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WebGL &4t

AEFTERNS:

e WebGL Ffili

Y28 3D RS AM R
fneT 4 A B B AR K APT

B A 120

WebGL Bl LKLk

WebGL 5 H Ath B FEH A I L AL
%3] WebGL @b % M AR B SR

AFENG WebGL. B H—LEEAR LI 3D BITRHM—MEER. B AZR ],
PRAT LLEAR AT A /& WebGL, X% WebGL i FH i I TRt /AK e A7 — /N HEAC F) B A

Beah, A TAEYRXT WebGL 5 —MNERMWN T ##, AFIENH T HALJLAHEKH KB
PrfE, I HAE WebGL 5iX &R H AT AL .

BJa, AR TRERER—SLEAIIL, WRRH AR EREZE SR WebGL HR,
XL R AT D

1.1 WebGL &4l

WebGL J&— M HKRLE Web b4 pl =4 B RN H4af2 82 0. & /2 LL OpenGL ES
2.0 A BEAfiH . 55 OpenGL —#¥, & HIRHEL: Hl(Rendering(API))BhfE, {H&E N FH7E HTML
A1 JavaScript £ F 3CH . WebGL £ il () i 1] 4< 5% _F & HTMLS [ilifi, J&# & 5 /& H Apple
A7) 5N F) WebKit FFYEN W25 5 2 1. 5|\ HTMLS A7 (92 fh 5 4 T A8 7% Dashboard
/INER A (Widget) 25 N F 27 7R # Apple Mac OS X #4E & 4t 1 Safari 3 % 88 rh 224 — 4 7% .



WebGL &% 4mig—FF % Web 3D EIfZ

DL JH, 1 A JEE B S A, Mozilla 24 &) [ Viadimir Vukicevic 4R 56 5 A7 i) = 4 B TE 24
B MFR ] A S 3D (i ffi(Canvas 3D). 2009 £E, Khronos Group T #f4H 2 %7 ) WebGL
THEH. BEXA TAEZH H Apple. Google. Mozilla Fil Opera %5 JL/™ 3= 231 55 25 (14 £ 5 7
Y% . Khronos Group J&—NAEEFIMATIL RIS, HIT T4 2 FF bR HERI ERRA 2% 1) APIL.
THOLT 2000 4E 1 Ho Bk 4b, S/NUETF R T 12 HoAth APL 48 H T HoAh BT EOR,
TR A% 1 OpenGL ES, T IHATFEF# 7 OpenCL, H TR EEBARZEINE
() OpenVG, HIThnidk £ fAAE1E ) OpenMAX. 2006 4, Khronos Group FF4A#:%E I 74K
T OpenGL. f5# &AM 3D EJE APIL.

WebGL 1.0 FIyu i T 2011 4= 3 A#fizE FK, I HAE Google Chrome. Mozilla Firefox
25 0 W 8% o LA S AE Safari Al Opera 25 ) & IEFE W (FE AR T 4n 5 B) SEIX & B S HF

A A A ER| I 5T WebGL £ 4569 &#774 &, 1% 7] www.khronos.org/webgl/.

1.2 F5Tz% 3D EFEWRSIABERE

753 4 W B L3, D9 DT R P9 A AL B AR B SCAR SCRY, B AT Web B AR SEHURI B7R .
LS, Web HREAEIERFIAR, IAEVFE Mustir E&2IferNHER. B
RIS 8% 5 % P w2 A X 8 A, v PR AT E Sk, T H Web MR FREE T F
B P S, wER. SR
Web I FHFE 7 (P R R A2 e ATk IR AE N R P B — AN 588 I 5e 4% . Web
AT JLAM A
o T LIBEMIE AL KEMH . AP HFE— AN Web K28
o KLUV . URMNEIMNHEFA A bug, BHE LIWAVEL N HEFRNGF T
M PRI haent, AFREIHE Web IR&3 LN, H BT BLZZI6EH A
&5 N FART .

o [TV ZLE Web WA HATHY, FIULAHNT LA 5 18 B85 & B S RF (00
3% Windows. Mac OS. Linux ¥ RA MR 2O FRE ML,

R, HIRAENFHFEFFAHEL, Web NP AFER — L RRE. Hz —=& Web
AR P St A3 AR AR R E . BEASIANT HTMLS @Eifitric PR,
XFE I B R AR KA. 45 T8, BATATLLA Web N FHAR A1 2 BOE R 20K 2D B .
B2 FIE HTMLS Eifidsic R AdFE X 2D EF3X, FHASCH 3D B,

B2, BMA T WebGL, FF& A F5t T LLZE N W48 P 5 SC B 3D B ROREfE g, sk
AJ LLEEE 3D JEkE A HAh R 3D BN T H—H, ERA Web NAHEFH
AFRAR A . WebGL HAT LA IR T | A Fr4 ok«

o WebGL & —MNFIEIARHE, (B AEATLMER, A EAMETARAL S .



%1% WebGL &4t

o WebGL F| H EIEAEfF I B TE 42 1, X ERAE & IR LR SEAR R
e WebGL 1] DAZESZRFE (A H i) W88 HiddT, AT EAEMEM.
e T WebGL /&L OpenGL ES 2.0 A ZEAiti ), FikxfF H4 OpenGL ES 2.0 4ifi4
BHIFRARTE, EEXTREEAN OpenGL F RPN, ERIBES ¥
.
WebGL AR th A 22 A FIH Al A SRRt T — AN 2% ) F0ilik 3D B k. AMEK
ZHIAD 3D APL HSHE, T/ETFEM LN TRE. AP AHFE NSRBI SCA S
WA, ATEFEMEGR, RAFELXADCHBNEIZFF WebGL HIRI T+ .

1.3 ®it—1E# API

Wit—ANEE APL, A R LR HRAS A R
o HIEFEEzC API

o {REABII API

WebGL J& T B 5 AP,

1.3.1 BIEH&ER API

X F BRI B4 API(immediate-mode API), f—Wifg R, NERECKRED, #E
BHEFre . 145 API BT IF A IR A7 Te B A R N R, EENHEFHE
HENFFTHE CHRTER RS R XM R ER KR & T S 2R i R 3%t 42 1 e
Ho HZ, EFENHBEFHITE ZHEME, WRESFOEEL, BATVIALRNE B8 .
Kl 1-1 AR B 254 3B T BU B K APT 48 it 2 .

A 1-1 Eﬂﬂﬂﬁiﬁ.APl B TAEHURE
1.3.2 {REB#EX API
FRALIR B0 API(retained-mode AP BT AL & — AN SR a3 R . B4



WebGL B 42— % Web 3D B}

THABEELHNR. SN R RAEE
X API B, TEEFXANNIBEL, ETRERE
- B T B A BT SE B 22 1 IX R
REE QL HEANM A RPATE ML X
ST, REEE API ERGMH, FAEEE
A LA P RAT S EE, B P AT BN
TR HATIX S, B 12 2R APT
B TAEMAE. SR APT i — A7 2 AT 48
‘%5 K J(Scalable Vector Graphics, SVG). A%
JETHH ST SVG W4 . 12 {REHIE APT i AR5

1.4 EREEE I

WebGL 2 —/M&%k API, i H/2# 7.7F OpenGLES 2.0 Z Fi¥, ke 5 5L0r &
WA EVIRRR. T HEWREFHMBEAEABRHRAE, 02X EREARE R T
EREE —NEANTHE. WIFREEXXTTHFA T, BN THRIREFIXEHE
IR, AT a7 5A A 4 B T R4 O B i e i

B 1-3 BUBEVREN — /MR EEH. NMHABRFAEE BT Web W W41
WebGL W FF2 P38 2 HoAth B FH A2 FP)i2 47 4E CPU |, I BAF A =47l MR A RAM). 4
TER 3D B, NABRFHREAKAHERZENRSFET, &A% B midE xx
1) P F¥ 4b 2 B3 76(Graphics Processing Unit, GPU).

GPU

e ™ Z-Buffer
At mean| | B 1L e
e || [P
L ] BE |
CPU X7

B 13 ETREEAF U RS HARREA L R 1 R
141 GPU

GPU RE[TTHERL S %, €ITRREGIHE R LWEE. GPU #EH &



F£1EFE WebGL &

R IEATARE, 1T ELAT DR A FE B B - GPU IX MR E B F 2 i NVIDIA 2 & F 1999
SESRIE, JFHES BT AR A R A BRI — GPU, Bl GeForce 256-

W GPU R M /KLR S M . MRIGIXFhEEH, Bl MK LR B — AN B (stage) R B T
— B EATEEH, BESH WebGL EIEHIK LA B PR, AWHR B, WebGL
KK e th 2 th Z A B i, EA115 GPU #)3E it K 26 1 ANB BOAHXT Y

142 MR

P FiE it #S GPU WK &Lk fE, BJa 5 A BIW%AF+ (framebuffer). PIZETF 2
—ANEER, B T BRA SRR LERNAERNER . AEMZFNYENER L
AR E . X TRPREE RS, WALl Bl E e EZF0—80. B2, &F
KRS, WZRAFRT GPU & H K B EAE S, S 5L GPU — UK S AMLEiE
FUY

M2 A7 H 20 B LR = AR TR AF A
Bita.2% 47 (color buffer)

Z-2% 47 (Z-buffer)
AR 2% 17 (stencil buffer)

. BBETF

Bita B AF S — AN TR A7 3%, B LL RGB 5} RGBA # R R RE _ LBAMREW
it . BAZAF R RGB AR B4 il — & AL EL. th4h, TTREIEH —4 alpha i#iH,
W38 18— S A BER R R A P MR R B AR (A B HREE). — MR EATLUME
FH A0 BRI A7 ISR . B, B

o THRE 16 i

o BHEE 241U

o FBRFE 32

WER— MRS RE R A 16 40, WeilE® AN IS E, R EAKE
B WRFAMREM 16 f7FiA, & KR ERLLHIE 5 40, SR 6 61, WE
4 5 £, A alpha i, XM UEE RN RGBS565 . ZATAAEREZE 5 E—1L,
FEPR A, NSRS X SR B B RURK . 16 A i R Gi 8 % 7T LLEIR 2= 65 536 FHAN R I .

[FIFEER, BUAIREED 24 ALRIMIZEAE R WA BC T & 4060 8 {7, %Rfa 8 {7, &
8 i, ‘A LA 1600 T FIth, XFEMDIZEF A alpha il

MR E 32 (LM HNE R T R, 46 8 AL, 4 8 A1, Wfa 8 fi(HElH
F5 24 i BERBEMIE), 55 8 AL alpha JEiE .

X, URA] i CRTER ], WIZEAE P alpha BB AR . H W4T alpha 1
TEFR A H r alpha @18, AN[FTY5 alpha Bl . EERBEANEEOEHE. o,
Fi 4 alpha @& S5, 0] DA BE AR . XA IEH T ER alpha J8iE, HEAR

-



WebGL 5% 42— % Web 3D B

T EWIZE A7 i H bx alpha I .

e . ]

2. Z-27%F

B RAFE H IRAF T AERANIT % 3D 35 o0 a3 m L B it . (B 4E 3D 373t
i, =X R AR SRR, A RAIE RN, RRREP AT R TR
JEX BB R R

OE 2t B TR Z-BAF R LN . Z- AP WA IRERAF . Z-BAF T
BB S5HEEFTRERBEMFE . Z- A 0T, 7468 T B E BIE B Jt(primitive)
IR .

D) EAERERATRAGAMKOHRIT, HABLTAM Z-ﬁﬁktﬁ%
T R AL |

3. HEIRERE

B T BIEASRAE N Z- B A X I B W G AF 5, Bl TR S R R A .
WA AT AR RAZ AR ORI E B AERME. — A SEhr N A R 6) 2 H e kb 5
B .

1.4.3 SUIBTEESE

£ 3D B, —ANEEOBFERIELE N THRRH. oTHEXA S EE B
EEE RNGR” LT RERT . XERER RSO, TEHAZFRFEN, X GPU
A AP A R [ EA . R GPU A — AN B K SUE A7 28 F SR TR SR R

# 5 ERSE—FitbraEgmitse,

1.4.4 MIFIEHIES

VLA il (AR b BRI %) LA — B O B AT AR A 847, SFEFTRRE L E
AAF. X LCD BoRds, BANBRIEHGHER 60 K. XHEH, RBFHEN 60Hz,

1.5 WebGL Bk

—/MEFH WebGL AR Web 3 #2718 % B HTML. CSS F JavaScript 25 SC4-40 .,



%1% WebGL &

CAIELE Web WM 28 HIET. BAb, BT IXELL K Web N HFEF N ASL, —4> WebGL
N PR30 5 % (6,88 (Shader) AR RS AR 7~ 3D(ER 2D)X % [k

RO A E TX WebGL HISZR, WA T 50T LARAT WebGL /7.
JavaScript {3 H WebGL API, F4E4 3¢ 3D BRI 2 Hi{5 BALEL WebGL ik . X
HfE BAMNES T WebGL /K £RHIPIA AT g A2 (0 8% (R T0 AU 88 A0 Fr Bl (.88 U
REG, T HEEE T A K 3D #ER A2 1 1E R .

4 B i A WebGL /K £k /5, GPU B4 5 A F| WebGL #r 2 424 HI22
1#(drawing buffer)ff] N 77 . BATTAGIHELHIZE A7 B i WebGL HIMIZRATE . ‘& 5 WIRAF—FE,
HE —NMEEESF. — I Z-BAM— MR (BRI S7 1N B RE B i
ZEZH, HES HTML TE AR ARHITAE . WENEF TGRS REEER
fehisE b

£ FHE LN R RATN 4 WebGL KL SABTEE, W 1-4 s, EWEFTFRR
FIAREE, WebGL MiiK&EHH TN BA K. XT WebGL F2/7 ki, BEERZTHE
AR BE (a8

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data

!
WebGL
JavaScript API
T Per-Fragment Operations |
1 )
1 1
! ! : !
T A : ;
| FBTAR & i
HEH : !
! :
! i
i |
~ - LERHE |
s R FRIEN #3 |
I |
| !
I |
: A
| !
Sk : BRI R } g
1
i i
: i
| :
B | VR |
e qE : ZA IR g
1 1
L0 | I

B 1-4 WebGL BB /K LR i S kS5

FHILMTHFEIIAANFARE. HPHIREREAT SR, HRKERBEEE
JUEFNH. FHX—TIHER 4 WebGL EIRMU/KLN LW, XEERE RN T EBER

7



WebGL &% 42— % Web 3D Ef

X5 o R A B AR Y2
151 ThaEG:E

h T AE-ANESKR 3D i, SIS RN REABEK, ERELED
ST 6 IR BIX et Gt AR . BRATTH — AN I ARTE R - 8 KT 6 AN R4 B 2% 2R )
AN it#E, B th(shading).

#£ WebGL ", i fEsr 4 LLFPIABr B

o Tl piE AR

o NBEEA

BB ETSE AR BEASRRAUKENENER, BEAENFEMNH). TR
0 B$IX AN AL FRRFL XA B S FRATT 2 FH T A (vertex) 3R 7 JLART N 5 ) £ RUBRAT A
TH 5 A a8 JE T /K 26 b 0t T s AT 35 EA B B . B 1-5 U BH T T AU (A 38 42 WebGL B TR i
K HIYER .

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data

v

WebGL
JavaScript API

Per-Fragment Operations

| |

i [

| |

| : : |

5 B wa !

s e

| |

i |

. | FERHF - |

I ]

| T |

e || | ORI RO

i |
JrB | YRIE :
H o a ; AR !
L4 L1

B 1-5 TSRS WebGL BB K2 T (1

T pi A s 2 3D BAREE (BN T )28 1 JavaScript API J5 B GBARH T . TAE R
RV IR, BUH AT LA WS B2 RS, JF e LLA JavaScript API A& A



$£1%F WebGL &It

VEARED, PRI SERR b T0 R i A B A AR 2 AN [R] R 77 Vs

HH OIS ELR IR AT, FOREE AN AHEITHR, Rl —/MEHAERK. £
—ANXF B AT AR LA — AN MR, SRR ERAR S TIEE NN RN EAT =T H)
FAMLE . RIS 4 PN AERHREEMER . Bt RERAAEEA R
TAMEMXLENE, FERKES.

