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WobGL. SSTBERITEIE . . - s o ¢ 0o s 00w s o535 9 576 i 0 mom e 0 463
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WebGL gk

WebGL, 2—JHRAEM 01 L2 R FIERE R =4ME (3D EIE), HRirirsS
ZHTRXEMBAR, ERESCERG, RAARIEERN RIS H WPyl feEg —
HETE., MEAE, BEENATHEIUAN AR REBORBEE, (8 fEHEE M /Y Web £ R
Bl E R = 4RI C 2N BE. WebGL £ R &5 T HTMLS #l JavaScript, FLifFJf A
HAEMTT (Web T ) LEIBAER =4EEIL . XA R F—R 5 HERH
REMAFHREMANE L REEEEM, B/ L1 FRRTILGF. aTABW, fE#T
K TS, WebGL FARREELGER N ATHEIL, HBE ™ (MEEEFIL. Fi
HUSE) S E RS BRIV .



| m

« C  © 30Ut.html bt N

B 1.1 sserhs Zepy = 4 B ©2011 Hiromasa Horie ( 7 ), 2012 Kouichi Matsuda ( 75 )

HTMLS {E2 i 879 HTML FRifE, 97 R€ 14648 HTML ROFFtE, 40 —4ERTE | 2544650
AHEAE A7 5F . HTMLS A 2 R ) 5 2% 1E 75 s i M (] SR Y s T R AR AR %
IR &, A7 R SO i e TE 418, WebGL Bt iR H B, w7
W0 T B = A S A A

MEEGE X LR, ATER=4KEE, FAEFEFHCHCHIET, #NU
F TR THEVLEE #E, 0 OpenGL 5 Direct3D, X H & — MM 2N HREF. HTE
AT WebGL, FNMAFTEMCELALZLY (WRRE—% Web Blim &%) HTML Hl
JavaScript RS 1—LEEAMNY = ZEERTE A A0S, e AZEM T _H g/ — 4R T,

WebGL 2 W FE W B g8 P iy, IRADZEAEAEMERTAERENE, mMH, B
HERETHREES (MARETHRIERS) B, RALAMEZ T & LizfT WebGL #)7,
nEECE A ANTHENL, SRR (R R AT EE L) .

X —FRF R E A28 WebGL, HANE B K BAFHEMIL S, HNMREREE, X—Fid
4 fi#F¢ WebGL A1 HTMLS, JavaScript Z [R5, PAK R HERH WebGL 274544

2 $£ 1ZE WebGL it



WebGL g 8

IXUEAE | [ HTML & &, N ARS8k B 2, ], HTML (U2 # S N 2
JG % 5| AT JavaScript S AIE T, HTML FFaGRESE(IE — 2L SMNE, HEE—EN
ZHYE, BB T HE KA HTMLS, ‘B0 A canvas FREETE M 512 —4EERE,
AR EFEERINZ, MBS RE/DA . HRIE A SC SR A e 45 4%,

WebGL NFEFGH L, B i JavaScript 7EM 51 _E 2R FI#BAE=4EEE. A T WebGL
HIFFBN, A =4ER% P R, GafT =4ER R TR, R LI R L Y i R RO PR T =4k
ATIALER A T AT RE. R WebGL 58K 349 N5, (B X B AR BEAT I A Al 5 5
AT B

o AT ICARGERGA— DM TS, BT AT U6 S =4 KPR T,

o PRET DA E ) Web SoR B = 4ERTERESF , RS RBI I AR AT %

o PRATLATE A F 3 W A5 RO T BE

o HHRM A REIUSAIFOR, BT AR BR>) WebGL, 45 =4Ef2)F .

ERXARmERT R =% A

F¥ % WebGL . i i) — N H EZ A HE T, WA L@ LA, Wai ik,
WebGL & R FE N AR 1, IRATRERH L TR, gy, EER, MRS
WebGL F2/7, HARZE R, FRAFTE AR WebGL 1 3 Wi 25 ka2 17 4 45 o i) 7 1
B, MRERREEUURFIRFSHERE CHRT, (UGATEE— 1 B XA g2
( Hetin Notepad 5% TextEdit), [ 1.2 &7~ T Chrome | % #8 13547 WebGL &%, FI1E
Notepad 4T FF#J HTML ({4, €17 WebGL {5 ) JavaScript {4 (RotateObject.js)
2@t HTML U, R TR B U 4n B 28 R B 4w 5 JavaScript {3,

WebGL g% 3



[ Rotate Cube

- @ [ file:///C:/samples/ch09/RotateObject.html ('DOCIVPE htw
<html lang="en 5
<head>
<meta charset="utf-
<Litle>Rotate Cuhu(/llllh)
</head>
<body onload="main()™>
<canvas 1d="webgl™ width="400" height="400">
Please use a browser thal supporls “canvas™
</canvas>
<script sre="../lib/vebgl-utils.)s"></script>
<script sre="../lIb/vebg|-debug.js"></script>
<seript sre="../lib/cuon-utils.js"></script>
<script sre="../lib/cuon-natrix.)s"></script>
<script src="RotateObject.js™></script>
</body>
</htnl>
Browser (Chrome) Notepad

1.2 F#& WebGL Z2FAEMIA

BMARM=HERRERF

BG4 REREFEEGH C 8 CH+ZESHER, FIEEREEWRIFR_
R AT AT SO, X EWRERIFARE &1, i, Mac RAKREF LIETE
Windows ‘ﬁii Linux Fizf7r, MH, A TBT=4EEREF, APEE A MUTEZERT
A5, TRELEBRTF IR E, XICEHE S T 0 ZRERM .

FHEEZ T, WebGL #2 7 Hf HTML #1 JavaScript SC{42H %, R 2 750 B ITHCHE Web
ik 5545 b, B I LR A0k HTML #l JavaScript U (R &35 5@ 19 0 5T —+¢) ,
SAE Ty > AR F . B 1.3 JR/R T Google &7 i) — LR ] WebGL #2777, k2
http://code.google.com/p/webglsamples/,

& 1.3 Google %% WebGL =IRA (23K Google #j Gregg Tavares iF /] )

4 %12 WebGL it



TS FI AR ST AR RE

WebGL 27 5£ P b2 W ST —&B2, /RATPATEZFILH S WS S B8, FLANBCE #2401
SHREIE, 2850k, BBEEMIE, SRS EEFHFE, WebGL 27 iR H H
HufsE X LE TR, TIAEAE SEi) =R IR 7 o U 6 BRI o 5 X L AU,

22 5] F{E Rl WebGL R &

WebGL [ AR MTEAE B %28 FITIREY OpenGL Al TEH AT HALEITE. H
Fliedk, THEVEBI BRI ESURCH T Z A4, FERME L L, WebGL g “Web
ff i) OpenGL”, i OpenGL fEid % 1 20 4F gl T &M -F &, R AREBARK S
EBEE . AOERURGIRE R RFT B AT WebGL fYHEfR

WebGL SR

TEA AT EYL B &2 5 PR = 4E B 2 i 3k 3 K /2 Direct3D #l1 OpenGL,
Direct3D 2 #X DirectX R K —&45r, B—EHMBER MmEED (APD), EZEH
1 Windows ¥ & ; T OpenGL Hy T I FFBOR S 2t O 51, TEZ R & BEA T 2 il
A : B0 DAYE Macintosh 8§, Linux REHTTENL. BREFUL. P, FAWEEIL (0
PlayStation #{l Nintendo) %4 FH T & L H . Windows X} OpenGL 424t T K 411
CRE, FRRE MR AR BERAE Direct3D,

OpenGL £ #JH SGI (Silicon Graphics Inc) F%, FH7E 1992 4 &1 W HFERUE, £
4EPASK, OpenGL % BT EANRA, HX=4EEH %, HHE-mtk, EEHEHIE
FEAE T BRI, BiX A, OpenGL S IH MW BT A N 4.3, HEIK WebGL HRAH
F OpenGL, {HELPxE LEM OpenGL H—MF¢5k 4 OpenGL ES R4 HIRI, j5&
LERTHRAREN., FEEFIL. KAWEILEFES, OpenGL ES T 2003 ~ 2004 44
HIREE, FHAE 2007 4£ (ES 2.0) F12012 4 (ES 3.0) #4147 T H IR, WebGL 25
F OpenGL ES 2.0 #), iXJL4F, R OpenGL ES £ AR HF i i Ra RIRIg &<, W
REFHL (iPhone FNZZ8L), AR LMK, WEkHL5 . OpenGL ES i Th#iX 2615 85 K H (30
SEEE, EFERMBEFER R A OpenGL H#R T AL BRIHLHMIHFE, XEE
ERFRERMER, HEARBHNERIRERIEEN=4EE,

B 1.4 75 T OpenGL, OpenGL ES 1.1/2.0/3.0 #i1 WebGL f) % &, H T OpenGL 7
BEZ2M 15 XER T 20, H3 4.3, B7LAOpenGL ES ¥ b #E 16 4 ¥F & It 4~ OpenGL
(OpenGL 1.5 #l OpenGL 2.0) HJF4E.

WebGL #&E iR 5



OpenGL ES

3.0

1.4 OpenGL. OpenGL ES 1.1//2.0/3.0 1 WebGL z [g]fIx &

WME 1.4 7R, M 2.0 AT IR, OpenGL X HF T —WAEH EE A, B wmizE
% 288 /7 7% (programmable shader functions), Z4FPE# OpenGL ES 2.0 487, FHA AN T
WebGL 1.0 #RifERIAZ 55,

EFEOmy, SHERRSE, HH-MELUT C HREIES ZA THENAERCR.
AR — A A A gs, B BIRPGESEIRE WebGL, HEEH GIINES MR AE B
&S (shading language), OpenGL ES 2.0 kT OpenGL H&ZHES (GLSL), FHItEHE X
BiHi 2 OpenGL ES £ &3818= (GLSL ES), WebGL AT OpenGL ES 2.0, Hf#ffj GLSL
ES %5 & 2%

OpenGL HILIE i BB AR HE AL i Khronos ZHZR (— N ERFIAT LIS, BT HIE .
KA, HETZFITRECRME) AT, 2009 48, Khronos @57 T WebGL TAE/NH, FHAET
OpenGL ES # F#37 WebGL i, FTF 2011 441 T WebGL ALYEAYSS | R4, A
PEZETE 1R WebGL MM , 5 L8 #T H AR AR R, WARE,
HBars% ',

WebGLIZFRI454

£ HTML ', ZhZ5M 51423 HTML #1 JavaScript BiffiE . 5|A WebGL J5, &
BIAKE 4515 F GLSL ES, tgi@idi, WebGL WE & & T =MiEH : HTMLS (X
AFRiCiET ), JavaScript, I GLSL ES, & 1.5 B/R THEGRSASMIT (M) FEH
WebGL M BT () BEPFEEH

1 WebGL 1.0 #1 & : www.khronos.org/registry/webgl/specs/1.0/ ; ¥ % . www.khronos.org/registry/
webgl/specs/latest/,

6 #1E WebGL #fit



1o T A FIWebGLH 59 171

é

OpenGL/OpenGL ES

gSEENEEEENENE

¢ :
B 1.5 £EMZhASMBT (ZM) 1 WebGL MTT (AM) ARG

SR, P MEHE GLSLES 2 (PAF/MEREX) FE JavaScript ¥4 5 Ry, SLPr b
WebGL #2J7 th R 75 H | HTML U440 JavaScript ({4, FrPA, SR WebGL [ 1T 5 fill &2
=T, HEMRERE SESH SR T AH R 254 . 2R E HTML SC{4f)1 JavaScript
A

St
X TEES G T WebGL BRI F X EFHR WebGL R (FIT) fosst, 2

Z, X—EHEERMWNERE, WebGL )7 # H =& 5 JF & : HTML, JavaScript #
GLSL ES—#Rifi, HT&HOEHCHS GLSL ES & 7E JavaScript #1, fffPA WebGL [ T 1)
LML EM T —F, T —FRFE S E R WebGL /R_ B, —2— iR it
WebGL KT,

1

g






IEANEE 1 & “WebGL Mk ™ w B i, WebGL F2 ¥ £ Jif #¢ L[] i {8 F§ HTML #01
JavaScript 5 G A 2R =4EETE . WebGL R ] HTMLS i 5| A <canvas> L& (57%),
EENLT M LKL E XK, WREA WebGL, JavaScript HAETE <canvas> || — 4
BE, AT WebGL, a] ATE L2 6 =4EEE T

EX—FS, RIMFEIQEE T OIROBET, — S NG <canvas> TTEUAKL—
L% ) WebGL B4, B— AR BI# R A JavaScript 475, H WebGL 7£ W 11 I @ /R —
MABHEE, H52ZH, FrbA, X2 JavaScript F2)7 X #i#5 A~ WebGL 2 5 (WebGL
Application),

IR B AR R HIDH SR — B A R4, 03
® WebGL #IfaZRH <canvas> JLH, AMAIAEH B2,
e HTML (4] 5| A WebGL JavaScript S {4,

* fRIEAMY) WebGL 2 %K.,

* WebGL HiE BT,

FEABELHIS, RRF T MU0 4 5 RIS AT B JE AN 1) WebGL A7, Ay 222 il {7 L iy
Y. A TR, VREUAT CABE— ) 5 3 B R =M. 4 E AR
HAZhE" %S FE eS80,



Canvasg@{ta?

fE HTMLS 32 i, QR IRAEER 50 EBos B, S AEGEH HTML $2 4ty 5 A4
K <img> $3%E, HXMrEBREGRERARE, BHRESREHSHEN, RNEETER
mFnEg, Fit, FERHB T B =T JIr %, W Flash Player %,

HTMLS )BT —Y), E5| AT <canvas>r%%, fLi4 JavaScript Zh7S 122 i I 1E .

EARFNGEA (canvas ¥4 “HAR") 1EHLEAIHTT, FUHL, <canvas> FREEE
ST M ER 2B XK, A T <canvas>, ARy LASE ] JavaScript (17 A2 ) % AU}
SHEM IR E AR VY, <canvas> Rt —SURTBAR L2 PR R %, FIRZZWIAL. £, I,
A%, B 2.1 R T —MEET <canvas> R EIREETF

S CTRICIEN

| Canvas Painter
© Rafael Robayna

2.1 R <canvas> FRERL EMRIZF M (http://caimansys.com/painter/)

XA R EfTERM T E, /R AfE B2 4B, M, |, HEATPASE
ENHE©.,

H BIRE & A BE D QB Nt A B AR A, AT R @ i — ] B 7 Bl AR
DrawingRectangle J fili— F [ <canvas> $EAt A% 0o R %k, ZBREE W E _E2% T —45C
DEREE, & 2.2 E/R T DrawRectangle pRECTENI VS 25 FHIRR

10 w28 WebGL A[]



[} Draw a blue rectangle (¢

€ - € [[ file:///C:/samples/ch02/DrawRectangle.html 7 | @] A

& 2.2 DrawRectangle

{EH <canvas> }Rr&

iEFRATHFE — T HTML U <canvas> 545, DA drawrectangle B ¥URIN{T
TAEH). B 2.1 BR T drawingrectangle.heml, HEERE, AHHHIA K HIML AR
KA HTMLS 5],

{5 2.1 DrawingRectangle.html

O ® J o s W N

e i
S W N = o

<!DOCTYPE html>
<html lang="en">
<head>
<meta charset="utf-8" />
<title>Draw a blue rectangle (canvas version)</title>
</head>

<body onload="main()">
<canvas id="example" width="400" height="400">
Please use a browser that supports "canvas"
</canvas>
<script src="DrawRectangle.js"></script>
</body>
</html>

Canvas 2{t4?

11



HAVEXT <canvas> 5% (5 917), i wideh BYEM neiohe BYEMEER—H
400 x 400 R P, HH id B RHHIGE THE—IRRT XRFEZFRE) -

<canvas id="example" width="400" height="400"></canvas>

BN LT, <canvas> Z#EBIAY, 1R A JavaScript 76 L 1l 284+ A4 (FA1 5
EREXAE T ), IR2E A F <canvas> ), 7E HTML 2y WebGL #2 /¥ M & — 1
<canvas> PRIX A, FEEBHR, AT RTESHRF <canvas> BRI YIAR PR,
RIHFf <canvas> AN WA EEBMX—1T, BRWAXER <canvas>, FATATLA
BN X HEAERR S PIIA— AR E R, PASREEEAE AR L s Sk I

9 <canvas id="example" width="400" height="400">
10 Please use a browser that supports "canvas"
11 </canvas>

KT AE <canvas> F2E, BFHERT —LEAH K JavaSeript fRS, W ARFHEERS
FE HTML S, 0] DA B B JavaSeript SCHF, AN 552, FERNTHIB
FroR A S AT ERAE SRR K, ARERTR Z S RN B4 JavaScript AAFH M
AL FF IR AT, Ffi1H <body> JEHRFEE onload @I, HIFRIYIAF <oody> LR MM
& (MR TN R)E) AT main O B, HAEH JavaScript FHIA D (55 817).

8 <body onload="main () ">

SR G Y 2% 25 N 2 JavaScript U} DrawRectangle.js, main () BREUME KFEHH

12 <script src="DrawRectangle.js"></script>

T EERIRE, AT A R BIREF#) HTML SCH#F, A 23] w4 5 JavaScript
SCHFERE AR B2 AR (A 2.3 foR) .

DrawRectangle.htmi

DrawRectangle.js
2.3 DrawRectangle.html #1 DrawRectangle.js

12 $F2E WebGL \|7]



DrawRectangle.js

DrawRectangle.js f2fi| 2.2 F¥E <canvas> JoE F2H B AHEENAET, BREA 16 17
A, R TAE <canvas> R —"HEEE (2D EE), JTEIAT=AHEK -

1. #EBU <canvas> JTE ;
2. WETCEER _HEEEN “LEETX
3. 2K ETCEAMAMME 2 E gL, PAZH —4EEE .,

AERZH 4R R =N EE, X=1FHE . 0% 6 5= 5 B 4
W, WREM R WebGL L4 =—4ERTE, WA _FuiRIKMEH =42 E L
T FEEMRHZEE L, PIE R,

5] 2.2 DrawRectangle.js

// DrawRectangle.js

function main() {

// #P<canvas>AFE <- (1)
var canvas = document.getElementById('example');

console.log('Failed to retrieve the <canvas> element');
return;

1

2

3

4

5 if (!canvas) {
6

7

8 }

9

10 // kBSH - HBHBHLEET X <= (2)
11 var ctx = canvas.getContext ('2d"');

12

13 /] %R E e <= (3)

14 ctx.fillStyle = 'rgba(0, 0, 255, 1.0)'; // #EHAMEHE L

15 ctx.fillRect (120, 10, 150, 150); // MM AMEW ALLEN
16 }

KEKBERXILY.

ﬁm <canvas> I—E?

AT FE <canvas> EEAT2 M, & 5618 7E HTML SCF H i@ 1 JavaScript 2 /7 2K X
<canvas> JL&, H] PAf# ] document.getElementById PREKIREL (58 447). X HER
A%, B HIML X <canvas> fREEH) id BRI, BIFHFE 'exanple', EH

1 #%/z . context, X% “LERRK",

Canvas 2{t42? 13



%€ X fF DrawRectangle.html 55 9 47 (f 2.1),

AR PR AR [BMEL AR nuld, UL VRN R T %00 5 WER B BGR [A] 1 null,
SRR BT AT AR — NI B 1 £ IR IEATREA (58 5 4T), i RIRIBUR I T,
W console.log O FEM YA & LR RS FHTH (5 6 17).

iE: /& Chrome #| W & F, RThidd T A JavaScript 42 #| & F B 4 4
Ctrl+Shift+) £ 2 =444 (4vB 2.4 ¥ ) ; & Firefox #| .82 &, thTvl@ it T,
Web F % # T ——Web 424 & b4 4 Ctrl+Shift+K KX H44,

[} Draw @ blue rectangle (¢ x
c 5 @ [ file:///C:/samples/ch02/DrawRectangle html 77| @) =

]

]

e

88 clerents (g ) Resources (@) tetwork g sources é!ﬂmﬁQ Eﬁ;Qmin » O

BHa

E‘ Y2 Q| ®  <top frame> v! o ‘ Errors  Warnings Logs -

2.4 Chrome y32%l&

B TTRFERR _4BILE LT

M T <canvas> LR A AR {EHU A I SLFF —HEEFE M =4ERTE, EAEHZRBL2ET
%, M2 MR _ET3 (context) FYALHIRIEATL A, FATE LRI ETFX (56
1147) =

11 var ctx = canvas.getContext('2d');

canvas.getContex () HIAMIBEIRE T L FXHRA (T“HER=4). EABI+, W
RFAHE L MY, SiUAHEE R 2d (EERSRNE).

X—ATHHITE R, IR L E LT XA #E T cox RRPHFEM. HE, AT S,
AGIERE T HERGE, ERECHTEY, FEZERETHREE.

14 $2E WebGL A



B E R FNRARSH 4B

ATZEETX, RIMKE-FL2HECHEORE. B0 . 8k, 2K
R ERMEABIG (56 1417) s R, AXTBALF8E (58 1517).
13 // sH%esy < (3)

14  ctx.fillStyle = 'rgba(0, 0, 255, 1.0)'; // #EifAMeHEE
15  ctx.fillRect (120, 10, 150, 150); // RiXAA &3 A 4EH

WEB AT rgba (0, 0, 255, 1.0) Hfj roba $E T « (LL68), o (&%), b (M
), a (o : EUE) BE, AI=FTEO0 (B/IMH) 3| 255 (BKM(E) ZI[E, T o 7£ 0.0
(ZEH) 2 1.0 OREW) ZE, BN AREFEERL, &, X = FEHGRERE 6,
XA GRS T AR RGB 483K, 4 o (BYIE) MibkZ)E, #ah RGBA &,

RIGHAMEA fillscyle BIEFEERIRTEHOLH (SEHERT) THE (58 1517),
TEVHESE 15 FTHIAT Z AT, KB —T <canvas> STRIBIRRGE (WHE 2.5 FiR).,

(0,0) & 2] X
— .>
_<canvas>
L7 SR
y
v (400, 400)

B 2.5 <canvas> FJFRR S

WNERTR, <canvas> WIARKRARGERA N x i (IEJTI4), Ay it (IET7
T)e HE, FEAKELLET, yHEFAEHET. HRELRHERKEE0E HTML X+
f) <canvas> JLE (Bl 2.1), FATHEEIHA 400 x 400 RFE T, F L L i i) Xm0t
ABIRRFFLHERETE .

BMIAVE cex.tilirect O L2 HIFTLHINE, RIPMNSEERE T HEHEERA L
TBURTE <canvas> HEAAAR, ERNSEIRE THEEHHEEMEE (MREARLL).

Canvas 21{t42? 15



15 ctx.fillRect (120, 10, 150, 150); // MM AMEA LN
N YE #5121 T DrawRectangle.html 5, A WANE 2.2 R4,

X =TT T WAAE <canvas> JER P2 " 4EETE, WebGL F7E <canvas> JLEH
2 =4EEE, TrigiibFIIIEA WebGL [t 5,

RN WebGLEER: FTLER

RV TIPS S 1R LRI WebGL BT, nellocanvas, XAMEFHITIRERIL,
GO R IAE T <canvas> FRAEMSIEIK, [ 26 R TRFIOROR, BIH% (ARG
HFE) T <canvas> S LMATE KL,

" Clear <canvas>

C | [} file:///C:/samples/ch02/HelloCanvas.html < @]

& 2.6 HelloCanvas

HTML 244 (HelloCanvas.html)

& —F BelloCanvas.html, HN[& 2.7 7R, XHFHIGEMIRF B . BISEMA <canvas>
TCEE LB X (56 917) , RIS A Bellocanvas.js U (55 16 17, B} WebGL #)%) .

AL B AT — o H At (1 JavaScript ST (55 13 ] 1547), 1424t T — 27
WebGL 2 A F RS, B, HERBMIEMETT.

16 $E2E WebGL A\l



1 <IDOCTYPE html>
2 <html lang="en">
<head>

4 <meta charset="utf-8" />
5 <title>Clear canvas</title>
6 </head>
7
8

w

- WebGLA & fl 69 <canvas>4
- BH

FIAN—sE A WebGLAESL . F
BT Sk Fa A R

JavaScript X4, f<canvas>¥
17 </body> =HAY
18 </html>

2.7 HelloCanvas.html

BAE, EAVESLT <canvas> (5 917), GIAT HelloCanvas F2J¥ ] JavaScript 3C {4
(%5 16 47), fEXACHFH, AT EIEfEH WebGL R M =4EE . THEHkKE—T
HelloCanvas.js EPB’:J WebGL ﬁ}?{tﬂo

JavaScript ¥ (HelloCanvas.js)

HelloCanvas.js fNfi| 2.3 fi7R, LA 1817, W& —ERME RGN, EHMBEEL
il —HE TR B = AP 0R - ZREL <canvas> TR, REUZE LT3, JHALA.

f5) 2.3 HelloCanvas.js

1 // HelloCanvas.js
2 function main() {
3 // #¥<canvas>A#E
var canvas = document.getElementById('webgl');

4
5
6 // KPBWebGLLE ETF L

7 var gl = getWebGLContext (canvas) ;

8 if (!'ql) |

9 console.log('Failed to get the rendering context for WebGL');
10
11 }

return;

B4 WebGL 2K . 352EK 17



12

13 // ffRikE<canvas>tifi &

14 gl.clearColor (0.0, 0.0, 0.0, 1.0);
15

16 // # E<canvas>

17 gl.clear (gl.COLOR _BUFFER BIT) ;

18 }

ME—ANRBIRTF—F, AFHEE—Nrain0 FBE, XA K EE
HelloCanvas.html H1 <body> JLZE [ onload B L (58 847), WK 2.7 ik,

Bl 2.8 @R TR BIFRF o main O REIHATIL, BE& TATHAEER, EIRF505
Wik,

2.8 main() BHAIRITIR

§XEY <canvas> Jo&

H4E, main() BRI HTML X F REL T <canvas> JLE ——5 ¥ DrawRectangle.js
h—#E, FRNI1#EF T document.getElementById() R%L, [HRIEASEZ N T webgl, X
RE 2.7 15 9 {TH) <canvas> JLRHY id,

9 <canvas id="webgl" width="400" height="400">

PRELHY IR EME AT FE canvas ZRRH,

N WebGL RRERLB LT
BTk, FBEFEFAEER canvas JEFKEL WebGL £ & EF3C, # ki, RAIPZME

18 $E2E WebGL A



M canvas.getContex () pRECRIRNZ B EF3C (BUBRAERT— R BIRR P ke ) . (22,
TEZRHL WebGL 228 | R 3L}, canvas.getcontex () pREURINISEL, fEARIM R+ &
Al 2, FrCARMIE T — AR getwebGLContex () SRR A W Vi 8% Z 0] 225

7 var gl = getWebGLContext (canvas) ;

XA bR OB 2 i T AR 2 3 A9 X WebGL gi e A Al Bh ek 2 —, E8E XAE%
KA 4B | cuon-utils.is 4, FKATHE HelloCanvas.html H1, f <script> FRE&
i sre BIERFZCHFTIABER (55 1517), RIGHAT AR B R T, T2k

getWebGLContext () HIFIIE.

getWebGLContext (element, [, debug])
I WebGL 4B EFX, 40X B T debug &bk, SRR FALH & ZTHENRL,

S element 48 & <canvas> L&
debug (Ti#%) FKikH false, 4o R & F A true, JavaScript ¥ X & #5422 3%
HEFLEREGE, 2%, AARERE XA, FUL¥YH
e
IREME non-null WebGL 4/ £ F L
mulle WebGL A< A

Al ), FKBL <canvas> JTE, HMIZTE LKL E LN XS S5 prawrectangle. is
FEIMRAEML, JEE LT SOR MRS G —4EETER .

FA{LIH, getwebGLContext () pR¥{IR[A] T WebGL 2 R3¢, HATSAXANLE L
T XAE <canvas> F22FE, X 5LHIERN T BB, HE, WXL EIAEA] AZ
=4 (MAR_4) BIET, sl AFFLAEEH WebGL ik T, FATHRF L
T XS R oL WS R (58 717), RUAT DARF H 42 BB A R, A s 3RATHF
Hp& R g1, FHHR WebGL 25T OpenGL ES ), X4 GBS WebGL H i) ek 44
55 OpenGL ES F R pRE G XK, i, 55 14 478 gl.clearColor () pREUFLN . &
OpenGL ES 2.0 5f OpenGL H1[fJ glclearcolor () pR%{,

14 gl.clearColor (0.0, 0.0, 0.0, 1.0);
AFRIEVE R BTA WebGL A X T AR, EMBELE LSRN oL IZER P,

AT WebGL £2E P2 G, UHERKEFRA, RAEHERAHEZ <canvas>
2 X,

2 BARKESF K BAEMTH F “expeimental-webgl”, {2 HIEFTA A W BAEH, RE, T—
BB, A OHE T R webgl, FIAAMGEHFTEmBrEELk,

RAEH WebGL 12/ . BZLEKX 19



188 <canvas> NESE

76 W L5 ) Drawingrectansle. 3 th, 111 7E 42 B4 J6 2 B 944 T 2 B 0
fa, 7E WebGL o1, 5Z MM, BELERXZARBERETRE 6, 8 14176/
gl.clearColor() DA RGBA 8 iX B =,

REIFRFAT T gl.clearColor (0.0, 0.0, 0.0, 1.0), FEAFHFHEENEME, TH
S — S A B 4 Bl -
(1.0, L0) &
(0. .0) #é&
(0. .0) #&
(1. .0) ®&
(1. .0) k8
(0. .0) ¥&
(1. .0) A&

RATRE SRR, Bl — 7 —4E AR ¥ prawrectangle 1, B S0 BETE 0 ) 255 Z [H].,
B2, BT WebGL 24k H OpenGL i), F7LAE#MIEESEH) OpenGL Hi a7 & i HU{E
JEFE, BPA 0.0 1.0, RGB fyEMH, BEMMST KL, F4 08 o WERH,
B A ER .

—HIEETHRAZ)E, BRAKSEFIE WebGL RS (WebGL System) 1, 7EF
— KA gl.clearcolor O FFIARIA LA, BWAEYUL, WIRKFRAM A BEIRLER R
— A BEREE - K2AK, RULEREE-RKEREA,

o o o o o o
~ 8 s W s s

H = O+ O K O
i % s % & ow @
O o o o o o o
- o S o~ s
H = 2 O = o o
S 5 s a4 w a e
o o o o ©o o ©o
~ s s s s s~
S =

3 AXAFHP, Bk WebGL Ag £k 5 ik A A “Hx” A, L AT, HHEALETHE, &R
At BB EA T, AKRARAT, TLEERARLETE A, ETUETHE
getWebGLContex () ik ¥ % 2 AR A true R4 £ 8-~ A JavaScript #5445 E,

20 F2E WebGL A7



&% <canvas>

BJa, WRATLAA ol.clear O B¥, MZAITEEMERAHE (MAEROHER,
BEROCLLHHNE) 2EKE.

17 gl.clear (gl.COLOR_BUFFER_BIT);

HE, KBS HURE o1 .cotor_BUFFER BIT, [iiARE (RATEEINASRE) RRLEKX
) <canvas>, XZF K WebGL H1[f] gl.clear () J7 5L Fr 467 H OpenGL, EE T
ZEAZHWXER, XA ALK ETXEREGE. BELERXE, Lk ER_RERES
B a5 ih X (color buffer), f&i#Z%( g1.cOLOR_BUFFER BIT jfi /& 7F £ 1ff WebGL {4 B {4
ZopIX, BRTHGEEMX, WebGL 2 i H AN A Zoh X, HAnTE SR wh X AR
ZpIX, BaZhXBERERERGHRSNR, MEEZHRGHIES 7E “FHA
=R b, ATEREWRROEEH, HAERRBHEASW K,

HEB AR X R T WebGL HZE A LAY <canvas> KI,

MRABAW/ER RO (BB, REAM ol.clearcolor()), HBAMMHHIERIA
HIM TR (R21),

®21 BEEPRHBRIABERHBXHLY

ZMXER  BIAME LB

ME % H X (0.0, 0.0, 0.0, 0.0) gl.clearColor (red, green, blue, alpha)
KEHEF K 1.0 gl.clearDepth (depth)

B A R 0 gl.clearStencil (s)

R5EH WebGL 2F . BF4LBEK 21



BUAEARIY 1% B 208 B BRAR 17X A o] B ) WebGL /R BIRRFF . JRRZ AL Hellocanvas
MBI AR, BRSERKBRARER T —HBRE, RE—T, R AERBKFE
Al EARE A R IR o AN SRARR O S 7R R L SR, R TR BRI TR A5 A
wh A P RB AR A, SRS ) Hellocanvas . heml fIIERE P i aE B .

R B3 Fr i L5

H TR PR RERER R AT, RODRARGIRFHA LR « il hE =
OHATIEE R, ERREE R AR S, HR T T, ES sellocanvas.js
M5 1417, SRIGERATAE BB R SCF

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

H P fF sellocanvas.html A F| WS RFH, Hellocanvas.is WS EHBRWM, ZF
Y main O pREIATIS, LERKEEE SN 7O, Rt n] A — e
FEHMER, Wi, gl.clearcolor(0.5, 0.5, 0.5, 1) &L ERIBAS NIKA,

L#—1TR (R%1)

EZ R BT, FATHS 7 W) 87—~ WebGL #2 7, 4 fal fif F — 2 faj B i
WebGL AH K pR%L, X—17, HAVRFHE—LE DRI F L H — N RETRAEE . —
ANE, ENRFHSLH—AMI T JEA (0.0, 0.0, 0.0) 4bH 10 MEE KM AR S, BHH
WebGL AbBRE 2 =4E T, FrAFRATA B RIX A A8 E =48R, bR R G FERY 5
48, HAEIAT AR BRHIA K, JR AL (0.0, 0.0, 0.0) Ay S8kt BRAE <canvas> fHLLLE

APIRESF Hellopointl HIBITRURINME 2.9 fin, BEHERHE <canvas> FLF—A
NELRL T ). BB b, AR BT T S B DR 42 1 — 1, TR R 48 TR He 42 TR B
(% 10 2 “WREAR" R — ).

4 F2FATHAAFEFTRE, IFEEARS LT ZTERSL LSO, HAH, TEHLAL
e R WebGL@FE MG “GP R4 L™ (RE3F), IARLIZAAR, 224555842
A fe—23 % E (LA Firefox) ¥ XKMLk EH LT X ) ) B A WebGL 42 A4 3t
RERAEARNEN, ABEEAFTN, AREFRGERAF AT A2 LN ZEA, BHIRLLE
RgEFRE R, B2RAX—F, WRRGHEBRELAT T, TUALBR—AR LS, RTWL
HTFT—F ARk,
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2.9 HelloPoint1

FURTERI— P FATLA RGB BB RFEE T WebGL M 58, AT ARIFEL)
AR EF2H ARE G, a0 RMERN 1.0, GEN0.0, B{EH 0.0, AN 1.0,
R ZBICHE, TER]—FH) Drawrectangle.js H1, IKATEIEE TL2EBEG, KLl T—
MNEE, WMTFRR -

ctx.fillStyle='rgba(0, 0, 255, 1.0)"';
ctx.fillRect (120, 10, 150, 150);

YRATRES NN, WebGL HEARZL, HAN .

gl.drawColor(1.0, 0.0, 0.0, 1.0);

gl.drawPoint (0, 0, 0, 10); // A&z Eh X

RERR, FHBXARE, WebGL {KH T —FH 7 A& B 8§ (shader) #y%: &
Pl HESRM T RIE LR H S =4EEN L, Frf WebGL 25 24401
FHE. HFAFAGRA, MAEREZ, (UUGEL—&FHENLE MG 2AEBRIEEN.

HOA 2 WebGL I —IMEZMZOHVLEH, ESRFEE. BRI — 1 H B H
KPR AR E .

LF—1E (A1) 23



HelloPoint1.html

5] 2.4 7R T HelloPointl.html LY, H 45 5 HellocCanvas. html (AN 2.7 )
FAo BT AR JavaScript X2 A BT (56 SATHISE 16 47), HAWER—FE. MR
GG, BRdE HTML U A 72840, FRATEEBE B, E$He4i8 JavaScript {75,

5] 2.4 HelloPoint1.html

1 <!DOCTYPE html>

2 <html lang="en">

3 <head>

4 <meta charset="utf-8" />

5 <title>Draw a point (1)</title>

6 </head>

7

8 <body onload="main () ">

9 <canvas id="webgl" width="400" height="400">
10 Please use the browser supporting “canvas".

11 </canvas>

12
13 <script src="../libs/webgl-utils.js"></script>
14 <script src="../libs/webgl-debug.js"></script>
15 <script src="../libs/cuon-utils.js"></script>
16 <script src="HelloPointl.js"></script>
17 </body>
18 </html>

HelloPoint1.js

B 2.5 B/R T Hellopoint.js WIMES, MRHETRE, RFNE JavaScript S FHE B “&
SRR (55 2473058 1347) . iR N — T &H AMETF, RGE TR EKER,

5] 2.5 HelloPoint1.js

1 // HelloPointl.js

2 /] MEKEBAS

3 var VSHADER SOURCE =

4 'void main() {\n' +

5 ' gl_Position = vec4(0.0, 0.0, 0.0, 1.0);\n' + // HELH
6 ' gl _PointSize = 10.0;\n' + // #ERT

7 '"I\n';

8

9

/] K AEKEBAR
10 var FSHADER SOURCE =

24 HE2FE WebGL A\|7]



11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40

'void main() {\n' +
' gl_FragColor = vec4 (1.0, 0.0, 0.0, 1.0);\n' + // #EHé&
"I\n';

function main() {

}

// ¥H<canvas>ALFE
var canvas = document.getElementById('webgl');

// EIWebGLLAE b F

var gl = getWebGLContext (canvas) ;

if (!gl) |
console.log('Failed to get the rendering context for WebGL');
return;

}

/] LA EB

if ('initShaders(gl, VSHADER SOURCE, FSHADER SOURCE)) {
console.log('Failed to initialize shaders.');
return;

// & B<canvas>#FF &
gl.clearColor (0.0, 0.0, 0.0, 1.0);

// #%E<canvas>
gl.clear (gl.COLOR_BUFFER_BIT) ;

/] HBHR—AE
gl.drawArrays (gl.POINTS, 0, 1);

et d s A

HelloPoint1.3s f7 45 o (f i % (AR M S — 1> WebGL FJF, HAIZMias, Bl
Fil WebGL #4742 BRLAG R 2 028, TERFD 3 GISTF RAFHSIER A
1E JavaScript SO Y, TERRFE IUE FFAEFTRI E A E S BIF T . XAV A 25 2%,
RS — SRR,

WebGL FHFEPIFE AL, W 2 F7H% 9 17,
* TR EEAR (Vertex shader) : T H AR RMAT R (WAE, BE%)

HIRRFF. TR (vertex) 2 —4Es =42 (8] P — Dl AN " HEs = 4E KL 1)
B B A

LH—1R (RE1) 25



* K TE a8 (Fragment shader) ;. #1774 oAb FE B AEE (W5 8 3 “YH™)
MR . A JC (fragment) 2 — 4~ WebGL RiE , /-] PARF B N B R (BB EIT).,

TEAA PRS0 AR AT 5 E s, W, E=48500, (UUHZ
FAB AL R R T AR, RLAUCEIE, N, St EEZ R, SE W
HHRA AN, MGRSAEH AW, FOSTAREREHTEMXLETIE, £
PEARERBOR . XA 25 THEALHIME B9 =4E55 S0 8 B A N R R A

JavaScript SEHU T FH AAFRIH KGR, RJSTF1E WebGL ZGEH DAL . & 2.10 2
A TR AT IR « MIRAT JavaScript, |7E WebGL ARG b il I & (28 7E 0 Vi L2
il I

AT InE F1JavaScriptfe JavaScript
AT WebG LA & 77

BRI AR AF B uiRAE

\4

function main() {
var gl=getWebGL...

initShaders(...);

MREBR

y
X
Position:

(0.0, 0.0, 0.0, 1.0)
Size: 10.0

BT :

Color:
(1.0,0.0, 0.0, 1.0)

THRFIF 5 X

BB X
2.10 M# 4T JavaScript 2 FEIFEX EEH B RERMEE

B ZEMZM NSRS E D, ENRR—E0, LE—AR%AT JavaScript £2/7
ZHIE A, FTE—MRITZER ., BFITHRRERR . 8 /21T JavaScript )7,
M T WebGL MM X Tk, RETREAHKA TE @SR IIT, EHEZENXA
AT, XEEZE T2EKX (K 2.8 F1#) sellocanvas RBIT M 2 L RIFE 4 4) ,
e, BgZXHPHNES BFENRERH <canvas> ERIRIE,

FER A BRI IR, RATRESEHBEDXEE ., BrAFAER — S E 1 Ak 1y
B, WE 211 foR, R, BFRERNZEZRIAR, KA LRSEZ M XA
Wy, RABOZMXNNAES B3 ERERRSET.

26 E2E WebGL A7



\,.nigrd’b B ERAE

/
I /

JavaScript

TS S ht
function main() { y

var gl=getWebGL...

X
Position: Color:
(0.0, 0.0, 0.0, 1.0) (1 .0, 0.0, 0.0, 10) ﬁﬁ%)*lz
Size: 10.0

initShaders(...);

B 211 B 29 MEHKR
APIREFRIES 2, TERRR L2 — 10 RESR/MR, ERBIRAE AR .

o N HEHEMABIEE T MMM EM T, AGlH, SBALER (0.0,0.0,00), 2
10.0 12 %,

* FotEGAGIRE T RMBE, AP, SPBERaEA (10,0000 1.0),

fERE B I5H WebGL 12 FFRI4S

SEBEFERHE, BN H K FH — T Helloroint.js (ff] 2.5) . A 40 17, I
HelloCanvas.js i fi & — &8, 40 & 2.12 7%, ﬁﬁ%"@.é‘z/\%ﬁﬁo JavaScript 7 1
main () BRECAEE 15 170, HAMSETFHMITE 2 17815 13 17,

e % EZ4A (GLSLESES )

A A% e B AF (GLSLESIES )

LHl—1E (A1) 27



> F A2/ (JavaScriptiF 3 )

212 #ATHEERFH WebGL 2 B AL

TR E QSRR ALT S 4 173156 7 147, AonE @i 5 1117815 1347, kL,
EATR LA JavaScript FFF 8RB A G & OaE S 12F, XAEERFIW AHMBAIES
WebGL £4t,

/] REEEBALS
void main() {
gl_Position = vec4 (0.0, 0.0, 0.0, 1.0);
gl_PointSize = 10.0;
}
/1 KK EBAR
void main () {
gl FragColor = vec4(1.0, 0.0, 0.0, 1.0);
}

TES | T, & AMSMEAKEIT C Y OpenGL ES H&2/FHE (GLSLES) 45,
GLSLES &T% E 786G 7E5 6 3 “OpenGLES FH#45E= (GLSLES)” w1, HATHF
SUEAEE, MAERMKRG , FafHABRAR, MAEE— R C 5 JavaScript
B E I AEPRERLE.

R o g AR L T SE A B A BN FAF R R 3, BrARRATTA + SR/ 217
FFERER—MRTFA# . B—TRA \n 851, ZXRATLUHEORNIRHER, AR
TS, XX THRERAETRFERRARD. B2, \» FARLHN, RECHS
HEfRE, WAARHE.
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PR T AR AE I 45 B g 7 i /e AS & VSSHADER_SOURCE Af] FSHADER SOURCE H (2
3FTFIEE 1047),

2 /] MEHAEBAEA

3 var VSHADER SOURCE =

4 'void main() {\n' +

5 gl Position = vec4(0.0, 0.0, 0.0, 1.0);\n' + // &ELHF
6 ' gl PointSize = 10.0;\n' + // #ERF

7 'I\n';

8

9 // KAKEBEA
10 var FSHADER_SOURCE =

11 'void main() {\n' +
12 ' gl FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n' + // #EME
13 "}I\n';

AR AR Q0] A SO eh I B o 3R R B R, ATPAZ ISR F SO P R
BaREF".
Mg E B

R E CRPNIETZA, ERIAE T nain0 K (5 151T) BIRATHEE,
A 2.13 fiR, K#ERS> WebGL F2F#PMIEX AR, EaRFEH.

F #KHl<canvas>TL &K ]
v

[ $KIWebGLAS B 3¢

|

W B<canvas>HRfA ]
v

iH B <canvas> ]

& 2.13 WebGL BFHIHITRIE

—

HE 2.8 ML, BT HMZAN, R TE I L (PRhEAR") ME 6L ("4
7).

L8—1TR (& 1) 29



B340, VR EGRT, WOTFAM B EEL initshaders O X FAFH LA EH A
o (5 3473058 1047) #E4T THIRML, XBRBBE AL cuon.util.js Hif), REHA
SEELETiOR

initShaders(gl, vshader, fshader)
7 WebGL A 433 S fodnds it .58,

B gl fERERETL
vshader BEMES CBERAFARD (FH%)
fshader BEA )t* & BALF KA ("?‘ﬂ‘ *)
R EUE true M E BRI
false s & B KT

2,14 R TABNEGSC initshaders O BUBITRCR. RAITHETESR 9 BEHFF% A8
AR, BLAE, RA T BRI T WebGL RE P WA T 058, (LRA1ET
KBl I

e 3p=¢. (2 i Fy e R B2 X
/ / J
JavaScript 4
JavaScript —
:..‘;&a.n%.n.().i ............ m§ Hyn

gt

void main() {
gl_Position = vec4(...);

gt

void main() {

gl_FragColor = vec4(...);

:  gl_Position = vecd(...); :
1"t gl_PointSize =100; I

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

: : gl_PointSize = 10.0; }
) . gl_FngOolor:veot(.“);g 4

function main() {
var gl=getWebGL... ]

S+{-Pp initshaders(...py+= ="

}

2.14 initShaders() #4734
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W 2.14 g B EBTR, WebGL RGEHIBIFR 4L, BT ACE @M ocE @
e Lhr b, XKECELHREE T ChTARBBKREZ), 5 10 FLF4HiTE WebGL
AETHMT, FEVRAEQRZA, TEAEQRAMA TEARITEE AN, 'K
R TR IE X E AU M JavaScript £ 47 WebGL %48, H# V&AL, X
initShaders () AT AYFIE . R, & OHBTTHE WebGL R4+, ifi A i JavaScript #2711,

K 2.14 THERR T initshaders O PUTIRIIHE, HOHEF AT RIEXEL
%3 initshaders (), SRJG7E WebGL REGH , F QAL I TIHFBERT AT AGEH . TR,
TR & AR EIAT, BEXT gl _Position ZZEA g1_rointsize ARPTMME, HHENME
ARTeE G, RERTTEASHEIIT. EhFL, RoE SRR R LD it
PSR TE, FATRFES 5 Ehirgimrt. Bal, VRn] AT A kX w22 & A T
RAEGRFPEEAT ok s,

HulREERZ, RLAHIE, WebGL 12 FF B$RIE1T# X 5 2% P #Y JavaScript F0
iB{T# WebCL R EBREFZIH .

RIE, RMNELEEMBETE 213 FHE 28 “neEas". THXHEER
& O A0 — A RS, WRTRTE, RRE =R R E X . 2 E, R
g, fEEX=TF BT XM TR

* A& GIRIHEE SRR EMRST, X MROEF T, SIAER (0.0,0.0,0.0)
AL R TR 10.0,

o FtEOIMERE ST, EaFIEFY, SBaRL e (1.0,0.0,0.0, 1.0),

MmEGR

PIAER B Hellorointl.js (f5 2.5) P EEAL, ERE T AN ENEM .
2 /] MEEEBALR

3 var VSHADER_SOURCE =

4 'void main() {\n' +

5 ' gl Position = vec4(0.0, 0.0, 0.0, 1.0);\n' +

6 gl PointSize = 10.0;\n' +

7 "I\n';

TS EABREFAGMNE 4170, MCIESRF M, LHEE— P main 0 BEL.

main () HiHEIA) KT void FRXNMRBASHREME, B£F, RAGEHN main0 FHE
ZH.

LH5—1 A (R 1) 31



BAR JavaScript —#f, FOGRERTEM = BAER VR RE, &0 A B
%43 91 position A5 Rt (55 517), RERRMR AL o1 _Pointsize (5 61T), XM
AR N EAE TR A8 Y, 1 BA FRIRA & gl _Position F/RTURMME (X
B, IRELH A RMAIE), 91 rointsize R/RFMIRT, WFK 2.2 fim,

K22 MRERRNANELE

KEMTER Ei::puy
vecd gl Position AT 54 B
float gl_PointSize ATEART (BEFH)

HE, gl position R MMM, HMHFOF/MITIEIEHR TIE. MR, o1
pointsize HARMA, WRIKAMIE, FEOJRASAHEEAE 1.0,

WNSRAREAE: JavaScript, fRIBVF X 2.2 Ay “A8” BEHF. H JavaScript KA,
GLSL ES R—FugKRMMRBRTE S , Wi, JT A& FEWRE AN EREREM "%
B Ky, CHlJava IRXFHIES . BN RIEEXRM, RAMERRSHEMBLET
AR R TR EEE, JEm Lo A B X SR, 3% 2.3 B45 T iX—9 i Bi7E GLSL ES {75
FEIJLFER,

5 2.3 GLSE figy#iiEaesl

-3 3%
float Ao S
vec4d ATHUEANFEHARND LT
lﬂoat Eloat |ﬂoat Iﬂoat |

EE, MRMELBZRER - NARRRKE, e, FIa, 91 rointsize
IR R, R R SRR E, BTRA, WERARRESE 6 17

gl _PointSize = 10.0;

BCAT

gl_PointSize = 10;
M FEEE R, FN7E GLSLES 1, 10 2—PEAEL, 1 10.0 4 2% 5%,
B—ANNEAER 91 rosition RIRMMMLE, HERN vecs ; vect Bl 3 ME R

32 $2&E WebGL I



R R, B2, FATXE A= 8%50(00,00,0.0), BI X, Y Fil Z A4R(E, FHE
PR TS R HFAL N vecs KRB R, MAEE QAR T W ERE vecs 0 HEBIIRAY
i vecs KRR, WRFTRH!

B SATVE T vecd () .

gl _Position = vec4(0.0, 0.0, 0.0, 1.0);

R, W4 ol _rosition KB, WATRMT LOENE 4 M. 4 oA
B R BRI FERBER (S TR HCT), BT RS S A B = 48R 1%
R, IrME=HERE RGP RRBMEM . BAFFRAIRZINLER), HRIRRE—1
iR 1.0, MBAXADFRAAR AT AR “Bl =08 ME” BRI, FTA, 24
PR B FF IR AR BN TR VAR AR R, RBRF R fa — N BN 1.0 sAT AT,

RTERR

T S Ed AL EM AN, ool A arBia., ek, Rasizge
AERRE LR — MR (PRRE RN, Aou@EXMMRRAOE. BefEiER).

