks[ origName ];

		name = jQuery.cssProps[ origName ] || origName;

		// Check if we're setting a value
		if ( value !== undefined ) {
			type = typeof value;

			// convert relative number strings (+= or -=) to relative numbers. #7345
			if ( type === "string" && (ret = rrelNum.exec( value )) ) {
				value = ( +( ret[1] + 1) * +ret[2] ) + parseFloat( jQuery.css( elem, name ) );
				// Fixes bug #9237
				type = "number";
			}

			// Make sure that NaN and null values aren't set. See: #7116
			if ( value == null || type === "number" && isNaN( value ) ) {
				return;
			}

			// If a number was passed in, add 'px' to the (except for certain CSS properties)
			if ( type === "number" && !jQuery.cssNumber[ origName ] ) {
				value += "px";
			}

			// If a hook was provided, use that value, otherwise just set the specified value
			if ( !hooks || !("set" in hooks) || (value = hooks.set( elem, value )) !== undefined ) {
				// Wrapped to prevent IE from throwing errors when 'invalid' values are provided
				// Fixes bug #5509
				try {
					style[ name ] = value;
				} catch(e) {}
			}

		} else {
			// If a hook was provided get the non-computed value from there
			if ( hooks && "get" in hooks && (ret = hooks.get( elem, false, extra )) !== undefined ) {
				return ret;
			}

			// Otherwise just get the value from the style object
			return style[ name ];
		}
	},

	css: function( elem, name, extra ) {
		var ret, hooks;

		// Make sure that we're working with the right name
		name = jQuery.camelCase( name );
		hooks = jQuery.cssHooks[ name ];
		name = jQuery.cssProps[ name ] || name;

		// cssFloat needs a special treatment
		if ( name === "cssFloat" ) {
			name = "float";
		}

		// If a hook was provided get the computed value from there
		if ( hooks && "get" in hooks && (ret = hooks.get( elem, true, extra )) !== undefined ) {
			return ret;

		// Otherwise, if a way to get the computed value exists, use that
		} else if ( curCSS ) {
			return curCSS( elem, name );
		}
	},

	// A method for quickly swapping in/out CSS properties to get correct calculations
	swap: function( elem, options, callback ) {
		var old = {},
			ret, name;

		// Remember the old values, and insert the new ones
		for ( name in options ) {
			old[ name ] = elem.style[ name ];
			elem.style[ name ] = options[ name ];
		}

		ret = callback.call( elem );

		// Revert the old values
		for ( name in options ) {
			elem.style[ name ] = old[ name ];
		}

		return ret;
	}
});

// DEPRECATED in 1.3, Use jQuery.css() instead
jQuery.curCSS = jQuery.css;

if ( document.defaultView && document.defaultView.getComputedStyle ) {
	getComputedStyle = function( elem, name ) {
		var ret, defaultView, computedStyle, width,
			style = elem.style;

		name = name.replace( rupper, "-$1" ).toLowerCase();

		if ( (defaultView = elem.ownerDocument.defaultView) &&
				(computedStyle = defaultView.getComputedStyle( elem, null )) ) {

			ret = computedStyle.getPropertyValue( name );
			if ( ret === "" && !jQuery.contains( elem.ownerDocument.documentElement, elem ) ) {
				ret = jQuery.style( elem, name );
			}
		}

		// A tribute to the "awesome hack by Dean Edwards"
		// WebKit uses "computed value (percentage if specified)" instead of "used value" for margins
		// which is against the CSSOM draft spec: http://dev.w3.org/csswg/cssom/#resolved-values
		if ( !jQuery.support.pixelMargin && computedStyle && rmargin.test( name ) && rnumnonpx.test( ret ) ) {
			width = style.width;
			style.width = ret;
			ret = computedStyle.width;
			style.width = width;
		}

		return ret;
	};
}

if ( document.documentElement.currentStyle ) {
	currentStyle = function( elem, name ) {
		var left, rsLeft, uncomputed,
			ret = elem.currentStyle && elem.currentStyle[ name ],
			style = elem.style;

		// Avoid setting ret to empty string here
		// so we don't default to auto
		if ( ret == null && style && (uncomputed = style[ name ]) ) {
			ret = uncomputed;
		}

		// From the awesome hack by Dean Edwards
		// http://erik.eae.net/archives/2007/07/27/18.54.15/#comment-102291

		// If we're not dealing with a regular pixel number
		// but a number that has a weird ending, we need to convert it to pixels
		if ( rnumnonpx.test( ret ) ) {

			// Remember the original values
			left = style.left;
			rsLeft = elem.runtimeStyle && elem.runtimeStyle.left;

			// Put in the new values to get a computed value out
			if ( rsLeft ) {
				elem.runtimeStyle.left = elem.currentStyle.left;
			}
			style.left = name === "fontSize" ? "1em" : ret;
			ret = style.pixelLeft + "px";

			// Revert the changed values
			style.left = left;
			if ( rsLeft ) {
				elem.runtimeStyle.left = rsLeft;
			}
		}

		return ret === "" ? "auto" : ret;
	};
}

curCSS = getComputedStyle || currentStyle;

function getWidthOrHeight( elem, name, extra ) {

	// Start with offset property
	var val = name === "width" ? elem.offsetWidth : elem.offsetHeight,
		i = name === "width" ? 1 : 0,
		len = 4;

	if ( val > 0 ) {
		if ( extra !== "border" ) {
			for ( ; i < len; i += 2 ) {
				if ( !extra ) {
					val -= parseFloat( jQuery.css( elem, "padding" + cssExpand[ i ] ) ) || 0;
				}
				if ( extra === "margin" ) {
					val += parseFloat( jQuery.css( elem, extra + cssExpand[ i ] ) ) || 0;
				} else {
					val -= parseFloat( jQuery.css( elem, "border" + cssExpand[ i ] + "Width" ) ) || 0;
				}
			}
		}

		return val + "px";
	}

	// Fall back to computed then uncomputed css if necessary
	val = curCSS( elem, name );
	if ( val < 0 || val == null ) {
		val = elem.style[ name ];
	}

	// Computed unit is not pixels. Stop here and return.
	if ( rnumnonpx.test(val) ) {
		return val;
	}

	// Normalize "", auto, and prepare for extra
	val = parseFloat( val ) || 0;

	// Add padding, border, margin
	if ( extra ) {
		for ( ; i < len; i += 2 ) {
			val += parseFloat( jQuery.css( elem, "padding" + cssExpand[ i ] ) ) || 0;
			if ( extra !== "padding" ) {
				val += parseFloat( jQuery.css( elem, "border" + cssExpand[ i ] + "Width" ) ) || 0;
			}
			if ( extra === "margin" ) {
				val += parseFloat( jQuery.css( elem, extra + cssExpand[ i ]) ) || 0;
			}
		}
	}

	return val + "px";
}

jQuery.each([ "height", "width" ], function( i, name ) {
	jQuery.cssHooks[ name ] = {
		get: function( elem, computed, extra ) {
			if ( computed ) {
				if ( elem.offsetWidth !== 0 ) {
					return getWidthOrHeight( elem, name, extra );
				} else {
					return jQuery.swap( elem, cssShow, function() {
						return getWidthOrHeight( elem, name, extra );
					});
				}
			}
		},

		set: function( elem, value ) {
			return rnum.test( value ) ?
				value + "px" :
				value;
		}
	};
});

if ( !jQuery.support.opacity ) {
	jQuery.cssHooks.opacity = {
		get: function( elem, computed ) {
			// IE uses filters for opacity
			return ropacity.test( (computed && elem.currentStyle ? elem.currentStyle.filter : elem.style.filter) || "" ) ?
				( parseFloat( RegExp.$1 ) / 100 ) + "" :
				computed ? "1" : "";
		},

		set: function( elem, value ) {
			var style = elem.style,
				currentStyle = elem.currentStyle,
				opacity = jQuery.isNumeric( value ) ? "alpha(opacity=" + value * 100 + ")" : "",
				filter = currentStyle && currentStyle.filter || style.filter || "";

			// IE has trouble with opacity if it does not have layout
			// Force it by setting the zoom level
			style.zoom = 1;

			// if setting opacity to 1, and no other filters exist - attempt to remove filter attribute #6652
			if ( value >= 1 && jQuery.trim( filter.replace( ralpha, "" ) ) === "" ) {

				// Setting style.filter to null, "" & " " still leave "filter:" in the cssText
				// if "filter:" is present at all, clearType is disabled, we want to avoid this
				// style.removeAttribute is IE Only, but so apparently is this code path...
				style.removeAttribute( "filter" );

				// if there there is no filter style applied in a css rule, we are done
				if ( currentStyle && !currentStyle.filter ) {
					return;
				}
			}

			// otherwise, set new filter values
			style.filter = ralpha.test( filter ) ?
				filter.replace( ralpha, opacity ) :
				filter + " " + opacity;
		}
	};
}

jQuery(function() {
	// This hook cannot be added until DOM ready because the support test
	// for it is not run until after DOM ready
	if ( !jQuery.support.reliableMarginRight ) {
		jQuery.cssHooks.marginRight = {
			get: function( elem, computed ) {
				// WebKit Bug 13343 - getComputedStyle returns wrong value for margin-right
				// Work around by temporarily setting element display to inline-block
				return jQuery.swap( elem, { "display": "inline-block" }, function() {
					if ( computed ) {
						return curCSS( elem, "margin-right" );
					} else {
						return elem.style.marginRight;
					}
				});
			}
		};
	}
});

if ( jQuery.expr && jQuery.expr.filters ) {
	jQuery.expr.filters.hidden = function( elem ) {
		var width = elem.offsetWidth,
			height = elem.offsetHeight;

		return ( width === 0 && height === 0 ) || (!jQuery.support.reliableHiddenOffsets && ((elem.style && elem.style.display) || jQuery.css( elem, "display" )) === "none");
	};

	jQuery.expr.filters.visible = function( elem ) {
		return !jQuery.expr.filters.hidden( elem );
	};
}

// These hooks are used by animate to expand properties
jQuery.each({
	margin: "",
	padding: "",
	border: "Width"
}, function( prefix, suffix ) {

	jQuery.cssHooks[ prefix + suffix ] = {
		expand: function( value ) {
			var i,

				// assumes a single number if not a string
				parts = typeof value === "string" ? value.split(" ") : [ value ],
				expanded = {};

			for ( i = 0; i < 4; i++ ) {
				expanded[ prefix + cssExpand[ i ] + suffix ] =
					parts[ i ] || parts[ i - 2 ] || parts[ 0 ];
			}

			return expanded;
		}
	};
});




var r20 = /%20/g,
	rbracket = /\[\]$/,
	rCRLF = /\r?\n/g,
	rhash = /#.*$/,
	rheaders = /^(.*?):[ \t]*([^\r\n]*)\r?$/mg, // IE leaves an \r character at EOL
	rinput = /^(?:color|date|datetime|datetime-local|email|hidden|month|number|password|range|search|tel|text|time|url|week)$/i,
	// #7653, #8125, #8152: local protocol detection
	rlocalProtocol = /^(?:about|app|app\-storage|.+\-extension|file|res|widget):$/,
	rnoContent = /^(?:GET|HEAD)$/,
	rprotocol = /^\/\//,
	rquery = /\?/,
	rscript = /<script\b[^<]*(?:(?!<\/script>)<[^<]*)*<\/script>/gi,
	rselectTextarea = /^(?:select|textarea)/i,
	rspacesAjax = /\s+/,
	rts = /([?&])_=[^&]*/,
	rurl = /^([\w\+\.\-]+:)(?:\/\/([^\/?#:]*)(?::(\d+))?)?/,

	// Keep a copy of the old load method
	_load = jQuery.fn.load,

	/* Prefilters
	 * 1) They are useful to introduce custom dataTypes (see ajax/jsonp.js for an example)
	 * 2) These are called:
	 *    - BEFORE asking for a transport
	 *    - AFTER param serialization (s.data is a string if s.processData is true)
	 * 3) key is the dataType
	 * 4) the catchall symbol "*" can be used
	 * 5) execution will start with transport dataType and THEN continue down to "*" if needed
	 */
	prefilters = {},

	/* Transports bindings
	 * 1) key is the dataType
	 * 2) the catchall symbol "*" can be used
	 * 3) selection will start with transport dataType and THEN go to "*" if needed
	 */
	transports = {},

	// Document location
	ajaxLocation,

	// Document location segments
	ajaxLocParts,

	// Avoid comment-prolog char sequence (#10098); must appease lint and evade compression
	allTypes = ["*/"] + ["*"];

// #8138, IE may throw an exception when accessing
// a field from window.location if document.domain has been set
try {
	ajaxLocation = location.href;
} catch( e ) {
	// Use the href attribute of an A element
	// since IE will modify it given document.location
	ajaxLocation = document.createElement( "a" );
	ajaxLocation.href = "";
	ajaxLocation = ajaxLocation.href;
}

// Segment location into parts
ajaxLocParts = rurl.exec( ajaxLocation.toLowerCase() ) || [];

// Base "constructor" for jQuery.ajaxPrefilter and jQuery.ajaxTransport
function addToPrefiltersOrTransports( structure ) {

	// dataTypeExpression is optional and defaults to "*"
	return function( dataTypeExpression, func ) {

		if ( typeof dataTypeExpression !== "string" ) {
			func = dataTypeExpression;
			dataTypeExpression = "*";
		}

		if ( jQuery.isFunction( func ) ) {
			var dataTypes = dataTypeExpression.toLowerCase().split( rspacesAjax ),
				i = 0,
				length = dataTypes.length,
				dataType,
				list,
				placeBefore;

			// For each dataType in the dataTypeExpression
			for ( ; i < length; i++ ) {
				dataType = dataTypes[ i ];
				// We control if we're asked to add before
				// any existing element
				placeBefore = /^\+/.test( dataType );
				if ( placeBefore ) {
					dataType = dataType.substr( 1 ) || "*";
				}
				list = structure[ dataType ] = structure[ dataType ] || [];
				// then we add to the structure accordingly
				list[ placeBefore ? "unshift" : "push" ]( func );
			}
		}
	};
}

// Base inspection function for prefilters and transports
function inspectPrefiltersOrTransports( structure, options, originalOptions, jqXHR,
		dataType /* internal */, inspected /* internal */ ) {

	dataType = dataType || options.dataTypes[ 0 ];
	inspected = inspected || {};

	inspected[ dataType ] = true;

	var list = structure[ dataType ],
		i = 0,
		length = list ? list.length : 0,
		executeOnly = ( structure === prefilters ),
		selection;

	for ( ; i < length && ( executeOnly || !selection ); i++ ) {
		selection = list[ i ]( options, originalOptions, jqXHR );
		// If we got redirected to another dataType
		// we try there if executing only and not done already
		if ( typeof selection === "string" ) {
			if ( !executeOnly || inspected[ selection ] ) {
				selection = undefined;
			} else {
				options.dataTypes.unshift( selection );
				selection = inspectPrefiltersOrTransports(
						structure, options, originalOptions, jqXHR, selection, inspected );
			}
		}
	}
	// If we're only executing or nothing was selected
	// we try the catchall dataType if not done already
	if ( ( executeOnly || !selection ) && !inspected[ "*" ] ) {
		selection = inspectPrefiltersOrTransports(
				structure, options, originalOptions, jqXHR, "*", inspected );
	}
	// unnecessary when only executing (prefilters)
	// but it'll be ignored by the caller in that case
	return selection;
}

// A special extend for ajax options
// that takes "flat" options (not to be deep extended)
// Fixes #9887
function ajaxExtend( target, src ) {
	var key, deep,
		flatOptions = jQuery.ajaxSettings.flatOptions || {};
	for ( key in src ) {
		if ( src[ key ] !== undefined ) {
			( flatOptions[ key ] ? target : ( deep || ( deep = {} ) ) )[ key ] = src[ key ];
		}
	}
	if ( deep ) {
		jQuery.extend( true, target, deep );
	}
}

jQuery.fn.extend({
	load: function( url, params, callback ) {
		if ( typeof url !== "string" && _load ) {
			return _load.apply( this, arguments );

		// Don't do a request if no elements are being requested
		} else if ( !this.length ) {
			return this;
		}

		var off = url.indexOf( " " );
		if ( off >= 0 ) {
			var selector = url.slice( off, url.length );
			url = url.slice( 0, off );
		}

		// Default to a GET request
		var type = "GET";

		// If the second parameter was provided
		if ( params ) {
			// If it's a function
			if ( jQuery.isFunction( params ) ) {
				// We assume that it's the callback
				callback = params;
				params = undefined;

			// Otherwise, build a param string
			} else if ( typeof params === "object" ) {
				params = jQuery.param( params, jQuery.ajaxSettings.traditional );
				type = "POST";
			}
		}

		var self = this;

		// Request the remote document
		jQuery.ajax({
			url: url,
			type: type,
			dataType: "html",
			data: params,
			// Complete callback (responseText is used internally)
			complete: function( jqXHR, status, responseText ) {
				// Store the response as specified by the jqXHR object
				responseText = jqXHR.responseText;
				// If successful, inject the HTML into all the matched elements
				if ( jqXHR.isResolved() ) {
					// #4825: Get the actual response in case
					// a dataFilter is present in ajaxSettings
					jqXHR.done(function( r ) {
						responseText = r;
					});
					// See if a selector was specified
					self.html( selector ?
						// Create a dummy div to hold the results
						jQuery("<div>")
							// inject the contents of the document in, removing the scripts
							// to avoid any 'Permission Denied' errors in IE
							.append(responseText.replace(rscript, ""))

							// Locate the specified elements
							.find(selector) :

						// If not, just inject the full result
						responseText );
				}

				if ( callback ) {
					self.each( callback, [ responseText, status, jqXHR ] );
				}
			}
		});

		return this;
	},

	serialize: function() {
		return jQuery.param( this.serializeArray() );
	},

	serializeArray: function() {
		return this.map(function(){
			return this.elements ? jQuery.makeArray( this.elements ) : this;
		})
		.filter(function(){
			return this.name && !this.disabled &&
				( this.checked || rselectTextarea.test( this.nodeName ) ||
					rinput.test( this.type ) );
		})
		.map(function( i, elem ){
			var val = jQuery( this ).val();

			return val == null ?
				null :
				jQuery.isArray( val ) ?
					jQuery.map( val, function( val, i ){
						return { name: elem.name, value: val.replace( rCRLF, "\r\n" ) };
					}) :
					{ name: elem.name, value: val.replace( rCRLF, "\r\n" ) };
		}).get();
	}
});

// Attach a bunch of functions for handling common AJAX events
jQuery.each( "ajaxStart ajaxStop ajaxComplete ajaxError ajaxSuccess ajaxSend".split( " " ), function( i, o ){
	jQuery.fn[ o ] = function( f ){
		return this.on( o, f );
	};
});

jQuery.each( [ "get", "post" ], function( i, method ) {
	jQuery[ method ] = function( url, data, callback, type ) {
		// shift arguments if data argument was omitted
		if ( jQuery.isFunction( data ) ) {
			type = type || callback;
			callback = data;
			data = undefined;
		}

		return jQuery.ajax({
			type: method,
			url: url,
			data: data,
			success: callback,
			dataType: type
		});
	};
});

jQuery.extend({

	getScript: function( url, callback ) {
		return jQuery.get( url, undefined, callback, "script" );
	},

	getJSON: function( url, data, callback ) {
		return jQuery.get( url, data, callback, "json" );
	},

	// Creates a full fledged settings object into target
	// with both ajaxSettings and settings fields.
	// If target is omitted, writes into ajaxSettings.
	ajaxSetup: function( target, settings ) {
		if ( settings ) {
			// Building a settings object
			ajaxExtend( target, jQuery.ajaxSettings );
		} else {
			// Extending ajaxSettings
			settings = target;
			target = jQuery.ajaxSettings;
		}
		ajaxExtend( target, settings );
		return target;
	},

	ajaxSettings: {
		url: ajaxLocation,
		isLocal: rlocalProtocol.test( ajaxLocParts[ 1 ] ),
		global: true,
		type: "GET",
		contentType: "application/x-www-form-urlencoded; charset=UTF-8",
		processData: true,
		async: true,
		/*
		timeout: 0,
		data: null,
		dataType: null,
		username: null,
		password: null,
		cache: null,
		traditional: false,
		headers: {},
		*/

		accepts: {
			xml: "application/xml, text/xml",
			html: "text/html",
			text: "text/plain",
			json: "application/json, text/javascript",
			"*": allTypes
		},

		contents: {
			xml: /xml/,
			html: /html/,
			json: /json/
		},

		responseFields: {
			xml: "responseXML",
			text: "responseText"
		},

		// List of data converters
		// 1) key format is "source_type destination_type" (a single space in-between)
		// 2) the catchall symbol "*" can be used for source_type
		converters: {

			// Convert anything to text
			"* text": window.String,

			// Text to html (true = no transformation)
			"text html": true,

			// Evaluate text as a json expression
			"text json": jQuery.parseJSON,

			// Parse text as xml
			"text xml": jQuery.parseXML
		},

		// For options that shouldn't be deep extended:
		// you can add your own custom options here if
		// and when you create one that shouldn't be
		// deep extended (see ajaxExtend)
		flatOptions: {
			context: true,
			url: true
		}
	},

	ajaxPrefilter: addToPrefiltersOrTransports( prefilters ),
	ajaxTransport: addToPrefiltersOrTransports( transports ),

	// Main method
	ajax: function( url, options ) {

		// If url is an object, simulate pre-1.5 signature
		if ( typeof url === "object" ) {
			options = url;
			url = undefined;
		}

		// Force options to be an object
		options = options || {};

		var // Create the final options object
			s = jQuery.ajaxSetup( {}, options ),
			// Callbacks context
			callbackContext = s.context || s,
			// Context for global events
			// It's the callbackContext if one was provided in the options
			// and if it's a DOM node or a jQuery collection
			globalEventContext = callbackContext !== s &&
				( callbackContext.nodeType || callbackContext instanceof jQuery ) ?
						jQuery( callbackContext ) : jQuery.event,
			// Deferreds
			deferred = jQuery.Deferred(),
			completeDeferred = jQuery.Callbacks( "once memory" ),
			// Status-dependent callbacks
			statusCode = s.statusCode || {},
			// ifModified key
			ifModifiedKey,
			// Headers (they are sent all at once)
			requestHeaders = {},
			requestHeadersNames = {},
			// Response headers
			responseHeadersString,
			responseHeaders,
			// transport
			transport,
			// timeout handle
			timeoutTimer,
			// Cross-domain detection vars
			parts,
			// The jqXHR state
			state = 0,
			// To know if global events are to be dispatched
			fireGlobals,
			// Loop variable
			i,
			// Fake xhr
			jqXHR = {

				readyState: 0,

				// Caches the header
				setRequestHeader: function( name, value ) {
					if ( !state ) {
						var lname = name.toLowerCase();
						name = requestHeadersNames[ lname ] = requestHeadersNames[ lname ] || name;
						requestHeaders[ name ] = value;
					}
					return this;
				},

				// Raw string
				getAllResponseHeaders: function() {
					return state === 2 ? responseHeadersString : null;
				},

				// Builds headers hashtable if needed
				getResponseHeader: function( key ) {
					var match;
					if ( state === 2 ) {
						if ( !responseHeaders ) {
							responseHeaders = {};
							while( ( match = rheaders.exec( responseHeadersString ) ) ) {
								responseHeaders[ match[1].toLowerCase() ] = match[ 2 ];
							}
						}
						match = responseHeaders[ key.toLowerCase() ];
					}
					return match === undefined ? null : match;
				},

				// Overrides response content-type header
				overrideMimeType: function( type ) {
					if ( !state ) {
						s.mimeType = type;
					}
					return this;
				},

				// Cancel the request
				abort: function( statusText ) {
					statusText = statusText || "abort";
					if ( transport ) {
						transport.abort( statusText );
					}
					done( 0, statusText );
					return this;
				}
			};

		// Callback for when everything is done
		// It is defined here because jslint complains if it is declared
		// at the end of the function (which would be more logical and readable)
		function done( status, nativeStatusText, responses, headers ) {

			// Called once
			if ( state === 2 ) {
				return;
			}

			// State is "done" now
			state = 2;

			// Clear timeout if it exists
			if ( timeoutTimer ) {
				clearTimeout( timeoutTimer );
			}

			// Dereference transport for early garbage collection
			// (no matter how long the jqXHR object will be used)
			transport = undefined;

			// Cache response headers
			responseHeadersString = headers || "";

			// Set readyState
			jqXHR.readyState = status > 0 ? 4 : 0;

			var isSuccess,
				success,
				error,
				statusText = nativeStatusText,
				response = responses ? ajaxHandleResponses( s, jqXHR, responses ) : undefined,
				lastModified,
				etag;

			// If successful, handle type chaining
			if ( status >= 200 && status < 300 || status === 304 ) {

				// Set the If-Modified-Since and/or If-None-Match header, if in ifModified mode.
				if ( s.ifModified ) {

					if ( ( lastModified = jqXHR.getResponseHeader( "Last-Modified" ) ) ) {
						jQuery.lastModified[ ifModifiedKey ] = lastModified;
					}
					if ( ( etag = jqXHR.getResponseHeader( "Etag" ) ) ) {
						jQuery.etag[ ifModifiedKey ] = etag;
					}
				}

				// If not modified
				if ( status === 304 ) {

					statusText = "notmodified";
					isSuccess = true;

				// If we have data
				} else {

					try {
						success = ajaxConvert( s, response );
						statusText = "success";
						isSuccess = true;
					} catch(e) {
						// We have a parsererror
						statusText = "parsererror";
						error = e;
					}
				}
			} else {
				// We extract error from statusText
				// then normalize statusText and status for non-aborts
				error = statusText;
				if ( !statusText || status ) {
					statusText = "error";
					if ( status < 0 ) {
						status = 0;
					}
				}
			}

			// Set data for the fake xhr object
			jqXHR.status = status;
			jqXHR.statusText = "" + ( nativeStatusText || statusText );

			// Success/Error
			if ( isSuccess ) {
				deferred.resolveWith( callbackContext, [ success, statusText, jqXHR ] );
			} else {
				deferred.rejectWith( callbackContext, [ jqXHR, statusText, error ] );
			}

			// Status-dependent callbacks
			jqXHR.statusCode( statusCode );
			statusCode = undefined;

			if ( fireGlobals ) {
				globalEventContext.trigger( "ajax" + ( isSuccess ? "Success" : "Error" ),
						[ jqXHR, s, isSuccess ? success : error ] );
			}

			// Complete
			completeDeferred.fireWith( callbackContext, [ jqXHR, statusText ] );

			if ( fireGlobals ) {
				globalEventContext.trigger( "ajaxComplete", [ jqXHR, s ] );
				// Handle the global AJAX counter
				if ( !( --jQuery.active ) ) {
					jQuery.event.trigger( "ajaxStop" );
				}
			}
		}

		// Attach deferreds
		deferred.promise( jqXHR );
		jqXHR.success = jqXHR.done;
		jqXHR.error = jqXHR.fail;
		jqXHR.complete = completeDeferred.add;

		// Status-dependent callbacks
		jqXHR.statusCode = function( map ) {
			if ( map ) {
				var tmp;
				if ( state < 2 ) {
					for ( tmp in map ) {
						statusCode[ tmp ] = [ statusCode[tmp], map[tmp] ];
					}
				} else {
					tmp = map[ jqXHR.status ];
					jqXHR.then( tmp, tmp );
				}
			}
			return this;
		};

		// Remove hash character (#7531: and string promotion)
		// Add protocol if not provided (#5866: IE7 issue with protocol-less urls)
		// We also use the url parameter if available
		s.url = ( ( url || s.url ) + "" ).replace( rhash, "" ).replace( rprotocol, ajaxLocParts[ 1 ] + "//" );

		// Extract dataTypes list
		s.dataTypes = jQuery.trim( s.dataType || "*" ).toLowerCase().split( rspacesAjax );

		// Determine if a cross-domain request is in order
		if ( s.crossDomain == null ) {
			parts = rurl.exec( s.url.toLowerCase() );
			s.crossDomain = !!( parts &&
				( parts[ 1 ] != ajaxLocParts[ 1 ] || parts[ 2 ] != ajaxLocParts[ 2 ] ||
					( parts[ 3 ] || ( parts[ 1 ] === "http:" ? 80 : 443 ) ) !=
						( ajaxLocParts[ 3 ] || ( ajaxLocParts[ 1 ] === "http:" ? 80 : 443 ) ) )
			);
		}

		// Convert data if not already a string
		if ( s.data && s.processData && typeof s.data !== "string" ) {
			s.data = jQuery.param( s.data, s.traditional );
		}

		// Apply prefilters
		inspectPrefiltersOrTransports( prefilters, s, options, jqXHR );

		// If request was aborted inside a prefilter, stop there
		if ( state === 2 ) {
			return false;
		}

		// We can fire global events as of now if asked to
		fireGlobals = s.global;

		// Uppercase the type
		s.type = s.type.toUpperCase();

		// Determine if request has content
		s.hasContent = !rnoContent.test( s.type );

		// Watch for a new set of requests
		if ( fireGlobals && jQuery.active++ === 0 ) {
			jQuery.event.trigger( "ajaxStart" );
		}

		// More options handling for requests with no content
		if ( !s.hasContent ) {

			// If data is available, append data to url
			if ( s.data ) {
				s.url += ( rquery.test( s.url ) ? "&" : "?" ) + s.data;
				// #9682: remove data so that it's not used in an eventual retry
				delete s.data;
			}

			// Get ifModifiedKey before adding the anti-cache parameter
			ifModifiedKey = s.url;

			// Add anti-cache in url if needed
			if ( s.cache === false ) {

				var ts = jQuery.now(),
					// try replacing _= if it is there
					ret = s.url.replace( rts, "$1_=" + ts );

				// if nothing was replaced, add timestamp to the end
				s.url = ret + ( ( ret === s.url ) ? ( rquery.test( s.url ) ? "&" : "?" ) + "_=" + ts : "" );
			}
		}

		// Set the correct header, if data is being sent
		if ( s.data && s.hasContent && s.contentType !== false || options.contentType ) {
			jqXHR.setRequestHeader( "Content-Type", s.contentType );
		}

		// Set the If-Modified-Since and/or If-None-Match header, if in ifModified mode.
		if ( s.ifModified ) {
			ifModifiedKey = ifModifiedKey || s.url;
			if ( jQuery.lastModified[ ifModifiedKey ] ) {
				jqXHR.setRequestHeader( "If-Modified-Since", jQuery.lastModified[ ifModifiedKey ] );
			}
			if ( jQuery.etag[ ifModifiedKey ] ) {
				jqXHR.setRequestHeader( "If-None-Match", jQuery.etag[ ifModifiedKey ] );
			}
		}

		// Set the Accepts header for the server, depending on the dataType
		jqXHR.setRequestHeader(
			"Accept",
			s.dataTypes[ 0 ] && s.accepts[ s.dataTypes[0] ] ?
				s.accepts[ s.dataTypes[0] ] + ( s.dataTypes[ 0 ] !== "*" ? ", " + allTypes + "; q=0.01" : "" ) :
				s.accepts[ "*" ]
		);

		// Check for headers option
		for ( i in s.headers ) {
			jqXHR.setRequestHeader( i, s.headers[ i ] );
		}

		// Allow custom headers/mimetypes and early abort
		if ( s.beforeSend && ( s.beforeSend.call( callbackContext, jqXHR, s ) === false || state === 2 ) ) {
				// Abort if not done already
				jqXHR.abort();
				return false;

		}

		// Install callbacks on deferreds
		for ( i in { success: 1, error: 1, complete: 1 } ) {
			jqXHR[ i ]( s[ i ] );
		}

		// Get transport
		transport = inspectPrefiltersOrTransports( transports, s, options, jqXHR );

		// If no transport, we auto-abort
		if ( !transport ) {
			done( -1, "No Transport" );
		} else {
			jqXHR.readyState = 1;
			// Send global event
			if ( fireGlobals ) {
				globalEventContext.trigger( "ajaxSend", [ jqXHR, s ] );
			}
			// Timeout
			if ( s.async && s.timeout > 0 ) {
				timeoutTimer = setTimeout( function(){
					jqXHR.abort( "timeout" );
				}, s.timeout );
			}

			try {
				state = 1;
				transport.send( requestHeaders, done );
			} catch (e) {
				// Propagate exception as error if not done
				if ( state < 2 ) {
					done( -1, e );
				// Simply rethrow otherwise
				} else {
					throw e;
				}
			}
		}

		return jqXHR;
	},

	// Serialize an array of form elements or a set of
	// key/values into a query string
	param: function( a, traditional ) {
		var s = [],
			add = function( key, value ) {
				// If value is a function, invoke it and return its value
				value = jQuery.isFunction( value ) ? value() : value;
				s[ s.length ] = encodeURIComponent( key ) + "=" + encodeURIComponent( value );
			};

		// Set traditional to true for jQuery <= 1.3.2 behavior.
		if ( traditional === undefined ) {
			traditional = jQuery.ajaxSettings.traditional;
		}

		// If an array was passed in, assume that it is an array of form elements.
		if ( jQuery.isArray( a ) || ( a.jquery && !jQuery.isPlainObject( a ) ) ) {
			// Serialize the form elements
			jQuery.each( a, function() {
				add( this.name, this.value );
			});

		} else {
			// If traditional, encode the "old" way (the way 1.3.2 or older
			// did it), otherwise encode params recursively.
			for ( var prefix in a ) {
				buildParams( prefix, a[ prefix ], traditional, add );
			}
		}

		// Return the resulting serialization
		return s.join( "&" ).replace( r20, "+" );
	}
});

function buildParams( prefix, obj, traditional, add ) {
	if ( jQuery.isArray( obj ) ) {
		// Serialize array item.
		jQuery.each( obj, function( i, v ) {
			if ( traditional || rbracket.test( prefix ) ) {
				// Treat each array item as a scalar.
				add( prefix, v );

			} else {
				// If array item is non-scalar (array or object), encode its
				// numeric index to resolve deserialization ambiguity issues.
				// Note that rack (as of 1.0.0) can't currently deserialize
				// nested arrays properly, and attempting to do so may cause
				// a server error. Possible fixes are to modify rack's
				// deserialization algorithm or to provide an option or flag
				// to force array serialization to be shallow.
				buildParams( prefix + "[" + ( typeof v === "object" ? i : "" ) + "]", v, traditional, add );
			}
		});

	} else if ( !traditional && jQuery.type( obj ) === "object" ) {
		// Serialize object item.
		for ( var name in obj ) {
			buildParams( prefix + "[" + name + "]", obj[ name ], traditional, add );
		}

	} else {
		// Serialize scalar item.
		add( prefix, obj );
	}
}

// This is still on the jQuery object... for now
// Want to move this to jQuery.ajax some day
jQuery.extend({

	// Counter for holding the number of active queries
	active: 0,

	// Last-Modified header cache for next request
	lastModified: {},
	etag: {}

});

/* Handles responses to an ajax request:
 * - sets all responseXXX fields accordingly
 * - finds the right dataType (mediates between content-type and expected dataType)
 * - returns the corresponding response
 */
function ajaxHandleResponses( s, jqXHR, responses ) {

	var contents = s.contents,
		dataTypes = s.dataTypes,
		responseFields = s.responseFields,
		ct,
		type,
		finalDataType,
		firstDataType;

	// Fill responseXXX fields
	for ( type in responseFields ) {
		if ( type in responses ) {
			jqXHR[ responseFields[type] ] = responses[ type ];
		}
	}

	// Remove auto dataType and get content-type in the process
	while( dataTypes[ 0 ] === "*" ) {
		dataTypes.shift();
		if ( ct === undefined ) {
			ct = s.mimeType || jqXHR.getResponseHeader( "content-type" );
		}
	}

	// Check if we're dealing with a known content-type
	if ( ct ) {
		for ( type in contents ) {
			if ( contents[ type ] && contents[ type ].test( ct ) ) {
				dataTypes.unshift( type );
				break;
			}
		}
	}

	// Check to see if we have a response for the expected dataType
	if ( dataTypes[ 0 ] in responses ) {
		finalDataType = dataTypes[ 0 ];
	} else {
		// Try convertible dataTypes
		for ( type in responses ) {
			if ( !dataTypes[ 0 ] || s.converters[ type + " " + dataTypes[0] ] ) {
				finalDataType = type;
				break;
			}
			if ( !firstDataType ) {
				firstDataType = type;
			}
		}
		// Or just use first one
		finalDataType = finalDataType || firstDataType;
	}

	// If we found a dataType
	// We add the dataType to the list if needed
	// and return the corresponding response
	if ( finalDataType ) {
		if ( finalDataType !== dataTypes[ 0 ] ) {
			dataTypes.unshift( finalDataType );
		}
		return responses[ finalDataType ];
	}
}

// Chain conversions given the request and the original response
function ajaxConvert( s, response ) {

	// Apply the dataFilter if provided
	if ( s.dataFilter ) {
		response = s.dataFilter( response, s.dataType );
	}

	var dataTypes = s.dataTypes,
		converters = {},
		i,
		key,
		length = dataTypes.length,
		tmp,
		// Current and previous dataTypes
		current = dataTypes[ 0 ],
		prev,
		// Conversion expression
		conversion,
		// Conversion function
		conv,
		// Conversion functions (transitive conversion)
		conv1,
		conv2;

	// For each dataType in the chain
	for ( i = 1; i < length; i++ ) {

		// Create converters map
		// with lowercased keys
		if ( i === 1 ) {
			for ( key in s.converters ) {
				if ( typeof key === "string" ) {
					converters[ key.toLowerCase() ] = s.converters[ key ];
				}
			}
		}

		// Get the dataTypes
		prev = current;
		current = dataTypes[ i ];

		// If current is auto dataType, update it to prev
		if ( current === "*" ) {
			current = prev;
		// If no auto and dataTypes are actually different
		} else if ( prev !== "*" && prev !== current ) {

			// Get the converter
			conversion = prev + " " + current;
			conv = converters[ conversion ] || converters[ "* " + current ];

			// If there is no direct converter, search transitively
			if ( !conv ) {
				conv2 = undefined;
				for ( conv1 in converters ) {
					tmp = conv1.split( " " );
					if ( tmp[ 0 ] === prev || tmp[ 0 ] === "*" ) {
						conv2 = converters[ tmp[1] + " " + current ];
						if ( conv2 ) {
							conv1 = converters[ conv1 ];
							if ( conv1 === true ) {
								conv = conv2;
							} else if ( conv2 === true ) {
								conv = conv1;
							}
							break;
						}
					}
				}
			}
			// If we found no converter, dispatch an error
			if ( !( conv || conv2 ) ) {
				jQuery.error( "No conversion from " + conversion.replace(" "," to ") );
			}
			// If found converter is not an equivalence
			if ( conv !== true ) {
				// Convert with 1 or 2 converters accordingly
				response = conv ? conv( response ) : conv2( conv1(response) );
			}
		}
	}
	return response;
}




var jsc = jQuery.now(),
	jsre = /(\=)\?(&|$)|\?\?/i;

// Default jsonp settings
jQuery.ajaxSetup({
	jsonp: "callback",
	jsonpCallback: function() {
		return jQuery.expando + "_" + ( jsc++ );
	}
});

// Detect, normalize options and install callbacks for jsonp requests
jQuery.ajaxPrefilter( "json jsonp", function( s, originalSettings, jqXHR ) {

	var inspectData = ( typeof s.data === "string" ) && /^application\/x\-www\-form\-urlencoded/.test( s.contentType );

	if ( s.dataTypes[ 0 ] === "jsonp" ||
		s.jsonp !== false && ( jsre.test( s.url ) ||
				inspectData && jsre.test( s.data ) ) ) {

		var responseContainer,
			jsonpCallback = s.jsonpCallback =
				jQuery.isFunction( s.jsonpCallback ) ? s.jsonpCallback() : s.jsonpCallback,
			previous = window[ jsonpCallback ],
			url = s.url,
			data = s.data,
			replace = "$1" + jsonpCallback + "$2";

		if ( s.jsonp !== false ) {
			url = url.replace( jsre, replace );
			if ( s.url === url ) {
				if ( inspectData ) {
					data = data.replace( jsre, replace );
				}
				if ( s.data === data ) {
					// Add callback manually
					url += (/\?/.test( url ) ? "&" : "?") + s.jsonp + "=" + jsonpCallback;
				}
			}
		}

		s.url = url;
		s.data = data;

		// Install callback
		window[ jsonpCallback ] = function( response ) {
			responseContainer = [ response ];
		};

		// Clean-up function
		jqXHR.always(function() {
			// Set callback back to previous value
			window[ jsonpCallback ] = previous;
			// Call if it was a function and we have a response
			if ( responseContainer && jQuery.isFunction( previous ) ) {
				window[ jsonpCallback ]( responseContainer[ 0 ] );
			}
		});

		// Use data converter to retrieve json after script execution
		s.converters["script json"] = function() {
			if ( !responseContainer ) {
				jQuery.error( jsonpCallback + " was not called" );
			}
			return responseContainer[ 0 ];
		};

		// force json dataType
		s.dataTypes[ 0 ] = "json";

		// Delegate to script
		return "script";
	}
});




// Install script dataType
jQuery.ajaxSetup({
	accepts: {
		script: "text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"
	},
	contents: {
		script: /javascript|ecmascript/
	},
	converters: {
		"text script": function( text ) {
			jQuery.globalEval( text );
			return text;
		}
	}
});

// Handle cache's special case and global
jQuery.ajaxPrefilter( "script", function( s ) {
	if ( s.cache === undefined ) {
		s.cache = false;
	}
	if ( s.crossDomain ) {
		s.type = "GET";
		s.global = false;
	}
});

// Bind script tag hack transport
jQuery.ajaxTransport( "script", function(s) {

	// This transport only deals with cross domain requests
	if ( s.crossDomain ) {

		var script,
			head = document.head || document.getElementsByTagName( "head" )[0] || document.documentElement;

		return {

			send: function( _, callback ) {

				script = document.createElement( "script" );

				script.async = "async";

				if ( s.scriptCharset ) {
					script.charset = s.scriptCharset;
				}

				script.src = s.url;

				// Attach handlers for all browsers
				script.onload = script.onreadystatechange = function( _, isAbort ) {

					if ( isAbort || !script.readyState || /loaded|complete/.test( script.readyState ) ) {

						// Handle memory leak in IE
						script.onload = script.onreadystatechange = null;

						// Remove the script
						if ( head && script.parentNode ) {
							head.removeChild( script );
						}

						// Dereference the script
						script = undefined;

						// Callback if not abort
						if ( !isAbort ) {
							callback( 200, "success" );
						}
					}
				};
				// Use insertBefore instead of appendChild  to circumvent an IE6 bug.
				// This arises when a base node is used (#2709 and #4378).
				head.insertBefore( script, head.firstChild );
			},

			abort: function() {
				if ( script ) {
					script.onload( 0, 1 );
				}
			}
		};
	}
});




var // #5280: Internet Explorer will keep connections alive if we don't abort on unload
	xhrOnUnloadAbort = window.ActiveXObject ? function() {
		// Abort all pending requests
		for ( var key in xhrCallbacks ) {
			xhrCallbacks[ key ]( 0, 1 );
		}
	} : false,
	xhrId = 0,
	xhrCallbacks;

// Functions to create xhrs
function createStandardXHR() {
	try {
		return new window.XMLHttpRequest();
	} catch( e ) {}
}

function createActiveXHR() {
	try {
		return new window.ActiveXObject( "Microsoft.XMLHTTP" );
	} catch( e ) {}
}

// Create the request object
// (This is still attached to ajaxSettings for backward compatibility)
jQuery.ajaxSettings.xhr = window.ActiveXObject ?
	/* Microsoft failed to properly
	 * implement the XMLHttpRequest in IE7 (can't request local files),
	 * so we use the ActiveXObject when it is available
	 * Additionally XMLHttpRequest can be disabled in IE7/IE8 so
	 * we need a fallback.
	 */
	function() {
		return !this.isLocal && createStandardXHR() || createActiveXHR();
	} :
	// For all other browsers, use the standard XMLHttpRequest object
	createStandardXHR;

// Determine support properties
(function( xhr ) {
	jQuery.extend( jQuery.support, {
		ajax: !!xhr,
		cors: !!xhr && ( "withCredentials" in xhr )
	});
})( jQuery.ajaxSettings.xhr() );

// Create transport if the browser can provide an xhr
if ( jQuery.support.ajax ) {

	jQuery.ajaxTransport(function( s ) {
		// Cross domain only allowed if supported through XMLHttpRequest
		if ( !s.crossDomain || jQuery.support.cors ) {

			var callback;

			return {
				send: function( headers, complete ) {

					// Get a new xhr
					var xhr = s.xhr(),
						handle,
						i;

					// Open the socket
					// Passing null username, generates a login popup on Opera (#2865)
					if ( s.username ) {
						xhr.open( s.type, s.url, s.async, s.username, s.password );
					} else {
						xhr.open( s.type, s.url, s.async );
					}

					// Apply custom fields if provided
					if ( s.xhrFields ) {
						for ( i in s.xhrFields ) {
							xhr[ i ] = s.xhrFields[ i ];
						}
					}

					// Override mime type if needed
					if ( s.mimeType && xhr.overrideMimeType ) {
						xhr.overrideMimeType( s.mimeType );
					}

					// X-Requested-With header
					// For cross-domain requests, seeing as conditions for a preflight are
					// akin to a jigsaw puzzle, we simply never set it to be sure.
					// (it can always be set on a per-request basis or even using ajaxSetup)
					// For same-domain requests, won't change header if already provided.
					if ( !s.crossDomain && !headers["X-Requested-With"] ) {
						headers[ "X-Requested-With" ] = "XMLHttpRequest";
					}

					// Need an extra try/catch for cross domain requests in Firefox 3
					try {
						for ( i in headers ) {
							xhr.setRequestHeader( i, headers[ i ] );
						}
					} catch( _ ) {}

					// Do send the request
					// This may raise an exception which is actually
					// handled in jQuery.ajax (so no try/catch here)
					xhr.send( ( s.hasContent && s.data ) || null );

					// Listener
					callback = function( _, isAbort ) {

						var status,
							statusText,
							responseHeaders,
							responses,
							xml;

						// Firefox throws exceptions when accessing properties
						// of an xhr when a network error occured
						// http://helpful.knobs-dials.com/index.php/Component_returned_failure_code:_0x80040111_(NS_ERROR_NOT_AVAILABLE)
						try {

							// Was never called and is aborted or complete
							if ( callback && ( isAbort || xhr.readyState === 4 ) ) {

								// Only called once
								callback = undefined;

								// Do not keep as active anymore
								if ( handle ) {
									xhr.onreadystatechange = jQuery.noop;
									if ( xhrOnUnloadAbort ) {
										delete xhrCallbacks[ handle ];
									}
								}

								// If it's an abort
								if ( isAbort ) {
									// Abort it manually if needed
									if ( xhr.readyState !== 4 ) {
										xhr.abort();
									}
								} else {
									status = xhr.status;
									responseHeaders = xhr.getAllResponseHeaders();
									responses = {};
									xml = xhr.responseXML;

									// Construct response list
									if ( xml && xml.documentElement /* #4958 */ ) {
										responses.xml = xml;
									}

									// When requesting binary data, IE6-9 will throw an exception
									// on any attempt to access responseText (#11426)
									try {
										responses.text = xhr.responseText;
									} catch( _ ) {
									}

									// Firefox throws an exception when accessing
									// statusText for faulty cross-domain requests
									try {
										statusText = xhr.statusText;
									} catch( e ) {
										// We normalize with Webkit giving an empty statusText
										statusText = "";
									}

									// Filter status for non standard behaviors

									// If the request is local and we have data: assume a success
									// (success with no data won't get notified, that's the best we
									// can do given current implementations)
									if ( !status && s.isLocal && !s.crossDomain ) {
										status = responses.text ? 200 : 404;
									// IE - #1450: sometimes returns 1223 when it should be 204
									} else if ( status === 1223 ) {
										status = 204;
									}
								}
							}
						} catch( firefoxAccessException ) {
							if ( !isAbort ) {
								complete( -1, firefoxAccessException );
							}
						}

						// Call complete if needed
						if ( responses ) {
							complete( status, statusText, responses, responseHeaders );
						}
					};

					// if we're in sync mode or it's in cache
					// and has been retrieved directly (IE6 & IE7)
					// we need to manually fire the callback
					if ( !s.async || xhr.readyState === 4 ) {
						callback();
					} else {
						handle = ++xhrId;
						if ( xhrOnUnloadAbort ) {
							// Create the active xhrs callbacks list if needed
							// and attach the unload handler
							if ( !xhrCallbacks ) {
								xhrCallbacks = {};
								jQuery( window ).unload( xhrOnUnloadAbort );
							}
							// Add to list of active xhrs callbacks
							xhrCallbacks[ handle ] = callback;
						}
						xhr.onreadystatechange = callback;
					}
				},

				abort: function() {
					if ( callback ) {
						callback(0,1);
					}
				}
			};
		}
	});
}




var elemdisplay = {},
	iframe, iframeDoc,
	rfxtypes = /^(?:toggle|show|hide)$/,
	rfxnum = /^([+\-]=)?([\d+.\-]+)([a-z%]*)$/i,
	timerId,
	fxAttrs = [
		// height animations
		[ "height", "marginTop", "marginBottom", "paddingTop", "paddingBottom" ],
		// width animations
		[ "width", "marginLeft", "marginRight", "paddingLeft", "paddingRight" ],
		// opacity animations
		[ "opacity" ]
	],
	fxNow;

jQuery.fn.extend({
	show: function( speed, easing, callback ) {
		var elem, display;

		if ( speed || speed === 0 ) {
			return this.animate( genFx("show", 3), speed, easing, callback );

		} else {
			for ( var i = 0, j = this.length; i < j; i++ ) {
				elem = this[ i ];

				if ( elem.style ) {
					display = elem.style.display;

					// Reset the inline display of this element to learn if it is
					// being hidden by cascaded rules or not
					if ( !jQuery._data(elem, "olddisplay") && display === "none" ) {
						display = elem.style.display = "";
					}

					// Set elements which have been overridden with display: none
					// in a stylesheet to whatever the default browser style is
					// for such an element
					if ( (display === "" && jQuery.css(elem, "display") === "none") ||
						!jQuery.contains( elem.ownerDocument.documentElement, elem ) ) {
						jQuery._data( elem, "olddisplay", defaultDisplay(elem.nodeName) );
					}
				}
			}

			// Set the display of most of the elements in a second loop
			// to avoid the constant reflow
			for ( i = 0; i < j; i++ ) {
				elem = this[ i ];

				if ( elem.style ) {
					display = elem.style.display;

					if ( display === "" || display === "none" ) {
						elem.style.display = jQuery._data( elem, "olddisplay" ) || "";
					}
				}
			}

			return this;
		}
	},

	hide: function( speed, easing, callback ) {
		if ( speed || speed === 0 ) {
			return this.animate( genFx("hide", 3), speed, easing, callback);

		} else {
			var elem, display,
				i = 0,
				j = this.length;

			for ( ; i < j; i++ ) {
				elem = this[i];
				if ( elem.style ) {
					display = jQuery.css( elem, "display" );

					if ( display !== "none" && !jQuery._data( elem, "olddisplay" ) ) {
						jQuery._data( elem, "olddisplay", display );
					}
				}
			}

			// Set the display of the elements in a second loop
			// to avoid the constant reflow
			for ( i = 0; i < j; i++ ) {
				if ( this[i].style ) {
					this[i].style.display = "none";
				}
			}

			return this;
		}
	},

	// Save the old toggle function
	_toggle: jQuery.fn.toggle,

	toggle: function( fn, fn2, callback ) {
		var bool = typeof fn === "boolean";

		if ( jQuery.isFunction(fn) && jQuery.isFunction(fn2) ) {
			this._toggle.apply( this, arguments );

		} else if ( fn == null || bool ) {
			this.each(function() {
				var state = bool ? fn : jQuery(this).is(":hidden");
				jQuery(this)[ state ? "show" : "hide" ]();
			});

		} else {
			this.animate(genFx("toggle", 3), fn, fn2, callback);
		}

		return this;
	},

	fadeTo: function( speed, to, easing, callback ) {
		return this.filter(":hidden").css("opacity", 0).show().end()
					.animate({opacity: to}, speed, easing, callback);
	},

	animate: function( prop, speed, easing, callback ) {
		var optall = jQuery.speed( speed, easing, callback );

		if ( jQuery.isEmptyObject( prop ) ) {
			return this.each( optall.complete, [ false ] );
		}

		// Do not change referenced properties as per-property easing will be lost
		prop = jQuery.extend( {}, prop );

		function doAnimation() {
			// XXX 'this' does not always have a nodeName when running the
			// test suite

			if ( optall.queue === false ) {
				jQuery._mark( this );
			}

			var opt = jQuery.extend( {}, optall ),
				isElement = this.nodeType === 1,
				hidden = isElement && jQuery(this).is(":hidden"),
				name, val, p, e, hooks, replace,
				parts, start, end, unit,
				method;

			// will store per property easing and be used to determine when an animation is complete
			opt.animatedProperties = {};

			// first pass over propertys to expand / normalize
			for ( p in prop ) {
				name = jQuery.camelCase( p );
				if ( p !== name ) {
					prop[ name ] = prop[ p ];
					delete prop[ p ];
				}

				if ( ( hooks = jQuery.cssHooks[ name ] ) && "expand" in hooks ) {
					replace = hooks.expand( prop[ name ] );
					delete prop[ name ];

					// not quite $.extend, this wont overwrite keys already present.
					// also - reusing 'p' from above because we have the correct "name"
					for ( p in replace ) {
						if ( ! ( p in prop ) ) {
							prop[ p ] = replace[ p ];
						}
					}
				}
			}

			for ( name in prop ) {
				val = prop[ name ];
				// easing resolution: per property > opt.specialEasing > opt.easing > 'swing' (default)
				if ( jQuery.isArray( val ) ) {
					opt.animatedProperties[ name ] = val[ 1 ];
					val = prop[ name ] = val[ 0 ];
				} else {
					opt.animatedProperties[ name ] = opt.specialEasing && opt.specialEasing[ name ] || opt.easing || 'swing';
				}

				if ( val === "hide" && hidden || val === "show" && !hidden ) {
					return opt.complete.call( this );
				}

				if ( isElement && ( name === "height" || name === "width" ) ) {
					// Make sure that nothing sneaks out
					// Record all 3 overflow attributes because IE does not
					// change the overflow attribute when overflowX and
					// overflowY are set to the same value
					opt.overflow = [ this.style.overflow, this.style.overflowX, this.style.overflowY ];

					// Set display property to inline-block for height/width
					// animations on inline elements that are having width/height animated
					if ( jQuery.css( this, "display" ) === "inline" &&
							jQuery.css( this, "float" ) === "none" ) {

						// inline-level elements accept inline-block;
						// block-level elements need to be inline with layout
						if ( !jQuery.support.inlineBlockNeedsLayout || defaultDisplay( this.nodeName ) === "inline" ) {
							this.style.display = "inline-block";

						} else {
							this.style.zoom = 1;
						}
					}
				}
			}

			if ( opt.overflow != null ) {
				this.style.overflow = "hidden";
			}

			for ( p in prop ) {
				e = new jQuery.fx( this, opt, p );
				val = prop[ p ];

				if ( rfxtypes.test( val ) ) {

					// Tracks whether to show or hide based on private
					// data attached to the element
					method = jQuery._data( this, "toggle" + p ) || ( val === "toggle" ? hidden ? "show" : "hide" : 0 );
					if ( method ) {
						jQuery._data( this, "toggle" + p, method === "show" ? "hide" : "show" );
						e[ method ]();
					} else {
						e[ val ]();
					}

				} else {
					parts = rfxnum.exec( val );
					start = e.cur();

					if ( parts ) {
						end = parseFloat( parts[2] );
						unit = parts[3] || ( jQuery.cssNumber[ p ] ? "" : "px" );

						// We need to compute starting value
						if ( unit !== "px" ) {
							jQuery.style( this, p, (end || 1) + unit);
							start = ( (end || 1) / e.cur() ) * start;
							jQuery.style( this, p, start + unit);
						}

						// If a +=/-= token was provided, we're doing a relative animation
						if ( parts[1] ) {
							end = ( (parts[ 1 ] === "-=" ? -1 : 1) * end ) + start;
						}

						e.custom( start, end, unit );

					} else {
						e.custom( start, val, "" );
					}
				}
			}

			// For JS strict compliance
			return true;
		}

		return optall.queue === false ?
			this.each( doAnimation ) :
			this.queue( optall.queue, doAnimation );
	},

	stop: function( type, clearQueue, gotoEnd ) {
		if ( typeof type !== "string" ) {
			gotoEnd = clearQueue;
			clearQueue = type;
			type = undefined;
		}
		if ( clearQueue && type !== false ) {
			this.queue( type || "fx", [] );
		}

		return this.each(function() {
			var index,
				hadTimers = false,
				timers = jQuery.timers,
				data = jQuery._data( this );

			// clear marker counters if we know they won't be
			if ( !gotoEnd ) {
				jQuery._unmark( true, this );
			}

			function stopQueue( elem, data, index ) {
				var hooks = data[ index ];
				jQuery.removeData( elem, index, true );
				hooks.stop( gotoEnd );
			}

			if ( type == null ) {
				for ( index in data ) {
					if ( data[ index ] && data[ index ].stop && index.indexOf(".run") === index.length - 4 ) {
						stopQueue( this, data, index );
					}
				}
			} else if ( data[ index = type + ".run" ] && data[ index ].stop ){
				stopQueue( this, data, index );
			}

			for ( index = timers.length; index--; ) {
				if ( timers[ index ].elem === this && (type == null || timers[ index ].queue === type) ) {
					if ( gotoEnd ) {

						// force the next step to be the last
						timers[ index ]( true );
					} else {
						timers[ index ].saveState();
					}
					hadTimers = true;
					timers.splice( index, 1 );
				}
			}

			// start the next in the queue if the last step wasn't forced
			// timers currently will call their complete callbacks, which will dequeue
			// but only if they were gotoEnd
			if ( !( gotoEnd && hadTimers ) ) {
				jQuery.dequeue( this, type );
			}
		});
	}

});

// Animations created synchronously will run synchronously
function createFxNow() {
	setTimeout( clearFxNow, 0 );
	return ( fxNow = jQuery.now() );
}

function clearFxNow() {
	fxNow = undefined;
}

// Generate parameters to create a standard animation
function genFx( type, num ) {
	var obj = {};

	jQuery.each( fxAttrs.concat.apply([], fxAttrs.slice( 0, num )), function() {
		obj[ this ] = type;
	});

	return obj;
}

// Generate shortcuts for custom animations
jQuery.each({
	slideDown: genFx( "show", 1 ),
	slideUp: genFx( "hide", 1 ),
	slideToggle: genFx( "toggle", 1 ),
	fadeIn: { opacity: "show" },
	fadeOut: { opacity: "hide" },
	fadeToggle: { opacity: "toggle" }
}, function( name, props ) {
	jQuery.fn[ name ] = function( speed, easing, callback ) {
		return this.animate( props, speed, easing, callback );
	};
});

jQuery.extend({
	speed: function( speed, easing, fn ) {
		var opt = speed && typeof speed === "object" ? jQuery.extend( {}, speed ) : {
			complete: fn || !fn && easing ||
				jQuery.isFunction( speed ) && speed,
			duration: speed,
			easing: fn && easing || easing && !jQuery.isFunction( easing ) && easing
		};

		opt.duration = jQuery.fx.off ? 0 : typeof opt.duration === "number" ? opt.duration :
			opt.duration in jQuery.fx.speeds ? jQuery.fx.speeds[ opt.duration ] : jQuery.fx.speeds._default;

		// normalize opt.queue - true/undefined/null -> "fx"
		if ( opt.queue == null || opt.queue === true ) {
			opt.queue = "fx";
		}

		// Queueing
		opt.old = opt.complete;

		opt.complete = function( noUnmark ) {
			if ( jQuery.isFunction( opt.old ) ) {
				opt.old.call( this );
			}

			if ( opt.queue ) {
				jQuery.dequeue( this, opt.queue );
			} else if ( noUnmark !== false ) {
				jQuery._unmark( this );
			}
		};

		return opt;
	},

	easing: {
		linear: function( p ) {
			return p;
		},
		swing: function( p ) {
			return ( -Math.cos( p*Math.PI ) / 2 ) + 0.5;
		}
	},

	timers: [],

	fx: function( elem, options, prop ) {
		this.options = options;
		this.elem = elem;
		this.prop = prop;

		options.orig = options.orig || {};
	}

});

jQuery.fx.prototype = {
	// Simple function for setting a style value
	update: function() {
		if ( this.options.step ) {
			this.options.step.call( this.elem, this.now, this );
		}

		( jQuery.fx.step[ this.prop ] || jQuery.fx.step._default )( this );
	},

	// Get the current size
	cur: function() {
		if ( this.elem[ this.prop ] != null && (!this.elem.style || this.elem.style[ this.prop ] == null) ) {
			return this.elem[ this.prop ];
		}

		var parsed,
			r = jQuery.css( this.elem, this.prop );
		// Empty strings, null, undefined and "auto" are converted to 0,
		// complex values such as "rotate(1rad)" are returned as is,
		// simple values such as "10px" are parsed to Float.
		return isNaN( parsed = parseFloat( r ) ) ? !r || r === "auto" ? 0 : r : parsed;
	},

	// Start an animation from one number to another
	custom: function( from, to, unit ) {
		var self = this,
			fx = jQuery.fx;

		this.startTime = fxNow || createFxNow();
		this.end = to;
		this.now = this.start = from;
		this.pos = this.state = 0;
		this.unit = unit || this.unit || ( jQuery.cssNumber[ this.prop ] ? "" : "px" );

		function t( gotoEnd ) {
			return self.step( gotoEnd );
		}

		t.queue = this.options.queue;
		t.elem = this.elem;
		t.saveState = function() {
			if ( jQuery._data( self.elem, "fxshow" + self.prop ) === undefined ) {
				if ( self.options.hide ) {
					jQuery._data( self.elem, "fxshow" + self.prop, self.start );
				} else if ( self.options.show ) {
					jQuery._data( self.elem, "fxshow" + self.prop, self.end );
				}
			}
		};

		if ( t() && jQuery.timers.push(t) && !timerId ) {
			timerId = setInterval( fx.tick, fx.interval );
		}
	},

	// Simple 'show' function
	show: function() {
		var dataShow = jQuery._data( this.elem, "fxshow" + this.prop );

		// Remember where we started, so that we can go back to it later
		this.options.orig[ this.prop ] = dataShow || jQuery.style( this.elem, this.prop );
		this.options.show = true;

		// Begin the animation
		// Make sure that we start at a small width/height to avoid any flash of content
		if ( dataShow !== undefined ) {
			// This show is picking up where a previous hide or show left off
			this.custom( this.cur(), dataShow );
		} else {
			this.custom( this.prop === "width" || this.prop === "height" ? 1 : 0, this.cur() );
		}

		// Start by showing the element
		jQuery( this.elem ).show();
	},

	// Simple 'hide' function
	hide: function() {
		// Remember where we started, so that we can go back to it later
		this.options.orig[ this.prop ] = jQuery._data( this.elem, "fxshow" + this.prop ) || jQuery.style( this.elem, this.prop );
		this.options.hide = true;

		// Begin the animation
		this.custom( this.cur(), 0 );
	},

	// Each step of an animation
	step: function( gotoEnd ) {
		var p, n, complete,
			t = fxNow || createFxNow(),
			done = true,
			elem = this.elem,
			options = this.options;

		if ( gotoEnd || t >= options.duration + this.startTime ) {
			this.now = this.end;
			this.pos = this.state = 1;
			this.update();

			options.animatedProperties[ this.prop ] = true;

			for ( p in options.animatedProperties ) {
				if ( options.animatedProperties[ p ] !== true ) {
					done = false;
				}
			}

			if ( done ) {
				// Reset the overflow
				if ( options.overflow != null && !jQuery.support.shrinkWrapBlocks ) {

					jQuery.each( [ "", "X", "Y" ], function( index, value ) {
						elem.style[ "overflow" + value ] = options.overflow[ index ];
					});
				}

				// Hide the element if the "hide" operation was done
				if ( options.hide ) {
					jQuery( elem ).hide();
				}

				// Reset the properties, if the item has been hidden or shown
				if ( options.hide || options.show ) {
					for ( p in options.animatedProperties ) {
						jQuery.style( elem, p, options.orig[ p ] );
						jQuery.removeData( elem, "fxshow" + p, true );
						// Toggle data is no longer needed
						jQuery.removeData( elem, "toggle" + p, true );
					}
				}

				// Execute the complete function
				// in the event that the complete function throws an exception
				// we must ensure it won't be called twice. #5684

				complete = options.complete;
				if ( complete ) {

					options.complete = false;
					complete.call( elem );
				}
			}

			return false;

		} else {
			// classical easing cannot be used with an Infinity duration
			if ( options.duration == Infinity ) {
				this.now = t;
			} else {
				n = t - this.startTime;
				this.state = n / options.duration;

				// Perform the easing function, defaults to swing
				this.pos = jQuery.easing[ options.animatedProperties[this.prop] ]( this.state, n, 0, 1, options.duration );
				this.now = this.start + ( (this.end - this.start) * this.pos );
			}
			// Perform the next step of the animation
			this.update();
		}

		return true;
	}
};

jQuery.extend( jQuery.fx, {
	tick: function() {
		var timer,
			timers = jQuery.timers,
			i = 0;

		for ( ; i < timers.length; i++ ) {
			timer = timers[ i ];
			// Checks the timer has not already been removed
			if ( !timer() && timers[ i ] === timer ) {
				timers.splice( i--, 1 );
			}
		}

		if ( !timers.length ) {
			jQuery.fx.stop();
		}
	},

	interval: 13,

	stop: function() {
		clearInterval( timerId );
		timerId = null;
	},

	speeds: {
		slow: 600,
		fast: 200,
		// Default speed
		_default: 400
	},

	step: {
		opacity: function( fx ) {
			jQuery.style( fx.elem, "opacity", fx.now );
		},

		_default: function( fx ) {
			if ( fx.elem.style && fx.elem.style[ fx.prop ] != null ) {
				fx.elem.style[ fx.prop ] = fx.now + fx.unit;
			} else {
				fx.elem[ fx.prop ] = fx.now;
			}
		}
	}
});

// Ensure props that can't be negative don't go there on undershoot easing
jQuery.each( fxAttrs.concat.apply( [], fxAttrs ), function( i, prop ) {
	// exclude marginTop, marginLeft, marginBottom and marginRight from this list
	if ( prop.indexOf( "margin" ) ) {
		jQuery.fx.step[ prop ] = function( fx ) {
			jQuery.style( fx.elem, prop, Math.max(0, fx.now) + fx.unit );
		};
	}
});

if ( jQuery.expr && jQuery.expr.filters ) {
	jQuery.expr.filters.animated = function( elem ) {
		return jQuery.grep(jQuery.timers, function( fn ) {
			return elem === fn.elem;
		}).length;
	};
}

// Try to restore the default display value of an element
function defaultDisplay( nodeName ) {

	if ( !elemdisplay[ nodeName ] ) {

		var body = document.body,
			elem = jQuery( "<" + nodeName + ">" ).appendTo( body ),
			display = elem.css( "display" );
		elem.remove();

		// If the simple way fails,
		// get element's real default display by attaching it to a temp iframe
		if ( display === "none" || display === "" ) {
			// No iframe to use yet, so create it
			if ( !iframe ) {
				iframe = document.createElement( "iframe" );
				iframe.frameBorder = iframe.width = iframe.height = 0;
			}

			body.appendChild( iframe );

			// Create a cacheable copy of the iframe document on first call.
			// IE and Opera will allow us to reuse the iframeDoc without re-writing the fake HTML
			// document to it; WebKit & Firefox won't allow reusing the iframe document.
			if ( !iframeDoc || !iframe.createElement ) {
				iframeDoc = ( iframe.contentWindow || iframe.contentDocument ).document;
				iframeDoc.write( ( jQuery.support.boxModel ? "<!doctype html>" : "" ) + "<html><body>" );
				iframeDoc.close();
			}

			elem = iframeDoc.createElement( nodeName );

			iframeDoc.body.appendChild( elem );

			display = jQuery.css( elem, "display" );
			body.removeChild( iframe );
		}

		// Store the correct default display
		elemdisplay[ nodeName ] = display;
	}

	return elemdisplay[ nodeName ];
}




var getOffset,
	rtable = /^t(?:able|d|h)$/i,
	rroot = /^(?:body|html)$/i;

if ( "getBoundingClientRect" in document.documentElement ) {
	getOffset = function( elem, doc, docElem, box ) {
		try {
			box = elem.getBoundingClientRect();
		} catch(e) {}

		// Make sure we're not dealing with a disconnected DOM node
		if ( !box || !jQuery.contains( docElem, elem ) ) {
			return box ? { top: box.top, left: box.left } : { top: 0, left: 0 };
		}

		var body = doc.body,
			win = getWindow( doc ),
			clientTop  = docElem.clientTop  || body.clientTop  || 0,
			clientLeft = docElem.clientLeft || body.clientLeft || 0,
			scrollTop  = win.pageYOffset || jQuery.support.boxModel && docElem.scrollTop  || body.scrollTop,
			scrollLeft = win.pageXOffset || jQuery.support.boxModel && docElem.scrollLeft || body.scrollLeft,
			top  = box.top  + scrollTop  - clientTop,
			left = box.left + scrollLeft - clientLeft;

		return { top: top, left: left };
	};

} else {
	getOffset = function( elem, doc, docElem ) {
		var computedStyle,
			offsetParent = elem.offsetParent,
			prevOffsetParent = elem,
			body = doc.body,
			defaultView = doc.defaultView,
			prevComputedStyle = defaultView ? defaultView.getComputedStyle( elem, null ) : elem.currentStyle,
			top = elem.offsetTop,
			left = elem.offsetLeft;

		while ( (elem = elem.parentNode) && elem !== body && elem !== docElem ) {
			if ( jQuery.support.fixedPosition && prevComputedStyle.position === "fixed" ) {
				break;
			}

			computedStyle = defaultView ? defaultView.getComputedStyle(elem, null) : elem.currentStyle;
			top  -= elem.scrollTop;
			left -= elem.scrollLeft;

			if ( elem === offsetParent ) {
				top  += elem.offsetTop;
				left += elem.offsetLeft;

				if ( jQuery.support.doesNotAddBorder && !(jQuery.support.doesAddBorderForTableAndCells && rtable.test(elem.nodeName)) ) {
					top  += parseFloat( computedStyle.borderTopWidth  ) || 0;
					left += parseFloat( computedStyle.borderLeftWidth ) || 0;
				}

				prevOffsetParent = offsetParent;
				offsetParent = elem.offsetParent;
			}

			if ( jQuery.support.subtractsBorderForOverflowNotVisible && computedStyle.overflow !== "visible" ) {
				top  += parseFloat( computedStyle.borderTopWidth  ) || 0;
				left += parseFloat( computedStyle.borderLeftWidth ) || 0;
			}

			prevComputedStyle = computedStyle;
		}

		if ( prevComputedStyle.position === "relative" || prevComputedStyle.position === "static" ) {
			top  += body.offsetTop;
			left += body.offsetLeft;
		}

		if ( jQuery.support.fixedPosition && prevComputedStyle.position === "fixed" ) {
			top  += Math.max( docElem.scrollTop, body.scrollTop );
			left += Math.max( docElem.scrollLeft, body.scrollLeft );
		}

		return { top: top, left: left };
	};
}

jQuery.fn.offset = function( options ) {
	if ( arguments.length ) {
		return options === undefined ?
			this :
			this.each(function( i ) {
				jQuery.offset.setOffset( this, options, i );
			});
	}

	var elem = this[0],
		doc = elem && elem.ownerDocument;

	if ( !doc ) {
		return null;
	}

	if ( elem === doc.body ) {
		return jQuery.offset.bodyOffset( elem );
	}

	return getOffset( elem, doc, doc.documentElement );
};

jQuery.offset = {

	bodyOffset: function( body ) {
		var top = body.offsetTop,
			left = body.offsetLeft;

		if ( jQuery.support.doesNotIncludeMarginInBodyOffset ) {
			top  += parseFloat( jQuery.css(body, "marginTop") ) || 0;
			left += parseFloat( jQuery.css(body, "marginLeft") ) || 0;
		}

		return { top: top, left: left };
	},

	setOffset: function( elem, options, i ) {
		var position = jQuery.css( elem, "position" );

		// set position first, in-case top/left are set even on static elem
		if ( position === "static" ) {
			elem.style.position = "relative";
		}

		var curElem = jQuery( elem ),
			curOffset = curElem.offset(),
			curCSSTop = jQuery.css( elem, "top" ),
			curCSSLeft = jQuery.css( elem, "left" ),
			calculatePosition = ( position === "absolute" || position === "fixed" ) && jQuery.inArray("auto", [curCSSTop, curCSSLeft]) > -1,
			props = {}, curPosition = {}, curTop, curLeft;

		// need to be able to calculate position if either top or left is auto and position is either absolute or fixed
		if ( calculatePosition ) {
			curPosition = curElem.position();
			curTop = curPosition.top;
			curLeft = curPosition.left;
		} else {
			curTop = parseFloat( curCSSTop ) || 0;
			curLeft = parseFloat( curCSSLeft ) || 0;
		}

		if ( jQuery.isFunction( options ) ) {
			options = options.call( elem, i, curOffset );
		}

		if ( options.top != null ) {
			props.top = ( options.top - curOffset.top ) + curTop;
		}
		if ( options.left != null ) {
			props.left = ( options.left - curOffset.left ) + curLeft;
		}

		if ( "using" in options ) {
			options.using.call( elem, props );
		} else {
			curElem.css( props );
		}
	}
};


jQuery.fn.extend({

	position: function() {
		if ( !this[0] ) {
			return null;
		}

		var elem = this[0],

		// Get *real* offsetParent
		offsetParent = this.offsetParent(),

		// Get correct offsets
		offset       = this.offset(),
		parentOffset = rroot.test(offsetParent[0].nodeName) ? { top: 0, left: 0 } : offsetParent.offset();

		// Subtract element margins
		// note: when an element has margin: auto the offsetLeft and marginLeft
		// are the same in Safari causing offset.left to incorrectly be 0
		offset.top  -= parseFloat( jQuery.css(elem, "marginTop") ) || 0;
		offset.left -= parseFloat( jQuery.css(elem, "marginLeft") ) || 0;

		// Add offsetParent borders
		parentOffset.top  += parseFloat( jQuery.css(offsetParent[0], "borderTopWidth") ) || 0;
		parentOffset.left += parseFloat( jQuery.css(offsetParent[0], "borderLeftWidth") ) || 0;

		// Subtract the two offsets
		return {
			top:  offset.top  - parentOffset.top,
			left: offset.left - parentOffset.left
		};
	},

	offsetParent: function() {
		return this.map(function() {
			var offsetParent = this.offsetParent || document.body;
			while ( offsetParent && (!rroot.test(offsetParent.nodeName) && jQuery.css(offsetParent, "position") === "static") ) {
				offsetParent = offsetParent.offsetParent;
			}
			return offsetParent;
		});
	}
});


// Create scrollLeft and scrollTop methods
jQuery.each( {scrollLeft: "pageXOffset", scrollTop: "pageYOffset"}, function( method, prop ) {
	var top = /Y/.test( prop );

	jQuery.fn[ method ] = function( val ) {
		return jQuery.access( this, function( elem, method, val ) {
			var win = getWindow( elem );

			if ( val === undefined ) {
				return win ? (prop in win) ? win[ prop ] :
					jQuery.support.boxModel && win.document.documentElement[ method ] ||
						win.document.body[ method ] :
					elem[ method ];
			}

			if ( win ) {
				win.scrollTo(
					!top ? val : jQuery( win ).scrollLeft(),
					 top ? val : jQuery( win ).scrollTop()
				);

			} else {
				elem[ method ] = val;
			}
		}, method, val, arguments.length, null );
	};
});

function getWindow( elem ) {
	return jQuery.isWindow( elem ) ?
		elem :
		elem.nodeType === 9 ?
			elem.defaultView || elem.parentWindow :
			false;
}




// Create width, height, innerHeight, innerWidth, outerHeight and outerWidth methods
jQuery.each( { Height: "height", Width: "width" }, function( name, type ) {
	var clientProp = "client" + name,
		scrollProp = "scroll" + name,
		offsetProp = "offset" + name;

	// innerHeight and innerWidth
	jQuery.fn[ "inner" + name ] = function() {
		var elem = this[0];
		return elem ?
			elem.style ?
			parseFloat( jQuery.css( elem, type, "padding" ) ) :
			this[ type ]() :
			null;
	};

	// outerHeight and outerWidth
	jQuery.fn[ "outer" + name ] = function( margin ) {
		var elem = this[0];
		return elem ?
			elem.style ?
			parseFloat( jQuery.css( elem, type, margin ? "margin" : "border" ) ) :
			this[ type ]() :
			null;
	};

	jQuery.fn[ type ] = function( value ) {
		return jQuery.access( this, function( elem, type, value ) {
			var doc, docElemProp, orig, ret;

			if ( jQuery.isWindow( elem ) ) {
				// 3rd condition allows Nokia support, as it supports the docElem prop but not CSS1Compat
				doc = elem.document;
				docElemProp = doc.documentElement[ clientProp ];
				return jQuery.support.boxModel && docElemProp ||
					doc.body && doc.body[ clientProp ] || docElemProp;
			}

			// Get document width or height
			if ( elem.nodeType === 9 ) {
				// Either scroll[Width/Height] or offset[Width/Height], whichever is greater
				doc = elem.documentElement;

				// when a window > document, IE6 reports a offset[Width/Height] > client[Width/Height]
				// so we can't use max, as it'll choose the incorrect offset[Width/Height]
				// instead we use the correct client[Width/Height]
				// support:IE6
				if ( doc[ clientProp ] >= doc[ scrollProp ] ) {
					return doc[ clientProp ];
				}

				return Math.max(
					elem.body[ scrollProp ], doc[ scrollProp ],
					elem.body[ offsetProp ], doc[ offsetProp ]
				);
			}

			// Get width or height on the element
			if ( value === undefined ) {
				orig = jQuery.css( elem, type );
				ret = parseFloat( orig );
				return jQuery.isNumeric( ret ) ? ret : orig;
			}

			// Set the width or height on the element
			jQuery( elem ).css( type, value );
		}, type, value, arguments.length, null );
	};
});




// Expose jQuery to the global object
window.jQuery = window.$ = jQuery;

// Expose jQuery as an AMD module, but only for AMD loaders that
// understand the issues with loading multiple versions of jQuery
// in a page that all might call define(). The loader will indicate
// they have special allowances for multiple jQuery versions by
// specifying define.amd.jQuery = true. Register as a named module,
// since jQuery can be concatenated with other files that may use define,
// but not use a proper concatenation script that understands anonymous
// AMD modules. A named AMD is safest and most robust way to register.
// Lowercase jquery is used because AMD module names are derived from
// file names, and jQuery is normally delivered in a lowercase file name.
// Do this after creating the global so that if an AMD module wants to call
// noConflict to hide this version of jQuery, it will work.
if ( typeof define === "function" && define.amd && define.amd.jQuery ) {
	define( "jquery", [], function () { return jQuery; } );
}



})( window );
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/*! jQuery v1.7.1 jquery.com | jquery.org/license */
(function(a,b){function cy(a){return f.isWindow(a)?a:a.nodeType===9?a.defaultView||a.parentWindow:!1}function cv(a){if(!ck[a]){var b=c.body,d=f("<"+a+">").appendTo(b),e=d.css("display");d.remove();if(e==="none"||e===""){cl||(cl=c.createElement("iframe"),cl.frameBorder=cl.width=cl.height=0),b.appendChild(cl);if(!cm||!cl.createElement)cm=(cl.contentWindow||cl.contentDocument).document,cm.write((c.compatMode==="CSS1Compat"?"<!doctype html>":"")+"<html><body>"),cm.close();d=cm.createElement(a),cm.body.appendChild(d),e=f.css(d,"display"),b.removeChild(cl)}ck[a]=e}return ck[a]}function cu(a,b){var c={};f.each(cq.concat.apply([],cq.slice(0,b)),function(){c[this]=a});return c}function ct(){cr=b}function cs(){setTimeout(ct,0);return cr=f.now()}function cj(){try{return new a.ActiveXObject("Microsoft.XMLHTTP")}catch(b){}}function ci(){try{return new a.XMLHttpRequest}catch(b){}}function cc(a,c){a.dataFilter&&(c=a.dataFilter(c,a.dataType));var d=a.dataTypes,e={},g,h,i=d.length,j,k=d[0],l,m,n,o,p;for(g=1;g<i;g++){if(g===1)for(h in a.converters)typeof h=="string"&&(e[h.toLowerCase()]=a.converters[h]);l=k,k=d[g];if(k==="*")k=l;else if(l!=="*"&&l!==k){m=l+" "+k,n=e[m]||e["* "+k];if(!n){p=b;for(o in e){j=o.split(" ");if(j[0]===l||j[0]==="*"){p=e[j[1]+" "+k];if(p){o=e[o],o===!0?n=p:p===!0&&(n=o);break}}}}!n&&!p&&f.error("No conversion from "+m.replace(" "," to ")),n!==!0&&(c=n?n(c):p(o(c)))}}return c}function cb(a,c,d){var e=a.contents,f=a.dataTypes,g=a.responseFields,h,i,j,k;for(i in g)i in d&&(c[g[i]]=d[i]);while(f[0]==="*")f.shift(),h===b&&(h=a.mimeType||c.getResponseHeader("content-type"));if(h)for(i in e)if(e[i]&&e[i].test(h)){f.unshift(i);break}if(f[0]in d)j=f[0];else{for(i in d){if(!f[0]||a.converters[i+" "+f[0]]){j=i;break}k||(k=i)}j=j||k}if(j){j!==f[0]&&f.unshift(j);return d[j]}}function ca(a,b,c,d){if(f.isArray(b))f.each(b,function(b,e){c||bE.test(a)?d(a,e):ca(a+"["+(typeof e=="object"||f.isArray(e)?b:"")+"]",e,c,d)});else if(!c&&b!=null&&typeof b=="object")for(var e in b)ca(a+"["+e+"]",b[e],c,d);else d(a,b)}function b_(a,c){var d,e,g=f.ajaxSettings.flatOptions||{};for(d in c)c[d]!==b&&((g[d]?a:e||(e={}))[d]=c[d]);e&&f.extend(!0,a,e)}function b$(a,c,d,e,f,g){f=f||c.dataTypes[0],g=g||{},g[f]=!0;var h=a[f],i=0,j=h?h.length:0,k=a===bT,l;for(;i<j&&(k||!l);i++)l=h[i](c,d,e),typeof l=="string"&&(!k||g[l]?l=b:(c.dataTypes.unshift(l),l=b$(a,c,d,e,l,g)));(k||!l)&&!g["*"]&&(l=b$(a,c,d,e,"*",g));return l}function bZ(a){return function(b,c){typeof b!="string"&&(c=b,b="*");if(f.isFunction(c)){var d=b.toLowerCase().split(bP),e=0,g=d.length,h,i,j;for(;e<g;e++)h=d[e],j=/^\+/.test(h),j&&(h=h.substr(1)||"*"),i=a[h]=a[h]||[],i[j?"unshift":"push"](c)}}}function bC(a,b,c){var d=b==="width"?a.offsetWidth:a.offsetHeight,e=b==="width"?bx:by,g=0,h=e.length;if(d>0){if(c!=="border")for(;g<h;g++)c||(d-=parseFloat(f.css(a,"padding"+e[g]))||0),c==="margin"?d+=parseFloat(f.css(a,c+e[g]))||0:d-=parseFloat(f.css(a,"border"+e[g]+"Width"))||0;return d+"px"}d=bz(a,b,b);if(d<0||d==null)d=a.style[b]||0;d=parseFloat(d)||0;if(c)for(;g<h;g++)d+=parseFloat(f.css(a,"padding"+e[g]))||0,c!=="padding"&&(d+=parseFloat(f.css(a,"border"+e[g]+"Width"))||0),c==="margin"&&(d+=parseFloat(f.css(a,c+e[g]))||0);return d+"px"}function bp(a,b){b.src?f.ajax({url:b.src,async:!1,dataType:"script"}):f.globalEval((b.text||b.textContent||b.innerHTML||"").replace(bf,"/*$0*/")),b.parentNode&&b.parentNode.removeChild(b)}function bo(a){var b=c.createElement("div");bh.appendChild(b),b.innerHTML=a.outerHTML;return b.firstChild}function bn(a){var b=(a.nodeName||"").toLowerCase();b==="input"?bm(a):b!=="script"&&typeof a.getElementsByTagName!="undefined"&&f.grep(a.getElementsByTagName("input"),bm)}function bm(a){if(a.type==="checkbox"||a.type==="radio")a.defaultChecked=a.checked}function bl(a){return typeof a.getElementsByTagName!="undefined"?a.getElementsByTagName("*"):typeof a.querySelectorAll!="undefined"?a.querySelectorAll("*"):[]}function bk(a,b){var c;if(b.nodeType===1){b.clearAttributes&&b.clearAttributes(),b.mergeAttributes&&b.mergeAttributes(a),c=b.nodeName.toLowerCase();if(c==="object")b.outerHTML=a.outerHTML;else if(c!=="input"||a.type!=="checkbox"&&a.type!=="radio"){if(c==="option")b.selected=a.defaultSelected;else if(c==="input"||c==="textarea")b.defaultValue=a.defaultValue}else a.checked&&(b.defaultChecked=b.checked=a.checked),b.value!==a.value&&(b.value=a.value);b.removeAttribute(f.expando)}}function bj(a,b){if(b.nodeType===1&&!!f.hasData(a)){var c,d,e,g=f._data(a),h=f._data(b,g),i=g.events;if(i){delete h.handle,h.events={};for(c in i)for(d=0,e=i[c].length;d<e;d++)f.event.add(b,c+(i[c][d].namespace?".":"")+i[c][d].namespace,i[c][d],i[c][d].data)}h.data&&(h.data=f.extend({},h.data))}}function bi(a,b){return f.nodeName(a,"table")?a.getElementsByTagName("tbody")[0]||a.appendChild(a.ownerDocument.createElement("tbody")):a}function U(a){var b=V.split("|"),c=a.createDocumentFragment();if(c.createElement)while(b.length)c.createElement(b.pop());return c}function T(a,b,c){b=b||0;if(f.isFunction(b))return f.grep(a,function(a,d){var e=!!b.call(a,d,a);return e===c});if(b.nodeType)return f.grep(a,function(a,d){return a===b===c});if(typeof b=="string"){var d=f.grep(a,function(a){return a.nodeType===1});if(O.test(b))return f.filter(b,d,!c);b=f.filter(b,d)}return f.grep(a,function(a,d){return f.inArray(a,b)>=0===c})}function S(a){return!a||!a.parentNode||a.parentNode.nodeType===11}function K(){return!0}function J(){return!1}function n(a,b,c){var d=b+"defer",e=b+"queue",g=b+"mark",h=f._data(a,d);h&&(c==="queue"||!f._data(a,e))&&(c==="mark"||!f._data(a,g))&&setTimeout(function(){!f._data(a,e)&&!f._data(a,g)&&(f.removeData(a,d,!0),h.fire())},0)}function m(a){for(var b in a){if(b==="data"&&f.isEmptyObject(a[b]))continue;if(b!=="toJSON")return!1}return!0}function l(a,c,d){if(d===b&&a.nodeType===1){var e="data-"+c.replace(k,"-$1").toLowerCase();d=a.getAttribute(e);if(typeof d=="string"){try{d=d==="true"?!0:d==="false"?!1:d==="null"?null:f.isNumeric(d)?parseFloat(d):j.test(d)?f.parseJSON(d):d}catch(g){}f.data(a,c,d)}else d=b}return d}function h(a){var b=g[a]={},c,d;a=a.split(/\s+/);for(c=0,d=a.length;c<d;c++)b[a[c]]=!0;return b}var c=a.document,d=a.navigator,e=a.location,f=function(){function J(){if(!e.isReady){try{c.documentElement.doScroll("left")}catch(a){setTimeout(J,1);return}e.ready()}}var e=function(a,b){return new e.fn.init(a,b,h)},f=a.jQuery,g=a.$,h,i=/^(?:[^#<]*(<[\w\W]+>)[^>]*$|#([\w\-]*)$)/,j=/\S/,k=/^\s+/,l=/\s+$/,m=/^<(\w+)\s*\/?>(?:<\/\1>)?$/,n=/^[\],:{}\s]*$/,o=/\\(?:["\\\/bfnrt]|u[0-9a-fA-F]{4})/g,p=/"[^"\\\n\r]*"|true|false|null|-?\d+(?:\.\d*)?(?:[eE][+\-]?\d+)?/g,q=/(?:^|:|,)(?:\s*\[)+/g,r=/(webkit)[ \/]([\w.]+)/,s=/(opera)(?:.*version)?[ \/]([\w.]+)/,t=/(msie) ([\w.]+)/,u=/(mozilla)(?:.*? rv:([\w.]+))?/,v=/-([a-z]|[0-9])/ig,w=/^-ms-/,x=function(a,b){return(b+"").toUpperCase()},y=d.userAgent,z,A,B,C=Object.prototype.toString,D=Object.prototype.hasOwnProperty,E=Array.prototype.push,F=Array.prototype.slice,G=String.prototype.trim,H=Array.prototype.indexOf,I={};e.fn=e.prototype={constructor:e,init:function(a,d,f){var g,h,j,k;if(!a)return this;if(a.nodeType){this.context=this[0]=a,this.length=1;return this}if(a==="body"&&!d&&c.body){this.context=c,this[0]=c.body,this.selector=a,this.length=1;return this}if(typeof a=="string"){a.charAt(0)!=="<"||a.charAt(a.length-1)!==">"||a.length<3?g=i.exec(a):g=[null,a,null];if(g&&(g[1]||!d)){if(g[1]){d=d instanceof e?d[0]:d,k=d?d.ownerDocument||d:c,j=m.exec(a),j?e.isPlainObject(d)?(a=[c.createElement(j[1])],e.fn.attr.call(a,d,!0)):a=[k.createElement(j[1])]:(j=e.buildFragment([g[1]],[k]),a=(j.cacheable?e.clone(j.fragment):j.fragment).childNodes);return e.merge(this,a)}h=c.getElementById(g[2]);if(h&&h.parentNode){if(h.id!==g[2])return f.find(a);this.length=1,this[0]=h}this.context=c,this.selector=a;return this}return!d||d.jquery?(d||f).find(a):this.constructor(d).find(a)}if(e.isFunction(a))return f.ready(a);a.selector!==b&&(this.selector=a.selector,this.context=a.context);return e.makeArray(a,this)},selector:"",jquery:"1.7.1",length:0,size:function(){return this.length},toArray:function(){return F.call(this,0)},get:function(a){return a==null?this.toArray():a<0?this[this.length+a]:this[a]},pushStack:function(a,b,c){var d=this.constructor();e.isArray(a)?E.apply(d,a):e.merge(d,a),d.prevObject=this,d.context=this.context,b==="find"?d.selector=this.selector+(this.selector?" ":"")+c:b&&(d.selector=this.selector+"."+b+"("+c+")");return d},each:function(a,b){return e.each(this,a,b)},ready:function(a){e.bindReady(),A.add(a);return this},eq:function(a){a=+a;return a===-1?this.slice(a):this.slice(a,a+1)},first:function(){return this.eq(0)},last:function(){return this.eq(-1)},slice:function(){return this.pushStack(F.apply(this,arguments),"slice",F.call(arguments).join(","))},map:function(a){return this.pushStack(e.map(this,function(b,c){return a.call(b,c,b)}))},end:function(){return this.prevObject||this.constructor(null)},push:E,sort:[].sort,splice:[].splice},e.fn.init.prototype=e.fn,e.extend=e.fn.extend=function(){var a,c,d,f,g,h,i=arguments[0]||{},j=1,k=arguments.length,l=!1;typeof i=="boolean"&&(l=i,i=arguments[1]||{},j=2),typeof i!="object"&&!e.isFunction(i)&&(i={}),k===j&&(i=this,--j);for(;j<k;j++)if((a=arguments[j])!=null)for(c in a){d=i[c],f=a[c];if(i===f)continue;l&&f&&(e.isPlainObject(f)||(g=e.isArray(f)))?(g?(g=!1,h=d&&e.isArray(d)?d:[]):h=d&&e.isPlainObject(d)?d:{},i[c]=e.extend(l,h,f)):f!==b&&(i[c]=f)}return i},e.extend({noConflict:function(b){a.$===e&&(a.$=g),b&&a.jQuery===e&&(a.jQuery=f);return e},isReady:!1,readyWait:1,holdReady:function(a){a?e.readyWait++:e.ready(!0)},ready:function(a){if(a===!0&&!--e.readyWait||a!==!0&&!e.isReady){if(!c.body)return setTimeout(e.ready,1);e.isReady=!0;if(a!==!0&&--e.readyWait>0)return;A.fireWith(c,[e]),e.fn.trigger&&e(c).trigger("ready").off("ready")}},bindReady:function(){if(!A){A=e.Callbacks("once memory");if(c.readyState==="complete")return setTimeout(e.ready,1);if(c.addEventListener)c.addEventListener("DOMContentLoaded",B,!1),a.addEventListener("load",e.ready,!1);else if(c.attachEvent){c.attachEvent("onreadystatechange",B),a.attachEvent("onload",e.ready);var b=!1;try{b=a.frameElement==null}catch(d){}c.documentElement.doScroll&&b&&J()}}},isFunction:function(a){return e.type(a)==="function"},isArray:Array.isArray||function(a){return e.type(a)==="array"},isWindow:function(a){return a&&typeof a=="object"&&"setInterval"in a},isNumeric:function(a){return!isNaN(parseFloat(a))&&isFinite(a)},type:function(a){return a==null?String(a):I[C.call(a)]||"object"},isPlainObject:function(a){if(!a||e.type(a)!=="object"||a.nodeType||e.isWindow(a))return!1;try{if(a.constructor&&!D.call(a,"constructor")&&!D.call(a.constructor.prototype,"isPrototypeOf"))return!1}catch(c){return!1}var d;for(d in a);return d===b||D.call(a,d)},isEmptyObject:function(a){for(var b in a)return!1;return!0},error:function(a){throw new Error(a)},parseJSON:function(b){if(typeof b!="string"||!b)return null;b=e.trim(b);if(a.JSON&&a.JSON.parse)return a.JSON.parse(b);if(n.test(b.replace(o,"@").replace(p,"]").replace(q,"")))return(new Function("return "+b))();e.error("Invalid JSON: "+b)},parseXML:function(c){var d,f;try{a.DOMParser?(f=new DOMParser,d=f.parseFromString(c,"text/xml")):(d=new ActiveXObject("Microsoft.XMLDOM"),d.async="false",d.loadXML(c))}catch(g){d=b}(!d||!d.documentElement||d.getElementsByTagName("parsererror").length)&&e.error("Invalid XML: "+c);return d},noop:function(){},globalEval:function(b){b&&j.test(b)&&(a.execScript||function(b){a.eval.call(a,b)})(b)},camelCase:function(a){return a.replace(w,"ms-").replace(v,x)},nodeName:function(a,b){return a.nodeName&&a.nodeName.toUpperCase()===b.toUpperCase()},each:function(a,c,d){var f,g=0,h=a.length,i=h===b||e.isFunction(a);if(d){if(i){for(f in a)if(c.apply(a[f],d)===!1)break}else for(;g<h;)if(c.apply(a[g++],d)===!1)break}else if(i){for(f in a)if(c.call(a[f],f,a[f])===!1)break}else for(;g<h;)if(c.call(a[g],g,a[g++])===!1)break;return a},trim:G?function(a){return a==null?"":G.call(a)}:function(a){return a==null?"":(a+"").replace(k,"").replace(l,"")},makeArray:function(a,b){var c=b||[];if(a!=null){var d=e.type(a);a.length==null||d==="string"||d==="function"||d==="regexp"||e.isWindow(a)?E.call(c,a):e.merge(c,a)}return c},inArray:function(a,b,c){var d;if(b){if(H)return H.call(b,a,c);d=b.length,c=c?c<0?Math.max(0,d+c):c:0;for(;c<d;c++)if(c in b&&b[c]===a)return c}return-1},merge:function(a,c){var d=a.length,e=0;if(typeof c.length=="number")for(var f=c.length;e<f;e++)a[d++]=c[e];else while(c[e]!==b)a[d++]=c[e++];a.length=d;return a},grep:function(a,b,c){var d=[],e;c=!!c;for(var f=0,g=a.length;f<g;f++)e=!!b(a[f],f),c!==e&&d.push(a[f]);return d},map:function(a,c,d){var f,g,h=[],i=0,j=a.length,k=a instanceof e||j!==b&&typeof j=="number"&&(j>0&&a[0]&&a[j-1]||j===0||e.isArray(a));if(k)for(;i<j;i++)f=c(a[i],i,d),f!=null&&(h[h.length]=f);else for(g in a)f=c(a[g],g,d),f!=null&&(h[h.length]=f);return h.concat.apply([],h)},guid:1,proxy:function(a,c){if(typeof c=="string"){var d=a[c];c=a,a=d}if(!e.isFunction(a))return b;var f=F.call(arguments,2),g=function(){return a.apply(c,f.concat(F.call(arguments)))};g.guid=a.guid=a.guid||g.guid||e.guid++;return g},access:function(a,c,d,f,g,h){var i=a.length;if(typeof c=="object"){for(var j in c)e.access(a,j,c[j],f,g,d);return a}if(d!==b){f=!h&&f&&e.isFunction(d);for(var k=0;k<i;k++)g(a[k],c,f?d.call(a[k],k,g(a[k],c)):d,h);return a}return i?g(a[0],c):b},now:function(){return(new Date).getTime()},uaMatch:function(a){a=a.toLowerCase();var b=r.exec(a)||s.exec(a)||t.exec(a)||a.indexOf("compatible")<0&&u.exec(a)||[];return{browser:b[1]||"",version:b[2]||"0"}},sub:function(){function a(b,c){return new a.fn.init(b,c)}e.extend(!0,a,this),a.superclass=this,a.fn=a.prototype=this(),a.fn.constructor=a,a.sub=this.sub,a.fn.init=function(d,f){f&&f instanceof e&&!(f instanceof a)&&(f=a(f));return e.fn.init.call(this,d,f,b)},a.fn.init.prototype=a.fn;var b=a(c);return a},browser:{}}),e.each("Boolean Number String Function Array Date RegExp Object".split(" "),function(a,b){I["[object "+b+"]"]=b.toLowerCase()}),z=e.uaMatch(y),z.browser&&(e.browser[z.browser]=!0,e.browser.version=z.version),e.browser.webkit&&(e.browser.safari=!0),j.test(" ")&&(k=/^[\s\xA0]+/,l=/[\s\xA0]+$/),h=e(c),c.addEventListener?B=function(){c.removeEventListener("DOMContentLoaded",B,!1),e.ready()}:c.attachEvent&&(B=function(){c.readyState==="complete"&&(c.detachEvent("onreadystatechange",B),e.ready())});return e}(),g={};f.Callbacks=function(a){a=a?g[a]||h(a):{};var c=[],d=[],e,i,j,k,l,m=function(b){var d,e,g,h,i;for(d=0,e=b.length;d<e;d++)g=b[d],h=f.type(g),h==="array"?m(g):h==="function"&&(!a.unique||!o.has(g))&&c.push(g)},n=function(b,f){f=f||[],e=!a.memory||[b,f],i=!0,l=j||0,j=0,k=c.length;for(;c&&l<k;l++)if(c[l].apply(b,f)===!1&&a.stopOnFalse){e=!0;break}i=!1,c&&(a.once?e===!0?o.disable():c=[]:d&&d.length&&(e=d.shift(),o.fireWith(e[0],e[1])))},o={add:function(){if(c){var a=c.length;m(arguments),i?k=c.length:e&&e!==!0&&(j=a,n(e[0],e[1]))}return this},remove:function(){if(c){var b=arguments,d=0,e=b.length;for(;d<e;d++)for(var f=0;f<c.length;f++)if(b[d]===c[f]){i&&f<=k&&(k--,f<=l&&l--),c.splice(f--,1);if(a.unique)break}}return this},has:function(a){if(c){var b=0,d=c.length;for(;b<d;b++)if(a===c[b])return!0}return!1},empty:function(){c=[];return this},disable:function(){c=d=e=b;return this},disabled:function(){return!c},lock:function(){d=b,(!e||e===!0)&&o.disable();return this},locked:function(){return!d},fireWith:function(b,c){d&&(i?a.once||d.push([b,c]):(!a.once||!e)&&n(b,c));return this},fire:function(){o.fireWith(this,arguments);return this},fired:function(){return!!e}};return o};var i=[].slice;f.extend({Deferred:function(a){var b=f.Callbacks("once memory"),c=f.Callbacks("once memory"),d=f.Callbacks("memory"),e="pending",g={resolve:b,reject:c,notify:d},h={done:b.add,fail:c.add,progress:d.add,state:function(){return e},isResolved:b.fired,isRejected:c.fired,then:function(a,b,c){i.done(a).fail(b).progress(c);return this},always:function(){i.done.apply(i,arguments).fail.apply(i,arguments);return this},pipe:function(a,b,c){return f.Deferred(function(d){f.each({done:[a,"resolve"],fail:[b,"reject"],progress:[c,"notify"]},function(a,b){var c=b[0],e=b[1],g;f.isFunction(c)?i[a](function(){g=c.apply(this,arguments),g&&f.isFunction(g.promise)?g.promise().then(d.resolve,d.reject,d.notify):d[e+"With"](this===i?d:this,[g])}):i[a](d[e])})}).promise()},promise:function(a){if(a==null)a=h;else for(var b in h)a[b]=h[b];return a}},i=h.promise({}),j;for(j in g)i[j]=g[j].fire,i[j+"With"]=g[j].fireWith;i.done(function(){e="resolved"},c.disable,d.lock).fail(function(){e="rejected"},b.disable,d.lock),a&&a.call(i,i);return i},when:function(a){function m(a){return function(b){e[a]=arguments.length>1?i.call(arguments,0):b,j.notifyWith(k,e)}}function l(a){return function(c){b[a]=arguments.length>1?i.call(arguments,0):c,--g||j.resolveWith(j,b)}}var b=i.call(arguments,0),c=0,d=b.length,e=Array(d),g=d,h=d,j=d<=1&&a&&f.isFunction(a.promise)?a:f.Deferred(),k=j.promise();if(d>1){for(;c<d;c++)b[c]&&b[c].promise&&f.isFunction(b[c].promise)?b[c].promise().then(l(c),j.reject,m(c)):--g;g||j.resolveWith(j,b)}else j!==a&&j.resolveWith(j,d?[a]:[]);return k}}),f.support=function(){var b,d,e,g,h,i,j,k,l,m,n,o,p,q=c.createElement("div"),r=c.documentElement;q.setAttribute("className","t"),q.innerHTML="   <link/><table></table><a href='/a' style='top:1px;float:left;opacity:.55;'>a</a><input type='checkbox'/>",d=q.getElementsByTagName("*"),e=q.getElementsByTagName("a")[0];if(!d||!d.length||!e)return{};g=c.createElement("select"),h=g.appendChild(c.createElement("option")),i=q.getElementsByTagName("input")[0],b={leadingWhitespace:q.firstChild.nodeType===3,tbody:!q.getElementsByTagName("tbody").length,htmlSerialize:!!q.getElementsByTagName("link").length,style:/top/.test(e.getAttribute("style")),hrefNormalized:e.getAttribute("href")==="/a",opacity:/^0.55/.test(e.style.opacity),cssFloat:!!e.style.cssFloat,checkOn:i.value==="on",optSelected:h.selected,getSetAttribute:q.className!=="t",enctype:!!c.createElement("form").enctype,html5Clone:c.createElement("nav").cloneNode(!0).outerHTML!=="<:nav></:nav>",submitBubbles:!0,changeBubbles:!0,focusinBubbles:!1,deleteExpando:!0,noCloneEvent:!0,inlineBlockNeedsLayout:!1,shrinkWrapBlocks:!1,reliableMarginRight:!0},i.checked=!0,b.noCloneChecked=i.cloneNode(!0).checked,g.disabled=!0,b.optDisabled=!h.disabled;try{delete q.test}catch(s){b.deleteExpando=!1}!q.addEventListener&&q.attachEvent&&q.fireEvent&&(q.attachEvent("onclick",function(){b.noCloneEvent=!1}),q.cloneNode(!0).fireEvent("onclick")),i=c.createElement("input"),i.value="t",i.setAttribute("type","radio"),b.radioValue=i.value==="t",i.setAttribute("checked","checked"),q.appendChild(i),k=c.createDocumentFragment(),k.appendChild(q.lastChild),b.checkClone=k.cloneNode(!0).cloneNode(!0).lastChild.checked,b.appendChecked=i.checked,k.removeChild(i),k.appendChild(q),q.innerHTML="",a.getComputedStyle&&(j=c.createElement("div"),j.style.width="0",j.style.marginRight="0",q.style.width="2px",q.appendChild(j),b.reliableMarginRight=(parseInt((a.getComputedStyle(j,null)||{marginRight:0}).marginRight,10)||0)===0);if(q.attachEvent)for(o in{submit:1,change:1,focusin:1})n="on"+o,p=n in q,p||(q.setAttribute(n,"return;"),p=typeof q[n]=="function"),b[o+"Bubbles"]=p;k.removeChild(q),k=g=h=j=q=i=null,f(function(){var a,d,e,g,h,i,j,k,m,n,o,r=c.getElementsByTagName("body")[0];!r||(j=1,k="position:absolute;top:0;left:0;width:1px;height:1px;margin:0;",m="visibility:hidden;border:0;",n="style='"+k+"border:5px solid #000;padding:0;'",o="<div "+n+"><div></div></div>"+"<table "+n+" cellpadding='0' cellspacing='0'>"+"<tr><td></td></tr></table>",a=c.createElement("div"),a.style.cssText=m+"width:0;height:0;position:static;top:0;margin-top:"+j+"px",r.insertBefore(a,r.firstChild),q=c.createElement("div"),a.appendChild(q),q.innerHTML="<table><tr><td style='padding:0;border:0;display:none'></td><td>t</td></tr></table>",l=q.getElementsByTagName("td"),p=l[0].offsetHeight===0,l[0].style.display="",l[1].style.display="none",b.reliableHiddenOffsets=p&&l[0].offsetHeight===0,q.innerHTML="",q.style.width=q.style.paddingLeft="1px",f.boxModel=b.boxModel=q.offsetWidth===2,typeof q.style.zoom!="undefined"&&(q.style.display="inline",q.style.zoom=1,b.inlineBlockNeedsLayout=q.offsetWidth===2,q.style.display="",q.innerHTML="<div style='width:4px;'></div>",b.shrinkWrapBlocks=q.offsetWidth!==2),q.style.cssText=k+m,q.innerHTML=o,d=q.firstChild,e=d.firstChild,h=d.nextSibling.firstChild.firstChild,i={doesNotAddBorder:e.offsetTop!==5,doesAddBorderForTableAndCells:h.offsetTop===5},e.style.position="fixed",e.style.top="20px",i.fixedPosition=e.offsetTop===20||e.offsetTop===15,e.style.position=e.style.top="",d.style.overflow="hidden",d.style.position="relative",i.subtractsBorderForOverflowNotVisible=e.offsetTop===-5,i.doesNotIncludeMarginInBodyOffset=r.offsetTop!==j,r.removeChild(a),q=a=null,f.extend(b,i))});return b}();var j=/^(?:\{.*\}|\[.*\])$/,k=/([A-Z])/g;f.extend({cache:{},uuid:0,expando:"jQuery"+(f.fn.jquery+Math.random()).replace(/\D/g,""),noData:{embed:!0,object:"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",applet:!0},hasData:function(a){a=a.nodeType?f.cache[a[f.expando]]:a[f.expando];return!!a&&!m(a)},data:function(a,c,d,e){if(!!f.acceptData(a)){var g,h,i,j=f.expando,k=typeof c=="string",l=a.nodeType,m=l?f.cache:a,n=l?a[j]:a[j]&&j,o=c==="events";if((!n||!m[n]||!o&&!e&&!m[n].data)&&k&&d===b)return;n||(l?a[j]=n=++f.uuid:n=j),m[n]||(m[n]={},l||(m[n].toJSON=f.noop));if(typeof c=="object"||typeof c=="function")e?m[n]=f.extend(m[n],c):m[n].data=f.extend(m[n].data,c);g=h=m[n],e||(h.data||(h.data={}),h=h.data),d!==b&&(h[f.camelCase(c)]=d);if(o&&!h[c])return g.events;k?(i=h[c],i==null&&(i=h[f.camelCase(c)])):i=h;return i}},removeData:function(a,b,c){if(!!f.acceptData(a)){var d,e,g,h=f.expando,i=a.nodeType,j=i?f.cache:a,k=i?a[h]:h;if(!j[k])return;if(b){d=c?j[k]:j[k].data;if(d){f.isArray(b)||(b in d?b=[b]:(b=f.camelCase(b),b in d?b=[b]:b=b.split(" ")));for(e=0,g=b.length;e<g;e++)delete d[b[e]];if(!(c?m:f.isEmptyObject)(d))return}}if(!c){delete j[k].data;if(!m(j[k]))return}f.support.deleteExpando||!j.setInterval?delete j[k]:j[k]=null,i&&(f.support.deleteExpando?delete a[h]:a.removeAttribute?a.removeAttribute(h):a[h]=null)}},_data:function(a,b,c){return f.data(a,b,c,!0)},acceptData:function(a){if(a.nodeName){var b=f.noData[a.nodeName.toLowerCase()];if(b)return b!==!0&&a.getAttribute("classid")===b}return!0}}),f.fn.extend({data:function(a,c){var d,e,g,h=null;if(typeof a=="undefined"){if(this.length){h=f.data(this[0]);if(this[0].nodeType===1&&!f._data(this[0],"parsedAttrs")){e=this[0].attributes;for(var i=0,j=e.length;i<j;i++)g=e[i].name,g.indexOf("data-")===0&&(g=f.camelCase(g.substring(5)),l(this[0],g,h[g]));f._data(this[0],"parsedAttrs",!0)}}return h}if(typeof a=="object")return this.each(function(){f.data(this,a)});d=a.split("."),d[1]=d[1]?"."+d[1]:"";if(c===b){h=this.triggerHandler("getData"+d[1]+"!",[d[0]]),h===b&&this.length&&(h=f.data(this[0],a),h=l(this[0],a,h));return h===b&&d[1]?this.data(d[0]):h}return this.each(function(){var b=f(this),e=[d[0],c];b.triggerHandler("setData"+d[1]+"!",e),f.data(this,a,c),b.triggerHandler("changeData"+d[1]+"!",e)})},removeData:function(a){return this.each(function(){f.removeData(this,a)})}}),f.extend({_mark:function(a,b){a&&(b=(b||"fx")+"mark",f._data(a,b,(f._data(a,b)||0)+1))},_unmark:function(a,b,c){a!==!0&&(c=b,b=a,a=!1);if(b){c=c||"fx";var d=c+"mark",e=a?0:(f._data(b,d)||1)-1;e?f._data(b,d,e):(f.removeData(b,d,!0),n(b,c,"mark"))}},queue:function(a,b,c){var d;if(a){b=(b||"fx")+"queue",d=f._data(a,b),c&&(!d||f.isArray(c)?d=f._data(a,b,f.makeArray(c)):d.push(c));return d||[]}},dequeue:function(a,b){b=b||"fx";var c=f.queue(a,b),d=c.shift(),e={};d==="inprogress"&&(d=c.shift()),d&&(b==="fx"&&c.unshift("inprogress"),f._data(a,b+".run",e),d.call(a,function(){f.dequeue(a,b)},e)),c.length||(f.removeData(a,b+"queue "+b+".run",!0),n(a,b,"queue"))}}),f.fn.extend({queue:function(a,c){typeof a!="string"&&(c=a,a="fx");if(c===b)return f.queue(this[0],a);return this.each(function(){var b=f.queue(this,a,c);a==="fx"&&b[0]!=="inprogress"&&f.dequeue(this,a)})},dequeue:function(a){return this.each(function(){f.dequeue(this,a)})},delay:function(a,b){a=f.fx?f.fx.speeds[a]||a:a,b=b||"fx";return this.queue(b,function(b,c){var d=setTimeout(b,a);c.stop=function(){clearTimeout(d)}})},clearQueue:function(a){return this.queue(a||"fx",[])},promise:function(a,c){function m(){--h||d.resolveWith(e,[e])}typeof a!="string"&&(c=a,a=b),a=a||"fx";var d=f.Deferred(),e=this,g=e.length,h=1,i=a+"defer",j=a+"queue",k=a+"mark",l;while(g--)if(l=f.data(e[g],i,b,!0)||(f.data(e[g],j,b,!0)||f.data(e[g],k,b,!0))&&f.data(e[g],i,f.Callbacks("once memory"),!0))h++,l.add(m);m();return d.promise()}});var o=/[\n\t\r]/g,p=/\s+/,q=/\r/g,r=/^(?:button|input)$/i,s=/^(?:button|input|object|select|textarea)$/i,t=/^a(?:rea)?$/i,u=/^(?:autofocus|autoplay|async|checked|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped|selected)$/i,v=f.support.getSetAttribute,w,x,y;f.fn.extend({attr:function(a,b){return f.access(this,a,b,!0,f.attr)},removeAttr:function(a){return this.each(function(){f.removeAttr(this,a)})},prop:function(a,b){return f.access(this,a,b,!0,f.prop)},removeProp:function(a){a=f.propFix[a]||a;return this.each(function(){try{this[a]=b,delete this[a]}catch(c){}})},addClass:function(a){var b,c,d,e,g,h,i;if(f.isFunction(a))return this.each(function(b){f(this).addClass(a.call(this,b,this.className))});if(a&&typeof a=="string"){b=a.split(p);for(c=0,d=this.length;c<d;c++){e=this[c];if(e.nodeType===1)if(!e.className&&b.length===1)e.className=a;else{g=" "+e.className+" ";for(h=0,i=b.length;h<i;h++)~g.indexOf(" "+b[h]+" ")||(g+=b[h]+" ");e.className=f.trim(g)}}}return this},removeClass:function(a){var c,d,e,g,h,i,j;if(f.isFunction(a))return this.each(function(b){f(this).removeClass(a.call(this,b,this.className))});if(a&&typeof a=="string"||a===b){c=(a||"").split(p);for(d=0,e=this.length;d<e;d++){g=this[d];if(g.nodeType===1&&g.className)if(a){h=(" "+g.className+" ").replace(o," ");for(i=0,j=c.length;i<j;i++)h=h.replace(" "+c[i]+" "," ");g.className=f.trim(h)}else g.className=""}}return this},toggleClass:function(a,b){var c=typeof a,d=typeof b=="boolean";if(f.isFunction(a))return this.each(function(c){f(this).toggleClass(a.call(this,c,this.className,b),b)});return this.each(function(){if(c==="string"){var e,g=0,h=f(this),i=b,j=a.split(p);while(e=j[g++])i=d?i:!h.hasClass(e),h[i?"addClass":"removeClass"](e)}else if(c==="undefined"||c==="boolean")this.className&&f._data(this,"__className__",this.className),this.className=this.className||a===!1?"":f._data(this,"__className__")||""})},hasClass:function(a){var b=" "+a+" ",c=0,d=this.length;for(;c<d;c++)if(this[c].nodeType===1&&(" "+this[c].className+" ").replace(o," ").indexOf(b)>-1)return!0;return!1},val:function(a){var c,d,e,g=this[0];{if(!!arguments.length){e=f.isFunction(a);return this.each(function(d){var g=f(this),h;if(this.nodeType===1){e?h=a.call(this,d,g.val()):h=a,h==null?h="":typeof h=="number"?h+="":f.isArray(h)&&(h=f.map(h,function(a){return a==null?"":a+""})),c=f.valHooks[this.nodeName.toLowerCase()]||f.valHooks[this.type];if(!c||!("set"in c)||c.set(this,h,"value")===b)this.value=h}})}if(g){c=f.valHooks[g.nodeName.toLowerCase()]||f.valHooks[g.type];if(c&&"get"in c&&(d=c.get(g,"value"))!==b)return d;d=g.value;return typeof d=="string"?d.replace(q,""):d==null?"":d}}}}),f.extend({valHooks:{option:{get:function(a){var b=a.attributes.value;return!b||b.specified?a.value:a.text}},select:{get:function(a){var b,c,d,e,g=a.selectedIndex,h=[],i=a.options,j=a.type==="select-one";if(g<0)return null;c=j?g:0,d=j?g+1:i.length;for(;c<d;c++){e=i[c];if(e.selected&&(f.support.optDisabled?!e.disabled:e.getAttribute("disabled")===null)&&(!e.parentNode.disabled||!f.nodeName(e.parentNode,"optgroup"))){b=f(e).val();if(j)return b;h.push(b)}}if(j&&!h.length&&i.length)return f(i[g]).val();return h},set:function(a,b){var c=f.makeArray(b);f(a).find("option").each(function(){this.selected=f.inArray(f(this).val(),c)>=0}),c.length||(a.selectedIndex=-1);return c}}},attrFn:{val:!0,css:!0,html:!0,text:!0,data:!0,width:!0,height:!0,offset:!0},attr:function(a,c,d,e){var g,h,i,j=a.nodeType;if(!!a&&j!==3&&j!==8&&j!==2){if(e&&c in f.attrFn)return f(a)[c](d);if(typeof a.getAttribute=="undefined")return f.prop(a,c,d);i=j!==1||!f.isXMLDoc(a),i&&(c=c.toLowerCase(),h=f.attrHooks[c]||(u.test(c)?x:w));if(d!==b){if(d===null){f.removeAttr(a,c);return}if(h&&"set"in h&&i&&(g=h.set(a,d,c))!==b)return g;a.setAttribute(c,""+d);return d}if(h&&"get"in h&&i&&(g=h.get(a,c))!==null)return g;g=a.getAttribute(c);return g===null?b:g}},removeAttr:function(a,b){var c,d,e,g,h=0;if(b&&a.nodeType===1){d=b.toLowerCase().split(p),g=d.length;for(;h<g;h++)e=d[h],e&&(c=f.propFix[e]||e,f.attr(a,e,""),a.removeAttribute(v?e:c),u.test(e)&&c in a&&(a[c]=!1))}},attrHooks:{type:{set:function(a,b){if(r.test(a.nodeName)&&a.parentNode)f.error("type property can't be changed");else if(!f.support.radioValue&&b==="radio"&&f.nodeName(a,"input")){var c=a.value;a.setAttribute("type",b),c&&(a.value=c);return b}}},value:{get:function(a,b){if(w&&f.nodeName(a,"button"))return w.get(a,b);return b in a?a.value:null},set:function(a,b,c){if(w&&f.nodeName(a,"button"))return w.set(a,b,c);a.value=b}}},propFix:{tabindex:"tabIndex",readonly:"readOnly","for":"htmlFor","class":"className",maxlength:"maxLength",cellspacing:"cellSpacing",cellpadding:"cellPadding",rowspan:"rowSpan",colspan:"colSpan",usemap:"useMap",frameborder:"frameBorder",contenteditable:"contentEditable"},prop:function(a,c,d){var e,g,h,i=a.nodeType;if(!!a&&i!==3&&i!==8&&i!==2){h=i!==1||!f.isXMLDoc(a),h&&(c=f.propFix[c]||c,g=f.propHooks[c]);return d!==b?g&&"set"in g&&(e=g.set(a,d,c))!==b?e:a[c]=d:g&&"get"in g&&(e=g.get(a,c))!==null?e:a[c]}},propHooks:{tabIndex:{get:function(a){var c=a.getAttributeNode("tabindex");return c&&c.specified?parseInt(c.value,10):s.test(a.nodeName)||t.test(a.nodeName)&&a.href?0:b}}}}),f.attrHooks.tabindex=f.propHooks.tabIndex,x={get:function(a,c){var d,e=f.prop(a,c);return e===!0||typeof e!="boolean"&&(d=a.getAttributeNode(c))&&d.nodeValue!==!1?c.toLowerCase():b},set:function(a,b,c){var d;b===!1?f.removeAttr(a,c):(d=f.propFix[c]||c,d in a&&(a[d]=!0),a.setAttribute(c,c.toLowerCase()));return c}},v||(y={name:!0,id:!0},w=f.valHooks.button={get:function(a,c){var d;d=a.getAttributeNode(c);return d&&(y[c]?d.nodeValue!=="":d.specified)?d.nodeValue:b},set:function(a,b,d){var e=a.getAttributeNode(d);e||(e=c.createAttribute(d),a.setAttributeNode(e));return e.nodeValue=b+""}},f.attrHooks.tabindex.set=w.set,f.each(["width","height"],function(a,b){f.attrHooks[b]=f.extend(f.attrHooks[b],{set:function(a,c){if(c===""){a.setAttribute(b,"auto");return c}}})}),f.attrHooks.contenteditable={get:w.get,set:function(a,b,c){b===""&&(b="false"),w.set(a,b,c)}}),f.support.hrefNormalized||f.each(["href","src","width","height"],function(a,c){f.attrHooks[c]=f.extend(f.attrHooks[c],{get:function(a){var d=a.getAttribute(c,2);return d===null?b:d}})}),f.support.style||(f.attrHooks.style={get:function(a){return a.style.cssText.toLowerCase()||b},set:function(a,b){return a.style.cssText=""+b}}),f.support.optSelected||(f.propHooks.selected=f.extend(f.propHooks.selected,{get:function(a){var b=a.parentNode;b&&(b.selectedIndex,b.parentNode&&b.parentNode.selectedIndex);return null}})),f.support.enctype||(f.propFix.enctype="encoding"),f.support.checkOn||f.each(["radio","checkbox"],function(){f.valHooks[this]={get:function(a){return a.getAttribute("value")===null?"on":a.value}}}),f.each(["radio","checkbox"],function(){f.valHooks[this]=f.extend(f.valHooks[this],{set:function(a,b){if(f.isArray(b))return a.checked=f.inArray(f(a).val(),b)>=0}})});var z=/^(?:textarea|input|select)$/i,A=/^([^\.]*)?(?:\.(.+))?$/,B=/\bhover(\.\S+)?\b/,C=/^key/,D=/^(?:mouse|contextmenu)|click/,E=/^(?:focusinfocus|focusoutblur)$/,F=/^(\w*)(?:#([\w\-]+))?(?:\.([\w\-]+))?$/,G=function(a){var b=F.exec(a);b&&(b[1]=(b[1]||"").toLowerCase(),b[3]=b[3]&&new RegExp("(?:^|\\s)"+b[3]+"(?:\\s|$)"));return b},H=function(a,b){var c=a.attributes||{};return(!b[1]||a.nodeName.toLowerCase()===b[1])&&(!b[2]||(c.id||{}).value===b[2])&&(!b[3]||b[3].test((c["class"]||{}).value))},I=function(a){return f.event.special.hover?a:a.replace(B,"mouseenter$1 mouseleave$1")};
f.event={add:function(a,c,d,e,g){var h,i,j,k,l,m,n,o,p,q,r,s;if(!(a.nodeType===3||a.nodeType===8||!c||!d||!(h=f._data(a)))){d.handler&&(p=d,d=p.handler),d.guid||(d.guid=f.guid++),j=h.events,j||(h.events=j={}),i=h.handle,i||(h.handle=i=function(a){return typeof f!="undefined"&&(!a||f.event.triggered!==a.type)?f.event.dispatch.apply(i.elem,arguments):b},i.elem=a),c=f.trim(I(c)).split(" ");for(k=0;k<c.length;k++){l=A.exec(c[k])||[],m=l[1],n=(l[2]||"").split(".").sort(),s=f.event.special[m]||{},m=(g?s.delegateType:s.bindType)||m,s=f.event.special[m]||{},o=f.extend({type:m,origType:l[1],data:e,handler:d,guid:d.guid,selector:g,quick:G(g),namespace:n.join(".")},p),r=j[m];if(!r){r=j[m]=[],r.delegateCount=0;if(!s.setup||s.setup.call(a,e,n,i)===!1)a.addEventListener?a.addEventListener(m,i,!1):a.attachEvent&&a.attachEvent("on"+m,i)}s.add&&(s.add.call(a,o),o.handler.guid||(o.handler.guid=d.guid)),g?r.splice(r.delegateCount++,0,o):r.push(o),f.event.global[m]=!0}a=null}},global:{},remove:function(a,b,c,d,e){var g=f.hasData(a)&&f._data(a),h,i,j,k,l,m,n,o,p,q,r,s;if(!!g&&!!(o=g.events)){b=f.trim(I(b||"")).split(" ");for(h=0;h<b.length;h++){i=A.exec(b[h])||[],j=k=i[1],l=i[2];if(!j){for(j in o)f.event.remove(a,j+b[h],c,d,!0);continue}p=f.event.special[j]||{},j=(d?p.delegateType:p.bindType)||j,r=o[j]||[],m=r.length,l=l?new RegExp("(^|\\.)"+l.split(".").sort().join("\\.(?:.*\\.)?")+"(\\.|$)"):null;for(n=0;n<r.length;n++)s=r[n],(e||k===s.origType)&&(!c||c.guid===s.guid)&&(!l||l.test(s.namespace))&&(!d||d===s.selector||d==="**"&&s.selector)&&(r.splice(n--,1),s.selector&&r.delegateCount--,p.remove&&p.remove.call(a,s));r.length===0&&m!==r.length&&((!p.teardown||p.teardown.call(a,l)===!1)&&f.removeEvent(a,j,g.handle),delete o[j])}f.isEmptyObject(o)&&(q=g.handle,q&&(q.elem=null),f.removeData(a,["events","handle"],!0))}},customEvent:{getData:!0,setData:!0,changeData:!0},trigger:function(c,d,e,g){if(!e||e.nodeType!==3&&e.nodeType!==8){var h=c.type||c,i=[],j,k,l,m,n,o,p,q,r,s;if(E.test(h+f.event.triggered))return;h.indexOf("!")>=0&&(h=h.slice(0,-1),k=!0),h.indexOf(".")>=0&&(i=h.split("."),h=i.shift(),i.sort());if((!e||f.event.customEvent[h])&&!f.event.global[h])return;c=typeof c=="object"?c[f.expando]?c:new f.Event(h,c):new f.Event(h),c.type=h,c.isTrigger=!0,c.exclusive=k,c.namespace=i.join("."),c.namespace_re=c.namespace?new RegExp("(^|\\.)"+i.join("\\.(?:.*\\.)?")+"(\\.|$)"):null,o=h.indexOf(":")<0?"on"+h:"";if(!e){j=f.cache;for(l in j)j[l].events&&j[l].events[h]&&f.event.trigger(c,d,j[l].handle.elem,!0);return}c.result=b,c.target||(c.target=e),d=d!=null?f.makeArray(d):[],d.unshift(c),p=f.event.special[h]||{};if(p.trigger&&p.trigger.apply(e,d)===!1)return;r=[[e,p.bindType||h]];if(!g&&!p.noBubble&&!f.isWindow(e)){s=p.delegateType||h,m=E.test(s+h)?e:e.parentNode,n=null;for(;m;m=m.parentNode)r.push([m,s]),n=m;n&&n===e.ownerDocument&&r.push([n.defaultView||n.parentWindow||a,s])}for(l=0;l<r.length&&!c.isPropagationStopped();l++)m=r[l][0],c.type=r[l][1],q=(f._data(m,"events")||{})[c.type]&&f._data(m,"handle"),q&&q.apply(m,d),q=o&&m[o],q&&f.acceptData(m)&&q.apply(m,d)===!1&&c.preventDefault();c.type=h,!g&&!c.isDefaultPrevented()&&(!p._default||p._default.apply(e.ownerDocument,d)===!1)&&(h!=="click"||!f.nodeName(e,"a"))&&f.acceptData(e)&&o&&e[h]&&(h!=="focus"&&h!=="blur"||c.target.offsetWidth!==0)&&!f.isWindow(e)&&(n=e[o],n&&(e[o]=null),f.event.triggered=h,e[h](),f.event.triggered=b,n&&(e[o]=n));return c.result}},dispatch:function(c){c=f.event.fix(c||a.event);var d=(f._data(this,"events")||{})[c.type]||[],e=d.delegateCount,g=[].slice.call(arguments,0),h=!c.exclusive&&!c.namespace,i=[],j,k,l,m,n,o,p,q,r,s,t;g[0]=c,c.delegateTarget=this;if(e&&!c.target.disabled&&(!c.button||c.type!=="click")){m=f(this),m.context=this.ownerDocument||this;for(l=c.target;l!=this;l=l.parentNode||this){o={},q=[],m[0]=l;for(j=0;j<e;j++)r=d[j],s=r.selector,o[s]===b&&(o[s]=r.quick?H(l,r.quick):m.is(s)),o[s]&&q.push(r);q.length&&i.push({elem:l,matches:q})}}d.length>e&&i.push({elem:this,matches:d.slice(e)});for(j=0;j<i.length&&!c.isPropagationStopped();j++){p=i[j],c.currentTarget=p.elem;for(k=0;k<p.matches.length&&!c.isImmediatePropagationStopped();k++){r=p.matches[k];if(h||!c.namespace&&!r.namespace||c.namespace_re&&c.namespace_re.test(r.namespace))c.data=r.data,c.handleObj=r,n=((f.event.special[r.origType]||{}).handle||r.handler).apply(p.elem,g),n!==b&&(c.result=n,n===!1&&(c.preventDefault(),c.stopPropagation()))}}return c.result},props:"attrChange attrName relatedNode srcElement altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(a,b){a.which==null&&(a.which=b.charCode!=null?b.charCode:b.keyCode);return a}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),filter:function(a,d){var e,f,g,h=d.button,i=d.fromElement;a.pageX==null&&d.clientX!=null&&(e=a.target.ownerDocument||c,f=e.documentElement,g=e.body,a.pageX=d.clientX+(f&&f.scrollLeft||g&&g.scrollLeft||0)-(f&&f.clientLeft||g&&g.clientLeft||0),a.pageY=d.clientY+(f&&f.scrollTop||g&&g.scrollTop||0)-(f&&f.clientTop||g&&g.clientTop||0)),!a.relatedTarget&&i&&(a.relatedTarget=i===a.target?d.toElement:i),!a.which&&h!==b&&(a.which=h&1?1:h&2?3:h&4?2:0);return a}},fix:function(a){if(a[f.expando])return a;var d,e,g=a,h=f.event.fixHooks[a.type]||{},i=h.props?this.props.concat(h.props):this.props;a=f.Event(g);for(d=i.length;d;)e=i[--d],a[e]=g[e];a.target||(a.target=g.srcElement||c),a.target.nodeType===3&&(a.target=a.target.parentNode),a.metaKey===b&&(a.metaKey=a.ctrlKey);return h.filter?h.filter(a,g):a},special:{ready:{setup:f.bindReady},load:{noBubble:!0},focus:{delegateType:"focusin"},blur:{delegateType:"focusout"},beforeunload:{setup:function(a,b,c){f.isWindow(this)&&(this.onbeforeunload=c)},teardown:function(a,b){this.onbeforeunload===b&&(this.onbeforeunload=null)}}},simulate:function(a,b,c,d){var e=f.extend(new f.Event,c,{type:a,isSimulated:!0,originalEvent:{}});d?f.event.trigger(e,null,b):f.event.dispatch.call(b,e),e.isDefaultPrevented()&&c.preventDefault()}},f.event.handle=f.event.dispatch,f.removeEvent=c.removeEventListener?function(a,b,c){a.removeEventListener&&a.removeEventListener(b,c,!1)}:function(a,b,c){a.detachEvent&&a.detachEvent("on"+b,c)},f.Event=function(a,b){if(!(this instanceof f.Event))return new f.Event(a,b);a&&a.type?(this.originalEvent=a,this.type=a.type,this.isDefaultPrevented=a.defaultPrevented||a.returnValue===!1||a.getPreventDefault&&a.getPreventDefault()?K:J):this.type=a,b&&f.extend(this,b),this.timeStamp=a&&a.timeStamp||f.now(),this[f.expando]=!0},f.Event.prototype={preventDefault:function(){this.isDefaultPrevented=K;var a=this.originalEvent;!a||(a.preventDefault?a.preventDefault():a.returnValue=!1)},stopPropagation:function(){this.isPropagationStopped=K;var a=this.originalEvent;!a||(a.stopPropagation&&a.stopPropagation(),a.cancelBubble=!0)},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=K,this.stopPropagation()},isDefaultPrevented:J,isPropagationStopped:J,isImmediatePropagationStopped:J},f.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(a,b){f.event.special[a]={delegateType:b,bindType:b,handle:function(a){var c=this,d=a.relatedTarget,e=a.handleObj,g=e.selector,h;if(!d||d!==c&&!f.contains(c,d))a.type=e.origType,h=e.handler.apply(this,arguments),a.type=b;return h}}}),f.support.submitBubbles||(f.event.special.submit={setup:function(){if(f.nodeName(this,"form"))return!1;f.event.add(this,"click._submit keypress._submit",function(a){var c=a.target,d=f.nodeName(c,"input")||f.nodeName(c,"button")?c.form:b;d&&!d._submit_attached&&(f.event.add(d,"submit._submit",function(a){this.parentNode&&!a.isTrigger&&f.event.simulate("submit",this.parentNode,a,!0)}),d._submit_attached=!0)})},teardown:function(){if(f.nodeName(this,"form"))return!1;f.event.remove(this,"._submit")}}),f.support.changeBubbles||(f.event.special.change={setup:function(){if(z.test(this.nodeName)){if(this.type==="checkbox"||this.type==="radio")f.event.add(this,"propertychange._change",function(a){a.originalEvent.propertyName==="checked"&&(this._just_changed=!0)}),f.event.add(this,"click._change",function(a){this._just_changed&&!a.isTrigger&&(this._just_changed=!1,f.event.simulate("change",this,a,!0))});return!1}f.event.add(this,"beforeactivate._change",function(a){var b=a.target;z.test(b.nodeName)&&!b._change_attached&&(f.event.add(b,"change._change",function(a){this.parentNode&&!a.isSimulated&&!a.isTrigger&&f.event.simulate("change",this.parentNode,a,!0)}),b._change_attached=!0)})},handle:function(a){var b=a.target;if(this!==b||a.isSimulated||a.isTrigger||b.type!=="radio"&&b.type!=="checkbox")return a.handleObj.handler.apply(this,arguments)},teardown:function(){f.event.remove(this,"._change");return z.test(this.nodeName)}}),f.support.focusinBubbles||f.each({focus:"focusin",blur:"focusout"},function(a,b){var d=0,e=function(a){f.event.simulate(b,a.target,f.event.fix(a),!0)};f.event.special[b]={setup:function(){d++===0&&c.addEventListener(a,e,!0)},teardown:function(){--d===0&&c.removeEventListener(a,e,!0)}}}),f.fn.extend({on:function(a,c,d,e,g){var h,i;if(typeof a=="object"){typeof c!="string"&&(d=c,c=b);for(i in a)this.on(i,c,d,a[i],g);return this}d==null&&e==null?(e=c,d=c=b):e==null&&(typeof c=="string"?(e=d,d=b):(e=d,d=c,c=b));if(e===!1)e=J;else if(!e)return this;g===1&&(h=e,e=function(a){f().off(a);return h.apply(this,arguments)},e.guid=h.guid||(h.guid=f.guid++));return this.each(function(){f.event.add(this,a,e,d,c)})},one:function(a,b,c,d){return this.on.call(this,a,b,c,d,1)},off:function(a,c,d){if(a&&a.preventDefault&&a.handleObj){var e=a.handleObj;f(a.delegateTarget).off(e.namespace?e.type+"."+e.namespace:e.type,e.selector,e.handler);return this}if(typeof a=="object"){for(var g in a)this.off(g,c,a[g]);return this}if(c===!1||typeof c=="function")d=c,c=b;d===!1&&(d=J);return this.each(function(){f.event.remove(this,a,d,c)})},bind:function(a,b,c){return this.on(a,null,b,c)},unbind:function(a,b){return this.off(a,null,b)},live:function(a,b,c){f(this.context).on(a,this.selector,b,c);return this},die:function(a,b){f(this.context).off(a,this.selector||"**",b);return this},delegate:function(a,b,c,d){return this.on(b,a,c,d)},undelegate:function(a,b,c){return arguments.length==1?this.off(a,"**"):this.off(b,a,c)},trigger:function(a,b){return this.each(function(){f.event.trigger(a,b,this)})},triggerHandler:function(a,b){if(this[0])return f.event.trigger(a,b,this[0],!0)},toggle:function(a){var b=arguments,c=a.guid||f.guid++,d=0,e=function(c){var e=(f._data(this,"lastToggle"+a.guid)||0)%d;f._data(this,"lastToggle"+a.guid,e+1),c.preventDefault();return b[e].apply(this,arguments)||!1};e.guid=c;while(d<b.length)b[d++].guid=c;return this.click(e)},hover:function(a,b){return this.mouseenter(a).mouseleave(b||a)}}),f.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(a,b){f.fn[b]=function(a,c){c==null&&(c=a,a=null);return arguments.length>0?this.on(b,null,a,c):this.trigger(b)},f.attrFn&&(f.attrFn[b]=!0),C.test(b)&&(f.event.fixHooks[b]=f.event.keyHooks),D.test(b)&&(f.event.fixHooks[b]=f.event.mouseHooks)}),function(){function x(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}if(j.nodeType===1){g||(j[d]=c,j.sizset=h);if(typeof b!="string"){if(j===b){k=!0;break}}else if(m.filter(b,[j]).length>0){k=j;break}}j=j[a]}e[h]=k}}}function w(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}j.nodeType===1&&!g&&(j[d]=c,j.sizset=h);if(j.nodeName.toLowerCase()===b){k=j;break}j=j[a]}e[h]=k}}}var a=/((?:\((?:\([^()]+\)|[^()]+)+\)|\[(?:\[[^\[\]]*\]|['"][^'"]*['"]|[^\[\]'"]+)+\]|\\.|[^ >+~,(\[\\]+)+|[>+~])(\s*,\s*)?((?:.|\r|\n)*)/g,d="sizcache"+(Math.random()+"").replace(".",""),e=0,g=Object.prototype.toString,h=!1,i=!0,j=/\\/g,k=/\r\n/g,l=/\W/;[0,0].sort(function(){i=!1;return 0});var m=function(b,d,e,f){e=e||[],d=d||c;var h=d;if(d.nodeType!==1&&d.nodeType!==9)return[];if(!b||typeof b!="string")return e;var i,j,k,l,n,q,r,t,u=!0,v=m.isXML(d),w=[],x=b;do{a.exec(""),i=a.exec(x);if(i){x=i[3],w.push(i[1]);if(i[2]){l=i[3];break}}}while(i);if(w.length>1&&p.exec(b))if(w.length===2&&o.relative[w[0]])j=y(w[0]+w[1],d,f);else{j=o.relative[w[0]]?[d]:m(w.shift(),d);while(w.length)b=w.shift(),o.relative[b]&&(b+=w.shift()),j=y(b,j,f)}else{!f&&w.length>1&&d.nodeType===9&&!v&&o.match.ID.test(w[0])&&!o.match.ID.test(w[w.length-1])&&(n=m.find(w.shift(),d,v),d=n.expr?m.filter(n.expr,n.set)[0]:n.set[0]);if(d){n=f?{expr:w.pop(),set:s(f)}:m.find(w.pop(),w.length===1&&(w[0]==="~"||w[0]==="+")&&d.parentNode?d.parentNode:d,v),j=n.expr?m.filter(n.expr,n.set):n.set,w.length>0?k=s(j):u=!1;while(w.length)q=w.pop(),r=q,o.relative[q]?r=w.pop():q="",r==null&&(r=d),o.relative[q](k,r,v)}else k=w=[]}k||(k=j),k||m.error(q||b);if(g.call(k)==="[object Array]")if(!u)e.push.apply(e,k);else if(d&&d.nodeType===1)for(t=0;k[t]!=null;t++)k[t]&&(k[t]===!0||k[t].nodeType===1&&m.contains(d,k[t]))&&e.push(j[t]);else for(t=0;k[t]!=null;t++)k[t]&&k[t].nodeType===1&&e.push(j[t]);else s(k,e);l&&(m(l,h,e,f),m.uniqueSort(e));return e};m.uniqueSort=function(a){if(u){h=i,a.sort(u);if(h)for(var b=1;b<a.length;b++)a[b]===a[b-1]&&a.splice(b--,1)}return a},m.matches=function(a,b){return m(a,null,null,b)},m.matchesSelector=function(a,b){return m(b,null,null,[a]).length>0},m.find=function(a,b,c){var d,e,f,g,h,i;if(!a)return[];for(e=0,f=o.order.length;e<f;e++){h=o.order[e];if(g=o.leftMatch[h].exec(a)){i=g[1],g.splice(1,1);if(i.substr(i.length-1)!=="\\"){g[1]=(g[1]||"").replace(j,""),d=o.find[h](g,b,c);if(d!=null){a=a.replace(o.match[h],"");break}}}}d||(d=typeof b.getElementsByTagName!="undefined"?b.getElementsByTagName("*"):[]);return{set:d,expr:a}},m.filter=function(a,c,d,e){var f,g,h,i,j,k,l,n,p,q=a,r=[],s=c,t=c&&c[0]&&m.isXML(c[0]);while(a&&c.length){for(h in o.filter)if((f=o.leftMatch[h].exec(a))!=null&&f[2]){k=o.filter[h],l=f[1],g=!1,f.splice(1,1);if(l.substr(l.length-1)==="\\")continue;s===r&&(r=[]);if(o.preFilter[h]){f=o.preFilter[h](f,s,d,r,e,t);if(!f)g=i=!0;else if(f===!0)continue}if(f)for(n=0;(j=s[n])!=null;n++)j&&(i=k(j,f,n,s),p=e^i,d&&i!=null?p?g=!0:s[n]=!1:p&&(r.push(j),g=!0));if(i!==b){d||(s=r),a=a.replace(o.match[h],"");if(!g)return[];break}}if(a===q)if(g==null)m.error(a);else break;q=a}return s},m.error=function(a){throw new Error("Syntax error, unrecognized expression: "+a)};var n=m.getText=function(a){var b,c,d=a.nodeType,e="";if(d){if(d===1||d===9){if(typeof a.textContent=="string")return a.textContent;if(typeof a.innerText=="string")return a.innerText.replace(k,"");for(a=a.firstChild;a;a=a.nextSibling)e+=n(a)}else if(d===3||d===4)return a.nodeValue}else for(b=0;c=a[b];b++)c.nodeType!==8&&(e+=n(c));return e},o=m.selectors={order:["ID","NAME","TAG"],match:{ID:/#((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,CLASS:/\.((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,NAME:/\[name=['"]*((?:[\w\u00c0-\uFFFF\-]|\\.)+)['"]*\]/,ATTR:/\[\s*((?:[\w\u00c0-\uFFFF\-]|\\.)+)\s*(?:(\S?=)\s*(?:(['"])(.*?)\3|(#?(?:[\w\u00c0-\uFFFF\-]|\\.)*)|)|)\s*\]/,TAG:/^((?:[\w\u00c0-\uFFFF\*\-]|\\.)+)/,CHILD:/:(only|nth|last|first)-child(?:\(\s*(even|odd|(?:[+\-]?\d+|(?:[+\-]?\d*)?n\s*(?:[+\-]\s*\d+)?))\s*\))?/,POS:/:(nth|eq|gt|lt|first|last|even|odd)(?:\((\d*)\))?(?=[^\-]|$)/,PSEUDO:/:((?:[\w\u00c0-\uFFFF\-]|\\.)+)(?:\((['"]?)((?:\([^\)]+\)|[^\(\)]*)+)\2\))?/},leftMatch:{},attrMap:{"class":"className","for":"htmlFor"},attrHandle:{href:function(a){return a.getAttribute("href")},type:function(a){return a.getAttribute("type")}},relative:{"+":function(a,b){var c=typeof b=="string",d=c&&!l.test(b),e=c&&!d;d&&(b=b.toLowerCase());for(var f=0,g=a.length,h;f<g;f++)if(h=a[f]){while((h=h.previousSibling)&&h.nodeType!==1);a[f]=e||h&&h.nodeName.toLowerCase()===b?h||!1:h===b}e&&m.filter(b,a,!0)},">":function(a,b){var c,d=typeof b=="string",e=0,f=a.length;if(d&&!l.test(b)){b=b.toLowerCase();for(;e<f;e++){c=a[e];if(c){var g=c.parentNode;a[e]=g.nodeName.toLowerCase()===b?g:!1}}}else{for(;e<f;e++)c=a[e],c&&(a[e]=d?c.parentNode:c.parentNode===b);d&&m.filter(b,a,!0)}},"":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("parentNode",b,f,a,d,c)},"~":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("previousSibling",b,f,a,d,c)}},find:{ID:function(a,b,c){if(typeof b.getElementById!="undefined"&&!c){var d=b.getElementById(a[1]);return d&&d.parentNode?[d]:[]}},NAME:function(a,b){if(typeof b.getElementsByName!="undefined"){var c=[],d=b.getElementsByName(a[1]);for(var e=0,f=d.length;e<f;e++)d[e].getAttribute("name")===a[1]&&c.push(d[e]);return c.length===0?null:c}},TAG:function(a,b){if(typeof b.getElementsByTagName!="undefined")return b.getElementsByTagName(a[1])}},preFilter:{CLASS:function(a,b,c,d,e,f){a=" "+a[1].replace(j,"")+" ";if(f)return a;for(var g=0,h;(h=b[g])!=null;g++)h&&(e^(h.className&&(" "+h.className+" ").replace(/[\t\n\r]/g," ").indexOf(a)>=0)?c||d.push(h):c&&(b[g]=!1));return!1},ID:function(a){return a[1].replace(j,"")},TAG:function(a,b){return a[1].replace(j,"").toLowerCase()},CHILD:function(a){if(a[1]==="nth"){a[2]||m.error(a[0]),a[2]=a[2].replace(/^\+|\s*/g,"");var b=/(-?)(\d*)(?:n([+\-]?\d*))?/.exec(a[2]==="even"&&"2n"||a[2]==="odd"&&"2n+1"||!/\D/.test(a[2])&&"0n+"+a[2]||a[2]);a[2]=b[1]+(b[2]||1)-0,a[3]=b[3]-0}else a[2]&&m.error(a[0]);a[0]=e++;return a},ATTR:function(a,b,c,d,e,f){var g=a[1]=a[1].replace(j,"");!f&&o.attrMap[g]&&(a[1]=o.attrMap[g]),a[4]=(a[4]||a[5]||"").replace(j,""),a[2]==="~="&&(a[4]=" "+a[4]+" ");return a},PSEUDO:function(b,c,d,e,f){if(b[1]==="not")if((a.exec(b[3])||"").length>1||/^\w/.test(b[3]))b[3]=m(b[3],null,null,c);else{var g=m.filter(b[3],c,d,!0^f);d||e.push.apply(e,g);return!1}else if(o.match.POS.test(b[0])||o.match.CHILD.test(b[0]))return!0;return b},POS:function(a){a.unshift(!0);return a}},filters:{enabled:function(a){return a.disabled===!1&&a.type!=="hidden"},disabled:function(a){return a.disabled===!0},checked:function(a){return a.checked===!0},selected:function(a){a.parentNode&&a.parentNode.selectedIndex;return a.selected===!0},parent:function(a){return!!a.firstChild},empty:function(a){return!a.firstChild},has:function(a,b,c){return!!m(c[3],a).length},header:function(a){return/h\d/i.test(a.nodeName)},text:function(a){var b=a.getAttribute("type"),c=a.type;return a.nodeName.toLowerCase()==="input"&&"text"===c&&(b===c||b===null)},radio:function(a){return a.nodeName.toLowerCase()==="input"&&"radio"===a.type},checkbox:function(a){return a.nodeName.toLowerCase()==="input"&&"checkbox"===a.type},file:function(a){return a.nodeName.toLowerCase()==="input"&&"file"===a.type},password:function(a){return a.nodeName.toLowerCase()==="input"&&"password"===a.type},submit:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"submit"===a.type},image:function(a){return a.nodeName.toLowerCase()==="input"&&"image"===a.type},reset:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"reset"===a.type},button:function(a){var b=a.nodeName.toLowerCase();return b==="input"&&"button"===a.type||b==="button"},input:function(a){return/input|select|textarea|button/i.test(a.nodeName)},focus:function(a){return a===a.ownerDocument.activeElement}},setFilters:{first:function(a,b){return b===0},last:function(a,b,c,d){return b===d.length-1},even:function(a,b){return b%2===0},odd:function(a,b){return b%2===1},lt:function(a,b,c){return b<c[3]-0},gt:function(a,b,c){return b>c[3]-0},nth:function(a,b,c){return c[3]-0===b},eq:function(a,b,c){return c[3]-0===b}},filter:{PSEUDO:function(a,b,c,d){var e=b[1],f=o.filters[e];if(f)return f(a,c,b,d);if(e==="contains")return(a.textContent||a.innerText||n([a])||"").indexOf(b[3])>=0;if(e==="not"){var g=b[3];for(var h=0,i=g.length;h<i;h++)if(g[h]===a)return!1;return!0}m.error(e)},CHILD:function(a,b){var c,e,f,g,h,i,j,k=b[1],l=a;switch(k){case"only":case"first":while(l=l.previousSibling)if(l.nodeType===1)return!1;if(k==="first")return!0;l=a;case"last":while(l=l.nextSibling)if(l.nodeType===1)return!1;return!0;case"nth":c=b[2],e=b[3];if(c===1&&e===0)return!0;f=b[0],g=a.parentNode;if(g&&(g[d]!==f||!a.nodeIndex)){i=0;for(l=g.firstChild;l;l=l.nextSibling)l.nodeType===1&&(l.nodeIndex=++i);g[d]=f}j=a.nodeIndex-e;return c===0?j===0:j%c===0&&j/c>=0}},ID:function(a,b){return a.nodeType===1&&a.getAttribute("id")===b},TAG:function(a,b){return b==="*"&&a.nodeType===1||!!a.nodeName&&a.nodeName.toLowerCase()===b},CLASS:function(a,b){return(" "+(a.className||a.getAttribute("class"))+" ").indexOf(b)>-1},ATTR:function(a,b){var c=b[1],d=m.attr?m.attr(a,c):o.attrHandle[c]?o.attrHandle[c](a):a[c]!=null?a[c]:a.getAttribute(c),e=d+"",f=b[2],g=b[4];return d==null?f==="!=":!f&&m.attr?d!=null:f==="="?e===g:f==="*="?e.indexOf(g)>=0:f==="~="?(" "+e+" ").indexOf(g)>=0:g?f==="!="?e!==g:f==="^="?e.indexOf(g)===0:f==="$="?e.substr(e.length-g.length)===g:f==="|="?e===g||e.substr(0,g.length+1)===g+"-":!1:e&&d!==!1},POS:function(a,b,c,d){var e=b[2],f=o.setFilters[e];if(f)return f(a,c,b,d)}}},p=o.match.POS,q=function(a,b){return"\\"+(b-0+1)};for(var r in o.match)o.match[r]=new RegExp(o.match[r].source+/(?![^\[]*\])(?![^\(]*\))/.source),o.leftMatch[r]=new RegExp(/(^(?:.|\r|\n)*?)/.source+o.match[r].source.replace(/\\(\d+)/g,q));var s=function(a,b){a=Array.prototype.slice.call(a,0);if(b){b.push.apply(b,a);return b}return a};try{Array.prototype.slice.call(c.documentElement.childNodes,0)[0].nodeType}catch(t){s=function(a,b){var c=0,d=b||[];if(g.call(a)==="[object Array]")Array.prototype.push.apply(d,a);else if(typeof a.length=="number")for(var e=a.length;c<e;c++)d.push(a[c]);else for(;a[c];c++)d.push(a[c]);return d}}var u,v;c.documentElement.compareDocumentPosition?u=function(a,b){if(a===b){h=!0;return 0}if(!a.compareDocumentPosition||!b.compareDocumentPosition)return a.compareDocumentPosition?-1:1;return a.compareDocumentPosition(b)&4?-1:1}:(u=function(a,b){if(a===b){h=!0;return 0}if(a.sourceIndex&&b.sourceIndex)return a.sourceIndex-b.sourceIndex;var c,d,e=[],f=[],g=a.parentNode,i=b.parentNode,j=g;if(g===i)return v(a,b);if(!g)return-1;if(!i)return 1;while(j)e.unshift(j),j=j.parentNode;j=i;while(j)f.unshift(j),j=j.parentNode;c=e.length,d=f.length;for(var k=0;k<c&&k<d;k++)if(e[k]!==f[k])return v(e[k],f[k]);return k===c?v(a,f[k],-1):v(e[k],b,1)},v=function(a,b,c){if(a===b)return c;var d=a.nextSibling;while(d){if(d===b)return-1;d=d.nextSibling}return 1}),function(){var a=c.createElement("div"),d="script"+(new Date).getTime(),e=c.documentElement;a.innerHTML="<a name='"+d+"'/>",e.insertBefore(a,e.firstChild),c.getElementById(d)&&(o.find.ID=function(a,c,d){if(typeof c.getElementById!="undefined"&&!d){var e=c.getElementById(a[1]);return e?e.id===a[1]||typeof e.getAttributeNode!="undefined"&&e.getAttributeNode("id").nodeValue===a[1]?[e]:b:[]}},o.filter.ID=function(a,b){var c=typeof a.getAttributeNode!="undefined"&&a.getAttributeNode("id");return a.nodeType===1&&c&&c.nodeValue===b}),e.removeChild(a),e=a=null}(),function(){var a=c.createElement("div");a.appendChild(c.createComment("")),a.getElementsByTagName("*").length>0&&(o.find.TAG=function(a,b){var c=b.getElementsByTagName(a[1]);if(a[1]==="*"){var d=[];for(var e=0;c[e];e++)c[e].nodeType===1&&d.push(c[e]);c=d}return c}),a.innerHTML="<a href='#'></a>",a.firstChild&&typeof a.firstChild.getAttribute!="undefined"&&a.firstChild.getAttribute("href")!=="#"&&(o.attrHandle.href=function(a){return a.getAttribute("href",2)}),a=null}(),c.querySelectorAll&&function(){var a=m,b=c.createElement("div"),d="__sizzle__";b.innerHTML="<p class='TEST'></p>";if(!b.querySelectorAll||b.querySelectorAll(".TEST").length!==0){m=function(b,e,f,g){e=e||c;if(!g&&!m.isXML(e)){var h=/^(\w+$)|^\.([\w\-]+$)|^#([\w\-]+$)/.exec(b);if(h&&(e.nodeType===1||e.nodeType===9)){if(h[1])return s(e.getElementsByTagName(b),f);if(h[2]&&o.find.CLASS&&e.getElementsByClassName)return s(e.getElementsByClassName(h[2]),f)}if(e.nodeType===9){if(b==="body"&&e.body)return s([e.body],f);if(h&&h[3]){var i=e.getElementById(h[3]);if(!i||!i.parentNode)return s([],f);if(i.id===h[3])return s([i],f)}try{return s(e.querySelectorAll(b),f)}catch(j){}}else if(e.nodeType===1&&e.nodeName.toLowerCase()!=="object"){var k=e,l=e.getAttribute("id"),n=l||d,p=e.parentNode,q=/^\s*[+~]/.test(b);l?n=n.replace(/'/g,"\\$&"):e.setAttribute("id",n),q&&p&&(e=e.parentNode);try{if(!q||p)return s(e.querySelectorAll("[id='"+n+"'] "+b),f)}catch(r){}finally{l||k.removeAttribute("id")}}}return a(b,e,f,g)};for(var e in a)m[e]=a[e];b=null}}(),function(){var a=c.documentElement,b=a.matchesSelector||a.mozMatchesSelector||a.webkitMatchesSelector||a.msMatchesSelector;if(b){var d=!b.call(c.createElement("div"),"div"),e=!1;try{b.call(c.documentElement,"[test!='']:sizzle")}catch(f){e=!0}m.matchesSelector=function(a,c){c=c.replace(/\=\s*([^'"\]]*)\s*\]/g,"='$1']");if(!m.isXML(a))try{if(e||!o.match.PSEUDO.test(c)&&!/!=/.test(c)){var f=b.call(a,c);if(f||!d||a.document&&a.document.nodeType!==11)return f}}catch(g){}return m(c,null,null,[a]).length>0}}}(),function(){var a=c.createElement("div");a.innerHTML="<div class='test e'></div><div class='test'></div>";if(!!a.getElementsByClassName&&a.getElementsByClassName("e").length!==0){a.lastChild.className="e";if(a.getElementsByClassName("e").length===1)return;o.order.splice(1,0,"CLASS"),o.find.CLASS=function(a,b,c){if(typeof b.getElementsByClassName!="undefined"&&!c)return b.getElementsByClassName(a[1])},a=null}}(),c.documentElement.contains?m.contains=function(a,b){return a!==b&&(a.contains?a.contains(b):!0)}:c.documentElement.compareDocumentPosition?m.contains=function(a,b){return!!(a.compareDocumentPosition(b)&16)}:m.contains=function(){return!1},m.isXML=function(a){var b=(a?a.ownerDocument||a:0).documentElement;return b?b.nodeName!=="HTML":!1};var y=function(a,b,c){var d,e=[],f="",g=b.nodeType?[b]:b;while(d=o.match.PSEUDO.exec(a))f+=d[0],a=a.replace(o.match.PSEUDO,"");a=o.relative[a]?a+"*":a;for(var h=0,i=g.length;h<i;h++)m(a,g[h],e,c);return m.filter(f,e)};m.attr=f.attr,m.selectors.attrMap={},f.find=m,f.expr=m.selectors,f.expr[":"]=f.expr.filters,f.unique=m.uniqueSort,f.text=m.getText,f.isXMLDoc=m.isXML,f.contains=m.contains}();var L=/Until$/,M=/^(?:parents|prevUntil|prevAll)/,N=/,/,O=/^.[^:#\[\.,]*$/,P=Array.prototype.slice,Q=f.expr.match.POS,R={children:!0,contents:!0,next:!0,prev:!0};f.fn.extend({find:function(a){var b=this,c,d;if(typeof a!="string")return f(a).filter(function(){for(c=0,d=b.length;c<d;c++)if(f.contains(b[c],this))return!0});var e=this.pushStack("","find",a),g,h,i;for(c=0,d=this.length;c<d;c++){g=e.length,f.find(a,this[c],e);if(c>0)for(h=g;h<e.length;h++)for(i=0;i<g;i++)if(e[i]===e[h]){e.splice(h--,1);break}}return e},has:function(a){var b=f(a);return this.filter(function(){for(var a=0,c=b.length;a<c;a++)if(f.contains(this,b[a]))return!0})},not:function(a){return this.pushStack(T(this,a,!1),"not",a)},filter:function(a){return this.pushStack(T(this,a,!0),"filter",a)},is:function(a){return!!a&&(typeof a=="string"?Q.test(a)?f(a,this.context).index(this[0])>=0:f.filter(a,this).length>0:this.filter(a).length>0)},closest:function(a,b){var c=[],d,e,g=this[0];if(f.isArray(a)){var h=1;while(g&&g.ownerDocument&&g!==b){for(d=0;d<a.length;d++)f(g).is(a[d])&&c.push({selector:a[d],elem:g,level:h});g=g.parentNode,h++}return c}var i=Q.test(a)||typeof a!="string"?f(a,b||this.context):0;for(d=0,e=this.length;d<e;d++){g=this[d];while(g){if(i?i.index(g)>-1:f.find.matchesSelector(g,a)){c.push(g);break}g=g.parentNode;if(!g||!g.ownerDocument||g===b||g.nodeType===11)break}}c=c.length>1?f.unique(c):c;return this.pushStack(c,"closest",a)},index:function(a){if(!a)return this[0]&&this[0].parentNode?this.prevAll().length:-1;if(typeof a=="string")return f.inArray(this[0],f(a));return f.inArray(a.jquery?a[0]:a,this)},add:function(a,b){var c=typeof a=="string"?f(a,b):f.makeArray(a&&a.nodeType?[a]:a),d=f.merge(this.get(),c);return this.pushStack(S(c[0])||S(d[0])?d:f.unique(d))},andSelf:function(){return this.add(this.prevObject)}}),f.each({parent:function(a){var b=a.parentNode;return b&&b.nodeType!==11?b:null},parents:function(a){return f.dir(a,"parentNode")},parentsUntil:function(a,b,c){return f.dir(a,"parentNode",c)},next:function(a){return f.nth(a,2,"nextSibling")},prev:function(a){return f.nth(a,2,"previousSibling")},nextAll:function(a){return f.dir(a,"nextSibling")},prevAll:function(a){return f.dir(a,"previousSibling")},nextUntil:function(a,b,c){return f.dir(a,"nextSibling",c)},prevUntil:function(a,b,c){return f.dir(a,"previousSibling",c)},siblings:function(a){return f.sibling(a.parentNode.firstChild,a)},children:function(a){return f.sibling(a.firstChild)},contents:function(a){return f.nodeName(a,"iframe")?a.contentDocument||a.contentWindow.document:f.makeArray(a.childNodes)}},function(a,b){f.fn[a]=function(c,d){var e=f.map(this,b,c);L.test(a)||(d=c),d&&typeof d=="string"&&(e=f.filter(d,e)),e=this.length>1&&!R[a]?f.unique(e):e,(this.length>1||N.test(d))&&M.test(a)&&(e=e.reverse());return this.pushStack(e,a,P.call(arguments).join(","))}}),f.extend({filter:function(a,b,c){c&&(a=":not("+a+")");return b.length===1?f.find.matchesSelector(b[0],a)?[b[0]]:[]:f.find.matches(a,b)},dir:function(a,c,d){var e=[],g=a[c];while(g&&g.nodeType!==9&&(d===b||g.nodeType!==1||!f(g).is(d)))g.nodeType===1&&e.push(g),g=g[c];return e},nth:function(a,b,c,d){b=b||1;var e=0;for(;a;a=a[c])if(a.nodeType===1&&++e===b)break;return a},sibling:function(a,b){var c=[];for(;a;a=a.nextSibling)a.nodeType===1&&a!==b&&c.push(a);return c}});var V="abbr|article|aside|audio|canvas|datalist|details|figcaption|figure|footer|header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",W=/ jQuery\d+="(?:\d+|null)"/g,X=/^\s+/,Y=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/ig,Z=/<([\w:]+)/,$=/<tbody/i,_=/<|&#?\w+;/,ba=/<(?:script|style)/i,bb=/<(?:script|object|embed|option|style)/i,bc=new RegExp("<(?:"+V+")","i"),bd=/checked\s*(?:[^=]|=\s*.checked.)/i,be=/\/(java|ecma)script/i,bf=/^\s*<!(?:\[CDATA\[|\-\-)/,bg={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],area:[1,"<map>","</map>"],_default:[0,"",""]},bh=U(c);bg.optgroup=bg.option,bg.tbody=bg.tfoot=bg.colgroup=bg.caption=bg.thead,bg.th=bg.td,f.support.htmlSerialize||(bg._default=[1,"div<div>","</div>"]),f.fn.extend({text:function(a){if(f.isFunction(a))return this.each(function(b){var c=f(this);c.text(a.call(this,b,c.text()))});if(typeof a!="object"&&a!==b)return this.empty().append((this[0]&&this[0].ownerDocument||c).createTextNode(a));return f.text(this)},wrapAll:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapAll(a.call(this,b))});if(this[0]){var b=f(a,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&b.insertBefore(this[0]),b.map(function(){var a=this;while(a.firstChild&&a.firstChild.nodeType===1)a=a.firstChild;return a}).append(this)}return this},wrapInner:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapInner(a.call(this,b))});return this.each(function(){var b=f(this),c=b.contents();c.length?c.wrapAll(a):b.append(a)})},wrap:function(a){var b=f.isFunction(a);return this.each(function(c){f(this).wrapAll(b?a.call(this,c):a)})},unwrap:function(){return this.parent().each(function(){f.nodeName(this,"body")||f(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.appendChild(a)})},prepend:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.insertBefore(a,this.firstChild)})},before:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this)});if(arguments.length){var a=f.clean(arguments);a.push.apply(a,this.toArray());return this.pushStack(a,"before",arguments)}},after:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this.nextSibling)});if(arguments.length){var a=this.pushStack(this,"after",arguments);a.push.apply(a,f.clean(arguments));return a}},remove:function(a,b){for(var c=0,d;(d=this[c])!=null;c++)if(!a||f.filter(a,[d]).length)!b&&d.nodeType===1&&(f.cleanData(d.getElementsByTagName("*")),f.cleanData([d])),d.parentNode&&d.parentNode.removeChild(d);return this},empty:function()
{for(var a=0,b;(b=this[a])!=null;a++){b.nodeType===1&&f.cleanData(b.getElementsByTagName("*"));while(b.firstChild)b.removeChild(b.firstChild)}return this},clone:function(a,b){a=a==null?!1:a,b=b==null?a:b;return this.map(function(){return f.clone(this,a,b)})},html:function(a){if(a===b)return this[0]&&this[0].nodeType===1?this[0].innerHTML.replace(W,""):null;if(typeof a=="string"&&!ba.test(a)&&(f.support.leadingWhitespace||!X.test(a))&&!bg[(Z.exec(a)||["",""])[1].toLowerCase()]){a=a.replace(Y,"<$1></$2>");try{for(var c=0,d=this.length;c<d;c++)this[c].nodeType===1&&(f.cleanData(this[c].getElementsByTagName("*")),this[c].innerHTML=a)}catch(e){this.empty().append(a)}}else f.isFunction(a)?this.each(function(b){var c=f(this);c.html(a.call(this,b,c.html()))}):this.empty().append(a);return this},replaceWith:function(a){if(this[0]&&this[0].parentNode){if(f.isFunction(a))return this.each(function(b){var c=f(this),d=c.html();c.replaceWith(a.call(this,b,d))});typeof a!="string"&&(a=f(a).detach());return this.each(function(){var b=this.nextSibling,c=this.parentNode;f(this).remove(),b?f(b).before(a):f(c).append(a)})}return this.length?this.pushStack(f(f.isFunction(a)?a():a),"replaceWith",a):this},detach:function(a){return this.remove(a,!0)},domManip:function(a,c,d){var e,g,h,i,j=a[0],k=[];if(!f.support.checkClone&&arguments.length===3&&typeof j=="string"&&bd.test(j))return this.each(function(){f(this).domManip(a,c,d,!0)});if(f.isFunction(j))return this.each(function(e){var g=f(this);a[0]=j.call(this,e,c?g.html():b),g.domManip(a,c,d)});if(this[0]){i=j&&j.parentNode,f.support.parentNode&&i&&i.nodeType===11&&i.childNodes.length===this.length?e={fragment:i}:e=f.buildFragment(a,this,k),h=e.fragment,h.childNodes.length===1?g=h=h.firstChild:g=h.firstChild;if(g){c=c&&f.nodeName(g,"tr");for(var l=0,m=this.length,n=m-1;l<m;l++)d.call(c?bi(this[l],g):this[l],e.cacheable||m>1&&l<n?f.clone(h,!0,!0):h)}k.length&&f.each(k,bp)}return this}}),f.buildFragment=function(a,b,d){var e,g,h,i,j=a[0];b&&b[0]&&(i=b[0].ownerDocument||b[0]),i.createDocumentFragment||(i=c),a.length===1&&typeof j=="string"&&j.length<512&&i===c&&j.charAt(0)==="<"&&!bb.test(j)&&(f.support.checkClone||!bd.test(j))&&(f.support.html5Clone||!bc.test(j))&&(g=!0,h=f.fragments[j],h&&h!==1&&(e=h)),e||(e=i.createDocumentFragment(),f.clean(a,i,e,d)),g&&(f.fragments[j]=h?e:1);return{fragment:e,cacheable:g}},f.fragments={},f.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(a,b){f.fn[a]=function(c){var d=[],e=f(c),g=this.length===1&&this[0].parentNode;if(g&&g.nodeType===11&&g.childNodes.length===1&&e.length===1){e[b](this[0]);return this}for(var h=0,i=e.length;h<i;h++){var j=(h>0?this.clone(!0):this).get();f(e[h])[b](j),d=d.concat(j)}return this.pushStack(d,a,e.selector)}}),f.extend({clone:function(a,b,c){var d,e,g,h=f.support.html5Clone||!bc.test("<"+a.nodeName)?a.cloneNode(!0):bo(a);if((!f.support.noCloneEvent||!f.support.noCloneChecked)&&(a.nodeType===1||a.nodeType===11)&&!f.isXMLDoc(a)){bk(a,h),d=bl(a),e=bl(h);for(g=0;d[g];++g)e[g]&&bk(d[g],e[g])}if(b){bj(a,h);if(c){d=bl(a),e=bl(h);for(g=0;d[g];++g)bj(d[g],e[g])}}d=e=null;return h},clean:function(a,b,d,e){var g;b=b||c,typeof b.createElement=="undefined"&&(b=b.ownerDocument||b[0]&&b[0].ownerDocument||c);var h=[],i;for(var j=0,k;(k=a[j])!=null;j++){typeof k=="number"&&(k+="");if(!k)continue;if(typeof k=="string")if(!_.test(k))k=b.createTextNode(k);else{k=k.replace(Y,"<$1></$2>");var l=(Z.exec(k)||["",""])[1].toLowerCase(),m=bg[l]||bg._default,n=m[0],o=b.createElement("div");b===c?bh.appendChild(o):U(b).appendChild(o),o.innerHTML=m[1]+k+m[2];while(n--)o=o.lastChild;if(!f.support.tbody){var p=$.test(k),q=l==="table"&&!p?o.firstChild&&o.firstChild.childNodes:m[1]==="<table>"&&!p?o.childNodes:[];for(i=q.length-1;i>=0;--i)f.nodeName(q[i],"tbody")&&!q[i].childNodes.length&&q[i].parentNode.removeChild(q[i])}!f.support.leadingWhitespace&&X.test(k)&&o.insertBefore(b.createTextNode(X.exec(k)[0]),o.firstChild),k=o.childNodes}var r;if(!f.support.appendChecked)if(k[0]&&typeof (r=k.length)=="number")for(i=0;i<r;i++)bn(k[i]);else bn(k);k.nodeType?h.push(k):h=f.merge(h,k)}if(d){g=function(a){return!a.type||be.test(a.type)};for(j=0;h[j];j++)if(e&&f.nodeName(h[j],"script")&&(!h[j].type||h[j].type.toLowerCase()==="text/javascript"))e.push(h[j].parentNode?h[j].parentNode.removeChild(h[j]):h[j]);else{if(h[j].nodeType===1){var s=f.grep(h[j].getElementsByTagName("script"),g);h.splice.apply(h,[j+1,0].concat(s))}d.appendChild(h[j])}}return h},cleanData:function(a){var b,c,d=f.cache,e=f.event.special,g=f.support.deleteExpando;for(var h=0,i;(i=a[h])!=null;h++){if(i.nodeName&&f.noData[i.nodeName.toLowerCase()])continue;c=i[f.expando];if(c){b=d[c];if(b&&b.events){for(var j in b.events)e[j]?f.event.remove(i,j):f.removeEvent(i,j,b.handle);b.handle&&(b.handle.elem=null)}g?delete i[f.expando]:i.removeAttribute&&i.removeAttribute(f.expando),delete d[c]}}}});var bq=/alpha\([^)]*\)/i,br=/opacity=([^)]*)/,bs=/([A-Z]|^ms)/g,bt=/^-?\d+(?:px)?$/i,bu=/^-?\d/,bv=/^([\-+])=([\-+.\de]+)/,bw={position:"absolute",visibility:"hidden",display:"block"},bx=["Left","Right"],by=["Top","Bottom"],bz,bA,bB;f.fn.css=function(a,c){if(arguments.length===2&&c===b)return this;return f.access(this,a,c,!0,function(a,c,d){return d!==b?f.style(a,c,d):f.css(a,c)})},f.extend({cssHooks:{opacity:{get:function(a,b){if(b){var c=bz(a,"opacity","opacity");return c===""?"1":c}return a.style.opacity}}},cssNumber:{fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":f.support.cssFloat?"cssFloat":"styleFloat"},style:function(a,c,d,e){if(!!a&&a.nodeType!==3&&a.nodeType!==8&&!!a.style){var g,h,i=f.camelCase(c),j=a.style,k=f.cssHooks[i];c=f.cssProps[i]||i;if(d===b){if(k&&"get"in k&&(g=k.get(a,!1,e))!==b)return g;return j[c]}h=typeof d,h==="string"&&(g=bv.exec(d))&&(d=+(g[1]+1)*+g[2]+parseFloat(f.css(a,c)),h="number");if(d==null||h==="number"&&isNaN(d))return;h==="number"&&!f.cssNumber[i]&&(d+="px");if(!k||!("set"in k)||(d=k.set(a,d))!==b)try{j[c]=d}catch(l){}}},css:function(a,c,d){var e,g;c=f.camelCase(c),g=f.cssHooks[c],c=f.cssProps[c]||c,c==="cssFloat"&&(c="float");if(g&&"get"in g&&(e=g.get(a,!0,d))!==b)return e;if(bz)return bz(a,c)},swap:function(a,b,c){var d={};for(var e in b)d[e]=a.style[e],a.style[e]=b[e];c.call(a);for(e in b)a.style[e]=d[e]}}),f.curCSS=f.css,f.each(["height","width"],function(a,b){f.cssHooks[b]={get:function(a,c,d){var e;if(c){if(a.offsetWidth!==0)return bC(a,b,d);f.swap(a,bw,function(){e=bC(a,b,d)});return e}},set:function(a,b){if(!bt.test(b))return b;b=parseFloat(b);if(b>=0)return b+"px"}}}),f.support.opacity||(f.cssHooks.opacity={get:function(a,b){return br.test((b&&a.currentStyle?a.currentStyle.filter:a.style.filter)||"")?parseFloat(RegExp.$1)/100+"":b?"1":""},set:function(a,b){var c=a.style,d=a.currentStyle,e=f.isNumeric(b)?"alpha(opacity="+b*100+")":"",g=d&&d.filter||c.filter||"";c.zoom=1;if(b>=1&&f.trim(g.replace(bq,""))===""){c.removeAttribute("filter");if(d&&!d.filter)return}c.filter=bq.test(g)?g.replace(bq,e):g+" "+e}}),f(function(){f.support.reliableMarginRight||(f.cssHooks.marginRight={get:function(a,b){var c;f.swap(a,{display:"inline-block"},function(){b?c=bz(a,"margin-right","marginRight"):c=a.style.marginRight});return c}})}),c.defaultView&&c.defaultView.getComputedStyle&&(bA=function(a,b){var c,d,e;b=b.replace(bs,"-$1").toLowerCase(),(d=a.ownerDocument.defaultView)&&(e=d.getComputedStyle(a,null))&&(c=e.getPropertyValue(b),c===""&&!f.contains(a.ownerDocument.documentElement,a)&&(c=f.style(a,b)));return c}),c.documentElement.currentStyle&&(bB=function(a,b){var c,d,e,f=a.currentStyle&&a.currentStyle[b],g=a.style;f===null&&g&&(e=g[b])&&(f=e),!bt.test(f)&&bu.test(f)&&(c=g.left,d=a.runtimeStyle&&a.runtimeStyle.left,d&&(a.runtimeStyle.left=a.currentStyle.left),g.left=b==="fontSize"?"1em":f||0,f=g.pixelLeft+"px",g.left=c,d&&(a.runtimeStyle.left=d));return f===""?"auto":f}),bz=bA||bB,f.expr&&f.expr.filters&&(f.expr.filters.hidden=function(a){var b=a.offsetWidth,c=a.offsetHeight;return b===0&&c===0||!f.support.reliableHiddenOffsets&&(a.style&&a.style.display||f.css(a,"display"))==="none"},f.expr.filters.visible=function(a){return!f.expr.filters.hidden(a)});var bD=/%20/g,bE=/\[\]$/,bF=/\r?\n/g,bG=/#.*$/,bH=/^(.*?):[ \t]*([^\r\n]*)\r?$/mg,bI=/^(?:color|date|datetime|datetime-local|email|hidden|month|number|password|range|search|tel|text|time|url|week)$/i,bJ=/^(?:about|app|app\-storage|.+\-extension|file|res|widget):$/,bK=/^(?:GET|HEAD)$/,bL=/^\/\//,bM=/\?/,bN=/<script\b[^<]*(?:(?!<\/script>)<[^<]*)*<\/script>/gi,bO=/^(?:select|textarea)/i,bP=/\s+/,bQ=/([?&])_=[^&]*/,bR=/^([\w\+\.\-]+:)(?:\/\/([^\/?#:]*)(?::(\d+))?)?/,bS=f.fn.load,bT={},bU={},bV,bW,bX=["*/"]+["*"];try{bV=e.href}catch(bY){bV=c.createElement("a"),bV.href="",bV=bV.href}bW=bR.exec(bV.toLowerCase())||[],f.fn.extend({load:function(a,c,d){if(typeof a!="string"&&bS)return bS.apply(this,arguments);if(!this.length)return this;var e=a.indexOf(" ");if(e>=0){var g=a.slice(e,a.length);a=a.slice(0,e)}var h="GET";c&&(f.isFunction(c)?(d=c,c=b):typeof c=="object"&&(c=f.param(c,f.ajaxSettings.traditional),h="POST"));var i=this;f.ajax({url:a,type:h,dataType:"html",data:c,complete:function(a,b,c){c=a.responseText,a.isResolved()&&(a.done(function(a){c=a}),i.html(g?f("<div>").append(c.replace(bN,"")).find(g):c)),d&&i.each(d,[c,b,a])}});return this},serialize:function(){return f.param(this.serializeArray())},serializeArray:function(){return this.map(function(){return this.elements?f.makeArray(this.elements):this}).filter(function(){return this.name&&!this.disabled&&(this.checked||bO.test(this.nodeName)||bI.test(this.type))}).map(function(a,b){var c=f(this).val();return c==null?null:f.isArray(c)?f.map(c,function(a,c){return{name:b.name,value:a.replace(bF,"\r\n")}}):{name:b.name,value:c.replace(bF,"\r\n")}}).get()}}),f.each("ajaxStart ajaxStop ajaxComplete ajaxError ajaxSuccess ajaxSend".split(" "),function(a,b){f.fn[b]=function(a){return this.on(b,a)}}),f.each(["get","post"],function(a,c){f[c]=function(a,d,e,g){f.isFunction(d)&&(g=g||e,e=d,d=b);return f.ajax({type:c,url:a,data:d,success:e,dataType:g})}}),f.extend({getScript:function(a,c){return f.get(a,b,c,"script")},getJSON:function(a,b,c){return f.get(a,b,c,"json")},ajaxSetup:function(a,b){b?b_(a,f.ajaxSettings):(b=a,a=f.ajaxSettings),b_(a,b);return a},ajaxSettings:{url:bV,isLocal:bJ.test(bW[1]),global:!0,type:"GET",contentType:"application/x-www-form-urlencoded",processData:!0,async:!0,accepts:{xml:"application/xml, text/xml",html:"text/html",text:"text/plain",json:"application/json, text/javascript","*":bX},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":a.String,"text html":!0,"text json":f.parseJSON,"text xml":f.parseXML},flatOptions:{context:!0,url:!0}},ajaxPrefilter:bZ(bT),ajaxTransport:bZ(bU),ajax:function(a,c){function w(a,c,l,m){if(s!==2){s=2,q&&clearTimeout(q),p=b,n=m||"",v.readyState=a>0?4:0;var o,r,u,w=c,x=l?cb(d,v,l):b,y,z;if(a>=200&&a<300||a===304){if(d.ifModified){if(y=v.getResponseHeader("Last-Modified"))f.lastModified[k]=y;if(z=v.getResponseHeader("Etag"))f.etag[k]=z}if(a===304)w="notmodified",o=!0;else try{r=cc(d,x),w="success",o=!0}catch(A){w="parsererror",u=A}}else{u=w;if(!w||a)w="error",a<0&&(a=0)}v.status=a,v.statusText=""+(c||w),o?h.resolveWith(e,[r,w,v]):h.rejectWith(e,[v,w,u]),v.statusCode(j),j=b,t&&g.trigger("ajax"+(o?"Success":"Error"),[v,d,o?r:u]),i.fireWith(e,[v,w]),t&&(g.trigger("ajaxComplete",[v,d]),--f.active||f.event.trigger("ajaxStop"))}}typeof a=="object"&&(c=a,a=b),c=c||{};var d=f.ajaxSetup({},c),e=d.context||d,g=e!==d&&(e.nodeType||e instanceof f)?f(e):f.event,h=f.Deferred(),i=f.Callbacks("once memory"),j=d.statusCode||{},k,l={},m={},n,o,p,q,r,s=0,t,u,v={readyState:0,setRequestHeader:function(a,b){if(!s){var c=a.toLowerCase();a=m[c]=m[c]||a,l[a]=b}return this},getAllResponseHeaders:function(){return s===2?n:null},getResponseHeader:function(a){var c;if(s===2){if(!o){o={};while(c=bH.exec(n))o[c[1].toLowerCase()]=c[2]}c=o[a.toLowerCase()]}return c===b?null:c},overrideMimeType:function(a){s||(d.mimeType=a);return this},abort:function(a){a=a||"abort",p&&p.abort(a),w(0,a);return this}};h.promise(v),v.success=v.done,v.error=v.fail,v.complete=i.add,v.statusCode=function(a){if(a){var b;if(s<2)for(b in a)j[b]=[j[b],a[b]];else b=a[v.status],v.then(b,b)}return this},d.url=((a||d.url)+"").replace(bG,"").replace(bL,bW[1]+"//"),d.dataTypes=f.trim(d.dataType||"*").toLowerCase().split(bP),d.crossDomain==null&&(r=bR.exec(d.url.toLowerCase()),d.crossDomain=!(!r||r[1]==bW[1]&&r[2]==bW[2]&&(r[3]||(r[1]==="http:"?80:443))==(bW[3]||(bW[1]==="http:"?80:443)))),d.data&&d.processData&&typeof d.data!="string"&&(d.data=f.param(d.data,d.traditional)),b$(bT,d,c,v);if(s===2)return!1;t=d.global,d.type=d.type.toUpperCase(),d.hasContent=!bK.test(d.type),t&&f.active++===0&&f.event.trigger("ajaxStart");if(!d.hasContent){d.data&&(d.url+=(bM.test(d.url)?"&":"?")+d.data,delete d.data),k=d.url;if(d.cache===!1){var x=f.now(),y=d.url.replace(bQ,"$1_="+x);d.url=y+(y===d.url?(bM.test(d.url)?"&":"?")+"_="+x:"")}}(d.data&&d.hasContent&&d.contentType!==!1||c.contentType)&&v.setRequestHeader("Content-Type",d.contentType),d.ifModified&&(k=k||d.url,f.lastModified[k]&&v.setRequestHeader("If-Modified-Since",f.lastModified[k]),f.etag[k]&&v.setRequestHeader("If-None-Match",f.etag[k])),v.setRequestHeader("Accept",d.dataTypes[0]&&d.accepts[d.dataTypes[0]]?d.accepts[d.dataTypes[0]]+(d.dataTypes[0]!=="*"?", "+bX+"; q=0.01":""):d.accepts["*"]);for(u in d.headers)v.setRequestHeader(u,d.headers[u]);if(d.beforeSend&&(d.beforeSend.call(e,v,d)===!1||s===2)){v.abort();return!1}for(u in{success:1,error:1,complete:1})v[u](d[u]);p=b$(bU,d,c,v);if(!p)w(-1,"No Transport");else{v.readyState=1,t&&g.trigger("ajaxSend",[v,d]),d.async&&d.timeout>0&&(q=setTimeout(function(){v.abort("timeout")},d.timeout));try{s=1,p.send(l,w)}catch(z){if(s<2)w(-1,z);else throw z}}return v},param:function(a,c){var d=[],e=function(a,b){b=f.isFunction(b)?b():b,d[d.length]=encodeURIComponent(a)+"="+encodeURIComponent(b)};c===b&&(c=f.ajaxSettings.traditional);if(f.isArray(a)||a.jquery&&!f.isPlainObject(a))f.each(a,function(){e(this.name,this.value)});else for(var g in a)ca(g,a[g],c,e);return d.join("&").replace(bD,"+")}}),f.extend({active:0,lastModified:{},etag:{}});var cd=f.now(),ce=/(\=)\?(&|$)|\?\?/i;f.ajaxSetup({jsonp:"callback",jsonpCallback:function(){return f.expando+"_"+cd++}}),f.ajaxPrefilter("json jsonp",function(b,c,d){var e=b.contentType==="application/x-www-form-urlencoded"&&typeof b.data=="string";if(b.dataTypes[0]==="jsonp"||b.jsonp!==!1&&(ce.test(b.url)||e&&ce.test(b.data))){var g,h=b.jsonpCallback=f.isFunction(b.jsonpCallback)?b.jsonpCallback():b.jsonpCallback,i=a[h],j=b.url,k=b.data,l="$1"+h+"$2";b.jsonp!==!1&&(j=j.replace(ce,l),b.url===j&&(e&&(k=k.replace(ce,l)),b.data===k&&(j+=(/\?/.test(j)?"&":"?")+b.jsonp+"="+h))),b.url=j,b.data=k,a[h]=function(a){g=[a]},d.always(function(){a[h]=i,g&&f.isFunction(i)&&a[h](g[0])}),b.converters["script json"]=function(){g||f.error(h+" was not called");return g[0]},b.dataTypes[0]="json";return"script"}}),f.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/javascript|ecmascript/},converters:{"text script":function(a){f.globalEval(a);return a}}}),f.ajaxPrefilter("script",function(a){a.cache===b&&(a.cache=!1),a.crossDomain&&(a.type="GET",a.global=!1)}),f.ajaxTransport("script",function(a){if(a.crossDomain){var d,e=c.head||c.getElementsByTagName("head")[0]||c.documentElement;return{send:function(f,g){d=c.createElement("script"),d.async="async",a.scriptCharset&&(d.charset=a.scriptCharset),d.src=a.url,d.onload=d.onreadystatechange=function(a,c){if(c||!d.readyState||/loaded|complete/.test(d.readyState))d.onload=d.onreadystatechange=null,e&&d.parentNode&&e.removeChild(d),d=b,c||g(200,"success")},e.insertBefore(d,e.firstChild)},abort:function(){d&&d.onload(0,1)}}}});var cf=a.ActiveXObject?function(){for(var a in ch)ch[a](0,1)}:!1,cg=0,ch;f.ajaxSettings.xhr=a.ActiveXObject?function(){return!this.isLocal&&ci()||cj()}:ci,function(a){f.extend(f.support,{ajax:!!a,cors:!!a&&"withCredentials"in a})}(f.ajaxSettings.xhr()),f.support.ajax&&f.ajaxTransport(function(c){if(!c.crossDomain||f.support.cors){var d;return{send:function(e,g){var h=c.xhr(),i,j;c.username?h.open(c.type,c.url,c.async,c.username,c.password):h.open(c.type,c.url,c.async);if(c.xhrFields)for(j in c.xhrFields)h[j]=c.xhrFields[j];c.mimeType&&h.overrideMimeType&&h.overrideMimeType(c.mimeType),!c.crossDomain&&!e["X-Requested-With"]&&(e["X-Requested-With"]="XMLHttpRequest");try{for(j in e)h.setRequestHeader(j,e[j])}catch(k){}h.send(c.hasContent&&c.data||null),d=function(a,e){var j,k,l,m,n;try{if(d&&(e||h.readyState===4)){d=b,i&&(h.onreadystatechange=f.noop,cf&&delete ch[i]);if(e)h.readyState!==4&&h.abort();else{j=h.status,l=h.getAllResponseHeaders(),m={},n=h.responseXML,n&&n.documentElement&&(m.xml=n),m.text=h.responseText;try{k=h.statusText}catch(o){k=""}!j&&c.isLocal&&!c.crossDomain?j=m.text?200:404:j===1223&&(j=204)}}}catch(p){e||g(-1,p)}m&&g(j,k,m,l)},!c.async||h.readyState===4?d():(i=++cg,cf&&(ch||(ch={},f(a).unload(cf)),ch[i]=d),h.onreadystatechange=d)},abort:function(){d&&d(0,1)}}}});var ck={},cl,cm,cn=/^(?:toggle|show|hide)$/,co=/^([+\-]=)?([\d+.\-]+)([a-z%]*)$/i,cp,cq=[["height","marginTop","marginBottom","paddingTop","paddingBottom"],["width","marginLeft","marginRight","paddingLeft","paddingRight"],["opacity"]],cr;f.fn.extend({show:function(a,b,c){var d,e;if(a||a===0)return this.animate(cu("show",3),a,b,c);for(var g=0,h=this.length;g<h;g++)d=this[g],d.style&&(e=d.style.display,!f._data(d,"olddisplay")&&e==="none"&&(e=d.style.display=""),e===""&&f.css(d,"display")==="none"&&f._data(d,"olddisplay",cv(d.nodeName)));for(g=0;g<h;g++){d=this[g];if(d.style){e=d.style.display;if(e===""||e==="none")d.style.display=f._data(d,"olddisplay")||""}}return this},hide:function(a,b,c){if(a||a===0)return this.animate(cu("hide",3),a,b,c);var d,e,g=0,h=this.length;for(;g<h;g++)d=this[g],d.style&&(e=f.css(d,"display"),e!=="none"&&!f._data(d,"olddisplay")&&f._data(d,"olddisplay",e));for(g=0;g<h;g++)this[g].style&&(this[g].style.display="none");return this},_toggle:f.fn.toggle,toggle:function(a,b,c){var d=typeof a=="boolean";f.isFunction(a)&&f.isFunction(b)?this._toggle.apply(this,arguments):a==null||d?this.each(function(){var b=d?a:f(this).is(":hidden");f(this)[b?"show":"hide"]()}):this.animate(cu("toggle",3),a,b,c);return this},fadeTo:function(a,b,c,d){return this.filter(":hidden").css("opacity",0).show().end().animate({opacity:b},a,c,d)},animate:function(a,b,c,d){function g(){e.queue===!1&&f._mark(this);var b=f.extend({},e),c=this.nodeType===1,d=c&&f(this).is(":hidden"),g,h,i,j,k,l,m,n,o;b.animatedProperties={};for(i in a){g=f.camelCase(i),i!==g&&(a[g]=a[i],delete a[i]),h=a[g],f.isArray(h)?(b.animatedProperties[g]=h[1],h=a[g]=h[0]):b.animatedProperties[g]=b.specialEasing&&b.specialEasing[g]||b.easing||"swing";if(h==="hide"&&d||h==="show"&&!d)return b.complete.call(this);c&&(g==="height"||g==="width")&&(b.overflow=[this.style.overflow,this.style.overflowX,this.style.overflowY],f.css(this,"display")==="inline"&&f.css(this,"float")==="none"&&(!f.support.inlineBlockNeedsLayout||cv(this.nodeName)==="inline"?this.style.display="inline-block":this.style.zoom=1))}b.overflow!=null&&(this.style.overflow="hidden");for(i in a)j=new f.fx(this,b,i),h=a[i],cn.test(h)?(o=f._data(this,"toggle"+i)||(h==="toggle"?d?"show":"hide":0),o?(f._data(this,"toggle"+i,o==="show"?"hide":"show"),j[o]()):j[h]()):(k=co.exec(h),l=j.cur(),k?(m=parseFloat(k[2]),n=k[3]||(f.cssNumber[i]?"":"px"),n!=="px"&&(f.style(this,i,(m||1)+n),l=(m||1)/j.cur()*l,f.style(this,i,l+n)),k[1]&&(m=(k[1]==="-="?-1:1)*m+l),j.custom(l,m,n)):j.custom(l,h,""));return!0}var e=f.speed(b,c,d);if(f.isEmptyObject(a))return this.each(e.complete,[!1]);a=f.extend({},a);return e.queue===!1?this.each(g):this.queue(e.queue,g)},stop:function(a,c,d){typeof a!="string"&&(d=c,c=a,a=b),c&&a!==!1&&this.queue(a||"fx",[]);return this.each(function(){function h(a,b,c){var e=b[c];f.removeData(a,c,!0),e.stop(d)}var b,c=!1,e=f.timers,g=f._data(this);d||f._unmark(!0,this);if(a==null)for(b in g)g[b]&&g[b].stop&&b.indexOf(".run")===b.length-4&&h(this,g,b);else g[b=a+".run"]&&g[b].stop&&h(this,g,b);for(b=e.length;b--;)e[b].elem===this&&(a==null||e[b].queue===a)&&(d?e[b](!0):e[b].saveState(),c=!0,e.splice(b,1));(!d||!c)&&f.dequeue(this,a)})}}),f.each({slideDown:cu("show",1),slideUp:cu("hide",1),slideToggle:cu("toggle",1),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(a,b){f.fn[a]=function(a,c,d){return this.animate(b,a,c,d)}}),f.extend({speed:function(a,b,c){var d=a&&typeof a=="object"?f.extend({},a):{complete:c||!c&&b||f.isFunction(a)&&a,duration:a,easing:c&&b||b&&!f.isFunction(b)&&b};d.duration=f.fx.off?0:typeof d.duration=="number"?d.duration:d.duration in f.fx.speeds?f.fx.speeds[d.duration]:f.fx.speeds._default;if(d.queue==null||d.queue===!0)d.queue="fx";d.old=d.complete,d.complete=function(a){f.isFunction(d.old)&&d.old.call(this),d.queue?f.dequeue(this,d.queue):a!==!1&&f._unmark(this)};return d},easing:{linear:function(a,b,c,d){return c+d*a},swing:function(a,b,c,d){return(-Math.cos(a*Math.PI)/2+.5)*d+c}},timers:[],fx:function(a,b,c){this.options=b,this.elem=a,this.prop=c,b.orig=b.orig||{}}}),f.fx.prototype={update:function(){this.options.step&&this.options.step.call(this.elem,this.now,this),(f.fx.step[this.prop]||f.fx.step._default)(this)},cur:function(){if(this.elem[this.prop]!=null&&(!this.elem.style||this.elem.style[this.prop]==null))return this.elem[this.prop];var a,b=f.css(this.elem,this.prop);return isNaN(a=parseFloat(b))?!b||b==="auto"?0:b:a},custom:function(a,c,d){function h(a){return e.step(a)}var e=this,g=f.fx;this.startTime=cr||cs(),this.end=c,this.now=this.start=a,this.pos=this.state=0,this.unit=d||this.unit||(f.cssNumber[this.prop]?"":"px"),h.queue=this.options.queue,h.elem=this.elem,h.saveState=function(){e.options.hide&&f._data(e.elem,"fxshow"+e.prop)===b&&f._data(e.elem,"fxshow"+e.prop,e.start)},h()&&f.timers.push(h)&&!cp&&(cp=setInterval(g.tick,g.interval))},show:function(){var a=f._data(this.elem,"fxshow"+this.prop);this.options.orig[this.prop]=a||f.style(this.elem,this.prop),this.options.show=!0,a!==b?this.custom(this.cur(),a):this.custom(this.prop==="width"||this.prop==="height"?1:0,this.cur()),f(this.elem).show()},hide:function(){this.options.orig[this.prop]=f._data(this.elem,"fxshow"+this.prop)||f.style(this.elem,this.prop),this.options.hide=!0,this.custom(this.cur(),0)},step:function(a){var b,c,d,e=cr||cs(),g=!0,h=this.elem,i=this.options;if(a||e>=i.duration+this.startTime){this.now=this.end,this.pos=this.state=1,this.update(),i.animatedProperties[this.prop]=!0;for(b in i.animatedProperties)i.animatedProperties[b]!==!0&&(g=!1);if(g){i.overflow!=null&&!f.support.shrinkWrapBlocks&&f.each(["","X","Y"],function(a,b){h.style["overflow"+b]=i.overflow[a]}),i.hide&&f(h).hide();if(i.hide||i.show)for(b in i.animatedProperties)f.style(h,b,i.orig[b]),f.removeData(h,"fxshow"+b,!0),f.removeData(h,"toggle"+b,!0);d=i.complete,d&&(i.complete=!1,d.call(h))}return!1}i.duration==Infinity?this.now=e:(c=e-this.startTime,this.state=c/i.duration,this.pos=f.easing[i.animatedProperties[this.prop]](this.state,c,0,1,i.duration),this.now=this.start+(this.end-this.start)*this.pos),this.update();return!0}},f.extend(f.fx,{tick:function(){var a,b=f.timers,c=0;for(;c<b.length;c++)a=b[c],!a()&&b[c]===a&&b.splice(c--,1);b.length||f.fx.stop()},interval:13,stop:function(){clearInterval(cp),cp=null},speeds:{slow:600,fast:200,_default:400},step:{opacity:function(a){f.style(a.elem,"opacity",a.now)},_default:function(a){a.elem.style&&a.elem.style[a.prop]!=null?a.elem.style[a.prop]=a.now+a.unit:a.elem[a.prop]=a.now}}}),f.each(["width","height"],function(a,b){f.fx.step[b]=function(a){f.style(a.elem,b,Math.max(0,a.now)+a.unit)}}),f.expr&&f.expr.filters&&(f.expr.filters.animated=function(a){return f.grep(f.timers,function(b){return a===b.elem}).length});var cw=/^t(?:able|d|h)$/i,cx=/^(?:body|html)$/i;"getBoundingClientRect"in c.documentElement?f.fn.offset=function(a){var b=this[0],c;if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);try{c=b.getBoundingClientRect()}catch(d){}var e=b.ownerDocument,g=e.documentElement;if(!c||!f.contains(g,b))return c?{top:c.top,left:c.left}:{top:0,left:0};var h=e.body,i=cy(e),j=g.clientTop||h.clientTop||0,k=g.clientLeft||h.clientLeft||0,l=i.pageYOffset||f.support.boxModel&&g.scrollTop||h.scrollTop,m=i.pageXOffset||f.support.boxModel&&g.scrollLeft||h.scrollLeft,n=c.top+l-j,o=c.left+m-k;return{top:n,left:o}}:f.fn.offset=function(a){var b=this[0];if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);var c,d=b.offsetParent,e=b,g=b.ownerDocument,h=g.documentElement,i=g.body,j=g.defaultView,k=j?j.getComputedStyle(b,null):b.currentStyle,l=b.offsetTop,m=b.offsetLeft;while((b=b.parentNode)&&b!==i&&b!==h){if(f.support.fixedPosition&&k.position==="fixed")break;c=j?j.getComputedStyle(b,null):b.currentStyle,l-=b.scrollTop,m-=b.scrollLeft,b===d&&(l+=b.offsetTop,m+=b.offsetLeft,f.support.doesNotAddBorder&&(!f.support.doesAddBorderForTableAndCells||!cw.test(b.nodeName))&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),e=d,d=b.offsetParent),f.support.subtractsBorderForOverflowNotVisible&&c.overflow!=="visible"&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),k=c}if(k.position==="relative"||k.position==="static")l+=i.offsetTop,m+=i.offsetLeft;f.support.fixedPosition&&k.position==="fixed"&&(l+=Math.max(h.scrollTop,i.scrollTop),m+=Math.max(h.scrollLeft,i.scrollLeft));return{top:l,left:m}},f.offset={bodyOffset:function(a){var b=a.offsetTop,c=a.offsetLeft;f.support.doesNotIncludeMarginInBodyOffset&&(b+=parseFloat(f.css(a,"marginTop"))||0,c+=parseFloat(f.css(a,"marginLeft"))||0);return{top:b,left:c}},setOffset:function(a,b,c){var d=f.css(a,"position");d==="static"&&(a.style.position="relative");var e=f(a),g=e.offset(),h=f.css(a,"top"),i=f.css(a,"left"),j=(d==="absolute"||d==="fixed")&&f.inArray("auto",[h,i])>-1,k={},l={},m,n;j?(l=e.position(),m=l.top,n=l.left):(m=parseFloat(h)||0,n=parseFloat(i)||0),f.isFunction(b)&&(b=b.call(a,c,g)),b.top!=null&&(k.top=b.top-g.top+m),b.left!=null&&(k.left=b.left-g.left+n),"using"in b?b.using.call(a,k):e.css(k)}},f.fn.extend({position:function(){if(!this[0])return null;var a=this[0],b=this.offsetParent(),c=this.offset(),d=cx.test(b[0].nodeName)?{top:0,left:0}:b.offset();c.top-=parseFloat(f.css(a,"marginTop"))||0,c.left-=parseFloat(f.css(a,"marginLeft"))||0,d.top+=parseFloat(f.css(b[0],"borderTopWidth"))||0,d.left+=parseFloat(f.css(b[0],"borderLeftWidth"))||0;return{top:c.top-d.top,left:c.left-d.left}},offsetParent:function(){return this.map(function(){var a=this.offsetParent||c.body;while(a&&!cx.test(a.nodeName)&&f.css(a,"position")==="static")a=a.offsetParent;return a})}}),f.each(["Left","Top"],function(a,c){var d="scroll"+c;f.fn[d]=function(c){var e,g;if(c===b){e=this[0];if(!e)return null;g=cy(e);return g?"pageXOffset"in g?g[a?"pageYOffset":"pageXOffset"]:f.support.boxModel&&g.document.documentElement[d]||g.document.body[d]:e[d]}return this.each(function(){g=cy(this),g?g.scrollTo(a?f(g).scrollLeft():c,a?c:f(g).scrollTop()):this[d]=c})}}),f.each(["Height","Width"],function(a,c){var d=c.toLowerCase();f.fn["inner"+c]=function(){var a=this[0];return a?a.style?parseFloat(f.css(a,d,"padding")):this[d]():null},f.fn["outer"+c]=function(a){var b=this[0];return b?b.style?parseFloat(f.css(b,d,a?"margin":"border")):this[d]():null},f.fn[d]=function(a){var e=this[0];if(!e)return a==null?null:this;if(f.isFunction(a))return this.each(function(b){var c=f(this);c[d](a.call(this,b,c[d]()))});if(f.isWindow(e)){var g=e.document.documentElement["client"+c],h=e.document.body;return e.document.compatMode==="CSS1Compat"&&g||h&&h["client"+c]||g}if(e.nodeType===9)return Math.max(e.documentElement["client"+c],e.body["scroll"+c],e.documentElement["scroll"+c],e.body["offset"+c],e.documentElement["offset"+c]);if(a===b){var i=f.css(e,d),j=parseFloat(i);return f.isNumeric(j)?j:i}return this.css(d,typeof a=="string"?a:a+"px")}}),a.jQuery=a.$=f,typeof define=="function"&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return f})})(window);
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/*! jQuery v1.9.1 | (c) 2005, 2012 jQuery Foundation, Inc. | jquery.org/license
//@ sourceMappingURL=jquery.min.map
*/(function(e,t){var n,r,i=typeof t,o=e.document,a=e.location,s=e.jQuery,u=e.$,l={},c=[],p="1.9.1",f=c.concat,d=c.push,h=c.slice,g=c.indexOf,m=l.toString,y=l.hasOwnProperty,v=p.trim,b=function(e,t){return new b.fn.init(e,t,r)},x=/[+-]?(?:\d*\.|)\d+(?:[eE][+-]?\d+|)/.source,w=/\S+/g,T=/^[\s\uFEFF\xA0]+|[\s\uFEFF\xA0]+$/g,N=/^(?:(<[\w\W]+>)[^>]*|#([\w-]*))$/,C=/^<(\w+)\s*\/?>(?:<\/\1>|)$/,k=/^[\],:{}\s]*$/,E=/(?:^|:|,)(?:\s*\[)+/g,S=/\\(?:["\\\/bfnrt]|u[\da-fA-F]{4})/g,A=/"[^"\\\r\n]*"|true|false|null|-?(?:\d+\.|)\d+(?:[eE][+-]?\d+|)/g,j=/^-ms-/,D=/-([\da-z])/gi,L=function(e,t){return t.toUpperCase()},H=function(e){(o.addEventListener||"load"===e.type||"complete"===o.readyState)&&(q(),b.ready())},q=function(){o.addEventListener?(o.removeEventListener("DOMContentLoaded",H,!1),e.removeEventListener("load",H,!1)):(o.detachEvent("onreadystatechange",H),e.detachEvent("onload",H))};b.fn=b.prototype={jquery:p,constructor:b,init:function(e,n,r){var i,a;if(!e)return this;if("string"==typeof e){if(i="<"===e.charAt(0)&&">"===e.charAt(e.length-1)&&e.length>=3?[null,e,null]:N.exec(e),!i||!i[1]&&n)return!n||n.jquery?(n||r).find(e):this.constructor(n).find(e);if(i[1]){if(n=n instanceof b?n[0]:n,b.merge(this,b.parseHTML(i[1],n&&n.nodeType?n.ownerDocument||n:o,!0)),C.test(i[1])&&b.isPlainObject(n))for(i in n)b.isFunction(this[i])?this[i](n[i]):this.attr(i,n[i]);return this}if(a=o.getElementById(i[2]),a&&a.parentNode){if(a.id!==i[2])return r.find(e);this.length=1,this[0]=a}return this.context=o,this.selector=e,this}return e.nodeType?(this.context=this[0]=e,this.length=1,this):b.isFunction(e)?r.ready(e):(e.selector!==t&&(this.selector=e.selector,this.context=e.context),b.makeArray(e,this))},selector:"",length:0,size:function(){return this.length},toArray:function(){return h.call(this)},get:function(e){return null==e?this.toArray():0>e?this[this.length+e]:this[e]},pushStack:function(e){var t=b.merge(this.constructor(),e);return t.prevObject=this,t.context=this.context,t},each:function(e,t){return b.each(this,e,t)},ready:function(e){return b.ready.promise().done(e),this},slice:function(){return this.pushStack(h.apply(this,arguments))},first:function(){return this.eq(0)},last:function(){return this.eq(-1)},eq:function(e){var t=this.length,n=+e+(0>e?t:0);return this.pushStack(n>=0&&t>n?[this[n]]:[])},map:function(e){return this.pushStack(b.map(this,function(t,n){return e.call(t,n,t)}))},end:function(){return this.prevObject||this.constructor(null)},push:d,sort:[].sort,splice:[].splice},b.fn.init.prototype=b.fn,b.extend=b.fn.extend=function(){var e,n,r,i,o,a,s=arguments[0]||{},u=1,l=arguments.length,c=!1;for("boolean"==typeof s&&(c=s,s=arguments[1]||{},u=2),"object"==typeof s||b.isFunction(s)||(s={}),l===u&&(s=this,--u);l>u;u++)if(null!=(o=arguments[u]))for(i in o)e=s[i],r=o[i],s!==r&&(c&&r&&(b.isPlainObject(r)||(n=b.isArray(r)))?(n?(n=!1,a=e&&b.isArray(e)?e:[]):a=e&&b.isPlainObject(e)?e:{},s[i]=b.extend(c,a,r)):r!==t&&(s[i]=r));return s},b.extend({noConflict:function(t){return e.$===b&&(e.$=u),t&&e.jQuery===b&&(e.jQuery=s),b},isReady:!1,readyWait:1,holdReady:function(e){e?b.readyWait++:b.ready(!0)},ready:function(e){if(e===!0?!--b.readyWait:!b.isReady){if(!o.body)return setTimeout(b.ready);b.isReady=!0,e!==!0&&--b.readyWait>0||(n.resolveWith(o,[b]),b.fn.trigger&&b(o).trigger("ready").off("ready"))}},isFunction:function(e){return"function"===b.type(e)},isArray:Array.isArray||function(e){return"array"===b.type(e)},isWindow:function(e){return null!=e&&e==e.window},isNumeric:function(e){return!isNaN(parseFloat(e))&&isFinite(e)},type:function(e){return null==e?e+"":"object"==typeof e||"function"==typeof e?l[m.call(e)]||"object":typeof e},isPlainObject:function(e){if(!e||"object"!==b.type(e)||e.nodeType||b.isWindow(e))return!1;try{if(e.constructor&&!y.call(e,"constructor")&&!y.call(e.constructor.prototype,"isPrototypeOf"))return!1}catch(n){return!1}var r;for(r in e);return r===t||y.call(e,r)},isEmptyObject:function(e){var t;for(t in e)return!1;return!0},error:function(e){throw Error(e)},parseHTML:function(e,t,n){if(!e||"string"!=typeof e)return null;"boolean"==typeof t&&(n=t,t=!1),t=t||o;var r=C.exec(e),i=!n&&[];return r?[t.createElement(r[1])]:(r=b.buildFragment([e],t,i),i&&b(i).remove(),b.merge([],r.childNodes))},parseJSON:function(n){return e.JSON&&e.JSON.parse?e.JSON.parse(n):null===n?n:"string"==typeof n&&(n=b.trim(n),n&&k.test(n.replace(S,"@").replace(A,"]").replace(E,"")))?Function("return "+n)():(b.error("Invalid JSON: "+n),t)},parseXML:function(n){var r,i;if(!n||"string"!=typeof n)return null;try{e.DOMParser?(i=new DOMParser,r=i.parseFromString(n,"text/xml")):(r=new ActiveXObject("Microsoft.XMLDOM"),r.async="false",r.loadXML(n))}catch(o){r=t}return r&&r.documentElement&&!r.getElementsByTagName("parsererror").length||b.error("Invalid XML: "+n),r},noop:function(){},globalEval:function(t){t&&b.trim(t)&&(e.execScript||function(t){e.eval.call(e,t)})(t)},camelCase:function(e){return e.replace(j,"ms-").replace(D,L)},nodeName:function(e,t){return e.nodeName&&e.nodeName.toLowerCase()===t.toLowerCase()},each:function(e,t,n){var r,i=0,o=e.length,a=M(e);if(n){if(a){for(;o>i;i++)if(r=t.apply(e[i],n),r===!1)break}else for(i in e)if(r=t.apply(e[i],n),r===!1)break}else if(a){for(;o>i;i++)if(r=t.call(e[i],i,e[i]),r===!1)break}else for(i in e)if(r=t.call(e[i],i,e[i]),r===!1)break;return e},trim:v&&!v.call("\ufeff\u00a0")?function(e){return null==e?"":v.call(e)}:function(e){return null==e?"":(e+"").replace(T,"")},makeArray:function(e,t){var n=t||[];return null!=e&&(M(Object(e))?b.merge(n,"string"==typeof e?[e]:e):d.call(n,e)),n},inArray:function(e,t,n){var r;if(t){if(g)return g.call(t,e,n);for(r=t.length,n=n?0>n?Math.max(0,r+n):n:0;r>n;n++)if(n in t&&t[n]===e)return n}return-1},merge:function(e,n){var r=n.length,i=e.length,o=0;if("number"==typeof r)for(;r>o;o++)e[i++]=n[o];else while(n[o]!==t)e[i++]=n[o++];return e.length=i,e},grep:function(e,t,n){var r,i=[],o=0,a=e.length;for(n=!!n;a>o;o++)r=!!t(e[o],o),n!==r&&i.push(e[o]);return i},map:function(e,t,n){var r,i=0,o=e.length,a=M(e),s=[];if(a)for(;o>i;i++)r=t(e[i],i,n),null!=r&&(s[s.length]=r);else for(i in e)r=t(e[i],i,n),null!=r&&(s[s.length]=r);return f.apply([],s)},guid:1,proxy:function(e,n){var r,i,o;return"string"==typeof n&&(o=e[n],n=e,e=o),b.isFunction(e)?(r=h.call(arguments,2),i=function(){return e.apply(n||this,r.concat(h.call(arguments)))},i.guid=e.guid=e.guid||b.guid++,i):t},access:function(e,n,r,i,o,a,s){var u=0,l=e.length,c=null==r;if("object"===b.type(r)){o=!0;for(u in r)b.access(e,n,u,r[u],!0,a,s)}else if(i!==t&&(o=!0,b.isFunction(i)||(s=!0),c&&(s?(n.call(e,i),n=null):(c=n,n=function(e,t,n){return c.call(b(e),n)})),n))for(;l>u;u++)n(e[u],r,s?i:i.call(e[u],u,n(e[u],r)));return o?e:c?n.call(e):l?n(e[0],r):a},now:function(){return(new Date).getTime()}}),b.ready.promise=function(t){if(!n)if(n=b.Deferred(),"complete"===o.readyState)setTimeout(b.ready);else if(o.addEventListener)o.addEventListener("DOMContentLoaded",H,!1),e.addEventListener("load",H,!1);else{o.attachEvent("onreadystatechange",H),e.attachEvent("onload",H);var r=!1;try{r=null==e.frameElement&&o.documentElement}catch(i){}r&&r.doScroll&&function a(){if(!b.isReady){try{r.doScroll("left")}catch(e){return setTimeout(a,50)}q(),b.ready()}}()}return n.promise(t)},b.each("Boolean Number String Function Array Date RegExp Object Error".split(" "),function(e,t){l["[object "+t+"]"]=t.toLowerCase()});function M(e){var t=e.length,n=b.type(e);return b.isWindow(e)?!1:1===e.nodeType&&t?!0:"array"===n||"function"!==n&&(0===t||"number"==typeof t&&t>0&&t-1 in e)}r=b(o);var _={};function F(e){var t=_[e]={};return b.each(e.match(w)||[],function(e,n){t[n]=!0}),t}b.Callbacks=function(e){e="string"==typeof e?_[e]||F(e):b.extend({},e);var n,r,i,o,a,s,u=[],l=!e.once&&[],c=function(t){for(r=e.memory&&t,i=!0,a=s||0,s=0,o=u.length,n=!0;u&&o>a;a++)if(u[a].apply(t[0],t[1])===!1&&e.stopOnFalse){r=!1;break}n=!1,u&&(l?l.length&&c(l.shift()):r?u=[]:p.disable())},p={add:function(){if(u){var t=u.length;(function i(t){b.each(t,function(t,n){var r=b.type(n);"function"===r?e.unique&&p.has(n)||u.push(n):n&&n.length&&"string"!==r&&i(n)})})(arguments),n?o=u.length:r&&(s=t,c(r))}return this},remove:function(){return u&&b.each(arguments,function(e,t){var r;while((r=b.inArray(t,u,r))>-1)u.splice(r,1),n&&(o>=r&&o--,a>=r&&a--)}),this},has:function(e){return e?b.inArray(e,u)>-1:!(!u||!u.length)},empty:function(){return u=[],this},disable:function(){return u=l=r=t,this},disabled:function(){return!u},lock:function(){return l=t,r||p.disable(),this},locked:function(){return!l},fireWith:function(e,t){return t=t||[],t=[e,t.slice?t.slice():t],!u||i&&!l||(n?l.push(t):c(t)),this},fire:function(){return p.fireWith(this,arguments),this},fired:function(){return!!i}};return p},b.extend({Deferred:function(e){var t=[["resolve","done",b.Callbacks("once memory"),"resolved"],["reject","fail",b.Callbacks("once memory"),"rejected"],["notify","progress",b.Callbacks("memory")]],n="pending",r={state:function(){return n},always:function(){return i.done(arguments).fail(arguments),this},then:function(){var e=arguments;return b.Deferred(function(n){b.each(t,function(t,o){var a=o[0],s=b.isFunction(e[t])&&e[t];i[o[1]](function(){var e=s&&s.apply(this,arguments);e&&b.isFunction(e.promise)?e.promise().done(n.resolve).fail(n.reject).progress(n.notify):n[a+"With"](this===r?n.promise():this,s?[e]:arguments)})}),e=null}).promise()},promise:function(e){return null!=e?b.extend(e,r):r}},i={};return r.pipe=r.then,b.each(t,function(e,o){var a=o[2],s=o[3];r[o[1]]=a.add,s&&a.add(function(){n=s},t[1^e][2].disable,t[2][2].lock),i[o[0]]=function(){return i[o[0]+"With"](this===i?r:this,arguments),this},i[o[0]+"With"]=a.fireWith}),r.promise(i),e&&e.call(i,i),i},when:function(e){var t=0,n=h.call(arguments),r=n.length,i=1!==r||e&&b.isFunction(e.promise)?r:0,o=1===i?e:b.Deferred(),a=function(e,t,n){return function(r){t[e]=this,n[e]=arguments.length>1?h.call(arguments):r,n===s?o.notifyWith(t,n):--i||o.resolveWith(t,n)}},s,u,l;if(r>1)for(s=Array(r),u=Array(r),l=Array(r);r>t;t++)n[t]&&b.isFunction(n[t].promise)?n[t].promise().done(a(t,l,n)).fail(o.reject).progress(a(t,u,s)):--i;return i||o.resolveWith(l,n),o.promise()}}),b.support=function(){var t,n,r,a,s,u,l,c,p,f,d=o.createElement("div");if(d.setAttribute("className","t"),d.innerHTML="  <link/><table></table><a href='/a'>a</a><input type='checkbox'/>",n=d.getElementsByTagName("*"),r=d.getElementsByTagName("a")[0],!n||!r||!n.length)return{};s=o.createElement("select"),l=s.appendChild(o.createElement("option")),a=d.getElementsByTagName("input")[0],r.style.cssText="top:1px;float:left;opacity:.5",t={getSetAttribute:"t"!==d.className,leadingWhitespace:3===d.firstChild.nodeType,tbody:!d.getElementsByTagName("tbody").length,htmlSerialize:!!d.getElementsByTagName("link").length,style:/top/.test(r.getAttribute("style")),hrefNormalized:"/a"===r.getAttribute("href"),opacity:/^0.5/.test(r.style.opacity),cssFloat:!!r.style.cssFloat,checkOn:!!a.value,optSelected:l.selected,enctype:!!o.createElement("form").enctype,html5Clone:"<:nav></:nav>"!==o.createElement("nav").cloneNode(!0).outerHTML,boxModel:"CSS1Compat"===o.compatMode,deleteExpando:!0,noCloneEvent:!0,inlineBlockNeedsLayout:!1,shrinkWrapBlocks:!1,reliableMarginRight:!0,boxSizingReliable:!0,pixelPosition:!1},a.checked=!0,t.noCloneChecked=a.cloneNode(!0).checked,s.disabled=!0,t.optDisabled=!l.disabled;try{delete d.test}catch(h){t.deleteExpando=!1}a=o.createElement("input"),a.setAttribute("value",""),t.input=""===a.getAttribute("value"),a.value="t",a.setAttribute("type","radio"),t.radioValue="t"===a.value,a.setAttribute("checked","t"),a.setAttribute("name","t"),u=o.createDocumentFragment(),u.appendChild(a),t.appendChecked=a.checked,t.checkClone=u.cloneNode(!0).cloneNode(!0).lastChild.checked,d.attachEvent&&(d.attachEvent("onclick",function(){t.noCloneEvent=!1}),d.cloneNode(!0).click());for(f in{submit:!0,change:!0,focusin:!0})d.setAttribute(c="on"+f,"t"),t[f+"Bubbles"]=c in e||d.attributes[c].expando===!1;return d.style.backgroundClip="content-box",d.cloneNode(!0).style.backgroundClip="",t.clearCloneStyle="content-box"===d.style.backgroundClip,b(function(){var n,r,a,s="padding:0;margin:0;border:0;display:block;box-sizing:content-box;-moz-box-sizing:content-box;-webkit-box-sizing:content-box;",u=o.getElementsByTagName("body")[0];u&&(n=o.createElement("div"),n.style.cssText="border:0;width:0;height:0;position:absolute;top:0;left:-9999px;margin-top:1px",u.appendChild(n).appendChild(d),d.innerHTML="<table><tr><td></td><td>t</td></tr></table>",a=d.getElementsByTagName("td"),a[0].style.cssText="padding:0;margin:0;border:0;display:none",p=0===a[0].offsetHeight,a[0].style.display="",a[1].style.display="none",t.reliableHiddenOffsets=p&&0===a[0].offsetHeight,d.innerHTML="",d.style.cssText="box-sizing:border-box;-moz-box-sizing:border-box;-webkit-box-sizing:border-box;padding:1px;border:1px;display:block;width:4px;margin-top:1%;position:absolute;top:1%;",t.boxSizing=4===d.offsetWidth,t.doesNotIncludeMarginInBodyOffset=1!==u.offsetTop,e.getComputedStyle&&(t.pixelPosition="1%"!==(e.getComputedStyle(d,null)||{}).top,t.boxSizingReliable="4px"===(e.getComputedStyle(d,null)||{width:"4px"}).width,r=d.appendChild(o.createElement("div")),r.style.cssText=d.style.cssText=s,r.style.marginRight=r.style.width="0",d.style.width="1px",t.reliableMarginRight=!parseFloat((e.getComputedStyle(r,null)||{}).marginRight)),typeof d.style.zoom!==i&&(d.innerHTML="",d.style.cssText=s+"width:1px;padding:1px;display:inline;zoom:1",t.inlineBlockNeedsLayout=3===d.offsetWidth,d.style.display="block",d.innerHTML="<div></div>",d.firstChild.style.width="5px",t.shrinkWrapBlocks=3!==d.offsetWidth,t.inlineBlockNeedsLayout&&(u.style.zoom=1)),u.removeChild(n),n=d=a=r=null)}),n=s=u=l=r=a=null,t}();var O=/(?:\{[\s\S]*\}|\[[\s\S]*\])$/,B=/([A-Z])/g;function P(e,n,r,i){if(b.acceptData(e)){var o,a,s=b.expando,u="string"==typeof n,l=e.nodeType,p=l?b.cache:e,f=l?e[s]:e[s]&&s;if(f&&p[f]&&(i||p[f].data)||!u||r!==t)return f||(l?e[s]=f=c.pop()||b.guid++:f=s),p[f]||(p[f]={},l||(p[f].toJSON=b.noop)),("object"==typeof n||"function"==typeof n)&&(i?p[f]=b.extend(p[f],n):p[f].data=b.extend(p[f].data,n)),o=p[f],i||(o.data||(o.data={}),o=o.data),r!==t&&(o[b.camelCase(n)]=r),u?(a=o[n],null==a&&(a=o[b.camelCase(n)])):a=o,a}}function R(e,t,n){if(b.acceptData(e)){var r,i,o,a=e.nodeType,s=a?b.cache:e,u=a?e[b.expando]:b.expando;if(s[u]){if(t&&(o=n?s[u]:s[u].data)){b.isArray(t)?t=t.concat(b.map(t,b.camelCase)):t in o?t=[t]:(t=b.camelCase(t),t=t in o?[t]:t.split(" "));for(r=0,i=t.length;i>r;r++)delete o[t[r]];if(!(n?$:b.isEmptyObject)(o))return}(n||(delete s[u].data,$(s[u])))&&(a?b.cleanData([e],!0):b.support.deleteExpando||s!=s.window?delete s[u]:s[u]=null)}}}b.extend({cache:{},expando:"jQuery"+(p+Math.random()).replace(/\D/g,""),noData:{embed:!0,object:"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",applet:!0},hasData:function(e){return e=e.nodeType?b.cache[e[b.expando]]:e[b.expando],!!e&&!$(e)},data:function(e,t,n){return P(e,t,n)},removeData:function(e,t){return R(e,t)},_data:function(e,t,n){return P(e,t,n,!0)},_removeData:function(e,t){return R(e,t,!0)},acceptData:function(e){if(e.nodeType&&1!==e.nodeType&&9!==e.nodeType)return!1;var t=e.nodeName&&b.noData[e.nodeName.toLowerCase()];return!t||t!==!0&&e.getAttribute("classid")===t}}),b.fn.extend({data:function(e,n){var r,i,o=this[0],a=0,s=null;if(e===t){if(this.length&&(s=b.data(o),1===o.nodeType&&!b._data(o,"parsedAttrs"))){for(r=o.attributes;r.length>a;a++)i=r[a].name,i.indexOf("data-")||(i=b.camelCase(i.slice(5)),W(o,i,s[i]));b._data(o,"parsedAttrs",!0)}return s}return"object"==typeof e?this.each(function(){b.data(this,e)}):b.access(this,function(n){return n===t?o?W(o,e,b.data(o,e)):null:(this.each(function(){b.data(this,e,n)}),t)},null,n,arguments.length>1,null,!0)},removeData:function(e){return this.each(function(){b.removeData(this,e)})}});function W(e,n,r){if(r===t&&1===e.nodeType){var i="data-"+n.replace(B,"-$1").toLowerCase();if(r=e.getAttribute(i),"string"==typeof r){try{r="true"===r?!0:"false"===r?!1:"null"===r?null:+r+""===r?+r:O.test(r)?b.parseJSON(r):r}catch(o){}b.data(e,n,r)}else r=t}return r}function $(e){var t;for(t in e)if(("data"!==t||!b.isEmptyObject(e[t]))&&"toJSON"!==t)return!1;return!0}b.extend({queue:function(e,n,r){var i;return e?(n=(n||"fx")+"queue",i=b._data(e,n),r&&(!i||b.isArray(r)?i=b._data(e,n,b.makeArray(r)):i.push(r)),i||[]):t},dequeue:function(e,t){t=t||"fx";var n=b.queue(e,t),r=n.length,i=n.shift(),o=b._queueHooks(e,t),a=function(){b.dequeue(e,t)};"inprogress"===i&&(i=n.shift(),r--),o.cur=i,i&&("fx"===t&&n.unshift("inprogress"),delete o.stop,i.call(e,a,o)),!r&&o&&o.empty.fire()},_queueHooks:function(e,t){var n=t+"queueHooks";return b._data(e,n)||b._data(e,n,{empty:b.Callbacks("once memory").add(function(){b._removeData(e,t+"queue"),b._removeData(e,n)})})}}),b.fn.extend({queue:function(e,n){var r=2;return"string"!=typeof e&&(n=e,e="fx",r--),r>arguments.length?b.queue(this[0],e):n===t?this:this.each(function(){var t=b.queue(this,e,n);b._queueHooks(this,e),"fx"===e&&"inprogress"!==t[0]&&b.dequeue(this,e)})},dequeue:function(e){return this.each(function(){b.dequeue(this,e)})},delay:function(e,t){return e=b.fx?b.fx.speeds[e]||e:e,t=t||"fx",this.queue(t,function(t,n){var r=setTimeout(t,e);n.stop=function(){clearTimeout(r)}})},clearQueue:function(e){return this.queue(e||"fx",[])},promise:function(e,n){var r,i=1,o=b.Deferred(),a=this,s=this.length,u=function(){--i||o.resolveWith(a,[a])};"string"!=typeof e&&(n=e,e=t),e=e||"fx";while(s--)r=b._data(a[s],e+"queueHooks"),r&&r.empty&&(i++,r.empty.add(u));return u(),o.promise(n)}});var I,z,X=/[\t\r\n]/g,U=/\r/g,V=/^(?:input|select|textarea|button|object)$/i,Y=/^(?:a|area)$/i,J=/^(?:checked|selected|autofocus|autoplay|async|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped)$/i,G=/^(?:checked|selected)$/i,Q=b.support.getSetAttribute,K=b.support.input;b.fn.extend({attr:function(e,t){return b.access(this,b.attr,e,t,arguments.length>1)},removeAttr:function(e){return this.each(function(){b.removeAttr(this,e)})},prop:function(e,t){return b.access(this,b.prop,e,t,arguments.length>1)},removeProp:function(e){return e=b.propFix[e]||e,this.each(function(){try{this[e]=t,delete this[e]}catch(n){}})},addClass:function(e){var t,n,r,i,o,a=0,s=this.length,u="string"==typeof e&&e;if(b.isFunction(e))return this.each(function(t){b(this).addClass(e.call(this,t,this.className))});if(u)for(t=(e||"").match(w)||[];s>a;a++)if(n=this[a],r=1===n.nodeType&&(n.className?(" "+n.className+" ").replace(X," "):" ")){o=0;while(i=t[o++])0>r.indexOf(" "+i+" ")&&(r+=i+" ");n.className=b.trim(r)}return this},removeClass:function(e){var t,n,r,i,o,a=0,s=this.length,u=0===arguments.length||"string"==typeof e&&e;if(b.isFunction(e))return this.each(function(t){b(this).removeClass(e.call(this,t,this.className))});if(u)for(t=(e||"").match(w)||[];s>a;a++)if(n=this[a],r=1===n.nodeType&&(n.className?(" "+n.className+" ").replace(X," "):"")){o=0;while(i=t[o++])while(r.indexOf(" "+i+" ")>=0)r=r.replace(" "+i+" "," ");n.className=e?b.trim(r):""}return this},toggleClass:function(e,t){var n=typeof e,r="boolean"==typeof t;return b.isFunction(e)?this.each(function(n){b(this).toggleClass(e.call(this,n,this.className,t),t)}):this.each(function(){if("string"===n){var o,a=0,s=b(this),u=t,l=e.match(w)||[];while(o=l[a++])u=r?u:!s.hasClass(o),s[u?"addClass":"removeClass"](o)}else(n===i||"boolean"===n)&&(this.className&&b._data(this,"__className__",this.className),this.className=this.className||e===!1?"":b._data(this,"__className__")||"")})},hasClass:function(e){var t=" "+e+" ",n=0,r=this.length;for(;r>n;n++)if(1===this[n].nodeType&&(" "+this[n].className+" ").replace(X," ").indexOf(t)>=0)return!0;return!1},val:function(e){var n,r,i,o=this[0];{if(arguments.length)return i=b.isFunction(e),this.each(function(n){var o,a=b(this);1===this.nodeType&&(o=i?e.call(this,n,a.val()):e,null==o?o="":"number"==typeof o?o+="":b.isArray(o)&&(o=b.map(o,function(e){return null==e?"":e+""})),r=b.valHooks[this.type]||b.valHooks[this.nodeName.toLowerCase()],r&&"set"in r&&r.set(this,o,"value")!==t||(this.value=o))});if(o)return r=b.valHooks[o.type]||b.valHooks[o.nodeName.toLowerCase()],r&&"get"in r&&(n=r.get(o,"value"))!==t?n:(n=o.value,"string"==typeof n?n.replace(U,""):null==n?"":n)}}}),b.extend({valHooks:{option:{get:function(e){var t=e.attributes.value;return!t||t.specified?e.value:e.text}},select:{get:function(e){var t,n,r=e.options,i=e.selectedIndex,o="select-one"===e.type||0>i,a=o?null:[],s=o?i+1:r.length,u=0>i?s:o?i:0;for(;s>u;u++)if(n=r[u],!(!n.selected&&u!==i||(b.support.optDisabled?n.disabled:null!==n.getAttribute("disabled"))||n.parentNode.disabled&&b.nodeName(n.parentNode,"optgroup"))){if(t=b(n).val(),o)return t;a.push(t)}return a},set:function(e,t){var n=b.makeArray(t);return b(e).find("option").each(function(){this.selected=b.inArray(b(this).val(),n)>=0}),n.length||(e.selectedIndex=-1),n}}},attr:function(e,n,r){var o,a,s,u=e.nodeType;if(e&&3!==u&&8!==u&&2!==u)return typeof e.getAttribute===i?b.prop(e,n,r):(a=1!==u||!b.isXMLDoc(e),a&&(n=n.toLowerCase(),o=b.attrHooks[n]||(J.test(n)?z:I)),r===t?o&&a&&"get"in o&&null!==(s=o.get(e,n))?s:(typeof e.getAttribute!==i&&(s=e.getAttribute(n)),null==s?t:s):null!==r?o&&a&&"set"in o&&(s=o.set(e,r,n))!==t?s:(e.setAttribute(n,r+""),r):(b.removeAttr(e,n),t))},removeAttr:function(e,t){var n,r,i=0,o=t&&t.match(w);if(o&&1===e.nodeType)while(n=o[i++])r=b.propFix[n]||n,J.test(n)?!Q&&G.test(n)?e[b.camelCase("default-"+n)]=e[r]=!1:e[r]=!1:b.attr(e,n,""),e.removeAttribute(Q?n:r)},attrHooks:{type:{set:function(e,t){if(!b.support.radioValue&&"radio"===t&&b.nodeName(e,"input")){var n=e.value;return e.setAttribute("type",t),n&&(e.value=n),t}}}},propFix:{tabindex:"tabIndex",readonly:"readOnly","for":"htmlFor","class":"className",maxlength:"maxLength",cellspacing:"cellSpacing",cellpadding:"cellPadding",rowspan:"rowSpan",colspan:"colSpan",usemap:"useMap",frameborder:"frameBorder",contenteditable:"contentEditable"},prop:function(e,n,r){var i,o,a,s=e.nodeType;if(e&&3!==s&&8!==s&&2!==s)return a=1!==s||!b.isXMLDoc(e),a&&(n=b.propFix[n]||n,o=b.propHooks[n]),r!==t?o&&"set"in o&&(i=o.set(e,r,n))!==t?i:e[n]=r:o&&"get"in o&&null!==(i=o.get(e,n))?i:e[n]},propHooks:{tabIndex:{get:function(e){var n=e.getAttributeNode("tabindex");return n&&n.specified?parseInt(n.value,10):V.test(e.nodeName)||Y.test(e.nodeName)&&e.href?0:t}}}}),z={get:function(e,n){var r=b.prop(e,n),i="boolean"==typeof r&&e.getAttribute(n),o="boolean"==typeof r?K&&Q?null!=i:G.test(n)?e[b.camelCase("default-"+n)]:!!i:e.getAttributeNode(n);return o&&o.value!==!1?n.toLowerCase():t},set:function(e,t,n){return t===!1?b.removeAttr(e,n):K&&Q||!G.test(n)?e.setAttribute(!Q&&b.propFix[n]||n,n):e[b.camelCase("default-"+n)]=e[n]=!0,n}},K&&Q||(b.attrHooks.value={get:function(e,n){var r=e.getAttributeNode(n);return b.nodeName(e,"input")?e.defaultValue:r&&r.specified?r.value:t},set:function(e,n,r){return b.nodeName(e,"input")?(e.defaultValue=n,t):I&&I.set(e,n,r)}}),Q||(I=b.valHooks.button={get:function(e,n){var r=e.getAttributeNode(n);return r&&("id"===n||"name"===n||"coords"===n?""!==r.value:r.specified)?r.value:t},set:function(e,n,r){var i=e.getAttributeNode(r);return i||e.setAttributeNode(i=e.ownerDocument.createAttribute(r)),i.value=n+="","value"===r||n===e.getAttribute(r)?n:t}},b.attrHooks.contenteditable={get:I.get,set:function(e,t,n){I.set(e,""===t?!1:t,n)}},b.each(["width","height"],function(e,n){b.attrHooks[n]=b.extend(b.attrHooks[n],{set:function(e,r){return""===r?(e.setAttribute(n,"auto"),r):t}})})),b.support.hrefNormalized||(b.each(["href","src","width","height"],function(e,n){b.attrHooks[n]=b.extend(b.attrHooks[n],{get:function(e){var r=e.getAttribute(n,2);return null==r?t:r}})}),b.each(["href","src"],function(e,t){b.propHooks[t]={get:function(e){return e.getAttribute(t,4)}}})),b.support.style||(b.attrHooks.style={get:function(e){return e.style.cssText||t},set:function(e,t){return e.style.cssText=t+""}}),b.support.optSelected||(b.propHooks.selected=b.extend(b.propHooks.selected,{get:function(e){var t=e.parentNode;return t&&(t.selectedIndex,t.parentNode&&t.parentNode.selectedIndex),null}})),b.support.enctype||(b.propFix.enctype="encoding"),b.support.checkOn||b.each(["radio","checkbox"],function(){b.valHooks[this]={get:function(e){return null===e.getAttribute("value")?"on":e.value}}}),b.each(["radio","checkbox"],function(){b.valHooks[this]=b.extend(b.valHooks[this],{set:function(e,n){return b.isArray(n)?e.checked=b.inArray(b(e).val(),n)>=0:t}})});var Z=/^(?:input|select|textarea)$/i,et=/^key/,tt=/^(?:mouse|contextmenu)|click/,nt=/^(?:focusinfocus|focusoutblur)$/,rt=/^([^.]*)(?:\.(.+)|)$/;function it(){return!0}function ot(){return!1}b.event={global:{},add:function(e,n,r,o,a){var s,u,l,c,p,f,d,h,g,m,y,v=b._data(e);if(v){r.handler&&(c=r,r=c.handler,a=c.selector),r.guid||(r.guid=b.guid++),(u=v.events)||(u=v.events={}),(f=v.handle)||(f=v.handle=function(e){return typeof b===i||e&&b.event.triggered===e.type?t:b.event.dispatch.apply(f.elem,arguments)},f.elem=e),n=(n||"").match(w)||[""],l=n.length;while(l--)s=rt.exec(n[l])||[],g=y=s[1],m=(s[2]||"").split(".").sort(),p=b.event.special[g]||{},g=(a?p.delegateType:p.bindType)||g,p=b.event.special[g]||{},d=b.extend({type:g,origType:y,data:o,handler:r,guid:r.guid,selector:a,needsContext:a&&b.expr.match.needsContext.test(a),namespace:m.join(".")},c),(h=u[g])||(h=u[g]=[],h.delegateCount=0,p.setup&&p.setup.call(e,o,m,f)!==!1||(e.addEventListener?e.addEventListener(g,f,!1):e.attachEvent&&e.attachEvent("on"+g,f))),p.add&&(p.add.call(e,d),d.handler.guid||(d.handler.guid=r.guid)),a?h.splice(h.delegateCount++,0,d):h.push(d),b.event.global[g]=!0;e=null}},remove:function(e,t,n,r,i){var o,a,s,u,l,c,p,f,d,h,g,m=b.hasData(e)&&b._data(e);if(m&&(c=m.events)){t=(t||"").match(w)||[""],l=t.length;while(l--)if(s=rt.exec(t[l])||[],d=g=s[1],h=(s[2]||"").split(".").sort(),d){p=b.event.special[d]||{},d=(r?p.delegateType:p.bindType)||d,f=c[d]||[],s=s[2]&&RegExp("(^|\\.)"+h.join("\\.(?:.*\\.|)")+"(\\.|$)"),u=o=f.length;while(o--)a=f[o],!i&&g!==a.origType||n&&n.guid!==a.guid||s&&!s.test(a.namespace)||r&&r!==a.selector&&("**"!==r||!a.selector)||(f.splice(o,1),a.selector&&f.delegateCount--,p.remove&&p.remove.call(e,a));u&&!f.length&&(p.teardown&&p.teardown.call(e,h,m.handle)!==!1||b.removeEvent(e,d,m.handle),delete c[d])}else for(d in c)b.event.remove(e,d+t[l],n,r,!0);b.isEmptyObject(c)&&(delete m.handle,b._removeData(e,"events"))}},trigger:function(n,r,i,a){var s,u,l,c,p,f,d,h=[i||o],g=y.call(n,"type")?n.type:n,m=y.call(n,"namespace")?n.namespace.split("."):[];if(l=f=i=i||o,3!==i.nodeType&&8!==i.nodeType&&!nt.test(g+b.event.triggered)&&(g.indexOf(".")>=0&&(m=g.split("."),g=m.shift(),m.sort()),u=0>g.indexOf(":")&&"on"+g,n=n[b.expando]?n:new b.Event(g,"object"==typeof n&&n),n.isTrigger=!0,n.namespace=m.join("."),n.namespace_re=n.namespace?RegExp("(^|\\.)"+m.join("\\.(?:.*\\.|)")+"(\\.|$)"):null,n.result=t,n.target||(n.target=i),r=null==r?[n]:b.makeArray(r,[n]),p=b.event.special[g]||{},a||!p.trigger||p.trigger.apply(i,r)!==!1)){if(!a&&!p.noBubble&&!b.isWindow(i)){for(c=p.delegateType||g,nt.test(c+g)||(l=l.parentNode);l;l=l.parentNode)h.push(l),f=l;f===(i.ownerDocument||o)&&h.push(f.defaultView||f.parentWindow||e)}d=0;while((l=h[d++])&&!n.isPropagationStopped())n.type=d>1?c:p.bindType||g,s=(b._data(l,"events")||{})[n.type]&&b._data(l,"handle"),s&&s.apply(l,r),s=u&&l[u],s&&b.acceptData(l)&&s.apply&&s.apply(l,r)===!1&&n.preventDefault();if(n.type=g,!(a||n.isDefaultPrevented()||p._default&&p._default.apply(i.ownerDocument,r)!==!1||"click"===g&&b.nodeName(i,"a")||!b.acceptData(i)||!u||!i[g]||b.isWindow(i))){f=i[u],f&&(i[u]=null),b.event.triggered=g;try{i[g]()}catch(v){}b.event.triggered=t,f&&(i[u]=f)}return n.result}},dispatch:function(e){e=b.event.fix(e);var n,r,i,o,a,s=[],u=h.call(arguments),l=(b._data(this,"events")||{})[e.type]||[],c=b.event.special[e.type]||{};if(u[0]=e,e.delegateTarget=this,!c.preDispatch||c.preDispatch.call(this,e)!==!1){s=b.event.handlers.call(this,e,l),n=0;while((o=s[n++])&&!e.isPropagationStopped()){e.currentTarget=o.elem,a=0;while((i=o.handlers[a++])&&!e.isImmediatePropagationStopped())(!e.namespace_re||e.namespace_re.test(i.namespace))&&(e.handleObj=i,e.data=i.data,r=((b.event.special[i.origType]||{}).handle||i.handler).apply(o.elem,u),r!==t&&(e.result=r)===!1&&(e.preventDefault(),e.stopPropagation()))}return c.postDispatch&&c.postDispatch.call(this,e),e.result}},handlers:function(e,n){var r,i,o,a,s=[],u=n.delegateCount,l=e.target;if(u&&l.nodeType&&(!e.button||"click"!==e.type))for(;l!=this;l=l.parentNode||this)if(1===l.nodeType&&(l.disabled!==!0||"click"!==e.type)){for(o=[],a=0;u>a;a++)i=n[a],r=i.selector+" ",o[r]===t&&(o[r]=i.needsContext?b(r,this).index(l)>=0:b.find(r,this,null,[l]).length),o[r]&&o.push(i);o.length&&s.push({elem:l,handlers:o})}return n.length>u&&s.push({elem:this,handlers:n.slice(u)}),s},fix:function(e){if(e[b.expando])return e;var t,n,r,i=e.type,a=e,s=this.fixHooks[i];s||(this.fixHooks[i]=s=tt.test(i)?this.mouseHooks:et.test(i)?this.keyHooks:{}),r=s.props?this.props.concat(s.props):this.props,e=new b.Event(a),t=r.length;while(t--)n=r[t],e[n]=a[n];return e.target||(e.target=a.srcElement||o),3===e.target.nodeType&&(e.target=e.target.parentNode),e.metaKey=!!e.metaKey,s.filter?s.filter(e,a):e},props:"altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(e,t){return null==e.which&&(e.which=null!=t.charCode?t.charCode:t.keyCode),e}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),filter:function(e,n){var r,i,a,s=n.button,u=n.fromElement;return null==e.pageX&&null!=n.clientX&&(i=e.target.ownerDocument||o,a=i.documentElement,r=i.body,e.pageX=n.clientX+(a&&a.scrollLeft||r&&r.scrollLeft||0)-(a&&a.clientLeft||r&&r.clientLeft||0),e.pageY=n.clientY+(a&&a.scrollTop||r&&r.scrollTop||0)-(a&&a.clientTop||r&&r.clientTop||0)),!e.relatedTarget&&u&&(e.relatedTarget=u===e.target?n.toElement:u),e.which||s===t||(e.which=1&s?1:2&s?3:4&s?2:0),e}},special:{load:{noBubble:!0},click:{trigger:function(){return b.nodeName(this,"input")&&"checkbox"===this.type&&this.click?(this.click(),!1):t}},focus:{trigger:function(){if(this!==o.activeElement&&this.focus)try{return this.focus(),!1}catch(e){}},delegateType:"focusin"},blur:{trigger:function(){return this===o.activeElement&&this.blur?(this.blur(),!1):t},delegateType:"focusout"},beforeunload:{postDispatch:function(e){e.result!==t&&(e.originalEvent.returnValue=e.result)}}},simulate:function(e,t,n,r){var i=b.extend(new b.Event,n,{type:e,isSimulated:!0,originalEvent:{}});r?b.event.trigger(i,null,t):b.event.dispatch.call(t,i),i.isDefaultPrevented()&&n.preventDefault()}},b.removeEvent=o.removeEventListener?function(e,t,n){e.removeEventListener&&e.removeEventListener(t,n,!1)}:function(e,t,n){var r="on"+t;e.detachEvent&&(typeof e[r]===i&&(e[r]=null),e.detachEvent(r,n))},b.Event=function(e,n){return this instanceof b.Event?(e&&e.type?(this.originalEvent=e,this.type=e.type,this.isDefaultPrevented=e.defaultPrevented||e.returnValue===!1||e.getPreventDefault&&e.getPreventDefault()?it:ot):this.type=e,n&&b.extend(this,n),this.timeStamp=e&&e.timeStamp||b.now(),this[b.expando]=!0,t):new b.Event(e,n)},b.Event.prototype={isDefaultPrevented:ot,isPropagationStopped:ot,isImmediatePropagationStopped:ot,preventDefault:function(){var e=this.originalEvent;this.isDefaultPrevented=it,e&&(e.preventDefault?e.preventDefault():e.returnValue=!1)},stopPropagation:function(){var e=this.originalEvent;this.isPropagationStopped=it,e&&(e.stopPropagation&&e.stopPropagation(),e.cancelBubble=!0)},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=it,this.stopPropagation()}},b.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(e,t){b.event.special[e]={delegateType:t,bindType:t,handle:function(e){var n,r=this,i=e.relatedTarget,o=e.handleObj;
return(!i||i!==r&&!b.contains(r,i))&&(e.type=o.origType,n=o.handler.apply(this,arguments),e.type=t),n}}}),b.support.submitBubbles||(b.event.special.submit={setup:function(){return b.nodeName(this,"form")?!1:(b.event.add(this,"click._submit keypress._submit",function(e){var n=e.target,r=b.nodeName(n,"input")||b.nodeName(n,"button")?n.form:t;r&&!b._data(r,"submitBubbles")&&(b.event.add(r,"submit._submit",function(e){e._submit_bubble=!0}),b._data(r,"submitBubbles",!0))}),t)},postDispatch:function(e){e._submit_bubble&&(delete e._submit_bubble,this.parentNode&&!e.isTrigger&&b.event.simulate("submit",this.parentNode,e,!0))},teardown:function(){return b.nodeName(this,"form")?!1:(b.event.remove(this,"._submit"),t)}}),b.support.changeBubbles||(b.event.special.change={setup:function(){return Z.test(this.nodeName)?(("checkbox"===this.type||"radio"===this.type)&&(b.event.add(this,"propertychange._change",function(e){"checked"===e.originalEvent.propertyName&&(this._just_changed=!0)}),b.event.add(this,"click._change",function(e){this._just_changed&&!e.isTrigger&&(this._just_changed=!1),b.event.simulate("change",this,e,!0)})),!1):(b.event.add(this,"beforeactivate._change",function(e){var t=e.target;Z.test(t.nodeName)&&!b._data(t,"changeBubbles")&&(b.event.add(t,"change._change",function(e){!this.parentNode||e.isSimulated||e.isTrigger||b.event.simulate("change",this.parentNode,e,!0)}),b._data(t,"changeBubbles",!0))}),t)},handle:function(e){var n=e.target;return this!==n||e.isSimulated||e.isTrigger||"radio"!==n.type&&"checkbox"!==n.type?e.handleObj.handler.apply(this,arguments):t},teardown:function(){return b.event.remove(this,"._change"),!Z.test(this.nodeName)}}),b.support.focusinBubbles||b.each({focus:"focusin",blur:"focusout"},function(e,t){var n=0,r=function(e){b.event.simulate(t,e.target,b.event.fix(e),!0)};b.event.special[t]={setup:function(){0===n++&&o.addEventListener(e,r,!0)},teardown:function(){0===--n&&o.removeEventListener(e,r,!0)}}}),b.fn.extend({on:function(e,n,r,i,o){var a,s;if("object"==typeof e){"string"!=typeof n&&(r=r||n,n=t);for(a in e)this.on(a,n,r,e[a],o);return this}if(null==r&&null==i?(i=n,r=n=t):null==i&&("string"==typeof n?(i=r,r=t):(i=r,r=n,n=t)),i===!1)i=ot;else if(!i)return this;return 1===o&&(s=i,i=function(e){return b().off(e),s.apply(this,arguments)},i.guid=s.guid||(s.guid=b.guid++)),this.each(function(){b.event.add(this,e,i,r,n)})},one:function(e,t,n,r){return this.on(e,t,n,r,1)},off:function(e,n,r){var i,o;if(e&&e.preventDefault&&e.handleObj)return i=e.handleObj,b(e.delegateTarget).off(i.namespace?i.origType+"."+i.namespace:i.origType,i.selector,i.handler),this;if("object"==typeof e){for(o in e)this.off(o,n,e[o]);return this}return(n===!1||"function"==typeof n)&&(r=n,n=t),r===!1&&(r=ot),this.each(function(){b.event.remove(this,e,r,n)})},bind:function(e,t,n){return this.on(e,null,t,n)},unbind:function(e,t){return this.off(e,null,t)},delegate:function(e,t,n,r){return this.on(t,e,n,r)},undelegate:function(e,t,n){return 1===arguments.length?this.off(e,"**"):this.off(t,e||"**",n)},trigger:function(e,t){return this.each(function(){b.event.trigger(e,t,this)})},triggerHandler:function(e,n){var r=this[0];return r?b.event.trigger(e,n,r,!0):t}}),function(e,t){var n,r,i,o,a,s,u,l,c,p,f,d,h,g,m,y,v,x="sizzle"+-new Date,w=e.document,T={},N=0,C=0,k=it(),E=it(),S=it(),A=typeof t,j=1<<31,D=[],L=D.pop,H=D.push,q=D.slice,M=D.indexOf||function(e){var t=0,n=this.length;for(;n>t;t++)if(this[t]===e)return t;return-1},_="[\\x20\\t\\r\\n\\f]",F="(?:\\\\.|[\\w-]|[^\\x00-\\xa0])+",O=F.replace("w","w#"),B="([*^$|!~]?=)",P="\\["+_+"*("+F+")"+_+"*(?:"+B+_+"*(?:(['\"])((?:\\\\.|[^\\\\])*?)\\3|("+O+")|)|)"+_+"*\\]",R=":("+F+")(?:\\(((['\"])((?:\\\\.|[^\\\\])*?)\\3|((?:\\\\.|[^\\\\()[\\]]|"+P.replace(3,8)+")*)|.*)\\)|)",W=RegExp("^"+_+"+|((?:^|[^\\\\])(?:\\\\.)*)"+_+"+$","g"),$=RegExp("^"+_+"*,"+_+"*"),I=RegExp("^"+_+"*([\\x20\\t\\r\\n\\f>+~])"+_+"*"),z=RegExp(R),X=RegExp("^"+O+"$"),U={ID:RegExp("^#("+F+")"),CLASS:RegExp("^\\.("+F+")"),NAME:RegExp("^\\[name=['\"]?("+F+")['\"]?\\]"),TAG:RegExp("^("+F.replace("w","w*")+")"),ATTR:RegExp("^"+P),PSEUDO:RegExp("^"+R),CHILD:RegExp("^:(only|first|last|nth|nth-last)-(child|of-type)(?:\\("+_+"*(even|odd|(([+-]|)(\\d*)n|)"+_+"*(?:([+-]|)"+_+"*(\\d+)|))"+_+"*\\)|)","i"),needsContext:RegExp("^"+_+"*[>+~]|:(even|odd|eq|gt|lt|nth|first|last)(?:\\("+_+"*((?:-\\d)?\\d*)"+_+"*\\)|)(?=[^-]|$)","i")},V=/[\x20\t\r\n\f]*[+~]/,Y=/^[^{]+\{\s*\[native code/,J=/^(?:#([\w-]+)|(\w+)|\.([\w-]+))$/,G=/^(?:input|select|textarea|button)$/i,Q=/^h\d$/i,K=/'|\\/g,Z=/\=[\x20\t\r\n\f]*([^'"\]]*)[\x20\t\r\n\f]*\]/g,et=/\\([\da-fA-F]{1,6}[\x20\t\r\n\f]?|.)/g,tt=function(e,t){var n="0x"+t-65536;return n!==n?t:0>n?String.fromCharCode(n+65536):String.fromCharCode(55296|n>>10,56320|1023&n)};try{q.call(w.documentElement.childNodes,0)[0].nodeType}catch(nt){q=function(e){var t,n=[];while(t=this[e++])n.push(t);return n}}function rt(e){return Y.test(e+"")}function it(){var e,t=[];return e=function(n,r){return t.push(n+=" ")>i.cacheLength&&delete e[t.shift()],e[n]=r}}function ot(e){return e[x]=!0,e}function at(e){var t=p.createElement("div");try{return e(t)}catch(n){return!1}finally{t=null}}function st(e,t,n,r){var i,o,a,s,u,l,f,g,m,v;if((t?t.ownerDocument||t:w)!==p&&c(t),t=t||p,n=n||[],!e||"string"!=typeof e)return n;if(1!==(s=t.nodeType)&&9!==s)return[];if(!d&&!r){if(i=J.exec(e))if(a=i[1]){if(9===s){if(o=t.getElementById(a),!o||!o.parentNode)return n;if(o.id===a)return n.push(o),n}else if(t.ownerDocument&&(o=t.ownerDocument.getElementById(a))&&y(t,o)&&o.id===a)return n.push(o),n}else{if(i[2])return H.apply(n,q.call(t.getElementsByTagName(e),0)),n;if((a=i[3])&&T.getByClassName&&t.getElementsByClassName)return H.apply(n,q.call(t.getElementsByClassName(a),0)),n}if(T.qsa&&!h.test(e)){if(f=!0,g=x,m=t,v=9===s&&e,1===s&&"object"!==t.nodeName.toLowerCase()){l=ft(e),(f=t.getAttribute("id"))?g=f.replace(K,"\\$&"):t.setAttribute("id",g),g="[id='"+g+"'] ",u=l.length;while(u--)l[u]=g+dt(l[u]);m=V.test(e)&&t.parentNode||t,v=l.join(",")}if(v)try{return H.apply(n,q.call(m.querySelectorAll(v),0)),n}catch(b){}finally{f||t.removeAttribute("id")}}}return wt(e.replace(W,"$1"),t,n,r)}a=st.isXML=function(e){var t=e&&(e.ownerDocument||e).documentElement;return t?"HTML"!==t.nodeName:!1},c=st.setDocument=function(e){var n=e?e.ownerDocument||e:w;return n!==p&&9===n.nodeType&&n.documentElement?(p=n,f=n.documentElement,d=a(n),T.tagNameNoComments=at(function(e){return e.appendChild(n.createComment("")),!e.getElementsByTagName("*").length}),T.attributes=at(function(e){e.innerHTML="<select></select>";var t=typeof e.lastChild.getAttribute("multiple");return"boolean"!==t&&"string"!==t}),T.getByClassName=at(function(e){return e.innerHTML="<div class='hidden e'></div><div class='hidden'></div>",e.getElementsByClassName&&e.getElementsByClassName("e").length?(e.lastChild.className="e",2===e.getElementsByClassName("e").length):!1}),T.getByName=at(function(e){e.id=x+0,e.innerHTML="<a name='"+x+"'></a><div name='"+x+"'></div>",f.insertBefore(e,f.firstChild);var t=n.getElementsByName&&n.getElementsByName(x).length===2+n.getElementsByName(x+0).length;return T.getIdNotName=!n.getElementById(x),f.removeChild(e),t}),i.attrHandle=at(function(e){return e.innerHTML="<a href='#'></a>",e.firstChild&&typeof e.firstChild.getAttribute!==A&&"#"===e.firstChild.getAttribute("href")})?{}:{href:function(e){return e.getAttribute("href",2)},type:function(e){return e.getAttribute("type")}},T.getIdNotName?(i.find.ID=function(e,t){if(typeof t.getElementById!==A&&!d){var n=t.getElementById(e);return n&&n.parentNode?[n]:[]}},i.filter.ID=function(e){var t=e.replace(et,tt);return function(e){return e.getAttribute("id")===t}}):(i.find.ID=function(e,n){if(typeof n.getElementById!==A&&!d){var r=n.getElementById(e);return r?r.id===e||typeof r.getAttributeNode!==A&&r.getAttributeNode("id").value===e?[r]:t:[]}},i.filter.ID=function(e){var t=e.replace(et,tt);return function(e){var n=typeof e.getAttributeNode!==A&&e.getAttributeNode("id");return n&&n.value===t}}),i.find.TAG=T.tagNameNoComments?function(e,n){return typeof n.getElementsByTagName!==A?n.getElementsByTagName(e):t}:function(e,t){var n,r=[],i=0,o=t.getElementsByTagName(e);if("*"===e){while(n=o[i++])1===n.nodeType&&r.push(n);return r}return o},i.find.NAME=T.getByName&&function(e,n){return typeof n.getElementsByName!==A?n.getElementsByName(name):t},i.find.CLASS=T.getByClassName&&function(e,n){return typeof n.getElementsByClassName===A||d?t:n.getElementsByClassName(e)},g=[],h=[":focus"],(T.qsa=rt(n.querySelectorAll))&&(at(function(e){e.innerHTML="<select><option selected=''></option></select>",e.querySelectorAll("[selected]").length||h.push("\\["+_+"*(?:checked|disabled|ismap|multiple|readonly|selected|value)"),e.querySelectorAll(":checked").length||h.push(":checked")}),at(function(e){e.innerHTML="<input type='hidden' i=''/>",e.querySelectorAll("[i^='']").length&&h.push("[*^$]="+_+"*(?:\"\"|'')"),e.querySelectorAll(":enabled").length||h.push(":enabled",":disabled"),e.querySelectorAll("*,:x"),h.push(",.*:")})),(T.matchesSelector=rt(m=f.matchesSelector||f.mozMatchesSelector||f.webkitMatchesSelector||f.oMatchesSelector||f.msMatchesSelector))&&at(function(e){T.disconnectedMatch=m.call(e,"div"),m.call(e,"[s!='']:x"),g.push("!=",R)}),h=RegExp(h.join("|")),g=RegExp(g.join("|")),y=rt(f.contains)||f.compareDocumentPosition?function(e,t){var n=9===e.nodeType?e.documentElement:e,r=t&&t.parentNode;return e===r||!(!r||1!==r.nodeType||!(n.contains?n.contains(r):e.compareDocumentPosition&&16&e.compareDocumentPosition(r)))}:function(e,t){if(t)while(t=t.parentNode)if(t===e)return!0;return!1},v=f.compareDocumentPosition?function(e,t){var r;return e===t?(u=!0,0):(r=t.compareDocumentPosition&&e.compareDocumentPosition&&e.compareDocumentPosition(t))?1&r||e.parentNode&&11===e.parentNode.nodeType?e===n||y(w,e)?-1:t===n||y(w,t)?1:0:4&r?-1:1:e.compareDocumentPosition?-1:1}:function(e,t){var r,i=0,o=e.parentNode,a=t.parentNode,s=[e],l=[t];if(e===t)return u=!0,0;if(!o||!a)return e===n?-1:t===n?1:o?-1:a?1:0;if(o===a)return ut(e,t);r=e;while(r=r.parentNode)s.unshift(r);r=t;while(r=r.parentNode)l.unshift(r);while(s[i]===l[i])i++;return i?ut(s[i],l[i]):s[i]===w?-1:l[i]===w?1:0},u=!1,[0,0].sort(v),T.detectDuplicates=u,p):p},st.matches=function(e,t){return st(e,null,null,t)},st.matchesSelector=function(e,t){if((e.ownerDocument||e)!==p&&c(e),t=t.replace(Z,"='$1']"),!(!T.matchesSelector||d||g&&g.test(t)||h.test(t)))try{var n=m.call(e,t);if(n||T.disconnectedMatch||e.document&&11!==e.document.nodeType)return n}catch(r){}return st(t,p,null,[e]).length>0},st.contains=function(e,t){return(e.ownerDocument||e)!==p&&c(e),y(e,t)},st.attr=function(e,t){var n;return(e.ownerDocument||e)!==p&&c(e),d||(t=t.toLowerCase()),(n=i.attrHandle[t])?n(e):d||T.attributes?e.getAttribute(t):((n=e.getAttributeNode(t))||e.getAttribute(t))&&e[t]===!0?t:n&&n.specified?n.value:null},st.error=function(e){throw Error("Syntax error, unrecognized expression: "+e)},st.uniqueSort=function(e){var t,n=[],r=1,i=0;if(u=!T.detectDuplicates,e.sort(v),u){for(;t=e[r];r++)t===e[r-1]&&(i=n.push(r));while(i--)e.splice(n[i],1)}return e};function ut(e,t){var n=t&&e,r=n&&(~t.sourceIndex||j)-(~e.sourceIndex||j);if(r)return r;if(n)while(n=n.nextSibling)if(n===t)return-1;return e?1:-1}function lt(e){return function(t){var n=t.nodeName.toLowerCase();return"input"===n&&t.type===e}}function ct(e){return function(t){var n=t.nodeName.toLowerCase();return("input"===n||"button"===n)&&t.type===e}}function pt(e){return ot(function(t){return t=+t,ot(function(n,r){var i,o=e([],n.length,t),a=o.length;while(a--)n[i=o[a]]&&(n[i]=!(r[i]=n[i]))})})}o=st.getText=function(e){var t,n="",r=0,i=e.nodeType;if(i){if(1===i||9===i||11===i){if("string"==typeof e.textContent)return e.textContent;for(e=e.firstChild;e;e=e.nextSibling)n+=o(e)}else if(3===i||4===i)return e.nodeValue}else for(;t=e[r];r++)n+=o(t);return n},i=st.selectors={cacheLength:50,createPseudo:ot,match:U,find:{},relative:{">":{dir:"parentNode",first:!0}," ":{dir:"parentNode"},"+":{dir:"previousSibling",first:!0},"~":{dir:"previousSibling"}},preFilter:{ATTR:function(e){return e[1]=e[1].replace(et,tt),e[3]=(e[4]||e[5]||"").replace(et,tt),"~="===e[2]&&(e[3]=" "+e[3]+" "),e.slice(0,4)},CHILD:function(e){return e[1]=e[1].toLowerCase(),"nth"===e[1].slice(0,3)?(e[3]||st.error(e[0]),e[4]=+(e[4]?e[5]+(e[6]||1):2*("even"===e[3]||"odd"===e[3])),e[5]=+(e[7]+e[8]||"odd"===e[3])):e[3]&&st.error(e[0]),e},PSEUDO:function(e){var t,n=!e[5]&&e[2];return U.CHILD.test(e[0])?null:(e[4]?e[2]=e[4]:n&&z.test(n)&&(t=ft(n,!0))&&(t=n.indexOf(")",n.length-t)-n.length)&&(e[0]=e[0].slice(0,t),e[2]=n.slice(0,t)),e.slice(0,3))}},filter:{TAG:function(e){return"*"===e?function(){return!0}:(e=e.replace(et,tt).toLowerCase(),function(t){return t.nodeName&&t.nodeName.toLowerCase()===e})},CLASS:function(e){var t=k[e+" "];return t||(t=RegExp("(^|"+_+")"+e+"("+_+"|$)"))&&k(e,function(e){return t.test(e.className||typeof e.getAttribute!==A&&e.getAttribute("class")||"")})},ATTR:function(e,t,n){return function(r){var i=st.attr(r,e);return null==i?"!="===t:t?(i+="","="===t?i===n:"!="===t?i!==n:"^="===t?n&&0===i.indexOf(n):"*="===t?n&&i.indexOf(n)>-1:"$="===t?n&&i.slice(-n.length)===n:"~="===t?(" "+i+" ").indexOf(n)>-1:"|="===t?i===n||i.slice(0,n.length+1)===n+"-":!1):!0}},CHILD:function(e,t,n,r,i){var o="nth"!==e.slice(0,3),a="last"!==e.slice(-4),s="of-type"===t;return 1===r&&0===i?function(e){return!!e.parentNode}:function(t,n,u){var l,c,p,f,d,h,g=o!==a?"nextSibling":"previousSibling",m=t.parentNode,y=s&&t.nodeName.toLowerCase(),v=!u&&!s;if(m){if(o){while(g){p=t;while(p=p[g])if(s?p.nodeName.toLowerCase()===y:1===p.nodeType)return!1;h=g="only"===e&&!h&&"nextSibling"}return!0}if(h=[a?m.firstChild:m.lastChild],a&&v){c=m[x]||(m[x]={}),l=c[e]||[],d=l[0]===N&&l[1],f=l[0]===N&&l[2],p=d&&m.childNodes[d];while(p=++d&&p&&p[g]||(f=d=0)||h.pop())if(1===p.nodeType&&++f&&p===t){c[e]=[N,d,f];break}}else if(v&&(l=(t[x]||(t[x]={}))[e])&&l[0]===N)f=l[1];else while(p=++d&&p&&p[g]||(f=d=0)||h.pop())if((s?p.nodeName.toLowerCase()===y:1===p.nodeType)&&++f&&(v&&((p[x]||(p[x]={}))[e]=[N,f]),p===t))break;return f-=i,f===r||0===f%r&&f/r>=0}}},PSEUDO:function(e,t){var n,r=i.pseudos[e]||i.setFilters[e.toLowerCase()]||st.error("unsupported pseudo: "+e);return r[x]?r(t):r.length>1?(n=[e,e,"",t],i.setFilters.hasOwnProperty(e.toLowerCase())?ot(function(e,n){var i,o=r(e,t),a=o.length;while(a--)i=M.call(e,o[a]),e[i]=!(n[i]=o[a])}):function(e){return r(e,0,n)}):r}},pseudos:{not:ot(function(e){var t=[],n=[],r=s(e.replace(W,"$1"));return r[x]?ot(function(e,t,n,i){var o,a=r(e,null,i,[]),s=e.length;while(s--)(o=a[s])&&(e[s]=!(t[s]=o))}):function(e,i,o){return t[0]=e,r(t,null,o,n),!n.pop()}}),has:ot(function(e){return function(t){return st(e,t).length>0}}),contains:ot(function(e){return function(t){return(t.textContent||t.innerText||o(t)).indexOf(e)>-1}}),lang:ot(function(e){return X.test(e||"")||st.error("unsupported lang: "+e),e=e.replace(et,tt).toLowerCase(),function(t){var n;do if(n=d?t.getAttribute("xml:lang")||t.getAttribute("lang"):t.lang)return n=n.toLowerCase(),n===e||0===n.indexOf(e+"-");while((t=t.parentNode)&&1===t.nodeType);return!1}}),target:function(t){var n=e.location&&e.location.hash;return n&&n.slice(1)===t.id},root:function(e){return e===f},focus:function(e){return e===p.activeElement&&(!p.hasFocus||p.hasFocus())&&!!(e.type||e.href||~e.tabIndex)},enabled:function(e){return e.disabled===!1},disabled:function(e){return e.disabled===!0},checked:function(e){var t=e.nodeName.toLowerCase();return"input"===t&&!!e.checked||"option"===t&&!!e.selected},selected:function(e){return e.parentNode&&e.parentNode.selectedIndex,e.selected===!0},empty:function(e){for(e=e.firstChild;e;e=e.nextSibling)if(e.nodeName>"@"||3===e.nodeType||4===e.nodeType)return!1;return!0},parent:function(e){return!i.pseudos.empty(e)},header:function(e){return Q.test(e.nodeName)},input:function(e){return G.test(e.nodeName)},button:function(e){var t=e.nodeName.toLowerCase();return"input"===t&&"button"===e.type||"button"===t},text:function(e){var t;return"input"===e.nodeName.toLowerCase()&&"text"===e.type&&(null==(t=e.getAttribute("type"))||t.toLowerCase()===e.type)},first:pt(function(){return[0]}),last:pt(function(e,t){return[t-1]}),eq:pt(function(e,t,n){return[0>n?n+t:n]}),even:pt(function(e,t){var n=0;for(;t>n;n+=2)e.push(n);return e}),odd:pt(function(e,t){var n=1;for(;t>n;n+=2)e.push(n);return e}),lt:pt(function(e,t,n){var r=0>n?n+t:n;for(;--r>=0;)e.push(r);return e}),gt:pt(function(e,t,n){var r=0>n?n+t:n;for(;t>++r;)e.push(r);return e})}};for(n in{radio:!0,checkbox:!0,file:!0,password:!0,image:!0})i.pseudos[n]=lt(n);for(n in{submit:!0,reset:!0})i.pseudos[n]=ct(n);function ft(e,t){var n,r,o,a,s,u,l,c=E[e+" "];if(c)return t?0:c.slice(0);s=e,u=[],l=i.preFilter;while(s){(!n||(r=$.exec(s)))&&(r&&(s=s.slice(r[0].length)||s),u.push(o=[])),n=!1,(r=I.exec(s))&&(n=r.shift(),o.push({value:n,type:r[0].replace(W," ")}),s=s.slice(n.length));for(a in i.filter)!(r=U[a].exec(s))||l[a]&&!(r=l[a](r))||(n=r.shift(),o.push({value:n,type:a,matches:r}),s=s.slice(n.length));if(!n)break}return t?s.length:s?st.error(e):E(e,u).slice(0)}function dt(e){var t=0,n=e.length,r="";for(;n>t;t++)r+=e[t].value;return r}function ht(e,t,n){var i=t.dir,o=n&&"parentNode"===i,a=C++;return t.first?function(t,n,r){while(t=t[i])if(1===t.nodeType||o)return e(t,n,r)}:function(t,n,s){var u,l,c,p=N+" "+a;if(s){while(t=t[i])if((1===t.nodeType||o)&&e(t,n,s))return!0}else while(t=t[i])if(1===t.nodeType||o)if(c=t[x]||(t[x]={}),(l=c[i])&&l[0]===p){if((u=l[1])===!0||u===r)return u===!0}else if(l=c[i]=[p],l[1]=e(t,n,s)||r,l[1]===!0)return!0}}function gt(e){return e.length>1?function(t,n,r){var i=e.length;while(i--)if(!e[i](t,n,r))return!1;return!0}:e[0]}function mt(e,t,n,r,i){var o,a=[],s=0,u=e.length,l=null!=t;for(;u>s;s++)(o=e[s])&&(!n||n(o,r,i))&&(a.push(o),l&&t.push(s));return a}function yt(e,t,n,r,i,o){return r&&!r[x]&&(r=yt(r)),i&&!i[x]&&(i=yt(i,o)),ot(function(o,a,s,u){var l,c,p,f=[],d=[],h=a.length,g=o||xt(t||"*",s.nodeType?[s]:s,[]),m=!e||!o&&t?g:mt(g,f,e,s,u),y=n?i||(o?e:h||r)?[]:a:m;if(n&&n(m,y,s,u),r){l=mt(y,d),r(l,[],s,u),c=l.length;while(c--)(p=l[c])&&(y[d[c]]=!(m[d[c]]=p))}if(o){if(i||e){if(i){l=[],c=y.length;while(c--)(p=y[c])&&l.push(m[c]=p);i(null,y=[],l,u)}c=y.length;while(c--)(p=y[c])&&(l=i?M.call(o,p):f[c])>-1&&(o[l]=!(a[l]=p))}}else y=mt(y===a?y.splice(h,y.length):y),i?i(null,a,y,u):H.apply(a,y)})}function vt(e){var t,n,r,o=e.length,a=i.relative[e[0].type],s=a||i.relative[" "],u=a?1:0,c=ht(function(e){return e===t},s,!0),p=ht(function(e){return M.call(t,e)>-1},s,!0),f=[function(e,n,r){return!a&&(r||n!==l)||((t=n).nodeType?c(e,n,r):p(e,n,r))}];for(;o>u;u++)if(n=i.relative[e[u].type])f=[ht(gt(f),n)];else{if(n=i.filter[e[u].type].apply(null,e[u].matches),n[x]){for(r=++u;o>r;r++)if(i.relative[e[r].type])break;return yt(u>1&&gt(f),u>1&&dt(e.slice(0,u-1)).replace(W,"$1"),n,r>u&&vt(e.slice(u,r)),o>r&&vt(e=e.slice(r)),o>r&&dt(e))}f.push(n)}return gt(f)}function bt(e,t){var n=0,o=t.length>0,a=e.length>0,s=function(s,u,c,f,d){var h,g,m,y=[],v=0,b="0",x=s&&[],w=null!=d,T=l,C=s||a&&i.find.TAG("*",d&&u.parentNode||u),k=N+=null==T?1:Math.random()||.1;for(w&&(l=u!==p&&u,r=n);null!=(h=C[b]);b++){if(a&&h){g=0;while(m=e[g++])if(m(h,u,c)){f.push(h);break}w&&(N=k,r=++n)}o&&((h=!m&&h)&&v--,s&&x.push(h))}if(v+=b,o&&b!==v){g=0;while(m=t[g++])m(x,y,u,c);if(s){if(v>0)while(b--)x[b]||y[b]||(y[b]=L.call(f));y=mt(y)}H.apply(f,y),w&&!s&&y.length>0&&v+t.length>1&&st.uniqueSort(f)}return w&&(N=k,l=T),x};return o?ot(s):s}s=st.compile=function(e,t){var n,r=[],i=[],o=S[e+" "];if(!o){t||(t=ft(e)),n=t.length;while(n--)o=vt(t[n]),o[x]?r.push(o):i.push(o);o=S(e,bt(i,r))}return o};function xt(e,t,n){var r=0,i=t.length;for(;i>r;r++)st(e,t[r],n);return n}function wt(e,t,n,r){var o,a,u,l,c,p=ft(e);if(!r&&1===p.length){if(a=p[0]=p[0].slice(0),a.length>2&&"ID"===(u=a[0]).type&&9===t.nodeType&&!d&&i.relative[a[1].type]){if(t=i.find.ID(u.matches[0].replace(et,tt),t)[0],!t)return n;e=e.slice(a.shift().value.length)}o=U.needsContext.test(e)?0:a.length;while(o--){if(u=a[o],i.relative[l=u.type])break;if((c=i.find[l])&&(r=c(u.matches[0].replace(et,tt),V.test(a[0].type)&&t.parentNode||t))){if(a.splice(o,1),e=r.length&&dt(a),!e)return H.apply(n,q.call(r,0)),n;break}}}return s(e,p)(r,t,d,n,V.test(e)),n}i.pseudos.nth=i.pseudos.eq;function Tt(){}i.filters=Tt.prototype=i.pseudos,i.setFilters=new Tt,c(),st.attr=b.attr,b.find=st,b.expr=st.selectors,b.expr[":"]=b.expr.pseudos,b.unique=st.uniqueSort,b.text=st.getText,b.isXMLDoc=st.isXML,b.contains=st.contains}(e);var at=/Until$/,st=/^(?:parents|prev(?:Until|All))/,ut=/^.[^:#\[\.,]*$/,lt=b.expr.match.needsContext,ct={children:!0,contents:!0,next:!0,prev:!0};b.fn.extend({find:function(e){var t,n,r,i=this.length;if("string"!=typeof e)return r=this,this.pushStack(b(e).filter(function(){for(t=0;i>t;t++)if(b.contains(r[t],this))return!0}));for(n=[],t=0;i>t;t++)b.find(e,this[t],n);return n=this.pushStack(i>1?b.unique(n):n),n.selector=(this.selector?this.selector+" ":"")+e,n},has:function(e){var t,n=b(e,this),r=n.length;return this.filter(function(){for(t=0;r>t;t++)if(b.contains(this,n[t]))return!0})},not:function(e){return this.pushStack(ft(this,e,!1))},filter:function(e){return this.pushStack(ft(this,e,!0))},is:function(e){return!!e&&("string"==typeof e?lt.test(e)?b(e,this.context).index(this[0])>=0:b.filter(e,this).length>0:this.filter(e).length>0)},closest:function(e,t){var n,r=0,i=this.length,o=[],a=lt.test(e)||"string"!=typeof e?b(e,t||this.context):0;for(;i>r;r++){n=this[r];while(n&&n.ownerDocument&&n!==t&&11!==n.nodeType){if(a?a.index(n)>-1:b.find.matchesSelector(n,e)){o.push(n);break}n=n.parentNode}}return this.pushStack(o.length>1?b.unique(o):o)},index:function(e){return e?"string"==typeof e?b.inArray(this[0],b(e)):b.inArray(e.jquery?e[0]:e,this):this[0]&&this[0].parentNode?this.first().prevAll().length:-1},add:function(e,t){var n="string"==typeof e?b(e,t):b.makeArray(e&&e.nodeType?[e]:e),r=b.merge(this.get(),n);return this.pushStack(b.unique(r))},addBack:function(e){return this.add(null==e?this.prevObject:this.prevObject.filter(e))}}),b.fn.andSelf=b.fn.addBack;function pt(e,t){do e=e[t];while(e&&1!==e.nodeType);return e}b.each({parent:function(e){var t=e.parentNode;return t&&11!==t.nodeType?t:null},parents:function(e){return b.dir(e,"parentNode")},parentsUntil:function(e,t,n){return b.dir(e,"parentNode",n)},next:function(e){return pt(e,"nextSibling")},prev:function(e){return pt(e,"previousSibling")},nextAll:function(e){return b.dir(e,"nextSibling")},prevAll:function(e){return b.dir(e,"previousSibling")},nextUntil:function(e,t,n){return b.dir(e,"nextSibling",n)},prevUntil:function(e,t,n){return b.dir(e,"previousSibling",n)},siblings:function(e){return b.sibling((e.parentNode||{}).firstChild,e)},children:function(e){return b.sibling(e.firstChild)},contents:function(e){return b.nodeName(e,"iframe")?e.contentDocument||e.contentWindow.document:b.merge([],e.childNodes)}},function(e,t){b.fn[e]=function(n,r){var i=b.map(this,t,n);return at.test(e)||(r=n),r&&"string"==typeof r&&(i=b.filter(r,i)),i=this.length>1&&!ct[e]?b.unique(i):i,this.length>1&&st.test(e)&&(i=i.reverse()),this.pushStack(i)}}),b.extend({filter:function(e,t,n){return n&&(e=":not("+e+")"),1===t.length?b.find.matchesSelector(t[0],e)?[t[0]]:[]:b.find.matches(e,t)},dir:function(e,n,r){var i=[],o=e[n];while(o&&9!==o.nodeType&&(r===t||1!==o.nodeType||!b(o).is(r)))1===o.nodeType&&i.push(o),o=o[n];return i},sibling:function(e,t){var n=[];for(;e;e=e.nextSibling)1===e.nodeType&&e!==t&&n.push(e);return n}});function ft(e,t,n){if(t=t||0,b.isFunction(t))return b.grep(e,function(e,r){var i=!!t.call(e,r,e);return i===n});if(t.nodeType)return b.grep(e,function(e){return e===t===n});if("string"==typeof t){var r=b.grep(e,function(e){return 1===e.nodeType});if(ut.test(t))return b.filter(t,r,!n);t=b.filter(t,r)}return b.grep(e,function(e){return b.inArray(e,t)>=0===n})}function dt(e){var t=ht.split("|"),n=e.createDocumentFragment();if(n.createElement)while(t.length)n.createElement(t.pop());return n}var ht="abbr|article|aside|audio|bdi|canvas|data|datalist|details|figcaption|figure|footer|header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",gt=/ jQuery\d+="(?:null|\d+)"/g,mt=RegExp("<(?:"+ht+")[\\s/>]","i"),yt=/^\s+/,vt=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/gi,bt=/<([\w:]+)/,xt=/<tbody/i,wt=/<|&#?\w+;/,Tt=/<(?:script|style|link)/i,Nt=/^(?:checkbox|radio)$/i,Ct=/checked\s*(?:[^=]|=\s*.checked.)/i,kt=/^$|\/(?:java|ecma)script/i,Et=/^true\/(.*)/,St=/^\s*<!(?:\[CDATA\[|--)|(?:\]\]|--)>\s*$/g,At={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],area:[1,"<map>","</map>"],param:[1,"<object>","</object>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],_default:b.support.htmlSerialize?[0,"",""]:[1,"X<div>","</div>"]},jt=dt(o),Dt=jt.appendChild(o.createElement("div"));At.optgroup=At.option,At.tbody=At.tfoot=At.colgroup=At.caption=At.thead,At.th=At.td,b.fn.extend({text:function(e){return b.access(this,function(e){return e===t?b.text(this):this.empty().append((this[0]&&this[0].ownerDocument||o).createTextNode(e))},null,e,arguments.length)},wrapAll:function(e){if(b.isFunction(e))return this.each(function(t){b(this).wrapAll(e.call(this,t))});if(this[0]){var t=b(e,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&t.insertBefore(this[0]),t.map(function(){var e=this;while(e.firstChild&&1===e.firstChild.nodeType)e=e.firstChild;return e}).append(this)}return this},wrapInner:function(e){return b.isFunction(e)?this.each(function(t){b(this).wrapInner(e.call(this,t))}):this.each(function(){var t=b(this),n=t.contents();n.length?n.wrapAll(e):t.append(e)})},wrap:function(e){var t=b.isFunction(e);return this.each(function(n){b(this).wrapAll(t?e.call(this,n):e)})},unwrap:function(){return this.parent().each(function(){b.nodeName(this,"body")||b(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(e){(1===this.nodeType||11===this.nodeType||9===this.nodeType)&&this.appendChild(e)})},prepend:function(){return this.domManip(arguments,!0,function(e){(1===this.nodeType||11===this.nodeType||9===this.nodeType)&&this.insertBefore(e,this.firstChild)})},before:function(){return this.domManip(arguments,!1,function(e){this.parentNode&&this.parentNode.insertBefore(e,this)})},after:function(){return this.domManip(arguments,!1,function(e){this.parentNode&&this.parentNode.insertBefore(e,this.nextSibling)})},remove:function(e,t){var n,r=0;for(;null!=(n=this[r]);r++)(!e||b.filter(e,[n]).length>0)&&(t||1!==n.nodeType||b.cleanData(Ot(n)),n.parentNode&&(t&&b.contains(n.ownerDocument,n)&&Mt(Ot(n,"script")),n.parentNode.removeChild(n)));return this},empty:function(){var e,t=0;for(;null!=(e=this[t]);t++){1===e.nodeType&&b.cleanData(Ot(e,!1));while(e.firstChild)e.removeChild(e.firstChild);e.options&&b.nodeName(e,"select")&&(e.options.length=0)}return this},clone:function(e,t){return e=null==e?!1:e,t=null==t?e:t,this.map(function(){return b.clone(this,e,t)})},html:function(e){return b.access(this,function(e){var n=this[0]||{},r=0,i=this.length;if(e===t)return 1===n.nodeType?n.innerHTML.replace(gt,""):t;if(!("string"!=typeof e||Tt.test(e)||!b.support.htmlSerialize&&mt.test(e)||!b.support.leadingWhitespace&&yt.test(e)||At[(bt.exec(e)||["",""])[1].toLowerCase()])){e=e.replace(vt,"<$1></$2>");try{for(;i>r;r++)n=this[r]||{},1===n.nodeType&&(b.cleanData(Ot(n,!1)),n.innerHTML=e);n=0}catch(o){}}n&&this.empty().append(e)},null,e,arguments.length)},replaceWith:function(e){var t=b.isFunction(e);return t||"string"==typeof e||(e=b(e).not(this).detach()),this.domManip([e],!0,function(e){var t=this.nextSibling,n=this.parentNode;n&&(b(this).remove(),n.insertBefore(e,t))})},detach:function(e){return this.remove(e,!0)},domManip:function(e,n,r){e=f.apply([],e);var i,o,a,s,u,l,c=0,p=this.length,d=this,h=p-1,g=e[0],m=b.isFunction(g);if(m||!(1>=p||"string"!=typeof g||b.support.checkClone)&&Ct.test(g))return this.each(function(i){var o=d.eq(i);m&&(e[0]=g.call(this,i,n?o.html():t)),o.domManip(e,n,r)});if(p&&(l=b.buildFragment(e,this[0].ownerDocument,!1,this),i=l.firstChild,1===l.childNodes.length&&(l=i),i)){for(n=n&&b.nodeName(i,"tr"),s=b.map(Ot(l,"script"),Ht),a=s.length;p>c;c++)o=l,c!==h&&(o=b.clone(o,!0,!0),a&&b.merge(s,Ot(o,"script"))),r.call(n&&b.nodeName(this[c],"table")?Lt(this[c],"tbody"):this[c],o,c);if(a)for(u=s[s.length-1].ownerDocument,b.map(s,qt),c=0;a>c;c++)o=s[c],kt.test(o.type||"")&&!b._data(o,"globalEval")&&b.contains(u,o)&&(o.src?b.ajax({url:o.src,type:"GET",dataType:"script",async:!1,global:!1,"throws":!0}):b.globalEval((o.text||o.textContent||o.innerHTML||"").replace(St,"")));l=i=null}return this}});function Lt(e,t){return e.getElementsByTagName(t)[0]||e.appendChild(e.ownerDocument.createElement(t))}function Ht(e){var t=e.getAttributeNode("type");return e.type=(t&&t.specified)+"/"+e.type,e}function qt(e){var t=Et.exec(e.type);return t?e.type=t[1]:e.removeAttribute("type"),e}function Mt(e,t){var n,r=0;for(;null!=(n=e[r]);r++)b._data(n,"globalEval",!t||b._data(t[r],"globalEval"))}function _t(e,t){if(1===t.nodeType&&b.hasData(e)){var n,r,i,o=b._data(e),a=b._data(t,o),s=o.events;if(s){delete a.handle,a.events={};for(n in s)for(r=0,i=s[n].length;i>r;r++)b.event.add(t,n,s[n][r])}a.data&&(a.data=b.extend({},a.data))}}function Ft(e,t){var n,r,i;if(1===t.nodeType){if(n=t.nodeName.toLowerCase(),!b.support.noCloneEvent&&t[b.expando]){i=b._data(t);for(r in i.events)b.removeEvent(t,r,i.handle);t.removeAttribute(b.expando)}"script"===n&&t.text!==e.text?(Ht(t).text=e.text,qt(t)):"object"===n?(t.parentNode&&(t.outerHTML=e.outerHTML),b.support.html5Clone&&e.innerHTML&&!b.trim(t.innerHTML)&&(t.innerHTML=e.innerHTML)):"input"===n&&Nt.test(e.type)?(t.defaultChecked=t.checked=e.checked,t.value!==e.value&&(t.value=e.value)):"option"===n?t.defaultSelected=t.selected=e.defaultSelected:("input"===n||"textarea"===n)&&(t.defaultValue=e.defaultValue)}}b.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(e,t){b.fn[e]=function(e){var n,r=0,i=[],o=b(e),a=o.length-1;for(;a>=r;r++)n=r===a?this:this.clone(!0),b(o[r])[t](n),d.apply(i,n.get());return this.pushStack(i)}});function Ot(e,n){var r,o,a=0,s=typeof e.getElementsByTagName!==i?e.getElementsByTagName(n||"*"):typeof e.querySelectorAll!==i?e.querySelectorAll(n||"*"):t;if(!s)for(s=[],r=e.childNodes||e;null!=(o=r[a]);a++)!n||b.nodeName(o,n)?s.push(o):b.merge(s,Ot(o,n));return n===t||n&&b.nodeName(e,n)?b.merge([e],s):s}function Bt(e){Nt.test(e.type)&&(e.defaultChecked=e.checked)}b.extend({clone:function(e,t,n){var r,i,o,a,s,u=b.contains(e.ownerDocument,e);if(b.support.html5Clone||b.isXMLDoc(e)||!mt.test("<"+e.nodeName+">")?o=e.cloneNode(!0):(Dt.innerHTML=e.outerHTML,Dt.removeChild(o=Dt.firstChild)),!(b.support.noCloneEvent&&b.support.noCloneChecked||1!==e.nodeType&&11!==e.nodeType||b.isXMLDoc(e)))for(r=Ot(o),s=Ot(e),a=0;null!=(i=s[a]);++a)r[a]&&Ft(i,r[a]);if(t)if(n)for(s=s||Ot(e),r=r||Ot(o),a=0;null!=(i=s[a]);a++)_t(i,r[a]);else _t(e,o);return r=Ot(o,"script"),r.length>0&&Mt(r,!u&&Ot(e,"script")),r=s=i=null,o},buildFragment:function(e,t,n,r){var i,o,a,s,u,l,c,p=e.length,f=dt(t),d=[],h=0;for(;p>h;h++)if(o=e[h],o||0===o)if("object"===b.type(o))b.merge(d,o.nodeType?[o]:o);else if(wt.test(o)){s=s||f.appendChild(t.createElement("div")),u=(bt.exec(o)||["",""])[1].toLowerCase(),c=At[u]||At._default,s.innerHTML=c[1]+o.replace(vt,"<$1></$2>")+c[2],i=c[0];while(i--)s=s.lastChild;if(!b.support.leadingWhitespace&&yt.test(o)&&d.push(t.createTextNode(yt.exec(o)[0])),!b.support.tbody){o="table"!==u||xt.test(o)?"<table>"!==c[1]||xt.test(o)?0:s:s.firstChild,i=o&&o.childNodes.length;while(i--)b.nodeName(l=o.childNodes[i],"tbody")&&!l.childNodes.length&&o.removeChild(l)
}b.merge(d,s.childNodes),s.textContent="";while(s.firstChild)s.removeChild(s.firstChild);s=f.lastChild}else d.push(t.createTextNode(o));s&&f.removeChild(s),b.support.appendChecked||b.grep(Ot(d,"input"),Bt),h=0;while(o=d[h++])if((!r||-1===b.inArray(o,r))&&(a=b.contains(o.ownerDocument,o),s=Ot(f.appendChild(o),"script"),a&&Mt(s),n)){i=0;while(o=s[i++])kt.test(o.type||"")&&n.push(o)}return s=null,f},cleanData:function(e,t){var n,r,o,a,s=0,u=b.expando,l=b.cache,p=b.support.deleteExpando,f=b.event.special;for(;null!=(n=e[s]);s++)if((t||b.acceptData(n))&&(o=n[u],a=o&&l[o])){if(a.events)for(r in a.events)f[r]?b.event.remove(n,r):b.removeEvent(n,r,a.handle);l[o]&&(delete l[o],p?delete n[u]:typeof n.removeAttribute!==i?n.removeAttribute(u):n[u]=null,c.push(o))}}});var Pt,Rt,Wt,$t=/alpha\([^)]*\)/i,It=/opacity\s*=\s*([^)]*)/,zt=/^(top|right|bottom|left)$/,Xt=/^(none|table(?!-c[ea]).+)/,Ut=/^margin/,Vt=RegExp("^("+x+")(.*)$","i"),Yt=RegExp("^("+x+")(?!px)[a-z%]+$","i"),Jt=RegExp("^([+-])=("+x+")","i"),Gt={BODY:"block"},Qt={position:"absolute",visibility:"hidden",display:"block"},Kt={letterSpacing:0,fontWeight:400},Zt=["Top","Right","Bottom","Left"],en=["Webkit","O","Moz","ms"];function tn(e,t){if(t in e)return t;var n=t.charAt(0).toUpperCase()+t.slice(1),r=t,i=en.length;while(i--)if(t=en[i]+n,t in e)return t;return r}function nn(e,t){return e=t||e,"none"===b.css(e,"display")||!b.contains(e.ownerDocument,e)}function rn(e,t){var n,r,i,o=[],a=0,s=e.length;for(;s>a;a++)r=e[a],r.style&&(o[a]=b._data(r,"olddisplay"),n=r.style.display,t?(o[a]||"none"!==n||(r.style.display=""),""===r.style.display&&nn(r)&&(o[a]=b._data(r,"olddisplay",un(r.nodeName)))):o[a]||(i=nn(r),(n&&"none"!==n||!i)&&b._data(r,"olddisplay",i?n:b.css(r,"display"))));for(a=0;s>a;a++)r=e[a],r.style&&(t&&"none"!==r.style.display&&""!==r.style.display||(r.style.display=t?o[a]||"":"none"));return e}b.fn.extend({css:function(e,n){return b.access(this,function(e,n,r){var i,o,a={},s=0;if(b.isArray(n)){for(o=Rt(e),i=n.length;i>s;s++)a[n[s]]=b.css(e,n[s],!1,o);return a}return r!==t?b.style(e,n,r):b.css(e,n)},e,n,arguments.length>1)},show:function(){return rn(this,!0)},hide:function(){return rn(this)},toggle:function(e){var t="boolean"==typeof e;return this.each(function(){(t?e:nn(this))?b(this).show():b(this).hide()})}}),b.extend({cssHooks:{opacity:{get:function(e,t){if(t){var n=Wt(e,"opacity");return""===n?"1":n}}}},cssNumber:{columnCount:!0,fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":b.support.cssFloat?"cssFloat":"styleFloat"},style:function(e,n,r,i){if(e&&3!==e.nodeType&&8!==e.nodeType&&e.style){var o,a,s,u=b.camelCase(n),l=e.style;if(n=b.cssProps[u]||(b.cssProps[u]=tn(l,u)),s=b.cssHooks[n]||b.cssHooks[u],r===t)return s&&"get"in s&&(o=s.get(e,!1,i))!==t?o:l[n];if(a=typeof r,"string"===a&&(o=Jt.exec(r))&&(r=(o[1]+1)*o[2]+parseFloat(b.css(e,n)),a="number"),!(null==r||"number"===a&&isNaN(r)||("number"!==a||b.cssNumber[u]||(r+="px"),b.support.clearCloneStyle||""!==r||0!==n.indexOf("background")||(l[n]="inherit"),s&&"set"in s&&(r=s.set(e,r,i))===t)))try{l[n]=r}catch(c){}}},css:function(e,n,r,i){var o,a,s,u=b.camelCase(n);return n=b.cssProps[u]||(b.cssProps[u]=tn(e.style,u)),s=b.cssHooks[n]||b.cssHooks[u],s&&"get"in s&&(a=s.get(e,!0,r)),a===t&&(a=Wt(e,n,i)),"normal"===a&&n in Kt&&(a=Kt[n]),""===r||r?(o=parseFloat(a),r===!0||b.isNumeric(o)?o||0:a):a},swap:function(e,t,n,r){var i,o,a={};for(o in t)a[o]=e.style[o],e.style[o]=t[o];i=n.apply(e,r||[]);for(o in t)e.style[o]=a[o];return i}}),e.getComputedStyle?(Rt=function(t){return e.getComputedStyle(t,null)},Wt=function(e,n,r){var i,o,a,s=r||Rt(e),u=s?s.getPropertyValue(n)||s[n]:t,l=e.style;return s&&(""!==u||b.contains(e.ownerDocument,e)||(u=b.style(e,n)),Yt.test(u)&&Ut.test(n)&&(i=l.width,o=l.minWidth,a=l.maxWidth,l.minWidth=l.maxWidth=l.width=u,u=s.width,l.width=i,l.minWidth=o,l.maxWidth=a)),u}):o.documentElement.currentStyle&&(Rt=function(e){return e.currentStyle},Wt=function(e,n,r){var i,o,a,s=r||Rt(e),u=s?s[n]:t,l=e.style;return null==u&&l&&l[n]&&(u=l[n]),Yt.test(u)&&!zt.test(n)&&(i=l.left,o=e.runtimeStyle,a=o&&o.left,a&&(o.left=e.currentStyle.left),l.left="fontSize"===n?"1em":u,u=l.pixelLeft+"px",l.left=i,a&&(o.left=a)),""===u?"auto":u});function on(e,t,n){var r=Vt.exec(t);return r?Math.max(0,r[1]-(n||0))+(r[2]||"px"):t}function an(e,t,n,r,i){var o=n===(r?"border":"content")?4:"width"===t?1:0,a=0;for(;4>o;o+=2)"margin"===n&&(a+=b.css(e,n+Zt[o],!0,i)),r?("content"===n&&(a-=b.css(e,"padding"+Zt[o],!0,i)),"margin"!==n&&(a-=b.css(e,"border"+Zt[o]+"Width",!0,i))):(a+=b.css(e,"padding"+Zt[o],!0,i),"padding"!==n&&(a+=b.css(e,"border"+Zt[o]+"Width",!0,i)));return a}function sn(e,t,n){var r=!0,i="width"===t?e.offsetWidth:e.offsetHeight,o=Rt(e),a=b.support.boxSizing&&"border-box"===b.css(e,"boxSizing",!1,o);if(0>=i||null==i){if(i=Wt(e,t,o),(0>i||null==i)&&(i=e.style[t]),Yt.test(i))return i;r=a&&(b.support.boxSizingReliable||i===e.style[t]),i=parseFloat(i)||0}return i+an(e,t,n||(a?"border":"content"),r,o)+"px"}function un(e){var t=o,n=Gt[e];return n||(n=ln(e,t),"none"!==n&&n||(Pt=(Pt||b("<iframe frameborder='0' width='0' height='0'/>").css("cssText","display:block !important")).appendTo(t.documentElement),t=(Pt[0].contentWindow||Pt[0].contentDocument).document,t.write("<!doctype html><html><body>"),t.close(),n=ln(e,t),Pt.detach()),Gt[e]=n),n}function ln(e,t){var n=b(t.createElement(e)).appendTo(t.body),r=b.css(n[0],"display");return n.remove(),r}b.each(["height","width"],function(e,n){b.cssHooks[n]={get:function(e,r,i){return r?0===e.offsetWidth&&Xt.test(b.css(e,"display"))?b.swap(e,Qt,function(){return sn(e,n,i)}):sn(e,n,i):t},set:function(e,t,r){var i=r&&Rt(e);return on(e,t,r?an(e,n,r,b.support.boxSizing&&"border-box"===b.css(e,"boxSizing",!1,i),i):0)}}}),b.support.opacity||(b.cssHooks.opacity={get:function(e,t){return It.test((t&&e.currentStyle?e.currentStyle.filter:e.style.filter)||"")?.01*parseFloat(RegExp.$1)+"":t?"1":""},set:function(e,t){var n=e.style,r=e.currentStyle,i=b.isNumeric(t)?"alpha(opacity="+100*t+")":"",o=r&&r.filter||n.filter||"";n.zoom=1,(t>=1||""===t)&&""===b.trim(o.replace($t,""))&&n.removeAttribute&&(n.removeAttribute("filter"),""===t||r&&!r.filter)||(n.filter=$t.test(o)?o.replace($t,i):o+" "+i)}}),b(function(){b.support.reliableMarginRight||(b.cssHooks.marginRight={get:function(e,n){return n?b.swap(e,{display:"inline-block"},Wt,[e,"marginRight"]):t}}),!b.support.pixelPosition&&b.fn.position&&b.each(["top","left"],function(e,n){b.cssHooks[n]={get:function(e,r){return r?(r=Wt(e,n),Yt.test(r)?b(e).position()[n]+"px":r):t}}})}),b.expr&&b.expr.filters&&(b.expr.filters.hidden=function(e){return 0>=e.offsetWidth&&0>=e.offsetHeight||!b.support.reliableHiddenOffsets&&"none"===(e.style&&e.style.display||b.css(e,"display"))},b.expr.filters.visible=function(e){return!b.expr.filters.hidden(e)}),b.each({margin:"",padding:"",border:"Width"},function(e,t){b.cssHooks[e+t]={expand:function(n){var r=0,i={},o="string"==typeof n?n.split(" "):[n];for(;4>r;r++)i[e+Zt[r]+t]=o[r]||o[r-2]||o[0];return i}},Ut.test(e)||(b.cssHooks[e+t].set=on)});var cn=/%20/g,pn=/\[\]$/,fn=/\r?\n/g,dn=/^(?:submit|button|image|reset|file)$/i,hn=/^(?:input|select|textarea|keygen)/i;b.fn.extend({serialize:function(){return b.param(this.serializeArray())},serializeArray:function(){return this.map(function(){var e=b.prop(this,"elements");return e?b.makeArray(e):this}).filter(function(){var e=this.type;return this.name&&!b(this).is(":disabled")&&hn.test(this.nodeName)&&!dn.test(e)&&(this.checked||!Nt.test(e))}).map(function(e,t){var n=b(this).val();return null==n?null:b.isArray(n)?b.map(n,function(e){return{name:t.name,value:e.replace(fn,"\r\n")}}):{name:t.name,value:n.replace(fn,"\r\n")}}).get()}}),b.param=function(e,n){var r,i=[],o=function(e,t){t=b.isFunction(t)?t():null==t?"":t,i[i.length]=encodeURIComponent(e)+"="+encodeURIComponent(t)};if(n===t&&(n=b.ajaxSettings&&b.ajaxSettings.traditional),b.isArray(e)||e.jquery&&!b.isPlainObject(e))b.each(e,function(){o(this.name,this.value)});else for(r in e)gn(r,e[r],n,o);return i.join("&").replace(cn,"+")};function gn(e,t,n,r){var i;if(b.isArray(t))b.each(t,function(t,i){n||pn.test(e)?r(e,i):gn(e+"["+("object"==typeof i?t:"")+"]",i,n,r)});else if(n||"object"!==b.type(t))r(e,t);else for(i in t)gn(e+"["+i+"]",t[i],n,r)}b.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(e,t){b.fn[t]=function(e,n){return arguments.length>0?this.on(t,null,e,n):this.trigger(t)}}),b.fn.hover=function(e,t){return this.mouseenter(e).mouseleave(t||e)};var mn,yn,vn=b.now(),bn=/\?/,xn=/#.*$/,wn=/([?&])_=[^&]*/,Tn=/^(.*?):[ \t]*([^\r\n]*)\r?$/gm,Nn=/^(?:about|app|app-storage|.+-extension|file|res|widget):$/,Cn=/^(?:GET|HEAD)$/,kn=/^\/\//,En=/^([\w.+-]+:)(?:\/\/([^\/?#:]*)(?::(\d+)|)|)/,Sn=b.fn.load,An={},jn={},Dn="*/".concat("*");try{yn=a.href}catch(Ln){yn=o.createElement("a"),yn.href="",yn=yn.href}mn=En.exec(yn.toLowerCase())||[];function Hn(e){return function(t,n){"string"!=typeof t&&(n=t,t="*");var r,i=0,o=t.toLowerCase().match(w)||[];if(b.isFunction(n))while(r=o[i++])"+"===r[0]?(r=r.slice(1)||"*",(e[r]=e[r]||[]).unshift(n)):(e[r]=e[r]||[]).push(n)}}function qn(e,n,r,i){var o={},a=e===jn;function s(u){var l;return o[u]=!0,b.each(e[u]||[],function(e,u){var c=u(n,r,i);return"string"!=typeof c||a||o[c]?a?!(l=c):t:(n.dataTypes.unshift(c),s(c),!1)}),l}return s(n.dataTypes[0])||!o["*"]&&s("*")}function Mn(e,n){var r,i,o=b.ajaxSettings.flatOptions||{};for(i in n)n[i]!==t&&((o[i]?e:r||(r={}))[i]=n[i]);return r&&b.extend(!0,e,r),e}b.fn.load=function(e,n,r){if("string"!=typeof e&&Sn)return Sn.apply(this,arguments);var i,o,a,s=this,u=e.indexOf(" ");return u>=0&&(i=e.slice(u,e.length),e=e.slice(0,u)),b.isFunction(n)?(r=n,n=t):n&&"object"==typeof n&&(a="POST"),s.length>0&&b.ajax({url:e,type:a,dataType:"html",data:n}).done(function(e){o=arguments,s.html(i?b("<div>").append(b.parseHTML(e)).find(i):e)}).complete(r&&function(e,t){s.each(r,o||[e.responseText,t,e])}),this},b.each(["ajaxStart","ajaxStop","ajaxComplete","ajaxError","ajaxSuccess","ajaxSend"],function(e,t){b.fn[t]=function(e){return this.on(t,e)}}),b.each(["get","post"],function(e,n){b[n]=function(e,r,i,o){return b.isFunction(r)&&(o=o||i,i=r,r=t),b.ajax({url:e,type:n,dataType:o,data:r,success:i})}}),b.extend({active:0,lastModified:{},etag:{},ajaxSettings:{url:yn,type:"GET",isLocal:Nn.test(mn[1]),global:!0,processData:!0,async:!0,contentType:"application/x-www-form-urlencoded; charset=UTF-8",accepts:{"*":Dn,text:"text/plain",html:"text/html",xml:"application/xml, text/xml",json:"application/json, text/javascript"},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":e.String,"text html":!0,"text json":b.parseJSON,"text xml":b.parseXML},flatOptions:{url:!0,context:!0}},ajaxSetup:function(e,t){return t?Mn(Mn(e,b.ajaxSettings),t):Mn(b.ajaxSettings,e)},ajaxPrefilter:Hn(An),ajaxTransport:Hn(jn),ajax:function(e,n){"object"==typeof e&&(n=e,e=t),n=n||{};var r,i,o,a,s,u,l,c,p=b.ajaxSetup({},n),f=p.context||p,d=p.context&&(f.nodeType||f.jquery)?b(f):b.event,h=b.Deferred(),g=b.Callbacks("once memory"),m=p.statusCode||{},y={},v={},x=0,T="canceled",N={readyState:0,getResponseHeader:function(e){var t;if(2===x){if(!c){c={};while(t=Tn.exec(a))c[t[1].toLowerCase()]=t[2]}t=c[e.toLowerCase()]}return null==t?null:t},getAllResponseHeaders:function(){return 2===x?a:null},setRequestHeader:function(e,t){var n=e.toLowerCase();return x||(e=v[n]=v[n]||e,y[e]=t),this},overrideMimeType:function(e){return x||(p.mimeType=e),this},statusCode:function(e){var t;if(e)if(2>x)for(t in e)m[t]=[m[t],e[t]];else N.always(e[N.status]);return this},abort:function(e){var t=e||T;return l&&l.abort(t),k(0,t),this}};if(h.promise(N).complete=g.add,N.success=N.done,N.error=N.fail,p.url=((e||p.url||yn)+"").replace(xn,"").replace(kn,mn[1]+"//"),p.type=n.method||n.type||p.method||p.type,p.dataTypes=b.trim(p.dataType||"*").toLowerCase().match(w)||[""],null==p.crossDomain&&(r=En.exec(p.url.toLowerCase()),p.crossDomain=!(!r||r[1]===mn[1]&&r[2]===mn[2]&&(r[3]||("http:"===r[1]?80:443))==(mn[3]||("http:"===mn[1]?80:443)))),p.data&&p.processData&&"string"!=typeof p.data&&(p.data=b.param(p.data,p.traditional)),qn(An,p,n,N),2===x)return N;u=p.global,u&&0===b.active++&&b.event.trigger("ajaxStart"),p.type=p.type.toUpperCase(),p.hasContent=!Cn.test(p.type),o=p.url,p.hasContent||(p.data&&(o=p.url+=(bn.test(o)?"&":"?")+p.data,delete p.data),p.cache===!1&&(p.url=wn.test(o)?o.replace(wn,"$1_="+vn++):o+(bn.test(o)?"&":"?")+"_="+vn++)),p.ifModified&&(b.lastModified[o]&&N.setRequestHeader("If-Modified-Since",b.lastModified[o]),b.etag[o]&&N.setRequestHeader("If-None-Match",b.etag[o])),(p.data&&p.hasContent&&p.contentType!==!1||n.contentType)&&N.setRequestHeader("Content-Type",p.contentType),N.setRequestHeader("Accept",p.dataTypes[0]&&p.accepts[p.dataTypes[0]]?p.accepts[p.dataTypes[0]]+("*"!==p.dataTypes[0]?", "+Dn+"; q=0.01":""):p.accepts["*"]);for(i in p.headers)N.setRequestHeader(i,p.headers[i]);if(p.beforeSend&&(p.beforeSend.call(f,N,p)===!1||2===x))return N.abort();T="abort";for(i in{success:1,error:1,complete:1})N[i](p[i]);if(l=qn(jn,p,n,N)){N.readyState=1,u&&d.trigger("ajaxSend",[N,p]),p.async&&p.timeout>0&&(s=setTimeout(function(){N.abort("timeout")},p.timeout));try{x=1,l.send(y,k)}catch(C){if(!(2>x))throw C;k(-1,C)}}else k(-1,"No Transport");function k(e,n,r,i){var c,y,v,w,T,C=n;2!==x&&(x=2,s&&clearTimeout(s),l=t,a=i||"",N.readyState=e>0?4:0,r&&(w=_n(p,N,r)),e>=200&&300>e||304===e?(p.ifModified&&(T=N.getResponseHeader("Last-Modified"),T&&(b.lastModified[o]=T),T=N.getResponseHeader("etag"),T&&(b.etag[o]=T)),204===e?(c=!0,C="nocontent"):304===e?(c=!0,C="notmodified"):(c=Fn(p,w),C=c.state,y=c.data,v=c.error,c=!v)):(v=C,(e||!C)&&(C="error",0>e&&(e=0))),N.status=e,N.statusText=(n||C)+"",c?h.resolveWith(f,[y,C,N]):h.rejectWith(f,[N,C,v]),N.statusCode(m),m=t,u&&d.trigger(c?"ajaxSuccess":"ajaxError",[N,p,c?y:v]),g.fireWith(f,[N,C]),u&&(d.trigger("ajaxComplete",[N,p]),--b.active||b.event.trigger("ajaxStop")))}return N},getScript:function(e,n){return b.get(e,t,n,"script")},getJSON:function(e,t,n){return b.get(e,t,n,"json")}});function _n(e,n,r){var i,o,a,s,u=e.contents,l=e.dataTypes,c=e.responseFields;for(s in c)s in r&&(n[c[s]]=r[s]);while("*"===l[0])l.shift(),o===t&&(o=e.mimeType||n.getResponseHeader("Content-Type"));if(o)for(s in u)if(u[s]&&u[s].test(o)){l.unshift(s);break}if(l[0]in r)a=l[0];else{for(s in r){if(!l[0]||e.converters[s+" "+l[0]]){a=s;break}i||(i=s)}a=a||i}return a?(a!==l[0]&&l.unshift(a),r[a]):t}function Fn(e,t){var n,r,i,o,a={},s=0,u=e.dataTypes.slice(),l=u[0];if(e.dataFilter&&(t=e.dataFilter(t,e.dataType)),u[1])for(i in e.converters)a[i.toLowerCase()]=e.converters[i];for(;r=u[++s];)if("*"!==r){if("*"!==l&&l!==r){if(i=a[l+" "+r]||a["* "+r],!i)for(n in a)if(o=n.split(" "),o[1]===r&&(i=a[l+" "+o[0]]||a["* "+o[0]])){i===!0?i=a[n]:a[n]!==!0&&(r=o[0],u.splice(s--,0,r));break}if(i!==!0)if(i&&e["throws"])t=i(t);else try{t=i(t)}catch(c){return{state:"parsererror",error:i?c:"No conversion from "+l+" to "+r}}}l=r}return{state:"success",data:t}}b.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/(?:java|ecma)script/},converters:{"text script":function(e){return b.globalEval(e),e}}}),b.ajaxPrefilter("script",function(e){e.cache===t&&(e.cache=!1),e.crossDomain&&(e.type="GET",e.global=!1)}),b.ajaxTransport("script",function(e){if(e.crossDomain){var n,r=o.head||b("head")[0]||o.documentElement;return{send:function(t,i){n=o.createElement("script"),n.async=!0,e.scriptCharset&&(n.charset=e.scriptCharset),n.src=e.url,n.onload=n.onreadystatechange=function(e,t){(t||!n.readyState||/loaded|complete/.test(n.readyState))&&(n.onload=n.onreadystatechange=null,n.parentNode&&n.parentNode.removeChild(n),n=null,t||i(200,"success"))},r.insertBefore(n,r.firstChild)},abort:function(){n&&n.onload(t,!0)}}}});var On=[],Bn=/(=)\?(?=&|$)|\?\?/;b.ajaxSetup({jsonp:"callback",jsonpCallback:function(){var e=On.pop()||b.expando+"_"+vn++;return this[e]=!0,e}}),b.ajaxPrefilter("json jsonp",function(n,r,i){var o,a,s,u=n.jsonp!==!1&&(Bn.test(n.url)?"url":"string"==typeof n.data&&!(n.contentType||"").indexOf("application/x-www-form-urlencoded")&&Bn.test(n.data)&&"data");return u||"jsonp"===n.dataTypes[0]?(o=n.jsonpCallback=b.isFunction(n.jsonpCallback)?n.jsonpCallback():n.jsonpCallback,u?n[u]=n[u].replace(Bn,"$1"+o):n.jsonp!==!1&&(n.url+=(bn.test(n.url)?"&":"?")+n.jsonp+"="+o),n.converters["script json"]=function(){return s||b.error(o+" was not called"),s[0]},n.dataTypes[0]="json",a=e[o],e[o]=function(){s=arguments},i.always(function(){e[o]=a,n[o]&&(n.jsonpCallback=r.jsonpCallback,On.push(o)),s&&b.isFunction(a)&&a(s[0]),s=a=t}),"script"):t});var Pn,Rn,Wn=0,$n=e.ActiveXObject&&function(){var e;for(e in Pn)Pn[e](t,!0)};function In(){try{return new e.XMLHttpRequest}catch(t){}}function zn(){try{return new e.ActiveXObject("Microsoft.XMLHTTP")}catch(t){}}b.ajaxSettings.xhr=e.ActiveXObject?function(){return!this.isLocal&&In()||zn()}:In,Rn=b.ajaxSettings.xhr(),b.support.cors=!!Rn&&"withCredentials"in Rn,Rn=b.support.ajax=!!Rn,Rn&&b.ajaxTransport(function(n){if(!n.crossDomain||b.support.cors){var r;return{send:function(i,o){var a,s,u=n.xhr();if(n.username?u.open(n.type,n.url,n.async,n.username,n.password):u.open(n.type,n.url,n.async),n.xhrFields)for(s in n.xhrFields)u[s]=n.xhrFields[s];n.mimeType&&u.overrideMimeType&&u.overrideMimeType(n.mimeType),n.crossDomain||i["X-Requested-With"]||(i["X-Requested-With"]="XMLHttpRequest");try{for(s in i)u.setRequestHeader(s,i[s])}catch(l){}u.send(n.hasContent&&n.data||null),r=function(e,i){var s,l,c,p;try{if(r&&(i||4===u.readyState))if(r=t,a&&(u.onreadystatechange=b.noop,$n&&delete Pn[a]),i)4!==u.readyState&&u.abort();else{p={},s=u.status,l=u.getAllResponseHeaders(),"string"==typeof u.responseText&&(p.text=u.responseText);try{c=u.statusText}catch(f){c=""}s||!n.isLocal||n.crossDomain?1223===s&&(s=204):s=p.text?200:404}}catch(d){i||o(-1,d)}p&&o(s,c,p,l)},n.async?4===u.readyState?setTimeout(r):(a=++Wn,$n&&(Pn||(Pn={},b(e).unload($n)),Pn[a]=r),u.onreadystatechange=r):r()},abort:function(){r&&r(t,!0)}}}});var Xn,Un,Vn=/^(?:toggle|show|hide)$/,Yn=RegExp("^(?:([+-])=|)("+x+")([a-z%]*)$","i"),Jn=/queueHooks$/,Gn=[nr],Qn={"*":[function(e,t){var n,r,i=this.createTween(e,t),o=Yn.exec(t),a=i.cur(),s=+a||0,u=1,l=20;if(o){if(n=+o[2],r=o[3]||(b.cssNumber[e]?"":"px"),"px"!==r&&s){s=b.css(i.elem,e,!0)||n||1;do u=u||".5",s/=u,b.style(i.elem,e,s+r);while(u!==(u=i.cur()/a)&&1!==u&&--l)}i.unit=r,i.start=s,i.end=o[1]?s+(o[1]+1)*n:n}return i}]};function Kn(){return setTimeout(function(){Xn=t}),Xn=b.now()}function Zn(e,t){b.each(t,function(t,n){var r=(Qn[t]||[]).concat(Qn["*"]),i=0,o=r.length;for(;o>i;i++)if(r[i].call(e,t,n))return})}function er(e,t,n){var r,i,o=0,a=Gn.length,s=b.Deferred().always(function(){delete u.elem}),u=function(){if(i)return!1;var t=Xn||Kn(),n=Math.max(0,l.startTime+l.duration-t),r=n/l.duration||0,o=1-r,a=0,u=l.tweens.length;for(;u>a;a++)l.tweens[a].run(o);return s.notifyWith(e,[l,o,n]),1>o&&u?n:(s.resolveWith(e,[l]),!1)},l=s.promise({elem:e,props:b.extend({},t),opts:b.extend(!0,{specialEasing:{}},n),originalProperties:t,originalOptions:n,startTime:Xn||Kn(),duration:n.duration,tweens:[],createTween:function(t,n){var r=b.Tween(e,l.opts,t,n,l.opts.specialEasing[t]||l.opts.easing);return l.tweens.push(r),r},stop:function(t){var n=0,r=t?l.tweens.length:0;if(i)return this;for(i=!0;r>n;n++)l.tweens[n].run(1);return t?s.resolveWith(e,[l,t]):s.rejectWith(e,[l,t]),this}}),c=l.props;for(tr(c,l.opts.specialEasing);a>o;o++)if(r=Gn[o].call(l,e,c,l.opts))return r;return Zn(l,c),b.isFunction(l.opts.start)&&l.opts.start.call(e,l),b.fx.timer(b.extend(u,{elem:e,anim:l,queue:l.opts.queue})),l.progress(l.opts.progress).done(l.opts.done,l.opts.complete).fail(l.opts.fail).always(l.opts.always)}function tr(e,t){var n,r,i,o,a;for(i in e)if(r=b.camelCase(i),o=t[r],n=e[i],b.isArray(n)&&(o=n[1],n=e[i]=n[0]),i!==r&&(e[r]=n,delete e[i]),a=b.cssHooks[r],a&&"expand"in a){n=a.expand(n),delete e[r];for(i in n)i in e||(e[i]=n[i],t[i]=o)}else t[r]=o}b.Animation=b.extend(er,{tweener:function(e,t){b.isFunction(e)?(t=e,e=["*"]):e=e.split(" ");var n,r=0,i=e.length;for(;i>r;r++)n=e[r],Qn[n]=Qn[n]||[],Qn[n].unshift(t)},prefilter:function(e,t){t?Gn.unshift(e):Gn.push(e)}});function nr(e,t,n){var r,i,o,a,s,u,l,c,p,f=this,d=e.style,h={},g=[],m=e.nodeType&&nn(e);n.queue||(c=b._queueHooks(e,"fx"),null==c.unqueued&&(c.unqueued=0,p=c.empty.fire,c.empty.fire=function(){c.unqueued||p()}),c.unqueued++,f.always(function(){f.always(function(){c.unqueued--,b.queue(e,"fx").length||c.empty.fire()})})),1===e.nodeType&&("height"in t||"width"in t)&&(n.overflow=[d.overflow,d.overflowX,d.overflowY],"inline"===b.css(e,"display")&&"none"===b.css(e,"float")&&(b.support.inlineBlockNeedsLayout&&"inline"!==un(e.nodeName)?d.zoom=1:d.display="inline-block")),n.overflow&&(d.overflow="hidden",b.support.shrinkWrapBlocks||f.always(function(){d.overflow=n.overflow[0],d.overflowX=n.overflow[1],d.overflowY=n.overflow[2]}));for(i in t)if(a=t[i],Vn.exec(a)){if(delete t[i],u=u||"toggle"===a,a===(m?"hide":"show"))continue;g.push(i)}if(o=g.length){s=b._data(e,"fxshow")||b._data(e,"fxshow",{}),"hidden"in s&&(m=s.hidden),u&&(s.hidden=!m),m?b(e).show():f.done(function(){b(e).hide()}),f.done(function(){var t;b._removeData(e,"fxshow");for(t in h)b.style(e,t,h[t])});for(i=0;o>i;i++)r=g[i],l=f.createTween(r,m?s[r]:0),h[r]=s[r]||b.style(e,r),r in s||(s[r]=l.start,m&&(l.end=l.start,l.start="width"===r||"height"===r?1:0))}}function rr(e,t,n,r,i){return new rr.prototype.init(e,t,n,r,i)}b.Tween=rr,rr.prototype={constructor:rr,init:function(e,t,n,r,i,o){this.elem=e,this.prop=n,this.easing=i||"swing",this.options=t,this.start=this.now=this.cur(),this.end=r,this.unit=o||(b.cssNumber[n]?"":"px")},cur:function(){var e=rr.propHooks[this.prop];return e&&e.get?e.get(this):rr.propHooks._default.get(this)},run:function(e){var t,n=rr.propHooks[this.prop];return this.pos=t=this.options.duration?b.easing[this.easing](e,this.options.duration*e,0,1,this.options.duration):e,this.now=(this.end-this.start)*t+this.start,this.options.step&&this.options.step.call(this.elem,this.now,this),n&&n.set?n.set(this):rr.propHooks._default.set(this),this}},rr.prototype.init.prototype=rr.prototype,rr.propHooks={_default:{get:function(e){var t;return null==e.elem[e.prop]||e.elem.style&&null!=e.elem.style[e.prop]?(t=b.css(e.elem,e.prop,""),t&&"auto"!==t?t:0):e.elem[e.prop]},set:function(e){b.fx.step[e.prop]?b.fx.step[e.prop](e):e.elem.style&&(null!=e.elem.style[b.cssProps[e.prop]]||b.cssHooks[e.prop])?b.style(e.elem,e.prop,e.now+e.unit):e.elem[e.prop]=e.now}}},rr.propHooks.scrollTop=rr.propHooks.scrollLeft={set:function(e){e.elem.nodeType&&e.elem.parentNode&&(e.elem[e.prop]=e.now)}},b.each(["toggle","show","hide"],function(e,t){var n=b.fn[t];b.fn[t]=function(e,r,i){return null==e||"boolean"==typeof e?n.apply(this,arguments):this.animate(ir(t,!0),e,r,i)}}),b.fn.extend({fadeTo:function(e,t,n,r){return this.filter(nn).css("opacity",0).show().end().animate({opacity:t},e,n,r)},animate:function(e,t,n,r){var i=b.isEmptyObject(e),o=b.speed(t,n,r),a=function(){var t=er(this,b.extend({},e),o);a.finish=function(){t.stop(!0)},(i||b._data(this,"finish"))&&t.stop(!0)};return a.finish=a,i||o.queue===!1?this.each(a):this.queue(o.queue,a)},stop:function(e,n,r){var i=function(e){var t=e.stop;delete e.stop,t(r)};return"string"!=typeof e&&(r=n,n=e,e=t),n&&e!==!1&&this.queue(e||"fx",[]),this.each(function(){var t=!0,n=null!=e&&e+"queueHooks",o=b.timers,a=b._data(this);if(n)a[n]&&a[n].stop&&i(a[n]);else for(n in a)a[n]&&a[n].stop&&Jn.test(n)&&i(a[n]);for(n=o.length;n--;)o[n].elem!==this||null!=e&&o[n].queue!==e||(o[n].anim.stop(r),t=!1,o.splice(n,1));(t||!r)&&b.dequeue(this,e)})},finish:function(e){return e!==!1&&(e=e||"fx"),this.each(function(){var t,n=b._data(this),r=n[e+"queue"],i=n[e+"queueHooks"],o=b.timers,a=r?r.length:0;for(n.finish=!0,b.queue(this,e,[]),i&&i.cur&&i.cur.finish&&i.cur.finish.call(this),t=o.length;t--;)o[t].elem===this&&o[t].queue===e&&(o[t].anim.stop(!0),o.splice(t,1));for(t=0;a>t;t++)r[t]&&r[t].finish&&r[t].finish.call(this);delete n.finish})}});function ir(e,t){var n,r={height:e},i=0;for(t=t?1:0;4>i;i+=2-t)n=Zt[i],r["margin"+n]=r["padding"+n]=e;return t&&(r.opacity=r.width=e),r}b.each({slideDown:ir("show"),slideUp:ir("hide"),slideToggle:ir("toggle"),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(e,t){b.fn[e]=function(e,n,r){return this.animate(t,e,n,r)}}),b.speed=function(e,t,n){var r=e&&"object"==typeof e?b.extend({},e):{complete:n||!n&&t||b.isFunction(e)&&e,duration:e,easing:n&&t||t&&!b.isFunction(t)&&t};return r.duration=b.fx.off?0:"number"==typeof r.duration?r.duration:r.duration in b.fx.speeds?b.fx.speeds[r.duration]:b.fx.speeds._default,(null==r.queue||r.queue===!0)&&(r.queue="fx"),r.old=r.complete,r.complete=function(){b.isFunction(r.old)&&r.old.call(this),r.queue&&b.dequeue(this,r.queue)},r},b.easing={linear:function(e){return e},swing:function(e){return.5-Math.cos(e*Math.PI)/2}},b.timers=[],b.fx=rr.prototype.init,b.fx.tick=function(){var e,n=b.timers,r=0;for(Xn=b.now();n.length>r;r++)e=n[r],e()||n[r]!==e||n.splice(r--,1);n.length||b.fx.stop(),Xn=t},b.fx.timer=function(e){e()&&b.timers.push(e)&&b.fx.start()},b.fx.interval=13,b.fx.start=function(){Un||(Un=setInterval(b.fx.tick,b.fx.interval))},b.fx.stop=function(){clearInterval(Un),Un=null},b.fx.speeds={slow:600,fast:200,_default:400},b.fx.step={},b.expr&&b.expr.filters&&(b.expr.filters.animated=function(e){return b.grep(b.timers,function(t){return e===t.elem}).length}),b.fn.offset=function(e){if(arguments.length)return e===t?this:this.each(function(t){b.offset.setOffset(this,e,t)});var n,r,o={top:0,left:0},a=this[0],s=a&&a.ownerDocument;if(s)return n=s.documentElement,b.contains(n,a)?(typeof a.getBoundingClientRect!==i&&(o=a.getBoundingClientRect()),r=or(s),{top:o.top+(r.pageYOffset||n.scrollTop)-(n.clientTop||0),left:o.left+(r.pageXOffset||n.scrollLeft)-(n.clientLeft||0)}):o},b.offset={setOffset:function(e,t,n){var r=b.css(e,"position");"static"===r&&(e.style.position="relative");var i=b(e),o=i.offset(),a=b.css(e,"top"),s=b.css(e,"left"),u=("absolute"===r||"fixed"===r)&&b.inArray("auto",[a,s])>-1,l={},c={},p,f;u?(c=i.position(),p=c.top,f=c.left):(p=parseFloat(a)||0,f=parseFloat(s)||0),b.isFunction(t)&&(t=t.call(e,n,o)),null!=t.top&&(l.top=t.top-o.top+p),null!=t.left&&(l.left=t.left-o.left+f),"using"in t?t.using.call(e,l):i.css(l)}},b.fn.extend({position:function(){if(this[0]){var e,t,n={top:0,left:0},r=this[0];return"fixed"===b.css(r,"position")?t=r.getBoundingClientRect():(e=this.offsetParent(),t=this.offset(),b.nodeName(e[0],"html")||(n=e.offset()),n.top+=b.css(e[0],"borderTopWidth",!0),n.left+=b.css(e[0],"borderLeftWidth",!0)),{top:t.top-n.top-b.css(r,"marginTop",!0),left:t.left-n.left-b.css(r,"marginLeft",!0)}}},offsetParent:function(){return this.map(function(){var e=this.offsetParent||o.documentElement;while(e&&!b.nodeName(e,"html")&&"static"===b.css(e,"position"))e=e.offsetParent;return e||o.documentElement})}}),b.each({scrollLeft:"pageXOffset",scrollTop:"pageYOffset"},function(e,n){var r=/Y/.test(n);b.fn[e]=function(i){return b.access(this,function(e,i,o){var a=or(e);return o===t?a?n in a?a[n]:a.document.documentElement[i]:e[i]:(a?a.scrollTo(r?b(a).scrollLeft():o,r?o:b(a).scrollTop()):e[i]=o,t)},e,i,arguments.length,null)}});function or(e){return b.isWindow(e)?e:9===e.nodeType?e.defaultView||e.parentWindow:!1}b.each({Height:"height",Width:"width"},function(e,n){b.each({padding:"inner"+e,content:n,"":"outer"+e},function(r,i){b.fn[i]=function(i,o){var a=arguments.length&&(r||"boolean"!=typeof i),s=r||(i===!0||o===!0?"margin":"border");return b.access(this,function(n,r,i){var o;return b.isWindow(n)?n.document.documentElement["client"+e]:9===n.nodeType?(o=n.documentElement,Math.max(n.body["scroll"+e],o["scroll"+e],n.body["offset"+e],o["offset"+e],o["client"+e])):i===t?b.css(n,r,s):b.style(n,r,i,s)},n,a?i:t,a,null)}})}),e.jQuery=e.$=b,"function"==typeof define&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return b})})(window);
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/*! jQuery v1.9.1 | (c) 2005, 2012 jQuery Foundation, Inc. | jquery.org/license
//@ sourceMappingURL=jquery.min.map
*/(function(e,t){var n,r,i=typeof t,o=e.document,a=e.location,s=e.jQuery,u=e.$,l={},c=[],p="1.9.1",f=c.concat,d=c.push,h=c.slice,g=c.indexOf,m=l.toString,y=l.hasOwnProperty,v=p.trim,b=function(e,t){return new b.fn.init(e,t,r)},x=/[+-]?(?:\d*\.|)\d+(?:[eE][+-]?\d+|)/.source,w=/\S+/g,T=/^[\s\uFEFF\xA0]+|[\s\uFEFF\xA0]+$/g,N=/^(?:(<[\w\W]+>)[^>]*|#([\w-]*))$/,C=/^<(\w+)\s*\/?>(?:<\/\1>|)$/,k=/^[\],:{}\s]*$/,E=/(?:^|:|,)(?:\s*\[)+/g,S=/\\(?:["\\\/bfnrt]|u[\da-fA-F]{4})/g,A=/"[^"\\\r\n]*"|true|false|null|-?(?:\d+\.|)\d+(?:[eE][+-]?\d+|)/g,j=/^-ms-/,D=/-([\da-z])/gi,L=function(e,t){return t.toUpperCase()},H=function(e){(o.addEventListener||"load"===e.type||"complete"===o.readyState)&&(q(),b.ready())},q=function(){o.addEventListener?(o.removeEventListener("DOMContentLoaded",H,!1),e.removeEventListener("load",H,!1)):(o.detachEvent("onreadystatechange",H),e.detachEvent("onload",H))};b.fn=b.prototype={jquery:p,constructor:b,init:function(e,n,r){var i,a;if(!e)return this;if("string"==typeof e){if(i="<"===e.charAt(0)&&">"===e.charAt(e.length-1)&&e.length>=3?[null,e,null]:N.exec(e),!i||!i[1]&&n)return!n||n.jquery?(n||r).find(e):this.constructor(n).find(e);if(i[1]){if(n=n instanceof b?n[0]:n,b.merge(this,b.parseHTML(i[1],n&&n.nodeType?n.ownerDocument||n:o,!0)),C.test(i[1])&&b.isPlainObject(n))for(i in n)b.isFunction(this[i])?this[i](n[i]):this.attr(i,n[i]);return this}if(a=o.getElementById(i[2]),a&&a.parentNode){if(a.id!==i[2])return r.find(e);this.length=1,this[0]=a}return this.context=o,this.selector=e,this}return e.nodeType?(this.context=this[0]=e,this.length=1,this):b.isFunction(e)?r.ready(e):(e.selector!==t&&(this.selector=e.selector,this.context=e.context),b.makeArray(e,this))},selector:"",length:0,size:function(){return this.length},toArray:function(){return h.call(this)},get:function(e){return null==e?this.toArray():0>e?this[this.length+e]:this[e]},pushStack:function(e){var t=b.merge(this.constructor(),e);return t.prevObject=this,t.context=this.context,t},each:function(e,t){return b.each(this,e,t)},ready:function(e){return b.ready.promise().done(e),this},slice:function(){return this.pushStack(h.apply(this,arguments))},first:function(){return this.eq(0)},last:function(){return this.eq(-1)},eq:function(e){var t=this.length,n=+e+(0>e?t:0);return this.pushStack(n>=0&&t>n?[this[n]]:[])},map:function(e){return this.pushStack(b.map(this,function(t,n){return e.call(t,n,t)}))},end:function(){return this.prevObject||this.constructor(null)},push:d,sort:[].sort,splice:[].splice},b.fn.init.prototype=b.fn,b.extend=b.fn.extend=function(){var e,n,r,i,o,a,s=arguments[0]||{},u=1,l=arguments.length,c=!1;for("boolean"==typeof s&&(c=s,s=arguments[1]||{},u=2),"object"==typeof s||b.isFunction(s)||(s={}),l===u&&(s=this,--u);l>u;u++)if(null!=(o=arguments[u]))for(i in o)e=s[i],r=o[i],s!==r&&(c&&r&&(b.isPlainObject(r)||(n=b.isArray(r)))?(n?(n=!1,a=e&&b.isArray(e)?e:[]):a=e&&b.isPlainObject(e)?e:{},s[i]=b.extend(c,a,r)):r!==t&&(s[i]=r));return s},b.extend({noConflict:function(t){return e.$===b&&(e.$=u),t&&e.jQuery===b&&(e.jQuery=s),b},isReady:!1,readyWait:1,holdReady:function(e){e?b.readyWait++:b.ready(!0)},ready:function(e){if(e===!0?!--b.readyWait:!b.isReady){if(!o.body)return setTimeout(b.ready);b.isReady=!0,e!==!0&&--b.readyWait>0||(n.resolveWith(o,[b]),b.fn.trigger&&b(o).trigger("ready").off("ready"))}},isFunction:function(e){return"function"===b.type(e)},isArray:Array.isArray||function(e){return"array"===b.type(e)},isWindow:function(e){return null!=e&&e==e.window},isNumeric:function(e){return!isNaN(parseFloat(e))&&isFinite(e)},type:function(e){return null==e?e+"":"object"==typeof e||"function"==typeof e?l[m.call(e)]||"object":typeof e},isPlainObject:function(e){if(!e||"object"!==b.type(e)||e.nodeType||b.isWindow(e))return!1;try{if(e.constructor&&!y.call(e,"constructor")&&!y.call(e.constructor.prototype,"isPrototypeOf"))return!1}catch(n){return!1}var r;for(r in e);return r===t||y.call(e,r)},isEmptyObject:function(e){var t;for(t in e)return!1;return!0},error:function(e){throw Error(e)},parseHTML:function(e,t,n){if(!e||"string"!=typeof e)return null;"boolean"==typeof t&&(n=t,t=!1),t=t||o;var r=C.exec(e),i=!n&&[];return r?[t.createElement(r[1])]:(r=b.buildFragment([e],t,i),i&&b(i).remove(),b.merge([],r.childNodes))},parseJSON:function(n){return e.JSON&&e.JSON.parse?e.JSON.parse(n):null===n?n:"string"==typeof n&&(n=b.trim(n),n&&k.test(n.replace(S,"@").replace(A,"]").replace(E,"")))?Function("return "+n)():(b.error("Invalid JSON: "+n),t)},parseXML:function(n){var r,i;if(!n||"string"!=typeof n)return null;try{e.DOMParser?(i=new DOMParser,r=i.parseFromString(n,"text/xml")):(r=new ActiveXObject("Microsoft.XMLDOM"),r.async="false",r.loadXML(n))}catch(o){r=t}return r&&r.documentElement&&!r.getElementsByTagName("parsererror").length||b.error("Invalid XML: "+n),r},noop:function(){},globalEval:function(t){t&&b.trim(t)&&(e.execScript||function(t){e.eval.call(e,t)})(t)},camelCase:function(e){return e.replace(j,"ms-").replace(D,L)},nodeName:function(e,t){return e.nodeName&&e.nodeName.toLowerCase()===t.toLowerCase()},each:function(e,t,n){var r,i=0,o=e.length,a=M(e);if(n){if(a){for(;o>i;i++)if(r=t.apply(e[i],n),r===!1)break}else for(i in e)if(r=t.apply(e[i],n),r===!1)break}else if(a){for(;o>i;i++)if(r=t.call(e[i],i,e[i]),r===!1)break}else for(i in e)if(r=t.call(e[i],i,e[i]),r===!1)break;return e},trim:v&&!v.call("\ufeff\u00a0")?function(e){return null==e?"":v.call(e)}:function(e){return null==e?"":(e+"").replace(T,"")},makeArray:function(e,t){var n=t||[];return null!=e&&(M(Object(e))?b.merge(n,"string"==typeof e?[e]:e):d.call(n,e)),n},inArray:function(e,t,n){var r;if(t){if(g)return g.call(t,e,n);for(r=t.length,n=n?0>n?Math.max(0,r+n):n:0;r>n;n++)if(n in t&&t[n]===e)return n}return-1},merge:function(e,n){var r=n.length,i=e.length,o=0;if("number"==typeof r)for(;r>o;o++)e[i++]=n[o];else while(n[o]!==t)e[i++]=n[o++];return e.length=i,e},grep:function(e,t,n){var r,i=[],o=0,a=e.length;for(n=!!n;a>o;o++)r=!!t(e[o],o),n!==r&&i.push(e[o]);return i},map:function(e,t,n){var r,i=0,o=e.length,a=M(e),s=[];if(a)for(;o>i;i++)r=t(e[i],i,n),null!=r&&(s[s.length]=r);else for(i in e)r=t(e[i],i,n),null!=r&&(s[s.length]=r);return f.apply([],s)},guid:1,proxy:function(e,n){var r,i,o;return"string"==typeof n&&(o=e[n],n=e,e=o),b.isFunction(e)?(r=h.call(arguments,2),i=function(){return e.apply(n||this,r.concat(h.call(arguments)))},i.guid=e.guid=e.guid||b.guid++,i):t},access:function(e,n,r,i,o,a,s){var u=0,l=e.length,c=null==r;if("object"===b.type(r)){o=!0;for(u in r)b.access(e,n,u,r[u],!0,a,s)}else if(i!==t&&(o=!0,b.isFunction(i)||(s=!0),c&&(s?(n.call(e,i),n=null):(c=n,n=function(e,t,n){return c.call(b(e),n)})),n))for(;l>u;u++)n(e[u],r,s?i:i.call(e[u],u,n(e[u],r)));return o?e:c?n.call(e):l?n(e[0],r):a},now:function(){return(new Date).getTime()}}),b.ready.promise=function(t){if(!n)if(n=b.Deferred(),"complete"===o.readyState)setTimeout(b.ready);else if(o.addEventListener)o.addEventListener("DOMContentLoaded",H,!1),e.addEventListener("load",H,!1);else{o.attachEvent("onreadystatechange",H),e.attachEvent("onload",H);var r=!1;try{r=null==e.frameElement&&o.documentElement}catch(i){}r&&r.doScroll&&function a(){if(!b.isReady){try{r.doScroll("left")}catch(e){return setTimeout(a,50)}q(),b.ready()}}()}return n.promise(t)},b.each("Boolean Number String Function Array Date RegExp Object Error".split(" "),function(e,t){l["[object "+t+"]"]=t.toLowerCase()});function M(e){var t=e.length,n=b.type(e);return b.isWindow(e)?!1:1===e.nodeType&&t?!0:"array"===n||"function"!==n&&(0===t||"number"==typeof t&&t>0&&t-1 in e)}r=b(o);var _={};function F(e){var t=_[e]={};return b.each(e.match(w)||[],function(e,n){t[n]=!0}),t}b.Callbacks=function(e){e="string"==typeof e?_[e]||F(e):b.extend({},e);var n,r,i,o,a,s,u=[],l=!e.once&&[],c=function(t){for(r=e.memory&&t,i=!0,a=s||0,s=0,o=u.length,n=!0;u&&o>a;a++)if(u[a].apply(t[0],t[1])===!1&&e.stopOnFalse){r=!1;break}n=!1,u&&(l?l.length&&c(l.shift()):r?u=[]:p.disable())},p={add:function(){if(u){var t=u.length;(function i(t){b.each(t,function(t,n){var r=b.type(n);"function"===r?e.unique&&p.has(n)||u.push(n):n&&n.length&&"string"!==r&&i(n)})})(arguments),n?o=u.length:r&&(s=t,c(r))}return this},remove:function(){return u&&b.each(arguments,function(e,t){var r;while((r=b.inArray(t,u,r))>-1)u.splice(r,1),n&&(o>=r&&o--,a>=r&&a--)}),this},has:function(e){return e?b.inArray(e,u)>-1:!(!u||!u.length)},empty:function(){return u=[],this},disable:function(){return u=l=r=t,this},disabled:function(){return!u},lock:function(){return l=t,r||p.disable(),this},locked:function(){return!l},fireWith:function(e,t){return t=t||[],t=[e,t.slice?t.slice():t],!u||i&&!l||(n?l.push(t):c(t)),this},fire:function(){return p.fireWith(this,arguments),this},fired:function(){return!!i}};return p},b.extend({Deferred:function(e){var t=[["resolve","done",b.Callbacks("once memory"),"resolved"],["reject","fail",b.Callbacks("once memory"),"rejected"],["notify","progress",b.Callbacks("memory")]],n="pending",r={state:function(){return n},always:function(){return i.done(arguments).fail(arguments),this},then:function(){var e=arguments;return b.Deferred(function(n){b.each(t,function(t,o){var a=o[0],s=b.isFunction(e[t])&&e[t];i[o[1]](function(){var e=s&&s.apply(this,arguments);e&&b.isFunction(e.promise)?e.promise().done(n.resolve).fail(n.reject).progress(n.notify):n[a+"With"](this===r?n.promise():this,s?[e]:arguments)})}),e=null}).promise()},promise:function(e){return null!=e?b.extend(e,r):r}},i={};return r.pipe=r.then,b.each(t,function(e,o){var a=o[2],s=o[3];r[o[1]]=a.add,s&&a.add(function(){n=s},t[1^e][2].disable,t[2][2].lock),i[o[0]]=function(){return i[o[0]+"With"](this===i?r:this,arguments),this},i[o[0]+"With"]=a.fireWith}),r.promise(i),e&&e.call(i,i),i},when:function(e){var t=0,n=h.call(arguments),r=n.length,i=1!==r||e&&b.isFunction(e.promise)?r:0,o=1===i?e:b.Deferred(),a=function(e,t,n){return function(r){t[e]=this,n[e]=arguments.length>1?h.call(arguments):r,n===s?o.notifyWith(t,n):--i||o.resolveWith(t,n)}},s,u,l;if(r>1)for(s=Array(r),u=Array(r),l=Array(r);r>t;t++)n[t]&&b.isFunction(n[t].promise)?n[t].promise().done(a(t,l,n)).fail(o.reject).progress(a(t,u,s)):--i;return i||o.resolveWith(l,n),o.promise()}}),b.support=function(){var t,n,r,a,s,u,l,c,p,f,d=o.createElement("div");if(d.setAttribute("className","t"),d.innerHTML="  <link/><table></table><a href='/a'>a</a><input type='checkbox'/>",n=d.getElementsByTagName("*"),r=d.getElementsByTagName("a")[0],!n||!r||!n.length)return{};s=o.createElement("select"),l=s.appendChild(o.createElement("option")),a=d.getElementsByTagName("input")[0],r.style.cssText="top:1px;float:left;opacity:.5",t={getSetAttribute:"t"!==d.className,leadingWhitespace:3===d.firstChild.nodeType,tbody:!d.getElementsByTagName("tbody").length,htmlSerialize:!!d.getElementsByTagName("link").length,style:/top/.test(r.getAttribute("style")),hrefNormalized:"/a"===r.getAttribute("href"),opacity:/^0.5/.test(r.style.opacity),cssFloat:!!r.style.cssFloat,checkOn:!!a.value,optSelected:l.selected,enctype:!!o.createElement("form").enctype,html5Clone:"<:nav></:nav>"!==o.createElement("nav").cloneNode(!0).outerHTML,boxModel:"CSS1Compat"===o.compatMode,deleteExpando:!0,noCloneEvent:!0,inlineBlockNeedsLayout:!1,shrinkWrapBlocks:!1,reliableMarginRight:!0,boxSizingReliable:!0,pixelPosition:!1},a.checked=!0,t.noCloneChecked=a.cloneNode(!0).checked,s.disabled=!0,t.optDisabled=!l.disabled;try{delete d.test}catch(h){t.deleteExpando=!1}a=o.createElement("input"),a.setAttribute("value",""),t.input=""===a.getAttribute("value"),a.value="t",a.setAttribute("type","radio"),t.radioValue="t"===a.value,a.setAttribute("checked","t"),a.setAttribute("name","t"),u=o.createDocumentFragment(),u.appendChild(a),t.appendChecked=a.checked,t.checkClone=u.cloneNode(!0).cloneNode(!0).lastChild.checked,d.attachEvent&&(d.attachEvent("onclick",function(){t.noCloneEvent=!1}),d.cloneNode(!0).click());for(f in{submit:!0,change:!0,focusin:!0})d.setAttribute(c="on"+f,"t"),t[f+"Bubbles"]=c in e||d.attributes[c].expando===!1;return d.style.backgroundClip="content-box",d.cloneNode(!0).style.backgroundClip="",t.clearCloneStyle="content-box"===d.style.backgroundClip,b(function(){var n,r,a,s="padding:0;margin:0;border:0;display:block;box-sizing:content-box;-moz-box-sizing:content-box;-webkit-box-sizing:content-box;",u=o.getElementsByTagName("body")[0];u&&(n=o.createElement("div"),n.style.cssText="border:0;width:0;height:0;position:absolute;top:0;left:-9999px;margin-top:1px",u.appendChild(n).appendChild(d),d.innerHTML="<table><tr><td></td><td>t</td></tr></table>",a=d.getElementsByTagName("td"),a[0].style.cssText="padding:0;margin:0;border:0;display:none",p=0===a[0].offsetHeight,a[0].style.display="",a[1].style.display="none",t.reliableHiddenOffsets=p&&0===a[0].offsetHeight,d.innerHTML="",d.style.cssText="box-sizing:border-box;-moz-box-sizing:border-box;-webkit-box-sizing:border-box;padding:1px;border:1px;display:block;width:4px;margin-top:1%;position:absolute;top:1%;",t.boxSizing=4===d.offsetWidth,t.doesNotIncludeMarginInBodyOffset=1!==u.offsetTop,e.getComputedStyle&&(t.pixelPosition="1%"!==(e.getComputedStyle(d,null)||{}).top,t.boxSizingReliable="4px"===(e.getComputedStyle(d,null)||{width:"4px"}).width,r=d.appendChild(o.createElement("div")),r.style.cssText=d.style.cssText=s,r.style.marginRight=r.style.width="0",d.style.width="1px",t.reliableMarginRight=!parseFloat((e.getComputedStyle(r,null)||{}).marginRight)),typeof d.style.zoom!==i&&(d.innerHTML="",d.style.cssText=s+"width:1px;padding:1px;display:inline;zoom:1",t.inlineBlockNeedsLayout=3===d.offsetWidth,d.style.display="block",d.innerHTML="<div></div>",d.firstChild.style.width="5px",t.shrinkWrapBlocks=3!==d.offsetWidth,t.inlineBlockNeedsLayout&&(u.style.zoom=1)),u.removeChild(n),n=d=a=r=null)}),n=s=u=l=r=a=null,t}();var O=/(?:\{[\s\S]*\}|\[[\s\S]*\])$/,B=/([A-Z])/g;function P(e,n,r,i){if(b.acceptData(e)){var o,a,s=b.expando,u="string"==typeof n,l=e.nodeType,p=l?b.cache:e,f=l?e[s]:e[s]&&s;if(f&&p[f]&&(i||p[f].data)||!u||r!==t)return f||(l?e[s]=f=c.pop()||b.guid++:f=s),p[f]||(p[f]={},l||(p[f].toJSON=b.noop)),("object"==typeof n||"function"==typeof n)&&(i?p[f]=b.extend(p[f],n):p[f].data=b.extend(p[f].data,n)),o=p[f],i||(o.data||(o.data={}),o=o.data),r!==t&&(o[b.camelCase(n)]=r),u?(a=o[n],null==a&&(a=o[b.camelCase(n)])):a=o,a}}function R(e,t,n){if(b.acceptData(e)){var r,i,o,a=e.nodeType,s=a?b.cache:e,u=a?e[b.expando]:b.expando;if(s[u]){if(t&&(o=n?s[u]:s[u].data)){b.isArray(t)?t=t.concat(b.map(t,b.camelCase)):t in o?t=[t]:(t=b.camelCase(t),t=t in o?[t]:t.split(" "));for(r=0,i=t.length;i>r;r++)delete o[t[r]];if(!(n?$:b.isEmptyObject)(o))return}(n||(delete s[u].data,$(s[u])))&&(a?b.cleanData([e],!0):b.support.deleteExpando||s!=s.window?delete s[u]:s[u]=null)}}}b.extend({cache:{},expando:"jQuery"+(p+Math.random()).replace(/\D/g,""),noData:{embed:!0,object:"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",applet:!0},hasData:function(e){return e=e.nodeType?b.cache[e[b.expando]]:e[b.expando],!!e&&!$(e)},data:function(e,t,n){return P(e,t,n)},removeData:function(e,t){return R(e,t)},_data:function(e,t,n){return P(e,t,n,!0)},_removeData:function(e,t){return R(e,t,!0)},acceptData:function(e){if(e.nodeType&&1!==e.nodeType&&9!==e.nodeType)return!1;var t=e.nodeName&&b.noData[e.nodeName.toLowerCase()];return!t||t!==!0&&e.getAttribute("classid")===t}}),b.fn.extend({data:function(e,n){var r,i,o=this[0],a=0,s=null;if(e===t){if(this.length&&(s=b.data(o),1===o.nodeType&&!b._data(o,"parsedAttrs"))){for(r=o.attributes;r.length>a;a++)i=r[a].name,i.indexOf("data-")||(i=b.camelCase(i.slice(5)),W(o,i,s[i]));b._data(o,"parsedAttrs",!0)}return s}return"object"==typeof e?this.each(function(){b.data(this,e)}):b.access(this,function(n){return n===t?o?W(o,e,b.data(o,e)):null:(this.each(function(){b.data(this,e,n)}),t)},null,n,arguments.length>1,null,!0)},removeData:function(e){return this.each(function(){b.removeData(this,e)})}});function W(e,n,r){if(r===t&&1===e.nodeType){var i="data-"+n.replace(B,"-$1").toLowerCase();if(r=e.getAttribute(i),"string"==typeof r){try{r="true"===r?!0:"false"===r?!1:"null"===r?null:+r+""===r?+r:O.test(r)?b.parseJSON(r):r}catch(o){}b.data(e,n,r)}else r=t}return r}function $(e){var t;for(t in e)if(("data"!==t||!b.isEmptyObject(e[t]))&&"toJSON"!==t)return!1;return!0}b.extend({queue:function(e,n,r){var i;return e?(n=(n||"fx")+"queue",i=b._data(e,n),r&&(!i||b.isArray(r)?i=b._data(e,n,b.makeArray(r)):i.push(r)),i||[]):t},dequeue:function(e,t){t=t||"fx";var n=b.queue(e,t),r=n.length,i=n.shift(),o=b._queueHooks(e,t),a=function(){b.dequeue(e,t)};"inprogress"===i&&(i=n.shift(),r--),o.cur=i,i&&("fx"===t&&n.unshift("inprogress"),delete o.stop,i.call(e,a,o)),!r&&o&&o.empty.fire()},_queueHooks:function(e,t){var n=t+"queueHooks";return b._data(e,n)||b._data(e,n,{empty:b.Callbacks("once memory").add(function(){b._removeData(e,t+"queue"),b._removeData(e,n)})})}}),b.fn.extend({queue:function(e,n){var r=2;return"string"!=typeof e&&(n=e,e="fx",r--),r>arguments.length?b.queue(this[0],e):n===t?this:this.each(function(){var t=b.queue(this,e,n);b._queueHooks(this,e),"fx"===e&&"inprogress"!==t[0]&&b.dequeue(this,e)})},dequeue:function(e){return this.each(function(){b.dequeue(this,e)})},delay:function(e,t){return e=b.fx?b.fx.speeds[e]||e:e,t=t||"fx",this.queue(t,function(t,n){var r=setTimeout(t,e);n.stop=function(){clearTimeout(r)}})},clearQueue:function(e){return this.queue(e||"fx",[])},promise:function(e,n){var r,i=1,o=b.Deferred(),a=this,s=this.length,u=function(){--i||o.resolveWith(a,[a])};"string"!=typeof e&&(n=e,e=t),e=e||"fx";while(s--)r=b._data(a[s],e+"queueHooks"),r&&r.empty&&(i++,r.empty.add(u));return u(),o.promise(n)}});var I,z,X=/[\t\r\n]/g,U=/\r/g,V=/^(?:input|select|textarea|button|object)$/i,Y=/^(?:a|area)$/i,J=/^(?:checked|selected|autofocus|autoplay|async|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped)$/i,G=/^(?:checked|selected)$/i,Q=b.support.getSetAttribute,K=b.support.input;b.fn.extend({attr:function(e,t){return b.access(this,b.attr,e,t,arguments.length>1)},removeAttr:function(e){return this.each(function(){b.removeAttr(this,e)})},prop:function(e,t){return b.access(this,b.prop,e,t,arguments.length>1)},removeProp:function(e){return e=b.propFix[e]||e,this.each(function(){try{this[e]=t,delete this[e]}catch(n){}})},addClass:function(e){var t,n,r,i,o,a=0,s=this.length,u="string"==typeof e&&e;if(b.isFunction(e))return this.each(function(t){b(this).addClass(e.call(this,t,this.className))});if(u)for(t=(e||"").match(w)||[];s>a;a++)if(n=this[a],r=1===n.nodeType&&(n.className?(" "+n.className+" ").replace(X," "):" ")){o=0;while(i=t[o++])0>r.indexOf(" "+i+" ")&&(r+=i+" ");n.className=b.trim(r)}return this},removeClass:function(e){var t,n,r,i,o,a=0,s=this.length,u=0===arguments.length||"string"==typeof e&&e;if(b.isFunction(e))return this.each(function(t){b(this).removeClass(e.call(this,t,this.className))});if(u)for(t=(e||"").match(w)||[];s>a;a++)if(n=this[a],r=1===n.nodeType&&(n.className?(" "+n.className+" ").replace(X," "):"")){o=0;while(i=t[o++])while(r.indexOf(" "+i+" ")>=0)r=r.replace(" "+i+" "," ");n.className=e?b.trim(r):""}return this},toggleClass:function(e,t){var n=typeof e,r="boolean"==typeof t;return b.isFunction(e)?this.each(function(n){b(this).toggleClass(e.call(this,n,this.className,t),t)}):this.each(function(){if("string"===n){var o,a=0,s=b(this),u=t,l=e.match(w)||[];while(o=l[a++])u=r?u:!s.hasClass(o),s[u?"addClass":"removeClass"](o)}else(n===i||"boolean"===n)&&(this.className&&b._data(this,"__className__",this.className),this.className=this.className||e===!1?"":b._data(this,"__className__")||"")})},hasClass:function(e){var t=" "+e+" ",n=0,r=this.length;for(;r>n;n++)if(1===this[n].nodeType&&(" "+this[n].className+" ").replace(X," ").indexOf(t)>=0)return!0;return!1},val:function(e){var n,r,i,o=this[0];{if(arguments.length)return i=b.isFunction(e),this.each(function(n){var o,a=b(this);1===this.nodeType&&(o=i?e.call(this,n,a.val()):e,null==o?o="":"number"==typeof o?o+="":b.isArray(o)&&(o=b.map(o,function(e){return null==e?"":e+""})),r=b.valHooks[this.type]||b.valHooks[this.nodeName.toLowerCase()],r&&"set"in r&&r.set(this,o,"value")!==t||(this.value=o))});if(o)return r=b.valHooks[o.type]||b.valHooks[o.nodeName.toLowerCase()],r&&"get"in r&&(n=r.get(o,"value"))!==t?n:(n=o.value,"string"==typeof n?n.replace(U,""):null==n?"":n)}}}),b.extend({valHooks:{option:{get:function(e){var t=e.attributes.value;return!t||t.specified?e.value:e.text}},select:{get:function(e){var t,n,r=e.options,i=e.selectedIndex,o="select-one"===e.type||0>i,a=o?null:[],s=o?i+1:r.length,u=0>i?s:o?i:0;for(;s>u;u++)if(n=r[u],!(!n.selected&&u!==i||(b.support.optDisabled?n.disabled:null!==n.getAttribute("disabled"))||n.parentNode.disabled&&b.nodeName(n.parentNode,"optgroup"))){if(t=b(n).val(),o)return t;a.push(t)}return a},set:function(e,t){var n=b.makeArray(t);return b(e).find("option").each(function(){this.selected=b.inArray(b(this).val(),n)>=0}),n.length||(e.selectedIndex=-1),n}}},attr:function(e,n,r){var o,a,s,u=e.nodeType;if(e&&3!==u&&8!==u&&2!==u)return typeof e.getAttribute===i?b.prop(e,n,r):(a=1!==u||!b.isXMLDoc(e),a&&(n=n.toLowerCase(),o=b.attrHooks[n]||(J.test(n)?z:I)),r===t?o&&a&&"get"in o&&null!==(s=o.get(e,n))?s:(typeof e.getAttribute!==i&&(s=e.getAttribute(n)),null==s?t:s):null!==r?o&&a&&"set"in o&&(s=o.set(e,r,n))!==t?s:(e.setAttribute(n,r+""),r):(b.removeAttr(e,n),t))},removeAttr:function(e,t){var n,r,i=0,o=t&&t.match(w);if(o&&1===e.nodeType)while(n=o[i++])r=b.propFix[n]||n,J.test(n)?!Q&&G.test(n)?e[b.camelCase("default-"+n)]=e[r]=!1:e[r]=!1:b.attr(e,n,""),e.removeAttribute(Q?n:r)},attrHooks:{type:{set:function(e,t){if(!b.support.radioValue&&"radio"===t&&b.nodeName(e,"input")){var n=e.value;return e.setAttribute("type",t),n&&(e.value=n),t}}}},propFix:{tabindex:"tabIndex",readonly:"readOnly","for":"htmlFor","class":"className",maxlength:"maxLength",cellspacing:"cellSpacing",cellpadding:"cellPadding",rowspan:"rowSpan",colspan:"colSpan",usemap:"useMap",frameborder:"frameBorder",contenteditable:"contentEditable"},prop:function(e,n,r){var i,o,a,s=e.nodeType;if(e&&3!==s&&8!==s&&2!==s)return a=1!==s||!b.isXMLDoc(e),a&&(n=b.propFix[n]||n,o=b.propHooks[n]),r!==t?o&&"set"in o&&(i=o.set(e,r,n))!==t?i:e[n]=r:o&&"get"in o&&null!==(i=o.get(e,n))?i:e[n]},propHooks:{tabIndex:{get:function(e){var n=e.getAttributeNode("tabindex");return n&&n.specified?parseInt(n.value,10):V.test(e.nodeName)||Y.test(e.nodeName)&&e.href?0:t}}}}),z={get:function(e,n){var r=b.prop(e,n),i="boolean"==typeof r&&e.getAttribute(n),o="boolean"==typeof r?K&&Q?null!=i:G.test(n)?e[b.camelCase("default-"+n)]:!!i:e.getAttributeNode(n);return o&&o.value!==!1?n.toLowerCase():t},set:function(e,t,n){return t===!1?b.removeAttr(e,n):K&&Q||!G.test(n)?e.setAttribute(!Q&&b.propFix[n]||n,n):e[b.camelCase("default-"+n)]=e[n]=!0,n}},K&&Q||(b.attrHooks.value={get:function(e,n){var r=e.getAttributeNode(n);return b.nodeName(e,"input")?e.defaultValue:r&&r.specified?r.value:t},set:function(e,n,r){return b.nodeName(e,"input")?(e.defaultValue=n,t):I&&I.set(e,n,r)}}),Q||(I=b.valHooks.button={get:function(e,n){var r=e.getAttributeNode(n);return r&&("id"===n||"name"===n||"coords"===n?""!==r.value:r.specified)?r.value:t},set:function(e,n,r){var i=e.getAttributeNode(r);return i||e.setAttributeNode(i=e.ownerDocument.createAttribute(r)),i.value=n+="","value"===r||n===e.getAttribute(r)?n:t}},b.attrHooks.contenteditable={get:I.get,set:function(e,t,n){I.set(e,""===t?!1:t,n)}},b.each(["width","height"],function(e,n){b.attrHooks[n]=b.extend(b.attrHooks[n],{set:function(e,r){return""===r?(e.setAttribute(n,"auto"),r):t}})})),b.support.hrefNormalized||(b.each(["href","src","width","height"],function(e,n){b.attrHooks[n]=b.extend(b.attrHooks[n],{get:function(e){var r=e.getAttribute(n,2);return null==r?t:r}})}),b.each(["href","src"],function(e,t){b.propHooks[t]={get:function(e){return e.getAttribute(t,4)}}})),b.support.style||(b.attrHooks.style={get:function(e){return e.style.cssText||t},set:function(e,t){return e.style.cssText=t+""}}),b.support.optSelected||(b.propHooks.selected=b.extend(b.propHooks.selected,{get:function(e){var t=e.parentNode;return t&&(t.selectedIndex,t.parentNode&&t.parentNode.selectedIndex),null}})),b.support.enctype||(b.propFix.enctype="encoding"),b.support.checkOn||b.each(["radio","checkbox"],function(){b.valHooks[this]={get:function(e){return null===e.getAttribute("value")?"on":e.value}}}),b.each(["radio","checkbox"],function(){b.valHooks[this]=b.extend(b.valHooks[this],{set:function(e,n){return b.isArray(n)?e.checked=b.inArray(b(e).val(),n)>=0:t}})});var Z=/^(?:input|select|textarea)$/i,et=/^key/,tt=/^(?:mouse|contextmenu)|click/,nt=/^(?:focusinfocus|focusoutblur)$/,rt=/^([^.]*)(?:\.(.+)|)$/;function it(){return!0}function ot(){return!1}b.event={global:{},add:function(e,n,r,o,a){var s,u,l,c,p,f,d,h,g,m,y,v=b._data(e);if(v){r.handler&&(c=r,r=c.handler,a=c.selector),r.guid||(r.guid=b.guid++),(u=v.events)||(u=v.events={}),(f=v.handle)||(f=v.handle=function(e){return typeof b===i||e&&b.event.triggered===e.type?t:b.event.dispatch.apply(f.elem,arguments)},f.elem=e),n=(n||"").match(w)||[""],l=n.length;while(l--)s=rt.exec(n[l])||[],g=y=s[1],m=(s[2]||"").split(".").sort(),p=b.event.special[g]||{},g=(a?p.delegateType:p.bindType)||g,p=b.event.special[g]||{},d=b.extend({type:g,origType:y,data:o,handler:r,guid:r.guid,selector:a,needsContext:a&&b.expr.match.needsContext.test(a),namespace:m.join(".")},c),(h=u[g])||(h=u[g]=[],h.delegateCount=0,p.setup&&p.setup.call(e,o,m,f)!==!1||(e.addEventListener?e.addEventListener(g,f,!1):e.attachEvent&&e.attachEvent("on"+g,f))),p.add&&(p.add.call(e,d),d.handler.guid||(d.handler.guid=r.guid)),a?h.splice(h.delegateCount++,0,d):h.push(d),b.event.global[g]=!0;e=null}},remove:function(e,t,n,r,i){var o,a,s,u,l,c,p,f,d,h,g,m=b.hasData(e)&&b._data(e);if(m&&(c=m.events)){t=(t||"").match(w)||[""],l=t.length;while(l--)if(s=rt.exec(t[l])||[],d=g=s[1],h=(s[2]||"").split(".").sort(),d){p=b.event.special[d]||{},d=(r?p.delegateType:p.bindType)||d,f=c[d]||[],s=s[2]&&RegExp("(^|\\.)"+h.join("\\.(?:.*\\.|)")+"(\\.|$)"),u=o=f.length;while(o--)a=f[o],!i&&g!==a.origType||n&&n.guid!==a.guid||s&&!s.test(a.namespace)||r&&r!==a.selector&&("**"!==r||!a.selector)||(f.splice(o,1),a.selector&&f.delegateCount--,p.remove&&p.remove.call(e,a));u&&!f.length&&(p.teardown&&p.teardown.call(e,h,m.handle)!==!1||b.removeEvent(e,d,m.handle),delete c[d])}else for(d in c)b.event.remove(e,d+t[l],n,r,!0);b.isEmptyObject(c)&&(delete m.handle,b._removeData(e,"events"))}},trigger:function(n,r,i,a){var s,u,l,c,p,f,d,h=[i||o],g=y.call(n,"type")?n.type:n,m=y.call(n,"namespace")?n.namespace.split("."):[];if(l=f=i=i||o,3!==i.nodeType&&8!==i.nodeType&&!nt.test(g+b.event.triggered)&&(g.indexOf(".")>=0&&(m=g.split("."),g=m.shift(),m.sort()),u=0>g.indexOf(":")&&"on"+g,n=n[b.expando]?n:new b.Event(g,"object"==typeof n&&n),n.isTrigger=!0,n.namespace=m.join("."),n.namespace_re=n.namespace?RegExp("(^|\\.)"+m.join("\\.(?:.*\\.|)")+"(\\.|$)"):null,n.result=t,n.target||(n.target=i),r=null==r?[n]:b.makeArray(r,[n]),p=b.event.special[g]||{},a||!p.trigger||p.trigger.apply(i,r)!==!1)){if(!a&&!p.noBubble&&!b.isWindow(i)){for(c=p.delegateType||g,nt.test(c+g)||(l=l.parentNode);l;l=l.parentNode)h.push(l),f=l;f===(i.ownerDocument||o)&&h.push(f.defaultView||f.parentWindow||e)}d=0;while((l=h[d++])&&!n.isPropagationStopped())n.type=d>1?c:p.bindType||g,s=(b._data(l,"events")||{})[n.type]&&b._data(l,"handle"),s&&s.apply(l,r),s=u&&l[u],s&&b.acceptData(l)&&s.apply&&s.apply(l,r)===!1&&n.preventDefault();if(n.type=g,!(a||n.isDefaultPrevented()||p._default&&p._default.apply(i.ownerDocument,r)!==!1||"click"===g&&b.nodeName(i,"a")||!b.acceptData(i)||!u||!i[g]||b.isWindow(i))){f=i[u],f&&(i[u]=null),b.event.triggered=g;try{i[g]()}catch(v){}b.event.triggered=t,f&&(i[u]=f)}return n.result}},dispatch:function(e){e=b.event.fix(e);var n,r,i,o,a,s=[],u=h.call(arguments),l=(b._data(this,"events")||{})[e.type]||[],c=b.event.special[e.type]||{};if(u[0]=e,e.delegateTarget=this,!c.preDispatch||c.preDispatch.call(this,e)!==!1){s=b.event.handlers.call(this,e,l),n=0;while((o=s[n++])&&!e.isPropagationStopped()){e.currentTarget=o.elem,a=0;while((i=o.handlers[a++])&&!e.isImmediatePropagationStopped())(!e.namespace_re||e.namespace_re.test(i.namespace))&&(e.handleObj=i,e.data=i.data,r=((b.event.special[i.origType]||{}).handle||i.handler).apply(o.elem,u),r!==t&&(e.result=r)===!1&&(e.preventDefault(),e.stopPropagation()))}return c.postDispatch&&c.postDispatch.call(this,e),e.result}},handlers:function(e,n){var r,i,o,a,s=[],u=n.delegateCount,l=e.target;if(u&&l.nodeType&&(!e.button||"click"!==e.type))for(;l!=this;l=l.parentNode||this)if(1===l.nodeType&&(l.disabled!==!0||"click"!==e.type)){for(o=[],a=0;u>a;a++)i=n[a],r=i.selector+" ",o[r]===t&&(o[r]=i.needsContext?b(r,this).index(l)>=0:b.find(r,this,null,[l]).length),o[r]&&o.push(i);o.length&&s.push({elem:l,handlers:o})}return n.length>u&&s.push({elem:this,handlers:n.slice(u)}),s},fix:function(e){if(e[b.expando])return e;var t,n,r,i=e.type,a=e,s=this.fixHooks[i];s||(this.fixHooks[i]=s=tt.test(i)?this.mouseHooks:et.test(i)?this.keyHooks:{}),r=s.props?this.props.concat(s.props):this.props,e=new b.Event(a),t=r.length;while(t--)n=r[t],e[n]=a[n];return e.target||(e.target=a.srcElement||o),3===e.target.nodeType&&(e.target=e.target.parentNode),e.metaKey=!!e.metaKey,s.filter?s.filter(e,a):e},props:"altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(e,t){return null==e.which&&(e.which=null!=t.charCode?t.charCode:t.keyCode),e}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement".split(" "),filter:function(e,n){var r,i,a,s=n.button,u=n.fromElement;return null==e.pageX&&null!=n.clientX&&(i=e.target.ownerDocument||o,a=i.documentElement,r=i.body,e.pageX=n.clientX+(a&&a.scrollLeft||r&&r.scrollLeft||0)-(a&&a.clientLeft||r&&r.clientLeft||0),e.pageY=n.clientY+(a&&a.scrollTop||r&&r.scrollTop||0)-(a&&a.clientTop||r&&r.clientTop||0)),!e.relatedTarget&&u&&(e.relatedTarget=u===e.target?n.toElement:u),e.which||s===t||(e.which=1&s?1:2&s?3:4&s?2:0),e}},special:{load:{noBubble:!0},click:{trigger:function(){return b.nodeName(this,"input")&&"checkbox"===this.type&&this.click?(this.click(),!1):t}},focus:{trigger:function(){if(this!==o.activeElement&&this.focus)try{return this.focus(),!1}catch(e){}},delegateType:"focusin"},blur:{trigger:function(){return this===o.activeElement&&this.blur?(this.blur(),!1):t},delegateType:"focusout"},beforeunload:{postDispatch:function(e){e.result!==t&&(e.originalEvent.returnValue=e.result)}}},simulate:function(e,t,n,r){var i=b.extend(new b.Event,n,{type:e,isSimulated:!0,originalEvent:{}});r?b.event.trigger(i,null,t):b.event.dispatch.call(t,i),i.isDefaultPrevented()&&n.preventDefault()}},b.removeEvent=o.removeEventListener?function(e,t,n){e.removeEventListener&&e.removeEventListener(t,n,!1)}:function(e,t,n){var r="on"+t;e.detachEvent&&(typeof e[r]===i&&(e[r]=null),e.detachEvent(r,n))},b.Event=function(e,n){return this instanceof b.Event?(e&&e.type?(this.originalEvent=e,this.type=e.type,this.isDefaultPrevented=e.defaultPrevented||e.returnValue===!1||e.getPreventDefault&&e.getPreventDefault()?it:ot):this.type=e,n&&b.extend(this,n),this.timeStamp=e&&e.timeStamp||b.now(),this[b.expando]=!0,t):new b.Event(e,n)},b.Event.prototype={isDefaultPrevented:ot,isPropagationStopped:ot,isImmediatePropagationStopped:ot,preventDefault:function(){var e=this.originalEvent;this.isDefaultPrevented=it,e&&(e.preventDefault?e.preventDefault():e.returnValue=!1)},stopPropagation:function(){var e=this.originalEvent;this.isPropagationStopped=it,e&&(e.stopPropagation&&e.stopPropagation(),e.cancelBubble=!0)},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=it,this.stopPropagation()}},b.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(e,t){b.event.special[e]={delegateType:t,bindType:t,handle:function(e){var n,r=this,i=e.relatedTarget,o=e.handleObj;
return(!i||i!==r&&!b.contains(r,i))&&(e.type=o.origType,n=o.handler.apply(this,arguments),e.type=t),n}}}),b.support.submitBubbles||(b.event.special.submit={setup:function(){return b.nodeName(this,"form")?!1:(b.event.add(this,"click._submit keypress._submit",function(e){var n=e.target,r=b.nodeName(n,"input")||b.nodeName(n,"button")?n.form:t;r&&!b._data(r,"submitBubbles")&&(b.event.add(r,"submit._submit",function(e){e._submit_bubble=!0}),b._data(r,"submitBubbles",!0))}),t)},postDispatch:function(e){e._submit_bubble&&(delete e._submit_bubble,this.parentNode&&!e.isTrigger&&b.event.simulate("submit",this.parentNode,e,!0))},teardown:function(){return b.nodeName(this,"form")?!1:(b.event.remove(this,"._submit"),t)}}),b.support.changeBubbles||(b.event.special.change={setup:function(){return Z.test(this.nodeName)?(("checkbox"===this.type||"radio"===this.type)&&(b.event.add(this,"propertychange._change",function(e){"checked"===e.originalEvent.propertyName&&(this._just_changed=!0)}),b.event.add(this,"click._change",function(e){this._just_changed&&!e.isTrigger&&(this._just_changed=!1),b.event.simulate("change",this,e,!0)})),!1):(b.event.add(this,"beforeactivate._change",function(e){var t=e.target;Z.test(t.nodeName)&&!b._data(t,"changeBubbles")&&(b.event.add(t,"change._change",function(e){!this.parentNode||e.isSimulated||e.isTrigger||b.event.simulate("change",this.parentNode,e,!0)}),b._data(t,"changeBubbles",!0))}),t)},handle:function(e){var n=e.target;return this!==n||e.isSimulated||e.isTrigger||"radio"!==n.type&&"checkbox"!==n.type?e.handleObj.handler.apply(this,arguments):t},teardown:function(){return b.event.remove(this,"._change"),!Z.test(this.nodeName)}}),b.support.focusinBubbles||b.each({focus:"focusin",blur:"focusout"},function(e,t){var n=0,r=function(e){b.event.simulate(t,e.target,b.event.fix(e),!0)};b.event.special[t]={setup:function(){0===n++&&o.addEventListener(e,r,!0)},teardown:function(){0===--n&&o.removeEventListener(e,r,!0)}}}),b.fn.extend({on:function(e,n,r,i,o){var a,s;if("object"==typeof e){"string"!=typeof n&&(r=r||n,n=t);for(a in e)this.on(a,n,r,e[a],o);return this}if(null==r&&null==i?(i=n,r=n=t):null==i&&("string"==typeof n?(i=r,r=t):(i=r,r=n,n=t)),i===!1)i=ot;else if(!i)return this;return 1===o&&(s=i,i=function(e){return b().off(e),s.apply(this,arguments)},i.guid=s.guid||(s.guid=b.guid++)),this.each(function(){b.event.add(this,e,i,r,n)})},one:function(e,t,n,r){return this.on(e,t,n,r,1)},off:function(e,n,r){var i,o;if(e&&e.preventDefault&&e.handleObj)return i=e.handleObj,b(e.delegateTarget).off(i.namespace?i.origType+"."+i.namespace:i.origType,i.selector,i.handler),this;if("object"==typeof e){for(o in e)this.off(o,n,e[o]);return this}return(n===!1||"function"==typeof n)&&(r=n,n=t),r===!1&&(r=ot),this.each(function(){b.event.remove(this,e,r,n)})},bind:function(e,t,n){return this.on(e,null,t,n)},unbind:function(e,t){return this.off(e,null,t)},delegate:function(e,t,n,r){return this.on(t,e,n,r)},undelegate:function(e,t,n){return 1===arguments.length?this.off(e,"**"):this.off(t,e||"**",n)},trigger:function(e,t){return this.each(function(){b.event.trigger(e,t,this)})},triggerHandler:function(e,n){var r=this[0];return r?b.event.trigger(e,n,r,!0):t}}),function(e,t){var n,r,i,o,a,s,u,l,c,p,f,d,h,g,m,y,v,x="sizzle"+-new Date,w=e.document,T={},N=0,C=0,k=it(),E=it(),S=it(),A=typeof t,j=1<<31,D=[],L=D.pop,H=D.push,q=D.slice,M=D.indexOf||function(e){var t=0,n=this.length;for(;n>t;t++)if(this[t]===e)return t;return-1},_="[\\x20\\t\\r\\n\\f]",F="(?:\\\\.|[\\w-]|[^\\x00-\\xa0])+",O=F.replace("w","w#"),B="([*^$|!~]?=)",P="\\["+_+"*("+F+")"+_+"*(?:"+B+_+"*(?:(['\"])((?:\\\\.|[^\\\\])*?)\\3|("+O+")|)|)"+_+"*\\]",R=":("+F+")(?:\\(((['\"])((?:\\\\.|[^\\\\])*?)\\3|((?:\\\\.|[^\\\\()[\\]]|"+P.replace(3,8)+")*)|.*)\\)|)",W=RegExp("^"+_+"+|((?:^|[^\\\\])(?:\\\\.)*)"+_+"+$","g"),$=RegExp("^"+_+"*,"+_+"*"),I=RegExp("^"+_+"*([\\x20\\t\\r\\n\\f>+~])"+_+"*"),z=RegExp(R),X=RegExp("^"+O+"$"),U={ID:RegExp("^#("+F+")"),CLASS:RegExp("^\\.("+F+")"),NAME:RegExp("^\\[name=['\"]?("+F+")['\"]?\\]"),TAG:RegExp("^("+F.replace("w","w*")+")"),ATTR:RegExp("^"+P),PSEUDO:RegExp("^"+R),CHILD:RegExp("^:(only|first|last|nth|nth-last)-(child|of-type)(?:\\("+_+"*(even|odd|(([+-]|)(\\d*)n|)"+_+"*(?:([+-]|)"+_+"*(\\d+)|))"+_+"*\\)|)","i"),needsContext:RegExp("^"+_+"*[>+~]|:(even|odd|eq|gt|lt|nth|first|last)(?:\\("+_+"*((?:-\\d)?\\d*)"+_+"*\\)|)(?=[^-]|$)","i")},V=/[\x20\t\r\n\f]*[+~]/,Y=/^[^{]+\{\s*\[native code/,J=/^(?:#([\w-]+)|(\w+)|\.([\w-]+))$/,G=/^(?:input|select|textarea|button)$/i,Q=/^h\d$/i,K=/'|\\/g,Z=/\=[\x20\t\r\n\f]*([^'"\]]*)[\x20\t\r\n\f]*\]/g,et=/\\([\da-fA-F]{1,6}[\x20\t\r\n\f]?|.)/g,tt=function(e,t){var n="0x"+t-65536;return n!==n?t:0>n?String.fromCharCode(n+65536):String.fromCharCode(55296|n>>10,56320|1023&n)};try{q.call(w.documentElement.childNodes,0)[0].nodeType}catch(nt){q=function(e){var t,n=[];while(t=this[e++])n.push(t);return n}}function rt(e){return Y.test(e+"")}function it(){var e,t=[];return e=function(n,r){return t.push(n+=" ")>i.cacheLength&&delete e[t.shift()],e[n]=r}}function ot(e){return e[x]=!0,e}function at(e){var t=p.createElement("div");try{return e(t)}catch(n){return!1}finally{t=null}}function st(e,t,n,r){var i,o,a,s,u,l,f,g,m,v;if((t?t.ownerDocument||t:w)!==p&&c(t),t=t||p,n=n||[],!e||"string"!=typeof e)return n;if(1!==(s=t.nodeType)&&9!==s)return[];if(!d&&!r){if(i=J.exec(e))if(a=i[1]){if(9===s){if(o=t.getElementById(a),!o||!o.parentNode)return n;if(o.id===a)return n.push(o),n}else if(t.ownerDocument&&(o=t.ownerDocument.getElementById(a))&&y(t,o)&&o.id===a)return n.push(o),n}else{if(i[2])return H.apply(n,q.call(t.getElementsByTagName(e),0)),n;if((a=i[3])&&T.getByClassName&&t.getElementsByClassName)return H.apply(n,q.call(t.getElementsByClassName(a),0)),n}if(T.qsa&&!h.test(e)){if(f=!0,g=x,m=t,v=9===s&&e,1===s&&"object"!==t.nodeName.toLowerCase()){l=ft(e),(f=t.getAttribute("id"))?g=f.replace(K,"\\$&"):t.setAttribute("id",g),g="[id='"+g+"'] ",u=l.length;while(u--)l[u]=g+dt(l[u]);m=V.test(e)&&t.parentNode||t,v=l.join(",")}if(v)try{return H.apply(n,q.call(m.querySelectorAll(v),0)),n}catch(b){}finally{f||t.removeAttribute("id")}}}return wt(e.replace(W,"$1"),t,n,r)}a=st.isXML=function(e){var t=e&&(e.ownerDocument||e).documentElement;return t?"HTML"!==t.nodeName:!1},c=st.setDocument=function(e){var n=e?e.ownerDocument||e:w;return n!==p&&9===n.nodeType&&n.documentElement?(p=n,f=n.documentElement,d=a(n),T.tagNameNoComments=at(function(e){return e.appendChild(n.createComment("")),!e.getElementsByTagName("*").length}),T.attributes=at(function(e){e.innerHTML="<select></select>";var t=typeof e.lastChild.getAttribute("multiple");return"boolean"!==t&&"string"!==t}),T.getByClassName=at(function(e){return e.innerHTML="<div class='hidden e'></div><div class='hidden'></div>",e.getElementsByClassName&&e.getElementsByClassName("e").length?(e.lastChild.className="e",2===e.getElementsByClassName("e").length):!1}),T.getByName=at(function(e){e.id=x+0,e.innerHTML="<a name='"+x+"'></a><div name='"+x+"'></div>",f.insertBefore(e,f.firstChild);var t=n.getElementsByName&&n.getElementsByName(x).length===2+n.getElementsByName(x+0).length;return T.getIdNotName=!n.getElementById(x),f.removeChild(e),t}),i.attrHandle=at(function(e){return e.innerHTML="<a href='#'></a>",e.firstChild&&typeof e.firstChild.getAttribute!==A&&"#"===e.firstChild.getAttribute("href")})?{}:{href:function(e){return e.getAttribute("href",2)},type:function(e){return e.getAttribute("type")}},T.getIdNotName?(i.find.ID=function(e,t){if(typeof t.getElementById!==A&&!d){var n=t.getElementById(e);return n&&n.parentNode?[n]:[]}},i.filter.ID=function(e){var t=e.replace(et,tt);return function(e){return e.getAttribute("id")===t}}):(i.find.ID=function(e,n){if(typeof n.getElementById!==A&&!d){var r=n.getElementById(e);return r?r.id===e||typeof r.getAttributeNode!==A&&r.getAttributeNode("id").value===e?[r]:t:[]}},i.filter.ID=function(e){var t=e.replace(et,tt);return function(e){var n=typeof e.getAttributeNode!==A&&e.getAttributeNode("id");return n&&n.value===t}}),i.find.TAG=T.tagNameNoComments?function(e,n){return typeof n.getElementsByTagName!==A?n.getElementsByTagName(e):t}:function(e,t){var n,r=[],i=0,o=t.getElementsByTagName(e);if("*"===e){while(n=o[i++])1===n.nodeType&&r.push(n);return r}return o},i.find.NAME=T.getByName&&function(e,n){return typeof n.getElementsByName!==A?n.getElementsByName(name):t},i.find.CLASS=T.getByClassName&&function(e,n){return typeof n.getElementsByClassName===A||d?t:n.getElementsByClassName(e)},g=[],h=[":focus"],(T.qsa=rt(n.querySelectorAll))&&(at(function(e){e.innerHTML="<select><option selected=''></option></select>",e.querySelectorAll("[selected]").length||h.push("\\["+_+"*(?:checked|disabled|ismap|multiple|readonly|selected|value)"),e.querySelectorAll(":checked").length||h.push(":checked")}),at(function(e){e.innerHTML="<input type='hidden' i=''/>",e.querySelectorAll("[i^='']").length&&h.push("[*^$]="+_+"*(?:\"\"|'')"),e.querySelectorAll(":enabled").length||h.push(":enabled",":disabled"),e.querySelectorAll("*,:x"),h.push(",.*:")})),(T.matchesSelector=rt(m=f.matchesSelector||f.mozMatchesSelector||f.webkitMatchesSelector||f.oMatchesSelector||f.msMatchesSelector))&&at(function(e){T.disconnectedMatch=m.call(e,"div"),m.call(e,"[s!='']:x"),g.push("!=",R)}),h=RegExp(h.join("|")),g=RegExp(g.join("|")),y=rt(f.contains)||f.compareDocumentPosition?function(e,t){var n=9===e.nodeType?e.documentElement:e,r=t&&t.parentNode;return e===r||!(!r||1!==r.nodeType||!(n.contains?n.contains(r):e.compareDocumentPosition&&16&e.compareDocumentPosition(r)))}:function(e,t){if(t)while(t=t.parentNode)if(t===e)return!0;return!1},v=f.compareDocumentPosition?function(e,t){var r;return e===t?(u=!0,0):(r=t.compareDocumentPosition&&e.compareDocumentPosition&&e.compareDocumentPosition(t))?1&r||e.parentNode&&11===e.parentNode.nodeType?e===n||y(w,e)?-1:t===n||y(w,t)?1:0:4&r?-1:1:e.compareDocumentPosition?-1:1}:function(e,t){var r,i=0,o=e.parentNode,a=t.parentNode,s=[e],l=[t];if(e===t)return u=!0,0;if(!o||!a)return e===n?-1:t===n?1:o?-1:a?1:0;if(o===a)return ut(e,t);r=e;while(r=r.parentNode)s.unshift(r);r=t;while(r=r.parentNode)l.unshift(r);while(s[i]===l[i])i++;return i?ut(s[i],l[i]):s[i]===w?-1:l[i]===w?1:0},u=!1,[0,0].sort(v),T.detectDuplicates=u,p):p},st.matches=function(e,t){return st(e,null,null,t)},st.matchesSelector=function(e,t){if((e.ownerDocument||e)!==p&&c(e),t=t.replace(Z,"='$1']"),!(!T.matchesSelector||d||g&&g.test(t)||h.test(t)))try{var n=m.call(e,t);if(n||T.disconnectedMatch||e.document&&11!==e.document.nodeType)return n}catch(r){}return st(t,p,null,[e]).length>0},st.contains=function(e,t){return(e.ownerDocument||e)!==p&&c(e),y(e,t)},st.attr=function(e,t){var n;return(e.ownerDocument||e)!==p&&c(e),d||(t=t.toLowerCase()),(n=i.attrHandle[t])?n(e):d||T.attributes?e.getAttribute(t):((n=e.getAttributeNode(t))||e.getAttribute(t))&&e[t]===!0?t:n&&n.specified?n.value:null},st.error=function(e){throw Error("Syntax error, unrecognized expression: "+e)},st.uniqueSort=function(e){var t,n=[],r=1,i=0;if(u=!T.detectDuplicates,e.sort(v),u){for(;t=e[r];r++)t===e[r-1]&&(i=n.push(r));while(i--)e.splice(n[i],1)}return e};function ut(e,t){var n=t&&e,r=n&&(~t.sourceIndex||j)-(~e.sourceIndex||j);if(r)return r;if(n)while(n=n.nextSibling)if(n===t)return-1;return e?1:-1}function lt(e){return function(t){var n=t.nodeName.toLowerCase();return"input"===n&&t.type===e}}function ct(e){return function(t){var n=t.nodeName.toLowerCase();return("input"===n||"button"===n)&&t.type===e}}function pt(e){return ot(function(t){return t=+t,ot(function(n,r){var i,o=e([],n.length,t),a=o.length;while(a--)n[i=o[a]]&&(n[i]=!(r[i]=n[i]))})})}o=st.getText=function(e){var t,n="",r=0,i=e.nodeType;if(i){if(1===i||9===i||11===i){if("string"==typeof e.textContent)return e.textContent;for(e=e.firstChild;e;e=e.nextSibling)n+=o(e)}else if(3===i||4===i)return e.nodeValue}else for(;t=e[r];r++)n+=o(t);return n},i=st.selectors={cacheLength:50,createPseudo:ot,match:U,find:{},relative:{">":{dir:"parentNode",first:!0}," ":{dir:"parentNode"},"+":{dir:"previousSibling",first:!0},"~":{dir:"previousSibling"}},preFilter:{ATTR:function(e){return e[1]=e[1].replace(et,tt),e[3]=(e[4]||e[5]||"").replace(et,tt),"~="===e[2]&&(e[3]=" "+e[3]+" "),e.slice(0,4)},CHILD:function(e){return e[1]=e[1].toLowerCase(),"nth"===e[1].slice(0,3)?(e[3]||st.error(e[0]),e[4]=+(e[4]?e[5]+(e[6]||1):2*("even"===e[3]||"odd"===e[3])),e[5]=+(e[7]+e[8]||"odd"===e[3])):e[3]&&st.error(e[0]),e},PSEUDO:function(e){var t,n=!e[5]&&e[2];return U.CHILD.test(e[0])?null:(e[4]?e[2]=e[4]:n&&z.test(n)&&(t=ft(n,!0))&&(t=n.indexOf(")",n.length-t)-n.length)&&(e[0]=e[0].slice(0,t),e[2]=n.slice(0,t)),e.slice(0,3))}},filter:{TAG:function(e){return"*"===e?function(){return!0}:(e=e.replace(et,tt).toLowerCase(),function(t){return t.nodeName&&t.nodeName.toLowerCase()===e})},CLASS:function(e){var t=k[e+" "];return t||(t=RegExp("(^|"+_+")"+e+"("+_+"|$)"))&&k(e,function(e){return t.test(e.className||typeof e.getAttribute!==A&&e.getAttribute("class")||"")})},ATTR:function(e,t,n){return function(r){var i=st.attr(r,e);return null==i?"!="===t:t?(i+="","="===t?i===n:"!="===t?i!==n:"^="===t?n&&0===i.indexOf(n):"*="===t?n&&i.indexOf(n)>-1:"$="===t?n&&i.slice(-n.length)===n:"~="===t?(" "+i+" ").indexOf(n)>-1:"|="===t?i===n||i.slice(0,n.length+1)===n+"-":!1):!0}},CHILD:function(e,t,n,r,i){var o="nth"!==e.slice(0,3),a="last"!==e.slice(-4),s="of-type"===t;return 1===r&&0===i?function(e){return!!e.parentNode}:function(t,n,u){var l,c,p,f,d,h,g=o!==a?"nextSibling":"previousSibling",m=t.parentNode,y=s&&t.nodeName.toLowerCase(),v=!u&&!s;if(m){if(o){while(g){p=t;while(p=p[g])if(s?p.nodeName.toLowerCase()===y:1===p.nodeType)return!1;h=g="only"===e&&!h&&"nextSibling"}return!0}if(h=[a?m.firstChild:m.lastChild],a&&v){c=m[x]||(m[x]={}),l=c[e]||[],d=l[0]===N&&l[1],f=l[0]===N&&l[2],p=d&&m.childNodes[d];while(p=++d&&p&&p[g]||(f=d=0)||h.pop())if(1===p.nodeType&&++f&&p===t){c[e]=[N,d,f];break}}else if(v&&(l=(t[x]||(t[x]={}))[e])&&l[0]===N)f=l[1];else while(p=++d&&p&&p[g]||(f=d=0)||h.pop())if((s?p.nodeName.toLowerCase()===y:1===p.nodeType)&&++f&&(v&&((p[x]||(p[x]={}))[e]=[N,f]),p===t))break;return f-=i,f===r||0===f%r&&f/r>=0}}},PSEUDO:function(e,t){var n,r=i.pseudos[e]||i.setFilters[e.toLowerCase()]||st.error("unsupported pseudo: "+e);return r[x]?r(t):r.length>1?(n=[e,e,"",t],i.setFilters.hasOwnProperty(e.toLowerCase())?ot(function(e,n){var i,o=r(e,t),a=o.length;while(a--)i=M.call(e,o[a]),e[i]=!(n[i]=o[a])}):function(e){return r(e,0,n)}):r}},pseudos:{not:ot(function(e){var t=[],n=[],r=s(e.replace(W,"$1"));return r[x]?ot(function(e,t,n,i){var o,a=r(e,null,i,[]),s=e.length;while(s--)(o=a[s])&&(e[s]=!(t[s]=o))}):function(e,i,o){return t[0]=e,r(t,null,o,n),!n.pop()}}),has:ot(function(e){return function(t){return st(e,t).length>0}}),contains:ot(function(e){return function(t){return(t.textContent||t.innerText||o(t)).indexOf(e)>-1}}),lang:ot(function(e){return X.test(e||"")||st.error("unsupported lang: "+e),e=e.replace(et,tt).toLowerCase(),function(t){var n;do if(n=d?t.getAttribute("xml:lang")||t.getAttribute("lang"):t.lang)return n=n.toLowerCase(),n===e||0===n.indexOf(e+"-");while((t=t.parentNode)&&1===t.nodeType);return!1}}),target:function(t){var n=e.location&&e.location.hash;return n&&n.slice(1)===t.id},root:function(e){return e===f},focus:function(e){return e===p.activeElement&&(!p.hasFocus||p.hasFocus())&&!!(e.type||e.href||~e.tabIndex)},enabled:function(e){return e.disabled===!1},disabled:function(e){return e.disabled===!0},checked:function(e){var t=e.nodeName.toLowerCase();return"input"===t&&!!e.checked||"option"===t&&!!e.selected},selected:function(e){return e.parentNode&&e.parentNode.selectedIndex,e.selected===!0},empty:function(e){for(e=e.firstChild;e;e=e.nextSibling)if(e.nodeName>"@"||3===e.nodeType||4===e.nodeType)return!1;return!0},parent:function(e){return!i.pseudos.empty(e)},header:function(e){return Q.test(e.nodeName)},input:function(e){return G.test(e.nodeName)},button:function(e){var t=e.nodeName.toLowerCase();return"input"===t&&"button"===e.type||"button"===t},text:function(e){var t;return"input"===e.nodeName.toLowerCase()&&"text"===e.type&&(null==(t=e.getAttribute("type"))||t.toLowerCase()===e.type)},first:pt(function(){return[0]}),last:pt(function(e,t){return[t-1]}),eq:pt(function(e,t,n){return[0>n?n+t:n]}),even:pt(function(e,t){var n=0;for(;t>n;n+=2)e.push(n);return e}),odd:pt(function(e,t){var n=1;for(;t>n;n+=2)e.push(n);return e}),lt:pt(function(e,t,n){var r=0>n?n+t:n;for(;--r>=0;)e.push(r);return e}),gt:pt(function(e,t,n){var r=0>n?n+t:n;for(;t>++r;)e.push(r);return e})}};for(n in{radio:!0,checkbox:!0,file:!0,password:!0,image:!0})i.pseudos[n]=lt(n);for(n in{submit:!0,reset:!0})i.pseudos[n]=ct(n);function ft(e,t){var n,r,o,a,s,u,l,c=E[e+" "];if(c)return t?0:c.slice(0);s=e,u=[],l=i.preFilter;while(s){(!n||(r=$.exec(s)))&&(r&&(s=s.slice(r[0].length)||s),u.push(o=[])),n=!1,(r=I.exec(s))&&(n=r.shift(),o.push({value:n,type:r[0].replace(W," ")}),s=s.slice(n.length));for(a in i.filter)!(r=U[a].exec(s))||l[a]&&!(r=l[a](r))||(n=r.shift(),o.push({value:n,type:a,matches:r}),s=s.slice(n.length));if(!n)break}return t?s.length:s?st.error(e):E(e,u).slice(0)}function dt(e){var t=0,n=e.length,r="";for(;n>t;t++)r+=e[t].value;return r}function ht(e,t,n){var i=t.dir,o=n&&"parentNode"===i,a=C++;return t.first?function(t,n,r){while(t=t[i])if(1===t.nodeType||o)return e(t,n,r)}:function(t,n,s){var u,l,c,p=N+" "+a;if(s){while(t=t[i])if((1===t.nodeType||o)&&e(t,n,s))return!0}else while(t=t[i])if(1===t.nodeType||o)if(c=t[x]||(t[x]={}),(l=c[i])&&l[0]===p){if((u=l[1])===!0||u===r)return u===!0}else if(l=c[i]=[p],l[1]=e(t,n,s)||r,l[1]===!0)return!0}}function gt(e){return e.length>1?function(t,n,r){var i=e.length;while(i--)if(!e[i](t,n,r))return!1;return!0}:e[0]}function mt(e,t,n,r,i){var o,a=[],s=0,u=e.length,l=null!=t;for(;u>s;s++)(o=e[s])&&(!n||n(o,r,i))&&(a.push(o),l&&t.push(s));return a}function yt(e,t,n,r,i,o){return r&&!r[x]&&(r=yt(r)),i&&!i[x]&&(i=yt(i,o)),ot(function(o,a,s,u){var l,c,p,f=[],d=[],h=a.length,g=o||xt(t||"*",s.nodeType?[s]:s,[]),m=!e||!o&&t?g:mt(g,f,e,s,u),y=n?i||(o?e:h||r)?[]:a:m;if(n&&n(m,y,s,u),r){l=mt(y,d),r(l,[],s,u),c=l.length;while(c--)(p=l[c])&&(y[d[c]]=!(m[d[c]]=p))}if(o){if(i||e){if(i){l=[],c=y.length;while(c--)(p=y[c])&&l.push(m[c]=p);i(null,y=[],l,u)}c=y.length;while(c--)(p=y[c])&&(l=i?M.call(o,p):f[c])>-1&&(o[l]=!(a[l]=p))}}else y=mt(y===a?y.splice(h,y.length):y),i?i(null,a,y,u):H.apply(a,y)})}function vt(e){var t,n,r,o=e.length,a=i.relative[e[0].type],s=a||i.relative[" "],u=a?1:0,c=ht(function(e){return e===t},s,!0),p=ht(function(e){return M.call(t,e)>-1},s,!0),f=[function(e,n,r){return!a&&(r||n!==l)||((t=n).nodeType?c(e,n,r):p(e,n,r))}];for(;o>u;u++)if(n=i.relative[e[u].type])f=[ht(gt(f),n)];else{if(n=i.filter[e[u].type].apply(null,e[u].matches),n[x]){for(r=++u;o>r;r++)if(i.relative[e[r].type])break;return yt(u>1&&gt(f),u>1&&dt(e.slice(0,u-1)).replace(W,"$1"),n,r>u&&vt(e.slice(u,r)),o>r&&vt(e=e.slice(r)),o>r&&dt(e))}f.push(n)}return gt(f)}function bt(e,t){var n=0,o=t.length>0,a=e.length>0,s=function(s,u,c,f,d){var h,g,m,y=[],v=0,b="0",x=s&&[],w=null!=d,T=l,C=s||a&&i.find.TAG("*",d&&u.parentNode||u),k=N+=null==T?1:Math.random()||.1;for(w&&(l=u!==p&&u,r=n);null!=(h=C[b]);b++){if(a&&h){g=0;while(m=e[g++])if(m(h,u,c)){f.push(h);break}w&&(N=k,r=++n)}o&&((h=!m&&h)&&v--,s&&x.push(h))}if(v+=b,o&&b!==v){g=0;while(m=t[g++])m(x,y,u,c);if(s){if(v>0)while(b--)x[b]||y[b]||(y[b]=L.call(f));y=mt(y)}H.apply(f,y),w&&!s&&y.length>0&&v+t.length>1&&st.uniqueSort(f)}return w&&(N=k,l=T),x};return o?ot(s):s}s=st.compile=function(e,t){var n,r=[],i=[],o=S[e+" "];if(!o){t||(t=ft(e)),n=t.length;while(n--)o=vt(t[n]),o[x]?r.push(o):i.push(o);o=S(e,bt(i,r))}return o};function xt(e,t,n){var r=0,i=t.length;for(;i>r;r++)st(e,t[r],n);return n}function wt(e,t,n,r){var o,a,u,l,c,p=ft(e);if(!r&&1===p.length){if(a=p[0]=p[0].slice(0),a.length>2&&"ID"===(u=a[0]).type&&9===t.nodeType&&!d&&i.relative[a[1].type]){if(t=i.find.ID(u.matches[0].replace(et,tt),t)[0],!t)return n;e=e.slice(a.shift().value.length)}o=U.needsContext.test(e)?0:a.length;while(o--){if(u=a[o],i.relative[l=u.type])break;if((c=i.find[l])&&(r=c(u.matches[0].replace(et,tt),V.test(a[0].type)&&t.parentNode||t))){if(a.splice(o,1),e=r.length&&dt(a),!e)return H.apply(n,q.call(r,0)),n;break}}}return s(e,p)(r,t,d,n,V.test(e)),n}i.pseudos.nth=i.pseudos.eq;function Tt(){}i.filters=Tt.prototype=i.pseudos,i.setFilters=new Tt,c(),st.attr=b.attr,b.find=st,b.expr=st.selectors,b.expr[":"]=b.expr.pseudos,b.unique=st.uniqueSort,b.text=st.getText,b.isXMLDoc=st.isXML,b.contains=st.contains}(e);var at=/Until$/,st=/^(?:parents|prev(?:Until|All))/,ut=/^.[^:#\[\.,]*$/,lt=b.expr.match.needsContext,ct={children:!0,contents:!0,next:!0,prev:!0};b.fn.extend({find:function(e){var t,n,r,i=this.length;if("string"!=typeof e)return r=this,this.pushStack(b(e).filter(function(){for(t=0;i>t;t++)if(b.contains(r[t],this))return!0}));for(n=[],t=0;i>t;t++)b.find(e,this[t],n);return n=this.pushStack(i>1?b.unique(n):n),n.selector=(this.selector?this.selector+" ":"")+e,n},has:function(e){var t,n=b(e,this),r=n.length;return this.filter(function(){for(t=0;r>t;t++)if(b.contains(this,n[t]))return!0})},not:function(e){return this.pushStack(ft(this,e,!1))},filter:function(e){return this.pushStack(ft(this,e,!0))},is:function(e){return!!e&&("string"==typeof e?lt.test(e)?b(e,this.context).index(this[0])>=0:b.filter(e,this).length>0:this.filter(e).length>0)},closest:function(e,t){var n,r=0,i=this.length,o=[],a=lt.test(e)||"string"!=typeof e?b(e,t||this.context):0;for(;i>r;r++){n=this[r];while(n&&n.ownerDocument&&n!==t&&11!==n.nodeType){if(a?a.index(n)>-1:b.find.matchesSelector(n,e)){o.push(n);break}n=n.parentNode}}return this.pushStack(o.length>1?b.unique(o):o)},index:function(e){return e?"string"==typeof e?b.inArray(this[0],b(e)):b.inArray(e.jquery?e[0]:e,this):this[0]&&this[0].parentNode?this.first().prevAll().length:-1},add:function(e,t){var n="string"==typeof e?b(e,t):b.makeArray(e&&e.nodeType?[e]:e),r=b.merge(this.get(),n);return this.pushStack(b.unique(r))},addBack:function(e){return this.add(null==e?this.prevObject:this.prevObject.filter(e))}}),b.fn.andSelf=b.fn.addBack;function pt(e,t){do e=e[t];while(e&&1!==e.nodeType);return e}b.each({parent:function(e){var t=e.parentNode;return t&&11!==t.nodeType?t:null},parents:function(e){return b.dir(e,"parentNode")},parentsUntil:function(e,t,n){return b.dir(e,"parentNode",n)},next:function(e){return pt(e,"nextSibling")},prev:function(e){return pt(e,"previousSibling")},nextAll:function(e){return b.dir(e,"nextSibling")},prevAll:function(e){return b.dir(e,"previousSibling")},nextUntil:function(e,t,n){return b.dir(e,"nextSibling",n)},prevUntil:function(e,t,n){return b.dir(e,"previousSibling",n)},siblings:function(e){return b.sibling((e.parentNode||{}).firstChild,e)},children:function(e){return b.sibling(e.firstChild)},contents:function(e){return b.nodeName(e,"iframe")?e.contentDocument||e.contentWindow.document:b.merge([],e.childNodes)}},function(e,t){b.fn[e]=function(n,r){var i=b.map(this,t,n);return at.test(e)||(r=n),r&&"string"==typeof r&&(i=b.filter(r,i)),i=this.length>1&&!ct[e]?b.unique(i):i,this.length>1&&st.test(e)&&(i=i.reverse()),this.pushStack(i)}}),b.extend({filter:function(e,t,n){return n&&(e=":not("+e+")"),1===t.length?b.find.matchesSelector(t[0],e)?[t[0]]:[]:b.find.matches(e,t)},dir:function(e,n,r){var i=[],o=e[n];while(o&&9!==o.nodeType&&(r===t||1!==o.nodeType||!b(o).is(r)))1===o.nodeType&&i.push(o),o=o[n];return i},sibling:function(e,t){var n=[];for(;e;e=e.nextSibling)1===e.nodeType&&e!==t&&n.push(e);return n}});function ft(e,t,n){if(t=t||0,b.isFunction(t))return b.grep(e,function(e,r){var i=!!t.call(e,r,e);return i===n});if(t.nodeType)return b.grep(e,function(e){return e===t===n});if("string"==typeof t){var r=b.grep(e,function(e){return 1===e.nodeType});if(ut.test(t))return b.filter(t,r,!n);t=b.filter(t,r)}return b.grep(e,function(e){return b.inArray(e,t)>=0===n})}function dt(e){var t=ht.split("|"),n=e.createDocumentFragment();if(n.createElement)while(t.length)n.createElement(t.pop());return n}var ht="abbr|article|aside|audio|bdi|canvas|data|datalist|details|figcaption|figure|footer|header|hgroup|mark|meter|nav|output|progress|section|summary|time|video",gt=/ jQuery\d+="(?:null|\d+)"/g,mt=RegExp("<(?:"+ht+")[\\s/>]","i"),yt=/^\s+/,vt=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/gi,bt=/<([\w:]+)/,xt=/<tbody/i,wt=/<|&#?\w+;/,Tt=/<(?:script|style|link)/i,Nt=/^(?:checkbox|radio)$/i,Ct=/checked\s*(?:[^=]|=\s*.checked.)/i,kt=/^$|\/(?:java|ecma)script/i,Et=/^true\/(.*)/,St=/^\s*<!(?:\[CDATA\[|--)|(?:\]\]|--)>\s*$/g,At={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],area:[1,"<map>","</map>"],param:[1,"<object>","</object>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],_default:b.support.htmlSerialize?[0,"",""]:[1,"X<div>","</div>"]},jt=dt(o),Dt=jt.appendChild(o.createElement("div"));At.optgroup=At.option,At.tbody=At.tfoot=At.colgroup=At.caption=At.thead,At.th=At.td,b.fn.extend({text:function(e){return b.access(this,function(e){return e===t?b.text(this):this.empty().append((this[0]&&this[0].ownerDocument||o).createTextNode(e))},null,e,arguments.length)},wrapAll:function(e){if(b.isFunction(e))return this.each(function(t){b(this).wrapAll(e.call(this,t))});if(this[0]){var t=b(e,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&t.insertBefore(this[0]),t.map(function(){var e=this;while(e.firstChild&&1===e.firstChild.nodeType)e=e.firstChild;return e}).append(this)}return this},wrapInner:function(e){return b.isFunction(e)?this.each(function(t){b(this).wrapInner(e.call(this,t))}):this.each(function(){var t=b(this),n=t.contents();n.length?n.wrapAll(e):t.append(e)})},wrap:function(e){var t=b.isFunction(e);return this.each(function(n){b(this).wrapAll(t?e.call(this,n):e)})},unwrap:function(){return this.parent().each(function(){b.nodeName(this,"body")||b(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(e){(1===this.nodeType||11===this.nodeType||9===this.nodeType)&&this.appendChild(e)})},prepend:function(){return this.domManip(arguments,!0,function(e){(1===this.nodeType||11===this.nodeType||9===this.nodeType)&&this.insertBefore(e,this.firstChild)})},before:function(){return this.domManip(arguments,!1,function(e){this.parentNode&&this.parentNode.insertBefore(e,this)})},after:function(){return this.domManip(arguments,!1,function(e){this.parentNode&&this.parentNode.insertBefore(e,this.nextSibling)})},remove:function(e,t){var n,r=0;for(;null!=(n=this[r]);r++)(!e||b.filter(e,[n]).length>0)&&(t||1!==n.nodeType||b.cleanData(Ot(n)),n.parentNode&&(t&&b.contains(n.ownerDocument,n)&&Mt(Ot(n,"script")),n.parentNode.removeChild(n)));return this},empty:function(){var e,t=0;for(;null!=(e=this[t]);t++){1===e.nodeType&&b.cleanData(Ot(e,!1));while(e.firstChild)e.removeChild(e.firstChild);e.options&&b.nodeName(e,"select")&&(e.options.length=0)}return this},clone:function(e,t){return e=null==e?!1:e,t=null==t?e:t,this.map(function(){return b.clone(this,e,t)})},html:function(e){return b.access(this,function(e){var n=this[0]||{},r=0,i=this.length;if(e===t)return 1===n.nodeType?n.innerHTML.replace(gt,""):t;if(!("string"!=typeof e||Tt.test(e)||!b.support.htmlSerialize&&mt.test(e)||!b.support.leadingWhitespace&&yt.test(e)||At[(bt.exec(e)||["",""])[1].toLowerCase()])){e=e.replace(vt,"<$1></$2>");try{for(;i>r;r++)n=this[r]||{},1===n.nodeType&&(b.cleanData(Ot(n,!1)),n.innerHTML=e);n=0}catch(o){}}n&&this.empty().append(e)},null,e,arguments.length)},replaceWith:function(e){var t=b.isFunction(e);return t||"string"==typeof e||(e=b(e).not(this).detach()),this.domManip([e],!0,function(e){var t=this.nextSibling,n=this.parentNode;n&&(b(this).remove(),n.insertBefore(e,t))})},detach:function(e){return this.remove(e,!0)},domManip:function(e,n,r){e=f.apply([],e);var i,o,a,s,u,l,c=0,p=this.length,d=this,h=p-1,g=e[0],m=b.isFunction(g);if(m||!(1>=p||"string"!=typeof g||b.support.checkClone)&&Ct.test(g))return this.each(function(i){var o=d.eq(i);m&&(e[0]=g.call(this,i,n?o.html():t)),o.domManip(e,n,r)});if(p&&(l=b.buildFragment(e,this[0].ownerDocument,!1,this),i=l.firstChild,1===l.childNodes.length&&(l=i),i)){for(n=n&&b.nodeName(i,"tr"),s=b.map(Ot(l,"script"),Ht),a=s.length;p>c;c++)o=l,c!==h&&(o=b.clone(o,!0,!0),a&&b.merge(s,Ot(o,"script"))),r.call(n&&b.nodeName(this[c],"table")?Lt(this[c],"tbody"):this[c],o,c);if(a)for(u=s[s.length-1].ownerDocument,b.map(s,qt),c=0;a>c;c++)o=s[c],kt.test(o.type||"")&&!b._data(o,"globalEval")&&b.contains(u,o)&&(o.src?b.ajax({url:o.src,type:"GET",dataType:"script",async:!1,global:!1,"throws":!0}):b.globalEval((o.text||o.textContent||o.innerHTML||"").replace(St,"")));l=i=null}return this}});function Lt(e,t){return e.getElementsByTagName(t)[0]||e.appendChild(e.ownerDocument.createElement(t))}function Ht(e){var t=e.getAttributeNode("type");return e.type=(t&&t.specified)+"/"+e.type,e}function qt(e){var t=Et.exec(e.type);return t?e.type=t[1]:e.removeAttribute("type"),e}function Mt(e,t){var n,r=0;for(;null!=(n=e[r]);r++)b._data(n,"globalEval",!t||b._data(t[r],"globalEval"))}function _t(e,t){if(1===t.nodeType&&b.hasData(e)){var n,r,i,o=b._data(e),a=b._data(t,o),s=o.events;if(s){delete a.handle,a.events={};for(n in s)for(r=0,i=s[n].length;i>r;r++)b.event.add(t,n,s[n][r])}a.data&&(a.data=b.extend({},a.data))}}function Ft(e,t){var n,r,i;if(1===t.nodeType){if(n=t.nodeName.toLowerCase(),!b.support.noCloneEvent&&t[b.expando]){i=b._data(t);for(r in i.events)b.removeEvent(t,r,i.handle);t.removeAttribute(b.expando)}"script"===n&&t.text!==e.text?(Ht(t).text=e.text,qt(t)):"object"===n?(t.parentNode&&(t.outerHTML=e.outerHTML),b.support.html5Clone&&e.innerHTML&&!b.trim(t.innerHTML)&&(t.innerHTML=e.innerHTML)):"input"===n&&Nt.test(e.type)?(t.defaultChecked=t.checked=e.checked,t.value!==e.value&&(t.value=e.value)):"option"===n?t.defaultSelected=t.selected=e.defaultSelected:("input"===n||"textarea"===n)&&(t.defaultValue=e.defaultValue)}}b.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(e,t){b.fn[e]=function(e){var n,r=0,i=[],o=b(e),a=o.length-1;for(;a>=r;r++)n=r===a?this:this.clone(!0),b(o[r])[t](n),d.apply(i,n.get());return this.pushStack(i)}});function Ot(e,n){var r,o,a=0,s=typeof e.getElementsByTagName!==i?e.getElementsByTagName(n||"*"):typeof e.querySelectorAll!==i?e.querySelectorAll(n||"*"):t;if(!s)for(s=[],r=e.childNodes||e;null!=(o=r[a]);a++)!n||b.nodeName(o,n)?s.push(o):b.merge(s,Ot(o,n));return n===t||n&&b.nodeName(e,n)?b.merge([e],s):s}function Bt(e){Nt.test(e.type)&&(e.defaultChecked=e.checked)}b.extend({clone:function(e,t,n){var r,i,o,a,s,u=b.contains(e.ownerDocument,e);if(b.support.html5Clone||b.isXMLDoc(e)||!mt.test("<"+e.nodeName+">")?o=e.cloneNode(!0):(Dt.innerHTML=e.outerHTML,Dt.removeChild(o=Dt.firstChild)),!(b.support.noCloneEvent&&b.support.noCloneChecked||1!==e.nodeType&&11!==e.nodeType||b.isXMLDoc(e)))for(r=Ot(o),s=Ot(e),a=0;null!=(i=s[a]);++a)r[a]&&Ft(i,r[a]);if(t)if(n)for(s=s||Ot(e),r=r||Ot(o),a=0;null!=(i=s[a]);a++)_t(i,r[a]);else _t(e,o);return r=Ot(o,"script"),r.length>0&&Mt(r,!u&&Ot(e,"script")),r=s=i=null,o},buildFragment:function(e,t,n,r){var i,o,a,s,u,l,c,p=e.length,f=dt(t),d=[],h=0;for(;p>h;h++)if(o=e[h],o||0===o)if("object"===b.type(o))b.merge(d,o.nodeType?[o]:o);else if(wt.test(o)){s=s||f.appendChild(t.createElement("div")),u=(bt.exec(o)||["",""])[1].toLowerCase(),c=At[u]||At._default,s.innerHTML=c[1]+o.replace(vt,"<$1></$2>")+c[2],i=c[0];while(i--)s=s.lastChild;if(!b.support.leadingWhitespace&&yt.test(o)&&d.push(t.createTextNode(yt.exec(o)[0])),!b.support.tbody){o="table"!==u||xt.test(o)?"<table>"!==c[1]||xt.test(o)?0:s:s.firstChild,i=o&&o.childNodes.length;while(i--)b.nodeName(l=o.childNodes[i],"tbody")&&!l.childNodes.length&&o.removeChild(l)
}b.merge(d,s.childNodes),s.textContent="";while(s.firstChild)s.removeChild(s.firstChild);s=f.lastChild}else d.push(t.createTextNode(o));s&&f.removeChild(s),b.support.appendChecked||b.grep(Ot(d,"input"),Bt),h=0;while(o=d[h++])if((!r||-1===b.inArray(o,r))&&(a=b.contains(o.ownerDocument,o),s=Ot(f.appendChild(o),"script"),a&&Mt(s),n)){i=0;while(o=s[i++])kt.test(o.type||"")&&n.push(o)}return s=null,f},cleanData:function(e,t){var n,r,o,a,s=0,u=b.expando,l=b.cache,p=b.support.deleteExpando,f=b.event.special;for(;null!=(n=e[s]);s++)if((t||b.acceptData(n))&&(o=n[u],a=o&&l[o])){if(a.events)for(r in a.events)f[r]?b.event.remove(n,r):b.removeEvent(n,r,a.handle);l[o]&&(delete l[o],p?delete n[u]:typeof n.removeAttribute!==i?n.removeAttribute(u):n[u]=null,c.push(o))}}});var Pt,Rt,Wt,$t=/alpha\([^)]*\)/i,It=/opacity\s*=\s*([^)]*)/,zt=/^(top|right|bottom|left)$/,Xt=/^(none|table(?!-c[ea]).+)/,Ut=/^margin/,Vt=RegExp("^("+x+")(.*)$","i"),Yt=RegExp("^("+x+")(?!px)[a-z%]+$","i"),Jt=RegExp("^([+-])=("+x+")","i"),Gt={BODY:"block"},Qt={position:"absolute",visibility:"hidden",display:"block"},Kt={letterSpacing:0,fontWeight:400},Zt=["Top","Right","Bottom","Left"],en=["Webkit","O","Moz","ms"];function tn(e,t){if(t in e)return t;var n=t.charAt(0).toUpperCase()+t.slice(1),r=t,i=en.length;while(i--)if(t=en[i]+n,t in e)return t;return r}function nn(e,t){return e=t||e,"none"===b.css(e,"display")||!b.contains(e.ownerDocument,e)}function rn(e,t){var n,r,i,o=[],a=0,s=e.length;for(;s>a;a++)r=e[a],r.style&&(o[a]=b._data(r,"olddisplay"),n=r.style.display,t?(o[a]||"none"!==n||(r.style.display=""),""===r.style.display&&nn(r)&&(o[a]=b._data(r,"olddisplay",un(r.nodeName)))):o[a]||(i=nn(r),(n&&"none"!==n||!i)&&b._data(r,"olddisplay",i?n:b.css(r,"display"))));for(a=0;s>a;a++)r=e[a],r.style&&(t&&"none"!==r.style.display&&""!==r.style.display||(r.style.display=t?o[a]||"":"none"));return e}b.fn.extend({css:function(e,n){return b.access(this,function(e,n,r){var i,o,a={},s=0;if(b.isArray(n)){for(o=Rt(e),i=n.length;i>s;s++)a[n[s]]=b.css(e,n[s],!1,o);return a}return r!==t?b.style(e,n,r):b.css(e,n)},e,n,arguments.length>1)},show:function(){return rn(this,!0)},hide:function(){return rn(this)},toggle:function(e){var t="boolean"==typeof e;return this.each(function(){(t?e:nn(this))?b(this).show():b(this).hide()})}}),b.extend({cssHooks:{opacity:{get:function(e,t){if(t){var n=Wt(e,"opacity");return""===n?"1":n}}}},cssNumber:{columnCount:!0,fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":b.support.cssFloat?"cssFloat":"styleFloat"},style:function(e,n,r,i){if(e&&3!==e.nodeType&&8!==e.nodeType&&e.style){var o,a,s,u=b.camelCase(n),l=e.style;if(n=b.cssProps[u]||(b.cssProps[u]=tn(l,u)),s=b.cssHooks[n]||b.cssHooks[u],r===t)return s&&"get"in s&&(o=s.get(e,!1,i))!==t?o:l[n];if(a=typeof r,"string"===a&&(o=Jt.exec(r))&&(r=(o[1]+1)*o[2]+parseFloat(b.css(e,n)),a="number"),!(null==r||"number"===a&&isNaN(r)||("number"!==a||b.cssNumber[u]||(r+="px"),b.support.clearCloneStyle||""!==r||0!==n.indexOf("background")||(l[n]="inherit"),s&&"set"in s&&(r=s.set(e,r,i))===t)))try{l[n]=r}catch(c){}}},css:function(e,n,r,i){var o,a,s,u=b.camelCase(n);return n=b.cssProps[u]||(b.cssProps[u]=tn(e.style,u)),s=b.cssHooks[n]||b.cssHooks[u],s&&"get"in s&&(a=s.get(e,!0,r)),a===t&&(a=Wt(e,n,i)),"normal"===a&&n in Kt&&(a=Kt[n]),""===r||r?(o=parseFloat(a),r===!0||b.isNumeric(o)?o||0:a):a},swap:function(e,t,n,r){var i,o,a={};for(o in t)a[o]=e.style[o],e.style[o]=t[o];i=n.apply(e,r||[]);for(o in t)e.style[o]=a[o];return i}}),e.getComputedStyle?(Rt=function(t){return e.getComputedStyle(t,null)},Wt=function(e,n,r){var i,o,a,s=r||Rt(e),u=s?s.getPropertyValue(n)||s[n]:t,l=e.style;return s&&(""!==u||b.contains(e.ownerDocument,e)||(u=b.style(e,n)),Yt.test(u)&&Ut.test(n)&&(i=l.width,o=l.minWidth,a=l.maxWidth,l.minWidth=l.maxWidth=l.width=u,u=s.width,l.width=i,l.minWidth=o,l.maxWidth=a)),u}):o.documentElement.currentStyle&&(Rt=function(e){return e.currentStyle},Wt=function(e,n,r){var i,o,a,s=r||Rt(e),u=s?s[n]:t,l=e.style;return null==u&&l&&l[n]&&(u=l[n]),Yt.test(u)&&!zt.test(n)&&(i=l.left,o=e.runtimeStyle,a=o&&o.left,a&&(o.left=e.currentStyle.left),l.left="fontSize"===n?"1em":u,u=l.pixelLeft+"px",l.left=i,a&&(o.left=a)),""===u?"auto":u});function on(e,t,n){var r=Vt.exec(t);return r?Math.max(0,r[1]-(n||0))+(r[2]||"px"):t}function an(e,t,n,r,i){var o=n===(r?"border":"content")?4:"width"===t?1:0,a=0;for(;4>o;o+=2)"margin"===n&&(a+=b.css(e,n+Zt[o],!0,i)),r?("content"===n&&(a-=b.css(e,"padding"+Zt[o],!0,i)),"margin"!==n&&(a-=b.css(e,"border"+Zt[o]+"Width",!0,i))):(a+=b.css(e,"padding"+Zt[o],!0,i),"padding"!==n&&(a+=b.css(e,"border"+Zt[o]+"Width",!0,i)));return a}function sn(e,t,n){var r=!0,i="width"===t?e.offsetWidth:e.offsetHeight,o=Rt(e),a=b.support.boxSizing&&"border-box"===b.css(e,"boxSizing",!1,o);if(0>=i||null==i){if(i=Wt(e,t,o),(0>i||null==i)&&(i=e.style[t]),Yt.test(i))return i;r=a&&(b.support.boxSizingReliable||i===e.style[t]),i=parseFloat(i)||0}return i+an(e,t,n||(a?"border":"content"),r,o)+"px"}function un(e){var t=o,n=Gt[e];return n||(n=ln(e,t),"none"!==n&&n||(Pt=(Pt||b("<iframe frameborder='0' width='0' height='0'/>").css("cssText","display:block !important")).appendTo(t.documentElement),t=(Pt[0].contentWindow||Pt[0].contentDocument).document,t.write("<!doctype html><html><body>"),t.close(),n=ln(e,t),Pt.detach()),Gt[e]=n),n}function ln(e,t){var n=b(t.createElement(e)).appendTo(t.body),r=b.css(n[0],"display");return n.remove(),r}b.each(["height","width"],function(e,n){b.cssHooks[n]={get:function(e,r,i){return r?0===e.offsetWidth&&Xt.test(b.css(e,"display"))?b.swap(e,Qt,function(){return sn(e,n,i)}):sn(e,n,i):t},set:function(e,t,r){var i=r&&Rt(e);return on(e,t,r?an(e,n,r,b.support.boxSizing&&"border-box"===b.css(e,"boxSizing",!1,i),i):0)}}}),b.support.opacity||(b.cssHooks.opacity={get:function(e,t){return It.test((t&&e.currentStyle?e.currentStyle.filter:e.style.filter)||"")?.01*parseFloat(RegExp.$1)+"":t?"1":""},set:function(e,t){var n=e.style,r=e.currentStyle,i=b.isNumeric(t)?"alpha(opacity="+100*t+")":"",o=r&&r.filter||n.filter||"";n.zoom=1,(t>=1||""===t)&&""===b.trim(o.replace($t,""))&&n.removeAttribute&&(n.removeAttribute("filter"),""===t||r&&!r.filter)||(n.filter=$t.test(o)?o.replace($t,i):o+" "+i)}}),b(function(){b.support.reliableMarginRight||(b.cssHooks.marginRight={get:function(e,n){return n?b.swap(e,{display:"inline-block"},Wt,[e,"marginRight"]):t}}),!b.support.pixelPosition&&b.fn.position&&b.each(["top","left"],function(e,n){b.cssHooks[n]={get:function(e,r){return r?(r=Wt(e,n),Yt.test(r)?b(e).position()[n]+"px":r):t}}})}),b.expr&&b.expr.filters&&(b.expr.filters.hidden=function(e){return 0>=e.offsetWidth&&0>=e.offsetHeight||!b.support.reliableHiddenOffsets&&"none"===(e.style&&e.style.display||b.css(e,"display"))},b.expr.filters.visible=function(e){return!b.expr.filters.hidden(e)}),b.each({margin:"",padding:"",border:"Width"},function(e,t){b.cssHooks[e+t]={expand:function(n){var r=0,i={},o="string"==typeof n?n.split(" "):[n];for(;4>r;r++)i[e+Zt[r]+t]=o[r]||o[r-2]||o[0];return i}},Ut.test(e)||(b.cssHooks[e+t].set=on)});var cn=/%20/g,pn=/\[\]$/,fn=/\r?\n/g,dn=/^(?:submit|button|image|reset|file)$/i,hn=/^(?:input|select|textarea|keygen)/i;b.fn.extend({serialize:function(){return b.param(this.serializeArray())},serializeArray:function(){return this.map(function(){var e=b.prop(this,"elements");return e?b.makeArray(e):this}).filter(function(){var e=this.type;return this.name&&!b(this).is(":disabled")&&hn.test(this.nodeName)&&!dn.test(e)&&(this.checked||!Nt.test(e))}).map(function(e,t){var n=b(this).val();return null==n?null:b.isArray(n)?b.map(n,function(e){return{name:t.name,value:e.replace(fn,"\r\n")}}):{name:t.name,value:n.replace(fn,"\r\n")}}).get()}}),b.param=function(e,n){var r,i=[],o=function(e,t){t=b.isFunction(t)?t():null==t?"":t,i[i.length]=encodeURIComponent(e)+"="+encodeURIComponent(t)};if(n===t&&(n=b.ajaxSettings&&b.ajaxSettings.traditional),b.isArray(e)||e.jquery&&!b.isPlainObject(e))b.each(e,function(){o(this.name,this.value)});else for(r in e)gn(r,e[r],n,o);return i.join("&").replace(cn,"+")};function gn(e,t,n,r){var i;if(b.isArray(t))b.each(t,function(t,i){n||pn.test(e)?r(e,i):gn(e+"["+("object"==typeof i?t:"")+"]",i,n,r)});else if(n||"object"!==b.type(t))r(e,t);else for(i in t)gn(e+"["+i+"]",t[i],n,r)}b.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(e,t){b.fn[t]=function(e,n){return arguments.length>0?this.on(t,null,e,n):this.trigger(t)}}),b.fn.hover=function(e,t){return this.mouseenter(e).mouseleave(t||e)};var mn,yn,vn=b.now(),bn=/\?/,xn=/#.*$/,wn=/([?&])_=[^&]*/,Tn=/^(.*?):[ \t]*([^\r\n]*)\r?$/gm,Nn=/^(?:about|app|app-storage|.+-extension|file|res|widget):$/,Cn=/^(?:GET|HEAD)$/,kn=/^\/\//,En=/^([\w.+-]+:)(?:\/\/([^\/?#:]*)(?::(\d+)|)|)/,Sn=b.fn.load,An={},jn={},Dn="*/".concat("*");try{yn=a.href}catch(Ln){yn=o.createElement("a"),yn.href="",yn=yn.href}mn=En.exec(yn.toLowerCase())||[];function Hn(e){return function(t,n){"string"!=typeof t&&(n=t,t="*");var r,i=0,o=t.toLowerCase().match(w)||[];if(b.isFunction(n))while(r=o[i++])"+"===r[0]?(r=r.slice(1)||"*",(e[r]=e[r]||[]).unshift(n)):(e[r]=e[r]||[]).push(n)}}function qn(e,n,r,i){var o={},a=e===jn;function s(u){var l;return o[u]=!0,b.each(e[u]||[],function(e,u){var c=u(n,r,i);return"string"!=typeof c||a||o[c]?a?!(l=c):t:(n.dataTypes.unshift(c),s(c),!1)}),l}return s(n.dataTypes[0])||!o["*"]&&s("*")}function Mn(e,n){var r,i,o=b.ajaxSettings.flatOptions||{};for(i in n)n[i]!==t&&((o[i]?e:r||(r={}))[i]=n[i]);return r&&b.extend(!0,e,r),e}b.fn.load=function(e,n,r){if("string"!=typeof e&&Sn)return Sn.apply(this,arguments);var i,o,a,s=this,u=e.indexOf(" ");return u>=0&&(i=e.slice(u,e.length),e=e.slice(0,u)),b.isFunction(n)?(r=n,n=t):n&&"object"==typeof n&&(a="POST"),s.length>0&&b.ajax({url:e,type:a,dataType:"html",data:n}).done(function(e){o=arguments,s.html(i?b("<div>").append(b.parseHTML(e)).find(i):e)}).complete(r&&function(e,t){s.each(r,o||[e.responseText,t,e])}),this},b.each(["ajaxStart","ajaxStop","ajaxComplete","ajaxError","ajaxSuccess","ajaxSend"],function(e,t){b.fn[t]=function(e){return this.on(t,e)}}),b.each(["get","post"],function(e,n){b[n]=function(e,r,i,o){return b.isFunction(r)&&(o=o||i,i=r,r=t),b.ajax({url:e,type:n,dataType:o,data:r,success:i})}}),b.extend({active:0,lastModified:{},etag:{},ajaxSettings:{url:yn,type:"GET",isLocal:Nn.test(mn[1]),global:!0,processData:!0,async:!0,contentType:"application/x-www-form-urlencoded; charset=UTF-8",accepts:{"*":Dn,text:"text/plain",html:"text/html",xml:"application/xml, text/xml",json:"application/json, text/javascript"},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":e.String,"text html":!0,"text json":b.parseJSON,"text xml":b.parseXML},flatOptions:{url:!0,context:!0}},ajaxSetup:function(e,t){return t?Mn(Mn(e,b.ajaxSettings),t):Mn(b.ajaxSettings,e)},ajaxPrefilter:Hn(An),ajaxTransport:Hn(jn),ajax:function(e,n){"object"==typeof e&&(n=e,e=t),n=n||{};var r,i,o,a,s,u,l,c,p=b.ajaxSetup({},n),f=p.context||p,d=p.context&&(f.nodeType||f.jquery)?b(f):b.event,h=b.Deferred(),g=b.Callbacks("once memory"),m=p.statusCode||{},y={},v={},x=0,T="canceled",N={readyState:0,getResponseHeader:function(e){var t;if(2===x){if(!c){c={};while(t=Tn.exec(a))c[t[1].toLowerCase()]=t[2]}t=c[e.toLowerCase()]}return null==t?null:t},getAllResponseHeaders:function(){return 2===x?a:null},setRequestHeader:function(e,t){var n=e.toLowerCase();return x||(e=v[n]=v[n]||e,y[e]=t),this},overrideMimeType:function(e){return x||(p.mimeType=e),this},statusCode:function(e){var t;if(e)if(2>x)for(t in e)m[t]=[m[t],e[t]];else N.always(e[N.status]);return this},abort:function(e){var t=e||T;return l&&l.abort(t),k(0,t),this}};if(h.promise(N).complete=g.add,N.success=N.done,N.error=N.fail,p.url=((e||p.url||yn)+"").replace(xn,"").replace(kn,mn[1]+"//"),p.type=n.method||n.type||p.method||p.type,p.dataTypes=b.trim(p.dataType||"*").toLowerCase().match(w)||[""],null==p.crossDomain&&(r=En.exec(p.url.toLowerCase()),p.crossDomain=!(!r||r[1]===mn[1]&&r[2]===mn[2]&&(r[3]||("http:"===r[1]?80:443))==(mn[3]||("http:"===mn[1]?80:443)))),p.data&&p.processData&&"string"!=typeof p.data&&(p.data=b.param(p.data,p.traditional)),qn(An,p,n,N),2===x)return N;u=p.global,u&&0===b.active++&&b.event.trigger("ajaxStart"),p.type=p.type.toUpperCase(),p.hasContent=!Cn.test(p.type),o=p.url,p.hasContent||(p.data&&(o=p.url+=(bn.test(o)?"&":"?")+p.data,delete p.data),p.cache===!1&&(p.url=wn.test(o)?o.replace(wn,"$1_="+vn++):o+(bn.test(o)?"&":"?")+"_="+vn++)),p.ifModified&&(b.lastModified[o]&&N.setRequestHeader("If-Modified-Since",b.lastModified[o]),b.etag[o]&&N.setRequestHeader("If-None-Match",b.etag[o])),(p.data&&p.hasContent&&p.contentType!==!1||n.contentType)&&N.setRequestHeader("Content-Type",p.contentType),N.setRequestHeader("Accept",p.dataTypes[0]&&p.accepts[p.dataTypes[0]]?p.accepts[p.dataTypes[0]]+("*"!==p.dataTypes[0]?", "+Dn+"; q=0.01":""):p.accepts["*"]);for(i in p.headers)N.setRequestHeader(i,p.headers[i]);if(p.beforeSend&&(p.beforeSend.call(f,N,p)===!1||2===x))return N.abort();T="abort";for(i in{success:1,error:1,complete:1})N[i](p[i]);if(l=qn(jn,p,n,N)){N.readyState=1,u&&d.trigger("ajaxSend",[N,p]),p.async&&p.timeout>0&&(s=setTimeout(function(){N.abort("timeout")},p.timeout));try{x=1,l.send(y,k)}catch(C){if(!(2>x))throw C;k(-1,C)}}else k(-1,"No Transport");function k(e,n,r,i){var c,y,v,w,T,C=n;2!==x&&(x=2,s&&clearTimeout(s),l=t,a=i||"",N.readyState=e>0?4:0,r&&(w=_n(p,N,r)),e>=200&&300>e||304===e?(p.ifModified&&(T=N.getResponseHeader("Last-Modified"),T&&(b.lastModified[o]=T),T=N.getResponseHeader("etag"),T&&(b.etag[o]=T)),204===e?(c=!0,C="nocontent"):304===e?(c=!0,C="notmodified"):(c=Fn(p,w),C=c.state,y=c.data,v=c.error,c=!v)):(v=C,(e||!C)&&(C="error",0>e&&(e=0))),N.status=e,N.statusText=(n||C)+"",c?h.resolveWith(f,[y,C,N]):h.rejectWith(f,[N,C,v]),N.statusCode(m),m=t,u&&d.trigger(c?"ajaxSuccess":"ajaxError",[N,p,c?y:v]),g.fireWith(f,[N,C]),u&&(d.trigger("ajaxComplete",[N,p]),--b.active||b.event.trigger("ajaxStop")))}return N},getScript:function(e,n){return b.get(e,t,n,"script")},getJSON:function(e,t,n){return b.get(e,t,n,"json")}});function _n(e,n,r){var i,o,a,s,u=e.contents,l=e.dataTypes,c=e.responseFields;for(s in c)s in r&&(n[c[s]]=r[s]);while("*"===l[0])l.shift(),o===t&&(o=e.mimeType||n.getResponseHeader("Content-Type"));if(o)for(s in u)if(u[s]&&u[s].test(o)){l.unshift(s);break}if(l[0]in r)a=l[0];else{for(s in r){if(!l[0]||e.converters[s+" "+l[0]]){a=s;break}i||(i=s)}a=a||i}return a?(a!==l[0]&&l.unshift(a),r[a]):t}function Fn(e,t){var n,r,i,o,a={},s=0,u=e.dataTypes.slice(),l=u[0];if(e.dataFilter&&(t=e.dataFilter(t,e.dataType)),u[1])for(i in e.converters)a[i.toLowerCase()]=e.converters[i];for(;r=u[++s];)if("*"!==r){if("*"!==l&&l!==r){if(i=a[l+" "+r]||a["* "+r],!i)for(n in a)if(o=n.split(" "),o[1]===r&&(i=a[l+" "+o[0]]||a["* "+o[0]])){i===!0?i=a[n]:a[n]!==!0&&(r=o[0],u.splice(s--,0,r));break}if(i!==!0)if(i&&e["throws"])t=i(t);else try{t=i(t)}catch(c){return{state:"parsererror",error:i?c:"No conversion from "+l+" to "+r}}}l=r}return{state:"success",data:t}}b.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/(?:java|ecma)script/},converters:{"text script":function(e){return b.globalEval(e),e}}}),b.ajaxPrefilter("script",function(e){e.cache===t&&(e.cache=!1),e.crossDomain&&(e.type="GET",e.global=!1)}),b.ajaxTransport("script",function(e){if(e.crossDomain){var n,r=o.head||b("head")[0]||o.documentElement;return{send:function(t,i){n=o.createElement("script"),n.async=!0,e.scriptCharset&&(n.charset=e.scriptCharset),n.src=e.url,n.onload=n.onreadystatechange=function(e,t){(t||!n.readyState||/loaded|complete/.test(n.readyState))&&(n.onload=n.onreadystatechange=null,n.parentNode&&n.parentNode.removeChild(n),n=null,t||i(200,"success"))},r.insertBefore(n,r.firstChild)},abort:function(){n&&n.onload(t,!0)}}}});var On=[],Bn=/(=)\?(?=&|$)|\?\?/;b.ajaxSetup({jsonp:"callback",jsonpCallback:function(){var e=On.pop()||b.expando+"_"+vn++;return this[e]=!0,e}}),b.ajaxPrefilter("json jsonp",function(n,r,i){var o,a,s,u=n.jsonp!==!1&&(Bn.test(n.url)?"url":"string"==typeof n.data&&!(n.contentType||"").indexOf("application/x-www-form-urlencoded")&&Bn.test(n.data)&&"data");return u||"jsonp"===n.dataTypes[0]?(o=n.jsonpCallback=b.isFunction(n.jsonpCallback)?n.jsonpCallback():n.jsonpCallback,u?n[u]=n[u].replace(Bn,"$1"+o):n.jsonp!==!1&&(n.url+=(bn.test(n.url)?"&":"?")+n.jsonp+"="+o),n.converters["script json"]=function(){return s||b.error(o+" was not called"),s[0]},n.dataTypes[0]="json",a=e[o],e[o]=function(){s=arguments},i.always(function(){e[o]=a,n[o]&&(n.jsonpCallback=r.jsonpCallback,On.push(o)),s&&b.isFunction(a)&&a(s[0]),s=a=t}),"script"):t});var Pn,Rn,Wn=0,$n=e.ActiveXObject&&function(){var e;for(e in Pn)Pn[e](t,!0)};function In(){try{return new e.XMLHttpRequest}catch(t){}}function zn(){try{return new e.ActiveXObject("Microsoft.XMLHTTP")}catch(t){}}b.ajaxSettings.xhr=e.ActiveXObject?function(){return!this.isLocal&&In()||zn()}:In,Rn=b.ajaxSettings.xhr(),b.support.cors=!!Rn&&"withCredentials"in Rn,Rn=b.support.ajax=!!Rn,Rn&&b.ajaxTransport(function(n){if(!n.crossDomain||b.support.cors){var r;return{send:function(i,o){var a,s,u=n.xhr();if(n.username?u.open(n.type,n.url,n.async,n.username,n.password):u.open(n.type,n.url,n.async),n.xhrFields)for(s in n.xhrFields)u[s]=n.xhrFields[s];n.mimeType&&u.overrideMimeType&&u.overrideMimeType(n.mimeType),n.crossDomain||i["X-Requested-With"]||(i["X-Requested-With"]="XMLHttpRequest");try{for(s in i)u.setRequestHeader(s,i[s])}catch(l){}u.send(n.hasContent&&n.data||null),r=function(e,i){var s,l,c,p;try{if(r&&(i||4===u.readyState))if(r=t,a&&(u.onreadystatechange=b.noop,$n&&delete Pn[a]),i)4!==u.readyState&&u.abort();else{p={},s=u.status,l=u.getAllResponseHeaders(),"string"==typeof u.responseText&&(p.text=u.responseText);try{c=u.statusText}catch(f){c=""}s||!n.isLocal||n.crossDomain?1223===s&&(s=204):s=p.text?200:404}}catch(d){i||o(-1,d)}p&&o(s,c,p,l)},n.async?4===u.readyState?setTimeout(r):(a=++Wn,$n&&(Pn||(Pn={},b(e).unload($n)),Pn[a]=r),u.onreadystatechange=r):r()},abort:function(){r&&r(t,!0)}}}});var Xn,Un,Vn=/^(?:toggle|show|hide)$/,Yn=RegExp("^(?:([+-])=|)("+x+")([a-z%]*)$","i"),Jn=/queueHooks$/,Gn=[nr],Qn={"*":[function(e,t){var n,r,i=this.createTween(e,t),o=Yn.exec(t),a=i.cur(),s=+a||0,u=1,l=20;if(o){if(n=+o[2],r=o[3]||(b.cssNumber[e]?"":"px"),"px"!==r&&s){s=b.css(i.elem,e,!0)||n||1;do u=u||".5",s/=u,b.style(i.elem,e,s+r);while(u!==(u=i.cur()/a)&&1!==u&&--l)}i.unit=r,i.start=s,i.end=o[1]?s+(o[1]+1)*n:n}return i}]};function Kn(){return setTimeout(function(){Xn=t}),Xn=b.now()}function Zn(e,t){b.each(t,function(t,n){var r=(Qn[t]||[]).concat(Qn["*"]),i=0,o=r.length;for(;o>i;i++)if(r[i].call(e,t,n))return})}function er(e,t,n){var r,i,o=0,a=Gn.length,s=b.Deferred().always(function(){delete u.elem}),u=function(){if(i)return!1;var t=Xn||Kn(),n=Math.max(0,l.startTime+l.duration-t),r=n/l.duration||0,o=1-r,a=0,u=l.tweens.length;for(;u>a;a++)l.tweens[a].run(o);return s.notifyWith(e,[l,o,n]),1>o&&u?n:(s.resolveWith(e,[l]),!1)},l=s.promise({elem:e,props:b.extend({},t),opts:b.extend(!0,{specialEasing:{}},n),originalProperties:t,originalOptions:n,startTime:Xn||Kn(),duration:n.duration,tweens:[],createTween:function(t,n){var r=b.Tween(e,l.opts,t,n,l.opts.specialEasing[t]||l.opts.easing);return l.tweens.push(r),r},stop:function(t){var n=0,r=t?l.tweens.length:0;if(i)return this;for(i=!0;r>n;n++)l.tweens[n].run(1);return t?s.resolveWith(e,[l,t]):s.rejectWith(e,[l,t]),this}}),c=l.props;for(tr(c,l.opts.specialEasing);a>o;o++)if(r=Gn[o].call(l,e,c,l.opts))return r;return Zn(l,c),b.isFunction(l.opts.start)&&l.opts.start.call(e,l),b.fx.timer(b.extend(u,{elem:e,anim:l,queue:l.opts.queue})),l.progress(l.opts.progress).done(l.opts.done,l.opts.complete).fail(l.opts.fail).always(l.opts.always)}function tr(e,t){var n,r,i,o,a;for(i in e)if(r=b.camelCase(i),o=t[r],n=e[i],b.isArray(n)&&(o=n[1],n=e[i]=n[0]),i!==r&&(e[r]=n,delete e[i]),a=b.cssHooks[r],a&&"expand"in a){n=a.expand(n),delete e[r];for(i in n)i in e||(e[i]=n[i],t[i]=o)}else t[r]=o}b.Animation=b.extend(er,{tweener:function(e,t){b.isFunction(e)?(t=e,e=["*"]):e=e.split(" ");var n,r=0,i=e.length;for(;i>r;r++)n=e[r],Qn[n]=Qn[n]||[],Qn[n].unshift(t)},prefilter:function(e,t){t?Gn.unshift(e):Gn.push(e)}});function nr(e,t,n){var r,i,o,a,s,u,l,c,p,f=this,d=e.style,h={},g=[],m=e.nodeType&&nn(e);n.queue||(c=b._queueHooks(e,"fx"),null==c.unqueued&&(c.unqueued=0,p=c.empty.fire,c.empty.fire=function(){c.unqueued||p()}),c.unqueued++,f.always(function(){f.always(function(){c.unqueued--,b.queue(e,"fx").length||c.empty.fire()})})),1===e.nodeType&&("height"in t||"width"in t)&&(n.overflow=[d.overflow,d.overflowX,d.overflowY],"inline"===b.css(e,"display")&&"none"===b.css(e,"float")&&(b.support.inlineBlockNeedsLayout&&"inline"!==un(e.nodeName)?d.zoom=1:d.display="inline-block")),n.overflow&&(d.overflow="hidden",b.support.shrinkWrapBlocks||f.always(function(){d.overflow=n.overflow[0],d.overflowX=n.overflow[1],d.overflowY=n.overflow[2]}));for(i in t)if(a=t[i],Vn.exec(a)){if(delete t[i],u=u||"toggle"===a,a===(m?"hide":"show"))continue;g.push(i)}if(o=g.length){s=b._data(e,"fxshow")||b._data(e,"fxshow",{}),"hidden"in s&&(m=s.hidden),u&&(s.hidden=!m),m?b(e).show():f.done(function(){b(e).hide()}),f.done(function(){var t;b._removeData(e,"fxshow");for(t in h)b.style(e,t,h[t])});for(i=0;o>i;i++)r=g[i],l=f.createTween(r,m?s[r]:0),h[r]=s[r]||b.style(e,r),r in s||(s[r]=l.start,m&&(l.end=l.start,l.start="width"===r||"height"===r?1:0))}}function rr(e,t,n,r,i){return new rr.prototype.init(e,t,n,r,i)}b.Tween=rr,rr.prototype={constructor:rr,init:function(e,t,n,r,i,o){this.elem=e,this.prop=n,this.easing=i||"swing",this.options=t,this.start=this.now=this.cur(),this.end=r,this.unit=o||(b.cssNumber[n]?"":"px")},cur:function(){var e=rr.propHooks[this.prop];return e&&e.get?e.get(this):rr.propHooks._default.get(this)},run:function(e){var t,n=rr.propHooks[this.prop];return this.pos=t=this.options.duration?b.easing[this.easing](e,this.options.duration*e,0,1,this.options.duration):e,this.now=(this.end-this.start)*t+this.start,this.options.step&&this.options.step.call(this.elem,this.now,this),n&&n.set?n.set(this):rr.propHooks._default.set(this),this}},rr.prototype.init.prototype=rr.prototype,rr.propHooks={_default:{get:function(e){var t;return null==e.elem[e.prop]||e.elem.style&&null!=e.elem.style[e.prop]?(t=b.css(e.elem,e.prop,""),t&&"auto"!==t?t:0):e.elem[e.prop]},set:function(e){b.fx.step[e.prop]?b.fx.step[e.prop](e):e.elem.style&&(null!=e.elem.style[b.cssProps[e.prop]]||b.cssHooks[e.prop])?b.style(e.elem,e.prop,e.now+e.unit):e.elem[e.prop]=e.now}}},rr.propHooks.scrollTop=rr.propHooks.scrollLeft={set:function(e){e.elem.nodeType&&e.elem.parentNode&&(e.elem[e.prop]=e.now)}},b.each(["toggle","show","hide"],function(e,t){var n=b.fn[t];b.fn[t]=function(e,r,i){return null==e||"boolean"==typeof e?n.apply(this,arguments):this.animate(ir(t,!0),e,r,i)}}),b.fn.extend({fadeTo:function(e,t,n,r){return this.filter(nn).css("opacity",0).show().end().animate({opacity:t},e,n,r)},animate:function(e,t,n,r){var i=b.isEmptyObject(e),o=b.speed(t,n,r),a=function(){var t=er(this,b.extend({},e),o);a.finish=function(){t.stop(!0)},(i||b._data(this,"finish"))&&t.stop(!0)};return a.finish=a,i||o.queue===!1?this.each(a):this.queue(o.queue,a)},stop:function(e,n,r){var i=function(e){var t=e.stop;delete e.stop,t(r)};return"string"!=typeof e&&(r=n,n=e,e=t),n&&e!==!1&&this.queue(e||"fx",[]),this.each(function(){var t=!0,n=null!=e&&e+"queueHooks",o=b.timers,a=b._data(this);if(n)a[n]&&a[n].stop&&i(a[n]);else for(n in a)a[n]&&a[n].stop&&Jn.test(n)&&i(a[n]);for(n=o.length;n--;)o[n].elem!==this||null!=e&&o[n].queue!==e||(o[n].anim.stop(r),t=!1,o.splice(n,1));(t||!r)&&b.dequeue(this,e)})},finish:function(e){return e!==!1&&(e=e||"fx"),this.each(function(){var t,n=b._data(this),r=n[e+"queue"],i=n[e+"queueHooks"],o=b.timers,a=r?r.length:0;for(n.finish=!0,b.queue(this,e,[]),i&&i.cur&&i.cur.finish&&i.cur.finish.call(this),t=o.length;t--;)o[t].elem===this&&o[t].queue===e&&(o[t].anim.stop(!0),o.splice(t,1));for(t=0;a>t;t++)r[t]&&r[t].finish&&r[t].finish.call(this);delete n.finish})}});function ir(e,t){var n,r={height:e},i=0;for(t=t?1:0;4>i;i+=2-t)n=Zt[i],r["margin"+n]=r["padding"+n]=e;return t&&(r.opacity=r.width=e),r}b.each({slideDown:ir("show"),slideUp:ir("hide"),slideToggle:ir("toggle"),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(e,t){b.fn[e]=function(e,n,r){return this.animate(t,e,n,r)}}),b.speed=function(e,t,n){var r=e&&"object"==typeof e?b.extend({},e):{complete:n||!n&&t||b.isFunction(e)&&e,duration:e,easing:n&&t||t&&!b.isFunction(t)&&t};return r.duration=b.fx.off?0:"number"==typeof r.duration?r.duration:r.duration in b.fx.speeds?b.fx.speeds[r.duration]:b.fx.speeds._default,(null==r.queue||r.queue===!0)&&(r.queue="fx"),r.old=r.complete,r.complete=function(){b.isFunction(r.old)&&r.old.call(this),r.queue&&b.dequeue(this,r.queue)},r},b.easing={linear:function(e){return e},swing:function(e){return.5-Math.cos(e*Math.PI)/2}},b.timers=[],b.fx=rr.prototype.init,b.fx.tick=function(){var e,n=b.timers,r=0;for(Xn=b.now();n.length>r;r++)e=n[r],e()||n[r]!==e||n.splice(r--,1);n.length||b.fx.stop(),Xn=t},b.fx.timer=function(e){e()&&b.timers.push(e)&&b.fx.start()},b.fx.interval=13,b.fx.start=function(){Un||(Un=setInterval(b.fx.tick,b.fx.interval))},b.fx.stop=function(){clearInterval(Un),Un=null},b.fx.speeds={slow:600,fast:200,_default:400},b.fx.step={},b.expr&&b.expr.filters&&(b.expr.filters.animated=function(e){return b.grep(b.timers,function(t){return e===t.elem}).length}),b.fn.offset=function(e){if(arguments.length)return e===t?this:this.each(function(t){b.offset.setOffset(this,e,t)});var n,r,o={top:0,left:0},a=this[0],s=a&&a.ownerDocument;if(s)return n=s.documentElement,b.contains(n,a)?(typeof a.getBoundingClientRect!==i&&(o=a.getBoundingClientRect()),r=or(s),{top:o.top+(r.pageYOffset||n.scrollTop)-(n.clientTop||0),left:o.left+(r.pageXOffset||n.scrollLeft)-(n.clientLeft||0)}):o},b.offset={setOffset:function(e,t,n){var r=b.css(e,"position");"static"===r&&(e.style.position="relative");var i=b(e),o=i.offset(),a=b.css(e,"top"),s=b.css(e,"left"),u=("absolute"===r||"fixed"===r)&&b.inArray("auto",[a,s])>-1,l={},c={},p,f;u?(c=i.position(),p=c.top,f=c.left):(p=parseFloat(a)||0,f=parseFloat(s)||0),b.isFunction(t)&&(t=t.call(e,n,o)),null!=t.top&&(l.top=t.top-o.top+p),null!=t.left&&(l.left=t.left-o.left+f),"using"in t?t.using.call(e,l):i.css(l)}},b.fn.extend({position:function(){if(this[0]){var e,t,n={top:0,left:0},r=this[0];return"fixed"===b.css(r,"position")?t=r.getBoundingClientRect():(e=this.offsetParent(),t=this.offset(),b.nodeName(e[0],"html")||(n=e.offset()),n.top+=b.css(e[0],"borderTopWidth",!0),n.left+=b.css(e[0],"borderLeftWidth",!0)),{top:t.top-n.top-b.css(r,"marginTop",!0),left:t.left-n.left-b.css(r,"marginLeft",!0)}}},offsetParent:function(){return this.map(function(){var e=this.offsetParent||o.documentElement;while(e&&!b.nodeName(e,"html")&&"static"===b.css(e,"position"))e=e.offsetParent;return e||o.documentElement})}}),b.each({scrollLeft:"pageXOffset",scrollTop:"pageYOffset"},function(e,n){var r=/Y/.test(n);b.fn[e]=function(i){return b.access(this,function(e,i,o){var a=or(e);return o===t?a?n in a?a[n]:a.document.documentElement[i]:e[i]:(a?a.scrollTo(r?b(a).scrollLeft():o,r?o:b(a).scrollTop()):e[i]=o,t)},e,i,arguments.length,null)}});function or(e){return b.isWindow(e)?e:9===e.nodeType?e.defaultView||e.parentWindow:!1}b.each({Height:"height",Width:"width"},function(e,n){b.each({padding:"inner"+e,content:n,"":"outer"+e},function(r,i){b.fn[i]=function(i,o){var a=arguments.length&&(r||"boolean"!=typeof i),s=r||(i===!0||o===!0?"margin":"border");return b.access(this,function(n,r,i){var o;return b.isWindow(n)?n.document.documentElement["client"+e]:9===n.nodeType?(o=n.documentElement,Math.max(n.body["scroll"+e],o["scroll"+e],n.body["offset"+e],o["offset"+e],o["client"+e])):i===t?b.css(n,r,s):b.style(n,r,i,s)},n,a?i:t,a,null)}})}),e.jQuery=e.$=b,"function"==typeof define&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return b})})(window);
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OEBPS/js/r/CSS3DRenderer.js
/**
 * Based on http://www.emagix.net/academic/mscs-project/item/camera-sync-with-css3-and-webgl-threejs
 * @author mrdoob / http://mrdoob.com/
 */

