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Annomauusn: ¢ dannoil cmamove npueeder 00wl 0030p NPOSPAMMHOU OUOIUOMEKYU, NO3BOSIOUEH CO30A8aAMb
unmepaxmusuylo 3D-epaguxy Ons wupokozo cnekmpa Opaysepos, — oubauomexu WebGL. OchosHbimu
BONPOCAMU, PACCMAMPUBAEMbIMU 6 OAHHOU cmamve, AGIAOMCsL cnocodvl pabomer 6 WebGL. Taxoce
uccne008ana MepmMuHoIO2Us OUbIUOMeEKU, pacKkpblmo noxwsmue weidepa. Kpome moeo, paccmompenul cnocobwbl
NOMYyHeHUst OGHHBIX Well0epoM, d MAKdCe ONUCAHbI KOMNOHEHMbl, KOMOopble UCNOAb3YIom npu pabome 8
oubnuomexe 3D-epaguru. Packpvimvl 0CHOGHbIE Npeumyecmsea OanHou OubIUomexu.
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Abstract: this article considers a general review of a program library that allows to create an interactive 3D-
graphics for a wide range of browsers — the WebGL library. Main points that are considered in this article are
ways of work in WebGL library. The terminology of the library was also researched, a term “shader” was
revealed. Moreover, ways to get data with a shader, and components that uses 3D-graphics for a work in the
WebGL library also were described. Main advantages of this library are revealed.
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CoBpeMeHHbIE TEXHOJIOTHH DPa3BHBAIOTCA C KaKABIM TOJIOM Bce MHTeHCHBHee. Ilo cpaBHeHHWIO ¢ mapoid
TPOMKOI1 JIeT KOMIIbIOTepHAs TpadMKa HIarHyJIa Ha HECKOJIBKO LIaroB BIIEPEI.

Ha cerogusmmHunii neHp ONHOW M3 TEXHOJOTHMH, NpEAHA3HAYEHHOH Ui PHCOBAaHMS M OTOOpaKeHHS
nHTepakTuBHON 2D- m 3D-rpaduku B BeO-Opaysepax sisiercs WebGL. IlepBoHavanpHO JaHHAS TEXHOJOTHS
osuta ocaoBana OpenGL ES 2.0 Bepcuu cnenndukamun OpenGL ans takux ycTpoiicTB kak iPhone ot Apple
iPad.

Ee ocHOBHas menb 3T0 oOecleueHne TEPEeHOCUMOCTH MEXAY Pa3IMdHBIMH ONEPAllMOHHBIMH CUCTEMAMH U
ycrporictBamu. JanHas cnenndukaiiis Obiia BeimyieHa B 2011 romy.

Texnonorus WebGL mno3Bomsier pucoBats rpaduky B Opaysepe, UCIOIb3ysS BO3MOKHOCTH BHICOKAPTHI.
WebGL - st10 cpenctBo pactepuszanuu [2]. Ha ocHOBE HAmMCaHHOTO KOZa OHO OTOOPaKaeT TOYKH, JIMHUH U
TpeyronbHUKK. Ko, mpH MOMOLIM KOTOPOrO PEan3yloT HEOOXOAMMBIE MPOEKTHI, MPEACTAaBICH B BUjAE Hap
¢yHKOMiA, coBMecTHass napa (YHKUME HaspiBaeTcsi mnporpamMmoi. Ilapa maHHBIX (QYHKIUHA SIBISIOTCS
BEPUIMHHBIM U (parMeHTHBIM ILIEHIEpOM.

BepumHHBIH mIeiiep BBIYUCIAET MOJI0KEHNE BEPIIMHBL. B 3aBUCHMOCTH OT MOJIOKEHUH BEpIINH, KOTOPHIE
Bo3Bpamaer ¢pyHkms, WebGL 3areM MOXKHO pacTepu30BaTh pa3IM4YHbIe NIPUMUTHBEI, BKIIOYas TOUYKH, JIMHUU
WJIN TPEYTOJIBHUKH.

s mporiecca pacrepuszanuu npuMuTHBOB WebGL ucmonb3yer BTopyro GyHKIHIO - pparMeHTHEIHN meimep.
@parMeHTHBIA IIeiep BBHIUUCISIET NBET MO KAKIOMY IHKCEN0 NPHUMUTHBA, OTPHCOBBIBAEMOTO B JAaHHBIA
MOMEHT.

APl WebGL nacrpamBaercst st paboTsl JaHHBIX QyHKIMA. [ Kaxa0ro 00BeKTa, KOTOPBIA HEOOXOIUMO
OTPHCOBaTh YCTAHABIMBAIOTCS HACTPOMKH Yepe3 Bb30B gl.drawArrays wmm gl.drawElements, kotopsrit
BBITIOJIHSET LICHAEPh Ha rpaguIecKoM IPoLeccope.

