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APDMHHbIE NPpeobpPa30BaAHMUA

OnpepeneHmne  AdthitHHOE NpeoBpasoBaHue fiR" — B" ecTe npeofpasoBaHKe BMA A
flz)=M- -z + v,

me M — ofpatumas matpuua v e & B

BasoBble apPuHHbIE Npeobpa3oBaHUA

* [lOBOPOT BOKPYr Ha4yaa KOOPAUHAT Ha Yron @
e PacTtaxkeHue/CxaTtume

* OTpakeHune

* [lepeHocC
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OAHOPOAHbIE KOOPAMHATLI TOYKMU

* OAHOPOAHBLIMW KOOPAUHATAMM TOYKM Ha3biBaeTcA Nt0basA TPOMKA OAHOBPEMEHHO HE PaBHbIX
Hynto uncen x1, x2, x3, CBA3aHHbIX C 3aA4aHHbIMW YUCAAMU X U Y CAeAYIOLWMMN COOTHOLIEHUAMMU:

e x1 /x3=x, x2 /x3=y.

NMpounssonbHaa maTtpuua apPdmnHHOro npeobpasosaHuna
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[Tpeocbpa3oBaHMA HEKOMMYTATUBHbI

2024

90° rotation 90° rotation
about z-axis about x-axis

Ao %
ol Xl h

90° rotation 90° rotation
about x-axis about z-axis
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[Tpumep 1

MoCTPOMTb MAaTPULY PACTAXKEHUA C KOIPDULIMEHTAMKN paCTAKEHUA BAONb OCK abcumcc v BAONb OCU
OpAMHAT U C LEeHTPOM B TouKe A(a, b).

a 0 0
Utorosaa maTtpuua (X* y* 1): (x y 1)>< 0 o 0
(l-a)xa (1-9)xb 1)




PeweHwne

e 1-i1 war. MNepeHoc Ha BeKTop —A(-a, -b) AnA coBMeLWeHUA LLeHTPa
PACTAMKEHUA C HAYa/ZIOM KOOPAMHAT

[ 1 0 0]
T=lo 10
|—a b 1]

2-n war. PactaxeHne BOOSb KOOPAUHATHBIX OCEN C KO PUumeHTamm o
N O COOTBETCTBEHHO.

(0
[D]=|0 &
00

— O O

3-n war. [lepeHoc Ha BekTop A(a, b) anga Bo3BpalleHust LeHTpa
PaCTAXXEeHUS B NPEXHeE MosioXeHune.

e [
[D]=|0 &
00

— O O



[Tpnumep?2

!
* MocTponTb maTpuLy NOBOPOTa BOKPYr TOUKKN A(a, b) Ha yron ¢ ___;’:)_m__
{4
!
!
[
cos(g) sin @) 1
2t )=(x » 1) - sin( ) cos(@) 0
—axcos(@) +dxsin(@)+a —axsi@)-bxcos(g)+d 1
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PeweHwne: 1-n war

[MepeHoc Ha BeKkTop A(-a,-b) Ans coBMeLWeHNA LLeHTPa NOBOPOTA C Ha4ya/IoOM KOOpAMHaT.

1 0 0]
m=f 0 10
-t =4 1_




PeweHwne: 2-n war

[ToBOpPOT Ha yron o.

| cos(p)

—sinfg) cosg) [

I

sin(g) 0]

I 1




PeweHwne: 3-n war

[lepeHoc Ha BekTOop A(a,b) ona Bo3BpalleHns LeHTpa NoBOpPOTa B NMPEXHEE NOnoXeHne

| e |
]
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b O
O = O
— O O




MTorosaa maTpuLa

£z, Ir.]
[ cos(gy sin(g) O 1 0 0
[RP]= —ginfgy  cos(gy O [E"H]= 0 1 0
0 Y ab 1

Cosig) sin @7

— sinf ¢7) cosig)

| —axcosig) +hxsil @ +a —axsi gy —bxoosip+ b
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ba3zoBble apPuHHbIE Npeobpa3zoBaHMA
(Mpn YyMHOXeHWW crpaBa Ha BEKTOp-CTo/10eLl)

translation identity rotation about x-axis
1 0 0 ¢ (1 0 0 0 10 0 0]
O 1 0 1z 0O 1 0 0 0 cos® —-smn6 0
00 1 ¢ 00 1 0 0 sin® cos® 0
000 1] 0 0 0 I} 0 0 0 1]
scale rotation about z-axis rotation about y-axis
O 0 O cos@ —-sinB 0 0O cos@ 0 smB 0
m,2 0 0 sin@ cos® 0 O 0 10 0
{j m, 0 0 0 1 0 —sin® 0 cosB 0
0 0 1] 0 0 0 1] 0 0 0 1]
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3a4a4a

* [NoBepHYTb OOBEKT BOKPYr NPOU3BOILHOM NPAMOM L B NPOCTPAHCTBE Ha 3a4aHHbIN yros.
e ObbeKT 3a4aéTCA CNMCKOM BEPLLUNH U CTUCKOM pEbep.
* lNpamas 3agaérca Toukon A (a,b,c) , yepes KOTopyo OHa NPOXoAUT, U eANHUYHbIM BeKTOpOM (I,m,n).