THREE.CSS3DObject = function ( element ) {

	THREE.Object3D.call( this );

	this.element = element;
	this.element.style.position = 'absolute';

	this.addEventListener( 'removed', function ( event ) {

		if ( this.element.parentNode !== null ) {

			this.element.parentNode.removeChild( this.element );

		}

	} );

};

THREE.CSS3DObject.prototype = Object.create( THREE.Object3D.prototype );
THREE.CSS3DObject.prototype.constructor = THREE.CSS3DObject;

THREE.CSS3DSprite = function ( element ) {

	THREE.CSS3DObject.call( this, element );

};

THREE.CSS3DSprite.prototype = Object.create( THREE.CSS3DObject.prototype );
THREE.CSS3DSprite.prototype.constructor = THREE.CSS3DSprite;

//

THREE.CSS3DRenderer = function () {

	console.log( 'THREE.CSS3DRenderer', THREE.REVISION );

	var _width, _height;
	var _widthHalf, _heightHalf;

	var matrix = new THREE.Matrix4();

	var cache = {
		camera: { fov: 0, style: '' },
		objects: {}
	};

	var domElement = document.createElement( 'div' );
	domElement.style.overflow = 'hidden';

	domElement.style.WebkitTransformStyle = 'preserve-3d';
	domElement.style.MozTransformStyle = 'preserve-3d';
	domElement.style.oTransformStyle = 'preserve-3d';
	domElement.style.transformStyle = 'preserve-3d';

	this.domElement = domElement;

	var cameraElement = document.createElement( 'div' );

	cameraElement.style.WebkitTransformStyle = 'preserve-3d';
	cameraElement.style.MozTransformStyle = 'preserve-3d';
	cameraElement.style.oTransformStyle = 'preserve-3d';
	cameraElement.style.transformStyle = 'preserve-3d';

	domElement.appendChild( cameraElement );

	this.setClearColor = function () {};

	this.getSize = function() {

		return {
			width: _width,
			height: _height
		};

	};

	this.setSize = function ( width, height ) {

		_width = width;
		_height = height;

		_widthHalf = _width / 2;
		_heightHalf = _height / 2;

		domElement.style.width = width + 'px';
		domElement.style.height = height + 'px';

		cameraElement.style.width = width + 'px';
		cameraElement.style.height = height + 'px';

	};

	var epsilon = function ( value ) {

		return Math.abs( value ) < Number.EPSILON ? 0 : value;

	};

	var getCameraCSSMatrix = function ( matrix ) {

		var elements = matrix.elements;

		return 'matrix3d(' +
			epsilon( elements[ 0 ] ) + ',' +
			epsilon( - elements[ 1 ] ) + ',' +
			epsilon( elements[ 2 ] ) + ',' +
			epsilon( elements[ 3 ] ) + ',' +
			epsilon( elements[ 4 ] ) + ',' +
			epsilon( - elements[ 5 ] ) + ',' +
			epsilon( elements[ 6 ] ) + ',' +
			epsilon( elements[ 7 ] ) + ',' +
			epsilon( elements[ 8 ] ) + ',' +
			epsilon( - elements[ 9 ] ) + ',' +
			epsilon( elements[ 10 ] ) + ',' +
			epsilon( elements[ 11 ] ) + ',' +
			epsilon( elements[ 12 ] ) + ',' +
			epsilon( - elements[ 13 ] ) + ',' +
			epsilon( elements[ 14 ] ) + ',' +
			epsilon( elements[ 15 ] ) +
		')';

	};

	var getObjectCSSMatrix = function ( matrix ) {

		var elements = matrix.elements;

		return 'translate3d(-50%,-50%,0) matrix3d(' +
			epsilon( elements[ 0 ] ) + ',' +
			epsilon( elements[ 1 ] ) + ',' +
			epsilon( elements[ 2 ] ) + ',' +
			epsilon( elements[ 3 ] ) + ',' +
			epsilon( - elements[ 4 ] ) + ',' +
			epsilon( - elements[ 5 ] ) + ',' +
			epsilon( - elements[ 6 ] ) + ',' +
			epsilon( - elements[ 7 ] ) + ',' +
			epsilon( elements[ 8 ] ) + ',' +
			epsilon( elements[ 9 ] ) + ',' +
			epsilon( elements[ 10 ] ) + ',' +
			epsilon( elements[ 11 ] ) + ',' +
			epsilon( elements[ 12 ] ) + ',' +
			epsilon( elements[ 13 ] ) + ',' +
			epsilon( elements[ 14 ] ) + ',' +
			epsilon( elements[ 15 ] ) +
		')';

	};

	var renderObject = function ( object, camera ) {

		if ( object instanceof THREE.CSS3DObject ) {

			var style;

			if ( object instanceof THREE.CSS3DSprite ) {

				// http://swiftcoder.wordpress.com/2008/11/25/constructing-a-billboard-matrix/

				matrix.copy( camera.matrixWorldInverse );
				matrix.transpose();
				matrix.copyPosition( object.matrixWorld );
				matrix.scale( object.scale );

				matrix.elements[ 3 ] = 0;
				matrix.elements[ 7 ] = 0;
				matrix.elements[ 11 ] = 0;
				matrix.elements[ 15 ] = 1;

				style = getObjectCSSMatrix( matrix );

			} else {

				style = getObjectCSSMatrix( object.matrixWorld );

			}

			var element = object.element;
			var cachedStyle = cache.objects[ object.id ];

			if ( cachedStyle === undefined || cachedStyle !== style ) {

				element.style.WebkitTransform = style;
				element.style.MozTransform = style;
				element.style.oTransform = style;
				element.style.transform = style;

				cache.objects[ object.id ] = style;

			}

			if ( element.parentNode !== cameraElement ) {

				cameraElement.appendChild( element );

			}

		}

		for ( var i = 0, l = object.children.length; i < l; i ++ ) {

			renderObject( object.children[ i ], camera );

		}

	};

	this.render = function ( scene, camera ) {

		var fov = 0.5 / Math.tan( THREE.Math.degToRad( camera.fov * 0.5 ) ) * _height;

		if ( cache.camera.fov !== fov ) {

			domElement.style.WebkitPerspective = fov + "px";
			domElement.style.MozPerspective = fov + "px";
			domElement.style.oPerspective = fov + "px";
			domElement.style.perspective = fov + "px";

			cache.camera.fov = fov;

		}

		scene.updateMatrixWorld();

		if ( camera.parent === null ) camera.updateMatrixWorld();

		camera.matrixWorldInverse.getInverse( camera.matrixWorld );

		var style = "translate3d(0,0," + fov + "px)" + getCameraCSSMatrix( camera.matrixWorldInverse ) +
			" translate3d(" + _widthHalf + "px," + _heightHalf + "px, 0)";

		if ( cache.camera.style !== style ) {

			cameraElement.style.WebkitTransform = style;
			cameraElement.style.MozTransform = style;
			cameraElement.style.oTransform = style;
			cameraElement.style.transform = style;

			cache.camera.style = style;

		}

		renderObject( scene, camera );

	};

};
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OEBPS/js/loader/ColladaLoader2.js
/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.ColladaLoader = function ( manager ) {

	this.manager = ( manager !== undefined ) ? manager : THREE.DefaultLoadingManager;

};

THREE.ColladaLoader.prototype = {

	constructor: THREE.ColladaLoader,

	load: function ( url, onLoad, onProgress, onError ) {

		function getBaseUrl( url ) {

			var parts = url.split( '/' );
			parts.pop();
			return ( parts.length < 1 ? '.' : parts.join( '/' ) ) + '/';

		}

		var scope = this;

		var loader = new THREE.XHRLoader( scope.manager );
		loader.setCrossOrigin( scope.crossOrigin );
		loader.load( url, function ( text ) {

			onLoad( scope.parse( text, getBaseUrl( url ) ) );

		}, onProgress, onError );

	},

	options: {

		set convertUpAxis ( value ) {
			console.log( 'ColladaLoder.options.convertUpAxis: TODO' );
		}

	},

	setCrossOrigin: function ( value ) {

		this.crossOrigin = value;

	},

	parse: function ( text, baseUrl ) {

		function parseFloats( text ) {

			var parts = text.trim().split( /\s+/ );
			var array = new Array( parts.length );

			for ( var i = 0, l = parts.length; i < l; i ++ ) {
				array[ i ] = parseFloat( parts[ i ] );
			}

			return array;

		}

		function parseInts( text ) {

			var parts = text.trim().split( /\s+/ );
			var array = new Array( parts.length );

			for ( var i = 0, l = parts.length; i < l; i ++ ) {
				array[ i ] = parseInt( parts[ i ] );
			}

			return array;

		}

		function parseId( text ) {

			return text.substring( 1 );

		}

		// asset

		function parseAsset( xml ) {

			return {
				upAxis: parseAssetUpAxis( xml.getElementsByTagName( 'up_axis' )[ 0 ] )
			};

		}

		function parseAssetUpAxis( xml ) {

			return xml !== undefined ? xml.textContent : 'Y_UP';

		}

		// library

		function parseLibrary( data, libraryName, nodeName, parser ) {

			var library = xml.getElementsByTagName( libraryName )[ 0 ];

			if ( library !== undefined ) {

				var elements = library.getElementsByTagName( nodeName );

				for ( var i = 0; i < elements.length; i ++ ) {

					parser( elements[ i ] );

				}

			}

		}

		function buildLibrary( data, builder ) {

			for ( var name in data ) {

				var object = data[ name ];
				object.build = builder( data[ name ] );

			}

		}

		// get

		function getBuild( data, builder ) {

			if ( data.build !== undefined ) return data.build;

			data.build = builder( data );

			return data.build;

		}

		// image

		var imageLoader = new THREE.ImageLoader();

		function parseImage( xml ) {

			var data = {
				url: xml.getElementsByTagName( 'init_from' )[ 0 ].textContent
			};

			library.images[ xml.getAttribute( 'id' ) ] = data;

		}

		function buildImage( data ) {

			if ( data.build !== undefined ) return data.build;

			var url = data.url;

			if ( baseUrl !== undefined ) url = baseUrl + url;

			return imageLoader.load( url );

		}

		function getImage( id ) {

			return getBuild( library.images[ id ], buildImage );

		}

		// effect

		function parseEffect( xml ) {

		}

		function buildEffect( data ) {

		}

		function getEffect( id ) {

			return getBuild( library.effects[ id ], buildEffect );

		}

		// camera

		function parseCamera( xml ) {

			var data = {
				name: xml.getAttribute( 'name' )
			};

			library.cameras[ xml.getAttribute( 'id' ) ] = {};

		}

		function buildCamera( data ) {

			var camera = new THREE.PerspectiveCamera();
			camera.name = data.name;

			return camera;

		}

		function getCamera( id ) {

			return getBuild( library.cameras[ id ], buildCamera );

		}

		// light

		function parseLight( xml ) {

			var data = {};

			for ( var i = 0, l = xml.childNodes.length; i < l; i ++ ) {

				var child = xml.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'technique_common':
						data = parseLightTechnique( child );
						break;

				}

			}

			library.lights[ xml.getAttribute( 'id' ) ] = data;

		}

		function parseLightTechnique( xml ) {

			var data = {};

			for ( var i = 0, l = xml.childNodes.length; i < l; i ++ ) {

				var child = xml.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'directional':
					case 'point':
					case 'spot':
					case 'ambient':

						data.technique = child.nodeName;
						data.parameters = parseLightParameters( child );

				}

			}

			return data;

		}

		function parseLightParameters( xml ) {

			var data = {};

			for ( var i = 0, l = xml.childNodes.length; i < l; i ++ ) {

				var child = xml.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'color':
						var array = parseFloats( child.textContent );
						data.color = new THREE.Color().fromArray( array );
						break;

					case 'falloff_angle':
						data.falloffAngle = parseFloat( child.textContent );
						break;

					case 'quadratic_attenuation':
						var f = parseFloat( child.textContent );
						data.distance = f ? Math.sqrt( 1 / f ) : 0;
						break;

				}

			}

			return data;

		}

		function buildLight( data ) {

			var light;

			switch ( data.technique ) {

				case 'directional':
					light = new THREE.DirectionalLight();
					break;

				case 'point':
					light = new THREE.PointLight();
					break;

				case 'spot':
					light = new THREE.SpotLight();
					break;

				case 'ambient':
					light = new THREE.AmbientLight();
					break;

			}

			if ( data.parameters.color ) light.color.copy( data.parameters.color );
			if ( data.parameters.distance ) light.distance = data.parameters.distance;

			return light;

		}

		function getLight( id ) {

			return getBuild( library.lights[ id ], buildLight );

		}

		// geometry

		function parseGeometry( xml ) {

			var data = {
				name: xml.getAttribute( 'name' ),
				sources: {},
				primitives: []
			};

			var mesh = xml.getElementsByTagName( 'mesh' )[ 0 ];

			for ( var i = 0; i < mesh.childNodes.length; i ++ ) {

				var child = mesh.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'source':
						data.sources[ child.getAttribute( 'id' ) ] = parseFloats( child.getElementsByTagName( 'float_array' )[ 0 ].textContent );
						break;

					case 'vertices':
						data.sources[ child.getAttribute( 'id' ) ] = data.sources[ parseId( child.getElementsByTagName( 'input' )[ 0 ].getAttribute( 'source' ) ) ];
						break;

					case 'polygons':
						console.log( 'ColladaLoader: Unsupported primitive type: ', child.nodeName );
						break;

					case 'lines':
					case 'linestrips':
					case 'polylist':
					case 'triangles':
						data.primitives.push( parseGeometryPrimitive( child ) );
						break;

					default:
						console.log( child );

				}

			}

			library.geometries[ xml.getAttribute( 'id' ) ] = data;

		}

		function parseGeometryPrimitive( xml ) {

			var primitive = {
				type: xml.nodeName,
				inputs: {},
				stride: 0
			};

			for ( var i = 0, l = xml.childNodes.length; i < l; i ++ ) {

				var child = xml.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'input':
						var id = parseId( child.getAttribute( 'source' ) );
						var semantic = child.getAttribute( 'semantic' );
						var offset = parseInt( child.getAttribute( 'offset' ) );
						primitive.inputs[ semantic ] = { id: id, offset: offset };
						primitive.stride = Math.max( primitive.stride, offset + 1 );
						break;

					case 'vcount':
						primitive.vcount = parseInts( child.textContent );
						break;

					case 'p':
						primitive.p = parseInts( child.textContent );
						break;

				}

			}

			return primitive;

		}

		function buildGeometry( data ) {

			var group = new THREE.Group();

			var sources = data.sources;
			var primitives = data.primitives;

			if ( primitives.length === 0 ) return group;

			for ( var p = 0; p < primitives.length; p ++ ) {

				var primitive = primitives[ p ];

				var inputs = primitive.inputs;
				var stride = primitive.stride;
				var vcount = primitive.vcount;

				var indices = primitive.p;
				var vcount = primitive.vcount;

				var maxcount = 0;

				var geometry = new THREE.BufferGeometry();
				if ( data.name ) geometry.name = data.name;

				for ( var name in inputs ) {

					var input = inputs[ name ];

					var source = sources[ input.id ];
					var offset = input.offset;

					var array = [];

					function pushVector( i ) {

						var index = indices[ i + offset ] * 3;

						if ( asset.upAxis === 'Z_UP' ) {
							array.push( source[ index + 0 ], source[ index + 2 ], - source[ index + 1 ] );
						} else {
							array.push( source[ index + 0 ], source[ index + 1 ], source[ index + 2 ] );
						}

					}

					if ( primitive.vcount !== undefined ) {

						var index = 0;

						for ( var i = 0, l = vcount.length; i < l; i ++ ) {

							var count = vcount[ i ];

							if ( count === 4 ) {

								var a = index + stride * 0;
								var b = index + stride * 1;
								var c = index + stride * 2;
								var d = index + stride * 3;

								pushVector( a ); pushVector( b ); pushVector( d );
								pushVector( b ); pushVector( c ); pushVector( d );

							} else if ( count === 3 ) {

								var a = index + stride * 0;
								var b = index + stride * 1;
								var c = index + stride * 2;

								pushVector( a ); pushVector( b ); pushVector( c );

							} else {

								maxcount = Math.max( maxcount, count );

							}

							index += stride * count;

						}

					} else {

						for ( var i = 0, l = indices.length; i < l; i += stride ) {

							pushVector( i );

						}

					}

					switch ( name )	{

						case 'VERTEX':
							geometry.addAttribute( 'position', new THREE.Float32Attribute( array, 3 ) );
							break;

						case 'NORMAL':
							geometry.addAttribute( 'normal', new THREE.Float32Attribute( array, 3 ) );
							break;

					}

				}

				if ( maxcount > 0 ) {

					console.log( 'ColladaLoader: Geometry', data.id, 'has faces with more than 4 vertices.' );

				}

				switch ( primitive.type ) {

					case 'lines':
						group.add( new THREE.LineSegments( geometry ) );
						break;

					case 'linestrips':
						group.add( new THREE.Line( geometry ) );
						break;

					case 'triangles':
					case 'polylist':
						group.add( new THREE.Mesh( geometry ) );
						break;

				}

			}

			// flatten

			if ( group.children.length === 1 ) {

				return group.children[ 0 ];

			}

			return group;

		}

		function getGeometry( id ) {

			return getBuild( library.geometries[ id ], buildGeometry );

		}

		// nodes

		var matrix = new THREE.Matrix4();
		var vector = new THREE.Vector3();

		function parseNode( xml ) {

			var data = {
				name: xml.getAttribute( 'name' ),
				matrix: new THREE.Matrix4(),
				nodes: [],
				instanceCameras: [],
				instanceLights: [],
				instanceGeometries: [],
				instanceNodes: []
			};

			for ( var i = 0; i < xml.childNodes.length; i ++ ) {

				var child = xml.childNodes[ i ];

				if ( child.nodeType !== 1 ) continue;

				switch ( child.nodeName ) {

					case 'node':
						parseNode( child );
						data.nodes.push( child.getAttribute( 'id' ) );
						break;

					case 'instance_camera':
						data.instanceCameras.push( parseId( child.getAttribute( 'url' ) ) );
						break;

					case 'instance_light':
						data.instanceLights.push( parseId( child.getAttribute( 'url' ) ) );
						break;

					case 'instance_geometry':
						data.instanceGeometries.push( parseId( child.getAttribute( 'url' ) ) );
						break;

					case 'instance_node':
						data.instanceNodes.push( parseId( child.getAttribute( 'url' ) ) );
						break;

					case 'matrix':
						var array = parseFloats( child.textContent );
						data.matrix.multiply( matrix.fromArray( array ).transpose() ); // .transpose() when Z_UP?
						break;

					case 'translate':
						var array = parseFloats( child.textContent );
						vector.fromArray( array );
						data.matrix.multiply( matrix.makeTranslation( vector.x, vector.y, vector.z ) );
						break;

					case 'rotate':
						var array = parseFloats( child.textContent );
						var angle = THREE.Math.degToRad( array[ 3 ] );
						data.matrix.multiply( matrix.makeRotationAxis( vector.fromArray( array ), angle ) );
						break;

					case 'scale':
						var array = parseFloats( child.textContent );
						data.matrix.scale( vector.fromArray( array ) );
						break;

					case 'extra':
						break;

					default:
						console.log( child );
						break;

				}

			}

			if ( xml.getAttribute( 'id' ) !== null ) {

				library.nodes[ xml.getAttribute( 'id' ) ] = data;

			}

			return data;

		}

		function buildNode( data ) {

			var objects = [];

			var matrix = data.matrix;
			var nodes = data.nodes;
			var instanceCameras = data.instanceCameras;
			var instanceLights = data.instanceLights;
			var instanceGeometries = data.instanceGeometries;
			var instanceNodes = data.instanceNodes;

			for ( var i = 0, l = nodes.length; i < l; i ++ ) {

				objects.push( getNode( nodes[ i ] ).clone() );

			}

			for ( var i = 0, l = instanceCameras.length; i < l; i ++ ) {

				objects.push( getCamera( instanceCameras[ i ] ).clone() );

			}

			for ( var i = 0, l = instanceLights.length; i < l; i ++ ) {

				objects.push( getLight( instanceLights[ i ] ).clone() );

			}

			for ( var i = 0, l = instanceGeometries.length; i < l; i ++ ) {

				objects.push( getGeometry( instanceGeometries[ i ] ).clone() );

			}

			for ( var i = 0, l = instanceNodes.length; i < l; i ++ ) {

				objects.push( getNode( instanceNodes[ i ] ).clone() );

			}

			var object;

			if ( objects.length === 1 ) {

				object = objects[ 0 ];

			} else {

				object = new THREE.Group();

				for ( var i = 0; i < objects.length; i ++ ) {

					object.add( objects[ i ] );

				}

			}

			object.name = data.name;
			matrix.decompose( object.position, object.quaternion, object.scale );

			return object;

		}

		function getNode( id ) {

			return getBuild( library.nodes[ id ], buildNode );

		}

		// visual scenes

		function parseVisualScene( xml ) {

			var data = {
				name: xml.getAttribute( 'name' ),
				children: []
			};

			var elements = xml.getElementsByTagName( 'node' );

			for ( var i = 0; i < elements.length; i ++ ) {

				data.children.push( parseNode( elements[ i ] ) );

			}

			library.visualScenes[ xml.getAttribute( 'id' ) ] = data;

		}

		function buildVisualScene( data ) {

			var group = new THREE.Group();
			group.name = data.name;

			var children = data.children;

			for ( var i = 0; i < children.length; i ++ ) {

				group.add( buildNode( children[ i ] ) );

			}

			return group;

		}

		function getVisualScene( id ) {

			return getBuild( library.visualScenes[ id ], buildVisualScene );

		}

		// scenes

		function parseScene( xml ) {

			var scene = xml.getElementsByTagName( 'scene' )[ 0 ];
			var instance = scene.getElementsByTagName( 'instance_visual_scene' )[ 0 ];
			return getVisualScene( parseId( instance.getAttribute( 'url' ) ) );

		}

		console.time( 'ColladaLoader' );

		console.time( 'ColladaLoader: DOMParser' );

		var xml = new DOMParser().parseFromString( text, 'application/xml' );

		console.timeEnd( 'ColladaLoader: DOMParser' );

		// metadata

		var version = xml.getElementsByTagName( 'COLLADA' )[ 0 ].getAttribute( 'version' );
		console.log( 'ColladaLoader: File version', version );

		var asset = parseAsset( xml.getElementsByTagName( 'asset' )[ 0 ] );

		//

		var library = {
			images: {},
			// effects: {},
			cameras: {},
			lights: {},
			geometries: {},
			nodes: {},
			visualScenes: {}
		};

		console.time( 'ColladaLoader: Parse' );

		parseLibrary( library.images, 'library_images', 'image', parseImage );
		// parseLibrary( library.effects, 'library_effects', 'effect', parseEffect );
		parseLibrary( library.cameras, 'library_cameras', 'camera', parseCamera );
		parseLibrary( library.lights, 'library_lights', 'light', parseLight );
		parseLibrary( library.geometries, 'library_geometries', 'geometry', parseGeometry );
		parseLibrary( library.nodes, 'library_nodes', 'node', parseNode );
		parseLibrary( library.visualScenes, 'library_visual_scenes', 'visual_scene', parseVisualScene );

		console.timeEnd( 'ColladaLoader: Parse' );

		console.time( 'ColladaLoader: Build' );

		// buildLibrary( library.images, buildImage );
		// buildLibrary( library.effects, buildEffect );
		buildLibrary( library.cameras, buildCamera );
		buildLibrary( library.lights, buildLight );
		buildLibrary( library.geometries, buildGeometry );
		buildLibrary( library.nodes, buildNode );
		buildLibrary( library.visualScenes, buildVisualScene );

		console.timeEnd( 'ColladaLoader: Build' );

		// console.log( library );

		var scene = parseScene( xml );

		console.timeEnd( 'ColladaLoader' );

		// console.log( scene );

		return {
			animations: [],
			kinematics: { joints: [] },
			scene: scene
		};

	}

};
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/*! jQuery v1.7 jquery.com | jquery.org/license */
(function(a,b){function cA(a){return f.isWindow(a)?a:a.nodeType===9?a.defaultView||a.parentWindow:!1}function cx(a){if(!cm[a]){var b=c.body,d=f("<"+a+">").appendTo(b),e=d.css("display");d.remove();if(e==="none"||e===""){cn||(cn=c.createElement("iframe"),cn.frameBorder=cn.width=cn.height=0),b.appendChild(cn);if(!co||!cn.createElement)co=(cn.contentWindow||cn.contentDocument).document,co.write((c.compatMode==="CSS1Compat"?"<!doctype html>":"")+"<html><body>"),co.close();d=co.createElement(a),co.body.appendChild(d),e=f.css(d,"display"),b.removeChild(cn)}cm[a]=e}return cm[a]}function cw(a,b){var c={};f.each(cs.concat.apply([],cs.slice(0,b)),function(){c[this]=a});return c}function cv(){ct=b}function cu(){setTimeout(cv,0);return ct=f.now()}function cl(){try{return new a.ActiveXObject("Microsoft.XMLHTTP")}catch(b){}}function ck(){try{return new a.XMLHttpRequest}catch(b){}}function ce(a,c){a.dataFilter&&(c=a.dataFilter(c,a.dataType));var d=a.dataTypes,e={},g,h,i=d.length,j,k=d[0],l,m,n,o,p;for(g=1;g<i;g++){if(g===1)for(h in a.converters)typeof h=="string"&&(e[h.toLowerCase()]=a.converters[h]);l=k,k=d[g];if(k==="*")k=l;else if(l!=="*"&&l!==k){m=l+" "+k,n=e[m]||e["* "+k];if(!n){p=b;for(o in e){j=o.split(" ");if(j[0]===l||j[0]==="*"){p=e[j[1]+" "+k];if(p){o=e[o],o===!0?n=p:p===!0&&(n=o);break}}}}!n&&!p&&f.error("No conversion from "+m.replace(" "," to ")),n!==!0&&(c=n?n(c):p(o(c)))}}return c}function cd(a,c,d){var e=a.contents,f=a.dataTypes,g=a.responseFields,h,i,j,k;for(i in g)i in d&&(c[g[i]]=d[i]);while(f[0]==="*")f.shift(),h===b&&(h=a.mimeType||c.getResponseHeader("content-type"));if(h)for(i in e)if(e[i]&&e[i].test(h)){f.unshift(i);break}if(f[0]in d)j=f[0];else{for(i in d){if(!f[0]||a.converters[i+" "+f[0]]){j=i;break}k||(k=i)}j=j||k}if(j){j!==f[0]&&f.unshift(j);return d[j]}}function cc(a,b,c,d){if(f.isArray(b))f.each(b,function(b,e){c||bG.test(a)?d(a,e):cc(a+"["+(typeof e=="object"||f.isArray(e)?b:"")+"]",e,c,d)});else if(!c&&b!=null&&typeof b=="object")for(var e in b)cc(a+"["+e+"]",b[e],c,d);else d(a,b)}function cb(a,c){var d,e,g=f.ajaxSettings.flatOptions||{};for(d in c)c[d]!==b&&((g[d]?a:e||(e={}))[d]=c[d]);e&&f.extend(!0,a,e)}function ca(a,c,d,e,f,g){f=f||c.dataTypes[0],g=g||{},g[f]=!0;var h=a[f],i=0,j=h?h.length:0,k=a===bV,l;for(;i<j&&(k||!l);i++)l=h[i](c,d,e),typeof l=="string"&&(!k||g[l]?l=b:(c.dataTypes.unshift(l),l=ca(a,c,d,e,l,g)));(k||!l)&&!g["*"]&&(l=ca(a,c,d,e,"*",g));return l}function b_(a){return function(b,c){typeof b!="string"&&(c=b,b="*");if(f.isFunction(c)){var d=b.toLowerCase().split(bR),e=0,g=d.length,h,i,j;for(;e<g;e++)h=d[e],j=/^\+/.test(h),j&&(h=h.substr(1)||"*"),i=a[h]=a[h]||[],i[j?"unshift":"push"](c)}}}function bE(a,b,c){var d=b==="width"?a.offsetWidth:a.offsetHeight,e=b==="width"?bz:bA;if(d>0){c!=="border"&&f.each(e,function(){c||(d-=parseFloat(f.css(a,"padding"+this))||0),c==="margin"?d+=parseFloat(f.css(a,c+this))||0:d-=parseFloat(f.css(a,"border"+this+"Width"))||0});return d+"px"}d=bB(a,b,b);if(d<0||d==null)d=a.style[b]||0;d=parseFloat(d)||0,c&&f.each(e,function(){d+=parseFloat(f.css(a,"padding"+this))||0,c!=="padding"&&(d+=parseFloat(f.css(a,"border"+this+"Width"))||0),c==="margin"&&(d+=parseFloat(f.css(a,c+this))||0)});return d+"px"}function br(a,b){b.src?f.ajax({url:b.src,async:!1,dataType:"script"}):f.globalEval((b.text||b.textContent||b.innerHTML||"").replace(bi,"/*$0*/")),b.parentNode&&b.parentNode.removeChild(b)}function bq(a){var b=(a.nodeName||"").toLowerCase();b==="input"?bp(a):b!=="script"&&typeof a.getElementsByTagName!="undefined"&&f.grep(a.getElementsByTagName("input"),bp)}function bp(a){if(a.type==="checkbox"||a.type==="radio")a.defaultChecked=a.checked}function bo(a){return typeof a.getElementsByTagName!="undefined"?a.getElementsByTagName("*"):typeof a.querySelectorAll!="undefined"?a.querySelectorAll("*"):[]}function bn(a,b){var c;if(b.nodeType===1){b.clearAttributes&&b.clearAttributes(),b.mergeAttributes&&b.mergeAttributes(a),c=b.nodeName.toLowerCase();if(c==="object")b.outerHTML=a.outerHTML;else if(c!=="input"||a.type!=="checkbox"&&a.type!=="radio"){if(c==="option")b.selected=a.defaultSelected;else if(c==="input"||c==="textarea")b.defaultValue=a.defaultValue}else a.checked&&(b.defaultChecked=b.checked=a.checked),b.value!==a.value&&(b.value=a.value);b.removeAttribute(f.expando)}}function bm(a,b){if(b.nodeType===1&&!!f.hasData(a)){var c,d,e,g=f._data(a),h=f._data(b,g),i=g.events;if(i){delete h.handle,h.events={};for(c in i)for(d=0,e=i[c].length;d<e;d++)f.event.add(b,c+(i[c][d].namespace?".":"")+i[c][d].namespace,i[c][d],i[c][d].data)}h.data&&(h.data=f.extend({},h.data))}}function bl(a,b){return f.nodeName(a,"table")?a.getElementsByTagName("tbody")[0]||a.appendChild(a.ownerDocument.createElement("tbody")):a}function X(a){var b=Y.split(" "),c=a.createDocumentFragment();if(c.createElement)while(b.length)c.createElement(b.pop());return c}function W(a,b,c){b=b||0;if(f.isFunction(b))return f.grep(a,function(a,d){var e=!!b.call(a,d,a);return e===c});if(b.nodeType)return f.grep(a,function(a,d){return a===b===c});if(typeof b=="string"){var d=f.grep(a,function(a){return a.nodeType===1});if(R.test(b))return f.filter(b,d,!c);b=f.filter(b,d)}return f.grep(a,function(a,d){return f.inArray(a,b)>=0===c})}function V(a){return!a||!a.parentNode||a.parentNode.nodeType===11}function N(){return!0}function M(){return!1}function n(a,b,c){var d=b+"defer",e=b+"queue",g=b+"mark",h=f._data(a,d);h&&(c==="queue"||!f._data(a,e))&&(c==="mark"||!f._data(a,g))&&setTimeout(function(){!f._data(a,e)&&!f._data(a,g)&&(f.removeData(a,d,!0),h.fire())},0)}function m(a){for(var b in a){if(b==="data"&&f.isEmptyObject(a[b]))continue;if(b!=="toJSON")return!1}return!0}function l(a,c,d){if(d===b&&a.nodeType===1){var e="data-"+c.replace(k,"-$1").toLowerCase();d=a.getAttribute(e);if(typeof d=="string"){try{d=d==="true"?!0:d==="false"?!1:d==="null"?null:f.isNumeric(d)?parseFloat(d):j.test(d)?f.parseJSON(d):d}catch(g){}f.data(a,c,d)}else d=b}return d}function h(a){var b=g[a]={},c,d;a=a.split(/\s+/);for(c=0,d=a.length;c<d;c++)b[a[c]]=!0;return b}var c=a.document,d=a.navigator,e=a.location,f=function(){function K(){if(!e.isReady){try{c.documentElement.doScroll("left")}catch(a){setTimeout(K,1);return}e.ready()}}var e=function(a,b){return new e.fn.init(a,b,h)},f=a.jQuery,g=a.$,h,i=/^(?:[^#<]*(<[\w\W]+>)[^>]*$|#([\w\-]*)$)/,j=/\S/,k=/^\s+/,l=/\s+$/,m=/\d/,n=/^<(\w+)\s*\/?>(?:<\/\1>)?$/,o=/^[\],:{}\s]*$/,p=/\\(?:["\\\/bfnrt]|u[0-9a-fA-F]{4})/g,q=/"[^"\\\n\r]*"|true|false|null|-?\d+(?:\.\d*)?(?:[eE][+\-]?\d+)?/g,r=/(?:^|:|,)(?:\s*\[)+/g,s=/(webkit)[ \/]([\w.]+)/,t=/(opera)(?:.*version)?[ \/]([\w.]+)/,u=/(msie) ([\w.]+)/,v=/(mozilla)(?:.*? rv:([\w.]+))?/,w=/-([a-z]|[0-9])/ig,x=/^-ms-/,y=function(a,b){return(b+"").toUpperCase()},z=d.userAgent,A,B,C,D=Object.prototype.toString,E=Object.prototype.hasOwnProperty,F=Array.prototype.push,G=Array.prototype.slice,H=String.prototype.trim,I=Array.prototype.indexOf,J={};e.fn=e.prototype={constructor:e,init:function(a,d,f){var g,h,j,k;if(!a)return this;if(a.nodeType){this.context=this[0]=a,this.length=1;return this}if(a==="body"&&!d&&c.body){this.context=c,this[0]=c.body,this.selector=a,this.length=1;return this}if(typeof a=="string"){a.charAt(0)!=="<"||a.charAt(a.length-1)!==">"||a.length<3?g=i.exec(a):g=[null,a,null];if(g&&(g[1]||!d)){if(g[1]){d=d instanceof e?d[0]:d,k=d?d.ownerDocument||d:c,j=n.exec(a),j?e.isPlainObject(d)?(a=[c.createElement(j[1])],e.fn.attr.call(a,d,!0)):a=[k.createElement(j[1])]:(j=e.buildFragment([g[1]],[k]),a=(j.cacheable?e.clone(j.fragment):j.fragment).childNodes);return e.merge(this,a)}h=c.getElementById(g[2]);if(h&&h.parentNode){if(h.id!==g[2])return f.find(a);this.length=1,this[0]=h}this.context=c,this.selector=a;return this}return!d||d.jquery?(d||f).find(a):this.constructor(d).find(a)}if(e.isFunction(a))return f.ready(a);a.selector!==b&&(this.selector=a.selector,this.context=a.context);return e.makeArray(a,this)},selector:"",jquery:"1.7",length:0,size:function(){return this.length},toArray:function(){return G.call(this,0)},get:function(a){return a==null?this.toArray():a<0?this[this.length+a]:this[a]},pushStack:function(a,b,c){var d=this.constructor();e.isArray(a)?F.apply(d,a):e.merge(d,a),d.prevObject=this,d.context=this.context,b==="find"?d.selector=this.selector+(this.selector?" ":"")+c:b&&(d.selector=this.selector+"."+b+"("+c+")");return d},each:function(a,b){return e.each(this,a,b)},ready:function(a){e.bindReady(),B.add(a);return this},eq:function(a){return a===-1?this.slice(a):this.slice(a,+a+1)},first:function(){return this.eq(0)},last:function(){return this.eq(-1)},slice:function(){return this.pushStack(G.apply(this,arguments),"slice",G.call(arguments).join(","))},map:function(a){return this.pushStack(e.map(this,function(b,c){return a.call(b,c,b)}))},end:function(){return this.prevObject||this.constructor(null)},push:F,sort:[].sort,splice:[].splice},e.fn.init.prototype=e.fn,e.extend=e.fn.extend=function(){var a,c,d,f,g,h,i=arguments[0]||{},j=1,k=arguments.length,l=!1;typeof i=="boolean"&&(l=i,i=arguments[1]||{},j=2),typeof i!="object"&&!e.isFunction(i)&&(i={}),k===j&&(i=this,--j);for(;j<k;j++)if((a=arguments[j])!=null)for(c in a){d=i[c],f=a[c];if(i===f)continue;l&&f&&(e.isPlainObject(f)||(g=e.isArray(f)))?(g?(g=!1,h=d&&e.isArray(d)?d:[]):h=d&&e.isPlainObject(d)?d:{},i[c]=e.extend(l,h,f)):f!==b&&(i[c]=f)}return i},e.extend({noConflict:function(b){a.$===e&&(a.$=g),b&&a.jQuery===e&&(a.jQuery=f);return e},isReady:!1,readyWait:1,holdReady:function(a){a?e.readyWait++:e.ready(!0)},ready:function(a){if(a===!0&&!--e.readyWait||a!==!0&&!e.isReady){if(!c.body)return setTimeout(e.ready,1);e.isReady=!0;if(a!==!0&&--e.readyWait>0)return;B.fireWith(c,[e]),e.fn.trigger&&e(c).trigger("ready").unbind("ready")}},bindReady:function(){if(!B){B=e.Callbacks("once memory");if(c.readyState==="complete")return setTimeout(e.ready,1);if(c.addEventListener)c.addEventListener("DOMContentLoaded",C,!1),a.addEventListener("load",e.ready,!1);else if(c.attachEvent){c.attachEvent("onreadystatechange",C),a.attachEvent("onload",e.ready);var b=!1;try{b=a.frameElement==null}catch(d){}c.documentElement.doScroll&&b&&K()}}},isFunction:function(a){return e.type(a)==="function"},isArray:Array.isArray||function(a){return e.type(a)==="array"},isWindow:function(a){return a&&typeof a=="object"&&"setInterval"in a},isNumeric:function(a){return a!=null&&m.test(a)&&!isNaN(a)},type:function(a){return a==null?String(a):J[D.call(a)]||"object"},isPlainObject:function(a){if(!a||e.type(a)!=="object"||a.nodeType||e.isWindow(a))return!1;try{if(a.constructor&&!E.call(a,"constructor")&&!E.call(a.constructor.prototype,"isPrototypeOf"))return!1}catch(c){return!1}var d;for(d in a);return d===b||E.call(a,d)},isEmptyObject:function(a){for(var b in a)return!1;return!0},error:function(a){throw a},parseJSON:function(b){if(typeof b!="string"||!b)return null;b=e.trim(b);if(a.JSON&&a.JSON.parse)return a.JSON.parse(b);if(o.test(b.replace(p,"@").replace(q,"]").replace(r,"")))return(new Function("return "+b))();e.error("Invalid JSON: "+b)},parseXML:function(c){var d,f;try{a.DOMParser?(f=new DOMParser,d=f.parseFromString(c,"text/xml")):(d=new ActiveXObject("Microsoft.XMLDOM"),d.async="false",d.loadXML(c))}catch(g){d=b}(!d||!d.documentElement||d.getElementsByTagName("parsererror").length)&&e.error("Invalid XML: "+c);return d},noop:function(){},globalEval:function(b){b&&j.test(b)&&(a.execScript||function(b){a.eval.call(a,b)})(b)},camelCase:function(a){return a.replace(x,"ms-").replace(w,y)},nodeName:function(a,b){return a.nodeName&&a.nodeName.toUpperCase()===b.toUpperCase()},each:function(a,c,d){var f,g=0,h=a.length,i=h===b||e.isFunction(a);if(d){if(i){for(f in a)if(c.apply(a[f],d)===!1)break}else for(;g<h;)if(c.apply(a[g++],d)===!1)break}else if(i){for(f in a)if(c.call(a[f],f,a[f])===!1)break}else for(;g<h;)if(c.call(a[g],g,a[g++])===!1)break;return a},trim:H?function(a){return a==null?"":H.call(a)}:function(a){return a==null?"":(a+"").replace(k,"").replace(l,"")},makeArray:function(a,b){var c=b||[];if(a!=null){var d=e.type(a);a.length==null||d==="string"||d==="function"||d==="regexp"||e.isWindow(a)?F.call(c,a):e.merge(c,a)}return c},inArray:function(a,b,c){var d;if(b){if(I)return I.call(b,a,c);d=b.length,c=c?c<0?Math.max(0,d+c):c:0;for(;c<d;c++)if(c in b&&b[c]===a)return c}return-1},merge:function(a,c){var d=a.length,e=0;if(typeof c.length=="number")for(var f=c.length;e<f;e++)a[d++]=c[e];else while(c[e]!==b)a[d++]=c[e++];a.length=d;return a},grep:function(a,b,c){var d=[],e;c=!!c;for(var f=0,g=a.length;f<g;f++)e=!!b(a[f],f),c!==e&&d.push(a[f]);return d},map:function(a,c,d){var f,g,h=[],i=0,j=a.length,k=a instanceof e||j!==b&&typeof j=="number"&&(j>0&&a[0]&&a[j-1]||j===0||e.isArray(a));if(k)for(;i<j;i++)f=c(a[i],i,d),f!=null&&(h[h.length]=f);else for(g in a)f=c(a[g],g,d),f!=null&&(h[h.length]=f);return h.concat.apply([],h)},guid:1,proxy:function(a,c){if(typeof c=="string"){var d=a[c];c=a,a=d}if(!e.isFunction(a))return b;var f=G.call(arguments,2),g=function(){return a.apply(c,f.concat(G.call(arguments)))};g.guid=a.guid=a.guid||g.guid||e.guid++;return g},access:function(a,c,d,f,g,h){var i=a.length;if(typeof c=="object"){for(var j in c)e.access(a,j,c[j],f,g,d);return a}if(d!==b){f=!h&&f&&e.isFunction(d);for(var k=0;k<i;k++)g(a[k],c,f?d.call(a[k],k,g(a[k],c)):d,h);return a}return i?g(a[0],c):b},now:function(){return(new Date).getTime()},uaMatch:function(a){a=a.toLowerCase();var b=s.exec(a)||t.exec(a)||u.exec(a)||a.indexOf("compatible")<0&&v.exec(a)||[];return{browser:b[1]||"",version:b[2]||"0"}},sub:function(){function a(b,c){return new a.fn.init(b,c)}e.extend(!0,a,this),a.superclass=this,a.fn=a.prototype=this(),a.fn.constructor=a,a.sub=this.sub,a.fn.init=function(d,f){f&&f instanceof e&&!(f instanceof a)&&(f=a(f));return e.fn.init.call(this,d,f,b)},a.fn.init.prototype=a.fn;var b=a(c);return a},browser:{}}),e.each("Boolean Number String Function Array Date RegExp Object".split(" "),function(a,b){J["[object "+b+"]"]=b.toLowerCase()}),A=e.uaMatch(z),A.browser&&(e.browser[A.browser]=!0,e.browser.version=A.version),e.browser.webkit&&(e.browser.safari=!0),j.test(" ")&&(k=/^[\s\xA0]+/,l=/[\s\xA0]+$/),h=e(c),c.addEventListener?C=function(){c.removeEventListener("DOMContentLoaded",C,!1),e.ready()}:c.attachEvent&&(C=function(){c.readyState==="complete"&&(c.detachEvent("onreadystatechange",C),e.ready())}),typeof define=="function"&&define.amd&&define.amd.jQuery&&define("jquery",[],function(){return e});return e}(),g={};f.Callbacks=function(a){a=a?g[a]||h(a):{};var c=[],d=[],e,i,j,k,l,m=function(b){var d,e,g,h,i;for(d=0,e=b.length;d<e;d++)g=b[d],h=f.type(g),h==="array"?m(g):h==="function"&&(!a.unique||!o.has(g))&&c.push(g)},n=function(b,f){f=f||[],e=!a.memory||[b,f],i=!0,l=j||0,j=0,k=c.length;for(;c&&l<k;l++)if(c[l].apply(b,f)===!1&&a.stopOnFalse){e=!0;break}i=!1,c&&(a.once?e===!0?o.disable():c=[]:d&&d.length&&(e=d.shift(),o.fireWith(e[0],e[1])))},o={add:function(){if(c){var a=c.length;m(arguments),i?k=c.length:e&&e!==!0&&(j=a,n(e[0],e[1]))}return this},remove:function(){if(c){var b=arguments,d=0,e=b.length;for(;d<e;d++)for(var f=0;f<c.length;f++)if(b[d]===c[f]){i&&f<=k&&(k--,f<=l&&l--),c.splice(f--,1);if(a.unique)break}}return this},has:function(a){if(c){var b=0,d=c.length;for(;b<d;b++)if(a===c[b])return!0}return!1},empty:function(){c=[];return this},disable:function(){c=d=e=b;return this},disabled:function(){return!c},lock:function(){d=b,(!e||e===!0)&&o.disable();return this},locked:function(){return!d},fireWith:function(b,c){d&&(i?a.once||d.push([b,c]):(!a.once||!e)&&n(b,c));return this},fire:function(){o.fireWith(this,arguments);return this},fired:function(){return!!e}};return o};var i=[].slice;f.extend({Deferred:function(a){var b=f.Callbacks("once memory"),c=f.Callbacks("once memory"),d=f.Callbacks("memory"),e="pending",g={resolve:b,reject:c,notify:d},h={done:b.add,fail:c.add,progress:d.add,state:function(){return e},isResolved:b.fired,isRejected:c.fired,then:function(a,b,c){i.done(a).fail(b).progress(c);return this},always:function(){return i.done.apply(i,arguments).fail.apply(i,arguments)},pipe:function(a,b,c){return f.Deferred(function(d){f.each({done:[a,"resolve"],fail:[b,"reject"],progress:[c,"notify"]},function(a,b){var c=b[0],e=b[1],g;f.isFunction(c)?i[a](function(){g=c.apply(this,arguments),g&&f.isFunction(g.promise)?g.promise().then(d.resolve,d.reject,d.notify):d[e+"With"](this===i?d:this,[g])}):i[a](d[e])})}).promise()},promise:function(a){if(a==null)a=h;else for(var b in h)a[b]=h[b];return a}},i=h.promise({}),j;for(j in g)i[j]=g[j].fire,i[j+"With"]=g[j].fireWith;i.done(function(){e="resolved"},c.disable,d.lock).fail(function(){e="rejected"},b.disable,d.lock),a&&a.call(i,i);return i},when:function(a){function m(a){return function(b){e[a]=arguments.length>1?i.call(arguments,0):b,j.notifyWith(k,e)}}function l(a){return function(c){b[a]=arguments.length>1?i.call(arguments,0):c,--g||j.resolveWith(j,b)}}var b=i.call(arguments,0),c=0,d=b.length,e=Array(d),g=d,h=d,j=d<=1&&a&&f.isFunction(a.promise)?a:f.Deferred(),k=j.promise();if(d>1){for(;c<d;c++)b[c]&&b[c].promise&&f.isFunction(b[c].promise)?b[c].promise().then(l(c),j.reject,m(c)):--g;g||j.resolveWith(j,b)}else j!==a&&j.resolveWith(j,d?[a]:[]);return k}}),f.support=function(){var a=c.createElement("div"),b=c.documentElement,d,e,g,h,i,j,k,l,m,n,o,p,q,r,s,t,u;a.setAttribute("className","t"),a.innerHTML="   <link/><table></table><a href='/a' style='top:1px;float:left;opacity:.55;'>a</a><input type='checkbox'/><nav></nav>",d=a.getElementsByTagName("*"),e=a.getElementsByTagName("a")[0];if(!d||!d.length||!e)return{};g=c.createElement("select"),h=g.appendChild(c.createElement("option")),i=a.getElementsByTagName("input")[0],k={leadingWhitespace:a.firstChild.nodeType===3,tbody:!a.getElementsByTagName("tbody").length,htmlSerialize:!!a.getElementsByTagName("link").length,style:/top/.test(e.getAttribute("style")),hrefNormalized:e.getAttribute("href")==="/a",opacity:/^0.55/.test(e.style.opacity),cssFloat:!!e.style.cssFloat,unknownElems:!!a.getElementsByTagName("nav").length,checkOn:i.value==="on",optSelected:h.selected,getSetAttribute:a.className!=="t",enctype:!!c.createElement("form").enctype,submitBubbles:!0,changeBubbles:!0,focusinBubbles:!1,deleteExpando:!0,noCloneEvent:!0,inlineBlockNeedsLayout:!1,shrinkWrapBlocks:!1,reliableMarginRight:!0},i.checked=!0,k.noCloneChecked=i.cloneNode(!0).checked,g.disabled=!0,k.optDisabled=!h.disabled;try{delete a.test}catch(v){k.deleteExpando=!1}!a.addEventListener&&a.attachEvent&&a.fireEvent&&(a.attachEvent("onclick",function(){k.noCloneEvent=!1}),a.cloneNode(!0).fireEvent("onclick")),i=c.createElement("input"),i.value="t",i.setAttribute("type","radio"),k.radioValue=i.value==="t",i.setAttribute("checked","checked"),a.appendChild(i),l=c.createDocumentFragment(),l.appendChild(a.lastChild),k.checkClone=l.cloneNode(!0).cloneNode(!0).lastChild.checked,a.innerHTML="",a.style.width=a.style.paddingLeft="1px",m=c.getElementsByTagName("body")[0],o=c.createElement(m?"div":"body"),p={visibility:"hidden",width:0,height:0,border:0,margin:0,background:"none"},m&&f.extend(p,{position:"absolute",left:"-999px",top:"-999px"});for(t in p)o.style[t]=p[t];o.appendChild(a),n=m||b,n.insertBefore(o,n.firstChild),k.appendChecked=i.checked,k.boxModel=a.offsetWidth===2,"zoom"in a.style&&(a.style.display="inline",a.style.zoom=1,k.inlineBlockNeedsLayout=a.offsetWidth===2,a.style.display="",a.innerHTML="<div style='width:4px;'></div>",k.shrinkWrapBlocks=a.offsetWidth!==2),a.innerHTML="<table><tr><td style='padding:0;border:0;display:none'></td><td>t</td></tr></table>",q=a.getElementsByTagName("td"),u=q[0].offsetHeight===0,q[0].style.display="",q[1].style.display="none",k.reliableHiddenOffsets=u&&q[0].offsetHeight===0,a.innerHTML="",c.defaultView&&c.defaultView.getComputedStyle&&(j=c.createElement("div"),j.style.width="0",j.style.marginRight="0",a.appendChild(j),k.reliableMarginRight=(parseInt((c.defaultView.getComputedStyle(j,null)||{marginRight:0}).marginRight,10)||0)===0);if(a.attachEvent)for(t in{submit:1,change:1,focusin:1})s="on"+t,u=s in a,u||(a.setAttribute(s,"return;"),u=typeof a[s]=="function"),k[t+"Bubbles"]=u;f(function(){var a,b,d,e,g,h,i=1,j="position:absolute;top:0;left:0;width:1px;height:1px;margin:0;",l="visibility:hidden;border:0;",n="style='"+j+"border:5px solid #000;padding:0;'",p="<div "+n+"><div></div></div>"+"<table "+n+" cellpadding='0' cellspacing='0'>"+"<tr><td></td></tr></table>";m=c.getElementsByTagName("body")[0];!m||(a=c.createElement("div"),a.style.cssText=l+"width:0;height:0;position:static;top:0;margin-top:"+i+"px",m.insertBefore(a,m.firstChild),o=c.createElement("div"),o.style.cssText=j+l,o.innerHTML=p,a.appendChild(o),b=o.firstChild,d=b.firstChild,g=b.nextSibling.firstChild.firstChild,h={doesNotAddBorder:d.offsetTop!==5,doesAddBorderForTableAndCells:g.offsetTop===5},d.style.position="fixed",d.style.top="20px",h.fixedPosition=d.offsetTop===20||d.offsetTop===15,d.style.position=d.style.top="",b.style.overflow="hidden",b.style.position="relative",h.subtractsBorderForOverflowNotVisible=d.offsetTop===-5,h.doesNotIncludeMarginInBodyOffset=m.offsetTop!==i,m.removeChild(a),o=a=null,f.extend(k,h))}),o.innerHTML="",n.removeChild(o),o=l=g=h=m=j=a=i=null;return k}(),f.boxModel=f.support.boxModel;var j=/^(?:\{.*\}|\[.*\])$/,k=/([A-Z])/g;f.extend({cache:{},uuid:0,expando:"jQuery"+(f.fn.jquery+Math.random()).replace(/\D/g,""),noData:{embed:!0,object:"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000",applet:!0},hasData:function(a){a=a.nodeType?f.cache[a[f.expando]]:a[f.expando];return!!a&&!m(a)},data:function(a,c,d,e){if(!!f.acceptData(a)){var g,h,i,j=f.expando,k=typeof c=="string",l=a.nodeType,m=l?f.cache:a,n=l?a[f.expando]:a[f.expando]&&f.expando,o=c==="events";if((!n||!m[n]||!o&&!e&&!m[n].data)&&k&&d===b)return;n||(l?a[f.expando]=n=++f.uuid:n=f.expando),m[n]||(m[n]={},l||(m[n].toJSON=f.noop));if(typeof c=="object"||typeof c=="function")e?m[n]=f.extend(m[n],c):m[n].data=f.extend(m[n].data,c);g=h=m[n],e||(h.data||(h.data={}),h=h.data),d!==b&&(h[f.camelCase(c)]=d);if(o&&!h[c])return g.events;k?(i=h[c],i==null&&(i=h[f.camelCase(c)])):i=h;return i}},removeData:function(a,b,c){if(!!f.acceptData(a)){var d,e,g,h=f.expando,i=a.nodeType,j=i?f.cache:a,k=i?a[f.expando]:f.expando;if(!j[k])return;if(b){d=c?j[k]:j[k].data;if(d){f.isArray(b)?b=b:b in d?b=[b]:(b=f.camelCase(b),b in d?b=[b]:b=b.split(" "));for(e=0,g=b.length;e<g;e++)delete d[b[e]];if(!(c?m:f.isEmptyObject)(d))return}}if(!c){delete j[k].data;if(!m(j[k]))return}f.support.deleteExpando||!j.setInterval?delete j[k]:j[k]=null,i&&(f.support.deleteExpando?delete a[f.expando]:a.removeAttribute?a.removeAttribute(f.expando):a[f.expando]=null)}},_data:function(a,b,c){return f.data(a,b,c,!0)},acceptData:function(a){if(a.nodeName){var b=f.noData[a.nodeName.toLowerCase()];if(b)return b!==!0&&a.getAttribute("classid")===b}return!0}}),f.fn.extend({data:function(a,c){var d,e,g,h=null;if(typeof a=="undefined"){if(this.length){h=f.data(this[0]);if(this[0].nodeType===1&&!f._data(this[0],"parsedAttrs")){e=this[0].attributes;for(var i=0,j=e.length;i<j;i++)g=e[i].name,g.indexOf("data-")===0&&(g=f.camelCase(g.substring(5)),l(this[0],g,h[g]));f._data(this[0],"parsedAttrs",!0)}}return h}if(typeof a=="object")return this.each(function(){f.data(this,a)});d=a.split("."),d[1]=d[1]?"."+d[1]:"";if(c===b){h=this.triggerHandler("getData"+d[1]+"!",[d[0]]),h===b&&this.length&&(h=f.data(this[0],a),h=l(this[0],a,h));return h===b&&d[1]?this.data(d[0]):h}return this.each(function(){var b=f(this),e=[d[0],c];b.triggerHandler("setData"+d[1]+"!",e),f.data(this,a,c),b.triggerHandler("changeData"+d[1]+"!",e)})},removeData:function(a){return this.each(function(){f.removeData(this,a)})}}),f.extend({_mark:function(a,b){a&&(b=(b||"fx")+"mark",f._data(a,b,(f._data(a,b)||0)+1))},_unmark:function(a,b,c){a!==!0&&(c=b,b=a,a=!1);if(b){c=c||"fx";var d=c+"mark",e=a?0:(f._data(b,d)||1)-1;e?f._data(b,d,e):(f.removeData(b,d,!0),n(b,c,"mark"))}},queue:function(a,b,c){var d;if(a){b=(b||"fx")+"queue",d=f._data(a,b),c&&(!d||f.isArray(c)?d=f._data(a,b,f.makeArray(c)):d.push(c));return d||[]}},dequeue:function(a,b){b=b||"fx";var c=f.queue(a,b),d=c.shift(),e={};d==="inprogress"&&(d=c.shift()),d&&(b==="fx"&&c.unshift("inprogress"),f._data(a,b+".run",e),d.call(a,function(){f.dequeue(a,b)},e)),c.length||(f.removeData(a,b+"queue "+b+".run",!0),n(a,b,"queue"))}}),f.fn.extend({queue:function(a,c){typeof a!="string"&&(c=a,a="fx");if(c===b)return f.queue(this[0],a);return this.each(function(){var b=f.queue(this,a,c);a==="fx"&&b[0]!=="inprogress"&&f.dequeue(this,a)})},dequeue:function(a){return this.each(function(){f.dequeue(this,a)})},delay:function(a,b){a=f.fx?f.fx.speeds[a]||a:a,b=b||"fx";return this.queue(b,function(b,c){var d=setTimeout(b,a);c.stop=function(){clearTimeout(d)}})},clearQueue:function(a){return this.queue(a||"fx",[])},promise:function(a,c){function m(){--h||d.resolveWith(e,[e])}typeof a!="string"&&(c=a,a=b),a=a||"fx";var d=f.Deferred(),e=this,g=e.length,h=1,i=a+"defer",j=a+"queue",k=a+"mark",l;while(g--)if(l=f.data(e[g],i,b,!0)||(f.data(e[g],j,b,!0)||f.data(e[g],k,b,!0))&&f.data(e[g],i,f.Callbacks("once memory"),!0))h++,l.add(m);m();return d.promise()}});var o=/[\n\t\r]/g,p=/\s+/,q=/\r/g,r=/^(?:button|input)$/i,s=/^(?:button|input|object|select|textarea)$/i,t=/^a(?:rea)?$/i,u=/^(?:autofocus|autoplay|async|checked|controls|defer|disabled|hidden|loop|multiple|open|readonly|required|scoped|selected)$/i,v=f.support.getSetAttribute,w,x,y;f.fn.extend({attr:function(a,b){return f.access(this,a,b,!0,f.attr)},removeAttr:function(a){return this.each(function(){f.removeAttr(this,a)})},prop:function(a,b){return f.access(this,a,b,!0,f.prop)},removeProp:function(a){a=f.propFix[a]||a;return this.each(function(){try{this[a]=b,delete this[a]}catch(c){}})},addClass:function(a){var b,c,d,e,g,h,i;if(f.isFunction(a))return this.each(function(b){f(this).addClass(a.call(this,b,this.className))});if(a&&typeof a=="string"){b=a.split(p);for(c=0,d=this.length;c<d;c++){e=this[c];if(e.nodeType===1)if(!e.className&&b.length===1)e.className=a;else{g=" "+e.className+" ";for(h=0,i=b.length;h<i;h++)~g.indexOf(" "+b[h]+" ")||(g+=b[h]+" ");e.className=f.trim(g)}}}return this},removeClass:function(a){var c,d,e,g,h,i,j;if(f.isFunction(a))return this.each(function(b){f(this).removeClass(a.call(this,b,this.className))});if(a&&typeof a=="string"||a===b){c=(a||"").split(p);for(d=0,e=this.length;d<e;d++){g=this[d];if(g.nodeType===1&&g.className)if(a){h=(" "+g.className+" ").replace(o," ");for(i=0,j=c.length;i<j;i++)h=h.replace(" "+c[i]+" "," ");g.className=f.trim(h)}else g.className=""}}return this},toggleClass:function(a,b){var c=typeof a,d=typeof b=="boolean";if(f.isFunction(a))return this.each(function(c){f(this).toggleClass(a.call(this,c,this.className,b),b)});return this.each(function(){if(c==="string"){var e,g=0,h=f(this),i=b,j=a.split(p);while(e=j[g++])i=d?i:!h.hasClass(e),h[i?"addClass":"removeClass"](e)}else if(c==="undefined"||c==="boolean")this.className&&f._data(this,"__className__",this.className),this.className=this.className||a===!1?"":f._data(this,"__className__")||""})},hasClass:function(a){var b=" "+a+" ",c=0,d=this.length;for(;c<d;c++)if(this[c].nodeType===1&&(" "+this[c].className+" ").replace(o," ").indexOf(b)>-1)return!0;return!1},val:function(a){var c,d,e,g=this[0];if(!arguments.length){if(g){c=f.valHooks[g.nodeName.toLowerCase()]||f.valHooks[g.type];if(c&&"get"in c&&(d=c.get(g,"value"))!==b)return d;d=g.value;return typeof d=="string"?d.replace(q,""):d==null?"":d}return b}e=f.isFunction(a);return this.each(function(d){var g=f(this),h;if(this.nodeType===1){e?h=a.call(this,d,g.val()):h=a,h==null?h="":typeof h=="number"?h+="":f.isArray(h)&&(h=f.map(h,function(a){return a==null?"":a+""})),c=f.valHooks[this.nodeName.toLowerCase()]||f.valHooks[this.type];if(!c||!("set"in c)||c.set(this,h,"value")===b)this.value=h}})}}),f.extend({valHooks:{option:{get:function(a){var b=a.attributes.value;return!b||b.specified?a.value:a.text}},select:{get:function(a){var b,c,d,e,g=a.selectedIndex,h=[],i=a.options,j=a.type==="select-one";if(g<0)return null;c=j?g:0,d=j?g+1:i.length;for(;c<d;c++){e=i[c];if(e.selected&&(f.support.optDisabled?!e.disabled:e.getAttribute("disabled")===null)&&(!e.parentNode.disabled||!f.nodeName(e.parentNode,"optgroup"))){b=f(e).val();if(j)return b;h.push(b)}}if(j&&!h.length&&i.length)return f(i[g]).val();return h},set:function(a,b){var c=f.makeArray(b);f(a).find("option").each(function(){this.selected=f.inArray(f(this).val(),c)>=0}),c.length||(a.selectedIndex=-1);return c}}},attrFn:{val:!0,css:!0,html:!0,text:!0,data:!0,width:!0,height:!0,offset:!0},attr:function(a,c,d,e){var g,h,i,j=a.nodeType;if(!a||j===3||j===8||j===2)return b;if(e&&c in f.attrFn)return f(a)[c](d);if(!("getAttribute"in a))return f.prop(a,c,d);i=j!==1||!f.isXMLDoc(a),i&&(c=c.toLowerCase(),h=f.attrHooks[c]||(u.test(c)?x:w));if(d!==b){if(d===null){f.removeAttr(a,c);return b}if(h&&"set"in h&&i&&(g=h.set(a,d,c))!==b)return g;a.setAttribute(c,""+d);return d}if(h&&"get"in h&&i&&(g=h.get(a,c))!==null)return g;g=a.getAttribute(c);return g===null?b:g},removeAttr:function(a,b){var c,d,e,g,h=0;if(a.nodeType===1){d=(b||"").split(p),g=d.length;for(;h<g;h++)e=d[h].toLowerCase(),c=f.propFix[e]||e,f.attr(a,e,""),a.removeAttribute(v?e:c),u.test(e)&&c in a&&(a[c]=!1)}},attrHooks:{type:{set:function(a,b){if(r.test(a.nodeName)&&a.parentNode)f.error("type property can't be changed");else if(!f.support.radioValue&&b==="radio"&&f.nodeName(a,"input")){var c=a.value;a.setAttribute("type",b),c&&(a.value=c);return b}}},value:{get:function(a,b){if(w&&f.nodeName(a,"button"))return w.get(a,b);return b in a?a.value:null},set:function(a,b,c){if(w&&f.nodeName(a,"button"))return w.set(a,b,c);a.value=b}}},propFix:{tabindex:"tabIndex",readonly:"readOnly","for":"htmlFor","class":"className",maxlength:"maxLength",cellspacing:"cellSpacing",cellpadding:"cellPadding",rowspan:"rowSpan",colspan:"colSpan",usemap:"useMap",frameborder:"frameBorder",contenteditable:"contentEditable"},prop:function(a,c,d){var e,g,h,i=a.nodeType;if(!a||i===3||i===8||i===2)return b;h=i!==1||!f.isXMLDoc(a),h&&(c=f.propFix[c]||c,g=f.propHooks[c]);return d!==b?g&&"set"in g&&(e=g.set(a,d,c))!==b?e:a[c]=d:g&&"get"in g&&(e=g.get(a,c))!==null?e:a[c]},propHooks:{tabIndex:{get:function(a){var c=a.getAttributeNode("tabindex");return c&&c.specified?parseInt(c.value,10):s.test(a.nodeName)||t.test(a.nodeName)&&a.href?0:b}}}}),f.attrHooks.tabindex=f.propHooks.tabIndex,x={get:function(a,c){var d,e=f.prop(a,c);return e===!0||typeof e!="boolean"&&(d=a.getAttributeNode(c))&&d.nodeValue!==!1?c.toLowerCase():b},set:function(a,b,c){var d;b===!1?f.removeAttr(a,c):(d=f.propFix[c]||c,d in a&&(a[d]=!0),a.setAttribute(c,c.toLowerCase()));return c}},v||(y={name:!0,id:!0},w=f.valHooks.button={get:function(a,c){var d;d=a.getAttributeNode(c);return d&&(y[c]?d.nodeValue!=="":d.specified)?d.nodeValue:b},set:function(a,b,d){var e=a.getAttributeNode(d);e||(e=c.createAttribute(d),a.setAttributeNode(e));return e.nodeValue=b+""}},f.attrHooks.tabindex.set=w.set,f.each(["width","height"],function(a,b){f.attrHooks[b]=f.extend(f.attrHooks[b],{set:function(a,c){if(c===""){a.setAttribute(b,"auto");return c}}})}),f.attrHooks.contenteditable={get:w.get,set:function(a,b,c){b===""&&(b="false"),w.set(a,b,c)}}),f.support.hrefNormalized||f.each(["href","src","width","height"],function(a,c){f.attrHooks[c]=f.extend(f.attrHooks[c],{get:function(a){var d=a.getAttribute(c,2);return d===null?b:d}})}),f.support.style||(f.attrHooks.style={get:function(a){return a.style.cssText.toLowerCase()||b},set:function(a,b){return a.style.cssText=""+b}}),f.support.optSelected||(f.propHooks.selected=f.extend(f.propHooks.selected,{get:function(a){var b=a.parentNode;b&&(b.selectedIndex,b.parentNode&&b.parentNode.selectedIndex);return null}})),f.support.enctype||(f.propFix.enctype="encoding"),f.support.checkOn||f.each(["radio","checkbox"],function(){f.valHooks[this]={get:function(a){return a.getAttribute("value")===null?"on":a.value}}}),f.each(["radio","checkbox"],function(){f.valHooks[this]=f.extend(f.valHooks[this],{set:function(a,b){if(f.isArray(b))return a.checked=f.inArray(f(a).val(),b)>=0}})});var z=/\.(.*)$/,A=/^(?:textarea|input|select)$/i,B=/\./g,C=/ /g,D=/[^\w\s.|`]/g,E=/^([^\.]*)?(?:\.(.+))?$/,F=/\bhover(\.\S+)?/,G=/^key/,H=/^(?:mouse|contextmenu)|click/,I=/^(\w*)(?:#([\w\-]+))?(?:\.([\w\-]+))?$/,J=function(a){var b=I.exec(a);b&&
(b[1]=(b[1]||"").toLowerCase(),b[3]=b[3]&&new RegExp("(?:^|\\s)"+b[3]+"(?:\\s|$)"));return b},K=function(a,b){return(!b[1]||a.nodeName.toLowerCase()===b[1])&&(!b[2]||a.id===b[2])&&(!b[3]||b[3].test(a.className))},L=function(a){return f.event.special.hover?a:a.replace(F,"mouseenter$1 mouseleave$1")};f.event={add:function(a,c,d,e,g){var h,i,j,k,l,m,n,o,p,q,r,s;if(!(a.nodeType===3||a.nodeType===8||!c||!d||!(h=f._data(a)))){d.handler&&(p=d,d=p.handler),d.guid||(d.guid=f.guid++),j=h.events,j||(h.events=j={}),i=h.handle,i||(h.handle=i=function(a){return typeof f!="undefined"&&(!a||f.event.triggered!==a.type)?f.event.dispatch.apply(i.elem,arguments):b},i.elem=a),c=L(c).split(" ");for(k=0;k<c.length;k++){l=E.exec(c[k])||[],m=l[1],n=(l[2]||"").split(".").sort(),s=f.event.special[m]||{},m=(g?s.delegateType:s.bindType)||m,s=f.event.special[m]||{},o=f.extend({type:m,origType:l[1],data:e,handler:d,guid:d.guid,selector:g,namespace:n.join(".")},p),g&&(o.quick=J(g),!o.quick&&f.expr.match.POS.test(g)&&(o.isPositional=!0)),r=j[m];if(!r){r=j[m]=[],r.delegateCount=0;if(!s.setup||s.setup.call(a,e,n,i)===!1)a.addEventListener?a.addEventListener(m,i,!1):a.attachEvent&&a.attachEvent("on"+m,i)}s.add&&(s.add.call(a,o),o.handler.guid||(o.handler.guid=d.guid)),g?r.splice(r.delegateCount++,0,o):r.push(o),f.event.global[m]=!0}a=null}},global:{},remove:function(a,b,c,d){var e=f.hasData(a)&&f._data(a),g,h,i,j,k,l,m,n,o,p,q;if(!!e&&!!(m=e.events)){b=L(b||"").split(" ");for(g=0;g<b.length;g++){h=E.exec(b[g])||[],i=h[1],j=h[2];if(!i){j=j?"."+j:"";for(l in m)f.event.remove(a,l+j,c,d);return}n=f.event.special[i]||{},i=(d?n.delegateType:n.bindType)||i,p=m[i]||[],k=p.length,j=j?new RegExp("(^|\\.)"+j.split(".").sort().join("\\.(?:.*\\.)?")+"(\\.|$)"):null;if(c||j||d||n.remove)for(l=0;l<p.length;l++){q=p[l];if(!c||c.guid===q.guid)if(!j||j.test(q.namespace))if(!d||d===q.selector||d==="**"&&q.selector)p.splice(l--,1),q.selector&&p.delegateCount--,n.remove&&n.remove.call(a,q)}else p.length=0;p.length===0&&k!==p.length&&((!n.teardown||n.teardown.call(a,j)===!1)&&f.removeEvent(a,i,e.handle),delete m[i])}f.isEmptyObject(m)&&(o=e.handle,o&&(o.elem=null),f.removeData(a,["events","handle"],!0))}},customEvent:{getData:!0,setData:!0,changeData:!0},trigger:function(c,d,e,g){if(!e||e.nodeType!==3&&e.nodeType!==8){var h=c.type||c,i=[],j,k,l,m,n,o,p,q,r,s;h.indexOf("!")>=0&&(h=h.slice(0,-1),k=!0),h.indexOf(".")>=0&&(i=h.split("."),h=i.shift(),i.sort());if((!e||f.event.customEvent[h])&&!f.event.global[h])return;c=typeof c=="object"?c[f.expando]?c:new f.Event(h,c):new f.Event(h),c.type=h,c.isTrigger=!0,c.exclusive=k,c.namespace=i.join("."),c.namespace_re=c.namespace?new RegExp("(^|\\.)"+i.join("\\.(?:.*\\.)?")+"(\\.|$)"):null,o=h.indexOf(":")<0?"on"+h:"",(g||!e)&&c.preventDefault();if(!e){j=f.cache;for(l in j)j[l].events&&j[l].events[h]&&f.event.trigger(c,d,j[l].handle.elem,!0);return}c.result=b,c.target||(c.target=e),d=d!=null?f.makeArray(d):[],d.unshift(c),p=f.event.special[h]||{};if(p.trigger&&p.trigger.apply(e,d)===!1)return;r=[[e,p.bindType||h]];if(!g&&!p.noBubble&&!f.isWindow(e)){s=p.delegateType||h,n=null;for(m=e.parentNode;m;m=m.parentNode)r.push([m,s]),n=m;n&&n===e.ownerDocument&&r.push([n.defaultView||n.parentWindow||a,s])}for(l=0;l<r.length;l++){m=r[l][0],c.type=r[l][1],q=(f._data(m,"events")||{})[c.type]&&f._data(m,"handle"),q&&q.apply(m,d),q=o&&m[o],q&&f.acceptData(m)&&q.apply(m,d);if(c.isPropagationStopped())break}c.type=h,c.isDefaultPrevented()||(!p._default||p._default.apply(e.ownerDocument,d)===!1)&&(h!=="click"||!f.nodeName(e,"a"))&&f.acceptData(e)&&o&&e[h]&&(h!=="focus"&&h!=="blur"||c.target.offsetWidth!==0)&&!f.isWindow(e)&&(n=e[o],n&&(e[o]=null),f.event.triggered=h,e[h](),f.event.triggered=b,n&&(e[o]=n));return c.result}},dispatch:function(c){c=f.event.fix(c||a.event);var d=(f._data(this,"events")||{})[c.type]||[],e=d.delegateCount,g=[].slice.call(arguments,0),h=!c.exclusive&&!c.namespace,i=(f.event.special[c.type]||{}).handle,j=[],k,l,m,n,o,p,q,r,s,t,u;g[0]=c,c.delegateTarget=this;if(e&&!c.target.disabled&&(!c.button||c.type!=="click"))for(m=c.target;m!=this;m=m.parentNode||this){o={},q=[];for(k=0;k<e;k++)r=d[k],s=r.selector,t=o[s],r.isPositional?t=(t||(o[s]=f(s))).index(m)>=0:t===b&&(t=o[s]=r.quick?K(m,r.quick):f(m).is(s)),t&&q.push(r);q.length&&j.push({elem:m,matches:q})}d.length>e&&j.push({elem:this,matches:d.slice(e)});for(k=0;k<j.length&&!c.isPropagationStopped();k++){p=j[k],c.currentTarget=p.elem;for(l=0;l<p.matches.length&&!c.isImmediatePropagationStopped();l++){r=p.matches[l];if(h||!c.namespace&&!r.namespace||c.namespace_re&&c.namespace_re.test(r.namespace))c.data=r.data,c.handleObj=r,n=(i||r.handler).apply(p.elem,g),n!==b&&(c.result=n,n===!1&&(c.preventDefault(),c.stopPropagation()))}}return c.result},props:"attrChange attrName relatedNode srcElement altKey bubbles cancelable ctrlKey currentTarget eventPhase metaKey relatedTarget shiftKey target timeStamp view which".split(" "),fixHooks:{},keyHooks:{props:"char charCode key keyCode".split(" "),filter:function(a,b){a.which==null&&(a.which=b.charCode!=null?b.charCode:b.keyCode);return a}},mouseHooks:{props:"button buttons clientX clientY fromElement offsetX offsetY pageX pageY screenX screenY toElement wheelDelta".split(" "),filter:function(a,d){var e,f,g,h=d.button,i=d.fromElement;a.pageX==null&&d.clientX!=null&&(e=a.target.ownerDocument||c,f=e.documentElement,g=e.body,a.pageX=d.clientX+(f&&f.scrollLeft||g&&g.scrollLeft||0)-(f&&f.clientLeft||g&&g.clientLeft||0),a.pageY=d.clientY+(f&&f.scrollTop||g&&g.scrollTop||0)-(f&&f.clientTop||g&&g.clientTop||0)),!a.relatedTarget&&i&&(a.relatedTarget=i===a.target?d.toElement:i),!a.which&&h!==b&&(a.which=h&1?1:h&2?3:h&4?2:0);return a}},fix:function(a){if(a[f.expando])return a;var d,e,g=a,h=f.event.fixHooks[a.type]||{},i=h.props?this.props.concat(h.props):this.props;a=f.Event(g);for(d=i.length;d;)e=i[--d],a[e]=g[e];a.target||(a.target=g.srcElement||c),a.target.nodeType===3&&(a.target=a.target.parentNode),a.metaKey===b&&(a.metaKey=a.ctrlKey);return h.filter?h.filter(a,g):a},special:{ready:{setup:f.bindReady},focus:{delegateType:"focusin",noBubble:!0},blur:{delegateType:"focusout",noBubble:!0},beforeunload:{setup:function(a,b,c){f.isWindow(this)&&(this.onbeforeunload=c)},teardown:function(a,b){this.onbeforeunload===b&&(this.onbeforeunload=null)}}},simulate:function(a,b,c,d){var e=f.extend(new f.Event,c,{type:a,isSimulated:!0,originalEvent:{}});d?f.event.trigger(e,null,b):f.event.dispatch.call(b,e),e.isDefaultPrevented()&&c.preventDefault()}},f.event.handle=f.event.dispatch,f.removeEvent=c.removeEventListener?function(a,b,c){a.removeEventListener&&a.removeEventListener(b,c,!1)}:function(a,b,c){a.detachEvent&&a.detachEvent("on"+b,c)},f.Event=function(a,b){if(!(this instanceof f.Event))return new f.Event(a,b);a&&a.type?(this.originalEvent=a,this.type=a.type,this.isDefaultPrevented=a.defaultPrevented||a.returnValue===!1||a.getPreventDefault&&a.getPreventDefault()?N:M):this.type=a,b&&f.extend(this,b),this.timeStamp=a&&a.timeStamp||f.now(),this[f.expando]=!0},f.Event.prototype={preventDefault:function(){this.isDefaultPrevented=N;var a=this.originalEvent;!a||(a.preventDefault?a.preventDefault():a.returnValue=!1)},stopPropagation:function(){this.isPropagationStopped=N;var a=this.originalEvent;!a||(a.stopPropagation&&a.stopPropagation(),a.cancelBubble=!0)},stopImmediatePropagation:function(){this.isImmediatePropagationStopped=N,this.stopPropagation()},isDefaultPrevented:M,isPropagationStopped:M,isImmediatePropagationStopped:M},f.each({mouseenter:"mouseover",mouseleave:"mouseout"},function(a,b){f.event.special[a]=f.event.special[b]={delegateType:b,bindType:b,handle:function(a){var b=this,c=a.relatedTarget,d=a.handleObj,e=d.selector,g,h;if(!c||d.origType===a.type||c!==b&&!f.contains(b,c))g=a.type,a.type=d.origType,h=d.handler.apply(this,arguments),a.type=g;return h}}}),f.support.submitBubbles||(f.event.special.submit={setup:function(){if(f.nodeName(this,"form"))return!1;f.event.add(this,"click._submit keypress._submit",function(a){var c=a.target,d=f.nodeName(c,"input")||f.nodeName(c,"button")?c.form:b;d&&!d._submit_attached&&(f.event.add(d,"submit._submit",function(a){this.parentNode&&f.event.simulate("submit",this.parentNode,a,!0)}),d._submit_attached=!0)})},teardown:function(){if(f.nodeName(this,"form"))return!1;f.event.remove(this,"._submit")}}),f.support.changeBubbles||(f.event.special.change={setup:function(){if(A.test(this.nodeName)){if(this.type==="checkbox"||this.type==="radio")f.event.add(this,"propertychange._change",function(a){a.originalEvent.propertyName==="checked"&&(this._just_changed=!0)}),f.event.add(this,"click._change",function(a){this._just_changed&&(this._just_changed=!1,f.event.simulate("change",this,a,!0))});return!1}f.event.add(this,"beforeactivate._change",function(a){var b=a.target;A.test(b.nodeName)&&!b._change_attached&&(f.event.add(b,"change._change",function(a){this.parentNode&&!a.isSimulated&&f.event.simulate("change",this.parentNode,a,!0)}),b._change_attached=!0)})},handle:function(a){var b=a.target;if(this!==b||a.isSimulated||a.isTrigger||b.type!=="radio"&&b.type!=="checkbox")return a.handleObj.handler.apply(this,arguments)},teardown:function(){f.event.remove(this,"._change");return A.test(this.nodeName)}}),f.support.focusinBubbles||f.each({focus:"focusin",blur:"focusout"},function(a,b){var d=0,e=function(a){f.event.simulate(b,a.target,f.event.fix(a),!0)};f.event.special[b]={setup:function(){d++===0&&c.addEventListener(a,e,!0)},teardown:function(){--d===0&&c.removeEventListener(a,e,!0)}}}),f.fn.extend({on:function(a,c,d,e,g){var h,i;if(typeof a=="object"){typeof c!="string"&&(d=c,c=b);for(i in a)this.on(i,c,d,a[i],g);return this}d==null&&e==null?(e=c,d=c=b):e==null&&(typeof c=="string"?(e=d,d=b):(e=d,d=c,c=b));if(e===!1)e=M;else if(!e)return this;g===1&&(h=e,e=function(a){f().off(a);return h.apply(this,arguments)},e.guid=h.guid||(h.guid=f.guid++));return this.each(function(){f.event.add(this,a,e,d,c)})},one:function(a,b,c,d){return this.on.call(this,a,b,c,d,1)},off:function(a,c,d){if(a&&a.preventDefault&&a.handleObj){var e=a.handleObj;f(a.delegateTarget).off(e.namespace?e.type+"."+e.namespace:e.type,e.selector,e.handler);return this}if(typeof a=="object"){for(var g in a)this.off(g,c,a[g]);return this}if(c===!1||typeof c=="function")d=c,c=b;d===!1&&(d=M);return this.each(function(){f.event.remove(this,a,d,c)})},bind:function(a,b,c){return this.on(a,null,b,c)},unbind:function(a,b){return this.off(a,null,b)},live:function(a,b,c){f(this.context).on(a,this.selector,b,c);return this},die:function(a,b){f(this.context).off(a,this.selector||"**",b);return this},delegate:function(a,b,c,d){return this.on(b,a,c,d)},undelegate:function(a,b,c){return arguments.length==1?this.off(a,"**"):this.off(b,a,c)},trigger:function(a,b){return this.each(function(){f.event.trigger(a,b,this)})},triggerHandler:function(a,b){if(this[0])return f.event.trigger(a,b,this[0],!0)},toggle:function(a){var b=arguments,c=a.guid||f.guid++,d=0,e=function(c){var e=(f._data(this,"lastToggle"+a.guid)||0)%d;f._data(this,"lastToggle"+a.guid,e+1),c.preventDefault();return b[e].apply(this,arguments)||!1};e.guid=c;while(d<b.length)b[d++].guid=c;return this.click(e)},hover:function(a,b){return this.mouseenter(a).mouseleave(b||a)}}),f.each("blur focus focusin focusout load resize scroll unload click dblclick mousedown mouseup mousemove mouseover mouseout mouseenter mouseleave change select submit keydown keypress keyup error contextmenu".split(" "),function(a,b){f.fn[b]=function(a,c){c==null&&(c=a,a=null);return arguments.length>0?this.bind(b,a,c):this.trigger(b)},f.attrFn&&(f.attrFn[b]=!0),G.test(b)&&(f.event.fixHooks[b]=f.event.keyHooks),H.test(b)&&(f.event.fixHooks[b]=f.event.mouseHooks)}),function(){function x(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}if(j.nodeType===1){g||(j[d]=c,j.sizset=h);if(typeof b!="string"){if(j===b){k=!0;break}}else if(m.filter(b,[j]).length>0){k=j;break}}j=j[a]}e[h]=k}}}function w(a,b,c,e,f,g){for(var h=0,i=e.length;h<i;h++){var j=e[h];if(j){var k=!1;j=j[a];while(j){if(j[d]===c){k=e[j.sizset];break}j.nodeType===1&&!g&&(j[d]=c,j.sizset=h);if(j.nodeName.toLowerCase()===b){k=j;break}j=j[a]}e[h]=k}}}var a=/((?:\((?:\([^()]+\)|[^()]+)+\)|\[(?:\[[^\[\]]*\]|['"][^'"]*['"]|[^\[\]'"]+)+\]|\\.|[^ >+~,(\[\\]+)+|[>+~])(\s*,\s*)?((?:.|\r|\n)*)/g,d="sizcache"+(Math.random()+"").replace(".",""),e=0,g=Object.prototype.toString,h=!1,i=!0,j=/\\/g,k=/\r\n/g,l=/\W/;[0,0].sort(function(){i=!1;return 0});var m=function(b,d,e,f){e=e||[],d=d||c;var h=d;if(d.nodeType!==1&&d.nodeType!==9)return[];if(!b||typeof b!="string")return e;var i,j,k,l,n,q,r,t,u=!0,v=m.isXML(d),w=[],x=b;do{a.exec(""),i=a.exec(x);if(i){x=i[3],w.push(i[1]);if(i[2]){l=i[3];break}}}while(i);if(w.length>1&&p.exec(b))if(w.length===2&&o.relative[w[0]])j=y(w[0]+w[1],d,f);else{j=o.relative[w[0]]?[d]:m(w.shift(),d);while(w.length)b=w.shift(),o.relative[b]&&(b+=w.shift()),j=y(b,j,f)}else{!f&&w.length>1&&d.nodeType===9&&!v&&o.match.ID.test(w[0])&&!o.match.ID.test(w[w.length-1])&&(n=m.find(w.shift(),d,v),d=n.expr?m.filter(n.expr,n.set)[0]:n.set[0]);if(d){n=f?{expr:w.pop(),set:s(f)}:m.find(w.pop(),w.length===1&&(w[0]==="~"||w[0]==="+")&&d.parentNode?d.parentNode:d,v),j=n.expr?m.filter(n.expr,n.set):n.set,w.length>0?k=s(j):u=!1;while(w.length)q=w.pop(),r=q,o.relative[q]?r=w.pop():q="",r==null&&(r=d),o.relative[q](k,r,v)}else k=w=[]}k||(k=j),k||m.error(q||b);if(g.call(k)==="[object Array]")if(!u)e.push.apply(e,k);else if(d&&d.nodeType===1)for(t=0;k[t]!=null;t++)k[t]&&(k[t]===!0||k[t].nodeType===1&&m.contains(d,k[t]))&&e.push(j[t]);else for(t=0;k[t]!=null;t++)k[t]&&k[t].nodeType===1&&e.push(j[t]);else s(k,e);l&&(m(l,h,e,f),m.uniqueSort(e));return e};m.uniqueSort=function(a){if(u){h=i,a.sort(u);if(h)for(var b=1;b<a.length;b++)a[b]===a[b-1]&&a.splice(b--,1)}return a},m.matches=function(a,b){return m(a,null,null,b)},m.matchesSelector=function(a,b){return m(b,null,null,[a]).length>0},m.find=function(a,b,c){var d,e,f,g,h,i;if(!a)return[];for(e=0,f=o.order.length;e<f;e++){h=o.order[e];if(g=o.leftMatch[h].exec(a)){i=g[1],g.splice(1,1);if(i.substr(i.length-1)!=="\\"){g[1]=(g[1]||"").replace(j,""),d=o.find[h](g,b,c);if(d!=null){a=a.replace(o.match[h],"");break}}}}d||(d=typeof b.getElementsByTagName!="undefined"?b.getElementsByTagName("*"):[]);return{set:d,expr:a}},m.filter=function(a,c,d,e){var f,g,h,i,j,k,l,n,p,q=a,r=[],s=c,t=c&&c[0]&&m.isXML(c[0]);while(a&&c.length){for(h in o.filter)if((f=o.leftMatch[h].exec(a))!=null&&f[2]){k=o.filter[h],l=f[1],g=!1,f.splice(1,1);if(l.substr(l.length-1)==="\\")continue;s===r&&(r=[]);if(o.preFilter[h]){f=o.preFilter[h](f,s,d,r,e,t);if(!f)g=i=!0;else if(f===!0)continue}if(f)for(n=0;(j=s[n])!=null;n++)j&&(i=k(j,f,n,s),p=e^i,d&&i!=null?p?g=!0:s[n]=!1:p&&(r.push(j),g=!0));if(i!==b){d||(s=r),a=a.replace(o.match[h],"");if(!g)return[];break}}if(a===q)if(g==null)m.error(a);else break;q=a}return s},m.error=function(a){throw"Syntax error, unrecognized expression: "+a};var n=m.getText=function(a){var b,c,d=a.nodeType,e="";if(d){if(d===1){if(typeof a.textContent=="string")return a.textContent;if(typeof a.innerText=="string")return a.innerText.replace(k,"");for(a=a.firstChild;a;a=a.nextSibling)e+=n(a)}else if(d===3||d===4)return a.nodeValue}else for(b=0;c=a[b];b++)c.nodeType!==8&&(e+=n(c));return e},o=m.selectors={order:["ID","NAME","TAG"],match:{ID:/#((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,CLASS:/\.((?:[\w\u00c0-\uFFFF\-]|\\.)+)/,NAME:/\[name=['"]*((?:[\w\u00c0-\uFFFF\-]|\\.)+)['"]*\]/,ATTR:/\[\s*((?:[\w\u00c0-\uFFFF\-]|\\.)+)\s*(?:(\S?=)\s*(?:(['"])(.*?)\3|(#?(?:[\w\u00c0-\uFFFF\-]|\\.)*)|)|)\s*\]/,TAG:/^((?:[\w\u00c0-\uFFFF\*\-]|\\.)+)/,CHILD:/:(only|nth|last|first)-child(?:\(\s*(even|odd|(?:[+\-]?\d+|(?:[+\-]?\d*)?n\s*(?:[+\-]\s*\d+)?))\s*\))?/,POS:/:(nth|eq|gt|lt|first|last|even|odd)(?:\((\d*)\))?(?=[^\-]|$)/,PSEUDO:/:((?:[\w\u00c0-\uFFFF\-]|\\.)+)(?:\((['"]?)((?:\([^\)]+\)|[^\(\)]*)+)\2\))?/},leftMatch:{},attrMap:{"class":"className","for":"htmlFor"},attrHandle:{href:function(a){return a.getAttribute("href")},type:function(a){return a.getAttribute("type")}},relative:{"+":function(a,b){var c=typeof b=="string",d=c&&!l.test(b),e=c&&!d;d&&(b=b.toLowerCase());for(var f=0,g=a.length,h;f<g;f++)if(h=a[f]){while((h=h.previousSibling)&&h.nodeType!==1);a[f]=e||h&&h.nodeName.toLowerCase()===b?h||!1:h===b}e&&m.filter(b,a,!0)},">":function(a,b){var c,d=typeof b=="string",e=0,f=a.length;if(d&&!l.test(b)){b=b.toLowerCase();for(;e<f;e++){c=a[e];if(c){var g=c.parentNode;a[e]=g.nodeName.toLowerCase()===b?g:!1}}}else{for(;e<f;e++)c=a[e],c&&(a[e]=d?c.parentNode:c.parentNode===b);d&&m.filter(b,a,!0)}},"":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("parentNode",b,f,a,d,c)},"~":function(a,b,c){var d,f=e++,g=x;typeof b=="string"&&!l.test(b)&&(b=b.toLowerCase(),d=b,g=w),g("previousSibling",b,f,a,d,c)}},find:{ID:function(a,b,c){if(typeof b.getElementById!="undefined"&&!c){var d=b.getElementById(a[1]);return d&&d.parentNode?[d]:[]}},NAME:function(a,b){if(typeof b.getElementsByName!="undefined"){var c=[],d=b.getElementsByName(a[1]);for(var e=0,f=d.length;e<f;e++)d[e].getAttribute("name")===a[1]&&c.push(d[e]);return c.length===0?null:c}},TAG:function(a,b){if(typeof b.getElementsByTagName!="undefined")return b.getElementsByTagName(a[1])}},preFilter:{CLASS:function(a,b,c,d,e,f){a=" "+a[1].replace(j,"")+" ";if(f)return a;for(var g=0,h;(h=b[g])!=null;g++)h&&(e^(h.className&&(" "+h.className+" ").replace(/[\t\n\r]/g," ").indexOf(a)>=0)?c||d.push(h):c&&(b[g]=!1));return!1},ID:function(a){return a[1].replace(j,"")},TAG:function(a,b){return a[1].replace(j,"").toLowerCase()},CHILD:function(a){if(a[1]==="nth"){a[2]||m.error(a[0]),a[2]=a[2].replace(/^\+|\s*/g,"");var b=/(-?)(\d*)(?:n([+\-]?\d*))?/.exec(a[2]==="even"&&"2n"||a[2]==="odd"&&"2n+1"||!/\D/.test(a[2])&&"0n+"+a[2]||a[2]);a[2]=b[1]+(b[2]||1)-0,a[3]=b[3]-0}else a[2]&&m.error(a[0]);a[0]=e++;return a},ATTR:function(a,b,c,d,e,f){var g=a[1]=a[1].replace(j,"");!f&&o.attrMap[g]&&(a[1]=o.attrMap[g]),a[4]=(a[4]||a[5]||"").replace(j,""),a[2]==="~="&&(a[4]=" "+a[4]+" ");return a},PSEUDO:function(b,c,d,e,f){if(b[1]==="not")if((a.exec(b[3])||"").length>1||/^\w/.test(b[3]))b[3]=m(b[3],null,null,c);else{var g=m.filter(b[3],c,d,!0^f);d||e.push.apply(e,g);return!1}else if(o.match.POS.test(b[0])||o.match.CHILD.test(b[0]))return!0;return b},POS:function(a){a.unshift(!0);return a}},filters:{enabled:function(a){return a.disabled===!1&&a.type!=="hidden"},disabled:function(a){return a.disabled===!0},checked:function(a){return a.checked===!0},selected:function(a){a.parentNode&&a.parentNode.selectedIndex;return a.selected===!0},parent:function(a){return!!a.firstChild},empty:function(a){return!a.firstChild},has:function(a,b,c){return!!m(c[3],a).length},header:function(a){return/h\d/i.test(a.nodeName)},text:function(a){var b=a.getAttribute("type"),c=a.type;return a.nodeName.toLowerCase()==="input"&&"text"===c&&(b===c||b===null)},radio:function(a){return a.nodeName.toLowerCase()==="input"&&"radio"===a.type},checkbox:function(a){return a.nodeName.toLowerCase()==="input"&&"checkbox"===a.type},file:function(a){return a.nodeName.toLowerCase()==="input"&&"file"===a.type},password:function(a){return a.nodeName.toLowerCase()==="input"&&"password"===a.type},submit:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"submit"===a.type},image:function(a){return a.nodeName.toLowerCase()==="input"&&"image"===a.type},reset:function(a){var b=a.nodeName.toLowerCase();return(b==="input"||b==="button")&&"reset"===a.type},button:function(a){var b=a.nodeName.toLowerCase();return b==="input"&&"button"===a.type||b==="button"},input:function(a){return/input|select|textarea|button/i.test(a.nodeName)},focus:function(a){return a===a.ownerDocument.activeElement}},setFilters:{first:function(a,b){return b===0},last:function(a,b,c,d){return b===d.length-1},even:function(a,b){return b%2===0},odd:function(a,b){return b%2===1},lt:function(a,b,c){return b<c[3]-0},gt:function(a,b,c){return b>c[3]-0},nth:function(a,b,c){return c[3]-0===b},eq:function(a,b,c){return c[3]-0===b}},filter:{PSEUDO:function(a,b,c,d){var e=b[1],f=o.filters[e];if(f)return f(a,c,b,d);if(e==="contains")return(a.textContent||a.innerText||n([a])||"").indexOf(b[3])>=0;if(e==="not"){var g=b[3];for(var h=0,i=g.length;h<i;h++)if(g[h]===a)return!1;return!0}m.error(e)},CHILD:function(a,b){var c,e,f,g,h,i,j,k=b[1],l=a;switch(k){case"only":case"first":while(l=l.previousSibling)if(l.nodeType===1)return!1;if(k==="first")return!0;l=a;case"last":while(l=l.nextSibling)if(l.nodeType===1)return!1;return!0;case"nth":c=b[2],e=b[3];if(c===1&&e===0)return!0;f=b[0],g=a.parentNode;if(g&&(g[d]!==f||!a.nodeIndex)){i=0;for(l=g.firstChild;l;l=l.nextSibling)l.nodeType===1&&(l.nodeIndex=++i);g[d]=f}j=a.nodeIndex-e;return c===0?j===0:j%c===0&&j/c>=0}},ID:function(a,b){return a.nodeType===1&&a.getAttribute("id")===b},TAG:function(a,b){return b==="*"&&a.nodeType===1||!!a.nodeName&&a.nodeName.toLowerCase()===b},CLASS:function(a,b){return(" "+(a.className||a.getAttribute("class"))+" ").indexOf(b)>-1},ATTR:function(a,b){var c=b[1],d=m.attr?m.attr(a,c):o.attrHandle[c]?o.attrHandle[c](a):a[c]!=null?a[c]:a.getAttribute(c),e=d+"",f=b[2],g=b[4];return d==null?f==="!=":!f&&m.attr?d!=null:f==="="?e===g:f==="*="?e.indexOf(g)>=0:f==="~="?(" "+e+" ").indexOf(g)>=0:g?f==="!="?e!==g:f==="^="?e.indexOf(g)===0:f==="$="?e.substr(e.length-g.length)===g:f==="|="?e===g||e.substr(0,g.length+1)===g+"-":!1:e&&d!==!1},POS:function(a,b,c,d){var e=b[2],f=o.setFilters[e];if(f)return f(a,c,b,d)}}},p=o.match.POS,q=function(a,b){return"\\"+(b-0+1)};for(var r in o.match)o.match[r]=new RegExp(o.match[r].source+/(?![^\[]*\])(?![^\(]*\))/.source),o.leftMatch[r]=new RegExp(/(^(?:.|\r|\n)*?)/.source+o.match[r].source.replace(/\\(\d+)/g,q));var s=function(a,b){a=Array.prototype.slice.call(a,0);if(b){b.push.apply(b,a);return b}return a};try{Array.prototype.slice.call(c.documentElement.childNodes,0)[0].nodeType}catch(t){s=function(a,b){var c=0,d=b||[];if(g.call(a)==="[object Array]")Array.prototype.push.apply(d,a);else if(typeof a.length=="number")for(var e=a.length;c<e;c++)d.push(a[c]);else for(;a[c];c++)d.push(a[c]);return d}}var u,v;c.documentElement.compareDocumentPosition?u=function(a,b){if(a===b){h=!0;return 0}if(!a.compareDocumentPosition||!b.compareDocumentPosition)return a.compareDocumentPosition?-1:1;return a.compareDocumentPosition(b)&4?-1:1}:(u=function(a,b){if(a===b){h=!0;return 0}if(a.sourceIndex&&b.sourceIndex)return a.sourceIndex-b.sourceIndex;var c,d,e=[],f=[],g=a.parentNode,i=b.parentNode,j=g;if(g===i)return v(a,b);if(!g)return-1;if(!i)return 1;while(j)e.unshift(j),j=j.parentNode;j=i;while(j)f.unshift(j),j=j.parentNode;c=e.length,d=f.length;for(var k=0;k<c&&k<d;k++)if(e[k]!==f[k])return v(e[k],f[k]);return k===c?v(a,f[k],-1):v(e[k],b,1)},v=function(a,b,c){if(a===b)return c;var d=a.nextSibling;while(d){if(d===b)return-1;d=d.nextSibling}return 1}),function(){var a=c.createElement("div"),d="script"+(new Date).getTime(),e=c.documentElement;a.innerHTML="<a name='"+d+"'/>",e.insertBefore(a,e.firstChild),c.getElementById(d)&&(o.find.ID=function(a,c,d){if(typeof c.getElementById!="undefined"&&!d){var e=c.getElementById(a[1]);return e?e.id===a[1]||typeof e.getAttributeNode!="undefined"&&e.getAttributeNode("id").nodeValue===a[1]?[e]:b:[]}},o.filter.ID=function(a,b){var c=typeof a.getAttributeNode!="undefined"&&a.getAttributeNode("id");return a.nodeType===1&&c&&c.nodeValue===b}),e.removeChild(a),e=a=null}(),function(){var a=c.createElement("div");a.appendChild(c.createComment("")),a.getElementsByTagName("*").length>0&&(o.find.TAG=function(a,b){var c=b.getElementsByTagName(a[1]);if(a[1]==="*"){var d=[];for(var e=0;c[e];e++)c[e].nodeType===1&&d.push(c[e]);c=d}return c}),a.innerHTML="<a href='#'></a>",a.firstChild&&typeof a.firstChild.getAttribute!="undefined"&&a.firstChild.getAttribute("href")!=="#"&&(o.attrHandle.href=function(a){return a.getAttribute("href",2)}),a=null}(),c.querySelectorAll&&function(){var a=m,b=c.createElement("div"),d="__sizzle__";b.innerHTML="<p class='TEST'></p>";if(!b.querySelectorAll||b.querySelectorAll(".TEST").length!==0){m=function(b,e,f,g){e=e||c;if(!g&&!m.isXML(e)){var h=/^(\w+$)|^\.([\w\-]+$)|^#([\w\-]+$)/.exec(b);if(h&&(e.nodeType===1||e.nodeType===9)){if(h[1])return s(e.getElementsByTagName(b),f);if(h[2]&&o.find.CLASS&&e.getElementsByClassName)return s(e.getElementsByClassName(h[2]),f)}if(e.nodeType===9){if(b==="body"&&e.body)return s([e.body],f);if(h&&h[3]){var i=e.getElementById(h[3]);if(!i||!i.parentNode)return s([],f);if(i.id===h[3])return s([i],f)}try{return s(e.querySelectorAll(b),f)}catch(j){}}else if(e.nodeType===1&&e.nodeName.toLowerCase()!=="object"){var k=e,l=e.getAttribute("id"),n=l||d,p=e.parentNode,q=/^\s*[+~]/.test(b);l?n=n.replace(/'/g,"\\$&"):e.setAttribute("id",n),q&&p&&(e=e.parentNode);try{if(!q||p)return s(e.querySelectorAll("[id='"+n+"'] "+b),f)}catch(r){}finally{l||k.removeAttribute("id")}}}return a(b,e,f,g)};for(var e in a)m[e]=a[e];b=null}}(),function(){var a=c.documentElement,b=a.matchesSelector||a.mozMatchesSelector||a.webkitMatchesSelector||a.msMatchesSelector;if(b){var d=!b.call(c.createElement("div"),"div"),e=!1;try{b.call(c.documentElement,"[test!='']:sizzle")}catch(f){e=!0}m.matchesSelector=function(a,c){c=c.replace(/\=\s*([^'"\]]*)\s*\]/g,"='$1']");if(!m.isXML(a))try{if(e||!o.match.PSEUDO.test(c)&&!/!=/.test(c)){var f=b.call(a,c);if(f||!d||a.document&&a.document.nodeType!==11)return f}}catch(g){}return m(c,null,null,[a]).length>0}}}(),function(){var a=c.createElement("div");a.innerHTML="<div class='test e'></div><div class='test'></div>";if(!!a.getElementsByClassName&&a.getElementsByClassName("e").length!==0){a.lastChild.className="e";if(a.getElementsByClassName("e").length===1)return;o.order.splice(1,0,"CLASS"),o.find.CLASS=function(a,b,c){if(typeof b.getElementsByClassName!="undefined"&&!c)return b.getElementsByClassName(a[1])},a=null}}(),c.documentElement.contains?m.contains=function(a,b){return a!==b&&(a.contains?a.contains(b):!0)}:c.documentElement.compareDocumentPosition?m.contains=function(a,b){return!!(a.compareDocumentPosition(b)&16)}:m.contains=function(){return!1},m.isXML=function(a){var b=(a?a.ownerDocument||a:0).documentElement;return b?b.nodeName!=="HTML":!1};var y=function(a,b,c){var d,e=[],f="",g=b.nodeType?[b]:b;while(d=o.match.PSEUDO.exec(a))f+=d[0],a=a.replace(o.match.PSEUDO,"");a=o.relative[a]?a+"*":a;for(var h=0,i=g.length;h<i;h++)m(a,g[h],e,c);return m.filter(f,e)};m.attr=f.attr,m.selectors.attrMap={},f.find=m,f.expr=m.selectors,f.expr[":"]=f.expr.filters,f.unique=m.uniqueSort,f.text=m.getText,f.isXMLDoc=m.isXML,f.contains=m.contains}();var O=/Until$/,P=/^(?:parents|prevUntil|prevAll)/,Q=/,/,R=/^.[^:#\[\.,]*$/,S=Array.prototype.slice,T=f.expr.match.POS,U={children:!0,contents:!0,next:!0,prev:!0};f.fn.extend({find:function(a){var b=this,c,d;if(typeof a!="string")return f(a).filter(function(){for(c=0,d=b.length;c<d;c++)if(f.contains(b[c],this))return!0});var e=this.pushStack("","find",a),g,h,i;for(c=0,d=this.length;c<d;c++){g=e.length,f.find(a,this[c],e);if(c>0)for(h=g;h<e.length;h++)for(i=0;i<g;i++)if(e[i]===e[h]){e.splice(h--,1);break}}return e},has:function(a){var b=f(a);return this.filter(function(){for(var a=0,c=b.length;a<c;a++)if(f.contains(this,b[a]))return!0})},not:function(a){return this.pushStack(W(this,a,!1),"not",a)},filter:function(a){return this.pushStack(W(this,a,!0),"filter",a)},is:function(a){return!!a&&(typeof a=="string"?T.test(a)?f(a,this.context).index(this[0])>=0:f.filter(a,this).length>0:this.filter(a).length>0)},closest:function(a,b){var c=[],d,e,g=this[0];if(f.isArray(a)){var h=1;while(g&&g.ownerDocument&&g!==b){for(d=0;d<a.length;d++)f(g).is(a[d])&&c.push({selector:a[d],elem:g,level:h});g=g.parentNode,h++}return c}var i=T.test(a)||typeof a!="string"?f(a,b||this.context):0;for(d=0,e=this.length;d<e;d++){g=this[d];while(g){if(i?i.index(g)>-1:f.find.matchesSelector(g,a)){c.push(g);break}g=g.parentNode;if(!g||!g.ownerDocument||g===b||g.nodeType===11)break}}c=c.length>1?f.unique(c):c;return this.pushStack(c,"closest",a)},index:function(a){if(!a)return this[0]&&this[0].parentNode?this.prevAll().length:-1;if(typeof a=="string")return f.inArray(this[0],f(a));return f.inArray(a.jquery?a[0]:a,this)},add:function(a,b){var c=typeof a=="string"?f(a,b):f.makeArray(a&&a.nodeType?[a]:a),d=f.merge(this.get(),c);return this.pushStack(V(c[0])||V(d[0])?d:f.unique(d))},andSelf:function(){return this.add(this.prevObject)}}),f.each({parent:function(a){var b=a.parentNode;return b&&b.nodeType!==11?b:null},parents:function(a){return f.dir(a,"parentNode")},parentsUntil:function(a,b,c){return f.dir(a,"parentNode",c)},next:function(a){return f.nth(a,2,"nextSibling")},prev:function(a){return f.nth(a,2,"previousSibling")},nextAll:function(a){return f.dir(a,"nextSibling")},prevAll:function(a){return f.dir(a,"previousSibling")},nextUntil:function(a,b,c){return f.dir(a,"nextSibling",c)},prevUntil:function(a,b,c){return f.dir(a,"previousSibling",c)},siblings:function(a){return f.sibling(a.parentNode.firstChild,a)},children:function(a){return f.sibling(a.firstChild)},contents:function(a){return f.nodeName(a,"iframe")?a.contentDocument||a.contentWindow.document:f.makeArray(a.childNodes)}},function(a,b){f.fn[a]=function(c,d){var e=f.map(this,b,c),g=S.call(arguments);O.test(a)||(d=c),d&&typeof d=="string"&&(e=f.filter(d,e)),e=this.length>1&&!U[a]?f.unique(e):e,(this.length>1||Q.test(d))&&P.test(a)&&(e=e.reverse());return this.pushStack(e,a,g.join(","))}}),f.extend({filter:function(a,b,c){c&&(a=":not("+a+")");return b.length===1?f.find.matchesSelector(b[0],a)?[b[0]]:[]:f.find.matches(a,b)},dir:function(a,c,d){var e=[],g=a[c];while(g&&g.nodeType!==9&&(d===b||g.nodeType!==1||!f(g).is(d)))g.nodeType===1&&e.push(g),g=g[c];return e},nth:function(a,b,c,d){b=b||1;var e=0;for(;a;a=a[c])if(a.nodeType===1&&++e===b)break;return a},sibling:function(a,b){var c=[];for(;a;a=a.nextSibling)a.nodeType===1&&a!==b&&c.push(a);return c}});var Y="abbr article aside audio canvas datalist details figcaption figure footer header hgroup mark meter nav output progress section summary time video",Z=/ jQuery\d+="(?:\d+|null)"/g,$=/^\s+/,_=/<(?!area|br|col|embed|hr|img|input|link|meta|param)(([\w:]+)[^>]*)\/>/ig,ba=/<([\w:]+)/,bb=/<tbody/i,bc=/<|&#?\w+;/,bd=/<(?:script|style)/i,be=/<(?:script|object|embed|option|style)/i,bf=new RegExp("<(?:"+Y.replace(" ","|")+")","i"),bg=/checked\s*(?:[^=]|=\s*.checked.)/i,bh=/\/(java|ecma)script/i,bi=/^\s*<!(?:\[CDATA\[|\-\-)/,bj={option:[1,"<select multiple='multiple'>","</select>"],legend:[1,"<fieldset>","</fieldset>"],thead:[1,"<table>","</table>"],tr:[2,"<table><tbody>","</tbody></table>"],td:[3,"<table><tbody><tr>","</tr></tbody></table>"],col:[2,"<table><tbody></tbody><colgroup>","</colgroup></table>"],area:[1,"<map>","</map>"],_default:[0,"",""]},bk=X(c);bj.optgroup=bj.option,bj.tbody=bj.tfoot=bj.colgroup=bj.caption=bj.thead,bj.th=bj.td,f.support.htmlSerialize||(bj._default=[1,"div<div>","</div>"]),f.fn.extend({text:function(a){if(f.isFunction(a))return this.each(function(b){var c=f(this);c.text(a.call(this,b,c.text()))});if(typeof a!="object"&&a!==b)return this.empty().append((this[0]&&this[0].ownerDocument||c).createTextNode(a));return f.text(this)},wrapAll:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapAll(a.call(this,b))});if(this[0]){var b=f(a,this[0].ownerDocument).eq(0).clone(!0);this[0].parentNode&&b.insertBefore(this[0]),b.map(function(){var a=this;while(a.firstChild&&a.firstChild.nodeType===1)a=a.firstChild;return a}).append(this)}return this},wrapInner:function(a){if(f.isFunction(a))return this.each(function(b){f(this).wrapInner(a.call(this,b))});return this.each(function(){var b=f(this),c=b.contents();c.length?c.wrapAll(a):b.append(a)})},wrap:function(a){return this.each(function(){f(this).wrapAll(a)})},unwrap:function(){return this.parent().each(function(){f.nodeName(this,"body")||f(this).replaceWith(this.childNodes)}).end()},append:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.appendChild(a)})},prepend:function(){return this.domManip(arguments,!0,function(a){this.nodeType===1&&this.insertBefore(a,this.firstChild)})},before:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this)});if(arguments.length){var a=f(arguments[0]);a.push.apply(a,this.toArray());return this.pushStack(a,"before",arguments)}},after:function(){if(this[0]&&this[0].parentNode)return this.domManip(arguments,!1,function(a){this.parentNode.insertBefore(a,this.nextSibling)});if(arguments.length){var a=this.pushStack(this,"after"
,arguments);a.push.apply(a,f(arguments[0]).toArray());return a}},remove:function(a,b){for(var c=0,d;(d=this[c])!=null;c++)if(!a||f.filter(a,[d]).length)!b&&d.nodeType===1&&(f.cleanData(d.getElementsByTagName("*")),f.cleanData([d])),d.parentNode&&d.parentNode.removeChild(d);return this},empty:function(){for(var a=0,b;(b=this[a])!=null;a++){b.nodeType===1&&f.cleanData(b.getElementsByTagName("*"));while(b.firstChild)b.removeChild(b.firstChild)}return this},clone:function(a,b){a=a==null?!1:a,b=b==null?a:b;return this.map(function(){return f.clone(this,a,b)})},html:function(a){if(a===b)return this[0]&&this[0].nodeType===1?this[0].innerHTML.replace(Z,""):null;if(typeof a=="string"&&!bd.test(a)&&(f.support.leadingWhitespace||!$.test(a))&&!bj[(ba.exec(a)||["",""])[1].toLowerCase()]){a=a.replace(_,"<$1></$2>");try{for(var c=0,d=this.length;c<d;c++)this[c].nodeType===1&&(f.cleanData(this[c].getElementsByTagName("*")),this[c].innerHTML=a)}catch(e){this.empty().append(a)}}else f.isFunction(a)?this.each(function(b){var c=f(this);c.html(a.call(this,b,c.html()))}):this.empty().append(a);return this},replaceWith:function(a){if(this[0]&&this[0].parentNode){if(f.isFunction(a))return this.each(function(b){var c=f(this),d=c.html();c.replaceWith(a.call(this,b,d))});typeof a!="string"&&(a=f(a).detach());return this.each(function(){var b=this.nextSibling,c=this.parentNode;f(this).remove(),b?f(b).before(a):f(c).append(a)})}return this.length?this.pushStack(f(f.isFunction(a)?a():a),"replaceWith",a):this},detach:function(a){return this.remove(a,!0)},domManip:function(a,c,d){var e,g,h,i,j=a[0],k=[];if(!f.support.checkClone&&arguments.length===3&&typeof j=="string"&&bg.test(j))return this.each(function(){f(this).domManip(a,c,d,!0)});if(f.isFunction(j))return this.each(function(e){var g=f(this);a[0]=j.call(this,e,c?g.html():b),g.domManip(a,c,d)});if(this[0]){i=j&&j.parentNode,f.support.parentNode&&i&&i.nodeType===11&&i.childNodes.length===this.length?e={fragment:i}:e=f.buildFragment(a,this,k),h=e.fragment,h.childNodes.length===1?g=h=h.firstChild:g=h.firstChild;if(g){c=c&&f.nodeName(g,"tr");for(var l=0,m=this.length,n=m-1;l<m;l++)d.call(c?bl(this[l],g):this[l],e.cacheable||m>1&&l<n?f.clone(h,!0,!0):h)}k.length&&f.each(k,br)}return this}}),f.buildFragment=function(a,b,d){var e,g,h,i,j=a[0];b&&b[0]&&(i=b[0].ownerDocument||b[0]),i.createDocumentFragment||(i=c),a.length===1&&typeof j=="string"&&j.length<512&&i===c&&j.charAt(0)==="<"&&!be.test(j)&&(f.support.checkClone||!bg.test(j))&&!f.support.unknownElems&&bf.test(j)&&(g=!0,h=f.fragments[j],h&&h!==1&&(e=h)),e||(e=i.createDocumentFragment(),f.clean(a,i,e,d)),g&&(f.fragments[j]=h?e:1);return{fragment:e,cacheable:g}},f.fragments={},f.each({appendTo:"append",prependTo:"prepend",insertBefore:"before",insertAfter:"after",replaceAll:"replaceWith"},function(a,b){f.fn[a]=function(c){var d=[],e=f(c),g=this.length===1&&this[0].parentNode;if(g&&g.nodeType===11&&g.childNodes.length===1&&e.length===1){e[b](this[0]);return this}for(var h=0,i=e.length;h<i;h++){var j=(h>0?this.clone(!0):this).get();f(e[h])[b](j),d=d.concat(j)}return this.pushStack(d,a,e.selector)}}),f.extend({clone:function(a,b,c){var d=a.cloneNode(!0),e,g,h;if((!f.support.noCloneEvent||!f.support.noCloneChecked)&&(a.nodeType===1||a.nodeType===11)&&!f.isXMLDoc(a)){bn(a,d),e=bo(a),g=bo(d);for(h=0;e[h];++h)g[h]&&bn(e[h],g[h])}if(b){bm(a,d);if(c){e=bo(a),g=bo(d);for(h=0;e[h];++h)bm(e[h],g[h])}}e=g=null;return d},clean:function(a,b,d,e){var g;b=b||c,typeof b.createElement=="undefined"&&(b=b.ownerDocument||b[0]&&b[0].ownerDocument||c);var h=[],i;for(var j=0,k;(k=a[j])!=null;j++){typeof k=="number"&&(k+="");if(!k)continue;if(typeof k=="string")if(!bc.test(k))k=b.createTextNode(k);else{k=k.replace(_,"<$1></$2>");var l=(ba.exec(k)||["",""])[1].toLowerCase(),m=bj[l]||bj._default,n=m[0],o=b.createElement("div");b===c?bk.appendChild(o):X(b).appendChild(o),o.innerHTML=m[1]+k+m[2];while(n--)o=o.lastChild;if(!f.support.tbody){var p=bb.test(k),q=l==="table"&&!p?o.firstChild&&o.firstChild.childNodes:m[1]==="<table>"&&!p?o.childNodes:[];for(i=q.length-1;i>=0;--i)f.nodeName(q[i],"tbody")&&!q[i].childNodes.length&&q[i].parentNode.removeChild(q[i])}!f.support.leadingWhitespace&&$.test(k)&&o.insertBefore(b.createTextNode($.exec(k)[0]),o.firstChild),k=o.childNodes}var r;if(!f.support.appendChecked)if(k[0]&&typeof (r=k.length)=="number")for(i=0;i<r;i++)bq(k[i]);else bq(k);k.nodeType?h.push(k):h=f.merge(h,k)}if(d){g=function(a){return!a.type||bh.test(a.type)};for(j=0;h[j];j++)if(e&&f.nodeName(h[j],"script")&&(!h[j].type||h[j].type.toLowerCase()==="text/javascript"))e.push(h[j].parentNode?h[j].parentNode.removeChild(h[j]):h[j]);else{if(h[j].nodeType===1){var s=f.grep(h[j].getElementsByTagName("script"),g);h.splice.apply(h,[j+1,0].concat(s))}d.appendChild(h[j])}}return h},cleanData:function(a){var b,c,d=f.cache,e=f.event.special,g=f.support.deleteExpando;for(var h=0,i;(i=a[h])!=null;h++){if(i.nodeName&&f.noData[i.nodeName.toLowerCase()])continue;c=i[f.expando];if(c){b=d[c];if(b&&b.events){for(var j in b.events)e[j]?f.event.remove(i,j):f.removeEvent(i,j,b.handle);b.handle&&(b.handle.elem=null)}g?delete i[f.expando]:i.removeAttribute&&i.removeAttribute(f.expando),delete d[c]}}}});var bs=/alpha\([^)]*\)/i,bt=/opacity=([^)]*)/,bu=/([A-Z]|^ms)/g,bv=/^-?\d+(?:px)?$/i,bw=/^-?\d/,bx=/^([\-+])=([\-+.\de]+)/,by={position:"absolute",visibility:"hidden",display:"block"},bz=["Left","Right"],bA=["Top","Bottom"],bB,bC,bD;f.fn.css=function(a,c){if(arguments.length===2&&c===b)return this;return f.access(this,a,c,!0,function(a,c,d){return d!==b?f.style(a,c,d):f.css(a,c)})},f.extend({cssHooks:{opacity:{get:function(a,b){if(b){var c=bB(a,"opacity","opacity");return c===""?"1":c}return a.style.opacity}}},cssNumber:{fillOpacity:!0,fontWeight:!0,lineHeight:!0,opacity:!0,orphans:!0,widows:!0,zIndex:!0,zoom:!0},cssProps:{"float":f.support.cssFloat?"cssFloat":"styleFloat"},style:function(a,c,d,e){if(!!a&&a.nodeType!==3&&a.nodeType!==8&&!!a.style){var g,h,i=f.camelCase(c),j=a.style,k=f.cssHooks[i];c=f.cssProps[i]||i;if(d===b){if(k&&"get"in k&&(g=k.get(a,!1,e))!==b)return g;return j[c]}h=typeof d,h==="string"&&(g=bx.exec(d))&&(d=+(g[1]+1)*+g[2]+parseFloat(f.css(a,c)),h="number");if(d==null||h==="number"&&isNaN(d))return;h==="number"&&!f.cssNumber[i]&&(d+="px");if(!k||!("set"in k)||(d=k.set(a,d))!==b)try{j[c]=d}catch(l){}}},css:function(a,c,d){var e,g;c=f.camelCase(c),g=f.cssHooks[c],c=f.cssProps[c]||c,c==="cssFloat"&&(c="float");if(g&&"get"in g&&(e=g.get(a,!0,d))!==b)return e;if(bB)return bB(a,c)},swap:function(a,b,c){var d={};for(var e in b)d[e]=a.style[e],a.style[e]=b[e];c.call(a);for(e in b)a.style[e]=d[e]}}),f.curCSS=f.css,f.each(["height","width"],function(a,b){f.cssHooks[b]={get:function(a,c,d){var e;if(c){if(a.offsetWidth!==0)return bE(a,b,d);f.swap(a,by,function(){e=bE(a,b,d)});return e}},set:function(a,b){if(!bv.test(b))return b;b=parseFloat(b);if(b>=0)return b+"px"}}}),f.support.opacity||(f.cssHooks.opacity={get:function(a,b){return bt.test((b&&a.currentStyle?a.currentStyle.filter:a.style.filter)||"")?parseFloat(RegExp.$1)/100+"":b?"1":""},set:function(a,b){var c=a.style,d=a.currentStyle,e=f.isNumeric(b)?"alpha(opacity="+b*100+")":"",g=d&&d.filter||c.filter||"";c.zoom=1;if(b>=1&&f.trim(g.replace(bs,""))===""){c.removeAttribute("filter");if(d&&!d.filter)return}c.filter=bs.test(g)?g.replace(bs,e):g+" "+e}}),f(function(){f.support.reliableMarginRight||(f.cssHooks.marginRight={get:function(a,b){var c;f.swap(a,{display:"inline-block"},function(){b?c=bB(a,"margin-right","marginRight"):c=a.style.marginRight});return c}})}),c.defaultView&&c.defaultView.getComputedStyle&&(bC=function(a,c){var d,e,g;c=c.replace(bu,"-$1").toLowerCase();if(!(e=a.ownerDocument.defaultView))return b;if(g=e.getComputedStyle(a,null))d=g.getPropertyValue(c),d===""&&!f.contains(a.ownerDocument.documentElement,a)&&(d=f.style(a,c));return d}),c.documentElement.currentStyle&&(bD=function(a,b){var c,d,e,f=a.currentStyle&&a.currentStyle[b],g=a.style;f===null&&g&&(e=g[b])&&(f=e),!bv.test(f)&&bw.test(f)&&(c=g.left,d=a.runtimeStyle&&a.runtimeStyle.left,d&&(a.runtimeStyle.left=a.currentStyle.left),g.left=b==="fontSize"?"1em":f||0,f=g.pixelLeft+"px",g.left=c,d&&(a.runtimeStyle.left=d));return f===""?"auto":f}),bB=bC||bD,f.expr&&f.expr.filters&&(f.expr.filters.hidden=function(a){var b=a.offsetWidth,c=a.offsetHeight;return b===0&&c===0||!f.support.reliableHiddenOffsets&&(a.style&&a.style.display||f.css(a,"display"))==="none"},f.expr.filters.visible=function(a){return!f.expr.filters.hidden(a)});var bF=/%20/g,bG=/\[\]$/,bH=/\r?\n/g,bI=/#.*$/,bJ=/^(.*?):[ \t]*([^\r\n]*)\r?$/mg,bK=/^(?:color|date|datetime|datetime-local|email|hidden|month|number|password|range|search|tel|text|time|url|week)$/i,bL=/^(?:about|app|app\-storage|.+\-extension|file|res|widget):$/,bM=/^(?:GET|HEAD)$/,bN=/^\/\//,bO=/\?/,bP=/<script\b[^<]*(?:(?!<\/script>)<[^<]*)*<\/script>/gi,bQ=/^(?:select|textarea)/i,bR=/\s+/,bS=/([?&])_=[^&]*/,bT=/^([\w\+\.\-]+:)(?:\/\/([^\/?#:]*)(?::(\d+))?)?/,bU=f.fn.load,bV={},bW={},bX,bY,bZ=["*/"]+["*"];try{bX=e.href}catch(b$){bX=c.createElement("a"),bX.href="",bX=bX.href}bY=bT.exec(bX.toLowerCase())||[],f.fn.extend({load:function(a,c,d){if(typeof a!="string"&&bU)return bU.apply(this,arguments);if(!this.length)return this;var e=a.indexOf(" ");if(e>=0){var g=a.slice(e,a.length);a=a.slice(0,e)}var h="GET";c&&(f.isFunction(c)?(d=c,c=b):typeof c=="object"&&(c=f.param(c,f.ajaxSettings.traditional),h="POST"));var i=this;f.ajax({url:a,type:h,dataType:"html",data:c,complete:function(a,b,c){c=a.responseText,a.isResolved()&&(a.done(function(a){c=a}),i.html(g?f("<div>").append(c.replace(bP,"")).find(g):c)),d&&i.each(d,[c,b,a])}});return this},serialize:function(){return f.param(this.serializeArray())},serializeArray:function(){return this.map(function(){return this.elements?f.makeArray(this.elements):this}).filter(function(){return this.name&&!this.disabled&&(this.checked||bQ.test(this.nodeName)||bK.test(this.type))}).map(function(a,b){var c=f(this).val();return c==null?null:f.isArray(c)?f.map(c,function(a,c){return{name:b.name,value:a.replace(bH,"\r\n")}}):{name:b.name,value:c.replace(bH,"\r\n")}}).get()}}),f.each("ajaxStart ajaxStop ajaxComplete ajaxError ajaxSuccess ajaxSend".split(" "),function(a,b){f.fn[b]=function(a){return this.bind(b,a)}}),f.each(["get","post"],function(a,c){f[c]=function(a,d,e,g){f.isFunction(d)&&(g=g||e,e=d,d=b);return f.ajax({type:c,url:a,data:d,success:e,dataType:g})}}),f.extend({getScript:function(a,c){return f.get(a,b,c,"script")},getJSON:function(a,b,c){return f.get(a,b,c,"json")},ajaxSetup:function(a,b){b?cb(a,f.ajaxSettings):(b=a,a=f.ajaxSettings),cb(a,b);return a},ajaxSettings:{url:bX,isLocal:bL.test(bY[1]),global:!0,type:"GET",contentType:"application/x-www-form-urlencoded",processData:!0,async:!0,accepts:{xml:"application/xml, text/xml",html:"text/html",text:"text/plain",json:"application/json, text/javascript","*":bZ},contents:{xml:/xml/,html:/html/,json:/json/},responseFields:{xml:"responseXML",text:"responseText"},converters:{"* text":a.String,"text html":!0,"text json":f.parseJSON,"text xml":f.parseXML},flatOptions:{context:!0,url:!0}},ajaxPrefilter:b_(bV),ajaxTransport:b_(bW),ajax:function(a,c){function w(a,c,l,m){if(s!==2){s=2,q&&clearTimeout(q),p=b,n=m||"",v.readyState=a>0?4:0;var o,r,u,w=c,x=l?cd(d,v,l):b,y,z;if(a>=200&&a<300||a===304){if(d.ifModified){if(y=v.getResponseHeader("Last-Modified"))f.lastModified[k]=y;if(z=v.getResponseHeader("Etag"))f.etag[k]=z}if(a===304)w="notmodified",o=!0;else try{r=ce(d,x),w="success",o=!0}catch(A){w="parsererror",u=A}}else{u=w;if(!w||a)w="error",a<0&&(a=0)}v.status=a,v.statusText=""+(c||w),o?h.resolveWith(e,[r,w,v]):h.rejectWith(e,[v,w,u]),v.statusCode(j),j=b,t&&g.trigger("ajax"+(o?"Success":"Error"),[v,d,o?r:u]),i.fireWith(e,[v,w]),t&&(g.trigger("ajaxComplete",[v,d]),--f.active||f.event.trigger("ajaxStop"))}}typeof a=="object"&&(c=a,a=b),c=c||{};var d=f.ajaxSetup({},c),e=d.context||d,g=e!==d&&(e.nodeType||e instanceof f)?f(e):f.event,h=f.Deferred(),i=f.Callbacks("once memory"),j=d.statusCode||{},k,l={},m={},n,o,p,q,r,s=0,t,u,v={readyState:0,setRequestHeader:function(a,b){if(!s){var c=a.toLowerCase();a=m[c]=m[c]||a,l[a]=b}return this},getAllResponseHeaders:function(){return s===2?n:null},getResponseHeader:function(a){var c;if(s===2){if(!o){o={};while(c=bJ.exec(n))o[c[1].toLowerCase()]=c[2]}c=o[a.toLowerCase()]}return c===b?null:c},overrideMimeType:function(a){s||(d.mimeType=a);return this},abort:function(a){a=a||"abort",p&&p.abort(a),w(0,a);return this}};h.promise(v),v.success=v.done,v.error=v.fail,v.complete=i.add,v.statusCode=function(a){if(a){var b;if(s<2)for(b in a)j[b]=[j[b],a[b]];else b=a[v.status],v.then(b,b)}return this},d.url=((a||d.url)+"").replace(bI,"").replace(bN,bY[1]+"//"),d.dataTypes=f.trim(d.dataType||"*").toLowerCase().split(bR),d.crossDomain==null&&(r=bT.exec(d.url.toLowerCase()),d.crossDomain=!(!r||r[1]==bY[1]&&r[2]==bY[2]&&(r[3]||(r[1]==="http:"?80:443))==(bY[3]||(bY[1]==="http:"?80:443)))),d.data&&d.processData&&typeof d.data!="string"&&(d.data=f.param(d.data,d.traditional)),ca(bV,d,c,v);if(s===2)return!1;t=d.global,d.type=d.type.toUpperCase(),d.hasContent=!bM.test(d.type),t&&f.active++===0&&f.event.trigger("ajaxStart");if(!d.hasContent){d.data&&(d.url+=(bO.test(d.url)?"&":"?")+d.data,delete d.data),k=d.url;if(d.cache===!1){var x=f.now(),y=d.url.replace(bS,"$1_="+x);d.url=y+(y===d.url?(bO.test(d.url)?"&":"?")+"_="+x:"")}}(d.data&&d.hasContent&&d.contentType!==!1||c.contentType)&&v.setRequestHeader("Content-Type",d.contentType),d.ifModified&&(k=k||d.url,f.lastModified[k]&&v.setRequestHeader("If-Modified-Since",f.lastModified[k]),f.etag[k]&&v.setRequestHeader("If-None-Match",f.etag[k])),v.setRequestHeader("Accept",d.dataTypes[0]&&d.accepts[d.dataTypes[0]]?d.accepts[d.dataTypes[0]]+(d.dataTypes[0]!=="*"?", "+bZ+"; q=0.01":""):d.accepts["*"]);for(u in d.headers)v.setRequestHeader(u,d.headers[u]);if(d.beforeSend&&(d.beforeSend.call(e,v,d)===!1||s===2)){v.abort();return!1}for(u in{success:1,error:1,complete:1})v[u](d[u]);p=ca(bW,d,c,v);if(!p)w(-1,"No Transport");else{v.readyState=1,t&&g.trigger("ajaxSend",[v,d]),d.async&&d.timeout>0&&(q=setTimeout(function(){v.abort("timeout")},d.timeout));try{s=1,p.send(l,w)}catch(z){s<2?w(-1,z):f.error(z)}}return v},param:function(a,c){var d=[],e=function(a,b){b=f.isFunction(b)?b():b,d[d.length]=encodeURIComponent(a)+"="+encodeURIComponent(b)};c===b&&(c=f.ajaxSettings.traditional);if(f.isArray(a)||a.jquery&&!f.isPlainObject(a))f.each(a,function(){e(this.name,this.value)});else for(var g in a)cc(g,a[g],c,e);return d.join("&").replace(bF,"+")}}),f.extend({active:0,lastModified:{},etag:{}});var cf=f.now(),cg=/(\=)\?(&|$)|\?\?/i;f.ajaxSetup({jsonp:"callback",jsonpCallback:function(){return f.expando+"_"+cf++}}),f.ajaxPrefilter("json jsonp",function(b,c,d){var e=b.contentType==="application/x-www-form-urlencoded"&&typeof b.data=="string";if(b.dataTypes[0]==="jsonp"||b.jsonp!==!1&&(cg.test(b.url)||e&&cg.test(b.data))){var g,h=b.jsonpCallback=f.isFunction(b.jsonpCallback)?b.jsonpCallback():b.jsonpCallback,i=a[h],j=b.url,k=b.data,l="$1"+h+"$2";b.jsonp!==!1&&(j=j.replace(cg,l),b.url===j&&(e&&(k=k.replace(cg,l)),b.data===k&&(j+=(/\?/.test(j)?"&":"?")+b.jsonp+"="+h))),b.url=j,b.data=k,a[h]=function(a){g=[a]},d.always(function(){a[h]=i,g&&f.isFunction(i)&&a[h](g[0])}),b.converters["script json"]=function(){g||f.error(h+" was not called");return g[0]},b.dataTypes[0]="json";return"script"}}),f.ajaxSetup({accepts:{script:"text/javascript, application/javascript, application/ecmascript, application/x-ecmascript"},contents:{script:/javascript|ecmascript/},converters:{"text script":function(a){f.globalEval(a);return a}}}),f.ajaxPrefilter("script",function(a){a.cache===b&&(a.cache=!1),a.crossDomain&&(a.type="GET",a.global=!1)}),f.ajaxTransport("script",function(a){if(a.crossDomain){var d,e=c.head||c.getElementsByTagName("head")[0]||c.documentElement;return{send:function(f,g){d=c.createElement("script"),d.async="async",a.scriptCharset&&(d.charset=a.scriptCharset),d.src=a.url,d.onload=d.onreadystatechange=function(a,c){if(c||!d.readyState||/loaded|complete/.test(d.readyState))d.onload=d.onreadystatechange=null,e&&d.parentNode&&e.removeChild(d),d=b,c||g(200,"success")},e.insertBefore(d,e.firstChild)},abort:function(){d&&d.onload(0,1)}}}});var ch=a.ActiveXObject?function(){for(var a in cj)cj[a](0,1)}:!1,ci=0,cj;f.ajaxSettings.xhr=a.ActiveXObject?function(){return!this.isLocal&&ck()||cl()}:ck,function(a){f.extend(f.support,{ajax:!!a,cors:!!a&&"withCredentials"in a})}(f.ajaxSettings.xhr()),f.support.ajax&&f.ajaxTransport(function(c){if(!c.crossDomain||f.support.cors){var d;return{send:function(e,g){var h=c.xhr(),i,j;c.username?h.open(c.type,c.url,c.async,c.username,c.password):h.open(c.type,c.url,c.async);if(c.xhrFields)for(j in c.xhrFields)h[j]=c.xhrFields[j];c.mimeType&&h.overrideMimeType&&h.overrideMimeType(c.mimeType),!c.crossDomain&&!e["X-Requested-With"]&&(e["X-Requested-With"]="XMLHttpRequest");try{for(j in e)h.setRequestHeader(j,e[j])}catch(k){}h.send(c.hasContent&&c.data||null),d=function(a,e){var j,k,l,m,n;try{if(d&&(e||h.readyState===4)){d=b,i&&(h.onreadystatechange=f.noop,ch&&delete cj[i]);if(e)h.readyState!==4&&h.abort();else{j=h.status,l=h.getAllResponseHeaders(),m={},n=h.responseXML,n&&n.documentElement&&(m.xml=n),m.text=h.responseText;try{k=h.statusText}catch(o){k=""}!j&&c.isLocal&&!c.crossDomain?j=m.text?200:404:j===1223&&(j=204)}}}catch(p){e||g(-1,p)}m&&g(j,k,m,l)},!c.async||h.readyState===4?d():(i=++ci,ch&&(cj||(cj={},f(a).unload(ch)),cj[i]=d),h.onreadystatechange=d)},abort:function(){d&&d(0,1)}}}});var cm={},cn,co,cp=/^(?:toggle|show|hide)$/,cq=/^([+\-]=)?([\d+.\-]+)([a-z%]*)$/i,cr,cs=[["height","marginTop","marginBottom","paddingTop","paddingBottom"],["width","marginLeft","marginRight","paddingLeft","paddingRight"],["opacity"]],ct;f.fn.extend({show:function(a,b,c){var d,e;if(a||a===0)return this.animate(cw("show",3),a,b,c);for(var g=0,h=this.length;g<h;g++)d=this[g],d.style&&(e=d.style.display,!f._data(d,"olddisplay")&&e==="none"&&(e=d.style.display=""),e===""&&f.css(d,"display")==="none"&&f._data(d,"olddisplay",cx(d.nodeName)));for(g=0;g<h;g++){d=this[g];if(d.style){e=d.style.display;if(e===""||e==="none")d.style.display=f._data(d,"olddisplay")||""}}return this},hide:function(a,b,c){if(a||a===0)return this.animate(cw("hide",3),a,b,c);var d,e,g=0,h=this.length;for(;g<h;g++)d=this[g],d.style&&(e=f.css(d,"display"),e!=="none"&&!f._data(d,"olddisplay")&&f._data(d,"olddisplay",e));for(g=0;g<h;g++)this[g].style&&(this[g].style.display="none");return this},_toggle:f.fn.toggle,toggle:function(a,b,c){var d=typeof a=="boolean";f.isFunction(a)&&f.isFunction(b)?this._toggle.apply(this,arguments):a==null||d?this.each(function(){var b=d?a:f(this).is(":hidden");f(this)[b?"show":"hide"]()}):this.animate(cw("toggle",3),a,b,c);return this},fadeTo:function(a,b,c,d){return this.filter(":hidden").css("opacity",0).show().end().animate({opacity:b},a,c,d)},animate:function(a,b,c,d){function g(){e.queue===!1&&f._mark(this);var b=f.extend({},e),c=this.nodeType===1,d=c&&f(this).is(":hidden"),g,h,i,j,k,l,m,n,o;b.animatedProperties={};for(i in a){g=f.camelCase(i),i!==g&&(a[g]=a[i],delete a[i]),h=a[g],f.isArray(h)?(b.animatedProperties[g]=h[1],h=a[g]=h[0]):b.animatedProperties[g]=b.specialEasing&&b.specialEasing[g]||b.easing||"swing";if(h==="hide"&&d||h==="show"&&!d)return b.complete.call(this);c&&(g==="height"||g==="width")&&(b.overflow=[this.style.overflow,this.style.overflowX,this.style.overflowY],f.css(this,"display")==="inline"&&f.css(this,"float")==="none"&&(!f.support.inlineBlockNeedsLayout||cx(this.nodeName)==="inline"?this.style.display="inline-block":this.style.zoom=1))}b.overflow!=null&&(this.style.overflow="hidden");for(i in a)j=new f.fx(this,b,i),h=a[i],cp.test(h)?(o=f._data(this,"toggle"+i)||(h==="toggle"?d?"show":"hide":0),o?(f._data(this,"toggle"+i,o==="show"?"hide":"show"),j[o]()):j[h]()):(k=cq.exec(h),l=j.cur(),k?(m=parseFloat(k[2]),n=k[3]||(f.cssNumber[i]?"":"px"),n!=="px"&&(f.style(this,i,(m||1)+n),l=(m||1)/j.cur()*l,f.style(this,i,l+n)),k[1]&&(m=(k[1]==="-="?-1:1)*m+l),j.custom(l,m,n)):j.custom(l,h,""));return!0}var e=f.speed(b,c,d);if(f.isEmptyObject(a))return this.each(e.complete,[!1]);a=f.extend({},a);return e.queue===!1?this.each(g):this.queue(e.queue,g)},stop:function(a,c,d){typeof a!="string"&&(d=c,c=a,a=b),c&&a!==!1&&this.queue(a||"fx",[]);return this.each(function(){function h(a,b,c){var e=b[c];f.removeData(a,c,!0),e.stop(d)}var b,c=!1,e=f.timers,g=f._data(this);d||f._unmark(!0,this);if(a==null)for(b in g)g[b].stop&&b.indexOf(".run")===b.length-4&&h(this,g,b);else g[b=a+".run"]&&g[b].stop&&h(this,g,b);for(b=e.length;b--;)e[b].elem===this&&(a==null||e[b].queue===a)&&(d?e[b](!0):e[b].saveState(),c=!0,e.splice(b,1));(!d||!c)&&f.dequeue(this,a)})}}),f.each({slideDown:cw("show",1),slideUp:cw("hide",1),slideToggle:cw("toggle",1),fadeIn:{opacity:"show"},fadeOut:{opacity:"hide"},fadeToggle:{opacity:"toggle"}},function(a,b){f.fn[a]=function(a,c,d){return this.animate(b,a,c,d)}}),f.extend({speed:function(a,b,c){var d=a&&typeof a=="object"?f.extend({},a):{complete:c||!c&&b||f.isFunction(a)&&a,duration:a,easing:c&&b||b&&!f.isFunction(b)&&b};d.duration=f.fx.off?0:typeof d.duration=="number"?d.duration:d.duration in f.fx.speeds?f.fx.speeds[d.duration]:f.fx.speeds._default;if(d.queue==null||d.queue===!0)d.queue="fx";d.old=d.complete,d.complete=function(a){f.isFunction(d.old)&&d.old.call(this),d.queue?f.dequeue(this,d.queue):a!==!1&&f._unmark(this)};return d},easing:{linear:function(a,b,c,d){return c+d*a},swing:function(a,b,c,d){return(-Math.cos(a*Math.PI)/2+.5)*d+c}},timers:[],fx:function(a,b,c){this.options=b,this.elem=a,this.prop=c,b.orig=b.orig||{}}}),f.fx.prototype={update:function(){this.options.step&&this.options.step.call(this.elem,this.now,this),(f.fx.step[this.prop]||f.fx.step._default)(this)},cur:function(){if(this.elem[this.prop]!=null&&(!this.elem.style||this.elem.style[this.prop]==null))return this.elem[this.prop];var a,b=f.css(this.elem,this.prop);return isNaN(a=parseFloat(b))?!b||b==="auto"?0:b:a},custom:function(a,c,d){function h(a){return e.step(a)}var e=this,g=f.fx;this.startTime=ct||cu(),this.end=c,this.now=this.start=a,this.pos=this.state=0,this.unit=d||this.unit||(f.cssNumber[this.prop]?"":"px"),h.queue=this.options.queue,h.elem=this.elem,h.saveState=function(){e.options.hide&&f._data(e.elem,"fxshow"+e.prop)===b&&f._data(e.elem,"fxshow"+e.prop,e.start)},h()&&f.timers.push(h)&&!cr&&(cr=setInterval(g.tick,g.interval))},show:function(){var a=f._data(this.elem,"fxshow"+this.prop);this.options.orig[this.prop]=a||f.style(this.elem,this.prop),this.options.show=!0,a!==b?this.custom(this.cur(),a):this.custom(this.prop==="width"||this.prop==="height"?1:0,this.cur()),f(this.elem).show()},hide:function(){this.options.orig[this.prop]=f._data(this.elem,"fxshow"+this.prop)||f.style(this.elem,this.prop),this.options.hide=!0,this.custom(this.cur(),0)},step:function(a){var b,c,d,e=ct||cu(),g=!0,h=this.elem,i=this.options;if(a||e>=i.duration+this.startTime){this.now=this.end,this.pos=this.state=1,this.update(),i.animatedProperties[this.prop]=!0;for(b in i.animatedProperties)i.animatedProperties[b]!==!0&&(g=!1);if(g){i.overflow!=null&&!f.support.shrinkWrapBlocks&&f.each(["","X","Y"],function(a,b){h.style["overflow"+b]=i.overflow[a]}),i.hide&&f(h).hide();if(i.hide||i.show)for(b in i.animatedProperties)f.style(h,b,i.orig[b]),f.removeData(h,"fxshow"+b,!0),f.removeData(h,"toggle"+b,!0);d=i.complete,d&&(i.complete=!1,d.call(h))}return!1}i.duration==Infinity?this.now=e:(c=e-this.startTime,this.state=c/i.duration,this.pos=f.easing[i.animatedProperties[this.prop]](this.state,c,0,1,i.duration),this.now=this.start+(this.end-this.start)*this.pos),this.update();return!0}},f.extend(f.fx,{tick:function(){var a,b=f.timers,c=0;for(;c<b.length;c++)a=b[c],!a()&&b[c]===a&&b.splice(c--,1);b.length||f.fx.stop()},interval:13,stop:function(){clearInterval(cr),cr=null},speeds:{slow:600,fast:200,_default:400},step:{opacity:function(a){f.style(a.elem,"opacity",a.now)},_default:function(a){a.elem.style&&a.elem.style[a.prop]!=null?a.elem.style[a.prop]=a.now+a.unit:a.elem[a.prop]=a.now}}}),f.each(["width","height"],function(a,b){f.fx.step[b]=function(a){f.style(a.elem,b,Math.max(0,a.now))}}),f.expr&&f.expr.filters&&(f.expr.filters.animated=function(a){return f.grep(f.timers,function(b){return a===b.elem}).length});var cy=/^t(?:able|d|h)$/i,cz=/^(?:body|html)$/i;"getBoundingClientRect"in c.documentElement?f.fn.offset=function(a){var b=this[0],c;if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);try{c=b.getBoundingClientRect()}catch(d){}var e=b.ownerDocument,g=e.documentElement;if(!c||!f.contains(g,b))return c?{top:c.top,left:c.left}:{top:0,left:0};var h=e.body,i=cA(e),j=g.clientTop||h.clientTop||0,k=g.clientLeft||h.clientLeft||0,l=i.pageYOffset||f.support.boxModel&&g.scrollTop||h.scrollTop,m=i.pageXOffset||f.support.boxModel&&g.scrollLeft||h.scrollLeft,n=c.top+l-j,o=c.left+m-k;return{top:n,left:o}}:f.fn.offset=function(a){var b=this[0];if(a)return this.each(function(b){f.offset.setOffset(this,a,b)});if(!b||!b.ownerDocument)return null;if(b===b.ownerDocument.body)return f.offset.bodyOffset(b);var c,d=b.offsetParent,e=b,g=b.ownerDocument,h=g.documentElement,i=g.body,j=g.defaultView,k=j?j.getComputedStyle(b,null):b.currentStyle,l=b.offsetTop,m=b.offsetLeft;while((b=b.parentNode)&&b!==i&&b!==h){if(f.support.fixedPosition&&k.position==="fixed")break;c=j?j.getComputedStyle(b,null):b.currentStyle,l-=b.scrollTop,m-=b.scrollLeft,b===d&&(l+=b.offsetTop,m+=b.offsetLeft,f.support.doesNotAddBorder&&(!f.support.doesAddBorderForTableAndCells||!cy.test(b.nodeName))&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),e=d,d=b.offsetParent),f.support.subtractsBorderForOverflowNotVisible&&c.overflow!=="visible"&&(l+=parseFloat(c.borderTopWidth)||0,m+=parseFloat(c.borderLeftWidth)||0),k=c}if(k.position==="relative"||k.position==="static")l+=i.offsetTop,m+=i.offsetLeft;f.support.fixedPosition&&k.position==="fixed"&&(l+=Math.max(h.scrollTop,i.scrollTop),m+=Math.max(h.scrollLeft,i.scrollLeft));return{top:l,left:m}},f.offset={bodyOffset:function(a){var b=a.offsetTop,c=a.offsetLeft;f.support.doesNotIncludeMarginInBodyOffset&&(b+=parseFloat(f.css(a,"marginTop"))||0,c+=parseFloat(f.css(a,"marginLeft"))||0);return{top:b,left:c}},setOffset:function(a,b,c){var d=f.css(a,"position");d==="static"&&(a.style.position="relative");var e=f(a),g=e.offset(),h=f.css(a,"top"),i=f.css(a,"left"),j=(d==="absolute"||d==="fixed")&&f.inArray("auto",[h,i])>-1,k={},l={},m,n;j?(l=e.position(),m=l.top,n=l.left):(m=parseFloat(h)||0,n=parseFloat(i)||0),f.isFunction(b)&&(b=b.call(a,c,g)),b.top!=null&&(k.top=b.top-g.top+m),b.left!=null&&(k.left=b.left-g.left+n),"using"in b?b.using.call(a,k):e.css(k)}},f.fn.extend({position:function(){if(!this[0])return null;var a=this[0],b=this.offsetParent(),c=this.offset(),d=cz.test(b[0].nodeName)?{top:0,left:0}:b.offset();c.top-=parseFloat(f.css(a,"marginTop"))||0,c.left-=parseFloat(f.css(a,"marginLeft"))||0,d.top+=parseFloat(f.css(b[0],"borderTopWidth"))||0,d.left+=parseFloat(f.css(b[0],"borderLeftWidth"))||0;return{top:c.top-d.top,left:c.left-d.left}},offsetParent:function(){return this.map(function(){var a=this.offsetParent||c.body;while(a&&!cz.test(a.nodeName)&&f.css(a,"position")==="static")a=a.offsetParent;return a})}}),f.each(["Left","Top"],function(a,c){var d="scroll"+c;f.fn[d]=function(c){var e,g;if(c===b){e=this[0];if(!e)return null;g=cA(e);return g?"pageXOffset"in g?g[a?"pageYOffset":"pageXOffset"]:f.support.boxModel&&g.document.documentElement[d]||g.document.body[d]:e[d]}return this.each(function(){g=cA(this),g?g.scrollTo(a?f(g).scrollLeft():c,a?c:f(g).scrollTop()):this[d]=c})}}),f.each(["Height","Width"],function(a,c){var d=c.toLowerCase();f.fn["inner"+c]=function(){var a=this[0];return a?a.style?parseFloat(f.css(a,d,"padding")):this[d]():null},f.fn["outer"+c]=function(a){var b=this[0];return b?b.style?parseFloat(f.css(b,d,a?"margin":"border")):this[d]():null},f.fn[d]=function(a){var e=this[0];if(!e)return a==null?null:this;if(f.isFunction(a))return this.each(function(b){var c=f(this);c[d](a.call(this,b,c[d]()))});if(f.isWindow(e)){var g=e.document.documentElement["client"+c],h=e.document.body;return e.document.compatMode==="CSS1Compat"&&g||h&&h["client"+c]||g}if(e.nodeType===9)return Math.max(e.documentElement["client"+c],e.body["scroll"+c],e.documentElement["scroll"+c],e.body["offset"+c],e.documentElement["offset"+c]);if(a===b){var i=f.css(e,d),j=parseFloat(i);return f.isNumeric(j)?j:i}return this.css(d,typeof a=="string"?a:a+"px")}}),a.jQuery=a.$=f})(window);
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OEBPS/slide/jquery.reel.js
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OEBPS/js/cannon.js
/*

 * Copyright (c) 2015 cannon.js Authors

 *

 * Permission is hereby granted, free of charge, to any person

 * obtaining a copy of this software and associated documentation

 * files (the "Software"), to deal in the Software without

 * restriction, including without limitation the rights to use, copy,

 * modify, merge, publish, distribute, sublicense, and/or sell copies

 * of the Software, and to permit persons to whom the Software is

 * furnished to do so, subject to the following conditions:

 *

 * The above copyright notice and this permission notice shall be

 * included in all copies or substantial portions of the Software.