TiAEARKMARIEUTAR:

o TREBBNEFEARL. XLPEAMERZA OpenGL ES # 7% 5 (OpenGL ES
Shading Language, GL SL ES)i% 1.

e attribute FE(EMHZR). SN2 —SLHF B XWER, BITERHRATRE
FAEANTI A BB (A — N 42 0 % B 10 UR 1 (constant vertex attribute) ) ThfE, 4
BATTRE A Z AT R E X R —A B AR, T DERXADIRE). T s & AT S
BIEE it 2 T A @ 1 (attribute 22 BRI .

e uniform ZREEERR). E1THKR R SRR 800 . 22 858 BRI
frE#JE T uniform L ROEWAT FHKEH, 7EPIRK WebGL 2 A2 H, W]
PAEZZE uniform R HE. B, EATRRE—KREHEHRERFAZE).

Kl 1-6 Ron TR A ASMRE, ©EFEH7 BE XK varying B8 . —2 58 & Rk

TR,
P EEX
Attribute 25
TR R P EEX
w:ﬂ e

Eﬁﬂ@{ﬁ
gl_Position AP aEX
gl_FrontFacing Varying 28#it
gl _PointSize

B 1-6 Tl I md R

varying 22 (523 B) AT R E G BEOSEFERN—AFR. ARFHE
WA PR B R R, HATRAE AR TEMIE, NEAR gl Position R EE
M —A Ak, i HBEET AR B e Y R, ERRFETANALLESR.

PR IR B TR (g — Dol . FRRAE ], ABEmEE D — ST
RA AR AR XA R L REE T A 8 I KB .

attribute vec3 aVertexPos;
attribute vecd4 aVertexColor;
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WebGL S%4miz——F % Web 3D Elf

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;

varying vec4 vColor;

void main () {
gl Position = uPMatrix * uMVMatrix * vec4(aVertexPos, 1.0);

vColor = aVertexColor;

}

IR 42 3, IXBEACES 2 A OpenGLES HAESHEN . EURKES, HiE
%5 C P BHE S B AL BREMAFAEREER, MMESFRFRRERATATE
. B, WRIRLETEH CESHRELRER, WRZABFEREFAS. BRAE
BUAEIXAMRRE RN 2], VRN BRI BORE RN 0T, (ELR T T U BUR A A 415X
B R 4B R R o

MEERFTE TR, ATPIATARRS A T P R P2 -

attribute vec3 aVertexPos;
attribute vec4 aVertexColor;

PRHAUCH, X B attribute 2B P B € X R, FRRAFRRE T8N0 10508
IR 26 Jeg 1 A 1 S R A% F WebGL JavaScript API A& A )

BRI aVertexPos, ‘BN 3 M EARKIME, HXREBATE AT
BER. BoAZRER aVertexColor, E&—MH 4 NMrEMME, HREFE—ATAK
B fE R

FAEMATIANE E LT PINKA 4 matd ) uniform 2B &

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;

KA matd R —> 4x4 FIHFE. X B uniform 228 RRAAVEH TR A L
AR HFE R . 5 B2 B —FF, uniform 28 & [ SEFR{H th 2383 WebGL JavaScript API £ A\ .
PI# )22 ) 72 uniform BB K EIEXN THRATAHETEE.

5, 7B vColor /&) varying A5 . FHRRFETN SE (RS % Hite .

varying vec4 vColor;

T i 0 28 XA varying R B EIRAL X4 BB (.88
FIRT A ZRE, EERTUSERRPIALDN:

void main () {
gl Position = uPMatrix * uMVMatrix * vec4 (aVertexPos, 1.0);

T A A A B A N S 2 mainOB3. 7F mainQE b, $—&E0)E
ISR B (R aVertexPos A HEH (1), AR5 FeLABRIRAERE, SCRERRSTHL T T0 A O AR Hi e



$£1EF WebGL F

Y. 045 RENE—A N B KRR B (gl_Position), BARTE T AR (uds h AL BE
SERJE AL EAS B A (385 T B BT BB AE 212 i WebGL JavaScript API 1%
KBS B, FHHEXAMES 2 varying 2 & (vColon), #EJETH K fr B B A (A -

vColor = aVertexColor;

}
152 EiRi

LETH A 35 (0 88 2 5 2 B ST 35 B (primitive assembly). 7EIX—PHEfE+, WebGL /K4
TEECOAHE AR TR = AT, BN R (point sprites)5s JLATEITT. AR5, X
BN=ZA. KBRS R, WebGL T E AW e 14 AaT i ZI 2 5467 F b % ErT WL 3D
K. EREBHEE, BRAHEXA 3D o] WRHFR A HEA(view frustum). HEPLHEA R
—ANEHAEE . BETHKE&FE. WK 1-7 Fios.

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data

v

WebGL
JavaScript API

Per-Fragment Operations

1

|

1 1 i

. RITWR we |||
l}

!

|

§

SIS | E— |

Q gt >

1

1

:f

JeHHL AR R 5
1

1

i

e I E
Egar ZAERR '
1

L ¢ L I

]

B 1-7 B ARG BUAE WebGL FizK £k A &

BT ERLHE A N B B AR B RUK T — P3R4 IBRSE R4 T AR HEAZ ST
TG, X T AT ARSI E T, BT E TR AL T A Z S Sy . B 1-8 BoR
£ 3 N1 R s 11/ PR < s SRV N (VAR R S R 37 Sl v 1)1 3 % N VA R | N 35 AV A R
BB TCAR R BIR K BT — BB T4 A B A A (0 B TOAE X AN B P i B 5

1"



WebGL & %412 ——IF & Web 3D Efi

18 S5 HRRET S o T AL AR FIESM R U
1.5.3 ettt

WKL T — MM BRI E TR . =AM R0 B, RIFIER Bufkix
B, RATAT LB BB AL HIAE RN —MEE . XA 2 I
ML EAECLE 1-9).

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data

v

WebGL
JavaScript API

Per-Fragment Operations

1 o

ZEXFF B3

R HBES

________________

|

IR ;

!

|

|

HB Wk !
s GAFHI :
— |

1

______________________

B 1-9 SEHHMLEE WebGL BB R KL i &
1.54 FEEG:H

K B MM R A B B AR B ALK RS A TR B, B BUE (A (1L 1-10).
IEQET T 3R 2, —AN A BUERs EX T B LR — MR R B, HFEAETE A BRE S
AR HIREE, BINE F BARAF (5 TR Z83E) il RE S AWK e iR 5 LA P 3R

12
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hEFFEL B, Fit, WebGL HEX I BAEER, EHRARBEABLHEFTH
BB E .

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data
‘ +
i WebGL
| JavaScript API
PR, T L Per-Fragment Operations |
v i l E
- ! S ERHE - |
P e E P BEH #£3h |
el ||| LU L gmgE )
! W
5 GAFR !
| e Iy

B 1-10 JrBRAEGIEE WebGL B MK L HfE

e oAt 3D 2241 API ., WIPEAK K Direct3D, FrBE A8 Lhr FhFR Mg EE 5,
B 1-11 368 BoE 8 A A\ R .

BRI A R
ﬁ’i/" E EX gl_FragCoord
varying & gl_FrontFacing
gl PointCoord
FBE S Uniforms and
HAH FBEGS Samplers
PR A AL
gl_FragColor

111 B BRI B AL




WebGL 5%4%#E—JIF % Web 3D B

FBEORPMALSREOIE LT AE:
e JH OpenGL ES # 485 R v B (4 28 RS
— 4 gy () RF R AR B (W1 gl_PointCoord);

o P HE XK varying B8, EfMEBTSEAHIEAN;

e uniform &R, EATE—LRFHRAR, EMNRENTHHFBRAFEEE,

o X2 (Sampler), AT —FRFERIY uniform 48R, TS .

\EAIRTTAE TR T de i 5 fe th, i varying R BT AUE AP G BMEIES
RFBEARE. R, EWE 1-12 FrErrleE, EWEFBREZ TR, BARNAER
#1 varying A& HEDRXT i BT R MIREA R0 . BoE R T B varying B RA(H
HEMEREERA RN, ENARTEARN AEASTRE. SREARREE LR T
BEHMEOREREE, HSBERElIRXR.

/’

T s

[ < Vertex

B 1-12 Tims R Bz mmkR

Jr BOE AR R IRAI N B gl FragColor R EHIHHAR, B BHEF RIBIBASA
Flixsepgep . FHEIXBIEAEG U — N OpenGL ES # (415 5w (a8 5 v B (.88

precision mediump float;

varying vec4 vColor;
void main() {

gl FragColor = vColor;
}

XA Bt as Bl Sa e X — R R e 7 -

precision mediump float;

BB XA R E R, B8 IEA8R0 T LUKIE 5 5 2% (048 8 el 8 K7 (1
B/NKERE . WebGL ZEK BT Fr B €088 T AR 20 e SUVF s R R B RS 1

ERSERR ERF 2S5, i BLE B8 750 T vColor varying 25 & . £ main() & 1, 42 varying
Az & vColor FI{EE NRIFFER I N EAE & gl FragColor 1. [FFEFREFEMZ, vColor &

14
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FO{E R B TP B 3 P S N BIX A varying A2 B HELMEEER B0
155 EhBRIRE

ERBREORZE, MELEGNBAEEBIFKLN T BB, MBS ER B
BfE. BB, XPRELE EAELNTHRE. KB BOE AR BT B
AR REWRHEF T — MR, BEBGRTZER BARERF MR, £H 1-13 7,
AT A R e TUAE T B4 JB T8 BORAE . O T HIE T8, W LURBh e A X LA R .

Web Applications
HTML + CSS + JavaScript +
Shader Source Code + 3D Modeling Data

3
WebGL
JavaScript API
T T
A E — l l 1
T4 | - A
05 i ‘ ma 155
P ke AT
Sttt
HB
#Hew || |

B 1-13 &R BARELE WebGL BT Hi/K 4 47 &
1. FETR
HITMR o BRSO T . BB B — A T AR, — 5%

FER— R RER . WRABALTHRIERN, WESIR, JHER BARA T —A M
B WRFBALTHEBIHRZSN, WBEF, MHAXFIELHZAT.

2. BERHEHRIBME
IX— BB BUN) alpha (EFIAE 5 {H (coverage), 1B IO — M. 255241

BEET, PURARARRIRZAEMBR: &R RSEE 2 LB RAE 1 AP B 1B R B
A oA —E R A IR SR .

15
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3. REZFMRK

VR FE AT I RARYE IR B G AF (AR Z-BA7) B S M5 B HBATHE—4 3D
i3 2D MBEEF TR, BUESE R R P AE R I 2% AR T X 5 i)
Bifh. LR AP GRS, A AR B p S R LR 3R Y IRAE B
BEE . WTEMRER, WEEFAERFIEE B LA B E T & .

SNTHEAMA B, TEH 2z E5REEF PR MIE LK z [EHTHE. WREA
FrB z DN, WRRFENR BB+ 1 R B R B L, MEA
R BB k. R B 2 (AR T Z- AP P NAL B RE, WRRH Bzl
ZAFTHGFER, REEFXNFEANFB.

4. @&

WAL AT — N RAE B (blending). FIFIRELE, BN BISIG S CEEHE
ZAF AN B B BB ESATA S . HRNZQIREVXN R, SiHZEHR SR,

5. £izh

I T4 B A7 Z AT KB e — AP B3 (dithering) . BREVGAT AT PRI —3EHIAL R
AN BE AR T AHSIBIE, BRHERHEEES G, SHOagF
A HRBESA RN, BEmAEE A .

1.6 WebGL 5EERFLARE LLE

A T ibR%T WebGL LA K HAth 3D F1 2D EFEE AT — AN HIR AR ERME, F i JL5 & 8
AN SRR EVIRME R AR, IHEENTS WebGL BT UL .

X B SR IEAS AR FH Sk ) A A B SR XK IR, T A 9 B AR B S b ER AR P B B
BT B X R R Bk, BT AR B IR e s MR TE BB A B AR iy R S AR
SINEIH ) WebGL F2/F i, EATTAT LAH B AR 3 S b B AR X e K

1.6.1 OpenGL

KALLK, OpenGL CHHA & At EAHL A EZ 3D B AP FI—NH MR
UK (1) Direct3D API, F—/NEAN4). OpenGL & —MrUEN« B5F 4 1) 3D BT AP,
‘&0l LLAAE Linux. Unix B9JLAMNRA. Mac OS X Fil Microsoft Windows #:/E R4 F&H .

fEVFZ Ji T, OpenGL 5 WebGL #BAEHAHEL, Fit, R ARLLATY 4L OpenGL 7T
K&, WHE RS ¥R WebGL. WIRRA i H T 4afa (0 8% % OpenGL BFF AT,
WSE Rt W RARMREA T OpenGL, AZEIHL, FRGLEAT T2 Wi 4 s
WebGL F2/F
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1. OpenGL BF

76 20 4 90 FEAR A F 4, SGI(Silicon Graphics)Zs 7] & tH 545156 i) = i e T A ik
AR . SGI 2] B T AF sl b ke M58 el F o LR A R M Re R SE Z 9 Th e . TAE
st & F R R AR A, BRI E AT DL R B 2410 3D B . 10 TARSG iR v 7 i) —3
4y, SGI &1+ T 3D EJE API, B[l IRIS GL AP,

BEAE R O HERS, AMT145 IRIS GL APL /N T8 2 M ThAe, AR T SGI A "M T RE
PR fE A . IRIS GL API Ja RARfG MR LA e, tdRsksfE LA, Bk, SGI
A AT BN R B R — NI BIARE, (E1SFE 7 A LU B 37 55 A AT ] ) Pl TR A4 A i
B GENARATENAFR . Bh, KAERTEVEER—NEZEA LT

Rt SGI Z IR IRIS, I Mk FF4A1 1T OpenGL. OpenGL & —ANFFHUK . St
3D KT APL. 1992 4, SGI A®EHEH T OpenGL MFEHT 1.0 fRA, FFEAL— ML=k
B8, Bl OpenGL 45 #4)VF & Z& i 2 (OpenGL Architecture Review Board, OpenGL ARB), fH
BRYE OpenGL IR K. OpenGL ARB [HI4ii&E#E 46 SGI. HF R & A IBM. Intel
AR EAF . ELERJLES, AWAEHERIRAMA. OpenGL ARB EHF I, 4
OpenGL ¥Myu4& HIE R W, BiERMAEBD, sS3E E B RATIRA, B $AT o BEm,
PRI

A, RIS AER h B Al th £ 38 [ 5E9% . 2006 4E, SGI JL P-4k T3 113414 - OpenGL
FRUE) & H 5 H M OpenGL ARB #2545 Khronos /N . MIRANEHEFF4f, Khronos /N4 4%
LI R AN OpenGL.

2. OpenGL X #3741

M 1992 EH—AMRA K AT LU, OpenGL 40 TR Z FHLhft. 467K OpenGL R
AR B SR P £ SR 2 CRUE B RRAS [) 5 32 . ERTRRAHIRTEH, HEIEEEREN “BF
M7, AN, BNSED—BREMENRL, eUERRE ELH - =/m.

TERFTIR AT, glBegin()F1 glEnd()BRHLFF FEMREN “BEFA”, HRHFZFE
A AR X PR ek 8, e T BLZE VR 2 S0k . I0AG 9 OpenGL YARAS AT Web 111
OpenGL 7=~ o

glClear ( GL_COLOR BUFFER BIT );// clear the color buffer
glBegin (GL_TRIANGLES); // Begin specifying a triangle

glvVertex3f( 0.0, 0.0, 0.0 ); // Specify the position of the first vertex
glvertex3f( 1.0, 1.0, 0.0 ); // Specify the position of the second vertex
glvertex3f( 0.5, 1.0, 0.0 ); // Specify the position of the third vertex
glEnd () ; // We are finished with triangles

PR 2 glClear T BRBUA S A7, IXFE, BUEALE A7 AN FHORAT T F B0 55008 B AT — 4% i B0 .
5 H glBegin BRBER /NI IR HI— =M, =AM glBegin M glEnd Z [d] {1 =T
RERR. HERE glVertex3f)Mfi & = /NS IALE, ENTH z H#H 0.

