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[ne mbl Dbl M Kyda Naem?

Nekuuu 1-2
e MaTpuubl NnpeobpasoBaHNUN, CUCTEMbI KOOPAUHAT

e bydepbl, aTpubyTbl, BEPLUMHHbIE U PparMeHTHbIe LWenaepbl
* PyicoBaHWe NPOCTbIX MPMMUTUBOB

Nekuyunsa 3

e Moaenu ocseweHus (JTambepT, PoHr, BANHH-DOHT)
e Hopmanu u matpuua Hopmanem

e MaTtepuanbl U NX B3aMMOAENCTBME CO CBETOM

Jlekumua 4

e TeKcTypbl — AobaBnaem Aetannsaumio 6es ycioxHeHUs reomeTpmm
* [1pO3pPa4YHOCTb U CMELLNBAHUE

e ®opmaTbl 3D-mopenen (OBJ, MTL, COLLADA)

* 3arpysKa rotoBbix mogesiet BMecTo py4HOro onmcaHmsa BepLunH



TekcTypbl B WebGL. YTo XOTUM NOAYYUTb

H:g

& WebGL Demo X + MpWOCTaHOBUTE

< C 88 @ localhost:8080/index.htm|

u @ Ana obHoBREeHUA pacumpeHui TpebytoTca gonoaHuTenbHbIE paspewenuns. NepefiguTe B MeHexep pacluMpeHnii

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra
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YTO nepenaérca B Wenaepsl

const programlinfo = {

program: shaderProgram,

attribLocations: {
vertexPosition: gl.getAttribLocation(shaderProgram, 'aVertexPosition'),
textureCoord: gl.getAttribLocation(shaderProgram, 'aTextureCoord'),

b

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

}
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Co3aaHune nepemMeHHoOn — naeHTUdUKaTopa TEKCTYPbI

//rnobanbHaa nepemeHHasn

var texture = gl.createTexture();

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra
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3arpysKa TeKCcTypbl

[1nA yCTaHOBKU U300parKeHMs B KAYECTBE TEKCTYPbl HAM HYXKEH 3/IeMeHT
var image = new Image();

N306parkeHne, yCTaHOB/IEHHOE A1A AaHHOro 3/1IeMeHTa, U byaeT ycTaHaBAMBaTLCS B KaYecTBe
TEKCTYpbI.

[1Ba cnocoba:

* 3apaHee onpeaennTb B cTpyKType DOM Beb-cTpaHMLbl 9N1eMeHT img U ¢ MOMOLLbIO ero aTpmnbyTa
Src YCTaHOBUTb KaKoe-nnbo ns3obparxkeHune

* AMHAMMYECKU B KoAe javascript co3aaTb AaHHbIA S9NEMEHT



Ecam AHammyecKku

[MOCKONbKY TEKCTYPaA He cpas3y 3arpyKaerca, To ncnonbyem obpabotky cobbiTna onload:

function setTextures(){
texture = gl.createTexture();
gl.bindTexture(gl. TEXTURE_2D, texture);

var image = new Image();
image.crossOrigin = "anonymous";//y»e He nomoraerT)

image.onload = function() {
handleTextureLoaded(image, texture);
setupWebGL();
draw();

}

image.src = "brick_045.jpg";
shaderProgram.samplerUniform = gl.getUniformLocation(shaderProgram, "uSampler");
gl.uniformli(shaderProgram.samplerUniform, 0);



Cross-Origin Resource Sharing (CORS)

Ba)XXHO NOMHUTb, YTO 3arpy3Ka TEKCTYp ceayeTt npaBuaam Kpocc-40MeHHOCTM, YTO O3HA4YaeT, YTO Bbl MOXKeTe
3arpy’KaTb TEKCTYPbI TONIbKO C CAUTOB, ANA KOTOPbIX Bawl KOHTEHT siBnAeTcA CORS poBepeHHbIM.

e bpay3epbl 6NOKUPYIOT 3arpy3Ky TEKCTYP C APYrMX AOMEHOB NO coobpaxKeHmnAm 6e3onacHoOCTH
* 1306parkeHne A0NKHO ObITb C TOTO Ke AOMEHA UK cepBep AoNXKeH pa3pewaTtb CORS
*YT106bI paboTano Be3age, HyXKHO 3anyCTUTb JIOKa/IbHbIN CepBep, Hanpumep:

npx http-server

# nnmn
python -m http.server



A NMOKa TeKCTypa 3arpyxaetca...

const pixel = new Uint8Array([0, 0, 255, 255]); // Henpo3pa4HbIi CUHUI

const level = 0;

const internalFormat = gl.RGBA;
const width = 1;

const height = 1;

const border =0;

const srcFormat = gl.RGBA,;

const srcType = gl. UNSIGNED_BYTE;

gl.teximage2D(gl. TEXTURE_2D, level, internalFormat, width, height, border, srcFormat, srcType, pixel);



3arayWwKa Ha Bpema 3arpy3Kku

B WebGL Demo %+ Q

C 8 | [ filey///E/Tpadwka/WebGl/lecture® (€] O | @ ]

. {D fna oBHOBAEHWA paclIMpeHMi TpebyoTCA AONOAHMTEALHEE paspeweHua. M. Mepeiftn x pacwypeHnam

r.a\
LS
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HacTpoKa napameTpoB TEKCTYPMPOBaHUA

(0.0, 0.0) X (1.0. 1.0)

function handleTextureLoaded(image, texture) { ObbexT TekcTypa

Image

(0.0, 0.0) s

gl.bindTexture(gl. TEXTURE_2D, texture);

gl.pixelStorei(gl. UNPACK_FLIP_Y_ WEBGL, true);

//yKas3biBaeT aanee naywemy metoay gl.teximage2D(), KaK TeKCTypa A0/XKHA NO3ULMOHMPOBATBLCA. TaK, B IAHHOM Cay4yae Mbl
nepeaaem B KayecTse napametpa 3HadyeHne gl.UNPACK FLIP_Y_ WEBGL - 3ToT napameTp yKa3biBaeT MeToay
gl.teximage2D(), yTo n3obpakeHne Haao NepeBepPHYTb OTHOCUTE/IbHO FOPU3OHTA/IbHOM OCH.