Pk GaRNERRAEATT, EHE/RERAE L, FE K Hellopoint.js HIK)
hocERS (B125), T, MBTAEAR—H, Bt mainO BEITHRIT

9 /1 AAKEBAA
10 var FSHADER_SOURCE =

11 'void main() {\n' +
12 ' gl _FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n"' +
13 '"I\n';

5 %% (vector) T BQE, ABFTRT A —LHANERLT (i “EHE"), L—FHFH ‘%
27, —FHiE

g%—1 = (RE1) 33



P SR AR B @RS o1 _Fragcolor AR (55 1247), AR TTHER
ME—NEAR, EEHERRERF LRRAH G, MR 24 PR,

R24 FnEESNNETE

HKRNTEZ iR
vec4 gl FragColor B2 B Ame (RGBA #% X))

XMEANEZRMES, MERNERRRASAXNIBEERR, MTUEE Q2T
SAOLE—FE, BIOEHR vecs AR, WIFNMFLAENE, 51K RGBA H, &
BIFATEZ E R (1.0, 0.0, 0.0, 1.0), FrPARRL A,

LR HIIRAE

BT EHEOSEZIE, KITEETLHERE, XN+, 2E— R, M
fF HelloCanvas.js FF—‘#, BHAFREBRZLH X, RE, FAEM ol.dravarrays ()
kAT (5 3917) -

39 gl.drawArrays (gl.POINTS, 0, 1);

gl.drawarrays () J2—/SRAKHIRE, B LARREHEISRMEE, ZRBEEM T
e

e

BRIV R B, PR IRAT 2 SR B A, BTARES 1 NS 80h
gl.poINTS ; WHLE 2 NBHCH 0, FAME I AR (BRRE 1 ATUR) FFRERE
%3 NS H count I 1, FTREXNRBAEF PMLH T 145,

AE 4R PR ol drawarrays O B, TAE @G HAT count IR, HRAFE—4
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i, EXPRBIRETH, Hasm P IT—K (count BEKE R 1), FEINTRLH—4 4,
TEE AR PATIRE, KRR T AT R nain O pREL, $F{E (0.0, 0.0, 0.0, 1.0) K
#5 g1 position (55 547), FH(H 10.0 ML45 91 Pointsize (%5 617),

— BT E BSRPITR G, FoE GBS RIAT, AR main O REL, FIBUEME (41
) &5 o1 _rFragcolor (5§ 1247), &G, — L@ 10 MER KW SBELHILE T (0.0,
0.0,0.0, 1.0) 4, tHmia sl Xy h.ofiE (& 2.15),

T T A B Jr TCHRAT A 2 X

/ /

/
/

/]
| 4

JavaScript

T
et

void main() {
gl_Position =

Rt
Eg=E
void main() {

gl_FragColor =
vec4(1.0,0.0, 0.0, 1.0);

function main() {
var gl=getWebGL...

vec4(0.0, 0.0,0.0, 1.0); |
| gl_PointSize = 10.0;
1

irﬁtShaders( iy,

] !
gl.drawArrays(...);
}

215 EEBHITAH

WAE, RIZA TR G o ads i) TAE T U8 T REM T, BTk, IR
FRFESLERE b, lad— R R PR P R 2t — 2+ 5] WebGL fI (g, (HRIEMZ AT,
AV T f#— T WebGL BYARFRRGE, PARGXE AR R GE Rt tn T ik P T B

WebGL 25 &%

BT WebGL b B R = ETE, MIABEHER =Z42HESE (B RRERR), HE
X, Y #M Z 8, ZHRRRERES R, FARMOEA G =40 . BARRE,
mERMKE, EEMRRRGE S, M mAdEE EE, @5, 78 WebGL 1, 44k
AR, X AURK e (EFmh), YRREER (EFEAT), 1 ZH
FEHTHRHE (EHERIN), WE2.16 Z£frR, WEEMIREEATEA (0.0, 0.0, 0.0) 4,
MAEN REE Z s arm, MIRfEmERE (B 2.16 5), XEL R NS AR F &
#R % (right-handed coordinate system), K A0 DA A FHRFExR, WE 2.17 frn, BiATE
f5LF WebGL (f i FAMG R, A FLIRRBASTFARBHL, AW, FLETHXE
. FLbr L, WebGL A HBEARAL FARIRR, NARLFUIRREM, %D “WebGL/
OpenGL : ZEFAAR R RA FAIRER? 7 41 A TiX— 8, BTE, RIAK WebGL
RAFARRNBLIE LA XE,

LH5—1NE (A1) 35



2.16 WebGL &¥r& %

WE PR, WebGL AR Z Al <canvas> 22 X HAEAR RN R, 75 BERF AT AT 5
JEE. BIANEOLT, G 2.18 Bk, WebGL AAR15 <canvas> ABAREGR KR UNF .

e <canvas> fJHUL A (0.0, 0.0, 0.0)
® <canvas> [ FHZM TFiH% . (-1.0, 0.0, 0.0) F1 (1.0, 0.0, 0.0)
e <canvas> [ MAN % . (0.0,-1.0,0.0) 1 (0.0, 1.0, 0.0)

(0.0, -1.0, 0.0)

2.18 <canvas> 22 E X F1 WebGL &R R %
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WETSCATITE R, A FAARFR 2 WebGL BRUIAMABAR R SE, i H AR Rt
BERY, R HITE, (ERMFERMERABIA NG FERRE T, b, A TH B
RRFHE RS AE WebGL 1% 0 IhBE b, /RBIRRRPRFOUEE ) x Ay 2645, A z 4k
PRERERIEARPR, TESS 7 T2, Z SR AEMEER BN 0.0,

= BI32 I SELE
B, VRATPMBEEE 5 473U S E ., Han, FRATHF x 2B4RM 0.0 2254 0.5,
5 ' gl Position = vec4(0.5, 0.0, 0.0, 1.0);\n"' +

PRIFE UG Y Hellopointl.js, FEN W& A RIHT 0TI, W4 EHORBIRRF, 1]

BEINARBE T <canvas> KIWAN (B 2.19 £H).
BAEREE y MoHR, LD <canvas> TUHEZ -
5 ' gl Position = vec4(0.0, 0.5, 0.0, 1.0);\n' +

PR PRAF HelloPoint.js HFEER, X—IK, IRAIAFE WLLARENE] T 2 K X 2
i (219 5H),

B 2.19 B amiiE

B—A L, BUGE 1217, BFRmBlehaaBiChsE, MR .

12 ' gl_FragColor = vec4(0.0, 1.0, 0.0, 1.0);\n' +

REEEE—TF « AT, RTHET WebGL FHIRFREARNE AR —DIAER
BRAN T oCE GRS, T # T JavaScript AT E At (BRARAENAS —MESHE),
TR T E ALK WebGL BFFREARIT IR, B2, X—NHXEZ, 7£ WebGL
FEJFh, JavaScript B FF FIE a8 I FZETTH.
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WRAFHNA BH OpenGL WK, RIFSIEBEE 7 AR . A RHRBIG%
XS, WebGL B — R LR AT Z MBI AZ X, RRETRES,
WS AR A “WebGL A EA MBI A Z X",

#l—1T= (fR%F2)

FERHT—7H, AR TR T W26 — D, 2] T2 AR B E a0 m ik, M
fi#t T WebGL REFFRIEALTH , X — 1R -HE WA 7E JavaScript F1 85 2 8] £ #4040 .
ellopointl EURFF RAHIFERIEMME, FARKMMEREERS (“HHRIL™) TR
HOSGTH, BAURGIREFS THM, EZy g, EX R REET], WebGL
FEFP AT DAKE T (9 62 B AL BR A JavaScript f6 2|35 G a B PR, SRIGTER B A7 B b4 i
Hil ok, XEEFFH A sellopoint2, MIRIRALERAM nellorointl —4f, HE MK L
SRR YRR, e B ERA G X A 5

{EH attribute TE

M B iR, FOLE (G B M JavaScript B2 /7 LA TR & Gds, B PR A AT A
i 53X 44, . attribute ZE & Al uniform TE, 4NE 2.20 iR, i H— BB T EH%E
HIRBIEA S, attribute T8 1% i (19 2 AR 2L 5 T S AH € A9 EE, 1 uniform TEAEHH

AL T A TR ER AR (RS TR R) BdE, &G4 attribute 25 8 1% 4
T ARAR, 2R [R] B T Al 35 A R ] ) AR AR
JavaScript
v ¢ B X
attribute variable uniform variable ’,
function main() { V,

var gl=getWebGL...
i.r-1'itShaders(. )

}

220 @ AE BRERBIEN AR

attribute 48 & 2 —F) GLSL ES ZF &, B HRMINBR T SE AN EREE, RF
s EABEFHE.,
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T attribute A8, RBIFRFHRERE AT IR

1. fETEE GRS, 70 attribute 2846

2. ¥ attribute ZF BB 45 91 Position AFHE

3. [ attribute A5 B {& 4R
EFRATHEA I E — TR BIREF R AT AT A E =258,

T 3EF (HelloPoint2.js)

Hellopoint2 MRAG AN 2.6 fir7x, FRATHE JavaScript 145 E T — AR, KRG
FEZALPRALE T — A5,

5] 2.6 HelloPoint2.js

1 // HelloPoint2.js

2 /] MEHAESE

3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +
5 'void main() {\n' +

6 ' gl _Position = a_Position;\n' +
7 ' gl PointSize = 10.0;\n' +

8 tRNn

9

10 /) AAKES
LHHelloPointl.js# R, A%

16 function main() {
17  // #HB<canvas>AE
18 var canvas = document.getElementById('webgl');

20 // #EEWebGLETF
21 var gl = getWebGLContext (canvas);

26
27 /] mmBEES
28 if (!initShaders(gl, VSHADER SOURCE, FSHADER SOURCE)) {

31}
32
33 // #&RattributeX FHAMAEE

34 var a_Position = gl.getAttribLocation(gl.program, 'a Position');

LHl—1E (R 2) 39



35 if (a_Position < 0) {

36 console.log('Failed to get the storage location of a Position');
37 return;

38 }

39

40 // HFMELEEHELattributeT §

41 gl.vertexAttrib3f(a_Position, 0.0, 0.0, 0.0);
42

43 // % B<canvas>HF&

44 gl.clearColor (0.0, 0.0, 0.0, 1.0);
45

46 // #HM<canvas>

47 gl.clear (gl.COLOR_BUFFER BIT);

48

49 /] GBHE—AK

50 gl.drawArrays (gl.POINTS, 0, 1);

51 }
FATER OfF (55 4 17) AW T attribute 285
4 'attribute vec4 a_Position;\n' +

fEX—47H, KA atcribute HWHOHFIEPREFRF (storage qualifier), BERRE Tk
FAs R (FEX i a_position) JjZ2— attribute 254, attribute 25 & 075 B B A 42
SR, B NE GRS E, RN HLAE R AT < FHER
EFF > < KR ><AEY >, WE 221 fir,

TR e R AR,

¥ ¥ ¥
attribute vec4 a_Position;
2.21 attribute TERIEEH

attribue A8 it a_position (45 44T) HIRAR vecd, MK 2.2 fin, ERFHIRMAELS
gl Position, JEHEHHIRBIHE vecs,

HE, AHEEXHE-NYE, A atrbute ZREE L a_ BIEIT IR, FrA R
uniform ZZBEELLA v JFhf, XA R L TR MRS PPN KR, RER SR
BB 2 SR AT DA B 9 1R,  (EFRIA O B 1] B8 S

—HpEE] a_position ZJ5, FATRFHIKIELS o1 _Position (55 6 4T) :

6 ' gl _Position = a_Position;\n' +
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XEERLSE N T & (L asihsy, C AR IFMINBBER TS AR T . BTk, Ki1FE
B EE M JavaScript L 443 (0281 attribute 28 B,

#XEX attribute T E K FELE

WNHTEE, FATE MBI K%L initshaders () 7E WebGL RGEHHHN. T HAE (85,
RIG, WebGL g G MEATRNT, PR F AR HA W attribute A8 &, g8 BT
HA—AMEEal, PASEES A G sk ) A2 B A fBds . oan, 4Ri8sim TiaiE ads
f) a_position ZFBMEHIHWRNT, B LT M WebGL ARG K Z AL R IE, A
{#if] gl.getAttribLocation () IR attribute ZF E it (58 34 7).,

33 // ¥RattributeRF&)A ML E
34 var a_Position = gl.getAttribLocation(gl.program, 'a Position');
35 if (a_Position < 0) {

36 console.log('Failed to get the storage location of a Position');
37 return;
38 }

TERFE N ZER— I EFXIR (program object), TR T THAH AEHIF TH
s, BAVEESE 8 BIFEMIHEE., IAE, RAENRF ol .program fEHSELENTT, HE,
VRAAENE F initShader () 2 J5HJjIA) gl.program, [K A& initShader () R T X
MEFRR, B ASER BRI EHEE) attribute 22 B2 FR,

75 VA B R [ (B2 attribute 28 B 19 77 i Mo kb, X > hk 917 f# £E JavaScript AE & a
position i (55 34 1T), ABZJGMM. N THETHM, AHp, frifE ot
(1) JavaScript 25 & (1) 4 R -5 3 (O s H AR BAA RO — 2 4R, IRt ] AR Hopthdn 44
Tk

gl.getAttribLocation () @%ﬁ(ﬂ‘]ﬂl?ﬁﬁﬂ? :

LHl—1 s (AR 2) 41



[a] attribute T EW{E

— H ¥4 attribute 4% & 1) 77 fif M k43 777 JavaScript 25 B a_position H1, N #LEE %
i FH %A Bk n) & (B 2518 AMH. FRATEE ol vertexactrib3f O pREORTEMX—H (58
4147).

40 // HMAEfE IS attribute T §

41 gl.vertexAttrib3f (a_Position, 0.0, 0.0, 0.0);

THi&E gl.vertexAttrib3f () HLTE,

gl.vertexAttrib3f (location, v0, vl, v2)
H5 3 AR (v0, v1, v2) 454 location A #45 % ¢ attribute T,

S¥ location 18 2 2457 attribute TR ABEE
v0 I EHA attribute TF E—AH T
vl 15 R A attribute TF F A5 B0
v2 15 2 % attribute T & £ = A F 694
iR E1E %
2 INVALID_OPERATION A % AT 4 program 2 %
INVALID VALUE location X -F % F attribute ¥ X% B (FKiA
# 8) :

ZEREHEE | SR attribute 25 B (1 77 i Hhk, BJ gl.getattribLocation () fJiR
m{E (55 3447) 5 852, 3, 4 SR =AFATEE, BIAR x, yflz BArE, K5
WA, X=MEW —REAATREARTH a_rosition AR (5417), K222 &
7R T 3RE attribute 75 &8 i FE - o] FAR B9 A2

function main() { < it -g=t
var gl=getWeb&LContext();
3 void main() {
gl_Position = a_Position;

gl_PointSize = 10.0;

initShaders(dl, VSHADER_SOURCE, ...);

a_Position =
gl.getAttributeLocation(..., ‘a_Position’);

}
gl.vertexAttribute3f(a_Position, 0.0, 0.0, 0.0);

}
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JavaScript

function main() {
var gl=getWebGLContext();

TRHE B
P

void main) { A\ 4
gl_Position = a_Position; -+
gl_PointSize = 10.0;

initShaders(gl, VSHADER_SOURCE, ...);

a_Position =
gl.getAttributeLocation(..., ‘a_Position’);

)
gl.vertexAttribute3f(a_Position, 0.0, 0.0, 0.0);++*
}

2.22 3REY attribute TRMFHEMIF@AEPENE

BE, ETREQRT, a_rosition EPMPIME T ol _Position (5 617), X
FEFRATTHE A MG 2 x, y Al z B9 ARFRIE A JavaScript & A T & @38, HES T o1
Position, FRfFHIRIRY Hellorointl —#Ff, gl Position H{HILE (0.0, 0.0,0.0,1.0), A
[FZAbR, Al g1_position M JavaScript PR ER), MARHSHEIEDRE
P,

4 'attribute vec4 a Position;\n' +
5 'void main() {\n' +

6 ' gl _Position = a_Position;\n' +
7 ' gl PointSize = 10.0;\n' +

8 'I\n';

G, f#H gl.clear () JEZS <canvas> (55 47 17), H{#i [ gl.drawarrays () 2|5 (5
5047), SXHER] Hellopoint1. js HGFTHESE AR,

RATREE R T ED], H417H) a_rosition R R vecs KR, {HRZ gl.vertex-
attrib3f O (UET =MD EME (x.y Ml 2) iR 4 4 (55 4117) . BAREET 1487
Kb b, MRRERTE 4 NS, XNTERSEARRLE 4 S ERENT 1.0, W
F 2.23 fiR, BEMHEMEE 440 8K 1.0 FRzBlasEeREN, KRS 44
SRR 10 fEFF AR S Z4EAARRT RO R, A 1.0 B—A “&4&” K% 4 &,

JavaScript

function main() {
var gl=getWebGLContext();

Vertex Shader

void main() ( v
gl_Position = a_PosiIIon:":
gl_PointSize = 10.0;

initShaders(gl, VSHADER_SOURCE, ...);

a_Position = :
gl.getAttributeLocation(..., ‘a_Position');

)

B 223 BathEmRENE 4 SR
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gl.vertexAttrib3f() &Y B & £

gl.vertexAttrib3f() B — R I A KR P B — 1, &RV R BB AE 5 32 M
JavaScript [a] T 5 % 8 25 1 Y attribute B B L {H, ol.vertexattriblf() f&iiy 1 A HNEE
f (v0), gl.vertexattrib2f() {5452 AMH (VO Flvl), Tij gl.vertexattribaf () {E4 4
AME (vO, vI, v2 Fiv3),

PRULTT CAGE X ST R R BR A, ENTATA “v7 (vector) Z5R, F&329M
B (W35 4 35) 1EASH, R P IRF RS PR, e,

var position = new Float32Array([1.0, 2.0, 3.0, 1.0]);
gl.vertexAttrib4fv(a_Position, position);

Hep, WEATH « RBARKER 4,

6 FhEXZHFAHALLEALE attribute K BFHALEANK, HFRRABEGLEANK, 2K ZH
MNALH—AME, A=K F, —FHiz
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£ E @65 F gl.vertexAttrib3f () &, R ahFK &R vertexAttrib, 7&&&&;{ 3, AKX
BR £ (P float, FEMEM), FAH KA OpenGL ¥ #) glvertexAttrib3f () #) WebGL MR A,
FHAREVHFHARR L, RARYEK, RTARA gl.vertexnttrib[1234) £ MM
SR EATMal. vertexAttriblf() 8] gl.vertexAttribdf () AT oy 2
s 0 i &m‘ﬂ'd&ﬁ]-ﬂ-‘l’ﬂﬁﬁ"fi\&‘ﬁ ;
Jo R # 86 MIRE —A v, HAT '
&%&W&ﬁ’?%ﬁ#%‘&n , ‘

var p051tions = new Float32Array((1 B;

gl.vertexAttrib4fv(a Position, positions);

R I32 Fr i Se 5

BAE, FANTCLAET M JavaScript [0 TG H Qa2 AR AL BEAAIRERE T. B4
RUERBIALE, B, #EAE (0.5,0.0,0.0) A2, AT AXFE ST -

33 gl.vertexAttrib3f (a_Position, 0.5, 0.0, 0.0);

B E M g1 .vertexattrib3f () H[FIKEKRECR FEBOX —ESF, TrXAF -

gl.vertexAttriblf (a_Position, 0.5);
gl.vertexAttrib2f(a_Position, 0.5, 0.0);
gl.vertexAttrib4f (a_Position, 0.5, 0.0, 0.0, 1.0);

BIE, W ZCE¥ S attribute 228 T, 2fDlth, FATE W] PATE JavaScript
EF?qﬂi&’EI,ﬁH‘Jk/J\ Eﬁ’ﬁmﬁ—/\%ﬂﬁﬁ attribute 2% 8 [ T A3 8% 44 4 TS ROHE
B, BABNGALE, RNEM a_rointsize, WNFK 2.2 Fi/R, g1 _Pointsize A
#2 float, JffPA a_pointsize AR H AN FHIFHREI AL,

attribute float a_PointSize;

FrbA, TR as pi R %R XAt

2/ mEALB

3 var VSHADER SOURCE =

4 'attribute vec4 a Position;\n' +

5 'attribute float a_PointSize; \n' +
6 'void main() {\n' +

7 ' gl Position = a_Position;\n' +

8 ' gl_PointSize = a_PointSize;\n' +
9 'I\n';

R, HPEIKEL a_Pointsize [ fFEfiE LBk, SR )5 F ol.vertexattriblf () ¥f
REIRT 8 e AE gk, BT a_pointsize BAY 2 floar, B DAFRATI AT LAGN T 6 A

g8—1TR (% 2) 45



gl.vertexAttriblf () ]/K'H*& :

33 // ¥RattributeTFHH5MILE

34 var a_Position = gl.getAttribLocation(gl.program, 'a Position');

39 var a_PointSize = gl.getAttribLocation(gl.program, 'a_PointSize');
40 // B ELZEHEMPattributeT &
41 gl.vertexAttrib3f(a_Position, 0.0, 0.0, 0.0);

42 gl,vertexAttrlblf(a_Po:.ntS:Lze, 5.0);

| HELX BB, PRV iZE B sh F IS, eescss, frdksese ) 2, Hiit
REZLHEf# T attribute 728 & /2 f”I,l.f’l‘:HJ. DA S 24 el 6 FH &,

dRmRTTLR

Z W) Bellopoint2 REAE M JavaScript H[a] i F AL R G AINLE . AT, MRYAL
T8 4a O AE JavaScript HH), 5015 selloPointl W) & L B A g iDFE & B s —4F,

X7, VREFE R G HFR E JavaScript £ H 8RR TS E G0 EE T « £ RAR AT
ML E E22H S, B 2.25 BIR Ti%FEF Clickedpoint” A,

& 2.25 ClickedPoint

X AN PP S ) 7 pR EEOR AL PR AR S, WRARE RS JavaScript, FRH ER K
—£7.

7 © 2012 Marisuke Kunnya
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T F (ClickedPoints.js)

B12.7 B/RT ClickedPoint.js HAUHD, K T SHIBIEERFR - " k.

f5) 2.7 ClickedPoints.js

O W o d o0 s W N

=

17
18
19
20
21

27
28

31
32
33
34

40
41

47
48
49
50
51
52
53
54
55

// ClickedPoints.js

/] MEHZER

var VSHADER SOURCE =
'attribute vec4 a_Position;\n' +
'void main() {\n' +
' gl Position = a_Position;\n' +
' gl PointSize = 10.0;\n' +
YI\nt;

/] AAKEESR
function main() {

// #B<canvas>ALE
var canvas = document.getElementById('webgl');

// FEBWebGL ETF
var gl = getWebGLContext (canvas);

/] ¥k es

if (!initShaders(gl, VSHADER SOURCE, FSHADER_ SOURCE)) {

// %HBa PositionF WA MIZE

var a_Position = gl.getAttribLocation(gl.program,

/1 EAFAT S F R SR

canvas.onmousedown = function(ev) { click(ev, gl, canvas, a_Position); };

gl.clear (gl.COLOR_BUFFER BIT) ;
}

var g_points = []; // RiFEFE TN

function click(ev, gl, canvas, a Position) {
var x = ev.clientX; // Rir & F&#xELiF
var y = ev.clientY; // 45k &R exein
var rect = ev.target.getBoundingClientRect() ;

'a_Position');

EERERELR
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56 x = ((x - rect.left) - canvas.height/2)/(canvas.height/2) ;
57 y = (canvas.width/2 - (y - rect.top))/(canvas.width/2);

58 /] oA 2 pointsiad

59 g_points.push(x); g_points.push(y);

60

61 // #M<canvas>

62 gl.clear (gl.COLOR_BUFFER BIT) ;

63

64 var len = g_points.length;

65 for(var i = 0; i < len; i+=2) {
66 /] HEMLEHES T EFa _Position
67 gl.vertexAttrib3f(a_Position, g points[i], g points[i+l], 0.0);
68

69 /] HHLA

70 gl.drawArrays (gl.POINTS, 0, 1);
71 }

72}

VAU 55 4 Ml Rz R

AT T WebGL 228 EF3C, #ldafe 7 & @dF, KA attribute 25 B 77 ff bk
(8173 3947) , X LEFAR L HelloPoint2 —Ff, ZAff| 5 Hellopoint2.js FE FEEHX FIE .
SE (5 SUAT ) MREMY (36 4117) TR REL clickO,

H{fug 57 oF B B S A0 e B2 P ) BT B4R, e PR L T SR R R AR A
EAFRQESISH. BERER T MARZERNTNMIT, AT ERFARBRE, RFH
BN AT (R R S AF , 2 fi A ik, R XA e %) . XPRRERI R A (0
Rl RS ), <canvas> FFER RIS Z XN, FAHEF B R BEMTEX LR L.

Bilan, SR A B o BRUPR JE AAT WA B pR R, AT DA S 0 1. pR B <canvas>
f{) onmousedown A4, W FFR~.

40 /] ER RS EFHRREK

41 canvas.onmousedown = function(ev) { click(ev, gl, canvas, a_Position); };

FAIPA function () (...} XAFHITE AR E MR %L (565 41 17).

function(ev){ click(ev, gl, canvas, a Position); }

X FPHL I FR A BE 22 R B (anonymous function), B4 8 X, ELARFEAFTEGHMN
@ﬁo
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AT BEAR B X AR BOE L, FATRE — A BB 68 BE & R 0E X

var thanks = function () { alert(' Thanks a million!'); }

LA B Y R HOR AT, AT RS -

thanks(); // # 2+ 'Thanks a million!'

YRE, AT ARGE T eR £ IRRE G AL B thanks, X JLATAI ABKEEE A -

function thanks() { alert('Thanks a million!"'); }
thanks(); //# 2+ 'Thanks a million!'

Rt 2 BAE R EA R R? —F, MRE— AR, REE=DEE L
canvas fil a_Position, P12 E XHAE JavaScript F2)F ) main O pRECH Y RHRAS B, 4RI,
2 Pl RARES, WSR2 B 3 E R <canvas> [ onmousedown Jg 1 I i) R %K,
HEA—TREAEIFNSE (BIFEANSR, BT EAME THER). B, @ERHE
TR N XA E SO 04 B R £

canvas.onmousedown = mousedown; // jZMmousedown 4Fvh A %
function mousedown (ev) { // &L ¥R ¥, HEK—MAHK “ev”
}

fER, WRVRXFEM, & CAE main () &SP AR mousedown O bR KB J0 YA U5 M
main () PRECHHYRFRAS R o1, canvas fll a_Position, JHiFE CHIEES pREL, FATHIATIA
VxR (55 4117) -

41 canvas.onmousedown = function(ev) { click(ev, gl, canvas, a_Position); };

TR, AP RERRE, BFE T BRI function (ev), FEREH
BRECH A click O K%L, HARFRHAALE ev, 91, canvas fll a_rosition fENSHL A,
BRE L EA AR, HIXH SR BRI SH N 75 2, T LR i 4R & (&
R N R R R ) . 6 AU T B RO H B, OB PR 2w LRI 2
daa e R LR VATEE S G
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Ml Bz B 2 Tt B
UEHATER crick0 RELMEA 4, EERETRT
1. HREUER At O (B I e — R

2.

45 <canvas> g

3. RABEEAH T ITER, MBS A,
50 var g_points = []; // SEAFEEH&AE

51 function click(ev, gl, canvas, a Position) {

52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72

}

var x = ev.clientX; // RAFAFREHxLIF
var y = ev.clientY; // EfFEHFLHyLE
var rect = ev.target.getBoundingClientRect() ;

x = ((x - rect.left) - canvas.height/2)/(canvas.height/2);

y (canvas.width/2 - (y - rect.top))/(canvas.width/2);

// WEAFAMEE g pointsHiad

g_points.push(x); g_points.push(y) <= (1)

// #FM<canvas>
gl.clear (gl.COLOR_BUFFER BIT) ; <- (2)

var len = g _points.length;

for(var i = 0; i < len; i+=2) {
/] 56 B4 MEla_Positionk &P <= (3)
gl.vertexAttrib3f (a_Position, g_points[i], g_points[i+l], 0.0);

/] 8HE
gl.drawArrays (gl.POINTS, 0, 1);

AR A AL BRI E B EEREAR R ov o, EXHRIEHT clicko Rk, TAHEL
Vil ev.clientx ffl ev.clienty RIREAIEALAR (55 52 M58 5317). HE, AATUATH
MR, AT E R XA EIRME

1.

50

Rt i L B RTE “WEEEE X" (client area) H PR, AR
<canvas> g (WNE 2.26 i),
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e X R

{seeeeeenene <canvas> ] Ji 4

------ DRI % X
[y Clfar ccanvas> N N - <canvas>[fJ£z & X
0,0 y
LN 3 L4 > X

pre———————

}ev.clientY

o o J
y v ev.clientX

ev.clientXFlev.clientY A b £

i

ARAER P X AARR 22T 1Y A bR

B 2.26 HRIH/E R XPRISIRS <canvas> REJEER

2. <canvas> AR ARG S WebGL AR RS (NI 2.27 R ), HIs & A Y
B IEJ7 T ERA—HE

0,011

<canvas>

- LEXS

(-1

<Canvas>

< R

X 1y

, 0.0)

(0.0, -1.0, 0.0)

2.27 <canvas> #¥RE % (F) F1 WebGL 7£ <canvas> FRIBIRRES ()

B, RTEERFRIRMNNEERE P KAAR R THRE] <canvas> ARRT, RIGHHE
#:5| WebGL AR R T, HADERE—TEREAM.

IRBIRRIF IS 56 FSE ST ATHEAT T A hniedft

52 var x = ev.clientX;
53 var y = ev.clientY;

54 var rect = ev.target.getBoundingClientRect() ;

55

BERARRES R 51



56 x = ((x - rect.left) - canvas.width/2)/ (canvas.width/2);
57 y = (canvas.height/2 - (y - rect.top))/(canvas.height/2);

B, FKBL <canvas> FEW R 28 B P X 2L 4R (55 54 1T), rect.left ] rect.top
J& <canvas> [ JF RTE N WS8R 2 7 XA AL bR, TNIE] 2.26 BT 7R, iXAE (x-rect.left) fll
(y-rect.top) FRA] PAKFZE P IKARAR 22 T HIARAR (x, y) el <canvas> ARKR R T HJARAR T
(%5 56 ~ 5717).

TRk, B <canvas> PR R T I AL AR FE 0 5l] WebGL ARFR R, W 2.27 firw,
AT HITIX e, IRTERIE <canvas> LA, FRATIEIT canvas.height (GXH
2 400) Fl canvas.width (L2 400) FKEL <canvas> B Te RIS B, W90 S LR 2

(canvas.height/2, canvas.width/2) g

R IE, VREL A PA{# B ((x-rect.left)-canvas.width/2) F] (canvas.height/2- (y-
rect.top)) $f <canvas> HJFRFRE| LR (WebGL ARAR R SR IR AL T AL)

&, WA 2.27 fi7R, <canvas> K x fARPRIX[E] A O F] canvas.width (400), i
Hy X [E M 0§ canvas.heignt (400), [H4 WebGL i i A ARIX 8] A M —1.0 F) 1.0,
BT A g — AT x 245K PA canvas.width/2, ¥ y AEFREE DA canvas.height/2, Y§
<canvas> ARPRIRITF] WebGL 245 (55 56 ~ 57 47).

AR SR PR AR (), @ ER—RINEITEGBMER, E/ pushO 5K
BATHES] TR 9_points W, ZRBCRITTRININ BB ) B i o

59 g_points.push(x); g_points.push(y):

XHE, BB AR, BARR R ARREINAR TRAT, mE 2.28 s (3
A RKERERS B ZEIN) . HE, BARSIEM 0 JFhs, BriASE—AJTERAN o points(0],

the contents of g_points [ ]

il

ofthetst | ofthetst

L 4 " w

g_points[0] g_points[1] g_points[2] g_points[3] g_points[4] g_points[5]

2.28 g_points AR

RVFRERNE, AR R R O B AIC R TR, AR IGE R AT
—WRAR R AL E . X2 WebGL (23l b X, W 2.10 iR, WebGL
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RGP HLHRIELF ERES O X P HTLHE, SH%REREHENX P
NERRERFL, AFHAZNMKBSWEER, HAHWAESER (X2ERINRME,
TEREAHE) . B, A DI R AR RS BRI TR, BRSO
HiZ)E, BEFHERLH T S 1 RAh3HiE—KE) Frars. i, 51k
AR, 2% 1A 52 KRl BbR, LH5 1AM 2400 3 3 Il BUR,
IR 1, 2 ISR 3 AL, DABLSHE.

EIEIFRFFH, FATEZ T <canvas> (55 6217), SAJGH for JEIMELRFFAE g_points
BEHF BRI AR KA 4 TR (g P i a_Position AR (56 65 17),
FFUR o1 .drawarrays () pRECIEAH B A7 B 22 ) H K

65 for(var i = 0; i < len; i+=2) {

66 /] HEGEEHES TFFa Position
67 gl.vertexAttrib3f(a_Position, g points[i], g points[i+1], 0.0);

Hl HelloPoint2.js —4E, YRE{H ] gl.vertexattrib3f () pRESF S ALFRE BAE 2L
% attribute ZE & a_position, HAFfEHINE ([FZ 288 ) Wi click O BRELHIEE 4 DSEL (56
5147).

B g points RIF T R AL E B x ABARM y 245, WPE 228 fros, BB, 402R
g_points[i] fRFF T HA x R, FA g points(i+l] FARFF T X RLH y 284R, FTLA for
AP PRIRGIE i+ BAERF UGS 2 (55 6517).

RIE, RELTMT LW RHHES TIE, R THEFMRMEA 91 dravarrays () £
il iX L A

69 /) %ElA
70 gl.drawArrays (gl.POINTS, 0, 1);

REARREZ, BREGWNY KIS attribute ZFBAHLZE A, SAEANTRATIR ML R 15
A, AFHAPRESE (WRREAEN) ) WebGL 277 K.

R R BIF2 PR A SR 0

BAE, HATARBIRRFF Clickedpoints LR, FERBFF, HWIRIRTE <canvas>
LR R, AR ELH H— T, WK 2.26 FR.,

BEBARRESR 53



ERMNEER, MRBENIAEE <canvas> (5 6217) AHAER. FX—FTHRTEH
— PR, RETEN AR P E RN,

61 // #E<canvas>

62 // gl.clear(gl.COLOR BUFFER BIT) ;
63

64 var len = g points.length;

65 for(var i = 0; i < len; i+=2) {

66 /] WEMIEREM#E THa Positiony

67 gl.vertexAttrib3f(a Position, g_points[i], g_points[i+l], 0.0);
68

69 /] %%

70 gl.drawArrays (gl.POINTS, 0, 1);

71 }

72}

TR Z)E, WEESBRIRANER, BRE-RAGREE, BRHER
THE, RELHT —1MaR. XRAMESHSZ)E, Bk Kl WebGL HE
T EOARIBIE (0.0, 0.0, 0.0, 0.0), R 2.1, BRIABIfH) alpha 7382 0.0, tEl2UiE
INHERORBEWAN T, B, <canvas> gl TEMK T, RAEHET <canvas> TERFF|
MR R A (XREBRAG), WRIRAREXFE, R 2STER K26 2 5l
gl.clear O RMIEEMHRAOFE.

F— AR SRR AALR S, E Clickedpoints. s 1, x AARAI y ABAF—RAF i
RO o_points 1, {RULTT DS —HHEN—MATHE, WFFIR -

58 /] HFEAFAMEEla pointsm P <- (1)
59 g_points.push([x, y]);

EXAE T4, FEEm N TRARBEEH x, v) SMEN— P ICEEEE THE o
points H1, JavaScript SRIFFRATFERH M — IR BAE6E 5 — L.

ARAT AR T T XA B P AR x AR AR y AR, B 5B, fRERTUEH WA IR

B—TR (5 6617), XNTTEASNE— MRS THMEREH, TLAETRIE
M58 1 NS 2 DITERIRBUSHY x 2450 y 2845 (56 67 17).

65 for(var i = 0; 1 < len; i++) {

66 var xy = g_points[i];
67 gl.vertexAttrib3f(a_Position, xy[0], xy([l], 0.0);
71 }

XFERTARE x ABARAN y ARARME N — NG oRALEE, REMS TR /T HR M AT it
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TR

WAE, VR ZXT 4 G2 Al TARR, DAR AR5 % M JavaScript #2715 A& (4,
A TR REE, FATRAESLER B — DN E RN F— SR 26 S B e, T

HATELAE HelloPointl 2 S H MM AR A B T, FEARABIFH, RERB K
ThuEASHER, HHAEEESATEOSR LT, X—WHRFRFAE JavaScript H
WA R HBE, XS H]—7 Helloroint2 R2fF, BIIFE JavaScript HHif{2E siAY AL ER A,
AR, XBERBIEEEZAT FooE s, mARTAE O,

7R B B2 ¥ 4% K Coloredpoints, I SR 7E W VS 2% b iE AT X RR R, H 45 R OH
Clickedpoints EMAML, ME—HIKBIRER MBI ORI T AR, W 229 Pk,

& 2.29 ColoredPoints

A PAAH uniform AR BB (EIE A E R, HA WS atrribute A BZBHIZELL. A
FRAULR, XREBIEEHEN BRR A uEAss, MIETSEGS .

1. 7E /5 Jod g8 P HES uniform 22 &,
2. 5%/~ uniform AF & [A] g1_FragColor JK{H

3. ¥E A HEEM JavaScript {£451% uniform A8 &,



LEFATR T — T BIRR e 2 e SE X 220 BRI

THIFERF (ColoredPoints.js)

Al b TR (i 5 Clickedpoints.js ) —FE, FonE G&HNAF%KE, K
AP SR E AN B A, RV ZICHE, FooHE OGS ATTAeEE 6, 628 BT

ColoredPoints.js G,

5] 2.8 ColoredPoints.js

1 // ColoredPoints.js

2 /] MEAES

3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +

5 'void main() {\n' +

6 ' gl Position = a_ Position;\n' +

7 ' gl PointSize = 10.0;\n' +

8 "J\n';

9

10 // hiRAEB

11 var FSHADER SOURCE =

12 'precision mediump float;\n' +

13 'uniform vec4 u_FragColor;\n' + // uniformZ ¥ <- (1)
14 'void main() {\n' +

15 ' gl _FragColor = u_FragColor;\n' + <- (2)
16 "I\n';

17

18 function main() {

29 /] MBHAE LS

30 if (!initShaders(gl, VSHADER_SOURCE, FSHADER_SOURCE)) {
33 }

34

35 // ##a PositionZT ¥ ¢ 4L R

36 var a_Position = gl.getAttribLocation(gl.program, 'a Position');

42 // #Iu FragColor ¥ &) Az E
43 var u_FragColor = gl.getUniformLocation(gl.program, 'u_FragColor');

49 [/ E M RAR A A F bl B #

50 canvas.onmousedown = function(ev){ click(ev, gl, canvas, a Position,
=u_FragColor) };

56 ®m2E WebGL \[]



56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
717
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95

gl.clear (gl.COLOR BUFFER BIT);

var g points = []; // RizbFHF{2EH4
var g _colors = []; // A#EMeEsa

function click(ev, gl, canvas, a Position, u_FragColor) {
var x = ev.clientX; // RAF&FLHxERF
var y = ev.clientY; // RirEFLGyER
var rect = ev.target.getBoundingClientRect ();

x = ((x - rect.left) - canvas.width/2)/(canvas.width/2);

Il

(canvas.height/2 - (y - rect.top))/(canvas.height/2);

/] ¥eARAMESg pointsikad

g _points.push([x, y]):

/] FEARELMEg colors$iad

if(x >= 0.0 && y >= 0.0) { /] H—%TR
g_colors.push([1.0, 0.0, 0.0, 1.0]); // %&

} else if(x < 0.0 && y < 0.0) { // %=%I%
g_colors.push([0.0, 1.0, 0.0, 1.0]); // #&

} else { // e
g_colors.push([1.0, 1.0, 1.0, 1.0]); // &&

// #®<canvas>
gl.clear (gl .COLOR_BUFFER_BIT) H

var len = g _points.length;
for(var 1 = 0; i < len; i++) {
var xy = g_points[i];
var rgba = g _colors[i];

// ¥EMIL R4 Ela PositionE P

gl.vertexAttrib3f(a Position, xy[0], xy[1]l, 0.0);

// ¥ EGREEMEu FragColor EF P

gl.uniformdf (u_FragColor, rgba[0],rgba[l],rgba[2] ,rgba[3]);
/] HLE

gl.drawArrays (gl.POINTS, 0, 1);

HERNEE

<-(3)
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uniform TE

FATCLHE T anfa] A JavaScript 1 ] 5 55 (6,285 1) attribute A5 BAZEIE, REME,
RAAE GO AGEM A attribute 28 &, (] H oo QZRE, R0 ZM A uniform 245 &,
5E, AT LA varying 28 &, 01 230 JEFIIR, HR2XHERESR, RITES S =
ZHIASERE,

JavaScript

g X
/I
’
function main() { 4
var gl=getWebGL..

fr.\'itShaders( )i

}

g v |

2.30 tEMIBIEE R TE BRI

Z HIAT 4] attribute 47 & ()& R 2425 F, uniform 45 & Ff Sk M JavaScript #2577
TR E B oE A e “—30” ORER) e, FTEIRIMEEHemm s e,

5 A uniform 45 & 2 B, 575 4% 5 55 attribute 47 8 AH [F] 19 4& X < 4 i
R F><£8 >< T F.8> (WME23FR) k7S uniform 25 8, (1075 6 8 5
(HelloPointZ.js) %[Sﬁﬂ,) $

171k PR 2 T e 3it] AEY

K K K

uniform vec4 u_FragColor;
2.31 uniform T EFIEH

TE X 4 7= B #2 % 7, uniform 4% & u FragColor @ I {f #4 g1 _FragColor AF &, u_
FragColor HI M M u_ AT H B A B & E L &, F/NX A2 & & uniform 25 &, u_
FragColor ZR B H) KRN G g1 _Fragcolor KA —, ARENAIERELGEE, FHHRK
117 ERF u_FragColor AR FSHN vecd 2K (% 1347), WFFIR :

8 /= GLSLES ¥, 1k % fit45 & float £ A 49 attribute T ¥, 12 2 2p 5T ¥A45 £ 4L & £ & 69 uniform & ¥,
(HEHHEALE 6F,)

58 2% WebGL AT



10 // hR%EB
11 var FSHADER_SOURCE =

12 'precision mediump float;\n' +

13 'uniform vec4 u_FragColor;\n' + // uniform%#
14 'void main() {\n' +

15 ' gl _FragColor = u_FragColor;\n' +

16 "I\n';

17

R, 9 12 17 A ¥E EBRRE 1R (precision qualifier) Rt A BAER (R AME S %
/ME) FUREEE, AOIHRHRERERE. 55 5 TR SIRAT IR B IR

% (63845 uniform 75 u_Fragcolor WRME% ol Fragcolor (85 1517), JE# HEERE
B, [ uniform 25 B AEEER A 7 2 5 ) attribute 25 BHESERAIML « 7SI B Y
TEfkHbHE, SRJGTE JavaScript F e o B HIHEHF O 1433 25
FXEX uniform 35 £ f97F A& HE

AT A DA R 75 K 2K B uniform A5 AE g HuHE

XA BB T BEFI S35 gl.getAttriblocation () —FE, {H 2 H1 5 uniform 45 &
AEESERGZER THREFHE, 2R EFERFZ wll AR -1 (9.
getAttribLocation () ZESLIEHL TR [E] —1), ik, FEZKHL uniform 7% & (1) 7 i Hu bk )5,
HREERELRE RN cull, ROIRRFRIET TXTEE (5 44 17), 7E JavaScript [ if
FIWrEAIH, null SENPAN false, FRATCAGEA ¢ (BUR) BAERPRIATR AL R -

42 // #¥u_FragColor k¥ ¢ A it
43  var u_FragColor = gl.getUniformLocation(gl.program, 'u_FragColor');
44 if ('u_FragColor) {

HERHEE 59



45 console.log('Failed to get u FragColor variable');
46 return;
47 }

[a] uniform TLER{E

AT uniform ZZ f ) fFfgahl, AT DA WebGL pR%K 91 . uniformaf () [a)8 R 5
ANBHE, ZREEIIREM B EL S g1.vertexattrib[12341£ () fRAHL,

gl.uniformdf (location, v0, vl, v2, v3) : :':

AR (vO, vi, v2, v3) g location A EIEEH unlform *¥, 7

#& ’ location 1% t:ﬁ&ﬁ-&ﬁ uniform Q‘,‘i%#ﬁ&l
‘ v0 R A uniform ’E‘!‘%""‘"‘Q‘!’Wﬁ
vl AR A uniform ﬁi‘ FAEHME
v2 :}‘é‘ RY A uniform EFE A5 F1E
v3 T uniform tiﬁ W’i\ﬁ‘!‘ﬁ@ﬁ.
BEE 7 ‘
- INVALID OPERATION EA 35 g’y program skr g. \ j‘ﬂ- 10cat10n ,{sﬂ»&ﬁﬁ
EBAMEE

EFAVRBERGIFRFH A ol uniformaf O pRBULRIBIRRIILS (56 91 47). Al
B, M A FZHER TAE,

71 /] HEWREAMEEg colors¥iad

72 if(x >= 0.0 && y >= 0.0) { /] R EEF—RR
73 g _colors.push([1.0, 0.0, 0.0, 1.0]); // &&

74 } else if(x < 0.0 && y < 0.0) { /] R EEPZRR
75 g _colors.push([0.0, 1.0, 0.0, 1.0]); // %&

76 } else { // F

77 g _colors.push([1.0, 1.0, 1.0, 1.01); // &&

78 }

83 var len = g _points.length;

84 for(var i = 0; i < len; i++) {

85 var xy = g_points[i];

86 var rgba = g_colors[i];

91 gl.uniform4f (u_FragColor, rgba[0],rgba[l],rgba[2],rgba[3])

T RE B R FHE A, BADREIB—T . ROIRRFRYE RARE <canvas> |
MBI AL E R E SHIBE, F2H . WIRTES —R R, SRV a RS =R IR,
MR E  MREHMRIRR, M vae (WHE 2.32 Fir).
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Ya

Eia A o
CEfh) (rfa)
>
X
BB EALE N
() (Hf)

232 AFRRZGHAIMRBREENLFEE

B EFATHE RS SR A BN RR (55 72 3] 78 47), HRUL 9 _colors ¥
BATHEMBGME. ZERFERTARR (5 8417), HEENBGAEHS T
uniform A8 # u_FragColor (%5 9147), iXFE, WebGL Bt sifBI G 5 AR T B A 5k X,
B AR Y R ok

EGEHR AT Z A, FATKF AR EEE o1 .uniform(12341£(),

gl.uniform4f() & [E1 & & £

gl.uniformdf () A —RFIFE KK, ol .uniformit O pHEA KL H 1 ME (v0),
gl.uniform2f () {5y 2 ME (vO Fl vl), ol.uniform3f() 1£%y 3 fME (v0, vl Fl1v2),

HERHEE 61



B4

fEX—FEH, AT TR T L WebGL BIRLLeR B, FoE ] T ER EAT. A
A TEGIMAH KA, B WebGL 2 H BB EA . fEMERE F, 418
THETIROIRERFR. BR2H T —MEAKS, EERERRN ST ENE 6,
S RBIRESF, VRERfE T JavaScript RUMTRIEIRE A E QRE, XS HRRER,

AT GRS R " 4ER . (B2, KT WebGL %L bR EVA B3 € 25 1
SR FEREE TR, =4

F T, KEREMM . TAEARETHRZTANRIE, Rk adsit
THIRZF THIRAE. 3 TORIET P& BE 2 H A WebGL %L, AKERIH
X375

62 $E2E WebGL A\|7]



R3IE

LeHFTIR= A

5523 “WebGL A[]” MR T WebGL I E Al #, IWE L T @ 7 dnfa $RH
WebGL | F X, &% <canvas> 2y 2D/3D £ RS, MR T AE GRS o6z
HIThRE SHFIE, PARMEAEFGBRITLEMN %, FEER L, RS TIARBIERE,
TERRAE Ll T —26 5,

AERF VA LR MPUN RG], HE— P RN == R as (5 sk) &
HEFHETY . AEFEEERATAZE

* —MAE=HRBEFAPRERMAL, AKX WebGL G2 =¥,
* FHZ =ML H MR ERRE.

o FIH R RN = AU MEA R, WAEEh. BEr M.

o FRERERILAE SR,

TEABLERNS, VRFEXT WebGL Qa2 Hl A TE (N=MTE). WA 5 RAE
XEREE -ANEMEEH TH. H4E “SRERSHEEM" FHE—L B s
1R LB Bl



LESITR

PRATRERNE, MR =4ERR A RO =M, Blan, & 3.1 Z&E i, ?JL
WA B PRFZ D =AIEASX =AM TSR .. AE =BTk 2
Rk, HEAARFRSMRE=AE, AASERNERHEZ N =AEHRNC, ,u_.d
B E /N KRR =M, ?JETU\ R E A =R, N, WA
X PR RIS L= AR, B, IR ] = X E e = 4R

B 3.1 SERMNABRFERZS T =ATMAK

T EENFREHZ N RAMWEIE, AT R, RS2 6 4k
“]}F/, B2 2 Sl —gEREMZH 2SR =4RE (E ‘2287 XA
AE) RMFE. Khrl, REMRE T ML S S4BT, SiRESEBRAS
T ORATER R AT 22 1 24~ S = 4E R TE Y

| ZA EHRBIFRRTF 4 A mltiroint, BEXERE LLSH =16/ 5, E 3.2
IR T MultiPoint R,

64 FIE LFNTHR=AK



& 3.2 MultiPoint

Bl —&FA — /ARGl FEF clickedpoints, BE7E R TR AL E 2§l 5, clicked-
points X Fr G M A AL AR BAE A7 87—~ JavaScript (4 g_points] 1, RFHEH T —4
VIR JZ B, B UGR DTSk & AR A— 0, IR ol.drawarrays O XA
2wtk (F13.1),

] 3.1 ClickedPoints.js I Z N ESRITTE ($2E)

65 for(var i = 0; i < len; i+=2) {

66 /] #HEH{LEHS EFa_Position

67 gl.vertexAttrib3f(a_Position, g_points[i], g points[i+l], 0.0);
68

69 /] #HBELE

70 gl.drawArrays (gl.POINTS, 0, 1);

71 }

B, ERITEREBLH R, MRS ANTURARMEE, =A%, &
FERSL R, R Z— R AR TR 2 ATURE Adr, AEARIEERE
I R

WebGL $2ft 7 —Fp R 77 ERIPLE], BILRMXITR (buffer object), T A] LA— R MMl ]
HOFJEAZSP TR, ZohRKARZ WebGL R 1 —HRAF X, FKAIALA
— UMb [ b XX R AR FE R B B TR B, R X BIR R, HTAE
AR .

LHZIR 65



FESE— SRR o KX R AT, ERAVER R —TF FTENRGIRF, SHEMTFESIR
— P EMHIIER,

THIFEF (MultiPoint.js)

MultiPoint.js i FEANE 3.3 fir/~, FN%E 2 B clickedpoints.is (] 2.7) 5
ColoredPoints.js (ff] 2.8) WIMAREA—B, ME—HAEMEMM T — ML . &
BRARIRME .

[7 FRELWebGL: B | R 3L }
[ Pt %

W B <canvas>H R A |
| #H % <canvas> ]
23l ]

B 3.3 MultiPoints.js RIiFKIEE

X—HAEF) 3.2 1, initVertexBuffers () pRELN, &5 34 FTAbSEHR,
) 3.2 MultiPoints.js

1 // MultiPoint.js
2 /] MEALE
3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +
5 'void main() {\n' +

6 ' gl_Position = a_Position;\n' +
7 ' gl _PointSize = 10.0;\n' +

8  'I\n';

9

66 F3E LFMTHR=FE



10

15
16

20
21

27
28

31
32
33
34
35
36
37
38
39
40

43

46

47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64

/I AAEEB

function main() {

// FIBWebGLETF
var gl = getWebGLContext (canvas);

/] ik e B
if (!initShaders(gl, VSHADER SOURCE, FSHADER_SOURCE))

/] ZEMEALE
var n = initVertexBuffers(gl);
if (n < 0) |

{

console.log('Failed to set the positions of the vertices');

return;

// BERFE

// # 7% <canvas>

/] BHEEAE
gl.drawArrays (gl.POINTS, 0, n); // n is 3

function initVertexBuffers(gl) {
var vertices = new Float32Array ([
0.0, 0.5, -0.5, -0.5, 0.5, -0.5
1)
var n = 3; // SH&A4%

/] R KR

var vertexBuffer = gl.createBuffer();

if (!vertexBuffer) {
console.log('Failed to create the buffer object ');
return -1;

/] HEA X3t KU 2 B AR
gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);

B
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65  // WA X R P EAKE
66 gl.bufferData (gl.ARRAY BUFFER, vertices, gl.STATIC DRAW);
67

68 var a_Position = gl.getAttribLocation(gl.program, 'a Position');

73 /] g+ R EoRAa PositionE &

74 gl.vertexAttribPointer(a_Position, 2, gl.FLOAT, false, 0, 0);
75

76 // #ita PositionEZF59BRALCHEF RN L

77 gl.enableVertexAttribArray(a_Position);

78

79 return n;

80 }

MBI BREL initvertexButfers O FEHS SO FTHUE X, 7EH 4 FTH0AM . LR
MRS RAETIRZ XN, HHZAN TR FTER N X P, RIEHFEh X%
MTSE LS.

