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WebGL (Web-based Graphics Library) — KpoccnnatpopmeHHbin APl ana 3D-rpadukm B bpaysepe,
pa3pabaTbiBaeMbii HEKOMMepYEecKoi opraHmsaumen Khronos Group

WebGL ncnonb3syet A3biK NporpaMmmupoBaHms wenaepos GLSL

WebGL ncnonnaetca kak anemeHT HTML5 1 noatomy aBAsieTca NOJHOLEHHOM YacTbio 0O beKTHOW Mmoaenu
nokymeHta (DOM API) 6paysepa

3a CYET MCNOb30BAHUA HU3KOYPOBHEBDLIX cpeacTB noaaepkn OpenGL yactb Koga Ha WebGL moxkeT

BbIMONHATbLCA HEMOCPeACTBEHHO Ha BNAEOKAPTaAX

WebGL — 3710 KOHTeKcT anemeHTa canvas HTML, kotopbint obecneunsaet API 3D rpadpuku bes
NCNO/Ib30BAHMA NJATUHOB

MepBas cneundurkauma bbina sBbinyweHa 3 mapta 2011 roaa

CoBpemeHHas Bepcua 2.0 (HecoBmectnma ¢ Bepcmnen 1.0) goctynHa c BecHbl 2017 roga (January 17, 2017 :-)



* MoXeT Mcnoab30BaTbCA C N0ObIMM A3bIKAMKW MPOrPAMMMPOBAHMA, KOTOPbIe YMEOT paboTaTb C
DOM API, Hanpumep, JavaScript, Rust, Java, Kotlin n apyrumn.

* Bce Beayuwme pa3pabotunkm 6paysepoB Google (Chrome), Mozilla (Firefox), n Apple (Safari),
asnatoTca yneHamm Khronos n peannsytotr WebGL B cBoux 6pay3epax.



Desktop bpay3sepbl
Mozilla Firefox — WebGL 0bin BKMOYEH Ha Bcex nnatdopmax, y KOTOPbIX €CTb HYXXHasi rpadouyeckas
KapTa C aKkTyalbHbIMW ApanBepamMmu, HauymHas ¢ sepcun 4.0.
Google Chrome — WebGL BKMO4YEH Mo yMOMYaHUO BO BCEX BEPCUAX, HAYMHas ¢ 9.

Safari — akcnepumeHTanbHo nogaepxusaet WebGL, HaunHas ¢ Bepcum 5.1, nonHas nogaepxka
peann3oBaHa 1 BKMN4YeHa rno ymon4vanuio B sepcumn 8.0.

Opera — WebGL peanusoaH B Bepcun Opera 12.0, HO OTKINIOYEH MO YMOSTYaHUIO.
Internet Explorer — HauunHas ¢ Internet Explorer 11 WebGL oduumansHo nogaepxunsaetcs. o
Bbixoga 11 Bepcumn HezaBUCUMbIMUK pa3paboTymkamm 6binin BeinyLeHbl nnarmiel Chrome Frame m

IEWebGL, npeaycmaTpusatowime onunu, Heobxoanmele ans nogaepxkn WebGL B Internet Explorer.

Microsoft Edge
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MobunbHble bpay3epbl

Maemo 5 — WebGL gocTtyneH Bo BCTpoeHHOM bpay3epe microB HaumnHas ¢ Bepcun npowmBku PR1.2
(man 2011)

BlackBerry PlayBook — WebGL goctyneH nocpeactesom WebWorks u 6paysepa B PlayBook OS 2.0

Google Chrome — WebGL goctyneH anga Android-ycTponcTB B beTa-Bepcusax HaumHasa ¢ aHBaps 2013

Firefox for mobile — WebGL goctynen gna Android yctponcTs B beTa-Bepcusx ¢ Hadana 2011

Sony Ericsson Xperia — MHorme yctpomncTtaa Ha 6ase Android nmetot nogaepxky WebGL nocne
OOHOBIEHUSA NPOLUNBKN

Opera Mobile 12 final nogoepxmnBaet WebGL (Tonbko Ha Android)

Safari ana iI0S — nogaepxka peannsoBsaHa B Bepcumn 8.0
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https://ru.wikipedia.org/wiki/Maemo
https://ru.wikipedia.org/w/index.php?title=MicroB_(%D0%B1%D1%80%D0%B0%D1%83%D0%B7%D0%B5%D1%80)&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=BlackBerry_PlayBook&action=edit&redlink=1
https://ru.wikipedia.org/wiki/Google_Chrome
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Firefox_for_mobile
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Xperia
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Opera_Mobile
https://ru.wikipedia.org/wiki/Safari
https://ru.wikipedia.org/wiki/IOS

[Noaoneprkka WebGL

Y10b6bI NONY4YNTL OOHOBAEHHbIN CMUCOK BebO-Opay3epos, KoTopbie nogaepkusatoT WebGL,

nepenauTe no cieaytoLlen
ccoinike (http://www.khronos.org/webgl/wiki/Getting a WebGL Implementation).