 *

 * THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND,

 * EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF

 * MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND

 * NONINFRINGEMENT. IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE

 * LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION

 * OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION

 * WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE.

 */



!function(e){if("object"==typeof exports&&"undefined"!=typeof module)module.exports=e();else if("function"==typeof define&&false)define([],e);else{var f;"undefined"!=typeof window?f=window:"undefined"!=typeof global?f=global:"undefined"!=typeof self&&(f=self),f.CANNON=e()}}(function(){var define,module,exports;return (function e(t,n,r){function s(o,u){if(!n[o]){if(!t[o]){var a=typeof require=="function"&&require;if(!u&&a)return a(o,!0);if(i)return i(o,!0);throw new Error("Cannot find module '"+o+"'")}var f=n[o]={exports:{}};t[o][0].call(f.exports,function(e){var n=t[o][1][e];return s(n?n:e)},f,f.exports,e,t,n,r)}return n[o].exports}var i=typeof require=="function"&&require;for(var o=0;o<r.length;o++)s(r[o]);return s})({1:[function(_dereq_,module,exports){

module.exports={

  "name": "cannon",

  "version": "0.6.2",

  "description": "A lightweight 3D physics engine written in JavaScript.",

  "homepage": "https://github.com/schteppe/cannon.js",

  "author": "Stefan Hedman <schteppe@gmail.com> (http://steffe.se)",

  "keywords": [

    "cannon.js",

    "cannon",

    "physics",

    "engine",

    "3d"

  ],

  "main": "./build/cannon.js",

  "engines": {

    "node": "*"

  },

  "repository": {

    "type": "git",

    "url": "https://github.com/schteppe/cannon.js.git"

  },

  "bugs": {

    "url": "https://github.com/schteppe/cannon.js/issues"

  },

  "licenses": [

    {

      "type": "MIT"

    }

  ],

  "devDependencies": {

    "jshint": "latest",

    "uglify-js": "latest",

    "nodeunit": "^0.9.0",

    "grunt": "~0.4.0",

    "grunt-contrib-jshint": "~0.1.1",

    "grunt-contrib-nodeunit": "^0.4.1",

    "grunt-contrib-concat": "~0.1.3",

    "grunt-contrib-uglify": "^0.5.1",

    "grunt-browserify": "^2.1.4",

    "grunt-contrib-yuidoc": "^0.5.2",

    "browserify": "*"

  },

  "dependencies": {}

}



},{}],2:[function(_dereq_,module,exports){

// Export classes

module.exports = {

    version :                       _dereq_('../package.json').version,



    AABB :                          _dereq_('./collision/AABB'),

    ArrayCollisionMatrix :          _dereq_('./collision/ArrayCollisionMatrix'),

    Body :                          _dereq_('./objects/Body'),

    Box :                           _dereq_('./shapes/Box'),

    Broadphase :                    _dereq_('./collision/Broadphase'),

    Constraint :                    _dereq_('./constraints/Constraint'),

    ContactEquation :               _dereq_('./equations/ContactEquation'),

    Narrowphase :                   _dereq_('./world/Narrowphase'),

    ConeTwistConstraint :           _dereq_('./constraints/ConeTwistConstraint'),

    ContactMaterial :               _dereq_('./material/ContactMaterial'),

    ConvexPolyhedron :              _dereq_('./shapes/ConvexPolyhedron'),

    Cylinder :                      _dereq_('./shapes/Cylinder'),

    DistanceConstraint :            _dereq_('./constraints/DistanceConstraint'),

    Equation :                      _dereq_('./equations/Equation'),

    EventTarget :                   _dereq_('./utils/EventTarget'),

    FrictionEquation :              _dereq_('./equations/FrictionEquation'),

    GSSolver :                      _dereq_('./solver/GSSolver'),

    GridBroadphase :                _dereq_('./collision/GridBroadphase'),

    Heightfield :                   _dereq_('./shapes/Heightfield'),

    HingeConstraint :               _dereq_('./constraints/HingeConstraint'),

    LockConstraint :                _dereq_('./constraints/LockConstraint'),

    Mat3 :                          _dereq_('./math/Mat3'),

    Material :                      _dereq_('./material/Material'),

    NaiveBroadphase :               _dereq_('./collision/NaiveBroadphase'),

    ObjectCollisionMatrix :         _dereq_('./collision/ObjectCollisionMatrix'),

    Pool :                          _dereq_('./utils/Pool'),

    Particle :                      _dereq_('./shapes/Particle'),

    Plane :                         _dereq_('./shapes/Plane'),

    PointToPointConstraint :        _dereq_('./constraints/PointToPointConstraint'),

    Quaternion :                    _dereq_('./math/Quaternion'),

    Ray :                           _dereq_('./collision/Ray'),

    RaycastVehicle :                _dereq_('./objects/RaycastVehicle'),

    RaycastResult :                 _dereq_('./collision/RaycastResult'),

    RigidVehicle :                  _dereq_('./objects/RigidVehicle'),

    RotationalEquation :            _dereq_('./equations/RotationalEquation'),

    RotationalMotorEquation :       _dereq_('./equations/RotationalMotorEquation'),

    SAPBroadphase :                 _dereq_('./collision/SAPBroadphase'),

    SPHSystem :                     _dereq_('./objects/SPHSystem'),

    Shape :                         _dereq_('./shapes/Shape'),

    Solver :                        _dereq_('./solver/Solver'),

    Sphere :                        _dereq_('./shapes/Sphere'),

    SplitSolver :                   _dereq_('./solver/SplitSolver'),

    Spring :                        _dereq_('./objects/Spring'),

    Trimesh :                       _dereq_('./shapes/Trimesh'),

    Vec3 :                          _dereq_('./math/Vec3'),

    Vec3Pool :                      _dereq_('./utils/Vec3Pool'),

    World :                         _dereq_('./world/World'),

};



},{"../package.json":1,"./collision/AABB":3,"./collision/ArrayCollisionMatrix":4,"./collision/Broadphase":5,"./collision/GridBroadphase":6,"./collision/NaiveBroadphase":7,"./collision/ObjectCollisionMatrix":8,"./collision/Ray":9,"./collision/RaycastResult":10,"./collision/SAPBroadphase":11,"./constraints/ConeTwistConstraint":12,"./constraints/Constraint":13,"./constraints/DistanceConstraint":14,"./constraints/HingeConstraint":15,"./constraints/LockConstraint":16,"./constraints/PointToPointConstraint":17,"./equations/ContactEquation":19,"./equations/Equation":20,"./equations/FrictionEquation":21,"./equations/RotationalEquation":22,"./equations/RotationalMotorEquation":23,"./material/ContactMaterial":24,"./material/Material":25,"./math/Mat3":27,"./math/Quaternion":28,"./math/Vec3":30,"./objects/Body":31,"./objects/RaycastVehicle":32,"./objects/RigidVehicle":33,"./objects/SPHSystem":34,"./objects/Spring":35,"./shapes/Box":37,"./shapes/ConvexPolyhedron":38,"./shapes/Cylinder":39,"./shapes/Heightfield":40,"./shapes/Particle":41,"./shapes/Plane":42,"./shapes/Shape":43,"./shapes/Sphere":44,"./shapes/Trimesh":45,"./solver/GSSolver":46,"./solver/Solver":47,"./solver/SplitSolver":48,"./utils/EventTarget":49,"./utils/Pool":51,"./utils/Vec3Pool":54,"./world/Narrowphase":55,"./world/World":56}],3:[function(_dereq_,module,exports){

var Vec3 = _dereq_('../math/Vec3');

var Utils = _dereq_('../utils/Utils');



module.exports = AABB;



/**

 * Axis aligned bounding box class.

 * @class AABB

 * @constructor

 * @param {Object} [options]

 * @param {Vec3}   [options.upperBound]

 * @param {Vec3}   [options.lowerBound]

 */

function AABB(options){

    options = options || {};



    /**

     * The lower bound of the bounding box.

     * @property lowerBound

     * @type {Vec3}

     */

    this.lowerBound = new Vec3();

    if(options.lowerBound){

        this.lowerBound.copy(options.lowerBound);

    }



    /**

     * The upper bound of the bounding box.

     * @property upperBound

     * @type {Vec3}

     */

    this.upperBound = new Vec3();

    if(options.upperBound){

        this.upperBound.copy(options.upperBound);

    }

}



var tmp = new Vec3();



/**

 * Set the AABB bounds from a set of points.

 * @method setFromPoints

 * @param {Array} points An array of Vec3's.

 * @param {Vec3} position

 * @param {Quaternion} quaternion

 * @param {number} skinSize

 * @return {AABB} The self object

 */

AABB.prototype.setFromPoints = function(points, position, quaternion, skinSize){

    var l = this.lowerBound,

        u = this.upperBound,

        q = quaternion;



    // Set to the first point

    l.copy(points[0]);

    if(q){

        q.vmult(l, l);

    }

    u.copy(l);



    for(var i = 1; i<points.length; i++){

        var p = points[i];



        if(q){

            q.vmult(p, tmp);

            p = tmp;

        }



        if(p.x > u.x){ u.x = p.x; }

        if(p.x < l.x){ l.x = p.x; }

        if(p.y > u.y){ u.y = p.y; }

        if(p.y < l.y){ l.y = p.y; }

        if(p.z > u.z){ u.z = p.z; }

        if(p.z < l.z){ l.z = p.z; }

    }



    // Add offset

    if (position) {

        position.vadd(l, l);

        position.vadd(u, u);

    }



    if(skinSize){

        l.x -= skinSize;

        l.y -= skinSize;

        l.z -= skinSize;

        u.x += skinSize;

        u.y += skinSize;

        u.z += skinSize;

    }



    return this;

};



/**

 * Copy bounds from an AABB to this AABB

 * @method copy

 * @param  {AABB} aabb Source to copy from

 * @return {AABB} The this object, for chainability

 */

AABB.prototype.copy = function(aabb){

    this.lowerBound.copy(aabb.lowerBound);

    this.upperBound.copy(aabb.upperBound);

    return this;

};



/**

 * Clone an AABB

 * @method clone

 */

AABB.prototype.clone = function(){

    return new AABB().copy(this);

};



/**

 * Extend this AABB so that it covers the given AABB too.

 * @method extend

 * @param  {AABB} aabb

 */

AABB.prototype.extend = function(aabb){

    // Extend lower bound

    var l = aabb.lowerBound.x;

    if(this.lowerBound.x > l){

        this.lowerBound.x = l;

    }



    // Upper

    var u = aabb.upperBound.x;

    if(this.upperBound.x < u){

        this.upperBound.x = u;

    }



    // Extend lower bound

    var l = aabb.lowerBound.y;

    if(this.lowerBound.y > l){

        this.lowerBound.y = l;

    }



    // Upper

    var u = aabb.upperBound.y;

    if(this.upperBound.y < u){

        this.upperBound.y = u;

    }



    // Extend lower bound

    var l = aabb.lowerBound.z;

    if(this.lowerBound.z > l){

        this.lowerBound.z = l;

    }



    // Upper

    var u = aabb.upperBound.z;

    if(this.upperBound.z < u){

        this.upperBound.z = u;

    }

};



/**

 * Returns true if the given AABB overlaps this AABB.

 * @method overlaps

 * @param  {AABB} aabb

 * @return {Boolean}

 */

AABB.prototype.overlaps = function(aabb){

    var l1 = this.lowerBound,

        u1 = this.upperBound,

        l2 = aabb.lowerBound,

        u2 = aabb.upperBound;



    //      l2        u2

    //      |---------|

    // |--------|

    // l1       u1



    return ((l2.x <= u1.x && u1.x <= u2.x) || (l1.x <= u2.x && u2.x <= u1.x)) &&

           ((l2.y <= u1.y && u1.y <= u2.y) || (l1.y <= u2.y && u2.y <= u1.y)) &&

           ((l2.z <= u1.z && u1.z <= u2.z) || (l1.z <= u2.z && u2.z <= u1.z));

};



/**

 * Returns true if the given AABB is fully contained in this AABB.

 * @method contains

 * @param {AABB} aabb

 * @return {Boolean}

 */

AABB.prototype.contains = function(aabb){

    var l1 = this.lowerBound,

        u1 = this.upperBound,

        l2 = aabb.lowerBound,

        u2 = aabb.upperBound;



    //      l2        u2

    //      |---------|

    // |---------------|

    // l1              u1



    return (

        (l1.x <= l2.x && u1.x >= u2.x) &&

        (l1.y <= l2.y && u1.y >= u2.y) &&

        (l1.z <= l2.z && u1.z >= u2.z)

    );

};



/**

 * @method getCorners

 * @param {Vec3} a

 * @param {Vec3} b

 * @param {Vec3} c

 * @param {Vec3} d

 * @param {Vec3} e

 * @param {Vec3} f

 * @param {Vec3} g

 * @param {Vec3} h

 */

AABB.prototype.getCorners = function(a, b, c, d, e, f, g, h){

    var l = this.lowerBound,

        u = this.upperBound;



    a.copy(l);

    b.set( u.x, l.y, l.z );

    c.set( u.x, u.y, l.z );

    d.set( l.x, u.y, u.z );

    e.set( u.x, l.y, l.z );

    f.set( l.x, u.y, l.z );

    g.set( l.x, l.y, u.z );

    h.copy(u);

};



var transformIntoFrame_corners = [

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3()

];



/**

 * Get the representation of an AABB in another frame.

 * @method toLocalFrame

 * @param  {Transform} frame

 * @param  {AABB} target

 * @return {AABB} The "target" AABB object.

 */

AABB.prototype.toLocalFrame = function(frame, target){



    var corners = transformIntoFrame_corners;

    var a = corners[0];

    var b = corners[1];

    var c = corners[2];

    var d = corners[3];

    var e = corners[4];

    var f = corners[5];

    var g = corners[6];

    var h = corners[7];



    // Get corners in current frame

    this.getCorners(a, b, c, d, e, f, g, h);



    // Transform them to new local frame

    for(var i=0; i !== 8; i++){

        var corner = corners[i];

        frame.pointToLocal(corner, corner);

    }



    return target.setFromPoints(corners);

};



/**

 * Get the representation of an AABB in the global frame.

 * @method toWorldFrame

 * @param  {Transform} frame

 * @param  {AABB} target

 * @return {AABB} The "target" AABB object.

 */

AABB.prototype.toWorldFrame = function(frame, target){



    var corners = transformIntoFrame_corners;

    var a = corners[0];

    var b = corners[1];

    var c = corners[2];

    var d = corners[3];

    var e = corners[4];

    var f = corners[5];

    var g = corners[6];

    var h = corners[7];



    // Get corners in current frame

    this.getCorners(a, b, c, d, e, f, g, h);



    // Transform them to new local frame

    for(var i=0; i !== 8; i++){

        var corner = corners[i];

        frame.pointToWorld(corner, corner);

    }



    return target.setFromPoints(corners);

};



},{"../math/Vec3":30,"../utils/Utils":53}],4:[function(_dereq_,module,exports){

module.exports = ArrayCollisionMatrix;



/**

 * Collision "matrix". It's actually a triangular-shaped array of whether two bodies are touching this step, for reference next step

 * @class ArrayCollisionMatrix

 * @constructor

 */

function ArrayCollisionMatrix() {



    /**

     * The matrix storage

     * @property matrix

     * @type {Array}

     */

	this.matrix = [];

}



/**

 * Get an element

 * @method get

 * @param  {Number} i

 * @param  {Number} j

 * @return {Number}

 */

ArrayCollisionMatrix.prototype.get = function(i, j) {

	i = i.index;

	j = j.index;

    if (j > i) {

        var temp = j;

        j = i;

        i = temp;

    }

	return this.matrix[(i*(i + 1)>>1) + j-1];

};



/**

 * Set an element

 * @method set

 * @param {Number} i

 * @param {Number} j

 * @param {Number} value

 */

ArrayCollisionMatrix.prototype.set = function(i, j, value) {

	i = i.index;

	j = j.index;

    if (j > i) {

        var temp = j;

        j = i;

        i = temp;

    }

	this.matrix[(i*(i + 1)>>1) + j-1] = value ? 1 : 0;

};



/**

 * Sets all elements to zero

 * @method reset

 */

ArrayCollisionMatrix.prototype.reset = function() {

	for (var i=0, l=this.matrix.length; i!==l; i++) {

		this.matrix[i]=0;

	}

};



/**

 * Sets the max number of objects

 * @method setNumObjects

 * @param {Number} n

 */

ArrayCollisionMatrix.prototype.setNumObjects = function(n) {

	this.matrix.length = n*(n-1)>>1;

};



},{}],5:[function(_dereq_,module,exports){

var Body = _dereq_('../objects/Body');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Shape = _dereq_('../shapes/Shape');

var Plane = _dereq_('../shapes/Plane');



module.exports = Broadphase;



/**

 * Base class for broadphase implementations

 * @class Broadphase

 * @constructor

 * @author schteppe

 */

function Broadphase(){

    /**

    * The world to search for collisions in.

    * @property world

    * @type {World}

    */

    this.world = null;



    /**

     * If set to true, the broadphase uses bounding boxes for intersection test, else it uses bounding spheres.

     * @property useBoundingBoxes

     * @type {Boolean}

     */

    this.useBoundingBoxes = false;



    /**

     * Set to true if the objects in the world moved.

     * @property {Boolean} dirty

     */

    this.dirty = true;

}



/**

 * Get the collision pairs from the world

 * @method collisionPairs

 * @param {World} world The world to search in

 * @param {Array} p1 Empty array to be filled with body objects

 * @param {Array} p2 Empty array to be filled with body objects

 */

Broadphase.prototype.collisionPairs = function(world,p1,p2){

    throw new Error("collisionPairs not implemented for this BroadPhase class!");

};



/**

 * Check if a body pair needs to be intersection tested at all.

 * @method needBroadphaseCollision

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @return {bool}

 */

var Broadphase_needBroadphaseCollision_STATIC_OR_KINEMATIC = Body.STATIC | Body.KINEMATIC;

Broadphase.prototype.needBroadphaseCollision = function(bodyA,bodyB){



    // Check collision filter masks

    if( (bodyA.collisionFilterGroup & bodyB.collisionFilterMask)===0 || (bodyB.collisionFilterGroup & bodyA.collisionFilterMask)===0){

        return false;

    }



    // Check types

    if(((bodyA.type & Broadphase_needBroadphaseCollision_STATIC_OR_KINEMATIC)!==0 || bodyA.sleepState === Body.SLEEPING) &&

       ((bodyB.type & Broadphase_needBroadphaseCollision_STATIC_OR_KINEMATIC)!==0 || bodyB.sleepState === Body.SLEEPING)) {

        // Both bodies are static, kinematic or sleeping. Skip.

        return false;

    }



    return true;

};



/**

 * Check if the bounding volumes of two bodies intersect.

 * @method intersectionTest

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {array} pairs1

 * @param {array} pairs2

  */

Broadphase.prototype.intersectionTest = function(bodyA, bodyB, pairs1, pairs2){

    if(this.useBoundingBoxes){

        this.doBoundingBoxBroadphase(bodyA,bodyB,pairs1,pairs2);

    } else {

        this.doBoundingSphereBroadphase(bodyA,bodyB,pairs1,pairs2);

    }

};



/**

 * Check if the bounding spheres of two bodies are intersecting.

 * @method doBoundingSphereBroadphase

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Array} pairs1 bodyA is appended to this array if intersection

 * @param {Array} pairs2 bodyB is appended to this array if intersection

 */

var Broadphase_collisionPairs_r = new Vec3(), // Temp objects

    Broadphase_collisionPairs_normal =  new Vec3(),

    Broadphase_collisionPairs_quat =  new Quaternion(),

    Broadphase_collisionPairs_relpos  =  new Vec3();

Broadphase.prototype.doBoundingSphereBroadphase = function(bodyA,bodyB,pairs1,pairs2){

    var r = Broadphase_collisionPairs_r;

    bodyB.position.vsub(bodyA.position,r);

    var boundingRadiusSum2 = Math.pow(bodyA.boundingRadius + bodyB.boundingRadius, 2);

    var norm2 = r.norm2();

    if(norm2 < boundingRadiusSum2){

        pairs1.push(bodyA);

        pairs2.push(bodyB);

    }

};



/**

 * Check if the bounding boxes of two bodies are intersecting.

 * @method doBoundingBoxBroadphase

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Array} pairs1

 * @param {Array} pairs2

 */

Broadphase.prototype.doBoundingBoxBroadphase = function(bodyA,bodyB,pairs1,pairs2){

    if(bodyA.aabbNeedsUpdate){

        bodyA.computeAABB();

    }

    if(bodyB.aabbNeedsUpdate){

        bodyB.computeAABB();

    }



    // Check AABB / AABB

    if(bodyA.aabb.overlaps(bodyB.aabb)){

        pairs1.push(bodyA);

        pairs2.push(bodyB);

    }

};



/**

 * Removes duplicate pairs from the pair arrays.

 * @method makePairsUnique

 * @param {Array} pairs1

 * @param {Array} pairs2

 */

var Broadphase_makePairsUnique_temp = { keys:[] },

    Broadphase_makePairsUnique_p1 = [],

    Broadphase_makePairsUnique_p2 = [];

Broadphase.prototype.makePairsUnique = function(pairs1,pairs2){

    var t = Broadphase_makePairsUnique_temp,

        p1 = Broadphase_makePairsUnique_p1,

        p2 = Broadphase_makePairsUnique_p2,

        N = pairs1.length;



    for(var i=0; i!==N; i++){

        p1[i] = pairs1[i];

        p2[i] = pairs2[i];

    }



    pairs1.length = 0;

    pairs2.length = 0;



    for(var i=0; i!==N; i++){

        var id1 = p1[i].id,

            id2 = p2[i].id;

        var key = id1 < id2 ? id1+","+id2 :  id2+","+id1;

        t[key] = i;

        t.keys.push(key);

    }



    for(var i=0; i!==t.keys.length; i++){

        var key = t.keys.pop(),

            pairIndex = t[key];

        pairs1.push(p1[pairIndex]);

        pairs2.push(p2[pairIndex]);

        delete t[key];

    }

};



/**

 * To be implemented by subcasses

 * @method setWorld

 * @param {World} world

 */

Broadphase.prototype.setWorld = function(world){

};



/**

 * Check if the bounding spheres of two bodies overlap.

 * @method boundingSphereCheck

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @return {boolean}

 */

var bsc_dist = new Vec3();

Broadphase.boundingSphereCheck = function(bodyA,bodyB){

    var dist = bsc_dist;

    bodyA.position.vsub(bodyB.position,dist);

    return Math.pow(bodyA.shape.boundingSphereRadius + bodyB.shape.boundingSphereRadius,2) > dist.norm2();

};



/**

 * Returns all the bodies within the AABB.

 * @method aabbQuery

 * @param  {World} world

 * @param  {AABB} aabb

 * @param  {array} result An array to store resulting bodies in.

 * @return {array}

 */

Broadphase.prototype.aabbQuery = function(world, aabb, result){

    console.warn('.aabbQuery is not implemented in this Broadphase subclass.');

    return [];

};

},{"../math/Quaternion":28,"../math/Vec3":30,"../objects/Body":31,"../shapes/Plane":42,"../shapes/Shape":43}],6:[function(_dereq_,module,exports){

module.exports = GridBroadphase;



var Broadphase = _dereq_('./Broadphase');

var Vec3 = _dereq_('../math/Vec3');

var Shape = _dereq_('../shapes/Shape');



/**

 * Axis aligned uniform grid broadphase.

 * @class GridBroadphase

 * @constructor

 * @extends Broadphase

 * @todo Needs support for more than just planes and spheres.

 * @param {Vec3} aabbMin

 * @param {Vec3} aabbMax

 * @param {Number} nx Number of boxes along x

 * @param {Number} ny Number of boxes along y

 * @param {Number} nz Number of boxes along z

 */

function GridBroadphase(aabbMin,aabbMax,nx,ny,nz){

    Broadphase.apply(this);

    this.nx = nx || 10;

    this.ny = ny || 10;

    this.nz = nz || 10;

    this.aabbMin = aabbMin || new Vec3(100,100,100);

    this.aabbMax = aabbMax || new Vec3(-100,-100,-100);

	var nbins = this.nx * this.ny * this.nz;

	if (nbins <= 0) {

		throw "GridBroadphase: Each dimension's n must be >0";

	}

    this.bins = [];

	this.binLengths = []; //Rather than continually resizing arrays (thrashing the memory), just record length and allow them to grow

	this.bins.length = nbins;

	this.binLengths.length = nbins;

	for (var i=0;i<nbins;i++) {

		this.bins[i]=[];

		this.binLengths[i]=0;

	}

}

GridBroadphase.prototype = new Broadphase();

GridBroadphase.prototype.constructor = GridBroadphase;



/**

 * Get all the collision pairs in the physics world

 * @method collisionPairs

 * @param {World} world

 * @param {Array} pairs1

 * @param {Array} pairs2

 */

var GridBroadphase_collisionPairs_d = new Vec3();

var GridBroadphase_collisionPairs_binPos = new Vec3();

GridBroadphase.prototype.collisionPairs = function(world,pairs1,pairs2){

    var N = world.numObjects(),

        bodies = world.bodies;



    var max = this.aabbMax,

        min = this.aabbMin,

        nx = this.nx,

        ny = this.ny,

        nz = this.nz;



	var xstep = ny*nz;

	var ystep = nz;

	var zstep = 1;



    var xmax = max.x,

        ymax = max.y,

        zmax = max.z,

        xmin = min.x,

        ymin = min.y,

        zmin = min.z;



    var xmult = nx / (xmax-xmin),

        ymult = ny / (ymax-ymin),

        zmult = nz / (zmax-zmin);



    var binsizeX = (xmax - xmin) / nx,

        binsizeY = (ymax - ymin) / ny,

        binsizeZ = (zmax - zmin) / nz;



	var binRadius = Math.sqrt(binsizeX*binsizeX + binsizeY*binsizeY + binsizeZ*binsizeZ) * 0.5;



    var types = Shape.types;

    var SPHERE =            types.SPHERE,

        PLANE =             types.PLANE,

        BOX =               types.BOX,

        COMPOUND =          types.COMPOUND,

        CONVEXPOLYHEDRON =  types.CONVEXPOLYHEDRON;



    var bins=this.bins,

		binLengths=this.binLengths,

        Nbins=this.bins.length;



    // Reset bins

    for(var i=0; i!==Nbins; i++){

        binLengths[i] = 0;

    }



    var ceil = Math.ceil;

	var min = Math.min;

	var max = Math.max;



	function addBoxToBins(x0,y0,z0,x1,y1,z1,bi) {

		var xoff0 = ((x0 - xmin) * xmult)|0,

			yoff0 = ((y0 - ymin) * ymult)|0,

			zoff0 = ((z0 - zmin) * zmult)|0,

			xoff1 = ceil((x1 - xmin) * xmult),

			yoff1 = ceil((y1 - ymin) * ymult),

			zoff1 = ceil((z1 - zmin) * zmult);



		if (xoff0 < 0) { xoff0 = 0; } else if (xoff0 >= nx) { xoff0 = nx - 1; }

		if (yoff0 < 0) { yoff0 = 0; } else if (yoff0 >= ny) { yoff0 = ny - 1; }

		if (zoff0 < 0) { zoff0 = 0; } else if (zoff0 >= nz) { zoff0 = nz - 1; }

		if (xoff1 < 0) { xoff1 = 0; } else if (xoff1 >= nx) { xoff1 = nx - 1; }

		if (yoff1 < 0) { yoff1 = 0; } else if (yoff1 >= ny) { yoff1 = ny - 1; }

		if (zoff1 < 0) { zoff1 = 0; } else if (zoff1 >= nz) { zoff1 = nz - 1; }



		xoff0 *= xstep;

		yoff0 *= ystep;

		zoff0 *= zstep;

		xoff1 *= xstep;

		yoff1 *= ystep;

		zoff1 *= zstep;



		for (var xoff = xoff0; xoff <= xoff1; xoff += xstep) {

			for (var yoff = yoff0; yoff <= yoff1; yoff += ystep) {

				for (var zoff = zoff0; zoff <= zoff1; zoff += zstep) {

					var idx = xoff+yoff+zoff;

					bins[idx][binLengths[idx]++] = bi;

				}

			}

		}

	}



    // Put all bodies into the bins

    for(var i=0; i!==N; i++){

        var bi = bodies[i];

        var si = bi.shape;



        switch(si.type){

        case SPHERE:

            // Put in bin

            // check if overlap with other bins

            var x = bi.position.x,

                y = bi.position.y,

                z = bi.position.z;

            var r = si.radius;



			addBoxToBins(x-r, y-r, z-r, x+r, y+r, z+r, bi);

            break;



        case PLANE:

            if(si.worldNormalNeedsUpdate){

                si.computeWorldNormal(bi.quaternion);

            }

            var planeNormal = si.worldNormal;



			//Relative position from origin of plane object to the first bin

			//Incremented as we iterate through the bins

			var xreset = xmin + binsizeX*0.5 - bi.position.x,

				yreset = ymin + binsizeY*0.5 - bi.position.y,

				zreset = zmin + binsizeZ*0.5 - bi.position.z;



            var d = GridBroadphase_collisionPairs_d;

			d.set(xreset, yreset, zreset);



			for (var xi = 0, xoff = 0; xi !== nx; xi++, xoff += xstep, d.y = yreset, d.x += binsizeX) {

				for (var yi = 0, yoff = 0; yi !== ny; yi++, yoff += ystep, d.z = zreset, d.y += binsizeY) {

					for (var zi = 0, zoff = 0; zi !== nz; zi++, zoff += zstep, d.z += binsizeZ) {

						if (d.dot(planeNormal) < binRadius) {

							var idx = xoff + yoff + zoff;

							bins[idx][binLengths[idx]++] = bi;

						}

					}

				}

			}

            break;



        default:

			if (bi.aabbNeedsUpdate) {

				bi.computeAABB();

			}



			addBoxToBins(

				bi.aabb.lowerBound.x,

				bi.aabb.lowerBound.y,

				bi.aabb.lowerBound.z,

				bi.aabb.upperBound.x,

				bi.aabb.upperBound.y,

				bi.aabb.upperBound.z,

				bi);

            break;

        }

    }



    // Check each bin

    for(var i=0; i!==Nbins; i++){

		var binLength = binLengths[i];

		//Skip bins with no potential collisions

		if (binLength > 1) {

			var bin = bins[i];



			// Do N^2 broadphase inside

			for(var xi=0; xi!==binLength; xi++){

				var bi = bin[xi];

				for(var yi=0; yi!==xi; yi++){

					var bj = bin[yi];

					if(this.needBroadphaseCollision(bi,bj)){

						this.intersectionTest(bi,bj,pairs1,pairs2);

					}

				}

			}

		}

    }



//	for (var zi = 0, zoff=0; zi < nz; zi++, zoff+= zstep) {

//		console.log("layer "+zi);

//		for (var yi = 0, yoff=0; yi < ny; yi++, yoff += ystep) {

//			var row = '';

//			for (var xi = 0, xoff=0; xi < nx; xi++, xoff += xstep) {

//				var idx = xoff + yoff + zoff;

//				row += ' ' + binLengths[idx];

//			}

//			console.log(row);

//		}

//	}



    this.makePairsUnique(pairs1,pairs2);

};



},{"../math/Vec3":30,"../shapes/Shape":43,"./Broadphase":5}],7:[function(_dereq_,module,exports){

module.exports = NaiveBroadphase;



var Broadphase = _dereq_('./Broadphase');

var AABB = _dereq_('./AABB');



/**

 * Naive broadphase implementation, used in lack of better ones.

 * @class NaiveBroadphase

 * @constructor

 * @description The naive broadphase looks at all possible pairs without restriction, therefore it has complexity N^2 (which is bad)

 * @extends Broadphase

 */

function NaiveBroadphase(){

    Broadphase.apply(this);

}

NaiveBroadphase.prototype = new Broadphase();

NaiveBroadphase.prototype.constructor = NaiveBroadphase;



/**

 * Get all the collision pairs in the physics world

 * @method collisionPairs

 * @param {World} world

 * @param {Array} pairs1

 * @param {Array} pairs2

 */

NaiveBroadphase.prototype.collisionPairs = function(world,pairs1,pairs2){

    var bodies = world.bodies,

        n = bodies.length,

        i,j,bi,bj;



    // Naive N^2 ftw!

    for(i=0; i!==n; i++){

        for(j=0; j!==i; j++){



            bi = bodies[i];

            bj = bodies[j];



            if(!this.needBroadphaseCollision(bi,bj)){

                continue;

            }



            this.intersectionTest(bi,bj,pairs1,pairs2);

        }

    }

};



var tmpAABB = new AABB();



/**

 * Returns all the bodies within an AABB.

 * @method aabbQuery

 * @param  {World} world

 * @param  {AABB} aabb

 * @param {array} result An array to store resulting bodies in.

 * @return {array}

 */

NaiveBroadphase.prototype.aabbQuery = function(world, aabb, result){

    result = result || [];



    for(var i = 0; i < world.bodies.length; i++){

        var b = world.bodies[i];



        if(b.aabbNeedsUpdate){

            b.computeAABB();

        }



        // Ugly hack until Body gets aabb

        if(b.aabb.overlaps(aabb)){

            result.push(b);

        }

    }



    return result;

};

},{"./AABB":3,"./Broadphase":5}],8:[function(_dereq_,module,exports){

module.exports = ObjectCollisionMatrix;



/**

 * Records what objects are colliding with each other

 * @class ObjectCollisionMatrix

 * @constructor

 */

function ObjectCollisionMatrix() {



    /**

     * The matrix storage

     * @property matrix

     * @type {Object}

     */

	this.matrix = {};

}



/**

 * @method get

 * @param  {Number} i

 * @param  {Number} j

 * @return {Number}

 */

ObjectCollisionMatrix.prototype.get = function(i, j) {

	i = i.id;

	j = j.id;

    if (j > i) {

        var temp = j;

        j = i;

        i = temp;

    }

	return i+'-'+j in this.matrix;

};



/**

 * @method set

 * @param  {Number} i

 * @param  {Number} j

 * @param {Number} value

 */

ObjectCollisionMatrix.prototype.set = function(i, j, value) {

	i = i.id;

	j = j.id;

    if (j > i) {

        var temp = j;

        j = i;

        i = temp;

	}

	if (value) {

		this.matrix[i+'-'+j] = true;

	}

	else {

		delete this.matrix[i+'-'+j];

	}

};



/**

 * Empty the matrix

 * @method reset

 */

ObjectCollisionMatrix.prototype.reset = function() {

	this.matrix = {};

};



/**

 * Set max number of objects

 * @method setNumObjects

 * @param {Number} n

 */

ObjectCollisionMatrix.prototype.setNumObjects = function(n) {

};



},{}],9:[function(_dereq_,module,exports){

module.exports = Ray;



var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Transform = _dereq_('../math/Transform');

var ConvexPolyhedron = _dereq_('../shapes/ConvexPolyhedron');

var Box = _dereq_('../shapes/Box');

var RaycastResult = _dereq_('../collision/RaycastResult');

var Shape = _dereq_('../shapes/Shape');

var AABB = _dereq_('../collision/AABB');



/**

 * A line in 3D space that intersects bodies and return points.

 * @class Ray

 * @constructor

 * @param {Vec3} from

 * @param {Vec3} to

 */

function Ray(from, to){

    /**

     * @property {Vec3} from

     */

    this.from = from ? from.clone() : new Vec3();



    /**

     * @property {Vec3} to

     */

    this.to = to ? to.clone() : new Vec3();



    /**

     * @private

     * @property {Vec3} _direction

     */

    this._direction = new Vec3();



    /**

     * The precision of the ray. Used when checking parallelity etc.

     * @property {Number} precision

     */

    this.precision = 0.0001;



    /**

     * Set to true if you want the Ray to take .collisionResponse flags into account on bodies and shapes.

     * @property {Boolean} checkCollisionResponse

     */

    this.checkCollisionResponse = true;



    /**

     * If set to true, the ray skips any hits with normal.dot(rayDirection) < 0.

     * @property {Boolean} skipBackfaces

     */

    this.skipBackfaces = false;



    /**

     * @property {number} collisionFilterMask

     * @default -1

     */

    this.collisionFilterMask = -1;



    /**

     * @property {number} collisionFilterGroup

     * @default -1

     */

    this.collisionFilterGroup = -1;



    /**

     * The intersection mode. Should be Ray.ANY, Ray.ALL or Ray.CLOSEST.

     * @property {number} mode

     */

    this.mode = Ray.ANY;



    /**

     * Current result object.

     * @property {RaycastResult} result

     */

    this.result = new RaycastResult();



    /**

     * Will be set to true during intersectWorld() if the ray hit anything.

     * @property {Boolean} hasHit

     */

    this.hasHit = false;



    /**

     * Current, user-provided result callback. Will be used if mode is Ray.ALL.

     * @property {Function} callback

     */

    this.callback = function(result){};

}

Ray.prototype.constructor = Ray;



Ray.CLOSEST = 1;

Ray.ANY = 2;

Ray.ALL = 4;



var tmpAABB = new AABB();

var tmpArray = [];



/**

 * Do itersection against all bodies in the given World.

 * @method intersectWorld

 * @param  {World} world

 * @param  {object} options

 * @return {Boolean} True if the ray hit anything, otherwise false.

 */

Ray.prototype.intersectWorld = function (world, options) {

    this.mode = options.mode || Ray.ANY;

    this.result = options.result || new RaycastResult();

    this.skipBackfaces = !!options.skipBackfaces;

    this.collisionFilterMask = typeof(options.collisionFilterMask) !== 'undefined' ? options.collisionFilterMask : -1;

    this.collisionFilterGroup = typeof(options.collisionFilterGroup) !== 'undefined' ? options.collisionFilterGroup : -1;

    if(options.from){

        this.from.copy(options.from);

    }

    if(options.to){

        this.to.copy(options.to);

    }

    this.callback = options.callback || function(){};

    this.hasHit = false;



    this.result.reset();

    this._updateDirection();



    this.getAABB(tmpAABB);

    tmpArray.length = 0;

    world.broadphase.aabbQuery(world, tmpAABB, tmpArray);

    this.intersectBodies(tmpArray);



    return this.hasHit;

};



var v1 = new Vec3(),

    v2 = new Vec3();



/*

 * As per "Barycentric Technique" as named here http://www.blackpawn.com/texts/pointinpoly/default.html But without the division

 */

Ray.pointInTriangle = pointInTriangle;

function pointInTriangle(p, a, b, c) {

    c.vsub(a,v0);

    b.vsub(a,v1);

    p.vsub(a,v2);



    var dot00 = v0.dot( v0 );

    var dot01 = v0.dot( v1 );

    var dot02 = v0.dot( v2 );

    var dot11 = v1.dot( v1 );

    var dot12 = v1.dot( v2 );



    var u,v;



    return  ( (u = dot11 * dot02 - dot01 * dot12) >= 0 ) &&

            ( (v = dot00 * dot12 - dot01 * dot02) >= 0 ) &&

            ( u + v < ( dot00 * dot11 - dot01 * dot01 ) );

}



/**

 * Shoot a ray at a body, get back information about the hit.

 * @method intersectBody

 * @private

 * @param {Body} body

 * @param {RaycastResult} [result] Deprecated - set the result property of the Ray instead.

 */

var intersectBody_xi = new Vec3();

var intersectBody_qi = new Quaternion();

Ray.prototype.intersectBody = function (body, result) {

    if(result){

        this.result = result;

        this._updateDirection();

    }

    var checkCollisionResponse = this.checkCollisionResponse;



    if(checkCollisionResponse && !body.collisionResponse){

        return;

    }



    if((this.collisionFilterGroup & body.collisionFilterMask)===0 || (body.collisionFilterGroup & this.collisionFilterMask)===0){

        return;

    }



    var xi = intersectBody_xi;

    var qi = intersectBody_qi;



    for (var i = 0, N = body.shapes.length; i < N; i++) {

        var shape = body.shapes[i];



        if(checkCollisionResponse && !shape.collisionResponse){

            continue; // Skip

        }



        body.quaternion.mult(body.shapeOrientations[i], qi);

        body.quaternion.vmult(body.shapeOffsets[i], xi);

        xi.vadd(body.position, xi);



        this.intersectShape(

            shape,

            qi,

            xi,

            body

        );



        if(this.result._shouldStop){

            break;

        }

    }

};



/**

 * @method intersectBodies

 * @param {Array} bodies An array of Body objects.

 * @param {RaycastResult} [result] Deprecated

 */

Ray.prototype.intersectBodies = function (bodies, result) {

    if(result){

        this.result = result;

        this._updateDirection();

    }



    for ( var i = 0, l = bodies.length; !this.result._shouldStop && i < l; i ++ ) {

        this.intersectBody(bodies[i]);

    }

};



/**

 * Updates the _direction vector.

 * @private

 * @method _updateDirection

 */

Ray.prototype._updateDirection = function(){

    this.to.vsub(this.from, this._direction);

    this._direction.normalize();

};



/**

 * @method intersectShape

 * @private

 * @param {Shape} shape

 * @param {Quaternion} quat

 * @param {Vec3} position

 * @param {Body} body

 */

Ray.prototype.intersectShape = function(shape, quat, position, body){

    var from = this.from;





    // Checking boundingSphere

    var distance = distanceFromIntersection(from, this._direction, position);

    if ( distance > shape.boundingSphereRadius ) {

        return;

    }



    var intersectMethod = this[shape.type];

    if(intersectMethod){

        intersectMethod.call(this, shape, quat, position, body);

    }

};



var vector = new Vec3();

var normal = new Vec3();

var intersectPoint = new Vec3();



var a = new Vec3();

var b = new Vec3();

var c = new Vec3();

var d = new Vec3();



var tmpRaycastResult = new RaycastResult();



/**

 * @method intersectBox

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 */

Ray.prototype.intersectBox = function(shape, quat, position, body){

    return this.intersectConvex(shape.convexPolyhedronRepresentation, quat, position, body);

};

Ray.prototype[Shape.types.BOX] = Ray.prototype.intersectBox;



/**

 * @method intersectPlane

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 */

Ray.prototype.intersectPlane = function(shape, quat, position, body){

    var from = this.from;

    var to = this.to;

    var direction = this._direction;



    // Get plane normal

    var worldNormal = new Vec3(0, 0, 1);

    quat.vmult(worldNormal, worldNormal);



    var len = new Vec3();

    from.vsub(position, len);

    var planeToFrom = len.dot(worldNormal);

    to.vsub(position, len);

    var planeToTo = len.dot(worldNormal);



    if(planeToFrom * planeToTo > 0){

        // "from" and "to" are on the same side of the plane... bail out

        return;

    }



    if(from.distanceTo(to) < planeToFrom){

        return;

    }



    var n_dot_dir = worldNormal.dot(direction);



    if (Math.abs(n_dot_dir) < this.precision) {

        // No intersection

        return;

    }



    var planePointToFrom = new Vec3();

    var dir_scaled_with_t = new Vec3();

    var hitPointWorld = new Vec3();



    from.vsub(position, planePointToFrom);

    var t = -worldNormal.dot(planePointToFrom) / n_dot_dir;

    direction.scale(t, dir_scaled_with_t);

    from.vadd(dir_scaled_with_t, hitPointWorld);



    this.reportIntersection(worldNormal, hitPointWorld, shape, body, -1);

};

Ray.prototype[Shape.types.PLANE] = Ray.prototype.intersectPlane;



/**

 * Get the world AABB of the ray.

 * @method getAABB

 * @param  {AABB} aabb

 */

Ray.prototype.getAABB = function(result){

    var to = this.to;

    var from = this.from;

    result.lowerBound.x = Math.min(to.x, from.x);

    result.lowerBound.y = Math.min(to.y, from.y);

    result.lowerBound.z = Math.min(to.z, from.z);

    result.upperBound.x = Math.max(to.x, from.x);

    result.upperBound.y = Math.max(to.y, from.y);

    result.upperBound.z = Math.max(to.z, from.z);

};



var intersectConvexOptions = {

    faceList: [0]

};



/**

 * @method intersectHeightfield

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 */

Ray.prototype.intersectHeightfield = function(shape, quat, position, body){

    var data = shape.data,

        w = shape.elementSize,

        worldPillarOffset = new Vec3();



    // Convert the ray to local heightfield coordinates

    var localRay = new Ray(this.from, this.to);

    Transform.pointToLocalFrame(position, quat, localRay.from, localRay.from);

    Transform.pointToLocalFrame(position, quat, localRay.to, localRay.to);



    // Get the index of the data points to test against

    var index = [];

    var iMinX = null;

    var iMinY = null;

    var iMaxX = null;

    var iMaxY = null;



    var inside = shape.getIndexOfPosition(localRay.from.x, localRay.from.y, index, false);

    if(inside){

        iMinX = index[0];

        iMinY = index[1];

        iMaxX = index[0];

        iMaxY = index[1];

    }

    inside = shape.getIndexOfPosition(localRay.to.x, localRay.to.y, index, false);

    if(inside){

        if (iMinX === null || index[0] < iMinX) { iMinX = index[0]; }

        if (iMaxX === null || index[0] > iMaxX) { iMaxX = index[0]; }

        if (iMinY === null || index[1] < iMinY) { iMinY = index[1]; }

        if (iMaxY === null || index[1] > iMaxY) { iMaxY = index[1]; }

    }



    if(iMinX === null){

        return;

    }



    var minMax = [];

    shape.getRectMinMax(iMinX, iMinY, iMaxX, iMaxY, minMax);

    var min = minMax[0];

    var max = minMax[1];



    // // Bail out if the ray can't touch the bounding box

    // // TODO

    // var aabb = new AABB();

    // this.getAABB(aabb);

    // if(aabb.intersects()){

    //     return;

    // }



    for(var i = iMinX; i <= iMaxX; i++){

        for(var j = iMinY; j <= iMaxY; j++){



            if(this.result._shouldStop){

                return;

            }



            // Lower triangle

            shape.getConvexTrianglePillar(i, j, false);

            Transform.pointToWorldFrame(position, quat, shape.pillarOffset, worldPillarOffset);

            this.intersectConvex(shape.pillarConvex, quat, worldPillarOffset, body, intersectConvexOptions);



            if(this.result._shouldStop){

                return;

            }



            // Upper triangle

            shape.getConvexTrianglePillar(i, j, true);

            Transform.pointToWorldFrame(position, quat, shape.pillarOffset, worldPillarOffset);

            this.intersectConvex(shape.pillarConvex, quat, worldPillarOffset, body, intersectConvexOptions);

        }

    }

};

Ray.prototype[Shape.types.HEIGHTFIELD] = Ray.prototype.intersectHeightfield;



var Ray_intersectSphere_intersectionPoint = new Vec3();

var Ray_intersectSphere_normal = new Vec3();



/**

 * @method intersectSphere

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 */

Ray.prototype.intersectSphere = function(shape, quat, position, body){

    var from = this.from,

        to = this.to,

        r = shape.radius;



    var a = Math.pow(to.x - from.x, 2) + Math.pow(to.y - from.y, 2) + Math.pow(to.z - from.z, 2);

    var b = 2 * ((to.x - from.x) * (from.x - position.x) + (to.y - from.y) * (from.y - position.y) + (to.z - from.z) * (from.z - position.z));

    var c = Math.pow(from.x - position.x, 2) + Math.pow(from.y - position.y, 2) + Math.pow(from.z - position.z, 2) - Math.pow(r, 2);



    var delta = Math.pow(b, 2) - 4 * a * c;



    var intersectionPoint = Ray_intersectSphere_intersectionPoint;

    var normal = Ray_intersectSphere_normal;



    if(delta < 0){

        // No intersection

        return;



    } else if(delta === 0){

        // single intersection point

        from.lerp(to, delta, intersectionPoint);



        intersectionPoint.vsub(position, normal);

        normal.normalize();



        this.reportIntersection(normal, intersectionPoint, shape, body, -1);



    } else {

        var d1 = (- b - Math.sqrt(delta)) / (2 * a);

        var d2 = (- b + Math.sqrt(delta)) / (2 * a);



        if(d1 >= 0 && d1 <= 1){

            from.lerp(to, d1, intersectionPoint);

            intersectionPoint.vsub(position, normal);

            normal.normalize();

            this.reportIntersection(normal, intersectionPoint, shape, body, -1);

        }



        if(this.result._shouldStop){

            return;

        }



        if(d2 >= 0 && d2 <= 1){

            from.lerp(to, d2, intersectionPoint);

            intersectionPoint.vsub(position, normal);

            normal.normalize();

            this.reportIntersection(normal, intersectionPoint, shape, body, -1);

        }

    }

};

Ray.prototype[Shape.types.SPHERE] = Ray.prototype.intersectSphere;





var intersectConvex_normal = new Vec3();

var intersectConvex_minDistNormal = new Vec3();

var intersectConvex_minDistIntersect = new Vec3();

var intersectConvex_vector = new Vec3();



/**

 * @method intersectConvex

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 * @param {object} [options]

 * @param {array} [options.faceList]

 */

Ray.prototype.intersectConvex = function intersectConvex(

    shape,

    quat,

    position,

    body,

    options

){

    var minDistNormal = intersectConvex_minDistNormal;

    var normal = intersectConvex_normal;

    var vector = intersectConvex_vector;

    var minDistIntersect = intersectConvex_minDistIntersect;

    var faceList = (options && options.faceList) || null;



    // Checking faces

    var faces = shape.faces,

        vertices = shape.vertices,

        normals = shape.faceNormals;

    var direction = this._direction;



    var from = this.from;

    var to = this.to;

    var fromToDistance = from.distanceTo(to);



    var minDist = -1;

    var Nfaces = faceList ? faceList.length : faces.length;

    var result = this.result;



    for (var j = 0; !result._shouldStop && j < Nfaces; j++) {

        var fi = faceList ? faceList[j] : j;



        var face = faces[fi];

        var faceNormal = normals[fi];

        var q = quat;

        var x = position;



        // determine if ray intersects the plane of the face

        // note: this works regardless of the direction of the face normal



        // Get plane point in world coordinates...

        vector.copy(vertices[face[0]]);

        q.vmult(vector,vector);

        vector.vadd(x,vector);



        // ...but make it relative to the ray from. We'll fix this later.

        vector.vsub(from,vector);



        // Get plane normal

        q.vmult(faceNormal,normal);



        // If this dot product is negative, we have something interesting

        var dot = direction.dot(normal);



        // Bail out if ray and plane are parallel

        if ( Math.abs( dot ) < this.precision ){

            continue;

        }



        // calc distance to plane

        var scalar = normal.dot(vector) / dot;



        // if negative distance, then plane is behind ray

        if (scalar < 0){

            continue;

        }



        // if (dot < 0) {



        // Intersection point is from + direction * scalar

        direction.mult(scalar,intersectPoint);

        intersectPoint.vadd(from,intersectPoint);



        // a is the point we compare points b and c with.

        a.copy(vertices[face[0]]);

        q.vmult(a,a);

        x.vadd(a,a);



        for(var i = 1; !result._shouldStop && i < face.length - 1; i++){

            // Transform 3 vertices to world coords

            b.copy(vertices[face[i]]);

            c.copy(vertices[face[i+1]]);

            q.vmult(b,b);

            q.vmult(c,c);

            x.vadd(b,b);

            x.vadd(c,c);



            var distance = intersectPoint.distanceTo(from);



            if(!(pointInTriangle(intersectPoint, a, b, c) || pointInTriangle(intersectPoint, b, a, c)) || distance > fromToDistance){

                continue;

            }



            this.reportIntersection(normal, intersectPoint, shape, body, fi);

        }

        // }

    }

};

Ray.prototype[Shape.types.CONVEXPOLYHEDRON] = Ray.prototype.intersectConvex;



var intersectTrimesh_normal = new Vec3();

var intersectTrimesh_localDirection = new Vec3();

var intersectTrimesh_localFrom = new Vec3();

var intersectTrimesh_localTo = new Vec3();

var intersectTrimesh_worldNormal = new Vec3();

var intersectTrimesh_worldIntersectPoint = new Vec3();

var intersectTrimesh_localAABB = new AABB();

var intersectTrimesh_triangles = [];

var intersectTrimesh_treeTransform = new Transform();



/**

 * @method intersectTrimesh

 * @private

 * @param  {Shape} shape

 * @param  {Quaternion} quat

 * @param  {Vec3} position

 * @param  {Body} body

 * @param {object} [options]

 * @todo Optimize by transforming the world to local space first.

 * @todo Use Octree lookup

 */

Ray.prototype.intersectTrimesh = function intersectTrimesh(

    mesh,

    quat,

    position,

    body,

    options

){

    var normal = intersectTrimesh_normal;

    var triangles = intersectTrimesh_triangles;

    var treeTransform = intersectTrimesh_treeTransform;

    var minDistNormal = intersectConvex_minDistNormal;

    var vector = intersectConvex_vector;

    var minDistIntersect = intersectConvex_minDistIntersect;

    var localAABB = intersectTrimesh_localAABB;

    var localDirection = intersectTrimesh_localDirection;

    var localFrom = intersectTrimesh_localFrom;

    var localTo = intersectTrimesh_localTo;

    var worldIntersectPoint = intersectTrimesh_worldIntersectPoint;

    var worldNormal = intersectTrimesh_worldNormal;

    var faceList = (options && options.faceList) || null;



    // Checking faces

    var indices = mesh.indices,

        vertices = mesh.vertices,

        normals = mesh.faceNormals;



    var from = this.from;

    var to = this.to;

    var direction = this._direction;



    var minDist = -1;

    treeTransform.position.copy(position);

    treeTransform.quaternion.copy(quat);



    // Transform ray to local space!

    Transform.vectorToLocalFrame(position, quat, direction, localDirection);

    //body.vectorToLocalFrame(direction, localDirection);

    Transform.pointToLocalFrame(position, quat, from, localFrom);

    //body.pointToLocalFrame(from, localFrom);

    Transform.pointToLocalFrame(position, quat, to, localTo);

    //body.pointToLocalFrame(to, localTo);

    var fromToDistanceSquared = localFrom.distanceSquared(localTo);



    mesh.tree.rayQuery(this, treeTransform, triangles);



    for (var i = 0, N = triangles.length; !this.result._shouldStop && i !== N; i++) {

        var trianglesIndex = triangles[i];



        mesh.getNormal(trianglesIndex, normal);



        // determine if ray intersects the plane of the face

        // note: this works regardless of the direction of the face normal



        // Get plane point in world coordinates...

        mesh.getVertex(indices[trianglesIndex * 3], a);



        // ...but make it relative to the ray from. We'll fix this later.

        a.vsub(localFrom,vector);



        // Get plane normal

        // quat.vmult(normal, normal);



        // If this dot product is negative, we have something interesting

        var dot = localDirection.dot(normal);



        // Bail out if ray and plane are parallel

        // if (Math.abs( dot ) < this.precision){

        //     continue;

        // }



        // calc distance to plane

        var scalar = normal.dot(vector) / dot;



        // if negative distance, then plane is behind ray

        if (scalar < 0){

            continue;

        }



        // Intersection point is from + direction * scalar

        localDirection.scale(scalar,intersectPoint);

        intersectPoint.vadd(localFrom,intersectPoint);



        // Get triangle vertices

        mesh.getVertex(indices[trianglesIndex * 3 + 1], b);

        mesh.getVertex(indices[trianglesIndex * 3 + 2], c);



        var squaredDistance = intersectPoint.distanceSquared(localFrom);



        if(!(pointInTriangle(intersectPoint, b, a, c) || pointInTriangle(intersectPoint, a, b, c)) || squaredDistance > fromToDistanceSquared){

            continue;

        }



        // transform intersectpoint and normal to world

        Transform.vectorToWorldFrame(quat, normal, worldNormal);

        //body.vectorToWorldFrame(normal, worldNormal);

        Transform.pointToWorldFrame(position, quat, intersectPoint, worldIntersectPoint);

        //body.pointToWorldFrame(intersectPoint, worldIntersectPoint);

        this.reportIntersection(worldNormal, worldIntersectPoint, mesh, body, trianglesIndex);

    }

    triangles.length = 0;

};

Ray.prototype[Shape.types.TRIMESH] = Ray.prototype.intersectTrimesh;





/**

 * @method reportIntersection

 * @private

 * @param  {Vec3} normal

 * @param  {Vec3} hitPointWorld

 * @param  {Shape} shape

 * @param  {Body} body

 * @return {boolean} True if the intersections should continue

 */

Ray.prototype.reportIntersection = function(normal, hitPointWorld, shape, body, hitFaceIndex){

    var from = this.from;

    var to = this.to;

    var distance = from.distanceTo(hitPointWorld);

    var result = this.result;



    // Skip back faces?

    if(this.skipBackfaces && normal.dot(this._direction) > 0){

        return;

    }



    result.hitFaceIndex = typeof(hitFaceIndex) !== 'undefined' ? hitFaceIndex : -1;



    switch(this.mode){

    case Ray.ALL:

        this.hasHit = true;

        result.set(

            from,

            to,

            normal,

            hitPointWorld,

            shape,

            body,

            distance

        );

        result.hasHit = true;

        this.callback(result);

        break;



    case Ray.CLOSEST:



        // Store if closer than current closest

        if(distance < result.distance || !result.hasHit){

            this.hasHit = true;

            result.hasHit = true;

            result.set(

                from,

                to,

                normal,

                hitPointWorld,

                shape,

                body,

                distance

            );

        }

        break;



    case Ray.ANY:



        // Report and stop.

        this.hasHit = true;

        result.hasHit = true;

        result.set(

            from,

            to,

            normal,

            hitPointWorld,

            shape,

            body,

            distance

        );

        result._shouldStop = true;

        break;

    }

};



var v0 = new Vec3(),

    intersect = new Vec3();

function distanceFromIntersection(from, direction, position) {



    // v0 is vector from from to position

    position.vsub(from,v0);

    var dot = v0.dot(direction);



    // intersect = direction*dot + from

    direction.mult(dot,intersect);

    intersect.vadd(from,intersect);



    var distance = position.distanceTo(intersect);



    return distance;

}





},{"../collision/AABB":3,"../collision/RaycastResult":10,"../math/Quaternion":28,"../math/Transform":29,"../math/Vec3":30,"../shapes/Box":37,"../shapes/ConvexPolyhedron":38,"../shapes/Shape":43}],10:[function(_dereq_,module,exports){

var Vec3 = _dereq_('../math/Vec3');



module.exports = RaycastResult;



/**

 * Storage for Ray casting data.

 * @class RaycastResult

 * @constructor

 */

function RaycastResult(){



	/**

	 * @property {Vec3} rayFromWorld

	 */

	this.rayFromWorld = new Vec3();



	/**

	 * @property {Vec3} rayToWorld

	 */

	this.rayToWorld = new Vec3();



	/**

	 * @property {Vec3} hitNormalWorld

	 */

	this.hitNormalWorld = new Vec3();



	/**

	 * @property {Vec3} hitPointWorld

	 */

	this.hitPointWorld = new Vec3();



	/**

	 * @property {boolean} hasHit

	 */

	this.hasHit = false;



	/**

	 * The hit shape, or null.

	 * @property {Shape} shape

	 */

	this.shape = null;



	/**

	 * The hit body, or null.

	 * @property {Body} body

	 */

	this.body = null;



	/**

	 * The index of the hit triangle, if the hit shape was a trimesh.

	 * @property {number} hitFaceIndex

	 * @default -1

	 */

	this.hitFaceIndex = -1;



	/**

	 * Distance to the hit. Will be set to -1 if there was no hit.

	 * @property {number} distance

	 * @default -1

	 */

	this.distance = -1;



	/**

	 * If the ray should stop traversing the bodies.

	 * @private

	 * @property {Boolean} _shouldStop

	 * @default false

	 */

	this._shouldStop = false;

}



/**

 * Reset all result data.

 * @method reset

 */

RaycastResult.prototype.reset = function () {

	this.rayFromWorld.setZero();

	this.rayToWorld.setZero();

	this.hitNormalWorld.setZero();

	this.hitPointWorld.setZero();

	this.hasHit = false;

	this.shape = null;

	this.body = null;

	this.hitFaceIndex = -1;

	this.distance = -1;

	this._shouldStop = false;

};



/**

 * @method abort

 */

RaycastResult.prototype.abort = function(){

	this._shouldStop = true;

};



/**

 * @method set

 * @param {Vec3} rayFromWorld

 * @param {Vec3} rayToWorld

 * @param {Vec3} hitNormalWorld

 * @param {Vec3} hitPointWorld

 * @param {Shape} shape

 * @param {Body} body

 * @param {number} distance

 */

RaycastResult.prototype.set = function(

	rayFromWorld,

	rayToWorld,

	hitNormalWorld,

	hitPointWorld,

	shape,

	body,

	distance

){

	this.rayFromWorld.copy(rayFromWorld);

	this.rayToWorld.copy(rayToWorld);

	this.hitNormalWorld.copy(hitNormalWorld);

	this.hitPointWorld.copy(hitPointWorld);

	this.shape = shape;

	this.body = body;

	this.distance = distance;

};

},{"../math/Vec3":30}],11:[function(_dereq_,module,exports){

var Shape = _dereq_('../shapes/Shape');

var Broadphase = _dereq_('../collision/Broadphase');



module.exports = SAPBroadphase;



/**

 * Sweep and prune broadphase along one axis.

 *

 * @class SAPBroadphase

 * @constructor

 * @param {World} [world]

 * @extends Broadphase

 */

function SAPBroadphase(world){

    Broadphase.apply(this);



    /**

     * List of bodies currently in the broadphase.

     * @property axisList

     * @type {Array}

     */

    this.axisList = [];



    /**

     * The world to search in.

     * @property world

     * @type {World}

     */

    this.world = null;



    /**

     * Axis to sort the bodies along. Set to 0 for x axis, and 1 for y axis. For best performance, choose an axis that the bodies are spread out more on.

     * @property axisIndex

     * @type {Number}

     */

    this.axisIndex = 0;



    var axisList = this.axisList;



    this._addBodyHandler = function(e){

        axisList.push(e.body);

    };



    this._removeBodyHandler = function(e){

        var idx = axisList.indexOf(e.body);

        if(idx !== -1){

            axisList.splice(idx,1);

        }

    };



    if(world){

        this.setWorld(world);

    }

}

SAPBroadphase.prototype = new Broadphase();



/**

 * Change the world

 * @method setWorld

 * @param  {World} world

 */

SAPBroadphase.prototype.setWorld = function(world){

    // Clear the old axis array

    this.axisList.length = 0;



    // Add all bodies from the new world

    for(var i=0; i<world.bodies.length; i++){

        this.axisList.push(world.bodies[i]);

    }



    // Remove old handlers, if any

    world.removeEventListener("addBody", this._addBodyHandler);

    world.removeEventListener("removeBody", this._removeBodyHandler);



    // Add handlers to update the list of bodies.

    world.addEventListener("addBody", this._addBodyHandler);

    world.addEventListener("removeBody", this._removeBodyHandler);



    this.world = world;

    this.dirty = true;

};



/**

 * @static

 * @method insertionSortX

 * @param  {Array} a

 * @return {Array}

 */

SAPBroadphase.insertionSortX = function(a) {

    for(var i=1,l=a.length;i<l;i++) {

        var v = a[i];

        for(var j=i - 1;j>=0;j--) {

            if(a[j].aabb.lowerBound.x <= v.aabb.lowerBound.x){

                break;

            }

            a[j+1] = a[j];

        }

        a[j+1] = v;

    }

    return a;

};



/**

 * @static

 * @method insertionSortY

 * @param  {Array} a

 * @return {Array}

 */

SAPBroadphase.insertionSortY = function(a) {

    for(var i=1,l=a.length;i<l;i++) {

        var v = a[i];

        for(var j=i - 1;j>=0;j--) {

            if(a[j].aabb.lowerBound.y <= v.aabb.lowerBound.y){

                break;

            }

            a[j+1] = a[j];

        }

        a[j+1] = v;

    }

    return a;

};



/**

 * @static

 * @method insertionSortZ

 * @param  {Array} a

 * @return {Array}

 */

SAPBroadphase.insertionSortZ = function(a) {

    for(var i=1,l=a.length;i<l;i++) {

        var v = a[i];

        for(var j=i - 1;j>=0;j--) {

            if(a[j].aabb.lowerBound.z <= v.aabb.lowerBound.z){

                break;

            }

            a[j+1] = a[j];

        }

        a[j+1] = v;

    }

    return a;

};



/**

 * Collect all collision pairs

 * @method collisionPairs

 * @param  {World} world

 * @param  {Array} p1

 * @param  {Array} p2

 */

SAPBroadphase.prototype.collisionPairs = function(world,p1,p2){

    var bodies = this.axisList,

        N = bodies.length,

        axisIndex = this.axisIndex,

        i, j;



    if(this.dirty){

        this.sortList();

        this.dirty = false;

    }



    // Look through the list

    for(i=0; i !== N; i++){

        var bi = bodies[i];



        for(j=i+1; j < N; j++){

            var bj = bodies[j];



            if(!this.needBroadphaseCollision(bi,bj)){

                continue;

            }



            if(!SAPBroadphase.checkBounds(bi,bj,axisIndex)){

                break;

            }



            this.intersectionTest(bi,bj,p1,p2);

        }

    }

};



SAPBroadphase.prototype.sortList = function(){

    var axisList = this.axisList;

    var axisIndex = this.axisIndex;

    var N = axisList.length;



    // Update AABBs

    for(var i = 0; i!==N; i++){

        var bi = axisList[i];

        if(bi.aabbNeedsUpdate){

            bi.computeAABB();

        }

    }



    // Sort the list

    if(axisIndex === 0){

        SAPBroadphase.insertionSortX(axisList);

    } else if(axisIndex === 1){

        SAPBroadphase.insertionSortY(axisList);

    } else if(axisIndex === 2){

        SAPBroadphase.insertionSortZ(axisList);

    }

};



/**

 * Check if the bounds of two bodies overlap, along the given SAP axis.

 * @static

 * @method checkBounds

 * @param  {Body} bi

 * @param  {Body} bj

 * @param  {Number} axisIndex

 * @return {Boolean}

 */

SAPBroadphase.checkBounds = function(bi, bj, axisIndex){

    var biPos;

    var bjPos;



    if(axisIndex === 0){

        biPos = bi.position.x;

        bjPos = bj.position.x;

    } else if(axisIndex === 1){

        biPos = bi.position.y;

        bjPos = bj.position.y;

    } else if(axisIndex === 2){

        biPos = bi.position.z;

        bjPos = bj.position.z;

    }



    var ri = bi.boundingRadius,

        rj = bj.boundingRadius,

        boundA1 = biPos - ri,

        boundA2 = biPos + ri,

        boundB1 = bjPos - rj,

        boundB2 = bjPos + rj;



    return boundB1 < boundA2;

};



/**

 * Computes the variance of the body positions and estimates the best

 * axis to use. Will automatically set property .axisIndex.

 * @method autoDetectAxis

 */

SAPBroadphase.prototype.autoDetectAxis = function(){

    var sumX=0,

        sumX2=0,

        sumY=0,

        sumY2=0,

        sumZ=0,

        sumZ2=0,

        bodies = this.axisList,

        N = bodies.length,

        invN=1/N;



    for(var i=0; i!==N; i++){

        var b = bodies[i];



        var centerX = b.position.x;

        sumX += centerX;

        sumX2 += centerX*centerX;



        var centerY = b.position.y;

        sumY += centerY;

        sumY2 += centerY*centerY;



        var centerZ = b.position.z;

        sumZ += centerZ;

        sumZ2 += centerZ*centerZ;

    }



    var varianceX = sumX2 - sumX*sumX*invN,

        varianceY = sumY2 - sumY*sumY*invN,

        varianceZ = sumZ2 - sumZ*sumZ*invN;



    if(varianceX > varianceY){

        if(varianceX > varianceZ){

            this.axisIndex = 0;

        } else{

            this.axisIndex = 2;

        }

    } else if(varianceY > varianceZ){

        this.axisIndex = 1;

    } else{

        this.axisIndex = 2;

    }

};



/**

 * Returns all the bodies within an AABB.

 * @method aabbQuery

 * @param  {World} world

 * @param  {AABB} aabb

 * @param {array} result An array to store resulting bodies in.

 * @return {array}

 */

SAPBroadphase.prototype.aabbQuery = function(world, aabb, result){

    result = result || [];



    if(this.dirty){

        this.sortList();

        this.dirty = false;

    }



    var axisIndex = this.axisIndex, axis = 'x';

    if(axisIndex === 1){ axis = 'y'; }

    if(axisIndex === 2){ axis = 'z'; }



    var axisList = this.axisList;

    var lower = aabb.lowerBound[axis];

    var upper = aabb.upperBound[axis];

    for(var i = 0; i < axisList.length; i++){

        var b = axisList[i];



        if(b.aabbNeedsUpdate){

            b.computeAABB();

        }



        if(b.aabb.overlaps(aabb)){

            result.push(b);

        }

    }



    return result;

};

},{"../collision/Broadphase":5,"../shapes/Shape":43}],12:[function(_dereq_,module,exports){

module.exports = ConeTwistConstraint;



var Constraint = _dereq_('./Constraint');

var PointToPointConstraint = _dereq_('./PointToPointConstraint');

var ConeEquation = _dereq_('../equations/ConeEquation');

var RotationalEquation = _dereq_('../equations/RotationalEquation');

var ContactEquation = _dereq_('../equations/ContactEquation');

var Vec3 = _dereq_('../math/Vec3');



/**

 * @class ConeTwistConstraint

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {object} [options]

 * @param {Vec3} [options.pivotA]

 * @param {Vec3} [options.pivotB]

 * @param {Vec3} [options.axisA]

 * @param {Vec3} [options.axisB]

 * @param {Number} [options.maxForce=1e6]

 * @extends PointToPointConstraint

 */

function ConeTwistConstraint(bodyA, bodyB, options){

    options = options || {};

    var maxForce = typeof(options.maxForce) !== 'undefined' ? options.maxForce : 1e6;



    // Set pivot point in between

    var pivotA = options.pivotA ? options.pivotA.clone() : new Vec3();

    var pivotB = options.pivotB ? options.pivotB.clone() : new Vec3();

    this.axisA = options.axisA ? options.axisA.clone() : new Vec3();

    this.axisB = options.axisB ? options.axisB.clone() : new Vec3();



    PointToPointConstraint.call(this, bodyA, pivotA, bodyB, pivotB, maxForce);



    this.collideConnected = !!options.collideConnected;



    this.angle = typeof(options.angle) !== 'undefined' ? options.angle : 0;



    /**

     * @property {ConeEquation} coneEquation

     */

    var c = this.coneEquation = new ConeEquation(bodyA,bodyB,options);



    /**

     * @property {RotationalEquation} twistEquation

     */

    var t = this.twistEquation = new RotationalEquation(bodyA,bodyB,options);

    this.twistAngle = typeof(options.twistAngle) !== 'undefined' ? options.twistAngle : 0;



    // Make the cone equation push the bodies toward the cone axis, not outward

    c.maxForce = 0;

    c.minForce = -maxForce;



    // Make the twist equation add torque toward the initial position

    t.maxForce = 0;

    t.minForce = -maxForce;



    this.equations.push(c, t);

}

ConeTwistConstraint.prototype = new PointToPointConstraint();

ConeTwistConstraint.constructor = ConeTwistConstraint;



var ConeTwistConstraint_update_tmpVec1 = new Vec3();

var ConeTwistConstraint_update_tmpVec2 = new Vec3();



ConeTwistConstraint.prototype.update = function(){

    var bodyA = this.bodyA,

        bodyB = this.bodyB,

        cone = this.coneEquation,

        twist = this.twistEquation;



    PointToPointConstraint.prototype.update.call(this);



    // Update the axes to the cone constraint

    bodyA.vectorToWorldFrame(this.axisA, cone.axisA);

    bodyB.vectorToWorldFrame(this.axisB, cone.axisB);



    // Update the world axes in the twist constraint

    this.axisA.tangents(twist.axisA, twist.axisA);

    bodyA.vectorToWorldFrame(twist.axisA, twist.axisA);



    this.axisB.tangents(twist.axisB, twist.axisB);

    bodyB.vectorToWorldFrame(twist.axisB, twist.axisB);



    cone.angle = this.angle;

    twist.maxAngle = this.twistAngle;

};





},{"../equations/ConeEquation":18,"../equations/ContactEquation":19,"../equations/RotationalEquation":22,"../math/Vec3":30,"./Constraint":13,"./PointToPointConstraint":17}],13:[function(_dereq_,module,exports){

module.exports = Constraint;



var Utils = _dereq_('../utils/Utils');



/**

 * Constraint base class

 * @class Constraint

 * @author schteppe

 * @constructor

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {object} [options]

 * @param {boolean} [options.collideConnected=true]

 * @param {boolean} [options.wakeUpBodies=true]

 */

function Constraint(bodyA, bodyB, options){

    options = Utils.defaults(options,{

        collideConnected : true,

        wakeUpBodies : true,

    });



    /**

     * Equations to be solved in this constraint

     * @property equations

     * @type {Array}

     */

    this.equations = [];



    /**

     * @property {Body} bodyA

     */

    this.bodyA = bodyA;



    /**

     * @property {Body} bodyB

     */

    this.bodyB = bodyB;



    /**

     * @property {Number} id

     */

    this.id = Constraint.idCounter++;



    /**

     * Set to true if you want the bodies to collide when they are connected.

     * @property collideConnected

     * @type {boolean}

     */

    this.collideConnected = options.collideConnected;



    if(options.wakeUpBodies){

        if(bodyA){

            bodyA.wakeUp();

        }

        if(bodyB){

            bodyB.wakeUp();

        }

    }

}



/**

 * Update all the equations with data.

 * @method update

 */

Constraint.prototype.update = function(){

    throw new Error("method update() not implmemented in this Constraint subclass!");

};



/**

 * Enables all equations in the constraint.

 * @method enable

 */

Constraint.prototype.enable = function(){

    var eqs = this.equations;

    for(var i=0; i<eqs.length; i++){

        eqs[i].enabled = true;

    }

};



/**

 * Disables all equations in the constraint.

 * @method disable

 */

Constraint.prototype.disable = function(){

    var eqs = this.equations;

    for(var i=0; i<eqs.length; i++){

        eqs[i].enabled = false;

    }

};



Constraint.idCounter = 0;



},{"../utils/Utils":53}],14:[function(_dereq_,module,exports){

module.exports = DistanceConstraint;



var Constraint = _dereq_('./Constraint');

var ContactEquation = _dereq_('../equations/ContactEquation');



/**

 * Constrains two bodies to be at a constant distance from each others center of mass.

 * @class DistanceConstraint

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Number} [distance] The distance to keep. If undefined, it will be set to the current distance between bodyA and bodyB

 * @param {Number} [maxForce=1e6]

 * @extends Constraint

 */

function DistanceConstraint(bodyA,bodyB,distance,maxForce){

    Constraint.call(this,bodyA,bodyB);



    if(typeof(distance)==="undefined") {

        distance = bodyA.position.distanceTo(bodyB.position);

    }



    if(typeof(maxForce)==="undefined") {

        maxForce = 1e6;

    }



    /**

     * @property {number} distance

     */

    this.distance = distance;



    /**

     * @property {ContactEquation} distanceEquation

     */

    var eq = this.distanceEquation = new ContactEquation(bodyA, bodyB);

    this.equations.push(eq);



    // Make it bidirectional

    eq.minForce = -maxForce;

    eq.maxForce =  maxForce;

}

DistanceConstraint.prototype = new Constraint();



DistanceConstraint.prototype.update = function(){

    var bodyA = this.bodyA;

    var bodyB = this.bodyB;

    var eq = this.distanceEquation;

    var halfDist = this.distance * 0.5;

    var normal = eq.ni;



    bodyB.position.vsub(bodyA.position, normal);

    normal.normalize();

    normal.mult(halfDist, eq.ri);

    normal.mult(-halfDist, eq.rj);

};

},{"../equations/ContactEquation":19,"./Constraint":13}],15:[function(_dereq_,module,exports){

module.exports = HingeConstraint;



var Constraint = _dereq_('./Constraint');

var PointToPointConstraint = _dereq_('./PointToPointConstraint');

var RotationalEquation = _dereq_('../equations/RotationalEquation');

var RotationalMotorEquation = _dereq_('../equations/RotationalMotorEquation');

var ContactEquation = _dereq_('../equations/ContactEquation');

var Vec3 = _dereq_('../math/Vec3');



/**

 * Hinge constraint. Think of it as a door hinge. It tries to keep the door in the correct place and with the correct orientation.

 * @class HingeConstraint

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {object} [options]

 * @param {Vec3} [options.pivotA] A point defined locally in bodyA. This defines the offset of axisA.

 * @param {Vec3} [options.axisA] An axis that bodyA can rotate around, defined locally in bodyA.

 * @param {Vec3} [options.pivotB]

 * @param {Vec3} [options.axisB]

 * @param {Number} [options.maxForce=1e6]

 * @extends PointToPointConstraint

 */

function HingeConstraint(bodyA, bodyB, options){

    options = options || {};

    var maxForce = typeof(options.maxForce) !== 'undefined' ? options.maxForce : 1e6;

    var pivotA = options.pivotA ? options.pivotA.clone() : new Vec3();

    var pivotB = options.pivotB ? options.pivotB.clone() : new Vec3();



    PointToPointConstraint.call(this, bodyA, pivotA, bodyB, pivotB, maxForce);



    /**

     * Rotation axis, defined locally in bodyA.

     * @property {Vec3} axisA

     */

    var axisA = this.axisA = options.axisA ? options.axisA.clone() : new Vec3(1,0,0);

    axisA.normalize();



    /**

     * Rotation axis, defined locally in bodyB.

     * @property {Vec3} axisB

     */

    var axisB = this.axisB = options.axisB ? options.axisB.clone() : new Vec3(1,0,0);

    axisB.normalize();



    /**

     * @property {RotationalEquation} rotationalEquation1

     */

    var r1 = this.rotationalEquation1 = new RotationalEquation(bodyA,bodyB,options);



    /**

     * @property {RotationalEquation} rotationalEquation2

     */

    var r2 = this.rotationalEquation2 = new RotationalEquation(bodyA,bodyB,options);



    /**

     * @property {RotationalMotorEquation} motorEquation

     */

    var motor = this.motorEquation = new RotationalMotorEquation(bodyA,bodyB,maxForce);

    motor.enabled = false; // Not enabled by default



    // Equations to be fed to the solver

    this.equations.push(

        r1, // rotational1

        r2, // rotational2

        motor

    );

}

HingeConstraint.prototype = new PointToPointConstraint();

HingeConstraint.constructor = HingeConstraint;



/**

 * @method enableMotor

 */

HingeConstraint.prototype.enableMotor = function(){

    this.motorEquation.enabled = true;

};



/**

 * @method disableMotor

 */

HingeConstraint.prototype.disableMotor = function(){

    this.motorEquation.enabled = false;

};



/**

 * @method setMotorSpeed

 * @param {number} speed

 */

HingeConstraint.prototype.setMotorSpeed = function(speed){

    this.motorEquation.targetVelocity = speed;

};



/**

 * @method setMotorMaxForce

 * @param {number} maxForce

 */

HingeConstraint.prototype.setMotorMaxForce = function(maxForce){

    this.motorEquation.maxForce = maxForce;

    this.motorEquation.minForce = -maxForce;

};



var HingeConstraint_update_tmpVec1 = new Vec3();

var HingeConstraint_update_tmpVec2 = new Vec3();



HingeConstraint.prototype.update = function(){

    var bodyA = this.bodyA,

        bodyB = this.bodyB,

        motor = this.motorEquation,

        r1 = this.rotationalEquation1,

        r2 = this.rotationalEquation2,

        worldAxisA = HingeConstraint_update_tmpVec1,

        worldAxisB = HingeConstraint_update_tmpVec2;



    var axisA = this.axisA;

    var axisB = this.axisB;



    PointToPointConstraint.prototype.update.call(this);



    // Get world axes

    bodyA.quaternion.vmult(axisA, worldAxisA);

    bodyB.quaternion.vmult(axisB, worldAxisB);



    worldAxisA.tangents(r1.axisA, r2.axisA);

    r1.axisB.copy(worldAxisB);

    r2.axisB.copy(worldAxisB);



    if(this.motorEquation.enabled){

        bodyA.quaternion.vmult(this.axisA, motor.axisA);

        bodyB.quaternion.vmult(this.axisB, motor.axisB);

    }

};





},{"../equations/ContactEquation":19,"../equations/RotationalEquation":22,"../equations/RotationalMotorEquation":23,"../math/Vec3":30,"./Constraint":13,"./PointToPointConstraint":17}],16:[function(_dereq_,module,exports){

module.exports = LockConstraint;



var Constraint = _dereq_('./Constraint');

var PointToPointConstraint = _dereq_('./PointToPointConstraint');

var RotationalEquation = _dereq_('../equations/RotationalEquation');

var RotationalMotorEquation = _dereq_('../equations/RotationalMotorEquation');

var ContactEquation = _dereq_('../equations/ContactEquation');

var Vec3 = _dereq_('../math/Vec3');



/**

 * Lock constraint. Will remove all degrees of freedom between the bodies.

 * @class LockConstraint

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {object} [options]

 * @param {Number} [options.maxForce=1e6]

 * @extends PointToPointConstraint

 */

function LockConstraint(bodyA, bodyB, options){

    options = options || {};

    var maxForce = typeof(options.maxForce) !== 'undefined' ? options.maxForce : 1e6;



    // Set pivot point in between

    var pivotA = new Vec3();

    var pivotB = new Vec3();

    var halfWay = new Vec3();

    bodyA.position.vadd(bodyB.position, halfWay);

    halfWay.scale(0.5, halfWay);

    bodyB.pointToLocalFrame(halfWay, pivotB);

    bodyA.pointToLocalFrame(halfWay, pivotA);

    PointToPointConstraint.call(this, bodyA, pivotA, bodyB, pivotB, maxForce);



    /**

     * @property {RotationalEquation} rotationalEquation1

     */

    var r1 = this.rotationalEquation1 = new RotationalEquation(bodyA,bodyB,options);



    /**

     * @property {RotationalEquation} rotationalEquation2

     */

    var r2 = this.rotationalEquation2 = new RotationalEquation(bodyA,bodyB,options);



    /**

     * @property {RotationalEquation} rotationalEquation3

     */

    var r3 = this.rotationalEquation3 = new RotationalEquation(bodyA,bodyB,options);



    this.equations.push(r1, r2, r3);

}

LockConstraint.prototype = new PointToPointConstraint();

LockConstraint.constructor = LockConstraint;



var LockConstraint_update_tmpVec1 = new Vec3();

var LockConstraint_update_tmpVec2 = new Vec3();



LockConstraint.prototype.update = function(){

    var bodyA = this.bodyA,

        bodyB = this.bodyB,

        motor = this.motorEquation,

        r1 = this.rotationalEquation1,

        r2 = this.rotationalEquation2,

        r3 = this.rotationalEquation3,

        worldAxisA = LockConstraint_update_tmpVec1,

        worldAxisB = LockConstraint_update_tmpVec2;



    PointToPointConstraint.prototype.update.call(this);



    bodyA.vectorToWorldFrame(Vec3.UNIT_X, r1.axisA);

    bodyB.vectorToWorldFrame(Vec3.UNIT_Y, r1.axisB);



    bodyA.vectorToWorldFrame(Vec3.UNIT_Y, r2.axisA);

    bodyB.vectorToWorldFrame(Vec3.UNIT_Z, r2.axisB);



    bodyA.vectorToWorldFrame(Vec3.UNIT_Z, r3.axisA);

    bodyB.vectorToWorldFrame(Vec3.UNIT_X, r3.axisB);

};





},{"../equations/ContactEquation":19,"../equations/RotationalEquation":22,"../equations/RotationalMotorEquation":23,"../math/Vec3":30,"./Constraint":13,"./PointToPointConstraint":17}],17:[function(_dereq_,module,exports){

module.exports = PointToPointConstraint;



var Constraint = _dereq_('./Constraint');

var ContactEquation = _dereq_('../equations/ContactEquation');

var Vec3 = _dereq_('../math/Vec3');



/**

 * Connects two bodies at given offset points.

 * @class PointToPointConstraint

 * @extends Constraint

 * @constructor

 * @param {Body} bodyA

 * @param {Vec3} pivotA The point relative to the center of mass of bodyA which bodyA is constrained to.

 * @param {Body} bodyB Body that will be constrained in a similar way to the same point as bodyA. We will therefore get a link between bodyA and bodyB. If not specified, bodyA will be constrained to a static point.

 * @param {Vec3} pivotB See pivotA.

 * @param {Number} maxForce The maximum force that should be applied to constrain the bodies.

 *

 * @example

 *     var bodyA = new Body({ mass: 1 });

 *     var bodyB = new Body({ mass: 1 });

 *     bodyA.position.set(-1, 0, 0);

 *     bodyB.position.set(1, 0, 0);

 *     bodyA.addShape(shapeA);

 *     bodyB.addShape(shapeB);

 *     world.addBody(bodyA);

 *     world.addBody(bodyB);

 *     var localPivotA = new Vec3(1, 0, 0);

 *     var localPivotB = new Vec3(-1, 0, 0);

 *     var constraint = new PointToPointConstraint(bodyA, localPivotA, bodyB, localPivotB);

 *     world.addConstraint(constraint);

 */

function PointToPointConstraint(bodyA,pivotA,bodyB,pivotB,maxForce){

    Constraint.call(this,bodyA,bodyB);



    maxForce = typeof(maxForce) !== 'undefined' ? maxForce : 1e6;



    /**

     * Pivot, defined locally in bodyA.

     * @property {Vec3} pivotA

     */

    this.pivotA = pivotA ? pivotA.clone() : new Vec3();



    /**

     * Pivot, defined locally in bodyB.

     * @property {Vec3} pivotB

     */

    this.pivotB = pivotB ? pivotB.clone() : new Vec3();



    /**

     * @property {ContactEquation} equationX

     */

    var x = this.equationX = new ContactEquation(bodyA,bodyB);



    /**

     * @property {ContactEquation} equationY

     */

    var y = this.equationY = new ContactEquation(bodyA,bodyB);



    /**

     * @property {ContactEquation} equationZ

     */

    var z = this.equationZ = new ContactEquation(bodyA,bodyB);



    // Equations to be fed to the solver

    this.equations.push(x, y, z);



    // Make the equations bidirectional

    x.minForce = y.minForce = z.minForce = -maxForce;

    x.maxForce = y.maxForce = z.maxForce =  maxForce;



    x.ni.set(1, 0, 0);

    y.ni.set(0, 1, 0);

    z.ni.set(0, 0, 1);

}

PointToPointConstraint.prototype = new Constraint();



PointToPointConstraint.prototype.update = function(){

    var bodyA = this.bodyA;

    var bodyB = this.bodyB;

    var x = this.equationX;

    var y = this.equationY;

    var z = this.equationZ;



    // Rotate the pivots to world space

    bodyA.quaternion.vmult(this.pivotA,x.ri);

    bodyB.quaternion.vmult(this.pivotB,x.rj);



    y.ri.copy(x.ri);

    y.rj.copy(x.rj);

    z.ri.copy(x.ri);

    z.rj.copy(x.rj);

};

},{"../equations/ContactEquation":19,"../math/Vec3":30,"./Constraint":13}],18:[function(_dereq_,module,exports){

module.exports = ConeEquation;



var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');

var Equation = _dereq_('./Equation');



/**

 * Cone equation. Works to keep the given body world vectors aligned, or tilted within a given angle from each other.

 * @class ConeEquation

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Vec3} [options.axisA] Local axis in A

 * @param {Vec3} [options.axisB] Local axis in B

 * @param {Vec3} [options.angle] The "cone angle" to keep

 * @param {number} [options.maxForce=1e6]

 * @extends Equation

 */

function ConeEquation(bodyA, bodyB, options){

    options = options || {};

    var maxForce = typeof(options.maxForce) !== 'undefined' ? options.maxForce : 1e6;



    Equation.call(this,bodyA,bodyB,-maxForce, maxForce);



    this.axisA = options.axisA ? options.axisA.clone() : new Vec3(1, 0, 0);

    this.axisB = options.axisB ? options.axisB.clone() : new Vec3(0, 1, 0);



    /**

     * The cone angle to keep

     * @property {number} angle

     */

    this.angle = typeof(options.angle) !== 'undefined' ? options.angle : 0;

}



ConeEquation.prototype = new Equation();

ConeEquation.prototype.constructor = ConeEquation;



var tmpVec1 = new Vec3();

var tmpVec2 = new Vec3();



ConeEquation.prototype.computeB = function(h){

    var a = this.a,

        b = this.b,



        ni = this.axisA,

        nj = this.axisB,



        nixnj = tmpVec1,

        njxni = tmpVec2,



        GA = this.jacobianElementA,

        GB = this.jacobianElementB;



    // Caluclate cross products

    ni.cross(nj, nixnj);

    nj.cross(ni, njxni);



    // The angle between two vector is:

    // cos(theta) = a * b / (length(a) * length(b) = { len(a) = len(b) = 1 } = a * b



    // g = a * b

    // gdot = (b x a) * wi + (a x b) * wj

    // G = [0 bxa 0 axb]

    // W = [vi wi vj wj]

    GA.rotational.copy(njxni);

    GB.rotational.copy(nixnj);



    var g = Math.cos(this.angle) - ni.dot(nj),

        GW = this.computeGW(),

        GiMf = this.computeGiMf();



    var B = - g * a - GW * b - h * GiMf;



    return B;

};





},{"../math/Mat3":27,"../math/Vec3":30,"./Equation":20}],19:[function(_dereq_,module,exports){

module.exports = ContactEquation;



var Equation = _dereq_('./Equation');

var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');



/**

 * Contact/non-penetration constraint equation

 * @class ContactEquation

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @extends Equation

 */

function ContactEquation(bodyA, bodyB, maxForce){

    maxForce = typeof(maxForce) !== 'undefined' ? maxForce : 1e6;

    Equation.call(this, bodyA, bodyB, 0, maxForce);



    /**

     * @property restitution

     * @type {Number}

     */

    this.restitution = 0.0; // "bounciness": u1 = -e*u0



    /**

     * World-oriented vector that goes from the center of bi to the contact point.

     * @property {Vec3} ri

     */

    this.ri = new Vec3();



    /**

     * World-oriented vector that starts in body j position and goes to the contact point.

     * @property {Vec3} rj

     */

    this.rj = new Vec3();



    /**

     * Contact normal, pointing out of body i.

     * @property {Vec3} ni

     */

    this.ni = new Vec3();

}



ContactEquation.prototype = new Equation();

ContactEquation.prototype.constructor = ContactEquation;



var ContactEquation_computeB_temp1 = new Vec3(); // Temp vectors

var ContactEquation_computeB_temp2 = new Vec3();

var ContactEquation_computeB_temp3 = new Vec3();

ContactEquation.prototype.computeB = function(h){

    var a = this.a,

        b = this.b,

        bi = this.bi,

        bj = this.bj,

        ri = this.ri,

        rj = this.rj,

        rixn = ContactEquation_computeB_temp1,

        rjxn = ContactEquation_computeB_temp2,



        vi = bi.velocity,

        wi = bi.angularVelocity,

        fi = bi.force,

        taui = bi.torque,



        vj = bj.velocity,

        wj = bj.angularVelocity,

        fj = bj.force,

        tauj = bj.torque,



        penetrationVec = ContactEquation_computeB_temp3,



        GA = this.jacobianElementA,

        GB = this.jacobianElementB,



        n = this.ni;



    // Caluclate cross products

    ri.cross(n,rixn);

    rj.cross(n,rjxn);



    // g = xj+rj -(xi+ri)

    // G = [ -ni  -rixn  ni  rjxn ]

    n.negate(GA.spatial);

    rixn.negate(GA.rotational);

    GB.spatial.copy(n);

    GB.rotational.copy(rjxn);



    // Calculate the penetration vector

    penetrationVec.copy(bj.position);

    penetrationVec.vadd(rj,penetrationVec);

    penetrationVec.vsub(bi.position,penetrationVec);

    penetrationVec.vsub(ri,penetrationVec);



    var g = n.dot(penetrationVec);



    // Compute iteration

    var ePlusOne = this.restitution + 1;

    var GW = ePlusOne * vj.dot(n) - ePlusOne * vi.dot(n) + wj.dot(rjxn) - wi.dot(rixn);

    var GiMf = this.computeGiMf();



    var B = - g * a - GW * b - h*GiMf;



    return B;

};



var ContactEquation_getImpactVelocityAlongNormal_vi = new Vec3();

var ContactEquation_getImpactVelocityAlongNormal_vj = new Vec3();

var ContactEquation_getImpactVelocityAlongNormal_xi = new Vec3();

var ContactEquation_getImpactVelocityAlongNormal_xj = new Vec3();

var ContactEquation_getImpactVelocityAlongNormal_relVel = new Vec3();



/**

 * Get the current relative velocity in the contact point.

 * @method getImpactVelocityAlongNormal

 * @return {number}

 */

ContactEquation.prototype.getImpactVelocityAlongNormal = function(){

    var vi = ContactEquation_getImpactVelocityAlongNormal_vi;

    var vj = ContactEquation_getImpactVelocityAlongNormal_vj;

    var xi = ContactEquation_getImpactVelocityAlongNormal_xi;

    var xj = ContactEquation_getImpactVelocityAlongNormal_xj;

    var relVel = ContactEquation_getImpactVelocityAlongNormal_relVel;



    this.bi.position.vadd(this.ri, xi);

    this.bj.position.vadd(this.rj, xj);



    this.bi.getVelocityAtWorldPoint(xi, vi);

    this.bj.getVelocityAtWorldPoint(xj, vj);



    vi.vsub(vj, relVel);



    return this.ni.dot(relVel);

};





},{"../math/Mat3":27,"../math/Vec3":30,"./Equation":20}],20:[function(_dereq_,module,exports){

module.exports = Equation;



var JacobianElement = _dereq_('../math/JacobianElement'),

    Vec3 = _dereq_('../math/Vec3');



/**

 * Equation base class

 * @class Equation

 * @constructor

 * @author schteppe

 * @param {Body} bi

 * @param {Body} bj

 * @param {Number} minForce Minimum (read: negative max) force to be applied by the constraint.

 * @param {Number} maxForce Maximum (read: positive max) force to be applied by the constraint.

 */

function Equation(bi,bj,minForce,maxForce){

    this.id = Equation.id++;



    /**

     * @property {number} minForce

     */

    this.minForce = typeof(minForce)==="undefined" ? -1e6 : minForce;



    /**

     * @property {number} maxForce

     */

    this.maxForce = typeof(maxForce)==="undefined" ? 1e6 : maxForce;



    /**

     * @property bi

     * @type {Body}

     */

    this.bi = bi;



    /**

     * @property bj

     * @type {Body}

     */

    this.bj = bj;



    /**

     * SPOOK parameter

     * @property {number} a

     */

    this.a = 0.0;



    /**

     * SPOOK parameter

     * @property {number} b

     */

    this.b = 0.0;



    /**

     * SPOOK parameter

     * @property {number} eps

     */

    this.eps = 0.0;



    /**

     * @property {JacobianElement} jacobianElementA

     */

    this.jacobianElementA = new JacobianElement();



    /**

     * @property {JacobianElement} jacobianElementB

     */

    this.jacobianElementB = new JacobianElement();



    /**

     * @property {boolean} enabled

     * @default true

     */

    this.enabled = true;



    // Set typical spook params

    this.setSpookParams(1e7,4,1/60);

}

Equation.prototype.constructor = Equation;



Equation.id = 0;



/**

 * Recalculates a,b,eps.

 * @method setSpookParams

 */

Equation.prototype.setSpookParams = function(stiffness,relaxation,timeStep){

    var d = relaxation,

        k = stiffness,

        h = timeStep;

    this.a = 4.0 / (h * (1 + 4 * d));

    this.b = (4.0 * d) / (1 + 4 * d);

    this.eps = 4.0 / (h * h * k * (1 + 4 * d));

};



/**

 * Computes the RHS of the SPOOK equation

 * @method computeB

 * @return {Number}

 */

Equation.prototype.computeB = function(a,b,h){

    var GW = this.computeGW(),

        Gq = this.computeGq(),

        GiMf = this.computeGiMf();

    return - Gq * a - GW * b - GiMf*h;

};



/**

 * Computes G*q, where q are the generalized body coordinates

 * @method computeGq

 * @return {Number}

 */

Equation.prototype.computeGq = function(){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        xi = bi.position,

        xj = bj.position;

    return GA.spatial.dot(xi) + GB.spatial.dot(xj);

};



var zero = new Vec3();



/**

 * Computes G*W, where W are the body velocities

 * @method computeGW

 * @return {Number}

 */

Equation.prototype.computeGW = function(){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        vi = bi.velocity,

        vj = bj.velocity,

        wi = bi.angularVelocity || zero,

        wj = bj.angularVelocity || zero;

    return GA.multiplyVectors(vi,wi) + GB.multiplyVectors(vj,wj);

};





/**

 * Computes G*Wlambda, where W are the body velocities

 * @method computeGWlambda

 * @return {Number}

 */

Equation.prototype.computeGWlambda = function(){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        vi = bi.vlambda,

        vj = bj.vlambda,

        wi = bi.wlambda || zero,

        wj = bj.wlambda || zero;

    return GA.multiplyVectors(vi,wi) + GB.multiplyVectors(vj,wj);

};



/**

 * Computes G*inv(M)*f, where M is the mass matrix with diagonal blocks for each body, and f are the forces on the bodies.

 * @method computeGiMf

 * @return {Number}

 */

var iMfi = new Vec3(),

    iMfj = new Vec3(),

    invIi_vmult_taui = new Vec3(),

    invIj_vmult_tauj = new Vec3();

Equation.prototype.computeGiMf = function(){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        fi = bi.force,

        ti = bi.torque,

        fj = bj.force,

        tj = bj.torque,

        invMassi = bi.invMassSolve,

        invMassj = bj.invMassSolve;



    if(bi.invInertiaWorldSolve){ bi.invInertiaWorldSolve.vmult(ti,invIi_vmult_taui); }

    else { invIi_vmult_taui.set(0,0,0); }

    if(bj.invInertiaWorldSolve){ bj.invInertiaWorldSolve.vmult(tj,invIj_vmult_tauj); }

    else { invIj_vmult_tauj.set(0,0,0); }



    fi.mult(invMassi,iMfi);

    fj.mult(invMassj,iMfj);



    return GA.multiplyVectors(iMfi,invIi_vmult_taui) + GB.multiplyVectors(iMfj,invIj_vmult_tauj);

};



/**

 * Computes G*inv(M)*G'

 * @method computeGiMGt

 * @return {Number}

 */

var tmp = new Vec3();

Equation.prototype.computeGiMGt = function(){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        invMassi = bi.invMassSolve,

        invMassj = bj.invMassSolve,

        invIi = bi.invInertiaWorldSolve,

        invIj = bj.invInertiaWorldSolve,

        result = invMassi + invMassj;



    if(invIi){

        invIi.vmult(GA.rotational,tmp);

        result += tmp.dot(GA.rotational);

    }



    if(invIj){

        invIj.vmult(GB.rotational,tmp);

        result += tmp.dot(GB.rotational);

    }



    return  result;

};



var addToWlambda_temp = new Vec3(),

    addToWlambda_Gi = new Vec3(),

    addToWlambda_Gj = new Vec3(),

    addToWlambda_ri = new Vec3(),

    addToWlambda_rj = new Vec3(),

    addToWlambda_Mdiag = new Vec3();



/**

 * Add constraint velocity to the bodies.

 * @method addToWlambda

 * @param {Number} deltalambda

 */

Equation.prototype.addToWlambda = function(deltalambda){

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB,

        bi = this.bi,

        bj = this.bj,

        temp = addToWlambda_temp;



    // Add to linear velocity

    // v_lambda += inv(M) * delta_lamba * G

    GA.spatial.mult(bi.invMassSolve * deltalambda,temp);

    bi.vlambda.vadd(temp, bi.vlambda);



    GB.spatial.mult(bj.invMassSolve * deltalambda,temp);

    bj.vlambda.vadd(temp, bj.vlambda);



    // Add to angular velocity

    if(bi.invInertiaWorldSolve){

        bi.invInertiaWorldSolve.vmult(GA.rotational,temp);

        temp.mult(deltalambda,temp);

        bi.wlambda.vadd(temp,bi.wlambda);

    }



    if(bj.invInertiaWorldSolve){

        bj.invInertiaWorldSolve.vmult(GB.rotational,temp);

        temp.mult(deltalambda,temp);

        bj.wlambda.vadd(temp,bj.wlambda);

    }

};



/**

 * Compute the denominator part of the SPOOK equation: C = G*inv(M)*G' + eps

 * @method computeInvC

 * @param  {Number} eps

 * @return {Number}

 */

Equation.prototype.computeC = function(){

    return this.computeGiMGt() + this.eps;

};



},{"../math/JacobianElement":26,"../math/Vec3":30}],21:[function(_dereq_,module,exports){

module.exports = FrictionEquation;



var Equation = _dereq_('./Equation');

var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');



/**

 * Constrains the slipping in a contact along a tangent

 * @class FrictionEquation

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Number} slipForce should be +-F_friction = +-mu * F_normal = +-mu * m * g

 * @extends Equation

 */

function FrictionEquation(bodyA, bodyB, slipForce){

    Equation.call(this,bodyA, bodyB, -slipForce, slipForce);

    this.ri = new Vec3();

    this.rj = new Vec3();

    this.t = new Vec3(); // tangent

}



FrictionEquation.prototype = new Equation();

FrictionEquation.prototype.constructor = FrictionEquation;



var FrictionEquation_computeB_temp1 = new Vec3();

var FrictionEquation_computeB_temp2 = new Vec3();

FrictionEquation.prototype.computeB = function(h){

    var a = this.a,

        b = this.b,

        bi = this.bi,

        bj = this.bj,

        ri = this.ri,

        rj = this.rj,

        rixt = FrictionEquation_computeB_temp1,

        rjxt = FrictionEquation_computeB_temp2,

        t = this.t;



    // Caluclate cross products

    ri.cross(t,rixt);

    rj.cross(t,rjxt);



    // G = [-t -rixt t rjxt]

    // And remember, this is a pure velocity constraint, g is always zero!

    var GA = this.jacobianElementA,

        GB = this.jacobianElementB;

    t.negate(GA.spatial);

    rixt.negate(GA.rotational);

    GB.spatial.copy(t);

    GB.rotational.copy(rjxt);



    var GW = this.computeGW();

    var GiMf = this.computeGiMf();



    var B = - GW * b - h * GiMf;



    return B;

};



},{"../math/Mat3":27,"../math/Vec3":30,"./Equation":20}],22:[function(_dereq_,module,exports){

module.exports = RotationalEquation;



var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');

var Equation = _dereq_('./Equation');



/**

 * Rotational constraint. Works to keep the local vectors orthogonal to each other in world space.

 * @class RotationalEquation

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Vec3} [options.axisA]

 * @param {Vec3} [options.axisB]

 * @param {number} [options.maxForce]

 * @extends Equation

 */

function RotationalEquation(bodyA, bodyB, options){

    options = options || {};

    var maxForce = typeof(options.maxForce) !== 'undefined' ? options.maxForce : 1e6;



    Equation.call(this,bodyA,bodyB,-maxForce, maxForce);



    this.axisA = options.axisA ? options.axisA.clone() : new Vec3(1, 0, 0);

    this.axisB = options.axisB ? options.axisB.clone() : new Vec3(0, 1, 0);



    this.maxAngle = Math.PI / 2;

}



RotationalEquation.prototype = new Equation();

RotationalEquation.prototype.constructor = RotationalEquation;



var tmpVec1 = new Vec3();

var tmpVec2 = new Vec3();



RotationalEquation.prototype.computeB = function(h){

    var a = this.a,

        b = this.b,



        ni = this.axisA,

        nj = this.axisB,



        nixnj = tmpVec1,

        njxni = tmpVec2,



        GA = this.jacobianElementA,

        GB = this.jacobianElementB;



    // Caluclate cross products

    ni.cross(nj, nixnj);

    nj.cross(ni, njxni);



    // g = ni * nj

    // gdot = (nj x ni) * wi + (ni x nj) * wj

    // G = [0 njxni 0 nixnj]

    // W = [vi wi vj wj]

    GA.rotational.copy(njxni);

    GB.rotational.copy(nixnj);



    var g = Math.cos(this.maxAngle) - ni.dot(nj),

        GW = this.computeGW(),

        GiMf = this.computeGiMf();



    var B = - g * a - GW * b - h * GiMf;



    return B;

};





},{"../math/Mat3":27,"../math/Vec3":30,"./Equation":20}],23:[function(_dereq_,module,exports){

module.exports = RotationalMotorEquation;



var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');

var Equation = _dereq_('./Equation');



/**

 * Rotational motor constraint. Tries to keep the relative angular velocity of the bodies to a given value.

 * @class RotationalMotorEquation

 * @constructor

 * @author schteppe

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Number} maxForce

 * @extends Equation

 */

function RotationalMotorEquation(bodyA, bodyB, maxForce){

    maxForce = typeof(maxForce)!=='undefined' ? maxForce : 1e6;

    Equation.call(this,bodyA,bodyB,-maxForce,maxForce);



    /**

     * World oriented rotational axis

     * @property {Vec3} axisA

     */

    this.axisA = new Vec3();



    /**

     * World oriented rotational axis

     * @property {Vec3} axisB

     */

    this.axisB = new Vec3(); // World oriented rotational axis



    /**

     * Motor velocity

     * @property {Number} targetVelocity

     */

    this.targetVelocity = 0;

}



RotationalMotorEquation.prototype = new Equation();

RotationalMotorEquation.prototype.constructor = RotationalMotorEquation;



RotationalMotorEquation.prototype.computeB = function(h){

    var a = this.a,

        b = this.b,

        bi = this.bi,

        bj = this.bj,



        axisA = this.axisA,

        axisB = this.axisB,



        GA = this.jacobianElementA,

        GB = this.jacobianElementB;



    // g = 0

    // gdot = axisA * wi - axisB * wj

    // gdot = G * W = G * [vi wi vj wj]

    // =>

    // G = [0 axisA 0 -axisB]



    GA.rotational.copy(axisA);

    axisB.negate(GB.rotational);



    var GW = this.computeGW() - this.targetVelocity,

        GiMf = this.computeGiMf();



    var B = - GW * b - h * GiMf;



    return B;

};



},{"../math/Mat3":27,"../math/Vec3":30,"./Equation":20}],24:[function(_dereq_,module,exports){

var Utils = _dereq_('../utils/Utils');



module.exports = ContactMaterial;



/**

 * Defines what happens when two materials meet.

 * @class ContactMaterial

 * @constructor

 * @param {Material} m1

 * @param {Material} m2

 * @param {object} [options]

 * @param {Number} [options.friction=0.3]

 * @param {Number} [options.restitution=0.3]

 * @param {number} [options.contactEquationStiffness=1e7]

 * @param {number} [options.contactEquationRelaxation=3]

 * @param {number} [options.frictionEquationStiffness=1e7]

 * @param {Number} [options.frictionEquationRelaxation=3]

 */

function ContactMaterial(m1, m2, options){

    options = Utils.defaults(options, {

        friction: 0.3,

        restitution: 0.3,

        contactEquationStiffness: 1e7,

        contactEquationRelaxation: 3,

        frictionEquationStiffness: 1e7,

        frictionEquationRelaxation: 3

    });



    /**

     * Identifier of this material

     * @property {Number} id

     */

    this.id = ContactMaterial.idCounter++;



    /**

     * Participating materials

     * @property {Array} materials

     * @todo  Should be .materialA and .materialB instead

     */

    this.materials = [m1, m2];



    /**

     * Friction coefficient

     * @property {Number} friction

     */

    this.friction = options.friction;



    /**

     * Restitution coefficient

     * @property {Number} restitution

     */

    this.restitution = options.restitution;



    /**

     * Stiffness of the produced contact equations

     * @property {Number} contactEquationStiffness

     */

    this.contactEquationStiffness = options.contactEquationStiffness;



    /**

     * Relaxation time of the produced contact equations

     * @property {Number} contactEquationRelaxation

     */

    this.contactEquationRelaxation = options.contactEquationRelaxation;



    /**

     * Stiffness of the produced friction equations

     * @property {Number} frictionEquationStiffness

     */

    this.frictionEquationStiffness = options.frictionEquationStiffness;



    /**

     * Relaxation time of the produced friction equations

     * @property {Number} frictionEquationRelaxation

     */

    this.frictionEquationRelaxation = options.frictionEquationRelaxation;

}



ContactMaterial.idCounter = 0;



},{"../utils/Utils":53}],25:[function(_dereq_,module,exports){

module.exports = Material;



/**

 * Defines a physics material.

 * @class Material

 * @constructor

 * @param {object} [options]

 * @author schteppe

 */

function Material(options){

    var name = '';

    options = options || {};



    // Backwards compatibility fix

    if(typeof(options) === 'string'){

        name = options;

        options = {};

    } else if(typeof(options) === 'object') {

        name = '';

    }



    /**

     * @property name

     * @type {String}

     */

    this.name = name;



    /**

     * material id.

     * @property id

     * @type {number}

     */

    this.id = Material.idCounter++;



    /**

     * Friction for this material. If non-negative, it will be used instead of the friction given by ContactMaterials. If there's no matching ContactMaterial, the value from .defaultContactMaterial in the World will be used.

     * @property {number} friction

     */

    this.friction = typeof(options.friction) !== 'undefined' ? options.friction : -1;



    /**

     * Restitution for this material. If non-negative, it will be used instead of the restitution given by ContactMaterials. If there's no matching ContactMaterial, the value from .defaultContactMaterial in the World will be used.

     * @property {number} restitution

     */

    this.restitution = typeof(options.restitution) !== 'undefined' ? options.restitution : -1;

}



Material.idCounter = 0;



},{}],26:[function(_dereq_,module,exports){

module.exports = JacobianElement;



var Vec3 = _dereq_('./Vec3');



/**

 * An element containing 6 entries, 3 spatial and 3 rotational degrees of freedom.

 * @class JacobianElement

 * @constructor

 */

function JacobianElement(){



    /**

     * @property {Vec3} spatial

     */

    this.spatial = new Vec3();



    /**

     * @property {Vec3} rotational

     */

    this.rotational = new Vec3();

}



/**

 * Multiply with other JacobianElement

 * @method multiplyElement

 * @param  {JacobianElement} element

 * @return {Number}

 */

JacobianElement.prototype.multiplyElement = function(element){

    return element.spatial.dot(this.spatial) + element.rotational.dot(this.rotational);

};



/**

 * Multiply with two vectors

 * @method multiplyVectors

 * @param  {Vec3} spatial

 * @param  {Vec3} rotational

 * @return {Number}

 */

JacobianElement.prototype.multiplyVectors = function(spatial,rotational){

    return spatial.dot(this.spatial) + rotational.dot(this.rotational);

};



},{"./Vec3":30}],27:[function(_dereq_,module,exports){

module.exports = Mat3;



var Vec3 = _dereq_('./Vec3');



/**

 * A 3x3 matrix.

 * @class Mat3

 * @constructor

 * @param array elements Array of nine elements. Optional.

 * @author schteppe / http://github.com/schteppe

 */

function Mat3(elements){

    /**

     * A vector of length 9, containing all matrix elements

     * @property {Array} elements

     */

    if(elements){

        this.elements = elements;

    } else {

        this.elements = [0,0,0,0,0,0,0,0,0];

    }

}



/**

 * Sets the matrix to identity

 * @method identity

 * @todo Should perhaps be renamed to setIdentity() to be more clear.

 * @todo Create another function that immediately creates an identity matrix eg. eye()

 */

Mat3.prototype.identity = function(){

    var e = this.elements;

    e[0] = 1;

    e[1] = 0;

    e[2] = 0;



    e[3] = 0;

    e[4] = 1;

    e[5] = 0;



    e[6] = 0;

    e[7] = 0;

    e[8] = 1;

};



/**

 * Set all elements to zero

 * @method setZero

 */

Mat3.prototype.setZero = function(){

    var e = this.elements;

    e[0] = 0;

    e[1] = 0;

    e[2] = 0;

    e[3] = 0;

    e[4] = 0;

    e[5] = 0;

    e[6] = 0;

    e[7] = 0;

    e[8] = 0;

};



/**

 * Sets the matrix diagonal elements from a Vec3

 * @method setTrace

 * @param {Vec3} vec3

 */

Mat3.prototype.setTrace = function(vec3){

    var e = this.elements;

    e[0] = vec3.x;

    e[4] = vec3.y;

    e[8] = vec3.z;

};



/**

 * Gets the matrix diagonal elements

 * @method getTrace

 * @return {Vec3}

 */

Mat3.prototype.getTrace = function(target){

    var target = target || new Vec3();

    var e = this.elements;

    target.x = e[0];

    target.y = e[4];

    target.z = e[8];

};



/**

 * Matrix-Vector multiplication

 * @method vmult

 * @param {Vec3} v The vector to multiply with

 * @param {Vec3} target Optional, target to save the result in.

 */

Mat3.prototype.vmult = function(v,target){

    target = target || new Vec3();



    var e = this.elements,

        x = v.x,

        y = v.y,

        z = v.z;

    target.x = e[0]*x + e[1]*y + e[2]*z;

    target.y = e[3]*x + e[4]*y + e[5]*z;

    target.z = e[6]*x + e[7]*y + e[8]*z;



    return target;

};



/**

 * Matrix-scalar multiplication

 * @method smult

 * @param {Number} s

 */

Mat3.prototype.smult = function(s){

    for(var i=0; i<this.elements.length; i++){

        this.elements[i] *= s;

    }

};



/**

 * Matrix multiplication

 * @method mmult

 * @param {Mat3} m Matrix to multiply with from left side.

 * @return {Mat3} The result.

 */

Mat3.prototype.mmult = function(m,target){

    var r = target || new Mat3();

    for(var i=0; i<3; i++){

        for(var j=0; j<3; j++){

            var sum = 0.0;

            for(var k=0; k<3; k++){

                sum += m.elements[i+k*3] * this.elements[k+j*3];

            }

            r.elements[i+j*3] = sum;

        }

    }

    return r;

};



/**

 * Scale each column of the matrix

 * @method scale

 * @param {Vec3} v

 * @return {Mat3} The result.

 */

Mat3.prototype.scale = function(v,target){

    target = target || new Mat3();

    var e = this.elements,

        t = target.elements;

    for(var i=0; i!==3; i++){

        t[3*i + 0] = v.x * e[3*i + 0];

        t[3*i + 1] = v.y * e[3*i + 1];

        t[3*i + 2] = v.z * e[3*i + 2];

    }

    return target;

};



/**

 * Solve Ax=b

 * @method solve

 * @param {Vec3} b The right hand side

 * @param {Vec3} target Optional. Target vector to save in.

 * @return {Vec3} The solution x

 * @todo should reuse arrays

 */

Mat3.prototype.solve = function(b,target){

    target = target || new Vec3();



    // Construct equations

    var nr = 3; // num rows

    var nc = 4; // num cols

    var eqns = [];

    for(var i=0; i<nr*nc; i++){

        eqns.push(0);

    }

    var i,j;

    for(i=0; i<3; i++){

        for(j=0; j<3; j++){

            eqns[i+nc*j] = this.elements[i+3*j];

        }

    }

    eqns[3+4*0] = b.x;

    eqns[3+4*1] = b.y;

    eqns[3+4*2] = b.z;



    // Compute right upper triangular version of the matrix - Gauss elimination

    var n = 3, k = n, np;

    var kp = 4; // num rows

    var p, els;

    do {

        i = k - n;

        if (eqns[i+nc*i] === 0) {

            // the pivot is null, swap lines

            for (j = i + 1; j < k; j++) {

                if (eqns[i+nc*j] !== 0) {

                    np = kp;

                    do {  // do ligne( i ) = ligne( i ) + ligne( k )

                        p = kp - np;

                        eqns[p+nc*i] += eqns[p+nc*j];

                    } while (--np);

                    break;

                }

            }

        }

        if (eqns[i+nc*i] !== 0) {

            for (j = i + 1; j < k; j++) {

                var multiplier = eqns[i+nc*j] / eqns[i+nc*i];

                np = kp;

                do {  // do ligne( k ) = ligne( k ) - multiplier * ligne( i )

                    p = kp - np;

                    eqns[p+nc*j] = p <= i ? 0 : eqns[p+nc*j] - eqns[p+nc*i] * multiplier ;

                } while (--np);

            }

        }

    } while (--n);



    // Get the solution

    target.z = eqns[2*nc+3] / eqns[2*nc+2];

    target.y = (eqns[1*nc+3] - eqns[1*nc+2]*target.z) / eqns[1*nc+1];

    target.x = (eqns[0*nc+3] - eqns[0*nc+2]*target.z - eqns[0*nc+1]*target.y) / eqns[0*nc+0];



    if(isNaN(target.x) || isNaN(target.y) || isNaN(target.z) || target.x===Infinity || target.y===Infinity || target.z===Infinity){

        throw "Could not solve equation! Got x=["+target.toString()+"], b=["+b.toString()+"], A=["+this.toString()+"]";

    }



    return target;

};



/**

 * Get an element in the matrix by index. Index starts at 0, not 1!!!

 * @method e

 * @param {Number} row

 * @param {Number} column

 * @param {Number} value Optional. If provided, the matrix element will be set to this value.

 * @return {Number}

 */

Mat3.prototype.e = function( row , column ,value){

    if(value===undefined){

        return this.elements[column+3*row];

    } else {

        // Set value

        this.elements[column+3*row] = value;

    }

};



/**

 * Copy another matrix into this matrix object.

 * @method copy

 * @param {Mat3} source

 * @return {Mat3} this

 */

Mat3.prototype.copy = function(source){

    for(var i=0; i < source.elements.length; i++){

        this.elements[i] = source.elements[i];

    }

    return this;

};



/**

 * Returns a string representation of the matrix.

 * @method toString

 * @return string

 */

Mat3.prototype.toString = function(){

    var r = "";

    var sep = ",";

    for(var i=0; i<9; i++){

        r += this.elements[i] + sep;

    }

    return r;

};



/**

 * reverse the matrix

 * @method reverse

 * @param {Mat3} target Optional. Target matrix to save in.

 * @return {Mat3} The solution x

 */

Mat3.prototype.reverse = function(target){



    target = target || new Mat3();



    // Construct equations

    var nr = 3; // num rows

    var nc = 6; // num cols

    var eqns = [];

    for(var i=0; i<nr*nc; i++){

        eqns.push(0);

    }

    var i,j;

    for(i=0; i<3; i++){

        for(j=0; j<3; j++){

            eqns[i+nc*j] = this.elements[i+3*j];

        }

    }

    eqns[3+6*0] = 1;

    eqns[3+6*1] = 0;

    eqns[3+6*2] = 0;

    eqns[4+6*0] = 0;

    eqns[4+6*1] = 1;

    eqns[4+6*2] = 0;

    eqns[5+6*0] = 0;

    eqns[5+6*1] = 0;

    eqns[5+6*2] = 1;



    // Compute right upper triangular version of the matrix - Gauss elimination

    var n = 3, k = n, np;

    var kp = nc; // num rows

    var p;

    do {

        i = k - n;

        if (eqns[i+nc*i] === 0) {

            // the pivot is null, swap lines

            for (j = i + 1; j < k; j++) {

                if (eqns[i+nc*j] !== 0) {

                    np = kp;

                    do { // do line( i ) = line( i ) + line( k )

                        p = kp - np;

                        eqns[p+nc*i] += eqns[p+nc*j];

                    } while (--np);

                    break;

                }

            }

        }

        if (eqns[i+nc*i] !== 0) {

            for (j = i + 1; j < k; j++) {

                var multiplier = eqns[i+nc*j] / eqns[i+nc*i];

                np = kp;

                do { // do line( k ) = line( k ) - multiplier * line( i )

                    p = kp - np;

                    eqns[p+nc*j] = p <= i ? 0 : eqns[p+nc*j] - eqns[p+nc*i] * multiplier ;

                } while (--np);

            }

        }

    } while (--n);



    // eliminate the upper left triangle of the matrix

    i = 2;

    do {

        j = i-1;

        do {

            var multiplier = eqns[i+nc*j] / eqns[i+nc*i];

            np = nc;

            do {

                p = nc - np;

                eqns[p+nc*j] =  eqns[p+nc*j] - eqns[p+nc*i] * multiplier ;

            } while (--np);

        } while (j--);

    } while (--i);



    // operations on the diagonal

    i = 2;

    do {

        var multiplier = 1 / eqns[i+nc*i];

        np = nc;

        do {

            p = nc - np;

            eqns[p+nc*i] = eqns[p+nc*i] * multiplier ;

        } while (--np);

    } while (i--);



    i = 2;

    do {

        j = 2;

        do {

            p = eqns[nr+j+nc*i];

            if( isNaN( p ) || p ===Infinity ){

                throw "Could not reverse! A=["+this.toString()+"]";

            }

            target.e( i , j , p );

        } while (j--);

    } while (i--);



    return target;

};



/**

 * Set the matrix from a quaterion

 * @method setRotationFromQuaternion

 * @param {Quaternion} q

 */

Mat3.prototype.setRotationFromQuaternion = function( q ) {

    var x = q.x, y = q.y, z = q.z, w = q.w,

        x2 = x + x, y2 = y + y, z2 = z + z,

        xx = x * x2, xy = x * y2, xz = x * z2,

        yy = y * y2, yz = y * z2, zz = z * z2,

        wx = w * x2, wy = w * y2, wz = w * z2,

        e = this.elements;



    e[3*0 + 0] = 1 - ( yy + zz );

    e[3*0 + 1] = xy - wz;

    e[3*0 + 2] = xz + wy;



    e[3*1 + 0] = xy + wz;

    e[3*1 + 1] = 1 - ( xx + zz );

    e[3*1 + 2] = yz - wx;



    e[3*2 + 0] = xz - wy;

    e[3*2 + 1] = yz + wx;

    e[3*2 + 2] = 1 - ( xx + yy );



    return this;

};



/**

 * Transpose the matrix

 * @method transpose

 * @param  {Mat3} target Where to store the result.

 * @return {Mat3} The target Mat3, or a new Mat3 if target was omitted.

 */

Mat3.prototype.transpose = function( target ) {

    target = target || new Mat3();



    var Mt = target.elements,

        M = this.elements;



    for(var i=0; i!==3; i++){

        for(var j=0; j!==3; j++){

            Mt[3*i + j] = M[3*j + i];

        }

    }



    return target;

};



},{"./Vec3":30}],28:[function(_dereq_,module,exports){

module.exports = Quaternion;



var Vec3 = _dereq_('./Vec3');



/**

 * A Quaternion describes a rotation in 3D space. The Quaternion is mathematically defined as Q = x*i + y*j + z*k + w, where (i,j,k) are imaginary basis vectors. (x,y,z) can be seen as a vector related to the axis of rotation, while the real multiplier, w, is related to the amount of rotation.

 * @class Quaternion

 * @constructor

 * @param {Number} x Multiplier of the imaginary basis vector i.

 * @param {Number} y Multiplier of the imaginary basis vector j.

 * @param {Number} z Multiplier of the imaginary basis vector k.

 * @param {Number} w Multiplier of the real part.

 * @see http://en.wikipedia.org/wiki/Quaternion

 */

function Quaternion(x,y,z,w){

    /**

     * @property {Number} x

     */

    this.x = x!==undefined ? x : 0;



    /**

     * @property {Number} y

     */

    this.y = y!==undefined ? y : 0;



    /**

     * @property {Number} z

     */

    this.z = z!==undefined ? z : 0;



    /**

     * The multiplier of the real quaternion basis vector.

     * @property {Number} w

     */

    this.w = w!==undefined ? w : 1;

}



/**

 * Set the value of the quaternion.

 * @method set

 * @param {Number} x

 * @param {Number} y

 * @param {Number} z

 * @param {Number} w

 */

Quaternion.prototype.set = function(x,y,z,w){

    this.x = x;

    this.y = y;

    this.z = z;

    this.w = w;

};



/**

 * Convert to a readable format

 * @method toString

 * @return string

 */

Quaternion.prototype.toString = function(){

    return this.x+","+this.y+","+this.z+","+this.w;

};



/**

 * Convert to an Array

 * @method toArray

 * @return Array

 */

Quaternion.prototype.toArray = function(){

    return [this.x, this.y, this.z, this.w];

};



/**

 * Set the quaternion components given an axis and an angle.

 * @method setFromAxisAngle

 * @param {Vec3} axis

 * @param {Number} angle in radians

 */

Quaternion.prototype.setFromAxisAngle = function(axis,angle){

    var s = Math.sin(angle*0.5);

    this.x = axis.x * s;

    this.y = axis.y * s;

    this.z = axis.z * s;

    this.w = Math.cos(angle*0.5);

};



/**

 * Converts the quaternion to axis/angle representation.

 * @method toAxisAngle

 * @param {Vec3} targetAxis Optional. A vector object to reuse for storing the axis.

 * @return Array An array, first elemnt is the axis and the second is the angle in radians.

 */

Quaternion.prototype.toAxisAngle = function(targetAxis){

    targetAxis = targetAxis || new Vec3();

    this.normalize(); // if w>1 acos and sqrt will produce errors, this cant happen if quaternion is normalised

    var angle = 2 * Math.acos(this.w);

    var s = Math.sqrt(1-this.w*this.w); // assuming quaternion normalised then w is less than 1, so term always positive.

    if (s < 0.001) { // test to avoid divide by zero, s is always positive due to sqrt

        // if s close to zero then direction of axis not important

        targetAxis.x = this.x; // if it is important that axis is normalised then replace with x=1; y=z=0;

        targetAxis.y = this.y;

        targetAxis.z = this.z;

    } else {

        targetAxis.x = this.x / s; // normalise axis

        targetAxis.y = this.y / s;

        targetAxis.z = this.z / s;

    }

    return [targetAxis,angle];

};



var sfv_t1 = new Vec3(),

    sfv_t2 = new Vec3();



/**

 * Set the quaternion value given two vectors. The resulting rotation will be the needed rotation to rotate u to v.

 * @method setFromVectors

 * @param {Vec3} u

 * @param {Vec3} v

 */

Quaternion.prototype.setFromVectors = function(u,v){

    if(u.isAntiparallelTo(v)){

        var t1 = sfv_t1;

        var t2 = sfv_t2;



        u.tangents(t1,t2);

        this.setFromAxisAngle(t1,Math.PI);

    } else {

        var a = u.cross(v);

        this.x = a.x;

        this.y = a.y;

        this.z = a.z;

        this.w = Math.sqrt(Math.pow(u.norm(),2) * Math.pow(v.norm(),2)) + u.dot(v);

        this.normalize();

    }

};



/**

 * Quaternion multiplication

 * @method mult

 * @param {Quaternion} q

 * @param {Quaternion} target Optional.

 * @return {Quaternion}

 */

var Quaternion_mult_va = new Vec3();

var Quaternion_mult_vb = new Vec3();

var Quaternion_mult_vaxvb = new Vec3();

Quaternion.prototype.mult = function(q,target){

    target = target || new Quaternion();

    var w = this.w,

        va = Quaternion_mult_va,

        vb = Quaternion_mult_vb,

        vaxvb = Quaternion_mult_vaxvb;



    va.set(this.x,this.y,this.z);

    vb.set(q.x,q.y,q.z);

    target.w = w*q.w - va.dot(vb);

    va.cross(vb,vaxvb);



    target.x = w * vb.x + q.w*va.x + vaxvb.x;

    target.y = w * vb.y + q.w*va.y + vaxvb.y;

    target.z = w * vb.z + q.w*va.z + vaxvb.z;



    return target;

};



/**

 * Get the inverse quaternion rotation.

 * @method inverse

 * @param {Quaternion} target

 * @return {Quaternion}

 */

Quaternion.prototype.inverse = function(target){

    var x = this.x, y = this.y, z = this.z, w = this.w;

    target = target || new Quaternion();



    this.conjugate(target);

    var inorm2 = 1/(x*x + y*y + z*z + w*w);

    target.x *= inorm2;

    target.y *= inorm2;

    target.z *= inorm2;

    target.w *= inorm2;



    return target;

};



/**

 * Get the quaternion conjugate

 * @method conjugate

 * @param {Quaternion} target

 * @return {Quaternion}

 */

Quaternion.prototype.conjugate = function(target){

    target = target || new Quaternion();



    target.x = -this.x;

    target.y = -this.y;

    target.z = -this.z;

    target.w = this.w;



    return target;

};



/**

 * Normalize the quaternion. Note that this changes the values of the quaternion.

 * @method normalize

 */

Quaternion.prototype.normalize = function(){

    var l = Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w);

    if ( l === 0 ) {

        this.x = 0;

        this.y = 0;

        this.z = 0;

        this.w = 0;

    } else {

        l = 1 / l;

        this.x *= l;

        this.y *= l;

        this.z *= l;

        this.w *= l;

    }

};



/**

 * Approximation of quaternion normalization. Works best when quat is already almost-normalized.

 * @method normalizeFast

 * @see http://jsperf.com/fast-quaternion-normalization

 * @author unphased, https://github.com/unphased

 */

Quaternion.prototype.normalizeFast = function () {

    var f = (3.0-(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w))/2.0;

    if ( f === 0 ) {

        this.x = 0;

        this.y = 0;

        this.z = 0;

        this.w = 0;

    } else {

        this.x *= f;

        this.y *= f;

        this.z *= f;

        this.w *= f;

    }

};



/**

 * Multiply the quaternion by a vector

 * @method vmult

 * @param {Vec3} v

 * @param {Vec3} target Optional

 * @return {Vec3}

 */

Quaternion.prototype.vmult = function(v,target){

    target = target || new Vec3();



    var x = v.x,

        y = v.y,

        z = v.z;



    var qx = this.x,

        qy = this.y,

        qz = this.z,

        qw = this.w;



    // q*v

    var ix =  qw * x + qy * z - qz * y,

    iy =  qw * y + qz * x - qx * z,

    iz =  qw * z + qx * y - qy * x,

    iw = -qx * x - qy * y - qz * z;



    target.x = ix * qw + iw * -qx + iy * -qz - iz * -qy;

    target.y = iy * qw + iw * -qy + iz * -qx - ix * -qz;

    target.z = iz * qw + iw * -qz + ix * -qy - iy * -qx;



    return target;

};



/**

 * Copies value of source to this quaternion.

 * @method copy

 * @param {Quaternion} source

 * @return {Quaternion} this

 */

Quaternion.prototype.copy = function(source){

    this.x = source.x;

    this.y = source.y;

    this.z = source.z;

    this.w = source.w;

    return this;

};



/**

 * Convert the quaternion to euler angle representation. Order: YZX, as this page describes: http://www.euclideanspace.com/maths/standards/index.htm

 * @method toEuler

 * @param {Vec3} target

 * @param string order Three-character string e.g. "YZX", which also is default.

 */

Quaternion.prototype.toEuler = function(target,order){

    order = order || "YZX";



    var heading, attitude, bank;

    var x = this.x, y = this.y, z = this.z, w = this.w;



    switch(order){

    case "YZX":

        var test = x*y + z*w;

        if (test > 0.499) { // singularity at north pole

            heading = 2 * Math.atan2(x,w);

            attitude = Math.PI/2;

            bank = 0;

        }

        if (test < -0.499) { // singularity at south pole

            heading = -2 * Math.atan2(x,w);

            attitude = - Math.PI/2;

            bank = 0;

        }

        if(isNaN(heading)){

            var sqx = x*x;

            var sqy = y*y;

            var sqz = z*z;

            heading = Math.atan2(2*y*w - 2*x*z , 1 - 2*sqy - 2*sqz); // Heading

            attitude = Math.asin(2*test); // attitude

            bank = Math.atan2(2*x*w - 2*y*z , 1 - 2*sqx - 2*sqz); // bank

        }

        break;

    default:

        throw new Error("Euler order "+order+" not supported yet.");

    }



    target.y = heading;

    target.z = attitude;

    target.x = bank;

};



/**

 * See http://www.mathworks.com/matlabcentral/fileexchange/20696-function-to-convert-between-dcm-euler-angles-quaternions-and-euler-vectors/content/SpinCalc.m

 * @method setFromEuler

 * @param {Number} x

 * @param {Number} y

 * @param {Number} z

 * @param {String} order The order to apply angles: 'XYZ' or 'YXZ' or any other combination

 */

Quaternion.prototype.setFromEuler = function ( x, y, z, order ) {

    order = order || "XYZ";



    var c1 = Math.cos( x / 2 );

    var c2 = Math.cos( y / 2 );

    var c3 = Math.cos( z / 2 );

    var s1 = Math.sin( x / 2 );

    var s2 = Math.sin( y / 2 );

    var s3 = Math.sin( z / 2 );



    if ( order === 'XYZ' ) {



        this.x = s1 * c2 * c3 + c1 * s2 * s3;

        this.y = c1 * s2 * c3 - s1 * c2 * s3;

        this.z = c1 * c2 * s3 + s1 * s2 * c3;

        this.w = c1 * c2 * c3 - s1 * s2 * s3;



    } else if ( order === 'YXZ' ) {



        this.x = s1 * c2 * c3 + c1 * s2 * s3;

        this.y = c1 * s2 * c3 - s1 * c2 * s3;

        this.z = c1 * c2 * s3 - s1 * s2 * c3;

        this.w = c1 * c2 * c3 + s1 * s2 * s3;



    } else if ( order === 'ZXY' ) {



        this.x = s1 * c2 * c3 - c1 * s2 * s3;

        this.y = c1 * s2 * c3 + s1 * c2 * s3;

        this.z = c1 * c2 * s3 + s1 * s2 * c3;

        this.w = c1 * c2 * c3 - s1 * s2 * s3;



    } else if ( order === 'ZYX' ) {



        this.x = s1 * c2 * c3 - c1 * s2 * s3;

        this.y = c1 * s2 * c3 + s1 * c2 * s3;

        this.z = c1 * c2 * s3 - s1 * s2 * c3;

        this.w = c1 * c2 * c3 + s1 * s2 * s3;



    } else if ( order === 'YZX' ) {



        this.x = s1 * c2 * c3 + c1 * s2 * s3;

        this.y = c1 * s2 * c3 + s1 * c2 * s3;

        this.z = c1 * c2 * s3 - s1 * s2 * c3;

        this.w = c1 * c2 * c3 - s1 * s2 * s3;



    } else if ( order === 'XZY' ) {



        this.x = s1 * c2 * c3 - c1 * s2 * s3;

        this.y = c1 * s2 * c3 - s1 * c2 * s3;

        this.z = c1 * c2 * s3 + s1 * s2 * c3;

        this.w = c1 * c2 * c3 + s1 * s2 * s3;



    }



    return this;



};



Quaternion.prototype.clone = function(){

    return new Quaternion(this.x, this.y, this.z, this.w);

};

},{"./Vec3":30}],29:[function(_dereq_,module,exports){

var Vec3 = _dereq_('./Vec3');

var Quaternion = _dereq_('./Quaternion');



module.exports = Transform;



/**

 * @class Transform

 * @constructor

 */

function Transform(options) {

    options = options || {};



	/**

	 * @property {Vec3} position

	 */

	this.position = new Vec3();

    if(options.position){

        this.position.copy(options.position);

    }



	/**

	 * @property {Quaternion} quaternion

	 */

	this.quaternion = new Quaternion();

    if(options.quaternion){

        this.quaternion.copy(options.quaternion);

    }

}



var tmpQuat = new Quaternion();



/**

 * @static

 * @method pointToLocaFrame

 * @param {Vec3} position

 * @param {Quaternion} quaternion

 * @param {Vec3} worldPoint

 * @param {Vec3} result

 */

Transform.pointToLocalFrame = function(position, quaternion, worldPoint, result){

    var result = result || new Vec3();

    worldPoint.vsub(position, result);

    quaternion.conjugate(tmpQuat);

    tmpQuat.vmult(result, result);

    return result;

};



/**

 * Get a global point in local transform coordinates.

 * @method pointToLocal

 * @param  {Vec3} point

 * @param  {Vec3} result

 * @return {Vec3} The "result" vector object

 */

Transform.prototype.pointToLocal = function(worldPoint, result){

    return Transform.pointToLocalFrame(this.position, this.quaternion, worldPoint, result);

};



/**

 * @static

 * @method pointToWorldFrame

 * @param {Vec3} position

 * @param {Vec3} quaternion

 * @param {Vec3} localPoint

 * @param {Vec3} result

 */

Transform.pointToWorldFrame = function(position, quaternion, localPoint, result){

    var result = result || new Vec3();

    quaternion.vmult(localPoint, result);

    result.vadd(position, result);

    return result;

};



/**

 * Get a local point in global transform coordinates.

 * @method pointToWorld

 * @param  {Vec3} point

 * @param  {Vec3} result

 * @return {Vec3} The "result" vector object

 */

Transform.prototype.pointToWorld = function(localPoint, result){

    return Transform.pointToWorldFrame(this.position, this.quaternion, localPoint, result);

};





Transform.prototype.vectorToWorldFrame = function(localVector, result){

    var result = result || new Vec3();

    this.quaternion.vmult(localVector, result);

    return result;

};



Transform.vectorToWorldFrame = function(quaternion, localVector, result){

    quaternion.vmult(localVector, result);

    return result;

};



Transform.vectorToLocalFrame = function(position, quaternion, worldVector, result){

    var result = result || new Vec3();

    quaternion.w *= -1;

    quaternion.vmult(worldVector, result);

    quaternion.w *= -1;

    return result;

};



},{"./Quaternion":28,"./Vec3":30}],30:[function(_dereq_,module,exports){

module.exports = Vec3;



var Mat3 = _dereq_('./Mat3');



/**

 * 3-dimensional vector

 * @class Vec3

 * @constructor

 * @param {Number} x

 * @param {Number} y

 * @param {Number} z

 * @author schteppe

 * @example

 *     var v = new Vec3(1, 2, 3);

 *     console.log('x=' + v.x); // x=1

 */

function Vec3(x,y,z){

    /**

     * @property x

     * @type {Number}

     */

    this.x = x||0.0;



    /**

     * @property y

     * @type {Number}

     */

    this.y = y||0.0;



    /**

     * @property z

     * @type {Number}

     */

    this.z = z||0.0;

}



/**

 * @static

 * @property {Vec3} ZERO

 */

Vec3.ZERO = new Vec3(0, 0, 0);



/**

 * @static

 * @property {Vec3} UNIT_X

 */

Vec3.UNIT_X = new Vec3(1, 0, 0);



/**

 * @static

 * @property {Vec3} UNIT_Y

 */

Vec3.UNIT_Y = new Vec3(0, 1, 0);



/**

 * @static

 * @property {Vec3} UNIT_Z

 */

Vec3.UNIT_Z = new Vec3(0, 0, 1);



/**

 * Vector cross product

 * @method cross

 * @param {Vec3} v

 * @param {Vec3} target Optional. Target to save in.

 * @return {Vec3}

 */

Vec3.prototype.cross = function(v,target){

    var vx=v.x, vy=v.y, vz=v.z, x=this.x, y=this.y, z=this.z;

    target = target || new Vec3();



    target.x = (y * vz) - (z * vy);

    target.y = (z * vx) - (x * vz);

    target.z = (x * vy) - (y * vx);



    return target;

};



/**

 * Set the vectors' 3 elements

 * @method set

 * @param {Number} x

 * @param {Number} y

 * @param {Number} z

 * @return Vec3

 */

Vec3.prototype.set = function(x,y,z){

    this.x = x;

    this.y = y;

    this.z = z;

    return this;

};



/**

 * Set all components of the vector to zero.

 * @method setZero

 */

Vec3.prototype.setZero = function(){

    this.x = this.y = this.z = 0;

};



/**

 * Vector addition

 * @method vadd

 * @param {Vec3} v

 * @param {Vec3} target Optional.

 * @return {Vec3}

 */

Vec3.prototype.vadd = function(v,target){

    if(target){

        target.x = v.x + this.x;

        target.y = v.y + this.y;

        target.z = v.z + this.z;

    } else {

        return new Vec3(this.x + v.x,

                               this.y + v.y,

                               this.z + v.z);

    }

};



/**

 * Vector subtraction

 * @method vsub

 * @param {Vec3} v

 * @param {Vec3} target Optional. Target to save in.

 * @return {Vec3}

 */

Vec3.prototype.vsub = function(v,target){

    if(target){

        target.x = this.x - v.x;

        target.y = this.y - v.y;

        target.z = this.z - v.z;

    } else {

        return new Vec3(this.x-v.x,

                               this.y-v.y,

                               this.z-v.z);

    }

};



/**

 * Get the cross product matrix a_cross from a vector, such that a x b = a_cross * b = c

 * @method crossmat

 * @see http://www8.cs.umu.se/kurser/TDBD24/VT06/lectures/Lecture6.pdf

 * @return {Mat3}

 */

Vec3.prototype.crossmat = function(){

    return new Mat3([     0,  -this.z,   this.y,

                            this.z,        0,  -this.x,

                           -this.y,   this.x,        0]);

};



/**

 * Normalize the vector. Note that this changes the values in the vector.

 * @method normalize

 * @return {Number} Returns the norm of the vector

 */

Vec3.prototype.normalize = function(){

    var x=this.x, y=this.y, z=this.z;

    var n = Math.sqrt(x*x + y*y + z*z);

    if(n>0.0){

        var invN = 1/n;

        this.x *= invN;

        this.y *= invN;

        this.z *= invN;

    } else {

        // Make something up

        this.x = 0;

        this.y = 0;

        this.z = 0;

    }

    return n;

};



/**

 * Get the version of this vector that is of length 1.

 * @method unit

 * @param {Vec3} target Optional target to save in

 * @return {Vec3} Returns the unit vector

 */

Vec3.prototype.unit = function(target){

    target = target || new Vec3();

    var x=this.x, y=this.y, z=this.z;

    var ninv = Math.sqrt(x*x + y*y + z*z);

    if(ninv>0.0){

        ninv = 1.0/ninv;

        target.x = x * ninv;

        target.y = y * ninv;

        target.z = z * ninv;

    } else {

        target.x = 1;

        target.y = 0;

        target.z = 0;

    }

    return target;

};



/**

 * Get the length of the vector

 * @method norm

 * @return {Number}

 * @deprecated Use .length() instead

 */

Vec3.prototype.norm = function(){

    var x=this.x, y=this.y, z=this.z;

    return Math.sqrt(x*x + y*y + z*z);

};



/**

 * Get the length of the vector

 * @method length

 * @return {Number}

 */

Vec3.prototype.length = Vec3.prototype.norm;



/**

 * Get the squared length of the vector

 * @method norm2

 * @return {Number}

 * @deprecated Use .lengthSquared() instead.

 */

Vec3.prototype.norm2 = function(){

    return this.dot(this);

};



/**

 * Get the squared length of the vector.

 * @method lengthSquared

 * @return {Number}

 */

Vec3.prototype.lengthSquared = Vec3.prototype.norm2;



/**

 * Get distance from this point to another point

 * @method distanceTo

 * @param  {Vec3} p

 * @return {Number}

 */

Vec3.prototype.distanceTo = function(p){

    var x=this.x, y=this.y, z=this.z;

    var px=p.x, py=p.y, pz=p.z;

    return Math.sqrt((px-x)*(px-x)+

                     (py-y)*(py-y)+

                     (pz-z)*(pz-z));

};



/**

 * Get squared distance from this point to another point

 * @method distanceSquared

 * @param  {Vec3} p

 * @return {Number}

 */

Vec3.prototype.distanceSquared = function(p){

    var x=this.x, y=this.y, z=this.z;

    var px=p.x, py=p.y, pz=p.z;

    return (px-x)*(px-x) + (py-y)*(py-y) + (pz-z)*(pz-z);

};



/**

 * Multiply all the components of the vector with a scalar.

 * @deprecated Use .scale instead

 * @method mult

 * @param {Number} scalar

 * @param {Vec3} target The vector to save the result in.

 * @return {Vec3}

 * @deprecated Use .scale() instead

 */

Vec3.prototype.mult = function(scalar,target){

    target = target || new Vec3();

    var x = this.x,

        y = this.y,

        z = this.z;

    target.x = scalar * x;

    target.y = scalar * y;

    target.z = scalar * z;

    return target;

};



/**

 * Multiply the vector with a scalar.

 * @method scale

 * @param {Number} scalar

 * @param {Vec3} target

 * @return {Vec3}

 */

Vec3.prototype.scale = Vec3.prototype.mult;



/**

 * Calculate dot product

 * @method dot

 * @param {Vec3} v

 * @return {Number}

 */

Vec3.prototype.dot = function(v){

    return this.x * v.x + this.y * v.y + this.z * v.z;

};



/**

 * @method isZero

 * @return bool

 */

Vec3.prototype.isZero = function(){

    return this.x===0 && this.y===0 && this.z===0;

};



/**

 * Make the vector point in the opposite direction.

 * @method negate

 * @param {Vec3} target Optional target to save in

 * @return {Vec3}

 */

Vec3.prototype.negate = function(target){

    target = target || new Vec3();

    target.x = -this.x;

    target.y = -this.y;

    target.z = -this.z;

    return target;

};



/**

 * Compute two artificial tangents to the vector

 * @method tangents

 * @param {Vec3} t1 Vector object to save the first tangent in

 * @param {Vec3} t2 Vector object to save the second tangent in

 */

var Vec3_tangents_n = new Vec3();

var Vec3_tangents_randVec = new Vec3();

Vec3.prototype.tangents = function(t1,t2){

    var norm = this.norm();

    if(norm>0.0){

        var n = Vec3_tangents_n;

        var inorm = 1/norm;

        n.set(this.x*inorm,this.y*inorm,this.z*inorm);

        var randVec = Vec3_tangents_randVec;

        if(Math.abs(n.x) < 0.9){

            randVec.set(1,0,0);

            n.cross(randVec,t1);

        } else {

            randVec.set(0,1,0);

            n.cross(randVec,t1);

        }

        n.cross(t1,t2);

    } else {

        // The normal length is zero, make something up

        t1.set(1, 0, 0);

        t2.set(0, 1, 0);

    }

};



/**

 * Converts to a more readable format

 * @method toString

 * @return string

 */

Vec3.prototype.toString = function(){

    return this.x+","+this.y+","+this.z;

};



/**

 * Converts to an array

 * @method toArray

 * @return Array

 */

Vec3.prototype.toArray = function(){

    return [this.x, this.y, this.z];

};



/**

 * Copies value of source to this vector.

 * @method copy

 * @param {Vec3} source

 * @return {Vec3} this

 */

Vec3.prototype.copy = function(source){

    this.x = source.x;

    this.y = source.y;

    this.z = source.z;

    return this;

};





/**

 * Do a linear interpolation between two vectors

 * @method lerp

 * @param {Vec3} v

 * @param {Number} t A number between 0 and 1. 0 will make this function return u, and 1 will make it return v. Numbers in between will generate a vector in between them.

 * @param {Vec3} target

 */

Vec3.prototype.lerp = function(v,t,target){

    var x=this.x, y=this.y, z=this.z;

    target.x = x + (v.x-x)*t;

    target.y = y + (v.y-y)*t;

    target.z = z + (v.z-z)*t;

};



/**

 * Check if a vector equals is almost equal to another one.

 * @method almostEquals

 * @param {Vec3} v

 * @param {Number} precision

 * @return bool

 */

Vec3.prototype.almostEquals = function(v,precision){

    if(precision===undefined){

        precision = 1e-6;

    }

    if( Math.abs(this.x-v.x)>precision ||

        Math.abs(this.y-v.y)>precision ||

        Math.abs(this.z-v.z)>precision){

        return false;

    }

    return true;

};



/**

 * Check if a vector is almost zero

 * @method almostZero

 * @param {Number} precision

 */

Vec3.prototype.almostZero = function(precision){

    if(precision===undefined){

        precision = 1e-6;

    }

    if( Math.abs(this.x)>precision ||

        Math.abs(this.y)>precision ||

        Math.abs(this.z)>precision){

        return false;

    }

    return true;

};



var antip_neg = new Vec3();



/**

 * Check if the vector is anti-parallel to another vector.

 * @method isAntiparallelTo

 * @param  {Vec3}  v

 * @param  {Number}  precision Set to zero for exact comparisons

 * @return {Boolean}

 */

Vec3.prototype.isAntiparallelTo = function(v,precision){

    this.negate(antip_neg);

    return antip_neg.almostEquals(v,precision);

};



/**

 * Clone the vector

 * @method clone

 * @return {Vec3}

 */

Vec3.prototype.clone = function(){

    return new Vec3(this.x, this.y, this.z);

};

},{"./Mat3":27}],31:[function(_dereq_,module,exports){

module.exports = Body;



var EventTarget = _dereq_('../utils/EventTarget');

var Shape = _dereq_('../shapes/Shape');

var Vec3 = _dereq_('../math/Vec3');

var Mat3 = _dereq_('../math/Mat3');

var Quaternion = _dereq_('../math/Quaternion');

var Material = _dereq_('../material/Material');

var AABB = _dereq_('../collision/AABB');

var Box = _dereq_('../shapes/Box');



/**

 * Base class for all body types.

 * @class Body

 * @constructor

 * @extends EventTarget

 * @param {object} [options]

 * @param {Vec3} [options.position]

 * @param {Vec3} [options.velocity]

 * @param {Vec3} [options.angularVelocity]

 * @param {Quaternion} [options.quaternion]

 * @param {number} [options.mass]

 * @param {Material} [options.material]

 * @param {number} [options.type]

 * @param {number} [options.linearDamping=0.01]

 * @param {number} [options.angularDamping=0.01]

 * @param {boolean} [options.allowSleep=true]

 * @param {number} [options.sleepSpeedLimit=0.1]

 * @param {number} [options.sleepTimeLimit=1]

 * @param {number} [options.collisionFilterGroup=1]

 * @param {number} [options.collisionFilterMask=1]

 * @param {boolean} [options.fixedRotation=false]

 * @param {Body} [options.shape]

 * @example

 *     var body = new Body({

 *         mass: 1

 *     });

 *     var shape = new Sphere(1);

 *     body.addShape(shape);

 *     world.add(body);

 */

function Body(options){

    options = options || {};



    EventTarget.apply(this);



    this.id = Body.idCounter++;



    /**

     * Reference to the world the body is living in

     * @property world

     * @type {World}

     */

    this.world = null;



    /**

     * Callback function that is used BEFORE stepping the system. Use it to apply forces, for example. Inside the function, "this" will refer to this Body object.

     * @property preStep

     * @type {Function}

     * @deprecated Use World events instead

     */

    this.preStep = null;



    /**

     * Callback function that is used AFTER stepping the system. Inside the function, "this" will refer to this Body object.

     * @property postStep

     * @type {Function}

     * @deprecated Use World events instead

     */

    this.postStep = null;



    this.vlambda = new Vec3();



    /**

     * @property {Number} collisionFilterGroup

     */

    this.collisionFilterGroup = typeof(options.collisionFilterGroup) === 'number' ? options.collisionFilterGroup : 1;



    /**

     * @property {Number} collisionFilterMask

     */

    this.collisionFilterMask = typeof(options.collisionFilterMask) === 'number' ? options.collisionFilterMask : 1;



    /**

     * Whether to produce contact forces when in contact with other bodies. Note that contacts will be generated, but they will be disabled.

     * @property {Number} collisionResponse

     */

	this.collisionResponse = true;



    /**

     * @property position

     * @type {Vec3}

     */

    this.position = new Vec3();



    if(options.position){

        this.position.copy(options.position);

    }



    /**

     * @property {Vec3} previousPosition

     */

    this.previousPosition = new Vec3();



    /**

     * Initial position of the body

     * @property initPosition

     * @type {Vec3}

     */

    this.initPosition = new Vec3();



    /**

     * @property velocity

     * @type {Vec3}

     */

    this.velocity = new Vec3();



    if(options.velocity){

        this.velocity.copy(options.velocity);

    }



    /**

     * @property initVelocity

     * @type {Vec3}

     */

    this.initVelocity = new Vec3();



    /**

     * Linear force on the body

     * @property force

     * @type {Vec3}

     */

    this.force = new Vec3();



    var mass = typeof(options.mass) === 'number' ? options.mass : 0;



    /**

     * @property mass

     * @type {Number}

     * @default 0

     */

    this.mass = mass;



    /**

     * @property invMass

     * @type {Number}

     */

    this.invMass = mass > 0 ? 1.0 / mass : 0;



    /**

     * @property material

     * @type {Material}

     */

    this.material = options.material || null;



    /**

     * @property linearDamping

     * @type {Number}

     */

    this.linearDamping = typeof(options.linearDamping) === 'number' ? options.linearDamping : 0.01;



    /**

     * One of: Body.DYNAMIC, Body.STATIC and Body.KINEMATIC.

     * @property type

     * @type {Number}

     */

    this.type = (mass <= 0.0 ? Body.STATIC : Body.DYNAMIC);

    if(typeof(options.type) === typeof(Body.STATIC)){

        this.type = options.type;

    }



    /**

     * If true, the body will automatically fall to sleep.

     * @property allowSleep

     * @type {Boolean}

     * @default true

     */

    this.allowSleep = typeof(options.allowSleep) !== 'undefined' ? options.allowSleep : true;



    /**

     * Current sleep state.

     * @property sleepState

     * @type {Number}

     */

    this.sleepState = 0;



    /**

     * If the speed (the norm of the velocity) is smaller than this value, the body is considered sleepy.

     * @property sleepSpeedLimit

     * @type {Number}

     * @default 0.1

     */

    this.sleepSpeedLimit = typeof(options.sleepSpeedLimit) !== 'undefined' ? options.sleepSpeedLimit : 0.1;



    /**

     * If the body has been sleepy for this sleepTimeLimit seconds, it is considered sleeping.

     * @property sleepTimeLimit

     * @type {Number}

     * @default 1

     */

    this.sleepTimeLimit = typeof(options.sleepTimeLimit) !== 'undefined' ? options.sleepTimeLimit : 1;



    this.timeLastSleepy = 0;



    this._wakeUpAfterNarrowphase = false;





    /**

     * Rotational force on the body, around center of mass

     * @property {Vec3} torque

     */

    this.torque = new Vec3();



    /**

     * Orientation of the body

     * @property quaternion

     * @type {Quaternion}

     */

    this.quaternion = new Quaternion();



    if(options.quaternion){

        this.quaternion.copy(options.quaternion);

    }



    /**

     * @property initQuaternion

     * @type {Quaternion}

     */

    this.initQuaternion = new Quaternion();



    /**

     * @property angularVelocity

     * @type {Vec3}

     */

    this.angularVelocity = new Vec3();



    if(options.angularVelocity){

        this.angularVelocity.copy(options.angularVelocity);

    }



    /**

     * @property initAngularVelocity

     * @type {Vec3}

     */

    this.initAngularVelocity = new Vec3();



    this.interpolatedPosition = new Vec3();

    this.interpolatedQuaternion = new Quaternion();



    /**

     * @property shapes

     * @type {array}

     */

    this.shapes = [];



    /**

     * @property shapeOffsets

     * @type {array}

     */

    this.shapeOffsets = [];



    /**

     * @property shapeOrientations

     * @type {array}

     */

    this.shapeOrientations = [];



    /**

     * @property inertia

     * @type {Vec3}

     */

    this.inertia = new Vec3();



    /**

     * @property {Vec3} invInertia

     */

    this.invInertia = new Vec3();



    /**

     * @property {Mat3} invInertiaWorld

     */

    this.invInertiaWorld = new Mat3();



    this.invMassSolve = 0;



    /**

     * @property {Vec3} invInertiaSolve

     */

    this.invInertiaSolve = new Vec3();



    /**

     * @property {Mat3} invInertiaWorldSolve

     */

    this.invInertiaWorldSolve = new Mat3();



    /**

     * Set to true if you don't want the body to rotate. Make sure to run .updateMassProperties() after changing this.

     * @property {Boolean} fixedRotation

     * @default false

     */

    this.fixedRotation = typeof(options.fixedRotation) !== "undefined" ? options.fixedRotation : false;



    /**

     * @property {Number} angularDamping

     */

    this.angularDamping = typeof(options.angularDamping) !== 'undefined' ? options.angularDamping : 0.01;



    /**

     * @property aabb

     * @type {AABB}

     */

    this.aabb = new AABB();



    /**

     * Indicates if the AABB needs to be updated before use.

     * @property aabbNeedsUpdate

     * @type {Boolean}

     */

    this.aabbNeedsUpdate = true;



    this.wlambda = new Vec3();



    if(options.shape){

        this.addShape(options.shape);

    }



    this.updateMassProperties();

}

Body.prototype = new EventTarget();

Body.prototype.constructor = Body;



/**

 * A dynamic body is fully simulated. Can be moved manually by the user, but normally they move according to forces. A dynamic body can collide with all body types. A dynamic body always has finite, non-zero mass.

 * @static

 * @property DYNAMIC

 * @type {Number}

 */

Body.DYNAMIC = 1;



/**

 * A static body does not move during simulation and behaves as if it has infinite mass. Static bodies can be moved manually by setting the position of the body. The velocity of a static body is always zero. Static bodies do not collide with other static or kinematic bodies.

 * @static

 * @property STATIC

 * @type {Number}

 */

Body.STATIC = 2;



/**

 * A kinematic body moves under simulation according to its velocity. They do not respond to forces. They can be moved manually, but normally a kinematic body is moved by setting its velocity. A kinematic body behaves as if it has infinite mass. Kinematic bodies do not collide with other static or kinematic bodies.

 * @static

 * @property KINEMATIC

 * @type {Number}

 */

Body.KINEMATIC = 4;







/**

 * @static

 * @property AWAKE

 * @type {number}

 */

Body.AWAKE = 0;



/**

 * @static

 * @property SLEEPY

 * @type {number}

 */

Body.SLEEPY = 1;



/**

 * @static

 * @property SLEEPING

 * @type {number}

 */

Body.SLEEPING = 2;



Body.idCounter = 0;



/**

 * Wake the body up.

 * @method wakeUp

 */

Body.prototype.wakeUp = function(){

    var s = this.sleepState;

    this.sleepState = 0;

    if(s === Body.SLEEPING){

        this.dispatchEvent({type:"wakeup"});

    }

};



/**

 * Force body sleep

 * @method sleep

 */

Body.prototype.sleep = function(){

    this.sleepState = Body.SLEEPING;

    this.velocity.set(0,0,0);

    this.angularVelocity.set(0,0,0);

};



Body.sleepyEvent = {

    type: "sleepy"

};



Body.sleepEvent = {

    type: "sleep"

};



/**

 * Called every timestep to update internal sleep timer and change sleep state if needed.

 * @method sleepTick

 * @param {Number} time The world time in seconds

 */

Body.prototype.sleepTick = function(time){

    if(this.allowSleep){

        var sleepState = this.sleepState;

        var speedSquared = this.velocity.norm2() + this.angularVelocity.norm2();

        var speedLimitSquared = Math.pow(this.sleepSpeedLimit,2);

        if(sleepState===Body.AWAKE && speedSquared < speedLimitSquared){

            this.sleepState = Body.SLEEPY; // Sleepy

            this.timeLastSleepy = time;

            this.dispatchEvent(Body.sleepyEvent);

        } else if(sleepState===Body.SLEEPY && speedSquared > speedLimitSquared){

            this.wakeUp(); // Wake up

        } else if(sleepState===Body.SLEEPY && (time - this.timeLastSleepy ) > this.sleepTimeLimit){

            this.sleep(); // Sleeping

            this.dispatchEvent(Body.sleepEvent);

        }

    }

};



/**

 * If the body is sleeping, it should be immovable / have infinite mass during solve. We solve it by having a separate "solve mass".

 * @method updateSolveMassProperties

 */

Body.prototype.updateSolveMassProperties = function(){

    if(this.sleepState === Body.SLEEPING || this.type === Body.KINEMATIC){

        this.invMassSolve = 0;

        this.invInertiaSolve.setZero();

        this.invInertiaWorldSolve.setZero();

    } else {

        this.invMassSolve = this.invMass;

        this.invInertiaSolve.copy(this.invInertia);

        this.invInertiaWorldSolve.copy(this.invInertiaWorld);

    }

};



/**

 * Convert a world point to local body frame.

 * @method pointToLocalFrame

 * @param  {Vec3} worldPoint

 * @param  {Vec3} result

 * @return {Vec3}

 */

Body.prototype.pointToLocalFrame = function(worldPoint,result){

    var result = result || new Vec3();

    worldPoint.vsub(this.position,result);

    this.quaternion.conjugate().vmult(result,result);

    return result;

};



/**

 * Convert a world vector to local body frame.

 * @method vectorToLocalFrame

 * @param  {Vec3} worldPoint

 * @param  {Vec3} result

 * @return {Vec3}

 */

Body.prototype.vectorToLocalFrame = function(worldVector, result){

    var result = result || new Vec3();

    this.quaternion.conjugate().vmult(worldVector,result);

    return result;

};



/**

 * Convert a local body point to world frame.

 * @method pointToWorldFrame

 * @param  {Vec3} localPoint

 * @param  {Vec3} result

 * @return {Vec3}

 */

Body.prototype.pointToWorldFrame = function(localPoint,result){

    var result = result || new Vec3();

    this.quaternion.vmult(localPoint,result);

    result.vadd(this.position,result);

    return result;

};



/**

 * Convert a local body point to world frame.

 * @method vectorToWorldFrame

 * @param  {Vec3} localVector

 * @param  {Vec3} result

 * @return {Vec3}

 */

Body.prototype.vectorToWorldFrame = function(localVector, result){

    var result = result || new Vec3();

    this.quaternion.vmult(localVector, result);

    return result;

};



var tmpVec = new Vec3();

var tmpQuat = new Quaternion();



/**

 * Add a shape to the body with a local offset and orientation.

 * @method addShape

 * @param {Shape} shape

 * @param {Vec3} offset

 * @param {Quaternion} quaternion

 * @return {Body} The body object, for chainability.

 */

Body.prototype.addShape = function(shape, _offset, _orientation){

    var offset = new Vec3();

    var orientation = new Quaternion();



    if(_offset){

        offset.copy(_offset);

    }

    if(_orientation){

        orientation.copy(_orientation);

    }



    this.shapes.push(shape);

    this.shapeOffsets.push(offset);

    this.shapeOrientations.push(orientation);

    this.updateMassProperties();

    this.updateBoundingRadius();



    this.aabbNeedsUpdate = true;



    return this;

};



/**

 * Update the bounding radius of the body. Should be done if any of the shapes are changed.

 * @method updateBoundingRadius

 */

Body.prototype.updateBoundingRadius = function(){

    var shapes = this.shapes,

        shapeOffsets = this.shapeOffsets,

        N = shapes.length,

        radius = 0;



    for(var i=0; i!==N; i++){

        var shape = shapes[i];

        shape.updateBoundingSphereRadius();

        var offset = shapeOffsets[i].norm(),

            r = shape.boundingSphereRadius;

        if(offset + r > radius){

            radius = offset + r;

        }

    }



    this.boundingRadius = radius;

};



var computeAABB_shapeAABB = new AABB();



/**

 * Updates the .aabb

 * @method computeAABB

 * @todo rename to updateAABB()

 */

Body.prototype.computeAABB = function(){

    var shapes = this.shapes,

        shapeOffsets = this.shapeOffsets,

        shapeOrientations = this.shapeOrientations,

        N = shapes.length,

        offset = tmpVec,

        orientation = tmpQuat,

        bodyQuat = this.quaternion,

        aabb = this.aabb,

        shapeAABB = computeAABB_shapeAABB;



    for(var i=0; i!==N; i++){

        var shape = shapes[i];



        // Get shape world quaternion

        shapeOrientations[i].mult(bodyQuat, orientation);



        // Get shape world position

        orientation.vmult(shapeOffsets[i], offset);

        offset.vadd(this.position, offset);



        // vec2.rotate(offset, shapeOffsets[i], bodyAngle);

        // vec2.add(offset, offset, this.position);



        // Get shape AABB

        shape.calculateWorldAABB(offset, orientation, shapeAABB.lowerBound, shapeAABB.upperBound);



        if(i === 0){

            aabb.copy(shapeAABB);

        } else {

            aabb.extend(shapeAABB);

        }

    }



    this.aabbNeedsUpdate = false;

};



var uiw_m1 = new Mat3(),

    uiw_m2 = new Mat3(),

    uiw_m3 = new Mat3();



/**

 * Update .inertiaWorld and .invInertiaWorld

 * @method updateInertiaWorld

 */

Body.prototype.updateInertiaWorld = function(force){

    var I = this.invInertia;

    if (I.x === I.y && I.y === I.z && !force) {

        // If inertia M = s*I, where I is identity and s a scalar, then

        //    R*M*R' = R*(s*I)*R' = s*R*I*R' = s*R*R' = s*I = M

        // where R is the rotation matrix.

        // In other words, we don't have to transform the inertia if all

        // inertia diagonal entries are equal.

    } else {

        var m1 = uiw_m1,

            m2 = uiw_m2,

            m3 = uiw_m3;

        m1.setRotationFromQuaternion(this.quaternion);

        m1.transpose(m2);

        m1.scale(I,m1);

        m1.mmult(m2,this.invInertiaWorld);

        //m3.getTrace(this.invInertiaWorld);

    }



    /*

    this.quaternion.vmult(this.inertia,this.inertiaWorld);

    this.quaternion.vmult(this.invInertia,this.invInertiaWorld);

    */

};



/**

 * Apply force to a world point. This could for example be a point on the Body surface. Applying force this way will add to Body.force and Body.torque.

 * @method applyForce

 * @param  {Vec3} force The amount of force to add.

 * @param  {Vec3} worldPoint A world point to apply the force on.

 */

var Body_applyForce_r = new Vec3();

var Body_applyForce_rotForce = new Vec3();

Body.prototype.applyForce = function(force,worldPoint){

    if(this.type !== Body.DYNAMIC){

        return;

    }



    // Compute point position relative to the body center

    var r = Body_applyForce_r;

    worldPoint.vsub(this.position,r);



    // Compute produced rotational force

    var rotForce = Body_applyForce_rotForce;

    r.cross(force,rotForce);



    // Add linear force

    this.force.vadd(force,this.force);



    // Add rotational force

    this.torque.vadd(rotForce,this.torque);

};



/**

 * Apply force to a local point in the body.

 * @method applyLocalForce

 * @param  {Vec3} force The force vector to apply, defined locally in the body frame.

 * @param  {Vec3} localPoint A local point in the body to apply the force on.

 */

var Body_applyLocalForce_worldForce = new Vec3();

var Body_applyLocalForce_worldPoint = new Vec3();

Body.prototype.applyLocalForce = function(localForce, localPoint){

    if(this.type !== Body.DYNAMIC){

        return;

    }



    var worldForce = Body_applyLocalForce_worldForce;

    var worldPoint = Body_applyLocalForce_worldPoint;



    // Transform the force vector to world space

    this.vectorToWorldFrame(localForce, worldForce);

    this.pointToWorldFrame(localPoint, worldPoint);



    this.applyForce(worldForce, worldPoint);

};



/**

 * Apply impulse to a world point. This could for example be a point on the Body surface. An impulse is a force added to a body during a short period of time (impulse = force * time). Impulses will be added to Body.velocity and Body.angularVelocity.

 * @method applyImpulse

 * @param  {Vec3} impulse The amount of impulse to add.

 * @param  {Vec3} worldPoint A world point to apply the force on.

 */

var Body_applyImpulse_r = new Vec3();

var Body_applyImpulse_velo = new Vec3();

var Body_applyImpulse_rotVelo = new Vec3();

Body.prototype.applyImpulse = function(impulse, worldPoint){

    if(this.type !== Body.DYNAMIC){

        return;

    }



    // Compute point position relative to the body center

    var r = Body_applyImpulse_r;

    worldPoint.vsub(this.position,r);



    // Compute produced central impulse velocity

    var velo = Body_applyImpulse_velo;

    velo.copy(impulse);

    velo.mult(this.invMass,velo);



    // Add linear impulse

    this.velocity.vadd(velo, this.velocity);



    // Compute produced rotational impulse velocity

    var rotVelo = Body_applyImpulse_rotVelo;

    r.cross(impulse,rotVelo);



    /*

    rotVelo.x *= this.invInertia.x;

    rotVelo.y *= this.invInertia.y;

    rotVelo.z *= this.invInertia.z;

    */

    this.invInertiaWorld.vmult(rotVelo,rotVelo);



    // Add rotational Impulse

    this.angularVelocity.vadd(rotVelo, this.angularVelocity);

};



/**

 * Apply locally-defined impulse to a local point in the body.

 * @method applyLocalImpulse

 * @param  {Vec3} force The force vector to apply, defined locally in the body frame.

 * @param  {Vec3} localPoint A local point in the body to apply the force on.

 */

var Body_applyLocalImpulse_worldImpulse = new Vec3();

var Body_applyLocalImpulse_worldPoint = new Vec3();

Body.prototype.applyLocalImpulse = function(localImpulse, localPoint){

    if(this.type !== Body.DYNAMIC){

        return;

    }



    var worldImpulse = Body_applyLocalImpulse_worldImpulse;

    var worldPoint = Body_applyLocalImpulse_worldPoint;



    // Transform the force vector to world space

    this.vectorToWorldFrame(localImpulse, worldImpulse);

    this.pointToWorldFrame(localPoint, worldPoint);



    this.applyImpulse(worldImpulse, worldPoint);

};



var Body_updateMassProperties_halfExtents = new Vec3();



/**

 * Should be called whenever you change the body shape or mass.

 * @method updateMassProperties

 */

Body.prototype.updateMassProperties = function(){

    var halfExtents = Body_updateMassProperties_halfExtents;



    this.invMass = this.mass > 0 ? 1.0 / this.mass : 0;

    var I = this.inertia;

    var fixed = this.fixedRotation;



    // Approximate with AABB box

    this.computeAABB();

    halfExtents.set(

        (this.aabb.upperBound.x-this.aabb.lowerBound.x) / 2,

        (this.aabb.upperBound.y-this.aabb.lowerBound.y) / 2,

        (this.aabb.upperBound.z-this.aabb.lowerBound.z) / 2

    );

    Box.calculateInertia(halfExtents, this.mass, I);



    this.invInertia.set(

        I.x > 0 && !fixed ? 1.0 / I.x : 0,

        I.y > 0 && !fixed ? 1.0 / I.y : 0,

        I.z > 0 && !fixed ? 1.0 / I.z : 0

    );

    this.updateInertiaWorld(true);

};



/**

 * Get world velocity of a point in the body.

 * @method getVelocityAtWorldPoint

 * @param  {Vec3} worldPoint

 * @param  {Vec3} result

 * @return {Vec3} The result vector.

 */

Body.prototype.getVelocityAtWorldPoint = function(worldPoint, result){

    var r = new Vec3();

    worldPoint.vsub(this.position, r);

    this.angularVelocity.cross(r, result);

    this.velocity.vadd(result, result);

    return result;

};



},{"../collision/AABB":3,"../material/Material":25,"../math/Mat3":27,"../math/Quaternion":28,"../math/Vec3":30,"../shapes/Box":37,"../shapes/Shape":43,"../utils/EventTarget":49}],32:[function(_dereq_,module,exports){

var Body = _dereq_('./Body');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var RaycastResult = _dereq_('../collision/RaycastResult');

var Ray = _dereq_('../collision/Ray');

var WheelInfo = _dereq_('../objects/WheelInfo');



module.exports = RaycastVehicle;



/**

 * Vehicle helper class that casts rays from the wheel positions towards the ground and applies forces.

 * @class RaycastVehicle

 * @constructor

 * @param {object} [options]

 * @param {Body} [options.chassisBody] The car chassis body.

 * @param {integer} [options.indexRightAxis] Axis to use for right. x=0, y=1, z=2

 * @param {integer} [options.indexLeftAxis]

 * @param {integer} [options.indexUpAxis]

 */

function RaycastVehicle(options){



    /**

     * @property {Body} chassisBody

     */

    this.chassisBody = options.chassisBody;



    /**

     * An array of WheelInfo objects.

     * @property {array} wheelInfos

     */

    this.wheelInfos = [];



    /**

     * Will be set to true if the car is sliding.

     * @property {boolean} sliding

     */

    this.sliding = false;



    /**

     * @property {World} world

     */

    this.world = null;



    /**

     * Index of the right axis, 0=x, 1=y, 2=z

     * @property {integer} indexRightAxis

     * @default 1

     */

    this.indexRightAxis = typeof(options.indexRightAxis) !== 'undefined' ? options.indexRightAxis : 1;



    /**

     * Index of the forward axis, 0=x, 1=y, 2=z

     * @property {integer} indexForwardAxis

     * @default 0

     */

    this.indexForwardAxis = typeof(options.indexForwardAxis) !== 'undefined' ? options.indexForwardAxis : 0;



    /**

     * Index of the up axis, 0=x, 1=y, 2=z

     * @property {integer} indexUpAxis

     * @default 2

     */

    this.indexUpAxis = typeof(options.indexUpAxis) !== 'undefined' ? options.indexUpAxis : 2;

}



var tmpVec1 = new Vec3();

var tmpVec2 = new Vec3();

var tmpVec3 = new Vec3();

var tmpVec4 = new Vec3();

var tmpVec5 = new Vec3();

var tmpVec6 = new Vec3();

var tmpRay = new Ray();



/**

 * Add a wheel. For information about the options, see WheelInfo.

 * @method addWheel

 * @param {object} [options]

 */

RaycastVehicle.prototype.addWheel = function(options){

    options = options || {};



    var info = new WheelInfo(options);

    var index = this.wheelInfos.length;

    this.wheelInfos.push(info);



    return index;

};



/**

 * Set the steering value of a wheel.

 * @method setSteeringValue

 * @param {number} value

 * @param {integer} wheelIndex

 */

RaycastVehicle.prototype.setSteeringValue = function(value, wheelIndex){

    var wheel = this.wheelInfos[wheelIndex];

    wheel.steering = value;

};



var torque = new Vec3();



/**

 * Set the wheel force to apply on one of the wheels each time step

 * @method applyEngineForce

 * @param  {number} value

 * @param  {integer} wheelIndex

 */

RaycastVehicle.prototype.applyEngineForce = function(value, wheelIndex){

    this.wheelInfos[wheelIndex].engineForce = value;

};



/**

 * Set the braking force of a wheel

 * @method setBrake

 * @param {number} brake

 * @param {integer} wheelIndex

 */

RaycastVehicle.prototype.setBrake = function(brake, wheelIndex){

    this.wheelInfos[wheelIndex].brake = brake;

};



/**

 * Add the vehicle including its constraints to the world.

 * @method addToWorld

 * @param {World} world

 */

RaycastVehicle.prototype.addToWorld = function(world){

    var constraints = this.constraints;

    world.add(this.chassisBody);

    var that = this;

    this.preStepCallback = function(){

        that.updateVehicle(world.dt);

    };

    world.addEventListener('preStep', this.preStepCallback);

    this.world = world;

};



/**

 * Get one of the wheel axles, world-oriented.

 * @private

 * @method getVehicleAxisWorld

 * @param  {integer} axisIndex

 * @param  {Vec3} result

 */

RaycastVehicle.prototype.getVehicleAxisWorld = function(axisIndex, result){

    result.set(

        axisIndex === 0 ? 1 : 0,

        axisIndex === 1 ? 1 : 0,

        axisIndex === 2 ? 1 : 0

    );

    this.chassisBody.vectorToWorldFrame(result, result);

};



RaycastVehicle.prototype.updateVehicle = function(timeStep){

    var wheelInfos = this.wheelInfos;

    var numWheels = wheelInfos.length;

    var chassisBody = this.chassisBody;



    for (var i = 0; i < numWheels; i++) {

        this.updateWheelTransform(i);

    }



    this.currentVehicleSpeedKmHour = 3.6 * chassisBody.velocity.norm();



    var forwardWorld = new Vec3();

    this.getVehicleAxisWorld(this.indexForwardAxis, forwardWorld);



    if (forwardWorld.dot(chassisBody.velocity) < 0){

        this.currentVehicleSpeedKmHour *= -1;

    }



    // simulate suspension

    for (var i = 0; i < numWheels; i++) {

        this.castRay(wheelInfos[i]);

    }



    this.updateSuspension(timeStep);



    var impulse = new Vec3();

    var relpos = new Vec3();

    for (var i = 0; i < numWheels; i++) {

        //apply suspension force

        var wheel = wheelInfos[i];

        var suspensionForce = wheel.suspensionForce;

        if (suspensionForce > wheel.maxSuspensionForce) {

            suspensionForce = wheel.maxSuspensionForce;

        }

        wheel.raycastResult.hitNormalWorld.scale(suspensionForce * timeStep, impulse);



        wheel.raycastResult.hitPointWorld.vsub(chassisBody.position, relpos);

        chassisBody.applyImpulse(impulse, wheel.raycastResult.hitPointWorld/*relpos*/);

    }



    this.updateFriction(timeStep);



    var hitNormalWorldScaledWithProj = new Vec3();

    var fwd  = new Vec3();

    var vel = new Vec3();

    for (i = 0; i < numWheels; i++) {

        var wheel = wheelInfos[i];

        //var relpos = new Vec3();

        //wheel.chassisConnectionPointWorld.vsub(chassisBody.position, relpos);

        chassisBody.getVelocityAtWorldPoint(wheel.chassisConnectionPointWorld, vel);



        // Hack to get the rotation in the correct direction

        var m = 1;

        switch(this.indexUpAxis){

        case 1:

            m = -1;

            break;

        }



        if (wheel.isInContact) {



            this.getVehicleAxisWorld(this.indexForwardAxis, fwd);

            var proj = fwd.dot(wheel.raycastResult.hitNormalWorld);

            wheel.raycastResult.hitNormalWorld.scale(proj, hitNormalWorldScaledWithProj);



            fwd.vsub(hitNormalWorldScaledWithProj, fwd);



            var proj2 = fwd.dot(vel);

            wheel.deltaRotation = m * proj2 * timeStep / wheel.radius;

        }



        if((wheel.sliding || !wheel.isInContact) && wheel.engineForce !== 0 && wheel.useCustomSlidingRotationalSpeed){

            // Apply custom rotation when accelerating and sliding

            wheel.deltaRotation = (wheel.engineForce > 0 ? 1 : -1) * wheel.customSlidingRotationalSpeed * timeStep;

        }



        // Lock wheels

        if(Math.abs(wheel.brake) > Math.abs(wheel.engineForce)){

            wheel.deltaRotation = 0;

        }



        wheel.rotation += wheel.deltaRotation; // Use the old value

        wheel.deltaRotation *= 0.99; // damping of rotation when not in contact

    }

};



RaycastVehicle.prototype.updateSuspension = function(deltaTime) {

    var chassisBody = this.chassisBody;

    var chassisMass = chassisBody.mass;

    var wheelInfos = this.wheelInfos;

    var numWheels = wheelInfos.length;



    for (var w_it = 0; w_it < numWheels; w_it++){

        var wheel = wheelInfos[w_it];



        if (wheel.isInContact){

            var force;



            // Spring

            var susp_length = wheel.suspensionRestLength;

            var current_length = wheel.suspensionLength;

            var length_diff = (susp_length - current_length);



            force = wheel.suspensionStiffness * length_diff * wheel.clippedInvContactDotSuspension;



            // Damper

            var projected_rel_vel = wheel.suspensionRelativeVelocity;

            var susp_damping;

            if (projected_rel_vel < 0) {

                susp_damping = wheel.dampingCompression;

            } else {

                susp_damping = wheel.dampingRelaxation;

            }

            force -= susp_damping * projected_rel_vel;



            wheel.suspensionForce = force * chassisMass;

            if (wheel.suspensionForce < 0) {

                wheel.suspensionForce = 0;

            }

        } else {

            wheel.suspensionForce = 0;

        }

    }

};



/**

 * Remove the vehicle including its constraints from the world.

 * @method removeFromWorld

 * @param {World} world

 */

RaycastVehicle.prototype.removeFromWorld = function(world){

    var constraints = this.constraints;

    world.remove(this.chassisBody);

    world.removeEventListener('preStep', this.preStepCallback);

    this.world = null;

};



var castRay_rayvector = new Vec3();

var castRay_target = new Vec3();

RaycastVehicle.prototype.castRay = function(wheel) {

    var rayvector = castRay_rayvector;

    var target = castRay_target;



    this.updateWheelTransformWorld(wheel);

    var chassisBody = this.chassisBody;



    var depth = -1;



    var raylen = wheel.suspensionRestLength + wheel.radius;



    wheel.directionWorld.scale(raylen, rayvector);

    var source = wheel.chassisConnectionPointWorld;

    source.vadd(rayvector, target);

    var raycastResult = wheel.raycastResult;



    var param = 0;



    raycastResult.reset();

    // Turn off ray collision with the chassis temporarily

    var oldState = chassisBody.collisionResponse;

    chassisBody.collisionResponse = false;



    // Cast ray against world

    this.world.rayTest(source, target, raycastResult);

    chassisBody.collisionResponse = oldState;



    var object = raycastResult.body;



    wheel.raycastResult.groundObject = 0;



    if (object) {

        depth = raycastResult.distance;

        wheel.raycastResult.hitNormalWorld  = raycastResult.hitNormalWorld;

        wheel.isInContact = true;



        var hitDistance = raycastResult.distance;

        wheel.suspensionLength = hitDistance - wheel.radius;



        // clamp on max suspension travel

        var minSuspensionLength = wheel.suspensionRestLength - wheel.maxSuspensionTravel;

        var maxSuspensionLength = wheel.suspensionRestLength + wheel.maxSuspensionTravel;

        if (wheel.suspensionLength < minSuspensionLength) {

            wheel.suspensionLength = minSuspensionLength;

        }

        if (wheel.suspensionLength > maxSuspensionLength) {

            wheel.suspensionLength = maxSuspensionLength;

            wheel.raycastResult.reset();

        }



        var denominator = wheel.raycastResult.hitNormalWorld.dot(wheel.directionWorld);



        var chassis_velocity_at_contactPoint = new Vec3();

        chassisBody.getVelocityAtWorldPoint(wheel.raycastResult.hitPointWorld, chassis_velocity_at_contactPoint);



        var projVel = wheel.raycastResult.hitNormalWorld.dot( chassis_velocity_at_contactPoint );



        if (denominator >= -0.1) {

            wheel.suspensionRelativeVelocity = 0;

            wheel.clippedInvContactDotSuspension = 1 / 0.1;

        } else {

            var inv = -1 / denominator;

            wheel.suspensionRelativeVelocity = projVel * inv;

            wheel.clippedInvContactDotSuspension = inv;

        }



    } else {



        //put wheel info as in rest position

        wheel.suspensionLength = wheel.suspensionRestLength + 0 * wheel.maxSuspensionTravel;

        wheel.suspensionRelativeVelocity = 0.0;

        wheel.directionWorld.scale(-1, wheel.raycastResult.hitNormalWorld);

        wheel.clippedInvContactDotSuspension = 1.0;

    }



    return depth;

};



RaycastVehicle.prototype.updateWheelTransformWorld = function(wheel){

    wheel.isInContact = false;

    var chassisBody = this.chassisBody;

    chassisBody.pointToWorldFrame(wheel.chassisConnectionPointLocal, wheel.chassisConnectionPointWorld);

    chassisBody.vectorToWorldFrame(wheel.directionLocal, wheel.directionWorld);

    chassisBody.vectorToWorldFrame(wheel.axleLocal, wheel.axleWorld);

};





/**

 * Update one of the wheel transform.

 * Note when rendering wheels: during each step, wheel transforms are updated BEFORE the chassis; ie. their position becomes invalid after the step. Thus when you render wheels, you must update wheel transforms before rendering them. See raycastVehicle demo for an example.

 * @method updateWheelTransform

 * @param {integer} wheelIndex The wheel index to update.

 */

RaycastVehicle.prototype.updateWheelTransform = function(wheelIndex){

    var up = tmpVec4;

    var right = tmpVec5;

    var fwd = tmpVec6;



    var wheel = this.wheelInfos[wheelIndex];

    this.updateWheelTransformWorld(wheel);



    wheel.directionLocal.scale(-1, up);

    right.copy(wheel.axleLocal);

    up.cross(right, fwd);

    fwd.normalize();

    right.normalize();



    // Rotate around steering over the wheelAxle

    var steering = wheel.steering;

    var steeringOrn = new Quaternion();

    steeringOrn.setFromAxisAngle(up, steering);



    var rotatingOrn = new Quaternion();

    rotatingOrn.setFromAxisAngle(right, wheel.rotation);



    // World rotation of the wheel

    var q = wheel.worldTransform.quaternion;

    this.chassisBody.quaternion.mult(steeringOrn, q);

    q.mult(rotatingOrn, q);



    q.normalize();



    // world position of the wheel

    var p = wheel.worldTransform.position;

    p.copy(wheel.directionWorld);

    p.scale(wheel.suspensionLength, p);

    p.vadd(wheel.chassisConnectionPointWorld, p);

};



var directions = [

    new Vec3(1, 0, 0),

    new Vec3(0, 1, 0),

    new Vec3(0, 0, 1)

];



/**

 * Get the world transform of one of the wheels

 * @method getWheelTransformWorld

 * @param  {integer} wheelIndex

 * @return {Transform}

 */

RaycastVehicle.prototype.getWheelTransformWorld = function(wheelIndex) {

    return this.wheelInfos[wheelIndex].worldTransform;

};





var updateFriction_surfNormalWS_scaled_proj = new Vec3();

var updateFriction_axle = [];

var updateFriction_forwardWS = [];

var sideFrictionStiffness2 = 1;

RaycastVehicle.prototype.updateFriction = function(timeStep) {

    var surfNormalWS_scaled_proj = updateFriction_surfNormalWS_scaled_proj;



    //calculate the impulse, so that the wheels don't move sidewards

    var wheelInfos = this.wheelInfos;

    var numWheels = wheelInfos.length;

    var chassisBody = this.chassisBody;

    var forwardWS = updateFriction_forwardWS;

    var axle = updateFriction_axle;



    var numWheelsOnGround = 0;



    for (var i = 0; i < numWheels; i++) {

        var wheel = wheelInfos[i];



        var groundObject = wheel.raycastResult.body;

        if (groundObject){

            numWheelsOnGround++;

        }



        wheel.sideImpulse = 0;

        wheel.forwardImpulse = 0;

        if(!forwardWS[i]){

            forwardWS[i] = new Vec3();

        }

        if(!axle[i]){

            axle[i] = new Vec3();

        }

    }



    for (var i = 0; i < numWheels; i++){

        var wheel = wheelInfos[i];



        var groundObject = wheel.raycastResult.body;



        if (groundObject) {

            var axlei = axle[i];

            var wheelTrans = this.getWheelTransformWorld(i);



            // Get world axle

            wheelTrans.vectorToWorldFrame(directions[this.indexRightAxis], axlei);



            var surfNormalWS = wheel.raycastResult.hitNormalWorld;

            var proj = axlei.dot(surfNormalWS);

            surfNormalWS.scale(proj, surfNormalWS_scaled_proj);

            axlei.vsub(surfNormalWS_scaled_proj, axlei);

            axlei.normalize();



            surfNormalWS.cross(axlei, forwardWS[i]);

            forwardWS[i].normalize();



            wheel.sideImpulse = resolveSingleBilateral(

                chassisBody,

                wheel.raycastResult.hitPointWorld,

                groundObject,

                wheel.raycastResult.hitPointWorld,

                axlei

            );



            wheel.sideImpulse *= sideFrictionStiffness2;

        }

    }



    var sideFactor = 1;

    var fwdFactor = 0.5;



    this.sliding = false;

    for (var i = 0; i < numWheels; i++) {

        var wheel = wheelInfos[i];

        var groundObject = wheel.raycastResult.body;



        var rollingFriction = 0;



        wheel.slipInfo = 1;

        if (groundObject) {

            var defaultRollingFrictionImpulse = 0;

            var maxImpulse = wheel.brake ? wheel.brake : defaultRollingFrictionImpulse;



            // btWheelContactPoint contactPt(chassisBody,groundObject,wheelInfraycastInfo.hitPointWorld,forwardWS[wheel],maxImpulse);

            // rollingFriction = calcRollingFriction(contactPt);

            rollingFriction = calcRollingFriction(chassisBody, groundObject, wheel.raycastResult.hitPointWorld, forwardWS[i], maxImpulse);



            rollingFriction += wheel.engineForce * timeStep;



            // rollingFriction = 0;

            var factor = maxImpulse / rollingFriction;

            wheel.slipInfo *= factor;

        }



        //switch between active rolling (throttle), braking and non-active rolling friction (nthrottle/break)



        wheel.forwardImpulse = 0;

        wheel.skidInfo = 1;



        if (groundObject) {

            wheel.skidInfo = 1;



            var maximp = wheel.suspensionForce * timeStep * wheel.frictionSlip;

            var maximpSide = maximp;



            var maximpSquared = maximp * maximpSide;



            wheel.forwardImpulse = rollingFriction;//wheelInfo.engineForce* timeStep;



            var x = wheel.forwardImpulse * fwdFactor;

            var y = wheel.sideImpulse * sideFactor;



            var impulseSquared = x * x + y * y;



            wheel.sliding = false;

            if (impulseSquared > maximpSquared) {

                this.sliding = true;

                wheel.sliding = true;



                var factor = maximp / Math.sqrt(impulseSquared);



                wheel.skidInfo *= factor;

            }

        }

    }



    if (this.sliding) {

        for (var i = 0; i < numWheels; i++) {

            var wheel = wheelInfos[i];

            if (wheel.sideImpulse !== 0) {

                if (wheel.skidInfo < 1){

                    wheel.forwardImpulse *= wheel.skidInfo;

                    wheel.sideImpulse *= wheel.skidInfo;

                }

            }

        }

    }



    // apply the impulses

    for (var i = 0; i < numWheels; i++) {

        var wheel = wheelInfos[i];



        var rel_pos = new Vec3();

        //wheel.raycastResult.hitPointWorld.vsub(chassisBody.position, rel_pos);

        // cannons applyimpulse is using world coord for the position

        rel_pos.copy(wheel.raycastResult.hitPointWorld);



        if (wheel.forwardImpulse !== 0) {

            var impulse = new Vec3();

            forwardWS[i].scale(wheel.forwardImpulse, impulse);

            chassisBody.applyImpulse(impulse, rel_pos);

        }



        if (wheel.sideImpulse !== 0){

            var groundObject = wheel.raycastResult.body;



            var rel_pos2 = new Vec3();

            //wheel.raycastResult.hitPointWorld.vsub(groundObject.position, rel_pos2);

            rel_pos2.copy(wheel.raycastResult.hitPointWorld);

            var sideImp = new Vec3();

            axle[i].scale(wheel.sideImpulse, sideImp);



            // Scale the relative position in the up direction with rollInfluence.

            // If rollInfluence is 1, the impulse will be applied on the hitPoint (easy to roll over), if it is zero it will be applied in the same plane as the center of mass (not easy to roll over).

            chassisBody.pointToLocalFrame(rel_pos, rel_pos);

            rel_pos['xyz'[this.indexUpAxis]] *= wheel.rollInfluence;

            chassisBody.pointToWorldFrame(rel_pos, rel_pos);

            chassisBody.applyImpulse(sideImp, rel_pos);



            //apply friction impulse on the ground

            sideImp.scale(-1, sideImp);

            groundObject.applyImpulse(sideImp, rel_pos2);

        }

    }

};



var calcRollingFriction_vel1 = new Vec3();

var calcRollingFriction_vel2 = new Vec3();

var calcRollingFriction_vel = new Vec3();



function calcRollingFriction(body0, body1, frictionPosWorld, frictionDirectionWorld, maxImpulse) {

    var j1 = 0;

    var contactPosWorld = frictionPosWorld;



    // var rel_pos1 = new Vec3();

    // var rel_pos2 = new Vec3();

    var vel1 = calcRollingFriction_vel1;

    var vel2 = calcRollingFriction_vel2;

    var vel = calcRollingFriction_vel;

    // contactPosWorld.vsub(body0.position, rel_pos1);

    // contactPosWorld.vsub(body1.position, rel_pos2);



    body0.getVelocityAtWorldPoint(contactPosWorld, vel1);

    body1.getVelocityAtWorldPoint(contactPosWorld, vel2);

    vel1.vsub(vel2, vel);



    var vrel = frictionDirectionWorld.dot(vel);



    var denom0 = computeImpulseDenominator(body0, frictionPosWorld, frictionDirectionWorld);

    var denom1 = computeImpulseDenominator(body1, frictionPosWorld, frictionDirectionWorld);

    var relaxation = 1;

    var jacDiagABInv = relaxation / (denom0 + denom1);



    // calculate j that moves us to zero relative velocity

    j1 = -vrel * jacDiagABInv;



    if (maxImpulse < j1) {

        j1 = maxImpulse;

    }

    if (j1 < -maxImpulse) {

        j1 = -maxImpulse;

    }



    return j1;

}



var computeImpulseDenominator_r0 = new Vec3();

var computeImpulseDenominator_c0 = new Vec3();

var computeImpulseDenominator_vec = new Vec3();

var computeImpulseDenominator_m = new Vec3();

function computeImpulseDenominator(body, pos, normal) {

    var r0 = computeImpulseDenominator_r0;

    var c0 = computeImpulseDenominator_c0;

    var vec = computeImpulseDenominator_vec;

    var m = computeImpulseDenominator_m;



    pos.vsub(body.position, r0);

    r0.cross(normal, c0);

    body.invInertiaWorld.vmult(c0, m);

    m.cross(r0, vec);



    return body.invMass + normal.dot(vec);

}





var resolveSingleBilateral_vel1 = new Vec3();

var resolveSingleBilateral_vel2 = new Vec3();

var resolveSingleBilateral_vel = new Vec3();



//bilateral constraint between two dynamic objects

function resolveSingleBilateral(body1, pos1, body2, pos2, normal, impulse){

    var normalLenSqr = normal.norm2();

    if (normalLenSqr > 1.1){

        return 0; // no impulse

    }

    // var rel_pos1 = new Vec3();

    // var rel_pos2 = new Vec3();

    // pos1.vsub(body1.position, rel_pos1);

    // pos2.vsub(body2.position, rel_pos2);



    var vel1 = resolveSingleBilateral_vel1;

    var vel2 = resolveSingleBilateral_vel2;

    var vel = resolveSingleBilateral_vel;

    body1.getVelocityAtWorldPoint(pos1, vel1);

    body2.getVelocityAtWorldPoint(pos2, vel2);



    vel1.vsub(vel2, vel);



    var rel_vel = normal.dot(vel);



    var contactDamping = 0.2;

    var massTerm = 1 / (body1.invMass + body2.invMass);

    var impulse = - contactDamping * rel_vel * massTerm;



    return impulse;

}

},{"../collision/Ray":9,"../collision/RaycastResult":10,"../math/Quaternion":28,"../math/Vec3":30,"../objects/WheelInfo":36,"./Body":31}],33:[function(_dereq_,module,exports){

var Body = _dereq_('./Body');

var Sphere = _dereq_('../shapes/Sphere');

var Box = _dereq_('../shapes/Box');

var Vec3 = _dereq_('../math/Vec3');

var HingeConstraint = _dereq_('../constraints/HingeConstraint');



module.exports = RigidVehicle;



/**

 * Simple vehicle helper class with spherical rigid body wheels.

 * @class RigidVehicle

 * @constructor

 * @param {Body} [options.chassisBody]

 */

function RigidVehicle(options){

    this.wheelBodies = [];



    /**

     * @property coordinateSystem

     * @type {Vec3}

     */

    this.coordinateSystem = typeof(options.coordinateSystem)==='undefined' ? new Vec3(1, 2, 3) : options.coordinateSystem.clone();



    /**

     * @property {Body} chassisBody

     */

    this.chassisBody = options.chassisBody;



    if(!this.chassisBody){

        // No chassis body given. Create it!

        var chassisShape = new Box(new Vec3(5, 2, 0.5));

        this.chassisBody = new Body(1, chassisShape);

    }



    /**

     * @property constraints

     * @type {Array}

     */

    this.constraints = [];



    this.wheelAxes = [];

    this.wheelForces = [];

}



/**

 * Add a wheel

 * @method addWheel

 * @param {object} options

 * @param {boolean} [options.isFrontWheel]

 * @param {Vec3} [options.position] Position of the wheel, locally in the chassis body.

 * @param {Vec3} [options.direction] Slide direction of the wheel along the suspension.

 * @param {Vec3} [options.axis] Axis of rotation of the wheel, locally defined in the chassis.

 * @param {Body} [options.body] The wheel body.

 */

RigidVehicle.prototype.addWheel = function(options){

    options = options || {};

    var wheelBody = options.body;

    if(!wheelBody){

        wheelBody =  new Body(1, new Sphere(1.2));

    }

    this.wheelBodies.push(wheelBody);

    this.wheelForces.push(0);



    // Position constrain wheels

    var zero = new Vec3();

    var position = typeof(options.position) !== 'undefined' ? options.position.clone() : new Vec3();



    // Set position locally to the chassis

    var worldPosition = new Vec3();

    this.chassisBody.pointToWorldFrame(position, worldPosition);

    wheelBody.position.set(worldPosition.x, worldPosition.y, worldPosition.z);



    // Constrain wheel

    var axis = typeof(options.axis) !== 'undefined' ? options.axis.clone() : new Vec3(0, 1, 0);

    this.wheelAxes.push(axis);



    var hingeConstraint = new HingeConstraint(this.chassisBody, wheelBody, {

        pivotA: position,

        axisA: axis,

        pivotB: Vec3.ZERO,

        axisB: axis,

        collideConnected: false

    });

    this.constraints.push(hingeConstraint);



    return this.wheelBodies.length - 1;

};



/**

 * Set the steering value of a wheel.

 * @method setSteeringValue

 * @param {number} value

 * @param {integer} wheelIndex

 * @todo check coordinateSystem

 */

RigidVehicle.prototype.setSteeringValue = function(value, wheelIndex){

    // Set angle of the hinge axis

    var axis = this.wheelAxes[wheelIndex];



    var c = Math.cos(value),

        s = Math.sin(value),

        x = axis.x,

        y = axis.y;

    this.constraints[wheelIndex].axisA.set(

        c*x -s*y,

        s*x +c*y,

        0

    );

};



/**

 * Set the target rotational speed of the hinge constraint.

 * @method setMotorSpeed

 * @param {number} value

 * @param {integer} wheelIndex

 */

RigidVehicle.prototype.setMotorSpeed = function(value, wheelIndex){

    var hingeConstraint = this.constraints[wheelIndex];

    hingeConstraint.enableMotor();

    hingeConstraint.motorTargetVelocity = value;

};



/**

 * Set the target rotational speed of the hinge constraint.

 * @method disableMotor

 * @param {number} value

 * @param {integer} wheelIndex

 */

RigidVehicle.prototype.disableMotor = function(wheelIndex){

    var hingeConstraint = this.constraints[wheelIndex];

    hingeConstraint.disableMotor();

};



var torque = new Vec3();



/**

 * Set the wheel force to apply on one of the wheels each time step

 * @method setWheelForce

 * @param  {number} value

 * @param  {integer} wheelIndex

 */

RigidVehicle.prototype.setWheelForce = function(value, wheelIndex){

    this.wheelForces[wheelIndex] = value;

};



/**

 * Apply a torque on one of the wheels.

 * @method applyWheelForce

 * @param  {number} value

 * @param  {integer} wheelIndex

 */

RigidVehicle.prototype.applyWheelForce = function(value, wheelIndex){

    var axis = this.wheelAxes[wheelIndex];

    var wheelBody = this.wheelBodies[wheelIndex];

    var bodyTorque = wheelBody.torque;



    axis.scale(value, torque);

    wheelBody.vectorToWorldFrame(torque, torque);

    bodyTorque.vadd(torque, bodyTorque);

};



/**

 * Add the vehicle including its constraints to the world.

 * @method addToWorld

 * @param {World} world

 */

RigidVehicle.prototype.addToWorld = function(world){

    var constraints = this.constraints;

    var bodies = this.wheelBodies.concat([this.chassisBody]);



    for (var i = 0; i < bodies.length; i++) {

        world.add(bodies[i]);

    }



    for (var i = 0; i < constraints.length; i++) {

        world.addConstraint(constraints[i]);

    }



    world.addEventListener('preStep', this._update.bind(this));

};



RigidVehicle.prototype._update = function(){

    var wheelForces = this.wheelForces;

    for (var i = 0; i < wheelForces.length; i++) {

        this.applyWheelForce(wheelForces[i], i);

    }

};



/**

 * Remove the vehicle including its constraints from the world.

 * @method removeFromWorld

 * @param {World} world

 */

RigidVehicle.prototype.removeFromWorld = function(world){

    var constraints = this.constraints;

    var bodies = this.wheelBodies.concat([this.chassisBody]);



    for (var i = 0; i < bodies.length; i++) {

        world.remove(bodies[i]);

    }



    for (var i = 0; i < constraints.length; i++) {

        world.removeConstraint(constraints[i]);

    }

};



var worldAxis = new Vec3();



/**

 * Get current rotational velocity of a wheel

 * @method getWheelSpeed

 * @param {integer} wheelIndex

 */

RigidVehicle.prototype.getWheelSpeed = function(wheelIndex){

    var axis = this.wheelAxes[wheelIndex];

    var wheelBody = this.wheelBodies[wheelIndex];

    var w = wheelBody.angularVelocity;

    this.chassisBody.vectorToWorldFrame(axis, worldAxis);

    return w.dot(worldAxis);

};



},{"../constraints/HingeConstraint":15,"../math/Vec3":30,"../shapes/Box":37,"../shapes/Sphere":44,"./Body":31}],34:[function(_dereq_,module,exports){

module.exports = SPHSystem;



var Shape = _dereq_('../shapes/Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Particle = _dereq_('../shapes/Particle');

var Body = _dereq_('../objects/Body');

var Material = _dereq_('../material/Material');



/**

 * Smoothed-particle hydrodynamics system

 * @class SPHSystem

 * @constructor

 */

function SPHSystem(){

    this.particles = [];

	

    /**

     * Density of the system (kg/m3).

     * @property {number} density

     */

    this.density = 1;

	

    /**

     * Distance below which two particles are considered to be neighbors.

     * It should be adjusted so there are about 15-20 neighbor particles within this radius.

     * @property {number} smoothingRadius

     */

    this.smoothingRadius = 1;

    this.speedOfSound = 1;

	

    /**

     * Viscosity of the system.

     * @property {number} viscosity

     */

    this.viscosity = 0.01;

    this.eps = 0.000001;



    // Stuff Computed per particle

    this.pressures = [];

    this.densities = [];

    this.neighbors = [];

}



/**

 * Add a particle to the system.

 * @method add

 * @param {Body} particle

 */

SPHSystem.prototype.add = function(particle){

    this.particles.push(particle);

    if(this.neighbors.length < this.particles.length){

        this.neighbors.push([]);

    }

};



/**

 * Remove a particle from the system.

 * @method remove

 * @param {Body} particle

 */

SPHSystem.prototype.remove = function(particle){

    var idx = this.particles.indexOf(particle);

    if(idx !== -1){

        this.particles.splice(idx,1);

        if(this.neighbors.length > this.particles.length){

            this.neighbors.pop();

        }

    }

};



/**

 * Get neighbors within smoothing volume, save in the array neighbors

 * @method getNeighbors

 * @param {Body} particle

 * @param {Array} neighbors

 */

var SPHSystem_getNeighbors_dist = new Vec3();

SPHSystem.prototype.getNeighbors = function(particle,neighbors){

    var N = this.particles.length,

        id = particle.id,

        R2 = this.smoothingRadius * this.smoothingRadius,

        dist = SPHSystem_getNeighbors_dist;

    for(var i=0; i!==N; i++){

        var p = this.particles[i];

        p.position.vsub(particle.position,dist);

        if(id!==p.id && dist.norm2() < R2){

            neighbors.push(p);

        }

    }

};



// Temp vectors for calculation

var SPHSystem_update_dist = new Vec3(),

    SPHSystem_update_a_pressure = new Vec3(),

    SPHSystem_update_a_visc = new Vec3(),

    SPHSystem_update_gradW = new Vec3(),

    SPHSystem_update_r_vec = new Vec3(),

    SPHSystem_update_u = new Vec3(); // Relative velocity

SPHSystem.prototype.update = function(){

    var N = this.particles.length,

        dist = SPHSystem_update_dist,

        cs = this.speedOfSound,

        eps = this.eps;



    for(var i=0; i!==N; i++){

        var p = this.particles[i]; // Current particle

        var neighbors = this.neighbors[i];



        // Get neighbors

        neighbors.length = 0;

        this.getNeighbors(p,neighbors);

        neighbors.push(this.particles[i]); // Add current too

        var numNeighbors = neighbors.length;



        // Accumulate density for the particle

        var sum = 0.0;

        for(var j=0; j!==numNeighbors; j++){



            //printf("Current particle has position %f %f %f\n",objects[id].pos.x(),objects[id].pos.y(),objects[id].pos.z());

            p.position.vsub(neighbors[j].position, dist);

            var len = dist.norm();



            var weight = this.w(len);

            sum += neighbors[j].mass * weight;

        }



        // Save

        this.densities[i] = sum;

        this.pressures[i] = cs * cs * (this.densities[i] - this.density);

    }



    // Add forces



    // Sum to these accelerations

    var a_pressure= SPHSystem_update_a_pressure;

    var a_visc =    SPHSystem_update_a_visc;

    var gradW =     SPHSystem_update_gradW;

    var r_vec =     SPHSystem_update_r_vec;

    var u =         SPHSystem_update_u;



    for(var i=0; i!==N; i++){



        var particle = this.particles[i];



        a_pressure.set(0,0,0);

        a_visc.set(0,0,0);



        // Init vars

        var Pij;

        var nabla;

        var Vij;



        // Sum up for all other neighbors

        var neighbors = this.neighbors[i];

        var numNeighbors = neighbors.length;



        //printf("Neighbors: ");

        for(var j=0; j!==numNeighbors; j++){



            var neighbor = neighbors[j];

            //printf("%d ",nj);



            // Get r once for all..

            particle.position.vsub(neighbor.position,r_vec);

            var r = r_vec.norm();



            // Pressure contribution

            Pij = -neighbor.mass * (this.pressures[i] / (this.densities[i]*this.densities[i] + eps) + this.pressures[j] / (this.densities[j]*this.densities[j] + eps));

            this.gradw(r_vec, gradW);

            // Add to pressure acceleration

            gradW.mult(Pij , gradW);

            a_pressure.vadd(gradW, a_pressure);



            // Viscosity contribution

            neighbor.velocity.vsub(particle.velocity, u);

            u.mult( 1.0 / (0.0001+this.densities[i] * this.densities[j]) * this.viscosity * neighbor.mass , u );

            nabla = this.nablaw(r);

            u.mult(nabla,u);

            // Add to viscosity acceleration

            a_visc.vadd( u, a_visc );

        }



        // Calculate force

        a_visc.mult(particle.mass, a_visc);

        a_pressure.mult(particle.mass, a_pressure);



        // Add force to particles

        particle.force.vadd(a_visc, particle.force);

        particle.force.vadd(a_pressure, particle.force);

    }

};



// Calculate the weight using the W(r) weightfunction

SPHSystem.prototype.w = function(r){

    // 315

    var h = this.smoothingRadius;

    return 315.0/(64.0*Math.PI*Math.pow(h,9)) * Math.pow(h*h-r*r,3);

};



// calculate gradient of the weight function

SPHSystem.prototype.gradw = function(rVec,resultVec){

    var r = rVec.norm(),

        h = this.smoothingRadius;

    rVec.mult(945.0/(32.0*Math.PI*Math.pow(h,9)) * Math.pow((h*h-r*r),2) , resultVec);

};



// Calculate nabla(W)

SPHSystem.prototype.nablaw = function(r){

    var h = this.smoothingRadius;

    var nabla = 945.0/(32.0*Math.PI*Math.pow(h,9)) * (h*h-r*r)*(7*r*r - 3*h*h);

    return nabla;

};



},{"../material/Material":25,"../math/Quaternion":28,"../math/Vec3":30,"../objects/Body":31,"../shapes/Particle":41,"../shapes/Shape":43}],35:[function(_dereq_,module,exports){

var Vec3 = _dereq_('../math/Vec3');



module.exports = Spring;



/**

 * A spring, connecting two bodies.

 *

 * @class Spring

 * @constructor

 * @param {Body} bodyA

 * @param {Body} bodyB

 * @param {Object} [options]

 * @param {number} [options.restLength]   A number > 0. Default: 1

 * @param {number} [options.stiffness]    A number >= 0. Default: 100

 * @param {number} [options.damping]      A number >= 0. Default: 1

 * @param {Vec3}  [options.worldAnchorA] Where to hook the spring to body A, in world coordinates.

 * @param {Vec3}  [options.worldAnchorB]

 * @param {Vec3}  [options.localAnchorA] Where to hook the spring to body A, in local body coordinates.

 * @param {Vec3}  [options.localAnchorB]

 */

function Spring(bodyA,bodyB,options){

    options = options || {};



    /**

     * Rest length of the spring.

     * @property restLength

     * @type {number}

     */

    this.restLength = typeof(options.restLength) === "number" ? options.restLength : 1;



    /**

     * Stiffness of the spring.

     * @property stiffness

     * @type {number}

     */

    this.stiffness = options.stiffness || 100;



    /**

     * Damping of the spring.

     * @property damping

     * @type {number}

     */

    this.damping = options.damping || 1;



    /**

     * First connected body.

     * @property bodyA

     * @type {Body}

     */

    this.bodyA = bodyA;



    /**

     * Second connected body.

     * @property bodyB

     * @type {Body}

     */

    this.bodyB = bodyB;



    /**

     * Anchor for bodyA in local bodyA coordinates.

     * @property localAnchorA

     * @type {Vec3}

     */

    this.localAnchorA = new Vec3();



    /**

     * Anchor for bodyB in local bodyB coordinates.

     * @property localAnchorB

     * @type {Vec3}

     */

    this.localAnchorB = new Vec3();



    if(options.localAnchorA){

        this.localAnchorA.copy(options.localAnchorA);

    }

    if(options.localAnchorB){

        this.localAnchorB.copy(options.localAnchorB);

    }

    if(options.worldAnchorA){

        this.setWorldAnchorA(options.worldAnchorA);

    }

    if(options.worldAnchorB){

        this.setWorldAnchorB(options.worldAnchorB);

    }

}



/**

 * Set the anchor point on body A, using world coordinates.

 * @method setWorldAnchorA

 * @param {Vec3} worldAnchorA

 */

Spring.prototype.setWorldAnchorA = function(worldAnchorA){

    this.bodyA.pointToLocalFrame(worldAnchorA,this.localAnchorA);

};



/**

 * Set the anchor point on body B, using world coordinates.

 * @method setWorldAnchorB

 * @param {Vec3} worldAnchorB

 */

Spring.prototype.setWorldAnchorB = function(worldAnchorB){

    this.bodyB.pointToLocalFrame(worldAnchorB,this.localAnchorB);

};



/**

 * Get the anchor point on body A, in world coordinates.

 * @method getWorldAnchorA

 * @param {Vec3} result The vector to store the result in.

 */

Spring.prototype.getWorldAnchorA = function(result){

    this.bodyA.pointToWorldFrame(this.localAnchorA,result);

};



/**

 * Get the anchor point on body B, in world coordinates.

 * @method getWorldAnchorB

 * @param {Vec3} result The vector to store the result in.

 */

Spring.prototype.getWorldAnchorB = function(result){

    this.bodyB.pointToWorldFrame(this.localAnchorB,result);

};



var applyForce_r =              new Vec3(),

    applyForce_r_unit =         new Vec3(),

    applyForce_u =              new Vec3(),

    applyForce_f =              new Vec3(),

    applyForce_worldAnchorA =   new Vec3(),

    applyForce_worldAnchorB =   new Vec3(),

    applyForce_ri =             new Vec3(),

    applyForce_rj =             new Vec3(),

    applyForce_ri_x_f =         new Vec3(),

    applyForce_rj_x_f =         new Vec3(),

    applyForce_tmp =            new Vec3();



/**

 * Apply the spring force to the connected bodies.

 * @method applyForce

 */

Spring.prototype.applyForce = function(){

    var k = this.stiffness,

        d = this.damping,

        l = this.restLength,

        bodyA = this.bodyA,

        bodyB = this.bodyB,

        r = applyForce_r,

        r_unit = applyForce_r_unit,

        u = applyForce_u,

        f = applyForce_f,

        tmp = applyForce_tmp;



    var worldAnchorA = applyForce_worldAnchorA,

        worldAnchorB = applyForce_worldAnchorB,

        ri = applyForce_ri,

        rj = applyForce_rj,

        ri_x_f = applyForce_ri_x_f,

        rj_x_f = applyForce_rj_x_f;



    // Get world anchors

    this.getWorldAnchorA(worldAnchorA);

    this.getWorldAnchorB(worldAnchorB);



    // Get offset points

    worldAnchorA.vsub(bodyA.position,ri);

    worldAnchorB.vsub(bodyB.position,rj);



    // Compute distance vector between world anchor points

    worldAnchorB.vsub(worldAnchorA,r);

    var rlen = r.norm();

    r_unit.copy(r);

    r_unit.normalize();



    // Compute relative velocity of the anchor points, u

    bodyB.velocity.vsub(bodyA.velocity,u);

    // Add rotational velocity



    bodyB.angularVelocity.cross(rj,tmp);

    u.vadd(tmp,u);

    bodyA.angularVelocity.cross(ri,tmp);

    u.vsub(tmp,u);



    // F = - k * ( x - L ) - D * ( u )

    r_unit.mult(-k*(rlen-l) - d*u.dot(r_unit), f);



    // Add forces to bodies

    bodyA.force.vsub(f,bodyA.force);

    bodyB.force.vadd(f,bodyB.force);



    // Angular force

    ri.cross(f,ri_x_f);

    rj.cross(f,rj_x_f);

    bodyA.torque.vsub(ri_x_f,bodyA.torque);

    bodyB.torque.vadd(rj_x_f,bodyB.torque);

};



},{"../math/Vec3":30}],36:[function(_dereq_,module,exports){

var Vec3 = _dereq_('../math/Vec3');

var Transform = _dereq_('../math/Transform');

var RaycastResult = _dereq_('../collision/RaycastResult');

var Utils = _dereq_('../utils/Utils');



module.exports = WheelInfo;



/**

 * @class WheelInfo

 * @constructor

 * @param {Object} [options]

 *

 * @param {Vec3} [options.chassisConnectionPointLocal]

 * @param {Vec3} [options.chassisConnectionPointWorld]

 * @param {Vec3} [options.directionLocal]

 * @param {Vec3} [options.directionWorld]

 * @param {Vec3} [options.axleLocal]

 * @param {Vec3} [options.axleWorld]

 * @param {number} [options.suspensionRestLength=1]

 * @param {number} [options.suspensionMaxLength=2]

 * @param {number} [options.radius=1]

 * @param {number} [options.suspensionStiffness=100]

 * @param {number} [options.dampingCompression=10]

 * @param {number} [options.dampingRelaxation=10]

 * @param {number} [options.frictionSlip=10000]

 * @param {number} [options.steering=0]

 * @param {number} [options.rotation=0]

 * @param {number} [options.deltaRotation=0]

 * @param {number} [options.rollInfluence=0.01]

 * @param {number} [options.maxSuspensionForce]

 * @param {boolean} [options.isFrontWheel=true]

 * @param {number} [options.clippedInvContactDotSuspension=1]

 * @param {number} [options.suspensionRelativeVelocity=0]

 * @param {number} [options.suspensionForce=0]

 * @param {number} [options.skidInfo=0]

 * @param {number} [options.suspensionLength=0]

 * @param {number} [options.maxSuspensionTravel=1]

 * @param {boolean} [options.useCustomSlidingRotationalSpeed=false]

 * @param {number} [options.customSlidingRotationalSpeed=-0.1]

 */

function WheelInfo(options){

    options = Utils.defaults(options, {

        chassisConnectionPointLocal: new Vec3(),

        chassisConnectionPointWorld: new Vec3(),

        directionLocal: new Vec3(),

        directionWorld: new Vec3(),

        axleLocal: new Vec3(),

        axleWorld: new Vec3(),

        suspensionRestLength: 1,

        suspensionMaxLength: 2,

        radius: 1,

        suspensionStiffness: 100,

        dampingCompression: 10,

        dampingRelaxation: 10,

        frictionSlip: 10000,

        steering: 0,

        rotation: 0,

        deltaRotation: 0,

        rollInfluence: 0.01,

        maxSuspensionForce: Number.MAX_VALUE,

        isFrontWheel: true,

        clippedInvContactDotSuspension: 1,

        suspensionRelativeVelocity: 0,

        suspensionForce: 0,

        skidInfo: 0,

        suspensionLength: 0,

        maxSuspensionTravel: 1,

        useCustomSlidingRotationalSpeed: false,

        customSlidingRotationalSpeed: -0.1

    });



    /**

     * Max travel distance of the suspension, in meters.

     * @property {number} maxSuspensionTravel

     */

    this.maxSuspensionTravel = options.maxSuspensionTravel;



    /**

     * Speed to apply to the wheel rotation when the wheel is sliding.

     * @property {number} customSlidingRotationalSpeed

     */

    this.customSlidingRotationalSpeed = options.customSlidingRotationalSpeed;



    /**

     * If the customSlidingRotationalSpeed should be used.

     * @property {Boolean} useCustomSlidingRotationalSpeed

     */

    this.useCustomSlidingRotationalSpeed = options.useCustomSlidingRotationalSpeed;



    /**

     * @property {Boolean} sliding

     */

    this.sliding = false;



    /**

     * Connection point, defined locally in the chassis body frame.

     * @property {Vec3} chassisConnectionPointLocal

     */

    this.chassisConnectionPointLocal = options.chassisConnectionPointLocal.clone();



    /**

     * @property {Vec3} chassisConnectionPointWorld

     */

    this.chassisConnectionPointWorld = options.chassisConnectionPointWorld.clone();



    /**

     * @property {Vec3} directionLocal

     */

    this.directionLocal = options.directionLocal.clone();



    /**

     * @property {Vec3} directionWorld

     */

    this.directionWorld = options.directionWorld.clone();



    /**

     * @property {Vec3} axleLocal

     */

    this.axleLocal = options.axleLocal.clone();



    /**

     * @property {Vec3} axleWorld

     */

    this.axleWorld = options.axleWorld.clone();



    /**

     * @property {number} suspensionRestLength

     */

    this.suspensionRestLength = options.suspensionRestLength;



    /**

     * @property {number} suspensionMaxLength

     */

    this.suspensionMaxLength = options.suspensionMaxLength;



    /**

     * @property {number} radius

     */

    this.radius = options.radius;



    /**

     * @property {number} suspensionStiffness

     */

    this.suspensionStiffness = options.suspensionStiffness;



    /**

     * @property {number} dampingCompression

     */

    this.dampingCompression = options.dampingCompression;



    /**

     * @property {number} dampingRelaxation

     */

    this.dampingRelaxation = options.dampingRelaxation;



    /**

     * @property {number} frictionSlip

     */

    this.frictionSlip = options.frictionSlip;



    /**

     * @property {number} steering

     */

    this.steering = 0;



    /**

     * Rotation value, in radians.

     * @property {number} rotation

     */

    this.rotation = 0;



    /**

     * @property {number} deltaRotation

     */

    this.deltaRotation = 0;



    /**

     * @property {number} rollInfluence

     */

    this.rollInfluence = options.rollInfluence;



    /**

     * @property {number} maxSuspensionForce

     */

    this.maxSuspensionForce = options.maxSuspensionForce;



    /**

     * @property {number} engineForce

     */

    this.engineForce = 0;



    /**

     * @property {number} brake

     */

    this.brake = 0;



    /**

     * @property {number} isFrontWheel

     */

    this.isFrontWheel = options.isFrontWheel;



    /**

     * @property {number} clippedInvContactDotSuspension

     */

    this.clippedInvContactDotSuspension = 1;



    /**

     * @property {number} suspensionRelativeVelocity

     */

    this.suspensionRelativeVelocity = 0;



    /**

     * @property {number} suspensionForce

     */

    this.suspensionForce = 0;



    /**

     * @property {number} skidInfo

     */

    this.skidInfo = 0;



    /**

     * @property {number} suspensionLength

     */

    this.suspensionLength = 0;



    /**

     * @property {number} sideImpulse

     */

    this.sideImpulse = 0;



    /**

     * @property {number} forwardImpulse

     */

    this.forwardImpulse = 0;



    /**

     * The result from raycasting

     * @property {RaycastResult} raycastResult

     */

    this.raycastResult = new RaycastResult();



    /**

     * Wheel world transform

     * @property {Transform} worldTransform

     */

    this.worldTransform = new Transform();



    /**

     * @property {boolean} isInContact

     */

    this.isInContact = false;

}



var chassis_velocity_at_contactPoint = new Vec3();

var relpos = new Vec3();

var chassis_velocity_at_contactPoint = new Vec3();

WheelInfo.prototype.updateWheel = function(chassis){

    var raycastResult = this.raycastResult;



    if (this.isInContact){

        var project= raycastResult.hitNormalWorld.dot(raycastResult.directionWorld);

        raycastResult.hitPointWorld.vsub(chassis.position, relpos);

        chassis.getVelocityAtWorldPoint(relpos, chassis_velocity_at_contactPoint);

        var projVel = raycastResult.hitNormalWorld.dot( chassis_velocity_at_contactPoint );

        if (project >= -0.1) {

            this.suspensionRelativeVelocity = 0.0;

            this.clippedInvContactDotSuspension = 1.0 / 0.1;

        } else {

            var inv = -1 / project;

            this.suspensionRelativeVelocity = projVel * inv;

            this.clippedInvContactDotSuspension = inv;

        }



    } else {

        // Not in contact : position wheel in a nice (rest length) position

        raycastResult.suspensionLength = this.suspensionRestLength;

        this.suspensionRelativeVelocity = 0.0;

        raycastResult.directionWorld.scale(-1, raycastResult.hitNormalWorld);

        this.clippedInvContactDotSuspension = 1.0;

    }

};

},{"../collision/RaycastResult":10,"../math/Transform":29,"../math/Vec3":30,"../utils/Utils":53}],37:[function(_dereq_,module,exports){

module.exports = Box;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');

var ConvexPolyhedron = _dereq_('./ConvexPolyhedron');



/**

 * A 3d box shape.

 * @class Box

 * @constructor

 * @param {Vec3} halfExtents

 * @author schteppe

 * @extends Shape

 */

function Box(halfExtents){

    Shape.call(this);



    this.type = Shape.types.BOX;



    /**

     * @property halfExtents

     * @type {Vec3}

     */

    this.halfExtents = halfExtents;



    /**

     * Used by the contact generator to make contacts with other convex polyhedra for example

     * @property convexPolyhedronRepresentation

     * @type {ConvexPolyhedron}

     */

    this.convexPolyhedronRepresentation = null;



    this.updateConvexPolyhedronRepresentation();

    this.updateBoundingSphereRadius();

}

Box.prototype = new Shape();

Box.prototype.constructor = Box;



/**

 * Updates the local convex polyhedron representation used for some collisions.

 * @method updateConvexPolyhedronRepresentation

 */

Box.prototype.updateConvexPolyhedronRepresentation = function(){

    var sx = this.halfExtents.x;

    var sy = this.halfExtents.y;

    var sz = this.halfExtents.z;

    var V = Vec3;



    var vertices = [

        new V(-sx,-sy,-sz),

        new V( sx,-sy,-sz),

        new V( sx, sy,-sz),

        new V(-sx, sy,-sz),

        new V(-sx,-sy, sz),

        new V( sx,-sy, sz),

        new V( sx, sy, sz),

        new V(-sx, sy, sz)

    ];



    var indices = [

        [3,2,1,0], // -z

        [4,5,6,7], // +z

        [5,4,0,1], // -y

        [2,3,7,6], // +y

        [0,4,7,3], // -x

        [1,2,6,5], // +x

    ];



    var axes = [

        new V(0, 0, 1),

        new V(0, 1, 0),

        new V(1, 0, 0)

    ];



    var h = new ConvexPolyhedron(vertices, indices);

    this.convexPolyhedronRepresentation = h;

    h.material = this.material;

};



/**

 * @method calculateLocalInertia

 * @param  {Number} mass

 * @param  {Vec3} target

 * @return {Vec3}

 */

Box.prototype.calculateLocalInertia = function(mass,target){

    target = target || new Vec3();

    Box.calculateInertia(this.halfExtents, mass, target);

    return target;

};



Box.calculateInertia = function(halfExtents,mass,target){

    var e = halfExtents;

    target.x = 1.0 / 12.0 * mass * (   2*e.y*2*e.y + 2*e.z*2*e.z );

    target.y = 1.0 / 12.0 * mass * (   2*e.x*2*e.x + 2*e.z*2*e.z );

    target.z = 1.0 / 12.0 * mass * (   2*e.y*2*e.y + 2*e.x*2*e.x );

};



/**

 * Get the box 6 side normals

 * @method getSideNormals

 * @param {array}      sixTargetVectors An array of 6 vectors, to store the resulting side normals in.

 * @param {Quaternion} quat             Orientation to apply to the normal vectors. If not provided, the vectors will be in respect to the local frame.

 * @return {array}

 */

Box.prototype.getSideNormals = function(sixTargetVectors,quat){

    var sides = sixTargetVectors;

    var ex = this.halfExtents;

    sides[0].set(  ex.x,     0,     0);

    sides[1].set(     0,  ex.y,     0);

    sides[2].set(     0,     0,  ex.z);

    sides[3].set( -ex.x,     0,     0);

    sides[4].set(     0, -ex.y,     0);

    sides[5].set(     0,     0, -ex.z);



    if(quat!==undefined){

        for(var i=0; i!==sides.length; i++){

            quat.vmult(sides[i],sides[i]);

        }

    }



    return sides;

};



Box.prototype.volume = function(){

    return 8.0 * this.halfExtents.x * this.halfExtents.y * this.halfExtents.z;

};



Box.prototype.updateBoundingSphereRadius = function(){

    this.boundingSphereRadius = this.halfExtents.norm();

};



var worldCornerTempPos = new Vec3();

var worldCornerTempNeg = new Vec3();

Box.prototype.forEachWorldCorner = function(pos,quat,callback){



    var e = this.halfExtents;

    var corners = [[  e.x,  e.y,  e.z],

                   [ -e.x,  e.y,  e.z],

                   [ -e.x, -e.y,  e.z],

                   [ -e.x, -e.y, -e.z],

                   [  e.x, -e.y, -e.z],

                   [  e.x,  e.y, -e.z],

                   [ -e.x,  e.y, -e.z],

                   [  e.x, -e.y,  e.z]];

    for(var i=0; i<corners.length; i++){

        worldCornerTempPos.set(corners[i][0],corners[i][1],corners[i][2]);

        quat.vmult(worldCornerTempPos,worldCornerTempPos);

        pos.vadd(worldCornerTempPos,worldCornerTempPos);

        callback(worldCornerTempPos.x,

                 worldCornerTempPos.y,

                 worldCornerTempPos.z);

    }

};



var worldCornersTemp = [

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3(),

    new Vec3()

];

Box.prototype.calculateWorldAABB = function(pos,quat,min,max){



    var e = this.halfExtents;

    worldCornersTemp[0].set(e.x, e.y, e.z);

    worldCornersTemp[1].set(-e.x,  e.y, e.z);

    worldCornersTemp[2].set(-e.x, -e.y, e.z);

    worldCornersTemp[3].set(-e.x, -e.y, -e.z);

    worldCornersTemp[4].set(e.x, -e.y, -e.z);

    worldCornersTemp[5].set(e.x,  e.y, -e.z);

    worldCornersTemp[6].set(-e.x,  e.y, -e.z);

    worldCornersTemp[7].set(e.x, -e.y,  e.z);



    var wc = worldCornersTemp[0];

    quat.vmult(wc, wc);

    pos.vadd(wc, wc);

    max.copy(wc);

    min.copy(wc);

    for(var i=1; i<8; i++){

        var wc = worldCornersTemp[i];

        quat.vmult(wc, wc);

        pos.vadd(wc, wc);

        var x = wc.x;

        var y = wc.y;

        var z = wc.z;

        if(x > max.x){

            max.x = x;

        }

        if(y > max.y){

            max.y = y;

        }

        if(z > max.z){

            max.z = z;

        }



        if(x < min.x){

            min.x = x;

        }

        if(y < min.y){

            min.y = y;

        }

        if(z < min.z){

            min.z = z;

        }

    }



    // Get each axis max

    // min.set(Infinity,Infinity,Infinity);

    // max.set(-Infinity,-Infinity,-Infinity);

    // this.forEachWorldCorner(pos,quat,function(x,y,z){

    //     if(x > max.x){

    //         max.x = x;

    //     }

    //     if(y > max.y){

    //         max.y = y;

    //     }

    //     if(z > max.z){

    //         max.z = z;

    //     }



    //     if(x < min.x){

    //         min.x = x;

    //     }

    //     if(y < min.y){

    //         min.y = y;

    //     }

    //     if(z < min.z){

    //         min.z = z;

    //     }

    // });

};



},{"../math/Vec3":30,"./ConvexPolyhedron":38,"./Shape":43}],38:[function(_dereq_,module,exports){

module.exports = ConvexPolyhedron;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Transform = _dereq_('../math/Transform');



/**

 * A set of polygons describing a convex shape.

 * @class ConvexPolyhedron

 * @constructor

 * @extends Shape

 * @description The shape MUST be convex for the code to work properly. No polygons may be coplanar (contained

 * in the same 3D plane), instead these should be merged into one polygon.

 *

 * @param {array} points An array of Vec3's

 * @param {array} faces Array of integer arrays, describing which vertices that is included in each face.

 *

 * @author qiao / https://github.com/qiao (original author, see https://github.com/qiao/three.js/commit/85026f0c769e4000148a67d45a9e9b9c5108836f)

 * @author schteppe / https://github.com/schteppe

 * @see http://www.altdevblogaday.com/2011/05/13/contact-generation-between-3d-convex-meshes/

 * @see http://bullet.googlecode.com/svn/trunk/src/BulletCollision/NarrowPhaseCollision/btPolyhedralContactClipping.cpp

 *

 * @todo Move the clipping functions to ContactGenerator?

 * @todo Automatically merge coplanar polygons in constructor.

 */

function ConvexPolyhedron(points, faces, uniqueAxes) {

    var that = this;

    Shape.call(this);

    this.type = Shape.types.CONVEXPOLYHEDRON;



    /**

     * Array of Vec3

     * @property vertices

     * @type {Array}

     */

    this.vertices = points||[];



    this.worldVertices = []; // World transformed version of .vertices

    this.worldVerticesNeedsUpdate = true;



    /**

     * Array of integer arrays, indicating which vertices each face consists of

     * @property faces

     * @type {Array}

     */

    this.faces = faces||[];



    /**

     * Array of Vec3

     * @property faceNormals

     * @type {Array}

     */

    this.faceNormals = [];

    this.computeNormals();



    this.worldFaceNormalsNeedsUpdate = true;

    this.worldFaceNormals = []; // World transformed version of .faceNormals



    /**

     * Array of Vec3

     * @property uniqueEdges

     * @type {Array}

     */

    this.uniqueEdges = [];



    /**

     * If given, these locally defined, normalized axes are the only ones being checked when doing separating axis check.

     * @property {Array} uniqueAxes

     */

    this.uniqueAxes = uniqueAxes ? uniqueAxes.slice() : null;



    this.computeEdges();

    this.updateBoundingSphereRadius();

}

ConvexPolyhedron.prototype = new Shape();

ConvexPolyhedron.prototype.constructor = ConvexPolyhedron;



var computeEdges_tmpEdge = new Vec3();

/**

 * Computes uniqueEdges

 * @method computeEdges

 */

ConvexPolyhedron.prototype.computeEdges = function(){

    var faces = this.faces;

    var vertices = this.vertices;

    var nv = vertices.length;

    var edges = this.uniqueEdges;



    edges.length = 0;



    var edge = computeEdges_tmpEdge;



    for(var i=0; i !== faces.length; i++){

        var face = faces[i];

        var numVertices = face.length;

        for(var j = 0; j !== numVertices; j++){

            var k = ( j+1 ) % numVertices;

            vertices[face[j]].vsub(vertices[face[k]], edge);

            edge.normalize();

            var found = false;

            for(var p=0; p !== edges.length; p++){

                if (edges[p].almostEquals(edge) || edges[p].almostEquals(edge)){

                    found = true;

                    break;

                }

            }



            if (!found){

                edges.push(edge.clone());

            }

        }

    }

};



/**

 * Compute the normals of the faces. Will reuse existing Vec3 objects in the .faceNormals array if they exist.

 * @method computeNormals

 */

ConvexPolyhedron.prototype.computeNormals = function(){

    this.faceNormals.length = this.faces.length;



    // Generate normals

    for(var i=0; i<this.faces.length; i++){



        // Check so all vertices exists for this face

        for(var j=0; j<this.faces[i].length; j++){

            if(!this.vertices[this.faces[i][j]]){

                throw new Error("Vertex "+this.faces[i][j]+" not found!");

            }

        }



        var n = this.faceNormals[i] || new Vec3();

        this.getFaceNormal(i,n);

        n.negate(n);

        this.faceNormals[i] = n;

        var vertex = this.vertices[this.faces[i][0]];

        if(n.dot(vertex) < 0){

            console.error(".faceNormals[" + i + "] = Vec3("+n.toString()+") looks like it points into the shape? The vertices follow. Make sure they are ordered CCW around the normal, using the right hand rule.");

            for(var j=0; j<this.faces[i].length; j++){

                console.warn(".vertices["+this.faces[i][j]+"] = Vec3("+this.vertices[this.faces[i][j]].toString()+")");

            }

        }

    }

};



/**

 * Get face normal given 3 vertices

 * @static

 * @method getFaceNormal

 * @param {Vec3} va

 * @param {Vec3} vb

 * @param {Vec3} vc

 * @param {Vec3} target

 */

var cb = new Vec3();

var ab = new Vec3();

ConvexPolyhedron.computeNormal = function ( va, vb, vc, target ) {

    vb.vsub(va,ab);

    vc.vsub(vb,cb);

    cb.cross(ab,target);

    if ( !target.isZero() ) {

        target.normalize();

    }

};



/**

 * Compute the normal of a face from its vertices

 * @method getFaceNormal

 * @param  {Number} i

 * @param  {Vec3} target

 */

ConvexPolyhedron.prototype.getFaceNormal = function(i,target){

    var f = this.faces[i];

    var va = this.vertices[f[0]];

    var vb = this.vertices[f[1]];

    var vc = this.vertices[f[2]];

    return ConvexPolyhedron.computeNormal(va,vb,vc,target);

};



/**

 * @method clipAgainstHull

 * @param {Vec3} posA

 * @param {Quaternion} quatA

 * @param {ConvexPolyhedron} hullB

 * @param {Vec3} posB

 * @param {Quaternion} quatB

 * @param {Vec3} separatingNormal

 * @param {Number} minDist Clamp distance

 * @param {Number} maxDist

 * @param {array} result The an array of contact point objects, see clipFaceAgainstHull

 * @see http://bullet.googlecode.com/svn/trunk/src/BulletCollision/NarrowPhaseCollision/btPolyhedralContactClipping.cpp

 */

var cah_WorldNormal = new Vec3();

ConvexPolyhedron.prototype.clipAgainstHull = function(posA,quatA,hullB,posB,quatB,separatingNormal,minDist,maxDist,result){

    var WorldNormal = cah_WorldNormal;

    var hullA = this;

    var curMaxDist = maxDist;

    var closestFaceB = -1;

    var dmax = -Number.MAX_VALUE;

    for(var face=0; face < hullB.faces.length; face++){

        WorldNormal.copy(hullB.faceNormals[face]);

        quatB.vmult(WorldNormal,WorldNormal);

        //posB.vadd(WorldNormal,WorldNormal);

        var d = WorldNormal.dot(separatingNormal);

        if (d > dmax){

            dmax = d;

            closestFaceB = face;

        }

    }

    var worldVertsB1 = [];

    var polyB = hullB.faces[closestFaceB];

    var numVertices = polyB.length;

    for(var e0=0; e0<numVertices; e0++){

        var b = hullB.vertices[polyB[e0]];

        var worldb = new Vec3();

        worldb.copy(b);

        quatB.vmult(worldb,worldb);

        posB.vadd(worldb,worldb);

        worldVertsB1.push(worldb);

    }



    if (closestFaceB>=0){

        this.clipFaceAgainstHull(separatingNormal,

                                 posA,

                                 quatA,

                                 worldVertsB1,

                                 minDist,

                                 maxDist,

                                 result);

    }

};



/**

 * Find the separating axis between this hull and another

 * @method findSeparatingAxis

 * @param {ConvexPolyhedron} hullB

 * @param {Vec3} posA

 * @param {Quaternion} quatA

 * @param {Vec3} posB

 * @param {Quaternion} quatB

 * @param {Vec3} target The target vector to save the axis in

 * @return {bool} Returns false if a separation is found, else true

 */

var fsa_faceANormalWS3 = new Vec3(),

    fsa_Worldnormal1 = new Vec3(),

    fsa_deltaC = new Vec3(),

    fsa_worldEdge0 = new Vec3(),

    fsa_worldEdge1 = new Vec3(),

    fsa_Cross = new Vec3();

ConvexPolyhedron.prototype.findSeparatingAxis = function(hullB,posA,quatA,posB,quatB,target, faceListA, faceListB){

    var faceANormalWS3 = fsa_faceANormalWS3,

        Worldnormal1 = fsa_Worldnormal1,

        deltaC = fsa_deltaC,

        worldEdge0 = fsa_worldEdge0,

        worldEdge1 = fsa_worldEdge1,

        Cross = fsa_Cross;



    var dmin = Number.MAX_VALUE;

    var hullA = this;

    var curPlaneTests=0;



    if(!hullA.uniqueAxes){



        var numFacesA = faceListA ? faceListA.length : hullA.faces.length;



        // Test face normals from hullA

        for(var i=0; i<numFacesA; i++){

            var fi = faceListA ? faceListA[i] : i;



            // Get world face normal

            faceANormalWS3.copy(hullA.faceNormals[fi]);

            quatA.vmult(faceANormalWS3,faceANormalWS3);



            var d = hullA.testSepAxis(faceANormalWS3, hullB, posA, quatA, posB, quatB);

            if(d===false){

                return false;

            }



            if(d<dmin){

                dmin = d;

                target.copy(faceANormalWS3);

            }

        }



    } else {



        // Test unique axes

        for(var i = 0; i !== hullA.uniqueAxes.length; i++){



            // Get world axis

            quatA.vmult(hullA.uniqueAxes[i],faceANormalWS3);



            var d = hullA.testSepAxis(faceANormalWS3, hullB, posA, quatA, posB, quatB);

            if(d===false){

                return false;

            }



            if(d<dmin){

                dmin = d;

                target.copy(faceANormalWS3);

            }

        }

    }



    if(!hullB.uniqueAxes){



        // Test face normals from hullB

        var numFacesB = faceListB ? faceListB.length : hullB.faces.length;

        for(var i=0;i<numFacesB;i++){



            var fi = faceListB ? faceListB[i] : i;



            Worldnormal1.copy(hullB.faceNormals[fi]);

            quatB.vmult(Worldnormal1,Worldnormal1);

            curPlaneTests++;

            var d = hullA.testSepAxis(Worldnormal1, hullB,posA,quatA,posB,quatB);

            if(d===false){

                return false;

            }



            if(d<dmin){

                dmin = d;

                target.copy(Worldnormal1);

            }

        }

    } else {



        // Test unique axes in B

        for(var i = 0; i !== hullB.uniqueAxes.length; i++){

            quatB.vmult(hullB.uniqueAxes[i],Worldnormal1);



            curPlaneTests++;

            var d = hullA.testSepAxis(Worldnormal1, hullB,posA,quatA,posB,quatB);

            if(d===false){

                return false;

            }



            if(d<dmin){

                dmin = d;

                target.copy(Worldnormal1);

            }

        }

    }



    // Test edges

    for(var e0=0; e0 !== hullA.uniqueEdges.length; e0++){



        // Get world edge

        quatA.vmult(hullA.uniqueEdges[e0],worldEdge0);



        for(var e1=0; e1 !== hullB.uniqueEdges.length; e1++){



            // Get world edge 2

            quatB.vmult(hullB.uniqueEdges[e1], worldEdge1);

            worldEdge0.cross(worldEdge1,Cross);



            if(!Cross.almostZero()){

                Cross.normalize();

                var dist = hullA.testSepAxis(Cross, hullB, posA, quatA, posB, quatB);

                if(dist === false){

                    return false;

                }

                if(dist < dmin){

                    dmin = dist;

                    target.copy(Cross);

                }

            }

        }

    }



    posB.vsub(posA,deltaC);

    if((deltaC.dot(target))>0.0){

        target.negate(target);

    }



    return true;

};



var maxminA=[], maxminB=[];



/**

 * Test separating axis against two hulls. Both hulls are projected onto the axis and the overlap size is returned if there is one.

 * @method testSepAxis

 * @param {Vec3} axis

 * @param {ConvexPolyhedron} hullB

 * @param {Vec3} posA

 * @param {Quaternion} quatA

 * @param {Vec3} posB

 * @param {Quaternion} quatB

 * @return {number} The overlap depth, or FALSE if no penetration.

 */

ConvexPolyhedron.prototype.testSepAxis = function(axis, hullB, posA, quatA, posB, quatB){

    var hullA=this;

    ConvexPolyhedron.project(hullA, axis, posA, quatA, maxminA);

    ConvexPolyhedron.project(hullB, axis, posB, quatB, maxminB);

    var maxA = maxminA[0];

    var minA = maxminA[1];

    var maxB = maxminB[0];

    var minB = maxminB[1];

    if(maxA<minB || maxB<minA){

        return false; // Separated

    }

    var d0 = maxA - minB;

    var d1 = maxB - minA;

    var depth = d0<d1 ? d0:d1;

    return depth;

};



var cli_aabbmin = new Vec3(),

    cli_aabbmax = new Vec3();



/**

 * @method calculateLocalInertia

 * @param  {Number} mass

 * @param  {Vec3} target

 */

ConvexPolyhedron.prototype.calculateLocalInertia = function(mass,target){

    // Approximate with box inertia

    // Exact inertia calculation is overkill, but see http://geometrictools.com/Documentation/PolyhedralMassProperties.pdf for the correct way to do it

    this.computeLocalAABB(cli_aabbmin,cli_aabbmax);

    var x = cli_aabbmax.x - cli_aabbmin.x,

        y = cli_aabbmax.y - cli_aabbmin.y,

        z = cli_aabbmax.z - cli_aabbmin.z;

    target.x = 1.0 / 12.0 * mass * ( 2*y*2*y + 2*z*2*z );

    target.y = 1.0 / 12.0 * mass * ( 2*x*2*x + 2*z*2*z );

    target.z = 1.0 / 12.0 * mass * ( 2*y*2*y + 2*x*2*x );

};



/**

 * @method getPlaneConstantOfFace

 * @param  {Number} face_i Index of the face

 * @return {Number}

 */

ConvexPolyhedron.prototype.getPlaneConstantOfFace = function(face_i){

    var f = this.faces[face_i];

    var n = this.faceNormals[face_i];

    var v = this.vertices[f[0]];

    var c = -n.dot(v);

    return c;

};



/**

 * Clip a face against a hull.

 * @method clipFaceAgainstHull

 * @param {Vec3} separatingNormal

 * @param {Vec3} posA

 * @param {Quaternion} quatA

 * @param {Array} worldVertsB1 An array of Vec3 with vertices in the world frame.

 * @param {Number} minDist Distance clamping

 * @param {Number} maxDist

 * @param Array result Array to store resulting contact points in. Will be objects with properties: point, depth, normal. These are represented in world coordinates.

 */

var cfah_faceANormalWS = new Vec3(),

    cfah_edge0 = new Vec3(),

    cfah_WorldEdge0 = new Vec3(),

    cfah_worldPlaneAnormal1 = new Vec3(),

    cfah_planeNormalWS1 = new Vec3(),

    cfah_worldA1 = new Vec3(),

    cfah_localPlaneNormal = new Vec3(),

    cfah_planeNormalWS = new Vec3();

ConvexPolyhedron.prototype.clipFaceAgainstHull = function(separatingNormal, posA, quatA, worldVertsB1, minDist, maxDist,result){

    var faceANormalWS = cfah_faceANormalWS,

        edge0 = cfah_edge0,

        WorldEdge0 = cfah_WorldEdge0,

        worldPlaneAnormal1 = cfah_worldPlaneAnormal1,

        planeNormalWS1 = cfah_planeNormalWS1,

        worldA1 = cfah_worldA1,

        localPlaneNormal = cfah_localPlaneNormal,

        planeNormalWS = cfah_planeNormalWS;



    var hullA = this;

    var worldVertsB2 = [];

    var pVtxIn = worldVertsB1;

    var pVtxOut = worldVertsB2;

    // Find the face with normal closest to the separating axis

    var closestFaceA = -1;

    var dmin = Number.MAX_VALUE;

    for(var face=0; face<hullA.faces.length; face++){

        faceANormalWS.copy(hullA.faceNormals[face]);

        quatA.vmult(faceANormalWS,faceANormalWS);

        //posA.vadd(faceANormalWS,faceANormalWS);

        var d = faceANormalWS.dot(separatingNormal);

        if (d < dmin){

            dmin = d;

            closestFaceA = face;

        }

    }

    if (closestFaceA < 0){

        // console.log("--- did not find any closest face... ---");

        return;

    }

    //console.log("closest A: ",closestFaceA);

    // Get the face and construct connected faces

    var polyA = hullA.faces[closestFaceA];

    polyA.connectedFaces = [];

    for(var i=0; i<hullA.faces.length; i++){

        for(var j=0; j<hullA.faces[i].length; j++){

            if(polyA.indexOf(hullA.faces[i][j])!==-1 /* Sharing a vertex*/ && i!==closestFaceA /* Not the one we are looking for connections from */ && polyA.connectedFaces.indexOf(i)===-1 /* Not already added */ ){

                polyA.connectedFaces.push(i);

            }

        }

    }

    // Clip the polygon to the back of the planes of all faces of hull A, that are adjacent to the witness face

    var numContacts = pVtxIn.length;

    var numVerticesA = polyA.length;

    var res = [];

    for(var e0=0; e0<numVerticesA; e0++){

        var a = hullA.vertices[polyA[e0]];

        var b = hullA.vertices[polyA[(e0+1)%numVerticesA]];

        a.vsub(b,edge0);

        WorldEdge0.copy(edge0);

        quatA.vmult(WorldEdge0,WorldEdge0);

        posA.vadd(WorldEdge0,WorldEdge0);

        worldPlaneAnormal1.copy(this.faceNormals[closestFaceA]);//transA.getBasis()* btVector3(polyA.m_plane[0],polyA.m_plane[1],polyA.m_plane[2]);

        quatA.vmult(worldPlaneAnormal1,worldPlaneAnormal1);

        posA.vadd(worldPlaneAnormal1,worldPlaneAnormal1);

        WorldEdge0.cross(worldPlaneAnormal1,planeNormalWS1);

        planeNormalWS1.negate(planeNormalWS1);

        worldA1.copy(a);

        quatA.vmult(worldA1,worldA1);

        posA.vadd(worldA1,worldA1);

        var planeEqWS1 = -worldA1.dot(planeNormalWS1);

        var planeEqWS;

        if(true){

            var otherFace = polyA.connectedFaces[e0];

            localPlaneNormal.copy(this.faceNormals[otherFace]);

            var localPlaneEq = this.getPlaneConstantOfFace(otherFace);



            planeNormalWS.copy(localPlaneNormal);

            quatA.vmult(planeNormalWS,planeNormalWS);

            //posA.vadd(planeNormalWS,planeNormalWS);

            var planeEqWS = localPlaneEq - planeNormalWS.dot(posA);

        } else  {

            planeNormalWS.copy(planeNormalWS1);

            planeEqWS = planeEqWS1;

        }



        // Clip face against our constructed plane

        this.clipFaceAgainstPlane(pVtxIn, pVtxOut, planeNormalWS, planeEqWS);



        // Throw away all clipped points, but save the reamining until next clip

        while(pVtxIn.length){

            pVtxIn.shift();

        }

        while(pVtxOut.length){

            pVtxIn.push(pVtxOut.shift());

        }

    }



    //console.log("Resulting points after clip:",pVtxIn);



    // only keep contact points that are behind the witness face

    localPlaneNormal.copy(this.faceNormals[closestFaceA]);



    var localPlaneEq = this.getPlaneConstantOfFace(closestFaceA);

    planeNormalWS.copy(localPlaneNormal);

    quatA.vmult(planeNormalWS,planeNormalWS);



    var planeEqWS = localPlaneEq - planeNormalWS.dot(posA);

    for (var i=0; i<pVtxIn.length; i++){

        var depth = planeNormalWS.dot(pVtxIn[i]) + planeEqWS; //???

        /*console.log("depth calc from normal=",planeNormalWS.toString()," and constant "+planeEqWS+" and vertex ",pVtxIn[i].toString()," gives "+depth);*/

        if (depth <=minDist){

            console.log("clamped: depth="+depth+" to minDist="+(minDist+""));

            depth = minDist;

        }



        if (depth <=maxDist){

            var point = pVtxIn[i];

            if(depth<=0){

                /*console.log("Got contact point ",point.toString(),

                  ", depth=",depth,

                  "contact normal=",separatingNormal.toString(),

                  "plane",planeNormalWS.toString(),

                  "planeConstant",planeEqWS);*/

                var p = {

                    point:point,

                    normal:planeNormalWS,

                    depth: depth,

                };

                result.push(p);

            }

        }

    }

};



/**

 * Clip a face in a hull against the back of a plane.

 * @method clipFaceAgainstPlane

 * @param {Array} inVertices

 * @param {Array} outVertices

 * @param {Vec3} planeNormal

 * @param {Number} planeConstant The constant in the mathematical plane equation

 */

ConvexPolyhedron.prototype.clipFaceAgainstPlane = function(inVertices,outVertices, planeNormal, planeConstant){

    var n_dot_first, n_dot_last;

    var numVerts = inVertices.length;



    if(numVerts < 2){

        return outVertices;

    }



    var firstVertex = inVertices[inVertices.length-1],

        lastVertex =   inVertices[0];



    n_dot_first = planeNormal.dot(firstVertex) + planeConstant;



    for(var vi = 0; vi < numVerts; vi++){

        lastVertex = inVertices[vi];

        n_dot_last = planeNormal.dot(lastVertex) + planeConstant;

        if(n_dot_first < 0){

            if(n_dot_last < 0){

                // Start < 0, end < 0, so output lastVertex

                var newv = new Vec3();

                newv.copy(lastVertex);

                outVertices.push(newv);

            } else {

                // Start < 0, end >= 0, so output intersection

                var newv = new Vec3();

                firstVertex.lerp(lastVertex,

                                 n_dot_first / (n_dot_first - n_dot_last),

                                 newv);

                outVertices.push(newv);

            }

        } else {

            if(n_dot_last<0){

                // Start >= 0, end < 0 so output intersection and end

                var newv = new Vec3();

                firstVertex.lerp(lastVertex,

                                 n_dot_first / (n_dot_first - n_dot_last),

                                 newv);

                outVertices.push(newv);

                outVertices.push(lastVertex);

            }

        }

        firstVertex = lastVertex;

        n_dot_first = n_dot_last;

    }

    return outVertices;

};



// Updates .worldVertices and sets .worldVerticesNeedsUpdate to false.

ConvexPolyhedron.prototype.computeWorldVertices = function(position,quat){

    var N = this.vertices.length;

    while(this.worldVertices.length < N){

        this.worldVertices.push( new Vec3() );

    }



    var verts = this.vertices,

        worldVerts = this.worldVertices;

    for(var i=0; i!==N; i++){

        quat.vmult( verts[i] , worldVerts[i] );

        position.vadd( worldVerts[i] , worldVerts[i] );

    }



    this.worldVerticesNeedsUpdate = false;

};



var computeLocalAABB_worldVert = new Vec3();

ConvexPolyhedron.prototype.computeLocalAABB = function(aabbmin,aabbmax){

    var n = this.vertices.length,

        vertices = this.vertices,

        worldVert = computeLocalAABB_worldVert;



    aabbmin.set(Number.MAX_VALUE, Number.MAX_VALUE, Number.MAX_VALUE);

    aabbmax.set(-Number.MAX_VALUE, -Number.MAX_VALUE, -Number.MAX_VALUE);



    for(var i=0; i<n; i++){

        var v = vertices[i];

        if     (v.x < aabbmin.x){

            aabbmin.x = v.x;

        } else if(v.x > aabbmax.x){

            aabbmax.x = v.x;

        }

        if     (v.y < aabbmin.y){

            aabbmin.y = v.y;

        } else if(v.y > aabbmax.y){

            aabbmax.y = v.y;

        }

        if     (v.z < aabbmin.z){

            aabbmin.z = v.z;

        } else if(v.z > aabbmax.z){

            aabbmax.z = v.z;

        }

    }

};



/**

 * Updates .worldVertices and sets .worldVerticesNeedsUpdate to false.

 * @method computeWorldFaceNormals

 * @param  {Quaternion} quat

 */

ConvexPolyhedron.prototype.computeWorldFaceNormals = function(quat){

    var N = this.faceNormals.length;

    while(this.worldFaceNormals.length < N){

        this.worldFaceNormals.push( new Vec3() );

    }



    var normals = this.faceNormals,

        worldNormals = this.worldFaceNormals;

    for(var i=0; i!==N; i++){

        quat.vmult( normals[i] , worldNormals[i] );

    }



    this.worldFaceNormalsNeedsUpdate = false;

};



/**

 * @method updateBoundingSphereRadius

 */

ConvexPolyhedron.prototype.updateBoundingSphereRadius = function(){

    // Assume points are distributed with local (0,0,0) as center

    var max2 = 0;

    var verts = this.vertices;

    for(var i=0, N=verts.length; i!==N; i++) {

        var norm2 = verts[i].norm2();

        if(norm2 > max2){

            max2 = norm2;

        }

    }

    this.boundingSphereRadius = Math.sqrt(max2);

};



var tempWorldVertex = new Vec3();



/**

 * @method calculateWorldAABB

 * @param {Vec3}        pos

 * @param {Quaternion}  quat

 * @param {Vec3}        min

 * @param {Vec3}        max

 */

ConvexPolyhedron.prototype.calculateWorldAABB = function(pos,quat,min,max){

    var n = this.vertices.length, verts = this.vertices;

    var minx,miny,minz,maxx,maxy,maxz;

    for(var i=0; i<n; i++){

        tempWorldVertex.copy(verts[i]);

        quat.vmult(tempWorldVertex,tempWorldVertex);

        pos.vadd(tempWorldVertex,tempWorldVertex);

        var v = tempWorldVertex;

        if     (v.x < minx || minx===undefined){

            minx = v.x;

        } else if(v.x > maxx || maxx===undefined){

            maxx = v.x;

        }



        if     (v.y < miny || miny===undefined){

            miny = v.y;

        } else if(v.y > maxy || maxy===undefined){

            maxy = v.y;

        }



        if     (v.z < minz || minz===undefined){

            minz = v.z;

        } else if(v.z > maxz || maxz===undefined){

            maxz = v.z;

        }

    }

    min.set(minx,miny,minz);

    max.set(maxx,maxy,maxz);

};



/**

 * Get approximate convex volume

 * @method volume

 * @return {Number}

 */

ConvexPolyhedron.prototype.volume = function(){

    return 4.0 * Math.PI * this.boundingSphereRadius / 3.0;

};



/**

 * Get an average of all the vertices positions

 * @method getAveragePointLocal

 * @param  {Vec3} target

 * @return {Vec3}

 */

ConvexPolyhedron.prototype.getAveragePointLocal = function(target){

    target = target || new Vec3();

    var n = this.vertices.length,

        verts = this.vertices;

    for(var i=0; i<n; i++){

        target.vadd(verts[i],target);

    }

    target.mult(1/n,target);

    return target;

};



/**

 * Transform all local points. Will change the .vertices

 * @method transformAllPoints

 * @param  {Vec3} offset

 * @param  {Quaternion} quat

 */

ConvexPolyhedron.prototype.transformAllPoints = function(offset,quat){

    var n = this.vertices.length,

        verts = this.vertices;



    // Apply rotation

    if(quat){

        // Rotate vertices

        for(var i=0; i<n; i++){

            var v = verts[i];

            quat.vmult(v,v);

        }

        // Rotate face normals

        for(var i=0; i<this.faceNormals.length; i++){

            var v = this.faceNormals[i];

            quat.vmult(v,v);

        }

        /*

        // Rotate edges

        for(var i=0; i<this.uniqueEdges.length; i++){

            var v = this.uniqueEdges[i];

            quat.vmult(v,v);

        }*/

    }



    // Apply offset

    if(offset){

        for(var i=0; i<n; i++){

            var v = verts[i];

            v.vadd(offset,v);

        }

    }

};



/**

 * Checks whether p is inside the polyhedra. Must be in local coords. The point lies outside of the convex hull of the other points if and only if the direction of all the vectors from it to those other points are on less than one half of a sphere around it.

 * @method pointIsInside

 * @param  {Vec3} p      A point given in local coordinates

 * @return {Boolean}

 */

var ConvexPolyhedron_pointIsInside = new Vec3();

var ConvexPolyhedron_vToP = new Vec3();

var ConvexPolyhedron_vToPointInside = new Vec3();

ConvexPolyhedron.prototype.pointIsInside = function(p){

    var n = this.vertices.length,

        verts = this.vertices,

        faces = this.faces,

        normals = this.faceNormals;

    var positiveResult = null;

    var N = this.faces.length;

    var pointInside = ConvexPolyhedron_pointIsInside;

    this.getAveragePointLocal(pointInside);

    for(var i=0; i<N; i++){

        var numVertices = this.faces[i].length;

        var n = normals[i];

        var v = verts[faces[i][0]]; // We only need one point in the face



        // This dot product determines which side of the edge the point is

        var vToP = ConvexPolyhedron_vToP;

        p.vsub(v,vToP);

        var r1 = n.dot(vToP);



        var vToPointInside = ConvexPolyhedron_vToPointInside;

        pointInside.vsub(v,vToPointInside);

        var r2 = n.dot(vToPointInside);



        if((r1<0 && r2>0) || (r1>0 && r2<0)){

            return false; // Encountered some other sign. Exit.

        } else {

        }

    }



    // If we got here, all dot products were of the same sign.

    return positiveResult ? 1 : -1;

};



/**

 * Get max and min dot product of a convex hull at position (pos,quat) projected onto an axis. Results are saved in the array maxmin.

 * @static

 * @method project

 * @param {ConvexPolyhedron} hull

 * @param {Vec3} axis

 * @param {Vec3} pos

 * @param {Quaternion} quat

 * @param {array} result result[0] and result[1] will be set to maximum and minimum, respectively.

 */

var project_worldVertex = new Vec3();

var project_localAxis = new Vec3();

var project_localOrigin = new Vec3();

ConvexPolyhedron.project = function(hull, axis, pos, quat, result){

    var n = hull.vertices.length,

        worldVertex = project_worldVertex,

        localAxis = project_localAxis,

        max = 0,

        min = 0,

        localOrigin = project_localOrigin,

        vs = hull.vertices;



    localOrigin.setZero();



    // Transform the axis to local

    Transform.vectorToLocalFrame(pos, quat, axis, localAxis);

    Transform.pointToLocalFrame(pos, quat, localOrigin, localOrigin);

    var add = localOrigin.dot(localAxis);



    min = max = vs[0].dot(localAxis);



    for(var i = 1; i < n; i++){

        var val = vs[i].dot(localAxis);



        if(val > max){

            max = val;

        }



        if(val < min){

            min = val;

        }

    }



    min -= add;

    max -= add;



    if(min > max){

        // Inconsistent - swap

        var temp = min;

        min = max;

        max = temp;

    }

    // Output

    result[0] = max;

    result[1] = min;

};



},{"../math/Quaternion":28,"../math/Transform":29,"../math/Vec3":30,"./Shape":43}],39:[function(_dereq_,module,exports){

module.exports = Cylinder;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var ConvexPolyhedron = _dereq_('./ConvexPolyhedron');



/**

 * @class Cylinder

 * @constructor

 * @extends ConvexPolyhedron

 * @author schteppe / https://github.com/schteppe

 * @param {Number} radiusTop

 * @param {Number} radiusBottom

 * @param {Number} height

 * @param {Number} numSegments The number of segments to build the cylinder out of

 */

function Cylinder( radiusTop, radiusBottom, height , numSegments ) {

    var N = numSegments,

        verts = [],

        axes = [],

        faces = [],

        bottomface = [],

        topface = [],

        cos = Math.cos,

        sin = Math.sin;



    // First bottom point

    verts.push(new Vec3(radiusBottom*cos(0),

                               radiusBottom*sin(0),

                               -height*0.5));

    bottomface.push(0);



    // First top point

    verts.push(new Vec3(radiusTop*cos(0),

                               radiusTop*sin(0),

                               height*0.5));

    topface.push(1);



    for(var i=0; i<N; i++){

        var theta = 2*Math.PI/N * (i+1);

        var thetaN = 2*Math.PI/N * (i+0.5);

        if(i<N-1){

            // Bottom

            verts.push(new Vec3(radiusBottom*cos(theta),

                                       radiusBottom*sin(theta),

                                       -height*0.5));

            bottomface.push(2*i+2);

            // Top

            verts.push(new Vec3(radiusTop*cos(theta),

                                       radiusTop*sin(theta),

                                       height*0.5));

            topface.push(2*i+3);



            // Face

            faces.push([2*i+2, 2*i+3, 2*i+1,2*i]);

        } else {

            faces.push([0,1, 2*i+1, 2*i]); // Connect

        }



        // Axis: we can cut off half of them if we have even number of segments

        if(N % 2 === 1 || i < N / 2){

            axes.push(new Vec3(cos(thetaN), sin(thetaN), 0));

        }

    }

    faces.push(topface);

    axes.push(new Vec3(0,0,1));



    // Reorder bottom face

    var temp = [];

    for(var i=0; i<bottomface.length; i++){

        temp.push(bottomface[bottomface.length - i - 1]);

    }

    faces.push(temp);



    this.type = Shape.types.CONVEXPOLYHEDRON;

    ConvexPolyhedron.call( this, verts, faces, axes );

}



Cylinder.prototype = new ConvexPolyhedron();



},{"../math/Quaternion":28,"../math/Vec3":30,"./ConvexPolyhedron":38,"./Shape":43}],40:[function(_dereq_,module,exports){

var Shape = _dereq_('./Shape');

var ConvexPolyhedron = _dereq_('./ConvexPolyhedron');

var Vec3 = _dereq_('../math/Vec3');

var Utils = _dereq_('../utils/Utils');



module.exports = Heightfield;



/**

 * Heightfield shape class. Height data is given as an array. These data points are spread out evenly with a given distance.

 * @class Heightfield

 * @extends Shape

 * @constructor

 * @param {Array} data An array of Y values that will be used to construct the terrain.

 * @param {object} options

 * @param {Number} [options.minValue] Minimum value of the data points in the data array. Will be computed automatically if not given.

 * @param {Number} [options.maxValue] Maximum value.

 * @param {Number} [options.elementSize=0.1] World spacing between the data points in X direction.

 * @todo Should be possible to use along all axes, not just y

 *

 * @example

 *     // Generate some height data (y-values).

 *     var data = [];

 *     for(var i = 0; i < 1000; i++){

 *         var y = 0.5 * Math.cos(0.2 * i);

 *         data.push(y);

 *     }

 *

 *     // Create the heightfield shape

 *     var heightfieldShape = new Heightfield(data, {

 *         elementSize: 1 // Distance between the data points in X and Y directions

 *     });

 *     var heightfieldBody = new Body();

 *     heightfieldBody.addShape(heightfieldShape);

 *     world.addBody(heightfieldBody);

 */

function Heightfield(data, options){

    options = Utils.defaults(options, {

        maxValue : null,

        minValue : null,

        elementSize : 1

    });



    /**

     * An array of numbers, or height values, that are spread out along the x axis.

     * @property {array} data

     */

    this.data = data;



    /**

     * Max value of the data

     * @property {number} maxValue

     */

    this.maxValue = options.maxValue;



    /**

     * Max value of the data

     * @property {number} minValue

     */

    this.minValue = options.minValue;



    /**

     * The width of each element

     * @property {number} elementSize

     * @todo elementSizeX and Y

     */

    this.elementSize = options.elementSize;



    if(options.minValue === null){

        this.updateMinValue();

    }

    if(options.maxValue === null){

        this.updateMaxValue();

    }



    this.cacheEnabled = true;



    Shape.call(this);



    this.pillarConvex = new ConvexPolyhedron();

    this.pillarOffset = new Vec3();



    this.type = Shape.types.HEIGHTFIELD;

    this.updateBoundingSphereRadius();



    // "i_j_isUpper" => { convex: ..., offset: ... }

    // for example:

    // _cachedPillars["0_2_1"]

    this._cachedPillars = {};

}

Heightfield.prototype = new Shape();



/**

 * Call whenever you change the data array.

 * @method update

 */

Heightfield.prototype.update = function(){

    this._cachedPillars = {};

};



/**

 * Update the .minValue property

 * @method updateMinValue

 */

Heightfield.prototype.updateMinValue = function(){

    var data = this.data;

    var minValue = data[0][0];

    for(var i=0; i !== data.length; i++){

        for(var j=0; j !== data[i].length; j++){

            var v = data[i][j];

            if(v < minValue){

                minValue = v;

            }

        }

    }

    this.minValue = minValue;

};



/**

 * Update the .maxValue property

 * @method updateMaxValue

 */

Heightfield.prototype.updateMaxValue = function(){

    var data = this.data;

    var maxValue = data[0][0];

    for(var i=0; i !== data.length; i++){

        for(var j=0; j !== data[i].length; j++){

            var v = data[i][j];

            if(v > maxValue){

                maxValue = v;

            }

        }

    }

    this.maxValue = maxValue;

};



/**

 * Set the height value at an index. Don't forget to update maxValue and minValue after you're done.

 * @method setHeightValueAtIndex

 * @param {integer} xi

 * @param {integer} yi

 * @param {number} value

 */

Heightfield.prototype.setHeightValueAtIndex = function(xi, yi, value){

    var data = this.data;

    data[xi][yi] = value;



    // Invalidate cache

    this.clearCachedConvexTrianglePillar(xi, yi, false);

    if(xi > 0){

        this.clearCachedConvexTrianglePillar(xi - 1, yi, true);

        this.clearCachedConvexTrianglePillar(xi - 1, yi, false);

    }

    if(yi > 0){

        this.clearCachedConvexTrianglePillar(xi, yi - 1, true);

        this.clearCachedConvexTrianglePillar(xi, yi - 1, false);

    }

    if(yi > 0 && xi > 0){

        this.clearCachedConvexTrianglePillar(xi - 1, yi - 1, true);

    }

};



/**

 * Get max/min in a rectangle in the matrix data

 * @method getRectMinMax

 * @param  {integer} iMinX

 * @param  {integer} iMinY

 * @param  {integer} iMaxX

 * @param  {integer} iMaxY

 * @param  {array} [result] An array to store the results in.

 * @return {array} The result array, if it was passed in. Minimum will be at position 0 and max at 1.

 */

Heightfield.prototype.getRectMinMax = function (iMinX, iMinY, iMaxX, iMaxY, result) {

    result = result || [];



    // Get max and min of the data

    var data = this.data,

        max = this.minValue; // Set first value

    for(var i = iMinX; i <= iMaxX; i++){

        for(var j = iMinY; j <= iMaxY; j++){

            var height = data[i][j];

            if(height > max){

                max = height;

            }

        }

    }



    result[0] = this.minValue;

    result[1] = max;

};



/**

 * Get the index of a local position on the heightfield. The indexes indicate the rectangles, so if your terrain is made of N x N height data points, you will have rectangle indexes ranging from 0 to N-1.

 * @method getIndexOfPosition

 * @param  {number} x

 * @param  {number} y

 * @param  {array} result Two-element array

 * @param  {boolean} clamp If the position should be clamped to the heightfield edge.

 * @return {boolean}

 */

Heightfield.prototype.getIndexOfPosition = function (x, y, result, clamp) {



    // Get the index of the data points to test against

    var w = this.elementSize;

    var data = this.data;

    var xi = Math.floor(x / w);

    var yi = Math.floor(y / w);



    result[0] = xi;

    result[1] = yi;



    if(clamp){

        // Clamp index to edges

        if(xi < 0){ xi = 0; }

        if(yi < 0){ yi = 0; }

        if(xi >= data.length - 1){ xi = data.length - 1; }

        if(yi >= data[0].length - 1){ yi = data[0].length - 1; }

    }



    // Bail out if we are out of the terrain

    if(xi < 0 || yi < 0 || xi >= data.length-1 || yi >= data[0].length-1){

        return false;

    }



    return true;

};



Heightfield.prototype.getHeightAt = function(x, y, edgeClamp){

    var idx = [];

    this.getIndexOfPosition(x, y, idx, edgeClamp);



    // TODO: get upper or lower triangle, then use barycentric interpolation to get the height in the triangle.

    var minmax = [];

    this.getRectMinMax(idx[0], idx[1] + 1, idx[0], idx[1] + 1, minmax);



    return (minmax[0] + minmax[1]) / 2; // average

};



Heightfield.prototype.getCacheConvexTrianglePillarKey = function(xi, yi, getUpperTriangle){

    return xi + '_' + yi + '_' + (getUpperTriangle ? 1 : 0);

};



Heightfield.prototype.getCachedConvexTrianglePillar = function(xi, yi, getUpperTriangle){

    return this._cachedPillars[this.getCacheConvexTrianglePillarKey(xi, yi, getUpperTriangle)];

};



Heightfield.prototype.setCachedConvexTrianglePillar = function(xi, yi, getUpperTriangle, convex, offset){

    this._cachedPillars[this.getCacheConvexTrianglePillarKey(xi, yi, getUpperTriangle)] = {

        convex: convex,

        offset: offset

    };

};



Heightfield.prototype.clearCachedConvexTrianglePillar = function(xi, yi, getUpperTriangle){

    delete this._cachedPillars[this.getCacheConvexTrianglePillarKey(xi, yi, getUpperTriangle)];

};



/**

 * Get a triangle in the terrain in the form of a triangular convex shape.

 * @method getConvexTrianglePillar

 * @param  {integer} i

 * @param  {integer} j

 * @param  {boolean} getUpperTriangle

 */

Heightfield.prototype.getConvexTrianglePillar = function(xi, yi, getUpperTriangle){

    var result = this.pillarConvex;

    var offsetResult = this.pillarOffset;



    if(this.cacheEnabled){

        var data = this.getCachedConvexTrianglePillar(xi, yi, getUpperTriangle);

        if(data){

            this.pillarConvex = data.convex;

            this.pillarOffset = data.offset;

            return;

        }



        result = new ConvexPolyhedron();

        offsetResult = new Vec3();



        this.pillarConvex = result;

        this.pillarOffset = offsetResult;

    }



    var data = this.data;

    var elementSize = this.elementSize;

    var faces = result.faces;



    // Reuse verts if possible

    result.vertices.length = 6;

    for (var i = 0; i < 6; i++) {

        if(!result.vertices[i]){

            result.vertices[i] = new Vec3();

        }

    }



    // Reuse faces if possible

    faces.length = 5;

    for (var i = 0; i < 5; i++) {

        if(!faces[i]){

            faces[i] = [];

        }

    }



    var verts = result.vertices;



    var h = (Math.min(

        data[xi][yi],

        data[xi+1][yi],

        data[xi][yi+1],

        data[xi+1][yi+1]

    ) - this.minValue ) / 2 + this.minValue;



    if (!getUpperTriangle) {



        // Center of the triangle pillar - all polygons are given relative to this one

        offsetResult.set(

            (xi + 0.25) * elementSize, // sort of center of a triangle

            (yi + 0.25) * elementSize,

            h // vertical center

        );



        // Top triangle verts

        verts[0].set(

            -0.25 * elementSize,

            -0.25 * elementSize,

            data[xi][yi] - h

        );

        verts[1].set(

            0.75 * elementSize,

            -0.25 * elementSize,

            data[xi + 1][yi] - h

        );

        verts[2].set(

            -0.25 * elementSize,

            0.75 * elementSize,

            data[xi][yi + 1] - h

        );



        // bottom triangle verts

        verts[3].set(

            -0.25 * elementSize,

            -0.25 * elementSize,

            -h-1

        );

        verts[4].set(

            0.75 * elementSize,

            -0.25 * elementSize,

            -h-1

        );

        verts[5].set(

            -0.25 * elementSize,

            0.75  * elementSize,

            -h-1

        );



        // top triangle

        faces[0][0] = 0;

        faces[0][1] = 1;

        faces[0][2] = 2;



        // bottom triangle

        faces[1][0] = 5;

        faces[1][1] = 4;

        faces[1][2] = 3;



        // -x facing quad

        faces[2][0] = 0;

        faces[2][1] = 2;

        faces[2][2] = 5;

        faces[2][3] = 3;



        // -y facing quad

        faces[3][0] = 1;

        faces[3][1] = 0;

        faces[3][2] = 3;

        faces[3][3] = 4;



        // +xy facing quad

        faces[4][0] = 4;

        faces[4][1] = 5;

        faces[4][2] = 2;

        faces[4][3] = 1;





    } else {



        // Center of the triangle pillar - all polygons are given relative to this one

        offsetResult.set(

            (xi + 0.75) * elementSize, // sort of center of a triangle

            (yi + 0.75) * elementSize,

            h // vertical center

        );



        // Top triangle verts

        verts[0].set(

            0.25 * elementSize,

            0.25 * elementSize,

            data[xi + 1][yi + 1] - h

        );

        verts[1].set(

            -0.75 * elementSize,

            0.25 * elementSize,

            data[xi][yi + 1] - h

        );

        verts[2].set(

            0.25 * elementSize,

            -0.75 * elementSize,

            data[xi + 1][yi] - h

        );



        // bottom triangle verts

        verts[3].set(

            0.25 * elementSize,

            0.25 * elementSize,

            - h-1

        );

        verts[4].set(

            -0.75 * elementSize,

            0.25 * elementSize,

            - h-1

        );

        verts[5].set(

            0.25 * elementSize,

            -0.75 * elementSize,

            - h-1

        );



        // Top triangle

        faces[0][0] = 0;

        faces[0][1] = 1;

        faces[0][2] = 2;



        // bottom triangle

        faces[1][0] = 5;

        faces[1][1] = 4;

        faces[1][2] = 3;



        // +x facing quad

        faces[2][0] = 2;

        faces[2][1] = 5;

        faces[2][2] = 3;

        faces[2][3] = 0;



        // +y facing quad

        faces[3][0] = 3;

        faces[3][1] = 4;

        faces[3][2] = 1;

        faces[3][3] = 0;



        // -xy facing quad

        faces[4][0] = 1;

        faces[4][1] = 4;

        faces[4][2] = 5;

        faces[4][3] = 2;

    }



    result.computeNormals();

    result.computeEdges();

    result.updateBoundingSphereRadius();



    this.setCachedConvexTrianglePillar(xi, yi, getUpperTriangle, result, offsetResult);

};



Heightfield.prototype.calculateLocalInertia = function(mass, target){

    target = target || new Vec3();

    target.set(0, 0, 0);

    return target;

};



Heightfield.prototype.volume = function(){

    return Number.MAX_VALUE; // The terrain is infinite

};



Heightfield.prototype.calculateWorldAABB = function(pos, quat, min, max){

    // TODO: do it properly

    min.set(-Number.MAX_VALUE, -Number.MAX_VALUE, -Number.MAX_VALUE);

    max.set(Number.MAX_VALUE, Number.MAX_VALUE, Number.MAX_VALUE);

};



Heightfield.prototype.updateBoundingSphereRadius = function(){

    // Use the bounding box of the min/max values

    var data = this.data,

        s = this.elementSize;

    this.boundingSphereRadius = new Vec3(data.length * s, data[0].length * s, Math.max(Math.abs(this.maxValue), Math.abs(this.minValue))).norm();

};



},{"../math/Vec3":30,"../utils/Utils":53,"./ConvexPolyhedron":38,"./Shape":43}],41:[function(_dereq_,module,exports){

module.exports = Particle;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');



/**

 * Particle shape.

 * @class Particle

 * @constructor

 * @author schteppe

 * @extends Shape

 */

function Particle(){

    Shape.call(this);



    this.type = Shape.types.PARTICLE;

}

Particle.prototype = new Shape();

Particle.prototype.constructor = Particle;



/**

 * @method calculateLocalInertia

 * @param  {Number} mass

 * @param  {Vec3} target

 * @return {Vec3}

 */

Particle.prototype.calculateLocalInertia = function(mass,target){

    target = target || new Vec3();

    target.set(0, 0, 0);

    return target;

};



Particle.prototype.volume = function(){

    return 0;

};



Particle.prototype.updateBoundingSphereRadius = function(){

    this.boundingSphereRadius = 0;

};



Particle.prototype.calculateWorldAABB = function(pos,quat,min,max){

    // Get each axis max

    min.copy(pos);

    max.copy(pos);

};



},{"../math/Vec3":30,"./Shape":43}],42:[function(_dereq_,module,exports){

module.exports = Plane;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');



/**

 * A plane, facing in the Z direction. The plane has its surface at z=0 and everything below z=0 is assumed to be solid plane. To make the plane face in some other direction than z, you must put it inside a RigidBody and rotate that body. See the demos.

 * @class Plane

 * @constructor

 * @extends Shape

 * @author schteppe

 */

function Plane(){

    Shape.call(this);

    this.type = Shape.types.PLANE;



    // World oriented normal

    this.worldNormal = new Vec3();

    this.worldNormalNeedsUpdate = true;



    this.boundingSphereRadius = Number.MAX_VALUE;

}

Plane.prototype = new Shape();

Plane.prototype.constructor = Plane;



Plane.prototype.computeWorldNormal = function(quat){

    var n = this.worldNormal;

    n.set(0,0,1);

    quat.vmult(n,n);

    this.worldNormalNeedsUpdate = false;

};



Plane.prototype.calculateLocalInertia = function(mass,target){

    target = target || new Vec3();

    return target;

};



Plane.prototype.volume = function(){

    return Number.MAX_VALUE; // The plane is infinite...

};



var tempNormal = new Vec3();

Plane.prototype.calculateWorldAABB = function(pos, quat, min, max){

    // The plane AABB is infinite, except if the normal is pointing along any axis

    tempNormal.set(0,0,1); // Default plane normal is z

    quat.vmult(tempNormal,tempNormal);

    var maxVal = Number.MAX_VALUE;

    min.set(-maxVal, -maxVal, -maxVal);

    max.set(maxVal, maxVal, maxVal);



    if(tempNormal.x === 1){ max.x = pos.x; }

    if(tempNormal.y === 1){ max.y = pos.y; }

    if(tempNormal.z === 1){ max.z = pos.z; }



    if(tempNormal.x === -1){ min.x = pos.x; }

    if(tempNormal.y === -1){ min.y = pos.y; }

    if(tempNormal.z === -1){ min.z = pos.z; }

};



Plane.prototype.updateBoundingSphereRadius = function(){

    this.boundingSphereRadius = Number.MAX_VALUE;

};

},{"../math/Vec3":30,"./Shape":43}],43:[function(_dereq_,module,exports){

module.exports = Shape;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Material = _dereq_('../material/Material');



/**

 * Base class for shapes

 * @class Shape

 * @constructor

 * @author schteppe

 * @todo Should have a mechanism for caching bounding sphere radius instead of calculating it each time

 */

function Shape(){



    /**

     * Identifyer of the Shape.

     * @property {number} id

     */

    this.id = Shape.idCounter++;



    /**

     * The type of this shape. Must be set to an int > 0 by subclasses.

     * @property type

     * @type {Number}

     * @see Shape.types

     */

    this.type = 0;



    /**

     * The local bounding sphere radius of this shape.

     * @property {Number} boundingSphereRadius

     */

    this.boundingSphereRadius = 0;



    /**

     * Whether to produce contact forces when in contact with other bodies. Note that contacts will be generated, but they will be disabled.

     * @property {boolean} collisionResponse

     */

    this.collisionResponse = true;



    /**

     * @property {Material} material

     */

    this.material = null;

}

Shape.prototype.constructor = Shape;



/**

 * Computes the bounding sphere radius. The result is stored in the property .boundingSphereRadius

 * @method updateBoundingSphereRadius

 * @return {Number}

 */

Shape.prototype.updateBoundingSphereRadius = function(){

    throw "computeBoundingSphereRadius() not implemented for shape type "+this.type;

};



/**

 * Get the volume of this shape

 * @method volume

 * @return {Number}

 */

Shape.prototype.volume = function(){

    throw "volume() not implemented for shape type "+this.type;

};



/**

 * Calculates the inertia in the local frame for this shape.

 * @method calculateLocalInertia

 * @return {Vec3}

 * @see http://en.wikipedia.org/wiki/List_of_moments_of_inertia

 */

Shape.prototype.calculateLocalInertia = function(mass,target){

    throw "calculateLocalInertia() not implemented for shape type "+this.type;

};



Shape.idCounter = 0;



/**

 * The available shape types.

 * @static

 * @property types

 * @type {Object}

 */

Shape.types = {

    SPHERE:1,

    PLANE:2,

    BOX:4,

    COMPOUND:8,

    CONVEXPOLYHEDRON:16,

    HEIGHTFIELD:32,

    PARTICLE:64,

    CYLINDER:128,

    TRIMESH:256

};





},{"../material/Material":25,"../math/Quaternion":28,"../math/Vec3":30,"./Shape":43}],44:[function(_dereq_,module,exports){

module.exports = Sphere;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');



/**

 * Spherical shape

 * @class Sphere

 * @constructor

 * @extends Shape

 * @param {Number} radius The radius of the sphere, a non-negative number.

 * @author schteppe / http://github.com/schteppe

 */

function Sphere(radius){

    Shape.call(this);



    /**

     * @property {Number} radius

     */

    this.radius = radius!==undefined ? Number(radius) : 1.0;

    this.type = Shape.types.SPHERE;



    if(this.radius < 0){

        throw new Error('The sphere radius cannot be negative.');

    }



    this.updateBoundingSphereRadius();

}

Sphere.prototype = new Shape();

Sphere.prototype.constructor = Sphere;



Sphere.prototype.calculateLocalInertia = function(mass,target){

    target = target || new Vec3();

    var I = 2.0*mass*this.radius*this.radius/5.0;

    target.x = I;

    target.y = I;

    target.z = I;

    return target;

};



Sphere.prototype.volume = function(){

    return 4.0 * Math.PI * this.radius / 3.0;

};



Sphere.prototype.updateBoundingSphereRadius = function(){

    this.boundingSphereRadius = this.radius;

};



Sphere.prototype.calculateWorldAABB = function(pos,quat,min,max){

    var r = this.radius;

    var axes = ['x','y','z'];

    for(var i=0; i<axes.length; i++){

        var ax = axes[i];

        min[ax] = pos[ax] - r;

        max[ax] = pos[ax] + r;

    }

};



},{"../math/Vec3":30,"./Shape":43}],45:[function(_dereq_,module,exports){

module.exports = Trimesh;



var Shape = _dereq_('./Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Transform = _dereq_('../math/Transform');

var AABB = _dereq_('../collision/AABB');

var Octree = _dereq_('../utils/Octree');



/**

 * @class Trimesh

 * @constructor

 * @param {array} vertices

 * @param {array} indices

 * @extends Shape

 * @example

 *     // How to make a mesh with a single triangle

 *     var vertices = [

 *         0, 0, 0, // vertex 0

 *         1, 0, 0, // vertex 1

 *         0, 1, 0  // vertex 2

 *     ];

 *     var indices = [

 *         0, 1, 2  // triangle 0

 *     ];

 *     var trimeshShape = new Trimesh(vertices, indices);

 */

function Trimesh(vertices, indices) {

    Shape.call(this);

    this.type = Shape.types.TRIMESH;



    /**

     * @property vertices

     * @type {Array}

     */

    this.vertices = new Float32Array(vertices);



    /**

     * Array of integers, indicating which vertices each triangle consists of. The length of this array is thus 3 times the number of triangles.

     * @property indices

     * @type {Array}

     */

    this.indices = new Int16Array(indices);



    /**

     * The normals data.

     * @property normals

     * @type {Array}

     */

    this.normals = new Float32Array(indices.length);



    /**

     * The local AABB of the mesh.

     * @property aabb

     * @type {Array}

     */

    this.aabb = new AABB();



    /**

     * References to vertex pairs, making up all unique edges in the trimesh.

     * @property {array} edges

     */

    this.edges = null;



    /**

     * Local scaling of the mesh. Use .setScale() to set it.

     * @property {Vec3} scale

     */

    this.scale = new Vec3(1, 1, 1);



    /**

     * The indexed triangles. Use .updateTree() to update it.

     * @property {Octree} tree

     */

    this.tree = new Octree();



    this.updateEdges();

    this.updateNormals();

    this.updateAABB();

    this.updateBoundingSphereRadius();

    this.updateTree();

}

Trimesh.prototype = new Shape();

Trimesh.prototype.constructor = Trimesh;



var computeNormals_n = new Vec3();



/**

 * @method updateTree

 */

Trimesh.prototype.updateTree = function(){

    var tree = this.tree;



    tree.reset();

    tree.aabb.copy(this.aabb);

    var scale = this.scale; // The local mesh AABB is scaled, but the octree AABB should be unscaled

    tree.aabb.lowerBound.x *= 1 / scale.x;

    tree.aabb.lowerBound.y *= 1 / scale.y;

    tree.aabb.lowerBound.z *= 1 / scale.z;

    tree.aabb.upperBound.x *= 1 / scale.x;

    tree.aabb.upperBound.y *= 1 / scale.y;

    tree.aabb.upperBound.z *= 1 / scale.z;



    // Insert all triangles

    var triangleAABB = new AABB();

    var a = new Vec3();

    var b = new Vec3();

    var c = new Vec3();

    var points = [a, b, c];

    for (var i = 0; i < this.indices.length / 3; i++) {

        //this.getTriangleVertices(i, a, b, c);



        // Get unscaled triangle verts

        var i3 = i * 3;

        this._getUnscaledVertex(this.indices[i3], a);

        this._getUnscaledVertex(this.indices[i3 + 1], b);

        this._getUnscaledVertex(this.indices[i3 + 2], c);



        triangleAABB.setFromPoints(points);

        tree.insert(triangleAABB, i);

    }

    tree.removeEmptyNodes();

};



var unscaledAABB = new AABB();



/**

 * Get triangles in a local AABB from the trimesh.

 * @method getTrianglesInAABB

 * @param  {AABB} aabb

 * @param  {array} result An array of integers, referencing the queried triangles.

 */

Trimesh.prototype.getTrianglesInAABB = function(aabb, result){

    unscaledAABB.copy(aabb);



    // Scale it to local

    var scale = this.scale;

    var isx = scale.x;

    var isy = scale.y;

    var isz = scale.z;

    var l = unscaledAABB.lowerBound;

    var u = unscaledAABB.upperBound;

    l.x /= isx;

    l.y /= isy;

    l.z /= isz;

    u.x /= isx;

    u.y /= isy;

    u.z /= isz;



    return this.tree.aabbQuery(unscaledAABB, result);

};



/**

 * @method setScale

 * @param {Vec3} scale

 */

Trimesh.prototype.setScale = function(scale){

    var wasUniform = this.scale.x === this.scale.y === this.scale.z;

    var isUniform = scale.x === scale.y === scale.z;



    if(!(wasUniform && isUniform)){

        // Non-uniform scaling. Need to update normals.

        this.updateNormals();

    }

    this.scale.copy(scale);

    this.updateAABB();

    this.updateBoundingSphereRadius();

};



/**

 * Compute the normals of the faces. Will save in the .normals array.

 * @method updateNormals

 */

Trimesh.prototype.updateNormals = function(){

    var n = computeNormals_n;



    // Generate normals

    var normals = this.normals;

    for(var i=0; i < this.indices.length / 3; i++){

        var i3 = i * 3;



        var a = this.indices[i3],

            b = this.indices[i3 + 1],

            c = this.indices[i3 + 2];



        this.getVertex(a, va);

        this.getVertex(b, vb);

        this.getVertex(c, vc);



        Trimesh.computeNormal(vb, va, vc, n);



        normals[i3] = n.x;

        normals[i3 + 1] = n.y;

        normals[i3 + 2] = n.z;

    }

};



/**

 * Update the .edges property

 * @method updateEdges

 */

Trimesh.prototype.updateEdges = function(){

    var edges = {};

    var add = function(indexA, indexB){

        var key = a < b ? a + '_' + b : b + '_' + a;

        edges[key] = true;

    };

    for(var i=0; i < this.indices.length / 3; i++){

        var i3 = i * 3;

        var a = this.indices[i3],

            b = this.indices[i3 + 1],

            c = this.indices[i3 + 2];

        add(a,b);

        add(b,c);

        add(c,a);

    }

    var keys = Object.keys(edges);

    this.edges = new Int16Array(keys.length * 2);

    for (var i = 0; i < keys.length; i++) {

        var indices = keys[i].split('_');

        this.edges[2 * i] = parseInt(indices[0], 10);

        this.edges[2 * i + 1] = parseInt(indices[1], 10);

    }

};



/**

 * Get an edge vertex

 * @method getEdgeVertex

 * @param  {number} edgeIndex

 * @param  {number} firstOrSecond 0 or 1, depending on which one of the vertices you need.

 * @param  {Vec3} vertexStore Where to store the result

 */

Trimesh.prototype.getEdgeVertex = function(edgeIndex, firstOrSecond, vertexStore){

    var vertexIndex = this.edges[edgeIndex * 2 + (firstOrSecond ? 1 : 0)];

    this.getVertex(vertexIndex, vertexStore);

};



var getEdgeVector_va = new Vec3();

var getEdgeVector_vb = new Vec3();



/**

 * Get a vector along an edge.

 * @method getEdgeVector

 * @param  {number} edgeIndex

 * @param  {Vec3} vectorStore

 */

Trimesh.prototype.getEdgeVector = function(edgeIndex, vectorStore){

    var va = getEdgeVector_va;

    var vb = getEdgeVector_vb;

    this.getEdgeVertex(edgeIndex, 0, va);

    this.getEdgeVertex(edgeIndex, 1, vb);

    vb.vsub(va, vectorStore);

};



/**

 * Get face normal given 3 vertices

 * @static

 * @method computeNormal

 * @param {Vec3} va

 * @param {Vec3} vb

 * @param {Vec3} vc

 * @param {Vec3} target

 */

var cb = new Vec3();

var ab = new Vec3();

Trimesh.computeNormal = function ( va, vb, vc, target ) {

    vb.vsub(va,ab);

    vc.vsub(vb,cb);

    cb.cross(ab,target);

    if ( !target.isZero() ) {

        target.normalize();

    }

};



var va = new Vec3();

var vb = new Vec3();

var vc = new Vec3();



/**

 * Get vertex i.

 * @method getVertex

 * @param  {number} i

 * @param  {Vec3} out

 * @return {Vec3} The "out" vector object

 */

Trimesh.prototype.getVertex = function(i, out){

    var scale = this.scale;

    this._getUnscaledVertex(i, out);

    out.x *= scale.x;

    out.y *= scale.y;

    out.z *= scale.z;

    return out;

};



/**

 * Get raw vertex i

 * @private

 * @method _getUnscaledVertex

 * @param  {number} i

 * @param  {Vec3} out

 * @return {Vec3} The "out" vector object

 */

Trimesh.prototype._getUnscaledVertex = function(i, out){

    var i3 = i * 3;

    var vertices = this.vertices;

    return out.set(

        vertices[i3],

        vertices[i3 + 1],

        vertices[i3 + 2]

    );

};



/**

 * Get a vertex from the trimesh,transformed by the given position and quaternion.

 * @method getWorldVertex

 * @param  {number} i

 * @param  {Vec3} pos

 * @param  {Quaternion} quat

 * @param  {Vec3} out

 * @return {Vec3} The "out" vector object

 */

Trimesh.prototype.getWorldVertex = function(i, pos, quat, out){

    this.getVertex(i, out);

    Transform.pointToWorldFrame(pos, quat, out, out);

    return out;

};



/**

 * Get the three vertices for triangle i.

 * @method getTriangleVertices

 * @param  {number} i

 * @param  {Vec3} a

 * @param  {Vec3} b

 * @param  {Vec3} c

 */

Trimesh.prototype.getTriangleVertices = function(i, a, b, c){

    var i3 = i * 3;

    this.getVertex(this.indices[i3], a);

    this.getVertex(this.indices[i3 + 1], b);

    this.getVertex(this.indices[i3 + 2], c);

};



/**

 * Compute the normal of triangle i.

 * @method getNormal

 * @param  {Number} i

 * @param  {Vec3} target

 * @return {Vec3} The "target" vector object

 */

Trimesh.prototype.getNormal = function(i, target){

    var i3 = i * 3;

    return target.set(

        this.normals[i3],

        this.normals[i3 + 1],

        this.normals[i3 + 2]

    );

};



var cli_aabb = new AABB();



/**

 * @method calculateLocalInertia

 * @param  {Number} mass

 * @param  {Vec3} target

 * @return {Vec3} The "target" vector object

 */

Trimesh.prototype.calculateLocalInertia = function(mass,target){

    // Approximate with box inertia

    // Exact inertia calculation is overkill, but see http://geometrictools.com/Documentation/PolyhedralMassProperties.pdf for the correct way to do it

    this.computeLocalAABB(cli_aabb);

    var x = cli_aabb.upperBound.x - cli_aabb.lowerBound.x,

        y = cli_aabb.upperBound.y - cli_aabb.lowerBound.y,

        z = cli_aabb.upperBound.z - cli_aabb.lowerBound.z;

    return target.set(

        1.0 / 12.0 * mass * ( 2*y*2*y + 2*z*2*z ),

        1.0 / 12.0 * mass * ( 2*x*2*x + 2*z*2*z ),

        1.0 / 12.0 * mass * ( 2*y*2*y + 2*x*2*x )

    );

};



var computeLocalAABB_worldVert = new Vec3();



/**

 * Compute the local AABB for the trimesh

 * @method computeLocalAABB

 * @param  {AABB} aabb

 */

Trimesh.prototype.computeLocalAABB = function(aabb){

    var l = aabb.lowerBound,

        u = aabb.upperBound,

        n = this.vertices.length,

        vertices = this.vertices,

        v = computeLocalAABB_worldVert;



    this.getVertex(0, v);

    l.copy(v);

    u.copy(v);



    for(var i=0; i !== n; i++){

        this.getVertex(i, v);



        if(v.x < l.x){

            l.x = v.x;

        } else if(v.x > u.x){

            u.x = v.x;

        }



        if(v.y < l.y){

            l.y = v.y;

        } else if(v.y > u.y){

            u.y = v.y;

        }



        if(v.z < l.z){

            l.z = v.z;

        } else if(v.z > u.z){

            u.z = v.z;

        }

    }

};





/**

 * Update the .aabb property

 * @method updateAABB

 */

Trimesh.prototype.updateAABB = function(){

    this.computeLocalAABB(this.aabb);

};



/**

 * Will update the .boundingSphereRadius property

 * @method updateBoundingSphereRadius

 */

Trimesh.prototype.updateBoundingSphereRadius = function(){

    // Assume points are distributed with local (0,0,0) as center

    var max2 = 0;

    var vertices = this.vertices;

    var v = new Vec3();

    for(var i=0, N=vertices.length / 3; i !== N; i++) {

        this.getVertex(i, v);

        var norm2 = v.norm2();

        if(norm2 > max2){

            max2 = norm2;

        }

    }

    this.boundingSphereRadius = Math.sqrt(max2);

};



var tempWorldVertex = new Vec3();

var calculateWorldAABB_frame = new Transform();

var calculateWorldAABB_aabb = new AABB();



/**

 * @method calculateWorldAABB

 * @param {Vec3}        pos

 * @param {Quaternion}  quat

 * @param {Vec3}        min

 * @param {Vec3}        max

 */

Trimesh.prototype.calculateWorldAABB = function(pos,quat,min,max){

    /*

    var n = this.vertices.length / 3,

        verts = this.vertices;

    var minx,miny,minz,maxx,maxy,maxz;



    var v = tempWorldVertex;

    for(var i=0; i<n; i++){

        this.getVertex(i, v);

        quat.vmult(v, v);

        pos.vadd(v, v);

        if (v.x < minx || minx===undefined){

            minx = v.x;

        } else if(v.x > maxx || maxx===undefined){

            maxx = v.x;

        }



        if (v.y < miny || miny===undefined){

            miny = v.y;

        } else if(v.y > maxy || maxy===undefined){

            maxy = v.y;

        }



        if (v.z < minz || minz===undefined){

            minz = v.z;

        } else if(v.z > maxz || maxz===undefined){

            maxz = v.z;

        }

    }

    min.set(minx,miny,minz);

    max.set(maxx,maxy,maxz);

    */



    // Faster approximation using local AABB

    var frame = calculateWorldAABB_frame;

    var result = calculateWorldAABB_aabb;

    frame.position = pos;

    frame.quaternion = quat;

    this.aabb.toWorldFrame(frame, result);

    min.copy(result.lowerBound);

    max.copy(result.upperBound);

};



/**

 * Get approximate volume

 * @method volume

 * @return {Number}

 */

Trimesh.prototype.volume = function(){

    return 4.0 * Math.PI * this.boundingSphereRadius / 3.0;

};



/**

 * Create a Trimesh instance, shaped as a torus.

 * @static

 * @method createTorus

 * @param  {number} [radius=1]

 * @param  {number} [tube=0.5]

 * @param  {number} [radialSegments=8]

 * @param  {number} [tubularSegments=6]

 * @param  {number} [arc=6.283185307179586]

 * @return {Trimesh} A torus

 */

Trimesh.createTorus = function (radius, tube, radialSegments, tubularSegments, arc) {

    radius = radius || 1;

    tube = tube || 0.5;

    radialSegments = radialSegments || 8;

    tubularSegments = tubularSegments || 6;

    arc = arc || Math.PI * 2;



    var vertices = [];

    var indices = [];



    for ( var j = 0; j <= radialSegments; j ++ ) {

        for ( var i = 0; i <= tubularSegments; i ++ ) {

            var u = i / tubularSegments * arc;

            var v = j / radialSegments * Math.PI * 2;



            var x = ( radius + tube * Math.cos( v ) ) * Math.cos( u );

            var y = ( radius + tube * Math.cos( v ) ) * Math.sin( u );

            var z = tube * Math.sin( v );



            vertices.push( x, y, z );

        }

    }



    for ( var j = 1; j <= radialSegments; j ++ ) {

        for ( var i = 1; i <= tubularSegments; i ++ ) {

            var a = ( tubularSegments + 1 ) * j + i - 1;

            var b = ( tubularSegments + 1 ) * ( j - 1 ) + i - 1;

            var c = ( tubularSegments + 1 ) * ( j - 1 ) + i;

            var d = ( tubularSegments + 1 ) * j + i;



            indices.push(a, b, d);

            indices.push(b, c, d);

        }

    }



    return new Trimesh(vertices, indices);

};



},{"../collision/AABB":3,"../math/Quaternion":28,"../math/Transform":29,"../math/Vec3":30,"../utils/Octree":50,"./Shape":43}],46:[function(_dereq_,module,exports){

module.exports = GSSolver;



var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Solver = _dereq_('./Solver');



/**

 * Constraint equation Gauss-Seidel solver.

 * @class GSSolver

 * @constructor

 * @todo The spook parameters should be specified for each constraint, not globally.

 * @author schteppe / https://github.com/schteppe

 * @see https://www8.cs.umu.se/kurser/5DV058/VT09/lectures/spooknotes.pdf

 * @extends Solver

 */

function GSSolver(){

    Solver.call(this);



    /**

     * The number of solver iterations determines quality of the constraints in the world. The more iterations, the more correct simulation. More iterations need more computations though. If you have a large gravity force in your world, you will need more iterations.

     * @property iterations

     * @type {Number}

     * @todo write more about solver and iterations in the wiki

     */

    this.iterations = 10;



    /**

     * When tolerance is reached, the system is assumed to be converged.