33 // ZEMELEE
34 wvar n = initVertexBuffers(gl) ;

PRECAYIR BHE R AT DU RR, RAFEASE » P W, WURREBIN KSR,
iR [y 2 AE

NIRRT T —K ol.dravarrays O BREPGRTEH TLERE (F4817), X5
ClickedPoints.js NG|, &M gl.drawarrays() B, FABEINSEE, AR 1
(ClickedPoints fEAT 1),

46 // HBFEEAE
47 gl.drawArrays (gl.POINTS, 0, n); // n#3

PN IFE initvertexButfer O MEFFIAEMRMRETAECRERTZA 3
) BURHEE, BriAdREEE S 3 NS EEEIF ol dravarrays O BT ELH £ D

BEEWE L), FrARMMZEAEFEELHZ P TN,
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EREPXIIR

AT LT, S XXE 52 WebGL R GEH 1) —HAFME X, AR AT DATE G2 i X3 5 p 4R
FrAB B2 0 BT A TR RE, Ak 3.4 R, Jeld@— P gah X, RJGmHH 5 AT
B, RERE— UM 1 THUSUE (85 2 AZ AN TIURUEY) attribute 2F 88048 .

JavaScript

function main() {

var vertices =
new Float32Array([
_gg"(_)osé’ ;;‘--------l
0.5,-05 .i

gl.b’ufferata(... vertices,);

34 EREMRMREMAEBREMS IS

ERBIARF R, MZ RN RS AREYE (A ARR) 2 —fREik Y JavaScript %
4 (Float32array), WIFFT/R, HATHGEFIEMNAXFEIREAH, BAEG B ] AR
EEELEEEA.

51 var vertices = new Float32Array([

52 0.0, 0.5, -0.5, -0.5, 0.5, -0.5

53 1)

i o XS R ) T (g8 AZ A TR RS, FF 280G A T AR, b8

HAX S, oS (5% 4 F) MR RXR (56 8 & L") Iay2 IR R,
AR MBI T -

1.

2.

3.

4.

5.

BIBZE X IER (91.createBuffer()),

BEZWXAE (91.bindBuffer()),

BEIEEAZE WS (91.bufferbata()),

HF B P X A5 AL 45— attribute 258 (g1.vertexattribPointer()),

FF i3 attribute A& (gl.enableVertexAttribArray() ),

B 3.5 gt T B AR,

I E 200

69



(4) (5)

JavaScript
function main() { ERE AR EEES
var vertices = . v
new Float32Array([ SNAEDLAR R
00,05 " __.... : 0.0, 0.5
05,05 2 ’ ' 05,
05, 1 (g) 4 -0.5, -0.5
05,-05 .: * 05 05 AR
]); 'IIIS,IIIII. 0'5’ -0'5
gl.bufferata(.., vertices,);

3.5 ERZARMREMAECRENS I HIRBBRNENTTR

ERBIRRF T, $IT ERE NSRBI TR .
56 // A1 ARR <- (1)

57 var vertexBuffer = gl.createBuffer():;
58 if (!vertexBuffer) {

59 console.log('Failed to create the buffer object ');

60 return -1;

61 }

62

63  // #HBAH KR A <- (2)
64 gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);

65 // GBEAERFEAKE <- (3)
66 gl.bufferData(gl.ARRAY BUFFER, vertices, gl.STATIC_DRAW) ;

67

68 var a_Position = gl.getAttribLocation(gl.program, ‘'a_Position');

73 /] HAFENRgKba PositionEF <- (4)

74 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, 0, 0);
75
76 // ##a PositionEF 55 RLTCHENERR <- (5)

77 gl.enableVertexAttribArray(a Position);

THEJLFRHRK, BT — 2 By,

BIBEHNX X5 (gl.createBuffer())
B, EHEHENRXMNRZE, ROFEE., X% 1% (585717)

57 var vertexBuffer = gl.createBuffer();

5/ WebGL f, YRFFEJHH gl.createBuffer O JFiERAIBEMXIIR, K 3.6 77
BT HEMATHIE WebGL R FERA, L —iKE R UATRIHRES, Ti—ik
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BRI EHPRT . BT EMZERIR, WebGL RYEH S T — 0 th K 9
XXt 4 ., AT —T iR <417 g1 .ARRAY BUFFER ]| g1 .ELEMENT BUFFER, {RINAER] AR

AW EAN,

JavaScript

function main() {
var gl=getWebGL..

JavaScript

function main() {
var gl=getWebGL...

gl.createBuffer(...);

E 3.6 flZEMRIIR

T2 gl.createBuffer () EREFRTE,

IR TE

FHR/HY, gl.deleteBuffer (buffer) pRELA] M FEHE ol.createButfer () )] F H 3k

PEZHKX (gl.bindBuffer())
BIEZE X Z G5 2 MBI XX R 40 5| WebGL RGEH CEGFEN

LFEITR 71



“HFR" (target) b, XA “BHAR" FREMRMRMMHE (FEXE, MR TUNE AR
PEftAL 45 attribute ZZ B ), XH: WebGL A RS IERAL B R AN 2, 48 iyt 2
W55 6417

64 gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);

FHfi & ol.bindButfer () YRS,

gl.bindBuffer (target, buffer) 3
AR buffer A7 694 7 B2t R L0 € 2| target FT09BAF L,

SH target RETURUAT P H—A : , !
gl.ARRAY BUFFER gfgﬁgﬁg¢b¢7m;ﬁﬁ# i
gl.ELEMENT &T&#B##?@%Tﬁ?ﬁ#ﬂﬁ(#ﬂ!6i
ARRAY BUFFER “OpenGL ES # & &+53 [GLSL ES]") :
buffer B EZAH gl.createBuffer () ﬁﬂﬁﬁgﬁﬁﬁﬁﬂ’ K
2t il

C eRERN null, M#m#tarqet 64;9;2

EEE £ ' |
g INVALID_ENUM target FA LMz —, iﬁ%ﬁ#&%’ﬁ%iﬁxirﬁ

ERBREFS, BNFEPRXTREES] T ol.ArrAY BUFFER HAR L, ZFop XI5
FTEEE R X T USSR (TSI EANR) ., 7558 64 THdTE )5, WebGL Z4EN
RS EAETMAE, WE 3.7 Frs,

JavaScript
9 |
function main() {
var gl=getWebGL... YEMX TR
;_;.I..bindBuffer(...);

3.7 BEMhXMRBEER BiFL

#RR, RAAATARNEZHNRMRFEARET . B, EH 6 EZHRNEAL
(5 o1.ereMENT ARRAY HAR, FTLACH T, JEEAREEPRAFHAE.

EZMXIRPENLHE (gl.bufferData())

834, IFREERI g K5 ARG, AT o1 .vufferpata () FIEKTE
WX —# (3 66 17) -
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66 gl.bufferData(gl.ARRAY BUFFER, vertices, gl.STATIC_DRAW)

EHEMBRRE, FHE2 NS M vertices FINHBH A THEFE | HS K

gl.ARRAY BUFFER ERJZEmIRXFS, FANIAGEE S Mk K5 A%, MR “HiR"

BB, B AR b K S E e, WAedbE, kIt Z e (5 66 1T), WebGL

ARG NFPRS N 3.8 iR,

JavaScript

function main() {
var vertices =
new Float32Array([ SRR S .
00,05 i ...,
-05,-05 =*°
05,-05 .

“srnnunun®

B
gl.bufferData(.., vertices,);

3.8 HEZEFHEENRITRPENLE

M EE SR PAFE F], & XAE JavaScript F2 7 H 0 B85 A T 98 7F 91 . ARRAY

BUFFER FIZEMIX IS, THEIRXS g1.bufferpata() R,

ti bufferData (target, data, usage)

ﬁ%&#ﬁm B U R A target b 695 o K3 f b 5 A 4% data
target gl.ARRAY BUFFER & gl.ELEMENT _ARRAY BUFFER

e odgara L EAGARA R K (DKM, ANT—F)

~ msage  AFAANLITRAAMALT RN RTOKE, EAK

A 8h webGL HALERAE, 12 RIMAIMREANT HBRGME, &
TAAKEALA (LR BAEAL A 6 2 F )

lﬁa@&#zﬁﬁ+sA—&&aMLx*ﬁﬂ¢;&

RAI AR TN I, KERET

MAERNIHKFF ol.butferdata () FEMBEM X P EANTH28E, ZHEERT
—ANETRAIEA vertices (ZAMHRENL) MEIRMEATAE QL. RINEH new iBHFF,
FHPA < F—ATEE x Lirfo y £47 >< F AT x Liade v 247 >, F FHRTER A EX A (5

5147) -
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51 var vertices = new Float32Array ([
52 0.0, 0.5, -0.5, -0.5, 0.5, -0.5
53 1);

54 var n = 3; // LK

WARET UL, FATVER T Float32array X4, T A4 JavaScript B & UL Array XFR,
X2, JavaScript Hi A Array 2 —Fol F A EAY,  BE T ATE HLTE ARt 400 o
A AFARE AR, M RA X “KRETTEARE LR XFEH (A vertices)
BATRAL. R T fRYLX N A, WebGL 5| A T KB EAH, Float32array gRRHPZ —,

KRB

N T2 = HEETE, WebGL 3 # 75 2[R i AL FE B AN R R B B ot , Bl An ol A
PR K. h T UIEPERE, WebGL AR EALIRERTIA T —FAFIRATEAL (3¢
RILMA) . WS AR SRR ANE R PO BRI, BT AR B R Rt SE A R,

Bl F 1 ) Float32array i & — PR R RALBCAL (56 5147), @ MR T A
B A8 AR BB B . 24 A2, WebGL 1 1R 22 5 VE#F 22 B X BUfb 4, e
gl.bufferData () FHIE 2 NSH data,

31508 T /AT A B RBEA. 26 3 50 CIEF P BEEEE,
CIEFHEESS,

7 3.1 WebGL (£ R &Fh AR EA
Az E il FITERSFTH #id (CIEEPAIEIEHER)

Int8Array 1 8 {3 # A ¥ (signed char)
UInt8Array 1 8 {3 L AF 5 &R ¥ (unsigned char)
Intl6Array 2 16 {3 %A ¥ (signed short)
UIntl6Array 2 16 {3 X4 5 %% ¥ (unsigned short)
Int32Array 4 32 {z %A ¥ (signed int)
UInt32Array 4 32 45 A5 5 %A ¥ (unsigned int)
Float32Array 4 $H R 32 45i% 5% (float)
Float64Array 8 My A 64 {11iF &% (double)

45 JavaScript F [ array AL, HKAULBHABE RV FEMBESE (BF 1%
BEM), E32fin, HE, 5%E array FHRR, BRBEHAZFH push 0
pop () ¥k,

74 FIE LEMTHR=F[BR



F®32 XRUBANSE. BENEER

ik, BEMEE iR

get (index) KELHE index ANLEAL

set (index, value) % E ¥ index NAEWEA value

set (array, offset) M F offset ANAFEFF4eN§# 4 array ¥ A A&
length BudykE

BYTES_PER_ELEMENT BEFHEALEREGFHHK

A B —H, BB AT DA new 32 FEAF A F 4416 oR 8- A% A KICHE T 9
Bl R, A, T A& Float32array RAFTHIEE, VRAT AR 1 R &L 15 A
¥ 0.0, 0.5, -0.5, -0.5, 0.5, -0.5], XEAHFER ST EANEIE, HE, 4
R BAA R ME— T B R nev 28T, AREMH U B8 (IAQIZKHRE
),

51 var vertices = new Float32Array ([

52 0.0, 0.5, =0.5, =0.5, 0.5, =0,5
53 1):

Besh, rtun] E 4 E B TR N EOR QB — DS i AR, Bl -

var vertices = new Float32Array(4):;

FIEACAIE, MRELSER T @S A b KB RT = 3R (BIFE WebGL R4+ €1
BEMX, BEZMXNRENER, MENRXIIRPEHARSE) . RIDREFEEE TRN
P, WebGL J2 ] L IE 3 ) 2% vh KR HEA T2 B 9

HE X 35 5 ER4S attribute T8 (gl.vertexAttribPointer())

NEE 2 FRTIR, URAT AGE A ol .vertexattrib(1234]) £ R A pRECH attribute £ B/ HL{H
B, XEITE—RKAREN attribute TR AC (fH) —ME. MBAE, FRREHFEAN
B T A X BLR TR ——— ML A i 45— attribute AR,

gl.vertexAttribPointer () Jy AR TiXAN 8, EA[ AKENEWHNRXTR (Lx
FREWMRXIT SRS A SIEE) S ECA attribute 5B, REIFRFHE MR RSEL
attribute Z5 B a_Position (&5 74 7).

74 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, 0, 0);

gl.vertexAttribPointer () [FLIEUIT,

L E 20 75



PATTESR 4 )5, BAOVHHFENZH XX RIACLE T attribute 255, ) WebGL 22
BEATHIUE R LAE (BDIE location 4bi) attribute ZF B AZR0PIX) ZERIE—H T « 47
Jaf IR, MRXRAECEEAR, WA 3.9 .

JavaScript

function main() {
var gl=getWebGL...

gl.vertexAttribPointer(...);

attribute 2 it

mEER
ZHXIR

0.0, 0.5
-0.5,-0.5

B 3.9 WEMEXIRS

fit44 attribute TE
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FS5H, WREE—F, EITE (BIE) attribute R, (XX} attribute 2F &
A ECAERL .

FF /3 attribute T&E (gl.enableVertexAttribArray())

RTET R E GRS R U 2 oh X B BdE, FRATTFE B 9l.enablevertex
Attribarray () J7{ARITIF attribute A8 (55 77 17).,

77 gl.enableVertexAttribArray(a_Position) ;

HRE, BRI AR RR LR EUR AR TR v, B3k et
BRI, X2 THEEE (M OpenGL H4kK) HEMH.

gl.enableVertexArray (location)
FF /& location 4§ £ #) attribute T &,
) #E ateribue KFHAMEE

$#ig INVALID VALUE loéation X FFF attribute TEMH R KB (ZihA 8)

WARINAT gl.enablevertexattribarray () HA4E A— 4B LIS b X (1) attribue 2R
BiE, RIRE TZZE, W2, ZohXXT5AM attribute 248 5 2 [8] 1) EE S EH 1
BRX T, i 3.10 frR,

JavaScript attribute & fit

function main() {

var gl=getWebGL... ZHMX TR

0.0, 0.5
-0.5,-0.5

glln.;/ertexAttribArray(.,.);

B 3.10 FESFE THMXH attribute TE

[FRE, RATPA# ] gl.disableVertexAttribArray () 3 3 [HF4HHL.

TANEIEA S BAS)
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ZF, TFEEET! WE, FARTEILETGEARSTER, ESEIREMKH
B THL AL I O o N3 2 B8, ARGE ] 1. drawarrays O JPyRZ ] T — D, BIAEREE 24N 1,
P AR 2 91 - drawarrays O J7iK, (HRMBRITETE 2 DA 3 NS

R, JF A attribute A58 5, fREEARBEFR ol.vertexattrib(12341£ () M EEEIHT,
Bk B s X P % attribute 288, SCBR b, VRICTE (ARRIZ) [R]HE F X M4~ BR L
gl.drawArrays() B5E 2 MFIE 3 NS #

TEXF g1.drawarrays O AEE—HVRAIRABIZ AT, FAVHE— T8 2 EPXDTIEN
ML, FREMEMSEED .

gl.drawArrays (mode, first, count) :
WATAEE &8, H88 mode %A5 X5 XL BY .

¥ mode R LeHAF X, THKATFEFS : g1.POINTS, gl.LINES,
(o B LINE STRIP. gl LINE 1.OOP. gi. I‘RIANGLES gl TRIANGLE
i S‘mIP gl.TRIANGLE FAN |

byt v FRAAAT ST (B R)
count BRLHEZRNE 2 SARE (R &)

AR BIRRF AT X AT

47 gl.drawArrays (gl.POINTS, 0, n); // n % 3

M2 /RG], BTRIVRELEH BN, 5 1 DS H node 58K g1.PoINTS |
WEE 2N first H0, TARMNEWMRXFHIE 1 LRI HE L ; BHES 3 NS
count 133, FRFKINHESRLH 3 NE (47471, n R 3),

MEEFIBITHISE 47 170, Lhr ETREFGR/IIT T count (3) W, FATEIFHELE
e X P TS AR AR B B A5 45 attribute 288, 40 3.11 PR,

R, BRPATIURE @ff, a_position [ z M w SrEEARZ HBh N 0.0 5 1.0,
FH a_position FHE 4 ANpRE (vecd), MIARARSRHBE TR,

e, 7E56 74 47,91 . vertexattribPointer () {5 2 NBHL size WK 2. ZATYL,
RANSHEREHMXPENTRA LN RE, ERMR P RREM x SRy 4
bR, BrLMRRFEBCN 2.

74 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, 0, 0);

LA SJE, BagnXPrngE 3 N4R, WE 32 fir) fe 3 BRTE
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WEAS £, HdRE 3.11 AR,

BT

JavaScript

Fragment
Shader

function main() {

MR EER
v

(0.0, 0.5,0.0,1.0)

BRI X
var gl=getWebGL...

gl_FragColor =

éf.ﬁrawArrays( - veca(...);

gl_Position = a_Position;

2T

JavaScript

TE S :
v]’b‘i,m%ééﬁ

(-0.5, -0.5, 0.0, 1.0)

Fragment
Shader

function main() {

B g X
var gl=getWebGL...

L gl_FragColor =
vecd(...);

gl.drawArrays( ..., 0, n); _ | gl_Position = a_Positi

B3 PAT
JavaScript
ion mai : = Fragment
fun'<-:-t|on main() { | 2 v]ﬁ,mﬁéﬁ ‘ Shgader (re—
var gl=getWebGL... | (05 -050010)
0,05 : v
gl.drawArrays(..., 0, n); 1.0 i ol_Position = a_Position; g'“ﬁ“mf);

3.1 MAEEFPTIREPE DX YEN fRTE

R %2 Fr i SE

LA R BIRRF AN SEE, FRULIFRES i PR f# 91 . drawarrays O 2 T
YEM, 1BER 9l .dravarrays ) fISE 2 NRAISE 3 NS, Bk, BB THEINBSH
count NJRSE n (52K 3) R 1.

47 gl.drawArrays(gl.POINTS, 0, 1);

X, TIREAMSIASHIT 1K, BFet R Zh KPEysE 14

WRKEEE 2 DSRMBN 1, AR P RS2H% 2 A, BAXE TS
WebGL, #RAEMZE 2 MRJFshe®l, FAERSH 1 . BRI R L6 7 14,
RAAERSE 2 1R

47 gl.drawArrays(gl.POINTS, 1, 1);
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X AR "‘LV( Tfﬁ»( SRR B first R count ZEUVER TR, B4, IHRBAES 1
ANSH mode, AP L2/ERE? T —TRFEGRIRITX AN A8,

Hello Triangle

WIE, IRELFS T ARSI TUR R AR BIEERATAE LR, TRk
X TR A6 — N HEWEE (MARBREMIR), A THRPIFRRF selloTrian-
Le ¥ —MAIER —4EME . =M, K 3.12 /R T HelloTriangle HY#A,

& 3.12 HelloTriangle

T2 F (HelloTriangle.js)

5] 3.3 f£ 75 1 HelloTriagnle.js LS, B S5EI—T7T ) Multiroint.is #HHL, &
THXENSsh, — &L,

51 3.3 HelloTriangle.js

1 // HelloTriangle.]js
// REEEB

2

3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +
5 'void main() {\n' +

6 gl _Position = a_Position;\n' +
7 '}\n';

9/ AAKESB

10 var FSHADER_SOURCE =
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11 'void main() {\n' +

12 ' gl FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n' +
13 '"Nn';
14

15 function main() |

19 // $FIWebGL_ETF
20 var gl = getWebGLContext (canvas) ;

26 // MHBHAES
27 if (!initShaders(gl, VSHADER SOURCE, FSHADER SOURCE)) {

30 )
31
32 // REWMALE

33 var n = initVertexBuffers(gl);
39 // kEHFLE

45 /] SHZAY

46 gl.drawArrays (gl.TRIANGLES, 0, n);
47 '}

48

49 function initVertexBuffers(gl) {

50 var vertices = new Float32Array ([
51 0.0, 0.5, -0.5, -0.5, 0.5, -0.5
52 1):

53 wvar n = 3; // WE&HAA%

78 return n;
79 }

5 multiroint.3s Mk, FiAbXBEIBEHTET -

s ETRERRT, HERBRTH—FT 91 _rPointsize = 10.0; ML T . &iFH
HATELH B4 R B R A RAEA .

® gl.drawArrays () FERIE 1 SEM gl . POINTS HEEHCH T gl.TRIANGLES (55 46 7).

gl.drawarrays () {55 | NS 8 mode +533R K., FEXNSHEIEEARFKME, i
ARG IR AR B AL 2 I BT . TR EA 7T
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EAXER

¥ gl.drawnrrays () FYERIEE | DNSE mode K o1 . TRIANGLES (&5 46 1T), HUAHY4
T&*iﬁf WebGL, “M%WIXEF‘E’J% 1 AT PG, BFUAEASRIMITIR (n283), H
MRt —N=/AK" .

46 gl.drawArrays(gl.TRIANGLES, 0, n);
XA, ZMERFE 3 NAEARRMAEMR, MER—-N=AFEHE 3 AT,

WebGL 77k gl.drawarrays O BESRK X R{E, #@A4% | PSR EARME, K
IIERRELA 7 PRI 7 Aok 2 B BB . 36 3.3 XTEAT THR4IN 4, Hepvo, v, v2 4
SEFTRGEM XA B TI,  TOUR B 32 22 i R 45 R

33T FEAEEE WebGL Al AR H A ETE, HREE(TRE WebGL £l
HAEME AR EE (AT LA FiE) B,

3 3.3 WebGL AT AL Hi ) B A B

EXER B# mode 3%

EA gl.POINTS — AP b, LH VO, v, V2o i

K gl.LINES — AP ERMABE, LR A (vO,v1) . (v2,v3), (v4,u5) e
&, e REOAARRTH, "B —ANEER L

K& gl.LINE_STRIP — AP ERBEGRE, MAHR A (vO,v1) | (v1,v2)  (v2,v3) e

&, FIAERS L FRANRSE, F2AMNERE 1 FEK
AR s F 2 FRAHRE B> ALREI-L ALK
Bk s i FHREGRE, LR, RE—NEARE
— R BENHAE
9% gl.LINE_LOOP — A7\ BRI, 5 gl.LINE_STRIP 446 & A4k, 3%
M T —HRMRE—NEREE IAALHERER, B, RAMKLH
& (vO,v1) | (V1,v2) eeee (vn,v0) &, £+ vn RE—4
5
Z##  gl.TRIANGLES —AFIERAZ AN, BHE (vO,v1,v2) . (v3,vd,u5) e
A, e REMAEIR 3 HERLE, REMTH—RAA LK
LA S
A gl.TRIANGLE_STRIP —AZF|&HFRMG=ZAN, WZAEHRTEIAZAH, K
FLANEFBAZANEMRT E2AZAN (Z=AMH 5T
—ANZAMEFT—5), AREE, IE=ZAHBALHA
v0,v1,v2) . (v2,v1,v3). (v2,v3,va)--kb (23 E6DASF) "

I

1 #EE: FLAZABR (V2 v, V3) AR (v, V2, v3), ZRATRKF2AZAB AL L
A5 M8 AE B A R A
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Bk

EXER SH mode i
=B gl.TRIANGLE FAN —APIZAB ARG EUTAY GBY, W=ASHRT F 1

NZfW, BTRAG—ASFT—A=Z AN RE—FiLn
RAETRA—ANZAR, ZE=AHHLH L (vO,v1,v2),
(v0,v2,v3), (v0,v3,v4) .- 2

A 3.13 E/R Tk SeEA M ETE .

v0 v2 v4
[ ] L ] [ ]
[ [ ] [ ]
vi v3 v5
gl.POINTS
vO v2 v4 vO0 v2 v4 v0 v2 v4
vi v3 v5 vi v3 v5 vi v3 v5
gl.LINES gl.LINE_STRIP gl.LINE_LOOP
vO0 v2 v5 v3
vi v3 v4
v5 vi
gl.TRIANGLES gl.TRIANGLE_STRIP gl.TRIANGLE_FAN

vO0

B 3.13 WebGL AT L2 HIR B A B

WMEFTR, WebGL HEELH =FEE . &, LBM=fE. HZ, EMAREIFL
WEIR, MBRERBISLA, BRWPRFTE=4Efma, & Al =MmIBAM. EhRE,
PRAT DA A DA 3K 26 f o A Y T T2 o 22 il HE AT AT AR

R RE i sl

¥ gl.drawarrays ) FEE 1 NSE04HIE AL 91 . LINES | gl.LINE_STRIP f{] g1.LINE_
Loor, HEEHLSER., BUEHFEF 5 A HelloTriangle LINES, HelloTriangle LINE_

STRIP, HelloTriangle LINE_LOOP,

46 gl.drawArrays (gl.LINES, 0, n);
46 gl.drawArrays (gl.LINE_STRIP, 0, n);
46 gl.drawArrays (gl.LINE_LOOP, 0, n);
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[ 3.14 BR 7RI R

3.14 gl.LINES. gl.LINE_STRIP #1 gl.LINE_LOOP

WARET W, ol _tines L TR A A2 H 7 —HREKBE, BEHIRE 1A
gl.LINE STRIP{#i FHiX 3 NE 22| T ARZEL ; 91.LINE _LOOP ¥ gl.LINE STRIP fJEMH F,

LB — N S e — A ERRE X, m T — =M.

Hello Rectangle (HelloQuad)

LEFRATE XA A R IR E 2 — R . RBIFEF & selloguad, [
3.15 @R T ﬁ&aﬂ'ﬁ%%J TR

F3.16 2R TRHEMTR. S8, AW 4, BAXR—MER, W E—
*ﬁﬁﬁi&', WebGL AREE LM, RTZERHRI AP =/ATE (v0, v1, v2) Fl (v2,

, v3), #RJ5iH 1 gl.TRIANGLES, gl.TRIANGLES STRIP, &Y # gl.TRIANGLES FAN ¥} H
f’élﬁflti ¥. AGlfE A o1.Tr1ANGLES_sTRIP BEAT 2], RFEHEM B 44T A, WRA
gl.TRIANGLES, FUEZEHEF| 6 /-,

& 3.15 HelloQuad
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vO A v2

(-0.5, 0.5, 0.0) y (0.5, 0.5, 0.0)
[ SR R 7
E ’/I, E X
: - —
S B é
vi v3
(-0.5, -0.5, 0.0) (0.5, -0.5, 0.0)

3.16 BRI TA

5 HelloTriangle.js fHY, AGIBIMGFIT —ATURLLER (5 5047). EETAH
JGiFF, BMAREEFRZE.

50 var vertices = new Float32Array ([
51 -0.5, 0.5, -0.5, -0.5, 0.5, 0.5, 0.5, -0.5
52 1)

FERFRT —ADR, FrARRERTRR M N3 B4 (58 5317)
53 wvar n = 4; // WEHAK

ZJa, WU 4617, BFERSENKS Lafh—MER T .

46 gl.drawArrays (gl.TRIANGLE_STRIP, 0, n);

R Rfi2 PR st

WAE, RN ZE LT MW M E A ol .TRIANGLE_STRIP T, # T 3 & 1 ¥
gl.drawArrrays() 1 & 1 4~ & ¥ %t 4 o1.TRIANGLES_FAN, SR Bl R FF B & TR A

HelloQuad_FAN .

46 gl.drawArrays (gl.TRIANGLE FAN, 0, n);

B 3.17 B/R T Helloouad FaN BRFHIEE, W IWZEFLH T —MBHARE EE.
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VO ., . V2

vl # V3
gl.TRIANGLE_STRIP

vi ¥ "3
gl. TRIANGLE_FAN

& 3.17 HelloQuad_FAN

WEE— T 3.17 B A TS =M IE R 2607, Rt RSB 45 R AT —4
PARFMIEAR T, SEPr b, ol.TrIANGLES 55 2 N =AEEH 1 P =MEIE T THA v,
mHS 2 N =AEEsEE TH 1 N =AF, XIAEBLHLSREIFHER,

B, RGN

HE, RELERTLHEE (M=/AEMEEL) BHE. ibRNEHE—, 2=
REa CFR). EEMFR=AF, RefERmE L2d ik, XHENERERDTK
(transformations) 5% {7 §1 3 (affine transformations), & T i B /R FH R 65 Fh AP o b VE 2 40
fISEEN, AN —EHXAEEERH, Y1R%5 3 CHRERFNEE, FARE
FBW R RKEZHEE, ABREE T ILNZ H W E RO BRI TR (WTF—5).

MRARBERA T LNBFNEKRE, R—iXELEME, TAERE, LASRE
REEAT ., 5E, WRFHEREEMUBET, Wl ABLE AT,

B, EHNRME R BIFESF Translatedrriangle, HEFRF E—HH =AM
A LA T 0.5 AN ERAL, 1B 2 i, ATrEE x BsIET [, BT y
MR IE ), & 3.18 J& TranslatedTriangle FYIafT45 5,
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& 3.18 TranslatedTriangle

B
FE—T, ATFBE—AN=AF, REENENE I TURBUEFRHRE? HRE,
VREBEEX TR EN R (xFy), M E=/AEAEXNNV (I X Bk Y &) B

RIEEES . i, A pkx,y, z2) FBE p' (x, Yy, 2), TEXH. YH. Z#=1Fn
MIBE B 510 o=, Ty, Tz, HH Tz 350, G0F 3.19 iR,

AR2FEALFRAXT R 40 b, ELHEIN LiX 26 T {H, BEWTAREZE p' BABAR T, 446K 3.1
Fs.

EK 3.1
X'=x+Tx

y'=y+Ty

zZ=z+Tz
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p(x,y,z)
319 HEEBES

HATAFTELE QP AT &8I E— S F R AL Emiag %K.
B, KRN ERIRIE (per-vertex operation) 4 Fy JC#RffE, ERBHUY 24 %47
TRE AR, MARAITEGORT.

—HAREE T X — R, BUAEMRERT  FPREER T, Ty, Tz BEE AT
HER, REAMIETRAAAREI 8 B, FR(ES 91 _Position, FTHIAEEB UG
HIRBIRESF .

T EF (TranslatedTriangle.js)

% 3.4 275 T TranslatedTriangle.js JfCHS, FATEIR T M AE G, AT
BE, R, FooEAIFME—TH) HelloTriangle. is SERMHFE, A T Bl A 18 8UE H T
REML, nain(O) REPUBIMIA T —LMA,

5 3.4 TranslatedTriangle.js

1 // TranslatedTriangle.js

2 // MEKER

3 var VSHADER SOURCE =

4 'attribute vecd4 a Position;\n' +

5 'uniform vec4 u_Translation;\n' +

6 'void main() {\n' +

7 gl _Position = a_Position + u_Translation;\n' +
8 YI\nt;

9

10 // AAA EBAA

16 // fx, y, zz @ L F4 635
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17 var Tx = 0.5, Ty = 0.5, Tz = 0.0;

18
19

23
24

30
31

34
35
36
37

43
44

49
50
51

57
58
59
60
61
62
63
64
65

90
93

function main () {

// EIWebGL_EF L
var gl = getWebGLContext (canvas) ;

/1 ke s
if (!initShaders(gl, VSHADER_SOURCE, FSHADER_SOURCE))

// REEAELE

var n = initVertexBuffers(gl);

/1 HEpEEERL LB

var u_Translation = gl.getUniformLocation(gl.program,
gl.uniformdf (u_Translation, Tx, Ty, Tz, 0.0);
!/l BERFE

S EN T
gl.drawArrays (gl.TRIANGLES, 0, n);

function initVertexBuffers(gl) ({

var vertices = new Float32Array ([
0.0.0, 0.5, -0.5, -0.5, 0.5, -0.5

var n = 3; // MEHRF

return n;

}

'u_Translation');

B, mainO BRECHE X T EX 3.1 h =AM B _ ERSFRRIER (58 17 17) -

17 var Tx = 0.5, Ty = 0.5, Tz = 0.0;

B =, 1y, 2 MTFATRRRREE (—80) &, PreAFRAI6EA uniform 288
u_Translation RF/R=MILHFREEER. B 56, IR uniform ZF B EIIFEALE (55 44 17),
KRG BIRELESaE A (5 4917) -

44

var u_Translation = gl.getUniformLocation(gl.program,

'u_Translation');
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49 gl.uniform4f (u_Translation, Tx, Ty, Tz, 0.0);

WA, gl.uniformdf () PREFFREUGTIRAAR, FrARNMHERE—HSEHRA 0.0,
XM B R R R JE e

MIERE - FTBREHTEAEBR R, FATH E X T uniform 45 & u_
Translation (2% 547), MR T =AEIESHTT ) R FREEE, ZERNAERE
vecd, XFEEFLAILAS vecs HKAIFTH R ALHR a_Position HEEMM (%K 3.1), RER
{ELE AL vecs AU g1 _Position, BME, %5 2 i, GLSL ES Hriy{E#:/ER
RE R AEFEAH RSB AE B 2 (6],

'attribute vec4 a Position;\n' +
'uniform vec4 u_Translation;\n' +
'void main() {\n' +

gl _Position = a_Position + u_Translation;\n' +
"J\n';

TEM e TEZE, RIMEFTE . ETLERST, HHEEKX3L, Ha
position AR NNIRE (x,y,z) ML u Translation ZFE AR 75 [a] B F-ALFE B Orx,

Ty, Tz), FHMRIE LS g1 _Position,

w 4 o U

[K2f a_Position ] u_Translation AR EHRIE vecd ERIH, B AMRA] DAEEH H + &,
PN SR B0 B 2 B S R AN, AnTE 3.20 FR. D fEE R EARANIZ 2 GLSL ES
RALFFEZ —, RAVFAESE 6 TR IF4IHITie GLSLES,

vec4 a_Position

vec4 u_Translation

@& 3.20 vec4 TEFIEM

&G, RRMBRE—THFRLIFRBRRE— N8 w. 5 2 FHTR, 9l_position
RTINS, BE 44008, MRFRERHREE— N EEZ 1.0, BAEBWHE =50
Bl AR — DR =405, TEAGIH, WE 3.20 iR, FRBERALIRSE 408
witw2 WM 1.0 (B R BV PR Z E R R — I RALEALYR), Twl 210 (B
PRI RALAREE 4 0 &), FTAAFBRER SIS 4 508 w2 HEER 0.0, XNt
2, gl.uniformdf () W G—1S%H 0.0,

5, V8 gl.drawArrays (gl.TRIANGLES, 0, n) PUfTTRSAEF@EE (& 5817), Bk
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PATHSFATLAT 3 25
1. B0 S ARFRIEL a_Position
2. [a] a_Position fj]_| u Translation
3. G5RM(EZ 91 position,

—HWREAHRIITES, HRMER T « S4TSR R —AJ7 [ LR TR
MR, BAER (RGP N=/AF) WP T, RS FINEK TranslatedTrian-
gle.ntml, RFSFIFHEH=AE.

WAE, IRELER T FRIIE, THRPZS AT es, . SCIl-P-A FUER: i B
A7 R, ARSRTETURE G P IS CPREEERE S ) MR,
ke

ERe LU IO 2 — 28, RO HiR — e A Bl Lefilnd — PR R 2% . T4l
AR, RLATHED

* JiEfehh (BB Seheie fiiess) .
* JigkE Ty (7 . e E e L) o
* Nk (EEHEFEZERAIE) .

TEANT R BRATIXAERFERNERLARAF - S8 Z 5, W T b M. XFRiAT X
AT 58 X fhAn Y B oL,

e, KT “FH” WAER - R B RBIEME, WEETE Z HiERHhRA,
WENTE Z oy mEfTIEE, BAF DIMPRElRS T hesc g, ailE 3.21 iR, X
Fiffi B0 SUAT FR AR IEHE#% (positive rotation), {11t T LAGE A A5 F R B A e % 77 1) (1E
WMAEFLRR—FE) « AFEZE, KRG E LR m R r E T [, At FH
AU TR T ey 1), BRI e SOT AFR A F ik M BE# (right-hand-rule
rotation), 7E5H 2 AL, A FHEMIERRAA T WebGL 27 HBRIARE .

ZHIBATTE T PR REX, BEREREHRAA, RIEE 322, &

2 WAL, REZOTUARNEMSARMOERREAT, TLEXRYW, AB2LEFTIL “RZH
ekt B AR, AL A RS X R BT A—ANR TR @A, B AR
BANEE L TN« do R0 A AR B, MR 4 S, —FH iz
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WA P, y, 2) s B AEZIEAEAT Kp' (', y', 2') « HIEHERk RS Z MiutiTiy, Br
PAz ARALEE, AILAEBERZNE s R, x Lnfly BREILa — a2,

3.22 i+ HELE z HrER

EE 3229, r BAEAE S e BIIER, T o B XHEED S p WA, HXH
MERITE A p B4R, WX 3.2 Frr,

%K 3.2

X=TCOSQ
y=rsina
Rfolit, FRATDAGEA r. a. B RF/ARAp' HIALHE
x'=r1cos (a+ B)
y'=rsin (o + B)

FRA=fRBmAmaR’, 7§ .

3 sin(@tb)=sinacosbh ¥ cosasin b
cos(a+ b) =cosacosb * sin asin b
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x' =1 (cos o. cos B - sin « sin B)

y' =1 (sin a cos B + cos a sin B)

e, FEX32MAALRK, HERc M o, ATR5ER 3.3,

FR33
X'=xcosPB-ysinf
y'=xsin B +y cos B
z'=z
HATATLAE sin B Hlcos p HEEATHRE AL, AREEAHPRESFNX 33 HE

Jig% Je B s A AR, AT DASE IR X S R RBOR T, {8 JavaScript P B 1) Math XF 5[
sin() Ffl cos O F{EKIAT =M RECEH .

B 3.23 7R T /R B fF RotatedTriangle W TER, W, =FMIEEE Z Hdimt ¢t
Jighe 7 90 J& .

& 3.23 RotatedTriangle

THIFEF (RotatedTriangle.js)
5 3.5 27/~ T RotatedTriangle.js fJfCHY, H 4545 TranslatedTriangle.js {18,

js R MR, HIFEER T, WA, A TEREGTRECQSRYE), nain0 mMA
JUAE S, HES 4 17515 6 7L T % 3.3,

B, A 93



51 3.5 RotatedTriangle.js

94

@ N oy s W N

10
11
12
13
14
15
16

22
23
24
25

42
43

49
50
51
52
53
54
55

60
61
62
63

69
70
71
72

// RotatedTriangle.js
/] REEEE
var VSHADER SOURCE

I

// x' = x cos b - sin b

L

// y' = x sin b +
// z' =z

'attribute vec4 a Position;\n' +

cos b Equation 3.3

'uniform float u_CosB, u_SinB;\n' +

'void main() {\n' +

' gl _Position.x = a_Position.x * u CosB - a_Position.y *u SinB;\n'+
' gl _Position.y = a Position.x * u SinB + a Position.y * u CosB;\n'+
' gl Position.z = a_Position.z;\n' +

' gl Position.w = 1.0;\n' +

"I\n';
/l AAKEBHA

/] AR A
var ANGLE = 90.0;

function main () {

/7 EETRE AR
var n = initVertexBuffers(gl);

/] FaAEBRYREOREERARES 8

var radian = Math.PI * ANGLE / 180.0; // # %% A4
var cosB = Math.cos(radian) ;

var sinB = Math.sin(radian);

var u CosB = gl.getUniformLocation(gl.program, 'u CosB');
var u_SinB = gl.getUniformLocation(gl.program, 'u SinB');

gl.uniformlf (u_CosB, cosB);
gl.uniformlf (u_SinB, sinB);

// & B<canvas>HF&

= ES L
gl.drawArrays (gl.TRIANGLES, 0, n);
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73 function initVertexBuffers(gl) ({

74 var vertices = new Float32Array([
18 0.0, 0.5, -0.5, -0.5, 0.5, -0.5
76 1)

77 var n = 3; // MEHANAK

105 return n;
106 }
HIERE—THUREAOL, ZHERIEN .

/] REEEH
var VSHADER SOURCE =
// x' = x cos b -y sinb

/]l z' =z

2

3

4

5 // y' = x sin b + y cos b

6 -

7 'attribute vecd4 a_Position;\n' +
8

'uniform float u_CosB, u_SinB;\n' +

9  'void main() {\n' +

10 ' gl _Position.x = a_Position.x * u_CosB - a_Position.y * u_SinB;\n'+
11 ' gl _Position.y = a_Position.x * u_SinB + a Position.y * u CosB;\n'+
12 ' gl_Position.z = a_Position.z;\n' +
13 ' gl Position.w = 1.0;\n' +
14 '"I\n';

BT HERN TR =M 90 &, RINGHFHLITE 90 ERIEZEMRZE, 1E
JavaScript FE HXPME, FEHSTUREGRKM uniform 88 (5 8 17),

R AT AR HER I A R A TR (8%, HEE SR P IEZEMAZE, HE2,
S b BB A TR BERS 9 # BEAR R —HE A, AE JavaScript B4 IESXEM AR KLE, K5
feiditE, AT/EHE K, MEREH.

WA BH B ALE, WA uniform ZZESM 504 u_coss Ml u_sin, FRIEEE, ZFr
PAGE A uniform 258, REAXHMERNES AKX,

ZHIBEAT PR ARy, FFRAIRE X, y. z, w OB ERIENBEKETNEZEY |
T REATHERE AL e, AT HHE%SK 3.3, JFEHMYTH a_rosition &, FAME
FHAEEERF “ SEifiR4r&, il a_Position.x a_Position.y By a_Position.z (& 3.24
B, S5 6E),
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vec4 a_Position

A
I 1

K A A v..

a_Position.x a_Position.y a_Position.z  a_Position.w

3.24 KB vecd TEHNEISE

FRE, tn] DAF SR VERT M B 4 BB 7] o1 _Position S0 &, HEH AZEWG
B AR AR B, Hein, #E%E 3.3 #EfT1HHE x'=xcos B —ysin B FMKIH L, 91 Position
B x & (5 1047) -

10 ' gl Position.x = a_Position.x * u CosB - a_Position.y * u_SinB;\n'+
FRAAHL, ATRAINRIT Ry .
11 ' gl _Position.y = a_Position.x * u_SinB + a Position.y * u CosB;\n'+

WRIEEX 33, BFER z FE ARG ' (5B 1217), UEFRE T w ik
BH 1.0%

12 ' gl _Position.z = a_Position.z;\n' +

13 ' gl Position.w = 1.0;\n' +

IAEHKA — T JavaScript RS H ) main O pREL (55 25 4T7) : B M Translatedrrian-
gle.js HJLFSEE—FE, ME—HARRZABRZ, ABlHTEEGIRHREAT cosp Mlsinp
B (MAEFREE R Tx 55), FKAEH JavaScript PYE Y Math.sin () Fl Math.cos () KK
HE B MIEZMRZE, B2, XN HEOMBEZINES (MARAEH) M35,
B AFRATTIRAF S B (BN AR BE I 5 SR BE W - K5 A FEE(E 90 LA o SRS FR VA 180, i)
Math.PI AJPASRAG m MOH (%6 23 47).

50 var radian = Math.PI * ANGLE / 180.0; // # %K A%

RSP, WATECITRRER A b W (55 5017), #5153 sinp Hl cos
BME (55 51 ~ 5247), BEREREATIREGCR (58 60 ~ 6117),

FEW &R s TR, T WG LA =M R f e T 90 JE 5 IR E T4
K ancLE fH, =AM 4 e, Ahekt Ty manfr, X33 #2EMK,
BN B BERE 90 BERYIE, ELHERF avcre BU{H N —90 BI A (%5 23 47), Math.sinO A
Math.cos () f B B A RACETR T H S .

4 AEAANAEAF, TV Bk gl _Position.w = a_Position.w, E# a_Position.w 4.% 1.0,
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51 var cosB = Math.cos(radian) ;

52 var sinB = Math.sin(radian);
53
54 var u_CosB = gl.getUniformLocation(gl.program, 'u CosB');

55 var u_SinB = gl.getUniformLocation(gl.program, 'u_SinB');

60 gliégiformlf(u_CosB, cosB) ;

61 gl.uniformlf (u_SinB, sinB);

WERARBEAS A BIRRFRSE B (6 A P51 uniform 25 & 43 5|2 cos B Fl sin B ) H
ARmn, W] AR B MEE N — NS AR A, i, 7RATPAXFEE X
uniform 25 & .

uniform vec2 u_CosBSinB;

SRIGIXFERE A cos B Fil sin B HIMH -

gl.uniform2f( u_CosBSinB, cosB, sinB );

XEE, fETR A E e, #UnI A u_cosBsinB.x ff]l u_CosBsinB.y J3KHL cos B FlI
sin B HI{H.

TR . e

X RIS, RAT AR A B RaA A OR B, (HRYHEBEH /RN, K]
e LA RSB E LR EAR S EB, e, B 3.25 BRT A e E TR
MR, ARG B, RATMFEEN 3.1 %K 33 BhN, HRG—FHEX,
RIGTETIURHE (A as LB

3.25 mRETEB— I =fAkK

BRMEXREM, BREFEES T -KHNER, RIMNATEEI RS
X, RELH—HE GRS, X YRBARE, HFERMTALER S — ¥ T E—
THR4ERE (Transformation matrix) JRSEAGX T TAE, AW AEREIER & G#E T EALEE.
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NP 3.26 B, FEFE R — MM 48, B3k B AT OKF 5 1) F0%) (R EH )
HEZ, Ber PR 555 FRm X7 R — R (—MERE) . JATTR R R R RN
A TSR

8 3 0
4 3 6
3 26
B 3.26 ‘RBiIERH

T R A o] (57 ) A R SR B OB RR 2 T, R S R A R | e vk
KEHR RS BARBIXTSR, HINTURE AR (0.0, 0.5, 1.0),

HEMRENFREATANGSRE34MEX (BRAFES “x7 EBHEBEEBAS, H
R TR, ABFRNESZAFREFXNMFSEHR). TR, FEE (FE) MKk
(frin) A3, wARAT T — R (Zil) . ERAEMER AR G HE, 2 i,
AXxBHIBxA FARE. 5 6 TR EHRAMITIEX L,

ZR 34

x' a b ¢ X
y'|=|d e fIX|ly
z" g h i z

EXFEXANERERA 3173 51, FM AN 3 3 ik, BEEAMZ—TH x.y.
2 RH KRR Ch T 5REMRE, REHEERIINEX, HORFRAHER), REA
A3 M0E, Aoy =4K8, FKEH, BFMINTHSRRIEHTFR—
®iE (—1RE).

AR, HBESKEMAREINHTAE, H=1"0BH8x y. 2, HEWEKX3S
PR, HE, RAEEERSIS KRENTHEMER, A7 AR PEHTE,

R 35

x'=ax+by+cz
y'=dx +ey +fz

Z’=gx+hy+iz
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BAE, ATHMEERZIMTARBERFERERY, THHEESR SR ER (&
& 3.6, EI%RK 3.3) #fTHE,

%K 3.6

X' =X cos B—y sin B
y'=xsin B +y cos
=z
HHEXT x" ®REAFHATHE -
x'=ax + by + cz
X'=x cos B -y sin B

XFER)E, R a=cosp, b=—sinf, ¢c=0, AAXHANEXEEHET .,
X%——F v

y'=dx +ey + fz
y'=xsin B +ycosf

BRERTE, B d=sinp, c=cosB, f=0, FMERMMELMAT . RENKT 2
MARERR, Bg=0, h=0, i=1 I,

TR, FXUERRAREA 344, BHEA37 .
%37

cosfp —sinf3 0
sinf cosf 0
0 0 1

xl
yl
Zl

X
y
b4

X

XA MR PR A T HREE P (transformation matrix), BB R A NI A& (x,y, 2) “4F
B ATEMBRE x',y', 2'), EEXAEBEEIFTH R SR — R iEs:, BriAx 4
5 AT AR FR A e 2B BF (rotation matrix),

AAER], %3 3.7 PAEKRITRERHREERX 3.6 PR, —BARRBXFEMFRR
%, HATRRHAERIEERER T, WRIRARE, (RN STE AR R g e, 2Rk
B ST =R EH R EE,
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AR =BT BRIz, DABUT & AR A S iac il T 45
MRBAMAFHINEE, (ER2, EHANEUE A AR DUR AR 2/l , Sk s i b5 —i (%
THERAERER)) HoAth LA AR SRR RS

TH]EE . %

AR, QRFATGE AL B R R SR B AL e, FRA Tl L B (o ) B R s HoA A 4,
Han PR, R — %A 3.5 %R 3.1 (FRIEFERERX), MTHFR .

X'=ax+by+cz .- FX@3.5)

X'=x+T, cean FX G
XHEETAEANAMAERD Tx, HF -1 EFAPERE, XERERNoEELHE
A—3x3 AR RRFH., TS, AT A —A 4 < 4 B 5ERE,

PAREAS 4R GEHEGEN 1.0) MRE, B2, AR p KRR (x,
Y, z, 1), FBZEHAp WA X, y, 2, 1), W% 3.8 Fir .

%338

x' a b ¢ d X
A EEERINE
z' i j ok 1 z
1 m n o p 1
AR RIERI S R AT PR -

%K 3.9

x'=ax+by+cz+d
y=ex+fy+gz+h
Z'=ix+jy+kz+1
1 =mx +ny + oz+ p

WRiEwE— AT 1=mx+ny+oz+p, REGRKAEHFEHM=0, n=0, 0=0,
p=1, XEHEMAHELG d, h, 1 Mp, HLEEUREGSFK 31 (BRHFK 3L pdf
WEI) . FX3.1 (F%) AR, BRIFESEK 3.9 #HTHE
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X'=x+T,
y'=y+T,
2'=z+T,

g x', AfHla=1,b=0, c=0, d=Tx; KM, L& y', "JHe=0, f=1, g=0,
h=Ty; [k z', "JAMi=0, j=0, k=1, 1=Tz, iXF, RELATAS HRR PRI,
NFRHFEFEHEPE (translation matrix), 1% 3.10 i .

%% 3.10
x' 1 0 0 Tx x
y [ |01 0 Ty | ¥
z' 0 0 1 Tz Z
1 00 0 1 1
4 x4 f e B

ZE i, RINELBNHEIE T — MR — PR, XHMERENERS
BRI BIRR T R E RA B E R B — R, AR T R BRI TR R, FE O
TR VR MEET, RONFTEFHNMEGAGER (REOZICHE, XH2HAMEH
HEERYIR), RMBEFEERE 3 x3 M) SFRERE (4x4HE) MBEARRE. &
AEEAER BB —FER R A AR R , BT ARG A0 BL, (X MR R B 8— 3.

PIRERE R —> 3 x 3 JEREREAE N — > 4 x 4 JifE, RBEERHRI3MAE3I
B—"FRIT,

x'=xcosB-ysinf
y'=xsinB+ycosp
z'=z
x'=ax+by+cz+d
y'=ex+fy+gz+h
Z'=ix +iy+ kz +1

l=mx+ny+oz+p
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Bl fn, MAREE R x' =xcosp-ysinp Hx'=ax+by+cz+dif, A[%la=
cosp, b=-sinp, c=0, d=0, PAMEHE, KRGy fz' FXPH R, KEHH
4 x 4 WlERE R, InSEs 311 s .

