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WebGL

@ebaL.

WebGL (Web-based Graphics Library) — kpoccnnatdpopmeHHbit APl ana 3D-rpadukm B 6paysepe,
pa3paboTaH Hekommepyeckomn opraHusaumen Khronos Group

Tvn API

ABTOp Mozilla Foundation
Pa3spaboTumk Khronos Group
OnepaunoHHasa cuctema Cross-platform
[MepBbln BbINYCK 3 mapTa 2011
MocnepHAA Bepcun 2.0 (30 aBrycrta 2018)
JlnueHsunsa Various

Cant khronos.org/webgl/

CoBpemeHHasn Bepcua 2.0 (HecoBmectma ¢ Bepcmnent 1.0) poctynHa c BecHbl 2017 roaa (January 17, 2017 :-)

9 ¢peBpana 2022 roga Khronos Group o6basmna o nogaepxkke WebGL 2.0 Bo Bcex OCHOBHbIX bpay3epax
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OcobeHHocTM WebGL

@ebaL.

* KWcnonHAeTcA Kak anemeHT HTML5, ABnsaeTcsa NONIHOLEHHOM YacTblo 06BEKTHOM MOAENN AOKYMEHTA
(DOM API) 6pay3epa.

Ncnonb3yeT A3blK NporpammmpoBaHums wengepos GLSL.

[Ona 6onblINHCTBA BblunceHnn ncnonb3yet GPU (BnaeokapTy), a He CPU (ueHTpanbHbIN npoLeccop).

* InemeHTbl WebGL moryTt 6b1Tb MHTErPUPOBAHbI BMecCTe ¢ Apyrumm snemeHTamm HTML n ob6beamHeHbl ¢
APYrMMM YaCTAMMU CTPAHULDbI AN GOHOM CTPaHMULbI.

WebGL ncnonb3yet gBa TMna wenaepos:
* BepuwwuHHble wWenagepbl 06pabaTbiBaOT KaXKAyH0 BEPLIMHY 00beKTa.
 @parmeHTHbIe Wenaepbl OTBEYAIOT 33 LUBET U CBET Ha Ka*KA0M TOYKe, 100aBNAIOT TEKCTYPbI,
oTpaeHna n TeHn. OHM paboTatoT C KaXKAbIM NUKCENEM U ONPEaEnAoT ero KOHeYHbIN BUA,



WebGPU w

WebGPU

WebGPU — ctaHpapT ana pabotbl ¢ rpaduyecknum npoueccopom (GPU) B bpay3sepe.
WebGPU — 310 0gnH 13 coBpemeHHbIx API, npeaHa3HauyeHHbIX A41Aa paboTbl C KOMMNbIOTEPHOM rpadmnKon.

310 npeemHuk WebGL, nocTpoeH noBepx COBpeMEHHbIX HaTUBHbIX rpadunueckmnx APl — Takux Kak
Direct3D 12, Metal n Vulkan — Bmecto OpenGL ES.

Pa3paboTtaH pabouen rpynnon W3C «GPU for the Web» coBmecTHO ¢ nH»xeHepamm u3 Apple, Mozilla,
Microsoft, Google n apyrnx KomnaHuu.

2026 CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rPpaduKN U peHAepPUHra
OemaneHko A.M. UMMuKH HO®Y



OcobeHHocT WebGPU w

WebGPU

WebGPU npeaoctaBaseT pa3paboTtymMkam HM3KOYPOBHEBLIM AocTyn K GPU.
3TO NO3BO/IAET CO34aBaTh 6os1ee NPOM3BOAUTENbHBIE U CIOXKHbIE MPUIOKEHUA.

HekoTopble ocobeHHOCTM paboThbi:

* [loppaep»KKa BblMUCINTENbHbIX WenaepoB — JavaScript- u WebAssembly-kog moryT BbiInOAHATH
napannenbHble BblYUCAEHUA — Hanpumep, GU3UKY, CUMYA[ALUN NN MALLMHHOE 0bydyeHne —
Hanpamyto Ha GPU.

* Hwu3KoypoBHEBaA moaenb paboTbl ¢ bydbepamu, TEKCTYPammM U KOMaAHAHbIMK Bbydepamu.

* KpoccnnathopmeHHOCTb — CTaHAaPT NpeaHa3HavyeH ana paboTbl Ha pa3HbIX NaaTpopmax u
YCTPOMUCTBAX.
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OcobeHHocTn APl WebGPU w

WebGPU

PaspgenbHoe ynpaBaeHUe pecypcamu, NnoarotoBUTeNbHbIMK paboTamu 1 nepegayven KomaHa 8 GPU
(8 WebGL oanH 06beKT oTBEeYan 3a BCE pa3om).

Mopxoan npun obpaboTke coctoaHnmn — B WebGPU npepnaraetca gsa ob6bekta — GPURenderPipeline n
GPUComputePipeline, no3sonsawowmx KOMOMHUPOBATb Pa3INYHbie COCTOSIHMSA, 3apaHee
onpeaenéHHble pa3paboTyumKom.