Crioco0bI MoNTydeHHsI JAHHBIX IICHAePOM Pa3IeisaioT Ha:

® aTpuOyTHI — OTIPENIEISIOT, KaKUM 00pa3oM JaHHbIE U3 Oy(epoB mepenaroTcs B BEPUIMHHBIA MIeHep,;

e Oy(ep — MaccuB OMHAPHBIX TAHHBIX, 3arPYKEHHBIX B Ipaduueckuii mpoueccop. JJaHHbIe MOTYT coaepKaTh
KaK TOJIOKCHHE BEpIUMHBI, HOPMaJei, TaK W KOOPAMHATHI, L[BeTa BepwMH u MHoro apyroe [3]. Joctyn k
OydepaM He MPOM3BOIBHBINA. BMecTo 3TOro BepIIMHHBINA MIEHIEp BBHITOTHACTCS 33JaHHOE KOJIHMYECTBO pa3 H



KaXJIBIi pa3, KOTAa OH BBINOJHSETCS, BEIOMpaeTcs cieayloliee 3HaUYeHne KaKAO0ro M3 YKa3aHHBIX OydepoB u
Ha3HayaeTcs aTpuoyTy;

® TEKCTYPBI — 3TO MacCHBBI, K KOTOPbIM BO3MOXKEH JIOCTYI B IIporpamMe Iueiinepa. B GonpoiMHCTBE Citydaes
B TEKCTypY MOMENIAIOT KapTHHKY. [IoMIMO 3TOr0 B Hee MOKHO ITOMECTHTB YTO-TO OTJIMYHOE OT HabOpa IIBETOB,
TaK KaK TEKCTYpPBI SBILSIFOTCS MPOCTHIM HAOOPOM JaHHBIX;

e Uniform-nepemMeHHbBle — MO3BOJISAIOT JaHHbIE M3 BEPIIMHHOrO IueWaepa mepenath (parMeHTHOMY. Bo
(hparMeHTHOM IIEHepe MOJIYYarOT MHTEPIIOJHUPOBAHHBIC 3HAYCHHUS BEPIIMHHOTO IICHepa — 3TO 3aBHUCHT OT
TOrO, 0T06pa>1<a10T JIX TOYKH JIMHUHW UK TPCYTOJIbHUKU.

Hdnst WebGL ocHoBo# sSBISIOTCS [BE BElIM - KOOPAMHATA MPOCTPAHCTBA OTCEUeHHWs] W IBeT. {1 3TOro
UCIIONIB3YIOT JIBa IIeWepa - BEPIIUHHBIM 33/1al0TCsl KOOPAMHATHI IIPOCTPAHCTBA OTCEYEHHS, ()parMeHTHBIH ke
OTBEYAEeT 32 LBET.

KoopaunaTs! pocTpaHcTBa OTCEYEHHs BCET/la HAXOAATCS B AMANa3oHe OT -1 g0 +1 BHE 3aBUCHMOCTH OT
pasmepa canvas.

B ocHoBHOM OonbmmHCTBO 3D [IBMXKOB CHOCOOHBI TEHEpHUpPOBATH LICHAEPH Ha JIETy, A 3TOTO
HCTIONIB3YIOTCSI PA3IIMYHbIC MA0TOHbI.

OcHoBHBIMHE TTpenMyIecTBaMu WebGL sBistroTest:

e aBTOMaTH4eCcKoe ynpasieHue namaTeio. Ecnu cpaBanBate WebGL co cxoxubiM npogykrom OpenGL, rie
HEKOTOpbIE OIepaluy OCBOOOXKIECHUS M BbLIENEHHsS IPOBOIAT BpyuHyro, B WebGL Takas HeoOXoAMMOCTb
orcyrcTByeT. Takum oOpa3soMm mnpu Bbixoje JavaScript mepeMeHHOH H3 00JacTH BHUIMMOCTH, HaMSTh,
3aHUMaeMasl el, aBTOMaTW4ecKd ocBoOoxnaercs. JlaHHble AedcTBUSI oOjerdaer paboTy NpOrpamMMHCTa,
3HAYUTEIHLHO YMEHbBIIAET pa3Mep K0Jia, 4To JAEIaeT ero 0osee MOHATHBIM U CTPYKTYPHPOBaHHBIM.

e nmporpammupoBanue JavaScript. JlaHHBI $I3bIK NPOrPAMMHPOBAHHS SIBJISETCS «POJHBIM» JUIi MHOIHX
nporpammucToB. Paboras ¢ JavaScript MoxHO mosryunTh noctyn kKo BceM DOM-anementam. C HUMH JIETKO
paborats, B oTianune oT obmeHus ¢ anmieramu. IIporpammuposanne WebGL Ha JavaScript mo3sonser mydme
uHTErpupoBaTh npunoxkenuss WebGL ¢ npyrumu 6ubnuorekamu JavaScript [4].