ZRK 3.1
X! cosff —sinf 0 0 x
Y sinfB cosf 0 0 <| ¥
z' 0 0 10 z
1 0 0 0 1 1

XHE, AT A A A FIBT R (4 x4) BRERERRFREMER:, KB T RN
HAx! '

TR (RotatedTriangIe_Matrix.js)

QI T 4x 4 iR ERFZ G, RANEREEEMRES ZAl# 7R IR F Rotat-
edTriangle, & =T %8 Z Bhbi ot &1 HESE 90 ., Bl 3.6 /R T A Bl RotatedTriangle
Matrix.js ARG, HEfTHRER 3.23 B2 3

5 3.6 RotatedTriangle_Matrix

// RotatedTriangle Matrix.js
/] MEAEH
var VSHADER SOURCE =
'attribute vec4 a_Position;\n' +
'uniform mat4 u_xformMatrix;\n' +
'void main() {\n' +
gl_Position = u_xformMatrix * a Position;\n' +
'N\n';

W 0 N o s W N

-
o

/I AAEKEEB

16 // %#¥AK
17 wvar ANGLE = 90.0;
18

19 function main() {

36 /] EBEMEALE

37 var n = initVertexBuffers(gl);
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43 /] Rl#adiEs

44  var radian = Math.PI * ANGLE / 180.0; //AEAi#% A%
45 var cosB = Math.cos(radian), sinB = Math.sin(radian) ;
46

47 // z&WebGL¥ MR 7| 2 A &)

48 var xformMatrix = new Float32Array ([

49 cosB, sinB, 0.0, 0.0,

50 -sinB, cosB, 0.0, 0.0,

51 0.0, 0.0, 1.0, 0.0,

52 0.0, 0.0, 0.0, 1.0

53 1)7

54

55 /) HRkHEEERLTEELS

56 var u xformMatrix = gl.getUniformLocation(gl.program, 'u xformMatrix');
61 gl.uniformMatrix4fv(u_xformMatrix, false, xformMatrix);
62

63 // &k E<canavs>HZ &

69 A ES

70 gl.drawArrays (gl.TRIANGLES, 0, n);

71 '}

72

73 function initVertexBuffers(gl) {

74 var vertices = new Float32Array ([

75 0.0, 0.5, =0.5; =0.5, 0.5, =0.5

76 1)

77 var n = 3; // MEHHKFE

105 return n;

106 }

HEKRERETRE QLR :

2 /)] MEALE

3 var VSHADER_SOURCE =

4 'attribute vec4 a_Position;\n' +

5 'uniform mat4 u_xformMatrix;\n' +

6 'void main() {\n' +

) ' gl Position = u_xformMatrix * a_Position;\n' +
8 "I\n';

Bah. WA
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u_xformMatrix ZRFI/RFN 3.11 PRIGEHIRE (55 747), a_position ARFRIRIIN
AR (BPSEK 3.1 A RR), —E RGN AR ER TR LY, 5% 3.11
AT o

FETR IR Transiatearriangle 1, YAl BATE— 7 AT SRR BOHTIIAIEH (o1
Position = a_Position + u_Translate), [@fE, {REAIATE—ITRBEFHERERES K&
FFEHZHE (g1_Position = u _xformMatrix * a Position), IXKfH AHFOIRANE T H
PG R RAEREERIRE . SOM AR IE 2 6 = 4 N ETR T .

BT R 4x4 1), GLSLES TR AE G MR IR, B AFRATHRF o
xformMatrix 5E A matd A (55 547). ARETEL, mats FERURARREIE 4 x4 BHERE,

JavaScript #% B 3 3 3. 11 TR IEFE R , ARG HFHAL S u_xformvatrix (5544 ~ 6117),

43 // blEsse

44  var radian = Math.PI * ANGLE / 180.0; // FAAL%RA#H
45 var cosB = Math.cos(radian), sinB = Math.sin(radian) ;
46

47 // iz &WebGLY MR F| LA #

48 var xformMatrix = new Float32Array ([

49 cosB, sinB, 0.0, 0.0,
50 -sinB, cosB, 0.0, 0.0,
51 0.0, 0.0, 1.0, 0.0,
52 0.0, 0.0, 0.0, 1.0

53 1

54

55 /) WRHEEEERLMEA LR

61 gl.uniformMatrix4fv(u xformMatrix, false, xformMatrix);

XERBEETTET 90 FEREZRBEMRZE (544 ~ 4517), XPIMETEGH
KM BIEFE R 3 ZJ58I& T Float32array JERI) xformvatrix AR R RIRNHERE EFE (56
48 47). 5 GLSL ES ‘R[], JavaScript }&H % [ 1R/ EFERAR, B AVRTE B0 H 26
RUALHAH Float32array, FATERBAFFEEFEN BN ITER, HEEE . HHERE 4
B, HuuEREBITMSHTHES, MBHR %R, HooRREHER—f7. X8, &)
] ASR BB R XAERH P A R TR - #R1TEF (row major oder) F13%%1| E FF (column
major order), K& 3.27 fR,
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| B |
abed albicid
_______ [
ef gh gl etfigih

TTETP | ki
L minioip

\AA/
AT E P HHFEF

3.27 BATERFFIRIIEFF

WebGL F1 OpenGL —#f, LR RS EFFREERA TR, o, & 3.27 fr
VA RETERC P BRI : @, e, i, m, b, £ m .8 K 0,d,n, 1 plo ASBIH, el
S AR BRI AR DU AR AE Floats2array REUMBAL P (56 49 ~ 5247),

&5, FAMFER ol.uniformMatrixdfv () pREL, FFRIRIA A EAHAE 45 u_xformMatrix
AR R (5 6117) . TERE, B IR G — DT LR v, TR BT A& Af i 2 B{E.

WRARAE N Va2 P BT SF, BT A B 2 R =MATE. RER! REL¥S
TNl B AR B A R e R = AT T

F% - HHERIREE

TARBT L, 4 x 4 AR (URT A SRR R, ] PARDRFRTER . RERFH5
RTERE , VREE AT AR SEAT R R B B B ATE AR e - < # AR > = < &
BIpME >+ < mBAF >, WIER GRS .

7 ' gl Position = u_xformMatrix * a_Position;\n' +

5 BARATRAEHELE, HEREFIREGFNT/] GELETF), WebGL RREXA #
BB M4 B 6905 ik, PTAEA RGN A false,

Bah. HEREMAER 105



XEWRE, WRFNTEERA «formiatrix PRITTER, EZHA—IFRERE, B4
AT CASEBLFRE4RAE,  HACRBUAM Z B e A A TR —H (18 3.18),

F I, B RotatedTriangle Matrix.js, XFHEFEMEBUCH S FEMEXHEE (5
1747) -

17 wvarTx = 0.5, Ty = 0.5, Tz = 0.0;

RIMNEFEFQEBEFHEMRY, 04, EBEREI|FFFHEN., BA xformvatrix
MAER—FRERET, BRMNMEAXNEREL, FAXNTEASN S, B
TR R —RH, R, IRAXH S avcie A5 &, 85 TER A & 59 A0 55 1 R
(5543 ~ 4517) :

43 // e

44 // var radian = Math.PI * ANGLE / 180.0; // AAGH#ARAH

45 // var cosB = Math.cos(radian), sinB = Math.sin(radian);
46

47  // i®: WebGL¥ 4B~ £ A6
48 var xformMatrix = new Float32Array ([

49 1.0, 0.0, 0.0, 0.0,
50 0.0, 1.0, 0.0, 0.0,
51 0.0, 0.0, 1.0, 0.0,
52 Tx, Ty, Tz, 1.0

53 1):

ETEBURIRRIT, IREBERIRRFIEITH4 RS 3.18 FUR AR . i o AE e
BERE, ARBETT DAYE R — AN B P AT A R AR R AE . SRR AR A R A AL = 2 R T
I SEREGRA 2 Ak, RFAEAR B AR TR E .

TR - B

S5 BRI GO B A AR BRI S o, RS A HARIEZ G T P

p(x,y,z)

pl(xl’ yl’ ZI)

B 3.28 FEHEH
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BRFE="" T X, Y 4h, ZBimgiE T S,, S,, S, MK, WAH -

x'=§ xX
y'=S xy
L

2=§,xz

R EXN5% 3.9 fEHLR, ATAGRCRER 2R B R -

Sx 0 0 O

=

X

y [ | 0 8 0 0 y
z' 0 0 Sz O z
1 0O 0 0 1 1

MZARBIF—FE, O R BEFEBOEEL 4 «formvatrix 258, HA] DAE A
RotatedTriangle Matrix.js W'ﬂg%%ﬁ@%%x#;{fﬁﬂéﬂfiTgﬁﬁﬁﬁéﬂ?])o W:Uﬂiiﬁ\ﬂiﬂm¥ﬁﬁié?
=i E i B P 1.5 1%, ik 3.29 Fis,

17 varSx = 1.0, Sy = 1.5, Sz = 1.0;

47 // #%: WebGLY &% 27| A&

48 var xformMatrix = new Float32Array ([
49 sSx, 0.0, 0.0, 0.0,

50 0.0, sy, 0.0, 0.0,

51 0.0, 0.0, sz, 0.0,

52 0.0, 0.0, 0.0, 1.0

53 ]

B 3.29 EEA M LBMAM=/HK
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TR, WORFFsx. sy Msz HEN 0, G T2 0.0, FEMSg/DEIAT W,
MRAFBRFELORTAZ, WizfFgaH 12y 1.0,

B4

X —EH, FAER TS AT B — K ATSE g, e F
AT R AL IR R BN A HI BT, PARAMT T BE A . FERT—FHHATA R
SRR, X —EPRNEH T =A%, BRXWESERE AR 2B,
Besh, BAVEFD] T — LR RIR, FE T 68 AR 4RI T A el
gER. BAREEARRGIIRMMA A2, BREE=4ITAIEEETIFFES,
PRI 243 T andE

T—ERY RER AN, ERBMNSFMA 5T 6 8 & $0%F L R i
Boerdndys, RBIREETERRFES.
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H4E

ERERSEE R

15 3 3 "G SRR =M F, REE T T IR S KR 26 =M1,
W HerRANFE TRBASR (PR, Bere, 4080 BB, T T a8 AR R Ok
AR BARAE (W RBIR GG, BHREAAZREEEFED) . EX—%p, i
Rt — PO, HTEMCEA ERIfE— R R shEACR . Bk, FRATRE -

o MM —NERARRE, R T A AR R
o PR EFEARAEREE, XEEETE AR,
o TEZAMEFERRTBI T, SCBLRE BB ERCR .

AEFENHRPOR, BEIRNK WebGL /7 A, fE/FHILES, JLFHRAR
ABIRE R 2 B X AR

TESE 3 B, BRFRE. BERE. AR SR ME AR AT DA — 4> 4 x4 BRI ROR
{HRTEE WebGL F2/FHyIH, Fait B M EERAERNE, N T RfemE, K
WebGL FF % 3 #R fit FiI R 45 A1 o 5070 O R JBRAE I VT SO A1, TG-S R A R R4
HAlC&A IR R, ERERBT, HAFEH DT HA 455 1R %R
BUF., A THEEREUE, T P, REHEHE" AR AHERMREERT .



SEPETEHERE . cuon-matrix.js

£ OpenGL ', FATICHF 38 E L BAMER)HITRK, F OpenGL 24T — &
FUA R BORHE I QB B . Hean, @ A gltranslate O BREOFEALE X,
Y. ZHi ERPREIEER, ST ARIE— PR (W 4.1 FiR).

|

PR Z, WebGL BATRMARMIAFERERE, MREEMEREN, FHEFEHCHS,
HEMAHEAMANC LRGN, FOVEEREAREA M, IIARAR L IHWS T —1
JavaScript B cuon-matrix.js, ZeRHUE R IFIRIELS OpenGL H 3Ry J5 : A AR
BHilE, BAXNERENABMEN, RWATATE A CHRRF PR E,

TEHS 3 B FRATE ULE], JavaSeript 153 P B Math X G p R4 T3 M B IE X {E
FIARGEIERI T 5. JefiHth, cuon-matrix.js FEH A Matrixa JFGR 4R MAL T QAR A
R 715

glTranslatef(5, 80, 30); —p> [ g

oO—-=00
- oo wm

0
1
0
0

[N Ny

4.1 OpenGL i glTranslate() &%

Matrix4 R AEREREAR LB AT ', B4 S S matrixa SF (3E61) * FR— 4 x4 1)
FERE, AR N SRR Floated2array SRAFREHIFRI TR .

FAT13 A1 Matrixa FIHAH IR /715K IE RotatedTriangles Matrix FEfFEE—R, ik
FEAXANERF R B RBGE, EERHIRBIFRF A RotatedTriangles Matrixd,

HIF Matrixd g (AE cuon-matrix.js i, B PAFRATIFR ZSEIL AT A HTML 3X#F,
ZIEA BB AR, ATABEA <scripe> FREER Ty (EHUSCEL, B 4.1 Bs.,

5] 4.1 RotatedTriangle_Matrix4.html (hn£E R EE)

13 <script src="../lib/webgl-debug.js"></script>
14 <script src="../lib/cuon-utils.js"></script>
15 <script src="../lib/cuon-matrix.js"></script>

1 ®#3t, £ JavaScript ¥ XA £ % (class) ¥ A, X 28 Matrixd £ ER AL (HikH
ot f), [2REAET EMTF CH F “EB7 R, A BT AR S “£RT, —
A E

2 i, “Matrixd 3 £ A& 45 “cuon-matrix.js P4 69 Matrixd ik F HAF R, WAL “Matrixd
AR 7, B A R Matrixd M 3 E R 69T 7 AR RE LT & XA B, AR “Matrixd
EH7, —FHiE
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16

<script src="RotatedTriangle Matrix4.js"></script>

—-Ej][]ijzfé‘ , FRAIFE LB — B RotatedTriangle Matrix.js ] RotatedTriangle Ma-
trixd.js X5, FBEFRERUAFE XD Macrixa FER,

T3 2F (RotatedTriangle Matrix4.js)

NIRRT T4 3 =) RotatedTriangle Matrix.js, ME—MIPsh %4 TEH
HIRE . QAR , AR BAER L A TR E S,

ERotatedTrlangle Matrix.js FF ﬁﬂ']% ﬁﬁﬂﬁ;&;ﬁ%m

1 // RotatedTriangle Matrix.js

43
44
45
46
47
48
49
50
51
52
53

61

/] I aAER

var radian = Math.PI * ANGLE / 180.0; // Convert to radians

varcosB = Math.cos(radian), sinB = Math.sin(radian);

// &&: WebGLAF|  A#
var xformMatrix = new Float32Array ([
cosB, sinB, 0.0, 0.0,
-sinB, cosB, 0.0, 0.0,
0.0, 0.0, 1.0, 0.0,
0.0, 0.0, 0.0, 1.0
1)

gl.uniformMatrix4fv(u_xformMatrix, false, xformMatrix);

ARG, RTFEMA—A vatrixa JFHRIF AR I setrotate O FFiRTTH HIEFE A
Mok EEX IS, THEHEARMFBE/RT RotatedTriangle Matrix4.js REEEGRITRIY .

1 // RotatedTriangle Matrix4.js

47
48
49
50

56
57

/] H kA EMatrixdst £

var xformMatrix = new Matrixd4d();

// ¥xformMatrixik & A4
xformMatrix.setRotate (ANGLE, 0, 0, 1);

/] #HEHFEEEHLWNEL LS

gl.uniformMatrix4fv(u_xformMatrix, false, xformMatrix.elements);

A, IR B R S 15 45 uniform ZE B EAS IR, TEXPRBIER o2 A
FIRY (%5 48 ~ S04T) : FA new BAEFFHE — > Matrixd IR, BBRILATME new 2
VEZF BB — Array X4 BY Date Xf R —FE, BANTFH BT — Matrixd X4 xformMatrix

TR, RIEHEE 111



(% 48 17,), HPMH setrotate O J7¥k (55 5017) BAH (WA EMXTEAL, B
xforrnMatrix) ﬁj‘gﬁﬁﬂjﬂ‘]ﬁfﬁ%%ﬁlﬁo

setRotate () RENRINHISEOR . HEfef (AT ARIEES) FRERH (X, v, 2),
TEREH (x, y, 2) RARBERE R GEE M (0, 0, 0) 4517 (x, y, 2) R BEATHY  AE S 3 Tt (
3.21), NSRBER:fEERIEM, ATy mit, A6 b iies: 258 Z fhit
Ty, BriAiessihe s (0,0,1) .

50 xformMatrix.setRotate (ANGLE, 0, 0, 1);

R, WRESE X RBEFZH), AABEFERA =108 x=1, y=0, z=0 ; MR R L
y RBEREHY, W x=0, y=1, z=0, —BEARYE xformMatrix WP B THEFEAEM, FTF
AL S5 Bt LR AR Y o1 . uniformMatrixdfy () Jr AR HER FEEME A TR (8%, YRR,
PRANRERF vatrixs MR EBENRE—DSEIEA, FAZTEREE— NS EALHZ
RAAEA . VRIS vatrixd RPGRY elements JRMETT M IF R T R BB R,
WNEE 57 47w

57 gl.uniformMatrix4fv(u xformMatrix, false, xformMatrix.elements);

Matrixd XFRFTSCRFR T IEAR IR 4.1 FoR.

& 4.1 Matrixd MR ZFHFN T EFRYE

FHiEMEEER ik
Matrix4.setIdentity () W Matrixd E4H| 40K 455

Matrix4.setTranslate(x,y, z) HMatrixd EH X BEHFH THRIESE, Axth E-F405E
BAx, vy EFHGEESyY, Azt EFH40ESAN
z

Matrix4.setRotate(angle,x,y,z) H Matrixd EHE FE H w3 TR, #EHARLN
angle,i{%ﬁ&jﬁ] (x,y,2), A (x,v,z) RABE—4 (FL
8% “Am”)

Matrix4.setScale(x,y,z) B Matrixd EH X R A EATHRIERE, A=A 4 L4k
BF 4554 x ydez
Matrix4.translate(x,y, z) H Matrixd EH KA —/NF45 TiR4EE (Z-FHEHLE x

RMEFHAERNx, Ay EFHOHEIRyY, Azt
FAHMHREER 2), HANERLAMAE Matrixd F
Matrix4.rotate(angle,x,y, z)  Matrixd L VA —A e st T4 (e 4 4B 5 2% 4%
ALK angle, FHEhA (x,y,2), witd (x,y,2) £
Ja—fL), FiAFeY4 RiE A4 Matrixd ¢ (L F 8 %)

Matrixd.scale (x,y, z) 18 Matrixd % FOA— ARk ERIETE (M A 2
ANgh LR E T M A x, vhez,), PTRGLERTHEMH
fi Matrixd ¢
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R AR i
Matrix4.set (m) i Matrixd PR E A m, mLiRbE—/ Matrixd FE4p)
Matrix4.elements AR #4 (Float32Array) &4 7 Matrixd F£H6EMKLE

¥Rl AAEERE T OITA, RET | ARETOITA M, HF—AEERA
$lifE, FEGERREFRZLAR, A¥EEY, AKX LHLEH 10, i
ROALE R 0.0,

MEFRHAI, vatrixs SRAWFTTIE : — M AR LIRF THERIH set, A—F
WAL, fE set BIRH T ESRESEOT R HASRER, A EHREES AR A S,
MAE set BIZATTE, RERBEBSEOTAHLZRER, RERHAESS5RIRESIH
BB, AEIEHEAFINEREE AT vatrixd JfRH,

WM ERPIR, vatrixda RWTTETFBRERTE, FERERR, f FXERz, ot
I 2B R 5%, W, WRAEAR G FARA A X = AIE AT e, maEx
BT, IMARENTESS 5017 .

50 xformMatrix.setTranslate(0.5, 0.5, 0.0);

TRBIRRFF Y Matrixd JFRATZ N xformvatrix, FRXR—MEHANZRERE. B
R, EACHEFT, WRATAH—IERERZT (L5 3 |EHE) rotMatrix),

E8%

BAE, IRXf vatrixa IR KOEH TEARR T, FHERBREFWTH A vatrixa
PP A AR, BNedtfT —yOors, BT —IKiER, . SE OXIUE 55 i) 7R Bl AR
k] RotatedTranslatedTriangle, BfTZEHEUE 4.2 s, HE, N T HHELH, 244
K= L Z Bl =R/ L,

4.2 RotatedTranslatedTriangle
%, RIEhEk 113



2R, AOIPRET AT, ME 4.3 Fir
1. FF=mAEuE X firrs— B,
2. fEBLERE, B =,

43 EBERE=AK

PR TiIX 2%, BATTLAES T 1 4 CFRBERME) itz
%R 41

< BT B EIEIR > FHAEE > X< R4 L >
RIGRT < F# 45 65 £ 47 > BATHERS .
K42

< “PREIEH" B GIEIR >=<FEHAEIE > X < P45 694 4R >

BRI A BT EX WS, BEFHTER, FE 41 ARFERX 42 F,
NS AEE

%343
< PG DR B BIEAR S=<FERAEE > X (K FAHIEME > ) FBHEF >)
XH
< BEHAELE > X (< PAHAEMF > X < RAG LT >)
ST (EEFESHAE)
(SBEHAEIE > X < FABAEME >) X < RAG L IR >

B J5, AT PATE JavaScript it 35 < sE # 42  >x< FAAEHE >, RIGHFEEH
W AT S E GRS, BXFE, RITRTAEZS N ZHRESERT. —MERARE
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T 2R, FXETREWE AR —MERN SR, $EF THER TR (model
transformation), =R ZEIR (modeling transformation), FHL Hb, 4517 A% 6 14 48 B F7
RSB E (model matrix),

FRE S — T BRI

Ay 4y Gy by by by
A= a, a, a, |\B=| b, b, 12
Ay G ay by by by

bR, RAS3x3 5 A 5 B FHFEMERNT -
#X 44

Ay, X by +a, Xb,+a,xb, a,xb +a,Xb +a,xb, a,Xb,+a,xb,+a, X b,,
alOXbOO+aIle10+a12Xb20 aIOXb0I+aIIXbII+aIZXb2I al(JXb()2+a[IXbI2+a|2><b22

aZOXb00+a21 Xb|n+a22 XbZO aZOXb(Jl +aZI Xb]l +aZZ ><bll aZl)Xb02+a21 Xblz +a22><b22

ERFA 3 x 3 FREAHFEAIER, K P A BB RUERE R 4 < 4 B05EME, AT 2ETERE,
HEHARMWFRER, ABHERIFA—EFT B*A,

WNYRFTEL, cuon-matrix.js HIE) Matrixd MR SCRFAMGEE, T HEBKRE— T
fEf vatrixa JARIATRHGERIE, MMHFZ BRI GEE, KHFH, REHER,

T2 F (RotatedTranslatedTriangle.js)

5] 4.2 °fj RotatedTranslatedTriangle.js, MM A E AR N TEARY SHI—TH
RotatedTriangle Matrix4.js #H[E], ME—MX B2 uniform 28 & u xformMatrix [ 4% R
WA T u_ModelMatrix,

f5] 4.2 RotatedTranslatedTriangle.js

// RotatedTranslatedTriangle.js
/] TEEEBAA
var VSHADER_ SOURCE =
'attribute vec4 a_Position;\n' +
'uniform mat4 u_ModelMatrix;\n' +
'void main() {\n' +
' gl _Position = u ModelMatrix * a Position;\n' +
"I\n';

o N o s W N

%, REkkEE 115



9

/] R K EBALF

16 function main() {

33
34

40
41
42
43
44
45
46
47
48
49
50

56

63
64
65
66
67
68
69
70
71

99

100

/] HEEMELE

var n = initVertexBuffers(gl);

// &l#Matrixdxf FASATHY KR

var modelMatrix = new Matrix4();

/] AR

var ANGLE = 60.0; // ###

varTx = 0.5; // F#%H

modelMatrix.setRotate (ANGLE, 0, 0, 1); // #EMYEHEhREER
modelMatrix.translate(Tx, 0, 0); // HEVEHEFIU-FHERE

/1 R EA &R

var u_ModelMatrix = gl.getUniformLocation(gl.program, ' u_ModelMatrix');
gl.uniformMatrix4fv(u ModelMatrix, false, modelMatrix.elements) ;

/] BHR=AH
gl.drawArrays (gl.TRIANGLES, 0, n);

function initVertexBuffers(gl) ({
var vertices = new Float32Array ([
0.0, 0.3, -0.3, -0.3, 0.3, -0.3
1)
var n = 3; // WE&%E

return n;

}

BRBEAPITRES 46 FTHI%E 47 17, TADHRE T <stdesem >x<Fami > .

46
47

modelMatrix.setRotate (ANGLE, 0, 0, 1); // #EMVEHhEHEERE
modelMatrix.translate(Tx, 0, 0); // HW#ENEHERA-FH$EHE

AT JETH T8 set MUY IE setrotace O, {5 ARIBHUN LATHEENERL AR,
B\ modelmatrix (45 46 £7), BFH, RAAM TR set MBI translate ),
BRI, B — TR, SRS B AR AHTE modelyatxix 254t f K5 I 7 A
AT B TR, 5] 45 RS ] modelvatrix f1 (55 47 7), hIF7EH —
B2 JG, modelMatrix BAMLE T — MHEFAERE, 4B TIX—, nodeluatrix Hif

116
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HRELR < A4 AE I < A > T,

RATRESH RS, “FRIGHERE" MINT S5 SRR < #5465 >x< 454614
> WIUF 2 A R, a2 PR AR S e i A B S = TR R = AN TIUS ) R G AL b e B AH 3,
HAE—FERX 43, REHBT.

ficla, a‘tﬂ'lﬂ%’ﬁ"’fﬂiﬁlﬁTé%rlﬁ MEOIRHPN uModelMatrix AR5 (55 56 47), F4N
WARFEIELS R (55 64 7)., TEW SR INERRT, /R0 AFE B FR MR E 406
—~fiE,

R B2 Fr i sk i

it RN EERGIFEF, ST REREH %, RER, 1~ A T AL AR Y
WF. TEXNBIFH, A set BIZRAI ¥4 setTranslate O FTFHEAIE, A
A& set BIBAYTTIA rotate O BEATHER. .

46 modelMatrix.setTranslate(Tx, 0, 0);

47 modelMatrix.rotate(ANGLE, 0, 0, 1);

A 4.4 BR T RBIRRTFRIZETITES

B44 "RREBER =K

WARET W, BUETEFE FERIRT 2 )G, G5 R A—FE T . [RELR B1M 5 WL, anfd 4.5
7R o

¥, Rk 117



5688 R e i

SElEss e %

4.5 FRMEEXFFBNARMNER

MIERE LT T QA ] cuon-matrix. s pRAUEMEBERERE, HEAS, &
FF—EERX R, RbA TE(/H.%*ELM\')\i’L el
)|

FIHBCA L, AT T AP A R BT R B R R AR . B, &
MEEERL THT T4, IR, FHEEZRz H2shEEEd .

G, B A ROIBF rotatingtrianole, AP S HIEZMERE (45 B/ B)
fiekt =i, 4.6 R T Rotatingtriangle ZIREREAIRNN, T DA 8 HIHESHIBOR.

& 4.6 RotatingTriangle #J % i5#; E /IS in

118 F4E SETHRSHHEEM



oy | B itk

HTIE—DEREEEE, HRHREMGR . REHERREL=/A, I HERK
42 I B OIS SR

B 4.7 BT — NEM = AETE O, t1, 2,3, 4 WZIEE., 8 kERisn,
(HRARGER HEKE P =M AR AR, 24 R4 B0 PR 1 2E b 515X L6 | i
BHEE, VRIS A B bt R T, TR shiE, e BT —FE,
WK, FELH— N =M, RERER L=, L6 2ar, &
MIFRERA ol.clear O, XFHNAERZXT 2D FIELRZ 3D X5 #biEH .

t0 t1 t2 3

B 4.7 SREFHERAI—RET TEMAIER

t4
4 P time

TSN, TR A RELE .

BLEI— . FE10, t1, 2 3 52 R E WA F— A RECk 2 H =M,

MHl— . SRtz Bk EREHAE, HE=MEIREHNKAE,

8 AP R SEER B8, Z AR AR E A R RAT T § 1 Ana 3L BLEE — L
HlR—AFHEE, bR — R R BRI,
T2 (RotatingTriangle.js)

{5l 4.3 Ay RotatingTriangle.js TG, TGH QLA ITTHE G5 Z AR BIRRF

ME, ERFAMMIRETAECRIRGS Tk, EHFABRRRERS TG AR
Fer)izH
BRBIRFSH— P ROIRBRFA AT =RR5] .

s HTRIFFEREEH =ML, FARINERRiEE T ERE (F4197), m
ARIEVATL M Z 1l C4E, 7E WebGL 1, I BIFHIH FOFEERZ Al —HA K.

P2l
El
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o T REFMLH R EHILE (Pl —) (5559 ~ 64 17).

o (ML =) EXT draw) BREVASEILTE BRAIL 6 =ML EAE (55 102171
draw () pR%Y).

XEEARR ZALLEG] 4.3 PR H T (58 1 ~ 347). iERNUFABIRE—TFRE.
#] 4.3 RotatingTriangles.js

1 // RotatingTriangle.js

2 /] MEALEE

3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +
5 'uniform mat4 u_ModelMatrix;\n' +
6 'void main() {\n' +

7 ' gl_Position = u_ModelMatrix * a_Position;\n' +
8 "Nn';

9 // AAKEB

16 // sdkB (BR/#)
17 wvar ANGLE STEP = 45.0;

18

19 function main() {

36 // REMEALE

37 var n = initVertexBuffers(gl);

43 // # E<canvas>H¥E& <= (1)
44 gl.clearColor (0.0, 0.0, 0.0, 1.0);

45

46 // #Bu_ModelMatrix ¥ ¥ )4 f{i %

47 var u_ModelMatrix = gl.getUniformLocation(gl.program, ' u_ ModelMatrix');

53 WAES EAERIE L 3) 3

54 varcurrentAngle = 0.0;

55 // ARAIEHE, Matrix4zt £

56 var modelMatrix = new Matrixd4 ()

57

58 /] FHEEHR =AM <= (2)
59 var tick = function() {

60 currentAngle = animate (currentAngle);// R #H#HA

61 draw(gl, n, currentAngle, modelMatrix, u ModelMatrix) ;

62 requestAnimationFrame (tick);// # K LB AMAtick

63 };
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64 tick();

65 }

66

67 function initVertexBuffers(gl) {

68 var vertices = new Float32Array ([
69 0.0, 0.5, -0.5; -0.5; 0.5, ~0.5
70 1)

71 var n = 3; // WREHKF

96 return n;

97 }

98

99 function draw(gl,n, currentAngle, modelMatrix, u_ModelMatrix) { <=(3)

100 /] R ERSER

101 modelMatrix.setRotate (currentAngle, 0, 0, 1);
102

103 /1] KA RATRES &R

104 gl.uniformMatrix4fv( u ModelMatrix, false, modelMatrix.elements) ;
105

106 // #M<canvas>

107 gl.clear (gl.COLOR BUFFER BIT) ;

108

109 /] BR=AH

110 gl.drawArrays (gl.TRIANGLES, 0, n);

111 }

112

113 // stk E—R AR & w2

114 var g_last = Date.now();

115 function animate (angle) {

116 // #H%EH ERARNLT $ K

117 var now = Date.now();

118  var elapsed = now - g_last; // E#

119 g_last = now;

120 // AR4BSEH ERAR AR, RA LATRSE A A

121  var newAngle = angle + (ANGLE_STEP * elapsed) / 1000.0;
122 return newAngle %= 360;

123 }

EURE AT, RO AEREM T RS AETE (58 747), X5 RotatedTrian-
gle.js —A4f, JavaScript F& /7 e M (45 uniform 25 & u_ModelMatrix,

7 ' gl _Position = u_ModelMatrix * a Position;\n' +

F£ JavaScript #2J7 1, A1 L T AL & ancLe_ster FoR =MABWIERR AR (5
711), BAIRE/ D,
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17 var ANGLE_STEP = 45.0;

H5E, mainO BRECPIS 19 ~ 3T AT R BT CAE AR, Ma—MnRpl—H, |
LR 2.

RIG, EORRDRFEIEAT 2 R HAE, AR AT ERE - REFa (5 417).
FIRE, Fo t R ZEAR I — R T (AR Y u_ModelMatrix AR EAfF bt (58 47 17),
R gk AR R i AR S o

47 var u ModelMatrix = gl.getUniformLocation(gl.program, ' u_ModelMatrix');

5, FIA v ModelMatrix ZSEA draw O pREHE=FELH K (55 99 17).

APt currentangle HRIAR(E R 0, XAVERFIR, FREHIN, =MABHXTHI
BEARASBOERE 10 A (B . UIRAE AT T — AN B AR PP v R ancre AR BRIV A HE S R —
B, modelMatrix jg Matrixd FRBIMM R, KRR YAIMIBER R (55 56 17), draw( B
YA EHET2E, RANEATE draw O pREA AR fF modelMatrix (T2 FE MR
BONBEIE), XRFEN, WRBATIBFEM, ASARERF draw O pR BB 2B — 1
Matrixd IR, XLMRRMERE. FTLA, FRAVIEREALE drav O BRESMERAIE modelMatrix (55
6117), RIGIEASENLY drav 0 pREL, XFEFERRKIAM draw O BB, AFTERFEHHL
B set BB EEHOTE, MATERM nev 2HAFOIEZ (FETEBINIITH).

tick ) PRESEEL T ESCIRBIMPLE —, ZeR BORFBUR R AT, B U & SR
currentAngle FHEFLH =M (5 59 ~ 64 17). ERTEE THERLPRZFTILEHIZ AT,
LIRS KB —TFE tick O REHRBEAETHA -

53 // ZAM )L A A

54 varcurrentAngle = 0.0;

55 // BUEME, Matrixdzr g
56 var modelMatrix = new Matrix4 () ;

57

58 /) FHHBEH=ZAY <= (2)
59 var tick = function() {

60 currentAngle = animate (currentAngle);// ###%4f

61 draw(gl, n, currentAngle, modelMatrix, u ModelMatrix) ;

62 requestAnimationFrame (tick) ;// # K| LHHMtick

63 bi

64 tick():

fE tick () BB, FATEM T animate 0 Jryk (55 601T), HH T =MAILH4HTA
J currentangle ; ZJ5, WATAM T draw( ¥, ZREFLRH=MAE (56 61 17),
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draw () B BCHHIE RS R P 40 T TS 2 60 38 1110 o odelvaerix AN, 4 =FATE
ekt T currentangle Ji, MRIGFI ol .dravareays O FEAFAHI (55 104 ~ 110 £7), X
HAMUIE L2 g, BRI F.

RERRLEHIERL (tick()

WHIENA, ATHE=AEIEE, RTBEREETATHES « (1) EH=AENY
Hiff i currentTriangle ; (2) WM HIKE, RI\EURIMELH=MAE. %59 ~ 6417
LT XP IR,

HARF AP RAE BT — DB s, RS HEX B RO 45 cicx 28R (&
4.8). TEZREP, FAVREE AL main O BEPHIE L R ERIENSEER T drav
BREL (L5 61 17), WIRIRFEA S — T EA RIS, W AS ILES 2 8 “WebGL
AT R KT PR B R ER A 2

S |

4.8 tick () EREHIIRIE

PRAT AGE I _E ik i B A Bk SR AP il , X /2 3D FTE4mfef X HR .

ARVAA] requestAnimationFrame () pRETET, BETE YN YE 857515 R 09 50 (]
FVERE—ANSERE (B tick), AR tick O RFFRMAT (56 62 17), /5 HK0F
9‘{ requestAnimationFrame (), Eﬁtz%ﬁ, ﬁﬁfﬂ?ﬁﬁ:‘{%% tick() %ﬁ%f&#ﬂ‘jiﬁ%%
1] R
ERRBREENEEAELSH =A% (draw()

draw () pREEEIWA T EANSHL
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gl . 2% =M LT X,
n H ]ﬁ/@;/l\ﬁo
currentAngle . 4 Fi K HER A,

modelMatrix : R 4% 24 B 1 e % A & currentangle 7150 W €% 45 M, 7t 7E
Matrix4 Xf 5 o1,

u_ModelMatrix ; T0 J5 2% .28 71 [7] 4 11 uniform A5 B 1EE {7 B, modelMatrix AR
ST N
ZEB BB IR (5899 ~ 111 47) »

99 function draw(gl,n, currentAngle, modelMatrix, u ModelMatrix) {

100 /] B EBASIES

101 modelMatrix.setRotate (currentAngle, 0, 0, 1);

102

103 /] HAHEEE AT S B

104 gl.uniformMatrix4fv( u_ModelMatrix, false, modelMatrix.elements);
105

106 // i#M<canvas>

107 gl.clear (gl.COLOR_BUFFER BIT);

108

109 A 5 ES L
110 gl.drawArrays (gl.TRIANGLES, 0, n);
111 }

H5G, (M cuon-matrix.js $R{LH) setrorare O VAT THERALRE, LR EA
modelMatrix (&5 101 7).,

101 modelMatrix.setRotate (currentAngle, 0, 0, 1);

RJG, A gl.uniformMatrixdfy () REREFFFREME ATRE GFF (55 104 17),

104 gl.uniformMatrix4fv( u_ModelMatrix, false, modelMatrix.elements) ;

HEETER <canvas> (55 107 47), 1A ol.dravarrays () pREINITE QR H 2% =
¥ (58 110 17) . X LA 5 R M7= GIFEF A0 R 5 .

BUAE, FAEF] requestaninationFrame () pR%, XABREAIEM R - WY& H
— IR, WERIEARRIEAE YL tick o BRETIE,

124 BA4E SETHRETHEEM



ERBEXR#IAA (requestAnimationFrame())

fEGE ) Lok, WRARAEEE JavaScript R PATHAFHEMAES (BR80), FRATLA
{fi ] setInterval () pREN.

setInterval (func, delay)
[ delay B ) 8] i, AR func &%

B func ‘ L BREZSRARNGHK
delay R R OXEAH $E45)
iR [E{E Time id

PR 0 S AR S 22 MR T, B IMRAE TURA B JavaScript 124 THREE, (H2
H setInterval O pBRELHEAE Z Y], WIS AEBA TFIA LR 2 AR T, FrCAEBAA A%,
AEVRE TR B PHIE, H PR setinterval O pREREI S RE WM func, WIRIREE
TR Z SR AR ey, B AR, WIS #R L5 AT requestanimation () F7iK,
TR R AR T T IR RSN A 242, requestanimationFrame O 25| AKITS
%, BEALIRHEL. 4F7E Google HR LAY webgl-utils. s PEFRAL T 1% ek XU HY E SO
Fee T AR A A 2= 5

requestAnimationFrame (func)

HEA LB AR LR DS func ALAES (B 49). ANESADBLRRSFAK

kK,

B% func 18 R A KR 90 8, B A B — A time
A, AR 64 B R

iR EE Request id

SRR 2
R BB A tick ()

.
*e requestAnimationFrame(tick),

> function tick() {
g

ERUDUELE %2 S UL
M tick O B/

& 4.9 requestAnimationFrame() BI#/L#I

2
[E|
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o YA oK 0 A 2 AT ARE SR AE R B AR T _EasfTahiE, W, WRIGEREE
HEFARAER  RE func (55 1 A28 2EMNRBFEZNTHENTE (B2
) EergrRM. WAMNETFEEE, NN (33 TE ML) MR T —
K funce 5, BEFUH A E , UL R KR K, BFAB—KERCE8 R (Wi,
requestAnimationFrame B setTimeOut [fij /N4 setTimeInterval, ASFH NIREE —IK
WK, MAAEHIERTIA func), MO, FERHREUS, RTERE TRIEHNER,
R E— R KT B3 RTE R e a1 i, W56 62 477 FTR, 7E tick()
BRE S , FATE KRR tick O K%L, IXFERLAT LATEIF SO HIPAAT tick O pRELT .

62 requestAnimationFrame (tick);// # K% LB HMtick

TRARAEBE K, FE(# ] cancelAnimationFrame ()

canceunimati.oni‘rm(requestlb) ‘
Bk requestAnimatlonFrame() RALHHR, \ &
B4 requestID 0 433 requasmnimatwnframa() %:&m“
ﬁ@ﬁ £ ‘ : :

BEIETERE R (animate())

B Ja R A W SE BT = AT M AT E R, F . PR FEAC B currentangle (5% 54 17)
FEEfE T =PRI AR A (BRI ERE, YR=MmEmRE T2 0MAE). &K
(TVHRE =24 T A e i BE T S e e AL

FATH| F animate () PR H currentangle A8 B (45 60 47 ), animate () HFETES
115 F780E X, Bl S angle, RARAI—A (E—WiR) HEs5 A, BRECR B4 AT HER A .

60 currentAngle = animate (currentAngle);// R ##%#H A
61 draw(gl, n, currentAngle, modelMatrix, u ModelMatrix);

113 // X E—RER&HKAH R
114 wvar g_last = Date.getTime();
115 function animate (angle) {

116 /1 it HBE®R ERARELT $ K E

117 var now = Date.now();
118 var elapsed = now - g last;
119 g_last = now;

120 [/ ARAESEH LKA M K RTE, R AT L ATARAE AR

121 var newAngle = angle + (ANGLE STEP * elapsed) / 1000.0;
122 return newAngle %= 360;

123 }
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SRR, F R R A SR 2, BRI FRATE T 4.10 SRRRE,

i0 i1 i0 ANET i1

I \ r \

P time

B 4.10 SkifE A tick() Rt HEE RRVE S

HAEE 4.10 .
o t0 BF 2| A tickO B, PFFEE draw 0 BRELH =AE, REFHERT —KAH

tick (),

o tl I ZIPA A cickO B, FF4E5E drav O BREUZH =ML, AFEHEKT — KR

tick (),

o 2 B %A tickO B, KFHESE draw O KB H =AE, REHRKT— KA

tick (),

S5 L A A, R RO A0 00, 1 2 2 [ T R B . AT
requestAnimationFrame () FURH RN Y SE1EME 21 HOMTHLIA A S HORE, BN IS HA
FRAE 1 B ASBE 10, 01,2 2, FER IR B 5028 b, kB e — NS B R AR S
HATFTRR, BTS2, t1-to RARERETF 2,

BEAR VA A tick O ERERIRAEE , AR 45 UCUE AT I /] B[] currentangle fifl E
—ANEERAEE (/) Sia S ECR AT i s soE f e BOR .

M, animate O RREBCE PSR AL« ARIEAUE F -5 L U A 2 18] g s 1] )
I e e S X — TR e A BE L B — Witk i &2 /0, St FROTFF E—iim (E—ii) &9
B ZIFFAETE o_last BEH, RX—WIAM (X—W) BINZIFFAETE now 2R, RIFIT
B ZEE, 5 30X — YRR B B — YRR A R TR RD RS , H A7 TE elapsed 8B rh (55
18 4T), X —Mirh =MAIEHesEr A RERH elapsed BiE (58 121 47).

121 var newAngle = angle + (ANGLE STEP * elapsed) / 1000.0;

pal
E|
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A5 g last Hl now # 2 pate XY now () H LMK EME, HEAMNEZF (1/1000
)o BreA, MRFAELE=MIPLA ancie_ster (FE/FP) KhEfrk, IRIEFHZHRF avcLe_step
FeLA elapsed/1000 KITHBEFL AL, FATICHF ANGLE STEP 5 elapsed FHTe, $RJ5FHIRLA
1000, HEARZHMFEE (5 12147),

e, FEIR X — W ERs fi newangle BRI, EFHEMIEEIHL/NT 360 F£ (55
122 17) FHREISER,

FER YL 4% 11847 RotatingTriangle.htnl, WIDAFH|, = IETEH BAE & B2
Friess, FEHETRIJLES, BRABESHAX AT AR EHMBhE, BT AT B ES
fFABESE, PRIV IZBREAR T H PRS0,

R R BIFE Fr g S5

TEX—/N R, AL —NE8 T8 52 # 13 H RotatingTranslatedTrian-
gle, ZEEFEHILH =MIL-FRE X JIE5 0.35 AL, SRIGDA 45 B2 / FDrd i B e s
=,

WMRFICHS, H A2 Hn] A A A A TR SC B (B3 3 55), RAX—/)
THINABERIEAL T .

FATT PASEA— A FRARAERSE I, modelMatrix R CAME THERR MR, RITHE
BT LA translate O F¥E (MM JE setTranslate () ¥, LA PAf# modelMatrix
Fe AR AERE (56 102 47) -

99 function draw(gl,n, currentAngle, modelMatrix, u ModelMatrix) {

100 /] & B AER

101 modelMatrix.setRotate (currentAngle, 0, 0, 1);

102 modelMatrix.translate(0.35, 0, 0);

103 /] WIS MLTAES .5

104 gl.uniformMatrix4fv( u ModelMatrix, false, modelMatrix.elements);

BTG, REBEDIME 4.11 FTaRmshiEReR.
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& 4.11 RotatingTranslatedTriangle B & EHEZEH

WG, WRAREEAN — e, FEAS A5 Y EC 5 M b _E R AT AR B — R B AR
RotatingTriangle withButtons, ZAEF AVFE H #elsh S 4 i = f B 0 e e o )3
W1 412 TR, BRHIRRAE <canvas> T,

(L] [oown)
& 4.12 RotatingTriangle_withButtons

129
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B4

FEIX—FEH, FRATHESE T A0 (5 1 HE R R o BT BEAT S e, A0 20 AN B AR H6t
AW —NEANA, URAT A, X—FHARWHARERE . B—, FRTHRY
R AT DA IS — RSB AR AR A SRR S 5 25—, @i R E L E YA DA
JRB R

RS, "Bt SoH” RAGEMBEARRKEE—F, ROEPFFRmAEHEEE
M, — B TIXERER, Rt AT i S H C WebGL 27, HATKEZ G
EY h4kgker 5] WebGL HYARLE m L fE .
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RoE

e 598

TERLERITE T — R BIRR 7, il 26 —4ERTEN 4T WebGL HBLREF1H A1 X
AR S . MG R E LX) WebGL R 40 AP B J LA B TE Y i R AT T A 1 B
X—FRFAEMER B, RATHE LA =)

o PR HAL (JEAAR) BdE—WBaEF—RATURE .
o RAFETSE QI uE Gt Z R MBS Foussit, XHch BTyt

(rasterzation process)
o FFEMR (BARECHE) WUSH| P s =4ER R ETE £,

AFEREJE—KRT WebGL XA EMBIBNET, E¥I TAEZE, R
RESE EABAE WebGL h i FIB A MBCRI Ik, HRA RBH AR L QERE RN =43
T,

HELERERATREREE

fEH— BN RGBT T, RITEHEELER RN RNER, TEH P TR
AR, RIEREXANEPRMREATRE @R, R, =HEREAMUA TR
PMER, ETREA — S HAREE, EFEATEIRST O/ %, b, %3 % %
A=A PRRBIFET vultiroint. 3s, E2H T =ANPMA AR, TUAE AR
RE TR EFS, RS TR RSHER, IR, SRR 47
Hogt, REEME, MIEAIEEA, TR,



4 ec4 a Position +

5 'void main() {\n' +

6 ' gl _Position = a Position;\n' +

7 ' gl _PointSize = 10.0;\n' +

8 'I\n’

AL, FERBIARR R TP 3RATRF DU ) AR AR 45 T 91 _Position (55 6 17), [FHFFF
ANEER . FRARSTHBUE 10.0 B{EZ T ol_rointsize (%5 747), i@ﬂ 1 5 75 2
£ JavaScript FBAFEE SR/, FATHAXFFZAM JavaScript H1[a) F A 4514 A TR

AR R, BFREAARTER.

L5 111 A TR 7R BIFLFE multiateributesize, BRFAHILH T ZARRR T
(43542 10.0, 20.0 #130.0) fl"].‘flc

& 5.1 MultiAttributeSize

YRMZIRICHT, A TR BURAIRME AR g, TEEIEATILY -
1. QIEZMXITE,

2. BEMXAT R ES target |,

3. FIA AR EEE S A IXMR,

4. PFGRoh XA 5 A EL 4% B[ attribute 8B,

5. JF)7 attibute 25 &
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BAE, BANFHBILEZSAN TR E S Z X REA TS E AR, HEHFE
AR EE LA P IRENA], FHEDRE — PR BIRE T B sc i,

THIFERF (MultiAttributeSize.js)

MultiAttributeSize.js I 5.1 f~, HAWEE T HIoE O, NE fl Multi-
point.js P EEME, SHEEML, ROTAEQHITE T — 1 attribute £ a_
Pointsize FIRABIK/N, RBAEMLA (1) B (5) F57R HBIFTXE R T BAR) 5 IR,

%) 5.1 MultiAttributeSize.js

1 // MultiAttributeSize.js
2 /] MEHEBEA
3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +

5 ‘'attribute float a_PointSize;\n' +

6 'void main() {\n' +

7 ' gl _Position = a_Position;\n' +

8 ' gl PointSize = a_PointSize;\n' +
9  '"I\n';

17 function main() {

34 /] EBREAZE
35 . var n = initVertexBuffers(gl);

47 /] BRI EAL

48 gl.drawArrays (gl.POINTS, 0, n);
49 }

50

51 function initVertexBuffers(gl) {

52 var vertices = new Float32Array ([

53 0.0, 0.5, -0.5, -0.5, 0.5, -0.5

54 1):

55 var n = 3;

56

57 var sizes = new Float32Array ([

58 10.0, 20.0, 30.0 // E&R+F

59 1);

60

61 /] R K3 &

62 var vertexBuffer = gl.createBuffer(); <=(1)
63 var sizeBuffer = gl.createBuffer(); <=(1")
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69 /] HWINEEARE ANE A X3t fHF B

70 gl.bindBuffer (gl1.ARRAY BUFFER, vertexBuffer); <=(2)
71 gl.bufferData (gl.ARRAY BUFFER, vertices, gl.STATIC_DRAW); <-(3)
72 var a_Position = gl.getAttribLocation(gl.program, 'a_Position');

77 gl.vertexAttribPointer(a_Position, 2, gl.FLOAT, false, 0, 0); <-(4)
78 gl.enableVertexAttribArray(a_Position); <-(5)
79

80 /] WMERFTEANGEF R RHFL

81 gl.bindBuffer (gl.ARRAY BUFFER, sizeBuffer); <=-(2")
82 gl.bufferData (gl.ARRAY BUFFER, sizes, gl.STATIC_DRAW) ; <-(3'")

83 var a_PointSize = gl.getAttribLocation(gl.program, 'a_PointSize');

88 gl.vertexAttribPointer (a_PointSize, 1, gl.FLOAT, false, 0, 0); <-(4")

89 gl.enableVertexAttribArray(a_PointSize); <=(5")
94 return n;
95 }

HHERE— 6 5.1 PR E @R, WIRATIL, FATEIM T —ASFHY attribute 75 &
a_PointSize, ZAFERIE float ZEHINY, M FTHEUL JavaScript F2FFE AR TS RS8R (58
547), BRHRIEL o1 _rPointsize B R (55 847). MRMZAN, TAEALRHMIRA HA
AT . $#, FE JavaScript 1, FATEFTEMEL initvertexBuffers () REPCRBZEA
Zrh X%, HRHHAAFEGOS. IERITRFA R —T,

RS EFRITR

fE initvertexBuffers () pREL (55 S14T) o, FATENL T A DU AR EHE I Bl
vertices (%552 ~ 5447), AKBETAR TEHARHIEA size (5 5717).

57 var sizes = new Float32Array ([
58 10.0, 20.0, 30.0 // &#R+
59  1);

RGBT HANR XIS F vertexpuifer fll sizeBuffer, FIFH FRAFMETIRAL
R (55 6217), Je&E HRMFRETUIR T EEE (55 63 17).

A, PEFHETRBIRR SRS, H T EARE, 25704 attribute
Apft a_position HIFHZ (5570 ~ 78 17), XML ARG FHISZEEMFA.

55 80 F 89 TR RFMAM IS, HIARSHEAE A, HLRSATHAAR -
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HERMIXRI G sizeutfer (55 8117), HGATUARSTHIE (55 8217), 4HHL4A attribute
A5 B a pointsize (&5 8817) HIFREZ.