Mogpgenb cBaA3biBaHUA — Ansa obbeanHeHus pecypcos B rpynnbl B WebGPU npepocTtaBnsetca o6bekT
GPUBiIndGroup, KOTOpbI BO BpeMsA 3aNnMcu KOMaH4 MOXKHO CBA3aTb C APYTMMU TAKUMU Ke
obbeKkTamm ANA UCNOMb30BaHUA B LLEeNaepax.

®dyHKkuma Render Bundles — no3sonset pa3pabotymKkam 3anuncbiBaTb U NMCNOAb30BaTb HAabopbI
KOMaHA, peHAepuUHra ana yny4vweHHOM Npon3BoanTeNbHOCTH.



A3blk Wenaepos Ana WebGPU w

WebGPU

Ansa WebGPU pa3pabotaH WGSL (WebGPU Shading Language) — A3bIK 418 HANMCaHUA Wenaepos.

HekoTtopblie ocobeHHocTn WGSL:

* CuHTaKcuc BaoxHoBNEH Rust

* (Crporasa cmctema TMNOB

* BcTpoeHHaa nogaep!Kka ANA BbIYUCAUTENbHbBIX LLENAEPOB

* [lopaeprkKa TPEX 3TanOB KOHBeWepa: vertex, fragment n compute

CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rPpaduKN U peHAepPUHra
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Peannzauna WebGPU w

WebGPU

Mo gaHHbIM Ha AeKabpb 2025 roaa, ctaHaapT WebGPU odpuumnanbHo noaaeprkmBaetca B cTabuabHbIX
Bepcmax Chrome, Edge, Firefox n Safari.

Hanpumep:

 Chrome, Edge u gpyrmne 6pay3sepsbl Ha 6a3ze Chromium — WebGPU goctynen B Windows (c Direct3D 12),
macOS n ChromeOS, HaunHaa ¢ Chrome u Edge Bepcun 113. Nogaepxka Android 6bina gobasneHa B
Chrome Bepcun 121 ana yctpouncts nog ynpasneHnem Android 12 v Bbiwe, ocHawWwéHHbIX GPU
Qualcomm/ARM.

* Firefox — WebGPU goctynen B Windows HaunHas ¢ Firefox 141, 8 macOS Tahoe 26 Ha ycTpomncTeax
ARM®64 — HaumHasa c Firefox 145. NogaeprkKa Linux, Android n Mac-komnbtoTepos Ha Intel HaxoauTca B
pa3paboTKe.

e Safari — WebGPU pgoctyneHn B macOS Tahoe 26, iOS 26, iPadOS 26 u visionQOS 26.

3TO AAET pa3paboTymKam egunHbIn rpadpunyeckmnin APl, KOTopbi OHM MOTYT 3a€MCTBOBATb BO BCEX OCHOBHbIX
bpay3epHbIX ABUMKKaX.



OcHoOBHble rpadpuyeckme onepaunm WebGL

* KOHCTPYMPYET PUrypbl U3 FEOMETPUYECKUX MPUMUTUBOB
* NO3ULMOHMNPYET OOBEKTbI B TPEXMEPHOM NPOCTPAHCTBE U BbIOMPaET TOUKY HabatoaeHus

* BbIYMC/NIAET UBETa 4/1 BCeX 0ObEKTOB
* MOryT 6bITb ONpeaesneHbl NPUNOKEHUEM
* MOJIyYEHbI U3 pacyeTa YC/I0BMI OCBELLEHHOCTH
* BbIYUC/AEHbI NPU MOMOLLM TEKCTYP, HA/IOXKEHHbIX HAa 0OBEKTDI
* UM N3 Ntbon KOMOUHaAUMKM 3TUX PaKTOPOB

* BbINOJIHAET pacTepmn3aumio (pacTpoByto pa3BepTKy)



Yero HeT B WebGL?

¢ dDYHKLI,VII‘/JI A1 CO34aHNA OKOH
¢ 3aXBdTa NMNo/1b30BaTe/IbCKOIro BBOA4d

* BbICOKOYPOBHEBbIX PYHKLUN ANA ONUCAHMNA MOAENEN TPEXMEPHbIX 0ObEKTOB

2026 CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHON rpaduKM U peHAepPUHra
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10



2026

|ava Script

CNWcoK
BEpDLUMH
PacnpepenseHne To4Yek
no NoToKamMm

BepwwHa BepwwHa

Wenpep eeplUnH Wenpep BepLlUnH
WVertex shader) : (Vertex shader)
Appo 1 \\ / Appo 2
Pactepusauyusa

KoopowHaTa hparMeHTa KoopowHaTa hparMmeHTa

LWengep IWennep
thparmeHTORB hparMeHTORB
(Fragment shader) : (Fragment shader)
Appo 3 Appo 4

CoBpeMeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpadUKN U peHaepUHra
JemaHeHko A.M. UMMunKH HO®Y
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[epenayva AaHHbIX B/U3/Mexay Wenaepamm

