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CunHTakcme GLSL ES 3.00 (WebGL 2.0)

GLSL ES 1.0 - npouue GLSL ES 3.00 (WebGL 2.0) - coBpemeHHee

attribute in

varying in/out
gl_FragColor out vec4 color
uniform uniform

Jlornka Ta e, Ha3BaHue namenmnocb. WebGL 2.0 TpebyeT HOBbIN CTaHAAPT

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpadmKn U peHaepUHra

2026 DemaHeHko A.M. UMM#uKH HOdY



[Toumep. Kybuk
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// Vertex shader program I et e % I WebtLemo %+
const VSSOUFCE _° C = | 3 filey///E/Tpadmka/WebGl/Lecture%201; B O | @
in vec4 aVertexPosition;
in mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;
void main() {
gl_Position = uProjectionMatrix * uModelViewMatrix * aVertexPosition;

. [0 Ana Muxadinmuernko [ Be6é [0 B2 [0 Acnupante [0 Cemunapel [0 XonopuasHWkM
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// Fragment shader program
const fsSource =
out vec4 color;
void main() {
color = vec4(0.0, 1.0, 1.0, 1.0);

3T maTpurubl Mbl pa3zbupanu Ha Jlekumun 1 (changbl 43-47) — moaenbHO-BUA0BAA M NPOEKLMOHHAA






Cxema a41a OPMUPOBAHMSA 3a/IMBKU KBapaTUKaMU

BepwunHHbIM wenaep: sbiuncnset gl_Position () u nepepaet
Henpeobpa3oBaHHYO No3unumio vPosition

Pactepusatop: uHTepnonmpyet vPosition gna Kaxkgoro nukcens

PparmeHTHbIN Wenaep: Noay4aeT CBOM MHTEPNOIMPOBAHHbIN VPosition
N BbIYUCAAET UBET NUKCENS




McXoaHbIM KO BEPLUMHHOIO Wenaepa B HOBOM CTaHAapTe

// V\cxoaHbIN Kof, BepLIMHHOTO Welaepa

const vsSource = #version 300 es

// KoopanHaTbl BeplKnHbI. ATpUOYT, MHMUMaNM3npyeTca Yyepes bydep

in vec3 vertexPosition;

// BbIXxoAHOM NapameTp C KoopAMHATaMU BEPLLUNHbI, UHTEPMNOAUPYETCA U NepenaéTcs Bo GparMeHTHbIN Wwenaep
out vec3 vPosition;

void main() {

'



BepLlwnHHbIM WwWenaep. Py4yHoe NOCTpoeHne maTpuLbl MOBOPOTA

void main() {
// yrnbl nosopoTta 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), O, cos(y_angle) );
gl Position = vec4(vertexPosition * transform, 1.0); // MNoBopaunBaem BepLLUNHY
// Mepenaém Henpeobpa3zoBaHHYIO KOOPAMHATY BO pparMmeHTHbIN Wwengep
vPosition = vertexPosition;
b
O6bI4HO Mbl UCNOAIb3yeM roToBble GYHKUMKM U3 BnubaunoTtek (Kak Ha cnange 10), HO 3a4ecb NOKa3aHo,
KaK 370 paboTaeTt BHYTpU



McxOoOHbIM KOA GParMeHTHOro wenaepa B HOBOM CTaHAapTe

const fsSource = "#version 300 es

precision mediump float;

// IHTepnonnpoBaHHble Henpeobpa3oBaHHblIe KOOPAUHATbLI BEPLUUHDI,
// nepepatoTca U3 BEPLUMHHOIO Welaepa

in vec3 vPosition;

// UBeT, KoTopbiMm byaem oTpUCOBbLIBATb

out vec4 color;

void main() {

3



Koa, ana GopmMMpoBaHMA 3aNMBKN KBaapaTUKaAMM

void main() {
float k = 5.0;

int sum = int(vPosition.x * k) + int(vPosition.y * k) + int(vPosition.z * k);

if ((sum - (sum /2 *2))==0){ //ecnv ocTaTtoK oT AeneHus paseH 0

color =vec4(0.8, 0.8, 0, 1);
}
else {

color = vec4(0.5, 0.0, 0, 1); ]ﬁ

: Vertex _ Fragment
} =~ Shader 7 Shader 7
F; o

Potential Pixels

[1na Kaxkaom TOYKM rpaHu (Nnnukcena) sHadeHume vPosition cBoe, NnosTomy ycnosme meHAeTcs