     * @property tolerance

     * @type {Number}

     */

    this.tolerance = 1e-7;

}

GSSolver.prototype = new Solver();



var GSSolver_solve_lambda = []; // Just temporary number holders that we want to reuse each solve.

var GSSolver_solve_invCs = [];

var GSSolver_solve_Bs = [];

GSSolver.prototype.solve = function(dt,world){

    var iter = 0,

        maxIter = this.iterations,

        tolSquared = this.tolerance*this.tolerance,

        equations = this.equations,

        Neq = equations.length,

        bodies = world.bodies,

        Nbodies = bodies.length,

        h = dt,

        q, B, invC, deltalambda, deltalambdaTot, GWlambda, lambdaj;



    // Update solve mass

    if(Neq !== 0){

        for(var i=0; i!==Nbodies; i++){

            bodies[i].updateSolveMassProperties();

        }

    }



    // Things that does not change during iteration can be computed once

    var invCs = GSSolver_solve_invCs,

        Bs = GSSolver_solve_Bs,

        lambda = GSSolver_solve_lambda;

    invCs.length = Neq;

    Bs.length = Neq;

    lambda.length = Neq;

    for(var i=0; i!==Neq; i++){

        var c = equations[i];

        lambda[i] = 0.0;

        Bs[i] = c.computeB(h);

        invCs[i] = 1.0 / c.computeC();

    }



    if(Neq !== 0){



        // Reset vlambda

        for(var i=0; i!==Nbodies; i++){

            var b=bodies[i],

                vlambda=b.vlambda,

                wlambda=b.wlambda;

            vlambda.set(0,0,0);

            if(wlambda){

                wlambda.set(0,0,0);

            }

        }



        // Iterate over equations

        for(iter=0; iter!==maxIter; iter++){



            // Accumulate the total error for each iteration.

            deltalambdaTot = 0.0;



            for(var j=0; j!==Neq; j++){



                var c = equations[j];



                // Compute iteration

                B = Bs[j];

                invC = invCs[j];

                lambdaj = lambda[j];

                GWlambda = c.computeGWlambda();

                deltalambda = invC * ( B - GWlambda - c.eps * lambdaj );



                // Clamp if we are not within the min/max interval

                if(lambdaj + deltalambda < c.minForce){

                    deltalambda = c.minForce - lambdaj;

                } else if(lambdaj + deltalambda > c.maxForce){

                    deltalambda = c.maxForce - lambdaj;

                }

                lambda[j] += deltalambda;



                deltalambdaTot += deltalambda > 0.0 ? deltalambda : -deltalambda; // abs(deltalambda)



                c.addToWlambda(deltalambda);

            }



            // If the total error is small enough - stop iterate

            if(deltalambdaTot*deltalambdaTot < tolSquared){

                break;

            }

        }



        // Add result to velocity

        for(var i=0; i!==Nbodies; i++){

            var b=bodies[i],

                v=b.velocity,

                w=b.angularVelocity;

            v.vadd(b.vlambda, v);

            if(w){

                w.vadd(b.wlambda, w);

            }

        }

    }



    return iter;

};



},{"../math/Quaternion":28,"../math/Vec3":30,"./Solver":47}],47:[function(_dereq_,module,exports){

module.exports = Solver;



/**

 * Constraint equation solver base class.

 * @class Solver

 * @constructor

 * @author schteppe / https://github.com/schteppe

 */

function Solver(){

    /**

     * All equations to be solved

     * @property {Array} equations

     */

    this.equations = [];

}



/**

 * Should be implemented in subclasses!

 * @method solve

 * @param  {Number} dt

 * @param  {World} world

 */

Solver.prototype.solve = function(dt,world){

    // Should return the number of iterations done!

    return 0;

};



/**

 * Add an equation

 * @method addEquation

 * @param {Equation} eq

 */

Solver.prototype.addEquation = function(eq){

    if (eq.enabled) {

        this.equations.push(eq);

    }

};



/**

 * Remove an equation

 * @method removeEquation

 * @param {Equation} eq

 */

Solver.prototype.removeEquation = function(eq){

    var eqs = this.equations;

    var i = eqs.indexOf(eq);

    if(i !== -1){

        eqs.splice(i,1);

    }

};



/**

 * Add all equations

 * @method removeAllEquations

 */

Solver.prototype.removeAllEquations = function(){

    this.equations.length = 0;

};





},{}],48:[function(_dereq_,module,exports){

module.exports = SplitSolver;



var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var Solver = _dereq_('./Solver');

var Body = _dereq_('../objects/Body');



/**

 * Splits the equations into islands and solves them independently. Can improve performance.

 * @class SplitSolver

 * @constructor

 * @extends Solver

 * @param {Solver} subsolver

 */

function SplitSolver(subsolver){

    Solver.call(this);

    this.iterations = 10;

    this.tolerance = 1e-7;

    this.subsolver = subsolver;

    this.nodes = [];

    this.nodePool = [];



    // Create needed nodes, reuse if possible

    while(this.nodePool.length < 128){

        this.nodePool.push(this.createNode());

    }

}

SplitSolver.prototype = new Solver();



// Returns the number of subsystems

var SplitSolver_solve_nodes = []; // All allocated node objects

var SplitSolver_solve_nodePool = []; // All allocated node objects

var SplitSolver_solve_eqs = [];   // Temp array

var SplitSolver_solve_bds = [];   // Temp array

var SplitSolver_solve_dummyWorld = {bodies:[]}; // Temp object



var STATIC = Body.STATIC;

function getUnvisitedNode(nodes){

    var Nnodes = nodes.length;

    for(var i=0; i!==Nnodes; i++){

        var node = nodes[i];

        if(!node.visited && !(node.body.type & STATIC)){

            return node;

        }

    }

    return false;

}



var queue = [];

function bfs(root,visitFunc,bds,eqs){

    queue.push(root);

    root.visited = true;

    visitFunc(root,bds,eqs);

    while(queue.length) {

        var node = queue.pop();

        // Loop over unvisited child nodes

        var child;

        while((child = getUnvisitedNode(node.children))) {

            child.visited = true;

            visitFunc(child,bds,eqs);

            queue.push(child);

        }

    }

}



function visitFunc(node,bds,eqs){

    bds.push(node.body);

    var Neqs = node.eqs.length;

    for(var i=0; i!==Neqs; i++){

        var eq = node.eqs[i];

        if(eqs.indexOf(eq) === -1){

            eqs.push(eq);

        }

    }

}



SplitSolver.prototype.createNode = function(){

    return { body:null, children:[], eqs:[], visited:false };

};



/**

 * Solve the subsystems

 * @method solve

 * @param  {Number} dt

 * @param  {World} world

 */

SplitSolver.prototype.solve = function(dt,world){

    var nodes=SplitSolver_solve_nodes,

        nodePool=this.nodePool,

        bodies=world.bodies,

        equations=this.equations,

        Neq=equations.length,

        Nbodies=bodies.length,

        subsolver=this.subsolver;



    // Create needed nodes, reuse if possible

    while(nodePool.length < Nbodies){

        nodePool.push(this.createNode());

    }

    nodes.length = Nbodies;

    for (var i = 0; i < Nbodies; i++) {

        nodes[i] = nodePool[i];

    }



    // Reset node values

    for(var i=0; i!==Nbodies; i++){

        var node = nodes[i];

        node.body = bodies[i];

        node.children.length = 0;

        node.eqs.length = 0;

        node.visited = false;

    }

    for(var k=0; k!==Neq; k++){

        var eq=equations[k],

            i=bodies.indexOf(eq.bi),

            j=bodies.indexOf(eq.bj),

            ni=nodes[i],

            nj=nodes[j];

        ni.children.push(nj);

        ni.eqs.push(eq);

        nj.children.push(ni);

        nj.eqs.push(eq);

    }



    var child, n=0, eqs=SplitSolver_solve_eqs;



    subsolver.tolerance = this.tolerance;

    subsolver.iterations = this.iterations;



    var dummyWorld = SplitSolver_solve_dummyWorld;

    while((child = getUnvisitedNode(nodes))){

        eqs.length = 0;

        dummyWorld.bodies.length = 0;

        bfs(child, visitFunc, dummyWorld.bodies, eqs);



        var Neqs = eqs.length;



        eqs = eqs.sort(sortById);



        for(var i=0; i!==Neqs; i++){

            subsolver.addEquation(eqs[i]);

        }



        var iter = subsolver.solve(dt,dummyWorld);

        subsolver.removeAllEquations();

        n++;

    }



    return n;

};



function sortById(a, b){

    return b.id - a.id;

}

},{"../math/Quaternion":28,"../math/Vec3":30,"../objects/Body":31,"./Solver":47}],49:[function(_dereq_,module,exports){

/**

 * Base class for objects that dispatches events.

 * @class EventTarget

 * @constructor

 */

var EventTarget = function () {



};



module.exports = EventTarget;



EventTarget.prototype = {

    constructor: EventTarget,



    /**

     * Add an event listener

     * @method addEventListener

     * @param  {String} type

     * @param  {Function} listener

     * @return {EventTarget} The self object, for chainability.

     */

    addEventListener: function ( type, listener ) {

        if ( this._listeners === undefined ){ this._listeners = {}; }

        var listeners = this._listeners;

        if ( listeners[ type ] === undefined ) {

            listeners[ type ] = [];

        }

        if ( listeners[ type ].indexOf( listener ) === - 1 ) {

            listeners[ type ].push( listener );

        }

        return this;

    },



    /**

     * Check if an event listener is added

     * @method hasEventListener

     * @param  {String} type

     * @param  {Function} listener

     * @return {Boolean}

     */

    hasEventListener: function ( type, listener ) {

        if ( this._listeners === undefined ){ return false; }

        var listeners = this._listeners;

        if ( listeners[ type ] !== undefined && listeners[ type ].indexOf( listener ) !== - 1 ) {

            return true;

        }

        return false;

    },



    /**

     * Remove an event listener

     * @method removeEventListener

     * @param  {String} type

     * @param  {Function} listener

     * @return {EventTarget} The self object, for chainability.

     */

    removeEventListener: function ( type, listener ) {

        if ( this._listeners === undefined ){ return this; }

        var listeners = this._listeners;

        if ( listeners[type] === undefined ){ return this; }

        var index = listeners[ type ].indexOf( listener );

        if ( index !== - 1 ) {

            listeners[ type ].splice( index, 1 );

        }

        return this;

    },



    /**

     * Emit an event.

     * @method dispatchEvent

     * @param  {Object} event

     * @param  {String} event.type

     * @return {EventTarget} The self object, for chainability.

     */

    dispatchEvent: function ( event ) {

        if ( this._listeners === undefined ){ return this; }

        var listeners = this._listeners;

        var listenerArray = listeners[ event.type ];

        if ( listenerArray !== undefined ) {

            event.target = this;

            for ( var i = 0, l = listenerArray.length; i < l; i ++ ) {

                listenerArray[ i ].call( this, event );

            }

        }

        return this;

    }

};



},{}],50:[function(_dereq_,module,exports){

var AABB = _dereq_('../collision/AABB');

var Vec3 = _dereq_('../math/Vec3');



module.exports = Octree;



/**

 * @class OctreeNode

 * @param {object} [options]

 * @param {Octree} [options.root]

 * @param {AABB} [options.aabb]

 */

function OctreeNode(options){

    options = options || {};



    /**

     * The root node

     * @property {OctreeNode} root

     */

    this.root = options.root || null;



    /**

     * Boundary of this node

     * @property {AABB} aabb

     */

    this.aabb = options.aabb ? options.aabb.clone() : new AABB();



    /**

     * Contained data at the current node level.

     * @property {Array} data

     */

    this.data = [];



    /**

     * Children to this node

     * @property {Array} children

     */

    this.children = [];

}



/**

 * @class Octree

 * @param {AABB} aabb The total AABB of the tree

 * @param {object} [options]

 * @param {number} [options.maxDepth=8]

 * @extends OctreeNode

 */

function Octree(aabb, options){

    options = options || {};

    options.root = null;

    options.aabb = aabb;

    OctreeNode.call(this, options);



    /**

     * Maximum subdivision depth

     * @property {number} maxDepth

     */

    this.maxDepth = typeof(options.maxDepth) !== 'undefined' ? options.maxDepth : 8;

}

Octree.prototype = new OctreeNode();



OctreeNode.prototype.reset = function(aabb, options){

    this.children.length = this.data.length = 0;

};



/**

 * Insert data into this node

 * @method insert

 * @param  {AABB} aabb

 * @param  {object} elementData

 * @return {boolean} True if successful, otherwise false

 */

OctreeNode.prototype.insert = function(aabb, elementData, level){

    var nodeData = this.data;

    level = level || 0;



    // Ignore objects that do not belong in this node

    if (!this.aabb.contains(aabb)){

        return false; // object cannot be added

    }



    var children = this.children;



    if(level < (this.maxDepth || this.root.maxDepth)){

        // Subdivide if there are no children yet

        var subdivided = false;

        if (!children.length){

            this.subdivide();

            subdivided = true;

        }



        // add to whichever node will accept it

        for (var i = 0; i !== 8; i++) {

            if (children[i].insert(aabb, elementData, level + 1)){

                return true;

            }

        }



        if(subdivided){

            // No children accepted! Might as well just remove em since they contain none

            children.length = 0;

        }

    }



    // Too deep, or children didnt want it. add it in current node

    nodeData.push(elementData);



    return true;

};



var halfDiagonal = new Vec3();



/**

 * Create 8 equally sized children nodes and put them in the .children array.

 * @method subdivide

 */

OctreeNode.prototype.subdivide = function() {

    var aabb = this.aabb;

    var l = aabb.lowerBound;

    var u = aabb.upperBound;



    var children = this.children;



    children.push(

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(0,0,0) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(1,0,0) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(1,1,0) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(1,1,1) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(0,1,1) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(0,0,1) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(1,0,1) }) }),

        new OctreeNode({ aabb: new AABB({ lowerBound: new Vec3(0,1,0) }) })

    );



    u.vsub(l, halfDiagonal);

    halfDiagonal.scale(0.5, halfDiagonal);



    var root = this.root || this;



    for (var i = 0; i !== 8; i++) {

        var child = children[i];



        // Set current node as root

        child.root = root;



        // Compute bounds

        var lowerBound = child.aabb.lowerBound;

        lowerBound.x *= halfDiagonal.x;

        lowerBound.y *= halfDiagonal.y;

        lowerBound.z *= halfDiagonal.z;



        lowerBound.vadd(l, lowerBound);



        // Upper bound is always lower bound + halfDiagonal

        lowerBound.vadd(halfDiagonal, child.aabb.upperBound);

    }

};



/**

 * Get all data, potentially within an AABB

 * @method aabbQuery

 * @param  {AABB} aabb

 * @param  {array} result

 * @return {array} The "result" object

 */

OctreeNode.prototype.aabbQuery = function(aabb, result) {



    var nodeData = this.data;



    // abort if the range does not intersect this node

    // if (!this.aabb.overlaps(aabb)){

    //     return result;

    // }



    // Add objects at this level

    // Array.prototype.push.apply(result, nodeData);



    // Add child data

    // @todo unwrap recursion into a queue / loop, that's faster in JS

    var children = this.children;





    // for (var i = 0, N = this.children.length; i !== N; i++) {

    //     children[i].aabbQuery(aabb, result);

    // }



    var queue = [this];

    while (queue.length) {

        var node = queue.pop();

        if (node.aabb.overlaps(aabb)){

            Array.prototype.push.apply(result, node.data);

        }

        Array.prototype.push.apply(queue, node.children);

    }



    return result;

};



var tmpAABB = new AABB();



/**

 * Get all data, potentially intersected by a ray.

 * @method rayQuery

 * @param  {Ray} ray

 * @param  {Transform} treeTransform

 * @param  {array} result

 * @return {array} The "result" object

 */

OctreeNode.prototype.rayQuery = function(ray, treeTransform, result) {



    // Use aabb query for now.

    // @todo implement real ray query which needs less lookups

    ray.getAABB(tmpAABB);

    tmpAABB.toLocalFrame(treeTransform, tmpAABB);

    this.aabbQuery(tmpAABB, result);



    return result;

};



/**

 * @method removeEmptyNodes

 */

OctreeNode.prototype.removeEmptyNodes = function() {

    var queue = [this];

    while (queue.length) {

        var node = queue.pop();

        for (var i = node.children.length - 1; i >= 0; i--) {

            if(!node.children[i].data.length){

                node.children.splice(i, 1);

            }

        }

        Array.prototype.push.apply(queue, node.children);

    }

};



},{"../collision/AABB":3,"../math/Vec3":30}],51:[function(_dereq_,module,exports){

module.exports = Pool;



/**

 * For pooling objects that can be reused.

 * @class Pool

 * @constructor

 */

function Pool(){

    /**

     * The pooled objects

     * @property {Array} objects

     */

    this.objects = [];



    /**

     * Constructor of the objects

     * @property {mixed} type

     */

    this.type = Object;

}



/**

 * Release an object after use

 * @method release

 * @param {Object} obj

 */

Pool.prototype.release = function(){

    var Nargs = arguments.length;

    for(var i=0; i!==Nargs; i++){

        this.objects.push(arguments[i]);

    }

};



/**

 * Get an object

 * @method get

 * @return {mixed}

 */

Pool.prototype.get = function(){

    if(this.objects.length===0){

        return this.constructObject();

    } else {

        return this.objects.pop();

    }

};



/**

 * Construct an object. Should be implmented in each subclass.

 * @method constructObject

 * @return {mixed}

 */

Pool.prototype.constructObject = function(){

    throw new Error("constructObject() not implemented in this Pool subclass yet!");

};



},{}],52:[function(_dereq_,module,exports){

module.exports = TupleDictionary;



/**

 * @class TupleDictionary

 * @constructor

 */

function TupleDictionary() {



    /**

     * The data storage

     * @property data

     * @type {Object}

     */

    this.data = { keys:[] };

}



/**

 * @method get

 * @param  {Number} i

 * @param  {Number} j

 * @return {Number}

 */

TupleDictionary.prototype.get = function(i, j) {

    if (i > j) {

        // swap

        var temp = j;

        j = i;

        i = temp;

    }

    return this.data[i+'-'+j];

};



/**

 * @method set

 * @param  {Number} i

 * @param  {Number} j

 * @param {Number} value

 */

TupleDictionary.prototype.set = function(i, j, value) {

    if (i > j) {

        var temp = j;

        j = i;

        i = temp;

    }

    var key = i+'-'+j;



    // Check if key already exists

    if(!this.get(i,j)){

        this.data.keys.push(key);

    }



    this.data[key] = value;

};



/**

 * @method reset

 */

TupleDictionary.prototype.reset = function() {

    var data = this.data,

        keys = data.keys;

    while(keys.length > 0){

        var key = keys.pop();

        delete data[key];

    }

};



},{}],53:[function(_dereq_,module,exports){

function Utils(){}



module.exports = Utils;



/**

 * Extend an options object with default values.

 * @static

 * @method defaults

 * @param  {object} options The options object. May be falsy: in this case, a new object is created and returned.

 * @param  {object} defaults An object containing default values.

 * @return {object} The modified options object.

 */

Utils.defaults = function(options, defaults){

    options = options || {};



    for(var key in defaults){

        if(!(key in options)){

            options[key] = defaults[key];

        }

    }



    return options;

};



},{}],54:[function(_dereq_,module,exports){

module.exports = Vec3Pool;



var Vec3 = _dereq_('../math/Vec3');

var Pool = _dereq_('./Pool');



/**

 * @class Vec3Pool

 * @constructor

 * @extends Pool

 */

function Vec3Pool(){

    Pool.call(this);

    this.type = Vec3;

}

Vec3Pool.prototype = new Pool();



/**

 * Construct a vector

 * @method constructObject

 * @return {Vec3}

 */

Vec3Pool.prototype.constructObject = function(){

    return new Vec3();

};



},{"../math/Vec3":30,"./Pool":51}],55:[function(_dereq_,module,exports){

module.exports = Narrowphase;



var AABB = _dereq_('../collision/AABB');

var Shape = _dereq_('../shapes/Shape');

var Ray = _dereq_('../collision/Ray');

var Vec3 = _dereq_('../math/Vec3');

var Transform = _dereq_('../math/Transform');

var ConvexPolyhedron = _dereq_('../shapes/ConvexPolyhedron');

var Quaternion = _dereq_('../math/Quaternion');

var Solver = _dereq_('../solver/Solver');

var Vec3Pool = _dereq_('../utils/Vec3Pool');

var ContactEquation = _dereq_('../equations/ContactEquation');

var FrictionEquation = _dereq_('../equations/FrictionEquation');



/**

 * Helper class for the World. Generates ContactEquations.

 * @class Narrowphase

 * @constructor

 * @todo Sphere-ConvexPolyhedron contacts

 * @todo Contact reduction

 * @todo  should move methods to prototype

 */

function Narrowphase(world){



    /**

     * Internal storage of pooled contact points.

     * @property {Array} contactPointPool

     */

    this.contactPointPool = [];



    this.frictionEquationPool = [];



    this.result = [];

    this.frictionResult = [];



    /**

     * Pooled vectors.

     * @property {Vec3Pool} v3pool

     */

    this.v3pool = new Vec3Pool();



    this.world = world;

    this.currentContactMaterial = null;



    /**

     * @property {Boolean} enableFrictionReduction

     */

    this.enableFrictionReduction = false;

}



/**

 * Make a contact object, by using the internal pool or creating a new one.

 * @method createContactEquation

 * @return {ContactEquation}

 */

Narrowphase.prototype.createContactEquation = function(bi, bj, si, sj, rsi, rsj){

    var c;

    if(this.contactPointPool.length){

        c = this.contactPointPool.pop();

        c.bi = bi;

        c.bj = bj;

    } else {

        c = new ContactEquation(bi, bj);

    }



    c.enabled = bi.collisionResponse && bj.collisionResponse && si.collisionResponse && sj.collisionResponse;



    var cm = this.currentContactMaterial;



    c.restitution = cm.restitution;



    c.setSpookParams(

        cm.contactEquationStiffness,

        cm.contactEquationRelaxation,

        this.world.dt

    );



    var matA = si.material || bi.material;

    var matB = sj.material || bj.material;

    if(matA && matB && matA.restitution >= 0 && matB.restitution >= 0){

        c.restitution = matA.restitution * matB.restitution;

    }



    c.si = rsi || si;

    c.sj = rsj || sj;



    return c;

};



Narrowphase.prototype.createFrictionEquationsFromContact = function(contactEquation, outArray){

    var bodyA = contactEquation.bi;

    var bodyB = contactEquation.bj;

    var shapeA = contactEquation.si;

    var shapeB = contactEquation.sj;



    var world = this.world;

    var cm = this.currentContactMaterial;



    // If friction or restitution were specified in the material, use them

    var friction = cm.friction;

    var matA = shapeA.material || bodyA.material;

    var matB = shapeB.material || bodyB.material;

    if(matA && matB && matA.friction >= 0 && matB.friction >= 0){

        friction = matA.friction * matB.friction;

    }



    if(friction > 0){



        // Create 2 tangent equations

        var mug = friction * world.gravity.length();

        var reducedMass = (bodyA.invMass + bodyB.invMass);

        if(reducedMass > 0){

            reducedMass = 1/reducedMass;

        }

        var pool = this.frictionEquationPool;

        var c1 = pool.length ? pool.pop() : new FrictionEquation(bodyA,bodyB,mug*reducedMass);

        var c2 = pool.length ? pool.pop() : new FrictionEquation(bodyA,bodyB,mug*reducedMass);



        c1.bi = c2.bi = bodyA;

        c1.bj = c2.bj = bodyB;

        c1.minForce = c2.minForce = -mug*reducedMass;

        c1.maxForce = c2.maxForce = mug*reducedMass;



        // Copy over the relative vectors

        c1.ri.copy(contactEquation.ri);

        c1.rj.copy(contactEquation.rj);

        c2.ri.copy(contactEquation.ri);

        c2.rj.copy(contactEquation.rj);



        // Construct tangents

        contactEquation.ni.tangents(c1.t, c2.t);



        // Set spook params

        c1.setSpookParams(cm.frictionEquationStiffness, cm.frictionEquationRelaxation, world.dt);

        c2.setSpookParams(cm.frictionEquationStiffness, cm.frictionEquationRelaxation, world.dt);



        c1.enabled = c2.enabled = contactEquation.enabled;



        outArray.push(c1, c2);



        return true;

    }



    return false;

};



var averageNormal = new Vec3();

var averageContactPointA = new Vec3();

var averageContactPointB = new Vec3();



// Take the average N latest contact point on the plane.

Narrowphase.prototype.createFrictionFromAverage = function(numContacts){

    // The last contactEquation

    var c = this.result[this.result.length - 1];



    // Create the result: two "average" friction equations

    if (!this.createFrictionEquationsFromContact(c, this.frictionResult) || numContacts === 1) {

        return;

    }



    var f1 = this.frictionResult[this.frictionResult.length - 2];

    var f2 = this.frictionResult[this.frictionResult.length - 1];



    averageNormal.setZero();

    averageContactPointA.setZero();

    averageContactPointB.setZero();



    var bodyA = c.bi;

    var bodyB = c.bj;

    for(var i=0; i!==numContacts; i++){

        c = this.result[this.result.length - 1 - i];

        if(c.bodyA !== bodyA){

            averageNormal.vadd(c.ni, averageNormal); // vec2.add(eq.t, eq.t, c.normalA);

            averageContactPointA.vadd(c.ri, averageContactPointA); // vec2.add(eq.contactPointA, eq.contactPointA, c.contactPointA);

            averageContactPointB.vadd(c.rj, averageContactPointB);

        } else {

            averageNormal.vsub(c.ni, averageNormal); // vec2.sub(eq.t, eq.t, c.normalA);

            averageContactPointA.vadd(c.rj, averageContactPointA); // vec2.add(eq.contactPointA, eq.contactPointA, c.contactPointA);

            averageContactPointB.vadd(c.ri, averageContactPointB);

        }

    }



    var invNumContacts = 1 / numContacts;

    averageContactPointA.scale(invNumContacts, f1.ri); // vec2.scale(eq.contactPointA, eq.contactPointA, invNumContacts);

    averageContactPointB.scale(invNumContacts, f1.rj); // vec2.scale(eq.contactPointB, eq.contactPointB, invNumContacts);

    f2.ri.copy(f1.ri); // Should be the same

    f2.rj.copy(f1.rj);

    averageNormal.normalize();

    averageNormal.tangents(f1.t, f2.t);

    // return eq;

};





var tmpVec1 = new Vec3();

var tmpVec2 = new Vec3();

var tmpQuat1 = new Quaternion();

var tmpQuat2 = new Quaternion();



/**

 * Generate all contacts between a list of body pairs

 * @method getContacts

 * @param {array} p1 Array of body indices

 * @param {array} p2 Array of body indices

 * @param {World} world

 * @param {array} result Array to store generated contacts

 * @param {array} oldcontacts Optional. Array of reusable contact objects

 */

Narrowphase.prototype.getContacts = function(p1, p2, world, result, oldcontacts, frictionResult, frictionPool){

    // Save old contact objects

    this.contactPointPool = oldcontacts;

    this.frictionEquationPool = frictionPool;

    this.result = result;

    this.frictionResult = frictionResult;



    var qi = tmpQuat1;

    var qj = tmpQuat2;

    var xi = tmpVec1;

    var xj = tmpVec2;



    for(var k=0, N=p1.length; k!==N; k++){



        // Get current collision bodies

        var bi = p1[k],

            bj = p2[k];



        // Get contact material

        var bodyContactMaterial = null;

        if(bi.material && bj.material){

            bodyContactMaterial = world.getContactMaterial(bi.material,bj.material) || null;

        }



        for (var i = 0; i < bi.shapes.length; i++) {

            bi.quaternion.mult(bi.shapeOrientations[i], qi);

            bi.quaternion.vmult(bi.shapeOffsets[i], xi);

            xi.vadd(bi.position, xi);

            var si = bi.shapes[i];



            for (var j = 0; j < bj.shapes.length; j++) {



                // Compute world transform of shapes

                bj.quaternion.mult(bj.shapeOrientations[j], qj);

                bj.quaternion.vmult(bj.shapeOffsets[j], xj);

                xj.vadd(bj.position, xj);

                var sj = bj.shapes[j];



                if(xi.distanceTo(xj) > si.boundingSphereRadius + sj.boundingSphereRadius){

                    continue;

                }



                // Get collision material

                var shapeContactMaterial = null;

                if(si.material && sj.material){

                    shapeContactMaterial = world.getContactMaterial(si.material,sj.material) || null;

                }



                this.currentContactMaterial = shapeContactMaterial || bodyContactMaterial || world.defaultContactMaterial;



                // Get contacts

                var resolver = this[si.type | sj.type];

                if(resolver){

                    if (si.type < sj.type) {

                        resolver.call(this, si, sj, xi, xj, qi, qj, bi, bj, si, sj);

                    } else {

                        resolver.call(this, sj, si, xj, xi, qj, qi, bj, bi, si, sj);

                    }

                }

            }

        }

    }

};



var numWarnings = 0;

var maxWarnings = 10;



function warn(msg){

    if(numWarnings > maxWarnings){

        return;

    }



    numWarnings++;



    console.warn(msg);

}



Narrowphase.prototype[Shape.types.BOX | Shape.types.BOX] =

Narrowphase.prototype.boxBox = function(si,sj,xi,xj,qi,qj,bi,bj){

    si.convexPolyhedronRepresentation.material = si.material;

    sj.convexPolyhedronRepresentation.material = sj.material;

    si.convexPolyhedronRepresentation.collisionResponse = si.collisionResponse;

    sj.convexPolyhedronRepresentation.collisionResponse = sj.collisionResponse;

    this.convexConvex(si.convexPolyhedronRepresentation,sj.convexPolyhedronRepresentation,xi,xj,qi,qj,bi,bj,si,sj);

};



Narrowphase.prototype[Shape.types.BOX | Shape.types.CONVEXPOLYHEDRON] =

Narrowphase.prototype.boxConvex = function(si,sj,xi,xj,qi,qj,bi,bj){

    si.convexPolyhedronRepresentation.material = si.material;

    si.convexPolyhedronRepresentation.collisionResponse = si.collisionResponse;

    this.convexConvex(si.convexPolyhedronRepresentation,sj,xi,xj,qi,qj,bi,bj,si,sj);

};



Narrowphase.prototype[Shape.types.BOX | Shape.types.PARTICLE] =

Narrowphase.prototype.boxParticle = function(si,sj,xi,xj,qi,qj,bi,bj){

    si.convexPolyhedronRepresentation.material = si.material;

    si.convexPolyhedronRepresentation.collisionResponse = si.collisionResponse;

    this.convexParticle(si.convexPolyhedronRepresentation,sj,xi,xj,qi,qj,bi,bj,si,sj);

};



/**

 * @method sphereSphere

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.SPHERE] =

Narrowphase.prototype.sphereSphere = function(si,sj,xi,xj,qi,qj,bi,bj){

    // We will have only one contact in this case

    var r = this.createContactEquation(bi,bj,si,sj);



    // Contact normal

    xj.vsub(xi, r.ni);

    r.ni.normalize();



    // Contact point locations

    r.ri.copy(r.ni);

    r.rj.copy(r.ni);

    r.ri.mult(si.radius, r.ri);

    r.rj.mult(-sj.radius, r.rj);



    r.ri.vadd(xi, r.ri);

    r.ri.vsub(bi.position, r.ri);



    r.rj.vadd(xj, r.rj);

    r.rj.vsub(bj.position, r.rj);



    this.result.push(r);



    this.createFrictionEquationsFromContact(r, this.frictionResult);

};



/**

 * @method planeTrimesh

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

var planeTrimesh_normal = new Vec3();

var planeTrimesh_relpos = new Vec3();

var planeTrimesh_projected = new Vec3();

Narrowphase.prototype[Shape.types.PLANE | Shape.types.TRIMESH] =

Narrowphase.prototype.planeTrimesh = function(

    planeShape,

    trimeshShape,

    planePos,

    trimeshPos,

    planeQuat,

    trimeshQuat,

    planeBody,

    trimeshBody

){

    // Make contacts!

    var v = new Vec3();



    var normal = planeTrimesh_normal;

    normal.set(0,0,1);

    planeQuat.vmult(normal,normal); // Turn normal according to plane



    for(var i=0; i<trimeshShape.vertices.length / 3; i++){



        // Get world vertex from trimesh

        trimeshShape.getVertex(i, v);



        // Safe up

        var v2 = new Vec3();

        v2.copy(v);

        Transform.pointToWorldFrame(trimeshPos, trimeshQuat, v2, v);



        // Check plane side

        var relpos = planeTrimesh_relpos;

        v.vsub(planePos, relpos);

        var dot = normal.dot(relpos);



        if(dot <= 0.0){

            var r = this.createContactEquation(planeBody,trimeshBody,planeShape,trimeshShape);



            r.ni.copy(normal); // Contact normal is the plane normal



            // Get vertex position projected on plane

            var projected = planeTrimesh_projected;

            normal.scale(relpos.dot(normal), projected);

            v.vsub(projected,projected);



            // ri is the projected world position minus plane position

            r.ri.copy(projected);

            r.ri.vsub(planeBody.position, r.ri);



            r.rj.copy(v);

            r.rj.vsub(trimeshBody.position, r.rj);



            // Store result

            this.result.push(r);

            this.createFrictionEquationsFromContact(r, this.frictionResult);

        }

    }

};



/**

 * @method sphereTrimesh

 * @param  {Shape}      sphereShape

 * @param  {Shape}      trimeshShape

 * @param  {Vec3}       spherePos

 * @param  {Vec3}       trimeshPos

 * @param  {Quaternion} sphereQuat

 * @param  {Quaternion} trimeshQuat

 * @param  {Body}       sphereBody

 * @param  {Body}       trimeshBody

 */

var sphereTrimesh_normal = new Vec3();

var sphereTrimesh_relpos = new Vec3();

var sphereTrimesh_projected = new Vec3();

var sphereTrimesh_v = new Vec3();

var sphereTrimesh_v2 = new Vec3();

var sphereTrimesh_edgeVertexA = new Vec3();

var sphereTrimesh_edgeVertexB = new Vec3();

var sphereTrimesh_edgeVector = new Vec3();

var sphereTrimesh_edgeVectorUnit = new Vec3();

var sphereTrimesh_localSpherePos = new Vec3();

var sphereTrimesh_tmp = new Vec3();

var sphereTrimesh_va = new Vec3();

var sphereTrimesh_vb = new Vec3();

var sphereTrimesh_vc = new Vec3();

var sphereTrimesh_localSphereAABB = new AABB();

var sphereTrimesh_triangles = [];

Narrowphase.prototype[Shape.types.SPHERE | Shape.types.TRIMESH] =

Narrowphase.prototype.sphereTrimesh = function (

    sphereShape,

    trimeshShape,

    spherePos,

    trimeshPos,

    sphereQuat,

    trimeshQuat,

    sphereBody,

    trimeshBody

) {



    var edgeVertexA = sphereTrimesh_edgeVertexA;

    var edgeVertexB = sphereTrimesh_edgeVertexB;

    var edgeVector = sphereTrimesh_edgeVector;

    var edgeVectorUnit = sphereTrimesh_edgeVectorUnit;

    var localSpherePos = sphereTrimesh_localSpherePos;

    var tmp = sphereTrimesh_tmp;

    var localSphereAABB = sphereTrimesh_localSphereAABB;

    var v2 = sphereTrimesh_v2;

    var relpos = sphereTrimesh_relpos;

    var triangles = sphereTrimesh_triangles;



    // Convert sphere position to local in the trimesh

    Transform.pointToLocalFrame(trimeshPos, trimeshQuat, spherePos, localSpherePos);



    // Get the aabb of the sphere locally in the trimesh

    var sphereRadius = sphereShape.radius;

    localSphereAABB.lowerBound.set(

        localSpherePos.x - sphereRadius,

        localSpherePos.y - sphereRadius,

        localSpherePos.z - sphereRadius

    );

    localSphereAABB.upperBound.set(

        localSpherePos.x + sphereRadius,

        localSpherePos.y + sphereRadius,

        localSpherePos.z + sphereRadius

    );



    trimeshShape.getTrianglesInAABB(localSphereAABB, triangles);

    //for (var i = 0; i < trimeshShape.indices.length / 3; i++) triangles.push(i); // All



    // Vertices

    var v = sphereTrimesh_v;

    var radiusSquared = sphereShape.radius * sphereShape.radius;

    for(var i=0; i<triangles.length; i++){

        for (var j = 0; j < 3; j++) {



            trimeshShape.getVertex(trimeshShape.indices[triangles[i] * 3 + j], v);



            // Check vertex overlap in sphere

            v.vsub(localSpherePos, relpos);



            if(relpos.norm2() <= radiusSquared){



                // Safe up

                v2.copy(v);

                Transform.pointToWorldFrame(trimeshPos, trimeshQuat, v2, v);



                v.vsub(spherePos, relpos);



                var r = this.createContactEquation(sphereBody,trimeshBody,sphereShape,trimeshShape);

                r.ni.copy(relpos);

                r.ni.normalize();



                // ri is the vector from sphere center to the sphere surface

                r.ri.copy(r.ni);

                r.ri.scale(sphereShape.radius, r.ri);

                r.ri.vadd(spherePos, r.ri);

                r.ri.vsub(sphereBody.position, r.ri);



                r.rj.copy(v);

                r.rj.vsub(trimeshBody.position, r.rj);



                // Store result

                this.result.push(r);

                this.createFrictionEquationsFromContact(r, this.frictionResult);

            }

        }

    }



    // Check all edges

    for(var i=0; i<triangles.length; i++){

        for (var j = 0; j < 3; j++) {



            trimeshShape.getVertex(trimeshShape.indices[triangles[i] * 3 + j], edgeVertexA);

            trimeshShape.getVertex(trimeshShape.indices[triangles[i] * 3 + ((j+1)%3)], edgeVertexB);

            edgeVertexB.vsub(edgeVertexA, edgeVector);



            // Project sphere position to the edge

            localSpherePos.vsub(edgeVertexB, tmp);

            var positionAlongEdgeB = tmp.dot(edgeVector);



            localSpherePos.vsub(edgeVertexA, tmp);

            var positionAlongEdgeA = tmp.dot(edgeVector);



            if(positionAlongEdgeA > 0 && positionAlongEdgeB < 0){



                // Now check the orthogonal distance from edge to sphere center

                localSpherePos.vsub(edgeVertexA, tmp);



                edgeVectorUnit.copy(edgeVector);

                edgeVectorUnit.normalize();

                positionAlongEdgeA = tmp.dot(edgeVectorUnit);



                edgeVectorUnit.scale(positionAlongEdgeA, tmp);

                tmp.vadd(edgeVertexA, tmp);



                // tmp is now the sphere center position projected to the edge, defined locally in the trimesh frame

                var dist = tmp.distanceTo(localSpherePos);

                if(dist < sphereShape.radius){

                    var r = this.createContactEquation(sphereBody, trimeshBody, sphereShape, trimeshShape);



                    tmp.vsub(localSpherePos, r.ni);

                    r.ni.normalize();

                    r.ni.scale(sphereShape.radius, r.ri);



                    Transform.pointToWorldFrame(trimeshPos, trimeshQuat, tmp, tmp);

                    tmp.vsub(trimeshBody.position, r.rj);



                    Transform.vectorToWorldFrame(trimeshQuat, r.ni, r.ni);

                    Transform.vectorToWorldFrame(trimeshQuat, r.ri, r.ri);



                    this.result.push(r);

                    this.createFrictionEquationsFromContact(r, this.frictionResult);

                }

            }

        }

    }



    // Triangle faces

    var va = sphereTrimesh_va;

    var vb = sphereTrimesh_vb;

    var vc = sphereTrimesh_vc;

    var normal = sphereTrimesh_normal;

    for(var i=0, N = triangles.length; i !== N; i++){

        trimeshShape.getTriangleVertices(triangles[i], va, vb, vc);

        trimeshShape.getNormal(triangles[i], normal);

        localSpherePos.vsub(va, tmp);

        var dist = tmp.dot(normal);

        normal.scale(dist, tmp);

        localSpherePos.vsub(tmp, tmp);



        // tmp is now the sphere position projected to the triangle plane

        dist = tmp.distanceTo(localSpherePos);

        if(Ray.pointInTriangle(tmp, va, vb, vc) && dist < sphereShape.radius){

            var r = this.createContactEquation(sphereBody, trimeshBody, sphereShape, trimeshShape);



            tmp.vsub(localSpherePos, r.ni);

            r.ni.normalize();

            r.ni.scale(sphereShape.radius, r.ri);



            Transform.pointToWorldFrame(trimeshPos, trimeshQuat, tmp, tmp);

            tmp.vsub(trimeshBody.position, r.rj);



            Transform.vectorToWorldFrame(trimeshQuat, r.ni, r.ni);

            Transform.vectorToWorldFrame(trimeshQuat, r.ri, r.ri);



            this.result.push(r);

            this.createFrictionEquationsFromContact(r, this.frictionResult);

        }

    }



    triangles.length = 0;

};



var point_on_plane_to_sphere = new Vec3();

var plane_to_sphere_ortho = new Vec3();



/**

 * @method spherePlane

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.SPHERE | Shape.types.PLANE] =

Narrowphase.prototype.spherePlane = function(si,sj,xi,xj,qi,qj,bi,bj){

    // We will have one contact in this case

    var r = this.createContactEquation(bi,bj,si,sj);



    // Contact normal

    r.ni.set(0,0,1);

    qj.vmult(r.ni, r.ni);

    r.ni.negate(r.ni); // body i is the sphere, flip normal

    r.ni.normalize(); // Needed?



    // Vector from sphere center to contact point

    r.ni.mult(si.radius, r.ri);



    // Project down sphere on plane

    xi.vsub(xj, point_on_plane_to_sphere);

    r.ni.mult(r.ni.dot(point_on_plane_to_sphere), plane_to_sphere_ortho);

    point_on_plane_to_sphere.vsub(plane_to_sphere_ortho,r.rj); // The sphere position projected to plane



    if(-point_on_plane_to_sphere.dot(r.ni) <= si.radius){



        // Make it relative to the body

        var ri = r.ri;

        var rj = r.rj;

        ri.vadd(xi, ri);

        ri.vsub(bi.position, ri);

        rj.vadd(xj, rj);

        rj.vsub(bj.position, rj);



        this.result.push(r);

        this.createFrictionEquationsFromContact(r, this.frictionResult);

    }

};



// See http://bulletphysics.com/Bullet/BulletFull/SphereTriangleDetector_8cpp_source.html

var pointInPolygon_edge = new Vec3();

var pointInPolygon_edge_x_normal = new Vec3();

var pointInPolygon_vtp = new Vec3();

function pointInPolygon(verts, normal, p){

    var positiveResult = null;

    var N = verts.length;

    for(var i=0; i!==N; i++){

        var v = verts[i];



        // Get edge to the next vertex

        var edge = pointInPolygon_edge;

        verts[(i+1) % (N)].vsub(v,edge);



        // Get cross product between polygon normal and the edge

        var edge_x_normal = pointInPolygon_edge_x_normal;

        //var edge_x_normal = new Vec3();

        edge.cross(normal,edge_x_normal);



        // Get vector between point and current vertex

        var vertex_to_p = pointInPolygon_vtp;

        p.vsub(v,vertex_to_p);



        // This dot product determines which side of the edge the point is

        var r = edge_x_normal.dot(vertex_to_p);



        // If all such dot products have same sign, we are inside the polygon.

        if(positiveResult===null || (r>0 && positiveResult===true) || (r<=0 && positiveResult===false)){

            if(positiveResult===null){

                positiveResult = r>0;

            }

            continue;

        } else {

            return false; // Encountered some other sign. Exit.

        }

    }



    // If we got here, all dot products were of the same sign.

    return true;

}



var box_to_sphere = new Vec3();

var sphereBox_ns = new Vec3();

var sphereBox_ns1 = new Vec3();

var sphereBox_ns2 = new Vec3();

var sphereBox_sides = [new Vec3(),new Vec3(),new Vec3(),new Vec3(),new Vec3(),new Vec3()];

var sphereBox_sphere_to_corner = new Vec3();

var sphereBox_side_ns = new Vec3();

var sphereBox_side_ns1 = new Vec3();

var sphereBox_side_ns2 = new Vec3();



/**

 * @method sphereBox

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.SPHERE | Shape.types.BOX] =

Narrowphase.prototype.sphereBox = function(si,sj,xi,xj,qi,qj,bi,bj){

    var v3pool = this.v3pool;



    // we refer to the box as body j

    var sides = sphereBox_sides;

    xi.vsub(xj,box_to_sphere);

    sj.getSideNormals(sides,qj);

    var R =     si.radius;

    var penetrating_sides = [];



    // Check side (plane) intersections

    var found = false;



    // Store the resulting side penetration info

    var side_ns = sphereBox_side_ns;

    var side_ns1 = sphereBox_side_ns1;

    var side_ns2 = sphereBox_side_ns2;

    var side_h = null;

    var side_penetrations = 0;

    var side_dot1 = 0;

    var side_dot2 = 0;

    var side_distance = null;

    for(var idx=0,nsides=sides.length; idx!==nsides && found===false; idx++){

        // Get the plane side normal (ns)

        var ns = sphereBox_ns;

        ns.copy(sides[idx]);



        var h = ns.norm();

        ns.normalize();



        // The normal/distance dot product tells which side of the plane we are

        var dot = box_to_sphere.dot(ns);



        if(dot<h+R && dot>0){

            // Intersects plane. Now check the other two dimensions

            var ns1 = sphereBox_ns1;

            var ns2 = sphereBox_ns2;

            ns1.copy(sides[(idx+1)%3]);

            ns2.copy(sides[(idx+2)%3]);

            var h1 = ns1.norm();

            var h2 = ns2.norm();

            ns1.normalize();

            ns2.normalize();

            var dot1 = box_to_sphere.dot(ns1);

            var dot2 = box_to_sphere.dot(ns2);

            if(dot1<h1 && dot1>-h1 && dot2<h2 && dot2>-h2){

                var dist = Math.abs(dot-h-R);

                if(side_distance===null || dist < side_distance){

                    side_distance = dist;

                    side_dot1 = dot1;

                    side_dot2 = dot2;

                    side_h = h;

                    side_ns.copy(ns);

                    side_ns1.copy(ns1);

                    side_ns2.copy(ns2);

                    side_penetrations++;

                }

            }

        }

    }

    if(side_penetrations){

        found = true;

        var r = this.createContactEquation(bi,bj,si,sj);

        side_ns.mult(-R,r.ri); // Sphere r

        r.ni.copy(side_ns);

        r.ni.negate(r.ni); // Normal should be out of sphere

        side_ns.mult(side_h,side_ns);

        side_ns1.mult(side_dot1,side_ns1);

        side_ns.vadd(side_ns1,side_ns);

        side_ns2.mult(side_dot2,side_ns2);

        side_ns.vadd(side_ns2,r.rj);



        // Make relative to bodies

        r.ri.vadd(xi, r.ri);

        r.ri.vsub(bi.position, r.ri);

        r.rj.vadd(xj, r.rj);

        r.rj.vsub(bj.position, r.rj);



        this.result.push(r);

        this.createFrictionEquationsFromContact(r, this.frictionResult);

    }



    // Check corners

    var rj = v3pool.get();

    var sphere_to_corner = sphereBox_sphere_to_corner;

    for(var j=0; j!==2 && !found; j++){

        for(var k=0; k!==2 && !found; k++){

            for(var l=0; l!==2 && !found; l++){

                rj.set(0,0,0);

                if(j){

                    rj.vadd(sides[0],rj);

                } else {

                    rj.vsub(sides[0],rj);

                }

                if(k){

                    rj.vadd(sides[1],rj);

                } else {

                    rj.vsub(sides[1],rj);

                }

                if(l){

                    rj.vadd(sides[2],rj);

                } else {

                    rj.vsub(sides[2],rj);

                }



                // World position of corner

                xj.vadd(rj,sphere_to_corner);

                sphere_to_corner.vsub(xi,sphere_to_corner);



                if(sphere_to_corner.norm2() < R*R){

                    found = true;

                    var r = this.createContactEquation(bi,bj,si,sj);

                    r.ri.copy(sphere_to_corner);

                    r.ri.normalize();

                    r.ni.copy(r.ri);

                    r.ri.mult(R,r.ri);

                    r.rj.copy(rj);



                    // Make relative to bodies

                    r.ri.vadd(xi, r.ri);

                    r.ri.vsub(bi.position, r.ri);

                    r.rj.vadd(xj, r.rj);

                    r.rj.vsub(bj.position, r.rj);



                    this.result.push(r);

                    this.createFrictionEquationsFromContact(r, this.frictionResult);

                }

            }

        }

    }

    v3pool.release(rj);

    rj = null;



    // Check edges

    var edgeTangent = v3pool.get();

    var edgeCenter = v3pool.get();

    var r = v3pool.get(); // r = edge center to sphere center

    var orthogonal = v3pool.get();

    var dist = v3pool.get();

    var Nsides = sides.length;

    for(var j=0; j!==Nsides && !found; j++){

        for(var k=0; k!==Nsides && !found; k++){

            if(j%3 !== k%3){

                // Get edge tangent

                sides[k].cross(sides[j],edgeTangent);

                edgeTangent.normalize();

                sides[j].vadd(sides[k], edgeCenter);

                r.copy(xi);

                r.vsub(edgeCenter,r);

                r.vsub(xj,r);

                var orthonorm = r.dot(edgeTangent); // distance from edge center to sphere center in the tangent direction

                edgeTangent.mult(orthonorm,orthogonal); // Vector from edge center to sphere center in the tangent direction



                // Find the third side orthogonal to this one

                var l = 0;

                while(l===j%3 || l===k%3){

                    l++;

                }



                // vec from edge center to sphere projected to the plane orthogonal to the edge tangent

                dist.copy(xi);

                dist.vsub(orthogonal,dist);

                dist.vsub(edgeCenter,dist);

                dist.vsub(xj,dist);



                // Distances in tangent direction and distance in the plane orthogonal to it

                var tdist = Math.abs(orthonorm);

                var ndist = dist.norm();



                if(tdist < sides[l].norm() && ndist<R){

                    found = true;

                    var res = this.createContactEquation(bi,bj,si,sj);

                    edgeCenter.vadd(orthogonal,res.rj); // box rj

                    res.rj.copy(res.rj);

                    dist.negate(res.ni);

                    res.ni.normalize();



                    res.ri.copy(res.rj);

                    res.ri.vadd(xj,res.ri);

                    res.ri.vsub(xi,res.ri);

                    res.ri.normalize();

                    res.ri.mult(R,res.ri);



                    // Make relative to bodies

                    res.ri.vadd(xi, res.ri);

                    res.ri.vsub(bi.position, res.ri);

                    res.rj.vadd(xj, res.rj);

                    res.rj.vsub(bj.position, res.rj);



                    this.result.push(res);

                    this.createFrictionEquationsFromContact(res, this.frictionResult);

                }

            }

        }

    }

    v3pool.release(edgeTangent,edgeCenter,r,orthogonal,dist);

};



var convex_to_sphere = new Vec3();

var sphereConvex_edge = new Vec3();

var sphereConvex_edgeUnit = new Vec3();

var sphereConvex_sphereToCorner = new Vec3();

var sphereConvex_worldCorner = new Vec3();

var sphereConvex_worldNormal = new Vec3();

var sphereConvex_worldPoint = new Vec3();

var sphereConvex_worldSpherePointClosestToPlane = new Vec3();

var sphereConvex_penetrationVec = new Vec3();

var sphereConvex_sphereToWorldPoint = new Vec3();



/**

 * @method sphereConvex

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.SPHERE | Shape.types.CONVEXPOLYHEDRON] =

Narrowphase.prototype.sphereConvex = function(si,sj,xi,xj,qi,qj,bi,bj){

    var v3pool = this.v3pool;

    xi.vsub(xj,convex_to_sphere);

    var normals = sj.faceNormals;

    var faces = sj.faces;

    var verts = sj.vertices;

    var R =     si.radius;

    var penetrating_sides = [];



    // if(convex_to_sphere.norm2() > si.boundingSphereRadius + sj.boundingSphereRadius){

    //     return;

    // }



    // Check corners

    for(var i=0; i!==verts.length; i++){

        var v = verts[i];



        // World position of corner

        var worldCorner = sphereConvex_worldCorner;

        qj.vmult(v,worldCorner);

        xj.vadd(worldCorner,worldCorner);

        var sphere_to_corner = sphereConvex_sphereToCorner;

        worldCorner.vsub(xi, sphere_to_corner);

        if(sphere_to_corner.norm2() < R * R){

            found = true;

            var r = this.createContactEquation(bi,bj,si,sj);

            r.ri.copy(sphere_to_corner);

            r.ri.normalize();

            r.ni.copy(r.ri);

            r.ri.mult(R,r.ri);

            worldCorner.vsub(xj,r.rj);



            // Should be relative to the body.

            r.ri.vadd(xi, r.ri);

            r.ri.vsub(bi.position, r.ri);



            // Should be relative to the body.

            r.rj.vadd(xj, r.rj);

            r.rj.vsub(bj.position, r.rj);



            this.result.push(r);

            this.createFrictionEquationsFromContact(r, this.frictionResult);

            return;

        }

    }



    // Check side (plane) intersections

    var found = false;

    for(var i=0, nfaces=faces.length; i!==nfaces && found===false; i++){

        var normal = normals[i];

        var face = faces[i];



        // Get world-transformed normal of the face

        var worldNormal = sphereConvex_worldNormal;

        qj.vmult(normal,worldNormal);



        // Get a world vertex from the face

        var worldPoint = sphereConvex_worldPoint;

        qj.vmult(verts[face[0]],worldPoint);

        worldPoint.vadd(xj,worldPoint);



        // Get a point on the sphere, closest to the face normal

        var worldSpherePointClosestToPlane = sphereConvex_worldSpherePointClosestToPlane;

        worldNormal.mult(-R, worldSpherePointClosestToPlane);

        xi.vadd(worldSpherePointClosestToPlane, worldSpherePointClosestToPlane);



        // Vector from a face point to the closest point on the sphere

        var penetrationVec = sphereConvex_penetrationVec;

        worldSpherePointClosestToPlane.vsub(worldPoint,penetrationVec);



        // The penetration. Negative value means overlap.

        var penetration = penetrationVec.dot(worldNormal);



        var worldPointToSphere = sphereConvex_sphereToWorldPoint;

        xi.vsub(worldPoint, worldPointToSphere);



        if(penetration < 0 && worldPointToSphere.dot(worldNormal)>0){

            // Intersects plane. Now check if the sphere is inside the face polygon

            var faceVerts = []; // Face vertices, in world coords

            for(var j=0, Nverts=face.length; j!==Nverts; j++){

                var worldVertex = v3pool.get();

                qj.vmult(verts[face[j]], worldVertex);

                xj.vadd(worldVertex,worldVertex);

                faceVerts.push(worldVertex);

            }



            if(pointInPolygon(faceVerts,worldNormal,xi)){ // Is the sphere center in the face polygon?

                found = true;

                var r = this.createContactEquation(bi,bj,si,sj);



                worldNormal.mult(-R, r.ri); // Contact offset, from sphere center to contact

                worldNormal.negate(r.ni); // Normal pointing out of sphere



                var penetrationVec2 = v3pool.get();

                worldNormal.mult(-penetration, penetrationVec2);

                var penetrationSpherePoint = v3pool.get();

                worldNormal.mult(-R, penetrationSpherePoint);



                //xi.vsub(xj).vadd(penetrationSpherePoint).vadd(penetrationVec2 , r.rj);

                xi.vsub(xj,r.rj);

                r.rj.vadd(penetrationSpherePoint,r.rj);

                r.rj.vadd(penetrationVec2 , r.rj);



                // Should be relative to the body.

                r.rj.vadd(xj, r.rj);

                r.rj.vsub(bj.position, r.rj);



                // Should be relative to the body.

                r.ri.vadd(xi, r.ri);

                r.ri.vsub(bi.position, r.ri);



                v3pool.release(penetrationVec2);

                v3pool.release(penetrationSpherePoint);



                this.result.push(r);

                this.createFrictionEquationsFromContact(r, this.frictionResult);



                // Release world vertices

                for(var j=0, Nfaceverts=faceVerts.length; j!==Nfaceverts; j++){

                    v3pool.release(faceVerts[j]);

                }



                return; // We only expect *one* face contact

            } else {

                // Edge?

                for(var j=0; j!==face.length; j++){



                    // Get two world transformed vertices

                    var v1 = v3pool.get();

                    var v2 = v3pool.get();

                    qj.vmult(verts[face[(j+1)%face.length]], v1);

                    qj.vmult(verts[face[(j+2)%face.length]], v2);

                    xj.vadd(v1, v1);

                    xj.vadd(v2, v2);



                    // Construct edge vector

                    var edge = sphereConvex_edge;

                    v2.vsub(v1,edge);



                    // Construct the same vector, but normalized

                    var edgeUnit = sphereConvex_edgeUnit;

                    edge.unit(edgeUnit);



                    // p is xi projected onto the edge

                    var p = v3pool.get();

                    var v1_to_xi = v3pool.get();

                    xi.vsub(v1, v1_to_xi);

                    var dot = v1_to_xi.dot(edgeUnit);

                    edgeUnit.mult(dot, p);

                    p.vadd(v1, p);



                    // Compute a vector from p to the center of the sphere

                    var xi_to_p = v3pool.get();

                    p.vsub(xi, xi_to_p);



                    // Collision if the edge-sphere distance is less than the radius

                    // AND if p is in between v1 and v2

                    if(dot > 0 && dot*dot<edge.norm2() && xi_to_p.norm2() < R*R){ // Collision if the edge-sphere distance is less than the radius

                        // Edge contact!

                        var r = this.createContactEquation(bi,bj,si,sj);

                        p.vsub(xj,r.rj);



                        p.vsub(xi,r.ni);

                        r.ni.normalize();



                        r.ni.mult(R,r.ri);



                        // Should be relative to the body.

                        r.rj.vadd(xj, r.rj);

                        r.rj.vsub(bj.position, r.rj);



                        // Should be relative to the body.

                        r.ri.vadd(xi, r.ri);

                        r.ri.vsub(bi.position, r.ri);



                        this.result.push(r);

                        this.createFrictionEquationsFromContact(r, this.frictionResult);



                        // Release world vertices

                        for(var j=0, Nfaceverts=faceVerts.length; j!==Nfaceverts; j++){

                            v3pool.release(faceVerts[j]);

                        }



                        v3pool.release(v1);

                        v3pool.release(v2);

                        v3pool.release(p);

                        v3pool.release(xi_to_p);

                        v3pool.release(v1_to_xi);



                        return;

                    }



                    v3pool.release(v1);

                    v3pool.release(v2);

                    v3pool.release(p);

                    v3pool.release(xi_to_p);

                    v3pool.release(v1_to_xi);

                }

            }



            // Release world vertices

            for(var j=0, Nfaceverts=faceVerts.length; j!==Nfaceverts; j++){

                v3pool.release(faceVerts[j]);

            }

        }

    }

};



var planeBox_normal = new Vec3();

var plane_to_corner = new Vec3();



/**

 * @method planeBox

 * @param  {Array}      result

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.PLANE | Shape.types.BOX] =

Narrowphase.prototype.planeBox = function(si,sj,xi,xj,qi,qj,bi,bj){

    sj.convexPolyhedronRepresentation.material = sj.material;

    sj.convexPolyhedronRepresentation.collisionResponse = sj.collisionResponse;

    this.planeConvex(si,sj.convexPolyhedronRepresentation,xi,xj,qi,qj,bi,bj);

};



var planeConvex_v = new Vec3();

var planeConvex_normal = new Vec3();

var planeConvex_relpos = new Vec3();

var planeConvex_projected = new Vec3();



/**

 * @method planeConvex

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.PLANE | Shape.types.CONVEXPOLYHEDRON] =

Narrowphase.prototype.planeConvex = function(

    planeShape,

    convexShape,

    planePosition,

    convexPosition,

    planeQuat,

    convexQuat,

    planeBody,

    convexBody

){

    // Simply return the points behind the plane.

    var worldVertex = planeConvex_v,

        worldNormal = planeConvex_normal;

    worldNormal.set(0,0,1);

    planeQuat.vmult(worldNormal,worldNormal); // Turn normal according to plane orientation



    var numContacts = 0;

    var relpos = planeConvex_relpos;

    for(var i = 0; i !== convexShape.vertices.length; i++){



        // Get world convex vertex

        worldVertex.copy(convexShape.vertices[i]);

        convexQuat.vmult(worldVertex, worldVertex);

        convexPosition.vadd(worldVertex, worldVertex);

        worldVertex.vsub(planePosition, relpos);



        var dot = worldNormal.dot(relpos);

        if(dot <= 0.0){



            var r = this.createContactEquation(planeBody, convexBody, planeShape, convexShape);



            // Get vertex position projected on plane

            var projected = planeConvex_projected;

            worldNormal.mult(worldNormal.dot(relpos),projected);

            worldVertex.vsub(projected, projected);

            projected.vsub(planePosition, r.ri); // From plane to vertex projected on plane



            r.ni.copy(worldNormal); // Contact normal is the plane normal out from plane



            // rj is now just the vector from the convex center to the vertex

            worldVertex.vsub(convexPosition, r.rj);



            // Make it relative to the body

            r.ri.vadd(planePosition, r.ri);

            r.ri.vsub(planeBody.position, r.ri);

            r.rj.vadd(convexPosition, r.rj);

            r.rj.vsub(convexBody.position, r.rj);



            this.result.push(r);

            numContacts++;

            if(!this.enableFrictionReduction){

                this.createFrictionEquationsFromContact(r, this.frictionResult);

            }

        }

    }



    if(this.enableFrictionReduction && numContacts){

        this.createFrictionFromAverage(numContacts);

    }

};



var convexConvex_sepAxis = new Vec3();

var convexConvex_q = new Vec3();



/**

 * @method convexConvex

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.CONVEXPOLYHEDRON] =

Narrowphase.prototype.convexConvex = function(si,sj,xi,xj,qi,qj,bi,bj,rsi,rsj,faceListA,faceListB){

    var sepAxis = convexConvex_sepAxis;



    if(xi.distanceTo(xj) > si.boundingSphereRadius + sj.boundingSphereRadius){

        return;

    }



    if(si.findSeparatingAxis(sj,xi,qi,xj,qj,sepAxis,faceListA,faceListB)){

        var res = [];

        var q = convexConvex_q;

        si.clipAgainstHull(xi,qi,sj,xj,qj,sepAxis,-100,100,res);

        var numContacts = 0;

        for(var j = 0; j !== res.length; j++){

            var r = this.createContactEquation(bi,bj,si,sj,rsi,rsj),

                ri = r.ri,

                rj = r.rj;

            sepAxis.negate(r.ni);

            res[j].normal.negate(q);

            q.mult(res[j].depth, q);

            res[j].point.vadd(q, ri);

            rj.copy(res[j].point);



            // Contact points are in world coordinates. Transform back to relative

            ri.vsub(xi,ri);

            rj.vsub(xj,rj);



            // Make relative to bodies

            ri.vadd(xi, ri);

            ri.vsub(bi.position, ri);

            rj.vadd(xj, rj);

            rj.vsub(bj.position, rj);



            this.result.push(r);

            numContacts++;

            if(!this.enableFrictionReduction){

                this.createFrictionEquationsFromContact(r, this.frictionResult);

            }

        }

        if(this.enableFrictionReduction && numContacts){

            this.createFrictionFromAverage(numContacts);

        }

    }

};





/**

 * @method convexTrimesh

 * @param  {Array}      result

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

// Narrowphase.prototype[Shape.types.CONVEXPOLYHEDRON | Shape.types.TRIMESH] =

// Narrowphase.prototype.convexTrimesh = function(si,sj,xi,xj,qi,qj,bi,bj,rsi,rsj,faceListA,faceListB){

//     var sepAxis = convexConvex_sepAxis;



//     if(xi.distanceTo(xj) > si.boundingSphereRadius + sj.boundingSphereRadius){

//         return;

//     }



//     // Construct a temp hull for each triangle

//     var hullB = new ConvexPolyhedron();



//     hullB.faces = [[0,1,2]];

//     var va = new Vec3();

//     var vb = new Vec3();

//     var vc = new Vec3();

//     hullB.vertices = [

//         va,

//         vb,

//         vc

//     ];



//     for (var i = 0; i < sj.indices.length / 3; i++) {



//         var triangleNormal = new Vec3();

//         sj.getNormal(i, triangleNormal);

//         hullB.faceNormals = [triangleNormal];



//         sj.getTriangleVertices(i, va, vb, vc);



//         var d = si.testSepAxis(triangleNormal, hullB, xi, qi, xj, qj);

//         if(!d){

//             triangleNormal.scale(-1, triangleNormal);

//             d = si.testSepAxis(triangleNormal, hullB, xi, qi, xj, qj);



//             if(!d){

//                 continue;

//             }

//         }



//         var res = [];

//         var q = convexConvex_q;

//         si.clipAgainstHull(xi,qi,hullB,xj,qj,triangleNormal,-100,100,res);

//         for(var j = 0; j !== res.length; j++){

//             var r = this.createContactEquation(bi,bj,si,sj,rsi,rsj),

//                 ri = r.ri,

//                 rj = r.rj;

//             r.ni.copy(triangleNormal);

//             r.ni.negate(r.ni);

//             res[j].normal.negate(q);

//             q.mult(res[j].depth, q);

//             res[j].point.vadd(q, ri);

//             rj.copy(res[j].point);



//             // Contact points are in world coordinates. Transform back to relative

//             ri.vsub(xi,ri);

//             rj.vsub(xj,rj);



//             // Make relative to bodies

//             ri.vadd(xi, ri);

//             ri.vsub(bi.position, ri);

//             rj.vadd(xj, rj);

//             rj.vsub(bj.position, rj);



//             result.push(r);

//         }

//     }

// };



var particlePlane_normal = new Vec3();

var particlePlane_relpos = new Vec3();

var particlePlane_projected = new Vec3();



/**

 * @method particlePlane

 * @param  {Array}      result

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.PLANE | Shape.types.PARTICLE] =

Narrowphase.prototype.planeParticle = function(sj,si,xj,xi,qj,qi,bj,bi){

    var normal = particlePlane_normal;

    normal.set(0,0,1);

    bj.quaternion.vmult(normal,normal); // Turn normal according to plane orientation

    var relpos = particlePlane_relpos;

    xi.vsub(bj.position,relpos);

    var dot = normal.dot(relpos);

    if(dot <= 0.0){

        var r = this.createContactEquation(bi,bj,si,sj);

        r.ni.copy(normal); // Contact normal is the plane normal

        r.ni.negate(r.ni);

        r.ri.set(0,0,0); // Center of particle



        // Get particle position projected on plane

        var projected = particlePlane_projected;

        normal.mult(normal.dot(xi),projected);

        xi.vsub(projected,projected);

        //projected.vadd(bj.position,projected);



        // rj is now the projected world position minus plane position

        r.rj.copy(projected);

        this.result.push(r);

        this.createFrictionEquationsFromContact(r, this.frictionResult);

    }

};



var particleSphere_normal = new Vec3();



/**

 * @method particleSphere

 * @param  {Array}      result

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.PARTICLE | Shape.types.SPHERE] =

Narrowphase.prototype.sphereParticle = function(sj,si,xj,xi,qj,qi,bj,bi){

    // The normal is the unit vector from sphere center to particle center

    var normal = particleSphere_normal;

    normal.set(0,0,1);

    xi.vsub(xj,normal);

    var lengthSquared = normal.norm2();



    if(lengthSquared <= sj.radius * sj.radius){

        var r = this.createContactEquation(bi,bj,si,sj);

        normal.normalize();

        r.rj.copy(normal);

        r.rj.mult(sj.radius,r.rj);

        r.ni.copy(normal); // Contact normal

        r.ni.negate(r.ni);

        r.ri.set(0,0,0); // Center of particle

        this.result.push(r);

        this.createFrictionEquationsFromContact(r, this.frictionResult);

    }

};



// WIP

var cqj = new Quaternion();

var convexParticle_local = new Vec3();

var convexParticle_normal = new Vec3();

var convexParticle_penetratedFaceNormal = new Vec3();

var convexParticle_vertexToParticle = new Vec3();

var convexParticle_worldPenetrationVec = new Vec3();



/**

 * @method convexParticle

 * @param  {Array}      result

 * @param  {Shape}      si

 * @param  {Shape}      sj

 * @param  {Vec3}       xi

 * @param  {Vec3}       xj

 * @param  {Quaternion} qi

 * @param  {Quaternion} qj

 * @param  {Body}       bi

 * @param  {Body}       bj

 */

Narrowphase.prototype[Shape.types.PARTICLE | Shape.types.CONVEXPOLYHEDRON] =

Narrowphase.prototype.convexParticle = function(sj,si,xj,xi,qj,qi,bj,bi){

    var penetratedFaceIndex = -1;

    var penetratedFaceNormal = convexParticle_penetratedFaceNormal;

    var worldPenetrationVec = convexParticle_worldPenetrationVec;

    var minPenetration = null;

    var numDetectedFaces = 0;



    // Convert particle position xi to local coords in the convex

    var local = convexParticle_local;

    local.copy(xi);

    local.vsub(xj,local); // Convert position to relative the convex origin

    qj.conjugate(cqj);

    cqj.vmult(local,local);



    if(sj.pointIsInside(local)){



        if(sj.worldVerticesNeedsUpdate){

            sj.computeWorldVertices(xj,qj);

        }

        if(sj.worldFaceNormalsNeedsUpdate){

            sj.computeWorldFaceNormals(qj);

        }



        // For each world polygon in the polyhedra

        for(var i=0,nfaces=sj.faces.length; i!==nfaces; i++){



            // Construct world face vertices

            var verts = [ sj.worldVertices[ sj.faces[i][0] ] ];

            var normal = sj.worldFaceNormals[i];



            // Check how much the particle penetrates the polygon plane.

            xi.vsub(verts[0],convexParticle_vertexToParticle);

            var penetration = -normal.dot(convexParticle_vertexToParticle);

            if(minPenetration===null || Math.abs(penetration)<Math.abs(minPenetration)){

                minPenetration = penetration;

                penetratedFaceIndex = i;

                penetratedFaceNormal.copy(normal);

                numDetectedFaces++;

            }

        }



        if(penetratedFaceIndex!==-1){

            // Setup contact

            var r = this.createContactEquation(bi,bj,si,sj);

            penetratedFaceNormal.mult(minPenetration, worldPenetrationVec);



            // rj is the particle position projected to the face

            worldPenetrationVec.vadd(xi,worldPenetrationVec);

            worldPenetrationVec.vsub(xj,worldPenetrationVec);

            r.rj.copy(worldPenetrationVec);

            //var projectedToFace = xi.vsub(xj).vadd(worldPenetrationVec);

            //projectedToFace.copy(r.rj);



            //qj.vmult(r.rj,r.rj);

            penetratedFaceNormal.negate( r.ni ); // Contact normal

            r.ri.set(0,0,0); // Center of particle



            var ri = r.ri,

                rj = r.rj;



            // Make relative to bodies

            ri.vadd(xi, ri);

            ri.vsub(bi.position, ri);

            rj.vadd(xj, rj);

            rj.vsub(bj.position, rj);



            this.result.push(r);

            this.createFrictionEquationsFromContact(r, this.frictionResult);

        } else {

            console.warn("Point found inside convex, but did not find penetrating face!");

        }

    }

};



Narrowphase.prototype[Shape.types.BOX | Shape.types.HEIGHTFIELD] =

Narrowphase.prototype.boxHeightfield = function (si,sj,xi,xj,qi,qj,bi,bj){

    si.convexPolyhedronRepresentation.material = si.material;

    si.convexPolyhedronRepresentation.collisionResponse = si.collisionResponse;

    this.convexHeightfield(si.convexPolyhedronRepresentation,sj,xi,xj,qi,qj,bi,bj);

};



var convexHeightfield_tmp1 = new Vec3();

var convexHeightfield_tmp2 = new Vec3();

var convexHeightfield_faceList = [0];



/**

 * @method convexHeightfield

 */

Narrowphase.prototype[Shape.types.CONVEXPOLYHEDRON | Shape.types.HEIGHTFIELD] =

Narrowphase.prototype.convexHeightfield = function (

    convexShape,

    hfShape,

    convexPos,

    hfPos,

    convexQuat,

    hfQuat,

    convexBody,

    hfBody

){

    var data = hfShape.data,

        w = hfShape.elementSize,

        radius = convexShape.boundingSphereRadius,

        worldPillarOffset = convexHeightfield_tmp2,

        faceList = convexHeightfield_faceList;



    // Get sphere position to heightfield local!

    var localConvexPos = convexHeightfield_tmp1;

    Transform.pointToLocalFrame(hfPos, hfQuat, convexPos, localConvexPos);



    // Get the index of the data points to test against

    var iMinX = Math.floor((localConvexPos.x - radius) / w) - 1,

        iMaxX = Math.ceil((localConvexPos.x + radius) / w) + 1,

        iMinY = Math.floor((localConvexPos.y - radius) / w) - 1,

        iMaxY = Math.ceil((localConvexPos.y + radius) / w) + 1;



    // Bail out if we are out of the terrain

    if(iMaxX < 0 || iMaxY < 0 || iMinX > data.length || iMinY > data[0].length){

        return;

    }



    // Clamp index to edges

    if(iMinX < 0){ iMinX = 0; }

    if(iMaxX < 0){ iMaxX = 0; }

    if(iMinY < 0){ iMinY = 0; }

    if(iMaxY < 0){ iMaxY = 0; }

    if(iMinX >= data.length){ iMinX = data.length - 1; }

    if(iMaxX >= data.length){ iMaxX = data.length - 1; }

    if(iMaxY >= data[0].length){ iMaxY = data[0].length - 1; }

    if(iMinY >= data[0].length){ iMinY = data[0].length - 1; }



    var minMax = [];

    hfShape.getRectMinMax(iMinX, iMinY, iMaxX, iMaxY, minMax);

    var min = minMax[0];

    var max = minMax[1];



    // Bail out if we're cant touch the bounding height box

    if(localConvexPos.z - radius > max || localConvexPos.z + radius < min){

        return;

    }



    for(var i = iMinX; i < iMaxX; i++){

        for(var j = iMinY; j < iMaxY; j++){



            // Lower triangle

            hfShape.getConvexTrianglePillar(i, j, false);

            Transform.pointToWorldFrame(hfPos, hfQuat, hfShape.pillarOffset, worldPillarOffset);

            if (convexPos.distanceTo(worldPillarOffset) < hfShape.pillarConvex.boundingSphereRadius + convexShape.boundingSphereRadius) {

                this.convexConvex(convexShape, hfShape.pillarConvex, convexPos, worldPillarOffset, convexQuat, hfQuat, convexBody, hfBody, null, null, faceList, null);

            }



            // Upper triangle

            hfShape.getConvexTrianglePillar(i, j, true);

            Transform.pointToWorldFrame(hfPos, hfQuat, hfShape.pillarOffset, worldPillarOffset);

            if (convexPos.distanceTo(worldPillarOffset) < hfShape.pillarConvex.boundingSphereRadius + convexShape.boundingSphereRadius) {

                this.convexConvex(convexShape, hfShape.pillarConvex, convexPos, worldPillarOffset, convexQuat, hfQuat, convexBody, hfBody, null, null, faceList, null);

            }

        }

    }

};



var sphereHeightfield_tmp1 = new Vec3();

var sphereHeightfield_tmp2 = new Vec3();



/**

 * @method sphereHeightfield

 */

Narrowphase.prototype[Shape.types.SPHERE | Shape.types.HEIGHTFIELD] =

Narrowphase.prototype.sphereHeightfield = function (

    sphereShape,

    hfShape,

    spherePos,

    hfPos,

    sphereQuat,

    hfQuat,

    sphereBody,

    hfBody

){

    var data = hfShape.data,

        radius = sphereShape.radius,

        w = hfShape.elementSize,

        worldPillarOffset = sphereHeightfield_tmp2;



    // Get sphere position to heightfield local!

    var localSpherePos = sphereHeightfield_tmp1;

    Transform.pointToLocalFrame(hfPos, hfQuat, spherePos, localSpherePos);



    // Get the index of the data points to test against

    var iMinX = Math.floor((localSpherePos.x - radius) / w) - 1,

        iMaxX = Math.ceil((localSpherePos.x + radius) / w) + 1,

        iMinY = Math.floor((localSpherePos.y - radius) / w) - 1,

        iMaxY = Math.ceil((localSpherePos.y + radius) / w) + 1;



    // Bail out if we are out of the terrain

    if(iMaxX < 0 || iMaxY < 0 || iMinX > data.length || iMaxY > data[0].length){

        return;

    }



    // Clamp index to edges

    if(iMinX < 0){ iMinX = 0; }

    if(iMaxX < 0){ iMaxX = 0; }

    if(iMinY < 0){ iMinY = 0; }

    if(iMaxY < 0){ iMaxY = 0; }

    if(iMinX >= data.length){ iMinX = data.length - 1; }

    if(iMaxX >= data.length){ iMaxX = data.length - 1; }

    if(iMaxY >= data[0].length){ iMaxY = data[0].length - 1; }

    if(iMinY >= data[0].length){ iMinY = data[0].length - 1; }



    var minMax = [];

    hfShape.getRectMinMax(iMinX, iMinY, iMaxX, iMaxY, minMax);

    var min = minMax[0];

    var max = minMax[1];



    // Bail out if we're cant touch the bounding height box

    if(localSpherePos.z - radius > max || localSpherePos.z + radius < min){

        return;

    }



    var result = this.result;

    for(var i = iMinX; i < iMaxX; i++){

        for(var j = iMinY; j < iMaxY; j++){



            var numContactsBefore = result.length;



            // Lower triangle

            hfShape.getConvexTrianglePillar(i, j, false);

            Transform.pointToWorldFrame(hfPos, hfQuat, hfShape.pillarOffset, worldPillarOffset);

            if (spherePos.distanceTo(worldPillarOffset) < hfShape.pillarConvex.boundingSphereRadius + sphereShape.boundingSphereRadius) {

                this.sphereConvex(sphereShape, hfShape.pillarConvex, spherePos, worldPillarOffset, sphereQuat, hfQuat, sphereBody, hfBody);

            }



            // Upper triangle

            hfShape.getConvexTrianglePillar(i, j, true);

            Transform.pointToWorldFrame(hfPos, hfQuat, hfShape.pillarOffset, worldPillarOffset);

            if (spherePos.distanceTo(worldPillarOffset) < hfShape.pillarConvex.boundingSphereRadius + sphereShape.boundingSphereRadius) {

                this.sphereConvex(sphereShape, hfShape.pillarConvex, spherePos, worldPillarOffset, sphereQuat, hfQuat, sphereBody, hfBody);

            }



            var numContacts = result.length - numContactsBefore;



            if(numContacts > 2){

                return;

            }

            /*

            // Skip all but 1

            for (var k = 0; k < numContacts - 1; k++) {

                result.pop();

            }

            */

        }

    }

};



},{"../collision/AABB":3,"../collision/Ray":9,"../equations/ContactEquation":19,"../equations/FrictionEquation":21,"../math/Quaternion":28,"../math/Transform":29,"../math/Vec3":30,"../shapes/ConvexPolyhedron":38,"../shapes/Shape":43,"../solver/Solver":47,"../utils/Vec3Pool":54}],56:[function(_dereq_,module,exports){

/* global performance */



module.exports = World;



var Shape = _dereq_('../shapes/Shape');

var Vec3 = _dereq_('../math/Vec3');

var Quaternion = _dereq_('../math/Quaternion');

var GSSolver = _dereq_('../solver/GSSolver');

var Vec3Pool = _dereq_('../utils/Vec3Pool');

var ContactEquation = _dereq_('../equations/ContactEquation');

var FrictionEquation = _dereq_('../equations/FrictionEquation');

var Narrowphase = _dereq_('./Narrowphase');

var EventTarget = _dereq_('../utils/EventTarget');

var ArrayCollisionMatrix = _dereq_('../collision/ArrayCollisionMatrix');

var Material = _dereq_('../material/Material');

var ContactMaterial = _dereq_('../material/ContactMaterial');

var Body = _dereq_('../objects/Body');

var TupleDictionary = _dereq_('../utils/TupleDictionary');

var RaycastResult = _dereq_('../collision/RaycastResult');

var AABB = _dereq_('../collision/AABB');

var Ray = _dereq_('../collision/Ray');

var NaiveBroadphase = _dereq_('../collision/NaiveBroadphase');



/**

 * The physics world

 * @class World

 * @constructor

 * @extends EventTarget

 */

function World(){

    EventTarget.apply(this);



    /**

     * Currently / last used timestep. Is set to -1 if not available. This value is updated before each internal step, which means that it is "fresh" inside event callbacks.

     * @property {Number} dt

     */

    this.dt = -1;



    /**

     * Makes bodies go to sleep when they've been inactive

     * @property allowSleep

     * @type {Boolean}

     */

    this.allowSleep = false;



    /**

     * All the current contacts (instances of ContactEquation) in the world.

     * @property contacts

     * @type {Array}

     */

    this.contacts = [];

    this.frictionEquations = [];



    /**

     * How often to normalize quaternions. Set to 0 for every step, 1 for every second etc.. A larger value increases performance. If bodies tend to explode, set to a smaller value (zero to be sure nothing can go wrong).

     * @property quatNormalizeSkip

     * @type {Number}

     */

    this.quatNormalizeSkip = 0;



    /**

     * Set to true to use fast quaternion normalization. It is often enough accurate to use. If bodies tend to explode, set to false.

     * @property quatNormalizeFast

     * @type {Boolean}

     * @see Quaternion.normalizeFast

     * @see Quaternion.normalize

     */

    this.quatNormalizeFast = false;



    /**

     * The wall-clock time since simulation start

     * @property time

     * @type {Number}

     */

    this.time = 0.0;



    /**

     * Number of timesteps taken since start

     * @property stepnumber

     * @type {Number}

     */

    this.stepnumber = 0;



    /// Default and last timestep sizes

    this.default_dt = 1/60;



    this.nextId = 0;

    /**

     * @property gravity

     * @type {Vec3}

     */

    this.gravity = new Vec3();



    /**

     * @property broadphase

     * @type {Broadphase}

     */

    this.broadphase = new NaiveBroadphase();



    /**

     * @property bodies

     * @type {Array}

     */

    this.bodies = [];



    /**

     * @property solver

     * @type {Solver}

     */

    this.solver = new GSSolver();



    /**

     * @property constraints

     * @type {Array}

     */

    this.constraints = [];



    /**

     * @property narrowphase

     * @type {Narrowphase}

     */

    this.narrowphase = new Narrowphase(this);



    /**

     * @property {ArrayCollisionMatrix} collisionMatrix

	 * @type {ArrayCollisionMatrix}

	 */

	this.collisionMatrix = new ArrayCollisionMatrix();



    /**

     * CollisionMatrix from the previous step.

     * @property {ArrayCollisionMatrix} collisionMatrixPrevious

	 * @type {ArrayCollisionMatrix}

	 */

	this.collisionMatrixPrevious = new ArrayCollisionMatrix();



    /**

     * All added materials

     * @property materials

     * @type {Array}

     */

    this.materials = [];



    /**

     * @property contactmaterials

     * @type {Array}

     */

    this.contactmaterials = [];



    /**

     * Used to look up a ContactMaterial given two instances of Material.

     * @property {TupleDictionary} contactMaterialTable

     */

    this.contactMaterialTable = new TupleDictionary();



    this.defaultMaterial = new Material("default");



    /**

     * This contact material is used if no suitable contactmaterial is found for a contact.

     * @property defaultContactMaterial

     * @type {ContactMaterial}

     */

    this.defaultContactMaterial = new ContactMaterial(this.defaultMaterial, this.defaultMaterial, { friction: 0.3, restitution: 0.0 });



    /**

     * @property doProfiling

     * @type {Boolean}

     */

    this.doProfiling = false;



    /**

     * @property profile

     * @type {Object}

     */

    this.profile = {

        solve:0,

        makeContactConstraints:0,

        broadphase:0,

        integrate:0,

        narrowphase:0,

    };



    /**

     * @property subsystems

     * @type {Array}

     */

    this.subsystems = [];



    this.addBodyEvent = {

        type:"addBody",

        body : null,

    };



    this.removeBodyEvent = {

        type:"removeBody",

        body : null,

    };

}

World.prototype = new EventTarget();



// Temp stuff

var tmpAABB1 = new AABB();

var tmpArray1 = [];

var tmpRay = new Ray();



/**

 * Get the contact material between materials m1 and m2

 * @method getContactMaterial

 * @param {Material} m1

 * @param {Material} m2

 * @return {ContactMaterial} The contact material if it was found.

 */

World.prototype.getContactMaterial = function(m1,m2){

    return this.contactMaterialTable.get(m1.id,m2.id); //this.contactmaterials[this.mats2cmat[i+j*this.materials.length]];

};



/**

 * Get number of objects in the world.

 * @method numObjects

 * @return {Number}

 * @deprecated

 */

World.prototype.numObjects = function(){

    return this.bodies.length;

};



/**

 * Store old collision state info

 * @method collisionMatrixTick

 */

World.prototype.collisionMatrixTick = function(){

	var temp = this.collisionMatrixPrevious;

	this.collisionMatrixPrevious = this.collisionMatrix;

	this.collisionMatrix = temp;

	this.collisionMatrix.reset();

};



/**

 * Add a rigid body to the simulation.

 * @method add

 * @param {Body} body

 * @todo If the simulation has not yet started, why recrete and copy arrays for each body? Accumulate in dynamic arrays in this case.

 * @todo Adding an array of bodies should be possible. This would save some loops too

 * @deprecated Use .addBody instead

 */

World.prototype.add = World.prototype.addBody = function(body){

    if(this.bodies.indexOf(body) !== -1){

        return;

    }

    body.index = this.bodies.length;

    this.bodies.push(body);

    body.world = this;

    body.initPosition.copy(body.position);

    body.initVelocity.copy(body.velocity);

    body.timeLastSleepy = this.time;

    if(body instanceof Body){

        body.initAngularVelocity.copy(body.angularVelocity);

        body.initQuaternion.copy(body.quaternion);

    }

	this.collisionMatrix.setNumObjects(this.bodies.length);

    this.addBodyEvent.body = body;

    this.dispatchEvent(this.addBodyEvent);

};



/**

 * Add a constraint to the simulation.

 * @method addConstraint

 * @param {Constraint} c

 */

World.prototype.addConstraint = function(c){

    this.constraints.push(c);

};



/**

 * Removes a constraint

 * @method removeConstraint

 * @param {Constraint} c

 */

World.prototype.removeConstraint = function(c){

    var idx = this.constraints.indexOf(c);

    if(idx!==-1){

        this.constraints.splice(idx,1);

    }

};



/**

 * Raycast test

 * @method rayTest

 * @param {Vec3} from

 * @param {Vec3} to

 * @param {Function|RaycastResult} result

 * @deprecated Use .raycastAll, .raycastClosest or .raycastAny instead.

 */

World.prototype.rayTest = function(from, to, result){

    if(result instanceof RaycastResult){

        // Do raycastclosest

        this.raycastClosest(from, to, {

            skipBackfaces: true

        }, result);

    } else {

        // Do raycastAll

        this.raycastAll(from, to, {

            skipBackfaces: true

        }, result);

    }

};



/**

 * Ray cast against all bodies. The provided callback will be executed for each hit with a RaycastResult as single argument.

 * @method raycastAll

 * @param  {Vec3} from

 * @param  {Vec3} to

 * @param  {Object} options

 * @param  {number} [options.collisionFilterMask=-1]

 * @param  {number} [options.collisionFilterGroup=-1]

 * @param  {boolean} [options.skipBackfaces=false]

 * @param  {boolean} [options.checkCollisionResponse=true]

 * @param  {Function} callback

 * @return {boolean} True if any body was hit.

 */

World.prototype.raycastAll = function(from, to, options, callback){

    options.mode = Ray.ALL;

    options.from = from;

    options.to = to;

    options.callback = callback;

    return tmpRay.intersectWorld(this, options);

};



/**

 * Ray cast, and stop at the first result. Note that the order is random - but the method is fast.

 * @method raycastAny

 * @param  {Vec3} from

 * @param  {Vec3} to

 * @param  {Object} options

 * @param  {number} [options.collisionFilterMask=-1]

 * @param  {number} [options.collisionFilterGroup=-1]

 * @param  {boolean} [options.skipBackfaces=false]

 * @param  {boolean} [options.checkCollisionResponse=true]

 * @param  {RaycastResult} result

 * @return {boolean} True if any body was hit.

 */

World.prototype.raycastAny = function(from, to, options, result){

    options.mode = Ray.ANY;

    options.from = from;

    options.to = to;

    options.result = result;

    return tmpRay.intersectWorld(this, options);

};



/**

 * Ray cast, and return information of the closest hit.

 * @method raycastClosest

 * @param  {Vec3} from

 * @param  {Vec3} to

 * @param  {Object} options

 * @param  {number} [options.collisionFilterMask=-1]

 * @param  {number} [options.collisionFilterGroup=-1]

 * @param  {boolean} [options.skipBackfaces=false]

 * @param  {boolean} [options.checkCollisionResponse=true]

 * @param  {RaycastResult} result

 * @return {boolean} True if any body was hit.

 */

World.prototype.raycastClosest = function(from, to, options, result){

    options.mode = Ray.CLOSEST;

    options.from = from;

    options.to = to;

    options.result = result;

    return tmpRay.intersectWorld(this, options);

};



/**

 * Remove a rigid body from the simulation.

 * @method remove

 * @param {Body} body

 * @deprecated Use .removeBody instead

 */

World.prototype.remove = function(body){

    body.world = null;

    var n = this.bodies.length-1,

        bodies = this.bodies,

        idx = bodies.indexOf(body);

    if(idx !== -1){

        bodies.splice(idx, 1); // Todo: should use a garbage free method



        // Recompute index

        for(var i=0; i!==bodies.length; i++){

            bodies[i].index = i;

        }



        this.collisionMatrix.setNumObjects(n);

        this.removeBodyEvent.body = body;

        this.dispatchEvent(this.removeBodyEvent);

    }

};



/**

 * Remove a rigid body from the simulation.

 * @method removeBody

 * @param {Body} body

 */

World.prototype.removeBody = World.prototype.remove;



/**

 * Adds a material to the World.

 * @method addMaterial

 * @param {Material} m

 * @todo Necessary?

 */

World.prototype.addMaterial = function(m){

    this.materials.push(m);

};



/**

 * Adds a contact material to the World

 * @method addContactMaterial

 * @param {ContactMaterial} cmat

 */

World.prototype.addContactMaterial = function(cmat) {



    // Add contact material

    this.contactmaterials.push(cmat);



    // Add current contact material to the material table

    this.contactMaterialTable.set(cmat.materials[0].id,cmat.materials[1].id,cmat);

};



// performance.now()

if(typeof performance === 'undefined'){

    performance = {};

}

if(!performance.now){

    var nowOffset = Date.now();

    if (performance.timing && performance.timing.navigationStart){

        nowOffset = performance.timing.navigationStart;

    }

    performance.now = function(){

        return Date.now() - nowOffset;

    };

}



var step_tmp1 = new Vec3();



/**

 * Step the physics world forward in time.

 *

 * There are two modes. The simple mode is fixed timestepping without interpolation. In this case you only use the first argument. The second case uses interpolation. In that you also provide the time since the function was last used, as well as the maximum fixed timesteps to take.

 *

 * @method step

 * @param {Number} dt                       The fixed time step size to use.

 * @param {Number} [timeSinceLastCalled]    The time elapsed since the function was last called.

 * @param {Number} [maxSubSteps=10]         Maximum number of fixed steps to take per function call.

 *

 * @example

 *     // fixed timestepping without interpolation

 *     world.step(1/60);

 *

 * @see http://bulletphysics.org/mediawiki-1.5.8/index.php/Stepping_The_World

 */

World.prototype.step = function(dt, timeSinceLastCalled, maxSubSteps){

    maxSubSteps = maxSubSteps || 10;

    timeSinceLastCalled = timeSinceLastCalled || 0;



    if(timeSinceLastCalled === 0){ // Fixed, simple stepping



        this.internalStep(dt);



        // Increment time

        this.time += dt;



    } else {



        // Compute the number of fixed steps we should have taken since the last step

        var internalSteps = Math.floor((this.time + timeSinceLastCalled) / dt) - Math.floor(this.time / dt);

        internalSteps = Math.min(internalSteps,maxSubSteps);



        // Do some fixed steps to catch up

        var t0 = performance.now();

        for(var i=0; i!==internalSteps; i++){

            this.internalStep(dt);

            if(performance.now() - t0 > dt * 1000){

                // We are slower than real-time. Better bail out.

                break;

            }

        }



        // Increment internal clock

        this.time += timeSinceLastCalled;



        // Compute "Left over" time step

        var h = this.time % dt;

        var h_div_dt = h / dt;

        var interpvelo = step_tmp1;

        var bodies = this.bodies;



        for(var j=0; j !== bodies.length; j++){

            var b = bodies[j];

            if(b.type !== Body.STATIC && b.sleepState !== Body.SLEEPING){



                // Interpolate

                b.position.vsub(b.previousPosition, interpvelo);

                interpvelo.scale(h_div_dt, interpvelo);

                b.position.vadd(interpvelo, b.interpolatedPosition);



                // TODO: interpolate quaternion

                // b.interpolatedAngle = b.angle + (b.angle - b.previousAngle) * h_div_dt;



            } else {



                // For static bodies, just copy. Who else will do it?

                b.interpolatedPosition.copy(b.position);

                b.interpolatedQuaternion.copy(b.quaternion);

            }

        }

    }

};



/**

 * Step the simulation

 * @method step

 * @param {Number} dt

 */

var World_step_postStepEvent = {type:"postStep"}, // Reusable event objects to save memory

    World_step_preStepEvent = {type:"preStep"},

    World_step_collideEvent = {type:"collide", body:null, contact:null },

    World_step_oldContacts = [], // Pools for unused objects

    World_step_frictionEquationPool = [],

    World_step_p1 = [], // Reusable arrays for collision pairs

    World_step_p2 = [],

    World_step_gvec = new Vec3(), // Temporary vectors and quats

    World_step_vi = new Vec3(),

    World_step_vj = new Vec3(),

    World_step_wi = new Vec3(),

    World_step_wj = new Vec3(),

    World_step_t1 = new Vec3(),

    World_step_t2 = new Vec3(),

    World_step_rixn = new Vec3(),

    World_step_rjxn = new Vec3(),

    World_step_step_q = new Quaternion(),

    World_step_step_w = new Quaternion(),

    World_step_step_wq = new Quaternion(),

    invI_tau_dt = new Vec3();

World.prototype.internalStep = function(dt){

    this.dt = dt;



    var world = this,

        that = this,

        contacts = this.contacts,

        p1 = World_step_p1,

        p2 = World_step_p2,

        N = this.numObjects(),

        bodies = this.bodies,

        solver = this.solver,

        gravity = this.gravity,

        doProfiling = this.doProfiling,

        profile = this.profile,

        DYNAMIC = Body.DYNAMIC,

        profilingStart,

        constraints = this.constraints,

        frictionEquationPool = World_step_frictionEquationPool,

        gnorm = gravity.norm(),

        gx = gravity.x,

        gy = gravity.y,

        gz = gravity.z,

        i=0;



    if(doProfiling){

        profilingStart = performance.now();

    }



    // Add gravity to all objects

    for(i=0; i!==N; i++){

        var bi = bodies[i];

        if(bi.type & DYNAMIC){ // Only for dynamic bodies

            var f = bi.force, m = bi.mass;

            f.x += m*gx;

            f.y += m*gy;

            f.z += m*gz;

        }

    }



    // Update subsystems

    for(var i=0, Nsubsystems=this.subsystems.length; i!==Nsubsystems; i++){

        this.subsystems[i].update();

    }



    // Collision detection

    if(doProfiling){ profilingStart = performance.now(); }

    p1.length = 0; // Clean up pair arrays from last step

    p2.length = 0;

    this.broadphase.collisionPairs(this,p1,p2);

    if(doProfiling){ profile.broadphase = performance.now() - profilingStart; }



    // Remove constrained pairs with collideConnected == false

    var Nconstraints = constraints.length;

    for(i=0; i!==Nconstraints; i++){

        var c = constraints[i];

        if(!c.collideConnected){

            for(var j = p1.length-1; j>=0; j-=1){

                if( (c.bodyA === p1[j] && c.bodyB === p2[j]) ||

                    (c.bodyB === p1[j] && c.bodyA === p2[j])){

                    p1.splice(j, 1);

                    p2.splice(j, 1);

                }

            }

        }

    }



    this.collisionMatrixTick();



    // Generate contacts

    if(doProfiling){ profilingStart = performance.now(); }

    var oldcontacts = World_step_oldContacts;

    var NoldContacts = contacts.length;



    for(i=0; i!==NoldContacts; i++){

        oldcontacts.push(contacts[i]);

    }

    contacts.length = 0;



    // Transfer FrictionEquation from current list to the pool for reuse

    var NoldFrictionEquations = this.frictionEquations.length;

    for(i=0; i!==NoldFrictionEquations; i++){

        frictionEquationPool.push(this.frictionEquations[i]);

    }

    this.frictionEquations.length = 0;



    this.narrowphase.getContacts(

        p1,

        p2,

        this,

        contacts,

        oldcontacts, // To be reused

        this.frictionEquations,

        frictionEquationPool

    );



    if(doProfiling){

        profile.narrowphase = performance.now() - profilingStart;

    }



    // Loop over all collisions

    if(doProfiling){

        profilingStart = performance.now();

    }



    // Add all friction eqs

    for (var i = 0; i < this.frictionEquations.length; i++) {

        solver.addEquation(this.frictionEquations[i]);

    }



    var ncontacts = contacts.length;

    for(var k=0; k!==ncontacts; k++){



        // Current contact

        var c = contacts[k];



        // Get current collision indeces

        var bi = c.bi,

            bj = c.bj,

            si = c.si,

            sj = c.sj;



        // Get collision properties

        var cm;

        if(bi.material && bj.material){

            cm = this.getContactMaterial(bi.material,bj.material) || this.defaultContactMaterial;

        } else {

            cm = this.defaultContactMaterial;

        }



        // c.enabled = bi.collisionResponse && bj.collisionResponse && si.collisionResponse && sj.collisionResponse;



        var mu = cm.friction;

        // c.restitution = cm.restitution;



        // If friction or restitution were specified in the material, use them

        if(bi.material && bj.material){

            if(bi.material.friction >= 0 && bj.material.friction >= 0){

                mu = bi.material.friction * bj.material.friction;

            }



            if(bi.material.restitution >= 0 && bj.material.restitution >= 0){

                c.restitution = bi.material.restitution * bj.material.restitution;

            }

        }



		// c.setSpookParams(

  //           cm.contactEquationStiffness,

  //           cm.contactEquationRelaxation,

  //           dt

  //       );



		solver.addEquation(c);



		// // Add friction constraint equation

		// if(mu > 0){



		// 	// Create 2 tangent equations

		// 	var mug = mu * gnorm;

		// 	var reducedMass = (bi.invMass + bj.invMass);

		// 	if(reducedMass > 0){

		// 		reducedMass = 1/reducedMass;

		// 	}

		// 	var pool = frictionEquationPool;

		// 	var c1 = pool.length ? pool.pop() : new FrictionEquation(bi,bj,mug*reducedMass);

		// 	var c2 = pool.length ? pool.pop() : new FrictionEquation(bi,bj,mug*reducedMass);

		// 	this.frictionEquations.push(c1, c2);



		// 	c1.bi = c2.bi = bi;

		// 	c1.bj = c2.bj = bj;

		// 	c1.minForce = c2.minForce = -mug*reducedMass;

		// 	c1.maxForce = c2.maxForce = mug*reducedMass;



		// 	// Copy over the relative vectors

		// 	c1.ri.copy(c.ri);

		// 	c1.rj.copy(c.rj);

		// 	c2.ri.copy(c.ri);

		// 	c2.rj.copy(c.rj);



		// 	// Construct tangents

		// 	c.ni.tangents(c1.t, c2.t);



  //           // Set spook params

  //           c1.setSpookParams(cm.frictionEquationStiffness, cm.frictionEquationRelaxation, dt);

  //           c2.setSpookParams(cm.frictionEquationStiffness, cm.frictionEquationRelaxation, dt);



  //           c1.enabled = c2.enabled = c.enabled;



		// 	// Add equations to solver

		// 	solver.addEquation(c1);

		// 	solver.addEquation(c2);

		// }



        if( bi.allowSleep &&

            bi.type === Body.DYNAMIC &&

            bi.sleepState  === Body.SLEEPING &&

            bj.sleepState  === Body.AWAKE &&

            bj.type !== Body.STATIC

        ){

            var speedSquaredB = bj.velocity.norm2() + bj.angularVelocity.norm2();

            var speedLimitSquaredB = Math.pow(bj.sleepSpeedLimit,2);

            if(speedSquaredB >= speedLimitSquaredB*2){

                bi._wakeUpAfterNarrowphase = true;

            }

        }



        if( bj.allowSleep &&

            bj.type === Body.DYNAMIC &&

            bj.sleepState  === Body.SLEEPING &&

            bi.sleepState  === Body.AWAKE &&

            bi.type !== Body.STATIC

        ){

            var speedSquaredA = bi.velocity.norm2() + bi.angularVelocity.norm2();

            var speedLimitSquaredA = Math.pow(bi.sleepSpeedLimit,2);

            if(speedSquaredA >= speedLimitSquaredA*2){

                bj._wakeUpAfterNarrowphase = true;

            }

        }



        // Now we know that i and j are in contact. Set collision matrix state

		this.collisionMatrix.set(bi, bj, true);



        if (!this.collisionMatrixPrevious.get(bi, bj)) {

            // First contact!

            // We reuse the collideEvent object, otherwise we will end up creating new objects for each new contact, even if there's no event listener attached.

            World_step_collideEvent.body = bj;

            World_step_collideEvent.contact = c;

            bi.dispatchEvent(World_step_collideEvent);



            World_step_collideEvent.body = bi;

            bj.dispatchEvent(World_step_collideEvent);

        }

    }

    if(doProfiling){

        profile.makeContactConstraints = performance.now() - profilingStart;

        profilingStart = performance.now();

    }



    // Wake up bodies

    for(i=0; i!==N; i++){

        var bi = bodies[i];

        if(bi._wakeUpAfterNarrowphase){

            bi.wakeUp();

            bi._wakeUpAfterNarrowphase = false;

        }

    }



    // Add user-added constraints

    var Nconstraints = constraints.length;

    for(i=0; i!==Nconstraints; i++){

        var c = constraints[i];

        c.update();

        for(var j=0, Neq=c.equations.length; j!==Neq; j++){

            var eq = c.equations[j];

            solver.addEquation(eq);

        }

    }



    // Solve the constrained system

    solver.solve(dt,this);



    if(doProfiling){

        profile.solve = performance.now() - profilingStart;

    }



    // Remove all contacts from solver

    solver.removeAllEquations();



    // Apply damping, see http://code.google.com/p/bullet/issues/detail?id=74 for details

    var pow = Math.pow;

    for(i=0; i!==N; i++){

        var bi = bodies[i];

        if(bi.type & DYNAMIC){ // Only for dynamic bodies

            var ld = pow(1.0 - bi.linearDamping,dt);

            var v = bi.velocity;

            v.mult(ld,v);

            var av = bi.angularVelocity;

            if(av){

                var ad = pow(1.0 - bi.angularDamping,dt);

                av.mult(ad,av);

            }

        }

    }



    this.dispatchEvent(World_step_preStepEvent);



    // Invoke pre-step callbacks

    for(i=0; i!==N; i++){

        var bi = bodies[i];

        if(bi.preStep){

            bi.preStep.call(bi);

        }

    }



    // Leap frog

    // vnew = v + h*f/m

    // xnew = x + h*vnew

    if(doProfiling){

        profilingStart = performance.now();

    }

    var q = World_step_step_q;

    var w = World_step_step_w;

    var wq = World_step_step_wq;

    var stepnumber = this.stepnumber;

    var DYNAMIC_OR_KINEMATIC = Body.DYNAMIC | Body.KINEMATIC;

    var quatNormalize = stepnumber % (this.quatNormalizeSkip+1) === 0;

    var quatNormalizeFast = this.quatNormalizeFast;

    var half_dt = dt * 0.5;

    var PLANE = Shape.types.PLANE,

        CONVEX = Shape.types.CONVEXPOLYHEDRON;



    for(i=0; i!==N; i++){

        var b = bodies[i],

            force = b.force,

            tau = b.torque;

        if((b.type & DYNAMIC_OR_KINEMATIC) && b.sleepState !== Body.SLEEPING){ // Only for dynamic

            var velo = b.velocity,

                angularVelo = b.angularVelocity,

                pos = b.position,

                quat = b.quaternion,

                invMass = b.invMass,

                invInertia = b.invInertiaWorld;



            velo.x += force.x * invMass * dt;

            velo.y += force.y * invMass * dt;

            velo.z += force.z * invMass * dt;



            if(b.angularVelocity){

                invInertia.vmult(tau,invI_tau_dt);

                invI_tau_dt.mult(dt,invI_tau_dt);

                invI_tau_dt.vadd(angularVelo,angularVelo);

            }



            // Use new velocity  - leap frog

            pos.x += velo.x * dt;

            pos.y += velo.y * dt;

            pos.z += velo.z * dt;



            if(b.angularVelocity){

                w.set(angularVelo.x, angularVelo.y, angularVelo.z, 0);

                w.mult(quat,wq);

                quat.x += half_dt * wq.x;

                quat.y += half_dt * wq.y;

                quat.z += half_dt * wq.z;

                quat.w += half_dt * wq.w;

                if(quatNormalize){

                    if(quatNormalizeFast){

                        quat.normalizeFast();

                    } else {

                        quat.normalize();

                    }

                }

            }



            if(b.aabb){

                b.aabbNeedsUpdate = true;

            }



            // Update world inertia

            if(b.updateInertiaWorld){

                b.updateInertiaWorld();

            }

        }

    }

    this.clearForces();



    this.broadphase.dirty = true;



    if(doProfiling){

        profile.integrate = performance.now() - profilingStart;

    }



    // Update world time

    this.time += dt;

    this.stepnumber += 1;



    this.dispatchEvent(World_step_postStepEvent);



    // Invoke post-step callbacks

    for(i=0; i!==N; i++){

        var bi = bodies[i];

        var postStep = bi.postStep;

        if(postStep){

            postStep.call(bi);

        }

    }



    // Sleeping update

    if(this.allowSleep){

        for(i=0; i!==N; i++){

            bodies[i].sleepTick(this.time);

        }

    }

};



/**

 * Sets all body forces in the world to zero.

 * @method clearForces

 */

World.prototype.clearForces = function(){

    var bodies = this.bodies;

    var N = bodies.length;

    for(var i=0; i !== N; i++){

        var b = bodies[i],

            force = b.force,

            tau = b.torque;



        b.force.set(0,0,0);

        b.torque.set(0,0,0);

    }

};



},{"../collision/AABB":3,"../collision/ArrayCollisionMatrix":4,"../collision/NaiveBroadphase":7,"../collision/Ray":9,"../collision/RaycastResult":10,"../equations/ContactEquation":19,"../equations/FrictionEquation":21,"../material/ContactMaterial":24,"../material/Material":25,"../math/Quaternion":28,"../math/Vec3":30,"../objects/Body":31,"../shapes/Shape":43,"../solver/GSSolver":46,"../utils/EventTarget":49,"../utils/TupleDictionary":52,"../utils/Vec3Pool":54,"./Narrowphase":55}]},{},[2])
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/**
 * Swiper 3.2.7
 * Most modern mobile touch slider and framework with hardware accelerated transitions
 * 
 * http://www.idangero.us/swiper/
 * 
 * Copyright 2015, Vladimir Kharlampidi
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 * 
 * Licensed under MIT
 * 
 * Released on: December 7, 2015
 */
!function(){"use strict";function e(e){e.fn.swiper=function(a){var r;return e(this).each(function(){var e=new t(this,a);r||(r=e)}),r}}var a,t=function(e,s){function i(){return"horizontal"===T.params.direction}function n(e){return Math.floor(e)}function o(){T.autoplayTimeoutId=setTimeout(function(){T.params.loop?(T.fixLoop(),T._slideNext()):T.isEnd?s.autoplayStopOnLast?T.stopAutoplay():T._slideTo(0):T._slideNext()},T.params.autoplay)}function l(e,t){var r=a(e.target);if(!r.is(t))if("string"==typeof t)r=r.parents(t);else if(t.nodeType){var s;return r.parents().each(function(e,a){a===t&&(s=t)}),s?t:void 0}if(0!==r.length)return r[0]}function d(e,a){a=a||{};var t=window.MutationObserver||window.WebkitMutationObserver,r=new t(function(e){e.forEach(function(e){T.onResize(!0),T.emit("onObserverUpdate",T,e)})});r.observe(e,{attributes:"undefined"==typeof a.attributes?!0:a.attributes,childList:"undefined"==typeof a.childList?!0:a.childList,characterData:"undefined"==typeof a.characterData?!0:a.characterData}),T.observers.push(r)}function p(e){e.originalEvent&&(e=e.originalEvent);var a=e.keyCode||e.charCode;if(!T.params.allowSwipeToNext&&(i()&&39===a||!i()&&40===a))return!1;if(!T.params.allowSwipeToPrev&&(i()&&37===a||!i()&&38===a))return!1;if(!(e.shiftKey||e.altKey||e.ctrlKey||e.metaKey||document.activeElement&&document.activeElement.nodeName&&("input"===document.activeElement.nodeName.toLowerCase()||"textarea"===document.activeElement.nodeName.toLowerCase()))){if(37===a||39===a||38===a||40===a){var t=!1;if(T.container.parents(".swiper-slide").length>0&&0===T.container.parents(".swiper-slide-active").length)return;var r={left:window.pageXOffset,top:window.pageYOffset},s=window.innerWidth,n=window.innerHeight,o=T.container.offset();T.rtl&&(o.left=o.left-T.container[0].scrollLeft);for(var l=[[o.left,o.top],[o.left+T.width,o.top],[o.left,o.top+T.height],[o.left+T.width,o.top+T.height]],d=0;d<l.length;d++){var p=l[d];p[0]>=r.left&&p[0]<=r.left+s&&p[1]>=r.top&&p[1]<=r.top+n&&(t=!0)}if(!t)return}i()?((37===a||39===a)&&(e.preventDefault?e.preventDefault():e.returnValue=!1),(39===a&&!T.rtl||37===a&&T.rtl)&&T.slideNext(),(37===a&&!T.rtl||39===a&&T.rtl)&&T.slidePrev()):((38===a||40===a)&&(e.preventDefault?e.preventDefault():e.returnValue=!1),40===a&&T.slideNext(),38===a&&T.slidePrev())}}function u(e){e.originalEvent&&(e=e.originalEvent);var a=T.mousewheel.event,t=0,r=T.rtl?-1:1;if(e.detail)t=-e.detail;else if("mousewheel"===a)if(T.params.mousewheelForceToAxis)if(i()){if(!(Math.abs(e.wheelDeltaX)>Math.abs(e.wheelDeltaY)))return;t=e.wheelDeltaX*r}else{if(!(Math.abs(e.wheelDeltaY)>Math.abs(e.wheelDeltaX)))return;t=e.wheelDeltaY}else t=Math.abs(e.wheelDeltaX)>Math.abs(e.wheelDeltaY)?-e.wheelDeltaX*r:-e.wheelDeltaY;else if("DOMMouseScroll"===a)t=-e.detail;else if("wheel"===a)if(T.params.mousewheelForceToAxis)if(i()){if(!(Math.abs(e.deltaX)>Math.abs(e.deltaY)))return;t=-e.deltaX*r}else{if(!(Math.abs(e.deltaY)>Math.abs(e.deltaX)))return;t=-e.deltaY}else t=Math.abs(e.deltaX)>Math.abs(e.deltaY)?-e.deltaX*r:-e.deltaY;if(0!==t){if(T.params.mousewheelInvert&&(t=-t),T.params.freeMode){var s=T.getWrapperTranslate()+t*T.params.mousewheelSensitivity,n=T.isBeginning,o=T.isEnd;if(s>=T.minTranslate()&&(s=T.minTranslate()),s<=T.maxTranslate()&&(s=T.maxTranslate()),T.setWrapperTransition(0),T.setWrapperTranslate(s),T.updateProgress(),T.updateActiveIndex(),(!n&&T.isBeginning||!o&&T.isEnd)&&T.updateClasses(),T.params.freeModeSticky&&(clearTimeout(T.mousewheel.timeout),T.mousewheel.timeout=setTimeout(function(){T.slideReset()},300)),0===s||s===T.maxTranslate())return}else{if((new window.Date).getTime()-T.mousewheel.lastScrollTime>60)if(0>t)if(T.isEnd&&!T.params.loop||T.animating){if(T.params.mousewheelReleaseOnEdges)return!0}else T.slideNext();else if(T.isBeginning&&!T.params.loop||T.animating){if(T.params.mousewheelReleaseOnEdges)return!0}else T.slidePrev();T.mousewheel.lastScrollTime=(new window.Date).getTime()}return T.params.autoplay&&T.stopAutoplay(),e.preventDefault?e.preventDefault():e.returnValue=!1,!1}}function c(e,t){e=a(e);var r,s,n,o=T.rtl?-1:1;r=e.attr("data-swiper-parallax")||"0",s=e.attr("data-swiper-parallax-x"),n=e.attr("data-swiper-parallax-y"),s||n?(s=s||"0",n=n||"0"):i()?(s=r,n="0"):(n=r,s="0"),s=s.indexOf("%")>=0?parseInt(s,10)*t*o+"%":s*t*o+"px",n=n.indexOf("%")>=0?parseInt(n,10)*t+"%":n*t+"px",e.transform("translate3d("+s+", "+n+",0px)")}function m(e){return 0!==e.indexOf("on")&&(e=e[0]!==e[0].toUpperCase()?"on"+e[0].toUpperCase()+e.substring(1):"on"+e),e}if(!(this instanceof t))return new t(e,s);var f={direction:"horizontal",touchEventsTarget:"container",initialSlide:0,speed:300,autoplay:!1,autoplayDisableOnInteraction:!0,iOSEdgeSwipeDetection:!1,iOSEdgeSwipeThreshold:20,freeMode:!1,freeModeMomentum:!0,freeModeMomentumRatio:1,freeModeMomentumBounce:!0,freeModeMomentumBounceRatio:1,freeModeSticky:!1,freeModeMinimumVelocity:.02,autoHeight:!1,setWrapperSize:!1,virtualTranslate:!1,effect:"slide",coverflow:{rotate:50,stretch:0,depth:100,modifier:1,slideShadows:!0},cube:{slideShadows:!0,shadow:!0,shadowOffset:20,shadowScale:.94},fade:{crossFade:!1},parallax:!1,scrollbar:null,scrollbarHide:!0,scrollbarDraggable:!1,scrollbarSnapOnRelease:!1,keyboardControl:!1,mousewheelControl:!1,mousewheelReleaseOnEdges:!1,mousewheelInvert:!1,mousewheelForceToAxis:!1,mousewheelSensitivity:1,hashnav:!1,breakpoints:void 0,spaceBetween:0,slidesPerView:1,slidesPerColumn:1,slidesPerColumnFill:"column",slidesPerGroup:1,centeredSlides:!1,slidesOffsetBefore:0,slidesOffsetAfter:0,roundLengths:!1,touchRatio:1,touchAngle:45,simulateTouch:!0,shortSwipes:!0,longSwipes:!0,longSwipesRatio:.5,longSwipesMs:300,followFinger:!0,onlyExternal:!1,threshold:0,touchMoveStopPropagation:!0,pagination:null,paginationElement:"span",paginationClickable:!1,paginationHide:!1,paginationBulletRender:null,resistance:!0,resistanceRatio:.85,nextButton:null,prevButton:null,watchSlidesProgress:!1,watchSlidesVisibility:!1,grabCursor:!1,preventClicks:!0,preventClicksPropagation:!0,slideToClickedSlide:!1,lazyLoading:!1,lazyLoadingInPrevNext:!1,lazyLoadingOnTransitionStart:!1,preloadImages:!0,updateOnImagesReady:!0,loop:!1,loopAdditionalSlides:0,loopedSlides:null,control:void 0,controlInverse:!1,controlBy:"slide",allowSwipeToPrev:!0,allowSwipeToNext:!0,swipeHandler:null,noSwiping:!0,noSwipingClass:"swiper-no-swiping",slideClass:"swiper-slide",slideActiveClass:"swiper-slide-active",slideVisibleClass:"swiper-slide-visible",slideDuplicateClass:"swiper-slide-duplicate",slideNextClass:"swiper-slide-next",slidePrevClass:"swiper-slide-prev",wrapperClass:"swiper-wrapper",bulletClass:"swiper-pagination-bullet",bulletActiveClass:"swiper-pagination-bullet-active",buttonDisabledClass:"swiper-button-disabled",paginationHiddenClass:"swiper-pagination-hidden",observer:!1,observeParents:!1,a11y:!1,prevSlideMessage:"Previous slide",nextSlideMessage:"Next slide",firstSlideMessage:"This is the first slide",lastSlideMessage:"This is the last slide",paginationBulletMessage:"Go to slide {{index}}",runCallbacksOnInit:!0},h=s&&s.virtualTranslate;s=s||{};var g={};for(var v in s)if("object"!=typeof s[v]||(s[v].nodeType||s[v]===window||s[v]===document||"undefined"!=typeof r&&s[v]instanceof r||"undefined"!=typeof jQuery&&s[v]instanceof jQuery))g[v]=s[v];else{g[v]={};for(var w in s[v])g[v][w]=s[v][w]}for(var y in f)if("undefined"==typeof s[y])s[y]=f[y];else if("object"==typeof s[y])for(var b in f[y])"undefined"==typeof s[y][b]&&(s[y][b]=f[y][b]);var T=this;if(T.params=s,T.originalParams=g,T.classNames=[],"undefined"!=typeof a&&"undefined"!=typeof r&&(a=r),("undefined"!=typeof a||(a="undefined"==typeof r?window.Dom7||window.Zepto||window.jQuery:r))&&(T.$=a,T.currentBreakpoint=void 0,T.getActiveBreakpoint=function(){if(!T.params.breakpoints)return!1;var e,a=!1,t=[];for(e in T.params.breakpoints)T.params.breakpoints.hasOwnProperty(e)&&t.push(e);t.sort(function(e,a){return parseInt(e,10)>parseInt(a,10)});for(var r=0;r<t.length;r++)e=t[r],e>=window.innerWidth&&!a&&(a=e);return a||"max"},T.setBreakpoint=function(){var e=T.getActiveBreakpoint();if(e&&T.currentBreakpoint!==e){var a=e in T.params.breakpoints?T.params.breakpoints[e]:T.originalParams;for(var t in a)T.params[t]=a[t];T.currentBreakpoint=e}},T.params.breakpoints&&T.setBreakpoint(),T.container=a(e),0!==T.container.length)){if(T.container.length>1)return void T.container.each(function(){new t(this,s)});T.container[0].swiper=T,T.container.data("swiper",T),T.classNames.push("swiper-container-"+T.params.direction),T.params.freeMode&&T.classNames.push("swiper-container-free-mode"),T.support.flexbox||(T.classNames.push("swiper-container-no-flexbox"),T.params.slidesPerColumn=1),T.params.autoHeight&&T.classNames.push("swiper-container-autoheight"),(T.params.parallax||T.params.watchSlidesVisibility)&&(T.params.watchSlidesProgress=!0),["cube","coverflow"].indexOf(T.params.effect)>=0&&(T.support.transforms3d?(T.params.watchSlidesProgress=!0,T.classNames.push("swiper-container-3d")):T.params.effect="slide"),"slide"!==T.params.effect&&T.classNames.push("swiper-container-"+T.params.effect),"cube"===T.params.effect&&(T.params.resistanceRatio=0,T.params.slidesPerView=1,T.params.slidesPerColumn=1,T.params.slidesPerGroup=1,T.params.centeredSlides=!1,T.params.spaceBetween=0,T.params.virtualTranslate=!0,T.params.setWrapperSize=!1),"fade"===T.params.effect&&(T.params.slidesPerView=1,T.params.slidesPerColumn=1,T.params.slidesPerGroup=1,T.params.watchSlidesProgress=!0,T.params.spaceBetween=0,"undefined"==typeof h&&(T.params.virtualTranslate=!0)),T.params.grabCursor&&T.support.touch&&(T.params.grabCursor=!1),T.wrapper=T.container.children("."+T.params.wrapperClass),T.params.pagination&&(T.paginationContainer=a(T.params.pagination),T.params.paginationClickable&&T.paginationContainer.addClass("swiper-pagination-clickable")),T.rtl=i()&&("rtl"===T.container[0].dir.toLowerCase()||"rtl"===T.container.css("direction")),T.rtl&&T.classNames.push("swiper-container-rtl"),T.rtl&&(T.wrongRTL="-webkit-box"===T.wrapper.css("display")),T.params.slidesPerColumn>1&&T.classNames.push("swiper-container-multirow"),T.device.android&&T.classNames.push("swiper-container-android"),T.container.addClass(T.classNames.join(" ")),T.translate=0,T.progress=0,T.velocity=0,T.lockSwipeToNext=function(){T.params.allowSwipeToNext=!1},T.lockSwipeToPrev=function(){T.params.allowSwipeToPrev=!1},T.lockSwipes=function(){T.params.allowSwipeToNext=T.params.allowSwipeToPrev=!1},T.unlockSwipeToNext=function(){T.params.allowSwipeToNext=!0},T.unlockSwipeToPrev=function(){T.params.allowSwipeToPrev=!0},T.unlockSwipes=function(){T.params.allowSwipeToNext=T.params.allowSwipeToPrev=!0},T.params.grabCursor&&(T.container[0].style.cursor="move",T.container[0].style.cursor="-webkit-grab",T.container[0].style.cursor="-moz-grab",T.container[0].style.cursor="grab"),T.imagesToLoad=[],T.imagesLoaded=0,T.loadImage=function(e,a,t,r,s){function i(){s&&s()}var n;e.complete&&r?i():a?(n=new window.Image,n.onload=i,n.onerror=i,t&&(n.srcset=t),a&&(n.src=a)):i()},T.preloadImages=function(){function e(){"undefined"!=typeof T&&null!==T&&(void 0!==T.imagesLoaded&&T.imagesLoaded++,T.imagesLoaded===T.imagesToLoad.length&&(T.params.updateOnImagesReady&&T.update(),T.emit("onImagesReady",T)))}T.imagesToLoad=T.container.find("img");for(var a=0;a<T.imagesToLoad.length;a++)T.loadImage(T.imagesToLoad[a],T.imagesToLoad[a].currentSrc||T.imagesToLoad[a].getAttribute("src"),T.imagesToLoad[a].srcset||T.imagesToLoad[a].getAttribute("srcset"),!0,e)},T.autoplayTimeoutId=void 0,T.autoplaying=!1,T.autoplayPaused=!1,T.startAutoplay=function(){return"undefined"!=typeof T.autoplayTimeoutId?!1:T.params.autoplay?T.autoplaying?!1:(T.autoplaying=!0,T.emit("onAutoplayStart",T),void o()):!1},T.stopAutoplay=function(e){T.autoplayTimeoutId&&(T.autoplayTimeoutId&&clearTimeout(T.autoplayTimeoutId),T.autoplaying=!1,T.autoplayTimeoutId=void 0,T.emit("onAutoplayStop",T))},T.pauseAutoplay=function(e){T.autoplayPaused||(T.autoplayTimeoutId&&clearTimeout(T.autoplayTimeoutId),T.autoplayPaused=!0,0===e?(T.autoplayPaused=!1,o()):T.wrapper.transitionEnd(function(){T&&(T.autoplayPaused=!1,T.autoplaying?o():T.stopAutoplay())}))},T.minTranslate=function(){return-T.snapGrid[0]},T.maxTranslate=function(){return-T.snapGrid[T.snapGrid.length-1]},T.updateAutoHeight=function(){var e=T.slides.eq(T.activeIndex)[0].offsetHeight;e&&T.wrapper.css("height",T.slides.eq(T.activeIndex)[0].offsetHeight+"px")},T.updateContainerSize=function(){var e,a;e="undefined"!=typeof T.params.width?T.params.width:T.container[0].clientWidth,a="undefined"!=typeof T.params.height?T.params.height:T.container[0].clientHeight,0===e&&i()||0===a&&!i()||(e=e-parseInt(T.container.css("padding-left"),10)-parseInt(T.container.css("padding-right"),10),a=a-parseInt(T.container.css("padding-top"),10)-parseInt(T.container.css("padding-bottom"),10),T.width=e,T.height=a,T.size=i()?T.width:T.height)},T.updateSlidesSize=function(){T.slides=T.wrapper.children("."+T.params.slideClass),T.snapGrid=[],T.slidesGrid=[],T.slidesSizesGrid=[];var e,a=T.params.spaceBetween,t=-T.params.slidesOffsetBefore,r=0,s=0;"string"==typeof a&&a.indexOf("%")>=0&&(a=parseFloat(a.replace("%",""))/100*T.size),T.virtualSize=-a,T.rtl?T.slides.css({marginLeft:"",marginTop:""}):T.slides.css({marginRight:"",marginBottom:""});var o;T.params.slidesPerColumn>1&&(o=Math.floor(T.slides.length/T.params.slidesPerColumn)===T.slides.length/T.params.slidesPerColumn?T.slides.length:Math.ceil(T.slides.length/T.params.slidesPerColumn)*T.params.slidesPerColumn,"auto"!==T.params.slidesPerView&&"row"===T.params.slidesPerColumnFill&&(o=Math.max(o,T.params.slidesPerView*T.params.slidesPerColumn)));var l,d=T.params.slidesPerColumn,p=o/d,u=p-(T.params.slidesPerColumn*p-T.slides.length);for(e=0;e<T.slides.length;e++){l=0;var c=T.slides.eq(e);if(T.params.slidesPerColumn>1){var m,f,h;"column"===T.params.slidesPerColumnFill?(f=Math.floor(e/d),h=e-f*d,(f>u||f===u&&h===d-1)&&++h>=d&&(h=0,f++),m=f+h*o/d,c.css({"-webkit-box-ordinal-group":m,"-moz-box-ordinal-group":m,"-ms-flex-order":m,"-webkit-order":m,order:m})):(h=Math.floor(e/p),f=e-h*p),c.css({"margin-top":0!==h&&T.params.spaceBetween&&T.params.spaceBetween+"px"}).attr("data-swiper-column",f).attr("data-swiper-row",h)}"none"!==c.css("display")&&("auto"===T.params.slidesPerView?(l=i()?c.outerWidth(!0):c.outerHeight(!0),T.params.roundLengths&&(l=n(l))):(l=(T.size-(T.params.slidesPerView-1)*a)/T.params.slidesPerView,T.params.roundLengths&&(l=n(l)),i()?T.slides[e].style.width=l+"px":T.slides[e].style.height=l+"px"),T.slides[e].swiperSlideSize=l,T.slidesSizesGrid.push(l),T.params.centeredSlides?(t=t+l/2+r/2+a,0===e&&(t=t-T.size/2-a),Math.abs(t)<.001&&(t=0),s%T.params.slidesPerGroup===0&&T.snapGrid.push(t),T.slidesGrid.push(t)):(s%T.params.slidesPerGroup===0&&T.snapGrid.push(t),T.slidesGrid.push(t),t=t+l+a),T.virtualSize+=l+a,r=l,s++)}T.virtualSize=Math.max(T.virtualSize,T.size)+T.params.slidesOffsetAfter;var g;if(T.rtl&&T.wrongRTL&&("slide"===T.params.effect||"coverflow"===T.params.effect)&&T.wrapper.css({width:T.virtualSize+T.params.spaceBetween+"px"}),(!T.support.flexbox||T.params.setWrapperSize)&&(i()?T.wrapper.css({width:T.virtualSize+T.params.spaceBetween+"px"}):T.wrapper.css({height:T.virtualSize+T.params.spaceBetween+"px"})),T.params.slidesPerColumn>1&&(T.virtualSize=(l+T.params.spaceBetween)*o,T.virtualSize=Math.ceil(T.virtualSize/T.params.slidesPerColumn)-T.params.spaceBetween,T.wrapper.css({width:T.virtualSize+T.params.spaceBetween+"px"}),T.params.centeredSlides)){for(g=[],e=0;e<T.snapGrid.length;e++)T.snapGrid[e]<T.virtualSize+T.snapGrid[0]&&g.push(T.snapGrid[e]);T.snapGrid=g}if(!T.params.centeredSlides){for(g=[],e=0;e<T.snapGrid.length;e++)T.snapGrid[e]<=T.virtualSize-T.size&&g.push(T.snapGrid[e]);T.snapGrid=g,Math.floor(T.virtualSize-T.size)>Math.floor(T.snapGrid[T.snapGrid.length-1])&&T.snapGrid.push(T.virtualSize-T.size)}0===T.snapGrid.length&&(T.snapGrid=[0]),0!==T.params.spaceBetween&&(i()?T.rtl?T.slides.css({marginLeft:a+"px"}):T.slides.css({marginRight:a+"px"}):T.slides.css({marginBottom:a+"px"})),T.params.watchSlidesProgress&&T.updateSlidesOffset()},T.updateSlidesOffset=function(){for(var e=0;e<T.slides.length;e++)T.slides[e].swiperSlideOffset=i()?T.slides[e].offsetLeft:T.slides[e].offsetTop},T.updateSlidesProgress=function(e){if("undefined"==typeof e&&(e=T.translate||0),0!==T.slides.length){"undefined"==typeof T.slides[0].swiperSlideOffset&&T.updateSlidesOffset();var a=-e;T.rtl&&(a=e),T.slides.removeClass(T.params.slideVisibleClass);for(var t=0;t<T.slides.length;t++){var r=T.slides[t],s=(a-r.swiperSlideOffset)/(r.swiperSlideSize+T.params.spaceBetween);if(T.params.watchSlidesVisibility){var i=-(a-r.swiperSlideOffset),n=i+T.slidesSizesGrid[t],o=i>=0&&i<T.size||n>0&&n<=T.size||0>=i&&n>=T.size;o&&T.slides.eq(t).addClass(T.params.slideVisibleClass)}r.progress=T.rtl?-s:s}}},T.updateProgress=function(e){"undefined"==typeof e&&(e=T.translate||0);var a=T.maxTranslate()-T.minTranslate(),t=T.isBeginning,r=T.isEnd;0===a?(T.progress=0,T.isBeginning=T.isEnd=!0):(T.progress=(e-T.minTranslate())/a,T.isBeginning=T.progress<=0,T.isEnd=T.progress>=1),T.isBeginning&&!t&&T.emit("onReachBeginning",T),T.isEnd&&!r&&T.emit("onReachEnd",T),T.params.watchSlidesProgress&&T.updateSlidesProgress(e),T.emit("onProgress",T,T.progress)},T.updateActiveIndex=function(){var e,a,t,r=T.rtl?T.translate:-T.translate;for(a=0;a<T.slidesGrid.length;a++)"undefined"!=typeof T.slidesGrid[a+1]?r>=T.slidesGrid[a]&&r<T.slidesGrid[a+1]-(T.slidesGrid[a+1]-T.slidesGrid[a])/2?e=a:r>=T.slidesGrid[a]&&r<T.slidesGrid[a+1]&&(e=a+1):r>=T.slidesGrid[a]&&(e=a);(0>e||"undefined"==typeof e)&&(e=0),t=Math.floor(e/T.params.slidesPerGroup),t>=T.snapGrid.length&&(t=T.snapGrid.length-1),e!==T.activeIndex&&(T.snapIndex=t,T.previousIndex=T.activeIndex,T.activeIndex=e,T.updateClasses())},T.updateClasses=function(){T.slides.removeClass(T.params.slideActiveClass+" "+T.params.slideNextClass+" "+T.params.slidePrevClass);var e=T.slides.eq(T.activeIndex);if(e.addClass(T.params.slideActiveClass),e.next("."+T.params.slideClass).addClass(T.params.slideNextClass),e.prev("."+T.params.slideClass).addClass(T.params.slidePrevClass),T.bullets&&T.bullets.length>0){T.bullets.removeClass(T.params.bulletActiveClass);var t;T.params.loop?(t=Math.ceil(T.activeIndex-T.loopedSlides)/T.params.slidesPerGroup,t>T.slides.length-1-2*T.loopedSlides&&(t-=T.slides.length-2*T.loopedSlides),t>T.bullets.length-1&&(t-=T.bullets.length)):t="undefined"!=typeof T.snapIndex?T.snapIndex:T.activeIndex||0,T.paginationContainer.length>1?T.bullets.each(function(){a(this).index()===t&&a(this).addClass(T.params.bulletActiveClass)}):T.bullets.eq(t).addClass(T.params.bulletActiveClass)}T.params.loop||(T.params.prevButton&&(T.isBeginning?(a(T.params.prevButton).addClass(T.params.buttonDisabledClass),T.params.a11y&&T.a11y&&T.a11y.disable(a(T.params.prevButton))):(a(T.params.prevButton).removeClass(T.params.buttonDisabledClass),T.params.a11y&&T.a11y&&T.a11y.enable(a(T.params.prevButton)))),T.params.nextButton&&(T.isEnd?(a(T.params.nextButton).addClass(T.params.buttonDisabledClass),T.params.a11y&&T.a11y&&T.a11y.disable(a(T.params.nextButton))):(a(T.params.nextButton).removeClass(T.params.buttonDisabledClass),T.params.a11y&&T.a11y&&T.a11y.enable(a(T.params.nextButton)))))},T.updatePagination=function(){if(T.params.pagination&&T.paginationContainer&&T.paginationContainer.length>0){for(var e="",a=T.params.loop?Math.ceil((T.slides.length-2*T.loopedSlides)/T.params.slidesPerGroup):T.snapGrid.length,t=0;a>t;t++)e+=T.params.paginationBulletRender?T.params.paginationBulletRender(t,T.params.bulletClass):"<"+T.params.paginationElement+' class="'+T.params.bulletClass+'"></'+T.params.paginationElement+">";T.paginationContainer.html(e),T.bullets=T.paginationContainer.find("."+T.params.bulletClass),T.params.paginationClickable&&T.params.a11y&&T.a11y&&T.a11y.initPagination()}},T.update=function(e){function a(){r=Math.min(Math.max(T.translate,T.maxTranslate()),T.minTranslate()),T.setWrapperTranslate(r),T.updateActiveIndex(),T.updateClasses()}if(T.updateContainerSize(),T.updateSlidesSize(),T.updateProgress(),T.updatePagination(),T.updateClasses(),T.params.scrollbar&&T.scrollbar&&T.scrollbar.set(),e){var t,r;T.controller&&T.controller.spline&&(T.controller.spline=void 0),T.params.freeMode?(a(),T.params.autoHeight&&T.updateAutoHeight()):(t=("auto"===T.params.slidesPerView||T.params.slidesPerView>1)&&T.isEnd&&!T.params.centeredSlides?T.slideTo(T.slides.length-1,0,!1,!0):T.slideTo(T.activeIndex,0,!1,!0),t||a())}else T.params.autoHeight&&T.updateAutoHeight()},T.onResize=function(e){T.params.breakpoints&&T.setBreakpoint();var a=T.params.allowSwipeToPrev,t=T.params.allowSwipeToNext;if(T.params.allowSwipeToPrev=T.params.allowSwipeToNext=!0,T.updateContainerSize(),T.updateSlidesSize(),("auto"===T.params.slidesPerView||T.params.freeMode||e)&&T.updatePagination(),T.params.scrollbar&&T.scrollbar&&T.scrollbar.set(),T.controller&&T.controller.spline&&(T.controller.spline=void 0),T.params.freeMode){var r=Math.min(Math.max(T.translate,T.maxTranslate()),T.minTranslate());T.setWrapperTranslate(r),T.updateActiveIndex(),T.updateClasses(),T.params.autoHeight&&T.updateAutoHeight()}else T.updateClasses(),("auto"===T.params.slidesPerView||T.params.slidesPerView>1)&&T.isEnd&&!T.params.centeredSlides?T.slideTo(T.slides.length-1,0,!1,!0):T.slideTo(T.activeIndex,0,!1,!0);T.params.allowSwipeToPrev=a,T.params.allowSwipeToNext=t};var x=["mousedown","mousemove","mouseup"];window.navigator.pointerEnabled?x=["pointerdown","pointermove","pointerup"]:window.navigator.msPointerEnabled&&(x=["MSPointerDown","MSPointerMove","MSPointerUp"]),T.touchEvents={start:T.support.touch||!T.params.simulateTouch?"touchstart":x[0],move:T.support.touch||!T.params.simulateTouch?"touchmove":x[1],end:T.support.touch||!T.params.simulateTouch?"touchend":x[2]},(window.navigator.pointerEnabled||window.navigator.msPointerEnabled)&&("container"===T.params.touchEventsTarget?T.container:T.wrapper).addClass("swiper-wp8-"+T.params.direction),T.initEvents=function(e){var t=e?"off":"on",r=e?"removeEventListener":"addEventListener",i="container"===T.params.touchEventsTarget?T.container[0]:T.wrapper[0],n=T.support.touch?i:document,o=T.params.nested?!0:!1;T.browser.ie?(i[r](T.touchEvents.start,T.onTouchStart,!1),n[r](T.touchEvents.move,T.onTouchMove,o),n[r](T.touchEvents.end,T.onTouchEnd,!1)):(T.support.touch&&(i[r](T.touchEvents.start,T.onTouchStart,!1),i[r](T.touchEvents.move,T.onTouchMove,o),i[r](T.touchEvents.end,T.onTouchEnd,!1)),!s.simulateTouch||T.device.ios||T.device.android||(i[r]("mousedown",T.onTouchStart,!1),document[r]("mousemove",T.onTouchMove,o),document[r]("mouseup",T.onTouchEnd,!1))),window[r]("resize",T.onResize),T.params.nextButton&&(a(T.params.nextButton)[t]("click",T.onClickNext),T.params.a11y&&T.a11y&&a(T.params.nextButton)[t]("keydown",T.a11y.onEnterKey)),T.params.prevButton&&(a(T.params.prevButton)[t]("click",T.onClickPrev),T.params.a11y&&T.a11y&&a(T.params.prevButton)[t]("keydown",T.a11y.onEnterKey)),T.params.pagination&&T.params.paginationClickable&&(a(T.paginationContainer)[t]("click","."+T.params.bulletClass,T.onClickIndex),T.params.a11y&&T.a11y&&a(T.paginationContainer)[t]("keydown","."+T.params.bulletClass,T.a11y.onEnterKey)),(T.params.preventClicks||T.params.preventClicksPropagation)&&i[r]("click",T.preventClicks,!0)},T.attachEvents=function(e){T.initEvents()},T.detachEvents=function(){T.initEvents(!0)},T.allowClick=!0,T.preventClicks=function(e){T.allowClick||(T.params.preventClicks&&e.preventDefault(),T.params.preventClicksPropagation&&T.animating&&(e.stopPropagation(),e.stopImmediatePropagation()))},T.onClickNext=function(e){e.preventDefault(),(!T.isEnd||T.params.loop)&&T.slideNext()},T.onClickPrev=function(e){e.preventDefault(),(!T.isBeginning||T.params.loop)&&T.slidePrev()},T.onClickIndex=function(e){e.preventDefault();var t=a(this).index()*T.params.slidesPerGroup;T.params.loop&&(t+=T.loopedSlides),T.slideTo(t)},T.updateClickedSlide=function(e){var t=l(e,"."+T.params.slideClass),r=!1;if(t)for(var s=0;s<T.slides.length;s++)T.slides[s]===t&&(r=!0);if(!t||!r)return T.clickedSlide=void 0,void(T.clickedIndex=void 0);if(T.clickedSlide=t,T.clickedIndex=a(t).index(),T.params.slideToClickedSlide&&void 0!==T.clickedIndex&&T.clickedIndex!==T.activeIndex){var i,n=T.clickedIndex;if(T.params.loop){if(T.animating)return;i=a(T.clickedSlide).attr("data-swiper-slide-index"),T.params.centeredSlides?n<T.loopedSlides-T.params.slidesPerView/2||n>T.slides.length-T.loopedSlides+T.params.slidesPerView/2?(T.fixLoop(),n=T.wrapper.children("."+T.params.slideClass+'[data-swiper-slide-index="'+i+'"]:not(.swiper-slide-duplicate)').eq(0).index(),setTimeout(function(){T.slideTo(n)},0)):T.slideTo(n):n>T.slides.length-T.params.slidesPerView?(T.fixLoop(),n=T.wrapper.children("."+T.params.slideClass+'[data-swiper-slide-index="'+i+'"]:not(.swiper-slide-duplicate)').eq(0).index(),setTimeout(function(){T.slideTo(n)},0)):T.slideTo(n)}else T.slideTo(n)}};var S,C,M,E,P,k,z,I,L,D,B="input, select, textarea, button",G=Date.now(),A=[];T.animating=!1,T.touches={startX:0,startY:0,currentX:0,currentY:0,diff:0};var O,N;if(T.onTouchStart=function(e){if(e.originalEvent&&(e=e.originalEvent),O="touchstart"===e.type,O||!("which"in e)||3!==e.which){if(T.params.noSwiping&&l(e,"."+T.params.noSwipingClass))return void(T.allowClick=!0);if(!T.params.swipeHandler||l(e,T.params.swipeHandler)){var t=T.touches.currentX="touchstart"===e.type?e.targetTouches[0].pageX:e.pageX,r=T.touches.currentY="touchstart"===e.type?e.targetTouches[0].pageY:e.pageY;if(!(T.device.ios&&T.params.iOSEdgeSwipeDetection&&t<=T.params.iOSEdgeSwipeThreshold)){if(S=!0,C=!1,M=!0,P=void 0,N=void 0,T.touches.startX=t,T.touches.startY=r,E=Date.now(),T.allowClick=!0,T.updateContainerSize(),T.swipeDirection=void 0,T.params.threshold>0&&(I=!1),"touchstart"!==e.type){var s=!0;a(e.target).is(B)&&(s=!1),document.activeElement&&a(document.activeElement).is(B)&&document.activeElement.blur(),s&&e.preventDefault()}T.emit("onTouchStart",T,e)}}}},T.onTouchMove=function(e){if(e.originalEvent&&(e=e.originalEvent),!(O&&"mousemove"===e.type||e.preventedByNestedSwiper)){if(T.params.onlyExternal)return T.allowClick=!1,void(S&&(T.touches.startX=T.touches.currentX="touchmove"===e.type?e.targetTouches[0].pageX:e.pageX,T.touches.startY=T.touches.currentY="touchmove"===e.type?e.targetTouches[0].pageY:e.pageY,E=Date.now()));if(O&&document.activeElement&&e.target===document.activeElement&&a(e.target).is(B))return C=!0,void(T.allowClick=!1);if(M&&T.emit("onTouchMove",T,e),!(e.targetTouches&&e.targetTouches.length>1)){if(T.touches.currentX="touchmove"===e.type?e.targetTouches[0].pageX:e.pageX,T.touches.currentY="touchmove"===e.type?e.targetTouches[0].pageY:e.pageY,"undefined"==typeof P){var t=180*Math.atan2(Math.abs(T.touches.currentY-T.touches.startY),Math.abs(T.touches.currentX-T.touches.startX))/Math.PI;P=i()?t>T.params.touchAngle:90-t>T.params.touchAngle}if(P&&T.emit("onTouchMoveOpposite",T,e),"undefined"==typeof N&&T.browser.ieTouch&&(T.touches.currentX!==T.touches.startX||T.touches.currentY!==T.touches.startY)&&(N=!0),S){if(P)return void(S=!1);if(N||!T.browser.ieTouch){T.allowClick=!1,T.emit("onSliderMove",T,e),e.preventDefault(),T.params.touchMoveStopPropagation&&!T.params.nested&&e.stopPropagation(),C||(s.loop&&T.fixLoop(),z=T.getWrapperTranslate(),T.setWrapperTransition(0),T.animating&&T.wrapper.trigger("webkitTransitionEnd transitionend oTransitionEnd MSTransitionEnd msTransitionEnd"),T.params.autoplay&&T.autoplaying&&(T.params.autoplayDisableOnInteraction?T.stopAutoplay():T.pauseAutoplay()),D=!1,T.params.grabCursor&&(T.container[0].style.cursor="move",T.container[0].style.cursor="-webkit-grabbing",T.container[0].style.cursor="-moz-grabbin",T.container[0].style.cursor="grabbing")),C=!0;var r=T.touches.diff=i()?T.touches.currentX-T.touches.startX:T.touches.currentY-T.touches.startY;r*=T.params.touchRatio,T.rtl&&(r=-r),T.swipeDirection=r>0?"prev":"next",k=r+z;var n=!0;if(r>0&&k>T.minTranslate()?(n=!1,T.params.resistance&&(k=T.minTranslate()-1+Math.pow(-T.minTranslate()+z+r,T.params.resistanceRatio))):0>r&&k<T.maxTranslate()&&(n=!1,T.params.resistance&&(k=T.maxTranslate()+1-Math.pow(T.maxTranslate()-z-r,T.params.resistanceRatio))),n&&(e.preventedByNestedSwiper=!0),!T.params.allowSwipeToNext&&"next"===T.swipeDirection&&z>k&&(k=z),!T.params.allowSwipeToPrev&&"prev"===T.swipeDirection&&k>z&&(k=z),T.params.followFinger){if(T.params.threshold>0){if(!(Math.abs(r)>T.params.threshold||I))return void(k=z);if(!I)return I=!0,T.touches.startX=T.touches.currentX,T.touches.startY=T.touches.currentY,k=z,void(T.touches.diff=i()?T.touches.currentX-T.touches.startX:T.touches.currentY-T.touches.startY)}(T.params.freeMode||T.params.watchSlidesProgress)&&T.updateActiveIndex(),T.params.freeMode&&(0===A.length&&A.push({position:T.touches[i()?"startX":"startY"],time:E}),A.push({position:T.touches[i()?"currentX":"currentY"],time:(new window.Date).getTime()})),T.updateProgress(k),T.setWrapperTranslate(k)}}}}}},T.onTouchEnd=function(e){if(e.originalEvent&&(e=e.originalEvent),M&&T.emit("onTouchEnd",T,e),M=!1,S){T.params.grabCursor&&C&&S&&(T.container[0].style.cursor="move",T.container[0].style.cursor="-webkit-grab",T.container[0].style.cursor="-moz-grab",T.container[0].style.cursor="grab");var t=Date.now(),r=t-E;if(T.allowClick&&(T.updateClickedSlide(e),T.emit("onTap",T,e),300>r&&t-G>300&&(L&&clearTimeout(L),L=setTimeout(function(){T&&(T.params.paginationHide&&T.paginationContainer.length>0&&!a(e.target).hasClass(T.params.bulletClass)&&T.paginationContainer.toggleClass(T.params.paginationHiddenClass),T.emit("onClick",T,e))},300)),300>r&&300>t-G&&(L&&clearTimeout(L),T.emit("onDoubleTap",T,e))),G=Date.now(),setTimeout(function(){T&&(T.allowClick=!0)},0),!S||!C||!T.swipeDirection||0===T.touches.diff||k===z)return void(S=C=!1);S=C=!1;var s;if(s=T.params.followFinger?T.rtl?T.translate:-T.translate:-k,T.params.freeMode){if(s<-T.minTranslate())return void T.slideTo(T.activeIndex);if(s>-T.maxTranslate())return void(T.slides.length<T.snapGrid.length?T.slideTo(T.snapGrid.length-1):T.slideTo(T.slides.length-1));if(T.params.freeModeMomentum){if(A.length>1){var i=A.pop(),n=A.pop(),o=i.position-n.position,l=i.time-n.time;T.velocity=o/l,T.velocity=T.velocity/2,Math.abs(T.velocity)<T.params.freeModeMinimumVelocity&&(T.velocity=0),(l>150||(new window.Date).getTime()-i.time>300)&&(T.velocity=0)}else T.velocity=0;A.length=0;var d=1e3*T.params.freeModeMomentumRatio,p=T.velocity*d,u=T.translate+p;T.rtl&&(u=-u);var c,m=!1,f=20*Math.abs(T.velocity)*T.params.freeModeMomentumBounceRatio;if(u<T.maxTranslate())T.params.freeModeMomentumBounce?(u+T.maxTranslate()<-f&&(u=T.maxTranslate()-f),c=T.maxTranslate(),m=!0,D=!0):u=T.maxTranslate();else if(u>T.minTranslate())T.params.freeModeMomentumBounce?(u-T.minTranslate()>f&&(u=T.minTranslate()+f),c=T.minTranslate(),m=!0,D=!0):u=T.minTranslate();else if(T.params.freeModeSticky){var h,g=0;for(g=0;g<T.snapGrid.length;g+=1)if(T.snapGrid[g]>-u){h=g;break}u=Math.abs(T.snapGrid[h]-u)<Math.abs(T.snapGrid[h-1]-u)||"next"===T.swipeDirection?T.snapGrid[h]:T.snapGrid[h-1],T.rtl||(u=-u)}if(0!==T.velocity)d=T.rtl?Math.abs((-u-T.translate)/T.velocity):Math.abs((u-T.translate)/T.velocity);else if(T.params.freeModeSticky)return void T.slideReset();T.params.freeModeMomentumBounce&&m?(T.updateProgress(c),T.setWrapperTransition(d),T.setWrapperTranslate(u),T.onTransitionStart(),T.animating=!0,T.wrapper.transitionEnd(function(){T&&D&&(T.emit("onMomentumBounce",T),T.setWrapperTransition(T.params.speed),T.setWrapperTranslate(c),T.wrapper.transitionEnd(function(){T&&T.onTransitionEnd()}))})):T.velocity?(T.updateProgress(u),T.setWrapperTransition(d),T.setWrapperTranslate(u),T.onTransitionStart(),T.animating||(T.animating=!0,T.wrapper.transitionEnd(function(){T&&T.onTransitionEnd()}))):T.updateProgress(u),T.updateActiveIndex()}return void((!T.params.freeModeMomentum||r>=T.params.longSwipesMs)&&(T.updateProgress(),T.updateActiveIndex()))}var v,w=0,y=T.slidesSizesGrid[0];
for(v=0;v<T.slidesGrid.length;v+=T.params.slidesPerGroup)"undefined"!=typeof T.slidesGrid[v+T.params.slidesPerGroup]?s>=T.slidesGrid[v]&&s<T.slidesGrid[v+T.params.slidesPerGroup]&&(w=v,y=T.slidesGrid[v+T.params.slidesPerGroup]-T.slidesGrid[v]):s>=T.slidesGrid[v]&&(w=v,y=T.slidesGrid[T.slidesGrid.length-1]-T.slidesGrid[T.slidesGrid.length-2]);var b=(s-T.slidesGrid[w])/y;if(r>T.params.longSwipesMs){if(!T.params.longSwipes)return void T.slideTo(T.activeIndex);"next"===T.swipeDirection&&(b>=T.params.longSwipesRatio?T.slideTo(w+T.params.slidesPerGroup):T.slideTo(w)),"prev"===T.swipeDirection&&(b>1-T.params.longSwipesRatio?T.slideTo(w+T.params.slidesPerGroup):T.slideTo(w))}else{if(!T.params.shortSwipes)return void T.slideTo(T.activeIndex);"next"===T.swipeDirection&&T.slideTo(w+T.params.slidesPerGroup),"prev"===T.swipeDirection&&T.slideTo(w)}}},T._slideTo=function(e,a){return T.slideTo(e,a,!0,!0)},T.slideTo=function(e,a,t,r){"undefined"==typeof t&&(t=!0),"undefined"==typeof e&&(e=0),0>e&&(e=0),T.snapIndex=Math.floor(e/T.params.slidesPerGroup),T.snapIndex>=T.snapGrid.length&&(T.snapIndex=T.snapGrid.length-1);var s=-T.snapGrid[T.snapIndex];T.params.autoplay&&T.autoplaying&&(r||!T.params.autoplayDisableOnInteraction?T.pauseAutoplay(a):T.stopAutoplay()),T.updateProgress(s);for(var i=0;i<T.slidesGrid.length;i++)-Math.floor(100*s)>=Math.floor(100*T.slidesGrid[i])&&(e=i);return!T.params.allowSwipeToNext&&s<T.translate&&s<T.minTranslate()?!1:!T.params.allowSwipeToPrev&&s>T.translate&&s>T.maxTranslate()&&(T.activeIndex||0)!==e?!1:("undefined"==typeof a&&(a=T.params.speed),T.previousIndex=T.activeIndex||0,T.activeIndex=e,T.rtl&&-s===T.translate||!T.rtl&&s===T.translate?(T.params.autoHeight&&T.updateAutoHeight(),T.updateClasses(),"slide"!==T.params.effect&&T.setWrapperTranslate(s),!1):(T.updateClasses(),T.onTransitionStart(t),0===a?(T.setWrapperTranslate(s),T.setWrapperTransition(0),T.onTransitionEnd(t)):(T.setWrapperTranslate(s),T.setWrapperTransition(a),T.animating||(T.animating=!0,T.wrapper.transitionEnd(function(){T&&T.onTransitionEnd(t)}))),!0))},T.onTransitionStart=function(e){"undefined"==typeof e&&(e=!0),T.params.autoHeight&&T.updateAutoHeight(),T.lazy&&T.lazy.onTransitionStart(),e&&(T.emit("onTransitionStart",T),T.activeIndex!==T.previousIndex&&(T.emit("onSlideChangeStart",T),T.activeIndex>T.previousIndex?T.emit("onSlideNextStart",T):T.emit("onSlidePrevStart",T)))},T.onTransitionEnd=function(e){T.animating=!1,T.setWrapperTransition(0),"undefined"==typeof e&&(e=!0),T.lazy&&T.lazy.onTransitionEnd(),e&&(T.emit("onTransitionEnd",T),T.activeIndex!==T.previousIndex&&(T.emit("onSlideChangeEnd",T),T.activeIndex>T.previousIndex?T.emit("onSlideNextEnd",T):T.emit("onSlidePrevEnd",T))),T.params.hashnav&&T.hashnav&&T.hashnav.setHash()},T.slideNext=function(e,a,t){if(T.params.loop){if(T.animating)return!1;T.fixLoop();T.container[0].clientLeft;return T.slideTo(T.activeIndex+T.params.slidesPerGroup,a,e,t)}return T.slideTo(T.activeIndex+T.params.slidesPerGroup,a,e,t)},T._slideNext=function(e){return T.slideNext(!0,e,!0)},T.slidePrev=function(e,a,t){if(T.params.loop){if(T.animating)return!1;T.fixLoop();T.container[0].clientLeft;return T.slideTo(T.activeIndex-1,a,e,t)}return T.slideTo(T.activeIndex-1,a,e,t)},T._slidePrev=function(e){return T.slidePrev(!0,e,!0)},T.slideReset=function(e,a,t){return T.slideTo(T.activeIndex,a,e)},T.setWrapperTransition=function(e,a){T.wrapper.transition(e),"slide"!==T.params.effect&&T.effects[T.params.effect]&&T.effects[T.params.effect].setTransition(e),T.params.parallax&&T.parallax&&T.parallax.setTransition(e),T.params.scrollbar&&T.scrollbar&&T.scrollbar.setTransition(e),T.params.control&&T.controller&&T.controller.setTransition(e,a),T.emit("onSetTransition",T,e)},T.setWrapperTranslate=function(e,a,t){var r=0,s=0,o=0;i()?r=T.rtl?-e:e:s=e,T.params.roundLengths&&(r=n(r),s=n(s)),T.params.virtualTranslate||(T.support.transforms3d?T.wrapper.transform("translate3d("+r+"px, "+s+"px, "+o+"px)"):T.wrapper.transform("translate("+r+"px, "+s+"px)")),T.translate=i()?r:s;var l,d=T.maxTranslate()-T.minTranslate();l=0===d?0:(e-T.minTranslate())/d,l!==T.progress&&T.updateProgress(e),a&&T.updateActiveIndex(),"slide"!==T.params.effect&&T.effects[T.params.effect]&&T.effects[T.params.effect].setTranslate(T.translate),T.params.parallax&&T.parallax&&T.parallax.setTranslate(T.translate),T.params.scrollbar&&T.scrollbar&&T.scrollbar.setTranslate(T.translate),T.params.control&&T.controller&&T.controller.setTranslate(T.translate,t),T.emit("onSetTranslate",T,T.translate)},T.getTranslate=function(e,a){var t,r,s,i;return"undefined"==typeof a&&(a="x"),T.params.virtualTranslate?T.rtl?-T.translate:T.translate:(s=window.getComputedStyle(e,null),window.WebKitCSSMatrix?(r=s.transform||s.webkitTransform,r.split(",").length>6&&(r=r.split(", ").map(function(e){return e.replace(",",".")}).join(", ")),i=new window.WebKitCSSMatrix("none"===r?"":r)):(i=s.MozTransform||s.OTransform||s.MsTransform||s.msTransform||s.transform||s.getPropertyValue("transform").replace("translate(","matrix(1, 0, 0, 1,"),t=i.toString().split(",")),"x"===a&&(r=window.WebKitCSSMatrix?i.m41:16===t.length?parseFloat(t[12]):parseFloat(t[4])),"y"===a&&(r=window.WebKitCSSMatrix?i.m42:16===t.length?parseFloat(t[13]):parseFloat(t[5])),T.rtl&&r&&(r=-r),r||0)},T.getWrapperTranslate=function(e){return"undefined"==typeof e&&(e=i()?"x":"y"),T.getTranslate(T.wrapper[0],e)},T.observers=[],T.initObservers=function(){if(T.params.observeParents)for(var e=T.container.parents(),a=0;a<e.length;a++)d(e[a]);d(T.container[0],{childList:!1}),d(T.wrapper[0],{attributes:!1})},T.disconnectObservers=function(){for(var e=0;e<T.observers.length;e++)T.observers[e].disconnect();T.observers=[]},T.createLoop=function(){T.wrapper.children("."+T.params.slideClass+"."+T.params.slideDuplicateClass).remove();var e=T.wrapper.children("."+T.params.slideClass);"auto"!==T.params.slidesPerView||T.params.loopedSlides||(T.params.loopedSlides=e.length),T.loopedSlides=parseInt(T.params.loopedSlides||T.params.slidesPerView,10),T.loopedSlides=T.loopedSlides+T.params.loopAdditionalSlides,T.loopedSlides>e.length&&(T.loopedSlides=e.length);var t,r=[],s=[];for(e.each(function(t,i){var n=a(this);t<T.loopedSlides&&s.push(i),t<e.length&&t>=e.length-T.loopedSlides&&r.push(i),n.attr("data-swiper-slide-index",t)}),t=0;t<s.length;t++)T.wrapper.append(a(s[t].cloneNode(!0)).addClass(T.params.slideDuplicateClass));for(t=r.length-1;t>=0;t--)T.wrapper.prepend(a(r[t].cloneNode(!0)).addClass(T.params.slideDuplicateClass))},T.destroyLoop=function(){T.wrapper.children("."+T.params.slideClass+"."+T.params.slideDuplicateClass).remove(),T.slides.removeAttr("data-swiper-slide-index")},T.fixLoop=function(){var e;T.activeIndex<T.loopedSlides?(e=T.slides.length-3*T.loopedSlides+T.activeIndex,e+=T.loopedSlides,T.slideTo(e,0,!1,!0)):("auto"===T.params.slidesPerView&&T.activeIndex>=2*T.loopedSlides||T.activeIndex>T.slides.length-2*T.params.slidesPerView)&&(e=-T.slides.length+T.activeIndex+T.loopedSlides,e+=T.loopedSlides,T.slideTo(e,0,!1,!0))},T.appendSlide=function(e){if(T.params.loop&&T.destroyLoop(),"object"==typeof e&&e.length)for(var a=0;a<e.length;a++)e[a]&&T.wrapper.append(e[a]);else T.wrapper.append(e);T.params.loop&&T.createLoop(),T.params.observer&&T.support.observer||T.update(!0)},T.prependSlide=function(e){T.params.loop&&T.destroyLoop();var a=T.activeIndex+1;if("object"==typeof e&&e.length){for(var t=0;t<e.length;t++)e[t]&&T.wrapper.prepend(e[t]);a=T.activeIndex+e.length}else T.wrapper.prepend(e);T.params.loop&&T.createLoop(),T.params.observer&&T.support.observer||T.update(!0),T.slideTo(a,0,!1)},T.removeSlide=function(e){T.params.loop&&(T.destroyLoop(),T.slides=T.wrapper.children("."+T.params.slideClass));var a,t=T.activeIndex;if("object"==typeof e&&e.length){for(var r=0;r<e.length;r++)a=e[r],T.slides[a]&&T.slides.eq(a).remove(),t>a&&t--;t=Math.max(t,0)}else a=e,T.slides[a]&&T.slides.eq(a).remove(),t>a&&t--,t=Math.max(t,0);T.params.loop&&T.createLoop(),T.params.observer&&T.support.observer||T.update(!0),T.params.loop?T.slideTo(t+T.loopedSlides,0,!1):T.slideTo(t,0,!1)},T.removeAllSlides=function(){for(var e=[],a=0;a<T.slides.length;a++)e.push(a);T.removeSlide(e)},T.effects={fade:{setTranslate:function(){for(var e=0;e<T.slides.length;e++){var a=T.slides.eq(e),t=a[0].swiperSlideOffset,r=-t;T.params.virtualTranslate||(r-=T.translate);var s=0;i()||(s=r,r=0);var n=T.params.fade.crossFade?Math.max(1-Math.abs(a[0].progress),0):1+Math.min(Math.max(a[0].progress,-1),0);a.css({opacity:n}).transform("translate3d("+r+"px, "+s+"px, 0px)")}},setTransition:function(e){if(T.slides.transition(e),T.params.virtualTranslate&&0!==e){var a=!1;T.slides.transitionEnd(function(){if(!a&&T){a=!0,T.animating=!1;for(var e=["webkitTransitionEnd","transitionend","oTransitionEnd","MSTransitionEnd","msTransitionEnd"],t=0;t<e.length;t++)T.wrapper.trigger(e[t])}})}}},cube:{setTranslate:function(){var e,t=0;T.params.cube.shadow&&(i()?(e=T.wrapper.find(".swiper-cube-shadow"),0===e.length&&(e=a('<div class="swiper-cube-shadow"></div>'),T.wrapper.append(e)),e.css({height:T.width+"px"})):(e=T.container.find(".swiper-cube-shadow"),0===e.length&&(e=a('<div class="swiper-cube-shadow"></div>'),T.container.append(e))));for(var r=0;r<T.slides.length;r++){var s=T.slides.eq(r),n=90*r,o=Math.floor(n/360);T.rtl&&(n=-n,o=Math.floor(-n/360));var l=Math.max(Math.min(s[0].progress,1),-1),d=0,p=0,u=0;r%4===0?(d=4*-o*T.size,u=0):(r-1)%4===0?(d=0,u=4*-o*T.size):(r-2)%4===0?(d=T.size+4*o*T.size,u=T.size):(r-3)%4===0&&(d=-T.size,u=3*T.size+4*T.size*o),T.rtl&&(d=-d),i()||(p=d,d=0);var c="rotateX("+(i()?0:-n)+"deg) rotateY("+(i()?n:0)+"deg) translate3d("+d+"px, "+p+"px, "+u+"px)";if(1>=l&&l>-1&&(t=90*r+90*l,T.rtl&&(t=90*-r-90*l)),s.transform(c),T.params.cube.slideShadows){var m=i()?s.find(".swiper-slide-shadow-left"):s.find(".swiper-slide-shadow-top"),f=i()?s.find(".swiper-slide-shadow-right"):s.find(".swiper-slide-shadow-bottom");0===m.length&&(m=a('<div class="swiper-slide-shadow-'+(i()?"left":"top")+'"></div>'),s.append(m)),0===f.length&&(f=a('<div class="swiper-slide-shadow-'+(i()?"right":"bottom")+'"></div>'),s.append(f));s[0].progress;m.length&&(m[0].style.opacity=-s[0].progress),f.length&&(f[0].style.opacity=s[0].progress)}}if(T.wrapper.css({"-webkit-transform-origin":"50% 50% -"+T.size/2+"px","-moz-transform-origin":"50% 50% -"+T.size/2+"px","-ms-transform-origin":"50% 50% -"+T.size/2+"px","transform-origin":"50% 50% -"+T.size/2+"px"}),T.params.cube.shadow)if(i())e.transform("translate3d(0px, "+(T.width/2+T.params.cube.shadowOffset)+"px, "+-T.width/2+"px) rotateX(90deg) rotateZ(0deg) scale("+T.params.cube.shadowScale+")");else{var h=Math.abs(t)-90*Math.floor(Math.abs(t)/90),g=1.5-(Math.sin(2*h*Math.PI/360)/2+Math.cos(2*h*Math.PI/360)/2),v=T.params.cube.shadowScale,w=T.params.cube.shadowScale/g,y=T.params.cube.shadowOffset;e.transform("scale3d("+v+", 1, "+w+") translate3d(0px, "+(T.height/2+y)+"px, "+-T.height/2/w+"px) rotateX(-90deg)")}var b=T.isSafari||T.isUiWebView?-T.size/2:0;T.wrapper.transform("translate3d(0px,0,"+b+"px) rotateX("+(i()?0:t)+"deg) rotateY("+(i()?-t:0)+"deg)")},setTransition:function(e){T.slides.transition(e).find(".swiper-slide-shadow-top, .swiper-slide-shadow-right, .swiper-slide-shadow-bottom, .swiper-slide-shadow-left").transition(e),T.params.cube.shadow&&!i()&&T.container.find(".swiper-cube-shadow").transition(e)}},coverflow:{setTranslate:function(){for(var e=T.translate,t=i()?-e+T.width/2:-e+T.height/2,r=i()?T.params.coverflow.rotate:-T.params.coverflow.rotate,s=T.params.coverflow.depth,n=0,o=T.slides.length;o>n;n++){var l=T.slides.eq(n),d=T.slidesSizesGrid[n],p=l[0].swiperSlideOffset,u=(t-p-d/2)/d*T.params.coverflow.modifier,c=i()?r*u:0,m=i()?0:r*u,f=-s*Math.abs(u),h=i()?0:T.params.coverflow.stretch*u,g=i()?T.params.coverflow.stretch*u:0;Math.abs(g)<.001&&(g=0),Math.abs(h)<.001&&(h=0),Math.abs(f)<.001&&(f=0),Math.abs(c)<.001&&(c=0),Math.abs(m)<.001&&(m=0);var v="translate3d("+g+"px,"+h+"px,"+f+"px)  rotateX("+m+"deg) rotateY("+c+"deg)";if(l.transform(v),l[0].style.zIndex=-Math.abs(Math.round(u))+1,T.params.coverflow.slideShadows){var w=i()?l.find(".swiper-slide-shadow-left"):l.find(".swiper-slide-shadow-top"),y=i()?l.find(".swiper-slide-shadow-right"):l.find(".swiper-slide-shadow-bottom");0===w.length&&(w=a('<div class="swiper-slide-shadow-'+(i()?"left":"top")+'"></div>'),l.append(w)),0===y.length&&(y=a('<div class="swiper-slide-shadow-'+(i()?"right":"bottom")+'"></div>'),l.append(y)),w.length&&(w[0].style.opacity=u>0?u:0),y.length&&(y[0].style.opacity=-u>0?-u:0)}}if(T.browser.ie){var b=T.wrapper[0].style;b.perspectiveOrigin=t+"px 50%"}},setTransition:function(e){T.slides.transition(e).find(".swiper-slide-shadow-top, .swiper-slide-shadow-right, .swiper-slide-shadow-bottom, .swiper-slide-shadow-left").transition(e)}}},T.lazy={initialImageLoaded:!1,loadImageInSlide:function(e,t){if("undefined"!=typeof e&&("undefined"==typeof t&&(t=!0),0!==T.slides.length)){var r=T.slides.eq(e),s=r.find(".swiper-lazy:not(.swiper-lazy-loaded):not(.swiper-lazy-loading)");!r.hasClass("swiper-lazy")||r.hasClass("swiper-lazy-loaded")||r.hasClass("swiper-lazy-loading")||(s=s.add(r[0])),0!==s.length&&s.each(function(){var e=a(this);e.addClass("swiper-lazy-loading");var s=e.attr("data-background"),i=e.attr("data-src"),n=e.attr("data-srcset");T.loadImage(e[0],i||s,n,!1,function(){if(s?(e.css("background-image","url("+s+")"),e.removeAttr("data-background")):(n&&(e.attr("srcset",n),e.removeAttr("data-srcset")),i&&(e.attr("src",i),e.removeAttr("data-src"))),e.addClass("swiper-lazy-loaded").removeClass("swiper-lazy-loading"),r.find(".swiper-lazy-preloader, .preloader").remove(),T.params.loop&&t){var a=r.attr("data-swiper-slide-index");if(r.hasClass(T.params.slideDuplicateClass)){var o=T.wrapper.children('[data-swiper-slide-index="'+a+'"]:not(.'+T.params.slideDuplicateClass+")");T.lazy.loadImageInSlide(o.index(),!1)}else{var l=T.wrapper.children("."+T.params.slideDuplicateClass+'[data-swiper-slide-index="'+a+'"]');T.lazy.loadImageInSlide(l.index(),!1)}}T.emit("onLazyImageReady",T,r[0],e[0])}),T.emit("onLazyImageLoad",T,r[0],e[0])})}},load:function(){var e;if(T.params.watchSlidesVisibility)T.wrapper.children("."+T.params.slideVisibleClass).each(function(){T.lazy.loadImageInSlide(a(this).index())});else if(T.params.slidesPerView>1)for(e=T.activeIndex;e<T.activeIndex+T.params.slidesPerView;e++)T.slides[e]&&T.lazy.loadImageInSlide(e);else T.lazy.loadImageInSlide(T.activeIndex);if(T.params.lazyLoadingInPrevNext)if(T.params.slidesPerView>1){for(e=T.activeIndex+T.params.slidesPerView;e<T.activeIndex+T.params.slidesPerView+T.params.slidesPerView;e++)T.slides[e]&&T.lazy.loadImageInSlide(e);for(e=T.activeIndex-T.params.slidesPerView;e<T.activeIndex;e++)T.slides[e]&&T.lazy.loadImageInSlide(e)}else{var t=T.wrapper.children("."+T.params.slideNextClass);t.length>0&&T.lazy.loadImageInSlide(t.index());var r=T.wrapper.children("."+T.params.slidePrevClass);r.length>0&&T.lazy.loadImageInSlide(r.index())}},onTransitionStart:function(){T.params.lazyLoading&&(T.params.lazyLoadingOnTransitionStart||!T.params.lazyLoadingOnTransitionStart&&!T.lazy.initialImageLoaded)&&T.lazy.load()},onTransitionEnd:function(){T.params.lazyLoading&&!T.params.lazyLoadingOnTransitionStart&&T.lazy.load()}},T.scrollbar={isTouched:!1,setDragPosition:function(e){var a=T.scrollbar,t=i()?"touchstart"===e.type||"touchmove"===e.type?e.targetTouches[0].pageX:e.pageX||e.clientX:"touchstart"===e.type||"touchmove"===e.type?e.targetTouches[0].pageY:e.pageY||e.clientY,r=t-a.track.offset()[i()?"left":"top"]-a.dragSize/2,s=-T.minTranslate()*a.moveDivider,n=-T.maxTranslate()*a.moveDivider;s>r?r=s:r>n&&(r=n),r=-r/a.moveDivider,T.updateProgress(r),T.setWrapperTranslate(r,!0)},dragStart:function(e){var a=T.scrollbar;a.isTouched=!0,e.preventDefault(),e.stopPropagation(),a.setDragPosition(e),clearTimeout(a.dragTimeout),a.track.transition(0),T.params.scrollbarHide&&a.track.css("opacity",1),T.wrapper.transition(100),a.drag.transition(100),T.emit("onScrollbarDragStart",T)},dragMove:function(e){var a=T.scrollbar;a.isTouched&&(e.preventDefault?e.preventDefault():e.returnValue=!1,a.setDragPosition(e),T.wrapper.transition(0),a.track.transition(0),a.drag.transition(0),T.emit("onScrollbarDragMove",T))},dragEnd:function(e){var a=T.scrollbar;a.isTouched&&(a.isTouched=!1,T.params.scrollbarHide&&(clearTimeout(a.dragTimeout),a.dragTimeout=setTimeout(function(){a.track.css("opacity",0),a.track.transition(400)},1e3)),T.emit("onScrollbarDragEnd",T),T.params.scrollbarSnapOnRelease&&T.slideReset())},enableDraggable:function(){var e=T.scrollbar,t=T.support.touch?e.track:document;a(e.track).on(T.touchEvents.start,e.dragStart),a(t).on(T.touchEvents.move,e.dragMove),a(t).on(T.touchEvents.end,e.dragEnd)},disableDraggable:function(){var e=T.scrollbar,t=T.support.touch?e.track:document;a(e.track).off(T.touchEvents.start,e.dragStart),a(t).off(T.touchEvents.move,e.dragMove),a(t).off(T.touchEvents.end,e.dragEnd)},set:function(){if(T.params.scrollbar){var e=T.scrollbar;e.track=a(T.params.scrollbar),e.drag=e.track.find(".swiper-scrollbar-drag"),0===e.drag.length&&(e.drag=a('<div class="swiper-scrollbar-drag"></div>'),e.track.append(e.drag)),e.drag[0].style.width="",e.drag[0].style.height="",e.trackSize=i()?e.track[0].offsetWidth:e.track[0].offsetHeight,e.divider=T.size/T.virtualSize,e.moveDivider=e.divider*(e.trackSize/T.size),e.dragSize=e.trackSize*e.divider,i()?e.drag[0].style.width=e.dragSize+"px":e.drag[0].style.height=e.dragSize+"px",e.divider>=1?e.track[0].style.display="none":e.track[0].style.display="",T.params.scrollbarHide&&(e.track[0].style.opacity=0)}},setTranslate:function(){if(T.params.scrollbar){var e,a=T.scrollbar,t=(T.translate||0,a.dragSize);e=(a.trackSize-a.dragSize)*T.progress,T.rtl&&i()?(e=-e,e>0?(t=a.dragSize-e,e=0):-e+a.dragSize>a.trackSize&&(t=a.trackSize+e)):0>e?(t=a.dragSize+e,e=0):e+a.dragSize>a.trackSize&&(t=a.trackSize-e),i()?(T.support.transforms3d?a.drag.transform("translate3d("+e+"px, 0, 0)"):a.drag.transform("translateX("+e+"px)"),a.drag[0].style.width=t+"px"):(T.support.transforms3d?a.drag.transform("translate3d(0px, "+e+"px, 0)"):a.drag.transform("translateY("+e+"px)"),a.drag[0].style.height=t+"px"),T.params.scrollbarHide&&(clearTimeout(a.timeout),a.track[0].style.opacity=1,a.timeout=setTimeout(function(){a.track[0].style.opacity=0,a.track.transition(400)},1e3))}},setTransition:function(e){T.params.scrollbar&&T.scrollbar.drag.transition(e)}},T.controller={LinearSpline:function(e,a){this.x=e,this.y=a,this.lastIndex=e.length-1;var t,r;this.x.length;this.interpolate=function(e){return e?(r=s(this.x,e),t=r-1,(e-this.x[t])*(this.y[r]-this.y[t])/(this.x[r]-this.x[t])+this.y[t]):0};var s=function(){var e,a,t;return function(r,s){for(a=-1,e=r.length;e-a>1;)r[t=e+a>>1]<=s?a=t:e=t;return e}}()},getInterpolateFunction:function(e){T.controller.spline||(T.controller.spline=T.params.loop?new T.controller.LinearSpline(T.slidesGrid,e.slidesGrid):new T.controller.LinearSpline(T.snapGrid,e.snapGrid))},setTranslate:function(e,a){function r(a){e=a.rtl&&"horizontal"===a.params.direction?-T.translate:T.translate,"slide"===T.params.controlBy&&(T.controller.getInterpolateFunction(a),i=-T.controller.spline.interpolate(-e)),i&&"container"!==T.params.controlBy||(s=(a.maxTranslate()-a.minTranslate())/(T.maxTranslate()-T.minTranslate()),i=(e-T.minTranslate())*s+a.minTranslate()),T.params.controlInverse&&(i=a.maxTranslate()-i),a.updateProgress(i),a.setWrapperTranslate(i,!1,T),a.updateActiveIndex()}var s,i,n=T.params.control;if(T.isArray(n))for(var o=0;o<n.length;o++)n[o]!==a&&n[o]instanceof t&&r(n[o]);else n instanceof t&&a!==n&&r(n)},setTransition:function(e,a){function r(a){a.setWrapperTransition(e,T),0!==e&&(a.onTransitionStart(),a.wrapper.transitionEnd(function(){i&&(a.params.loop&&"slide"===T.params.controlBy&&a.fixLoop(),a.onTransitionEnd())}))}var s,i=T.params.control;if(T.isArray(i))for(s=0;s<i.length;s++)i[s]!==a&&i[s]instanceof t&&r(i[s]);else i instanceof t&&a!==i&&r(i)}},T.hashnav={init:function(){if(T.params.hashnav){T.hashnav.initialized=!0;var e=document.location.hash.replace("#","");if(e)for(var a=0,t=0,r=T.slides.length;r>t;t++){var s=T.slides.eq(t),i=s.attr("data-hash");if(i===e&&!s.hasClass(T.params.slideDuplicateClass)){var n=s.index();T.slideTo(n,a,T.params.runCallbacksOnInit,!0)}}}},setHash:function(){T.hashnav.initialized&&T.params.hashnav&&(document.location.hash=T.slides.eq(T.activeIndex).attr("data-hash")||"")}},T.disableKeyboardControl=function(){T.params.keyboardControl=!1,a(document).off("keydown",p)},T.enableKeyboardControl=function(){T.params.keyboardControl=!0,a(document).on("keydown",p)},T.mousewheel={event:!1,lastScrollTime:(new window.Date).getTime()},T.params.mousewheelControl){try{new window.WheelEvent("wheel"),T.mousewheel.event="wheel"}catch(R){}T.mousewheel.event||void 0===document.onmousewheel||(T.mousewheel.event="mousewheel"),T.mousewheel.event||(T.mousewheel.event="DOMMouseScroll")}T.disableMousewheelControl=function(){return T.mousewheel.event?(T.container.off(T.mousewheel.event,u),!0):!1},T.enableMousewheelControl=function(){return T.mousewheel.event?(T.container.on(T.mousewheel.event,u),!0):!1},T.parallax={setTranslate:function(){T.container.children("[data-swiper-parallax], [data-swiper-parallax-x], [data-swiper-parallax-y]").each(function(){c(this,T.progress)}),T.slides.each(function(){var e=a(this);e.find("[data-swiper-parallax], [data-swiper-parallax-x], [data-swiper-parallax-y]").each(function(){var a=Math.min(Math.max(e[0].progress,-1),1);c(this,a)})})},setTransition:function(e){"undefined"==typeof e&&(e=T.params.speed),T.container.find("[data-swiper-parallax], [data-swiper-parallax-x], [data-swiper-parallax-y]").each(function(){var t=a(this),r=parseInt(t.attr("data-swiper-parallax-duration"),10)||e;0===e&&(r=0),t.transition(r)})}},T._plugins=[];for(var W in T.plugins){var V=T.plugins[W](T,T.params[W]);V&&T._plugins.push(V)}return T.callPlugins=function(e){for(var a=0;a<T._plugins.length;a++)e in T._plugins[a]&&T._plugins[a][e](arguments[1],arguments[2],arguments[3],arguments[4],arguments[5])},T.emitterEventListeners={},T.emit=function(e){T.params[e]&&T.params[e](arguments[1],arguments[2],arguments[3],arguments[4],arguments[5]);var a;if(T.emitterEventListeners[e])for(a=0;a<T.emitterEventListeners[e].length;a++)T.emitterEventListeners[e][a](arguments[1],arguments[2],arguments[3],arguments[4],arguments[5]);T.callPlugins&&T.callPlugins(e,arguments[1],arguments[2],arguments[3],arguments[4],arguments[5])},T.on=function(e,a){return e=m(e),T.emitterEventListeners[e]||(T.emitterEventListeners[e]=[]),T.emitterEventListeners[e].push(a),T},T.off=function(e,a){var t;if(e=m(e),"undefined"==typeof a)return T.emitterEventListeners[e]=[],T;if(T.emitterEventListeners[e]&&0!==T.emitterEventListeners[e].length){for(t=0;t<T.emitterEventListeners[e].length;t++)T.emitterEventListeners[e][t]===a&&T.emitterEventListeners[e].splice(t,1);return T}},T.once=function(e,a){e=m(e);var t=function(){a(arguments[0],arguments[1],arguments[2],arguments[3],arguments[4]),T.off(e,t)};return T.on(e,t),T},T.a11y={makeFocusable:function(e){return e.attr("tabIndex","0"),e},addRole:function(e,a){return e.attr("role",a),e},addLabel:function(e,a){return e.attr("aria-label",a),e},disable:function(e){return e.attr("aria-disabled",!0),e},enable:function(e){return e.attr("aria-disabled",!1),e},onEnterKey:function(e){13===e.keyCode&&(a(e.target).is(T.params.nextButton)?(T.onClickNext(e),T.isEnd?T.a11y.notify(T.params.lastSlideMessage):T.a11y.notify(T.params.nextSlideMessage)):a(e.target).is(T.params.prevButton)&&(T.onClickPrev(e),T.isBeginning?T.a11y.notify(T.params.firstSlideMessage):T.a11y.notify(T.params.prevSlideMessage)),a(e.target).is("."+T.params.bulletClass)&&a(e.target)[0].click())},liveRegion:a('<span class="swiper-notification" aria-live="assertive" aria-atomic="true"></span>'),notify:function(e){var a=T.a11y.liveRegion;0!==a.length&&(a.html(""),a.html(e))},init:function(){if(T.params.nextButton){var e=a(T.params.nextButton);T.a11y.makeFocusable(e),T.a11y.addRole(e,"button"),T.a11y.addLabel(e,T.params.nextSlideMessage)}if(T.params.prevButton){var t=a(T.params.prevButton);T.a11y.makeFocusable(t),T.a11y.addRole(t,"button"),T.a11y.addLabel(t,T.params.prevSlideMessage)}a(T.container).append(T.a11y.liveRegion)},initPagination:function(){T.params.pagination&&T.params.paginationClickable&&T.bullets&&T.bullets.length&&T.bullets.each(function(){var e=a(this);T.a11y.makeFocusable(e),T.a11y.addRole(e,"button"),T.a11y.addLabel(e,T.params.paginationBulletMessage.replace(/{{index}}/,e.index()+1))})},destroy:function(){T.a11y.liveRegion&&T.a11y.liveRegion.length>0&&T.a11y.liveRegion.remove()}},T.init=function(){T.params.loop&&T.createLoop(),T.updateContainerSize(),T.updateSlidesSize(),T.updatePagination(),T.params.scrollbar&&T.scrollbar&&(T.scrollbar.set(),T.params.scrollbarDraggable&&T.scrollbar.enableDraggable()),"slide"!==T.params.effect&&T.effects[T.params.effect]&&(T.params.loop||T.updateProgress(),T.effects[T.params.effect].setTranslate()),T.params.loop?T.slideTo(T.params.initialSlide+T.loopedSlides,0,T.params.runCallbacksOnInit):(T.slideTo(T.params.initialSlide,0,T.params.runCallbacksOnInit),0===T.params.initialSlide&&(T.parallax&&T.params.parallax&&T.parallax.setTranslate(),T.lazy&&T.params.lazyLoading&&(T.lazy.load(),T.lazy.initialImageLoaded=!0))),T.attachEvents(),T.params.observer&&T.support.observer&&T.initObservers(),T.params.preloadImages&&!T.params.lazyLoading&&T.preloadImages(),T.params.autoplay&&T.startAutoplay(),T.params.keyboardControl&&T.enableKeyboardControl&&T.enableKeyboardControl(),T.params.mousewheelControl&&T.enableMousewheelControl&&T.enableMousewheelControl(),T.params.hashnav&&T.hashnav&&T.hashnav.init(),T.params.a11y&&T.a11y&&T.a11y.init(),T.emit("onInit",T)},T.cleanupStyles=function(){T.container.removeClass(T.classNames.join(" ")).removeAttr("style"),T.wrapper.removeAttr("style"),T.slides&&T.slides.length&&T.slides.removeClass([T.params.slideVisibleClass,T.params.slideActiveClass,T.params.slideNextClass,T.params.slidePrevClass].join(" ")).removeAttr("style").removeAttr("data-swiper-column").removeAttr("data-swiper-row"),T.paginationContainer&&T.paginationContainer.length&&T.paginationContainer.removeClass(T.params.paginationHiddenClass),T.bullets&&T.bullets.length&&T.bullets.removeClass(T.params.bulletActiveClass),T.params.prevButton&&a(T.params.prevButton).removeClass(T.params.buttonDisabledClass),T.params.nextButton&&a(T.params.nextButton).removeClass(T.params.buttonDisabledClass),T.params.scrollbar&&T.scrollbar&&(T.scrollbar.track&&T.scrollbar.track.length&&T.scrollbar.track.removeAttr("style"),T.scrollbar.drag&&T.scrollbar.drag.length&&T.scrollbar.drag.removeAttr("style"))},T.destroy=function(e,a){T.detachEvents(),T.stopAutoplay(),T.params.scrollbar&&T.scrollbar&&T.params.scrollbarDraggable&&T.scrollbar.disableDraggable(),T.params.loop&&T.destroyLoop(),a&&T.cleanupStyles(),T.disconnectObservers(),T.params.keyboardControl&&T.disableKeyboardControl&&T.disableKeyboardControl(),T.params.mousewheelControl&&T.disableMousewheelControl&&T.disableMousewheelControl(),T.params.a11y&&T.a11y&&T.a11y.destroy(),T.emit("onDestroy"),e!==!1&&(T=null)},T.init(),T}};t.prototype={isSafari:function(){var e=navigator.userAgent.toLowerCase();return e.indexOf("safari")>=0&&e.indexOf("chrome")<0&&e.indexOf("android")<0}(),isUiWebView:/(iPhone|iPod|iPad).*AppleWebKit(?!.*Safari)/i.test(navigator.userAgent),isArray:function(e){return"[object Array]"===Object.prototype.toString.apply(e)},browser:{ie:window.navigator.pointerEnabled||window.navigator.msPointerEnabled,ieTouch:window.navigator.msPointerEnabled&&window.navigator.msMaxTouchPoints>1||window.navigator.pointerEnabled&&window.navigator.maxTouchPoints>1},device:function(){var e=navigator.userAgent,a=e.match(/(Android);?[\s\/]+([\d.]+)?/),t=e.match(/(iPad).*OS\s([\d_]+)/),r=e.match(/(iPod)(.*OS\s([\d_]+))?/),s=!t&&e.match(/(iPhone\sOS)\s([\d_]+)/);return{ios:t||s||r,android:a}}(),support:{touch:window.Modernizr&&Modernizr.touch===!0||function(){return!!("ontouchstart"in window||window.DocumentTouch&&document instanceof DocumentTouch)}(),transforms3d:window.Modernizr&&Modernizr.csstransforms3d===!0||function(){var e=document.createElement("div").style;return"webkitPerspective"in e||"MozPerspective"in e||"OPerspective"in e||"MsPerspective"in e||"perspective"in e}(),flexbox:function(){for(var e=document.createElement("div").style,a="alignItems webkitAlignItems webkitBoxAlign msFlexAlign mozBoxAlign webkitFlexDirection msFlexDirection mozBoxDirection mozBoxOrient webkitBoxDirection webkitBoxOrient".split(" "),t=0;t<a.length;t++)if(a[t]in e)return!0}(),observer:function(){return"MutationObserver"in window||"WebkitMutationObserver"in window}()},plugins:{}};for(var r=(function(){var e=function(e){var a=this,t=0;for(t=0;t<e.length;t++)a[t]=e[t];return a.length=e.length,this},a=function(a,t){var r=[],s=0;if(a&&!t&&a instanceof e)return a;if(a)if("string"==typeof a){var i,n,o=a.trim();if(o.indexOf("<")>=0&&o.indexOf(">")>=0){var l="div";for(0===o.indexOf("<li")&&(l="ul"),0===o.indexOf("<tr")&&(l="tbody"),(0===o.indexOf("<td")||0===o.indexOf("<th"))&&(l="tr"),0===o.indexOf("<tbody")&&(l="table"),0===o.indexOf("<option")&&(l="select"),n=document.createElement(l),n.innerHTML=a,s=0;s<n.childNodes.length;s++)r.push(n.childNodes[s])}else for(i=t||"#"!==a[0]||a.match(/[ .<>:~]/)?(t||document).querySelectorAll(a):[document.getElementById(a.split("#")[1])],s=0;s<i.length;s++)i[s]&&r.push(i[s])}else if(a.nodeType||a===window||a===document)r.push(a);else if(a.length>0&&a[0].nodeType)for(s=0;s<a.length;s++)r.push(a[s]);return new e(r)};return e.prototype={addClass:function(e){if("undefined"==typeof e)return this;for(var a=e.split(" "),t=0;t<a.length;t++)for(var r=0;r<this.length;r++)this[r].classList.add(a[t]);return this},removeClass:function(e){for(var a=e.split(" "),t=0;t<a.length;t++)for(var r=0;r<this.length;r++)this[r].classList.remove(a[t]);return this},hasClass:function(e){return this[0]?this[0].classList.contains(e):!1},toggleClass:function(e){for(var a=e.split(" "),t=0;t<a.length;t++)for(var r=0;r<this.length;r++)this[r].classList.toggle(a[t]);return this},attr:function(e,a){if(1===arguments.length&&"string"==typeof e)return this[0]?this[0].getAttribute(e):void 0;for(var t=0;t<this.length;t++)if(2===arguments.length)this[t].setAttribute(e,a);else for(var r in e)this[t][r]=e[r],this[t].setAttribute(r,e[r]);return this},removeAttr:function(e){for(var a=0;a<this.length;a++)this[a].removeAttribute(e);return this},data:function(e,a){if("undefined"!=typeof a){for(var t=0;t<this.length;t++){var r=this[t];r.dom7ElementDataStorage||(r.dom7ElementDataStorage={}),r.dom7ElementDataStorage[e]=a}return this}if(this[0]){var s=this[0].getAttribute("data-"+e);return s?s:this[0].dom7ElementDataStorage&&e in this[0].dom7ElementDataStorage?this[0].dom7ElementDataStorage[e]:void 0}},transform:function(e){for(var a=0;a<this.length;a++){var t=this[a].style;t.webkitTransform=t.MsTransform=t.msTransform=t.MozTransform=t.OTransform=t.transform=e}return this},transition:function(e){"string"!=typeof e&&(e+="ms");for(var a=0;a<this.length;a++){var t=this[a].style;t.webkitTransitionDuration=t.MsTransitionDuration=t.msTransitionDuration=t.MozTransitionDuration=t.OTransitionDuration=t.transitionDuration=e}return this},on:function(e,t,r,s){function i(e){var s=e.target;if(a(s).is(t))r.call(s,e);else for(var i=a(s).parents(),n=0;n<i.length;n++)a(i[n]).is(t)&&r.call(i[n],e)}var n,o,l=e.split(" ");for(n=0;n<this.length;n++)if("function"==typeof t||t===!1)for("function"==typeof t&&(r=arguments[1],s=arguments[2]||!1),o=0;o<l.length;o++)this[n].addEventListener(l[o],r,s);else for(o=0;o<l.length;o++)this[n].dom7LiveListeners||(this[n].dom7LiveListeners=[]),this[n].dom7LiveListeners.push({listener:r,liveListener:i}),this[n].addEventListener(l[o],i,s);return this},off:function(e,a,t,r){for(var s=e.split(" "),i=0;i<s.length;i++)for(var n=0;n<this.length;n++)if("function"==typeof a||a===!1)"function"==typeof a&&(t=arguments[1],
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OEBPS/js/TrackballControls.js
/**
 * @author Eberhard Graether / http://egraether.com/
 * @author Mark Lundin 	/ http://mark-lundin.com
 * @author Simone Manini / http://daron1337.github.io
 * @author Luca Antiga 	/ http://lantiga.github.io
 */

THREE.TrackballControls = function ( object, domElement ) {

	var _this = this;
	var STATE = { NONE: - 1, ROTATE: 0, ZOOM: 1, PAN: 2, TOUCH_ROTATE: 3, TOUCH_ZOOM_PAN: 4 };

	this.object = object;
	this.domElement = ( domElement !== undefined ) ? domElement : document;

	// API

	this.enabled = true;

	this.screen = { left: 0, top: 0, width: 0, height: 0 };

	this.rotateSpeed = 1.0;
	this.zoomSpeed = 1.2;
	this.panSpeed = 0.3;

	this.noRotate = false;
	this.noZoom = false;
	this.noPan = false;

	this.staticMoving = false;
	this.dynamicDampingFactor = 0.2;

	this.minDistance = 0;
	this.maxDistance = Infinity;

	this.keys = [ 65 /*A*/, 83 /*S*/, 68 /*D*/ ];

	// internals

	this.target = new THREE.Vector3();

	var EPS = 0.000001;

	var lastPosition = new THREE.Vector3();

	var _state = STATE.NONE,
	_prevState = STATE.NONE,

	_eye = new THREE.Vector3(),

	_movePrev = new THREE.Vector2(),
	_moveCurr = new THREE.Vector2(),

	_lastAxis = new THREE.Vector3(),
	_lastAngle = 0,

	_zoomStart = new THREE.Vector2(),
	_zoomEnd = new THREE.Vector2(),

	_touchZoomDistanceStart = 0,
	_touchZoomDistanceEnd = 0,

	_panStart = new THREE.Vector2(),
	_panEnd = new THREE.Vector2();

	// for reset

	this.target0 = this.target.clone();
	this.position0 = this.object.position.clone();
	this.up0 = this.object.up.clone();

	// events

	var changeEvent = { type: 'change' };
	var startEvent = { type: 'start' };
	var endEvent = { type: 'end' };


	// methods

	this.handleResize = function () {

		if ( this.domElement === document ) {

			this.screen.left = 0;
			this.screen.top = 0;
			this.screen.width = window.innerWidth;
			this.screen.height = window.innerHeight;

		} else {

			var box = this.domElement.getBoundingClientRect();
			// adjustments come from similar code in the jquery offset() function
			var d = this.domElement.ownerDocument.documentElement;
			this.screen.left = box.left + window.pageXOffset - d.clientLeft;
			this.screen.top = box.top + window.pageYOffset - d.clientTop;
			this.screen.width = box.width;
			this.screen.height = box.height;

		}

	};

	this.handleEvent = function ( event ) {

		if ( typeof this[ event.type ] == 'function' ) {

			this[ event.type ]( event );

		}

	};

	var getMouseOnScreen = ( function () {

		var vector = new THREE.Vector2();

		return function getMouseOnScreen( pageX, pageY ) {

			vector.set(
				( pageX - _this.screen.left ) / _this.screen.width,
				( pageY - _this.screen.top ) / _this.screen.height
			);

			return vector;

		};

	}() );

	var getMouseOnCircle = ( function () {

		var vector = new THREE.Vector2();

		return function getMouseOnCircle( pageX, pageY ) {

			vector.set(
				( ( pageX - _this.screen.width * 0.5 - _this.screen.left ) / ( _this.screen.width * 0.5 ) ),
				( ( _this.screen.height + 2 * ( _this.screen.top - pageY ) ) / _this.screen.width ) // screen.width intentional
			);

			return vector;

		};

	}() );

	this.rotateCamera = ( function() {

		var axis = new THREE.Vector3(),
			quaternion = new THREE.Quaternion(),
			eyeDirection = new THREE.Vector3(),
			objectUpDirection = new THREE.Vector3(),
			objectSidewaysDirection = new THREE.Vector3(),
			moveDirection = new THREE.Vector3(),
			angle;

		return function rotateCamera() {

			moveDirection.set( _moveCurr.x - _movePrev.x, _moveCurr.y - _movePrev.y, 0 );
			angle = moveDirection.length();

			if ( angle ) {

				_eye.copy( _this.object.position ).sub( _this.target );

				eyeDirection.copy( _eye ).normalize();
				objectUpDirection.copy( _this.object.up ).normalize();
				objectSidewaysDirection.crossVectors( objectUpDirection, eyeDirection ).normalize();

				objectUpDirection.setLength( _moveCurr.y - _movePrev.y );
				objectSidewaysDirection.setLength( _moveCurr.x - _movePrev.x );

				moveDirection.copy( objectUpDirection.add( objectSidewaysDirection ) );

				axis.crossVectors( moveDirection, _eye ).normalize();

				angle *= _this.rotateSpeed;
				quaternion.setFromAxisAngle( axis, angle );

				_eye.applyQuaternion( quaternion );
				_this.object.up.applyQuaternion( quaternion );

				_lastAxis.copy( axis );
				_lastAngle = angle;

			} else if ( ! _this.staticMoving && _lastAngle ) {

				_lastAngle *= Math.sqrt( 1.0 - _this.dynamicDampingFactor );
				_eye.copy( _this.object.position ).sub( _this.target );
				quaternion.setFromAxisAngle( _lastAxis, _lastAngle );
				_eye.applyQuaternion( quaternion );
				_this.object.up.applyQuaternion( quaternion );

			}

			_movePrev.copy( _moveCurr );

		};

	}() );


	this.zoomCamera = function () {

		var factor;

		if ( _state === STATE.TOUCH_ZOOM_PAN ) {

			factor = _touchZoomDistanceStart / _touchZoomDistanceEnd;
			_touchZoomDistanceStart = _touchZoomDistanceEnd;
			_eye.multiplyScalar( factor );

		} else {

			factor = 1.0 + ( _zoomEnd.y - _zoomStart.y ) * _this.zoomSpeed;

			if ( factor !== 1.0 && factor > 0.0 ) {

				_eye.multiplyScalar( factor );

				if ( _this.staticMoving ) {

					_zoomStart.copy( _zoomEnd );

				} else {

					_zoomStart.y += ( _zoomEnd.y - _zoomStart.y ) * this.dynamicDampingFactor;

				}

			}

		}

	};

	this.panCamera = ( function() {

		var mouseChange = new THREE.Vector2(),
			objectUp = new THREE.Vector3(),
			pan = new THREE.Vector3();

		return function panCamera() {

			mouseChange.copy( _panEnd ).sub( _panStart );

			if ( mouseChange.lengthSq() ) {

				mouseChange.multiplyScalar( _eye.length() * _this.panSpeed );

				pan.copy( _eye ).cross( _this.object.up ).setLength( mouseChange.x );
				pan.add( objectUp.copy( _this.object.up ).setLength( mouseChange.y ) );

				_this.object.position.add( pan );
				_this.target.add( pan );

				if ( _this.staticMoving ) {

					_panStart.copy( _panEnd );

				} else {

					_panStart.add( mouseChange.subVectors( _panEnd, _panStart ).multiplyScalar( _this.dynamicDampingFactor ) );

				}

			}

		};

	}() );

	this.checkDistances = function () {

		if ( ! _this.noZoom || ! _this.noPan ) {

			if ( _eye.lengthSq() > _this.maxDistance * _this.maxDistance ) {

				_this.object.position.addVectors( _this.target, _eye.setLength( _this.maxDistance ) );
				_zoomStart.copy( _zoomEnd );

			}

			if ( _eye.lengthSq() < _this.minDistance * _this.minDistance ) {

				_this.object.position.addVectors( _this.target, _eye.setLength( _this.minDistance ) );
				_zoomStart.copy( _zoomEnd );

			}

		}

	};

	this.update = function () {

		_eye.subVectors( _this.object.position, _this.target );

		if ( ! _this.noRotate ) {

			_this.rotateCamera();

		}

		if ( ! _this.noZoom ) {

			_this.zoomCamera();

		}

		if ( ! _this.noPan ) {

			_this.panCamera();

		}

		_this.object.position.addVectors( _this.target, _eye );

		_this.checkDistances();

		_this.object.lookAt( _this.target );

		if ( lastPosition.distanceToSquared( _this.object.position ) > EPS ) {

			_this.dispatchEvent( changeEvent );

			lastPosition.copy( _this.object.position );

		}

	};

	this.reset = function () {

		_state = STATE.NONE;
		_prevState = STATE.NONE;

		_this.target.copy( _this.target0 );
		_this.object.position.copy( _this.position0 );
		_this.object.up.copy( _this.up0 );

		_eye.subVectors( _this.object.position, _this.target );

		_this.object.lookAt( _this.target );

		_this.dispatchEvent( changeEvent );

		lastPosition.copy( _this.object.position );

	};

	// listeners

	function keydown( event ) {

		if ( _this.enabled === false ) return;

		window.removeEventListener( 'keydown', keydown );

		_prevState = _state;

		if ( _state !== STATE.NONE ) {

			return;

		} else if ( event.keyCode === _this.keys[ STATE.ROTATE ] && ! _this.noRotate ) {

			_state = STATE.ROTATE;

		} else if ( event.keyCode === _this.keys[ STATE.ZOOM ] && ! _this.noZoom ) {

			_state = STATE.ZOOM;

		} else if ( event.keyCode === _this.keys[ STATE.PAN ] && ! _this.noPan ) {

			_state = STATE.PAN;

		}

	}

	function keyup( event ) {

		if ( _this.enabled === false ) return;

		_state = _prevState;

		window.addEventListener( 'keydown', keydown, false );

	}

	function mousedown( event ) {

		if ( _this.enabled === false ) return;

		event.preventDefault();
		event.stopPropagation();

		if ( _state === STATE.NONE ) {

			_state = event.button;

		}

		if ( _state === STATE.ROTATE && ! _this.noRotate ) {

			_moveCurr.copy( getMouseOnCircle( event.pageX, event.pageY ) );
			_movePrev.copy( _moveCurr );

		} else if ( _state === STATE.ZOOM && ! _this.noZoom ) {

			_zoomStart.copy( getMouseOnScreen( event.pageX, event.pageY ) );
			_zoomEnd.copy( _zoomStart );

		} else if ( _state === STATE.PAN && ! _this.noPan ) {

			_panStart.copy( getMouseOnScreen( event.pageX, event.pageY ) );
			_panEnd.copy( _panStart );

		}

		document.addEventListener( 'mousemove', mousemove, false );
		document.addEventListener( 'mouseup', mouseup, false );

		_this.dispatchEvent( startEvent );

	}

	function mousemove( event ) {

		if ( _this.enabled === false ) return;

		event.preventDefault();
		event.stopPropagation();

		if ( _state === STATE.ROTATE && ! _this.noRotate ) {

			_movePrev.copy( _moveCurr );
			_moveCurr.copy( getMouseOnCircle( event.pageX, event.pageY ) );

		} else if ( _state === STATE.ZOOM && ! _this.noZoom ) {

			_zoomEnd.copy( getMouseOnScreen( event.pageX, event.pageY ) );

		} else if ( _state === STATE.PAN && ! _this.noPan ) {

			_panEnd.copy( getMouseOnScreen( event.pageX, event.pageY ) );

		}

	}

	function mouseup( event ) {

		if ( _this.enabled === false ) return;

		event.preventDefault();
		event.stopPropagation();

		_state = STATE.NONE;

		document.removeEventListener( 'mousemove', mousemove );
		document.removeEventListener( 'mouseup', mouseup );
		_this.dispatchEvent( endEvent );

	}

	function mousewheel( event ) {

		if ( _this.enabled === false ) return;

		event.preventDefault();
		event.stopPropagation();

		var delta = 0;

		if ( event.wheelDelta ) {

			// WebKit / Opera / Explorer 9

			delta = event.wheelDelta / 40;

		} else if ( event.detail ) {

			// Firefox

			delta = - event.detail / 3;

		}

		_zoomStart.y += delta * 0.01;
		_this.dispatchEvent( startEvent );
		_this.dispatchEvent( endEvent );

	}

	function touchstart( event ) {

		if ( _this.enabled === false ) return;

		switch ( event.touches.length ) {

			case 1:
				_state = STATE.TOUCH_ROTATE;
				_moveCurr.copy( getMouseOnCircle( event.touches[ 0 ].pageX, event.touches[ 0 ].pageY ) );
				_movePrev.copy( _moveCurr );
				break;

			case 2:
				_state = STATE.TOUCH_ZOOM_PAN;
				var dx = event.touches[ 0 ].pageX - event.touches[ 1 ].pageX;
				var dy = event.touches[ 0 ].pageY - event.touches[ 1 ].pageY;
				_touchZoomDistanceEnd = _touchZoomDistanceStart = Math.sqrt( dx * dx + dy * dy );

				var x = ( event.touches[ 0 ].pageX + event.touches[ 1 ].pageX ) / 2;
				var y = ( event.touches[ 0 ].pageY + event.touches[ 1 ].pageY ) / 2;
				_panStart.copy( getMouseOnScreen( x, y ) );
				_panEnd.copy( _panStart );
				break;

			default:
				_state = STATE.NONE;

		}
		_this.dispatchEvent( startEvent );


	}

	function touchmove( event ) {

		if ( _this.enabled === false ) return;

		event.preventDefault();
		event.stopPropagation();

		switch ( event.touches.length ) {

			case 1:
				_movePrev.copy( _moveCurr );
				_moveCurr.copy( getMouseOnCircle(  event.touches[ 0 ].pageX, event.touches[ 0 ].pageY ) );
				break;

			case 2:
				var dx = event.touches[ 0 ].pageX - event.touches[ 1 ].pageX;
				var dy = event.touches[ 0 ].pageY - event.touches[ 1 ].pageY;
				_touchZoomDistanceEnd = Math.sqrt( dx * dx + dy * dy );

				var x = ( event.touches[ 0 ].pageX + event.touches[ 1 ].pageX ) / 2;
				var y = ( event.touches[ 0 ].pageY + event.touches[ 1 ].pageY ) / 2;
				_panEnd.copy( getMouseOnScreen( x, y ) );
				break;

			default:
				_state = STATE.NONE;

		}

	}

	function touchend( event ) {

		if ( _this.enabled === false ) return;

		switch ( event.touches.length ) {

			case 1:
				_movePrev.copy( _moveCurr );
				_moveCurr.copy( getMouseOnCircle(  event.touches[ 0 ].pageX, event.touches[ 0 ].pageY ) );
				break;

			case 2:
				_touchZoomDistanceStart = _touchZoomDistanceEnd = 0;

				var x = ( event.touches[ 0 ].pageX + event.touches[ 1 ].pageX ) / 2;
				var y = ( event.touches[ 0 ].pageY + event.touches[ 1 ].pageY ) / 2;
				_panEnd.copy( getMouseOnScreen( x, y ) );
				_panStart.copy( _panEnd );
				break;

		}

		_state = STATE.NONE;
		_this.dispatchEvent( endEvent );

	}

	function contextmenu( event ) {

		event.preventDefault();

	}

	this.dispose = function() {

		this.domElement.removeEventListener( 'contextmenu', contextmenu, false );
		this.domElement.removeEventListener( 'mousedown', mousedown, false );
		this.domElement.removeEventListener( 'mousewheel', mousewheel, false );
		this.domElement.removeEventListener( 'MozMousePixelScroll', mousewheel, false ); // firefox

		this.domElement.removeEventListener( 'touchstart', touchstart, false );
		this.domElement.removeEventListener( 'touchend', touchend, false );
		this.domElement.removeEventListener( 'touchmove', touchmove, false );

		document.removeEventListener( 'mousemove', mousemove, false );
		document.removeEventListener( 'mouseup', mouseup, false );

		window.removeEventListener( 'keydown', keydown, false );
		window.removeEventListener( 'keyup', keyup, false );

	}

	this.domElement.addEventListener( 'contextmenu', contextmenu, false );
	this.domElement.addEventListener( 'mousedown', mousedown, false );
	this.domElement.addEventListener( 'mousewheel', mousewheel, false );
	this.domElement.addEventListener( 'MozMousePixelScroll', mousewheel, false ); // firefox

	this.domElement.addEventListener( 'touchstart', touchstart, false );
	this.domElement.addEventListener( 'touchend', touchend, false );
	this.domElement.addEventListener( 'touchmove', touchmove, false );

	window.addEventListener( 'keydown', keydown, false );
	window.addEventListener( 'keyup', keyup, false );

	this.handleResize();

	// force an update at start
	this.update();

};

THREE.TrackballControls.prototype = Object.create( THREE.EventDispatcher.prototype );
THREE.TrackballControls.prototype.constructor = THREE.TrackballControls;




OEBPS/image/1380.png





OEBPS/slide/prism_4/0064.png





OEBPS/slide/cone/0038.png





OEBPS/slide/pyramid_3/0052.png





OEBPS/slide/prism_6/0061.png





OEBPS/image/976.png





OEBPS/slide/prism_6/0015.png





OEBPS/3D/file_dae/a_prisim_5.dae
 
   
     
       Blender User
       Blender 2.76.0 commit date:2015-11-03, commit time:10:56, hash:f337fea
    
     2016-02-01T02:55:39
     2016-02-01T02:55:39
     
     Z_UP
  
   
   
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.961 0.561 0.122 1
            
             
               0 0 0 1
            
             
               1
            
             
               1
            
          
        
      
    
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.3915724 0.06065812 0.1105593 1
            
             
               0.5 0.5 0.5 1
            
             
               50
            
             
               1
            
          
        
      
    
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.7483992 0.04892408 0.2366135 1
            
             
               0.5 0.5 0.5 1
            
             
               50
            
             
               1
            
          
        
      
    
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.3915724 0.03247944 0.06481679 1
            
             
               0.5 0.5 0.5 1
            
             
               50
            
             
               1
            
          
        
      
    
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.6156 0.1792 0.2052 1
            
             
               0 0 0 1
            
             
               20
            
             
               1
            
          
        
      
    
     
       
         
           
             
               0 0 0 1
            
             
               0 0 0 1
            
             
               0.7036981 0.1371529 0.1726884 1
            
             
               0 0 0 1
            
             
               20
            
             
               1
            
          
        
      
    
  
   
     
       
    
     
       
    
     
       
    
     
       
    
     
       
    
     
       
    
  
   
     
       
         
           -3.074473 -1.755283 0.9495185 -0.01893061 -3.298107 1.599099 1.457241 0.3600617 3.343919 -1.598301 1.902886 2.694338 2.042762 -2.81079 -1.166862 3.518935 0.8473785 0.5779585 0.2614173 -0.9667893 -3.525899 1.73759 2.69138 -1.781081 -2.901208 -0.3144503 -2.217905 -1.425036 3.343719 -0.4730865
           
             
               
               
               
            
          
        
         
           -0.3422271 -0.8480882 -0.4045085 0.342227 0.8480883 0.4045086 -0.3422273 -0.8480882 -0.4045084 -0.342227 -0.8480882 -0.4045085 0.3422273 0.8480882 0.4045082 0.3422269 0.8480883 0.4045086 -0.3372476 -0.2909516 0.8953275 -0.3372477 -0.2909514 0.8953276 0.7298697 -0.5110606 0.4539904 0.72987 -0.5110604 0.4539903 0.7883319 -0.02490144 -0.6147462 0.7883322 -0.02490133 -0.6147459 -0.2426538 0.4956703 -0.8339246 -0.242654 0.4956703 -0.8339245 -0.9383004 0.3312425 0.09935212 -0.9383004 0.3312425 0.09935218
           
             
               
               
               
            
          
        
         
           0.65625 0.15625 0.373591 0.248091 0.373591 0.06440895 0.373591 0.935591 0.548284 0.695147 0.65625 0.84375 0.373591 0.06440895 0.548284 0.007646918 0.65625 0.15625 0.65625 0.15625 0.548284 0.304853 0.373591 0.248091 0.65625 0.84375 0.548284 0.992353 0.373591 0.935591 0.373591 0.935591 0.373591 0.751909 0.548284 0.695147 0.375 0.3125 0.425 0.3125 0.425 0.68844 0.375 0.68844 0.375 0.3125 0.425 0.68844 0.475 0.3125 0.475 0.68844 0.425 0.68844 0.425 0.3125 0.475 0.3125 0.425 0.68844 0.475 0.3125 0.525 0.3125 0.525 0.68844 0.475 0.68844 0.475 0.3125 0.525 0.68844 0.525 0.3125 0.575 0.3125 0.575 0.68844 0.525 0.68844 0.525 0.3125 0.575 0.68844 0.625 0.3125 0.625 0.68844 0.575 0.68844 0.575 0.3125 0.625 0.3125 0.575 0.68844
           
             
               
               
            
          
        
         
           
        
         
           
           
           
           3 3 3 3 3 3 
           8 0 0 4 0 1 1 0 2 2 1 3 7 1 4 9 1 5 1 2 6 0 2 7 8 2 8 8 3 9 6 3 10 4 3 11 9 4 12 3 4 13 2 4 14 2 5 15 5 5 16 7 5 17
        
         
           
           
           
           3 3 
           0 6 18 1 6 19 2 6 20 3 7 21 0 7 22 2 7 23
        
         
           
           
           
           3 3 
           4 8 24 5 8 25 2 8 26 1 9 27 4 9 28 2 9 29
        
         
           
           
           
           3 3 
           4 10 30 6 10 31 7 10 32 5 11 33 4 11 34 7 11 35
        
         
           
           
           
           3 3 
           6 12 36 8 12 37 9 12 38 7 13 39 6 13 40 9 13 41
        
         
           
           
           
           3 3 
           0 14 42 3 14 43 9 14 44 8 15 45 0 15 46 9 15 47
        
      
    
  
   
   
     
       
         0.2773354 -0.1104136 -0.0298987 0 0.1120508 0.2779968 0.01274327 0 0.02301571 -0.02294777 0.2982343 0 0 0 0 1
         
           
             
               
               
               
               
               
               
            
          
        
      
    
  
   
     
  




OEBPS/slide/cone/0015.png





OEBPS/slide/pyramid_3/0055.png





OEBPS/image/1402.png





OEBPS/img/p2-1/Geometric4.png
r1379¢El





OEBPS/image/2202.png





OEBPS/image/12.png





OEBPS/image/3046.png





OEBPS/slide/prism_5/0080.png





OEBPS/image/3003.png





OEBPS/image/2834.png





OEBPS/img/p22/Pyramid2.png
WIENAFIUANALIN





OEBPS/image/1952.png





OEBPS/image/333.png





OEBPS/image/3155.png





OEBPS/slide/prism_6/0006.png





OEBPS/slide/pyramid_3/0084.png





OEBPS/image/83.png





OEBPS/slide/cone/0052.png





OEBPS/slide/prism_3/0046.png





OEBPS/slide/pyramid_3/0015.png





OEBPS/slide/prism_4/0063.png





OEBPS/slide/pyramid_3/0046.png





OEBPS/image/2862.png





OEBPS/image/2683.png





OEBPS/font/Kanit-Medium.woff


OEBPS/image/2017.png





OEBPS/slide/prism_6/0058.png





OEBPS/slide/prism_3/0041.png





OEBPS/slide/prism_5/0073.png





OEBPS/slide/pyramid_5/0008.png





OEBPS/slide/pyramid_4/0045.png





OEBPS/image/2130.png





OEBPS/slide/prism_3/0080.png





OEBPS/slide/prism_5/0028.png





OEBPS/image/1724.png





OEBPS/slide/prism_6/0070.png





OEBPS/slide/prism_5/0063.png





OEBPS/slide/prism_3/0021.png





OEBPS/js/jquery.ui.touch-punch.min.js
/*!
 * jQuery UI Touch Punch 0.2.3
 *
 * Copyright 2011–2014, Dave Furfero
 * Dual licensed under the MIT or GPL Version 2 licenses.
 *
 * Depends:
 *  jquery.ui.widget.js
 *  jquery.ui.mouse.js
 */
!function(a){function f(a,b){if(!(a.originalEvent.touches.length>1)){a.preventDefault();var c=a.originalEvent.changedTouches[0],d=document.createEvent("MouseEvents");d.initMouseEvent(b,!0,!0,window,1,c.screenX,c.screenY,c.clientX,c.clientY,!1,!1,!1,!1,0,null),a.target.dispatchEvent(d)}}if(a.support.touch="ontouchend"in document,a.support.touch){var e,b=a.ui.mouse.prototype,c=b._mouseInit,d=b._mouseDestroy;b._touchStart=function(a){var b=this;!e&&b._mouseCapture(a.originalEvent.changedTouches[0])&&(e=!0,b._touchMoved=!1,f(a,"mouseover"),f(a,"mousemove"),f(a,"mousedown"))},b._touchMove=function(a){e&&(this._touchMoved=!0,f(a,"mousemove"))},b._touchEnd=function(a){e&&(f(a,"mouseup"),f(a,"mouseout"),this._touchMoved||f(a,"click"),e=!1)},b._mouseInit=function(){var b=this;b.element.bind({touchstart:a.proxy(b,"_touchStart"),touchmove:a.proxy(b,"_touchMove"),touchend:a.proxy(b,"_touchEnd")}),c.call(b)},b._mouseDestroy=function(){var b=this;b.element.unbind({touchstart:a.proxy(b,"_touchStart"),touchmove:a.proxy(b,"_touchMove"),touchend:a.proxy(b,"_touchEnd")}),d.call(b)}}}(jQuery);
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OEBPS/js/r/RaytracingRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 * @author alteredq / http://alteredqualia.com/
 */

THREE.RaytracingRenderer = function ( parameters ) {

	console.log( 'THREE.RaytracingRenderer', THREE.REVISION );

	parameters = parameters || {};

	var scope = this;

	var canvas = document.createElement( 'canvas' );
	var context = canvas.getContext( '2d', {
		alpha: parameters.alpha === true
	} );

	var maxRecursionDepth = 3;

	var canvasWidth, canvasHeight;
	var canvasWidthHalf, canvasHeightHalf;

	var clearColor = new THREE.Color( 0x000000 );

	var origin = new THREE.Vector3();
	var direction = new THREE.Vector3();

	var cameraPosition = new THREE.Vector3();

	var raycaster = new THREE.Raycaster( origin, direction );
	var raycasterLight = new THREE.Raycaster();

	var perspective;
	var modelViewMatrix = new THREE.Matrix4();
	var cameraNormalMatrix = new THREE.Matrix3();

	var objects;
	var lights = [];
	var cache = {};

	var animationFrameId = null;

	this.domElement = canvas;

	this.autoClear = true;

	this.setClearColor = function ( color, alpha ) {

		clearColor.set( color );

	};

	this.setPixelRatio = function () {};

	this.setSize = function ( width, height ) {

		canvas.width = width;
		canvas.height = height;

		canvasWidth = canvas.width;
		canvasHeight = canvas.height;

		canvasWidthHalf = Math.floor( canvasWidth / 2 );
		canvasHeightHalf = Math.floor( canvasHeight / 2 );

		context.fillStyle = 'white';

	};

	this.setSize( canvas.width, canvas.height );

	this.clear = function () {

	};

	//

	var spawnRay = ( function () {

		var diffuseColor = new THREE.Color();
		var specularColor = new THREE.Color();
		var lightColor = new THREE.Color();
		var schlick = new THREE.Color();

		var lightContribution = new THREE.Color();

		var eyeVector = new THREE.Vector3();
		var lightVector = new THREE.Vector3();
		var normalVector = new THREE.Vector3();
		var halfVector = new THREE.Vector3();

		var localPoint = new THREE.Vector3();
		var reflectionVector = new THREE.Vector3();

		var tmpVec = new THREE.Vector3();

		var tmpColor = [];

		for ( var i = 0; i < maxRecursionDepth; i ++ ) {

			tmpColor[ i ] = new THREE.Color();

		}

		return function spawnRay( rayOrigin, rayDirection, outputColor, recursionDepth ) {

			var ray = raycaster.ray;

			ray.origin = rayOrigin;
			ray.direction = rayDirection;

			//

			var rayLight = raycasterLight.ray;

			//

			outputColor.setRGB( 0, 0, 0 );

			//

			var intersections = raycaster.intersectObjects( objects, true );

			// ray didn't find anything
			// (here should come setting of background color?)

			if ( intersections.length === 0 ) {

				return;

			}

			// ray hit

			var intersection = intersections[ 0 ];

			var point = intersection.point;
			var object = intersection.object;
			var material = object.material;
			var face = intersection.face;

			var vertices = object.geometry.vertices;

			//

			var _object = cache[ object.id ];

			localPoint.copy( point ).applyMatrix4( _object.inverseMatrix );
			eyeVector.subVectors( raycaster.ray.origin, point ).normalize();

			// resolve pixel diffuse color

			if ( material instanceof THREE.MeshLambertMaterial ||
				 material instanceof THREE.MeshPhongMaterial ||
				 material instanceof THREE.MeshBasicMaterial ) {

				diffuseColor.copyGammaToLinear( material.color );

			} else {

				diffuseColor.setRGB( 1, 1, 1 );

			}

			if ( material.vertexColors === THREE.FaceColors ) {

				diffuseColor.multiply( face.color );

			}

			// compute light shading

			rayLight.origin.copy( point );

			if ( material instanceof THREE.MeshBasicMaterial ) {

				for ( var i = 0, l = lights.length; i < l; i ++ ) {

					var light = lights[ i ];

					lightVector.setFromMatrixPosition( light.matrixWorld );
					lightVector.sub( point );

					rayLight.direction.copy( lightVector ).normalize();

					var intersections = raycasterLight.intersectObjects( objects, true );

					// point in shadow

					if ( intersections.length > 0 ) continue;

					// point visible

					outputColor.add( diffuseColor );

				}

			} else if ( material instanceof THREE.MeshLambertMaterial ||
						material instanceof THREE.MeshPhongMaterial ) {

				var normalComputed = false;

				for ( var i = 0, l = lights.length; i < l; i ++ ) {

					var light = lights[ i ];

					lightColor.copyGammaToLinear( light.color );

					lightVector.setFromMatrixPosition( light.matrixWorld );
					lightVector.sub( point );

					rayLight.direction.copy( lightVector ).normalize();

					var intersections = raycasterLight.intersectObjects( objects, true );

					// point in shadow

					if ( intersections.length > 0 ) continue;

					// point lit

					if ( normalComputed === false ) {

						// the same normal can be reused for all lights
						// (should be possible to cache even more)

						computePixelNormal( normalVector, localPoint, material.shading, face, vertices );
						normalVector.applyMatrix3( _object.normalMatrix ).normalize();

						normalComputed = true;

					}

					// compute attenuation

					var attenuation = 1.0;

					if ( light.physicalAttenuation === true ) {

						attenuation = lightVector.length();
						attenuation = 1.0 / ( attenuation * attenuation );

					}

					lightVector.normalize();

					// compute diffuse

					var dot = Math.max( normalVector.dot( lightVector ), 0 );
					var diffuseIntensity = dot * light.intensity;

					lightContribution.copy( diffuseColor );
					lightContribution.multiply( lightColor );
					lightContribution.multiplyScalar( diffuseIntensity * attenuation );

					outputColor.add( lightContribution );

					// compute specular

					if ( material instanceof THREE.MeshPhongMaterial ) {

						halfVector.addVectors( lightVector, eyeVector ).normalize();

						var dotNormalHalf = Math.max( normalVector.dot( halfVector ), 0.0 );
						var specularIntensity = Math.max( Math.pow( dotNormalHalf, material.shininess ), 0.0 ) * diffuseIntensity;

						var specularNormalization = ( material.shininess + 2.0 ) / 8.0;

						specularColor.copyGammaToLinear( material.specular );

						var alpha = Math.pow( Math.max( 1.0 - lightVector.dot( halfVector ), 0.0 ), 5.0 );

						schlick.r = specularColor.r + ( 1.0 - specularColor.r ) * alpha;
						schlick.g = specularColor.g + ( 1.0 - specularColor.g ) * alpha;
						schlick.b = specularColor.b + ( 1.0 - specularColor.b ) * alpha;

						lightContribution.copy( schlick );

						lightContribution.multiply( lightColor );
						lightContribution.multiplyScalar( specularNormalization * specularIntensity * attenuation );
						outputColor.add( lightContribution );

					}

				}

			}

			// reflection / refraction

			var reflectivity = material.reflectivity;

			if ( ( material.mirror || material.glass ) && reflectivity > 0 && recursionDepth < maxRecursionDepth ) {

				if ( material.mirror ) {

					reflectionVector.copy( rayDirection );
					reflectionVector.reflect( normalVector );

				} else if ( material.glass ) {

					var eta = material.refractionRatio;

					var dotNI = rayDirection.dot( normalVector );
					var k = 1.0 - eta * eta * ( 1.0 - dotNI * dotNI );

					if ( k < 0.0 ) {

						reflectionVector.set( 0, 0, 0 );

					} else {

						reflectionVector.copy( rayDirection );
						reflectionVector.multiplyScalar( eta );

						var alpha = eta * dotNI + Math.sqrt( k );
						tmpVec.copy( normalVector );
						tmpVec.multiplyScalar( alpha );
						reflectionVector.sub( tmpVec );

					}

				}

				var theta = Math.max( eyeVector.dot( normalVector ), 0.0 );
				var rf0 = reflectivity;
				var fresnel = rf0 + ( 1.0 - rf0 ) * Math.pow( ( 1.0 - theta ), 5.0 );

				var weight = fresnel;

				var zColor = tmpColor[ recursionDepth ];

				spawnRay( point, reflectionVector, zColor, recursionDepth + 1 );

				if ( material.specular !== undefined ) {

					zColor.multiply( material.specular );

				}

				zColor.multiplyScalar( weight );
				outputColor.multiplyScalar( 1 - weight );
				outputColor.add( zColor );

			}

		};

	}() );

	var computePixelNormal = ( function () {

		var tmpVec1 = new THREE.Vector3();
		var tmpVec2 = new THREE.Vector3();
		var tmpVec3 = new THREE.Vector3();

		return function computePixelNormal( outputVector, point, shading, face, vertices ) {

			var faceNormal = face.normal;
			var vertexNormals = face.vertexNormals;

			if ( shading === THREE.FlatShading ) {

				outputVector.copy( faceNormal );

			} else if ( shading === THREE.SmoothShading ) {

				// compute barycentric coordinates

				var vA = vertices[ face.a ];
				var vB = vertices[ face.b ];
				var vC = vertices[ face.c ];

				tmpVec3.crossVectors( tmpVec1.subVectors( vB, vA ), tmpVec2.subVectors( vC, vA ) );
				var areaABC = faceNormal.dot( tmpVec3 );

				tmpVec3.crossVectors( tmpVec1.subVectors( vB, point ), tmpVec2.subVectors( vC, point ) );
				var areaPBC = faceNormal.dot( tmpVec3 );
				var a = areaPBC / areaABC;

				tmpVec3.crossVectors( tmpVec1.subVectors( vC, point ), tmpVec2.subVectors( vA, point ) );
				var areaPCA = faceNormal.dot( tmpVec3 );
				var b = areaPCA / areaABC;

				var c = 1.0 - a - b;

				// compute interpolated vertex normal

				tmpVec1.copy( vertexNormals[ 0 ] );
				tmpVec1.multiplyScalar( a );

				tmpVec2.copy( vertexNormals[ 1 ] );
				tmpVec2.multiplyScalar( b );

				tmpVec3.copy( vertexNormals[ 2 ] );
				tmpVec3.multiplyScalar( c );

				outputVector.addVectors( tmpVec1, tmpVec2 );
				outputVector.add( tmpVec3 );

			}

		};

	}() );

	var renderBlock = ( function () {

		var blockSize = 64;

		var canvasBlock = document.createElement( 'canvas' );
		canvasBlock.width = blockSize;
		canvasBlock.height = blockSize;

		var contextBlock = canvasBlock.getContext( '2d', {

			alpha: parameters.alpha === true

		} );

		var imagedata = contextBlock.getImageData( 0, 0, blockSize, blockSize );
		var data = imagedata.data;

		var pixelColor = new THREE.Color();

		return function renderBlock( blockX, blockY ) {

			var index = 0;

			for ( var y = 0; y < blockSize; y ++ ) {

				for ( var x = 0; x < blockSize; x ++, index += 4 ) {

					// spawn primary ray at pixel position

					origin.copy( cameraPosition );

					direction.set( x + blockX - canvasWidthHalf, - ( y + blockY - canvasHeightHalf ), - perspective );
					direction.applyMatrix3( cameraNormalMatrix ).normalize();

					spawnRay( origin, direction, pixelColor, 0 );

					// convert from linear to gamma

					data[ index ]     = Math.sqrt( pixelColor.r ) * 255;
					data[ index + 1 ] = Math.sqrt( pixelColor.g ) * 255;
					data[ index + 2 ] = Math.sqrt( pixelColor.b ) * 255;

				}

			}

			context.putImageData( imagedata, blockX, blockY );

			blockX += blockSize;

			if ( blockX >= canvasWidth ) {

				blockX = 0;
				blockY += blockSize;

				if ( blockY >= canvasHeight ) {

					scope.dispatchEvent( { type: "complete" } );
					return;

				}

			}

			context.fillRect( blockX, blockY, blockSize, blockSize );

			animationFrameId = requestAnimationFrame( function () {

				renderBlock( blockX, blockY );

			} );

		};

	}() );

	this.render = function ( scene, camera ) {

		if ( this.autoClear === true ) this.clear();

		cancelAnimationFrame( animationFrameId );

		// update scene graph

		if ( scene.autoUpdate === true ) scene.updateMatrixWorld();

		// update camera matrices

		if ( camera.parent === null ) camera.updateMatrixWorld();

		camera.matrixWorldInverse.getInverse( camera.matrixWorld );
		cameraPosition.setFromMatrixPosition( camera.matrixWorld );

		//

		cameraNormalMatrix.getNormalMatrix( camera.matrixWorld );
		origin.copy( cameraPosition );

		perspective = 0.5 / Math.tan( THREE.Math.degToRad( camera.fov * 0.5 ) ) * canvasHeight;

		objects = scene.children;

		// collect lights and set up object matrices

		lights.length = 0;

		scene.traverse( function ( object ) {

			if ( object instanceof THREE.Light ) {

				lights.push( object );

			}

			if ( cache[ object.id ] === undefined ) {

				cache[ object.id ] = {
					normalMatrix: new THREE.Matrix3(),
					inverseMatrix: new THREE.Matrix4()
				};

			}

			modelViewMatrix.multiplyMatrices( camera.matrixWorldInverse, object.matrixWorld );

			var _object = cache[ object.id ];

			_object.normalMatrix.getNormalMatrix( modelViewMatrix );
			_object.inverseMatrix.getInverse( object.matrixWorld );

		} );

		renderBlock( 0, 0 );

	};

};

THREE.EventDispatcher.prototype.apply( THREE.RaytracingRenderer.prototype );
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OEBPS/js/r/CanvasRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.SpriteCanvasMaterial = function ( parameters ) {

	THREE.Material.call( this );

	this.type = 'SpriteCanvasMaterial';

	this.color = new THREE.Color( 0xffffff );
	this.program = function ( context, color ) {};

	this.setValues( parameters );

};

THREE.SpriteCanvasMaterial.prototype = Object.create( THREE.Material.prototype );
THREE.SpriteCanvasMaterial.prototype.constructor = THREE.SpriteCanvasMaterial;

THREE.SpriteCanvasMaterial.prototype.clone = function () {

	var material = new THREE.SpriteCanvasMaterial();

	material.copy( this );
	material.color.copy( this.color );
	material.program = this.program;

	return material;

};

//

THREE.CanvasRenderer = function ( parameters ) {

	console.log( 'THREE.CanvasRenderer', THREE.REVISION );

	parameters = parameters || {};

	var _this = this,
	_renderData, _elements, _lights,
	_projector = new THREE.Projector(),

	_canvas = parameters.canvas !== undefined
			 ? parameters.canvas
			 : document.createElement( 'canvas' ),

	_canvasWidth = _canvas.width,
	_canvasHeight = _canvas.height,
	_canvasWidthHalf = Math.floor( _canvasWidth / 2 ),
	_canvasHeightHalf = Math.floor( _canvasHeight / 2 ),

	_viewportX = 0,
	_viewportY = 0,
	_viewportWidth = _canvasWidth,
	_viewportHeight = _canvasHeight,

	pixelRatio = 1,

	_context = _canvas.getContext( '2d', {
		alpha: parameters.alpha === true
	} ),

	_clearColor = new THREE.Color( 0x000000 ),
	_clearAlpha = parameters.alpha === true ? 0 : 1,

	_contextGlobalAlpha = 1,
	_contextGlobalCompositeOperation = 0,
	_contextStrokeStyle = null,
	_contextFillStyle = null,
	_contextLineWidth = null,
	_contextLineCap = null,
	_contextLineJoin = null,
	_contextLineDash = [],

	_camera,

	_v1, _v2, _v3, _v4,
	_v5 = new THREE.RenderableVertex(),
	_v6 = new THREE.RenderableVertex(),

	_v1x, _v1y, _v2x, _v2y, _v3x, _v3y,
	_v4x, _v4y, _v5x, _v5y, _v6x, _v6y,

	_color = new THREE.Color(),
	_color1 = new THREE.Color(),
	_color2 = new THREE.Color(),
	_color3 = new THREE.Color(),
	_color4 = new THREE.Color(),

	_diffuseColor = new THREE.Color(),
	_emissiveColor = new THREE.Color(),

	_lightColor = new THREE.Color(),

	_patterns = {},

	_image, _uvs,
	_uv1x, _uv1y, _uv2x, _uv2y, _uv3x, _uv3y,

	_clipBox = new THREE.Box2(),
	_clearBox = new THREE.Box2(),
	_elemBox = new THREE.Box2(),

	_ambientLight = new THREE.Color(),
	_directionalLights = new THREE.Color(),
	_pointLights = new THREE.Color(),

	_vector3 = new THREE.Vector3(), // Needed for PointLight
	_centroid = new THREE.Vector3(),
	_normal = new THREE.Vector3(),
	_normalViewMatrix = new THREE.Matrix3();

	// dash+gap fallbacks for Firefox and everything else

	if ( _context.setLineDash === undefined ) {

		_context.setLineDash = function () {}

	}

	this.domElement = _canvas;

	this.autoClear = true;
	this.sortObjects = true;
	this.sortElements = true;

	this.info = {

		render: {

			vertices: 0,
			faces: 0

		}

	};

	// WebGLRenderer compatibility

	this.supportsVertexTextures = function () {};
	this.setFaceCulling = function () {};

	// API

	this.getContext = function () {

		return _context;

	};

	this.getContextAttributes = function () {

		return _context.getContextAttributes();

	};

	this.getPixelRatio = function () {

		return pixelRatio;

	};

	this.setPixelRatio = function ( value ) {

		if ( value !== undefined ) pixelRatio = value;

	};

	this.setSize = function ( width, height, updateStyle ) {

		_canvasWidth = width * pixelRatio;
		_canvasHeight = height * pixelRatio;

		_canvas.width = _canvasWidth;
		_canvas.height = _canvasHeight;

		_canvasWidthHalf = Math.floor( _canvasWidth / 2 );
		_canvasHeightHalf = Math.floor( _canvasHeight / 2 );

		if ( updateStyle !== false ) {

			_canvas.style.width = width + 'px';
			_canvas.style.height = height + 'px';

		}

		_clipBox.min.set( - _canvasWidthHalf, - _canvasHeightHalf );
		_clipBox.max.set(   _canvasWidthHalf,   _canvasHeightHalf );

		_clearBox.min.set( - _canvasWidthHalf, - _canvasHeightHalf );
		_clearBox.max.set(   _canvasWidthHalf,   _canvasHeightHalf );

		_contextGlobalAlpha = 1;
		_contextGlobalCompositeOperation = 0;
		_contextStrokeStyle = null;
		_contextFillStyle = null;
		_contextLineWidth = null;
		_contextLineCap = null;
		_contextLineJoin = null;

		this.setViewport( 0, 0, width, height );

	};

	this.setViewport = function ( x, y, width, height ) {

		_viewportX = x * pixelRatio;
		_viewportY = y * pixelRatio;

		_viewportWidth = width * pixelRatio;
		_viewportHeight = height * pixelRatio;

	};

	this.setScissor = function () {};
	this.enableScissorTest = function () {};

	this.setClearColor = function ( color, alpha ) {

		_clearColor.set( color );
		_clearAlpha = alpha !== undefined ? alpha : 1;

		_clearBox.min.set( - _canvasWidthHalf, - _canvasHeightHalf );
		_clearBox.max.set(   _canvasWidthHalf,   _canvasHeightHalf );

	};

	this.setClearColorHex = function ( hex, alpha ) {

		console.warn( 'THREE.CanvasRenderer: .setClearColorHex() is being removed. Use .setClearColor() instead.' );
		this.setClearColor( hex, alpha );

	};

	this.getClearColor = function () {

		return _clearColor;

	};

	this.getClearAlpha = function () {

		return _clearAlpha;

	};

	this.getMaxAnisotropy = function () {

		return 0;

	};

	this.clear = function () {

		if ( _clearBox.empty() === false ) {

			_clearBox.intersect( _clipBox );
			_clearBox.expandByScalar( 2 );

			_clearBox.min.x = _clearBox.min.x + _canvasWidthHalf;
			_clearBox.min.y =  - _clearBox.min.y + _canvasHeightHalf;		// higher y value !
			_clearBox.max.x = _clearBox.max.x + _canvasWidthHalf;
			_clearBox.max.y =  - _clearBox.max.y + _canvasHeightHalf;		// lower y value !

			if ( _clearAlpha < 1 ) {

				_context.clearRect(
					_clearBox.min.x | 0,
					_clearBox.max.y | 0,
					( _clearBox.max.x - _clearBox.min.x ) | 0,
					( _clearBox.min.y - _clearBox.max.y ) | 0
				);

			}

			if ( _clearAlpha > 0 ) {

				setBlending( THREE.NormalBlending );
				setOpacity( 1 );

				setFillStyle( 'rgba(' + Math.floor( _clearColor.r * 255 ) + ',' + Math.floor( _clearColor.g * 255 ) + ',' + Math.floor( _clearColor.b * 255 ) + ',' + _clearAlpha + ')' );

				_context.fillRect(
					_clearBox.min.x | 0,
					_clearBox.max.y | 0,
					( _clearBox.max.x - _clearBox.min.x ) | 0,
					( _clearBox.min.y - _clearBox.max.y ) | 0
				);

			}

			_clearBox.makeEmpty();

		}

	};

	// compatibility

	this.clearColor = function () {};
	this.clearDepth = function () {};
	this.clearStencil = function () {};

	this.render = function ( scene, camera ) {

		if ( camera instanceof THREE.Camera === false ) {

			console.error( 'THREE.CanvasRenderer.render: camera is not an instance of THREE.Camera.' );
			return;

		}

		if ( this.autoClear === true ) this.clear();

		_this.info.render.vertices = 0;
		_this.info.render.faces = 0;

		_context.setTransform( _viewportWidth / _canvasWidth, 0, 0, - _viewportHeight / _canvasHeight, _viewportX, _canvasHeight - _viewportY );
		_context.translate( _canvasWidthHalf, _canvasHeightHalf );

		_renderData = _projector.projectScene( scene, camera, this.sortObjects, this.sortElements );
		_elements = _renderData.elements;
		_lights = _renderData.lights;
		_camera = camera;

		_normalViewMatrix.getNormalMatrix( camera.matrixWorldInverse );

		/* DEBUG
		setFillStyle( 'rgba( 0, 255, 255, 0.5 )' );
		_context.fillRect( _clipBox.min.x, _clipBox.min.y, _clipBox.max.x - _clipBox.min.x, _clipBox.max.y - _clipBox.min.y );
		*/

		calculateLights();

		for ( var e = 0, el = _elements.length; e < el; e ++ ) {

			var element = _elements[ e ];

			var material = element.material;

			if ( material === undefined || material.opacity === 0 ) continue;

			_elemBox.makeEmpty();

			if ( element instanceof THREE.RenderableSprite ) {

				_v1 = element;
				_v1.x *= _canvasWidthHalf; _v1.y *= _canvasHeightHalf;

				renderSprite( _v1, element, material );

			} else if ( element instanceof THREE.RenderableLine ) {

				_v1 = element.v1; _v2 = element.v2;

				_v1.positionScreen.x *= _canvasWidthHalf; _v1.positionScreen.y *= _canvasHeightHalf;
				_v2.positionScreen.x *= _canvasWidthHalf; _v2.positionScreen.y *= _canvasHeightHalf;

				_elemBox.setFromPoints( [
					_v1.positionScreen,
					_v2.positionScreen
				] );

				if ( _clipBox.isIntersectionBox( _elemBox ) === true ) {

					renderLine( _v1, _v2, element, material );

				}

			} else if ( element instanceof THREE.RenderableFace ) {

				_v1 = element.v1; _v2 = element.v2; _v3 = element.v3;

				if ( _v1.positionScreen.z < - 1 || _v1.positionScreen.z > 1 ) continue;
				if ( _v2.positionScreen.z < - 1 || _v2.positionScreen.z > 1 ) continue;
				if ( _v3.positionScreen.z < - 1 || _v3.positionScreen.z > 1 ) continue;

				_v1.positionScreen.x *= _canvasWidthHalf; _v1.positionScreen.y *= _canvasHeightHalf;
				_v2.positionScreen.x *= _canvasWidthHalf; _v2.positionScreen.y *= _canvasHeightHalf;
				_v3.positionScreen.x *= _canvasWidthHalf; _v3.positionScreen.y *= _canvasHeightHalf;

				if ( material.overdraw > 0 ) {

					expand( _v1.positionScreen, _v2.positionScreen, material.overdraw );
					expand( _v2.positionScreen, _v3.positionScreen, material.overdraw );
					expand( _v3.positionScreen, _v1.positionScreen, material.overdraw );

				}

				_elemBox.setFromPoints( [
					_v1.positionScreen,
					_v2.positionScreen,
					_v3.positionScreen
				] );

				if ( _clipBox.isIntersectionBox( _elemBox ) === true ) {

					renderFace3( _v1, _v2, _v3, 0, 1, 2, element, material );

				}

			}

			/* DEBUG
			setLineWidth( 1 );
			setStrokeStyle( 'rgba( 0, 255, 0, 0.5 )' );
			_context.strokeRect( _elemBox.min.x, _elemBox.min.y, _elemBox.max.x - _elemBox.min.x, _elemBox.max.y - _elemBox.min.y );
			*/

			_clearBox.union( _elemBox );

		}

		/* DEBUG
		setLineWidth( 1 );
		setStrokeStyle( 'rgba( 255, 0, 0, 0.5 )' );
		_context.strokeRect( _clearBox.min.x, _clearBox.min.y, _clearBox.max.x - _clearBox.min.x, _clearBox.max.y - _clearBox.min.y );
		*/

		_context.setTransform( 1, 0, 0, 1, 0, 0 );

	};

	//

	function calculateLights() {

		_ambientLight.setRGB( 0, 0, 0 );
		_directionalLights.setRGB( 0, 0, 0 );
		_pointLights.setRGB( 0, 0, 0 );

		for ( var l = 0, ll = _lights.length; l < ll; l ++ ) {

			var light = _lights[ l ];
			var lightColor = light.color;

			if ( light instanceof THREE.AmbientLight ) {

				_ambientLight.add( lightColor );

			} else if ( light instanceof THREE.DirectionalLight ) {

				// for sprites

				_directionalLights.add( lightColor );

			} else if ( light instanceof THREE.PointLight ) {

				// for sprites

				_pointLights.add( lightColor );

			}

		}

	}

	function calculateLight( position, normal, color ) {

		for ( var l = 0, ll = _lights.length; l < ll; l ++ ) {

			var light = _lights[ l ];

			_lightColor.copy( light.color );

			if ( light instanceof THREE.DirectionalLight ) {

				var lightPosition = _vector3.setFromMatrixPosition( light.matrixWorld ).normalize();

				var amount = normal.dot( lightPosition );

				if ( amount <= 0 ) continue;

				amount *= light.intensity;

				color.add( _lightColor.multiplyScalar( amount ) );

			} else if ( light instanceof THREE.PointLight ) {

				var lightPosition = _vector3.setFromMatrixPosition( light.matrixWorld );

				var amount = normal.dot( _vector3.subVectors( lightPosition, position ).normalize() );

				if ( amount <= 0 ) continue;

				amount *= light.distance == 0 ? 1 : 1 - Math.min( position.distanceTo( lightPosition ) / light.distance, 1 );

				if ( amount == 0 ) continue;

				amount *= light.intensity;

				color.add( _lightColor.multiplyScalar( amount ) );

			}

		}

	}

	function renderSprite( v1, element, material ) {

		setOpacity( material.opacity );
		setBlending( material.blending );

		var scaleX = element.scale.x * _canvasWidthHalf;
		var scaleY = element.scale.y * _canvasHeightHalf;

		var dist = 0.5 * Math.sqrt( scaleX * scaleX + scaleY * scaleY ); // allow for rotated sprite
		_elemBox.min.set( v1.x - dist, v1.y - dist );
		_elemBox.max.set( v1.x + dist, v1.y + dist );

		if ( material instanceof THREE.SpriteMaterial ) {

			var texture = material.map;

			if ( texture !== null ) {

				var pattern = _patterns[ texture.id ];

				if ( pattern === undefined || pattern.version !== texture.version ) {

					pattern = textureToPattern( texture );
					_patterns[ texture.id ] = pattern;

				}

				if ( pattern.canvas !== undefined ) {

					setFillStyle( pattern.canvas );

					var bitmap = texture.image;

					var ox = bitmap.width * texture.offset.x;
					var oy = bitmap.height * texture.offset.y;

					var sx = bitmap.width * texture.repeat.x;
					var sy = bitmap.height * texture.repeat.y;

					var cx = scaleX / sx;
					var cy = scaleY / sy;

					_context.save();
					_context.translate( v1.x, v1.y );
					if ( material.rotation !== 0 ) _context.rotate( material.rotation );
					_context.translate( - scaleX / 2, - scaleY / 2 );
					_context.scale( cx, cy );
					_context.translate( - ox, - oy );
					_context.fillRect( ox, oy, sx, sy );
					_context.restore();

				}

			} else {

				// no texture

				setFillStyle( material.color.getStyle() );

				_context.save();
				_context.translate( v1.x, v1.y );
				if ( material.rotation !== 0 ) _context.rotate( material.rotation );
				_context.scale( scaleX, - scaleY );
				_context.fillRect( - 0.5, - 0.5, 1, 1 );
				_context.restore();

			}

		} else if ( material instanceof THREE.SpriteCanvasMaterial ) {

			setStrokeStyle( material.color.getStyle() );
			setFillStyle( material.color.getStyle() );

			_context.save();
			_context.translate( v1.x, v1.y );
			if ( material.rotation !== 0 ) _context.rotate( material.rotation );
			_context.scale( scaleX, scaleY );

			material.program( _context );

			_context.restore();

		}

		/* DEBUG
		setStrokeStyle( 'rgb(255,255,0)' );
		_context.beginPath();
		_context.moveTo( v1.x - 10, v1.y );
		_context.lineTo( v1.x + 10, v1.y );
		_context.moveTo( v1.x, v1.y - 10 );
		_context.lineTo( v1.x, v1.y + 10 );
		_context.stroke();
		*/

	}

	function renderLine( v1, v2, element, material ) {

		setOpacity( material.opacity );
		setBlending( material.blending );

		_context.beginPath();
		_context.moveTo( v1.positionScreen.x, v1.positionScreen.y );
		_context.lineTo( v2.positionScreen.x, v2.positionScreen.y );

		if ( material instanceof THREE.LineBasicMaterial ) {

			setLineWidth( material.linewidth );
			setLineCap( material.linecap );
			setLineJoin( material.linejoin );

			if ( material.vertexColors !== THREE.VertexColors ) {

				setStrokeStyle( material.color.getStyle() );

			} else {

				var colorStyle1 = element.vertexColors[ 0 ].getStyle();
				var colorStyle2 = element.vertexColors[ 1 ].getStyle();

				if ( colorStyle1 === colorStyle2 ) {

					setStrokeStyle( colorStyle1 );

				} else {

					try {

						var grad = _context.createLinearGradient(
							v1.positionScreen.x,
							v1.positionScreen.y,
							v2.positionScreen.x,
							v2.positionScreen.y
						);
						grad.addColorStop( 0, colorStyle1 );
						grad.addColorStop( 1, colorStyle2 );

					} catch ( exception ) {

						grad = colorStyle1;

					}

					setStrokeStyle( grad );

				}

			}

			_context.stroke();
			_elemBox.expandByScalar( material.linewidth * 2 );

		} else if ( material instanceof THREE.LineDashedMaterial ) {

			setLineWidth( material.linewidth );
			setLineCap( material.linecap );
			setLineJoin( material.linejoin );
			setStrokeStyle( material.color.getStyle() );
			setLineDash( [ material.dashSize, material.gapSize ] );

			_context.stroke();

			_elemBox.expandByScalar( material.linewidth * 2 );

			setLineDash( [] );

		}

	}

	function renderFace3( v1, v2, v3, uv1, uv2, uv3, element, material ) {

		_this.info.render.vertices += 3;
		_this.info.render.faces ++;

		setOpacity( material.opacity );
		setBlending( material.blending );

		_v1x = v1.positionScreen.x; _v1y = v1.positionScreen.y;
		_v2x = v2.positionScreen.x; _v2y = v2.positionScreen.y;
		_v3x = v3.positionScreen.x; _v3y = v3.positionScreen.y;

		drawTriangle( _v1x, _v1y, _v2x, _v2y, _v3x, _v3y );

		if ( ( material instanceof THREE.MeshLambertMaterial || material instanceof THREE.MeshPhongMaterial ) && material.map === null ) {

			_diffuseColor.copy( material.color );
			_emissiveColor.copy( material.emissive );

			if ( material.vertexColors === THREE.FaceColors ) {

				_diffuseColor.multiply( element.color );

			}

			_color.copy( _ambientLight );

			_centroid.copy( v1.positionWorld ).add( v2.positionWorld ).add( v3.positionWorld ).divideScalar( 3 );

			calculateLight( _centroid, element.normalModel, _color );

			_color.multiply( _diffuseColor ).add( _emissiveColor );

			material.wireframe === true
				 ? strokePath( _color, material.wireframeLinewidth, material.wireframeLinecap, material.wireframeLinejoin )
				 : fillPath( _color );

		} else if ( material instanceof THREE.MeshBasicMaterial ||
				    material instanceof THREE.MeshLambertMaterial ||
				    material instanceof THREE.MeshPhongMaterial ) {

			if ( material.map !== null ) {

				var mapping = material.map.mapping;

				if ( mapping === THREE.UVMapping ) {

					_uvs = element.uvs;
					patternPath( _v1x, _v1y, _v2x, _v2y, _v3x, _v3y, _uvs[ uv1 ].x, _uvs[ uv1 ].y, _uvs[ uv2 ].x, _uvs[ uv2 ].y, _uvs[ uv3 ].x, _uvs[ uv3 ].y, material.map );

				}

			} else if ( material.envMap !== null ) {

				if ( material.envMap.mapping === THREE.SphericalReflectionMapping ) {

					_normal.copy( element.vertexNormalsModel[ uv1 ] ).applyMatrix3( _normalViewMatrix );
					_uv1x = 0.5 * _normal.x + 0.5;
					_uv1y = 0.5 * _normal.y + 0.5;

					_normal.copy( element.vertexNormalsModel[ uv2 ] ).applyMatrix3( _normalViewMatrix );
					_uv2x = 0.5 * _normal.x + 0.5;
					_uv2y = 0.5 * _normal.y + 0.5;

					_normal.copy( element.vertexNormalsModel[ uv3 ] ).applyMatrix3( _normalViewMatrix );
					_uv3x = 0.5 * _normal.x + 0.5;
					_uv3y = 0.5 * _normal.y + 0.5;

					patternPath( _v1x, _v1y, _v2x, _v2y, _v3x, _v3y, _uv1x, _uv1y, _uv2x, _uv2y, _uv3x, _uv3y, material.envMap );

				}

			} else {

				_color.copy( material.color );

				if ( material.vertexColors === THREE.FaceColors ) {

					_color.multiply( element.color );

				}

				material.wireframe === true
					 ? strokePath( _color, material.wireframeLinewidth, material.wireframeLinecap, material.wireframeLinejoin )
					 : fillPath( _color );

			}

		} else if ( material instanceof THREE.MeshNormalMaterial ) {

			_normal.copy( element.normalModel ).applyMatrix3( _normalViewMatrix );

			_color.setRGB( _normal.x, _normal.y, _normal.z ).multiplyScalar( 0.5 ).addScalar( 0.5 );

			material.wireframe === true
				 ? strokePath( _color, material.wireframeLinewidth, material.wireframeLinecap, material.wireframeLinejoin )
				 : fillPath( _color );

		} else {

			_color.setRGB( 1, 1, 1 );

			material.wireframe === true
				 ? strokePath( _color, material.wireframeLinewidth, material.wireframeLinecap, material.wireframeLinejoin )
				 : fillPath( _color );

		}

	}

	//

	function drawTriangle( x0, y0, x1, y1, x2, y2 ) {

		_context.beginPath();
		_context.moveTo( x0, y0 );
		_context.lineTo( x1, y1 );
		_context.lineTo( x2, y2 );
		_context.closePath();

	}

	function strokePath( color, linewidth, linecap, linejoin ) {

		setLineWidth( linewidth );
		setLineCap( linecap );
		setLineJoin( linejoin );
		setStrokeStyle( color.getStyle() );

		_context.stroke();

		_elemBox.expandByScalar( linewidth * 2 );

	}

	function fillPath( color ) {

		setFillStyle( color.getStyle() );
		_context.fill();

	}

	function textureToPattern( texture ) {

		if ( texture.version === 0 ||
			texture instanceof THREE.CompressedTexture ||
			texture instanceof THREE.DataTexture ) {

			return {
					canvas: undefined,
					version: texture.version
				}

		}

		var image = texture.image;

		var canvas = document.createElement( 'canvas' );
		canvas.width = image.width;
		canvas.height = image.height;

		var context = canvas.getContext( '2d' );
		context.setTransform( 1, 0, 0, - 1, 0, image.height );
		context.drawImage( image, 0, 0 );

		var repeatX = texture.wrapS === THREE.RepeatWrapping;
		var repeatY = texture.wrapT === THREE.RepeatWrapping;

		var repeat = 'no-repeat';

		if ( repeatX === true && repeatY === true ) {

			repeat = 'repeat';

		} else if ( repeatX === true ) {

			repeat = 'repeat-x';

		} else if ( repeatY === true ) {

			repeat = 'repeat-y';

		}

		return {
			canvas: _context.createPattern( canvas, repeat ),
			version: texture.version
		}

	}

	function patternPath( x0, y0, x1, y1, x2, y2, u0, v0, u1, v1, u2, v2, texture ) {

		var pattern = _patterns[ texture.id ];

		if ( pattern === undefined || pattern.version !== texture.version ) {

			pattern = textureToPattern( texture );
			_patterns[ texture.id ] = pattern;

		}

		if ( pattern.canvas !== undefined ) {

			setFillStyle( pattern.canvas );

		} else {

			setFillStyle( 'rgba( 0, 0, 0, 1)' );
			_context.fill();
			return;

		}

		// http://extremelysatisfactorytotalitarianism.com/blog/?p=2120

		var a, b, c, d, e, f, det, idet,
		offsetX = texture.offset.x / texture.repeat.x,
		offsetY = texture.offset.y / texture.repeat.y,
		width = texture.image.width * texture.repeat.x,
		height = texture.image.height * texture.repeat.y;

		u0 = ( u0 + offsetX ) * width;
		v0 = ( v0 + offsetY ) * height;

		u1 = ( u1 + offsetX ) * width;
		v1 = ( v1 + offsetY ) * height;

		u2 = ( u2 + offsetX ) * width;
		v2 = ( v2 + offsetY ) * height;

		x1 -= x0; y1 -= y0;
		x2 -= x0; y2 -= y0;

		u1 -= u0; v1 -= v0;
		u2 -= u0; v2 -= v0;

		det = u1 * v2 - u2 * v1;

		if ( det === 0 ) return;

		idet = 1 / det;

		a = ( v2 * x1 - v1 * x2 ) * idet;
		b = ( v2 * y1 - v1 * y2 ) * idet;
		c = ( u1 * x2 - u2 * x1 ) * idet;
		d = ( u1 * y2 - u2 * y1 ) * idet;

		e = x0 - a * u0 - c * v0;
		f = y0 - b * u0 - d * v0;

		_context.save();
		_context.transform( a, b, c, d, e, f );
		_context.fill();
		_context.restore();

	}

	function clipImage( x0, y0, x1, y1, x2, y2, u0, v0, u1, v1, u2, v2, image ) {

		// http://extremelysatisfactorytotalitarianism.com/blog/?p=2120

		var a, b, c, d, e, f, det, idet,
		width = image.width - 1,
		height = image.height - 1;

		u0 *= width; v0 *= height;
		u1 *= width; v1 *= height;
		u2 *= width; v2 *= height;

		x1 -= x0; y1 -= y0;
		x2 -= x0; y2 -= y0;

		u1 -= u0; v1 -= v0;
		u2 -= u0; v2 -= v0;

		det = u1 * v2 - u2 * v1;

		idet = 1 / det;

		a = ( v2 * x1 - v1 * x2 ) * idet;
		b = ( v2 * y1 - v1 * y2 ) * idet;
		c = ( u1 * x2 - u2 * x1 ) * idet;
		d = ( u1 * y2 - u2 * y1 ) * idet;

		e = x0 - a * u0 - c * v0;
		f = y0 - b * u0 - d * v0;

		_context.save();
		_context.transform( a, b, c, d, e, f );
		_context.clip();
		_context.drawImage( image, 0, 0 );
		_context.restore();

	}

	// Hide anti-alias gaps

	function expand( v1, v2, pixels ) {

		var x = v2.x - v1.x, y = v2.y - v1.y,
		det = x * x + y * y, idet;

		if ( det === 0 ) return;

		idet = pixels / Math.sqrt( det );

		x *= idet; y *= idet;

		v2.x += x; v2.y += y;
		v1.x -= x; v1.y -= y;

	}

	// Context cached methods.

	function setOpacity( value ) {

		if ( _contextGlobalAlpha !== value ) {

			_context.globalAlpha = value;
			_contextGlobalAlpha = value;

		}

	}

	function setBlending( value ) {

		if ( _contextGlobalCompositeOperation !== value ) {

			if ( value === THREE.NormalBlending ) {

				_context.globalCompositeOperation = 'source-over';

			} else if ( value === THREE.AdditiveBlending ) {

				_context.globalCompositeOperation = 'lighter';

			} else if ( value === THREE.SubtractiveBlending ) {

				_context.globalCompositeOperation = 'darker';

			}

			_contextGlobalCompositeOperation = value;

		}

	}

	function setLineWidth( value ) {

		if ( _contextLineWidth !== value ) {

			_context.lineWidth = value;
			_contextLineWidth = value;

		}

	}

	function setLineCap( value ) {

		// "butt", "round", "square"

		if ( _contextLineCap !== value ) {

			_context.lineCap = value;
			_contextLineCap = value;

		}

	}

	function setLineJoin( value ) {

		// "round", "bevel", "miter"

		if ( _contextLineJoin !== value ) {

			_context.lineJoin = value;
			_contextLineJoin = value;

		}

	}

	function setStrokeStyle( value ) {

		if ( _contextStrokeStyle !== value ) {

			_context.strokeStyle = value;
			_contextStrokeStyle = value;

		}

	}

	function setFillStyle( value ) {

		if ( _contextFillStyle !== value ) {

			_context.fillStyle = value;
			_contextFillStyle = value;

		}

	}

	function setLineDash( value ) {

		if ( _contextLineDash.length !== value.length ) {

			_context.setLineDash( value );
			_contextLineDash = value;