ATpunbyTbl (AaHHbIE, XapaKkTepusytowme BepLmnHbl, bepyTtca us bydepa)
attribute vec3 aVertexPosition;

attribute vec4 aVertexColor;

uniform-nepemeHHble (3Ha4YeHUA, MNOCTOAHHbIE ANA BCEX BEPLUMH HA NPOTAKEHMM OAHOTO Bbi30BAa OTPUCOBKM)
uniform mat4 mvMatrix;

uniform mat4 prMatrix;

varying (in/out) — nepemeHHble (AnA Nepegaun mexxay wengepamm)

varying vec4 color;

TeKcTypbl (AaHHbIE N3 NUKcenel/Tekcenen)



Cxema paboTbl

1. Monyyaem WebGL KOHTEKCT 13 canvas'a
2. 3arpyrkaem nporpammy Lienaepos
* Cco3gaem Nporpammy Lenaepos
* M0/ly4aemM UCXOAHbIN KoAa OTAENbHO ANA BEPLUMHHOIO M GparMmeHTHOro Wenaepos
*  KOMNOUAMPYEM KOAbl LULENAEPOB
* npucoeauHAeM K Nporpamme
* aKTMBUpPYEM NMporpammy

3. YctaHaBiuBaem ase maTtpuubl: model-view n projection
4. Pasmelaem, 3anosiHAEM, akTUBMpyem bydepbl AaHHbIX BEPLUUH
5. Pucyem

CoBpemeHHble TEXHO/IOIMN KOMMNbIOTEPHOM rpadUKKM U peHaepUHra
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WebGL n OpenGL ES 2.0

WebGI| nmeet meTtoabl, Ha3BaHUA KOTOPbIX O4EHb MOXOXU Ha PyHKUMKM OpenGL ES.
Hanpumep, pyHKUMA

ana OpenGLES 2.0 ana WebGL
glclear(COLOR_BUFFER_BIT) gl.clear(gl.COLOR_BUFFER_BIT)

Ho He Bce dyHKUMM WebGL nmetoT TaKon e CUHTAKCUC, Kak U pyHKumm OpenGL ES 2.0.



[loarotToBka KoHTEKCTa WebGL

var gl; // rnobanbHas nepemeHHas ana KoHTekcta WebGL

function start() {
var canvas = document.getElementByld("glcanvas");

gl = initWebGL(canvas); // uHuumnanmsauma KoHTeKkcta GL — camu nuwem

// npogonxatb TonbKo ecnn WebGL goctyneH u paboTtaet



function initWebGL

function initWebGL(canvas) {
gl = null;

try{ // MNonbITaTbCs NONYYNTb CTAHAAPTHbIA KOHTEKCT.
// Echv He nony4ynTtca, nonpoboBaTb NOAYYUTb SKCNEPUMEHTA/IbHbIN.
gl = canvas.getContext("webgl2") | | canvas.getContext("webgl") | | canvas.getContext("experimental-
webgl");
}
catch(e) {}

// Ecnvi mbl HEe NONYy4YUNU KOHTEKCT GL, 3aBepwinTb paboTy

if (1gl) {
alert("Unable to initialize WebGL. Your browser may not support it.");
gl = null;

}

return gl;

}



PacwmpeHHbIN BapUaHT

var names = ["webgl2", "webgl", "experimental-webgl", "webkit-3d", "moz-webgl"];
gl = null;
for (var ii = 0; ii < names.length; ++ii) {
try {
gl = canvas.getContext(nameslJii]);

}
catch(e) {}
if (gl) {
break;
}
}



A MOMHO TaK HayaTb

main();

//
// Start here

//

function main() {
const canvas = document.querySelector('#glcanvas');

const gl = canvas.getContext('webgl2');
// If we don't have a GL context, give up now

if (!gl) {
alert('Unable to initialize WebGL. Your browser or machine may not support it));

return;

2026 CoBpeMeHHble TEXHO/IOMM KOMMbIOTEPHOM FpaduKn m
peHaepuHra demaneHko A.M. UMMuKH HO®Y
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Echn WebGL goctyneH

if (gl) { // npogonxKaTb TonbKo ecnn WebGL goctyneH 1 paboTaet

// YcTaHaBninBaem pasmep BblOMopTa
gl.viewport(0, 0, gl.canvas.width, gl.canvas.height);

// yCTaHOBUTb B KayecTse LBeTa OYMCTKM bydepa uBeTa YepHbIA, NOJIHAA HEMPO3PaYHOCTb
gl.clearColor(0.0, 0.0, 0.0, 1.0);

// BKNtoYyaeT ucnonbsoBaHue bydepa rmybuHbl
gl.enable(gl.DEPTH_TEST);

// onpepnensaet paboty 6ydepa rnybuHbl: 6onee 6anKHME 06bEKTbI NepeKpbIBaOT Aa/ibHUE
gl.depthFunc(gl.LEQUAL);

// ounctutb bydep useta n bydep rnybuHbl
gl.clear(gl.COLOR_BUFFER_BIT|gl.DEPTH_BUFFER_BIT);

}
} // function start



I testhtml ®x  + o)