17
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A% OpenGL BIJLNE S
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vATF ZA % OpenGL # JUA-& .

e OpenGL & & XML 3D B ¢4 — A FArk.

e I OpenGL #L;& & Khronos 2L4R i & A=K, #LL4 5 t WebGL ALiE.

e OpenGL £ &% —/NBpaf4E X APL

e F4 OpenGL &l 44 & Kb R AR FTRAG G 5, Bsb, BFERAFZF &
FIE —A .

o BHTHALA EEH OpenGL 5 WebGL + 24481, HARFEAT # WebGL &, 1
J2 % g 4hde— 2 OpenGL R AR T 6l ¢ S48 45 412] WebGL #2454 + .

e OpenGL & & & T Al & % OpenGL # &% 3 (OpenGL Shading Language, GLSL)
BBETHREN.

1.6.2 OpenGLES 2.0

# A3\ OpenGL (OpenGL for Embedded Systems, OpenGL ES) &—/ LA 3\ OpenGL
S FEAEE 3D B APL. BT WebGL #1377 OpenGLES 2.0 2 |, Kt OpenGLES 2.0 5
WebGL BT . B A ZE R 2 WebGL 4 HTML #1 JavaScript |- F 3+, 1 OpenGL ES
2.0 i H HAE C/C++. Objective C 8% Java FF 3. (HEENRIRZEBFA—LER . B,
Khronos /N 7E ¥ 1T WebGL Rt it o5& Ml B3 H BL#E OpenGL ES 2.0 H [ — 44 Th g

1. OpenGL ES 2.0 &5

OpenGL ES 1.0 /& OpenGL ES HJZ—/MiA, E&LLE I OpenGL 1.3 HE K ZEREK .
Khronos /M1 LA OpenGL 1.3 [T e 4 B4k, M BR — 252 4 1 siASE F Tk A R & I Th g
By, #E5 50 OpenGL 1.3 #yarh, HXFE—ANThEE: BEiL i glBegin if $iE X7 E 4 i
MK TCRAL, RGN glVertex3f $i5E EITCHITH AL, 5 A glEnd()B& (PR AT — 5 94K
PR LLE ). 7E OpenGL ES A IXANTIAE, PR3 F T nt $ 4 45 R Y J i AL Rk i 19 3
RIS R

2. OpenGL ES 2.0 X #5751

MR — BAR Y OpenGL ES 2.0 #4015 . BT OpenGL ES 2.0 & — M54 %t
THOSNE LTI %5 WebGL B1TH—FF), BIMERE . — AR KR th T8 BER BT
RS . FHXBEAEKBE NN HER, WNHERERE LA =/A.

GLfloat triangleVertices[] = {0.0f, 1.0f, 0.0f,

-1.0€, -1.0f, 0.0f,
L0E, " -1J/0£, 0-0f};

// Clear the color buffer
glClear (GL_COLOR BUFFER BIT);
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// Specify program object that contains the linked shaders
glUseProgram (programObject) ;

// Load the vertex data into the shader

glvVertexAttribPointer (0, 3, GL_FLOAT, GL FALSE, 0, triangleVertices);
glEnableVertexAttribArray (0);

glDrawArrays (GL_TRIANGLES, 0, 3);

eglSwapBuffers (myEglDisplay, myEglSurface);

X BT, e X — triangleVertices 4, XAMFAEX TEAN=ZMAEH=
AT . R glClear() R ENHE PRI SATF . XBAVKERA VA, AR T mE s A
FBREASRIETRE, WMAEEMNEEN —TMEFNR. XEEMELMERH
glUseProgramObject() B $12 HI 5 i glUseProgramObject()¥5 1 £ il ot 5 i) 75 B2 A F Wi AN A
FFxi%. BIFS S8 CmiFEffi cERr s g s BEARE.

£ % OpenGLES 2.0 (YL ES:

VAT ZH % OpenGLES 2.0 ¢ JUN& 4.

e OpenGLES 2.0 & — /M E A TH 3 FFRAXRZEE. Fie) 3D BH 474,

e OpenGLES 1.x #= 2.0 & & Khronos N8 7F & F=dft ™ 69— AMHLTE.

e OpenGLES 2.0 & T PP Ef#£X APL

e OpenGLES2.0 &k 5UMAMAEZINEG S RkE. X2 —AKEF T4 X OpenGL #)
Rk,

e OpenGLES 2.0 55 WebGL E #4844, B &A= vA4e OpenGL ES 2.0 #4 B AKX Ao
E.A8454%] WebGL ¥. 7 OpenGL ES 2.0 #= WebGL ¥ #/4% | OpenGL ES # &

EE,
1.6.3 Direct3D

DirectX J& 4K 2 AR R 4 fE APL (1) 2 #%. It API —ANEEIH ST 3D B
42 Direct3D. Direct3D BAEN HAEVFZ 2B S+, W C++. C#. Visual Basic .NET.
HAREH BN WEE S IR, B2'E R fe F7E 4 Microsoft Windows #:4E R 5L
Bl

MIREE F#f, Direct3D 55 OpenGL. OpenGL ES il WebGL Az &b, FHATEHE—
b 3D BRI APL. WIERVRA Direct3D J7HIIZEE, WA fE D&t BBRKE . Z-547
HOBMLCEFHEHAN TR BAKTHOS, Direct3D fFH TARKLHK, HEHE
JRBEE R — R . {HRRF K APL 401575, Direct3D 55 WebGL FA#ER K25 .

1. Direct3D {852

1995 4, W T —/~ 4k RenderMorphics 1A . EXANAFFRT —N4EH
Reality Lab [¥] 3D E /¥ API. % F|H RenderMorphics HEi AT & T Direct3D 15—/ M

Ao HIRA—#EKRAITHIEA DirectX 2.0 1 DirectX 3.0. KR EAFH OpenGL, HE

19
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WebGL 5% 4miE——FF 4 Web 3D EF

BT K& — LK APL, B Direct3D. XANEFHEE I 3D BIRHI &N . HET
—J5 1, EWmARE 3D BT R T S, XM TSR )2 OpenGL 1 Direct3D.
Direct3D [ — MNEEMHRE 8.0 AT TN HwEE AR WEASHZHRLIC
HRiE S Wit . 7€ Direct3D 9.0 7, #EH T — AN FiE R HEE S, MREHEAES High
Level Shading Language, HLSL). & /&%K2A &) NVIDIA A & HE T &R . HLSL X ¥
Direct3D )7 XA 24T OpenGL ES # {415 5 X} T WebGL 1 OpenGL ES 2.0 17 X.

2. Direct3D X734

X ARG UL T a4l A Direct3D ARSI F1 B 78— N7 5L AEPATIXBUACRS Z 11,
W B W B RIS Direct3D F 8 2. —A Direct3D % . fEXBAS S, AR —
MR g pd3dDevice fR7F T —4 Direct3D ##& K454t . EiLiX 4545 Direct3D
API FFHTBR$L .

void render (void) {

// clear the back buffer
g_pd3dDevice->Clear( 0, NULL, D3DCLEAR_TARGET,
D3DCOLOR_COLORVALUE (0.0£,0.0£,0.0£,1.0£), 1.0£, 0);

// Signal to the system that rendering will begin
g_pd3dDevice->BeginScene() ;

// Render geometry here...

// Signal to the systme that rendering is finished
g_pd3dDevice->EndScene () ;

// Show the rendered geometry on the display
,9_pd3dDevice->Present ( NULL, NULL, NULL, NULL );
}

EIXBARHS T, A Clear() R EIERBIAZESF. XN REFE KL OpenGL. OpenGL
ES 2.0 5 WebGL FAHNRHEE & — ki, EHRESH.

RIS HOE F AR 2 0 1 NULL. BAl 1 X A5 500 2 P01 AW 30 0 7 B3 B . 2
H 0 Fl NULL R-EBREBABASAT .

B=/SHEE N DIDCLEAR_TARGET, F-EFMBRHIEESF. WidXASH AT
G RR Z-EAF AR 2 17

BN B HERE T HBRSIE 4K RGBA Hifa. fEXE, EFGEEFER IS
B ) 2B

BEMNSHAR R EER Z-BAARREGERANE. b TR, F=A25%
N BRI, FERERAINSEAEE,

1t Direct3D 1, ZUAH BeginScene(), RN IHZE] 3D 5. i/ EndScene()4:
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Kbl FEIXHA B Z ), W] LAE T BA BB LI LT 5. FERTH
KBS, B 2B LT 5 B4R .
#J5, VA Present()pf FATNIRIL: FI113 21 J5 & BAF BafE b # L.

% % Direct3D BJLIME A

VAT ZA % Direct3D #)JUAN-& 4.

e Direct3D i3k % A ¢4 3D BH 474,

e Direct3D R if A F1£ 4 Microsoft Windows #4F & 44+t FAL L.

e Direct3D 1% /5 5 OpenGL. OpenGL ES 2.0 #= WebGL K44 B # AKX

e Direct3D 1] HLSL #& 2 %5 & & B 69 B, X/ EZ 2 T & X OpenGL 4
GLSL, #} i F OpenGL ES 2.0 #= WebGL #j OpenGLES % &% % .

e Direct3D #91%% % & %2t & F OpenGL. OpenGL ES 2.0 & WebGL # 5 B 4 & %,

1.6.4 HTML5 &7

HTMLS J& HTML(Hyper Text Markup Language, ##CATES)HIZE 5 k. HTMLS #iiE N
Web RN 34N T ZF e, HA 4 NBESERI)Z HTMLS @43 (HTML 5 Canvas).

HTMLS5 HiAf & Web G A — MR X . 7EXANX I IRATATBAAH JavaScript X
ez HE K. 78 WebGL b F X HTMLS HEiAi%eH] 4 BB R F &, B2 Viadimir
Vukidevi¢ 5 F.7E Mozilla 14454 WebGL At . ILZE WebGL £ 4 HTMLS i fi jT &
f]— 221 | K 3 (rendering context). HTMLS th 32 £ 5 #i#) 2D £ 4] L F 3¢ (Canvas-
RenderingContext2D % ). i FH il fAH5 o] LA i 47 76 2159 2 2D 424 B R 3.

var context2D = canvas.getContext ("2d");

FFET7, aT LA EAE G & 19 8] WebGL 4 I F 3 (WebGLRenderingContext %
M), {HZEZEH A 2d 4 webgl.

var contextWebGL = canvas.getContext ("webgl");

B EHEIBFEHR I — AN 28] BRSO, $EATLUELE context2D A% & i F 45 3] HTMLS [ 4q
(CanvasRenderingContext2D)SZ fF (¥ bR % [FIFFERE, Hid contextWebGL 2% & a] LLifi H 4
FI] WebGL 32 ¥ ] 28 $(WebGLR enderingContext) .

1. HTML5 E st

Apple Mac OS X #1/E &4t — 1~ %4 Dashboard HIN . WRIRE T Mac H /4,
AT fE 25 BBIX A FESF . Dashboard SEJ_E R —AMI &4 % /N AE(Widgets) 1 /5 5L 37 B R
o IXENRAE S Web TURI—A%, ‘EAIT#R 2 # A LAE HTML. CSS Hl JavaScript & A2 |,

Dashboard 1 Safari Web 3 %48 £  FH WebKit Ff i 3 8% 5 | %44 Web A %¢. Apple
] T 2004 EAE WebKit F5INT canvas(iifi)bxric, MTTHEH T EIX 8 224) 2D &
TERIHT J7i%:. 2005 4F, E7E Mozilla Firefox f15ZHL; 2006 £, ‘E7F Opera Ji% 3¢ 5| Aix

21
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WebGL 5% 4wiE——HF % Web 3D B

ARt . J5HRIE canvas FxiC5I AR HTMLS #yEH, 2011 ZEf4%K & Af Internet Explorer 9,
ERES—NME B E AT SRR TE J A

2. £/ HTMLS &% R R 5

FEFFE B 1-1 fOARAS A T WA 7€ JavaScript Bl A< o F il 477 70 32 22 thi|— LE ) 52169 2D
. BEAMMUBIRAZ]—A HTML X . WRMNEFERAREBIFIGE, MamiE, &
<body>JT #hikric H</body>45 R bric & 8] L ff — A <canvas>JG & . <canvas>JC % E X T KB
23R, F JavaScript AU A E AR (1) AP 3 AT DAYE XA R IR P 2 I B . ARiE ] LA
E 1, onload FH{FAHFLEIF E X AE<body>hrid b, L&A JavaScript K%L draw(). X
UK, 2N KRR SCRS T, 882 Bl R onload HAFALBEFE ST, AR5 draw()
R

FE A BFR PP B I 3k, fE<head>FF tfibric 55 </head>%5 AR 1d Z [8] 4 JavaScript f0F5 .
draw() R £ (1158 — N1 2 F document. getElementByld() R U EX AR T R 951 H, i AR
RN BRI —8 5. BT, WA XA 5 &G AR AE 32— 2D £
i1/ ol

var context2D = canvas.getContext ("2d"):;

XTI EAEART AT ITHE L. FREEF S 2 FAIE — WebGL R~HIR B ESHA,
XBEEEAAMARES WebGL 6l AN FIFIE AR IEE . BPEE 1-1 HET
HTMLS5 canvas #ic 48 .

Y

| BFEE 11 HTMLS BEfaRic A= el

l\"e..um"i‘
B

Wrox.com |
Famam <+ DOCTYPE HTML>

22

<html lang="en">
<head>
<script type="text/javascript">
function draw() {
var canvas = document.getElementById("canvas");
if (canvas.getContext) {
var context2D = canvas.getContext ("2d");
// Draw a red rectangle
context2D.fillStyle = "rgb(255,0,0)";
context2D.fillRect (20, 20, 80, 80);:
// Draw a green rectangle that is 50% transparent

context2D.fillStyle = "rgba(0, 255, 0, 0.5)";
context2D.fillRect (70, 70, 80, 100);
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// Draw a circle with black color and linewidth set to 5
context2D.strokeStyle = "black";
context2D.lineWidth = 5;

context2D.beginPath() ;
context2D.arc (100, 100, 90, (Math.PI/180)*0, (Math.PI/180)*360, false);

context2D.stroke () ;
context2D.closePath();

// Draw some text

context2D.font = "20px serif";
context2D.fillStyle = "#££0000";
context2D.fillText ("Hello world", 40,220);

}
</script>
</head>
<body onload="draw() ;">
<canvas id="canvas" width="300" height="300">
Your browser does not support the HTML5 canvas element.
</canvas>
</body>
</html>

#33| 7T CanvasRenderingContext2D X% 2 J5, HrlLLH B API RREHIN 5. F—
MEBR—ALAKHER. FH fillStyle BEREREAHERE OO, GEHF LI
TR KR EFgifA, HrhadE:

o M rgb()F7iE, BEFRE— 24 A RGB EVE A HSE (BN context2D fillStyle =

rgb(255,0,0); ).

o fiiH rgba() 7%, BERE A 2 M MEEMHEIENHLSE, K EE 8 MAALIHIH

A1) alpha 8 3E (] 41 context2D. fillStyle=rgba(255,0,0,1);).
o FH—AFHr e, BHABERRA—NTAHEHIBE@BIU context2D. fillStyle =
"#£f0000").

TR —MEREILERET), FHaTEAAE DI gbQEAE Wit REH

H fillRect() 77 SE bR 2 HIRY, A 4R BT EHITHTE . XA 7 df g e b

23
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WebGL BB %2 % Web 3D B

T 00 2L S R AR LA SR T B 9 JBE A 7 2 -

fillRect (x, y, width, height)

THORBREHARSG, FHREHE - ITHR:

// Draw a red rectangle
context2D.fillStyle = "rgb(255,0,0)";
context2D.fillRect (20, 20, 80, 80);

ST —AMER LI, HR I BARS2 H = AR

// Draw a green rectangle that is 50% transparent
context2D.fillStyle = "rgba(0, 255, 0, 0.5)";
context2D.fillRect (70, 70, 80, 100);

BOAEEA rgba() AR EHETHA, ERBE A, TH 50%&EH. HTHD
MM ES, RIMSELREHEREREHMLEHE.

BEAEERE—ANE. ATELEH—NE, HAFERERENES. BERTEEE—
EE—NEENLH @GS . YHALHGEELE, BATT LA 2 HiEg 2 KA HEE
R XANER. FAfIY, ATFELH I, EVFEER, BETHREUTRSE
B E R, HENREFESH —NERMER, WRRSKE APLXF R I,

AT beginPath(fs & — MEZHIFLE, REIHREMRXANBENLHGL, BEH
closePath() iy & 45 R — N 4%

AR, BERAFE &4, et —E. {2 canvas API FFE&AEE—NEATS
B — |, TR arc VR HIR. EAFIT, FHTHXATZE:

arc(x, y, radius, startAngle, endAngle, anticlockwise)
x Fly BB E A8 PR, radius &7 1242, startAngle 1 endAngle $& 5& I FF 4f F 45

WARE, BALHINEE . BJ5—1~3 % anticlockwise lU— M /R1E, B RANINEIFT .
WERAEW B A F BN IXBAA, SMaEBWE 1-14 FrafsiR.

