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§ 5 BBenenue B WebGL

WebGL (Web-based Graphics Library) — ato
TEXHOMOrns, NO3BosNAKLLIAasA pucoBaTb, oTobpakaTb U
B3aMMOOENCTBOBATb CO CITOXXHOWN, UHTEPAKTUBHOM

TPEXMEPHON KOMNbLIOTEPHOU rpadukon B BeD-
bpaysepax.

WebGL, B covetannm ¢ HTMLS n JavaScript, genaet
TPEXMEPHYIO rpadomnKy AOCTYMNHOW Ans BED-
pa3paboTUNKOB M OTKPbIBAET BO3MOXXHOCTb CO34aHus

BEO-NPUIOXKEHNI CNEAYIOLLIETO NOKOMNEHUSs], C MPOCTbIMU

N MOHATHBLIMWU NOMb30BaTENbCKUMU NHTEPdENCAMUN U
BEO-KOHTEHTOM.



Hctopus WebGL

N3 TexHOornm otobpaxeHnst TpeXMepHoOn rpaukn
Ha NepCcoHanbHbIX KOMNbOTEPAX Hanborbluee
pacnpocTtpaHeHue nony4nnu Direct3D n OpenGL.
Direct3D — cocTaBHast YacTb NakeTa TEXHONOrmm
Microsoft DirectX — aTo TexHOnornst otobpaxxeHus
TpexmepHomn rpaukn, npegHasHavyeHHaa ang
ncrnonb3oBaHua Ha nnatdpopme Windows. OHa
ABNSAETCS NULEH3NOHHBbIM NPOrpaMMHbIM
nHtepgencom (API) n KOHTponupyeTcsa Kopropaumnen
Microsoft. AnstepHaTtuBHas en TexHonorna OpenGL
nony4yunna LMpoKoe pacnpocTpaHeHne, bnarogapsi
ee OTKPbITOCTW.



Hctopus WebGL

HeCMOTpFI Ha TO, UTO TEXHOJ10I'n4A

WebGL kopHsamn yxogut B OpenGL,
B NENCTBUTENbHOCTN OHA ABMSIETCSH ebGL
OarbHENLINM pasBUTUEM BEPCUN |
OpenGL gnst BcTpanBaeMblX CUCTEM,

TaKMUX Kak CMapTCbOHbI N UrpoBbi€ KOHCOJN.

OTa Bepcus, nssectHad kak OpenGL ES (for
Embedded Systems), cosgaHa B 2003-2004 rogax, a
3atem obHoBneHa B 2007 rogy (ES 2.0) n B 2012 (ES
3.0). WebGL ocHoBaHa Ha Bepcun ES 2.0. NocnegHas
Bepcusa WebGL 2.0 seiwna 5 niona 2017 roga.



Hctopus WebGL

PacILMpPEHHe BOAMOXHOCTEN PaciunpeHre BOIMOXHOCTEH Paclumpexmne BO3MOXHOCTEH

[ OpenGL 1.5 ]——}[ OpenGL 2.0 }—-} OpenGL 3.3 }—-} OpenGL 4.3
* MoamHoxecTeo * lNoamMHOXecTB0 * MNoamHoxecTso

OpenGL ES OpenGL ES OpenGL ES
4 'R 8 ’ 2.0 3.0

1.1
Cneuundukaumnu, noagepxusarolme wenaepsbi.

CoamecTimsl

HecoBmecTMms!

[ WebGL 1.0 ]

LLlenepsi - aTo komnbloTepHbIE NPOrpaMmbl,
NO3BOMAOLLNE CO3aBaThb CINOXHbIE BU3YyaribHbIE

9P EKTbI C NCMONb30BaHUEM CreLnanm3npoBaHHOro
s13blKka NPOrpaMmMmMpoBaHUS, MOXOXKEro Ha sA3bIK C.
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jeMeHT <canvas>

Cuctema WebGL ncnonb3syet onga pncosaHus
anemMeHT <canvas>, nogsusLinmnca s HTMLS un
onpeaensoLmn obnactbs BED-CTpaHMLIbI,
npeaHasHayeHHyo ans pucosaHud. bes
ncnonb3oBaHus TexHonormm WebGL, anemeHT
<canvas> No3BOMnseT pucoBaTb TOMbKO 2-MEPHYIO
rpadouky ¢ npumeHeHnem pyHkumn JavaScript.



Cucrema KOOpJAMHAT 3J1€MEHTa <canvas>
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Hauvano cucrembl
KoopanHaT arieMeHTa
<canvas> HaxoauTcs
B J1IEBOM BEPXHEM
yrny, ocb X
onpegensaer
KoopauHaTy no
ropn3oHTanu (cneea
Hanpago), ocb Y — Mo
BepTuKanu (ceepxy
BHU3).