C 88 | ™  filey///EyT padmka/WebGL/Lecture%201/test.html E Q| @

. [O Bet [0 B2 OO Acnupanwtel [0 CemwHapel [0 XonoguneHwk [0 Asbikw nporpammn.. [0 duaeme [0 koddepeduun [0 Kode

® A na oBHOEREHWA pacIMpEHMiA TpebyHOTCA AONOAHMTEALHBIE paspeweria. [epefignTe B MeHexep PaclUMPEHUH ANA NOATEEP... Mepeim k pacluvpeHnAmM




BepwuHHbIM Wengep (js)

const vsSource ="'
attribute vec3 aVertexPosition;
attribute vec4 aVertexColor;
uniform mat4 mvMatrix;
uniform mat4 prMatrix;
varying vec4 color;
//out vec4 color;

void main(void) {
gl_Position = prMatrix * mvMatrix * vec4 ( aVertexPosition, 1.0 );
color = aVertexColor;



ICXOAHbIN KO BEPLUMHHOIO LWenaepa — eLlle BapuaHT

"use strict";
// \cxoaHbIN Kof, BepLUMHHOIO Wenaepa

const vsSource ="' #version 300 es

// KoopauHaTtbl BepwunHbl. ATPUBYT, MHMUMaNn3npyeTca Yepes bydep.
varying vec2 vertexPosition;

//in vec2 vertexPosition;

void main() {
gl_Position = vec4(vertexPosition, 0.0, 1.0);

H



PparMeHTHbIV Wenaep

const fsSource ="'
#ifdef GL_ES
precision highp float;
#endif
varying vec4 color;
//in vec4 color;

void main(void) {
gl _FragColor = color;

}
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MCcXOOHbIN KOA GParMeHTHOro wenaepa — ewe oanmH BapuaHT

// icxoaHbin Ko, dparMeHTHOro Wwenaepa

const fsSource = "#version 300 es

// WebGI| TpebyeT AsBHO yCTaHOBUTb TOYHOCTb P10ATOB, TaK YTO CTaBMM 32 6UTa
precision mediump float;

out vec4 color;

void main() {

color = vec4(0, 1, 0, 1);

P



BeplwmHHbIN Wenaep BHyTpKn .html

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;

void main(void) {
gl_Position = uPMatrix * uMVMatrix * vec4(aVertexPosition, 1.0);

}

</script>



®parMeHTHbIV Wwengep BHYyTPKM .html

2026

<script id="shader-fs" type="x-shader/x-fragment">
void main(void) {
gl _FragColor = vec4(1.0, 1.0, 1.0, 1.0);
}

</script>

CoBpemMeHHble TEXHO/IOTMU KOMMbIOTEPHOM rpadUKN U peHaepUHra
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MHMUManm3auma wenaepos

// BHYTPU main()

const shaderProgram = initShaderProgram(gl, vsSource, fsSource); //nuwete camu

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
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initShaderProgram

function initShaderProgram(gl, vsSource, fsSource) {
const vertexShader = loadShader(gl, gl VERTEX_SHADER, vsSource);
const fragmentShader = loadShader(gl, gl. FRAGMENT_SHADER, fsSource);

// Create the shader program



3arpysKa wenaepos

function loadShader(gl, type, source) {
const shader = gl.createShader(type);

// Send the source to the shader object
gl.shaderSource(shader, source);

// Compile the shader program
gl.compileShader(shader);

// See if it compiled successfully
if ('gl.getShaderParameter(shader, gl. COMPILE_STATUS)) {

alert('An error occurred compiling the shaders: ' + gl.getShaderIinfoLog(shader));
gl.deleteShader(shader);
return null;

}

return shader;



Create the shader program

// Create the shader program
const shaderProgram = gl.createProgram();

gl.attachShader(shaderProgram, vertexShader);
gl.attachShader(shaderProgram, fragmentShader);

gl.linkProgram(shaderProgram);

// If creating the shader program failed, alert
if (!gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {

alert('Unable to initialize the shader program: ' + gl.getPrograminfoLog(shaderProgram));
return null;

}

return shaderProgram;



Mcnonb3oBaHWe WenaepHoOM NPporpamMmmbl

gl.useProgram(shaderProgram);

vertexPositionAttribute = gl.getAttribLocation(shaderProgram, "aVertexPosition");
gl.enableVertexAttribArray(vertexPositionAttribute);



VBO (Vertex Buffer Object)

BHavyane metop createBuffer() obbekra gl
co3aaetT bydep, B KOTOPOM Mbl Byaem XpaHUTb
BEPLUMHDbI.

function initBuffers() {
squareVerticesBuffer = gl.createBuffer();

3aTtem bydpep NpmnBA3bIBAETCA K KOHTEKCTY,
gl.bindBuffer(gl. ARRAY_BUFFER, squareVerticesBuffer); véep np . 4
BblI3oBOM MeToaa bindBuffer().
3atem co3aaem JavaScript maccuB, coaeprLalimm

var vertices = 9
[ KOOPAMHATbI ANA Ka*KA0W BepLUMHbI KBaaparTa.

