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OnpepneneHune

[TlporpammHasi boubnunoTeka ans
A3blka JavaScript
npeagHasHavyeHHas ang
BU3yanunsaunm NHTEPaKTUBHOM
TpexXMepHou rpadonkm u
OBYXMEPHOW rpapmku B
npenenax CoBMeCTUMOCTU BED-
bpay3epa 6e3 ncrnonb3oBaHUS
nnarnHoB.




HeMHOoro nctopmm

WebGL ocHoBaH Ha OpenGL ES 2.0, KOTOpPbIN, B CBOIO o4Yepeb, ABMAETCA
cneuymanbHomM Bepcuen ansa paboTtbl Ha MODUNBHBIX YCTPOUCTBAX.
Cneundukaums WebGL bbina BbinyLieHa B 2011 roay, paspabdaTbiBaeTcs
N nogaepXxmBaeTcad HEKOMMepPYECKON opraHn3aumnen Kronos Group, canTt
KOTOPOW YaCTEHBLKO JIEXUT, YTO eLLE Donee YCroXHAET U3yvyeHue.

N3BeCTHO, YTO B HacTosLLee BpeMs NOET pa3paboTka cneyudmkaumm
Bepcuu 2.0.

OdomnumanbHbIN canT: https://www.khronos.org/webgl/



Obnactu npMMeHeHus

e Bpay3epHble Urpbl — UrPOBOW NPOLLECC NPOUCXOAUT HEMOCPEOCTBEHHO B
OkHe Bbpay3epa C NofHOLUEHHbIM 3D ABUXKOM

e MegnuuHa: Bce BUAbI XMPYPrnm, CToMaTonorum, Kapamonoruum,
KOCMETONOrMm n Ap. — AOKTOP ANCTAHLUMOHHO MOXET O3HaKOMUTLCS C
MoZenbio NpobremMHon obnacTu nauueHTa, OTCNeXmnBaTb ANHAMUKY
pPasBUTUS, MPOBOANTL BUPTYanbHble onepauun u ap.

* [pe3eHTauua Ha canuTe — NO3BOSIUT NONb30BAaTENO NOAPOGHO NoKasaThb
nnaH oObEKTOB CTPOUTENBLCTBA, C BO3SMOXXHOCTbIO COBEpPLLEHMS
BUPTYarnbHOro Typa

* [IlpoekTUpoBaHue on-line — NnpegocTaBneHne ogHOBPEMEHHO
HECKONbKMUM NOAAM BO3MOXHOCTU MPOEKTUPOBAHUS C



Havyano paboThl

Ecnun Bbl aymaeTte, 4to WebGL pucyeT 3D, Bbl olunbaetecb. WebGL HU4Yero He
3HaeT 0 3D, 3TO CKopee HNU3KOYPOBHEBLIN 2D API, 1 BCE YTO OH YMEET AenaTtb, 3TO
pucoBaTtb TPeYyrosibHUKWU. Ho OH yMeeT pucoBaTh UX O4EHb MHOIMO U OYEHb
bbICTpO.

XOTUTe HapucoBaTb KBagpat? [loxanymncra, coeguHnTe asa TpeyronbHUKa.
Hy>xHa nuHnsa? bes npobrnem, BCero nnilb HECKONbLKO NnocrnenoBaTenibHO
CO€OMHEHHbIX TPEeYroSibHUKOB.

B oTnnyune ot OpenGL, B WebGL A1 OTPUCOBKM UCMOMb3YHOTCS TOMNBbKO Lenaepsbl.
LLlenaepbl HUKaK He cBA3aHbl, Kak Bbl MOMMK Obl NOAyMaThb, C TEHAMW UMK
3aTeHeHussMN. Bo3aMoXHO, 3aayMbIBanMCb OHM UMEHHO 151 3TOro, HO Tenepb
MCMNOb3YOTCH AN PUCOBaHUS BCEro U BCSl MOBCEMECTHO.