e mpoHuaeMocTb. COBpEMEHHBIE TEXHOJOIMH II03BOJISIIOT YCTaHABIMBaTh BeO-Opayzepam, KOTOpbIC
oJ/IepXKUBalOT JavaScript Ha IUIaHIIETHl 1 cMapTQOHBI.

e pou3BOANTENBHOCTD. [Ipuitoxkenuss WebGL conocTaBuMbI 9KBUBaJICHTHBIM aBTOHOMHBIM MPUIJIOKEHUSIM.
OT0 mpouCcXoIUT Oiraromapst BO3MOKHOCTH moctyrna WebGL k TokambHBIM anmapaTHBIM YCKOPUTEISM IrpaduKy.

o HyneBas kommwsius. Tak kak WebGL Hanmcan Ha JavaScript, yXoIuT HEOOXOIUMOCTh KOMITHUIIMPOBAHHS
KOJla MpPEeABAPUTENIHHO. 3a CUET ATOrO IOSBIACTCS BO3MOXKHOCTh M3MEHATH paboTy Ha JIETy U CIEAWUTH 3a
U3MEeHEeHHUAMH B 3D BeO-IIpHIIOKEHHUH.

Jliist pabotel B Oubnuoreke 3D-rpaduku B WebGL HCmonmb3yoT ClIeAYIONIe KOMIIOHCHTHI:

e Canvas. [lauubiii HTMLS5- anement sBisercs 3amoiHuTeneM. J[OCTYyNT K HEMYy OCYIICCTBISIETCS MPH
OMOIIX 00BbEeKTHOM Monienu nokyMmenTa (DOM) uepes JavaScript.

e O6bekThl. CyITHOCTH, COCTOSIIIIKE U3 TPEYTOJIBHUKOB M COCTABIISIONINE YaCTh CIICHBI.

e Cser. Ocobennocteio 3D mupa siBisieTCss HEBO3MOXKHOCTh 4TO—JIMOO yBUAETh Oe3 cBera. [Ipu momomm
meiinepos WebGL mozmenmpyet cBeT Ha ciieHe. B cooTBeTcTBUM ¢ pr3myecknMy 3aKOHaMU Te WK uHbIe 3D —
00BEKTHI MTOTJIOMIAIOT CBET.

e Kamepa. JlanHBIH KOMIOHEHT sBisieTcst xosnctoM B 3D-mmupe. IIpm momomy Hee MOKHO HCCIIEIOBATh
CIIECHY.

Bubmmotexa WebGL MHOrOrpanHa u Mo3BOJISIET CO3/IaBaTh HEOOBIYHBIE AP (PEKTHI, CIIEHBI M UTPHL.

IIprmmepamu pabotsr WebGL sBistroTcs:

e Nucleal — omgmH W3 KpacHBEHIIMX DIEMEHTOB CIIAW-IIOY, HCIONb3YIOMMNACI JUIA TEpexola MEXIY
¢dororpadusmu B ranepee.

¢ Google Maps Cube —urpa, B koTopoii Ha ymumax Google Map TOHSIOT IApHK B TAOMPHUHTE U3 YITHII, METKA
JOCTaBJIIETCS B OIpe/iesieHHbIe MecTa. Bee aTo pacrnonaraercst Ha Kyoe.

e Cube Slam — B ganHOi Wrpe monbp30BaTelbh WIpacT B a’poxokkeil ¢ memsemem. Teach Me to Fly —
CHMYJISIIMSA TI0JIETa TIEPCOHAXKA MEXTy HeOOCKpebamH.

e Ho onuuM u3 cambIx sipkux npumepoB padboTel WebGL sBisercs Google Maps, KOTOpBIH HCHONB3YeT
JaHHYI0 OHOIHOTEKY ISt OTPHCOBKU BEKTOPHO# KapTh [1].

WebGL umeer nocrarouno mpoctoit API. TIpu 3TOM IPOTPaMMHCT MOXET BBIMTOJHATE Kak MPOCTHIC BEIIH
IpU TIOMOINM JAAQHHOM TEXHOJOTHH, TaK M CIpPAaBJISATHCA CO CIOKHBIMH 3aJadaMi, HCIHONB3Ys TOJBKO IBE
(yHKUMM — BEpIIMHHBIA U ()parMeHTHBIH Lienaep.

Ha ceropusimunii ienp WebGL koHIIenTyanbHOE CPEICTBO pacTepu3alii, KOTOPOE JOBOJIBHO JIETKO NOHSThH
Y OCBOHTH.
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