Pe3synbTrpytoLlaa MmaTpuLa

[

Iz+cosq:{l-12) I(l—corS(p)m+n5m(p I(1- cosp)n - msin ¢
I(1- cos@)m - nsin @ 1n2+c05¢{1~m2) m(1 - cosg)n +1sin ¢
(1-cosq)n+msing m(l-cosq)n-Ising n2+cosq{l—n2}

\ 0, 0 0
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[1haH pelweHnn

MepeHecTn npaAMyto L B LEHTp KoopAaMHaT Ha —A (-a,-b,-c)
CoBmecTnTb NpAMyto L ¢ 0o4HOMN U3 KOOPAMHATHbBIX OCEU

BbInONHUTE NOBOPOT 06bEKTA BOKPYr Npsamon L

W N e

BbIinonHUTL Npeobpa3oBaHmna 1 1 2 B 06paTHOM NocnesoBaTe/IbHOCTH



PeweHune

1. MepeHecTn npAmMyto L B LeHTp KoopauHat Ha —A (-a,-b,-c)

2. CoBmecTnTb NpAmyto L ¢ 0o4HON U3 KOOPAMHATHbLIX OCeN, Hanpumep, Z
. [loBepHYTb NpAMYIO L BOKpyr Ox
. [NoBepHYTb NpAmyto L BOKpyr Oy

3. BbIno/NIHNTL NOBOPOT 06BbEKTA BOKPYT NpAMon L
4, BbINO/NIHUTL NOBOPOTHLI 2 B 06paTHOM NOCNea0BaTENbHOCTM Ha OOpPaTHbIE YI/bl

5. BbinonHuTb NnepeHoc Ha A (a, b, ¢)



[TepeHoc Ha —A (-a,-b,-c)

2024

(1 0 0 0]
0 1 0 0
0 0 1 0

-a -b -c 1]
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CoBmelleHne npsamon L c ocbto Z

e [loBepHyTb npamyto L Bokpyr Ox Ha yron Y
e [loBepHyTb Nnpamyto L Bokpyr Oy Ha yron O

2024 HemaneHko A.M. O®Y KomnbtoTepHas rpadpmka MAGnUS
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[ToBopoOT npamon L Bokpyr Ox Ha yron Y

 PaccmoTtpum L' — npoeKkuuto Ha YZ — (0,m,n)

1 0 0 0
n m
0 — — 0
d d
[Rx]= m n
0 -— — 0
d d
0o 0 0 1]
n m
cosy=—, siny=—,
d d
(hm, n, D[R] = (10,41
2 2
d=Jm +n
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[ToBopoT npsamon L Bokpyr Oy Ha yron 6

(f, m, n, D[R] = (1,0, d, 1)

cosB =/, sinb = -d.

[ 0 d 0

0 1 0 O

[R"']= -d 0 !/ 0
0 0 0 1]

2024

n _ m
cosy=—, smy=-—,
d d
d=Jm2 +n2.
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2024

[ToBOPOT 06bEKTA BOKPYT Npamon L Ha yron ¢

- cose singe 0 O
-sing cose 0O O

[Rz] =
0 0 1 0
0 0 0 1
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ObpaTHble Npeobpa3oBaHUA

* [MoBopoT npsmow L Bokpyr Ox Ha yron -6
* MosopoT npamon L Bokpyr Oy Ha yron —y

* MepeHoc Ha A(a, b, ¢)

LIV NS (RSN
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Pe3ynbTnpytollaa matpmua

[

12+cosq:{l-12) I(l—cos(p)m+n5hup I(1- cosp)n - msin ¢
I(1- cos@)m - nsin @ 1112+c05c;{1~m2) m(1 - cosg)n +1sin ¢
(1-cosq)n+msing m(l-cosq)n-Ising n2+cosq{l—n2}

\ 0, 0 0
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2024

PasHoobpa3ne npeobpa3oBaHUM —

MNPOBaA, BMOOBAA N NMPOEKUNOHHAA MaTPWLbl

object in
object
co-ordinates

q

modelling
transform

object in
world
co-ordinates

q

viewing
transform

object in
viewing
co-ordinates

q

projection

* MOAeNbHO-BMAOBaA Kak ogHa matpuua (MmmpoBasi X BugoBas)

* KaKk MUpoBas, TaKk U BUgoBas MoryT ObITb €ANHUYHbIMU

HemaneHko A.M. O®Y KomnbloTepHas rpadmka MAGnUS

object in
2D screen
co-ordinates
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// Vertex shader program
const vsSource =
attribute vec4 aVertexPosition;
uniform mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;
void main() {
gl _Position = aVertexPosition;