HaBepHoe, MMeeT CMbICIN NOSAACHUTbL, YTO BOOOLLIE cOOOM NpeacTaBnsAoT



LLlenpepbl

Llenoep — aTo nporpamMmma, BeinonHaemMasi Ha BUAeoKapTe U
ncnonb3ytowasa A3blk GLSL(OpenGL Shading Language — A3bIK BbICOKOIO
YPOBHS A1 nporpammumpoBaHus wengepoB. CUHTaAKCUC A3bika basupyeTtcs
Ha A3blKe nporpammupoBaHua ANSI C, ogHaKo, 1U3-3a ero creumdunyeckou
HanpaBnNeHHOCTU, N3 HEro BbINN NCKNYEHbI MHOIME BO3MOXKHOCTU, ANS
YNPOLLEHNS A3blKa 1 NOBbILLEHNSA MPONU3BOANTENBHOCTU. B A3bIK BKITHOYEHbI
O0NoNHNUTENBbHbIE YHKLUMKM U TUMbI AaHHbIX, HAanpumep anga paboTsl ¢

BEKTOpamMu 1 matpuuamu.)




Buabl LWenaepos

BEPLUNHHbLIN

3aMeHsIeT YacTb rpadony4eckoro
KOHBEeWepa, BbIMOSTHSAOLLETO
npeobpasoBaHuns, CBA3aHHbIE C AAaHHbIMU
BEPLUNH. Takne Kak yMHOXXEHMNE BEPLLNH U
HOpMarneu Ha MaTpuly NPOEKLN 1
MOOENNPoOBaHUS, YCTaHOBKa LIBETOB
BEPLUWH, YCTAaHOBKA MaTepuarsros
ocBelleHus. OH paboTaeT ans Kaxaou
oTpucoBaHHOM BepLUnHbI. ObsizaTenbHOW
paboTon Ans BepLUNMHHOrIO Wwenaepa
SIBNSIETCSA 3anmcb NO3nLMN BEPLLUNHbI, B
BCTPOEHHYI0 NepeMeHHY1o gl_Position.

®PAFMEHTHbIV

3aMeHSIeET YacTb rpadony4eckoro kopemepa
(I'K), obpabaTbiBas KaXabiv MNONYyYeHHbIN
Ha npeablaywmx ctaguax 'K dpparmeHT (He
nukcens). ObpaboTka MOXET BKNOYaTb
Takne ctagum, Kak nosly4eHne gaHHbIX U3
TEKCTYpPbI, NPOCYET OCBELLEHNS], MPOCYET
cMewmBaHuna. ObasarensHon paboTon ans
doparMeHTHOro wengepa aBnaeTcs 3anuch
LBeTa pparmeHTa BO BCTPOEHHYIO
nepemeHHyto gl_FragColor nnm ero
oTObpacbIiBaHUA crieLunarbHOm

kKomaHgom discard. B criyyae
oTObpacbiBaHUA pparMeHTa, HUKakume
pacyeTbl ganblue C HUM NMPOn3BOAUTLCS HE
ByayT, n pparMeHT yXXe He nonageT B



Buabl Wwenaepos (anga YanHUKC
BEPLUI/HHbIA

[TpeanonoXum, YTo Bbl XOTUTE HAapUcoBaTb KyD nnm nobyro apyryto dourypy co
MHOXeCTBOM BepLUMH. [1na aToro BamMm Hy>XHO 3aaTb €€ reoMeTpuio, a reoMeTpus
B CBOIO ovepeb 3a4aETCs C NOMOLLLIO YKa3aHUs KoopAauHaT BePLUKMH. bblno Obl
HaKagHO caMnM Kaxkabl pa3 BbIYMUCIIATL HOBbIE KOOPAMHATbLI BCEX BEPLUMH MpPU
N3MEHEHNU MOSIOXKEHNA Kyba B NpoCcTpaHCTBE. Takyto paboTy ny4yile
nepenoXmnTb C Npoleccopa Ha BUAeoKapTy, A4 3TOro U CyLlecTByeT
BEPLUNHHbIW LWenaep.

B Hero nepepnatoTca KoopanHaThl BEPLUNH PUrypbl 1N NOMOXEeHWe foKkanbHom
CUCTEMbl KOOPAWHAT, B KOTOPOW 3TU BEPLLUMHBLI 3a4aHbl. BeplunHHbIV Wenaep
BbI3bIBAETCA AN KaXX40U U3 BEPLLUWH, OH BbIYUCIIAET UX MOSIOXKEHNE B
rmobanbHOW CUCTEME KOOpAMHAT M nepenaeT ganslie anga padboThbl
doparMeHTHOro wenaepa.

