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OCHOBHbIE NONOXeHus

OWebGL npeacrtaBnseT cobon TEXHOMNOruto,
basupytoLytocs Ha OpenGL ES 2.0 u npegHa3Ha4YeHHYo
0151 pucoBaHUs n oTobpakeHnst MUHTEPaKTUBHON 2D- U
3D-rpadomku B BEO-Opay3epax. [1pu aTtom anga paboTsl C
OAHHOW TEXHOSIOrMen He TPeBbyOTCA CTOPOHHNE
nnarvHbl Unn BNBNNOTEKW.

0WebGL BO3HMK U3 aKkcnepuMeHToB Hag Canvas 3D
pa3paboTymka n3 komrnaHmm Mozilla B 2006 rogy. bbina
opraHu3oBaHa pabo4asd rpyrnna ¢ y4acTUeM KpynHemnLmx
pa3paboTymkoB bpay3epoB Apple, Google, Mozilla, Opera
ansi padboTtbl Hag cneundukaunen texHonorum. A 3
MapTa 2011 roga 6bina npeacraBneHa cneundukayms
WebGL 1.0.

[l'NocnenoHasa sepcuda: 1.0.2 (1 mapTta 2013)



OCHOBHbIE NONOXeHus

[Bca pabota Beb-npuUnoXxeHmim ¢ UCNonbL30BaHNEM
WebGL ocHOBaHa Ha Koae JavaScript, @ HEKOTOpbIe
9JfIEMEHTbI KoAa - lwengepbl MOryT BbINOSTHATLCA
HenocpeacTBEHHO Ha rpadouyeckmx npoLeccopax Ha
BuageokapTtax, brnarogapsa yemy paspaboTymMKu MOryT
NoNy4YnThb OOCTYN K AOMNONHUTESNbHbLIM pecypcam
KOMMbIOTEPA, YBENUYNTL OLICTPOAENCTBUE.

[ Taknm obpasom, Anst co3gaHns NpUnoXXeHmnn
pa3paboTunkm MOryT Ucnonb3oBaTb CTaHAapPTHbIE ANs
BeO-cpenbl TexHonornm HTML/CSS/JavaScript 1 npu 9TOM
TaKXe NPUMEHATb annapaTHoe YCKopeHne rpauki.



OCHOBHbIE NONOXeHus

[Ecnun cosgaHne HacToNbHbIX NPUNOXEHNN paboTatoLnx
c 2d n 3d-rpadonkon HepeaKko orpaHnYnBaEeTCs LEeneBou
nnatgopmMoun, To 34eCb rMaBHbIM OrpaHNYeEHUEM

SIBNSAETCSA TONMbKO nogaep kka bpaysepom TEXHONOMMu
WebGL.

[1Beb-npmnnoxeHns, NOCTPOEHHbIE C UCMOfb30BaHNUEM
OaHHOW nnaTdopMbl, OyayT OOCTYMNHbI B Nt0OON TOYKe
3€MHOrO Wapa npu Hann4mm CETU UHTEPHET BHE
3aBMCUMOCTU OT UCMOSIb3yeMOU NratdopMebl: TO JIN 3TO
neckrtonbl ¢ OC Windows, Linux, Mac, TO nu 310
CMapTdOHbI U NNAHLLETLI, TO JIN 3TO UIPOBbLIE KOHCOMN.



[Mopaepxka Opaysepamum

[leckTonHble Opay3epbl

* Mozilla Firefox (C 4-n Bepcun)

* Google Chrome (C 9-1 Bepcumn)

» Safari (c 6-1 Bepcumn, No ymondaHuto nogaepxka WebGL oTkno4veHa)
 Opera (C 12-1 Bepcuu, o ymosniyaHuio nogaepxka WebGL oTkrnodeHa)

* |IE (C 11-1 BEpCUN, ONA OpPYrnx Bepcm MOXXHO BOCMNOS1b30BaTbLCS
CTOPOHHUMW NNarnHamu, Hanpmumep, [EWebGL)

MoOunbHbIe 6pay3epbl U nnatgopMbl

» Android-Opay3ep (nogaepxuBaet WebGL TONbKO Ha HEKOTOPbIX
YCTPOUCTBaXx, Hanpumep, Ha cMmapTgoHax Sony Ericsson Xperia U
HEKOTOPbLIX CMapTdPOoHax Samsung)