[0 Listing-1-1.heml x

€ & C O fe//fChstng - LhtmiScavaststng 1 Lhml A

Hello world

1-14  —ANE] B F HTMLS 1 A7 22 ) B T i 7 5]



Wrox.com
THIER

E1E WebGL -

HX HTMLS EHR LI ER:

VAT RA % HTMLS & A 64 U2 5.

e HTMLS &# & L —/A /£ Web T & L 44| 2D B ¢4 8P i 42 X, API.

e WebGL T A HTMLS & A 44| B #, {22 € L 1% F WebGLRenderingContext
LT X MR RF 49 CanvasRenderingContext2D £ F X,

1.6.5 AHEMKEER

A4 18055 & P 7 (Scalable Vector Graphics, SVG)&—NH XML # R #hiik 2D E R H)iE
e BAZBX, EURBEEF M. KEKRE, SEMHA. 2. s LT Eoiix
JUIT B TTORAE W BEERIE . B REEITFE IR (B Web 3 W28 HRYE X L2 Rk X
LR LRI &R XA, BIERPBCR T B, F SVG A B BB DR — B 175 T B
EAZN B EARRET, SVG 5 WebGL XRBAHEY). BEIRBLINEH T T #R,
e Web B —NMEHIE I, HER TREE APL

1.SVG Eis®

1998 £, %K. Macromedia FIHAh—Ee /0 &) DL “ ZIbRHE” MW W3C #24L T &
B HR&ETE S (Vector Markup Language, VML). 5t[FAlEf, Adobe 1 Sun 24 &) 42 H 5 —4
FUUPRUE, RIDKS % B b5 & 18 5 (Precision Graphics Markup Language, PGML). W3C X}iX
PIANEEBUGEAT 20T, A VML Fl PGML & HU—&4r 4k SVG 1.0, F£F 2001 ik W3C
FIHERFARAE . MG R T SVG 1.1 #EFARHE, SVG 1.2 HEFAREBLE AL TR M B .

B TIXEE “5EAKR” SVG HITEsh, A SVG Bahfiki. CABHEAHETBIH
R ERRAS . B2 SVG TAAR(SVG Tiny)Fl SVG AR (SVG Basic). SVG A ik
SHEHE F A&, 1 SVG HANRE X Him B % & .

2. SVG K13 fl

FEFPi 8 1-2 R — DN EH R 8 SVG AT - 61 o X BURTSTE B e L2 — ML
— AN RAREN—NMREA=/AE.

() memei2 —rmemsve kmms
T

<?xml version="1.0" standalone="no"?>
<!DOCTYPE svg PUBLIC "-//W3C//DTD SVG 1.1//EN"
"http://www.w3.0rg/Graphics/SVG/1.1/DTD/svgll.dtd">

<svg width="100%" height="100%" version="1.1"
xmlns="http://www.w3.0rg/2000/svg">

<rect x="50" y="30" width="300" height="100"
fill="red" stroke-width="2" stroke="black"/>

25
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<circle cx="100" cy="200" r="40" stroke="black"
stroke-width="2" fill="blue"/>

<polygon points="200,200 300,200 250,100"
fill="green" stroke-width="2" stroke="black" />

</svg>

ABAITHEEMIHE X BAS, EREERATRECLEH, SVG BFAIER BEM. Wk
YREE L HF SVG 1) Web (I 28 EHATXBACHS, MESB/BRIRLTE 1-15 4 R.

(1) Fle:ffjC:IWebGL-Examples...
€ c Q fie:///C:/\WebGL-Examples/Listing- 1-2-SVGListing-1-2.5vg ﬁ X_{

B 1-15  F SVG £ 6 s B

EXSVGHLNEA:

VAT RA % SVG th UNE 5.

e SVGRZ—AKT XML #4944k 2D 2 FEH 4 K.

o HTFERA-ANKFTAMKKX, B SVG TMEES AKX, ®ELREBKEK
Rz

o BT SVGREATAARY, BRREHIHFHBEBRGRSASR, LREHA
Web o3k (Web Crawler) A& s34 & % 71.

e SVG A TRFEF WebGL, SVG ZZE#EX API.

1.6.6 VRML 5 X3D

i, AFECREPHANHAT S WebGL b FICRARBEVIRILAEEEAR. HAaHEA
BORA AT X LR AR &8, HEEMRERRNEZHET. BRI L EIE S (Virtual
Reality Markup Language, VRML)FI'E /) /54k%# X3D #BREHE T XML fIE ARk 3D &
o ANE & VRML & & X3D, #EAA7EAE = B WA h SeBl . W VRAEVE A T #%# VRML
i X3D, MM www.web3d.org Fil www.x3dom.org X #4355 FF 44 .
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1.7 LMHREE N

RO MEHEE— S, BRI SR BN, T ELF i 3D &
JEH WebGL, R A & MEAREAE —MEAKINIR. £ T EILNTH, RAIE AN AL
REP A By T 2% 3D BB WebGL EIFEEAR B/ 4R

WRAR BAAFEX AT D2 R4 T AR, AT ABkE X —# 5. WiRIRE T
WA SRR SR Z RN, WAEE IR BRI X RN A . KR
MR N EEABRE BRIBCARABEZR, hEARRSEFEMMHEIES. X5
HA-HX 2% 3D BB 5 WebGL BITEHIAR K R+ 40 B VI AR R

1.7.1 HFR&R

AT BB EEW AL ELREH] WebGL X%, TEEX—MBIRR. ARG N
AR, AREAFRBELIRR, HRE WebGL =4, EARX. HAFMrR. X
KA R

SRR AR, BEE TN x. y. z Bl IEASRERAE X =AM RREL T A
M — NG HABE AN REE, I HENEE PR A FIUE T 58 =4
FAF(ED z-5h). R x BA y R IERCH), HARRZ TR A, WA PRI EEN z B,
1M H z $#E T x B y #l o MRIERATHERE, BAVBRIXANBIR RN FRETFRIFR.

A TR R RN TT 17 i — AN A 1-16 BUR. AT, ik x. y. z #a50xd
NTHE. RIEMTE, WEHERR x Bo7 @, RfEdRm y #irm, iR z o .

z
y

B 1-16  EWMEATFABRRRM ATk
172 SENE

£ 3D BB RF M — DR MIE, ETUH—MERFR=TTH (v, vy, )RR S
HOAL B R T IR, RIGHY x BT RS v, T y 5 MBS vy, BUEUS z ST 1
B3 v, Ja s e BIERALE . A RALE (v vy, v2) = (0, 0, 0).

EEET, KEREANWERTT, Bl e AR UTEE. BA ST e X
—AERBL, EARAUEX AN ZAROEREA AN T A=A ).

2 IR E X 3D BT H b LT B TR, B AT T30 4Bk A T A (vertices, ' f) 803

27
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B3 vertex). B 1-17 B8 T A=A TRUE X — D =M H o 1K =T B AHR 535 A
(1,1,0), 3, 1, 00f1(2, 3,0), XFEAPRRK z A m, HENKFEETH. £XNE
F, EATAHAEMERODRRR, FRARATRARZR=ATRERTRAZETCS, K
br b WebGL &l — M =MAEH, XL I,

A
+3 (")

42

1! 1,1,0) 3,1,0)

1-17 =ZATWEENL— N =M
1.7.3 k&8

WEYHBGEE . RSP REM T REX, 548 mEBEKRE .
KRN bRE . ALY R (R . Inid R D) TR — A BE R — AN A e 3
TEERE X . AR R KE.

KERWIMRZE, ERAME, BRAFTAAKE. EWE 1-18 WEEFIR, —4
KEMH RSB A E L TR

£ 3D Z[a], —ANRERLUH ZAMBIR(vy, vy, V)RR R XK RS CUR SO AL
(Vs Vs V)R HR R 2 ) R B B A MR B0 07 ) AR R A BE . 7218 1-18 (A, H—AK
Hu ERESANp=(1,1,0), 4588 q=3,4,0). N& &S q W EE S p TUERIXNMRE,
R Frs:

V=q—p=(354’0)_(1’ 1’0)=(2’3’0)

PN RERT AR PR ERAEM, BHERARBRSA 2 BEH-ITHN, 8584
B, WrFps:

vtu= (v, +tu, v, +u,v,+u,)

AR E M vFHEINEE T B RER, WE 1-18 FEBFiw. WA 1-18 AT
B, WRE v ERREBESIRE u . K8 w=utv M u B RREBR v iG55,
XA RBIT, BATEBIBHARELE 3D FREPAELE z=0)RUASMMENEHE. #u=
(2,3,00m% v=(1,-1,0), BEFE=AKEw=(3,2,0).
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4 4

+4 p=(3.40 +4 u=(2,3,0)

v={(1,-10)

u=(230) e
2 W=ut+v=(320)

T1 ‘a=010 T

+ —+— + > x t 4 + +» x
1 2 3 4 1 2 3 4

B 118 ZEERXEOEBARR, AREPDREMNEHE

KB DU —Mr R — N E). GRE—DHRE, KREN&EADBATRL
EAAREE. XEWRE, NTREulEE kL FUTXA:

ku = (kuy, kuy, ku,)

R —AKEFLIRR k=1, AR — PS5 RRER/MHE. TTTHRBKE.

fE WebGL ', REMREE—FIW, MAKERENRLITTIMRLERITTH. EH%
B 5 AR REMENERRB(RRNERR). BZRBEHTRE, HERBIRE
1T B 1]

IEy S R2), REARMYHEPAREHE, HlW, HRERRFERL. WRIRT
S WebGL Bitiig ki, REBAEFEAH . BERNGS 4 3D #R. EHFRP, K%
KA R 20mys, T AR, ST WA AN REERRE:

v=(20, 0, 0)
RS R BRI, K2 MET R ER T MRR.
1.7.4 REW SRR

e 3D ZEABAKE, ENRAHTR BRI

o FEbRF(scalar product)

e X #(cross product)

XA ) RABRERR . EUARRXAN ZRTR R, AT R — A
&, AR—AKE. BEARNRE u il ve BITHAFE X R:

u-v=|uﬂv|cos€

R E S AR ER DM REMOKBEMENZBER/NRA 0 X, mE 1-19 Fix.
BT cos 90° 55T 0, HBLRAN 90° WHMRERSABET 0. RZIFR, B, WR#
MRERRBAF, MEXRNREEERIERLR. 57 FH G F K& 1 S5
R A I

29
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v v v
u
:] 0 6
u
u
0=6<90° 6 = 90° 8 > 90°
<=>u.v>0 <=>u.v=0 <=>u-v<O0

B 1-19  AREFRER U R

EHE 1-19 1, ZERFZHNRERRADT 90° K&, HARGRKT 0. f£5H
B, kfho0° , ENKERA 0. AAEF, KMKT 90° , EMNKFBNT 0.
MBI A SCRAARBOE A

u-v=uvytuv, tuv,

A E N EE A EXRFHN, BREEHA MR FENEIHENH, W
] F AR X AN 5 SCE SR R A SRIZ 5

1.75 X
PINRBHHIER 73— M, BNRERSOR (X)) « I RE K XRE XA
w=uxy
XAty —MBE X -

W =U X V= (UV, — UzVy, WV — UeVy, UV, — W Vy)

X )45 RAE—NMFHIRE, XMHERBRAFALTEME:

o |w/=|ul|[v|sin@ (HH, wRFHNMKEZEEKBDIA).

o w ERX T ufv.

o whuflvHFELFEN.

FANREEATHRARENKEST o MKERL v KEFETL sing, XHEK 0L
u Ml v PR . TEREBE, WEFE—EYE, SHMN v v TR, sin0°=0,
Eituxv=0 .

B_FEEARHEME THAR w7 . iRES
=B, BIRENT RS ufilv BEFE X XK
FHXBRAHELHE. EAUTHRXR:

W=UuXxXv

uxXxv=-vxu

P 1-20 BB T AREYJLFT R R
XAE 3D BT —ANEENARTE =/AS B 120 XEHLTHRR
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REMERE. €8 7 5D, RELXWAE, £ WebGL FRATIHERIT R, HERER—
PMEENHEE.

1.7.6 FFR4LER

FMAZERE YRS, £ 3D FATH= M ESBIEE M EER—AKE. R,
BT AR B AR F e 7, XA RE T RIREL. fEF AR, TEMm LS
NBFR(wW)e XTRE, w=0; X w0 B, WFFRALIRIEE— Rl

BAMRE ZHE A FFRAFR R IR 5 (Do Pys PosDw) R HA =AM BBR I B RIS 1, R
BN BHERU pu. 2RJEFET=ANMBA5R 5 B (px, Py, PN 3D ZFAIFH 25 WRA A
REZH 3D AbroR, WA EAEE A E I 1, 0T LS BUAH N 55 IR AR BR R IR 5
B (px, Pys P2 1o

BT RS REZBFLEERI, SIAFRERE S —ANEEFERR: WR—AHETLL
H 4 ANk bR RN, WA LA 4x4 IR RE R R s AR (B 0 P8 BEdE « 48 IR By
U)o FHEAAARERERAR .

1.7.7 ¥EMK&

FEFE AT RO o SR R I AN BB O FE BRI TR - — AN m AT RN n B4R A R,
BATFRZA P I 4EE0H mxn.
7 WebGL 7, HH FHBMRER 4 17 4 FURGERE, BVEANTR 4x4, W FFin:

my, m, My My
m, m,; m, m;,
m,, m,; m, My,

m;, my My My

RAATHEFE (RN AR R 4EA 1xn)BRAAT R . I TTEAITRER RN

v=["o i v Vs]

R EMSEER], £ WebGL ', FIKBMRFE W, ENILEHRER—ADTiH. 5%
BIRLL—AN 4x4 FEFER IR IXAN T AT AN AR e 1

1. %M NFIHEIRL
RA R MR AT AT DRI SRR . P5ANAE R A A i S R 0 AN o

3
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BEATARIN, SWAS KRS AR AR 5 A7) 2 5 A 5 BRI AR iz
. AP AR B, ST 4RSS

[1 4 1 F 2 1
A= B:

-1 0 3 4 1 2
WENIARMmEs, B2 C, WFAR:

267
C=A+B=
L 1 J

R R AR R S 5 A DI S 8 SCARALL. X T TR A A0 B RERE,  AHIRGE 5549 B RE RS
D, WIFHIR:

0 2 -3
D=A-B=
Lﬁ ~ 1}

2. FEMEHER

SEREMITRE 3D BEFH— N EREENER . BABNAFTEGATIREHF i
ITHPEAHIRIZ S, (HRA VERERE AR LR, HHEAERRE W T: HfAY
FEFE A BI5ECE TR B ATEN, 5EFE A A RTLIRCAFERE B, WHRHFE A FIATECA m,
¥k p(RIE R mxp), HFE B BATECN p, FIECH n(BEHI4EECA pxn), WIEERE A FeLlsE
B B 42— m 4T n I RE(m>n). X AT LAR R A R RRR:

fmxp] [pxn]= fmxa]
Kk, WRHEE A K4 mxp, 5P B A pxn. AB W45 R E— B, Bl AB fI4E%
Homxn. FiHFE AB 1E ij ML ERITE R A 58 i 1T 55 B B9/ 5IEREE, Bl

—1
aoby; +aub; +-+ a,.p_,bp_,]. & ia,.,tbkj
k=0

AT RG] DA B BATTSE S B AR R B A AR SRIZ B, BB M A N:

2 =l {4 _3]
N=
3 5
I M LA N BIZ5 R IF

2x4+(-1)x3 2x(-3)+(-1)x5
(-2)x4+1x3  (=2)x(-3)+1x5
(=1)x4+2x3 (-1)x(-3)+2x5

5 =11
=5 =11
2 13

MN =

KTMFEAHIEE, 7 mAUEH, MR MRBTAEE EZE. TEEEN MN K
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ARG EHXAEE S BT ELE X NM,  BIMERTNRER AT LLE 3, R ENIIER
AR RSN, HA -

MN = NM

BNk, HEFEAHRARF ST, £ WebGL F, &% HKHEMAHIEEMN 474
HEEAHRZE, B 4x4 S —A 4x1 SEFEHTREH .