BepLUunHHbIV Wenaep Bceraa BblYUCNAET NOSoXeHne BepLUnH, HO MOMNYTHO OH

MOXET BbIMNMOJIHATb U iiirilo ia6OTi, HaI'IiI/IMei, I'IOiC‘-IéT irna I'IaieHl/IFl CBETa.




Buab! Wenaepos (ana yanHmkc
OPAMEHTHbIN

3HaHMA NONOXeHUsS PUrypbl HEAOCTAaTOYHO, YTODOLI €€ HAapUCOBaTb.
Heobxoonma Takke nHpopmaymsa o ToM, Kak OoImKHa ObITb packpalleHa
dourypa, ans aToro crnyxut dgparmeHTHbIN WwWengep. OH BbiI3biBaeTCA ANs
KaXkQoW TOYKM NOBEPXHOCTU oUrypbl M HA OCHOBE nepegaHHon nHdopmaumn
BbIYNCIIAET LUBET NUKCENs Ha 9KpaHe.

Ecnu eepwuHHbIU weludep orpederisem 2eoMempuro gouaypbl, mo
pacmMeHmMHbIU — eé usem

AN
/




[Ipumepbl WWengepoB Ans
TpeyronbHWKa

BEPLUMNHHBLIN OPATMEHTHbIN
attribute vee3 a position; precision mediump float;
attribute vee3 a color; varying vec3 v color;

uniform vec3 u position;

varying vec3 v color; void main (void) {

gl FragColor = vecd (v _color.rgb,
void main (void) ({ s

v_color = a color;

gl Position = vec4 (u position +
a position, 1.0);}

Koa cocTouT n3 nepeMeHHbIX 1 rnaBHOW doyHKLMK, BO3BpaLLAOLWEN OCHOBHOW pe3ynbTaT paboThl wengepa:
gl _Position nepenaéT koopanHartel, a gl_FragColor ycTaHaBNMMBaET LBET.



LLlenpepol

LLlenaepbl UMEIOT TPU TUMa NepemMeHHbIX, MNpw BbI3OBE PparMeHTHOro U—'eﬁﬂ.epa ans
KOTOpbIe NepPeaatoTcst U3 OCHOBHOVA KOHKPETHOI TOUKIA, 3HaUEHUs varying
NporpaMmbi: nepemMeHHbIX MMHEeNHO NHTEPMNONUPYIOTCS
MeXay BepLUMHaMU TPEYrorbHUKa,
1. attributes — 0OCTYMHbI TOMBKO B KOTOPOMY MPUHAONEXUT AaHHas ToYKa.
BEPLUMHHOM LLUenaepe, pasHble ans 0.1

KaXOoWu U3 BepLUUH;

2. uniforms — 0OCTYMNHbI B 060MNX
Lenaepax u oAnHaKoBbl ANA BCEX
BbI30BOB LLenaepa; 0

3. varying — cnyxat gng nepegayu
NHpopMaL KM OT BEPLLUMHHOIO Wenaepa

m 0,0 1‘0




Havyano HanncaHusa NPpUNnoXXeHun
WebGL

[MpunoxeHwne nepenaet ourypy B GPU B BUAE MaccmBa BEKTOPOB, KOTOPbIN
00ObIYHO NpeacTaBnaeT Habop TpeyronbHMKOB. TpeyrosibHUKK ansa GPU moryT
ObITb ONUCaHBI:

* Tpemsi BepLuMHamu (Ans oTaenbHbIX TPEYroNbHUKOB);

* ronocamMm TPeyrorbHMKOB: NOCIE NepPBOro TPeyrornbHMKa Ana Kaxaoro
nocrnenyoLwero TpeyronbHuka 0odaBnaeTcs TonbKO ogHa AONONHUTENbHAS
BEPLLMHA.

Kpome Toro, Bbl MOXeTe onucartb Anst GPU nuHMn, nomaHbie unu Todku. Mpu

nepegaye maccmBa BEKTOPOB B GPU criegyeT yka3aTb, Kak ero CYHMTbIBaTh: Kak
oTAaesibHble TPeyroJibHUKKM, JINMHNN UJTN MNMoJ10Chbl.