—H initvertexburfers () S T_EARWIAETE, WebGL RS AR B 5.2
k. SIS, PSRRI MK A S84 T R RIFRY attribute 256,

aftribute a_Position
attribute a_PointSize

JavaScript

function main() {
var gl=getWebGL...

MmEER RrERR

initShaders(...);

gl_FragColor =
vecd(...);

: gl_Position =

) EhRE AR a_Position;
10.0, | gl_PointSize =
20.0 ' a_PointSize;
30.0 ‘7 7

5.2 EARNENEIR G RE R

B R IX

XHE, WebGL RGO 2 HERMLLE T, MIAT 9l.dravarrays O pRENY, FEAETESR
1 DRSKH R R ) A B A 2 v DX B MO K U A 25 % 2 attribute 8 (565 48 47),
TR FE s, FATRF X P attribute 288 73 51| IKE 45 ) 91 _Position (557 47) H0
gl_pointsize (% 84T), WUFEFGERINLE LG HTRER/DHRT, WA 5.2 FiR,

AT, A S T B R A R L — N R R X, SRS B4 R R Y attribute AR &
BT AT TR g e i 2 iy B TR EHREE T, MATHTAR, TS,
TUREEHA R (AFEMEW L) ST EFEEmE (B8 7 8) F%.

gl.vertexAttribPointer() B # RS %L
FEREANZM XX R E O ER LN, KREAEEERAROER., LEF

ﬂ[]% MultiAttributeSize.js *E@Egﬁ*ﬁﬂﬁ 1000 /I\Dﬁ,'ﬁ’%ﬁﬁ lo ?ﬁf{ﬁ,WebGL fﬁl”‘}:ﬁ

ATTHE B0 A A AR AN R~ R AT G131 [ — A o DO G v, 3 ok S Ah L] 3 510 7 17) 4% o

XX R PR R R AR EAE . i, o DA TT0A A AR AR AN RO Bt 3% B an F 7 U SRR
(interleaving), Wl 5.2 fw .

1 £MFE, 3DEB T AL AHEREIE, FIALALEFHMARIE, RE T X EHIEG
M KA S 10 SitibdefTie B EE T LA SEY,
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#5152 F— 1 HAPEET SRR KIE

var verticesSizes = new Float32Array ([
[/ TRE A ARA b6 R
0.0, 0.5, 10.0, // H—A%
-0.5, -0.5, 20.0, // =A%
0.5, -0.5, 30.0 // H=A%
1):

AW, —BRAFILAM “BU" BEBIE (BIRFRNT) I XF#EE— AT,
HRBEH T A— 0P XA R, WebGL 575 5A 2251 MM e X o R BBOH by i B4 (A
WREERT), BIfER] gl.vertexattribPointer () pRELIIEE 5 NSH stride FIEE 6 NS
offset, FHILETNKEBEEBEROIEF.

THFERF (MultiAttributeSize Interleaved.js)

AT S T /R PIFE/F MultiAttributeSize Interleaved, %AE/FAN[ET MutliAttri-
butesize.js (fi] 5.1) ZATET, EXMMEIETEE T AR XF, B 5.3 AmpiiE
R, TaEaRMmETERRS wtliattributesize.is FHEFHE .,

5] 5.3 MultiAttributeSize_Interleaved.js

// MultiAttributeSize Interleaved.js
/] MEH EBAEA
var VSHADER_ SOURCE =
'attribute vec4 a_Position;\n' +
'attribute float a_PointSize;\n' +
'void main() {\n' +
' gl _Position = a_Position;\n' +
' gl_PointSize = a_PointSize;\n' +
"\n';

W W N o U W N

17 function main() {

34 /) BEBEWELAFAEGRT

35 var n = initVertexBuffers(gl);

48 gl.drawArrays (gl.POINTS, 0, n);

49 }

50

51 function initVertexBuffers(gl) {

52 var verticesSizes = new Float32Array ([

53 /] W EEFFAEHRT
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54 0.0, 0.5, 10.0, // %—A%

55 -0.5, -0.5, 20.0, // B=A%
56 0.5, -0.5, 30.0 // F=AL
57  1):

58 var n = 3;

59

60  // #lEBAFREA R

61 var vertexSizeBuffer = gl.createBuffer();

67 // HMELEARRTEANEFEHFR

68 gl.bindBuffer (gl.ARRAY BUFFER, vertexSizeBuffer);

69 gl.bufferData (gl.ARRAY BUFFER, verticesSizes, gl.STATIC_DRAW);
70

71  var FSIZE = verticesSizes.BYTES_PER ELEMENT;

72 // #¥a Position#)AH{iE, HREFEHFFE

73 var a_Position = gl.getAttribLocation(gl.program, 'a_Position');

78 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, FSIZE * 3, 0);
79 gl.enableVertexAttribArray(a Position); // FEHK
80

81 // #¥¥a Position®)HH#{iE, »EE+EKHFL

82 var a_PointSize = gl.getAttribLocation(gl.program, 'a PointSize');

87 gl.vertexAttribPointer (a_PointSize, 1, gl.FLOAT, false, FSIZE * 3, FSIZE * 2);
88 gl.enableVertexAttribArray(a PointSize); // FR%} R4

93 return n;
94 }

JavaScript Hf main() PR %0 ) & A Ji 2 5 mutliattributesize.is f [, H A
initVertexBuffers () ?ﬁ’ﬂ%ﬂj{T, Eﬁi!llﬂfg

B, RIMEXT —PEAMLE verticessizes (5552 ~ 5747), #BAER] 5.3
h—H, BTFRMABAR—ECLEBAERT  HIBZHEXNER (F6117), ez (56
6817), HEIEBAZMREXR (5 691T). AJE, FKATKF verticesize F h A IT
RPKD (F18) FiEsl esrzep (55 7147), MERHSARE. XBEMBAHARSA
BYTES_PER_ELEMENT @, A AM S IRKAEA P ITRT S FE

MEE 34T HF IR, BATATEE FIREM RN RO BCLE attribute W& 7, H IR
B attribute A5 & a_Position Mt (55 73 17), FAMZBIsE MR, )5 TE M
gl.vertexAttribPointer () BR¥L (%5 78 7). HE, XEMSHEMSHHIAIARFT ,
E TR P XX S P AE68 T P AR A B - TR AR M TR R
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e 3 B Rg 3R 23T gl .vertexattribrointer (O BYRREUIYE, (HE21LFNTHEEF —
THZBH sride T offset.,

fé@yqﬂﬂﬁxﬂtuibrointoz(1ocaticn, size, type, normalized, stride, offset)
%‘ﬂﬁﬂ gl .ARRAY BUFFER #94 o R 2} % 9 B4 W location 45 & #) attribute ¥,
S8 location B XA H B attribute TEHA S ML E

size HREFRFENREG >N (15 4)
type IH/EHERX (Fldo, gl.FLOAT)
normalize true & false, KR FEWIFF 54 5848 —LE] [0,1] X [-1,1]
X 4]
stride B RANARFE AT EE 69 F T 3k, BIAA O
offset BREFTBENRT RIS E (UFHAHEAL), Ppattribute TEFR
B R ITRIF4E A, o RAMARIE B4, HAKBEH O
B stride Fon, FEE PRI G d, BTSSP ITA N XH, 32T AR
MA/N) BFE, Wt RPN TSRS, EIPHSE,
EHHE ARG R, ZohX L&A —fEdE, BTSSR, AR HRERO

BIW], $RMT, ZEABIH, Mo XA T 2REdE (Heantte] i TR AR AT TR AR T )
i, AT & stride (IH, W FEFR,

FSIZE = verticesSizes.BYTES_PER_ELEMENT

—_—
The offset of ... ——
a_Position(0) > : )
L] T T . )
The offsetof == 0. > stride(FSIZE * 3)
a_PointSize
(FSIZE* 2) Z
-0.5
" 05 > stride(FSIZE * 3)
4 iR ZEEEFSIZE=4
0.5

5.3 stride #0 offset
mE 5.3 i, BT 3 DNEIEE (FRARBEER— R %9E), Bk

stride W% B R FEAE KNI =A%, Bl 3xrs128 (Float32Array A NICE T G HIF
T .
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S offset RANLBHZIEM BB AN TENES, WRESH &
verticesSizes B Y, THA A AAHR BRI TE A BITEI Y, FIr DA offser 22474 0, [A I,
ATV gl.vertexattribarray () BREIEY, W F iR {& A stride Z 5 offset KL (5
7847).

78 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, FSIZE * 3, 0);

79 gl.enableVertexAttribArray(a Position); // FR %K

XAE—R, FROTBLAL G vh X A AR A2 TR AR AR R 23 i 47 7 4 €3 2% HH Y attribute
ApE a_position, FHAEH 19 FTIHFE T LR,

B TR T RS B8 SRR [R] A 484+ R DX 5 rp i TS RS 4 7 i 4 =
Pointsize, SRTMTERXNBIFH, ZnpRXITRIERFRRA, RAATXR KTV BHEAR,
AT ENF offset Z R E A TR T RARAE G vh KX R P VIR AL E . TEX T HATH

TLE 5.3), FATW TR ol.vertexattribarray O EREL, HIEWIRE stride 5 offset
ZH (5 8717).

87 gl.vertexAttribPointer (a_PointSize, 1, gl.FLOAT, false, FSIZE * 3, FSIZE * 2);
88 gl.enableVertexAttribArray(a_PointSize); // FRE®¥

TETF R BB FE B K v XX SR 1Y a_pointsize AR J5, I F LS B RA A
gl.drawArrays () T2 HI#ET .

FRIFT TR E GaRiT, WebGL R SIRYE stride Ml offset ZHy, Mok X IEH
MU SR, R4 (s 084 attribute 258, FHHEATLH (ANE 5.4 FTR).,

JavaScript

function main() {
var gl=getWebGL..
il:mzltShaders(...); 4 " gl_Position =
a_Position;
-5, -0.5, gl_FragColor =
! gl_PointSize = vec4();
a_PointSize;

B gEnt X

5.4 ZE{E M stride #1 offset ¥ A+ WebGL Z4RINEITH

BAER IR EAN TR BB 139



gt (varying TE)

BAE, BANCE TG 2RISR E EEATSEARMBAR, THEBEREH
XA ZRE TR B, BT O Z BIAE R, G0 T R i ek

BT TR ks, AT B vh KX R P E R TS AR bR S BB 5, RE 0 Els
attribute A% &, FHUAACFESIG,,

TR E —> 44 0 Multiateributecolor IRBIRRFT , AP LK T4 6, 6,
=l BFRVBORINE 5.5 . (BAAHRBEAMRIE, BrAa B st
2B AT RELLALIAIXE, BT ATEFEVR B SRR A 817 —TF.)

& 5.5 MultiAttributeColor

PRVFRICIFIRNTIESS 2 3 “WebGL A" wrifiad, FiooE Gdeml AR RALEE S
ZRWEE. BRI AL, ROFBARER TEASTHESHRED 6, BRAR
IEHBF IS L F e E B ds. EARITE 2 BB TR i B J 8 M JavaScript H1 £ 45 TH AT
H O T attribute 285, (AR HIEREB P L HIBI AR 91_FragColor ATy U A 2%
FO(ZIE 2 B “RotEas” —1), ROFERAETAE QIR TE G2
AW, XA BEEA AT A E AR TE ad, WA 5.6 k.
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attribute a_Paosition;

JavaScript

function main() {
var gl=getWebGL.. |

—05 -0.5, 0.0,1.0, 0.0,
0.5,-0.5, 0.0,0.0,1.0

gl_Position =
a_Position;

il;\itShaders(. )

-

gl_FragColor

B g X

A1 0 T e i
E 56 ¥M=EERPHBREEE R TERRS

%5 2 FE(YY) coloredpoints FRF I T —A> uniform R BRI BIEAF B A TTE B8 .
R, PEAXEA “—3” (uniform) AF&, AR “AIAERY7 (varying), FRATEE
AT AR —ME, B AR R P g r A TR E H BB [/ — i, FRATTE A
— i #T1Y varying T & (varying variable) [a] 7 U 88 P& ABHE, SLPr b, varying 28
BHIVEH RT3 gs 0] Fy o s L s .

THIFERF (MultiAttributeColor.js)

5 5.4 B TREFARE, XANEFHE—I7 1) MultidttributeSize Stride.js fR1%,
HR T “E@%ﬁﬂﬁm%@%ﬁéﬁfﬂ

51 5.4 MultiAttributeColor.js

1 // MultiAttributeColor.js

2 /) MEAEBAA

3 var VSHADER SOURCE =

4 'attribute vec4 a Position;\n' +

5 'attribute vec4 a_Color;\n' +

6 'varying vec4 v_Color;\n' + // varying% &
7 'void main() {\n' +

8 ' gl Position = a_Position;\n' +

9 ' gl PointSize = 10.0;\n' +

10 ' v_Color = a_Color;\n' + // ¥HRBHLAAKELE
11 "}\n';

12

13 // A%k EBEAA

—
S

var FSHADER SOURCE =

[
©

'varying vecd v_Color;\n' +
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142

19
20
21
22

'void main() {\n' +
' gl _FragColor = v_Color;\n' + // ALK & BilHkiE
"I\n';

23 function main() {

40
41

54
55
56
57
58
59
60
61
62
63
64
65
66
67

73
74
75
76
77
78
79

84
85
86
87
88

93
94

96
97

/] EERELIRFR

var n = initVertexBuffers(gl);

gl.drawArrays (gl.POINTS, 0, n);

function initVertexBuffers(gl) ({

var verticesColors = new Float32Array ([
/! MEEAFFHE
0.0, 0.5, 1.0, 0.0, 0.0,
-0.5, -0.5, 0.0, 1.0, 0.0,
0.5, -0.5, 0.0, 0.0, 1.0,
1
var n = 3; // AA%¥

/] R R R

var vertexColorBuffer = gl.createBuffer();

/] BRELIFARE T ANE A X3 R
gl.bindBuffer (gl.ARRAY BUFFER, vertexColorBuffer);
gl.bufferData (gl.ARRAY BUFFER, verticesColors, gl.STATIC_DRAW);

var FSIZE = verticesColors.BYTES_PER_ELEMENT;
// #Fa_Position#AMiE, HSEENEHAFR

var a_Position = gl.getAttribLocation(gl.program, 'a_ Position');

gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, FSIZE * 5, 0);
gl.enableVertexAttribArray(a Position); // Enable buffer assignment

// #Fa_Colort)Af{iE, nERES EKHAFE

var a_Color = gl.getAttribLocation(gl.program, 'a_Color');

gl.vertexAttribPointer (a_Color, 3, gl.FLOAT, false, FSIZE*5, FSIZE*2);
gl.enableVertexAttribArray(a Color); // FRE+FEHK

return n;
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T RE G, RATST attribute 45 8 a_color f ABENEI A5 (58 517),
SRIGAEEA T #ii varying A8 & v_color %R B A TTRI B AR R4S o E Ak (5 617).
W, varying 8B HEER float (PAKAH I vec2, vec3, vecd, mat2, mat3 fflmatd) 2
R,

5 'attribute vec4 a Color;\n' +

6 'varying vec4 v_Color;\n' +
AT a_color AR R BHEMRLS Z AT A AR v_color 8 (55 1017),
10 ' v_Color = a Color;\n' +

M2, FocE Gz RGN R HRME R, JAREERuE adh P
A —A (S5TRE A8 PRI varying Z8R[F4) varying ZZBFATLAT -

18 'varying vec4 v_Color;\n' +

JavaScript

function main() {
var gl=getWebGL.

______________

gl_Position= |
a_Position;

gl_FragColor =

i.r:l'itShaders(‘ ") 14
—_ v_Color;

}

v_Color = a_Color; =

: | Gesax

5.7 varying TEHIITH

LA, TmiE AR v_color ZRRIMIME (58 1017) BifeiB&A T HonE Gshi v_
color AF &k, SRIGHICE G v_color B{AL g1 _FragColor, RXREERNTHA AR G158
e (56 2017).

20 ' gl _FragColor = v_Color;\n' +

B TR MR muleiaceributesize. 5s AL, ME—HOIR BIZETAE AR TS BR IO 2670
(LR 2 FRBEBUR T verticescolors (%5 58 7), #AJRIMNZE TLAUR SR BEA TR
BEHHE, HA (10,0.0,0.0) HLLE (5560 7).
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an %5 2 7 fr 1A, RGBA B (8 82 7 vp 9 B3 68 4 B (B X 8] 2 0.0 3] 1.0, B 1E
MultiAttributeSize Stride.js HI—7E, ¥4 verticesColor A PFHFNA [F IR B EE (AR
pRAIBE), ZAMM RS A2 BRAEE, MRENBER 3 M0RE, FrABANTURRT
HETTEE Fs1zE*s, FEEBMAHIV HY gl.vertexAttribPointer () pRENH] stride S EFN
offset ZHL (45 84 F1 93 47).

KiE, PITeEad (56 5417), ENRHTLH T4, #. =1~

R 772 Fr 8 SR 08

ERATHRBEB N ol dravarrays O HEIRIE — N SHBR o1 . TRIANGLES J5 2/ (45
S447). HE, WRHLTTAMA SRS EFRA, HEN 1 28HIEAT coloredtriangle
2,

54 gl.drawArrays (gl.TRIANGLES, 0, n);

BT HOSS RN 5.8 7R, ATREFESR E EVRIG 5 TT B Rt 4, ERIERGREL,
R KRR 20 T — B FEdER. = AR, & BHaN =M.

5.8 ColoredTriangle

HMABE T =24, BFWNBITERAN=AFREB @RI SR T —4
Ale-FEd =M. BREETHA?
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EB=f (ColoredTriangle.js)

T3 BEBRRMNELHI—TREN =M, MX—1, BRI =ATEHETI
REBE—BIE, KRG WebGL & A Zh7E =/ R 4 B G- g R ROR .

WX —HF Y, RS TR TUE QA JoE Gf 2 MRSy, X
B bt varying 2 BRAEF LTS

JUATRS AR RO SR BL AN S AR L

AT EBEER, HOERS 3 EFHRBIFEFF relloTriangle. is MR, X MR
H T — M =/AK. §5.5 8m 7T HMHXHAL,

$1 5.5 HelloTriangle.js &R 5> 55

// HelloTriangle.js
/] MEHEBAA
var VSHADER SOURCE =
'attribute vec4 a_Position;\n' +
'void main() {\n' +
' gl Position = a_Position;\n' +
"I\n';

W O N s W N

/] AAKEBAER

var FSHADER_SOURCE =
'void main() {\n' +
' gl FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n' +
"J\n';

e e = B ST
G W N PO

function main() {

32 // EEMELEF

33 var n = initVertexBuffers(gl);

45 // LH=ZAH

46 gl.drawArrays (gl.TRIANGLES, 0, n);
47 }

48

49 function initVertexBuffers(gl) ({

50 var vertices = new Float32Array ([
51 0.9, 0.5, -0.5, =0.5, 0.5, =0.5
52 1)
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53 wvar n = 3; // ME%%
74 gl.vertexAttribPointer (a_Position, 2, gl.FLOAT, false, 0, 0);

81 return n;
82 }

FAIAE initvertexsusters (O W TAMIFEA T EMKAS (5 50 FFRI% 52
17), RIERERAE AL a_rosicion TR (5 744F). MM o1.dravarrays 0
BUTTUSE @3 (5 46 17), MTUAR IS IATI, ZEaf K iy = U AR U 4 4
T a_vosition bkt (85447), TR o) rosition (45 677), Lk WebGL AL
DA T A A AR AT 228, 76/ TEF 38, KA 4000 RGBA f (1.0, 0.0, 0.0, 1.0)
W4 o1 Fragcolor, RERLEIH T — MG,

AR EFIBAE, MRk A HX TR AR 9?7 FEARIE ol Position S5 T =
FAIERI =T AR BRI, Ioo G a8 SUBREA RENERT FT il 92 Fy Je#RfENE ?

W 5.9 BoR T MRIEAE, FEfFIE] 91_Position 45 H T = NIRARIALKR, MERHAEIX
EARMR =M =ATUR? B, N TIHFTE=MAE A, HERTEE MR 3R T 2
FHE? WROSTAMocE O, FooE af O BRSNS FIoTr?

® Fragment
Y-S W I mp | S
AN e
o

B 5.9 MR, ERRE, ML, BThTERR

AFAEZ HIHI S BIRE 7 B R RE R A T X ey, Kbr b, ETSEQIMA TE
sz B, AXFEMEE, E 5.10 ik,

o B ERITIE . X—HMESE, HFICLA TS ALPREE R B LT EE., JUTEE
RIZEHIH gl.drawArrays () BREHIE—NSERE.

o StHfbidRE - X—HHUESR, FREHHIUTEIESCh R,
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JavaScript attribute a_Position

function main() { FEIEXR T 2 88 %ﬁg %Hﬂ: ﬁifﬁ%ﬁ

var gl=getWebGL... 0.0, 0.5 gl_Position = ‘ i gLFrag‘? :;2 : -
Position; )
gl.drawArrays -0.5,-05 a_Position
(9. TRIANGLES, 0, n); 05,-05

L |

5.10 W& B/ uE BRZ B ERREFLHML

i O B 5.10 4Rk < Hf#, ol _position 5 PR b2 JL AT B FE 3 B (geometric shape
assembly) B BERO I A SR, TR, JLATE IR B RE LR A B TR B 2 (primitive
assembly process), FE ABEACHFEAEE (K. Z&. ) XHFAEIT (primitives),

5.11 /R T £ RelloTriangle.js H1, THLA (AR F T ks Z 18] TR AC 506
HHEAERE .

e 5.5, gl.drawarrays O (S0 R 3, TUAEQIHFHINIT 3 K.

1% PATTRE dy, ZhXMRHFEIE 145 (0.0, 0.5) BifeiE 4y attribute
Ap Bk a_position, —H—ATURHIRIRPIMIEL T ol_rosition, Tk
AT BB RS, HEEFERRE. REZEIEHE, TR
] a_Position BT x S+&FM y 438, Fr A z 0 BH w - B IRA 2 EGAE,
BEA BT RS A AL AR HL 52 (0.0, 0.5, 0.0, 1.0),

824 BRITTURE @d, KL, K58 2 HA4R (0.5, -0.5, 0.0, 1.0) f& AFF
fEFF e AL X,

B3% . BIRPITHRERLR, 58 3 ML (0.5, -0.5, 0.0, 1.0) & AFfifi 7
AR X, BUTE, TR A8 T2, = N IR E 2R EX T

FA% . FHREREE. EREAR SRR, RYE ol dravarrays 0 K-S H
fe B (91.TRIANGLES) SRIRTEWNMIRAC. ABIEEH = TR H—4
=f.

8548 . BaRTERE LR =AERE T (BK) AlK, FreAll®:ER R
HTC, XAEEEFRA MY (rasterization), FHMLZ f5, FATHE ]
THRXAN=AERITA Fot. £/ 5.1 fEyEfa—8, R AEFDEH
RSB HE R =M TR F T,
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JavaScript

function main() { ZEIK ‘ " ——y { - T
var gl=getWebGL... ! | i ;
gl.drawArrays ! LPosiion= " “ g_ﬁawwcw =). ‘

(. TRIANGLES, 0, n);

Step(2)
J oA 08

JavaScript

function main() {

var gl=getWebGL...

gl.drawArrays gLFragfeczZ[j);

(9. TRIANGLES, 0, n);

attribute a_Position

JavaScript
function main() { 2[R s TR | E R P et g2
var gl=getWebGL... : ‘

gl.drawArrays . . : ition= ™4 - @ gl_FragCoch[=
(9. TRIANGLES, 0, n); 1 vec4(...
@ ®

attribute a_Position

JavaScript

function main() { | | YR BT | e e
var gl=getWebGL... “ {

: gl Position = i “ " | gl _FragColor= |
gl.drawArrays 1! a_Position; | A ‘ vecd(...); [

attribute a_Position

T A el

JavaScript

function main() { FoA 8

E L |

a B

var gl=getWebGL...

| gl Position=
i a_Position;

I Jor =
gl.drawArrays g _Fmg\c::;[,,.);

(gl. TRIANGLES, 0, n);

0.5,-0.5

5.11 JUfTER BT TR

LFEATARE, ABRT 10 MAIC. Ehal, FoofH RN =M aRA TR
EIrERABR R, RBHT ol.dravarrays O (55 1 DS IBALE 4 BRI R,
5 5 AW A o A AL B S AR, FEanE, WRX AN SHOR o) Line, BT L
SR AP RCRACH — 5B, &FFH 3 A WPRE o1.Live_toor, FRIFHAN=
A RCRBCCN B BRI & B, ML — NS O =/ATE (R R RINER).
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ARRTERRSR

—EXMME RS R G, PSR E oo ooE g, R S 129, RouE
BB T 10 W, A K, BB —NRIT O T8, 8 5.2 480 T P EE) .
XFEANTT, FonEASTRNZA TEa, HFEABGSZNX, BERE 1S PEE
— AR TCBAERSERL, WM A BN R A AR,

Y

1 00, 05 [} o1_Position =
1| -05 -05 a_Position;

i| o505

B M X

ssg{_ atiroute a_Position s

A GE e

ERESEY

| gl_Position =
| a_Position;

il o0 05
il -05,-05
il 0s-05

BELE P IX

Pk g
gl_Position = gl_FragColor = !
iti .. vecd(...);
a_Position; | 1 [
3 ) & N

v
.

s X

512 AR TERRE

HelloTriangle.js FR{ Jy JUH G &G A oTHIB AR IR E N AL 6, IR R . B,
RS 2SN e e AN 2N 1 V2S5 | N

9 // AAKEBALA
10 var FSHADER_SOURCE =

11 'void main() {\n' +
12 ' gl FragColor = vec4(1.0, 0.0, 0.0, 1.0);\n"' +
13 'I\n';

R 572 Fr i k5
THEBATRAMARE - 22 ARYE TR AL E R E oG, XA PAUERA oo
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o 38 XA P TR AT T — IR et B A R e B R A A ARME B, A AT
HOARRX ARG BEEE Froofe THEER, FROTAT LA Fr o s o i i B2 B ok
Vil oA AR (3R 5.1),

®51 FiEERNAEEZE (BN)

HKEIMTEZ ik
vec4 gl_FragCoord BZRAEEZNE I MR 2 A9 B RTH LA <canvas> 4R 4

% (Wi AL) FOHLFRE

A TUEW R T G ds R T ATH), AT ST AR RS 1247, FATR -

1 // HelloTriangle FragCoord.js

9 /] RAKEBAAR

10 var FSHADER_SOURCE =

11 'precision mediump float;\n' +
12 'uniform float u Width;\n' +
13 ‘'uniform float u Height;\n' +

14 ‘'void main() {\n' +

15 ' gl_FragColor = vec4(gl_FragCoord.x/u Width, 0.0, gl_FragCoord.y/u Height,
=1.0);\n" +

16 '"}\n';

MA s aRZNEFRES TR, =AEd8 N Romgita, HaaosgmiEa
Sy EERRARYE F e AL BT AR, HER, canvas RS Y Hl 7 [ Al WebGL & 4t
B Y By a2 AH R Ry, T B WebGL A % 3 €8, 7 Bl X (6] 4 0.0 3] 1.0, Fr AR B 4F
Y HHABAR R DA <canvas> JLEIEE (400 B E) PAKFHELF] 0.0 3 1.0 Z (&), FATHF
gl.drawingBufferwidth (B E XA T)¥ ) Fl gl.drawingBufferHeight (FifAZErhX
) MI{EZ4S uniform 28 & u_width ] u_seight, [ 5.3 B/R TRFHEITER . —
M=/, BEICHBEERNIIERE, NAELFEAH T FER DR,

(0.0, 0.0)

»
X

_ <canvas> £ F[X 4

_________________

(400, 400)
A 4

513 RHTEEEE (AMAIEZS <canvas> RIAFRESE)

150 F5E a5y



BT AT AR T e E, FTARE R, hoTBlaailE o8z
e, =MEBFRRBOHIAERCR . R, B TR AR 5 5T AT e DAE F
X—RER, BTl 2E 1 B RN Liatr — T ARSI,

varying & 2 f{ER RN mI T2

PAE, RANCET M T TURE GRS FouE Qa8 Z B LT ER RIS R,
HIE T WebGL RGUREFEZ FCAT FotE Gasr 1.

[ Pq 5.8 f) ColoredTriangle F2J¥, XNt AT LA RI=A 2 B R flRE A A4
TETAE e U6 E TEATURMBNE, BERE T - RAWEGESCRN =
JEWg? Fk b, FAHEDURREEES T U Gf /Y varying 288 v_color, B
EHYfLS onE AT iE 4, FIERAR (R cHE @R varying 28 v_color),
WA 514 PR, B, S, TUAEARTE v_color WRIEMA AR TTEAMRZ
Al TSR, Brbd, oo @8R v_color ZFRMTILE A+ v_Color 28
RCPR AR, X R AR M A AR “varying” (B2fkly) ARREEE .

. i Position; |y
TavaSorioh
functionmain() { | of _____ 5 ______i_
var gl=getWebGL.

i.r.1'itShaders( 2o )}
;
B2 ph X

5.15 varying TERIAHE
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EHERIHLL, 7E ColoredTriangle Hi, FR{TFE varying R P H=AEH 3 MARTH
RAGET 3 FORREIBE, T =MAERE X% T B A EA 2 WebGL R4 X 3 4

Blan, #E—FMWAN R EEARR K LE. —ma g4 e (1.0, 0.0, 0.0),
M 75— A R B 6 W €2, (0.0, 0.0, 1.0), FRATTHE T s 4. 2% 1 7] varying ZF & v_Color
g XTI (AaMiEa), A4 WebGL B4 At 8B LB FRTA S (KT)
B, HRIEL FooE Bas Y varying 288 v_color (W 5.16 fI7R).

e @ 2.t (1.0,0.0,0.0)
(1.0,0.0,108) @ st (0.75, 0.0, 0.25)
D BB (0.50, 0.0, o.50)} WG AE R BT R oo
e L A (0.25,0.0, 0.75)
(0.0, 0.0, 1.0) #1(0.0, 0.0, 1.0)

T i A i oh 1 FrocE g

v_Color v_Color

B 5.16 BEeErnE

TEIX A6 F o RGBA H1i) REM 1.0 {4 0.0, 7 BEMAM 0.0 EF+% 1.0, £
B EW A R TR B (E # 2 WA 2 T B Ok XA R o R R
(interpolation process), — H.J s Z B4 Fy T i 7 231 €0 Rl L X Aoy et B ok s
BT S AL FouE ads iy v_color AR,

FRFB 5.6coloredTriangle ARFF D, ETRE AT, RITKF=MAEH 34
TR B B K45 T varying 28 & v_color (58 947), A5/ wE G+ varying A5 &
v_color L E| T NIEZ EM i fa, TR TEGRRT, RITEH THBEaRES
gl_FragColor ZFH (56 1917), XFEMLHw L T — AN =AK, WESSfir. &
—> varying BT RESLT XA NESE. RFEERAM T BX—d®, AIASE
CIHEVLEIE2:) (Computer Graphics) —4;,

5 5.6 ColoredTriangle.js
1 // ColoredTriangle.js
2 /] MEKEBAAR

3 var VSHADER SOURCE = '\

6 varying vecd v_Color;\

7 void main() {\
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8 gl Position = a_Position;\

9 v_Color = a_Color;\ <- £597#R &# KL v Color
10 }';

11

12 // Fragment shader program

13 var FSHADER SOURCE =

17 varying vec4 v_Color;\ <- A#FR MR EMKL v _Color

18 void main() {\

19 gl_FragColor = v_Color;\ <- F#M# gl FragColor
20 }':

21

22 function main() {

53 gl.drawArrays (gl.TRIANGLES, 0, n);

54 }

55

56 function initVertexBuffers(gl) {

57 var verticesColors = new Float32Array ([

58 /] TR EAEAFAR &

59 0.0, 0.5, 1.0, 0.0, 0.0,
60 =0.5, =0.5, 0.0, 1.0, 0.0,
61 0.5, -0.5, 0.0, 0.0, 1.0,
62 1)

99 }

B2, X-WEERTTREOQSN A TE R Z KSR, iR =45 e
FHRXBEAZ —, ERTTRRERILREEZCIME LR (RK). BEsEEL
MR TEZ G, BATRA AE F ool af NCEZ FIE, WohE ATl ERRRBIA.
B A ANAE R, AT LB R E .

HEEREREN EE &

EHI—F, HAOTTHTIM2HERAKEE, 1P S -7 B a2 R8OR .
BRXFIEMRER, EAEERRNEL T ARNER. i, aRIREaEmE 5.17
i) —EBEEE, W8Pk T, RS lEeBRES=/AE, HEENH
AL BRI T LR ITHTHETE . WRIREX AT, ARSERA A T BB TR S
2 uN

fEERREN EER 153



A 5.17 —HEBHKFEE

RATEE CEFE, fE=4EREE, AW E B AR W] DA X A B, AR
SEGUIRRR ST (texture mapping), SCHEMCGHSCAER I HL, gURRF—KER (3R —TKI540)
gt (ng) Bl —ASJURTERRARE X, F—kESS RN E S —NaRS=/AF
HBWHEE L, XHEEEEREER LEREXKE . e, XKE R T AR AR E
% (texture image) =} 4L IE (texture),

SUEMUSTIVER , SUREBIRGEEEG, hZaDeiMb eSS Aotk LA ER S,
H R BRI 158 R LR ANGIER (texels, texture elements), BF—NSUZ 11 &
RGB & RGBA # 4%, & 5.18 fimw,

AT DE

518 Q%

TE WebGL w1, AT, FafiA R .
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1. HEAE S 2 LA EDE BRI SCE ER .

2. SR J U EE B B SO 7 =K.

3. nESCRE SR, XWHAETLECE, PATE WebGL R E.

4. 1F /oo E A28 TR SR B P ELE R, R SR BB AIRES Fc.

AT E B R LR AL, LRI ARIZ AT — TRBIRRSF Texureouad, ZRRFF
B— ISR G TE TR, fEN R aR T R, SR WK 5.19 (£) FiR.

EE . %1k & Chrome #] 508 T, A KM & E 474 R 2 BAR O T 6l 42 5
B, R EZHF B ——allow-file-access-from-files #t 5, XA M2 L FLFE,
A BT, Chrome & A A% A #F 17 9] KMy 49, e ../resourc-
es/sky.jpg, Z FireFox ¥, 1% ¥ VA i@ if about:config & J§ security.fileuri.
strict origin policy gzc_zﬁﬁyg false, 1tff, A4 RZEHERN LR EARK
A, TURHG TT 2B ) W 85 37 18] K A,

SR E (KR

sky.ipg

& 5.19 TextureQuad (%) UREEHAMBEKRLIE (£)

BTk, RAODRAFAHFE LdRsE | 2R 448, 5 1 PPl sEl kg, TL‘/L;EE‘
W28 S R AE R N ER . ARTT AGERIAERT By, B3R IRE CHRikn, LR MRE
PAGE I A 457 Bl ARG f resource U JE T HIER

52 HiEEms A, RHE “JUTEREMEA R ME e BekT “go8
RS (SEEILAS) BE™ MRS (RIEEE R fEEaBL) . AR A BT R T Ak
bR W E B A LR p S R A RS, (T SR 44K (texture coordinates) S fif & £
PRSI ER o 1 25 B LT R . BOMARFR & — BT AR R GE, N BRI 5
=P
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SRR

SUI AR AR R SO R B R A AR, S8 A S P AR bR T DATE SR [ B EAIRIREUER Bl
WebGL A 4t H i SCHAR AR R GE 2 4, AN 5.20 frR. R T RFSCRAARFI) 2 (3
(g x ABKRAN y ARARICAEFF ok, WebGL i f] s #l t iy % SOHARAR (st ABFRRLE) 2,

(0.0, 1.0) (1.0, 1.0)

» BORAEFRAR I A0
* (0.7,0.4)

(0.0, 0.0) (1.0, 0.0)

& 5.20 WebGL #4184 FR R 5

fipE 5.20 FiR, BUORERIDAF AR A 22T F (0.0, 0.0), AR (1.0, 0.0), # L
f1 (1.0, 1.0) FIZE E5 (0.0, 1.0), SOBAFREM, FYAFMES EERE SR X,
AR 128 x 128 I 128 x 256 IR, HUf LA IBORAFRIAA R (1.0, 1.0),
BEOE BRI JLTER L

GHTITE, 7E WebGL tf1, Ffl T3 of 503 4 1) SCHE A 55 L AT T TH0 5 A A 1] £
WK, SR E B RS ER B, WA 521 FR.

¢
?(o.o. 1.0) (1.0,1.0)

- S~LYA
R e N
' 1
s (-05, 0;5, 0.0) (05,05, 0.0)
— ' 1
| ©0.00) (1.0,0.0)
s S~ —P X
K ] T~ ~
LUK R YL TS~ (-05,-0.5,0.0) “1~~_ (05, 05, 0.0)

~<h 1 Y

WebGL 44 b5 7 4t
& 5.21 A543 ARG BT = b

2 BAPWREG L) MAR uv AR EIRG LA, 2 KHEMA st, AE K GLSL ES &t A
st 9 F Ly F A,
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EXH, FRATRFSEEARHR (0.0, 1.0) BREF 2 10 5 AR AR (0.5, —0.5, 0.0) I, FF8r3gAhtrR
(1.0, 1.0) W5} 2| T S AL KR (0.5, 0.5, 0.0) b, 2555, 27 HE U AT S 58U AR BRIV
XV R, S TR 521 (5) FiRigss,

BAE, RVZELKE T BECEMRMNHFEE T, THXE— TGRS,

TBIFEF (TexturedQuad.js)

RBIRESF Texturedouad.js WIB 5.7 fr7R, SRS AR B IUGHE @A TE
@ —HHIE - BATEDUGE O PO B TUS IR ESCRANR, RIGTER JUE adih
WG TH SR A PR NS R PRI R B . B EEAF LAY, C21E
RS HRBTFARIC T HK,

51 5.7 TexturedQuad.js

O W N s W N

e
w N = O

17
18
19
20
21
22
23

40
41

50
51

// TexturedQuad.js

/] M EE EBAF

var VSHADER SOURCE =
'attribute vec4 a Position;\n' +
'attribute vec2 a_TexCoord;\n' +
'varying vec2 v_TexCoord;\n' +
'void main() {\n' +
' gl Position = a_Position;\n' +
' v_TexCoord = a_TexCoord;\n' +

"I\n';

/] RAKEBAER
var FSHADER_SOURCE =

'uniform sampler2D u_Sampler;\n' +
'varying vec2 v_TexCoord;\n' +

'void main() {\n' +

' gl_FragColor = texture2D(u Sampler, v_TexCoord);\n' +

"}\n';
function main() {

/] RERELE

var n = initVertexBuffers(gl);
// REHE

if (!initTextures(gl, n)) {

<= (F1ER)
<= (F2¥45)
<= ($3%5)
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54
55 }
56

}

57 function initVertexBuffers(gl) {

58 var verticesTexCoords = new Float32Array ([

59 /] TREEAR, SRR

60 -0.5, 0.5, 0.0, 1.0,

61 -0.5, -0.5, 0.0, 0.0,

62 0.5, 0.5, 1.0, 1.0,

63 0.5, -0.5, 1.0, 0.0,

64 1)

65 var n = 4; // EHKA

66

67 // AIRHEFREL

68 var vertexTexCoordBuffer = gl.createBuffer();

74 /] HFMELFF L LRE AL KR

75 gl.bindBuffer (gl.ARRAY BUFFER, vertexTexCoordBuffer) ;

76 gl.bufferData (gl.ARRAY BUFFER, verticesTexCoords, gl.STATIC_DRAW) ;
77

78 var FSIZE = verticesTexCoords.BYTES PER _ELEMENT;

85 gl.vertexAttribPointer(a Position, 2, gl.FLOAT, false, FSIZE * 4, 0);
86 gl.enableVertexAttribArray(a Position); // Enable buffer allocation
87

88 // Kty a TexCoord#FBE

89 var a_TexCoord = gl.getAttribLocation(gl.program, 'a TexCoord') ;

94 gl.vertexAttribPointer (a TexCoord, 2, gl.FLOAT, false, FSIZE * 4, FSIZE * 2);
95 gl.enableVertexAttribArray(a TexCoord); // #/Ba_TexCoord

97 return n;

98 }

99

100 function initTextures(gl, n) <- (%43 %)
101 var texture = gl.createTexture(); // &|# &zt {
107  // #¥u_Sampler#)Af{i ¥
108 var u_Sampler = gl.getUniformLocation(gl.program, 'u Sampler');
114 var image = new Image(); // 4Al#—A-imagex} %
119 // EM BRI 4t 5 F K
120 image.onload = function(){ loadTexture(gl, n, texture, u Sampler, image); };
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121 // BEBFEmERR

122 image.src = '../resources/sky.jpg';

123

124 return true;

125 }

126

127 function loadTexture(gl, n, texture, u_Sampler, image) { <- (%53 %5)

128 gl.pixelStorei (gl.UNPACK FLIP Y WEBGL, 1); // s&#EER#fry A

129 // FROSHEEA

130 gl.activeTexture (gl.TEXTUREO) ;

131 // #target#p R LIE f

132 gl.bindTexture (gl.TEXTURE 2D, texture);

133

134 // BRELEAHK

135 gl.texParameteri (gl.TEXTURE 2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR) ;

136 // ®mELEBR

137  gl.texImage2D(gl.TEXTURE 2D, 0, gl.RGB, gl.RGB, gl.UNSIGNED BYTE, image);
138

139 // KOSLmiEdsh eE

140 gl.uniformli (u_Sampler, 0);

144 gl.drawArrays (gl.TRIANGLE STRIP, 0, n); // %#H|4EWH

145 }

X AR EE A TR .

1. TsE s h I S SR bR, JeMMb G 15184 o adk.

2. JooE AR T SORAR , MECRER T HEGE SCR B, TR 2451 7T,
3. RBET SRS ALFR (initvertexBuffers() ),

4. MERTTMBHSCEEIR, 2WWEFENE (initTextures()),

5. Mg BB MEBFM, — B K, HTE WebGL & 48+ i 03

(loadTexture())o

LEFRATAER 3 Fh5r ( initvertexBuffers () R TR ESOHALSR) FFih, &
aas (AMAERS) RHAERBINEGERZ T, B AR e FHERE .
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WELIREAER (initVertexBuffers())

PO AR ATURE G, ST EE (nFif) £ AT R E 60
TR FRARF AT BT AT DAKE S B AR AR AN T AR AR B FE (] — N vk X b 2 5 A
verticesTexCoords, JRXHOFENTURHI TR ALIRFISERAAR (55 5847), TR/

58 var verticesTexCoords = new Float32Array ([

59 /] TREALAFAe B A AR

60 -0.5, 0.5, 0.0, 1.0,
61 -0.5, -0.5, 0.0, 0.0,
62 0.5, 0.5, 1.0, 1.0,
63 0.5, -0.5, 1.0, 0.0,
64 1)

AL, 5 LA (0.5, 0.5) X b A S AR A7 2 (0.0, 1.0), % 2 ANTHAR (0.5, —0.5)
X R BCAE AR (0.0, 0.0), 55 3 TR (0.5, 0.5) XM G AR AR 2 (1.0, 1.0), 56 4 4
TR (0.5, -0.5) X R SCRARAR 2 (1.0, 0.0), [ 5.21 BIR TRXFRIL KR,

SR BATHRF TR AL AR AN SO AR AR B G2 b KRB, R o 8 T A A 43 B 48
a_position ZFRIFIFfHZ (55 75 3| 86 7). #FH, KL a_TexCoord WRMIFIENLE,
P X gCRAR T iGwE'] (55 89 | 94 17), HIFEZ (B8 9547).

88 // HmIEeiryEba_TexCoordiF A2
89 var a_TexCoord = gl.getAttribLocation(gl.program, 'a_TexCoord');

94 gl.vertexAttribPointer (a_TexCoord, 2, gl.FLOAT, false, FSIZE * 4,

WFSIZE * 2);
95 gl.enableVertexAttribArray(a_TexCoord) ;

ELEFINELLIE (initTextures())

initTextures () pR % fA 37 ML B F0 A0 S S B (55 101 3] 12247 ) . & & ¥ H
gl.createTexture () A ELFNTHR (55 101 7)), S5 A RE T WebGL & 48+ RILL
H, SR)5HH g1.getUniformLocation () M ICE G EF KA uniform A8 B u_sampler (HR
PERR) MOFFREOLE, TR AR REEEER (4 108 1T).

101  var texture = gl.createTexture(); // #l@Z— A& Est %

108 var u_Sampler = gl.getUniformlLocation(gl.program, 'u_Sampler');

3 Sampler &% “BAB", BARLKERRT KRAEMEHTAL, WS TFALZARY R,
PP ASE AR, BRAEM, KR L, b TREREELRA KD, B LIELARRT
REHREAXMEAE TS, HABRKEFATRALEREKERREMAEGRE, A RBTH
HEEFTAMRERRAHRE, —FF 2
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gl.createTexture () JF¥ERA] %ﬁu@ﬁﬂjﬁj‘%a

VB F % bR U 7E WebGL R 48 il — NS BE X &, dnfE 5.22 fif 7R, 9l.TEXTUREO
Bl gl.TExTURET R EHHAHEBRK 8 N H BT (G IEHMRE), 8—1&85
gl.TEXTURE_2D Ff X EX, 1 J5 & Bl 240 & SCER S H AR, R E ST MmRtX e 25,

JavaScript

function main() {
var gl=getWebGL...

JavaScript

function main() {
var gl=getWebGL...

.g.I..createTexture(.. bR

5.22 PIRGIENR

FIFE, tATPAIA gl.deletetexture O SRMIBR—MEOBEXIR, R, WA E MG
— PN ELBMBRHSEEX R, ARMEBASEAEMTEN,

BTk, WKW ERSCE E R At WebGL 1, %S E S5 S 21 HT7 L,

b, BAIVTHEME mage XIH .

EERREW L
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114 var image = new Image(); // #|#imagext £

119 // EMBRmEF %0 HH

120 image.onload = function(){ loadTexture(gl, n, texture, u Sampler, image); };
121 // BEBFpERR

122 image.src = '../resources/sky.jpg';

X B ET — A mage X R, RGN HTEM T onload 35 £ Wi 7 pF %X
loadTexture (), PEGNNERSE UGS R M R . o Je 8 A VLA T f B 1

WA new BAERFRTE Tnage XFR, WURVRHTE —4> array G pate X R —
B (55 11417), 1mage /2 JavaScript WEK—FMM LR, ElH SR ER,

114 var image = new Image(); // #|#images} %

BT MEREGREERRLH (FEERFENITIE), Br PATRATT5 2 W W i 2k 52 s 314
(B onload Hff) . — H R BEAF5ER T X BRI N, B0RF 0 245 2] i B 1% 52 45 WebGL
FRYGe. M onload S4-ma B ok B 24 TR BE8%, ZESEM T RS EBRINEZ G,
S loadTexture () pRER (55 120 7).,

120 image.onload = function(){ loadTexture(gl, n, texture, u_Sampler, image); };

LoadTexture () MBI S AN BH, BIG— S BOR R RN R EF 1 E G (B
tmage XF %), 1A S Mol B WebGL 2 E T3, S8 n R AMAK, BH
texture 22 HIOAMISIX S (55 101 47), 1ij u_sampler f2 4% uniform 75t
o sampler HTFREALE.

AR HTML Y <img> FR&E—FE, FATH Image M REM scc J@HE, FFx/EHEWRE
ARG R B R FRR S RN RS A N8 AR (58 12217), R, BTEeW%
J&, WebGL A S SIS AR -

122 image.src = '../resources/sky.jpg';

HEPATHES 122725, WRST RS MBER, MEFASN CREFEZMI
BIEM) HEBTESE 124 fTHY recurn IBMFFIR . KRG, WRSFAERIFZI5EM TR
PIRATINER, USRI SR Y PR LoadTexture O KEANEAGE] ) R 3245 WebGL R4t
AL,
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REMBLEER

VAfk, R C X C++ &5 #) OpenGL A2 A4 A8 R B AL M A 5T B IR 9 & LRI L2 BAR

?’wﬁ WebGL &7 A wl L& &5, PARME Ak AAEMREE FERER, @ AREL L
BEANERER, (—RHAT, 0B R QM A B AR R, RS Bo9R A, HA
P RRERE,) KRB R, RANT R R 3 LB R R X BR, {25k SR ER
BRATAATFLERT. HATHERAR, ANE2HTAANA TR (FEBHK, ARAEHK
B 2 WebGL A4 FE), MAXANTERRAFT (ABE) BN, T2 %A
AT,

BSBEFTTHAEFATHEN] T (Bl LE3rHBR) 2NE[7F (BRZAREE, A
B loadTexture()) #it42,

~ (11 ORI OB B

ByEE A
[3] FWebfiE % 2%
- loadTexture () B ¥ B ) Web
JavaScript — s v IR % 2%
initTextures() { o R

/I Register the event on loading an i

] y R -
image.onload = function(){ loadTexture(..); }; .* o o 5 X
// Tell the browser to load an image. SRR 3 R : é ]lliiﬂklﬁﬁ
image.src = " /resources/sky.jpg’; =~ Sea o o s P b IR

= .

(2] ST 28 FF 46 I REEI : ALY "D
function loadTexture(..) {  NC = e (T]::13
v « < vs®

Image file
(sky.jpg)

[7]# M LoadTexture ()
; %

B 5.23 RS mEBLIEERR

LEBS523 %, R[1]4F R FREMANTY, RERIVAE[TIFUSRR, AF 2] FF,
KA EAEBE B —IEBIB2ZE, JavaScript 24 H XA B TAFHFARMELR, =L
WEEGAMATT . (EIT ARG 2B, ) A%k 44 fr JavaScript /9 Rl i, ¥ LB &
Web R4 B Km&E—EB®R[3], RE, SR LBMEBREK 4] 4 [5] 26, + 47l
JavaScript 2 /5 BAR 2 TR T . XAPiTA2#AR N 7 (asynchronous),
LB E I B A5 AHTML AR EEFE A 693 42/R £, AHTML R ¥, @idHh
<img> 17 % (4= F) 49 src & M48 2 B A X409 URL &% 35 ) I 38 AR AN4E 2 ¢ URL 3 B AR,
FHEAALEHAR S22 FHE[2] T,

<img src="../resources/redflower.jpg">

AEXR—TFTALABRXEBRBAAARAARATAEZMR, M EBWEBBRARAR DRI H
A2, —MAH, MERRGHF hfe LFL2RBAITHA, REHABRRGNE, FEHIT
RERA, ERBNBRGNEARDTHILRF T, KANFRBESTFRAAGE—HEASA
AARLEHXTF, #5ZXE, ARLFHBARLSFPRTA.
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A WebGL B ELIE (loadTexture())
loadTexture () EREAIEXUTF .

127 function loadTexture(gl, n, texture, u_Sampler, image) { <- ($%5%%)
128 gl.pixelStorei (gl.UNPACK FLIP Y WEBGL, 1); // &2 BRi#fvi R

129 // FROFHEEA

130 gl.activeTexture (gl.TEXTUREO) ;

131 // Hr&AEN R

132 gl.bindTexture (gl.TEXTURE 2D, texture);

133

134 // BRESESHK _

135 gl.texParameteri (gl.TEXTURE 2D, gl.TEXTURE MIN FILTER, gl.LINEAR);

136 // REKEAR

137 gl.texImage2D (gl.TEXTURE 2D, 0, gl.RGB, gl.RGB, gl.UNSIGNED BYTE, image);

139 // HOSHBABRLEEBTHRABELE
140 gl.uniformli (u_Sampler, 0);

144 gl.drawArrays (gl.TRIANGLE STRIP, 0, n); // %#l4EH
145 }

R AL S R AL B St WebGL . I SEXT R 7 X 5 Zoh X
REM, FHMLENTIT—T.