Ecnn Bbl XOoTHTE BLICTPO NPOBEPUTL, NOAAEPKMUBAET M Bala KoHuUrypauma WebGL, To nepengute
no atou ccbinike (http://get.webgl.org/).
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OcHoOBHble rpadpuyeckme onepaunm WebGL

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

* BbluMCAAET UBETa ANA BCeEX 0OBHEKTOB
* MOryT 6bITb ONpeaesneHbl NPUNOKEHUEM
* MOJIyYEHbI U3 pacyeTa YC/I0BMI OCBELLEHHOCTH
* BbIYUC/AEHbI NPU MOMOLLM TEKCTYP, HA/TOXKEHHbIX HAa OO BEKTDI
* 1AM N3 Ntobom KOMbUHaAUMKM 3TUX PaKTOPOB

* BbINOJIHAET pacTepmn3aumio (pacTpoByto pa3BepTKy)



Yero HeT B WebGL?

* GYHKUUI ANA CO30aHUA OKOH
* 3axBaTa NOJIb30BaTE/1bCKOro BBOAA

* BbICOKOYPOBHEBbIX GYHKLUUN AN ONUCAHNA MoAeNen TPEXMepPHbIX 0ObEKTOB



2024

|ava Script

CNWcoK
BEpDLUMH
PacnpepensHne To4Yek
no NoToKaMm

BepwwHa BepwwHa

Wenpep eeplUnH
WVertex shader)

Wenpep BepLUnH
(Vertex shader)

Pactepusauyusa

KoopowHaTa hparMeHTa KoopowHaTa hparmedTa

LWengep IWennep
thparmeHTOR hparMeHTOR
(Fragment shader) : (Fragment shader)
Appo 3 Anpo 4
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PacTepusaLums: NpoLecc BbIYUCAEHUA MUKCENEN PacTpa,
nPUHaANeXaLlmx NPUMNTUBY

Bxoa:
- KoopauHat P1,P2,P3,P4
| (3KpaHHbIe)
! — Upeta BepwuH Ci nam gpyrue
atpubyTbl

4
91%

Xright{y)

P4 ! -
|
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Tunbl Wenaepos

2024

BEPLUNHHBIN (Vertex)
doparmeHTHbIN (fragment)
reomeTpuyecknn (geometry)

2 TeccensiuMoHHbIX Wwenaepa (tesselation), oteBevarowme 3a 2 pasHbix 3Tana Teccensaumnm
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[Mepenaya AaHHbIX B/U3/MexKay Wenaepamm

2024

ATpunbyThl (OaHHbIE, XapakTepusyoLme BepLUnHbI, bepyTcs ns bydepa) — in/out

Uniform-nepemeHHble (3Ha4eHnd, NOCTOAHHbIE AN BCEX BEPLUWH HA NPOTAXXEHUN OLHOIo
BbI30Ba OTPUCOBKN)

In/out — nepemMeHHble (4Na nepegadn Mexay wengepamm)
TeKkCTypbl (OaHHbIE U3 NUKCENen/TeKCenen)

HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS 13



Cxema paboTbl

1. Monyvyaem WebGL KOHTEKCT 13 canvas'a.
2. 3arpyXaem nporpammy Lemaepos.
* CO34aemM Nporpammy Wenaepos;
* M0/ly4aemM UCXOAHbIN KoA OTAENbHO ANA BEPLUNMHHOIO M GparMmeHTHOro Wenaepos;
* KOMNOUAMPYEM KOAbl LULENAEPOB;
* MpuUCcoeamHAEM K NPOrpaMmme;
* AKTUBMPYEM MPOrpammy.