KoHBeliep OTP1COBKM

BepLWHHbIN
meﬁe 0

[lpunoxeHne nepenaeT KOOpAMHaTbl B MaccmBe BEKTOPOB, KOTOPbIN
yKasblBaeT Ha Oydep BekTopoB. KoopanHaTbl BEKTOPOB NO0YEPEAHO

nepenaroTcs B BEPLUMHHBLIW LLenaep. Co
‘BepLunHHbIN Wwenaep obpabaTtbiBaeT BEPLUNHY OTHOCUTENLHO APYMMX BEPLLMH, OpKa
nepemeLlas KoopamHaThl, 406aBNSsA CCbIMKW Ha LIBETA U BLINOMHASA Apyrue TPEeYyroJyibHUKoOB

OEeNCTBUA.
*TpeyronbHUKM cobupatoTcs 1 nepenaroTcs B CPeAcTBO NPOPUCOBKN, KOTOPOE Cpe.qCTBO
BbIYMCNAET MUKCENN, Nexawme mexay BepLimHamMn TPeyrosibHUKOB, C NMDODUCOBKMU
MOMOLLbIO NHTEPNOSALMN.
*Ha atane nogpobHon npoBepkn onpeaensercs, BUaeH nu nukcenbs. MNMukcenn (1 CDparMeHTH bIU
00BbEKTbI) MOTYT OTCYTCTBOBAaTb B 06MnacT NPOCMOTPa, HaX0AUTbLCH CIULLKOM wenaen
naneko Brnepeau unm c3aau (B 3aBMCUMOCTM OT KOOPAWHAT NO OCK Z) unw -
3aKpblBaTbCS APYrMM 0OBEKTOM. ECnNK OHKU HE BNOHBI, O HUX 3abyayT.
Llengep pparmeHTOB 3aKkpalumMBaeT nukcenu. Liseta nnm ccolfikn Ha Eycbep KagpoB
n3obpakeHnst MoryT ObITb NepeaaHsbl B lWenaep pparMeHToB N3 BEPLLUNHHOIMO

lwengepa. 3agatb LBeTa MOXHO M B LLengepe pparMeHTOB.

B 3aBepLUeHne nNukcenb oTnpasndeTcs B Oydep KagpoB, KOTOPbIN OToOpaxaeT [oTOBOE
ero Ha 3KpaHe. n3obpaxeHue




[Ipnmepbl WebGL

Interactive Globe WebGL Water

MHdorpadomka, nokasbiBaroLaa ANHAMUKY YOneuTtenbHoO peanncTnyHbiv 3 deKkT BoaObI,
MMMNopTa N 3KCrnopTa BOOPYXXEHUS Pa3HbIX CTPaH C  MOXHO ynpaBnATb LWApUKOM BHYTPU baccenHa, a
1982 no 2010 rogbl. Takxe BpallaTtb BC cLeHy. ABTop Evan Wallace.
http://armsglobe.chromeexperiments.com/ http://madebyevan.com/webgl-water/
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[ lpenmyLlecTBa 1
HEeJOCTaTKW
MCNONb30BaHUA
WebGL




[IpenmyLlecTBa ncnonb3oBaHUA

IBcsi paboTta Beb-npmnnoXxeHum ¢ ncrnosibdoBaHmnem WebGL
OCHOBaHa Ha Kofe JavaScript, a HEKOTOpbIE 3NeMEHTbI Koaa
- LWenaepbl MOryT BbINONHATLCA HEMNOCPEACTBEHHO Ha
rpadomnyecknx npoueccopax Ha Bugeokaprax, brnarogaps
yemy paspaboTymMKmM MOryT NOMNYyYUTb OOCTYN K
OOMNONHUTESNBbHBIM pecypcam KOMMNboTepa, YBENNYUTb
bbicTpOagenNCTBME.

I [Ana co3gaHnsa npunoXeHnm paspadoTymkm MoryT
MCMoSib30BaThb CTaHAAPTHbLIE A8 BED-Ccpeabl TEXHOMOrMmn
HTML/CSS/JavaScript 1 Nnpu 3TOM TaKXKe NMPUMEHATb
annapartHoe YCKOpeHUue rpaduku.