AY
} , ‘o » Q
’ & WebGL Demo e -

C 88 | [ven] [ filey//E:/Tpadmka/WebGL/Lecture%201; B O | @

. O Ana Muxaidnmuenko [0 Beb [0 EM2 [0 Acnwpanmer [0 Cemunapm [0 XonoguasHukw

// Fragment shader program
const fsSource =~

@ Jna o6HOEREHWA pacluMpeHui TpebyOTCA AONONHUTENLHBIE paspeweHua. MNepeiig,.. Mepeiimi K paclvpeHnaAmM

void main() { e
gl_FragColor = vec4(0.0, 1.0, 1.0, 1.0); ®

} %

5 @
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// Vertex shader program
const vsSource =
attribute vec4 aVertexPosition;
uniform mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;
void main() {
gl_Position = uProjectionMatrix * uModelViewMatrix * aVertexPosition;

AY -~
. ~ — ~ o Q
} ; B WebGL Demo [ WebGL Demo e gl

o [  files///E/Tpaduka/WebGL/Lecture%201; B O | @

. [0 Ana Muxaidneueske [0 Be6 [0 B2 [0 Acnupantel [0 Cemmnapel [0 XonoawabHukM

// Fragment shader program
const fsSource =
void main() {
gl_FragColor = vec4(0.0, 1.0, 1.0, 1.0);

® Jna o6HOEREHWA paclMpeHui TpeGYIOTCA AONCAHWTENBHEE paspelwerus. Mepeig,.. Mepeiitn k paclwpesnAmM







// V\cxoaHbIN Ko, BepLUMHHOTO Wwelaepa
const vsSource = #version 300 es

// KoopanHaTbl BepLwmnHbl. ATpUBYT, HULUMaNU3npyeTcsa Yyepes bydep

in vec3 vertexPosition;

// BbixogHOM NnapameTp C KOOPAMHATaMM BEPLUUHbI, UHTEPNOAMPYETCA U NepeaaéTcs BO GpparMmeHTHbIN wenaep

out vec3 vPosition;

void main() {



void main() {
// yrnbl nosopota float x_angle =1.0; floaty angle = 1.0;
mat3 transform = mat3( 1, 0, O,

0, cos(x_angle), sin(x_angle),

0, -sin(x_angle), cos(x_angle) )
* mat3( cos(y_angle), O, sin(y_angle),
0,1,0,
-sin(y_angle), 0, cos(y_angle) );

// MoBopaumnaem BepLUMHY
gl_Position = vec4(vertexPosition * transform, 1.0);
// Nepenaém Henpeobpa3zoBaHHYIO KOOPAMHATY BO pparmeHTHbINM Wengep

vPosition = vertexPosition;

Y



// V\cxoaHbin Koa, pparmeHTHOro weiaepa

const fsSource = #version 300 es

precision mediump float;

// IHTepnonnpoBaHHble KOOPAUHaTbI BEPLUMHbI, NepeaatoTca U3 BEPLUMHHOTO LWenaepa
in vec3 vPosition;

// UBeT, KoTOopbIM Byaem OTPMUCOBbIBATb

out vec4 color;

void main() {



void main() {
// dopmupyem 3an1BKY KBaZpaTUKaMK
float k = 5.0;
int sum = int(vPosition.x * k) + int(vPosition.y * k) + int(vPosition.z * k);
if ((sum-(sum/2*2))==0){
color =vec4(0.8, 0.8, 0, 1);
}
else {
color =vec4(0.5, 0.0, 0, 1);
}
b



3anoNHeHne maTpuLl

MaTpuLbl MOXKHO 3aMONHATb BPYYHYIO UKW C UCNONb30BaHWUEM BUBANOTEK, Hanpumep,
glMatrix ( http://glmatrix.net/),

Sylvester

n apyrme

<script
src=https://cdnjs.cloudflare.com/ajax/libs/gl-matrix/2.8.1/gl-matrix-min.js

integrity="sha512-
zhHQRO/H5SEBL3WnN6YYSaTTZej12z0hVZKOv3TwCUXT1z5qeqGceXJLLrbERYRScEDDpYIJIhPC1fk31gqR783iQ=="

crossorigin="anonymous" defer>
</script>
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http://glmatrix.net/
https://cdnjs.cloudflare.com/ajax/libs/gl-matrix/2.8.1/gl-matrix-min.js

Onepaunmn ¢ MaTpULLAMKU

mat4.identity(mvMatrix); //https://glmatrix.net/docs/v4/classes/Mat4.html

MeTtoa mat4.translate(output, input, vec),

roe output — nToroBas BbIXOAHAA MaTpULLA, KOTOPasA NOy4YaeTcs Noc/ie nepemeLleHnsa mMaTpumLbl
input Ha TPEXMEPHbI BEKTOP vec

MeTopa mat4.rotate(output, input, rad, axis) , rae output — ntorosaa maTtpuua, KOTopas NOJy4aeTcs
MOBOPOTOM MaTpuLbl input Ha yron rad (B pagmaHax) BOKPYr ocu axis.