// 3arpy>kaem nsobpa>keHue B TEKCTYpY
gl.teximage2D(gl. TEXTURE_2D, 0O, gl.RGBA, gl.RGBA, gl. UNSIGNED_BYTE, image);

// YctaHaBnuBaem ¢puNbTPLI
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MIN_FILTER, gl.NEAREST);

}



PunbTPaLMM TEKCTYP

il

e NEAREST (nukcenunsaumna) — Bbibupaet 6anKanwnim tekcenb. bbiCTpo, HO AaeT KBaapaTHbIM 3 PEKT Npu yBEAUUYEHUN

e LINEAR (6unnHenHana) — nHtepnonmpyet mexay 4 onvkanwmmmn tekcenammn. MeaneHHee, HO MaaKo
e [1na ymeHbleHMA TakKe ncnonbdyetca MIP-punbTpaumna

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKM U peHAEPUHTa
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MIPMAP (nnpamunaa TekcTyp)




BapuaHTbl duAbTpaLMM TEKCTYP

// Y WebGL1 pa3Hble TpeboBaHUSA K N306paXKeHNAM, UMEIOLWMUM pa3Mmep CTEMEHU 2,
// Vi K n306parkeHnsm, He MUMeIoLLUM pPasmep CTeneHn 2

if (isPowerOf2(image.width) && isPowerOf2(image.height)) {
// Pa3mep cooTBeTcTBYeT cTeneHun 2. Cospgaem MIP'bi.
gl.generateMipmap(gl. TEXTURE_2D);
} else {
// Pazamep He cooTBETCTBYET cTENeHn 2.
// OTkntoyaem MIP’bl M NOBTOPEHME N YCTAaHABIMBAEM HaTAXKEHUE MO Kpasm

// TakxKe pa3speweHo gl.NEAREST smecTo gl.LINEAR, HO He mipmap.
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MIN_FILTER, gl.LINEAR);

// He nponyckaem noBTOpeHMA No s-KoopauHaTe.
gl.texParameteri(gl. TEXTURE_2D, gl. TEXTURE_WRAP_S, g|. CLAMP_TO_EDGE);

// He ponyckaem noBTopeHuA no t-koopaunHare.
gl.texParameteri(gl TEXTURE_2D, gl TEXTURE_ WRAP T, gl.CLAMP_TO_EDGE);

}



Pe)xMMbl MOBTOPA TEKCTYpPb

Ecnu TeKCTypHble KOOPAMHATLI BbINAYT 33 NpomMmeKyToK 0-1

GL_REPEAT: no ymon4yaHuto. [loBTOpAET TEKCTYPY

GL_MIRRORED_REPEAT: NMNoxox Ha GL_REPEAT, Ho oTparkaeTcA

GL_CLAMP_TP_EDGE: npuBa3biBaeT KoopauHaTtbl mexxay 0 u 1. Bbixoa 3a npeaesibl KoopanHaT byayT NpuBA3aHbl K FPaHULLaM
GL_CLAMP_TO_BORDER: KoopaunHaTbl, BbixoasLiue 3a npeaensl, byayT uBeta rpaHuLbl

GL_REPEAT GL_MIRRORED_REPEAT GL_CLAMP_TO_EDGE GL_CLAMP_TO_BORDER

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra 15
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UV-npeobpa3oBaHue namn pa3BEPTKA

UV-npeobpasoBaHue nnm pa3BepTKa B TpExmepHon rpaduke (aHrn. UV map)

UV-pa3BepTKka— COOTBETCTBME MEXKAY KoopanHaTammn Ha noBepxHocTh 3D-o6bekTa (X, Y, Z) u
KoopAnHaTamm Ha TekcType (U, V)

e U nV obblyHO nameHaAtoTca ot 0 go 1
e Kaxxgana BepwmnHa nony4daet napy (U, V)
e Pactepusatop nHtepnonmpyet UV ana Kaxkgoro pparmeHTa

3D-moneas,  UV-npeobpaobanme Pa3BEPTKA MOXKET CTPOMUTBLCA KaK BPYYHYIO, TaK U aBTOMATUYECKM
o i < bebiA .
R i — Hanpumep, B 3Ds Studio MAX eCcTb HECKO/IbKO aNropuUTMOB
A <:> : .
t i aBTOMATMYECKOro pa3BEpPTbIBAaHUA MOaeNU

........................

p = (uy) Texcrypa

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKM U peHAEPUHTa
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[TpMepsbl pa3BEepPTOK

Mpumep HaNOMKEHUA TEKCTYPbI Ha Kyb.
TeKcTypa umeeT BMA, NNOCKOM Pa3BEPTKU

2026

LLlaxmaTHas TeKcTypa Ha chepe:
cneBa — obuwaa maTpuua Ha BCto chepy,
crnpaBa — Pa3BEPTKA C PaBHOMPOMEXKYTOYHOM NpoeKUnen

PaBHONpPOMEKYTOYHAS MPOEKUUS — NPUMEP HaJIOKEHUA
NIBYXMEPHOM TeKcTypbl (KoopanHaTtbl U, V) Ha TpéXmepHbIn
rnobyc (koopanHathbl X, Y, Z)

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra
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[Tpnmep KOopAMHAT TEKCTYPbI

const textureCoordinates = [

// Front

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Back

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Top

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Bottom

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Right

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Left

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
I;

KoopanHaTbl TEKCTYpbl n1eXaT B npomexyTke mexay 0.0 n 1.0.
Pa3amepHOCTb TEKCTYPbl HOpManusyetca B npeaenax mexay 0.0 n 1.0, He3aBMCMMO OT peanbHOro paamepa n3obpaxKeHus