2026 CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY



3anoNHeHne maTpuLl

MaTpuLbl MOXHO 3aMONHATb BPYYHYIO UIN C UCNOIb30BaHMEM BUBINOTEK, HANPUMED,
glMatrix Sylvester

N apyrue

CoBpeMeHHble TEXHO/IOTNUM KOMMbIOTEPHOW rpadUKN U peHaepuHra
2026 DemsaHeHko A.M. UMM#uKH HOdY
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Onepaunmn ¢ MaTpULLAMKU

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

MeTtoa mat4.translate(output, input, vec),
roe output — nMTOroBana BbIXoAHas MaTpuLa, KOTopas Noay4YaeTcs Nocse nepemeLlleHms maTpuLbl
input Ha TPEXMEPHbIN BEKTOP Vec

MeToa mat4.rotate(output, input, rad, axis) , rae output — mMTOorosas maTpuLa, KoTopaa NoayyYaeTcs
MOBOPOTOM MaTpuLbl input Ha yron rad (B pagmaHax) BOKPYr ocu axis.

Nnn

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 M3MEHAIOTCA
3HaYeHUAa maTpumubl input

MomHuTe dopmynbl addUHHBLIX NpeobpazoBaHnit U3 Jlekunm 1? 3Tn PyHKUUN peanunsyoT nx BHyTpu cebs



[TonmeHeHne matd ana apPuHHbIX NpeodbpasoBaHN

// 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

MNepexon ot 2D K 3D MOXKHO peann3osBaTb Pa3HbiMK cnocobamum

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra

2026 DemaHeHko A.M. UMM#uKH HOdY

13



OCHOBHbI€E TUMbI NPOEKL MM

* [lapannenbHan

(x,y,2) = (x,y)

lMNpoekynoHHas

NJIOCKOCTb

* nucnonbayetca B CAMNP (CAD), apxutekTtype u T.1.

BbIrnAANT HEPEATUCTUYHO

* LleHTpanbHaAa (nepcnekTMBHaA) — Tak paboTatoT Kamepbl

* YMeHblweHUne C yganeHnem

(x,y,2) > (x/z2,y/z)

BbIrNAANT PEaA/TIMCTUYHHO

2026
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Knaccndukauma napannenbHblx NpoeKLmin

L —

Hanpaenexwe
npoeuupoBaH1a

[lapannensure
IpOEKITHE
OpTorpadHYeckad A¥CoHOMETPHYECKAA Focoyronenad
T OEKITHA T OEKITHA T OEKITHA
KapTUHHasA TpuMeTpHYeCcKan CeobogHag
NNOCKOCTL < OpOEKITHA OpOEKITHA
Hanpasnexwe
NPoeLVPOBa HUS
HumeTpHYecKkan Fabuuernan
> I OEKITHA I OEKITHA
HOPMaib
HzomeTpuyueckad
I OEKITHA
MPOeKUMS
5026 CoBpemeHHble TEXHONOrMN KOMMbIOTEPHOM rpadUKM U peHaepUuHra

KaBalbe

KabuHe

demsaHeHko A.M. UMMuKH HO®Y
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HOPMab
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OpTorpaduyeckme nNpoeKLmm
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B urpax optorpadunyeckan npoeKkumsa 4acto ncnonbayetca ana 2D-urp nam ctpaterni

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKKM U peHaepUuHra

2026
demsaneHko A.M. UMMuKH HO®Y
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AKCOHOI\/\eTpW—IeCKMe Nnpoerkunin

Dimetric

Isometric

CoBpemMeHHble TEXHOOTMM KOMMNbIOTEPHOW rpaduKm 1 peHaepuHra

2026 demsaneHko A.M. UMMuKH HO®Y
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AKCOHOMETPUYEeCcKMe NpoeKLmnmn
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OrpaHM4YeHns akCOHOMETPUYECKOM NPOEKLU MM

[MpoekunoHHasn

Kak u B APYIrMX sBnaax napasiie/ibHbiX MNNOCKOCTb

NPOEKLUUN, OOBEKTLI B :
aKCOHOMETPUYECKOMN NPOEKLUMUN He MpoekTopbl N\~
BbIFAAAT 60NblUe UM MEeHbLUE NMPU NN
\ \.\\" AR\

NPUBAUKEHUU UNN YAANEHUN OT AN
Habntogatens. - Bl ;

310 YyA0b6HO B cnpanTo-
OPUEHTUPOBAHHbIX KOMMNbIOTEPHbIX P
Urpax, Ho, B OT/INYME OT NEePCrNEeKTUBHOM A >
NPOEKLUUN, NPUBOAUT K OLLYLLLEHUIO -
NCKPUBNEHWA, MOCKO/IbKY YEeN0BEeYECKUM
rna3 pabotaeTt nHave.