1.0, 1.0, 0.0,
-1.0, 1.0, 0.0,

3aTem 3TOT maccmB NpeobpasyeTcs B MacCcuB
1.0, -1.0, 0.0,

BellecTBeHHbIx yncen WebGL n nepepaetca B
-1.0,-1.0,0.0
. meTopa, bufferData() ob6vekTa gl Ana HasHauyeHus

I BEPLINH OODbEKTY.

gl.bufferData(gl. ARRAY BUFFER, new Float32Array(vertices), gl. STATIC_DRAW);
}



OTpPUCOBKA CLEeHbl be3 aHMMaL K

yron o63opa -- 45°

function drawScene() { cooTHoweHue W K h -- 640/480 (pa3mepsbl canvas)
gl.clear(gl.COLOR_BUFFER_BIT | gIl.DEPTH_BUFFER_BIT); near -- 0.1

far -- 100 eanHUL, OT Kamepbl
perspectiveMatrix = makePerspective(45, 640.0/480.0, 0.1, 100.0);

Z: -6.0 — BakHbI1 MOMEHT. Tak KaKk Kamepa CMOTPUT BAOJ1b OCU -Z,
loadldentity(); nepemeuleHue Ha -6.0 oTtogBuraeT o6beKT Bnepes oT Kamepbl.
mvTranslate([-0.0, 0.0, -6.0]); Kamepa HaxoauTtca 8 Touke (0,0,0), mbl casmraem Bcé Ha -6 no Z,

3HauUMT OOBEKT OKaXKeTca B 6 egMHMLAX Nepes KamMepon.

gl.bindBuffer(gl. ARRAY_BUFFER, squareVerticesBuffer);
gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);

setMatrixUniforms();
gl.drawArrays(gl. TRIANGLE_STRIP, O, 4);



gl.vertexAttribPointer(index, size, type, norm, stride, offset)

gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);
index: HAEeKc aTpubyTa, KOTOPbIM Mbl cOnocTaBaaem ¢ bypepom BepLUNH

Size: YNCNO 3HAYEHUI ANA KaXKO0M BepLUMHbI, KOTOpble XpaHATcs B bydpepe. Hanpumep, y Hac Tpu
KOOPAMHAaTbl Ha BEPLUMHY, MO3TOMY M YMC/I0 NepesiaBaemMoe B Ka4yecTBe JaHHOro napameTpa byaert paBHo 3

type: TMn 3HauyeHu, KoTopbl XpaHATcA B bydepe. B KayecTBe 3HaYeHUA NapameTp MOXKET NPUHMUMATb
cnepyrowme KoHcTaHTbl: FIXED, BYTE, UNSIGNED _BYTE, FLOAT, SHORT n UNSIGNED _SHORT

norm: True, ecnv 6yayT HOPMaIM30BaHbl

stride: war mexay 3HavyeHnaMU. [pn ycTaHOBKe B KavecTBe 3HaYeHMs 0 anemeHTbl byayT nocneaoBaTelbHO
obpabaTbiBaTbCA

offset: cmeweHme - no3muuna B bydepe, c KOTOpon HaunHaeTca 0bpaboTKa



na setMatrixUniforms

// Toe-to B pyHKUMMN MHULUManm3aumu (init())
shaderProgram.uPMatrix = gl.getUniformLocation(shaderProgram, 'uPMatrix');
shaderProgram.uMVMatrix = gl.getUniformLocation(shaderProgram, 'uMVMatrix');

// ®yHKUMA drawScene NPocTo UCMONb3YeT COXPAHEHHbIE CCbIJTKU

function setMatrixUniforms() {
// V\cnonb3yem 3apaHee coxpaHeHHble 0Kauum
gl.uniformMatrix4fv(shaderProgram.uPMatrix, false, perspectiveMatrix);
gl.uniformMatrix4fv(shaderProgram.uMVMatrix, false, mvMatrix);

}



[ file:///E/T padwka/WebGL/Lecture%201/demo1.html

@ lns obHoBREHMA pacluMperui TpebyOTCA AONOAHMTENBHEE paspewequs. [NepelignTe B MeHexep pacluMpeHn
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// TpeyronbHuK
// MpeBpaliaem B NJIOCKNIA MaccmB

const positions = [ [-1, -1], [+0, +1], [+1, -1], ].flat()
// KoopanHaTbl BepLMH

// LUBeTa BepLuunH
const colors = | [1, 0,0, 1], [0, 1,0, 1], [0,0,1, 1], ].flat()

const positionBuffer = makeF32ArrayBuffer(gl, positions); //cBoa ¢yHKUMA
const colorBuffer = makeF32ArrayBuffer(gl, colors);



function makeF32ArrayBuffer(gl, array) {

// Co3pnaém bydep
const buffer = gl.createBuffer();

gl.bindBuffer (gl. ARRAY_BUFFER, buffer);

// 3anonHaem bydep maccmsom daoaTos
gl.bufferData ( gl. ARRAY BUFFER, new Float32Array(array), gl.STATIC_DRAW );

return buffer;