3. YcTtaHaB/iuBaem age maTtpuubl: model-view u projection.
4. Pasmeliaem, 3anosiHAEM, aKTUBMpyem bydbepbl AaHHbIX BEPLUMH.
5. Pucyem.
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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 nuwiem

// npogonxatb TonbKo ecnn WebGL agoctyneH u pabotaet



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 He 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(nameslii]);

}
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;



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);

// BKAtoYaeT ncnonb3oBaHue bydpepa rnybuHbl
gl.enable(gl.DEPTH_TEST);

// onpepnensaet paboty bydpepa rnybuHbl: 6onee 6AnKHME 0O6bEKTbI 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



IS testhiml ¥+ 8

B8 | [eu] (Y Afiley///E/TpadukafWebGL/Lecture%201/test.html B 0| @
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@ Jna ofHoEREHMA pacMpeHmii TpeByIOTCA AONOAHMTENLHbIE paspeweria. [epefianTe B MeHeXep PACIMPEHWH ANA NOATEEP... MNepeim K pacluvpeHnAM




BepwuHHbIM Wengep (js)

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

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



ICXO4HbIM KO BEPLUMHHOTO Wenaepa - HoBana BEPCUS

"use strict";

// \cxoaHbIN Kof, BepLUMHHOIO Wenaepa

const vsSource = #version 300 es

// KoopaunHaTtbl BepwmnHbl. ATPUBYT, MHULMaNN3MpyeTca yepes bydep.
in vec2 vertexPosition;
void main() {

gl_Position = vec4(vertexPosition, 0.0, 1.0);

Y



OparMeHTHbIV Wengep

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

void main(void) {
gl _FragColor = color;

}



ICXOAHbIN KOo4 GParMeHTHOro Wwehaepa - HoBaa Bepcusa

// icxoaHbin Koa, dparMeHTHOrO Wwenaepa
const fsSource = "#version 300 es
// WebGI| TpebyeT sBHO YyCTaHOBUTb TOYHOCTb $/10ATOB, TaK YTO CTaBUm 32 6MTa
precision mediump float;
out vec4 color;
void main() {
color =vec4(0, 1, 0, 1);
b



BepwuHHbiM wengep (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>



PparmeHTHbIN Wenaep

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

</script>



MHMUManm3auma wenaepos

// BHYTPU main()

const shaderProgram = initShaderProgram(gl, vsSource, fsSource);



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);



Co3gaHne 0bbeKkTa

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 : Y
BblI3oBOM meToaa bindBuffer().
3atem co3aaem JavaScript maccuB, coaeprLalimm

var vertices = 9
[ KOOPAMHATbI ANA KaXKA0W BepLUMHbI KBaapaTa.

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() ob6bvekTa gl Ana Ha3HayeHus

I BEPLIMH OOBEKTY.

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



OTpPUCOBKA CLEeHbl be3 aHMMaL K

function drawScene() {
gl.clear(gl.COLOR_BUFFER_BIT | gl. DEPTH_BUFFER_BIT);

perspectiveMatrix = makePerspective(45, 640.0/480.0, 0.1, 100.0);

yron o63opa -- 45°
loadldentity(); COOTHOLEeHMe W K h -- 640/480 (pa3mepbl canvas)
mvTranslate([-0.0, 0.0, -6.0]); near -- 0.1

far -- 100 eanHUL, OT Kamepbl
gl.bindBuffer(gl. ARRAY BUFFER, squareVerticesBuffer);
gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);

setMatrixUniforms();
gl.drawArrays(gl. TRIANGLE_STRIP, O, 4);
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gl.vertexAttribPointer(index, size, type, norm, stride, offset)

gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);
index: HAEeKc aTpubyTa, KOTOPbIM Mbl conocTaBasem c bypepom BepLUMH

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: TN 3Ha4YeHUIN, KOTOPbIN XPaHATCA B bydepe. B KayecTBe 3HaYEHMA NAapaMeTP MOXKET NPUHUMATb
cneaytoume KoHcTaHTbl: FIXED, BYTE, UNSIGNED _BYTE, FLOAT, SHORT n UNSIGNED_SHORT

norm: True, ecnv 6yayT HOPMaIM30BaHbl

stride: war mexay 3HayeHuamu. Mpwu yctaHoBKe B KadyecTBe 3Ha4YeHmA 0 anemeHTbl byayT nocneaoBaTeNbHO
obpabaTbiBaTbCA

offset: cmewermne - no3muua B bydepe, c KOTOPon HaunHaeTca 0b6paboTKa



C 88 | [ Mfiles//E/Tpadmka/WebGL/Lecture%201/demo1.html

@ lns ofHoEREHWA pacluMperui TpebyOTCA AONOAHMTENBHBIE paspeweHma. [NepeiignTe B MeHexep paciuMpeHn




g|DrawArrays(Tun, cMeLlleHne, KoJIM4YecTBo);