Nnu

mat4.rotateX(output, input, rad),
mat4.rotateY(output, input, rad)
mat4.rotateZ(output, input, rad)

MeTtoa mat4d.scale(output, input, vec). Bektop vec yka3sbiBaeT maclutab, Ha KOTOPbIN M3MEHAOTCA
3HaYeHUAa maTpumubl input



APDMHHbIE NPeobpPa30BaAHMUA

// Set the drawing position to the "identity" point, which is the center of the scene.
const modelViewMatrix = mat4.create();

// Now move the drawing position a bit to where we want to start drawing the square.
mat4.translate(modelViewMatrix, // destination matrix

modelViewMatrix, // matrix to translate

[-0.0, 0.0, -6.0]); // amount to translate



[lpoeunpoBaHMe

2024
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OCHOBHbIE TUMbl NPOEKLNN

* [lapannenbHas
* (xy,2) 2 (xy)

* ncnonbsyetca B CAMNP (CAD), apx1MTeKType u T.n.

* BbIMNAAUT HEPEATTUCTUYHO

* LleHTpanbHana (nepcnektnsHas) —

* (x,y,2) 2 (x/z,y/2)
* YyMmeHbuweHWne C yaganeHnem
* BblMNAAUT peaJ'IMCTVILIHO

Tak paboTatoT Kamepbl

37



[TapannenbHaa NpoeKkuuA

MpoekunoHHasn
NMOCKOCTb

-4
—
[MpoekTopsl
.1
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LleHTpasbHaa (mepcnekTMBHaA) NPOeKLUUS

lMpoekunoHHas
MAOCKOCTb
h"“‘*-—,_q_ {:;
LlenTp A e A
NPOeKLMK e
—_ - I'Ipoei-:}tggl_:i
i B‘I B
s

.

HemsaHeHko A.M. OOY KomnbtoTepHasa rpaduka MAGnUS
2024
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Knaccndukauma napannenbHblx NpoeKLmin

KaBarbe

KabuHe

[TapanneneHEE
I OEKITHE
OprorpathHyeckad A¥CoHOMETRHYECKAA Focoyroneuan
I OEKI HA I oEKIHA I OEKIHA
TpuMeTpHYECKad CeobonHaz
IpOEKIHA NP OEKIHA
HumeTpHYeCcKaa Fabunernan
I OEKIHA I OEKIHA
Hzometpuueckan
I oEKI HA
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OpTorpadunyeckme, akCoHOMETPUYECKNE U KOCOYTO/IbHbIE MPOEKLUM

K3pTUHHER
NNOCKOCTE 4 //
HanpaeneHwne

Npo&UMpPOBa HWRA HanpaeneHwe
MPOeLMPOE AHA
> =
HOPMATE HOPMAIb
szl

MOOEKLMR

MPOEKLWA
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OpTorpapuyecKkme npoeKkLmm

2024 OemsHeHko A.M. FO®Y KomnbioTepHan rpadmka MAGnUS
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OpTorpaduyeckme npoeKLmm

0 0 0 0

0

1 0 0O

0 0 0

1
0

1 0 0

0 1 0 0O
0 0 0 O

0

0

0 0 0 0
0 1 0 0

0 01 0

0 0 0 O

0 0

0

1

0 g 0 1

2]
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AKCOHOI\/\eTpW—IeCKMe Nnpoerkunin

Dimetric

2024 OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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AKCOHOMETPUYEeCcKMe NpoeKLmnmn

Z




AKCOHOMETPUYEeCcKMe NpoeKLmnmn

(cosyr 0 —singr 01 0 0 0]

0 1 0 0|0 cosggp sing 0
smygr 0 cosy O 1o —sing cosg 0
0 o o 1|lo o 0 1|

(cosyr singsingsr O
0 COsg 0
sin yr —sin gcosy 0
0 0 0

- o O o

o o o o
= o o o

o o = O

o O O -



N3omeTpunyecKaa npoeKkuma

Ya

'\\"\\\ ™
%

[MpoekTopbl .

[1poekunoHHasn
MI0CKOCTb
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OrpaHn4yeHna akCOHOMETPUYECKOM NPOEKLNM

e Kak 1 B Apyrmx Buaax napannienbHbiX NPOeKUnin, 06 beKTbl B aKCOHOMETPUYECKOM NPOEKLUMMN He
BbIrAAAT 6onblUe UK MeHbLIE NPU NPUBAUKEHUN NN yAANEHUN OT HabatopaTens.