}



function drawScene(gl, programinfo, buffers) {
// YvcTtm sKpaH
gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clearDepth(1.0);
gl.clear(gl.COLOR_BUFFER_BIT | gl.DEPTH_BUFFER_BIT);

// ** Nogxniouaem Gydep BeplumH **

// ** Nopkntouyaem bydep LgeToB **

// YcTaHaBnMBaem 1UCnosib3yemyto Nporpammy

//Pucyem
}






PasHoobpa3ne npeobpaszoBaHUM —
MMPOBasA, BUAOBAA N MPOEKLMOHHAA MAaTPULLbI

2026

object in
object
co-ordinates

q

modelling
transform

object in
world
co-ordinates

q

viewing
transform

object in
viewing
co-ordinates

q

projection

* MO EeNbHO-BUAOBAs Kak ogHa maTpuua (MMpoBasi X BUaoBas)

* KaK MnpoBad, Tak U BaoBad MoryT ObITb €ANHNYHBIMA

CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rPpaduKN U peHAepPUHra
OemaneHko A.M. UMMuKH HO®Y

object in
2D screen
co-ordinates
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Moaenb B 00beKTHbIX KOOPAMHATaX

Mogaenb 3a1aeTca MHOXKECTBOM BEPLUMH,
KOOPAWHATbLI KOTOPbIX 3a4aHbl
OTHOCUTE/IbHO LEeHTPa 06beKTa, T. €.
BepLlnHa c KoopanHatamu (0, O, 0) bygeT
HaxoAUTbCA B LEeHTPe obbeKTa.

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra

202
026 DemaneHko A.M. UMMuKH HO®Y
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[Tpeobpa3zoBaHMA K MMPOBLIM KOOPAMHATAM — MMPOBas MaTPULLA

[Model Matrix]

[ Word Cooranates )

Mbl nepewnm n3 NpPocTpaHcTBa 0bbeKTa (Bce BepLMHbI 3a4aHbl OTHOCUTENbHO LeHTPa 00beKTa) K
MWUPOBOMY MPOCTPAHCTBY (BCe BEPLUMHbI 334aHbl OTHOCUTE/IbHO LIEHTPa MMpPa)

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKK U peHaepuHra

2026 demsaHeHko A.M. UMMuKH HO®Y
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[lepexoa K cMcTeme KoOopAMHAT KaMepbl — BUOBas MaTpumLa

[Model Matrix]

|

[View Matrix ]

Mbl nepewnn mn3 MMpOBOI‘/Ji CUCTeMbl KOOPOAUHAT (Bce BepwHnHbl 3a4dHbl OTHOCUTEZIbHO LEHTPA MMpOBOl;'i
CI/ICTeMbI) K CUCTeme KOopanHaT KamMepbl (BCG BepwHnHbI 3a4dHbl OTHOCUTE/TIbHO KaMepr)

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra

202
026 DemaneHko A.M. UMMuKH HO®Y

46



[lepexos N3 NPOCTPaHCTBA Kamepbl B 0AHOPOAHOE NPOCTPAHCTBO

[Model Matrix]

[View Matrix ]

[Projection Matrix]

Mbi nepewnu n3 MpoctpaHcTea Kamepobl (Bce BepLUMHbI 3a4aHbl OTHOCUTENIbHO
Kamepbl) B O4HOPOAHOE NPOCTPAHCTBO (BCE BEPLUMHbI HAXOAATCA B
Hebonbwom Kybe. Bce, UTo HaxoauTCA BHYTPU Kyba - BbIBOAUTCA HA 3KPaH).

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra

202
026 DemaneHko A.M. UMMuKH HO®Y
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[lepcneKkTrBHaA NpoeKuuA

BeplwuHa, KoTopaa nony4mTt KoopauHatbl X == 0 ny == 0 byaeT otobparkaTbca No LEHTPY 3KpaHa. OaHaKo,
npu oTtobparkeHnn 0H6BEKTA OFPOMHYIO POJIb UTPAET TaK¥Ke ANUCTaHUMA A0 Kamepbl (z). Ana ABYyX BEPLUMH, C
OAWHAKOBbIMU X M Y, BEPLUMHA MMetoLLan bobluee 3Ha4YeHMe No z byaeT otobparkatbea bamke, Yem gpyras.

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

202
026 DemaneHko A.M. UMMuKH HO®Y
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APDMHHbIE NPpeobpPa30BaAHMUA

Onpepenenne  AdtitHHoe npeobpasogadue fi R® — R" ecTe npeofpasosaque Buaa
flz)=M- -z + v,

me M — ofpatiman matpuua M e & B

BasoBble apPuHHbIE Npeobpa3oBaHUA

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

* OTpakeHune

* [lepeHocC



OAHOPOAHbIE KOOPAMHATLI TOYKMU

* OAHOPOAHbIMW KOOPAUMHATAMM TOYKM Ha3bIBaeTCA Nt0basa Tpoka OAHOBPEMEHHO HEe PaBHbIX
HyAnto uncen x1, x2, x3, cBA3aHHbIX C 334aHHbIMU YNCAAMU X U Y CeAYIOWMMU COOTHOLLEHNAMM:

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

NMpounssonbHaa maTtpuua apPdmnHHOro npeobpasosaHuna

y*-D=-xyI)

.......