CoBpeMeHHbIe TEXHO/IOTUM KOMMNbIOTEPHOM rpadmKM U peHaePUHra

202
026 HemaneHko A.M. UMMuKH HO®Y
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OrpaHM4YeHMs aKCOHOMETPUYECKOM NMPOeKLNM

lfony6om un KpacHbIM Wapbl HA OAHOM YPOBHE U/IN HA Pa3HbIX?

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKM U peHAEepPUHIa

2
026 demsaHeHko A.M. UMMuKH HO®Y
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OrpaHM4YeHMs aKCOHOMETPUYECKOM NMPOeKLNM

fony6o0ii Wwap Ha ABa YPOBHS Bbille KPaCHOro

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpadurKK U peHAEPUHIa

2026 demsaHeHko A.M. UMMuKH HO®Y
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«Bogonaa» — nutorpadus ronnaHacKkoro XyaoxKHuKa Jepa
(okTABpPL 1961)

N306paxKEH NnapaaoKc — NagaroLlas Boaa
BOAONAaAa YNPaB/AET KOJIeCOM, KOTOpoe
Hanpas/iAeT BOAY Ha BePLUMHY BOAONAAa.

Bogonag umeet CTPYKTypy
«HEBO3MOKHOro» TPEYro/ibHUKa
MeHpoy3a: Bogonaa Ha antorpadum
paboTaeT KaK BEYHbIN ABUTaTEND.

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpadmKM U peHaepuHra

HemaHenko A.M. UMMuKH HOdYy 22
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TpeyronbHUK [leHpoy3a

CkynbnTtypa, KaxkylMAca Ta 3Ke CKynbnTypa npu
TPEYronbHUK, HeMeLKUA  U3MEHEHWW TOUKW
TEXHUYECKUA My3Eel npocmMoTpa

MaTemaTUYeCKM KOPPEKTHAA CUEHa, HO MO3T MHTEPNPETUPYET €€ HENPABUIbHO 13-3a OTCYTCTBUA MNYyOUHDI

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepuHra

2026 HemaHeHko A.M. UMMunKH HOdY
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Kaap mn3 nrpbl «echochrome»

CnoraH Urpbl — «B aTtom Mupe 10, 4YTO Tbl BWAULWDb, CTAHOBUTCA Pea/IbHOCTbIO»

CoBpeMeHHble TEXHO/IOTMN KOMMNbIOTEPHOM rpadUKK U peHaepuHra
2026 LlemaneHko A.M. UMMuKH 0oy
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Q*bert (1982)

OAHA U3 NMepPBbIX UTP C N3OMETPUYECKOWN rPadPrKomn

apKagHble urpbl Hadana 1980-x

25



CoBpemeHHble Urpbl ¢ akcoHomeTpuen. Cult of the Lamb

CoBpemeHHble TEXHOJIOTUM KOMMbIOTEPHON rPadUKN U peHAEPUHTS
demsaHeHko A.M. UMMuKH HO®Y

2026
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CoBpeMeHHble UTPbl C akcoHomeTpumen. Hades

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOM rpadmKM U peHaepPUHra
HemaHenko A.M. UMMuKH 0Py

2026
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Koa Ana maTpuLubl NpoeLmMpoBaHmMS

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);

fieldOfView — aHanor yrna o63opa 06beKTUBa,
aspect — coOTHOLWEeHMe CTOPOH 3KpPaHa

/ z=zfar

L ZNCAr

angley



YCTaHOBKa Kamepbil

o o Model Matrix
MOHO MeHATb HEe CBOMCTBA 0ObeKTa, a CBOMUCTBA TOYKM 0630pa. [ ]

I

[lnsa ycTaHOBKM Kamepbl B 6ubanoteke glMatrix ncnonosyetca GpyHKLUNA [View Mamx]

I

mat4.lookAt(matrix, eye, center, up)

* matrix: MmaTpuLa Moaenn, KoTopasa HAaCTPaAMBAETCA B 3aBMCMMOCTM OT CBOMCTB KaMepbl
* eye: N03ULUMSA KaMepbl

e center: TOYKa, Ha KOTOPYIO HanpaBaeHa Kamepa

* Up: BEKTOP BEPTUKA/IbHOW OpMeHTaLUK

3Ta GYHKUMA KaK pa3 CTPOUT Ty CaMyto BUAOBYIO MaTPULY, O KOTOPOI Mbl roBopuan B Jlekumn 1 Ha chaiae 46

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKn U peHaepUHra

202
026 HemaHeHko A.M. UMMuKH HO®Y
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[Tpnmep. HacTponKkm okHa BbiBOAa M maTpuu, ModelView 1 Kamepbl

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]);



YTOo elle XOTUM MOAYUUTb?