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

gIDrawArrays(GL _TRIANGLES, 0, n*3);
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// TpeyronbHuK
// MpeBpallaem B N1IOCKUIN MaccmB

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

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

const positionBuffer = makeF32ArrayBuffer(gl, positions);
const colorBuffer = makeF32ArrayBuffer(gl, colors);



function makeF32ArrayBuffer(gl, array) {

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

gl.bindBuffer (gl. ARRAY_BUFFER, buffer);

// 3anonHaem byddep maccmsom dioatos
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 **

// ** Nopkntoyaem 6ydep usetos **

// YcTaHaBnMBaem 1UCnosib3yemyto Nporpammy

//Pucyem
}






PasHoobpa3ne npeobpaszoBaHUM —
MMPOBasA, BUAOBAA N MPOEKLMOHHAA MAaTPULLbI

2024

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

HemaneHko A.M. O®Y KomnbtoTepHas rpadpmka MAGnUS

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

Mogenb 3agaeTca MHOXeCTBOM BEPLUWH,
KOOpAMHAaTbl KOTOPbLIX 3adaHbl
OTHOCUTENBLHO LUEeHTpa 0bbekTa, T. €.
BepLunHa ¢ koopamHatamu (0, 0, 0)
ObyaeTt HaxoauTbCs B LEHTPE obbekTa.
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[TpeobpazoBaHMA K MMPOBbLIM KOOPAMHATAM
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[Tpeobpa3zoBaHMA K MMPOBLIM KOOPAMHATAM — MMPOBasA MaTPULLA

[Model Matrix]

[ WordCooranates )

Mbl nepeLwnn n3 npoctpaHcTBa obbekTa (BCe BepLUMHbI 3a4aHbl OTHOCUTENBHO LieHTpa 00bekTa)
K MMPOBOMY NPOCTPAaHCTBY (BCe BEPLUMHbI 3aaHbl OTHOCUTENbHO LIEHTPa MUpa)
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[lepexof, K cucTeme KOoOpaAMHaAT Kamepbl
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[Tpeobpa3oBaHMA K K CUCTEME KOOPAMHAT KaMepbl — BUAOBAA MaTpuULLa

[MGdEl Matri:-:]

I

["u"iew Matrix ]

Mbl nepeLwnmn n3 MMPOBOW CUCTEMbI KOOPANHAT (BCE BEPLLMHBI 3alaHbl OTHOCUTENbLHO LIEHTpa
MUPOBOW CUCTEMbI) K CUCTEME KOOPAUHAT Kamepsbl (BCe BepLUMHbI 3a4aHbl OTHOCUTENBHO KaMephbl)

2024 HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS 48



[Tepexon M3 NPOCTPaHCTBA KaMepbl B 0AHOPOAHOE MPOCTPaHCTBO
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[TpeobpazoBaHMA K 04HOPOAHbIM KOOPAMHATAM

[Mﬂdel Matri:u:]

Mbl nepewnu us lNpoctpaHcTea Kamepebl

(BCe BepLUMHbI 3aaHbl OTHOCUTESNBHO KaMephbl)

B OOHOpPOAHOE NPOCTPAaHCTBO

(BCe BepLUNHbI HaxoaaTcs B HebonbLWOM Kybe.

Bce, 4to HaxogunTcsa BHYTpU Kyba - BbIBOAUTCS Ha 9KpaH).

["u"iew Matrix ]

[F‘rﬂjectinn I‘u‘latrix]
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[lepcneKkTrBHaA NpoeKuuA

BepwunHa, koTopas nony4nt koopauHaTtbl X == 0 n y == 0 0yaet otobpaxaTbCs No LEHTPY 3KpaHa.
OpaHako, npu oTobpaxxeHnn obbeKkTa OrPOMHYI0 POSib UFPAET TakXKe ANCTaHUMSA O0 KaMepsbl (Z).
[na AByx BEPLUMH, C OAMHAKOBLIMU X N Y, BEPLUMHA nMetowasa dornbluee 3Ha4YeHne no z byger

oTObpaxaTbcsa Onmxe, Yem agpyras.
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