> D
Qs

CoBpemeHHble TEXHOJIOTUM KOMMbIOTEPHOW rpaduKN U peHAepUHra

202
026 OemaneHko A.M. UMMuKH HO®Y
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- *—+ A MaTpuna-pamerng {rotation )"

cos(g)  sin(w) O
[R]=|-sin(w) cosiwy 0|7
0 0 1

e+ B -MaTpuna pacTaxeHnd /cxaTHd (dilatation)

D)= Tjﬂ
i

= oo
—_ O O
-

e C_-Matpuma otpaxerng {reflection).

—
=
=

[pr]=|0 -1 0]

e+ D -MaTpuna TiepeHoca « iranslation) -

I
q

r)-

A a1

CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW rPpadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY
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[Tpeocbpa3oBaHMA HEKOMMYTATUBHbI

2026

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

5+

Z

&

£ o
I

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

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY

opposite
faces

-HI
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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).

o 0 0
1):(x y 1) 0 o 0
(I-a)xa (1-0)xb 1

UTorosaa martpuua




PeweHwne

1-u war. NepeHoc Ha BeKTop —A(-a, -b) AN cOBMELLLEHNA LEHTPA PaCcTAKeHUA ¢ Haya/IoM KOOpAUHAT

100
[, ]=| o
| —a -5 1

2-i war. PactaxkeHne BAONb KOOPANHATHbBIX OCeln C KO3adPULMEHTAMM O, N O COOTBETCTBEHHO.

(o 0
D]=|0 &
00

B e B

3-# war. MNepeHoc Ha BeKTop A(a, b) Ana Bo3BpalleHUA LEHTPA PACTAKEHUA B NPeXKHee NoNoXKEHUE.

D)= Enﬂ
i



[Tpnumep?2

AT
!
P
* [ocTponTb MmaTpuLy NOBOPOTa BOKPYr ToUuKM A(a, b) Ha yron ¢ ___;l:)___
{a
!
!
i il
cos(y) sin( ) 0
2 )=(x » 1) - sin( ) cos@) 0|
—axcos(@) +dxsin(@)+a —axsi@)-bxcos(@g)+d 1

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra

202
026 DemaneHko A.M. UMMuKH HO®Y
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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

[ToBOpOT Ha yron ¢.

| cos(p)

—sinfg) cos(g) [

I

sin(g) 0]

I 1




PeweHwne: 3-n war

[lepeHoc Ha BekTop A(a,b) onga Bo3BpalleHUNs LeHTpa NoBOPOTa B NPEXHeEe NonoXeHne

| — |
B
| M
Il
b O
Cr - O
— O O




MTorosaa maTpuLa

£z, Ir.]
[ cos(gy sin(g) O 1 0 0
[R¢]= —sinfgry  cos(gy O [E"H]= 0 1 0
0 01 a b o1

cos(@) il 47

— =i @) cos(g)

| —axcosig) +hxsil @ +a —axsi gy —bxoosip+ b

—




C OO =

==
O =k O

cos @
—sin 6
0

ba3oBble adpdPMHHbIE NPeobpa30BaAHUA

(MpW YMHOXEHUM c/ieBa Ha BEKTOP-CTPOKY)

= oo OI

< = 0O O

0
sin @

O_

0

cos@ O

0

1-

[r—1
OO O =

T cos 6
—sin 6@
0

0

OO = O

o= O O
_- o0 O
(S——

sin@ O
cos@ O

0
0

1
0

-0 o O

co o9

rcos 0

sin @

S oOoOT™Oo

0

O O

- oo O

xR © O

—sin 6@

cos @

~ooo
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ba3oBble adpdPMHHbIE NPeobpa30BaAHUA
(Mpn YyMHOXeHWW crpaBa Ha BEKTOp-CTo/10eLl)

translation identity rotation about x-axis
(1 0 0 ¢, ] (1 0 0 0 1 0 0 0]
0 1 0 1 01 0 0 0 cos® —sin6G O
0 0 1 f 0 01 0 0 smbB cos6 O
0 0 0 1] 0 0 0 1] 0 0 0 1

scale rotation about z-axis rotation about y-axis
m. 0 0 0 cos@ —-smb 0 O cos6 0 sinb O
0O m,2 0 0 sin6 cos® 0 0 0 1 0 0
0 0 m 0 0 0 1 0 ~sin® 0 cos® 0
0 0 0 1] 0 0 0 1] 0 0 0 1]

CoBpemeHHble TEXHONOTMN KOMMNbIOTEPHOW rpadmKn U peHaepuHra
OemaneHko A.M. UMMuKH HO®Y
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3a4a4a

* [NoBepHYTb OOBEKT BOKPYr NPOU3BOILHOM NPAMOM L B NPOCTPAHCTBE Ha 3a4aHHbIN yros.
e ObbeKT 3a4aéTCA CNMCKOM BEPLLUNH U CTUCKOM pEbep.
* lNpaman 3agaértca Toukon A (a,b,c) , yepes3 KOTopyo OHa NPOXoAMUT, U eANHUYHbIM BeKTOpoMm (I,m,n).