BepLlMHHbBIM Wenaep ¢ TEKCTYPUPOBAHNEM

#version 300 es
in vec4 aVertexPosition;
in vec2 aTextureCoord;

uniform mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;

out vec2 vTextureCoord;

void main() {
gl_Position = uProjectionMatrix * uModelViewMatrix * aVertexPosition;
vTextureCoord = aTextureCoord;

}



PparMeHTHbIN Wengep ¢ TEKCTYPUPOBaHMEM

#version 300 es
precision highp float;

in vec2 vTextureCoord;
uniform sampler2D uSampler;
out vec4 fragColor;

void main() {
fragColor = texture(uSampler, vTextureCoord);

}



HacTpolKka aTpnbyTa TEKCTYPHbIX KOOpAUHAT

const num = 2; // Ka)kaaa TeKCTypHaA KoopAuHaTa COCTOMT M3 2 3HadeHu (U, V)
const type = gl.FLOAT; // naHHble B bydepe nmetot Tmun 32-bit float

const normalize = false; // He Hopmannsyem

const stride = 0; // ckonbKo 6aT mexxay ogHUM HabopOM AaHHbIX U cheayoumm
const offset = 0; // ctapToBaa no3unuua B 6aliTax BHYTPN Habopa AaHHbIX

gl.bindBuffer(gl. ARRAY_BUFFER, buffers.textureCoord);
gl.vertexAttribPointer(programinfo.attribLocations.textureCoord, num, type, normalize, stride, offset);

gl.enableVertexAttribArray(programinfo.attribLocations.textureCoord);



AKTUBHblE TERKCTYPHbIE OHUTDbI

// WebGL nmeetr MUHUMYM 8 TEKCTYPHbIX PerncTpos; nepsbi n3 HUX gl.TEXTUREO

// Yka3biBaem WebGL, 4To Mbl MCNONb3yeM TEKCTYPHbIN pernctp 0
gl.activeTexture(gl. TEXTUREO);

// CBA3biBaem TeKcTypy ¢ pernctpom O (toHuTom 0)
gl.bindTexture(gl. TEXTURE_2D, texture);

// YKa3biBaem Lwengepy, 4YTo Mbl CBA3a/IN TEKCTYPY C TEKCTYPHbIM pernctpom 0
// Nepepaem Homep OHUTA B WWegep
gl.uniformli(programinfo.uniformLocations.uSampler, 0);



Pe3ynbTaT HaNOKEHUA TEKCTYPbI

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra
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[lporpammHasn reHepauma TeKCTYP

= Texture-Mapped Che... l =npc |ﬁl

checklmage [ checkimageHeight ] [ checkimageWidth ][4 ];

for (i =0; i<checklmageHeight ; i++) {
for (j =0; jcchecklmageWidth ; j++) {

c=((( i&0x8 )==0)"(( j&0x8 )==0))255;
checklmage [i][j][0]=( GLubyte )c;
checklmage [i][j][1]=( GLubyte)c;
checklmage [i][j][2]=( GLubyte)c;
checklmage [i][j][ 3 ]=( GLubyte ) 255;
}



|_|p03paLJHOCTb N CMellnBaHME TERCTYP

NMmuTtauma cmewmBaHms — OTbpacbiBaHue GpparmMeHTOB
PeanbHoe cmellMBaHMe

PeH,u,ep Nnonynpo3payHbIX TEKCTYP

2026 CoBpemeHHble TEXHOJIOTUM KOMMbIOTEPHOW rpadUKN U peHaepUHra
demsaHeHko A.M. UMMuKH HO®Y
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MMmnTauma cmewmsaHma — OTbpacbiBaHne pparmeHToB

OTbpacbiBaem pparMeHTbl, coaeprKallime Npo3payHble YacTu TEKCTYPbI, He COXpaHsaa ux B bydepe uBeTa

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra

202
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KaK y4yecTb Npo3pavyHoOCTb?

gl Teximage2D(GL_TEXTURE_2D, 0, GL_RGBA, width, height, 0, GL_RGBA, GL_UNSIGNED_BYTE, data);

Bo pparmeHTOM wengepe BbiIbOpPKa B BEKTOP C 4MA KOMNOHEHTAMM, YTOObl He 0CTaTbCA TO/IbKO ¢ RGB 3HavyeHuamu:

void main() {
// FragColor = vec4(vec3(texture(texturel, TexCoords)), 1.0);
FragColor = texture(texturel, TexCoords);

}



OTbpacbiBaHne pparmeHToB (discard)

// Bo dparmeHTHOM Lenagepe MOXHO oTOpocuTb NUKcenu ¢ alpha < nopora

#version 330 es
out vec4 FragColor;

in vec2 TexCoords;
uniform sampler2D texturel;

void main() {
vecd texColor = texture(texturel, TexCoords);
if(texColor.a< 0.1)
discard; // nukcenb He byaeT 3anucaH B bydep
FragColor = texColor;

}



KaK n3bexxaTb apTedakTa pamKkm’?

Nna n3berkaHmna aptePakta NOABNEHMA NONYNPO3PAYHOM LBETHOM PAaMKN BOKPYT BbIBEAEHHOM TEKCTYPbI NPU
MCMOb30BaHUM TEKCTYP C NPO3PaAYHOCTbIO HYXKHO NapameTp nosTtopa yctaHosuTb B GL_CLAMP_TO_ EDGE.

glTexParameteri( GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE);
glTexParameteri( GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE);



Pexknmbl cMellmnBaHMA

[nsa peHaepa n3obparkeHnii c 06 beKTaMmn, UMEOLWLMMU Pa3HYIO CTEMEHb HEMPO3PAYHOCTU Mbl A0KHbI
BK/IIOYNTb PEXMM CMELINBAHUSA

gl.Enable(GL_BLEND);

CoBpeMeHHble TEXHOIOTMM KOMMbIOTEPHOW FPadUKKN U peHaepUHra
OemaneHko A.M. UMMuKH HO®Y