		}

	}

};
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var __extends=this&&this.__extends||function(e,t){function i(){this.constructor=e}for(var r in t)t.hasOwnProperty(r)&&(e[r]=t[r]);i.prototype=t.prototype,e.prototype=new i},BABYLON;!function(e){var t=1/2.2,i=2.2,r=function(){function r(e,t,i){void 0===e&&(e=0),void 0===t&&(t=0),void 0===i&&(i=0),this.r=e,this.g=t,this.b=i}return r.prototype.toString=function(){return"{R: "+this.r+" G:"+this.g+" B:"+this.b+"}"},r.prototype.toArray=function(e,t){return void 0===t&&(t=0),e[t]=this.r,e[t+1]=this.g,e[t+2]=this.b,this},r.prototype.toColor4=function(e){return void 0===e&&(e=1),new n(this.r,this.g,this.b,e)},r.prototype.asArray=function(){var e=[];return this.toArray(e,0),e},r.prototype.toLuminance=function(){return.3*this.r+.59*this.g+.11*this.b},r.prototype.multiply=function(e){return new r(this.r*e.r,this.g*e.g,this.b*e.b)},r.prototype.multiplyToRef=function(e,t){return t.r=this.r*e.r,t.g=this.g*e.g,t.b=this.b*e.b,this},r.prototype.equals=function(e){return e&&this.r===e.r&&this.g===e.g&&this.b===e.b},r.prototype.equalsFloats=function(e,t,i){return this.r===e&&this.g===t&&this.b===i},r.prototype.scale=function(e){return new r(this.r*e,this.g*e,this.b*e)},r.prototype.scaleToRef=function(e,t){return t.r=this.r*e,t.g=this.g*e,t.b=this.b*e,this},r.prototype.add=function(e){return new r(this.r+e.r,this.g+e.g,this.b+e.b)},r.prototype.addToRef=function(e,t){return t.r=this.r+e.r,t.g=this.g+e.g,t.b=this.b+e.b,this},r.prototype.subtract=function(e){return new r(this.r-e.r,this.g-e.g,this.b-e.b)},r.prototype.subtractToRef=function(e,t){return t.r=this.r-e.r,t.g=this.g-e.g,t.b=this.b-e.b,this},r.prototype.clone=function(){return new r(this.r,this.g,this.b)},r.prototype.copyFrom=function(e){return this.r=e.r,this.g=e.g,this.b=e.b,this},r.prototype.copyFromFloats=function(e,t,i){return this.r=e,this.g=t,this.b=i,this},r.prototype.toHexString=function(){var t=255*this.r|0,i=255*this.g|0,r=255*this.b|0;return"#"+e.Tools.ToHex(t)+e.Tools.ToHex(i)+e.Tools.ToHex(r)},r.prototype.toLinearSpace=function(){var e=new r;return this.toLinearSpaceToRef(e),e},r.prototype.toLinearSpaceToRef=function(e){return e.r=Math.pow(this.r,i),e.g=Math.pow(this.g,i),e.b=Math.pow(this.b,i),this},r.prototype.toGammaSpace=function(){var e=new r;return this.toGammaSpaceToRef(e),e},r.prototype.toGammaSpaceToRef=function(e){return e.r=Math.pow(this.r,t),e.g=Math.pow(this.g,t),e.b=Math.pow(this.b,t),this},r.FromHexString=function(t){if("#"!==t.substring(0,1)||7!==t.length)return e.Tools.Warn("Color3.FromHexString must be called with a string like #FFFFFF"),new r(0,0,0);var i=parseInt(t.substring(1,3),16),n=parseInt(t.substring(3,5),16),s=parseInt(t.substring(5,7),16);return r.FromInts(i,n,s)},r.FromArray=function(e,t){return void 0===t&&(t=0),new r(e[t],e[t+1],e[t+2])},r.FromInts=function(e,t,i){return new r(e/255,t/255,i/255)},r.Lerp=function(e,t,i){var n=e.r+(t.r-e.r)*i,s=e.g+(t.g-e.g)*i,o=e.b+(t.b-e.b)*i;return new r(n,s,o)},r.Red=function(){return new r(1,0,0)},r.Green=function(){return new r(0,1,0)},r.Blue=function(){return new r(0,0,1)},r.Black=function(){return new r(0,0,0)},r.White=function(){return new r(1,1,1)},r.Purple=function(){return new r(.5,0,.5)},r.Magenta=function(){return new r(1,0,1)},r.Yellow=function(){return new r(1,1,0)},r.Gray=function(){return new r(.5,.5,.5)},r}();e.Color3=r;var n=function(){function t(e,t,i,r){this.r=e,this.g=t,this.b=i,this.a=r}return t.prototype.addInPlace=function(e){return this.r+=e.r,this.g+=e.g,this.b+=e.b,this.a+=e.a,this},t.prototype.asArray=function(){var e=[];return this.toArray(e,0),e},t.prototype.toArray=function(e,t){return void 0===t&&(t=0),e[t]=this.r,e[t+1]=this.g,e[t+2]=this.b,e[t+3]=this.a,this},t.prototype.add=function(e){return new t(this.r+e.r,this.g+e.g,this.b+e.b,this.a+e.a)},t.prototype.subtract=function(e){return new t(this.r-e.r,this.g-e.g,this.b-e.b,this.a-e.a)},t.prototype.subtractToRef=function(e,t){return t.r=this.r-e.r,t.g=this.g-e.g,t.b=this.b-e.b,t.a=this.a-e.a,this},t.prototype.scale=function(e){return new t(this.r*e,this.g*e,this.b*e,this.a*e)},t.prototype.scaleToRef=function(e,t){return t.r=this.r*e,t.g=this.g*e,t.b=this.b*e,t.a=this.a*e,this},t.prototype.toString=function(){return"{R: "+this.r+" G:"+this.g+" B:"+this.b+" A:"+this.a+"}"},t.prototype.clone=function(){return new t(this.r,this.g,this.b,this.a)},t.prototype.copyFrom=function(e){return this.r=e.r,this.g=e.g,this.b=e.b,this.a=e.a,this},t.prototype.toHexString=function(){var t=255*this.r|0,i=255*this.g|0,r=255*this.b|0,n=255*this.a|0;return"#"+e.Tools.ToHex(t)+e.Tools.ToHex(i)+e.Tools.ToHex(r)+e.Tools.ToHex(n)},t.FromHexString=function(i){if("#"!==i.substring(0,1)||9!==i.length)return e.Tools.Warn("Color4.FromHexString must be called with a string like #FFFFFFFF"),new t(0,0,0,0);var r=parseInt(i.substring(1,3),16),n=parseInt(i.substring(3,5),16),s=parseInt(i.substring(5,7),16),o=parseInt(i.substring(7,9),16);return t.FromInts(r,n,s,o)},t.Lerp=function(e,i,r){var n=new t(0,0,0,0);return t.LerpToRef(e,i,r,n),n},t.LerpToRef=function(e,t,i,r){r.r=e.r+(t.r-e.r)*i,r.g=e.g+(t.g-e.g)*i,r.b=e.b+(t.b-e.b)*i,r.a=e.a+(t.a-e.a)*i},t.FromArray=function(e,i){return void 0===i&&(i=0),new t(e[i],e[i+1],e[i+2],e[i+3])},t.FromInts=function(e,i,r,n){return new t(e/255,i/255,r/255,n/255)},t.CheckColors4=function(e,t){if(e.length===3*t){for(var i=[],r=0;r<e.length;r+=3){var n=r/3*4;i[n]=e[r],i[n+1]=e[r+1],i[n+2]=e[r+2],i[n+3]=1}return i}return e},t}();e.Color4=n;var s=function(){function t(e,t){this.x=e,this.y=t}return t.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+"}"},t.prototype.toArray=function(e,t){return void 0===t&&(t=0),e[t]=this.x,e[t+1]=this.y,this},t.prototype.asArray=function(){var e=[];return this.toArray(e,0),e},t.prototype.copyFrom=function(e){return this.x=e.x,this.y=e.y,this},t.prototype.copyFromFloats=function(e,t){return this.x=e,this.y=t,this},t.prototype.add=function(e){return new t(this.x+e.x,this.y+e.y)},t.prototype.addVector3=function(e){return new t(this.x+e.x,this.y+e.y)},t.prototype.subtract=function(e){return new t(this.x-e.x,this.y-e.y)},t.prototype.subtractInPlace=function(e){return this.x-=e.x,this.y-=e.y,this},t.prototype.multiplyInPlace=function(e){return this.x*=e.x,this.y*=e.y,this},t.prototype.multiply=function(e){return new t(this.x*e.x,this.y*e.y)},t.prototype.multiplyToRef=function(e,t){return t.x=this.x*e.x,t.y=this.y*e.y,this},t.prototype.multiplyByFloats=function(e,i){return new t(this.x*e,this.y*i)},t.prototype.divide=function(e){return new t(this.x/e.x,this.y/e.y)},t.prototype.divideToRef=function(e,t){return t.x=this.x/e.x,t.y=this.y/e.y,this},t.prototype.negate=function(){return new t(-this.x,-this.y)},t.prototype.scaleInPlace=function(e){return this.x*=e,this.y*=e,this},t.prototype.scale=function(e){return new t(this.x*e,this.y*e)},t.prototype.equals=function(e){return e&&this.x===e.x&&this.y===e.y},t.prototype.equalsWithEpsilon=function(t,i){return void 0===i&&(i=e.Engine.Epsilon),t&&e.Tools.WithinEpsilon(this.x,t.x,i)&&e.Tools.WithinEpsilon(this.y,t.y,i)},t.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y)},t.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y},t.prototype.normalize=function(){var e=this.length();if(0===e)return this;var t=1/e;return this.x*=t,this.y*=t,this},t.prototype.clone=function(){return new t(this.x,this.y)},t.Zero=function(){return new t(0,0)},t.FromArray=function(e,i){return void 0===i&&(i=0),new t(e[i],e[i+1])},t.FromArrayToRef=function(e,t,i){i.x=e[t],i.y=e[t+1]},t.CatmullRom=function(e,i,r,n,s){var o=s*s,a=s*o,h=.5*(2*i.x+(-e.x+r.x)*s+(2*e.x-5*i.x+4*r.x-n.x)*o+(-e.x+3*i.x-3*r.x+n.x)*a),c=.5*(2*i.y+(-e.y+r.y)*s+(2*e.y-5*i.y+4*r.y-n.y)*o+(-e.y+3*i.y-3*r.y+n.y)*a);return new t(h,c)},t.Clamp=function(e,i,r){var n=e.x;n=n>r.x?r.x:n,n=n<i.x?i.x:n;var s=e.y;return s=s>r.y?r.y:s,s=s<i.y?i.y:s,new t(n,s)},t.Hermite=function(e,i,r,n,s){var o=s*s,a=s*o,h=2*a-3*o+1,c=-2*a+3*o,l=a-2*o+s,u=a-o,d=e.x*h+r.x*c+i.x*l+n.x*u,f=e.y*h+r.y*c+i.y*l+n.y*u;return new t(d,f)},t.Lerp=function(e,i,r){var n=e.x+(i.x-e.x)*r,s=e.y+(i.y-e.y)*r;return new t(n,s)},t.Dot=function(e,t){return e.x*t.x+e.y*t.y},t.Normalize=function(e){var t=e.clone();return t.normalize(),t},t.Minimize=function(e,i){var r=e.x<i.x?e.x:i.x,n=e.y<i.y?e.y:i.y;return new t(r,n)},t.Maximize=function(e,i){var r=e.x>i.x?e.x:i.x,n=e.y>i.y?e.y:i.y;return new t(r,n)},t.Transform=function(e,i){var r=e.x*i.m[0]+e.y*i.m[4],n=e.x*i.m[1]+e.y*i.m[5];return new t(r,n)},t.Distance=function(e,i){return Math.sqrt(t.DistanceSquared(e,i))},t.DistanceSquared=function(e,t){var i=e.x-t.x,r=e.y-t.y;return i*i+r*r},t}();e.Vector2=s;var o=function(){function t(e,t,i){this.x=e,this.y=t,this.z=i}return t.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+"}"},t.prototype.asArray=function(){var e=[];return this.toArray(e,0),e},t.prototype.toArray=function(e,t){return void 0===t&&(t=0),e[t]=this.x,e[t+1]=this.y,e[t+2]=this.z,this},t.prototype.toQuaternion=function(){var e=new h(0,0,0,1),t=Math.cos(.5*(this.x+this.z)),i=Math.sin(.5*(this.x+this.z)),r=Math.cos(.5*(this.z-this.x)),n=Math.sin(.5*(this.z-this.x)),s=Math.cos(.5*this.y),o=Math.sin(.5*this.y);return e.x=r*o,e.y=-n*o,e.z=i*s,e.w=t*s,e},t.prototype.addInPlace=function(e){return this.x+=e.x,this.y+=e.y,this.z+=e.z,this},t.prototype.add=function(e){return new t(this.x+e.x,this.y+e.y,this.z+e.z)},t.prototype.addToRef=function(e,t){return t.x=this.x+e.x,t.y=this.y+e.y,t.z=this.z+e.z,this},t.prototype.subtractInPlace=function(e){return this.x-=e.x,this.y-=e.y,this.z-=e.z,this},t.prototype.subtract=function(e){return new t(this.x-e.x,this.y-e.y,this.z-e.z)},t.prototype.subtractToRef=function(e,t){return t.x=this.x-e.x,t.y=this.y-e.y,t.z=this.z-e.z,this},t.prototype.subtractFromFloats=function(e,i,r){return new t(this.x-e,this.y-i,this.z-r)},t.prototype.subtractFromFloatsToRef=function(e,t,i,r){return r.x=this.x-e,r.y=this.y-t,r.z=this.z-i,this},t.prototype.negate=function(){return new t(-this.x,-this.y,-this.z)},t.prototype.scaleInPlace=function(e){return this.x*=e,this.y*=e,this.z*=e,this},t.prototype.scale=function(e){return new t(this.x*e,this.y*e,this.z*e)},t.prototype.scaleToRef=function(e,t){t.x=this.x*e,t.y=this.y*e,t.z=this.z*e},t.prototype.equals=function(e){return e&&this.x===e.x&&this.y===e.y&&this.z===e.z},t.prototype.equalsWithEpsilon=function(t,i){return void 0===i&&(i=e.Engine.Epsilon),t&&e.Tools.WithinEpsilon(this.x,t.x,i)&&e.Tools.WithinEpsilon(this.y,t.y,i)&&e.Tools.WithinEpsilon(this.z,t.z,i)},t.prototype.equalsToFloats=function(e,t,i){return this.x===e&&this.y===t&&this.z===i},t.prototype.multiplyInPlace=function(e){return this.x*=e.x,this.y*=e.y,this.z*=e.z,this},t.prototype.multiply=function(e){return new t(this.x*e.x,this.y*e.y,this.z*e.z)},t.prototype.multiplyToRef=function(e,t){return t.x=this.x*e.x,t.y=this.y*e.y,t.z=this.z*e.z,this},t.prototype.multiplyByFloats=function(e,i,r){return new t(this.x*e,this.y*i,this.z*r)},t.prototype.divide=function(e){return new t(this.x/e.x,this.y/e.y,this.z/e.z)},t.prototype.divideToRef=function(e,t){return t.x=this.x/e.x,t.y=this.y/e.y,t.z=this.z/e.z,this},t.prototype.MinimizeInPlace=function(e){return e.x<this.x&&(this.x=e.x),e.y<this.y&&(this.y=e.y),e.z<this.z&&(this.z=e.z),this},t.prototype.MaximizeInPlace=function(e){return e.x>this.x&&(this.x=e.x),e.y>this.y&&(this.y=e.y),e.z>this.z&&(this.z=e.z),this},t.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z)},t.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y+this.z*this.z},t.prototype.normalize=function(){var e=this.length();if(0===e||1===e)return this;var t=1/e;return this.x*=t,this.y*=t,this.z*=t,this},t.prototype.clone=function(){return new t(this.x,this.y,this.z)},t.prototype.copyFrom=function(e){return this.x=e.x,this.y=e.y,this.z=e.z,this},t.prototype.copyFromFloats=function(e,t,i){return this.x=e,this.y=t,this.z=i,this},t.GetClipFactor=function(e,i,r,n){var s=t.Dot(e,r)-n,o=t.Dot(i,r)-n,a=s/(s-o);return a},t.FromArray=function(e,i){return i||(i=0),new t(e[i],e[i+1],e[i+2])},t.FromFloatArray=function(e,i){return i||(i=0),new t(e[i],e[i+1],e[i+2])},t.FromArrayToRef=function(e,t,i){i.x=e[t],i.y=e[t+1],i.z=e[t+2]},t.FromFloatArrayToRef=function(e,t,i){i.x=e[t],i.y=e[t+1],i.z=e[t+2]},t.FromFloatsToRef=function(e,t,i,r){r.x=e,r.y=t,r.z=i},t.Zero=function(){return new t(0,0,0)},t.Up=function(){return new t(0,1,0)},t.TransformCoordinates=function(e,i){var r=t.Zero();return t.TransformCoordinatesToRef(e,i,r),r},t.TransformCoordinatesToRef=function(e,t,i){var r=e.x*t.m[0]+e.y*t.m[4]+e.z*t.m[8]+t.m[12],n=e.x*t.m[1]+e.y*t.m[5]+e.z*t.m[9]+t.m[13],s=e.x*t.m[2]+e.y*t.m[6]+e.z*t.m[10]+t.m[14],o=e.x*t.m[3]+e.y*t.m[7]+e.z*t.m[11]+t.m[15];i.x=r/o,i.y=n/o,i.z=s/o},t.TransformCoordinatesFromFloatsToRef=function(e,t,i,r,n){var s=e*r.m[0]+t*r.m[4]+i*r.m[8]+r.m[12],o=e*r.m[1]+t*r.m[5]+i*r.m[9]+r.m[13],a=e*r.m[2]+t*r.m[6]+i*r.m[10]+r.m[14],h=e*r.m[3]+t*r.m[7]+i*r.m[11]+r.m[15];n.x=s/h,n.y=o/h,n.z=a/h},t.TransformNormal=function(e,i){var r=t.Zero();return t.TransformNormalToRef(e,i,r),r},t.TransformNormalToRef=function(e,t,i){i.x=e.x*t.m[0]+e.y*t.m[4]+e.z*t.m[8],i.y=e.x*t.m[1]+e.y*t.m[5]+e.z*t.m[9],i.z=e.x*t.m[2]+e.y*t.m[6]+e.z*t.m[10]},t.TransformNormalFromFloatsToRef=function(e,t,i,r,n){n.x=e*r.m[0]+t*r.m[4]+i*r.m[8],n.y=e*r.m[1]+t*r.m[5]+i*r.m[9],n.z=e*r.m[2]+t*r.m[6]+i*r.m[10]},t.CatmullRom=function(e,i,r,n,s){var o=s*s,a=s*o,h=.5*(2*i.x+(-e.x+r.x)*s+(2*e.x-5*i.x+4*r.x-n.x)*o+(-e.x+3*i.x-3*r.x+n.x)*a),c=.5*(2*i.y+(-e.y+r.y)*s+(2*e.y-5*i.y+4*r.y-n.y)*o+(-e.y+3*i.y-3*r.y+n.y)*a),l=.5*(2*i.z+(-e.z+r.z)*s+(2*e.z-5*i.z+4*r.z-n.z)*o+(-e.z+3*i.z-3*r.z+n.z)*a);return new t(h,c,l)},t.Clamp=function(e,i,r){var n=e.x;n=n>r.x?r.x:n,n=n<i.x?i.x:n;var s=e.y;s=s>r.y?r.y:s,s=s<i.y?i.y:s;var o=e.z;return o=o>r.z?r.z:o,o=o<i.z?i.z:o,new t(n,s,o)},t.Hermite=function(e,i,r,n,s){var o=s*s,a=s*o,h=2*a-3*o+1,c=-2*a+3*o,l=a-2*o+s,u=a-o,d=e.x*h+r.x*c+i.x*l+n.x*u,f=e.y*h+r.y*c+i.y*l+n.y*u,p=e.z*h+r.z*c+i.z*l+n.z*u;return new t(d,f,p)},t.Lerp=function(e,i,r){var n=e.x+(i.x-e.x)*r,s=e.y+(i.y-e.y)*r,o=e.z+(i.z-e.z)*r;return new t(n,s,o)},t.Dot=function(e,t){return e.x*t.x+e.y*t.y+e.z*t.z},t.Cross=function(e,i){var r=t.Zero();return t.CrossToRef(e,i,r),r},t.CrossToRef=function(e,t,i){i.x=e.y*t.z-e.z*t.y,i.y=e.z*t.x-e.x*t.z,i.z=e.x*t.y-e.y*t.x},t.Normalize=function(e){var i=t.Zero();return t.NormalizeToRef(e,i),i},t.NormalizeToRef=function(e,t){t.copyFrom(e),t.normalize()},t.Project=function(e,i,r,n){var s=n.width,o=n.height,a=n.x,h=n.y,l=c.FromValues(s/2,0,0,0,0,-o/2,0,0,0,0,1,0,a+s/2,o/2+h,0,1),u=i.multiply(r).multiply(l);return t.TransformCoordinates(e,u)},t.UnprojectFromTransform=function(i,r,n,s,o){var a=s.multiply(o);a.invert(),i.x=i.x/r*2-1,i.y=-(i.y/n*2-1);var h=t.TransformCoordinates(i,a),c=i.x*a.m[3]+i.y*a.m[7]+i.z*a.m[11]+a.m[15];return e.Tools.WithinEpsilon(c,1)&&(h=h.scale(1/c)),h},t.Unproject=function(i,r,n,s,o,a){var h=s.multiply(o).multiply(a);h.invert();var c=new t(i.x/r*2-1,-(i.y/n*2-1),i.z),l=t.TransformCoordinates(c,h),u=c.x*h.m[3]+c.y*h.m[7]+c.z*h.m[11]+h.m[15];return e.Tools.WithinEpsilon(u,1)&&(l=l.scale(1/u)),l},t.Minimize=function(e,t){var i=e.clone();return i.MinimizeInPlace(t),i},t.Maximize=function(e,t){var i=e.clone();return i.MaximizeInPlace(t),i},t.Distance=function(e,i){return Math.sqrt(t.DistanceSquared(e,i))},t.DistanceSquared=function(e,t){var i=e.x-t.x,r=e.y-t.y,n=e.z-t.z;return i*i+r*r+n*n},t.Center=function(e,t){var i=e.add(t);return i.scaleInPlace(.5),i},t.RotationFromAxis=function(e,i,r){var n=t.Zero();return t.RotationFromAxisToRef(e,i,r,n),n},t.RotationFromAxisToRef=function(i,r,n,s){var o,a,h,c=t.Normalize(i),l=t.Normalize(n),u=p.X,d=p.Y,f=0,m=0,_=0,g=0,v=0,y=0,x=0,E=-1,T=0,M=0;e.Tools.WithinEpsilon(l.z,0,e.Engine.Epsilon)?y=1:e.Tools.WithinEpsilon(l.x,0,e.Engine.Epsilon)?g=1:(x=l.z/l.x,g=-x*Math.sqrt(1/(1+x*x)),y=Math.sqrt(1/(1+x*x))),a=new t(g,v,y),a.normalize(),h=t.Cross(l,a),h.normalize(),o=t.Cross(c,a),o.normalize(),t.Dot(l,o)<0&&(E=1),M=t.Dot(c,a),M=Math.min(1,Math.max(-1,M)),_=Math.acos(M)*E,t.Dot(a,u)<0&&(_=Math.PI+_,a=a.scaleInPlace(-1),h=h.scaleInPlace(-1),T++);var A,b;g=0,v=0,y=0,E=-1,e.Tools.WithinEpsilon(l.z,0,e.Engine.Epsilon)?g=1:(x=a.z/a.x,g=-x*Math.sqrt(1/(1+x*x)),y=Math.sqrt(1/(1+x*x))),A=new t(g,v,y),A.normalize(),b=t.Cross(A,a),b.normalize(),o=t.Cross(l,A),o.normalize(),t.Dot(a,o)<0&&(E=1),M=t.Dot(l,A),M=Math.min(1,Math.max(-1,M)),m=Math.acos(M)*E,t.Dot(b,d)<0&&(m=Math.PI+m,b=b.scaleInPlace(-1),A=A.scaleInPlace(-1),T++),E=-1,o=t.Cross(u,a),o.normalize(),t.Dot(o,d)<0&&(E=1),M=t.Dot(a,u),M=Math.min(1,Math.max(-1,M)),f=-Math.acos(M)*E,0>M&&2>T&&(f=Math.PI+f),s.x=m,s.y=f,s.z=_},t}();e.Vector3=o;var a=function(){function t(e,t,i,r){this.x=e,this.y=t,this.z=i,this.w=r}return t.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+"W:"+this.w+"}"},t.prototype.asArray=function(){var e=[];return this.toArray(e,0),e},t.prototype.toArray=function(e,t){return void 0===t&&(t=0),e[t]=this.x,e[t+1]=this.y,e[t+2]=this.z,e[t+3]=this.w,this},t.prototype.addInPlace=function(e){return this.x+=e.x,this.y+=e.y,this.z+=e.z,this.w+=e.w,this},t.prototype.add=function(e){return new t(this.x+e.x,this.y+e.y,this.z+e.z,this.w+e.w)},t.prototype.addToRef=function(e,t){return t.x=this.x+e.x,t.y=this.y+e.y,t.z=this.z+e.z,t.w=this.w+e.w,this},t.prototype.subtractInPlace=function(e){return this.x-=e.x,this.y-=e.y,this.z-=e.z,this.w-=e.w,this},t.prototype.subtract=function(e){return new t(this.x-e.x,this.y-e.y,this.z-e.z,this.w-e.w)},t.prototype.subtractToRef=function(e,t){return t.x=this.x-e.x,t.y=this.y-e.y,t.z=this.z-e.z,t.w=this.w-e.w,this},t.prototype.subtractFromFloats=function(e,i,r,n){return new t(this.x-e,this.y-i,this.z-r,this.w-n)},t.prototype.subtractFromFloatsToRef=function(e,t,i,r,n){return n.x=this.x-e,n.y=this.y-t,n.z=this.z-i,n.w=this.w-r,this},t.prototype.negate=function(){return new t(-this.x,-this.y,-this.z,-this.w)},t.prototype.scaleInPlace=function(e){return this.x*=e,this.y*=e,this.z*=e,this.w*=e,this},t.prototype.scale=function(e){return new t(this.x*e,this.y*e,this.z*e,this.w*e)},t.prototype.scaleToRef=function(e,t){t.x=this.x*e,t.y=this.y*e,t.z=this.z*e,t.w=this.w*e},t.prototype.equals=function(e){return e&&this.x===e.x&&this.y===e.y&&this.z===e.z&&this.w===e.w},t.prototype.equalsWithEpsilon=function(t,i){return void 0===i&&(i=e.Engine.Epsilon),t&&e.Tools.WithinEpsilon(this.x,t.x,i)&&e.Tools.WithinEpsilon(this.y,t.y,i)&&e.Tools.WithinEpsilon(this.z,t.z,i)&&e.Tools.WithinEpsilon(this.w,t.w,i)},t.prototype.equalsToFloats=function(e,t,i,r){return this.x===e&&this.y===t&&this.z===i&&this.w===r},t.prototype.multiplyInPlace=function(e){return this.x*=e.x,this.y*=e.y,this.z*=e.z,this.w*=e.w,this},t.prototype.multiply=function(e){return new t(this.x*e.x,this.y*e.y,this.z*e.z,this.w*e.w)},t.prototype.multiplyToRef=function(e,t){return t.x=this.x*e.x,t.y=this.y*e.y,t.z=this.z*e.z,t.w=this.w*e.w,this},t.prototype.multiplyByFloats=function(e,i,r,n){return new t(this.x*e,this.y*i,this.z*r,this.w*n)},t.prototype.divide=function(e){return new t(this.x/e.x,this.y/e.y,this.z/e.z,this.w/e.w)},t.prototype.divideToRef=function(e,t){return t.x=this.x/e.x,t.y=this.y/e.y,t.z=this.z/e.z,t.w=this.w/e.w,this},t.prototype.MinimizeInPlace=function(e){return e.x<this.x&&(this.x=e.x),e.y<this.y&&(this.y=e.y),e.z<this.z&&(this.z=e.z),e.w<this.w&&(this.w=e.w),this},t.prototype.MaximizeInPlace=function(e){return e.x>this.x&&(this.x=e.x),e.y>this.y&&(this.y=e.y),e.z>this.z&&(this.z=e.z),e.w>this.w&&(this.w=e.w),this},t.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w)},t.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w},t.prototype.normalize=function(){var e=this.length();if(0===e)return this;var t=1/e;return this.x*=t,this.y*=t,this.z*=t,this.w*=t,this},t.prototype.clone=function(){return new t(this.x,this.y,this.z,this.w)},t.prototype.copyFrom=function(e){return this.x=e.x,this.y=e.y,this.z=e.z,this.w=e.w,this},t.prototype.copyFromFloats=function(e,t,i,r){return this.x=e,this.y=t,this.z=i,this.w=r,this},t.FromArray=function(e,i){return i||(i=0),new t(e[i],e[i+1],e[i+2],e[i+3])},t.FromArrayToRef=function(e,t,i){i.x=e[t],i.y=e[t+1],i.z=e[t+2],i.w=e[t+3]},t.FromFloatArrayToRef=function(e,t,i){i.x=e[t],i.y=e[t+1],i.z=e[t+2],i.w=e[t+3]},t.FromFloatsToRef=function(e,t,i,r,n){n.x=e,n.y=t,n.z=i,n.w=r},t.Zero=function(){return new t(0,0,0,0)},t.Normalize=function(e){var i=t.Zero();return t.NormalizeToRef(e,i),i},t.NormalizeToRef=function(e,t){t.copyFrom(e),t.normalize()},t.Minimize=function(e,t){var i=e.clone();return i.MinimizeInPlace(t),i},t.Maximize=function(e,t){var i=e.clone();return i.MaximizeInPlace(t),i},t.Distance=function(e,i){return Math.sqrt(t.DistanceSquared(e,i))},t.DistanceSquared=function(e,t){var i=e.x-t.x,r=e.y-t.y,n=e.z-t.z,s=e.w-t.w;return i*i+r*r+n*n+s*s},t.Center=function(e,t){var i=e.add(t);return i.scaleInPlace(.5),i},t}();e.Vector4=a;var h=function(){function e(e,t,i,r){void 0===e&&(e=0),void 0===t&&(t=0),void 0===i&&(i=0),void 0===r&&(r=1),this.x=e,this.y=t,this.z=i,this.w=r}return e.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+" W:"+this.w+"}"},e.prototype.asArray=function(){return[this.x,this.y,this.z,this.w]},e.prototype.equals=function(e){return e&&this.x===e.x&&this.y===e.y&&this.z===e.z&&this.w===e.w},e.prototype.clone=function(){return new e(this.x,this.y,this.z,this.w)},e.prototype.copyFrom=function(e){return this.x=e.x,this.y=e.y,this.z=e.z,this.w=e.w,this},e.prototype.copyFromFloats=function(e,t,i,r){return this.x=e,this.y=t,this.z=i,this.w=r,this},e.prototype.add=function(t){return new e(this.x+t.x,this.y+t.y,this.z+t.z,this.w+t.w)},e.prototype.subtract=function(t){return new e(this.x-t.x,this.y-t.y,this.z-t.z,this.w-t.w)},e.prototype.scale=function(t){return new e(this.x*t,this.y*t,this.z*t,this.w*t)},e.prototype.multiply=function(t){var i=new e(0,0,0,1);return this.multiplyToRef(t,i),i},e.prototype.multiplyToRef=function(e,t){var i=this.x*e.w+this.y*e.z-this.z*e.y+this.w*e.x,r=-this.x*e.z+this.y*e.w+this.z*e.x+this.w*e.y,n=this.x*e.y-this.y*e.x+this.z*e.w+this.w*e.z,s=-this.x*e.x-this.y*e.y-this.z*e.z+this.w*e.w;return t.copyFromFloats(i,r,n,s),this},e.prototype.multiplyInPlace=function(e){return this.multiplyToRef(e,this),this},e.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w)},e.prototype.normalize=function(){var e=1/this.length();return this.x*=e,this.y*=e,this.z*=e,this.w*=e,this},e.prototype.toEulerAngles=function(){var e=o.Zero();return this.toEulerAnglesToRef(e),e},e.prototype.toEulerAnglesToRef=function(e){var t=this.x,i=this.y,r=this.z,n=this.w,s=t*i,o=t*r,a=n*i,h=n*r,c=n*t,l=i*r,u=t*t,d=i*i,f=u+d;return 0!==f&&1!==f?(e.x=Math.atan2(o+a,c-l),e.y=Math.acos(1-2*f),e.z=Math.atan2(o-a,c+l)):0===f?(e.x=0,e.y=0,e.z=Math.atan2(s-h,.5-d-r*r)):(e.x=Math.atan2(s-h,.5-d-r*r),e.y=Math.PI,e.z=0),this},e.prototype.toRotationMatrix=function(e){var t=this.x*this.x,i=this.y*this.y,r=this.z*this.z,n=this.x*this.y,s=this.z*this.w,o=this.z*this.x,a=this.y*this.w,h=this.y*this.z,c=this.x*this.w;return e.m[0]=1-2*(i+r),e.m[1]=2*(n+s),e.m[2]=2*(o-a),e.m[3]=0,e.m[4]=2*(n-s),e.m[5]=1-2*(r+t),e.m[6]=2*(h+c),e.m[7]=0,e.m[8]=2*(o+a),e.m[9]=2*(h-c),e.m[10]=1-2*(i+t),e.m[11]=0,e.m[12]=0,e.m[13]=0,e.m[14]=0,e.m[15]=1,this},e.prototype.fromRotationMatrix=function(t){return e.FromRotationMatrixToRef(t,this),this},e.FromRotationMatrix=function(t){var i=new e;return e.FromRotationMatrixToRef(t,i),i},e.FromRotationMatrixToRef=function(e,t){var i,r=e.m,n=r[0],s=r[4],o=r[8],a=r[1],h=r[5],c=r[9],l=r[2],u=r[6],d=r[10],f=n+h+d;f>0?(i=.5/Math.sqrt(f+1),t.w=.25/i,t.x=(u-c)*i,t.y=(o-l)*i,t.z=(a-s)*i):n>h&&n>d?(i=2*Math.sqrt(1+n-h-d),t.w=(u-c)/i,t.x=.25*i,t.y=(s+a)/i,t.z=(o+l)/i):h>d?(i=2*Math.sqrt(1+h-n-d),t.w=(o-l)/i,t.x=(s+a)/i,t.y=.25*i,t.z=(c+u)/i):(i=2*Math.sqrt(1+d-n-h),t.w=(a-s)/i,t.x=(o+l)/i,t.y=(c+u)/i,t.z=.25*i)},e.Inverse=function(t){return new e(-t.x,-t.y,-t.z,t.w)},e.Identity=function(){return new e(0,0,0,1)},e.RotationAxis=function(t,i){var r=new e,n=Math.sin(i/2);return t.normalize(),r.w=Math.cos(i/2),r.x=t.x*n,r.y=t.y*n,r.z=t.z*n,r},e.FromArray=function(t,i){return i||(i=0),new e(t[i],t[i+1],t[i+2],t[i+3])},e.RotationYawPitchRoll=function(t,i,r){var n=new e;return e.RotationYawPitchRollToRef(t,i,r,n),n},e.RotationYawPitchRollToRef=function(e,t,i,r){var n=.5*i,s=.5*t,o=.5*e,a=Math.sin(n),h=Math.cos(n),c=Math.sin(s),l=Math.cos(s),u=Math.sin(o),d=Math.cos(o);r.x=d*c*h+u*l*a,r.y=u*l*h-d*c*a,r.z=d*l*a-u*c*h,r.w=d*l*h+u*c*a},e.RotationAlphaBetaGamma=function(t,i,r){var n=new e;return e.RotationAlphaBetaGammaToRef(t,i,r,n),n},e.RotationAlphaBetaGammaToRef=function(e,t,i,r){var n=.5*(i+e),s=.5*(i-e),o=.5*t;r.x=Math.cos(s)*Math.sin(o),r.y=Math.sin(s)*Math.sin(o),r.z=Math.sin(n)*Math.cos(o),r.w=Math.cos(n)*Math.cos(o)},e.Slerp=function(t,i,r){var n,s,o=r,a=t.x*i.x+t.y*i.y+t.z*i.z+t.w*i.w,h=!1;if(0>a&&(h=!0,a=-a),a>.999999)s=1-o,n=h?-o:o;else{var c=Math.acos(a),l=1/Math.sin(c);s=Math.sin((1-o)*c)*l,n=h?-Math.sin(o*c)*l:Math.sin(o*c)*l}return new e(s*t.x+n*i.x,s*t.y+n*i.y,s*t.z+n*i.z,s*t.w+n*i.w)},e}();e.Quaternion=h;var c=function(){function t(){this.m=new Float32Array(16)}return t.prototype.isIdentity=function(){return 1!==this.m[0]||1!==this.m[5]||1!==this.m[10]||1!==this.m[15]?!1:0!==this.m[1]||0!==this.m[2]||0!==this.m[3]||0!==this.m[4]||0!==this.m[6]||0!==this.m[7]||0!==this.m[8]||0!==this.m[9]||0!==this.m[11]||0!==this.m[12]||0!==this.m[13]||0!==this.m[14]?!1:!0},t.prototype.determinant=function(){var e=this.m[10]*this.m[15]-this.m[11]*this.m[14],t=this.m[9]*this.m[15]-this.m[11]*this.m[13],i=this.m[9]*this.m[14]-this.m[10]*this.m[13],r=this.m[8]*this.m[15]-this.m[11]*this.m[12],n=this.m[8]*this.m[14]-this.m[10]*this.m[12],s=this.m[8]*this.m[13]-this.m[9]*this.m[12];return this.m[0]*(this.m[5]*e-this.m[6]*t+this.m[7]*i)-this.m[1]*(this.m[4]*e-this.m[6]*r+this.m[7]*n)+this.m[2]*(this.m[4]*t-this.m[5]*r+this.m[7]*s)-this.m[3]*(this.m[4]*i-this.m[5]*n+this.m[6]*s)},t.prototype.toArray=function(){return this.m},t.prototype.asArray=function(){return this.toArray()},t.prototype.invert=function(){return this.invertToRef(this),this},t.prototype.reset=function(){for(var e=0;16>e;e++)this.m[e]=0;return this},t.prototype.add=function(e){var i=new t;return this.addToRef(e,i),i},t.prototype.addToRef=function(e,t){for(var i=0;16>i;i++)t.m[i]=this.m[i]+e.m[i];return this},t.prototype.addToSelf=function(e){for(var t=0;16>t;t++)this.m[t]+=e.m[t];return this},t.prototype.invertToRef=function(e){var t=this.m[0],i=this.m[1],r=this.m[2],n=this.m[3],s=this.m[4],o=this.m[5],a=this.m[6],h=this.m[7],c=this.m[8],l=this.m[9],u=this.m[10],d=this.m[11],f=this.m[12],p=this.m[13],m=this.m[14],_=this.m[15],g=u*_-d*m,v=l*_-d*p,y=l*m-u*p,x=c*_-d*f,E=c*m-u*f,T=c*p-l*f,M=o*g-a*v+h*y,A=-(s*g-a*x+h*E),b=s*v-o*x+h*T,P=-(s*y-o*E+a*T),S=1/(t*M+i*A+r*b+n*P),C=a*_-h*m,I=o*_-h*p,w=o*m-a*p,D=s*_-h*f,R=s*m-a*f,L=s*p-o*f,O=a*d-h*u,B=o*d-h*l,F=o*u-a*l,V=s*d-h*c,N=s*u-a*c,z=s*l-o*c;return e.m[0]=M*S,e.m[4]=A*S,e.m[8]=b*S,e.m[12]=P*S,e.m[1]=-(i*g-r*v+n*y)*S,e.m[5]=(t*g-r*x+n*E)*S,e.m[9]=-(t*v-i*x+n*T)*S,e.m[13]=(t*y-i*E+r*T)*S,e.m[2]=(i*C-r*I+n*w)*S,e.m[6]=-(t*C-r*D+n*R)*S,e.m[10]=(t*I-i*D+n*L)*S,e.m[14]=-(t*w-i*R+r*L)*S,e.m[3]=-(i*O-r*B+n*F)*S,e.m[7]=(t*O-r*V+n*N)*S,e.m[11]=-(t*B-i*V+n*z)*S,e.m[15]=(t*F-i*N+r*z)*S,this},t.prototype.setTranslation=function(e){return this.m[12]=e.x,this.m[13]=e.y,this.m[14]=e.z,this},t.prototype.multiply=function(e){var i=new t;return this.multiplyToRef(e,i),i},t.prototype.copyFrom=function(e){for(var t=0;16>t;t++)this.m[t]=e.m[t];return this},t.prototype.copyToArray=function(e,t){void 0===t&&(t=0);for(var i=0;16>i;i++)e[t+i]=this.m[i];return this},t.prototype.multiplyToRef=function(e,t){return this.multiplyToArray(e,t.m,0),this},t.prototype.multiplyToArray=function(e,t,i){var r=this.m[0],n=this.m[1],s=this.m[2],o=this.m[3],a=this.m[4],h=this.m[5],c=this.m[6],l=this.m[7],u=this.m[8],d=this.m[9],f=this.m[10],p=this.m[11],m=this.m[12],_=this.m[13],g=this.m[14],v=this.m[15],y=e.m[0],x=e.m[1],E=e.m[2],T=e.m[3],M=e.m[4],A=e.m[5],b=e.m[6],P=e.m[7],S=e.m[8],C=e.m[9],I=e.m[10],w=e.m[11],D=e.m[12],R=e.m[13],L=e.m[14],O=e.m[15];return t[i]=r*y+n*M+s*S+o*D,t[i+1]=r*x+n*A+s*C+o*R,t[i+2]=r*E+n*b+s*I+o*L,t[i+3]=r*T+n*P+s*w+o*O,t[i+4]=a*y+h*M+c*S+l*D,t[i+5]=a*x+h*A+c*C+l*R,t[i+6]=a*E+h*b+c*I+l*L,t[i+7]=a*T+h*P+c*w+l*O,t[i+8]=u*y+d*M+f*S+p*D,t[i+9]=u*x+d*A+f*C+p*R,t[i+10]=u*E+d*b+f*I+p*L,t[i+11]=u*T+d*P+f*w+p*O,t[i+12]=m*y+_*M+g*S+v*D,t[i+13]=m*x+_*A+g*C+v*R,t[i+14]=m*E+_*b+g*I+v*L,t[i+15]=m*T+_*P+g*w+v*O,this},t.prototype.equals=function(e){return e&&this.m[0]===e.m[0]&&this.m[1]===e.m[1]&&this.m[2]===e.m[2]&&this.m[3]===e.m[3]&&this.m[4]===e.m[4]&&this.m[5]===e.m[5]&&this.m[6]===e.m[6]&&this.m[7]===e.m[7]&&this.m[8]===e.m[8]&&this.m[9]===e.m[9]&&this.m[10]===e.m[10]&&this.m[11]===e.m[11]&&this.m[12]===e.m[12]&&this.m[13]===e.m[13]&&this.m[14]===e.m[14]&&this.m[15]===e.m[15]},t.prototype.clone=function(){return t.FromValues(this.m[0],this.m[1],this.m[2],this.m[3],this.m[4],this.m[5],this.m[6],this.m[7],this.m[8],this.m[9],this.m[10],this.m[11],this.m[12],this.m[13],this.m[14],this.m[15])},t.prototype.decompose=function(i,r,n){n.x=this.m[12],n.y=this.m[13],n.z=this.m[14];var s=e.Tools.Sign(this.m[0]*this.m[1]*this.m[2]*this.m[3])<0?-1:1,o=e.Tools.Sign(this.m[4]*this.m[5]*this.m[6]*this.m[7])<0?-1:1,a=e.Tools.Sign(this.m[8]*this.m[9]*this.m[10]*this.m[11])<0?-1:1;if(i.x=s*Math.sqrt(this.m[0]*this.m[0]+this.m[1]*this.m[1]+this.m[2]*this.m[2]),i.y=o*Math.sqrt(this.m[4]*this.m[4]+this.m[5]*this.m[5]+this.m[6]*this.m[6]),i.z=a*Math.sqrt(this.m[8]*this.m[8]+this.m[9]*this.m[9]+this.m[10]*this.m[10]),0===i.x||0===i.y||0===i.z)return r.x=0,r.y=0,r.z=0,r.w=1,!1;var c=t.FromValues(this.m[0]/i.x,this.m[1]/i.x,this.m[2]/i.x,0,this.m[4]/i.y,this.m[5]/i.y,this.m[6]/i.y,0,this.m[8]/i.z,this.m[9]/i.z,this.m[10]/i.z,0,0,0,0,1);return h.FromRotationMatrixToRef(c,r),!0},t.FromArray=function(e,i){var r=new t;return i||(i=0),t.FromArrayToRef(e,i,r),r},t.FromArrayToRef=function(e,t,i){for(var r=0;16>r;r++)i.m[r]=e[r+t]},t.FromFloat32ArrayToRefScaled=function(e,t,i,r){for(var n=0;16>n;n++)r.m[n]=e[n+t]*i},t.FromValuesToRef=function(e,t,i,r,n,s,o,a,h,c,l,u,d,f,p,m,_){_.m[0]=e,_.m[1]=t,_.m[2]=i,_.m[3]=r,_.m[4]=n,_.m[5]=s,_.m[6]=o,_.m[7]=a,_.m[8]=h,_.m[9]=c,_.m[10]=l,_.m[11]=u,_.m[12]=d,_.m[13]=f,_.m[14]=p,_.m[15]=m},t.FromValues=function(e,i,r,n,s,o,a,h,c,l,u,d,f,p,m,_){var g=new t;return g.m[0]=e,g.m[1]=i,g.m[2]=r,g.m[3]=n,g.m[4]=s,g.m[5]=o,g.m[6]=a,g.m[7]=h,g.m[8]=c,g.m[9]=l,g.m[10]=u,g.m[11]=d,g.m[12]=f,g.m[13]=p,g.m[14]=m,g.m[15]=_,g},t.Compose=function(e,i,r){var n=t.FromValues(e.x,0,0,0,0,e.y,0,0,0,0,e.z,0,0,0,0,1),s=t.Identity();return i.toRotationMatrix(s),n=n.multiply(s),n.setTranslation(r),n},t.Identity=function(){return t.FromValues(1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1)},t.IdentityToRef=function(e){t.FromValuesToRef(1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1,e)},t.Zero=function(){return t.FromValues(0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0)},t.RotationX=function(e){var i=new t;return t.RotationXToRef(e,i),i},t.Invert=function(e){var i=new t;return e.invertToRef(i),i},t.RotationXToRef=function(e,t){var i=Math.sin(e),r=Math.cos(e);t.m[0]=1,t.m[15]=1,t.m[5]=r,t.m[10]=r,t.m[9]=-i,t.m[6]=i,t.m[1]=0,t.m[2]=0,t.m[3]=0,t.m[4]=0,t.m[7]=0,t.m[8]=0,t.m[11]=0,t.m[12]=0,t.m[13]=0,t.m[14]=0},t.RotationY=function(e){var i=new t;return t.RotationYToRef(e,i),i},t.RotationYToRef=function(e,t){var i=Math.sin(e),r=Math.cos(e);t.m[5]=1,t.m[15]=1,t.m[0]=r,t.m[2]=-i,t.m[8]=i,t.m[10]=r,t.m[1]=0,t.m[3]=0,t.m[4]=0,t.m[6]=0,t.m[7]=0,t.m[9]=0,t.m[11]=0,t.m[12]=0,t.m[13]=0,t.m[14]=0},t.RotationZ=function(e){var i=new t;return t.RotationZToRef(e,i),i},t.RotationZToRef=function(e,t){var i=Math.sin(e),r=Math.cos(e);t.m[10]=1,t.m[15]=1,t.m[0]=r,t.m[1]=i,t.m[4]=-i,t.m[5]=r,t.m[2]=0,t.m[3]=0,t.m[6]=0,t.m[7]=0,t.m[8]=0,t.m[9]=0,t.m[11]=0,t.m[12]=0,
t.m[13]=0,t.m[14]=0},t.RotationAxis=function(e,i){var r=t.Zero();return t.RotationAxisToRef(e,i,r),r},t.RotationAxisToRef=function(e,t,i){var r=Math.sin(-t),n=Math.cos(-t),s=1-n;e.normalize(),i.m[0]=e.x*e.x*s+n,i.m[1]=e.x*e.y*s-e.z*r,i.m[2]=e.x*e.z*s+e.y*r,i.m[3]=0,i.m[4]=e.y*e.x*s+e.z*r,i.m[5]=e.y*e.y*s+n,i.m[6]=e.y*e.z*s-e.x*r,i.m[7]=0,i.m[8]=e.z*e.x*s-e.y*r,i.m[9]=e.z*e.y*s+e.x*r,i.m[10]=e.z*e.z*s+n,i.m[11]=0,i.m[15]=1},t.RotationYawPitchRoll=function(e,i,r){var n=new t;return t.RotationYawPitchRollToRef(e,i,r,n),n},t.RotationYawPitchRollToRef=function(e,t,i,r){h.RotationYawPitchRollToRef(e,t,i,this._tempQuaternion),this._tempQuaternion.toRotationMatrix(r)},t.Scaling=function(e,i,r){var n=t.Zero();return t.ScalingToRef(e,i,r,n),n},t.ScalingToRef=function(e,t,i,r){r.m[0]=e,r.m[1]=0,r.m[2]=0,r.m[3]=0,r.m[4]=0,r.m[5]=t,r.m[6]=0,r.m[7]=0,r.m[8]=0,r.m[9]=0,r.m[10]=i,r.m[11]=0,r.m[12]=0,r.m[13]=0,r.m[14]=0,r.m[15]=1},t.Translation=function(e,i,r){var n=t.Identity();return t.TranslationToRef(e,i,r,n),n},t.TranslationToRef=function(e,i,r,n){t.FromValuesToRef(1,0,0,0,0,1,0,0,0,0,1,0,e,i,r,1,n)},t.Lerp=function(e,i,r){var n=new o(0,0,0),s=new h,a=new o(0,0,0);e.decompose(n,s,a);var c=new o(0,0,0),l=new h,u=new o(0,0,0);i.decompose(c,l,u);var d=o.Lerp(n,c,r),f=h.Slerp(s,l,r),p=o.Lerp(a,u,r);return t.Compose(d,f,p)},t.LookAtLH=function(e,i,r){var n=t.Zero();return t.LookAtLHToRef(e,i,r,n),n},t.LookAtLHToRef=function(e,i,r,n){i.subtractToRef(e,this._zAxis),this._zAxis.normalize(),o.CrossToRef(r,this._zAxis,this._xAxis),0===this._xAxis.lengthSquared()?this._xAxis.x=1:this._xAxis.normalize(),o.CrossToRef(this._zAxis,this._xAxis,this._yAxis),this._yAxis.normalize();var s=-o.Dot(this._xAxis,e),a=-o.Dot(this._yAxis,e),h=-o.Dot(this._zAxis,e);return t.FromValuesToRef(this._xAxis.x,this._yAxis.x,this._zAxis.x,0,this._xAxis.y,this._yAxis.y,this._zAxis.y,0,this._xAxis.z,this._yAxis.z,this._zAxis.z,0,s,a,h,1,n)},t.OrthoLH=function(e,i,r,n){var s=t.Zero();return t.OrthoLHToRef(e,i,r,n,s),s},t.OrthoLHToRef=function(e,i,r,n,s){var o=2/e,a=2/i,h=1/(n-r),c=r/(r-n);t.FromValuesToRef(o,0,0,0,0,a,0,0,0,0,h,0,0,0,c,1,s)},t.OrthoOffCenterLH=function(e,i,r,n,s,o){var a=t.Zero();return t.OrthoOffCenterLHToRef(e,i,r,n,s,o,a),a},t.OrthoOffCenterLHToRef=function(e,t,i,r,n,s,o){o.m[0]=2/(t-e),o.m[1]=o.m[2]=o.m[3]=0,o.m[5]=2/(r-i),o.m[4]=o.m[6]=o.m[7]=0,o.m[10]=-1/(n-s),o.m[8]=o.m[9]=o.m[11]=0,o.m[12]=(e+t)/(e-t),o.m[13]=(r+i)/(i-r),o.m[14]=n/(n-s),o.m[15]=1},t.PerspectiveLH=function(e,i,r,n){var s=t.Zero();return s.m[0]=2*r/e,s.m[1]=s.m[2]=s.m[3]=0,s.m[5]=2*r/i,s.m[4]=s.m[6]=s.m[7]=0,s.m[10]=-n/(r-n),s.m[8]=s.m[9]=0,s.m[11]=1,s.m[12]=s.m[13]=s.m[15]=0,s.m[14]=r*n/(r-n),s},t.PerspectiveFovLH=function(e,i,r,n){var s=t.Zero();return t.PerspectiveFovLHToRef(e,i,r,n,s),s},t.PerspectiveFovLHToRef=function(t,i,r,n,s,o){void 0===o&&(o=e.Camera.FOVMODE_VERTICAL_FIXED);var a=1/Math.tan(.5*t),h=o===e.Camera.FOVMODE_VERTICAL_FIXED;h?s.m[0]=a/i:s.m[0]=a,s.m[1]=s.m[2]=s.m[3]=0,h?s.m[5]=a:s.m[5]=a*i,s.m[4]=s.m[6]=s.m[7]=0,s.m[8]=s.m[9]=0,s.m[10]=-n/(r-n),s.m[11]=1,s.m[12]=s.m[13]=s.m[15]=0,s.m[14]=r*n/(r-n)},t.GetFinalMatrix=function(e,i,r,n,s,o){var a=e.width,h=e.height,c=e.x,l=e.y,u=t.FromValues(a/2,0,0,0,0,-h/2,0,0,0,0,o-s,0,c+a/2,h/2+l,s,1);return i.multiply(r).multiply(n).multiply(u)},t.GetAsMatrix2x2=function(e){return new Float32Array([e.m[0],e.m[1],e.m[4],e.m[5]])},t.GetAsMatrix3x3=function(e){return new Float32Array([e.m[0],e.m[1],e.m[2],e.m[4],e.m[5],e.m[6],e.m[8],e.m[9],e.m[10]])},t.Transpose=function(e){var i=new t;return i.m[0]=e.m[0],i.m[1]=e.m[4],i.m[2]=e.m[8],i.m[3]=e.m[12],i.m[4]=e.m[1],i.m[5]=e.m[5],i.m[6]=e.m[9],i.m[7]=e.m[13],i.m[8]=e.m[2],i.m[9]=e.m[6],i.m[10]=e.m[10],i.m[11]=e.m[14],i.m[12]=e.m[3],i.m[13]=e.m[7],i.m[14]=e.m[11],i.m[15]=e.m[15],i},t.Reflection=function(e){var i=new t;return t.ReflectionToRef(e,i),i},t.ReflectionToRef=function(e,t){e.normalize();var i=e.normal.x,r=e.normal.y,n=e.normal.z,s=-2*i,o=-2*r,a=-2*n;t.m[0]=s*i+1,t.m[1]=o*i,t.m[2]=a*i,t.m[3]=0,t.m[4]=s*r,t.m[5]=o*r+1,t.m[6]=a*r,t.m[7]=0,t.m[8]=s*n,t.m[9]=o*n,t.m[10]=a*n+1,t.m[11]=0,t.m[12]=s*e.d,t.m[13]=o*e.d,t.m[14]=a*e.d,t.m[15]=1},t._tempQuaternion=new h,t._xAxis=o.Zero(),t._yAxis=o.Zero(),t._zAxis=o.Zero(),t}();e.Matrix=c;var l=function(){function e(e,t,i,r){this.normal=new o(e,t,i),this.d=r}return e.prototype.asArray=function(){return[this.normal.x,this.normal.y,this.normal.z,this.d]},e.prototype.clone=function(){return new e(this.normal.x,this.normal.y,this.normal.z,this.d)},e.prototype.normalize=function(){var e=Math.sqrt(this.normal.x*this.normal.x+this.normal.y*this.normal.y+this.normal.z*this.normal.z),t=0;return 0!==e&&(t=1/e),this.normal.x*=t,this.normal.y*=t,this.normal.z*=t,this.d*=t,this},e.prototype.transform=function(t){var i=c.Transpose(t),r=this.normal.x,n=this.normal.y,s=this.normal.z,o=this.d,a=r*i.m[0]+n*i.m[1]+s*i.m[2]+o*i.m[3],h=r*i.m[4]+n*i.m[5]+s*i.m[6]+o*i.m[7],l=r*i.m[8]+n*i.m[9]+s*i.m[10]+o*i.m[11],u=r*i.m[12]+n*i.m[13]+s*i.m[14]+o*i.m[15];return new e(a,h,l,u)},e.prototype.dotCoordinate=function(e){return this.normal.x*e.x+this.normal.y*e.y+this.normal.z*e.z+this.d},e.prototype.copyFromPoints=function(e,t,i){var r,n=t.x-e.x,s=t.y-e.y,o=t.z-e.z,a=i.x-e.x,h=i.y-e.y,c=i.z-e.z,l=s*c-o*h,u=o*a-n*c,d=n*h-s*a,f=Math.sqrt(l*l+u*u+d*d);return r=0!==f?1/f:0,this.normal.x=l*r,this.normal.y=u*r,this.normal.z=d*r,this.d=-(this.normal.x*e.x+this.normal.y*e.y+this.normal.z*e.z),this},e.prototype.isFrontFacingTo=function(e,t){var i=o.Dot(this.normal,e);return t>=i},e.prototype.signedDistanceTo=function(e){return o.Dot(e,this.normal)+this.d},e.FromArray=function(t){return new e(t[0],t[1],t[2],t[3])},e.FromPoints=function(t,i,r){var n=new e(0,0,0,0);return n.copyFromPoints(t,i,r),n},e.FromPositionAndNormal=function(t,i){var r=new e(0,0,0,0);return i.normalize(),r.normal=i,r.d=-(i.x*t.x+i.y*t.y+i.z*t.z),r},e.SignedDistanceToPlaneFromPositionAndNormal=function(e,t,i){var r=-(t.x*e.x+t.y*e.y+t.z*e.z);return o.Dot(i,t)+r},e}();e.Plane=l;var u=function(){function e(e,t,i,r){this.x=e,this.y=t,this.width=i,this.height=r}return e.prototype.toGlobal=function(t){var i=t.getRenderWidth(),r=t.getRenderHeight();return new e(this.x*i,this.y*r,this.width*i,this.height*r)},e.prototype.toScreenGlobal=function(t){var i=t.getRenderWidth(!0),r=t.getRenderHeight(!0);return new e(this.x*i,this.y*r,this.width*i,this.height*r)},e}();e.Viewport=u;var d=function(){function e(){}return e.GetPlanes=function(t){for(var i=[],r=0;6>r;r++)i.push(new l(0,0,0,0));return e.GetPlanesToRef(t,i),i},e.GetPlanesToRef=function(e,t){t[0].normal.x=e.m[3]+e.m[2],t[0].normal.y=e.m[7]+e.m[6],t[0].normal.z=e.m[11]+e.m[10],t[0].d=e.m[15]+e.m[14],t[0].normalize(),t[1].normal.x=e.m[3]-e.m[2],t[1].normal.y=e.m[7]-e.m[6],t[1].normal.z=e.m[11]-e.m[10],t[1].d=e.m[15]-e.m[14],t[1].normalize(),t[2].normal.x=e.m[3]+e.m[0],t[2].normal.y=e.m[7]+e.m[4],t[2].normal.z=e.m[11]+e.m[8],t[2].d=e.m[15]+e.m[12],t[2].normalize(),t[3].normal.x=e.m[3]-e.m[0],t[3].normal.y=e.m[7]-e.m[4],t[3].normal.z=e.m[11]-e.m[8],t[3].d=e.m[15]-e.m[12],t[3].normalize(),t[4].normal.x=e.m[3]-e.m[1],t[4].normal.y=e.m[7]-e.m[5],t[4].normal.z=e.m[11]-e.m[9],t[4].d=e.m[15]-e.m[13],t[4].normalize(),t[5].normal.x=e.m[3]+e.m[1],t[5].normal.y=e.m[7]+e.m[5],t[5].normal.z=e.m[11]+e.m[9],t[5].d=e.m[15]+e.m[13],t[5].normalize()},e}();e.Frustum=d;var f=function(){function t(e,t,i){void 0===i&&(i=Number.MAX_VALUE),this.origin=e,this.direction=t,this.length=i}return t.prototype.intersectsBoxMinMax=function(e,t){var i,r,n,s,o=0,a=Number.MAX_VALUE;if(Math.abs(this.direction.x)<1e-7){if(this.origin.x<e.x||this.origin.x>t.x)return!1}else if(i=1/this.direction.x,r=(e.x-this.origin.x)*i,n=(t.x-this.origin.x)*i,n===-(1/0)&&(n=1/0),r>n&&(s=r,r=n,n=s),o=Math.max(r,o),a=Math.min(n,a),o>a)return!1;if(Math.abs(this.direction.y)<1e-7){if(this.origin.y<e.y||this.origin.y>t.y)return!1}else if(i=1/this.direction.y,r=(e.y-this.origin.y)*i,n=(t.y-this.origin.y)*i,n===-(1/0)&&(n=1/0),r>n&&(s=r,r=n,n=s),o=Math.max(r,o),a=Math.min(n,a),o>a)return!1;if(Math.abs(this.direction.z)<1e-7){if(this.origin.z<e.z||this.origin.z>t.z)return!1}else if(i=1/this.direction.z,r=(e.z-this.origin.z)*i,n=(t.z-this.origin.z)*i,n===-(1/0)&&(n=1/0),r>n&&(s=r,r=n,n=s),o=Math.max(r,o),a=Math.min(n,a),o>a)return!1;return!0},t.prototype.intersectsBox=function(e){return this.intersectsBoxMinMax(e.minimum,e.maximum)},t.prototype.intersectsSphere=function(e){var t=e.center.x-this.origin.x,i=e.center.y-this.origin.y,r=e.center.z-this.origin.z,n=t*t+i*i+r*r,s=e.radius*e.radius;if(s>=n)return!0;var o=t*this.direction.x+i*this.direction.y+r*this.direction.z;if(0>o)return!1;var a=n-o*o;return s>=a},t.prototype.intersectsTriangle=function(t,i,r){this._edge1||(this._edge1=o.Zero(),this._edge2=o.Zero(),this._pvec=o.Zero(),this._tvec=o.Zero(),this._qvec=o.Zero()),i.subtractToRef(t,this._edge1),r.subtractToRef(t,this._edge2),o.CrossToRef(this.direction,this._edge2,this._pvec);var n=o.Dot(this._edge1,this._pvec);if(0===n)return null;var s=1/n;this.origin.subtractToRef(t,this._tvec);var a=o.Dot(this._tvec,this._pvec)*s;if(0>a||a>1)return null;o.CrossToRef(this._tvec,this._edge1,this._qvec);var h=o.Dot(this.direction,this._qvec)*s;if(0>h||a+h>1)return null;var c=o.Dot(this._edge2,this._qvec)*s;return c>this.length?null:new e.IntersectionInfo(a,h,c)},t.CreateNew=function(e,i,r,n,s,a,h){var c=o.Unproject(new o(e,i,0),r,n,s,a,h),l=o.Unproject(new o(e,i,1),r,n,s,a,h),u=l.subtract(c);return u.normalize(),new t(c,u)},t.CreateNewFromTo=function(e,i,r){void 0===r&&(r=c.Identity());var n=i.subtract(e),s=Math.sqrt(n.x*n.x+n.y*n.y+n.z*n.z);return n.normalize(),t.Transform(new t(e,n,s),r)},t.Transform=function(e,i){var r=o.TransformCoordinates(e.origin,i),n=o.TransformNormal(e.direction,i);return new t(r,n,e.length)},t}();e.Ray=f,function(e){e[e.LOCAL=0]="LOCAL",e[e.WORLD=1]="WORLD"}(e.Space||(e.Space={}));var p=(e.Space,function(){function e(){}return e.X=new o(1,0,0),e.Y=new o(0,1,0),e.Z=new o(0,0,1),e}());e.Axis=p;var m=function(){function e(){}return e.interpolate=function(e,t,i,r,n){for(var s=1-3*r+3*t,o=3*r-6*t,a=3*t,h=e,c=0;5>c;c++){var l=h*h,u=l*h,d=s*u+o*l+a*h,f=1/(3*s*l+2*o*h+a);h-=(d-e)*f,h=Math.min(1,Math.max(0,h))}return 3*Math.pow(1-h,2)*h*i+3*(1-h)*Math.pow(h,2)*n+Math.pow(h,3)},e}();e.BezierCurve=m,function(e){e[e.CW=0]="CW",e[e.CCW=1]="CCW"}(e.Orientation||(e.Orientation={}));var _=e.Orientation,g=function(){function e(e){var t=this;this.degrees=function(){return 180*t._radians/Math.PI},this.radians=function(){return t._radians},this._radians=e,this._radians<0&&(this._radians+=2*Math.PI)}return e.BetweenTwoPoints=function(t,i){var r=i.subtract(t),n=Math.atan2(r.y,r.x);return new e(n)},e.FromRadians=function(t){return new e(t)},e.FromDegrees=function(t){return new e(t*Math.PI/180)},e}();e.Angle=g;var v=function(){function e(e,t,i){this.startPoint=e,this.midPoint=t,this.endPoint=i;var r=Math.pow(t.x,2)+Math.pow(t.y,2),n=(Math.pow(e.x,2)+Math.pow(e.y,2)-r)/2,o=(r-Math.pow(i.x,2)-Math.pow(i.y,2))/2,a=(e.x-t.x)*(t.y-i.y)-(t.x-i.x)*(e.y-t.y);this.centerPoint=new s((n*(t.y-i.y)-o*(e.y-t.y))/a,((e.x-t.x)*o-(t.x-i.x)*n)/a),this.radius=this.centerPoint.subtract(this.startPoint).length(),this.startAngle=g.BetweenTwoPoints(this.centerPoint,this.startPoint);var h=this.startAngle.degrees(),c=g.BetweenTwoPoints(this.centerPoint,this.midPoint).degrees(),l=g.BetweenTwoPoints(this.centerPoint,this.endPoint).degrees();c-h>180&&(c-=360),-180>c-h&&(c+=360),l-c>180&&(l-=360),-180>l-c&&(l+=360),this.orientation=0>c-h?_.CW:_.CCW,this.angle=g.FromDegrees(this.orientation===_.CW?h-l:l-h)}return e}();e.Arc2=v;var y=function(){function e(e){this.path=e,this._onchange=new Array,this.value=0,this.animations=new Array}return e.prototype.getPoint=function(){var e=this.path.getPointAtLengthPosition(this.value);return new o(e.x,0,e.y)},e.prototype.moveAhead=function(e){return void 0===e&&(e=.002),this.move(e),this},e.prototype.moveBack=function(e){return void 0===e&&(e=.002),this.move(-e),this},e.prototype.move=function(e){if(Math.abs(e)>1)throw"step size should be less than 1.";return this.value+=e,this.ensureLimits(),this.raiseOnChange(),this},e.prototype.ensureLimits=function(){for(;this.value>1;)this.value-=1;for(;this.value<0;)this.value+=1;return this},e.prototype.markAsDirty=function(e){return this.ensureLimits(),this.raiseOnChange(),this},e.prototype.raiseOnChange=function(){var e=this;return this._onchange.forEach(function(t){return t(e)}),this},e.prototype.onchange=function(e){return this._onchange.push(e),this},e}();e.PathCursor=y;var x=function(){function t(e,t){this._points=new Array,this._length=0,this.closed=!1,this._points.push(new s(e,t))}return t.prototype.addLineTo=function(t,i){if(closed)return e.Tools.Error("cannot add lines to closed paths"),this;var r=new s(t,i),n=this._points[this._points.length-1];return this._points.push(r),this._length+=r.subtract(n).length(),this},t.prototype.addArcTo=function(t,i,r,n,o){if(void 0===o&&(o=36),closed)return e.Tools.Error("cannot add arcs to closed paths"),this;var a=this._points[this._points.length-1],h=new s(t,i),c=new s(r,n),l=new v(a,h,c),u=l.angle.radians()/o;l.orientation===_.CW&&(u*=-1);for(var d=l.startAngle.radians()+u,f=0;o>f;f++){var p=Math.cos(d)*l.radius+l.centerPoint.x,m=Math.sin(d)*l.radius+l.centerPoint.y;this.addLineTo(p,m),d+=u}return this},t.prototype.close=function(){return this.closed=!0,this},t.prototype.length=function(){var e=this._length;if(!this.closed){var t=this._points[this._points.length-1],i=this._points[0];e+=i.subtract(t).length()}return e},t.prototype.getPoints=function(){return this._points},t.prototype.getPointAtLengthPosition=function(t){if(0>t||t>1)return e.Tools.Error("normalized length position should be between 0 and 1."),s.Zero();for(var i=t*this.length(),r=0,n=0;n<this._points.length;n++){var o=(n+1)%this._points.length,a=this._points[n],h=this._points[o],c=h.subtract(a),l=c.length()+r;if(i>=r&&l>=i){var u=c.normalize(),d=i-r;return new s(a.x+u.x*d,a.y+u.y*d)}r=l}return e.Tools.Error("internal error"),s.Zero()},t.StartingAt=function(e,i){return new t(e,i)},t}();e.Path2=x;var E=function(){function t(e,t,i){this.path=e,this._curve=new Array,this._distances=new Array,this._tangents=new Array,this._normals=new Array,this._binormals=new Array;for(var r=0;r<e.length;r++)this._curve[r]=e[r].clone();this._raw=i||!1,this._compute(t)}return t.prototype.getCurve=function(){return this._curve},t.prototype.getTangents=function(){return this._tangents},t.prototype.getNormals=function(){return this._normals},t.prototype.getBinormals=function(){return this._binormals},t.prototype.getDistances=function(){return this._distances},t.prototype.update=function(e,t){for(var i=0;i<e.length;i++)this._curve[i].x=e[i].x,this._curve[i].y=e[i].y,this._curve[i].z=e[i].z;return this._compute(t),this},t.prototype._compute=function(e){var t=this._curve.length;this._tangents[0]=this._getFirstNonNullVector(0),this._raw||this._tangents[0].normalize(),this._tangents[t-1]=this._curve[t-1].subtract(this._curve[t-2]),this._raw||this._tangents[t-1].normalize();var i=this._tangents[0],r=this._normalVector(this._curve[0],i,e);this._normals[0]=r,this._raw||this._normals[0].normalize(),this._binormals[0]=o.Cross(i,this._normals[0]),this._raw||this._binormals[0].normalize(),this._distances[0]=0;for(var n,s,a,h,c=1;t>c;c++)n=this._getLastNonNullVector(c),t-1>c&&(s=this._getFirstNonNullVector(c),this._tangents[c]=n.add(s),this._tangents[c].normalize()),this._distances[c]=this._distances[c-1]+n.length(),a=this._tangents[c],h=this._binormals[c-1],this._normals[c]=o.Cross(h,a),this._raw||this._normals[c].normalize(),this._binormals[c]=o.Cross(a,this._normals[c]),this._raw||this._binormals[c].normalize()},t.prototype._getFirstNonNullVector=function(e){for(var t=1,i=this._curve[e+t].subtract(this._curve[e]);0===i.length()&&e+t+1<this._curve.length;)t++,i=this._curve[e+t].subtract(this._curve[e]);return i},t.prototype._getLastNonNullVector=function(e){for(var t=1,i=this._curve[e].subtract(this._curve[e-t]);0===i.length()&&e>t+1;)t++,i=this._curve[e].subtract(this._curve[e-t]);return i},t.prototype._normalVector=function(t,i,r){var n;if(void 0===r||null===r){var s;e.Tools.WithinEpsilon(i.y,1,e.Engine.Epsilon)?e.Tools.WithinEpsilon(i.x,1,e.Engine.Epsilon)?e.Tools.WithinEpsilon(i.z,1,e.Engine.Epsilon)||(s=new o(0,0,1)):s=new o(1,0,0):s=new o(0,-1,0),n=o.Cross(i,s)}else n=o.Cross(i,r),o.CrossToRef(n,i,n);return n.normalize(),n},t}();e.Path3D=E;var T=function(){function e(e){this._length=0,this._points=e,this._length=this._computeLength(e)}return e.CreateQuadraticBezier=function(t,i,r,n){n=n>2?n:3;for(var s=new Array,a=function(e,t,i,r){var n=(1-e)*(1-e)*t+2*e*(1-e)*i+e*e*r;return n},h=0;n>=h;h++)s.push(new o(a(h/n,t.x,i.x,r.x),a(h/n,t.y,i.y,r.y),a(h/n,t.z,i.z,r.z)));return new e(s)},e.CreateCubicBezier=function(t,i,r,n,s){s=s>3?s:4;for(var a=new Array,h=function(e,t,i,r,n){var s=(1-e)*(1-e)*(1-e)*t+3*e*(1-e)*(1-e)*i+3*e*e*(1-e)*r+e*e*e*n;return s},c=0;s>=c;c++)a.push(new o(h(c/s,t.x,i.x,r.x,n.x),h(c/s,t.y,i.y,r.y,n.y),h(c/s,t.z,i.z,r.z,n.z)));return new e(a)},e.CreateHermiteSpline=function(t,i,r,n,s){for(var a=new Array,h=1/s,c=0;s>=c;c++)a.push(o.Hermite(t,i,r,n,c*h));return new e(a)},e.prototype.getPoints=function(){return this._points},e.prototype.length=function(){return this._length},e.prototype["continue"]=function(t){for(var i=this._points[this._points.length-1],r=this._points.slice(),n=t.getPoints(),s=1;s<n.length;s++)r.push(n[s].subtract(n[0]).add(i));var o=new e(r);return o},e.prototype._computeLength=function(e){for(var t=0,i=1;i<e.length;i++)t+=e[i].subtract(e[i-1]).length();return t},e}();e.Curve3=T;var M=function(){function e(e,t){void 0===e&&(e=o.Zero()),void 0===t&&(t=o.Up()),this.position=e,this.normal=t}return e.prototype.clone=function(){return new e(this.position.clone(),this.normal.clone())},e}();e.PositionNormalVertex=M;var A=function(){function e(e,t,i){void 0===e&&(e=o.Zero()),void 0===t&&(t=o.Up()),void 0===i&&(i=s.Zero()),this.position=e,this.normal=t,this.uv=i}return e.prototype.clone=function(){return new e(this.position.clone(),this.normal.clone(),this.uv.clone())},e}();e.PositionNormalTextureVertex=A}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,i){this.idbFactory=window.indexedDB||window.mozIndexedDB||window.webkitIndexedDB||window.msIndexedDB,this.callbackManifestChecked=i,this.currentSceneUrl=t.ReturnFullUrlLocation(e),this.db=null,this.enableSceneOffline=!1,this.enableTexturesOffline=!1,this.manifestVersionFound=0,this.mustUpdateRessources=!1,this.hasReachedQuota=!1,t.IDBStorageEnabled?this.checkManifestFile():this.callbackManifestChecked(!0)}return t.prototype.checkManifestFile=function(){function t(){r.enableSceneOffline=!1,r.enableTexturesOffline=!1,r.callbackManifestChecked(!1)}var i=this,r=this,n=this.currentSceneUrl+".manifest",s=new XMLHttpRequest,o=n+(null==n.match(/\?/)?"?":"&")+(new Date).getTime();s.open("GET",o,!0),s.addEventListener("load",function(){if(200===s.status||e.Tools.ValidateXHRData(s,1))try{var r=JSON.parse(s.response);i.enableSceneOffline=r.enableSceneOffline,i.enableTexturesOffline=r.enableTexturesOffline,r.version&&!isNaN(parseInt(r.version))&&(i.manifestVersionFound=r.version),i.callbackManifestChecked&&i.callbackManifestChecked(!0)}catch(n){t()}else t()},!1),s.addEventListener("error",function(e){t()},!1);try{s.send()}catch(a){e.Tools.Error("Error on XHR send request."),r.callbackManifestChecked(!1)}},t.prototype.openAsync=function(t,i){function r(){s.isSupported=!1,i&&i()}var n=this,s=this;if(this.idbFactory&&(this.enableSceneOffline||this.enableTexturesOffline))if(this.db)t&&t();else{this.hasReachedQuota=!1,this.isSupported=!0;var o=this.idbFactory.open("babylonjs",1);o.onerror=function(e){r()},o.onblocked=function(t){e.Tools.Error("IDB request blocked. Please reload the page."),r()},o.onsuccess=function(e){n.db=o.result,t()},o.onupgradeneeded=function(t){n.db=t.target.result;try{n.db.createObjectStore("scenes",{keyPath:"sceneUrl"}),n.db.createObjectStore("versions",{keyPath:"sceneUrl"}),n.db.createObjectStore("textures",{keyPath:"textureUrl"})}catch(i){e.Tools.Error("Error while creating object stores. Exception: "+i.message),r()}}}else this.isSupported=!1,i&&i()},t.prototype.loadImageFromDB=function(e,i){var r=this,n=t.ReturnFullUrlLocation(e),s=function(){r.hasReachedQuota||null===r.db?i.src=e:r._saveImageIntoDBAsync(n,i)};this.mustUpdateRessources?s():this._loadImageFromDBAsync(n,i,s)},t.prototype._loadImageFromDBAsync=function(t,i,r){if(this.isSupported&&null!==this.db){var n,s=this.db.transaction(["textures"]);s.onabort=function(e){i.src=t},s.oncomplete=function(s){var o;if(n){var a=window.URL||window.webkitURL;o=a.createObjectURL(n.data,{oneTimeOnly:!0}),i.onerror=function(){e.Tools.Error("Error loading image from blob URL: "+o+" switching back to web url: "+t),i.src=t},i.src=o}else r()};var o=s.objectStore("textures").get(t);o.onsuccess=function(e){n=e.target.result},o.onerror=function(r){e.Tools.Error("Error loading texture "+t+" from DB."),i.src=t}}else e.Tools.Error("Error: IndexedDB not supported by your browser or BabylonJS Database is not open."),i.src=t},t.prototype._saveImageIntoDBAsync=function(i,r){var n=this;if(this.isSupported){var s=function(){var e;if(o){var t=window.URL||window.webkitURL;try{e=t.createObjectURL(o,{oneTimeOnly:!0})}catch(i){e=t.createObjectURL(o)}}r.src=e};if(t.IsUASupportingBlobStorage){var o,a=new XMLHttpRequest;a.open("GET",i,!0),a.responseType="blob",a.addEventListener("load",function(){if(200===a.status){o=a.response;var e=n.db.transaction(["textures"],"readwrite");e.onabort=function(e){try{e.srcElement.error&&"QuotaExceededError"===e.srcElement.error.name&&(this.hasReachedQuota=!0)}catch(t){}s()},e.oncomplete=function(e){s()};var h={textureUrl:i,data:o};try{var c=e.objectStore("textures").put(h);c.onsuccess=function(e){},c.onerror=function(e){s()}}catch(l){25===l.code&&(t.IsUASupportingBlobStorage=!1),r.src=i}}else r.src=i},!1),a.addEventListener("error",function(t){e.Tools.Error("Error in XHR request in BABYLON.Database."),r.src=i},!1),a.send()}else r.src=i}else e.Tools.Error("Error: IndexedDB not supported by your browser or BabylonJS Database is not open."),r.src=i},t.prototype._checkVersionFromDB=function(e,t){var i=this,r=function(r){i._saveVersionIntoDBAsync(e,t)};this._loadVersionFromDBAsync(e,t,r)},t.prototype._loadVersionFromDBAsync=function(t,i,r){var n=this;if(this.isSupported){var s;try{var o=this.db.transaction(["versions"]);o.oncomplete=function(e){s?n.manifestVersionFound>s.data?(n.mustUpdateRessources=!0,r()):i(s.data):(n.mustUpdateRessources=!0,r())},o.onabort=function(e){i(-1)};var a=o.objectStore("versions").get(t);a.onsuccess=function(e){s=e.target.result},a.onerror=function(r){e.Tools.Error("Error loading version for scene "+t+" from DB."),i(-1)}}catch(h){e.Tools.Error("Error while accessing 'versions' object store (READ OP). Exception: "+h.message),i(-1)}}else e.Tools.Error("Error: IndexedDB not supported by your browser or BabylonJS Database is not open."),i(-1)},t.prototype._saveVersionIntoDBAsync=function(t,i){var r=this;if(this.isSupported&&!this.hasReachedQuota)try{var n=this.db.transaction(["versions"],"readwrite");n.onabort=function(e){try{e.srcElement.error&&"QuotaExceededError"===e.srcElement.error.name&&(r.hasReachedQuota=!0)}catch(t){}i(-1)},n.oncomplete=function(e){i(r.manifestVersionFound)};var s={sceneUrl:t,data:this.manifestVersionFound},o=n.objectStore("versions").put(s);o.onsuccess=function(e){},o.onerror=function(t){e.Tools.Error("Error in DB add version request in BABYLON.Database.")}}catch(a){e.Tools.Error("Error while accessing 'versions' object store (WRITE OP). Exception: "+a.message),i(-1)}else i(-1)},t.prototype.loadFileFromDB=function(e,i,r,n,s){var o=this,a=t.ReturnFullUrlLocation(e),h=function(e){o._saveFileIntoDBAsync(a,i,r)};this._checkVersionFromDB(a,function(e){-1!==e?o.mustUpdateRessources?o._saveFileIntoDBAsync(a,i,r,s):o._loadFileFromDBAsync(a,i,h,s):n()})},t.prototype._loadFileFromDBAsync=function(t,i,r,n){if(this.isSupported){var s;s=-1!==t.indexOf(".babylon")?"scenes":"textures";var o,a=this.db.transaction([s]);a.oncomplete=function(e){o?i(o.data):r()},a.onabort=function(e){r()};var h=a.objectStore(s).get(t);h.onsuccess=function(e){o=e.target.result},h.onerror=function(i){e.Tools.Error("Error loading file "+t+" from DB."),r()}}else e.Tools.Error("Error: IndexedDB not supported by your browser or BabylonJS Database is not open."),i()},t.prototype._saveFileIntoDBAsync=function(t,i,r,n){var s=this;if(this.isSupported){var o;o=-1!==t.indexOf(".babylon")?"scenes":"textures";var a,h=new XMLHttpRequest;h.open("GET",t,!0),n&&(h.responseType="arraybuffer"),h.onprogress=r,h.addEventListener("load",function(){if(200===h.status||e.Tools.ValidateXHRData(h,n?6:1))if(a=n?h.response:h.responseText,s.hasReachedQuota)i(a);else{var r=s.db.transaction([o],"readwrite");r.onabort=function(e){try{e.srcElement.error&&"QuotaExceededError"===e.srcElement.error.name&&(this.hasReachedQuota=!0)}catch(t){}i(a)},r.oncomplete=function(e){i(a)};var c;c="scenes"===o?{sceneUrl:t,data:a,version:s.manifestVersionFound}:{textureUrl:t,data:a};try{var l=r.objectStore(o).put(c);l.onsuccess=function(e){},l.onerror=function(t){e.Tools.Error("Error in DB add file request in BABYLON.Database.")}}catch(u){i(a)}}else i()},!1),h.addEventListener("error",function(t){e.Tools.Error("error on XHR request."),i()},!1),h.send()}else e.Tools.Error("Error: IndexedDB not supported by your browser or BabylonJS Database is not open."),i()},t.IsUASupportingBlobStorage=!0,t.IDBStorageEnabled=!0,t.parseURL=function(e){var t=document.createElement("a");t.href=e;var i=e.substring(0,e.lastIndexOf("#")),r=e.substring(i.lastIndexOf("/")+1,e.length),n=e.substring(0,e.indexOf(r,0));return n},t.ReturnFullUrlLocation=function(e){return-1===e.indexOf("http:/")?t.parseURL(window.location.href)+e:e},t}();e.Database=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t;!function(t){var i=function(){function t(){}return t.GetTGAHeader=function(e){var t=0,i={id_length:e[t++],colormap_type:e[t++],image_type:e[t++],colormap_index:e[t++]|e[t++]<<8,colormap_length:e[t++]|e[t++]<<8,colormap_size:e[t++],origin:[e[t++]|e[t++]<<8,e[t++]|e[t++]<<8],width:e[t++]|e[t++]<<8,height:e[t++]|e[t++]<<8,pixel_size:e[t++],flags:e[t++]};return i},t.UploadContent=function(i,r){if(r.length<19)return void e.Tools.Error("Unable to load TGA file - Not enough data to contain header");var n=18,s=t.GetTGAHeader(r);if(s.id_length+n>r.length)return void e.Tools.Error("Unable to load TGA file - Not enough data");n+=s.id_length;var o=!1,a=!1,h=!1,c=!1;switch(s.image_type){case t._TYPE_RLE_INDEXED:o=!0;case t._TYPE_INDEXED:a=!0;break;case t._TYPE_RLE_RGB:o=!0;case t._TYPE_RGB:h=!0;break;case t._TYPE_RLE_GREY:o=!0;case t._TYPE_GREY:c=!0}var l,u,d=(15&s.flags,s.pixel_size>>3),f=s.width*s.height*d;if(a&&(u=r.subarray(n,n+=s.colormap_length*(s.colormap_size>>3))),o){l=new Uint8Array(f);for(var p,m,_,g=0,v=new Uint8Array(d);f>n&&f>g;)if(p=r[n++],m=(127&p)+1,128&p){for(_=0;d>_;++_)v[_]=r[n++];for(_=0;m>_;++_)l.set(v,g+_*d);g+=d*m}else{for(m*=d,_=0;m>_;++_)l[g+_]=r[n++];g+=m}}else l=r.subarray(n,n+=a?s.width*s.height:f);var y,x,E,T,M,A;switch((s.flags&t._ORIGIN_MASK)>>t._ORIGIN_SHIFT){default:case t._ORIGIN_UL:y=0,E=1,A=s.width,x=0,T=1,M=s.height;break;case t._ORIGIN_BL:y=0,E=1,A=s.width,x=s.height-1,T=-1,M=-1;break;case t._ORIGIN_UR:y=s.width-1,E=-1,A=-1,x=0,T=1,M=s.height;break;case t._ORIGIN_BR:y=s.width-1,E=-1,A=-1,x=s.height-1,T=-1,M=-1}var b="_getImageData"+(c?"Grey":"")+s.pixel_size+"bits",P=t[b](s,u,l,x,T,M,y,E,A);i.texImage2D(i.TEXTURE_2D,0,i.RGBA,s.width,s.height,0,i.RGBA,i.UNSIGNED_BYTE,P)},t._getImageData8bits=function(e,t,i,r,n,s,o,a,h){var c,l,u,d=i,f=t,p=e.width,m=e.height,_=0,g=new Uint8Array(p*m*4);for(u=r;u!==s;u+=n)for(l=o;l!==h;l+=a,_++)c=d[_],g[4*(l+p*u)+3]=255,g[4*(l+p*u)+2]=f[3*c+0],g[4*(l+p*u)+1]=f[3*c+1],g[4*(l+p*u)+0]=f[3*c+2];return g},t._getImageData16bits=function(e,t,i,r,n,s,o,a,h){var c,l,u,d=i,f=e.width,p=e.height,m=0,_=new Uint8Array(f*p*4);for(u=r;u!==s;u+=n)for(l=o;l!==h;l+=a,m+=2)c=d[m+0]+(d[m+1]<<8),_[4*(l+f*u)+0]=(31744&c)>>7,_[4*(l+f*u)+1]=(992&c)>>2,_[4*(l+f*u)+2]=(31&c)>>3,_[4*(l+f*u)+3]=32768&c?0:255;return _},t._getImageData24bits=function(e,t,i,r,n,s,o,a,h){var c,l,u=i,d=e.width,f=e.height,p=0,m=new Uint8Array(d*f*4);for(l=r;l!==s;l+=n)for(c=o;c!==h;c+=a,p+=3)m[4*(c+d*l)+3]=255,m[4*(c+d*l)+2]=u[p+0],m[4*(c+d*l)+1]=u[p+1],m[4*(c+d*l)+0]=u[p+2];return m},t._getImageData32bits=function(e,t,i,r,n,s,o,a,h){var c,l,u=i,d=e.width,f=e.height,p=0,m=new Uint8Array(d*f*4);for(l=r;l!==s;l+=n)for(c=o;c!==h;c+=a,p+=4)m[4*(c+d*l)+2]=u[p+0],m[4*(c+d*l)+1]=u[p+1],m[4*(c+d*l)+0]=u[p+2],m[4*(c+d*l)+3]=u[p+3];return m},t._getImageDataGrey8bits=function(e,t,i,r,n,s,o,a,h){var c,l,u,d=i,f=e.width,p=e.height,m=0,_=new Uint8Array(f*p*4);for(u=r;u!==s;u+=n)for(l=o;l!==h;l+=a,m++)c=d[m],_[4*(l+f*u)+0]=c,_[4*(l+f*u)+1]=c,_[4*(l+f*u)+2]=c,_[4*(l+f*u)+3]=255;return _},t._getImageDataGrey16bits=function(e,t,i,r,n,s,o,a,h){var c,l,u=i,d=e.width,f=e.height,p=0,m=new Uint8Array(d*f*4);for(l=r;l!==s;l+=n)for(c=o;c!==h;c+=a,p+=2)m[4*(c+d*l)+0]=u[p+0],m[4*(c+d*l)+1]=u[p+0],m[4*(c+d*l)+2]=u[p+0],m[4*(c+d*l)+3]=u[p+1];return m},t._TYPE_NO_DATA=0,t._TYPE_INDEXED=1,t._TYPE_RGB=2,t._TYPE_GREY=3,t._TYPE_RLE_INDEXED=9,t._TYPE_RLE_RGB=10,t._TYPE_RLE_GREY=11,t._ORIGIN_MASK=48,t._ORIGIN_SHIFT=4,t._ORIGIN_BL=0,t._ORIGIN_BR=1,t._ORIGIN_UL=2,t._ORIGIN_UR=3,t}();t.TGATools=i}(t=e.Internals||(e.Internals={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(t){this.length=0,this._duplicateId=0,this.data=new Array(t),this._id=e._GlobalId++}return e.prototype.push=function(e){this.data[this.length++]=e,this.length>this.data.length&&(this.data.length*=2),e.__smartArrayFlags||(e.__smartArrayFlags={}),e.__smartArrayFlags[this._id]=this._duplicateId},e.prototype.pushNoDuplicate=function(e){e.__smartArrayFlags&&e.__smartArrayFlags[this._id]===this._duplicateId||this.push(e)},e.prototype.sort=function(e){this.data.sort(e)},e.prototype.reset=function(){this.length=0,this._duplicateId++},e.prototype.concat=function(e){if(0!==e.length){this.length+e.length>this.data.length&&(this.data.length=2*(this.length+e.length));for(var t=0;t<e.length;t++)this.data[this.length++]=(e.data||e)[t]}},e.prototype.concatWithNoDuplicate=function(e){if(0!==e.length){this.length+e.length>this.data.length&&(this.data.length=2*(this.length+e.length));for(var t=0;t<e.length;t++){var i=(e.data||e)[t];this.pushNoDuplicate(i)}}},e.prototype.indexOf=function(e){var t=this.data.indexOf(e);return t>=this.length?-1:t},e._GlobalId=0,e}();e.SmartArray=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e){void 0===e&&(e=10),this.count=0,this._initialCapacity=e,this.items={},this._keys=new Array(this._initialCapacity)}return e.prototype.add=function(e,t){return void 0!=this.items[e]?-1:(this.items[e]=t,this._keys[this.count++]=e,this.count>this._keys.length&&(this._keys.length*=2),this.count)},e.prototype.remove=function(e){return void 0==this.items[e]?-1:this.removeItemOfIndex(this.indexOf(e))},e.prototype.removeItemOfIndex=function(e){if(!(e<this.count&&e>-1))return-1;for(delete this.items[this._keys[e]];e<this.count;)this._keys[e]=this._keys[e+1],e++;return--this.count},e.prototype.indexOf=function(e){for(var t=0;t!==this.count;t++)if(this._keys[t]===e)return t;return-1},e.prototype.item=function(e){return this.items[e]},e.prototype.getAllKeys=function(){if(this.count>0){for(var e=new Array(this.count),t=0;t<this.count;t++)e[t]=this._keys[t];return e}return void 0},e.prototype.getKeyByIndex=function(e){return e<this.count&&e>-1?this._keys[e]:void 0},e.prototype.getItemByIndex=function(e){return e<this.count&&e>-1?this.items[this._keys[e]]:void 0},e.prototype.empty=function(){this.count>0&&(this.count=0,this.items={},this._keys=new Array(this._initialCapacity))},e.prototype.forEach=function(e){
var t;for(t in this.items)this.items.hasOwnProperty(t)&&e(this.items[t])},e}();e.SmartCollection=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t,i=function(t,i){return t?t instanceof e.Mesh?null:t instanceof e.SubMesh?t.clone(i):t.clone?t.clone():null:null},r=function(){function r(){}return r.Instantiate=function(e){for(var t=e.split("."),i=window||this,r=0,n=t.length;n>r;r++)i=i[t[r]];return"function"!=typeof i?null:i},r.GetConstructorName=function(e){var t=(e.prototype?e.prototype.constructor:e.constructor).toString(),i=t.match(/function\s(\w*)/)[1],r=["","anonymous","Anonymous"];return r.indexOf(i)>-1?"Function":i},r.ToHex=function(e){var t=e.toString(16);return 15>=e?("0"+t).toUpperCase():t.toUpperCase()},r.SetImmediate=function(e){window.setImmediate?window.setImmediate(e):setTimeout(e,1)},r.IsExponentOfTwo=function(e){var t=1;do t*=2;while(e>t);return t===e},r.GetExponentOfTwo=function(e,t){var i=1;do i*=2;while(e>i);return i>t&&(i=t),i},r.GetFilename=function(e){var t=e.lastIndexOf("/");return 0>t?e:e.substring(t+1)},r.GetDOMTextContent=function(e){for(var t="",i=e.firstChild;i;)3===i.nodeType&&(t+=i.textContent),i=i.nextSibling;return t},r.ToDegrees=function(e){return 180*e/Math.PI},r.ToRadians=function(e){return e*Math.PI/180},r.EncodeArrayBufferTobase64=function(e){for(var t,i,r,n,s,o,a,h="ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz0123456789+/=",c="",l=0,u=new Uint8Array(e);l<u.length;)t=u[l++],i=l<u.length?u[l++]:Number.NaN,r=l<u.length?u[l++]:Number.NaN,n=t>>2,s=(3&t)<<4|i>>4,o=(15&i)<<2|r>>6,a=63&r,isNaN(i)?o=a=64:isNaN(r)&&(a=64),c+=h.charAt(n)+h.charAt(s)+h.charAt(o)+h.charAt(a);return"data:image/png;base64,"+c},r.ExtractMinAndMaxIndexed=function(t,i,r,n){for(var s=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),o=new e.Vector3(-Number.MAX_VALUE,-Number.MAX_VALUE,-Number.MAX_VALUE),a=r;r+n>a;a++){var h=new e.Vector3(t[3*i[a]],t[3*i[a]+1],t[3*i[a]+2]);s=e.Vector3.Minimize(h,s),o=e.Vector3.Maximize(h,o)}return{minimum:s,maximum:o}},r.ExtractMinAndMax=function(t,i,r){for(var n=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),s=new e.Vector3(-Number.MAX_VALUE,-Number.MAX_VALUE,-Number.MAX_VALUE),o=i;i+r>o;o++){var a=new e.Vector3(t[3*o],t[3*o+1],t[3*o+2]);n=e.Vector3.Minimize(a,n),s=e.Vector3.Maximize(a,s)}return{minimum:n,maximum:s}},r.MakeArray=function(e,t){return t===!0||void 0!==e&&null!=e?Array.isArray(e)?e:[e]:void 0},r.GetPointerPrefix=function(){var e="pointer";return window.PointerEvent||navigator.pointerEnabled||(e="mouse"),e},r.QueueNewFrame=function(e){window.requestAnimationFrame?window.requestAnimationFrame(e):window.msRequestAnimationFrame?window.msRequestAnimationFrame(e):window.webkitRequestAnimationFrame?window.webkitRequestAnimationFrame(e):window.mozRequestAnimationFrame?window.mozRequestAnimationFrame(e):window.oRequestAnimationFrame?window.oRequestAnimationFrame(e):window.setTimeout(e,16)},r.RequestFullscreen=function(e){e.requestFullscreen?e.requestFullscreen():e.msRequestFullscreen?e.msRequestFullscreen():e.webkitRequestFullscreen?e.webkitRequestFullscreen():e.mozRequestFullScreen&&e.mozRequestFullScreen()},r.ExitFullscreen=function(){document.exitFullscreen?document.exitFullscreen():document.mozCancelFullScreen?document.mozCancelFullScreen():document.webkitCancelFullScreen?document.webkitCancelFullScreen():document.msCancelFullScreen&&document.msCancelFullScreen()},r.CleanUrl=function(e){return e=e.replace(/#/gm,"%23")},r.LoadImage=function(t,i,n,s){t instanceof ArrayBuffer&&(t=r.EncodeArrayBufferTobase64(t)),t=r.CleanUrl(t);var o=new Image;if("data:"!==t.substr(0,5)&&r.CorsBehavior)switch(typeof r.CorsBehavior){case"function":var a=r.CorsBehavior(t);a&&(o.crossOrigin=a);break;case"string":default:o.crossOrigin=r.CorsBehavior}o.onload=function(){i(o)},o.onerror=function(e){r.Error("Error while trying to load texture: "+t),o.src="data:image/jpg;base64,",i(o)};var h=function(){o.src=t},c=function(){s.loadImageFromDB(t,o)};if(s&&s.enableTexturesOffline&&e.Database.IsUASupportingBlobStorage)s.openAsync(c,h);else if(-1===t.indexOf("file:"))h();else try{var l,u=t.substring(5);try{l=URL.createObjectURL(e.FilesInput.FilesTextures[u],{oneTimeOnly:!0})}catch(d){l=URL.createObjectURL(e.FilesInput.FilesTextures[u])}o.src=l}catch(f){o.src=null}return o},r.LoadFile=function(t,i,n,s,o,a){t=r.CleanUrl(t);var h=function(){var e=new XMLHttpRequest,s=r.BaseUrl+t;e.open("GET",s,!0),o&&(e.responseType="arraybuffer"),e.onprogress=n,e.onreadystatechange=function(){if(4===e.readyState)if(200===e.status||r.ValidateXHRData(e,o?6:1))i(o?e.response:e.responseText);else{if(!a)throw new Error("Error status: "+e.status+" - Unable to load "+s);a()}},e.send(null)},c=function(){s.loadFileFromDB(t,i,n,h,o)};if(-1!==t.indexOf("file:")){var l=t.substring(5);r.ReadFile(e.FilesInput.FilesToLoad[l],i,n,!0)}else s&&s.enableSceneOffline?s.openAsync(c,h):h()},r.ReadFileAsDataURL=function(e,t,i){var r=new FileReader;r.onload=function(e){t(e.target.result)},r.onprogress=i,r.readAsDataURL(e)},r.ReadFile=function(e,t,i,n){var s=new FileReader;s.onerror=function(i){r.Log("Error while reading file: "+e.name),t(JSON.stringify({autoClear:!0,clearColor:[1,0,0],ambientColor:[0,0,0],gravity:[0,-9.807,0],meshes:[],cameras:[],lights:[]}))},s.onload=function(e){t(e.target.result)},s.onprogress=i,n?s.readAsArrayBuffer(e):s.readAsText(e)},r.FileAsURL=function(e){var t=new Blob([e]),i=window.URL||window.webkitURL,r=i.createObjectURL(t);return r},r.Clamp=function(e,t,i){return void 0===t&&(t=0),void 0===i&&(i=1),Math.min(i,Math.max(t,e))},r.Sign=function(e){return e=+e,0===e||isNaN(e)?e:e>0?1:-1},r.Format=function(e,t){return void 0===t&&(t=2),e.toFixed(t)},r.CheckExtends=function(e,t,i){e.x<t.x&&(t.x=e.x),e.y<t.y&&(t.y=e.y),e.z<t.z&&(t.z=e.z),e.x>i.x&&(i.x=e.x),e.y>i.y&&(i.y=e.y),e.z>i.z&&(i.z=e.z)},r.WithinEpsilon=function(e,t,i){void 0===i&&(i=1.401298e-45);var r=e-t;return r>=-i&&i>=r},r.DeepCopy=function(e,t,r,n){for(var s in e)if(("_"!==s[0]||n&&-1!==n.indexOf(s))&&(!r||-1===r.indexOf(s))){var o=e[s],a=typeof o;if("function"!==a)if("object"===a)if(o instanceof Array){if(t[s]=[],o.length>0)if("object"==typeof o[0])for(var h=0;h<o.length;h++){var c=i(o[h],t);-1===t[s].indexOf(c)&&t[s].push(c)}else t[s]=o.slice(0)}else t[s]=i(o,t);else t[s]=o}},r.IsEmpty=function(e){for(var t in e)return!1;return!0},r.RegisterTopRootEvents=function(e){for(var t=0;t<e.length;t++){var i=e[t];window.addEventListener(i.name,i.handler,!1);try{window.parent&&window.parent.addEventListener(i.name,i.handler,!1)}catch(r){}}},r.UnregisterTopRootEvents=function(e){for(var t=0;t<e.length;t++){var i=e[t];window.removeEventListener(i.name,i.handler);try{window.parent&&window.parent.removeEventListener(i.name,i.handler)}catch(r){}}},r.DumpFramebuffer=function(e,i,r,n){for(var s=4*e,o=i/2,a=r.readPixels(0,0,e,i),h=0;o>h;h++)for(var c=0;s>c;c++){var l=c+h*s,u=i-h-1,d=c+u*s,f=a[l];a[l]=a[d],a[d]=f}t||(t=document.createElement("canvas")),t.width=e,t.height=i;var p=t.getContext("2d"),m=p.createImageData(e,i),_=m.data;_.set(a),p.putImageData(m,0,0);var g=t.toDataURL();if(n)n(g);else if("download"in document.createElement("a")){var v=window.document.createElement("a");v.href=g;var y=new Date,x=y.getFullYear()+"-"+y.getMonth()+"-"+y.getDate()+"_"+y.getHours()+"-"+("0"+y.getMinutes()).slice(-2);v.setAttribute("download","screenshot_"+x+".png"),window.document.body.appendChild(v),v.addEventListener("click",function(){v.parentElement.removeChild(v)}),v.click()}else{var E=window.open(""),T=E.document.createElement("img");T.src=g,E.document.body.appendChild(T)}},r.CreateScreenshot=function(t,i,n,s){var o,a;if(n.precision)o=Math.round(t.getRenderWidth()*n.precision),a=Math.round(o/t.getAspectRatio(i)),n={width:o,height:a};else if(n.width&&n.height)o=n.width,a=n.height;else if(n.width&&!n.height)o=n.width,a=Math.round(o/t.getAspectRatio(i)),n={width:o,height:a};else if(n.height&&!n.width)a=n.height,o=Math.round(a*t.getAspectRatio(i)),n={width:o,height:a};else{if(isNaN(n))return void r.Error("Invalid 'size' parameter !");a=n,o=n}var h=i.getScene(),c=null;h.activeCamera!==i&&(c=h.activeCamera,h.activeCamera=i);var l=new e.RenderTargetTexture("screenShot",n,h,!1,!1);l.renderList=h.meshes,l.onAfterRender=function(){r.DumpFramebuffer(o,a,t,s)},h.incrementRenderId(),l.render(!0),l.dispose(),c&&(h.activeCamera=c)},r.ValidateXHRData=function(t,i){void 0===i&&(i=7);try{if(1&i){if(t.responseText&&t.responseText.length>0)return!0;if(1===i)return!1}if(2&i){var r=e.Internals.TGATools.GetTGAHeader(t.response);if(r.width&&r.height&&r.width>0&&r.height>0)return!0;if(2===i)return!1}if(4&i){var n=new Uint8Array(t.response,0,3);return 68===n[0]&&68===n[1]&&83===n[2]?!0:!1}}catch(s){}return!1},Object.defineProperty(r,"NoneLogLevel",{get:function(){return r._NoneLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"MessageLogLevel",{get:function(){return r._MessageLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"WarningLogLevel",{get:function(){return r._WarningLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"ErrorLogLevel",{get:function(){return r._ErrorLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"AllLogLevel",{get:function(){return r._MessageLogLevel|r._WarningLogLevel|r._ErrorLogLevel},enumerable:!0,configurable:!0}),r._AddLogEntry=function(e){r._LogCache=e+r._LogCache,r.OnNewCacheEntry&&r.OnNewCacheEntry(e)},r._FormatMessage=function(e){var t=function(e){return 10>e?"0"+e:""+e},i=new Date;return"["+t(i.getHours())+":"+t(i.getMinutes())+":"+t(i.getSeconds())+"]: "+e},r._LogDisabled=function(e){},r._LogEnabled=function(e){var t=r._FormatMessage(e);console.log("BJS - "+t);var i="<div style='color:white'>"+t+"</div><br>";r._AddLogEntry(i)},r._WarnDisabled=function(e){},r._WarnEnabled=function(e){var t=r._FormatMessage(e);console.warn("BJS - "+t);var i="<div style='color:orange'>"+t+"</div><br>";r._AddLogEntry(i)},r._ErrorDisabled=function(e){},r._ErrorEnabled=function(e){r.errorsCount++;var t=r._FormatMessage(e);console.error("BJS - "+t);var i="<div style='color:red'>"+t+"</div><br>";r._AddLogEntry(i)},Object.defineProperty(r,"LogCache",{get:function(){return r._LogCache},enumerable:!0,configurable:!0}),r.ClearLogCache=function(){r._LogCache="",r.errorsCount=0},Object.defineProperty(r,"LogLevels",{set:function(e){(e&r.MessageLogLevel)===r.MessageLogLevel?r.Log=r._LogEnabled:r.Log=r._LogDisabled,(e&r.WarningLogLevel)===r.WarningLogLevel?r.Warn=r._WarnEnabled:r.Warn=r._WarnDisabled,(e&r.ErrorLogLevel)===r.ErrorLogLevel?r.Error=r._ErrorEnabled:r.Error=r._ErrorDisabled},enumerable:!0,configurable:!0}),Object.defineProperty(r,"PerformanceNoneLogLevel",{get:function(){return r._PerformanceNoneLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"PerformanceUserMarkLogLevel",{get:function(){return r._PerformanceUserMarkLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"PerformanceConsoleLogLevel",{get:function(){return r._PerformanceConsoleLogLevel},enumerable:!0,configurable:!0}),Object.defineProperty(r,"PerformanceLogLevel",{set:function(e){return(e&r.PerformanceUserMarkLogLevel)===r.PerformanceUserMarkLogLevel?(r.StartPerformanceCounter=r._StartUserMark,void(r.EndPerformanceCounter=r._EndUserMark)):(e&r.PerformanceConsoleLogLevel)===r.PerformanceConsoleLogLevel?(r.StartPerformanceCounter=r._StartPerformanceConsole,void(r.EndPerformanceCounter=r._EndPerformanceConsole)):(r.StartPerformanceCounter=r._StartPerformanceCounterDisabled,void(r.EndPerformanceCounter=r._EndPerformanceCounterDisabled))},enumerable:!0,configurable:!0}),r._StartPerformanceCounterDisabled=function(e,t){},r._EndPerformanceCounterDisabled=function(e,t){},r._StartUserMark=function(e,t){void 0===t&&(t=!0),t&&r._performance.mark&&r._performance.mark(e+"-Begin")},r._EndUserMark=function(e,t){void 0===t&&(t=!0),t&&r._performance.mark&&(r._performance.mark(e+"-End"),r._performance.measure(e,e+"-Begin",e+"-End"))},r._StartPerformanceConsole=function(e,t){void 0===t&&(t=!0),t&&(r._StartUserMark(e,t),console.time&&console.time(e))},r._EndPerformanceConsole=function(e,t){void 0===t&&(t=!0),t&&(r._EndUserMark(e,t),console.time&&console.timeEnd(e))},Object.defineProperty(r,"Now",{get:function(){return window.performance&&window.performance.now?window.performance.now():(new Date).getTime()},enumerable:!0,configurable:!0}),r.BaseUrl="",r.CorsBehavior="anonymous",r._NoneLogLevel=0,r._MessageLogLevel=1,r._WarningLogLevel=2,r._ErrorLogLevel=4,r._LogCache="",r.errorsCount=0,r.Log=r._LogEnabled,r.Warn=r._WarnEnabled,r.Error=r._ErrorEnabled,r._PerformanceNoneLogLevel=0,r._PerformanceUserMarkLogLevel=1,r._PerformanceConsoleLogLevel=2,r._performance=window.performance,r.StartPerformanceCounter=r._StartPerformanceCounterDisabled,r.EndPerformanceCounter=r._EndPerformanceCounterDisabled,r}();e.Tools=r;var n=function(){function e(e,t,i,r){void 0===r&&(r=0),this.iterations=e,this._fn=t,this._successCallback=i,this.index=r-1,this._done=!1}return e.prototype.executeNext=function(){this._done||(this.index+1<this.iterations?(++this.index,this._fn(this)):this.breakLoop())},e.prototype.breakLoop=function(){this._done=!0,this._successCallback()},e.Run=function(t,i,r,n){void 0===n&&(n=0);var s=new e(t,i,r,n);return s.executeNext(),s},e.SyncAsyncForLoop=function(t,i,r,n,s,o){void 0===o&&(o=0),e.Run(Math.ceil(t/i),function(e){s&&s()?e.breakLoop():setTimeout(function(){for(var n=0;i>n;++n){var o=e.index*i+n;if(o>=t)break;if(r(o),s&&s()){e.breakLoop();break}}e.executeNext()},o)},n)},e}();e.AsyncLoop=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){this._isDepthTestDirty=!1,this._isDepthMaskDirty=!1,this._isDepthFuncDirty=!1,this._isCullFaceDirty=!1,this._isCullDirty=!1,this._isZOffsetDirty=!1}return Object.defineProperty(e.prototype,"isDirty",{get:function(){return this._isDepthFuncDirty||this._isDepthTestDirty||this._isDepthMaskDirty||this._isCullFaceDirty||this._isCullDirty||this._isZOffsetDirty},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"zOffset",{get:function(){return this._zOffset},set:function(e){this._zOffset!==e&&(this._zOffset=e,this._isZOffsetDirty=!0)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"cullFace",{get:function(){return this._cullFace},set:function(e){this._cullFace!==e&&(this._cullFace=e,this._isCullFaceDirty=!0)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"cull",{get:function(){return this._cull},set:function(e){this._cull!==e&&(this._cull=e,this._isCullDirty=!0)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"depthFunc",{get:function(){return this._depthFunc},set:function(e){this._depthFunc!==e&&(this._depthFunc=e,this._isDepthFuncDirty=!0)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"depthMask",{get:function(){return this._depthMask},set:function(e){this._depthMask!==e&&(this._depthMask=e,this._isDepthMaskDirty=!0)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"depthTest",{get:function(){return this._depthTest},set:function(e){this._depthTest!==e&&(this._depthTest=e,this._isDepthTestDirty=!0)},enumerable:!0,configurable:!0}),e.prototype.reset=function(){this._depthMask=!0,this._depthTest=!0,this._depthFunc=null,this._cull=null,this._cullFace=null,this._zOffset=0,this._isDepthTestDirty=!0,this._isDepthMaskDirty=!0,this._isDepthFuncDirty=!1,this._isCullFaceDirty=!1,this._isCullDirty=!1,this._isZOffsetDirty=!1},e.prototype.apply=function(e){this.isDirty&&(this._isCullDirty&&(this.cull?e.enable(e.CULL_FACE):e.disable(e.CULL_FACE),this._isCullDirty=!1),this._isCullFaceDirty&&(e.cullFace(this.cullFace),this._isCullFaceDirty=!1),this._isDepthMaskDirty&&(e.depthMask(this.depthMask),this._isDepthMaskDirty=!1),this._isDepthTestDirty&&(this.depthTest?e.enable(e.DEPTH_TEST):e.disable(e.DEPTH_TEST),this._isDepthTestDirty=!1),this._isDepthFuncDirty&&(e.depthFunc(this.depthFunc),this._isDepthFuncDirty=!1),this._isZOffsetDirty&&(this.zOffset?(e.enable(e.POLYGON_OFFSET_FILL),e.polygonOffset(this.zOffset,0)):e.disable(e.POLYGON_OFFSET_FILL),this._isZOffsetDirty=!1))},e}();e._DepthCullingState=t;var i=function(){function e(){this._isAlphaBlendDirty=!1,this._isBlendFunctionParametersDirty=!1,this._alphaBlend=!1,this._blendFunctionParameters=new Array(4)}return Object.defineProperty(e.prototype,"isDirty",{get:function(){return this._isAlphaBlendDirty||this._isBlendFunctionParametersDirty},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"alphaBlend",{get:function(){return this._alphaBlend},set:function(e){this._alphaBlend!==e&&(this._alphaBlend=e,this._isAlphaBlendDirty=!0)},enumerable:!0,configurable:!0}),e.prototype.setAlphaBlendFunctionParameters=function(e,t,i,r){(this._blendFunctionParameters[0]!==e||this._blendFunctionParameters[1]!==t||this._blendFunctionParameters[2]!==i||this._blendFunctionParameters[3]!==r)&&(this._blendFunctionParameters[0]=e,this._blendFunctionParameters[1]=t,this._blendFunctionParameters[2]=i,this._blendFunctionParameters[3]=r,this._isBlendFunctionParametersDirty=!0)},e.prototype.reset=function(){this._alphaBlend=!1,this._blendFunctionParameters[0]=null,this._blendFunctionParameters[1]=null,this._blendFunctionParameters[2]=null,this._blendFunctionParameters[3]=null,this._isAlphaBlendDirty=!0,this._isBlendFunctionParametersDirty=!1},e.prototype.apply=function(e){this.isDirty&&(this._isAlphaBlendDirty&&(this._alphaBlend?e.enable(e.BLEND):e.disable(e.BLEND),this._isAlphaBlendDirty=!1),this._isBlendFunctionParametersDirty&&(e.blendFuncSeparate(this._blendFunctionParameters[0],this._blendFunctionParameters[1],this._blendFunctionParameters[2],this._blendFunctionParameters[3]),this._isBlendFunctionParametersDirty=!1))},e}();e._AlphaState=i;var r=function(e,t,i,r){var n=e.createShader("vertex"===i?e.VERTEX_SHADER:e.FRAGMENT_SHADER);if(e.shaderSource(n,(r?r+"\n":"")+t),e.compileShader(n),!e.getShaderParameter(n,e.COMPILE_STATUS))throw new Error(e.getShaderInfoLog(n));return n},n=function(e,t){var i=e.UNSIGNED_BYTE;return t===l.TEXTURETYPE_FLOAT&&(i=e.FLOAT),i},s=function(t,i,r){var n=r.NEAREST,s=r.NEAREST;return t===e.Texture.BILINEAR_SAMPLINGMODE?(n=r.LINEAR,s=i?r.LINEAR_MIPMAP_NEAREST:r.LINEAR):t===e.Texture.TRILINEAR_SAMPLINGMODE?(n=r.LINEAR,s=i?r.LINEAR_MIPMAP_LINEAR:r.LINEAR):t===e.Texture.NEAREST_SAMPLINGMODE&&(n=r.NEAREST,s=i?r.NEAREST_MIPMAP_LINEAR:r.NEAREST),{min:s,mag:n}},o=function(t,i,r,n,o,a,h,c,l,u){void 0===u&&(u=e.Texture.TRILINEAR_SAMPLINGMODE);var d=r.getEngine(),f=e.Tools.GetExponentOfTwo(n,d.getCaps().maxTextureSize),p=e.Tools.GetExponentOfTwo(o,d.getCaps().maxTextureSize);i.bindTexture(i.TEXTURE_2D,t),i.pixelStorei(i.UNPACK_FLIP_Y_WEBGL,void 0===a?1:a?1:0),t._baseWidth=n,t._baseHeight=o,t._width=f,t._height=p,t.isReady=!0,l(f,p);var m=s(u,!h,i);i.texParameteri(i.TEXTURE_2D,i.TEXTURE_MAG_FILTER,m.mag),i.texParameteri(i.TEXTURE_2D,i.TEXTURE_MIN_FILTER,m.min),h||c||i.generateMipmap(i.TEXTURE_2D),i.bindTexture(i.TEXTURE_2D,null),d.resetTextureCache(),r._removePendingData(t)},a=function(t,i,r,n,s){var o,a=function(){r[i]=o,r._internalCount++,n._removePendingData(o),6===r._internalCount&&s(r)},h=function(){n._removePendingData(o)};o=e.Tools.LoadImage(t,a,h,n.database),n._addPendingData(o)},h=function(e,t,i,r){var n=[];n._internalCount=0;for(var s=0;6>s;s++)a(e+r[s],s,n,t,i)},c=function(){function e(){}return e}();e.EngineCapabilities=c;var l=function(){function a(r,n,s,o){var h=this;void 0===o&&(o=!0),this.isFullscreen=!1,this.isPointerLock=!1,this.cullBackFaces=!0,this.renderEvenInBackground=!0,this.enableOfflineSupport=!0,this.scenes=new Array,this._windowIsBackground=!1,this._drawCalls=0,this._renderingQueueLaunched=!1,this._activeRenderLoops=[],this.fpsRange=60,this.previousFramesDuration=[],this.fps=60,this.deltaTime=0,this._depthCullingState=new t,this._alphaState=new i,this._alphaMode=a.ALPHA_DISABLE,this._loadedTexturesCache=new Array,this._maxTextureChannels=16,this._activeTexturesCache=new Array(this._maxTextureChannels),this._compiledEffects={},this._uintIndicesCurrentlySet=!1,this._renderingCanvas=r,s=s||{},s.antialias=n,void 0===s.preserveDrawingBuffer&&(s.preserveDrawingBuffer=!1);try{this._gl=r.getContext("webgl",s)||r.getContext("experimental-webgl",s)}catch(l){throw new Error("WebGL not supported")}if(!this._gl)throw new Error("WebGL not supported");this._onBlur=function(){h._windowIsBackground=!0},this._onFocus=function(){h._windowIsBackground=!1},window.addEventListener("blur",this._onBlur),window.addEventListener("focus",this._onFocus),this._hardwareScalingLevel=o?1/(window.devicePixelRatio||1):1,this.resize(),this._caps=new c,this._caps.maxTexturesImageUnits=this._gl.getParameter(this._gl.MAX_TEXTURE_IMAGE_UNITS),this._caps.maxTextureSize=this._gl.getParameter(this._gl.MAX_TEXTURE_SIZE),this._caps.maxCubemapTextureSize=this._gl.getParameter(this._gl.MAX_CUBE_MAP_TEXTURE_SIZE),this._caps.maxRenderTextureSize=this._gl.getParameter(this._gl.MAX_RENDERBUFFER_SIZE),this._glVersion=this._gl.getParameter(this._gl.VERSION);var u=this._gl.getExtension("WEBGL_debug_renderer_info");if(null!=u&&(this._glRenderer=this._gl.getParameter(u.UNMASKED_RENDERER_WEBGL),this._glVendor=this._gl.getParameter(u.UNMASKED_VENDOR_WEBGL)),this._glVendor||(this._glVendor="Unknown vendor"),this._glRenderer||(this._glRenderer="Unknown renderer"),this._caps.standardDerivatives=null!==this._gl.getExtension("OES_standard_derivatives"),this._caps.s3tc=this._gl.getExtension("WEBGL_compressed_texture_s3tc"),this._caps.textureFloat=null!==this._gl.getExtension("OES_texture_float"),this._caps.textureAnisotropicFilterExtension=this._gl.getExtension("EXT_texture_filter_anisotropic")||this._gl.getExtension("WEBKIT_EXT_texture_filter_anisotropic")||this._gl.getExtension("MOZ_EXT_texture_filter_anisotropic"),this._caps.maxAnisotropy=this._caps.textureAnisotropicFilterExtension?this._gl.getParameter(this._caps.textureAnisotropicFilterExtension.MAX_TEXTURE_MAX_ANISOTROPY_EXT):0,this._caps.instancedArrays=this._gl.getExtension("ANGLE_instanced_arrays"),this._caps.uintIndices=null!==this._gl.getExtension("OES_element_index_uint"),this._caps.fragmentDepthSupported=null!==this._gl.getExtension("EXT_frag_depth"),this._caps.highPrecisionShaderSupported=!0,this._gl.getShaderPrecisionFormat){var d=this._gl.getShaderPrecisionFormat(this._gl.FRAGMENT_SHADER,this._gl.HIGH_FLOAT);this._caps.highPrecisionShaderSupported=0!==d.precision}this.setDepthBuffer(!0),this.setDepthFunctionToLessOrEqual(),this.setDepthWrite(!0),this._onFullscreenChange=function(){void 0!==document.fullscreen?h.isFullscreen=document.fullscreen:void 0!==document.mozFullScreen?h.isFullscreen=document.mozFullScreen:void 0!==document.webkitIsFullScreen?h.isFullscreen=document.webkitIsFullScreen:void 0!==document.msIsFullScreen&&(h.isFullscreen=document.msIsFullScreen),h.isFullscreen&&h._pointerLockRequested&&(r.requestPointerLock=r.requestPointerLock||r.msRequestPointerLock||r.mozRequestPointerLock||r.webkitRequestPointerLock,r.requestPointerLock&&r.requestPointerLock())},document.addEventListener("fullscreenchange",this._onFullscreenChange,!1),document.addEventListener("mozfullscreenchange",this._onFullscreenChange,!1),document.addEventListener("webkitfullscreenchange",this._onFullscreenChange,!1),document.addEventListener("msfullscreenchange",this._onFullscreenChange,!1),this._onPointerLockChange=function(){h.isPointerLock=document.mozPointerLockElement===r||document.webkitPointerLockElement===r||document.msPointerLockElement===r||document.pointerLockElement===r},document.addEventListener("pointerlockchange",this._onPointerLockChange,!1),document.addEventListener("mspointerlockchange",this._onPointerLockChange,!1),document.addEventListener("mozpointerlockchange",this._onPointerLockChange,!1),document.addEventListener("webkitpointerlockchange",this._onPointerLockChange,!1),e.AudioEngine&&!a.audioEngine&&(a.audioEngine=new e.AudioEngine),this._loadingScreen=new e.DefaultLoadingScreen(this._renderingCanvas),e.Tools.Log("Babylon.js engine (v"+a.Version+") launched")}return Object.defineProperty(a,"ALPHA_DISABLE",{get:function(){return a._ALPHA_DISABLE},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_ONEONE",{get:function(){return a._ALPHA_ONEONE},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_ADD",{get:function(){return a._ALPHA_ADD},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_COMBINE",{get:function(){return a._ALPHA_COMBINE},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_SUBTRACT",{get:function(){return a._ALPHA_SUBTRACT},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_MULTIPLY",{get:function(){return a._ALPHA_MULTIPLY},enumerable:!0,configurable:!0}),Object.defineProperty(a,"ALPHA_MAXIMIZED",{get:function(){return a._ALPHA_MAXIMIZED},enumerable:!0,configurable:!0}),Object.defineProperty(a,"DELAYLOADSTATE_NONE",{get:function(){return a._DELAYLOADSTATE_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(a,"DELAYLOADSTATE_LOADED",{get:function(){return a._DELAYLOADSTATE_LOADED},enumerable:!0,configurable:!0}),Object.defineProperty(a,"DELAYLOADSTATE_LOADING",{get:function(){return a._DELAYLOADSTATE_LOADING},enumerable:!0,configurable:!0}),Object.defineProperty(a,"DELAYLOADSTATE_NOTLOADED",{get:function(){return a._DELAYLOADSTATE_NOTLOADED},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTUREFORMAT_ALPHA",{get:function(){return a._TEXTUREFORMAT_ALPHA},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTUREFORMAT_LUMINANCE",{get:function(){return a._TEXTUREFORMAT_LUMINANCE},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTUREFORMAT_LUMINANCE_ALPHA",{get:function(){return a._TEXTUREFORMAT_LUMINANCE_ALPHA},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTUREFORMAT_RGB",{get:function(){return a._TEXTUREFORMAT_RGB},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTUREFORMAT_RGBA",{get:function(){return a._TEXTUREFORMAT_RGBA},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTURETYPE_UNSIGNED_INT",{get:function(){return a._TEXTURETYPE_UNSIGNED_INT},enumerable:!0,configurable:!0}),Object.defineProperty(a,"TEXTURETYPE_FLOAT",{get:function(){return a._TEXTURETYPE_FLOAT},enumerable:!0,configurable:!0}),Object.defineProperty(a,"Version",{get:function(){return"2.3.0-alpha"},enumerable:!0,configurable:!0}),a.prototype._prepareWorkingCanvas=function(){this._workingCanvas||(this._workingCanvas=document.createElement("canvas"),this._workingContext=this._workingCanvas.getContext("2d"))},a.prototype.resetTextureCache=function(){for(var e=0;e<this._maxTextureChannels;e++)this._activeTexturesCache[e]=null},a.prototype.getGlInfo=function(){return{vendor:this._glVendor,renderer:this._glRenderer,version:this._glVersion}},a.prototype.getAspectRatio=function(e,t){void 0===t&&(t=!1);var i=e.viewport;return this.getRenderWidth(t)*i.width/(this.getRenderHeight(t)*i.height)},a.prototype.getRenderWidth=function(e){return void 0===e&&(e=!1),!e&&this._currentRenderTarget?this._currentRenderTarget._width:this._renderingCanvas.width},a.prototype.getRenderHeight=function(e){return void 0===e&&(e=!1),!e&&this._currentRenderTarget?this._currentRenderTarget._height:this._renderingCanvas.height},a.prototype.getRenderingCanvas=function(){return this._renderingCanvas},a.prototype.getRenderingCanvasClientRect=function(){return this._renderingCanvas.getBoundingClientRect()},a.prototype.setHardwareScalingLevel=function(e){this._hardwareScalingLevel=e,this.resize()},a.prototype.getHardwareScalingLevel=function(){return this._hardwareScalingLevel},a.prototype.getLoadedTexturesCache=function(){return this._loadedTexturesCache},a.prototype.getCaps=function(){return this._caps},Object.defineProperty(a.prototype,"drawCalls",{get:function(){return this._drawCalls},enumerable:!0,configurable:!0}),a.prototype.resetDrawCalls=function(){this._drawCalls=0},a.prototype.setDepthFunctionToGreater=function(){this._depthCullingState.depthFunc=this._gl.GREATER},a.prototype.setDepthFunctionToGreaterOrEqual=function(){this._depthCullingState.depthFunc=this._gl.GEQUAL},a.prototype.setDepthFunctionToLess=function(){this._depthCullingState.depthFunc=this._gl.LESS;
},a.prototype.setDepthFunctionToLessOrEqual=function(){this._depthCullingState.depthFunc=this._gl.LEQUAL},a.prototype.stopRenderLoop=function(e){if(!e)return void(this._activeRenderLoops=[]);var t=this._activeRenderLoops.indexOf(e);t>=0&&this._activeRenderLoops.splice(t,1)},a.prototype._renderLoop=function(){var t=!0;if(!this.renderEvenInBackground&&this._windowIsBackground&&(t=!1),t){this.beginFrame();for(var i=0;i<this._activeRenderLoops.length;i++){var r=this._activeRenderLoops[i];r()}this.endFrame()}this._activeRenderLoops.length>0?e.Tools.QueueNewFrame(this._bindedRenderFunction):this._renderingQueueLaunched=!1},a.prototype.runRenderLoop=function(t){-1===this._activeRenderLoops.indexOf(t)&&(this._activeRenderLoops.push(t),this._renderingQueueLaunched||(this._renderingQueueLaunched=!0,this._bindedRenderFunction=this._renderLoop.bind(this),e.Tools.QueueNewFrame(this._bindedRenderFunction)))},a.prototype.switchFullscreen=function(t){this.isFullscreen?e.Tools.ExitFullscreen():(this._pointerLockRequested=t,e.Tools.RequestFullscreen(this._renderingCanvas))},a.prototype.clear=function(e,t,i){this.applyStates(),t&&this._gl.clearColor(e.r,e.g,e.b,void 0!==e.a?e.a:1),i&&this._depthCullingState.depthMask&&this._gl.clearDepth(1);var r=0;t&&(r|=this._gl.COLOR_BUFFER_BIT),i&&this._depthCullingState.depthMask&&(r|=this._gl.DEPTH_BUFFER_BIT),this._gl.clear(r)},a.prototype.setViewport=function(e,t,i){var r=t||(navigator.isCocoonJS?window.innerWidth:this._renderingCanvas.width),n=i||(navigator.isCocoonJS?window.innerHeight:this._renderingCanvas.height),s=e.x||0,o=e.y||0;this._cachedViewport=e,this._gl.viewport(s*r,o*n,r*e.width,n*e.height)},a.prototype.setDirectViewport=function(e,t,i,r){this._cachedViewport=null,this._gl.viewport(e,t,i,r)},a.prototype.beginFrame=function(){this._measureFps()},a.prototype.endFrame=function(){},a.prototype.resize=function(){var e=navigator.isCocoonJS?window.innerWidth:this._renderingCanvas.clientWidth,t=navigator.isCocoonJS?window.innerHeight:this._renderingCanvas.clientHeight;this.setSize(e/this._hardwareScalingLevel,t/this._hardwareScalingLevel);for(var i=0;i<this.scenes.length;i++){var r=this.scenes[i];r.debugLayer.isVisible()&&r.debugLayer._syncPositions()}},a.prototype.setSize=function(e,t){this._renderingCanvas.width=e,this._renderingCanvas.height=t;for(var i=0;i<this.scenes.length;i++)for(var r=this.scenes[i],n=0;n<r.cameras.length;n++){var s=r.cameras[n];s._currentRenderId=0}},a.prototype.bindFramebuffer=function(e,t){this._currentRenderTarget=e;var i=this._gl;i.bindFramebuffer(i.FRAMEBUFFER,e._framebuffer),e.isCube?i.framebufferTexture2D(i.FRAMEBUFFER,i.COLOR_ATTACHMENT0,i.TEXTURE_CUBE_MAP_POSITIVE_X+t,e,0):i.framebufferTexture2D(i.FRAMEBUFFER,i.COLOR_ATTACHMENT0,i.TEXTURE_2D,e,0),this._gl.viewport(0,0,e._width,e._height),this.wipeCaches()},a.prototype.unBindFramebuffer=function(e,t){if(void 0===t&&(t=!1),this._currentRenderTarget=null,e.generateMipMaps&&!t){var i=this._gl;i.bindTexture(i.TEXTURE_2D,e),i.generateMipmap(i.TEXTURE_2D),i.bindTexture(i.TEXTURE_2D,null)}this._gl.bindFramebuffer(this._gl.FRAMEBUFFER,null)},a.prototype.generateMipMapsForCubemap=function(e){if(e.generateMipMaps){var t=this._gl;t.bindTexture(t.TEXTURE_CUBE_MAP,e),t.generateMipmap(t.TEXTURE_CUBE_MAP),t.bindTexture(t.TEXTURE_CUBE_MAP,null)}},a.prototype.flushFramebuffer=function(){this._gl.flush()},a.prototype.restoreDefaultFramebuffer=function(){this._currentRenderTarget=null,this._gl.bindFramebuffer(this._gl.FRAMEBUFFER,null),this.setViewport(this._cachedViewport),this.wipeCaches()},a.prototype._resetVertexBufferBinding=function(){this._gl.bindBuffer(this._gl.ARRAY_BUFFER,null),this._cachedVertexBuffers=null},a.prototype.createVertexBuffer=function(e){var t=this._gl.createBuffer();return this._gl.bindBuffer(this._gl.ARRAY_BUFFER,t),e instanceof Float32Array?this._gl.bufferData(this._gl.ARRAY_BUFFER,e,this._gl.STATIC_DRAW):this._gl.bufferData(this._gl.ARRAY_BUFFER,new Float32Array(e),this._gl.STATIC_DRAW),this._resetVertexBufferBinding(),t.references=1,t},a.prototype.createDynamicVertexBuffer=function(e){var t=this._gl.createBuffer();return this._gl.bindBuffer(this._gl.ARRAY_BUFFER,t),this._gl.bufferData(this._gl.ARRAY_BUFFER,e,this._gl.DYNAMIC_DRAW),this._resetVertexBufferBinding(),t.references=1,t},a.prototype.updateDynamicVertexBuffer=function(e,t,i){this._gl.bindBuffer(this._gl.ARRAY_BUFFER,e),void 0===i&&(i=0),t instanceof Float32Array?this._gl.bufferSubData(this._gl.ARRAY_BUFFER,i,t):this._gl.bufferSubData(this._gl.ARRAY_BUFFER,i,new Float32Array(t)),this._resetVertexBufferBinding()},a.prototype._resetIndexBufferBinding=function(){this._gl.bindBuffer(this._gl.ELEMENT_ARRAY_BUFFER,null),this._cachedIndexBuffer=null},a.prototype.createIndexBuffer=function(e){var t=this._gl.createBuffer();this._gl.bindBuffer(this._gl.ELEMENT_ARRAY_BUFFER,t);var i,r=!1;if(this._caps.uintIndices){for(var n=0;n<e.length;n++)if(e[n]>65535){r=!0;break}i=r?new Uint32Array(e):new Uint16Array(e)}else i=new Uint16Array(e);return this._gl.bufferData(this._gl.ELEMENT_ARRAY_BUFFER,i,this._gl.STATIC_DRAW),this._resetIndexBufferBinding(),t.references=1,t.is32Bits=r,t},a.prototype.bindBuffers=function(e,t,i,r,n){if(this._cachedVertexBuffers!==e||this._cachedEffectForVertexBuffers!==n){this._cachedVertexBuffers=e,this._cachedEffectForVertexBuffers=n,this._gl.bindBuffer(this._gl.ARRAY_BUFFER,e);for(var s=0,o=0;o<i.length;o++){var a=n.getAttributeLocation(o);a>=0&&this._gl.vertexAttribPointer(a,i[o],this._gl.FLOAT,!1,r,s),s+=4*i[o]}}this._cachedIndexBuffer!==t&&(this._cachedIndexBuffer=t,this._gl.bindBuffer(this._gl.ELEMENT_ARRAY_BUFFER,t),this._uintIndicesCurrentlySet=t.is32Bits)},a.prototype.bindMultiBuffers=function(e,t,i){if(this._cachedVertexBuffers!==e||this._cachedEffectForVertexBuffers!==i){this._cachedVertexBuffers=e,this._cachedEffectForVertexBuffers=i;for(var r=i.getAttributesNames(),n=0;n<r.length;n++){var s=i.getAttributeLocation(n);if(s>=0){var o=e[r[n]];if(!o)continue;var a=o.getStrideSize();this._gl.bindBuffer(this._gl.ARRAY_BUFFER,o.getBuffer()),this._gl.vertexAttribPointer(s,a,this._gl.FLOAT,!1,4*a,0)}}}null!=t&&this._cachedIndexBuffer!==t&&(this._cachedIndexBuffer=t,this._gl.bindBuffer(this._gl.ELEMENT_ARRAY_BUFFER,t),this._uintIndicesCurrentlySet=t.is32Bits)},a.prototype._releaseBuffer=function(e){return e.references--,0===e.references?(this._gl.deleteBuffer(e),!0):!1},a.prototype.createInstancesBuffer=function(e){var t=this._gl.createBuffer();return t.capacity=e,this._gl.bindBuffer(this._gl.ARRAY_BUFFER,t),this._gl.bufferData(this._gl.ARRAY_BUFFER,e,this._gl.DYNAMIC_DRAW),t},a.prototype.deleteInstancesBuffer=function(e){this._gl.deleteBuffer(e)},a.prototype.updateAndBindInstancesBuffer=function(e,t,i){this._gl.bindBuffer(this._gl.ARRAY_BUFFER,e),this._gl.bufferSubData(this._gl.ARRAY_BUFFER,0,t);for(var r=0;4>r;r++){var n=i[r];this._gl.enableVertexAttribArray(n),this._gl.vertexAttribPointer(n,4,this._gl.FLOAT,!1,64,16*r),this._caps.instancedArrays.vertexAttribDivisorANGLE(n,1)}},a.prototype.unBindInstancesBuffer=function(e,t){this._gl.bindBuffer(this._gl.ARRAY_BUFFER,e);for(var i=0;4>i;i++){var r=t[i];this._gl.disableVertexAttribArray(r),this._caps.instancedArrays.vertexAttribDivisorANGLE(r,0)}},a.prototype.applyStates=function(){this._depthCullingState.apply(this._gl),this._alphaState.apply(this._gl)},a.prototype.draw=function(e,t,i,r){this.applyStates(),this._drawCalls++;var n=this._uintIndicesCurrentlySet?this._gl.UNSIGNED_INT:this._gl.UNSIGNED_SHORT,s=this._uintIndicesCurrentlySet?4:2;return r?void this._caps.instancedArrays.drawElementsInstancedANGLE(e?this._gl.TRIANGLES:this._gl.LINES,i,n,t*s,r):void this._gl.drawElements(e?this._gl.TRIANGLES:this._gl.LINES,i,n,t*s)},a.prototype.drawPointClouds=function(e,t,i){return this.applyStates(),this._drawCalls++,i?void this._caps.instancedArrays.drawArraysInstancedANGLE(this._gl.POINTS,e,t,i):void this._gl.drawArrays(this._gl.POINTS,e,t)},a.prototype._releaseEffect=function(e){this._compiledEffects[e._key]&&(delete this._compiledEffects[e._key],e.getProgram()&&this._gl.deleteProgram(e.getProgram()))},a.prototype.createEffect=function(t,i,r,n,s,o,a,h){var c=t.vertexElement||t.vertex||t,l=t.fragmentElement||t.fragment||t,u=c+"+"+l+"@"+s;if(this._compiledEffects[u])return this._compiledEffects[u];var d=new e.Effect(t,i,r,n,this,s,o,a,h);return d._key=u,this._compiledEffects[u]=d,d},a.prototype.createEffectForParticles=function(e,t,i,r,n,s,o){return void 0===t&&(t=[]),void 0===i&&(i=[]),void 0===r&&(r=""),this.createEffect({vertex:"particles",fragmentElement:e},["position","color","options"],["view","projection"].concat(t),["diffuseSampler"].concat(i),r,n,s,o)},a.prototype.createShaderProgram=function(e,t,i){var n=r(this._gl,e,"vertex",i),s=r(this._gl,t,"fragment",i),o=this._gl.createProgram();this._gl.attachShader(o,n),this._gl.attachShader(o,s),this._gl.linkProgram(o);var a=this._gl.getProgramParameter(o,this._gl.LINK_STATUS);if(!a){var h=this._gl.getProgramInfoLog(o);if(h)throw new Error(h)}return this._gl.deleteShader(n),this._gl.deleteShader(s),o},a.prototype.getUniforms=function(e,t){for(var i=[],r=0;r<t.length;r++)i.push(this._gl.getUniformLocation(e,t[r]));return i},a.prototype.getAttributes=function(e,t){for(var i=[],r=0;r<t.length;r++)try{i.push(this._gl.getAttribLocation(e,t[r]))}catch(n){i.push(-1)}return i},a.prototype.enableEffect=function(e){if(!e||!e.getAttributesCount()||this._currentEffect===e)return void(e&&e.onBind&&e.onBind(e));this._vertexAttribArrays=this._vertexAttribArrays||[],this._gl.useProgram(e.getProgram());for(var t in this._vertexAttribArrays)t>this._gl.VERTEX_ATTRIB_ARRAY_ENABLED||!this._vertexAttribArrays[t]||(this._vertexAttribArrays[t]=!1,this._gl.disableVertexAttribArray(t));for(var i=e.getAttributesCount(),r=0;i>r;r++){var n=e.getAttributeLocation(r);n>=0&&(this._vertexAttribArrays[n]=!0,this._gl.enableVertexAttribArray(n))}this._currentEffect=e,e.onBind&&e.onBind(e)},a.prototype.setArray=function(e,t){e&&this._gl.uniform1fv(e,t)},a.prototype.setArray2=function(e,t){e&&t.length%2===0&&this._gl.uniform2fv(e,t)},a.prototype.setArray3=function(e,t){e&&t.length%3===0&&this._gl.uniform3fv(e,t)},a.prototype.setArray4=function(e,t){e&&t.length%4===0&&this._gl.uniform4fv(e,t)},a.prototype.setMatrices=function(e,t){e&&this._gl.uniformMatrix4fv(e,!1,t)},a.prototype.setMatrix=function(e,t){e&&this._gl.uniformMatrix4fv(e,!1,t.toArray())},a.prototype.setMatrix3x3=function(e,t){e&&this._gl.uniformMatrix3fv(e,!1,t)},a.prototype.setMatrix2x2=function(e,t){e&&this._gl.uniformMatrix2fv(e,!1,t)},a.prototype.setFloat=function(e,t){e&&this._gl.uniform1f(e,t)},a.prototype.setFloat2=function(e,t,i){e&&this._gl.uniform2f(e,t,i)},a.prototype.setFloat3=function(e,t,i,r){e&&this._gl.uniform3f(e,t,i,r)},a.prototype.setBool=function(e,t){e&&this._gl.uniform1i(e,t)},a.prototype.setFloat4=function(e,t,i,r,n){e&&this._gl.uniform4f(e,t,i,r,n)},a.prototype.setColor3=function(e,t){e&&this._gl.uniform3f(e,t.r,t.g,t.b)},a.prototype.setColor4=function(e,t,i){e&&this._gl.uniform4f(e,t.r,t.g,t.b,i)},a.prototype.setState=function(e,t,i,r){void 0===t&&(t=0),void 0===r&&(r=!1);var n=r?this._gl.FRONT:this._gl.BACK,s=r?this._gl.BACK:this._gl.FRONT,o=this.cullBackFaces?n:s;(this._depthCullingState.cull!==e||i||this._depthCullingState.cullFace!==o)&&(e?(this._depthCullingState.cullFace=o,this._depthCullingState.cull=!0):this._depthCullingState.cull=!1),this._depthCullingState.zOffset=t},a.prototype.setDepthBuffer=function(e){this._depthCullingState.depthTest=e},a.prototype.getDepthWrite=function(){return this._depthCullingState.depthMask},a.prototype.setDepthWrite=function(e){this._depthCullingState.depthMask=e},a.prototype.setColorWrite=function(e){this._gl.colorMask(e,e,e,e)},a.prototype.setAlphaMode=function(e){if(this._alphaMode!==e){switch(e){case a.ALPHA_DISABLE:this.setDepthWrite(!0),this._alphaState.alphaBlend=!1;break;case a.ALPHA_COMBINE:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.SRC_ALPHA,this._gl.ONE_MINUS_SRC_ALPHA,this._gl.ONE,this._gl.ONE),this._alphaState.alphaBlend=!0;break;case a.ALPHA_ONEONE:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.ONE,this._gl.ONE,this._gl.ZERO,this._gl.ONE),this._alphaState.alphaBlend=!0;break;case a.ALPHA_ADD:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.SRC_ALPHA,this._gl.ONE,this._gl.ZERO,this._gl.ONE),this._alphaState.alphaBlend=!0;break;case a.ALPHA_SUBTRACT:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.ZERO,this._gl.ONE_MINUS_SRC_COLOR,this._gl.ONE,this._gl.ONE),this._alphaState.alphaBlend=!0;break;case a.ALPHA_MULTIPLY:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.DST_COLOR,this._gl.ZERO,this._gl.ONE,this._gl.ONE),this._alphaState.alphaBlend=!0;break;case a.ALPHA_MAXIMIZED:this.setDepthWrite(!1),this._alphaState.setAlphaBlendFunctionParameters(this._gl.SRC_ALPHA,this._gl.ONE_MINUS_SRC_COLOR,this._gl.ONE,this._gl.ONE),this._alphaState.alphaBlend=!0}this._alphaMode=e}},a.prototype.getAlphaMode=function(){return this._alphaMode},a.prototype.setAlphaTesting=function(e){this._alphaTest=e},a.prototype.getAlphaTesting=function(){return this._alphaTest},a.prototype.wipeCaches=function(){this.resetTextureCache(),this._currentEffect=null,this._depthCullingState.reset(),this._alphaState.reset(),this._cachedVertexBuffers=null,this._cachedIndexBuffer=null,this._cachedEffectForVertexBuffers=null},a.prototype.setSamplingMode=function(t,i){var r=this._gl;r.bindTexture(r.TEXTURE_2D,t);var n=r.NEAREST,s=r.NEAREST;i===e.Texture.BILINEAR_SAMPLINGMODE?(n=r.LINEAR,s=r.LINEAR):i===e.Texture.TRILINEAR_SAMPLINGMODE&&(n=r.LINEAR,s=r.LINEAR_MIPMAP_LINEAR),r.texParameteri(r.TEXTURE_2D,r.TEXTURE_MAG_FILTER,n),r.texParameteri(r.TEXTURE_2D,r.TEXTURE_MIN_FILTER,s),r.bindTexture(r.TEXTURE_2D,null),t.samplingMode=i},a.prototype.createTexture=function(t,i,r,n,s,a,h,c){var l=this;void 0===s&&(s=e.Texture.TRILINEAR_SAMPLINGMODE),void 0===a&&(a=null),void 0===h&&(h=null),void 0===c&&(c=null);var u,d=this._gl.createTexture(),f=!1;if("data:"===t.substr(0,5)&&(f=!0),f){var p=t;f=p.split(":"),t=p,u=f[1].substr(f[1].length-4,4).toLowerCase()}else u=t.substr(t.length-4,4).toLowerCase();var m=this.getCaps().s3tc&&".dds"===u,_=".tga"===u;n._addPendingData(d),d.url=t,d.noMipmap=i,d.references=1,d.samplingMode=s,this._loadedTexturesCache.push(d);var g,v=function(){n._removePendingData(d),h&&h()};if(_)g=function(t){var h=new Uint8Array(t),c=e.Internals.TGATools.GetTGAHeader(h);o(d,l._gl,n,c.width,c.height,r,i,!1,function(){e.Internals.TGATools.UploadContent(l._gl,h),a&&a()},s)},f instanceof Array?g(c):e.Tools.LoadFile(t,function(e){g(e)},v,n.database,!0);else if(m)g=function(t){var h=e.Internals.DDSTools.GetDDSInfo(t),c=(h.isRGB||h.isLuminance||h.mipmapCount>1)&&!i&&h.width>>h.mipmapCount-1===1;o(d,l._gl,n,h.width,h.height,r,!c,h.isFourCC,function(){e.Internals.DDSTools.UploadDDSLevels(l._gl,l.getCaps().s3tc,t,h,c,1),a&&a()},s)},f instanceof Array?g(c):e.Tools.LoadFile(t,function(e){g(e)},v,n.database,!0);else{var y=function(t){o(d,l._gl,n,t.width,t.height,r,i,!1,function(i,r){var n=t.width===i&&t.height===r;n||(l._prepareWorkingCanvas(),l._workingCanvas.width=i,l._workingCanvas.height=r,s===e.Texture.NEAREST_SAMPLINGMODE&&(l._workingContext.imageSmoothingEnabled=!1,l._workingContext.mozImageSmoothingEnabled=!1,l._workingContext.oImageSmoothingEnabled=!1,l._workingContext.webkitImageSmoothingEnabled=!1,l._workingContext.msImageSmoothingEnabled=!1),l._workingContext.drawImage(t,0,0,t.width,t.height,0,0,i,r),s===e.Texture.NEAREST_SAMPLINGMODE&&(l._workingContext.imageSmoothingEnabled=!0,l._workingContext.mozImageSmoothingEnabled=!0,l._workingContext.oImageSmoothingEnabled=!0,l._workingContext.webkitImageSmoothingEnabled=!0,l._workingContext.msImageSmoothingEnabled=!0)),l._gl.texImage2D(l._gl.TEXTURE_2D,0,l._gl.RGBA,l._gl.RGBA,l._gl.UNSIGNED_BYTE,n?t:l._workingCanvas),a&&a()},s)};f instanceof Array?e.Tools.LoadImage(c,y,v,n.database):e.Tools.LoadImage(t,y,v,n.database)}return d},a.prototype.updateRawTexture=function(e,t,i,r,n){void 0===n&&(n=null);var s=this._gl.RGBA;switch(i){case a.TEXTUREFORMAT_ALPHA:s=this._gl.ALPHA;break;case a.TEXTUREFORMAT_LUMINANCE:s=this._gl.LUMINANCE;break;case a.TEXTUREFORMAT_LUMINANCE_ALPHA:s=this._gl.LUMINANCE_ALPHA;break;case a.TEXTUREFORMAT_RGB:s=this._gl.RGB;break;case a.TEXTUREFORMAT_RGBA:s=this._gl.RGBA}this._gl.bindTexture(this._gl.TEXTURE_2D,e),this._gl.pixelStorei(this._gl.UNPACK_FLIP_Y_WEBGL,void 0===r?1:r?1:0),n?this._gl.compressedTexImage2D(this._gl.TEXTURE_2D,0,this.getCaps().s3tc[n],e._width,e._height,0,t):this._gl.texImage2D(this._gl.TEXTURE_2D,0,s,e._width,e._height,0,s,this._gl.UNSIGNED_BYTE,t),e.generateMipMaps&&this._gl.generateMipmap(this._gl.TEXTURE_2D),this._gl.bindTexture(this._gl.TEXTURE_2D,null),this.resetTextureCache(),e.isReady=!0},a.prototype.createRawTexture=function(e,t,i,r,n,o,a,h){void 0===h&&(h=null);var c=this._gl.createTexture();c._baseWidth=t,c._baseHeight=i,c._width=t,c._height=i,c.references=1,this.updateRawTexture(c,e,r,o,h),this._gl.bindTexture(this._gl.TEXTURE_2D,c);var l=s(a,n,this._gl);return this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_MAG_FILTER,l.mag),this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_MIN_FILTER,l.min),this._gl.bindTexture(this._gl.TEXTURE_2D,null),c.samplingMode=a,this._loadedTexturesCache.push(c),c},a.prototype.createDynamicTexture=function(t,i,r,n,s){void 0===s&&(s=!0);var o=this._gl.createTexture();return o._baseWidth=t,o._baseHeight=i,s&&(t=e.Tools.GetExponentOfTwo(t,this._caps.maxTextureSize),i=e.Tools.GetExponentOfTwo(i,this._caps.maxTextureSize)),this.resetTextureCache(),o._width=t,o._height=i,o.isReady=!1,o.generateMipMaps=r,o.references=1,o.samplingMode=n,this.updateTextureSamplingMode(n,o),this._loadedTexturesCache.push(o),o},a.prototype.updateTextureSamplingMode=function(e,t){var i=s(e,t.generateMipMaps,this._gl);t.isCube?(this._gl.bindTexture(this._gl.TEXTURE_CUBE_MAP,t),this._gl.texParameteri(this._gl.TEXTURE_CUBE_MAP,this._gl.TEXTURE_MAG_FILTER,i.mag),this._gl.texParameteri(this._gl.TEXTURE_CUBE_MAP,this._gl.TEXTURE_MIN_FILTER,i.min),this._gl.bindTexture(this._gl.TEXTURE_CUBE_MAP,null)):(this._gl.bindTexture(this._gl.TEXTURE_2D,t),this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_MAG_FILTER,i.mag),this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_MIN_FILTER,i.min),this._gl.bindTexture(this._gl.TEXTURE_2D,null))},a.prototype.updateDynamicTexture=function(e,t,i){this._gl.bindTexture(this._gl.TEXTURE_2D,e),this._gl.pixelStorei(this._gl.UNPACK_FLIP_Y_WEBGL,i?1:0),this._gl.texImage2D(this._gl.TEXTURE_2D,0,this._gl.RGBA,this._gl.RGBA,this._gl.UNSIGNED_BYTE,t),e.generateMipMaps&&this._gl.generateMipmap(this._gl.TEXTURE_2D),this._gl.bindTexture(this._gl.TEXTURE_2D,null),this.resetTextureCache(),e.isReady=!0},a.prototype.updateVideoTexture=function(e,t,i){if(!e._isDisabled){this._gl.bindTexture(this._gl.TEXTURE_2D,e),this._gl.pixelStorei(this._gl.UNPACK_FLIP_Y_WEBGL,i?0:1);try{void 0===this._videoTextureSupported&&(this._gl.texImage2D(this._gl.TEXTURE_2D,0,this._gl.RGBA,this._gl.RGBA,this._gl.UNSIGNED_BYTE,t),0!==this._gl.getError()?this._videoTextureSupported=!1:this._videoTextureSupported=!0),this._videoTextureSupported?this._gl.texImage2D(this._gl.TEXTURE_2D,0,this._gl.RGBA,this._gl.RGBA,this._gl.UNSIGNED_BYTE,t):(e._workingCanvas||(e._workingCanvas=document.createElement("canvas"),e._workingContext=e._workingCanvas.getContext("2d"),e._workingCanvas.width=e._width,e._workingCanvas.height=e._height),e._workingContext.drawImage(t,0,0,t.videoWidth,t.videoHeight,0,0,e._width,e._height),this._gl.texImage2D(this._gl.TEXTURE_2D,0,this._gl.RGBA,this._gl.RGBA,this._gl.UNSIGNED_BYTE,e._workingCanvas)),e.generateMipMaps&&this._gl.generateMipmap(this._gl.TEXTURE_2D),this._gl.bindTexture(this._gl.TEXTURE_2D,null),this.resetTextureCache(),e.isReady=!0}catch(r){e._isDisabled=!0}}},a.prototype.createRenderTargetTexture=function(t,i){var r=!1,o=!0,h=a.TEXTURETYPE_UNSIGNED_INT,c=e.Texture.TRILINEAR_SAMPLINGMODE;void 0!==i&&(r=void 0===i.generateMipMaps?i:i.generateMipMaps,o=void 0===i.generateDepthBuffer?!0:i.generateDepthBuffer,h=void 0===i.type?h:i.type,void 0!==i.samplingMode&&(c=i.samplingMode),h===a.TEXTURETYPE_FLOAT&&(c=e.Texture.NEAREST_SAMPLINGMODE));var l=this._gl,u=l.createTexture();l.bindTexture(l.TEXTURE_2D,u);var d=t.width||t,f=t.height||t,p=s(c,r,l);h!==a.TEXTURETYPE_FLOAT||this._caps.textureFloat||(h=a.TEXTURETYPE_UNSIGNED_INT,e.Tools.Warn("Float textures are not supported. Render target forced to TEXTURETYPE_UNSIGNED_BYTE type")),l.texParameteri(l.TEXTURE_2D,l.TEXTURE_MAG_FILTER,p.mag),l.texParameteri(l.TEXTURE_2D,l.TEXTURE_MIN_FILTER,p.min),l.texParameteri(l.TEXTURE_2D,l.TEXTURE_WRAP_S,l.CLAMP_TO_EDGE),l.texParameteri(l.TEXTURE_2D,l.TEXTURE_WRAP_T,l.CLAMP_TO_EDGE),l.texImage2D(l.TEXTURE_2D,0,l.RGBA,d,f,0,l.RGBA,n(l,h),null);var m;o&&(m=l.createRenderbuffer(),l.bindRenderbuffer(l.RENDERBUFFER,m),l.renderbufferStorage(l.RENDERBUFFER,l.DEPTH_COMPONENT16,d,f));var _=l.createFramebuffer();return l.bindFramebuffer(l.FRAMEBUFFER,_),o&&l.framebufferRenderbuffer(l.FRAMEBUFFER,l.DEPTH_ATTACHMENT,l.RENDERBUFFER,m),r&&this._gl.generateMipmap(this._gl.TEXTURE_2D),l.bindTexture(l.TEXTURE_2D,null),l.bindRenderbuffer(l.RENDERBUFFER,null),l.bindFramebuffer(l.FRAMEBUFFER,null),u._framebuffer=_,o&&(u._depthBuffer=m),u._width=d,u._height=f,u.isReady=!0,u.generateMipMaps=r,u.references=1,u.samplingMode=c,this.resetTextureCache(),this._loadedTexturesCache.push(u),u},a.prototype.createRenderTargetCubeTexture=function(t,i){var r=this._gl,n=r.createTexture(),o=!0,a=e.Texture.TRILINEAR_SAMPLINGMODE;void 0!==i&&(o=void 0===i.generateMipMaps?i:i.generateMipMaps,void 0!==i.samplingMode&&(a=i.samplingMode)),n.isCube=!0,n.references=1,n.generateMipMaps=o,n.references=1,n.samplingMode=a;var h=s(a,o,r);r.bindTexture(r.TEXTURE_CUBE_MAP,n);for(var c=0;6>c;c++)r.texImage2D(r.TEXTURE_CUBE_MAP_POSITIVE_X+c,0,r.RGBA,t,t,0,r.RGBA,r.UNSIGNED_BYTE,null);r.texParameteri(r.TEXTURE_CUBE_MAP,r.TEXTURE_MAG_FILTER,h.mag),r.texParameteri(r.TEXTURE_CUBE_MAP,r.TEXTURE_MIN_FILTER,h.min),r.texParameteri(r.TEXTURE_CUBE_MAP,r.TEXTURE_WRAP_S,r.CLAMP_TO_EDGE),r.texParameteri(r.TEXTURE_CUBE_MAP,r.TEXTURE_WRAP_T,r.CLAMP_TO_EDGE);var l=r.createRenderbuffer();r.bindRenderbuffer(r.RENDERBUFFER,l),r.renderbufferStorage(r.RENDERBUFFER,r.DEPTH_COMPONENT16,t,t);var u=r.createFramebuffer();return r.bindFramebuffer(r.FRAMEBUFFER,u),r.framebufferRenderbuffer(r.FRAMEBUFFER,r.DEPTH_ATTACHMENT,r.RENDERBUFFER,l),n.generateMipMaps&&(r.bindTexture(r.TEXTURE_CUBE_MAP,n),r.generateMipmap(r.TEXTURE_CUBE_MAP)),r.bindTexture(r.TEXTURE_CUBE_MAP,null),r.bindRenderbuffer(r.RENDERBUFFER,null),r.bindFramebuffer(r.FRAMEBUFFER,null),n._framebuffer=u,n._depthBuffer=l,this.resetTextureCache(),n._width=t,n._height=t,n.isReady=!0,n},a.prototype.createCubeTexture=function(t,i,r,n){var s=this,o=this._gl,a=o.createTexture();a.isCube=!0,a.url=t,a.references=1;var c=t.substr(t.length-4,4).toLowerCase(),l=this.getCaps().s3tc&&".dds"===c;return l?e.Tools.LoadFile(t,function(t){var i=e.Internals.DDSTools.GetDDSInfo(t),r=(i.isRGB||i.isLuminance||i.mipmapCount>1)&&!n;o.bindTexture(o.TEXTURE_CUBE_MAP,a),o.pixelStorei(o.UNPACK_FLIP_Y_WEBGL,1),e.Internals.DDSTools.UploadDDSLevels(s._gl,s.getCaps().s3tc,t,i,r,6),n||i.isFourCC||1!==i.mipmapCount||o.generateMipmap(o.TEXTURE_CUBE_MAP),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_MAG_FILTER,o.LINEAR),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_MIN_FILTER,r?o.LINEAR_MIPMAP_LINEAR:o.LINEAR),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_WRAP_S,o.CLAMP_TO_EDGE),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_WRAP_T,o.CLAMP_TO_EDGE),o.bindTexture(o.TEXTURE_CUBE_MAP,null),s.resetTextureCache(),a._width=i.width,a._height=i.height,a.isReady=!0},null,null,!0):h(t,i,function(t){var i=e.Tools.GetExponentOfTwo(t[0].width,s._caps.maxCubemapTextureSize),r=i;s._prepareWorkingCanvas(),s._workingCanvas.width=i,s._workingCanvas.height=r;var h=[o.TEXTURE_CUBE_MAP_POSITIVE_X,o.TEXTURE_CUBE_MAP_POSITIVE_Y,o.TEXTURE_CUBE_MAP_POSITIVE_Z,o.TEXTURE_CUBE_MAP_NEGATIVE_X,o.TEXTURE_CUBE_MAP_NEGATIVE_Y,o.TEXTURE_CUBE_MAP_NEGATIVE_Z];o.bindTexture(o.TEXTURE_CUBE_MAP,a),o.pixelStorei(o.UNPACK_FLIP_Y_WEBGL,0);for(var c=0;c<h.length;c++)s._workingContext.drawImage(t[c],0,0,t[c].width,t[c].height,0,0,i,r),o.texImage2D(h[c],0,o.RGBA,o.RGBA,o.UNSIGNED_BYTE,s._workingCanvas);n||o.generateMipmap(o.TEXTURE_CUBE_MAP),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_MAG_FILTER,o.LINEAR),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_MIN_FILTER,n?o.LINEAR:o.LINEAR_MIPMAP_LINEAR),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_WRAP_S,o.CLAMP_TO_EDGE),o.texParameteri(o.TEXTURE_CUBE_MAP,o.TEXTURE_WRAP_T,o.CLAMP_TO_EDGE),o.bindTexture(o.TEXTURE_CUBE_MAP,null),s.resetTextureCache(),a._width=i,a._height=r,a.isReady=!0},r),a},a.prototype._releaseTexture=function(e){var t=this._gl;e._framebuffer&&t.deleteFramebuffer(e._framebuffer),e._depthBuffer&&t.deleteRenderbuffer(e._depthBuffer),t.deleteTexture(e),this.unbindAllTextures();var i=this._loadedTexturesCache.indexOf(e);-1!==i&&this._loadedTexturesCache.splice(i,1)},a.prototype.bindSamplers=function(e){this._gl.useProgram(e.getProgram());for(var t=e.getSamplers(),i=0;i<t.length;i++){var r=e.getUniform(t[i]);this._gl.uniform1i(r,i)}this._currentEffect=null},a.prototype._bindTexture=function(e,t){this._gl.activeTexture(this._gl["TEXTURE"+e]),this._gl.bindTexture(this._gl.TEXTURE_2D,t),this._activeTexturesCache[e]=null},a.prototype.setTextureFromPostProcess=function(e,t){this._bindTexture(e,t._textures.data[t._currentRenderTextureInd])},a.prototype.unbindAllTextures=function(){for(var e=0;e<this._caps.maxTexturesImageUnits;e++)this._gl.activeTexture(this._gl["TEXTURE"+e]),this._gl.bindTexture(this._gl.TEXTURE_2D,null),this._gl.bindTexture(this._gl.TEXTURE_CUBE_MAP,null),this._activeTexturesCache[e]=null},a.prototype.setTexture=function(t,i){if(!(0>t)){if(!i||!i.isReady())return void(null!=this._activeTexturesCache[t]&&(this._gl.activeTexture(this._gl["TEXTURE"+t]),this._gl.bindTexture(this._gl.TEXTURE_2D,null),this._gl.bindTexture(this._gl.TEXTURE_CUBE_MAP,null),this._activeTexturesCache[t]=null));var r=!1;if(i instanceof e.VideoTexture)this._gl.activeTexture(this._gl["TEXTURE"+t]),r=!0,i.update();else if(i.delayLoadState===a.DELAYLOADSTATE_NOTLOADED)return void i.delayLoad();if(this._activeTexturesCache[t]!==i){this._activeTexturesCache[t]=i;var n=i.getInternalTexture();if(r||this._gl.activeTexture(this._gl["TEXTURE"+t]),n.isCube){if(this._gl.bindTexture(this._gl.TEXTURE_CUBE_MAP,n),n._cachedCoordinatesMode!==i.coordinatesMode){n._cachedCoordinatesMode=i.coordinatesMode;var s=i.coordinatesMode!==e.Texture.CUBIC_MODE&&i.coordinatesMode!==e.Texture.SKYBOX_MODE?this._gl.REPEAT:this._gl.CLAMP_TO_EDGE;this._gl.texParameteri(this._gl.TEXTURE_CUBE_MAP,this._gl.TEXTURE_WRAP_S,s),this._gl.texParameteri(this._gl.TEXTURE_CUBE_MAP,this._gl.TEXTURE_WRAP_T,s)}this._setAnisotropicLevel(this._gl.TEXTURE_CUBE_MAP,i)}else{if(this._gl.bindTexture(this._gl.TEXTURE_2D,n),n._cachedWrapU!==i.wrapU)switch(n._cachedWrapU=i.wrapU,i.wrapU){case e.Texture.WRAP_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_S,this._gl.REPEAT);break;case e.Texture.CLAMP_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_S,this._gl.CLAMP_TO_EDGE);break;case e.Texture.MIRROR_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_S,this._gl.MIRRORED_REPEAT)}if(n._cachedWrapV!==i.wrapV)switch(n._cachedWrapV=i.wrapV,i.wrapV){case e.Texture.WRAP_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_T,this._gl.REPEAT);break;case e.Texture.CLAMP_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_T,this._gl.CLAMP_TO_EDGE);break;case e.Texture.MIRROR_ADDRESSMODE:this._gl.texParameteri(this._gl.TEXTURE_2D,this._gl.TEXTURE_WRAP_T,this._gl.MIRRORED_REPEAT)}this._setAnisotropicLevel(this._gl.TEXTURE_2D,i)}}}},a.prototype._setAnisotropicLevel=function(t,i){var r=this._caps.textureAnisotropicFilterExtension,n=i.anisotropicFilteringLevel;i.getInternalTexture().samplingMode===e.Texture.NEAREST_SAMPLINGMODE&&(n=1),r&&i._cachedAnisotropicFilteringLevel!==n&&(this._gl.texParameterf(t,r.TEXTURE_MAX_ANISOTROPY_EXT,Math.min(n,this._caps.maxAnisotropy)),i._cachedAnisotropicFilteringLevel=n)},a.prototype.readPixels=function(e,t,i,r){var n=new Uint8Array(r*i*4);return this._gl.readPixels(e,t,i,r,this._gl.RGBA,this._gl.UNSIGNED_BYTE,n),n},a.prototype.releaseInternalTexture=function(e){if(e&&(e.references--,0===e.references)){var t=this.getLoadedTexturesCache(),i=t.indexOf(e);i>-1&&t.splice(i,1),this._releaseTexture(e)}},a.prototype.dispose=function(){for(this.hideLoadingUI(),this.stopRenderLoop();this.scenes.length;)this.scenes[0].dispose();a.audioEngine.dispose();for(var e in this._compiledEffects)this._gl.deleteProgram(this._compiledEffects[e]._program);for(var t in this._vertexAttribArrays)t>this._gl.VERTEX_ATTRIB_ARRAY_ENABLED||!this._vertexAttribArrays[t]||this._gl.disableVertexAttribArray(t);this._gl=null,window.removeEventListener("blur",this._onBlur),window.removeEventListener("focus",this._onFocus),document.removeEventListener("fullscreenchange",this._onFullscreenChange),document.removeEventListener("mozfullscreenchange",this._onFullscreenChange),document.removeEventListener("webkitfullscreenchange",this._onFullscreenChange),document.removeEventListener("msfullscreenchange",this._onFullscreenChange),document.removeEventListener("pointerlockchange",this._onPointerLockChange),document.removeEventListener("mspointerlockchange",this._onPointerLockChange),document.removeEventListener("mozpointerlockchange",this._onPointerLockChange),document.removeEventListener("webkitpointerlockchange",this._onPointerLockChange)},a.prototype.displayLoadingUI=function(){this._loadingScreen.displayLoadingUI()},a.prototype.hideLoadingUI=function(){this._loadingScreen.hideLoadingUI()},Object.defineProperty(a.prototype,"loadingScreen",{get:function(){return this._loadingScreen},set:function(e){this._loadingScreen=e},enumerable:!0,configurable:!0}),Object.defineProperty(a.prototype,"loadingUIText",{set:function(e){this._loadingScreen.loadingUIText=e},enumerable:!0,configurable:!0}),Object.defineProperty(a.prototype,"loadingUIBackgroundColor",{set:function(e){this._loadingScreen.loadingUIBackgroundColor=e},enumerable:!0,configurable:!0}),a.prototype.getFps=function(){return this.fps},a.prototype.getDeltaTime=function(){return this.deltaTime},a.prototype._measureFps=function(){this.previousFramesDuration.push(e.Tools.Now);var t=this.previousFramesDuration.length;if(t>=2&&(this.deltaTime=this.previousFramesDuration[t-1]-this.previousFramesDuration[t-2]),t>=this.fpsRange){t>this.fpsRange&&(this.previousFramesDuration.splice(0,1),t=this.previousFramesDuration.length);for(var i=0,r=0;t-1>r;r++)i+=this.previousFramesDuration[r+1]-this.previousFramesDuration[r];this.fps=1e3/(i/(t-1))}},a.isSupported=function(){try{if(navigator.isCocoonJS)return!0;var e=document.createElement("canvas"),t=e.getContext("webgl")||e.getContext("experimental-webgl");return null!=t&&!!window.WebGLRenderingContext}catch(i){return!1}},a._ALPHA_DISABLE=0,a._ALPHA_ADD=1,a._ALPHA_COMBINE=2,a._ALPHA_SUBTRACT=3,a._ALPHA_MULTIPLY=4,a._ALPHA_MAXIMIZED=5,a._ALPHA_ONEONE=6,a._DELAYLOADSTATE_NONE=0,a._DELAYLOADSTATE_LOADED=1,a._DELAYLOADSTATE_LOADING=2,a._DELAYLOADSTATE_NOTLOADED=4,a._TEXTUREFORMAT_ALPHA=0,a._TEXTUREFORMAT_LUMINANCE=1,a._TEXTUREFORMAT_LUMINANCE_ALPHA=2,a._TEXTUREFORMAT_RGB=4,a._TEXTUREFORMAT_RGBA=5,a._TEXTURETYPE_UNSIGNED_INT=0,a._TEXTURETYPE_FLOAT=1,a.Epsilon=.001,a.CollisionsEpsilon=.001,a.CodeRepository="src/",a.ShadersRepository="src/Shaders/",a}();e.Engine=l}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t){this.state="",this.animations=new Array,this._childrenFlag=-1,
this._isEnabled=!0,this._isReady=!0,this._currentRenderId=-1,this._parentRenderId=-1,this.name=e,this.id=e,this._scene=t,this._initCache()}return t.prototype.getScene=function(){return this._scene},t.prototype.getEngine=function(){return this._scene.getEngine()},t.prototype.getWorldMatrix=function(){return e.Matrix.Identity()},t.prototype._initCache=function(){this._cache={},this._cache.parent=void 0},t.prototype.updateCache=function(e){(e||!this.isSynchronized())&&(this._cache.parent=this.parent,this._updateCache())},t.prototype._updateCache=function(e){},t.prototype._isSynchronized=function(){return!0},t.prototype._markSyncedWithParent=function(){this._parentRenderId=this.parent._currentRenderId},t.prototype.isSynchronizedWithParent=function(){return this.parent?this._parentRenderId!==this.parent._currentRenderId?!1:this.parent.isSynchronized():!0},t.prototype.isSynchronized=function(e){var t=this.hasNewParent();return t=t||!this.isSynchronizedWithParent(),t=t||!this._isSynchronized(),e&&this.updateCache(!0),!t},t.prototype.hasNewParent=function(e){return this._cache.parent===this.parent?!1:(e&&(this._cache.parent=this.parent),!0)},t.prototype.isReady=function(){return this._isReady},t.prototype.isEnabled=function(){return this._isEnabled?this.parent?this.parent.isEnabled():!0:!1},t.prototype.setEnabled=function(e){this._isEnabled=e},t.prototype.isDescendantOf=function(e){return this.parent?this.parent===e?!0:this.parent.isDescendantOf(e):!1},t.prototype._getDescendants=function(e,t){for(var i=0;i<e.length;i++){var r=e[i];r.isDescendantOf(this)&&t.push(r)}},t.prototype.getDescendants=function(){var e=[];return this._getDescendants(this._scene.meshes,e),this._getDescendants(this._scene.lights,e),this._getDescendants(this._scene.cameras,e),e},t.prototype._setReady=function(e){if(e!==this._isReady){if(!e)return void(this._isReady=!1);this._isReady=!0,this.onReady&&this.onReady(this)}},t.prototype.getAnimationByName=function(e){for(var t=0;t<this.animations.length;t++){var i=this.animations[t];if(i.name===e)return i}return null},t}();e.Node=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i,r,n,s,o,a){this._engine=e,this._canvas=i,this._currentScene=t,this._sceneLoadedCallback=r,this._progressCallback=n,this._additionnalRenderLoopLogicCallback=s,this._textureLoadingCallback=o,this._startingProcessingFilesCallback=a}return t.prototype.monitorElementForDragNDrop=function(e){var t=this;e&&(this._elementToMonitor=e,this._elementToMonitor.addEventListener("dragenter",function(e){t.drag(e)},!1),this._elementToMonitor.addEventListener("dragover",function(e){t.drag(e)},!1),this._elementToMonitor.addEventListener("drop",function(e){t.drop(e)},!1))},t.prototype.renderFunction=function(){if(this._additionnalRenderLoopLogicCallback&&this._additionnalRenderLoopLogicCallback(),this._currentScene){if(this._textureLoadingCallback){var e=this._currentScene.getWaitingItemsCount();e>0&&this._textureLoadingCallback(e)}this._currentScene.render()}},t.prototype.drag=function(e){e.stopPropagation(),e.preventDefault()},t.prototype.drop=function(e){e.stopPropagation(),e.preventDefault(),this.loadFiles(e)},t.prototype.loadFiles=function(e){if(this._startingProcessingFilesCallback&&this._startingProcessingFilesCallback(),e&&e.dataTransfer&&e.dataTransfer.files&&(this._filesToLoad=e.dataTransfer.files),e&&e.target&&e.target.files&&(this._filesToLoad=e.target.files),this._filesToLoad&&this._filesToLoad.length>0){for(var i=0;i<this._filesToLoad.length;i++)switch(this._filesToLoad[i].type){case"image/jpeg":case"image/png":case"image/bmp":t.FilesTextures[this._filesToLoad[i].name]=this._filesToLoad[i];break;case"image/targa":case"image/vnd.ms-dds":case"audio/wav":case"audio/x-wav":case"audio/mp3":case"audio/mpeg":case"audio/mpeg3":case"audio/x-mpeg-3":case"audio/ogg":t.FilesToLoad[this._filesToLoad[i].name]=this._filesToLoad[i];break;default:-1===this._filesToLoad[i].name.indexOf(".babylon")&&-1===this._filesToLoad[i].name.indexOf(".stl")&&-1===this._filesToLoad[i].name.indexOf(".obj")&&-1===this._filesToLoad[i].name.indexOf(".mtl")||-1!==this._filesToLoad[i].name.indexOf(".manifest")||-1!==this._filesToLoad[i].name.indexOf(".incremental")||-1!==this._filesToLoad[i].name.indexOf(".babylonmeshdata")||-1!==this._filesToLoad[i].name.indexOf(".babylongeometrydata")||-1!==this._filesToLoad[i].name.indexOf(".babylonbinarymeshdata")||-1!==this._filesToLoad[i].name.indexOf(".binary.babylon")||(this._sceneFileToLoad=this._filesToLoad[i])}this.reload()}},t.prototype.reload=function(){var t=this,i=this;this._sceneFileToLoad?(this._currentScene&&(e.Tools.errorsCount>0&&(e.Tools.ClearLogCache(),e.Tools.Log("Babylon.js engine (v"+e.Engine.Version+") launched")),this._engine.stopRenderLoop(),this._currentScene.dispose()),e.SceneLoader.Load("file:",this._sceneFileToLoad,this._engine,function(e){i._currentScene=e,i._currentScene.executeWhenReady(function(){i._currentScene.activeCamera&&0!==i._currentScene.lights.length||i._currentScene.createDefaultCameraOrLight(),i._currentScene.activeCamera.attachControl(i._canvas),i._sceneLoadedCallback&&i._sceneLoadedCallback(t._sceneFileToLoad,i._currentScene),i._engine.runRenderLoop(function(){i.renderFunction()})})},function(e){t._progressCallback&&t._progressCallback(e)})):e.Tools.Error("Please provide a valid .babylon file.")},t.FilesTextures=new Array,t.FilesToLoad=new Array,t}();e.FilesInput=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i){this.bu=e,this.bv=t,this.distance=i,this.faceId=0,this.subMeshId=0}return e}();e.IntersectionInfo=t;var i=function(){function t(){this.hit=!1,this.distance=0,this.pickedPoint=null,this.pickedMesh=null,this.bu=0,this.bv=0,this.faceId=-1,this.subMeshId=0,this.pickedSprite=null}return t.prototype.getNormal=function(t,i){if(void 0===t&&(t=!1),void 0===i&&(i=!0),!this.pickedMesh||!this.pickedMesh.isVerticesDataPresent(e.VertexBuffer.NormalKind))return null;var r,n=this.pickedMesh.getIndices();if(i){var s=this.pickedMesh.getVerticesData(e.VertexBuffer.NormalKind),o=e.Vector3.FromArray(s,3*n[3*this.faceId]),a=e.Vector3.FromArray(s,3*n[3*this.faceId+1]),h=e.Vector3.FromArray(s,3*n[3*this.faceId+2]);o=o.scale(this.bu),a=a.scale(this.bv),h=h.scale(1-this.bu-this.bv),r=new e.Vector3(o.x+a.x+h.x,o.y+a.y+h.y,o.z+a.z+h.z)}else{var c=this.pickedMesh.getVerticesData(e.VertexBuffer.PositionKind),l=e.Vector3.FromArray(c,3*n[3*this.faceId]),u=e.Vector3.FromArray(c,3*n[3*this.faceId+1]),d=e.Vector3.FromArray(c,3*n[3*this.faceId+2]),f=l.subtract(u),p=d.subtract(u);r=e.Vector3.Cross(f,p)}return t&&(r=e.Vector3.TransformNormal(r,this.pickedMesh.getWorldMatrix())),e.Vector3.Normalize(r)},t.prototype.getTextureCoordinates=function(){if(!this.pickedMesh||!this.pickedMesh.isVerticesDataPresent(e.VertexBuffer.UVKind))return null;var t=this.pickedMesh.getIndices(),i=this.pickedMesh.getVerticesData(e.VertexBuffer.UVKind),r=e.Vector2.FromArray(i,2*t[3*this.faceId]),n=e.Vector2.FromArray(i,2*t[3*this.faceId+1]),s=e.Vector2.FromArray(i,2*t[3*this.faceId+2]);return r=r.scale(1-this.bu-this.bv),n=n.scale(this.bu),s=s.scale(this.bv),new e.Vector2(r.x+n.x+s.x,r.y+n.y+s.y)},t}();e.PickingInfo=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i){this.minimum=t,this.maximum=i,this._tempRadiusVector=e.Vector3.Zero();var r=e.Vector3.Distance(t,i);this.center=e.Vector3.Lerp(t,i,.5),this.radius=.5*r,this.centerWorld=e.Vector3.Zero(),this._update(e.Matrix.Identity())}return t.prototype._update=function(t){e.Vector3.TransformCoordinatesToRef(this.center,t,this.centerWorld),e.Vector3.TransformNormalFromFloatsToRef(1,1,1,t,this._tempRadiusVector),this.radiusWorld=Math.max(Math.abs(this._tempRadiusVector.x),Math.abs(this._tempRadiusVector.y),Math.abs(this._tempRadiusVector.z))*this.radius},t.prototype.isInFrustum=function(e){for(var t=0;6>t;t++)if(e[t].dotCoordinate(this.centerWorld)<=-this.radiusWorld)return!1;return!0},t.prototype.intersectsPoint=function(t){var i=this.centerWorld.x-t.x,r=this.centerWorld.y-t.y,n=this.centerWorld.z-t.z,s=Math.sqrt(i*i+r*r+n*n);return Math.abs(this.radiusWorld-s)<e.Engine.Epsilon?!1:!0},t.Intersects=function(e,t){var i=e.centerWorld.x-t.centerWorld.x,r=e.centerWorld.y-t.centerWorld.y,n=e.centerWorld.z-t.centerWorld.z,s=Math.sqrt(i*i+r*r+n*n);return e.radiusWorld+t.radiusWorld<s?!1:!0},t}();e.BoundingSphere=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i){this.minimum=t,this.maximum=i,this.vectors=new Array,this.vectorsWorld=new Array,this.vectors.push(this.minimum.clone()),this.vectors.push(this.maximum.clone()),this.vectors.push(this.minimum.clone()),this.vectors[2].x=this.maximum.x,this.vectors.push(this.minimum.clone()),this.vectors[3].y=this.maximum.y,this.vectors.push(this.minimum.clone()),this.vectors[4].z=this.maximum.z,this.vectors.push(this.maximum.clone()),this.vectors[5].z=this.minimum.z,this.vectors.push(this.maximum.clone()),this.vectors[6].x=this.minimum.x,this.vectors.push(this.maximum.clone()),this.vectors[7].y=this.minimum.y,this.center=this.maximum.add(this.minimum).scale(.5),this.extendSize=this.maximum.subtract(this.minimum).scale(.5),this.directions=[e.Vector3.Zero(),e.Vector3.Zero(),e.Vector3.Zero()];for(var r=0;r<this.vectors.length;r++)this.vectorsWorld[r]=e.Vector3.Zero();this.minimumWorld=e.Vector3.Zero(),this.maximumWorld=e.Vector3.Zero(),this._update(e.Matrix.Identity())}return t.prototype.getWorldMatrix=function(){return this._worldMatrix},t.prototype._update=function(t){e.Vector3.FromFloatsToRef(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE,this.minimumWorld),e.Vector3.FromFloatsToRef(-Number.MAX_VALUE,-Number.MAX_VALUE,-Number.MAX_VALUE,this.maximumWorld);for(var i=0;i<this.vectors.length;i++){var r=this.vectorsWorld[i];e.Vector3.TransformCoordinatesToRef(this.vectors[i],t,r),r.x<this.minimumWorld.x&&(this.minimumWorld.x=r.x),r.y<this.minimumWorld.y&&(this.minimumWorld.y=r.y),r.z<this.minimumWorld.z&&(this.minimumWorld.z=r.z),r.x>this.maximumWorld.x&&(this.maximumWorld.x=r.x),r.y>this.maximumWorld.y&&(this.maximumWorld.y=r.y),r.z>this.maximumWorld.z&&(this.maximumWorld.z=r.z)}this.maximumWorld.addToRef(this.minimumWorld,this.center),this.center.scaleInPlace(.5),e.Vector3.FromFloatArrayToRef(t.m,0,this.directions[0]),e.Vector3.FromFloatArrayToRef(t.m,4,this.directions[1]),e.Vector3.FromFloatArrayToRef(t.m,8,this.directions[2]),this._worldMatrix=t},t.prototype.isInFrustum=function(e){return t.IsInFrustum(this.vectorsWorld,e)},t.prototype.isCompletelyInFrustum=function(e){return t.IsCompletelyInFrustum(this.vectorsWorld,e)},t.prototype.intersectsPoint=function(t){var i=-e.Engine.Epsilon;return this.maximumWorld.x-t.x<i||i>t.x-this.minimumWorld.x?!1:this.maximumWorld.y-t.y<i||i>t.y-this.minimumWorld.y?!1:this.maximumWorld.z-t.z<i||i>t.z-this.minimumWorld.z?!1:!0},t.prototype.intersectsSphere=function(e){return t.IntersectsSphere(this.minimumWorld,this.maximumWorld,e.centerWorld,e.radiusWorld)},t.prototype.intersectsMinMax=function(e,t){return this.maximumWorld.x<e.x||this.minimumWorld.x>t.x?!1:this.maximumWorld.y<e.y||this.minimumWorld.y>t.y?!1:this.maximumWorld.z<e.z||this.minimumWorld.z>t.z?!1:!0},t.Intersects=function(e,t){return e.maximumWorld.x<t.minimumWorld.x||e.minimumWorld.x>t.maximumWorld.x?!1:e.maximumWorld.y<t.minimumWorld.y||e.minimumWorld.y>t.maximumWorld.y?!1:e.maximumWorld.z<t.minimumWorld.z||e.minimumWorld.z>t.maximumWorld.z?!1:!0},t.IntersectsSphere=function(t,i,r,n){var s=e.Vector3.Clamp(r,t,i),o=e.Vector3.DistanceSquared(r,s);return n*n>=o},t.IsCompletelyInFrustum=function(e,t){for(var i=0;6>i;i++)for(var r=0;8>r;r++)if(t[i].dotCoordinate(e[r])<0)return!1;return!0},t.IsInFrustum=function(e,t){for(var i=0;6>i;i++){for(var r=8,n=0;8>n&&t[i].dotCoordinate(e[n])<0;n++)--r;if(0===r)return!1}return!0},t}();e.BoundingBox=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t,i){var r=e.Vector3.Dot(i.center,t),n=Math.abs(e.Vector3.Dot(i.directions[0],t))*i.extendSize.x,s=Math.abs(e.Vector3.Dot(i.directions[1],t))*i.extendSize.y,o=Math.abs(e.Vector3.Dot(i.directions[2],t))*i.extendSize.z,a=n+s+o;return{min:r-a,max:r+a}},i=function(e,t,i,r){return!(e>r||i>t)},r=function(e,r,n){var s=t(e,r),o=t(e,n);return i(s.min,s.max,o.min,o.max)},n=function(){function t(t,i){this.minimum=t,this.maximum=i,this.boundingBox=new e.BoundingBox(t,i),this.boundingSphere=new e.BoundingSphere(t,i)}return t.prototype._update=function(e){this.boundingBox._update(e),this.boundingSphere._update(e)},t.prototype.isInFrustum=function(e){return this.boundingSphere.isInFrustum(e)?this.boundingBox.isInFrustum(e):!1},t.prototype.isCompletelyInFrustum=function(e){return this.boundingBox.isCompletelyInFrustum(e)},t.prototype._checkCollision=function(e){return e._canDoCollision(this.boundingSphere.centerWorld,this.boundingSphere.radiusWorld,this.boundingBox.minimumWorld,this.boundingBox.maximumWorld)},t.prototype.intersectsPoint=function(e){return this.boundingSphere.centerWorld&&this.boundingSphere.intersectsPoint(e)&&this.boundingBox.intersectsPoint(e)?!0:!1},t.prototype.intersects=function(t,i){if(!this.boundingSphere.centerWorld||!t.boundingSphere.centerWorld)return!1;if(!e.BoundingSphere.Intersects(this.boundingSphere,t.boundingSphere))return!1;if(!e.BoundingBox.Intersects(this.boundingBox,t.boundingBox))return!1;if(!i)return!0;var n=this.boundingBox,s=t.boundingBox;return r(n.directions[0],n,s)&&r(n.directions[1],n,s)&&r(n.directions[2],n,s)&&r(s.directions[0],n,s)&&r(s.directions[1],n,s)&&r(s.directions[2],n,s)&&r(e.Vector3.Cross(n.directions[0],s.directions[0]),n,s)&&r(e.Vector3.Cross(n.directions[0],s.directions[1]),n,s)&&r(e.Vector3.Cross(n.directions[0],s.directions[2]),n,s)&&r(e.Vector3.Cross(n.directions[1],s.directions[0]),n,s)&&r(e.Vector3.Cross(n.directions[1],s.directions[1]),n,s)&&r(e.Vector3.Cross(n.directions[1],s.directions[2]),n,s)&&r(e.Vector3.Cross(n.directions[2],s.directions[0]),n,s)&&r(e.Vector3.Cross(n.directions[2],s.directions[1]),n,s)&&r(e.Vector3.Cross(n.directions[2],s.directions[2]),n,s)?!0:!1},t}();e.BoundingInfo=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(r,n){var s=this;t.call(this,r,n),this.definedFacingForward=!0,this.position=new e.Vector3(0,0,0),this.rotation=new e.Vector3(0,0,0),this.scaling=new e.Vector3(1,1,1),this.billboardMode=i.BILLBOARDMODE_NONE,this.visibility=1,this.alphaIndex=Number.MAX_VALUE,this.infiniteDistance=!1,this.isVisible=!0,this.isPickable=!0,this.showBoundingBox=!1,this.showSubMeshesBoundingBox=!1,this.onDispose=null,this.isBlocker=!1,this.renderingGroupId=0,this.receiveShadows=!1,this.renderOutline=!1,this.outlineColor=e.Color3.Red(),this.outlineWidth=.02,this.renderOverlay=!1,this.overlayColor=e.Color3.Red(),this.overlayAlpha=.5,this.hasVertexAlpha=!1,this.useVertexColors=!0,this.applyFog=!0,this.computeBonesUsingShaders=!0,this.scalingDeterminant=1,this.numBoneInfluencers=4,this.useOctreeForRenderingSelection=!0,this.useOctreeForPicking=!0,this.useOctreeForCollisions=!0,this.layerMask=268435455,this.alwaysSelectAsActiveMesh=!1,this._physicImpostor=e.PhysicsEngine.NoImpostor,this._checkCollisions=!1,this.ellipsoid=new e.Vector3(.5,1,.5),this.ellipsoidOffset=new e.Vector3(0,0,0),this._collider=new e.Collider,this._oldPositionForCollisions=new e.Vector3(0,0,0),this._diffPositionForCollisions=new e.Vector3(0,0,0),this._newPositionForCollisions=new e.Vector3(0,0,0),this.edgesWidth=1,this.edgesColor=new e.Color4(1,0,0,1),this._localScaling=e.Matrix.Zero(),this._localRotation=e.Matrix.Zero(),this._localTranslation=e.Matrix.Zero(),this._localBillboard=e.Matrix.Zero(),this._localPivotScaling=e.Matrix.Zero(),this._localPivotScalingRotation=e.Matrix.Zero(),this._localWorld=e.Matrix.Zero(),this._worldMatrix=e.Matrix.Zero(),this._rotateYByPI=e.Matrix.RotationY(Math.PI),this._absolutePosition=e.Vector3.Zero(),this._collisionsTransformMatrix=e.Matrix.Zero(),this._collisionsScalingMatrix=e.Matrix.Zero(),this._isDirty=!1,this._pivotMatrix=e.Matrix.Identity(),this._isDisposed=!1,this._renderId=0,this._intersectionsInProgress=new Array,this._onAfterWorldMatrixUpdate=new Array,this._isWorldMatrixFrozen=!1,this._onCollisionPositionChange=function(t,i,r){void 0===r&&(r=null),s.getScene().workerCollisions&&i.multiplyInPlace(s._collider.radius),i.subtractToRef(s._oldPositionForCollisions,s._diffPositionForCollisions),s._diffPositionForCollisions.length()>e.Engine.CollisionsEpsilon&&s.position.addInPlace(s._diffPositionForCollisions),s.onCollide&&r&&s.onCollide(r),s.onCollisionPositionChange&&s.onCollisionPositionChange(s.position)},n.addMesh(this)}return __extends(i,t),Object.defineProperty(i,"BILLBOARDMODE_NONE",{get:function(){return i._BILLBOARDMODE_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(i,"BILLBOARDMODE_X",{get:function(){return i._BILLBOARDMODE_X},enumerable:!0,configurable:!0}),Object.defineProperty(i,"BILLBOARDMODE_Y",{get:function(){return i._BILLBOARDMODE_Y},enumerable:!0,configurable:!0}),Object.defineProperty(i,"BILLBOARDMODE_Z",{get:function(){return i._BILLBOARDMODE_Z},enumerable:!0,configurable:!0}),Object.defineProperty(i,"BILLBOARDMODE_ALL",{get:function(){return i._BILLBOARDMODE_ALL},enumerable:!0,configurable:!0}),i.prototype.disableEdgesRendering=function(){void 0!==this._edgesRenderer&&(this._edgesRenderer.dispose(),this._edgesRenderer=void 0)},i.prototype.enableEdgesRendering=function(t,i){void 0===t&&(t=.95),void 0===i&&(i=!1),this.disableEdgesRendering(),this._edgesRenderer=new e.EdgesRenderer(this,t,i)},Object.defineProperty(i.prototype,"isBlocked",{get:function(){return!1},enumerable:!0,configurable:!0}),i.prototype.getLOD=function(e){return this},i.prototype.getTotalVertices=function(){return 0},i.prototype.getIndices=function(){return null},i.prototype.getVerticesData=function(e){return null},i.prototype.isVerticesDataPresent=function(e){return!1},i.prototype.getBoundingInfo=function(){return this._masterMesh?this._masterMesh.getBoundingInfo():(this._boundingInfo||this._updateBoundingInfo(),this._boundingInfo)},Object.defineProperty(i.prototype,"useBones",{get:function(){return this.skeleton&&this.getScene().skeletonsEnabled&&this.isVerticesDataPresent(e.VertexBuffer.MatricesIndicesKind)&&this.isVerticesDataPresent(e.VertexBuffer.MatricesWeightsKind)},enumerable:!0,configurable:!0}),i.prototype._preActivate=function(){},i.prototype._activate=function(e){this._renderId=e},i.prototype.getWorldMatrix=function(){return this._masterMesh?this._masterMesh.getWorldMatrix():(this._currentRenderId!==this.getScene().getRenderId()&&this.computeWorldMatrix(),this._worldMatrix)},Object.defineProperty(i.prototype,"worldMatrixFromCache",{get:function(){return this._worldMatrix},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"absolutePosition",{get:function(){return this._absolutePosition},enumerable:!0,configurable:!0}),i.prototype.freezeWorldMatrix=function(){this._isWorldMatrixFrozen=!1,this.computeWorldMatrix(!0),this._isWorldMatrixFrozen=!0},i.prototype.unfreezeWorldMatrix=function(){this._isWorldMatrixFrozen=!1,this.computeWorldMatrix(!0)},Object.defineProperty(i.prototype,"isWorldMatrixFrozen",{get:function(){return this._isWorldMatrixFrozen},enumerable:!0,configurable:!0}),i.prototype.rotate=function(t,i,r){t.normalize(),this.rotationQuaternion||(this.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(this.rotation.y,this.rotation.x,this.rotation.z),this.rotation=e.Vector3.Zero());var n;if(r&&r!==e.Space.LOCAL){if(this.parent){var s=this.parent.getWorldMatrix().clone();s.invert(),t=e.Vector3.TransformNormal(t,s)}n=e.Quaternion.RotationAxis(t,i),this.rotationQuaternion=n.multiply(this.rotationQuaternion)}else n=e.Quaternion.RotationAxis(t,i),this.rotationQuaternion=this.rotationQuaternion.multiply(n)},i.prototype.translate=function(t,i,r){var n=t.scale(i);if(r&&r!==e.Space.LOCAL)this.setAbsolutePosition(this.getAbsolutePosition().add(n));else{var s=this.getPositionExpressedInLocalSpace().add(n);this.setPositionWithLocalVector(s)}},i.prototype.getAbsolutePosition=function(){return this.computeWorldMatrix(),this._absolutePosition},i.prototype.setAbsolutePosition=function(t){if(t){var i,r,n;if(void 0===t.x){if(arguments.length<3)return;i=arguments[0],r=arguments[1],n=arguments[2]}else i=t.x,r=t.y,n=t.z;if(this.parent){var s=this.parent.getWorldMatrix().clone();s.invert();var o=new e.Vector3(i,r,n);this.position=e.Vector3.TransformCoordinates(o,s)}else this.position.x=i,this.position.y=r,this.position.z=n}},i.prototype.movePOV=function(e,t,i){this.position.addInPlace(this.calcMovePOV(e,t,i))},i.prototype.calcMovePOV=function(t,i,r){var n=new e.Matrix,s=this.rotationQuaternion?this.rotationQuaternion:e.Quaternion.RotationYawPitchRoll(this.rotation.y,this.rotation.x,this.rotation.z);s.toRotationMatrix(n);var o=e.Vector3.Zero(),a=this.definedFacingForward?-1:1;return e.Vector3.TransformCoordinatesFromFloatsToRef(t*a,i,r*a,n,o),o},i.prototype.rotatePOV=function(e,t,i){this.rotation.addInPlace(this.calcRotatePOV(e,t,i))},i.prototype.calcRotatePOV=function(t,i,r){var n=this.definedFacingForward?1:-1;return new e.Vector3(t*n,i,r*n)},i.prototype.setPivotMatrix=function(e){this._pivotMatrix=e,this._cache.pivotMatrixUpdated=!0},i.prototype.getPivotMatrix=function(){return this._pivotMatrix},i.prototype._isSynchronized=function(){if(this._isDirty)return!1;if(this.billboardMode!==this._cache.billboardMode||this.billboardMode!==i.BILLBOARDMODE_NONE)return!1;if(this._cache.pivotMatrixUpdated)return!1;if(this.infiniteDistance)return!1;if(!this._cache.position.equals(this.position))return!1;if(this.rotationQuaternion){if(!this._cache.rotationQuaternion.equals(this.rotationQuaternion))return!1}else if(!this._cache.rotation.equals(this.rotation))return!1;return this._cache.scaling.equals(this.scaling)?!0:!1},i.prototype._initCache=function(){t.prototype._initCache.call(this),this._cache.localMatrixUpdated=!1,this._cache.position=e.Vector3.Zero(),this._cache.scaling=e.Vector3.Zero(),this._cache.rotation=e.Vector3.Zero(),this._cache.rotationQuaternion=new e.Quaternion(0,0,0,0),this._cache.billboardMode=-1},i.prototype.markAsDirty=function(e){"rotation"===e&&(this.rotationQuaternion=null),this._currentRenderId=Number.MAX_VALUE,this._isDirty=!0},i.prototype._updateBoundingInfo=function(){this._boundingInfo=this._boundingInfo||new e.BoundingInfo(this.absolutePosition,this.absolutePosition),this._boundingInfo._update(this.worldMatrixFromCache),this._updateSubMeshesBoundingInfo(this.worldMatrixFromCache)},i.prototype._updateSubMeshesBoundingInfo=function(e){if(this.subMeshes)for(var t=0;t<this.subMeshes.length;t++){var i=this.subMeshes[t];i.updateBoundingInfo(e)}},i.prototype.computeWorldMatrix=function(t){if(this._isWorldMatrixFrozen)return this._worldMatrix;if(!t&&(this._currentRenderId===this.getScene().getRenderId()||this.isSynchronized(!0)))return this._worldMatrix;if(this._cache.position.copyFrom(this.position),this._cache.scaling.copyFrom(this.scaling),this._cache.pivotMatrixUpdated=!1,this._cache.billboardMode=this.billboardMode,this._currentRenderId=this.getScene().getRenderId(),this._isDirty=!1,e.Matrix.ScalingToRef(this.scaling.x*this.scalingDeterminant,this.scaling.y*this.scalingDeterminant,this.scaling.z*this.scalingDeterminant,this._localScaling),this.rotationQuaternion?(this.rotationQuaternion.toRotationMatrix(this._localRotation),this._cache.rotationQuaternion.copyFrom(this.rotationQuaternion)):(e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,this.rotation.z,this._localRotation),this._cache.rotation.copyFrom(this.rotation)),this.infiniteDistance&&!this.parent){var r=this.getScene().activeCamera;if(r){var n=r.getWorldMatrix(),s=new e.Vector3(n.m[12],n.m[13],n.m[14]);e.Matrix.TranslationToRef(this.position.x+s.x,this.position.y+s.y,this.position.z+s.z,this._localTranslation)}}else e.Matrix.TranslationToRef(this.position.x,this.position.y,this.position.z,this._localTranslation);if(this._pivotMatrix.multiplyToRef(this._localScaling,this._localPivotScaling),this._localPivotScaling.multiplyToRef(this._localRotation,this._localPivotScalingRotation),this.billboardMode!==i.BILLBOARDMODE_NONE&&this.getScene().activeCamera){var o=this.position.clone(),a=this.getScene().activeCamera.globalPosition.clone();this.parent&&this.parent.position&&(o.addInPlace(this.parent.position),e.Matrix.TranslationToRef(o.x,o.y,o.z,this._localTranslation)),(this.billboardMode&i.BILLBOARDMODE_ALL)!==i.BILLBOARDMODE_ALL&&(this.billboardMode&i.BILLBOARDMODE_X&&(a.x=o.x+e.Engine.Epsilon),this.billboardMode&i.BILLBOARDMODE_Y&&(a.y=o.y+.001),this.billboardMode&i.BILLBOARDMODE_Z&&(a.z=o.z+.001)),e.Matrix.LookAtLHToRef(o,a,e.Vector3.Up(),this._localBillboard),this._localBillboard.m[12]=this._localBillboard.m[13]=this._localBillboard.m[14]=0,this._localBillboard.invert(),this._localPivotScalingRotation.multiplyToRef(this._localBillboard,this._localWorld),this._rotateYByPI.multiplyToRef(this._localWorld,this._localPivotScalingRotation)}this._localPivotScalingRotation.multiplyToRef(this._localTranslation,this._localWorld),this.parent&&this.parent.getWorldMatrix&&this.billboardMode===i.BILLBOARDMODE_NONE?(this._markSyncedWithParent(),this._meshToBoneReferal?(this._localMeshReferalTransform||(this._localMeshReferalTransform=e.Matrix.Zero()),this._localWorld.multiplyToRef(this.parent.getWorldMatrix(),this._localMeshReferalTransform),this._localMeshReferalTransform.multiplyToRef(this._meshToBoneReferal.getWorldMatrix(),this._worldMatrix)):this._localWorld.multiplyToRef(this.parent.getWorldMatrix(),this._worldMatrix)):this._worldMatrix.copyFrom(this._localWorld),this._updateBoundingInfo(),this._absolutePosition.copyFromFloats(this._worldMatrix.m[12],this._worldMatrix.m[13],this._worldMatrix.m[14]);for(var h=0;h<this._onAfterWorldMatrixUpdate.length;h++)this._onAfterWorldMatrixUpdate[h](this);return this._worldMatrix},i.prototype.registerAfterWorldMatrixUpdate=function(e){this._onAfterWorldMatrixUpdate.push(e)},i.prototype.unregisterAfterWorldMatrixUpdate=function(e){var t=this._onAfterWorldMatrixUpdate.indexOf(e);t>-1&&this._onAfterWorldMatrixUpdate.splice(t,1)},i.prototype.setPositionWithLocalVector=function(t){this.computeWorldMatrix(),this.position=e.Vector3.TransformNormal(t,this._localWorld)},i.prototype.getPositionExpressedInLocalSpace=function(){this.computeWorldMatrix();var t=this._localWorld.clone();return t.invert(),e.Vector3.TransformNormal(this.position,t)},i.prototype.locallyTranslate=function(t){this.computeWorldMatrix(!0),this.position=e.Vector3.TransformCoordinates(t,this._localWorld)},i.prototype.lookAt=function(t,i,r,n){i=i||0,r=r||0,n=n||0;var s=t.subtract(this.position),o=-Math.atan2(s.z,s.x)-Math.PI/2,a=Math.sqrt(s.x*s.x+s.z*s.z),h=Math.atan2(s.y,a);this.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(o+i,h+r,n)},i.prototype.attachToBone=function(e,t){this._meshToBoneReferal=t,this.parent=e,e.getWorldMatrix().determinant()<0&&(this.scalingDeterminant*=-1)},i.prototype.detachFromBone=function(){this.parent.getWorldMatrix().determinant()<0&&(this.scalingDeterminant*=-1),this._meshToBoneReferal=null,this.parent=null},i.prototype.isInFrustum=function(e){return this._boundingInfo.isInFrustum(e)},i.prototype.isCompletelyInFrustum=function(t){t||(t=this.getScene().activeCamera);var i=t.getViewMatrix().multiply(t.getProjectionMatrix());return this._boundingInfo.isCompletelyInFrustum(e.Frustum.GetPlanes(i))?!0:!1},i.prototype.intersectsMesh=function(e,t){return this._boundingInfo&&e._boundingInfo?this._boundingInfo.intersects(e._boundingInfo,t):!1},i.prototype.intersectsPoint=function(e){return this._boundingInfo?this._boundingInfo.intersectsPoint(e):!1},i.prototype.setPhysicsState=function(t,i){var r=this.getScene().getPhysicsEngine();return r?(t=t||e.PhysicsEngine.NoImpostor,t.impostor&&(i=t,t=t.impostor),t===e.PhysicsEngine.NoImpostor?(r._unregisterMesh(this),null):(i?(i.mass||0===i.mass||(i.mass=0),i.friction||0===i.friction||(i.friction=.2),i.restitution||0===i.restitution||(i.restitution=.2)):i={mass:0,friction:.2,restitution:.2},this._physicImpostor=t,this._physicsMass=i.mass,this._physicsFriction=i.friction,this._physicRestitution=i.restitution,r._registerMesh(this,t,i))):null},i.prototype.getPhysicsImpostor=function(){return this._physicImpostor?this._physicImpostor:e.PhysicsEngine.NoImpostor},i.prototype.getPhysicsMass=function(){return this._physicsMass?this._physicsMass:0},i.prototype.getPhysicsFriction=function(){return this._physicsFriction?this._physicsFriction:0},i.prototype.getPhysicsRestitution=function(){return this._physicRestitution?this._physicRestitution:0},i.prototype.getPositionInCameraSpace=function(t){return t||(t=this.getScene().activeCamera),e.Vector3.TransformCoordinates(this.absolutePosition,t.getViewMatrix())},i.prototype.getDistanceToCamera=function(e){return e||(e=this.getScene().activeCamera),this.absolutePosition.subtract(e.position).length()},i.prototype.applyImpulse=function(e,t){this._physicImpostor&&this.getScene().getPhysicsEngine()._applyImpulse(this,e,t)},i.prototype.setPhysicsLinkWith=function(e,t,i,r){this._physicImpostor&&this.getScene().getPhysicsEngine()._createLink(this,e,t,i,r)},i.prototype.updatePhysicsBodyPosition=function(){this._physicImpostor&&this.getScene().getPhysicsEngine()._updateBodyPosition(this)},Object.defineProperty(i.prototype,"checkCollisions",{get:function(){return this._checkCollisions},set:function(e){this._checkCollisions=e,this.getScene().workerCollisions&&this.getScene().collisionCoordinator.onMeshUpdated(this)},enumerable:!0,configurable:!0}),i.prototype.moveWithCollisions=function(e){var t=this.getAbsolutePosition();t.subtractFromFloatsToRef(0,this.ellipsoid.y,0,this._oldPositionForCollisions),this._oldPositionForCollisions.addInPlace(this.ellipsoidOffset),this._collider.radius=this.ellipsoid,this.getScene().collisionCoordinator.getNewPosition(this._oldPositionForCollisions,e,this._collider,3,this,this._onCollisionPositionChange,this.uniqueId)},i.prototype.createOrUpdateSubmeshesOctree=function(t,i){void 0===t&&(t=64),void 0===i&&(i=2),this._submeshesOctree||(this._submeshesOctree=new e.Octree(e.Octree.CreationFuncForSubMeshes,t,i)),this.computeWorldMatrix(!0);var r=this.getBoundingInfo().boundingBox;return this._submeshesOctree.update(r.minimumWorld,r.maximumWorld,this.subMeshes),this._submeshesOctree},i.prototype._collideForSubMesh=function(t,i,r){if(this._generatePointsArray(),!t._lastColliderWorldVertices||!t._lastColliderTransformMatrix.equals(i)){t._lastColliderTransformMatrix=i.clone(),t._lastColliderWorldVertices=[],t._trianglePlanes=[];for(var n=t.verticesStart,s=t.verticesStart+t.verticesCount,o=n;s>o;o++)t._lastColliderWorldVertices.push(e.Vector3.TransformCoordinates(this._positions[o],i))}r._collide(t._trianglePlanes,t._lastColliderWorldVertices,this.getIndices(),t.indexStart,t.indexStart+t.indexCount,t.verticesStart,!!t.getMaterial()),r.collisionFound&&(r.collidedMesh=this)},i.prototype._processCollisionsForSubMeshes=function(e,t){var i,r;if(this._submeshesOctree&&this.useOctreeForCollisions){var n=e.velocityWorldLength+Math.max(e.radius.x,e.radius.y,e.radius.z),s=this._submeshesOctree.intersects(e.basePointWorld,n);r=s.length,i=s.data}else i=this.subMeshes,r=i.length;for(var o=0;r>o;o++){var a=i[o];r>1&&!a._checkCollision(e)||this._collideForSubMesh(a,t,e)}},i.prototype._checkCollision=function(t){this._boundingInfo._checkCollision(t)&&(e.Matrix.ScalingToRef(1/t.radius.x,1/t.radius.y,1/t.radius.z,this._collisionsScalingMatrix),this.worldMatrixFromCache.multiplyToRef(this._collisionsScalingMatrix,this._collisionsTransformMatrix),this._processCollisionsForSubMeshes(t,this._collisionsTransformMatrix))},i.prototype._generatePointsArray=function(){return!1},i.prototype.intersects=function(t,i){var r=new e.PickingInfo;if(!(this.subMeshes&&this._boundingInfo&&t.intersectsSphere(this._boundingInfo.boundingSphere)&&t.intersectsBox(this._boundingInfo.boundingBox)))return r;if(!this._generatePointsArray())return r;var n,s,o=null;
if(this._submeshesOctree&&this.useOctreeForPicking){var a=e.Ray.Transform(t,this.getWorldMatrix()),h=this._submeshesOctree.intersectsRay(a);s=h.length,n=h.data}else n=this.subMeshes,s=n.length;for(var c=0;s>c;c++){var l=n[c];if(!(s>1)||l.canIntersects(t)){var u=l.intersects(t,this._positions,this.getIndices(),i);if(u&&(i||!o||u.distance<o.distance)&&(o=u,o.subMeshId=c,i))break}}if(o){var d=this.getWorldMatrix(),f=e.Vector3.TransformCoordinates(t.origin,d),p=t.direction.clone();p=p.scale(o.distance);var m=e.Vector3.TransformNormal(p,d),_=f.add(m);return r.hit=!0,r.distance=e.Vector3.Distance(f,_),r.pickedPoint=_,r.pickedMesh=this,r.bu=o.bu,r.bv=o.bv,r.faceId=o.faceId,r.subMeshId=o.subMeshId,r}return r},i.prototype.clone=function(e,t,i){return null},i.prototype.releaseSubMeshes=function(){if(this.subMeshes)for(;this.subMeshes.length;)this.subMeshes[0].dispose();else this.subMeshes=new Array},i.prototype.dispose=function(t){var i;for(this.getScene().stopAnimation(this),this.getPhysicsImpostor()!==e.PhysicsEngine.NoImpostor&&this.setPhysicsState(e.PhysicsEngine.NoImpostor),i=0;i<this._intersectionsInProgress.length;i++){var r=this._intersectionsInProgress[i],n=r._intersectionsInProgress.indexOf(this);r._intersectionsInProgress.splice(n,1)}if(this._intersectionsInProgress=[],this._edgesRenderer&&(this._edgesRenderer.dispose(),this._edgesRenderer=null),this.releaseSubMeshes(),this.getScene().removeMesh(this),t)for(i=0;i<this.getScene().meshes.length;i++){var s=this.getScene().meshes[i];s.parent===this&&(s.parent=null,s.computeWorldMatrix(!0))}else{for(i=0;i<this.getScene().particleSystems.length;i++)this.getScene().particleSystems[i].emitter===this&&(this.getScene().particleSystems[i].dispose(),i--);var o=this.getScene().meshes.slice(0);for(i=0;i<o.length;i++)o[i].parent===this&&o[i].dispose()}this._onAfterWorldMatrixUpdate=[],this._isDisposed=!0,this.onDispose&&this.onDispose()},i._BILLBOARDMODE_NONE=0,i._BILLBOARDMODE_X=1,i._BILLBOARDMODE_Y=2,i._BILLBOARDMODE_Z=4,i._BILLBOARDMODE_ALL=7,i}(e.Node);e.AbstractMesh=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r){t.call(this,i,r),this.diffuse=new e.Color3(1,1,1),this.specular=new e.Color3(1,1,1),this.intensity=1,this.range=Number.MAX_VALUE,this.includeOnlyWithLayerMask=0,this.includedOnlyMeshes=new Array,this.excludedMeshes=new Array,this.excludeWithLayerMask=0,this._excludedMeshesIds=new Array,this._includedOnlyMeshesIds=new Array,r.addLight(this)}return __extends(i,t),i.prototype.getShadowGenerator=function(){return this._shadowGenerator},i.prototype.getAbsolutePosition=function(){return e.Vector3.Zero()},i.prototype.transferToEffect=function(e,t,i){},i.prototype._getWorldMatrix=function(){return e.Matrix.Identity()},i.prototype.canAffectMesh=function(e){return e?this.includedOnlyMeshes.length>0&&-1===this.includedOnlyMeshes.indexOf(e)?!1:this.excludedMeshes.length>0&&-1!==this.excludedMeshes.indexOf(e)?!1:0!==this.includeOnlyWithLayerMask&&0===(this.includeOnlyWithLayerMask&e.layerMask)?!1:0!==this.excludeWithLayerMask&&this.excludeWithLayerMask&e.layerMask?!1:!0:!0},i.prototype.getWorldMatrix=function(){this._currentRenderId=this.getScene().getRenderId();var t=this._getWorldMatrix();return this.parent&&this.parent.getWorldMatrix?(this._parentedWorldMatrix||(this._parentedWorldMatrix=e.Matrix.Identity()),t.multiplyToRef(this.parent.getWorldMatrix(),this._parentedWorldMatrix),this._markSyncedWithParent(),this._parentedWorldMatrix):t},i.prototype.dispose=function(){this._shadowGenerator&&(this._shadowGenerator.dispose(),this._shadowGenerator=null),this.getScene().stopAnimation(this),this.getScene().removeLight(this)},i.prototype.serialize=function(){var t={};return t.name=this.name,t.id=this.id,t.tags=e.Tags.GetTags(this),this.intensity&&(t.intensity=this.intensity),t.range=this.range,t.diffuse=this.diffuse.asArray(),t.specular=this.specular.asArray(),t},i.Parse=function(t,i){var r;switch(t.type){case 0:r=new e.PointLight(t.name,e.Vector3.FromArray(t.position),i);break;case 1:r=new e.DirectionalLight(t.name,e.Vector3.FromArray(t.direction),i),r.position=e.Vector3.FromArray(t.position);break;case 2:r=new e.SpotLight(t.name,e.Vector3.FromArray(t.position),e.Vector3.FromArray(t.direction),t.angle,t.exponent,i);break;case 3:r=new e.HemisphericLight(t.name,e.Vector3.FromArray(t.direction),i),r.groundColor=e.Color3.FromArray(t.groundColor)}if(r.id=t.id,e.Tags.AddTagsTo(r,t.tags),void 0!==t.intensity&&(r.intensity=t.intensity),t.range&&(r.range=t.range),r.diffuse=e.Color3.FromArray(t.diffuse),r.specular=e.Color3.FromArray(t.specular),t.excludedMeshesIds&&(r._excludedMeshesIds=t.excludedMeshesIds),t.parentId&&(r._waitingParentId=t.parentId),t.includedOnlyMeshesIds&&(r._includedOnlyMeshesIds=t.includedOnlyMeshesIds),t.animations)for(var n=0;n<t.animations.length;n++){var s=t.animations[n];r.animations.push(e.Animation.Parse(s))}return t.autoAnimate&&i.beginAnimation(r,t.autoAnimateFrom,t.autoAnimateTo,t.autoAnimateLoop,1),r},i}(e.Node);e.Light=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r){t.call(this,e,r),this.position=i}return __extends(i,t),i.prototype.getAbsolutePosition=function(){return this.transformedPosition?this.transformedPosition:this.position},i.prototype.computeTransformedPosition=function(){return this.parent&&this.parent.getWorldMatrix?(this.transformedPosition||(this.transformedPosition=e.Vector3.Zero()),e.Vector3.TransformCoordinatesToRef(this.position,this.parent.getWorldMatrix(),this.transformedPosition),!0):!1},i.prototype.transferToEffect=function(e,t){return this.parent&&this.parent.getWorldMatrix?(this.computeTransformedPosition(),void e.setFloat4(t,this.transformedPosition.x,this.transformedPosition.y,this.transformedPosition.z,0)):void e.setFloat4(t,this.position.x,this.position.y,this.position.z,0)},i.prototype.needCube=function(){return!0},i.prototype.supportsVSM=function(){return!1},i.prototype.needRefreshPerFrame=function(){return!1},i.prototype.getShadowDirection=function(t){switch(t){case 0:return new e.Vector3(1,0,0);case 1:return new e.Vector3(-1,0,0);case 2:return new e.Vector3(0,-1,0);case 3:return new e.Vector3(0,1,0);case 4:return new e.Vector3(0,0,1);case 5:return new e.Vector3(0,0,-1)}return e.Vector3.Zero()},i.prototype.setShadowProjectionMatrix=function(t,i,r){var n=this.getScene().activeCamera;e.Matrix.PerspectiveFovLHToRef(Math.PI/2,1,n.minZ,n.maxZ,t)},i.prototype._getWorldMatrix=function(){return this._worldMatrix||(this._worldMatrix=e.Matrix.Identity()),e.Matrix.TranslationToRef(this.position.x,this.position.y,this.position.z,this._worldMatrix),this._worldMatrix},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.type=0,e.position=this.position.asArray(),e},i}(e.Light);e.PointLight=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r,n,s,o){t.call(this,e,o),this.position=i,this.direction=r,this.angle=n,this.exponent=s}return __extends(i,t),i.prototype.getAbsolutePosition=function(){return this.transformedPosition?this.transformedPosition:this.position},i.prototype.setShadowProjectionMatrix=function(t,i,r){var n=this.getScene().activeCamera;e.Matrix.PerspectiveFovLHToRef(this.angle,1,n.minZ,n.maxZ,t)},i.prototype.needCube=function(){return!1},i.prototype.supportsVSM=function(){return!0},i.prototype.needRefreshPerFrame=function(){return!1},i.prototype.getShadowDirection=function(e){return this.direction},i.prototype.setDirectionToTarget=function(t){return this.direction=e.Vector3.Normalize(t.subtract(this.position)),this.direction},i.prototype.computeTransformedPosition=function(){return this.parent&&this.parent.getWorldMatrix?(this.transformedPosition||(this.transformedPosition=e.Vector3.Zero()),e.Vector3.TransformCoordinatesToRef(this.position,this.parent.getWorldMatrix(),this.transformedPosition),!0):!1},i.prototype.transferToEffect=function(t,i,r){var n;this.parent&&this.parent.getWorldMatrix?(this._transformedDirection||(this._transformedDirection=e.Vector3.Zero()),this.computeTransformedPosition(),e.Vector3.TransformNormalToRef(this.direction,this.parent.getWorldMatrix(),this._transformedDirection),t.setFloat4(i,this.transformedPosition.x,this.transformedPosition.y,this.transformedPosition.z,this.exponent),n=e.Vector3.Normalize(this._transformedDirection)):(t.setFloat4(i,this.position.x,this.position.y,this.position.z,this.exponent),n=e.Vector3.Normalize(this.direction)),t.setFloat4(r,n.x,n.y,n.z,Math.cos(.5*this.angle))},i.prototype._getWorldMatrix=function(){return this._worldMatrix||(this._worldMatrix=e.Matrix.Identity()),e.Matrix.TranslationToRef(this.position.x,this.position.y,this.position.z,this._worldMatrix),this._worldMatrix},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.type=2,e.position=this.position.asArray(),e.direction=this.position.asArray(),e.angle=this.angle,e.exponent=this.exponent,e},i}(e.Light);e.SpotLight=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n){t.call(this,i,n),this.direction=r,this.groundColor=new e.Color3(0,0,0)}return __extends(i,t),i.prototype.setDirectionToTarget=function(t){return this.direction=e.Vector3.Normalize(t.subtract(e.Vector3.Zero())),this.direction},i.prototype.getShadowGenerator=function(){return null},i.prototype.transferToEffect=function(t,i,r){var n=e.Vector3.Normalize(this.direction);t.setFloat4(i,n.x,n.y,n.z,0),t.setColor3(r,this.groundColor.scale(this.intensity))},i.prototype._getWorldMatrix=function(){return this._worldMatrix||(this._worldMatrix=e.Matrix.Identity()),this._worldMatrix},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.type=3,e.direction=this.direction.asArray(),e.groundColor=this.groundColor.asArray(),e},i}(e.Light);e.HemisphericLight=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r){t.call(this,e,r),this.direction=i,this.shadowOrthoScale=.5,this.autoUpdateExtends=!0,this._orthoLeft=Number.MAX_VALUE,this._orthoRight=Number.MIN_VALUE,this._orthoTop=Number.MIN_VALUE,this._orthoBottom=Number.MAX_VALUE,this.position=i.scale(-1)}return __extends(i,t),i.prototype.getAbsolutePosition=function(){return this.transformedPosition?this.transformedPosition:this.position},i.prototype.setDirectionToTarget=function(t){return this.direction=e.Vector3.Normalize(t.subtract(this.position)),this.direction},i.prototype.setShadowProjectionMatrix=function(t,i,r){var n=this.getScene().activeCamera;if(this.autoUpdateExtends||this._orthoLeft===Number.MAX_VALUE){var s=e.Vector3.Zero();this._orthoLeft=Number.MAX_VALUE,this._orthoRight=Number.MIN_VALUE,this._orthoTop=Number.MIN_VALUE,this._orthoBottom=Number.MAX_VALUE;for(var o=0;o<r.length;o++){var a=r[o];if(a){var h=a.getBoundingInfo();if(h)for(var c=h.boundingBox,l=0;l<c.vectorsWorld.length;l++)e.Vector3.TransformCoordinatesToRef(c.vectorsWorld[l],i,s),s.x<this._orthoLeft&&(this._orthoLeft=s.x),s.y<this._orthoBottom&&(this._orthoBottom=s.y),s.x>this._orthoRight&&(this._orthoRight=s.x),s.y>this._orthoTop&&(this._orthoTop=s.y)}}}var u=this._orthoRight-this._orthoLeft,d=this._orthoTop-this._orthoBottom;e.Matrix.OrthoOffCenterLHToRef(this._orthoLeft-u*this.shadowOrthoScale,this._orthoRight+u*this.shadowOrthoScale,this._orthoBottom-d*this.shadowOrthoScale,this._orthoTop+d*this.shadowOrthoScale,-n.maxZ,n.maxZ,t)},i.prototype.supportsVSM=function(){return!0},i.prototype.needRefreshPerFrame=function(){return!0},i.prototype.needCube=function(){return!1},i.prototype.getShadowDirection=function(e){return this.direction},i.prototype.computeTransformedPosition=function(){return this.parent&&this.parent.getWorldMatrix?(this.transformedPosition||(this.transformedPosition=e.Vector3.Zero()),e.Vector3.TransformCoordinatesToRef(this.position,this.parent.getWorldMatrix(),this.transformedPosition),!0):!1},i.prototype.transferToEffect=function(t,i){return this.parent&&this.parent.getWorldMatrix?(this._transformedDirection||(this._transformedDirection=e.Vector3.Zero()),e.Vector3.TransformNormalToRef(this.direction,this.parent.getWorldMatrix(),this._transformedDirection),void t.setFloat4(i,this._transformedDirection.x,this._transformedDirection.y,this._transformedDirection.z,1)):void t.setFloat4(i,this.direction.x,this.direction.y,this.direction.z,1)},i.prototype._getWorldMatrix=function(){return this._worldMatrix||(this._worldMatrix=e.Matrix.Identity()),e.Matrix.TranslationToRef(this.position.x,this.position.y,this.position.z,this._worldMatrix),this._worldMatrix},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.type=1,e.position=this.position.asArray(),e.direction=this.direction.asArray(),e},i}(e.Light);e.DirectionalLight=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(i,r){var n=this;this._filter=t.FILTER_NONE,this.blurScale=2,this._blurBoxOffset=0,this._bias=5e-5,this._lightDirection=e.Vector3.Zero(),this.forceBackFacesOnly=!1,this._darkness=0,this._transparencyShadow=!1,this._viewMatrix=e.Matrix.Zero(),this._projectionMatrix=e.Matrix.Zero(),this._transformMatrix=e.Matrix.Zero(),this._worldViewProjection=e.Matrix.Zero(),this._currentFaceIndex=0,this._currentFaceIndexCache=0,this._light=r,this._scene=r.getScene(),this._mapSize=i,r._shadowGenerator=this,this._shadowMap=new e.RenderTargetTexture(r.name+"_shadowMap",i,this._scene,!1,!0,e.Engine.TEXTURETYPE_UNSIGNED_INT,r.needCube()),this._shadowMap.wrapU=e.Texture.CLAMP_ADDRESSMODE,this._shadowMap.wrapV=e.Texture.CLAMP_ADDRESSMODE,this._shadowMap.anisotropicFilteringLevel=1,this._shadowMap.updateSamplingMode(e.Texture.NEAREST_SAMPLINGMODE),this._shadowMap.renderParticles=!1,this._shadowMap.onBeforeRender=function(e){n._currentFaceIndex=e},this._shadowMap.onAfterUnbind=function(){n.useBlurVarianceShadowMap&&(n._shadowMap2||(n._shadowMap2=new e.RenderTargetTexture(r.name+"_shadowMap",i,n._scene,!1),n._shadowMap2.wrapU=e.Texture.CLAMP_ADDRESSMODE,n._shadowMap2.wrapV=e.Texture.CLAMP_ADDRESSMODE,n._shadowMap2.updateSamplingMode(e.Texture.TRILINEAR_SAMPLINGMODE),n._downSamplePostprocess=new e.PassPostProcess("downScale",1/n.blurScale,null,e.Texture.BILINEAR_SAMPLINGMODE,n._scene.getEngine()),n._downSamplePostprocess.onApply=function(e){e.setTexture("textureSampler",n._shadowMap)},n.blurBoxOffset=1),n._scene.postProcessManager.directRender([n._downSamplePostprocess,n._boxBlurPostprocess],n._shadowMap2.getInternalTexture()))};var s=function(t){var i=t.getRenderingMesh(),r=n._scene,s=r.getEngine();s.setState(t.getMaterial().backFaceCulling);var o=i._getInstancesRenderList(t._id);if(!o.mustReturn){var a=null!==s.getCaps().instancedArrays&&null!==o.visibleInstances[t._id];if(n.isReady(t,a)){s.enableEffect(n._effect),i._bind(t,n._effect,e.Material.TriangleFillMode);var h=t.getMaterial();if(n._effect.setMatrix("viewProjection",n.getTransformMatrix()),n._effect.setVector3("lightPosition",n.getLight().position),n.getLight().needCube()&&n._effect.setFloat2("depthValues",r.activeCamera.minZ,r.activeCamera.maxZ),h&&h.needAlphaTesting()){var c=h.getAlphaTestTexture();n._effect.setTexture("diffuseSampler",c),n._effect.setMatrix("diffuseMatrix",c.getTextureMatrix())}i.useBones&&i.computeBonesUsingShaders&&n._effect.setMatrices("mBones",i.skeleton.getTransformMatrices()),n.forceBackFacesOnly&&s.setState(!0,0,!1,!0),i._processRendering(t,n._effect,e.Material.TriangleFillMode,o,a,function(e,t){return n._effect.setMatrix("world",t)}),n.forceBackFacesOnly&&s.setState(!0,0,!1,!1)}else n._shadowMap.resetRefreshCounter()}};this._shadowMap.customRenderFunction=function(e,t,i){var r;for(r=0;r<e.length;r++)s(e.data[r]);for(r=0;r<t.length;r++)s(t.data[r]);if(n._transparencyShadow)for(r=0;r<i.length;r++)s(i.data[r])},this._shadowMap.onClear=function(t){n.useBlurVarianceShadowMap||n.useVarianceShadowMap?t.clear(new e.Color4(0,0,0,0),!0,!0):t.clear(new e.Color4(1,1,1,1),!0,!0)}}return Object.defineProperty(t,"FILTER_NONE",{get:function(){return t._FILTER_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FILTER_VARIANCESHADOWMAP",{get:function(){return t._FILTER_VARIANCESHADOWMAP},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FILTER_POISSONSAMPLING",{get:function(){return t._FILTER_POISSONSAMPLING},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FILTER_BLURVARIANCESHADOWMAP",{get:function(){return t._FILTER_BLURVARIANCESHADOWMAP},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"bias",{get:function(){return this._bias},set:function(e){this._bias=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"blurBoxOffset",{get:function(){return this._blurBoxOffset},set:function(t){var i=this;this._blurBoxOffset!==t&&(this._blurBoxOffset=t,this._boxBlurPostprocess&&this._boxBlurPostprocess.dispose(),this._boxBlurPostprocess=new e.PostProcess("DepthBoxBlur","depthBoxBlur",["screenSize","boxOffset"],[],1/this.blurScale,null,e.Texture.BILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1,"#define OFFSET "+t),this._boxBlurPostprocess.onApply=function(e){e.setFloat2("screenSize",i._mapSize/i.blurScale,i._mapSize/i.blurScale)})},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"filter",{get:function(){return this._filter},set:function(t){this._filter!==t&&(this._filter=t,this.useVarianceShadowMap||this.useBlurVarianceShadowMap||this.usePoissonSampling?(this._shadowMap.anisotropicFilteringLevel=16,this._shadowMap.updateSamplingMode(e.Texture.BILINEAR_SAMPLINGMODE)):(this._shadowMap.anisotropicFilteringLevel=1,this._shadowMap.updateSamplingMode(e.Texture.NEAREST_SAMPLINGMODE)))},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"useVarianceShadowMap",{get:function(){return this.filter===t.FILTER_VARIANCESHADOWMAP&&this._light.supportsVSM()},set:function(e){this.filter=e?t.FILTER_VARIANCESHADOWMAP:t.FILTER_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"usePoissonSampling",{get:function(){return this.filter===t.FILTER_POISSONSAMPLING||!this._light.supportsVSM()&&(this.filter===t.FILTER_VARIANCESHADOWMAP||this.filter===t.FILTER_BLURVARIANCESHADOWMAP)},set:function(e){this.filter=e?t.FILTER_POISSONSAMPLING:t.FILTER_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"useBlurVarianceShadowMap",{get:function(){return this.filter===t.FILTER_BLURVARIANCESHADOWMAP&&this._light.supportsVSM()},set:function(e){this.filter=e?t.FILTER_BLURVARIANCESHADOWMAP:t.FILTER_NONE},enumerable:!0,configurable:!0}),t.prototype.isReady=function(t,i){var r=[];(this.useVarianceShadowMap||this.useBlurVarianceShadowMap)&&r.push("#define VSM"),this.getLight().needCube()&&r.push("#define CUBEMAP");var n=[e.VertexBuffer.PositionKind],s=t.getMesh(),o=t.getMaterial();o&&o.needAlphaTesting()&&(r.push("#define ALPHATEST"),s.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(n.push(e.VertexBuffer.UVKind),r.push("#define UV1")),s.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(n.push(e.VertexBuffer.UV2Kind),r.push("#define UV2"))),s.useBones&&s.computeBonesUsingShaders?(n.push(e.VertexBuffer.MatricesIndicesKind),n.push(e.VertexBuffer.MatricesWeightsKind),s.numBoneInfluencers>4&&(n.push(e.VertexBuffer.MatricesIndicesExtraKind),n.push(e.VertexBuffer.MatricesWeightsExtraKind)),r.push("#define NUM_BONE_INFLUENCERS "+s.numBoneInfluencers),r.push("#define BonesPerMesh "+(s.skeleton.bones.length+1))):r.push("#define NUM_BONE_INFLUENCERS 0"),i&&(r.push("#define INSTANCES"),n.push("world0"),n.push("world1"),n.push("world2"),n.push("world3"));var a=r.join("\n");return this._cachedDefines!==a&&(this._cachedDefines=a,this._effect=this._scene.getEngine().createEffect("shadowMap",n,["world","mBones","viewProjection","diffuseMatrix","lightPosition","depthValues"],["diffuseSampler"],a)),this._effect.isReady()},t.prototype.getShadowMap=function(){return this._shadowMap},t.prototype.getShadowMapForRendering=function(){return this._shadowMap2?this._shadowMap2:this._shadowMap},t.prototype.getLight=function(){return this._light},t.prototype.getTransformMatrix=function(){var t=this._scene;if(this._currentRenderID===t.getRenderId()&&this._currentFaceIndexCache===this._currentFaceIndex)return this._transformMatrix;this._currentRenderID=t.getRenderId(),this._currentFaceIndexCache=this._currentFaceIndex;var i=this._light.position;return e.Vector3.NormalizeToRef(this._light.getShadowDirection(this._currentFaceIndex),this._lightDirection),1===Math.abs(e.Vector3.Dot(this._lightDirection,e.Vector3.Up()))&&(this._lightDirection.z=1e-13),this._light.computeTransformedPosition()&&(i=this._light.transformedPosition),!this._light.needRefreshPerFrame()&&this._cachedPosition&&this._cachedDirection&&i.equals(this._cachedPosition)&&this._lightDirection.equals(this._cachedDirection)||(this._cachedPosition=i.clone(),this._cachedDirection=this._lightDirection.clone(),e.Matrix.LookAtLHToRef(i,i.add(this._lightDirection),e.Vector3.Up(),this._viewMatrix),this._light.setShadowProjectionMatrix(this._projectionMatrix,this._viewMatrix,this.getShadowMap().renderList),this._viewMatrix.multiplyToRef(this._projectionMatrix,this._transformMatrix)),this._transformMatrix},t.prototype.getDarkness=function(){return this._darkness},t.prototype.setDarkness=function(e){e>=1?this._darkness=1:0>=e?this._darkness=0:this._darkness=e},t.prototype.setTransparencyShadow=function(e){this._transparencyShadow=e},t.prototype._packHalf=function(t){var i=255*t,r=i-Math.floor(i);return new e.Vector2(t-r/255,r)},t.prototype.dispose=function(){this._shadowMap.dispose(),this._shadowMap2&&this._shadowMap2.dispose(),this._downSamplePostprocess&&this._downSamplePostprocess.dispose(),this._boxBlurPostprocess&&this._boxBlurPostprocess.dispose()},t.prototype.serialize=function(){var e={};e.lightId=this._light.id,e.mapSize=this.getShadowMap().getRenderSize(),e.useVarianceShadowMap=this.useVarianceShadowMap,e.usePoissonSampling=this.usePoissonSampling,e.forceBackFacesOnly=this.forceBackFacesOnly,e.renderList=[];for(var t=0;t<this.getShadowMap().renderList.length;t++){var i=this.getShadowMap().renderList[t];e.renderList.push(i.id)}return e},t.Parse=function(e,i){for(var r=i.getLightByID(e.lightId),n=new t(e.mapSize,r),s=0;s<e.renderList.length;s++){var o=i.getMeshByID(e.renderList[s]);n.getShadowMap().renderList.push(o)}return e.usePoissonSampling?n.usePoissonSampling=!0:e.useVarianceShadowMap?n.useVarianceShadowMap=!0:e.useBlurVarianceShadowMap&&(n.useBlurVarianceShadowMap=!0,e.blurScale&&(n.blurScale=e.blurScale),e.blurBoxOffset&&(n.blurBoxOffset=e.blurBoxOffset)),void 0!==e.bias&&(n.bias=e.bias),n.forceBackFacesOnly=e.forceBackFacesOnly,n},t._FILTER_NONE=0,t._FILTER_VARIANCESHADOWMAP=1,t._FILTER_POISSONSAMPLING=2,t._FILTER_BLURVARIANCESHADOWMAP=3,t}();e.ShadowGenerator=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e,t,i,r){return e.x>i.x+r?!1:i.x-r>t.x?!1:e.y>i.y+r?!1:i.y-r>t.y?!1:e.z>i.z+r?!1:i.z-r>t.z?!1:!0},i=function(e,t,i,r){var n=t*t-4*e*i,s={root:0,found:!1};if(0>n)return s;var o=Math.sqrt(n),a=(-t-o)/(2*e),h=(-t+o)/(2*e);if(a>h){var c=h;h=a,a=c}return a>0&&r>a?(s.root=a,s.found=!0,s):h>0&&r>h?(s.root=h,s.found=!0,s):s},r=function(){function r(){this.radius=new e.Vector3(1,1,1),this.retry=0,this.basePointWorld=e.Vector3.Zero(),this.velocityWorld=e.Vector3.Zero(),this.normalizedVelocity=e.Vector3.Zero(),this._collisionPoint=e.Vector3.Zero(),this._planeIntersectionPoint=e.Vector3.Zero(),this._tempVector=e.Vector3.Zero(),this._tempVector2=e.Vector3.Zero(),this._tempVector3=e.Vector3.Zero(),this._tempVector4=e.Vector3.Zero(),this._edge=e.Vector3.Zero(),this._baseToVertex=e.Vector3.Zero(),this._destinationPoint=e.Vector3.Zero(),this._slidePlaneNormal=e.Vector3.Zero(),this._displacementVector=e.Vector3.Zero()}return r.prototype._initialize=function(t,i,r){this.velocity=i,e.Vector3.NormalizeToRef(i,this.normalizedVelocity),this.basePoint=t,t.multiplyToRef(this.radius,this.basePointWorld),i.multiplyToRef(this.radius,this.velocityWorld),this.velocityWorldLength=this.velocityWorld.length(),this.epsilon=r,this.collisionFound=!1},r.prototype._checkPointInTriangle=function(t,i,r,n,s){i.subtractToRef(t,this._tempVector),r.subtractToRef(t,this._tempVector2),e.Vector3.CrossToRef(this._tempVector,this._tempVector2,this._tempVector4);var o=e.Vector3.Dot(this._tempVector4,s);return 0>o?!1:(n.subtractToRef(t,this._tempVector3),e.Vector3.CrossToRef(this._tempVector2,this._tempVector3,this._tempVector4),o=e.Vector3.Dot(this._tempVector4,s),0>o?!1:(e.Vector3.CrossToRef(this._tempVector3,this._tempVector,this._tempVector4),o=e.Vector3.Dot(this._tempVector4,s),o>=0))},r.prototype._canDoCollision=function(i,r,n,s){var o=e.Vector3.Distance(this.basePointWorld,i),a=Math.max(this.radius.x,this.radius.y,this.radius.z);return o>this.velocityWorldLength+a+r?!1:t(n,s,this.basePointWorld,this.velocityWorldLength+a)?!0:!1},r.prototype._testTriangle=function(t,r,n,s,o,a){var h,c=!1;r||(r=[]),r[t]||(r[t]=new e.Plane(0,0,0,0),r[t].copyFromPoints(n,s,o));var l=r[t];if(a||l.isFrontFacingTo(this.normalizedVelocity,0)){var u=l.signedDistanceTo(this.basePoint),d=e.Vector3.Dot(l.normal,this.velocity);if(0==d){if(Math.abs(u)>=1)return;c=!0,h=0}else{h=(-1-u)/d;var f=(1-u)/d;if(h>f){var p=f;f=h,h=p}if(h>1||0>f)return;0>h&&(h=0),h>1&&(h=1)}this._collisionPoint.copyFromFloats(0,0,0);var m=!1,_=1;if(c||(this.basePoint.subtractToRef(l.normal,this._planeIntersectionPoint),this.velocity.scaleToRef(h,this._tempVector),this._planeIntersectionPoint.addInPlace(this._tempVector),this._checkPointInTriangle(this._planeIntersectionPoint,n,s,o,l.normal)&&(m=!0,_=h,this._collisionPoint.copyFrom(this._planeIntersectionPoint))),!m){var g=this.velocity.lengthSquared(),v=g;this.basePoint.subtractToRef(n,this._tempVector);var y=2*e.Vector3.Dot(this.velocity,this._tempVector),x=this._tempVector.lengthSquared()-1,E=i(v,y,x,_);E.found&&(_=E.root,m=!0,this._collisionPoint.copyFrom(n)),this.basePoint.subtractToRef(s,this._tempVector),y=2*e.Vector3.Dot(this.velocity,this._tempVector),x=this._tempVector.lengthSquared()-1,E=i(v,y,x,_),E.found&&(_=E.root,m=!0,this._collisionPoint.copyFrom(s)),this.basePoint.subtractToRef(o,this._tempVector),y=2*e.Vector3.Dot(this.velocity,this._tempVector),x=this._tempVector.lengthSquared()-1,E=i(v,y,x,_),E.found&&(_=E.root,m=!0,this._collisionPoint.copyFrom(o)),s.subtractToRef(n,this._edge),n.subtractToRef(this.basePoint,this._baseToVertex);var T=this._edge.lengthSquared(),M=e.Vector3.Dot(this._edge,this.velocity),A=e.Vector3.Dot(this._edge,this._baseToVertex);if(v=T*-g+M*M,y=T*(2*e.Vector3.Dot(this.velocity,this._baseToVertex))-2*M*A,x=T*(1-this._baseToVertex.lengthSquared())+A*A,E=i(v,y,x,_),E.found){var b=(M*E.root-A)/T;b>=0&&1>=b&&(_=E.root,m=!0,this._edge.scaleInPlace(b),n.addToRef(this._edge,this._collisionPoint))}o.subtractToRef(s,this._edge),s.subtractToRef(this.basePoint,this._baseToVertex),T=this._edge.lengthSquared(),M=e.Vector3.Dot(this._edge,this.velocity),A=e.Vector3.Dot(this._edge,this._baseToVertex),v=T*-g+M*M,y=T*(2*e.Vector3.Dot(this.velocity,this._baseToVertex))-2*M*A,x=T*(1-this._baseToVertex.lengthSquared())+A*A,E=i(v,y,x,_),E.found&&(b=(M*E.root-A)/T,b>=0&&1>=b&&(_=E.root,m=!0,this._edge.scaleInPlace(b),s.addToRef(this._edge,this._collisionPoint))),n.subtractToRef(o,this._edge),o.subtractToRef(this.basePoint,this._baseToVertex),T=this._edge.lengthSquared(),M=e.Vector3.Dot(this._edge,this.velocity),A=e.Vector3.Dot(this._edge,this._baseToVertex),v=T*-g+M*M,y=T*(2*e.Vector3.Dot(this.velocity,this._baseToVertex))-2*M*A,x=T*(1-this._baseToVertex.lengthSquared())+A*A,E=i(v,y,x,_),E.found&&(b=(M*E.root-A)/T,b>=0&&1>=b&&(_=E.root,m=!0,this._edge.scaleInPlace(b),o.addToRef(this._edge,this._collisionPoint)))}if(m){var P=_*this.velocity.length();(!this.collisionFound||P<this.nearestDistance)&&(this.intersectionPoint?this.intersectionPoint.copyFrom(this._collisionPoint):this.intersectionPoint=this._collisionPoint.clone(),this.nearestDistance=P,this.collisionFound=!0)}}},r.prototype._collide=function(e,t,i,r,n,s,o){for(var a=r;n>a;a+=3){var h=t[i[a]-s],c=t[i[a+1]-s],l=t[i[a+2]-s];this._testTriangle(a,e,l,c,h,o)}},r.prototype._getResponse=function(t,i){t.addToRef(i,this._destinationPoint),i.scaleInPlace(this.nearestDistance/i.length()),this.basePoint.addToRef(i,t),t.subtractToRef(this.intersectionPoint,this._slidePlaneNormal),this._slidePlaneNormal.normalize(),this._slidePlaneNormal.scaleToRef(this.epsilon,this._displacementVector),t.addInPlace(this._displacementVector),this.intersectionPoint.addInPlace(this._displacementVector),this._slidePlaneNormal.scaleInPlace(e.Plane.SignedDistanceToPlaneFromPositionAndNormal(this.intersectionPoint,this._slidePlaneNormal,this._destinationPoint)),this._destinationPoint.subtractInPlace(this._slidePlaneNormal),this._destinationPoint.subtractToRef(this.intersectionPoint,i)},r}();e.Collider=r}(BABYLON||(BABYLON={}));var BABYLON;!function(e){e.CollisionWorker="",function(e){e[e.INIT=0]="INIT",e[e.UPDATE=1]="UPDATE",e[e.COLLIDE=2]="COLLIDE"}(e.WorkerTaskType||(e.WorkerTaskType={}));var t=e.WorkerTaskType;!function(e){e[e.SUCCESS=0]="SUCCESS",e[e.UNKNOWN_ERROR=1]="UNKNOWN_ERROR"}(e.WorkerReplyType||(e.WorkerReplyType={}));var i=e.WorkerReplyType,r=function(){function r(){var n=this;this._scaledPosition=e.Vector3.Zero(),this._scaledVelocity=e.Vector3.Zero(),this.onMeshUpdated=function(e){n._addUpdateMeshesList[e.uniqueId]=r.SerializeMesh(e)},this.onGeometryUpdated=function(e){n._addUpdateGeometriesList[e.id]=r.SerializeGeometry(e)},this._afterRender=function(){if(n._init&&!(0==n._toRemoveGeometryArray.length&&0==n._toRemoveMeshesArray.length&&0==Object.keys(n._addUpdateGeometriesList).length&&0==Object.keys(n._addUpdateMeshesList).length||n._runningUpdated>4)){++n._runningUpdated;var e={updatedMeshes:n._addUpdateMeshesList,updatedGeometries:n._addUpdateGeometriesList,removedGeometries:n._toRemoveGeometryArray,removedMeshes:n._toRemoveMeshesArray},i={payload:e,taskType:t.UPDATE},r=[];for(var s in e.updatedGeometries)e.updatedGeometries.hasOwnProperty(s)&&(r.push(i.payload.updatedGeometries[s].indices.buffer),r.push(i.payload.updatedGeometries[s].normals.buffer),r.push(i.payload.updatedGeometries[s].positions.buffer));n._worker.postMessage(i,r),n._addUpdateMeshesList={},n._addUpdateGeometriesList={},n._toRemoveGeometryArray=[],n._toRemoveMeshesArray=[]}},this._onMessageFromWorker=function(r){var s=r.data;if(s.error!=i.SUCCESS)return void e.Tools.Warn("error returned from worker!");switch(s.taskType){case t.INIT:n._init=!0,n._scene.meshes.forEach(function(e){n.onMeshAdded(e)}),n._scene.getGeometries().forEach(function(e){n.onGeometryAdded(e)});break;case t.UPDATE:n._runningUpdated--;break;case t.COLLIDE:n._runningCollisionTask=!1;var o=s.payload;if(!n._collisionsCallbackArray[o.collisionId])return;n._collisionsCallbackArray[o.collisionId](o.collisionId,e.Vector3.FromArray(o.newPosition),n._scene.getMeshByUniqueID(o.collidedMeshUniqueId)),n._collisionsCallbackArray[o.collisionId]=void 0}},this._collisionsCallbackArray=[],this._init=!1,this._runningUpdated=0,this._runningCollisionTask=!1,this._addUpdateMeshesList={},this._addUpdateGeometriesList={},this._toRemoveGeometryArray=[],this._toRemoveMeshesArray=[]}return r.prototype.getNewPosition=function(e,i,r,n,s,o,a){if(this._init&&!this._collisionsCallbackArray[a]&&!this._collisionsCallbackArray[a+1e5]){e.divideToRef(r.radius,this._scaledPosition),i.divideToRef(r.radius,this._scaledVelocity),this._collisionsCallbackArray[a]=o;var h={collider:{position:this._scaledPosition.asArray(),velocity:this._scaledVelocity.asArray(),radius:r.radius.asArray()},collisionId:a,excludedMeshUniqueId:s?s.uniqueId:null,maximumRetry:n},c={payload:h,taskType:t.COLLIDE};this._worker.postMessage(c)}},r.prototype.init=function(i){this._scene=i,this._scene.registerAfterRender(this._afterRender);var r=e.WorkerIncluded?e.Engine.CodeRepository+"Collisions/babylon.collisionWorker.js":URL.createObjectURL(new Blob([e.CollisionWorker],{type:"application/javascript"}));this._worker=new Worker(r),this._worker.onmessage=this._onMessageFromWorker;var n={
payload:{},taskType:t.INIT};this._worker.postMessage(n)},r.prototype.destroy=function(){this._scene.unregisterAfterRender(this._afterRender),this._worker.terminate()},r.prototype.onMeshAdded=function(e){e.registerAfterWorldMatrixUpdate(this.onMeshUpdated),this.onMeshUpdated(e)},r.prototype.onMeshRemoved=function(e){this._toRemoveMeshesArray.push(e.uniqueId)},r.prototype.onGeometryAdded=function(e){e.onGeometryUpdated=this.onGeometryUpdated,this.onGeometryUpdated(e)},r.prototype.onGeometryDeleted=function(e){this._toRemoveGeometryArray.push(e.id)},r.SerializeMesh=function(t){var i=[];t.subMeshes&&(i=t.subMeshes.map(function(e,t){return{position:t,verticesStart:e.verticesStart,verticesCount:e.verticesCount,indexStart:e.indexStart,indexCount:e.indexCount,hasMaterial:!!e.getMaterial(),sphereCenter:e.getBoundingInfo().boundingSphere.centerWorld.asArray(),sphereRadius:e.getBoundingInfo().boundingSphere.radiusWorld,boxMinimum:e.getBoundingInfo().boundingBox.minimumWorld.asArray(),boxMaximum:e.getBoundingInfo().boundingBox.maximumWorld.asArray()}}));var r=null;return t instanceof e.Mesh?r=t.geometry?t.geometry.id:null:t instanceof e.InstancedMesh&&(r=t.sourceMesh&&t.sourceMesh.geometry?t.sourceMesh.geometry.id:null),{uniqueId:t.uniqueId,id:t.id,name:t.name,geometryId:r,sphereCenter:t.getBoundingInfo().boundingSphere.centerWorld.asArray(),sphereRadius:t.getBoundingInfo().boundingSphere.radiusWorld,boxMinimum:t.getBoundingInfo().boundingBox.minimumWorld.asArray(),boxMaximum:t.getBoundingInfo().boundingBox.maximumWorld.asArray(),worldMatrixFromCache:t.worldMatrixFromCache.asArray(),subMeshes:i,checkCollisions:t.checkCollisions}},r.SerializeGeometry=function(t){return{id:t.id,positions:new Float32Array(t.getVerticesData(e.VertexBuffer.PositionKind)||[]),normals:new Float32Array(t.getVerticesData(e.VertexBuffer.NormalKind)||[]),indices:new Int32Array(t.getIndices()||[])}},r}();e.CollisionCoordinatorWorker=r;var n=function(){function t(){this._scaledPosition=e.Vector3.Zero(),this._scaledVelocity=e.Vector3.Zero(),this._finalPosition=e.Vector3.Zero()}return t.prototype.getNewPosition=function(e,t,i,r,n,s,o){e.divideToRef(i.radius,this._scaledPosition),t.divideToRef(i.radius,this._scaledVelocity),i.collidedMesh=null,i.retry=0,i.initialVelocity=this._scaledVelocity,i.initialPosition=this._scaledPosition,this._collideWithWorld(this._scaledPosition,this._scaledVelocity,i,r,this._finalPosition,n),this._finalPosition.multiplyInPlace(i.radius),s(o,this._finalPosition,i.collidedMesh)},t.prototype.init=function(e){this._scene=e},t.prototype.destroy=function(){},t.prototype.onMeshAdded=function(e){},t.prototype.onMeshUpdated=function(e){},t.prototype.onMeshRemoved=function(e){},t.prototype.onGeometryAdded=function(e){},t.prototype.onGeometryUpdated=function(e){},t.prototype.onGeometryDeleted=function(e){},t.prototype._collideWithWorld=function(t,i,r,n,s,o){void 0===o&&(o=null);var a=10*e.Engine.CollisionsEpsilon;if(r.retry>=n)return void s.copyFrom(t);r._initialize(t,i,a);for(var h=0;h<this._scene.meshes.length;h++){var c=this._scene.meshes[h];c.isEnabled()&&c.checkCollisions&&c.subMeshes&&c!==o&&c._checkCollision(r)}return r.collisionFound?((0!==i.x||0!==i.y||0!==i.z)&&r._getResponse(t,i),i.length()<=a?void s.copyFrom(t):(r.retry++,void this._collideWithWorld(t,i,r,n,s,o))):void t.addToRef(i,s)},t}();e.CollisionCoordinatorLegacy=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this.compensateDistortion=!0}return Object.defineProperty(t.prototype,"aspectRatio",{get:function(){return this.hResolution/(2*this.vResolution)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"aspectRatioFov",{get:function(){return 2*Math.atan(this.postProcessScaleFactor*this.vScreenSize/(2*this.eyeToScreenDistance))},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"leftHMatrix",{get:function(){var t=this.hScreenSize/4-this.lensSeparationDistance/2,i=4*t/this.hScreenSize;return e.Matrix.Translation(i,0,0)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"rightHMatrix",{get:function(){var t=this.hScreenSize/4-this.lensSeparationDistance/2,i=4*t/this.hScreenSize;return e.Matrix.Translation(-i,0,0)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"leftPreViewMatrix",{get:function(){return e.Matrix.Translation(.5*this.interpupillaryDistance,0,0)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"rightPreViewMatrix",{get:function(){return e.Matrix.Translation(-.5*this.interpupillaryDistance,0,0)},enumerable:!0,configurable:!0}),t.GetDefault=function(){var e=new t;return e.hResolution=1280,e.vResolution=800,e.hScreenSize=.149759993,e.vScreenSize=.0935999975,e.vScreenCenter=.0467999987,e.eyeToScreenDistance=.0410000011,e.lensSeparationDistance=.063500002,e.interpupillaryDistance=.064000003,e.distortionK=[1,.219999999,.239999995,0],e.chromaAbCorrection=[.995999992,-.00400000019,1.01400006,0],e.postProcessScaleFactor=1.714605507808412,e.lensCenterOffset=.151976421,e},t}();e.VRCameraMetrics=t;var i=function(i){function r(t,n,s){i.call(this,t,s),this.position=n,this.upVector=e.Vector3.Up(),this.orthoLeft=null,this.orthoRight=null,this.orthoBottom=null,this.orthoTop=null,this.fov=.8,this.minZ=1,this.maxZ=1e4,this.inertia=.9,this.mode=r.PERSPECTIVE_CAMERA,this.isIntermediate=!1,this.viewport=new e.Viewport(0,0,1,1),this.layerMask=268435455,this.fovMode=r.FOVMODE_VERTICAL_FIXED,this.cameraRigMode=r.RIG_MODE_NONE,this._rigCameras=new Array,this._computedViewMatrix=e.Matrix.Identity(),this._projectionMatrix=new e.Matrix,this._postProcesses=new Array,this._postProcessesTakenIndices=[],this._activeMeshes=new e.SmartArray(256),this._globalPosition=e.Vector3.Zero(),s.addCamera(this),s.activeCamera||(s.activeCamera=this)}return __extends(r,i),Object.defineProperty(r,"PERSPECTIVE_CAMERA",{get:function(){return r._PERSPECTIVE_CAMERA},enumerable:!0,configurable:!0}),Object.defineProperty(r,"ORTHOGRAPHIC_CAMERA",{get:function(){return r._ORTHOGRAPHIC_CAMERA},enumerable:!0,configurable:!0}),Object.defineProperty(r,"FOVMODE_VERTICAL_FIXED",{get:function(){return r._FOVMODE_VERTICAL_FIXED},enumerable:!0,configurable:!0}),Object.defineProperty(r,"FOVMODE_HORIZONTAL_FIXED",{get:function(){return r._FOVMODE_HORIZONTAL_FIXED},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_NONE",{get:function(){return r._RIG_MODE_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_STEREOSCOPIC_ANAGLYPH",{get:function(){return r._RIG_MODE_STEREOSCOPIC_ANAGLYPH},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL",{get:function(){return r._RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED",{get:function(){return r._RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_STEREOSCOPIC_OVERUNDER",{get:function(){return r._RIG_MODE_STEREOSCOPIC_OVERUNDER},enumerable:!0,configurable:!0}),Object.defineProperty(r,"RIG_MODE_VR",{get:function(){return r._RIG_MODE_VR},enumerable:!0,configurable:!0}),Object.defineProperty(r.prototype,"globalPosition",{get:function(){return this._globalPosition},enumerable:!0,configurable:!0}),r.prototype.getActiveMeshes=function(){return this._activeMeshes},r.prototype.isActiveMesh=function(e){return-1!==this._activeMeshes.indexOf(e)},r.prototype._initCache=function(){i.prototype._initCache.call(this),this._cache.position=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),this._cache.upVector=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),this._cache.mode=void 0,this._cache.minZ=void 0,this._cache.maxZ=void 0,this._cache.fov=void 0,this._cache.aspectRatio=void 0,this._cache.orthoLeft=void 0,this._cache.orthoRight=void 0,this._cache.orthoBottom=void 0,this._cache.orthoTop=void 0,this._cache.renderWidth=void 0,this._cache.renderHeight=void 0},r.prototype._updateCache=function(e){e||i.prototype._updateCache.call(this);var t=this.getEngine();this._cache.position.copyFrom(this.position),this._cache.upVector.copyFrom(this.upVector),this._cache.mode=this.mode,this._cache.minZ=this.minZ,this._cache.maxZ=this.maxZ,this._cache.fov=this.fov,this._cache.aspectRatio=t.getAspectRatio(this),this._cache.orthoLeft=this.orthoLeft,this._cache.orthoRight=this.orthoRight,this._cache.orthoBottom=this.orthoBottom,this._cache.orthoTop=this.orthoTop,this._cache.renderWidth=t.getRenderWidth(),this._cache.renderHeight=t.getRenderHeight()},r.prototype._updateFromScene=function(){this.updateCache(),this._update()},r.prototype._isSynchronized=function(){return this._isSynchronizedViewMatrix()&&this._isSynchronizedProjectionMatrix()},r.prototype._isSynchronizedViewMatrix=function(){return i.prototype._isSynchronized.call(this)?this._cache.position.equals(this.position)&&this._cache.upVector.equals(this.upVector)&&this.isSynchronizedWithParent():!1},r.prototype._isSynchronizedProjectionMatrix=function(){var e=this._cache.mode===this.mode&&this._cache.minZ===this.minZ&&this._cache.maxZ===this.maxZ;if(!e)return!1;var t=this.getEngine();return e=this.mode===r.PERSPECTIVE_CAMERA?this._cache.fov===this.fov&&this._cache.aspectRatio===t.getAspectRatio(this):this._cache.orthoLeft===this.orthoLeft&&this._cache.orthoRight===this.orthoRight&&this._cache.orthoBottom===this.orthoBottom&&this._cache.orthoTop===this.orthoTop&&this._cache.renderWidth===t.getRenderWidth()&&this._cache.renderHeight===t.getRenderHeight()},r.prototype.attachControl=function(e){},r.prototype.detachControl=function(e){},r.prototype._update=function(){this.cameraRigMode!==r.RIG_MODE_NONE&&this._updateRigCameras(),this._checkInputs()},r.prototype._checkInputs=function(){},r.prototype.attachPostProcess=function(t,i){if(void 0===i&&(i=null),!t.isReusable()&&this._postProcesses.indexOf(t)>-1)return e.Tools.Error("You're trying to reuse a post process not defined as reusable."),0;if(null==i||0>i)return this._postProcesses.push(t),this._postProcessesTakenIndices.push(this._postProcesses.length-1),this._postProcesses.length-1;var r,n,s=0;if(this._postProcesses[i]){for(n=this._postProcesses.length-1,r=n;r>=i+1;--r)this._postProcesses[r+1]=this._postProcesses[r];s=1}for(r=0;r<this._postProcessesTakenIndices.length;++r)if(!(this._postProcessesTakenIndices[r]<i)){n=this._postProcessesTakenIndices.length-1;for(var o=n;o>=r;--o)this._postProcessesTakenIndices[o+1]=this._postProcessesTakenIndices[o]+s;this._postProcessesTakenIndices[r]=i;break}s||-1!==this._postProcessesTakenIndices.indexOf(i)||this._postProcessesTakenIndices.push(i);var a=i+s;return this._postProcesses[a]=t,a},r.prototype.detachPostProcess=function(e,t){void 0===t&&(t=null);var i,r,n=[];if(t)for(t=t instanceof Array?t:[t],i=0;i<t.length;i++){var s=this._postProcesses[t[i]];s===e?(delete this._postProcesses[t[i]],r=this._postProcessesTakenIndices.indexOf(t[i]),this._postProcessesTakenIndices.splice(r,1)):n.push(i)}else{var o=this._postProcesses.length;for(i=0;o>i;i++)this._postProcesses[i]===e&&(delete this._postProcesses[i],r=this._postProcessesTakenIndices.indexOf(i),this._postProcessesTakenIndices.splice(r,1))}return n},r.prototype.getWorldMatrix=function(){this._worldMatrix||(this._worldMatrix=e.Matrix.Identity());var t=this.getViewMatrix();return t.invertToRef(this._worldMatrix),this._worldMatrix},r.prototype._getViewMatrix=function(){return e.Matrix.Identity()},r.prototype.getViewMatrix=function(t){return this._computedViewMatrix=this._computeViewMatrix(t),!t&&this._isSynchronizedViewMatrix()?this._computedViewMatrix:(this.parent&&this.parent.getWorldMatrix?(this._worldMatrix||(this._worldMatrix=e.Matrix.Identity()),this._computedViewMatrix.invertToRef(this._worldMatrix),this._worldMatrix.multiplyToRef(this.parent.getWorldMatrix(),this._computedViewMatrix),this._globalPosition.copyFromFloats(this._computedViewMatrix.m[12],this._computedViewMatrix.m[13],this._computedViewMatrix.m[14]),this._computedViewMatrix.invert(),this._markSyncedWithParent()):this._globalPosition.copyFrom(this.position),this._currentRenderId=this.getScene().getRenderId(),this._computedViewMatrix)},r.prototype._computeViewMatrix=function(e){return!e&&this._isSynchronizedViewMatrix()?this._computedViewMatrix:(this._computedViewMatrix=this._getViewMatrix(),this._currentRenderId=this.getScene().getRenderId(),this._computedViewMatrix)},r.prototype.getProjectionMatrix=function(t){if(!t&&this._isSynchronizedProjectionMatrix())return this._projectionMatrix;var i=this.getEngine();if(this.mode===r.PERSPECTIVE_CAMERA)return this.minZ<=0&&(this.minZ=.1),e.Matrix.PerspectiveFovLHToRef(this.fov,i.getAspectRatio(this),this.minZ,this.maxZ,this._projectionMatrix,this.fovMode),this._projectionMatrix;var n=i.getRenderWidth()/2,s=i.getRenderHeight()/2;return e.Matrix.OrthoOffCenterLHToRef(this.orthoLeft||-n,this.orthoRight||n,this.orthoBottom||-s,this.orthoTop||s,this.minZ,this.maxZ,this._projectionMatrix),this._projectionMatrix},r.prototype.dispose=function(){for(this.getScene().stopAnimation(this),this.getScene().removeCamera(this);this._rigCameras.length>0;)this._rigCameras.pop().dispose();for(var e=0;e<this._postProcessesTakenIndices.length;++e)this._postProcesses[this._postProcessesTakenIndices[e]].dispose(this)},r.prototype.setCameraRigMode=function(i,n){for(;this._rigCameras.length>0;)this._rigCameras.pop().dispose();switch(this.cameraRigMode=i,this._cameraRigParams={},this.cameraRigMode){case r.RIG_MODE_STEREOSCOPIC_ANAGLYPH:case r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:case r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED:case r.RIG_MODE_STEREOSCOPIC_OVERUNDER:this._cameraRigParams.interaxialDistance=n.interaxialDistance||.0637,this._cameraRigParams.stereoHalfAngle=e.Tools.ToRadians(this._cameraRigParams.interaxialDistance/.0637),this._rigCameras.push(this.createRigCamera(this.name+"_L",0)),this._rigCameras.push(this.createRigCamera(this.name+"_R",1))}var s=new Array;switch(this.cameraRigMode){case r.RIG_MODE_STEREOSCOPIC_ANAGLYPH:s.push(new e.PassPostProcess(this.name+"_passthru",1,this._rigCameras[0])),this._rigCameras[0].isIntermediate=!0,s.push(new e.AnaglyphPostProcess(this.name+"_anaglyph",1,this._rigCameras[1])),s[1].onApply=function(e){e.setTextureFromPostProcess("leftSampler",s[0])};break;case r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:case r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED:case r.RIG_MODE_STEREOSCOPIC_OVERUNDER:var o=this.cameraRigMode===r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL||this.cameraRigMode===r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED,a=this.cameraRigMode===r.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED?1:0,h=1-a;s.push(new e.PassPostProcess(this.name+"_passthru",1,this._rigCameras[a])),this._rigCameras[a].isIntermediate=!0,s.push(new e.StereoscopicInterlacePostProcess(this.name+"_stereoInterlace",this._rigCameras[h],s[0],o));break;case r.RIG_MODE_VR:this._rigCameras.push(this.createRigCamera(this.name+"_L",0)),this._rigCameras.push(this.createRigCamera(this.name+"_R",1));var c=n.vrCameraMetrics||t.GetDefault();this._rigCameras[0]._cameraRigParams.vrMetrics=c,this._rigCameras[0].viewport=new e.Viewport(0,0,.5,1),this._rigCameras[0]._cameraRigParams.vrWorkMatrix=new e.Matrix,this._rigCameras[0]._cameraRigParams.vrHMatrix=c.leftHMatrix,this._rigCameras[0]._cameraRigParams.vrPreViewMatrix=c.leftPreViewMatrix,this._rigCameras[0].getProjectionMatrix=this._rigCameras[0]._getVRProjectionMatrix,c.compensateDistortion&&s.push(new e.VRDistortionCorrectionPostProcess("VR_Distort_Compensation_Left",this._rigCameras[0],!1,c)),this._rigCameras[1]._cameraRigParams.vrMetrics=this._rigCameras[0]._cameraRigParams.vrMetrics,this._rigCameras[1].viewport=new e.Viewport(.5,0,.5,1),this._rigCameras[1]._cameraRigParams.vrWorkMatrix=new e.Matrix,this._rigCameras[1]._cameraRigParams.vrHMatrix=c.rightHMatrix,this._rigCameras[1]._cameraRigParams.vrPreViewMatrix=c.rightPreViewMatrix,this._rigCameras[1].getProjectionMatrix=this._rigCameras[1]._getVRProjectionMatrix,c.compensateDistortion&&s.push(new e.VRDistortionCorrectionPostProcess("VR_Distort_Compensation_Right",this._rigCameras[1],!0,c))}this._update()},r.prototype._getVRProjectionMatrix=function(){return e.Matrix.PerspectiveFovLHToRef(this._cameraRigParams.vrMetrics.aspectRatioFov,this._cameraRigParams.vrMetrics.aspectRatio,this.minZ,this.maxZ,this._cameraRigParams.vrWorkMatrix),this._cameraRigParams.vrWorkMatrix.multiplyToRef(this._cameraRigParams.vrHMatrix,this._projectionMatrix),this._projectionMatrix},r.prototype.setCameraRigParameter=function(t,i){this._cameraRigParams[t]=i,"interaxialDistance"===t&&(this._cameraRigParams.stereoHalfAngle=e.Tools.ToRadians(i/.0637))},r.prototype.createRigCamera=function(e,t){return null},r.prototype._updateRigCameras=function(){for(var e=0;e<this._rigCameras.length;e++)this._rigCameras[e].minZ=this.minZ,this._rigCameras[e].maxZ=this.maxZ,this._rigCameras[e].fov=this.fov;this.cameraRigMode===r.RIG_MODE_STEREOSCOPIC_ANAGLYPH&&(this._rigCameras[0].viewport=this._rigCameras[1].viewport=this.viewport)},r.prototype.serialize=function(){var t={};return t.name=this.name,t.tags=e.Tags.GetTags(this),t.id=this.id,t.position=this.position.asArray(),t.type=e.Tools.GetConstructorName(this),this.parent&&(t.parentId=this.parent.id),t.fov=this.fov,t.minZ=this.minZ,t.maxZ=this.maxZ,t.inertia=this.inertia,e.Animation.AppendSerializedAnimations(this,t),t.layerMask=this.layerMask,t},r.Parse=function(t,i){var r,n,s=e.Vector3.FromArray(t.position),o=t.lockedTargetId?i.getLastMeshByID(t.lockedTargetId):null;if("AnaglyphArcRotateCamera"===t.type||"ArcRotateCamera"===t.type){var a=t.alpha,h=t.beta,c=t.radius;"AnaglyphArcRotateCamera"===t.type?(n=t.interaxial_distance,r=new e.AnaglyphArcRotateCamera(t.name,a,h,c,o,n,i)):r=new e.ArcRotateCamera(t.name,a,h,c,o,i)}else"AnaglyphFreeCamera"===t.type?(n=t.interaxial_distance,r=new e.AnaglyphFreeCamera(t.name,s,n,i)):"DeviceOrientationCamera"===t.type?r=new e.DeviceOrientationCamera(t.name,s,i):"FollowCamera"===t.type?(r=new e.FollowCamera(t.name,s,i),r.heightOffset=t.heightOffset,r.radius=t.radius,r.rotationOffset=t.rotationOffset,o&&(r.target=o)):r="GamepadCamera"===t.type?new e.GamepadCamera(t.name,s,i):"TouchCamera"===t.type?new e.TouchCamera(t.name,s,i):"VirtualJoysticksCamera"===t.type?new e.VirtualJoysticksCamera(t.name,s,i):"WebVRFreeCamera"===t.type?new e.WebVRFreeCamera(t.name,s,i):"VRDeviceOrientationFreeCamera"===t.type?new e.VRDeviceOrientationFreeCamera(t.name,s,i):new e.FreeCamera(t.name,s,i);if(t.cameraRigMode){var l=t.interaxial_distance?{interaxialDistance:t.interaxial_distance}:{};r.setCameraRigMode(t.cameraRigMode,l)}if(o&&r instanceof e.FreeCamera&&(r.lockedTarget=o),r.id=t.id,e.Tags.AddTagsTo(r,t.tags),t.parentId&&(r._waitingParentId=t.parentId),t.target?r.setTarget?r.setTarget(e.Vector3.FromArray(t.target)):r.target=e.Vector3.FromArray(t.target):r.rotation=e.Vector3.FromArray(t.rotation),r.fov=t.fov,r.minZ=t.minZ,r.maxZ=t.maxZ,r.speed=t.speed,r.inertia=t.inertia,r.checkCollisions=t.checkCollisions,r.applyGravity=t.applyGravity,t.ellipsoid&&(r.ellipsoid=e.Vector3.FromArray(t.ellipsoid)),t.animations)for(var u=0;u<t.animations.length;u++){var d=t.animations[u];r.animations.push(e.Animation.Parse(d))}return t.autoAnimate&&i.beginAnimation(r,t.autoAnimateFrom,t.autoAnimateTo,t.autoAnimateLoop,1),t.layerMask&&!isNaN(t.layerMask)?r.layerMask=Math.abs(parseInt(t.layerMask)):r.layerMask=268435455,r},r._PERSPECTIVE_CAMERA=0,r._ORTHOGRAPHIC_CAMERA=1,r._FOVMODE_VERTICAL_FIXED=0,r._FOVMODE_HORIZONTAL_FIXED=1,r._RIG_MODE_NONE=0,r._RIG_MODE_STEREOSCOPIC_ANAGLYPH=10,r._RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL=11,r._RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED=12,r._RIG_MODE_STEREOSCOPIC_OVERUNDER=13,r._RIG_MODE_VR=20,r}(e.Node);e.Camera=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n){t.call(this,i,r,n),this.cameraDirection=new e.Vector3(0,0,0),this.cameraRotation=new e.Vector2(0,0),this.rotation=new e.Vector3(0,0,0),this.speed=2,this.noRotationConstraint=!1,this.lockedTarget=null,this._currentTarget=e.Vector3.Zero(),this._viewMatrix=e.Matrix.Zero(),this._camMatrix=e.Matrix.Zero(),this._cameraTransformMatrix=e.Matrix.Zero(),this._cameraRotationMatrix=e.Matrix.Zero(),this._referencePoint=new e.Vector3(0,0,1),this._transformedReferencePoint=e.Vector3.Zero(),this._lookAtTemp=e.Matrix.Zero(),this._tempMatrix=e.Matrix.Zero()}return __extends(i,t),i.prototype.getFrontPosition=function(e){var t=this.getTarget().subtract(this.position);return t.normalize(),t.scaleInPlace(e),this.globalPosition.add(t)},i.prototype._getLockedTargetPosition=function(){return this.lockedTarget?this.lockedTarget.position||this.lockedTarget:null},i.prototype._initCache=function(){t.prototype._initCache.call(this),this._cache.lockedTarget=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),this._cache.rotation=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE)},i.prototype._updateCache=function(e){e||t.prototype._updateCache.call(this);var i=this._getLockedTargetPosition();i?this._cache.lockedTarget?this._cache.lockedTarget.copyFrom(i):this._cache.lockedTarget=i.clone():this._cache.lockedTarget=null,this._cache.rotation.copyFrom(this.rotation)},i.prototype._isSynchronizedViewMatrix=function(){if(!t.prototype._isSynchronizedViewMatrix.call(this))return!1;var e=this._getLockedTargetPosition();return(this._cache.lockedTarget?this._cache.lockedTarget.equals(e):!e)&&this._cache.rotation.equals(this.rotation)},i.prototype._computeLocalCameraSpeed=function(){var e=this.getEngine();return this.speed*(e.getDeltaTime()/(10*e.getFps()))},i.prototype.setTarget=function(t){this.upVector.normalize(),e.Matrix.LookAtLHToRef(this.position,t,this.upVector,this._camMatrix),this._camMatrix.invert(),this.rotation.x=Math.atan(this._camMatrix.m[6]/this._camMatrix.m[10]);var i=t.subtract(this.position);i.x>=0?this.rotation.y=-Math.atan(i.z/i.x)+Math.PI/2:this.rotation.y=-Math.atan(i.z/i.x)-Math.PI/2,this.rotation.z=-Math.acos(e.Vector3.Dot(new e.Vector3(0,1,0),this.upVector)),isNaN(this.rotation.x)&&(this.rotation.x=0),isNaN(this.rotation.y)&&(this.rotation.y=0),isNaN(this.rotation.z)&&(this.rotation.z=0)},i.prototype.getTarget=function(){return this._currentTarget},i.prototype._decideIfNeedsToMove=function(){return Math.abs(this.cameraDirection.x)>0||Math.abs(this.cameraDirection.y)>0||Math.abs(this.cameraDirection.z)>0},i.prototype._updatePosition=function(){this.position.addInPlace(this.cameraDirection)},i.prototype._checkInputs=function(){var i=this._decideIfNeedsToMove(),r=Math.abs(this.cameraRotation.x)>0||Math.abs(this.cameraRotation.y)>0;if(i&&this._updatePosition(),r&&(this.rotation.x+=this.cameraRotation.x,this.rotation.y+=this.cameraRotation.y,!this.noRotationConstraint)){var n=Math.PI/2*.95;this.rotation.x>n&&(this.rotation.x=n),this.rotation.x<-n&&(this.rotation.x=-n)}i&&(Math.abs(this.cameraDirection.x)<e.Engine.Epsilon&&(this.cameraDirection.x=0),Math.abs(this.cameraDirection.y)<e.Engine.Epsilon&&(this.cameraDirection.y=0),Math.abs(this.cameraDirection.z)<e.Engine.Epsilon&&(this.cameraDirection.z=0),this.cameraDirection.scaleInPlace(this.inertia)),r&&(Math.abs(this.cameraRotation.x)<e.Engine.Epsilon&&(this.cameraRotation.x=0),Math.abs(this.cameraRotation.y)<e.Engine.Epsilon&&(this.cameraRotation.y=0),this.cameraRotation.scaleInPlace(this.inertia)),t.prototype._checkInputs.call(this)},i.prototype._getViewMatrix=function(){return this.lockedTarget?this._currentTarget.copyFrom(this._getLockedTargetPosition()):(0!==this.upVector.x||1!==this.upVector.y||0!==this.upVector.z?(e.Matrix.LookAtLHToRef(e.Vector3.Zero(),this._referencePoint,this.upVector,this._lookAtTemp),e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,this.rotation.z,this._cameraRotationMatrix),this._lookAtTemp.multiplyToRef(this._cameraRotationMatrix,this._tempMatrix),this._lookAtTemp.invert(),this._tempMatrix.multiplyToRef(this._lookAtTemp,this._cameraRotationMatrix)):e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,this.rotation.z,this._cameraRotationMatrix),e.Vector3.TransformCoordinatesToRef(this._referencePoint,this._cameraRotationMatrix,this._transformedReferencePoint),this.position.addToRef(this._transformedReferencePoint,this._currentTarget)),e.Matrix.LookAtLHToRef(this.position,this._currentTarget,this.upVector,this._viewMatrix),this._viewMatrix},i.prototype._getVRViewMatrix=function(){return e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,this.rotation.z,this._cameraRotationMatrix),e.Vector3.TransformCoordinatesToRef(this._referencePoint,this._cameraRotationMatrix,this._transformedReferencePoint),e.Vector3.TransformNormalToRef(this.upVector,this._cameraRotationMatrix,this._cameraRigParams.vrActualUp),this.position.addToRef(this._transformedReferencePoint,this._currentTarget),e.Matrix.LookAtLHToRef(this.position,this._currentTarget,this._cameraRigParams.vrActualUp,this._cameraRigParams.vrWorkMatrix),this._cameraRigParams.vrWorkMatrix.multiplyToRef(this._cameraRigParams.vrPreViewMatrix,this._viewMatrix),this._viewMatrix},i.prototype.createRigCamera=function(t,r){if(this.cameraRigMode!==e.Camera.RIG_MODE_NONE){var n=new i(t,this.position.clone(),this.getScene());return this.cameraRigMode===e.Camera.RIG_MODE_VR&&(n._cameraRigParams={},n._cameraRigParams.vrActualUp=new e.Vector3(0,0,0),n._getViewMatrix=n._getVRViewMatrix),n}return null},i.prototype._updateRigCameras=function(){switch(this.cameraRigMode){case e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED:case e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER:case e.Camera.RIG_MODE_VR:var i=this._rigCameras[0],r=this._rigCameras[1];this.cameraRigMode===e.Camera.RIG_MODE_VR?(i.rotation.x=r.rotation.x=this.rotation.x,i.rotation.y=r.rotation.y=this.rotation.y,i.rotation.z=r.rotation.z=this.rotation.z,i.position.copyFrom(this.position),r.position.copyFrom(this.position)):(this._getRigCamPosition(-this._cameraRigParams.stereoHalfAngle,i.position),this._getRigCamPosition(this._cameraRigParams.stereoHalfAngle,r.position),i.setTarget(this.getTarget()),r.setTarget(this.getTarget()))}t.prototype._updateRigCameras.call(this)},i.prototype._getRigCamPosition=function(t,i){this._rigCamTransformMatrix||(this._rigCamTransformMatrix=new e.Matrix);var r=this.getTarget();e.Matrix.Translation(-r.x,-r.y,-r.z).multiplyToRef(e.Matrix.RotationY(t),this._rigCamTransformMatrix),this._rigCamTransformMatrix=this._rigCamTransformMatrix.multiply(e.Matrix.Translation(r.x,r.y,r.z)),e.Vector3.TransformCoordinatesToRef(this.position,this._rigCamTransformMatrix,i)},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.speed=this.speed,this.rotation&&(e.rotation=this.rotation.asArray()),this.lockedTarget&&this.lockedTarget.id&&(e.lockedTargetId=this.lockedTarget.id),e},i}(e.Camera);e.TargetCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n){var s=this;t.call(this,i,r,n),this.ellipsoid=new e.Vector3(.5,1,.5),this.keysUp=[38],this.keysDown=[40],this.keysLeft=[37],this.keysRight=[39],this.checkCollisions=!1,this.applyGravity=!1,this.angularSensibility=2e3,this._keys=[],this._collider=new e.Collider,this._needMoveForGravity=!1,this._oldPosition=e.Vector3.Zero(),this._diffPosition=e.Vector3.Zero(),this._newPosition=e.Vector3.Zero(),this._onCollisionPositionChange=function(t,i,r){void 0===r&&(r=null),s.getScene().workerCollisions&&i.multiplyInPlace(s._collider.radius);var n=function(t){s._newPosition.copyFrom(t),s._newPosition.subtractToRef(s._oldPosition,s._diffPosition);s.position.clone();s._diffPosition.length()>e.Engine.CollisionsEpsilon&&(s.position.addInPlace(s._diffPosition),s.onCollide&&r&&s.onCollide(r))};n(i)}}return __extends(i,t),i.prototype.attachControl=function(t,i){var r,n=this,s=this.getEngine();this._attachedElement||(this._attachedElement=t,void 0===this._onMouseDown&&(this._onMouseDown=function(e){r={x:e.clientX,y:e.clientY},i||e.preventDefault()},this._onMouseUp=function(e){r=null,i||e.preventDefault()},this._onMouseOut=function(e){r=null,n._keys=[],i||e.preventDefault()},this._onMouseMove=function(e){if(r||s.isPointerLock){var t,o;s.isPointerLock?(t=e.movementX||e.mozMovementX||e.webkitMovementX||e.msMovementX||0,o=e.movementY||e.mozMovementY||e.webkitMovementY||e.msMovementY||0):(t=e.clientX-r.x,o=e.clientY-r.y),n.cameraRotation.y+=t/n.angularSensibility,n.cameraRotation.x+=o/n.angularSensibility,r={x:e.clientX,y:e.clientY},i||e.preventDefault()}},this._onKeyDown=function(e){if(-1!==n.keysUp.indexOf(e.keyCode)||-1!==n.keysDown.indexOf(e.keyCode)||-1!==n.keysLeft.indexOf(e.keyCode)||-1!==n.keysRight.indexOf(e.keyCode)){var t=n._keys.indexOf(e.keyCode);-1===t&&n._keys.push(e.keyCode),i||e.preventDefault()}},this._onKeyUp=function(e){if(-1!==n.keysUp.indexOf(e.keyCode)||-1!==n.keysDown.indexOf(e.keyCode)||-1!==n.keysLeft.indexOf(e.keyCode)||-1!==n.keysRight.indexOf(e.keyCode)){var t=n._keys.indexOf(e.keyCode);t>=0&&n._keys.splice(t,1),i||e.preventDefault()}},this._onLostFocus=function(){n._keys=[]},this._reset=function(){n._keys=[],r=null,n.cameraDirection=new e.Vector3(0,0,0),n.cameraRotation=new e.Vector2(0,0)}),t.addEventListener("mousedown",this._onMouseDown,!1),t.addEventListener("mouseup",this._onMouseUp,!1),t.addEventListener("mouseout",this._onMouseOut,!1),t.addEventListener("mousemove",this._onMouseMove,!1),e.Tools.RegisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp},{name:"blur",handler:this._onLostFocus}]))},i.prototype.detachControl=function(t){this._attachedElement===t&&(t.removeEventListener("mousedown",this._onMouseDown),t.removeEventListener("mouseup",this._onMouseUp),t.removeEventListener("mouseout",this._onMouseOut),t.removeEventListener("mousemove",this._onMouseMove),e.Tools.UnregisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp},{name:"blur",handler:this._onLostFocus}]),this._attachedElement=null,this._reset&&this._reset())},i.prototype._collideWithWorld=function(t){var i;i=this.parent?e.Vector3.TransformCoordinates(this.position,this.parent.getWorldMatrix()):this.position,i.subtractFromFloatsToRef(0,this.ellipsoid.y,0,this._oldPosition),this._collider.radius=this.ellipsoid;var r=t;this.applyGravity&&(r=t.add(this.getScene().gravity)),this.getScene().collisionCoordinator.getNewPosition(this._oldPosition,r,this._collider,3,null,this._onCollisionPositionChange,this.uniqueId)},i.prototype._checkInputs=function(){this._localDirection||(this._localDirection=e.Vector3.Zero(),this._transformedDirection=e.Vector3.Zero());for(var i=0;i<this._keys.length;i++){var r=this._keys[i],n=this._computeLocalCameraSpeed();-1!==this.keysLeft.indexOf(r)?this._localDirection.copyFromFloats(-n,0,0):-1!==this.keysUp.indexOf(r)?this._localDirection.copyFromFloats(0,0,n):-1!==this.keysRight.indexOf(r)?this._localDirection.copyFromFloats(n,0,0):-1!==this.keysDown.indexOf(r)&&this._localDirection.copyFromFloats(0,0,-n),this.getViewMatrix().invertToRef(this._cameraTransformMatrix),e.Vector3.TransformNormalToRef(this._localDirection,this._cameraTransformMatrix,this._transformedDirection),this.cameraDirection.addInPlace(this._transformedDirection)}t.prototype._checkInputs.call(this)},i.prototype._decideIfNeedsToMove=function(){return this._needMoveForGravity||Math.abs(this.cameraDirection.x)>0||Math.abs(this.cameraDirection.y)>0||Math.abs(this.cameraDirection.z)>0},i.prototype._updatePosition=function(){this.checkCollisions&&this.getScene().collisionsEnabled?this._collideWithWorld(this.cameraDirection):this.position.addInPlace(this.cameraDirection)},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.checkCollisions=this.checkCollisions,e.applyGravity=this.applyGravity,e.ellipsoid=this.ellipsoid.asArray(),e},i}(e.TargetCamera);e.FreeCamera=t}(BABYLON||(BABYLON={}));var BABYLON;
!function(e){var t=function(t){function i(e,i,r){t.call(this,e,i,r),this.radius=12,this.rotationOffset=0,this.heightOffset=4,this.cameraAcceleration=.05,this.maxCameraSpeed=20}return __extends(i,t),i.prototype.getRadians=function(e){return e*Math.PI/180},i.prototype.follow=function(t){if(t){var i;if(t.rotationQuaternion){var r=new e.Matrix;t.rotationQuaternion.toRotationMatrix(r),i=Math.atan2(r.m[8],r.m[10])}else i=t.rotation.y;var n=this.getRadians(this.rotationOffset)+i,s=t.position.x+Math.sin(n)*this.radius,o=t.position.z+Math.cos(n)*this.radius,a=s-this.position.x,h=t.position.y+this.heightOffset-this.position.y,c=o-this.position.z,l=a*this.cameraAcceleration*2,u=h*this.cameraAcceleration,d=c*this.cameraAcceleration*2;(l>this.maxCameraSpeed||l<-this.maxCameraSpeed)&&(l=1>l?-this.maxCameraSpeed:this.maxCameraSpeed),(u>this.maxCameraSpeed||u<-this.maxCameraSpeed)&&(u=1>u?-this.maxCameraSpeed:this.maxCameraSpeed),(d>this.maxCameraSpeed||d<-this.maxCameraSpeed)&&(d=1>d?-this.maxCameraSpeed:this.maxCameraSpeed),this.position=new e.Vector3(this.position.x+l,this.position.y+u,this.position.z+d),this.setTarget(t.position)}},i.prototype._checkInputs=function(){t.prototype._checkInputs.call(this),this.follow(this.target)},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.radius=this.radius,e.heightOffset=this.heightOffset,e.rotationOffset=this.rotationOffset,e},i}(e.TargetCamera);e.FollowCamera=t;var i=function(t){function i(i,r,n,s,o,a){t.call(this,i,e.Vector3.Zero(),a),this.alpha=r,this.beta=n,this.radius=s,this.target=o,this._cartesianCoordinates=e.Vector3.Zero(),this.follow()}return __extends(i,t),i.prototype.follow=function(){this._cartesianCoordinates.x=this.radius*Math.cos(this.alpha)*Math.cos(this.beta),this._cartesianCoordinates.y=this.radius*Math.sin(this.beta),this._cartesianCoordinates.z=this.radius*Math.sin(this.alpha)*Math.cos(this.beta),this.position=this.target.position.add(this._cartesianCoordinates),this.setTarget(this.target.position)},i.prototype._checkInputs=function(){t.prototype._checkInputs.call(this),this.follow()},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);return e.radius=this.radius,e},i}(e.TargetCamera);e.ArcFollowCamera=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r){t.call(this,e,i,r),this._offsetX=null,this._offsetY=null,this._pointerCount=0,this._pointerPressed=[],this.angularSensibility=2e5,this.moveSensibility=500}return __extends(i,t),i.prototype.attachControl=function(t,i){var r,n=this;this._attachedCanvas||(this._attachedCanvas=t,void 0===this._onPointerDown&&(this._onPointerDown=function(e){i||e.preventDefault(),n._pointerPressed.push(e.pointerId),1===n._pointerPressed.length&&(r={x:e.clientX,y:e.clientY})},this._onPointerUp=function(e){i||e.preventDefault();var t=n._pointerPressed.indexOf(e.pointerId);-1!==t&&(n._pointerPressed.splice(t,1),0==t&&(r=null,n._offsetX=null,n._offsetY=null))},this._onPointerMove=function(e){if(i||e.preventDefault(),r){var t=n._pointerPressed.indexOf(e.pointerId);0==t&&(n._offsetX=e.clientX-r.x,n._offsetY=-(e.clientY-r.y))}},this._onLostFocus=function(){n._offsetX=null,n._offsetY=null}),t.addEventListener("pointerdown",this._onPointerDown),t.addEventListener("pointerup",this._onPointerUp),t.addEventListener("pointerout",this._onPointerUp),t.addEventListener("pointermove",this._onPointerMove),e.Tools.RegisterTopRootEvents([{name:"blur",handler:this._onLostFocus}]))},i.prototype.detachControl=function(t){this._attachedCanvas===t&&(t.removeEventListener("pointerdown",this._onPointerDown),t.removeEventListener("pointerup",this._onPointerUp),t.removeEventListener("pointerout",this._onPointerUp),t.removeEventListener("pointermove",this._onPointerMove),e.Tools.UnregisterTopRootEvents([{name:"blur",handler:this._onLostFocus}]),this._attachedCanvas=null)},i.prototype._checkInputs=function(){if(this._offsetX)if(this.cameraRotation.y+=this._offsetX/this.angularSensibility,this._pointerPressed.length>1)this.cameraRotation.x+=-this._offsetY/this.angularSensibility;else{var i=this._computeLocalCameraSpeed(),r=new e.Vector3(0,0,i*this._offsetY/this.moveSensibility);e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,0,this._cameraRotationMatrix),this.cameraDirection.addInPlace(e.Vector3.TransformCoordinates(r,this._cameraRotationMatrix))}t.prototype._checkInputs.call(this)},i}(e.FreeCamera);e.TouchCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=e.Tools.GetPointerPrefix(),i=function(i){function r(t,r,n,s,o,a){var h=this;i.call(this,t,e.Vector3.Zero(),a),this.alpha=r,this.beta=n,this.radius=s,this.target=o,this.inertialAlphaOffset=0,this.inertialBetaOffset=0,this.inertialRadiusOffset=0,this.lowerAlphaLimit=null,this.upperAlphaLimit=null,this.lowerBetaLimit=.01,this.upperBetaLimit=Math.PI,this.lowerRadiusLimit=null,this.upperRadiusLimit=null,this.angularSensibilityX=1e3,this.angularSensibilityY=1e3,this.wheelPrecision=3,this.pinchPrecision=2,this.panningSensibility=50,this.inertialPanningX=0,this.inertialPanningY=0,this.keysUp=[38],this.keysDown=[40],this.keysLeft=[37],this.keysRight=[39],this.zoomOnFactor=1,this.targetScreenOffset=e.Vector2.Zero(),this.pinchInwards=!0,this.allowUpsideDown=!0,this._keys=[],this._viewMatrix=new e.Matrix,this._isRightClick=!1,this._isCtrlPushed=!1,this.checkCollisions=!1,this.collisionRadius=new e.Vector3(.5,.5,.5),this._collider=new e.Collider,this._previousPosition=e.Vector3.Zero(),this._collisionVelocity=e.Vector3.Zero(),this._newPosition=e.Vector3.Zero(),this._onCollisionPositionChange=function(t,i,r){void 0===r&&(r=null),h.getScene().workerCollisions&&h.checkCollisions&&i.multiplyInPlace(h._collider.radius),r?(h.setPosition(i),h.onCollide&&h.onCollide(r)):h._previousPosition.copyFrom(h.position);var n=Math.cos(h.alpha),s=Math.sin(h.alpha),o=Math.cos(h.beta),a=Math.sin(h.beta),c=h._getTargetPosition();c.addToRef(new e.Vector3(h.radius*n*a,h.radius*o,h.radius*s*a),h._newPosition),h.position.copyFrom(h._newPosition);var l=h.upVector;h.allowUpsideDown&&h.beta<0&&(l=l.clone(),l=l.negate()),e.Matrix.LookAtLHToRef(h.position,c,l,h._viewMatrix),h._viewMatrix.m[12]+=h.targetScreenOffset.x,h._viewMatrix.m[13]+=h.targetScreenOffset.y,h._collisionTriggered=!1},this.target||(this.target=e.Vector3.Zero()),this.getViewMatrix()}return __extends(r,i),Object.defineProperty(r.prototype,"angularSensibility",{get:function(){return e.Tools.Warn("Warning: angularSensibility is deprecated, use angularSensibilityX and angularSensibilityY instead."),Math.max(this.angularSensibilityX,this.angularSensibilityY)},set:function(t){e.Tools.Warn("Warning: angularSensibility is deprecated, use angularSensibilityX and angularSensibilityY instead."),this.angularSensibilityX=t,this.angularSensibilityY=t},enumerable:!0,configurable:!0}),r.prototype._getTargetPosition=function(){return this.target.position||this.target},r.prototype._initCache=function(){i.prototype._initCache.call(this),this._cache.target=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),this._cache.alpha=void 0,this._cache.beta=void 0,this._cache.radius=void 0,this._cache.targetScreenOffset=e.Vector2.Zero()},r.prototype._updateCache=function(e){e||i.prototype._updateCache.call(this),this._cache.target.copyFrom(this._getTargetPosition()),this._cache.alpha=this.alpha,this._cache.beta=this.beta,this._cache.radius=this.radius,this._cache.targetScreenOffset.copyFrom(this.targetScreenOffset)},r.prototype._isSynchronizedViewMatrix=function(){return i.prototype._isSynchronizedViewMatrix.call(this)?this._cache.target.equals(this._getTargetPosition())&&this._cache.alpha===this.alpha&&this._cache.beta===this.beta&&this._cache.radius===this.radius&&this._cache.targetScreenOffset.equals(this.targetScreenOffset):!1},r.prototype.attachControl=function(i,r,n){var s=this;void 0===n&&(n=!0);var o,a=0,h=new e.SmartCollection;if(!this._attachedElement){this._attachedElement=i;var c=this.getEngine();void 0===this._onPointerDown&&(this._onPointerDown=function(e){s._isRightClick=2===e.button,h.add(e.pointerId,{x:e.clientX,y:e.clientY,type:e.pointerType}),o=h.item(e.pointerId),r||e.preventDefault()},this._onPointerUp=function(e){o=null,a=0,h.empty(),r||e.preventDefault()},this._onContextMenu=function(e){e.preventDefault()},this._onPointerMove=function(e){switch(r||e.preventDefault(),h.count){case 1:if(0!==s.panningSensibility&&(s._isCtrlPushed&&n||!n&&s._isRightClick))s.inertialPanningX+=-(e.clientX-o.x)/s.panningSensibility,s.inertialPanningY+=(e.clientY-o.y)/s.panningSensibility;else{var t=e.clientX-o.x,i=e.clientY-o.y;s.inertialAlphaOffset-=t/s.angularSensibilityX,s.inertialBetaOffset-=i/s.angularSensibilityY}o.x=e.clientX,o.y=e.clientY;break;case 2:h.item(e.pointerId).x=e.clientX,h.item(e.pointerId).y=e.clientY;var c=s.pinchInwards?1:-1,l=h.getItemByIndex(0).x-h.getItemByIndex(1).x,u=h.getItemByIndex(0).y-h.getItemByIndex(1).y,d=l*l+u*u;if(0===a)return void(a=d);d!==a&&(s.inertialRadiusOffset+=(d-a)/(s.pinchPrecision*s.wheelPrecision*((s.angularSensibilityX+s.angularSensibilityY)/2)*c),a=d);break;default:h.item(e.pointerId)&&(h.item(e.pointerId).x=e.clientX,h.item(e.pointerId).y=e.clientY)}},this._onMouseMove=function(e){if(c.isPointerLock){var t=e.movementX||e.mozMovementX||e.webkitMovementX||e.msMovementX||0,i=e.movementY||e.mozMovementY||e.webkitMovementY||e.msMovementY||0;s.inertialAlphaOffset-=t/s.angularSensibilityX,s.inertialBetaOffset-=i/s.angularSensibilityY,r||e.preventDefault()}},this._wheel=function(e){var t=0;e.wheelDelta?t=e.wheelDelta/(40*s.wheelPrecision):e.detail&&(t=-e.detail/s.wheelPrecision),t&&(s.inertialRadiusOffset+=t),e.preventDefault&&(r||e.preventDefault())},this._onKeyDown=function(e){if(s._isCtrlPushed=e.ctrlKey,-1!==s.keysUp.indexOf(e.keyCode)||-1!==s.keysDown.indexOf(e.keyCode)||-1!==s.keysLeft.indexOf(e.keyCode)||-1!==s.keysRight.indexOf(e.keyCode)){var t=s._keys.indexOf(e.keyCode);-1===t&&s._keys.push(e.keyCode),e.preventDefault&&(r||e.preventDefault())}},this._onKeyUp=function(e){if(s._isCtrlPushed=e.ctrlKey,-1!==s.keysUp.indexOf(e.keyCode)||-1!==s.keysDown.indexOf(e.keyCode)||-1!==s.keysLeft.indexOf(e.keyCode)||-1!==s.keysRight.indexOf(e.keyCode)){var t=s._keys.indexOf(e.keyCode);t>=0&&s._keys.splice(t,1),e.preventDefault&&(r||e.preventDefault())}},this._onLostFocus=function(){s._keys=[],h.empty(),a=0,o=null},this._onGestureStart=function(e){void 0!==window.MSGesture&&(s._MSGestureHandler||(s._MSGestureHandler=new MSGesture,s._MSGestureHandler.target=i),s._MSGestureHandler.addPointer(e.pointerId))},this._onGesture=function(e){s.radius*=e.scale,e.preventDefault&&(r||(e.stopPropagation(),e.preventDefault()))},this._reset=function(){s._keys=[],s.inertialAlphaOffset=0,s.inertialBetaOffset=0,s.inertialRadiusOffset=0,h.empty(),a=0,o=null}),n||i.addEventListener("contextmenu",this._onContextMenu,!1),i.addEventListener(t+"down",this._onPointerDown,!1),i.addEventListener(t+"up",this._onPointerUp,!1),i.addEventListener(t+"out",this._onPointerUp,!1),i.addEventListener(t+"move",this._onPointerMove,!1),i.addEventListener("mousemove",this._onMouseMove,!1),i.addEventListener("MSPointerDown",this._onGestureStart,!1),i.addEventListener("MSGestureChange",this._onGesture,!1),i.addEventListener("mousewheel",this._wheel,!1),i.addEventListener("DOMMouseScroll",this._wheel,!1),e.Tools.RegisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp},{name:"blur",handler:this._onLostFocus}])}},r.prototype.detachControl=function(i){this._attachedElement===i&&(i.removeEventListener("contextmenu",this._onContextMenu),i.removeEventListener(t+"down",this._onPointerDown),i.removeEventListener(t+"up",this._onPointerUp),i.removeEventListener(t+"out",this._onPointerUp),i.removeEventListener(t+"move",this._onPointerMove),i.removeEventListener("mousemove",this._onMouseMove),i.removeEventListener("MSPointerDown",this._onGestureStart),i.removeEventListener("MSGestureChange",this._onGesture),i.removeEventListener("mousewheel",this._wheel),i.removeEventListener("DOMMouseScroll",this._wheel),e.Tools.UnregisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp},{name:"blur",handler:this._onLostFocus}]),this._MSGestureHandler=null,this._attachedElement=null,this._reset&&this._reset())},r.prototype._checkInputs=function(){if(!this._collisionTriggered){for(var t=0;t<this._keys.length;t++){var r=this._keys[t];-1!==this.keysLeft.indexOf(r)?this.inertialAlphaOffset-=.01:-1!==this.keysUp.indexOf(r)?this.inertialBetaOffset-=.01:-1!==this.keysRight.indexOf(r)?this.inertialAlphaOffset+=.01:-1!==this.keysDown.indexOf(r)&&(this.inertialBetaOffset+=.01)}(0!==this.inertialAlphaOffset||0!==this.inertialBetaOffset||0!==this.inertialRadiusOffset)&&(this.alpha+=this.beta<=0?-this.inertialAlphaOffset:this.inertialAlphaOffset,this.beta+=this.inertialBetaOffset,this.radius-=this.inertialRadiusOffset,this.inertialAlphaOffset*=this.inertia,this.inertialBetaOffset*=this.inertia,this.inertialRadiusOffset*=this.inertia,Math.abs(this.inertialAlphaOffset)<e.Engine.Epsilon&&(this.inertialAlphaOffset=0),Math.abs(this.inertialBetaOffset)<e.Engine.Epsilon&&(this.inertialBetaOffset=0),Math.abs(this.inertialRadiusOffset)<e.Engine.Epsilon&&(this.inertialRadiusOffset=0)),(0!==this.inertialPanningX||0!==this.inertialPanningY)&&(this._localDirection||(this._localDirection=e.Vector3.Zero(),this._transformedDirection=e.Vector3.Zero()),this.inertialPanningX*=this.inertia,this.inertialPanningY*=this.inertia,Math.abs(this.inertialPanningX)<e.Engine.Epsilon&&(this.inertialPanningX=0),Math.abs(this.inertialPanningY)<e.Engine.Epsilon&&(this.inertialPanningY=0),this._localDirection.copyFromFloats(this.inertialPanningX,this.inertialPanningY,0),this._viewMatrix.invertToRef(this._cameraTransformMatrix),e.Vector3.TransformNormalToRef(this._localDirection,this._cameraTransformMatrix,this._transformedDirection),this.target.addInPlace(this._transformedDirection)),this._checkLimits(),i.prototype._checkInputs.call(this)}},r.prototype._checkLimits=function(){null===this.lowerBetaLimit||void 0===this.lowerBetaLimit?this.allowUpsideDown&&this.beta>Math.PI&&(this.beta=this.beta-2*Math.PI):this.beta<this.lowerBetaLimit&&(this.beta=this.lowerBetaLimit),null===this.upperBetaLimit||void 0===this.upperBetaLimit?this.allowUpsideDown&&this.beta<-Math.PI&&(this.beta=this.beta+2*Math.PI):this.beta>this.upperBetaLimit&&(this.beta=this.upperBetaLimit),this.lowerAlphaLimit&&this.alpha<this.lowerAlphaLimit&&(this.alpha=this.lowerAlphaLimit),this.upperAlphaLimit&&this.alpha>this.upperAlphaLimit&&(this.alpha=this.upperAlphaLimit),this.lowerRadiusLimit&&this.radius<this.lowerRadiusLimit&&(this.radius=this.lowerRadiusLimit),this.upperRadiusLimit&&this.radius>this.upperRadiusLimit&&(this.radius=this.upperRadiusLimit)},r.prototype.setPosition=function(e){if(!this.position.equals(e)){var t=e.subtract(this._getTargetPosition());this.radius=t.length(),this.alpha=Math.acos(t.x/Math.sqrt(Math.pow(t.x,2)+Math.pow(t.z,2))),t.z<0&&(this.alpha=2*Math.PI-this.alpha),this.beta=Math.acos(t.y/this.radius),this._checkLimits()}},r.prototype.setTarget=function(e){this.target=e},r.prototype._getViewMatrix=function(){var t=Math.cos(this.alpha),i=Math.sin(this.alpha),r=Math.cos(this.beta),n=Math.sin(this.beta),s=this._getTargetPosition();if(s.addToRef(new e.Vector3(this.radius*t*n,this.radius*r,this.radius*i*n),this._newPosition),this.getScene().collisionsEnabled&&this.checkCollisions)this._collider.radius=this.collisionRadius,this._newPosition.subtractToRef(this.position,this._collisionVelocity),this._collisionTriggered=!0,this.getScene().collisionCoordinator.getNewPosition(this.position,this._collisionVelocity,this._collider,3,null,this._onCollisionPositionChange,this.uniqueId);else{this.position.copyFrom(this._newPosition);var o=this.upVector;this.allowUpsideDown&&this.beta<0&&(o=o.clone(),o=o.negate()),e.Matrix.LookAtLHToRef(this.position,s,o,this._viewMatrix),this._viewMatrix.m[12]+=this.targetScreenOffset.x,this._viewMatrix.m[13]+=this.targetScreenOffset.y}return this._viewMatrix},r.prototype.zoomOn=function(t,i){void 0===i&&(i=!1),t=t||this.getScene().meshes;var r=e.Mesh.MinMax(t),n=e.Vector3.Distance(r.min,r.max);this.radius=n*this.zoomOnFactor,this.focusOn({min:r.min,max:r.max,distance:n},i)},r.prototype.focusOn=function(t,i){void 0===i&&(i=!1);var r,n;void 0===t.min?(r=t||this.getScene().meshes,r=e.Mesh.MinMax(r),n=e.Vector3.Distance(r.min,r.max)):(r=t,n=t.distance),this.target=e.Mesh.Center(r),i||(this.maxZ=2*n)},r.prototype.createRigCamera=function(t,i){switch(this.cameraRigMode){case e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED:case e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER:case e.Camera.RIG_MODE_VR:var n=this._cameraRigParams.stereoHalfAngle*(0===i?1:-1);return new r(t,this.alpha+n,this.beta,this.radius,this.target,this.getScene())}return null},r.prototype._updateRigCameras=function(){switch(this.cameraRigMode){case e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:case e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_CROSSEYED:case e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER:case e.Camera.RIG_MODE_VR:var t=this._rigCameras[0],r=this._rigCameras[1];t.alpha=this.alpha-this._cameraRigParams.stereoHalfAngle,r.alpha=this.alpha+this._cameraRigParams.stereoHalfAngle,t.beta=r.beta=this.beta,t.radius=r.radius=this.radius}i.prototype._updateRigCameras.call(this)},r.prototype.serialize=function(){var t=i.prototype.serialize.call(this);return this.target instanceof e.Vector3&&(t.target=this.target.asArray()),this.target&&this.target.id&&(t.lockedTargetId=this.target.id),t.checkCollisions=this.checkCollisions,t.alpha=this.alpha,t.beta=this.beta,t.radius=this.radius,t},r}(e.TargetCamera);e.ArcRotateCamera=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e){this._renderingGroups=new Array,this._scene=e}return t.prototype._renderParticles=function(t,i){if(0!==this._scene._activeParticleSystems.length){for(var r=this._scene.activeCamera,n=e.Tools.Now,s=0;s<this._scene._activeParticleSystems.length;s++){var o=this._scene._activeParticleSystems.data[s];o.renderingGroupId===t&&0!==(r.layerMask&o.layerMask)&&(this._clearDepthBuffer(),o.emitter.position&&i&&-1===i.indexOf(o.emitter)||(this._scene._activeParticles+=o.render()))}this._scene._particlesDuration+=e.Tools.Now-n}},t.prototype._renderSprites=function(t){if(this._scene.spritesEnabled&&0!==this._scene.spriteManagers.length){for(var i=this._scene.activeCamera,r=e.Tools.Now,n=0;n<this._scene.spriteManagers.length;n++){var s=this._scene.spriteManagers[n];s.renderingGroupId===t&&0!==(i.layerMask&s.layerMask)&&(this._clearDepthBuffer(),s.render())}this._scene._spritesDuration+=e.Tools.Now-r}},t.prototype._clearDepthBuffer=function(){this._depthBufferAlreadyCleaned||(this._scene.getEngine().clear(0,!1,!0),this._depthBufferAlreadyCleaned=!0)},t.prototype._renderSpritesAndParticles=function(){this._currentRenderSprites&&this._renderSprites(this._currentIndex),this._currentRenderParticles&&this._renderParticles(this._currentIndex,this._currentActiveMeshes)},t.prototype.render=function(e,i,r,n){this._currentActiveMeshes=i,this._currentRenderParticles=r,this._currentRenderSprites=n;for(var s=0;s<t.MAX_RENDERINGGROUPS;s++){this._depthBufferAlreadyCleaned=0==s;var o=this._renderingGroups[s],a=!1;this._currentIndex=s,o?(this._clearDepthBuffer(),o.onBeforeTransparentRendering||(o.onBeforeTransparentRendering=this._renderSpritesAndParticles.bind(this)),o.render(e)||(this._renderingGroups.splice(s,1),a=!0,this._renderSpritesAndParticles())):this._renderSpritesAndParticles(),a&&s--}},t.prototype.reset=function(){this._renderingGroups.forEach(function(e,t,i){e&&e.prepare()})},t.prototype.dispatch=function(t){var i=t.getMesh(),r=i.renderingGroupId||0;this._renderingGroups[r]||(this._renderingGroups[r]=new e.RenderingGroup(r,this._scene)),this._renderingGroups[r].dispatch(t)},t.MAX_RENDERINGGROUPS=4,t}();e.RenderingManager=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i){this.index=t,this._opaqueSubMeshes=new e.SmartArray(256),this._transparentSubMeshes=new e.SmartArray(256),this._alphaTestSubMeshes=new e.SmartArray(256),this._scene=i}return t.prototype.render=function(t){if(t)return t(this._opaqueSubMeshes,this._alphaTestSubMeshes,this._transparentSubMeshes),!0;if(0===this._opaqueSubMeshes.length&&0===this._alphaTestSubMeshes.length&&0===this._transparentSubMeshes.length)return this.onBeforeTransparentRendering&&this.onBeforeTransparentRendering(),!1;var i,r,n=this._scene.getEngine();for(i=0;i<this._opaqueSubMeshes.length;i++)r=this._opaqueSubMeshes.data[i],r.render(!1);for(n.setAlphaTesting(!0),i=0;i<this._alphaTestSubMeshes.length;i++)r=this._alphaTestSubMeshes.data[i],r.render(!1);if(n.setAlphaTesting(!1),this.onBeforeTransparentRendering&&this.onBeforeTransparentRendering(),this._transparentSubMeshes.length){for(i=0;i<this._transparentSubMeshes.length;i++)r=this._transparentSubMeshes.data[i],r._alphaIndex=r.getMesh().alphaIndex,r._distanceToCamera=r.getBoundingInfo().boundingSphere.centerWorld.subtract(this._scene.activeCamera.globalPosition).length();var s=this._transparentSubMeshes.data.slice(0,this._transparentSubMeshes.length);for(s.sort(function(e,t){return e._alphaIndex>t._alphaIndex?1:e._alphaIndex<t._alphaIndex?-1:e._distanceToCamera<t._distanceToCamera?1:e._distanceToCamera>t._distanceToCamera?-1:0}),i=0;i<s.length;i++)r=s[i],r.render(!0);n.setAlphaMode(e.Engine.ALPHA_DISABLE)}return!0},t.prototype.prepare=function(){this._opaqueSubMeshes.reset(),this._transparentSubMeshes.reset(),this._alphaTestSubMeshes.reset()},t.prototype.dispatch=function(e){var t=e.getMaterial(),i=e.getMesh();t.needAlphaBlending()||i.visibility<1||i.hasVertexAlpha?this._transparentSubMeshes.push(e):t.needAlphaTesting()?this._alphaTestSubMeshes.push(e):this._opaqueSubMeshes.push(e)},t}();e.RenderingGroup=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(i){this.autoClear=!0,this.clearColor=new e.Color3(.2,.2,.3),this.ambientColor=new e.Color3(0,0,0),this.forceWireframe=!1,this.forcePointsCloud=!1,this.forceShowBoundingBoxes=!1,this.animationsEnabled=!0,this.constantlyUpdateMeshUnderPointer=!1,this.cameraToUseForPointers=null,this.fogEnabled=!0,this.fogMode=t.FOGMODE_NONE,this.fogColor=new e.Color3(.2,.2,.3),this.fogDensity=.1,this.fogStart=0,this.fogEnd=1e3,this.shadowsEnabled=!0,this.lightsEnabled=!0,this.lights=new Array,this.cameras=new Array,this.activeCameras=new Array,this.meshes=new Array,this._geometries=new Array,this.materials=new Array,this.multiMaterials=new Array,this.defaultMaterial=new e.StandardMaterial("default material",this),this.texturesEnabled=!0,this.textures=new Array,this.particlesEnabled=!0,this.particleSystems=new Array,this.spritesEnabled=!0,this.spriteManagers=new Array,this.layers=new Array,this.skeletonsEnabled=!0,this.skeletons=new Array,this.lensFlaresEnabled=!0,this.lensFlareSystems=new Array,this.collisionsEnabled=!0,this.gravity=new e.Vector3(0,-9.807,0),this.postProcessesEnabled=!0,this.renderTargetsEnabled=!0,this.dumpNextRenderTargets=!1,this.customRenderTargets=new Array,this.importedMeshesFiles=new Array,this.probesEnabled=!0,this.reflectionProbes=new Array,this._actionManagers=new Array,this._meshesForIntersections=new e.SmartArray(256),this.proceduralTexturesEnabled=!0,this._proceduralTextures=new Array,this.soundTracks=new Array,this._audioEnabled=!0,this._headphone=!1,this._totalVertices=0,this._activeIndices=0,this._activeParticles=0,this._lastFrameDuration=0,this._evaluateActiveMeshesDuration=0,this._renderTargetsDuration=0,this._particlesDuration=0,this._renderDuration=0,this._spritesDuration=0,this._animationRatio=0,this._renderId=0,this._executeWhenReadyTimeoutId=-1,this._toBeDisposed=new e.SmartArray(256),this._onReadyCallbacks=new Array,this._pendingData=[],this._onBeforeRenderCallbacks=new Array,this._onAfterRenderCallbacks=new Array,this._activeMeshes=new e.SmartArray(256),this._processedMaterials=new e.SmartArray(256),this._renderTargets=new e.SmartArray(256),this._activeParticleSystems=new e.SmartArray(256),this._activeSkeletons=new e.SmartArray(32),this._softwareSkinnedMeshes=new e.SmartArray(32),this._activeBones=0,this._activeAnimatables=new Array,this._transformMatrix=e.Matrix.Zero(),this._edgesRenderers=new e.SmartArray(16),this._uniqueIdCounter=0,this._engine=i,i.scenes.push(this),this._renderingManager=new e.RenderingManager(this),this.postProcessManager=new e.PostProcessManager(this),this.postProcessRenderPipelineManager=new e.PostProcessRenderPipelineManager,this._boundingBoxRenderer=new e.BoundingBoxRenderer(this),e.OutlineRenderer&&(this._outlineRenderer=new e.OutlineRenderer(this)),this.attachControl(),this._debugLayer=new e.DebugLayer(this),e.SoundTrack&&(this.mainSoundTrack=new e.SoundTrack(this,{mainTrack:!0})),e.SimplificationQueue&&(this.simplificationQueue=new e.SimplificationQueue),this.workerCollisions=!1}return Object.defineProperty(t,"FOGMODE_NONE",{get:function(){return t._FOGMODE_NONE},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FOGMODE_EXP",{get:function(){return t._FOGMODE_EXP},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FOGMODE_EXP2",{get:function(){return t._FOGMODE_EXP2},enumerable:!0,configurable:!0}),Object.defineProperty(t,"FOGMODE_LINEAR",{get:function(){return t._FOGMODE_LINEAR},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"debugLayer",{get:function(){return this._debugLayer},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"workerCollisions",{get:function(){return this._workerCollisions},set:function(t){t=t&&!!Worker,this._workerCollisions=t,this.collisionCoordinator&&this.collisionCoordinator.destroy(),this.collisionCoordinator=t?new e.CollisionCoordinatorWorker:new e.CollisionCoordinatorLegacy,this.collisionCoordinator.init(this)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"SelectionOctree",{get:function(){return this._selectionOctree},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"meshUnderPointer",{get:function(){return this._meshUnderPointer},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"pointerX",{get:function(){return this._pointerX},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"pointerY",{get:function(){return this._pointerY},enumerable:!0,configurable:!0}),t.prototype.getCachedMaterial=function(){return this._cachedMaterial},t.prototype.getBoundingBoxRenderer=function(){return this._boundingBoxRenderer},t.prototype.getOutlineRenderer=function(){return this._outlineRenderer},t.prototype.getEngine=function(){return this._engine},t.prototype.getTotalVertices=function(){return this._totalVertices},t.prototype.getActiveIndices=function(){return this._activeIndices},t.prototype.getActiveParticles=function(){return this._activeParticles},t.prototype.getActiveBones=function(){return this._activeBones},t.prototype.getLastFrameDuration=function(){return this._lastFrameDuration},t.prototype.getEvaluateActiveMeshesDuration=function(){return this._evaluateActiveMeshesDuration},t.prototype.getActiveMeshes=function(){return this._activeMeshes},t.prototype.getRenderTargetsDuration=function(){return this._renderTargetsDuration},t.prototype.getRenderDuration=function(){return this._renderDuration},t.prototype.getParticlesDuration=function(){return this._particlesDuration},t.prototype.getSpritesDuration=function(){return this._spritesDuration},t.prototype.getAnimationRatio=function(){return this._animationRatio},t.prototype.getRenderId=function(){return this._renderId},t.prototype.incrementRenderId=function(){this._renderId++},t.prototype._updatePointerPosition=function(e){var t=this._engine.getRenderingCanvasClientRect();this._pointerX=e.clientX-t.left,this._pointerY=e.clientY-t.top,this.cameraToUseForPointers&&(this._pointerX=this._pointerX-this.cameraToUseForPointers.viewport.x*this._engine.getRenderWidth(),this._pointerY=this._pointerY-this.cameraToUseForPointers.viewport.y*this._engine.getRenderHeight())},t.prototype.attachControl=function(){var t=this,i=function(e){return e.isPickable&&e.actionManager&&e.actionManager.hasPickTriggers};this._onPointerMove=function(e){if(t.cameraToUseForPointers||t.activeCamera){var r=t._engine.getRenderingCanvas();t._updatePointerPosition(e);var n=t.pick(t._pointerX,t._pointerY,function(e){return e.isPickable&&e.isVisible&&e.isReady()&&(t.constantlyUpdateMeshUnderPointer||null!==e.actionManager&&void 0!==e.actionManager)},!1,t.cameraToUseForPointers);n.hit&&n.pickedMesh?(t._meshUnderPointer=n.pickedMesh,t.setPointerOverMesh(n.pickedMesh),t._meshUnderPointer.actionManager&&t._meshUnderPointer.actionManager.hasPointerTriggers?r.style.cursor="pointer":r.style.cursor=""):(n=t.pickSprite(t._pointerX,t._pointerY,i,!1,t.cameraToUseForPointers),n.hit&&n.pickedSprite?r.style.cursor="pointer":(t.setPointerOverMesh(null),r.style.cursor="",t._meshUnderPointer=null)),t.onPointerMove&&t.onPointerMove(e,n)}},this._onPointerDown=function(r){if(t.cameraToUseForPointers||t.activeCamera){t._updatePointerPosition(r);var n=null;t.onPointerDown||(n=function(e){return e.isPickable&&e.isVisible&&e.isReady()&&e.actionManager&&e.actionManager.hasPickTriggers});var s=t.pick(t._pointerX,t._pointerY,n,!1,t.cameraToUseForPointers);if(s.hit&&s.pickedMesh&&s.pickedMesh.actionManager){switch(r.button){case 0:s.pickedMesh.actionManager.processTrigger(e.ActionManager.OnLeftPickTrigger,e.ActionEvent.CreateNew(s.pickedMesh,r));break;case 1:s.pickedMesh.actionManager.processTrigger(e.ActionManager.OnCenterPickTrigger,e.ActionEvent.CreateNew(s.pickedMesh,r));break;case 2:s.pickedMesh.actionManager.processTrigger(e.ActionManager.OnRightPickTrigger,e.ActionEvent.CreateNew(s.pickedMesh,r))}s.pickedMesh.actionManager.processTrigger(e.ActionManager.OnPickTrigger,e.ActionEvent.CreateNew(s.pickedMesh,r))}if(t.onPointerDown&&t.onPointerDown(r,s),t.spriteManagers.length>0&&(s=t.pickSprite(t._pointerX,t._pointerY,i,!1,t.cameraToUseForPointers),s.hit&&s.pickedSprite&&s.pickedSprite.actionManager)){switch(r.button){case 0:s.pickedSprite.actionManager.processTrigger(e.ActionManager.OnLeftPickTrigger,e.ActionEvent.CreateNewFromSprite(s.pickedSprite,t,r));break;case 1:s.pickedSprite.actionManager.processTrigger(e.ActionManager.OnCenterPickTrigger,e.ActionEvent.CreateNewFromSprite(s.pickedSprite,t,r));break;case 2:s.pickedSprite.actionManager.processTrigger(e.ActionManager.OnRightPickTrigger,e.ActionEvent.CreateNewFromSprite(s.pickedSprite,t,r))}s.pickedSprite.actionManager.processTrigger(e.ActionManager.OnPickTrigger,e.ActionEvent.CreateNewFromSprite(s.pickedSprite,t,r))}}},this._onPointerUp=function(r){if(t.cameraToUseForPointers||t.activeCamera){var n=null;t._updatePointerPosition(r),t.onPointerUp||(n=function(t){return t.isPickable&&t.isVisible&&t.isReady()&&t.actionManager&&t.actionManager.hasSpecificTrigger(e.ActionManager.OnPickUpTrigger)});var s=t.pick(t._pointerX,t._pointerY,n,!1,t.cameraToUseForPointers);s.hit&&s.pickedMesh&&s.pickedMesh.actionManager&&s.pickedMesh.actionManager.processTrigger(e.ActionManager.OnPickUpTrigger,e.ActionEvent.CreateNew(s.pickedMesh,r)),t.onPointerUp&&t.onPointerUp(r,s),t.spriteManagers.length>0&&(s=t.pickSprite(t._pointerX,t._pointerY,i,!1,t.cameraToUseForPointers),s.hit&&s.pickedSprite&&s.pickedSprite.actionManager&&s.pickedSprite.actionManager.processTrigger(e.ActionManager.OnPickUpTrigger,e.ActionEvent.CreateNewFromSprite(s.pickedSprite,t,r)))}},this._onKeyDown=function(i){t.actionManager&&t.actionManager.processTrigger(e.ActionManager.OnKeyDownTrigger,e.ActionEvent.CreateNewFromScene(t,i))},this._onKeyUp=function(i){t.actionManager&&t.actionManager.processTrigger(e.ActionManager.OnKeyUpTrigger,e.ActionEvent.CreateNewFromScene(t,i))};var r=e.Tools.GetPointerPrefix();this._engine.getRenderingCanvas().addEventListener(r+"move",this._onPointerMove,!1),
this._engine.getRenderingCanvas().addEventListener(r+"down",this._onPointerDown,!1),this._engine.getRenderingCanvas().addEventListener(r+"up",this._onPointerUp,!1),this._engine.getRenderingCanvas().addEventListener("mousewheel",this._onPointerMove,!1),this._engine.getRenderingCanvas().addEventListener("DOMMouseScroll",this._onPointerMove,!1),e.Tools.RegisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp}])},t.prototype.detachControl=function(){var t=e.Tools.GetPointerPrefix();this._engine.getRenderingCanvas().removeEventListener(t+"move",this._onPointerMove),this._engine.getRenderingCanvas().removeEventListener(t+"down",this._onPointerDown),this._engine.getRenderingCanvas().removeEventListener(t+"up",this._onPointerUp),this._engine.getRenderingCanvas().removeEventListener("mousewheel",this._onPointerMove),this._engine.getRenderingCanvas().removeEventListener("DOMMouseScroll",this._onPointerMove),e.Tools.UnregisterTopRootEvents([{name:"keydown",handler:this._onKeyDown},{name:"keyup",handler:this._onKeyUp}])},t.prototype.isReady=function(){if(this._pendingData.length>0)return!1;var t;for(t=0;t<this._geometries.length;t++){var i=this._geometries[t];if(i.delayLoadState===e.Engine.DELAYLOADSTATE_LOADING)return!1}for(t=0;t<this.meshes.length;t++){var r=this.meshes[t];if(!r.isReady())return!1;var n=r.material;if(n&&!n.isReady(r))return!1}return!0},t.prototype.resetCachedMaterial=function(){this._cachedMaterial=null},t.prototype.registerBeforeRender=function(e){this._onBeforeRenderCallbacks.push(e)},t.prototype.unregisterBeforeRender=function(e){var t=this._onBeforeRenderCallbacks.indexOf(e);t>-1&&this._onBeforeRenderCallbacks.splice(t,1)},t.prototype.registerAfterRender=function(e){this._onAfterRenderCallbacks.push(e)},t.prototype.unregisterAfterRender=function(e){var t=this._onAfterRenderCallbacks.indexOf(e);t>-1&&this._onAfterRenderCallbacks.splice(t,1)},t.prototype._addPendingData=function(e){this._pendingData.push(e)},t.prototype._removePendingData=function(e){var t=this._pendingData.indexOf(e);-1!==t&&this._pendingData.splice(t,1)},t.prototype.getWaitingItemsCount=function(){return this._pendingData.length},t.prototype.executeWhenReady=function(e){var t=this;this._onReadyCallbacks.push(e),-1===this._executeWhenReadyTimeoutId&&(this._executeWhenReadyTimeoutId=setTimeout(function(){t._checkIsReady()},150))},t.prototype._checkIsReady=function(){var e=this;return this.isReady()?(this._onReadyCallbacks.forEach(function(e){e()}),this._onReadyCallbacks=[],void(this._executeWhenReadyTimeoutId=-1)):void(this._executeWhenReadyTimeoutId=setTimeout(function(){e._checkIsReady()},150))},t.prototype.beginAnimation=function(t,i,r,n,s,o,a){if(void 0===s&&(s=1),this.stopAnimation(t),a||(a=new e.Animatable(this,t,i,r,n,s,o)),t.animations&&a.appendAnimations(t,t.animations),t.getAnimatables)for(var h=t.getAnimatables(),c=0;c<h.length;c++)this.beginAnimation(h[c],i,r,n,s,o,a);return a},t.prototype.beginDirectAnimation=function(t,i,r,n,s,o,a){void 0===o&&(o=1);var h=new e.Animatable(this,t,r,n,s,o,a,i);return h},t.prototype.getAnimatableByTarget=function(e){for(var t=0;t<this._activeAnimatables.length;t++)if(this._activeAnimatables[t].target===e)return this._activeAnimatables[t];return null},t.prototype.stopAnimation=function(e){var t=this.getAnimatableByTarget(e);t&&t.stop()},t.prototype._animate=function(){if(this.animationsEnabled){this._animationStartDate||(this._animationStartDate=e.Tools.Now);for(var t=e.Tools.Now,i=t-this._animationStartDate,r=0;r<this._activeAnimatables.length;r++)this._activeAnimatables[r]._animate(i)}},t.prototype.getViewMatrix=function(){return this._viewMatrix},t.prototype.getProjectionMatrix=function(){return this._projectionMatrix},t.prototype.getTransformMatrix=function(){return this._transformMatrix},t.prototype.setTransformMatrix=function(e,t){this._viewMatrix=e,this._projectionMatrix=t,this._viewMatrix.multiplyToRef(this._projectionMatrix,this._transformMatrix)},t.prototype.addMesh=function(e){e.uniqueId=this._uniqueIdCounter++;var t=this.meshes.push(e);this.collisionCoordinator.onMeshAdded(e),this.onNewMeshAdded&&this.onNewMeshAdded(e,t,this)},t.prototype.removeMesh=function(e){var t=this.meshes.indexOf(e);return-1!==t&&this.meshes.splice(t,1),this.collisionCoordinator.onMeshRemoved(e),this.onMeshRemoved&&this.onMeshRemoved(e),t},t.prototype.removeSkeleton=function(e){var t=this.skeletons.indexOf(e);return-1!==t&&this.skeletons.splice(t,1),t},t.prototype.removeLight=function(e){var t=this.lights.indexOf(e);return-1!==t&&this.lights.splice(t,1),this.onLightRemoved&&this.onLightRemoved(e),t},t.prototype.removeCamera=function(e){var t=this.cameras.indexOf(e);-1!==t&&this.cameras.splice(t,1);var i=this.activeCameras.indexOf(e);return-1!==i&&this.activeCameras.splice(i,1),this.activeCamera===e&&(this.cameras.length>0?this.activeCamera=this.cameras[0]:this.activeCamera=null),this.onCameraRemoved&&this.onCameraRemoved(e),t},t.prototype.addLight=function(e){e.uniqueId=this._uniqueIdCounter++;var t=this.lights.push(e);this.onNewLightAdded&&this.onNewLightAdded(e,t,this)},t.prototype.addCamera=function(e){e.uniqueId=this._uniqueIdCounter++;var t=this.cameras.push(e);this.onNewCameraAdded&&this.onNewCameraAdded(e,t,this)},t.prototype.setActiveCameraByID=function(e){var t=this.getCameraByID(e);return t?(this.activeCamera=t,t):null},t.prototype.setActiveCameraByName=function(e){var t=this.getCameraByName(e);return t?(this.activeCamera=t,t):null},t.prototype.getMaterialByID=function(e){for(var t=0;t<this.materials.length;t++)if(this.materials[t].id===e)return this.materials[t];return null},t.prototype.getMaterialByName=function(e){for(var t=0;t<this.materials.length;t++)if(this.materials[t].name===e)return this.materials[t];return null},t.prototype.getLensFlareSystemByName=function(e){for(var t=0;t<this.lensFlareSystems.length;t++)if(this.lensFlareSystems[t].name===e)return this.lensFlareSystems[t];return null},t.prototype.getCameraByID=function(e){for(var t=0;t<this.cameras.length;t++)if(this.cameras[t].id===e)return this.cameras[t];return null},t.prototype.getCameraByUniqueID=function(e){for(var t=0;t<this.cameras.length;t++)if(this.cameras[t].uniqueId===e)return this.cameras[t];return null},t.prototype.getCameraByName=function(e){for(var t=0;t<this.cameras.length;t++)if(this.cameras[t].name===e)return this.cameras[t];return null},t.prototype.getBoneByID=function(e){for(var t=0;t<this.skeletons.length;t++)for(var i=this.skeletons[t],r=0;r<i.bones.length;r++)if(i.bones[r].id===e)return i.bones[r];return null},t.prototype.getBoneByName=function(e){for(var t=0;t<this.skeletons.length;t++)for(var i=this.skeletons[t],r=0;r<i.bones.length;r++)if(i.bones[r].name===e)return i.bones[r];return null},t.prototype.getLightByName=function(e){for(var t=0;t<this.lights.length;t++)if(this.lights[t].name===e)return this.lights[t];return null},t.prototype.getLightByID=function(e){for(var t=0;t<this.lights.length;t++)if(this.lights[t].id===e)return this.lights[t];return null},t.prototype.getLightByUniqueID=function(e){for(var t=0;t<this.lights.length;t++)if(this.lights[t].uniqueId===e)return this.lights[t];return null},t.prototype.getParticleSystemByID=function(e){for(var t=0;t<this.particleSystems.length;t++)if(this.particleSystems[t].id===e)return this.particleSystems[t];return null},t.prototype.getGeometryByID=function(e){for(var t=0;t<this._geometries.length;t++)if(this._geometries[t].id===e)return this._geometries[t];return null},t.prototype.pushGeometry=function(e,t){return!t&&this.getGeometryByID(e.id)?!1:(this._geometries.push(e),this.collisionCoordinator.onGeometryAdded(e),this.onGeometryAdded&&this.onGeometryAdded(e),!0)},t.prototype.removeGeometry=function(e){var t=this._geometries.indexOf(e);return t>-1?(this._geometries.splice(t,1),this.collisionCoordinator.onGeometryDeleted(e),this.onGeometryRemoved&&this.onGeometryRemoved(e),!0):!1},t.prototype.getGeometries=function(){return this._geometries},t.prototype.getMeshByID=function(e){for(var t=0;t<this.meshes.length;t++)if(this.meshes[t].id===e)return this.meshes[t];return null},t.prototype.getMeshByUniqueID=function(e){for(var t=0;t<this.meshes.length;t++)if(this.meshes[t].uniqueId===e)return this.meshes[t];return null},t.prototype.getLastMeshByID=function(e){for(var t=this.meshes.length-1;t>=0;t--)if(this.meshes[t].id===e)return this.meshes[t];return null},t.prototype.getLastEntryByID=function(e){var t;for(t=this.meshes.length-1;t>=0;t--)if(this.meshes[t].id===e)return this.meshes[t];for(t=this.cameras.length-1;t>=0;t--)if(this.cameras[t].id===e)return this.cameras[t];for(t=this.lights.length-1;t>=0;t--)if(this.lights[t].id===e)return this.lights[t];return null},t.prototype.getNodeByID=function(e){var t=this.getMeshByID(e);if(t)return t;var i=this.getLightByID(e);if(i)return i;var r=this.getCameraByID(e);if(r)return r;var n=this.getBoneByID(e);return n},t.prototype.getNodeByName=function(e){var t=this.getMeshByName(e);if(t)return t;var i=this.getLightByName(e);if(i)return i;var r=this.getCameraByName(e);if(r)return r;var n=this.getBoneByName(e);return n},t.prototype.getMeshByName=function(e){for(var t=0;t<this.meshes.length;t++)if(this.meshes[t].name===e)return this.meshes[t];return null},t.prototype.getSoundByName=function(t){var i;if(e.AudioEngine){for(i=0;i<this.mainSoundTrack.soundCollection.length;i++)if(this.mainSoundTrack.soundCollection[i].name===t)return this.mainSoundTrack.soundCollection[i];for(var r=0;r<this.soundTracks.length;r++)for(i=0;i<this.soundTracks[r].soundCollection.length;i++)if(this.soundTracks[r].soundCollection[i].name===t)return this.soundTracks[r].soundCollection[i]}return null},t.prototype.getLastSkeletonByID=function(e){for(var t=this.skeletons.length-1;t>=0;t--)if(this.skeletons[t].id===e)return this.skeletons[t];return null},t.prototype.getSkeletonById=function(e){for(var t=0;t<this.skeletons.length;t++)if(this.skeletons[t].id===e)return this.skeletons[t];return null},t.prototype.getSkeletonByName=function(e){for(var t=0;t<this.skeletons.length;t++)if(this.skeletons[t].name===e)return this.skeletons[t];return null},t.prototype.isActiveMesh=function(e){return-1!==this._activeMeshes.indexOf(e)},t.prototype._evaluateSubMesh=function(e,t){if(t.alwaysSelectAsActiveMesh||1===t.subMeshes.length||e.isInFrustum(this._frustumPlanes)){var i=e.getMaterial();t.showSubMeshesBoundingBox&&this._boundingBoxRenderer.renderList.push(e.getBoundingInfo().boundingBox),i&&(i.getRenderTargetTextures&&-1===this._processedMaterials.indexOf(i)&&(this._processedMaterials.push(i),this._renderTargets.concat(i.getRenderTargetTextures())),this._activeIndices+=e.indexCount,this._renderingManager.dispatch(e))}},t.prototype._evaluateActiveMeshes=function(){this.activeCamera._activeMeshes.reset(),this._activeMeshes.reset(),this._renderingManager.reset(),this._processedMaterials.reset(),this._activeParticleSystems.reset(),this._activeSkeletons.reset(),this._softwareSkinnedMeshes.reset(),this._boundingBoxRenderer.reset(),this._edgesRenderers.reset(),this._frustumPlanes?e.Frustum.GetPlanesToRef(this._transformMatrix,this._frustumPlanes):this._frustumPlanes=e.Frustum.GetPlanes(this._transformMatrix);var t,i;if(this._selectionOctree){var r=this._selectionOctree.select(this._frustumPlanes);t=r.data,i=r.length}else i=this.meshes.length,t=this.meshes;for(var n=0;i>n;n++){var s=t[n];if(!s.isBlocked&&(this._totalVertices+=s.getTotalVertices(),s.isReady()&&s.isEnabled())){s.computeWorldMatrix(),s.actionManager&&s.actionManager.hasSpecificTriggers([e.ActionManager.OnIntersectionEnterTrigger,e.ActionManager.OnIntersectionExitTrigger])&&this._meshesForIntersections.pushNoDuplicate(s);var o=s.getLOD(this.activeCamera);o&&(s._preActivate(),(s.alwaysSelectAsActiveMesh||s.isVisible&&s.visibility>0&&0!==(s.layerMask&this.activeCamera.layerMask)&&s.isInFrustum(this._frustumPlanes))&&(this._activeMeshes.push(s),this.activeCamera._activeMeshes.push(s),s._activate(this._renderId),this._activeMesh(o)))}}var a=e.Tools.Now;if(this.particlesEnabled){e.Tools.StartPerformanceCounter("Particles",this.particleSystems.length>0);for(var h=0;h<this.particleSystems.length;h++){var c=this.particleSystems[h];c.isStarted()&&(!c.emitter.position||c.emitter&&c.emitter.isEnabled())&&(this._activeParticleSystems.push(c),c.animate())}e.Tools.EndPerformanceCounter("Particles",this.particleSystems.length>0)}this._particlesDuration+=e.Tools.Now-a},t.prototype._activeMesh=function(e){if(e.skeleton&&this.skeletonsEnabled&&(this._activeSkeletons.pushNoDuplicate(e.skeleton),e.computeBonesUsingShaders||this._softwareSkinnedMeshes.pushNoDuplicate(e)),(e.showBoundingBox||this.forceShowBoundingBoxes)&&this._boundingBoxRenderer.renderList.push(e.getBoundingInfo().boundingBox),e._edgesRenderer&&this._edgesRenderers.push(e._edgesRenderer),e&&e.subMeshes){var t,i;if(e._submeshesOctree&&e.useOctreeForRenderingSelection){var r=e._submeshesOctree.select(this._frustumPlanes);t=r.length,i=r.data}else i=e.subMeshes,t=i.length;for(var n=0;t>n;n++){var s=i[n];this._evaluateSubMesh(s,e)}}},t.prototype.updateTransformMatrix=function(e){this.setTransformMatrix(this.activeCamera.getViewMatrix(),this.activeCamera.getProjectionMatrix(e))},t.prototype._renderForCamera=function(t){var i=this._engine;if(this.activeCamera=t,!this.activeCamera)throw new Error("Active camera not set");e.Tools.StartPerformanceCounter("Rendering camera "+this.activeCamera.name),i.setViewport(this.activeCamera.viewport),this.resetCachedMaterial(),this._renderId++,this.updateTransformMatrix(),this.beforeCameraRender&&this.beforeCameraRender(this.activeCamera);var r=e.Tools.Now;e.Tools.StartPerformanceCounter("Active meshes evaluation"),this._evaluateActiveMeshes(),this._evaluateActiveMeshesDuration+=e.Tools.Now-r,e.Tools.EndPerformanceCounter("Active meshes evaluation");for(var n=0;n<this._activeSkeletons.length;n++){var s=this._activeSkeletons.data[n];s.prepare()}for(var o=0;o<this._softwareSkinnedMeshes.length;o++){var a=this._softwareSkinnedMeshes.data[o];a.applySkeleton(a.skeleton)}var h=e.Tools.Now;if(this.renderTargetsEnabled){e.Tools.StartPerformanceCounter("Render targets",this._renderTargets.length>0);for(var c=0;c<this._renderTargets.length;c++){var l=this._renderTargets.data[c];if(l._shouldRender()){this._renderId++;var u=l.activeCamera&&l.activeCamera!==this.activeCamera;l.render(u,this.dumpNextRenderTargets)}}e.Tools.EndPerformanceCounter("Render targets",this._renderTargets.length>0),this._renderId++}this._renderTargets.length>0&&i.restoreDefaultFramebuffer(),this._renderTargetsDuration+=e.Tools.Now-h,this.postProcessManager._prepareFrame();var d,f,p=e.Tools.Now;if(this.layers.length){for(i.setDepthBuffer(!1),d=0;d<this.layers.length;d++)f=this.layers[d],f.isBackground&&f.render();i.setDepthBuffer(!0)}e.Tools.StartPerformanceCounter("Main render"),this._renderingManager.render(null,null,!0,!0),e.Tools.EndPerformanceCounter("Main render"),this._boundingBoxRenderer.render();for(var m=0;m<this._edgesRenderers.length;m++)this._edgesRenderers.data[m].render();if(this.lensFlaresEnabled){e.Tools.StartPerformanceCounter("Lens flares",this.lensFlareSystems.length>0);for(var _=0;_<this.lensFlareSystems.length;_++){var g=this.lensFlareSystems[_];0!==(t.layerMask&g.layerMask)&&g.render()}e.Tools.EndPerformanceCounter("Lens flares",this.lensFlareSystems.length>0)}if(this.layers.length){for(i.setDepthBuffer(!1),d=0;d<this.layers.length;d++)f=this.layers[d],f.isBackground||f.render();i.setDepthBuffer(!0)}this._renderDuration+=e.Tools.Now-p,this.postProcessManager._finalizeFrame(t.isIntermediate),this.activeCamera._updateFromScene(),this._renderTargets.reset(),this.afterCameraRender&&this.afterCameraRender(this.activeCamera),e.Tools.EndPerformanceCounter("Rendering camera "+this.activeCamera.name)},t.prototype._processSubCameras=function(t){if(t.cameraRigMode===e.Camera.RIG_MODE_NONE)return void this._renderForCamera(t);for(var i=0;i<t._rigCameras.length;i++)this._renderForCamera(t._rigCameras[i]);this.activeCamera=t,this.setTransformMatrix(this.activeCamera.getViewMatrix(),this.activeCamera.getProjectionMatrix()),this.activeCamera._updateFromScene()},t.prototype._checkIntersections=function(){for(var t=0;t<this._meshesForIntersections.length;t++)for(var i=this._meshesForIntersections.data[t],r=0;r<i.actionManager.actions.length;r++){var n=i.actionManager.actions[r];if(n.trigger===e.ActionManager.OnIntersectionEnterTrigger||n.trigger===e.ActionManager.OnIntersectionExitTrigger){var s=n.getTriggerParameter(),o=s instanceof e.AbstractMesh?s:s.mesh,a=o.intersectsMesh(i,s.usePreciseIntersection),h=i._intersectionsInProgress.indexOf(o);a&&-1===h?n.trigger===e.ActionManager.OnIntersectionEnterTrigger?(n._executeCurrent(e.ActionEvent.CreateNew(i,null,o)),i._intersectionsInProgress.push(o)):n.trigger===e.ActionManager.OnIntersectionExitTrigger&&i._intersectionsInProgress.push(o):!a&&h>-1&&(n.trigger===e.ActionManager.OnIntersectionExitTrigger&&n._executeCurrent(e.ActionEvent.CreateNew(i,null,o)),i.actionManager.hasSpecificTrigger(e.ActionManager.OnIntersectionExitTrigger)&&n.trigger!==e.ActionManager.OnIntersectionExitTrigger||i._intersectionsInProgress.splice(h,1))}}},t.prototype.render=function(){var i=e.Tools.Now;this._particlesDuration=0,this._spritesDuration=0,this._activeParticles=0,this._renderDuration=0,this._renderTargetsDuration=0,this._evaluateActiveMeshesDuration=0,this._totalVertices=0,this._activeIndices=0,this._activeBones=0,this.getEngine().resetDrawCalls(),this._meshesForIntersections.reset(),this.resetCachedMaterial(),e.Tools.StartPerformanceCounter("Scene rendering"),this.actionManager&&this.actionManager.processTrigger(e.ActionManager.OnEveryFrameTrigger,null),this.simplificationQueue&&!this.simplificationQueue.running&&this.simplificationQueue.executeNext();var r=Math.max(t.MinDeltaTime,Math.min(this._engine.getDeltaTime(),t.MaxDeltaTime));this._animationRatio=.06*r,this._animate(),this._physicsEngine&&(e.Tools.StartPerformanceCounter("Physics"),this._physicsEngine._runOneStep(r/1e3),e.Tools.EndPerformanceCounter("Physics")),this.beforeRender&&this.beforeRender();var n;for(n=0;n<this._onBeforeRenderCallbacks.length;n++)this._onBeforeRenderCallbacks[n]();var s=e.Tools.Now,o=this.getEngine(),a=this.activeCamera;if(this.renderTargetsEnabled){e.Tools.StartPerformanceCounter("Custom render targets",this.customRenderTargets.length>0);for(var h=0;h<this.customRenderTargets.length;h++){var c=this.customRenderTargets[h];if(c._shouldRender()){if(this._renderId++,this.activeCamera=c.activeCamera||this.activeCamera,!this.activeCamera)throw new Error("Active camera not set");o.setViewport(this.activeCamera.viewport),this.updateTransformMatrix(),c.render(a!==this.activeCamera,this.dumpNextRenderTargets)}}e.Tools.EndPerformanceCounter("Custom render targets",this.customRenderTargets.length>0),this._renderId++}if(this.customRenderTargets.length>0&&o.restoreDefaultFramebuffer(),this._renderTargetsDuration+=e.Tools.Now-s,this.activeCamera=a,this.proceduralTexturesEnabled){e.Tools.StartPerformanceCounter("Procedural textures",this._proceduralTextures.length>0);for(var l=0;l<this._proceduralTextures.length;l++){var u=this._proceduralTextures[l];u._shouldRender()&&u.render()}e.Tools.EndPerformanceCounter("Procedural textures",this._proceduralTextures.length>0)}if(this._engine.clear(this.clearColor,this.autoClear||this.forceWireframe||this.forcePointsCloud,!0),this.shadowsEnabled)for(var d=0;d<this.lights.length;d++){var f=this.lights[d],p=f.getShadowGenerator();f.isEnabled()&&p&&-1!==p.getShadowMap().getScene().textures.indexOf(p.getShadowMap())&&this._renderTargets.push(p.getShadowMap())}if(this._depthRenderer&&this._renderTargets.push(this._depthRenderer.getDepthMap()),this.postProcessRenderPipelineManager.update(),this.activeCameras.length>0)for(var m=this._renderId,_=0;_<this.activeCameras.length;_++)this._renderId=m,this._processSubCameras(this.activeCameras[_]);else{if(!this.activeCamera)throw new Error("No camera defined");this._processSubCameras(this.activeCamera)}for(this._checkIntersections(),e.AudioEngine&&this._updateAudioParameters(),this.afterRender&&this.afterRender(),n=0;n<this._onAfterRenderCallbacks.length;n++)this._onAfterRenderCallbacks[n]();for(var g=0;g<this._toBeDisposed.length;g++)this._toBeDisposed.data[g].dispose(),this._toBeDisposed[g]=null;this._toBeDisposed.reset(),this.dumpNextRenderTargets&&(this.dumpNextRenderTargets=!1),e.Tools.EndPerformanceCounter("Scene rendering"),this._lastFrameDuration=e.Tools.Now-i},t.prototype._updateAudioParameters=function(){if(this.audioEnabled&&(0!==this.mainSoundTrack.soundCollection.length||1!==this.soundTracks.length)){var t,i=e.Engine.audioEngine;if(t=this.activeCameras.length>0?this.activeCameras[0]:this.activeCamera,t&&i.canUseWebAudio){i.audioContext.listener.setPosition(t.position.x,t.position.y,t.position.z);var r=e.Matrix.Invert(t.getViewMatrix()),n=e.Vector3.TransformNormal(new e.Vector3(0,0,-1),r);n.normalize(),i.audioContext.listener.setOrientation(n.x,n.y,n.z,0,1,0);var s;for(s=0;s<this.mainSoundTrack.soundCollection.length;s++){var o=this.mainSoundTrack.soundCollection[s];o.useCustomAttenuation&&o.updateDistanceFromListener()}for(s=0;s<this.soundTracks.length;s++)for(var a=0;a<this.soundTracks[s].soundCollection.length;a++)o=this.soundTracks[s].soundCollection[a],o.useCustomAttenuation&&o.updateDistanceFromListener()}}},Object.defineProperty(t.prototype,"audioEnabled",{get:function(){return this._audioEnabled},set:function(t){this._audioEnabled=t,e.AudioEngine&&(this._audioEnabled?this._enableAudio():this._disableAudio())},enumerable:!0,configurable:!0}),t.prototype._disableAudio=function(){var e;for(e=0;e<this.mainSoundTrack.soundCollection.length;e++)this.mainSoundTrack.soundCollection[e].pause();for(e=0;e<this.soundTracks.length;e++)for(var t=0;t<this.soundTracks[e].soundCollection.length;t++)this.soundTracks[e].soundCollection[t].pause()},t.prototype._enableAudio=function(){var e;for(e=0;e<this.mainSoundTrack.soundCollection.length;e++)this.mainSoundTrack.soundCollection[e].isPaused&&this.mainSoundTrack.soundCollection[e].play();for(e=0;e<this.soundTracks.length;e++)for(var t=0;t<this.soundTracks[e].soundCollection.length;t++)this.soundTracks[e].soundCollection[t].isPaused&&this.soundTracks[e].soundCollection[t].play()},Object.defineProperty(t.prototype,"headphone",{get:function(){return this._headphone},set:function(t){this._headphone=t,e.AudioEngine&&(this._headphone?this._switchAudioModeForHeadphones():this._switchAudioModeForNormalSpeakers())},enumerable:!0,configurable:!0}),t.prototype._switchAudioModeForHeadphones=function(){this.mainSoundTrack.switchPanningModelToHRTF();for(var e=0;e<this.soundTracks.length;e++)this.soundTracks[e].switchPanningModelToHRTF()},t.prototype._switchAudioModeForNormalSpeakers=function(){this.mainSoundTrack.switchPanningModelToEqualPower();for(var e=0;e<this.soundTracks.length;e++)this.soundTracks[e].switchPanningModelToEqualPower()},t.prototype.enableDepthRenderer=function(){return this._depthRenderer?this._depthRenderer:(this._depthRenderer=new e.DepthRenderer(this),this._depthRenderer)},t.prototype.disableDepthRenderer=function(){this._depthRenderer&&(this._depthRenderer.dispose(),this._depthRenderer=null)},t.prototype.dispose=function(){this.beforeRender=null,this.afterRender=null,this.skeletons=[],this._boundingBoxRenderer.dispose(),this._depthRenderer&&this._depthRenderer.dispose(),this.debugLayer.hide(),this.onDispose&&this.onDispose(),this._onBeforeRenderCallbacks=[],this._onAfterRenderCallbacks=[],this.detachControl(),e.AudioEngine&&this.disposeSounds();var t,i=this._engine.getRenderingCanvas();for(t=0;t<this.cameras.length;t++)this.cameras[t].detachControl(i);for(;this.lights.length;)this.lights[0].dispose();for(;this.meshes.length;)this.meshes[0].dispose(!0);for(;this.cameras.length;)this.cameras[0].dispose();for(;this.materials.length;)this.materials[0].dispose();for(;this.particleSystems.length;)this.particleSystems[0].dispose();for(;this.spriteManagers.length;)this.spriteManagers[0].dispose();for(;this.layers.length;)this.layers[0].dispose();for(;this.textures.length;)this.textures[0].dispose();this.postProcessManager.dispose(),this._physicsEngine&&this.disablePhysicsEngine(),t=this._engine.scenes.indexOf(this),t>-1&&this._engine.scenes.splice(t,1),this._engine.wipeCaches()},t.prototype.disposeSounds=function(){this.mainSoundTrack.dispose();for(var e=0;e<this.soundTracks.length;e++)this.soundTracks[e].dispose()},t.prototype.getWorldExtends=function(){for(var t=new e.Vector3(Number.MAX_VALUE,Number.MAX_VALUE,Number.MAX_VALUE),i=new e.Vector3(-Number.MAX_VALUE,-Number.MAX_VALUE,-Number.MAX_VALUE),r=0;r<this.meshes.length;r++){var n=this.meshes[r];n.computeWorldMatrix(!0);var s=n.getBoundingInfo().boundingBox.minimumWorld,o=n.getBoundingInfo().boundingBox.maximumWorld;e.Tools.CheckExtends(s,t,i),e.Tools.CheckExtends(o,t,i)}return{min:t,max:i}},t.prototype.createOrUpdateSelectionOctree=function(t,i){void 0===t&&(t=64),void 0===i&&(i=2),this._selectionOctree||(this._selectionOctree=new e.Octree(e.Octree.CreationFuncForMeshes,t,i));var r=this.getWorldExtends();return this._selectionOctree.update(r.min,r.max,this.meshes),this._selectionOctree},t.prototype.createPickingRay=function(t,i,r,n,s){void 0===s&&(s=!1);var o=this._engine;if(!n){if(!this.activeCamera)throw new Error("Active camera not set");n=this.activeCamera}var a=n.viewport,h=a.toGlobal(o);return t=t/this._engine.getHardwareScalingLevel()-h.x,i=i/this._engine.getHardwareScalingLevel()-(this._engine.getRenderHeight()-h.y-h.height),e.Ray.CreateNew(t,i,h.width,h.height,r?r:e.Matrix.Identity(),s?e.Matrix.Identity():n.getViewMatrix(),n.getProjectionMatrix())},t.prototype.createPickingRayInCameraSpace=function(t,i,r){var n=this._engine;if(!r){if(!this.activeCamera)throw new Error("Active camera not set");r=this.activeCamera}var s=r.viewport,o=s.toGlobal(n),a=e.Matrix.Identity();return t=t/this._engine.getHardwareScalingLevel()-o.x,i=i/this._engine.getHardwareScalingLevel()-(this._engine.getRenderHeight()-o.y-o.height),e.Ray.CreateNew(t,i,o.width,o.height,a,a,r.getProjectionMatrix())},t.prototype._internalPick=function(t,i,r){for(var n=null,s=0;s<this.meshes.length;s++){var o=this.meshes[s];if(i){if(!i(o))continue}else if(!o.isEnabled()||!o.isVisible||!o.isPickable)continue;var a=o.getWorldMatrix(),h=t(a),c=o.intersects(h,r);if(c&&c.hit&&(r||null==n||!(c.distance>=n.distance))&&(n=c,r))break}return n||new e.PickingInfo},t.prototype._internalPickSprites=function(t,i,r,n){var s=null;if(n=n||this.activeCamera,this.spriteManagers.length>0)for(var o=0;o<this.spriteManagers.length;o++){var a=this.spriteManagers[o];if(a.isPickable){var h=a.intersects(t,n,i,r);if(h&&h.hit&&(r||null==s||!(h.distance>=s.distance))&&(s=h,r))break}}return s||new e.PickingInfo},t.prototype.pick=function(e,t,i,r,n){var s=this;return this._internalPick(function(i){return s.createPickingRay(e,t,i,n)},i,r)},t.prototype.pickSprite=function(e,t,i,r,n){return this._internalPickSprites(this.createPickingRayInCameraSpace(e,t,n),i,r,n)},t.prototype.pickWithRay=function(t,i,r){var n=this;return this._internalPick(function(i){return n._pickWithRayInverseMatrix||(n._pickWithRayInverseMatrix=e.Matrix.Identity()),i.invertToRef(n._pickWithRayInverseMatrix),e.Ray.Transform(t,n._pickWithRayInverseMatrix)},i,r)},t.prototype.setPointerOverMesh=function(t){this._pointerOverMesh!==t&&(this._pointerOverMesh&&this._pointerOverMesh.actionManager&&this._pointerOverMesh.actionManager.processTrigger(e.ActionManager.OnPointerOutTrigger,e.ActionEvent.CreateNew(this._pointerOverMesh)),this._pointerOverMesh=t,this._pointerOverMesh&&this._pointerOverMesh.actionManager&&this._pointerOverMesh.actionManager.processTrigger(e.ActionManager.OnPointerOverTrigger,e.ActionEvent.CreateNew(this._pointerOverMesh)))},t.prototype.getPointerOverMesh=function(){return this._pointerOverMesh},t.prototype.getPhysicsEngine=function(){return this._physicsEngine},t.prototype.enablePhysics=function(t,i){return this._physicsEngine?!0:(this._physicsEngine=new e.PhysicsEngine(i),this._physicsEngine.isSupported()?(this._physicsEngine._initialize(t),!0):(this._physicsEngine=null,!1))},t.prototype.disablePhysicsEngine=function(){this._physicsEngine&&(this._physicsEngine.dispose(),this._physicsEngine=void 0)},t.prototype.isPhysicsEnabled=function(){return void 0!==this._physicsEngine},t.prototype.setGravity=function(e){this._physicsEngine&&this._physicsEngine._setGravity(e)},t.prototype.createCompoundImpostor=function(e,t){if(e.parts&&(t=e,e=e.parts),!this._physicsEngine)return null;for(var i=0;i<e.length;i++){var r=e[i].mesh;r._physicImpostor=e[i].impostor,r._physicsMass=t.mass/e.length,r._physicsFriction=t.friction,r._physicRestitution=t.restitution}return this._physicsEngine._registerMeshesAsCompound(e,t)},t.prototype.deleteCompoundImpostor=function(t){for(var i=0;i<t.parts.length;i++){var r=t.parts[i].mesh;r._physicImpostor=e.PhysicsEngine.NoImpostor,this._physicsEngine._unregisterMesh(r)}},t.prototype.createDefaultCameraOrLight=function(){if(0===this.lights.length&&new e.HemisphericLight("default light",e.Vector3.Up(),this),!this.activeCamera){var t=new e.FreeCamera("default camera",e.Vector3.Zero(),this),i=this.getWorldExtends(),r=i.min.add(i.max.subtract(i.min).scale(.5));t.position=new e.Vector3(r.x,r.y,i.min.z-(i.max.z-i.min.z)),t.setTarget(r),this.activeCamera=t}},t.prototype._getByTags=function(t,i,r){if(void 0===i)return t;var n=[];r=r||function(e){};for(var s in t){var o=t[s];e.Tags.MatchesQuery(o,i)&&(n.push(o),r(o))}return n},t.prototype.getMeshesByTags=function(e,t){return this._getByTags(this.meshes,e,t)},t.prototype.getCamerasByTags=function(e,t){return this._getByTags(this.cameras,e,t)},t.prototype.getLightsByTags=function(e,t){return this._getByTags(this.lights,e,t)},t.prototype.getMaterialByTags=function(e,t){return this._getByTags(this.materials,e,t).concat(this._getByTags(this.multiMaterials,e,t))},t._FOGMODE_NONE=0,t._FOGMODE_EXP=1,t._FOGMODE_EXP2=2,t._FOGMODE_LINEAR=3,t.MinDeltaTime=1,t.MaxDeltaTime=1e3,t}();e.Scene=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(i,r,n,s,o,a){if(i instanceof e.Mesh?this._engine=i.getScene().getEngine():this._engine=i,this._updatable=s,this._data=r,o||this.create(),this._kind=n,a)return void(this._strideSize=a);switch(n){case t.PositionKind:this._strideSize=3;break;case t.NormalKind:this._strideSize=3;break;case t.UVKind:case t.UV2Kind:case t.UV3Kind:case t.UV4Kind:case t.UV5Kind:case t.UV6Kind:this._strideSize=2;break;case t.ColorKind:this._strideSize=4;break;case t.MatricesIndicesKind:case t.MatricesIndicesExtraKind:this._strideSize=4;break;case t.MatricesWeightsKind:case t.MatricesWeightsExtraKind:this._strideSize=4}}return t.prototype.isUpdatable=function(){return this._updatable},t.prototype.getData=function(){return this._data},t.prototype.getBuffer=function(){return this._buffer},t.prototype.getStrideSize=function(){return this._strideSize},t.prototype.create=function(e){(e||!this._buffer)&&(e=e||this._data,this._buffer||(this._updatable?this._buffer=this._engine.createDynamicVertexBuffer(4*e.length):this._buffer=this._engine.createVertexBuffer(e)),this._updatable&&(this._engine.updateDynamicVertexBuffer(this._buffer,e),this._data=e))},t.prototype.update=function(e){this.create(e)},t.prototype.updateDirectly=function(e,t){this._buffer&&this._updatable&&(this._engine.updateDynamicVertexBuffer(this._buffer,e,t),this._data=null)},t.prototype.dispose=function(){this._buffer&&this._engine._releaseBuffer(this._buffer)&&(this._buffer=null)},Object.defineProperty(t,"PositionKind",{get:function(){return t._PositionKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"NormalKind",{get:function(){return t._NormalKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"UVKind",{get:function(){return t._UVKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"UV2Kind",{get:function(){return t._UV2Kind},enumerable:!0,configurable:!0
}),Object.defineProperty(t,"UV3Kind",{get:function(){return t._UV3Kind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"UV4Kind",{get:function(){return t._UV4Kind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"UV5Kind",{get:function(){return t._UV5Kind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"UV6Kind",{get:function(){return t._UV6Kind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"ColorKind",{get:function(){return t._ColorKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"MatricesIndicesKind",{get:function(){return t._MatricesIndicesKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"MatricesWeightsKind",{get:function(){return t._MatricesWeightsKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"MatricesIndicesExtraKind",{get:function(){return t._MatricesIndicesExtraKind},enumerable:!0,configurable:!0}),Object.defineProperty(t,"MatricesWeightsExtraKind",{get:function(){return t._MatricesWeightsExtraKind},enumerable:!0,configurable:!0}),t._PositionKind="position",t._NormalKind="normal",t._UVKind="uv",t._UV2Kind="uv2",t._UV3Kind="uv3",t._UV4Kind="uv4",t._UV5Kind="uv5",t._UV6Kind="uv6",t._ColorKind="color",t._MatricesIndicesKind="matricesIndices",t._MatricesWeightsKind="matricesWeights",t._MatricesIndicesExtraKind="matricesIndicesExtra",t._MatricesWeightsExtraKind="matricesWeightsExtra",t}();e.VertexBuffer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i){t.call(this,e,i.getScene()),i.instances.push(this),this._sourceMesh=i,this.position.copyFrom(i.position),this.rotation.copyFrom(i.rotation),this.scaling.copyFrom(i.scaling),i.rotationQuaternion&&(this.rotationQuaternion=i.rotationQuaternion.clone()),this.infiniteDistance=i.infiniteDistance,this.setPivotMatrix(i.getPivotMatrix()),this.refreshBoundingInfo(),this._syncSubMeshes()}return __extends(i,t),Object.defineProperty(i.prototype,"receiveShadows",{get:function(){return this._sourceMesh.receiveShadows},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"material",{get:function(){return this._sourceMesh.material},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"visibility",{get:function(){return this._sourceMesh.visibility},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"skeleton",{get:function(){return this._sourceMesh.skeleton},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"renderingGroupId",{get:function(){return this._sourceMesh.renderingGroupId},enumerable:!0,configurable:!0}),i.prototype.getTotalVertices=function(){return this._sourceMesh.getTotalVertices()},Object.defineProperty(i.prototype,"sourceMesh",{get:function(){return this._sourceMesh},enumerable:!0,configurable:!0}),i.prototype.getVerticesData=function(e,t){return this._sourceMesh.getVerticesData(e,t)},i.prototype.isVerticesDataPresent=function(e){return this._sourceMesh.isVerticesDataPresent(e)},i.prototype.getIndices=function(){return this._sourceMesh.getIndices()},Object.defineProperty(i.prototype,"_positions",{get:function(){return this._sourceMesh._positions},enumerable:!0,configurable:!0}),i.prototype.refreshBoundingInfo=function(){var t=this._sourceMesh.getBoundingInfo();this._boundingInfo=new e.BoundingInfo(t.minimum.clone(),t.maximum.clone()),this._updateBoundingInfo()},i.prototype._preActivate=function(){this._currentLOD&&this._currentLOD._preActivate()},i.prototype._activate=function(e){this._currentLOD&&this._currentLOD._registerInstanceForRenderId(this,e)},i.prototype.getLOD=function(e){return this._currentLOD=this.sourceMesh.getLOD(this.getScene().activeCamera,this.getBoundingInfo().boundingSphere),this._currentLOD===this.sourceMesh?this:this._currentLOD},i.prototype._syncSubMeshes=function(){if(this.releaseSubMeshes(),this._sourceMesh.subMeshes)for(var e=0;e<this._sourceMesh.subMeshes.length;e++)this._sourceMesh.subMeshes[e].clone(this,this._sourceMesh)},i.prototype._generatePointsArray=function(){return this._sourceMesh._generatePointsArray()},i.prototype.clone=function(t,i,r){var n=this._sourceMesh.createInstance(t);if(e.Tools.DeepCopy(this,n,["name"],[]),this.refreshBoundingInfo(),i&&(n.parent=i),!r)for(var s=0;s<this.getScene().meshes.length;s++){var o=this.getScene().meshes[s];o.parent===this&&o.clone(o.name,n)}return n.computeWorldMatrix(!0),n},i.prototype.dispose=function(e){var i=this._sourceMesh.instances.indexOf(this);this._sourceMesh.instances.splice(i,1),t.prototype.dispose.call(this,e)},i}(e.AbstractMesh);e.InstancedMesh=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){this.mustReturn=!1,this.visibleInstances=new Array,this.renderSelf=new Array}return e}();e._InstancesBatch=t;var i=function(i){function r(n,s,o,a,h){if(void 0===o&&(o=null),i.call(this,n,s),this.delayLoadState=e.Engine.DELAYLOADSTATE_NONE,this.instances=new Array,this._LODLevels=new Array,this._onBeforeRenderCallbacks=new Array,this._onAfterRenderCallbacks=new Array,this._visibleInstances={},this._renderIdForInstances=new Array,this._batchCache=new t,this._instancesBufferSize=2048,this._sideOrientation=r._DEFAULTSIDE,this._areNormalsFrozen=!1,a){a._geometry&&a._geometry.applyToMesh(this),e.Tools.DeepCopy(a,this,["name","material","skeleton","instances"],[]),this.id=n+"."+a.id,this.material=a.material;var c;if(!h)for(c=0;c<s.meshes.length;c++){var l=s.meshes[c];if(l.parent===a){l.clone(n+"."+l.name,this,h)}}for(c=0;c<s.particleSystems.length;c++){var u=s.particleSystems[c];u.emitter===a&&u.clone(u.name,this)}this.computeWorldMatrix(!0)}null!==o&&(this.parent=o)}return __extends(r,i),Object.defineProperty(r,"FRONTSIDE",{get:function(){return r._FRONTSIDE},enumerable:!0,configurable:!0}),Object.defineProperty(r,"BACKSIDE",{get:function(){return r._BACKSIDE},enumerable:!0,configurable:!0}),Object.defineProperty(r,"DOUBLESIDE",{get:function(){return r._DOUBLESIDE},enumerable:!0,configurable:!0}),Object.defineProperty(r,"DEFAULTSIDE",{get:function(){return r._DEFAULTSIDE},enumerable:!0,configurable:!0}),Object.defineProperty(r,"NO_CAP",{get:function(){return r._NO_CAP},enumerable:!0,configurable:!0}),Object.defineProperty(r,"CAP_START",{get:function(){return r._CAP_START},enumerable:!0,configurable:!0}),Object.defineProperty(r,"CAP_END",{get:function(){return r._CAP_END},enumerable:!0,configurable:!0}),Object.defineProperty(r,"CAP_ALL",{get:function(){return r._CAP_ALL},enumerable:!0,configurable:!0}),Object.defineProperty(r.prototype,"hasLODLevels",{get:function(){return this._LODLevels.length>0},enumerable:!0,configurable:!0}),r.prototype._sortLODLevels=function(){this._LODLevels.sort(function(e,t){return e.distance<t.distance?1:e.distance>t.distance?-1:0})},r.prototype.addLODLevel=function(t,i){if(i&&i._masterMesh)return e.Tools.Warn("You cannot use a mesh as LOD level twice"),this;var r=new e.Internals.MeshLODLevel(t,i);return this._LODLevels.push(r),i&&(i._masterMesh=this),this._sortLODLevels(),this},r.prototype.getLODLevelAtDistance=function(e){for(var t=0;t<this._LODLevels.length;t++){var i=this._LODLevels[t];if(i.distance===e)return i.mesh}return null},r.prototype.removeLODLevel=function(e){for(var t=0;t<this._LODLevels.length;t++)this._LODLevels[t].mesh===e&&(this._LODLevels.splice(t,1),e&&(e._masterMesh=null));return this._sortLODLevels(),this},r.prototype.getLOD=function(e,t){if(!this._LODLevels||0===this._LODLevels.length)return this;var i=(t?t:this.getBoundingInfo().boundingSphere).centerWorld.subtract(e.position).length();if(this._LODLevels[this._LODLevels.length-1].distance>i)return this.onLODLevelSelection&&this.onLODLevelSelection(i,this,this._LODLevels[this._LODLevels.length-1].mesh),this;for(var r=0;r<this._LODLevels.length;r++){var n=this._LODLevels[r];if(n.distance<i)return n.mesh&&(n.mesh._preActivate(),n.mesh._updateSubMeshesBoundingInfo(this.worldMatrixFromCache)),this.onLODLevelSelection&&this.onLODLevelSelection(i,this,n.mesh),n.mesh}return this.onLODLevelSelection&&this.onLODLevelSelection(i,this,this),this},Object.defineProperty(r.prototype,"geometry",{get:function(){return this._geometry},enumerable:!0,configurable:!0}),r.prototype.getTotalVertices=function(){return this._geometry?this._geometry.getTotalVertices():0},r.prototype.getVerticesData=function(e,t){return this._geometry?this._geometry.getVerticesData(e,t):null},r.prototype.getVertexBuffer=function(e){return this._geometry?this._geometry.getVertexBuffer(e):void 0},r.prototype.isVerticesDataPresent=function(e){return this._geometry?this._geometry.isVerticesDataPresent(e):this._delayInfo?-1!==this._delayInfo.indexOf(e):!1},r.prototype.getVerticesDataKinds=function(){if(!this._geometry){var e=[];if(this._delayInfo)for(var t in this._delayInfo)e.push(t);return e}return this._geometry.getVerticesDataKinds()},r.prototype.getTotalIndices=function(){return this._geometry?this._geometry.getTotalIndices():0},r.prototype.getIndices=function(e){return this._geometry?this._geometry.getIndices(e):[]},Object.defineProperty(r.prototype,"isBlocked",{get:function(){return null!==this._masterMesh&&void 0!==this._masterMesh},enumerable:!0,configurable:!0}),r.prototype.isReady=function(){return this.delayLoadState===e.Engine.DELAYLOADSTATE_LOADING?!1:i.prototype.isReady.call(this)},r.prototype.isDisposed=function(){return this._isDisposed},Object.defineProperty(r.prototype,"sideOrientation",{get:function(){return this._sideOrientation},set:function(e){this._sideOrientation=e},enumerable:!0,configurable:!0}),Object.defineProperty(r.prototype,"areNormalsFrozen",{get:function(){return this._areNormalsFrozen},enumerable:!0,configurable:!0}),r.prototype.freezeNormals=function(){this._areNormalsFrozen=!0},r.prototype.unfreezeNormals=function(){this._areNormalsFrozen=!1},r.prototype._preActivate=function(){var e=this.getScene().getRenderId();this._preActivateId!==e&&(this._preActivateId=e,this._visibleInstances=null)},r.prototype._registerInstanceForRenderId=function(e,t){this._visibleInstances||(this._visibleInstances={},this._visibleInstances.defaultRenderId=t,this._visibleInstances.selfDefaultRenderId=this._renderId),this._visibleInstances[t]||(this._visibleInstances[t]=new Array),this._visibleInstances[t].push(e)},r.prototype.refreshBoundingInfo=function(){var t=this.getVerticesData(e.VertexBuffer.PositionKind);if(t){var i=e.Tools.ExtractMinAndMax(t,0,this.getTotalVertices());this._boundingInfo=new e.BoundingInfo(i.minimum,i.maximum)}if(this.subMeshes)for(var r=0;r<this.subMeshes.length;r++)this.subMeshes[r].refreshBoundingInfo();this._updateBoundingInfo()},r.prototype._createGlobalSubMesh=function(){var t=this.getTotalVertices();return t&&this.getIndices()?(this.releaseSubMeshes(),new e.SubMesh(0,0,t,0,this.getTotalIndices(),this)):null},r.prototype.subdivide=function(t){if(!(1>t)){for(var i=this.getTotalIndices(),r=i/t|0,n=0;r%3!==0;)r++;this.releaseSubMeshes();for(var s=0;t>s&&!(n>=i);s++)e.SubMesh.CreateFromIndices(0,n,Math.min(r,i-n),this),n+=r;this.synchronizeInstances()}},r.prototype.setVerticesData=function(t,i,r,n){if(this._geometry)this._geometry.setVerticesData(t,i,r,n);else{var s=new e.VertexData;s.set(i,t);var o=this.getScene();new e.Geometry(e.Geometry.RandomId(),o,s,r,this)}},r.prototype.updateVerticesData=function(e,t,i,r){this._geometry&&(r?(this.makeGeometryUnique(),this.updateVerticesData(e,t,i,!1)):this._geometry.updateVerticesData(e,t,i))},r.prototype.updateVerticesDataDirectly=function(t,i,r,n){e.Tools.Warn("Mesh.updateVerticesDataDirectly deprecated since 2.3."),this._geometry&&(n?(this.makeGeometryUnique(),this.updateVerticesDataDirectly(t,i,r,!1)):this._geometry.updateVerticesDataDirectly(t,i,r))},r.prototype.updateMeshPositions=function(t,i){void 0===i&&(i=!0);var r=this.getVerticesData(e.VertexBuffer.PositionKind);if(t(r),this.updateVerticesData(e.VertexBuffer.PositionKind,r,!1,!1),i){var n=this.getIndices(),s=this.getVerticesData(e.VertexBuffer.NormalKind);e.VertexData.ComputeNormals(r,n,s),this.updateVerticesData(e.VertexBuffer.NormalKind,s,!1,!1)}},r.prototype.makeGeometryUnique=function(){if(this._geometry){var t=this._geometry.copy(e.Geometry.RandomId());t.applyToMesh(this)}},r.prototype.setIndices=function(t,i){if(this._geometry)this._geometry.setIndices(t,i);else{var r=new e.VertexData;r.indices=t;var n=this.getScene();new e.Geometry(e.Geometry.RandomId(),n,r,!1,this)}},r.prototype._bind=function(t,i,r){var n,s=this.getScene().getEngine();switch(r){case e.Material.PointFillMode:n=null;break;case e.Material.WireFrameFillMode:n=t.getLinesIndexBuffer(this.getIndices(),s);break;default:case e.Material.TriangleFillMode:n=this._geometry.getIndexBuffer()}s.bindMultiBuffers(this._geometry.getVertexBuffers(),n,i)},r.prototype._draw=function(t,i,r){if(this._geometry&&this._geometry.getVertexBuffers()&&this._geometry.getIndexBuffer()){var n=this.getScene().getEngine();switch(i){case e.Material.PointFillMode:n.drawPointClouds(t.verticesStart,t.verticesCount,r);break;case e.Material.WireFrameFillMode:n.draw(!1,0,t.linesIndexCount,r);break;default:n.draw(!0,t.indexStart,t.indexCount,r)}}},r.prototype.registerBeforeRender=function(e){this._onBeforeRenderCallbacks.push(e)},r.prototype.unregisterBeforeRender=function(e){var t=this._onBeforeRenderCallbacks.indexOf(e);t>-1&&this._onBeforeRenderCallbacks.splice(t,1)},r.prototype.registerAfterRender=function(e){this._onAfterRenderCallbacks.push(e)},r.prototype.unregisterAfterRender=function(e){var t=this._onAfterRenderCallbacks.indexOf(e);t>-1&&this._onAfterRenderCallbacks.splice(t,1)},r.prototype._getInstancesRenderList=function(e){var t=this.getScene();if(this._batchCache.mustReturn=!1,this._batchCache.renderSelf[e]=this.isEnabled()&&this.isVisible,this._batchCache.visibleInstances[e]=null,this._visibleInstances){var i=t.getRenderId();this._batchCache.visibleInstances[e]=this._visibleInstances[i];var r=this._renderId;if(!this._batchCache.visibleInstances[e]&&this._visibleInstances.defaultRenderId&&(this._batchCache.visibleInstances[e]=this._visibleInstances[this._visibleInstances.defaultRenderId],i=Math.max(this._visibleInstances.defaultRenderId,i),r=Math.max(this._visibleInstances.selfDefaultRenderId,i)),this._batchCache.visibleInstances[e]&&this._batchCache.visibleInstances[e].length){if(this._renderIdForInstances[e]===i)return this._batchCache.mustReturn=!0,this._batchCache;i!==r&&(this._batchCache.renderSelf[e]=!1)}this._renderIdForInstances[e]=i}return this._batchCache},r.prototype._renderWithInstances=function(e,t,i,r,n){for(var s=i.visibleInstances[e._id],o=s.length+1,a=16*o*4;this._instancesBufferSize<a;)this._instancesBufferSize*=2;(!this._worldMatricesInstancesBuffer||this._worldMatricesInstancesBuffer.capacity<this._instancesBufferSize)&&(this._worldMatricesInstancesBuffer&&n.deleteInstancesBuffer(this._worldMatricesInstancesBuffer),this._worldMatricesInstancesBuffer=n.createInstancesBuffer(this._instancesBufferSize),this._worldMatricesInstancesArray=new Float32Array(this._instancesBufferSize/4));var h=0,c=0,l=this.getWorldMatrix();if(i.renderSelf[e._id]&&(l.copyToArray(this._worldMatricesInstancesArray,h),h+=16,c++),s)for(var u=0;u<s.length;u++){var d=s[u];d.getWorldMatrix().copyToArray(this._worldMatricesInstancesArray,h),h+=16,c++}var f=r.getAttributeLocationByName("world0"),p=r.getAttributeLocationByName("world1"),m=r.getAttributeLocationByName("world2"),_=r.getAttributeLocationByName("world3"),g=[f,p,m,_];n.updateAndBindInstancesBuffer(this._worldMatricesInstancesBuffer,this._worldMatricesInstancesArray,g),this._draw(e,t,c),n.unBindInstancesBuffer(this._worldMatricesInstancesBuffer,g)},r.prototype._processRendering=function(e,t,i,r,n,s){var o=this.getScene(),a=o.getEngine();if(n)this._renderWithInstances(e,i,r,t,a);else if(r.renderSelf[e._id]&&(s&&s(!1,this.getWorldMatrix()),this._draw(e,i)),r.visibleInstances[e._id])for(var h=0;h<r.visibleInstances[e._id].length;h++){var c=r.visibleInstances[e._id][h],l=c.getWorldMatrix();s&&s(!0,l),this._draw(e,i)}},r.prototype.render=function(t,i){var r=this.getScene(),n=this._getInstancesRenderList(t._id);if(!n.mustReturn&&this._geometry&&this._geometry.getVertexBuffers()&&this._geometry.getIndexBuffer()){var s;for(s=0;s<this._onBeforeRenderCallbacks.length;s++)this._onBeforeRenderCallbacks[s](this);var o=r.getEngine(),a=null!==o.getCaps().instancedArrays&&null!==n.visibleInstances[t._id]&&void 0!==n.visibleInstances[t._id],h=t.getMaterial();if(h&&h.isReady(this,a)){var c=o.getDepthWrite();this.renderOutline&&(o.setDepthWrite(!1),r.getOutlineRenderer().render(t,n),o.setDepthWrite(c)),h._preBind();var l=h.getEffect(),u=r.forcePointsCloud?e.Material.PointFillMode:r.forceWireframe?e.Material.WireFrameFillMode:h.fillMode;this._bind(t,l,u);var d=this.getWorldMatrix();if(h.bind(d,this),i&&o.setAlphaMode(h.alphaMode),this._processRendering(t,l,u,n,a,function(e,t){e&&h.bindOnlyWorldMatrix(t)}),h.unbind(),this.renderOutline&&c&&(o.setDepthWrite(!0),o.setColorWrite(!1),r.getOutlineRenderer().render(t,n),o.setColorWrite(!0)),this.renderOverlay){var f=o.getAlphaMode();o.setAlphaMode(e.Engine.ALPHA_COMBINE),r.getOutlineRenderer().render(t,n,!0),o.setAlphaMode(f)}for(s=0;s<this._onAfterRenderCallbacks.length;s++)this._onAfterRenderCallbacks[s](this)}}},r.prototype.getEmittedParticleSystems=function(){for(var e=new Array,t=0;t<this.getScene().particleSystems.length;t++){var i=this.getScene().particleSystems[t];i.emitter===this&&e.push(i)}return e},r.prototype.getHierarchyEmittedParticleSystems=function(){var e=new Array,t=this.getDescendants();t.push(this);for(var i=0;i<this.getScene().particleSystems.length;i++){var r=this.getScene().particleSystems[i];-1!==t.indexOf(r.emitter)&&e.push(r)}return e},r.prototype.getChildren=function(){for(var e=[],t=0;t<this.getScene().meshes.length;t++){var i=this.getScene().meshes[t];i.parent===this&&e.push(i)}return e},r.prototype._checkDelayState=function(){var t=this,i=this,r=this.getScene();if(this._geometry)this._geometry.load(r);else if(i.delayLoadState===e.Engine.DELAYLOADSTATE_NOTLOADED){i.delayLoadState=e.Engine.DELAYLOADSTATE_LOADING,r._addPendingData(i);var n=-1!==this.delayLoadingFile.indexOf(".babylonbinarymeshdata");e.Tools.LoadFile(this.delayLoadingFile,function(i){i instanceof ArrayBuffer?t._delayLoadingFunction(i,t):t._delayLoadingFunction(JSON.parse(i),t),t.delayLoadState=e.Engine.DELAYLOADSTATE_LOADED,r._removePendingData(t)},function(){},r.database,n)}},r.prototype.isInFrustum=function(t){return this.delayLoadState===e.Engine.DELAYLOADSTATE_LOADING?!1:i.prototype.isInFrustum.call(this,t)?(this._checkDelayState(),!0):!1},r.prototype.setMaterialByID=function(e){var t,i=this.getScene().materials;for(t=0;t<i.length;t++)if(i[t].id===e)return void(this.material=i[t]);var r=this.getScene().multiMaterials;for(t=0;t<r.length;t++)if(r[t].id===e)return void(this.material=r[t])},r.prototype.getAnimatables=function(){var e=[];return this.material&&e.push(this.material),this.skeleton&&e.push(this.skeleton),e},r.prototype.bakeTransformIntoVertices=function(t){if(this.isVerticesDataPresent(e.VertexBuffer.PositionKind)){this._resetPointsArrayCache();var i,r=this.getVerticesData(e.VertexBuffer.PositionKind),n=[];for(i=0;i<r.length;i+=3)e.Vector3.TransformCoordinates(e.Vector3.FromArray(r,i),t).toArray(n,i);if(this.setVerticesData(e.VertexBuffer.PositionKind,n,this.getVertexBuffer(e.VertexBuffer.PositionKind).isUpdatable()),this.isVerticesDataPresent(e.VertexBuffer.NormalKind)){for(r=this.getVerticesData(e.VertexBuffer.NormalKind),n=[],i=0;i<r.length;i+=3)e.Vector3.TransformNormal(e.Vector3.FromArray(r,i),t).normalize().toArray(n,i);this.setVerticesData(e.VertexBuffer.NormalKind,n,this.getVertexBuffer(e.VertexBuffer.NormalKind).isUpdatable()),t.m[0]*t.m[5]*t.m[10]<0&&this.flipFaces()}}},r.prototype.bakeCurrentTransformIntoVertices=function(){this.bakeTransformIntoVertices(this.computeWorldMatrix(!0)),this.scaling.copyFromFloats(1,1,1),this.position.copyFromFloats(0,0,0),this.rotation.copyFromFloats(0,0,0),this.rotationQuaternion&&(this.rotationQuaternion=e.Quaternion.Identity()),this._worldMatrix=e.Matrix.Identity()},r.prototype._resetPointsArrayCache=function(){this._positions=null},r.prototype._generatePointsArray=function(){if(this._positions)return!0;this._positions=[];var t=this.getVerticesData(e.VertexBuffer.PositionKind);if(!t)return!1;for(var i=0;i<t.length;i+=3)this._positions.push(e.Vector3.FromArray(t,i));return!0},r.prototype.clone=function(e,t,i){return new r(e,this.getScene(),t,this,i)},r.prototype.dispose=function(e){for(this._geometry&&this._geometry.releaseForMesh(this,!0),this._worldMatricesInstancesBuffer&&(this.getEngine().deleteInstancesBuffer(this._worldMatricesInstancesBuffer),this._worldMatricesInstancesBuffer=null);this.instances.length;)this.instances[0].dispose();i.prototype.dispose.call(this,e)},r.prototype.applyDisplacementMap=function(t,i,r,n){var s=this,o=this.getScene(),a=function(e){var t=document.createElement("canvas"),o=t.getContext("2d"),a=e.width,h=e.height;t.width=a,t.height=h,o.drawImage(e,0,0);var c=o.getImageData(0,0,a,h).data;s.applyDisplacementMapFromBuffer(c,a,h,i,r),n&&n(s)};e.Tools.LoadImage(t,a,function(){},o.database)},r.prototype.applyDisplacementMapFromBuffer=function(t,i,r,n,s){if(!this.isVerticesDataPresent(e.VertexBuffer.PositionKind)||!this.isVerticesDataPresent(e.VertexBuffer.NormalKind)||!this.isVerticesDataPresent(e.VertexBuffer.UVKind))return void e.Tools.Warn("Cannot call applyDisplacementMap: Given mesh is not complete. Position, Normal or UV are missing");for(var o=this.getVerticesData(e.VertexBuffer.PositionKind),a=this.getVerticesData(e.VertexBuffer.NormalKind),h=this.getVerticesData(e.VertexBuffer.UVKind),c=e.Vector3.Zero(),l=e.Vector3.Zero(),u=e.Vector2.Zero(),d=0;d<o.length;d+=3){e.Vector3.FromArrayToRef(o,d,c),e.Vector3.FromArrayToRef(a,d,l),e.Vector2.FromArrayToRef(h,d/3*2,u);var f=Math.abs(u.x)*i%i|0,p=Math.abs(u.y)*r%r|0,m=4*(f+p*i),_=t[m]/255,g=t[m+1]/255,v=t[m+2]/255,y=.3*_+.59*g+.11*v;l.normalize(),l.scaleInPlace(n+(s-n)*y),c=c.add(l),c.toArray(o,d)}e.VertexData.ComputeNormals(o,this.getIndices(),a),this.updateVerticesData(e.VertexBuffer.PositionKind,o),this.updateVerticesData(e.VertexBuffer.NormalKind,a)},r.prototype.convertToFlatShadedMesh=function(){var t,i,r=this.getVerticesDataKinds(),n=[],s=[],o=[],a=!1;for(t=0;t<r.length;t++){i=r[t];var h=this.getVertexBuffer(i);i!==e.VertexBuffer.NormalKind?(n[i]=h,s[i]=n[i].getData(),o[i]=[]):(a=h.isUpdatable(),r.splice(t,1),t--)}var c,l=this.subMeshes.slice(0),u=this.getIndices(),d=this.getTotalIndices();for(c=0;d>c;c++){var f=u[c];for(t=0;t<r.length;t++){i=r[t];for(var p=n[i].getStrideSize(),m=0;p>m;m++)o[i].push(s[i][f*p+m])}}var _=[],g=o[e.VertexBuffer.PositionKind];for(c=0;d>c;c+=3){u[c]=c,u[c+1]=c+1,u[c+2]=c+2;for(var v=e.Vector3.FromArray(g,3*c),y=e.Vector3.FromArray(g,3*(c+1)),x=e.Vector3.FromArray(g,3*(c+2)),E=v.subtract(y),T=x.subtract(y),M=e.Vector3.Normalize(e.Vector3.Cross(E,T)),A=0;3>A;A++)_.push(M.x),_.push(M.y),_.push(M.z)}for(this.setIndices(u),this.setVerticesData(e.VertexBuffer.NormalKind,_,a),t=0;t<r.length;t++)i=r[t],this.setVerticesData(i,o[i],n[i].isUpdatable());this.releaseSubMeshes();for(var b=0;b<l.length;b++){var P=l[b];new e.SubMesh(P.materialIndex,P.indexStart,P.indexCount,P.indexStart,P.indexCount,this)}this.synchronizeInstances()},r.prototype.flipFaces=function(t){void 0===t&&(t=!1);var i,r=e.VertexData.ExtractFromMesh(this);if(t&&this.isVerticesDataPresent(e.VertexBuffer.NormalKind))for(i=0;i<r.normals.length;i++)r.normals[i]*=-1;var n;for(i=0;i<r.indices.length;i+=3)n=r.indices[i+1],r.indices[i+1]=r.indices[i+2],r.indices[i+2]=n;r.applyToMesh(this)},r.prototype.createInstance=function(t){return new e.InstancedMesh(t,this)},r.prototype.synchronizeInstances=function(){for(var e=0;e<this.instances.length;e++){var t=this.instances[e];t._syncSubMeshes()}},r.prototype.simplify=function(t,i,r,n){void 0===i&&(i=!0),void 0===r&&(r=e.SimplificationType.QUADRATIC),this.getScene().simplificationQueue.addTask({settings:t,parallelProcessing:i,mesh:this,simplificationType:r,successCallback:n})},r.prototype.optimizeIndices=function(t){for(var i=this,r=this.getIndices(),n=this.getVerticesData(e.VertexBuffer.PositionKind),s=[],o=0;o<n.length;o+=3)s.push(e.Vector3.FromArray(n,o));var a=[];e.AsyncLoop.SyncAsyncForLoop(s.length,40,function(e){for(var t=s.length-1-e,i=s[t],r=0;t>r;++r){var n=s[r];if(i.equals(n)){a[t]=r;break}}},function(){for(var e=0;e<r.length;++e)r[e]=a[r[e]]||r[e];var n=i.subMeshes.slice(0);i.setIndices(r),i.subMeshes=n,t&&t(i)})},r.Parse=function(t,i,n){var s=new r(t.name,i);if(s.id=t.id,e.Tags.AddTagsTo(s,t.tags),s.position=e.Vector3.FromArray(t.position),t.rotationQuaternion?s.rotationQuaternion=e.Quaternion.FromArray(t.rotationQuaternion):t.rotation&&(s.rotation=e.Vector3.FromArray(t.rotation)),s.scaling=e.Vector3.FromArray(t.scaling),t.localMatrix?s.setPivotMatrix(e.Matrix.FromArray(t.localMatrix)):t.pivotMatrix&&s.setPivotMatrix(e.Matrix.FromArray(t.pivotMatrix)),s.setEnabled(t.isEnabled),s.isVisible=t.isVisible,s.infiniteDistance=t.infiniteDistance,s.showBoundingBox=t.showBoundingBox,s.showSubMeshesBoundingBox=t.showSubMeshesBoundingBox,void 0!==t.applyFog&&(s.applyFog=t.applyFog),void 0!==t.pickable&&(s.isPickable=t.pickable),void 0!==t.alphaIndex&&(s.alphaIndex=t.alphaIndex),s.receiveShadows=t.receiveShadows,s.billboardMode=t.billboardMode,void 0!==t.visibility&&(s.visibility=t.visibility),s.checkCollisions=t.checkCollisions,s._shouldGenerateFlatShading=t.useFlatShading,t.freezeWorldMatrix&&(s._waitingFreezeWorldMatrix=t.freezeWorldMatrix),t.parentId&&(s._waitingParentId=t.parentId),void 0!==t.actions&&(s._waitingActions=t.actions),s.hasVertexAlpha=t.hasVertexAlpha,t.delayLoadingFile?(s.delayLoadState=e.Engine.DELAYLOADSTATE_NOTLOADED,s.delayLoadingFile=n+t.delayLoadingFile,s._boundingInfo=new e.BoundingInfo(e.Vector3.FromArray(t.boundingBoxMinimum),e.Vector3.FromArray(t.boundingBoxMaximum)),t._binaryInfo&&(s._binaryInfo=t._binaryInfo),s._delayInfo=[],t.hasUVs&&s._delayInfo.push(e.VertexBuffer.UVKind),t.hasUVs2&&s._delayInfo.push(e.VertexBuffer.UV2Kind),t.hasUVs3&&s._delayInfo.push(e.VertexBuffer.UV3Kind),t.hasUVs4&&s._delayInfo.push(e.VertexBuffer.UV4Kind),t.hasUVs5&&s._delayInfo.push(e.VertexBuffer.UV5Kind),t.hasUVs6&&s._delayInfo.push(e.VertexBuffer.UV6Kind),t.hasColors&&s._delayInfo.push(e.VertexBuffer.ColorKind),t.hasMatricesIndices&&s._delayInfo.push(e.VertexBuffer.MatricesIndicesKind),t.hasMatricesWeights&&s._delayInfo.push(e.VertexBuffer.MatricesWeightsKind),s._delayLoadingFunction=e.Geometry.ImportGeometry,e.SceneLoader.ForceFullSceneLoadingForIncremental&&s._checkDelayState()):e.Geometry.ImportGeometry(t,s),t.materialId?s.setMaterialByID(t.materialId):s.material=null,t.skeletonId>-1&&(s.skeleton=i.getLastSkeletonByID(t.skeletonId),t.numBoneInfluencers&&(s.numBoneInfluencers=t.numBoneInfluencers)),t.physicsImpostor&&(i.isPhysicsEnabled()||i.enablePhysics(),s.setPhysicsState({impostor:t.physicsImpostor,mass:t.physicsMass,friction:t.physicsFriction,restitution:t.physicsRestitution})),t.animations)for(var o=0;o<t.animations.length;o++){var a=t.animations[o];s.animations.push(e.Animation.Parse(a))}if(t.autoAnimate&&i.beginAnimation(s,t.autoAnimateFrom,t.autoAnimateTo,t.autoAnimateLoop,1),t.layerMask&&!isNaN(t.layerMask)?s.layerMask=Math.abs(parseInt(t.layerMask)):s.layerMask=268435455,t.instances)for(var h=0;h<t.instances.length;h++){var c=t.instances[h],l=s.createInstance(c.name);if(e.Tags.AddTagsTo(l,c.tags),l.position=e.Vector3.FromArray(c.position),c.rotationQuaternion?l.rotationQuaternion=e.Quaternion.FromArray(c.rotationQuaternion):c.rotation&&(l.rotation=e.Vector3.FromArray(c.rotation)),l.scaling=e.Vector3.FromArray(c.scaling),l.checkCollisions=s.checkCollisions,t.animations)for(o=0;o<t.animations.length;o++)a=t.animations[o],l.animations.push(e.Animation.Parse(a))}return s},r.CreateRibbon=function(t,i,r,n,s,o,a,h,c){return e.MeshBuilder.CreateRibbon(t,{pathArray:i,closeArray:r,closePath:n,offset:s,updatable:a,sideOrientation:h,instance:c},o)},r.CreateDisc=function(t,i,r,n,s,o){var a={radius:i,tessellation:r,sideOrientation:o,updatable:s};return e.MeshBuilder.CreateDisc(t,a,n)},r.CreateBox=function(t,i,r,n,s){var o={size:i,sideOrientation:s,updatable:n};return e.MeshBuilder.CreateBox(t,o,r)},r.CreateSphere=function(t,i,r,n,s,o){var a={segments:i,diameterX:r,diameterY:r,diameterZ:r,sideOrientation:o,updatable:s};return e.MeshBuilder.CreateSphere(t,a,n)},r.CreateCylinder=function(t,i,n,s,o,a,h,c,l){void 0!==h&&h instanceof e.Scene||(void 0!==h&&(l=c||r.DEFAULTSIDE,c=h),h=a,a=1);var u={height:i,diameterTop:n,diameterBottom:s,tessellation:o,subdivisions:a,sideOrientation:l,updatable:c};return e.MeshBuilder.CreateCylinder(t,u,h)},r.CreateTorus=function(t,i,r,n,s,o,a){var h={diameter:i,thickness:r,tessellation:n,sideOrientation:a,updatable:o};return e.MeshBuilder.CreateTorus(t,h,s)},r.CreateTorusKnot=function(t,i,r,n,s,o,a,h,c,l){var u={radius:i,tube:r,radialSegments:n,tubularSegments:s,p:o,q:a,sideOrientation:l,updatable:c};return e.MeshBuilder.CreateTorusKnot(t,u,h)},r.CreateLines=function(t,i,r,n,s){var o={points:i,updatable:n,instance:s};return e.MeshBuilder.CreateLines(t,o,r)},r.CreateDashedLines=function(t,i,r,n,s,o,a,h){var c={points:i,dashSize:r,gapSize:n,dashNb:s,updatable:a};return e.MeshBuilder.CreateDashedLines(t,c,o)},r.ExtrudeShape=function(t,i,n,s,o,a,h,c,l,u){var d={shape:i,path:n,scale:s,rotation:o,cap:0===a?0:a||r.NO_CAP,sideOrientation:l,instance:u,updatable:c};return e.MeshBuilder.ExtrudeShape(t,d,h)},r.ExtrudeShapeCustom=function(t,i,n,s,o,a,h,c,l,u,d,f){var p={shape:i,path:n,scaleFunction:s,rotationFunction:o,ribbonCloseArray:a,ribbonClosePath:h,cap:0===c?0:c||r.NO_CAP,sideOrientation:d,instance:f,updatable:u};return e.MeshBuilder.ExtrudeShapeCustom(t,p,l)},r.CreateLathe=function(t,i,r,n,s,o,a){var h={shape:i,radius:r,tessellation:n,sideOrientation:a,updatable:o};return e.MeshBuilder.CreateLathe(t,h,s)},r.CreatePlane=function(t,i,r,n,s){var o={size:i,width:i,height:i,sideOrientation:s,updatable:n};return e.MeshBuilder.CreatePlane(t,o,r)},r.CreateGround=function(t,i,r,n,s,o){var a={width:i,height:r,subdivisions:n,updatable:o};return e.MeshBuilder.CreateGround(t,a,s)},r.CreateTiledGround=function(t,i,r,n,s,o,a,h,c){var l={xmin:i,zmin:r,xmax:n,zmax:s,subdivisions:o,precision:a,updatable:c};return e.MeshBuilder.CreateTiledGround(t,l,h)},r.CreateGroundFromHeightMap=function(t,i,r,n,s,o,a,h,c,l){var u={width:r,height:n,subdivisions:s,minHeight:o,maxHeight:a,updatable:c,onReady:l};return e.MeshBuilder.CreateGroundFromHeightMap(t,i,u,h)},r.CreateTube=function(t,i,r,n,s,o,a,h,c,l){var u={path:i,radius:r,tessellation:n,radiusFunction:s,arc:1,cap:o,updatable:h,sideOrientation:c,instance:l};return e.MeshBuilder.CreateTube(t,u,a)},r.CreatePolyhedron=function(t,i,r){return e.MeshBuilder.CreatePolyhedron(t,i,r)},r.CreateIcoSphere=function(t,i,r){return e.MeshBuilder.CreateIcoSphere(t,i,r)},r.CreateDecal=function(t,i,r,n,s,o){var a={position:r,normal:n,size:s,angle:o};return e.MeshBuilder.CreateDecal(t,i,a)},r.prototype.setPositionsForCPUSkinning=function(){var t;return this._sourcePositions||(t=this.getVerticesData(e.VertexBuffer.PositionKind),this._sourcePositions=new Float32Array(t),this.getVertexBuffer(e.VertexBuffer.PositionKind).isUpdatable()||this.setVerticesData(e.VertexBuffer.PositionKind,t,!0)),this._sourcePositions},r.prototype.setNormalsForCPUSkinning=function(){var t;return this._sourceNormals||(t=this.getVerticesData(e.VertexBuffer.NormalKind),this._sourceNormals=new Float32Array(t),this.getVertexBuffer(e.VertexBuffer.NormalKind).isUpdatable()||this.setVerticesData(e.VertexBuffer.NormalKind,t,!0)),this._sourceNormals},r.prototype.applySkeleton=function(t){if(!this.isVerticesDataPresent(e.VertexBuffer.PositionKind))return this;if(!this.isVerticesDataPresent(e.VertexBuffer.NormalKind))return this;if(!this.isVerticesDataPresent(e.VertexBuffer.MatricesIndicesKind))return this;if(!this.isVerticesDataPresent(e.VertexBuffer.MatricesWeightsKind))return this;this._sourcePositions||this.setPositionsForCPUSkinning(),