* Opera Mobile (HaumHato ¢ 12-1 Bepcun 1 Torbko anga OC Android)
*|0S
e Firefox for mobile



[MpenmMyLlecTBa NCNONb30BaHUA
WebGL

[0Kpoccbpay3epHOCTb 1 OTCYTCTBME NPUBS3KU K
onpeneneHHon nnargopme. Windows, MacQOS, Linux - Bce
9TO HE BaXHO, rMaBHOe, YTOOLI Dpay3ep nogaepxuearn
WebGL

W cnonb3oBaHune a3bika JavaScript, KOTOPbIM JOCTaTOYHO
pacnpocTpaHeH

[ ABTOMaTM4YECKOE ynpasfeHne namaTblo. B otnnume ot
OpenGL B WebGL He Hago BbINOMHATL cneyuanbHble
OeNCTBUA NS BblOAENEHNS N OYUCTKU NaMATH

[l"MockonbKy WebGL ona peHaepuHra rpamkm Mcnonb3yeT
rpadmyeckni npoLieccop Ha sngeokapte (GPU), To ons
9TOW TEXHOMNOIMN XapaKkTepHa BblCOKas
NPOMN3BOAUTENBHOCTb, KOTOPAs CpaBHMMA C
NPOMN3BOANTENBHOCTBIO HATUBHbLIX MPUIOXEHUN.



HepocTaTku ucnonb3oBaHusa WebGL

0 Cneuymannctbl No Bonpocamu 6e30nacHoOCTu
bpuTaHcKom KomnaHum Context BbISIBUINN, YTO
3NOYMbILLUNEHHMNK MOXET Ha BPE4AOHOCHOM caunTe
pa3MecTuTb Koa WebGL, KOTOPbIA MOXET ObITb
HanNpAMYo nepenaH B rpapmyeckmn npoueccop, B
pes3yrnbsrare Yero KOMMbTEP NPOCTO BLIKMYUTCA — TEM

caMbIM MOXXHO OpraHn3oBaTb DoS aTaky Ha KOMMNbITEPbI
rnornb3oBaTenemn.

0 CneumanumcTbl No 6€30nacHOCTM NonaratoT, YTO 3TY XKe
YySI3BMMOCTb MO>KHO MCMNONb30BaTh ANs CO34aHNA
MOJTHOLEHHbIX TPOSIHCKMX NporpamMmm. [ns aToro
HeobXoaMMO NCMNOSb30BaTh TEXHOMNOIMMK, NO3BONAOLME
BbIMNOJTHATb OObIYHbIV KO, Ha rpaduyeckux agpax —
Takne, kak OpenCL nnn NVIDIA CUDA.



Hepoctatku ncnonb3soBaHus WebGL

[llo paHHbIM crieunannucToB, AaHHasA
YA3BMMOCTb MMEeEeTCSH Kak B 2D-, Tak U
B 3D-pexunmax, kak ans ymnos Nvidia,
Tak n anga AMD.

0B otBeT npeacrasutenu Khronos
Group 3adBUIN, YTO CyLLLECTBYET
MoAyrb Anga onpeaeneHus nogobHoro
poga atak Ha WebGL, KOTOpbIN MOTYyT
NCrosib30BaTb NPOU3BOAUTENN
rpadondecknx KapTt. Takke 4YacTb
BUHbI Oblfla NnepenoXeHa Ha
nponssoauTenen BUOeoKapT,
KOTOpble HE BbINyCKaloT
oBHOBMEHHbIE ApanBepa C
yIyyLleHHOW 3aLMTON.




[Mpumepbl ucnonb3oBaHusa WebGL

[0 Google Maps Cube

HeobbluyHasga urpa, rae Hy>HO roHATb LUapuK No NabupuHTy U3 ynuu, Google Maps,

OOCTaBNAs METKY B onpeaeneHHble MecTa Ha KapTte. W Bce 9TO pacnosioXeHo Ha
KyOe.
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[MpuMepbl ncnonb3oBaHnA WebGL

[ Cube Slam
A3pOXOKKEN C MedBEOEM.




[MTpumMmepbl ncnonb3oBaHusa WebGL

[ Pearl Boy

PeanuctnyHas Boaa 1 3akat ¢ BO3MOXHOCTLHO ynpaBJi€HUA
NepCcoHa>XxeMm.