3. BRfirkEREFNIARERE

TR, BE 1 FIXEREME: EfT8 x Ll 1, HERAE. mR x B—14,
TS FAEMT x5 1% x=x #KIL. Shri 1 XN AR BT FERE . — AN BAALRE PRI —
MHBE—ERNTREFTERFE, mHEX A ERTERA 1, KA ERTEREAZ.
AR A 4x4 R B R

S = O O

0
0
0
1

S © © =
S O = O

HiFE M SRLUBRALFERE 1, HEERIERFEME Mo X U8B LUF KR SR BAL:
MI=IM =M

BEARURILAERIE T AR R Shn g | AN, AT BRARNIE ] SKRAERE R “ 183
M. XTER 0 ZAMIFAEL. EMEREE B CHRNSE RN 1. fl, STEAHx,
WFEAE S — 8 Ux(ERATARR A x7), MENIEY 1. FEEE, %M M K8ER
M FoR. FRAAEXRERRME: BEME M RLVEIBAERE, 4 RN BAHF0. BE T
PATR 22 B R AL

MM'=M'M-=1I

ER, RATFBEATEMSI BRSO ) A G 8RR, ERIFRFTE 75 M ¥

FERE

4. ¥EHEME

P M BERRE S —ANER, ERTE M KIS, BERFIE M KT, MMM K
BHREAH MR, X FAER mxn SEREERAT LAE BB, 1T 7 WebGL H12%
fEH 4x4 FERE, BAIRLOXHE—MNERE A BIREAT Y. REHERE M & XF -

0 4 8 12
108w 9518
2 6 10 14
3 =N FS
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WIIE e BAERE MT 4R TR

0o 1 2 3
M7 = 4 5 6 7
18 9 10 11

12 13 14 15

ERABF TFRRNG, EEGHEAREEFZTA THREN TR,

e = ees =

1.7.8 15Tk

fEBERE L8R 3D BRI, TEICENRRBAFRKBIFRRZ . BRI~
Maf: EUTIREKRNIZENS, RZFEMITEN EHIT RS — MR H R &t
A, ERFREMNZENGREARFEEAZE. B { frn— %, BHARIMER
HuMy, MEALHLUFRAFARBLEN, HARHR L.

f(u)+f(v)=f(u+v)
k f(u) =f(ku)

BRI . WRE RN TR RE, REERHRERREMD, W
BRI SRS LU R R BB RARSE: SiEm DN REM, RIEAECIIRIA_EN AR,

BoAFM AT AR BRI RRRE . o — DN REHITERR, RFIESRRLU—MH
B AFTREXNREFRUARE L, R5FXHARRETRRGRINER.

TR LR — A il

f(u)=3u
IRAEFRATT AT LABGAIE iR iX NS i 2 EiRIX PN . Bk, BREBRINER
B M q), ENNMEWMT:
p=[0 1 2 3] q=[4 5 6 7]

FATSRBAE R — DR BIXARBSEIRLL 3 K5 M1 245 R & FeAnix
PN RER G R 3 BEIREER:

f(p)+f(q)=3x[0 1 2 3]+3x[4 5 6 7]
=0 3 6 9]+[12 15 18 21]=[12 18 24 30]

fp+q)=3x(0 1 2 3]+[4 5 6 7)
=3x[4 6 8 10]=[12 18 24 30]

BATRIILHME TR B S REAREH, BRI — AN R BRI E M. BE%E
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AN, Bk fu)=f (ku). A TEMEA, [ =2 M u=p=[0123], TEWT:
kfw)=2x@3x[0 1 2 3D)=6x[0 1 2 3]=[0 6 12 18]
f(ku)=3x(2x[0 1 2 3)=6x[0 1 2 3]=[0 6 12 18]

FIRERT 4N, SRR L3 ANt B flu)=3u BARR — M.

KR BIE A FEFEMBIY]. 76 3D BEH, MERERRLMAR 3x3 4
MERN. HER T XM, B M EFEAREREENDR, TPBEHR
(translation). PR AZBAREH 3x3 HFFRRR.

Pt AR XA — N BAAPIT — MM, FPIT A FBAH. ATLLA 4x4
FEFER R — M. R A EUR B R AT IRAFRRIR, WHE— 4x4 B8 B3R LL 3|
KE, BATLASEILp . XEMFIREE S AHKE.

My My My, Mgy || Vg MYy + My V) + MgV, + M3 vy
Mv = Mg My Wy Bhy (1§ [ Pho¥e +my vy mp v, +my v,
my, My My My |V, My Vo + My Vi + MV, + MyzVy
My, My My My [V, M3gVo + My Vy + My, v, + M3V,

LN DU RS RL 37 5 3 4t

1. 8
PRREIEN RN TS EHBE — MR . FRERETT ARSI :
100 t
nttt—01 0 t,
””)_oo 1t
000 1

HEAH R EP PR FEX — A ST PR AT, HATB R R B (1, 1, )RR B 1-21
VBN =AHRE, KRB REN G, 4, 1) =4,5,0).

10 0 4
01 0 5

T(4,5,0)=

“5.0=1 o 10 4y
0 0 1

o o

xV

B 121 —AN=MEEFBRSR, WxTnEsh4, Wy iRBshs
ZEER=MBAEBA N FBRR L ATAE, GERSMAEE x HFEB 4. y 5
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M S ZRMALE . B RAEE 2 8, (H z B0 75 m AKTEE B 5k
BAEVRANE T M RVEIZS, MEMRRAEZE N, EROPBEMEOEEMRT—H
FRABFRR R A p L

P
p=|
1
1 0 0 ¢ ||p, P, +t,
Tp= 01 0¢|p _ p,+t,
0 01 ¢||p, p.+t,
0-0-707 1'|{'1 1

BRWLEH, MRS REEZN AEERRE, 4, ) VBERALE.

BANERR, RERAGMAE, BT RAMAAD, HHEAZEBHEREREmR. idE,
FRBRRRRBRENN R AFME. FRTIEH, REvRUEFBERE, EREAR
S5 .

-«

L]

v= 5
VZ
0
1 0 0 ¢ ||v, v,
Ty 01 0 ¢|v, _|%
0 0 1 ¢||v, v,
0 0 0 1](0 0

Dk, KREFRLCFBHERE, HERERERNRE, AL EEMEE, XIERRK
TR .

2. E%

Ji 3 o B R 7 LA 0 i AR AR SR A FR) LR A R Sl T e — AN R . R R T
Ro. R, AR RN, MAFRRGE x fi y BAN z B hERE . IXLEREREHREREWT LARR I F -

1 0 0 0
R.(0) = 0 c?sﬂ —sind 0
0 sinf cosfd O
0 0 0 1]
[cosf# 0 sind 0]
0 1 0 0

R (0)=
») —sind 0 cos@ 0
.0 0 0 1]
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cosf —sinf
RO="y o

0
sind cosf O
1
0 0 0

- o O O

F 1 g T LA 4 PR 1-22 7% B A v DU ey
. RER—F, HAATREREM, HAmEEN
5 R XA E AT A, AT F8 BT 77 1
B E M. B 1-22 HB—NeE z BfiEs, ‘
(B S AN S ) R 528 P T4 (T Mgt
e/ 1-23 o, JEHEEEAERE R, N F—A =M
W, HE%%z HilER 90° . BRI Z M =4 122 AFENA TS
W, AR R AR B B RL(90° ), BIIZE z (TR E Al IE e e e
4R [ AN BERE 90° 2 IEHI=FATE.

0s90° -sin90° 0 0

RL(90) = 5in90° cos90° 0 0

x v
x Vv

B 1-23  =ME5 z il 90°

qD TVLK th A R AT, R R AR T AR, |
| WRGA A, TAR—ABRGEEREEMNRA, SAER LERMAL |
R A ”

i
M

it
i
it

AATBE I RTBOKERGRN— AR B TN EBOEREEH TR NS, e xd
FIGEIB s A sy T7 4RI sy 1%, z TT T 4878 s, %

U
o

X

-

S(s,,8,,8,) =

173
o o o
- o o ©

0
0
0

o O

WR s, =5, =5, WENZRHRE TSGR — DB DGR SRR B KMEREAR
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SEAERERRAR. B 1-24 SHA—NIET W, £ x BT FBOK 2 £%5, Ty A0 2 Bh07 Ak
FAZ.

Ay Ay

S(Z.‘,U"[
% T «

B 124 7E x 5 ROK 2 1%

Ze RN 4R TR B 2 BT IETT TG, A B RN 4780 RE S(2, 1, DZJE B, "L
i, FERB—NHEE.

4. BTk

oo oNn
o0 —~0O
o .00
- 00 OC

BIY)AE WebGL LA K HAt 3D &7 API shAR /DS I 055 28 e AR B B EA B i
FEHHHENTRIEN AR ERYE. 76 WebGL ' N BI U1 — AR, it
—NFRTEFE, HEM MR

A ERAFERERIZE B A 353 TREH A TESCY JE TG, # 0T LA BB D)5 R4
Ze Bff 33 TREFH 6 MEITEA LB NETITE. XEWELE 3D FH), 6 MEA
HIBYVIRERE . A & BN 75 i fir 2 X LB P)RERE, (B W AR ERIEENIM & A Hyls),
H(s), Hy(s), Hy(s), H ()R Hoy(s)XFERIZHR. EXE, BN ThrRRZIHHEREE W
HIARAR, /A TR PAT B VIR AR . BYDIHERE Hy(s)tn T iR

0

H,(s)=

OO = @
S = O O

1
0 0
0 0
0 1

XANBYUIFEFE ] y AR 5038 x Ak WURIAHEXABIVIAEFEAE T 28 p, BUIR%S
57 HIXANFE QAT X A KT AR AR

1 s 0 0fp, pP.t+sp,
01 00
H,(s)= Pois| P
g4 0 01 Ofp, P,
0 0 0 111 1

M ERGRER5F HBIVIARBRAIEM. 2y (8N, x LbrmaEE. & 125 £
BV B — A7
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B 125 BIRsE AR
1.8 NG

TEARFEYRAT WebGL 5 — ML I T . BIEATRI2EY], FRER T WebGL IR BT
LK WebGL /K Z IR . JEAMEXT A 2D 1 3D BB H AR LU EL1S WebGL ()%
RAE—NEAHEE.

A, RIEF ST EREE— BRI, ENTH B TARE RN WebG 58 HAth
3D B, BIMESA M 3D BT, WEEWREFEHT WebGL N LR,
R W RIRH L HER T AT RIS WA, W) 2438 3 ) B ek 75 Z RN R, X4
AR KA #HB .
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o
o

S K 280 WebGL 7Bl

FEFERE:

B — M BE SEHE ) WebGL N 25

B — WebGL | F3C

G5 — A RATUE AR —N R BE AR, eV AE B N RABF
Fi WebGL API A A28 URALHS

mIFHEEE AR

E A BIEER AN WebGL 217, HHAZRFLHR

VR FNHERR B 2 b B R R

F DOM API #{ N\ #1658

1 RN EAH WebGL. ATH RN AE L LN, BEALBIRNH—
PMEARERSERER) WebGL 7~ FFEaRT SE A= — MR AT RER BRG] . XA REIK 4
WA AMBAEARZTDFMNH, XK BB EIE WebGL N AL HIL .

AT AEVRTEA A H R AR 23 o LL B 5) 48 WebGL, A< F 3 A 443 e i FHE BRI
PP RIERR . X B R AL BRI, FEA AR Pt 3R I SUE B A
PP IR IR o 5JE 1) AR A 2 S ] S0 IX A T 7 ) £ 4% 3 o AR A

21 ZHl =
R0 R T4 2D BTRAER. AR WebGL J2— A1 1051 3D BRI

APL, {H 2 E A LAZ | 2D B . B —ME F R BEAERARE 7 ELH— At =A%,
e 2-1 Fios.
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& @ | & fle://iC: WebGL-Examples/Listing-2- 1-Basic-WebGL-Example/Listing-2- Lhtml ¥ | W

B 2-1 JH WebGL &4l —A =¥

TEFEFHE B 2-1 PR R, 26— N =MAETRERSTRAE. — 2 h 2 WebGL
AL THEARN . KBRS MEAEFE LS — N EREARNNE, BUHFE—ATAE
i —N R BRE RS,

%n'5 WebGL N RPN, FHEHIEERE T m & sl i B fads. (HEETNIHh
GPU FfEEGMRFIT AT, TELLIBITI MR ERNFERE. X IE & 5 B HHX AR
B FF B LA BRI R R . RS A — AN AR WebGL N R BT T8 2020 B

(1) %5 —LEAR) HTML Y, ERREHiE A<canvas>brid. <canvas>Aricdi@ft T
WebGL 22X, AJE%mE —4 JavaScript 068, 5IHXANEA, XA BEBEIE—
WebGLRenderingContext(WebGL £ #l| I F 30)%} 5 .

(2) J'E T AUE BB BoE (A 8 YRR .

(3) 4w EYIEARIG, FIH WebGL API 43 54 Fik T S5 (o 88 A B (o g ) i (1 2%
MR RFEFERBBEARZIEEOSENS T, I HmiFEARTR.

(4) BN R IFE O FERNE AR SEA BTN R . REEEEX
AR %, FEE 7 WebGL 4] fif X AN e Xt S 34T 2241 o

(5) BE WebGL ZAEX %, I JUART T 5 R T R 50408 (A 81 BT IX AN = A T2 YN 30 T A
G A7
(6) #87~ WebGL, WRANZAEX N TH AMRKIENE, BELHLANZREI=Z/AE).
XL R SRR G 5 2-1 o, ZEJE LN [ R A G AN B & AN B 4
HH

0/ BFEREE21 —1 WebGL R, EREER LLH—1ABR= AR
A
F#mpm <! DOCTYPE HTML>

<html lang="en">

<head>
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<title>Listing 2-1, A First WebGL Example</title>
<meta charset="utf-8">

<script type="text/javascript">

var gl;

var canvas;

var shaderProgram;

var vertexBuffer;

function createGLContext (canvas) {

var names = ["webgl", "experimental-webgl"];
var context = null;
for (var i=0; i < names.length; i++) {

try {

context = canvas.getContext (names[i]);
} catch(e) {}
if (context) {

break;

}
if (context) {
context.viewportWidth = canvas.width;
context.viewportHeight = canvas.height;
} else {
alert ("Failed to create WebGL context!"):;
}

return context;

function loadShader (type, shaderSource) {
var shader = gl.createShader (type):
gl.shaderSource (shader, shaderSource);
gl.compileShader (shader) ;

if (!gl.getShaderParameter (shader, gl.COMPILE STATUS)) ({
alert ("Error compiling shader" + gl.getShaderInfolog(shader)):;
gl.deleteShader (shader) ;
return null;

}

return shader;

function setupShaders () {
var vertexShaderSource =
"attribute vec3 aVertexPosition; \n"
"void main() { \n" +
" gl_Position = vec4(aVertexPosition, 1.0); Y +
" \n";

var fragmentShaderSource =
"precision mediump float; \n"+
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"void main () { \n"+
" gl FragColor = vec4(1.0, 1.0, 1.0, 1.0); N+
l|} \nll;

var vertexShader = loadShader (gl.VERTEX_ SHADER, vertexShaderSource);
var fragmentShader = loadShader (gl.FRAGMENT SHADER, fragmentShaderSource);

shaderProgram = gl.createProgram();
gl.attachShader (shaderProgram, vertexShader);
gl.attachShader (shaderProgram, fragmentShader);
gl.linkProgram(shaderProgram) ;

if (!gl.getProgramParameter (shaderProgram, gl.LINK STATUS)) {
alert ("Failed to setup shaders");

gl.useProgram(shaderProgram) ;

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

function setupBuffers() {

vertexBuffer = gl.createBuffer();
gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);
var triangleVertices = |

0.0, 0.5, 0.0,

-0.5, -0.5, 0.0,

0.5, -0.5, 0.0
1;
gl.bufferData (gl.ARRAY BUFFER, new Float32Array(triangleVertices),
gl.STATIC_DRAW) ;
vertexBuffer.itemSize = 3;
vertexBuffer.numberOfItems = 3;

function draw() ({
gl.viewport (0, 0, gl.viewportWidth, gl.viewportHeight);
gl.clear (gl.COLOR_BUFFER BIT);

gl.vertexAttribPointer (shaderProgram.vertexPositionAttribute,
vertexBuffer.itemSize, gl.FLOAT, false, 0, 0);

gl.enableVertexAttribArray (shaderProgram.vertexPositionAttribute); -

gl.drawArrays (gl.TRIANGLES, 0, vertexBuffer.numberOfItems);

function startup() {
canvas = document.getElementById ("myGLCanvas");
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gl = createGLContext (canvas);
setupShaders () ;

setupBuffers () ;

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

}
</script>

</head>

<body onload="startup() ;">
<canvas id="myGLCanvas" width="500" height="500"></canvas>
</body>

</html>
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A TR geh AL IX ARl X BT 2 FEfCHEERA E]—4> HTML 3XfFH . £
HTML (A, <head>hric JLT-EE T By i4KHG .
R BATSE MFR i 5 2-1 AR R BT R 204, #4E %) onload FF 4B AR &
X AE<body>bric b, #id e JavaScript B3 startup(). HAARZEW T FiR:
<body onload="startup();">

<canvas id="myGLCanvas" width="500" height="500"></canvas>
</body>

</html>

P HIANXAS Web TUH, FF HATXAN TR B9 SCAH-F BT SN P A 2R B B30 W 2 B,
W A% onload)FfF. 24 onload FFAFALEEFEF A startup()EREF, FAI 1Ak &N iE XA
RS EEARN AT B ER B —AME e RA . Bt startup() i FUHE & WebGL W
BIFMAL.

fE<body>F, HE A%, B HTMLS fj<canvas>#ric. ZA<canvas>hric—7 id,
AT AT PAZE JavaScript £4AS Uy ) iX N 1H] A7 - <canvas>HRic it /& WebGL 18 FH 42 il X 35 .
IXIE & WebGL BB 5 2 7E Web T 42 BRI Hb 7 .