this._sourceNormals||this.setNormalsForCPUSkinning();var i=this.getVerticesData(e.VertexBuffer.PositionKind);i instanceof Float32Array||(i=new Float32Array(i));var r=this.getVerticesData(e.VertexBuffer.NormalKind);r instanceof Float32Array||(r=new Float32Array(r));for(var n,s=this.getVerticesData(e.VertexBuffer.MatricesIndicesKind),o=this.getVerticesData(e.VertexBuffer.MatricesWeightsKind),a=this.numBoneInfluencers>4,h=a?this.getVerticesData(e.VertexBuffer.MatricesIndicesExtraKind):null,c=a?this.getVerticesData(e.VertexBuffer.MatricesWeightsExtraKind):null,l=t.getTransformMatrices(),u=e.Vector3.Zero(),d=new e.Matrix,f=new e.Matrix,p=0,m=0;m<i.length;m+=3,p+=4){var _;for(n=0;4>n&&(_=o[p+n],_>0);n++)e.Matrix.FromFloat32ArrayToRefScaled(l,16*s[p+n],_,f),d.addToSelf(f);if(a)for(n=0;4>n&&(_=c[p+n],_>0);n++)e.Matrix.FromFloat32ArrayToRefScaled(l,16*h[p+n],_,f),d.addToSelf(f);e.Vector3.TransformCoordinatesFromFloatsToRef(this._sourcePositions[m],this._sourcePositions[m+1],this._sourcePositions[m+2],d,u),u.toArray(i,m),e.Vector3.TransformNormalFromFloatsToRef(this._sourceNormals[m],this._sourceNormals[m+1],this._sourceNormals[m+2],d,u),u.toArray(r,m),d.reset()}return this.updateVerticesData(e.VertexBuffer.PositionKind,i),this.updateVerticesData(e.VertexBuffer.NormalKind,r),this},r.MinMax=function(e){var t=null,i=null;for(var r in e){var n=e[r],s=n.getBoundingInfo().boundingBox;t?(t.MinimizeInPlace(s.minimumWorld),i.MaximizeInPlace(s.maximumWorld)):(t=s.minimumWorld,i=s.maximumWorld)}return{min:t,max:i}},r.Center=function(t){var i=void 0!==t.min?t:r.MinMax(t);return e.Vector3.Center(i.min,i.max)},r.MergeMeshes=function(t,i,n,s){void 0===i&&(i=!0);var o;if(!n){var a=0;for(o=0;o<t.length;o++)if(t[o]&&(a+=t[o].getTotalVertices(),a>65536))return e.Tools.Warn("Cannot merge meshes because resulting mesh will have more than 65536 vertices. Please use allow32BitsIndices = true to use 32 bits indices"),null}var h,c,l;for(o=0;o<t.length;o++)t[o]&&(t[o].computeWorldMatrix(!0),c=e.VertexData.ExtractFromMesh(t[o],!0),c.transform(t[o].getWorldMatrix()),h?h.merge(c):(h=c,l=t[o]));if(s||(s=new r(l.name+"_merged",l.getScene())),h.applyToMesh(s),s.material=l.material,s.checkCollisions=l.checkCollisions,i)for(o=0;o<t.length;o++)t[o]&&t[o].dispose();return s},r._FRONTSIDE=0,r._BACKSIDE=1,r._DOUBLESIDE=2,r._DEFAULTSIDE=0,r._NO_CAP=0,r._CAP_START=1,r._CAP_END=2,r._CAP_ALL=3,r}(e.AbstractMesh);e.Mesh=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i,r,n,s,o,a){void 0===a&&(a=!0),this.materialIndex=e,this.verticesStart=t,this.verticesCount=i,this.indexStart=r,this.indexCount=n,this._renderId=0,this._mesh=s,this._renderingMesh=o||s,s.subMeshes.push(this),this._trianglePlanes=[],this._id=s.subMeshes.length-1,a&&(this.refreshBoundingInfo(),s.computeWorldMatrix(!0))}return t.prototype.getBoundingInfo=function(){return this._boundingInfo},t.prototype.getMesh=function(){return this._mesh},t.prototype.getRenderingMesh=function(){return this._renderingMesh},t.prototype.getMaterial=function(){var t=this._renderingMesh.material;if(t&&t instanceof e.MultiMaterial){var i=t;return i.getSubMaterial(this.materialIndex)}return t?t:this._mesh.getScene().defaultMaterial},t.prototype.refreshBoundingInfo=function(){var t=this._renderingMesh.getVerticesData(e.VertexBuffer.PositionKind);if(!t)return void(this._boundingInfo=this._mesh._boundingInfo);var i,r=this._renderingMesh.getIndices();i=0===this.indexStart&&this.indexCount===r.length?{minimum:this._renderingMesh.getBoundingInfo().minimum.clone(),maximum:this._renderingMesh.getBoundingInfo().maximum.clone()}:e.Tools.ExtractMinAndMaxIndexed(t,r,this.indexStart,this.indexCount),this._boundingInfo=new e.BoundingInfo(i.minimum,i.maximum)},t.prototype._checkCollision=function(e){return this._boundingInfo._checkCollision(e)},t.prototype.updateBoundingInfo=function(e){this._boundingInfo||this.refreshBoundingInfo(),this._boundingInfo._update(e)},t.prototype.isInFrustum=function(e){return this._boundingInfo.isInFrustum(e)},t.prototype.render=function(e){this._renderingMesh.render(this,e)},t.prototype.getLinesIndexBuffer=function(e,t){if(!this._linesIndexBuffer){for(var i=[],r=this.indexStart;r<this.indexStart+this.indexCount;r+=3)i.push(e[r],e[r+1],e[r+1],e[r+2],e[r+2],e[r]);this._linesIndexBuffer=t.createIndexBuffer(i),this.linesIndexCount=i.length}return this._linesIndexBuffer},t.prototype.canIntersects=function(e){return e.intersectsBox(this._boundingInfo.boundingBox)},t.prototype.intersects=function(e,t,i,r){for(var n=null,s=this.indexStart;s<this.indexStart+this.indexCount;s+=3){var o=t[i[s]],a=t[i[s+1]],h=t[i[s+2]],c=e.intersectsTriangle(o,a,h);if(c){if(c.distance<0)continue;if((r||!n||c.distance<n.distance)&&(n=c,n.faceId=s/3,r))break}}return n},t.prototype.clone=function(i,r){var n=new t(this.materialIndex,this.verticesStart,this.verticesCount,this.indexStart,this.indexCount,i,r,!1);return n._boundingInfo=new e.BoundingInfo(this._boundingInfo.minimum,this._boundingInfo.maximum),n},t.prototype.dispose=function(){this._linesIndexBuffer&&(this._mesh.getScene().getEngine()._releaseBuffer(this._linesIndexBuffer),this._linesIndexBuffer=null);var e=this._mesh.subMeshes.indexOf(this);this._mesh.subMeshes.splice(e,1)},t.CreateFromIndices=function(e,i,r,n,s){var o=Number.MAX_VALUE,a=-Number.MAX_VALUE;s=s||n;for(var h=s.getIndices(),c=i;i+r>c;c++){var l=h[c];o>l&&(o=l),l>a&&(a=l)}return new t(e,o,a-o+1,i,r,n,s)},t}();e.SubMesh=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){}return t.CreateBox=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateBox(i);return s.applyToMesh(n,i.updatable),n},t.CreateSphere=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateSphere(i);return s.applyToMesh(n,i.updatable),n},t.CreateDisc=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateDisc(i);return s.applyToMesh(n,i.updatable),n},t.CreateIcoSphere=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateIcoSphere(i);return s.applyToMesh(n,i.updatable),n},t.CreateRibbon=function(t,i,r){var n=i.pathArray,s=i.closeArray,o=i.closePath,a=(i.offset,i.sideOrientation),h=i.instance,c=i.updatable;if(h){var l=function(t){for(var i=n[0].length,r=0,s=h.sideOrientation===e.Mesh.DOUBLESIDE?2:1,o=1;s>=o;o++)for(var a=0;a<n.length;a++){var c=n[a],l=c.length;i=l>i?i:l;for(var u=0;i>u;)t[r]=c[u].x,t[r+1]=c[u].y,t[r+2]=c[u].z,u++,r+=3;h._closePath&&(t[r]=c[0].x,t[r+1]=c[0].y,t[r+2]=c[0].z,r+=3)}},u=h.getVerticesData(e.VertexBuffer.PositionKind);if(l(u),h.updateVerticesData(e.VertexBuffer.PositionKind,u,!1,!1),!h.areNormalsFrozen){var d=h.getIndices(),f=h.getVerticesData(e.VertexBuffer.NormalKind);if(e.VertexData.ComputeNormals(u,d,f),h._closePath)for(var p=0,m=0,_=0;_<n.length;_++)p=3*h._idx[_],m=_+1<n.length?3*(h._idx[_+1]-1):f.length-3,f[p]=.5*(f[p]+f[m]),f[p+1]=.5*(f[p+1]+f[m+1]),f[p+2]=.5*(f[p+2]+f[m+2]),f[m]=f[p],f[m+1]=f[p+1],f[m+2]=f[p+2];h.updateVerticesData(e.VertexBuffer.NormalKind,f,!1,!1)}return h}var g=new e.Mesh(t,r);g.sideOrientation=a;var v=e.VertexData.CreateRibbon(i);return o&&(g._idx=v._idx),g._closePath=o,g._closeArray=s,v.applyToMesh(g,c),g},t.CreateCylinder=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateCylinder(i);return s.applyToMesh(n,i.updatable),n},t.CreateTorus=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateTorus(i);return s.applyToMesh(n,i.updatable),n},t.CreateTorusKnot=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateTorusKnot(i);return s.applyToMesh(n,i.updatable),n},t.CreateLines=function(t,i,r){var n=i.instance,s=i.points;if(n){var o=function(e){for(var t=0,i=0;i<s.length;i++)e[t]=s[i].x,e[t+1]=s[i].y,e[t+2]=s[i].z,t+=3};return n.updateMeshPositions(o,!1),n}var a=new e.LinesMesh(t,r),h=e.VertexData.CreateLines(i);return h.applyToMesh(a,i.updatable),a},t.CreateDashedLines=function(t,i,r){var n=i.points,s=i.instance,o=i.gapSize,a=(i.dashNb,i.dashSize);if(s){var h=function(t){var i=e.Vector3.Zero(),r=t.length/6,o=0,a=0,h=0,c=0,l=0,u=0,d=0,f=0;for(d=0;d<n.length-1;d++)n[d+1].subtractToRef(n[d],i),o+=i.length();for(h=o/r,c=s.dashSize*h/(s.dashSize+s.gapSize),d=0;d<n.length-1;d++)for(n[d+1].subtractToRef(n[d],i),a=Math.floor(i.length()/h),i.normalize(),f=0;a>f&&u<t.length;)l=h*f,t[u]=n[d].x+l*i.x,t[u+1]=n[d].y+l*i.y,t[u+2]=n[d].z+l*i.z,t[u+3]=n[d].x+(l+c)*i.x,t[u+4]=n[d].y+(l+c)*i.y,t[u+5]=n[d].z+(l+c)*i.z,u+=6,f++;for(;u<t.length;)t[u]=n[d].x,t[u+1]=n[d].y,t[u+2]=n[d].z,u+=3};return s.updateMeshPositions(h,!1),s}var c=new e.LinesMesh(t,r),l=e.VertexData.CreateDashedLines(i);return l.applyToMesh(c,i.updatable),c.dashSize=a,c.gapSize=o,c},t.ExtrudeShape=function(i,r,n){var s=r.path,o=r.shape,a=r.scale||1,h=r.rotation||0,c=0===r.cap?0:r.cap||e.Mesh.NO_CAP,l=r.updatable,u=0===r.sideOrientation?0:r.sideOrientation||e.Mesh.DEFAULTSIDE,d=r.instance;return t._ExtrudeShapeGeneric(i,o,s,a,h,null,null,!1,!1,c,!1,n,l,u,d)},t.ExtrudeShapeCustom=function(i,r,n){var s=r.path,o=r.shape,a=r.scaleFunction||function(){return 1},h=r.rotationFunction||function(){return 0},c=r.ribbonCloseArray||!1,l=r.ribbonClosePath||!1,u=0===r.cap?0:r.cap||e.Mesh.NO_CAP,d=r.updatable,f=0===r.sideOrientation?0:r.sideOrientation||e.Mesh.DEFAULTSIDE,p=r.instance;return t._ExtrudeShapeGeneric(i,o,s,null,null,a,h,c,l,u,!0,n,d,f,p)},t.CreateLathe=function(t,i,r){for(var n=i.arc<=0||i.arc>1?1:i.arc||1,s=void 0===i.closed?!0:i.closed,o=i.shape,a=i.radius||1,h=i.tessellation||64,c=i.updatable,l=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,u=2*Math.PI,d=new Array,f=0;0===o[f].x;)f++;var p=o[f];for(f=0;f<o.length;f++)d.push(o[f].subtract(p));var m,_=u/h*n,g=new Array;for(f=0;h>=f;f++)m=new e.Vector3(Math.cos(f*_)*a,0,Math.sin(f*_)*a),g.push(m);s&&g.push(g[0]);var v=function(){return 1},y=function(){return 0},x=e.Mesh.ExtrudeShapeCustom(t,d,g,v,y,s,!1,e.Mesh.NO_CAP,r,c,l);return x},t.CreatePlane=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreatePlane(i);if(s.applyToMesh(n,i.updatable),i.sourcePlane){n.translate(i.sourcePlane.normal,i.sourcePlane.d);var o=Math.acos(e.Vector3.Dot(i.sourcePlane.normal,e.Axis.Z)),a=e.Vector3.Cross(e.Axis.Z,i.sourcePlane.normal);n.rotate(a,o)}return n},t.CreateGround=function(t,i,r){var n=new e.GroundMesh(t,r);n._setReady(!1),n._subdivisions=i.subdivisions||1;var s=e.VertexData.CreateGround(i);return s.applyToMesh(n,i.updatable),n._setReady(!0),n},t.CreateTiledGround=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreateTiledGround(i);return s.applyToMesh(n,i.updatable),n},t.CreateGroundFromHeightMap=function(t,i,r,n){var s=r.width||10,o=r.height||10,a=r.subdivisions||1,h=r.minHeight,c=r.maxHeight||10,l=r.updatable,u=r.onReady,d=new e.GroundMesh(t,n);d._subdivisions=a,d._setReady(!1);var f=function(t){var i=document.createElement("canvas"),r=i.getContext("2d"),n=t.width,f=t.height;i.width=n,i.height=f,r.drawImage(t,0,0);var p=r.getImageData(0,0,n,f).data,m=e.VertexData.CreateGroundFromHeightMap({width:s,height:o,subdivisions:a,minHeight:h,maxHeight:c,buffer:p,bufferWidth:n,bufferHeight:f});m.applyToMesh(d,l),d._setReady(!0),u&&u(d)};return e.Tools.LoadImage(i,f,function(){},n.database),d},t.CreateTube=function(i,r,n){var s=r.path,o=r.radius||1,a=r.tessellation||64,h=r.radiusFunction,c=r.cap||e.Mesh.NO_CAP,l=r.updatable,u=r.sideOrientation||e.Mesh.DEFAULTSIDE,d=r.instance;r.arc=r.arc<=0||r.arc>1?1:r.arc||1;var f,p,m=function(t,i,r,n,s,o,a,h){for(var c,l,u,d,f=i.getTangents(),p=i.getNormals(),m=i.getDistances(),_=2*Math.PI,g=_/s*h,v=function(){return n},y=o||v,x=e.Matrix.Zero(),E=a===e.Mesh._NO_CAP||a===e.Mesh.CAP_END?0:2,T=0;T<t.length;T++){l=y(T,m[T]),c=Array(),u=p[T];for(var M=0;s>M;M++)e.Matrix.RotationAxisToRef(f[T],g*M,x),d=e.Vector3.TransformCoordinates(u,x).scaleInPlace(l).add(t[T]),c.push(d);r[E]=c,E++}var A=function(e,i){for(var r=Array(),n=0;e>n;n++)r.push(t[i]);return r};switch(a){case e.Mesh.NO_CAP:break;case e.Mesh.CAP_START:r[0]=A(s,0),r[1]=r[2].slice(0);break;case e.Mesh.CAP_END:r[E]=r[E-1].slice(0),r[E+1]=A(s,t.length-1);break;case e.Mesh.CAP_ALL:r[0]=A(s,0),r[1]=r[2].slice(0),r[E]=r[E-1].slice(0),r[E+1]=A(s,t.length-1)}return r};if(d){var _=r.arc||d.arc;return f=d.path3D.update(s),p=m(s,f,d.pathArray,o,d.tessellation,h,d.cap,_),d=t.CreateRibbon(null,{pathArray:p,instance:d}),d.path3D=f,d.pathArray=p,d.arc=_,d}f=new e.Path3D(s);var g=new Array;c=0>c||c>3?0:c,p=m(s,f,g,o,a,h,c,r.arc);var v=t.CreateRibbon(i,{pathArray:p,closePath:!0,closeArray:!1,updatable:l,sideOrientation:u},n);return v.pathArray=p,v.path3D=f,v.tessellation=a,v.cap=c,v.arc=r.arc,v},t.CreatePolyhedron=function(t,i,r){var n=new e.Mesh(t,r),s=e.VertexData.CreatePolyhedron(i);return s.applyToMesh(n,i.updatable),n},t.CreateDecal=function(t,i,r){var n=i.getIndices(),s=i.getVerticesData(e.VertexBuffer.PositionKind),o=i.getVerticesData(e.VertexBuffer.NormalKind),a=r.position||e.Vector3.Zero(),h=r.normal||e.Vector3.Up(),c=r.size||new e.Vector3(1,1,1),l=r.angle||0;if(!h){var u=new e.Vector3(0,0,1),d=i.getScene().activeCamera,f=e.Vector3.TransformCoordinates(u,d.getWorldMatrix());h=d.globalPosition.subtract(f)}var p=-Math.atan2(h.z,h.x)-Math.PI/2,m=Math.sqrt(h.x*h.x+h.z*h.z),_=Math.atan2(h.y,m),g=e.Matrix.RotationYawPitchRoll(p,_,l).multiply(e.Matrix.Translation(a.x,a.y,a.z)),v=e.Matrix.Invert(g),y=i.getWorldMatrix(),x=y.multiply(v),E=new e.VertexData;E.indices=[],E.positions=[],E.normals=[],E.uvs=[];for(var T=0,M=function(t){var i=n[t],r=new e.PositionNormalVertex;return r.position=new e.Vector3(s[3*i],s[3*i+1],s[3*i+2]),r.position=e.Vector3.TransformCoordinates(r.position,x),r.normal=new e.Vector3(o[3*i],o[3*i+1],o[3*i+2]),r},A=function(t,i){if(0===t.length)return t;for(var r=.5*Math.abs(e.Vector3.Dot(c,i)),n=function(t,n){var s=e.Vector3.GetClipFactor(t.position,n.position,i,r);return new e.PositionNormalVertex(e.Vector3.Lerp(t.position,n.position,s),e.Vector3.Lerp(t.normal,n.normal,s))},s=new Array,o=0;o<t.length;o+=3){var a,h,l,u,d,f,p,m=0,_=e.Vector3.Dot(t[o].position,i)-r,g=e.Vector3.Dot(t[o+1].position,i)-r,v=e.Vector3.Dot(t[o+2].position,i)-r;switch(a=_>0,h=g>0,l=v>0,m=(a?1:0)+(h?1:0)+(l?1:0)){case 0:s.push(t[o]),s.push(t[o+1]),s.push(t[o+2]);break;case 1:if(a&&(u=t[o+1],d=t[o+2],f=n(t[o],u),p=n(t[o],d)),h){u=t[o],d=t[o+2],f=n(t[o+1],u),p=n(t[o+1],d),s.push(f),s.push(d.clone()),s.push(u.clone()),s.push(d.clone()),s.push(f.clone()),s.push(p);break}l&&(u=t[o],d=t[o+1],f=n(t[o+2],u),p=n(t[o+2],d)),s.push(u.clone()),s.push(d.clone()),s.push(f),s.push(p),s.push(f.clone()),s.push(d.clone());break;case 2:a||(u=t[o].clone(),d=n(u,t[o+1]),f=n(u,t[o+2]),s.push(u),s.push(d),s.push(f)),h||(u=t[o+1].clone(),d=n(u,t[o+2]),f=n(u,t[o]),s.push(u),s.push(d),s.push(f)),l||(u=t[o+2].clone(),d=n(u,t[o]),f=n(u,t[o+1]),s.push(u),s.push(d),s.push(f));break;case 3:}}return s},b=0;b<n.length;b+=3){var P=new Array;if(P.push(M(b)),P.push(M(b+1)),P.push(M(b+2)),P=A(P,new e.Vector3(1,0,0)),P=A(P,new e.Vector3(-1,0,0)),P=A(P,new e.Vector3(0,1,0)),P=A(P,new e.Vector3(0,-1,0)),P=A(P,new e.Vector3(0,0,1)),P=A(P,new e.Vector3(0,0,-1)),0!==P.length)for(var S=0;S<P.length;S++){var C=P[S];E.indices.push(T),C.position.toArray(E.positions,3*T),C.normal.toArray(E.normals,3*T),E.uvs.push(.5+C.position.x/c.x),E.uvs.push(.5+C.position.y/c.y),T++}}var I=new e.Mesh(t,i.getScene());return E.applyToMesh(I),I.position=a.clone(),I.rotation=new e.Vector3(_,p,l),I},t._ExtrudeShapeGeneric=function(t,i,r,n,s,o,a,h,c,l,u,d,f,p,m){var _,g,v=function(t,i,r,n,s,o,a,h,c,l){for(var u=r.getTangents(),d=r.getNormals(),f=r.getBinormals(),p=r.getDistances(),m=0,_=function(){return s},g=function(){return o},v=l?h:g,y=l?a:_,x=c===e.Mesh.NO_CAP||c===e.Mesh.CAP_END?0:2,E=e.Matrix.Zero(),T=0;T<i.length;T++){for(var M=new Array,A=v(T,p[T]),b=y(T,p[T]),P=0;P<t.length;P++){e.Matrix.RotationAxisToRef(u[T],m,E);var S=u[T].scale(t[P].z).add(d[T].scale(t[P].x)).add(f[T].scale(t[P].y)),C=e.Vector3.TransformCoordinates(S,E).scaleInPlace(b).add(i[T]);M.push(C)}n[x]=M,m+=A,x++}var I=function(t){var i,r=Array(),n=e.Vector3.Zero();for(i=0;i<t.length;i++)n.addInPlace(t[i]);for(n.scaleInPlace(1/t.length),i=0;i<t.length;i++)r.push(n);return r};switch(c){case e.Mesh.NO_CAP:break;case e.Mesh.CAP_START:n[0]=I(n[2]),n[1]=n[2].slice(0);break;case e.Mesh.CAP_END:n[x]=n[x-1],n[x+1]=I(n[x-1]);break;case e.Mesh.CAP_ALL:n[0]=I(n[2]),n[1]=n[2].slice(0),n[x]=n[x-1],n[x+1]=I(n[x-1])}return n};if(m)return _=m.path3D.update(r),g=v(i,r,m.path3D,m.pathArray,n,s,o,a,m.cap,u),m=e.Mesh.CreateRibbon(null,g,null,null,null,null,null,null,m);_=new e.Path3D(r);var y=new Array;l=0>l||l>3?0:l,g=v(i,r,_,y,n,s,o,a,l,u);var x=e.Mesh.CreateRibbon(t,g,h,c,0,d,f,p);return x.pathArray=g,x.path3D=_,x.cap=l,x},t}();e.MeshBuilder=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t){this.delayLoadState=e.Engine.DELAYLOADSTATE_NONE,this.hasAlpha=!1,this.getAlphaFromRGB=!1,this.level=1,this.isCube=!1,this.isRenderTarget=!1,this.animations=new Array,this.coordinatesIndex=0,this.coordinatesMode=e.Texture.EXPLICIT_MODE,this.wrapU=e.Texture.WRAP_ADDRESSMODE,this.wrapV=e.Texture.WRAP_ADDRESSMODE,this.anisotropicFilteringLevel=4,this._scene=t,this._scene.textures.push(this)}return t.prototype.getScene=function(){return this._scene},t.prototype.getTextureMatrix=function(){return null},t.prototype.getReflectionTextureMatrix=function(){return null},t.prototype.getInternalTexture=function(){return this._texture},t.prototype.isReady=function(){return this.delayLoadState===e.Engine.DELAYLOADSTATE_NOTLOADED?!0:this._texture?this._texture.isReady:!1},t.prototype.getSize=function(){return this._texture._width?{width:this._texture._width,height:this._texture._height}:this._texture._size?{width:this._texture._size,height:this._texture._size}:{width:0,height:0}},t.prototype.getBaseSize=function(){return this.isReady()?this._texture._size?{width:this._texture._size,height:this._texture._size}:{width:this._texture._baseWidth,height:this._texture._baseHeight}:{width:0,height:0}},t.prototype.scale=function(e){},Object.defineProperty(t.prototype,"canRescale",{get:function(){return!1},enumerable:!0,configurable:!0}),t.prototype._removeFromCache=function(e,t){for(var i=this._scene.getEngine().getLoadedTexturesCache(),r=0;r<i.length;r++){var n=i[r];if(n.url===e&&n.noMipmap===t)return void i.splice(r,1)}},t.prototype._getFromCache=function(e,t,i){for(var r=this._scene.getEngine().getLoadedTexturesCache(),n=0;n<r.length;n++){var s=r[n];if(s.url===e&&s.noMipmap===t&&(!i||i===s.samplingMode))return s.references++,s}return null},t.prototype.delayLoad=function(){},t.prototype.clone=function(){return null},t.prototype.releaseInternalTexture=function(){this._texture&&(this._scene.getEngine().releaseInternalTexture(this._texture),delete this._texture)},t.prototype.dispose=function(){this.getScene().stopAnimation(this);var e=this._scene.textures.indexOf(this);e>=0&&this._scene.textures.splice(e,1),void 0!==this._texture&&(this.releaseInternalTexture(),this.onDispose&&this.onDispose())},t.prototype.serialize=function(){var t={};return this.name?(t.name=this.name,t.hasAlpha=this.hasAlpha,t.level=this.level,t.coordinatesIndex=this.coordinatesIndex,t.coordinatesMode=this.coordinatesMode,t.wrapU=this.wrapU,t.wrapV=this.wrapV,e.Animation.AppendSerializedAnimations(this,t),t):null},t}();e.BaseTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(r,n,s,o,a,h,c,l,u){void 0===a&&(a=i.TRILINEAR_SAMPLINGMODE),void 0===h&&(h=null),void 0===c&&(c=null),void 0===l&&(l=null),void 0===u&&(u=!1),t.call(this,n),this.uOffset=0,this.vOffset=0,this.uScale=1,this.vScale=1,this.uAng=0,this.vAng=0,this.wAng=0,this.name=r,this.url=r,this._noMipmap=s,this._invertY=o,this._samplingMode=a,this._buffer=l,this._deleteBuffer=u,r&&(this._texture=this._getFromCache(r,s,a),this._texture?e.Tools.SetImmediate(function(){h&&h()}):n.useDelayedTextureLoading?this.delayLoadState=e.Engine.DELAYLOADSTATE_NOTLOADED:(this._texture=n.getEngine().createTexture(r,s,o,n,this._samplingMode,h,c,this._buffer),u&&delete this._buffer))}return __extends(i,t),i.prototype.delayLoad=function(){this.delayLoadState===e.Engine.DELAYLOADSTATE_NOTLOADED&&(this.delayLoadState=e.Engine.DELAYLOADSTATE_LOADED,this._texture=this._getFromCache(this.url,this._noMipmap,this._samplingMode),this._texture||(this._texture=this.getScene().getEngine().createTexture(this.url,this._noMipmap,this._invertY,this.getScene(),this._samplingMode,null,null,this._buffer),this._deleteBuffer&&delete this._buffer))},i.prototype.updateSamplingMode=function(e){this._texture&&this.getScene().getEngine().updateTextureSamplingMode(e,this._texture)},i.prototype._prepareRowForTextureGeneration=function(t,i,r,n){t*=this.uScale,i*=this.vScale,t-=.5*this.uScale,i-=.5*this.vScale,r-=.5,e.Vector3.TransformCoordinatesFromFloatsToRef(t,i,r,this._rowGenerationMatrix,n),n.x+=.5*this.uScale+this.uOffset,n.y+=.5*this.vScale+this.vOffset,n.z+=.5},i.prototype.getTextureMatrix=function(){return this.uOffset===this._cachedUOffset&&this.vOffset===this._cachedVOffset&&this.uScale===this._cachedUScale&&this.vScale===this._cachedVScale&&this.uAng===this._cachedUAng&&this.vAng===this._cachedVAng&&this.wAng===this._cachedWAng?this._cachedTextureMatrix:(this._cachedUOffset=this.uOffset,this._cachedVOffset=this.vOffset,this._cachedUScale=this.uScale,this._cachedVScale=this.vScale,this._cachedUAng=this.uAng,this._cachedVAng=this.vAng,this._cachedWAng=this.wAng,this._cachedTextureMatrix||(this._cachedTextureMatrix=e.Matrix.Zero(),this._rowGenerationMatrix=new e.Matrix,this._t0=e.Vector3.Zero(),this._t1=e.Vector3.Zero(),this._t2=e.Vector3.Zero()),e.Matrix.RotationYawPitchRollToRef(this.vAng,this.uAng,this.wAng,this._rowGenerationMatrix),this._prepareRowForTextureGeneration(0,0,0,this._t0),this._prepareRowForTextureGeneration(1,0,0,this._t1),this._prepareRowForTextureGeneration(0,1,0,this._t2),this._t1.subtractInPlace(this._t0),this._t2.subtractInPlace(this._t0),e.Matrix.IdentityToRef(this._cachedTextureMatrix),this._cachedTextureMatrix.m[0]=this._t1.x,this._cachedTextureMatrix.m[1]=this._t1.y,this._cachedTextureMatrix.m[2]=this._t1.z,this._cachedTextureMatrix.m[4]=this._t2.x,this._cachedTextureMatrix.m[5]=this._t2.y,this._cachedTextureMatrix.m[6]=this._t2.z,this._cachedTextureMatrix.m[8]=this._t0.x,this._cachedTextureMatrix.m[9]=this._t0.y,this._cachedTextureMatrix.m[10]=this._t0.z,this._cachedTextureMatrix)},i.prototype.getReflectionTextureMatrix=function(){if(this.uOffset===this._cachedUOffset&&this.vOffset===this._cachedVOffset&&this.uScale===this._cachedUScale&&this.vScale===this._cachedVScale&&this.coordinatesMode===this._cachedCoordinatesMode)return this._cachedTextureMatrix;switch(this._cachedTextureMatrix||(this._cachedTextureMatrix=e.Matrix.Zero(),this._projectionModeMatrix=e.Matrix.Zero()),this._cachedCoordinatesMode=this.coordinatesMode,this.coordinatesMode){case i.PLANAR_MODE:e.Matrix.IdentityToRef(this._cachedTextureMatrix),this._cachedTextureMatrix[0]=this.uScale,this._cachedTextureMatrix[5]=this.vScale,this._cachedTextureMatrix[12]=this.uOffset,this._cachedTextureMatrix[13]=this.vOffset;break;case i.PROJECTION_MODE:e.Matrix.IdentityToRef(this._projectionModeMatrix),this._projectionModeMatrix.m[0]=.5,this._projectionModeMatrix.m[5]=-.5,this._projectionModeMatrix.m[10]=0,this._projectionModeMatrix.m[12]=.5,this._projectionModeMatrix.m[13]=.5,this._projectionModeMatrix.m[14]=1,this._projectionModeMatrix.m[15]=1,this.getScene().getProjectionMatrix().multiplyToRef(this._projectionModeMatrix,this._cachedTextureMatrix);break;default:e.Matrix.IdentityToRef(this._cachedTextureMatrix)}return this._cachedTextureMatrix},i.prototype.clone=function(){var e=new i(this._texture.url,this.getScene(),this._noMipmap,this._invertY,this._samplingMode);return e.hasAlpha=this.hasAlpha,e.level=this.level,e.wrapU=this.wrapU,e.wrapV=this.wrapV,e.coordinatesIndex=this.coordinatesIndex,e.coordinatesMode=this.coordinatesMode,e.uOffset=this.uOffset,e.vOffset=this.vOffset,e.uScale=this.uScale,e.vScale=this.vScale,e.uAng=this.uAng,e.vAng=this.vAng,e.wAng=this.wAng,e},i.prototype.serialize=function(){if(!this.name)return null;var e=t.prototype.serialize.call(this);return e.uOffset=this.uOffset,e.vOffset=this.vOffset,e.uScale=this.uScale,e.vScale=this.vScale,e.uAng=this.uAng,e.vAng=this.vAng,e.wAng=this.wAng,e},i.CreateFromBase64String=function(e,t,r,n,s,o,a,h){return void 0===o&&(o=i.TRILINEAR_SAMPLINGMODE),void 0===a&&(a=null),void 0===h&&(h=null),new i("data:"+t,r,n,s,o,a,h,e)},i.Parse=function(t,r,n){if(t.isCube)return e.CubeTexture.Parse(t,r,n);if(!t.name&&!t.isRenderTarget)return null;var s;if(t.mirrorPlane?(s=new e.MirrorTexture(t.name,t.renderTargetSize,r),s._waitingRenderList=t.renderList,s.mirrorPlane=e.Plane.FromArray(t.mirrorPlane)):t.isRenderTarget?(s=new e.RenderTargetTexture(t.name,t.renderTargetSize,r),s._waitingRenderList=t.renderList):s=t.base64String?i.CreateFromBase64String(t.base64String,t.name,r):new i(n+t.name,r),s.name=t.name,s.hasAlpha=t.hasAlpha,s.getAlphaFromRGB=t.getAlphaFromRGB,s.level=t.level,s.coordinatesIndex=t.coordinatesIndex,s.coordinatesMode=t.coordinatesMode,s.uOffset=t.uOffset,s.vOffset=t.vOffset,s.uScale=t.uScale,s.vScale=t.vScale,s.uAng=t.uAng,s.vAng=t.vAng,s.wAng=t.wAng,s.wrapU=t.wrapU,s.wrapV=t.wrapV,t.animations)for(var o=0;o<t.animations.length;o++){var a=t.animations[o];s.animations.push(e.Animation.Parse(a))}return s},i.NEAREST_SAMPLINGMODE=1,i.BILINEAR_SAMPLINGMODE=2,i.TRILINEAR_SAMPLINGMODE=3,i.EXPLICIT_MODE=0,i.SPHERICAL_MODE=1,i.PLANAR_MODE=2,i.CUBIC_MODE=3,i.PROJECTION_MODE=4,i.SKYBOX_MODE=5,i.INVCUBIC_MODE=6,i.EQUIRECTANGULAR_MODE=7,i.FIXED_EQUIRECTANGULAR_MODE=8,i.CLAMP_ADDRESSMODE=0,i.WRAP_ADDRESSMODE=1,i.MIRROR_ADDRESSMODE=2,i}(e.BaseTexture);e.Texture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){t.call(this,r),this.coordinatesMode=e.Texture.CUBIC_MODE,this.name=i,this.url=i,this._noMipmap=s,this.hasAlpha=!1,i&&(this._texture=this._getFromCache(i,s),n||(n=["_px.jpg","_py.jpg","_pz.jpg","_nx.jpg","_ny.jpg","_nz.jpg"]),this._extensions=n,this._texture||(r.useDelayedTextureLoading?this.delayLoadState=e.Engine.DELAYLOADSTATE_NOTLOADED:this._texture=r.getEngine().createCubeTexture(i,r,n,s)),this.isCube=!0,this._textureMatrix=e.Matrix.Identity())}return __extends(i,t),i.prototype.clone=function(){var e=new i(this.url,this.getScene(),this._extensions,this._noMipmap);return e.level=this.level,e.wrapU=this.wrapU,e.wrapV=this.wrapV,e.coordinatesIndex=this.coordinatesIndex,e.coordinatesMode=this.coordinatesMode,e},i.prototype.delayLoad=function(){this.delayLoadState===e.Engine.DELAYLOADSTATE_NOTLOADED&&(this.delayLoadState=e.Engine.DELAYLOADSTATE_LOADED,this._texture=this._getFromCache(this.url,this._noMipmap),this._texture||(this._texture=this.getScene().getEngine().createCubeTexture(this.url,this.getScene(),this._extensions)))},i.prototype.getReflectionTextureMatrix=function(){return this._textureMatrix},i.Parse=function(t,i,r){var n=null;return!t.name&&!t.extensions||t.isRenderTarget||(n=new e.CubeTexture(r+t.name,i,t.extensions),n.name=t.name,n.hasAlpha=t.hasAlpha,n.level=t.level,n.coordinatesMode=t.coordinatesMode),n},i.prototype.serialize=function(){if(!this.name)return null;var e={};return e.name=this.name,e.hasAlpha=this.hasAlpha,e.isCube=!0,e.level=this.level,e.coordinatesMode=this.coordinatesMode,e},i}(e.BaseTexture);e.CubeTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a,h){void 0===o&&(o=!0),void 0===a&&(a=e.Engine.TEXTURETYPE_UNSIGNED_INT),void 0===h&&(h=!1),t.call(this,null,n,!s),this.isCube=h,this.renderList=new Array,this.renderParticles=!0,this.renderSprites=!1,this.coordinatesMode=e.Texture.PROJECTION_MODE,this._currentRefreshId=-1,this._refreshRate=1,this.name=i,this.isRenderTarget=!0,this._size=r,this._generateMipMaps=s,this._doNotChangeAspectRatio=o,h?(this._texture=n.getEngine().createRenderTargetCubeTexture(r,{generateMipMaps:s}),this.coordinatesMode=e.Texture.INVCUBIC_MODE,this._textureMatrix=e.Matrix.Identity()):this._texture=n.getEngine().createRenderTargetTexture(r,{generateMipMaps:s,type:a}),this._renderingManager=new e.RenderingManager(n)}return __extends(i,t),Object.defineProperty(i,"REFRESHRATE_RENDER_ONCE",{get:function(){return i._REFRESHRATE_RENDER_ONCE},enumerable:!0,configurable:!0}),Object.defineProperty(i,"REFRESHRATE_RENDER_ONEVERYFRAME",{get:function(){return i._REFRESHRATE_RENDER_ONEVERYFRAME},enumerable:!0,configurable:!0}),Object.defineProperty(i,"REFRESHRATE_RENDER_ONEVERYTWOFRAMES",{get:function(){return i._REFRESHRATE_RENDER_ONEVERYTWOFRAMES},enumerable:!0,configurable:!0}),i.prototype.resetRefreshCounter=function(){this._currentRefreshId=-1},Object.defineProperty(i.prototype,"refreshRate",{get:function(){return this._refreshRate},set:function(e){this._refreshRate=e,this.resetRefreshCounter()},enumerable:!0,configurable:!0}),i.prototype._shouldRender=function(){return-1===this._currentRefreshId?(this._currentRefreshId=1,!0):this.refreshRate===this._currentRefreshId?(this._currentRefreshId=1,!0):(this._currentRefreshId++,!1)},i.prototype.isReady=function(){return this.getScene().renderTargetsEnabled?t.prototype.isReady.call(this):!1},i.prototype.getRenderSize=function(){return this._size},Object.defineProperty(i.prototype,"canRescale",{get:function(){return!0},enumerable:!0,configurable:!0}),i.prototype.scale=function(e){var t=this._size*e;this.resize(t,this._generateMipMaps)},i.prototype.getReflectionTextureMatrix=function(){return this.isCube?this._textureMatrix:t.prototype.getReflectionTextureMatrix.call(this)},i.prototype.resize=function(e,t){this.releaseInternalTexture(),this.isCube?this._texture=this.getScene().getEngine().createRenderTargetCubeTexture(e):this._texture=this.getScene().getEngine().createRenderTargetTexture(e,t)},i.prototype.render=function(e,t){var i=this.getScene();if(this.activeCamera&&this.activeCamera!==i.activeCamera&&i.setTransformMatrix(this.activeCamera.getViewMatrix(),this.activeCamera.getProjectionMatrix(!0)),this._waitingRenderList){this.renderList=[];for(var r=0;r<this._waitingRenderList.length;r++){var n=this._waitingRenderList[r];this.renderList.push(i.getMeshByID(n))}delete this._waitingRenderList}if(!this.renderList||0!==this.renderList.length){this._renderingManager.reset();for(var s=this.renderList?this.renderList:i.getActiveMeshes().data,o=0;o<s.length;o++){var a=s[o];if(a){if(!a.isReady()){this.resetRefreshCounter();continue}if(a.isEnabled()&&a.isVisible&&a.subMeshes&&0!==(a.layerMask&i.activeCamera.layerMask)){a._activate(i.getRenderId());for(var h=0;h<a.subMeshes.length;h++){var c=a.subMeshes[h];i._activeIndices+=c.indexCount,this._renderingManager.dispatch(c)}}}}if(this.isCube)for(var l=0;6>l;l++)this.renderToTarget(l,s,e,t);else this.renderToTarget(0,s,e,t);this.onAfterUnbind&&this.onAfterUnbind(),this.activeCamera&&this.activeCamera!==i.activeCamera&&i.setTransformMatrix(i.activeCamera.getViewMatrix(),i.activeCamera.getProjectionMatrix(!0)),i.resetCachedMaterial()}},i.prototype.renderToTarget=function(t,i,r,n){var s=this.getScene(),o=s.getEngine();r&&s.postProcessManager._prepareFrame(this._texture)||(this.isCube?o.bindFramebuffer(this._texture,t):o.bindFramebuffer(this._texture)),this.onBeforeRender&&this.onBeforeRender(t),this.onClear?this.onClear(o):o.clear(s.clearColor,!0,!0),this._doNotChangeAspectRatio||s.updateTransformMatrix(!0),this._renderingManager.render(this.customRenderFunction,i,this.renderParticles,this.renderSprites),r&&s.postProcessManager._finalizeFrame(!1,this._texture,t),this._doNotChangeAspectRatio||s.updateTransformMatrix(!0),this.onAfterRender&&this.onAfterRender(t),n&&e.Tools.DumpFramebuffer(this._size,this._size,o),this.isCube&&5!==t||(this.isCube&&5===t&&o.generateMipMapsForCubemap(this._texture),o.unBindFramebuffer(this._texture,this.isCube))},i.prototype.clone=function(){var e=this.getSize(),t=new i(this.name,e.width,this.getScene(),this._generateMipMaps);return t.hasAlpha=this.hasAlpha,t.level=this.level,t.coordinatesMode=this.coordinatesMode,t.renderList=this.renderList.slice(0),
t},i.prototype.serialize=function(){if(!this.name)return null;var e=t.prototype.serialize.call(this);e.renderTargetSize=this.getRenderSize(),e.renderList=[];for(var i=0;i<this.renderList.length;i++)e.renderList.push(this.renderList[i].id);return e},i._REFRESHRATE_RENDER_ONCE=0,i._REFRESHRATE_RENDER_ONEVERYFRAME=1,i._REFRESHRATE_RENDER_ONEVERYTWOFRAMES=2,i}(e.Texture);e.RenderTargetTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){void 0===o&&(o=!0),e.call(this,null,n,!o),this.isEnabled=!0,this._currentRefreshId=-1,this._refreshRate=1,this._vertexDeclaration=[2],this._vertexStrideSize=8,this._uniforms=new Array,this._samplers=new Array,this._textures=new Array,this._floats=new Array,this._floatsArrays={},this._colors3=new Array,this._colors4=new Array,this._vectors2=new Array,this._vectors3=new Array,this._matrices=new Array,this._fallbackTextureUsed=!1,n._proceduralTextures.push(this),this.name=t,this.isRenderTarget=!0,this._size=i,this._generateMipMaps=o,this.setFragment(r),this._fallbackTexture=s,this._texture=n.getEngine().createRenderTargetTexture(i,o);var a=[];a.push(1,1),a.push(-1,1),a.push(-1,-1),a.push(1,-1),this._vertexBuffer=n.getEngine().createVertexBuffer(a);var h=[];h.push(0),h.push(1),h.push(2),h.push(0),h.push(2),h.push(3),this._indexBuffer=n.getEngine().createIndexBuffer(h)}return __extends(t,e),t.prototype.reset=function(){if(void 0!==this._effect){var e=this.getScene().getEngine();e._releaseEffect(this._effect)}},t.prototype.isReady=function(){var e,t=this,i=this.getScene().getEngine();return this._fragment?this._fallbackTextureUsed?!0:(e=void 0!==this._fragment.fragmentElement?{vertex:"procedural",fragmentElement:this._fragment.fragmentElement}:{vertex:"procedural",fragment:this._fragment},this._effect=i.createEffect(e,["position"],this._uniforms,this._samplers,"",null,null,function(){t.releaseInternalTexture(),t._fallbackTexture&&(t._texture=t._fallbackTexture._texture,t._texture.references++),t._fallbackTextureUsed=!0}),this._effect.isReady()):!1},t.prototype.resetRefreshCounter=function(){this._currentRefreshId=-1},t.prototype.setFragment=function(e){this._fragment=e},Object.defineProperty(t.prototype,"refreshRate",{get:function(){return this._refreshRate},set:function(e){this._refreshRate=e,this.resetRefreshCounter()},enumerable:!0,configurable:!0}),t.prototype._shouldRender=function(){return this.isEnabled&&this.isReady()&&this._texture?this._fallbackTextureUsed?!1:-1===this._currentRefreshId?(this._currentRefreshId=1,!0):this.refreshRate===this._currentRefreshId?(this._currentRefreshId=1,!0):(this._currentRefreshId++,!1):!1},t.prototype.getRenderSize=function(){return this._size},t.prototype.resize=function(e,t){this._fallbackTextureUsed||(this.releaseInternalTexture(),this._texture=this.getScene().getEngine().createRenderTargetTexture(e,t))},t.prototype._checkUniform=function(e){-1===this._uniforms.indexOf(e)&&this._uniforms.push(e)},t.prototype.setTexture=function(e,t){return-1===this._samplers.indexOf(e)&&this._samplers.push(e),this._textures[e]=t,this},t.prototype.setFloat=function(e,t){return this._checkUniform(e),this._floats[e]=t,this},t.prototype.setFloats=function(e,t){return this._checkUniform(e),this._floatsArrays[e]=t,this},t.prototype.setColor3=function(e,t){return this._checkUniform(e),this._colors3[e]=t,this},t.prototype.setColor4=function(e,t){return this._checkUniform(e),this._colors4[e]=t,this},t.prototype.setVector2=function(e,t){return this._checkUniform(e),this._vectors2[e]=t,this},t.prototype.setVector3=function(e,t){return this._checkUniform(e),this._vectors3[e]=t,this},t.prototype.setMatrix=function(e,t){return this._checkUniform(e),this._matrices[e]=t,this},t.prototype.render=function(e){var t=this.getScene(),i=t.getEngine();i.bindFramebuffer(this._texture),i.clear(t.clearColor,!0,!0),i.enableEffect(this._effect),i.setState(!1);for(var r in this._textures)this._effect.setTexture(r,this._textures[r]);for(r in this._floats)this._effect.setFloat(r,this._floats[r]);for(r in this._floatsArrays)this._effect.setArray(r,this._floatsArrays[r]);for(r in this._colors3)this._effect.setColor3(r,this._colors3[r]);for(r in this._colors4){var n=this._colors4[r];this._effect.setFloat4(r,n.r,n.g,n.b,n.a)}for(r in this._vectors2)this._effect.setVector2(r,this._vectors2[r]);for(r in this._vectors3)this._effect.setVector3(r,this._vectors3[r]);for(r in this._matrices)this._effect.setMatrix(r,this._matrices[r]);i.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,this._effect),i.draw(!0,0,6),i.unBindFramebuffer(this._texture)},t.prototype.clone=function(){var e=this.getSize(),i=new t(this.name,e.width,this._fragment,this.getScene(),this._fallbackTexture,this._generateMipMaps);return i.hasAlpha=this.hasAlpha,i.level=this.level,i.coordinatesMode=this.coordinatesMode,i},t.prototype.dispose=function(){var t=this.getScene()._proceduralTextures.indexOf(this);t>=0&&this.getScene()._proceduralTextures.splice(t,1),e.prototype.dispose.call(this)},t}(e.Texture);e.ProceduralTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){var o=this;t.call(this,i,r,n,s,!0),this.mirrorPlane=new e.Plane(0,1,0,1),this._transformMatrix=e.Matrix.Zero(),this._mirrorMatrix=e.Matrix.Zero(),this.onBeforeRender=function(){e.Matrix.ReflectionToRef(o.mirrorPlane,o._mirrorMatrix),o._savedViewMatrix=n.getViewMatrix(),o._mirrorMatrix.multiplyToRef(o._savedViewMatrix,o._transformMatrix),n.setTransformMatrix(o._transformMatrix,n.getProjectionMatrix()),n.clipPlane=o.mirrorPlane,n.getEngine().cullBackFaces=!1,n._mirroredCameraPosition=e.Vector3.TransformCoordinates(n.activeCamera.position,o._mirrorMatrix)},this.onAfterRender=function(){n.setTransformMatrix(o._savedViewMatrix,n.getProjectionMatrix()),n.getEngine().cullBackFaces=!0,n._mirroredCameraPosition=null,delete n.clipPlane}}return __extends(i,t),i.prototype.clone=function(){var e=this.getSize(),t=new i(this.name,e.width,this.getScene(),this._generateMipMaps);return t.hasAlpha=this.hasAlpha,t.level=this.level,t.mirrorPlane=this.mirrorPlane.clone(),t.renderList=this.renderList.slice(0),t},i.prototype.serialize=function(){if(!this.name)return null;var e=t.prototype.serialize.call(this);return e.mirrorPlane=this.mirrorPlane.asArray(),e},i}(e.RenderTargetTexture);e.MirrorTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o){void 0===o&&(o=e.Texture.TRILINEAR_SAMPLINGMODE),t.call(this,null,n,!s),this.name=i,this.wrapU=e.Texture.CLAMP_ADDRESSMODE,this.wrapV=e.Texture.CLAMP_ADDRESSMODE,this._generateMipMaps=s,r.getContext?(this._canvas=r,this._texture=n.getEngine().createDynamicTexture(r.width,r.height,s,o)):(this._canvas=document.createElement("canvas"),r.width?this._texture=n.getEngine().createDynamicTexture(r.width,r.height,s,o):this._texture=n.getEngine().createDynamicTexture(r,r,s,o));var a=this.getSize();this._canvas.width=a.width,this._canvas.height=a.height,this._context=this._canvas.getContext("2d")}return __extends(i,t),Object.defineProperty(i.prototype,"canRescale",{get:function(){return!0},enumerable:!0,configurable:!0}),i.prototype.scale=function(e){var t=this.getSize();t.width*=e,t.height*=e,this._canvas.width=t.width,this._canvas.height=t.height,this.releaseInternalTexture(),this._texture=this.getScene().getEngine().createDynamicTexture(t.width,t.height,this._generateMipMaps,this._samplingMode)},i.prototype.getContext=function(){return this._context},i.prototype.clear=function(){var e=this.getSize();this._context.fillRect(0,0,e.width,e.height)},i.prototype.update=function(e){this.getScene().getEngine().updateDynamicTexture(this._texture,this._canvas,void 0===e?!0:e)},i.prototype.drawText=function(e,t,i,r,n,s,o,a){void 0===a&&(a=!0);var h=this.getSize();if(s&&(this._context.fillStyle=s,this._context.fillRect(0,0,h.width,h.height)),this._context.font=r,null===t){var c=this._context.measureText(e);t=(h.width-c.width)/2}this._context.fillStyle=n,this._context.fillText(e,t,i),a&&this.update(o)},i.prototype.clone=function(){var e=this.getSize(),t=new i(this.name,e.width,this.getScene(),this._generateMipMaps);return t.hasAlpha=this.hasAlpha,t.level=this.level,t.wrapU=this.wrapU,t.wrapV=this.wrapV,t},i}(e.Texture);e.DynamicTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a){var h=this;void 0===s&&(s=!1),void 0===o&&(o=!1),void 0===a&&(a=e.Texture.TRILINEAR_SAMPLINGMODE),t.call(this,null,n,!s,o),this._autoLaunch=!0,this.name=i,this.video=document.createElement("video"),this.video.autoplay=!1,this.video.loop=!0,this.video.addEventListener("canplaythrough",function(){e.Tools.IsExponentOfTwo(h.video.videoWidth)&&e.Tools.IsExponentOfTwo(h.video.videoHeight)?(h.wrapU=e.Texture.WRAP_ADDRESSMODE,h.wrapV=e.Texture.WRAP_ADDRESSMODE):(h.wrapU=e.Texture.CLAMP_ADDRESSMODE,h.wrapV=e.Texture.CLAMP_ADDRESSMODE,s=!1),h._texture=n.getEngine().createDynamicTexture(h.video.videoWidth,h.video.videoHeight,s,a,!1),h._texture.isReady=!0}),r.forEach(function(e){var t=document.createElement("source");t.src=e,h.video.appendChild(t)}),this._lastUpdate=e.Tools.Now}return __extends(i,t),i.prototype.update=function(){this._autoLaunch&&(this._autoLaunch=!1,this.video.play());var t=e.Tools.Now;return t-this._lastUpdate<15||this.video.readyState!==this.video.HAVE_ENOUGH_DATA?!1:(this._lastUpdate=t,this.getScene().getEngine().updateVideoTexture(this._texture,this.video,this._invertY),!0)},i}(e.Texture);e.VideoTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r,n,s,o){t.call(this,e,r,null,n,s,o),this._animate=!0,this._time=0,this._texturePath=i,this.loadJson(i),this.refreshRate=1}return __extends(i,t),i.prototype.loadJson=function(t){function i(){e.Tools.Log("No config file found in "+t+" trying to use ShadersStore or DOM element");try{n.setFragment(n._texturePath)}catch(i){e.Tools.Error("No json or ShaderStore or DOM element found for CustomProceduralTexture")}}var r=this,n=this,s=t+"/config.json",o=new XMLHttpRequest;o.open("GET",s,!0),o.addEventListener("load",function(){if(200===o.status||e.Tools.ValidateXHRData(o,1))try{r._config=JSON.parse(o.response),r.updateShaderUniforms(),r.updateTextures(),r.setFragment(r._texturePath+"/custom"),r._animate=r._config.animate,r.refreshRate=r._config.refreshrate}catch(t){i()}else i()},!1),o.addEventListener("error",function(){i()},!1);try{o.send()}catch(a){e.Tools.Error("CustomProceduralTexture: Error on XHR send request.")}},i.prototype.isReady=function(){if(!t.prototype.isReady.call(this))return!1;for(var e in this._textures){var i=this._textures[e];if(!i.isReady())return!1}return!0},i.prototype.render=function(e){this._animate&&(this._time+=.03*this.getScene().getAnimationRatio(),this.updateShaderUniforms()),t.prototype.render.call(this,e)},i.prototype.updateTextures=function(){for(var t=0;t<this._config.sampler2Ds.length;t++)this.setTexture(this._config.sampler2Ds[t].sample2Dname,new e.Texture(this._texturePath+"/"+this._config.sampler2Ds[t].textureRelativeUrl,this.getScene()))},i.prototype.updateShaderUniforms=function(){if(this._config)for(var t=0;t<this._config.uniforms.length;t++){var i=this._config.uniforms[t];switch(i.type){case"float":this.setFloat(i.name,i.value);break;case"color3":this.setColor3(i.name,new e.Color3(i.r,i.g,i.b));break;case"color4":this.setColor4(i.name,new e.Color4(i.r,i.g,i.b,i.a));break;case"vector2":this.setVector2(i.name,new e.Vector2(i.x,i.y));break;case"vector3":this.setVector3(i.name,new e.Vector3(i.x,i.y,i.z))}}this.setFloat("time",this._time)},Object.defineProperty(i.prototype,"animate",{get:function(){return this._animate},set:function(e){this._animate=e},enumerable:!0,configurable:!0}),i}(e.ProceduralTexture);e.CustomProceduralTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this._defines={},this._currentRank=32,this._maxRank=-1}return t.prototype.addFallback=function(e,t){this._defines[e]||(e<this._currentRank&&(this._currentRank=e),e>this._maxRank&&(this._maxRank=e),this._defines[e]=new Array),this._defines[e].push(t)},t.prototype.addCPUSkinningFallback=function(e,t){this._meshRank=e,this._mesh=t,e>this._maxRank&&(this._maxRank=e)},Object.defineProperty(t.prototype,"isMoreFallbacks",{get:function(){return this._currentRank<=this._maxRank},enumerable:!0,configurable:!0}),t.prototype.reduce=function(t){for(var i=this._defines[this._currentRank],r=0;r<i.length;r++)t=t.replace("#define "+i[r],"");return this._mesh&&this._currentRank===this._meshRank&&(this._mesh.computeBonesUsingShaders=!1,t=t.replace("#define NUM_BONE_INFLUENCERS "+this._mesh.numBoneInfluencers,"#define NUM_BONE_INFLUENCERS 0"),e.Tools.Log("Falling back to CPU skinning for "+this._mesh.name)),this._currentRank++,t},t}();e.EffectFallbacks=t;var i=function(){function t(e,t,i,r,n,s,o,a,h){var c=this;this._isReady=!1,this._compilationError="",this._valueCache=[],this._engine=n,this.name=e,this.defines=s,this._uniformsNames=i.concat(r),this._samplers=r,this._attributesNames=t,this.onError=h,this.onCompiled=a;var l,u;e.vertexElement?(l=document.getElementById(e.vertexElement),l||(l=e.vertexElement)):l=e.vertex||e,e.fragmentElement?(u=document.getElementById(e.fragmentElement),u||(u=e.fragmentElement)):u=e.fragment||e,this._loadVertexShader(l,function(e){c._loadFragmentShader(u,function(i){c._prepareEffect(e,i,t,s,o)})})}return t.prototype.isReady=function(){return this._isReady},t.prototype.getProgram=function(){return this._program},t.prototype.getAttributesNames=function(){return this._attributesNames},t.prototype.getAttributeLocation=function(e){return this._attributes[e]},t.prototype.getAttributeLocationByName=function(e){var t=this._attributesNames.indexOf(e);return this._attributes[t]},t.prototype.getAttributesCount=function(){return this._attributes.length},t.prototype.getUniformIndex=function(e){return this._uniformsNames.indexOf(e)},t.prototype.getUniform=function(e){return this._uniforms[this._uniformsNames.indexOf(e)]},t.prototype.getSamplers=function(){return this._samplers},t.prototype.getCompilationError=function(){return this._compilationError},t.prototype._loadVertexShader=function(i,r){if(i instanceof HTMLElement){var n=e.Tools.GetDOMTextContent(i);return void r(n)}if(t.ShadersStore[i+"VertexShader"])return void r(t.ShadersStore[i+"VertexShader"]);var s;s="."===i[0]||"/"===i[0]?i:e.Engine.ShadersRepository+i,e.Tools.LoadFile(s+".vertex.fx",r)},t.prototype._loadFragmentShader=function(i,r){if(i instanceof HTMLElement){var n=e.Tools.GetDOMTextContent(i);return void r(n)}if(t.ShadersStore[i+"PixelShader"])return void r(t.ShadersStore[i+"PixelShader"]);if(t.ShadersStore[i+"FragmentShader"])return void r(t.ShadersStore[i+"FragmentShader"]);var s;s="."===i[0]||"/"===i[0]?i:e.Engine.ShadersRepository+i,e.Tools.LoadFile(s+".fragment.fx",r)},t.prototype._dumpShadersName=function(){this.name.vertexElement?(e.Tools.Error("Vertex shader:"+this.name.vertexElement),e.Tools.Error("Fragment shader:"+this.name.fragmentElement)):this.name.vertex?(e.Tools.Error("Vertex shader:"+this.name.vertex),e.Tools.Error("Fragment shader:"+this.name.fragment)):(e.Tools.Error("Vertex shader:"+this.name),e.Tools.Error("Fragment shader:"+this.name))},t.prototype._prepareEffect=function(t,i,r,n,s){try{var o=this._engine;o.getCaps().highPrecisionShaderSupported||(t=t.replace("precision highp float","precision mediump float"),i=i.replace("precision highp float","precision mediump float")),this._program=o.createShaderProgram(t,i,n),this._uniforms=o.getUniforms(this._program,this._uniformsNames),this._attributes=o.getAttributes(this._program,r);for(var a=0;a<this._samplers.length;a++){var h=this.getUniform(this._samplers[a]);null==h&&(this._samplers.splice(a,1),a--)}o.bindSamplers(this),this._isReady=!0,this.onCompiled&&this.onCompiled(this)}catch(c){if(-1!==c.message.indexOf("highp"))return t=t.replace("precision highp float","precision mediump float"),i=i.replace("precision highp float","precision mediump float"),void this._prepareEffect(t,i,r,n,s);s&&s.isMoreFallbacks?(e.Tools.Error("Unable to compile effect with current defines. Trying next fallback."),this._dumpShadersName(),n=s.reduce(n),this._prepareEffect(t,i,r,n,s)):(e.Tools.Error("Unable to compile effect: "),this._dumpShadersName(),e.Tools.Error("Defines: "+n),e.Tools.Error("Error: "+c.message),this._compilationError=c.message,this.onError&&this.onError(this,this._compilationError))}},Object.defineProperty(t.prototype,"isSupported",{get:function(){return""===this._compilationError},enumerable:!0,configurable:!0}),t.prototype._bindTexture=function(e,t){this._engine._bindTexture(this._samplers.indexOf(e),t)},t.prototype.setTexture=function(e,t){this._engine.setTexture(this._samplers.indexOf(e),t)},t.prototype.setTextureFromPostProcess=function(e,t){this._engine.setTextureFromPostProcess(this._samplers.indexOf(e),t)},t.prototype._cacheMatrix=function(t,i){this._valueCache[t]||(this._valueCache[t]=new e.Matrix);for(var r=0;16>r;r++)this._valueCache[t].m[r]=i.m[r]},t.prototype._cacheFloat2=function(e,t,i){return this._valueCache[e]?(this._valueCache[e][0]=t,void(this._valueCache[e][1]=i)):void(this._valueCache[e]=[t,i])},t.prototype._cacheFloat3=function(e,t,i,r){return this._valueCache[e]?(this._valueCache[e][0]=t,this._valueCache[e][1]=i,void(this._valueCache[e][2]=r)):void(this._valueCache[e]=[t,i,r])},t.prototype._cacheFloat4=function(e,t,i,r,n){return this._valueCache[e]?(this._valueCache[e][0]=t,this._valueCache[e][1]=i,this._valueCache[e][2]=r,void(this._valueCache[e][3]=n)):void(this._valueCache[e]=[t,i,r,n])},t.prototype.setArray=function(e,t){return this._engine.setArray(this.getUniform(e),t),this},t.prototype.setArray2=function(e,t){return this._engine.setArray2(this.getUniform(e),t),this},t.prototype.setArray3=function(e,t){return this._engine.setArray3(this.getUniform(e),t),this},t.prototype.setArray4=function(e,t){return this._engine.setArray4(this.getUniform(e),t),this},t.prototype.setMatrices=function(e,t){return this._engine.setMatrices(this.getUniform(e),t),this},t.prototype.setMatrix=function(e,t){return this._valueCache[e]&&this._valueCache[e].equals(t)?this:(this._cacheMatrix(e,t),this._engine.setMatrix(this.getUniform(e),t),this)},t.prototype.setMatrix3x3=function(e,t){return this._engine.setMatrix3x3(this.getUniform(e),t),this},t.prototype.setMatrix2x2=function(e,t){return this._engine.setMatrix2x2(this.getUniform(e),t),this},t.prototype.setFloat=function(e,t){return this._valueCache[e]&&this._valueCache[e]===t?this:(this._valueCache[e]=t,this._engine.setFloat(this.getUniform(e),t),this)},t.prototype.setBool=function(e,t){return this._valueCache[e]&&this._valueCache[e]===t?this:(this._valueCache[e]=t,this._engine.setBool(this.getUniform(e),t?1:0),this)},t.prototype.setVector2=function(e,t){return this._valueCache[e]&&this._valueCache[e][0]===t.x&&this._valueCache[e][1]===t.y?this:(this._cacheFloat2(e,t.x,t.y),this._engine.setFloat2(this.getUniform(e),t.x,t.y),this)},t.prototype.setFloat2=function(e,t,i){return this._valueCache[e]&&this._valueCache[e][0]===t&&this._valueCache[e][1]===i?this:(this._cacheFloat2(e,t,i),this._engine.setFloat2(this.getUniform(e),t,i),this)},t.prototype.setVector3=function(e,t){return this._valueCache[e]&&this._valueCache[e][0]===t.x&&this._valueCache[e][1]===t.y&&this._valueCache[e][2]===t.z?this:(this._cacheFloat3(e,t.x,t.y,t.z),this._engine.setFloat3(this.getUniform(e),t.x,t.y,t.z),this)},t.prototype.setFloat3=function(e,t,i,r){return this._valueCache[e]&&this._valueCache[e][0]===t&&this._valueCache[e][1]===i&&this._valueCache[e][2]===r?this:(this._cacheFloat3(e,t,i,r),this._engine.setFloat3(this.getUniform(e),t,i,r),this)},t.prototype.setVector4=function(e,t){return this._valueCache[e]&&this._valueCache[e][0]===t.x&&this._valueCache[e][1]===t.y&&this._valueCache[e][2]===t.z&&this._valueCache[e][3]===t.w?this:(this._cacheFloat4(e,t.x,t.y,t.z,t.w),this._engine.setFloat4(this.getUniform(e),t.x,t.y,t.z,t.w),this)},t.prototype.setFloat4=function(e,t,i,r,n){return this._valueCache[e]&&this._valueCache[e][0]===t&&this._valueCache[e][1]===i&&this._valueCache[e][2]===r&&this._valueCache[e][3]===n?this:(this._cacheFloat4(e,t,i,r,n),this._engine.setFloat4(this.getUniform(e),t,i,r,n),this)},t.prototype.setColor3=function(e,t){return this._valueCache[e]&&this._valueCache[e][0]===t.r&&this._valueCache[e][1]===t.g&&this._valueCache[e][2]===t.b?this:(this._cacheFloat3(e,t.r,t.g,t.b),this._engine.setColor3(this.getUniform(e),t),this)},t.prototype.setColor4=function(e,t,i){return this._valueCache[e]&&this._valueCache[e][0]===t.r&&this._valueCache[e][1]===t.g&&this._valueCache[e][2]===t.b&&this._valueCache[e][3]===i?this:(this._cacheFloat4(e,t.r,t.g,t.b,i),this._engine.setColor4(this.getUniform(e),t,i),this)},t.ShadersStore={},t}();e.Effect=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){}return e.prototype.isEqual=function(e){for(var t=0;t<this._keys.length;t++){var i=this._keys[t];if(this[i]!==e[i])return!1}return!0},e.prototype.cloneTo=function(e){for(var t=0;t<this._keys.length;t++){var i=this._keys[t];e[i]=this[i]}},e.prototype.reset=function(){for(var e=0;e<this._keys.length;e++){var t=this._keys[e];"number"==typeof this[t]?this[t]=0:this[t]=!1}},e.prototype.toString=function(){for(var e="",t=0;t<this._keys.length;t++){var i=this._keys[t];"number"==typeof this[i]?e+="#define "+i+" "+this[i]+"\n":this[i]&&(e+="#define "+i+"\n")}return e},e}();e.MaterialDefines=t;var i=function(){function t(i,r,n){this.name=i,this.checkReadyOnEveryCall=!1,this.checkReadyOnlyOnce=!1,this.state="",this.alpha=1,this.backFaceCulling=!0,this.sideOrientation=t.CounterClockWiseSideOrientation,this.alphaMode=e.Engine.ALPHA_COMBINE,this.disableDepthWrite=!1,this.fogEnabled=!0,this._wasPreviouslyReady=!1,this._fillMode=t.TriangleFillMode,this.pointSize=1,this.zOffset=0,this.id=i,this._scene=r,n||r.materials.push(this)}return Object.defineProperty(t,"TriangleFillMode",{get:function(){return t._TriangleFillMode},enumerable:!0,configurable:!0}),Object.defineProperty(t,"WireFrameFillMode",{get:function(){return t._WireFrameFillMode},enumerable:!0,configurable:!0}),Object.defineProperty(t,"PointFillMode",{get:function(){return t._PointFillMode},enumerable:!0,configurable:!0}),Object.defineProperty(t,"ClockWiseSideOrientation",{get:function(){return t._ClockWiseSideOrientation},enumerable:!0,configurable:!0}),Object.defineProperty(t,"CounterClockWiseSideOrientation",{get:function(){return t._CounterClockWiseSideOrientation},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"wireframe",{get:function(){return this._fillMode===t.WireFrameFillMode},set:function(e){this._fillMode=e?t.WireFrameFillMode:t.TriangleFillMode},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"pointsCloud",{get:function(){return this._fillMode===t.PointFillMode},set:function(e){this._fillMode=e?t.PointFillMode:t.TriangleFillMode},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"fillMode",{get:function(){return this._fillMode},set:function(e){this._fillMode=e},enumerable:!0,configurable:!0}),t.prototype.isReady=function(e,t){return!0},t.prototype.getEffect=function(){return this._effect},t.prototype.getScene=function(){return this._scene},t.prototype.needAlphaBlending=function(){return this.alpha<1},t.prototype.needAlphaTesting=function(){return!1},t.prototype.getAlphaTestTexture=function(){return null},t.prototype.trackCreation=function(e,t){},t.prototype.markDirty=function(){this._wasPreviouslyReady=!1},t.prototype._preBind=function(){var e=this._scene.getEngine();e.enableEffect(this._effect),e.setState(this.backFaceCulling,this.zOffset,!1,this.sideOrientation===t.ClockWiseSideOrientation)},t.prototype.bind=function(e,t){if(this._scene._cachedMaterial=this,this.onBind&&this.onBind(this,t),this.disableDepthWrite){var i=this._scene.getEngine();this._cachedDepthWriteState=i.getDepthWrite(),i.setDepthWrite(!1)}},t.prototype.bindOnlyWorldMatrix=function(e){},t.prototype.unbind=function(){if(this.disableDepthWrite){var e=this._scene.getEngine();e.setDepthWrite(this._cachedDepthWriteState)}},t.prototype.clone=function(e){return null},t.prototype.getBindedMeshes=function(){for(var e=new Array,t=0;t<this._scene.meshes.length;t++){var i=this._scene.meshes[t];i.material===this&&e.push(i)}return e},t.prototype.dispose=function(e){this.getScene().stopAnimation(this);var t=this._scene.materials.indexOf(this);for(t>=0&&this._scene.materials.splice(t,1),e&&this._effect&&(this._scene.getEngine()._releaseEffect(this._effect),this._effect=null),t=0;t<this._scene.meshes.length;t++){var i=this._scene.meshes[t];i.material===this&&(i.material=null)}this.onDispose&&this.onDispose()},t.prototype.copyTo=function(e){e.checkReadyOnlyOnce=this.checkReadyOnlyOnce,e.checkReadyOnEveryCall=this.checkReadyOnEveryCall,e.alpha=this.alpha,e.fillMode=this.fillMode,e.backFaceCulling=this.backFaceCulling,e.fogEnabled=this.fogEnabled,e.wireframe=this.wireframe,e.zOffset=this.zOffset,e.alphaMode=this.alphaMode,e.sideOrientation=this.sideOrientation,e.disableDepthWrite=this.disableDepthWrite,e.pointSize=this.pointSize,e.pointsCloud=this.pointsCloud},t.prototype.serialize=function(){var t={};return t.name=this.name,t.alpha=this.alpha,t.id=this.id,t.tags=e.Tags.GetTags(this),t.backFaceCulling=this.backFaceCulling,t.checkReadyOnlyOnce=this.checkReadyOnlyOnce,t.disableDepthWrite=this.disableDepthWrite,t},t.ParseMultiMaterial=function(t,i){var r=new e.MultiMaterial(t.name,i);r.id=t.id,e.Tags.AddTagsTo(r,t.tags);for(var n=0;n<t.materials.length;n++){var s=t.materials[n];s?r.subMaterials.push(i.getMaterialByID(s)):r.subMaterials.push(null)}return r},t.Parse=function(t,i,r){if(!t.customType)return e.StandardMaterial.Parse(t,i,r);var n=e.Tools.Instantiate(t.customType);return n.Parse(t,i,r)},t._TriangleFillMode=0,t._WireFrameFillMode=1,t._PointFillMode=2,t._ClockWiseSideOrientation=0,t._CounterClockWiseSideOrientation=1,t}();e.Material=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=4,i=function(){function t(){this.isEnabled=!0,this.leftColor=e.Color3.White(),this.rightColor=e.Color3.Black(),this.bias=0,this.power=1}return t.prototype.clone=function(){var i=new t;return e.Tools.DeepCopy(this,i),new t},t.prototype.serialize=function(){var e={};return e.isEnabled=this.isEnabled,e.leftColor=this.leftColor,e.rightColor=this.rightColor,e.bias=this.bias,e.power=this.power,e},t.Parse=function(i){var r=new t;return r.isEnabled=i.isEnabled,r.leftColor=e.Color3.FromArray(i.leftColor),r.rightColor=e.Color3.FromArray(i.rightColor),r.bias=i.bias,r.power=i.power||1,r},t}();e.FresnelParameters=i;var r=function(e){function t(){e.call(this),this.DIFFUSE=!1,this.AMBIENT=!1,this.OPACITY=!1,this.OPACITYRGB=!1,this.REFLECTION=!1,this.EMISSIVE=!1,this.SPECULAR=!1,this.BUMP=!1,this.SPECULAROVERALPHA=!1,this.CLIPPLANE=!1,this.ALPHATEST=!1,this.ALPHAFROMDIFFUSE=!1,this.POINTSIZE=!1,this.FOG=!1,this.LIGHT0=!1,this.LIGHT1=!1,this.LIGHT2=!1,this.LIGHT3=!1,this.SPOTLIGHT0=!1,this.SPOTLIGHT1=!1,this.SPOTLIGHT2=!1,this.SPOTLIGHT3=!1,this.HEMILIGHT0=!1,this.HEMILIGHT1=!1,this.HEMILIGHT2=!1,this.HEMILIGHT3=!1,this.POINTLIGHT0=!1,this.POINTLIGHT1=!1,this.POINTLIGHT2=!1,this.POINTLIGHT3=!1,this.DIRLIGHT0=!1,this.DIRLIGHT1=!1,this.DIRLIGHT2=!1,this.DIRLIGHT3=!1,this.SPECULARTERM=!1,this.SHADOW0=!1,this.SHADOW1=!1,this.SHADOW2=!1,this.SHADOW3=!1,this.SHADOWS=!1,this.SHADOWVSM0=!1,this.SHADOWVSM1=!1,this.SHADOWVSM2=!1,this.SHADOWVSM3=!1,this.SHADOWPCF0=!1,this.SHADOWPCF1=!1,this.SHADOWPCF2=!1,this.SHADOWPCF3=!1,this.DIFFUSEFRESNEL=!1,this.OPACITYFRESNEL=!1,this.REFLECTIONFRESNEL=!1,this.EMISSIVEFRESNEL=!1,this.FRESNEL=!1,this.NORMAL=!1,this.UV1=!1,this.UV2=!1,this.VERTEXCOLOR=!1,this.VERTEXALPHA=!1,this.NUM_BONE_INFLUENCERS=0,this.BonesPerMesh=0,this.INSTANCES=!1,this.GLOSSINESS=!1,this.ROUGHNESS=!1,this.EMISSIVEASILLUMINATION=!1,this.LINKEMISSIVEWITHDIFFUSE=!1,this.REFLECTIONFRESNELFROMSPECULAR=!1,this.LIGHTMAP=!1,this.USELIGHTMAPASSHADOWMAP=!1,this.REFLECTIONMAP_3D=!1,this.REFLECTIONMAP_SPHERICAL=!1,this.REFLECTIONMAP_PLANAR=!1,this.REFLECTIONMAP_CUBIC=!1,this.REFLECTIONMAP_PROJECTION=!1,this.REFLECTIONMAP_SKYBOX=!1,this.REFLECTIONMAP_EXPLICIT=!1,this.REFLECTIONMAP_EQUIRECTANGULAR=!1,this.REFLECTIONMAP_EQUIRECTANGULAR_FIXED=!1,this.INVERTCUBICMAP=!1,this.LOGARITHMICDEPTH=!1,this._keys=Object.keys(this)}return __extends(t,e),t}(e.MaterialDefines),n=function(n){function s(t,i){var s=this;n.call(this,t,i),this.ambientColor=new e.Color3(0,0,0),this.diffuseColor=new e.Color3(1,1,1),this.specularColor=new e.Color3(1,1,1),this.specularPower=64,this.emissiveColor=new e.Color3(0,0,0),this.useAlphaFromDiffuseTexture=!1,this.useEmissiveAsIllumination=!1,this.linkEmissiveWithDiffuse=!1,this.useReflectionFresnelFromSpecular=!1,this.useSpecularOverAlpha=!0,this.disableLighting=!1,this.roughness=0,this.useLightmapAsShadowmap=!1,this.useGlossinessFromSpecularMapAlpha=!1,this._renderTargets=new e.SmartArray(16),this._worldViewProjectionMatrix=e.Matrix.Zero(),this._globalAmbientColor=new e.Color3(0,0,0),this._defines=new r,this._cachedDefines=new r,this._cachedDefines.BonesPerMesh=-1,this.getRenderTargetTextures=function(){return s._renderTargets.reset(),s.reflectionTexture&&s.reflectionTexture.isRenderTarget&&s._renderTargets.push(s.reflectionTexture),s._renderTargets}}return __extends(s,n),Object.defineProperty(s.prototype,"useLogarithmicDepth",{get:function(){return this._useLogarithmicDepth},set:function(e){this._useLogarithmicDepth=e&&this.getScene().getEngine().getCaps().fragmentDepthSupported},enumerable:!0,configurable:!0}),s.prototype.needAlphaBlending=function(){return this.alpha<1||null!=this.opacityTexture||this._shouldUseAlphaFromDiffuseTexture()||this.opacityFresnelParameters&&this.opacityFresnelParameters.isEnabled},s.prototype.needAlphaTesting=function(){return null!=this.diffuseTexture&&this.diffuseTexture.hasAlpha},s.prototype._shouldUseAlphaFromDiffuseTexture=function(){return null!=this.diffuseTexture&&this.diffuseTexture.hasAlpha&&this.useAlphaFromDiffuseTexture},s.prototype.getAlphaTestTexture=function(){return this.diffuseTexture},s.prototype._checkCache=function(e,t,i){return t?this._defines.INSTANCES!==i?!1:t._materialDefines&&t._materialDefines.isEqual(this._defines)?!0:!1:!0},s.PrepareDefinesForLights=function(i,r,n){for(var s=0,o=!1,a=0;a<i.lights.length;a++){var h=i.lights[a];if(h.isEnabled()){if(h._excludedMeshesIds.length>0){for(var c=0;c<h._excludedMeshesIds.length;c++){var l=i.getMeshByID(h._excludedMeshesIds[c]);l&&h.excludedMeshes.push(l)}h._excludedMeshesIds=[]}if(h._includedOnlyMeshesIds.length>0){for(var u=0;u<h._includedOnlyMeshesIds.length;u++){var d=i.getMeshByID(h._includedOnlyMeshesIds[u]);d&&h.includedOnlyMeshes.push(d)}h._includedOnlyMeshesIds=[]}if(h.canAffectMesh(r)){o=!0,n["LIGHT"+s]=!0;var f;if(f=h instanceof e.SpotLight?"SPOTLIGHT"+s:h instanceof e.HemisphericLight?"HEMILIGHT"+s:h instanceof e.PointLight?"POINTLIGHT"+s:"DIRLIGHT"+s,n[f]=!0,h.specular.equalsFloats(0,0,0)||(n.SPECULARTERM=!0),i.shadowsEnabled){var p=h.getShadowGenerator();r&&r.receiveShadows&&p&&(n["SHADOW"+s]=!0,n.SHADOWS=!0,(p.useVarianceShadowMap||p.useBlurVarianceShadowMap)&&(n["SHADOWVSM"+s]=!0),p.usePoissonSampling&&(n["SHADOWPCF"+s]=!0))}if(s++,s===t)break}}}return o},s.BindLights=function(i,r,n,o){for(var a=0,h=!1,c=0;c<i.lights.length;c++){var l=i.lights[c];if(l.isEnabled()&&l.canAffectMesh(r)){if(l instanceof e.PointLight?l.transferToEffect(n,"vLightData"+a):l instanceof e.DirectionalLight?l.transferToEffect(n,"vLightData"+a):l instanceof e.SpotLight?l.transferToEffect(n,"vLightData"+a,"vLightDirection"+a):l instanceof e.HemisphericLight&&l.transferToEffect(n,"vLightData"+a,"vLightGround"+a),l.diffuse.scaleToRef(l.intensity,s._scaledDiffuse),n.setColor4("vLightDiffuse"+a,s._scaledDiffuse,l.range),o.SPECULARTERM&&(l.specular.scaleToRef(l.intensity,s._scaledSpecular),n.setColor3("vLightSpecular"+a,s._scaledSpecular)),
i.shadowsEnabled){var u=l.getShadowGenerator();r.receiveShadows&&u&&(l.needCube()?h||(h=!0,n.setFloat2("depthValues",i.activeCamera.minZ,i.activeCamera.maxZ)):n.setMatrix("lightMatrix"+a,u.getTransformMatrix()),n.setTexture("shadowSampler"+a,u.getShadowMapForRendering()),n.setFloat3("shadowsInfo"+a,u.getDarkness(),u.blurScale/u.getShadowMap().getSize().width,u.bias))}if(a++,a===t)break}}},s.prototype.isReady=function(i,n){if(this.checkReadyOnlyOnce&&this._wasPreviouslyReady)return!0;var o=this.getScene();if(!this.checkReadyOnEveryCall&&this._renderId===o.getRenderId()&&this._checkCache(o,i,n))return!0;var a=o.getEngine(),h=!1,c=!1;if(this._defines.reset(),o.texturesEnabled){if(this.diffuseTexture&&s.DiffuseTextureEnabled){if(!this.diffuseTexture.isReady())return!1;c=!0,this._defines.DIFFUSE=!0}if(this.ambientTexture&&s.AmbientTextureEnabled){if(!this.ambientTexture.isReady())return!1;c=!0,this._defines.AMBIENT=!0}if(this.opacityTexture&&s.OpacityTextureEnabled){if(!this.opacityTexture.isReady())return!1;c=!0,this._defines.OPACITY=!0,this.opacityTexture.getAlphaFromRGB&&(this._defines.OPACITYRGB=!0)}if(this.reflectionTexture&&s.ReflectionTextureEnabled){if(!this.reflectionTexture.isReady())return!1;switch(h=!0,this._defines.REFLECTION=!0,this.roughness>0&&(this._defines.ROUGHNESS=!0),this.reflectionTexture.coordinatesMode===e.Texture.INVCUBIC_MODE&&(this._defines.INVERTCUBICMAP=!0),this._defines.REFLECTIONMAP_3D=this.reflectionTexture.isCube,this.reflectionTexture.coordinatesMode){case e.Texture.CUBIC_MODE:case e.Texture.INVCUBIC_MODE:this._defines.REFLECTIONMAP_CUBIC=!0;break;case e.Texture.EXPLICIT_MODE:this._defines.REFLECTIONMAP_EXPLICIT=!0;break;case e.Texture.PLANAR_MODE:this._defines.REFLECTIONMAP_PLANAR=!0;break;case e.Texture.PROJECTION_MODE:this._defines.REFLECTIONMAP_PROJECTION=!0;break;case e.Texture.SKYBOX_MODE:this._defines.REFLECTIONMAP_SKYBOX=!0;break;case e.Texture.SPHERICAL_MODE:this._defines.REFLECTIONMAP_SPHERICAL=!0;break;case e.Texture.EQUIRECTANGULAR_MODE:this._defines.REFLECTIONMAP_EQUIRECTANGULAR=!0;break;case e.Texture.FIXED_EQUIRECTANGULAR_MODE:this._defines.REFLECTIONMAP_EQUIRECTANGULAR_FIXED=!0}}if(this.emissiveTexture&&s.EmissiveTextureEnabled){if(!this.emissiveTexture.isReady())return!1;c=!0,this._defines.EMISSIVE=!0}if(this.lightmapTexture&&s.LightmapEnabled){if(!this.lightmapTexture.isReady())return!1;c=!0,this._defines.LIGHTMAP=!0,this._defines.USELIGHTMAPASSHADOWMAP=this.useLightmapAsShadowmap}if(this.specularTexture&&s.SpecularTextureEnabled){if(!this.specularTexture.isReady())return!1;c=!0,this._defines.SPECULAR=!0,this._defines.GLOSSINESS=this.useGlossinessFromSpecularMapAlpha}}if(o.getEngine().getCaps().standardDerivatives&&this.bumpTexture&&s.BumpTextureEnabled){if(!this.bumpTexture.isReady())return!1;c=!0,this._defines.BUMP=!0}if(o.clipPlane&&(this._defines.CLIPPLANE=!0),a.getAlphaTesting()&&(this._defines.ALPHATEST=!0),this._shouldUseAlphaFromDiffuseTexture()&&(this._defines.ALPHAFROMDIFFUSE=!0),this.useEmissiveAsIllumination&&(this._defines.EMISSIVEASILLUMINATION=!0),this.linkEmissiveWithDiffuse&&(this._defines.LINKEMISSIVEWITHDIFFUSE=!0),this.useReflectionFresnelFromSpecular&&(this._defines.REFLECTIONFRESNELFROMSPECULAR=!0),this.useLogarithmicDepth&&(this._defines.LOGARITHMICDEPTH=!0),(this.pointsCloud||o.forcePointsCloud)&&(this._defines.POINTSIZE=!0),o.fogEnabled&&i&&i.applyFog&&o.fogMode!==e.Scene.FOGMODE_NONE&&this.fogEnabled&&(this._defines.FOG=!0),o.lightsEnabled&&!this.disableLighting&&(h=s.PrepareDefinesForLights(o,i,this._defines)),s.FresnelEnabled&&(this.diffuseFresnelParameters&&this.diffuseFresnelParameters.isEnabled||this.opacityFresnelParameters&&this.opacityFresnelParameters.isEnabled||this.emissiveFresnelParameters&&this.emissiveFresnelParameters.isEnabled||this.reflectionFresnelParameters&&this.reflectionFresnelParameters.isEnabled)&&(this.diffuseFresnelParameters&&this.diffuseFresnelParameters.isEnabled&&(this._defines.DIFFUSEFRESNEL=!0),this.opacityFresnelParameters&&this.opacityFresnelParameters.isEnabled&&(this._defines.OPACITYFRESNEL=!0),this.reflectionFresnelParameters&&this.reflectionFresnelParameters.isEnabled&&(this._defines.REFLECTIONFRESNEL=!0),this.emissiveFresnelParameters&&this.emissiveFresnelParameters.isEnabled&&(this._defines.EMISSIVEFRESNEL=!0),h=!0,this._defines.FRESNEL=!0),this._defines.SPECULARTERM&&this.useSpecularOverAlpha&&(this._defines.SPECULAROVERALPHA=!0),i&&(h&&i.isVerticesDataPresent(e.VertexBuffer.NormalKind)&&(this._defines.NORMAL=!0),c&&(i.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(this._defines.UV1=!0),i.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(this._defines.UV2=!0)),i.useVertexColors&&i.isVerticesDataPresent(e.VertexBuffer.ColorKind)&&(this._defines.VERTEXCOLOR=!0,i.hasVertexAlpha&&(this._defines.VERTEXALPHA=!0)),i.useBones&&i.computeBonesUsingShaders&&(this._defines.NUM_BONE_INFLUENCERS=i.numBoneInfluencers,this._defines.BonesPerMesh=i.skeleton.bones.length+1),n&&(this._defines.INSTANCES=!0)),!this._defines.isEqual(this._cachedDefines)){this._defines.cloneTo(this._cachedDefines),o.resetCachedMaterial();var l=new e.EffectFallbacks;this._defines.REFLECTION&&l.addFallback(0,"REFLECTION"),this._defines.SPECULAR&&l.addFallback(0,"SPECULAR"),this._defines.BUMP&&l.addFallback(0,"BUMP"),this._defines.SPECULAROVERALPHA&&l.addFallback(0,"SPECULAROVERALPHA"),this._defines.FOG&&l.addFallback(1,"FOG"),this._defines.POINTSIZE&&l.addFallback(0,"POINTSIZE"),this._defines.LOGARITHMICDEPTH&&l.addFallback(0,"LOGARITHMICDEPTH");for(var u=0;t>u;u++)this._defines["LIGHT"+u]&&(u>0&&l.addFallback(u,"LIGHT"+u),this._defines["SHADOW"+u]&&l.addFallback(0,"SHADOW"+u),this._defines["SHADOWPCF"+u]&&l.addFallback(0,"SHADOWPCF"+u),this._defines["SHADOWVSM"+u]&&l.addFallback(0,"SHADOWVSM"+u));this._defines.SPECULARTERM&&l.addFallback(0,"SPECULARTERM"),this._defines.DIFFUSEFRESNEL&&l.addFallback(1,"DIFFUSEFRESNEL"),this._defines.OPACITYFRESNEL&&l.addFallback(2,"OPACITYFRESNEL"),this._defines.REFLECTIONFRESNEL&&l.addFallback(3,"REFLECTIONFRESNEL"),this._defines.EMISSIVEFRESNEL&&l.addFallback(4,"EMISSIVEFRESNEL"),this._defines.FRESNEL&&l.addFallback(4,"FRESNEL"),this._defines.NUM_BONE_INFLUENCERS>0&&l.addCPUSkinningFallback(0,i);var d=[e.VertexBuffer.PositionKind];this._defines.NORMAL&&d.push(e.VertexBuffer.NormalKind),this._defines.UV1&&d.push(e.VertexBuffer.UVKind),this._defines.UV2&&d.push(e.VertexBuffer.UV2Kind),this._defines.VERTEXCOLOR&&d.push(e.VertexBuffer.ColorKind),this._defines.NUM_BONE_INFLUENCERS>0&&(d.push(e.VertexBuffer.MatricesIndicesKind),d.push(e.VertexBuffer.MatricesWeightsKind),this._defines.NUM_BONE_INFLUENCERS>4&&(d.push(e.VertexBuffer.MatricesIndicesExtraKind),d.push(e.VertexBuffer.MatricesWeightsExtraKind))),this._defines.INSTANCES&&(d.push("world0"),d.push("world1"),d.push("world2"),d.push("world3"));var f="default";o.getEngine().getCaps().standardDerivatives||(f="legacydefault");var p=this._defines.toString();this._effect=o.getEngine().createEffect(f,d,["world","view","viewProjection","vEyePosition","vLightsType","vAmbientColor","vDiffuseColor","vSpecularColor","vEmissiveColor","vLightData0","vLightDiffuse0","vLightSpecular0","vLightDirection0","vLightGround0","lightMatrix0","vLightData1","vLightDiffuse1","vLightSpecular1","vLightDirection1","vLightGround1","lightMatrix1","vLightData2","vLightDiffuse2","vLightSpecular2","vLightDirection2","vLightGround2","lightMatrix2","vLightData3","vLightDiffuse3","vLightSpecular3","vLightDirection3","vLightGround3","lightMatrix3","vFogInfos","vFogColor","pointSize","vDiffuseInfos","vAmbientInfos","vOpacityInfos","vReflectionInfos","vEmissiveInfos","vSpecularInfos","vBumpInfos","vLightmapInfos","mBones","vClipPlane","diffuseMatrix","ambientMatrix","opacityMatrix","reflectionMatrix","emissiveMatrix","specularMatrix","bumpMatrix","lightmapMatrix","shadowsInfo0","shadowsInfo1","shadowsInfo2","shadowsInfo3","depthValues","diffuseLeftColor","diffuseRightColor","opacityParts","reflectionLeftColor","reflectionRightColor","emissiveLeftColor","emissiveRightColor","logarithmicDepthConstant"],["diffuseSampler","ambientSampler","opacitySampler","reflectionCubeSampler","reflection2DSampler","emissiveSampler","specularSampler","bumpSampler","lightmapSampler","shadowSampler0","shadowSampler1","shadowSampler2","shadowSampler3"],p,l,this.onCompiled,this.onError)}return this._effect.isReady()?(this._renderId=o.getRenderId(),this._wasPreviouslyReady=!0,i&&(i._materialDefines||(i._materialDefines=new r),this._defines.cloneTo(i._materialDefines)),!0):!1},s.prototype.unbind=function(){this.reflectionTexture&&this.reflectionTexture.isRenderTarget&&this._effect.setTexture("reflection2DSampler",null),n.prototype.unbind.call(this)},s.prototype.bindOnlyWorldMatrix=function(e){this._effect.setMatrix("world",e)},s.prototype.bind=function(t,i){var r=this.getScene();if(this.bindOnlyWorldMatrix(t),this._effect.setMatrix("viewProjection",r.getTransformMatrix()),i&&i.useBones&&i.computeBonesUsingShaders&&this._effect.setMatrices("mBones",i.skeleton.getTransformMatrices()),r.getCachedMaterial()!==this){if(s.FresnelEnabled&&(this.diffuseFresnelParameters&&this.diffuseFresnelParameters.isEnabled&&(this._effect.setColor4("diffuseLeftColor",this.diffuseFresnelParameters.leftColor,this.diffuseFresnelParameters.power),this._effect.setColor4("diffuseRightColor",this.diffuseFresnelParameters.rightColor,this.diffuseFresnelParameters.bias)),this.opacityFresnelParameters&&this.opacityFresnelParameters.isEnabled&&this._effect.setColor4("opacityParts",new e.Color3(this.opacityFresnelParameters.leftColor.toLuminance(),this.opacityFresnelParameters.rightColor.toLuminance(),this.opacityFresnelParameters.bias),this.opacityFresnelParameters.power),this.reflectionFresnelParameters&&this.reflectionFresnelParameters.isEnabled&&(this._effect.setColor4("reflectionLeftColor",this.reflectionFresnelParameters.leftColor,this.reflectionFresnelParameters.power),this._effect.setColor4("reflectionRightColor",this.reflectionFresnelParameters.rightColor,this.reflectionFresnelParameters.bias)),this.emissiveFresnelParameters&&this.emissiveFresnelParameters.isEnabled&&(this._effect.setColor4("emissiveLeftColor",this.emissiveFresnelParameters.leftColor,this.emissiveFresnelParameters.power),this._effect.setColor4("emissiveRightColor",this.emissiveFresnelParameters.rightColor,this.emissiveFresnelParameters.bias))),r.texturesEnabled&&(this.diffuseTexture&&s.DiffuseTextureEnabled&&(this._effect.setTexture("diffuseSampler",this.diffuseTexture),this._effect.setFloat2("vDiffuseInfos",this.diffuseTexture.coordinatesIndex,this.diffuseTexture.level),this._effect.setMatrix("diffuseMatrix",this.diffuseTexture.getTextureMatrix())),this.ambientTexture&&s.AmbientTextureEnabled&&(this._effect.setTexture("ambientSampler",this.ambientTexture),this._effect.setFloat2("vAmbientInfos",this.ambientTexture.coordinatesIndex,this.ambientTexture.level),this._effect.setMatrix("ambientMatrix",this.ambientTexture.getTextureMatrix())),this.opacityTexture&&s.OpacityTextureEnabled&&(this._effect.setTexture("opacitySampler",this.opacityTexture),this._effect.setFloat2("vOpacityInfos",this.opacityTexture.coordinatesIndex,this.opacityTexture.level),this._effect.setMatrix("opacityMatrix",this.opacityTexture.getTextureMatrix())),this.reflectionTexture&&s.ReflectionTextureEnabled&&(this.reflectionTexture.isCube?this._effect.setTexture("reflectionCubeSampler",this.reflectionTexture):this._effect.setTexture("reflection2DSampler",this.reflectionTexture),this._effect.setMatrix("reflectionMatrix",this.reflectionTexture.getReflectionTextureMatrix()),this._effect.setFloat2("vReflectionInfos",this.reflectionTexture.level,this.roughness)),this.emissiveTexture&&s.EmissiveTextureEnabled&&(this._effect.setTexture("emissiveSampler",this.emissiveTexture),this._effect.setFloat2("vEmissiveInfos",this.emissiveTexture.coordinatesIndex,this.emissiveTexture.level),this._effect.setMatrix("emissiveMatrix",this.emissiveTexture.getTextureMatrix())),this.lightmapTexture&&s.LightmapEnabled&&(this._effect.setTexture("lightmapSampler",this.lightmapTexture),this._effect.setFloat2("vLightmapInfos",this.lightmapTexture.coordinatesIndex,this.lightmapTexture.level),this._effect.setMatrix("lightmapMatrix",this.lightmapTexture.getTextureMatrix())),this.specularTexture&&s.SpecularTextureEnabled&&(this._effect.setTexture("specularSampler",this.specularTexture),this._effect.setFloat2("vSpecularInfos",this.specularTexture.coordinatesIndex,this.specularTexture.level),this._effect.setMatrix("specularMatrix",this.specularTexture.getTextureMatrix())),this.bumpTexture&&r.getEngine().getCaps().standardDerivatives&&s.BumpTextureEnabled&&(this._effect.setTexture("bumpSampler",this.bumpTexture),this._effect.setFloat2("vBumpInfos",this.bumpTexture.coordinatesIndex,1/this.bumpTexture.level),this._effect.setMatrix("bumpMatrix",this.bumpTexture.getTextureMatrix()))),r.clipPlane){var o=r.clipPlane;this._effect.setFloat4("vClipPlane",o.normal.x,o.normal.y,o.normal.z,o.d)}this.pointsCloud&&this._effect.setFloat("pointSize",this.pointSize),r.ambientColor.multiplyToRef(this.ambientColor,this._globalAmbientColor),this._effect.setVector3("vEyePosition",r._mirroredCameraPosition?r._mirroredCameraPosition:r.activeCamera.position),this._effect.setColor3("vAmbientColor",this._globalAmbientColor),this._defines.SPECULARTERM&&this._effect.setColor4("vSpecularColor",this.specularColor,this.specularPower),this._effect.setColor3("vEmissiveColor",this.emissiveColor)}this._effect.setColor4("vDiffuseColor",this.diffuseColor,this.alpha*i.visibility),r.lightsEnabled&&!this.disableLighting&&s.BindLights(r,i,this._effect,this._defines),(r.fogEnabled&&i.applyFog&&r.fogMode!==e.Scene.FOGMODE_NONE||this.reflectionTexture)&&this._effect.setMatrix("view",r.getViewMatrix()),r.fogEnabled&&i.applyFog&&r.fogMode!==e.Scene.FOGMODE_NONE&&(this._effect.setFloat4("vFogInfos",r.fogMode,r.fogStart,r.fogEnd,r.fogDensity),this._effect.setColor3("vFogColor",r.fogColor)),this._defines.LOGARITHMICDEPTH&&this._effect.setFloat("logarithmicDepthConstant",2/(Math.log(r.activeCamera.maxZ+1)/Math.LN2)),n.prototype.bind.call(this,t,i)},s.prototype.getAnimatables=function(){var e=[];return this.diffuseTexture&&this.diffuseTexture.animations&&this.diffuseTexture.animations.length>0&&e.push(this.diffuseTexture),this.ambientTexture&&this.ambientTexture.animations&&this.ambientTexture.animations.length>0&&e.push(this.ambientTexture),this.opacityTexture&&this.opacityTexture.animations&&this.opacityTexture.animations.length>0&&e.push(this.opacityTexture),this.reflectionTexture&&this.reflectionTexture.animations&&this.reflectionTexture.animations.length>0&&e.push(this.reflectionTexture),this.emissiveTexture&&this.emissiveTexture.animations&&this.emissiveTexture.animations.length>0&&e.push(this.emissiveTexture),this.specularTexture&&this.specularTexture.animations&&this.specularTexture.animations.length>0&&e.push(this.specularTexture),this.bumpTexture&&this.bumpTexture.animations&&this.bumpTexture.animations.length>0&&e.push(this.bumpTexture),e},s.prototype.dispose=function(e){this.diffuseTexture&&this.diffuseTexture.dispose(),this.ambientTexture&&this.ambientTexture.dispose(),this.opacityTexture&&this.opacityTexture.dispose(),this.reflectionTexture&&this.reflectionTexture.dispose(),this.emissiveTexture&&this.emissiveTexture.dispose(),this.specularTexture&&this.specularTexture.dispose(),this.bumpTexture&&this.bumpTexture.dispose(),n.prototype.dispose.call(this,e)},s.prototype.clone=function(e){var t=new s(e,this.getScene());return this.copyTo(t),this.diffuseTexture&&this.diffuseTexture.clone&&(t.diffuseTexture=this.diffuseTexture.clone()),this.ambientTexture&&this.ambientTexture.clone&&(t.ambientTexture=this.ambientTexture.clone()),this.opacityTexture&&this.opacityTexture.clone&&(t.opacityTexture=this.opacityTexture.clone()),this.reflectionTexture&&this.reflectionTexture.clone&&(t.reflectionTexture=this.reflectionTexture.clone()),this.emissiveTexture&&this.emissiveTexture.clone&&(t.emissiveTexture=this.emissiveTexture.clone()),this.specularTexture&&this.specularTexture.clone&&(t.specularTexture=this.specularTexture.clone()),this.bumpTexture&&this.bumpTexture.clone&&(t.bumpTexture=this.bumpTexture.clone()),this.lightmapTexture&&this.lightmapTexture.clone&&(t.lightmapTexture=this.lightmapTexture.clone(),t.useLightmapAsShadowmap=this.useLightmapAsShadowmap),t.ambientColor=this.ambientColor.clone(),t.diffuseColor=this.diffuseColor.clone(),t.specularColor=this.specularColor.clone(),t.specularPower=this.specularPower,t.emissiveColor=this.emissiveColor.clone(),t.useAlphaFromDiffuseTexture=this.useAlphaFromDiffuseTexture,t.useEmissiveAsIllumination=this.useEmissiveAsIllumination,t.useGlossinessFromSpecularMapAlpha=this.useGlossinessFromSpecularMapAlpha,t.useReflectionFresnelFromSpecular=this.useReflectionFresnelFromSpecular,t.useSpecularOverAlpha=this.useSpecularOverAlpha,t.roughness=this.roughness,this.diffuseFresnelParameters&&this.diffuseFresnelParameters.clone&&(t.diffuseFresnelParameters=this.diffuseFresnelParameters.clone()),this.emissiveFresnelParameters&&this.emissiveFresnelParameters.clone&&(t.emissiveFresnelParameters=this.emissiveFresnelParameters.clone()),this.reflectionFresnelParameters&&this.reflectionFresnelParameters.clone&&(t.reflectionFresnelParameters=this.reflectionFresnelParameters.clone()),this.opacityFresnelParameters&&this.opacityFresnelParameters.clone&&(t.opacityFresnelParameters=this.opacityFresnelParameters.clone()),t},s.prototype.serialize=function(){var e=n.prototype.serialize.call(this);return e.ambient=this.ambientColor.asArray(),e.diffuse=this.diffuseColor.asArray(),e.specular=this.specularColor.asArray(),e.specularPower=this.specularPower,e.emissive=this.emissiveColor.asArray(),e.useReflectionFresnelFromSpecular=e.useReflectionFresnelFromSpecular,e.useEmissiveAsIllumination=e.useEmissiveAsIllumination,this.diffuseTexture&&(e.diffuseTexture=this.diffuseTexture.serialize()),this.diffuseFresnelParameters&&(e.diffuseFresnelParameters=this.diffuseFresnelParameters.serialize()),this.ambientTexture&&(e.ambientTexture=this.ambientTexture.serialize()),this.opacityTexture&&(e.opacityTexture=this.opacityTexture.serialize()),this.opacityFresnelParameters&&(e.opacityFresnelParameters=this.diffuseFresnelParameters.serialize()),this.reflectionTexture&&(e.reflectionTexture=this.reflectionTexture.serialize()),this.reflectionFresnelParameters&&(e.reflectionFresnelParameters=this.reflectionFresnelParameters.serialize()),this.emissiveTexture&&(e.emissiveTexture=this.emissiveTexture.serialize()),this.lightmapTexture&&(e.lightmapTexture=this.lightmapTexture.serialize(),e.useLightmapAsShadowmap=this.useLightmapAsShadowmap),this.emissiveFresnelParameters&&(e.emissiveFresnelParameters=this.emissiveFresnelParameters.serialize()),this.specularTexture&&(e.specularTexture=this.specularTexture.serialize()),this.bumpTexture&&(e.bumpTexture=this.bumpTexture.serialize()),e},s.Parse=function(t,r,n){var o=new s(t.name,r);return o.ambientColor=e.Color3.FromArray(t.ambient),o.diffuseColor=e.Color3.FromArray(t.diffuse),o.specularColor=e.Color3.FromArray(t.specular),o.specularPower=t.specularPower,o.emissiveColor=e.Color3.FromArray(t.emissive),o.useReflectionFresnelFromSpecular=t.useReflectionFresnelFromSpecular,o.useEmissiveAsIllumination=t.useEmissiveAsIllumination,o.alpha=t.alpha,o.id=t.id,t.disableDepthWrite&&(o.disableDepthWrite=t.disableDepthWrite),e.Tags.AddTagsTo(o,t.tags),o.backFaceCulling=t.backFaceCulling,o.wireframe=t.wireframe,t.diffuseTexture&&(o.diffuseTexture=e.Texture.Parse(t.diffuseTexture,r,n)),t.diffuseFresnelParameters&&(o.diffuseFresnelParameters=i.Parse(t.diffuseFresnelParameters)),t.ambientTexture&&(o.ambientTexture=e.Texture.Parse(t.ambientTexture,r,n)),t.opacityTexture&&(o.opacityTexture=e.Texture.Parse(t.opacityTexture,r,n)),t.opacityFresnelParameters&&(o.opacityFresnelParameters=i.Parse(t.opacityFresnelParameters)),t.reflectionTexture&&(o.reflectionTexture=e.Texture.Parse(t.reflectionTexture,r,n)),t.reflectionFresnelParameters&&(o.reflectionFresnelParameters=i.Parse(t.reflectionFresnelParameters)),t.emissiveTexture&&(o.emissiveTexture=e.Texture.Parse(t.emissiveTexture,r,n)),t.lightmapTexture&&(o.lightmapTexture=e.Texture.Parse(t.lightmapTexture,r,n),o.useLightmapAsShadowmap=t.useLightmapAsShadowmap),t.emissiveFresnelParameters&&(o.emissiveFresnelParameters=i.Parse(t.emissiveFresnelParameters)),t.specularTexture&&(o.specularTexture=e.Texture.Parse(t.specularTexture,r,n)),t.bumpTexture&&(o.bumpTexture=e.Texture.Parse(t.bumpTexture,r,n)),t.checkReadyOnlyOnce&&(o.checkReadyOnlyOnce=t.checkReadyOnlyOnce),o},s._scaledDiffuse=new e.Color3,s._scaledSpecular=new e.Color3,s.DiffuseTextureEnabled=!0,s.AmbientTextureEnabled=!0,s.OpacityTextureEnabled=!0,s.ReflectionTextureEnabled=!0,s.EmissiveTextureEnabled=!0,s.SpecularTextureEnabled=!0,s.BumpTextureEnabled=!0,s.FresnelEnabled=!0,s.LightmapEnabled=!0,s}(e.Material);e.StandardMaterial=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i){t.call(this,e,i,!0),this.subMaterials=new Array,i.multiMaterials.push(this)}return __extends(i,t),i.prototype.getSubMaterial=function(e){return 0>e||e>=this.subMaterials.length?this.getScene().defaultMaterial:this.subMaterials[e]},i.prototype.isReady=function(e){for(var t=0;t<this.subMaterials.length;t++){var i=this.subMaterials[t];if(i&&!this.subMaterials[t].isReady(e))return!1}return!0},i.prototype.clone=function(e,t){for(var r=new i(e,this.getScene()),n=0;n<this.subMaterials.length;n++){var s=null;s=t?this.subMaterials[n].clone(e+"-"+this.subMaterials[n].name):this.subMaterials[n],r.subMaterials.push(s)}return r},i.prototype.serialize=function(){var t={};t.name=this.name,t.id=this.id,t.tags=e.Tags.GetTags(this),t.materials=[];for(var i=0;i<this.subMaterials.length;i++){var r=this.subMaterials[i];r?t.materials.push(r.id):t.materials.push(null)}return t},i}(e.Material);e.MultiMaterial=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){}return Object.defineProperty(t,"ForceFullSceneLoadingForIncremental",{get:function(){return t._ForceFullSceneLoadingForIncremental},set:function(e){t._ForceFullSceneLoadingForIncremental=e},enumerable:!0,configurable:!0}),Object.defineProperty(t,"ShowLoadingScreen",{get:function(){return t._ShowLoadingScreen},set:function(e){t._ShowLoadingScreen=e},enumerable:!0,configurable:!0}),t._getPluginForFilename=function(e){var t=e.lastIndexOf("."),i=e.indexOf("?");-1===i&&(i=e.length);for(var r=e.substring(t,i).toLowerCase(),n=0;n<this._registeredPlugins.length;n++){var s=this._registeredPlugins[n];if(-1!==s.extensions.indexOf(r))return s}return this._registeredPlugins[this._registeredPlugins.length-1]},t.RegisterPlugin=function(e){e.extensions=e.extensions.toLowerCase(),t._registeredPlugins.push(e)},t.ImportMesh=function(i,r,n,s,o,a,h){if(n.substr&&"/"===n.substr(0,1))return void e.Tools.Error("Wrong sceneFilename parameter");var c={};s._addPendingData(c);var l=function(l){s.database=u;var d=t._getPluginForFilename(n),f=function(e){var t=[],a=[],l=[];try{if(!d.importMesh(i,s,e,r,t,a,l))return h&&h(s,"Unable to import meshes from "+r+n),void s._removePendingData(c)}catch(u){return h&&h(s,"Unable to import meshes from "+r+n+" (Exception: "+u+")"),void s._removePendingData(c)}o&&(s.importedMeshesFiles.push(r+n),o(t,a,l),s._removePendingData(c))};return n.substr&&"data:"===n.substr(0,5)?void f(n.substr(5)):void e.Tools.LoadFile(r+n,function(e){f(e)},a,u)};if(s.getEngine().enableOfflineSupport)var u=new e.Database(r+n,l);else l(!0)},t.Load=function(i,r,n,s,o,a){t.Append(i,r,new e.Scene(n),s,o,a)},t.Append=function(i,r,n,s,o,a){if(r.substr&&"/"===r.substr(0,1))return void e.Tools.Error("Wrong sceneFilename parameter");var h,c=this._getPluginForFilename(r.name||r),l={};n._addPendingData(l),t.ShowLoadingScreen&&n.getEngine().displayLoadingUI();var u=function(e){return n.database=h,c.load(n,e,i)?(s&&s(n),n._removePendingData(l),void(t.ShowLoadingScreen&&n.executeWhenReady(function(){n.getEngine().hideLoadingUI()}))):(a&&a(n),n._removePendingData(l),void n.getEngine().hideLoadingUI())},d=function(t){e.Tools.LoadFile(i+r,u,o,h)};return r.substr&&"data:"===r.substr(0,5)?void u(r.substr(5)):void(-1===i.indexOf("file:")?n.getEngine().enableOfflineSupport?h=new e.Database(i+r,d):d(!0):e.Tools.ReadFile(r,u,o))},t._ForceFullSceneLoadingForIncremental=!1,t._ShowLoadingScreen=!0,t._registeredPlugins=new Array,t}();e.SceneLoader=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t;!function(t){var i=function(t,i,r,n){for(var s=0,o=i.materials.length;o>s;s++){var a=i.materials[s];if(a.id===t)return e.Material.Parse(a,r,n)}return null},r=function(e,t,i){t=t instanceof Array?t:[t];for(var r in t)if(e.name===t[r])return i.push(e.id),!0;return e.parentId&&-1!==i.indexOf(e.parentId)?(i.push(e.id),!0):!1};e.SceneLoader.RegisterPlugin({extensions:".babylon",importMesh:function(t,n,s,o,a,h,c){var l,u,d=JSON.parse(s),f=[],p=[],m=[];for(l=0,u=d.meshes.length;u>l;l++){var _=d.meshes[l];if(!t||r(_,t,m)){if(t instanceof Array&&delete t[t.indexOf(_.name)],_.geometryId&&d.geometries){var g=!1;["boxes","spheres","cylinders","toruses","grounds","planes","torusKnots","vertexData"].forEach(function(t){!g&&d.geometries[t]&&d.geometries[t]instanceof Array&&d.geometries[t].forEach(function(i){if(i.id===_.geometryId){switch(t){case"boxes":e.Geometry.Primitives.Box.Parse(i,n);break;case"spheres":e.Geometry.Primitives.Sphere.Parse(i,n);break;case"cylinders":e.Geometry.Primitives.Cylinder.Parse(i,n);break;case"toruses":e.Geometry.Primitives.Torus.Parse(i,n);break;case"grounds":e.Geometry.Primitives.Ground.Parse(i,n);break;case"planes":e.Geometry.Primitives.Plane.Parse(i,n);break;case"torusKnots":e.Geometry.Primitives.TorusKnot.Parse(i,n);break;case"vertexData":e.Geometry.Parse(i,n,o)}g=!0}})}),g||e.Tools.Warn("Geometry not found for mesh "+_.id)}if(_.materialId){var v=-1!==p.indexOf(_.materialId);if(!v&&d.multiMaterials)for(var y=0,x=d.multiMaterials.length;x>y;y++){var E=d.multiMaterials[y];if(E.id===_.materialId){for(var T=0,M=E.materials.length;M>T;T++){var A=E.materials[T];p.push(A),i(A,d,n,o)}p.push(E.id),e.Material.ParseMultiMaterial(E,n),v=!0;break}}v||(p.push(_.materialId),i(_.materialId,d,n,o)||e.Tools.Warn("Material not found for mesh "+_.id))}if(_.skeletonId>-1&&n.skeletons){var b=f.indexOf(_.skeletonId)>-1;if(!b)for(var P=0,S=d.skeletons.length;S>P;P++){var C=d.skeletons[P];C.id===_.skeletonId&&(c.push(e.Skeleton.Parse(C,n)),f.push(C.id))}}var I=e.Mesh.Parse(_,n,o);a.push(I)}}var w;for(l=0,u=n.meshes.length;u>l;l++)w=n.meshes[l],w._waitingParentId&&(w.parent=n.getLastEntryByID(w._waitingParentId),w._waitingParentId=void 0);for(l=0,u=n.meshes.length;u>l;l++)w=n.meshes[l],w._waitingFreezeWorldMatrix&&(w.freezeWorldMatrix(),w._waitingFreezeWorldMatrix=void 0);if(d.particleSystems)for(l=0,u=d.particleSystems.length;u>l;l++){var D=d.particleSystems[l];-1!==m.indexOf(D.emitterId)&&h.push(e.ParticleSystem.Parse(D,n,o))}return!0},load:function(t,i,r){var n=JSON.parse(i);if(t.useDelayedTextureLoading=n.useDelayedTextureLoading&&!e.SceneLoader.ForceFullSceneLoadingForIncremental,t.autoClear=n.autoClear,t.clearColor=e.Color3.FromArray(n.clearColor),t.ambientColor=e.Color3.FromArray(n.ambientColor),n.gravity&&(t.gravity=e.Vector3.FromArray(n.gravity)),n.fogMode&&0!==n.fogMode&&(t.fogMode=n.fogMode,t.fogColor=e.Color3.FromArray(n.fogColor),t.fogStart=n.fogStart,t.fogEnd=n.fogEnd,t.fogDensity=n.fogDensity),n.physicsEnabled){var s;"cannon"===n.physicsEngine?s=new e.CannonJSPlugin:"oimo"===n.physicsEngine&&(s=new e.OimoJSPlugin);var o=n.physicsGravity?e.Vector3.FromArray(n.physicsGravity):null;t.enablePhysics(o,s)}void 0!=n.collisionsEnabled&&(t.collisionsEnabled=n.collisionsEnabled),t.workerCollisions=!!n.workerCollisions;var a,h;for(a=0,h=n.lights.length;h>a;a++){var c=n.lights[a];e.Light.Parse(c,t)}if(n.materials)for(a=0,h=n.materials.length;h>a;a++){var l=n.materials[a];e.Material.Parse(l,t,r)}if(n.multiMaterials)for(a=0,h=n.multiMaterials.length;h>a;a++){var u=n.multiMaterials[a];e.Material.ParseMultiMaterial(u,t)}if(n.skeletons)for(a=0,h=n.skeletons.length;h>a;a++){var d=n.skeletons[a];e.Skeleton.Parse(d,t)}var f=n.geometries;if(f){var p=f.boxes;if(p)for(a=0,h=p.length;h>a;a++){var m=p[a];e.Geometry.Primitives.Box.Parse(m,t)}var _=f.spheres;if(_)for(a=0,h=_.length;h>a;a++){var g=_[a];e.Geometry.Primitives.Sphere.Parse(g,t)}var v=f.cylinders;if(v)for(a=0,h=v.length;h>a;a++){var y=v[a];e.Geometry.Primitives.Cylinder.Parse(y,t)}var x=f.toruses;if(x)for(a=0,h=x.length;h>a;a++){var E=x[a];e.Geometry.Primitives.Torus.Parse(E,t)}var T=f.grounds;if(T)for(a=0,h=T.length;h>a;a++){var M=T[a];e.Geometry.Primitives.Ground.Parse(M,t)}var A=f.planes;if(A)for(a=0,h=A.length;h>a;a++){var b=A[a];e.Geometry.Primitives.Plane.Parse(b,t)}var P=f.torusKnots;if(P)for(a=0,h=P.length;h>a;a++){var S=P[a];e.Geometry.Primitives.TorusKnot.Parse(S,t)}var C=f.vertexData;if(C)for(a=0,h=C.length;h>a;a++){var I=C[a];e.Geometry.Parse(I,t,r)}}for(a=0,h=n.meshes.length;h>a;a++){var w=n.meshes[a];e.Mesh.Parse(w,t,r)}for(a=0,h=n.cameras.length;h>a;a++){var D=n.cameras[a];e.Camera.Parse(D,t)}for(n.activeCameraID&&t.setActiveCameraByID(n.activeCameraID),a=0,h=t.cameras.length;h>a;a++){var R=t.cameras[a];R._waitingParentId&&(R.parent=t.getLastEntryByID(R._waitingParentId),R._waitingParentId=void 0)}for(a=0,h=t.lights.length;h>a;a++){var L=t.lights[a];L._waitingParentId&&(L.parent=t.getLastEntryByID(L._waitingParentId),L._waitingParentId=void 0)}var O,B=[];if(e.AudioEngine&&n.sounds)for(a=0,h=n.sounds.length;h>a;a++){var F=n.sounds[a];if(e.Engine.audioEngine.canUseWebAudio)B[F.name]?e.Sound.Parse(F,t,r,B[F.name]):(O=e.Sound.Parse(F,t,r),B[O.name]=O);else{new e.Sound(F.name,null,t)}}for(B=[],a=0,h=t.meshes.length;h>a;a++){var V=t.meshes[a];V._waitingParentId&&(V.parent=t.getLastEntryByID(V._waitingParentId),V._waitingParentId=void 0),V._waitingActions&&(e.ActionManager.Parse(V._waitingActions,V,t),V._waitingActions=void 0)}for(a=0,h=t.meshes.length;h>a;a++){var N=t.meshes[a];N._waitingFreezeWorldMatrix&&(N.freezeWorldMatrix(),N._waitingFreezeWorldMatrix=void 0)}if(n.particleSystems)for(a=0,h=n.particleSystems.length;h>a;a++){var z=n.particleSystems[a];e.ParticleSystem.Parse(z,t,r)}if(n.lensFlareSystems)for(a=0,h=n.lensFlareSystems.length;h>a;a++){var U=n.lensFlareSystems[a];e.LensFlareSystem.Parse(U,t,r)}if(n.shadowGenerators)for(a=0,h=n.shadowGenerators.length;h>a;a++){var k=n.shadowGenerators[a];e.ShadowGenerator.Parse(k,t)}return n.actions&&e.ActionManager.Parse(n.actions,null,t),!0}})}(t=e.Internals||(e.Internals={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s,o,a){void 0===a&&(a=e.Texture.TRILINEAR_SAMPLINGMODE),this.name=t,this.cellSize=n,this.sprites=new Array,this.renderingGroupId=0,this.layerMask=268435455,this.fogEnabled=!0,this.isPickable=!1,this._vertexDeclaration=[4,4,4,4],this._vertexStrideSize=64,this._capacity=r,this._spriteTexture=new e.Texture(i,s,!0,!1,a),this._spriteTexture.wrapU=e.Texture.CLAMP_ADDRESSMODE,this._spriteTexture.wrapV=e.Texture.CLAMP_ADDRESSMODE,this._epsilon=void 0===o?.01:o,this._scene=s,this._scene.spriteManagers.push(this),this._vertexBuffer=s.getEngine().createDynamicVertexBuffer(r*this._vertexStrideSize*4);for(var h=[],c=0,l=0;r>l;l++)h.push(c),h.push(c+1),h.push(c+2),h.push(c),h.push(c+2),h.push(c+3),c+=4;this._indexBuffer=s.getEngine().createIndexBuffer(h),this._vertices=new Float32Array(r*this._vertexStrideSize),this._effectBase=this._scene.getEngine().createEffect("sprites",["position","options","cellInfo","color"],["view","projection","textureInfos","alphaTest"],["diffuseSampler"],""),this._effectFog=this._scene.getEngine().createEffect("sprites",["position","options","cellInfo","color"],["view","projection","textureInfos","alphaTest","vFogInfos","vFogColor"],["diffuseSampler"],"#define FOG")}return t.prototype._appendSpriteVertex=function(e,t,i,r,n){var s=16*e;0===i?i=this._epsilon:1===i&&(i=1-this._epsilon),
0===r?r=this._epsilon:1===r&&(r=1-this._epsilon),this._vertices[s]=t.position.x,this._vertices[s+1]=t.position.y,this._vertices[s+2]=t.position.z,this._vertices[s+3]=t.angle,this._vertices[s+4]=t.width,this._vertices[s+5]=t.height,this._vertices[s+6]=i,this._vertices[s+7]=r,this._vertices[s+8]=t.invertU?1:0,this._vertices[s+9]=t.invertV?1:0;var o=t.cellIndex/n>>0;this._vertices[s+10]=t.cellIndex-o*n,this._vertices[s+11]=o,this._vertices[s+12]=t.color.r,this._vertices[s+13]=t.color.g,this._vertices[s+14]=t.color.b,this._vertices[s+15]=t.color.a},t.prototype.intersects=function(t,i,r,n){for(var s,o=Math.min(this._capacity,this.sprites.length),a=e.Vector3.Zero(),h=e.Vector3.Zero(),c=Number.MAX_VALUE,l=e.Vector3.Zero(),u=i.getViewMatrix(),d=0;o>d;d++){var f=this.sprites[d];if(f){if(r){if(!r(f))continue}else if(!f.isPickable)continue;if(e.Vector3.TransformCoordinatesToRef(f.position,u,l),a.copyFromFloats(l.x-f.width/2,l.y-f.height/2,l.z),h.copyFromFloats(l.x+f.width/2,l.y+f.height/2,l.z),t.intersectsBoxMinMax(a,h)){var p=e.Vector3.Distance(l,t.origin);if(c>p&&(c=p,s=f,n))break}}}if(s){var m=new e.PickingInfo;return m.hit=!0,m.pickedSprite=s,m.distance=c,m}return null},t.prototype.render=function(){if(this._effectBase.isReady()&&this._effectFog.isReady()&&this._spriteTexture&&this._spriteTexture.isReady()){for(var t=this._scene.getEngine(),i=this._spriteTexture.getBaseSize(),r=t.getDeltaTime(),n=Math.min(this._capacity,this.sprites.length),s=i.width/this.cellSize,o=0,a=0;n>a;a++){var h=this.sprites[a];h&&(h._animate(r),this._appendSpriteVertex(o++,h,0,0,s),this._appendSpriteVertex(o++,h,1,0,s),this._appendSpriteVertex(o++,h,1,1,s),this._appendSpriteVertex(o++,h,0,1,s))}t.updateDynamicVertexBuffer(this._vertexBuffer,this._vertices);var c=this._effectBase;this._scene.fogEnabled&&this._scene.fogMode!==e.Scene.FOGMODE_NONE&&this.fogEnabled&&(c=this._effectFog),t.enableEffect(c);var l=this._scene.getViewMatrix();c.setTexture("diffuseSampler",this._spriteTexture),c.setMatrix("view",l),c.setMatrix("projection",this._scene.getProjectionMatrix()),c.setFloat2("textureInfos",this.cellSize/i.width,this.cellSize/i.height),this._scene.fogEnabled&&this._scene.fogMode!==e.Scene.FOGMODE_NONE&&this.fogEnabled&&(c.setFloat4("vFogInfos",this._scene.fogMode,this._scene.fogStart,this._scene.fogEnd,this._scene.fogDensity),c.setColor3("vFogColor",this._scene.fogColor)),t.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,c),t.setDepthFunctionToLessOrEqual(),c.setBool("alphaTest",!0),t.setColorWrite(!1),t.draw(!0,0,6*n),t.setColorWrite(!0),c.setBool("alphaTest",!1),t.setAlphaMode(e.Engine.ALPHA_COMBINE),t.draw(!0,0,6*n),t.setAlphaMode(e.Engine.ALPHA_DISABLE)}},t.prototype.dispose=function(){this._vertexBuffer&&(this._scene.getEngine()._releaseBuffer(this._vertexBuffer),this._vertexBuffer=null),this._indexBuffer&&(this._scene.getEngine()._releaseBuffer(this._indexBuffer),this._indexBuffer=null),this._spriteTexture&&(this._spriteTexture.dispose(),this._spriteTexture=null);var e=this._scene.spriteManagers.indexOf(this);this._scene.spriteManagers.splice(e,1),this.onDispose&&this.onDispose()},t}();e.SpriteManager=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i){this.name=t,this.color=new e.Color4(1,1,1,1),this.width=1,this.height=1,this.angle=0,this.cellIndex=0,this.invertU=0,this.invertV=0,this.animations=new Array,this.isPickable=!1,this._animationStarted=!1,this._loopAnimation=!1,this._fromIndex=0,this._toIndex=0,this._delay=0,this._direction=1,this._frameCount=0,this._time=0,this._manager=i,this._manager.sprites.push(this),this.position=e.Vector3.Zero()}return Object.defineProperty(t.prototype,"size",{get:function(){return this.width},set:function(e){this.width=e,this.height=e},enumerable:!0,configurable:!0}),t.prototype.playAnimation=function(e,t,i,r){this._fromIndex=e,this._toIndex=t,this._loopAnimation=i,this._delay=r,this._animationStarted=!0,this._direction=t>e?1:-1,this.cellIndex=e,this._time=0},t.prototype.stopAnimation=function(){this._animationStarted=!1},t.prototype._animate=function(e){this._animationStarted&&(this._time+=e,this._time>this._delay&&(this._time=this._time%this._delay,this.cellIndex+=this._direction,this.cellIndex==this._toIndex&&(this._loopAnimation?this.cellIndex=this._fromIndex:(this._animationStarted=!1,this.disposeWhenFinishedAnimating&&this.dispose()))))},t.prototype.dispose=function(){for(var e=0;e<this._manager.sprites.length;e++)this._manager.sprites[e]==this&&this._manager.sprites.splice(e,1)},t}();e.Sprite=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s){this.name=t,this.alphaBlendingMode=e.Engine.ALPHA_COMBINE,this._vertexDeclaration=[2],this._vertexStrideSize=8,this.texture=i?new e.Texture(i,r,!0):null,this.isBackground=void 0===n?!0:n,this.color=void 0===s?new e.Color4(1,1,1,1):s,this._scene=r,this._scene.layers.push(this);var o=[];o.push(1,1),o.push(-1,1),o.push(-1,-1),o.push(1,-1),this._vertexBuffer=r.getEngine().createVertexBuffer(o);var a=[];a.push(0),a.push(1),a.push(2),a.push(0),a.push(2),a.push(3),this._indexBuffer=r.getEngine().createIndexBuffer(a),this._effect=this._scene.getEngine().createEffect("layer",["position"],["textureMatrix","color"],["textureSampler"],"")}return t.prototype.render=function(){if(this._effect.isReady()&&this.texture&&this.texture.isReady()){var t=this._scene.getEngine();t.enableEffect(this._effect),t.setState(!1),this._effect.setTexture("textureSampler",this.texture),this._effect.setMatrix("textureMatrix",this.texture.getTextureMatrix()),this._effect.setFloat4("color",this.color.r,this.color.g,this.color.b,this.color.a),t.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,this._effect),t.setAlphaMode(this.alphaBlendingMode),t.draw(!0,0,6),t.setAlphaMode(e.Engine.ALPHA_DISABLE)}},t.prototype.dispose=function(){this._vertexBuffer&&(this._scene.getEngine()._releaseBuffer(this._vertexBuffer),this._vertexBuffer=null),this._indexBuffer&&(this._scene.getEngine()._releaseBuffer(this._indexBuffer),this._indexBuffer=null),this.texture&&(this.texture.dispose(),this.texture=null);var e=this._scene.layers.indexOf(this);this._scene.layers.splice(e,1),this.onDispose&&this.onDispose()},t}();e.Layer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this.position=e.Vector3.Zero(),this.direction=e.Vector3.Zero(),this.color=new e.Color4(0,0,0,0),this.colorStep=new e.Color4(0,0,0,0),this.lifeTime=1,this.age=0,this.size=0,this.angle=0,this.angularSpeed=0}return t.prototype.copyTo=function(e){e.position.copyFrom(this.position),e.direction.copyFrom(this.direction),e.color.copyFrom(this.color),e.colorStep.copyFrom(this.colorStep),e.lifeTime=this.lifeTime,e.age=this.age,e.size=this.size,e.angle=this.angle,e.angularSpeed=this.angularSpeed},t}();e.Particle=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e,t){if(e===t)return e;var i=Math.random();return i*(t-e)+e},i=function(){function i(r,n,s,o){var a=this;this.name=r,this.renderingGroupId=0,this.emitter=null,this.emitRate=10,this.manualEmitCount=-1,this.updateSpeed=.01,this.targetStopDuration=0,this.disposeOnStop=!1,this.minEmitPower=1,this.maxEmitPower=1,this.minLifeTime=1,this.maxLifeTime=1,this.minSize=1,this.maxSize=1,this.minAngularSpeed=0,this.maxAngularSpeed=0,this.layerMask=268435455,this.blendMode=i.BLENDMODE_ONEONE,this.forceDepthWrite=!1,this.gravity=e.Vector3.Zero(),this.direction1=new e.Vector3(0,1,0),this.direction2=new e.Vector3(0,1,0),this.minEmitBox=new e.Vector3(-.5,-.5,-.5),this.maxEmitBox=new e.Vector3(.5,.5,.5),this.color1=new e.Color4(1,1,1,1),this.color2=new e.Color4(1,1,1,1),this.colorDead=new e.Color4(0,0,0,1),this.textureMask=new e.Color4(1,1,1,1),this.particles=new Array,this._vertexDeclaration=[3,4,4],this._vertexStrideSize=44,this._stockParticles=new Array,this._newPartsExcess=0,this._scaledColorStep=new e.Color4(0,0,0,0),this._colorDiff=new e.Color4(0,0,0,0),this._scaledDirection=e.Vector3.Zero(),this._scaledGravity=e.Vector3.Zero(),this._currentRenderId=-1,this._started=!1,this._stopped=!1,this._actualFrame=0,this.id=r,this._capacity=n,this._scene=s,this._customEffect=o,s.particleSystems.push(this),this._vertexBuffer=s.getEngine().createDynamicVertexBuffer(n*this._vertexStrideSize*4);for(var h=[],c=0,l=0;n>l;l++)h.push(c),h.push(c+1),h.push(c+2),h.push(c),h.push(c+2),h.push(c+3),c+=4;this._indexBuffer=s.getEngine().createIndexBuffer(h),this._vertices=new Float32Array(n*this._vertexStrideSize),this.startDirectionFunction=function(i,r,n,s){var o=t(a.direction1.x,a.direction2.x),h=t(a.direction1.y,a.direction2.y),c=t(a.direction1.z,a.direction2.z);e.Vector3.TransformNormalFromFloatsToRef(o*i,h*i,c*i,r,n)},this.startPositionFunction=function(i,r,n){var s=t(a.minEmitBox.x,a.maxEmitBox.x),o=t(a.minEmitBox.y,a.maxEmitBox.y),h=t(a.minEmitBox.z,a.maxEmitBox.z);e.Vector3.TransformCoordinatesFromFloatsToRef(s,o,h,i,r)},this.updateFunction=function(e){for(var t=0;t<e.length;t++){var i=e[t];i.age+=a._scaledUpdateSpeed,i.age>=i.lifeTime?(a.recycleParticle(i),t--):(i.colorStep.scaleToRef(a._scaledUpdateSpeed,a._scaledColorStep),i.color.addInPlace(a._scaledColorStep),i.color.a<0&&(i.color.a=0),i.angle+=i.angularSpeed*a._scaledUpdateSpeed,i.direction.scaleToRef(a._scaledUpdateSpeed,a._scaledDirection),i.position.addInPlace(a._scaledDirection),a.gravity.scaleToRef(a._scaledUpdateSpeed,a._scaledGravity),i.direction.addInPlace(a._scaledGravity))}}}return i.prototype.recycleParticle=function(e){var t=this.particles.pop();t!==e&&(t.copyTo(e),this._stockParticles.push(t))},i.prototype.getCapacity=function(){return this._capacity},i.prototype.isAlive=function(){return this._alive},i.prototype.isStarted=function(){return this._started},i.prototype.start=function(){this._started=!0,this._stopped=!1,this._actualFrame=0},i.prototype.stop=function(){this._stopped=!0},i.prototype._appendParticleVertex=function(e,t,i,r){var n=11*e;this._vertices[n]=t.position.x,this._vertices[n+1]=t.position.y,this._vertices[n+2]=t.position.z,this._vertices[n+3]=t.color.r,this._vertices[n+4]=t.color.g,this._vertices[n+5]=t.color.b,this._vertices[n+6]=t.color.a,this._vertices[n+7]=t.angle,this._vertices[n+8]=t.size,this._vertices[n+9]=i,this._vertices[n+10]=r},i.prototype._update=function(i){this._alive=this.particles.length>0,this.updateFunction(this.particles);var r;r=this.emitter.position?this.emitter.getWorldMatrix():e.Matrix.Translation(this.emitter.x,this.emitter.y,this.emitter.z);for(var n,s=0;i>s&&this.particles.length!==this._capacity;s++){0!==this._stockParticles.length?(n=this._stockParticles.pop(),n.age=0):n=new e.Particle,this.particles.push(n);var o=t(this.minEmitPower,this.maxEmitPower);this.startDirectionFunction(o,r,n.direction,n),n.lifeTime=t(this.minLifeTime,this.maxLifeTime),n.size=t(this.minSize,this.maxSize),n.angularSpeed=t(this.minAngularSpeed,this.maxAngularSpeed),this.startPositionFunction(r,n.position,n);var a=t(0,1);e.Color4.LerpToRef(this.color1,this.color2,a,n.color),this.colorDead.subtractToRef(n.color,this._colorDiff),this._colorDiff.scaleToRef(1/n.lifeTime,n.colorStep)}},i.prototype._getEffect=function(){if(this._customEffect)return this._customEffect;var e=[];this._scene.clipPlane&&e.push("#define CLIPPLANE");var t=e.join("\n");return this._cachedDefines!==t&&(this._cachedDefines=t,this._effect=this._scene.getEngine().createEffect("particles",["position","color","options"],["invView","view","projection","vClipPlane","textureMask"],["diffuseSampler"],t)),this._effect},i.prototype.animate=function(){if(this._started){var e=this._getEffect();if(this.emitter&&e.isReady()&&this.particleTexture&&this.particleTexture.isReady()&&this._currentRenderId!==this._scene.getRenderId()){this._currentRenderId=this._scene.getRenderId(),this._scaledUpdateSpeed=this.updateSpeed*this._scene.getAnimationRatio();var t;this.manualEmitCount>-1?(t=this.manualEmitCount,this.manualEmitCount=0):t=this.emitRate;var i=t*this._scaledUpdateSpeed>>0;this._newPartsExcess+=t*this._scaledUpdateSpeed-i,this._newPartsExcess>1&&(i+=this._newPartsExcess>>0,this._newPartsExcess-=this._newPartsExcess>>0),this._alive=!1,this._stopped?i=0:(this._actualFrame+=this._scaledUpdateSpeed,this.targetStopDuration&&this._actualFrame>=this.targetStopDuration&&this.stop()),this._update(i),this._stopped&&(this._alive||(this._started=!1,this.disposeOnStop&&this._scene._toBeDisposed.push(this)));for(var r=0,n=0;n<this.particles.length;n++){var s=this.particles[n];this._appendParticleVertex(r++,s,0,0),this._appendParticleVertex(r++,s,1,0),this._appendParticleVertex(r++,s,1,1),this._appendParticleVertex(r++,s,0,1)}var o=this._scene.getEngine();o.updateDynamicVertexBuffer(this._vertexBuffer,this._vertices)}}},i.prototype.render=function(){var t=this._getEffect();if(!(this.emitter&&t.isReady()&&this.particleTexture&&this.particleTexture.isReady()&&this.particles.length))return 0;var r=this._scene.getEngine();r.enableEffect(t),r.setState(!1);var n=this._scene.getViewMatrix();if(t.setTexture("diffuseSampler",this.particleTexture),t.setMatrix("view",n),t.setMatrix("projection",this._scene.getProjectionMatrix()),t.setFloat4("textureMask",this.textureMask.r,this.textureMask.g,this.textureMask.b,this.textureMask.a),this._scene.clipPlane){var s=this._scene.clipPlane,o=n.clone();o.invert(),t.setMatrix("invView",o),t.setFloat4("vClipPlane",s.normal.x,s.normal.y,s.normal.z,s.d)}return r.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,t),this.blendMode===i.BLENDMODE_ONEONE?r.setAlphaMode(e.Engine.ALPHA_ONEONE):r.setAlphaMode(e.Engine.ALPHA_COMBINE),this.forceDepthWrite&&r.setDepthWrite(!0),r.draw(!0,0,6*this.particles.length),r.setAlphaMode(e.Engine.ALPHA_DISABLE),this.particles.length},i.prototype.dispose=function(){this._vertexBuffer&&(this._scene.getEngine()._releaseBuffer(this._vertexBuffer),this._vertexBuffer=null),this._indexBuffer&&(this._scene.getEngine()._releaseBuffer(this._indexBuffer),this._indexBuffer=null),this.particleTexture&&(this.particleTexture.dispose(),this.particleTexture=null);var e=this._scene.particleSystems.indexOf(this);this._scene.particleSystems.splice(e,1),this.onDispose&&this.onDispose()},i.prototype.clone=function(t,r){var n=new i(t,this._capacity,this._scene);return e.Tools.DeepCopy(this,n,["particles"],["_vertexDeclaration","_vertexStrideSize"]),void 0===r&&(r=this.emitter),n.emitter=r,this.particleTexture&&(n.particleTexture=new e.Texture(this.particleTexture.url,this._scene)),n.start(),n},i.prototype.serialize=function(){var e={};return e.name=this.name,this.emitter.position?e.emitterId=this.emitter.id:e.emitter=this.emitter.asArray(),e.capacity=this.getCapacity(),this.particleTexture&&(e.textureName=this.particleTexture.name),e.minAngularSpeed=this.minAngularSpeed,e.maxAngularSpeed=this.maxAngularSpeed,e.minSize=this.minSize,e.maxSize=this.maxSize,e.minEmitPower=this.minEmitPower,e.maxEmitPower=this.maxEmitPower,e.minLifeTime=this.minLifeTime,e.maxLifeTime=this.maxLifeTime,e.emitRate=this.emitRate,e.minEmitBox=this.minEmitBox.asArray(),e.maxEmitBox=this.maxEmitBox.asArray(),e.gravity=this.gravity.asArray(),e.direction1=this.direction1.asArray(),e.direction2=this.direction2.asArray(),e.color1=this.color1.asArray(),e.color2=this.color2.asArray(),e.colorDead=this.colorDead.asArray(),e.updateSpeed=this.updateSpeed,e.targetStopDuration=this.targetStopDuration,e.textureMask=this.textureMask.asArray(),e.blendMode=this.blendMode,e},i.Parse=function(t,r,n){var s=t.name,o=new i(s,t.capacity,r);return t.textureName&&(o.particleTexture=new e.Texture(n+t.textureName,r),o.particleTexture.name=t.textureName),t.emitterId?o.emitter=r.getLastMeshByID(t.emitterId):o.emitter=e.Vector3.FromArray(t.emitter),o.minAngularSpeed=t.minAngularSpeed,o.maxAngularSpeed=t.maxAngularSpeed,o.minSize=t.minSize,o.maxSize=t.maxSize,o.minLifeTime=t.minLifeTime,o.maxLifeTime=t.maxLifeTime,o.minEmitPower=t.minEmitPower,o.maxEmitPower=t.maxEmitPower,o.emitRate=t.emitRate,o.minEmitBox=e.Vector3.FromArray(t.minEmitBox),o.maxEmitBox=e.Vector3.FromArray(t.maxEmitBox),o.gravity=e.Vector3.FromArray(t.gravity),o.direction1=e.Vector3.FromArray(t.direction1),o.direction2=e.Vector3.FromArray(t.direction2),o.color1=e.Color4.FromArray(t.color1),o.color2=e.Color4.FromArray(t.color2),o.colorDead=e.Color4.FromArray(t.colorDead),o.updateSpeed=t.updateSpeed,o.targetStopDuration=t.targetStopDuration,o.textureMask=e.Color4.FromArray(t.textureMask),o.blendMode=t.blendMode,o.start(),o},i.BLENDMODE_ONEONE=0,i.BLENDMODE_STANDARD=1,i}();e.ParticleSystem=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i){this.name=e,this.from=t,this.to=i}return e}();e.AnimationRange=t;var i=function(){function e(e,t,i){this.frame=e,this.action=t,this.onlyOnce=i,this.isDone=!1}return e}();e.AnimationEvent=i;var r=function(){function i(e,t,r,n,s){this.name=e,this.targetProperty=t,this.framePerSecond=r,this.dataType=n,this.loopMode=s,this._offsetsCache={},this._highLimitsCache={},this._stopped=!1,this._events=new Array,this.allowMatricesInterpolation=!1,this._ranges=new Array,this.targetPropertyPath=t.split("."),this.dataType=n,this.loopMode=void 0===s?i.ANIMATIONLOOPMODE_CYCLE:s}return i._PrepareAnimation=function(t,r,n,s,o,a,h){var c=void 0;if(!isNaN(parseFloat(s))&&isFinite(s)?c=i.ANIMATIONTYPE_FLOAT:s instanceof e.Quaternion?c=i.ANIMATIONTYPE_QUATERNION:s instanceof e.Vector3?c=i.ANIMATIONTYPE_VECTOR3:s instanceof e.Vector2?c=i.ANIMATIONTYPE_VECTOR2:s instanceof e.Color3&&(c=i.ANIMATIONTYPE_COLOR3),void 0==c)return null;var l=new i(name,t,r,c,a),u=[];return u.push({frame:0,value:s}),u.push({frame:n,value:o}),l.setKeys(u),void 0!==h&&l.setEasingFunction(h),l},i.CreateAndStartAnimation=function(e,t,r,n,s,o,a,h,c,l){var u=i._PrepareAnimation(r,n,s,o,a,h,c);return t.getScene().beginDirectAnimation(t,[u],0,s,1===u.loopMode,1,l)},i.CreateMergeAndStartAnimation=function(e,t,r,n,s,o,a,h,c,l){var u=i._PrepareAnimation(r,n,s,o,a,h,c);return t.animations.push(u),t.getScene().beginAnimation(t,0,s,1===u.loopMode,1,l)},i.prototype.addEvent=function(e){this._events.push(e)},i.prototype.removeEvents=function(e){for(var t=0;t<this._events.length;t++)this._events[t].frame===e&&(this._events.splice(t,1),t--)},i.prototype.createRange=function(e,i,r){this._ranges.push(new t(e,i,r))},i.prototype.deleteRange=function(e){for(var t=0;t<this._ranges.length;t++)if(this._ranges[t].name===e)return void this._ranges.splice(t,1)},i.prototype.getRange=function(e){for(var t=0;t<this._ranges.length;t++)if(this._ranges[t].name===e)return this._ranges[t];return null},i.prototype.reset=function(){this._offsetsCache={},this._highLimitsCache={},this.currentFrame=0},i.prototype.isStopped=function(){return this._stopped},i.prototype.getKeys=function(){return this._keys},i.prototype.getEasingFunction=function(){return this._easingFunction},i.prototype.setEasingFunction=function(e){this._easingFunction=e},i.prototype.floatInterpolateFunction=function(e,t,i){return e+(t-e)*i},i.prototype.quaternionInterpolateFunction=function(t,i,r){return e.Quaternion.Slerp(t,i,r)},i.prototype.vector3InterpolateFunction=function(t,i,r){return e.Vector3.Lerp(t,i,r)},i.prototype.vector2InterpolateFunction=function(t,i,r){return e.Vector2.Lerp(t,i,r)},i.prototype.color3InterpolateFunction=function(t,i,r){return e.Color3.Lerp(t,i,r)},i.prototype.matrixInterpolateFunction=function(t,i,r){return e.Matrix.Lerp(t,i,r)},i.prototype.clone=function(){var e=new i(this.name,this.targetPropertyPath.join("."),this.framePerSecond,this.dataType,this.loopMode);return this._keys&&e.setKeys(this._keys),e},i.prototype.setKeys=function(e){this._keys=e.slice(0),this._offsetsCache={},this._highLimitsCache={}},i.prototype._getKeyValue=function(e){return"function"==typeof e?e():e},i.prototype._interpolate=function(e,t,r,n,s){if(r===i.ANIMATIONLOOPMODE_CONSTANT&&t>0)return s.clone?s.clone():s;this.currentFrame=e;var o=Math.max(0,Math.min(this._keys.length-1,Math.floor(this._keys.length*(e-this._keys[0].frame)/(this._keys[this._keys.length-1].frame-this._keys[0].frame))-1));if(this._keys[o].frame>=e)for(;o-1>=0&&this._keys[o].frame>=e;)o--;for(var a=o;a<this._keys.length;a++)if(this._keys[a+1].frame>=e){var h=this._getKeyValue(this._keys[a].value),c=this._getKeyValue(this._keys[a+1].value),l=(e-this._keys[a].frame)/(this._keys[a+1].frame-this._keys[a].frame);switch(null!=this._easingFunction&&(l=this._easingFunction.ease(l)),this.dataType){case i.ANIMATIONTYPE_FLOAT:switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:return this.floatInterpolateFunction(h,c,l);case i.ANIMATIONLOOPMODE_RELATIVE:return n*t+this.floatInterpolateFunction(h,c,l)}break;case i.ANIMATIONTYPE_QUATERNION:var u=null;switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:u=this.quaternionInterpolateFunction(h,c,l);break;case i.ANIMATIONLOOPMODE_RELATIVE:u=this.quaternionInterpolateFunction(h,c,l).add(n.scale(t))}return u;case i.ANIMATIONTYPE_VECTOR3:switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:return this.vector3InterpolateFunction(h,c,l);case i.ANIMATIONLOOPMODE_RELATIVE:return this.vector3InterpolateFunction(h,c,l).add(n.scale(t))}case i.ANIMATIONTYPE_VECTOR2:switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:return this.vector2InterpolateFunction(h,c,l);case i.ANIMATIONLOOPMODE_RELATIVE:return this.vector2InterpolateFunction(h,c,l).add(n.scale(t))}case i.ANIMATIONTYPE_COLOR3:switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:return this.color3InterpolateFunction(h,c,l);case i.ANIMATIONLOOPMODE_RELATIVE:return this.color3InterpolateFunction(h,c,l).add(n.scale(t))}case i.ANIMATIONTYPE_MATRIX:switch(r){case i.ANIMATIONLOOPMODE_CYCLE:case i.ANIMATIONLOOPMODE_CONSTANT:if(this.allowMatricesInterpolation)return this.matrixInterpolateFunction(h,c,l);case i.ANIMATIONLOOPMODE_RELATIVE:return h}}break}return this._getKeyValue(this._keys[this._keys.length-1].value)},i.prototype.setValue=function(e){if(this.targetPropertyPath.length>1){for(var t=this._target[this.targetPropertyPath[0]],i=1;i<this.targetPropertyPath.length-1;i++)t=t[this.targetPropertyPath[i]];t[this.targetPropertyPath[this.targetPropertyPath.length-1]]=e}else this._target[this.targetPropertyPath[0]]=e;this._target.markAsDirty&&this._target.markAsDirty(this.targetProperty)},i.prototype.goToFrame=function(e){e<this._keys[0].frame?e=this._keys[0].frame:e>this._keys[this._keys.length-1].frame&&(e=this._keys[this._keys.length-1].frame);var t=this._interpolate(e,0,this.loopMode);this.setValue(t)},i.prototype.animate=function(t,r,n,s,o){if(!this.targetPropertyPath||this.targetPropertyPath.length<1)return this._stopped=!0,!1;var a=!0;if(0!==this._keys[0].frame){var h={frame:0,value:this._keys[0].value};this._keys.splice(0,0,h)}(r<this._keys[0].frame||r>this._keys[this._keys.length-1].frame)&&(r=this._keys[0].frame),(n<this._keys[0].frame||n>this._keys[this._keys.length-1].frame)&&(n=this._keys[this._keys.length-1].frame);var c,l=n-r,u=t*(this.framePerSecond*o)/1e3,d=0;if(u>l&&!s)a=!1,d=this._getKeyValue(this._keys[this._keys.length-1].value);else if(this.loopMode!==i.ANIMATIONLOOPMODE_CYCLE){var f=n.toString()+r.toString();if(!this._offsetsCache[f]){var p=this._interpolate(r,0,i.ANIMATIONLOOPMODE_CYCLE),m=this._interpolate(n,0,i.ANIMATIONLOOPMODE_CYCLE);switch(this.dataType){case i.ANIMATIONTYPE_FLOAT:this._offsetsCache[f]=m-p;break;case i.ANIMATIONTYPE_QUATERNION:this._offsetsCache[f]=m.subtract(p);break;case i.ANIMATIONTYPE_VECTOR3:this._offsetsCache[f]=m.subtract(p);case i.ANIMATIONTYPE_VECTOR2:this._offsetsCache[f]=m.subtract(p);case i.ANIMATIONTYPE_COLOR3:this._offsetsCache[f]=m.subtract(p)}this._highLimitsCache[f]=m}d=this._highLimitsCache[f],c=this._offsetsCache[f]}if(void 0===c)switch(this.dataType){case i.ANIMATIONTYPE_FLOAT:c=0;break;case i.ANIMATIONTYPE_QUATERNION:c=new e.Quaternion(0,0,0,0);break;case i.ANIMATIONTYPE_VECTOR3:c=e.Vector3.Zero();break;case i.ANIMATIONTYPE_VECTOR2:c=e.Vector2.Zero();break;case i.ANIMATIONTYPE_COLOR3:c=e.Color3.Black()}for(var _=u/l>>0,g=a?r+u%l:n,v=this._interpolate(g,_,this.loopMode,c,d),y=0;y<this._events.length;y++)if(g>=this._events[y].frame){var x=this._events[y];x.isDone||(x.onlyOnce&&(this._events.splice(y,1),y--),x.isDone=!0,x.action())}else this._events[y].isDone&&!this._events[y].onlyOnce&&(this._events[y].isDone=!1);return this.setValue(v),a||(this._stopped=!0),a},i.prototype.serialize=function(){var e={};e.name=this.name,e.property=this.targetProperty,e.framePerSecond=this.framePerSecond,e.dataType=this.dataType,e.loopBehavior=this.loopMode;var t=this.dataType;e.keys=[];for(var r=this.getKeys(),n=0;n<r.length;n++){var s=r[n],o={};switch(o.frame=s.frame,t){case i.ANIMATIONTYPE_FLOAT:o.values=[s.value];break;case i.ANIMATIONTYPE_QUATERNION:case i.ANIMATIONTYPE_MATRIX:case i.ANIMATIONTYPE_VECTOR3:case i.ANIMATIONTYPE_COLOR3:o.values=s.value.asArray()}e.keys.push(o)}return e},Object.defineProperty(i,"ANIMATIONTYPE_FLOAT",{get:function(){return i._ANIMATIONTYPE_FLOAT},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONTYPE_VECTOR3",{get:function(){return i._ANIMATIONTYPE_VECTOR3},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONTYPE_VECTOR2",{get:function(){return i._ANIMATIONTYPE_VECTOR2},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONTYPE_QUATERNION",{get:function(){return i._ANIMATIONTYPE_QUATERNION},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONTYPE_MATRIX",{get:function(){return i._ANIMATIONTYPE_MATRIX},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONTYPE_COLOR3",{get:function(){return i._ANIMATIONTYPE_COLOR3},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONLOOPMODE_RELATIVE",{get:function(){return i._ANIMATIONLOOPMODE_RELATIVE},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONLOOPMODE_CYCLE",{get:function(){return i._ANIMATIONLOOPMODE_CYCLE},enumerable:!0,configurable:!0}),Object.defineProperty(i,"ANIMATIONLOOPMODE_CONSTANT",{get:function(){return i._ANIMATIONLOOPMODE_CONSTANT},enumerable:!0,configurable:!0}),i.Parse=function(t){for(var r=new i(t.name,t.property,t.framePerSecond,t.dataType,t.loopBehavior),n=t.dataType,s=[],o=0;o<t.keys.length;o++){var a,h=t.keys[o];switch(n){case i.ANIMATIONTYPE_FLOAT:a=h.values[0];break;case i.ANIMATIONTYPE_QUATERNION:a=e.Quaternion.FromArray(h.values);break;case i.ANIMATIONTYPE_MATRIX:a=e.Matrix.FromArray(h.values);break;case i.ANIMATIONTYPE_COLOR3:a=e.Color3.FromArray(h.values);break;case i.ANIMATIONTYPE_VECTOR3:default:a=e.Vector3.FromArray(h.values)}s.push({frame:h.frame,value:a})}return r.setKeys(s),r},i.AppendSerializedAnimations=function(e,t){if(e.animations){t.animations=[];for(var i=0;i<e.animations.length;i++){var r=e.animations[i];t.animations.push(r.serialize())}}},i._ANIMATIONTYPE_FLOAT=0,i._ANIMATIONTYPE_VECTOR3=1,i._ANIMATIONTYPE_QUATERNION=2,i._ANIMATIONTYPE_MATRIX=3,i._ANIMATIONTYPE_COLOR3=4,i._ANIMATIONTYPE_VECTOR2=5,i._ANIMATIONLOOPMODE_RELATIVE=0,i._ANIMATIONLOOPMODE_CYCLE=1,i._ANIMATIONLOOPMODE_CONSTANT=2,i}();e.Animation=r}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i,r,n,s,o,a){void 0===i&&(i=0),void 0===r&&(r=100),void 0===n&&(n=!1),void 0===s&&(s=1),this.target=t,this.fromFrame=i,this.toFrame=r,this.loopAnimation=n,this.speedRatio=s,this.onAnimationEnd=o,this._animations=new Array,this._paused=!1,this.animationStarted=!1,a&&this.appendAnimations(t,a),this._scene=e,e._activeAnimatables.push(this)}return e.prototype.getAnimations=function(){return this._animations},e.prototype.appendAnimations=function(e,t){for(var i=0;i<t.length;i++){var r=t[i];r._target=e,this._animations.push(r)}},e.prototype.getAnimationByTargetProperty=function(e){for(var t=this._animations,i=0;i<t.length;i++)if(t[i].targetProperty===e)return t[i];return null},e.prototype.reset=function(){for(var e=this._animations,t=0;t<e.length;t++)e[t].reset();this._localDelayOffset=null,this._pausedDelay=null},e.prototype.goToFrame=function(e){for(var t=this._animations,i=0;i<t.length;i++)t[i].goToFrame(e)},e.prototype.pause=function(){this._paused||(this._paused=!0)},e.prototype.restart=function(){this._paused=!1},e.prototype.stop=function(){var e=this._scene._activeAnimatables.indexOf(this);e>-1&&this._scene._activeAnimatables.splice(e,1),this.onAnimationEnd&&this.onAnimationEnd()},e.prototype._animate=function(e){if(this._paused)return this.animationStarted=!1,this._pausedDelay||(this._pausedDelay=e),!0;this._localDelayOffset?this._pausedDelay&&(this._localDelayOffset+=e-this._pausedDelay,this._pausedDelay=null):this._localDelayOffset=e;var t,i=!1,r=this._animations;for(t=0;t<r.length;t++){var n=r[t],s=n.animate(e-this._localDelayOffset,this.fromFrame,this.toFrame,this.loopAnimation,this.speedRatio);i=i||s}return this.animationStarted=i,i||(t=this._scene._activeAnimatables.indexOf(this),this._scene._activeAnimatables.splice(t,1)),!i&&this.onAnimationEnd&&this.onAnimationEnd(),i},e}();e.Animatable=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){this._easingMode=e.EASINGMODE_EASEIN}return Object.defineProperty(e,"EASINGMODE_EASEIN",{get:function(){return e._EASINGMODE_EASEIN},enumerable:!0,configurable:!0}),Object.defineProperty(e,"EASINGMODE_EASEOUT",{get:function(){return e._EASINGMODE_EASEOUT},enumerable:!0,configurable:!0}),Object.defineProperty(e,"EASINGMODE_EASEINOUT",{get:function(){return e._EASINGMODE_EASEINOUT},enumerable:!0,configurable:!0}),e.prototype.setEasingMode=function(e){var t=Math.min(Math.max(e,0),2);this._easingMode=t},e.prototype.getEasingMode=function(){return this._easingMode},e.prototype.easeInCore=function(e){throw new Error("You must implement this method")},e.prototype.ease=function(t){switch(this._easingMode){case e.EASINGMODE_EASEIN:return this.easeInCore(t);case e.EASINGMODE_EASEOUT:return 1-this.easeInCore(1-t)}return t>=.5?.5*(1-this.easeInCore(2*(1-t)))+.5:.5*this.easeInCore(2*t)},e._EASINGMODE_EASEIN=0,e._EASINGMODE_EASEOUT=1,e._EASINGMODE_EASEINOUT=2,e}();e.EasingFunction=t;var i=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return e=Math.max(0,Math.min(1,e)),1-Math.sqrt(1-e*e)},t}(t);e.CircleEase=i;var r=function(e){function t(t){void 0===t&&(t=1),e.call(this),this.amplitude=t}return __extends(t,e),t.prototype.easeInCore=function(e){var t=Math.max(0,this.amplitude);return Math.pow(e,3)-e*t*Math.sin(3.141592653589793*e)},t}(t);e.BackEase=r;var n=function(e){function t(t,i){void 0===t&&(t=3),void 0===i&&(i=2),e.call(this),this.bounces=t,this.bounciness=i}return __extends(t,e),t.prototype.easeInCore=function(e){var t=Math.max(0,this.bounces),i=this.bounciness;1>=i&&(i=1.001);var r=Math.pow(i,t),n=1-i,s=(1-r)/n+.5*r,o=e*s,a=Math.log(-o*(1-i)+1)/Math.log(i),h=Math.floor(a),c=h+1,l=(1-Math.pow(i,h))/(n*s),u=(1-Math.pow(i,c))/(n*s),d=.5*(l+u),f=e-d,p=d-l;return-Math.pow(1/i,t-h)/(p*p)*(f-p)*(f+p)},t}(t);e.BounceEase=n;var s=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return e*e*e},t}(t);e.CubicEase=s;var o=function(e){function t(t,i){void 0===t&&(t=3),void 0===i&&(i=3),e.call(this),this.oscillations=t,this.springiness=i}return __extends(t,e),t.prototype.easeInCore=function(e){var t,i=Math.max(0,this.oscillations),r=Math.max(0,this.springiness);return t=0==r?e:(Math.exp(r*e)-1)/(Math.exp(r)-1),t*Math.sin((6.283185307179586*i+1.5707963267948966)*e)},t}(t);e.ElasticEase=o;var a=function(e){function t(t){void 0===t&&(t=2),e.call(this),this.exponent=t}return __extends(t,e),t.prototype.easeInCore=function(e){return this.exponent<=0?e:(Math.exp(this.exponent*e)-1)/(Math.exp(this.exponent)-1)},t}(t);e.ExponentialEase=a;var h=function(e){function t(t){void 0===t&&(t=2),e.call(this),this.power=t}return __extends(t,e),t.prototype.easeInCore=function(e){var t=Math.max(0,this.power);
return Math.pow(e,t)},t}(t);e.PowerEase=h;var c=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return e*e},t}(t);e.QuadraticEase=c;var l=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return e*e*e*e},t}(t);e.QuarticEase=l;var u=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return e*e*e*e*e},t}(t);e.QuinticEase=u;var d=function(e){function t(){e.apply(this,arguments)}return __extends(t,e),t.prototype.easeInCore=function(e){return 1-Math.sin(1.5707963267948966*(1-e))},t}(t);e.SineEase=d;var f=function(t){function i(e,i,r,n){void 0===e&&(e=0),void 0===i&&(i=0),void 0===r&&(r=1),void 0===n&&(n=1),t.call(this),this.x1=e,this.y1=i,this.x2=r,this.y2=n}return __extends(i,t),i.prototype.easeInCore=function(t){return e.BezierCurve.interpolate(t,this.x1,this.y1,this.x2,this.y2)},i}(t);e.BezierCurveEase=f}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){t.call(this,i,r.getScene()),this.name=i,this.children=new Array,this.animations=new Array,this._worldTransform=new e.Matrix,this._absoluteTransform=new e.Matrix,this._invertedAbsoluteTransform=new e.Matrix,this._skeleton=r,this._matrix=s,this._baseMatrix=s,r.bones.push(this),n?(this._parent=n,n.children.push(this)):this._parent=null,this._updateDifferenceMatrix()}return __extends(i,t),i.prototype.getParent=function(){return this._parent},i.prototype.getLocalMatrix=function(){return this._matrix},i.prototype.getBaseMatrix=function(){return this._baseMatrix},i.prototype.getWorldMatrix=function(){return this._worldTransform},i.prototype.getInvertedAbsoluteTransform=function(){return this._invertedAbsoluteTransform},i.prototype.getAbsoluteMatrix=function(){for(var e=this._matrix.clone(),t=this._parent;t;)e=e.multiply(t.getLocalMatrix()),t=t.getParent();return e},i.prototype.updateMatrix=function(e){this._matrix=e,this._skeleton._markAsDirty(),this._updateDifferenceMatrix()},i.prototype._updateDifferenceMatrix=function(){this._parent?this._matrix.multiplyToRef(this._parent._absoluteTransform,this._absoluteTransform):this._absoluteTransform.copyFrom(this._matrix),this._absoluteTransform.invertToRef(this._invertedAbsoluteTransform);for(var e=0;e<this.children.length;e++)this.children[e]._updateDifferenceMatrix()},i.prototype.markAsDirty=function(){this._currentRenderId++,this._skeleton._markAsDirty()},i}(e.Node);e.Bone=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r){this.name=t,this.id=i,this.bones=new Array,this._isDirty=!0,this._identity=e.Matrix.Identity(),this._ranges=new Array,this.bones=[],this._scene=r,r.skeletons.push(this),this.prepare(),this._isDirty=!0}return t.prototype.getTransformMatrices=function(){return this._transformMatrices},t.prototype.getScene=function(){return this._scene},t.prototype.createAnimationRange=function(t,i,r){this._ranges.push(new e.AnimationRange(t,i,r))},t.prototype.deleteAnimationRange=function(e){for(var t=0;t<this._ranges.length;t++)if(this._ranges[t].name===e)return void this._ranges.splice(t,1)},t.prototype.getAnimationRange=function(e){for(var t=0;t<this._ranges.length;t++)if(this._ranges[t].name===e)return this._ranges[t];return null},t.prototype.beginAnimation=function(e,t,i,r){var n=this.getAnimationRange(e);return n?void this._scene.beginAnimation(this,n.from,n.to,t,i,r):null},t.prototype._markAsDirty=function(){this._isDirty=!0},t.prototype.prepare=function(){if(this._isDirty){this._transformMatrices&&this._transformMatrices.length===16*(this.bones.length+1)||(this._transformMatrices=new Float32Array(16*(this.bones.length+1)));for(var e=0;e<this.bones.length;e++){var t=this.bones[e],i=t.getParent();i?t.getLocalMatrix().multiplyToRef(i.getWorldMatrix(),t.getWorldMatrix()):t.getWorldMatrix().copyFrom(t.getLocalMatrix()),t.getInvertedAbsoluteTransform().multiplyToArray(t.getWorldMatrix(),this._transformMatrices,16*e)}this._identity.copyToArray(this._transformMatrices,16*this.bones.length),this._isDirty=!1,this._scene._activeBones+=this.bones.length}},t.prototype.getAnimatables=function(){if(!this._animatables||this._animatables.length!==this.bones.length){this._animatables=[];for(var e=0;e<this.bones.length;e++)this._animatables.push(this.bones[e])}return this._animatables},t.prototype.clone=function(i,r){for(var n=new t(i,r||i,this._scene),s=0;s<this.bones.length;s++){var o=this.bones[s],a=null;if(o.getParent()){var h=this.bones.indexOf(o.getParent());a=n.bones[h]}var c=new e.Bone(o.name,n,a,o.getBaseMatrix());e.Tools.DeepCopy(o.animations,c.animations)}return n},t.prototype.dispose=function(){this.getScene().stopAnimation(this),this.getScene().removeSkeleton(this)},t.prototype.serialize=function(){var e={};e.name=this.name,e.id=this.id,e.bones=[];for(var t=0;t<this.bones.length;t++){var i=this.bones[t],r={parentBoneIndex:i.getParent()?this.bones.indexOf(i.getParent()):-1,name:i.name,matrix:i.getLocalMatrix().toArray()};e.bones.push(r),i.animations&&i.animations.length>0&&(r.animation=i.animations[0].serialize())}return e},t.Parse=function(i,r){for(var n=new t(i.name,i.id,r),s=0;s<i.bones.length;s++){var o=i.bones[s],a=null;o.parentBoneIndex>-1&&(a=n.bones[o.parentBoneIndex]);var h=new e.Bone(o.name,n,a,e.Matrix.FromArray(o.matrix));o.animation&&h.animations.push(e.Animation.Parse(o.animation))}return n},t}();e.Skeleton=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s,o,a,h,c,l,u){void 0===a&&(a=e.Texture.NEAREST_SAMPLINGMODE),void 0===u&&(u=e.Engine.TEXTURETYPE_UNSIGNED_INT),this.name=t,this.width=-1,this.height=-1,this._reusable=!1,this._textures=new e.SmartArray(2),this._currentRenderTextureInd=0,null!=o?(this._camera=o,this._scene=o.getScene(),o.attachPostProcess(this),this._engine=this._scene.getEngine()):this._engine=h,this._renderRatio=s,this.renderTargetSamplingMode=a?a:e.Texture.NEAREST_SAMPLINGMODE,this._reusable=c||!1,this._textureType=u,this._samplers=n||[],this._samplers.push("textureSampler"),this._fragmentUrl=i,this._parameters=r||[],this.updateEffect(l)}return t.prototype.updateEffect=function(e){this._effect=this._engine.createEffect({vertex:"postprocess",fragment:this._fragmentUrl},["position"],this._parameters,this._samplers,void 0!==e?e:"")},t.prototype.isReusable=function(){return this._reusable},t.prototype.activate=function(t,i){t=t||this._camera;var r=t.getScene(),n=t.getEngine().getCaps().maxTextureSize,s=(i?i._width:this._engine.getRenderingCanvas().width)*this._renderRatio|0,o=(i?i._height:this._engine.getRenderingCanvas().height)*this._renderRatio|0;if(s=this._renderRatio.width||e.Tools.GetExponentOfTwo(s,n),o=this._renderRatio.height||e.Tools.GetExponentOfTwo(o,n),this.width!==s||this.height!==o){if(this._textures.length>0){for(var a=0;a<this._textures.length;a++)this._engine._releaseTexture(this._textures.data[a]);this._textures.reset()}this.width=s,this.height=o,this._textures.push(this._engine.createRenderTargetTexture({width:this.width,height:this.height},{generateMipMaps:!1,generateDepthBuffer:t._postProcesses.indexOf(this)===t._postProcessesTakenIndices[0],samplingMode:this.renderTargetSamplingMode,type:this._textureType})),this._reusable&&this._textures.push(this._engine.createRenderTargetTexture({width:this.width,height:this.height},{generateMipMaps:!1,generateDepthBuffer:t._postProcesses.indexOf(this)===t._postProcessesTakenIndices[0],samplingMode:this.renderTargetSamplingMode,type:this._textureType})),this.onSizeChanged&&this.onSizeChanged()}this._engine.bindFramebuffer(this._textures.data[this._currentRenderTextureInd]),this.onActivate&&this.onActivate(t),this.clearColor?this._engine.clear(this.clearColor,!0,!0):this._engine.clear(r.clearColor,r.autoClear||r.forceWireframe,!0),this._reusable&&(this._currentRenderTextureInd=(this._currentRenderTextureInd+1)%2)},Object.defineProperty(t.prototype,"isSupported",{get:function(){return this._effect.isSupported},enumerable:!0,configurable:!0}),t.prototype.apply=function(){return this._effect.isReady()?(this._engine.enableEffect(this._effect),this._engine.setState(!1),this._engine.setAlphaMode(e.Engine.ALPHA_DISABLE),this._engine.setDepthBuffer(!1),this._engine.setDepthWrite(!1),this._effect._bindTexture("textureSampler",this._textures.data[this._currentRenderTextureInd]),this.onApply&&this.onApply(this._effect),this._effect):null},t.prototype.dispose=function(e){if(e=e||this._camera,this._textures.length>0){for(var t=0;t<this._textures.length;t++)this._engine._releaseTexture(this._textures.data[t]);this._textures.reset()}if(e){e.detachPostProcess(this);var i=e._postProcesses.indexOf(this);i===e._postProcessesTakenIndices[0]&&e._postProcessesTakenIndices.length>0&&(this._camera._postProcesses[e._postProcessesTakenIndices[0]].width=-1)}},t}();e.PostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e){this._vertexDeclaration=[2],this._vertexStrideSize=8,this._scene=e}return e.prototype._prepareBuffers=function(){if(!this._vertexBuffer){var e=[];e.push(1,1),e.push(-1,1),e.push(-1,-1),e.push(1,-1),this._vertexBuffer=this._scene.getEngine().createVertexBuffer(e);var t=[];t.push(0),t.push(1),t.push(2),t.push(0),t.push(2),t.push(3),this._indexBuffer=this._scene.getEngine().createIndexBuffer(t)}},e.prototype._prepareFrame=function(e){var t=this._scene.activeCamera._postProcesses,i=this._scene.activeCamera._postProcessesTakenIndices;return 0!==i.length&&this._scene.postProcessesEnabled?(t[this._scene.activeCamera._postProcessesTakenIndices[0]].activate(this._scene.activeCamera,e),!0):!1},e.prototype.directRender=function(e,t){for(var i=this._scene.getEngine(),r=0;r<e.length;r++){r<e.length-1?e[r+1].activate(this._scene.activeCamera,t):t?i.bindFramebuffer(t):i.restoreDefaultFramebuffer();var n=e[r],s=n.apply();s&&(n.onBeforeRender&&n.onBeforeRender(s),this._prepareBuffers(),i.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,s),i.draw(!0,0,6),n.onAfterRender&&n.onAfterRender(s))}i.setDepthBuffer(!0),i.setDepthWrite(!0)},e.prototype._finalizeFrame=function(e,t,i,r){r=r||this._scene.activeCamera._postProcesses;var n=this._scene.activeCamera._postProcessesTakenIndices;if(0!==n.length&&this._scene.postProcessesEnabled){for(var s=this._scene.getEngine(),o=0;o<n.length&&(o<n.length-1?r[n[o+1]].activate(this._scene.activeCamera):t?s.bindFramebuffer(t,i):s.restoreDefaultFramebuffer(),!e);o++){var a=r[n[o]],h=a.apply();h&&(a.onBeforeRender&&a.onBeforeRender(h),this._prepareBuffers(),s.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,h),s.draw(!0,0,6),a.onAfterRender&&a.onAfterRender(h))}s.setDepthBuffer(!0),s.setDepthWrite(!0)}},e.prototype.dispose=function(){this._vertexBuffer&&(this._scene.getEngine()._releaseBuffer(this._vertexBuffer),this._vertexBuffer=null),this._indexBuffer&&(this._scene.getEngine()._releaseBuffer(this._indexBuffer),this._indexBuffer=null)},e}();e.PostProcessManager=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){e.call(this,t,"pass",null,null,i,r,n,s,o)}return __extends(t,e),t}(e.PostProcess);e.PassPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t){this._currentPlugin=t||new e.OimoJSPlugin}return t.prototype._initialize=function(e){this._currentPlugin.initialize(),this._setGravity(e)},t.prototype._runOneStep=function(e){e>.1?e=.1:0>=e&&(e=1/60),this._currentPlugin.runOneStep(e)},t.prototype._setGravity=function(t){this.gravity=t||new e.Vector3(0,-9.807,0),this._currentPlugin.setGravity(this.gravity)},t.prototype._getGravity=function(){return this._currentPlugin.getGravity()},t.prototype._registerMesh=function(e,t,i){return this._currentPlugin.registerMesh(e,t,i)},t.prototype._registerMeshesAsCompound=function(e,t){return this._currentPlugin.registerMeshesAsCompound(e,t)},t.prototype._unregisterMesh=function(e){this._currentPlugin.unregisterMesh(e)},t.prototype._applyImpulse=function(e,t,i){this._currentPlugin.applyImpulse(e,t,i)},t.prototype._createLink=function(e,t,i,r,n){return this._currentPlugin.createLink(e,t,i,r,n)},t.prototype._updateBodyPosition=function(e){this._currentPlugin.updateBodyPosition(e)},t.prototype.dispose=function(){this._currentPlugin.dispose()},t.prototype.isSupported=function(){return this._currentPlugin.isSupported()},t.prototype.getPhysicsBodyOfMesh=function(e){return this._currentPlugin.getPhysicsBodyOfMesh(e)},t.prototype.getPhysicsPluginName=function(){return this._currentPlugin.name},t.NoImpostor=0,t.SphereImpostor=1,t.BoxImpostor=2,t.PlaneImpostor=3,t.MeshImpostor=4,t.CapsuleImpostor=5,t.ConeImpostor=6,t.CylinderImpostor=7,t.ConvexHullImpostor=8,t.HeightmapImpostor=9,t.Epsilon=.001,t}();e.PhysicsEngine=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){}return t.prototype.set=function(t,i){switch(i){case e.VertexBuffer.PositionKind:this.positions=t;break;case e.VertexBuffer.NormalKind:this.normals=t;break;case e.VertexBuffer.UVKind:this.uvs=t;break;case e.VertexBuffer.UV2Kind:this.uvs2=t;break;case e.VertexBuffer.UV3Kind:this.uvs3=t;break;case e.VertexBuffer.UV4Kind:this.uvs4=t;break;case e.VertexBuffer.UV5Kind:this.uvs5=t;break;case e.VertexBuffer.UV6Kind:this.uvs6=t;break;case e.VertexBuffer.ColorKind:this.colors=t;break;case e.VertexBuffer.MatricesIndicesKind:this.matricesIndices=t;break;case e.VertexBuffer.MatricesWeightsKind:this.matricesWeights=t;break;case e.VertexBuffer.MatricesIndicesExtraKind:this.matricesIndicesExtra=t;break;case e.VertexBuffer.MatricesWeightsExtraKind:this.matricesWeightsExtra=t}},t.prototype.applyToMesh=function(e,t){this._applyTo(e,t)},t.prototype.applyToGeometry=function(e,t){this._applyTo(e,t)},t.prototype.updateMesh=function(e,t,i){this._update(e)},t.prototype.updateGeometry=function(e,t,i){this._update(e)},t.prototype._applyTo=function(t,i){this.positions&&t.setVerticesData(e.VertexBuffer.PositionKind,this.positions,i),this.normals&&t.setVerticesData(e.VertexBuffer.NormalKind,this.normals,i),this.uvs&&t.setVerticesData(e.VertexBuffer.UVKind,this.uvs,i),this.uvs2&&t.setVerticesData(e.VertexBuffer.UV2Kind,this.uvs2,i),this.uvs3&&t.setVerticesData(e.VertexBuffer.UV3Kind,this.uvs3,i),this.uvs4&&t.setVerticesData(e.VertexBuffer.UV4Kind,this.uvs4,i),this.uvs5&&t.setVerticesData(e.VertexBuffer.UV5Kind,this.uvs5,i),this.uvs6&&t.setVerticesData(e.VertexBuffer.UV6Kind,this.uvs6,i),this.colors&&t.setVerticesData(e.VertexBuffer.ColorKind,this.colors,i),this.matricesIndices&&t.setVerticesData(e.VertexBuffer.MatricesIndicesKind,this.matricesIndices,i),this.matricesWeights&&t.setVerticesData(e.VertexBuffer.MatricesWeightsKind,this.matricesWeights,i),this.matricesIndicesExtra&&t.setVerticesData(e.VertexBuffer.MatricesIndicesExtraKind,this.matricesIndicesExtra,i),this.matricesWeightsExtra&&t.setVerticesData(e.VertexBuffer.MatricesWeightsExtraKind,this.matricesWeightsExtra,i),this.indices&&t.setIndices(this.indices)},t.prototype._update=function(t,i,r){this.positions&&t.updateVerticesData(e.VertexBuffer.PositionKind,this.positions,i,r),this.normals&&t.updateVerticesData(e.VertexBuffer.NormalKind,this.normals,i,r),this.uvs&&t.updateVerticesData(e.VertexBuffer.UVKind,this.uvs,i,r),this.uvs2&&t.updateVerticesData(e.VertexBuffer.UV2Kind,this.uvs2,i,r),this.uvs3&&t.updateVerticesData(e.VertexBuffer.UV3Kind,this.uvs3,i,r),this.uvs4&&t.updateVerticesData(e.VertexBuffer.UV4Kind,this.uvs4,i,r),this.uvs5&&t.updateVerticesData(e.VertexBuffer.UV5Kind,this.uvs5,i,r),this.uvs6&&t.updateVerticesData(e.VertexBuffer.UV6Kind,this.uvs6,i,r),this.colors&&t.updateVerticesData(e.VertexBuffer.ColorKind,this.colors,i,r),this.matricesIndices&&t.updateVerticesData(e.VertexBuffer.MatricesIndicesKind,this.matricesIndices,i,r),this.matricesWeights&&t.updateVerticesData(e.VertexBuffer.MatricesWeightsKind,this.matricesWeights,i,r),this.matricesIndicesExtra&&t.updateVerticesData(e.VertexBuffer.MatricesIndicesExtraKind,this.matricesIndicesExtra,i,r),this.matricesWeightsExtra&&t.updateVerticesData(e.VertexBuffer.MatricesWeightsExtraKind,this.matricesWeightsExtra,i,r),this.indices&&t.setIndices(this.indices)},t.prototype.transform=function(t){var i,r=e.Vector3.Zero();if(this.positions){var n=e.Vector3.Zero();for(i=0;i<this.positions.length;i+=3)e.Vector3.FromArrayToRef(this.positions,i,n),e.Vector3.TransformCoordinatesToRef(n,t,r),this.positions[i]=r.x,this.positions[i+1]=r.y,this.positions[i+2]=r.z}if(this.normals){var s=e.Vector3.Zero();for(i=0;i<this.normals.length;i+=3)e.Vector3.FromArrayToRef(this.normals,i,s),e.Vector3.TransformNormalToRef(s,t,r),this.normals[i]=r.x,this.normals[i+1]=r.y,this.normals[i+2]=r.z}},t.prototype.merge=function(e){if(e.indices){this.indices||(this.indices=[]);for(var t=this.positions?this.positions.length/3:0,i=0;i<e.indices.length;i++)this.indices.push(e.indices[i]+t)}this.positions=this._mergeElement(this.positions,e.positions),this.normals=this._mergeElement(this.normals,e.normals),this.uvs=this._mergeElement(this.uvs,e.uvs),this.uvs2=this._mergeElement(this.uvs2,e.uvs2),this.uvs3=this._mergeElement(this.uvs3,e.uvs3),this.uvs4=this._mergeElement(this.uvs4,e.uvs4),this.uvs5=this._mergeElement(this.uvs5,e.uvs5),this.uvs6=this._mergeElement(this.uvs6,e.uvs6),this.colors=this._mergeElement(this.colors,e.colors),this.matricesIndices=this._mergeElement(this.matricesIndices,e.matricesIndices),this.matricesWeights=this._mergeElement(this.matricesWeights,e.matricesWeights),this.matricesIndicesExtra=this._mergeElement(this.matricesIndicesExtra,e.matricesIndicesExtra),this.matricesWeightsExtra=this._mergeElement(this.matricesWeightsExtra,e.matricesWeightsExtra)},t.prototype._mergeElement=function(e,t){if(!t)return e;if(!e)return t;var i=t.length+e.length,r=e instanceof Float32Array,n=t instanceof Float32Array;if(r){var s=new Float32Array(i);return s.set(e),s.set(t,e.length),s}if(n){for(var o=e.slice(0),a=0,i=t.length;i>a;a++)o.push(t[a]);return o}return e.concat(t)},t.prototype.serialize=function(){var e=this.serialize();return this.positions&&(e.positions=this.positions),this.normals&&(e.normals=this.normals),this.uvs&&(e.uvs=this.uvs),this.uvs2&&(e.uvs2=this.uvs2),this.uvs3&&(e.uvs3=this.uvs3),this.uvs4&&(e.uvs4=this.uvs4),this.uvs5&&(e.uvs5=this.uvs5),this.uvs6&&(e.uvs6=this.uvs6),this.colors&&(e.colors=this.colors),this.matricesIndices&&(e.matricesIndices=this.matricesIndices,e.matricesIndices._isExpanded=!0),this.matricesWeights&&(e.matricesWeights=this.matricesWeights),this.matricesIndicesExtra&&(e.matricesIndicesExtra=this.matricesIndicesExtra,e.matricesIndicesExtra._isExpanded=!0),this.matricesWeightsExtra&&(e.matricesWeightsExtra=this.matricesWeightsExtra),e.indices=this.indices,e},t.ExtractFromMesh=function(e,i){return t._ExtractFrom(e,i)},t.ExtractFromGeometry=function(e,i){return t._ExtractFrom(e,i)},t._ExtractFrom=function(i,r){var n=new t;return i.isVerticesDataPresent(e.VertexBuffer.PositionKind)&&(n.positions=i.getVerticesData(e.VertexBuffer.PositionKind,r)),i.isVerticesDataPresent(e.VertexBuffer.NormalKind)&&(n.normals=i.getVerticesData(e.VertexBuffer.NormalKind,r)),i.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(n.uvs=i.getVerticesData(e.VertexBuffer.UVKind,r)),i.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(n.uvs2=i.getVerticesData(e.VertexBuffer.UV2Kind,r)),i.isVerticesDataPresent(e.VertexBuffer.UV3Kind)&&(n.uvs3=i.getVerticesData(e.VertexBuffer.UV3Kind,r)),i.isVerticesDataPresent(e.VertexBuffer.UV4Kind)&&(n.uvs4=i.getVerticesData(e.VertexBuffer.UV4Kind,r)),i.isVerticesDataPresent(e.VertexBuffer.UV5Kind)&&(n.uvs5=i.getVerticesData(e.VertexBuffer.UV5Kind,r)),i.isVerticesDataPresent(e.VertexBuffer.UV6Kind)&&(n.uvs6=i.getVerticesData(e.VertexBuffer.UV6Kind,r)),i.isVerticesDataPresent(e.VertexBuffer.ColorKind)&&(n.colors=i.getVerticesData(e.VertexBuffer.ColorKind,r)),i.isVerticesDataPresent(e.VertexBuffer.MatricesIndicesKind)&&(n.matricesIndices=i.getVerticesData(e.VertexBuffer.MatricesIndicesKind,r)),i.isVerticesDataPresent(e.VertexBuffer.MatricesWeightsKind)&&(n.matricesWeights=i.getVerticesData(e.VertexBuffer.MatricesWeightsKind,r)),i.isVerticesDataPresent(e.VertexBuffer.MatricesIndicesExtraKind)&&(n.matricesIndicesExtra=i.getVerticesData(e.VertexBuffer.MatricesIndicesExtraKind,r)),i.isVerticesDataPresent(e.VertexBuffer.MatricesWeightsExtraKind)&&(n.matricesWeightsExtra=i.getVerticesData(e.VertexBuffer.MatricesWeightsExtraKind,r)),n.indices=i.getIndices(r),n},t.CreateRibbon=function(i){var r=i.pathArray,n=i.closeArray||!1,s=i.closePath||!1,o=Math.floor(r[0].length/2),a=i.offset||o;a=a>o?o:Math.floor(a);var h,c,l,u,d=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,f=[],p=[],m=[],_=[],g=[],v=[],y=[],x=[],E=[],T=[];if(r.length<2){var M=[],A=[];for(l=0;l<r[0].length-a;l++)M.push(r[0][l]),A.push(r[0][l+a]);r=[M,A]}var b,P,S=0,C=s?1:0;h=r[0].length;var I,w;for(c=0;c<r.length;c++){for(y[c]=0,g[c]=[0],b=r[c],P=b.length,h=P>h?h:P,u=0;P>u;)f.push(b[u].x,b[u].y,b[u].z),u>0&&(I=b[u].subtract(b[u-1]).length(),w=I+y[c],g[c].push(w),y[c]=w),u++;s&&(u--,f.push(b[0].x,b[0].y,b[0].z),I=b[u].subtract(b[0]).length(),w=I+y[c],g[c].push(w),y[c]=w),E[c]=P+C,T[c]=S,S+=P+C}var D,R,L,O;for(l=0;h+C>l;l++){for(x[l]=0,v[l]=[0],c=0;c<r.length-1;c++)D=r[c],R=r[c+1],l===h?(L=D[0],O=R[0]):(L=D[l],O=R[l]),I=O.subtract(L).length(),w=I+x[l],v[l].push(w),x[l]=w;n&&(D=r[c],R=r[0],l===h&&(O=R[0]),I=O.subtract(L).length(),w=I+x[l],x[l]=w)}var B,F;for(c=0;c<r.length;c++)for(l=0;h+C>l;l++)B=g[c][l]/y[c],F=v[l][c]/x[l],_.push(B,F);c=0;for(var V=0,N=E[c]-1,z=E[c+1]-1,U=z>N?N:z,k=T[1]-T[0],W=n?E.length:E.length-1;U>=V&&W>c;)p.push(V,V+k,V+1),p.push(V+k+1,V+1,V+k),V+=1,V===U&&(c++,c===E.length-1?(k=T[0]-T[c],N=E[c]-1,z=E[0]-1):(k=T[c+1]-T[c],N=E[c]-1,z=E[c+1]-1),V=T[c],U=z>N?N+V:z+V);if(t.ComputeNormals(f,p,m),s){var G=0,Y=0;for(c=0;c<r.length;c++)G=3*T[c],Y=c+1<r.length?3*(T[c+1]-1):m.length-3,m[G]=.5*(m[G]+m[Y]),m[G+1]=.5*(m[G+1]+m[Y+1]),m[G+2]=.5*(m[G+2]+m[Y+2]),m[Y]=m[G],m[Y+1]=m[G+1],m[Y+2]=m[G+2]}t._ComputeSides(d,f,p,m,_);var H=new t;return H.indices=p,H.positions=f,H.normals=m,H.uvs=_,s&&(H._idx=T),H},t.CreateBox=function(i){for(var r=[new e.Vector3(0,0,1),new e.Vector3(0,0,-1),new e.Vector3(1,0,0),new e.Vector3(-1,0,0),new e.Vector3(0,1,0),new e.Vector3(0,-1,0)],n=[],s=[],o=[],a=[],h=i.width||i.size||1,c=i.height||i.size||1,l=i.depth||i.size||1,u=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,d=i.faceUV||new Array(6),f=i.faceColors,p=[],m=0;6>m;m++)void 0===d[m]&&(d[m]=new e.Vector4(0,0,1,1)),f&&void 0===f[m]&&(f[m]=new e.Color4(1,1,1,1));for(var _=new e.Vector3(h/2,c/2,l/2),g=0;g<r.length;g++){var v=r[g],y=new e.Vector3(v.y,v.z,v.x),x=e.Vector3.Cross(v,y),E=s.length/3;n.push(E),n.push(E+1),n.push(E+2),n.push(E),n.push(E+2),n.push(E+3);var T=v.subtract(y).subtract(x).multiply(_);s.push(T.x,T.y,T.z),o.push(v.x,v.y,v.z),a.push(d[g].z,d[g].w),f&&p.push(f[g].r,f[g].g,f[g].b,f[g].a),T=v.subtract(y).add(x).multiply(_),s.push(T.x,T.y,T.z),o.push(v.x,v.y,v.z),a.push(d[g].x,d[g].w),f&&p.push(f[g].r,f[g].g,f[g].b,f[g].a),T=v.add(y).add(x).multiply(_),s.push(T.x,T.y,T.z),o.push(v.x,v.y,v.z),a.push(d[g].x,d[g].y),f&&p.push(f[g].r,f[g].g,f[g].b,f[g].a),T=v.add(y).subtract(x).multiply(_),s.push(T.x,T.y,T.z),o.push(v.x,v.y,v.z),a.push(d[g].z,d[g].y),f&&p.push(f[g].r,f[g].g,f[g].b,f[g].a)}t._ComputeSides(u,s,n,o,a);var M=new t;if(M.indices=n,M.positions=s,M.normals=o,M.uvs=a,f){var A=u===e.Mesh.DOUBLESIDE?p.concat(p):p;M.colors=A}return M},t.CreateSphere=function(i){for(var r=i.segments||32,n=i.diameterX||i.diameter||1,s=i.diameterY||i.diameter||1,o=i.diameterZ||i.diameter||1,a=i.arc<=0||i.arc>1?1:i.arc||1,h=i.slice<=0?1:i.slice||1,c=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,l=new e.Vector3(n/2,s/2,o/2),u=2+r,d=2*u,f=[],p=[],m=[],_=[],g=0;u>=g;g++){for(var v=g/u,y=v*Math.PI*h,x=0;d>=x;x++){var E=x/d,T=E*Math.PI*2*a,M=e.Matrix.RotationZ(-y),A=e.Matrix.RotationY(T),b=e.Vector3.TransformCoordinates(e.Vector3.Up(),M),P=e.Vector3.TransformCoordinates(b,A),S=P.multiply(l),C=P.divide(l).normalize();p.push(S.x,S.y,S.z),m.push(C.x,C.y,C.z),_.push(E,v)}if(g>0)for(var I=p.length/3,w=I-2*(d+1);I>w+d+2;w++)f.push(w),f.push(w+1),f.push(w+d+1),f.push(w+d+1),f.push(w+1),f.push(w+d+2)}t._ComputeSides(c,p,f,m,_);var D=new t;return D.indices=f,D.positions=p,D.normals=m,D.uvs=_,D},t.CreateCylinder=function(i){var r,n=i.height||2,s=0===i.diameterTop?0:i.diameterTop||i.diameter||1,o=i.diameterBottom||i.diameter||1,a=i.tessellation||24,h=i.subdivisions||1,c=i.hasRings,l=i.enclose,u=i.arc<=0||i.arc>1?1:i.arc||1,d=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,f=i.faceUV||new Array(3),p=i.faceColors,m=1!==u&&l?2:0,_=c?h:1,g=2+(1+m)*_;for(r=0;g>r;r++)p&&void 0===p[r]&&(p[r]=new e.Color4(1,1,1,1));for(r=0;g>r;r++)f&&void 0===f[r]&&(f[r]=new e.Vector4(0,0,1,1));var v,y,x,E,T,M,A=[],b=[],P=[],S=[],C=[],I=2*Math.PI*u/a,w=(o-s)/2/n,D=e.Vector3.Zero(),R=e.Vector3.Zero(),L=e.Vector3.Zero(),O=e.Vector3.Zero(),B=e.Vector3.Zero(),F=e.Axis.Y,V=1,N=1,z=0,U=0;for(E=0;h>=E;E++)for(y=E/h,x=(y*(s-o)+o)/2,V=c&&0!==E&&E!==h?2:1,M=0;V>M;M++){for(c&&(N+=M),l&&(N+=2*M),T=0;a>=T;T++)v=T*I,D.x=Math.cos(-v)*x,D.y=-n/2+y*n,D.z=Math.sin(-v)*x,0===s&&E===h?(R.x=P[P.length-3*(a+1)],R.y=P[P.length-3*(a+1)+1],R.z=P[P.length-3*(a+1)+2]):(R.x=D.x,R.z=D.z,R.y=Math.sqrt(R.x*R.x+R.z*R.z)*w,R.normalize()),0===T&&(L.copyFrom(D),O.copyFrom(R)),b.push(D.x,D.y,D.z),P.push(R.x,R.y,R.z),U=c?z!==N?f[N].y:f[N].w:f[N].y+(f[N].w-f[N].y)*y,S.push(f[N].x+(f[N].z-f[N].x)*T/a,U),p&&C.push(p[N].r,p[N].g,p[N].b,p[N].a);1!==u&&l&&(b.push(D.x,D.y,D.z),b.push(0,D.y,0),b.push(0,D.y,0),b.push(L.x,L.y,L.z),e.Vector3.CrossToRef(F,R,B),B.normalize(),P.push(B.x,B.y,B.z,B.x,B.y,B.z),e.Vector3.CrossToRef(O,F,B),B.normalize(),P.push(B.x,B.y,B.z,B.x,B.y,B.z),U=c?z!==N?f[N+1].y:f[N+1].w:f[N+1].y+(f[N+1].w-f[N+1].y)*y,S.push(f[N+1].x,U),S.push(f[N+1].z,U),U=c?z!==N?f[N+2].y:f[N+2].w:f[N+2].y+(f[N+2].w-f[N+2].y)*y,S.push(f[N+2].x,U),S.push(f[N+2].z,U),p&&(C.push(p[N+1].r,p[N+1].g,p[N+1].b,p[N+1].a),C.push(p[N+1].r,p[N+1].g,p[N+1].b,p[N+1].a),C.push(p[N+2].r,p[N+2].g,p[N+2].b,p[N+2].a),C.push(p[N+2].r,p[N+2].g,p[N+2].b,p[N+2].a))),z!==N&&(z=N)}var N,k=1!==u&&l?a+4:a;for(E=0,N=0;h>N;N++){for(T=0;a>T;T++){var W=E*(k+1)+T,G=(E+1)*(k+1)+T,Y=E*(k+1)+(T+1),H=(E+1)*(k+1)+(T+1);A.push(W,G,Y),A.push(H,Y,G)}1!==u&&l&&(A.push(W+2,G+2,Y+2),A.push(H+2,Y+2,G+2),A.push(W+4,G+4,Y+4),A.push(H+4,Y+4,G+4)),E=c?E+2:E+1}var K=function(t){var i=t?s/2:o/2;if(0!==i){var r,h,c,l,d=t?f[g-1]:f[0];p&&(l=t?p[g-1]:p[0]);var m=b.length/3,_=t?n/2:-n/2,v=new e.Vector3(0,_,0);b.push(v.x,v.y,v.z),P.push(0,t?1:-1,0),S.push(d.x+.5*(d.z-d.x),d.y+.5*(d.w-d.y)),p&&C.push(l.r,l.g,l.b,l.a);var y=new e.Vector2(.5,.5);for(c=0;a>=c;c++){r=2*Math.PI*c*u/a;var x=Math.cos(-r),E=Math.sin(-r);h=new e.Vector3(x*i,_,E*i);var T=new e.Vector2(x*y.x+.5,E*y.y+.5);b.push(h.x,h.y,h.z),P.push(0,t?1:-1,0),S.push(d.x+(d.z-d.x)*T.x,d.y+(d.w-d.y)*T.y),p&&C.push(l.r,l.g,l.b,l.a)}for(c=0;a>c;c++)t?(A.push(m),A.push(m+(c+2)),A.push(m+(c+1))):(A.push(m),A.push(m+(c+1)),A.push(m+(c+2)))}};K(!1),K(!0),t._ComputeSides(d,b,A,P,S);var j=new t;return j.indices=A,j.positions=b,j.normals=P,j.uvs=S,p&&(j.colors=C),j},t.CreateTorus=function(i){for(var r=[],n=[],s=[],o=[],a=i.diameter||1,h=i.thickness||.5,c=i.tessellation||16,l=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,u=c+1,d=0;c>=d;d++)for(var f=d/c,p=d*Math.PI*2/c-Math.PI/2,m=e.Matrix.Translation(a/2,0,0).multiply(e.Matrix.RotationY(p)),_=0;c>=_;_++){var g=1-_/c,v=_*Math.PI*2/c+Math.PI,y=Math.cos(v),x=Math.sin(v),E=new e.Vector3(y,x,0),T=E.scale(h/2),M=new e.Vector2(f,g);T=e.Vector3.TransformCoordinates(T,m),E=e.Vector3.TransformNormal(E,m),n.push(T.x,T.y,T.z),s.push(E.x,E.y,E.z),o.push(M.x,M.y);var A=(d+1)%u,b=(_+1)%u;r.push(d*u+_),r.push(d*u+b),r.push(A*u+_),r.push(d*u+b),r.push(A*u+b),r.push(A*u+_)}t._ComputeSides(l,n,r,s,o);var P=new t;return P.indices=r,P.positions=n,P.normals=s,P.uvs=o,P},t.CreateLines=function(e){for(var i=[],r=[],n=e.points,s=0;s<n.length;s++)r.push(n[s].x,n[s].y,n[s].z),s>0&&(i.push(s-1),i.push(s));var o=new t;return o.indices=i,o.positions=r,o},t.CreateDashedLines=function(i){var r=i.dashSize||3,n=i.gapSize||1,s=i.dashNb||200,o=i.points,a=new Array,h=new Array,c=e.Vector3.Zero(),l=0,u=0,d=0,f=0,p=0,m=0,_=0;for(_=0;_<o.length-1;_++)o[_+1].subtractToRef(o[_],c),l+=c.length();for(d=l/s,f=r*d/(r+n),_=0;_<o.length-1;_++){o[_+1].subtractToRef(o[_],c),u=Math.floor(c.length()/d),c.normalize();for(var g=0;u>g;g++)p=d*g,a.push(o[_].x+p*c.x,o[_].y+p*c.y,o[_].z+p*c.z),a.push(o[_].x+(p+f)*c.x,o[_].y+(p+f)*c.y,o[_].z+(p+f)*c.z),h.push(m,m+1),m+=2}var v=new t;return v.positions=a,v.indices=h,v},t.CreateGround=function(i){var r,n,s=[],o=[],a=[],h=[],c=i.width||1,l=i.height||1,u=i.subdivisions||1;for(r=0;u>=r;r++)for(n=0;u>=n;n++){var d=new e.Vector3(n*c/u-c/2,0,(u-r)*l/u-l/2),f=new e.Vector3(0,1,0);o.push(d.x,d.y,d.z),a.push(f.x,f.y,f.z),h.push(n/u,1-r/u)}for(r=0;u>r;r++)for(n=0;u>n;n++)s.push(n+1+(r+1)*(u+1)),s.push(n+1+r*(u+1)),s.push(n+r*(u+1)),s.push(n+(r+1)*(u+1)),s.push(n+1+(r+1)*(u+1)),s.push(n+r*(u+1));var p=new t;return p.indices=s,p.positions=o,p.normals=a,p.uvs=h,p},t.CreateTiledGround=function(i){function r(t,i,r,o){var a=m.length/3,h=f.w+1;for(n=0;n<f.h;n++)for(s=0;s<f.w;s++){var c=[a+s+n*h,a+(s+1)+n*h,a+(s+1)+(n+1)*h,a+s+(n+1)*h];p.push(c[1]),p.push(c[2]),p.push(c[3]),p.push(c[0]),p.push(c[1]),p.push(c[3])}var l=e.Vector3.Zero(),u=new e.Vector3(0,1,0);for(n=0;n<=f.h;n++)for(l.z=n*(o-i)/f.h+i,s=0;s<=f.w;s++)l.x=s*(r-t)/f.w+t,l.y=0,m.push(l.x,l.y,l.z),_.push(u.x,u.y,u.z),g.push(s/f.w,n/f.h)}var n,s,o,a,h=i.xmin,c=i.zmin,l=i.xmax,u=i.zmax,d=i.subdivisions||{w:1,h:1},f=i.precision||{w:1,h:1},p=[],m=[],_=[],g=[];d.h=d.w<1?1:d.h,d.w=d.w<1?1:d.w,f.w=f.w<1?1:f.w,f.h=f.h<1?1:f.h;var v={w:(l-h)/d.w,h:(u-c)/d.h};for(o=0;o<d.h;o++)for(a=0;a<d.w;a++)r(h+a*v.w,c+o*v.h,h+(a+1)*v.w,c+(o+1)*v.h);var y=new t;return y.indices=p,y.positions=m,y.normals=_,y.uvs=g,y},t.CreateGroundFromHeightMap=function(i){var r,n,s=[],o=[],a=[],h=[];for(r=0;r<=i.subdivisions;r++)for(n=0;n<=i.subdivisions;n++){var c=new e.Vector3(n*i.width/i.subdivisions-i.width/2,0,(i.subdivisions-r)*i.height/i.subdivisions-i.height/2),l=(c.x+i.width/2)/i.width*(i.bufferWidth-1)|0,u=(1-(c.z+i.height/2)/i.height)*(i.bufferHeight-1)|0,d=4*(l+u*i.bufferWidth),f=i.buffer[d]/255,p=i.buffer[d+1]/255,m=i.buffer[d+2]/255,_=.3*f+.59*p+.11*m;c.y=i.minHeight+(i.maxHeight-i.minHeight)*_,o.push(c.x,c.y,c.z),a.push(0,0,0),h.push(n/i.subdivisions,1-r/i.subdivisions)}for(r=0;r<i.subdivisions;r++)for(n=0;n<i.subdivisions;n++)s.push(n+1+(r+1)*(i.subdivisions+1)),s.push(n+1+r*(i.subdivisions+1)),s.push(n+r*(i.subdivisions+1)),s.push(n+(r+1)*(i.subdivisions+1)),s.push(n+1+(r+1)*(i.subdivisions+1)),s.push(n+r*(i.subdivisions+1));t.ComputeNormals(o,s,a);var g=new t;return g.indices=s,g.positions=o,g.normals=a,g.uvs=h,g},t.CreatePlane=function(i){var r=[],n=[],s=[],o=[],a=i.width||i.size||1,h=i.height||i.size||1,c=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,l=a/2,u=h/2;n.push(-l,-u,0),s.push(0,0,-1),o.push(0,0),n.push(l,-u,0),s.push(0,0,-1),o.push(1,0),n.push(l,u,0),s.push(0,0,-1),o.push(1,1),n.push(-l,u,0),s.push(0,0,-1),o.push(0,1),r.push(0),r.push(1),r.push(2),r.push(0),r.push(2),r.push(3),t._ComputeSides(c,n,r,s,o);var d=new t;return d.indices=r,d.positions=n,d.normals=s,d.uvs=o,d},t.CreateDisc=function(i){var r=[],n=[],s=[],o=[],a=i.radius||.5,h=i.tessellation||64,c=i.arc<=0||i.arc>1?1:i.arc||1,l=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE;r.push(0,0,0),o.push(.5,.5);for(var u=2*Math.PI*c,d=u/h,f=0;u>f;f+=d){var p=Math.cos(f),m=Math.sin(f),_=(p+1)/2,g=(1-m)/2;r.push(a*p,a*m,0),o.push(_,g)}1===c&&(r.push(r[3],r[4],r[5]),o.push(o[2],o[3]));for(var v=r.length/3,y=1;v-1>y;y++)n.push(y+1,0,y);t.ComputeNormals(r,n,s),t._ComputeSides(l,r,n,s,o);var x=new t;return x.indices=n,x.positions=r,x.normals=s,x.uvs=o,x},t.CreateIcoSphere=function(i){
var r,n=i.sideOrientation||e.Mesh.DEFAULTSIDE,s=i.radius||1,o=void 0===i.flat?!0:i.flat,a=i.subdivisions||4,h=i.radiusX||s,c=i.radiusY||s,l=i.radiusZ||s,u=(1+Math.sqrt(5))/2,d=[-1,u,-0,1,u,0,-1,-u,0,1,-u,0,0,-1,-u,0,1,-u,0,-1,u,0,1,u,u,0,1,u,0,-1,-u,0,1,-u,0,-1],f=[0,11,5,0,5,1,0,1,7,0,7,10,12,22,23,1,5,20,5,11,4,23,22,13,22,18,6,7,1,8,14,21,4,14,4,2,16,13,6,15,6,19,3,8,9,4,21,5,13,17,23,6,13,22,19,6,18,9,8,1],p=[0,1,2,3,4,5,6,7,8,9,10,11,0,2,3,3,3,4,7,8,9,9,10,11],m=[5,1,3,1,6,4,0,0,5,3,4,2,2,2,4,0,2,0,1,1,6,0,6,2,0,4,3,3,4,4,3,1,4,2,4,4,0,2,1,1,2,2,3,3,1,3,2,4],_=138/1024,g=239/1024,v=60/1024,y=26/1024,x=-40/1024,E=20/1024,T=[0,0,0,0,1,0,0,1,1,0,0,0,1,1,0,0,1,1,1,0],M=[],A=[],b=[],P=[],S=0,C=new Array(3),I=new Array(3);for(r=0;3>r;r++)C[r]=e.Vector3.Zero(),I[r]=e.Vector2.Zero();for(var w=0;20>w;w++){for(r=0;3>r;r++){var D=f[3*w+r];C[r].copyFromFloats(d[3*p[D]],d[3*p[D]+1],d[3*p[D]+2]),C[r].normalize().scaleInPlace(s),I[r].copyFromFloats(m[2*D]*_+v+T[w]*x,m[2*D+1]*g+y+T[w]*E)}for(var R=function(t,i,r,n){var s=e.Vector3.Lerp(C[0],C[2],i/a),u=e.Vector3.Lerp(C[1],C[2],i/a),d=a===i?C[2]:e.Vector3.Lerp(s,u,t/(a-i));d.normalize();var f;if(o){var p=e.Vector3.Lerp(C[0],C[2],n/a),m=e.Vector3.Lerp(C[1],C[2],n/a);f=e.Vector3.Lerp(p,m,r/(a-n))}else f=new e.Vector3(d.x,d.y,d.z);f.x/=h,f.y/=c,f.z/=l,f.normalize();var _=e.Vector2.Lerp(I[0],I[2],i/a),g=e.Vector2.Lerp(I[1],I[2],i/a),v=a===i?I[2]:e.Vector2.Lerp(_,g,t/(a-i));A.push(d.x*h,d.y*c,d.z*l),b.push(f.x,f.y,f.z),P.push(v.x,v.y),M.push(S),S++},L=0;a>L;L++)for(var O=0;a>O+L;O++)R(O,L,O+1/3,L+1/3),R(O+1,L,O+1/3,L+1/3),R(O,L+1,O+1/3,L+1/3),a>O+L+1&&(R(O+1,L,O+2/3,L+2/3),R(O+1,L+1,O+2/3,L+2/3),R(O,L+1,O+2/3,L+2/3))}t._ComputeSides(n,A,M,b,P);var B=new t;return B.indices=M,B.positions=A,B.normals=b,B.uvs=P,B},t.CreatePolyhedron=function(i){var r=[];r[0]={vertex:[[0,0,1.732051],[1.632993,0,-.5773503],[-.8164966,1.414214,-.5773503],[-.8164966,-1.414214,-.5773503]],face:[[0,1,2],[0,2,3],[0,3,1],[1,3,2]]},r[1]={vertex:[[0,0,1.414214],[1.414214,0,0],[0,1.414214,0],[-1.414214,0,0],[0,-1.414214,0],[0,0,-1.414214]],face:[[0,1,2],[0,2,3],[0,3,4],[0,4,1],[1,4,5],[1,5,2],[2,5,3],[3,5,4]]},r[2]={vertex:[[0,0,1.070466],[.7136442,0,.7978784],[-.3568221,.618034,.7978784],[-.3568221,-.618034,.7978784],[.7978784,.618034,.3568221],[.7978784,-.618034,.3568221],[-.9341724,.381966,.3568221],[.1362939,1,.3568221],[.1362939,-1,.3568221],[-.9341724,-.381966,.3568221],[.9341724,.381966,-.3568221],[.9341724,-.381966,-.3568221],[-.7978784,.618034,-.3568221],[-.1362939,1,-.3568221],[-.1362939,-1,-.3568221],[-.7978784,-.618034,-.3568221],[.3568221,.618034,-.7978784],[.3568221,-.618034,-.7978784],[-.7136442,0,-.7978784],[0,0,-1.070466]],face:[[0,1,4,7,2],[0,2,6,9,3],[0,3,8,5,1],[1,5,11,10,4],[2,7,13,12,6],[3,9,15,14,8],[4,10,16,13,7],[5,8,14,17,11],[6,12,18,15,9],[10,11,17,19,16],[12,13,16,19,18],[14,15,18,19,17]]},r[3]={vertex:[[0,0,1.175571],[1.051462,0,.5257311],[.3249197,1,.5257311],[-.8506508,.618034,.5257311],[-.8506508,-.618034,.5257311],[.3249197,-1,.5257311],[.8506508,.618034,-.5257311],[.8506508,-.618034,-.5257311],[-.3249197,1,-.5257311],[-1.051462,0,-.5257311],[-.3249197,-1,-.5257311],[0,0,-1.175571]],face:[[0,1,2],[0,2,3],[0,3,4],[0,4,5],[0,5,1],[1,5,7],[1,7,6],[1,6,2],[2,6,8],[2,8,3],[3,8,9],[3,9,4],[4,9,10],[4,10,5],[5,10,7],[6,7,11],[6,11,8],[7,10,11],[8,11,9],[9,11,10]]},r[4]={vertex:[[0,0,1.070722],[.7148135,0,.7971752],[-.104682,.7071068,.7971752],[-.6841528,.2071068,.7971752],[-.104682,-.7071068,.7971752],[.6101315,.7071068,.5236279],[1.04156,.2071068,.1367736],[.6101315,-.7071068,.5236279],[-.3574067,1,.1367736],[-.7888348,-.5,.5236279],[-.9368776,.5,.1367736],[-.3574067,-1,.1367736],[.3574067,1,-.1367736],[.9368776,-.5,-.1367736],[.7888348,.5,-.5236279],[.3574067,-1,-.1367736],[-.6101315,.7071068,-.5236279],[-1.04156,-.2071068,-.1367736],[-.6101315,-.7071068,-.5236279],[.104682,.7071068,-.7971752],[.6841528,-.2071068,-.7971752],[.104682,-.7071068,-.7971752],[-.7148135,0,-.7971752],[0,0,-1.070722]],face:[[0,2,3],[1,6,5],[4,9,11],[7,15,13],[8,16,10],[12,14,19],[17,22,18],[20,21,23],[0,1,5,2],[0,3,9,4],[0,4,7,1],[1,7,13,6],[2,5,12,8],[2,8,10,3],[3,10,17,9],[4,11,15,7],[5,6,14,12],[6,13,20,14],[8,12,19,16],[9,17,18,11],[10,16,22,17],[11,18,21,15],[13,15,21,20],[14,20,23,19],[16,19,23,22],[18,22,23,21]]},r[5]={vertex:[[0,0,1.322876],[1.309307,0,.1889822],[-.9819805,.8660254,.1889822],[.1636634,-1.299038,.1889822],[.3273268,.8660254,-.9449112],[-.8183171,-.4330127,-.9449112]],face:[[0,3,1],[2,4,5],[0,1,4,2],[0,2,5,3],[1,3,5,4]]},r[6]={vertex:[[0,0,1.159953],[1.013464,0,.5642542],[-.3501431,.9510565,.5642542],[-.7715208,-.6571639,.5642542],[.6633206,.9510565,-.03144481],[.8682979,-.6571639,-.3996071],[-1.121664,.2938926,-.03144481],[-.2348831,-1.063314,-.3996071],[.5181548,.2938926,-.9953061],[-.5850262,-.112257,-.9953061]],face:[[0,1,4,2],[0,2,6,3],[1,5,8,4],[3,6,9,7],[5,7,9,8],[0,3,7,5,1],[2,4,8,9,6]]},r[7]={vertex:[[0,0,1.118034],[.8944272,0,.6708204],[-.2236068,.8660254,.6708204],[-.7826238,-.4330127,.6708204],[.6708204,.8660254,.2236068],[1.006231,-.4330127,-.2236068],[-1.006231,.4330127,.2236068],[-.6708204,-.8660254,-.2236068],[.7826238,.4330127,-.6708204],[.2236068,-.8660254,-.6708204],[-.8944272,0,-.6708204],[0,0,-1.118034]],face:[[0,1,4,2],[0,2,6,3],[1,5,8,4],[3,6,10,7],[5,9,11,8],[7,10,11,9],[0,3,7,9,5,1],[2,4,8,11,10,6]]},r[8]={vertex:[[-.729665,.670121,.319155],[-.655235,-.29213,-.754096],[-.093922,-.607123,.537818],[.702196,.595691,.485187],[.776626,-.36656,-.588064]],face:[[1,4,2],[0,1,2],[3,0,2],[4,3,2],[4,1,0,3]]},r[9]={vertex:[[-.868849,-.100041,.61257],[-.329458,.976099,.28078],[-.26629,-.013796,-.477654],[-.13392,-1.034115,.229829],[.738834,.707117,-.307018],[.859683,-.535264,-.338508]],face:[[3,0,2],[5,3,2],[4,5,2],[1,4,2],[0,1,2],[0,3,5,4,1]]},r[10]={vertex:[[-.610389,.243975,.531213],[-.187812,-.48795,-.664016],[-.187812,.9759,-.664016],[.187812,-.9759,.664016],[.798201,.243975,.132803]],face:[[1,3,0],[3,4,0],[3,1,4],[0,2,1],[0,4,2],[2,4,1]]},r[11]={vertex:[[-1.028778,.392027,-.048786],[-.640503,-.646161,.621837],[-.125162,-.395663,-.540059],[.004683,.888447,-.651988],[.125161,.395663,.540059],[.632925,-.791376,.433102],[1.031672,.157063,-.354165]],face:[[3,2,0],[2,1,0],[2,5,1],[0,4,3],[0,1,4],[4,1,5],[2,3,6],[3,4,6],[5,2,6],[4,5,6]]},r[12]={vertex:[[-.669867,.334933,-.529576],[-.669867,.334933,.529577],[-.4043,1.212901,0],[-.334933,-.669867,-.529576],[-.334933,-.669867,.529577],[.334933,.669867,-.529576],[.334933,.669867,.529577],[.4043,-1.212901,0],[.669867,-.334933,-.529576],[.669867,-.334933,.529577]],face:[[8,9,7],[6,5,2],[3,8,7],[5,0,2],[4,3,7],[0,1,2],[9,4,7],[1,6,2],[9,8,5,6],[8,3,0,5],[3,4,1,0],[4,9,6,1]]},r[13]={vertex:[[-.931836,.219976,-.264632],[-.636706,.318353,.692816],[-.613483,-.735083,-.264632],[-.326545,.979634,0],[-.318353,-.636706,.692816],[-.159176,.477529,-.856368],[.159176,-.477529,-.856368],[.318353,.636706,.692816],[.326545,-.979634,0],[.613482,.735082,-.264632],[.636706,-.318353,.692816],[.931835,-.219977,-.264632]],face:[[11,10,8],[7,9,3],[6,11,8],[9,5,3],[2,6,8],[5,0,3],[4,2,8],[0,1,3],[10,4,8],[1,7,3],[10,11,9,7],[11,6,5,9],[6,2,0,5],[2,4,1,0],[4,10,7,1]]},r[14]={vertex:[[-.93465,.300459,-.271185],[-.838689,-.260219,-.516017],[-.711319,.717591,.128359],[-.710334,-.156922,.080946],[-.599799,.556003,-.725148],[-.503838,-.004675,-.969981],[-.487004,.26021,.48049],[-.460089,-.750282,-.512622],[-.376468,.973135,-.325605],[-.331735,-.646985,.084342],[-.254001,.831847,.530001],[-.125239,-.494738,-.966586],[.029622,.027949,.730817],[.056536,-.982543,-.262295],[.08085,1.087391,.076037],[.125583,-.532729,.485984],[.262625,.599586,.780328],[.391387,-.726999,-.716259],[.513854,-.868287,.139347],[.597475,.85513,.326364],[.641224,.109523,.783723],[.737185,-.451155,.538891],[.848705,-.612742,-.314616],[.976075,.365067,.32976],[1.072036,-.19561,.084927]],face:[[15,18,21],[12,20,16],[6,10,2],[3,0,1],[9,7,13],[2,8,4,0],[0,4,5,1],[1,5,11,7],[7,11,17,13],[13,17,22,18],[18,22,24,21],[21,24,23,20],[20,23,19,16],[16,19,14,10],[10,14,8,2],[15,9,13,18],[12,15,21,20],[6,12,16,10],[3,6,2,0],[9,3,1,7],[9,15,12,6,3],[22,17,11,5,4,8,14,19,23,24]]};var n,s,o,a,h,c,l=i.type<0||i.type>=r.length?0:i.type||0,u=i.size,d=i.sizeX||u||1,f=i.sizeY||u||1,p=i.sizeZ||u||1,m=i.custom||r[l],_=m.face.length,g=i.faceUV||new Array(_),v=i.faceColors,y=void 0===i.flat?!0:i.flat,x=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,E=[],T=[],M=[],A=[],b=[],P=0,S=0,C=[],I=0,w=0;if(y)for(w=0;_>w;w++)v&&void 0===v[w]&&(v[w]=new e.Color4(1,1,1,1)),g&&void 0===g[w]&&(g[w]=new e.Vector4(0,0,1,1));if(y)for(w=0;_>w;w++){var D=m.face[w].length;for(o=2*Math.PI/D,a=.5*Math.tan(o/2),h=.5,I=0;D>I;I++)E.push(m.vertex[m.face[w][I]][0]*d,m.vertex[m.face[w][I]][1]*f,m.vertex[m.face[w][I]][2]*p),C.push(P),P++,n=g[w].x+(g[w].z-g[w].x)*(.5+a),s=g[w].y+(g[w].w-g[w].y)*(h-.5),A.push(n,s),c=a*Math.cos(o)-h*Math.sin(o),h=a*Math.sin(o)+h*Math.cos(o),a=c,v&&b.push(v[w].r,v[w].g,v[w].b,v[w].a);for(I=0;D-2>I;I++)T.push(C[0+S],C[I+2+S],C[I+1+S]);S+=D}else{for(I=0;I<m.vertex.length;I++)E.push(m.vertex[I][0]*d,m.vertex[I][1]*f,m.vertex[I][2]*p),A.push(0,0);for(w=0;_>w;w++)for(I=0;I<m.face[w].length-2;I++)T.push(m.face[w][0],m.face[w][I+2],m.face[w][I+1])}t.ComputeNormals(E,T,M),t._ComputeSides(x,E,T,M,A);var R=new t;return R.positions=E,R.indices=T,R.normals=M,R.uvs=A,v&&y&&(R.colors=b),R},t.CreateTorusKnot=function(i){var r,n,s=[],o=[],a=[],h=[],c=i.radius||2,l=i.tube||.5,u=i.radialSegments||32,d=i.tubularSegments||32,f=i.p||2,p=i.q||3,m=0===i.sideOrientation?0:i.sideOrientation||e.Mesh.DEFAULTSIDE,_=function(t){var i=Math.cos(t),r=Math.sin(t),n=p/f*t,s=Math.cos(n),o=c*(2+s)*.5*i,a=c*(2+s)*r*.5,h=c*Math.sin(n)*.5;return new e.Vector3(o,a,h)};for(r=0;u>=r;r++){var g=r%u,v=g/u*2*f*Math.PI,y=_(v),x=_(v+.01),E=x.subtract(y),T=x.add(y),M=e.Vector3.Cross(E,T);for(T=e.Vector3.Cross(M,E),M.normalize(),T.normalize(),n=0;d>n;n++){var A=n%d,b=A/d*2*Math.PI,P=-l*Math.cos(b),S=l*Math.sin(b);o.push(y.x+P*T.x+S*M.x),o.push(y.y+P*T.y+S*M.y),o.push(y.z+P*T.z+S*M.z),h.push(r/u),h.push(n/d)}}for(r=0;u>r;r++)for(n=0;d>n;n++){var C=(n+1)%d,I=r*d+n,w=(r+1)*d+n,D=(r+1)*d+C,R=r*d+C;s.push(R),s.push(w),s.push(I),s.push(R),s.push(D),s.push(w)}t.ComputeNormals(o,s,a),t._ComputeSides(m,o,s,a,h);var L=new t;return L.indices=s,L.positions=o,L.normals=a,L.uvs=h,L},t.ComputeNormals=function(e,t,i){var r=0,n=0,s=0,o=0,a=0,h=0,c=0,l=0,u=0,d=0,f=0,p=0,m=0,_=0;for(r=0;r<e.length;r++)i[r]=0;var g=t.length/3;for(r=0;g>r;r++)p=t[3*r],m=t[3*r+1],_=t[3*r+2],n=e[3*p]-e[3*m],s=e[3*p+1]-e[3*m+1],o=e[3*p+2]-e[3*m+2],a=e[3*_]-e[3*m],h=e[3*_+1]-e[3*m+1],c=e[3*_+2]-e[3*m+2],l=s*c-o*h,u=o*a-n*c,d=n*h-s*a,f=Math.sqrt(l*l+u*u+d*d),f=0===f?1:f,l/=f,u/=f,d/=f,i[3*p]+=l,i[3*p+1]+=u,i[3*p+2]+=d,i[3*m]+=l,i[3*m+1]+=u,i[3*m+2]+=d,i[3*_]+=l,i[3*_+1]+=u,i[3*_+2]+=d;for(r=0;r<i.length/3;r++)l=i[3*r],u=i[3*r+1],d=i[3*r+2],f=Math.sqrt(l*l+u*u+d*d),f=0===f?1:f,l/=f,u/=f,d/=f,i[3*r]=l,i[3*r+1]=u,i[3*r+2]=d},t._ComputeSides=function(t,i,r,n,s){var o,a,h=r.length,c=n.length;switch(t=t||e.Mesh.DEFAULTSIDE){case e.Mesh.FRONTSIDE:break;case e.Mesh.BACKSIDE:var l;for(o=0;h>o;o+=3)l=r[o],r[o]=r[o+2],r[o+2]=l;for(a=0;c>a;a++)n[a]=-n[a];break;case e.Mesh.DOUBLESIDE:for(var u=i.length,d=u/3,f=0;u>f;f++)i[u+f]=i[f];for(o=0;h>o;o+=3)r[o+h]=r[o+2]+d,r[o+1+h]=r[o+1]+d,r[o+2+h]=r[o]+d;for(a=0;c>a;a++)n[c+a]=-n[a];for(var p=s.length,m=0;p>m;m++)s[m+p]=s[m]}},t.ImportVertexData=function(i,r){var n=new t,s=i.positions;s&&n.set(s,e.VertexBuffer.PositionKind);var o=i.normals;o&&n.set(o,e.VertexBuffer.NormalKind);var a=i.uvs;a&&n.set(a,e.VertexBuffer.UVKind);var h=i.uv2s;h&&n.set(h,e.VertexBuffer.UV2Kind);var c=i.uv3s;c&&n.set(c,e.VertexBuffer.UV3Kind);var l=i.uv4s;l&&n.set(l,e.VertexBuffer.UV4Kind);var u=i.uv5s;u&&n.set(u,e.VertexBuffer.UV5Kind);var d=i.uv6s;d&&n.set(d,e.VertexBuffer.UV6Kind);var f=i.colors;f&&n.set(e.Color4.CheckColors4(f,s.length/3),e.VertexBuffer.ColorKind);var p=i.matricesIndices;p&&n.set(p,e.VertexBuffer.MatricesIndicesKind);var m=i.matricesWeights;m&&n.set(m,e.VertexBuffer.MatricesWeightsKind);var _=i.indices;_&&(n.indices=_),r.setAllVerticesData(n,i.updatable)},t}();e.VertexData=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){}return t.EnableFor=function(e){e._tags=e._tags||{},e.hasTags=function(){return t.HasTags(e)},e.addTags=function(i){return t.AddTagsTo(e,i)},e.removeTags=function(i){return t.RemoveTagsFrom(e,i)},e.matchesTagsQuery=function(i){return t.MatchesQuery(e,i)}},t.DisableFor=function(e){delete e._tags,delete e.hasTags,delete e.addTags,delete e.removeTags,delete e.matchesTagsQuery},t.HasTags=function(t){return t._tags?!e.Tools.IsEmpty(t._tags):!1},t.GetTags=function(e){return e._tags?e._tags:null},t.AddTagsTo=function(e,i){if(i&&"string"==typeof i){var r=i.split(" ");for(var n in r)t._AddTagTo(e,r[n])}},t._AddTagTo=function(e,i){i=i.trim(),""!==i&&"true"!==i&&"false"!==i&&(i.match(/[\s]/)||i.match(/^([!]|([|]|[&]){2})/)||(t.EnableFor(e),e._tags[i]=!0))},t.RemoveTagsFrom=function(e,i){if(t.HasTags(e)){var r=i.split(" ");for(var n in r)t._RemoveTagFrom(e,r[n])}},t._RemoveTagFrom=function(e,t){delete e._tags[t]},t.MatchesQuery=function(i,r){return void 0===r?!0:""===r?t.HasTags(i):e.Internals.AndOrNotEvaluator.Eval(r,function(e){return t.HasTags(i)&&i._tags[e]})},t}();e.Tags=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t;!function(e){var t=function(){function e(){}return e.Eval=function(t,i){return t=t.match(/\([^\(\)]*\)/g)?t.replace(/\([^\(\)]*\)/g,function(t){return t=t.slice(1,t.length-1),e._HandleParenthesisContent(t,i)}):e._HandleParenthesisContent(t,i),"true"===t?!0:"false"===t?!1:e.Eval(t,i)},e._HandleParenthesisContent=function(t,i){i=i||function(e){return"true"===e?!0:!1};var r,n=t.split("||");for(var s in n){var o=e._SimplifyNegation(n[s].trim()),a=o.split("&&");if(a.length>1)for(var h=0;h<a.length;++h){var c=e._SimplifyNegation(a[h].trim());if(r="true"!==c&&"false"!==c?"!"===c[0]?!i(c.substring(1)):i(c):"true"===c?!0:!1,!r){o="false";break}}if(r||"true"===o){r=!0;break}r="true"!==o&&"false"!==o?"!"===o[0]?!i(o.substring(1)):i(o):"true"===o?!0:!1}return r?"true":"false"},e._SimplifyNegation=function(e){return e=e.replace(/^[\s!]+/,function(e){return e=e.replace(/[\s]/g,function(){return""}),e.length%2?"!":""}),e=e.trim(),"!true"===e?e="false":"!false"===e&&(e="true"),e},e}();e.AndOrNotEvaluator=t}(t=e.Internals||(e.Internals={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s,o){this._enabled=!0,this._refCount=0,this._name=i,this._renderTexture=new e.RenderTargetTexture(i,r,t),this.setRenderList(n),this._renderTexture.onBeforeRender=s,this._renderTexture.onAfterRender=o,this._scene=t,this._renderList=n}return t.prototype._incRefCount=function(){return 0===this._refCount&&this._scene.customRenderTargets.push(this._renderTexture),++this._refCount},t.prototype._decRefCount=function(){return this._refCount--,this._refCount<=0&&this._scene.customRenderTargets.splice(this._scene.customRenderTargets.indexOf(this._renderTexture),1),this._refCount},t.prototype._update=function(){this.setRenderList(this._renderList)},t.prototype.setRenderList=function(e){this._renderTexture.renderList=e},t.prototype.getRenderTexture=function(){return this._renderTexture},t}();e.PostProcessRenderPass=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i,r){this._engine=e,this._name=t,this._singleInstance=r||!0,this._getPostProcess=i,this._cameras=[],this._indicesForCamera=[],this._postProcesses={},this._renderPasses={},this._renderEffectAsPasses={}}return Object.defineProperty(t.prototype,"isSupported",{get:function(){for(var e in this._postProcesses)if(!this._postProcesses[e].isSupported)return!1;return!0},enumerable:!0,configurable:!0}),t.prototype._update=function(){for(var e in this._renderPasses)this._renderPasses[e]._update()},t.prototype.addPass=function(e){this._renderPasses[e._name]=e,this._linkParameters()},t.prototype.removePass=function(e){delete this._renderPasses[e._name],this._linkParameters()},t.prototype.addRenderEffectAsPass=function(e){this._renderEffectAsPasses[e._name]=e,this._linkParameters()},t.prototype.getPass=function(e){for(var t in this._renderPasses)if(t===e)return this._renderPasses[e]},t.prototype.emptyPasses=function(){this._renderPasses={},this._linkParameters()},t.prototype._attachCameras=function(t){for(var i,r=e.Tools.MakeArray(t||this._cameras),n=0;n<r.length;n++){var s=r[n],o=s.name;i=this._singleInstance?0:o,this._postProcesses[i]=this._postProcesses[i]||this._getPostProcess();var a=s.attachPostProcess(this._postProcesses[i]);this._indicesForCamera[o]||(this._indicesForCamera[o]=[]),this._indicesForCamera[o].push(a),-1===this._cameras.indexOf(s)&&(this._cameras[o]=s);for(var h in this._renderPasses)this._renderPasses[h]._incRefCount()}this._linkParameters()},t.prototype._detachCameras=function(t){for(var i=e.Tools.MakeArray(t||this._cameras),r=0;r<i.length;r++){var n=i[r],s=n.name;n.detachPostProcess(this._postProcesses[this._singleInstance?0:s],this._indicesForCamera[s]);var o=this._cameras.indexOf(s);this._indicesForCamera.splice(o,1),this._cameras.splice(o,1);for(var a in this._renderPasses)this._renderPasses[a]._decRefCount()}},t.prototype._enable=function(t){for(var i=e.Tools.MakeArray(t||this._cameras),r=0;r<i.length;r++){for(var n=i[r],s=n.name,o=0;o<this._indicesForCamera[s].length;o++)void 0===n._postProcesses[this._indicesForCamera[s][o]]&&t[r].attachPostProcess(this._postProcesses[this._singleInstance?0:s],this._indicesForCamera[s][o]);for(var a in this._renderPasses)this._renderPasses[a]._incRefCount()}},t.prototype._disable=function(t){for(var i=e.Tools.MakeArray(t||this._cameras),r=0;r<i.length;r++){var n=i[r],s=n.Name;n.detachPostProcess(this._postProcesses[this._singleInstance?0:s],this._indicesForCamera[s]);for(var o in this._renderPasses)this._renderPasses[o]._decRefCount()}},t.prototype.getPostProcess=function(e){return this._singleInstance?this._postProcesses[0]:this._postProcesses[e.name]},t.prototype._linkParameters=function(){var e=this;for(var t in this._postProcesses)this.applyParameters&&this.applyParameters(this._postProcesses[t]),this._postProcesses[t].onBeforeRender=function(t){e._linkTextures(t)}},t.prototype._linkTextures=function(e){for(var t in this._renderPasses)e.setTexture(t,this._renderPasses[t].getRenderTexture());for(var i in this._renderEffectAsPasses)e.setTextureFromPostProcess(i+"Sampler",this._renderEffectAsPasses[i].getPostProcess())},t}();e.PostProcessRenderEffect=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t){this._engine=e,this._name=t,this._renderEffects={},this._renderEffectsForIsolatedPass={},this._cameras=[]}return Object.defineProperty(t.prototype,"isSupported",{get:function(){for(var e in this._renderEffects)if(!this._renderEffects[e].isSupported)return!1;return!0},enumerable:!0,configurable:!0}),t.prototype.addEffect=function(e){this._renderEffects[e._name]=e},t.prototype._enableEffect=function(t,i){var r=this._renderEffects[t];r&&r._enable(e.Tools.MakeArray(i||this._cameras))},t.prototype._disableEffect=function(t,i){var r=this._renderEffects[t];r&&r._disable(e.Tools.MakeArray(i||this._cameras))},t.prototype._attachCameras=function(t,i){var r,n=e.Tools.MakeArray(t||this._cameras),s=[];for(r=0;r<n.length;r++){var o=n[r],a=o.name;-1===this._cameras.indexOf(o)?this._cameras[a]=o:i&&s.push(r)}for(r=0;r<s.length;r++)t.splice(s[r],1);for(var h in this._renderEffects)this._renderEffects[h]._attachCameras(n)},t.prototype._detachCameras=function(t){var i=e.Tools.MakeArray(t||this._cameras);for(var r in this._renderEffects)this._renderEffects[r]._detachCameras(i);for(var n=0;n<i.length;n++)this._cameras.splice(this._cameras.indexOf(i[n]),1)},t.prototype._enableDisplayOnlyPass=function(i,r){var n,s=this,o=e.Tools.MakeArray(r||this._cameras),a=null;for(n in this._renderEffects)if(a=this._renderEffects[n].getPass(i),null!=a)break;if(null!==a){for(n in this._renderEffects)this._renderEffects[n]._disable(o);a._name=t.PASS_SAMPLER_NAME;for(var h=0;h<o.length;h++){var c=o[h],l=c.name;this._renderEffectsForIsolatedPass[l]=this._renderEffectsForIsolatedPass[l]||new e.PostProcessRenderEffect(this._engine,t.PASS_EFFECT_NAME,function(){return new e.DisplayPassPostProcess(t.PASS_EFFECT_NAME,1,null,null,s._engine,!0)}),this._renderEffectsForIsolatedPass[l].emptyPasses(),this._renderEffectsForIsolatedPass[l].addPass(a),this._renderEffectsForIsolatedPass[l]._attachCameras(c)}}},t.prototype._disableDisplayOnlyPass=function(i){for(var r=this,n=e.Tools.MakeArray(i||this._cameras),s=0;s<n.length;s++){var o=n[s],a=o.name;this._renderEffectsForIsolatedPass[a]=this._renderEffectsForIsolatedPass[a]||new e.PostProcessRenderEffect(this._engine,t.PASS_EFFECT_NAME,function(){return new e.DisplayPassPostProcess(t.PASS_EFFECT_NAME,1,null,null,r._engine,!0)}),this._renderEffectsForIsolatedPass[a]._disable(o)}for(var h in this._renderEffects)this._renderEffects[h]._enable(n)},t.prototype._update=function(){for(var e in this._renderEffects)this._renderEffects[e]._update();for(var t=0;t<this._cameras.length;t++){var i=this._cameras[t].name;this._renderEffectsForIsolatedPass[i]&&this._renderEffectsForIsolatedPass[i]._update()}},t.prototype.dispose=function(){},t.PASS_EFFECT_NAME="passEffect",t.PASS_SAMPLER_NAME="passSampler",t}();e.PostProcessRenderPipeline=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){this._renderPipelines={}}return e.prototype.addPipeline=function(e){this._renderPipelines[e._name]=e},e.prototype.attachCamerasToRenderPipeline=function(e,t,i){var r=this._renderPipelines[e];r&&r._attachCameras(t,i)},e.prototype.detachCamerasFromRenderPipeline=function(e,t){var i=this._renderPipelines[e];i&&i._detachCameras(t)},e.prototype.enableEffectInPipeline=function(e,t,i){var r=this._renderPipelines[e];r&&r._enableEffect(t,i)},e.prototype.disableEffectInPipeline=function(e,t,i){var r=this._renderPipelines[e];r&&r._disableEffect(t,i)},e.prototype.enableDisplayOnlyPassInPipeline=function(e,t,i){var r=this._renderPipelines[e];r&&r._enableDisplayOnlyPass(t,i)},e.prototype.disableDisplayOnlyPassInPipeline=function(e,t){var i=this._renderPipelines[e];i&&i._disableDisplayOnlyPass(t)},e.prototype.update=function(){for(var e in this._renderPipelines){var t=this._renderPipelines[e];t.isSupported?t._update():(t.dispose(),delete this._renderPipelines[e])}},e}();e.PostProcessRenderPipelineManager=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t){this.frontColor=new e.Color3(1,1,1),this.backColor=new e.Color3(.1,.1,.1),this.showBackLines=!0,this.renderList=new e.SmartArray(32),this._scene=t}return t.prototype._prepareRessources=function(){if(!this._colorShader){this._colorShader=new e.ShaderMaterial("colorShader",this._scene,"color",{attributes:["position"],uniforms:["worldViewProjection","color"]});var t=this._scene.getEngine(),i=e.VertexData.CreateBox(1);this._vb=new e.VertexBuffer(t,i.positions,e.VertexBuffer.PositionKind,!1),this._ib=t.createIndexBuffer([0,1,1,2,2,3,3,0,4,5,5,6,6,7,7,4,0,7,1,6,2,5,3,4])}},t.prototype.reset=function(){this.renderList.reset()},t.prototype.render=function(){if(0!==this.renderList.length&&(this._prepareRessources(),this._colorShader.isReady())){var t=this._scene.getEngine();t.setDepthWrite(!1),this._colorShader._preBind();for(var i=0;i<this.renderList.length;i++){var r=this.renderList.data[i],n=r.minimum,s=r.maximum,o=s.subtract(n),a=n.add(o.scale(.5)),h=e.Matrix.Scaling(o.x,o.y,o.z).multiply(e.Matrix.Translation(a.x,a.y,a.z)).multiply(r.getWorldMatrix());t.bindBuffers(this._vb.getBuffer(),this._ib,[3],12,this._colorShader.getEffect()),this.showBackLines&&(t.setDepthFunctionToGreaterOrEqual(),this._scene.resetCachedMaterial(),this._colorShader.setColor4("color",this.backColor.toColor4()),this._colorShader.bind(h),t.draw(!1,0,24)),t.setDepthFunctionToLess(),this._scene.resetCachedMaterial(),this._colorShader.setColor4("color",this.frontColor.toColor4()),this._colorShader.bind(h),t.draw(!1,0,24)}this._colorShader.unbind(),t.setDepthFunctionToLessOrEqual(),t.setDepthWrite(!0)}},t.prototype.dispose=function(){this._colorShader&&(this._colorShader.dispose(),this._vb.dispose(),this._scene.getEngine()._releaseBuffer(this._ib))},t}();e.BoundingBoxRenderer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e){this._actionManager=e}return e.prototype.isValid=function(){return!0},e.prototype._getProperty=function(e){return this._actionManager._getProperty(e)},e.prototype._getEffectiveTarget=function(e,t){return this._actionManager._getEffectiveTarget(e,t)},e}();e.Condition=t;var i=function(e){function t(i,r,n,s,o){void 0===o&&(o=t.IsEqual),e.call(this,i),this.propertyPath=n,this.value=s,this.operator=o,this._target=this._getEffectiveTarget(r,this.propertyPath),this._property=this._getProperty(this.propertyPath)}return __extends(t,e),Object.defineProperty(t,"IsEqual",{get:function(){return t._IsEqual},enumerable:!0,configurable:!0}),Object.defineProperty(t,"IsDifferent",{get:function(){return t._IsDifferent},enumerable:!0,configurable:!0}),Object.defineProperty(t,"IsGreater",{get:function(){return t._IsGreater},enumerable:!0,configurable:!0}),Object.defineProperty(t,"IsLesser",{get:function(){return t._IsLesser},enumerable:!0,configurable:!0}),t.prototype.isValid=function(){switch(this.operator){case t.IsGreater:return this._target[this._property]>this.value;case t.IsLesser:return this._target[this._property]<this.value;case t.IsEqual:case t.IsDifferent:var e;return e=this.value.equals?this.value.equals(this._target[this._property]):this.value===this._target[this._property],this.operator===t.IsEqual?e:!e}return!1},t._IsEqual=0,t._IsDifferent=1,t._IsGreater=2,t._IsLesser=3,t}(t);e.ValueCondition=i;var r=function(e){function t(t,i){e.call(this,t),this.predicate=i}return __extends(t,e),t.prototype.isValid=function(){return this.predicate()},t}(t);e.PredicateCondition=r;var n=function(e){function t(t,i,r){e.call(this,t),this.value=r,this._target=i}return __extends(t,e),t.prototype.isValid=function(){return this._target.state===this.value},t}(t);e.StateCondition=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t){this.triggerOptions=e,e.parameter?(this.trigger=e.trigger,this._triggerParameter=e.parameter):this.trigger=e,this._nextActiveAction=this,this._condition=t}return e.prototype._prepare=function(){},e.prototype.getTriggerParameter=function(){return this._triggerParameter},e.prototype._executeCurrent=function(e){if(this._nextActiveAction._condition){var t=this._nextActiveAction._condition,i=this._actionManager.getScene().getRenderId();if(t._evaluationId===i){if(!t._currentResult)return}else{if(t._evaluationId=i,!t.isValid())return void(t._currentResult=!1);t._currentResult=!0}}this._nextActiveAction.execute(e),this._nextActiveAction._child?(this._nextActiveAction._child._actionManager||(this._nextActiveAction._child._actionManager=this._actionManager),this._nextActiveAction=this._nextActiveAction._child):this._nextActiveAction=this},e.prototype.execute=function(e){},e.prototype.then=function(e){return this._child=e,e._actionManager=this._actionManager,e._prepare(),e},e.prototype._getProperty=function(e){return this._actionManager._getProperty(e)},e.prototype._getEffectiveTarget=function(e,t){return this._actionManager._getEffectiveTarget(e,t)},e}();e.Action=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i,r,n,s){this.source=e,this.pointerX=t,this.pointerY=i,this.meshUnderPointer=r,this.sourceEvent=n,this.additionalData=s}return e.CreateNew=function(t,i,r){var n=t.getScene();return new e(t,n.pointerX,n.pointerY,n.meshUnderPointer,i,r)},e.CreateNewFromSprite=function(t,i,r,n){return new e(t,i.pointerX,i.pointerY,i.meshUnderPointer,r,n)},e.CreateNewFromScene=function(t,i){return new e(null,t.pointerX,t.pointerY,t.meshUnderPointer,i)},e}();e.ActionEvent=t;var i=function(){function t(e){this.actions=new Array,this._scene=e,e._actionManagers.push(this)}return Object.defineProperty(t,"NothingTrigger",{get:function(){return t._NothingTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnPickTrigger",{get:function(){return t._OnPickTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnLeftPickTrigger",{get:function(){return t._OnLeftPickTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnRightPickTrigger",{get:function(){return t._OnRightPickTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnCenterPickTrigger",{get:function(){return t._OnCenterPickTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnPointerOverTrigger",{get:function(){return t._OnPointerOverTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnPointerOutTrigger",{get:function(){return t._OnPointerOutTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnEveryFrameTrigger",{get:function(){return t._OnEveryFrameTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnIntersectionEnterTrigger",{get:function(){return t._OnIntersectionEnterTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnIntersectionExitTrigger",{get:function(){return t._OnIntersectionExitTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnKeyDownTrigger",{get:function(){return t._OnKeyDownTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnKeyUpTrigger",{get:function(){return t._OnKeyUpTrigger},enumerable:!0,configurable:!0}),Object.defineProperty(t,"OnPickUpTrigger",{get:function(){return t._OnPickUpTrigger},enumerable:!0,configurable:!0}),t.prototype.dispose=function(){var e=this._scene._actionManagers.indexOf(this);e>-1&&this._scene._actionManagers.splice(e,1)},t.prototype.getScene=function(){return this._scene},t.prototype.hasSpecificTriggers=function(e){for(var t=0;t<this.actions.length;t++){var i=this.actions[t];if(e.indexOf(i.trigger)>-1)return!0}return!1},t.prototype.hasSpecificTrigger=function(e){for(var t=0;t<this.actions.length;t++){var i=this.actions[t];if(i.trigger===e)return!0}return!1},Object.defineProperty(t.prototype,"hasPointerTriggers",{get:function(){for(var e=0;e<this.actions.length;e++){var i=this.actions[e];if(i.trigger>=t._OnPickTrigger&&i.trigger<=t._OnPointerOutTrigger)return!0;if(i.trigger===t._OnPickUpTrigger)return!0}return!1},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"hasPickTriggers",{get:function(){for(var e=0;e<this.actions.length;e++){var i=this.actions[e];if(i.trigger>=t._OnPickTrigger&&i.trigger<=t._OnCenterPickTrigger)return!0;if(i.trigger===t._OnPickUpTrigger)return!0}return!1},enumerable:!0,configurable:!0}),t.prototype.registerAction=function(i){return i.trigger===t.OnEveryFrameTrigger&&this.getScene().actionManager!==this?(e.Tools.Warn("OnEveryFrameTrigger can only be used with scene.actionManager"),null):(this.actions.push(i),i._actionManager=this,i._prepare(),i)},t.prototype.processTrigger=function(e,i){for(var r=0;r<this.actions.length;r++){var n=this.actions[r];if(n.trigger===e){if(e===t.OnKeyUpTrigger||e===t.OnKeyDownTrigger){var s=n.getTriggerParameter();if(s){var o=i.sourceEvent.charCode?i.sourceEvent.charCode:i.sourceEvent.keyCode,a=String.fromCharCode(o).toLowerCase();if(a!==s.toLowerCase())continue}}n._executeCurrent(i)}}},t.prototype._getEffectiveTarget=function(e,t){for(var i=t.split("."),r=0;r<i.length-1;r++)e=e[i[r]];return e},t.prototype._getProperty=function(e){var t=e.split(".");return t[t.length-1]},t.Parse=function(i,r,n){var s=new e.ActionManager(n);null===r?n.actionManager=s:r.actionManager=s;for(var o=function(t,i){var r=Object.create(e[t].prototype);return r.constructor.apply(r,i),r},a=function(t,i,r,n){if(null===n){var s=parseFloat(i);return"true"===i||"false"===i?"true"===i:isNaN(s)?i:s}for(var o=n.split("."),a=i.split(","),h=0;h<o.length;h++)r=r[o[h]];if("boolean"==typeof r)return"true"===a[0];if("string"==typeof r)return a[0];
for(var c=new Array,h=0;h<a.length;h++)c.push(parseFloat(a[h]));return r instanceof e.Vector3?e.Vector3.FromArray(c):r instanceof e.Vector4?e.Vector4.FromArray(c):r instanceof e.Color3?e.Color3.FromArray(c):r instanceof e.Color4?e.Color4.FromArray(c):parseFloat(a[0])},h=function(i,r,c,l,u){if(void 0===u&&(u=null),!i.detached){var d=new Array,f=null,p=null,m=i.combine&&i.combine.length>0;if(2===i.type?d.push(s):d.push(r),m){for(var _=new Array,g=0;g<i.combine.length;g++)h(i.combine[g],t.NothingTrigger,c,l,_);d.push(_)}else for(var v=0;v<i.properties.length;v++){var y=i.properties[v].value,x=i.properties[v].name,E=i.properties[v].targetType;"target"===x?y=f=null!==E&&"SceneProperties"===E?n:n.getNodeByName(y):"parent"===x?y=n.getNodeByName(y):"sound"===x?y=n.getSoundByName(y):"propertyPath"!==x?y=2===i.type&&"operator"===x?e.ValueCondition[y]:a(x,y,f,"value"===x?p:null):p=y,d.push(y)}if(null===u?d.push(c):d.push(null),"InterpolateValueAction"===i.name){var T=d[d.length-2];d[d.length-1]=T,d[d.length-2]=c}var M=o(i.name,d);if(M instanceof e.Condition&&null!==c){var A=new e.DoNothingAction(r,c);l?l.then(A):s.registerAction(A),l=A}null===u?M instanceof e.Condition?(c=M,M=l):(c=null,l?l.then(M):s.registerAction(M)):u.push(M);for(var v=0;v<i.children.length;v++)h(i.children[v],r,c,M,null)}},c=0;c<i.children.length;c++){var l,u=i.children[c];if(u.properties.length>0){var d=u.properties[0].value,f=null===u.properties[0].targetType?d:n.getMeshByName(d);l={trigger:e.ActionManager[u.name],parameter:f}}else l=e.ActionManager[u.name];for(var p=0;p<u.children.length;p++)u.detached||h(u.children[p],l,null,null)}},t._NothingTrigger=0,t._OnPickTrigger=1,t._OnLeftPickTrigger=2,t._OnRightPickTrigger=3,t._OnCenterPickTrigger=4,t._OnPointerOverTrigger=5,t._OnPointerOutTrigger=6,t._OnEveryFrameTrigger=7,t._OnIntersectionEnterTrigger=8,t._OnIntersectionExitTrigger=9,t._OnKeyDownTrigger=10,t._OnKeyUpTrigger=11,t._OnPickUpTrigger=12,t}();e.ActionManager=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r,n,s,o,a,h){void 0===s&&(s=1e3),t.call(this,e,o),this.propertyPath=r,this.value=n,this.duration=s,this.stopOtherAnimations=a,this.onInterpolationDone=h,this._target=i}return __extends(i,t),i.prototype._prepare=function(){this._target=this._getEffectiveTarget(this._target,this.propertyPath),this._property=this._getProperty(this.propertyPath)},i.prototype.execute=function(){var t,i=this._actionManager.getScene(),r=[{frame:0,value:this._target[this._property]},{frame:100,value:this.value}];if("number"==typeof this.value)t=e.Animation.ANIMATIONTYPE_FLOAT;else if(this.value instanceof e.Color3)t=e.Animation.ANIMATIONTYPE_COLOR3;else if(this.value instanceof e.Vector3)t=e.Animation.ANIMATIONTYPE_VECTOR3;else if(this.value instanceof e.Matrix)t=e.Animation.ANIMATIONTYPE_MATRIX;else{if(!(this.value instanceof e.Quaternion))return void e.Tools.Warn("InterpolateValueAction: Unsupported type ("+typeof this.value+")");t=e.Animation.ANIMATIONTYPE_QUATERNION}var n=new e.Animation("InterpolateValueAction",this._property,100*(1e3/this.duration),t,e.Animation.ANIMATIONLOOPMODE_CONSTANT);n.setKeys(r),this.stopOtherAnimations&&i.stopAnimation(this._target),i.beginDirectAnimation(this._target,[n],0,100,!1,1,this.onInterpolationDone)},i}(e.Action);e.InterpolateValueAction=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n){e.call(this,t,n),this.propertyPath=r,this._target=i}return __extends(t,e),t.prototype._prepare=function(){this._target=this._getEffectiveTarget(this._target,this.propertyPath),this._property=this._getProperty(this.propertyPath)},t.prototype.execute=function(){this._target[this._property]=!this._target[this._property]},t}(e.Action);e.SwitchBooleanAction=t;var i=function(e){function t(t,i,r,n){e.call(this,t,n),this.value=r,this._target=i}return __extends(t,e),t.prototype.execute=function(){this._target.state=this.value},t}(e.Action);e.SetStateAction=i;var r=function(e){function t(t,i,r,n,s){e.call(this,t,s),this.propertyPath=r,this.value=n,this._target=i}return __extends(t,e),t.prototype._prepare=function(){this._target=this._getEffectiveTarget(this._target,this.propertyPath),this._property=this._getProperty(this.propertyPath)},t.prototype.execute=function(){this._target[this._property]=this.value},t}(e.Action);e.SetValueAction=r;var n=function(t){function i(e,i,r,n,s){t.call(this,e,s),this.propertyPath=r,this.value=n,this._target=i}return __extends(i,t),i.prototype._prepare=function(){this._target=this._getEffectiveTarget(this._target,this.propertyPath),this._property=this._getProperty(this.propertyPath),"number"!=typeof this._target[this._property]&&e.Tools.Warn("Warning: IncrementValueAction can only be used with number values")},i.prototype.execute=function(){this._target[this._property]+=this.value},i}(e.Action);e.IncrementValueAction=n;var s=function(e){function t(t,i,r,n,s,o){e.call(this,t,o),this.from=r,this.to=n,this.loop=s,this._target=i}return __extends(t,e),t.prototype._prepare=function(){},t.prototype.execute=function(){var e=this._actionManager.getScene();e.beginAnimation(this._target,this.from,this.to,this.loop)},t}(e.Action);e.PlayAnimationAction=s;var o=function(e){function t(t,i,r){e.call(this,t,r),this._target=i}return __extends(t,e),t.prototype._prepare=function(){},t.prototype.execute=function(){var e=this._actionManager.getScene();e.stopAnimation(this._target)},t}(e.Action);e.StopAnimationAction=o;var a=function(t){function i(i,r){void 0===i&&(i=e.ActionManager.NothingTrigger),t.call(this,i,r)}return __extends(i,t),i.prototype.execute=function(){},i}(e.Action);e.DoNothingAction=a;var h=function(e){function t(t,i,r){e.call(this,t,r),this.children=i}return __extends(t,e),t.prototype._prepare=function(){for(var e=0;e<this.children.length;e++)this.children[e]._actionManager=this._actionManager,this.children[e]._prepare()},t.prototype.execute=function(e){for(var t=0;t<this.children.length;t++)this.children[t].execute(e)},t}(e.Action);e.CombineAction=h;var c=function(e){function t(t,i,r){e.call(this,t,r),this.func=i}return __extends(t,e),t.prototype.execute=function(e){this.func(e)},t}(e.Action);e.ExecuteCodeAction=c;var l=function(t){function i(e,i,r,n){t.call(this,e,n),this._target=i,this._parent=r}return __extends(i,t),i.prototype._prepare=function(){},i.prototype.execute=function(){if(this._target.parent!==this._parent){var t=this._parent.getWorldMatrix().clone();t.invert(),this._target.position=e.Vector3.TransformCoordinates(this._target.position,t),this._target.parent=this._parent}},i}(e.Action);e.SetParentAction=l;var u=function(e){function t(t,i,r){e.call(this,t,r),this._sound=i}return __extends(t,e),t.prototype._prepare=function(){},t.prototype.execute=function(){void 0!==this._sound&&this._sound.play()},t}(e.Action);e.PlaySoundAction=u;var d=function(e){function t(t,i,r){e.call(this,t,r),this._sound=i}return __extends(t,e),t.prototype._prepare=function(){},t.prototype.execute=function(){void 0!==this._sound&&this._sound.stop()},t}(e.Action);e.StopSoundAction=d}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s){this.delayLoadState=e.Engine.DELAYLOADSTATE_NONE,this._totalVertices=0,this._isDisposed=!1,this.id=t,this._engine=i.getEngine(),this._meshes=[],this._scene=i,this._vertexBuffers={},this._indices=[],r?this.setAllVerticesData(r,n):(this._totalVertices=0,this._indices=[]),s&&(this.applyToMesh(s),s.computeWorldMatrix(!0))}return Object.defineProperty(t.prototype,"extend",{get:function(){return this._extend},enumerable:!0,configurable:!0}),t.prototype.getScene=function(){return this._scene},t.prototype.getEngine=function(){return this._engine},t.prototype.isReady=function(){return this.delayLoadState===e.Engine.DELAYLOADSTATE_LOADED||this.delayLoadState===e.Engine.DELAYLOADSTATE_NONE},t.prototype.setAllVerticesData=function(e,t){e.applyToGeometry(this,t),this.notifyUpdate()},t.prototype.setVerticesData=function(t,i,r,n){if(this._vertexBuffers[t]&&this._vertexBuffers[t].dispose(),this._vertexBuffers[t]=new e.VertexBuffer(this._engine,i,t,r,0===this._meshes.length,n),t===e.VertexBuffer.PositionKind){n=this._vertexBuffers[t].getStrideSize(),this._totalVertices=i.length/n,this._extend=e.Tools.ExtractMinAndMax(i,0,this._totalVertices);for(var s=this._meshes,o=s.length,a=0;o>a;a++){var h=s[a];h._resetPointsArrayCache(),h._boundingInfo=new e.BoundingInfo(this._extend.minimum,this._extend.maximum),h._createGlobalSubMesh(),h.computeWorldMatrix(!0)}}this.notifyUpdate(t)},t.prototype.updateVerticesDataDirectly=function(e,t,i){var r=this.getVertexBuffer(e);r&&(r.updateDirectly(t,i),this.notifyUpdate(e))},t.prototype.updateVerticesData=function(t,i,r){var n=this.getVertexBuffer(t);if(n){if(n.update(i),t===e.VertexBuffer.PositionKind){var s=n.getStrideSize();this._totalVertices=i.length/s,r&&(this._extend=e.Tools.ExtractMinAndMax(i,0,this._totalVertices));for(var o=this._meshes,a=o.length,h=0;a>h;h++){var c=o[h];if(c._resetPointsArrayCache(),r){c._boundingInfo=new e.BoundingInfo(this._extend.minimum,this._extend.maximum);for(var l=0;l<c.subMeshes.length;l++){var u=c.subMeshes[l];u.refreshBoundingInfo()}}}}this.notifyUpdate(t)}},t.prototype.getTotalVertices=function(){return this.isReady()?this._totalVertices:0},t.prototype.getVerticesData=function(e,t){var i=this.getVertexBuffer(e);if(!i)return null;var r=i.getData();if(t&&1!==this._meshes.length){for(var n=r.length,s=[],o=0;n>o;o++)s.push(r[o]);return s}return r},t.prototype.getVertexBuffer=function(e){return this.isReady()?this._vertexBuffers[e]:null},t.prototype.getVertexBuffers=function(){return this.isReady()?this._vertexBuffers:null},t.prototype.isVerticesDataPresent=function(e){return this._vertexBuffers?void 0!==this._vertexBuffers[e]:this._delayInfo?-1!==this._delayInfo.indexOf(e):!1},t.prototype.getVerticesDataKinds=function(){var e,t=[];if(!this._vertexBuffers&&this._delayInfo)for(e in this._delayInfo)t.push(e);else for(e in this._vertexBuffers)t.push(e);return t},t.prototype.setIndices=function(e,t){this._indexBuffer&&this._engine._releaseBuffer(this._indexBuffer),this._indices=e,0!==this._meshes.length&&this._indices&&(this._indexBuffer=this._engine.createIndexBuffer(this._indices)),void 0!==t&&(this._totalVertices=t);for(var i=this._meshes,r=i.length,n=0;r>n;n++)i[n]._createGlobalSubMesh();this.notifyUpdate()},t.prototype.getTotalIndices=function(){return this.isReady()?this._indices.length:0},t.prototype.getIndices=function(e){if(!this.isReady())return null;var t=this._indices;if(e&&1!==this._meshes.length){for(var i=t.length,r=[],n=0;i>n;n++)r.push(t[n]);return r}return t},t.prototype.getIndexBuffer=function(){return this.isReady()?this._indexBuffer:null},t.prototype.releaseForMesh=function(e,t){var i=this._meshes,r=i.indexOf(e);if(-1!==r){for(var n in this._vertexBuffers)this._vertexBuffers[n].dispose();this._indexBuffer&&this._engine._releaseBuffer(this._indexBuffer)&&(this._indexBuffer=null),i.splice(r,1),e._geometry=null,0===i.length&&t&&this.dispose()}},t.prototype.applyToMesh=function(e){if(e._geometry!==this){var t=e._geometry;t&&t.releaseForMesh(e);var i=this._meshes;e._geometry=this,this._scene.pushGeometry(this),i.push(e),this.isReady()?this._applyToMesh(e):e._boundingInfo=this._boundingInfo}},t.prototype._applyToMesh=function(t){var i=this._meshes.length;for(var r in this._vertexBuffers)1===i&&this._vertexBuffers[r].create(),this._vertexBuffers[r]._buffer.references=i,r===e.VertexBuffer.PositionKind&&(t._resetPointsArrayCache(),this._extend||(this._extend=e.Tools.ExtractMinAndMax(this._vertexBuffers[r].getData(),0,this._totalVertices)),t._boundingInfo=new e.BoundingInfo(this._extend.minimum,this._extend.maximum),t._createGlobalSubMesh(),t._updateBoundingInfo());1===i&&this._indices&&(this._indexBuffer=this._engine.createIndexBuffer(this._indices)),this._indexBuffer&&(this._indexBuffer.references=i)},t.prototype.notifyUpdate=function(e){this.onGeometryUpdated&&this.onGeometryUpdated(this,e)},t.prototype.load=function(t,i){var r=this;if(this.delayLoadState!==e.Engine.DELAYLOADSTATE_LOADING){if(this.isReady())return void(i&&i());this.delayLoadState=e.Engine.DELAYLOADSTATE_LOADING,t._addPendingData(this),e.Tools.LoadFile(this.delayLoadingFile,function(n){r._delayLoadingFunction(JSON.parse(n),r),r.delayLoadState=e.Engine.DELAYLOADSTATE_LOADED,r._delayInfo=[],t._removePendingData(r);for(var s=r._meshes,o=s.length,a=0;o>a;a++)r._applyToMesh(s[a]);i&&i()},function(){},t.database)}},t.prototype.isDisposed=function(){return this._isDisposed},t.prototype.dispose=function(){var t,i=this._meshes,r=i.length;for(t=0;r>t;t++)this.releaseForMesh(i[t]);this._meshes=[];for(var n in this._vertexBuffers)this._vertexBuffers[n].dispose();this._vertexBuffers=[],this._totalVertices=0,this._indexBuffer&&this._engine._releaseBuffer(this._indexBuffer),this._indexBuffer=null,this._indices=[],this.delayLoadState=e.Engine.DELAYLOADSTATE_NONE,this.delayLoadingFile=null,this._delayLoadingFunction=null,this._delayInfo=[],this._boundingInfo=null,this._scene.removeGeometry(this),this._isDisposed=!0},t.prototype.copy=function(i){var r=new e.VertexData;r.indices=[];for(var n=this.getIndices(),s=0;s<n.length;s++)r.indices.push(n[s]);var o,a=!1,h=!1;for(o in this._vertexBuffers){var c=this.getVerticesData(o);c instanceof Float32Array?r.set(new Float32Array(c),o):r.set(c.slice(0),o),h||(a=this.getVertexBuffer(o).isUpdatable(),h=!a)}var l=new t(i,this._scene,r,a,null);l.delayLoadState=this.delayLoadState,l.delayLoadingFile=this.delayLoadingFile,l._delayLoadingFunction=this._delayLoadingFunction;for(o in this._delayInfo)l._delayInfo=l._delayInfo||[],l._delayInfo.push(o);return l._boundingInfo=new e.BoundingInfo(this._extend.minimum,this._extend.maximum),l},t.prototype.serialize=function(){var t={};return t.id=this.id,e.Tags.HasTags(this)&&(t.tags=e.Tags.GetTags(this)),t},t.prototype.serializeVerticeData=function(){var t=this.serialize();return this.isVerticesDataPresent(e.VertexBuffer.PositionKind)&&(t.positions=this.getVerticesData(e.VertexBuffer.PositionKind)),this.isVerticesDataPresent(e.VertexBuffer.NormalKind)&&(t.normals=this.getVerticesData(e.VertexBuffer.NormalKind)),this.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(t.uvs=this.getVerticesData(e.VertexBuffer.UVKind)),this.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(t.uvs2=this.getVerticesData(e.VertexBuffer.UV2Kind)),this.isVerticesDataPresent(e.VertexBuffer.UV3Kind)&&(t.uvs3=this.getVerticesData(e.VertexBuffer.UV3Kind)),this.isVerticesDataPresent(e.VertexBuffer.UV4Kind)&&(t.uvs4=this.getVerticesData(e.VertexBuffer.UV4Kind)),this.isVerticesDataPresent(e.VertexBuffer.UV5Kind)&&(t.uvs5=this.getVerticesData(e.VertexBuffer.UV5Kind)),this.isVerticesDataPresent(e.VertexBuffer.UV6Kind)&&(t.uvs6=this.getVerticesData(e.VertexBuffer.UV6Kind)),this.isVerticesDataPresent(e.VertexBuffer.ColorKind)&&(t.colors=this.getVerticesData(e.VertexBuffer.ColorKind)),this.isVerticesDataPresent(e.VertexBuffer.MatricesIndicesKind)&&(t.matricesIndices=this.getVerticesData(e.VertexBuffer.MatricesIndicesKind),t.matricesIndices._isExpanded=!0),this.isVerticesDataPresent(e.VertexBuffer.MatricesWeightsKind)&&(t.matricesWeights=this.getVerticesData(e.VertexBuffer.MatricesWeightsKind)),t.indices=this.getIndices(),t},t.ExtractFromMesh=function(e,t){var i=e._geometry;return i?i.copy(t):null},t.RandomId=function(){return"xxxxxxxx-xxxx-4xxx-yxxx-xxxxxxxxxxxx".replace(/[xy]/g,function(e){var t=16*Math.random()|0,i="x"===e?t:3&t|8;return i.toString(16)})},t.ImportGeometry=function(t,i){var r=i.getScene(),n=t.geometryId;if(n){var s=r.getGeometryByID(n);s&&s.applyToMesh(i)}else if(t instanceof ArrayBuffer){var o=i._binaryInfo;if(o.positionsAttrDesc&&o.positionsAttrDesc.count>0){var a=new Float32Array(t,o.positionsAttrDesc.offset,o.positionsAttrDesc.count);i.setVerticesData(e.VertexBuffer.PositionKind,a,!1)}if(o.normalsAttrDesc&&o.normalsAttrDesc.count>0){var h=new Float32Array(t,o.normalsAttrDesc.offset,o.normalsAttrDesc.count);i.setVerticesData(e.VertexBuffer.NormalKind,h,!1)}if(o.uvsAttrDesc&&o.uvsAttrDesc.count>0){var c=new Float32Array(t,o.uvsAttrDesc.offset,o.uvsAttrDesc.count);i.setVerticesData(e.VertexBuffer.UVKind,c,!1)}if(o.uvs2AttrDesc&&o.uvs2AttrDesc.count>0){var l=new Float32Array(t,o.uvs2AttrDesc.offset,o.uvs2AttrDesc.count);i.setVerticesData(e.VertexBuffer.UV2Kind,l,!1)}if(o.uvs3AttrDesc&&o.uvs3AttrDesc.count>0){var u=new Float32Array(t,o.uvs3AttrDesc.offset,o.uvs3AttrDesc.count);i.setVerticesData(e.VertexBuffer.UV3Kind,u,!1)}if(o.uvs4AttrDesc&&o.uvs4AttrDesc.count>0){var d=new Float32Array(t,o.uvs4AttrDesc.offset,o.uvs4AttrDesc.count);i.setVerticesData(e.VertexBuffer.UV4Kind,d,!1)}if(o.uvs5AttrDesc&&o.uvs5AttrDesc.count>0){var f=new Float32Array(t,o.uvs5AttrDesc.offset,o.uvs5AttrDesc.count);i.setVerticesData(e.VertexBuffer.UV5Kind,f,!1)}if(o.uvs6AttrDesc&&o.uvs6AttrDesc.count>0){var p=new Float32Array(t,o.uvs6AttrDesc.offset,o.uvs6AttrDesc.count);i.setVerticesData(e.VertexBuffer.UV6Kind,p,!1)}if(o.colorsAttrDesc&&o.colorsAttrDesc.count>0){var m=new Float32Array(t,o.colorsAttrDesc.offset,o.colorsAttrDesc.count);i.setVerticesData(e.VertexBuffer.ColorKind,m,!1,o.colorsAttrDesc.stride)}if(o.matricesIndicesAttrDesc&&o.matricesIndicesAttrDesc.count>0){var _=new Int32Array(t,o.matricesIndicesAttrDesc.offset,o.matricesIndicesAttrDesc.count);i.setVerticesData(e.VertexBuffer.MatricesIndicesKind,_,!1)}if(o.matricesWeightsAttrDesc&&o.matricesWeightsAttrDesc.count>0){var g=new Float32Array(t,o.matricesWeightsAttrDesc.offset,o.matricesWeightsAttrDesc.count);i.setVerticesData(e.VertexBuffer.MatricesWeightsKind,g,!1)}if(o.indicesAttrDesc&&o.indicesAttrDesc.count>0){var v=new Int32Array(t,o.indicesAttrDesc.offset,o.indicesAttrDesc.count);i.setIndices(v)}if(o.subMeshesAttrDesc&&o.subMeshesAttrDesc.count>0){var y=new Int32Array(t,o.subMeshesAttrDesc.offset,5*o.subMeshesAttrDesc.count);i.subMeshes=[];for(var x=0;x<o.subMeshesAttrDesc.count;x++){var E=y[5*x+0],T=y[5*x+1],M=y[5*x+2],A=y[5*x+3],b=y[5*x+4];new e.SubMesh(E,T,M,A,b,i)}}}else if(t.positions&&t.normals&&t.indices){if(i.setVerticesData(e.VertexBuffer.PositionKind,t.positions,!1),i.setVerticesData(e.VertexBuffer.NormalKind,t.normals,!1),t.uvs&&i.setVerticesData(e.VertexBuffer.UVKind,t.uvs,!1),t.uvs2&&i.setVerticesData(e.VertexBuffer.UV2Kind,t.uvs2,!1),t.uvs3&&i.setVerticesData(e.VertexBuffer.UV3Kind,t.uvs3,!1),t.uvs4&&i.setVerticesData(e.VertexBuffer.UV4Kind,t.uvs4,!1),t.uvs5&&i.setVerticesData(e.VertexBuffer.UV5Kind,t.uvs5,!1),t.uvs6&&i.setVerticesData(e.VertexBuffer.UV6Kind,t.uvs6,!1),t.colors&&i.setVerticesData(e.VertexBuffer.ColorKind,e.Color4.CheckColors4(t.colors,t.positions.length/3),!1),t.matricesIndices)if(t.matricesIndices._isExpanded)delete t.matricesIndices._isExpanded,i.setVerticesData(e.VertexBuffer.MatricesIndicesKind,t.matricesIndices,!1);else{for(var P=[],x=0;x<t.matricesIndices.length;x++){var S=t.matricesIndices[x];P.push(255&S),P.push((65280&S)>>8),P.push((16711680&S)>>16),P.push(S>>24)}i.setVerticesData(e.VertexBuffer.MatricesIndicesKind,P,!1)}if(t.matricesIndicesExtra)if(t.matricesIndicesExtra._isExpanded)delete t.matricesIndices._isExpanded,i.setVerticesData(e.VertexBuffer.MatricesIndicesExtraKind,t.matricesIndicesExtra,!1);else{for(var P=[],x=0;x<t.matricesIndicesExtra.length;x++){var S=t.matricesIndicesExtra[x];P.push(255&S),P.push((65280&S)>>8),P.push((16711680&S)>>16),P.push(S>>24)}i.setVerticesData(e.VertexBuffer.MatricesIndicesExtraKind,P,!1)}t.matricesWeights&&i.setVerticesData(e.VertexBuffer.MatricesWeightsKind,t.matricesWeights,!1),t.matricesWeightsExtra&&i.setVerticesData(e.VertexBuffer.MatricesWeightsExtraKind,t.matricesWeightsExtra,!1),i.setIndices(t.indices)}if(t.subMeshes){i.subMeshes=[];for(var C=0;C<t.subMeshes.length;C++){var I=t.subMeshes[C];new e.SubMesh(I.materialIndex,I.verticesStart,I.verticesCount,I.indexStart,I.indexCount,i)}}i._shouldGenerateFlatShading&&(i.convertToFlatShadedMesh(),delete i._shouldGenerateFlatShading),i.computeWorldMatrix(!0),r._selectionOctree&&r._selectionOctree.addMesh(i)},t.Parse=function(i,r,n){if(r.getGeometryByID(i.id))return null;var s=new t(i.id,r);return e.Tags.AddTagsTo(s,i.tags),i.delayLoadingFile?(s.delayLoadState=e.Engine.DELAYLOADSTATE_NOTLOADED,s.delayLoadingFile=n+i.delayLoadingFile,s._boundingInfo=new e.BoundingInfo(e.Vector3.FromArray(i.boundingBoxMinimum),e.Vector3.FromArray(i.boundingBoxMaximum)),s._delayInfo=[],i.hasUVs&&s._delayInfo.push(e.VertexBuffer.UVKind),i.hasUVs2&&s._delayInfo.push(e.VertexBuffer.UV2Kind),i.hasUVs3&&s._delayInfo.push(e.VertexBuffer.UV3Kind),i.hasUVs4&&s._delayInfo.push(e.VertexBuffer.UV4Kind),i.hasUVs5&&s._delayInfo.push(e.VertexBuffer.UV5Kind),i.hasUVs6&&s._delayInfo.push(e.VertexBuffer.UV6Kind),i.hasColors&&s._delayInfo.push(e.VertexBuffer.ColorKind),i.hasMatricesIndices&&s._delayInfo.push(e.VertexBuffer.MatricesIndicesKind),i.hasMatricesWeights&&s._delayInfo.push(e.VertexBuffer.MatricesWeightsKind),s._delayLoadingFunction=e.VertexData.ImportVertexData):e.VertexData.ImportVertexData(i,s),r.pushGeometry(s,!0),s},t}();e.Geometry=t;var t;!function(t){var i;!function(i){var r=function(e){function t(t,i,r,n,s){this._beingRegenerated=!0,this._canBeRegenerated=n,e.call(this,t,i,r,!1,s),this._beingRegenerated=!1}return __extends(t,e),t.prototype.canBeRegenerated=function(){return this._canBeRegenerated},t.prototype.regenerate=function(){this._canBeRegenerated&&(this._beingRegenerated=!0,this.setAllVerticesData(this._regenerateVertexData(),!1),this._beingRegenerated=!1)},t.prototype.asNewGeometry=function(t){return e.prototype.copy.call(this,t)},t.prototype.setAllVerticesData=function(t,i){this._beingRegenerated&&e.prototype.setAllVerticesData.call(this,t,!1)},t.prototype.setVerticesData=function(t,i,r){this._beingRegenerated&&e.prototype.setVerticesData.call(this,t,i,!1)},t.prototype._regenerateVertexData=function(){throw new Error("Abstract method")},t.prototype.copy=function(e){throw new Error("Must be overriden in sub-classes.")},t.prototype.serialize=function(){var t=e.prototype.serialize.call(this);return t.canBeRegenerated=this.canBeRegenerated(),t},t}(t);i._Primitive=r;var n=function(t){function i(i,r,n,s,o,a,h,c,l){void 0===l&&(l=e.Mesh.DEFAULTSIDE),this.pathArray=n,this.closeArray=s,this.closePath=o,this.offset=a,this.side=l,t.call(this,i,r,this._regenerateVertexData(),h,c)}return __extends(i,t),i.prototype._regenerateVertexData=function(){return e.VertexData.CreateRibbon({pathArray:this.pathArray,closeArray:this.closeArray,closePath:this.closePath,offset:this.offset,sideOrientation:this.side})},i.prototype.copy=function(e){return new i(e,this.getScene(),this.pathArray,this.closeArray,this.closePath,this.offset,this.canBeRegenerated(),null,this.side)},i}(r);i.Ribbon=n;var s=function(i){function r(t,r,n,s,o,a){void 0===a&&(a=e.Mesh.DEFAULTSIDE),this.size=n,this.side=a,i.call(this,t,r,this._regenerateVertexData(),s,o)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateBox({size:this.size,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.size,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.size=this.size,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Box(i.id,r,i.size,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Box=s;var o=function(i){function r(t,r,n,s,o,a,h){void 0===h&&(h=e.Mesh.DEFAULTSIDE),this.segments=n,this.diameter=s,this.side=h,i.call(this,t,r,this._regenerateVertexData(),o,a)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateSphere({segments:this.segments,diameter:this.diameter,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.segments,this.diameter,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.segments=this.segments,e.diameter=this.diameter,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Sphere(i.id,r,i.segments,i.diameter,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Sphere=o;var a=function(t){function i(i,r,n,s,o,a,h){void 0===h&&(h=e.Mesh.DEFAULTSIDE),this.radius=n,this.tessellation=s,this.side=h,t.call(this,i,r,this._regenerateVertexData(),o,a)}return __extends(i,t),i.prototype._regenerateVertexData=function(){return e.VertexData.CreateDisc({radius:this.radius,tessellation:this.tessellation,sideOrientation:this.side})},i.prototype.copy=function(e){return new i(e,this.getScene(),this.radius,this.tessellation,this.canBeRegenerated(),null,this.side)},i}(r);i.Disc=a;var h=function(i){function r(t,r,n,s,o,a,h,c,l,u){void 0===h&&(h=1),void 0===u&&(u=e.Mesh.DEFAULTSIDE),this.height=n,this.diameterTop=s,this.diameterBottom=o,this.tessellation=a,this.subdivisions=h,this.side=u,i.call(this,t,r,this._regenerateVertexData(),c,l)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateCylinder({height:this.height,diameterTop:this.diameterTop,diameterBottom:this.diameterBottom,tessellation:this.tessellation,subdivisions:this.subdivisions,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.height,this.diameterTop,this.diameterBottom,this.tessellation,this.subdivisions,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.height=this.height,e.diameterTop=this.diameterTop,e.diameterBottom=this.diameterBottom,e.tessellation=this.tessellation,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Cylinder(i.id,r,i.height,i.diameterTop,i.diameterBottom,i.tessellation,i.subdivisions,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Cylinder=h;var c=function(i){function r(t,r,n,s,o,a,h,c){void 0===c&&(c=e.Mesh.DEFAULTSIDE),this.diameter=n,this.thickness=s,this.tessellation=o,this.side=c,i.call(this,t,r,this._regenerateVertexData(),a,h)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateTorus({diameter:this.diameter,thickness:this.thickness,tessellation:this.tessellation,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.diameter,this.thickness,this.tessellation,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.diameter=this.diameter,e.thickness=this.thickness,e.tessellation=this.tessellation,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Torus(i.id,r,i.diameter,i.thickness,i.tessellation,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Torus=c;var l=function(i){function r(e,t,r,n,s,o,a){this.width=r,this.height=n,this.subdivisions=s,i.call(this,e,t,this._regenerateVertexData(),o,a)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateGround({width:this.width,height:this.height,subdivisions:this.subdivisions})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.width,this.height,this.subdivisions,this.canBeRegenerated(),null)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.width=this.width,e.height=this.height,e.subdivisions=this.subdivisions,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Ground(i.id,r,i.width,i.height,i.subdivisions,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Ground=l;var u=function(t){function i(e,i,r,n,s,o,a,h,c,l){this.xmin=r,this.zmin=n,this.xmax=s,this.zmax=o,this.subdivisions=a,this.precision=h,t.call(this,e,i,this._regenerateVertexData(),c,l)}return __extends(i,t),i.prototype._regenerateVertexData=function(){return e.VertexData.CreateTiledGround({xmin:this.xmin,zmin:this.zmin,xmax:this.xmax,zmax:this.zmax,subdivisions:this.subdivisions,precision:this.precision})},i.prototype.copy=function(e){return new i(e,this.getScene(),this.xmin,this.zmin,this.xmax,this.zmax,this.subdivisions,this.precision,this.canBeRegenerated(),null)},i}(r);i.TiledGround=u;var d=function(i){function r(t,r,n,s,o,a){void 0===a&&(a=e.Mesh.DEFAULTSIDE),this.size=n,this.side=a,i.call(this,t,r,this._regenerateVertexData(),s,o)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreatePlane({size:this.size,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.size,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.size=this.size,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.Plane(i.id,r,i.size,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.Plane=d;var f=function(i){function r(t,r,n,s,o,a,h,c,l,u,d){void 0===d&&(d=e.Mesh.DEFAULTSIDE),this.radius=n,this.tube=s,this.radialSegments=o,this.tubularSegments=a,this.p=h,this.q=c,this.side=d,i.call(this,t,r,this._regenerateVertexData(),l,u)}return __extends(r,i),r.prototype._regenerateVertexData=function(){return e.VertexData.CreateTorusKnot({radius:this.radius,tube:this.tube,radialSegments:this.radialSegments,tubularSegments:this.tubularSegments,p:this.p,q:this.q,sideOrientation:this.side})},r.prototype.copy=function(e){return new r(e,this.getScene(),this.radius,this.tube,this.radialSegments,this.tubularSegments,this.p,this.q,this.canBeRegenerated(),null,this.side)},r.prototype.serialize=function(){var e=i.prototype.serialize.call(this);return e.radius=this.radius,e.tube=this.tube,e.radialSegments=this.radialSegments,e.tubularSegments=this.tubularSegments,e.p=this.p,e.q=this.q,e},r.Parse=function(i,r){if(r.getGeometryByID(i.id))return null;var n=new t.Primitives.TorusKnot(i.id,r,i.radius,i.tube,i.radialSegments,i.tubularSegments,i.p,i.q,i.canBeRegenerated,null);return e.Tags.AddTagsTo(n,i.tags),r.pushGeometry(n,!0),n},r}(r);i.TorusKnot=f}(i=t.Primitives||(t.Primitives={}))}(t=e.Geometry||(e.Geometry={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r){t.call(this,i,r),this.generateOctree=!1,this._worldInverse=new e.Matrix}return __extends(i,t),Object.defineProperty(i.prototype,"subdivisions",{get:function(){return this._subdivisions},enumerable:!0,configurable:!0}),i.prototype.optimize=function(e,t){void 0===t&&(t=32),this._subdivisions=e,this.subdivide(this._subdivisions),this.createOrUpdateSubmeshesOctree(t)},i.prototype.getHeightAtCoordinates=function(t,i){var r=new e.Ray(new e.Vector3(t,this.getBoundingInfo().boundingBox.maximumWorld.y+1,i),new e.Vector3(0,-1,0));this.getWorldMatrix().invertToRef(this._worldInverse),r=e.Ray.Transform(r,this._worldInverse);var n=this.intersects(r);return n.hit?n.pickedPoint.y:0},i}(e.Mesh);e.GroundMesh=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o){void 0===n&&(n=null),t.call(this,i,r,n,s,o),this.color=new e.Color3(1,1,1),this.alpha=1,this._colorShader=new e.ShaderMaterial("colorShader",r,"color",{attributes:["position"],uniforms:["worldViewProjection","color"],needAlphaBlending:!0})}return __extends(i,t),Object.defineProperty(i.prototype,"material",{get:function(){return this._colorShader},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"isPickable",{get:function(){return!1},enumerable:!0,configurable:!0}),Object.defineProperty(i.prototype,"checkCollisions",{get:function(){return!1},enumerable:!0,configurable:!0}),i.prototype._bind=function(t,i,r){var n=this.getScene().getEngine(),s=this._geometry.getIndexBuffer();n.bindBuffers(this._geometry.getVertexBuffer(e.VertexBuffer.PositionKind).getBuffer(),s,[3],12,this._colorShader.getEffect()),this._colorShader.setColor4("color",this.color.toColor4(this.alpha));
},i.prototype._draw=function(e,t,i){if(this._geometry&&this._geometry.getVertexBuffers()&&this._geometry.getIndexBuffer()){var r=this.getScene().getEngine();r.draw(!1,e.indexStart,e.indexCount)}},i.prototype.intersects=function(e,t){return null},i.prototype.dispose=function(e){this._colorShader.dispose(),t.prototype.dispose.call(this,e)},i.prototype.clone=function(e,t,r){return new i(e,this.getScene(),t,this,r)},i}(e.Mesh);e.LinesMesh=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t){var i=this;this._transformationMatrix=e.Matrix.Identity(),this._enabled=!1,this._labelsEnabled=!1,this._displayStatistics=!0,this._displayTree=!1,this._displayLogs=!1,this._identityMatrix=e.Matrix.Identity(),this.axisRatio=.02,this.accentColor="orange",this._scene=t,this._syncPositions=function(){var e=i._scene.getEngine(),t=e.getRenderingCanvasClientRect();i._showUI&&(i._statsDiv.style.left=t.width-410+"px",i._statsDiv.style.top=t.height-290+"px",i._statsDiv.style.width="400px",i._statsDiv.style.height="auto",i._statsSubsetDiv.style.maxHeight="240px",i._optionsDiv.style.left="0px",i._optionsDiv.style.top="10px",i._optionsDiv.style.width="200px",i._optionsDiv.style.height="auto",i._optionsSubsetDiv.style.maxHeight=t.height-225+"px",i._logDiv.style.left="0px",i._logDiv.style.top=t.height-170+"px",i._logDiv.style.width="600px",i._logDiv.style.height="160px",i._treeDiv.style.left=t.width-310+"px",i._treeDiv.style.top="10px",i._treeDiv.style.width="300px",i._treeDiv.style.height="auto",i._treeSubsetDiv.style.maxHeight=t.height-340+"px"),i._globalDiv.style.left=t.left+"px",i._globalDiv.style.top=t.top+"px",i._drawingCanvas.style.left="0px",i._drawingCanvas.style.top="0px",i._drawingCanvas.style.width=e.getRenderWidth()+"px",i._drawingCanvas.style.height=e.getRenderHeight()+"px";var r=window.devicePixelRatio||1,n=i._drawingContext,s=n.webkitBackingStorePixelRatio||n.mozBackingStorePixelRatio||n.msBackingStorePixelRatio||n.oBackingStorePixelRatio||n.backingStorePixelRatio||1;i._ratio=r/s,i._drawingCanvas.width=e.getRenderWidth()*i._ratio,i._drawingCanvas.height=e.getRenderHeight()*i._ratio},this._onCanvasClick=function(e){i._clickPosition={x:e.clientX*i._ratio,y:e.clientY*i._ratio}},this._syncUI=function(){i._showUI&&(i._displayStatistics?(i._displayStats(),i._statsDiv.style.display=""):i._statsDiv.style.display="none",i._displayLogs?i._logDiv.style.display="":i._logDiv.style.display="none",i._displayTree?(i._treeDiv.style.display="",i._needToRefreshMeshesTree&&(i._needToRefreshMeshesTree=!1,i._refreshMeshesTreeContent())):i._treeDiv.style.display="none")},this._syncData=function(){if(i._labelsEnabled||!i._showUI){i._camera.getViewMatrix().multiplyToRef(i._camera.getProjectionMatrix(),i._transformationMatrix),i._drawingContext.clearRect(0,0,i._drawingCanvas.width,i._drawingCanvas.height);var t,r,n=i._scene.getEngine(),s=i._camera.viewport,o=s.toGlobal(n),a=i._camera.getActiveMeshes();for(t=0;t<a.length;t++){var h=a.data[t],c=h.getBoundingInfo().boundingSphere.center;r=e.Vector3.Project(c,h.getWorldMatrix(),i._transformationMatrix,o),(h.renderOverlay||i.shouldDisplayAxis&&i.shouldDisplayAxis(h))&&i._renderAxis(r,h,o),(!i.shouldDisplayLabel||i.shouldDisplayLabel(h))&&i._renderLabel(h.name,r,12,function(){h.renderOverlay=!h.renderOverlay},function(){return h.renderOverlay?"red":"black"})}var l=i._scene.cameras;for(t=0;t<l.length;t++){var u=l[t];u!==i._camera&&(r=e.Vector3.Project(e.Vector3.Zero(),u.getWorldMatrix(),i._transformationMatrix,o),(!i.shouldDisplayLabel||i.shouldDisplayLabel(u))&&i._renderLabel(u.name,r,12,function(){i._camera.detachControl(n.getRenderingCanvas()),i._camera=u,i._camera.attachControl(n.getRenderingCanvas())},function(){return"purple"}))}var d=i._scene.lights;for(t=0;t<d.length;t++){var f=d[t];f.position&&(r=e.Vector3.Project(f.getAbsolutePosition(),i._identityMatrix,i._transformationMatrix,o),(!i.shouldDisplayLabel||i.shouldDisplayLabel(f))&&i._renderLabel(f.name,r,-20,function(){f.setEnabled(!f.isEnabled())},function(){return f.isEnabled()?"orange":"gray"}))}}i._clickPosition=void 0}}return t.prototype._refreshMeshesTreeContent=function(){for(;this._treeSubsetDiv.hasChildNodes();)this._treeSubsetDiv.removeChild(this._treeSubsetDiv.lastChild);var e=this._scene.meshes.slice(0,this._scene.meshes.length);e.sort(function(e,t){return e.name===t.name?0:e.name>t.name?1:-1});for(var t=0;t<e.length;t++){var i=e[t];i.isEnabled()&&this._generateAdvancedCheckBox(this._treeSubsetDiv,i.name,i.getTotalVertices()+" verts",i.isVisible,function(e,t){t.isVisible=e.checked},i)}},t.prototype._renderSingleAxis=function(e,t,i,r,n){this._drawingContext.beginPath(),this._drawingContext.moveTo(e.x,e.y),this._drawingContext.lineTo(t.x,t.y),this._drawingContext.strokeStyle=n,this._drawingContext.lineWidth=4,this._drawingContext.stroke(),this._drawingContext.font="normal 14px Segoe UI",this._drawingContext.fillStyle=n,this._drawingContext.fillText(r,i.x,i.y)},t.prototype._renderAxis=function(t,i,r){var n=i.getBoundingInfo().boundingSphere.center,s=i.getWorldMatrix(),o=e.Vector3.UnprojectFromTransform(t.add(new e.Vector3(this._drawingCanvas.width*this.axisRatio,0,0)),r.width,r.height,s,this._transformationMatrix),a=o.subtract(n).length(),h=e.Vector3.Project(n.add(new e.Vector3(a,0,0)),s,this._transformationMatrix,r),c=e.Vector3.Project(n.add(new e.Vector3(1.5*a,0,0)),s,this._transformationMatrix,r);this._renderSingleAxis(t,h,c,"x","#FF0000");var l=e.Vector3.Project(n.add(new e.Vector3(0,a,0)),s,this._transformationMatrix,r),u=e.Vector3.Project(n.add(new e.Vector3(0,1.5*a,0)),s,this._transformationMatrix,r);this._renderSingleAxis(t,l,u,"y","#00FF00");var d=e.Vector3.Project(n.add(new e.Vector3(0,0,a)),s,this._transformationMatrix,r),f=e.Vector3.Project(n.add(new e.Vector3(0,0,1.5*a)),s,this._transformationMatrix,r);this._renderSingleAxis(t,d,f,"z","#0000FF")},t.prototype._renderLabel=function(e,t,i,r,n){if(t.z>0&&t.z<1){this._drawingContext.font="normal 12px Segoe UI";var s=this._drawingContext.measureText(e),o=t.x-s.width/2,a=t.y,h=this._drawingCanvas.getBoundingClientRect();this._showUI&&this._isClickInsideRect(h.left*this._ratio+o-5,h.top*this._ratio+a-i-12,s.width+10,17)&&r(),this._drawingContext.beginPath(),this._drawingContext.rect(o-5,a-i-12,s.width+10,17),this._drawingContext.fillStyle=n(),this._drawingContext.globalAlpha=.5,this._drawingContext.fill(),this._drawingContext.globalAlpha=1,this._drawingContext.strokeStyle="#FFFFFF",this._drawingContext.lineWidth=1,this._drawingContext.stroke(),this._drawingContext.fillStyle="#FFFFFF",this._drawingContext.fillText(e,o,a-i),this._drawingContext.beginPath(),this._drawingContext.arc(t.x,a,5,0,2*Math.PI,!1),this._drawingContext.fill()}},t.prototype._isClickInsideRect=function(e,t,i,r){return this._clickPosition?this._clickPosition.x<e||this._clickPosition.x>e+i?!1:this._clickPosition.y<t||this._clickPosition.y>t+r?!1:!0:!1},t.prototype.isVisible=function(){return this._enabled},t.prototype.hide=function(){if(this._enabled){this._enabled=!1;var t=this._scene.getEngine();this._scene.unregisterBeforeRender(this._syncData),this._scene.unregisterAfterRender(this._syncUI),this._rootElement.removeChild(this._globalDiv),this._scene.forceShowBoundingBoxes=!1,this._scene.forceWireframe=!1,e.StandardMaterial.DiffuseTextureEnabled=!0,e.StandardMaterial.AmbientTextureEnabled=!0,e.StandardMaterial.SpecularTextureEnabled=!0,e.StandardMaterial.EmissiveTextureEnabled=!0,e.StandardMaterial.BumpTextureEnabled=!0,e.StandardMaterial.OpacityTextureEnabled=!0,e.StandardMaterial.ReflectionTextureEnabled=!0,e.StandardMaterial.LightmapEnabled=!0,this._scene.shadowsEnabled=!0,this._scene.particlesEnabled=!0,this._scene.postProcessesEnabled=!0,this._scene.collisionsEnabled=!0,this._scene.lightsEnabled=!0,this._scene.texturesEnabled=!0,this._scene.lensFlaresEnabled=!0,this._scene.proceduralTexturesEnabled=!0,this._scene.renderTargetsEnabled=!0,this._scene.probesEnabled=!0,t.getRenderingCanvas().removeEventListener("click",this._onCanvasClick)}},t.prototype.show=function(e,t,i){if(void 0===e&&(e=!0),void 0===t&&(t=null),void 0===i&&(i=null),!this._enabled){this._enabled=!0,t?this._camera=t:this._camera=this._scene.activeCamera,this._showUI=e;var r=this._scene.getEngine();this._globalDiv=document.createElement("div"),this._rootElement=i||document.body,this._rootElement.appendChild(this._globalDiv),this._generateDOMelements(),r.getRenderingCanvas().addEventListener("click",this._onCanvasClick),this._syncPositions(),this._scene.registerBeforeRender(this._syncData),this._scene.registerAfterRender(this._syncUI)}},t.prototype._clearLabels=function(){this._drawingContext.clearRect(0,0,this._drawingCanvas.width,this._drawingCanvas.height);for(var e=0;e<this._scene.meshes.length;e++){var t=this._scene.meshes[e];t.renderOverlay=!1}},t.prototype._generateheader=function(e,t){var i=document.createElement("div");i.innerHTML=t+"&nbsp;",i.style.textAlign="right",i.style.width="100%",i.style.color="white",i.style.backgroundColor="Black",i.style.padding="5px 5px 4px 0px",i.style.marginLeft="-5px",i.style.fontWeight="bold",e.appendChild(i)},t.prototype._generateTexBox=function(e,t,i){var r=document.createElement("label");r.innerHTML=t,r.style.color=i,e.appendChild(r),e.appendChild(document.createElement("br"))},t.prototype._generateAdvancedCheckBox=function(e,t,i,r,n,s){void 0===s&&(s=null);var o=document.createElement("label"),a=document.createElement("input");a.type="checkbox",a.checked=r,a.addEventListener("change",function(e){n(e.target,s)}),o.appendChild(a);var h=document.createElement("span"),c=document.createElement("span"),l=document.createElement("span");l.style.cssFloat="right",c.innerHTML=t,l.innerHTML=i,l.style.fontSize="12px",l.style.maxWidth="200px",h.appendChild(c),h.appendChild(l),o.appendChild(h),e.appendChild(o),e.appendChild(document.createElement("br"))},t.prototype._generateCheckBox=function(e,t,i,r,n){void 0===n&&(n=null);var s=document.createElement("label"),o=document.createElement("input");o.type="checkbox",o.checked=i,o.addEventListener("change",function(e){r(e.target,n)}),s.appendChild(o),s.appendChild(document.createTextNode(t)),e.appendChild(s),e.appendChild(document.createElement("br"))},t.prototype._generateButton=function(e,t,i,r){void 0===r&&(r=null);var n=document.createElement("button");n.innerHTML=t,n.style.height="24px",n.style.width="150px",n.style.marginBottom="5px",n.style.color="#444444",n.style.border="1px solid white",n.className="debugLayerButton",n.addEventListener("click",function(e){i(e.target,r)}),e.appendChild(n),e.appendChild(document.createElement("br"))},t.prototype._generateRadio=function(e,t,i,r,n,s){void 0===s&&(s=null);var o=document.createElement("label"),a=document.createElement("input");a.type="radio",a.name=i,a.checked=r,a.addEventListener("change",function(e){n(e.target,s)}),o.appendChild(a),o.appendChild(document.createTextNode(t)),e.appendChild(o),e.appendChild(document.createElement("br"))},t.prototype._generateDOMelements=function(){var t=this;if(this._globalDiv.id="DebugLayer",this._globalDiv.style.position="absolute",this._globalDiv.style.fontFamily="Segoe UI, Arial",this._globalDiv.style.fontSize="14px",this._globalDiv.style.color="white",this._drawingCanvas=document.createElement("canvas"),this._drawingCanvas.id="DebugLayerDrawingCanvas",this._drawingCanvas.style.position="absolute",this._drawingCanvas.style.pointerEvents="none",this._drawingCanvas.style.backgroundColor="transparent",this._drawingContext=this._drawingCanvas.getContext("2d"),this._globalDiv.appendChild(this._drawingCanvas),this._showUI){var i="rgba(128, 128, 128, 0.4)",r="rgb(180, 180, 180) solid 1px";this._statsDiv=document.createElement("div"),this._statsDiv.id="DebugLayerStats",this._statsDiv.style.border=r,this._statsDiv.style.position="absolute",this._statsDiv.style.background=i,this._statsDiv.style.padding="0px 0px 0px 5px",this._generateheader(this._statsDiv,"STATISTICS"),this._statsSubsetDiv=document.createElement("div"),this._statsSubsetDiv.style.paddingTop="5px",this._statsSubsetDiv.style.paddingBottom="5px",this._statsSubsetDiv.style.overflowY="auto",this._statsDiv.appendChild(this._statsSubsetDiv),this._treeDiv=document.createElement("div"),this._treeDiv.id="DebugLayerTree",this._treeDiv.style.border=r,this._treeDiv.style.position="absolute",this._treeDiv.style.background=i,this._treeDiv.style.padding="0px 0px 0px 5px",this._treeDiv.style.display="none",this._generateheader(this._treeDiv,"MESHES TREE"),this._treeSubsetDiv=document.createElement("div"),this._treeSubsetDiv.style.paddingTop="5px",this._treeSubsetDiv.style.paddingRight="5px",this._treeSubsetDiv.style.overflowY="auto",this._treeSubsetDiv.style.maxHeight="300px",this._treeDiv.appendChild(this._treeSubsetDiv),this._needToRefreshMeshesTree=!0,this._logDiv=document.createElement("div"),this._logDiv.style.border=r,this._logDiv.id="DebugLayerLogs",this._logDiv.style.position="absolute",this._logDiv.style.background=i,this._logDiv.style.padding="0px 0px 0px 5px",this._logDiv.style.display="none",this._generateheader(this._logDiv,"LOGS"),this._logSubsetDiv=document.createElement("div"),this._logSubsetDiv.style.height="127px",this._logSubsetDiv.style.paddingTop="5px",this._logSubsetDiv.style.overflowY="auto",this._logSubsetDiv.style.fontSize="12px",this._logSubsetDiv.style.fontFamily="consolas",this._logSubsetDiv.innerHTML=e.Tools.LogCache,this._logDiv.appendChild(this._logSubsetDiv),e.Tools.OnNewCacheEntry=function(e){t._logSubsetDiv.innerHTML=e+t._logSubsetDiv.innerHTML},this._optionsDiv=document.createElement("div"),this._optionsDiv.id="DebugLayerOptions",this._optionsDiv.style.border=r,this._optionsDiv.style.position="absolute",this._optionsDiv.style.background=i,this._optionsDiv.style.padding="0px 0px 0px 5px",this._optionsDiv.style.overflowY="auto",this._generateheader(this._optionsDiv,"OPTIONS"),this._optionsSubsetDiv=document.createElement("div"),this._optionsSubsetDiv.style.paddingTop="5px",this._optionsSubsetDiv.style.paddingBottom="5px",this._optionsSubsetDiv.style.overflowY="auto",this._optionsSubsetDiv.style.maxHeight="200px",this._optionsDiv.appendChild(this._optionsSubsetDiv),this._generateTexBox(this._optionsSubsetDiv,"<b>Windows:</b>",this.accentColor),this._generateCheckBox(this._optionsSubsetDiv,"Statistics",this._displayStatistics,function(e){t._displayStatistics=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Logs",this._displayLogs,function(e){t._displayLogs=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Meshes tree",this._displayTree,function(e){t._displayTree=e.checked,t._needToRefreshMeshesTree=!0}),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>General:</b>",this.accentColor),this._generateCheckBox(this._optionsSubsetDiv,"Bounding boxes",this._scene.forceShowBoundingBoxes,function(e){t._scene.forceShowBoundingBoxes=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Clickable labels",this._labelsEnabled,function(e){t._labelsEnabled=e.checked,t._labelsEnabled||t._clearLabels()}),this._generateCheckBox(this._optionsSubsetDiv,"Generate user marks (F12)",e.Tools.PerformanceLogLevel===e.Tools.PerformanceUserMarkLogLevel,function(t){t.checked?e.Tools.PerformanceLogLevel=e.Tools.PerformanceUserMarkLogLevel:e.Tools.PerformanceLogLevel=e.Tools.PerformanceNoneLogLevel}),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>Rendering mode:</b>",this.accentColor),this._generateRadio(this._optionsSubsetDiv,"Solid","renderMode",!this._scene.forceWireframe&&!this._scene.forcePointsCloud,function(e){e.checked&&(t._scene.forceWireframe=!1,t._scene.forcePointsCloud=!1)}),this._generateRadio(this._optionsSubsetDiv,"Wireframe","renderMode",this._scene.forceWireframe,function(e){e.checked&&(t._scene.forceWireframe=!0,t._scene.forcePointsCloud=!1)}),this._generateRadio(this._optionsSubsetDiv,"Point","renderMode",this._scene.forcePointsCloud,function(e){e.checked&&(t._scene.forceWireframe=!1,t._scene.forcePointsCloud=!0)}),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>Texture channels:</b>",this.accentColor),this._generateCheckBox(this._optionsSubsetDiv,"Diffuse",e.StandardMaterial.DiffuseTextureEnabled,function(t){e.StandardMaterial.DiffuseTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Ambient",e.StandardMaterial.AmbientTextureEnabled,function(t){e.StandardMaterial.AmbientTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Specular",e.StandardMaterial.SpecularTextureEnabled,function(t){e.StandardMaterial.SpecularTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Emissive",e.StandardMaterial.EmissiveTextureEnabled,function(t){e.StandardMaterial.EmissiveTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Bump",e.StandardMaterial.BumpTextureEnabled,function(t){e.StandardMaterial.BumpTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Opacity",e.StandardMaterial.OpacityTextureEnabled,function(t){e.StandardMaterial.OpacityTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Reflection",e.StandardMaterial.ReflectionTextureEnabled,function(t){e.StandardMaterial.ReflectionTextureEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Fresnel",e.StandardMaterial.FresnelEnabled,function(t){e.StandardMaterial.FresnelEnabled=t.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Lightmap",e.StandardMaterial.LightmapEnabled,function(t){e.StandardMaterial.LightmapEnabled=t.checked}),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>Options:</b>",this.accentColor),this._generateCheckBox(this._optionsSubsetDiv,"Animations",this._scene.animationsEnabled,function(e){t._scene.animationsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Collisions",this._scene.collisionsEnabled,function(e){t._scene.collisionsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Fog",this._scene.fogEnabled,function(e){t._scene.fogEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Lens flares",this._scene.lensFlaresEnabled,function(e){t._scene.lensFlaresEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Lights",this._scene.lightsEnabled,function(e){t._scene.lightsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Particles",this._scene.particlesEnabled,function(e){t._scene.particlesEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Post-processes",this._scene.postProcessesEnabled,function(e){t._scene.postProcessesEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Probes",this._scene.probesEnabled,function(e){t._scene.probesEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Procedural textures",this._scene.proceduralTexturesEnabled,function(e){t._scene.proceduralTexturesEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Render targets",this._scene.renderTargetsEnabled,function(e){t._scene.renderTargetsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Shadows",this._scene.shadowsEnabled,function(e){t._scene.shadowsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Skeletons",this._scene.skeletonsEnabled,function(e){t._scene.skeletonsEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Sprites",this._scene.spritesEnabled,function(e){t._scene.spritesEnabled=e.checked}),this._generateCheckBox(this._optionsSubsetDiv,"Textures",this._scene.texturesEnabled,function(e){t._scene.texturesEnabled=e.checked}),e.AudioEngine&&e.Engine.audioEngine.canUseWebAudio&&(this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>Audio:</b>",this.accentColor),this._generateRadio(this._optionsSubsetDiv,"Headphones","panningModel",this._scene.headphone,function(e){e.checked&&(t._scene.headphone=!0)}),this._generateRadio(this._optionsSubsetDiv,"Normal Speakers","panningModel",!this._scene.headphone,function(e){e.checked&&(t._scene.headphone=!1)}),this._generateCheckBox(this._optionsSubsetDiv,"Disable audio",!this._scene.audioEnabled,function(e){t._scene.audioEnabled=!e.checked})),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._generateTexBox(this._optionsSubsetDiv,"<b>Tools:</b>",this.accentColor),this._generateButton(this._optionsSubsetDiv,"Dump rendertargets",function(e){t._scene.dumpNextRenderTargets=!0}),this._generateButton(this._optionsSubsetDiv,"Run SceneOptimizer",function(i){e.SceneOptimizer.OptimizeAsync(t._scene)}),this._generateButton(this._optionsSubsetDiv,"Log camera object",function(e){t._camera?console.log(t._camera):console.warn("No camera defined, or debug layer created before camera creation!")}),this._optionsSubsetDiv.appendChild(document.createElement("br")),this._globalDiv.appendChild(this._statsDiv),this._globalDiv.appendChild(this._logDiv),this._globalDiv.appendChild(this._optionsDiv),this._globalDiv.appendChild(this._treeDiv)}},t.prototype._displayStats=function(){var t=this._scene,i=t.getEngine(),r=i.getGlInfo();this._statsSubsetDiv.innerHTML="Babylon.js v"+e.Engine.Version+" - <b>"+e.Tools.Format(i.getFps(),0)+" fps</b><br><br><div style='column-count: 2;-moz-column-count:2;-webkit-column-count:2'><b>Count</b><br>Total meshes: "+t.meshes.length+"<br>Total vertices: "+t.getTotalVertices()+"<br>Total materials: "+t.materials.length+"<br>Total textures: "+t.textures.length+"<br>Active meshes: "+t.getActiveMeshes().length+"<br>Active indices: "+t.getActiveIndices()+"<br>Active bones: "+t.getActiveBones()+"<br>Active particles: "+t.getActiveParticles()+"<br><b>Draw calls: "+i.drawCalls+"</b><br><br><b>Duration</b><br>Meshes selection:</i> "+e.Tools.Format(t.getEvaluateActiveMeshesDuration())+" ms<br>Render Targets: "+e.Tools.Format(t.getRenderTargetsDuration())+" ms<br>Particles: "+e.Tools.Format(t.getParticlesDuration())+" ms<br>Sprites: "+e.Tools.Format(t.getSpritesDuration())+" ms<br><br>Render: <b>"+e.Tools.Format(t.getRenderDuration())+" ms</b><br>Frame: "+e.Tools.Format(t.getLastFrameDuration())+" ms<br>Potential FPS: "+e.Tools.Format(1e3/t.getLastFrameDuration(),0)+"<br><br></div><div style='column-count: 2;-moz-column-count:2;-webkit-column-count:2'><b>Extensions</b><br>Std derivatives: "+(i.getCaps().standardDerivatives?"Yes":"No")+"<br>Compressed textures: "+(i.getCaps().s3tc?"Yes":"No")+"<br>Hardware instances: "+(i.getCaps().instancedArrays?"Yes":"No")+"<br>Texture float: "+(i.getCaps().textureFloat?"Yes":"No")+"<br>32bits indices: "+(i.getCaps().uintIndices?"Yes":"No")+"<br>Fragment depth: "+(i.getCaps().fragmentDepthSupported?"Yes":"No")+"<br><b>Caps.</b><br>Max textures units: "+i.getCaps().maxTexturesImageUnits+"<br>Max textures size: "+i.getCaps().maxTextureSize+"<br>Max anisotropy: "+i.getCaps().maxAnisotropy+"<br><br><br></div><br><b>Info</b><br>"+r.version+"<br>"+r.renderer+"<br>",this.customStatsFunction&&(this._statsSubsetDiv.innerHTML+=this._statsSubsetDiv.innerHTML)},t}();e.DebugLayer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i){var r=this;void 0===t&&(t=""),void 0===i&&(i="black"),this._renderingCanvas=e,this._loadingText=t,this._loadingDivBackgroundColor=i,this._resizeLoadingUI=function(){var e=r._renderingCanvas.getBoundingClientRect();r._loadingDiv.style.position="absolute",r._loadingDiv.style.left=e.left+"px",r._loadingDiv.style.top=e.top+"px",r._loadingDiv.style.width=e.width+"px",r._loadingDiv.style.height=e.height+"px"}}return e.prototype.displayLoadingUI=function(){var e=this;this._loadingDiv=document.createElement("div"),this._loadingDiv.id="babylonjsLoadingDiv",this._loadingDiv.style.opacity="0",this._loadingDiv.style.transition="opacity 1.5s ease",this._loadingTextDiv=document.createElement("div"),this._loadingTextDiv.style.position="absolute",this._loadingTextDiv.style.left="0",this._loadingTextDiv.style.top="50%",this._loadingTextDiv.style.marginTop="80px",this._loadingTextDiv.style.width="100%",this._loadingTextDiv.style.height="20px",this._loadingTextDiv.style.fontFamily="Arial",this._loadingTextDiv.style.fontSize="14px",this._loadingTextDiv.style.color="white",this._loadingTextDiv.style.textAlign="center",this._loadingTextDiv.innerHTML="Loading",this._loadingDiv.appendChild(this._loadingTextDiv),this._loadingTextDiv.innerHTML=this._loadingText;var t=new Image;t.src="data:image/png;base64,",t.style.position="absolute",t.style.left="50%",t.style.top="50%",t.style.marginLeft="-50px",t.style.marginTop="-50px",t.style.transition="transform 1.0s ease",t.style.webkitTransition="-webkit-transform 1.0s ease";var i=360,r=function(){i+=360,t.style.transform="rotateZ("+i+"deg)",t.style.webkitTransform="rotateZ("+i+"deg)"};t.addEventListener("transitionend",r),t.addEventListener("webkitTransitionEnd",r),this._loadingDiv.appendChild(t);var n=new Image;n.src="data:image/png;base64,",n.style.position="absolute",n.style.left="50%",n.style.top="50%",n.style.marginLeft="-50px",n.style.marginTop="-50px",this._loadingDiv.appendChild(n),this._resizeLoadingUI(),window.addEventListener("resize",this._resizeLoadingUI),this._loadingDiv.style.backgroundColor=this._loadingDivBackgroundColor,document.body.appendChild(this._loadingDiv),setTimeout(function(){e._loadingDiv.style.opacity="1",t.style.transform="rotateZ(360deg)",t.style.webkitTransform="rotateZ(360deg)"},0)},e.prototype.hideLoadingUI=function(){var e=this;if(this._loadingDiv){var t=function(){e._loadingDiv&&(document.body.removeChild(e._loadingDiv),window.removeEventListener("resize",e._resizeLoadingUI),e._loadingDiv=null)};this._loadingDiv.style.opacity="0",this._loadingDiv.addEventListener("transitionend",t)}},Object.defineProperty(e.prototype,"loadingUIText",{set:function(e){this._loadingText=e,this._loadingTextDiv&&(this._loadingTextDiv.innerHTML=this._loadingText)},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"loadingUIBackgroundColor",{get:function(){return this._loadingDivBackgroundColor},set:function(e){this._loadingDivBackgroundColor=e,this._loadingDiv&&(this._loadingDiv.style.backgroundColor=this._loadingDivBackgroundColor)},enumerable:!0,configurable:!0}),e}();e.DefaultLoadingScreen=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){}return e.TransformCoordinatesToRefSIMD=function(e,t,i){var r=SIMD.float32x4.loadXYZ(e._data,0),n=SIMD.float32x4.load(t.m,0),s=SIMD.float32x4.load(t.m,4),o=SIMD.float32x4.load(t.m,8),a=SIMD.float32x4.load(t.m,12),h=SIMD.float32x4.add(SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(r,0,0,0,0),n),SIMD.float32x4.mul(SIMD.float32x4.swizzle(r,1,1,1,1),s)),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(r,2,2,2,2),o),a));h=SIMD.float32x4.div(h,SIMD.float32x4.swizzle(h,3,3,3,3)),SIMD.float32x4.storeXYZ(i._data,0,h)},e.TransformCoordinatesFromFloatsToRefSIMD=function(e,t,i,r,n){var s=SIMD.float32x4.splat(e),o=SIMD.float32x4.splat(t),a=SIMD.float32x4.splat(i),h=SIMD.float32x4.load(r.m,0),c=SIMD.float32x4.load(r.m,4),l=SIMD.float32x4.load(r.m,8),u=SIMD.float32x4.load(r.m,12),d=SIMD.float32x4.add(SIMD.float32x4.add(SIMD.float32x4.mul(s,h),SIMD.float32x4.mul(o,c)),SIMD.float32x4.add(SIMD.float32x4.mul(a,l),u));d=SIMD.float32x4.div(d,SIMD.float32x4.swizzle(d,3,3,3,3)),SIMD.float32x4.storeXYZ(n._data,0,d)},e}();e.SIMDVector3=t;var i=function(){function e(){}return e.prototype.multiplyToArraySIMD=function(e,t,i){void 0===i&&(i=0);var r=this.m,n=e.m,s=SIMD.float32x4.load(n,0),o=SIMD.float32x4.load(n,4),a=SIMD.float32x4.load(n,8),h=SIMD.float32x4.load(n,12),c=SIMD.float32x4.load(r,0);SIMD.float32x4.store(t,i+0,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(c,0,0,0,0),s),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(c,1,1,1,1),o),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(c,2,2,2,2),a),SIMD.float32x4.mul(SIMD.float32x4.swizzle(c,3,3,3,3),h)))));
var l=SIMD.float32x4.load(r,4);SIMD.float32x4.store(t,i+4,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,0,0,0,0),s),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,1,1,1,1),o),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,2,2,2,2),a),SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,3,3,3,3),h)))));var u=SIMD.float32x4.load(r,8);SIMD.float32x4.store(t,i+8,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(u,0,0,0,0),s),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(u,1,1,1,1),o),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(u,2,2,2,2),a),SIMD.float32x4.mul(SIMD.float32x4.swizzle(u,3,3,3,3),h)))));var d=SIMD.float32x4.load(r,12);SIMD.float32x4.store(t,i+12,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(d,0,0,0,0),s),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(d,1,1,1,1),o),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(d,2,2,2,2),a),SIMD.float32x4.mul(SIMD.float32x4.swizzle(d,3,3,3,3),h)))))},e.prototype.invertToRefSIMD=function(e){var t,i,r,n,s,o,a,h,c,l,u=this.m,d=e.m,f=SIMD.float32x4.load(u,0),p=SIMD.float32x4.load(u,4),m=SIMD.float32x4.load(u,8),_=SIMD.float32x4.load(u,12);return s=SIMD.float32x4.shuffle(f,p,0,1,4,5),i=SIMD.float32x4.shuffle(m,_,0,1,4,5),t=SIMD.float32x4.shuffle(s,i,0,2,4,6),i=SIMD.float32x4.shuffle(i,s,1,3,5,7),s=SIMD.float32x4.shuffle(f,p,2,3,6,7),n=SIMD.float32x4.shuffle(m,_,2,3,6,7),r=SIMD.float32x4.shuffle(s,n,0,2,4,6),n=SIMD.float32x4.shuffle(n,s,1,3,5,7),s=SIMD.float32x4.mul(r,n),s=SIMD.float32x4.swizzle(s,1,0,3,2),o=SIMD.float32x4.mul(i,s),a=SIMD.float32x4.mul(t,s),s=SIMD.float32x4.swizzle(s,2,3,0,1),o=SIMD.float32x4.sub(SIMD.float32x4.mul(i,s),o),a=SIMD.float32x4.sub(SIMD.float32x4.mul(t,s),a),a=SIMD.float32x4.swizzle(a,2,3,0,1),s=SIMD.float32x4.mul(i,r),s=SIMD.float32x4.swizzle(s,1,0,3,2),o=SIMD.float32x4.add(SIMD.float32x4.mul(n,s),o),c=SIMD.float32x4.mul(t,s),s=SIMD.float32x4.swizzle(s,2,3,0,1),o=SIMD.float32x4.sub(o,SIMD.float32x4.mul(n,s)),c=SIMD.float32x4.sub(SIMD.float32x4.mul(t,s),c),c=SIMD.float32x4.swizzle(c,2,3,0,1),s=SIMD.float32x4.mul(SIMD.float32x4.swizzle(i,2,3,0,1),n),s=SIMD.float32x4.swizzle(s,1,0,3,2),r=SIMD.float32x4.swizzle(r,2,3,0,1),o=SIMD.float32x4.add(SIMD.float32x4.mul(r,s),o),h=SIMD.float32x4.mul(t,s),s=SIMD.float32x4.swizzle(s,2,3,0,1),o=SIMD.float32x4.sub(o,SIMD.float32x4.mul(r,s)),h=SIMD.float32x4.sub(SIMD.float32x4.mul(t,s),h),h=SIMD.float32x4.swizzle(h,2,3,0,1),s=SIMD.float32x4.mul(t,i),s=SIMD.float32x4.swizzle(s,1,0,3,2),h=SIMD.float32x4.add(SIMD.float32x4.mul(n,s),h),c=SIMD.float32x4.sub(SIMD.float32x4.mul(r,s),c),s=SIMD.float32x4.swizzle(s,2,3,0,1),h=SIMD.float32x4.sub(SIMD.float32x4.mul(n,s),h),c=SIMD.float32x4.sub(c,SIMD.float32x4.mul(r,s)),s=SIMD.float32x4.mul(t,n),s=SIMD.float32x4.swizzle(s,1,0,3,2),a=SIMD.float32x4.sub(a,SIMD.float32x4.mul(r,s)),h=SIMD.float32x4.add(SIMD.float32x4.mul(i,s),h),s=SIMD.float32x4.swizzle(s,2,3,0,1),a=SIMD.float32x4.add(SIMD.float32x4.mul(r,s),a),h=SIMD.float32x4.sub(h,SIMD.float32x4.mul(i,s)),s=SIMD.float32x4.mul(t,r),s=SIMD.float32x4.swizzle(s,1,0,3,2),a=SIMD.float32x4.add(SIMD.float32x4.mul(n,s),a),c=SIMD.float32x4.sub(c,SIMD.float32x4.mul(i,s)),s=SIMD.float32x4.swizzle(s,2,3,0,1),a=SIMD.float32x4.sub(a,SIMD.float32x4.mul(n,s)),c=SIMD.float32x4.add(SIMD.float32x4.mul(i,s),c),l=SIMD.float32x4.mul(t,o),l=SIMD.float32x4.add(SIMD.float32x4.swizzle(l,2,3,0,1),l),l=SIMD.float32x4.add(SIMD.float32x4.swizzle(l,1,0,3,2),l),s=SIMD.float32x4.reciprocalApproximation(l),l=SIMD.float32x4.sub(SIMD.float32x4.add(s,s),SIMD.float32x4.mul(l,SIMD.float32x4.mul(s,s))),l=SIMD.float32x4.swizzle(l,0,0,0,0),o=SIMD.float32x4.mul(l,o),a=SIMD.float32x4.mul(l,a),h=SIMD.float32x4.mul(l,h),c=SIMD.float32x4.mul(l,c),SIMD.float32x4.store(d,0,o),SIMD.float32x4.store(d,4,a),SIMD.float32x4.store(d,8,h),SIMD.float32x4.store(d,12,c),this},e.LookAtLHToRefSIMD=function(e,t,i,r){var n=r.m,s=SIMD.float32x4(t.x,t.y,t.z,0),o=SIMD.float32x4(e.x,e.y,e.z,0),a=SIMD.float32x4(i.x,i.y,i.z,0),h=SIMD.float32x4.sub(s,o),c=SIMD.float32x4.mul(h,h);c=SIMD.float32x4.add(c,SIMD.float32x4.add(SIMD.float32x4.swizzle(c,1,2,0,3),SIMD.float32x4.swizzle(c,2,0,1,3))),h=SIMD.float32x4.mul(h,SIMD.float32x4.reciprocalSqrtApproximation(c)),c=SIMD.float32x4.mul(a,a),c=SIMD.float32x4.add(c,SIMD.float32x4.add(SIMD.float32x4.swizzle(c,1,2,0,3),SIMD.float32x4.swizzle(c,2,0,1,3))),a=SIMD.float32x4.mul(a,SIMD.float32x4.reciprocalSqrtApproximation(c));var l=SIMD.float32x4.sub(SIMD.float32x4.mul(SIMD.float32x4.swizzle(h,1,2,0,3),SIMD.float32x4.swizzle(a,2,0,1,3)),SIMD.float32x4.mul(SIMD.float32x4.swizzle(h,2,0,1,3),SIMD.float32x4.swizzle(a,1,2,0,3)));c=SIMD.float32x4.mul(l,l),c=SIMD.float32x4.add(c,SIMD.float32x4.add(SIMD.float32x4.swizzle(c,1,2,0,3),SIMD.float32x4.swizzle(c,2,0,1,3))),l=SIMD.float32x4.mul(l,SIMD.float32x4.reciprocalSqrtApproximation(c));var u=SIMD.float32x4.sub(SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,1,2,0,3),SIMD.float32x4.swizzle(h,2,0,1,3)),SIMD.float32x4.mul(SIMD.float32x4.swizzle(l,2,0,1,3),SIMD.float32x4.swizzle(h,1,2,0,3)));c=SIMD.float32x4.mul(l,l),c=SIMD.float32x4.add(c,SIMD.float32x4.add(SIMD.float32x4.swizzle(c,1,2,0,3),SIMD.float32x4.swizzle(c,2,0,1,3))),l=SIMD.float32x4.mul(l,SIMD.float32x4.reciprocalSqrtApproximation(c));var d=SIMD.float32x4.splat(0);l=SIMD.float32x4.neg(l);var f=SIMD.float32x4.shuffle(l,u,0,1,4,5),p=SIMD.float32x4.shuffle(h,d,0,1,4,5),m=SIMD.float32x4.shuffle(f,p,0,2,4,6),_=SIMD.float32x4.shuffle(f,p,1,3,5,7);f=SIMD.float32x4.shuffle(l,u,2,3,6,7),p=SIMD.float32x4.shuffle(h,d,2,3,6,7);var g=SIMD.float32x4.shuffle(f,p,0,2,4,6),v=SIMD.float32x4(0,0,0,1),y=SIMD.float32x4(1,0,0,0),x=SIMD.float32x4(0,1,0,0),E=SIMD.float32x4(0,0,1,0),T=SIMD.float32x4.neg(o);T=SIMD.float32x4.withW(T,1),SIMD.float32x4.store(n,0,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(y,0,0,0,0),m),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(y,1,1,1,1),_),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(y,2,2,2,2),g),SIMD.float32x4.mul(SIMD.float32x4.swizzle(y,3,3,3,3),v))))),SIMD.float32x4.store(n,4,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(x,0,0,0,0),m),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(x,1,1,1,1),_),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(x,2,2,2,2),g),SIMD.float32x4.mul(SIMD.float32x4.swizzle(x,3,3,3,3),v))))),SIMD.float32x4.store(n,8,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(E,0,0,0,0),m),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(E,1,1,1,1),_),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(E,2,2,2,2),g),SIMD.float32x4.mul(SIMD.float32x4.swizzle(E,3,3,3,3),v))))),SIMD.float32x4.store(n,12,SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(T,0,0,0,0),m),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(T,1,1,1,1),_),SIMD.float32x4.add(SIMD.float32x4.mul(SIMD.float32x4.swizzle(T,2,2,2,2),g),SIMD.float32x4.mul(SIMD.float32x4.swizzle(T,3,3,3,3),v)))))},e}();e.SIMDMatrix=i;var r=e.Matrix.prototype.multiplyToArray,n=e.Matrix.prototype.invertToRef,s=e.Matrix.LookAtLHToRef,o=e.Vector3.TransformCoordinatesToRef,a=e.Vector3.TransformCoordinatesFromFloatsToRef,h=function(){function h(){}return Object.defineProperty(h,"IsEnabled",{get:function(){return h._isEnabled},enumerable:!0,configurable:!0}),h.DisableSIMD=function(){e.Matrix.prototype.multiplyToArray=r,e.Matrix.prototype.invertToRef=n,e.Matrix.LookAtLHToRef=s,e.Vector3.TransformCoordinatesToRef=o,e.Vector3.TransformCoordinatesFromFloatsToRef=a,h._isEnabled=!1},h.EnableSIMD=function(){void 0!==window.SIMD&&(e.Matrix.prototype.multiplyToArray=i.prototype.multiplyToArraySIMD,e.Matrix.prototype.invertToRef=i.prototype.invertToRefSIMD,e.Matrix.LookAtLHToRef=i.LookAtLHToRefSIMD,e.Vector3.TransformCoordinatesToRef=t.TransformCoordinatesToRefSIMD,e.Vector3.TransformCoordinatesFromFloatsToRef=t.TransformCoordinatesFromFloatsToRefSIMD,Object.defineProperty(e.Vector3.prototype,"x",{get:function(){return this._data[0]},set:function(e){this._data||(this._data=new Float32Array(3)),this._data[0]=e}}),Object.defineProperty(e.Vector3.prototype,"y",{get:function(){return this._data[1]},set:function(e){this._data[1]=e}}),Object.defineProperty(e.Vector3.prototype,"z",{get:function(){return this._data[2]},set:function(e){this._data[2]=e}}),h._isEnabled=!0)},h._isEnabled=!1,h}();e.SIMDHelper=h}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){t.call(this,i,r),this._textures={},this._floats={},this._floatsArrays={},this._colors3={},this._colors4={},this._vectors2={},this._vectors3={},this._vectors4={},this._matrices={},this._matrices3x3={},this._matrices2x2={},this._cachedWorldViewMatrix=new e.Matrix,this._shaderPath=n,s.needAlphaBlending=s.needAlphaBlending||!1,s.needAlphaTesting=s.needAlphaTesting||!1,s.attributes=s.attributes||["position","normal","uv"],s.uniforms=s.uniforms||["worldViewProjection"],s.samplers=s.samplers||[],s.defines=s.defines||[],this._options=s}return __extends(i,t),i.prototype.needAlphaBlending=function(){return this._options.needAlphaBlending},i.prototype.needAlphaTesting=function(){return this._options.needAlphaTesting},i.prototype._checkUniform=function(e){-1===this._options.uniforms.indexOf(e)&&this._options.uniforms.push(e)},i.prototype.setTexture=function(e,t){return-1===this._options.samplers.indexOf(e)&&this._options.samplers.push(e),this._textures[e]=t,this},i.prototype.setFloat=function(e,t){return this._checkUniform(e),this._floats[e]=t,this},i.prototype.setFloats=function(e,t){return this._checkUniform(e),this._floatsArrays[e]=t,this},i.prototype.setColor3=function(e,t){return this._checkUniform(e),this._colors3[e]=t,this},i.prototype.setColor4=function(e,t){return this._checkUniform(e),this._colors4[e]=t,this},i.prototype.setVector2=function(e,t){return this._checkUniform(e),this._vectors2[e]=t,this},i.prototype.setVector3=function(e,t){return this._checkUniform(e),this._vectors3[e]=t,this},i.prototype.setVector4=function(e,t){return this._checkUniform(e),this._vectors4[e]=t,this},i.prototype.setMatrix=function(e,t){return this._checkUniform(e),this._matrices[e]=t,this},i.prototype.setMatrix3x3=function(e,t){return this._checkUniform(e),this._matrices3x3[e]=t,this},i.prototype.setMatrix2x2=function(e,t){return this._checkUniform(e),this._matrices2x2[e]=t,this},i.prototype.isReady=function(t,i){var r=this.getScene(),n=r.getEngine();if(!this.checkReadyOnEveryCall&&this._renderId===r.getRenderId())return!0;var s=[],o=new e.EffectFallbacks;i&&s.push("#define INSTANCES");for(var a=0;a<this._options.defines.length;a++)s.push(this._options.defines[a]);t&&t.useBones&&t.computeBonesUsingShaders&&(s.push("#define NUM_BONE_INFLUENCERS "+t.numBoneInfluencers),s.push("#define BonesPerMesh "+(t.skeleton.bones.length+1)),o.addCPUSkinningFallback(0,t)),n.getAlphaTesting()&&s.push("#define ALPHATEST");var h=this._effect,c=s.join("\n");return this._effect=n.createEffect(this._shaderPath,this._options.attributes,this._options.uniforms,this._options.samplers,c,o,this.onCompiled,this.onError),this._effect.isReady()?(h!==this._effect&&r.resetCachedMaterial(),this._renderId=r.getRenderId(),!0):!1},i.prototype.bindOnlyWorldMatrix=function(e){var t=this.getScene();-1!==this._options.uniforms.indexOf("world")&&this._effect.setMatrix("world",e),-1!==this._options.uniforms.indexOf("worldView")&&(e.multiplyToRef(t.getViewMatrix(),this._cachedWorldViewMatrix),this._effect.setMatrix("worldView",this._cachedWorldViewMatrix)),-1!==this._options.uniforms.indexOf("worldViewProjection")&&this._effect.setMatrix("worldViewProjection",e.multiply(t.getTransformMatrix()))},i.prototype.bind=function(e,i){if(this.bindOnlyWorldMatrix(e),this.getScene().getCachedMaterial()!==this){-1!==this._options.uniforms.indexOf("view")&&this._effect.setMatrix("view",this.getScene().getViewMatrix()),-1!==this._options.uniforms.indexOf("projection")&&this._effect.setMatrix("projection",this.getScene().getProjectionMatrix()),-1!==this._options.uniforms.indexOf("viewProjection")&&this._effect.setMatrix("viewProjection",this.getScene().getTransformMatrix()),i&&i.useBones&&i.computeBonesUsingShaders&&this._effect.setMatrices("mBones",i.skeleton.getTransformMatrices());for(var r in this._textures)this._effect.setTexture(r,this._textures[r]);for(r in this._floats)this._effect.setFloat(r,this._floats[r]);for(r in this._floatsArrays)this._effect.setArray(r,this._floatsArrays[r]);for(r in this._colors3)this._effect.setColor3(r,this._colors3[r]);for(r in this._colors4){var n=this._colors4[r];this._effect.setFloat4(r,n.r,n.g,n.b,n.a)}for(r in this._vectors2)this._effect.setVector2(r,this._vectors2[r]);for(r in this._vectors3)this._effect.setVector3(r,this._vectors3[r]);for(r in this._vectors4)this._effect.setVector4(r,this._vectors4[r]);for(r in this._matrices)this._effect.setMatrix(r,this._matrices[r]);for(r in this._matrices3x3)this._effect.setMatrix3x3(r,this._matrices3x3[r]);for(r in this._matrices2x2)this._effect.setMatrix2x2(r,this._matrices2x2[r])}t.prototype.bind.call(this,e,i)},i.prototype.clone=function(e){var t=new i(e,this.getScene(),this._shaderPath,this._options);return t},i.prototype.dispose=function(e){for(var i in this._textures)this._textures[i].dispose();this._textures={},t.prototype.dispose.call(this,e)},i.prototype.serialize=function(){var e=t.prototype.serialize.call(this);e.options=this._options,e.shaderPath=this._shaderPath,e.customType="BABYLON.ShaderMaterial",e.textures={};for(var i in this._textures)e.textures[i]=this._textures[i].serialize();e.floats={};for(i in this._floats)e.floats[i]=this._floats[i];e.floatArrays={};for(i in this._floatsArrays)e.floatArrays[i]=this._floatsArrays[i];e.colors3={};for(i in this._colors3)e.colors3[i]=this._colors3[i].asArray();e.colors4={};for(i in this._colors4)e.colors4[i]=this._colors4[i].asArray();e.vectors2={};for(i in this._vectors2)e.vectors2[i]=this._vectors2[i].asArray();e.vectors3={};for(i in this._vectors3)e.vectors3[i]=this._vectors3[i].asArray();e.vectors4={};for(i in this._vectors4)e.vectors4[i]=this._vectors4[i].asArray();e.matrices={};for(i in this._matrices)e.matrices[i]=this._matrices[i].asArray();e.matrices3x3={};for(i in this._matrices3x3)e.matrices3x3[i]=this._matrices3x3[i];e.matrices2x2={};for(i in this._matrices2x2)e.matrices2x2[i]=this._matrices2x2[i];return e},i.Parse=function(t,r,n){var s=new i(t.name,r,t.shaderPath,t.options);for(var o in t.textures)s.setTexture(o,e.Texture.Parse(t.textures[o],r,n));for(o in t.floats)s.setFloat(o,t.floats[o]);for(o in t.floatsArrays)s.setFloats(o,t.floatsArrays[o]);for(o in t.colors3)s.setColor3(o,e.Color3.FromArray(t.colors3[o]));for(o in t.colors4)s.setColor4(o,e.Color4.FromArray(t.colors4[o]));for(o in t.vectors2)s.setVector2(o,e.Vector2.FromArray(t.vectors2[o]));for(o in t.vectors3)s.setVector3(o,e.Vector3.FromArray(t.vectors3[o]));for(o in t.vectors4)s.setVector4(o,e.Vector4.FromArray(t.vectors4[o]));for(o in t.matrices)s.setMatrix(o,e.Matrix.FromArray(t.matrices[o]));for(o in t.matrices3x3)s.setMatrix3x3(o,t.matrices3x3[o]);for(o in t.matrices2x2)s.setMatrix2x2(o,t.matrices2x2[o]);return s},i}(e.Material);e.ShaderMaterial=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t;!function(t){function i(e){return e.charCodeAt(0)+(e.charCodeAt(1)<<8)+(e.charCodeAt(2)<<16)+(e.charCodeAt(3)<<24)}function r(e){return String.fromCharCode(255&e,e>>8&255,e>>16&255,e>>24&255)}var n=542327876,s=131072,o=512,a=4,h=64,c=131072,l=i("DXT1"),u=i("DXT3"),d=i("DXT5"),f=31,p=0,m=1,_=2,g=3,v=4,y=7,x=20,E=21,T=22,M=28,A=function(){function t(){}return t.GetDDSInfo=function(e){var t=new Int32Array(e,0,f),i=1;return t[_]&s&&(i=Math.max(1,t[y])),{width:t[v],height:t[g],mipmapCount:i,isFourCC:(t[x]&a)===a,isRGB:(t[x]&h)===h,isLuminance:(t[x]&c)===c,isCube:(t[M]&o)===o}},t.GetRGBAArrayBuffer=function(e,t,i,r,n){for(var s=new Uint8Array(r),o=new Uint8Array(n),a=0,h=t-1;h>=0;h--)for(var c=0;e>c;c++){var l=i+4*(c+h*e);s[a+2]=o[l],s[a+1]=o[l+1],s[a]=o[l+2],s[a+3]=o[l+3],a+=4}return s},t.GetRGBArrayBuffer=function(e,t,i,r,n){for(var s=new Uint8Array(r),o=new Uint8Array(n),a=0,h=t-1;h>=0;h--)for(var c=0;e>c;c++){var l=i+3*(c+h*e);s[a+2]=o[l],s[a+1]=o[l+1],s[a]=o[l+2],a+=3}return s},t.GetLuminanceArrayBuffer=function(e,t,i,r,n){for(var s=new Uint8Array(r),o=new Uint8Array(n),a=0,h=t-1;h>=0;h--)for(var c=0;e>c;c++){var l=i+(c+h*e);s[a]=o[l],a++}return s},t.UploadDDSLevels=function(i,o,a,h,c,x){var M,A,b,P,S,C,I,w,D,R,L=new Int32Array(a,0,f);if(L[p]!=n)return void e.Tools.Error("Invalid magic number in DDS header");if(!h.isFourCC&&!h.isRGB&&!h.isLuminance)return void e.Tools.Error("Unsupported format, must contain a FourCC, RGB or LUMINANCE code");if(h.isFourCC)switch(M=L[E]){case l:A=8,b=o.COMPRESSED_RGBA_S3TC_DXT1_EXT;break;case u:A=16,b=o.COMPRESSED_RGBA_S3TC_DXT3_EXT;break;case d:A=16,b=o.COMPRESSED_RGBA_S3TC_DXT5_EXT;break;default:return void console.error("Unsupported FourCC code:",r(M))}D=1,L[_]&s&&c!==!1&&(D=Math.max(1,L[y]));for(var O=L[T],B=0;x>B;B++){var F=1===x?i.TEXTURE_2D:i.TEXTURE_CUBE_MAP_POSITIVE_X+B;for(P=L[v],S=L[g],I=L[m]+4,R=0;D>R;++R){if(h.isRGB)24===O?(C=P*S*3,w=t.GetRGBArrayBuffer(P,S,I,C,a),i.texImage2D(F,R,i.RGB,P,S,0,i.RGB,i.UNSIGNED_BYTE,w)):(C=P*S*4,w=t.GetRGBAArrayBuffer(P,S,I,C,a),i.texImage2D(F,R,i.RGBA,P,S,0,i.RGBA,i.UNSIGNED_BYTE,w));else if(h.isLuminance){var V=i.getParameter(i.UNPACK_ALIGNMENT),N=P,z=Math.floor((P+V-1)/V)*V;C=z*(S-1)+N,w=t.GetLuminanceArrayBuffer(P,S,I,C,a),i.texImage2D(F,R,i.LUMINANCE,P,S,0,i.LUMINANCE,i.UNSIGNED_BYTE,w)}else C=Math.max(4,P)/4*Math.max(4,S)/4*A,w=new Uint8Array(a,I,C),i.compressedTexImage2D(F,R,b,P,S,0,w);I+=C,P*=.5,S*=.5,P=Math.max(1,P),S=Math.max(1,S)}}},t}();t.DDSTools=A}(t=e.Internals||(e.Internals={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this._registeredMeshes=[],this._physicsMaterials=[],this.name="cannon",this.updateBodyPosition=function(t){for(var i=0;i<this._registeredMeshes.length;i++){var r=this._registeredMeshes[i];if(r.mesh===t||r.mesh===t.parent){var n=r.body,s=t.getBoundingInfo().boundingBox.center;if(n.position.set(s.x,s.y,s.z),n.quaternion.copy(t.rotationQuaternion),r.deltaRotation){var o=new CANNON.Quaternion(-.7071067811865475,0,0,.7071067811865475);n.quaternion=n.quaternion.mult(o)}if(r.heightmap){var a=t.rotationQuaternion;t.rotationQuaternion=new e.Quaternion,t.computeWorldMatrix(!0);var s=t.getBoundingInfo().boundingBox.center.clone(),h=t.getPivotMatrix()||e.Matrix.Translation(0,0,0);t.rotationQuaternion=a;var c=e.Matrix.Translation(t.getBoundingInfo().boundingBox.extendSize.x,0,-t.getBoundingInfo().boundingBox.extendSize.z);t.setPivotMatrix(c),t.computeWorldMatrix(!0);var l=t.getBoundingInfo().boundingBox.center.subtract(s).subtract(t.position).negate();n.position=new CANNON.Vec3(l.x,l.y-t.getBoundingInfo().boundingBox.extendSize.y,l.z),r.delta=t.getBoundingInfo().boundingBox.center.subtract(s),r.delta.y+=t.getBoundingInfo().boundingBox.extendSize.y,t.setPivotMatrix(h),t.computeWorldMatrix(!0)}return}}}}return t.prototype.initialize=function(e){void 0===e&&(e=10),this._world=new CANNON.World,this._world.broadphase=new CANNON.NaiveBroadphase,this._world.solver.iterations=e},t.prototype._checkWithEpsilon=function(t){return t<e.PhysicsEngine.Epsilon?e.PhysicsEngine.Epsilon:t},t.prototype.runOneStep=function(e){var t=this;this._world.step(e),this._registeredMeshes.forEach(function(e){var i=e.body.position.x,r=e.body.position.y,n=e.body.position.z;e.mesh.position.x=i+e.delta.x,e.mesh.position.y=r+e.delta.y,e.mesh.position.z=n+e.delta.z,e.mesh.rotationQuaternion.copyFrom(e.body.quaternion),e.deltaRotation&&e.mesh.rotationQuaternion.multiplyInPlace(e.deltaRotation),e.mesh.onPhysicsCollide?e.collisionFunction||(e.collisionFunction=function(i){for(var r=0;r<t._registeredMeshes.length;r++)t._registeredMeshes[r].body==i.body&&e.mesh.onPhysicsCollide(t._registeredMeshes[r].mesh)},e.body.addEventListener("collide",e.collisionFunction)):e.collisionFunction&&e.body.removeEventListener("collide",e.collisionFunction)})},t.prototype.setGravity=function(e){this._gravity=e,this._world.gravity.set(e.x,e.y,e.z)},t.prototype.getGravity=function(){return this._gravity},t.prototype.registerMesh=function(t,i,r){this.unregisterMesh(t),t.rotationQuaternion||(t.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(t.rotation.y,t.rotation.x,t.rotation.z)),t.computeWorldMatrix(!0);var n=this._createShape(t,i);return this._createRigidBodyFromShape(n,t,r)},t.prototype._createShape=function(t,i){var r=t.rotationQuaternion;t.rotationQuaternion=new e.Quaternion(0,0,0,1),t.computeWorldMatrix(!0);var n;switch(i){case e.PhysicsEngine.SphereImpostor:var s=t.getBoundingInfo().boundingBox,o=s.maximumWorld.x-s.minimumWorld.x,a=s.maximumWorld.y-s.minimumWorld.y,h=s.maximumWorld.z-s.minimumWorld.z;n=new CANNON.Sphere(Math.max(this._checkWithEpsilon(o),this._checkWithEpsilon(a),this._checkWithEpsilon(h))/2);break;case e.PhysicsEngine.CylinderImpostor:e.Tools.Warn("CylinderImposter not yet implemented, using BoxImposter instead");case e.PhysicsEngine.BoxImpostor:s=t.getBoundingInfo().boundingBox;var c=s.minimumWorld,l=s.maximumWorld,u=l.subtract(c).scale(.5);n=new CANNON.Box(new CANNON.Vec3(this._checkWithEpsilon(u.x),this._checkWithEpsilon(u.y),this._checkWithEpsilon(u.z)));break;case e.PhysicsEngine.PlaneImpostor:e.Tools.Warn("Attention, Cannon.js PlaneImposter might not behave as you wish. Consider using BoxImposter instead"),n=new CANNON.Plane;break;case e.PhysicsEngine.MeshImpostor:var d=t.getVerticesData(e.VertexBuffer.PositionKind),f=t.getIndices();n=this._createConvexPolyhedron(d,f,t);break;case e.PhysicsEngine.HeightmapImpostor:n=this._createHeightmap(t)}return t.rotationQuaternion=r,n},t.prototype._createConvexPolyhedron=function(t,i,r){var n=[],s=[];r.computeWorldMatrix(!0);for(var o=e.Vector3.Zero(),a=0;a<t.length;a+=3)e.Vector3.TransformNormalFromFloatsToRef(t[a],t[a+1],t[a+2],r.getWorldMatrix(),o),n.push(new CANNON.Vec3(o.x,o.y,o.z));for(var h=0;h<i.length;h+=3)s.push([i[h],i[h+2],i[h+1]]);var c=new CANNON.ConvexPolyhedron(n,s);return c},t.prototype._createHeightmap=function(t,i){for(var r=t.getVerticesData(e.VertexBuffer.PositionKind),n=[],s=i||~~(Math.sqrt(r.length/3)-1),o=Math.min(t.getBoundingInfo().boundingBox.extendSize.x,t.getBoundingInfo().boundingBox.extendSize.z),a=2*o/s,h=t.getBoundingInfo().boundingBox.extendSize.y,c=0;c<r.length;c+=3){var l=Math.round(r[c+0]/a+s/2),u=Math.round(-1*(r[c+2]/a-s/2)),d=r[c+1]+h;n[l]||(n[l]=[]),n[l][u]||(n[l][u]=d),n[l][u]=Math.max(d,n[l][u])}for(var l=0;s>=l;++l){if(!n[l]){for(var f=1;!n[(l+f)%s];)f++;n[l]=n[(l+f)%s].slice()}for(var u=0;s>=u;++u)if(!n[l][u]){for(var p,f=1;void 0===p;)p=n[l][(u+f++)%s];n[l][u]=p}}var m=new CANNON.Heightfield(n,{elementSize:a});return m.minY=h,m},t.prototype._addMaterial=function(e,t){var i,r;for(i=0;i<this._physicsMaterials.length;i++)if(r=this._physicsMaterials[i],r.friction===e&&r.restitution===t)return r;var n=new CANNON.Material("mat");for(this._physicsMaterials.push(n),i=0;i<this._physicsMaterials.length;i++){r=this._physicsMaterials[i];var s=new CANNON.ContactMaterial(r,n,{friction:e,restitution:t});this._world.addContactMaterial(s)}return n},t.prototype._createRigidBodyFromShape=function(t,i,r){i.rotationQuaternion||(i.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(i.rotation.y,i.rotation.x,i.rotation.z));var n,s=i.getBoundingInfo().boundingBox,o=i.position.subtract(s.center),a=this._addMaterial(r.friction,r.restitution),h=new CANNON.Body({mass:r.mass,material:a,position:new CANNON.Vec3(s.center.x,s.center.y,s.center.z)});if(h.quaternion=new CANNON.Quaternion(i.rotationQuaternion.x,i.rotationQuaternion.y,i.rotationQuaternion.z,i.rotationQuaternion.w),t.type===CANNON.Shape.types.PLANE||t.type===CANNON.Shape.types.HEIGHTFIELD){var c=new CANNON.Quaternion(-.7071067811865475,0,0,.7071067811865475);h.quaternion=h.quaternion.mult(c),n=new e.Quaternion(.7071067811865475,0,0,.7071067811865475)}if(t.type===CANNON.Shape.types.HEIGHTFIELD){var l=i.rotationQuaternion;i.rotationQuaternion=new e.Quaternion,i.computeWorldMatrix(!0);var u=i.getBoundingInfo().boundingBox.center.clone(),d=i.getPivotMatrix()||e.Matrix.Translation(0,0,0);i.rotationQuaternion=l;var f=e.Matrix.Translation(i.getBoundingInfo().boundingBox.extendSize.x,0,-i.getBoundingInfo().boundingBox.extendSize.z);i.setPivotMatrix(f),i.computeWorldMatrix(!0);var p=i.getBoundingInfo().boundingBox.center.subtract(u).subtract(i.position).negate();h.position=new CANNON.Vec3(p.x,p.y-i.getBoundingInfo().boundingBox.extendSize.y,p.z),o=i.getBoundingInfo().boundingBox.center.subtract(u),o.y+=i.getBoundingInfo().boundingBox.extendSize.y,i.setPivotMatrix(d),i.computeWorldMatrix(!0)}return h.addShape(t),this._world.add(h),this._registeredMeshes.push({mesh:i,body:h,material:a,delta:o,deltaRotation:n,heightmap:t.type===CANNON.Shape.types.HEIGHTFIELD}),h},t.prototype.registerMeshesAsCompound=function(e,t){var i=e[0].mesh;this.unregisterMesh(i),i.computeWorldMatrix(!0);for(var r=this._createShape(i,e[0].impostor),n=this._createRigidBodyFromShape(r,i,t),s=1;s<e.length;s++){var o=e[s].mesh;o.computeWorldMatrix(!0);var a=this._createShape(o,e[s].impostor),h=o.position;n.addShape(a,new CANNON.Vec3(h.x,h.y,h.z))}return n},t.prototype._unbindBody=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];i.body===e&&(this._world.remove(i.body),i.body=null,i.delta=null,i.deltaRotation=null)}},t.prototype.unregisterMesh=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];if(i.mesh===e)return i.body&&this._unbindBody(i.body),void this._registeredMeshes.splice(t,1)}},t.prototype.applyImpulse=function(e,t,i){for(var r=new CANNON.Vec3(i.x,i.y,i.z),n=new CANNON.Vec3(t.x,t.y,t.z),s=0;s<this._registeredMeshes.length;s++){var o=this._registeredMeshes[s];if(o.mesh===e)return void o.body.applyImpulse(n,r)}},t.prototype.createLink=function(e,t,i,r){for(var n=null,s=null,o=0;o<this._registeredMeshes.length;o++){var a=this._registeredMeshes[o];a.mesh===e?n=a.body:a.mesh===t&&(s=a.body)}if(!n||!s)return!1;var h=new CANNON.PointToPointConstraint(n,new CANNON.Vec3(i.x,i.y,i.z),s,new CANNON.Vec3(r.x,r.y,r.z));return this._world.addConstraint(h),!0},t.prototype.dispose=function(){for(;this._registeredMeshes.length;)this.unregisterMesh(this._registeredMeshes[0].mesh)},t.prototype.isSupported=function(){return void 0!==window.CANNON},t.prototype.getWorldObject=function(){return this._world},t.prototype.getPhysicsBodyOfMesh=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];if(i.mesh===e)return i.body}return null},t}();e.CannonJSPlugin=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this._registeredMeshes=[],this.name="oimo",this.updateBodyPosition=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i,r=this._registeredMeshes[t],n=r.body.body,s=!1;r.mesh===e||r.mesh===e.parent?(e.computeWorldMatrix(!0),i=e.getBoundingInfo().boundingBox.center,s=!0):r.mesh.parent===e&&(e.computeWorldMatrix(!0),r.mesh.computeWorldMatrix(!0),i=r.mesh.getAbsolutePosition(),s=!0),s&&(n.setPosition(new OIMO.Vec3(i.x,i.y,i.z)),n.setQuaternion(e.rotationQuaternion),n.sleeping=!1,n.updatePosition(1))}}}return t.prototype._checkWithEpsilon=function(t){return t<e.PhysicsEngine.Epsilon?e.PhysicsEngine.Epsilon:t},t.prototype.initialize=function(e){this._world=new OIMO.World(null,null,e),this._world.clear()},t.prototype.setGravity=function(e){this._gravity=this._world.gravity=e},t.prototype.getGravity=function(){return this._gravity},t.prototype.registerMesh=function(t,i,r){this.unregisterMesh(t),t.rotationQuaternion||(t.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(t.rotation.y,t.rotation.x,t.rotation.z)),t.computeWorldMatrix(!0);var n=t.getBoundingInfo().boundingBox,s=t.position.subtract(n.center),o=(new OIMO.Euler).setFromQuaternion({x:t.rotationQuaternion.x,y:t.rotationQuaternion.y,z:t.rotationQuaternion.z,s:t.rotationQuaternion.w}),a=t.rotationQuaternion;t.rotationQuaternion=new e.Quaternion(0,0,0,1),t.computeWorldMatrix(!0);var h={name:t.uniqueId,pos:[n.center.x,n.center.y,n.center.z],rot:[o.x/OIMO.TO_RAD,o.y/OIMO.TO_RAD,o.z/OIMO.TO_RAD],move:0!=r.mass,config:[r.mass,r.friction,r.restitution],world:this._world};switch(i){case e.PhysicsEngine.SphereImpostor:var c=n.maximumWorld.x-n.minimumWorld.x,l=n.maximumWorld.y-n.minimumWorld.y,u=n.maximumWorld.z-n.minimumWorld.z,d=Math.max(this._checkWithEpsilon(c),this._checkWithEpsilon(l),this._checkWithEpsilon(u))/2;h.type="sphere",h.size=[d];break;case e.PhysicsEngine.PlaneImpostor:case e.PhysicsEngine.CylinderImpostor:case e.PhysicsEngine.BoxImpostor:var f=n.minimumWorld,p=n.maximumWorld,m=p.subtract(f),_=this._checkWithEpsilon(m.x),g=this._checkWithEpsilon(m.y),v=this._checkWithEpsilon(m.z);h.type="box",h.size=[_,g,v]}var y=new OIMO.Body(h);return this._registeredMeshes.push({mesh:t,body:y,delta:s}),t.rotationQuaternion=a,y},t.prototype.registerMeshesAsCompound=function(e,t){for(var i=[],r=[],n=[],s=[],o=e[0].mesh,a=0;a<e.length;a++){var h=e[a],c=this._createBodyAsCompound(h,t,o);i.push(c.type),r.push.apply(r,c.size),n.push.apply(n,c.pos),s.push.apply(s,c.rot)}var l=new OIMO.Body({name:o.uniqueId,type:i,size:r,pos:n,rot:s,move:0!=t.mass,config:[t.mass,t.friction,t.restitution],world:this._world}),u=(new OIMO.Euler).setFromQuaternion({x:o.rotationQuaternion.x,y:o.rotationQuaternion.y,z:o.rotationQuaternion.z,s:o.rotationQuaternion.w});return l.resetRotation(u.x/OIMO.TO_RAD,u.y/OIMO.TO_RAD,u.z/OIMO.TO_RAD),this._registeredMeshes.push({mesh:o,body:l}),l},t.prototype._createBodyAsCompound=function(t,i,r){var n=t.mesh;n.rotationQuaternion||(n.rotationQuaternion=e.Quaternion.RotationYawPitchRoll(n.rotation.y,n.rotation.x,n.rotation.z)),n.computeWorldMatrix(!0);var s=(new OIMO.Euler).setFromQuaternion({x:n.rotationQuaternion.x,y:n.rotationQuaternion.y,z:n.rotationQuaternion.z,s:n.rotationQuaternion.w}),o={name:n.uniqueId,pos:[n.position.x,n.position.y,n.position.z],rot:[0,0,0],realRot:[s.x/OIMO.TO_RAD,s.y/OIMO.TO_RAD,s.z/OIMO.TO_RAD]},a=n.rotationQuaternion;switch(n.rotationQuaternion=new e.Quaternion(0,0,0,1),n.computeWorldMatrix(!0),t.impostor){case e.PhysicsEngine.SphereImpostor:var h=n.getBoundingInfo().boundingBox,c=h.maximumWorld.x-h.minimumWorld.x,l=h.maximumWorld.y-h.minimumWorld.y,u=h.maximumWorld.z-h.minimumWorld.z,d=Math.max(this._checkWithEpsilon(c),this._checkWithEpsilon(l),this._checkWithEpsilon(u))/2;o.type="sphere",o.size=[d,d,d];break;case e.PhysicsEngine.PlaneImpostor:case e.PhysicsEngine.CylinderImpostor:case e.PhysicsEngine.BoxImpostor:h=n.getBoundingInfo().boundingBox;var f=h.minimumWorld,p=h.maximumWorld,m=p.subtract(f),_=this._checkWithEpsilon(m.x),g=this._checkWithEpsilon(m.y),v=this._checkWithEpsilon(m.z);o.type="box",o.size=[_,g,v]}return n.rotationQuaternion=a,o},t.prototype.unregisterMesh=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];if(i.mesh===e||i.mesh===e.parent)return i.body&&(this._world.removeRigidBody(i.body.body),this._unbindBody(i.body)),void this._registeredMeshes.splice(t,1)}},t.prototype._unbindBody=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];i.body===e&&(i.body=null)}},t.prototype.applyImpulse=function(e,t,i){for(var r=0;r<this._registeredMeshes.length;r++){var n=this._registeredMeshes[r];if(n.mesh===e||n.mesh===e.parent){var s=n.body.body.massInfo.mass;return void n.body.body.applyImpulse(i.scale(OIMO.INV_SCALE),t.scale(OIMO.INV_SCALE*s))}}},t.prototype.createLink=function(e,t,i,r,n){for(var s=null,o=null,a=0;a<this._registeredMeshes.length;a++){var h=this._registeredMeshes[a];h.mesh===e?s=h.body.body:h.mesh===t&&(o=h.body.body)}return s&&o?(n||(n={}),new OIMO.Link({type:n.type,body1:s,body2:o,min:n.min,max:n.max,axe1:n.axe1,axe2:n.axe2,pos1:[i.x,i.y,i.z],pos2:[r.x,r.y,r.z],collision:n.collision,spring:n.spring,
world:this._world}),!0):!1},t.prototype.dispose=function(){for(this._world.clear();this._registeredMeshes.length;)this.unregisterMesh(this._registeredMeshes[0].mesh)},t.prototype.isSupported=function(){return void 0!==OIMO},t.prototype.getWorldObject=function(){return this._world},t.prototype.getPhysicsBodyOfMesh=function(e){for(var t=0;t<this._registeredMeshes.length;t++){var i=this._registeredMeshes[t];if(i.mesh===e)return i.body}return null},t.prototype._getLastShape=function(e){for(var t=e.shapes;t.next;)t=t.next;return t},t.prototype.runOneStep=function(t){this._world.step();for(var i=this._registeredMeshes.length;i--;){var r=this._registeredMeshes[i].body.body,n=this._registeredMeshes[i].mesh;if(this._registeredMeshes[i].delta||(this._registeredMeshes[i].delta=e.Vector3.Zero()),!r.sleeping){if(r.shapes.next){var s=this._getLastShape(r);n.position.x=s.position.x*OIMO.WORLD_SCALE,n.position.y=s.position.y*OIMO.WORLD_SCALE,n.position.z=s.position.z*OIMO.WORLD_SCALE}else n.position.copyFrom(r.getPosition()).addInPlace(this._registeredMeshes[i].delta);n.rotationQuaternion.copyFrom(r.getQuaternion()),n.computeWorldMatrix()}if(n.onPhysicsCollide)for(var o=(n.uniqueId,this._world.contacts);null!==o;){if((o.body1.name==n.uniqueId||o.body2.name==n.uniqueId)&&o.touching&&!o.body1.sleeping&&!o.body2.sleeping){var a=o.body1.name==n.uniqueId?o.body2.name:o.body1.name,h=n.getScene().getMeshByUniqueID(a);h&&n.onPhysicsCollide(h)}o=o.next}}},t}();e.OimoJSPlugin=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){e.call(this,t,"displayPass",["passSampler"],["passSampler"],i,r,n,s,o)}return __extends(t,e),t}(e.PostProcess);e.DisplayPassPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e,t,i){this.quality=e,this.distance=t,this.optimizeMesh=i}return e}();e.SimplificationSettings=t;var i=function(){function t(){this.running=!1,this._simplificationArray=[]}return t.prototype.addTask=function(e){this._simplificationArray.push(e)},t.prototype.executeNext=function(){var e=this._simplificationArray.pop();e?(this.running=!0,this.runSimplification(e)):this.running=!1},t.prototype.runSimplification=function(t){var i=this;if(t.parallelProcessing)t.settings.forEach(function(e){var r=i.getSimplifier(t);r.simplify(e,function(r){t.mesh.addLODLevel(e.distance,r),r.isVisible=!0,e.quality===t.settings[t.settings.length-1].quality&&t.successCallback&&t.successCallback(),i.executeNext()})});else{var r=this.getSimplifier(t),n=function(e,i){r.simplify(e,function(r){t.mesh.addLODLevel(e.distance,r),r.isVisible=!0,i()})};e.AsyncLoop.Run(t.settings.length,function(e){n(t.settings[e.index],function(){e.executeNext()})},function(){t.successCallback&&t.successCallback(),i.executeNext()})}},t.prototype.getSimplifier=function(e){switch(e.simplificationType){case r.QUADRATIC:default:return new h(e.mesh)}},t}();e.SimplificationQueue=i,function(e){e[e.QUADRATIC=0]="QUADRATIC"}(e.SimplificationType||(e.SimplificationType={}));var r=e.SimplificationType,n=function(){function e(e){this.vertices=e,this.error=new Array(4),this.deleted=!1,this.isDirty=!1,this.deletePending=!1,this.borderFactor=0}return e}();e.DecimationTriangle=n;var s=function(){function e(e,t){this.position=e,this.id=t,this.isBorder=!0,this.q=new o,this.triangleCount=0,this.triangleStart=0,this.originalOffsets=[]}return e.prototype.updatePosition=function(e){this.position.copyFrom(e)},e}();e.DecimationVertex=s;var o=function(){function e(e){this.data=new Array(10);for(var t=0;10>t;++t)e&&e[t]?this.data[t]=e[t]:this.data[t]=0}return e.prototype.det=function(e,t,i,r,n,s,o,a,h){var c=this.data[e]*this.data[n]*this.data[h]+this.data[i]*this.data[r]*this.data[a]+this.data[t]*this.data[s]*this.data[o]-this.data[i]*this.data[n]*this.data[o]-this.data[e]*this.data[s]*this.data[a]-this.data[t]*this.data[r]*this.data[h];return c},e.prototype.addInPlace=function(e){for(var t=0;10>t;++t)this.data[t]+=e.data[t]},e.prototype.addArrayInPlace=function(e){for(var t=0;10>t;++t)this.data[t]+=e[t]},e.prototype.add=function(t){for(var i=new e,r=0;10>r;++r)i.data[r]=this.data[r]+t.data[r];return i},e.FromData=function(t,i,r,n){return new e(e.DataFromNumbers(t,i,r,n))},e.DataFromNumbers=function(e,t,i,r){return[e*e,e*t,e*i,e*r,t*t,t*i,t*r,i*i,i*r,r*r]},e}();e.QuadraticMatrix=o;var a=function(){function e(e,t){this.vertexId=e,this.triangleId=t}return e}();e.Reference=a;var h=function(){function t(t){this._mesh=t,this.initialized=!1,this.syncIterations=5e3,this.aggressiveness=7,this.decimationIterations=100,this.boundingBoxEpsilon=e.Engine.Epsilon}return t.prototype.simplify=function(t,i){var r=this;this.initDecimatedMesh(),e.AsyncLoop.Run(this._mesh.subMeshes.length,function(e){r.initWithMesh(e.index,function(){r.runDecimation(t,e.index,function(){e.executeNext()})},t.optimizeMesh)},function(){setTimeout(function(){i(r._reconstructedMesh)},0)})},t.prototype.isTriangleOnBoundingBox=function(e){var t=this,i=0;return e.vertices.forEach(function(e){var r=0,n=e.position,s=t._mesh.getBoundingInfo().boundingBox;(s.maximum.x-n.x<t.boundingBoxEpsilon||n.x-s.minimum.x>t.boundingBoxEpsilon)&&++r,(s.maximum.y===n.y||n.y===s.minimum.y)&&++r,(s.maximum.z===n.z||n.z===s.minimum.z)&&++r,r>1&&++i}),i>1&&console.log(e,i),i>1},t.prototype.runDecimation=function(t,i,r){var n=this,s=~~(this.triangles.length*t.quality),o=0,a=this.triangles.length,h=function(t,i){setTimeout(function(){t%5===0&&n.updateMesh(0===t);for(var r=0;r<n.triangles.length;++r)n.triangles[r].isDirty=!1;var h=1e-9*Math.pow(t+3,n.aggressiveness),c=function(t){var i=~~((n.triangles.length/2+t)%n.triangles.length),r=n.triangles[i];if(r&&!(r.error[3]>h||r.deleted||r.isDirty))for(var s=0;3>s;++s)if(r.error[s]<h){var a=[],c=[],l=r.vertices[s],u=r.vertices[(s+1)%3];if(l.isBorder!==u.isBorder)continue;var d=e.Vector3.Zero(),f=e.Vector3.Zero(),p=e.Vector2.Zero(),m=new e.Color4(0,0,0,1);n.calculateError(l,u,d,f,p,m);var _=[];if(n.isFlipped(l,u,d,a,r.borderFactor,_))continue;if(n.isFlipped(u,l,d,c,r.borderFactor,_))continue;if(a.indexOf(!0)<0||c.indexOf(!0)<0)continue;var g=[];if(_.forEach(function(e){-1===g.indexOf(e)&&(e.deletePending=!0,g.push(e))}),g.length%2!==0)continue;l.q=u.q.add(l.q),l.updatePosition(d);var v=n.references.length;o=n.updateTriangles(l,l,a,o),o=n.updateTriangles(l,u,c,o);var y=n.references.length-v;if(y<=l.triangleCount){if(y)for(var x=0;y>x;x++)n.references[l.triangleStart+x]=n.references[v+x]}else l.triangleStart=v;l.triangleCount=y;break}};e.AsyncLoop.SyncAsyncForLoop(n.triangles.length,n.syncIterations,c,i,function(){return s>=a-o})},0)};e.AsyncLoop.Run(this.decimationIterations,function(e){s>=a-o?e.breakLoop():h(e.index,function(){e.executeNext()})},function(){setTimeout(function(){n.reconstructMesh(i),r()},0)})},t.prototype.initWithMesh=function(t,i,r){var o=this;this.vertices=[],this.triangles=[];var a=this._mesh.getVerticesData(e.VertexBuffer.PositionKind),h=this._mesh.getIndices(),c=this._mesh.subMeshes[t],l=function(e){if(r)for(var t=0;t<o.vertices.length;++t)if(o.vertices[t].position.equals(e))return o.vertices[t];return null},u=[],d=function(t){var i=t+c.verticesStart,r=e.Vector3.FromArray(a,3*i),n=l(r)||new s(r,o.vertices.length);n.originalOffsets.push(i),n.id===o.vertices.length&&o.vertices.push(n),u.push(n.id)},f=c.verticesCount;e.AsyncLoop.SyncAsyncForLoop(f,this.syncIterations/4>>0,d,function(){var t=function(e){var t=c.indexStart/3+e,i=3*t,r=h[i+0],s=h[i+1],a=h[i+2],l=o.vertices[u[r-c.verticesStart]],d=o.vertices[u[s-c.verticesStart]],f=o.vertices[u[a-c.verticesStart]],p=new n([l,d,f]);p.originalOffset=i,o.triangles.push(p)};e.AsyncLoop.SyncAsyncForLoop(c.indexCount/3,o.syncIterations,t,function(){o.init(i)})})},t.prototype.init=function(t){var i=this,r=function(t){var r=i.triangles[t];r.normal=e.Vector3.Cross(r.vertices[1].position.subtract(r.vertices[0].position),r.vertices[2].position.subtract(r.vertices[0].position)).normalize();for(var n=0;3>n;n++)r.vertices[n].q.addArrayInPlace(o.DataFromNumbers(r.normal.x,r.normal.y,r.normal.z,-e.Vector3.Dot(r.normal,r.vertices[0].position)))};e.AsyncLoop.SyncAsyncForLoop(this.triangles.length,this.syncIterations,r,function(){var r=function(e){for(var t=i.triangles[e],r=0;3>r;++r)t.error[r]=i.calculateError(t.vertices[r],t.vertices[(r+1)%3]);t.error[3]=Math.min(t.error[0],t.error[1],t.error[2])};e.AsyncLoop.SyncAsyncForLoop(i.triangles.length,i.syncIterations,r,function(){i.initialized=!0,t()})})},t.prototype.reconstructMesh=function(t){var i,r=[];for(i=0;i<this.vertices.length;++i)this.vertices[i].triangleCount=0;var n,s;for(i=0;i<this.triangles.length;++i)if(!this.triangles[i].deleted){for(n=this.triangles[i],s=0;3>s;++s)n.vertices[s].triangleCount=1;r.push(n)}var o=this._reconstructedMesh.getVerticesData(e.VertexBuffer.PositionKind)||[],a=this._reconstructedMesh.getVerticesData(e.VertexBuffer.NormalKind)||[],h=this._reconstructedMesh.getVerticesData(e.VertexBuffer.UVKind)||[],c=this._reconstructedMesh.getVerticesData(e.VertexBuffer.ColorKind)||[],l=this._mesh.getVerticesData(e.VertexBuffer.NormalKind),u=this._mesh.getVerticesData(e.VertexBuffer.UVKind),d=this._mesh.getVerticesData(e.VertexBuffer.ColorKind),f=0;for(i=0;i<this.vertices.length;++i){var p=this.vertices[i];p.id=f,p.triangleCount&&p.originalOffsets.forEach(function(e){o.push(p.position.x),o.push(p.position.y),o.push(p.position.z),a.push(l[3*e]),a.push(l[3*e+1]),a.push(l[3*e+2]),u&&u.length?(h.push(u[2*e]),h.push(u[2*e+1])):d&&d.length&&(c.push(d[4*e]),c.push(d[4*e+1]),c.push(d[4*e+2]),c.push(d[4*e+3])),++f})}var m=this._reconstructedMesh.getTotalIndices(),_=this._reconstructedMesh.getTotalVertices(),g=this._reconstructedMesh.subMeshes;this._reconstructedMesh.subMeshes=[];var v=this._reconstructedMesh.getIndices(),y=this._mesh.getIndices();for(i=0;i<r.length;++i)n=r[i],[0,1,2].forEach(function(e){var t=y[n.originalOffset+e],i=n.vertices[e].originalOffsets.indexOf(t);0>i&&(i=0),v.push(n.vertices[e].id+i+_)});this._reconstructedMesh.setIndices(v),this._reconstructedMesh.setVerticesData(e.VertexBuffer.PositionKind,o),this._reconstructedMesh.setVerticesData(e.VertexBuffer.NormalKind,a),h.length>0&&this._reconstructedMesh.setVerticesData(e.VertexBuffer.UVKind,h),c.length>0&&this._reconstructedMesh.setVerticesData(e.VertexBuffer.ColorKind,c);var x=this._mesh.subMeshes[t];if(t>0){this._reconstructedMesh.subMeshes=[],g.forEach(function(t){new e.SubMesh(t.materialIndex,t.verticesStart,t.verticesCount,t.indexStart,t.indexCount,t.getMesh())});new e.SubMesh(x.materialIndex,_,f,m,3*r.length,this._reconstructedMesh)}},t.prototype.initDecimatedMesh=function(){this._reconstructedMesh=new e.Mesh(this._mesh.name+"Decimated",this._mesh.getScene()),this._reconstructedMesh.material=this._mesh.material,this._reconstructedMesh.parent=this._mesh.parent,this._reconstructedMesh.isVisible=!1},t.prototype.isFlipped=function(t,i,r,n,s,o){for(var a=0;a<t.triangleCount;++a){var h=this.triangles[this.references[t.triangleStart+a].triangleId];if(!h.deleted){var c=this.references[t.triangleStart+a].vertexId,l=h.vertices[(c+1)%3],u=h.vertices[(c+2)%3];if(l!==i&&u!==i){var d=l.position.subtract(r);d=d.normalize();var f=u.position.subtract(r);if(f=f.normalize(),Math.abs(e.Vector3.Dot(d,f))>.999)return!0;var p=e.Vector3.Cross(d,f).normalize();if(n[a]=!1,e.Vector3.Dot(p,h.normal)<.2)return!0}else n[a]=!0,o.push(h)}}return!1},t.prototype.updateTriangles=function(e,t,i,r){for(var n=r,s=0;s<t.triangleCount;++s){var o=this.references[t.triangleStart+s],a=this.triangles[o.triangleId];a.deleted||(i[s]&&a.deletePending?(a.deleted=!0,n++):(a.vertices[o.vertexId]=e,a.isDirty=!0,a.error[0]=this.calculateError(a.vertices[0],a.vertices[1])+a.borderFactor/2,a.error[1]=this.calculateError(a.vertices[1],a.vertices[2])+a.borderFactor/2,a.error[2]=this.calculateError(a.vertices[2],a.vertices[0])+a.borderFactor/2,a.error[3]=Math.min(a.error[0],a.error[1],a.error[2]),this.references.push(o)))}return n},t.prototype.identifyBorder=function(){for(var e=0;e<this.vertices.length;++e){var t,i=[],r=[],n=this.vertices[e];for(t=0;t<n.triangleCount;++t)for(var s=this.triangles[this.references[n.triangleStart+t].triangleId],o=0;3>o;o++){for(var a=0,h=s.vertices[o];a<i.length&&r[a]!==h.id;)++a;a===i.length?(i.push(1),r.push(h.id)):i[a]++}for(t=0;t<i.length;++t)1===i[t]?this.vertices[r[t]].isBorder=!0:this.vertices[r[t]].isBorder=!1}},t.prototype.updateMesh=function(e){void 0===e&&(e=!1);var t;if(!e){var i=[];for(t=0;t<this.triangles.length;++t)this.triangles[t].deleted||i.push(this.triangles[t]);this.triangles=i}for(t=0;t<this.vertices.length;++t)this.vertices[t].triangleCount=0,this.vertices[t].triangleStart=0;var r,n,s;for(t=0;t<this.triangles.length;++t)for(r=this.triangles[t],n=0;3>n;++n)s=r.vertices[n],s.triangleCount++;var o=0;for(t=0;t<this.vertices.length;++t)this.vertices[t].triangleStart=o,o+=this.vertices[t].triangleCount,this.vertices[t].triangleCount=0;var h=new Array(3*this.triangles.length);for(t=0;t<this.triangles.length;++t)for(r=this.triangles[t],n=0;3>n;++n)s=r.vertices[n],h[s.triangleStart+s.triangleCount]=new a(n,t),s.triangleCount++;this.references=h,e&&this.identifyBorder()},t.prototype.vertexError=function(e,t){var i=t.x,r=t.y,n=t.z;return e.data[0]*i*i+2*e.data[1]*i*r+2*e.data[2]*i*n+2*e.data[3]*i+e.data[4]*r*r+2*e.data[5]*r*n+2*e.data[6]*r+e.data[7]*n*n+2*e.data[8]*n+e.data[9]},t.prototype.calculateError=function(t,i,r,n,s,o){var a=t.q.add(i.q),h=t.isBorder&&i.isBorder,c=0,l=a.det(0,1,2,1,4,5,2,5,7);if(0===l||h){var u=t.position.add(i.position).divide(new e.Vector3(2,2,2)),d=this.vertexError(a,t.position),f=this.vertexError(a,i.position),p=this.vertexError(a,u);c=Math.min(d,f,p),c===d?r&&r.copyFrom(t.position):c===f?r&&r.copyFrom(i.position):r&&r.copyFrom(u)}else r||(r=e.Vector3.Zero()),r.x=-1/l*a.det(1,2,3,4,5,6,5,7,8),r.y=1/l*a.det(0,2,3,1,5,6,2,7,8),r.z=-1/l*a.det(0,1,3,1,4,6,2,5,8),c=this.vertexError(a,r);return c},t}();e.QuadraticErrorSimplification=h}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=[],i=function(i,r){if(!t[i.id]){if(i instanceof e.Geometry.Primitives.Box)r.boxes.push(i.serialize());else if(i instanceof e.Geometry.Primitives.Sphere)r.spheres.push(i.serialize());else if(i instanceof e.Geometry.Primitives.Cylinder)r.cylinders.push(i.serialize());else if(i instanceof e.Geometry.Primitives.Torus)r.toruses.push(i.serialize());else if(i instanceof e.Geometry.Primitives.Ground)r.grounds.push(i.serialize());else if(i instanceof e.Geometry.Primitives.Plane)r.planes.push(i.serialize());else if(i instanceof e.Geometry.Primitives.TorusKnot)r.torusKnots.push(i.serialize());else{if(i instanceof e.Geometry.Primitives._Primitive)throw new Error("Unknown primitive type");r.vertexData.push(i.serializeVerticeData())}t[i.id]=!0}},r=function(t,r){var n={};n.name=t.name,n.id=t.id,e.Tags.HasTags(t)&&(n.tags=e.Tags.GetTags(t)),n.position=t.position.asArray(),t.rotationQuaternion?n.rotationQuaternion=t.rotationQuaternion.asArray():t.rotation&&(n.rotation=t.rotation.asArray()),n.scaling=t.scaling.asArray(),n.localMatrix=t.getPivotMatrix().asArray(),n.isEnabled=t.isEnabled(),n.isVisible=t.isVisible,n.infiniteDistance=t.infiniteDistance,n.pickable=t.isPickable,n.receiveShadows=t.receiveShadows,n.billboardMode=t.billboardMode,n.visibility=t.visibility,n.checkCollisions=t.checkCollisions,t.parent&&(n.parentId=t.parent.id);var s=t._geometry;if(s){var o=s.id;n.geometryId=o,t.getScene().getGeometryByID(o)||i(s,r.geometries),n.subMeshes=[];for(var a=0;a<t.subMeshes.length;a++){var h=t.subMeshes[a];n.subMeshes.push({materialIndex:h.materialIndex,verticesStart:h.verticesStart,verticesCount:h.verticesCount,indexStart:h.indexStart,indexCount:h.indexCount})}}if(t.material?n.materialId=t.material.id:t.material=null,t.skeleton&&(n.skeletonId=t.skeleton.id),t.getPhysicsImpostor()!==e.PhysicsEngine.NoImpostor)switch(n.physicsMass=t.getPhysicsMass(),n.physicsFriction=t.getPhysicsFriction(),n.physicsRestitution=t.getPhysicsRestitution(),t.getPhysicsImpostor()){case e.PhysicsEngine.BoxImpostor:n.physicsImpostor=1;break;case e.PhysicsEngine.SphereImpostor:n.physicsImpostor=2}n.instances=[];for(var c=0;c<t.instances.length;c++){var l=t.instances[c],u={name:l.name,position:l.position.asArray(),scaling:l.scaling.asArray()};l.rotationQuaternion?u.rotationQuaternion=l.rotationQuaternion.asArray():l.rotation&&(u.rotation=l.rotation.asArray()),n.instances.push(u),e.Animation.AppendSerializedAnimations(l,u)}return e.Animation.AppendSerializedAnimations(t,n),n.layerMask=t.layerMask,n},n=function(t,n){if(t.delayLoadState===e.Engine.DELAYLOADSTATE_LOADED||t.delayLoadState===e.Engine.DELAYLOADSTATE_NONE){t.material&&(t.material instanceof e.StandardMaterial?(n.materials=n.materials||[],n.materials.some(function(e){return e.id===t.material.id})||n.materials.push(t.material.serialize())):t.material instanceof e.MultiMaterial&&(n.multiMaterials=n.multiMaterials||[],n.multiMaterials.some(function(e){return e.id===t.material.id})||n.multiMaterials.push(t.material.serialize())));var s=t._geometry;s&&(n.geometries||(n.geometries={},n.geometries.boxes=[],n.geometries.spheres=[],n.geometries.cylinders=[],n.geometries.toruses=[],n.geometries.grounds=[],n.geometries.planes=[],n.geometries.torusKnots=[],n.geometries.vertexData=[]),i(s,n.geometries)),t.skeleton&&(n.skeletons=n.skeletons||[],n.skeletons.push(t.skeleton.serialize())),n.meshes=n.meshes||[],n.meshes.push(r(t,n))}},s=function(){function s(){}return s.Serialize=function(n){var s={};s.useDelayedTextureLoading=n.useDelayedTextureLoading,s.autoClear=n.autoClear,s.clearColor=n.clearColor.asArray(),s.ambientColor=n.ambientColor.asArray(),s.gravity=n.gravity.asArray(),s.collisionsEnabled=n.collisionsEnabled,s.workerCollisions=n.workerCollisions,n.fogMode&&0!==n.fogMode&&(s.fogMode=n.fogMode,s.fogColor=n.fogColor.asArray(),s.fogStart=n.fogStart,s.fogEnd=n.fogEnd,s.fogDensity=n.fogDensity),n.isPhysicsEnabled()&&(s.physicsEnabled=!0,s.physicsGravity=n.getPhysicsEngine()._getGravity().asArray(),s.physicsEngine=n.getPhysicsEngine().getPhysicsPluginName()),s.lights=[];var o,a;for(o=0;o<n.lights.length;o++)a=n.lights[o],s.lights.push(a.serialize());for(s.cameras=[],o=0;o<n.cameras.length;o++){var h=n.cameras[o];s.cameras.push(h.serialize())}n.activeCamera&&(s.activeCameraID=n.activeCamera.id),s.materials=[],s.multiMaterials=[];var c;for(o=0;o<n.materials.length;o++)c=n.materials[o],s.materials.push(c.serialize());for(s.multiMaterials=[],o=0;o<n.multiMaterials.length;o++){var l=n.multiMaterials[o];s.multiMaterials.push(l.serialize())}for(s.skeletons=[],o=0;o<n.skeletons.length;o++)s.skeletons.push(n.skeletons[o].serialize());s.geometries={},s.geometries.boxes=[],s.geometries.spheres=[],s.geometries.cylinders=[],s.geometries.toruses=[],s.geometries.grounds=[],s.geometries.planes=[],s.geometries.torusKnots=[],s.geometries.vertexData=[],t=[];var u=n.getGeometries();for(o=0;o<u.length;o++){var d=u[o];d.isReady()&&i(d,s.geometries)}for(s.meshes=[],o=0;o<n.meshes.length;o++){var f=n.meshes[o];if(f instanceof e.Mesh){var p=f;(p.delayLoadState===e.Engine.DELAYLOADSTATE_LOADED||p.delayLoadState===e.Engine.DELAYLOADSTATE_NONE)&&s.meshes.push(r(p,s))}}for(s.particleSystems=[],o=0;o<n.particleSystems.length;o++)s.particleSystems.push(n.particleSystems[o].serialize());for(s.lensFlareSystems=[],o=0;o<n.lensFlareSystems.length;o++)s.lensFlareSystems.push(n.lensFlareSystems[o].serialize());for(s.shadowGenerators=[],o=0;o<n.lights.length;o++)a=n.lights[o],a.getShadowGenerator()&&s.shadowGenerators.push(a.getShadowGenerator().serialize());return s},s.SerializeMesh=function(t,i,r){void 0===i&&(i=!1),void 0===r&&(r=!1);var s={};if(t=t instanceof Array?t:[t],i||r)for(var o=0;o<t.length;++o)r&&t[o].getDescendants().forEach(function(i){i instanceof e.Mesh&&t.indexOf(i)<0&&t.push(i)}),i&&t[o].parent&&t.indexOf(t[o].parent)<0&&t.push(t[o].parent);return t.forEach(function(e){n(e,s)}),s},s}();e.SceneSerializer=s}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=0,i=function(){function t(e,t,i){this.pos=e,this.normal=t,this.uv=i}return t.prototype.clone=function(){return new t(this.pos.clone(),this.normal.clone(),this.uv.clone())},t.prototype.flip=function(){this.normal=this.normal.scale(-1)},t.prototype.interpolate=function(i,r){return new t(e.Vector3.Lerp(this.pos,i.pos,r),e.Vector3.Lerp(this.normal,i.normal,r),e.Vector2.Lerp(this.uv,i.uv,r))},t}(),r=function(){function t(e,t){this.normal=e,this.w=t}return t.FromPoints=function(i,r,n){var s=n.subtract(i),o=r.subtract(i);if(0===s.lengthSquared()||0===o.lengthSquared())return null;var a=e.Vector3.Normalize(e.Vector3.Cross(s,o));return new t(a,e.Vector3.Dot(a,i))},t.prototype.clone=function(){return new t(this.normal.clone(),this.w)},t.prototype.flip=function(){this.normal.scaleInPlace(-1),this.w=-this.w},t.prototype.splitPolygon=function(i,r,s,o,a){var h,c,l=0,u=1,d=2,f=3,p=0,m=[];for(h=0;h<i.vertices.length;h++){c=e.Vector3.Dot(this.normal,i.vertices[h].pos)-this.w;var _=c<-t.EPSILON?d:c>t.EPSILON?u:l;p|=_,m.push(_)}switch(p){case l:(e.Vector3.Dot(this.normal,i.plane.normal)>0?r:s).push(i);break;case u:o.push(i);break;case d:a.push(i);break;case f:var g=[],v=[];for(h=0;h<i.vertices.length;h++){var y=(h+1)%i.vertices.length,x=m[h],E=m[y],T=i.vertices[h],M=i.vertices[y];if(x!==d&&g.push(T),x!==u&&v.push(x!==d?T.clone():T),(x|E)===f){c=(this.w-e.Vector3.Dot(this.normal,T.pos))/e.Vector3.Dot(this.normal,M.pos.subtract(T.pos));var A=T.interpolate(M,c);g.push(A),v.push(A.clone())}}var b;g.length>=3&&(b=new n(g,i.shared),b.plane&&o.push(b)),v.length>=3&&(b=new n(v,i.shared),b.plane&&a.push(b))}},t.EPSILON=1e-5,t}(),n=function(){function e(e,t){this.vertices=e,this.shared=t,this.plane=r.FromPoints(e[0].pos,e[1].pos,e[2].pos)}return e.prototype.clone=function(){var t=this.vertices.map(function(e){return e.clone()});return new e(t,this.shared)},e.prototype.flip=function(){this.vertices.reverse().map(function(e){e.flip()}),this.plane.flip()},e}(),s=function(){function e(e){this.plane=null,this.front=null,this.back=null,this.polygons=[],e&&this.build(e)}return e.prototype.clone=function(){var t=new e;return t.plane=this.plane&&this.plane.clone(),t.front=this.front&&this.front.clone(),t.back=this.back&&this.back.clone(),t.polygons=this.polygons.map(function(e){return e.clone()}),t},e.prototype.invert=function(){for(var e=0;e<this.polygons.length;e++)this.polygons[e].flip();this.plane&&this.plane.flip(),this.front&&this.front.invert(),this.back&&this.back.invert();var t=this.front;this.front=this.back,this.back=t},e.prototype.clipPolygons=function(e){if(!this.plane)return e.slice();for(var t=[],i=[],r=0;r<e.length;r++)this.plane.splitPolygon(e[r],t,i,t,i);return this.front&&(t=this.front.clipPolygons(t)),i=this.back?this.back.clipPolygons(i):[],t.concat(i)},e.prototype.clipTo=function(e){this.polygons=e.clipPolygons(this.polygons),this.front&&this.front.clipTo(e),this.back&&this.back.clipTo(e)},e.prototype.allPolygons=function(){var e=this.polygons.slice();return this.front&&(e=e.concat(this.front.allPolygons())),this.back&&(e=e.concat(this.back.allPolygons())),e},e.prototype.build=function(t){if(t.length){this.plane||(this.plane=t[0].plane.clone());for(var i=[],r=[],n=0;n<t.length;n++)this.plane.splitPolygon(t[n],this.polygons,this.polygons,i,r);i.length&&(this.front||(this.front=new e),this.front.build(i)),r.length&&(this.back||(this.back=new e),this.back.build(r))}},e}(),o=function(){function r(){this.polygons=new Array}return r.FromMesh=function(s){var o,a,h,c,l,u,d,f,p,m,_,g=new Array;if(!(s instanceof e.Mesh))throw"BABYLON.CSG: Wrong Mesh type, must be BABYLON.Mesh";s.computeWorldMatrix(!0),d=s.getWorldMatrix(),f=s.position.clone(),p=s.rotation.clone(),s.rotationQuaternion&&(m=s.rotationQuaternion.clone()),_=s.scaling.clone();for(var v=s.getIndices(),y=s.getVerticesData(e.VertexBuffer.PositionKind),x=s.getVerticesData(e.VertexBuffer.NormalKind),E=s.getVerticesData(e.VertexBuffer.UVKind),T=s.subMeshes,M=0,A=T.length;A>M;M++)for(var b=T[M].indexStart,P=T[M].indexCount+T[M].indexStart;P>b;b+=3){u=[];for(var S=0;3>S;S++){var C=new e.Vector3(x[3*v[b+S]],x[3*v[b+S]+1],x[3*v[b+S]+2]);h=new e.Vector2(E[2*v[b+S]],E[2*v[b+S]+1]);var I=new e.Vector3(y[3*v[b+S]],y[3*v[b+S]+1],y[3*v[b+S]+2]);c=e.Vector3.TransformCoordinates(I,d),a=e.Vector3.TransformNormal(C,d),o=new i(c,a,h),u.push(o)}l=new n(u,{subMeshId:M,meshId:t,materialIndex:T[M].materialIndex}),l.plane&&g.push(l)}var w=r.FromPolygons(g);return w.matrix=d,w.position=f,w.rotation=p,w.scaling=_,w.rotationQuaternion=m,t++,w},r.FromPolygons=function(e){var t=new r;return t.polygons=e,t},r.prototype.clone=function(){var e=new r;return e.polygons=this.polygons.map(function(e){return e.clone()}),e.copyTransformAttributes(this),e},r.prototype.toPolygons=function(){return this.polygons},r.prototype.union=function(e){var t=new s(this.clone().polygons),i=new s(e.clone().polygons);return t.clipTo(i),i.clipTo(t),i.invert(),i.clipTo(t),i.invert(),t.build(i.allPolygons()),r.FromPolygons(t.allPolygons()).copyTransformAttributes(this)},r.prototype.unionInPlace=function(e){var t=new s(this.polygons),i=new s(e.polygons);t.clipTo(i),i.clipTo(t),i.invert(),i.clipTo(t),i.invert(),t.build(i.allPolygons()),this.polygons=t.allPolygons()},r.prototype.subtract=function(e){var t=new s(this.clone().polygons),i=new s(e.clone().polygons);return t.invert(),t.clipTo(i),i.clipTo(t),i.invert(),i.clipTo(t),i.invert(),t.build(i.allPolygons()),t.invert(),r.FromPolygons(t.allPolygons()).copyTransformAttributes(this)},r.prototype.subtractInPlace=function(e){var t=new s(this.polygons),i=new s(e.polygons);t.invert(),t.clipTo(i),i.clipTo(t),i.invert(),i.clipTo(t),i.invert(),t.build(i.allPolygons()),t.invert(),this.polygons=t.allPolygons()},r.prototype.intersect=function(e){var t=new s(this.clone().polygons),i=new s(e.clone().polygons);return t.invert(),i.clipTo(t),i.invert(),t.clipTo(i),i.clipTo(t),t.build(i.allPolygons()),t.invert(),r.FromPolygons(t.allPolygons()).copyTransformAttributes(this)},r.prototype.intersectInPlace=function(e){var t=new s(this.polygons),i=new s(e.polygons);t.invert(),i.clipTo(t),i.invert(),t.clipTo(i),i.clipTo(t),t.build(i.allPolygons()),t.invert(),this.polygons=t.allPolygons()},r.prototype.inverse=function(){var e=this.clone();return e.inverseInPlace(),e},r.prototype.inverseInPlace=function(){this.polygons.map(function(e){e.flip()})},r.prototype.copyTransformAttributes=function(e){return this.matrix=e.matrix,this.position=e.position,this.rotation=e.rotation,this.scaling=e.scaling,this.rotationQuaternion=e.rotationQuaternion,this},r.prototype.buildMeshGeometry=function(t,i,r){var n=this.matrix.clone();n.invert();var s,o,a,h=new e.Mesh(t,i),c=[],l=[],u=[],d=[],f=e.Vector3.Zero(),p=e.Vector3.Zero(),m=e.Vector2.Zero(),_=this.polygons,g=[0,0,0],v={},y=0,x={};r&&_.sort(function(e,t){return e.shared.meshId===t.shared.meshId?e.shared.subMeshId-t.shared.subMeshId:e.shared.meshId-t.shared.meshId});for(var E=0,T=_.length;T>E;E++){s=_[E],x[s.shared.meshId]||(x[s.shared.meshId]={}),x[s.shared.meshId][s.shared.subMeshId]||(x[s.shared.meshId][s.shared.subMeshId]={indexStart:+(1/0),indexEnd:-(1/0),materialIndex:s.shared.materialIndex}),a=x[s.shared.meshId][s.shared.subMeshId];for(var M=2,A=s.vertices.length;A>M;M++){g[0]=0,g[1]=M-1,g[2]=M;for(var b=0;3>b;b++){f.copyFrom(s.vertices[g[b]].pos),p.copyFrom(s.vertices[g[b]].normal),m.copyFrom(s.vertices[g[b]].uv);var P=e.Vector3.TransformCoordinates(f,n),S=e.Vector3.TransformNormal(p,n);o=v[P.x+","+P.y+","+P.z],("undefined"==typeof o||u[3*o]!==S.x||u[3*o+1]!==S.y||u[3*o+2]!==S.z||d[2*o]!==m.x||d[2*o+1]!==m.y)&&(c.push(P.x,P.y,P.z),d.push(m.x,m.y),u.push(p.x,p.y,p.z),o=v[P.x+","+P.y+","+P.z]=c.length/3-1),l.push(o),a.indexStart=Math.min(y,a.indexStart),a.indexEnd=Math.max(y,a.indexEnd),y++}}}if(h.setVerticesData(e.VertexBuffer.PositionKind,c),h.setVerticesData(e.VertexBuffer.NormalKind,u),h.setVerticesData(e.VertexBuffer.UVKind,d),h.setIndices(l),r){var C,I=0;h.subMeshes=new Array;for(var w in x){C=-1;for(var D in x[w])a=x[w][D],e.SubMesh.CreateFromIndices(a.materialIndex+I,a.indexStart,a.indexEnd-a.indexStart+1,h),C=Math.max(a.materialIndex,C);I+=++C}}return h},r.prototype.toMesh=function(e,t,i,r){var n=this.buildMeshGeometry(e,i,r);return n.material=t,n.position.copyFrom(this.position),n.rotation.copyFrom(this.rotation),this.rotationQuaternion&&(n.rotationQuaternion=this.rotationQuaternion.clone()),n.scaling.copyFrom(this.scaling),n.computeWorldMatrix(!0),n},r}();e.CSG=o}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){var o=this;t.call(this,i,"vrDistortionCorrection",["LensCenter","Scale","ScaleIn","HmdWarpParam"],null,s.postProcessScaleFactor,r,e.Texture.BILINEAR_SAMPLINGMODE,null,null),this._isRightEye=n,this._distortionFactors=s.distortionK,this._postProcessScaleFactor=s.postProcessScaleFactor,this._lensCenterOffset=s.lensCenterOffset,this.onSizeChanged=function(){o.aspectRatio=.5*o.width/o.height,o._scaleIn=new e.Vector2(2,2/o.aspectRatio),o._scaleFactor=new e.Vector2(.5*(1/o._postProcessScaleFactor),.5*(1/o._postProcessScaleFactor)*o.aspectRatio),o._lensCenter=new e.Vector2(o._isRightEye?.5-.5*o._lensCenterOffset:.5+.5*o._lensCenterOffset,.5)},this.onApply=function(e){e.setFloat2("LensCenter",o._lensCenter.x,o._lensCenter.y),e.setFloat2("Scale",o._scaleFactor.x,o._scaleFactor.y),e.setFloat2("ScaleIn",o._scaleIn.x,o._scaleIn.y),e.setFloat4("HmdWarpParam",o._distortionFactors[0],o._distortionFactors[1],o._distortionFactors[2],o._distortionFactors[3])}}return __extends(i,t),i}(e.PostProcess);e.VRDistortionCorrectionPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){!function(e){e[e.X=0]="X",e[e.Y=1]="Y",e[e.Z=2]="Z"}(e.JoystickAxis||(e.JoystickAxis={}));var t=e.JoystickAxis,i=function(){function i(r){var n=this;r?this._leftJoystick=!0:this._leftJoystick=!1,this._joystickIndex=i._globalJoystickIndex,i._globalJoystickIndex++,this._axisTargetedByLeftAndRight=t.X,this._axisTargetedByUpAndDown=t.Y,this.reverseLeftRight=!1,this.reverseUpDown=!1,this._touches=new e.SmartCollection,this.deltaPosition=e.Vector3.Zero(),this._joystickSensibility=25,this._inversedSensibility=1/(this._joystickSensibility/1e3),this._rotationSpeed=25,this._inverseRotationSpeed=1/(this._rotationSpeed/1e3),this._rotateOnAxisRelativeToMesh=!1,this._onResize=function(e){i.vjCanvasWidth=window.innerWidth,i.vjCanvasHeight=window.innerHeight,i.vjCanvas.width=i.vjCanvasWidth,i.vjCanvas.height=i.vjCanvasHeight,i.halfWidth=i.vjCanvasWidth/2,i.halfHeight=i.vjCanvasHeight/2},i.vjCanvas||(window.addEventListener("resize",this._onResize,!1),i.vjCanvas=document.createElement("canvas"),i.vjCanvasWidth=window.innerWidth,i.vjCanvasHeight=window.innerHeight,i.vjCanvas.width=window.innerWidth,i.vjCanvas.height=window.innerHeight,i.vjCanvas.style.width="100%",i.vjCanvas.style.height="100%",i.vjCanvas.style.position="absolute",i.vjCanvas.style.backgroundColor="transparent",i.vjCanvas.style.top="0px",i.vjCanvas.style.left="0px",i.vjCanvas.style.zIndex="5",i.vjCanvas.style.msTouchAction="none",i.vjCanvas.setAttribute("touch-action","none"),i.vjCanvasContext=i.vjCanvas.getContext("2d"),i.vjCanvasContext.strokeStyle="#ffffff",i.vjCanvasContext.lineWidth=2,document.body.appendChild(i.vjCanvas)),i.halfWidth=i.vjCanvas.width/2,i.halfHeight=i.vjCanvas.height/2,this.pressed=!1,this._joystickColor="cyan",this._joystickPointerID=-1,this._joystickPointerPos=new e.Vector2(0,0),this._joystickPreviousPointerPos=new e.Vector2(0,0),this._joystickPointerStartPos=new e.Vector2(0,0),this._deltaJoystickVector=new e.Vector2(0,0),this._onPointerDownHandlerRef=function(e){n._onPointerDown(e)},this._onPointerMoveHandlerRef=function(e){n._onPointerMove(e)},this._onPointerOutHandlerRef=function(e){n._onPointerUp(e)},this._onPointerUpHandlerRef=function(e){n._onPointerUp(e)},i.vjCanvas.addEventListener("pointerdown",this._onPointerDownHandlerRef,!1),i.vjCanvas.addEventListener("pointermove",this._onPointerMoveHandlerRef,!1),i.vjCanvas.addEventListener("pointerup",this._onPointerUpHandlerRef,!1),i.vjCanvas.addEventListener("pointerout",this._onPointerUpHandlerRef,!1),