ER Y %%
TEE R BT, RUAXT BT Y iR s,
128 gl.pixelStorei (gl.UNPACK FLIP Y WEBGL, 1); // #&EEBR#IAFYHAHE

B EBRIEAT T Y R, W1 5.24 iR, WebGL SUHEALAR 2 48 B t Bl Y
J7 1A PNG, BMP, JPG %3 CE 0B R ARG Y SOy s AH Ry, Bk, RA %R
B Y Bt SO, A BEGS IE R bRy B RS B ETE . (3, ARBAT DATES @ a8
FEIREE AR, )
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Pl M BR R G WebGL 2 AT R 40

B 5.24 EREIRFG WebGL GUELIRR R

FiiZ gl.-pixelstorei () FIEHIHNE .

gl.pixelStorei (pname, param)
& A pname %= param 4& & &7 XALZ e BT H) AR,

S8 pname TURUATF=—AZ—
gl.UNPACK FLIP Y WEBGL HERBRFITY MR, BiIAMAA false
gl.UNPACK_PREMULTIPLY ALPHA 5 E 1% RGB Al & B9 A— AN B RVl A, B
WEBGL ALK false
param 2 4E 0 (true) K 0 (false), LJl A ¥

B EE x

iR INVALID ENUM pname F~& A ik 6944

HiESEE T (gl.activeTexture())

WebGL i i — MR AEQUIR B TT (texture unit) AL R [ B 68 7 2208, dac
BT — R SR EHE KO E R, BIERIEF AR RN — Ko AR, &
AL E B HIT,

F G SRR I SO B T AN BOR P T R 4 A 0 B 4% Y WebGL SEEE,  {EZAEEIA TS &L
T, WebGL £/ H7 8 ML, —HHMWELEXFHH I HEL, NEHNEE

gl.TEXTRUEO_ gl.TEXTUREL:«:+-+ gl.TEXTURE7 R-FER— NS IT,
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JavaScript

function main() {
var gl=getWebGL...

5.25 WebGL 4I2& 5T

FEfE SRR TTZ B, EFHEPM o1 activerexture (O RFTEE, WA 5.26 Bk,

132 // FROFHEEL
133 gl.activeTexture (gl.TEXTUREO) ;

gl.activeTexture (texUnit) : 2

BiE texUnit MR BEEA, R :

’u texUnit 15 i*_&ﬂf&&k_ﬂ.#){. :gl. TEX‘I‘UREO gl TEXTU&El e
gl.TEXTURE?, iﬁ%&*&rﬁt&#iﬁﬁ% 2

EEE & |

0 INVALID_ENUM texUnit ‘ﬁﬁ{t:ﬁ‘%&

JavaScript

function main() {
var gl=getWebGL...

gl.activeTexture(...);

B 5.26 MEQEBHET (9. TEXTURED)

BELIEXFSE (gl.bindTexture())

BETR, REFEELVF WebGL RS XT R 8 A i) 2 MR KRR S0, FERT S

’XT%J& ITiRfEZ AT, MNTEHSELCENR, X—m 5P RRB . FEX R X35

e (B ABEE) Zal, WHEHEEMXIIR., WebGL TRMMEIHILEE, W
%5.2 FiR o
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52 QIBRR

IR RY Fi::pe
gl.TEXTURE_2D Z
gl.TEXTURE _CUBE MAP SR

NIRRT — 5k —4E R AN BOR, BTAME AT 91.TEXTURE 2D (55 13217), 3L
FARLFRYNEBR Y TABRHETEE, WRARX IR ER, " AS % OpenGL ES 2.0
Programming Guide —4,

131 // HhruEd i
132 gl.bindTexture (gl.TEXTURE_2D, texture);;

gl.bindTexture (target, texture)

T texture 38X EIEA R, HW AL target (BHF) L, b, hx.a&asigi,aam !
tiveTexture () ##& T AAMLE R A, MAEN FL2HTHINMEEALE, ’

S target gl.TEXTURE_2D # gl. TEXTURE_BUVE_MAP =
texture ATHEHEEEA ‘

BB %

g INVALID ENUM target A~ A ik 6y{h

W, EHEERTHMES : FFR80ES, VARSI 445 E P 808yt b,
ARG, FHH 0 S8 E T (1. TEXTURED) ELAEWIKIE T, FrATEPITRES 136 17)5,
WebGL R G0i) NEBRSHANE 5.27 s,

JavaScript

function main() {
var gl=getWebGL...

gl.bindTexture(...);

5.27 By EMRBEIBRL

XHE, BATVERIEE 7TEOEX R AR (91.TEXTURE 2D) , AHRFH6 LM A ZKRK)
o, Fbr b, 78 WebGL o, IREVEEEBRAFLSIXR, WAUE R SR S 4965
gt b, AEET RSO BITRRFSOEN R,
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BLELIEXRHISE (gl.texParameteri())

BTk, BFEMEBLEXNRMSE, AR ESCEE QBN 2 E P LB AT
2 WHATARSE SR AR AR IR SR B, Fe bR U SRS e ge ., AT A 38 pR %

gl.texParameteri() K i% EiX LS4,

gl.texParameteri (target, pname, param)
H param ¥R S8 % 2 B 47 09 SOIE AT £69 prame A3 E .

S¥ target gl.TEXTURE 2D # gl.TEXTURE_CUBE_ MAP
pname EAK (LA5.3)
param BEAKNE (RAS5.4445.5)
EEE %
2 INVALID ENUM target FR A4
INVALID OPERATION L7 B4R EIRA SR A f

W 5.28 fir, @it pname A] LATEE 4 NEFESEL,

® KK iE (91.TEXTURE MAG FILTER) . XNSHEFIR, HEIEH2HTERE LS4
B KR, WAIRISCEGI 6, B, R 16 x 16 RS RS 5] 32 x 32
BFE W2 R, SO RS T IR R R PIfE . WebGL 75 BH 5T i T HOK
AR R E I ZEET, %S HORF R IR LS B ) AR T A

* GNF5iE (91.TEXTURE MIN FILTER) . JXNBHEFRIR, UEIHH 2 GV H LS A
BN, WATRIRGCR B, LA, AR 32 x 32 [ S BB F 16 % 16
pFEHZEE, SEe RSP RARRE—F. BT RSO/, WebGL 725
BRaE R h R R, RSEORER BRI SIREB R ITIE,

* KFHEFERE (91.TEXTURE WRAP_S) . XNSEERIN, WX SR E R 22 M = hq
0y R AT TE

e EEHMAAE (g1 TEXTURE WRAP T) : XNSEEIR, WMMXTSEER LT
7 KT T
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gl. TEXTURE_MAG_FILTER gl. TEXTURE_MIN_FILTER

TR L X IR T i

gl. TEXTURE_WRAP_S

: IS EARS - IO RrS
gl.TEXTURE_WRAP_T
5.28 MFHLESHRENR&ENBR
# 5.3 WoR T EMEIE SR BOAE.

* 53 YESHRENRRIME

GBS fiid RRIME

gl.TEXTURE MAG_FILTER PEL L &N gl.LINEAR

gl.TEXTURE_MIN FILTER LI 450 )s gl.NEAREST MIPMAP LINEAR
gl.TEXTURE WRAP S LI KT A gl.REPEAT

gl.TEXTURE WRAP T KR EARA gl.REPAET

% 54 B8 7 0] DA 24 g1.TEXTURE MAG FILTER f{] gl.TEXTURE MIN FILTER [{J# & ;
% 5.5 Bx 7] PARKZS 91 .TEXTURE WRAP_S F{] gl.TEXTURE WRAP_T [ &,
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5.4 ATLA{ELS gl TEXTURE_MAG_FILTER #1 gl.TEXTURE_MIN_FILTER W34 184 18 3
REE,
=] iR

gl.NEAREST ¢ R4 2 F e &Mt G A (FiREF) P OREGAAMREAMEM, A
BAENE (R EAMES’,)

gl.LINEAR  {# FISEZ R F T SRAHOAMRE MM EM AT, FEAHREAEL (5
gILNEAREST A8}t, #%7 xBRAE 4T, 2R ARBEKGTF4H.)

% 5.5 ATLAME{ESS 9l TEXTURE_WRAP_S #1 gl.TEXTURE_WRAP_T & &

=1 HiA

gl.REPEAT S ENGE§8:
gl.MIRRORED REPEAT Big M X0 E 5 e
gl.CLAMP_TO EDGE 1 ) 478 B AR U AR

W S3 PR, AU SR A — A B, AT R
gl.texParameteri () FU{# A BNIAE. SR, AWMEM T gl.TEXTURE MIN FILTER Z¥{, ©
BOBRIAE R —FREFRR I, Rl MIPMAP (FR 4508 HULUIAA, MIPMAP SCHES:
W b R— RIS, SRRSO R RN — R IR AR, A AR
RBXFRE, WAEREMANAT . B2, HAVESE o1 TEXTURE MIN FILTER R H Y
gl.LINEAR (%5 135%7),

134 /) mESELK
135 gl.texParameteri (gl.TEXTURE_ 2D, gl.TEXTURE MIN FILTER, gl.LINEAR);

SRR RS BB B LSS, WebGL RGEM ARSI 5.29 FiR

JavaScript

Cworan )

function main() {
var gl=getWebGL...

'g.l..texParameteri(... )

SIEFTR
gl.TEXTURE_MIN_FILTER
glLINEAR

B 5.29 g BEYESH

4 FEEEEIAHMALATF, €A1+ gl .NEAREST MIPMAP NEAREST, gl.LINEAR MIPMAP
NEAREST, gl.NEAREST MIPMAP LINEAR, gl.LINEAR MIPMAP LINEAR, £ 4Kk & ¥ OpenGL
Programming Guide —¥; ,

5 RMMBEBRPPAAER, MAFEH, do(x1, yl)de (x2,y2) 69 RoAMIEH A [x1-x2Hyl-y2|, —
A E
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BETR, RAFSEEERIBCALIENR,

WY B ERSIELIEXSR (glteximage2D())

FATEEH g1 teximage2n () JyERF LR R B BLA SN &, [F] B % oR BOGE L1 R
HF WebGL R G0 % T BRI —Ledeit

gl.texImage2D (target, level, internalformat, format, type, image)
4 image #iﬁémﬁﬁ&i&%ﬁ!iﬂ B Jh:,hﬁfxizii'ﬁ»

B . target gl.TEXTURE 2D %, gl.TEXTURE CUBE_MAP

S evel A KL, ZARRNEFREEEREN, KB A, )
internalformat BugesAdREX (£5.6)
format SR ARV X, LMER YL internal format 49 B #54i
type SEBREHEEY (£5.7)
image 8.4 5 AR #) Image 2 £

4$#ig  INVALID_ENUM | target TEA RN

INVALID OPERATION LA H ﬁ_}—_,ﬁ*{ﬁfk&;!ﬂg
FAERBIRRFRIE 137 TR T .
137 gl.texImage2D(gl.TEXTURE 2D, 0, gl.RGB, gl.RGB, gl.UNSIGNED BYTE, image):

X, Image Xif 52 o ) BB LA JavaScript £ A WebGL R4, Al AE ST 4,
W 5.30 Fis.

JavaScript
function main() {
var gl=getWebGL...

g';.lilexlmageaD(.‘.): LB R

gl. TEXTURE_MIN_FILTER

_____ .~

B 5.30 BERSELELIEXNR

~~image

HEERREW LER 171



REF— T Z T ENE NS, level ZEEBEN 0 347 T, FARITE
ME 7L, format ZHFRBREHRAE, BABENR 5.6 iR, (RGO
WS B RS SO EFE XN S8, ROIRRF B SR 2 JPG /8K , %4
A MEEM RGB =M ERFRR, AN SEEEE R o1 .ree, XFH A
E%, 1 PNG #& X B, #H M o1.reea, BMP 4% = i B 158 & i i o1 .reB, T
gl.LUMINANCE #]| g1.LUMINANCE ALPHA T F7E K JE E15 5%,

* 5.6 GREIEHIHER

X Rk

gl.RGB i K

gl.RGBA o, . K. BWA
gl.ALPHA (0.0, 0.0, 0.0, #HWHE)
gl.LUMINANCE L, L, L, 1L : ;%%
gl.LUMINANCE ALPHA L, L, L, WA

X HLAYFRA (luminance) FRRF A TEAN S WY AR B 52 Gl H SR YRR ML,
gr. WO BRI INBCFS R .

i 5.30 fif 7R, gl.texImage2D () J5 R SCHE R A7 B TE T WebGL & 4t H i S B
g, — B, VRGBT internalformat Z 845 F RGBSR RGN LKR, £
WebGL 1, internalformat Wy format —#¢,

type ZEIGE T BOREARAER, WK 5.7, BH A o1.unsIeNED BYTE FHEAA,
2 PR AT DAGE AR 2B, 40 91. UNSIGNED_sHORT_5_6_5 (f RGB =4 B E4FA 16
PRARFeR) o R A TLAP RS 2l H BT R AR, DA I B 25 28 I 1 ey e 1)

5.7 YIRHHERBIERER

-5 Hid

gl.UNSIGNED_BYTE RATER, EARELFEE LTS

gl.UNSIGNED SHORT 5 6 5 RGB : A& 45A| L 5, 6, 5 i

gl.UNSIGNED SHORT 4 4 4 4 RGBA : BN FHA L4484, 4, 4, 4 rb4F
gl.UNSIGNED SHORT 5 5 5 1 RGBA : RGB &AM %& & L% 5 tbdd, A 58 L48 1 rbdd
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WeRRTiRmLE H T E B (gl.uniform1i())

—HRGHEREANT WebGL R5E, BRI AR A b JoE 87 HF LU 2 E T 1
K b, WATfrd, FATEEM uniform ZFBRFRGHE, FAHLOREBALHE T
k.

13 var FSHADER_SOURCE =

17 'uniform sampler2D u_Sampler;\n' +

18 'varying vec2 v_TexCoord;\n' +

19 'void main() {\n' +

20 ' gl _FragColor = texture2D(u_Sampler, v_TexCoord);\n' +
21 "I\n';

WA 2 £ 2% P 2R SO X 4 1 uniform A5 B R B S —FVERIR Y . & H OO S
(IRIERY, B0 5.8 Bk, 7 BIFFF M —4E S0 o1 . TexTURE 2D, Ff A% uniform 725
ﬁmﬁﬁ%ﬁ&ﬂj sampler2D

% 5.8 TRATYEMHHEIRE

E- 3] 3%
sampler2D Y2 $| gl .TEXTURE 2D Lk &4 3% $ 4% K A
samplerCube Yg % #| g1 .TEXTURE CUBE MAP } #)4 32 48 £ &)

E initTextures () pREL (5% 100 17) 7, FATFKEL T uniform 7&“% u_sampler [ fF
figdt (55 108 47), HRFIHAEASHALH LoadTexture O BREL, FATLAUE LT E QIR
BIT4RS (texture unit number) (BJ o1.TEXTUREn H1f) n) LRI R L LS u_sampler, &
BilME— B SCRM R EALE T o1 TexTUrREO b, FFPAAM o1.uniformi O B, %52 PNB¥
A0,

138 /] HOSHBEALELBTHRHBLE
139 gl.uniformli (u_Sampler, 0);

FERATIESR 139 1T/5, WebGL RGEH N HARES M 5.31 FiR, XA o Gt
KT REBVINSEEER T .
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JavaScript

function main() {
var gl=getWebGL..|

é.l:texlmagezo(...); -

wimage oo, | guTEXTURE MIN FILTER [

B

& 5.31 JBL8IB B ITHELS uniform T &

MR & B 250 s B e g R 445

T AT R T attribute 28 a_Texcoord FULTI MBI BCRARAR, T AKFECHE R (6 45
varying 48 B v_rexCoord JERF S AR L A T E A AR R ATITH . R ZEICHE, Fot
HOMTE CRNFES . [F2EBE) varying 288 7] FORTENE 2 5 MEHE ., TR
Z I8 Py e SR A AR A MM R R N R, BrAE R TR ST, RAIERM
F2 PN 5 B SCHAR AR

/] REAEB
var VSHADER_SOURCE =

'attribute vec4 a Position;\n' +

'attribute vec2 a_TexCoord;\n' +
'void main() {\n' +
gl_Position = a_Position;\n' +

' v_TexCoord = a_TexCoord;\n' +

2
3
4
5
6 'varying vec2 v_TexCoord;\n' +
7
8
9
0 '"J\n';

1

XFERLSEN T 7E WebGL 2R 5% b (i i SCHR A BT A 8 A

BT TAERR, RIS TTHSEARR, ARG EMBUESRNBIR, KRR
B4 ETH AT e

HERTEGRPRMGIRREHE (texture2D())
FeH A SO PARIRECR MBI (55 20 17).

20 ' gl _FragColor = texture2D(u_Sampler, v_TexCoord);\n' +
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{ifi i} GLSL ES NE R texture2n () RMPMARHE, RRBMAZEH, AHFE
B AP S8 SO o S SR AR PR, AT DA SCHE ERIREBE, X REL
SENER, EE—THSHEEAREIE,

vecd4 texture2D (sampler2D sampler, vec2 coord)
M sampler 45 % #9532 F IR coord 35 R 4 IR LR AR EME.,

S8 sampler WHREEEA T
coord 48 = L AR
B EE SRR EGMEM, X gl.texImage2D () #) internalformat A

BAR, ASIORTTRAAKTHEDM, RO FEEREFHLLBRA
TR, AR#iL= (0.0, 0.0, 0.0, 1.0)

% 5.9 texture2D() RYIR [E{E

internalformat iR [E{E

gl.RGB (R,G,B,1.0)
gl.RGBA (R,G,B,A)
gl.ALPHA (0.0, 0.0, 0.0, A)
gl.LUMINANCE (L,L,L,1.0)
gl.LUMINANCE ALPHA (L,L,L,A)

SO RGN R S 8O U E WebGL R GeH5 LA AR 7 X4 th ot FRATHF
texture2d () pRELAYIR [MIMEIRLT T ol _Fragcolor ARk, SRJF ) TOH G AR 24 Bl o
BOXANEIE, f)E, SOREGRMBRETE T EE (&R —E]E) L, Halum
THi%,

C4RITOBNRE—2 T . WK, SOEESMEE . EH, Hgs|
THEEL, SERE SR T,

AAYRET UL, 7E WebGL AT B G 2 — MAHX R 2 i i, — Ty il RN R4S
iR BE AR 2B R 5 SR E, BIERE -8, Rtsa SO T,
B2, —BRERTXERANLR, WEERERKSBONFET .

FEF—/Mi, AT AR, FEERBIRIE— SRR TR,

R R G132 R 5
T BRE— S RGBSR, iERODREBURBIRE Y SRR, thin, HF
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TexturedQuad HHYSCHARPRIEATUN TAETL -

var verticesTexCoords = new Float32Array ([
/] TRE AT Fe b T A AR
5, 057 =0.35 1.7

-0.5, -0.5, -0.3, -0.2;

0.5, 0.5, 1.7, 1.7,

0.5, -0.5, 1.7, -0.2

B S HIFRF A TexturedQuad Repeat, &fTHIRCRINE 5.32 (£) im. HE D
R THE 4 AR SCHEATR, ARESCREREY 4 MATERTT EACE, X R & R A%
B REE S M PR AR SR AR AR R G

& 5.32 &g etr (TexturedQuad Repeat RIZSRE E)

HTLOREBRA R AB R B NEE, FUMRATAES], FEARMARz Qi Xm, &
PXEEMRT. ZHASEME, BEAERGIREFF, AR oL TEXTURE_WRAP_S F]
gl.TEXTURE WRAP T Z¥(ERi%E N T gl.REPEAT,

BAE, IR T EHRECESE, BRELEBIM AR, BUUSHRRFA N Tex-
turedQuad Clamp Mirror, [& 5.33 Efﬁ?TEﬁ(ﬂ%%}%WE"]@fT’&‘f{;ﬁo

/] RESERK

gl.texParameteri (gl.TEXTURE_2D, gl.TEXTURE_MIN FILTER, gl.LINEAR );

gl.texParameteri (gl.TEXTURE 2D, gl.TEXTURE WRAP_ S, gl.CLAMP TO EDGE );
gl.texParameteri (gl.TEXTURE 2D, gl.TEXTURE WRAP T, gl.MIRRORED REPEAT );

AL, fEsh KPR b, SOSMERTRIAGSRNBIG, WA o (FEEH)
EHig I E R SO,
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5.33 TexturedQuad_Clamp_Mirror

XATRBIFE B 45 T 7E WebGL P yE4T UGS A JLAP A T 30, T — 1 /e
fith_E#RF AT (8 1 2 IR SGH

fi£ A SIES03E

fEATE Z A, WebGL o] AR B A2 IRECH, SO% BTtk 17X 4 H ik
. ZERRBIRRFERHE T —RecE, WRAHB T 808, X— IJFUT\W[J
f»“‘f?w-lciwr' =‘A’:«‘r—’lﬂ;I'-if&*ﬁﬂﬁﬁ&imﬁﬁﬁmfﬁ kA, ARA] ASE—2 T RS
FHETTHIMLE], & 5.34 BIR T MultiTexture [IEFTRR, [lﬁ%ﬁﬁ(}fﬁ@g’\&fﬁﬁ/,Lﬂg{ﬁ:u
BERWTF,

& 5.34 MultiTexture
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P 5.35 H RN B 20l 2R TR BIAR R B P IR SO R . A T ULEH WebGL A
AR RSO EBAS R RE S, ARBIECEEER TR RS 8 B 1R,

5.35 MultiTexture fh FHZIRILSIEER (M . sky.jpg FAG1M : circle.gif)

B KRR, RTRERE— RS 5 AT R — 1 Bk ) 1 SO R R i 3 [ TR R
T ERAE, DAMRFE 2 sk SO & R G 2 B B2, ik d — PR eEFEER
A2 W] SEFRY
THIFERF (MultiTexture.js)

5 5.8 & MultiTexture.js ) F B, B 5 Textureoguad.is RAH{LL, HALF=
FORBERG « (1) FrocE Qs REs T W P NS0 5 (2) S FrooBil (b S0 _ERY Ll
Y EILFIRE 5 (3)initTextures () BREXGIE T M TEEEXTAR,

5] 5.8 MultiTexture.js

1 // TexturedQuad.js
13 var FSHADER SOURCE =

17 'uniform sampler2D u_SamplerO;\n' +

18 'uniform sampler2D u_Samplerl;\n' +

19 'varying vec2 v_TexCoord;\n' +

20 'void main() {\n' +

21 ' vecd color0 = texture2D(u_Sampler(0, v_TexCoord);\n' + <-(1)
22 ' vecd colorl = texture2D(u Samplerl, v_TexCoord);\n' +
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23 ' gl_FragColor = color0 * colorl;\n' + <=(2)
24 'I\n';
25

26 function main() {

53 // BRELHE
54 if (!initTextures(gl, n)) {

58 }

59

60 function initVertexBuffers(gl) ({

61 var verticesTexCoords = new Float32Array ([

62 /] TREAEATA S AR

63 -0.5, -0.5, 0.0, 1.0,
64 -0.5, -0.5, 0.0, 0.0,
65 0.5, -0.5, 1.0, 1.0,
66 0.5, -0.5, 1.0, 0.0,
67 1);

68 var n = 4; // MEKF

100 return n;

101 }

102

103 function initTextures(gl, n) {

104 // AIREARE

105 var textureQ = gl.createTexture(); <= (3)
106 var texturel = gl.createTexture();

112 // #¥u_Samplerlfeu Sampler2t)ffi{i &
113 var u_Sampler(0 = gl.getUniformLocation(gl.program, 'u Sampler0');
114 var u_Samplerl = gl.getUniformLocation(gl.program, 'u_Samplerl');

120 // #l#&Imagext %
121 var image0 = new Image();
122 var imagel = new Image();

127 /) EMFEHRE LK, ERGWETRE AR

128 image0.onload = function(){ loadTexture(gl, n, texture0, u_SamplerO,
=imageO, 0); };

129 imagel.onload = function(){ loadTexture(gl, n, texturel, u_Samplerl,
-imagel, 1); };

130 // &iFw LB F4mH AR

131 image0O.src = '../resources/redflower.jpg"';

132 imagel.src = '../resources/circle.gif';
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133
134
135 }

return true;

136 // Rt BEART LEHHS
137 var g_texUnit0 = false, g_texUnitl = false ;

138 function loadTexture(gl, n, texture, u_Sampler, image, texUnit) {

139
140
141
142
143
144
145
146
147
148
149
150
151
152
153
154
155
156

161
162
163
164 }

Bk,

gl.pixelStorei (gl.UNPACK FLIP Y WEBGL, 1);// Flip the image's y-axis

/] BEEIE

if (texUnit == 0) {
gl.activeTexture (gl.TEXTUREO) ;
g_texUnit0 = true;

} else {
gl.activeTexture (gl.TEXTUREL) ;
g_texUnitl = true;

}

/] Hpr st 8 8 AR L

gl.bindTexture (gl.TEXTURE 2D, texture);

/] BRI AHK

gl.texParameteri (gl.TEXTURE_2D, gl.TEXTURE MIN FILTER, gl.LINEAR);

JZAR S & &: 5.3

gl.texImage2D(gl.TEXTURE 2D, 0, gl.RGBA, gl.RGBA, gl.UNSIGNED BYTE, image);
/] BEEEABTHELRME

gl.uniformli (u_Sampler, texUnit);

if (g_texUnit0 && g_texUnitl) {

gl.drawArrays (gl.TRIANGLE STRIP, 0, n); // %£#—A4EH

EENEE —THoTERLR. 7E Texturequad.js FITLH A HHF T

g, FreAEt RUES T — uniform A5 & u_sampler, SR, $%¢Mﬁm%éﬁ%ﬂ
TS, ATEEE XM uniform 288, WFAIR -

17
18

'uniform sampler2D u_Sampler0O;\n' +

'uniform sampler2D u_Samplerl;\n' +

» FERTCE GAFH) main O BRECF, HOIARASE P BURSCEREIE, 2511k

FEAr & color0 ] colorl H1 (%8 21 1122 47).,

21
22
23

' vecd color0 = texture2D(u_Sampler(0, v_TexCoord);\n' +

' vecd colorl = texture2D(u_Samplerl, v_iexCoord);\n' +
' gl_FragColor = color0 * colorl;\n' +

PSR R A ool (gl Fragcolor) HZRAIREM b ¥k, REIRE
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PG 9 R B R B B RE—— AN KRB R R 2 B A R R B o',
Fl 5.36 i, XAREFHAE, 7E GLSL ES 1, HFGERFMIAS vecs 8B HAH e — T kvl
PAEE| HHY .

vec4 color0 O e al

o g | b2 a2
*) vec4 colori g

ri*r2 | g1*g2 | b1*b2 | at*a2

& 5.36 @4 vecd TEIET

BRRGIRERF R THASCEER, (B2 initvertexBuffers () pREL (55 60 17) A
BARYE, BHABETRAEMIRSCER R ERSERERR 2 AR,

FHZ T, initrextures() pREL (5 130 47) BB ECT . FATIAE N 5 Wi SO,
it AT B R PR AL BRSO 1R 5 TR

5105, 106 fTRIE TSR, ZEAMEH (textureo ) “07 F
texturel Iy “17) XN HFSCHREITHIHM S (SCRHIT 1 SEFEHIT 0), JE4h uniform
A (55 113, 11447) 15 tmage X5 (55 120, 12147) HRM T4 753,

VS Y BRE LoadTexture () B3 FE S Texturedouad.is (M, HEHKE—1T%
BREH TR S

128 image0.onload = function(){ loadTexture(gl, n, texture0, u_ SamplerO,
=image0, 0); };
129 imagel.onload = function(){ loadTexture(gl, n, texturel, u_Samplerl,

“imagel, 1); };

RIGTERN A M E®R (5 131, 13247) .

131 image0.src = '../resources/redflower.jpg';
132 imagel.src = '../resources/circle.gif';

AOIRFH AT BRI, ATEB YT loadrexture O ¥, B ZEEL
HIAZ LR AR AT R RTR (56 138 47) -

137 var g_texUnit0 = false, g_texUnitl = false;
138 function loadTexture(gl, n, texture, u Sampler, image, texUnit) ({
139 gl.pixelStorei (gl.UNPACK _FLIP Y WEBGL, 1);// Flip the image's y-axis
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140 /] BEERE
141 if (texUnit == 0) {

142 gl.activeTexture (gl.TEXTUREO) ;

143 g_texUnit0 = true;

144 } else {

145 gl.activeTexture (gl.TEXTUREL) ;

146 g_texUnitl = true;

147 }

148

149  gl.bindTexture(gl.TEXTURE 2D, texture); // #HE&EH L
150

151 // BRESKEAK

152 gl.texParameteri (gl. TEXTURE_ZD, gl.TEXTURE_MIN FILTER, gl.LINEAR) ;

153 // RELEAR

154 gl.texImage2D(gl.TEXTURE 2D, 0, gl.RGBA, gl.RGBA, gl.UNSIGNED BYTE, image);
155 /] HREEIAKRTHELBHS

156 gl.uniformli (u_Sampler, texUnit);

164 if (g_texUnit0 && g_texUnitl) ({

165 gl.drawArrays (gl.TRIANGLE STRIP, 0, n); // Draw a rectangle
166 }

164 }

T R R, TEAPIA) LoadTexture O pREH, FATICIETN M — RS B S
PSR, B ME A SRR AP AT . A 2R SO B R AR SE BN 3R, R
AT, Ak, FATEXTPAN2RAER 9_texunito il g_texunitl IRV
BB R MESER (5 137 17).

B A BRI AL calse (85 13747). Y4ERE— AU R, B
onload {4 -1 i i B B %Y 1oadTexture (), % pREE SEMRIELFLEATTH 5 0 B 1 SR KF
g_texUnit0 BY g_texUnitl MR{H A true (55 141 47)., #HAIEDL, R A A IR onload FH
SRR S5 2 0, ARA 0 SEERBITHSMIE T, HHF g texUnito FHN true ; 41
RE 1, B | SEEFLRTHEEIE T, R o_texunito WHEA ture,

B, QRIS texUnit BERKES T uniform A8 & (55 156 7). A texunit 2
WL gl.uniformli O FEMEAF QRN TEHIESCEEBREERMESG, WebGL R4t
PERHRZS B B 5.37 Fs .
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JavaScript ‘ ‘ i
[ [o}— b ‘
function main() { ; ‘

var gl=getWebGL...

gl.uniformi(...);
gl.uniform1i(...);

B 5.37 fERMIELIZERR WebCL RERMEBIKTS

loadTexture () pEY I Gl K2 g texUnit0 Fl g texUunitl AR 3k Hi| 7 7H5 g [ 12
ERETERME T (56 16517), Wk, MARIITIAE AL, ERELESES
il P Z S, i 5.34 s,

B4

AERAMARE T WebGL Ittt 5, BUAE, IRCLESR T WebGL 4k 22 (K i) 45k
AHehE, WERMERIFITIE T —BIREE 2% =4EX R, Sz, M =4EXRATAE R,
e K IUE R & AR NG T T2 E R AEE AL, AR ARGERL 24 R 1k
BB AR

AT RIS EEEPES XN R LA XRMAE L, B2, FEHFREA=
Yt R 2, REFRERE—T OpenGL ES H 3015 S (GLSL ES) MfrEMIIEE, X
T GLSLES, HiJLEHSCHR 2 I SE mUK Aty T i 2.

[5i13
hin
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sH6E

OpenGL ESE£3EiE= (GLSL ES)

X—BERNFEARE, B EAE LRI WebGL R BIFR T, i@ HRAE—T
OpenGL ES #4315 % (GLSLES) K H KR,

FAVHIE, &H A2 WebGL H = E LAY X, GLSLES B4 1HRREEH A
wHRMEES . X—BEHPLATHE -

o Wi, AREAAERA,

o KE. WM. ik, BEH. REES (BUHE).
* 8. BIFH. K.

e attribute, uniform Fil varying 254t ,

o REHERE .

* TALFRAIFES .

FEATLERN, VRFFX GLSL ES A8 T, HIGE W0 240 5 5 Fh 5 PR % (6
T, BEAh, AFRRIH ARG H B VR E i B AR AE 7 2 9 T b i AN A AR = 4k
P, R, WrAEAKGE, RAEPRMEES IR E A SRR, SEd
T, Bred, MRFBLEAFEREA IR T %, HERENHAEEISHRR, ©
BH XA,



. EXREEFNE

il 6.1 Fufil 6.2 FoR, fEAF QMMES MERFH T N SEM CIEFMRAEMN.
B16.1 BREMNNAE RO

/ MEEEB

attribute vec4 a_Position;

attribute vec4 a_Color;

uniform mat4 u_MvpMatrix;

varying vecd v_Color;

void main() {
gl Position = u_MvpMatrix * a Position;
v_Color = a_Color;

}

HRBEPHILANER, REEX— main0) RKE/EABRMEFHAL,
516.2 ERH R TE BRI

/] AAKES
#ifdef GLSL_ES
precision mediump float;
#endif
varying vec4 v_Color;
void main() {

gl FragColor = v_Color;
}

X BLf AT 9 GLSL ES B A< 1.00, {HR2i%¥#, WebGL 3 A 3 # GLSL ES 1.00
WA REEE 5 SCRR L, ESCRFIR 1.00 RAK — N4, Hh Q% WebGL FE
L.

GLSL ES#fif

GLSL ES %if2i# 5 /27t OpenGL % fa4%iK = (GLSL) f9AERK L, M BRAN ] 4k —
NS TE L) . GLSL ES i) HARF-& 217 fEiir ANt &, WE s FoLer
RENLSE, FHILF{L GLSL ES REMS AVFREMF RixT X i & BECFSEAT Ik, kiR
AL R AR T RELFIODIRE, VAREE N, WD T HERETTH.

1 http://www.khronos.org/registry/gles/specs/2.0/GLSL_ES_Specification_1.0.17.pdf
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GLSL ES {ii5 5 CIEF R NEM (BRAMAFER/PIESR), Bk, WERIRE
& Cifw, oK GLSLES RAZ MM, MiHh, FHEOMES OAREH R L
REES, EBAEMEEEZ2E (RIFTER GPGPU), XEIR#E GLSL ES H#] ZH
BRI, fEARf RS ER 2 EAH.

fREF, HEIF

RG], KZHMEHFEEHLA—A “Hello World” REIFRIFIERFH. K14k
% A— AN T B 8RR F 13, (HEERTERTELERSB O NN TR E 0%,
B AFRATT T e stk X — 2 E 445, @l Bl 6.1 Fifi 6.2 5k2->] GLSL ES fy LRt A1,
Ha

BB L HAMIES —H, #F GLSLES 4’5 G fErnt, NiZHEA FMiA .

o FFE K/ NEHURE (marina fil Marina A[A]),

o F—MEMENIZA— DRSS (7)) SR,

PATRFF
Xt JavaSeript il &5, —BHREAMBEMR, HAE 1 F7E2THRT (B 7. HEHR
AR CIES EHE, EMmain MEIFHIATH. HEQHRETFLIAEHNE —

A main() BREL, T HZREBAEBREUEMSE. HFEH 6.1 M 6.2, EMFHAA—1
main () pREL,

main () PRECATHY void REFRAX N REBARBMEME (WAE “WE" —17).
F£ JavaScript {1, NE— MRS A SHRENE, fREZE M function RBFHE L E,
iii#E GLSL ES 1, WIR—eRECHREIE, BAMFTEE ek Kt B i 46 52 12 I i 26
B, mRRBEAREE, MFEM void RUIFFRR XN REARA R {E,
R

HEHCRBTA, AT ABINTERE, 10 HIERE A #% UF1 JavaScript b i3 R A% 2
MR, BTPA, GLSLES SCHFLAFRFE TR,

o BFTHRE « // R EEIBATA R BTA AR

ReF, HEas% 187



int kp = 496; // kpA—AFH 7| Lk
o ZATHRE . /* M ¥ Z AW T FAENEERE,

/* EARKE—E
ARG —E
*/

MiEEXE (HENHRE)

GLSL SRR (a3,

o ¥{EHRAY . GLSL ES ZHFEEAE (Hbano, 1, 2) FFA% (Hbin3.14, 29.98,
0.23571), A /NS () BHEBHA 2 BRI, 1A /NSO E AR 27 L.

* /R1EZKEY . GLSL ES SCFFfi/RERR, HIF crue fl false NMH/RH &,
GLSL ES A7 HEA, BARATRBN LR EST RRERA —EB XK,

TE

Al B, VRAf AT R Y, RERARBAMTE .
* Htuffaz, A-Z, 09 FITFRIZ ().
* BRANETEARERLT .

* REERE 6.1 RTF| i XET, WARRE 62 FHFIHKRET ., (B2, RHE
BARN—EaT AR EN]. i, e84 if RAGIAN, (BRAER Y ity AT AR .

® RNREPA g1 | webgl EY webgl JF3k, XLERIZRCEZL M OpenGLES fRE T,

%6.1 GLSL ES %5

attribute bool break bvec2 bvec3 bvecd
const continue discard do else false
float for highp if in inout

Int invariant ivec2 ivec3 ivecd lowp

mat2 mat3 mat4 medium out precision
return sampler2D samplerCube struct true uniform
varying vec2 vec3 vecd void while
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6.2 GLSLES #B= (fitk3khi4<f#y GLSL ES {#/)

asm cast class default
double dvec2 dvec3 dvec4
enum extern external fixed

flat fvec2 fvec3 fvecd
goto half hvec2 hvec3
hvec4 inline input interface
long namespace noinline output
packed public samplerlD samplerlDShadow
sampler2DRect sampler2DRectShadow sampler2DShadow sampler3D
sampler3DRect short sizeof static
superp switch template this
typedef union unsigned using
volatile

GLSL ES%;E&&I:I‘E-

GLSL ES A% JavaScript, fff] var X@FRFEANAZE, GLSL ES ZRREMK

Hifg AR B BERER, RITERFIREF TR TXM A AFHAEE .
<KA> <EFL>

il vec4 a_Position,

FAVHIE, TEE LN nain O KEOXRREAIIE, DAHEERBREE, R,
FEATIRERAE (=) B, S5 2APIMREIRREI A —RE, B HEE,

B, GLSL ES #Fr A3 ZERIE S (type sensitive language), VRN 27 B AL B (1)
HAH,

BARER

GLSL ES 7 Hriy AR 4N3R 6.3 fin,

GLSL ES BEHRET 189



% 6.3 GLSL fyE A A

e it ik

float AR FEBAEY, ARV EEFRAT —DNERAF LK
int EUHK, HERUNTZATFT—AER

bool R, ZRAUVAEZAFT—AF R (true K false)

HAEBRIRERBAFT WebGL REM AN MR, REBEFHETHE. TEHRZ
— YR EA R RG] T -

float klimt; // TE#H—AF 5%
int utrillo; // T#A—AEUHK
bool doga; /] EEAHA—AF R

MR {E AN RIS R

HFR%ES (=) ATARHERA AR, FATiE, GLSLES BiREAIES, AN
SEMARYEMEGESHMAOME (RER) XA, #HoHss.

int 1 = 8; // &R A

float f1 = 8; /] ik

float f2 = 8.0; // e

float £3 = 8.0f; // #i%: CEZTPHFRAGRB.0TAH AR XRTHMANY

TEVE S L, 8 A1 8.0 KL —EH, (B, K 8 MESF AR f1 0,
Lo, MH, RFEESIMNTFHHEIRES .

failed to compile shader: ERROR: 0:11: '=' : cannot convert from 'const mediump
int' to 'float'.

BRI RBAKERESZ AT E, FEMFEINPERRAE S8, XN TRERHR
KR, o, FRATAT CAGE A P9 E AR EL float O KPR BRI T 8L, WFFR:

int 1 = 8;

float fl = float(i); // #8## HK8.0FMML L

float f2 = float(8); // AL

GLSL ES (AT LA TRBUFL A B R B, W3k 6.4 PR -
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R 64 AKREBNBERY

iR R iR
i MR F int (float) FF BB DR M R A R B (Ko o 3. 14 438 4 3)
int (bool) true A A A 1, false A O

45K % 5% float (int)

float (bool)

e A R4 bool (int)

bool (float)

WA MR A F B (Fedo, 584384 8.0)

true A FEIE A 1.0, false k¥ K 0.0

0 M4 A false, HAdE O fAAIHA true
0.0 AR A false, JABIE O MMM true

EEAN

GLSL ES {12 I 5 JavaSeript K1, W5 6.5 Fir,

F 6.5 BEARNMIZEF

3 GLSL ES ##RAE g

= B (Pbde, AFE—ANG4) int Kiloat

* F int X float, BH B GE LY 54
/ Bk CE A I E Sl

. o ik

- ik

++ B3% (AMAREH) int & float, EH A GELY 54
— a8 (ATESEE) EE-S 2ok E Sk ol

= AR int, float % bool

+= = *= /= HA K AL int & float

< > <= >= it

= |= eiz (REHAF) int, float & bool

! MR bool &% F A bool A/ # ik X
&5 4y (il

I FH K

~n TR (2]

condition? =ik E condition #3£®& % bool,

expressionl:expression2

expressionl 4e expression2 #j %

BT AR R4 XA

HAx %R 191



(1] £#fFEH/E (so) BHH, RAFZ—ARAXNGHHMA true WS 2HHFFE =
ANEEX, BIMH, AHAFZHEHR (1) SHH, AHE-ARXKXAHEH false
eI TS Yy

R]EFHFHR () BHEASAR, AA S EEAAARE XN FH LU —/ 4 true B,
EHERA A true, TN A false,

PATF R — S B AR i F iz BAFHI R B

int i1 = 954, i2 = 459;
int kp = il - i2; // #4958 A kp
float £ = float(kp) + 5.5; // #500.5K4 £

XEMERE

GLSL ES PR BAEMERR, XPMEIELRBRESARLHETEIEE. K&
MR RIS Z TR, S8R —MUE (CEAR, 3 ABEATURE).,
RERFXETRAM Y, AT ARRFR U AR BB (B 5, T R e DU e 3 3 0 Al
FrFngl, WLARRFREBAER, B 6.1 S T REMAERERBT .

37 1
371 (1583
4 07

6.1 REFMER

GLSL ES L MARMKAEMMBERELRT, 1% 6.6 ik,
* 6.6 XEBMEREEARE

5| GLSLES &8 i
%8 vec2, vec3, vecd BEA 2 3. aNFEHAENRT
ivec2, ivec3, ivec4 AR 2 3 ANEUBAENHRE
bvec2, bvec3, bvec4 BAH 2 3 AANHRRMEAENHRE
46  mat2, mat3, matd 2x2.3x3.4x4 A SR AENERE (ALK 4,916 ALFE)

BRI RS e itb el b1
vec3 position; /] MEANFEBEAEFLARNGKE
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// ¥He:. (10.0, 20.0, 30.0)

ivec2 offset; /] B AAEREAEBRNLT
// ¥ede. (10, 20)
mat4 mvpMatrix; /] Ax44eM, BALEAH—NFEK
{EF9IE

KIMNERAES (=) X REMEMEHTRERE. 0F, WESBEF LGN
R /AR, EAWAK (KESGEERY) TEMNMBLFHEE ., b,
TFHEEATAREE S .

vecd position = 1.0; // vecd T #EEINGEHSF

XH, vecd KRVEEAG 4 NILK, WM YAREM A RIEA 4 N7 S5E, @R
8 A SEAE X E 2 N B E R EOR AE SR &, XFT vecd BRURUL, #MInTABANE
B vecd O BREL (BILE 23 “WebGL A7), Hefn, tnBEAE 4 MrELE 1.0, 2.0,
3.0 1 4.0 ) vecd ASRUIARER, PRELT] LML FREIXFEAA vecd O pREK,

vec4 position = vec4(1.0, 2.0, 3.0, 4.0);

XA ] R E 22 A AR B 1Y R BB PR A1 B 48 (constructor functions), #41E bR
R 2R AR A B R A AR B — 3.

KREMISHE

f£ GLSL ES , KREAEHEE, FriA GLSL ES 2t 17 4 5 RiFH I ARG K &,
tean -

vec3 v3 = vec3(1.0, 0.0, 0.5); // ¥v3i&#H (1.0, 0.0, 0.5)
vec2 v2 = vec2(v3); /] BRVIHRTAALE, Hv2iLH (1.0, 0.0)
vecd v4 = vecd (1.0); // ¥v4igH (1.0, 1.0, 1.0, 1.0)

FE5E 2 AR, WIS RBZNE T v3 195 3 AN, RS | S 2 AN A
BT AR, R, 5 3 TAEY, RmERBHEAT —NS4801.0, 1
HEERB S Bt XN SEER SRR BNA TR, B2, WRMEREHEE T
AIE 1 AZH, (ERSBE ML RBERTENRD, Base i,

BfE, WA I REHEGH—RE, .

vecd vdb = vecd (v2, v4); // ¥vabik# (1.0, 0.0, 1.0, 1.0)

XHEAMNR, S | D28 v TR TR TR, WRIERIER, BMALH
B2 ANBH v FRTTRER,
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FEPF ISR

R A A 3 R 5 ) 8 1 O 55 R M eR RO G T AR, (B2, IREARIEAE i
TERRE e R 2RI EFHRSIR (ATTES A 3.27 “FIEF"), TEJLAGFR
N T R R e R AR R T 5K

o i) FE AL 1 bR B AR AR — TR B BUEDR S R, R AERINF

WA P
mat4 m4 = matd ( 1.0, 2.0, 3.0, 4.0, 10 50 90 130
5.0, 6.0, 7.0, 8.0, 20 60 100 140
9.0, 10.0, 11.0, 12.0, 30 70 110 150
13.0, 14.0, 15.0, 16.0 ); 40 80 120 160
o ) FEFERY I R B A A E BN R, FRIR S A KR B T R Ak s
%E[EO

/1 R BAvec2at AL Emat 23 &

vec2 v2_1 = vec2(1.0, 3.0);

vec2 v2_2 = vec2(2.0, 4.0);

mat2 m2 1 = mat2(v2_1, v2 2); // 1.0 2.0
// 3.0 4.0

/] BR—Avecdzt F A4 Emat23f §

vec4 v4 = vec4 (1.0, 3.0, 2.0, 4.0);

mat2 m2_2 = mat2(v4); // 1.0 2.0
// 3.4 4.0
o ) FLFEAL 1 R R AT AR RAVBUE, RIS r A B B TR EM EEEA
V) BB SR A 3 o I
// &R BAEE S Fe— AN vec2zt f AL Emat2x &
mat2 m2 = mat2(1.0, 3.0, v2_2); // 1.0 2.0
// 3.0 4.0
o [ R P T e RO AN EUE, IR A B — AR R e R AR R R E,
foTFE R 0.0 HYEERE
mat4d m4 = matd(1.0); // 1.0 0.0 0.0 0.0

// 0.0 1.0 0.0 0.0
// 0.0 0.0 1.0 0.0
// 0.0 0.0 0.0 1.0

G REMEREEDL, WREARBEEER T 1, LA SFIEE TR,
e e,

mat4 m4 = matd (1.0, 2.0, 3.0); // #i%: matdxy §EE16A/ALE
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FETTE
KT RREAER P TE, AMER . B 0 EEA, FEESTER,
EEX

ERBRTRZGESZEER (), RgELSEA, S AREXEMTET., &
BHABEAINE 6.7 iR,

*R67 HER
3] HiiAk
X, ¥, z, W B RIS A AT
r, g, b, a EES 3T EPS 2
s, t. P, g RAAFEREKZLFESF (EEABTERNH T sfot, pRET r, B
LEBRE > % ML)
T LB VAR SR TS A br . B s AL bR, FrPA GLSL ES 2 H:PA E=Fh

Sy A FRUARG SRR F I e, SFSC b, AR < ¢ 8 s M EE SR | AN
y. g t O EEGRES 2 SR, F5%, WURIRIER, RATDARE AT HME I EN]. Hean.

vec3 v3 = vec3(1.0, 2.0, 3.0); // #v3#&H (1.0, 2.0, 3.0)
float f£;

£
f
f

v3.x; // &EHL.0
v3.y; // #&E#H2.0
v3.z; // #&£f#3.0

I I I

v3.r; // #£fH1.0
v3.s; // #&£fH#1.0

o

£
£
WARET WL, TEIXEEG]FH, x, rfls BARBFRAE, HRPAEZEE 1 o,
MR E G RS R ERKEN SR, e .
f=v3.w; // VIEBYRALNFANALE, wREFF

¥ (A—MEEH) 22 RELFET EHRE, ST A KR R
ZArE, ZINSBEFRERE (swizzling), e FHDXNBIFH, HATEA T x, y. zfl w,
HAt 5 & A M R BOR

vec2 v2;
v2 = v3.xy; // #&v2% (1.0, 2.0)
v2 = v3.yz; // #&v2H (2.0, 3.0) TUHARMEELF
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v2 = v3.xz; // #&v2H (1.0, 3.0) TUSkdE&ELF
v2 = v3.yx; // &v2Hk (2.0, 1.0) TWUiEA
v2 = v3.xx; // #&v2# (1.0, 1.0) TRELHEESF

vec3 v3a;
v3a = v3.zyx; // #&v3a# (3.0, 2.0, 1.0), TRERHAHF

RaoBA ] AR RIEAREREX (=) BAME -

vec4 position = vec4(1.0, 2.0, 3.0, 4.0);
position.xw = vec2(5.0, 6.0); // position = (5.0, 2.0, 3.0, 6.0)

ik, KRS0 EZDIET R —NES, B, RAREMER v3.vas,

[1258%F

ﬁ’

BT - 2BAF, ERAMER U A E B TR M R B R TR, &
A B TR A AR 4R S R U, S5 JavaSeript FF—4E, TFARM 0 T4,

FreAidsd (01 Af AV R B AERE R RYEE 1 50K, (11 ATRAVIREISE 2 5oeEK, (21 ATRAYS

mat4 m4 = mat4 ( 1.0, 2.0, 3.0, 4.0,
5.0, 6.0, 7.0, 8.0,
9.0, 10.0, 11.0, 12.0,
13.0, 14.0, 15.0, 16.0);
vecd v4 = m4[0]; // KEmikHeiF15|, B (1.0, 2.0, 3.0, 4.0]

WA, EEMERBA 0 BEFFA] AVIEEI R EANTTE -
float m23 = m4([1][2]; // ¥Hm23E R Amdey 25| F ey 3L %E (7.0)
FEE, YRRl ARIBSER O BEFMFMABELZ KV AT RTE, WTFHR .

float m32 = m4([2].y; // ¥m32iAmdseM £35| Py F2ALE (10.0)

XEA AR, AL O P REBEAENRSIELTZEEERSI{E (constant

index), HEERFEKEXINT .

196

o BAFHE (o=k1),

® il const B &RERBFEFAR (S “const ZAR™ —7) , FMUFFRESHL,
* WHERI| (BN “BFEHRE . 23X 5088 —19).