[IpenmyllecTBa NCNOb30BaHUA

IEcnun co3gaHne HaCTONMbHbIX NPUITOXKEHNN paboTatoLwmx ¢ 2d U
3d-rpadpmkon HepeaKo orpaHNYnMBaETCA LieneBou NNaTtgopMoun,
TO 30€Chb rMaBHbLIM OrpaHUYeHnEM ABNAETCA TONbKO noaaepka

bpay3epom TexHonorum WebGL.

|Beb-npmnnoXxeHusa, NOCTPOEHHbIE C UCMNOSIb30BAHMEM JaHHOW
nnatgopmbl, OyayT AOCTYMNHbI B IIOOOW TOYKE 3€MHOIO LLapa
Npuv HANU4YUN CETU MHTEPHET BHE 3aBUCUMOCTHU OT
ncnonb3yemomn nnartdpopmel: To nNn 3T1o gecktonbl ¢ OC
Windows, Linux, Mac, TO I 3TO CMapTdOHbI 1 NNaHLLETLI, TO N

9TO UrPOBbIE KOHCOSW.



[IpenmyllecTBa NCNOb30BaHUA

IKpoccbpay3epHOCTb 1 OTCYTCTBME NPUBA3KU K OnpeaeneHHomn
nnartgpopme. Windows, MacOS, Linux - BCe 3TO He BaXXHO, rMaBHOe,
4yTObObI Opay3ep nogaepxkmsan WebGL

! lcnonb3oBaHue A3blKa JavaScript, KOTOPbI AOCTATOYHO
pacnpocTpaHeH

IABTOMaTn4eckoe ynpasneHne namaTblo. B otnuyme ot OpenGL B
WebGL He Hago BbINOMNHATL cneunanbHbie AeUCTBUA ONA BblOeneHns
N OYUCTKM NaMATH

IMNockonbky WebGL ona peHaepuHra rpadpukm MCnornb3yet
rpadpmyeckmnn npoLeccop Ha BuaeokapTe (GPU), To Anga aTou
TEXHOMNOIMMU XapakTepHa BbiCOKas NponU3BOAUTENBHOCTb, KOTOpas
CpaBHMMa C NMPOon3BOANTENBLHOCTbLIO HAaTUBHbLIX NPUIMOXEHUM.




HepoocTtaTkm ncnornb3oBaHUS

ICneumanucTbl No Bonpocamu 6e3onacHoCT OpUTaHCKOM KOMNaHUm
Context BbIABUNW, YTO 3NOYMbILLITEHHUK MOXET Ha BPEeJOHOCHOM
canTe pa3amMecTuUTb kog WebGL, KOTOPbIN MOXET ObITb HANPSAMYHO
nepenaH B rpadnyeckmin NpoLeccop, B pe3ynbrate Yero KoMnbTep
MPOCTO BbIKITIOMUTCA — TEM CaMbIM MOXHO OpraHmM3oBaTh DoS aTaky
Ha KOMMbIOTEPLI NONb3oBaTeNen.




HepoocTtaTkm ncnornb3oBaHUS

ICneunanucTbl No 6e3onacHOCT NosiaratoT, YTO 3TY XKe
YSI3BUMOCTb MOXXHO MCMNOSb30BaTh AJ1 CO30aHUs NOMHOLLEHHbIX
TPOSAHCKUX Nporpamm. [1nsa aToro HeobxoaMMo UCMOoNb30BaTb
TEXHOMNOrMN, NO3BONAIOLLINE BbIMOMNHATL 0ObIYHbLIN KO, Ha
rpadoudecknx agpax — Takme, kak OpenCL nnu NVIDIA CUDA.

| nogaepxnBatoT He Bce bpay3epbl (OKONO 17% nosib3oBaTerien
HEe MMEIOT BO3MOXHOCTU Ucnonb3oBatb WebGL B CBOUX
bpay3epax)



[Topoep>kka bpaysepamu

*  Android * Chrome for
Browser Android

IE Edge " Firefox Chrome Safari Opera 05 Safari Opera Mini

- -He Cratuctuka noaaepxku WebGL pa3HbiMu
nogAepKmeaeTca bpay3sepamu B3sTa C carTa caniuse.com
- NoAAepXK1BaeTCs
4aCTUYHO