* 3TO YyA0OHO B CMNPANTO-OPUEHTUPOBAHHbIX KOMMbIOTEPHbIX UTPaXx, HO, B OTANYME OT
NepCcCneKTUBHOW NPOEKLUMUN, MPUBOAUT K OLLYLLIEHNIO UCKPUB/IEHMA, MOCKONIbKY YE/10BEYECKUIA
rna3 paboraeTt nHauve.
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OrpaHM4YeHMs aKCOHOMETPUYECKOM NMPOeKLNM

fony60i u KpacHblii Wapbl HA O4HOM YPOBHE MM HA Pa3HbIX?

2024 OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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OrpaHM4YeHMs aKCOHOMETPUYECKOM NMPOeKLNM

fony6oii Wap Ha ABa YPOBHSA Bbille KPacCHOro

2024 OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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«Bogonaa» — nutorpadus ronnaHacKkoro XyaoxKHuKa Jepa
(okTABpPL 1961)

N306paEH NapagoKc — nagatoLas
BOAA Bogonaja ynpaBafaeT KoJiecom,
KOTOpoe HanpasaseT BoAy Ha BEPLUUHY
Boaonaaa.

Boaonaa meet CTPYKTYpYy
«HEeBO3MOXHOro» TpeyrosibHMKa
MNeHpoy3a: Boaonaa Ha autorpadpum
paboTaeT Kak BeUHblil ABUraTeNb.
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TpeyronbHUK [leHpoy3a

2024

Ckynbntypa, KaxkylMiAca Ta ke CKynbnTypa npu
TPEYronbHUK, HeMeLUKUA  U3MEHEHUU TOUKN
TEXHUYECKUA My3Eel npocmMoTpa

OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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Kaap mn3 nrpbl «echochrome»

CnoraH urpbl — «B 3TOM MUpe TO, YTO Tbl BUAMULLb, CTAHOBUTCA PEa/IbHOCTbIOY

2024 HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS

53



Q*bert (1982)

OAHa U3 NMepPBbIX UTP C NU3OMETPUYECKON rpadUKom

apKagHble urpbl Hadana 1980-x
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MaTpunua NnpoeumpoBaHUA

const fieldOfView = 45 * Math.P1 / 180; //in radians

const aspect = gl.canvas.clientWidth / gl.canvas.clientHeight;
const zNear =0.1;

const zFar = 100.0;

const projectionMatrix = mat4.create();

// the first argument as the destination to receive the result.
mat4d.perspective(projectionMatrix, fieldOfView, aspect, zNear, zFar);

W

/ z=zfar

£

—LIEA T

)

angley



YCTaHOBKa Kamepbil

MOHO MeHATb HEe CBOWCTBA 0ObeKTa, a CBOMUCTBA TOYKM 0630pa.

[na yctTaHOBKM Kamepbl B bubnnoteke glMatrix ncnonosyerca ¢pyHKLUMA
mat4.lookAt(matrix, eye, center, up)

* matrix: maTpuua mogenm, KoTopaa HaCTPanuBaAETCA B 3aBUCUMOCTM OT CBOMCTB Kamepbil
* eye: N03UUMA KaMepbl

e center: TOUYKa, Ha KOTOPYIO HanNpaB/aeHa Kamepa

* Up: BEKTOP BEpPTUKa/IbHON OpUEHTaLUM



[Tpnmep

function setupWebGL()

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

gl.clear(gl.COLOR_BUFFER_BIT);

gl.viewport(0, 0, gl.viewportWidth, gl.viewportHeight);

mat4.perspective(pMatrix, Math.Pl/2, gl.viewportWidth / gl.viewportHeight, 0.1, 100.0);
mat4.identity(mvMatrix);

mat4.lookAt(mvMatrix, [2, 0,-2], [0,0,0], [0,1,0]);



YTO XOTUM NONYYUTL?

I WebGL Demo % | I WebGL Demo % [l WebGL Demo X +

C 88 | 3  file:///E/Tpaduka/WebGL/Tpumep%202ayapaa/test_case_cg/findex.html [CIwRNC]

[ Ana Muaiinuuerxo [ Beb [3 EB [ Acwpants [ Cemwraps [ 03 Aseikn [ dwmms [ kondeperym [ Kode [J Mysexa [J JetBrains-education

() Ann obrosnenvs pacumpenwii peByiorca MepeiiauTe 6 MEHEXEP PACIMpeHWi 419 NOATEEPAEHIS OBHOBAEHS. TepeiiTa k pacluvpenvam
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|_|_|el7l,£l,6pbl const vsSource ="

attribute vec4 aVertexPosition;
attribute vec4 aVertexColor;
uniform mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;
out lowp vec4 vColor;

void main(void) {
gl_Position = uProjectionMatrix * uModelViewMatrix * aVertexPosition;
vColor = aVertexColor;

}

const fsSource =
in lowp vec4 vColor;

void main(void) {
gl_FragColor = vColor;