BAER D Hr<head>H RS, MEFREXANREIH FHFERS JavaScript 185, 7
1X Bt JavaScript fRESHIKEE X T startup()eki%. *4 onload F-filik &I HiAH startup()
PR, EXANHTERE—HFERZAH document.getElementByld() /5 13k 18 2 & SAE W H IF
X Hr<canvas>Fric 1—AN5 | H

function startup() {

var canvas = document.getElementById("myGLCanvas");
var gl = createGLContext (canvas) ;

77 ¥ document.getElementByld() A~ & %F 5& T WebGL 1, 1M & J& T 3C#Y X S 7Y

45



WebGL &% 4miz—FF 4% Web 3D Ef

(Document Object Model, DOM)API f—&4>. X4 API s& X[ vy al XY I %, K
I Y 3% i) JavaScript BIACZE H E XA~ DOM API 6 % .

F document.getElementByld() /7 13k 43 i A5 (K15 | FH J& » 8t LAe A 24500 F B € X JavaScript
bR $ createGLContext(). ZEiXANBREH, ik H — MRHER)_ BT XA R H 771 canvas.get-
Context()>K % —/> WebGLRenderingContext X} % .

7 WebGL #y AT FEH , /8 "experimental-webgl" | F L4 - {F & WebGLRendering
Context G422 8K, MEMTERL ERT " webgl"ZFAE M ERIEX AR B2, XT8N
F P 3 8 REHEAR XA B F SCERRIIJLE, Bl R XA 4R .

WebGLRenderingContext & —/MEHt45 WebGL API AR, FEA BRI TIRILHS
1, 3 WebGLRenderingContext {RIF4E— 444 gl HIAR 8. Rlitk, 24/R% 2 LA gl.someMethod()
KR A7), IX3R R someMethod() /7 72: /& WebGLRenderingContext % 11 i) — 43
i R b, XA T2 WebGL APL i —#43 .

AT, MFHFEITIE WebGL API H (A J7 (338 HoA AR 5l 52 B, 38 % 76 3L i
i gl A7%%. I, gl.createShader()R <M createShader()77i%, createShader()/7¥Z: /&
WebGLRendering-Context ] —#4) .

#%E1k WebGL
AP FH R — A EHFT EHBHRF T ZE—A WebGL ETFX. “webgl” #o
“experimental. webgl” X A £ TF L& ARAE ZH 8. Rt FRAAHAN LT XL A,
canvas.getContext() & 3 AR L i 4F 2| — A~ L F X, W2® A P 4k —A JavaScript #4143 &,
R P Rikt)3E WebGL £ F L.
— AN Je 6 7 R R R A1 EF XX MR dyit] I 8 RiR%) WebGL 5l44y, #E2
bR E AR, AT &GRSR BT ER I ER T (%75 WebGL:

if (!window.WebGLRenderingContext) {

// The browser does not know what WebGL is.

// Present a link to "http://get.webgl.org" where the user
// can get info about how to upgrade the browser

}

4o R I, B T VAR %] WebGL, 1228/ canvas.getContext()&$ % ik, 0| T vAdef £
& % % http://get.webgl.org/troubleshooting. F&/8 7 44% %) iX 25 Khronos URL =T ¥A # 84 A £
RAFA X3 Y B XS WebGL X H A & i) T B R ey ZA715 &

o REEREO THFRERD, WAL A webgl-utils.js 495 & JavaScript &, &
T AR AR PAT A Aode FARAE, o R E K, TLIM P 4ES|EHE URL.
Khronos WebGL % J (www.khronos.org/webgl/wiki) E A XA &, 122, R LG FETE
HERAE ARG FRXANE,
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212 fIEMSERBIOREEEES

A WebGL FEFFERA A — AN A el — A B g% . setupShaders()BR 4
D FEPERA S THAEORNBREORPERLE. IHENMECREXNE IR
Bl R BRI k. EATSE GRS

var vertexShaderSource =

"attribute vec3 aVertexPosition; \n" +
"void main() { \n" +
" gl Position = vec4(aVertexPosition, 1.0); \n" +
"} \nll;

X BT 5 RS I PR ARAD DL R 5 (T SN 4, JavaScript 48 & vertexShaderSource.
Hrp i+IZ FAF 2 JavaScript I F R/ RIS H T, BT HEABE IR — T H.
XFFABIXAE R NFRF, XA B AT . (BRI R — /N A a8,
W A B S <scrip>Pricd fE 2R g L — M E B, AT DOM API 5| HEATHIJE
R85, XFEERT RE Ebﬂ?‘i@

@ EAFHERILT T, EMNFENBIofTE WebGL B AAA FHENF @a&
- R, REFF DOMAPIHEZIANEEE. B a»l,\%-ﬁ-%nxﬁxlﬁﬁ%ﬂ&
f Wuix%éxﬁﬁ@. g

b . e e g e

TR EARME—TREE X T —AKEh vec3. %4 aVertexPosition )45 . vec3
RR—NMEEADEMFE. 7 vec3 BEZ AIEIEE THAREBEME. BHERE ik
B NRE, FIHENIHET A EE A WebGL API %1% 21 T U5 (288

A, FIFH aVertexPosition 1X ™ J& LA T AT AL B AL X 25 TH S 3 5,885, WebGL
RYEX LA B2 H — N =M. AT RFEE APL, JEHZ3iA aVertexPosition J&
thrh, EREATREEZMNX, HRKEMX D ES] aVertexPosition JBME . XN B
5 T 25 H i setupBuffers() Al draw() B8 $k S B .

TR EGARN T —&EAFEH mainQRE, ©EPITIEEGRHAL A . main)&
BRI ARIERRE, B REEMAN — DAL ERLS — %4 gl_Position (U2 &. Fify
TR AR ER AL AR XN T AR R —/ME . YIS 5 (RS 4 R AL B — A TS, XA
RERAF TERNME, HEILAEELS WebGL WKL H T — BB .

Af R BE AAStAEE R, BB

var fragmentShaderSource =

"precision mediump float; \n"+
"void main() { \n"+
' gl FragColor = vec4(1.0, 1.0, 1.0, 1.0); \n"+
"} \n";

AR BEASLAH A “+7 BEFEEATERS—NT/SE. WA BEARSNE
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— TR MR R A B ad iR S BOR BE, IX AR P AR

HTiSE GRS, AFBREART, min)REE X TEMNAL M. £ main()R 3
FE4kd, H vecd E XA, FHFEXANFAREFAENER gl FragColor & H . XAMHE
TR —MEETIAN R E, T RGBA # X IR1E T i B B (38 % Hgt T 4 2
J& B H B

213 miFERRH

AT AIE— AN B ] GPU H H AW 2 LT B FE /) WebGL Htds, HILTEE
B-NEOHRNR, HHEEREBAZZXANNE TS, REHFE. EEXNMEASR. X0
AT ARG FH SRR, T W anfaEsa s,

H & X4 B F 45 loadShader() 8! 8 — AN iU (88 B BUE (A48 IXE R TS
XN R E S H type HI1H . S35 type AT LA B gl VERTEX_SHADER & gl FRAGMENT _
SHADER. i#{ loadShader()f1 851 Frox:

function loadShader (type, shaderSource) {
var shader = gl.createShader (type);

gl.shaderSource (shader, shaderSource);
gl.compileShader (shader) ;

if (!gl.getShaderParameter (shader, gl.COMPILE_STATUS)) ({
alert ("Error compiling shader" + gl.getShaderInfolLog(shader));
gl.deleteShader (shader) ;
return null;

}
return shader;

}

EXBAAS, H5EH gloreateShader() VAR —MEABRXNR . XML HRE
T A EERE AR, B AT LU gl VERTEX _SHADER 5% gl FRAGMENT SHADER 1.
SRJ5H gl.shaderSource() T ¥EATIRAILEAZIE BT R H . gl.shaderSource() /7% —A>
SRR RCAUNBNEARNR, B _NSERFEOFAFERE.

BN TIARSSE, WH glcompileShader() /7 i£4u 1R thss, SR/5H gl.getShaderParameter()
TR EGRERPRE. WRGFEHIER, Wm & H—% JavaScript 4571 8, FFHERX
MEERNR, BNEREGFEGFE AR

214 PIEREFNRINEEEGAR

setupShaders() BR £ 58 —#7> QE —MEFX R, FH 0% IR 1T G BRI B
BAEAZIX NG F, RELENHERR— WebGL 7T LMEMA & A48T, Tl
BRI

shaderProgram = gl.createProgram() ;
gl.attachShader (shaderProgram, vertexShader) ;
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gl.attachShader (shaderProgram, fragmentShader);
gl.linkProgram(shaderProgram) ;

if (!gl.getProgramParameter (shaderProgram, gl.LINK_ STATUS)) ({
alert ("Failed to setup shaders");
}

gl.useProgram(shaderProgram) ;

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

}

J T OERER AR, T EH N4 4 gl.createProgram() #7772, 31 A gl.attachShader()
HHEEHFLATAEARMAREARHEMNBXAMIERFN RS . R, HH
gl.linkProgram() /7 VEPAT #EBARAE . W RBERY), AR —MERFNS, AT LA
gl.useProgram() /7%, #51f WebGL 5% n] LA X ANMEF X R L HIETE

fEREHZ J5, WebGL SEIUIETH piE (88 M RME SR E BB A R £ 5 £. WebGL
SEPR 2Lk TS R 2 BC T [ s 4 B B HAl 7, B R R T R H T AN SR AR RS
FET S s P b A iE g — AN E X N B B RS, FAESHIE RS, s i
XANZR G S T B 28 55 TR (A48 T K R R S IE R ORI . A7 B P SRS
LIRS IX NS

o J glbindAttribLocation() /7 V£ & XAEPAT B 2 ATIE/R SR E BIWA K5 E. 2 X

TEAERSE, s UES B EHXNRS].
o [ WebGL 5% CyE AN B EEHMANERS | EFEESEHUE, F glgetAttribLocation()
FFARREEA R EHEERT .

ABVER T 5 b . AEiEREZ R, A gl.getAttribLocation() /712:3 3] aVertexPosition
R E RS

XK G IRFFAE shaderProgram X & HE A B — AN M, Hv4 A vertexPosition-
Attribute. £ JavaScript ', — X RLEF LR —NEHBG . RELS - DNERKFEME
W —ANME AT LA XA B . Bk, shaderProgram X R IFEAE — ML E XKL N
vertexPositionAttribute HJEME, HELGEM—MEMTLLGIEXANEM. FHAE daw()R
¥}, EdRFEXNBHETHRIIEESTAKENZN R RN AEAQRTH
aVertexPosition J& T I .

< AR 1B 45k WebGL API & 1] 693+ R (Fm A BT S 49 ARAR) il Andt 69 B, 4R
F£ Web _EIUA 9 WebGL XA o 4418 B A, {22 o REA1H 2455 8.4
| AR, CHRBAIZAE WebGL FHER ET L, MK RE A6 R,

{ %5 FWHH—FNE WebGL F#9E % L TR, VAR SfTIEEAARDUEEA]
| ﬁﬂm&ﬁim&& &%zﬁﬁfw¢ &mﬁﬁx%ﬁ%kLTxM& |
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WRIFECRZE, T PRER TSN, ARRAFTAEYE. E4FF, RAHE—
ML = FATE TS B . fE4 A setupBuffers() ¥ e& # P @ LA BB S
function setupBuffers() {
vertexBuffer = gl.createBuffer();
gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);
var triangleVertices = [
0w0; ©:5; 0:0
-0.5; -0.5, 0.0,
0.5, -0.5, 0.0
17
gl.bufferData (gl.ARRAY BUFFER, new Float32Array(triangleVertices),
gl.STATIC_DRAW) ;
vertexBuffer.itemSize = 3;
vertexBuffer.numberOfItems = 3;

}

XA R EE A gl.createBuffer() i %L, €& —4> WebGLBuffer %%, HELEME —1
4 335 & vertexBuffer, RJFIEH K WebGLBuffer Xt %485 A UHTHIBAZ % . X
24T 5 UF WebGL, MWIRFEFTLR, EANMZMAEHE T EMHRIXN SR =M A E X
fE—/N 4 J triangleVertices [ JavaScript #(4 .

ARG, T A28 IR X TS PATEM R RE. RATRREl, BREE
e N TI S RS N B 45 R4 B gl Position, B $ATIEAIHE PETRTRIZH

XFRE , VIR 1EFH WebGL BRI TF-AFR R  IX N BRIA AR AR R I AL KR JR A7E(0,0,0),
EATFHOR PR, x JEEKETRIERA, y#77mBERM L, z #77 mMFRH KR
M. X=AEAALFRTEFE#REM-1 B+, FH O ZE T AR x=-1 f y=-1,
A EAEAAAR R x=1 Fl y=1. BT ABIZEIRRZ—A 2D B, Fralise z E#8A8 0, B
BIXAS = ML HIAE z=0 B xy P L.

BT € XAEEA triangleVertices 11T T AU x Al y ARAR{EERLE-0.5 A1 0.5 Z [H],
KBS 2 =M TR B LA S E . RS P A ARE, 0.5 5k
-1.0, 0.5 %K 1.0, EHFHEALM, WSEB =AM RS HIEN D KA .

B R 510 0 JavaScript 4061 — 4> Float32Array X%, % 3 &, AT
Kt — PR ATHR XA . HET, RAFEE S H TR EE 4154 WebGL.

W H gl.bufferData() 7772, #EIAEHE S A 24H148 € ) WebGLBuffer X % 7 . iXAN
5 1F WebGL, Ml HHE R 17 7E F gl.createBuffer() B & (1 ZZ /X F b .

setupBuffers() Bf $ & 5 AT ERAE R4S vertexBuffer X7 MNP B B HEHL S
WEELKYIIGE. B2 itemSize @Y, EEXTENMNEUEZ O E. BoANR
numberOfltems J&¥, & & XAEX N BT R KN 2R T2 BX M
NEERE. Fit, BAMNE—T R EEEeTE, XARRRRE K BT BRI,
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B, {EIXHEE vertexBuffer & UBRMEAE, HHEGEE IR EHAOAE . XFF, EHEH
TS P AR i, B e T B X A R
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DAER T BRI 2, BILHIFTA RIX 5. AR A LRSS AE 14
A draw(O) IR EU
function draw(gl) {

gl.viewport (0, 0, gl.viewportWidth, gl.viewportHeight);
gl.clear (gl.COLOR BUFFER BIT);

gl.vertexAttribPointer (shaderProgram.vertexPositionAttribute,
vertexBuffer.itemSize, gl.FLOAT, false, 0, 0);

gl.enableVertexAttribArray (shaderProgram.vertexPositionAttribute) ;

gl.drawArrays (gl.TRIANGLES, 0, vertexBuffer.numberOfItems);
}

XA R, HoheEX— MO . S0 E X T BRALHH RAELHI S b 4 E
7E6IE WebGL L F3UJg, FEFEM ORI A —ANE SAEO,0) L BRI, MR %E
e BE kAT ) B A R . IXEWRE A glviewPort() 77 ¥ SERR AN 23 5w A5 i A ]
WHo 2PN E&IER), REAE R WebGL [—MEAT %, RNAZEE 1.

gl.clear() /7 1% it 2% gl COLOR_BUFFER _BIT #5755 WebGL E5i(a 22 i B b F 4k
i gl.clearColor() & $E X i fa . A gl.clearColor()" 2 {8 5E X kg kaith . Kk, X4
VH gl.clear) /7 ¥ERT, BB ERR A EA.