KoHBenep WebGL

1. BHayane co3gaetcs Habop BEPLUUH B
WebGL JavaScript API bydepe BepLumnH (Vertex Buffer). 1o aTum
| BEPLUMHAM BnocneacTsnm oyayT

| COCTaBNEHbLI reOMETPUYECKME

Vettex || Dhenobpetomal | Verex NMPUMNTUBLI, @ U3 NPUMUTUBOB - OO BLEKTHI.
Bufter psianos. | o [poBoauTcs HEKOTOpYIO NpenobpaboTky.
Fragment || Rasterization |  bCoohy 2. 3aTeM codepxxmmoe bydepa BepLUNH
l nocTynaer Ha 00paboTKy B BEPLUMHHbIN
sassor | [ Mulisample 1] [ Stendi wenaep (Vertex Shader). Lengep
operations | NpoOn3BOANT Hag BEPLUMHAMM HEKOTOpPbIE
Dithering || Blending o] DoP Bufer TpaHcdopmaumm, Hanpumep, NPUMeEHSeT
MaTpuubl NpeobpasoBaHna U T.4.
e LLlenaepbl nuyTCcA caMmmm
pa3paboTynkom, NO3ITOMY NPOrpamMmucT

MOXET MPUMEHUTb PasnnyHble
npeobpa3oBaHns No CBOEMY
YCMOTPEHMIO.



KoHBenep WebGL

WebGL JavaScript API
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3. Ha cnegytowiem atane (Primitive
Assembly) KOHBeNep nony4vaeT pesynsrart
BEPLUMHHOIO WWengepa v NbITaeTcs
N3MEHEHHbIE BEPLLUNHBI CONOCTaBUTL B
oTAenNbHblE MPUMUTUBDI - FIMHUN,
TPeyronbHUKK, cnpanTbl. Takke Ha 3TOM
aTane onpenensieTcs, BXoauT Nu
NPUMUTUB B BUOANMOE NPOCTPAaHCTBO.
Ecnu HeT, To OH obpe3aeTcs.
OcTaBlUMecs NPUMNTUBLI NEepeaarTCcH Ha
criegyroLnm atan KoHBenepa.

4. [lanee Ha aTane pacrepusauyun
(Rasterization) nosfly4eHHbIe NPUMUTUBDI
npeobpasytoTcsa B oparMeHTbl, KOTOpLIE
MOXHO NpeacTaBUTb KaK MUKCENM,
KOTOpble 3aTeM DyayT OTpMCOBaHbI Ha
9KpaHe.



KoHBenep WebGL

WebGL JavaScript API
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5. /1 3aTem B oeno BCcTynaer
doparmMeHTHbIN Wweunaep (Fragment
shader). (B TexHonorusix Direct3D, XNA
NPSAMbIM aHasI0romMm ABMAETCH
NMKCenbHbIW Wenaep). PparMeHTHbIN
lWengep NnponssoanT
npeobpasoBaHns C LIBETOBOM
cocTaBngaroLen npuMnMTUBOB,
HaMNoMNHAET UX LIBETOM, TOYHEE
OKpaLUMBaET NUKCENN, U B KAYeCTBE
BblBOJa NepenaeT Ha creayrowmnm
aTan N3MeHeHHble (oparMeHThl.

CnepnywoLwuin atan npegcraBnset
coboun psg npeobpasoBaHUin Haa
Nnosfly4YeHHbIMN ¢ parMeHTHOro
wengepa pparmeHtamm. CobcTBEHHO
OH COCTOWUT U3 HECKONbKMX NOA3TaNoB:



KoHBenep WebGL

* Scissor Test: HA 3TOM 3Tarie NPOBEPSIETCHA, HAXOAUTCSH N pparMeHT B npegenax
oTceKaroLero npsamMoyrofnbHuka. Ecnun doparmeHT HaxoguTcg B npegernax 3Toro
NPSAMOYrosfibHMKA, TO OH NepefaeTcd Ha cneayowmn atan. Ecnn ke HeT, TO OH
oTbpacbiBaeTca n 6onbLUe HE NPUHUMAET y4acTusi B obpaboTke.