2026

30



Kak paboTaeT cmelinBaHue

CmewmnsaHne WebGL BbinonHaeTca no cnegytolen popmyne

C_result = C_source * F_source + C_destination * F_destination
roe
C_source — BEeKTOp LBeTa UCTOYHUKA (HOBOTro ¢pparmeHTa). ITo 3HAYEHME LBEeTa, NOJIYYEHHOE U3 TEKCTYpPb!
F_source — MHOXXUTeNb UCTOYHUKA. 3a4aeT CTENEHb BANAHUA a/IbPa-KOMMOHEHTbI Ha LUBET MCTOYHUKA
C_destination — BeKTOp LUBETa NPMEMHMKA. ITO 3HAaYEHME LBETA, XPaHMMOE Ha AaHHbIM MOMEHT B bydepe uBeTa

F_destination — MHOXXUTENb NPMEMHMKA. 3a4a€eT cTeNeHb BAUAHUA anbda-KOMMOHEHTbI HA LUBET NPUEMHUKA

NcxoaHbIM parmeHT — OTPUCOBbIBAEM CEMNYAC, a LieIeBOMN GparMeHT — yrKe HaxoamTtcsa Bo dpenmbydepe



HacTponKa KO3PPULMEHTOB CMELLNBAHUA

gl.BlendFunc(GLenum sfactor, GLenum dfactor)

Mepsbit napameTp ¢yHKUMK gl.blendFunc onpeaensaeTt cxoaHbIN MHOMKUTE/Ib, @ BTOPOU — L€/1IEBON MHOMKUTENb.

2026

Mapamerp 3HavyeHne MHOXUTenn
GL_ZERO 0
GL_ONE 1
GL_SRC_COLOR ( source
GL_ONE_MINUS_SRC_COLOR 1 — C source
GL_DST_COLOR C destination

GL_ONE_MINUS_DST_COLOR

1 — C destination

GL_SRC_ALPHA

PaeeH anbda-komnoHeHTe alpha sektopa  sowrce

GL_ONE_MINUS_SRC_ALPHA

1 — alpha sextopa ( sowrce

GL_DST_ALPHA

PaseH anbdpa-komnonente alpha sexktopa C destination

GL_ONE_MINUS_DST_ALPHA.

1 — alpha sextopa C destination

GL_CONSTANT_COLOR

PaseH BekTOopy usera Ceonstan

GL_ONE_MINUS_CONSTANT COLOR

1— Ccon.:tan

GL_CONSTANT_ALPHA

PaseH anbda-komnonente alpha sekropa Ceonsan

GL_ONE_MINUS_CONSTANT_ALPHA

1 — alpha sextopa Ceonsan

CoBpeMeHHble TEXHO/IOMMM KOMMbIOTEPHOM rpaduKM U peHAEPUHTA
DemsaHeHko A.M. UMM#uKH HO®Y
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[Tpumep 1

3HaYyeHMe NPO3pPaYHOCTU LieneBoro pparmeHTa NOCTOAHHOE 3HaYeHMe — eAMHMLA (Henpo3payHbIi)
NcxoaHbiM dparmeHT — OTPUCOBbIBAEM CENYAC, a LiesieBOM GpParMeHT — yrKe HaxoamTtca Bo dpenmbydepe

Ecnun gl.blendFunc(gl.SRC_ALPHA, gl.ONE);

To byaet TakK

RresuIt = Rs * As + Rd
GresuIt = Gs * As + Gd
Bresult = Bs * As + Bd
Aresult = As * As + Ad

CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rpadUKN U peHAepPUHra
HemaneHko A.M. UMMuKH HOdY
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[Toumep 2. Kak nosiy4nTb TaKoe cMellnBaHmne?

0.0 1.0
_ 1.0 0.0
. = * (.6 4 *(1 0.6
esult 0.0 0.0 [ ]
0.6 1.0
(1.0, 0.0, 0.0, 1.0} (0.0, 1.0, 0.0, 0.5) (0.4, 0.6, 0.0, 0.76)

CnepyeT BbibpaTb TakMe napameTpbl, YTOObl KO3PPULMEHT UCTOYHUKA paBHAACA alpha (3HauyeHWe anbda-KOMMNOHEHTbI)
LiBETA UCTOYHMKA, a KO3PDULMEHT NpUeMHMKa paBHAanca 1 — alpha.
Y10 paBHO3HA4YHO BbI3OBY:

glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA);

2026 CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepurHra
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PparMeHTHbIM Wenaep ¢ TEKCTYPOU U NPO3PAYHOCTbIO

gl.enable(gl.BLEND); //cmelwinBaHme BbIKAOYEHO MO YMOAYAHUIO

gl.disable(gl.DEPTH_TEST); // oTKNt0UUTbL NPOBEPKY INYyOUHbI
Mpeaynpexpenue: OTkato4atb depth test Ansa npo3payHbix 06BHEKTOB HYXKHO OCTOPOKHO, OObIYHO COPTUPYIOT
0b6bekThl, a depth test ocTaBAAKOT BKAOYEHHbIM A/18 HENPO3PAYHbIX YacTeN.

in vec2 vTextureCoord;
in vec3 vLightWeighting;

uniform float uAlpha;
uniform sampler2D uSampler;
void main(void) {

vecd textureColor = texture(uSampler, vec2(vTextureCoord.s, vTextureCoord.t));
gl_FragColor = vec4(textureColor.rgb * vLightWeighting, textureColor.a * uAlpha);

}



ApTedaKTbl. Bonpoc: noyemy Tak nosnyvaerca’?

YcTtaHaBnmBaem ncxoaHblt mMHoXuTenb B SRC_ALPHA, a
ueneson mHoxxutenb B ONE_MINUS _SRC_ALPHA.