}



[lepenada aTpnbyToB N uniform-nepemeHHbIX

const programinfo = {

program: shaderProgram,

attribLocations: {
vertexPosition: gl.getAttribLocation(shaderProgram, 'aVertexPosition’),
vertexColor: gl.getAttribLocation(shaderProgram, 'aVertexColor’),

b

uniformLocations: {
projectionMatrix: gl.getUniformLocation(shaderProgram, 'uProjectionMatrix’),
modelViewMatrix: gl.getUniformLocation(shaderProgram, 'uModelViewMatrix’),

}



AHMUMaUKMA

const buffers = initBuffers(gl);
var then = 0;

function render(now) {
now *=0.001; // convert to seconds
const deltaTime = now - then;
then = now;
drawScene(gl, programinfo, buffers, deltaTime);
requestAnimationFrame(render);

}



KoopAanHaTbl Kyba

function initBuffers(gl) {
const positionBuffer = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER, positionBuffer);

const positions = |

// Front face
-1.0,-1.0, 1.0,
1.0,-1.0, 1.0,
1.0, 1.0, 1.0,
-1.0, 1.0, 1.0,
// Back face
-1.0, -1.0, -1.0,
-1.0, 1.0, -1.0,
1.0, 1.0, -1.0,
1.0, -1.0, -1.0,
// Top face
-1.0, 1.0, -1.0,
-1.0, 1.0, 1.0,
1.0, 1.0, 1.0,
1.0, 1.0, -1.0,

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(positions), gl. STATIC_DRAW);

// Bottom face
-1.0, -1.0, -1.0,
1.0,-1.0, -1.0,
1.0,-1.0, 1.0,
-1.0,-1.0, 1.0,
// Right face
1.0,-1.0, -1.0,
1.0, 1.0, -1.0,
1.0, 1.0, 1.0,
1.0,-1.0, 1.0,
// Left face
-1.0, -1.0, -1.0,
-1.0,-1.0, 1.0,
-1.0, 1.0, 1.0,
-1.0, 1.0, -1.0,



CKOJIbKO BEPLUNH MU CKONbKO MPUMUTUBOB?
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Mcnonb3oBaHMe bydepa MHOEKCOB

23
-

(-0.5, -0.5, 0.0) (0.5, -0.5, 0.0)




LIBeT rpaHen Kyba

const faceColors = |
[1.0, 1.0, 1.0, 1.0], // Front face: white
[1.0, 0.0, 0.0, 1.0], // Back face: red
[0.0, 1.0, 0.0, 1.0], // Top face: green
[0.0, 0.0, 1.0, 1.0], // Bottom face: blue
[1.0, 1.0, 0.0, 1.0], //Right face: yellow
[1.0, 0.0, 1.0, 1.0], // Left face: purple

var colors = [];

for (var j = 0; j < faceColors.length; ++j) {
const ¢ = faceColors[j];
colors = colors.concat(c, ¢, c, c);

}

const colorBuffer = gl.createBuffer();

gl.bindBuffer(gl. ARRAY BUFFER, colorBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(colors), gl.STATIC_DRAW);



MHAOEKCHbIN bydep

const indexBuffer = gl.createBuffer();
gl.bindBuffer(gl.ELEMENT _ARRAY_BUFFER, indexBuffer);
const indices = [
0,1,2, O, 2 3, //front
4,5, 6, 4,6, 7, /[/back
8, 9, 10, 8, 10,11, //top
12,13,14, 12,14,15, //bottom
16,17,18, 16,18,19, //right
20,21,22, 20,22,23, //left
];
gl.bufferData(gl. ELEMENT _ARRAY_BUFFER, new Uintl16Array(indices), gl.STATIC_DRAW);

return {
position: positionBuffer,
color: colorBuffer,
indices: indexBuffer,
Iy
} //initBuffers



CTpyKTypa bydepa

NO3NLNA:

POSITION:

COLOR:

2024

BEPLWHA 1 BEPLWHA 2

WaL: 12 >
- CMEWEHWE . ©

EEPUWHA 3

VERTEX 1 VERTEX 2 VERTEX 3

STRIDE: 24 ———)
- OFFSET: 0

| STRIDE: 24—
- OFFSET: 12—
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function drawScene(gl, programinfo, buffers, deltaTime) {
gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clearDepth(1.0);
gl.enable(gl.DEPTH_TEST);
gl.depthFunc(gl.LEQUAL);
gl.clear(gl.COLOR_BUFFER_BIT | gl.DEPTH_BUFFER_BIT);

const numComponents = 3;

const type = gl.FLOAT;

const normalize = false;

const stride = 0;

const offset = 0;

gl.bindBuffer(gl. ARRAY_BUFFER, buffers.position);

gl.vertexAttribPointer(
programlinfo.attribLocations.vertexPosition,
numComponents,
type, normalize, stride, offset);

gl.enableVertexAttribArray(programinfo.attribLocations.vertexPosition);



KpOMe YCTaHOBKW YKa3aTe/1d Ham eLlle Hado BKAKYNTb anVI6YT C NOMOuWbKO MeToada

gl.enableVertexAttribArray(),
B KOTOPbIN NepeaaeTcs paHee YyCTaHOB/IEHHbIN aTPUOYT:

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

[Mocne 3TOro Mbl CMOXeM nepeaaTtb KaxKAayk BepPLUNHY B BEPLUMHHbIW LWEeNnaep Yepe3 nepemeHHyto
attribute vec3 aVertexPosition.