7t setupBuffer) &%+, D48 T —> WebGLBuffer X1 % Jfifiid gl.bufferData()/y 2
455E %) gl ARRAY BUFFER H#r b. it gl.bufferData() /7548 0 5 #5048 K 1% 2148 52 1 22
Mo R IR WA 5 UF WebGL, T 45 4. 25% f AW 8 PR B2 52 5k B 95 5 I 2 vh oot 2 () i
NG EARGIT, TREARSRAE - NMRINZEA—NEE, HE, BESEHILINE
fERENE, BFUILTENENIEER.

WebGL J77Z gl.vertex AttribPointer()4 NI {45 52 %] gl ARRAY BUFFER H #x L (1] WebGL-
Buffer X &M — M pUBYE, FEEI—ANRIMEEL BT EHNE-NSE. XA HE
KB A SEERRFANBER R DS B EARFIT, SRR 8 3B AT
RACEH x. y. z 45K R), 1E setupBuffer() 7L & %(H, HHAEN vertexBuffer
X B — B (B itemSize).

BEANBSHEERRBERTRE M R E S EF A WRBAMEANREIRE A ZIF S
B, WETAEASTEHEZE, DIHLESRNF . BNNMSHRRTEIIRE,
ERRETIEIE B RNE . ARG, Rrhh IR E S, FA T
XA S BHANSEFR N L E(stride). 24X DS BOE 0 I, FREHELE X AE 5
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FAF . BANSH, WBE—A2% RrAZMTRmBME. bTHENGE T 6L
BAF, XA SHMEEN 0.

2.2 TR WebGL 43X &

WREE—MELEFEEMRETFR, WG CLmMERLXEIEEEEARSHE. Fit,
G ARG 5 R LA T AT £ 20 BN BR BOIN 42« AT 48 BEURARAD L IR R 45 4 20K TR A =X
T AEFE S . AR, PR aE T 5 5 A A R g R TE S ThRe A

A0 SEARURE T SRR (B33 PR BT AE B G R /N ) 7 A G P 1o R o A7 A 1] £ 4 0 IR
M, WAHEAS R, WEALEY . B TANERSEBMLES, FHIHA R bug th
LD,

KA EAITHHEIFEBERFIPAT —E BN RIS, EEB HEMLLE ERTHE
REF—3. R, A AR EIR A AT LR B A 575 (B VR ) 75 22) F g 72 XU R
ML, (HRIXEEARRLIE Jy B A £ 52 Fr i S R AR

B, A58 JavaScript YRS H Bk A HTML T [H fJ<head>FricH, MAZIE
JavaScript fCAS R AEFE —ANFMEB¥) JavaScript SCHFHR, SR JE T T EOARREHE NI AN LA

<script type="text/javascript" src="filename.]js"></script>

HIEE HIML TEFEAEARE R T HERBANRRINDA, HEETHF DM
Ja, FEWBAEHEFE View Source Code 2 Bt AT AN WEVRARES . HE, 1REESS LFRIIN
FAFE R i B 4748 JavaScript VAR RFE— MM U, R EEEHE HTML X .

AP RLAEW T :

o ELIH canvas.getContext() iR IR HL ] WebGLRenderingContext & & fRIFAES A
gl 42 R R X RS, W TFHZHH WebGLRenderingContext f¥] drawArrays()
Tk, MEBERA gl.drawArrays().

o W, RHLEIE(CamelCase)fir 4 45 K fr % JavaScript fUASHILA OpenGL ES #
BESHRENEARERETHEREMREEL. &K, NTEELREE4A,
BANFRRANE, REXNTERTHENFHRE, B—ANFEREEKE. Eh—
NP, EREFFE L 2-1 A — AR EZ M) JavaScript 5%, &1 setupBuffers()
R IEWRM gl.drawArrays() &R AT LLE HFRFE, XA AIEHK WebGL API
R A B e X iy 2 R Ay 2 H 5

o EEGENMNLT, BHAMH a4, WTELEMH vil®R, 4 ZBMHH uil
%o XFE, BRIVBAESEH, aVertexPosition #/x—NEHE, vColor R —/NAl 48
A&, uMVMatrix & — 45— &,

BIRBA K WebGL RS HVF 2 AR IR R, (BRERAXEGZ4E, Ff

S KRR SRFF GRS B SHARRER, 28R 0T LUNAE A (& FiE A
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BA) R 5E ) XA o
2.3 Ak WebGL K HEERF

HBATH C. C++El Java FHE GRS S MEFTFH, RiIFHSERBATEF K
iR, WiEAMRED T —A05, SEEREAPHEHRIR. B, 145K KZ % JavaScript
SIS EERLESAAT JavaScript fUASZ BT B SRIFRAHYLARE, (BEEHEHBIES
F) 4 3 4 I 1) B 2 P 3R 416 5K JavaScript ARG ES R HIE B .

XEWE, YBWAIME—B HIML F JavaScript RSB EEAX KIS Frt, BIfE
JavaScript {URS A ) B /DR (B FIAE S G i AR IR A0 5 R IR e R A P )& 51
XA N R PRI 5 BATRHE T SR AT A . SRR B F3 77 A FEA Ok
riE AR PIE B 2-1 AR, AR EHEAN AT, WIE AT §E 28 B A ) .

FIEW R, XIFARBEAEMBITTIE. TR WebGL 3 88 #iRtt— 5 & T H.
WERAR ARG A TR EN Web FFRIIAN, WA RESRBXLE T AP — %
Ao FHE—ERMNEHEFHBF R TH:

e Chrome & A\ A T H—E #k A % Google Chrome | %85+ .

e FireBug—& /& Moxzilla Firefox f]— /M9 J& .

e Web Inspector——"¢& 1k A\ £ Safari {1 52§+ .

e Dragonfly——¢ ik A Fl| Opera ¥ Y25+ .

KB EENY Chrome RN G TR, [FK 2 & B/ 48 Firebug . W
RBATHEMERE, RERS—MXRRETT R THE, AN LML -3 %
Eh R RA D 1R ROX LBk i K 2 B b AT 84

2.3.1 {£H Chrome FAARTH

Chrome FF & A A THZE—ANThEg5H KK Web & T B, BRIAEN F 5% Google Chrome
N YA . BRI h Web Inspector ) T B W IR, J5#5 /2 WebKit R X T &1,
it Web Inspector 55 Safari 3 %45 P B ) Web PR THETH—4T A,

HIATHEM TTHA Chrome W SLAFH B, 7 LA JLFPASF 6 772 J8 3 Chrome J & A
IE:

o TEVINIARE LML LA, EHRTFHRH, R/FIESE Tools | Developer Tools #ir4> .

e {f Windows #l Linux R4+, 7] LA HR4ER Cerl+Shifi+1. 7F Mac HHEHLF, M

M. ER4ESE A Command+Option+1.

o HtiMIT EMFEATTE, M H KR FiEHF Inspect Element 674> .

17 Chrome AR AR TRE, MAEIIWE 2-2 Fiai .

fE1& 2-2 1, Chrome FFR A TH & D& EE DR, RATTUAL RSP ES
—4 Web WA . 7E Chrome FFRA & TRE DT, TUEE—MA 8 MEFRTA
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P, XL FRA T Chrome FF & A Gt T HA ) 8 /N HIAR :

9 Listing 2-1, A First WebGL .

€ & C  Q Ustng-2-1htmi A
“

o

(@ Resources (@ metwork g scrpgs (X timeine {7 proies auats | g consoe Qemich e |2

< IDICTVRE a1 ' A SR o > » ComputsdStyle .. Dshowinneried)
w<htal lang="en"> ¥ Styles -

oo Element .style {

s

<l “onlosd="startWedbl{);™> = L nr o T o
<canvas id="myGlLCanvas” width="50@" height="5060">

body> ¥
Htal> Matele Rue:
body { user agent stylesheet

dsplay: block;
| b wargin: Bpx;
¥
b Matrics
| » Propeties
» BOR Breakpoiuts
» Evernt Listeners = : E- 3

&%, Q hm
] 2-2 34 Chrome & A 53 T B A5 5EAE 5 W0 W28 2 11 (1) P ST

Elements(JG %)
Resources(% )
Network( /4 £%)
Scripts(H4%)
Timeline( s [8] £&)
Profiles(4t 1)
Audits(H# #%)
Console(# 1l &

o —N KR, BIATEPEAHN A HR . /£ Rl LA, AT/ & AN E R A S
TIRIER .

E—H I EEANL Chrome FAAR T L, i, Hled sikhtefTR |
Chrome F XA R T EF & #=ifiX WebGL & A2 4 L. |

7 Web Lk, Google 23] #4t TR %A % Chrome FZ AR LB TH# X
) AL AR , 3X 30 FAHARARAE S AR T A ) i3 2 T AS Ao LA B P — 24030 .
RE X EZ LN REFTEREAL LT, ,

1. Elements H#R

Elements [tk LA DOM A4 FE 4544 il I = 3248 7 F P B0 TR & A I 28 BRATT AT LA
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TE KL B 2R 4E 1Y View Source Code Ay 2 HIEC A, HEMELEEEEHR.
M 2-3 FETLLE B4 Elements AR B 45 5 5 I/ .

v<ht ang="en">
» <head>-</head>
¥ <body onload-"startup();">
<canvas id="myGLCanvas" width="500" height="500">

</body>
</html>

2-3  Chrome F¥ & A 5 T.E#{¥] Elements [fi#K

WRBANEEN T —ANMNIT, 3 HAAMEX P EANA TEWATHE, WRHXDTE,
Jf Hi%#¥ Inspect Element iy 4 . X722+ H Elements 4R, F B o E 4 TREARE.
R 23, EAXANTGERL T &SRS EAGRTAERS, TATTAKENH LFEK.
P, AN M W R RS T T IS B

WebGL N H 27 I AL & FHIXFER 241 DOM #. K2 Thie HILAE JavaScript Al
EHEaat. 4R, hAEFIMER, BN A5/ DOM #H Web N HF2EF, Elements
HRt .

Elements [t —/NEH A H I ZhEE 2 A TR LAL &2 HTML. DOM &{ CSS 5.
e 8 Frh, TATTK A4 WebGL HIPLALAIAS [F] B S an ] 2 ma WebGL I FH 27 [ 14 g
fltn, A Elements FiR, FATTATLASE IHE b A7 i 58 BERN R B2, 9F HLAT BB BiX £efE 4
wfar e e . XA AT LA A H PR EEERE A G R, 1AM 3 2 WebGL
IVAZER a0 i ey Y A L o) 8

2. Resources HE#R

Resources IR SEVFRATEE —1> Web NMHBRFHIAE KRB, & AGFRMNPIE
FRFACLMEH MR, SFEAR Web NP HTML. JavaScript. CSS F1E/{& 3
o HIRAVIRBIFEAN LA WebGL N HFEFF, I HARFIE R WA R R, XM
Bt AE R A H .

MM Resources Mk, HARMBMATLIAEBCHNAHBTFAEZ K, BEHFEMHET
JavaScript /2. Resources [t & % N AR 7 H a B IR0 —ANEF s, Bildn, 20 m
REENE — AN N FHFE P el 8 S8 B, BT LAYE Resources THIAR 4\ FF 18 texture 511 .
HHBNGR)G, $% Enter 88, BUAT LARHE XA HI7 T — KB E

FEBATX S 2R R BEIR AT, i SR — S GRS, %ot R R B R e TR A

55



WebGL 5% 4wiE——HF % Web 3D EF

56

MIAE . 3XFE, F P BAT LB AN N A R il (AR R SO . 2 2-4 o, e
R B2 T —ANEBEE. EAMRES, RATATLUE 208 BB SERBR . EA
IR HT WebGL K7~ F2/F Dynamic Cubemap(http'//webglsamples googlecode.com/hg/
dynammic-cubemap/ dynmaic-cubemap.html), HEI Gregg Tavares ZE Google 72~ "] ﬂ:?'i o

right.jpg
Dimensions 512512
File zize 63.04KB
MIME type: imageipeg

B 2-4 Chrome H & A 51 T E ] Resources [fitR
3. Network EI#%
Network AR (41 & 2-5 Fiam) SOV 7 288 WL B P52l I 4% N30« IXANTHAR A] LA

H B - B/ME WebGL N HIFEFFHIE SN E] . fldn, @i iXANER, BAT AE G T
ﬁ@’ﬁ*ﬂﬁ?%‘aﬂ‘]'@ﬁf?, L)&%Eﬁluﬂﬂﬁﬁﬁ?ﬁ%ﬁiﬁ

o
Elemernts | Resowces | Scripts | TMM C’roﬂles Aums Console
Hame | Methog | Status | | Size ‘ Time 1 )
e MJ“”“ DR et e TR G e et
571 aquarium.html 200 30.53KB 676ms .
pok FRGUET T _Gﬂ O Lty 4.18K8 481ms e
jquery-ui-1.8.2.custom i ‘ 3091K8 522ms
] Mhigluery-ui-l 8.2 custor ‘OET oK 2 5 anE it
1 jquery-1.4.2.min.js ‘200 4 70.48K8 713ms .
syhepery-ui 8.2 custor | 0 oK oyt 24 038 Wome |-
] socket.io.js I | 404 498 507ms ot
{5 Matsocket io GET | Mot Found | T . AiE Antmg e
- | base.js 200 15.83KB 507ms
| hota ol oK Sty 5 678 somg | A
-] aquarium-common.js | 200 75268 689ms. e
Mgagieriom oo e 2008 spe WS
= iquery-ui- 1. 8.2.custom 200 202.14KB 932ms o
(=188 it - . | ® L At | Documents Styleshoett Images Scripts XHR Fonts Websuket Other @70

B 2-5 Chrome F¥ & A 5 T E.[f] Network Tfi#R
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4. Script E#

Script TR (W1 2-6 FT7R) A BATER JavaScript fAESHRAE T — Mg KH) TR, BATAT
IZEACRS R ¥ BT A, BT, BEKRERE, BETEMNE. XA HRATa2RNEH
Chrome JF & A\ 7 T EIF R A1EH WebGL N2 i 16 9% 5 % B+ (8] @ 7 o

# Devetoper Tools

file:1//C: IWebGl hmmplesll Ls(mg 2-1 Bamc w:nu Exampladl. Mmg -1, himl
€ o © 8
4 ' | lelngzihtml :

2'= « euu n context;

52 func( ion loadShader(type, shaderSource) {
i var shader = gl.createShader(type);
g1.shaderSource(shader, shoderSaur(e )

! sstupShades Listing:2-1.html...
startup Listing 2-1 htm!

| (anonymous Listing-2-1.hml. ..

37| if (!gl.getShaderParameter(shader, gl.COMPILE_STATUS)) { function)

38 alert(VError compiling shader™ «+ gl.getShaderInfolog(shader)); ! .

39 1. deleteShader(shader); SWeyE " HNIng 3T Ml
40/ return mull; L'_J.%a\.