CoBpeMeHHble TEXHO/IOTUM KOMMbIOTEPHOM rPadUKN U peHAepUHra
DemsaHeHko A.M. UMMuKH HO®Y
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ApTedakTbl. OTBET Ha BONPOC NpeablayLuero cianaa

YcTtaHaBnmBaem ncxoaHblt mMHoXuTenb B SRC_ALPHA, a
ueneson mHoxxutenb B ONE_MINUS _SRC_ALPHA.

Ho ncxoaHbin u ueneson dpparmeHT obpabaTbiBatoTcA
No-pa3HOMY, M NO3TOMY OCTAeTCA 3aBUCMMOCTb OT
NopsiAKa OTPUCOBKMW.

2026 CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHAepUuHra 37
DemaHeHko A.M. UMMuKH HOdY



Ba*KHO: NOPAAOK OTPUCOBKN MMEET 3Ha4yeHue!

TaK KakK e NoNy4YnUTb «HACTOALLYIO» NPO3PadYHOCTb?

Henpo3payHble 06bEKTbI — PUCYEM NEPBLIMMU
(c BkntoyeHHbIM depth test)

Mpo3payHble N NoAynpo3payHble 06 beKTbl —
pucyem nocneaHMmm, oTCOPTUPOBAHHBIMU OT
AANbHUX K B/IMKHUM

NHauye npo3payHble 06beKTbl 3a 6AnKaNLWLNMMK
6yayT He BUAHbI UM CMELLATCA HEeNpPaBUIbHO
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MHOYyCTPUANbHBIM MannaanH B KUHO U Urpax

CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOM rpadmKM U peHaepPUHra
DemaHenko A.M. UMMuKH HOdY
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OCHOBHble 3Tanbl cO34aHUA U BU3Yyanm3aumm 3D moaenen B
KMHO M game-UHIYCTPUAX

MoaenmpoBaHue — co3gaHme TPeEXMEPHbIX 0O bEKTOB
TeKcTypupoBaHMe — HanoXeHue TeKCTyp U matepuanos Ha 3D-mopenm

PUrrMHr — co3gaHune BUPTYasibHOro ckeneta, Habopa KocTei/cycTaBoB Ansa nocneayrouein aHMmauum
nepcoHaxa

AHUMAUMA — OXKUBNEHUE, aHUMUPOBAHME TPEXMEPHOIO NepcoHarka
PengepuHr — 3D Bu3yanmsaumna co3gaHHOM rpadpumKkm

KOMMO3UTUHT — 06 beanHEHME OTAENbHbIX 91EMEHTOB B GUHaNbHYIO cLeHy. K npumepy,
nHTerpmpoBaHune 3D cueH B CbEMOYHbIN MaTepuan, UBeTokoppeKkums n aobasneHune appekTos



MoaennpoBaHMe: KMHO VS UTPbI

B pnnbmax B urpax

MOXHO NCMNO0/Ib30BaTb KPMBOJIMHENHbIE 06bIYHO UCNONb3YIOT TO/ILKO NOJINTOHA/IbHbIE
nosepxHocTn (NURBS-moaenmpoBaHme) n MOoZeNn, X NpoLLle BCero BU3yannsnmpoBaTb
NOJINTOHbI (MONMrOHANbHOE MOAEIMPOBAHUE)

0bbIYHO CO3atl0T BbICOKOMNO/IMFOHA/IbHbIE MCNONb3YOTCA HU3KOMNOMNTOHA/IbHble MOAENU,
MOAENN, PEHAEPUHT KOTOPbIX, MPOXOAUT Mo BMU3yannsauma NnpoucxoguTt NpAmMo no xoay
HECKOJ/IbKO 4YacoB, a TO U AHEMN nUrpbl. HacTo B KOMMNbIOTEPHbIX UTPaX

BcTpeyvaetcs LOD-texHonorus (Level of Detail —
YPOBEHb AeTann3aumm)

3D-pepakTopbl Autodesk Maya, Autodesk 3Ds Max, Cinema 4D, Modo v Blender (6ecnnaTtHbii)
ana undposoro ckynbntuHra: ZBrush, Mudbox, 3D Coat, Sculptris

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKKM U peHaepUHra
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TekcTypupoBaHue. Buabl TEKCTYP

TEXTURING

Co3paétca Habop TeKcTyp:

* uBet

* KapTa HepoBHocTer (bump)

* KapTa Hopmanen (normal
map — co34aéT BUAMMOCTb
penbeda)

* KapTa penbeda
(displacement — co3paér
peanbHbin penved)

* KapTa 6aukos (specular)

* KapTa npo3payHocTtu (alpha)

* nTA.

\n\g\n Po\y ve*opo\ogy novrmol mop va textures

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKmM U peHaepuHra
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3ayem Hy*KHa peTtononaorusa 8 3D moagenmposaHmm?

OnTMu3auma NpousBoAUTEeNIbHOCTU (YMeEHbLUEeHUEe YNCa NOJIMFOHOB)

BblCOKONO/IMTOHANbHbIE MOAENN MOTYT ObITb C/IMLLKOM TSXKENbIMU AN PEHAEPUHIA B Ppea/ibHOM BPEMEHMN,
0COOEHHO B Urpax

YnpouwieHne aHumauum (npasunbHan ceTka gedopmupyerca nyudilie)
Mogaenu c npaBUAbHOM TOMONOIMEN Ier4ye aHMMUPOBATb. XOPOLLO OpPraHM30BaHHaA CETKa NO3BONAET
n3bexkatb npobiem c aebopmauymen npu ABUKEHUN

TekcTtypupoBaHue n UV-passepTKa
MpaBunbHas Tononorma obnerdyaet npouecc co3aaHma UV-pa3BepToK U TEKCTYPUPOBAHUA moaenn. IT0
0COOEHHO BaXXHO A/19 CO34aHUA PEaIMCTUYHbIX TEKCTYP, KOTOPbIE TOYHO COOTBETCTBYHOT GOPME MOAENN