* Multisample Fragment Operations: Ha J@aHHOM 3Tane y Kaxgoro pparmeHTa
N3MEHSAIOTCS LIBETOBbIE COCTaBNSAOLME, MPON3BOANTCS CrnaXxuBaHue (anti-alising),
4TObObI O6BLEKT BhIrNaAen 6onee NnaBHO Ha SKpaHe.

» Stencil Test: 3a0ecb oparMeHT nepenaetca B 0ydep Tpadapetos (stencil buffer).
Ecnu BkpaTue, To B 3TOM Byhepe AoNONMHUTENBHO OTbpackiBatoTCs Te
dbparmeHThI, KOTOpblE HE AOIMKHBI OTOBpaXxaTbcsa Ha 3kpaHe. Kak npasuno,
OaHHbIN Bydep ncrnonb3yeTca Ans co3gaHna pasnuyHoro poga adpdeKkTos,
Hanpumep, apeKkT TEHEN.

* Depth Buffer Test - TecT 6ydoepa rnyouHel. B 6ydepe rmybuHbl (depth buffer, a Takke
Ha3blBaeTcy, z-buffer) cpaBHMBaETCA z-KOMMNOHEHTa oparMeHTa, 1 ecnv oHa
bonbLue 3HavyeHNs B Oydpepe rnmybuHbl, To, cnegosaTernbHO, AaHHbIN doparMeHT
PacnonNOXeH K CMOTPSLLEMY Ha TPEXMEPHYIO CLeHY Drivxe, Yem npeablayLmm

parMeHT, NO3TOMY TeKYLUNN oparMeHT NpoxoanT TecT. Ecnn xe z-KOMMOHeHTa
onbLUe 3Ha4YeHus B Bydepe rmybuHsbl, To, crnegoBaTenbHO, AaHHbIN doparMeHT
HaxoguTCcs garnblle, N03TOMY OH He A0SKeH ObITb BUOEH 1 OTOpackLIBaeTCS.

* Blending: Ha oaHHOM 3Tane NPoncxoanTe HeboNbLUOE CMELLEHNE LIBETOB,
Hanpumep, A4nsa co3gaHusi NPo3padvHbiX O6bLEKTOB.

* Dithering: 34eCb NPOUCXOOUT CMELLEHNe LBETOB, A1 CO34aHNsi TOHOB U
MNONYTOHOB.

6. Frame Buffer: n 30ecb HakOHeL, Nony4eHHble nocre npenodpaboTkn dparMeHThl
npeBpaLlaoTcs B NUKCENN Ha 3KPaHE.



JTanbl nporpaMmbl

[1aHHble aTanbl PUCYOT HEKOTOPbLIW anropmuTtm gencrtsun. B
peanbLHOCTWN co3aHue nporpaMmmbl pa3dbuBaeTcs Takke Ha
HEeKoTopble aTanbl:

« Co3gaHne n HacTpouKa Lenaepos

« Co3gaHue 1 HacTpolika bydepa BepLLUVH, KOTOpbIE B
nocneacTemMm ob6pasyoT reoMeTpuyeckyto dourypy

» OTpncoBka urypebl



<html>
<head>
<title>Triangle</title>
<meta charset="utf-8">

</head>

<bodyﬂ

<canvas id="canvas3D" width="400" heicht="300">Bam Opaysep He NOAAEpAMBAET 3JIEMEHT canvas</canvas>
<!-- QpparMeHTHHM mengep —->

<script id="shader-fs" type="x-shader/x-fragment">
void main(void) {
gl FragColor = vec4(1.0, 1.0, 1.0, 1.0);
}
</script>
<!-- EBepIMHHEM menaep —->
<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
void main(void) {
gl Position = vec4(aVertexPosition, 1.0);
}
</script>
<script type="text/javascript">
var gl;
var shaderProgram;
var vertexBuffer;
// yCTaHOBKa mMEMOSpOEB
function initShaders() {
// nonygaem mernepu
var fragmentShader = getShader(gl.FRAGMENT SHADER, 'shader-fs');
var vertexShader = getShader (gl.VERTEX SHADER, 'shader-vs');
//co3naeM oBBSeKT NpOTpaMMHE NSHMOSPOB
shaderProgram = gl.createProgram() ;
// npukpenngeM K Hey meOepH
gl.attachShader (shaderProgram, vertexShader):;
gl.attachShader (shaderProgram, fragmentShader):;
// cBa3HBaeM nporpaMMy C KOHTEKCTOM webgl
gl.linkProgram(shaderProgram) ;

if (!gl.getProgramParameter (shaderProgram, gl.LINK STATUS)) {
alert ("He ymancek yCTaHOBMUTE memnepu") :;

gl.useProgram(shaderProgram) ;