[lepenadva uniform-napameTpos

gl.uniformMatrix4fv(
programinfo.uniformLocations.projectionMatrix,
false,
projectionMatrix);

gl.uniformMatrix4fv(
programinfo.uniformLocations.modelViewMatrix,
false,
modelViewMatrix);



BbiBOA MM OTPUCOBKA

Onsa otpucosku puryp B8 WebGL ncnonbsyertcs cneayrowime Mmetobi:
gl.drawArrays()

gl.drawElements()

const vertexCount = 36;

const type = gl UNSIGNED SHORT;

const offset = 0;

gl.drawElements(gl.TRIANGLES, vertexCount, type, offset);



MeTon gl.drawElements()

MeTopa gl.drawElements() paboTtaeT c bydbepom nHaeKcoB. OH UMeEeT CNeayoLLY0 CUTHATYPY:
gl.drawElements(mode, count, type, offset):

mode: pexkum, yKa3sbiBatoLWmii Ha TMN NPUMUTUBA. B KayecTBe NPUMUTUBOB UCMOb3YIOTCA TE XKE, YTO U ANA
meToaa gl.drawArrays()

count: YNC/1I0 3SNEMEHTOB A1 OTPUCOBKMU
type: Tn 3HavyeHumn B bydpepe nHaekcos. Moxet nmetb 3HayeHme UNSIGNED_BYTE nam UNSIGNED_SHORT
offset: cmeweHme - ¢ Kakoro nHaekca byaet NPoBOAUTLCA OTPMUCOBKA

Hanpumep,
gl.drawElements(gl.TRIANGLES, vertexCount, type, offset);



[TpummnTHBHBbIE TUMNbI GLSL

void: dyHKUMA He BO3BPALLLAET HUKAKOro 3HAYEHMSA
bool: normyeckune 3HayeHua true nnu false

int: ueno4yncneHHble 3Ha4eHnA

float: yncnoBsbie 3HaueHMA ¢ NnaBaloLWEN TOYKOM



[TpummnTHBHBbIE TUMNbI GLSL

vec2, vec3, vec4: AByx-, TPEX- U YeTblpexMepHble BEKTOPbl COOTBETCTBEHHO, KOTOPbIe coaeprKaT 0O6beKTbl TUNA
float

ivec2, ivec3, ivec4: oByx-, TPEX- U YETbIPEXMEPHbIE BEKTOPbI COOTBETCTBEHHO, KOTOPbIE COAEPHKAT OO BEKTDI
TMNa int

bvec2, bvec3, bvec4: aByx-, TpeX- N YEeTblpEXMEPHbIE BEKTOPbI COOTBETCTBEHHO, KOTOPbIE COAEPKAT 0O BEKTDI
Tuna bool

mat2, mat3, mat4: maTpuubl pazmepa 2x2, 3x3 n 4x4 coOoTBETCTBEHHO, KOTOpPbIe cogepKaT 06beKTbl TMNa float
sampler2D, samplerCube: cneunanbHbie TUMbI - cemnaepbl A4N5 PaboTbl ¢ TeKcTypamu. C nomoubto

camnaepos BO (I)paFMEHTHOM Luel‘/i,u,epe Mbl MOXXEM MOoJTYy4nTb UBETOBbIE 3HAYEHUA TEKCTYP U NepeaaTtb UX
NMPUMUTUNBY



CTpYKTYpb

struct someStruct{
int somelnt;
vecd someVec;
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KBannduKkaTopbl (MOANPUKATOPDI)

attribute: aTpnbyT namn yacTb onMcaHmnA BepLLNHbI, KOTOpPOe nepeaaeTca n3 nporpammol Ha WebGL 8
BEPLUUHHbIN Wenaep

const: KOHCTAHTbI, 3TN NepemMeHHble onpeaenaroT CBOe 3HaYeHMe TOJIbKO OAMH pa3 M B npouecce nporpammebil
€ro y>ke He MeHAIT

uniform: no CYyTn 1O e nepemeHHbleé C KOHCTAHTHbIMU 3HAYE€EHUAMMU, TO/IbKO 3TN 3HAYEHUNA 3a4adOTCA ANA
BCEro npMmMmmnTuBa

varying: nepemeHHas, KoTtopas 3a4aeTcs B BEPLIMHHOM LLeraepe n 3aTtem nepeaaercs BoO GparMeHTHbIN
wewnaep, rae MoXKeT bbITb NCNO/Ib30BaHA — YCTapeBLLas
out/in c oANMHaKoBbIM MMEHEM B 060uX Lenaepax