CoxpaHeHue getaneit NPU yMmeHbLUEeHUU CNOXKHOCTU
PeTononorunsa no3BoisieT COXPaHUTb BaXKHble AeTan MOAENN, MPU STOM YMEHbLLAA KOJIMYECTBO NOJIMTOHOB



PBR (Physically Based Rendering)

MeToa peHaepuHra, OCHOBbIBAOLWMIMCA Ha PU3NYECKMX CBOMCTBAX MATEPMANOB U UX B3AaUMOAENCTBUN CO CBETOM
OcHoBHble KapTbl PBR-TekcTyp (MaTepunanos):

Albedo (unu Diffuse) OcHoBHOM UBET MaTepuana NPU HEUTPaIbHOM OCBELLEHUN

Metallic Kapta noKasbiBaert, ABnAeTca M matepman meTanIMyeckum

Roughness KapTa wepoxoBaTtocten

Normal Map 3Ta Kapta gobasnaeT getann Ha NOBEPXHOCTb, CO34aBas UAJHO3UI0 HEPOBHOCTEN MU PA3/TNYHbIX
TEKCTYyp. He nameHaeT reomeTtputo o6bekTa, HO NO3BONAET 400aBNATL MeNIKMe AeTann. Hanpumep, uapanuHbl,
HebonbliKne yraybneHusa n 1. A4., YTo AenaeT NoBepxHOCTb bonee peasncTMyHom

Ambient Occlusion — 3aTeHeHue B yrnax

PBR-TEKCTYpbl NCMONb3YIOTCA B Pa3/INYHbIX MPOEKTAX, OT UTP A0 apXUTEKTYPHOM BU3yan3auum



PUITUHT

PUTTUHT — cO3aHMe «CKeneTa», KocTen moaenu

3aHMUMAKOTCA 3TUM B KMHO U game-UHAYCTPUM XYA0XKHUKN MO OCHACTKE
moaenun, ceranepsbl (Setup artist). Ewe nx HasbiBatoT skinning, rigging
artist

CeTanepbl CO34at0T KOCTU U KOHTPOANEPbI ANS YIPABIEHUA STUMM
KOCTSIMU, C MOMOLLbIO KOTOPbIX aHMMATOPbl MOTYT OXMBUTb MOAENb

B KUHO 06bIYHO CO343ETCA MHOMKECTBO C/IOXHbIX KOHTPO/1/IePOB AA
aHMMmaTopoB. Hanpumep, ana anuyesoir aHumaumu (facial control rig) n
MMUMMUKN MOAENN

B urpax moxHO 060MUTUCL 1 6e3 HNX, €CNIM NepPCOoHaX He pa3roBapuBaeT
B Urpe

[Ona purrmHra moaenun nogonayt Te Xe 3D-peaakTopbl, 6ONbLWNHCTBO M3
KOTOPbIX — KOMN1eKCHble 3D-nakeTsl.
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PUrrnHr. o peKTbl U e PpPeKThbl

RIGGING & SKINNING

CoBpemeHHble TEXHO/IOTMN KOMMNbIOTEPHOW rpadUKKM U peHaepUHra
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AHUMaUKMA

[NaBHaA 3a4a4a dHUMATOpPa — caenartb AsUKeHNA mogennn mMakCMMmaJibHO pea/InCTU4YHbIMUA

AHUMaUMA NO KAoueBbim Kagpam (Keyframes):
NO/IOXKEHME B MPOMEXKYTOUYHbIX Kagpax BblYMcaAETCS
nporpammom

MpoueaypHaa aHMMaUUA: UCNO/b3YETCA cnelmanbHas
nporpamma Ana yrnpas/ieHUA NepcoHaXKem

TexHonormna Motion Capture (cuctema 3axBaTa
ABUXXEHUN): NnoapasyMmeBaeT HaNOoKeHUe ABUKEHUN
pPeasibHbIX aKTEPOB Ha TPEXMEPHbIX NEPCOHAXKEMN.

HernacHbim nngepom B co3aaHnM TPEXMEPHOM aHumauunn asnsetca Autodesk Maya
[Momrmo Maya oTAnYHbIE MHCTPYMEHTbI AnA aHmmauum — 3Ds Max n Cinema 4D

2026 CoBpeMeHHbIe TEXHOIOTUM KOMMNbIOTEPHOM rpadmKM U peHaepPUHra
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dopmaTbl 3D-moaenen

 OBJ + MTL (maTtepuanbl gna OBJ)
* OYEeHb NPOCTOM
* ABNIAETCA TEKCTOBbIM
* He noaaeprKUBAET aHUMALMIO
* COLLADA
* COLLAborative Design Activity
* OCHOBaH Ha XML
* NoAAdep*KMBaeT aHUMMaLU o
* 3DS, MAX n BLEND
e HecuncneHHoe KoMYecTBO GOPMaTOB, NCMONb3YEMbIX B UTPAX U APYTUX NPUNOKEHUAX
 Quakel (.mdl), Quake Il (.md2 ), Quake Ill Mesh ( .md3 ), Quake Ill Map/BSP ( .pk3)
e Doom 3 (.md5*), Unreal (.3d)
* PovRAY Raw (.raw ), Terragen Terrain ( .ter ), 3D GameStudio/3DGS ( .mdl)



CtpyKTypa OBJ-dpanna

# BepLwmnHbl (KOOpaMHaTbI)
v0.1230.234 0.345
v 0.456 0.567 0.678

# TeKCTypHble KoopAMHaThI
vt 0.500 0.500
vt 0.750 0.250

# Hopmanu
vn 0.707 0.000 0.707
vn 0.000 1.000 0.000

# Nonuroxsbl (popmaT: BepLIMHaA/TeKCTypa/HOpManb)
f1/1/12/2/23/3/3



MTL — maTepuans

# MTL (Material Library)

newmtl MetalMaterial
Ka0.20.20.2 #ambient color
Kd 0.8 0.8 0.8 # diffuse color
Ks 1.01.01.0 # specular color
Ns 50.0 # shininess
map_Kd metal.png # diffuse texture
map_Bump metal_norm.png