- - nogaepxXmnBaeTcd



Kak HapucoBaTb
OOBbLEMHYIO UTYPY U
3aCTaBUTb €€
BpallaTbCS




Kak HapucoBaTb 00bEMHYI0 PUrypy
1 3aCTaBUTbL e€ BpallaTbCs

[TonoxeHne nnockon ourypsl B NPOCTPaHCTBE 3a4aBasioch C
NOMOLLbIO BEKTOPA pa3sMepHOCTU TpU. HO dourypa MOXeT He TOSMbKO
MEHSATb NOMNOXEHME, OHa MOXET eLLE BpallaTbCa U
MacluTabupoBatbcs. [loaToMy B TPEXMEPHOWN rpadomke
NCMNOJSIb3YIOTCA HEe BEKTOP MOSIOXKEHUA, a MaTpuua.

3BECTHO, YTO MaTpuLL/a NOBOPOTa B TPEXMEPHOM MPOCTPAHCTBE
3aJaeTcsd C NOMOLLbIO MaTpuubl pasmepom 3x3. K aTon matpuue
nobaBnsieTca BEKTOP NONOXKEHUS, TakKum obpasom, B Utore }
ncnonb3yeTcs maTpuua 4x4,

WebGL HMKakK He noMoraeTt Ham paboTaTtb ¢ MaTpmuamMn, NO3TOMY,
anga yoobcrtea paboTbl UCMONb3yeTcs AOBOSIbHO U3BECTHASA
bunbnuoteka glMatrix.




Kak HapucoBaTb 00bEMHYI0 PUrypy
1 3aCTaBUTbL e€ BpallaTbCs

3a 310 NpeobpasoBaHMe oTBeYaeT MaTpuua

NepaieKputBbhTs TPEXMEpPHDLIN 06BLEKT, HAM HYXHO
BBECTU MOHATUE KaMepbl.

Kamepa, kak 1 ntobon o6bLeKT, UMeeT cBoé
NOSI0KEHNE B NPOCTPAHCTBE.

OHa Takxke onpeaenseT, Kakne o0bekTbl OyayT
BUOHbI HA 3KpaHe, U OTBeYaeT 3a npeobpasoBaHue
douryp Tak, 4ToObI Ha 3KpaHe y Hac co3ganach
nnmno3ung 3D.

3a 9710 NnpeobpasoBaHne OTBEYAET MaTpuua MepcrekTusa Ky6a Ha aKkpaHe



MaTpuua nepcnekTuBbl

MeToa mat4.perspective (matrix, fov, aspect, near, far) NPUHUMAET
MNATb NMApPaMETPOB.

1. matrix — MaTpuua, KOTOpPY HEOO6XOANMMO U3MEHUTD;
2. fov — yron ob3opa B paanaHax;
3. aspect — COOTHOLLUEHWE CTOPOH 3KpaHa;
4. near — MUHUMANIbHOE pacCTosiHNUE A0 06bLEKTOB, KOTOpble byayT BUAHbI;

5. far — MaKCMMasibHOEe pPacCTossHNE A0 06beKTOB, KOTOpbIE BYAYT BUAHbI.



Llenpepbl ansa kyba

BEPLUMNHHBLIN OPATMEHTHbIN
attribute vee3 a position; precision mediump float;
attribute vee3d a color; varying vec3 v color;

uniform mat4 u cube;//MaTpuila NOJOXEHMUA
uniform mat4 u camera;//MaTpuia KaMepHl void main (void) {

varying vec3 v color; gl FragColor = vecd (v _color.rgb,

1.0);
void main (void) {

v_color = a color;

gl Position = vec4d (u position +
a position, 1.0);}

B otnnume ot TpeyronbHUKa, B Wenaepax ans kyoba dparMeHTHbIN LWenaep octaetcs 6es
OOMOMHUTENBHO NCMNOSL3YETCS MaTpuLa NONOXEHNS U N3MeHEeHUM

mMaTpuLa KaMepbl



3acTtaBnsgemMm urypy BpallaTbCs

YT0bbI KYO HE CTOST HA MecTe, a Bpallancs,
Heob6X0AMMO NOCTOAHHO MEHSATb ero NnoJioXeHmne U
obHOBMATL Kaap. ObHoOBNEHME NpPONCXOANT MO
cpeAcTBaM Bbl30Ba BCTPOEHHOU PYHKLUU
requestAnimationFrame.