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

3 file:///E/Tpadwmka/WebGL/Tpumep%202ayapaa/test_case_cg/findex.html [0l @

[ Ana Muaiinuuerxo [ Beb [0 E3 [ Acwpantss [ Cemwrapsi [ Xonoawnerwkw [ fseiku nporpamuv.. [0 ¢unsms [ kordeperuwu [J Kode [1 Mysska [ letBrains-education

(1) Bnn obrosnenvs pacwmpermii TpeByioTca gonoHMTERbHEE paspewerms. [epeiiaTe B MeHeKep PacuMPeHWi ANS NOATBEPAACHIA OBHOBAEHNA. Tepeitu k paclunpeniam

& WebGL Dema % | I WebGL Demo % [l WebGL Demo x +

g8 | [ file:///ET padika/WebGL/Tipumep620; ftest_case_cg/ html e o @

01 Ans Muxaiinwserko [ Be§ [ EM3 [0 Acnwparma [0 Cemwnaps [ Xonogwmbiika [0 Aswikk nporpami.. [ dunems [ kondepermymv [1 Koe [0 Mysska [ JetBrains-education

(D) Lnn oBHosnena pacinpenwi TpeGyroTca MepeiignTe 6 pacMpenViA AAR NOATEEPXAEHNA OBHOEAEHNA, Mepeiitu k pacnperuam




Lenaepsbl
const vsSource =

in vec4 aVertexPosition;

in 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;
out lowp vec4 Color
void main(void) {
Color = 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’),

}

programinfo — 310 NnpocTo 06beKT JavaScript Ana yaobcTBa XpaHEHUA CCbINOK Ha aTpPUBYThI



[lepenadva uniform-napameTpos

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

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



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,



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), g|. STATIC_DRAW);



CTpyKTypa bydepa

BEPLWHA 1

BEEPLWHA 2

NO3NUNS: ——— uAL: 12
-CMEWEHWE : ©

BEPLWHA 3

VERTEX 1

VERTEX 2 VERTEX 3

STRIDE: 24 ——)

POSITION:
- OFFSET: 0

COLOR: |

~OFFSET: 12—

2026

STRIDE: 24 ———

CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHenko A.M. UMMuKH HOdY
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CKOJIbKO BEPLUNH MU CKONbKO MPUMUTUBOB?

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra

2026 DemsaHeHko A.M. UMMuKH HO®Y
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Mcnonb3oBaHMe bydepa MHOEKCOB

(-0.5, 0.5, 0.0) (0.5, 0.5, 0.0)
1 ] 2

¥
-

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




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, 20,2223, //left
I;
gl.bufferData(gl. ELEMENT_ARRAY_BUFFER, new Uint16Array(indices), gl. STATIC_DRAW);
return {
position: positionBuffer,
color: colorBuffer,
indices: indexBuffer,
%
} //initBuffers



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 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();

mat4.perspective(projectionMatrix, fieldOfView, aspect, zNear, zFar);
const modelViewMatrix = mat4.create();

mat4.translate(modelViewMatrix, modelViewMatrix, [-0.0, 0.0, -10.0]);
mat4.rotate(modelViewMatrix, modelViewMatrix, cubeRotation, [0, 1, 0.5]);



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(
programinfo.attribLocations.vertexPosition,
numComponents,
type, normalize, stride, offset);

gl.enableVertexAttribArray(programinfo.attribLocations.vertexPosition);



Kpome yCcTaHOBKM yKa3aTena Ham eLle Haao BKAOUYUTb aTPMOYT C MOMOLLbIO MeToAa
gl.enableVertexAttribArray(),
B KOTOPbIW NepeaaeTcs paHee YCTaHOB/IEHHbIN aTPUDOYT:

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

[Mocne 3Toro Mbl CMOXKeM NepeaaTthb Kaxkayio BEPLUMHY B BEPLUMHHbBIN Wenaep Yepes NepeMeHHYHo
attribute vec3 aVertexPosition.