Pe3synbTrpytoLlaa MmaTpuLa

(
2 +cosq:{l -32) I(1- cos@)m +nsing I(1-cosg)n - msing

I{l—cuscp]m—nsm:p mz+cosq.{l~m2) m{l—cusq;)nﬂsinfp

. | . 2 2
(1-cosg)n+msing m(l-cosq)n-Ising n +cnsq{l—n }
1 "
\ 0 0 0
2026 CoBpeMeHHble TEXHOJIOTMN KOMMNbIOTEPHOMN rpadUKN U peHaePUHra

demsaHeHko A.M. UMMuKH HO®Y
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[1haH peleHnn

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

BbinonHUTL Npeobpas3oBaHma 1 1 2 B 06paTHOM NocneaoBaTeIbHOCTH



PeweHune

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

2. CoBmecTUTb NpAMYto L ¢ 04HOM 13 KOOPANHATHbBIX OCer, Hanpumep, Z
v’ ToBepHyTb Nnpamyto L Bokpyr Ox
v’ TosepHyTb Npsamyto L Bokpyr Oy

BbINO/NIHUTL NOBOPOT 06 bEKTa BOKPYr Npsimoii L

4.  BbINoNHUTL NOBOPOTHI 2 B 06paTHOM NOC/IeA0BaTENbHOCTU Ha 06pPaTHbIE YIbl

BbinonHuTb NnepeHoc Ha A (a, b, ¢)



[TepeHoc Ha —A (-a,-b,-c)

2026

1 0 0 0]
0 1 0 0
(T] =
0 0 1 0
-a -b -c 1]

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOM rPadUKN U peHaepUHra
DemsaHeHko A.M. UMM#uKH HOdY
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CoBmelleHne npsamon L c ocbto Z

e [loBepHyTb npamyto L Bokpyr Ox Ha yron
e [loBepHyTb Nnpamyto L Bokpyr Oy Ha yron 6

COBpeN\eHHbIe TEXHOJZIOTUN I-(ON\I'IbPOTepHOIZ I'pad)l/lKl/l N peHaeEPUHra

2026
OemaneHko A.M. UMMuKH HO®Y
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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
[Rn‘]= m n
0 -— — 0
d d
0o 0 0 1]
n m
cosy =—, sSiny=-—,
d d
(hm, n, D[R] = (10,4,
2 2
d=Jm +1n

2026 CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW rPadUKN N peHaepUuHra
DemaHenko A.M. UMMunKH HOdY
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[ToBopoT npsamon L Bokpyr Oy Ha yron 6

(f, m, n, D[R] = (1,0, 4, 1)

cosB =/, sinB = -d.

(/0 d 0]
0 1 0 0
R,|=
; -d 0 I 0
0 0 0 1 no m
cosy =—, sSiny=-—,
d d
2 2
d=Jm +n
2026 CoBpeMeHHble TEXHOJIOTMN KOMMNbIOTEPHOMN rpadUKN U peHaepPUHra

demsaHeHko A.M. UMMuKH HO®Y
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[ToBOPOT 06bEKTA BOKPYT Npamon L Ha yron ¢

- cose singe 0 O
-sing cose 0O O

[R:]- 0 0 1 0
0 0 0 1

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHOM rpadUKN U peHAepPUHra
demsaHeHko A.M. UMMuKH HO®Y
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ObpaTHble Npeobpa3oBaHUA

* [MoBopoT npsmow L Bokpyr Ox Ha yron -6
* [oBopoT npamowu L Bokpyr Oy Ha yron —

* MepeHoc Ha A(a, b, ¢)

mRJR JR (R, (R )

COBpeN\EHHbIe TEXHO/I0TUN KON\I'IbIOTepHOﬁ I'pad)l/lKl/l N peHaepunHra

2026
DemaneHko A.M. UMMuKH HO®Y
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Pe3ynbTnpytollaa matpmua

(
2 +cosq:{l -32) I(1- cos@)m +nsing I(1-cosg)n - msing

I{l—cuscp]m—nsm:p mz+cosq.{l~m2) m{l—cusq;)nﬂsinfp

. \ : 2 2
(1-cosg)n+msing m(l-cosq)n-Ising n +cnsq{l—n }
1 "
\ 0 0 0
CoBpemeHHble TEXHOJIOTUM KOMMbIOTEPHOM rpadUKN U peHAepUHra
2026 OemsaHeHko A.M. UMMuKH HO®Y
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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

* MoAeJsibHO-BMMAoBasd Kak ogHa MmaTpula (MVIpOBaﬂ X BVI.EI,OBaf-I)

* KaKk MUpoBas, TaKk U BUgoBas MoryT ObITb €ANHUYHbIMU

CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW rPadUKN N peHaepUuHra

DemaneHko A.M. UMMuKH HO®Y

object in
2D screen
co-ordinates
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