DrawRectangle.htm

<IDOCTYPE html>
<html lang="en">
<head>
<meta charset="utf-8" />
<title>Draw a blue rectangle (canvas version)</title>
</head>
<body onload="main()">
<canvas id="example" width="400" height="400">
Please use a browser that supports "canvas”
</canvas>
<script src="DrawRectangle.js"></script>
</body>
</html>



DrawRectangle.js

function main() {
// NONY4YNTb CCbISIKY Ha 3fIeMeHT <canvas>
var canvas = document.getElementByld(‘example’);

if(lcanvas) {

console.log('Failed to retrieve the <canvas> element');
return; }

// nony4nTb OBYXMEPHbIN KOHTEKCT OTODpakeHus
var ctx = canvas.getContext('2d');

/[ HapucoBaTb CMHUI KBagpaT
ctx fillStyle = 'rgba(0, 0, 255, 1.0)'; // BbIOpaTb CUHUIA LBET
ctx.fillRect(120, 10, 150, 150); // 3anonHUTL 3annBKY KBagpaTa



[Tpumep (1)

[7) Draw 2 blue rectangle
C [ file:///C:/samples/ch02/DrawRectangle.htmi

| KoHconb

Q © <topframe>v £) | Errors Wamings Logs




[llennepsl

WebGL onupaetcs Ha
MexaHN3M pMCOBaHMﬂ HOBOIO [ MonyunTb CCbINKY HA INEMEHT <canvas>]

TuUna, KOTOpbI Ha3bIBAETCH
weuodepom (shader), , v \
onapatowyii Gonbluen B -
MMOKOCTBLIO U LLUMPOTOU \ /
BO3MOXXHOCTEN NpWn 2 v :
PUCOBaHUN OBYX- U Muuumanuauposars wengepbi
TPEXMEPHbLIX OOBEKTOB, U - J
KOTOPbIN OOJTKEH : v .
NCMNOJ1b30BaATbCA BCEMU Yka3sarb user AnA OUUMCTKM <canvas>
WebGL-npunoxeHnamu. | - ' J
Ha pucyHke nokasaHa ' 3
nocnenoBaTteribHOCTb | Quncruy <canvas> |
onepaumnn, BbINOITHAEMBbIX v
WebGL-nporpammon. f )
Hapucoeartb

11



BepumHaHbIC M (PparMEHTHBIC IICHICPHI

BepwuHHbIU weudep (vertex shader) — ato
nporpamma, onuckiBaroLlas XxapakTepucTuk BepLUnH
(KoopauHaThbl, LBET U Op.), a BepLUIMHA — 3TO TOYKa B
OBYX- UM TPEXMEPHOM NPOCTPAHCTBE, HAaNpumep,
Yyron unn BepLunHa OByX- UNu TpexmepHomn dourypsi;

®paameHmMHbIU weudep (fragment shader) — ato
nporpamMmma, peanusytoias oopaboTky pparmeHToB
n3obpaxeHumn, Hanpumep, onpegeneHue
OCBELLEHHOCTH, rae nog doparMeHToOM
nogpasymeBaeTCcd MPOCTENLLNN dNeMEHT
N300paxxeHuns.
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IIpoctheie purypsl WebGL

Touka (gl.Points) — rpynna To4yek. TOYKM pUCYyLOTCA B
KoopanHaTtax BepLiunH vO, v1, v2...

OTpesok (gl.LINES) — rpynna otaenbHbIX OTPE3KOB,
KOTOpbIE PUCYIOTCSA MexXay napamMmu BepLunH. Ecnu
4YMCNO BEPLUNH HEYETHOE, MOCIeOHAA BEPLUMHA
UrTHOPUPYETCA.

INNomaHasa (gl.LINE_STRIP) — rpynna cBa3aHHbLIX MexXay
cobon oTpeskoB Mexay napamu sepuunH (v0O, v1), (v1,
v2), (v2, v3),...

3amkHyTas nomaHas (gl.LINE_LOOP) — rpynna
CBA3aHHbIX Mexay cobon oTpeskoB. B otnuyne ot
gl.LINE_STRIP pucyet oTpesok, coeanHSoLLnm
NOCNEaHIO U MNepByO BEPLUNHGI.
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IIpocteie purypel WebGL

vO v2 v4
@ & ]
& @ @
v v3 v5
gl.POINTS
v0 v2 v4 vO v2 v4 vO v2 v4
v v3 v5 vi v3 v5 v v3 v5
gl.LINES gl.LINE_STRIP gl.LINE_LOOP
v0 v2 v5 vO v2 vé4 v3
V j v4 v2
v v3 véd vi v3 v5
v5 vi
gl.TRIANGLES gl.TRIANGLE_STRIP gl.TRIANGLE_FAN
vO
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IIpoctheie purypsl WebGL

TpeyronbHuK (gI. TRIANGLES) — rpynna otaenbHbIX
TpeyronbHNKOB. TpeyronbHUKK 3agatoTca Tpnagamm (vO, v,
v2), (v3, v4, v5),... Ecnn yncnun BepLUunH He KpaTHO 3,
NULLIHWE BEPLUNHBI UITHOPUPYHOTCA.