B oTnnume ot agpyrmux noaobHbIX METOA0B,
requestAnimationFrame BbI3bIBa€T NepeaaHHYH
dYHKLMIO TO/IbKO KOrAa BunaeokapTa cBoboaHa u
roToBa K OTPMCOBKE Clieayruwero Kaapa.

Monyyaem Bpawarowmmncsa Kyb:




OTpucoBka puryp B WebGL

gl .drawArrays ()
MeToa oTpucoBbIBaeT 06beKTbl NocsienoBaTesibHO NO BepwmHaM B bydepe BepwmnH. [laHHbIN MeToA
NPUHUMaET TpU NapaMeTpa: gl.drawArrays (mode, index, count)
emode: JaHHbIA NapaMeTp yKa3blBA€T HA OTPUCYEMbIN NMPUMUTUB U MOXET NPUHUMATb Creayrwme 3Ha4YeHns:
gl.POINTS, gl.LINES, gl.LINE_LOOP, gl.LINE_STRIP, gl. TRIANGLES, gl.TRIANGLE_STRIP, gl. TRIANGLE_FAN.
*index: BTOPOM NapaMeTp yKa3blBaeT, KAKOW HOMep BeplwuHbl B 6ydepe BepwunH byaeT nepson ans
NnpUMUTMBA.
ecount: TPETUN NapaMeTp yYKa3sblBaeT, CKOSIbKO BepPLUNH ByaeT NCcnonb3oBaTbCA 419 OTPUCOBKW.

gl.drawElements ()
Ecnu Bbile paccCMOTpeHHbIN MEeTO4 MMeEeT aeno ¢ bydepoM BeplwnH, To gl .drawElements () paboTtaeTt C
6ydpepom nHaekcos. OH MMeeT cneayrLyo curHatypy: gl.drawElements (mode, count, type,
offset):

emode: pPeXWM, yKasblBalOWMN Ha TUN NPpUMUTMBA. B KayecTBe NpUMUTUBOB UCMOJb3YIOTCH TE Xe, YTO U ANs
MeToAda gl.drawArrays ()

ecount: YMC/IO 3/1IEMEHTOB A/19 OTPUCOBKU

stype: TVMN 3Ha4YeHUn B bydepe nHaeKkcoB. MoxeT nMeTb 3HaueHne UNSIGNED BYTE unn UNSIGNED SHORT
eoffset: CMeLLlEeHMEe - C KaKOoro nHaekca éyaer npoBoamTbCs OTPUCOBKA



[TpMmnTmBbI WebGL

B WebGL onpegeneHbl cnegytowme suabl NpMMUTUBOB:

ogl.LINES : Habop NMHUIA, NpU 3TOM BCE JIMHUN PUCYIOTCS OTAENbHO, €CNN Y ABYX JIMHUN
onpeneneHa obwasa Toyka, Toraa BM3yasibHO OHU COEAMHSIOTCH, HO aKTUYEeCKn 3TO ABe
pa3Hble NTIMHNN

ogl.LINE_STRIP : Habop Touek nocnenoBaTesibHO COeANHAKTCS NTMHUSAMU, @ HE3AMKHYTbIN
KOHTYp, obpa3syembin IMHUAMU, NMpeacTaBisieT eanHoe uenoe

ogl.LINE_LOOP : 1O e camoe, 4To U g1 .LINE STRIP, TONIbKO MocneaHss Toyka B Habope
AOMOJIHUTE/IbHO eLlle CoeAMHSIETCH C nepBon. TakuM ob6pa3oM MnonyvaeTcs 3aMKHYTbIN
KOHTYP

¢g|. TRIANGLES : Habop TpeyronbHUKOB

og|. TRIANGLE_STRIP : Habop TpeyrosbHMKOB, Npu 3TOM BEPLUMHbI NocneaoBaTesnbHO
COeAUHSAITCA B TPEYIrO/IbHUKMU