* HiAlid =2k I A R .
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THEXMIFRAE T const BRAERVIHEHHATRIRT]

const int index = 0; // const*(HFATEERR LY
vecd vda = md[index]; // Em4[0]4aF]

THEEXAMFREN T const HMAIFRIEXNENERT]

vecd v4b = m4[index + 1]; // Fmd4[1]14aF)

HE, RAREME I RE const B RIENRTE, FOVEAR—IMHRRSIE (K
FERBEHET)

int index2 = 0;
vecd vdc = md[index2]; // #i%: index2 /A FE LI

BEA
* 6.8 R T REMMAME X EE. BEMRXENZRFSEARLE (R
¥) WBEARELN., BB, XTREMERE, A AER R EAF 8 == A -,

AAAER >, <. >= il <=, WRIRB LR KRBT KRN, FAZHEHNERE, T
ﬂ[] lessThan () (%’fﬂpﬂ'% B, “GLSLES 1.0 V\]E@ﬁ”)o

* 6.8 KEMEETAKEEN

BEEF &R ERREAR

* ik i& 1 F vec[234] fomat [234], AXHAF XA b4 BAKE FHA
/ ik UK A G A

+ e ik BEHERGBREREAL A LEH XA -5

- ik

e A3 (ATERBE) EMTvecl234] fomat([234], BHLRAKBEEAY EA Gz
- A (Masey) FORER—H

= SR AL if Bl T vec[234] A= mat [234)]

== BRI i€ B F vec[234] e mat[234]

* =

=, I=  #H il F vec[234] e mat [234], 3tF ==, 4o R HAEEKY

H—NHEAMME, A2LES true ; T 1=, o RAHAEA
BT —AN B AR, NiAE true(l]

(1] dmRARABZ BI04, TV A A E 6K 2 equal O K notBqual ) (LM% B),

HE, MEHWEREER T RBSUEGR, SEPR R 3551 A I s B 1 4
— A ICR AT A E B .
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I

THEX G FRR T REMEEEZAENOE LEE. ORI, EX8f 14,
AR E XH) -
vec3 v3a, v3b, v3c;

mat3 m3a, m3b, m3c;
float f;

RENIRUNEE

XA FRRT + RAEFFRIMER -

/] FHIRTET HRAEAGHER, - *, /BREANHERELAER
v3b = v3a + f; // v3b.x = v3a.x + f;

// v3b.y = v3a.y + £;

// v3b.z = v3a.z + f;

4N, v3a=vec3 (1.0, 2.0, 3.0) Jij £=1.0, FRALERBE v3b=(2.0, 3.0, 4.0)
X888

KEZHBEREERENENIE L,
/] FHEFTRAEROER, -+ /RERGERLRR

v3c = v3a + v3b; // v3a.x + v3b.x;
// v3a.y + v3b.y;
// v3a.z + v3b.z;

tn, v3a=vec3 (1.0, 2.0, 3.0) Jfij v3b=(4.0, 5.0, 6.0), HARALEEIE v3c=(5.0,
7.0, 9.0),
EENTRYNER

CELCESRE IR GOReNC N sk el o U S ai il o

/] FHRTT HRAERGER, - r. /BRAERNARERR
m3b = m3a * f; // m3b[0].

x = m3a[0].x * £; m3b[0].y = m3a[0].y * f;
// m3b[0].z = m3a[0].z * f;
// m3b[l].x = m3a[l]l.x * f; m3b[l].y = m3a[l].y * £;
// m3b[l].z = m3a[l].z * £;
// m3b[2].x = m3a[2].x * f; m3b[2].y = m3a[2].y * f;
// m3b[2].z = m3a[2].z * £f;
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EEGRRE

HEARRBHGRERE, KPS 0EEZRREPRX M08, F BB
ATH A TTR BRI INAL, VRATCARIB— T4 3 & "L MR =A1" 1% 3.5,

v3b = m3a * v3a; // v3b.x = m3a[0].x * v3a.x + m3a[l].x * v3a.y
// + m3a[2].x * v3a.z;
// v3b.y = m3a[0].y * v3a.x + m3a[l].y * v3a.y
// + m3a[2].y * v3a.z;
// v3b.z = m3a[0].z * v3a.x + m3a[l].z * v3a.y
// + m3af2].z * v3a.z;

EELREXE
AR AR MR AN, ERGRSGRAR, WMTFHR -

v3b = v3a * m3a; // v3b.x = v3a.x * m3a[0].x + v3a.y * m3a[0].y
// + v3a.z * m3a[0].z;
// v3b.y = v3a.x * m3a[l].x + v3a.y * m3a[l].y
// + v3a.z * m3a[l].z;
// v3b.z = v3a.x * m3a[2].x + v3a.y * m3a[2].y
// + v3a.z * m3a[2].z;
AEPE 5 X6 TR
S HEMAREE, TASIE 4 5 Bk SahmaEat”.
m3c = m3a * m3b; // m3c[0].x = m3a[0].x * m3b[0].x + m3a(l].x * m3b[0].y
// + m3a[2].x * m3b[0].z;
// m3c[l].x = m3a[0].x * m3b[1l].x + m3a[l].x * m3b[l].y
// + m3a[2].x * m3b[1l].z;
// m3c[2].x = m3a[0].x * m3b[2].x + m3a[l].x * m3b[2].y
// + m3a[2].x * m3b[2].z;
// m3c[0].y = m3a[0].y * m3b[0].x + m3a[l].y * m3b[0].y
// + m3af2].y * m3b[0].z;
// m3c[l].y = m3a[0].y * m3b[1l].x + m3a[l].y * m3b[1l].y
// + m3a[2].y * m3b[l].z;
// m3c[2].y = m3a[0].y * m3b[2].x + m3a[l].y * m3b[2].y
// + m3a[2].y * m3b[2].z;
// m3c[0].z = m3a[0].z * m3b[0].x + m3a[l].z * m3b[0].y
// + m3a[2].z * m3b[0].z;
// m3c[l].z = m3a[0].z * m3b[1l].x + m3a[l].z * m3b[1l].y
// + m3af[2].z * m3b[l].z;
// m3c[2].z = m3a[0].z * m3b[2].x + m3a[l].z * m3b[2].y
// + m3a[2].z * m3b[2].z;
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L )3

GLSL ES XHrH P H & X AH, BENZEHak (structures), ffif] KEEF struce, ¥
EFENRRRED—E, SrTLAE SChEMEk, i .
struct light { /] AT HMHE LY Light
vecd4 color;
vec3 position;
}
light 11, 12; // AT lightA A& T F11412

X B A E ST — R T A5 R AT Lighe, BAEBANBA ¢ color AR RA
position AFHt, FEE XLHMMKZ )G, FAIEH THA lignt KRR 11 M1 12, MC
EEAFER, BADEME cypedet KT RE LMK, HASHENBRSAD
AR

Besh, AT IR, ATLATER] — AR TE ) OE LA AT AR B iR A M R R R e &,
TRUR -

struct light { /] R EEMEFe R XL TR
vecd color; /] AR E
vec3 position; // JAALE

}o11; /] MR UG EELL

{EFN1a1E
SERRAARMERI A T R R, KA PR SR L — B &R S R P S
SEA IR E SCHR IR BT —3. 6.2 SR T 45 M A H 1 sk B (A Vs

11 =light(vec4(0.0, 1.0, 0.0, 1.0),vec3(8.0, 3.0, 0.0));
color position

6.2 LRGSR

ARl AL 5

TEGM R R A G IR AGEEAF (), SRIGFIN LR R, wiaT AVS )28 B i AL A
tean .

vec4 color = 1ll.color;

vec3 position = 1ll.position;

200 ¥ 6E OpenGLES Efa#8iE% (GLSLES)



BEFF
SRR R AT AS 5H B SR FFNEMEE, EREWEA S LSRRz
BWE (=) MR (==F11=), Wk 6.9 FiiR.

® 6.9 HIEZFFRIIEH

BEA Py ik
= R AL B A CBCE A R E R TR BB 5 ER R
=, I= 3 sk

2 B PSSR R TR I B A A FRAE S I, == I8BT4 R E] true, 40
REBREDBRARHEE, A 1= BEFFIRE croe,

5 |

GLSL ES X He¥#H 265, 5 JavaScript F I EH A A A2, GLSL ES H S #F—4E4 4,
T LA A ST HE pop O il push O ZF34E, SIBEEHMNEAFTEM A new 2B, A
BB EER, AFEEATEAEMERES (1) MBAHMKE, thin .

float floatArray([4]: /] FRAASHANFERAEGK A
vec4d vecdArray[2]; // PEAAH 2ANvecd  f o ¥

B ELFERT 0 EBREERIEAR (intergral constant expression), #1F
E X

o BAFHE (0 1),

* fil const REFRIKERERKFHHALR (S “const TR" —77), FEE
RIS,

o AR A T A FRA S,
Hit, TR -

int size = 4;
vecd vecdArrayl(sizel; // %%, R F 14 Hconst int size = 4; M R4 ¢4

R, RARTATLAR const FREFRBMEAA L.

BAHTTRA GEL RGMERVIE, M CIiEF—H, RIMEHRRM 0IFhE, i,
T HEX AT LAV ) floatarray AR RAYES 3 LK -
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float f = floatArray([2];

HA R EFRIEAM uniform 225 (W “uniform ZF&" —4Y) W] AGOHAERCALRY
K5ME, Mk, 5 JavaScript 8 C R[E, FAHARELER R — RERBILRAL, 1220
2T TRITYIIRIL. WTHR -

vec4Array[0] = vec4 (4.0, 3.0, 6.0, 1.0);
vec4Array([l] = vec4 (3.0, 2.0, 0.0, 1.0);

Bl AT R0k 1 sEAF, ERAENTREBS SHA SRBFNERZE., |
i, floatarray ffl vecdarray BRI US S THIXLEIZH .

// #floatArray®) FeALE EWL3.14
float f = floatArray[1l] * 3.14;

// HvecdArray® FIANALE Kvlvecd (1.0, 2.0, 3.0, 4.0);
vecd v4 = vecdArray[0] * vecd (1.0, 2.0, 3.0, 4.0);

ez (908)

¥ GLSL ES 27— Fp i B BUFR N ENEERS (sampler), FRATLAUE L % K RUAT B
WS (S0 5T “FRHBGMSE). ARMEARXBFELSAEA : sampler2p ]
samplerCube, HUFEZSAF R HEEJRE uniform A& (S 1 “uniform ZFE” —17), HEFE
WSO RS, T texture2p() BEWSE (S WHFEB), .

uniform sampler2D u_Sampler;

Beah, ME—RENR(E 25 BURE A8 A B il R SO BT S, T ELARAL AUl WebGL Jy
¥ gl.uniformli () EHEITMA E, LAAES S =) Texturedouad.is HF, FRATHFEH T
gl.uniformli(u_Sampler, 0) YO EITLHE 0 (ELE AR,

BT =, ===, BFESERATUMENBERS 528,

FIRLA AR HAMRRRR, BORERS RS B 2 33 (O 88 ORI SO BT i
KREEREH, WK 6.10, ZRME S, medivmp B—AWFERET . (FEAERGH K
FERET" —TiE4ihe.)

F®6.10 HEFPINHARAITEBHS/ YR

e gk RERAYENHNEEE RNEE
meEE R const mediump int gl MaxVertexTextureImageUnits 0
AAECR const mediump int gl MaxTexturelImageUnits 8
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BHEAFMNIESR

BEALREINTING 6.11 PR, HEERPAILNEEMFABHERSMRE, X R

HI| KM%,

*®6.11 EBEAFMHER

RER EEA

1 Bi5 (0)

2 HEEA (0), adkil (1), EBEF ()
3 g3gfepm (++, --), & (=), BR (1)

4 (), % (/). & (%)

5 A (+), & (=)

6 Blifp (<<, >>)

7 Ko bEg (<, <=, >, >=)

8 FlgrdaF (==, !=)

9 #irh (s)

10 BEERR (M)

11 Bz & (1)

12 5 (ss)

13 F& (")

14 & (1)

15 = (2:)

16 BHBAL (+=. -=, *= /= %=, <<= >>= &= "= |=)
17 RABHA, BPES ()

A FARERTE LB EFRAG T, BHARMKAS GLSL & A,

EFREREH: 9ZMER

g P LS RS JavaScript 5 C FE)JLF LR

if &m0 if-else iE4]
A DAE ] if B A B if-else JEAIHEAT AN ST HIWT, DARSHIBRE VAR, B A

if-else A

IEEFFRER
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if (FHAZEXD) |
R &AL K1 dtrue, HFZXEL,
else if (H#A&KK2) |
o R A AR X1 Hfalsedm R AA X2Htrue, PAIFZXE,
} else {
o R PIEAANFHAA falseh X 2,
}

THEZ B it-else iFAIMAERBG -
if (distance < 0.5) {

gl FragColor = vec4(1.0, 0.0, 0.0, 1.0); // &&
} else {

gl_FragColor = vec4 (0.0, 1.0, 0.0, 1.0); // #&
}

MBI F7R, if ERAIE if-else BRI FERM AL & — ME/RE, BEREMKE
2R, BT A A /R(E R B R R, U bvec2,

GLSL ES H1{&A switch if47], MRV ZER, LR if B if-else ifA XEILE
AR PATERE

for i&q])
for IBAIFFE XN TR -
for (ML hAX ; AMARK ; WERFHARKX )
RABATEE,
}
tean .

for (int i = 0; i < 3; i++) {
sum += i;

}

HE, EAZE (BFh 1) REEEAs R E XPEX, FHREXTTUAZ,
NSRS, BRI RIAKR ] crue, BEAb, for IRAIAA LR,

o AnFA —MEHER, 1EIFEERRGER int 5 float LAY,
o EIHRREALAR AT (R 1 BIEHFER)
ity i, = WEARAH - FEFAEX,
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o Rt AAXUAREHER SEMUFRLEK (B0 “BH” —T).
o TEFREMAN, FEEFEEA T BRI,
KL RR A B AF RN T iR AR XY for TRIRUEAT MIBRRRTT .

continue, break # discard iEf]

BRAE JavaScript fl CEF H—F, HATHBETE for iIBA P A continue Fl break,
WE, ROFENS o BaEEER.

® continue 1L EXIER BN R MBI MPATIEIRRIE X (B3 / BBIEH LR ),
RIGHAT T —IKIERR,

o break i LU A LB EIEER, H R FARSHIT IR,
TR continue HRAH .

for (int 1 = 0; i < 10; i++) |
if (1 == 8) {
continue; // BkiLIAFRIKA T o9, 4T R
}
// %i==88, AHITXE
}

THEZ# A preak F7RH -
for (int i = 0; i < 10; i++) {
if (1 == 8) {
break; // $k&forfis
}
/] %i>=88, RAMFXE
}
/] %i==8%, #MATXE

*KF discard, EHRBBIEATTEGHT MM, RRMFTF Y TEHELEHE T4 F T,
BRG] discard FERFESS 10 B "MK Py “LHIREER" —Witd,

g

5 JavaScript 1 oK #0E LY 77 SRR, GLSL ES & R E 7 AL T CiEH,
HARXWTF -
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BE AR ¥ E (typeO arg0 , typel argl , ..., typen argn) {
& ¥t i
return AE{A;

}

SR cype WHUAARBAKRRAZ —, SEBR main) RPIHBEASHHLER
VFi. ACRERECRIREIE, ABARBH AT EA return iF4A], HXMIEFHLT, &EIZE
RUAUR void, fRULAT AN B O XBISSH R AT E R B A, (B2 45 1A B A A
HORREA %L

THEX B R — e K, SCHRF RGBA Bl (A FEE(H

float luma (vec4 color) {

float r = color.r;

float g = color.g;

float b = color.b;

return 0.2126 * r + 0.7162 * g + 0.0722 * b;

/] VA EAATRAGET AE B R —A4T:

// return 0.2126 * color.r + 0.7162 * color.g + 0.0722 * color.b;
}

T RBUE, IREATATAE T, HIJ7ikS JavaSeript 1 C &5 P HIME, @il
PREE MBS HUF IR -

attribute vec4 a Color; // # 7 (r, g, b, a)®k
void main() {

float brightness = luma(a_Color);

}

HE, R R AR SECR S HE U RN IS 2 SR A -5, Ha
e, e, FHEXBAREBS M, B R B B RS EOR foae FA, A H B A
AT int KRIME,

float square (float value) {
return value * value;
}

void main() {
float x2 = square(10); // ##%: 102 %%, H#ZMA10.0
}

WARET I, RBOERBUM B ARREIZ4T T, {22, M C 15 JavaSeript RFEAIRZ, R
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ARE—TRENTRARERS (MgtRUd, BEERRARRFR) . XTERE I E
N T T A ae A R AT NIRRT

ﬂIE’}I‘

U0 2R R BOE AR Z 05, B A BAT 6 5 BEAT I 2 A 56 75 B i ok 50 AL
i, M HEEF WebGL RERBIIS I, SHER, REMEHFE, X—xN5
JavaScript BN, J5E AT EIEATHE BRI, T HEX B X AT — 7R B i 1uma O
PR BAR ATE T ALE R B -

float luma (vecd); // #Lp W
main() {

float brightness = luma(color); // luma() A& XZAT#HMAENT
}

float luma (vec4 color) {
return 0.2126 * color.r + 0.7162 * color.g + 0.0722 * color.b;
}

SHPRE 1A

7£ GLSL ES #, AJLUCHRBSEARERE T, CAERISERITT N, FATAT AR R %
SHOE SO« (1) B RE, (2) KFEAE R BCHBIRERY, 3) BERfAidan sk, th
AR BT B E R, o Q) F Q) A REMT CiEFTrIHES. R62BRT
XESHHIRET

*6.12 SHREF

el A Rk

in ) ) 3 P 4 A ABAENE L, HBAT A R ASEME, T A5 %

F, 2HBAFRGEAT LY AN EE
const in ) o P AL ARG, HEATAE R RBAM, 2 6R5K
out LB BT AR, AR HARENIIRN, FLAEJBAMSR, 2% 0855
G PR T F
inout HANE, AHALK HATENIRN, HRAMNITFHMEME, REH5K

FAHRAL, A E TR, 2% oh B L BOMMEANG T E
<K B> HAMEEL LK Foin —#
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Heani, AT LA 1uma O BREHRE — A oue 2R, L HBRER BRI RZR. M
TESLZ BT, FATTRE AR [m] R K ) S R BT S 4 R Y

void luma2 (in vec3 color, out float brightness) {
brightness = 0.2126 * color.r + 0.7162 * color.g + 0.0722 * color.b;
}

Bz ia, REBASANREME, BrAeREAR BB, void, BAh, FATELES
I DNBECZHTERINT BRER in, PR LX AT LA, B2 in ZERARRETF,

RIS, FATRT DA AR ek %K -

luma2 (color, brightness); // &L XA Abrightness?
// #ebrightness=1luma (color) #j& R4 F]

P EERE

BT ALVFH P A LK%, GLSL ES iRt TR WM N E RS, £ 6.13 84T
GLSL ES N E K%, WIRVREERAM TS ek B4y, T AZ LR B,

%£6.13 GLSLES BEHH

3] B R

AR & % radians (AA#I#INA ), degrees (FRA 4 A A AL)

=/ d sin (E3%),cos (4&%%),tan (E#),asin (RIEFZ),acos (R £7%),atan (REW)

45 %ok B pow (x’), exp (A AR4E#), log (AARMH), exp2 (27), log2 (WA 2 HAI ),
sqrt (F-F7%), inversesqrt (F-F7 #54# %%)

i@ R # abs (#3Hh) ,min (FVl) ,max (& k4h),mod (B4 %),sign (BUE & 5),floor (&

THA), ceil (A ER#%), clamp (RREFEM), mix (KMAH), step (FbHK),
smoothstep (X AAMEFi#), fract (KB IHFH)

JUAT oy & length (%% %A), distance (#H &M ]E%), dot (A4R), cross (IFR), nor-
malize (Ja—4k), reflect (k¥ A 4t), faceforward (@& “#MAT")

45 % 5 B matrixCmpMult (i T# %ik)

¥ 5% lessThan (&A% F), lessThanEqual (#A % IFFF), greaterThan (i%&

A& KTF), greaterThanEqual (#AFKFFF), equal (ZAE4F), notE-
qual (FAEARF), any F—AFEH true M H true), all (BfHALEH true 0
# true), not (& AE )

BIEH 4 5%  texture2D (A-#HIE PRI E), textureCube (A LHRKE P HRLE),
texture2DProj (texture2D #93 # R K), texture2DLod (texture2D ¥4 F
ik AK), textureCubeLod (textureCube #J4£F %M K), texture2DProjLod
(texture2DLod #4& # A K)
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ERTERNEHREE

% JavaScript #1 C 155, GLSL ES Wiy &/ RMEHERNT S, R4
AT AERRF PR B, 1R ERAE B R ABAEA BRI — S s A .

£ GLSL ES ', WRARAEIIER B SNE, WA TR, MRSEHLER
BN, AHR R AR, XA JavaScript 5 C i 5 2 —FEH), Rk HAETE R %L
WEREEA, BHIE, mTHEAERBINTTF, T3R8 &H) attribute 288 | varying
A B AN uniform 2 BERL BN 2 R A &,

FHERES

7E GLSL ES 1, A1 2% A attribute, varying Fl uniform B & “F ok & A8 &, WK 6.3
iR, BEob, BATERB S const REF, ERREOHRTHENEREEENTE R,

A - ¥

function main() {
var gl=getWebGL...

BB X
7

fﬁ}tShaders(...);

}

6.3 attribute, uniform #1 varying T&

const TE

JavaScript F&A const RS, B2 GLSLES 1, FKA1EH const [REFE
NZAE R EARER U ,

TE 7S B const AR B}, 75BN const BAERM X 7, #1875 B attribute 75 & B4
attribute G —FE, FRRAIXTE#HTHIAIL, FHHZ ERARER WA EA]
MET . b .
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const int lightspeed = 299792458; // #ig (m/s)
const vecd red = vec4 (1.0, 0.0, 0.0, 1.0); // =&
const mat4 identity = mat4(1.0); /] #Aiie4

P[] const ZARMKME & FEGIFMEE, W .

const int lightspeed;
lightspeed = 299792458;

Fam AN THRER -

failed to compile shader: ERROR: 0:11: 'lightspeed' : variables with qualifier
'const' must be initialized
ERROR: 0:12: 'assign': l-value required (can't modify a const variable)

Attribute T=E

fr—%E E LR attribute 228 T, attribute 28 HEEH AETAE a8, HiE
WEIhERAR, SHRERZETARNER, R ZERPER “F0R" e,
n, WERZEA MU (4.0, 3.0, 6.0) A (8.0, 3.0, 0.0), X NAEAREE & #4144 attribute
Apht, B BRI, AN AL (6.0, 3.0, 3.0), EARBHLE TR, HEARRTUA,
AEARR R 1L I8 45 attribute A0 RE, R BTG QAR EE ., WARARE LTI R A
REBRE, MR ERFEAE A — A TUREINE| B k. attribute 25 B AY LR H GER float |

vec2_ vec3, vecd mat2_ mat3 Ffl mat4, et .

attribute vecd4 a Color;
attribute float a_PointSize;

T 2 O 2% H RES 2R N1 attribute A8 B A KB H 5% &A%, RA] LA )
BNERERRFIOZE (HKEH). B2, AMERSEENT, HF WebGL HIIREL
HE 5 E /> 8 /) attribute AF &, N3 6.14 FiR.

% 6.14 attribute & . uniform IEFN varying TERIE BRI

TERIEH NELBETE (RARAKE) =/ME
attribute % & const mediump int 8

gl _MaxVertexAttribs
uniform & (.54 &%) const mediump int 128

gl _MaxVertexUniformVectors

uniform &% (A LEER) const mediump int 16
gl MaxFragmentUniformVEctors

varying T35 const mediump int 8
gl MaxVaryingVectors
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uniform TE

uniform ZF & A DV FET A E @AM FocE aed, HUAE42/ZE &, uniform 48
BE RN, B AR T SR TR R, IR TS E @M oE
A T [F 2K uniform AR & IR A E M S WA E AL, uniform BREAET “—
K" (BB / ZERITH), STREE Aot H) s, JavaScript B % [n) H A% 8 I
KB, tn, FHREERARZTSN, MEmA s, iAEEEa b2
uniform 45 &,

uniform mat4 u_ViewMatrix;

uniform vec3 u_LightPosition;

TH S (e A Jo & (2 xd Hoop uniform 8 B RCE R H 5% &A%, HEAHME,
3 6.14 Fir.,

varying T#

g — A BREF S varying, varying BB WIHEZEERARE, EREFE2MNTLER
2810 e E OSHE M BAE, RO RFE AR P A%, [FJE8A) varying A8 &,
Nl 6.1 Ff 6.2 Y v_color, RHIJZFE R varying A8 & BT -

varying vec2 v_TexCoord;

varying vec4 v_Color;

il attribue 4% & — #£, varying 48 8 H B &2 DA N A ; float | vec2 | vec3 | vecd,
mat2, mat3 fl matd, HIEE 5 FPrAR, TAE @2 T RS varying 28 &8 E I A& Bk
BT FonE fgRRy varying AR &, X H AR TOUMMEAYERE - IRIELHETE, XEiE
(T s varying 8 &) TN, REHEREEE (HoE 6L varying 88 ),
IER R varying AR BREFRER A, FroATRN R E RS © rEdEEE,

varying ZF BAURCR Rl L 5 & A K, B8 A, WiFk 6.14 Fik,

REREF

GLSL ES 5| A THEERRE T, H # R A B E Ll F2/7 5 a7 e, BT 32,
B B, KRR E T R ORF N SRR R AR (HLR80). MimE 2, SR
FHREERNIFE (BIFEROGAFFFAEAR TR, 1000 B H R 75 28 TH 6
MEZ, FEARERET, REURER b f R P A RCR AL RE R B-F- A, SR, KEE
FRE R AT IERY, ASRARAERE, T LAGEH R X 1 A AL
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#ifdef GL_ES
precision mediump float;
#endif

H1 T WebGL J2 £F OpenGL ES 2.0 ], WebGL &7 #i J5 A W] fRIB 1T EA& Fh ALY
G L. BEFEREH LR EAMNE T2TEr, RENFERECER, Bl
PERETFEY, DARCEERAY, PRIRRERE, MERMNBERAbEATRET .

HE, EREET, WebGL BFHNZITE R & BRGSO HER, IR AERE T 2L
RAERE ] ATV

W% 6.15 i 7n, WebGL #2 /7 2 £ = Fp b5, H R E F 7518 nione (FHFAE).
mediump (FAEEE) Fl lowe (KAEE).

#*6.15 BEREF
BEREF #ik SIABUETE BTN A
Float int
highp St A, MEH & BRMAIHA (-2%,2%) #5 B 27 (-2'%,2'%)
mediump AR A, AT HMASKMEEZE, K (2720 HA 2T (-2, 2')
AH & BB A
lowp A, KT PHAE, TUATHAM (-2,2) #4554 27 (-2°,2%
&,

AW EEBRERE., S, 7ER2 WebGL 85, Froo# (625 v B R L FF highp #%
B, K OLRER) WEMERHE s HiK, BEEEAGEER RS RS
IEA S #), VRAIPAMEEF 91.getshaderPrecisionFormat () fGAr,

TR A A RS LA

mediump float size; /] PHEAFEVEE

highp vec4 position; // BAH &#HAFEYALE Hvecsrtf

lowp vecd color; /1 BAAEMAF LY AE hvecd st §

AN ERE UG EREB, AT DA KT precision RAEHIE AR
BOAREEE, XATRBUAIETUSE QRS TE QR TEE, HAAKXMT .

precision HEREZF £8 L4k;

XERERR, FEEASRT, EMEUPEEHRANEEHRERETHEE. B
R, BETRTAADNEERE FBMin R8s, R eERAREE, .

precision mediump float; /] PR BRI FHA
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precision highp int; /] PR AR BB D A

EEXBAERR, Brf foat FRIPARAH KHY vec2 Ml mat3 fyA8 BHRRZ PRE LY,
AR ZBRMEEHEER. N, vecd KAFRAI NN EANR FHER,

R ELERER], FERJLERINIFEARERMMHEE (BRTIEHTE AR
float RAUMHIRE ), XREN, XTXERMY, FERCLLATHIAWKE, 1F
ot AR float KRBBA BN, W1 6.16 FiR,

+6.16 HIRXBMEINEE

EHEaRLER HiRER RRIAKE B

mEHEH int highp
float highp
sampler2D lowp
samplerCube lowp

BAEER int mediump
float i
sampler2D lowp
samplerCube lowp

FEFR, FonE ST toar KAMBRABINE, RIVTTHEFIHEE. R
A F o s HRAE float BRUATRGIE, Wi BN T BOAIFHTIR -

failed to compile shader: ERROR: 0:1 : No precision specified for (float).

FATWT, WebGL 2 ETEH JUE QR CFF nighe K5, BURTHMAKK SRS, E
HYEHE, IBAEREMESE X NE % GL_FRAGMENT PRECISION HIGH (I F—3%),

FsbEIE <

GLSL ES (HFHlAb B < . PIALHLE & F R E IE 4% 2 B ACAS b AT AL 2E, 47
AHS (#) JFiR. THEERIAIFE coloredpoints. js Fid HI I TALBEHE 4

#ifdef GL_ES
precision mediump float;
#endif

XEAEEETRECEENT L es &, WRE, AMMAAT tifdef il #endif 2
RS . XA TIALBRHE 2 B U C 7 5 K JavaSeript 1Y 1£ iEAIRIEAL,
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THE2EATE GLSL ES Fa] fEH B i) = At B 15 <

#if AKX
If eRAEHAXXAHR, WXL
#endif

#ifdef %%
JeRELT XE, WXL
#endif

#ifndef %%

PR EAZLEE, WATEE
#endif

PRAT DA #aefine 35 HEAT R E L, M CiEHFHIZEAIR, GLSL ES HHE A

ESH -

#define %8 ZAX

YRATAfE A #undef 1R MRFRZEE X -

#undef %£.4%

AT ABE A #else FESBLA #ifdef (BUHR C 1A 5 K JavaScript ' if (BH]HHY else),

tean -

#define NUM 100

#if NUM == 100

4o R ENUMA 100, HATXE
#else

0, ®hATEXE

#endif

AR MERR, REAMBUE XHAEELAF (3£6.17) MFEBIA,

®6.17 BEXMAEER

%

ik

GL_ES £ OpenGL ES 2.0 # 2 LA 1
GL_FRAGMENT_PRECISION_HIGH K AK & B LM highp A

214

FtPA, FATTAT LUK AEGE R R A TR PR AE

#ifdef GL ES
#ifdef GL_FRAGMENT PRECISION HIGH
precision highp float; /] ZHESHE, MZFENHSHAE

$6EF OpenGLES Hfaa8iESF (GLSLES)



f#else

precision mediump float; // REKSHA, REFENAPHAE
#endif
#endif

AJ AR #version RFEEH AR Y GLSL ES LA .

#version number

] DA$E 32 4 i A< 42,45 100 (GLSL ES 1.00) #1101 (GLSL ES 1.01), 15 A f#
#version $§4, FHOAFIFENIA GLSL ES BfAR 1.00, #8572 1.01 iRAHFURHEANT

#version 101

pversion $4 O UFIHER (BRI, 702 M AR WRERIZA
B4

X—FHEAN T OpenGL ES F @ a%iES (GLSLES) MIRLFFE.

WARAT I, GLSLES Ml CIEFAMEBMUUZAL. 5 CIEFMLEL, GLSLES (&
LR EAER2E MR B, S3EX R R AR IR SR, 15 A KRB
TLEMFERS R4, REFEMRIES, R EASMEGR T — SR ZrsE, ik,
GLSL ES & X FFF 2 WE R ST RVLETE AR KR8 X — ISt 0 T3 BT
KEEEHBOA S E ORET .

clk
i
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RE

BN = 5]

Al JLE R R BIRE P E R ER 2 R, il X LRI 7, AT T WebGL
%%%IWEE‘%@ﬁWW%‘ﬁ%ﬁ&(%@ﬂ%%kdhﬁﬁﬂﬁﬁﬁéo$*
b, XEMPAGER T L6 —4ERE, Wil Tem=4rE, Ex—=d, BRI
PEAZHERI IR, IRRAEXLRE AR =4t Forb, B, AR .

* AR PR A T HE A = ZE T
o il =4E R =S H]

o B

o QEERYIARIHIE K FR

o 2 =4Er) 7 A

PAESXEEN X T A2 6 = 4E 357 5%, i sl P aew |, A AR
TRXENE, TREEQBRIRN =45, RITE—P—LHES, KREHHIRI
PRI 0 = EY) R B R ARRE, JE T LE R R E AN A A, L dn S5 B B OR
FHHPEAR,

I H =R

BB, AULERRBIRF2H TAMEHEN=AT. Zahhed, =491k
R 4R (FFRlR=MAF) 48H. WK 7.1 FR, 2 A=ABHR T ik,



B 7.1 A=ABAERNIITE

AR =LY AR =AU, RN ATRATLENR, B0 26 AR EE
BA=ME, BLMTALH BN =4YET. B2, =45 40 A -1 EHEX.
FEL i —AE LR, R EH B TR x fly 208, a6 =4eiknt, 5% E el
) REAE S (depth information), ARFLIFHAIE, FSEFATRMITE— UM E L =4 7
WMEEE - fEftatyy, BIEE. MEFAZRE. ELZE. ATHEHBER, RIOERA
RS, EREHILRBH =ML, BARE2G LT RER=AE, =4%=
[E] AR =AY

MR FL%

=YY S R R BERBE, HEYREERE, el Z . Fit,
REBF|— 2 FIAEF B8, $F5% L, RONEEERIHE=4 726 5 4
WA L, Bl2GMEEFRIRHEA, MREETUALEESMCERE. ATEX—T
WMEE, RTREFIEATHA

o METi, BIEE B CAEM AGLE, TR GFRKW—HR2?
o WIYREERS, HIMEEREBEZI?

FATREE BT AL B AL BEAR AR (eye point), MALA H A i WEEJ7 1 ) S AR A
L& (viewing direction), A<FRERFFTANFTE A I LR IA ML . BT —45 3]
FROI “WEERELZT BIME,

5523 “WebGL A[]” #HIE 2.16 B, 7£ WebGL &4, BRAE R TR A4
FIEA(0,0,0), LA Z Hifakah (FRmREFENT), X4, RIEHRSMERIA
MBS B —MIE, DREGETH=/AE.
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AT K — B W R Bl FE P LookatTriangles, FEFREF S, #AEALT (0.20, 0.25,
0.25), MLmFR L (0,0,0) Hm, AJLAFRESHIES =1=/AFK., BFPFHX=4
=AIEHT G V&R, AR BIMRRME = P E RS, B 7.2 /R T LookatTri-

angles HIBFTE R,

& 7.2 LookAtTriangles (X&) M=fAEMNEES z LikE

=AERB O AR PRIEMN T —2%, XHE LARES HRETR.

M=, NEBHFSAF LG

HTHEREZNRS, REEFPHIGE : WA, BIMEENIE , WEER
&= (look-at point), BI¥WLEE HARFTFERY s, ERIAFRBIEML. b, HARNERE
EIEMEIWRRLH P AL, £AFEmME LA R (up direction), A T X =15 &,
AT AR E MEEWPRE T . TEHE—HTHE (LE 7.3),

? L5

(upX, upY, upZ)

M H br £l *

(atX, aty, atZ)

sk

(eyeX, eyeY, eyeZ)

B73 =, NEERIFLSE

M= F Lk 219



ME . MEHEEN=gSEPAE, WERMES, EETRAILTH, WAL
#BH (eyeX, eyeY, eyeZ) FIR,

MBERRR - POREERIIER R, REAR K, ZE 0 BRSO 4R EEE(d,
HE, WEHRR A, MARRET W, R R RGEWE H RS, 46
FHHE T e, WEE H R R BIARARA (atX, atY, atZ) =K.

EAm@ AL RRE LR R LR T, AR, MR E TR
WS kL, MBI R TTRE AL R RIER 1 (N 7.4 Fis, Sk & S EORE R
HRWmE T ). BroA, ATRHMEEEERL, RIMNEFTEEE LT W, Ehm2asf 3
Mo EERE, H (upX, upY, upZ) EIRN.

AL H bR s

B74 i, URSFALAE

£ WebGL 1, FRATAT AR iR =R E & — B (view matrix), 5%
ML A TURE AR, WEERFTTARTIMEENRS, SHUNEENAL. WEBB
M. B mEER. ZITABRCH R, BREAERZAPN T BaRTERE LA,
st B E WAL F )35, cuon-matrix.js P[] Matrix4.setLookat () pRELA] AFRHE
EAREA KR MR, ME AT LT, SRA R S E R

Matrix4,setLookAt (eyeX, qd,ﬁu,umuu,wmuﬂ upY, upz)

#ﬁﬂﬁ@wmwwu}%m@@WMw@~ . :'%Mﬂ%mﬂﬂﬂﬂw
JEMER) XA R Matrixd, HIEKE M E <canvas>ﬁ6_ S =

B8 eyeX, eyeY, eyeZ AERAE
CaXaYatZ s L R Choe it ;
upX, upY, upZ R EFH, -!ozl_hi'ﬁ;{ Y #iuf-?fﬁ) ﬂ‘ 2 (upX,

e RO
iR EHE x i o - R

£ WebGL #, WEEE KBRS %2 X FEH
o WAL TAIRRGEA (0,0,0),
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hd %ﬂé%j@ Z'ﬁhﬁijiﬁqa ﬂﬂgg#iﬂg(o’oa_l)la Jijfﬁﬂﬁb'Y'ﬁﬂﬁijfﬁﬂo EU(O,I,O)o
AR _E 7 RSO XOIE R | (1, 0, 0), VR¥FEFIARIES: T 90 B,
B — AR, JR A TR AR TR (LE 7.5),

var initialViewMatrix = new Matrix4();
initialViewMatrix.setLookAt(0, 0, 0, 0, 0, -1, 0, 1, 0);
g

S Nt
.x57 A S
ML A% H bR b5 )

& 7.5 setLookAt () =l

WA, WELTHET setlookat O pREL, THEHRBERFIBRTFHIMRG.

T3 F (LookAtTriangles.js)

Bl 7.1 7R T LookatTriangles.is FIHY, FAMBU TR, RIGLH T 3 N=/A,
N 7.2 B, BARTERE B EXEBHA, EXFR X 3 DN=MIEREE 580 1 65
afa, HEIIENRERIAMIITER,

f5) 7.1 LookAtTriangle.js

1 // LookAtTriangles.js
2 /] MEKEBAF
3 var VSHADER SOURCE =

4 'attribute vecd a_Position;\n' +

5 'attribute vec4 a_Color;\n' +

6 'uniform mat4 u_ViewMatrix;\n' +

7 'varying vecd v_Color;\n' +

8 'void main() {\n' +

9 ' gl Position = u ViewMatrix * a Position;\n' +
10 ' v_Color = a _Color;\n' +
11 "\n';
12

13 // KAAKEBAA
14 var FSHADER SOURCE =

18 'varying vec4 v_Color;\n' +

19 'void main() {\n' +

20 ' gl _FragColor = v_Color;\n' +
21 'N\n';

1 REREARE(0,0,2) ¢z TURERE A, AM -1 AXEMF, RELTUAR A6 A,
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22

23 function main() {

40 // REMELFARE (KE=ANARNE)

41 var n = initVertexBuffers(gl);

50 // %Bu_ViewMatrix ¥ #¢j 44t
51 var u ViewMatrix = gl.getUniformLocation(gl.program, 'u_ViewMatrix');

57 /] REAE, &AL @)

58 var viewMatrix = new Matrix4();

59 viewMatrix.setLookAt(0.20, 0.25, 0.25, 0, 0, O, O, 1, 0);

60

61 // ¥ABEHEELu ViewMatrix T F

62 gl.uniformMatrix4fv(u ViewMatrix, false, viewMatrix.elements);

67 /] BRI =R

68 gl.drawArrays (gl.TRIANGLES, 0, n);

69 }

70

71 function initVertexBuffers(gl) {

72 var verticesColors = new Float32Array ([

73 /] TR EAEAFAR E

74 0.0, 0.5, -0.4, 0.4 1.0, 0.4, // Be=AMBLERE
75 -0.5, -0.5, -0.4, 0.4 1.0, 0.4,

76 0.5, -0.5, -0.4, 1.0, 0.4 0.4,

77

78 0.5, 0.4, -0.2, 1.0, 0.4 0.4, // h&=AMAETH
79 -0.5, 0.4, -0.2, 1.0, 1.0, 0.4,

80 0.0, -0.6, -0.2, 1.0, 1.0, 0.4,

81

82 0.0, 0.5, 0.0, 0.4 0.4 1.0, // Ee=AMARNE
83 -0.5, -0.5, 0.0, 0.4 0.4 1.0,

84 0.5, -0.5, 0.0, 1.0, 0.4 0.4

85 1)

86 var n = 9;

87

88  // GIELF R R

89 var vertexColorbuffer = gl.createBuffer();

96 gl.bindBuffer (gl.ARRAY BUFFER, vertexColorbuffer);
97 gl.bufferData (gl.ARRAY BUFFER, verticesColors, gl.STATIC_DRAW);

121 return n;
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122 }

AT 5 5 EHM) Coloredrriangle.is M4, HIonE BaF. HATAEKIEN X
45 coloredTriangle.js F—HE, FEHATF==XH .

MEERSEATURE AR (58 617), H SRR (55 917).

® initVertexBuffers() pREAIZET 3 N =AEH T SRR FIET EEHE (5 72 ~ 85

1), HAEmain O BRECPBIRA (56 41 17).

e main () PREGTE THESERE (58 58 ~ 5917) HAFLTAE AL Y uniform 45
B ou viewmatrix (45 62 47). PLAARHRN (0.25,0.25, 0.25), WEL S AR4RH (0, 0, 0),

EF71E4 (0, 1, 0),

HHE, KE T LR 2 AhiR% initvertexBuffers ) ¥ (5 71 17), %R
5 coloredTriangle.js AP X BIFET verticescolors ${4H ., JRde, 4T H
AR T S AR A EE, BRUEZEEHEE T 3 M =/ABETT 9 NI EEE, m
BT s hr i z p B BATER 0T, ERMNEABTZHMRMR (589 17), Hirk4l
FROEIRIE T HEE (58 96 ~ 97 47) . Muhh, FATILIE g1 .drawarrays O 55 3 NS HL

_/I\:‘

BT 9 (56 6817), HAXEILA 9T,
Wig, WRIEERS3 &, FEEIABEE (B THA, &M LhRER) I

RATUREOSR. AL, RIVGEIET —4 vatrixd X5 viewmatrix (5 5847), R
il setLookat O AN H R ENMEMERE (58 5917), BRI R ITRGLH T
ME G u_viewatrix 88 (5 62 1T).,

57
58
59
60
61
62

/] REME, WBALTH
var viewMatrix = new Matrix4();
viewMatrix.setLookAt(0.20, 0.25, 0.25, 0, 0, O, O, 1, 0);

// HABEEELY Viewatrix ¥
gl.uniformMatrix4fv(u ViewMatrix, false, viewMatrix.elements) ;

JavaScript #4F B BURELX B, THREE QFHITHEE .

2
3
4

5
6
7
8

/] MEH EBAZA

var VSHADER_SOURCE =
'attribute vec4 a_Position;\n' +
'attribute vec4 a_Color;\n' +
'uniform mat4 u_ViewMatrix;\n' +
'varying vecd4 v_Color;\n' +

'void main() {\n' +

AL
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9 ' gl Position = u ViewMatrix * a Position;\n' +
10 ' v_Color = a_Color;\n' +
11 '"I\n';

4 Coloredrriangle.js Mith, TURF@MSAMLYE (UHEH ERBEMAEIRL) « 2 X
917). BLEEEAZ, ARG? IAXFR NS EFRFIMER M FRIE? EHEKRE .,

LookAtTriangles.js 5 RotatedTriangle_Matrix4.js

FHMER BT E S, RS ZIEME 4 T RotatedTriangle Matrixd.js
R, FEETRE QR FRET — 1 racrixd RARTEHBREXR, HEERE =M.
AR B — T X AE a8

1 // RotatedTriangle Matrix4.js

2 /) MEHEBAER
3 var VSHADER_SOURCE =

4 'attribute vec4 a_Position;\n' +

5 'uniform mat4 u_rotMatrix;\n' +

6 'void main() {\n' +

7 ' gl_Position = u_rotMatrix * a_Position;\n' +
8 "I\n';

Al LookatTriangle. s HTHAEH GHRBEFU TR -

1 // LookAtTriangles.js

2 /) MEH EBAA

3 var VSHADER SOURCE =

4 'attribute vec4 a_Position;\n' +
5 'attribute vecd4 a_Color;\n' +

6 ‘'uniform mat4 u_ViewMatrix;\n' +
7 'varying vec4 v_Color;\n' +

8 'void main() {\n' +

9 ' gl_Position = u ViewMatrix * a_Position;\n' +
10 ' v_Color = a_Color;\n' +

11 "I\n';

AP0, JE#E S HIE A O AT attribute 28 B a_color DATFRETH B (A0H, AT
varying A5 B v_color L i (£ 45 5y o & o 4%, uniform ZF & [ u_RotMatrix ML T u_
viewMatrix, REFFFE LRXHEESR, HEEWNEQSET, A nacs JR (FE Rotat-
edTriangle Matrix4.js H1J& u_rotMatrix, T AE LookAtTriangles.js HI& u ViewMatrix)

Fe AT s AR AR FHIREL 43 o1 _Position FIFTRANIER ML (55 7 1770158 9 17).
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Lhr b, “RAEEEXHMEERS, LHNEEFINRLR" 5 “EHRKIANIE
RE, EHEXN=ZHEXNRHATFE, RREFLEHR, BotMEEFINRLR, IHMTH
M.

BT, BOABR TRATERA, MAEHE Z iy metfr g, RmBITHFR
ABEHE 0,0, 1), WE7.6 (£) Fim. Xif, HASPNERN =ML Z R LR
HWIT Lo ANEfL, KPR b, WORIME=MEN Z ity migsh 1.0 AL, dafpA
BB FRERRCR, FOAWMEER EER—HR, WK 76 (F) B,

7.6 BEIRSBIEARNREY

HL b, EiRdBEM ARG LookatTriangles.is i1, MREMA. WE A
LI mBE, setrookar O FEITH MM ARG RHE “1HE Z ity migsh 1.0 4
BT AR B . B A, FEX AN RS THU A ARARAR 3, iAH 24 T-3R45 T LR B AE (0.0,
0.0, 1.O)" BCR . MR ahi 75 1] -5 B EE T ¢ (Wl 2 B AL A7) B8 75 1) IE 4F A L
X TR BIBERS, AT AR A LRy 77 K

“BEMEEHRE" 5 WENRET PR, AR ER—HEK, B
IRl AR R Rt iR . TR, AT — DR E R RORME e FH =M,
NIEEM A E e G =

55 4 8 RotatedTriangle Matrix BEFAHI T — NG Z BINER — & AR IO = fa .
AAHHE B LookntTriangles B HI— I AL B AT £ HUNESS IO = M X,
A1 TP MR A (R = TR HONERS ) FILPIAERE (FRMERHERA )
B — N, BRI T

FAVAGE, EEEFATURALR, FRM4RETAETHERRZ FHRHLR,
ARV, FIBEREH R R AT R AR, AT DAS 2 Bed% 5 i TR AR AR o
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FH AR P A e AT s AR AR R T R AR e Bl S @ A, EAR R (PABRIAIRAS)
MBI B TR, S EENEE AT (EFRERERIAR) PR B R AR TR —Ff
A EAE A RO e G = AT, RINFTELRE=AE, RIEMNX Dk
ML, BaigEvL, RAFELXN =AHTIEE L, FEE RN =FfAEHTS ‘B
" S e, BAVIER BRI TP, BiRE—TFERK,

FAVENE, RETER R, TS e i 5 T LATE % w0 T AR AR

<A T B AAAFS=<at B> X <R HETE 47>
FH A0 ] 4 B e DAE 5 S W T A b, AT AR “MILSE LA™ BOTERE J5 T A
AAFE .
< “MALE A EET 095 TR A AR S=<MBEHE> x <Gt B TS LR >
e 1 AKTFRASE 24, 711% .
< “KALEA EET 0kt s TS AEAFS=<ALE 4B 5> X <t 46> X <45 TH & 4 47>

M TR, YRET] DA RS, G R AR S BT A G, X
PR AAEBRIEERE (model matrix), iXFE, AT A AL
x 7.1

<AL 4B > X PR B E> X RAETR EAAR>

ANPIEFFEE AT ER T, RER, ERBEZAEUIAE adk. BlUs
ff) LootAtRotatedTriangles FRFF LB T ik Ar e, WM& 7.7 R, B B @B & ATER
I =AIERFTTER R, TTAE S| =AEMEertd T,

& 7.7 LookAtRotatedTriangles
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Tl EF (LookAtRotatedTriangles.js)

LookAtRotatedTriangles.js 5 LookatTriangles.js ftL, HAJLAVNEE . TIAT
uniform ZZ & u_ModelMatrix ; JavaScript H1 () main () pRECRFBIRLAE MEAL 25 % A8 &, AHIY
ARG 7.2 Fis.

5 7.2 LookAtRotatedTriangle.js

1 // LookAtRotatedTriangles.js
2 /] MEHKEBAA
3 var VSHADER_SOURCE =

24

51
52
53

59
60
61
62
63
64
65
66
67
68
69

'attribute vec4 a_Position;\n' +

'attribute vecd4 a_Color;\n' +

'uniform mat4 u_ViewMatrix;\n' +

'uniform mat4 u_ModelMatrix;\n' +

'varying vec4 v_Color;\n' +

'void main() {\n' +
gl_Position = u ViewMatrix * u ModelMatrix * a_Position;\n' +
v_Color = a_Color;\n' +

"}\n';

function main() {

// #Bu ViewMatrixfeu ModelMatrix&j&fHiht
var u_ViewMatrix = gl.getUniformLocation(gl.program,'u ViewMatrix');

var u_ModelMatrix = gl.getUniformLocation(gl.program, 'u ModelMatrix');

/] AR EFAE
var viewMatrix = new Matrix4();
viewMatrix.setLookAt (0.20, 0.25, 0.25, 0, 0, O, O, 1, 0):

/] EaAER
var modelMatrix = new Matrix4 () ;
modelMatrix.setRotate(-10, 0, 0, 1); // Rotate around z-axis

// WAL A HuniformE &
gl.uniformMatrix4fv(u_ViewMatrix, false, viewMatrix.elements);
gl.uniformMatrix4fv(u_ModelMatrix, false, modelMatrix.elements) ;

B, TAZEGRPEM T uniform 45 8 u ModelMatrix (8 747), ZAFEM
JavaScript "PESBRIAERE, PASEERER 7.1 (B8 1047),

10

' gl_Position = u_ViewMatrix * u_ModelMatrix * a Position;\n' +
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JavaScript [y main O BEIEAH T 590 B M FEA X HORES, RABRILE R
NHESEAERERO D, 6= M T58 Z Bilfest 10 i, 55 53 47 AURDSSH0 T 2RI u_Mode lmatrix
AR TE ML, 55 64 F7 55 I0 T B — T 0 KE B RS 52 modelvatrix, I Matrix.
setrotate () JHLBNIEFIEME (5 65 17) , RIG A TS H G I u_todelvacrix (5
69 47).

BITRBIRRT, TR ARARK IR S5 eSS AL E R AR R, & 3KA5 T I RUR .
ME 7.6 s, BI4EH u ModelMatrix ERE =, B IEH GRS u viewMatrix
AR F| IEFALE, A L EPRR MG E MR —F,

R 7572 Fr i SR 3

JF LookAtRotatedTriangle.js H, FHMEFSLIM T 7.1 (FE4EMHE x HEUIEHE x B
WAAR), XM, BFXMEATRAEETAEAREE x B E%, TRAHERS,
X—HBER R ERALER . X2EN, TeXEANTUAmE, X 7.0 heym
AR R A G5 SRR — AR B AFRATT AT LATE JavaScript A 55 55455 9 /1 4 A 3 1 45

view matrix), 1 & -
<HAAL B 4B M >=<ALE 4B > x <A B>
XA, K71 APAES AKX 7.2 .
®7.2
<HUALB B> x <TRE 47>

IR BIFEF LookAtRotatedTriangles mvMatrix.js WX T2EE T/ 3 HEAE,
TR,

51 7.3 LookAtRotatedTriangles_mvMatrix.js

1 // LookAtRotatedTriangles mvMatrix.js
2 /] MEHKEBALA
3 var VSHADER_SOURCE =

'uniform mat4 u_ ModelViewMatrix;\n' +

'varying vecd v_Color;\n' +

' gl _Position = u_ModelViewMatrix * a Position;\n' +
1
1

' v _Color = a_Color;\n' +

6
-
8 'void main() {\n' +
9
0
1 "I\n';
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23 function main() {

50 // FHu_ModelViewMatrixfeu ModelMatrix®) 4 it
51 var u_ModelViewMatrix = gl.getUniformLocation(gl.program, 'u ModelViewMatrix');

59 viewMatrix.setLookAt (0.20, 0.25, 0.25, 0, 0, O, O, 1, 0);

63 modelMatrix.setRotate(-10, 0, 0, 1); // Calculate rotation matrix
64

65 // AAEHAK

66 var modelViewMatrix = viewMatrix.multiply (modelMatrix);

67

68 // HRYMAEEEHLU ModelViewMatrix

69 gl.uniformMatrix4fv(u_ModelViewMatrix, false, modelViewMatrix.elements);

T A EAR T H I T H M uniform ZF 8 u_nvMatrix, &5 T g1 Position i1
(F917), TMAEBRIITHRES HVIH LookatTriangles.js F1—4FE (& T uniform
RAK) .