i.vjCanvas.addEventListener("contextmenu",function(e){e.preventDefault()},!1),requestAnimationFrame(function(){n._drawVirtualJoystick()})}return i.prototype.setJoystickSensibility=function(e){this._joystickSensibility=e,this._inversedSensibility=1/(this._joystickSensibility/1e3)},i.prototype._onPointerDown=function(e){var t;e.preventDefault(),t=this._leftJoystick===!0?e.clientX<i.halfWidth:e.clientX>i.halfWidth,t&&this._joystickPointerID<0?(this._joystickPointerID=e.pointerId,this._joystickPointerStartPos.x=e.clientX,this._joystickPointerStartPos.y=e.clientY,this._joystickPointerPos=this._joystickPointerStartPos.clone(),this._joystickPreviousPointerPos=this._joystickPointerStartPos.clone(),this._deltaJoystickVector.x=0,this._deltaJoystickVector.y=0,this.pressed=!0,this._touches.add(e.pointerId.toString(),e)):i._globalJoystickIndex<2&&this._action&&(this._action(),this._touches.add(e.pointerId.toString(),{x:e.clientX,y:e.clientY,prevX:e.clientX,prevY:e.clientY}))},i.prototype._onPointerMove=function(e){if(this._joystickPointerID==e.pointerId){this._joystickPointerPos.x=e.clientX,this._joystickPointerPos.y=e.clientY,this._deltaJoystickVector=this._joystickPointerPos.clone(),this._deltaJoystickVector=this._deltaJoystickVector.subtract(this._joystickPointerStartPos);var i=this.reverseLeftRight?-1:1,r=i*this._deltaJoystickVector.x/this._inversedSensibility;switch(this._axisTargetedByLeftAndRight){case t.X:this.deltaPosition.x=Math.min(1,Math.max(-1,r));break;case t.Y:this.deltaPosition.y=Math.min(1,Math.max(-1,r));break;case t.Z:this.deltaPosition.z=Math.min(1,Math.max(-1,r))}var n=this.reverseUpDown?1:-1,s=n*this._deltaJoystickVector.y/this._inversedSensibility;switch(this._axisTargetedByUpAndDown){case t.X:this.deltaPosition.x=Math.min(1,Math.max(-1,s));break;case t.Y:this.deltaPosition.y=Math.min(1,Math.max(-1,s));break;case t.Z:this.deltaPosition.z=Math.min(1,Math.max(-1,s))}}else this._touches.item(e.pointerId.toString())&&(this._touches.item(e.pointerId.toString()).x=e.clientX,this._touches.item(e.pointerId.toString()).y=e.clientY)},i.prototype._onPointerUp=function(e){if(this._joystickPointerID==e.pointerId)i.vjCanvasContext.clearRect(this._joystickPointerStartPos.x-63,this._joystickPointerStartPos.y-63,126,126),i.vjCanvasContext.clearRect(this._joystickPreviousPointerPos.x-41,this._joystickPreviousPointerPos.y-41,82,82),this._joystickPointerID=-1,this.pressed=!1;else{var t=this._touches.item(e.pointerId.toString());t&&i.vjCanvasContext.clearRect(t.prevX-43,t.prevY-43,86,86)}this._deltaJoystickVector.x=0,this._deltaJoystickVector.y=0,this._touches.remove(e.pointerId.toString())},i.prototype.setJoystickColor=function(e){this._joystickColor=e},i.prototype.setActionOnTouch=function(e){this._action=e},i.prototype.setAxisForLeftRight=function(e){switch(e){case t.X:case t.Y:case t.Z:this._axisTargetedByLeftAndRight=e;break;default:this._axisTargetedByLeftAndRight=t.X}},i.prototype.setAxisForUpDown=function(e){switch(e){case t.X:case t.Y:case t.Z:this._axisTargetedByUpAndDown=e;break;default:this._axisTargetedByUpAndDown=t.Y}},i.prototype._clearCanvas=function(){this._leftJoystick?i.vjCanvasContext.clearRect(0,0,i.vjCanvasWidth/2,i.vjCanvasHeight):i.vjCanvasContext.clearRect(i.vjCanvasWidth/2,0,i.vjCanvasWidth,i.vjCanvasHeight)},i.prototype._drawVirtualJoystick=function(){var e=this;this.pressed&&this._touches.forEach(function(t){t.pointerId===e._joystickPointerID?(i.vjCanvasContext.clearRect(e._joystickPointerStartPos.x-63,e._joystickPointerStartPos.y-63,126,126),i.vjCanvasContext.clearRect(e._joystickPreviousPointerPos.x-41,e._joystickPreviousPointerPos.y-41,82,82),i.vjCanvasContext.beginPath(),i.vjCanvasContext.lineWidth=6,i.vjCanvasContext.strokeStyle=e._joystickColor,i.vjCanvasContext.arc(e._joystickPointerStartPos.x,e._joystickPointerStartPos.y,40,0,2*Math.PI,!0),i.vjCanvasContext.stroke(),i.vjCanvasContext.closePath(),i.vjCanvasContext.beginPath(),i.vjCanvasContext.strokeStyle=e._joystickColor,i.vjCanvasContext.lineWidth=2,i.vjCanvasContext.arc(e._joystickPointerStartPos.x,e._joystickPointerStartPos.y,60,0,2*Math.PI,!0),i.vjCanvasContext.stroke(),i.vjCanvasContext.closePath(),i.vjCanvasContext.beginPath(),i.vjCanvasContext.strokeStyle=e._joystickColor,i.vjCanvasContext.arc(e._joystickPointerPos.x,e._joystickPointerPos.y,40,0,2*Math.PI,!0),i.vjCanvasContext.stroke(),i.vjCanvasContext.closePath(),e._joystickPreviousPointerPos=e._joystickPointerPos.clone()):(i.vjCanvasContext.clearRect(t.prevX-43,t.prevY-43,86,86),i.vjCanvasContext.beginPath(),i.vjCanvasContext.fillStyle="white",i.vjCanvasContext.beginPath(),i.vjCanvasContext.strokeStyle="red",i.vjCanvasContext.lineWidth=6,i.vjCanvasContext.arc(t.x,t.y,40,0,2*Math.PI,!0),i.vjCanvasContext.stroke(),i.vjCanvasContext.closePath(),t.prevX=t.x,t.prevY=t.y)}),requestAnimationFrame(function(){e._drawVirtualJoystick()})},i.prototype.releaseCanvas=function(){i.vjCanvas&&(i.vjCanvas.removeEventListener("pointerdown",this._onPointerDownHandlerRef),i.vjCanvas.removeEventListener("pointermove",this._onPointerMoveHandlerRef),i.vjCanvas.removeEventListener("pointerup",this._onPointerUpHandlerRef),i.vjCanvas.removeEventListener("pointerout",this._onPointerUpHandlerRef),window.removeEventListener("resize",this._onResize),document.body.removeChild(i.vjCanvas),i.vjCanvas=null)},i._globalJoystickIndex=0,i}();e.VirtualJoystick=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n){t.call(this,i,r,n),this._leftjoystick=new e.VirtualJoystick(!0),this._leftjoystick.setAxisForUpDown(e.JoystickAxis.Z),this._leftjoystick.setAxisForLeftRight(e.JoystickAxis.X),this._leftjoystick.setJoystickSensibility(.15),this._rightjoystick=new e.VirtualJoystick(!1),this._rightjoystick.setAxisForUpDown(e.JoystickAxis.X),this._rightjoystick.setAxisForLeftRight(e.JoystickAxis.Y),this._rightjoystick.reverseUpDown=!0,this._rightjoystick.setJoystickSensibility(.05),this._rightjoystick.setJoystickColor("yellow")}return __extends(i,t),i.prototype.getLeftJoystick=function(){return this._leftjoystick},i.prototype.getRightJoystick=function(){return this._rightjoystick},i.prototype._checkInputs=function(){var i=50*this._computeLocalCameraSpeed(),r=e.Matrix.RotationYawPitchRoll(this.rotation.y,this.rotation.x,0),n=e.Vector3.TransformCoordinates(new e.Vector3(this._leftjoystick.deltaPosition.x*i,this._leftjoystick.deltaPosition.y*i,this._leftjoystick.deltaPosition.z*i),r);this.cameraDirection=this.cameraDirection.add(n),this.cameraRotation=this.cameraRotation.addVector3(this._rightjoystick.deltaPosition),this._leftjoystick.pressed||(this._leftjoystick.deltaPosition=this._leftjoystick.deltaPosition.scale(.9)),this._rightjoystick.pressed||(this._rightjoystick.deltaPosition=this._rightjoystick.deltaPosition.scale(.9)),t.prototype._checkInputs.call(this)},i.prototype.dispose=function(){this._leftjoystick.releaseCanvas(),t.prototype.dispose.call(this)},i}(e.FreeCamera);e.VirtualJoysticksCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){e.call(this,t,"anaglyph",null,["leftSampler"],i,r,n,s,o)}return __extends(t,e),t}(e.PostProcess);e.AnaglyphPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e){this._scene=e}return t.prototype.render=function(t,i,r){var n=this;void 0===r&&(r=!1);var s=this._scene,o=this._scene.getEngine(),a=null!==o.getCaps().instancedArrays&&null!==i.visibleInstances[t._id]&&void 0!==i.visibleInstances[t._id];if(this.isReady(t,a)){var h=t.getRenderingMesh(),c=t.getMaterial();if(o.enableEffect(this._effect),this._effect.setFloat("offset",r?0:h.outlineWidth),this._effect.setColor4("color",r?h.overlayColor:h.outlineColor,r?h.overlayAlpha:1),this._effect.setMatrix("viewProjection",s.getTransformMatrix()),h.useBones&&h.computeBonesUsingShaders&&this._effect.setMatrices("mBones",h.skeleton.getTransformMatrices()),h._bind(t,this._effect,e.Material.TriangleFillMode),c&&c.needAlphaTesting()){var l=c.getAlphaTestTexture();this._effect.setTexture("diffuseSampler",l),this._effect.setMatrix("diffuseMatrix",l.getTextureMatrix())}h._processRendering(t,this._effect,e.Material.TriangleFillMode,i,a,function(e,t){n._effect.setMatrix("world",t)})}},t.prototype.isReady=function(t,i){var r=[],n=[e.VertexBuffer.PositionKind,e.VertexBuffer.NormalKind],s=t.getMesh(),o=t.getMaterial();o&&o.needAlphaTesting()&&(r.push("#define ALPHATEST"),s.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(n.push(e.VertexBuffer.UVKind),r.push("#define UV1")),s.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(n.push(e.VertexBuffer.UV2Kind),r.push("#define UV2"))),s.useBones&&s.computeBonesUsingShaders?(n.push(e.VertexBuffer.MatricesIndicesKind),n.push(e.VertexBuffer.MatricesWeightsKind),s.numBoneInfluencers>4&&(n.push(e.VertexBuffer.MatricesIndicesExtraKind),n.push(e.VertexBuffer.MatricesWeightsExtraKind)),r.push("#define NUM_BONE_INFLUENCERS "+s.numBoneInfluencers),r.push("#define BonesPerMesh "+(s.skeleton.bones.length+1))):r.push("#define NUM_BONE_INFLUENCERS 0"),i&&(r.push("#define INSTANCES"),n.push("world0"),n.push("world1"),n.push("world2"),n.push("world3"));var a=r.join("\n");return this._cachedDefines!==a&&(this._cachedDefines=a,this._effect=this._scene.getEngine().createEffect("outline",n,["world","mBones","viewProjection","diffuseMatrix","offset","color"],["diffuseSampler"],a)),this._effect.isReady()},t}();e.OutlineRenderer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i,r){this.name=e,this.meshesNames=t,this.rootUrl=i,this.sceneFilename=r,this.isCompleted=!1}return t.prototype.run=function(t,i,r){var n=this;e.SceneLoader.ImportMesh(this.meshesNames,this.rootUrl,this.sceneFilename,t,function(e,t,r){n.loadedMeshes=e,n.loadedParticleSystems=t,n.loadedSkeletons=r,n.isCompleted=!0,n.onSuccess&&n.onSuccess(n),i()},null,function(){n.onError&&n.onError(n),r()})},t}();e.MeshAssetTask=t;var i=function(){function t(e,t){this.name=e,this.url=t,this.isCompleted=!1}return t.prototype.run=function(t,i,r){var n=this;e.Tools.LoadFile(this.url,function(e){n.text=e,n.isCompleted=!0,n.onSuccess&&n.onSuccess(n),i()},null,t.database,!1,function(){n.onError&&n.onError(n),r()})},t}();e.TextFileAssetTask=i;var r=function(){function t(e,t){this.name=e,this.url=t,this.isCompleted=!1}return t.prototype.run=function(t,i,r){var n=this;e.Tools.LoadFile(this.url,function(e){n.data=e,n.isCompleted=!0,n.onSuccess&&n.onSuccess(n),i()},null,t.database,!0,function(){n.onError&&n.onError(n),r()})},t}();e.BinaryFileAssetTask=r;var n=function(){function e(e,t){this.name=e,this.url=t,this.isCompleted=!1}return e.prototype.run=function(e,t,i){var r=this,n=new Image;n.onload=function(){r.image=n,r.isCompleted=!0,r.onSuccess&&r.onSuccess(r),t()},n.onerror=function(){r.onError&&r.onError(r),i()},n.src=this.url},e}();e.ImageAssetTask=n;var s=function(){function t(t,i,r,n,s){void 0===s&&(s=e.Texture.TRILINEAR_SAMPLINGMODE),this.name=t,this.url=i,this.noMipmap=r,this.invertY=n,this.samplingMode=s,this.isCompleted=!1}return t.prototype.run=function(t,i,r){var n=this,s=function(){n.isCompleted=!0,n.onSuccess&&n.onSuccess(n),i()};this.texture=new e.Texture(this.url,t,this.noMipmap,this.invertY,this.samplingMode,s,r)},t}();e.TextureAssetTask=s;var o=function(){function o(e){this._tasks=new Array,this._waitingTasksCount=0,this.useDefaultLoadingScreen=!0,this._scene=e}return o.prototype.addMeshTask=function(e,i,r,n){var s=new t(e,i,r,n);return this._tasks.push(s),s},o.prototype.addTextFileTask=function(e,t){var r=new i(e,t);return this._tasks.push(r),r},o.prototype.addBinaryFileTask=function(e,t){var i=new r(e,t);return this._tasks.push(i),i},o.prototype.addImageTask=function(e,t){var i=new n(e,t);return this._tasks.push(i),i},o.prototype.addTextureTask=function(t,i,r,n,o){void 0===o&&(o=e.Texture.TRILINEAR_SAMPLINGMODE);var a=new s(t,i,r,n,o);return this._tasks.push(a),a},o.prototype._decreaseWaitingTasksCount=function(){this._waitingTasksCount--,0===this._waitingTasksCount&&(this.onFinish&&this.onFinish(this._tasks),this._scene.getEngine().hideLoadingUI())},o.prototype._runTask=function(e){var t=this;e.run(this._scene,function(){t.onTaskSuccess&&t.onTaskSuccess(e),t._decreaseWaitingTasksCount()},function(){t.onTaskError&&t.onTaskError(e),t._decreaseWaitingTasksCount()})},o.prototype.reset=function(){return this._tasks=new Array,this},o.prototype.load=function(){if(this._waitingTasksCount=this._tasks.length,0===this._waitingTasksCount)return this.onFinish&&this.onFinish(this._tasks),this;this.useDefaultLoadingScreen&&this._scene.getEngine().displayLoadingUI();for(var e=0;e<this._tasks.length;e++){var t=this._tasks[e];this._runTask(t)}return this},o}();e.AssetsManager=o}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){void 0===s&&(s=!0),t.call(this,i,r,n),this._alpha=0,this._beta=0,this._gamma=0;var o=e.VRCameraMetrics.GetDefault();o.compensateDistortion=s,this.setCameraRigMode(e.Camera.RIG_MODE_VR,{vrCameraMetrics:o}),this._deviceOrientationHandler=this._onOrientationEvent.bind(this)}return __extends(i,t),i.prototype._onOrientationEvent=function(e){this._alpha=0|+e.alpha,this._beta=0|+e.beta,this._gamma=0|+e.gamma,this._gamma<0?this._gamma=90+this._gamma:this._gamma=270-this._gamma,this.rotation.x=this._gamma/180*Math.PI,this.rotation.y=-this._alpha/180*Math.PI,this.rotation.z=this._beta/180*Math.PI},i.prototype.attachControl=function(e,i){t.prototype.attachControl.call(this,e,i),window.addEventListener("deviceorientation",this._deviceOrientationHandler)},i.prototype.detachControl=function(e){t.prototype.detachControl.call(this,e),window.removeEventListener("deviceorientation",this._deviceOrientationHandler)},i}(e.FreeCamera);e.VRDeviceOrientationFreeCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){void 0===s&&(s=!0),t.call(this,i,r,n),this._hmdDevice=null,this._sensorDevice=null,this._cacheState=null,this._cacheQuaternion=new e.Quaternion,this._cacheRotation=e.Vector3.Zero(),this._vrEnabled=!1;var o=e.VRCameraMetrics.GetDefault();o.compensateDistortion=s,this.setCameraRigMode(e.Camera.RIG_MODE_VR,{vrCameraMetrics:o}),this._getWebVRDevices=this._getWebVRDevices.bind(this)}return __extends(i,t),i.prototype._getWebVRDevices=function(e){var t=e.length,i=0;for(this._sensorDevice=null,this._hmdDevice=null;t>i&&null===this._hmdDevice;)e[i]instanceof HMDVRDevice&&(this._hmdDevice=e[i]),i++;for(i=0;t>i&&null===this._sensorDevice;)e[i]instanceof PositionSensorVRDevice&&(!this._hmdDevice||e[i].hardwareUnitId===this._hmdDevice.hardwareUnitId)&&(this._sensorDevice=e[i]),i++;this._vrEnabled=this._sensorDevice&&this._hmdDevice?!0:!1},i.prototype._checkInputs=function(){this._vrEnabled&&(this._cacheState=this._sensorDevice.getState(),this._cacheQuaternion.copyFromFloats(this._cacheState.orientation.x,this._cacheState.orientation.y,this._cacheState.orientation.z,this._cacheState.orientation.w),this._cacheQuaternion.toEulerAnglesToRef(this._cacheRotation),this.rotation.x=-this._cacheRotation.z,this.rotation.y=-this._cacheRotation.y,this.rotation.z=this._cacheRotation.x),t.prototype._checkInputs.call(this)},i.prototype.attachControl=function(e,i){t.prototype.attachControl.call(this,e,i),navigator.getVRDevices?navigator.getVRDevices().then(this._getWebVRDevices):navigator.mozGetVRDevices&&navigator.mozGetVRDevices(this._getWebVRDevices)},i.prototype.detachControl=function(e){t.prototype.detachControl.call(this,e),this._vrEnabled=!1},i}(e.FreeCamera);e.WebVRFreeCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e){void 0===e&&(e=0),this.priority=e,this.apply=function(e){return!0}}return e}();e.SceneOptimization=t;var i=function(e){function t(t,i){var r=this;void 0===t&&(t=0),void 0===i&&(i=1024),e.call(this,t),this.priority=t,this.maximumSize=i,this.apply=function(e){for(var t=!0,i=0;i<e.textures.length;i++){var n=e.textures[i];if(n.canRescale){var s=n.getSize(),o=Math.max(s.width,s.height);o>r.maximumSize&&(n.scale(.5),t=!1)}}return t}}return __extends(t,e),t}(t);e.TextureOptimization=i;var r=function(e){function t(t,i){var r=this;void 0===t&&(t=0),void 0===i&&(i=2),e.call(this,t),this.priority=t,this.maximumScale=i,this._currentScale=1,this.apply=function(e){return r._currentScale++,e.getEngine().setHardwareScalingLevel(r._currentScale),r._currentScale>=r.maximumScale}}return __extends(t,e),t}(t);e.HardwareScalingOptimization=r;var n=function(e){function t(){e.apply(this,arguments),this.apply=function(e){return e.shadowsEnabled=!1,!0}}return __extends(t,e),t}(t);e.ShadowsOptimization=n;var s=function(e){function t(){e.apply(this,arguments),this.apply=function(e){return e.postProcessesEnabled=!1,!0}}return __extends(t,e),t}(t);e.PostProcessesOptimization=s;var o=function(e){function t(){e.apply(this,arguments),this.apply=function(e){return e.lensFlaresEnabled=!1,!0}}return __extends(t,e),t}(t);e.LensFlaresOptimization=o;var a=function(e){function t(){e.apply(this,arguments),this.apply=function(e){return e.particlesEnabled=!1,!0}}return __extends(t,e),t}(t);e.ParticlesOptimization=a;var h=function(e){function t(){e.apply(this,arguments),this.apply=function(e){return e.renderTargetsEnabled=!1,!0}}return __extends(t,e),t}(t);e.RenderTargetsOptimization=h;var c=function(t){function i(){var r=this;t.apply(this,arguments),this._canBeMerged=function(t){if(!(t instanceof e.Mesh))return!1;var i=t;return i.isVisible&&i.isEnabled()?i.instances.length>0?!1:i.skeleton||i.hasLODLevels?!1:i.parent?!1:!0:!1},this.apply=function(t,n){for(var s=t.meshes.slice(0),o=s.length,a=0;o>a;a++){var h=new Array,c=s[a];if(r._canBeMerged(c)){h.push(c);for(var l=a+1;o>l;l++){var u=s[l];r._canBeMerged(u)&&u.material===c.material&&u.checkCollisions===c.checkCollisions&&(h.push(u),o--,s.splice(l,1),l--)}h.length<2||e.Mesh.MergeMeshes(h)}}return void 0!=n?n&&t.createOrUpdateSelectionOctree():i.UpdateSelectionTree&&t.createOrUpdateSelectionOctree(),!0}}return __extends(i,t),Object.defineProperty(i,"UpdateSelectionTree",{get:function(){return i._UpdateSelectionTree},set:function(e){i._UpdateSelectionTree=e},enumerable:!0,configurable:!0}),i._UpdateSelectionTree=!1,i}(t);e.MergeMeshesOptimization=c;var l=function(){function e(e,t){void 0===e&&(e=60),void 0===t&&(t=2e3),this.targetFrameRate=e,this.trackerDuration=t,this.optimizations=new Array}return e.LowDegradationAllowed=function(t){var r=new e(t),h=0;return r.optimizations.push(new c(h)),r.optimizations.push(new n(h)),r.optimizations.push(new o(h)),h++,r.optimizations.push(new s(h)),r.optimizations.push(new a(h)),h++,r.optimizations.push(new i(h,1024)),r},e.ModerateDegradationAllowed=function(t){var l=new e(t),u=0;return l.optimizations.push(new c(u)),l.optimizations.push(new n(u)),l.optimizations.push(new o(u)),u++,l.optimizations.push(new s(u)),l.optimizations.push(new a(u)),u++,l.optimizations.push(new i(u,512)),u++,l.optimizations.push(new h(u)),u++,l.optimizations.push(new r(u,2)),l},e.HighDegradationAllowed=function(t){var l=new e(t),u=0;return l.optimizations.push(new c(u)),l.optimizations.push(new n(u)),l.optimizations.push(new o(u)),u++,l.optimizations.push(new s(u)),l.optimizations.push(new a(u)),u++,l.optimizations.push(new i(u,256)),u++,l.optimizations.push(new h(u)),u++,l.optimizations.push(new r(u,4)),l},e}();e.SceneOptimizerOptions=l;var u=function(){function e(){}return e._CheckCurrentState=function(t,i,r,n,s){if(t.getEngine().getFps()>=i.targetFrameRate)return void(n&&n());for(var o=!0,a=!0,h=0;h<i.optimizations.length;h++){var c=i.optimizations[h];c.priority===r&&(a=!1,o=o&&c.apply(t))}return a?void(s&&s()):(o&&r++,void t.executeWhenReady(function(){setTimeout(function(){e._CheckCurrentState(t,i,r,n,s)},i.trackerDuration)}))},e.OptimizeAsync=function(t,i,r,n){i||(i=l.ModerateDegradationAllowed()),t.executeWhenReady(function(){setTimeout(function(){e._CheckCurrentState(t,i,0,r,n)},i.trackerDuration)})},e}();e.SceneOptimizer=u}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t;!function(e){var t=function(){function e(e,t){this.distance=e,this.mesh=t}return e}();e.MeshLODLevel=t}(t=e.Internals||(e.Internals={}))}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a,h,c){void 0===a&&(a=!0),void 0===h&&(h=!1),void 0===c&&(c=e.Texture.TRILINEAR_SAMPLINGMODE),t.call(this,null,o,!a,h),this.format=s,this._texture=o.getEngine().createRawTexture(i,r,n,s,a,h,c),this.wrapU=e.Texture.CLAMP_ADDRESSMODE,this.wrapV=e.Texture.CLAMP_ADDRESSMODE}return __extends(i,t),i.prototype.update=function(e){this.getScene().getEngine().updateRawTexture(this._texture,e,this.format,this._invertY)},i.CreateLuminanceTexture=function(t,r,n,s,o,a,h){return void 0===o&&(o=!0),void 0===a&&(a=!1),void 0===h&&(h=e.Texture.TRILINEAR_SAMPLINGMODE),new i(t,r,n,e.Engine.TEXTUREFORMAT_LUMINANCE,s,o,a,h)},i.CreateLuminanceAlphaTexture=function(t,r,n,s,o,a,h){return void 0===o&&(o=!0),void 0===a&&(a=!1),void 0===h&&(h=e.Texture.TRILINEAR_SAMPLINGMODE),new i(t,r,n,e.Engine.TEXTUREFORMAT_LUMINANCE_ALPHA,s,o,a,h)},i.CreateAlphaTexture=function(t,r,n,s,o,a,h){return void 0===o&&(o=!0),void 0===a&&(a=!1),void 0===h&&(h=e.Texture.TRILINEAR_SAMPLINGMODE),new i(t,r,n,e.Engine.TEXTUREFORMAT_ALPHA,s,o,a,h)},i.CreateRGBTexture=function(t,r,n,s,o,a,h){return void 0===o&&(o=!0),void 0===a&&(a=!1),void 0===h&&(h=e.Texture.TRILINEAR_SAMPLINGMODE),new i(t,r,n,e.Engine.TEXTUREFORMAT_RGB,s,o,a,h)},i.CreateRGBATexture=function(t,r,n,s,o,a,h){return void 0===o&&(o=!0),void 0===a&&(a=!1),void 0===h&&(h=e.Texture.TRILINEAR_SAMPLINGMODE),new i(t,r,n,e.Engine.TEXTUREFORMAT_RGBA,s,o,a,h)},i}(e.Texture);e.RawTexture=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i){e.call(this,t.x,t.y),this.index=i}return __extends(t,e),t}(e.Vector2),i=function(){function i(){this.elements=new Array}return i.prototype.add=function(e){var i=this,r=new Array;return e.forEach(function(e){if(0===r.length||!e.equalsWithEpsilon(r[0])){var n=new t(e,i.elements.length);r.push(n),i.elements.push(n)}}),r},i.prototype.computeBounds=function(){var t=new e.Vector2(this.elements[0].x,this.elements[0].y),i=new e.Vector2(this.elements[0].x,this.elements[0].y);return this.elements.forEach(function(e){e.x<t.x?t.x=e.x:e.x>i.x&&(i.x=e.x),e.y<t.y?t.y=e.y:e.y>i.y&&(i.y=e.y)}),{min:t,max:i,width:i.x-t.x,height:i.y-t.y}},i}(),r=function(){function t(){}return t.Rectangle=function(t,i,r,n){return[new e.Vector2(t,i),new e.Vector2(r,i),new e.Vector2(r,n),new e.Vector2(t,n)]},t.Circle=function(t,i,r,n){void 0===i&&(i=0),void 0===r&&(r=0),void 0===n&&(n=32);for(var s=new Array,o=0,a=2*Math.PI/n,h=0;n>h;h++)s.push(new e.Vector2(i+Math.cos(o)*t,r+Math.sin(o)*t)),o-=a;return s},t.Parse=function(t){var i,r=t.split(/[^-+eE\.\d]+/).map(parseFloat).filter(function(e){return!isNaN(e)}),n=[];for(i=0;i<(2147483646&r.length);i+=2)n.push(new e.Vector2(r[i],r[i+1]));return n},t.StartingAt=function(t,i){return e.Path2.StartingAt(t,i)},t}();e.Polygon=r;var n=function(){function t(t,r,n){if(this._points=new i,this._outlinepoints=new i,this._holes=[],!("poly2tri"in window))throw"PolygonMeshBuilder cannot be used because poly2tri is not referenced";this._name=t,this._scene=n;var s;s=r instanceof e.Path2?r.getPoints():r,this._swctx=new poly2tri.SweepContext(this._points.add(s)),this._outlinepoints.add(s)}return t.prototype.addHole=function(e){this._swctx.addHole(this._points.add(e));var t=new i;return t.add(e),this._holes.push(t),this},t.prototype.build=function(t,i){var r=this;void 0===t&&(t=!1);var n=new e.Mesh(this._name,this._scene),s=[],o=[],a=[],h=this._points.computeBounds();this._points.elements.forEach(function(e){s.push(0,1,0),o.push(e.x,0,e.y),a.push((e.x-h.min.x)/h.width,(e.y-h.min.y)/h.height)});var c=[];if(this._swctx.triangulate(),this._swctx.getTriangles().forEach(function(e){e.getPoints().forEach(function(e){c.push(e.index)})}),i>0){var l=o.length/3;this._points.elements.forEach(function(e){s.push(0,-1,0),o.push(e.x,-i,e.y),a.push(1-(e.x-h.min.x)/h.width,1-(e.y-h.min.y)/h.height)});var u,d,f=0;this._swctx.getTriangles().forEach(function(e){e.getPoints().forEach(function(e){switch(f){case 0:u=e;break;case 1:d=e;break;case 2:c.push(e.index+l),c.push(d.index+l),c.push(u.index+l),f=-1}f++})}),this.addSide(o,s,a,c,h,this._outlinepoints,i,!1),this._holes.forEach(function(e){r.addSide(o,s,a,c,h,e,i,!0)})}return n.setVerticesData(e.VertexBuffer.PositionKind,o,t),n.setVerticesData(e.VertexBuffer.NormalKind,s,t),n.setVerticesData(e.VertexBuffer.UVKind,a,t),n.setIndices(c),n},t.prototype.addSide=function(t,i,r,n,s,o,a,h){for(var c=t.length/3,l=0,u=0;u<o.elements.length;u++){var d,f=o.elements[u];d=u+1>o.elements.length-1?o.elements[0]:o.elements[u+1],t.push(f.x,0,f.y),t.push(f.x,-a,f.y),t.push(d.x,0,d.y),t.push(d.x,-a,d.y);var p=new e.Vector3(f.x,0,f.y),m=new e.Vector3(d.x,0,d.y),_=m.subtract(p),g=new e.Vector3(0,1,0),v=e.Vector3.Cross(_,g);v=v.normalize(),r.push(l/s.width,0),r.push(l/s.width,1),l+=_.length(),r.push(l/s.width,0),r.push(l/s.width,1),h?(i.push(v.x,v.y,v.z),i.push(v.x,v.y,v.z),i.push(v.x,v.y,v.z),i.push(v.x,v.y,v.z),n.push(c),n.push(c+2),n.push(c+1),n.push(c+1),n.push(c+2),n.push(c+3)):(i.push(-v.x,-v.y,-v.z),i.push(-v.x,-v.y,-v.z),i.push(-v.x,-v.y,-v.z),i.push(-v.x,-v.y,-v.z),n.push(c),n.push(c+1),n.push(c+2),n.push(c+1),n.push(c+3),n.push(c+2)),c+=4}},t}();e.PolygonMeshBuilder=n}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r){void 0===r&&(r=2),this.maxDepth=r,this.dynamicContent=new Array,this._maxBlockCapacity=i||64,this._selectionContent=new e.SmartArray(1024),this._creationFunc=t}return t.prototype.update=function(e,i,r){t._CreateBlocks(e,i,r,this._maxBlockCapacity,0,this.maxDepth,this,this._creationFunc)},t.prototype.addMesh=function(e){for(var t=0;t<this.blocks.length;t++){var i=this.blocks[t];i.addEntry(e)}},t.prototype.select=function(e,t){this._selectionContent.reset();for(var i=0;i<this.blocks.length;i++){var r=this.blocks[i];r.select(e,this._selectionContent,t)}return t?this._selectionContent.concat(this.dynamicContent):this._selectionContent.concatWithNoDuplicate(this.dynamicContent),this._selectionContent},t.prototype.intersects=function(e,t,i){this._selectionContent.reset();for(var r=0;r<this.blocks.length;r++){var n=this.blocks[r];n.intersects(e,t,this._selectionContent,i)}return i?this._selectionContent.concat(this.dynamicContent):this._selectionContent.concatWithNoDuplicate(this.dynamicContent),this._selectionContent},t.prototype.intersectsRay=function(e){this._selectionContent.reset();for(var t=0;t<this.blocks.length;t++){var i=this.blocks[t];i.intersectsRay(e,this._selectionContent)}return this._selectionContent.concatWithNoDuplicate(this.dynamicContent),this._selectionContent},t._CreateBlocks=function(t,i,r,n,s,o,a,h){a.blocks=new Array;for(var c=new e.Vector3((i.x-t.x)/2,(i.y-t.y)/2,(i.z-t.z)/2),l=0;2>l;l++)for(var u=0;2>u;u++)for(var d=0;2>d;d++){var f=t.add(c.multiplyByFloats(l,u,d)),p=t.add(c.multiplyByFloats(l+1,u+1,d+1)),m=new e.OctreeBlock(f,p,n,s+1,o,h);m.addEntries(r),a.blocks.push(m)}},t.CreationFuncForMeshes=function(e,t){!e.isBlocked&&e.getBoundingInfo().boundingBox.intersectsMinMax(t.minPoint,t.maxPoint)&&t.entries.push(e)},t.CreationFuncForSubMeshes=function(e,t){e.getBoundingInfo().boundingBox.intersectsMinMax(t.minPoint,t.maxPoint)&&t.entries.push(e)},t}();e.Octree=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i,r,n,s){this.entries=new Array,this._boundingVectors=new Array,this._capacity=i,this._depth=r,this._maxDepth=n,this._creationFunc=s,this._minPoint=e,this._maxPoint=t,this._boundingVectors.push(e.clone()),this._boundingVectors.push(t.clone()),this._boundingVectors.push(e.clone()),this._boundingVectors[2].x=t.x,this._boundingVectors.push(e.clone()),this._boundingVectors[3].y=t.y,this._boundingVectors.push(e.clone()),this._boundingVectors[4].z=t.z,this._boundingVectors.push(t.clone()),this._boundingVectors[5].z=e.z,this._boundingVectors.push(t.clone()),this._boundingVectors[6].x=e.x,this._boundingVectors.push(t.clone()),this._boundingVectors[7].y=e.y}return Object.defineProperty(t.prototype,"capacity",{get:function(){return this._capacity},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"minPoint",{get:function(){return this._minPoint},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"maxPoint",{get:function(){return this._maxPoint},enumerable:!0,configurable:!0}),t.prototype.addEntry=function(e){if(this.blocks)for(var t=0;t<this.blocks.length;t++){var i=this.blocks[t];i.addEntry(e)}else this._creationFunc(e,this),this.entries.length>this.capacity&&this._depth<this._maxDepth&&this.createInnerBlocks()},t.prototype.addEntries=function(e){for(var t=0;t<e.length;t++){var i=e[t];this.addEntry(i)}},t.prototype.select=function(t,i,r){if(e.BoundingBox.IsInFrustum(this._boundingVectors,t)){if(this.blocks){for(var n=0;n<this.blocks.length;n++){var s=this.blocks[n];s.select(t,i,r)}return}r?i.concat(this.entries):i.concatWithNoDuplicate(this.entries)}},t.prototype.intersects=function(t,i,r,n){if(e.BoundingBox.IntersectsSphere(this._minPoint,this._maxPoint,t,i)){if(this.blocks){for(var s=0;s<this.blocks.length;s++){var o=this.blocks[s];o.intersects(t,i,r,n)}return}n?r.concat(this.entries):r.concatWithNoDuplicate(this.entries)}},t.prototype.intersectsRay=function(e,t){if(e.intersectsBoxMinMax(this._minPoint,this._maxPoint)){if(this.blocks){for(var i=0;i<this.blocks.length;i++){var r=this.blocks[i];r.intersectsRay(e,t)}return}t.concatWithNoDuplicate(this.entries)}},t.prototype.createInnerBlocks=function(){e.Octree._CreateBlocks(this._minPoint,this._maxPoint,this.entries,this._capacity,this._depth,this._maxDepth,this,this._creationFunc)},t}();e.OctreeBlock=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a,h,c){var l=this;void 0===a&&(a=e.Texture.BILINEAR_SAMPLINGMODE),t.call(this,i,"blur",["screenSize","direction","blurWidth"],null,s,o,a,h,c),this.direction=r,this.blurWidth=n,this.onApply=function(e){e.setFloat2("screenSize",l.width,l.height),e.setVector2("direction",l.direction),e.setFloat("blurWidth",l.blurWidth)}}return __extends(i,t),i}(e.PostProcess);e.BlurPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a,h,c,l,u){var d=this;t.call(this,i,"refraction",["baseColor","depth","colorLevel"],["refractionSampler"],a,h,c,l,u),this.color=n,this.depth=s,this.colorLevel=o,this.onActivate=function(t){d._refRexture=d._refRexture||new e.Texture(r,t.getScene())},this.onApply=function(e){e.setColor3("baseColor",d.color),e.setFloat("depth",d.depth),e.setFloat("colorLevel",d.colorLevel),e.setTexture("refractionSampler",d._refRexture)}}return __extends(i,t),i.prototype.dispose=function(e){this._refRexture&&this._refRexture.dispose(),t.prototype.dispose.call(this,e)},i}(e.PostProcess);e.RefractionPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){e.call(this,t,"blackAndWhite",null,null,i,r,n,s,o)}return __extends(t,e),t}(e.PostProcess);e.BlackAndWhitePostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o,a){var h=this;e.call(this,t,"convolution",["kernel","screenSize"],null,r,n,s,o,a),this.kernel=i,this.onApply=function(e){e.setFloat2("screenSize",h.width,h.height),e.setArray("kernel",h.kernel)}}return __extends(t,e),t.EdgeDetect0Kernel=[1,0,-1,0,0,0,-1,0,1],t.EdgeDetect1Kernel=[0,1,0,1,-4,1,0,1,0],t.EdgeDetect2Kernel=[-1,-1,-1,-1,8,-1,-1,-1,-1],t.SharpenKernel=[0,-1,0,-1,5,-1,0,-1,0],t.EmbossKernel=[-2,-1,0,-1,1,1,0,1,2],t.GaussianKernel=[0,1,0,1,1,1,0,1,0],t}(e.PostProcess);e.ConvolutionPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o,a){var h=this;e.call(this,t,"filter",["kernelMatrix"],null,r,n,s,o,a),this.kernelMatrix=i,this.onApply=function(e){e.setMatrix("kernelMatrix",h.kernelMatrix)}}return __extends(t,e),t}(e.PostProcess);e.FilterPostProcess=t;
}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(e){function t(t,i,r,n,s,o){var a=this;e.call(this,t,"fxaa",["texelSize"],null,i,r,n,s,o),this.onSizeChanged=function(){a.texelWidth=1/a.width,a.texelHeight=1/a.height},this.onApply=function(e){e.setFloat2("texelSize",a.texelWidth,a.texelHeight)}}return __extends(t,e),t}(e.PostProcess);e.FxaaPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o){var a=this;t.call(this,i,"stereoscopicInterlace",["stepSize"],["camASampler"],1,r,o,r.getScene().getEngine(),!1,s?"#define IS_STEREOSCOPIC_HORIZ 1":void 0),this._stepSize=new e.Vector2(1/this.width,1/this.height),this.onSizeChanged=function(){a._stepSize=new e.Vector2(1/a.width,1/a.height)},this.onApply=function(e){e.setTextureFromPostProcess("camASampler",n),e.setFloat2("stepSize",a._stepSize.x,a._stepSize.y)}}return __extends(i,t),i}(e.PostProcess);e.StereoscopicInterlacePostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s){this.size=t,this.position=i,this.dispose=function(){this.texture&&this.texture.dispose();var e=this._system.lensFlares.indexOf(this);this._system.lensFlares.splice(e,1)},this.color=r||new e.Color3(1,1,1),this.texture=n?new e.Texture(n,s.getScene(),!0):null,this._system=s,s.lensFlares.push(this)}return t}();e.LensFlare=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t,i){this.name=e,this.lensFlares=new Array,this.borderLimit=300,this.layerMask=268435455,this._vertexDeclaration=[2],this._vertexStrideSize=8,this._isEnabled=!0,this._scene=i,this._emitter=t,i.lensFlareSystems.push(this),this.meshesSelectionPredicate=function(e){return e.material&&e.isVisible&&e.isEnabled()&&e.isBlocker&&0!=(e.layerMask&i.activeCamera.layerMask)};var r=[];r.push(1,1),r.push(-1,1),r.push(-1,-1),r.push(1,-1),this._vertexBuffer=i.getEngine().createVertexBuffer(r);var n=[];n.push(0),n.push(1),n.push(2),n.push(0),n.push(2),n.push(3),this._indexBuffer=i.getEngine().createIndexBuffer(n),this._effect=this._scene.getEngine().createEffect("lensFlare",["position"],["color","viewportMatrix"],["textureSampler"],"")}return Object.defineProperty(t.prototype,"isEnabled",{get:function(){return this._isEnabled},set:function(e){this._isEnabled=e},enumerable:!0,configurable:!0}),t.prototype.getScene=function(){return this._scene},t.prototype.getEmitter=function(){return this._emitter},t.prototype.setEmitter=function(e){this._emitter=e},t.prototype.getEmitterPosition=function(){return this._emitter.getAbsolutePosition?this._emitter.getAbsolutePosition():this._emitter.position},t.prototype.computeEffectivePosition=function(t){var i=this.getEmitterPosition();return i=e.Vector3.Project(i,e.Matrix.Identity(),this._scene.getTransformMatrix(),t),this._positionX=i.x,this._positionY=i.y,i=e.Vector3.TransformCoordinates(this.getEmitterPosition(),this._scene.getViewMatrix()),i.z>0&&this._positionX>t.x&&this._positionX<t.x+t.width&&this._positionY>t.y&&this._positionY<t.y+t.height?!0:!1},t.prototype._isVisible=function(){if(!this._isEnabled)return!1;var t=this.getEmitterPosition(),i=t.subtract(this._scene.activeCamera.position),r=i.length();i.normalize();var n=new e.Ray(this._scene.activeCamera.position,i),s=this._scene.pickWithRay(n,this.meshesSelectionPredicate,!0);return!s.hit||s.distance>r},t.prototype.render=function(){if(!this._effect.isReady())return!1;var t=this._scene.getEngine(),i=this._scene.activeCamera.viewport,r=i.toScreenGlobal(t);if(!this.computeEffectivePosition(r))return!1;if(!this._isVisible())return!1;var n,s;n=this._positionX<this.borderLimit+r.x?this.borderLimit+r.x-this._positionX:this._positionX>r.x+r.width-this.borderLimit?this._positionX-r.x-r.width+this.borderLimit:0,s=this._positionY<this.borderLimit+r.y?this.borderLimit+r.y-this._positionY:this._positionY>r.y+r.height-this.borderLimit?this._positionY-r.y-r.height+this.borderLimit:0;var o=n>s?n:s;o>this.borderLimit&&(o=this.borderLimit);var a=1-o/this.borderLimit;if(0>a)return!1;a>1&&(a=1);var h=r.x+r.width/2,c=r.y+r.height/2,l=h-this._positionX,u=c-this._positionY;t.enableEffect(this._effect),t.setState(!1),t.setDepthBuffer(!1),t.setAlphaMode(e.Engine.ALPHA_ONEONE),t.bindBuffers(this._vertexBuffer,this._indexBuffer,this._vertexDeclaration,this._vertexStrideSize,this._effect);for(var d=0;d<this.lensFlares.length;d++){var f=this.lensFlares[d],p=h-l*f.position,m=c-u*f.position,_=f.size,g=f.size*t.getAspectRatio(this._scene.activeCamera,!0),v=2*(p/r.width)-1,y=1-2*(m/r.height),x=e.Matrix.FromValues(_/2,0,0,0,0,g/2,0,0,0,0,1,0,v,y,0,1);this._effect.setMatrix("viewportMatrix",x),this._effect.setTexture("textureSampler",f.texture),this._effect.setFloat4("color",f.color.r*a,f.color.g*a,f.color.b*a,1),t.draw(!0,0,6)}return t.setDepthBuffer(!0),t.setAlphaMode(e.Engine.ALPHA_DISABLE),!0},t.prototype.dispose=function(){for(this._vertexBuffer&&(this._scene.getEngine()._releaseBuffer(this._vertexBuffer),this._vertexBuffer=null),this._indexBuffer&&(this._scene.getEngine()._releaseBuffer(this._indexBuffer),this._indexBuffer=null);this.lensFlares.length;)this.lensFlares[0].dispose();var e=this._scene.lensFlareSystems.indexOf(this);this._scene.lensFlareSystems.splice(e,1)},t.Parse=function(i,r,n){var s=r.getLastEntryByID(i.emitterId),o=new t("lensFlareSystem#"+i.emitterId,s,r);o.borderLimit=i.borderLimit;for(var a=0;a<i.flares.length;a++){var h=i.flares[a];new e.LensFlare(h.size,h.position,e.Color3.FromArray(h.color),n+h.textureName,o)}return o},t.prototype.serialize=function(){var t={};t.emitterId=this.getEmitter().id,t.borderLimit=this.borderLimit,t.flares=[];for(var i=0;i<this.lensFlares.length;i++){var r=this.lensFlares[i];t.flares.push({size:r.size,position:r.position,color:r.color.asArray(),textureName:e.Tools.GetFilename(r.texture.name)})}return t},t}();e.LensFlareSystem=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(e,i,r){var n=this;t.call(this,e,i,r),this._offsetX=null,this._offsetY=null,this._orientationGamma=0,this._orientationBeta=0,this._initialOrientationGamma=0,this._initialOrientationBeta=0,this.angularSensibility=1e4,this.moveSensibility=50,window.addEventListener("resize",function(){n._initialOrientationGamma=null},!1)}return __extends(i,t),i.prototype.attachControl=function(e,t){var i=this;this._attachedCanvas||(this._attachedCanvas=e,this._orientationChanged||(this._orientationChanged=function(e){i._initialOrientationGamma||(i._initialOrientationGamma=e.gamma,i._initialOrientationBeta=e.beta),i._orientationGamma=e.gamma,i._orientationBeta=e.beta,i._offsetY=i._initialOrientationBeta-i._orientationBeta,i._offsetX=i._initialOrientationGamma-i._orientationGamma}),window.addEventListener("deviceorientation",this._orientationChanged))},i.prototype.detachControl=function(e){this._attachedCanvas===e&&(window.removeEventListener("deviceorientation",this._orientationChanged),this._attachedCanvas=null,this._orientationGamma=0,this._orientationBeta=0,this._initialOrientationGamma=0,this._initialOrientationBeta=0)},i.prototype._checkInputs=function(){if(this._offsetX){this.cameraRotation.y-=this._offsetX/this.angularSensibility;var i=this._computeLocalCameraSpeed(),r=new e.Vector3(0,0,i*this._offsetY/this.moveSensibility);e.Matrix.RotationYawPitchRollToRef(this.rotation.y,this.rotation.x,0,this._cameraRotationMatrix),this.cameraDirection.addInPlace(e.Vector3.TransformCoordinates(r,this._cameraRotationMatrix)),t.prototype._checkInputs.call(this)}},i}(e.FreeCamera);e.DeviceOrientationCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(e){var t=this;this.babylonGamepads=[],this.oneGamepadConnected=!1,this.isMonitoring=!1,this.gamepadEventSupported="GamepadEvent"in window,this.gamepadSupportAvailable=navigator.getGamepads||!!navigator.webkitGetGamepads||!!navigator.msGetGamepads||!!navigator.webkitGamepads,this.buttonADataURL="data:image/png;base64,",this._callbackGamepadConnected=e,this.gamepadSupportAvailable?(this.gamepadEventSupported?(window.addEventListener("gamepadconnected",function(e){t._onGamepadConnected(e)},!1),window.addEventListener("gamepaddisconnected",function(e){t._onGamepadDisconnected(e)},!1)):this._startMonitoringGamepads(),this.oneGamepadConnected||this._insertGamepadDOMInstructions()):this._insertGamepadDOMNotSupported()}return e.prototype._insertGamepadDOMInstructions=function(){e.gamepadDOMInfo=document.createElement("div");var t=document.createElement("img");t.src=this.buttonADataURL;var i=document.createElement("span");i.innerHTML="<strong>to activate gamepad</strong>",e.gamepadDOMInfo.appendChild(t),e.gamepadDOMInfo.appendChild(i),e.gamepadDOMInfo.style.position="absolute",e.gamepadDOMInfo.style.width="100%",e.gamepadDOMInfo.style.height="48px",e.gamepadDOMInfo.style.bottom="0px",e.gamepadDOMInfo.style.backgroundColor="rgba(1, 1, 1, 0.15)",e.gamepadDOMInfo.style.textAlign="center",e.gamepadDOMInfo.style.zIndex="10",t.style.position="relative",t.style.bottom="8px",i.style.position="relative",i.style.fontSize="32px",i.style.bottom="32px",i.style.color="green",document.body.appendChild(e.gamepadDOMInfo)},e.prototype._insertGamepadDOMNotSupported=function(){e.gamepadDOMInfo=document.createElement("div");var t=document.createElement("span");t.innerHTML="<strong>gamepad not supported</strong>",e.gamepadDOMInfo.appendChild(t),e.gamepadDOMInfo.style.position="absolute",e.gamepadDOMInfo.style.width="100%",e.gamepadDOMInfo.style.height="40px",e.gamepadDOMInfo.style.bottom="0px",e.gamepadDOMInfo.style.backgroundColor="rgba(1, 1, 1, 0.15)",e.gamepadDOMInfo.style.textAlign="center",e.gamepadDOMInfo.style.zIndex="10",t.style.position="relative",t.style.fontSize="32px",t.style.color="red",document.body.appendChild(e.gamepadDOMInfo)},e.prototype.dispose=function(){e.gamepadDOMInfo&&document.body.removeChild(e.gamepadDOMInfo)},e.prototype._onGamepadConnected=function(e){var t=this._addNewGamepad(e.gamepad);this._callbackGamepadConnected&&this._callbackGamepadConnected(t),this._startMonitoringGamepads()},e.prototype._addNewGamepad=function(t){this.oneGamepadConnected||(this.oneGamepadConnected=!0,e.gamepadDOMInfo&&(document.body.removeChild(e.gamepadDOMInfo),e.gamepadDOMInfo=null));var i;return i=-1!==t.id.search("Xbox 360")||-1!==t.id.search("xinput")?new a(t.id,t.index,t):new n(t.id,t.index,t),this.babylonGamepads.push(i),i},e.prototype._onGamepadDisconnected=function(e){for(var t in this.babylonGamepads)if(this.babylonGamepads[t].index==e.gamepad.index){this.babylonGamepads.splice(t,1);break}0==this.babylonGamepads.length&&this._stopMonitoringGamepads()},e.prototype._startMonitoringGamepads=function(){this.isMonitoring||(this.isMonitoring=!0,this._checkGamepadsStatus())},e.prototype._stopMonitoringGamepads=function(){this.isMonitoring=!1},e.prototype._checkGamepadsStatus=function(){var e=this;this._updateGamepadObjects();for(var t in this.babylonGamepads)this.babylonGamepads[t].update();this.isMonitoring&&(window.requestAnimationFrame?window.requestAnimationFrame(function(){e._checkGamepadsStatus()}):window.mozRequestAnimationFrame?window.mozRequestAnimationFrame(function(){e._checkGamepadsStatus()}):window.webkitRequestAnimationFrame&&window.webkitRequestAnimationFrame(function(){e._checkGamepadsStatus()}))},e.prototype._updateGamepadObjects=function(){for(var e=navigator.getGamepads?navigator.getGamepads():navigator.webkitGetGamepads?navigator.webkitGetGamepads():[],t=0;t<e.length;t++)if(e[t])if(e[t].index in this.babylonGamepads)this.babylonGamepads[t].browserGamepad=e[t];else{var i=this._addNewGamepad(e[t]);this._callbackGamepadConnected&&this._callbackGamepadConnected(i)}},e}();e.Gamepads=t;var i=function(){function e(e,t){this.x=e,this.y=t}return e}();e.StickValues=i;var r=function(){function e(e,t,i){this.id=e,this.index=t,this.browserGamepad=i,this.browserGamepad.axes.length>=2&&(this._leftStick={x:this.browserGamepad.axes[0],y:this.browserGamepad.axes[1]}),this.browserGamepad.axes.length>=4&&(this._rightStick={x:this.browserGamepad.axes[2],y:this.browserGamepad.axes[3]})}return e.prototype.onleftstickchanged=function(e){this._onleftstickchanged=e},e.prototype.onrightstickchanged=function(e){this._onrightstickchanged=e},Object.defineProperty(e.prototype,"leftStick",{get:function(){return this._leftStick},set:function(e){!this._onleftstickchanged||this._leftStick.x===e.x&&this._leftStick.y===e.y||this._onleftstickchanged(e),this._leftStick=e},enumerable:!0,configurable:!0}),Object.defineProperty(e.prototype,"rightStick",{get:function(){return this._rightStick},set:function(e){!this._onrightstickchanged||this._rightStick.x===e.x&&this._rightStick.y===e.y||this._onrightstickchanged(e),this._rightStick=e},enumerable:!0,configurable:!0}),e.prototype.update=function(){this._leftStick&&(this.leftStick={x:this.browserGamepad.axes[0],y:this.browserGamepad.axes[1]}),this._rightStick&&(this.rightStick={x:this.browserGamepad.axes[2],y:this.browserGamepad.axes[3]})},e}();e.Gamepad=r;var n=function(e){function t(t,i,r){e.call(this,t,i,r),this.id=t,this.index=i,this.gamepad=r,this._buttons=new Array(r.buttons.length)}return __extends(t,e),t.prototype.onbuttondown=function(e){this._onbuttondown=e},t.prototype.onbuttonup=function(e){this._onbuttonup=e},t.prototype._setButtonValue=function(e,t,i){return e!==t&&(this._onbuttondown&&1===e&&this._onbuttondown(i),this._onbuttonup&&0===e&&this._onbuttonup(i)),e},t.prototype.update=function(){e.prototype.update.call(this);for(var t=0;t<this._buttons.length;t++)this._buttons[t]=this._setButtonValue(this.gamepad.buttons[t].value,this._buttons[t],t)},t}(r);e.GenericPad=n,function(e){e[e.A=0]="A",e[e.B=1]="B",e[e.X=2]="X",e[e.Y=3]="Y",e[e.Start=4]="Start",e[e.Back=5]="Back",e[e.LB=6]="LB",e[e.RB=7]="RB",e[e.LeftStick=8]="LeftStick",e[e.RightStick=9]="RightStick"}(e.Xbox360Button||(e.Xbox360Button={}));var s=e.Xbox360Button;!function(e){e[e.Up=0]="Up",e[e.Down=1]="Down",e[e.Left=2]="Left",e[e.Right=3]="Right"}(e.Xbox360Dpad||(e.Xbox360Dpad={}));var o=e.Xbox360Dpad,a=function(e){function t(){e.apply(this,arguments),this._leftTrigger=0,this._rightTrigger=0,this._buttonA=0,this._buttonB=0,this._buttonX=0,this._buttonY=0,this._buttonBack=0,this._buttonStart=0,this._buttonLB=0,this._buttonRB=0,this._buttonLeftStick=0,this._buttonRightStick=0,this._dPadUp=0,this._dPadDown=0,this._dPadLeft=0,this._dPadRight=0}return __extends(t,e),t.prototype.onlefttriggerchanged=function(e){this._onlefttriggerchanged=e},t.prototype.onrighttriggerchanged=function(e){this._onrighttriggerchanged=e},Object.defineProperty(t.prototype,"leftTrigger",{get:function(){return this._leftTrigger},set:function(e){this._onlefttriggerchanged&&this._leftTrigger!==e&&this._onlefttriggerchanged(e),this._leftTrigger=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"rightTrigger",{get:function(){return this._rightTrigger},set:function(e){this._onrighttriggerchanged&&this._rightTrigger!==e&&this._onrighttriggerchanged(e),this._rightTrigger=e},enumerable:!0,configurable:!0}),t.prototype.onbuttondown=function(e){this._onbuttondown=e},t.prototype.onbuttonup=function(e){this._onbuttonup=e},t.prototype.ondpaddown=function(e){this._ondpaddown=e},t.prototype.ondpadup=function(e){this._ondpadup=e},t.prototype._setButtonValue=function(e,t,i){return e!==t&&(this._onbuttondown&&1===e&&this._onbuttondown(i),this._onbuttonup&&0===e&&this._onbuttonup(i)),e},t.prototype._setDPadValue=function(e,t,i){return e!==t&&(this._ondpaddown&&1===e&&this._ondpaddown(i),this._ondpadup&&0===e&&this._ondpadup(i)),e},Object.defineProperty(t.prototype,"buttonA",{get:function(){return this._buttonA},set:function(e){this._buttonA=this._setButtonValue(e,this._buttonA,s.A)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonB",{get:function(){return this._buttonB},set:function(e){this._buttonB=this._setButtonValue(e,this._buttonB,s.B)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonX",{get:function(){return this._buttonX},set:function(e){this._buttonX=this._setButtonValue(e,this._buttonX,s.X)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonY",{get:function(){return this._buttonY},set:function(e){this._buttonY=this._setButtonValue(e,this._buttonY,s.Y)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonStart",{get:function(){return this._buttonStart},set:function(e){this._buttonStart=this._setButtonValue(e,this._buttonStart,s.Start)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonBack",{get:function(){return this._buttonBack},set:function(e){this._buttonBack=this._setButtonValue(e,this._buttonBack,s.Back)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonLB",{get:function(){return this._buttonLB},set:function(e){this._buttonLB=this._setButtonValue(e,this._buttonLB,s.LB)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonRB",{get:function(){return this._buttonRB},set:function(e){this._buttonRB=this._setButtonValue(e,this._buttonRB,s.RB)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonLeftStick",{get:function(){return this._buttonLeftStick},set:function(e){this._buttonLeftStick=this._setButtonValue(e,this._buttonLeftStick,s.LeftStick)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"buttonRightStick",{get:function(){return this._buttonRightStick},set:function(e){this._buttonRightStick=this._setButtonValue(e,this._buttonRightStick,s.RightStick)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"dPadUp",{get:function(){return this._dPadUp},set:function(e){this._dPadUp=this._setDPadValue(e,this._dPadUp,o.Up)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"dPadDown",{get:function(){return this._dPadDown},set:function(e){this._dPadDown=this._setDPadValue(e,this._dPadDown,o.Down)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"dPadLeft",{get:function(){return this._dPadLeft},set:function(e){this._dPadLeft=this._setDPadValue(e,this._dPadLeft,o.Left)},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"dPadRight",{get:function(){return this._dPadRight},set:function(e){this._dPadRight=this._setDPadValue(e,this._dPadRight,o.Right)},enumerable:!0,configurable:!0}),t.prototype.update=function(){e.prototype.update.call(this),this.buttonA=this.browserGamepad.buttons[0].value,this.buttonB=this.browserGamepad.buttons[1].value,this.buttonX=this.browserGamepad.buttons[2].value,this.buttonY=this.browserGamepad.buttons[3].value,this.buttonLB=this.browserGamepad.buttons[4].value,this.buttonRB=this.browserGamepad.buttons[5].value,this.leftTrigger=this.browserGamepad.buttons[6].value,this.rightTrigger=this.browserGamepad.buttons[7].value,this.buttonBack=this.browserGamepad.buttons[8].value,this.buttonStart=this.browserGamepad.buttons[9].value,this.buttonLeftStick=this.browserGamepad.buttons[10].value,this.buttonRightStick=this.browserGamepad.buttons[11].value,this.dPadUp=this.browserGamepad.buttons[12].value,this.dPadDown=this.browserGamepad.buttons[13].value,this.dPadLeft=this.browserGamepad.buttons[14].value,this.dPadRight=this.browserGamepad.buttons[15].value},t}(r);e.Xbox360Pad=a}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n){var s=this;t.call(this,i,r,n),this.angularSensibility=200,this.moveSensibility=75,this._gamepads=new e.Gamepads(function(e){s._onNewGameConnected(e)})}return __extends(i,t),i.prototype._onNewGameConnected=function(e){0===e.index&&(this._gamepad=e)},i.prototype._checkInputs=function(){if(this._gamepad){var i=this._gamepad.leftStick,r=i.x/this.moveSensibility,n=i.y/this.moveSensibility;i.x=Math.abs(r)>.005?0+r:0,i.y=Math.abs(n)>.005?0+n:0;var s=this._gamepad.rightStick,o=s.x/this.angularSensibility,a=s.y/this.angularSensibility;s.x=Math.abs(o)>.001?0+o:0,s.y=Math.abs(a)>.001?0+a:0;var h=e.Matrix.RotationYawPitchRoll(this.rotation.y,this.rotation.x,0),c=50*this._computeLocalCameraSpeed(),l=e.Vector3.TransformCoordinates(new e.Vector3(i.x*c,0,-i.y*c),h);this.cameraDirection=this.cameraDirection.add(l),this.cameraRotation=this.cameraRotation.add(new e.Vector2(s.y,s.x))}t.prototype._checkInputs.call(this)},i.prototype.dispose=function(){this._gamepads.dispose(),t.prototype.dispose.call(this)},i}(e.FreeCamera);e.GamepadCamera=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t){this.SMOOTHING=.75,this.FFT_SIZE=512,this.BARGRAPHAMPLITUDE=256,this.DEBUGCANVASPOS={x:20,y:20},this.DEBUGCANVASSIZE={width:320,height:200},this._scene=t,this._audioEngine=e.Engine.audioEngine,this._audioEngine.canUseWebAudio&&(this._webAudioAnalyser=this._audioEngine.audioContext.createAnalyser(),this._webAudioAnalyser.minDecibels=-140,this._webAudioAnalyser.maxDecibels=0,this._byteFreqs=new Uint8Array(this._webAudioAnalyser.frequencyBinCount),this._byteTime=new Uint8Array(this._webAudioAnalyser.frequencyBinCount),this._floatFreqs=new Float32Array(this._webAudioAnalyser.frequencyBinCount))}return t.prototype.getFrequencyBinCount=function(){return this._audioEngine.canUseWebAudio?this._webAudioAnalyser.frequencyBinCount:0},t.prototype.getByteFrequencyData=function(){return this._audioEngine.canUseWebAudio&&(this._webAudioAnalyser.smoothingTimeConstant=this.SMOOTHING,this._webAudioAnalyser.fftSize=this.FFT_SIZE,this._webAudioAnalyser.getByteFrequencyData(this._byteFreqs)),this._byteFreqs},t.prototype.getByteTimeDomainData=function(){return this._audioEngine.canUseWebAudio&&(this._webAudioAnalyser.smoothingTimeConstant=this.SMOOTHING,this._webAudioAnalyser.fftSize=this.FFT_SIZE,this._webAudioAnalyser.getByteTimeDomainData(this._byteTime)),this._byteTime},t.prototype.getFloatFrequencyData=function(){return this._audioEngine.canUseWebAudio&&(this._webAudioAnalyser.smoothingTimeConstant=this.SMOOTHING,this._webAudioAnalyser.fftSize=this.FFT_SIZE,this._webAudioAnalyser.getFloatFrequencyData(this._floatFreqs)),this._floatFreqs},t.prototype.drawDebugCanvas=function(){var e=this;if(this._audioEngine.canUseWebAudio&&(this._debugCanvas||(this._debugCanvas=document.createElement("canvas"),this._debugCanvas.width=this.DEBUGCANVASSIZE.width,this._debugCanvas.height=this.DEBUGCANVASSIZE.height,this._debugCanvas.style.position="absolute",this._debugCanvas.style.top=this.DEBUGCANVASPOS.y+"px",this._debugCanvas.style.left=this.DEBUGCANVASPOS.x+"px",this._debugCanvasContext=this._debugCanvas.getContext("2d"),document.body.appendChild(this._debugCanvas),this._registerFunc=function(){e.drawDebugCanvas()},this._scene.registerBeforeRender(this._registerFunc)),this._registerFunc)){var t=this.getByteFrequencyData();this._debugCanvasContext.fillStyle="rgb(0, 0, 0)",this._debugCanvasContext.fillRect(0,0,this.DEBUGCANVASSIZE.width,this.DEBUGCANVASSIZE.height);for(var i=0;i<this.getFrequencyBinCount();i++){var r=t[i],n=r/this.BARGRAPHAMPLITUDE,s=this.DEBUGCANVASSIZE.height*n,o=this.DEBUGCANVASSIZE.height-s-1,a=this.DEBUGCANVASSIZE.width/this.getFrequencyBinCount(),h=i/this.getFrequencyBinCount()*360;this._debugCanvasContext.fillStyle="hsl("+h+", 100%, 50%)",this._debugCanvasContext.fillRect(i*a,o,a,s)}}},t.prototype.stopDebugCanvas=function(){this._debugCanvas&&(this._scene.unregisterBeforeRender(this._registerFunc),this._registerFunc=null,document.body.removeChild(this._debugCanvas),this._debugCanvas=null,this._debugCanvasContext=null)},t.prototype.connectAudioNodes=function(e,t){this._audioEngine.canUseWebAudio&&(e.connect(this._webAudioAnalyser),this._webAudioAnalyser.connect(t))},t.prototype.dispose=function(){this._audioEngine.canUseWebAudio&&this._webAudioAnalyser.disconnect()},t}();e.Analyser=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(){this._audioContext=null,this._audioContextInitialized=!1,this.canUseWebAudio=!1,this.WarnedWebAudioUnsupported=!1,("undefined"!=typeof window.AudioContext||"undefined"!=typeof window.webkitAudioContext)&&(window.AudioContext=window.AudioContext||window.webkitAudioContext,this.canUseWebAudio=!0)}return Object.defineProperty(t.prototype,"audioContext",{get:function(){return this._audioContextInitialized||this._initializeAudioContext(),this._audioContext},enumerable:!0,configurable:!0}),t.prototype._initializeAudioContext=function(){try{this.canUseWebAudio&&(this._audioContext=new AudioContext,this.masterGain=this._audioContext.createGain(),this.masterGain.gain.value=1,this.masterGain.connect(this._audioContext.destination),this._audioContextInitialized=!0)}catch(t){this.canUseWebAudio=!1,e.Tools.Error("Web Audio: "+t.message)}},t.prototype.dispose=function(){this.canUseWebAudio&&this._audioContextInitialized&&(this._connectedAnalyser&&(this._connectedAnalyser.stopDebugCanvas(),this._connectedAnalyser.dispose(),this.masterGain.disconnect(),this.masterGain.connect(this._audioContext.destination),this._connectedAnalyser=null),this.masterGain.gain.value=1),this.WarnedWebAudioUnsupported=!1},t.prototype.getGlobalVolume=function(){return this.canUseWebAudio&&this._audioContextInitialized?this.masterGain.gain.value:-1},t.prototype.setGlobalVolume=function(e){this.canUseWebAudio&&this._audioContextInitialized&&(this.masterGain.gain.value=e)},t.prototype.connectToAnalyser=function(e){this._connectedAnalyser&&this._connectedAnalyser.stopDebugCanvas(),this.canUseWebAudio&&this._audioContextInitialized&&(this._connectedAnalyser=e,this.masterGain.disconnect(),this._connectedAnalyser.connectAudioNodes(this.masterGain,this._audioContext.destination))},t}();e.AudioEngine=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s){var o=this;this.autoplay=!1,this.loop=!1,this.useCustomAttenuation=!1,this.spatialSound=!1,this.refDistance=1,this.rolloffFactor=1,this.maxDistance=100,this.distanceModel="linear",this._panningModel="equalpower",this._playbackRate=1,this._streaming=!1,this._startTime=0,this._startOffset=0,this._position=e.Vector3.Zero(),this._localDirection=new e.Vector3(1,0,0),this._volume=1,this._isLoaded=!1,this._isReadyToPlay=!1,this.isPlaying=!1,this.isPaused=!1,this._isDirectional=!1,this._coneInnerAngle=360,this._coneOuterAngle=360,this._coneOuterGain=0,this._isOutputConnected=!1,this.name=t,this._scene=r,this._readyToPlayCallback=n,this._customAttenuationFunction=function(e,t,i,r,n){return i>t?e*(1-t/i):0},s&&(this.autoplay=s.autoplay||!1,this.loop=s.loop||!1,void 0!==s.volume&&(this._volume=s.volume),this.spatialSound=s.spatialSound||!1,this.maxDistance=s.maxDistance||100,this.useCustomAttenuation=s.useCustomAttenuation||!1,this.rolloffFactor=s.rolloffFactor||1,this.refDistance=s.refDistance||1,this.distanceModel=s.distanceModel||"linear",
this._playbackRate=s.playbackRate||1,this._streaming=s.streaming||!1),e.Engine.audioEngine.canUseWebAudio?(this._soundGain=e.Engine.audioEngine.audioContext.createGain(),this._soundGain.gain.value=this._volume,this._inputAudioNode=this._soundGain,this._ouputAudioNode=this._soundGain,this.spatialSound&&this._createSpatialParameters(),this._scene.mainSoundTrack.AddSound(this),i&&("string"==typeof i?this._streaming?(this._htmlAudioElement=new Audio,this._htmlAudioElement.src=i,this._htmlAudioElement.controls=!1,this._htmlAudioElement.loop=this.loop,this._htmlAudioElement.crossOrigin="anonymous",this._isReadyToPlay=!0,document.body.appendChild(this._htmlAudioElement),this._readyToPlayCallback&&window.setTimeout(function(){o._readyToPlayCallback()},1e3),this.autoplay&&this.play()):e.Tools.LoadFile(i,function(e){o._soundLoaded(e)},null,null,!0):i instanceof ArrayBuffer?i.byteLength>0&&this._soundLoaded(i):e.Tools.Error("Parameter must be a URL to the sound or an ArrayBuffer of the sound."))):(this._scene.mainSoundTrack.AddSound(this),e.Engine.audioEngine.WarnedWebAudioUnsupported||(e.Tools.Error("Web Audio is not supported by your browser."),e.Engine.audioEngine.WarnedWebAudioUnsupported=!0),this._readyToPlayCallback&&window.setTimeout(function(){o._readyToPlayCallback()},1e3))}return t.prototype.dispose=function(){e.Engine.audioEngine.canUseWebAudio&&this._isReadyToPlay&&(this.isPlaying&&this.stop(),this._isReadyToPlay=!1,-1===this.soundTrackId?this._scene.mainSoundTrack.RemoveSound(this):this._scene.soundTracks[this.soundTrackId].RemoveSound(this),this._soundGain&&(this._soundGain.disconnect(),this._soundGain=null),this._soundPanner&&(this._soundPanner.disconnect(),this._soundPanner=null),this._soundSource&&(this._soundSource.disconnect(),this._soundSource=null),this._audioBuffer=null,this._htmlAudioElement&&(this._htmlAudioElement.pause(),this._htmlAudioElement.src="",document.body.removeChild(this._htmlAudioElement)),this._connectedMesh&&(this._connectedMesh.unregisterAfterWorldMatrixUpdate(this._registerFunc),this._connectedMesh=null))},t.prototype._soundLoaded=function(t){var i=this;this._isLoaded=!0,e.Engine.audioEngine.audioContext.decodeAudioData(t,function(e){i._audioBuffer=e,i._isReadyToPlay=!0,i.autoplay&&i.play(),i._readyToPlayCallback&&i._readyToPlayCallback()},function(){e.Tools.Error("Error while decoding audio data for: "+i.name)})},t.prototype.setAudioBuffer=function(t){e.Engine.audioEngine.canUseWebAudio&&(this._audioBuffer=t,this._isReadyToPlay=!0)},t.prototype.updateOptions=function(e){e&&(this.loop=e.loop||this.loop,this.maxDistance=e.maxDistance||this.maxDistance,this.useCustomAttenuation=e.useCustomAttenuation||this.useCustomAttenuation,this.rolloffFactor=e.rolloffFactor||this.rolloffFactor,this.refDistance=e.refDistance||this.refDistance,this.distanceModel=e.distanceModel||this.distanceModel,this._playbackRate=e.playbackRate||this._playbackRate,this._updateSpatialParameters(),this.isPlaying&&(this._streaming?this._htmlAudioElement.playbackRate=this._playbackRate:this._soundSource.playbackRate.value=this._playbackRate))},t.prototype._createSpatialParameters=function(){e.Engine.audioEngine.canUseWebAudio&&(this._scene.headphone&&(this._panningModel="HRTF"),this._soundPanner=e.Engine.audioEngine.audioContext.createPanner(),this._updateSpatialParameters(),this._soundPanner.connect(this._ouputAudioNode),this._inputAudioNode=this._soundPanner)},t.prototype._updateSpatialParameters=function(){this.spatialSound&&(this.useCustomAttenuation?(this._soundPanner.distanceModel="linear",this._soundPanner.maxDistance=Number.MAX_VALUE,this._soundPanner.refDistance=1,this._soundPanner.rolloffFactor=1,this._soundPanner.panningModel=this._panningModel):(this._soundPanner.distanceModel=this.distanceModel,this._soundPanner.maxDistance=this.maxDistance,this._soundPanner.refDistance=this.refDistance,this._soundPanner.rolloffFactor=this.rolloffFactor,this._soundPanner.panningModel=this._panningModel))},t.prototype.switchPanningModelToHRTF=function(){this._panningModel="HRTF",this._switchPanningModel()},t.prototype.switchPanningModelToEqualPower=function(){this._panningModel="equalpower",this._switchPanningModel()},t.prototype._switchPanningModel=function(){e.Engine.audioEngine.canUseWebAudio&&this.spatialSound&&(this._soundPanner.panningModel=this._panningModel)},t.prototype.connectToSoundTrackAudioNode=function(t){e.Engine.audioEngine.canUseWebAudio&&(this._isOutputConnected&&this._ouputAudioNode.disconnect(),this._ouputAudioNode.connect(t),this._isOutputConnected=!0)},t.prototype.setDirectionalCone=function(t,i,r){return t>i?void e.Tools.Error("setDirectionalCone(): outer angle of the cone must be superior or equal to the inner angle."):(this._coneInnerAngle=t,this._coneOuterAngle=i,this._coneOuterGain=r,this._isDirectional=!0,void(this.isPlaying&&this.loop&&(this.stop(),this.play())))},t.prototype.setPosition=function(t){this._position=t,e.Engine.audioEngine.canUseWebAudio&&this.spatialSound&&this._soundPanner.setPosition(this._position.x,this._position.y,this._position.z)},t.prototype.setLocalDirectionToMesh=function(t){this._localDirection=t,e.Engine.audioEngine.canUseWebAudio&&this._connectedMesh&&this.isPlaying&&this._updateDirection()},t.prototype._updateDirection=function(){var t=this._connectedMesh.getWorldMatrix(),i=e.Vector3.TransformNormal(this._localDirection,t);i.normalize(),this._soundPanner.setOrientation(i.x,i.y,i.z)},t.prototype.updateDistanceFromListener=function(){if(e.Engine.audioEngine.canUseWebAudio&&this._connectedMesh&&this.useCustomAttenuation){var t=this._connectedMesh.getDistanceToCamera(this._scene.activeCamera);this._soundGain.gain.value=this._customAttenuationFunction(this._volume,t,this.maxDistance,this.refDistance,this.rolloffFactor)}},t.prototype.setAttenuationFunction=function(e){this._customAttenuationFunction=e},t.prototype.play=function(t){var i=this;if(this._isReadyToPlay&&this._scene.audioEnabled)try{var r=t?e.Engine.audioEngine.audioContext.currentTime+t:e.Engine.audioEngine.audioContext.currentTime;this._soundSource&&this._streamingSource||this.spatialSound&&(this._soundPanner.setPosition(this._position.x,this._position.y,this._position.z),this._isDirectional&&(this._soundPanner.coneInnerAngle=this._coneInnerAngle,this._soundPanner.coneOuterAngle=this._coneOuterAngle,this._soundPanner.coneOuterGain=this._coneOuterGain,this._connectedMesh?this._updateDirection():this._soundPanner.setOrientation(this._localDirection.x,this._localDirection.y,this._localDirection.z))),this._streaming?(this._streamingSource||(this._streamingSource=e.Engine.audioEngine.audioContext.createMediaElementSource(this._htmlAudioElement),this._htmlAudioElement.onended=function(){i._onended()},this._htmlAudioElement.playbackRate=this._playbackRate),this._streamingSource.disconnect(),this._streamingSource.connect(this._inputAudioNode),this._htmlAudioElement.play()):(this._soundSource=e.Engine.audioEngine.audioContext.createBufferSource(),this._soundSource.buffer=this._audioBuffer,this._soundSource.connect(this._inputAudioNode),this._soundSource.loop=this.loop,this._soundSource.playbackRate.value=this._playbackRate,this._soundSource.onended=function(){i._onended()},this._soundSource.start(this._startTime,this.isPaused?this._startOffset%this._soundSource.buffer.duration:0)),this._startTime=r,this.isPlaying=!0,this.isPaused=!1}catch(n){e.Tools.Error("Error while trying to play audio: "+this.name+", "+n.message)}},t.prototype._onended=function(){this.isPlaying=!1,this.onended&&this.onended()},t.prototype.stop=function(t){if(this.isPlaying){if(this._streaming)this._htmlAudioElement.pause(),this._htmlAudioElement.currentTime>0&&(this._htmlAudioElement.currentTime=0);else{var i=t?e.Engine.audioEngine.audioContext.currentTime+t:e.Engine.audioEngine.audioContext.currentTime;this._soundSource.stop(i)}this.isPlaying=!1}},t.prototype.pause=function(){this.isPlaying&&(this._streaming?this._htmlAudioElement.pause():(this.stop(0),this._startOffset+=e.Engine.audioEngine.audioContext.currentTime-this._startTime),this.isPaused=!0)},t.prototype.setVolume=function(t,i){e.Engine.audioEngine.canUseWebAudio&&(i?(this._soundGain.gain.linearRampToValueAtTime(this._volume,e.Engine.audioEngine.audioContext.currentTime),this._soundGain.gain.linearRampToValueAtTime(t,i)):this._soundGain.gain.value=t),this._volume=t},t.prototype.setPlaybackRate=function(e){this._playbackRate=e,this.isPlaying&&(this._streaming?this._htmlAudioElement.playbackRate=this._playbackRate:this._soundSource.playbackRate.value=this._playbackRate)},t.prototype.getVolume=function(){return this._volume},t.prototype.attachToMesh=function(e){var t=this;this._connectedMesh&&(this._connectedMesh.unregisterAfterWorldMatrixUpdate(this._registerFunc),this._registerFunc=null),this._connectedMesh=e,this.spatialSound||(this.spatialSound=!0,this._createSpatialParameters(),this.isPlaying&&this.loop&&(this.stop(),this.play())),this._onRegisterAfterWorldMatrixUpdate(this._connectedMesh),this._registerFunc=function(e){return t._onRegisterAfterWorldMatrixUpdate(e)},e.registerAfterWorldMatrixUpdate(this._registerFunc)},t.prototype._onRegisterAfterWorldMatrixUpdate=function(t){this.setPosition(t.getBoundingInfo().boundingSphere.centerWorld),e.Engine.audioEngine.canUseWebAudio&&this._isDirectional&&this.isPlaying&&this._updateDirection()},t.prototype.clone=function(){var e=this;if(this._streaming)return null;var i=function(){e._isReadyToPlay?(n._audioBuffer=e.getAudioBuffer(),n._isReadyToPlay=!0,n.autoplay&&n.play()):window.setTimeout(i,300)},r={autoplay:this.autoplay,loop:this.loop,volume:this._volume,spatialSound:this.spatialSound,maxDistance:this.maxDistance,useCustomAttenuation:this.useCustomAttenuation,rolloffFactor:this.rolloffFactor,refDistance:this.refDistance,distanceModel:this.distanceModel},n=new t(this.name+"_cloned",new ArrayBuffer(0),this._scene,null,r);return this.useCustomAttenuation&&n.setAttenuationFunction(this._customAttenuationFunction),n.setPosition(this._position),n.setPlaybackRate(this._playbackRate),i(),n},t.prototype.getAudioBuffer=function(){return this._audioBuffer},t.Parse=function(i,r,n,s){var o,a=i.name,h=n+a,c={autoplay:i.autoplay,loop:i.loop,volume:i.volume,spatialSound:i.spatialSound,maxDistance:i.maxDistance,rolloffFactor:i.rolloffFactor,refDistance:i.refDistance,distanceModel:i.distanceModel,playbackRate:i.playbackRate};if(s){var l=function(){s._isReadyToPlay?(o._audioBuffer=s.getAudioBuffer(),o._isReadyToPlay=!0,o.autoplay&&o.play()):window.setTimeout(l,300)};o=new t(a,new ArrayBuffer(0),r,null,c),l()}else o=new t(a,h,r,function(){r._removePendingData(o)},c),r._addPendingData(o);if(i.position){var u=e.Vector3.FromArray(i.position);o.setPosition(u)}if(i.isDirectional&&(o.setDirectionalCone(i.coneInnerAngle||360,i.coneOuterAngle||360,i.coneOuterGain||0),i.localDirectionToMesh)){var d=e.Vector3.FromArray(i.localDirectionToMesh);o.setLocalDirectionToMesh(d)}if(i.connectedMeshId){var f=r.getMeshByID(i.connectedMeshId);f&&o.attachToMesh(f)}return o},t}();e.Sound=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(e,t){this.id=-1,this._isMainTrack=!1,this._isInitialized=!1,this._scene=e,this.soundCollection=new Array,this._options=t,this._isMainTrack||(this._scene.soundTracks.push(this),this.id=this._scene.soundTracks.length-1)}return t.prototype._initializeSoundTrackAudioGraph=function(){e.Engine.audioEngine.canUseWebAudio&&(this._outputAudioNode=e.Engine.audioEngine.audioContext.createGain(),this._outputAudioNode.connect(e.Engine.audioEngine.masterGain),this._options&&(this._options.volume&&(this._outputAudioNode.gain.value=this._options.volume),this._options.mainTrack&&(this._isMainTrack=this._options.mainTrack)),this._isInitialized=!0)},t.prototype.dispose=function(){if(e.Engine.audioEngine.canUseWebAudio){for(this._connectedAnalyser&&this._connectedAnalyser.stopDebugCanvas();this.soundCollection.length;)this.soundCollection[0].dispose();this._outputAudioNode&&this._outputAudioNode.disconnect(),this._outputAudioNode=null}},t.prototype.AddSound=function(t){this._isInitialized||this._initializeSoundTrackAudioGraph(),e.Engine.audioEngine.canUseWebAudio&&t.connectToSoundTrackAudioNode(this._outputAudioNode),t.soundTrackId&&(-1===t.soundTrackId?this._scene.mainSoundTrack.RemoveSound(t):this._scene.soundTracks[t.soundTrackId].RemoveSound(t)),this.soundCollection.push(t),t.soundTrackId=this.id},t.prototype.RemoveSound=function(e){var t=this.soundCollection.indexOf(e);-1!==t&&this.soundCollection.splice(t,1)},t.prototype.setVolume=function(t){e.Engine.audioEngine.canUseWebAudio&&(this._outputAudioNode.gain.value=t)},t.prototype.switchPanningModelToHRTF=function(){if(e.Engine.audioEngine.canUseWebAudio)for(var t=0;t<this.soundCollection.length;t++)this.soundCollection[t].switchPanningModelToHRTF()},t.prototype.switchPanningModelToEqualPower=function(){if(e.Engine.audioEngine.canUseWebAudio)for(var t=0;t<this.soundCollection.length;t++)this.soundCollection[t].switchPanningModelToEqualPower()},t.prototype.connectToAnalyser=function(t){this._connectedAnalyser&&this._connectedAnalyser.stopDebugCanvas(),this._connectedAnalyser=t,e.Engine.audioEngine.canUseWebAudio&&(this._outputAudioNode.disconnect(),this._connectedAnalyser.connectAudioNodes(this._outputAudioNode,e.Engine.audioEngine.masterGain))},t}();e.SoundTrack=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i){var r=this;void 0===i&&(i=e.Engine.TEXTURETYPE_FLOAT),this._viewMatrix=e.Matrix.Zero(),this._projectionMatrix=e.Matrix.Zero(),this._transformMatrix=e.Matrix.Zero(),this._worldViewProjection=e.Matrix.Zero(),this._scene=t;var n=t.getEngine();this._depthMap=new e.RenderTargetTexture("depthMap",{width:n.getRenderWidth(),height:n.getRenderHeight()},this._scene,!1,!0,i),this._depthMap.wrapU=e.Texture.CLAMP_ADDRESSMODE,this._depthMap.wrapV=e.Texture.CLAMP_ADDRESSMODE,this._depthMap.refreshRate=1,this._depthMap.renderParticles=!1,this._depthMap.renderList=null,this._depthMap.onClear=function(t){t.clear(new e.Color4(1,1,1,1),!0,!0)};var s=function(t){var i=t.getRenderingMesh(),n=r._scene,s=n.getEngine();s.setState(t.getMaterial().backFaceCulling);var o=i._getInstancesRenderList(t._id);if(!o.mustReturn){var a=null!==s.getCaps().instancedArrays&&null!==o.visibleInstances[t._id];if(r.isReady(t,a)){s.enableEffect(r._effect),i._bind(t,r._effect,e.Material.TriangleFillMode);var h=t.getMaterial();if(r._effect.setMatrix("viewProjection",n.getTransformMatrix()),r._effect.setFloat("far",n.activeCamera.maxZ),h&&h.needAlphaTesting()){var c=h.getAlphaTestTexture();r._effect.setTexture("diffuseSampler",c),r._effect.setMatrix("diffuseMatrix",c.getTextureMatrix())}i.useBones&&i.computeBonesUsingShaders&&r._effect.setMatrices("mBones",i.skeleton.getTransformMatrices()),i._processRendering(t,r._effect,e.Material.TriangleFillMode,o,a,function(e,t){return r._effect.setMatrix("world",t)})}}};this._depthMap.customRenderFunction=function(e,t){var i;for(i=0;i<e.length;i++)s(e.data[i]);for(i=0;i<t.length;i++)s(t.data[i])}}return t.prototype.isReady=function(t,i){var r=[],n=[e.VertexBuffer.PositionKind],s=t.getMesh(),o=(s.getScene(),t.getMaterial());o&&o.needAlphaTesting()&&(r.push("#define ALPHATEST"),s.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(n.push(e.VertexBuffer.UVKind),r.push("#define UV1")),s.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(n.push(e.VertexBuffer.UV2Kind),r.push("#define UV2"))),s.useBones&&s.computeBonesUsingShaders?(n.push(e.VertexBuffer.MatricesIndicesKind),n.push(e.VertexBuffer.MatricesWeightsKind),s.numBoneInfluencers>4&&(n.push(e.VertexBuffer.MatricesIndicesExtraKind),n.push(e.VertexBuffer.MatricesWeightsExtraKind)),r.push("#define NUM_BONE_INFLUENCERS "+s.numBoneInfluencers),r.push("#define BonesPerMesh "+(s.skeleton.bones.length+1))):r.push("#define NUM_BONE_INFLUENCERS 0"),i&&(r.push("#define INSTANCES"),n.push("world0"),n.push("world1"),n.push("world2"),n.push("world3"));var a=r.join("\n");return this._cachedDefines!==a&&(this._cachedDefines=a,this._effect=this._scene.getEngine().createEffect("depth",n,["world","mBones","viewProjection","diffuseMatrix","far"],["diffuseSampler"],a)),this._effect.isReady()},t.prototype.getDepthMap=function(){return this._depthMap},t.prototype.dispose=function(){this._depthMap.dispose()},t}();e.DepthRenderer=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){var o=this;t.call(this,r.getEngine(),i),this.SSAOOriginalSceneColorEffect="SSAOOriginalSceneColorEffect",this.SSAORenderEffect="SSAORenderEffect",this.SSAOBlurHRenderEffect="SSAOBlurHRenderEffect",this.SSAOBlurVRenderEffect="SSAOBlurVRenderEffect",this.SSAOCombineRenderEffect="SSAOCombineRenderEffect",this.totalStrength=1,this.radius=1e-4,this.area=.0075,this.fallOff=1e-6,this.base=.5,this._firstUpdate=!0,this._scene=r,this._createRandomTexture(),this._depthTexture=r.enableDepthRenderer().getDepthMap();var a=n.ssaoRatio||n,h=n.combineRatio||n;this._originalColorPostProcess=new e.PassPostProcess("SSAOOriginalSceneColor",h,null,e.Texture.BILINEAR_SAMPLINGMODE,r.getEngine(),!1),this._createSSAOPostProcess(a),this._blurHPostProcess=new e.BlurPostProcess("SSAOBlurH",new e.Vector2(1,0),2,a,null,e.Texture.BILINEAR_SAMPLINGMODE,r.getEngine(),!1),this._blurVPostProcess=new e.BlurPostProcess("SSAOBlurV",new e.Vector2(0,1),2,a,null,e.Texture.BILINEAR_SAMPLINGMODE,r.getEngine(),!1),this._createSSAOCombinePostProcess(h),this.addEffect(new e.PostProcessRenderEffect(r.getEngine(),this.SSAOOriginalSceneColorEffect,function(){return o._originalColorPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(r.getEngine(),this.SSAORenderEffect,function(){return o._ssaoPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(r.getEngine(),this.SSAOBlurHRenderEffect,function(){return o._blurHPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(r.getEngine(),this.SSAOBlurVRenderEffect,function(){return o._blurVPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(r.getEngine(),this.SSAOCombineRenderEffect,function(){return o._ssaoCombinePostProcess},!0)),r.postProcessRenderPipelineManager.addPipeline(this),s&&r.postProcessRenderPipelineManager.attachCamerasToRenderPipeline(i,s)}return __extends(i,t),i.prototype.getBlurHPostProcess=function(){return this._blurHPostProcess},i.prototype.getBlurVPostProcess=function(){return this._blurVPostProcess},i.prototype.dispose=function(e){void 0===e&&(e=!1),this._scene.postProcessRenderPipelineManager.detachCamerasFromRenderPipeline(this._name,this._scene.cameras),this._originalColorPostProcess=void 0,this._ssaoPostProcess=void 0,this._blurHPostProcess=void 0,this._blurVPostProcess=void 0,this._ssaoCombinePostProcess=void 0,this._randomTexture.dispose(),e&&this._scene.disableDepthRenderer()},i.prototype._createSSAOPostProcess=function(t){var i=this,r=16,n=[.5381,.1856,-.4319,.1379,.2486,.443,.3371,.5679,-.0057,-.6999,-.0451,-.0019,.0689,-.1598,-.8547,.056,.0069,-.1843,-.0146,.1402,.0762,.01,-.1924,-.0344,-.3577,-.5301,-.4358,-.3169,.1063,.0158,.0103,-.5869,.0046,-.0897,-.494,.3287,.7119,-.0154,-.0918,-.0533,.0596,-.5411,.0352,-.0631,.546,-.4776,.2847,-.0271],s=1/r;this._ssaoPostProcess=new e.PostProcess("ssao","ssao",["sampleSphere","samplesFactor","randTextureTiles","totalStrength","radius","area","fallOff","base"],["randomSampler"],t,null,e.Texture.BILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1,"#define SAMPLES "+r),this._ssaoPostProcess.onApply=function(e){i._firstUpdate&&(e.setArray3("sampleSphere",n),e.setFloat("samplesFactor",s),e.setFloat("randTextureTiles",4),i._firstUpdate=!1),e.setFloat("totalStrength",i.totalStrength),e.setFloat("radius",i.radius),e.setFloat("area",i.area),e.setFloat("fallOff",i.fallOff),e.setFloat("base",i.base),e.setTexture("textureSampler",i._depthTexture),e.setTexture("randomSampler",i._randomTexture)}},i.prototype._createSSAOCombinePostProcess=function(t){var i=this;this._ssaoCombinePostProcess=new e.PostProcess("ssaoCombine","ssaoCombine",[],["originalColor"],t,null,e.Texture.BILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1),this._ssaoCombinePostProcess.onApply=function(e){e.setTextureFromPostProcess("originalColor",i._originalColorPostProcess)}},i.prototype._createRandomTexture=function(){var t=512;this._randomTexture=new e.DynamicTexture("SSAORandomTexture",t,this._scene,!1,e.Texture.BILINEAR_SAMPLINGMODE),this._randomTexture.wrapU=e.Texture.WRAP_ADDRESSMODE,this._randomTexture.wrapV=e.Texture.WRAP_ADDRESSMODE;for(var i=this._randomTexture.getContext(),r=function(e,t){return Math.random()*(t-e)+e},n=e.Vector3.Zero(),s=0;t>s;s++)for(var o=0;t>o;o++)n.x=Math.floor(255*r(-1,1)),n.y=Math.floor(255*r(-1,1)),n.z=Math.floor(255*r(-1,1)),i.fillStyle="rgb("+n.x+", "+n.y+", "+n.z+")",i.fillRect(s,o,1,1);this._randomTexture.update(!1)},i}(e.PostProcessRenderPipeline);e.SSAORenderingPipeline=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(r,n,s,o,a,h,c,l,u){var d=this;void 0===a&&(a=100),void 0===h&&(h=e.Texture.BILINEAR_SAMPLINGMODE),t.call(this,r,"volumetricLightScattering",["decay","exposure","weight","meshPositionOnScreen","density"],["lightScatteringSampler"],n.postProcessRatio||n,s,h,c,l,"#define NUM_SAMPLES "+a),this._screenCoordinates=e.Vector2.Zero(),this.useCustomMeshPosition=!1,this.invert=!0,this.useDiffuseColor=!1,this.excludedMeshes=new Array,this.exposure=.3,this.decay=.96815,this.weight=.58767,this.density=.926,u=null===s?u:s.getScene(),this._viewPort=new e.Viewport(0,0,1,1).toGlobal(u.getEngine()),this.mesh=null!==o?o:i.CreateDefaultMesh("VolumetricLightScatteringMesh",u),this._createPass(u,n.passRatio||n),this.onActivate=function(e){d.isSupported||d.dispose(e),d.onActivate=null},this.onApply=function(e){d._updateMeshScreenCoordinates(u),e.setTexture("lightScatteringSampler",d._volumetricLightScatteringRTT),e.setFloat("exposure",d.exposure),e.setFloat("decay",d.decay),e.setFloat("weight",d.weight),e.setFloat("density",d.density),e.setVector2("meshPositionOnScreen",d._screenCoordinates)}}return __extends(i,t),i.prototype.isReady=function(t,i){var r=t.getMesh(),n=[],s=[e.VertexBuffer.PositionKind],o=t.getMaterial(),a=!1;r===this.mesh&&(this.useDiffuseColor?n.push("#define DIFFUSE_COLOR_RENDER"):o&&(void 0!==o.diffuseTexture?n.push("#define BASIC_RENDER"):n.push("#define DIFFUSE_COLOR_RENDER")),n.push("#define NEED_UV"),a=!0),o&&(o.needAlphaTesting()&&n.push("#define ALPHATEST"),void 0!==o.opacityTexture&&(n.push("#define OPACITY"),o.opacityTexture.getAlphaFromRGB&&n.push("#define OPACITYRGB"),a||n.push("#define NEED_UV")),r.isVerticesDataPresent(e.VertexBuffer.UVKind)&&(s.push(e.VertexBuffer.UVKind),n.push("#define UV1")),r.isVerticesDataPresent(e.VertexBuffer.UV2Kind)&&(s.push(e.VertexBuffer.UV2Kind),n.push("#define UV2"))),r.useBones&&r.computeBonesUsingShaders?(s.push(e.VertexBuffer.MatricesIndicesKind),s.push(e.VertexBuffer.MatricesWeightsKind),n.push("#define NUM_BONE_INFLUENCERS "+r.numBoneInfluencers),n.push("#define BonesPerMesh "+(r.skeleton.bones.length+1))):n.push("#define NUM_BONE_INFLUENCERS 0"),i&&(n.push("#define INSTANCES"),s.push("world0"),s.push("world1"),s.push("world2"),s.push("world3"));var h=n.join("\n");return this._cachedDefines!==h&&(this._cachedDefines=h,this._volumetricLightScatteringPass=r.getScene().getEngine().createEffect({vertexElement:"depth",fragmentElement:"volumetricLightScatteringPass"},s,["world","mBones","viewProjection","diffuseMatrix","opacityLevel","color"],["diffuseSampler","opacitySampler"],h)),this._volumetricLightScatteringPass.isReady()},i.prototype.setCustomMeshPosition=function(e){this._customMeshPosition=e},i.prototype.getCustomMeshPosition=function(){return this._customMeshPosition},i.prototype.dispose=function(e){var i=e.getScene().customRenderTargets.indexOf(this._volumetricLightScatteringRTT);-1!==i&&e.getScene().customRenderTargets.splice(i,1),this._volumetricLightScatteringRTT.dispose(),t.prototype.dispose.call(this,e)},i.prototype.getPass=function(){return this._volumetricLightScatteringRTT},i.prototype._meshExcluded=function(e){return this.excludedMeshes.length>0&&-1!==this.excludedMeshes.indexOf(e)?!0:!1},i.prototype._createPass=function(t,i){var r=this,n=t.getEngine();this._volumetricLightScatteringRTT=new e.RenderTargetTexture("volumetricLightScatteringMap",{width:n.getRenderWidth()*i,height:n.getRenderHeight()*i},t,!1,!0,e.Engine.TEXTURETYPE_UNSIGNED_INT),this._volumetricLightScatteringRTT.wrapU=e.Texture.CLAMP_ADDRESSMODE,this._volumetricLightScatteringRTT.wrapV=e.Texture.CLAMP_ADDRESSMODE,this._volumetricLightScatteringRTT.renderList=null,this._volumetricLightScatteringRTT.renderParticles=!1,t.customRenderTargets.push(this._volumetricLightScatteringRTT);var s,o=function(t){var i=t.getRenderingMesh();if(!r._meshExcluded(i)){var n=i.getScene(),s=n.getEngine();s.setState(t.getMaterial().backFaceCulling);var o=i._getInstancesRenderList(t._id);if(!o.mustReturn){var a=null!==s.getCaps().instancedArrays&&null!==o.visibleInstances[t._id];if(r.isReady(t,a)){s.enableEffect(r._volumetricLightScatteringPass),i._bind(t,r._volumetricLightScatteringPass,e.Material.TriangleFillMode);var h=t.getMaterial();if(r._volumetricLightScatteringPass.setMatrix("viewProjection",n.getTransformMatrix()),h&&(i===r.mesh||h.needAlphaTesting()||void 0!==h.opacityTexture)){var c=h.getAlphaTestTexture();!r.useDiffuseColor&&void 0!==c||i!==r.mesh||r._volumetricLightScatteringPass.setColor3("color",h.diffuseColor),(h.needAlphaTesting()||i===r.mesh&&c&&!r.useDiffuseColor)&&(r._volumetricLightScatteringPass.setTexture("diffuseSampler",c),c&&r._volumetricLightScatteringPass.setMatrix("diffuseMatrix",c.getTextureMatrix())),void 0!==h.opacityTexture&&(r._volumetricLightScatteringPass.setTexture("opacitySampler",h.opacityTexture),r._volumetricLightScatteringPass.setFloat("opacityLevel",h.opacityTexture.level))}i.useBones&&i.computeBonesUsingShaders&&r._volumetricLightScatteringPass.setMatrices("mBones",i.skeleton.getTransformMatrices()),i._processRendering(t,r._volumetricLightScatteringPass,e.Material.TriangleFillMode,o,a,function(e,t){return r._volumetricLightScatteringPass.setMatrix("world",t)})}}}},a=new e.Color4(0,0,0,1);this._volumetricLightScatteringRTT.onBeforeRender=function(){s=t.clearColor,t.clearColor=a},this._volumetricLightScatteringRTT.onAfterRender=function(){t.clearColor=s},this._volumetricLightScatteringRTT.customRenderFunction=function(i,r,n){var s,a=t.getEngine();for(s=0;s<i.length;s++)o(i.data[s]);for(a.setAlphaTesting(!0),s=0;s<r.length;s++)o(r.data[s]);if(a.setAlphaTesting(!1),n.length){for(s=0;s<n.length;s++){var h=n.data[s];h._alphaIndex=h.getMesh().alphaIndex,h._distanceToCamera=h.getBoundingInfo().boundingSphere.centerWorld.subtract(t.activeCamera.position).length()}var c=n.data.slice(0,n.length);for(c.sort(function(e,t){return e._alphaIndex>t._alphaIndex?1:e._alphaIndex<t._alphaIndex?-1:e._distanceToCamera<t._distanceToCamera?1:e._distanceToCamera>t._distanceToCamera?-1:0}),a.setAlphaMode(e.Engine.ALPHA_COMBINE),s=0;s<c.length;s++)o(c[s]);a.setAlphaMode(e.Engine.ALPHA_DISABLE)}}},i.prototype._updateMeshScreenCoordinates=function(t){var i=t.getTransformMatrix(),r=this.mesh.parent?this.mesh.getAbsolutePosition():this.mesh.position,n=e.Vector3.Project(this.useCustomMeshPosition?this._customMeshPosition:r,e.Matrix.Identity(),i,this._viewPort);this._screenCoordinates.x=n.x/this._viewPort.width,this._screenCoordinates.y=n.y/this._viewPort.height,this.invert&&(this._screenCoordinates.y=1-this._screenCoordinates.y)},i.CreateDefaultMesh=function(t,i){var r=e.Mesh.CreatePlane(t,1,i);return r.billboardMode=e.AbstractMesh.BILLBOARDMODE_ALL,r.material=new e.StandardMaterial(t+"Material",i),r},i}(e.PostProcess);e.VolumetricLightScatteringPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o){var a=this;void 0===s&&(s=1),t.call(this,n.getEngine(),i),this.LensChromaticAberrationEffect="LensChromaticAberrationEffect",this.HighlightsEnhancingEffect="HighlightsEnhancingEffect",this.LensDepthOfFieldEffect="LensDepthOfFieldEffect",this._scene=n,this._depthTexture=n.enableDepthRenderer().getDepthMap(),r.grain_texture?this._grainTexture=r.grain_texture:this._createGrainTexture(),this._edgeBlur=r.edge_blur?r.edge_blur:0,this._grainAmount=r.grain_amount?r.grain_amount:0,this._chromaticAberration=r.chromatic_aberration?r.chromatic_aberration:0,this._distortion=r.distortion?r.distortion:0,this._highlightsGain=void 0!==r.dof_gain?r.dof_gain:-1,this._highlightsThreshold=r.dof_threshold?r.dof_threshold:1,this._dofDistance=void 0!==r.dof_focus_distance?r.dof_focus_distance:-1,this._dofAperture=r.dof_aperture?r.dof_aperture:1,this._dofDarken=r.dof_darken?r.dof_darken:0,this._dofPentagon=void 0!==r.dof_pentagon?r.dof_pentagon:!0,this._blurNoise=void 0!==r.blur_noise?r.blur_noise:!0,this._createChromaticAberrationPostProcess(s),this._createHighlightsPostProcess(s),this._createDepthOfFieldPostProcess(s/4),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),this.LensChromaticAberrationEffect,function(){return a._chromaticAberrationPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),this.HighlightsEnhancingEffect,function(){return a._highlightsPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),this.LensDepthOfFieldEffect,function(){return a._depthOfFieldPostProcess},!0)),-1===this._highlightsGain&&this._disableEffect(this.HighlightsEnhancingEffect,null),n.postProcessRenderPipelineManager.addPipeline(this),o&&n.postProcessRenderPipelineManager.attachCamerasToRenderPipeline(i,o)}return __extends(i,t),i.prototype.setEdgeBlur=function(e){this._edgeBlur=e},i.prototype.disableEdgeBlur=function(){this._edgeBlur=0},i.prototype.setGrainAmount=function(e){this._grainAmount=e},i.prototype.disableGrain=function(){this._grainAmount=0},i.prototype.setChromaticAberration=function(e){this._chromaticAberration=e},i.prototype.disableChromaticAberration=function(){this._chromaticAberration=0},i.prototype.setEdgeDistortion=function(e){this._distortion=e},i.prototype.disableEdgeDistortion=function(){this._distortion=0},i.prototype.setFocusDistance=function(e){this._dofDistance=e},i.prototype.disableDepthOfField=function(){this._dofDistance=-1},i.prototype.setAperture=function(e){this._dofAperture=e},i.prototype.setDarkenOutOfFocus=function(e){this._dofDarken=e},i.prototype.enablePentagonBokeh=function(){this._highlightsPostProcess.updateEffect("#define PENTAGON\n")},i.prototype.disablePentagonBokeh=function(){this._highlightsPostProcess.updateEffect()},i.prototype.enableNoiseBlur=function(){this._blurNoise=!0},i.prototype.disableNoiseBlur=function(){this._blurNoise=!1},i.prototype.setHighlightsGain=function(e){this._highlightsGain=e},i.prototype.setHighlightsThreshold=function(e){-1===this._highlightsGain&&(this._highlightsGain=1),this._highlightsThreshold=e},i.prototype.disableHighlights=function(){this._highlightsGain=-1},i.prototype.dispose=function(e){void 0===e&&(e=!1),this._scene.postProcessRenderPipelineManager.detachCamerasFromRenderPipeline(this._name,this._scene.cameras),this._chromaticAberrationPostProcess=void 0,this._highlightsPostProcess=void 0,this._depthOfFieldPostProcess=void 0,this._grainTexture.dispose(),e&&this._scene.disableDepthRenderer()},i.prototype._createChromaticAberrationPostProcess=function(t){var i=this;this._chromaticAberrationPostProcess=new e.PostProcess("LensChromaticAberration","chromaticAberration",["chromatic_aberration","screen_width","screen_height"],[],t,null,e.Texture.TRILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1),this._chromaticAberrationPostProcess.onApply=function(e){e.setFloat("chromatic_aberration",i._chromaticAberration),e.setFloat("screen_width",i._scene.getEngine().getRenderingCanvas().width),e.setFloat("screen_height",i._scene.getEngine().getRenderingCanvas().height)}},i.prototype._createHighlightsPostProcess=function(t){var i=this;this._highlightsPostProcess=new e.PostProcess("LensHighlights","lensHighlights",["gain","threshold","screen_width","screen_height"],[],t,null,e.Texture.TRILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1,this._dofPentagon?"#define PENTAGON\n":""),
this._highlightsPostProcess.onApply=function(e){e.setFloat("gain",i._highlightsGain),e.setFloat("threshold",i._highlightsThreshold),e.setTextureFromPostProcess("textureSampler",i._chromaticAberrationPostProcess),e.setFloat("screen_width",i._scene.getEngine().getRenderingCanvas().width),e.setFloat("screen_height",i._scene.getEngine().getRenderingCanvas().height)}},i.prototype._createDepthOfFieldPostProcess=function(t){var i=this;this._depthOfFieldPostProcess=new e.PostProcess("LensDepthOfField","depthOfField",["grain_amount","blur_noise","screen_width","screen_height","distortion","dof_enabled","screen_distance","aperture","darken","edge_blur","highlights","near","far"],["depthSampler","grainSampler","highlightsSampler"],t,null,e.Texture.TRILINEAR_SAMPLINGMODE,this._scene.getEngine(),!1),this._depthOfFieldPostProcess.onApply=function(e){e.setTexture("depthSampler",i._depthTexture),e.setTexture("grainSampler",i._grainTexture),e.setTextureFromPostProcess("textureSampler",i._highlightsPostProcess),e.setTextureFromPostProcess("highlightsSampler",i._depthOfFieldPostProcess),e.setFloat("grain_amount",i._grainAmount),e.setBool("blur_noise",i._blurNoise),e.setFloat("screen_width",i._scene.getEngine().getRenderingCanvas().width),e.setFloat("screen_height",i._scene.getEngine().getRenderingCanvas().height),e.setFloat("distortion",i._distortion),e.setBool("dof_enabled",-1!==i._dofDistance),e.setFloat("screen_distance",1/(.1-1/i._dofDistance)),e.setFloat("aperture",i._dofAperture),e.setFloat("darken",i._dofDarken),e.setFloat("edge_blur",i._edgeBlur),e.setBool("highlights",-1!==i._highlightsGain),e.setFloat("near",i._scene.activeCamera.minZ),e.setFloat("far",i._scene.activeCamera.maxZ)}},i.prototype._createGrainTexture=function(){var t=512;this._grainTexture=new e.DynamicTexture("LensNoiseTexture",t,this._scene,!1,e.Texture.BILINEAR_SAMPLINGMODE),this._grainTexture.wrapU=e.Texture.WRAP_ADDRESSMODE,this._grainTexture.wrapV=e.Texture.WRAP_ADDRESSMODE;for(var i,r=this._grainTexture.getContext(),n=function(e,t){return Math.random()*(t-e)+e},s=0;t>s;s++)for(var o=0;t>o;o++)i=Math.floor(255*n(.42,.58)),r.fillStyle="rgb("+i+", "+i+", "+i+")",r.fillRect(s,o,1,1);this._grainTexture.update(!1)},i}(e.PostProcessRenderPipeline);e.LensRenderingPipeline=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s,o,a,h){var c=this;t.call(this,i,"colorCorrection",null,["colorTable"],n,s,o,a,h),this._colorTableTexture=new e.Texture(r,s.getScene(),!0,!1,e.Texture.TRILINEAR_SAMPLINGMODE),this._colorTableTexture.anisotropicFilteringLevel=1,this._colorTableTexture.wrapU=e.Texture.CLAMP_ADDRESSMODE,this._colorTableTexture.wrapV=e.Texture.CLAMP_ADDRESSMODE,this.onApply=function(e){e.setTexture("colorTable",c._colorTableTexture)}}return __extends(i,t),i}(e.PostProcess);e.ColorCorrectionPostProcess=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(i,r,n,s){t.call(this,i,r,s),this.interaxialDistance=n,this.setCameraRigMode(e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH,{interaxialDistance:n})}return __extends(i,t),i}(e.FreeCamera);e.AnaglyphFreeCamera=t;var i=function(t){function i(i,r,n,s,o,a,h){t.call(this,i,r,n,s,o,h),this.setCameraRigMode(e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH,{interaxialDistance:a})}return __extends(i,t),i}(e.ArcRotateCamera);e.AnaglyphArcRotateCamera=i;var r=function(t){function i(i,r,n,s){t.call(this,i,r,s),this.setCameraRigMode(e.Camera.RIG_MODE_STEREOSCOPIC_ANAGLYPH,{interaxialDistance:n})}return __extends(i,t),i}(e.GamepadCamera);e.AnaglyphGamepadCamera=r;var n=function(t){function i(i,r,n,s,o){t.call(this,i,r,o),this.setCameraRigMode(s?e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER,{interaxialDistance:n})}return __extends(i,t),i}(e.FreeCamera);e.StereoscopicFreeCamera=n;var s=function(t){function i(i,r,n,s,o,a,h,c){t.call(this,i,r,n,s,o,c),this.setCameraRigMode(h?e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER,{interaxialDistance:a})}return __extends(i,t),i}(e.ArcRotateCamera);e.StereoscopicArcRotateCamera=s;var o=function(t){function i(i,r,n,s,o){t.call(this,i,r,o),this.setCameraRigMode(s?e.Camera.RIG_MODE_STEREOSCOPIC_SIDEBYSIDE_PARALLEL:e.Camera.RIG_MODE_STEREOSCOPIC_OVERUNDER,{interaxialDistance:n})}return __extends(i,t),i}(e.GamepadCamera);e.StereoscopicGamepadCamera=o}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(t){function i(r,n,s,o,a){var h=this;void 0===o&&(o=null),t.call(this,n.getEngine(),r),this.gaussCoeff=.3,this.gaussMean=1,this.gaussStandDev=.8,this.gaussMultiplier=4,this.exposure=1,this.minimumLuminance=1,this.maximumLuminance=1e20,this.luminanceIncreaserate=.5,this.luminanceDecreaseRate=.5,this.brightThreshold=.8,this._needUpdate=!0,this._scene=n,this._createBrightPassPostProcess(n,s),this._createDownSampleX4PostProcess(n,s),this._createGaussianBlurPostProcess(n,s),this._createTextureAdderPostProcess(n,s),this._createLuminanceGeneratorPostProcess(n),this._createHDRPostProcess(n,s),null===o?this._originalPostProcess=new e.PassPostProcess("hdr",s,null,e.Texture.BILINEAR_SAMPLINGMODE,n.getEngine(),!1):this._originalPostProcess=o,this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRPassPostProcess",function(){return h._originalPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRBrightPass",function(){return h._brightPassPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRDownSampleX4",function(){return h._downSampleX4PostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRGaussianBlurH",function(){return h._guassianBlurHPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRGaussianBlurV",function(){return h._guassianBlurVPostProcess},!0)),this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRTextureAdder",function(){return h._textureAdderPostProcess},!0));for(var c=function(t){h.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDRDownSampler"+t,function(){return h._downSamplePostProcesses[t]},!0))},l=i.LUM_STEPS-1;l>=0;l--)c(l);this.addEffect(new e.PostProcessRenderEffect(n.getEngine(),"HDR",function(){return h._hdrPostProcess},!0)),n.postProcessRenderPipelineManager.addPipeline(this),null!==a&&n.postProcessRenderPipelineManager.attachCamerasToRenderPipeline(r,a),this.update()}return __extends(i,t),i.prototype.update=function(){this._needUpdate=!0},i.prototype.getCurrentLuminance=function(){return this._hdrCurrentLuminance},i.prototype.getOutputLuminance=function(){return this._hdrOutputLuminance},i.prototype.dispose=function(){this._originalPostProcess=void 0,this._brightPassPostProcess=void 0,this._downSampleX4PostProcess=void 0,this._guassianBlurHPostProcess=void 0,this._guassianBlurVPostProcess=void 0,this._textureAdderPostProcess=void 0;for(var e=i.LUM_STEPS-1;e>=0;e--)this._downSamplePostProcesses[e]=void 0;this._hdrPostProcess=void 0,this._scene.postProcessRenderPipelineManager.detachCamerasFromRenderPipeline(this._name,this._scene.cameras)},i.prototype._createHDRPostProcess=function(t,i){var r=this,n=0;this._hdrOutputLuminance=-1,this._hdrCurrentLuminance=1,this._hdrPostProcess=new e.PostProcess("hdr","hdr",["exposure","avgLuminance"],["otherSampler"],i,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define HDR"),this._hdrPostProcess.onApply=function(i){if(r._hdrOutputLuminance<0)r._hdrOutputLuminance=r._hdrCurrentLuminance;else{var s=(n-(n+t.getEngine().getDeltaTime()))/1e3;r._hdrCurrentLuminance<r._hdrOutputLuminance+r.luminanceDecreaseRate*s?r._hdrOutputLuminance+=r.luminanceDecreaseRate*s:r._hdrCurrentLuminance>r._hdrOutputLuminance-r.luminanceIncreaserate*s?r._hdrOutputLuminance-=r.luminanceIncreaserate*s:r._hdrOutputLuminance=r._hdrCurrentLuminance}r._hdrOutputLuminance=e.Tools.Clamp(r._hdrOutputLuminance,r.minimumLuminance,r.maximumLuminance),n+=t.getEngine().getDeltaTime(),i.setTextureFromPostProcess("textureSampler",r._textureAdderPostProcess),i.setTextureFromPostProcess("otherSampler",r._originalPostProcess),i.setFloat("exposure",r.exposure),i.setFloat("avgLuminance",r._hdrOutputLuminance),r._needUpdate=!1}},i.prototype._createTextureAdderPostProcess=function(t,i){var r=this;this._textureAdderPostProcess=new e.PostProcess("hdr","hdr",[],["otherSampler"],i,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define TEXTURE_ADDER"),this._textureAdderPostProcess.onApply=function(e){e.setTextureFromPostProcess("otherSampler",r._originalPostProcess)}},i.prototype._createDownSampleX4PostProcess=function(t,i){var r=this,n=new Array(32);this._downSampleX4PostProcess=new e.PostProcess("hdr","hdr",["dsOffsets"],[],i/4,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define DOWN_SAMPLE_X4"),this._downSampleX4PostProcess.onApply=function(e){if(r._needUpdate)for(var t=0,i=-2;2>i;i++)for(var s=-2;2>s;s++)n[t]=(i+.5)*(1/r._downSampleX4PostProcess.width),n[t+1]=(s+.5)*(1/r._downSampleX4PostProcess.height),t+=2;e.setArray2("dsOffsets",n)}},i.prototype._createBrightPassPostProcess=function(t,i){var r=this,n=new Array(8),s=function(e){if(r._needUpdate){var t=1/r._brightPassPostProcess.width,i=1/r._brightPassPostProcess.height;n[0]=-.5*t,n[1]=.5*i,n[2]=.5*t,n[3]=.5*i,n[4]=-.5*t,n[5]=-.5*i,n[6]=.5*t,n[7]=-.5*i}e.setArray2("dsOffsets",n),e.setFloat("brightThreshold",r.brightThreshold)};this._brightPassPostProcess=new e.PostProcess("hdr","hdr",["dsOffsets","brightThreshold"],[],i,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define BRIGHT_PASS"),this._brightPassPostProcess.onApply=s},i.prototype._createLuminanceGeneratorPostProcess=function(t){var r,n=this,s=i.LUM_STEPS,o=new Array(8),a=new Array(18);this._downSamplePostProcesses=new Array(s);var h=function(e,t){var i=1/e,r=1/t;o[0]=-.5*i,o[1]=.5*r,o[2]=.5*i,o[3]=.5*r,o[4]=-.5*i,o[5]=-.5*r,o[6]=.5*i,o[7]=-.5*r},c=function(e,t){for(var i=0,r=-1;2>r;r++)for(var n=-1;2>n;n++)a[i]=r/e,a[i+1]=n/t,i+=2},l=function(e){n._needUpdate&&h(n._textureAdderPostProcess.width,n._textureAdderPostProcess.height),e.setTextureFromPostProcess("textureSampler",n._textureAdderPostProcess),e.setArray2("lumOffsets",o)},u=function(e){var t=e;return function(e){h(n._downSamplePostProcesses[t].width,n._downSamplePostProcesses[t].height),c(n._downSamplePostProcesses[t].width,n._downSamplePostProcesses[t].height),r=.5/n._downSamplePostProcesses[t].width,e.setTextureFromPostProcess("textureSampler",n._downSamplePostProcesses[t+1]),e.setFloat("halfDestPixelSize",r),e.setArray2("dsOffsets",a)}},d=function(i){var r=t.getEngine().readPixels(0,0,1,1),s=new e.Vector4(1/16581375,1/65025,1/255,1);n._hdrCurrentLuminance=(r[0]*s.x+r[1]*s.y+r[2]*s.z+r[3]*s.w)/100},f={width:Math.pow(3,s-1),height:Math.pow(3,s-1)};this._downSamplePostProcesses[s-1]=new e.PostProcess("hdr","hdr",["lumOffsets"],[],f,null,e.Texture.NEAREST_SAMPLINGMODE,t.getEngine(),!1,"#define LUMINANCE_GENERATOR",e.Engine.TEXTURETYPE_FLOAT),this._downSamplePostProcesses[s-1].onApply=l;for(var p=s-2;p>=0;p--){var m=Math.pow(3,p);f={width:m,height:m};var _="#define DOWN_SAMPLE\n";0===p&&(_+="#define FINAL_DOWN_SAMPLE\n"),this._downSamplePostProcesses[p]=new e.PostProcess("hdr","hdr",["dsOffsets","halfDestPixelSize"],[],f,null,e.Texture.NEAREST_SAMPLINGMODE,t.getEngine(),!1,_,e.Engine.TEXTURETYPE_FLOAT),this._downSamplePostProcesses[p].onApply=u(p),0===p&&(this._downSamplePostProcesses[p].onAfterRender=d)}},i.prototype._createGaussianBlurPostProcess=function(t,i){var r=this,n=new Array(9),s=new Array(9),o=new Array(9),a=["blurOffsets","blurWeights","multiplier"],h=function(e){for(var i={width:t.getEngine().getRenderWidth(),height:t.getEngine().getRenderHeight()},r=0;9>r;r++){var o=(r-4)*(1/(e===!0?i.height:i.width));e?s[r]=o:n[r]=o}},c=function(){for(var e=0,t=0;9>t;t++)e=(t-4)/4,o[t]=r.gaussCoeff*(1/Math.sqrt(2*Math.PI*r.gaussStandDev))*Math.exp(-((e-r.gaussMean)*(e-r.gaussMean))/(2*r.gaussStandDev*r.gaussStandDev))},l=function(e){return function(t){r._needUpdate&&(c(),h(e)),t.setArray("blurOffsets",e?s:n),t.setArray("blurWeights",o),t.setFloat("multiplier",r.gaussMultiplier)}};this._guassianBlurHPostProcess=new e.PostProcess("hdr","hdr",a,[],i/4,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define GAUSSIAN_BLUR_H"),this._guassianBlurHPostProcess.onApply=l(!1),this._guassianBlurVPostProcess=new e.PostProcess("hdr","hdr",a,[],i/4,null,e.Texture.BILINEAR_SAMPLINGMODE,t.getEngine(),!1,"#define GAUSSIAN_BLUR_V"),this._guassianBlurVPostProcess.onApply=l(!0)},i.LUM_STEPS=6,i}(e.PostProcessRenderPipeline);e.HDRRenderingPipeline=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function e(){this.edges=new Array,this.edgesConnectedCount=0}return e}(),i=function(){function i(e,t,i){void 0===t&&(t=.95),void 0===i&&(i=!1),this._linesPositions=new Array,this._linesNormals=new Array,this._linesIndices=new Array,this._buffers=new Array,this._checkVerticesInsteadOfIndices=!1,this._source=e,this._checkVerticesInsteadOfIndices=i,this._epsilon=t,this._prepareRessources(),this._generateEdgesLines()}return i.prototype._prepareRessources=function(){this._lineShader||(this._lineShader=new e.ShaderMaterial("lineShader",this._source.getScene(),"line",{attributes:["position","normal"],uniforms:["worldViewProjection","color","width","aspectRatio"]}),this._lineShader.disableDepthWrite=!0,this._lineShader.backFaceCulling=!1)},i.prototype.dispose=function(){this._vb0.dispose(),this._vb1.dispose(),this._source.getScene().getEngine()._releaseBuffer(this._ib),this._lineShader.dispose()},i.prototype._processEdgeForAdjacencies=function(e,t,i,r,n){return e===i&&t===r||e===r&&t===i?0:e===r&&t===n||e===n&&t===r?1:e===n&&t===i||e===i&&t===n?2:-1},i.prototype._processEdgeForAdjacenciesWithVertices=function(e,t,i,r,n){return e.equalsWithEpsilon(i)&&t.equalsWithEpsilon(r)||e.equalsWithEpsilon(r)&&t.equalsWithEpsilon(i)?0:e.equalsWithEpsilon(r)&&t.equalsWithEpsilon(n)||e.equalsWithEpsilon(n)&&t.equalsWithEpsilon(r)?1:e.equalsWithEpsilon(n)&&t.equalsWithEpsilon(i)||e.equalsWithEpsilon(i)&&t.equalsWithEpsilon(n)?2:-1},i.prototype._checkEdge=function(t,i,r,n,s){var o;if(void 0===i)o=!0;else{var a=e.Vector3.Dot(r[t],r[i]);o=a<this._epsilon}if(o){var h=this._linesPositions.length/3,c=n.subtract(s);c.normalize(),this._linesPositions.push(n.x),this._linesPositions.push(n.y),this._linesPositions.push(n.z),this._linesPositions.push(n.x),this._linesPositions.push(n.y),this._linesPositions.push(n.z),this._linesPositions.push(s.x),this._linesPositions.push(s.y),this._linesPositions.push(s.z),this._linesPositions.push(s.x),this._linesPositions.push(s.y),this._linesPositions.push(s.z),this._linesNormals.push(s.x),this._linesNormals.push(s.y),this._linesNormals.push(s.z),this._linesNormals.push(-1),this._linesNormals.push(s.x),this._linesNormals.push(s.y),this._linesNormals.push(s.z),this._linesNormals.push(1),this._linesNormals.push(n.x),this._linesNormals.push(n.y),this._linesNormals.push(n.z),this._linesNormals.push(-1),this._linesNormals.push(n.x),this._linesNormals.push(n.y),this._linesNormals.push(n.z),this._linesNormals.push(1),this._linesIndices.push(h),this._linesIndices.push(h+1),this._linesIndices.push(h+2),this._linesIndices.push(h),this._linesIndices.push(h+2),this._linesIndices.push(h+3)}},i.prototype._generateEdgesLines=function(){var i,r,n=this._source.getVerticesData(e.VertexBuffer.PositionKind),s=this._source.getIndices(),o=new Array,a=new Array;for(i=0;i<s.length;i+=3){r=new t;var h=s[i],c=s[i+1],l=s[i+2];r.p0=new e.Vector3(n[3*h],n[3*h+1],n[3*h+2]),r.p1=new e.Vector3(n[3*c],n[3*c+1],n[3*c+2]),r.p2=new e.Vector3(n[3*l],n[3*l+1],n[3*l+2]);var u=e.Vector3.Cross(r.p1.subtract(r.p0),r.p2.subtract(r.p1));u.normalize(),a.push(u),o.push(r)}for(i=0;i<o.length;i++){r=o[i];for(var d=i+1;d<o.length;d++){var f=o[d];if(3===r.edgesConnectedCount)break;if(3!==f.edgesConnectedCount)for(var p=s[3*d],m=s[3*d+1],_=s[3*d+2],g=0;3>g;g++){var v;if(void 0===r.edges[g]){switch(g){case 0:v=this._checkVerticesInsteadOfIndices?this._processEdgeForAdjacenciesWithVertices(r.p0,r.p1,f.p0,f.p1,f.p2):this._processEdgeForAdjacencies(s[3*i],s[3*i+1],p,m,_);break;case 1:v=this._checkVerticesInsteadOfIndices?this._processEdgeForAdjacenciesWithVertices(r.p1,r.p2,f.p0,f.p1,f.p2):this._processEdgeForAdjacencies(s[3*i+1],s[3*i+2],p,m,_);break;case 2:v=this._checkVerticesInsteadOfIndices?this._processEdgeForAdjacenciesWithVertices(r.p2,r.p0,f.p0,f.p1,f.p2):this._processEdgeForAdjacencies(s[3*i+2],s[3*i],p,m,_)}if(-1!==v&&(r.edges[g]=d,f.edges[v]=i,r.edgesConnectedCount++,f.edgesConnectedCount++,3===r.edgesConnectedCount))break}}}}for(i=0;i<o.length;i++){var y=o[i];this._checkEdge(i,y.edges[0],a,y.p0,y.p1),this._checkEdge(i,y.edges[1],a,y.p1,y.p2),this._checkEdge(i,y.edges[2],a,y.p2,y.p0)}var x=this._source.getScene().getEngine();this._vb0=new e.VertexBuffer(x,this._linesPositions,e.VertexBuffer.PositionKind,!1),this._vb1=new e.VertexBuffer(x,this._linesNormals,e.VertexBuffer.NormalKind,!1,!1,4),this._buffers[e.VertexBuffer.PositionKind]=this._vb0,this._buffers[e.VertexBuffer.NormalKind]=this._vb1,this._ib=x.createIndexBuffer(this._linesIndices),this._indicesCount=this._linesIndices.length},i.prototype.render=function(){if(this._lineShader.isReady()){var e=this._source.getScene(),t=e.getEngine();this._lineShader._preBind(),t.bindMultiBuffers(this._buffers,this._ib,this._lineShader.getEffect()),e.resetCachedMaterial(),this._lineShader.setColor4("color",this._source.edgesColor),this._lineShader.setFloat("width",this._source.edgesWidth/50),this._lineShader.setFloat("aspectRatio",t.getAspectRatio(e.activeCamera)),this._lineShader.bind(this._source.getWorldMatrix()),t.draw(!0,0,this._indicesCount),this._lineShader.unbind(),t.setDepthWrite(!0)}},i}();e.EdgesRenderer=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){!function(e){e[e.Hable=0]="Hable",e[e.Reinhard=1]="Reinhard",e[e.HejiDawson=2]="HejiDawson",e[e.Photographic=3]="Photographic"}(e.TonemappingOperator||(e.TonemappingOperator={}));var t=e.TonemappingOperator,i=function(i){function r(r,n,s,o,a,h,c){var l=this;void 0===a&&(a=e.Texture.BILINEAR_SAMPLINGMODE),void 0===c&&(c=e.Engine.TEXTURETYPE_UNSIGNED_INT),this._operator=n,this._exposureAdjustment=s;var u=["_ExposureAdjustment"],d="#define ";n===t.Hable?d+="HABLE_TONEMAPPING":n===t.Reinhard?d+="REINHARD_TONEMAPPING":n===t.HejiDawson?d+="OPTIMIZED_HEJIDAWSON_TONEMAPPING":n===t.Photographic&&(d+="PHOTOGRAPHIC_TONEMAPPING"),i.call(this,r,"tonemap",u,null,1,o,a,h,!0,d,c),this.onApply=function(e){e.setFloat("_ExposureAdjustment",l._exposureAdjustment)}}return __extends(r,i),r}(e.PostProcess);e.TonemapPostProcess=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n){var s=this;void 0===n&&(n=!0),this.name=t,this._viewMatrix=e.Matrix.Identity(),this._target=e.Vector3.Zero(),this._add=e.Vector3.Zero(),this.position=e.Vector3.Zero(),this._scene=r,this._scene.reflectionProbes.push(this),this._renderTargetTexture=new e.RenderTargetTexture(t,i,r,n,!0,e.Engine.TEXTURETYPE_UNSIGNED_INT,!0),this._renderTargetTexture.onBeforeRender=function(t){switch(t){case 0:s._add.copyFromFloats(1,0,0);break;case 1:s._add.copyFromFloats(-1,0,0);break;case 2:s._add.copyFromFloats(0,-1,0);break;case 3:s._add.copyFromFloats(0,1,0);break;case 4:s._add.copyFromFloats(0,0,1);break;case 5:s._add.copyFromFloats(0,0,-1)}s._attachedMesh&&s.position.copyFrom(s._attachedMesh.getAbsolutePosition()),s.position.addToRef(s._add,s._target),e.Matrix.LookAtLHToRef(s.position,s._target,e.Vector3.Up(),s._viewMatrix),r.setTransformMatrix(s._viewMatrix,s._projectionMatrix)},this._renderTargetTexture.onAfterUnbind=function(){r.updateTransformMatrix(!0)},this._projectionMatrix=e.Matrix.PerspectiveFovLH(Math.PI/2,1,r.activeCamera.minZ,r.activeCamera.maxZ)}return Object.defineProperty(t.prototype,"refreshRate",{get:function(){return this._renderTargetTexture.refreshRate},set:function(e){this._renderTargetTexture.refreshRate=e},enumerable:!0,configurable:!0}),t.prototype.getScene=function(){return this._scene},Object.defineProperty(t.prototype,"cubeTexture",{get:function(){return this._renderTargetTexture},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"renderList",{get:function(){return this._renderTargetTexture.renderList},enumerable:!0,configurable:!0}),t.prototype.attachToMesh=function(e){this._attachedMesh=e},t.prototype.dispose=function(){var e=this._scene.reflectionProbes.indexOf(this);-1!==e&&this._scene.reflectionProbes.splice(e,1),this._renderTargetTexture&&(this._renderTargetTexture.dispose(),this._renderTargetTexture=null)},t}();e.ReflectionProbe=t}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r,n,s){this.color=new e.Color4(1,1,1,1),this.position=e.Vector3.Zero(),this.rotation=e.Vector3.Zero(),this.scale=new e.Vector3(1,1,1),this.uvs=new e.Vector4(0,0,1,1),this.velocity=e.Vector3.Zero(),this.alive=!0,this.idx=t,this._pos=i,this._model=r,this.shapeId=n,this.idxInShape=s}return t}();e.SolidParticle=t;var i=function(){function e(e,t,i,r,n){this.shapeID=e,this._shape=t,this._shapeUV=i,this._positionFunction=r,this._vertexFunction=n}return e}();e.ModelShape=i}(BABYLON||(BABYLON={}));var BABYLON;!function(e){var t=function(){function t(t,i,r){this.particles=new Array,this.nbParticles=0,this.billboard=!1,this.counter=0,this.vars={},this._positions=new Array,this._indices=new Array,this._normals=new Array,this._colors=new Array,this._uvs=new Array,this._index=0,this._updatable=!0,this._pickable=!1,this._alwaysVisible=!1,this._shapeCounter=0,this._copy=new e.SolidParticle(null,null,null,null,null),this._color=new e.Color4(0,0,0,0),this._computeParticleColor=!0,this._computeParticleTexture=!0,this._computeParticleRotation=!0,this._computeParticleVertex=!1,this._cam_axisZ=e.Vector3.Zero(),this._cam_axisY=e.Vector3.Zero(),this._cam_axisX=e.Vector3.Zero(),this._axisX=e.Axis.X,this._axisY=e.Axis.Y,this._axisZ=e.Axis.Z,this._fakeCamPos=e.Vector3.Zero(),this._rotMatrix=new e.Matrix,this._invertMatrix=new e.Matrix,this._rotated=e.Vector3.Zero(),this._quaternion=new e.Quaternion,this._vertex=e.Vector3.Zero(),this._normal=e.Vector3.Zero(),this._yaw=0,this._pitch=0,this._roll=0,this._halfroll=0,this._halfpitch=0,this._halfyaw=0,this._sinRoll=0,this._cosRoll=0,this._sinPitch=0,this._cosPitch=0,this._sinYaw=0,this._cosYaw=0,this._w=0,this.name=t,this._scene=i,this._camera=i.activeCamera,this._pickable=r?r.isPickable:!1,r&&r.updatable?this._updatable=r.updatable:this._updatable=!0,this._pickable&&(this.pickedParticles=[])}return t.prototype.buildMesh=function(){if(0===this.nbParticles){var t=e.MeshBuilder.CreateDisc("",{radius:1,tessellation:3},this._scene);this.addShape(t,1),t.dispose()}this._positions32=new Float32Array(this._positions),this._uvs32=new Float32Array(this._uvs),this._colors32=new Float32Array(this._colors),e.VertexData.ComputeNormals(this._positions32,this._indices,this._normals),this._normals32=new Float32Array(this._normals),this._fixedNormal32=new Float32Array(this._normals);var i=new e.VertexData;i.set(this._positions32,e.VertexBuffer.PositionKind),i.indices=this._indices,i.set(this._normals32,e.VertexBuffer.NormalKind),this._uvs32&&i.set(this._uvs32,e.VertexBuffer.UVKind),this._colors32&&i.set(this._colors32,e.VertexBuffer.ColorKind);var r=new e.Mesh(name,this._scene);return i.applyToMesh(r,this._updatable),this.mesh=r,this.mesh.isPickable=this._pickable,this._positions=null,this._normals=null,this._uvs=null,this._colors=null,this._updatable||(this.particles.length=0),r},t.prototype._resetCopy=function(){this._copy.position.x=0,this._copy.position.y=0,this._copy.position.z=0,this._copy.rotation.x=0,this._copy.rotation.y=0,this._copy.rotation.z=0,this._copy.quaternion=null,this._copy.scale.x=1,this._copy.scale.y=1,this._copy.scale.z=1,this._copy.uvs.x=0,this._copy.uvs.y=0,this._copy.uvs.z=1,this._copy.uvs.w=1,this._copy.color=null},t.prototype._meshBuilder=function(t,i,r,n,s,o,a,h,c,l,u,d){var f,p=0,m=0;for(this._resetCopy(),d&&d.positionFunction&&d.positionFunction(this._copy,l,u),this._copy.quaternion?(this._quaternion.x=this._copy.quaternion.x,this._quaternion.y=this._copy.quaternion.y,this._quaternion.z=this._copy.quaternion.z,this._quaternion.w=this._copy.quaternion.w):(this._yaw=this._copy.rotation.y,this._pitch=this._copy.rotation.x,this._roll=this._copy.rotation.z,this._quaternionRotationYPR()),this._quaternionToRotationMatrix(),f=0;f<i.length;f++)this._vertex.x=i[f].x,this._vertex.y=i[f].y,this._vertex.z=i[f].z,d&&d.vertexFunction&&d.vertexFunction(this._copy,this._vertex,f),this._vertex.x*=this._copy.scale.x,this._vertex.y*=this._copy.scale.y,this._vertex.z*=this._copy.scale.z,e.Vector3.TransformCoordinatesToRef(this._vertex,this._rotMatrix,this._rotated),r.push(this._copy.position.x+this._rotated.x,this._copy.position.y+this._rotated.y,this._copy.position.z+this._rotated.z),o&&(a.push((this._copy.uvs.z-this._copy.uvs.x)*o[p]+this._copy.uvs.x,(this._copy.uvs.w-this._copy.uvs.y)*o[p+1]+this._copy.uvs.y),p+=2),this._copy.color?this._color=this._copy.color:h&&h[m]?(this._color.r=h[m],this._color.g=h[m+1],this._color.b=h[m+2],this._color.a=h[m+3]):(this._color.r=1,this._color.g=1,this._color.b=1,this._color.a=1),c.push(this._color.r,this._color.g,this._color.b,this._color.a),m+=4;for(f=0;f<n.length;f++)s.push(t+n[f]);if(this._pickable){var _=n.length/3;for(f=0;_>f;f++)this.pickedParticles.push({idx:l,faceId:f})}},t.prototype._posToShape=function(t){for(var i=[],r=0;r<t.length;r+=3)i.push(new e.Vector3(t[r],t[r+1],t[r+2]));return i},t.prototype._uvsToShapeUV=function(e){var t=[];if(e)for(var i=0;i<e.length;i++)t.push(e[i]);return t},t.prototype._addParticle=function(t,i,r,n,s){this.particles.push(new e.SolidParticle(t,i,r,n,s))},t.prototype.addShape=function(t,i,r){for(var n=t.getVerticesData(e.VertexBuffer.PositionKind),s=t.getIndices(),o=t.getVerticesData(e.VertexBuffer.UVKind),a=t.getVerticesData(e.VertexBuffer.ColorKind),h=this._posToShape(n),c=this._uvsToShapeUV(o),l=r?r.positionFunction:null,u=r?r.vertexFunction:null,d=new e.ModelShape(this._shapeCounter,h,c,l,u),f=this.nbParticles,p=0;i>p;p++)this._meshBuilder(this._index,h,this._positions,s,this._indices,o,this._uvs,a,this._colors,f,p,r),this._updatable&&this._addParticle(f,this._positions.length,d,this._shapeCounter,p),this._index+=h.length,f++;return this.nbParticles+=i,this._shapeCounter++,this._shapeCounter},t.prototype._rebuildParticle=function(t){this._resetCopy(),t._model._positionFunction&&t._model._positionFunction(this._copy,t.idx,t.idxInShape),this._copy.quaternion?(this._quaternion.x=this._copy.quaternion.x,this._quaternion.y=this._copy.quaternion.y,this._quaternion.z=this._copy.quaternion.z,this._quaternion.w=this._copy.quaternion.w):(this._yaw=this._copy.rotation.y,this._pitch=this._copy.rotation.x,this._roll=this._copy.rotation.z,this._quaternionRotationYPR()),this._quaternionToRotationMatrix(),this._shape=t._model._shape;for(var i=0;i<this._shape.length;i++)this._vertex.x=this._shape[i].x,this._vertex.y=this._shape[i].y,this._vertex.z=this._shape[i].z,t._model._vertexFunction&&t._model._vertexFunction(this._copy,this._vertex,i),this._vertex.x*=this._copy.scale.x,this._vertex.y*=this._copy.scale.y,this._vertex.z*=this._copy.scale.z,e.Vector3.TransformCoordinatesToRef(this._vertex,this._rotMatrix,this._rotated),this._positions32[t._pos+3*i]=this._copy.position.x+this._rotated.x,this._positions32[t._pos+3*i+1]=this._copy.position.y+this._rotated.y,this._positions32[t._pos+3*i+2]=this._copy.position.z+this._rotated.z;t.position.x=0,t.position.y=0,t.position.z=0,t.rotation.x=0,t.rotation.y=0,t.rotation.z=0,t.quaternion=null,t.scale.x=1,t.scale.y=1,t.scale.z=1},t.prototype.rebuildMesh=function(){for(var t=0;t<this.particles.length;t++)this._rebuildParticle(this.particles[t]);this.mesh.updateVerticesData(e.VertexBuffer.PositionKind,this._positions32,!1,!1)},t.prototype.setParticles=function(t,i,r){if(void 0===t&&(t=0),void 0===i&&(i=this.nbParticles-1),void 0===r&&(r=!0),this._updatable){this.beforeUpdateParticles(t,i,r),this._cam_axisX.x=1,this._cam_axisX.y=0,this._cam_axisX.z=0,this._cam_axisY.x=0,this._cam_axisY.y=1,this._cam_axisY.z=0,this._cam_axisZ.x=0,this._cam_axisZ.y=0,this._cam_axisZ.z=1,this.billboard&&(this._yaw=this.mesh.rotation.y,this._pitch=this.mesh.rotation.x,this._roll=this.mesh.rotation.z,this._quaternionRotationYPR(),this._quaternionToRotationMatrix(),this._rotMatrix.invertToRef(this._invertMatrix),e.Vector3.TransformCoordinatesToRef(this._camera.globalPosition,this._invertMatrix,this._fakeCamPos),this._fakeCamPos.subtractToRef(this.mesh.position,this._cam_axisZ),e.Vector3.CrossToRef(this._cam_axisZ,this._axisX,this._cam_axisY),e.Vector3.CrossToRef(this._cam_axisZ,this._cam_axisY,this._cam_axisX),this._cam_axisY.normalize(),this._cam_axisX.normalize(),this._cam_axisZ.normalize()),e.Matrix.IdentityToRef(this._rotMatrix);var n=0,s=0,o=0,a=0,h=0,c=0;i=i>this.nbParticles-1?this.nbParticles-1:i;for(var l=t;i>=l;l++){this._particle=this.particles[l],this._shape=this._particle._model._shape,this._shapeUV=this._particle._model._shapeUV,this.updateParticle(this._particle),this.billboard&&(this._particle.rotation.x=0,this._particle.rotation.y=0),this._computeParticleRotation&&(this._particle.quaternion?(this._quaternion.x=this._particle.quaternion.x,this._quaternion.y=this._particle.quaternion.y,this._quaternion.z=this._particle.quaternion.z,this._quaternion.w=this._particle.quaternion.w):(this._yaw=this._particle.rotation.y,this._pitch=this._particle.rotation.x,this._roll=this._particle.rotation.z,this._quaternionRotationYPR()),this._quaternionToRotationMatrix());for(var u=0;u<this._shape.length;u++)n=s+3*u,o=a+4*u,h=c+2*u,this._vertex.x=this._shape[u].x,this._vertex.y=this._shape[u].y,this._vertex.z=this._shape[u].z,this._computeParticleVertex&&this.updateParticleVertex(this._particle,this._vertex,u),this._vertex.x*=this._particle.scale.x,this._vertex.y*=this._particle.scale.y,this._vertex.z*=this._particle.scale.z,this._w=this._vertex.x*this._rotMatrix.m[3]+this._vertex.y*this._rotMatrix.m[7]+this._vertex.z*this._rotMatrix.m[11]+this._rotMatrix.m[15],this._rotated.x=(this._vertex.x*this._rotMatrix.m[0]+this._vertex.y*this._rotMatrix.m[4]+this._vertex.z*this._rotMatrix.m[8]+this._rotMatrix.m[12])/this._w,this._rotated.y=(this._vertex.x*this._rotMatrix.m[1]+this._vertex.y*this._rotMatrix.m[5]+this._vertex.z*this._rotMatrix.m[9]+this._rotMatrix.m[13])/this._w,this._rotated.z=(this._vertex.x*this._rotMatrix.m[2]+this._vertex.y*this._rotMatrix.m[6]+this._vertex.z*this._rotMatrix.m[10]+this._rotMatrix.m[14])/this._w,this._positions32[n]=this._particle.position.x+this._cam_axisX.x*this._rotated.x+this._cam_axisY.x*this._rotated.y+this._cam_axisZ.x*this._rotated.z,this._positions32[n+1]=this._particle.position.y+this._cam_axisX.y*this._rotated.x+this._cam_axisY.y*this._rotated.y+this._cam_axisZ.y*this._rotated.z,this._positions32[n+2]=this._particle.position.z+this._cam_axisX.z*this._rotated.x+this._cam_axisY.z*this._rotated.y+this._cam_axisZ.z*this._rotated.z,this._computeParticleVertex||this.billboard||(this._normal.x=this._fixedNormal32[n],this._normal.y=this._fixedNormal32[n+1],this._normal.z=this._fixedNormal32[n+2],this._w=this._normal.x*this._rotMatrix.m[3]+this._normal.y*this._rotMatrix.m[7]+this._normal.z*this._rotMatrix.m[11]+this._rotMatrix.m[15],this._rotated.x=(this._normal.x*this._rotMatrix.m[0]+this._normal.y*this._rotMatrix.m[4]+this._normal.z*this._rotMatrix.m[8]+this._rotMatrix.m[12])/this._w,this._rotated.y=(this._normal.x*this._rotMatrix.m[1]+this._normal.y*this._rotMatrix.m[5]+this._normal.z*this._rotMatrix.m[9]+this._rotMatrix.m[13])/this._w,this._rotated.z=(this._normal.x*this._rotMatrix.m[2]+this._normal.y*this._rotMatrix.m[6]+this._normal.z*this._rotMatrix.m[10]+this._rotMatrix.m[14])/this._w,this._normals32[n]=this._cam_axisX.x*this._rotated.x+this._cam_axisY.x*this._rotated.y+this._cam_axisZ.x*this._rotated.z,this._normals32[n+1]=this._cam_axisX.y*this._rotated.x+this._cam_axisY.y*this._rotated.y+this._cam_axisZ.y*this._rotated.z,
this._normals32[n+2]=this._cam_axisX.z*this._rotated.x+this._cam_axisY.z*this._rotated.y+this._cam_axisZ.z*this._rotated.z),this._computeParticleColor&&(this._colors32[o]=this._particle.color.r,this._colors32[o+1]=this._particle.color.g,this._colors32[o+2]=this._particle.color.b,this._colors32[o+3]=this._particle.color.a),this._computeParticleTexture&&(this._uvs32[h]=this._shapeUV[2*u]*(this._particle.uvs.z-this._particle.uvs.x)+this._particle.uvs.x,this._uvs32[h+1]=this._shapeUV[2*u+1]*(this._particle.uvs.w-this._particle.uvs.y)+this._particle.uvs.y);s=n+3,a=o+4,c=h+2}if(r&&(this._computeParticleColor&&this.mesh.updateVerticesData(e.VertexBuffer.ColorKind,this._colors32,!1,!1),this._computeParticleTexture&&this.mesh.updateVerticesData(e.VertexBuffer.UVKind,this._uvs32,!1,!1),this.mesh.updateVerticesData(e.VertexBuffer.PositionKind,this._positions32,!1,!1),!this.mesh.areNormalsFrozen)){if(this._computeParticleVertex||this.billboard){e.VertexData.ComputeNormals(this._positions32,this._indices,this._normals32);for(var d=0;d<this._normals32.length;d++)this._fixedNormal32[d]=this._normals32[d]}this.mesh.updateVerticesData(e.VertexBuffer.NormalKind,this._normals32,!1,!1)}this.afterUpdateParticles(t,i,r)}},t.prototype._quaternionRotationYPR=function(){this._halfroll=.5*this._roll,this._halfpitch=.5*this._pitch,this._halfyaw=.5*this._yaw,this._sinRoll=Math.sin(this._halfroll),this._cosRoll=Math.cos(this._halfroll),this._sinPitch=Math.sin(this._halfpitch),this._cosPitch=Math.cos(this._halfpitch),this._sinYaw=Math.sin(this._halfyaw),this._cosYaw=Math.cos(this._halfyaw),this._quaternion.x=this._cosYaw*this._sinPitch*this._cosRoll+this._sinYaw*this._cosPitch*this._sinRoll,this._quaternion.y=this._sinYaw*this._cosPitch*this._cosRoll-this._cosYaw*this._sinPitch*this._sinRoll,this._quaternion.z=this._cosYaw*this._cosPitch*this._sinRoll-this._sinYaw*this._sinPitch*this._cosRoll,this._quaternion.w=this._cosYaw*this._cosPitch*this._cosRoll+this._sinYaw*this._sinPitch*this._sinRoll},t.prototype._quaternionToRotationMatrix=function(){this._rotMatrix.m[0]=1-2*(this._quaternion.y*this._quaternion.y+this._quaternion.z*this._quaternion.z),this._rotMatrix.m[1]=2*(this._quaternion.x*this._quaternion.y+this._quaternion.z*this._quaternion.w),this._rotMatrix.m[2]=2*(this._quaternion.z*this._quaternion.x-this._quaternion.y*this._quaternion.w),this._rotMatrix.m[3]=0,this._rotMatrix.m[4]=2*(this._quaternion.x*this._quaternion.y-this._quaternion.z*this._quaternion.w),this._rotMatrix.m[5]=1-2*(this._quaternion.z*this._quaternion.z+this._quaternion.x*this._quaternion.x),this._rotMatrix.m[6]=2*(this._quaternion.y*this._quaternion.z+this._quaternion.x*this._quaternion.w),this._rotMatrix.m[7]=0,this._rotMatrix.m[8]=2*(this._quaternion.z*this._quaternion.x+this._quaternion.y*this._quaternion.w),this._rotMatrix.m[9]=2*(this._quaternion.y*this._quaternion.z-this._quaternion.x*this._quaternion.w),this._rotMatrix.m[10]=1-2*(this._quaternion.y*this._quaternion.y+this._quaternion.x*this._quaternion.x),this._rotMatrix.m[11]=0,this._rotMatrix.m[12]=0,this._rotMatrix.m[13]=0,this._rotMatrix.m[14]=0,this._rotMatrix.m[15]=1},t.prototype.dispose=function(){this.mesh.dispose(),this.vars=null,this._positions=null,this._indices=null,this._normals=null,this._uvs=null,this._colors=null,this._positions32=null,this._normals32=null,this._fixedNormal32=null,this._uvs32=null,this._colors32=null,this.pickedParticles=null},t.prototype.refreshVisibleSize=function(){this.mesh.refreshBoundingInfo()},Object.defineProperty(t.prototype,"isAlwaysVisible",{get:function(){return this._alwaysVisible},set:function(e){this._alwaysVisible=e,this.mesh.alwaysSelectAsActiveMesh=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"computeParticleRotation",{get:function(){return this._computeParticleRotation},set:function(e){this._computeParticleRotation=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"computeParticleColor",{get:function(){return this._computeParticleColor},set:function(e){this._computeParticleColor=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"computeParticleTexture",{get:function(){return this._computeParticleTexture},set:function(e){this._computeParticleTexture=e},enumerable:!0,configurable:!0}),Object.defineProperty(t.prototype,"computeParticleVertex",{get:function(){return this._computeParticleVertex},set:function(e){this._computeParticleVertex=e},enumerable:!0,configurable:!0}),t.prototype.initParticles=function(){},t.prototype.recycleParticle=function(e){return e},t.prototype.updateParticle=function(e){return e},t.prototype.updateParticleVertex=function(e,t,i){return t},t.prototype.beforeUpdateParticles=function(e,t,i){},t.prototype.afterUpdateParticles=function(e,t,i){},t}();e.SolidParticleSystem=t}(BABYLON||(BABYLON={})),BABYLON.Effect.ShadersStore={anaglyphPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D leftSampler;\r\n\r\nvoid main(void)\r\n{\r\n    vec4 leftFrag = texture2D(leftSampler, vUV);\r\n    leftFrag = vec4(1.0, leftFrag.g, leftFrag.b, 1.0);\r\n\r\n	vec4 rightFrag = texture2D(textureSampler, vUV);\r\n    rightFrag = vec4(rightFrag.r, 1.0, 1.0, 1.0);\r\n\r\n    gl_FragColor = vec4(rightFrag.rgb * leftFrag.rgb, 1.0);\r\n}",blackAndWhitePixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\nvoid main(void) \r\n{\r\n	float luminance = dot(texture2D(textureSampler, vUV).rgb, vec3(0.3, 0.59, 0.11));\r\n	gl_FragColor = vec4(luminance, luminance, luminance, 1.0);\r\n}",blurPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\n// Parameters\r\nuniform vec2 screenSize;\r\nuniform vec2 direction;\r\nuniform float blurWidth;\r\n\r\nvoid main(void)\r\n{\r\n	float weights[7];\r\n	weights[0] = 0.05;\r\n	weights[1] = 0.1;\r\n	weights[2] = 0.2;\r\n	weights[3] = 0.3;\r\n	weights[4] = 0.2;\r\n	weights[5] = 0.1;\r\n	weights[6] = 0.05;\r\n\r\n	vec2 texelSize = vec2(1.0 / screenSize.x, 1.0 / screenSize.y);\r\n	vec2 texelStep = texelSize * direction * blurWidth;\r\n	vec2 start = vUV - 3.0 * texelStep;\r\n\r\n	vec4 baseColor = vec4(0., 0., 0., 0.);\r\n	vec2 texelOffset = vec2(0., 0.);\r\n\r\n	for (int i = 0; i < 7; i++)\r\n	{\r\n		baseColor += texture2D(textureSampler, start + texelOffset) * weights[i];\r\n		texelOffset += texelStep;\r\n	}\r\n\r\n	gl_FragColor = baseColor;\r\n}",chromaticAberrationPixelShader:"precision highp float;\r\n\r\n// samplers\r\nuniform sampler2D textureSampler;	// original color\r\n\r\n// uniforms\r\nuniform float chromatic_aberration;\r\nuniform float screen_width;\r\nuniform float screen_height;\r\n\r\n// varyings\r\nvarying vec2 vUV;\r\n\r\nvoid main(void)\r\n{\r\n	vec2 centered_screen_pos = vec2(vUV.x - 0.5, vUV.y - 0.5);\r\n	float radius2 = centered_screen_pos.x*centered_screen_pos.x\r\n		+ centered_screen_pos.y*centered_screen_pos.y;\r\n	float radius = sqrt(radius2);\r\n\r\n	vec4 original = texture2D(textureSampler, vUV);\r\n\r\n	if (chromatic_aberration > 0.0) {\r\n		//index of refraction of each color channel, causing chromatic dispersion\r\n		vec3 ref_indices = vec3(-0.3, 0.0, 0.3);\r\n		float ref_shiftX = chromatic_aberration * radius * 17.0 / screen_width;\r\n		float ref_shiftY = chromatic_aberration * radius * 17.0 / screen_height;\r\n\r\n		// shifts for red, green & blue\r\n		vec2 ref_coords_r = vec2(vUV.x + ref_indices.r*ref_shiftX, vUV.y + ref_indices.r*ref_shiftY*0.5);\r\n		vec2 ref_coords_g = vec2(vUV.x + ref_indices.g*ref_shiftX, vUV.y + ref_indices.g*ref_shiftY*0.5);\r\n		vec2 ref_coords_b = vec2(vUV.x + ref_indices.b*ref_shiftX, vUV.y + ref_indices.b*ref_shiftY*0.5);\r\n\r\n		original.r = texture2D(textureSampler, ref_coords_r).r;\r\n		original.g = texture2D(textureSampler, ref_coords_g).g;\r\n		original.b = texture2D(textureSampler, ref_coords_b).b;\r\n	}\r\n\r\n	gl_FragColor = original;\r\n}",colorPixelShader:"precision highp float;\r\n\r\nuniform vec4 color;\r\n\r\nvoid main(void) {\r\n	gl_FragColor = color;\r\n}",colorVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec3 position;\r\n\r\n// Uniforms\r\nuniform mat4 worldViewProjection;\r\n\r\nvoid main(void) {\r\n	gl_Position = worldViewProjection * vec4(position, 1.0);\r\n}",colorCorrectionPixelShader:"precision highp float;\r\n\r\n// samplers\r\nuniform sampler2D textureSampler;	// screen render\r\nuniform sampler2D colorTable;		// color table with modified colors\r\n\r\n// varyings\r\nvarying vec2 vUV;\r\n\r\n// constants\r\nconst float SLICE_COUNT = 16.0;		// how many slices in the color cube; 1 slice = 1 pixel\r\n// it means the image is 256x16 pixels\r\n\r\nvec4 sampleAs3DTexture(sampler2D texture, vec3 uv, float width) {\r\n	float sliceSize = 1.0 / width;              // space of 1 slice\r\n	float slicePixelSize = sliceSize / width;           // space of 1 pixel\r\n	float sliceInnerSize = slicePixelSize * (width - 1.0);  // space of width pixels\r\n	float zSlice0 = min(floor(uv.z * width), width - 1.0);\r\n	float zSlice1 = min(zSlice0 + 1.0, width - 1.0);\r\n	float xOffset = slicePixelSize * 0.5 + uv.x * sliceInnerSize;\r\n	float s0 = xOffset + (zSlice0 * sliceSize);\r\n	float s1 = xOffset + (zSlice1 * sliceSize);\r\n	vec4 slice0Color = texture2D(texture, vec2(s0, uv.y));\r\n	vec4 slice1Color = texture2D(texture, vec2(s1, uv.y));\r\n	float zOffset = mod(uv.z * width, 1.0);\r\n	vec4 result = mix(slice0Color, slice1Color, zOffset);\r\n	return result;\r\n}\r\n\r\nvoid main(void)\r\n{\r\n	vec4 screen_color = texture2D(textureSampler, vUV);\r\n	gl_FragColor = sampleAs3DTexture(colorTable, screen_color.rgb, SLICE_COUNT);\r\n\r\n}",convolutionPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\nuniform vec2 screenSize;\r\nuniform float kernel[9];\r\n\r\nvoid main(void)\r\n{\r\n	vec2 onePixel = vec2(1.0, 1.0) / screenSize;\r\n	vec4 colorSum =\r\n		texture2D(textureSampler, vUV + onePixel * vec2(-1, -1)) * kernel[0] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(0, -1)) * kernel[1] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(1, -1)) * kernel[2] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(-1, 0)) * kernel[3] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(0, 0)) * kernel[4] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(1, 0)) * kernel[5] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(-1, 1)) * kernel[6] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(0, 1)) * kernel[7] +\r\n		texture2D(textureSampler, vUV + onePixel * vec2(1, 1)) * kernel[8];\r\n\r\n	float kernelWeight =\r\n		kernel[0] +\r\n		kernel[1] +\r\n		kernel[2] +\r\n		kernel[3] +\r\n		kernel[4] +\r\n		kernel[5] +\r\n		kernel[6] +\r\n		kernel[7] +\r\n		kernel[8];\r\n\r\n	if (kernelWeight <= 0.0) {\r\n		kernelWeight = 1.0;\r\n	}\r\n\r\n	gl_FragColor = vec4((colorSum / kernelWeight).rgb, 1);\r\n}",defaultPixelShader:"#ifdef BUMP\r\n#extension GL_OES_standard_derivatives : enable\r\n#endif\r\n\r\n#ifdef LOGARITHMICDEPTH\r\n#extension GL_EXT_frag_depth : enable\r\n#endif\r\n\r\nprecision highp float;\r\n\r\n// Constants\r\n#define RECIPROCAL_PI2 0.15915494\r\n\r\nuniform vec3 vEyePosition;\r\nuniform vec3 vAmbientColor;\r\nuniform vec4 vDiffuseColor;\r\n#ifdef SPECULARTERM\r\nuniform vec4 vSpecularColor;\r\n#endif\r\nuniform vec3 vEmissiveColor;\r\n\r\n// Input\r\nvarying vec3 vPositionW;\r\n\r\n#ifdef NORMAL\r\nvarying vec3 vNormalW;\r\n#endif\r\n\r\n#ifdef VERTEXCOLOR\r\nvarying vec4 vColor;\r\n#endif\r\n\r\n// Lights\r\n#ifdef LIGHT0\r\nuniform vec4 vLightData0;\r\nuniform vec4 vLightDiffuse0;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular0;\r\n#endif\r\n#ifdef SHADOW0\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\nvarying vec4 vPositionFromLight0;\r\nuniform sampler2D shadowSampler0;\r\n#else\r\nuniform samplerCube shadowSampler0;\r\n#endif\r\nuniform vec3 shadowsInfo0;\r\n#endif\r\n#ifdef SPOTLIGHT0\r\nuniform vec4 vLightDirection0;\r\n#endif\r\n#ifdef HEMILIGHT0\r\nuniform vec3 vLightGround0;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT1\r\nuniform vec4 vLightData1;\r\nuniform vec4 vLightDiffuse1;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular1;\r\n#endif\r\n#ifdef SHADOW1\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\nvarying vec4 vPositionFromLight1;\r\nuniform sampler2D shadowSampler1;\r\n#else\r\nuniform samplerCube shadowSampler1;\r\n#endif\r\nuniform vec3 shadowsInfo1;\r\n#endif\r\n#ifdef SPOTLIGHT1\r\nuniform vec4 vLightDirection1;\r\n#endif\r\n#ifdef HEMILIGHT1\r\nuniform vec3 vLightGround1;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT2\r\nuniform vec4 vLightData2;\r\nuniform vec4 vLightDiffuse2;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular2;\r\n#endif\r\n#ifdef SHADOW2\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\nvarying vec4 vPositionFromLight2;\r\nuniform sampler2D shadowSampler2;\r\n#else\r\nuniform samplerCube shadowSampler2;\r\n#endif\r\nuniform vec3 shadowsInfo2;\r\n#endif\r\n#ifdef SPOTLIGHT2\r\nuniform vec4 vLightDirection2;\r\n#endif\r\n#ifdef HEMILIGHT2\r\nuniform vec3 vLightGround2;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT3\r\nuniform vec4 vLightData3;\r\nuniform vec4 vLightDiffuse3;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular3;\r\n#endif\r\n#ifdef SHADOW3\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\nvarying vec4 vPositionFromLight3;\r\nuniform sampler2D shadowSampler3;\r\n#else\r\nuniform samplerCube shadowSampler3;\r\n#endif\r\nuniform vec3 shadowsInfo3;\r\n#endif\r\n#ifdef SPOTLIGHT3\r\nuniform vec4 vLightDirection3;\r\n#endif\r\n#ifdef HEMILIGHT3\r\nuniform vec3 vLightGround3;\r\n#endif\r\n#endif\r\n\r\n// Samplers\r\n#ifdef DIFFUSE\r\nvarying vec2 vDiffuseUV;\r\nuniform sampler2D diffuseSampler;\r\nuniform vec2 vDiffuseInfos;\r\n#endif\r\n\r\n#ifdef AMBIENT\r\nvarying vec2 vAmbientUV;\r\nuniform sampler2D ambientSampler;\r\nuniform vec2 vAmbientInfos;\r\n#endif\r\n\r\n#ifdef OPACITY	\r\nvarying vec2 vOpacityUV;\r\nuniform sampler2D opacitySampler;\r\nuniform vec2 vOpacityInfos;\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\nvarying vec2 vEmissiveUV;\r\nuniform vec2 vEmissiveInfos;\r\nuniform sampler2D emissiveSampler;\r\n#endif\r\n\r\n#ifdef LIGHTMAP\r\nvarying vec2 vLightmapUV;\r\nuniform vec2 vLightmapInfos;\r\nuniform sampler2D lightmapSampler;\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\nvarying vec2 vSpecularUV;\r\nuniform vec2 vSpecularInfos;\r\nuniform sampler2D specularSampler;\r\n#endif\r\n\r\n// Fresnel\r\n#ifdef FRESNEL\r\nfloat computeFresnelTerm(vec3 viewDirection, vec3 worldNormal, float bias, float power)\r\n{\r\n	float fresnelTerm = pow(bias + abs(dot(viewDirection, worldNormal)), power);\r\n	return clamp(fresnelTerm, 0., 1.);\r\n}\r\n#endif\r\n\r\n#ifdef DIFFUSEFRESNEL\r\nuniform vec4 diffuseLeftColor;\r\nuniform vec4 diffuseRightColor;\r\n#endif\r\n\r\n#ifdef OPACITYFRESNEL\r\nuniform vec4 opacityParts;\r\n#endif\r\n\r\n#ifdef EMISSIVEFRESNEL\r\nuniform vec4 emissiveLeftColor;\r\nuniform vec4 emissiveRightColor;\r\n#endif\r\n\r\n// Reflection\r\n#ifdef REFLECTION\r\nuniform vec2 vReflectionInfos;\r\n\r\n#ifdef REFLECTIONMAP_3D\r\nuniform samplerCube reflectionCubeSampler;\r\n#else\r\nuniform sampler2D reflection2DSampler;\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_SKYBOX\r\nvarying vec3 vPositionUVW;\r\n#else\r\n#ifdef REFLECTIONMAP_EQUIRECTANGULAR_FIXED\r\nvarying vec3 vDirectionW;\r\n#endif\r\n\r\n#if defined(REFLECTIONMAP_PLANAR) || defined(REFLECTIONMAP_CUBIC) || defined(REFLECTIONMAP_PROJECTION)\r\nuniform mat4 reflectionMatrix;\r\n#endif\r\n#if defined(REFLECTIONMAP_SPHERICAL) || defined(REFLECTIONMAP_PROJECTION)\r\nuniform mat4 view;\r\n#endif\r\n#endif\r\n\r\nvec3 computeReflectionCoords(vec4 worldPos, vec3 worldNormal)\r\n{\r\n#ifdef REFLECTIONMAP_EQUIRECTANGULAR_FIXED\r\n	vec3 direction = normalize(vDirectionW);\r\n\r\n	float t = clamp(direction.y * -0.5 + 0.5, 0., 1.0);\r\n	float s = atan(direction.z, direction.x) * RECIPROCAL_PI2 + 0.5;\r\n\r\n	return vec3(s, t, 0);\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_EQUIRECTANGULAR\r\n\r\n	vec3 cameraToVertex = normalize(worldPos.xyz - vEyePosition);\r\n	vec3 r = reflect(cameraToVertex, worldNormal);\r\n	float t = clamp(r.y * -0.5 + 0.5, 0., 1.0);\r\n	float s = atan(r.z, r.x) * RECIPROCAL_PI2 + 0.5;\r\n\r\n	return vec3(s, t, 0);\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_SPHERICAL\r\n	vec3 viewDir = normalize(vec3(view * worldPos));\r\n	vec3 viewNormal = normalize(vec3(view * vec4(worldNormal, 0.0)));\r\n\r\n	vec3 r = reflect(viewDir, viewNormal);\r\n	r.z = r.z - 1.0;\r\n\r\n	float m = 2.0 * length(r);\r\n\r\n	return vec3(r.x / m + 0.5, 1.0 - r.y / m - 0.5, 0);\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_PLANAR\r\n	vec3 viewDir = worldPos.xyz - vEyePosition;\r\n	vec3 coords = normalize(reflect(viewDir, worldNormal));\r\n\r\n	return vec3(reflectionMatrix * vec4(coords, 1));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_CUBIC\r\n	vec3 viewDir = worldPos.xyz - vEyePosition;\r\n	vec3 coords = reflect(viewDir, worldNormal);\r\n#ifdef INVERTCUBICMAP\r\n	coords.y = 1.0 - coords.y;\r\n#endif\r\n	return vec3(reflectionMatrix * vec4(coords, 0));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_PROJECTION\r\n	return vec3(reflectionMatrix * (view * worldPos));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_SKYBOX\r\n	return vPositionUVW;\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_EXPLICIT\r\n	return vec3(0, 0, 0);\r\n#endif\r\n}\r\n\r\n#ifdef REFLECTIONFRESNEL\r\nuniform vec4 reflectionLeftColor;\r\nuniform vec4 reflectionRightColor;\r\n#endif\r\n\r\n#endif\r\n\r\n// Shadows\r\n#ifdef SHADOWS\r\n\r\nfloat unpack(vec4 color)\r\n{\r\n	const vec4 bit_shift = vec4(1.0 / (255.0 * 255.0 * 255.0), 1.0 / (255.0 * 255.0), 1.0 / 255.0, 1.0);\r\n	return dot(color, bit_shift);\r\n}\r\n\r\n#if defined(POINTLIGHT0) || defined(POINTLIGHT1) || defined(POINTLIGHT2) || defined(POINTLIGHT3)\r\nuniform vec2 depthValues;\r\n\r\nfloat computeShadowCube(vec3 lightPosition, samplerCube shadowSampler, float darkness, float bias)\r\n{\r\n	vec3 directionToLight = vPositionW - lightPosition;\r\n	float depth = length(directionToLight);\r\n	depth = (depth - depthValues.x) / (depthValues.y - depthValues.x);\r\n	depth = clamp(depth, 0., 1.0);\r\n\r\n	directionToLight = normalize(directionToLight);\r\n	directionToLight.y = - directionToLight.y;\r\n\r\n	float shadow = unpack(textureCube(shadowSampler, directionToLight)) + bias;\r\n\r\n	if (depth > shadow)\r\n	{\r\n		return darkness;\r\n	}\r\n	return 1.0;\r\n}\r\n\r\nfloat computeShadowWithPCFCube(vec3 lightPosition, samplerCube shadowSampler, float mapSize, float bias, float darkness)\r\n{\r\n	vec3 directionToLight = vPositionW - lightPosition;\r\n	float depth = length(directionToLight);\r\n\r\n	depth = (depth - depthValues.x) / (depthValues.y - depthValues.x);\r\n	depth = clamp(depth, 0., 1.0);\r\n\r\n	directionToLight = normalize(directionToLight);\r\n	directionToLight.y = -directionToLight.y;\r\n\r\n	float visibility = 1.;\r\n\r\n	vec3 poissonDisk[4];\r\n	poissonDisk[0] = vec3(-1.0, 1.0, -1.0);\r\n	poissonDisk[1] = vec3(1.0, -1.0, -1.0);\r\n	poissonDisk[2] = vec3(-1.0, -1.0, -1.0);\r\n	poissonDisk[3] = vec3(1.0, -1.0, 1.0);\r\n\r\n	// Poisson Sampling\r\n	float biasedDepth = depth - bias;\r\n\r\n	if (unpack(textureCube(shadowSampler, directionToLight + poissonDisk[0] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(textureCube(shadowSampler, directionToLight + poissonDisk[1] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(textureCube(shadowSampler, directionToLight + poissonDisk[2] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(textureCube(shadowSampler, directionToLight + poissonDisk[3] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n\r\n	return  min(1.0, visibility + darkness);\r\n}\r\n#endif\r\n\r\n#if defined(SPOTLIGHT0) || defined(SPOTLIGHT1) || defined(SPOTLIGHT2) || defined(SPOTLIGHT3) ||  defined(DIRLIGHT0) || defined(DIRLIGHT1) || defined(DIRLIGHT2) || defined(DIRLIGHT3)\r\nfloat computeShadow(vec4 vPositionFromLight, sampler2D shadowSampler, float darkness, float bias)\r\n{\r\n	vec3 depth = vPositionFromLight.xyz / vPositionFromLight.w;\r\n	depth = 0.5 * depth + vec3(0.5);\r\n	vec2 uv = depth.xy;\r\n\r\n	if (uv.x < 0. || uv.x > 1.0 || uv.y < 0. || uv.y > 1.0)\r\n	{\r\n		return 1.0;\r\n	}\r\n\r\n	float shadow = unpack(texture2D(shadowSampler, uv)) + bias;\r\n\r\n	if (depth.z > shadow)\r\n	{\r\n		return darkness;\r\n	}\r\n	return 1.;\r\n}\r\n\r\nfloat computeShadowWithPCF(vec4 vPositionFromLight, sampler2D shadowSampler, float mapSize, float bias, float darkness)\r\n{\r\n	vec3 depth = vPositionFromLight.xyz / vPositionFromLight.w;\r\n	depth = 0.5 * depth + vec3(0.5);\r\n	vec2 uv = depth.xy;\r\n\r\n	if (uv.x < 0. || uv.x > 1.0 || uv.y < 0. || uv.y > 1.0)\r\n	{\r\n		return 1.0;\r\n	}\r\n\r\n	float visibility = 1.;\r\n\r\n	vec2 poissonDisk[4];\r\n	poissonDisk[0] = vec2(-0.94201624, -0.39906216);\r\n	poissonDisk[1] = vec2(0.94558609, -0.76890725);\r\n	poissonDisk[2] = vec2(-0.094184101, -0.92938870);\r\n	poissonDisk[3] = vec2(0.34495938, 0.29387760);\r\n\r\n	// Poisson Sampling\r\n	float biasedDepth = depth.z - bias;\r\n\r\n	if (unpack(texture2D(shadowSampler, uv + poissonDisk[0] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(texture2D(shadowSampler, uv + poissonDisk[1] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(texture2D(shadowSampler, uv + poissonDisk[2] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n	if (unpack(texture2D(shadowSampler, uv + poissonDisk[3] * mapSize)) < biasedDepth) visibility -= 0.25;\r\n\r\n	return  min(1.0, visibility + darkness);\r\n}\r\n\r\n// Thanks to http://devmaster.net/\r\nfloat unpackHalf(vec2 color)\r\n{\r\n	return color.x + (color.y / 255.0);\r\n}\r\n\r\nfloat linstep(float low, float high, float v) {\r\n	return clamp((v - low) / (high - low), 0.0, 1.0);\r\n}\r\n\r\nfloat ChebychevInequality(vec2 moments, float compare, float bias)\r\n{\r\n	float p = smoothstep(compare - bias, compare, moments.x);\r\n	float variance = max(moments.y - moments.x * moments.x, 0.02);\r\n	float d = compare - moments.x;\r\n	float p_max = linstep(0.2, 1.0, variance / (variance + d * d));\r\n\r\n	return clamp(max(p, p_max), 0.0, 1.0);\r\n}\r\n\r\nfloat computeShadowWithVSM(vec4 vPositionFromLight, sampler2D shadowSampler, float bias, float darkness)\r\n{\r\n	vec3 depth = vPositionFromLight.xyz / vPositionFromLight.w;\r\n	depth = 0.5 * depth + vec3(0.5);\r\n	vec2 uv = depth.xy;\r\n\r\n	if (uv.x < 0. || uv.x > 1.0 || uv.y < 0. || uv.y > 1.0 || depth.z >= 1.0)\r\n	{\r\n		return 1.0;\r\n	}\r\n\r\n	vec4 texel = texture2D(shadowSampler, uv);\r\n\r\n	vec2 moments = vec2(unpackHalf(texel.xy), unpackHalf(texel.zw));\r\n	return min(1.0, 1.0 - ChebychevInequality(moments, depth.z, bias) + darkness);\r\n}\r\n#endif\r\n#endif\r\n\r\n// Bump\r\n#ifdef BUMP\r\nvarying vec2 vBumpUV;\r\nuniform vec2 vBumpInfos;\r\nuniform sampler2D bumpSampler;\r\n\r\n// Thanks to http://www.thetenthplanet.de/archives/1180\r\nmat3 cotangent_frame(vec3 normal, vec3 p, vec2 uv)\r\n{\r\n	// get edge vectors of the pixel triangle\r\n	vec3 dp1 = dFdx(p);\r\n	vec3 dp2 = dFdy(p);\r\n	vec2 duv1 = dFdx(uv);\r\n	vec2 duv2 = dFdy(uv);\r\n\r\n	// solve the linear system\r\n	vec3 dp2perp = cross(dp2, normal);\r\n	vec3 dp1perp = cross(normal, dp1);\r\n	vec3 tangent = dp2perp * duv1.x + dp1perp * duv2.x;\r\n	vec3 binormal = dp2perp * duv1.y + dp1perp * duv2.y;\r\n\r\n	// construct a scale-invariant frame \r\n	float invmax = inversesqrt(max(dot(tangent, tangent), dot(binormal, binormal)));\r\n	return mat3(tangent * invmax, binormal * invmax, normal);\r\n}\r\n\r\nvec3 perturbNormal(vec3 viewDir)\r\n{\r\n	vec3 map = texture2D(bumpSampler, vBumpUV).xyz;\r\n	map = map * 255. / 127. - 128. / 127.;\r\n	mat3 TBN = cotangent_frame(vNormalW * vBumpInfos.y, -viewDir, vBumpUV);\r\n	return normalize(TBN * map);\r\n}\r\n#endif\r\n\r\n#ifdef CLIPPLANE\r\nvarying float fClipDistance;\r\n#endif\r\n\r\n#ifdef LOGARITHMICDEPTH\r\nuniform float logarithmicDepthConstant;\r\nvarying float vFragmentDepth;\r\n#endif\r\n\r\n// Fog\r\n#ifdef FOG\r\n\r\n#define FOGMODE_NONE    0.\r\n#define FOGMODE_EXP     1.\r\n#define FOGMODE_EXP2    2.\r\n#define FOGMODE_LINEAR  3.\r\n#define E 2.71828\r\n\r\nuniform vec4 vFogInfos;\r\nuniform vec3 vFogColor;\r\nvarying float fFogDistance;\r\n\r\nfloat CalcFogFactor()\r\n{\r\n	float fogCoeff = 1.0;\r\n	float fogStart = vFogInfos.y;\r\n	float fogEnd = vFogInfos.z;\r\n	float fogDensity = vFogInfos.w;\r\n\r\n	if (FOGMODE_LINEAR == vFogInfos.x)\r\n	{\r\n		fogCoeff = (fogEnd - fFogDistance) / (fogEnd - fogStart);\r\n	}\r\n	else if (FOGMODE_EXP == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fogDensity);\r\n	}\r\n	else if (FOGMODE_EXP2 == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fFogDistance * fogDensity * fogDensity);\r\n	}\r\n\r\n	return clamp(fogCoeff, 0.0, 1.0);\r\n}\r\n#endif\r\n\r\n// Light Computing\r\nstruct lightingInfo\r\n{\r\n	vec3 diffuse;\r\n#ifdef SPECULARTERM\r\n	vec3 specular;\r\n#endif\r\n};\r\n\r\nlightingInfo computeLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec3 diffuseColor, vec3 specularColor, float range, float glossiness) {\r\n	lightingInfo result;\r\n\r\n	vec3 lightVectorW;\r\n	float attenuation = 1.0;\r\n	if (lightData.w == 0.)\r\n	{\r\n		vec3 direction = lightData.xyz - vPositionW;\r\n\r\n		attenuation = max(0., 1.0 - length(direction) / range);\r\n		lightVectorW = normalize(direction);\r\n	}\r\n	else\r\n	{\r\n		lightVectorW = normalize(-lightData.xyz);\r\n	}\r\n\r\n	// diffuse\r\n	float ndl = max(0., dot(vNormal, lightVectorW));\r\n	result.diffuse = ndl * diffuseColor * attenuation;\r\n\r\n#ifdef SPECULARTERM\r\n	// Specular\r\n	vec3 angleW = normalize(viewDirectionW + lightVectorW);\r\n	float specComp = max(0., dot(vNormal, angleW));\r\n	specComp = pow(specComp, max(1., glossiness));\r\n\r\n	result.specular = specComp * specularColor * attenuation;\r\n#endif\r\n	return result;\r\n}\r\n\r\nlightingInfo computeSpotLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec4 lightDirection, vec3 diffuseColor, vec3 specularColor, float range, float glossiness) {\r\n	lightingInfo result;\r\n\r\n	vec3 direction = lightData.xyz - vPositionW;\r\n	vec3 lightVectorW = normalize(direction);\r\n	float attenuation = max(0., 1.0 - length(direction) / range);\r\n\r\n	// diffuse\r\n	float cosAngle = max(0., dot(-lightDirection.xyz, lightVectorW));\r\n\r\n	if (cosAngle >= lightDirection.w)\r\n	{\r\n		cosAngle = max(0., pow(cosAngle, lightData.w));\r\n		attenuation *= cosAngle;\r\n\r\n		// Diffuse\r\n		float ndl = max(0., dot(vNormal, -lightDirection.xyz));\r\n		result.diffuse = ndl * diffuseColor * attenuation;\r\n\r\n#ifdef SPECULARTERM\r\n		// Specular\r\n		vec3 angleW = normalize(viewDirectionW - lightDirection.xyz);\r\n		float specComp = max(0., dot(vNormal, angleW));\r\n		specComp = pow(specComp, max(1., glossiness));\r\n\r\n		result.specular = specComp * specularColor * attenuation;\r\n#endif\r\n\r\n		return result;\r\n	}\r\n\r\n	result.diffuse = vec3(0.);\r\n#ifdef SPECULARTERM\r\n	result.specular = vec3(0.);\r\n#endif\r\n\r\n	return result;\r\n}\r\n\r\nlightingInfo computeHemisphericLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec3 diffuseColor, vec3 specularColor, vec3 groundColor, float glossiness) {\r\n	lightingInfo result;\r\n\r\n	// Diffuse\r\n	float ndl = dot(vNormal, lightData.xyz) * 0.5 + 0.5;\r\n	result.diffuse = mix(groundColor, diffuseColor, ndl);\r\n\r\n#ifdef SPECULARTERM\r\n	// Specular\r\n	vec3 angleW = normalize(viewDirectionW + lightData.xyz);\r\n	float specComp = max(0., dot(vNormal, angleW));\r\n	specComp = pow(specComp, max(1., glossiness));\r\n\r\n	result.specular = specComp * specularColor;\r\n#endif\r\n\r\n	return result;\r\n}\r\n\r\nvoid main(void) {\r\n	// Clip plane\r\n#ifdef CLIPPLANE\r\n	if (fClipDistance > 0.0)\r\n		discard;\r\n#endif\r\n\r\n	vec3 viewDirectionW = normalize(vEyePosition - vPositionW);\r\n\r\n	// Base color\r\n	vec4 baseColor = vec4(1., 1., 1., 1.);\r\n	vec3 diffuseColor = vDiffuseColor.rgb;\r\n\r\n	// Alpha\r\n	float alpha = vDiffuseColor.a;\r\n\r\n#ifdef DIFFUSE\r\n	baseColor = texture2D(diffuseSampler, vDiffuseUV);\r\n\r\n#ifdef ALPHATEST\r\n	if (baseColor.a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n#ifdef ALPHAFROMDIFFUSE\r\n	alpha *= baseColor.a;\r\n#endif\r\n\r\n	baseColor.rgb *= vDiffuseInfos.y;\r\n#endif\r\n\r\n#ifdef VERTEXCOLOR\r\n	baseColor.rgb *= vColor.rgb;\r\n#endif\r\n\r\n	// Bump\r\n#ifdef NORMAL\r\n	vec3 normalW = normalize(vNormalW);\r\n#else\r\n	vec3 normalW = vec3(1.0, 1.0, 1.0);\r\n#endif\r\n\r\n\r\n#ifdef BUMP\r\n	normalW = perturbNormal(viewDirectionW);\r\n#endif\r\n\r\n	// Ambient color\r\n	vec3 baseAmbientColor = vec3(1., 1., 1.);\r\n\r\n#ifdef AMBIENT\r\n	baseAmbientColor = texture2D(ambientSampler, vAmbientUV).rgb * vAmbientInfos.y;\r\n#endif\r\n\r\n\r\n	// Specular map\r\n#ifdef SPECULARTERM\r\n	float glossiness = vSpecularColor.a;\r\n	vec3 specularColor = vSpecularColor.rgb;\r\n\r\n#ifdef SPECULAR\r\n	vec4 specularMapColor = texture2D(specularSampler, vSpecularUV);\r\n	specularColor = specularMapColor.rgb;\r\n#ifdef GLOSSINESS\r\n	glossiness = glossiness * specularMapColor.a;\r\n#endif\r\n#endif\r\n#else\r\n	float glossiness = 0.;\r\n#endif\r\n\r\n	// Lighting\r\n	vec3 diffuseBase = vec3(0., 0., 0.);\r\n#ifdef SPECULARTERM\r\n	vec3 specularBase = vec3(0., 0., 0.);\r\n#endif\r\n	float shadow = 1.;\r\n\r\n#ifdef LIGHT0\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular0 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT0\r\n	lightingInfo info = computeSpotLighting(viewDirectionW, normalW, vLightData0, vLightDirection0, vLightDiffuse0.rgb, vLightSpecular0, vLightDiffuse0.a, glossiness);\r\n#endif\r\n#ifdef HEMILIGHT0\r\n	lightingInfo info = computeHemisphericLighting(viewDirectionW, normalW, vLightData0, vLightDiffuse0.rgb, vLightSpecular0, vLightGround0, glossiness);\r\n#endif\r\n#if defined(POINTLIGHT0) || defined(DIRLIGHT0)\r\n	lightingInfo info = computeLighting(viewDirectionW, normalW, vLightData0, vLightDiffuse0.rgb, vLightSpecular0, vLightDiffuse0.a, glossiness);\r\n#endif\r\n#ifdef SHADOW0\r\n#ifdef SHADOWVSM0\r\n	shadow = computeShadowWithVSM(vPositionFromLight0, shadowSampler0, shadowsInfo0.z, shadowsInfo0.x);\r\n#else\r\n#ifdef SHADOWPCF0\r\n#if defined(POINTLIGHT0)\r\n	shadow = computeShadowWithPCFCube(vLightData0.xyz, shadowSampler0, shadowsInfo0.y, shadowsInfo0.z, shadowsInfo0.x);\r\n#else\r\n	shadow = computeShadowWithPCF(vPositionFromLight0, shadowSampler0, shadowsInfo0.y, shadowsInfo0.z, shadowsInfo0.x);\r\n#endif\r\n#else\r\n#if defined(POINTLIGHT0)\r\n	shadow = computeShadowCube(vLightData0.xyz, shadowSampler0, shadowsInfo0.x, shadowsInfo0.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight0, shadowSampler0, shadowsInfo0.x, shadowsInfo0.z);\r\n#endif\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info.diffuse * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info.specular * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT1\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular1 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT1\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData1, vLightDirection1, vLightDiffuse1.rgb, vLightSpecular1, vLightDiffuse1.a, glossiness);\r\n#endif\r\n#ifdef HEMILIGHT1\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData1, vLightDiffuse1.rgb, vLightSpecular1, vLightGround1, glossiness);\r\n#endif\r\n#if defined(POINTLIGHT1) || defined(DIRLIGHT1)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData1, vLightDiffuse1.rgb, vLightSpecular1, vLightDiffuse1.a, glossiness);\r\n#endif\r\n#ifdef SHADOW1\r\n#ifdef SHADOWVSM1\r\n	shadow = computeShadowWithVSM(vPositionFromLight1, shadowSampler1, shadowsInfo1.z, shadowsInfo1.x);\r\n#else\r\n#ifdef SHADOWPCF1\r\n#if defined(POINTLIGHT1)\r\n	shadow = computeShadowWithPCFCube(vLightData1.xyz, shadowSampler1, shadowsInfo1.y, shadowsInfo1.z, shadowsInfo1.x);\r\n#else\r\n	shadow = computeShadowWithPCF(vPositionFromLight1, shadowSampler1, shadowsInfo1.y, shadowsInfo1.z, shadowsInfo1.x);\r\n#endif\r\n#else\r\n#if defined(POINTLIGHT1)\r\n	shadow = computeShadowCube(vLightData1.xyz, shadowSampler1, shadowsInfo1.x, shadowsInfo1.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight1, shadowSampler1, shadowsInfo1.x, shadowsInfo1.z);\r\n#endif\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info.diffuse * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info.specular * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT2\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular2 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT2\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData2, vLightDirection2, vLightDiffuse2.rgb, vLightSpecular2, vLightDiffuse2.a, glossiness);\r\n#endif\r\n#ifdef HEMILIGHT2\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData2, vLightDiffuse2.rgb, vLightSpecular2, vLightGround2, glossiness);\r\n#endif\r\n#if defined(POINTLIGHT2) || defined(DIRLIGHT2)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData2, vLightDiffuse2.rgb, vLightSpecular2, vLightDiffuse2.a, glossiness);\r\n#endif\r\n#ifdef SHADOW2\r\n#ifdef SHADOWVSM2\r\n	shadow = computeShadowWithVSM(vPositionFromLight2, shadowSampler2, shadowsInfo2.z, shadowsInfo2.x);\r\n#else\r\n#ifdef SHADOWPCF2\r\n#if defined(POINTLIGHT2)\r\n	shadow = computeShadowWithPCFCube(vLightData2.xyz, shadowSampler2, shadowsInfo2.y, shadowsInfo2.z, shadowsInfo2.x);\r\n#else\r\n	shadow = computeShadowWithPCF(vPositionFromLight2, shadowSampler2, shadowsInfo2.y, shadowsInfo2.z, shadowsInfo2.x);\r\n#endif\r\n#else\r\n#if defined(POINTLIGHT2)\r\n	shadow = computeShadowCube(vLightData2.xyz, shadowSampler2, shadowsInfo2.x, shadowsInfo2.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight2, shadowSampler2, shadowsInfo2.x, shadowsInfo2.z);\r\n#endif\r\n#endif	\r\n#endif	\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info.diffuse * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info.specular * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT3\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular3 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT3\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData3, vLightDirection3, vLightDiffuse3.rgb, vLightSpecular3, vLightDiffuse3.a, glossiness);\r\n#endif\r\n#ifdef HEMILIGHT3\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData3, vLightDiffuse3.rgb, vLightSpecular3, vLightGround3, glossiness);\r\n#endif\r\n#if defined(POINTLIGHT3) || defined(DIRLIGHT3)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData3, vLightDiffuse3.rgb, vLightSpecular3, vLightDiffuse3.a, glossiness);\r\n#endif\r\n#ifdef SHADOW3\r\n#ifdef SHADOWVSM3\r\n	shadow = computeShadowWithVSM(vPositionFromLight3, shadowSampler3, shadowsInfo3.z, shadowsInfo3.x);\r\n#else\r\n#ifdef SHADOWPCF3\r\n#if defined(POINTLIGHT3)\r\n	shadow = computeShadowWithPCFCube(vLightData3.xyz, shadowSampler3, shadowsInfo3.y, shadowsInfo3.z, shadowsInfo3.x);\r\n#else\r\n	shadow = computeShadowWithPCF(vPositionFromLight3, shadowSampler3, shadowsInfo3.y, shadowsInfo3.z, shadowsInfo3.x);\r\n#endif\r\n#else\r\n#if defined(POINTLIGHT3)\r\n	shadow = computeShadowCube(vLightData3.xyz, shadowSampler3, shadowsInfo3.x, shadowsInfo3.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight3, shadowSampler3, shadowsInfo3.x, shadowsInfo3.z);\r\n#endif\r\n#endif	\r\n#endif	\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info.diffuse * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info.specular * shadow;\r\n#endif\r\n#endif\r\n\r\n	// Reflection\r\n	vec3 reflectionColor = vec3(0., 0., 0.);\r\n\r\n\r\n#ifdef REFLECTION\r\n	vec3 vReflectionUVW = computeReflectionCoords(vec4(vPositionW, 1.0), normalW);\r\n\r\n#ifdef REFLECTIONMAP_3D\r\n#ifdef ROUGHNESS\r\n	 float bias = vReflectionInfos.y;\r\n\r\n	#ifdef SPECULARTERM\r\n	#ifdef SPECULAR\r\n	#ifdef GLOSSINESS\r\n		bias *= (1.0 - specularMapColor.a);\r\n	#endif\r\n	#endif\r\n	#endif\r\n\r\n	reflectionColor = textureCube(reflectionCubeSampler, vReflectionUVW, bias).rgb * vReflectionInfos.x;\r\n#else\r\n	reflectionColor = textureCube(reflectionCubeSampler, vReflectionUVW).rgb * vReflectionInfos.x;\r\n#endif\r\n\r\n#else\r\n	vec2 coords = vReflectionUVW.xy;\r\n\r\n#ifdef REFLECTIONMAP_PROJECTION\r\n	coords /= vReflectionUVW.z;\r\n#endif\r\n\r\n	coords.y = 1.0 - coords.y;\r\n\r\n	reflectionColor = texture2D(reflection2DSampler, coords).rgb * vReflectionInfos.x;\r\n#endif\r\n\r\n#ifdef REFLECTIONFRESNEL\r\n	float reflectionFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, reflectionRightColor.a, reflectionLeftColor.a);\r\n\r\n#ifdef REFLECTIONFRESNELFROMSPECULAR\r\n#ifdef SPECULARTERM\r\n	reflectionColor *= specularColor.rgb * (1.0 - reflectionFresnelTerm) + reflectionFresnelTerm * reflectionRightColor.rgb;\r\n#else\r\n	reflectionColor *= reflectionLeftColor.rgb * (1.0 - reflectionFresnelTerm) + reflectionFresnelTerm * reflectionRightColor.rgb;\r\n#endif\r\n#else\r\n	reflectionColor *= reflectionLeftColor.rgb * (1.0 - reflectionFresnelTerm) + reflectionFresnelTerm * reflectionRightColor.rgb;\r\n#endif\r\n#endif\r\n#endif\r\n\r\n\r\n#ifdef OPACITY\r\n	vec4 opacityMap = texture2D(opacitySampler, vOpacityUV);\r\n\r\n#ifdef OPACITYRGB\r\n	opacityMap.rgb = opacityMap.rgb * vec3(0.3, 0.59, 0.11);\r\n	alpha *= (opacityMap.x + opacityMap.y + opacityMap.z)* vOpacityInfos.y;\r\n#else\r\n	alpha *= opacityMap.a * vOpacityInfos.y;\r\n#endif\r\n\r\n#endif\r\n\r\n#ifdef VERTEXALPHA\r\n	alpha *= vColor.a;\r\n#endif\r\n\r\n#ifdef OPACITYFRESNEL\r\n	float opacityFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, opacityParts.z, opacityParts.w);\r\n\r\n	alpha += opacityParts.x * (1.0 - opacityFresnelTerm) + opacityFresnelTerm * opacityParts.y;\r\n#endif\r\n\r\n	// Emissive\r\n	vec3 emissiveColor = vEmissiveColor;\r\n#ifdef EMISSIVE\r\n	emissiveColor += texture2D(emissiveSampler, vEmissiveUV).rgb * vEmissiveInfos.y;\r\n#endif\r\n\r\n#ifdef EMISSIVEFRESNEL\r\n	float emissiveFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, emissiveRightColor.a, emissiveLeftColor.a);\r\n\r\n	emissiveColor *= emissiveLeftColor.rgb * (1.0 - emissiveFresnelTerm) + emissiveFresnelTerm * emissiveRightColor.rgb;\r\n#endif\r\n\r\n	// Fresnel\r\n#ifdef DIFFUSEFRESNEL\r\n	float diffuseFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, diffuseRightColor.a, diffuseLeftColor.a);\r\n\r\n	diffuseBase *= diffuseLeftColor.rgb * (1.0 - diffuseFresnelTerm) + diffuseFresnelTerm * diffuseRightColor.rgb;\r\n#endif\r\n\r\n	// Composition\r\n#ifdef EMISSIVEASILLUMINATION\r\n	vec3 finalDiffuse = clamp(diffuseBase * diffuseColor + vAmbientColor, 0.0, 1.0) * baseColor.rgb;\r\n#else\r\n#ifdef LINKEMISSIVEWITHDIFFUSE\r\n	vec3 finalDiffuse = clamp((diffuseBase + emissiveColor) * diffuseColor + vAmbientColor, 0.0, 1.0) * baseColor.rgb;\r\n#else\r\n	vec3 finalDiffuse = clamp(diffuseBase * diffuseColor + emissiveColor + vAmbientColor, 0.0, 1.0) * baseColor.rgb;\r\n#endif\r\n#endif\r\n\r\n#ifdef SPECULARTERM\r\n	vec3 finalSpecular = specularBase * specularColor;\r\n#else\r\n	vec3 finalSpecular = vec3(0.0);\r\n#endif\r\n\r\n#ifdef SPECULAROVERALPHA\r\n	alpha = clamp(alpha + dot(finalSpecular, vec3(0.3, 0.59, 0.11)), 0., 1.);\r\n#endif\r\n\r\n	// Composition\r\n#ifdef EMISSIVEASILLUMINATION\r\n	vec4 color = vec4(clamp(finalDiffuse * baseAmbientColor + finalSpecular + reflectionColor + emissiveColor, 0.0, 1.0), alpha);\r\n#else\r\n	vec4 color = vec4(finalDiffuse * baseAmbientColor + finalSpecular + reflectionColor, alpha);\r\n#endif\r\n\r\n#ifdef LIGHTMAP\r\n	vec3 lightmapColor = texture2D(lightmapSampler, vLightmapUV).rgb * vLightmapInfos.y;\r\n\r\n#ifdef USELIGHTMAPASSHADOWMAP\r\n	color.rgb *= lightmapColor;\r\n#else\r\n	color.rgb += lightmapColor;\r\n#endif\r\n#endif\r\n\r\n#ifdef LOGARITHMICDEPTH\r\n	gl_FragDepthEXT = log2(vFragmentDepth) * logarithmicDepthConstant * 0.5;\r\n#endif\r\n\r\n#ifdef FOG\r\n	float fog = CalcFogFactor();\r\n	color.rgb = fog * color.rgb + (1.0 - fog) * vFogColor;\r\n#endif\r\n\r\n	gl_FragColor = color;\r\n}",
defaultVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec3 position;\r\n#ifdef NORMAL\r\nattribute vec3 normal;\r\n#endif\r\n#ifdef UV1\r\nattribute vec2 uv;\r\n#endif\r\n#ifdef UV2\r\nattribute vec2 uv2;\r\n#endif\r\n#ifdef VERTEXCOLOR\r\nattribute vec4 color;\r\n#endif\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	uniform mat4 mBones[BonesPerMesh];\r\n\r\n	attribute vec4 matricesIndices;\r\n	attribute vec4 matricesWeights;\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		attribute vec4 matricesIndicesExtra;\r\n		attribute vec4 matricesWeightsExtra;\r\n	#endif\r\n#endif\r\n\r\n// Uniforms\r\n\r\n#ifdef INSTANCES\r\nattribute vec4 world0;\r\nattribute vec4 world1;\r\nattribute vec4 world2;\r\nattribute vec4 world3;\r\n#else\r\nuniform mat4 world;\r\n#endif\r\n\r\nuniform mat4 view;\r\nuniform mat4 viewProjection;\r\n\r\n#ifdef DIFFUSE\r\nvarying vec2 vDiffuseUV;\r\nuniform mat4 diffuseMatrix;\r\nuniform vec2 vDiffuseInfos;\r\n#endif\r\n\r\n#ifdef AMBIENT\r\nvarying vec2 vAmbientUV;\r\nuniform mat4 ambientMatrix;\r\nuniform vec2 vAmbientInfos;\r\n#endif\r\n\r\n#ifdef OPACITY\r\nvarying vec2 vOpacityUV;\r\nuniform mat4 opacityMatrix;\r\nuniform vec2 vOpacityInfos;\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\nvarying vec2 vEmissiveUV;\r\nuniform vec2 vEmissiveInfos;\r\nuniform mat4 emissiveMatrix;\r\n#endif\r\n\r\n#ifdef LIGHTMAP\r\nvarying vec2 vLightmapUV;\r\nuniform vec2 vLightmapInfos;\r\nuniform mat4 lightmapMatrix;\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\nvarying vec2 vSpecularUV;\r\nuniform vec2 vSpecularInfos;\r\nuniform mat4 specularMatrix;\r\n#endif\r\n\r\n#ifdef BUMP\r\nvarying vec2 vBumpUV;\r\nuniform vec2 vBumpInfos;\r\nuniform mat4 bumpMatrix;\r\n#endif\r\n\r\n#ifdef POINTSIZE\r\nuniform float pointSize;\r\n#endif\r\n\r\n// Output\r\nvarying vec3 vPositionW;\r\n#ifdef NORMAL\r\nvarying vec3 vNormalW;\r\n#endif\r\n\r\n#ifdef VERTEXCOLOR\r\nvarying vec4 vColor;\r\n#endif\r\n\r\n#ifdef CLIPPLANE\r\nuniform vec4 vClipPlane;\r\nvarying float fClipDistance;\r\n#endif\r\n\r\n#ifdef FOG\r\nvarying float fFogDistance;\r\n#endif\r\n\r\n#ifdef SHADOWS\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\nuniform mat4 lightMatrix0;\r\nvarying vec4 vPositionFromLight0;\r\n#endif\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\nuniform mat4 lightMatrix1;\r\nvarying vec4 vPositionFromLight1;\r\n#endif\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\nuniform mat4 lightMatrix2;\r\nvarying vec4 vPositionFromLight2;\r\n#endif\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\nuniform mat4 lightMatrix3;\r\nvarying vec4 vPositionFromLight3;\r\n#endif\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_SKYBOX\r\nvarying vec3 vPositionUVW;\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_EQUIRECTANGULAR_FIXED\r\nvarying vec3 vDirectionW;\r\n#endif\r\n\r\n#ifdef LOGARITHMICDEPTH\r\nuniform float logarithmicDepthConstant;\r\nvarying float vFragmentDepth;\r\n#endif\r\n\r\nvoid main(void) {\r\n#ifdef REFLECTIONMAP_SKYBOX\r\n	vPositionUVW = position;\r\n#endif \r\n\r\n#ifdef INSTANCES\r\n	mat4 finalWorld = mat4(world0, world1, world2, world3);\r\n#else\r\n	mat4 finalWorld = world;\r\n#endif\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	mat4 influence;\r\n	influence = mBones[int(matricesIndices[0])] * matricesWeights[0];\r\n\r\n	#if NUM_BONE_INFLUENCERS > 1\r\n		influence += mBones[int(matricesIndices[1])] * matricesWeights[1];\r\n	#endif \r\n	#if NUM_BONE_INFLUENCERS > 2\r\n		influence += mBones[int(matricesIndices[2])] * matricesWeights[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 3\r\n		influence += mBones[int(matricesIndices[3])] * matricesWeights[3];\r\n	#endif	\r\n\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		influence += mBones[int(matricesIndicesExtra[0])] * matricesWeightsExtra[0];\r\n	#endif\r\n	#if NUM_BONE_INFLUENCERS > 5\r\n		influence += mBones[int(matricesIndicesExtra[1])] * matricesWeightsExtra[1];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 6\r\n		influence += mBones[int(matricesIndicesExtra[2])] * matricesWeightsExtra[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 7\r\n		influence += mBones[int(matricesIndicesExtra[3])] * matricesWeightsExtra[3];\r\n	#endif	\r\n\r\n	finalWorld = finalWorld * influence;\r\n#endif\r\n	gl_Position = viewProjection * finalWorld * vec4(position, 1.0);\r\n\r\n	vec4 worldPos = finalWorld * vec4(position, 1.0);\r\n	vPositionW = vec3(worldPos);\r\n\r\n#ifdef NORMAL\r\n	vNormalW = normalize(vec3(finalWorld * vec4(normal, 0.0)));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_EQUIRECTANGULAR_FIXED\r\n	vDirectionW = normalize(vec3(finalWorld * vec4(position, 0.0)));\r\n#endif\r\n\r\n	// Texture coordinates\r\n#ifndef UV1\r\n	vec2 uv = vec2(0., 0.);\r\n#endif\r\n#ifndef UV2\r\n	vec2 uv2 = vec2(0., 0.);\r\n#endif\r\n\r\n#ifdef DIFFUSE\r\n	if (vDiffuseInfos.x == 0.)\r\n	{\r\n		vDiffuseUV = vec2(diffuseMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vDiffuseUV = vec2(diffuseMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef AMBIENT\r\n	if (vAmbientInfos.x == 0.)\r\n	{\r\n		vAmbientUV = vec2(ambientMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vAmbientUV = vec2(ambientMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef OPACITY\r\n	if (vOpacityInfos.x == 0.)\r\n	{\r\n		vOpacityUV = vec2(opacityMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vOpacityUV = vec2(opacityMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\n	if (vEmissiveInfos.x == 0.)\r\n	{\r\n		vEmissiveUV = vec2(emissiveMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vEmissiveUV = vec2(emissiveMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef LIGHTMAP\r\n	if (vLightmapInfos.x == 0.)\r\n	{\r\n		vLightmapUV = vec2(lightmapMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vLightmapUV = vec2(lightmapMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\n	if (vSpecularInfos.x == 0.)\r\n	{\r\n		vSpecularUV = vec2(specularMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vSpecularUV = vec2(specularMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef BUMP\r\n	if (vBumpInfos.x == 0.)\r\n	{\r\n		vBumpUV = vec2(bumpMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vBumpUV = vec2(bumpMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n	// Clip plane\r\n#ifdef CLIPPLANE\r\n	fClipDistance = dot(worldPos, vClipPlane);\r\n#endif\r\n\r\n	// Fog\r\n#ifdef FOG\r\n	fFogDistance = (view * worldPos).z;\r\n#endif\r\n\r\n	// Shadows\r\n#ifdef SHADOWS\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\n	vPositionFromLight0 = lightMatrix0 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\n	vPositionFromLight1 = lightMatrix1 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\n	vPositionFromLight2 = lightMatrix2 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\n	vPositionFromLight3 = lightMatrix3 * worldPos;\r\n#endif\r\n#endif\r\n\r\n	// Vertex color\r\n#ifdef VERTEXCOLOR\r\n	vColor = color;\r\n#endif\r\n\r\n	// Point size\r\n#ifdef POINTSIZE\r\n	gl_PointSize = pointSize;\r\n#endif\r\n\r\n	// Log. depth\r\n#ifdef LOGARITHMICDEPTH\r\n	vFragmentDepth = 1.0 + gl_Position.w;\r\n	gl_Position.z = log2(max(0.000001, vFragmentDepth)) * logarithmicDepthConstant;\r\n#endif\r\n}",depthPixelShader:"precision highp float;\r\n\r\n#ifdef ALPHATEST\r\nvarying vec2 vUV;\r\nuniform sampler2D diffuseSampler;\r\n#endif\r\n\r\nuniform float far;\r\n\r\nvoid main(void)\r\n{\r\n#ifdef ALPHATEST\r\n	if (texture2D(diffuseSampler, vUV).a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n	float depth = (gl_FragCoord.z / gl_FragCoord.w) / far;\r\n	gl_FragColor = vec4(depth, depth * depth, 0.0, 1.0);\r\n}",depthVertexShader:"precision highp float;\r\n\r\n// Attribute\r\nattribute vec3 position;\r\n#if NUM_BONE_INFLUENCERS > 0\r\n\r\n	// having bone influencers implies you have bones\r\n	uniform mat4 mBones[BonesPerMesh];\r\n\r\n	attribute vec4 matricesIndices;\r\n	attribute vec4 matricesWeights;\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		attribute vec4 matricesIndicesExtra;\r\n		attribute vec4 matricesWeightsExtra;\r\n	#endif\r\n#endif\r\n\r\n// Uniform\r\n#ifdef INSTANCES\r\nattribute vec4 world0;\r\nattribute vec4 world1;\r\nattribute vec4 world2;\r\nattribute vec4 world3;\r\n#else\r\nuniform mat4 world;\r\n#endif\r\n\r\nuniform mat4 viewProjection;\r\n\r\n#if defined(ALPHATEST) || defined(NEED_UV)\r\nvarying vec2 vUV;\r\nuniform mat4 diffuseMatrix;\r\n#ifdef UV1\r\nattribute vec2 uv;\r\n#endif\r\n#ifdef UV2\r\nattribute vec2 uv2;\r\n#endif\r\n#endif\r\n\r\nvoid main(void)\r\n{\r\n#ifdef INSTANCES\r\n	mat4 finalWorld = mat4(world0, world1, world2, world3);\r\n#else\r\n	mat4 finalWorld = world;\r\n#endif\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	mat4 influence;\r\n	influence = mBones[int(matricesIndices[0])] * matricesWeights[0];\r\n\r\n	#if NUM_BONE_INFLUENCERS > 1\r\n		influence += mBones[int(matricesIndices[1])] * matricesWeights[1];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 2\r\n		influence += mBones[int(matricesIndices[2])] * matricesWeights[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 3\r\n		influence += mBones[int(matricesIndices[3])] * matricesWeights[3];\r\n	#endif	\r\n	\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		influence += mBones[int(matricesIndicesExtra[0])] * matricesWeightsExtra[0];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 5\r\n		influence += mBones[int(matricesIndicesExtra[1])] * matricesWeightsExtra[1];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 6\r\n		influence += mBones[int(matricesIndicesExtra[2])] * matricesWeightsExtra[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 7\r\n		influence += mBones[int(matricesIndicesExtra[3])] * matricesWeightsExtra[3];\r\n	#endif	\r\n\r\n	finalWorld = finalWorld * influence;\r\n#endif\r\n	gl_Position = viewProjection * finalWorld * vec4(position, 1.0);\r\n\r\n#if defined(ALPHATEST) || defined(BASIC_RENDER)\r\n#ifdef UV1\r\n	vUV = vec2(diffuseMatrix * vec4(uv, 1.0, 0.0));\r\n#endif\r\n#ifdef UV2\r\n	vUV = vec2(diffuseMatrix * vec4(uv2, 1.0, 0.0));\r\n#endif\r\n#endif\r\n}",depthBoxBlurPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\n// Parameters\r\nuniform vec2 screenSize;\r\n\r\nvoid main(void)\r\n{\r\n	vec4 colorDepth = vec4(0.0);\r\n\r\n	for (int x = -OFFSET; x <= OFFSET; x++)\r\n		for (int y = -OFFSET; y <= OFFSET; y++)\r\n			colorDepth += texture2D(textureSampler, vUV + vec2(x, y) / screenSize);\r\n\r\n	gl_FragColor = (colorDepth / float((OFFSET * 2 + 1) * (OFFSET * 2 + 1)));\r\n}",depthOfFieldPixelShader:'// BABYLON.JS Depth-of-field GLSL Shader\r\n// Author: Olivier Guyot\r\n// Does depth-of-field blur, edge blur\r\n// Inspired by Francois Tarlier & Martins Upitis\r\n\r\nprecision highp float;\r\n\r\n\r\n// samplers\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D highlightsSampler;\r\nuniform sampler2D depthSampler;\r\nuniform sampler2D grainSampler;\r\n\r\n// uniforms\r\nuniform float grain_amount;\r\nuniform bool blur_noise;\r\nuniform float screen_width;\r\nuniform float screen_height;\r\nuniform float distortion;\r\nuniform bool dof_enabled;\r\n//uniform float focus_distance;		// not needed; already used to compute screen distance\r\nuniform float screen_distance;		// precomputed screen distance from lens center; based on focal length & desired focus distance\r\nuniform float aperture;\r\nuniform float darken;\r\nuniform float edge_blur;\r\nuniform bool highlights;\r\n\r\n// preconputed uniforms (not effect parameters)\r\nuniform float near;\r\nuniform float far;\r\n\r\n// varyings\r\nvarying vec2 vUV;\r\n\r\n// constants\r\n#define PI 		3.14159265\r\n#define TWOPI 	6.28318530\r\n#define inverse_focal_length 0.1	// a property of the lens used\r\n\r\n// common calculations\r\nvec2 centered_screen_pos;\r\nvec2 distorted_coords;\r\nfloat radius2;\r\nfloat radius;\r\n\r\n\r\n// on-the-fly constant noise\r\nvec2 rand(vec2 co)\r\n{\r\n	float noise1 = (fract(sin(dot(co, vec2(12.9898, 78.233))) * 43758.5453));\r\n	float noise2 = (fract(sin(dot(co, vec2(12.9898, 78.233)*2.0)) * 43758.5453));\r\n	return clamp(vec2(noise1, noise2), 0.0, 1.0);\r\n}\r\n\r\n// applies edge distortion on texture coords\r\nvec2 getDistortedCoords(vec2 coords) {\r\n\r\n	if (distortion == 0.0) { return coords; }\r\n\r\n	vec2 direction = 1.0 * normalize(centered_screen_pos);\r\n	vec2 dist_coords = vec2(0.5, 0.5);\r\n	dist_coords.x = 0.5 + direction.x * radius2 * 1.0;\r\n	dist_coords.y = 0.5 + direction.y * radius2 * 1.0;\r\n	float dist_amount = clamp(distortion*0.23, 0.0, 1.0);\r\n\r\n	dist_coords = mix(coords, dist_coords, dist_amount);\r\n\r\n	return dist_coords;\r\n}\r\n\r\n// sample screen with an offset (randomize offset angle for better smothness), returns partial sample weight\r\nfloat sampleScreen(inout vec4 color, const in vec2 offset, const in float weight) {\r\n\r\n	// compute coords with offset (a random angle is added)\r\n	vec2 coords = distorted_coords;\r\n	float angle = rand(coords * 100.0).x * TWOPI;\r\n	coords += vec2(offset.x * cos(angle) - offset.y * sin(angle), offset.x * sin(angle) + offset.y * cos(angle));\r\n\r\n	color += texture2D(textureSampler, coords)*weight;\r\n\r\n	return weight;\r\n}\r\n\r\n// returns blur level according to blur size required\r\nfloat getBlurLevel(float size) {\r\n	return min(3.0, ceil(size / 1.0));\r\n}\r\n\r\n// returns original screen color after blur\r\nvec4 getBlurColor(float size) {\r\n\r\n	vec4 col = texture2D(textureSampler, distorted_coords);\r\n	if (size == 0.0) { return col; }\r\n\r\n	// there are max. 30 samples; the number of samples chosen is dependant on the blur size\r\n	// there can be 10, 20 or 30 samples chosen; levels of blur are then 1, 2 or 3\r\n	float blur_level = getBlurLevel(size);\r\n\r\n	float w = (size / screen_width);\r\n	float h = (size / screen_height);\r\n	float total_weight = 1.0;\r\n	vec2 sample_coords;\r\n\r\n	total_weight += sampleScreen(col, vec2(-0.50*w, 0.24*h), 0.93);\r\n	total_weight += sampleScreen(col, vec2(0.30*w, -0.75*h), 0.90);\r\n	total_weight += sampleScreen(col, vec2(0.36*w, 0.96*h), 0.87);\r\n	total_weight += sampleScreen(col, vec2(-1.08*w, -0.55*h), 0.85);\r\n	total_weight += sampleScreen(col, vec2(1.33*w, -0.37*h), 0.83);\r\n	total_weight += sampleScreen(col, vec2(-0.82*w, 1.31*h), 0.80);\r\n	total_weight += sampleScreen(col, vec2(-0.31*w, -1.67*h), 0.78);\r\n	total_weight += sampleScreen(col, vec2(1.47*w, 1.11*h), 0.76);\r\n	total_weight += sampleScreen(col, vec2(-1.97*w, 0.19*h), 0.74);\r\n	total_weight += sampleScreen(col, vec2(1.42*w, -1.57*h), 0.72);\r\n\r\n	if (blur_level > 1.0) {\r\n		total_weight += sampleScreen(col, vec2(0.01*w, 2.25*h), 0.70);\r\n		total_weight += sampleScreen(col, vec2(-1.62*w, -1.74*h), 0.67);\r\n		total_weight += sampleScreen(col, vec2(2.49*w, 0.20*h), 0.65);\r\n		total_weight += sampleScreen(col, vec2(-2.07*w, 1.61*h), 0.63);\r\n		total_weight += sampleScreen(col, vec2(0.46*w, -2.70*h), 0.61);\r\n		total_weight += sampleScreen(col, vec2(1.55*w, 2.40*h), 0.59);\r\n		total_weight += sampleScreen(col, vec2(-2.88*w, -0.75*h), 0.56);\r\n		total_weight += sampleScreen(col, vec2(2.73*w, -1.44*h), 0.54);\r\n		total_weight += sampleScreen(col, vec2(-1.08*w, 3.02*h), 0.52);\r\n		total_weight += sampleScreen(col, vec2(-1.28*w, -3.05*h), 0.49);\r\n	}\r\n\r\n	if (blur_level > 2.0) {\r\n		total_weight += sampleScreen(col, vec2(3.11*w, 1.43*h), 0.46);\r\n		total_weight += sampleScreen(col, vec2(-3.36*w, 1.08*h), 0.44);\r\n		total_weight += sampleScreen(col, vec2(1.80*w, -3.16*h), 0.41);\r\n		total_weight += sampleScreen(col, vec2(0.83*w, 3.65*h), 0.38);\r\n		total_weight += sampleScreen(col, vec2(-3.16*w, -2.19*h), 0.34);\r\n		total_weight += sampleScreen(col, vec2(3.92*w, -0.53*h), 0.31);\r\n		total_weight += sampleScreen(col, vec2(-2.59*w, 3.12*h), 0.26);\r\n		total_weight += sampleScreen(col, vec2(-0.20*w, -4.15*h), 0.22);\r\n		total_weight += sampleScreen(col, vec2(3.02*w, 3.00*h), 0.15);\r\n	}\r\n\r\n	col /= total_weight;		// scales color according to weights\r\n\r\n								// darken if out of focus\r\n	if (darken > 0.0) {\r\n		col.rgb *= clamp(0.3, 1.0, 1.05 - size*0.5*darken);\r\n	}\r\n\r\n	// blur levels debug\r\n	// if(blur_level == 1.0) { col.b *= 0.5; }\r\n	// if(blur_level == 2.0) { col.r *= 0.5; }\r\n	// if(blur_level == 3.0) { col.g *= 0.5; }\r\n\r\n	return col;\r\n}\r\n\r\nvoid main(void)\r\n{\r\n\r\n	// Common calc: position relative to screen center, screen radius, distorted coords, position in texel space\r\n	centered_screen_pos = vec2(vUV.x - 0.5, vUV.y - 0.5);\r\n	radius2 = centered_screen_pos.x*centered_screen_pos.x + centered_screen_pos.y*centered_screen_pos.y;\r\n	radius = sqrt(radius2);\r\n	distorted_coords = getDistortedCoords(vUV);		// we distort the screen coordinates (lens "magnifying" effect)\r\n	vec2 texels_coords = vec2(vUV.x * screen_width, vUV.y * screen_height);	// varies from 0 to SCREEN_WIDTH or _HEIGHT\r\n\r\n	float depth = texture2D(depthSampler, distorted_coords).r;	// depth value from DepthRenderer: 0 to 1\r\n	float distance = near + (far - near)*depth;		// actual distance from the lens\r\n	vec4 color = texture2D(textureSampler, vUV);	// original raster\r\n\r\n\r\n													// compute the circle of confusion size (CoC), i.e. blur radius depending on depth\r\n													// screen_distance is precomputed in code\r\n	float coc = abs(aperture * (screen_distance * (inverse_focal_length - 1.0 / distance) - 1.0));\r\n\r\n	// disable blur\r\n	if (dof_enabled == false || coc < 0.07) { coc = 0.0; }\r\n\r\n	// blur from edge blur effect\r\n	float edge_blur_amount = 0.0;\r\n	if (edge_blur > 0.0) {\r\n		edge_blur_amount = clamp((radius*2.0 - 1.0 + 0.15*edge_blur) * 1.5, 0.0, 1.0) * 1.3;\r\n	}\r\n\r\n	// total blur amount\r\n	float blur_amount = max(edge_blur_amount, coc);\r\n\r\n	// apply blur if necessary\r\n	if (blur_amount == 0.0) {\r\n		gl_FragColor = texture2D(textureSampler, distorted_coords);\r\n	}\r\n	else {\r\n\r\n		// add blurred color\r\n		gl_FragColor = getBlurColor(blur_amount * 1.7);\r\n\r\n		// if we have computed highlights: enhance highlights\r\n		if (highlights) {\r\n			gl_FragColor.rgb += clamp(coc, 0.0, 1.0)*texture2D(highlightsSampler, distorted_coords).rgb;\r\n		}\r\n\r\n		if (blur_noise) {\r\n			// we put a slight amount of noise in the blurred color\r\n			vec2 noise = rand(distorted_coords) * 0.01 * blur_amount;\r\n			vec2 blurred_coord = vec2(distorted_coords.x + noise.x, distorted_coords.y + noise.y);\r\n			gl_FragColor = 0.04 * texture2D(textureSampler, blurred_coord) + 0.96 * gl_FragColor;\r\n		}\r\n	}\r\n\r\n\r\n	// apply grain\r\n	if (grain_amount > 0.0) {\r\n		vec4 grain_color = texture2D(grainSampler, texels_coords*0.003);\r\n		gl_FragColor.rgb += (-0.5 + grain_color.rgb) * 0.30 * grain_amount;\r\n	}\r\n\r\n}\r\n',displayPassPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D passSampler;\r\n\r\nvoid main(void)\r\n{\r\n    gl_FragColor = texture2D(passSampler, vUV);\r\n}",filterPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\nuniform mat4 kernelMatrix;\r\n\r\nvoid main(void)\r\n{\r\n	vec3 baseColor = texture2D(textureSampler, vUV).rgb;\r\n	vec3 updatedColor = (kernelMatrix * vec4(baseColor, 1.0)).rgb;\r\n\r\n	gl_FragColor = vec4(updatedColor, 1.0);\r\n}",fxaaPixelShader:"precision highp float;\r\n\r\n#define FXAA_REDUCE_MIN   (1.0/128.0)\r\n#define FXAA_REDUCE_MUL   (1.0/8.0)\r\n#define FXAA_SPAN_MAX     8.0\r\n\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\nuniform vec2 texelSize;\r\n\r\nvoid main(){\r\n	vec2 localTexelSize = texelSize;\r\n	vec4 rgbNW = texture2D(textureSampler, (vUV + vec2(-1.0, -1.0) * localTexelSize));\r\n	vec4 rgbNE = texture2D(textureSampler, (vUV + vec2(1.0, -1.0) * localTexelSize));\r\n	vec4 rgbSW = texture2D(textureSampler, (vUV + vec2(-1.0, 1.0) * localTexelSize));\r\n	vec4 rgbSE = texture2D(textureSampler, (vUV + vec2(1.0, 1.0) * localTexelSize));\r\n	vec4 rgbM = texture2D(textureSampler, vUV);\r\n	vec4 luma = vec4(0.299, 0.587, 0.114, 1.0);\r\n	float lumaNW = dot(rgbNW, luma);\r\n	float lumaNE = dot(rgbNE, luma);\r\n	float lumaSW = dot(rgbSW, luma);\r\n	float lumaSE = dot(rgbSE, luma);\r\n	float lumaM = dot(rgbM, luma);\r\n	float lumaMin = min(lumaM, min(min(lumaNW, lumaNE), min(lumaSW, lumaSE)));\r\n	float lumaMax = max(lumaM, max(max(lumaNW, lumaNE), max(lumaSW, lumaSE)));\r\n\r\n	vec2 dir = vec2(-((lumaNW + lumaNE) - (lumaSW + lumaSE)), ((lumaNW + lumaSW) - (lumaNE + lumaSE)));\r\n\r\n	float dirReduce = max(\r\n		(lumaNW + lumaNE + lumaSW + lumaSE) * (0.25 * FXAA_REDUCE_MUL),\r\n		FXAA_REDUCE_MIN);\r\n\r\n	float rcpDirMin = 1.0 / (min(abs(dir.x), abs(dir.y)) + dirReduce);\r\n	dir = min(vec2(FXAA_SPAN_MAX, FXAA_SPAN_MAX),\r\n		max(vec2(-FXAA_SPAN_MAX, -FXAA_SPAN_MAX),\r\n		dir * rcpDirMin)) * localTexelSize;\r\n\r\n	vec4 rgbA = 0.5 * (\r\n		texture2D(textureSampler, vUV + dir * (1.0 / 3.0 - 0.5)) +\r\n		texture2D(textureSampler, vUV + dir * (2.0 / 3.0 - 0.5)));\r\n\r\n	vec4 rgbB = rgbA * 0.5 + 0.25 * (\r\n		texture2D(textureSampler, vUV + dir *  -0.5) +\r\n		texture2D(textureSampler, vUV + dir * 0.5));\r\n	float lumaB = dot(rgbB, luma);\r\n	if ((lumaB < lumaMin) || (lumaB > lumaMax)) {\r\n		gl_FragColor = rgbA;\r\n	}\r\n	else {\r\n		gl_FragColor = rgbB;\r\n	}\r\n}",hdrPixelShader:"precision highp float;\r\n\r\nuniform sampler2D textureSampler;\r\nvarying vec2 vUV;\r\n\r\n#if defined(GAUSSIAN_BLUR_H) || defined(GAUSSIAN_BLUR_V)\r\nuniform float blurOffsets[9];\r\nuniform float blurWeights[9];\r\nuniform float multiplier;\r\n\r\nvoid main(void) {\r\n	vec4 color = vec4(0.0, 0.0, 0.0, 0.0);\r\n\r\n	for (int i = 0; i < 9; i++) {\r\n		#ifdef GAUSSIAN_BLUR_H\r\n		color += (texture2D(textureSampler, vUV + vec2(blurOffsets[i] * multiplier, 0.0)) * blurWeights[i]);\r\n		#else\r\n		color += (texture2D(textureSampler, vUV + vec2(0.0, blurOffsets[i] * multiplier)) * blurWeights[i]);\r\n		#endif\r\n	}\r\n\r\n	color.a = 1.0;\r\n	gl_FragColor = color;\r\n}\r\n#endif\r\n\r\n#if defined(TEXTURE_ADDER)\r\nuniform sampler2D otherSampler;\r\n\r\nvoid main() {\r\n	vec4 sum = texture2D(textureSampler, vUV) + texture2D(otherSampler, vUV);\r\n	sum.a = clamp(sum.a, 0.0, 1.0);\r\n\r\n	gl_FragColor = sum;\r\n}\r\n#endif\r\n\r\n#if defined(LUMINANCE_GENERATOR)\r\nuniform vec2 lumOffsets[4];\r\n\r\nvoid main() {\r\n	float average = 0.0;\r\n	vec4 color = vec4(0.0, 0.0, 0.0, 0.0);\r\n	float maximum = -1e20;\r\n\r\n	for (int i = 0; i < 4; i++) {\r\n		color = texture2D(textureSampler, vUV + lumOffsets[i]);\r\n\r\n		float GreyValue = length(color.rgb);\r\n\r\n		maximum = max(maximum, GreyValue);\r\n		average += (0.25 * log(1e-5 + GreyValue));\r\n	}\r\n\r\n	average = exp(average);\r\n\r\n	gl_FragColor = vec4(average, maximum, 0.0, 1.0);\r\n\r\n}\r\n#endif\r\n\r\n#if defined(DOWN_SAMPLE)\r\nuniform vec2 dsOffsets[9];\r\nuniform float halfDestPixelSize;\r\n\r\n#ifdef FINAL_DOWN_SAMPLE\r\nvec4 pack(float value) {\r\n	const vec4 bit_shift = vec4(255.0 * 255.0 * 255.0, 255.0 * 255.0, 255.0, 1.0);\r\n	const vec4 bit_mask = vec4(0.0, 1.0 / 255.0, 1.0 / 255.0, 1.0 / 255.0);\r\n\r\n	vec4 res = fract(value * bit_shift);\r\n	res -= res.xxyz * bit_mask;\r\n\r\n	return res;\r\n}\r\n#endif\r\n\r\nvoid main() {\r\n	vec4 color = vec4(0.0, 0.0, 0.0, 0.0);\r\n	float average = 0.0;\r\n\r\n	for (int i = 0; i < 9; i++) {\r\n		color = texture2D(textureSampler, vUV + vec2(halfDestPixelSize, halfDestPixelSize) + dsOffsets[i]);\r\n		average += color.r;\r\n	}\r\n\r\n	average /= 9.0;\r\n\r\n	#ifndef FINAL_DOWN_SAMPLE\r\n	gl_FragColor = vec4(average, average, 0.0, 1.0);\r\n	#else\r\n	gl_FragColor = pack(average);\r\n	#endif\r\n}\r\n#endif\r\n\r\n#if defined(BRIGHT_PASS)\r\nuniform vec2 dsOffsets[4];\r\nuniform float brightThreshold;\r\n\r\nvoid main() {\r\n	vec4 average = vec4(0.0, 0.0, 0.0, 0.0);\r\n\r\n	average = texture2D(textureSampler, vUV + vec2(dsOffsets[0].x, dsOffsets[0].y));\r\n	average += texture2D(textureSampler, vUV + vec2(dsOffsets[1].x, dsOffsets[1].y));\r\n	average += texture2D(textureSampler, vUV + vec2(dsOffsets[2].x, dsOffsets[2].y));\r\n	average += texture2D(textureSampler, vUV + vec2(dsOffsets[3].x, dsOffsets[3].y));\r\n\r\n	average *= 0.25;\r\n\r\n	float luminance = length(average.rgb);\r\n\r\n	if (luminance < brightThreshold) {\r\n		average = vec4(0.0, 0.0, 0.0, 1.0);\r\n	}\r\n\r\n	gl_FragColor = average;\r\n}\r\n#endif\r\n\r\n#if defined(DOWN_SAMPLE_X4)\r\nuniform vec2 dsOffsets[16];\r\n\r\nvoid main() {\r\n	vec4 average = vec4(0.0, 0.0, 0.0, 0.0);\r\n\r\n	average = texture2D(textureSampler, vUV + dsOffsets[0]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[1]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[2]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[3]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[4]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[5]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[6]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[7]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[8]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[9]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[10]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[11]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[12]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[13]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[14]);\r\n	average += texture2D(textureSampler, vUV + dsOffsets[15]);\r\n\r\n	average /= 16.0;\r\n\r\n	gl_FragColor = average;\r\n}\r\n#endif\r\n\r\n#if defined(HDR)\r\nuniform sampler2D otherSampler;\r\n\r\nuniform float exposure;\r\nuniform float avgLuminance;\r\n\r\nvoid main() {\r\n	vec4 color = texture2D(textureSampler, vUV) + texture2D(otherSampler, vUV);\r\n	vec4 adjustedColor = color / avgLuminance * exposure;\r\n\r\n	color = adjustedColor;\r\n	color.a = 1.0;\r\n\r\n	gl_FragColor = color;\r\n}\r\n#endif\r\n",layerPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\n// Color\r\nuniform vec4 color;\r\n\r\nvoid main(void) {\r\n	vec4 baseColor = texture2D(textureSampler, vUV);\r\n\r\n	gl_FragColor = baseColor * color;\r\n}",layerVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec2 position;\r\n\r\n// Uniforms\r\nuniform mat4 textureMatrix;\r\n\r\n// Output\r\nvarying vec2 vUV;\r\n\r\nconst vec2 madd = vec2(0.5, 0.5);\r\n\r\nvoid main(void) {	\r\n\r\n	vUV = vec2(textureMatrix * vec4(position * madd + madd, 1.0, 0.0));\r\n	gl_Position = vec4(position, 0.0, 1.0);\r\n}",legacydefaultPixelShader:"precision highp float;\r\n\r\n#define MAP_PROJECTION	4.\r\n\r\n// Constants\r\nuniform vec3 vEyePosition;\r\nuniform vec3 vAmbientColor;\r\nuniform vec4 vDiffuseColor;\r\n#ifdef SPECULARTERM\r\nuniform vec4 vSpecularColor;\r\n#endif\r\nuniform vec3 vEmissiveColor;\r\n\r\n// Input\r\nvarying vec3 vPositionW;\r\nvarying vec3 vNormalW;\r\n\r\n#ifdef VERTEXCOLOR\r\nvarying vec4 vColor;\r\n#endif\r\n\r\n// Lights\r\n#ifdef LIGHT0\r\nuniform vec4 vLightData0;\r\nuniform vec4 vLightDiffuse0;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular0;\r\n#endif\r\n#ifdef SHADOW0\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\nvarying vec4 vPositionFromLight0;\r\nuniform sampler2D shadowSampler0;\r\n#else\r\nuniform samplerCube shadowSampler0;\r\n#endif\r\nuniform vec3 shadowsInfo0;\r\n#endif\r\n#ifdef SPOTLIGHT0\r\nuniform vec4 vLightDirection0;\r\n#endif\r\n#ifdef HEMILIGHT0\r\nuniform vec3 vLightGround0;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT1\r\nuniform vec4 vLightData1;\r\nuniform vec4 vLightDiffuse1;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular1;\r\n#endif\r\n#ifdef SHADOW1\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\nvarying vec4 vPositionFromLight1;\r\nuniform sampler2D shadowSampler1;\r\n#else\r\nuniform samplerCube shadowSampler1;\r\n#endif\r\nuniform vec3 shadowsInfo1;\r\n#endif\r\n#ifdef SPOTLIGHT1\r\nuniform vec4 vLightDirection1;\r\n#endif\r\n#ifdef HEMILIGHT1\r\nuniform vec3 vLightGround1;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT2\r\nuniform vec4 vLightData2;\r\nuniform vec4 vLightDiffuse2;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular2;\r\n#endif\r\n#ifdef SHADOW2\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\nvarying vec4 vPositionFromLight2;\r\nuniform sampler2D shadowSampler2;\r\n#else\r\nuniform samplerCube shadowSampler2;\r\n#endif\r\nuniform vec3 shadowsInfo2;\r\n#endif\r\n#ifdef SPOTLIGHT2\r\nuniform vec4 vLightDirection2;\r\n#endif\r\n#ifdef HEMILIGHT2\r\nuniform vec3 vLightGround2;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT3\r\nuniform vec4 vLightData3;\r\nuniform vec4 vLightDiffuse3;\r\n#ifdef SPECULARTERM\r\nuniform vec3 vLightSpecular3;\r\n#endif\r\n#ifdef SHADOW3\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\nvarying vec4 vPositionFromLight3;\r\nuniform sampler2D shadowSampler3;\r\n#else\r\nuniform samplerCube shadowSampler3;\r\n#endif\r\nuniform vec3 shadowsInfo3;\r\n#endif\r\n#ifdef SPOTLIGHT3\r\nuniform vec4 vLightDirection3;\r\n#endif\r\n#ifdef HEMILIGHT3\r\nuniform vec3 vLightGround3;\r\n#endif\r\n#endif\r\n\r\n// Samplers\r\n#ifdef DIFFUSE\r\nvarying vec2 vDiffuseUV;\r\nuniform sampler2D diffuseSampler;\r\nuniform vec2 vDiffuseInfos;\r\n#endif\r\n\r\n#ifdef AMBIENT\r\nvarying vec2 vAmbientUV;\r\nuniform sampler2D ambientSampler;\r\nuniform vec2 vAmbientInfos;\r\n#endif\r\n\r\n#ifdef OPACITY	\r\nvarying vec2 vOpacityUV;\r\nuniform sampler2D opacitySampler;\r\nuniform vec2 vOpacityInfos;\r\n#endif\r\n\r\n#ifdef REFLECTION\r\nvarying vec3 vReflectionUVW;\r\n#ifdef REFLECTIONMAP_3D\r\nuniform samplerCube reflectionCubeSampler;\r\n#else\r\nuniform sampler2D reflection2DSampler;\r\n#endif\r\nuniform vec2 vReflectionInfos;\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\nvarying vec2 vEmissiveUV;\r\nuniform vec2 vEmissiveInfos;\r\nuniform sampler2D emissiveSampler;\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\nvarying vec2 vSpecularUV;\r\nuniform vec2 vSpecularInfos;\r\nuniform sampler2D specularSampler;\r\n#endif\r\n\r\n// Fresnel\r\n#ifdef FRESNEL\r\nfloat computeFresnelTerm(vec3 viewDirection, vec3 worldNormal, float bias, float power)\r\n{\r\n	float fresnelTerm = pow(bias + abs(dot(viewDirection, worldNormal)), power);\r\n	return clamp(fresnelTerm, 0., 1.);\r\n}\r\n#endif\r\n\r\n#ifdef DIFFUSEFRESNEL\r\nuniform vec4 diffuseLeftColor;\r\nuniform vec4 diffuseRightColor;\r\n#endif\r\n\r\n#ifdef OPACITYFRESNEL\r\nuniform vec4 opacityParts;\r\n#endif\r\n\r\n#ifdef REFLECTIONFRESNEL\r\nuniform vec4 reflectionLeftColor;\r\nuniform vec4 reflectionRightColor;\r\n#endif\r\n\r\n#ifdef EMISSIVEFRESNEL\r\nuniform vec4 emissiveLeftColor;\r\nuniform vec4 emissiveRightColor;\r\n#endif\r\n\r\n// Shadows\r\n#ifdef SHADOWS\r\n\r\nfloat unpack(vec4 color)\r\n{\r\n	const vec4 bit_shift = vec4(1.0 / (255.0 * 255.0 * 255.0), 1.0 / (255.0 * 255.0), 1.0 / 255.0, 1.0);\r\n	return dot(color, bit_shift);\r\n}\r\n\r\n#if defined(POINTLIGHT0) || defined(POINTLIGHT1) || defined(POINTLIGHT2) || defined(POINTLIGHT3)\r\nfloat computeShadowCube(vec3 lightPosition, samplerCube shadowSampler, float darkness, float bias)\r\n{\r\n	vec3 directionToLight = vPositionW - lightPosition;\r\n	float depth = length(directionToLight);\r\n\r\n	depth = clamp(depth, 0., 1.);\r\n\r\n	directionToLight.y = 1.0 - directionToLight.y;\r\n\r\n	float shadow = unpack(textureCube(shadowSampler, directionToLight)) + bias;\r\n\r\n	if (depth > shadow)\r\n	{\r\n		return darkness;\r\n	}\r\n	return 1.0;\r\n}\r\n#endif\r\n\r\n#if defined(SPOTLIGHT0) || defined(SPOTLIGHT1) || defined(SPOTLIGHT2) || defined(SPOTLIGHT3) ||  defined(DIRLIGHT0) || defined(DIRLIGHT1) || defined(DIRLIGHT2) || defined(DIRLIGHT3)\r\nfloat computeShadow(vec4 vPositionFromLight, sampler2D shadowSampler, float darkness, float bias)\r\n{\r\n	vec3 depth = vPositionFromLight.xyz / vPositionFromLight.w;\r\n	depth = 0.5 * depth + vec3(0.5);\r\n	vec2 uv = depth.xy;\r\n\r\n	if (uv.x < 0. || uv.x > 1.0 || uv.y < 0. || uv.y > 1.0)\r\n	{\r\n		return 1.0;\r\n	}\r\n\r\n	float shadow = unpack(texture2D(shadowSampler, uv)) + bias;\r\n\r\n	if (depth.z > shadow)\r\n	{\r\n		return darkness;\r\n	}\r\n	return 1.;\r\n}\r\n\r\n// Thanks to http://devmaster.net/\r\nfloat unpackHalf(vec2 color)\r\n{\r\n	return color.x + (color.y / 255.0);\r\n}\r\n\r\nfloat linstep(float low, float high, float v) {\r\n	return clamp((v - low) / (high - low), 0.0, 1.0);\r\n}\r\n\r\nfloat ChebychevInequality(vec2 moments, float compare, float bias)\r\n{\r\n	float p = smoothstep(compare - bias, compare, moments.x);\r\n	float variance = max(moments.y - moments.x * moments.x, 0.02);\r\n	float d = compare - moments.x;\r\n	float p_max = linstep(0.2, 1.0, variance / (variance + d * d));\r\n\r\n	return clamp(max(p, p_max), 0.0, 1.0);\r\n}\r\n\r\nfloat computeShadowWithVSM(vec4 vPositionFromLight, sampler2D shadowSampler, float bias, float darkness)\r\n{\r\n	vec3 depth = vPositionFromLight.xyz / vPositionFromLight.w;\r\n	depth = 0.5 * depth + vec3(0.5);\r\n	vec2 uv = depth.xy;\r\n\r\n	if (uv.x < 0. || uv.x > 1.0 || uv.y < 0. || uv.y > 1.0 || depth.z >= 1.0)\r\n	{\r\n		return 1.0;\r\n	}\r\n\r\n	vec4 texel = texture2D(shadowSampler, uv);\r\n\r\n	vec2 moments = vec2(unpackHalf(texel.xy), unpackHalf(texel.zw));\r\n	return min(1.0, 1.0 - ChebychevInequality(moments, depth.z, bias) + darkness);\r\n}\r\n#endif\r\n#endif\r\n\r\n#ifdef CLIPPLANE\r\nvarying float fClipDistance;\r\n#endif\r\n\r\n// Fog\r\n#ifdef FOG\r\n\r\n#define FOGMODE_NONE    0.\r\n#define FOGMODE_EXP     1.\r\n#define FOGMODE_EXP2    2.\r\n#define FOGMODE_LINEAR  3.\r\n#define E 2.71828\r\n\r\nuniform vec4 vFogInfos;\r\nuniform vec3 vFogColor;\r\nvarying float fFogDistance;\r\n\r\nfloat CalcFogFactor()\r\n{\r\n	float fogCoeff = 1.0;\r\n	float fogStart = vFogInfos.y;\r\n	float fogEnd = vFogInfos.z;\r\n	float fogDensity = vFogInfos.w;\r\n\r\n	if (FOGMODE_LINEAR == vFogInfos.x)\r\n	{\r\n		fogCoeff = (fogEnd - fFogDistance) / (fogEnd - fogStart);\r\n	}\r\n	else if (FOGMODE_EXP == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fogDensity);\r\n	}\r\n	else if (FOGMODE_EXP2 == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fFogDistance * fogDensity * fogDensity);\r\n	}\r\n\r\n	return clamp(fogCoeff, 0.0, 1.0);\r\n}\r\n#endif\r\n\r\n// Light Computing\r\nmat3 computeLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec4 diffuseColor, vec3 specularColor) {\r\n	mat3 result;\r\n\r\n	vec3 lightVectorW;\r\n	if (lightData.w == 0.)\r\n	{\r\n		lightVectorW = normalize(lightData.xyz - vPositionW);\r\n	}\r\n	else\r\n	{\r\n		lightVectorW = normalize(-lightData.xyz);\r\n	}\r\n\r\n	// diffuse\r\n	float ndl = max(0., dot(vNormal, lightVectorW));\r\n\r\n	result[0] = ndl * diffuseColor.rgb;\r\n\r\n#ifdef SPECULARTERM\r\n	// Specular\r\n	vec3 angleW = normalize(viewDirectionW + lightVectorW);\r\n	float specComp = max(0., dot(vNormal, angleW));\r\n	specComp = max(0., pow(specComp, max(1.0, vSpecularColor.a)));\r\n	result[1] = specComp * specularColor;\r\n#else\r\n	result[1] = vec3(0.);\r\n#endif\r\n\r\n	result[2] = vec3(0.);\r\n\r\n	return result;\r\n}\r\n\r\nmat3 computeSpotLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec4 lightDirection, vec4 diffuseColor, vec3 specularColor) {\r\n	mat3 result;\r\n\r\n	vec3 lightVectorW = normalize(lightData.xyz - vPositionW);\r\n\r\n	// diffuse\r\n	float cosAngle = max(0., dot(-lightDirection.xyz, lightVectorW));\r\n	float spotAtten = 0.0;\r\n\r\n	if (cosAngle >= lightDirection.w)\r\n	{\r\n		cosAngle = max(0., pow(cosAngle, lightData.w));\r\n		spotAtten = max(0., (cosAngle - lightDirection.w) / (1. - cosAngle));\r\n\r\n		// Diffuse\r\n		float ndl = max(0., dot(vNormal, -lightDirection.xyz));\r\n		result[0] = ndl * spotAtten * diffuseColor.rgb;\r\n\r\n#ifdef SPECULARTERM\r\n		// Specular\r\n		vec3 angleW = normalize(viewDirectionW - lightDirection.xyz);\r\n		float specComp = max(0., dot(vNormal, angleW));\r\n		specComp = pow(specComp, vSpecularColor.a);\r\n		result[1] = specComp * specularColor * spotAtten;\r\n#else\r\n		result[1] = vec3(0.);\r\n#endif\r\n		result[2] = vec3(0.);\r\n\r\n		return result;\r\n	}\r\n\r\n	result[0] = vec3(0.);\r\n	result[1] = vec3(0.);\r\n	result[2] = vec3(0.);\r\n\r\n	return result;\r\n}\r\n\r\nmat3 computeHemisphericLighting(vec3 viewDirectionW, vec3 vNormal, vec4 lightData, vec4 diffuseColor, vec3 specularColor, vec3 groundColor) {\r\n	mat3 result;\r\n\r\n	// Diffuse\r\n	float ndl = dot(vNormal, lightData.xyz) * 0.5 + 0.5;\r\n	result[0] = mix(groundColor, diffuseColor.rgb, ndl);\r\n\r\n#ifdef SPECULARTERM\r\n	// Specular\r\n	vec3 angleW = normalize(viewDirectionW + lightData.xyz);\r\n	float specComp = max(0., dot(vNormal, angleW));\r\n	specComp = pow(specComp, vSpecularColor.a);\r\n	result[1] = specComp * specularColor;\r\n#else\r\n	result[1] = vec3(0.);\r\n#endif\r\n\r\n	result[2] = vec3(0.);\r\n\r\n	return result;\r\n}\r\n\r\nvoid main(void) {\r\n	// Clip plane\r\n#ifdef CLIPPLANE\r\n	if (fClipDistance > 0.0)\r\n		discard;\r\n#endif\r\n\r\n	vec3 viewDirectionW = normalize(vEyePosition - vPositionW);\r\n\r\n	// Base color\r\n	vec4 baseColor = vec4(1., 1., 1., 1.);\r\n	vec3 diffuseColor = vDiffuseColor.rgb;\r\n\r\n#ifdef DIFFUSE\r\n	baseColor = texture2D(diffuseSampler, vDiffuseUV);\r\n\r\n#ifdef ALPHATEST\r\n	if (baseColor.a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n	baseColor.rgb *= vDiffuseInfos.y;\r\n#endif\r\n\r\n#ifdef VERTEXCOLOR\r\n	baseColor.rgb *= vColor.rgb;\r\n#endif\r\n\r\n	// Bump\r\n	vec3 normalW = normalize(vNormalW);\r\n\r\n	// Ambient color\r\n	vec3 baseAmbientColor = vec3(1., 1., 1.);\r\n\r\n#ifdef AMBIENT\r\n	baseAmbientColor = texture2D(ambientSampler, vAmbientUV).rgb * vAmbientInfos.y;\r\n#endif\r\n\r\n	// Lighting\r\n	vec3 diffuseBase = vec3(0., 0., 0.);\r\n#ifdef SPECULARTERM\r\n	vec3 specularBase = vec3(0., 0., 0.);\r\n#endif\r\n	float shadow = 1.;\r\n\r\n#ifdef LIGHT0\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular0 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT0\r\n	mat3 info = computeSpotLighting(viewDirectionW, normalW, vLightData0, vLightDirection0, vLightDiffuse0, vLightSpecular0);\r\n#endif\r\n#ifdef HEMILIGHT0\r\n	mat3 info = computeHemisphericLighting(viewDirectionW, normalW, vLightData0, vLightDiffuse0, vLightSpecular0, vLightGround0);\r\n#endif\r\n#if defined(POINTLIGHT0) || defined(DIRLIGHT0)\r\n	mat3 info = computeLighting(viewDirectionW, normalW, vLightData0, vLightDiffuse0, vLightSpecular0);\r\n#endif\r\n#ifdef SHADOW0\r\n#ifdef SHADOWVSM0\r\n	shadow = computeShadowWithVSM(vPositionFromLight0, shadowSampler0, shadowsInfo0.z, shadowsInfo0.x);\r\n#else\r\n#if defined(POINTLIGHT0)\r\n	shadow = computeShadowCube(vLightData0.xyz, shadowSampler0, shadowsInfo0.x, shadowsInfo0.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight0, shadowSampler0, shadowsInfo0.x, shadowsInfo0.z);\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info[0] * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info[1] * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT1\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular1 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT1\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData1, vLightDirection1, vLightDiffuse1, vLightSpecular1);\r\n#endif\r\n#ifdef HEMILIGHT1\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData1, vLightDiffuse1, vLightSpecular1, vLightGround1);\r\n#endif\r\n#if defined(POINTLIGHT1) || defined(DIRLIGHT1)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData1, vLightDiffuse1, vLightSpecular1);\r\n#endif\r\n#ifdef SHADOW1\r\n#ifdef SHADOWVSM1\r\n	shadow = computeShadowWithVSM(vPositionFromLight1, shadowSampler1, shadowsInfo1.z, shadowsInfo1.x);\r\n#else\r\n#if defined(POINTLIGHT1)\r\n	shadow = computeShadowCube(vLightData1.xyz, shadowSampler1, shadowsInfo1.x, shadowsInfo1.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight1, shadowSampler1, shadowsInfo1.x, shadowsInfo1.z);\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info[0] * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info[1] * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT2\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular2 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT2\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData2, vLightDirection2, vLightDiffuse2, vLightSpecular2);\r\n#endif\r\n#ifdef HEMILIGHT2\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData2, vLightDiffuse2, vLightSpecular2, vLightGround2);\r\n#endif\r\n#if defined(POINTLIGHT2) || defined(DIRLIGHT2)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData2, vLightDiffuse2, vLightSpecular2);\r\n#endif\r\n#ifdef SHADOW2\r\n#ifdef SHADOWVSM2\r\n	shadow = computeShadowWithVSM(vPositionFromLight2, shadowSampler2, shadowsInfo2.z, shadowsInfo2.x);\r\n#else\r\n#if defined(POINTLIGHT2)\r\n	shadow = computeShadowCube(vLightData2.xyz, shadowSampler2, shadowsInfo2.x, shadowsInfo2.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight2, shadowSampler2, shadowsInfo2.x, shadowsInfo2.z);\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info[0] * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info[1] * shadow;\r\n#endif\r\n#endif\r\n\r\n#ifdef LIGHT3\r\n#ifndef SPECULARTERM\r\n	vec3 vLightSpecular3 = vec3(0.0);\r\n#endif\r\n#ifdef SPOTLIGHT3\r\n	info = computeSpotLighting(viewDirectionW, normalW, vLightData3, vLightDirection3, vLightDiffuse3, vLightSpecular3);\r\n#endif\r\n#ifdef HEMILIGHT3\r\n	info = computeHemisphericLighting(viewDirectionW, normalW, vLightData3, vLightDiffuse3, vLightSpecular3, vLightGround3);\r\n#endif\r\n#if defined(POINTLIGHT3) || defined(DIRLIGHT3)\r\n	info = computeLighting(viewDirectionW, normalW, vLightData3, vLightDiffuse3, vLightSpecular3);\r\n#endif\r\n#ifdef SHADOW3\r\n#ifdef SHADOWVSM3\r\n	shadow = computeShadowWithVSM(vPositionFromLight3, shadowSampler3, shadowsInfo3.z, shadowsInfo3.x);\r\n#else\r\n#if defined(POINTLIGHT3)\r\n	shadow = computeShadowCube(vLightData3.xyz, shadowSampler3, shadowsInfo3.x, shadowsInfo3.z);\r\n#else\r\n	shadow = computeShadow(vPositionFromLight3, shadowSampler3, shadowsInfo3.x, shadowsInfo3.z);\r\n#endif\r\n#endif\r\n#else\r\n	shadow = 1.;\r\n#endif\r\n	diffuseBase += info[0] * shadow;\r\n#ifdef SPECULARTERM\r\n	specularBase += info[1] * shadow;\r\n#endif\r\n#endif\r\n\r\n	// Reflection\r\n	vec3 reflectionColor = vec3(0., 0., 0.);\r\n\r\n#ifdef REFLECTION\r\n#ifdef REFLECTIONMAP_3D\r\n		reflectionColor = textureCube(reflectionCubeSampler, vReflectionUVW).rgb * vReflectionInfos.x;\r\n#else\r\n		vec2 coords = vReflectionUVW.xy;\r\n\r\n#ifdef REFLECTIONMAP_PROJECTION\r\n		coords /= vReflectionUVW.z;\r\n#endif\r\n\r\n		coords.y = 1.0 - coords.y;\r\n\r\n		reflectionColor = texture2D(reflection2DSampler, coords).rgb * vReflectionInfos.x;\r\n#endif\r\n\r\n#ifdef REFLECTIONFRESNEL\r\n	float reflectionFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, reflectionRightColor.a, reflectionLeftColor.a);\r\n\r\n	reflectionColor *= reflectionLeftColor.rgb * (1.0 - reflectionFresnelTerm) + reflectionFresnelTerm * reflectionRightColor.rgb;\r\n#endif\r\n#endif\r\n\r\n	// Alpha\r\n	float alpha = vDiffuseColor.a;\r\n\r\n#ifdef OPACITY\r\n	vec4 opacityMap = texture2D(opacitySampler, vOpacityUV);\r\n#ifdef OPACITYRGB\r\n	opacityMap.rgb = opacityMap.rgb * vec3(0.3, 0.59, 0.11);\r\n	alpha *= (opacityMap.x + opacityMap.y + opacityMap.z)* vOpacityInfos.y;\r\n#else\r\n	alpha *= opacityMap.a * vOpacityInfos.y;\r\n#endif\r\n#endif\r\n\r\n#ifdef VERTEXALPHA\r\n	alpha *= vColor.a;\r\n#endif\r\n\r\n#ifdef OPACITYFRESNEL\r\n	float opacityFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, opacityParts.z, opacityParts.w);\r\n\r\n	alpha += opacityParts.x * (1.0 - opacityFresnelTerm) + opacityFresnelTerm * opacityParts.y;\r\n#endif\r\n\r\n	// Emissive\r\n	vec3 emissiveColor = vEmissiveColor;\r\n#ifdef EMISSIVE\r\n	emissiveColor += texture2D(emissiveSampler, vEmissiveUV).rgb * vEmissiveInfos.y;\r\n#endif\r\n\r\n#ifdef EMISSIVEFRESNEL\r\n	float emissiveFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, emissiveRightColor.a, emissiveLeftColor.a);\r\n\r\n	emissiveColor *= emissiveLeftColor.rgb * (1.0 - emissiveFresnelTerm) + emissiveFresnelTerm * emissiveRightColor.rgb;\r\n#endif\r\n\r\n	// Specular map\r\n#ifdef SPECULARTERM\r\n	vec3 specularColor = vSpecularColor.rgb;\r\n#ifdef SPECULAR\r\n	specularColor = texture2D(specularSampler, vSpecularUV).rgb * vSpecularInfos.y;\r\n#endif\r\n#endif\r\n\r\n	// Fresnel\r\n#ifdef DIFFUSEFRESNEL\r\n	float diffuseFresnelTerm = computeFresnelTerm(viewDirectionW, normalW, diffuseRightColor.a, diffuseLeftColor.a);\r\n\r\n	diffuseBase *= diffuseLeftColor.rgb * (1.0 - diffuseFresnelTerm) + diffuseFresnelTerm * diffuseRightColor.rgb;\r\n#endif\r\n\r\n	// Composition\r\n	vec3 finalDiffuse = clamp(diffuseBase * diffuseColor + emissiveColor + vAmbientColor, 0.0, 1.0) * baseColor.rgb;\r\n#ifdef SPECULARTERM\r\n	vec3 finalSpecular = specularBase * specularColor;\r\n#else\r\n	vec3 finalSpecular = vec3(0.0);\r\n#endif\r\n\r\n	vec4 color = vec4(finalDiffuse * baseAmbientColor + finalSpecular + reflectionColor, alpha);\r\n\r\n#ifdef FOG\r\n	float fog = CalcFogFactor();\r\n	color.rgb = fog * color.rgb + (1.0 - fog) * vFogColor;\r\n#endif\r\n\r\n	gl_FragColor = color;\r\n}",
legacydefaultVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec3 position;\r\nattribute vec3 normal;\r\n#ifdef UV1\r\nattribute vec2 uv;\r\n#endif\r\n#ifdef UV2\r\nattribute vec2 uv2;\r\n#endif\r\n#ifdef VERTEXCOLOR\r\nattribute vec4 color;\r\n#endif\r\n#if NUM_BONE_INFLUENCERS > 0\r\n\r\n	// having bone influencers implies you have bones\r\n	uniform mat4 mBones[BonesPerMesh];\r\n\r\n	attribute vec4 matricesIndices;\r\n	attribute vec4 matricesWeights;\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		attribute vec4 matricesIndicesExtra;\r\n		attribute vec4 matricesWeightsExtra;\r\n	#endif\r\n#endif\r\n\r\n// Uniforms\r\nuniform mat4 world;\r\nuniform mat4 view;\r\nuniform mat4 viewProjection;\r\n\r\n#ifdef DIFFUSE\r\nvarying vec2 vDiffuseUV;\r\nuniform mat4 diffuseMatrix;\r\nuniform vec2 vDiffuseInfos;\r\n#endif\r\n\r\n#ifdef AMBIENT\r\nvarying vec2 vAmbientUV;\r\nuniform mat4 ambientMatrix;\r\nuniform vec2 vAmbientInfos;\r\n#endif\r\n\r\n#ifdef OPACITY\r\nvarying vec2 vOpacityUV;\r\nuniform mat4 opacityMatrix;\r\nuniform vec2 vOpacityInfos;\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\nvarying vec2 vEmissiveUV;\r\nuniform vec2 vEmissiveInfos;\r\nuniform mat4 emissiveMatrix;\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\nvarying vec2 vSpecularUV;\r\nuniform vec2 vSpecularInfos;\r\nuniform mat4 specularMatrix;\r\n#endif\r\n\r\n#ifdef BUMP\r\nvarying vec2 vBumpUV;\r\nuniform vec2 vBumpInfos;\r\nuniform mat4 bumpMatrix;\r\n#endif\r\n\r\n// Output\r\nvarying vec3 vPositionW;\r\nvarying vec3 vNormalW;\r\n\r\n#ifdef VERTEXCOLOR\r\nvarying vec4 vColor;\r\n#endif\r\n\r\n#ifdef CLIPPLANE\r\nuniform vec4 vClipPlane;\r\nvarying float fClipDistance;\r\n#endif\r\n\r\n#ifdef FOG\r\nvarying float fFogDistance;\r\n#endif\r\n\r\n#ifdef SHADOWS\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\nuniform mat4 lightMatrix0;\r\nvarying vec4 vPositionFromLight0;\r\n#endif\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\nuniform mat4 lightMatrix1;\r\nvarying vec4 vPositionFromLight1;\r\n#endif\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\nuniform mat4 lightMatrix2;\r\nvarying vec4 vPositionFromLight2;\r\n#endif\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\nuniform mat4 lightMatrix3;\r\nvarying vec4 vPositionFromLight3;\r\n#endif\r\n#endif\r\n\r\n#ifdef REFLECTION\r\nuniform vec3 vEyePosition;\r\nvarying vec3 vReflectionUVW;\r\nuniform mat4 reflectionMatrix;\r\n\r\nvec3 computeReflectionCoords(vec4 worldPos, vec3 worldNormal)\r\n{\r\n#ifdef REFLECTIONMAP_SPHERICAL\r\n	vec3 coords = vec3(view * vec4(worldNormal, 0.0));\r\n\r\n	return vec3(reflectionMatrix * vec4(coords, 1.0));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_PLANAR\r\n	vec3 viewDir = worldPos.xyz - vEyePosition;\r\n	vec3 coords = normalize(reflect(viewDir, worldNormal));\r\n\r\n	return vec3(reflectionMatrix * vec4(coords, 1));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_CUBIC\r\n	vec3 viewDir = worldPos.xyz - vEyePosition;\r\n	vec3 coords = reflect(viewDir, worldNormal);\r\n#ifdef INVERTCUBICMAP\r\n	coords.y = 1.0 - coords.y;\r\n#endif\r\n	return vec3(reflectionMatrix * vec4(coords, 0));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_PROJECTION\r\n	return vec3(reflectionMatrix * (view * worldPos));\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_SKYBOX\r\n	return position;\r\n#endif\r\n\r\n#ifdef REFLECTIONMAP_EXPLICIT\r\n	return vec3(0, 0, 0);\r\n#endif\r\n}\r\n#endif\r\n\r\nvoid main(void) {\r\n	mat4 finalWorld = world;\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	mat4 influence;\r\n	influence = mBones[int(matricesIndices[0])] * matricesWeights[0];\r\n\r\n	#if NUM_BONE_INFLUENCERS > 1\r\n		influence += mBones[int(matricesIndices[1])] * matricesWeights[1];\r\n	#endif \r\n	#if NUM_BONE_INFLUENCERS > 2\r\n		influence += mBones[int(matricesIndices[2])] * matricesWeights[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 3\r\n		influence += mBones[int(matricesIndices[3])] * matricesWeights[3];\r\n	#endif	\r\n\r\n	#if NUM_BONE_INFLUENCERS > 4\r\n		influence += mBones[int(matricesIndicesExtra[0])] * matricesWeightsExtra[0];\r\n	#endif\r\n	#if NUM_BONE_INFLUENCERS > 5\r\n		influence += mBones[int(matricesIndicesExtra[1])] * matricesWeightsExtra[1];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 6\r\n		influence += mBones[int(matricesIndicesExtra[2])] * matricesWeightsExtra[2];\r\n	#endif	\r\n	#if NUM_BONE_INFLUENCERS > 7\r\n		influence += mBones[int(matricesIndicesExtra[3])] * matricesWeightsExtra[3];\r\n	#endif	\r\n\r\n	finalWorld = finalWorld * influence;\r\n#endif\r\n	gl_Position = viewProjection * finalWorld * vec4(position, 1.0);\r\n\r\n	vec4 worldPos = finalWorld * vec4(position, 1.0);\r\n	vPositionW = vec3(worldPos);\r\n	vNormalW = normalize(vec3(finalWorld * vec4(normal, 0.0)));\r\n\r\n	// Texture coordinates\r\n#ifndef UV1\r\n	vec2 uv = vec2(0., 0.);\r\n#endif\r\n#ifndef UV2\r\n	vec2 uv2 = vec2(0., 0.);\r\n#endif\r\n\r\n#ifdef DIFFUSE\r\n	if (vDiffuseInfos.x == 0.)\r\n	{\r\n		vDiffuseUV = vec2(diffuseMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vDiffuseUV = vec2(diffuseMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef AMBIENT\r\n	if (vAmbientInfos.x == 0.)\r\n	{\r\n		vAmbientUV = vec2(ambientMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vAmbientUV = vec2(ambientMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef OPACITY\r\n	if (vOpacityInfos.x == 0.)\r\n	{\r\n		vOpacityUV = vec2(opacityMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vOpacityUV = vec2(opacityMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n	\r\n#ifdef REFLECTION\r\n	vReflectionUVW = computeReflectionCoords(vec4(vPositionW, 1.0), vNormalW);\r\n#endif\r\n\r\n#ifdef EMISSIVE\r\n	if (vEmissiveInfos.x == 0.)\r\n	{\r\n		vEmissiveUV = vec2(emissiveMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vEmissiveUV = vec2(emissiveMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#if defined(SPECULAR) && defined(SPECULARTERM)\r\n	if (vSpecularInfos.x == 0.)\r\n	{\r\n		vSpecularUV = vec2(specularMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vSpecularUV = vec2(specularMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n#ifdef BUMP\r\n	if (vBumpInfos.x == 0.)\r\n	{\r\n		vBumpUV = vec2(bumpMatrix * vec4(uv, 1.0, 0.0));\r\n	}\r\n	else\r\n	{\r\n		vBumpUV = vec2(bumpMatrix * vec4(uv2, 1.0, 0.0));\r\n	}\r\n#endif\r\n\r\n	// Clip plane\r\n#ifdef CLIPPLANE\r\n	fClipDistance = dot(worldPos, vClipPlane);\r\n#endif\r\n\r\n	// Fog\r\n#ifdef FOG\r\n	fFogDistance = (view * worldPos).z;\r\n#endif\r\n\r\n	// Shadows\r\n#ifdef SHADOWS\r\n#if defined(SPOTLIGHT0) || defined(DIRLIGHT0)\r\n	vPositionFromLight0 = lightMatrix0 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT1) || defined(DIRLIGHT1)\r\n	vPositionFromLight1 = lightMatrix1 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT2) || defined(DIRLIGHT2)\r\n	vPositionFromLight2 = lightMatrix2 * worldPos;\r\n#endif\r\n#if defined(SPOTLIGHT3) || defined(DIRLIGHT3)\r\n	vPositionFromLight3 = lightMatrix3 * worldPos;\r\n#endif\r\n#endif\r\n\r\n	// Vertex color\r\n#ifdef VERTEXCOLOR\r\n	vColor = color;\r\n#endif\r\n}",lensFlarePixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\n// Color\r\nuniform vec4 color;\r\n\r\nvoid main(void) {\r\n	vec4 baseColor = texture2D(textureSampler, vUV);\r\n\r\n	gl_FragColor = baseColor * color;\r\n}",lensFlareVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec2 position;\r\n\r\n// Uniforms\r\nuniform mat4 viewportMatrix;\r\n\r\n// Output\r\nvarying vec2 vUV;\r\n\r\nconst vec2 madd = vec2(0.5, 0.5);\r\n\r\nvoid main(void) {	\r\n\r\n	vUV = position * madd + madd;\r\n	gl_Position = viewportMatrix * vec4(position, 0.0, 1.0);\r\n}",lensHighlightsPixelShader:"precision highp float;\r\n\r\n// samplers\r\nuniform sampler2D textureSampler;	// original color\r\n\r\n// uniforms\r\nuniform float gain;\r\nuniform float threshold;\r\nuniform float screen_width;\r\nuniform float screen_height;\r\n\r\n// varyings\r\nvarying vec2 vUV;\r\n\r\n// apply luminance filter\r\nvec4 highlightColor(vec4 color) {\r\n	vec4 highlight = color;\r\n	float luminance = dot(highlight.rgb, vec3(0.2125, 0.7154, 0.0721));\r\n	float lum_threshold;\r\n	if (threshold > 1.0) { lum_threshold = 0.94 + 0.01 * threshold; }\r\n	else { lum_threshold = 0.5 + 0.44 * threshold; }\r\n\r\n	luminance = clamp((luminance - lum_threshold) * (1.0 / (1.0 - lum_threshold)), 0.0, 1.0);\r\n\r\n	highlight *= luminance * gain;\r\n	highlight.a = 1.0;\r\n\r\n	return highlight;\r\n}\r\n\r\nvoid main(void)\r\n{\r\n	vec4 original = texture2D(textureSampler, vUV);\r\n\r\n	// quick exit if no highlight computing\r\n	if (gain == -1.0) {\r\n		gl_FragColor = vec4(0.0, 0.0, 0.0, 1.0);\r\n		return;\r\n	}\r\n\r\n	float w = 2.0 / screen_width;\r\n	float h = 2.0 / screen_height;\r\n\r\n	float weight = 1.0;\r\n\r\n	// compute blurred color\r\n	vec4 blurred = vec4(0.0, 0.0, 0.0, 0.0);\r\n\r\n#ifdef PENTAGON\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.84*w, 0.43*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.48*w, -1.29*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.61*w, 1.51*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.55*w, -0.74*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.71*w, -0.52*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.94*w, 1.59*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.40*w, -1.87*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.62*w, 1.16*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.09*w, 0.25*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.46*w, -1.71*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.08*w, 2.42*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.85*w, -1.89*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.89*w, 0.16*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.29*w, 1.88*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.40*w, -2.81*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.54*w, 2.26*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.60*w, -0.61*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.31*w, -1.30*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.83*w, 2.53*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.12*w, -2.48*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.60*w, 1.11*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.82*w, 0.99*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.50*w, -2.81*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.85*w, 3.33*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.94*w, -1.92*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(3.27*w, -0.53*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.95*w, 2.48*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.23*w, -3.04*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.17*w, 2.05*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.97*w, -0.04*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.25*w, -2.00*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.31*w, 3.08*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.94*w, -2.59*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(3.37*w, 0.64*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-3.13*w, 1.93*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.03*w, -3.65*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.60*w, 3.17*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-3.14*w, -1.19*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(3.00*w, -1.19*h)));\r\n#else\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.85*w, 0.36*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.52*w, -1.14*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.46*w, 1.42*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.46*w, -0.83*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.79*w, -0.42*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.11*w, 1.62*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.29*w, -2.07*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.69*w, 1.39*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.28*w, 0.12*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.65*w, -1.69*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.08*w, 2.44*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.63*w, -1.90*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.55*w, 0.31*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.13*w, 1.52*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.56*w, -2.61*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.38*w, 2.34*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.64*w, -0.81*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.53*w, -1.21*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.06*w, 2.63*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.00*w, -2.69*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.59*w, 1.32*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.82*w, 0.78*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.57*w, -2.50*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(0.54*w, 2.93*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.39*w, -1.81*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(3.01*w, -0.28*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.04*w, 2.25*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.02*w, -3.05*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.09*w, 2.25*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-3.07*w, -0.25*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.44*w, -1.90*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-0.52*w, 3.05*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-1.68*w, -2.61*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(3.01*w, 0.79*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.76*w, 1.46*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.05*w, -2.94*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(1.21*w, 2.88*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(-2.84*w, -1.30*h)));\r\n		blurred += highlightColor(texture2D(textureSampler, vUV + vec2(2.98*w, -0.96*h)));\r\n#endif\r\n\r\n	blurred /= 39.0;\r\n\r\n	gl_FragColor = blurred;\r\n\r\n	//if(vUV.x > 0.5) { gl_FragColor.rgb *= 0.0; }\r\n}",linePixelShader:"precision highp float;\r\n\r\nuniform vec4 color;\r\n\r\nvoid main(void) {\r\n	gl_FragColor = color;\r\n}",lineVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec3 position;\r\nattribute vec4 normal;\r\n\r\n// Uniforms\r\nuniform mat4 worldViewProjection;\r\n\r\nuniform float width;\r\nuniform float aspectRatio;\r\n\r\nvoid main(void) {\r\n	vec4 viewPosition = worldViewProjection * vec4(position, 1.0);\r\n	vec4 viewPositionNext = worldViewProjection * vec4(normal.xyz, 1.0);\r\n\r\n	vec2 currentScreen = viewPosition.xy / viewPosition.w;\r\n	vec2 nextScreen = viewPositionNext.xy / viewPositionNext.w;\r\n\r\n	currentScreen.x *= aspectRatio;\r\n	nextScreen.x *= aspectRatio;\r\n\r\n	vec2 dir = normalize(nextScreen - currentScreen);\r\n	vec2 normalDir = vec2(-dir.y, dir.x);\r\n\r\n	normalDir *= width / 2.0;\r\n	normalDir.x /= aspectRatio;\r\n\r\n	vec4 offset = vec4(normalDir * normal.w, 0.0, 0.0);\r\n	gl_Position = viewPosition + offset;\r\n}",outlinePixelShader:"precision highp float;\r\n\r\nuniform vec4 color;\r\n\r\n#ifdef ALPHATEST\r\nvarying vec2 vUV;\r\nuniform sampler2D diffuseSampler;\r\n#endif\r\n\r\nvoid main(void) {\r\n#ifdef ALPHATEST\r\n	if (texture2D(diffuseSampler, vUV).a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n	gl_FragColor = color;\r\n}",outlineVertexShader:"precision highp float;\r\n\r\n// Attribute\r\nattribute vec3 position;\r\nattribute vec3 normal;\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\nuniform mat4 mBones[BonesPerMesh];\r\n\r\nattribute vec4 matricesIndices;\r\nattribute vec4 matricesWeights;\r\n#if NUM_BONE_INFLUENCERS > 4\r\nattribute vec4 matricesIndicesExtra;\r\nattribute vec4 matricesWeightsExtra;\r\n#endif\r\n#endif\r\n\r\n// Uniform\r\nuniform float offset;\r\n\r\n#ifdef INSTANCES\r\nattribute vec4 world0;\r\nattribute vec4 world1;\r\nattribute vec4 world2;\r\nattribute vec4 world3;\r\n#else\r\nuniform mat4 world;\r\n#endif\r\n\r\nuniform mat4 viewProjection;\r\n\r\n#ifdef ALPHATEST\r\nvarying vec2 vUV;\r\nuniform mat4 diffuseMatrix;\r\n#ifdef UV1\r\nattribute vec2 uv;\r\n#endif\r\n#ifdef UV2\r\nattribute vec2 uv2;\r\n#endif\r\n#endif\r\n\r\nvoid main(void)\r\n{\r\n	vec3 offsetPosition = position + normal * offset;\r\n\r\n#ifdef INSTANCES\r\n	mat4 finalWorld = mat4(world0, world1, world2, world3);\r\n#else\r\n	mat4 finalWorld = world;\r\n#endif\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	mat4 influence;\r\n	influence = mBones[int(matricesIndices[0])] * matricesWeights[0];\r\n\r\n#if NUM_BONE_INFLUENCERS > 1\r\n	influence += mBones[int(matricesIndices[1])] * matricesWeights[1];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 2\r\n	influence += mBones[int(matricesIndices[2])] * matricesWeights[2];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 3\r\n	influence += mBones[int(matricesIndices[3])] * matricesWeights[3];\r\n#endif	\r\n\r\n#if NUM_BONE_INFLUENCERS > 4\r\n	influence += mBones[int(matricesIndicesExtra[0])] * matricesWeightsExtra[0];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 5\r\n	influence += mBones[int(matricesIndicesExtra[1])] * matricesWeightsExtra[1];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 6\r\n	influence += mBones[int(matricesIndicesExtra[2])] * matricesWeightsExtra[2];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 7\r\n	influence += mBones[int(matricesIndicesExtra[3])] * matricesWeightsExtra[3];\r\n#endif	\r\n\r\n	finalWorld = finalWorld * influence;\r\n#endif\r\n	gl_Position = viewProjection * finalWorld * vec4(offsetPosition, 1.0);\r\n\r\n#ifdef ALPHATEST\r\n#ifdef UV1\r\n	vUV = vec2(diffuseMatrix * vec4(uv, 1.0, 0.0));\r\n#endif\r\n#ifdef UV2\r\n	vUV = vec2(diffuseMatrix * vec4(uv2, 1.0, 0.0));\r\n#endif\r\n#endif\r\n}\r\n",particlesPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nvarying vec4 vColor;\r\nuniform vec4 textureMask;\r\nuniform sampler2D diffuseSampler;\r\n\r\n#ifdef CLIPPLANE\r\nvarying float fClipDistance;\r\n#endif\r\n\r\nvoid main(void) {\r\n#ifdef CLIPPLANE\r\n	if (fClipDistance > 0.0)\r\n		discard;\r\n#endif\r\n	vec4 baseColor = texture2D(diffuseSampler, vUV);\r\n\r\n	gl_FragColor = (baseColor * textureMask + (vec4(1., 1., 1., 1.) - textureMask)) * vColor;\r\n}",particlesVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec3 position;\r\nattribute vec4 color;\r\nattribute vec4 options;\r\n\r\n// Uniforms\r\nuniform mat4 view;\r\nuniform mat4 projection;\r\n\r\n// Output\r\nvarying vec2 vUV;\r\nvarying vec4 vColor;\r\n\r\n#ifdef CLIPPLANE\r\nuniform vec4 vClipPlane;\r\nuniform mat4 invView;\r\nvarying float fClipDistance;\r\n#endif\r\n\r\nvoid main(void) {	\r\n	vec3 viewPos = (view * vec4(position, 1.0)).xyz; \r\n	vec3 cornerPos;\r\n	float size = options.y;\r\n	float angle = options.x;\r\n	vec2 offset = options.zw;\r\n\r\n	cornerPos = vec3(offset.x - 0.5, offset.y  - 0.5, 0.) * size;\r\n\r\n	// Rotate\r\n	vec3 rotatedCorner;\r\n	rotatedCorner.x = cornerPos.x * cos(angle) - cornerPos.y * sin(angle);\r\n	rotatedCorner.y = cornerPos.x * sin(angle) + cornerPos.y * cos(angle);\r\n	rotatedCorner.z = 0.;\r\n\r\n	// Position\r\n	viewPos += rotatedCorner;\r\n	gl_Position = projection * vec4(viewPos, 1.0);   \r\n	\r\n	vColor = color;\r\n	vUV = offset;\r\n\r\n	// Clip plane\r\n#ifdef CLIPPLANE\r\n	vec4 worldPos = invView * vec4(viewPos, 1.0);\r\n	fClipDistance = dot(worldPos, vClipPlane);\r\n#endif\r\n}",passPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\nvoid main(void) \r\n{\r\n	gl_FragColor = texture2D(textureSampler, vUV);\r\n}",postprocessVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec2 position;\r\n\r\n// Output\r\nvarying vec2 vUV;\r\n\r\nconst vec2 madd = vec2(0.5, 0.5);\r\n\r\nvoid main(void) {	\r\n\r\n	vUV = position * madd + madd;\r\n	gl_Position = vec4(position, 0.0, 1.0);\r\n}",proceduralVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec2 position;\r\n\r\n// Output\r\nvarying vec2 vPosition;\r\nvarying vec2 vUV;\r\n\r\nconst vec2 madd = vec2(0.5, 0.5);\r\n\r\nvoid main(void) {	\r\n	vPosition = position;\r\n	vUV = position * madd + madd;\r\n	gl_Position = vec4(position, 0.0, 1.0);\r\n}",refractionPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D refractionSampler;\r\n\r\n// Parameters\r\nuniform vec3 baseColor;\r\nuniform float depth;\r\nuniform float colorLevel;\r\n\r\nvoid main() {\r\n	float ref = 1.0 - texture2D(refractionSampler, vUV).r;\r\n\r\n	vec2 uv = vUV - vec2(0.5);\r\n	vec2 offset = uv * depth * ref;\r\n	vec3 sourceColor = texture2D(textureSampler, vUV - offset).rgb;\r\n\r\n	gl_FragColor = vec4(sourceColor + sourceColor * ref * colorLevel, 1.0);\r\n}",shadowMapPixelShader:"precision highp float;\r\n\r\nvec4 pack(float depth)\r\n{\r\n	const vec4 bit_shift = vec4(255.0 * 255.0 * 255.0, 255.0 * 255.0, 255.0, 1.0);\r\n	const vec4 bit_mask = vec4(0.0, 1.0 / 255.0, 1.0 / 255.0, 1.0 / 255.0);\r\n\r\n	vec4 res = fract(depth * bit_shift);\r\n	res -= res.xxyz * bit_mask;\r\n\r\n	return res;\r\n}\r\n\r\n// Thanks to http://devmaster.net/\r\nvec2 packHalf(float depth) \r\n{ \r\n	const vec2 bitOffset = vec2(1.0 / 255., 0.);\r\n	vec2 color = vec2(depth, fract(depth * 255.));\r\n\r\n	return color - (color.yy * bitOffset);\r\n}\r\n\r\nvarying vec4 vPosition;\r\n\r\n#ifdef ALPHATEST\r\nvarying vec2 vUV;\r\nuniform sampler2D diffuseSampler;\r\n#endif\r\n\r\n#ifdef CUBEMAP\r\nuniform vec3 lightPosition;\r\nuniform vec2 depthValues;\r\n#endif\r\n\r\nvoid main(void)\r\n{\r\n#ifdef ALPHATEST\r\n	if (texture2D(diffuseSampler, vUV).a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n#ifdef CUBEMAP\r\n	vec3 directionToLight = vPosition.xyz - lightPosition;\r\n	\r\n	float depth = length(directionToLight);\r\n	depth = (depth - depthValues.x) / (depthValues.y - depthValues.x);\r\n	depth = clamp(depth, 0., 1.0);\r\n#else\r\n	float depth = vPosition.z / vPosition.w;\r\n	depth = depth * 0.5 + 0.5;\r\n#endif\r\n\r\n#ifdef VSM\r\n	float moment1 = depth;\r\n	float moment2 = moment1 * moment1;\r\n\r\n	gl_FragColor = vec4(packHalf(moment1), packHalf(moment2));\r\n#else\r\n	gl_FragColor = pack(depth);\r\n#endif\r\n}",shadowMapVertexShader:"precision highp float;\r\n\r\n// Attribute\r\nattribute vec3 position;\r\n#if NUM_BONE_INFLUENCERS > 0\r\n\r\n// having bone influencers implies you have bones\r\nuniform mat4 mBones[BonesPerMesh];\r\n\r\nattribute vec4 matricesIndices;\r\nattribute vec4 matricesWeights;\r\n#if NUM_BONE_INFLUENCERS > 4\r\nattribute vec4 matricesIndicesExtra;\r\nattribute vec4 matricesWeightsExtra;\r\n#endif\r\n#endif\r\n\r\n// Uniform\r\n#ifdef INSTANCES\r\nattribute vec4 world0;\r\nattribute vec4 world1;\r\nattribute vec4 world2;\r\nattribute vec4 world3;\r\n#else\r\nuniform mat4 world;\r\n#endif\r\n\r\nuniform mat4 viewProjection;\r\n\r\nvarying vec4 vPosition;\r\n\r\n#ifdef ALPHATEST\r\nvarying vec2 vUV;\r\nuniform mat4 diffuseMatrix;\r\n#ifdef UV1\r\nattribute vec2 uv;\r\n#endif\r\n#ifdef UV2\r\nattribute vec2 uv2;\r\n#endif\r\n#endif\r\n\r\nvoid main(void)\r\n{\r\n#ifdef INSTANCES\r\n	mat4 finalWorld = mat4(world0, world1, world2, world3);\r\n#else\r\n	mat4 finalWorld = world;\r\n#endif\r\n\r\n#if NUM_BONE_INFLUENCERS > 0\r\n	mat4 influence;\r\n	influence = mBones[int(matricesIndices[0])] * matricesWeights[0];\r\n\r\n#if NUM_BONE_INFLUENCERS > 1\r\n	influence += mBones[int(matricesIndices[1])] * matricesWeights[1];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 2\r\n	influence += mBones[int(matricesIndices[2])] * matricesWeights[2];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 3\r\n	influence += mBones[int(matricesIndices[3])] * matricesWeights[3];\r\n#endif	\r\n\r\n#if NUM_BONE_INFLUENCERS > 4\r\n	influence += mBones[int(matricesIndicesExtra[0])] * matricesWeightsExtra[0];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 5\r\n	influence += mBones[int(matricesIndicesExtra[1])] * matricesWeightsExtra[1];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 6\r\n	influence += mBones[int(matricesIndicesExtra[2])] * matricesWeightsExtra[2];\r\n#endif	\r\n#if NUM_BONE_INFLUENCERS > 7\r\n	influence += mBones[int(matricesIndicesExtra[3])] * matricesWeightsExtra[3];\r\n#endif	\r\n\r\n	finalWorld = finalWorld * influence;\r\n#endif\r\n\r\n#ifdef CUBEMAP\r\n	vPosition = finalWorld * vec4(position, 1.0);\r\n	gl_Position = viewProjection * finalWorld * vec4(position, 1.0);\r\n#else\r\n	vPosition = viewProjection * finalWorld * vec4(position, 1.0);\r\n	gl_Position = vPosition;\r\n#endif\r\n\r\n#ifdef ALPHATEST\r\n#ifdef UV1\r\n	vUV = vec2(diffuseMatrix * vec4(uv, 1.0, 0.0));\r\n#endif\r\n#ifdef UV2\r\n	vUV = vec2(diffuseMatrix * vec4(uv2, 1.0, 0.0));\r\n#endif\r\n#endif\r\n}",spritesPixelShader:"precision highp float;\r\n\r\nuniform bool alphaTest;\r\n\r\nvarying vec4 vColor;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D diffuseSampler;\r\n\r\n// Fog\r\n#ifdef FOG\r\n\r\n#define FOGMODE_NONE    0.\r\n#define FOGMODE_EXP     1.\r\n#define FOGMODE_EXP2    2.\r\n#define FOGMODE_LINEAR  3.\r\n#define E 2.71828\r\n\r\nuniform vec4 vFogInfos;\r\nuniform vec3 vFogColor;\r\nvarying float fFogDistance;\r\n\r\nfloat CalcFogFactor()\r\n{\r\n	float fogCoeff = 1.0;\r\n	float fogStart = vFogInfos.y;\r\n	float fogEnd = vFogInfos.z;\r\n	float fogDensity = vFogInfos.w;\r\n\r\n	if (FOGMODE_LINEAR == vFogInfos.x)\r\n	{\r\n		fogCoeff = (fogEnd - fFogDistance) / (fogEnd - fogStart);\r\n	}\r\n	else if (FOGMODE_EXP == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fogDensity);\r\n	}\r\n	else if (FOGMODE_EXP2 == vFogInfos.x)\r\n	{\r\n		fogCoeff = 1.0 / pow(E, fFogDistance * fFogDistance * fogDensity * fogDensity);\r\n	}\r\n\r\n	return min(1., max(0., fogCoeff));\r\n}\r\n#endif\r\n\r\n\r\nvoid main(void) {\r\n	vec4 baseColor = texture2D(diffuseSampler, vUV);\r\n\r\n	if (alphaTest) \r\n	{\r\n		if (baseColor.a < 0.95)\r\n			discard;\r\n	}\r\n\r\n	baseColor *= vColor;\r\n\r\n#ifdef FOG\r\n	float fog = CalcFogFactor();\r\n	baseColor.rgb = fog * baseColor.rgb + (1.0 - fog) * vFogColor;\r\n#endif\r\n\r\n	gl_FragColor = baseColor;\r\n}",spritesVertexShader:"precision highp float;\r\n\r\n// Attributes\r\nattribute vec4 position;\r\nattribute vec4 options;\r\nattribute vec4 cellInfo;\r\nattribute vec4 color;\r\n\r\n// Uniforms\r\nuniform vec2 textureInfos;\r\nuniform mat4 view;\r\nuniform mat4 projection;\r\n\r\n// Output\r\nvarying vec2 vUV;\r\nvarying vec4 vColor;\r\n\r\n#ifdef FOG\r\nvarying float fFogDistance;\r\n#endif\r\n\r\nvoid main(void) {	\r\n	vec3 viewPos = (view * vec4(position.xyz, 1.0)).xyz; \r\n	vec2 cornerPos;\r\n	\r\n	float angle = position.w;\r\n	vec2 size = vec2(options.x, options.y);\r\n	vec2 offset = options.zw;\r\n	vec2 uvScale = textureInfos.xy;\r\n\r\n	cornerPos = vec2(offset.x - 0.5, offset.y  - 0.5) * size;\r\n\r\n	// Rotate\r\n	vec3 rotatedCorner;\r\n	rotatedCorner.x = cornerPos.x * cos(angle) - cornerPos.y * sin(angle);\r\n	rotatedCorner.y = cornerPos.x * sin(angle) + cornerPos.y * cos(angle);\r\n	rotatedCorner.z = 0.;\r\n\r\n	// Position\r\n	viewPos += rotatedCorner;\r\n	gl_Position = projection * vec4(viewPos, 1.0);   \r\n\r\n	// Color\r\n	vColor = color;\r\n	\r\n	// Texture\r\n	vec2 uvOffset = vec2(abs(offset.x - cellInfo.x), 1.0 - abs(offset.y - cellInfo.y));\r\n\r\n	vUV = (uvOffset + cellInfo.zw) * uvScale;\r\n\r\n	// Fog\r\n#ifdef FOG\r\n	fFogDistance = viewPos.z;\r\n#endif\r\n}",ssaoPixelShader:"precision highp float;\r\n\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D randomSampler;\r\n\r\nuniform float randTextureTiles;\r\nuniform float samplesFactor;\r\nuniform vec3 sampleSphere[SAMPLES];\r\n\r\nuniform float totalStrength;\r\nuniform float radius;\r\nuniform float area;\r\nuniform float fallOff;\r\nuniform float base;\r\n\r\nvarying vec2 vUV;\r\n\r\nvec3 normalFromDepth(float depth, vec2 coords) {\r\n	vec2 offset1 = vec2(0.0, radius);\r\n	vec2 offset2 = vec2(radius, 0.0);\r\n\r\n	float depth1 = texture2D(textureSampler, coords + offset1).r;\r\n	float depth2 = texture2D(textureSampler, coords + offset2).r;\r\n\r\n    vec3 p1 = vec3(offset1, depth1 - depth);\r\n    vec3 p2 = vec3(offset2, depth2 - depth);\r\n\r\n    vec3 normal = cross(p1, p2);\r\n	normal.z = -normal.z;\r\n\r\n    return normalize(normal);\r\n}\r\n\r\nvoid main()\r\n{\r\n	vec3 random = normalize(texture2D(randomSampler, vUV * randTextureTiles).rgb);\r\n	float depth = texture2D(textureSampler, vUV).r;\r\n	vec3 position = vec3(vUV, depth);\r\n	vec3 normal = normalFromDepth(depth, vUV);\r\n	float radiusDepth = radius / depth;\r\n	float occlusion = 0.0;\r\n\r\n	vec3 ray;\r\n	vec3 hemiRay;\r\n	float occlusionDepth;\r\n	float difference;\r\n\r\n	for (int i = 0; i < SAMPLES; i++)\r\n	{\r\n		ray = radiusDepth * reflect(sampleSphere[i], random);\r\n		hemiRay = position + sign(dot(ray, normal)) * ray;\r\n\r\n		occlusionDepth = texture2D(textureSampler, clamp(hemiRay.xy, vec2(0.001, 0.001), vec2(0.999, 0.999))).r;\r\n		difference = depth - occlusionDepth;\r\n\r\n		occlusion += step(fallOff, difference) * (1.0 - smoothstep(fallOff, area, difference));\r\n	}\r\n\r\n	float ao = 1.0 - totalStrength * occlusion * samplesFactor;\r\n\r\n	float result = clamp(ao + base, 0.0, 1.0);\r\n	gl_FragColor.r = result;\r\n	gl_FragColor.g = result;\r\n	gl_FragColor.b = result;\r\n	gl_FragColor.a = 1.0;\r\n}\r\n",ssaoCombinePixelShader:"precision highp float;\r\n\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D originalColor;\r\n\r\nvarying vec2 vUV;\r\n\r\nvoid main(void) {\r\n	vec4 ssaoColor = texture2D(textureSampler, vUV);\r\n	vec4 sceneColor = texture2D(originalColor, vUV);\r\n\r\n	gl_FragColor = sceneColor * ssaoColor;\r\n}\r\n",stereoscopicInterlacePixelShader:"precision highp float;\r\n\r\nconst vec3 TWO = vec3(2.0, 2.0, 2.0);\r\n\r\nvarying vec2 vUV;\r\nuniform sampler2D camASampler;\r\nuniform sampler2D textureSampler;\r\nuniform vec2 stepSize;\r\n\r\nvoid main(void)\r\n{\r\n    bool useCamB;\r\n    vec2 texCoord1;\r\n    vec2 texCoord2;\r\n    \r\n    vec3 frag1;\r\n    vec3 frag2;\r\n    \r\n#ifdef IS_STEREOSCOPIC_HORIZ\r\n	    useCamB = vUV.x > 0.5;\r\n	    texCoord1 = vec2(useCamB ? (vUV.x - 0.5) * 2.0 : vUV.x * 2.0, vUV.y);\r\n	    texCoord2 = vec2(texCoord1.x + stepSize.x, vUV.y);\r\n#else\r\n	    useCamB = vUV.y > 0.5;\r\n	    texCoord1 = vec2(vUV.x, useCamB ? (vUV.y - 0.5) * 2.0 : vUV.y * 2.0);\r\n	    texCoord2 = vec2(vUV.x, texCoord1.y + stepSize.y);\r\n#endif\r\n    \r\n    // cannot assign a sampler to a variable, so must duplicate texture accesses\r\n    if (useCamB){\r\n        frag1 = texture2D(textureSampler, texCoord1).rgb;\r\n        frag2 = texture2D(textureSampler, texCoord2).rgb;\r\n    }else{\r\n        frag1 = texture2D(camASampler   , texCoord1).rgb;\r\n        frag2 = texture2D(camASampler   , texCoord2).rgb;\r\n    }\r\n    \r\n    gl_FragColor = vec4((frag1 + frag2) / TWO, 1.0);\r\n}",
tonemapPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\n\r\n// Constants\r\nuniform float _ExposureAdjustment;\r\n\r\n#if defined(HABLE_TONEMAPPING)\r\n    const float A = 0.15;\r\n    const float B = 0.50;\r\n    const float C = 0.10;\r\n    const float D = 0.20;\r\n    const float E = 0.02;\r\n    const float F = 0.30;\r\n    const float W = 11.2;\r\n#endif\r\n\r\nfloat Luminance(vec3 c)\r\n{\r\n    return dot(c, vec3(0.22, 0.707, 0.071));\r\n}\r\n\r\nvoid main(void) \r\n{\r\n    vec3 colour = texture2D(textureSampler, vUV).rgb;\r\n\r\n#if defined(REINHARD_TONEMAPPING)\r\n\r\n    float lum = Luminance(colour.rgb); \r\n    float lumTm = lum * _ExposureAdjustment;\r\n    float scale = lumTm / (1.0 + lumTm);  \r\n\r\n    colour *= scale / lum;\r\n\r\n#elif defined(HABLE_TONEMAPPING)\r\n\r\n    colour *= _ExposureAdjustment;\r\n\r\n    const float ExposureBias = 2.0;\r\n    vec3 x = ExposureBias * colour;\r\n\r\n    vec3 curr = ((x * (A * x + C * B) + D * E) / (x * (A * x + B) + D * F)) - E / F;\r\n    \r\n    x = vec3(W, W, W);\r\n    vec3 whiteScale = 1.0 / (((x * (A * x + C * B) + D * E) / (x * (A * x + B) + D * F)) - E / F);\r\n    colour = curr * whiteScale;\r\n\r\n#elif defined(OPTIMIZED_HEJIDAWSON_TONEMAPPING)\r\n\r\n    colour *= _ExposureAdjustment;\r\n    \r\n    vec3 X = max(vec3(0.0, 0.0, 0.0), colour - 0.004);\r\n    vec3 retColor = (X * (6.2 * X + 0.5)) / (X * (6.2 * X + 1.7) + 0.06);\r\n\r\n    colour = retColor * retColor;\r\n\r\n#elif defined(PHOTOGRAPHIC_TONEMAPPING)\r\n\r\n    colour =  vec3(1.0, 1.0, 1.0) - exp2(-_ExposureAdjustment * colour);\r\n\r\n#endif\r\n\r\n	gl_FragColor = vec4(colour.rgb, 1.0);\r\n}",volumetricLightScatteringPixelShader:"precision highp float;\r\n\r\nuniform sampler2D textureSampler;\r\nuniform sampler2D lightScatteringSampler;\r\n\r\nuniform float decay;\r\nuniform float exposure;\r\nuniform float weight;\r\nuniform float density;\r\nuniform vec2 meshPositionOnScreen;\r\n\r\nvarying vec2 vUV;\r\n\r\nvoid main(void) {\r\n    vec2 tc = vUV;\r\n	vec2 deltaTexCoord = (tc - meshPositionOnScreen.xy);\r\n    deltaTexCoord *= 1.0 / float(NUM_SAMPLES) * density;\r\n\r\n    float illuminationDecay = 1.0;\r\n\r\n	vec4 color = texture2D(lightScatteringSampler, tc) * 0.4;\r\n\r\n    for(int i=0; i < NUM_SAMPLES; i++) {\r\n        tc -= deltaTexCoord;\r\n		vec4 sample = texture2D(lightScatteringSampler, tc) * 0.4;\r\n        sample *= illuminationDecay * weight;\r\n        color += sample;\r\n        illuminationDecay *= decay;\r\n    }\r\n\r\n    vec4 realColor = texture2D(textureSampler, vUV);\r\n    gl_FragColor = ((vec4((vec3(color.r, color.g, color.b) * exposure), 1)) + (realColor * (1.5 - 0.4)));\r\n}\r\n",volumetricLightScatteringPassPixelShader:"precision highp float;\r\n\r\n#if defined(ALPHATEST) || defined(NEED_UV)\r\nvarying vec2 vUV;\r\n#endif\r\n\r\n#if defined(ALPHATEST) || defined(BASIC_RENDER)\r\nuniform sampler2D diffuseSampler;\r\n#endif\r\n\r\n#if defined(DIFFUSE_COLOR_RENDER)\r\nuniform vec3 color;\r\n#endif\r\n\r\n#if defined(OPACITY)\r\nuniform sampler2D opacitySampler;\r\nuniform float opacityLevel;\r\n#endif\r\n\r\nvoid main(void)\r\n{\r\n#if defined(ALPHATEST) || defined(BASIC_RENDER)\r\n	vec4 diffuseColor = texture2D(diffuseSampler, vUV);\r\n#endif\r\n\r\n#ifdef ALPHATEST\r\n	if (diffuseColor.a < 0.4)\r\n		discard;\r\n#endif\r\n\r\n#ifdef OPACITY\r\n	vec4 opacityColor = texture2D(opacitySampler, vUV);\r\n	float alpha = 1.0;\r\n\r\n	#ifdef OPACITYRGB\r\n	opacityColor.rgb = opacityColor.rgb * vec3(0.3, 0.59, 0.11);\r\n	alpha *= (opacityColor.x + opacityColor.y + opacityColor.z) * opacityLevel;\r\n	#else\r\n	alpha *= opacityColor.a * opacityLevel;\r\n	#endif\r\n\r\n	#if defined(BASIC_RENDER)\r\n	gl_FragColor = vec4(diffuseColor.rgb, alpha);\r\n	#elif defined(DIFFUSE_COLOR_RENDER)\r\n	gl_FragColor = vec4(color.rgb, alpha);\r\n	#else\r\n	gl_FragColor = vec4(0.0, 0.0, 0.0, alpha);\r\n	#endif\r\n\r\n	gl_FragColor.a = alpha;\r\n#else\r\n\r\n	#if defined(BASIC_RENDER)\r\n	gl_FragColor = diffuseColor;\r\n	#elif defined(DIFFUSE_COLOR_RENDER)\r\n	gl_FragColor = vec4(color.rgb, 1.0);\r\n	#else\r\n	gl_FragColor = vec4(0.0, 0.0, 0.0, 1.0);\r\n	#endif\r\n#endif\r\n\r\n}\r\n",vrDistortionCorrectionPixelShader:"precision highp float;\r\n\r\n// Samplers\r\nvarying vec2 vUV;\r\nuniform sampler2D textureSampler;\r\nuniform vec2 LensCenter;\r\nuniform vec2 Scale;\r\nuniform vec2 ScaleIn;\r\nuniform vec4 HmdWarpParam;\r\n\r\nvec2 HmdWarp(vec2 in01) {\r\n\r\n	vec2 theta = (in01 - LensCenter) * ScaleIn; // Scales to [-1, 1]\r\n	float rSq = theta.x * theta.x + theta.y * theta.y;\r\n	vec2 rvector = theta * (HmdWarpParam.x + HmdWarpParam.y * rSq + HmdWarpParam.z * rSq * rSq + HmdWarpParam.w * rSq * rSq * rSq);\r\n	return LensCenter + Scale * rvector;\r\n}\r\n\r\nvoid main(void)\r\n{\r\n	vec2 tc = HmdWarp(vUV);\r\n	if (tc.x <0.0 || tc.x>1.0 || tc.y<0.0 || tc.y>1.0)\r\n		gl_FragColor = vec4(0.0, 0.0, 0.0, 1.0);\r\n	else{\r\n		gl_FragColor = vec4(texture2D(textureSampler, tc).rgb, 1.0);\r\n	}\r\n}"},BABYLON.CollisionWorker='var BABYLON;!function(t){var e=function(t,e,o,i){return t.x>o.x+i?!1:o.x-i>e.x?!1:t.y>o.y+i?!1:o.y-i>e.y?!1:t.z>o.z+i?!1:o.z-i>e.z?!1:!0},o=function(t,e,o,i){var s=e*e-4*t*o,r={root:0,found:!1};if(0>s)return r;var n=Math.sqrt(s),c=(-e-n)/(2*t),h=(-e+n)/(2*t);if(c>h){var a=h;h=c,c=a}return c>0&&i>c?(r.root=c,r.found=!0,r):h>0&&i>h?(r.root=h,r.found=!0,r):r},i=function(){function i(){this.radius=new t.Vector3(1,1,1),this.retry=0,this.basePointWorld=t.Vector3.Zero(),this.velocityWorld=t.Vector3.Zero(),this.normalizedVelocity=t.Vector3.Zero(),this._collisionPoint=t.Vector3.Zero(),this._planeIntersectionPoint=t.Vector3.Zero(),this._tempVector=t.Vector3.Zero(),this._tempVector2=t.Vector3.Zero(),this._tempVector3=t.Vector3.Zero(),this._tempVector4=t.Vector3.Zero(),this._edge=t.Vector3.Zero(),this._baseToVertex=t.Vector3.Zero(),this._destinationPoint=t.Vector3.Zero(),this._slidePlaneNormal=t.Vector3.Zero(),this._displacementVector=t.Vector3.Zero()}return i.prototype._initialize=function(e,o,i){this.velocity=o,t.Vector3.NormalizeToRef(o,this.normalizedVelocity),this.basePoint=e,e.multiplyToRef(this.radius,this.basePointWorld),o.multiplyToRef(this.radius,this.velocityWorld),this.velocityWorldLength=this.velocityWorld.length(),this.epsilon=i,this.collisionFound=!1},i.prototype._checkPointInTriangle=function(e,o,i,s,r){o.subtractToRef(e,this._tempVector),i.subtractToRef(e,this._tempVector2),t.Vector3.CrossToRef(this._tempVector,this._tempVector2,this._tempVector4);var n=t.Vector3.Dot(this._tempVector4,r);return 0>n?!1:(s.subtractToRef(e,this._tempVector3),t.Vector3.CrossToRef(this._tempVector2,this._tempVector3,this._tempVector4),n=t.Vector3.Dot(this._tempVector4,r),0>n?!1:(t.Vector3.CrossToRef(this._tempVector3,this._tempVector,this._tempVector4),n=t.Vector3.Dot(this._tempVector4,r),n>=0))},i.prototype._canDoCollision=function(o,i,s,r){var n=t.Vector3.Distance(this.basePointWorld,o),c=Math.max(this.radius.x,this.radius.y,this.radius.z);return n>this.velocityWorldLength+c+i?!1:e(s,r,this.basePointWorld,this.velocityWorldLength+c)?!0:!1},i.prototype._testTriangle=function(e,i,s,r,n,c){var h,a=!1;i||(i=[]),i[e]||(i[e]=new t.Plane(0,0,0,0),i[e].copyFromPoints(s,r,n));var l=i[e];if(c||l.isFrontFacingTo(this.normalizedVelocity,0)){var _=l.signedDistanceTo(this.basePoint),d=t.Vector3.Dot(l.normal,this.velocity);if(0==d){if(Math.abs(_)>=1)return;a=!0,h=0}else{h=(-1-_)/d;var V=(1-_)/d;if(h>V){var u=V;V=h,h=u}if(h>1||0>V)return;0>h&&(h=0),h>1&&(h=1)}this._collisionPoint.copyFromFloats(0,0,0);var P=!1,p=1;if(a||(this.basePoint.subtractToRef(l.normal,this._planeIntersectionPoint),this.velocity.scaleToRef(h,this._tempVector),this._planeIntersectionPoint.addInPlace(this._tempVector),this._checkPointInTriangle(this._planeIntersectionPoint,s,r,n,l.normal)&&(P=!0,p=h,this._collisionPoint.copyFrom(this._planeIntersectionPoint))),!P){var m=this.velocity.lengthSquared(),f=m;this.basePoint.subtractToRef(s,this._tempVector);var T=2*t.Vector3.Dot(this.velocity,this._tempVector),b=this._tempVector.lengthSquared()-1,y=o(f,T,b,p);y.found&&(p=y.root,P=!0,this._collisionPoint.copyFrom(s)),this.basePoint.subtractToRef(r,this._tempVector),T=2*t.Vector3.Dot(this.velocity,this._tempVector),b=this._tempVector.lengthSquared()-1,y=o(f,T,b,p),y.found&&(p=y.root,P=!0,this._collisionPoint.copyFrom(r)),this.basePoint.subtractToRef(n,this._tempVector),T=2*t.Vector3.Dot(this.velocity,this._tempVector),b=this._tempVector.lengthSquared()-1,y=o(f,T,b,p),y.found&&(p=y.root,P=!0,this._collisionPoint.copyFrom(n)),r.subtractToRef(s,this._edge),s.subtractToRef(this.basePoint,this._baseToVertex);var g=this._edge.lengthSquared(),v=t.Vector3.Dot(this._edge,this.velocity),R=t.Vector3.Dot(this._edge,this._baseToVertex);if(f=g*-m+v*v,T=g*(2*t.Vector3.Dot(this.velocity,this._baseToVertex))-2*v*R,b=g*(1-this._baseToVertex.lengthSquared())+R*R,y=o(f,T,b,p),y.found){var D=(v*y.root-R)/g;D>=0&&1>=D&&(p=y.root,P=!0,this._edge.scaleInPlace(D),s.addToRef(this._edge,this._collisionPoint))}n.subtractToRef(r,this._edge),r.subtractToRef(this.basePoint,this._baseToVertex),g=this._edge.lengthSquared(),v=t.Vector3.Dot(this._edge,this.velocity),R=t.Vector3.Dot(this._edge,this._baseToVertex),f=g*-m+v*v,T=g*(2*t.Vector3.Dot(this.velocity,this._baseToVertex))-2*v*R,b=g*(1-this._baseToVertex.lengthSquared())+R*R,y=o(f,T,b,p),y.found&&(D=(v*y.root-R)/g,D>=0&&1>=D&&(p=y.root,P=!0,this._edge.scaleInPlace(D),r.addToRef(this._edge,this._collisionPoint))),s.subtractToRef(n,this._edge),n.subtractToRef(this.basePoint,this._baseToVertex),g=this._edge.lengthSquared(),v=t.Vector3.Dot(this._edge,this.velocity),R=t.Vector3.Dot(this._edge,this._baseToVertex),f=g*-m+v*v,T=g*(2*t.Vector3.Dot(this.velocity,this._baseToVertex))-2*v*R,b=g*(1-this._baseToVertex.lengthSquared())+R*R,y=o(f,T,b,p),y.found&&(D=(v*y.root-R)/g,D>=0&&1>=D&&(p=y.root,P=!0,this._edge.scaleInPlace(D),n.addToRef(this._edge,this._collisionPoint)))}if(P){var x=p*this.velocity.length();(!this.collisionFound||x<this.nearestDistance)&&(this.intersectionPoint?this.intersectionPoint.copyFrom(this._collisionPoint):this.intersectionPoint=this._collisionPoint.clone(),this.nearestDistance=x,this.collisionFound=!0)}}},i.prototype._collide=function(t,e,o,i,s,r,n){for(var c=i;s>c;c+=3){var h=e[o[c]-r],a=e[o[c+1]-r],l=e[o[c+2]-r];this._testTriangle(c,t,l,a,h,n)}},i.prototype._getResponse=function(e,o){e.addToRef(o,this._destinationPoint),o.scaleInPlace(this.nearestDistance/o.length()),this.basePoint.addToRef(o,e),e.subtractToRef(this.intersectionPoint,this._slidePlaneNormal),this._slidePlaneNormal.normalize(),this._slidePlaneNormal.scaleToRef(this.epsilon,this._displacementVector),e.addInPlace(this._displacementVector),this.intersectionPoint.addInPlace(this._displacementVector),this._slidePlaneNormal.scaleInPlace(t.Plane.SignedDistanceToPlaneFromPositionAndNormal(this.intersectionPoint,this._slidePlaneNormal,this._destinationPoint)),this._destinationPoint.subtractInPlace(this._slidePlaneNormal),this._destinationPoint.subtractToRef(this.intersectionPoint,o)},i}();t.Collider=i}(BABYLON||(BABYLON={}));var BABYLON;!function(o){o.WorkerIncluded=!0;var e=function(){function o(){this._meshes={},this._geometries={}}return o.prototype.getMeshes=function(){return this._meshes},o.prototype.getGeometries=function(){return this._geometries},o.prototype.getMesh=function(o){return this._meshes[o]},o.prototype.addMesh=function(o){this._meshes[o.uniqueId]=o},o.prototype.removeMesh=function(o){delete this._meshes[o]},o.prototype.getGeometry=function(o){return this._geometries[o]},o.prototype.addGeometry=function(o){this._geometries[o.id]=o},o.prototype.removeGeometry=function(o){delete this._geometries[o]},o}();o.CollisionCache=e;var i=function(){function e(e,i,r){this.collider=e,this._collisionCache=i,this.finalPosition=r,this.collisionsScalingMatrix=o.Matrix.Zero(),this.collisionTranformationMatrix=o.Matrix.Zero()}return e.prototype.collideWithWorld=function(o,e,i,r){var t=.01;if(this.collider.retry>=i)return void this.finalPosition.copyFrom(o);this.collider._initialize(o,e,t);for(var s,l=this._collisionCache.getMeshes(),n=Object.keys(l),a=n.length,c=0;a>c;++c)if(s=n[c],parseInt(s)!=r){var d=l[s];d.checkCollisions&&this.checkCollision(d)}return this.collider.collisionFound?((0!==e.x||0!==e.y||0!==e.z)&&this.collider._getResponse(o,e),e.length()<=t?void this.finalPosition.copyFrom(o):(this.collider.retry++,void this.collideWithWorld(o,e,i,r))):void o.addToRef(e,this.finalPosition)},e.prototype.checkCollision=function(e){if(this.collider._canDoCollision(o.Vector3.FromArray(e.sphereCenter),e.sphereRadius,o.Vector3.FromArray(e.boxMinimum),o.Vector3.FromArray(e.boxMaximum))){o.Matrix.ScalingToRef(1/this.collider.radius.x,1/this.collider.radius.y,1/this.collider.radius.z,this.collisionsScalingMatrix);var i=o.Matrix.FromArray(e.worldMatrixFromCache);i.multiplyToRef(this.collisionsScalingMatrix,this.collisionTranformationMatrix),this.processCollisionsForSubMeshes(this.collisionTranformationMatrix,e)}},e.prototype.processCollisionsForSubMeshes=function(o,e){var i=e.subMeshes,r=i.length;if(!e.geometryId)return void console.log("no mesh geometry id");var t=this._collisionCache.getGeometry(e.geometryId);if(!t)return void console.log("couldn\'t find geometry",e.geometryId);for(var s=0;r>s;s++){var l=i[s];r>1&&!this.checkSubmeshCollision(l)||(this.collideForSubMesh(l,o,t),this.collider.collisionFound&&(this.collider.collidedMesh=e.uniqueId))}},e.prototype.collideForSubMesh=function(e,i,r){if(!r.positionsArray){r.positionsArray=[];for(var t=0,s=r.positions.length;s>t;t+=3){var l=o.Vector3.FromArray([r.positions[t],r.positions[t+1],r.positions[t+2]]);r.positionsArray.push(l)}}if(!e._lastColliderWorldVertices||!e._lastColliderTransformMatrix.equals(i)){e._lastColliderTransformMatrix=i.clone(),e._lastColliderWorldVertices=[],e._trianglePlanes=[];for(var n=e.verticesStart,a=e.verticesStart+e.verticesCount,t=n;a>t;t++)e._lastColliderWorldVertices.push(o.Vector3.TransformCoordinates(r.positionsArray[t],i))}this.collider._collide(e._trianglePlanes,e._lastColliderWorldVertices,r.indices,e.indexStart,e.indexStart+e.indexCount,e.verticesStart,e.hasMaterial)},e.prototype.checkSubmeshCollision=function(e){return this.collider._canDoCollision(o.Vector3.FromArray(e.sphereCenter),e.sphereRadius,o.Vector3.FromArray(e.boxMinimum),o.Vector3.FromArray(e.boxMaximum))},e}();o.CollideWorker=i;var r=function(){function r(){}return r.prototype.onInit=function(i){this._collisionCache=new e;var r={error:o.WorkerReplyType.SUCCESS,taskType:o.WorkerTaskType.INIT};postMessage(r,void 0)},r.prototype.onUpdate=function(e){var i=this,r={error:o.WorkerReplyType.SUCCESS,taskType:o.WorkerTaskType.UPDATE};try{for(var t in e.updatedGeometries)e.updatedGeometries.hasOwnProperty(t)&&this._collisionCache.addGeometry(e.updatedGeometries[t]);for(var s in e.updatedMeshes)e.updatedMeshes.hasOwnProperty(s)&&this._collisionCache.addMesh(e.updatedMeshes[s]);e.removedGeometries.forEach(function(o){i._collisionCache.removeGeometry(o)}),e.removedMeshes.forEach(function(o){i._collisionCache.removeMesh(o)})}catch(l){r.error=o.WorkerReplyType.UNKNOWN_ERROR}postMessage(r,void 0)},r.prototype.onCollision=function(e){var r=o.Vector3.Zero(),t=new o.Collider;t.radius=o.Vector3.FromArray(e.collider.radius);var s=new i(t,this._collisionCache,r);s.collideWithWorld(o.Vector3.FromArray(e.collider.position),o.Vector3.FromArray(e.collider.velocity),e.maximumRetry,e.excludedMeshUniqueId);var l={collidedMeshUniqueId:t.collidedMesh,collisionId:e.collisionId,newPosition:r.asArray()},n={error:o.WorkerReplyType.SUCCESS,taskType:o.WorkerTaskType.COLLIDE,payload:l};postMessage(n,void 0)},r}();o.CollisionDetectorTransferable=r;try{if(self&&self instanceof WorkerGlobalScope){window={},o.Collider||(importScripts("./babylon.collisionCoordinator.js"),importScripts("./babylon.collider.js"),importScripts("../Math/babylon.math.js"));var t=new r,s=function(e){var i=e.data;switch(i.taskType){case o.WorkerTaskType.INIT:t.onInit(i.payload);break;case o.WorkerTaskType.COLLIDE:t.onCollision(i.payload);break;case o.WorkerTaskType.UPDATE:t.onUpdate(i.payload)}};self.onmessage=s}}catch(l){console.log("single worker init")}}(BABYLON||(BABYLON={}));var BABYLON;!function(e){e.CollisionWorker="",function(e){e[e.INIT=0]="INIT",e[e.UPDATE=1]="UPDATE",e[e.COLLIDE=2]="COLLIDE"}(e.WorkerTaskType||(e.WorkerTaskType={}));var o=e.WorkerTaskType;!function(e){e[e.SUCCESS=0]="SUCCESS",e[e.UNKNOWN_ERROR=1]="UNKNOWN_ERROR"}(e.WorkerReplyType||(e.WorkerReplyType={}));var i=e.WorkerReplyType,t=function(){function t(){var r=this;this._scaledPosition=e.Vector3.Zero(),this._scaledVelocity=e.Vector3.Zero(),this.onMeshUpdated=function(e){r._addUpdateMeshesList[e.uniqueId]=t.SerializeMesh(e)},this.onGeometryUpdated=function(e){r._addUpdateGeometriesList[e.id]=t.SerializeGeometry(e)},this._afterRender=function(){if(r._init&&!(0==r._toRemoveGeometryArray.length&&0==r._toRemoveMeshesArray.length&&0==Object.keys(r._addUpdateGeometriesList).length&&0==Object.keys(r._addUpdateMeshesList).length||r._runningUpdated>4)){++r._runningUpdated;var e={updatedMeshes:r._addUpdateMeshesList,updatedGeometries:r._addUpdateGeometriesList,removedGeometries:r._toRemoveGeometryArray,removedMeshes:r._toRemoveMeshesArray},i={payload:e,taskType:o.UPDATE},t=[];for(var s in e.updatedGeometries)e.updatedGeometries.hasOwnProperty(s)&&(t.push(i.payload.updatedGeometries[s].indices.buffer),t.push(i.payload.updatedGeometries[s].normals.buffer),t.push(i.payload.updatedGeometries[s].positions.buffer));r._worker.postMessage(i,t),r._addUpdateMeshesList={},r._addUpdateGeometriesList={},r._toRemoveGeometryArray=[],r._toRemoveMeshesArray=[]}},this._onMessageFromWorker=function(t){var s=t.data;if(s.error!=i.SUCCESS)return void e.Tools.Warn("error returned from worker!");switch(s.taskType){case o.INIT:r._init=!0,r._scene.meshes.forEach(function(e){r.onMeshAdded(e)}),r._scene.getGeometries().forEach(function(e){r.onGeometryAdded(e)});break;case o.UPDATE:r._runningUpdated--;break;case o.COLLIDE:r._runningCollisionTask=!1;var n=s.payload;if(!r._collisionsCallbackArray[n.collisionId])return;r._collisionsCallbackArray[n.collisionId](n.collisionId,e.Vector3.FromArray(n.newPosition),r._scene.getMeshByUniqueID(n.collidedMeshUniqueId)),r._collisionsCallbackArray[n.collisionId]=void 0}},this._collisionsCallbackArray=[],this._init=!1,this._runningUpdated=0,this._runningCollisionTask=!1,this._addUpdateMeshesList={},this._addUpdateGeometriesList={},this._toRemoveGeometryArray=[],this._toRemoveMeshesArray=[]}return t.prototype.getNewPosition=function(e,i,t,r,s,n,a){if(this._init&&!this._collisionsCallbackArray[a]&&!this._collisionsCallbackArray[a+1e5]){e.divideToRef(t.radius,this._scaledPosition),i.divideToRef(t.radius,this._scaledVelocity),this._collisionsCallbackArray[a]=n;var d={collider:{position:this._scaledPosition.asArray(),velocity:this._scaledVelocity.asArray(),radius:t.radius.asArray()},collisionId:a,excludedMeshUniqueId:s?s.uniqueId:null,maximumRetry:r},l={payload:d,taskType:o.COLLIDE};this._worker.postMessage(l)}},t.prototype.init=function(i){this._scene=i,this._scene.registerAfterRender(this._afterRender);var t=e.WorkerIncluded?e.Engine.CodeRepository+"Collisions/babylon.collisionWorker.js":URL.createObjectURL(new Blob([e.CollisionWorker],{type:"application/javascript"}));this._worker=new Worker(t),this._worker.onmessage=this._onMessageFromWorker;var r={payload:{},taskType:o.INIT};this._worker.postMessage(r)},t.prototype.destroy=function(){this._scene.unregisterAfterRender(this._afterRender),this._worker.terminate()},t.prototype.onMeshAdded=function(e){e.registerAfterWorldMatrixUpdate(this.onMeshUpdated),this.onMeshUpdated(e)},t.prototype.onMeshRemoved=function(e){this._toRemoveMeshesArray.push(e.uniqueId)},t.prototype.onGeometryAdded=function(e){e.onGeometryUpdated=this.onGeometryUpdated,this.onGeometryUpdated(e)},t.prototype.onGeometryDeleted=function(e){this._toRemoveGeometryArray.push(e.id)},t.SerializeMesh=function(o){var i=[];o.subMeshes&&(i=o.subMeshes.map(function(e,o){return{position:o,verticesStart:e.verticesStart,verticesCount:e.verticesCount,indexStart:e.indexStart,indexCount:e.indexCount,hasMaterial:!!e.getMaterial(),sphereCenter:e.getBoundingInfo().boundingSphere.centerWorld.asArray(),sphereRadius:e.getBoundingInfo().boundingSphere.radiusWorld,boxMinimum:e.getBoundingInfo().boundingBox.minimumWorld.asArray(),boxMaximum:e.getBoundingInfo().boundingBox.maximumWorld.asArray()}}));var t=null;return o instanceof e.Mesh?t=o.geometry?o.geometry.id:null:o instanceof e.InstancedMesh&&(t=o.sourceMesh&&o.sourceMesh.geometry?o.sourceMesh.geometry.id:null),{uniqueId:o.uniqueId,id:o.id,name:o.name,geometryId:t,sphereCenter:o.getBoundingInfo().boundingSphere.centerWorld.asArray(),sphereRadius:o.getBoundingInfo().boundingSphere.radiusWorld,boxMinimum:o.getBoundingInfo().boundingBox.minimumWorld.asArray(),boxMaximum:o.getBoundingInfo().boundingBox.maximumWorld.asArray(),worldMatrixFromCache:o.worldMatrixFromCache.asArray(),subMeshes:i,checkCollisions:o.checkCollisions}},t.SerializeGeometry=function(o){return{id:o.id,positions:new Float32Array(o.getVerticesData(e.VertexBuffer.PositionKind)||[]),normals:new Float32Array(o.getVerticesData(e.VertexBuffer.NormalKind)||[]),indices:new Int32Array(o.getIndices()||[])}},t}();e.CollisionCoordinatorWorker=t;var r=function(){function o(){this._scaledPosition=e.Vector3.Zero(),this._scaledVelocity=e.Vector3.Zero(),this._finalPosition=e.Vector3.Zero()}return o.prototype.getNewPosition=function(e,o,i,t,r,s,n){e.divideToRef(i.radius,this._scaledPosition),o.divideToRef(i.radius,this._scaledVelocity),i.collidedMesh=null,i.retry=0,i.initialVelocity=this._scaledVelocity,i.initialPosition=this._scaledPosition,this._collideWithWorld(this._scaledPosition,this._scaledVelocity,i,t,this._finalPosition,r),this._finalPosition.multiplyInPlace(i.radius),s(n,this._finalPosition,i.collidedMesh)},o.prototype.init=function(e){this._scene=e},o.prototype.destroy=function(){},o.prototype.onMeshAdded=function(e){},o.prototype.onMeshUpdated=function(e){},o.prototype.onMeshRemoved=function(e){},o.prototype.onGeometryAdded=function(e){},o.prototype.onGeometryUpdated=function(e){},o.prototype.onGeometryDeleted=function(e){},o.prototype._collideWithWorld=function(o,i,t,r,s,n){void 0===n&&(n=null);var a=10*e.Engine.CollisionsEpsilon;if(t.retry>=r)return void s.copyFrom(o);t._initialize(o,i,a);for(var d=0;d<this._scene.meshes.length;d++){var l=this._scene.meshes[d];l.isEnabled()&&l.checkCollisions&&l.subMeshes&&l!==n&&l._checkCollision(t)}return t.collisionFound?((0!==i.x||0!==i.y||0!==i.z)&&t._getResponse(o,i),i.length()<=a?void s.copyFrom(o):(t.retry++,void this._collideWithWorld(o,i,t,r,s,n))):void o.addToRef(i,s)},o}();e.CollisionCoordinatorLegacy=r}(BABYLON||(BABYLON={}));var BABYLON;!function(t){var i=1/2.2,n=2.2,r=function(){function r(t,i,n){void 0===t&&(t=0),void 0===i&&(i=0),void 0===n&&(n=0),this.r=t,this.g=i,this.b=n}return r.prototype.toString=function(){return"{R: "+this.r+" G:"+this.g+" B:"+this.b+"}"},r.prototype.toArray=function(t,i){return void 0===i&&(i=0),t[i]=this.r,t[i+1]=this.g,t[i+2]=this.b,this},r.prototype.toColor4=function(t){return void 0===t&&(t=1),new o(this.r,this.g,this.b,t)},r.prototype.asArray=function(){var t=[];return this.toArray(t,0),t},r.prototype.toLuminance=function(){return.3*this.r+.59*this.g+.11*this.b},r.prototype.multiply=function(t){return new r(this.r*t.r,this.g*t.g,this.b*t.b)},r.prototype.multiplyToRef=function(t,i){return i.r=this.r*t.r,i.g=this.g*t.g,i.b=this.b*t.b,this},r.prototype.equals=function(t){return t&&this.r===t.r&&this.g===t.g&&this.b===t.b},r.prototype.equalsFloats=function(t,i,n){return this.r===t&&this.g===i&&this.b===n},r.prototype.scale=function(t){return new r(this.r*t,this.g*t,this.b*t)},r.prototype.scaleToRef=function(t,i){return i.r=this.r*t,i.g=this.g*t,i.b=this.b*t,this},r.prototype.add=function(t){return new r(this.r+t.r,this.g+t.g,this.b+t.b)},r.prototype.addToRef=function(t,i){return i.r=this.r+t.r,i.g=this.g+t.g,i.b=this.b+t.b,this},r.prototype.subtract=function(t){return new r(this.r-t.r,this.g-t.g,this.b-t.b)},r.prototype.subtractToRef=function(t,i){return i.r=this.r-t.r,i.g=this.g-t.g,i.b=this.b-t.b,this},r.prototype.clone=function(){return new r(this.r,this.g,this.b)},r.prototype.copyFrom=function(t){return this.r=t.r,this.g=t.g,this.b=t.b,this},r.prototype.copyFromFloats=function(t,i,n){return this.r=t,this.g=i,this.b=n,this},r.prototype.toHexString=function(){var i=255*this.r|0,n=255*this.g|0,r=255*this.b|0;return"#"+t.Tools.ToHex(i)+t.Tools.ToHex(n)+t.Tools.ToHex(r)},r.prototype.toLinearSpace=function(){var t=new r;return this.toLinearSpaceToRef(t),t},r.prototype.toLinearSpaceToRef=function(t){return t.r=Math.pow(this.r,n),t.g=Math.pow(this.g,n),t.b=Math.pow(this.b,n),this},r.prototype.toGammaSpace=function(){var t=new r;return this.toGammaSpaceToRef(t),t},r.prototype.toGammaSpaceToRef=function(t){return t.r=Math.pow(this.r,i),t.g=Math.pow(this.g,i),t.b=Math.pow(this.b,i),this},r.FromHexString=function(i){if("#"!==i.substring(0,1)||7!==i.length)return t.Tools.Warn("Color3.FromHexString must be called with a string like #FFFFFF"),new r(0,0,0);var n=parseInt(i.substring(1,3),16),o=parseInt(i.substring(3,5),16),s=parseInt(i.substring(5,7),16);return r.FromInts(n,o,s)},r.FromArray=function(t,i){return void 0===i&&(i=0),new r(t[i],t[i+1],t[i+2])},r.FromInts=function(t,i,n){return new r(t/255,i/255,n/255)},r.Lerp=function(t,i,n){var o=t.r+(i.r-t.r)*n,s=t.g+(i.g-t.g)*n,e=t.b+(i.b-t.b)*n;return new r(o,s,e)},r.Red=function(){return new r(1,0,0)},r.Green=function(){return new r(0,1,0)},r.Blue=function(){return new r(0,0,1)},r.Black=function(){return new r(0,0,0)},r.White=function(){return new r(1,1,1)},r.Purple=function(){return new r(.5,0,.5)},r.Magenta=function(){return new r(1,0,1)},r.Yellow=function(){return new r(1,1,0)},r.Gray=function(){return new r(.5,.5,.5)},r}();t.Color3=r;var o=function(){function i(t,i,n,r){this.r=t,this.g=i,this.b=n,this.a=r}return i.prototype.addInPlace=function(t){return this.r+=t.r,this.g+=t.g,this.b+=t.b,this.a+=t.a,this},i.prototype.asArray=function(){var t=[];return this.toArray(t,0),t},i.prototype.toArray=function(t,i){return void 0===i&&(i=0),t[i]=this.r,t[i+1]=this.g,t[i+2]=this.b,t[i+3]=this.a,this},i.prototype.add=function(t){return new i(this.r+t.r,this.g+t.g,this.b+t.b,this.a+t.a)},i.prototype.subtract=function(t){return new i(this.r-t.r,this.g-t.g,this.b-t.b,this.a-t.a)},i.prototype.subtractToRef=function(t,i){return i.r=this.r-t.r,i.g=this.g-t.g,i.b=this.b-t.b,i.a=this.a-t.a,this},i.prototype.scale=function(t){return new i(this.r*t,this.g*t,this.b*t,this.a*t)},i.prototype.scaleToRef=function(t,i){return i.r=this.r*t,i.g=this.g*t,i.b=this.b*t,i.a=this.a*t,this},i.prototype.toString=function(){return"{R: "+this.r+" G:"+this.g+" B:"+this.b+" A:"+this.a+"}"},i.prototype.clone=function(){return new i(this.r,this.g,this.b,this.a)},i.prototype.copyFrom=function(t){return this.r=t.r,this.g=t.g,this.b=t.b,this.a=t.a,this},i.prototype.toHexString=function(){var i=255*this.r|0,n=255*this.g|0,r=255*this.b|0,o=255*this.a|0;return"#"+t.Tools.ToHex(i)+t.Tools.ToHex(n)+t.Tools.ToHex(r)+t.Tools.ToHex(o)},i.FromHexString=function(n){if("#"!==n.substring(0,1)||9!==n.length)return t.Tools.Warn("Color4.FromHexString must be called with a string like #FFFFFFFF"),new i(0,0,0,0);var r=parseInt(n.substring(1,3),16),o=parseInt(n.substring(3,5),16),s=parseInt(n.substring(5,7),16),e=parseInt(n.substring(7,9),16);return i.FromInts(r,o,s,e)},i.Lerp=function(t,n,r){var o=new i(0,0,0,0);return i.LerpToRef(t,n,r,o),o},i.LerpToRef=function(t,i,n,r){r.r=t.r+(i.r-t.r)*n,r.g=t.g+(i.g-t.g)*n,r.b=t.b+(i.b-t.b)*n,r.a=t.a+(i.a-t.a)*n},i.FromArray=function(t,n){return void 0===n&&(n=0),new i(t[n],t[n+1],t[n+2],t[n+3])},i.FromInts=function(t,n,r,o){return new i(t/255,n/255,r/255,o/255)},i.CheckColors4=function(t,i){if(t.length===3*i){for(var n=[],r=0;r<t.length;r+=3){var o=r/3*4;n[o]=t[r],n[o+1]=t[r+1],n[o+2]=t[r+2],n[o+3]=1}return n}return t},i}();t.Color4=o;var s=function(){function i(t,i){this.x=t,this.y=i}return i.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+"}"},i.prototype.toArray=function(t,i){return void 0===i&&(i=0),t[i]=this.x,t[i+1]=this.y,this},i.prototype.asArray=function(){var t=[];return this.toArray(t,0),t},i.prototype.copyFrom=function(t){return this.x=t.x,this.y=t.y,this},i.prototype.copyFromFloats=function(t,i){return this.x=t,this.y=i,this},i.prototype.add=function(t){return new i(this.x+t.x,this.y+t.y)},i.prototype.addVector3=function(t){return new i(this.x+t.x,this.y+t.y)},i.prototype.subtract=function(t){return new i(this.x-t.x,this.y-t.y)},i.prototype.subtractInPlace=function(t){return this.x-=t.x,this.y-=t.y,this},i.prototype.multiplyInPlace=function(t){return this.x*=t.x,this.y*=t.y,this},i.prototype.multiply=function(t){return new i(this.x*t.x,this.y*t.y)},i.prototype.multiplyToRef=function(t,i){return i.x=this.x*t.x,i.y=this.y*t.y,this},i.prototype.multiplyByFloats=function(t,n){return new i(this.x*t,this.y*n)},i.prototype.divide=function(t){return new i(this.x/t.x,this.y/t.y)},i.prototype.divideToRef=function(t,i){return i.x=this.x/t.x,i.y=this.y/t.y,this},i.prototype.negate=function(){return new i(-this.x,-this.y)},i.prototype.scaleInPlace=function(t){return this.x*=t,this.y*=t,this},i.prototype.scale=function(t){return new i(this.x*t,this.y*t)},i.prototype.equals=function(t){return t&&this.x===t.x&&this.y===t.y},i.prototype.equalsWithEpsilon=function(i,n){return void 0===n&&(n=t.Engine.Epsilon),i&&t.Tools.WithinEpsilon(this.x,i.x,n)&&t.Tools.WithinEpsilon(this.y,i.y,n)},i.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y)},i.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y},i.prototype.normalize=function(){var t=this.length();if(0===t)return this;var i=1/t;return this.x*=i,this.y*=i,this},i.prototype.clone=function(){return new i(this.x,this.y)},i.Zero=function(){return new i(0,0)},i.FromArray=function(t,n){return void 0===n&&(n=0),new i(t[n],t[n+1])},i.FromArrayToRef=function(t,i,n){n.x=t[i],n.y=t[i+1]},i.CatmullRom=function(t,n,r,o,s){var e=s*s,h=s*e,a=.5*(2*n.x+(-t.x+r.x)*s+(2*t.x-5*n.x+4*r.x-o.x)*e+(-t.x+3*n.x-3*r.x+o.x)*h),u=.5*(2*n.y+(-t.y+r.y)*s+(2*t.y-5*n.y+4*r.y-o.y)*e+(-t.y+3*n.y-3*r.y+o.y)*h);return new i(a,u)},i.Clamp=function(t,n,r){var o=t.x;o=o>r.x?r.x:o,o=o<n.x?n.x:o;var s=t.y;return s=s>r.y?r.y:s,s=s<n.y?n.y:s,new i(o,s)},i.Hermite=function(t,n,r,o,s){var e=s*s,h=s*e,a=2*h-3*e+1,u=-2*h+3*e,m=h-2*e+s,y=h-e,c=t.x*a+r.x*u+n.x*m+o.x*y,p=t.y*a+r.y*u+n.y*m+o.y*y;return new i(c,p)},i.Lerp=function(t,n,r){var o=t.x+(n.x-t.x)*r,s=t.y+(n.y-t.y)*r;return new i(o,s)},i.Dot=function(t,i){return t.x*i.x+t.y*i.y},i.Normalize=function(t){var i=t.clone();return i.normalize(),i},i.Minimize=function(t,n){var r=t.x<n.x?t.x:n.x,o=t.y<n.y?t.y:n.y;return new i(r,o)},i.Maximize=function(t,n){var r=t.x>n.x?t.x:n.x,o=t.y>n.y?t.y:n.y;return new i(r,o)},i.Transform=function(t,n){var r=t.x*n.m[0]+t.y*n.m[4],o=t.x*n.m[1]+t.y*n.m[5];return new i(r,o)},i.Distance=function(t,n){return Math.sqrt(i.DistanceSquared(t,n))},i.DistanceSquared=function(t,i){var n=t.x-i.x,r=t.y-i.y;return n*n+r*r},i}();t.Vector2=s;var e=function(){function i(t,i,n){this.x=t,this.y=i,this.z=n}return i.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+"}"},i.prototype.asArray=function(){var t=[];return this.toArray(t,0),t},i.prototype.toArray=function(t,i){return void 0===i&&(i=0),t[i]=this.x,t[i+1]=this.y,t[i+2]=this.z,this},i.prototype.toQuaternion=function(){var t=new a(0,0,0,1),i=Math.cos(.5*(this.x+this.z)),n=Math.sin(.5*(this.x+this.z)),r=Math.cos(.5*(this.z-this.x)),o=Math.sin(.5*(this.z-this.x)),s=Math.cos(.5*this.y),e=Math.sin(.5*this.y);return t.x=r*e,t.y=-o*e,t.z=n*s,t.w=i*s,t},i.prototype.addInPlace=function(t){return this.x+=t.x,this.y+=t.y,this.z+=t.z,this},i.prototype.add=function(t){return new i(this.x+t.x,this.y+t.y,this.z+t.z)},i.prototype.addToRef=function(t,i){return i.x=this.x+t.x,i.y=this.y+t.y,i.z=this.z+t.z,this},i.prototype.subtractInPlace=function(t){return this.x-=t.x,this.y-=t.y,this.z-=t.z,this},i.prototype.subtract=function(t){return new i(this.x-t.x,this.y-t.y,this.z-t.z)},i.prototype.subtractToRef=function(t,i){return i.x=this.x-t.x,i.y=this.y-t.y,i.z=this.z-t.z,this},i.prototype.subtractFromFloats=function(t,n,r){return new i(this.x-t,this.y-n,this.z-r)},i.prototype.subtractFromFloatsToRef=function(t,i,n,r){return r.x=this.x-t,r.y=this.y-i,r.z=this.z-n,this},i.prototype.negate=function(){return new i(-this.x,-this.y,-this.z)},i.prototype.scaleInPlace=function(t){return this.x*=t,this.y*=t,this.z*=t,this},i.prototype.scale=function(t){return new i(this.x*t,this.y*t,this.z*t)},i.prototype.scaleToRef=function(t,i){i.x=this.x*t,i.y=this.y*t,i.z=this.z*t},i.prototype.equals=function(t){return t&&this.x===t.x&&this.y===t.y&&this.z===t.z},i.prototype.equalsWithEpsilon=function(i,n){return void 0===n&&(n=t.Engine.Epsilon),i&&t.Tools.WithinEpsilon(this.x,i.x,n)&&t.Tools.WithinEpsilon(this.y,i.y,n)&&t.Tools.WithinEpsilon(this.z,i.z,n)},i.prototype.equalsToFloats=function(t,i,n){return this.x===t&&this.y===i&&this.z===n},i.prototype.multiplyInPlace=function(t){return this.x*=t.x,this.y*=t.y,this.z*=t.z,this},i.prototype.multiply=function(t){return new i(this.x*t.x,this.y*t.y,this.z*t.z)},i.prototype.multiplyToRef=function(t,i){return i.x=this.x*t.x,i.y=this.y*t.y,i.z=this.z*t.z,this},i.prototype.multiplyByFloats=function(t,n,r){return new i(this.x*t,this.y*n,this.z*r)},i.prototype.divide=function(t){return new i(this.x/t.x,this.y/t.y,this.z/t.z)},i.prototype.divideToRef=function(t,i){return i.x=this.x/t.x,i.y=this.y/t.y,i.z=this.z/t.z,this},i.prototype.MinimizeInPlace=function(t){return t.x<this.x&&(this.x=t.x),t.y<this.y&&(this.y=t.y),t.z<this.z&&(this.z=t.z),this},i.prototype.MaximizeInPlace=function(t){return t.x>this.x&&(this.x=t.x),t.y>this.y&&(this.y=t.y),t.z>this.z&&(this.z=t.z),this},i.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z)},i.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y+this.z*this.z},i.prototype.normalize=function(){var t=this.length();if(0===t||1===t)return this;var i=1/t;return this.x*=i,this.y*=i,this.z*=i,this},i.prototype.clone=function(){return new i(this.x,this.y,this.z)},i.prototype.copyFrom=function(t){return this.x=t.x,this.y=t.y,this.z=t.z,this},i.prototype.copyFromFloats=function(t,i,n){return this.x=t,this.y=i,this.z=n,this},i.GetClipFactor=function(t,n,r,o){var s=i.Dot(t,r)-o,e=i.Dot(n,r)-o,h=s/(s-e);return h},i.FromArray=function(t,n){return n||(n=0),new i(t[n],t[n+1],t[n+2])},i.FromFloatArray=function(t,n){return n||(n=0),new i(t[n],t[n+1],t[n+2])},i.FromArrayToRef=function(t,i,n){n.x=t[i],n.y=t[i+1],n.z=t[i+2]},i.FromFloatArrayToRef=function(t,i,n){n.x=t[i],n.y=t[i+1],n.z=t[i+2]},i.FromFloatsToRef=function(t,i,n,r){r.x=t,r.y=i,r.z=n},i.Zero=function(){return new i(0,0,0)},i.Up=function(){return new i(0,1,0)},i.TransformCoordinates=function(t,n){var r=i.Zero();return i.TransformCoordinatesToRef(t,n,r),r},i.TransformCoordinatesToRef=function(t,i,n){var r=t.x*i.m[0]+t.y*i.m[4]+t.z*i.m[8]+i.m[12],o=t.x*i.m[1]+t.y*i.m[5]+t.z*i.m[9]+i.m[13],s=t.x*i.m[2]+t.y*i.m[6]+t.z*i.m[10]+i.m[14],e=t.x*i.m[3]+t.y*i.m[7]+t.z*i.m[11]+i.m[15];n.x=r/e,n.y=o/e,n.z=s/e},i.TransformCoordinatesFromFloatsToRef=function(t,i,n,r,o){var s=t*r.m[0]+i*r.m[4]+n*r.m[8]+r.m[12],e=t*r.m[1]+i*r.m[5]+n*r.m[9]+r.m[13],h=t*r.m[2]+i*r.m[6]+n*r.m[10]+r.m[14],a=t*r.m[3]+i*r.m[7]+n*r.m[11]+r.m[15];o.x=s/a,o.y=e/a,o.z=h/a},i.TransformNormal=function(t,n){var r=i.Zero();return i.TransformNormalToRef(t,n,r),r},i.TransformNormalToRef=function(t,i,n){n.x=t.x*i.m[0]+t.y*i.m[4]+t.z*i.m[8],n.y=t.x*i.m[1]+t.y*i.m[5]+t.z*i.m[9],n.z=t.x*i.m[2]+t.y*i.m[6]+t.z*i.m[10]},i.TransformNormalFromFloatsToRef=function(t,i,n,r,o){o.x=t*r.m[0]+i*r.m[4]+n*r.m[8],o.y=t*r.m[1]+i*r.m[5]+n*r.m[9],o.z=t*r.m[2]+i*r.m[6]+n*r.m[10]},i.CatmullRom=function(t,n,r,o,s){var e=s*s,h=s*e,a=.5*(2*n.x+(-t.x+r.x)*s+(2*t.x-5*n.x+4*r.x-o.x)*e+(-t.x+3*n.x-3*r.x+o.x)*h),u=.5*(2*n.y+(-t.y+r.y)*s+(2*t.y-5*n.y+4*r.y-o.y)*e+(-t.y+3*n.y-3*r.y+o.y)*h),m=.5*(2*n.z+(-t.z+r.z)*s+(2*t.z-5*n.z+4*r.z-o.z)*e+(-t.z+3*n.z-3*r.z+o.z)*h);return new i(a,u,m)},i.Clamp=function(t,n,r){var o=t.x;o=o>r.x?r.x:o,o=o<n.x?n.x:o;var s=t.y;s=s>r.y?r.y:s,s=s<n.y?n.y:s;var e=t.z;return e=e>r.z?r.z:e,e=e<n.z?n.z:e,new i(o,s,e)},i.Hermite=function(t,n,r,o,s){var e=s*s,h=s*e,a=2*h-3*e+1,u=-2*h+3*e,m=h-2*e+s,y=h-e,c=t.x*a+r.x*u+n.x*m+o.x*y,p=t.y*a+r.y*u+n.y*m+o.y*y,f=t.z*a+r.z*u+n.z*m+o.z*y;return new i(c,p,f)},i.Lerp=function(t,n,r){var o=t.x+(n.x-t.x)*r,s=t.y+(n.y-t.y)*r,e=t.z+(n.z-t.z)*r;return new i(o,s,e)},i.Dot=function(t,i){return t.x*i.x+t.y*i.y+t.z*i.z},i.Cross=function(t,n){var r=i.Zero();return i.CrossToRef(t,n,r),r},i.CrossToRef=function(t,i,n){n.x=t.y*i.z-t.z*i.y,n.y=t.z*i.x-t.x*i.z,n.z=t.x*i.y-t.y*i.x},i.Normalize=function(t){var n=i.Zero();return i.NormalizeToRef(t,n),n},i.NormalizeToRef=function(t,i){i.copyFrom(t),i.normalize()},i.Project=function(t,n,r,o){var s=o.width,e=o.height,h=o.x,a=o.y,m=u.FromValues(s/2,0,0,0,0,-e/2,0,0,0,0,1,0,h+s/2,e/2+a,0,1),y=n.multiply(r).multiply(m);return i.TransformCoordinates(t,y)},i.UnprojectFromTransform=function(n,r,o,s,e){var h=s.multiply(e);h.invert(),n.x=n.x/r*2-1,n.y=-(n.y/o*2-1);var a=i.TransformCoordinates(n,h),u=n.x*h.m[3]+n.y*h.m[7]+n.z*h.m[11]+h.m[15];return t.Tools.WithinEpsilon(u,1)&&(a=a.scale(1/u)),a},i.Unproject=function(n,r,o,s,e,h){var a=s.multiply(e).multiply(h);a.invert();var u=new i(n.x/r*2-1,-(n.y/o*2-1),n.z),m=i.TransformCoordinates(u,a),y=u.x*a.m[3]+u.y*a.m[7]+u.z*a.m[11]+a.m[15];return t.Tools.WithinEpsilon(y,1)&&(m=m.scale(1/y)),m},i.Minimize=function(t,i){var n=t.clone();return n.MinimizeInPlace(i),n},i.Maximize=function(t,i){var n=t.clone();return n.MaximizeInPlace(i),n},i.Distance=function(t,n){return Math.sqrt(i.DistanceSquared(t,n))},i.DistanceSquared=function(t,i){var n=t.x-i.x,r=t.y-i.y,o=t.z-i.z;return n*n+r*r+o*o},i.Center=function(t,i){var n=t.add(i);return n.scaleInPlace(.5),n},i.RotationFromAxis=function(t,n,r){var o=i.Zero();return i.RotationFromAxisToRef(t,n,r,o),o},i.RotationFromAxisToRef=function(n,r,o,s){var e,h,a,u=i.Normalize(n),m=i.Normalize(o),y=f.X,c=f.Y,p=0,l=0,x=0,z=0,w=0,v=0,g=0,d=-1,T=0,R=0;t.Tools.WithinEpsilon(m.z,0,t.Engine.Epsilon)?v=1:t.Tools.WithinEpsilon(m.x,0,t.Engine.Epsilon)?z=1:(g=m.z/m.x,z=-g*Math.sqrt(1/(1+g*g)),v=Math.sqrt(1/(1+g*g))),h=new i(z,w,v),h.normalize(),a=i.Cross(m,h),a.normalize(),e=i.Cross(u,h),e.normalize(),i.Dot(m,e)<0&&(d=1),R=i.Dot(u,h),R=Math.min(1,Math.max(-1,R)),x=Math.acos(R)*d,i.Dot(h,y)<0&&(x=Math.PI+x,h=h.scaleInPlace(-1),a=a.scaleInPlace(-1),T++);var _,M;z=0,w=0,v=0,d=-1,t.Tools.WithinEpsilon(m.z,0,t.Engine.Epsilon)?z=1:(g=h.z/h.x,z=-g*Math.sqrt(1/(1+g*g)),v=Math.sqrt(1/(1+g*g))),_=new i(z,w,v),_.normalize(),M=i.Cross(_,h),M.normalize(),e=i.Cross(m,_),e.normalize(),i.Dot(h,e)<0&&(d=1),R=i.Dot(m,_),R=Math.min(1,Math.max(-1,R)),l=Math.acos(R)*d,i.Dot(M,c)<0&&(l=Math.PI+l,M=M.scaleInPlace(-1),_=_.scaleInPlace(-1),T++),d=-1,e=i.Cross(y,h),e.normalize(),i.Dot(e,c)<0&&(d=1),R=i.Dot(h,y),R=Math.min(1,Math.max(-1,R)),p=-Math.acos(R)*d,0>R&&2>T&&(p=Math.PI+p),s.x=l,s.y=p,s.z=x},i}();t.Vector3=e;var h=function(){function i(t,i,n,r){this.x=t,this.y=i,this.z=n,this.w=r}return i.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+"W:"+this.w+"}"},i.prototype.asArray=function(){var t=[];return this.toArray(t,0),t},i.prototype.toArray=function(t,i){return void 0===i&&(i=0),t[i]=this.x,t[i+1]=this.y,t[i+2]=this.z,t[i+3]=this.w,this},i.prototype.addInPlace=function(t){return this.x+=t.x,this.y+=t.y,this.z+=t.z,this.w+=t.w,this},i.prototype.add=function(t){return new i(this.x+t.x,this.y+t.y,this.z+t.z,this.w+t.w)},i.prototype.addToRef=function(t,i){return i.x=this.x+t.x,i.y=this.y+t.y,i.z=this.z+t.z,i.w=this.w+t.w,this},i.prototype.subtractInPlace=function(t){return this.x-=t.x,this.y-=t.y,this.z-=t.z,this.w-=t.w,this},i.prototype.subtract=function(t){return new i(this.x-t.x,this.y-t.y,this.z-t.z,this.w-t.w)},i.prototype.subtractToRef=function(t,i){return i.x=this.x-t.x,i.y=this.y-t.y,i.z=this.z-t.z,i.w=this.w-t.w,this},i.prototype.subtractFromFloats=function(t,n,r,o){return new i(this.x-t,this.y-n,this.z-r,this.w-o)},i.prototype.subtractFromFloatsToRef=function(t,i,n,r,o){return o.x=this.x-t,o.y=this.y-i,o.z=this.z-n,o.w=this.w-r,this},i.prototype.negate=function(){return new i(-this.x,-this.y,-this.z,-this.w)},i.prototype.scaleInPlace=function(t){return this.x*=t,this.y*=t,this.z*=t,this.w*=t,this},i.prototype.scale=function(t){return new i(this.x*t,this.y*t,this.z*t,this.w*t)},i.prototype.scaleToRef=function(t,i){i.x=this.x*t,i.y=this.y*t,i.z=this.z*t,i.w=this.w*t},i.prototype.equals=function(t){return t&&this.x===t.x&&this.y===t.y&&this.z===t.z&&this.w===t.w},i.prototype.equalsWithEpsilon=function(i,n){return void 0===n&&(n=t.Engine.Epsilon),i&&t.Tools.WithinEpsilon(this.x,i.x,n)&&t.Tools.WithinEpsilon(this.y,i.y,n)&&t.Tools.WithinEpsilon(this.z,i.z,n)&&t.Tools.WithinEpsilon(this.w,i.w,n)},i.prototype.equalsToFloats=function(t,i,n,r){return this.x===t&&this.y===i&&this.z===n&&this.w===r},i.prototype.multiplyInPlace=function(t){return this.x*=t.x,this.y*=t.y,this.z*=t.z,this.w*=t.w,this},i.prototype.multiply=function(t){return new i(this.x*t.x,this.y*t.y,this.z*t.z,this.w*t.w)},i.prototype.multiplyToRef=function(t,i){return i.x=this.x*t.x,i.y=this.y*t.y,i.z=this.z*t.z,i.w=this.w*t.w,this},i.prototype.multiplyByFloats=function(t,n,r,o){return new i(this.x*t,this.y*n,this.z*r,this.w*o)},i.prototype.divide=function(t){return new i(this.x/t.x,this.y/t.y,this.z/t.z,this.w/t.w)},i.prototype.divideToRef=function(t,i){return i.x=this.x/t.x,i.y=this.y/t.y,i.z=this.z/t.z,i.w=this.w/t.w,this},i.prototype.MinimizeInPlace=function(t){return t.x<this.x&&(this.x=t.x),t.y<this.y&&(this.y=t.y),t.z<this.z&&(this.z=t.z),t.w<this.w&&(this.w=t.w),this},i.prototype.MaximizeInPlace=function(t){return t.x>this.x&&(this.x=t.x),t.y>this.y&&(this.y=t.y),t.z>this.z&&(this.z=t.z),t.w>this.w&&(this.w=t.w),this},i.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w)},i.prototype.lengthSquared=function(){return this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w},i.prototype.normalize=function(){var t=this.length();if(0===t)return this;var i=1/t;return this.x*=i,this.y*=i,this.z*=i,this.w*=i,this},i.prototype.clone=function(){return new i(this.x,this.y,this.z,this.w)},i.prototype.copyFrom=function(t){return this.x=t.x,this.y=t.y,this.z=t.z,this.w=t.w,this},i.prototype.copyFromFloats=function(t,i,n,r){return this.x=t,this.y=i,this.z=n,this.w=r,this},i.FromArray=function(t,n){return n||(n=0),new i(t[n],t[n+1],t[n+2],t[n+3])},i.FromArrayToRef=function(t,i,n){n.x=t[i],n.y=t[i+1],n.z=t[i+2],n.w=t[i+3]},i.FromFloatArrayToRef=function(t,i,n){n.x=t[i],n.y=t[i+1],n.z=t[i+2],n.w=t[i+3]},i.FromFloatsToRef=function(t,i,n,r,o){o.x=t,o.y=i,o.z=n,o.w=r},i.Zero=function(){return new i(0,0,0,0)},i.Normalize=function(t){var n=i.Zero();return i.NormalizeToRef(t,n),n},i.NormalizeToRef=function(t,i){i.copyFrom(t),i.normalize()},i.Minimize=function(t,i){var n=t.clone();return n.MinimizeInPlace(i),n},i.Maximize=function(t,i){var n=t.clone();return n.MaximizeInPlace(i),n},i.Distance=function(t,n){return Math.sqrt(i.DistanceSquared(t,n))},i.DistanceSquared=function(t,i){var n=t.x-i.x,r=t.y-i.y,o=t.z-i.z,s=t.w-i.w;return n*n+r*r+o*o+s*s},i.Center=function(t,i){var n=t.add(i);return n.scaleInPlace(.5),n},i}();t.Vector4=h;var a=function(){function t(t,i,n,r){void 0===t&&(t=0),void 0===i&&(i=0),void 0===n&&(n=0),void 0===r&&(r=1),this.x=t,this.y=i,this.z=n,this.w=r}return t.prototype.toString=function(){return"{X: "+this.x+" Y:"+this.y+" Z:"+this.z+" W:"+this.w+"}"},t.prototype.asArray=function(){return[this.x,this.y,this.z,this.w]},t.prototype.equals=function(t){return t&&this.x===t.x&&this.y===t.y&&this.z===t.z&&this.w===t.w},t.prototype.clone=function(){return new t(this.x,this.y,this.z,this.w)},t.prototype.copyFrom=function(t){return this.x=t.x,this.y=t.y,this.z=t.z,this.w=t.w,this},t.prototype.copyFromFloats=function(t,i,n,r){return this.x=t,this.y=i,this.z=n,this.w=r,this},t.prototype.add=function(i){return new t(this.x+i.x,this.y+i.y,this.z+i.z,this.w+i.w)},t.prototype.subtract=function(i){return new t(this.x-i.x,this.y-i.y,this.z-i.z,this.w-i.w)},t.prototype.scale=function(i){return new t(this.x*i,this.y*i,this.z*i,this.w*i)},t.prototype.multiply=function(i){var n=new t(0,0,0,1);return this.multiplyToRef(i,n),n},t.prototype.multiplyToRef=function(t,i){var n=this.x*t.w+this.y*t.z-this.z*t.y+this.w*t.x,r=-this.x*t.z+this.y*t.w+this.z*t.x+this.w*t.y,o=this.x*t.y-this.y*t.x+this.z*t.w+this.w*t.z,s=-this.x*t.x-this.y*t.y-this.z*t.z+this.w*t.w;return i.copyFromFloats(n,r,o,s),this},t.prototype.multiplyInPlace=function(t){return this.multiplyToRef(t,this),this},t.prototype.length=function(){return Math.sqrt(this.x*this.x+this.y*this.y+this.z*this.z+this.w*this.w)},t.prototype.normalize=function(){var t=1/this.length();return this.x*=t,this.y*=t,this.z*=t,this.w*=t,this},t.prototype.toEulerAngles=function(){var t=e.Zero();return this.toEulerAnglesToRef(t),t},t.prototype.toEulerAnglesToRef=function(t){var i=this.x,n=this.y,r=this.z,o=this.w,s=i*n,e=i*r,h=o*n,a=o*r,u=o*i,m=n*r,y=i*i,c=n*n,p=y+c;return 0!==p&&1!==p?(t.x=Math.atan2(e+h,u-m),t.y=Math.acos(1-2*p),t.z=Math.atan2(e-h,u+m)):0===p?(t.x=0,t.y=0,t.z=Math.atan2(s-a,.5-c-r*r)):(t.x=Math.atan2(s-a,.5-c-r*r),t.y=Math.PI,t.z=0),this},t.prototype.toRotationMatrix=function(t){var i=this.x*this.x,n=this.y*this.y,r=this.z*this.z,o=this.x*this.y,s=this.z*this.w,e=this.z*this.x,h=this.y*this.w,a=this.y*this.z,u=this.x*this.w;return t.m[0]=1-2*(n+r),t.m[1]=2*(o+s),t.m[2]=2*(e-h),t.m[3]=0,t.m[4]=2*(o-s),t.m[5]=1-2*(r+i),t.m[6]=2*(a+u),t.m[7]=0,t.m[8]=2*(e+h),t.m[9]=2*(a-u),t.m[10]=1-2*(n+i),t.m[11]=0,t.m[12]=0,t.m[13]=0,t.m[14]=0,t.m[15]=1,this},t.prototype.fromRotationMatrix=function(i){return t.FromRotationMatrixToRef(i,this),this},t.FromRotationMatrix=function(i){var n=new t;return t.FromRotationMatrixToRef(i,n),n},t.FromRotationMatrixToRef=function(t,i){var n,r=t.m,o=r[0],s=r[4],e=r[8],h=r[1],a=r[5],u=r[9],m=r[2],y=r[6],c=r[10],p=o+a+c;p>0?(n=.5/Math.sqrt(p+1),i.w=.25/n,i.x=(y-u)*n,i.y=(e-m)*n,i.z=(h-s)*n):o>a&&o>c?(n=2*Math.sqrt(1+o-a-c),i.w=(y-u)/n,i.x=.25*n,i.y=(s+h)/n,i.z=(e+m)/n):a>c?(n=2*Math.sqrt(1+a-o-c),i.w=(e-m)/n,i.x=(s+h)/n,i.y=.25*n,i.z=(u+y)/n):(n=2*Math.sqrt(1+c-o-a),i.w=(h-s)/n,i.x=(e+m)/n,i.y=(u+y)/n,i.z=.25*n)},t.Inverse=function(i){return new t(-i.x,-i.y,-i.z,i.w)},t.Identity=function(){return new t(0,0,0,1)},t.RotationAxis=function(i,n){var r=new t,o=Math.sin(n/2);return i.normalize(),r.w=Math.cos(n/2),r.x=i.x*o,r.y=i.y*o,r.z=i.z*o,r},t.FromArray=function(i,n){return n||(n=0),new t(i[n],i[n+1],i[n+2],i[n+3])},t.RotationYawPitchRoll=function(i,n,r){var o=new t;return t.RotationYawPitchRollToRef(i,n,r,o),o},t.RotationYawPitchRollToRef=function(t,i,n,r){var o=.5*n,s=.5*i,e=.5*t,h=Math.sin(o),a=Math.cos(o),u=Math.sin(s),m=Math.cos(s),y=Math.sin(e),c=Math.cos(e);r.x=c*u*a+y*m*h,r.y=y*m*a-c*u*h,r.z=c*m*h-y*u*a,r.w=c*m*a+y*u*h},t.RotationAlphaBetaGamma=function(i,n,r){var o=new t;return t.RotationAlphaBetaGammaToRef(i,n,r,o),o},t.RotationAlphaBetaGammaToRef=function(t,i,n,r){var o=.5*(n+t),s=.5*(n-t),e=.5*i;r.x=Math.cos(s)*Math.sin(e),r.y=Math.sin(s)*Math.sin(e),r.z=Math.sin(o)*Math.cos(e),r.w=Math.cos(o)*Math.cos(e)},t.Slerp=function(i,n,r){var o,s,e=r,h=i.x*n.x+i.y*n.y+i.z*n.z+i.w*n.w,a=!1;if(0>h&&(a=!0,h=-h),h>.999999)s=1-e,o=a?-e:e;else{var u=Math.acos(h),m=1/Math.sin(u);s=Math.sin((1-e)*u)*m,o=a?-Math.sin(e*u)*m:Math.sin(e*u)*m}return new t(s*i.x+o*n.x,s*i.y+o*n.y,s*i.z+o*n.z,s*i.w+o*n.w)},t}();t.Quaternion=a;var u=function(){function i(){this.m=new Float32Array(16)}return i.prototype.isIdentity=function(){return 1!==this.m[0]||1!==this.m[5]||1!==this.m[10]||1!==this.m[15]?!1:0!==this.m[1]||0!==this.m[2]||0!==this.m[3]||0!==this.m[4]||0!==this.m[6]||0!==this.m[7]||0!==this.m[8]||0!==this.m[9]||0!==this.m[11]||0!==this.m[12]||0!==this.m[13]||0!==this.m[14]?!1:!0},i.prototype.determinant=function(){var t=this.m[10]*this.m[15]-this.m[11]*this.m[14],i=this.m[9]*this.m[15]-this.m[11]*this.m[13],n=this.m[9]*this.m[14]-this.m[10]*this.m[13],r=this.m[8]*this.m[15]-this.m[11]*this.m[12],o=this.m[8]*this.m[14]-this.m[10]*this.m[12],s=this.m[8]*this.m[13]-this.m[9]*this.m[12];return this.m[0]*(this.m[5]*t-this.m[6]*i+this.m[7]*n)-this.m[1]*(this.m[4]*t-this.m[6]*r+this.m[7]*o)+this.m[2]*(this.m[4]*i-this.m[5]*r+this.m[7]*s)-this.m[3]*(this.m[4]*n-this.m[5]*o+this.m[6]*s)},i.prototype.toArray=function(){return this.m},i.prototype.asArray=function(){return this.toArray()},i.prototype.invert=function(){return this.invertToRef(this),this},i.prototype.reset=function(){for(var t=0;16>t;t++)this.m[t]=0;return this},i.prototype.add=function(t){var n=new i;return this.addToRef(t,n),n},i.prototype.addToRef=function(t,i){for(var n=0;16>n;n++)i.m[n]=this.m[n]+t.m[n];return this},i.prototype.addToSelf=function(t){for(var i=0;16>i;i++)this.m[i]+=t.m[i];return this},i.prototype.invertToRef=function(t){var i=this.m[0],n=this.m[1],r=this.m[2],o=this.m[3],s=this.m[4],e=this.m[5],h=this.m[6],a=this.m[7],u=this.m[8],m=this.m[9],y=this.m[10],c=this.m[11],p=this.m[12],f=this.m[13],l=this.m[14],x=this.m[15],z=y*x-c*l,w=m*x-c*f,v=m*l-y*f,g=u*x-c*p,d=u*l-y*p,T=u*f-m*p,R=e*z-h*w+a*v,_=-(s*z-h*g+a*d),M=s*w-e*g+a*T,F=-(s*v-e*d+h*T),b=1/(i*R+n*_+r*M+o*F),A=h*x-a*l,P=e*x-a*f,C=e*l-h*f,I=s*x-a*p,E=s*l-h*p,L=s*f-e*p,q=h*c-a*y,S=e*c-a*m,D=e*y-h*m,Z=s*c-a*u,W=s*y-h*u,N=s*m-e*u;return t.m[0]=R*b,t.m[4]=_*b,t.m[8]=M*b,t.m[12]=F*b,t.m[1]=-(n*z-r*w+o*v)*b,t.m[5]=(i*z-r*g+o*d)*b,t.m[9]=-(i*w-n*g+o*T)*b,t.m[13]=(i*v-n*d+r*T)*b,t.m[2]=(n*A-r*P+o*C)*b,t.m[6]=-(i*A-r*I+o*E)*b,t.m[10]=(i*P-n*I+o*L)*b,t.m[14]=-(i*C-n*E+r*L)*b,t.m[3]=-(n*q-r*S+o*D)*b,t.m[7]=(i*q-r*Z+o*W)*b,t.m[11]=-(i*S-n*Z+o*N)*b,t.m[15]=(i*D-n*W+r*N)*b,this},i.prototype.setTranslation=function(t){return this.m[12]=t.x,this.m[13]=t.y,this.m[14]=t.z,this},i.prototype.multiply=function(t){var n=new i;return this.multiplyToRef(t,n),n},i.prototype.copyFrom=function(t){for(var i=0;16>i;i++)this.m[i]=t.m[i];return this},i.prototype.copyToArray=function(t,i){void 0===i&&(i=0);for(var n=0;16>n;n++)t[i+n]=this.m[n];return this},i.prototype.multiplyToRef=function(t,i){return this.multiplyToArray(t,i.m,0),this},i.prototype.multiplyToArray=function(t,i,n){var r=this.m[0],o=this.m[1],s=this.m[2],e=this.m[3],h=this.m[4],a=this.m[5],u=this.m[6],m=this.m[7],y=this.m[8],c=this.m[9],p=this.m[10],f=this.m[11],l=this.m[12],x=this.m[13],z=this.m[14],w=this.m[15],v=t.m[0],g=t.m[1],d=t.m[2],T=t.m[3],R=t.m[4],_=t.m[5],M=t.m[6],F=t.m[7],b=t.m[8],A=t.m[9],P=t.m[10],C=t.m[11],I=t.m[12],E=t.m[13],L=t.m[14],q=t.m[15];return i[n]=r*v+o*R+s*b+e*I,i[n+1]=r*g+o*_+s*A+e*E,i[n+2]=r*d+o*M+s*P+e*L,i[n+3]=r*T+o*F+s*C+e*q,i[n+4]=h*v+a*R+u*b+m*I,i[n+5]=h*g+a*_+u*A+m*E,i[n+6]=h*d+a*M+u*P+m*L,i[n+7]=h*T+a*F+u*C+m*q,i[n+8]=y*v+c*R+p*b+f*I,i[n+9]=y*g+c*_+p*A+f*E,i[n+10]=y*d+c*M+p*P+f*L,i[n+11]=y*T+c*F+p*C+f*q,i[n+12]=l*v+x*R+z*b+w*I,i[n+13]=l*g+x*_+z*A+w*E,i[n+14]=l*d+x*M+z*P+w*L,i[n+15]=l*T+x*F+z*C+w*q,this},i.prototype.equals=function(t){return t&&this.m[0]===t.m[0]&&this.m[1]===t.m[1]&&this.m[2]===t.m[2]&&this.m[3]===t.m[3]&&this.m[4]===t.m[4]&&this.m[5]===t.m[5]&&this.m[6]===t.m[6]&&this.m[7]===t.m[7]&&this.m[8]===t.m[8]&&this.m[9]===t.m[9]&&this.m[10]===t.m[10]&&this.m[11]===t.m[11]&&this.m[12]===t.m[12]&&this.m[13]===t.m[13]&&this.m[14]===t.m[14]&&this.m[15]===t.m[15]},i.prototype.clone=function(){return i.FromValues(this.m[0],this.m[1],this.m[2],this.m[3],this.m[4],this.m[5],this.m[6],this.m[7],this.m[8],this.m[9],this.m[10],this.m[11],this.m[12],this.m[13],this.m[14],this.m[15])},i.prototype.decompose=function(n,r,o){o.x=this.m[12],o.y=this.m[13],o.z=this.m[14];var s=t.Tools.Sign(this.m[0]*this.m[1]*this.m[2]*this.m[3])<0?-1:1,e=t.Tools.Sign(this.m[4]*this.m[5]*this.m[6]*this.m[7])<0?-1:1,h=t.Tools.Sign(this.m[8]*this.m[9]*this.m[10]*this.m[11])<0?-1:1;if(n.x=s*Math.sqrt(this.m[0]*this.m[0]+this.m[1]*this.m[1]+this.m[2]*this.m[2]),n.y=e*Math.sqrt(this.m[4]*this.m[4]+this.m[5]*this.m[5]+this.m[6]*this.m[6]),n.z=h*Math.sqrt(this.m[8]*this.m[8]+this.m[9]*this.m[9]+this.m[10]*this.m[10]),0===n.x||0===n.y||0===n.z)return r.x=0,r.y=0,r.z=0,r.w=1,!1;var u=i.FromValues(this.m[0]/n.x,this.m[1]/n.x,this.m[2]/n.x,0,this.m[4]/n.y,this.m[5]/n.y,this.m[6]/n.y,0,this.m[8]/n.z,this.m[9]/n.z,this.m[10]/n.z,0,0,0,0,1);return a.FromRotationMatrixToRef(u,r),!0},i.FromArray=function(t,n){var r=new i;return n||(n=0),i.FromArrayToRef(t,n,r),r},i.FromArrayToRef=function(t,i,n){for(var r=0;16>r;r++)n.m[r]=t[r+i]},i.FromFloat32ArrayToRefScaled=function(t,i,n,r){for(var o=0;16>o;o++)r.m[o]=t[o+i]*n},i.FromValuesToRef=function(t,i,n,r,o,s,e,h,a,u,m,y,c,p,f,l,x){x.m[0]=t,x.m[1]=i,x.m[2]=n,x.m[3]=r,x.m[4]=o,x.m[5]=s,x.m[6]=e,x.m[7]=h,x.m[8]=a,x.m[9]=u,x.m[10]=m,x.m[11]=y,x.m[12]=c,x.m[13]=p,x.m[14]=f,x.m[15]=l},i.FromValues=function(t,n,r,o,s,e,h,a,u,m,y,c,p,f,l,x){var z=new i;return z.m[0]=t,z.m[1]=n,z.m[2]=r,z.m[3]=o,z.m[4]=s,z.m[5]=e,z.m[6]=h,z.m[7]=a,z.m[8]=u,z.m[9]=m,z.m[10]=y,z.m[11]=c,z.m[12]=p,z.m[13]=f,z.m[14]=l,z.m[15]=x,z},i.Compose=function(t,n,r){var o=i.FromValues(t.x,0,0,0,0,t.y,0,0,0,0,t.z,0,0,0,0,1),s=i.Identity();return n.toRotationMatrix(s),o=o.multiply(s),o.setTranslation(r),o},i.Identity=function(){return i.FromValues(1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1)},i.IdentityToRef=function(t){i.FromValuesToRef(1,0,0,0,0,1,0,0,0,0,1,0,0,0,0,1,t)},i.Zero=function(){return i.FromValues(0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0)},i.RotationX=function(t){var n=new i;return i.RotationXToRef(t,n),n},i.Invert=function(t){var n=new i;return t.invertToRef(n),n},i.RotationXToRef=function(t,i){var n=Math.sin(t),r=Math.cos(t);i.m[0]=1,i.m[15]=1,i.m[5]=r,i.m[10]=r,i.m[9]=-n,i.m[6]=n,i.m[1]=0,i.m[2]=0,i.m[3]=0,i.m[4]=0,i.m[7]=0,i.m[8]=0,i.m[11]=0,i.m[12]=0,i.m[13]=0,i.m[14]=0},i.RotationY=function(t){var n=new i;return i.RotationYToRef(t,n),n},i.RotationYToRef=function(t,i){var n=Math.sin(t),r=Math.cos(t);i.m[5]=1,i.m[15]=1,i.m[0]=r,i.m[2]=-n,i.m[8]=n,i.m[10]=r,i.m[1]=0,i.m[3]=0,i.m[4]=0,i.m[6]=0,i.m[7]=0,i.m[9]=0,i.m[11]=0,i.m[12]=0,i.m[13]=0,i.m[14]=0},i.RotationZ=function(t){var n=new i;return i.RotationZToRef(t,n),n},i.RotationZToRef=function(t,i){var n=Math.sin(t),r=Math.cos(t);i.m[10]=1,i.m[15]=1,i.m[0]=r,i.m[1]=n,i.m[4]=-n,i.m[5]=r,i.m[2]=0,i.m[3]=0,i.m[6]=0,i.m[7]=0,i.m[8]=0,i.m[9]=0,i.m[11]=0,i.m[12]=0,i.m[13]=0,i.m[14]=0},i.RotationAxis=function(t,n){var r=i.Zero();return i.RotationAxisToRef(t,n,r),r},i.RotationAxisToRef=function(t,i,n){var r=Math.sin(-i),o=Math.cos(-i),s=1-o;\nt.normalize(),n.m[0]=t.x*t.x*s+o,n.m[1]=t.x*t.y*s-t.z*r,n.m[2]=t.x*t.z*s+t.y*r,n.m[3]=0,n.m[4]=t.y*t.x*s+t.z*r,n.m[5]=t.y*t.y*s+o,n.m[6]=t.y*t.z*s-t.x*r,n.m[7]=0,n.m[8]=t.z*t.x*s-t.y*r,n.m[9]=t.z*t.y*s+t.x*r,n.m[10]=t.z*t.z*s+o,n.m[11]=0,n.m[15]=1},i.RotationYawPitchRoll=function(t,n,r){var o=new i;return i.RotationYawPitchRollToRef(t,n,r,o),o},i.RotationYawPitchRollToRef=function(t,i,n,r){a.RotationYawPitchRollToRef(t,i,n,this._tempQuaternion),this._tempQuaternion.toRotationMatrix(r)},i.Scaling=function(t,n,r){var o=i.Zero();return i.ScalingToRef(t,n,r,o),o},i.ScalingToRef=function(t,i,n,r){r.m[0]=t,r.m[1]=0,r.m[2]=0,r.m[3]=0,r.m[4]=0,r.m[5]=i,r.m[6]=0,r.m[7]=0,r.m[8]=0,r.m[9]=0,r.m[10]=n,r.m[11]=0,r.m[12]=0,r.m[13]=0,r.m[14]=0,r.m[15]=1},i.Translation=function(t,n,r){var o=i.Identity();return i.TranslationToRef(t,n,r,o),o},i.TranslationToRef=function(t,n,r,o){i.FromValuesToRef(1,0,0,0,0,1,0,0,0,0,1,0,t,n,r,1,o)},i.Lerp=function(t,n,r){var o=new e(0,0,0),s=new a,h=new e(0,0,0);t.decompose(o,s,h);var u=new e(0,0,0),m=new a,y=new e(0,0,0);n.decompose(u,m,y);var c=e.Lerp(o,u,r),p=a.Slerp(s,m,r),f=e.Lerp(h,y,r);return i.Compose(c,p,f)},i.LookAtLH=function(t,n,r){var o=i.Zero();return i.LookAtLHToRef(t,n,r,o),o},i.LookAtLHToRef=function(t,n,r,o){n.subtractToRef(t,this._zAxis),this._zAxis.normalize(),e.CrossToRef(r,this._zAxis,this._xAxis),0===this._xAxis.lengthSquared()?this._xAxis.x=1:this._xAxis.normalize(),e.CrossToRef(this._zAxis,this._xAxis,this._yAxis),this._yAxis.normalize();var s=-e.Dot(this._xAxis,t),h=-e.Dot(this._yAxis,t),a=-e.Dot(this._zAxis,t);return i.FromValuesToRef(this._xAxis.x,this._yAxis.x,this._zAxis.x,0,this._xAxis.y,this._yAxis.y,this._zAxis.y,0,this._xAxis.z,this._yAxis.z,this._zAxis.z,0,s,h,a,1,o)},i.OrthoLH=function(t,n,r,o){var s=i.Zero();return i.OrthoLHToRef(t,n,r,o,s),s},i.OrthoLHToRef=function(t,n,r,o,s){var e=2/t,h=2/n,a=1/(o-r),u=r/(r-o);i.FromValuesToRef(e,0,0,0,0,h,0,0,0,0,a,0,0,0,u,1,s)},i.OrthoOffCenterLH=function(t,n,r,o,s,e){var h=i.Zero();return i.OrthoOffCenterLHToRef(t,n,r,o,s,e,h),h},i.OrthoOffCenterLHToRef=function(t,i,n,r,o,s,e){e.m[0]=2/(i-t),e.m[1]=e.m[2]=e.m[3]=0,e.m[5]=2/(r-n),e.m[4]=e.m[6]=e.m[7]=0,e.m[10]=-1/(o-s),e.m[8]=e.m[9]=e.m[11]=0,e.m[12]=(t+i)/(t-i),e.m[13]=(r+n)/(n-r),e.m[14]=o/(o-s),e.m[15]=1},i.PerspectiveLH=function(t,n,r,o){var s=i.Zero();return s.m[0]=2*r/t,s.m[1]=s.m[2]=s.m[3]=0,s.m[5]=2*r/n,s.m[4]=s.m[6]=s.m[7]=0,s.m[10]=-o/(r-o),s.m[8]=s.m[9]=0,s.m[11]=1,s.m[12]=s.m[13]=s.m[15]=0,s.m[14]=r*o/(r-o),s},i.PerspectiveFovLH=function(t,n,r,o){var s=i.Zero();return i.PerspectiveFovLHToRef(t,n,r,o,s),s},i.PerspectiveFovLHToRef=function(i,n,r,o,s,e){void 0===e&&(e=t.Camera.FOVMODE_VERTICAL_FIXED);var h=1/Math.tan(.5*i),a=e===t.Camera.FOVMODE_VERTICAL_FIXED;a?s.m[0]=h/n:s.m[0]=h,s.m[1]=s.m[2]=s.m[3]=0,a?s.m[5]=h:s.m[5]=h*n,s.m[4]=s.m[6]=s.m[7]=0,s.m[8]=s.m[9]=0,s.m[10]=-o/(r-o),s.m[11]=1,s.m[12]=s.m[13]=s.m[15]=0,s.m[14]=r*o/(r-o)},i.GetFinalMatrix=function(t,n,r,o,s,e){var h=t.width,a=t.height,u=t.x,m=t.y,y=i.FromValues(h/2,0,0,0,0,-a/2,0,0,0,0,e-s,0,u+h/2,a/2+m,s,1);return n.multiply(r).multiply(o).multiply(y)},i.GetAsMatrix2x2=function(t){return new Float32Array([t.m[0],t.m[1],t.m[4],t.m[5]])},i.GetAsMatrix3x3=function(t){return new Float32Array([t.m[0],t.m[1],t.m[2],t.m[4],t.m[5],t.m[6],t.m[8],t.m[9],t.m[10]])},i.Transpose=function(t){var n=new i;return n.m[0]=t.m[0],n.m[1]=t.m[4],n.m[2]=t.m[8],n.m[3]=t.m[12],n.m[4]=t.m[1],n.m[5]=t.m[5],n.m[6]=t.m[9],n.m[7]=t.m[13],n.m[8]=t.m[2],n.m[9]=t.m[6],n.m[10]=t.m[10],n.m[11]=t.m[14],n.m[12]=t.m[3],n.m[13]=t.m[7],n.m[14]=t.m[11],n.m[15]=t.m[15],n},i.Reflection=function(t){var n=new i;return i.ReflectionToRef(t,n),n},i.ReflectionToRef=function(t,i){t.normalize();var n=t.normal.x,r=t.normal.y,o=t.normal.z,s=-2*n,e=-2*r,h=-2*o;i.m[0]=s*n+1,i.m[1]=e*n,i.m[2]=h*n,i.m[3]=0,i.m[4]=s*r,i.m[5]=e*r+1,i.m[6]=h*r,i.m[7]=0,i.m[8]=s*o,i.m[9]=e*o,i.m[10]=h*o+1,i.m[11]=0,i.m[12]=s*t.d,i.m[13]=e*t.d,i.m[14]=h*t.d,i.m[15]=1},i._tempQuaternion=new a,i._xAxis=e.Zero(),i._yAxis=e.Zero(),i._zAxis=e.Zero(),i}();t.Matrix=u;var m=function(){function t(t,i,n,r){this.normal=new e(t,i,n),this.d=r}return t.prototype.asArray=function(){return[this.normal.x,this.normal.y,this.normal.z,this.d]},t.prototype.clone=function(){return new t(this.normal.x,this.normal.y,this.normal.z,this.d)},t.prototype.normalize=function(){var t=Math.sqrt(this.normal.x*this.normal.x+this.normal.y*this.normal.y+this.normal.z*this.normal.z),i=0;return 0!==t&&(i=1/t),this.normal.x*=i,this.normal.y*=i,this.normal.z*=i,this.d*=i,this},t.prototype.transform=function(i){var n=u.Transpose(i),r=this.normal.x,o=this.normal.y,s=this.normal.z,e=this.d,h=r*n.m[0]+o*n.m[1]+s*n.m[2]+e*n.m[3],a=r*n.m[4]+o*n.m[5]+s*n.m[6]+e*n.m[7],m=r*n.m[8]+o*n.m[9]+s*n.m[10]+e*n.m[11],y=r*n.m[12]+o*n.m[13]+s*n.m[14]+e*n.m[15];return new t(h,a,m,y)},t.prototype.dotCoordinate=function(t){return this.normal.x*t.x+this.normal.y*t.y+this.normal.z*t.z+this.d},t.prototype.copyFromPoints=function(t,i,n){var r,o=i.x-t.x,s=i.y-t.y,e=i.z-t.z,h=n.x-t.x,a=n.y-t.y,u=n.z-t.z,m=s*u-e*a,y=e*h-o*u,c=o*a-s*h,p=Math.sqrt(m*m+y*y+c*c);return r=0!==p?1/p:0,this.normal.x=m*r,this.normal.y=y*r,this.normal.z=c*r,this.d=-(this.normal.x*t.x+this.normal.y*t.y+this.normal.z*t.z),this},t.prototype.isFrontFacingTo=function(t,i){var n=e.Dot(this.normal,t);return i>=n},t.prototype.signedDistanceTo=function(t){return e.Dot(t,this.normal)+this.d},t.FromArray=function(i){return new t(i[0],i[1],i[2],i[3])},t.FromPoints=function(i,n,r){var o=new t(0,0,0,0);return o.copyFromPoints(i,n,r),o},t.FromPositionAndNormal=function(i,n){var r=new t(0,0,0,0);return n.normalize(),r.normal=n,r.d=-(n.x*i.x+n.y*i.y+n.z*i.z),r},t.SignedDistanceToPlaneFromPositionAndNormal=function(t,i,n){var r=-(i.x*t.x+i.y*t.y+i.z*t.z);return e.Dot(n,i)+r},t}();t.Plane=m;var y=function(){function t(t,i,n,r){this.x=t,this.y=i,this.width=n,this.height=r}return t.prototype.toGlobal=function(i){var n=i.getRenderWidth(),r=i.getRenderHeight();return new t(this.x*n,this.y*r,this.width*n,this.height*r)},t.prototype.toScreenGlobal=function(i){var n=i.getRenderWidth(!0),r=i.getRenderHeight(!0);return new t(this.x*n,this.y*r,this.width*n,this.height*r)},t}();t.Viewport=y;var c=function(){function t(){}return t.GetPlanes=function(i){for(var n=[],r=0;6>r;r++)n.push(new m(0,0,0,0));return t.GetPlanesToRef(i,n),n},t.GetPlanesToRef=function(t,i){i[0].normal.x=t.m[3]+t.m[2],i[0].normal.y=t.m[7]+t.m[6],i[0].normal.z=t.m[11]+t.m[10],i[0].d=t.m[15]+t.m[14],i[0].normalize(),i[1].normal.x=t.m[3]-t.m[2],i[1].normal.y=t.m[7]-t.m[6],i[1].normal.z=t.m[11]-t.m[10],i[1].d=t.m[15]-t.m[14],i[1].normalize(),i[2].normal.x=t.m[3]+t.m[0],i[2].normal.y=t.m[7]+t.m[4],i[2].normal.z=t.m[11]+t.m[8],i[2].d=t.m[15]+t.m[12],i[2].normalize(),i[3].normal.x=t.m[3]-t.m[0],i[3].normal.y=t.m[7]-t.m[4],i[3].normal.z=t.m[11]-t.m[8],i[3].d=t.m[15]-t.m[12],i[3].normalize(),i[4].normal.x=t.m[3]-t.m[1],i[4].normal.y=t.m[7]-t.m[5],i[4].normal.z=t.m[11]-t.m[9],i[4].d=t.m[15]-t.m[13],i[4].normalize(),i[5].normal.x=t.m[3]+t.m[1],i[5].normal.y=t.m[7]+t.m[5],i[5].normal.z=t.m[11]+t.m[9],i[5].d=t.m[15]+t.m[13],i[5].normalize()},t}();t.Frustum=c;var p=function(){function i(t,i,n){void 0===n&&(n=Number.MAX_VALUE),this.origin=t,this.direction=i,this.length=n}return i.prototype.intersectsBoxMinMax=function(t,i){var n,r,o,s,e=0,h=Number.MAX_VALUE;if(Math.abs(this.direction.x)<1e-7){if(this.origin.x<t.x||this.origin.x>i.x)return!1}else if(n=1/this.direction.x,r=(t.x-this.origin.x)*n,o=(i.x-this.origin.x)*n,o===-(1/0)&&(o=1/0),r>o&&(s=r,r=o,o=s),e=Math.max(r,e),h=Math.min(o,h),e>h)return!1;if(Math.abs(this.direction.y)<1e-7){if(this.origin.y<t.y||this.origin.y>i.y)return!1}else if(n=1/this.direction.y,r=(t.y-this.origin.y)*n,o=(i.y-this.origin.y)*n,o===-(1/0)&&(o=1/0),r>o&&(s=r,r=o,o=s),e=Math.max(r,e),h=Math.min(o,h),e>h)return!1;if(Math.abs(this.direction.z)<1e-7){if(this.origin.z<t.z||this.origin.z>i.z)return!1}else if(n=1/this.direction.z,r=(t.z-this.origin.z)*n,o=(i.z-this.origin.z)*n,o===-(1/0)&&(o=1/0),r>o&&(s=r,r=o,o=s),e=Math.max(r,e),h=Math.min(o,h),e>h)return!1;return!0},i.prototype.intersectsBox=function(t){return this.intersectsBoxMinMax(t.minimum,t.maximum)},i.prototype.intersectsSphere=function(t){var i=t.center.x-this.origin.x,n=t.center.y-this.origin.y,r=t.center.z-this.origin.z,o=i*i+n*n+r*r,s=t.radius*t.radius;if(s>=o)return!0;var e=i*this.direction.x+n*this.direction.y+r*this.direction.z;if(0>e)return!1;var h=o-e*e;return s>=h},i.prototype.intersectsTriangle=function(i,n,r){this._edge1||(this._edge1=e.Zero(),this._edge2=e.Zero(),this._pvec=e.Zero(),this._tvec=e.Zero(),this._qvec=e.Zero()),n.subtractToRef(i,this._edge1),r.subtractToRef(i,this._edge2),e.CrossToRef(this.direction,this._edge2,this._pvec);var o=e.Dot(this._edge1,this._pvec);if(0===o)return null;var s=1/o;this.origin.subtractToRef(i,this._tvec);var h=e.Dot(this._tvec,this._pvec)*s;if(0>h||h>1)return null;e.CrossToRef(this._tvec,this._edge1,this._qvec);var a=e.Dot(this.direction,this._qvec)*s;if(0>a||h+a>1)return null;var u=e.Dot(this._edge2,this._qvec)*s;return u>this.length?null:new t.IntersectionInfo(h,a,u)},i.CreateNew=function(t,n,r,o,s,h,a){var u=e.Unproject(new e(t,n,0),r,o,s,h,a),m=e.Unproject(new e(t,n,1),r,o,s,h,a),y=m.subtract(u);return y.normalize(),new i(u,y)},i.CreateNewFromTo=function(t,n,r){void 0===r&&(r=u.Identity());var o=n.subtract(t),s=Math.sqrt(o.x*o.x+o.y*o.y+o.z*o.z);return o.normalize(),i.Transform(new i(t,o,s),r)},i.Transform=function(t,n){var r=e.TransformCoordinates(t.origin,n),o=e.TransformNormal(t.direction,n);return new i(r,o,t.length)},i}();t.Ray=p,function(t){t[t.LOCAL=0]="LOCAL",t[t.WORLD=1]="WORLD"}(t.Space||(t.Space={}));var f=(t.Space,function(){function t(){}return t.X=new e(1,0,0),t.Y=new e(0,1,0),t.Z=new e(0,0,1),t}());t.Axis=f;var l=function(){function t(){}return t.interpolate=function(t,i,n,r,o){for(var s=1-3*r+3*i,e=3*r-6*i,h=3*i,a=t,u=0;5>u;u++){var m=a*a,y=m*a,c=s*y+e*m+h*a,p=1/(3*s*m+2*e*a+h);a-=(c-t)*p,a=Math.min(1,Math.max(0,a))}return 3*Math.pow(1-a,2)*a*n+3*(1-a)*Math.pow(a,2)*o+Math.pow(a,3)},t}();t.BezierCurve=l,function(t){t[t.CW=0]="CW",t[t.CCW=1]="CCW"}(t.Orientation||(t.Orientation={}));var x=t.Orientation,z=function(){function t(t){var i=this;this.degrees=function(){return 180*i._radians/Math.PI},this.radians=function(){return i._radians},this._radians=t,this._radians<0&&(this._radians+=2*Math.PI)}return t.BetweenTwoPoints=function(i,n){var r=n.subtract(i),o=Math.atan2(r.y,r.x);return new t(o)},t.FromRadians=function(i){return new t(i)},t.FromDegrees=function(i){return new t(i*Math.PI/180)},t}();t.Angle=z;var w=function(){function t(t,i,n){this.startPoint=t,this.midPoint=i,this.endPoint=n;var r=Math.pow(i.x,2)+Math.pow(i.y,2),o=(Math.pow(t.x,2)+Math.pow(t.y,2)-r)/2,e=(r-Math.pow(n.x,2)-Math.pow(n.y,2))/2,h=(t.x-i.x)*(i.y-n.y)-(i.x-n.x)*(t.y-i.y);this.centerPoint=new s((o*(i.y-n.y)-e*(t.y-i.y))/h,((t.x-i.x)*e-(i.x-n.x)*o)/h),this.radius=this.centerPoint.subtract(this.startPoint).length(),this.startAngle=z.BetweenTwoPoints(this.centerPoint,this.startPoint);var a=this.startAngle.degrees(),u=z.BetweenTwoPoints(this.centerPoint,this.midPoint).degrees(),m=z.BetweenTwoPoints(this.centerPoint,this.endPoint).degrees();u-a>180&&(u-=360),-180>u-a&&(u+=360),m-u>180&&(m-=360),-180>m-u&&(m+=360),this.orientation=0>u-a?x.CW:x.CCW,this.angle=z.FromDegrees(this.orientation===x.CW?a-m:m-a)}return t}();t.Arc2=w;var v=function(){function t(t){this.path=t,this._onchange=new Array,this.value=0,this.animations=new Array}return t.prototype.getPoint=function(){var t=this.path.getPointAtLengthPosition(this.value);return new e(t.x,0,t.y)},t.prototype.moveAhead=function(t){return void 0===t&&(t=.002),this.move(t),this},t.prototype.moveBack=function(t){return void 0===t&&(t=.002),this.move(-t),this},t.prototype.move=function(t){if(Math.abs(t)>1)throw"step size should be less than 1.";return this.value+=t,this.ensureLimits(),this.raiseOnChange(),this},t.prototype.ensureLimits=function(){for(;this.value>1;)this.value-=1;for(;this.value<0;)this.value+=1;return this},t.prototype.markAsDirty=function(t){return this.ensureLimits(),this.raiseOnChange(),this},t.prototype.raiseOnChange=function(){var t=this;return this._onchange.forEach(function(i){return i(t)}),this},t.prototype.onchange=function(t){return this._onchange.push(t),this},t}();t.PathCursor=v;var g=function(){function i(t,i){this._points=new Array,this._length=0,this.closed=!1,this._points.push(new s(t,i))}return i.prototype.addLineTo=function(i,n){if(closed)return t.Tools.Error("cannot add lines to closed paths"),this;var r=new s(i,n),o=this._points[this._points.length-1];return this._points.push(r),this._length+=r.subtract(o).length(),this},i.prototype.addArcTo=function(i,n,r,o,e){if(void 0===e&&(e=36),closed)return t.Tools.Error("cannot add arcs to closed paths"),this;var h=this._points[this._points.length-1],a=new s(i,n),u=new s(r,o),m=new w(h,a,u),y=m.angle.radians()/e;m.orientation===x.CW&&(y*=-1);for(var c=m.startAngle.radians()+y,p=0;e>p;p++){var f=Math.cos(c)*m.radius+m.centerPoint.x,l=Math.sin(c)*m.radius+m.centerPoint.y;this.addLineTo(f,l),c+=y}return this},i.prototype.close=function(){return this.closed=!0,this},i.prototype.length=function(){var t=this._length;if(!this.closed){var i=this._points[this._points.length-1],n=this._points[0];t+=n.subtract(i).length()}return t},i.prototype.getPoints=function(){return this._points},i.prototype.getPointAtLengthPosition=function(i){if(0>i||i>1)return t.Tools.Error("normalized length position should be between 0 and 1."),s.Zero();for(var n=i*this.length(),r=0,o=0;o<this._points.length;o++){var e=(o+1)%this._points.length,h=this._points[o],a=this._points[e],u=a.subtract(h),m=u.length()+r;if(n>=r&&m>=n){var y=u.normalize(),c=n-r;return new s(h.x+y.x*c,h.y+y.y*c)}r=m}return t.Tools.Error("internal error"),s.Zero()},i.StartingAt=function(t,n){return new i(t,n)},i}();t.Path2=g;var d=function(){function i(t,i,n){this.path=t,this._curve=new Array,this._distances=new Array,this._tangents=new Array,this._normals=new Array,this._binormals=new Array;for(var r=0;r<t.length;r++)this._curve[r]=t[r].clone();this._raw=n||!1,this._compute(i)}return i.prototype.getCurve=function(){return this._curve},i.prototype.getTangents=function(){return this._tangents},i.prototype.getNormals=function(){return this._normals},i.prototype.getBinormals=function(){return this._binormals},i.prototype.getDistances=function(){return this._distances},i.prototype.update=function(t,i){for(var n=0;n<t.length;n++)this._curve[n].x=t[n].x,this._curve[n].y=t[n].y,this._curve[n].z=t[n].z;return this._compute(i),this},i.prototype._compute=function(t){var i=this._curve.length;this._tangents[0]=this._getFirstNonNullVector(0),this._raw||this._tangents[0].normalize(),this._tangents[i-1]=this._curve[i-1].subtract(this._curve[i-2]),this._raw||this._tangents[i-1].normalize();var n=this._tangents[0],r=this._normalVector(this._curve[0],n,t);this._normals[0]=r,this._raw||this._normals[0].normalize(),this._binormals[0]=e.Cross(n,this._normals[0]),this._raw||this._binormals[0].normalize(),this._distances[0]=0;for(var o,s,h,a,u=1;i>u;u++)o=this._getLastNonNullVector(u),i-1>u&&(s=this._getFirstNonNullVector(u),this._tangents[u]=o.add(s),this._tangents[u].normalize()),this._distances[u]=this._distances[u-1]+o.length(),h=this._tangents[u],a=this._binormals[u-1],this._normals[u]=e.Cross(a,h),this._raw||this._normals[u].normalize(),this._binormals[u]=e.Cross(h,this._normals[u]),this._raw||this._binormals[u].normalize()},i.prototype._getFirstNonNullVector=function(t){for(var i=1,n=this._curve[t+i].subtract(this._curve[t]);0===n.length()&&t+i+1<this._curve.length;)i++,n=this._curve[t+i].subtract(this._curve[t]);return n},i.prototype._getLastNonNullVector=function(t){for(var i=1,n=this._curve[t].subtract(this._curve[t-i]);0===n.length()&&t>i+1;)i++,n=this._curve[t].subtract(this._curve[t-i]);return n},i.prototype._normalVector=function(i,n,r){var o;if(void 0===r||null===r){var s;t.Tools.WithinEpsilon(n.y,1,t.Engine.Epsilon)?t.Tools.WithinEpsilon(n.x,1,t.Engine.Epsilon)?t.Tools.WithinEpsilon(n.z,1,t.Engine.Epsilon)||(s=new e(0,0,1)):s=new e(1,0,0):s=new e(0,-1,0),o=e.Cross(n,s)}else o=e.Cross(n,r),e.CrossToRef(o,n,o);return o.normalize(),o},i}();t.Path3D=d;var T=function(){function t(t){this._length=0,this._points=t,this._length=this._computeLength(t)}return t.CreateQuadraticBezier=function(i,n,r,o){o=o>2?o:3;for(var s=new Array,h=function(t,i,n,r){var o=(1-t)*(1-t)*i+2*t*(1-t)*n+t*t*r;return o},a=0;o>=a;a++)s.push(new e(h(a/o,i.x,n.x,r.x),h(a/o,i.y,n.y,r.y),h(a/o,i.z,n.z,r.z)));return new t(s)},t.CreateCubicBezier=function(i,n,r,o,s){s=s>3?s:4;for(var h=new Array,a=function(t,i,n,r,o){var s=(1-t)*(1-t)*(1-t)*i+3*t*(1-t)*(1-t)*n+3*t*t*(1-t)*r+t*t*t*o;return s},u=0;s>=u;u++)h.push(new e(a(u/s,i.x,n.x,r.x,o.x),a(u/s,i.y,n.y,r.y,o.y),a(u/s,i.z,n.z,r.z,o.z)));return new t(h)},t.CreateHermiteSpline=function(i,n,r,o,s){for(var h=new Array,a=1/s,u=0;s>=u;u++)h.push(e.Hermite(i,n,r,o,u*a));return new t(h)},t.prototype.getPoints=function(){return this._points},t.prototype.length=function(){return this._length},t.prototype["continue"]=function(i){for(var n=this._points[this._points.length-1],r=this._points.slice(),o=i.getPoints(),s=1;s<o.length;s++)r.push(o[s].subtract(o[0]).add(n));var e=new t(r);return e},t.prototype._computeLength=function(t){for(var i=0,n=1;n<t.length;n++)i+=t[n].subtract(t[n-1]).length();return i},t}();t.Curve3=T;var R=function(){function t(t,i){void 0===t&&(t=e.Zero()),void 0===i&&(i=e.Up()),this.position=t,this.normal=i}return t.prototype.clone=function(){return new t(this.position.clone(),this.normal.clone())},t}();t.PositionNormalVertex=R;var _=function(){function t(t,i,n){void 0===t&&(t=e.Zero()),void 0===i&&(i=e.Up()),void 0===n&&(n=s.Zero()),this.position=t,this.normal=i,this.uv=n}return t.prototype.clone=function(){return new t(this.position.clone(),this.normal.clone(),this.uv.clone())},t}();t.PositionNormalTextureVertex=_}(BABYLON||(BABYLON={}));',
("undefined"!=typeof window&&window.module||"undefined"!=typeof module)&&"undefined"!=typeof module.exports&&(module.exports=BABYLON);
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OEBPS/js/r/SVGRenderer.js
/**
 * @author mrdoob / http://mrdoob.com/
 */