// ycrasoBxka arpubyTa nporpaMMHE

shaderProgram.vertexPositionAttribute = gl.getAttribLocation(shaderProgram, "aVertexPosition"):;
// nooxmogaeM aTpubyT AN MCOONAB30BaHMUA
gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute) ;



// ®yHRUMSA CO3OaHMA meraepa no TUny M id MCTOYHMKa B CTPYKType DOM
function getShader (type,id) {

var source = document.getElementById(id) .innerHTML;

// co3pmaeM meynmep Do TUOY

var shader = gl.createShader(type):

// ycTaHOBKa MCTOYHMKA menaepa

gl.shaderSource (shader, source):;

// xoMoumpyeM mennep

gl.compileShader (shader) ;

if (!gl.getShaderParameter(shader, gl.COMPILE STATUS)) {
alert ("Ommbxa xomMmuaguuy memnepa: " + gl.getShaderInfolog(shader)):
gl.deleteShader (shader) ;
return null;
}
return shader;
}
// ycrazoeka Oydepa EBepmmH
function initBuffers() {
// ycrazHoBka Bydepa BepmmH
vertexBuffer = gl.createBuffer():
gl.bindBuffer(gl.ARRAY BUFFER, vertexBuffer):
// mMaccus koopmuHaT BepmmH obrexTa
var triangleVertices = [
0.0, 0.5, 0.0;
-0.5, -0.5, 0.0,
0.5, -0.5, 0.0
1:
gl.bufferData(gl.ARRAY BUFFER, new Float32Array(triangleVertices), gl.STATIC DRAW) ;
// yKa3HBaeM KOJ-BEO TOYEK
vertexBuffer.itemSize = 3;
vertexBuffer.numberCfItems = 3;
}
// oTpucoeka
function draw() {
// ycrazHoBka obiacT¥M OTDUCOBKM
gl.viewport (0, 0, gl.viewportWidth, gl.viewportHeight)

gl.clear(gl.COLOR BUFFER_BIT) ;

// yxasmBaeM, 4YTO Kaxgas BepIMHa MMEET N0 TPM KOOPAMHATH (X, V, Z)

gl.vertexAttribPointer (shaderProgram.vertexPositionAttribute,
vertexBuffer.itemSize, gl.FLOAT, false, 0, 0):

// OTpDUCOEKa OpPMIMMUTUEOE — TPEYIOJBHMKOB

gl.drawArrays (gl.TRIANGLES, 0, vertexBuffer.numberOfItems)



window.onload=function() {
// nonydgaeM 3JIeMEeHT canvas

var canvas = document.getElementById("canvas3D"):;

try {
// CHadasa nHTaeMCH NOJYYMTE CTaHAOAPTHEM KOHTeKCcT WegGK.
Ecmm He nomy4dmTcs, :Er 3KCNEepPUMMEHTANBHOMY KOHTEKCTY
gl = canvas.getContext (" ") || canvas.getContext ("experimental-webgl”) ;
}
catch(e) {}
// EciM KOHTEKCT HE YyHajloCk NONYyYMTh, BHEOOMM coobmexnue
if ('ql) {
alert ("Bam Cpaysep He nonmepxmueaeT WebGL") ;
}
if(gl){
yCTaHOBKa pa3MepoE obnacTM pMCOBaHMSA

gl viewportWidth = canvas.width;
gl.viewportHeight = canvas.height;
// ycTaHoBKa mEeMOepoB
initShaders() ;

// ycranosxa Oydepa BepmmH
initBuffers():

// noxpacym B KpacHEM LEeT doH

gl. clearColor(- 0.0, 0.0, 1.0);

/ OTPUCOEKZ CLEeHH

draw() ;

}

}
</script>
</body>
</html>

B naHHOM npumepe, cHadana cpabaTtbiBatoT pyHKUMS initShaders(), nponssoaswas
NHULManmM3auunto Wwenngepos n ux Hactpounky. LLenaepbl ansotca obsizaTenbHbIM
3BeHOM B koHBernepe WebGL, noatomy 6e3 HMX CrioXHO OyaeT NOCTPOUTb
nporpammy.