1E JavaScript X 15, F AT 4 B F T W B B B viewmatrix Fl AL B AE B
modelMatrix (%5 59 ~ 63 17), BLf5 fF LookAtTriangle.is 1 —FE, KRG, AT H
Matrix4.multiply () J5 X NG MEAE 3 , 4545 SR (E 45 modelviewMatrix (45 66 1T) .
HE, BRINTELE modelMatrix P T multiply O ¥, FHAEA viewMatrix &¥, A
PRI M) 25 R SE PR b i & mode1Matrix=viewMatrix*modelMatrix, [KA¥E JavaScript H1,
FATARBEMRAE GLSL ES HiRFE B « SoRFATH AR, 1720 MR AR i it i
itk

3| T modelMatrix 5, BAFEALE QAT u Modelmatrix ZrRE (55 69 1T), 1817
TR, BORIE 7.6 Fir,

RIGERFEES, mOERF ST R AR R st 5 ok, AR
AR AR (55 59 ~ 66 17), A T HIFtZ AR ARtk Sbs b, R
AT T DO B R R T

var modelViewMatrix = new Matrix4();

modelViewMatrix.setLookAt (0.20, 0.25, 0.25, o, 0, 0, O, 1, O).rotate(-10, O, 0, 1);

/! HEAABEEESuniformE#

gl.uniformMatrix4fv(u_ModelViewMatrix, false, modelViewMatrix.elements);
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FMARENELR

X —3PHHE LookacTriangles MBI XIS, (0184 R LAYy BB FHY,
WEEH AL BB H3), FEHTEF Lookactrianglesuitnkeys i, HISRA Iy T S T,
BLAH X AARAFHER 0.01, N7 7 I BT, BLACHY X ARARIFI 001, 78 (%)
SR TR HGE TR, MR 20 i — B, e 78 () MRET

7.8 LookAtTrianglesWithKeys

THI3EF (LookAtTrianglesWithKeys.js)

Bl 74 BR TARBIRFHAE. FOaAH S rookatTriangles.js i —Ff, §
JavaScript H main () pRERHIFRAELEAME ., AFREZ, ﬂéﬂ' T 1 45 {4 i . e K
LB = AR T — N BphE) draw O RECF

5 7.4 LookAtTrianglesWithKeys.js

1 // LookAtTrianglesWithKeys.]js

2 /) MEEEBAF

3 var VSHADER SOURCE =

4 'attribute vecd4 a Position;\n' +
'attribute vec4 a Color;\n' +
'uniform mat4 u_ViewMatrix;\n' +
'varying vec4 v_Color;\n' +
'void main() {\n' +

' gl _Position = u ViewMatrix * a Position;\n' +

O W 0o Jd o O

v_Color = a Color;\n' +
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11 "I\n';
23 function main() {

50 // #EBu ViewMatrix ¥ & 494 ik

51 varu ViewMatrix = gl.getUniformLocation(gl.program, 'u_ViewMatrix');

57 // R KBEMEGMatrixddt &

58 var viewMatrix = new Matrix4();

59 /) EMEEF e R kR

60 document.onkeydown = function(ev){ keydown(ev, gl, n, u ViewMatrix,

=viewMatrix); };
61

62 draw(gl, n, u ViewMatrix, viewMatrix); // Draw a triangle
63 }

117 var g _eyeX = 0.20, g_eyeY = 0.25, g eyeZ = 0.25; // #*&
118 function keydown(ev, gl, n, u ViewMatrix, viewMatrix) ({

119 if (ev.keyCode == 39) { // # T4

120 g_eyeX += 0.01;

121 } else

122 if (ev.keyCode == 37) { // & TFTL4
123 g_eyeX -= 0.01;

124 } else { return; } // &TF#HRiledt

125 draw(gl, n, u ViewMatrix, viewMatrix);
126 }

127

128 function draw(gl, n, u ViewMatrix, viewMatrix) {

129 // REREAME

130 viewMatrix.setLookAt (g_eyeX, g_eyeY, g eyez, 0, 0, 0, 0, 1, 0);
131

132 // #ABEM4#ELu ViewMatrixEF

133 gl.uniformMatrix4fv(u_ViewMatrix, false, viewMatrix.elements);

134

135 gl.clear (gl.COLOR BUFFER BIT); // #M<canvas>
136

137 gl.drawArrays(gl.TRIANGLES, 0, n); // &% =A%
138 }

EAG S, AT T BT Y R, 244 G T R T, B
WA AL E, RISV draw O BREEL YIS, TEOFFTEEA S0 B bR AT, SEkE
—F draw () pREK,

draw () PREA AR T4 B . BRI 2R/ R 9 evex, g eyver, g evez IFHM
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B (55 13017), X=/1ZERHHREDS A2 02, 025 025 (5 11717) s AR5
FH RS 2 BV 1 P A 28 TR 3 (8 P Y u_viewMatrix A8, FERE main O pRECOA M
draw () PREIFAZ R XEA T ZBI3REE (55 51 1T) HOERF uviewMatrix 77
figtodk, FI—FEIE (55 S817) By Matrixd XPE, XFEMAI H BRI TIRE drav0
PRECRI R, BTSSR draw O R EURHET B IRHL u_viewvatrix fyHihE
HHE Matrixa JR, ff5, LATEZ <canvas> (55 13517) HEH=MAE (8 13717),

LR g _eyex, g eveY g eyez WP EFH I AATALNR, LI (F R R HORT SE B
g_eyex WI{H, AT FEFCEEGEE TR Z R &L, FATLAE R EA A E] document X5
onkeydown [ F 2, FATE LT — R4 BRIy B 5 e 2 pR 4K

59 // iEMeE ¥ s S

60 document.onkeydown = function(ev){ keydown(ev, gl, n, u_ViewMatrix,

=viewMatrix); };

FEAZ REHH T keydown O BREL, FHEATMRXIISE, iLFEAIKFE—T keydown ()
ERiGoES IR

118 function keydown(ev, gl, n, u ViewMatrix, viewMatrix) {

119  if (ev.keyCode == 39) { // #&THH5@k

120 g_eyeX += 0.01;

121 } else

122  if (ev.keyCode == 37) { // #%TLiHf4

123 g_eyeX -= 0.01;

124 } else { return; } // #&T&RLlesd, HiAe, RL#FeHh

125 draw(gl, n, u ViewMatrix, viewMatrix);// ## =A%

126 }

keydown () PRELHIEE | NSE ev B—NFMHXR, ZRFWEZBRERE, HIERE
ev.keyCode JBMEA A ME MR BBIL T, RIGHEH o_evex, HWUIREGH ME, L g evex

N 0.01, WRRA S, MY g evex B 0.01, SR draw() sEEZ H =T,
BITRESF, BRNIRE N AASh T MR, =AIBESSE T E, Kk EXER

AMEERE LA TR,

ThiER—F

WRARAF AR B R PIRRF BT ROR il & W R B 2 AR A Btk 2 1 o2 LI
= agb R, WE 7.9 Fs.
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79 GT—RN=fk

=T —ArEREZ, FRI1%ATEETHSER (visible range), B[S 70 2245 £
XK A, WET—E TR, WebGL H g 7R A R0 Bl O A9 X 4, 1 o 24 3 4] el 28 40 s £
B, =MAIEH—503 T TEE SN, BrPAE 7.9 i = AR T — 1,

o[HSEE (IESTRE)

BRR AT DARE = e (R = 4 23 (A i (AR T kb 7y, (DR HA Y B AE nT A Y
WebGL A 22418, $L b, AEHI TR SMIXT S, R BRI 730 F B
225 A RS E AT R A E L, B EIL s EoR A TER R LR, AR
P Bk, XREMC AT AR =, WE 7.10 s, RIOAEBREEFZ
RETMIARTE, KFERAKL 200 At B2, WebGL g2 AR, R i
TEFE ) =4EXT %,

7.10 AEMAHEE
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B 1 KA B A A R ], WebGL iR BR IS E Y rT IR EE , Rl “REBH L™,
PR X SRR, AR KF A EEAR AR TR, & X TR E (view volume),
AT EATBA A E TSR], B TR XA, FrA=AEM—1 A%
EERMHAT, WK 7.9 FiR,

AILZE (8]
PR P TS ]
o KJyiRRIPLZS[], HFREDRZ), HESTHER (orthographic projection) 2k,
o DUbEHE / S FIEATILAS A, dEALIEE (perspective projection) A

TEENBE T, FARN=4E A LRERAREE, EMARK, B AHAFRm
FHREMAMNMBRENEY . ERBEFLT, Hm=4egtd 30k, RATER Y
RABUSEE . HHZ T, ESBSPREFALR R o] A5 (83 g = rp ik (B
MEFHER) R/, XRENYEE EROIRNGHTEM A ERA X R, EERA
I EFERARZ AR, RS X R .

B IE AT IE S B A ST LS (8] 5 AR

BRI | AR 7.11 R, Al RAS (B A G N TR E, 20 3R
BT (near clipping plane) ST BIE (far clipping plane), HiZE AT 5 (right, top,
—near), (—left, top, —near), (-left, —bottom, —near), (right, —bottom, —near), Tfij J52 U4~
T g5 A (right, top, far), (-left, top, far), (—left, —bottom, far), (right, —bottom, far),

AR T

NI

z

B 7.1 EARATALE 8]
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<canvas> | @R Y2 T A 25 6] rp W (R TE BB T _E O . AN SRR BY T Y 5 5 L
il <canvas> AN—H, AR A M TR & BEA% B <canvas> BB LLRHEAT RS, WA ST (R
JEHEATE) o RS -S m Y 2 8] &R S R AT s 6], R RS [ )
YRR, MREANYER—FBAIFEATRZE A, —FoEHRS, IR Rz E
MRS

EXEKATRZE
cuon-matrix.js PR Matrixd.setortho () FER] IR BEREEE, E X EHET]

FATAE X B B TR, X AN MEBRR S IE 5448 % 2B BE (orthographic projection
matrix), 7525 OrthoView K X Fh A B & X &R AT M), FH2MH 3 45 Looka-
tRotatedTriangles F—HREMI =T, BN ERATM SR HIRIR ., LookAtRotatedTri-
angles FEFF R RUBAE— MR EM AR SO E B, EARGATE, BEEENAETRR
Ab, MR Z iy, ATARASIAlE ANE 7.12 iR, near=0.0, far=0.5, left=-1.0,
right = 1.0, bottom=-1.0, top=1.0, =MAEALT Z % 0.0 2| -0.4 X[a] |-,

(-1.0,1.0,-0.5)

(1.0,1.0,-0.5)

(1.0, -1.0, 0.0)

B 7.12 ESHREANERATNZE
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BeAh, 7R BIRR Frak o v I e A 1 B B AT AL A3 8] B mear A far fH, X FEFATEUGE
H LA F i ME R AT i [ A 2 W, FEs T AR EAER .

s 3 1ER

VR ROk 4 near 3% 0.01
) ROk 4 near M4& 0.01
Lt far #£%0.01
T 64t far 44 0.01

FRATT R O ) 5T 1 R O SR X R AMEL, W 7.13 B,

near.0,far.0.5

& 7.13 OrthoView

KB —FRpIEF A,

T ERFE (OrthoView.html)

s BIRE 7 E TR R 7 27 near Hi1 far B9{E, BT PATR X HTML SCHABE B B, 40
Bl 7.5 7,

5] 7.5 OrthoView.html

1 <!DOCTYPE html>
2 <html>
<head lang= "ja">

<meta charset="utf-8" />
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5 <title>Set Box-shaped Viewing Volume</title>
6 </head>
5
8

<body onload="main()">

9 <canvas id="webgl" width="400" height="400">
10 Please use a browser that supports <canvas>
11 </canvas>
12 <p id="nearFar"> The near and far values are displayed here. </p>
13
14 <script src="../lib/webgl-utils.js"></script>
18 <script src="OrthoView.js"></script>
19  </body>
20 </html>

WARET WL, HTML SCE 3l T —Beiid B SCA “The near and far values are displayed
here” (%5 12 17), FATKFH JavaScript EE XANE, R/ Y4HIAY near 1 far {H,

T EF (OrthoView.js)

5 7.6 5.7~ T orthoview.js PJfUHS, KFB4rH LookAtTriangles.js I —FE, Hifg
BT T 1) G AT MRS [R] Y Th BE

5] 7.7 OrthoView.js

1 // OrthoView.js

2 /] MEHAEBAA

3 var VSHADER_SOURCE =

4 'attribute vec4 a_ Position;\n' +
'attribute vec4 a Color;\n' +
'uniform mat4 u_ProjMatrix;\n' +

'varying vecd v_Color;\n' +

5

6

7

8 'void main() {\n' +
9 ' gl _Position = u ProjMatrix * a Position;\n' +
0 ' v_Color = a_Color;\n' +

1 "I\n';

23 function main() {

24 // #HP<canvas>ALE

25 var canvas = document.getElementById('webgl');

26 // #BnearFarA ¥
27 var nf = document.getElementById('nearFar');

52 // #¥Bu _ProjMatrix T EMAMILE
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53 var u_ProjMatrix = gl.getUniformLocation(gl.program,'u ProjMatrix');

59  // AlEEMHAE B EAAL L

60 var projMatrix = new Matrix4();

61 // EMARF eh A E R

62 document.onkeydown = function(ev) { keydown(ev, gl, n, u_ProjMatrix,

w=projMatrix, nf); };

63
64 draw(gl, n, u ProjMatrix, projMatrix, nf); // 4L# =A%
65 }

116 // AAE5E, ZRY@eEE

117 var g _near = 0.0, g _far = 0.5;

118 function keydown(ev, gl, n, u ProjMatrix, projMatrix, nf) {
119 switch (ev.keyCode) {

120 case 39: g near += 0.01; break; // #TFHH 0%
121 case 37: g _near -= 0.01; break; // #¥FAH A4
122 case 38: g_far += 0.01; break; // #TF_LiH4
123 case 40: g_far -= 0.01; break; // ¥TFTFrh4
124 default: return; // #F 7 fiedi

125 }

126

127 draw(gl, n, u ProjMatrix, projMatrix, nf);

128 }

129

130 function draw(gl, n, u ProjMatrix, projMatrix, nf) ({

131 // #REHERETREN

132 projMatrix.setOrtho(-1, 1, -1, 1, g near, g far);

133

134 /] KRHIEEH4SLu ProjMatrix T ¥

135 gl.uniformMatrix4fv(u_ProjMatrix, false, projMatrix.elements);

136

137 gl.clear(gl.COLOR BUFFER BIT); // #M<canvas>

138

139 // BT %AT#nearfefarfi

140 nf.innerHTML = 'near: ' + Math.round(g_near * 100) /100 + ', far: ' +
=Math.round(g_far*100)/100;

141
142 gl.drawArrays(gl.TRIANGLES, 0, n); // ## =AM
143 }

5 LookAtTriangleswithkeys Z5{Pl, A<t 5E X T keydown () pR¥X (%5 118147), &
LFE AR, A A S 0 S bR BO S A A keydown (0 BRER, keydown () BRELE SEEE
#7 near Fl far f(E, AR drav O REGHEFTLE (5 12717). drav () RECRFRER
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Pz (a], S I A b SO R ) near A1 far (M, P2 3 D=/ (56 13017), &KX
BRI R E RS R, BRAETE draw O pRELH, @%ET)\EF?%ZETJ, SekEFE—T
JavaScript Q[ & el 0T b SOAR,

JavaScript &2t HTML j£3%&

JavaScript {2 2t HTML JUR T N EK T AR A H, HICH getElenentBytd (0 Ff%
AJCEH) id, FREFFESE) HTML JTE.

TERBIRRF T, FOPE T <0> TEFPRCAKK T “near:0.0, far:0.5” .

12 <p id="nearFar"> The near and far values are displayed here. </p>

7E Drthoview.is B, FRATIEH getElementById () H4E AJTCER id {H “nearfar” (I,
HTML O35 12 47) PASRIGZOTR (56 27 17). WFRR -

26 // #PnearFari#
27 var nf = document.getElementById('nearFar');

—H nf AR (PR LR — JavaScript 3% ) FKEUT <p> TE, #elAEE@ESH
innertTML JEMERIFTIEN, A, WRKRET .

nf.innerHTML = 'Good Morning, Marisuke-san!';

EHATZ 5, “Good Morning, Marisuke-san!” 3% Bz SCAHE /R 7E T 0T b, AR RA
FESCA A HTML W%, Ebtn ‘Good Morning, <b>Marisuke</b>-san!’ , i< PAR
B “Marisuke”,

TE orthoview.js H1, A[HRZS[A] ) near 1 far PEHSTFEE LR AE & g near fl g_far
(55 117 47). 28 14047880 T HTML 304, PAR IR near F far B9, L4,
TSR, M T vatn. rouna 0 Jrik, WIFHOR -

139 // fF%4W#neardfefarfi
140 nf.innerHTML = 'near: ' + Math.round(g near * 100)/100 + ', far: ' +
=Math.round(g_far*100)/100;

=& BRIPITIREE

A5 g T 5, %5 £8 28 5 LookAtRotatedTriangles.js 1 JLF—#E, H 2 uniform 4F
BB FRAER T u_ProjMatrix, FRRLFME T AT FEBEERE, RIMNFRPEES
TR AL AT, FHR{ESE o1 Position (55 91T7),

2 /] MEHAEBAA
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3 var VSHADER SOURCE =

'uniform mat4 u_ProjMatrix;\n' +
'varying vecd4 v_Color;\n' +

'void main() {\n' +

' wv_Color = a _Color;\n' +

6
5
8
9 ' gl _Position = u_ProjMatrix * a_Position;\n' +
0
1 "\n';

1
1

LEAT By EEE NS, S R RO S AT (58 62 4T) FHAH keydown (),
HERINB e ARG — N BSEAL A iXFE keydown O pRERBES VI W H B <0> TE T,
keydown () BRERGIHM T draw ) KRB HI =AE, IHEGREREEHSELEINELE,

61 /) EMAEE F R RS

62 document.onkeydown = function(ev) { keydown(ev, gl, n, u_ProjMatrix,

=projMatrix, nf); };

keydown () pRECE LA ME N BHL T, REMRIEHL T, B o near filg_far
MOE (R X W0 AR B A% 47 setortho O pRECARIE B AE I, WE T ZEN), &
JE U draw() AL, R, X H g near flg far B JHAER (5 11717), RER
keydown () iftJ2 draw () pRECER AT LAV E

116 // AAELH, ZHY REHEH

117 var g_near = 0.0, g_far = 0.5;

118 function keydown(ev, gl, n, u ProjMatrix, projMatrix, nf) {
119 switch(ev.keyCode) {

120 case 39: g far += 0.01; break; // #TFLim4
123 case 40: g _far -= 0.01; break; // &TFTFrw4
124 default: return; // #&TF 7 Hiuics

125 }

126

127 draw(gl, n, u_ProjMatrix, projMatrix, nf);

128 }

BE—TF dravO BB% (55 13017), E5 LookatTriangle.js IR JLF—FE, ME—RY
KR EBSR T ML ERXAEE (5 140 17).,

130 function draw(gl, n, u_ProjMatrix, projMatrix, nf) {

131 /7 fREHRETAZME

132 projMatrix.setOrtho(-1.0, 1.0, -1.0, 1.0, g near, g_ far);

133

134 // HBRFEEHELu ProjMatrixE§

135 gl.uniformMatrix4fv(u ProjMatrix, false, projMatrix.elements);
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139 // BF%AT#Mnearfefarfi
140 nf.innerHTML = 'near: ' + Math.round(g_near * 100)/100 + ', far: ' +
“Math.round(g_f£far*100)/100;

141
142 gl.drawArrays (gl.TRIANGLES, 0, n); // 4% =AM
143 }

draw () pRECVTHE AT HL S [R) 0 1) $ B A I prodMatrix (55 132 47), KFHAZIEL
H O u_ProjMatrix A8 EE (55 135 17), HA&7E BUM LS near 1 far fYfE (55 140
1), sazHh =M (5% 14247).

& near #0 far &

BATRRIY, A BB near {H, RSB =AEEMNHELT, WE 7.14
FIi7s o

_>

714 BEIETEEEX near KI{E

BOATELL T, near {E24 0.0, BUE 3 N=EEHB T . HIATE KL TH 7,
K near {HIGHNZE 0.01 i, ALFERBIHEAH=AEHALT, WE7.14 (F) PR, X
REY, We=MAEMAE XY FEL, TEmsed TIEa=AF, SHAET RS
4, GnpE 7.14 Fros.
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715 BR=AEATFRIRZE

FA1He B YR EEHG K near {H, 24 near (H KT 0.2 I, AT B VA =MIF,
HALFER S E] S, EAE=AEEHEAT , B+ JR T e =Mk, K 7.14(4) fix.
BUEF, SR ARZ AT near (HEHH/NT 0.2, WA =MAEMSEN B, w0 R4k
K near (HEEH AT 04, AW =AEMSHKL, WEFPFETLT—Y, RFTRAKN
H,

R, GRVRSE far BOME, WA AERLPIRBOR, WK 7.16 i, BEF far EHAE
s, MENT 04 1, SE=MEELHEL, T 02n, HA=AFHK, LR
FFEA=MAE,

7.16 @3 T 7 R &R/ far &

AT BB IR R T AT RO . SRR AR T, e
SR E=L
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#p EBriERYE (LookAtTrianglesWithKeys ViewVolume.js)

£ LookAtTrianglesWithKeys i1, MREZIRIE TABA T HH, ATHRAELSHA L
ME =R, 2AN=MEEFLEHRT 1A, WE 7.17 iR, @l s—mitie,
A LA BB R A = A R B — R AL T A R A, B i T X
FATFRBBART, &L E I, WR=AIEATE .

B 717 BRI =K

M EEFAT AR, =M RIS AEERE T, B, X2 i
TS TG S 2, TR TR B R R 5 A 2 R B S . e, FRAT
Al DA B8 DA T B9 BC & Sk 45 M AT M 23 JE] « left=—1.0, right=1.0, bottom=—1.0, top=1.0,
near=0.0, far=2.0,

FRIF BB R - X T AT L2 (] 9 IE ST 80 28R , DA B X TR S B PR I A R
BAFIES B ERHFMEL o1 rosition, RN 7.3 PR,
®7.3

<EHBHEE>S x HBEH> X <A ZLIEF>

i 7.7 P TR E AAS LI T L
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5 7.7 LookAtTrianglesWithKeys_ViewVolume.js

244

1 // LookAtTrianglesWithKeys ViewVolume.js
2 /] MEAEBAA
3 var VSHADER SOURCE =

4

w o oY U

10
11
12

24

51
52
53

59
60
61
62

63
64
65
66
67
68
69
70

'attribute vec4 a_ Position;\n' +

'attribute vec4 a Color;\n' +

'uniform mat4 u_ViewMatrix;\n' +

'uniform mat4 u ProjMatrix;\n' +

'varying vec4 v_Color;\n' +

'void main() {\n' +

' gl_Position = u_ProjMatrix * u ViewMatrix * a_Position;\n' +
' v_Color = a_Color;\n' +

LR R% I

function main() {

}

// $Fu ViewMatrixfeu ProjMatrixé)#fésbit
var u_ViewMatrix = gl.getUniformLocation(gl.program,'u ViewMatrix');

var u_ProjMatrix = gl.getUniformLocation(gl.program, 'u_ProjMatrix');

/] £1EALEEH

var viewMatrix = new Matrix4();

// Register the event handler to be called on key press
document.onkeydown = function(ev) { keydown(ev, gl, n, u ViewMatrix,

=yiewMatrix); };

// Al RTENE 64 HF4Su ProjMatrixT§

var projMatrix = new Matrix4();

projMatrix.setOrtho(-1.0, 1.0, -1.0, 1.0, 0.0, 2.0);
gl.uniformMatrix4fv(u ProjMatrix, false, projMatrix.elements);

draw(gl, n, u ViewMatrix, viewMatrix); // Draw the triangles

TEVT R IE S HIRE projvMacrix lF, FRATHRF far AIMEM 1.0 B 2.0 (56 66 17), *F
GERAEH T R E AR u_projMatrix (5 6717), PHEEESTEATLX, FIAER
uniform 28 &, BITRBIRF, RERZBIAFEBIINN, ReZA=AEERR2PER
T, Wi 7.18 B,
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& 7.18 LookAtTrianglesWithKeys_ViewVolume

R B2 Fr g se 5

e “AHEE” Yl AR AT R R E Y 5E M S <canvas> A—E,
TR AR S BEGETY . ATRFFE — K. FHIREF orthoview halfsize &
BEB 7.7, ERFUTEEY T B A O TIRCRE—, HERFF TR .

projMatrix.setOrtho(-0.5, 0.5, -0.5, 0.5, 0, 0.5);

Z5ERME 7.19 () PR, ZABERT ZHK/PFifE, XRET <canvas> K

INEA RAEEA, BREFRWAIMZRANG/NT ¥, TE, =AENAE ST
TSR T,

B 719 EXAEE CGEREE) MRS

ATASEE (IESTERY) 245



EEUT RS 1 #Y 58 B4 /N A TR B

HHIFE S orthoview halfwidth & B ® 7.7,
MR -

-1.0, 1.0, 0.0, 0.5);

—, REFEHESEAZ,
projMatrix.setOrtho(-0.3, 0.3,
HORWE7.19 (F) Fra, BT asReyim s g/ EAZE, MY TIEKAER

B EBRGS E T IE TR <canvas> b, DAL HH R B = A T e 9 B _E e i S 3

BT .

oj#iz=iE (EER)

EE 7.20 B3, ERPAEA RHER R, WM ZERRZEAZ ER, HEER
Fob, BOmpwE LEBE, FRE, EERCKERE LA AR, B30 EIR
JEREF A ERE ., LW“E%%?Q%JAJ"Mﬂ%WFT”MAWYﬂﬁéﬁW
KONV IREREIHENEH AN, A8NE, BENLSEFESZHX

=ARSHARNERRZRE, EAZK, BAHE
&, EffEmsAAR

7.20 EEESRHRIRIA

FEESBER T REEF, A
HRBA Z K., AT ITHOX ARG, FATAT AR A ER B T

P 7.20 ARFEHI TR BE IR
FTE HANZHHRF
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ABIRESF Perspectiveview g jl T —MEM B WL, MALE (0,0, 5), L
W& ZWRdrm, B 7.21 B8 TRFIEITECR, UABRFHARP&=ARNAE,

& 7.21 PerspectiveView BEiFEHm =GR NAIE TS

wnbE () B, #5F Z gtk (Mgt e ), 7ERp 2 & cHES )
& 3 MHEIR/D=MTE, HR-5E 7.20 FrE AR ARA — R0, EEH ERESE
R, WebGL LARERS B 3 EE sm iy ik i/ Ne s, =4 B () R,

RE B AT L2 (8]
EAY T RN 7.22 BUR. st SR AT A AARE, B Tl il

A, M. TR ARG, XA ENREA SRR, ATESE S
PIENA S 7R, ARLL S O] P 2 18] B9 P04 R & 2 7 HoAe a2 (6] A 0

R

ROTH . /

we b == N AT

: B b
far T 4 T ) 9 75 L

B 7.22 FREANEE
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AR RBRR T T LR SR 0], RAOTEHARPEERRTE, HEE
SRR SBR[  Mat rixd FRR Y setperspective () J5 AT I R E CEME R AT ZE ],

Matrix4.setPerspective (fov, aspect, n

B4 fov
aspect
near, far

EEE &

SE T F AR A B AT A0S (] ) HE R R AR R iE A R FE BE (perspective projection matrix),

HEE, 58215 aspect BRI A TR L, MARKFRA 5 1 HSHEE
HAA) . Heanid, ARG A 2 100 T %R 2 200, ARASEE HLEtE 2.

LEAB R, B4 = MIE S M2 B AR B AR 7.23 fis, FRATTHEE T near= 1.0,
far =100, aspect= 1.0 (T&E&T &, SHEEMHR), PAK fov=30.0,

7.23 =R SAAZEMEXLE

T EAR AL E S LookAtTrianglesWithKeys ViewVolume.js Z A%, FE—F
ARG,
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THIFEF (perspectiveview.js)
5 7.8 PerspectiveView.js

1 // PerspectiveView.]js
2 /] MEH EBAR
3 var VSHADER_SOURCE =

4 'attribute vec4 a_Position;\n' +

5 'attribute vec4 a_Color;\n' +

6 'uniform mat4 u_ViewMatrix;\n' +

7 ‘uniform mat4 u_ProjMatrix;\n' +

8 'varying vec4 v_Color;\n' +

9 'void main() {\n' +

10 ' gl_Position = u_ProjMatrix * u ViewMatrix * a_Position;\n' +
11 ' v_Color = a_Color;\n' +

12 'I\n';

24 function main() {

41 // REMALAFPRE (HE=AH LR E)

42 var n = initVertexBuffers(gl);

51 // ¥ ViewMatrixfeu ProjMatrix#)Afiiiit

52 var u_ViewMatrix = gl.getUniformLocation(gl.program,'u ViewMatrix');

53 var u_ProjMatrix = gl.getUniformLocation(gl.program,'u ProjMatrix');

59 var viewMatrix = new Matrix4(); // #LEBE%

60 var projMatrix = new Matrixd4(); // B¥E£H

61

62 // HAEEEARY M

63 viewMatrix.setLookAt (0, O, 5, 0, 0, -100, O, 1, 0);

64 projMatrix.setPerspective (30, canvas.width/canvas.height, 1, 100);
65 // HWABEMEFHRYEEAEELU ViewMatrixdeu ProjMatrix ¥

66 gl.uniformMatrix4fv(u ViewMatrix, false, viewMatrix.elements);

67 gl.uniformMatrix4fv(u ProjMatrix, false, projMatrix.elements);

72 /] BHR=ZAH

73 gl.drawArrays (gl.TRIANGLES, 0, n);

74 }

75

76 function initVertexBuffers(gl) ({

77 var verticesColors = new Float32Array ([

78 /] EWMEIA=A/H

79 0.75, 1.0, -4.0, 0.4, 1.0, 0.4, // REe=AMAERE®
80 0.25, -1.0, -4.0, 0.4, 1.0, 0.4,
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81 1.25, -1.0, -4.0, 1.0, 0.4, 0.4,

82

83 0.75, 1.0, -2.0, 1.0, 1.0, 0.4, // #&=fAHLPH
84 0.25, -1.0, -2.0, 1.0, 1.0, 0.4,

85 1.25, -1.0, -2.0, 1.0, 0.4, 0.4,

86

87 0.75, 1.0, 0.0, 0.4, 0.4, 1.0, // Be-AMARNE
88 0.25, -1.0, 0.0, 0.4, 0.4, 1.0,

89 1.25, -1.0, 0.0, 1.0, 0.4, 0.4,

90

91 /] EMEIA=Z/H

92 -0.75, 1.0, -4.0, 0.4, 1.0, 0.4, // Be=AMAREE
93 -1.25, -1.0, -4.0, 0.4, 1.0, 0.4,

94 -0.25, -1.0, -4.0, 1.0, 0.4, 0.4,

95

96 -0.75, 1.0, -2.0, 1.0, 1.0, 0.4, // }e=AMALFE
97 -1.25, -1.0, -2.0, 1.0, 1.0, 0.4,

98 -0.25, -1.0, -2.0, 1.0, 0.4, 0.4,

99

100 -0.75, 1.0, 0.0, 0.4, 0.4, 1.0, // BE=AMARN®
101 -1.25, -1.0, 0.0, 0.4, 0.4, 1.0,

102 -0.25, -1.0, 0.0, 1.0, 0.4, 0.4,

103 1):

104 var n = 18; // EAZAMHIAME, RA=ZFH

138 return n;
139 }

R T S E A2 S L& 2, 5 LookAtTriangles_ViewVolume.js FR{AR B
AR E—H.

main () BREHITIHRENZEARL . WL initvertexBuffers () pRER, MZEMX
SHRHPEHAX 6 =ML T ABRRB IR (5 4217), EX 6 N=/AEH, Al
3IAMEHE NG T8 AT IR, ZEMU 3 AHIBHR G 92 7T 5R. T H, FHELH TN
NECH 18 (55 104 11, 6 =T, 3x6=18),

e, FAVIRIUT 25 €A% AL I A0 L A 15 5 I uniform A8 BEAYTF i thl (56
SUATAISE 53 47), HAUET MMM EZMREREXTR (5 59 M2 60 7).

Ria, BAOVTETUEERE (58 63 17), PLABRETE (0,0,5), ¥EN Z #ifadrim,
Bl Y BIEH ], S, RAEREFERM TS SR T ERBPERE (5B
64 17).
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64 projMatrix.setPerspective (30, canvas.width/canvas.height, 1, 100);

Hrr, 52 42 % aspect Fim b QOB M TEES SRR HLE) M5 <canvas>
PREF— 3 FRATHR AR <canvas> [ width fl height BT H HiZ S8, XHEWE
<canvas> [y K/NEAEAEL, MASSFEERHENEEERE,

BTk, SRR EBEENER R LS E QSKF P uniform 288 (55
66 MI%H 67 17). IR =fBaHltiR (5 7317), #MIKE T WA 7.20 FrasReR.

B E AL, EA— R A e AR, IR A A TT DA R X
ATRLZSIE], B TR, ROVRERIFI PR AR IR, MLt
R ERREM

BHoeEREEMBZ LM, K 7.24 K perspectiveview BizfTR R, AJAF R, =H
BEMREEEE, b =AEa TNk,

& 7.24 PerspectiveView

HE, BEEBREM=MLE LEE/NT s KK, =ZARERRRRE M AL+
0% (RIMK), MHEENE LEERKNEGHR TS, LhrL, mE 725 () B
w, XE=MPHR/NREEHRIR, ERBUPEREX =/AEHT TRRAE R « (1) RE
=AILSMAREER, KO =/AEET T H/NESR s Q) XM=AEHTFBER, &
HGEME, WA 7.25 HRFR. S TEMRERZ G, 4T B 7.20 AR5KIE A4 )
WERCR
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I 25

B7.25 EMBREERTEE

XERHE, JTRERGME (NERBE TR S ERG, K2, m#Hoym, E
BHWAMA, EE) A —RINEATSR (NgEK. FF) K& X, Matrizd SFZH)
setPerspective () Jy¥% H ZHIARYE FiR w23 (6] ) S HO T8 X B 28 e B, A0 e v
BAATCEREER ML RE), FTAS MR C “8EHEEE", SRR A] 23 (8] 28 3 1)
BEFBREROLER, W AS % Computer Graphics X445,

B AERE, BB KR LT BRI A A AR B T SR ey Al
Z3 (), XA EAR A AT L2 8] AR MSE L A 4K (Canonical View Volume), W1 7.25 () FiR.

HE, ENBPEREARRESERER, EHBEERR TEURRE TR ERE
AR (R  BI AL Ty R . TR € 20t 9 USRI FE AR SL T ik rp, XA
SWIRTEFFRE Lo WERARX BEEGER, 7T AZ DL D “WebGL/OpenGL: AF B A F? 7,

ATHEPEE, EAEREMREER, RIS ISR RSB 1 LA
At (PR, Befe. #imk), mZ&ASH “BARER R, £V, &
TR =ML SRk, B —RIBRPIREF.

Hig—p (RBUZER:. MEEREHRRER)

PerspectiveView.js f—NHER, AT T —KEARE AT R E LA T A
BGEREEE. R~ RA 6 M=/, WITETAFHEEI LS, ERUR =M
MIRCRE— BN, A ERRE—E T . FEiR, XXRE, fEAE
BT
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FHMER 726, ReZAAEAMA=AIEHR/D, (LB, BEMIINE. R
TSR RA AR 3 A=A, BARFENE X $IET7 @ 0.75 B AT LAS S
AME =, X #707m-FR 0.75 RO ARSI 2= =,

7.26 ERARIFLEF =K

X —, BATAFLR TEA SR, MAEIKTG perspectiveview MR T .
1. 7ERZAL, HEHE Z s 3 M =AIER TR .

2. FFHAE X BhIETr i (USSR EIE N EME) 6 0.75 Bfr, 2fliXE=MF.
3. RFHIE XA m (CASRAIE A RENE) P48 0.75 B, 2fliX&E=MiL.,
AP perspectiveview mvp BRZEIRXFEAL,

perspectiveView F Ff- i I £ S A M 58 SCAT AR ZS (6], (AR R ARG A O3, T
perspectiveView mvp PR A THRARE, FRX=fABHTES.,

Bl B S| — TR e, W2 M S MR tookacTriangles, YR ALIF
WEEE M B E XL ENERRE R =M, X 7.1k T AR ERIR,
<HLBEM> x BRUEHD> x ST LAF>
J5 ¥ ] LookAtTriangles ViewVolume 2 (ZBEFBE T =AEHN— 1A VIHL

BEiR) AN 7.3 SRIT B R AR TURARAR, b 8O0 A v RE 2 IE 5 B0 g saE
Eite: 21N

<BEHEE> X <HEEHE> X TR ELF>
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AT DAM IR i S HE T
®74
YIS X <ALEIEMH> x <ARA 4B > X TR, 5L FF>

EXFR, 1E WebGL 1, ARATCAGEA LA RE, PRI AR, BB MK 3 FhoE R
TR BRARN TR (ENTUSTERLTESL 5 (& 928 47)

WRBH R AOIRE, BAX 74 5K 7.1 s &MRE T 5 FAE, QSRR N
B, e 74 573 SESMET. 75 4 Zhiid, RAMRRFETR 1 —
B, ERUMEE—MERE, EEE-ERERUE, BRNERERZINER.

Freh, ALK 7.4 #5L TRBIFRF .

T2 (PerspectiveView_mvp.js)
perspectiveview mvp.js U1 7.9 Fi/n, FEFRIEAFFEF PerspectiveView.js 25,
ME—R X B2, TARE ARy PN T — AN u_ModelMatrix, HELEL T 7.4 (% 11 47).

5] 7.9 PerspectiveView_mvp.js

1 // PerspectiveView mvp.js
2 /] MEHAEBAEA
3 var VSHADER SOURCE =

4 'attribute vecd4 a_Position;\n' +
5 'attribute vec4 a_Color;\n' +
6 'uniform mat4 u_ModelMatrix;\n' +
7 'uniform mat4 u_ViewMatrix;\n' +
8  'uniform mat4 u_ProjMatrix;\n' +
9 'varying vecd4 v_Color;\n' +
10 'void main() {\n' +
11 ' gl Position = u ProjMatrix * u ViewMatrix * u ModelMatrix * a Position;\n' +
12 ' v_Color = a_Color;\n' +
13 "I\n';
25 function main() {

42 /) REWMEREALis (RE=AMH AR E)

43 var n = initVertexBuffers(gl);

52 // #¥u ModelMatrix, u ViewMatrixfeu ProjMatrix#j#fif#iit
53 var u_ModelMatrix = gl.getUniformLocation(gl.program, 'u ModelMatrix');
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54
55

61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99

100

135

var u_ViewMatrix = gl.getUniformLocation(gl.program,'u ViewMatrix');

]

var u_ProjMatrix gl.getUniformLocation(gl.program, 'u_ProjMatrix');
var modelMatrix = new Matrix4(); // #¥EH
var viewMatrix = new Matrix4(); // #MLEEH
var projMatrix = new Matrix4(); // #&¥EH

/) AR R, ABEERYEREmatrix
modelMatrix.setTranslate(0.75, 0, 0); // “F40.753%4s
viewMatrix.setLookAt (0O, O, 5, 0, 0, =100, 0, 1, 0):
projMatrix.setPerspective (30, canvas.width/canvas.height, 1, 100);
/] WA R AREEREYEREL AR GuUniformE§
gl.uniformMatrix4fv(u ModelMatrix, false, modelMatrix.elements);
gl.uniformMatrix4fv(u_ViewMatrix, false, viewMatrix.elements);
gl.uniformMatrix4fv(u_ProjMatrix, false, projMatrix.elements);

gl.clear (gl.COLOR_BUFFER_BIT);// clear <canvas>
gl.drawArrays (gl.TRIANGLES, 0, n); // &% &MM—E =%
/] B =[N EH R e
modelMatrix.setTranslate(-0.75, 0, 0); // -“F4-0.753%43
/] PBHETRYESE

gl.uniformMatrix4fv(u ModelMatrix, false, modelMatrix.elements);

gl.drawArrays (gl.TRIANGLES, 0, n);// %A MH—E=AK

function initVertexBuffers(gl) {

var verticesColors = new Float32Array ([
// Vertex coordinates and color
0.0, 1.0, -4.0, 0.4, 1.0, 0.4, // RE=ZABARE @
-0.5, -1.0, -4.0, 0.4, 1.0, 0.4,
0.5, -1.0, -4.0, 1.0, 0.4, 0.4,

0.0, 1.0, -2.0, 1.0, 1.0, 0.4, // #&=AMLTH
-0.5, -1.0, -2.0, 1.0, 1.0, 0.4,
0.5, -1.0, -2.0, 1.0, 0.4, 0.4,

0.0, 1.0, 0.0, 0.4, 0.4, 1.0, // BEe-AMARN®
-0.5, -1.0, 0.0, 0.4, 0.4, 1.0,
0.5, -1.0, 0.0, 1.0, 0.4, 0.4,

return n;

AIzE (ERER)
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136 }

(% 1147), ELHATATS .

11 ' gl Position = u ProjMatrix * u ViewMatrix * u ModelMatrix * a Position;\n' +

main () BECVAH initvertexButrers () K (45 43 47), & X BB E KM%
=M TG EdE (38 8717). IMREXLT 3IAN=AK, HP.O0E8EZHE, M
Perspectiveview.js H1, FRATFE Z WIBIMIILE XL T 6 N=MAK. Aimiisd, X2HE X
3IN=AIER S PR REEER.

#E, WOVRBT TAHF QLR uModelvatrix AR FFfEMIE (55 5347), A5
B TR nodelmatrix X5 (55 61 47), HIRWMSHRFHITHE R (5 6617),
BERY, RS =M X BiIET 8% 0.75 B,

65 // HHENER ABEEAFRYERENatrix
66 modelMatrix.setTranslate(0.75, 0, 0); // F40.753%/z

70 gl.uniformMatrix4fv(u ModelMatrix, false, modelMatrix.elements);

76 gl.drawArrays(gl.TRIANGLES, O, n); // £#|zMé—E=A%

B T VT AU A I (55 66 47 ), R P K I R4 B SR MR 10 1L A 5 perspec-
tiveview.js Hi—PE, MIRMERERE% v vodelmatrix (55 70 47) HHFTLH, 2HT 2
AR 3 A SR (5 76 7).

THECAMCE T ZXREFAEMM =AF . BREHTHEERERE (B 7917), #Hz
PR = MATEHE X B w4 0.75 s, BHFERERKE, ZHaEaZ, FRE
Al gl.drawarrays O BEATERH], il T 2N =/ATE .. REEEMREEEATEEL,
AFEEEN.

78 /] AF—MO AN EHTHELEE

79 modelMatrix.setTranslate(-0.75, 0, 0); // F4-0.75%{3

80 // AHETHRYER

81 gl.uniformMatrix4fv(u ModelMatrix, false, modelMatrix.elements);

82

83 gl.drawArrays(gl.TRIANGLES, 0, n);// £4liMe5—m=F%

WARER L, B RER T —E8E C I =AENTANBEER) mEb 7HE
B (6 =), XFEMERBD T TURE R, (ERIEM T M o1 drawarrays 0
BIWEL, WE—Fh IR R AL, B WX W 2 A, OB TR e AR B Al WebGL
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ISR

R BI72 Fr i st i

Perspectiveview mvp HIEEHF AR T I H < B Y LB SX<ABEEH >
Pl >, INKATFHEMBGARAEXR, RLEELESNTAREE —8, &)
A PAFE JavaScript X =N E A G| BB ERERI SR, FATURE GRS, HERTHE
LookAtRotatedTriangles mvMatrix F1—FF, (& A BN FEMEgE R AR B 22455 fF
(model view projection matrix), FEATRFH A K u_MvpMatrix, JRFIFEF Projectiveview
mvpMatrix SER T EAMES, TRE AIRERRER TIFL, MR .

1 // PerspectiveView mvpMatrix.js

2 /] MEHK EBALF
3 var VSHADER_SOURCE =

4
5
6
7
8
9

10
11

'attribute vec4 a_ Position;\n' +

‘attribute vec4 a_Color;\n' +

'uniform mat4 u_MvpMatrix;\n' +

'varying vecd v_Color;\n' +

'void main() {\n' +

' gl _Position = u MvpMatrix * a_Position;\n' +
' v_Color = a_Color;\n' +

')\n';

JavaScript ) main () BREIRELT u ModelMatrix fFfiEHhl (55 5117), ARIEiTHEHR
M A %A B (55 57 17).

50
51

57
58
59
60
61
62
63
64
65
66
67
68
69

// o MvpMatrixe)ffik#hk

var u_MvpMatrix = gl.getUniformLocation(gl.program, 'u_MvpMatrix');

var modelMatrix = new Matrix4(); // #%4EH
var viewMatrix = new Matrix4(); // ABE%
var projMatrix = new Matrix4(); // #¥YEH
var mvpMatrix = new Matrix4(); // #BVABBRYEHE

/) HEA R KB e ALY B

modelMatrix.setTranslate(0.75, 0, 0);

viewMatrix.setLookat (0, 0, 5, 0, 0, -100, 0, 1, 0);
projMatrix.setPerspective (30, canvas.width/canvas.height, 1, 100);

/] ARBRYABBY B

mvpMatrix.set (projMatrix) .multiply(viewMatrix) .multiply (modelMatrxi) ;
/] EEUABEYEEESu MvpMatrix T ¥

gl.uniformMatrix4fv(u MvpMatrix, false, mvpMatrix.elements);

AR=E (ERER)
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73 gl.drawArrays(gl.TRIANGLES, 0, n); // £%|=A%

74

75/ REF—AZABHRTIER

76 modelMatrix.setTranslate(-0.75, 0, 0);

77 /] AR EABREYENE

78 mvpMatrix.set (projMatrix) .multiply (viewMatrix) .multiply (modelMatrxi) ;
79 /) HEYABRYERELU MupMatrix T #

80 gl.uniformMatrix4fv(u_MvpMatrix, false, mvpMatrix.elements);
81

82 gl.drawArrays(gl.TRIANGLES, 0, n); // &% =A%

83 }

BRI K AETES 6717 « B SR BN B 42 30 HERE mveMatrix {5 #5840 [
projMatrix, FHAKIKIFEVAM EHE viewMatrix FIAERYHE 4 modelMatrix 5 H A set Hi
BRI, HEREREMHETRN SR LG AR nvpMatrix B 5 323, £ nvpMatrix (B4 %5
BER R u_MmvpMatrix (55 69 17), BHHATLHIERIE (58 7317), BMEH T Z S M 3
M=, K, N GHETEM=ARHERRERRPERE (5878 17), Hikid
wEOLE (B801T), BAtMAMKN=MAIE (% 8217),

FHACNIE, RELESHERBBINA, REATRZE, AARREAEZERE=
HEXR., B4, (REELFBENFIEE=AERT —AIEIL. HRIE, 1REFTE
— A ERSRSNEET, AREAEN=AES R FEEN=AEZ)E.
T EFEATAB T — XA B R AT = A 1

ERLGEXRMAEXR

FEHSCHER T, MRAEFA T —FRAER L, W 727 JR, W ET
SPERA REI AT

B 727 AIENEFHESS EENET
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F— TRBIRRF perspectiveview HIRUR, WK 7.21 frm, RE=MAEKN—HoH
HWOEMEC=ABHET. HLEMFR WebGL L H =4 EE=0t, B A3
HEZEXTRAGTIE, HIEFCEER KR,

B, FLEABREM2EL. FEROAEOT, WebGL Jy T hildk 2 F #4F,
RAERTUSIEZ P X PRI FREEENS, piEfiaRsRFRINSRSE (A
FREEET) SLE ik, e SGERYE, M= EIERBRCR.

Fblin, AE PerspectivevView mvpMatrix.js H1, FR{JEBAI FINFEXL T =HEH TR
MMBaRdE, TEEMEERE Z 8R,

var verticesColors = new Float32Array ([
/] TRELFARE
0.0, 1.0, -4.0, 0.4, 1.0, 0.4, /] Be=AMEZE®
-0.5, -1.0, -4.0 , 0.4, 1.0, 0.4,
0.5, -1.0, -4.0 , 1.0, 0.4, 0.4,
0.0, 1.0, -2.0 , 1.0, 1.0, 0.4, /] REZR/MLPHE
-0.5, -1.0, -2.0 , 1.0, 1.0, 0.4,
5, -1.0, -2.0 , 1.0, 0.4, 0.4,
0, 1.0, 0.0 , 0.4, 0.4, 1.0, /] BEZRMAERN @
5, -1.0, 0.0 , 0.4, 0.4, 1.0,
5, -1.0, 0.0 , 1.0, 0.4, 0.4,

0.
-0.

0.

1)

WebGL #£Z B TAEE R X F T (5 1 MREEHNSE=AE, %2 2HEKE
B=/AF, $£3REOCNER=ME) RHFTLH ., JFEH RPN EEC 2% 6 551
B, AR A TR = A AT = AR RRCR,, I 7.13 Bk,

ATRIEX—R, BITFEFRF =AET SR RE—T, Satnia
=AREXERE, RAGRTENER=AE, RERTLNKEC=AE, MTHF .

var verticesColors = new Float32Array ([

/] MEEFFARER L

0.0, 1.0, 0.0, 0.4, 0.4, 1.0, // BE&=AMALEIE
-0.5, -1.0, 0.0, 0.4, 0.4, 1.0,

0.5, -1.0, 0.0, 1.0, 0.4, 0.4

0.0, 1.0, -2.0, 1.0, 1.0, 0.4, // #*&=RAMELETN
-0.5, -1.0, -2.0, 1.0, 1.0, 0.4,
0.5, -1.0, -2.0, 1.0, 0.4, 0.4,
0.0, 1.0, -4.0, 0.4, 1.0, 0.4, // Be=AMBARE &

-0.5, -1.0, -4.0, 0.4, 1.0, 0.4,
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0.5, -1.0, -4.0, 1.0, 0.4, 0.4,

1):

BT, RS EZIAZE IERE N Sa=MF, NBRMEE T~
GEMEE=/ATE, WK 7.28 Fix,

B 7.28 imAbe)ERIEE TR R E R

WebGL TEBRIANE O T 2 #i IR G2 v X rp 8 P 222 Wl R, T EL i 2 1 ) PRI T 78 i e 2
WL , X EEAR @R MRS X RA Z A28, WEF RSB,
B 2XFMBEEBA L, ERAUR, HWAARFE BRI, AARAEEYIA,
AR 2NRAS AT RESE SR HR TE X 5t BB

PR E PR

AT RYX AN, WebGL $2 {3 T B2 E A BR (hidden surface removal) T fE, X4
WIBE T B AT BRARLE ORI A2 hT (BROREIHT ) , AT DA Ot 22 1) 375 53¢ 1) AS 0ot e 4%
PIALEZ v X BT , B AR L AL i ) i 2 B S BUE AL ) RS , A s il ok,
XA IREC ZNHRAE WebGL H1 T, R R 752 BT X I RESL AT LA T,

THE BT BRI e, HREBEA T I -
1. T Bostm F B Ih BE ..

gl.enable(gl.DEPTH_TEST) ;
2. TERHIZAT, WERIREZEMIX,

gl.clear (gl.DEPTH BUFFER BIT);
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5 1 L FT R gl.enable() s ESEPR L AT PATF /5 WebGL FrE)ZFTNRE, HALEAN T -

& cap A He (capability),

B8 cap BREEFRGNE, ATREATILA
gl.DEPTH_TEST’ P& & & o iR<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>