THREE.SVGObject = function ( node ) {

	THREE.Object3D.call( this );

	this.node = node;

};

THREE.SVGObject.prototype = Object.create( THREE.Object3D.prototype );
THREE.SVGObject.prototype.constructor = THREE.SVGObject;

THREE.SVGRenderer = function () {

	console.log( 'THREE.SVGRenderer', THREE.REVISION );

	var _this = this,
	_renderData, _elements, _lights,
	_projector = new THREE.Projector(),
	_svg = document.createElementNS( 'http://www.w3.org/2000/svg', 'svg' ),
	_svgWidth, _svgHeight, _svgWidthHalf, _svgHeightHalf,

	_v1, _v2, _v3, _v4,

	_clipBox = new THREE.Box2(),
	_elemBox = new THREE.Box2(),

	_color = new THREE.Color(),
	_diffuseColor = new THREE.Color(),
	_ambientLight = new THREE.Color(),
	_directionalLights = new THREE.Color(),
	_pointLights = new THREE.Color(),
	_clearColor = new THREE.Color(),
	_clearAlpha = 1,

	_vector3 = new THREE.Vector3(), // Needed for PointLight
	_centroid = new THREE.Vector3(),
	_normal = new THREE.Vector3(),
	_normalViewMatrix = new THREE.Matrix3(),

	_viewMatrix = new THREE.Matrix4(),
	_viewProjectionMatrix = new THREE.Matrix4(),

	_svgPathPool = [], _svgLinePool = [], _svgRectPool = [],
	_svgNode, _pathCount = 0, _lineCount = 0, _rectCount = 0,
	_quality = 1;

	this.domElement = _svg;

	this.autoClear = true;
	this.sortObjects = true;
	this.sortElements = true;

	this.info = {

		render: {

			vertices: 0,
			faces: 0

		}

	};

	this.setQuality = function( quality ) {

		switch ( quality ) {

			case "high": _quality = 1; break;
			case "low": _quality = 0; break;

		}

	};

	// WebGLRenderer compatibility

	this.supportsVertexTextures = function () {};
	this.setFaceCulling = function () {};

	this.setClearColor = function ( color, alpha ) {

		_clearColor.set( color );
		_clearAlpha = alpha !== undefined ? alpha : 1;

	};

	this.setPixelRatio = function () {};

	this.setSize = function( width, height ) {

		_svgWidth = width; _svgHeight = height;
		_svgWidthHalf = _svgWidth / 2; _svgHeightHalf = _svgHeight / 2;

		_svg.setAttribute( 'viewBox', ( - _svgWidthHalf ) + ' ' + ( - _svgHeightHalf ) + ' ' + _svgWidth + ' ' + _svgHeight );
		_svg.setAttribute( 'width', _svgWidth );
		_svg.setAttribute( 'height', _svgHeight );

		_clipBox.min.set( - _svgWidthHalf, - _svgHeightHalf );
		_clipBox.max.set( _svgWidthHalf, _svgHeightHalf );

	};

	this.clear = function () {

		_pathCount = 0;
		_lineCount = 0;
		_rectCount = 0;

		while ( _svg.childNodes.length > 0 ) {

			_svg.removeChild( _svg.childNodes[ 0 ] );

		}

		_svg.style.backgroundColor = 'rgba(' + ( ( _clearColor.r * 255 ) | 0 ) + ',' + ( ( _clearColor.g * 255 ) | 0 ) + ',' + ( ( _clearColor.b * 255 ) | 0 ) + ',' + _clearAlpha + ')';

	};

	this.render = function ( scene, camera ) {

		if ( camera instanceof THREE.Camera === false ) {

			console.error( 'THREE.SVGRenderer.render: camera is not an instance of THREE.Camera.' );
			return;

		}

		if ( this.autoClear === true ) this.clear();

		_this.info.render.vertices = 0;
		_this.info.render.faces = 0;

		_viewMatrix.copy( camera.matrixWorldInverse.getInverse( camera.matrixWorld ) );
		_viewProjectionMatrix.multiplyMatrices( camera.projectionMatrix, _viewMatrix );

		_renderData = _projector.projectScene( scene, camera, this.sortObjects, this.sortElements );
		_elements = _renderData.elements;
		_lights = _renderData.lights;

		_normalViewMatrix.getNormalMatrix( camera.matrixWorldInverse );

		calculateLights( _lights );

		for ( var e = 0, el = _elements.length; e < el; e ++ ) {

			var element = _elements[ e ];
			var material = element.material;

			if ( material === undefined || material.opacity === 0 ) continue;

			_elemBox.makeEmpty();

			if ( element instanceof THREE.RenderableSprite ) {

				_v1 = element;
				_v1.x *= _svgWidthHalf; _v1.y *= - _svgHeightHalf;

				renderSprite( _v1, element, material );

			} else if ( element instanceof THREE.RenderableLine ) {

				_v1 = element.v1; _v2 = element.v2;

				_v1.positionScreen.x *= _svgWidthHalf; _v1.positionScreen.y *= - _svgHeightHalf;
				_v2.positionScreen.x *= _svgWidthHalf; _v2.positionScreen.y *= - _svgHeightHalf;

				_elemBox.setFromPoints( [ _v1.positionScreen, _v2.positionScreen ] );

				if ( _clipBox.isIntersectionBox( _elemBox ) === true ) {

					renderLine( _v1, _v2, element, material );

				}

			} else if ( element instanceof THREE.RenderableFace ) {

				_v1 = element.v1; _v2 = element.v2; _v3 = element.v3;

				if ( _v1.positionScreen.z < - 1 || _v1.positionScreen.z > 1 ) continue;
				if ( _v2.positionScreen.z < - 1 || _v2.positionScreen.z > 1 ) continue;
				if ( _v3.positionScreen.z < - 1 || _v3.positionScreen.z > 1 ) continue;

				_v1.positionScreen.x *= _svgWidthHalf; _v1.positionScreen.y *= - _svgHeightHalf;
				_v2.positionScreen.x *= _svgWidthHalf; _v2.positionScreen.y *= - _svgHeightHalf;
				_v3.positionScreen.x *= _svgWidthHalf; _v3.positionScreen.y *= - _svgHeightHalf;

				_elemBox.setFromPoints( [
					_v1.positionScreen,
					_v2.positionScreen,
					_v3.positionScreen
				] );

				if ( _clipBox.isIntersectionBox( _elemBox ) === true ) {

					renderFace3( _v1, _v2, _v3, element, material );

				}

			}

		}

		scene.traverseVisible( function ( object ) {

			 if ( object instanceof THREE.SVGObject ) {

				_vector3.setFromMatrixPosition( object.matrixWorld );
				_vector3.applyProjection( _viewProjectionMatrix );

				var x =   _vector3.x * _svgWidthHalf;
				var y = - _vector3.y * _svgHeightHalf;

				var node = object.node;
				node.setAttribute( 'transform', 'translate(' + x + ',' + y + ')' );

				_svg.appendChild( node );

			}

		} );

	};

	function calculateLights( lights ) {

		_ambientLight.setRGB( 0, 0, 0 );
		_directionalLights.setRGB( 0, 0, 0 );
		_pointLights.setRGB( 0, 0, 0 );

		for ( var l = 0, ll = lights.length; l < ll; l ++ ) {

			var light = lights[ l ];
			var lightColor = light.color;

			if ( light instanceof THREE.AmbientLight ) {

				_ambientLight.r += lightColor.r;
				_ambientLight.g += lightColor.g;
				_ambientLight.b += lightColor.b;

			} else if ( light instanceof THREE.DirectionalLight ) {

				_directionalLights.r += lightColor.r;
				_directionalLights.g += lightColor.g;
				_directionalLights.b += lightColor.b;

			} else if ( light instanceof THREE.PointLight ) {

				_pointLights.r += lightColor.r;
				_pointLights.g += lightColor.g;
				_pointLights.b += lightColor.b;

			}

		}

	}

	function calculateLight( lights, position, normal, color ) {

		for ( var l = 0, ll = lights.length; l < ll; l ++ ) {

			var light = lights[ l ];
			var lightColor = light.color;

			if ( light instanceof THREE.DirectionalLight ) {

				var lightPosition = _vector3.setFromMatrixPosition( light.matrixWorld ).normalize();

				var amount = normal.dot( lightPosition );

				if ( amount <= 0 ) continue;

				amount *= light.intensity;

				color.r += lightColor.r * amount;
				color.g += lightColor.g * amount;
				color.b += lightColor.b * amount;

			} else if ( light instanceof THREE.PointLight ) {

				var lightPosition = _vector3.setFromMatrixPosition( light.matrixWorld );

				var amount = normal.dot( _vector3.subVectors( lightPosition, position ).normalize() );

				if ( amount <= 0 ) continue;

				amount *= light.distance == 0 ? 1 : 1 - Math.min( position.distanceTo( lightPosition ) / light.distance, 1 );

				if ( amount == 0 ) continue;

				amount *= light.intensity;

				color.r += lightColor.r * amount;
				color.g += lightColor.g * amount;
				color.b += lightColor.b * amount;

			}

		}

	}

	function renderSprite( v1, element, material ) {

		var scaleX = element.scale.x * _svgWidthHalf;
		var scaleY = element.scale.y * _svgHeightHalf;

		_svgNode = getRectNode( _rectCount ++ );

		_svgNode.setAttribute( 'x', v1.x - ( scaleX * 0.5 ) );
		_svgNode.setAttribute( 'y', v1.y - ( scaleY * 0.5 ) );
		_svgNode.setAttribute( 'width', scaleX );
		_svgNode.setAttribute( 'height', scaleY );

		if ( material instanceof THREE.SpriteMaterial ) {

			_svgNode.setAttribute( 'style', 'fill: ' + material.color.getStyle() );

		}

		_svg.appendChild( _svgNode );

	}

	function renderLine( v1, v2, element, material ) {

		_svgNode = getLineNode( _lineCount ++ );

		_svgNode.setAttribute( 'x1', v1.positionScreen.x );
		_svgNode.setAttribute( 'y1', v1.positionScreen.y );
		_svgNode.setAttribute( 'x2', v2.positionScreen.x );
		_svgNode.setAttribute( 'y2', v2.positionScreen.y );

		if ( material instanceof THREE.LineBasicMaterial ) {

			_svgNode.setAttribute( 'style', 'fill: none; stroke: ' + material.color.getStyle() + '; stroke-width: ' + material.linewidth + '; stroke-opacity: ' + material.opacity + '; stroke-linecap: ' + material.linecap + '; stroke-linejoin: ' + material.linejoin );

			_svg.appendChild( _svgNode );

		}

	}

	function renderFace3( v1, v2, v3, element, material ) {

		_this.info.render.vertices += 3;
		_this.info.render.faces ++;

		_svgNode = getPathNode( _pathCount ++ );
		_svgNode.setAttribute( 'd', 'M ' + v1.positionScreen.x + ' ' + v1.positionScreen.y + ' L ' + v2.positionScreen.x + ' ' + v2.positionScreen.y + ' L ' + v3.positionScreen.x + ',' + v3.positionScreen.y + 'z' );

		if ( material instanceof THREE.MeshBasicMaterial ) {

			_color.copy( material.color );

			if ( material.vertexColors === THREE.FaceColors ) {

				_color.multiply( element.color );

			}

		} else if ( material instanceof THREE.MeshLambertMaterial || material instanceof THREE.MeshPhongMaterial ) {

			_diffuseColor.copy( material.color );

			if ( material.vertexColors === THREE.FaceColors ) {

				_diffuseColor.multiply( element.color );

			}

			_color.copy( _ambientLight );

			_centroid.copy( v1.positionWorld ).add( v2.positionWorld ).add( v3.positionWorld ).divideScalar( 3 );

			calculateLight( _lights, _centroid, element.normalModel, _color );

			_color.multiply( _diffuseColor ).add( material.emissive );

		} else if ( material instanceof THREE.MeshNormalMaterial ) {

			_normal.copy( element.normalModel ).applyMatrix3( _normalViewMatrix );

			_color.setRGB( _normal.x, _normal.y, _normal.z ).multiplyScalar( 0.5 ).addScalar( 0.5 );

		}

		if ( material.wireframe ) {

			_svgNode.setAttribute( 'style', 'fill: none; stroke: ' + _color.getStyle() + '; stroke-width: ' + material.wireframeLinewidth + '; stroke-opacity: ' + material.opacity + '; stroke-linecap: ' + material.wireframeLinecap + '; stroke-linejoin: ' + material.wireframeLinejoin );

		} else {

			_svgNode.setAttribute( 'style', 'fill: ' + _color.getStyle() + '; fill-opacity: ' + material.opacity );

		}

		_svg.appendChild( _svgNode );

	}

	function getLineNode( id ) {

		if ( _svgLinePool[ id ] == null ) {

			_svgLinePool[ id ] = document.createElementNS( 'http://www.w3.org/2000/svg', 'line' );

			if ( _quality == 0 ) {

				_svgLinePool[ id ].setAttribute( 'shape-rendering', 'crispEdges' ); //optimizeSpeed

			}

			return _svgLinePool[ id ];

		}

		return _svgLinePool[ id ];

	}

	function getPathNode( id ) {

		if ( _svgPathPool[ id ] == null ) {

			_svgPathPool[ id ] = document.createElementNS( 'http://www.w3.org/2000/svg', 'path' );

			if ( _quality == 0 ) {

				_svgPathPool[ id ].setAttribute( 'shape-rendering', 'crispEdges' ); //optimizeSpeed

			}

			return _svgPathPool[ id ];

		}

		return _svgPathPool[ id ];

	}

	function getRectNode( id ) {

		if ( _svgRectPool[ id ] == null ) {

			_svgRectPool[ id ] = document.createElementNS( 'http://www.w3.org/2000/svg', 'rect' );

			if ( _quality == 0 ) {

				_svgRectPool[ id ].setAttribute( 'shape-rendering', 'crispEdges' ); //optimizeSpeed

			}

			return _svgRectPool[ id ];

		}

		return _svgRectPool[ id ];

	}

};
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OEBPS/js/jquery.touchSwipe.min.js
(function(a){if(typeof define==="function"&&define.amd&&define.amd.jQuery){define(["jquery"],a)}else{a(jQuery)}}(function(e){var o="left",n="right",d="up",v="down",c="in",w="out",l="none",r="auto",k="swipe",s="pinch",x="tap",i="doubletap",b="longtap",A="horizontal",t="vertical",h="all",q=10,f="start",j="move",g="end",p="cancel",a="ontouchstart" in window,y="TouchSwipe";var m={fingers:1,threshold:75,cancelThreshold:null,pinchThreshold:20,maxTimeThreshold:null,fingerReleaseThreshold:250,longTapThreshold:500,doubleTapThreshold:200,swipe:null,swipeLeft:null,swipeRight:null,swipeUp:null,swipeDown:null,swipeStatus:null,pinchIn:null,pinchOut:null,pinchStatus:null,click:null,tap:null,doubleTap:null,longTap:null,triggerOnTouchEnd:true,triggerOnTouchLeave:false,allowPageScroll:"auto",fallbackToMouseEvents:true,excludedElements:"label, button, input, select, textarea, a, .noSwipe"};e.fn.swipe=function(D){var C=e(this),B=C.data(y);if(B&&typeof D==="string"){if(B[D]){return B[D].apply(this,Array.prototype.slice.call(arguments,1))}else{e.error("Method "+D+" does not exist on jQuery.swipe")}}else{if(!B&&(typeof D==="object"||!D)){return u.apply(this,arguments)}}return C};e.fn.swipe.defaults=m;e.fn.swipe.phases={PHASE_START:f,PHASE_MOVE:j,PHASE_END:g,PHASE_CANCEL:p};e.fn.swipe.directions={LEFT:o,RIGHT:n,UP:d,DOWN:v,IN:c,OUT:w};e.fn.swipe.pageScroll={NONE:l,HORIZONTAL:A,VERTICAL:t,AUTO:r};e.fn.swipe.fingers={ONE:1,TWO:2,THREE:3,ALL:h};function u(B){if(B&&(B.allowPageScroll===undefined&&(B.swipe!==undefined||B.swipeStatus!==undefined))){B.allowPageScroll=l}if(B.click!==undefined&&B.tap===undefined){B.tap=B.click}if(!B){B={}}B=e.extend({},e.fn.swipe.defaults,B);return this.each(function(){var D=e(this);var C=D.data(y);if(!C){C=new z(this,B);D.data(y,C)}})}function z(a0,aq){var av=(a||!aq.fallbackToMouseEvents),G=av?"touchstart":"mousedown",au=av?"touchmove":"mousemove",R=av?"touchend":"mouseup",P=av?null:"mouseleave",az="touchcancel";var ac=0,aL=null,Y=0,aX=0,aV=0,D=1,am=0,aF=0,J=null;var aN=e(a0);var W="start";var T=0;var aM=null;var Q=0,aY=0,a1=0,aa=0,K=0;var aS=null;try{aN.bind(G,aJ);aN.bind(az,a5)}catch(ag){e.error("events not supported "+G+","+az+" on jQuery.swipe")}this.enable=function(){aN.bind(G,aJ);aN.bind(az,a5);return aN};this.disable=function(){aG();return aN};this.destroy=function(){aG();aN.data(y,null);return aN};this.option=function(a8,a7){if(aq[a8]!==undefined){if(a7===undefined){return aq[a8]}else{aq[a8]=a7}}else{e.error("Option "+a8+" does not exist on jQuery.swipe.options")}return null};function aJ(a9){if(ax()){return}if(e(a9.target).closest(aq.excludedElements,aN).length>0){return}var ba=a9.originalEvent?a9.originalEvent:a9;var a8,a7=a?ba.touches[0]:ba;W=f;if(a){T=ba.touches.length}else{a9.preventDefault()}ac=0;aL=null;aF=null;Y=0;aX=0;aV=0;D=1;am=0;aM=af();J=X();O();if(!a||(T===aq.fingers||aq.fingers===h)||aT()){ae(0,a7);Q=ao();if(T==2){ae(1,ba.touches[1]);aX=aV=ap(aM[0].start,aM[1].start)}if(aq.swipeStatus||aq.pinchStatus){a8=L(ba,W)}}else{a8=false}if(a8===false){W=p;L(ba,W);return a8}else{ak(true)}return null}function aZ(ba){var bd=ba.originalEvent?ba.originalEvent:ba;if(W===g||W===p||ai()){return}var a9,a8=a?bd.touches[0]:bd;var bb=aD(a8);aY=ao();if(a){T=bd.touches.length}W=j;if(T==2){if(aX==0){ae(1,bd.touches[1]);aX=aV=ap(aM[0].start,aM[1].start)}else{aD(bd.touches[1]);aV=ap(aM[0].end,aM[1].end);aF=an(aM[0].end,aM[1].end)}D=a3(aX,aV);am=Math.abs(aX-aV)}if((T===aq.fingers||aq.fingers===h)||!a||aT()){aL=aH(bb.start,bb.end);ah(ba,aL);ac=aO(bb.start,bb.end);Y=aI();aE(aL,ac);if(aq.swipeStatus||aq.pinchStatus){a9=L(bd,W)}if(!aq.triggerOnTouchEnd||aq.triggerOnTouchLeave){var a7=true;if(aq.triggerOnTouchLeave){var bc=aU(this);a7=B(bb.end,bc)}if(!aq.triggerOnTouchEnd&&a7){W=ay(j)}else{if(aq.triggerOnTouchLeave&&!a7){W=ay(g)}}if(W==p||W==g){L(bd,W)}}}else{W=p;L(bd,W)}if(a9===false){W=p;L(bd,W)}}function I(a7){var a8=a7.originalEvent;if(a){if(a8.touches.length>0){C();return true}}if(ai()){T=aa}a7.preventDefault();aY=ao();Y=aI();if(a6()){W=p;L(a8,W)}else{if(aq.triggerOnTouchEnd||(aq.triggerOnTouchEnd==false&&W===j)){W=g;L(a8,W)}else{if(!aq.triggerOnTouchEnd&&a2()){W=g;aB(a8,W,x)}else{if(W===j){W=p;L(a8,W)}}}}ak(false);return null}function a5(){T=0;aY=0;Q=0;aX=0;aV=0;D=1;O();ak(false)}function H(a7){var a8=a7.originalEvent;if(aq.triggerOnTouchLeave){W=ay(g);L(a8,W)}}function aG(){aN.unbind(G,aJ);aN.unbind(az,a5);aN.unbind(au,aZ);aN.unbind(R,I);if(P){aN.unbind(P,H)}ak(false)}function ay(bb){var ba=bb;var a9=aw();var a8=aj();var a7=a6();if(!a9||a7){ba=p}else{if(a8&&bb==j&&(!aq.triggerOnTouchEnd||aq.triggerOnTouchLeave)){ba=g}else{if(!a8&&bb==g&&aq.triggerOnTouchLeave){ba=p}}}return ba}function L(a9,a7){var a8=undefined;if(F()||S()){a8=aB(a9,a7,k)}else{if((M()||aT())&&a8!==false){a8=aB(a9,a7,s)}}if(aC()&&a8!==false){a8=aB(a9,a7,i)}else{if(al()&&a8!==false){a8=aB(a9,a7,b)}else{if(ad()&&a8!==false){a8=aB(a9,a7,x)}}}if(a7===p){a5(a9)}if(a7===g){if(a){if(a9.touches.length==0){a5(a9)}}else{a5(a9)}}return a8}function aB(ba,a7,a9){var a8=undefined;if(a9==k){aN.trigger("swipeStatus",[a7,aL||null,ac||0,Y||0,T]);if(aq.swipeStatus){a8=aq.swipeStatus.call(aN,ba,a7,aL||null,ac||0,Y||0,T);if(a8===false){return false}}if(a7==g&&aR()){aN.trigger("swipe",[aL,ac,Y,T]);if(aq.swipe){a8=aq.swipe.call(aN,ba,aL,ac,Y,T);if(a8===false){return false}}switch(aL){case o:aN.trigger("swipeLeft",[aL,ac,Y,T]);if(aq.swipeLeft){a8=aq.swipeLeft.call(aN,ba,aL,ac,Y,T)}break;case n:aN.trigger("swipeRight",[aL,ac,Y,T]);if(aq.swipeRight){a8=aq.swipeRight.call(aN,ba,aL,ac,Y,T)}break;case d:aN.trigger("swipeUp",[aL,ac,Y,T]);if(aq.swipeUp){a8=aq.swipeUp.call(aN,ba,aL,ac,Y,T)}break;case v:aN.trigger("swipeDown",[aL,ac,Y,T]);if(aq.swipeDown){a8=aq.swipeDown.call(aN,ba,aL,ac,Y,T)}break}}}if(a9==s){aN.trigger("pinchStatus",[a7,aF||null,am||0,Y||0,T,D]);if(aq.pinchStatus){a8=aq.pinchStatus.call(aN,ba,a7,aF||null,am||0,Y||0,T,D);if(a8===false){return false}}if(a7==g&&a4()){switch(aF){case c:aN.trigger("pinchIn",[aF||null,am||0,Y||0,T,D]);if(aq.pinchIn){a8=aq.pinchIn.call(aN,ba,aF||null,am||0,Y||0,T,D)}break;case w:aN.trigger("pinchOut",[aF||null,am||0,Y||0,T,D]);if(aq.pinchOut){a8=aq.pinchOut.call(aN,ba,aF||null,am||0,Y||0,T,D)}break}}}if(a9==x){if(a7===p||a7===g){clearTimeout(aS);if(V()&&!E()){K=ao();aS=setTimeout(e.proxy(function(){K=null;aN.trigger("tap",[ba.target]);if(aq.tap){a8=aq.tap.call(aN,ba,ba.target)}},this),aq.doubleTapThreshold)}else{K=null;aN.trigger("tap",[ba.target]);if(aq.tap){a8=aq.tap.call(aN,ba,ba.target)}}}}else{if(a9==i){if(a7===p||a7===g){clearTimeout(aS);K=null;aN.trigger("doubletap",[ba.target]);if(aq.doubleTap){a8=aq.doubleTap.call(aN,ba,ba.target)}}}else{if(a9==b){if(a7===p||a7===g){clearTimeout(aS);K=null;aN.trigger("longtap",[ba.target]);if(aq.longTap){a8=aq.longTap.call(aN,ba,ba.target)}}}}}return a8}function aj(){var a7=true;if(aq.threshold!==null){a7=ac>=aq.threshold}return a7}function a6(){var a7=false;if(aq.cancelThreshold!==null&&aL!==null){a7=(aP(aL)-ac)>=aq.cancelThreshold}return a7}function ab(){if(aq.pinchThreshold!==null){return am>=aq.pinchThreshold}return true}function aw(){var a7;if(aq.maxTimeThreshold){if(Y>=aq.maxTimeThreshold){a7=false}else{a7=true}}else{a7=true}return a7}function ah(a7,a8){if(aq.allowPageScroll===l||aT()){a7.preventDefault()}else{var a9=aq.allowPageScroll===r;switch(a8){case o:if((aq.swipeLeft&&a9)||(!a9&&aq.allowPageScroll!=A)){a7.preventDefault()}break;case n:if((aq.swipeRight&&a9)||(!a9&&aq.allowPageScroll!=A)){a7.preventDefault()}break;case d:if((aq.swipeUp&&a9)||(!a9&&aq.allowPageScroll!=t)){a7.preventDefault()}break;case v:if((aq.swipeDown&&a9)||(!a9&&aq.allowPageScroll!=t)){a7.preventDefault()}break}}}function a4(){var a8=aK();var a7=U();var a9=ab();return a8&&a7&&a9}function aT(){return !!(aq.pinchStatus||aq.pinchIn||aq.pinchOut)}function M(){return !!(a4()&&aT())}function aR(){var ba=aw();var bc=aj();var a9=aK();var a7=U();var a8=a6();var bb=!a8&&a7&&a9&&bc&&ba;return bb}function S(){return !!(aq.swipe||aq.swipeStatus||aq.swipeLeft||aq.swipeRight||aq.swipeUp||aq.swipeDown)}function F(){return !!(aR()&&S())}function aK(){return((T===aq.fingers||aq.fingers===h)||!a)}function U(){return aM[0].end.x!==0}function a2(){return !!(aq.tap)}function V(){return !!(aq.doubleTap)}function aQ(){return !!(aq.longTap)}function N(){if(K==null){return false}var a7=ao();return(V()&&((a7-K)<=aq.doubleTapThreshold))}function E(){return N()}function at(){return((T===1||!a)&&(isNaN(ac)||ac===0))}function aW(){return((Y>aq.longTapThreshold)&&(ac<q))}function ad(){return !!(at()&&a2())}function aC(){return !!(N()&&V())}function al(){return !!(aW()&&aQ())}function C(){a1=ao();aa=event.touches.length+1}function O(){a1=0;aa=0}function ai(){var a7=false;if(a1){var a8=ao()-a1;if(a8<=aq.fingerReleaseThreshold){a7=true}}return a7}function ax(){return !!(aN.data(y+"_intouch")===true)}function ak(a7){if(a7===true){aN.bind(au,aZ);aN.bind(R,I);if(P){aN.bind(P,H)}}else{aN.unbind(au,aZ,false);aN.unbind(R,I,false);if(P){aN.unbind(P,H,false)}}aN.data(y+"_intouch",a7===true)}function ae(a8,a7){var a9=a7.identifier!==undefined?a7.identifier:0;aM[a8].identifier=a9;aM[a8].start.x=aM[a8].end.x=a7.pageX||a7.clientX;aM[a8].start.y=aM[a8].end.y=a7.pageY||a7.clientY;return aM[a8]}function aD(a7){var a9=a7.identifier!==undefined?a7.identifier:0;var a8=Z(a9);a8.end.x=a7.pageX||a7.clientX;a8.end.y=a7.pageY||a7.clientY;return a8}function Z(a8){for(var a7=0;a7<aM.length;a7++){if(aM[a7].identifier==a8){return aM[a7]}}}function af(){var a7=[];for(var a8=0;a8<=5;a8++){a7.push({start:{x:0,y:0},end:{x:0,y:0},identifier:0})}return a7}function aE(a7,a8){a8=Math.max(a8,aP(a7));J[a7].distance=a8}function aP(a7){if(J[a7]){return J[a7].distance}return undefined}function X(){var a7={};a7[o]=ar(o);a7[n]=ar(n);a7[d]=ar(d);a7[v]=ar(v);return a7}function ar(a7){return{direction:a7,distance:0}}function aI(){return aY-Q}function ap(ba,a9){var a8=Math.abs(ba.x-a9.x);var a7=Math.abs(ba.y-a9.y);return Math.round(Math.sqrt(a8*a8+a7*a7))}function a3(a7,a8){var a9=(a8/a7)*1;return a9.toFixed(2)}function an(){if(D<1){return w}else{return c}}function aO(a8,a7){return Math.round(Math.sqrt(Math.pow(a7.x-a8.x,2)+Math.pow(a7.y-a8.y,2)))}function aA(ba,a8){var a7=ba.x-a8.x;var bc=a8.y-ba.y;var a9=Math.atan2(bc,a7);var bb=Math.round(a9*180/Math.PI);if(bb<0){bb=360-Math.abs(bb)}return bb}function aH(a8,a7){var a9=aA(a8,a7);if((a9<=45)&&(a9>=0)){return o}else{if((a9<=360)&&(a9>=315)){return o}else{if((a9>=135)&&(a9<=225)){return n}else{if((a9>45)&&(a9<135)){return v}else{return d}}}}}function ao(){var a7=new Date();return a7.getTime()}function aU(a7){a7=e(a7);var a9=a7.offset();var a8={left:a9.left,right:a9.left+a7.outerWidth(),top:a9.top,bottom:a9.top+a7.outerHeight()};return a8}function B(a7,a8){return(a7.x>a8.left&&a7.x<a8.right&&a7.y>a8.top&&a7.y<a8.bottom)}}}));
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OEBPS/js/r/Projector.js
/**
 * @author mrdoob / http://mrdoob.com/
 * @author supereggbert / http://www.paulbrunt.co.uk/
 * @author julianwa / https://github.com/julianwa
 */

THREE.RenderableObject = function () {

	this.id = 0;

	this.object = null;
	this.z = 0;
	this.renderOrder = 0;

};

//

THREE.RenderableFace = function () {

	this.id = 0;

	this.v1 = new THREE.RenderableVertex();
	this.v2 = new THREE.RenderableVertex();
	this.v3 = new THREE.RenderableVertex();

	this.normalModel = new THREE.Vector3();

	this.vertexNormalsModel = [ new THREE.Vector3(), new THREE.Vector3(), new THREE.Vector3() ];
	this.vertexNormalsLength = 0;

	this.color = new THREE.Color();
	this.material = null;
	this.uvs = [ new THREE.Vector2(), new THREE.Vector2(), new THREE.Vector2() ];

	this.z = 0;
	this.renderOrder = 0;

};

//

THREE.RenderableVertex = function () {

	this.position = new THREE.Vector3();
	this.positionWorld = new THREE.Vector3();
	this.positionScreen = new THREE.Vector4();

	this.visible = true;

};

THREE.RenderableVertex.prototype.copy = function ( vertex ) {

	this.positionWorld.copy( vertex.positionWorld );
	this.positionScreen.copy( vertex.positionScreen );

};

//

THREE.RenderableLine = function () {

	this.id = 0;

	this.v1 = new THREE.RenderableVertex();
	this.v2 = new THREE.RenderableVertex();

	this.vertexColors = [ new THREE.Color(), new THREE.Color() ];
	this.material = null;

	this.z = 0;
	this.renderOrder = 0;

};

//

THREE.RenderableSprite = function () {

	this.id = 0;

	this.object = null;

	this.x = 0;
	this.y = 0;
	this.z = 0;

	this.rotation = 0;
	this.scale = new THREE.Vector2();

	this.material = null;
	this.renderOrder = 0;

};

//

THREE.Projector = function () {

	var _object, _objectCount, _objectPool = [], _objectPoolLength = 0,
	_vertex, _vertexCount, _vertexPool = [], _vertexPoolLength = 0,
	_face, _faceCount, _facePool = [], _facePoolLength = 0,
	_line, _lineCount, _linePool = [], _linePoolLength = 0,
	_sprite, _spriteCount, _spritePool = [], _spritePoolLength = 0,

	_renderData = { objects: [], lights: [], elements: [] },

	_vector3 = new THREE.Vector3(),
	_vector4 = new THREE.Vector4(),

	_clipBox = new THREE.Box3( new THREE.Vector3( - 1, - 1, - 1 ), new THREE.Vector3( 1, 1, 1 ) ),
	_boundingBox = new THREE.Box3(),
	_points3 = new Array( 3 ),
	_points4 = new Array( 4 ),

	_viewMatrix = new THREE.Matrix4(),
	_viewProjectionMatrix = new THREE.Matrix4(),

	_modelMatrix,
	_modelViewProjectionMatrix = new THREE.Matrix4(),

	_normalMatrix = new THREE.Matrix3(),

	_frustum = new THREE.Frustum(),

	_clippedVertex1PositionScreen = new THREE.Vector4(),
	_clippedVertex2PositionScreen = new THREE.Vector4();

	//

	this.projectVector = function ( vector, camera ) {

		console.warn( 'THREE.Projector: .projectVector() is now vector.project().' );
		vector.project( camera );

	};

	this.unprojectVector = function ( vector, camera ) {

		console.warn( 'THREE.Projector: .unprojectVector() is now vector.unproject().' );
		vector.unproject( camera );

	};

	this.pickingRay = function ( vector, camera ) {

		console.error( 'THREE.Projector: .pickingRay() is now raycaster.setFromCamera().' );

	};

	//

	var RenderList = function () {

		var normals = [];
		var uvs = [];

		var object = null;
		var material = null;

		var normalMatrix = new THREE.Matrix3();

		var setObject = function ( value ) {

			object = value;
			material = object.material;

			normalMatrix.getNormalMatrix( object.matrixWorld );

			normals.length = 0;
			uvs.length = 0;

		};

		var projectVertex = function ( vertex ) {

			var position = vertex.position;
			var positionWorld = vertex.positionWorld;
			var positionScreen = vertex.positionScreen;

			positionWorld.copy( position ).applyMatrix4( _modelMatrix );
			positionScreen.copy( positionWorld ).applyMatrix4( _viewProjectionMatrix );

			var invW = 1 / positionScreen.w;

			positionScreen.x *= invW;
			positionScreen.y *= invW;
			positionScreen.z *= invW;

			vertex.visible = positionScreen.x >= - 1 && positionScreen.x <= 1 &&
					 positionScreen.y >= - 1 && positionScreen.y <= 1 &&
					 positionScreen.z >= - 1 && positionScreen.z <= 1;

		};

		var pushVertex = function ( x, y, z ) {

			_vertex = getNextVertexInPool();
			_vertex.position.set( x, y, z );

			projectVertex( _vertex );

		};

		var pushNormal = function ( x, y, z ) {

			normals.push( x, y, z );

		};

		var pushUv = function ( x, y ) {

			uvs.push( x, y );

		};

		var checkTriangleVisibility = function ( v1, v2, v3 ) {

			if ( v1.visible === true || v2.visible === true || v3.visible === true ) return true;

			_points3[ 0 ] = v1.positionScreen;
			_points3[ 1 ] = v2.positionScreen;
			_points3[ 2 ] = v3.positionScreen;

			return _clipBox.isIntersectionBox( _boundingBox.setFromPoints( _points3 ) );

		};

		var checkBackfaceCulling = function ( v1, v2, v3 ) {

			return ( ( v3.positionScreen.x - v1.positionScreen.x ) *
				    ( v2.positionScreen.y - v1.positionScreen.y ) -
				    ( v3.positionScreen.y - v1.positionScreen.y ) *
				    ( v2.positionScreen.x - v1.positionScreen.x ) ) < 0;

		};

		var pushLine = function ( a, b ) {

			var v1 = _vertexPool[ a ];
			var v2 = _vertexPool[ b ];

			_line = getNextLineInPool();

			_line.id = object.id;
			_line.v1.copy( v1 );
			_line.v2.copy( v2 );
			_line.z = ( v1.positionScreen.z + v2.positionScreen.z ) / 2;
			_line.renderOrder = object.renderOrder;

			_line.material = object.material;

			_renderData.elements.push( _line );

		};

		var pushTriangle = function ( a, b, c ) {

			var v1 = _vertexPool[ a ];
			var v2 = _vertexPool[ b ];
			var v3 = _vertexPool[ c ];

			if ( checkTriangleVisibility( v1, v2, v3 ) === false ) return;

			if ( material.side === THREE.DoubleSide || checkBackfaceCulling( v1, v2, v3 ) === true ) {

				_face = getNextFaceInPool();

				_face.id = object.id;
				_face.v1.copy( v1 );
				_face.v2.copy( v2 );
				_face.v3.copy( v3 );
				_face.z = ( v1.positionScreen.z + v2.positionScreen.z + v3.positionScreen.z ) / 3;
				_face.renderOrder = object.renderOrder;

				// use first vertex normal as face normal

				_face.normalModel.fromArray( normals, a * 3 );
				_face.normalModel.applyMatrix3( normalMatrix ).normalize();

				for ( var i = 0; i < 3; i ++ ) {

					var normal = _face.vertexNormalsModel[ i ];
					normal.fromArray( normals, arguments[ i ] * 3 );
					normal.applyMatrix3( normalMatrix ).normalize();

					var uv = _face.uvs[ i ];
					uv.fromArray( uvs, arguments[ i ] * 2 );

				}

				_face.vertexNormalsLength = 3;

				_face.material = object.material;

				_renderData.elements.push( _face );

			}

		};

		return {
			setObject: setObject,
			projectVertex: projectVertex,
			checkTriangleVisibility: checkTriangleVisibility,
			checkBackfaceCulling: checkBackfaceCulling,
			pushVertex: pushVertex,
			pushNormal: pushNormal,
			pushUv: pushUv,
			pushLine: pushLine,
			pushTriangle: pushTriangle
		}

	};

	var renderList = new RenderList();

	this.projectScene = function ( scene, camera, sortObjects, sortElements ) {

		_faceCount = 0;
		_lineCount = 0;
		_spriteCount = 0;

		_renderData.elements.length = 0;

		if ( scene.autoUpdate === true ) scene.updateMatrixWorld();
		if ( camera.parent === null ) camera.updateMatrixWorld();

		_viewMatrix.copy( camera.matrixWorldInverse.getInverse( camera.matrixWorld ) );
		_viewProjectionMatrix.multiplyMatrices( camera.projectionMatrix, _viewMatrix );

		_frustum.setFromMatrix( _viewProjectionMatrix );

		//

		_objectCount = 0;

		_renderData.objects.length = 0;
		_renderData.lights.length = 0;

		scene.traverseVisible( function ( object ) {

			if ( object instanceof THREE.Light ) {

				_renderData.lights.push( object );

			} else if ( object instanceof THREE.Mesh || object instanceof THREE.Line || object instanceof THREE.Sprite ) {

				var material = object.material;

				if ( material.visible === false ) return;

				if ( object.frustumCulled === false || _frustum.intersectsObject( object ) === true ) {

					_object = getNextObjectInPool();
					_object.id = object.id;
					_object.object = object;

					_vector3.setFromMatrixPosition( object.matrixWorld );
					_vector3.applyProjection( _viewProjectionMatrix );
					_object.z = _vector3.z;
					_object.renderOrder = object.renderOrder;

					_renderData.objects.push( _object );

				}

			}

		} );

		if ( sortObjects === true ) {

			_renderData.objects.sort( painterSort );

		}

		//

		for ( var o = 0, ol = _renderData.objects.length; o < ol; o ++ ) {

			var object = _renderData.objects[ o ].object;
			var geometry = object.geometry;

			renderList.setObject( object );

			_modelMatrix = object.matrixWorld;

			_vertexCount = 0;

			if ( object instanceof THREE.Mesh ) {

				if ( geometry instanceof THREE.BufferGeometry ) {

					var attributes = geometry.attributes;
					var groups = geometry.groups;

					if ( attributes.position === undefined ) continue;

					var positions = attributes.position.array;

					for ( var i = 0, l = positions.length; i < l; i += 3 ) {

						renderList.pushVertex( positions[ i ], positions[ i + 1 ], positions[ i + 2 ] );

					}

					if ( attributes.normal !== undefined ) {

						var normals = attributes.normal.array;

						for ( var i = 0, l = normals.length; i < l; i += 3 ) {

							renderList.pushNormal( normals[ i ], normals[ i + 1 ], normals[ i + 2 ] );

						}

					}

					if ( attributes.uv !== undefined ) {

						var uvs = attributes.uv.array;

						for ( var i = 0, l = uvs.length; i < l; i += 2 ) {

							renderList.pushUv( uvs[ i ], uvs[ i + 1 ] );

						}

					}

					if ( geometry.index !== null ) {

						var indices = geometry.index.array;

						if ( groups.length > 0 ) {

							for ( var o = 0; o < groups.length; o ++ ) {

								var group = groups[ o ];

								for ( var i = group.start, l = group.start + group.count; i < l; i += 3 ) {

									renderList.pushTriangle( indices[ i ], indices[ i + 1 ], indices[ i + 2 ] );

								}

							}

						} else {

							for ( var i = 0, l = indices.length; i < l; i += 3 ) {

								renderList.pushTriangle( indices[ i ], indices[ i + 1 ], indices[ i + 2 ] );

							}

						}

					} else {

						for ( var i = 0, l = positions.length / 3; i < l; i += 3 ) {

							renderList.pushTriangle( i, i + 1, i + 2 );

						}

					}

				} else if ( geometry instanceof THREE.Geometry ) {

					var vertices = geometry.vertices;
					var faces = geometry.faces;
					var faceVertexUvs = geometry.faceVertexUvs[ 0 ];

					_normalMatrix.getNormalMatrix( _modelMatrix );

					var material = object.material;

					var isFaceMaterial = material instanceof THREE.MeshFaceMaterial;
					var objectMaterials = isFaceMaterial === true ? object.material : null;

					for ( var v = 0, vl = vertices.length; v < vl; v ++ ) {

						var vertex = vertices[ v ];

						_vector3.copy( vertex );

						if ( material.morphTargets === true ) {

							var morphTargets = geometry.morphTargets;
							var morphInfluences = object.morphTargetInfluences;

							for ( var t = 0, tl = morphTargets.length; t < tl; t ++ ) {

								var influence = morphInfluences[ t ];

								if ( influence === 0 ) continue;

								var target = morphTargets[ t ];
								var targetVertex = target.vertices[ v ];

								_vector3.x += ( targetVertex.x - vertex.x ) * influence;
								_vector3.y += ( targetVertex.y - vertex.y ) * influence;
								_vector3.z += ( targetVertex.z - vertex.z ) * influence;

							}

						}

						renderList.pushVertex( _vector3.x, _vector3.y, _vector3.z );

					}

					for ( var f = 0, fl = faces.length; f < fl; f ++ ) {

						var face = faces[ f ];

						material = isFaceMaterial === true
							 ? objectMaterials.materials[ face.materialIndex ]
							 : object.material;

						if ( material === undefined ) continue;

						var side = material.side;

						var v1 = _vertexPool[ face.a ];
						var v2 = _vertexPool[ face.b ];
						var v3 = _vertexPool[ face.c ];

						if ( renderList.checkTriangleVisibility( v1, v2, v3 ) === false ) continue;

						var visible = renderList.checkBackfaceCulling( v1, v2, v3 );

						if ( side !== THREE.DoubleSide ) {

							if ( side === THREE.FrontSide && visible === false ) continue;
							if ( side === THREE.BackSide && visible === true ) continue;

						}

						_face = getNextFaceInPool();

						_face.id = object.id;
						_face.v1.copy( v1 );
						_face.v2.copy( v2 );
						_face.v3.copy( v3 );

						_face.normalModel.copy( face.normal );

						if ( visible === false && ( side === THREE.BackSide || side === THREE.DoubleSide ) ) {

							_face.normalModel.negate();

						}

						_face.normalModel.applyMatrix3( _normalMatrix ).normalize();

						var faceVertexNormals = face.vertexNormals;

						for ( var n = 0, nl = Math.min( faceVertexNormals.length, 3 ); n < nl; n ++ ) {

							var normalModel = _face.vertexNormalsModel[ n ];
							normalModel.copy( faceVertexNormals[ n ] );

							if ( visible === false && ( side === THREE.BackSide || side === THREE.DoubleSide ) ) {

								normalModel.negate();

							}

							normalModel.applyMatrix3( _normalMatrix ).normalize();

						}

						_face.vertexNormalsLength = faceVertexNormals.length;

						var vertexUvs = faceVertexUvs[ f ];

						if ( vertexUvs !== undefined ) {

							for ( var u = 0; u < 3; u ++ ) {

								_face.uvs[ u ].copy( vertexUvs[ u ] );

							}

						}

						_face.color = face.color;
						_face.material = material;

						_face.z = ( v1.positionScreen.z + v2.positionScreen.z + v3.positionScreen.z ) / 3;
						_face.renderOrder = object.renderOrder;

						_renderData.elements.push( _face );

					}

				}

			} else if ( object instanceof THREE.Line ) {

				if ( geometry instanceof THREE.BufferGeometry ) {

					var attributes = geometry.attributes;

					if ( attributes.position !== undefined ) {

						var positions = attributes.position.array;

						for ( var i = 0, l = positions.length; i < l; i += 3 ) {

							renderList.pushVertex( positions[ i ], positions[ i + 1 ], positions[ i + 2 ] );

						}

						if ( geometry.index !== null ) {

							var indices = geometry.index.array;

							for ( var i = 0, l = indices.length; i < l; i += 2 ) {

								renderList.pushLine( indices[ i ], indices[ i + 1 ] );

							}

						} else {

							var step = object instanceof THREE.LineSegments ? 2 : 1;

							for ( var i = 0, l = ( positions.length / 3 ) - 1; i < l; i += step ) {

								renderList.pushLine( i, i + 1 );

							}

						}

					}

				} else if ( geometry instanceof THREE.Geometry ) {

					_modelViewProjectionMatrix.multiplyMatrices( _viewProjectionMatrix, _modelMatrix );

					var vertices = object.geometry.vertices;

					if ( vertices.length === 0 ) continue;

					v1 = getNextVertexInPool();
					v1.positionScreen.copy( vertices[ 0 ] ).applyMatrix4( _modelViewProjectionMatrix );

					var step = object instanceof THREE.LineSegments ? 2 : 1;

					for ( var v = 1, vl = vertices.length; v < vl; v ++ ) {

						v1 = getNextVertexInPool();
						v1.positionScreen.copy( vertices[ v ] ).applyMatrix4( _modelViewProjectionMatrix );

						if ( ( v + 1 ) % step > 0 ) continue;

						v2 = _vertexPool[ _vertexCount - 2 ];

						_clippedVertex1PositionScreen.copy( v1.positionScreen );
						_clippedVertex2PositionScreen.copy( v2.positionScreen );

						if ( clipLine( _clippedVertex1PositionScreen, _clippedVertex2PositionScreen ) === true ) {

							// Perform the perspective divide
							_clippedVertex1PositionScreen.multiplyScalar( 1 / _clippedVertex1PositionScreen.w );
							_clippedVertex2PositionScreen.multiplyScalar( 1 / _clippedVertex2PositionScreen.w );

							_line = getNextLineInPool();

							_line.id = object.id;
							_line.v1.positionScreen.copy( _clippedVertex1PositionScreen );
							_line.v2.positionScreen.copy( _clippedVertex2PositionScreen );

							_line.z = Math.max( _clippedVertex1PositionScreen.z, _clippedVertex2PositionScreen.z );
							_line.renderOrder = object.renderOrder;

							_line.material = object.material;

							if ( object.material.vertexColors === THREE.VertexColors ) {

								_line.vertexColors[ 0 ].copy( object.geometry.colors[ v ] );
								_line.vertexColors[ 1 ].copy( object.geometry.colors[ v - 1 ] );

							}

							_renderData.elements.push( _line );

						}

					}

				}

			} else if ( object instanceof THREE.Sprite ) {

				_vector4.set( _modelMatrix.elements[ 12 ], _modelMatrix.elements[ 13 ], _modelMatrix.elements[ 14 ], 1 );
				_vector4.applyMatrix4( _viewProjectionMatrix );

				var invW = 1 / _vector4.w;

				_vector4.z *= invW;

				if ( _vector4.z >= - 1 && _vector4.z <= 1 ) {

					_sprite = getNextSpriteInPool();
					_sprite.id = object.id;
					_sprite.x = _vector4.x * invW;
					_sprite.y = _vector4.y * invW;
					_sprite.z = _vector4.z;
					_sprite.renderOrder = object.renderOrder;
					_sprite.object = object;

					_sprite.rotation = object.rotation;

					_sprite.scale.x = object.scale.x * Math.abs( _sprite.x - ( _vector4.x + camera.projectionMatrix.elements[ 0 ] ) / ( _vector4.w + camera.projectionMatrix.elements[ 12 ] ) );
					_sprite.scale.y = object.scale.y * Math.abs( _sprite.y - ( _vector4.y + camera.projectionMatrix.elements[ 5 ] ) / ( _vector4.w + camera.projectionMatrix.elements[ 13 ] ) );

					_sprite.material = object.material;

					_renderData.elements.push( _sprite );

				}

			}

		}

		if ( sortElements === true ) {

			_renderData.elements.sort( painterSort );

		}

		return _renderData;

	};

	// Pools

	function getNextObjectInPool() {

		if ( _objectCount === _objectPoolLength ) {

			var object = new THREE.RenderableObject();
			_objectPool.push( object );
			_objectPoolLength ++;
			_objectCount ++;
			return object;

		}

		return _objectPool[ _objectCount ++ ];

	}

	function getNextVertexInPool() {

		if ( _vertexCount === _vertexPoolLength ) {

			var vertex = new THREE.RenderableVertex();
			_vertexPool.push( vertex );
			_vertexPoolLength ++;
			_vertexCount ++;
			return vertex;

		}

		return _vertexPool[ _vertexCount ++ ];

	}

	function getNextFaceInPool() {

		if ( _faceCount === _facePoolLength ) {

			var face = new THREE.RenderableFace();
			_facePool.push( face );
			_facePoolLength ++;
			_faceCount ++;
			return face;

		}

		return _facePool[ _faceCount ++ ];


	}

	function getNextLineInPool() {

		if ( _lineCount === _linePoolLength ) {

			var line = new THREE.RenderableLine();
			_linePool.push( line );
			_linePoolLength ++;
			_lineCount ++;
			return line;

		}

		return _linePool[ _lineCount ++ ];

	}

	function getNextSpriteInPool() {

		if ( _spriteCount === _spritePoolLength ) {

			var sprite = new THREE.RenderableSprite();
			_spritePool.push( sprite );
			_spritePoolLength ++;
			_spriteCount ++;
			return sprite;

		}

		return _spritePool[ _spriteCount ++ ];

	}

	//

	function painterSort( a, b ) {

		if ( a.renderOrder !== b.renderOrder ) {

			return a.renderOrder - b.renderOrder;

		} else if ( a.z !== b.z ) {

			return b.z - a.z;

		} else if ( a.id !== b.id ) {

			return a.id - b.id;

		} else {

			return 0;

		}

	}

	function clipLine( s1, s2 ) {

		var alpha1 = 0, alpha2 = 1,

		// Calculate the boundary coordinate of each vertex for the near and far clip planes,
		// Z = -1 and Z = +1, respectively.
		bc1near =  s1.z + s1.w,
		bc2near =  s2.z + s2.w,
		bc1far =  - s1.z + s1.w,
		bc2far =  - s2.z + s2.w;

		if ( bc1near >= 0 && bc2near >= 0 && bc1far >= 0 && bc2far >= 0 ) {

			// Both vertices lie entirely within all clip planes.
			return true;

		} else if ( ( bc1near < 0 && bc2near < 0 ) || ( bc1far < 0 && bc2far < 0 ) ) {

			// Both vertices lie entirely outside one of the clip planes.
			return false;

		} else {

			// The line segment spans at least one clip plane.

			if ( bc1near < 0 ) {

				// v1 lies outside the near plane, v2 inside
				alpha1 = Math.max( alpha1, bc1near / ( bc1near - bc2near ) );

			} else if ( bc2near < 0 ) {

				// v2 lies outside the near plane, v1 inside
				alpha2 = Math.min( alpha2, bc1near / ( bc1near - bc2near ) );

			}

			if ( bc1far < 0 ) {

				// v1 lies outside the far plane, v2 inside
				alpha1 = Math.max( alpha1, bc1far / ( bc1far - bc2far ) );

			} else if ( bc2far < 0 ) {

				// v2 lies outside the far plane, v2 inside
				alpha2 = Math.min( alpha2, bc1far / ( bc1far - bc2far ) );

			}

			if ( alpha2 < alpha1 ) {

				// The line segment spans two boundaries, but is outside both of them.
				// (This can't happen when we're only clipping against just near/far but good
				//  to leave the check here for future usage if other clip planes are added.)
				return false;

			} else {

				// Update the s1 and s2 vertices to match the clipped line segment.
				s1.lerp( s2, alpha1 );
				s2.lerp( s1, 1 - alpha2 );

				return true;

			}

		}

	}

};
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f*0.5;u(h,e,g,j);h.fillRect(e,g-c*0.5,c,c);break;case i[3]:case i[4]:a=f*0.3,d=a*0.27,e=Math.cos(j)*(d+(f-d)*0.13)+f*0.5,g=Math.sin(j)*(d+(f-d)*0.13)+f*0.5,u(h,e,g,j),this.shape===i[3]?h.fillRect(e,g-d*0.5,a,d):(c=d*0.55,h.moveTo(e+c,g-d*0.5),h.lineTo(e+a-c,g-d*0.5),h.quadraticCurveTo(e+a,g-d*0.5,e+a,g-d*0.5+c),h.lineTo(e+a,g-d*0.5+d-c),h.quadraticCurveTo(e+a,g-d*0.5+d,e+a-c,g-d*0.5+d),h.lineTo(e+c,g-d*0.5+d),h.quadraticCurveTo(e,g-d*0.5+d,e,g-d*0.5+d-c),h.lineTo(e,g-d*0.5+c),h.quadraticCurveTo(e,
g-d*0.5,e+c,g-d*0.5))}h.closePath();h.fill();h.restore();++b}}else{m(this.cont,{width:f,height:f});m(this.vml,{width:f,height:f});switch(this.shape){case i[0]:case i[1]:j="oval";c=140;break;case i[2]:j="roundrect";c=120;break;case i[3]:case i[4]:j="roundrect",c=300}a=d=c;e=500-d;for(g=-d*0.5;b<r;){l=b<=s?1-1/s*b:l=0;k=270-360/r*b;switch(this.shape){case i[1]:a=d=c*l;e=500-c*0.5-c*l*0.5;g=(c-c*l)*0.5;break;case i[0]:case i[2]:v&&(g=0,this.shape===i[2]&&(e=500-d*0.5));break;case i[3]:case i[4]:a=c*
0.95,d=a*0.28,v?(e=0,g=500-d*0.5):(e=500-a,g=-d*0.5),q=this.shape===i[4]?0.6:0}h=t(m(n("group",this.vml),{width:1E3,height:1E3,rotation:k}),{coordsize:"1000,1000",coordorigin:"-500,-500"});h=m(n(j,h,{stroked:false,arcSize:q}),{width:a,height:d,top:g,left:e});n("fill",h,{color:this.color,opacity:l});++b}}this.tick()};a.clean=function(){if(o===p[0])this.con.clearRect(0,0,1E3,1E3);else{var b=this.vml;if(b.hasChildNodes())for(;b.childNodes.length>=1;)b.removeChild(b.firstChild)}};a.redraw=function(){this.clean();
this.draw()};a.reset=function(){typeof this.timer==="number"&&(this.hide(),this.show())};a.tick=function(){var b=this.con,a=this.diameter;typeof timer!=="number"&&(this.activeId+=360/this.density*this.speed);o===p[0]?(b.clearRect(0,0,a,a),u(b,a*0.5,a*0.5,this.activeId/180*Math.PI),b.drawImage(this.cCan,0,0,a,a),b.restore()):(this.activeId>=360&&(this.activeId-=360),m(this.vml,{rotation:this.activeId}))};a.show=function(){if(typeof this.timer!=="number"){var a=this;this.timer=self.setInterval(function(){a.tick()},
Math.round(1E3/this.fps));m(this.cont,{visibility:"visible"})}};a.hide=function(){typeof this.timer==="number"&&(clearInterval(this.timer),delete this.timer,m(this.cont,{visibility:"hidden"}))};a.kill=function(){var a=this.cont;typeof this.timer==="number"&&this.hide();o===p[0]?(a.removeChild(this.can),a.removeChild(this.cCan)):a.removeChild(this.vml);for(var c in this)delete this[c]};w.CanvasLoader=k})(window);



OEBPS/slide/prism_6/0007.png





OEBPS/image/3159.png





OEBPS/slide/prism_6/0002.png





OEBPS/image/959.png





OEBPS/image/2179.png





OEBPS/slide/prism_5/0008.png





OEBPS/image/3101.png





OEBPS/image/2738.png





OEBPS/slide/cone/0044.png





OEBPS/image/44.png





OEBPS/slide/prism_4/0011.png





OEBPS/slide/prism_4/0044.png





OEBPS/slide/prism_5/0001.png





OEBPS/image/87.png





OEBPS/slide/prism_3/0040.png





OEBPS/slide/cylinder/0039.png





OEBPS/slide/prism_6/0014.png





OEBPS/image/1843.png





OEBPS/image/1428.png





OEBPS/image/2894.png





OEBPS/slide/cylinder/0066.png





OEBPS/image/3187.png





OEBPS/image/16.png





OEBPS/image/59.png





OEBPS/image/2392.png





OEBPS/image/987.png





OEBPS/image/385.png





OEBPS/image/1900.png





OEBPS/slide/cylinder/0073.png





OEBPS/slide/prism_3/0079.png





OEBPS/image/2464.png





OEBPS/image/2994.png





OEBPS/image/2492.png





OEBPS/slide/prism_4/0036.png





OEBPS/image/285.png





OEBPS/slide/prism_6/0081.png





OEBPS/image/1399.png





OEBPS/slide/pyramid_5/0011.png





OEBPS/slide/prism_3/0074.png