3atem B feno sctynaet oyHKumS initBuffers(), yctaHaBnusatoLas dydep Todek, rno
KOTOPbIM UAEeT OTPUCOBKA.

A Ha puHanbHOM aTane nponcxoauT oTpmucoBka B pyHKUMKM draw() - Npy NOMOLLIN
lWengepos Oydep BEPLUMH NpeBpaLlaeTca B reOMeTPUYECKY0 Urypy.



PesynbTaTt




Peanusaumsa ¢ noMmoubL0 OMbGnmnoTek

0 Mpumep: Bpawarowmmncs Kyo.

[ToTpebyeTcsa cneunanbHas oubnuoTteka Three.js (NerkoBecHas
Kpoccbpay3sepHasa bubnuoTteka JavaScript, cnonb3yemas ans co3gaHus
N OTODpaXeHNs aHNMUPOBAHHOW KOMMbOTEPHOW 3D rpadukn npu
pa3paboTke BeD-npunoxeHumn). 3ta bubnmorteka He ABnseTcd
Heobxoanmon ansa paboTtel ¢ WebGL, ogHako oHa yrpoLliaeT paboTy.

0 B ogHOM KaTanore ¢ 3arpy>eHHon bnbnnoTtekon cosgagum
doawnn index.html co cnenyoWwmnm cogepxaHnem:

<html>

<head>

<title>Coube</title>

<script src="three.min.js"></script>

<script tvpe='text/javascript'>
window.onload=function() {
var camera, sScene, renderer;
var geometry, material, mesh;

init ()
animate() ;
// MHEMDMaIM3aunMsa HadaNbHHEX 3HadYeHMM

function init() {



function init () {
// cosmaemM KaMepy - NEepCHEeKTUEHAS NPOSeKUMSA
camera = new THREE.PerspectiveCamera (75, window.innerWidth / window.innerHeight, 1, 1000):
// yCcTaHOEKa Z-KOOPAMHATH KaMepH
camera.position.z = 600;
// HacTpoWka CLeHH
scene = new THREE.Scene():
// HacTpoWMka reoMeTpMM — B KadecTEe reoMeTpum bOymeT Kyb
// BacTpoumM ero mMpuHy, BHCOTY M UIMHY 0O OCH Z
geometry = new THREE.CubeGeometry (200, 200, 200):
// HacTpoWka MaTepuana - YCTaHOBKa LBEeTa
material = new THREE.MeshBasicMaterial({ color: Oxff0000, wireframe: true}):
// HacTpaueaem Mem, KoTopeyt BymeT orobpamare Kyb
mesh = new THREE.Mesh(geometry, material);
scene.add (mesh) ;
// co3pnaeM oBBEeKT LA pEeHAEPMHIa CLEHH
renderer = new THREE.WebGLRenderer():
// ycTaHOEKaZ pa3MEepOoE
renderer.setSize (window.innerWidth, window.innerHeight) ;
// BCcTpameaeM B DOM-CTPYXKTYDY CTpaHMUH
document .body.appendChild (renderer.domElement) ;
}
// dyHKRUMA aHVMMaUMMA
function animate() {

requestAnimationFrame (animate) ;

// Bpamesmue Mema BOKPYI OCeM

mesh.rotation.x += 0.01;

mesh.rotation.y += 0.02;

// peHOepMHT CLEeHH - MeTOXH, NPOM3BOOANNA OO CYTM OTPMCOBKY
renderer.render (scene, camera):;

}
</script>
</head>
<bodyﬂ
</body>
</html>



YTO0 nonyuunocob?




NCTOYHUKM

[ BBeaeHune B WebGL - http://metanit.com/web/webgl/1.1.php

[0 Cnaboe mecto youmnubl Flash
-http://internetno.net/category/analitika/slaboe_mesto _ubijcy flash/

0 BneyaTnarwwme npumepbl WebGL -
https://habrahabr.ru/post/190388/

0 WebGL - https://developer.mozilla.org/ru/docs/Web/API/WebGL_API
0 WebGL - https://ru.wikipedia.org/wiki/WebGL