KBa/IMPUKATOPbLI 418 YMCen C N1aBaOLLEN TOYKOMU

highp: yncno c nnasatowen TOYKOM COXPaHAET MAaKCUMaA/IbHYHO TOYHOCTb
mediump: 4Yncsio co cpegHen CTeneHblo TOYHOCTHU
lowp: AMana3oH nnaBatowWwen 3anATon oT -2 A0 2

Hanpumep,
varying highp vec4 vColor;



BcTpoeHHble rnobanbHble nepemeHHble GLSL

gl_Position: nepemeHHan nmeeT TMN vecd 1 yKasbiBaeT Ha NONOXKEHUE BepLIMHbI. Mcnonb3yeTcs B
BEPLIMHHOM LLeiepe B KayecTse BbIXOAHOro napameTpa

gl_PointSize: nmeet T1n float n coaep>kUT pasamep TouKkn. Mcnonb3yeTca B BEPLUMHHOM LLIENAepe B KayecTse
BbIXOA4HOro napameTpa
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BcTpoeHHble rnobanbHble nepemeHHble GLSL

gl _FragCoord: umeet TMn vec4 n yKkasbiBaeT Ha NoNoOKeHMe pparmeHTa B bypepe dpenmoB. Ncnonb3yeTtcs BO
dparmeHTHOM LLeNaepe B KaUecTBe BXOAHOrNO NapameTpa

gl _FontFacing: nmeet Tvn bool n onpeaenaet, npuHaanexnT am GparmeHT AMLEBOMY NPUMUTUBY.
Ncnonb3yetca BO pparmeHTHOM Lergepe B Ka4ecTBe BXOAHOTO napameTpa

gl_PointCoord: numeet T1n vec2 u yKasbiBaeT Ha No3uLmio ¢parmeHTa BHYTPU TOUKMK. Micnonb3yeTca BO
$dparmeHTHOM LLeiaepe B Ka4ecTBe BXOAHOr0 NapameTpa

gl _FragColor: nmeet Tnn vecd n yka3sbiBaeT Ha UTOroBbIN UBeT pparmeHTa. Mcnonblyetca Bo pparmeHTHOM
lwehaepe B Ka4yecTse BbIXOAHOrO NapameTpa

gl_FragData[n]: nmeeT TN vec4 1 yKa3biBaeT Ha UBET pparmeHTa ANA NpUKpensieHms useta n. icnonb3yetca
BO PparmeHTHOM LLengepe B KAa4eCTBe BbIXOAHOrO NapameTpa



[Toymep BEPLUMHHOIO Wenaepa

attribute vec3 aVertexPosition;
const float k=2.0;
void main(void) {
float x = aVertexPosition.x / k;
gl_Position = vec4(x, aVertexPosition.y, aVertexPosition.z, 1.0);

}



BcTpoeHHble YHKLUN

abs(x);

round(x)

mod(x);

fmod(x)

sqrt(x);

pow(x, y)

max(x, y);

min(x, y)

sin(angle);

cos(angle);

tan(angle)

log(x)

dot(x, y) ckanAapHoe npoun3BeaeHNe BEKTOPOB

cross(X, y) BEKTOpHOE npoun3BegeHne BEKTOPOB
matrixCompMult(mat x, mat y) nponsseaeHne matpuu, o4HOM Ppa3sMepPHOCTH
normalize(x) Hopmanusauma BeKkTopa

reflect(t, n) oTparkaeTt BekTOp t BAO/Ib BEKTOPA N

vecd texture2D (sampler2D sampler,vec2 coord ) BbiIbopKa TEKCTYp



Co31aem CBO QYHKLUIO

// maTpuua ana AByMepHOro BpalleHus
mat2 rot ( in float a ) {
return mat2 ( cos (a), sin (a), -sin (a), cos (a) ) ;

}

// V\cnonb3yem
vec2 posl =rot (17.0) * pos;



OnepaTopsbl yripaBaeHUA

if

switch

discard //cneundunyeckoe BeTBNeHMe AN1A NMUKCENbHOIO Wenaepa
break

continue

do

for

while



CTapanTecb MCNOb30BaTb BCTPOEHHbIE GYHKLNM

floatf1,f2,f3,f4; ...
float c = f1+f2+f3+f4 ; // mepnernHo
float a = dot (vec4( f1, f2, 3, f4 ), vec4(1.0)) ; // 6bbicTpoO



HekoTopble oWnbKM — B 4éM Npobaema’?




HekoTopble oWnbKM — B 4éM Npobaema’?

gl.enable(gl.DEPTH_TEST); //ecnun 3abbinu
gl.drawElements(gl. TRIANGLES, indexBuffer.numberOfltems, gl. UNSIGNED_ SHORT,0);
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