const numComponents = 4;
const type = gl.FLOAT;
const normalize = false;
const stride = 0;
const offset = 0;
gl.bindBuffer(gl. ARRAY_BUFFER, buffers.color);
gl.vertexAttribPointer (
programinfo.attribLocations.vertexColor,
numComponents,
type, normalize, stride, offset);
gl.enableVertexAttribArray(programinfo.attribLocations.vertexColor);



gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER, buffers.indices);

gl.useProgram(programinfo.program);

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

const vertexCount = 36;

const type = gl. UNSIGNED_SHORT;

const offset = 0;

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

cubeRotation += deltaTime;



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);



MeTton 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: YNCNO SINEMEHTOB /19 OTPUCOBKMU
type: Tn 3HavyeHumn B bydpepe nHaekcos. Moxet nmetb 3HayeHme UNSIGNED_BYTE nam UNSIGNED_SHORT
offset: cmeweHme - ¢ Kakoro MHAeKca byget NPoBOAUTLCA OTPMUCOBKA

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



[TpummnTHBHBbIE TUMNbI GLSL

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

int: ueno4yncneHHble 3Ha4eHnA

float: yncnoBsbie 3HaueHMA ¢ NnaBaloLWEN TOYKOM



[TpummnTHBHBbIE TUMNbI GLSL

vec2, vec3, vec4: AByx-, TPEX- U YETbIPEXMEPHbIE BEKTOPbI COOTBETCTBEHHO, KOTOPbIE COAEprKaT 0O BbEKTbI TUNA
float

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

bvec2, bvec3, bvec4: aByx-, Tpex- N YeTblpeXMepPHbIe BEKTOPbl COOTBETCTBEHHO, KOTOPbIE COAEPHKAT 0O BEKTDI
Tnna bool

mat2, mat3, mat4: maTpuubl pasmepa 2x2, 3x3 1 4x4 coOOTBETCTBEHHO, KOTOPbIE coaeprKaT 06beKTbl TMNa float

sampler2D, samplerCube: cneunanbHble TUMbI - cemnaepbl AnA PaboTbl ¢ TeKcTypamm. C MOMOLLbIO
COMN1epPOB BO GpparMeHTHOM LIenaepe Mbl MOXKEM MONYUYUTb LBETOBbIE 3HAYEHUA TEKCTYP M NepeaaTb UX
NPUMUTUBY

Kakoit Tun gaHHbIX UCNOAb30BaTb A1 KOOPAWHAT BEPLUUHDI?
A ansa userta?
A pnAa nepenavun TEKCTypbl?



[TpummnTHBHBbIE TUMNbI GLSL

vec2, vec3, vec4: AByx-, TPEX- U YETbIPEXMEPHbIE BEKTOPbI COOTBETCTBEHHO, KOTOPbIE COAEprKaT 0O BbEKTbI TUNA
float

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

bvec2, bvec3, bvec4: aByx-, Tpex- N YeTblpeXMepPHbIe BEKTOPbl COOTBETCTBEHHO, KOTOPbIE COAEPHKAT 0O BEKTDI
Tnna bool

mat2, mat3, mat4: maTpuubl pasmepa 2x2, 3x3 1 4x4 coOOTBETCTBEHHO, KOTOPbIE coaeprKaT 06beKTbl TMNa float

sampler2D, samplerCube: cneunanbHble TUMbI - cemnaepbl AnA PaboTbl ¢ TeKcTypamm. C MOMOLLbIO
COMN1epPOB BO GpparMeHTHOM LIenaepe Mbl MOXKEM MONYUYUTb LBETOBbIE 3HAYEHUA TEKCTYP M NepeaaTb UX
NPUMUTUBY

KaKoii TMn AaHHbIX UCNONAb30BaTb ANA KOOPAUHAT BepLinHbI? (vec3)
A pna useta? (vec4)
A ana nepepaum Tekctypbl? (sampler2D)



CTpYKTYpbI

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

in (attribute): aTpubyT MM YacTb oNUCcaHMA BEPLKMHBI, KOTOPOE NepeaaeTca U3 nporpammbl Ha WebGL B
BEPLUMHHbIN LWLenaep

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

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

out/in c oANMHaKoBbIM UMEHEM B 060uX Lenaepax
* varying: nepemeHHasn, KOTopasa 3a4a€eTCcA B BEPLUMHHOM LLENAEpe U 3aTeM nepeaaeTca Bo pparmMeHTHbIN
wenagep, rae Moxet bbiTb UCNOIb30BaHa — yCTapeBLUan