TpeyronbHukn ¢ obwmmm ctopoHamum (gl. TRIANGLE _STRIP).
[lepBble TpU BEPLUMHBLI 0OPa3yoT NEPBLIN TPEYIONbHUK, a
BTOPOM TPEYronbHNK obpasyeTca U3 creayoLlen BepLUnHbl U
OBYX NpeaLlecTBYOLWMX, BXOOALWMX B COCTaB NepBOro
TpeyrosibHuKa.

TpeyronbHukn ¢ obuen sepwmnHon (gl.TRIANGLE FAN).
[lepBble Tpy BepLUMHBI 06pa3yloT NEPBLIN TPEYIOSIbHUK, a
BTOPOW TpeyronbHMK obpasyetca U3 crieqyrowen BePLUMHBI,
OOHOW CTOPOHbI NpeablayLlero TpeyrofnbH1Ka 1 nepeou
BEPLUMHDI.
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HelloTriangle.htm

<IDOCTYPE html>
<html lang="en">
<head><meta charset="utf-8" />
<title>Hello Triangle</title></head>
<body onload="main()">
<canvas id="webgl" width="400" height="400">
Please use a browser that supports "canvas"</canvas>
<script src="lib/webgl-utils.js"></script>
<script src="lib/webgl-debug.js"></script>
<script src="lib/cuon-utils.js"></script>
<script src="HelloTriangle.js"></script>

</body>
</html>
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HelloTriangle.js (Hauano)

// BepwuHHLIN Wwengep

var VSHADER SOURCE =
‘attribute vec4 a_Position;\n' +
'void main() {\n' +
' gl_Position = a_Position;\n' +
Nn';

[/ dparmeHTHbIN Wengep

var FSHADER_SOURCE =
'void main() {\n' +
' gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n' +
Nn';

function main() {
// Tlony4nTb CCbINKY Ha AaNeMeHT <canvas>
var canvas = document.getElementByld(‘webgl’);
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HelloTrangle.js (mponomkenue)

// TlonyunTb KOHTEKCT oTobpaxeHus ansa WebGL
var gl = getWebGLContext(canvas);

if (!gl) { co}nsole.log('FaiIed to get the rendering context for WebGL");
return;

[/ IHnynanmnanposaTtb wengepsbl
if (linitShaders(gl, VSHADER_SOURCE, FSHADER_SOURCE)) {
console.log('Failed to intialize shaders."); return; }

// OnpegennTb KOOPANHATbLI BEPLUWH
var n = initVertexBuffers(gl);
if (n<0){
console.log('Failed to set the positions of the vertices'); return; }

/[ YkasaTb UBET A8 O4UCTKM 0bnacTu pMcoBaHUsi <canvas>
gl.clearColor(0, 0, 0, 1);
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HelloTrangle.js (mponomkenue)

/[ O4ncTuTb <canvas>
gl.clear(gl.COLOR_BUFFER_BIT);

// HapucoBaTtb TpeyronbHuK
gl.drawArrays(gl. TRIANGLES, 0, n);

function initVertexBuffers(gl) {
var vertices = new Float32Array([0, 0.5, -0.5, -0.5, 0.5, -0.5]);
var n = 3; // 4ncno BepLimnH

// Co3patb OydepHbIN 0ObEKT

var vertexBuffer = gl.createBuffer();

if (vertexBuffer) {
console.log('Failed to create the buffer object');
return -1; }
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HelloTriangle.js (okoHuaHue)

// Onpegenntb TMN BydepHOro obbekTa
gl.bindBuffer(gl. ARRAY_ BUFFER, vertexBuffer);

// 3anucaTtb gaHHble B OydepHbIN 0ObEKT
gl.bufferData(gl. ARRAY_ BUFFER, vertices, gl.STATIC_DRAW);

var a_Position = gl.getAttribLocation(gl.program, 'a_Position');
if (a_Position < 0) {

console.log('Failed to get the storage location of a_Position'); return -1; }
// CoxpaHUTb CCbIfKY Ha BydepHbIn 0OBLEKT B nepeMeHHon a_Position
gl.vertexAttribPointer(a_Position, 2, gl.FLOAT, false, 0, 0);

/[ PaspewnTtb npucBamBaHue nepemeHHon a_Position
gl.enableVertexAttribArray(a_Position);

return n; }
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IIpumep (2)
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