®dopmaT COLLADA

# COLLADA (.dae)

e XML-dbopmar, ctangapt ISO

e [loaaepKMBaeT reoMeTputo, MaTepuUasbl, aHUMALUUIO, PU3UKY
e ilcnonb3yeTca AN obmeHa mexay peaakTopamu

e [logaeprKkKa B Unreal, Unity, Blender, Maya



3arpy3ka mogenen 8 WebGL
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Open Asset Import Library (Assimp)

e KpoccnnatpopmeHHasa bubanorteka Ha C++

e Mopnepxkuaet >50 popmatos (OBJ, COLLADA, 3DS, FBX)
* IMNOPTUPYET reOMeTPUI0, MaTepurasibl, aHUMALMIO

* /Icnonb3yeTcs B KOMMEPYECKUX M Open-source NpoeKTax

https://assimp.org/



Three.js — 3arpy3ka OBJ

import { OBJLoader } from 'three/addons/loaders/OBJLoader.js';

const objLoader = new OBJLoader();
objLoader.load('model.obj', (root) => {
scene.add(root);

1;

// Yto penaet Three.js BHyTpU?

// 1. Napcut OBJ-daiin

// 2. Co3paét 6ydepsbl (no3mummn, Hopmanu, UV)

// 3. Komnunupyet wenaepsbl

// 4. Bcé To, 4TO Mbl Aenanun Bpy4Hyto B Jlekumax 2-3!



Three.js — 3arpy3ka OBJ + MTL

import { OBJLoader } from 'three/addons/loaders/OBJLoader.js';
import { MTLLoader } from 'three/addons/loaders/MTLLoader.js';

const mtlLoader = new MTLLoader();
mtlLoader.load('model.mtl', (mtl) => {
mtl.preload();
const objLoader = new OBJLoader();
objLoader.setMaterials(mtl);
objLoader.load('model.obj', (root) => {
scene.add(root);

1;



[TyTb moaenun: oT dakna A0 dKPaHa

[OBJ/MTL dbaiin]
J (Assimp / Three.js)
[JavaScript 06beKkTbl (MaccmBbl BepLwnH, Hopmanen, UV)]
J (gl.bufferData, ns Nexkuun 2)
[VBO B BngeonamaTu]
J (gl.vertexAttribPointer, us Jlekuumn 2)
[BepwnHHbIN wWenaep (no3muma + Hopmans + UV)]
J (MHTEepnonayms)
[PparmeHTHbIV Wenaep]
J + [Tekctypa] (3 Nlekumu 4) + [OcseweHmne] (13 lekumu 3)
[MnKcenb Ha 3KpaHe]



2026

Ontummnzauma aanHbix (VBO, VAO, IBO)
OnaTb Npo bydepsl
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VBO — Vertex Buffer Object

e bydep B Buaeonamatn GPU

e XpaHuUT aTpmbyTbl BepwmnH (no3mummn, Hopmanu, UV, useta)
 [l03BO/ISIET HE NepeaaBaTb AaHHble U3 CPU Kaxkabi Kagp
e Co3paétca yepes gl.createBuffer() u gl.bufferData()

= MoxHo co3gaTtb MHOro VBO, n Kaxkapih VBO nmeet cBOW YHUKANIbHbIN MAEHTUPUKALMOHHbIN
naeHTudumnkatop 8 OpenGL.

= 3TOT nAeHTUOUKATOP COOTBETCTBYET KOHKPETHOMY agpecy snaeonamatn VBO.

= Yepes 3TOT UAEHTUPUMKATOP MOXKHO NOJIYyYMUTb AOCTYN K AaHHbIM B KOHKpeTHOM VBO.



dopmaT BEPLUMHHOTO bydepa

[1NOTHO ynaKoBaHHbIN bydep

BEPUWMHA 1 BEEFLIWHA 2 BEPLWMHA 3

noznLna:

WaL: 12 —p
-CMEWEHHWE: @

CoBpemeHHble TEXHO/IOTMN KOMMNbIOTEPHOW rpadUKKM U peHaepUHra
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VBO B namAaTtu: KoopAnHaThl U LUBET

VERTEX 1 VERTEX 2 VERTEX 3

Y ITE: O 4 & 12 16 20 24 28 32 36 40 44 48 52 50 60 b4 68 /2

POSITION: ———— STRIDE: 24 ————
-OFFSET:0 | |
COLOR: ——— STRIDE: 24 ———

-0FF5ET: 12—

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra
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VBO B NnamAaTun: KOOPAMHATHI, LUBET N TEKCTYPa

VERTEX 1 VERTEX 2 VERTEX 3

X Y Z R 6 B ST X Y Z R G B STXYZI R G B ST

WTE: 0 4 8 12 16 20 24 28 32 36 40 44 48 52 56 60 64 68 72 76 80 84 88 92 96
POSITION; = STRIDE: 32 ———— | |
- OFFSET: 0 | 5
COLOR: ———— STRIDE: 32 ———
- OFFSET:12 ¥ :
TEXTURE: ———— STRIDE: 32 ————

———— OFFSET: 24 ——

CoBpemeHHble TEXHO/IOrMN KOMMNbIOTEPHOM rpadUKM U peHaepUHra
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VBO: KoopAanHaThl, UBET U TEKCTYPa

gl.EnableVertexAttribArray(0);
gl.EnableVertexAttribArray(1);
gl.EnableVertexAttribArray(2);

// Nogkntouyaem VBO
gl.BindBuffer(GL_ARRAY_BUFFER, VBO);

// ATpnbyT c KoopanHaTaMu

gl.VertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)0);

// ATpnbyT C uBETOM

gl.VertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)(3* sizeof(GLfloat)));
// ATpUBYT C TEKCTYpPOI

gl.VertexAttribPointer(2, 2, GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)(6 * sizeof(GLfloat)));



VAO (0b6beKT Vertex Array)