¢g|. TRIANGLE_FAN : Habop TpeyrosibHMKOB, Npu 3TOM AN BCEX TPEYrosibHUKOB eCTb OAHa
obLasa BepwnHa B LeHTpe

og|.POINTS : Habop 0ObIYHbIX TOUEK, HE COEANHEHHbIX Mexay cobon




MeToabl

* createProgram() - co3gaHume obbeKkTa nporpamMmbl LLENOEPOB

e createShader (type) - coO3OdaHuve Wengepa no 3agaHHoOMy Tuny
type

* shaderSource (shader, source) -YyCTaHOBKa MCTOYHMKA Koaa
source Ang wenaepa shader

e compileShader (shader) -kKoMnunauua wewngepa shader B

BuMHapHbIW KOO ANA AanblUENLEro UCNOob30BaHMS NPOrpamMmon



MeToabl

e attachShader (program, shader) - pagobaBneHMe K OOBLEKTY
nporpamMmmebl LWengepa

* linkProgram(program) - CBs3biBaHWE NPOrpamMmMbl C KOHTEKCTOM
webgl

e useProgram (program) - 3afyck nporpamMmmbl 4ns peHaepuHra

var program = gl.createProgram() ;

// Attach pre-existing shaders
gl.attachShader (program, vertexShader);
gl.attachShader (program, fragmentShader) ;

gl.linkProgram(program) ;
gl.useProgram (program) ;



MeToabl

e createBuffer () - co3gaet bydep

(XpaHMﬂMU—le) ANA OaHHbIX, TAKUX KakK vertexBuffer = gl.createBuffer();
BEPLUMHbI N LBeTa gl.bindBuffer (gl.ARRAY BUFFER,
e bindBuffer (target buffer) _ vertexBuffer); var triangleVertices = [
. ’ 0.0, 0.5, 0.0,
3agaéT bydepy «uenb»: KOopaAnHaThI _0.5, -0.5, 0.0,
BEPLUNH, KOOPAOUHATbI TEKCTYP, LUBETAQ, 0.5, -0.5, 0.0
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MHOEKCbl 3J1IEMEHTOB
gl.bufferData (gl.ARRAY BUFFER, new

e bufferData (data ’ size ’ usage) - Float32Array (triangleVertices),
1:1,06aBneH|/|e OAaHHbIX B CO3ﬂ,aHHbII7I paHee gl.STATIC DRAW) ;
Oycdbep



MeToabl

e viewport(x, y, width, height) -ycTaHoOBKa 0bfiacTu OTPMUCOBKMU

e clear (mask) - o4nctka bydpdpepoB 3agaHHON MaCKOW

* vertexAttribPointer (index, size, type, normalized, stride,
offset) - ycTaHaBNMBaeM aTpubyTbl N9 KaXXOQ0oW BEPLUMHLI: UHOEKC aTpubyToB
ana Nenosfib3oBaHMA, KOJiMHeCTBO KOMIMOHEHTOB (1-4), TUMN KOMMNOHEHTOB,
HOpManusauua Yncne c nnasarLlen 3andaToun, Wwar CMeLleHNs, cCMeLleHne

gl.viewport (0, 0, gl.viewportWidth, gl.viewportHeight) ;
gl.clear (gl.COLOR BUFFER BIT) ;

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

gl.drawArrays (gl.TRIANGLES, 0, vertexBuffer.numberOflItems);



MICTOYHMKM MaTeprarnoB

Ctatbsi «Hauvarno paboTbl ¢ WebGL»:
https://msdn.microsoft.com/ru-ru/library/dn385807(v=vs.85).aspx
OdomnumanbHbI canTt WebGL:

https://www.khronos.org/webgl/

CTtaTtbs Ha habrahabr « WebGL anga scex» :
https://habrahabr.ru/company/2gis/blog/273735/

[Tpnumepsl ncnonb3oBaHnAa WebGL B34Tbl U3 ctateun lasuaa Yonwa(David Walsh):
https://davidwalsh.name/webgl-demos
https://davidwalsh.name/webgl-demo

A Takxe c canta WebGL Experiments:
https://www.chromeexperiments.com/webgl