KBa/IMPUKATOPbLI 418 YMCen C N1aBaOLLEN TOYKOMU

highp: yncno c nnasatowen TO4KOM CoOXpaHAET MAaKCUMaAIbHYHO 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 LLeNepe B KayecTse BbIXOAHOro napameTpa

gl_PointSize: nmeet T1n float n cogepxnT pasmep ToYKKU. Mcnonb3yeTca B BEPLUMHHOM LLEeNaepe 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 u onpeaenaeT, npuHaaneKmUtT am GparmeHT IMLUEBOMY NMPUMUTUBY.
Ncnonb3yetca BO pparmeHTHOM Lergepe B Ka4ecTBe BXOAHOTO napameTpa

gl_PointCoord: numeet T1n vec2 1 yKasbiBaeT Ha No3uumio pparmeHTa. MicnonblyeTtca Bo pparmeHTHOM
lwenaepe B Ka4ecTse BXOAHOro napameTpa

gl _FragColor: nmeet Tnn vecd n yka3sbiBaeT Ha UTOroBbIN UBeT pparmeHTa. Mcnonblyetca Bo pparmeHTHOM
lenaepe B Ka4yecTse BbIXOAHOro nNapameTpa

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



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 nponsBegeHne BEKTOPOB
matrixCompMult(mat x, mat y) nponsseaeHmne matpuu, o4HOM Pa3sMepPHOCTH
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 ans AByMepHOro BpalleHums
mat2 rot ( in float a ) {
return mat2 ( cos (a), sin (a), -sin (a), cos (a) ) ;

}

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

CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHOM rpadmKM U peHaepPUHra
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OnepaTopsbl yripaBaeHUA

if

switch

discard //cneundunyeckoe sBeTBNeHMe AN1A NUKCENbHOIO LWenaepa
break

continue

do

for

while

COBpeN\EHHbIe TEXHO/I0TUN KON\I'IbPOTepHOﬁ I'pa(bl/lKl/l N peHaepunHra
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PekomeHaaumnm: ctapanTecb MCNONb30BaTb BCTPOEHHbIE GYHKLMN

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



Mbl ceroaHa paszobpanu

1. CoBpemeHHbIn WebGL 2.0
* Mepexop Ha GLSL ES 3.00: in/out BmecTo attribute/varying
* flBHOe obbaBneHue BbixogHoro useTa out vecd Color

2. MaTemaTunKa Ha NpaKTUKe
*  AddPuHHbIe Npeobpa3oBaHusa yepe3 bubanoteky glMatrix
* TocTpoeHne maTpul, NPOEKLMN 1 BUAOBOM MATPULLbI
* CBA3b Cc Teopuen n3 Jlekumun 1: Tenepb Mbl 3HaeM, Kak 3To paboTaeT noa KanoTom, U KaK 3TO nNMcaTb B Koae

3. lpoeKkunn B Urpax n NpUNOKeHnAax
* NMapannenbHas (opTorpadpuryeckan/akcoHomeTpuyecKkasn) vs MNepcnekTusHas
* CunbHble 1 cnabble CTOPOHbI: aKCOHOMETPUA HE UCKarXKaeT pa3mepbl, HO 0bMaHbIBaeT BOCAPUATUE
* Tpumepbl 3 nHayctpun: Q*bert, Cult of the Lamb, Hades

4. ANroputTMMYECKUe Wenagepsbl
* BepLlMHHbIe Wenaepbl MOryT TPAHCHOPMUPOBATb TEOMETPUIO
*  @parmeHTHble Wenaepbl — 3TO MUHU-NPOrPaMMbl A8 KaXKA0oro nukcens (reHepauma Tekctypbl Ha GPU)

5. OnTMmunsauma gaHHbIX
* Mcnonb3oBaHWe MHAEKCHbIX bydpepos 419 SKOHOMUM NAMATU



[lomallHee 3aaaHKe / Bonpochkl 415 CaMONpOBEPKM

B wnN e

Yem oTanyaetca in ot uniform?

Mouemy anAa Hades BbiGpanm akCOHOMETPULIO, 3 HE NEePCNEKTUBY?

OTKpoUTe npumep ¢ KBagpaTtnkamm (cnang 9). Yto nsmenuntca, ecnm yopaTtb ymHOXKeHMe Ha k?
(Odns npoaBuHYTbIX) YTO Nnpon3onaeT c usobpaxkeHmem, ecnm B atd.perspective noctaBuTb

zNear = 0.0?
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