® XpaHWUT HaCTPOMNKKN aTpnbYTOB:

- Kakne aTpunbyTbl BKAOYEHDI
(gl.enableVertexAttribArray)

- Kak oHM pacnonoeHbl
(gl.vertexAttribPointer)

- dopmaT AaHHbIX BEPLUMH

- Kakor VBO ¢ Kakum aTpmnbyTtom cBa3aH

* [103BO/ISIET NEPEKNIOYATLCA MEXAY
KOHUTYypaLMAMM OAHOU KOMAHA0M
* YnpoLlaeT Kog, 1 noBbiwaeT
NPOUN3BOANTENBHOCTb

2026

VAO 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

VAO 2

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

pos|[0]

VBO 1
pos[1] pos[2] pos[3]

pos[0]

VBO 2
col[0] pos[1] col[1]

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOW rPpadUKN U peHaepUuHra
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IBO/EBO — Index Buffer Object

e XpaHUT HAOEKCbl BepwKnH — AHanor MHAEKCHOro maccuea 414 MacCMBa BEPLUMH
e [103BONAET MNOBTOPHO MCMNO/Ib30BAaTb BEPLUUHDbI
® JKOHOMMA NamATU (24 BEpPLUMHbBI C UHAEKCAMM BMecTO 36 He3)

* icnonb3yeTcs ¢ gl.drawElements()



VAO ¢ VBO u IBO (EBO)

VAO 1 vBO1

attribute pointer 0
attribute pointer 1
attribute pointer 2

pos[0] pos[l] pos[2] pos[3]

attribute pointer 15

VBO 2
pos[0] col[0] pos[l] col[1]

element buffer object

strides

VAD 2

attribute pointer 0
attribute pointer 1 -
attribute pointer 2

EBO 1
index data

attribute pointer 15

EBOD 2
element buffer object

index data

CoBpeMeHHble TEXHOIOTMN KOMMNbIOTEPHOM rpaduKn U peHaepUHra
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// ..:: Kog Hnymanusaumm :: ..
// 1. MpusasbiBaem VAO
gl.BindVertexArray(VAO);
// 2. Konnpyem Hawu BepwmnHbl B bydep ana WebGL
gl.BindBuffer(GL_ARRAY_BUFFER, VBO);
gl.BufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);
// 3. Konnpyem Hawm nHaekcol B B bydep ana OpenGL
gl.BindBuffer(GL_ELEMENT_ARRAY_BUFFER, IBO);
gl.BufferData(GL_ELEMENT_ARRAY_BUFFER, sizeof(indices), indices, GL_STATIC_DRAW);
// 3. YcTaHaBiMBaemM yKa3aTenu Ha BEPLUMHHbIE aTpUbyTbI
gl.VertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);
gl.EnableVertexAttribArray(0);
// 4. OtBasbiBaem VAO
gl.BindVertexArray(0);

[...]

// ..:: Kog, oTpucoBKuM (B UTpoBOM LIMKAE) :: ..
gl.UseProgram(shaderProgram);

gl.BindVertexArray(VAO);
gl.DrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0)
gl.BindVertexArray(0);



K yemy mbl cTpemumca? MNprmepbl UrPOBbIX MUPOB

e Beabmak 3: [InKaAa oxoTa
e Death Stranding
e J/loKauumn B Urpax *aHpa hidden object

1 ap.

Bce 3TM MMpbl NOCTPOEHbI N3 MOAENEN, TEKCTYP M OCBELLEHNA —
TeX CaMbIX KOMMNOHEHTOB, KOTOpPbIe Mbl M3y4aem B Kypce!



Beabmak 3: [IMKaa oxoTa

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

68



Death Stranding




Jlokaumm B Urpax *kaHpa hidden object
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1. Tekctypbl B WebGL
* 3arpy3ka nsobpaxeHun, CORS, napameTpbl puabTpaumm
e MIP-KapTbl U CTENEHU ABOMNKMU
e UV-koopauHaTbl U X UHTEPNONALMA

YTO Mbl ceroaHsa pasobpanu

2. [1po3pavyHOCTb U CMelWnBaHUe
e discard ana otbpacbiBaHUA GparmeHTOB
e ®opmyna cmewmaHma u gl.blendFunc
® Ba)XXHOCTb NopAAKa OTPUCOBKMU

Tenepb Mbl YMEEM 3arpyaTtb rotoBble
MOAENN U HaKNaAablBaTb HA HUX TEKCTYPbI.

Cnepyowmm war: aobasneHmne peannsma

6e3 ycnoXHeHna reomeTpum. . . .
3. UHaycTpuanbHbi NannaanH

e JTanbl co3aaHMA 3D-KOHTEHTA
e PBR-TekcTypbl (Albedo, Normal, Roughness...)

4. dopmaTbl U 3arpy3ka moaenemn
e CtpykTtypa OBJ n MTL
e COLLADA KaK yHuBepcCa/ibHbI popmaT
e 3arpy3Ka yepe3 Three.js u Assimp

5. OnTmMmn3aumna AaHHbIX
¢ \V/BO, VAO, IBO — KaK aaHHble xpaHAaTca B GPU



Bonpockl A4NnAa caMonpoBepKn

e Yem otinyaetca LINEAR ot NEAREST? Koraa 4yto ncnonb3oBatb?

® 3a4yem HYXHbl MIP-KapTbI?

e [louemy pazmepbl TEKCTYP 4aCTO AEeNatoT CTENEHAMM ABONKU?

e Y10 npounsonget, ecnm He BKAOUUTb gl.blendFunc ana npo3payHbix 06beKkTOB?

e Kak cBAasaHbl UV-koopamHaTbl n3 OBJ-paiina n atpmnbyt aTextureCoord B wengepe?
e 3ayem HyXHbl VAO, ecnmn ectb VBO?

e (dna npoaBuHyTbiX) Kak Three.js BHyTpu npespawaet OBJ-dann B bydepbl WebGL?
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