41 -

il | ¥iocal
Gapy T Sheders | > shader: WebGLShader
| shaderSource: “attric
| »this: DOMMindow
i type: 35633
¥ | »Global DOMMindow )

&l 2-6 Chrome FFA& A 5 T A #IIAH R

&l 2-6 Ui BN FE P72 W7 AT B 5 I Script TIAREISM . FEERIAN, FATTLUEZ
W, 54 EAA MR SEEHIT. POPITREL B ARE. BPR TR
FNEE ] 4B T e

5. Timeline HE#R
Timeline HEAR(LE 2-7) 0 FA ML T HA Web N HFEF N KA KA R HA4FI8EAR . 24
BAHEE f—iﬁk&ﬁkaﬁ WebGL 43, TﬁETA% HAE XA

ium. himt

e
»
L] .
o BB , = e } o | @ Loading ® Scripting @ Rendering 168 of 169 captured records are visible @eg

2-7 Chrome F & A 7 T. B H Timeline itk
6. Profiles E#R

FIH Profiles iR, FAIATLAGETH CPU M A HTEOL. 01 SRR 75 BR £ 3t
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RV R AR, BE T EAE CPU AT H) JavaScript BHARRY, Sl ARk B LL e
¥ B % CPU ifja], N Profiles AR 7] LAK & & F. & 2-8 ETT%AHN%H@%%

2 Developer Tools - http:/iwebglsamples.g

0.75%
041%

cnmlhglaquanumldquadmn htmi

1.43% |
1.43% |
1“"5
034% |
1.00% |

0.41% |
0.34% |
034%
027%
0.27% |

| 027% |
B 0.20% |

a
drawElements
| Wtdl.models.Model.draw
1.09%
034% |
1.00% | P set
0.75% ¥ i

1.70% | » tdl.models.Model applyUniforms_

roup
odels. Model drawPrep

0.41% | B tdl fast matroed.inverse

258% |l modals Model draw

model A
| 0.20% | 0.20% | P textures 10grams.
g 0.14% | 0.14% | » tdi fast tr nwoﬂ4 Mly
H>x 0o 0. ,Haavy(BonnmUp)-‘m;O X 087

& 2-8 Chrome H & A it T H [ Profiles [fiti
7. Audits HEI#R

W SR AR BRI B TR Web R2/7, (B XCARFIE WA, A Audits R AT LL
WV, Em AP PR T WP Ty T CAISGA (RS, WEJF JavaScript S ESEEEAF .
K 2-9 2 E 3l B Z HTH Audits HIR .

W Developer Tools < (ile:#1/C; We bGL -Examplos/ isting-7 -1 Baslc-Webll Examnplef sting2:1. hrml
-

i
‘; [l Select Al

¢ [INetwork Utibzation
| [IWeb Page Performance

wdt Precent State (Resowre Tracking muest be enabled)
)
5 ®) Reload Page and Audit on Load
|

| R,

& 2-9 Chrome J¥ & A 7 THHK Audits TR
8. Console HE#R

Console HEtRAEF Rk, FEnl LRI, (HREIEH Esc 8, tha] LUK e HiAh
AT AR .

fEXAN TR, BATTAT LA BUFE JavaScript £AASH H console.log() B8 #4: B %, th
£23R194 X JavaScript A HBLAEE RS T I AR BB . SR P IEAE T & WebGL
N, HEEBAR GRS, EEHLEHHKIUHKENRIZEST, W Console Mtk H
FEAERERBMERZ —. B¥, HF{EH Console HARATAER N T HEMLLEER, H
EEWLREM AT AP, RFH P HEALE Console R T4 E fr4. W1 SBARK 4R,
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A L £ Internet |45 3¢ Chrome JF & A 51 T MAE A SCRY .

7 2-10 v, F—ITHNE R JavaScript LIS console.log)m 24 HHHE.
47 4% JavaScript 77 5 45 F, XA 70 & LT JR R 5 | EE ) : JavaScript i B8 H gl.drawArray()
M3k gl.drawArrays(). £ WebGL API %4 gl.drawArray() /7%, [FIETE Console IR A Hi
MM@%T%E$Q

Tm; is a .essage urrnten uxtn console log Listing-2-1.htwl:89
© » Uncaught TypeError: Object #<a HebGLRenderingContext> has no method 'drawArray’ Listing-2-1.htwl:98
> |
= | X0 | (- 3]

f& 2-10 Chrome FF & A i T2 ) Console [fiHi
2.3.2 Firebug BO{E

B A 45 ) 4 KB 43 7~ B £ Fl Google Chrome 3| %88 K1 Chrome & A A T HFF &

BT, {ELJ A 15 th 2 17 5 A 41 a4 i Firefox 1 Firebug i WebGL N 2 /¥ . B % , Firebug
—/MREH TR, Bt Chrome &R AR THERHI, FRELLMH,.

Firebug J& Firefox ¥ fE, ‘E&m¥I/EH Joe Hewitt 7 K. Joe Howitt #/& Firefox
HBWFRNRZ—. ERThEEHEA Y5 Chrome FF & A i TH—#f. 1T Firebug /& Firefox
FI— N RE, UL H A s F 38R 236 . R 5 M http:/getfirebug.com | F#
XA A

2467 Firebug 5, AP BUATLAH FHEEIAFR T ZE ) E:

e FH Firefox 3251, E[li%#¥ Tools | Firebug | Open Firebug 4>, W&l 2-11 fizs.

o JH F12 tREEF T I MK H] Firebug.

o A WL A JCFE IFIEFE Inspect Element 74>

FTJF Firebug J&, 4 Chrome J¥ & A 7 T H 5l —#E, b&%ﬁT”ﬁ’fﬁﬁﬁfﬂ*ﬂﬂﬁ
XJEH A Chrome FF &R A i T HEIHF &N 523 Firebug K18 K. M4t fi1FF 45T %& Chrome
RN T AR, Firebug CEAFAE, 1 HIXE—/NSsZXid H o 80iE B8 i A8 .

B TFXAATREAHARME, FEEaTLESAEH. & 2-12 /& Firebug [ Scripts [
B, EMIEH Y Chrome FF & A 53 THK Scripts HIAR —#f. F /' a] LA%S JavaScript £S5
WA BPHAT. TR, B 2-12 7R T JavaScript 75 K 25 A0 8488 X AN IR (14
AR
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) Listing 2-1, A First WebGL Example - Mozilla Firefox
| Ele  Edit  Vew Higtory Bookmarks

| Listing 2-1, A First WebGL Example Ctri+) | ,
z Orstinen; e SRR e s = ¥

About... 1.8.1b2

o
Error Console Ctri+Shift+3 Open Firebug in New Window |
Web Console Ctri+Shift+x Deactivate Firebug for This Ske
P iy Open Wh Edtor » !
Start Private Browsing  Ctri+Shift+P Text Size » ‘
Clear Recent History . Ctri+Shift+Del Options ’
T Firebug Online »
| = Inspect Element CerShift+C | |
| Profile Javascript CtrHShift+P { |
| Cormmand Line Ctri+shift+L | {
| Search Crisshift+k ! |
| Customize Shortcuts Ctri+Shift+AR+8 !

B 2-11 %% T Firebug J&, M Firefox ] Tools 3CH#. /530S

fing 2-1, A First - a Firefox
_Edt Vew Hgtoy Bookmarks ols Help |
1€ Usting 2-1, A First WebGL Example -1

e B ‘.‘Vfle.,'rf}é:l’rwerbr\‘;\{xmﬂm Bast-\iebc;rbé;urrorlre[tsxrvrg—zil:mnir

; o, S Conscle  HIML - * s il
all * | Listing-2-1.html ~ | setupShaders - startup - onload [ <ol 2 W s Watch v | Stack Breskpoints
53 “precision mediuap float; nt+ Al New watch expression
"void main() ( n*+ Ha
this Vhndow Listing-i- 1 bim!
5 * gl_FragColor = vec4(1.0, 1.0, 1.0, 1.0); \n"# =2 ; e
o #y ity i fragmentShader WebGL Shader {
: ¥ constructor WebGL Shader }
59 var vertexShader = loadShader (gl.VERTEX_SHADER, vertexShaderSource); & fragmentShaderSource {sion mediump |
99 var tragmentShader = loadShader (gl.PRAGHENT_SHADER, fragmentShaderSourca);: ! £loar '
&0 ||® vertexShader WebGLShader { t
2 e shaderProgram = gl.createProgram(); { constiuctor =WebGLShader ) |
| 62 gl.attachShader (shaderProgran, vertexShader); || @ vertexShaderSource {
| 63 gl.attachShader (shaderProgram, fragmentShader); z |
&4 gl. linkProgram(shaderProgram) ; i |
| T ﬂ% toString ton() !
56 if (1gl.gecProgramParaneter (shaderProgran, gl.LINK _STATUS)) ( e ey v
62 slert(*Failed to setup shaders®); Vol Citp-2-1. 0084
€ )
78 gl.useProgram(shaderProgram); |
g |
72 shaderProgram.vertexPositionAttribuce = gl.getAttribLocation(shaderProgram, "aVer ||
73 )
TS £ ik &

] 2-12  Firebug [ Scripts itk

X B FEANBREJE— N HEHRE Firebug [ Console H#%, ‘&5 Chrome FF & A R T
H ] Console HtRIEHF FH1LL. K 2-13 & Firebug ] Console itk . 2—47 /& console.log()
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(s g5 8, 5 4T %1 1 JavaScript AR —NMEITREEIR. RATLEEE 2-13 5
& 2-10 $EAT L8 . 7E 2-10 H7, Chrome FF & A 5t T B4 H 2R BIHIE B o

£ Listing 2-1, A First WebGL Example - Mozilla Firefox

b @M""' i
rrors  Warnings  Info  Debug Info

ith console. log
Listing-2-1.1tmi (lne 97) |

gl TRIANGLES, 0, vertexBuffer.nuuberOfItens);

X

 2-13  Firebug ] Console [t

WIS P 548 T A Chrome F & A 7 T. B 5K Firebug T. B X WebGL W TR IIEA,
MRAESERE Z B EHAEH . A PRHEKIHEH Chrome RN R TR, XHERN
WM IERET —ANTEMWC, i BAE Chrome 3 % #%  ERIAELFE T Chrome JF & A 72 T .

2.3.3 WebGL BI$HIRAIE S5HHIRKT

%4 WebGL I+ 89— MR, ERAESOHCFERAG. Hidx— MR
&, B IRRASHER, HE WebGLF\“ﬁHET“I%H%uTﬁ&%JJt:

gl.getErrors ()

XANTTERREWIC R TR R, EREEFTHH R EES RE 2-1), IHEY

=

AR E AN glNO_ERROR. )5, AILAEEFicg®H R,
F* 2-1

W
H R gl.getErrorQ W FH LK, A DR EIH IR
GLenum KRS HOEH T 16H . — 7R Bl2 248 gl.drawArrays(i,
EHE—NSHAEA gl TRIANGLES B R H fth b 77 v T LB 2 R4
248, TiJEM gl. COLOR_BUFFER_BIT

WebGL $&iRXH3
gl.NO_ERROR
gl INVALID_ENUM
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(#E&)
WebGL $##iR{K 53 Ww B
gl.INVALID_VALUE ¥R BH T E . —ARBR S gl.clear) 1N, A4 ERA
J& gl.COLOR_BUFFER_BIT it 77 ik Res 2 M AL HE, M
gl.POINTS

gl.INVALID OPERATION | 7EX47T WebGL RAF WA — MR VAHER 772 i AR E IR
B v 2 RS E A IE M A S e AR R . — DR %
i gl.bindBuffer()h EL# 1 H gl.bufferData() /7 ¥

gl.OUT_OF MEMORY PATHEA TN A S BRI NF

7E WebGL W FH 2+ ] gl.getError() /770,  F /AT LAK F W3 Fh s -
o EGEPIEMEANEN, BEAE B KT gl.getError(). M4k — MR,
KWOUE Y B AT b B . XA AR, RAEA glgetError() k4
KK m N R P RE
o 5 —NEBETE WebGL LB HE W, & HEAE R IEH gl.getError() ik H
BT K RER BRI PR SN EH glgetError(). U FHEEACAHEHA
B, EAFEEEM glEmor() 7 . APHEFESE AN KIS, TR m EE
AR Ut
h T s BN A — AR, TR WebGL WA Z 5 {EH gl.getError() /7%,
EANTTEATRER KRG ARG 548, 10 AR SRS LU . 5 — Nk 2l X FE
—/NEE: B % T WebGLRenderingContext, H7ERHR A JELE)E & A gl.getError() ek %L .
Chromium(iX /& —/M FF & Web ¥ 512855 H, Google Chrome [/ % JEARAS %K B IiX NI H )Y
E#HE CEABAITF K —N /PR JavaScript FE. RNMERERA DM, BREEESE
Mo 0T 45 A CH) WebGL N HIREFAAEATXANE, I 4
(1) M https://cvs.hronos.org/svn/repos/registrty/trunk/public/webg/sdk/debug/webgl-debug.js
F#IX A JavaScript [ .
(2) €5 B TR WebGL JEARLBHE R — N SefFer, R R AR & XA S

<script src="webgl-debug.js"></script>

(3) 7r B WebGLRenderingContext X} % i, il FH LLF i ok #, 488 H 3 5)ix A4
JavaScript JE

gl=WebGLDebugUtils.makeDebugContext (canvas.getContext ("webgl")) ;

PATXEP RS, B AT LA gl.getError() /7 4 3K 1) WebGL %512 #R %t 3 JavaScript
=EHE E.

X T iERX] webgl-debug.js HIME A —ANE AT T AR, 1 AACHD B R s 5 2-1
" F T JavaScript & webgl-debug.js 2 J5 I35 ARAG .
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<!DOCTYPE HTML>

<html lang="en">

<head>

<title>Snippet demonstrating webgl-debug library</title>
<meta charset="utf-8">

<script src="webgl-debug.js"></script>
<script type="text/javascript">

var gl;

var canvas;

var shaderProgram;

var vertexBuffer;

function createGLContext (canvas) {
var names = ["webgl", "experimental-webgl"];
var context = null;
for (var i=0; i < names.length; i++) {
try {
context = canvas.getContext (names([i]);
} catch(e) {}
if (context) {
break;

}
if (context) {
context.viewportWidth = canvas.width;
context.viewportHeight = canvas.height;
} else {
alert ("Failed to create WebGL context!");
}

return context;

function startup() {
canvas = document.getElementById ("myGLCanvas") ;
gl = WebGLDebugUtils.makeDebugContext (createGLContext (canvas)) ;
setupShaders() ;
setupBuffers();
gl.clearColori(0.0, 0.0, 0.0, 1.0%;
draw () ;

}

A T IR AN ARE, A THGEMER A glbindBuffer() 735 4], il WebGL R fH
BRAER—MEIR. B 2-14 BEREXFE T Chrome JF & A 572 T B Console Hi#R &7~
IR WREA A glbindBuffer() /7%, WA gl.bufferData() 77 ¥ i WebGL &4 5 —
/> gl.INVALID_OPERATION %%, XMARPEFA T glgetError() ik, ‘B4 T id R4
e, I HASEHAAT, EERRAIEEMBIERANSIZ N F. XEW%E, 7€ Console HHR 2
EFIBE glINVALID_OPERATION HKHidT: —MNME4IEH glvertexAttribPointer()i
FAER, BRI gldrawArraysOR P4



WebGL S%%iE2—FF % Web 3D Ef

2 Developer Tools - file:///C: /WebGL -Exam
-

Listing 2-1-Basic WebGL -Example-webgl- debug/Listing-2-1. himl

Il
m m
€ | Erors Wamings Logs :
B ?E{ error IHVALID_OPERATION in buffel rDat (AmY BUFFER, [object Float32arravl, STATI( _DRAW) webgl -debug. is: 15
WebGL error THVALID_OPERATION in vertexittribPointer(®, 3, FLOAT, false, 9, @) webgl -debug. is: 15
WebGL error IMVALID_OPERATIOH in drawArrays(TRIANGLES, @, 3) uebgl -debug. §5: 15
>
SIS

B 2-14 4/ webgl-debug.js IHRFEILR 3 4> WebGL 4412 Chrome FF & A & T [¥] Console [tk

B IRAMEF XA R ER, 78 Console iR 15 WebGL 514N 84T 4 WA — A
15 . B, BIFEARILE REBE T ZERRERIT S, M2 webgl-debugjs
console.log() i B FTAERIAT 5 W 5 P AR08 A B AR R 1Y J7 V2508 B AR RO AT, T
M. FTIFHIA, ZEAT consolelog()iEAIFTEIAT BE — MW AL, RIEH BTN
R J{RANBEEXA MR, BATRATEAESE Scripts HR  HH AR BIR A S5 E H W
A~ WebGL 77 V7= I iR o

==
& g/ i¥3, &T webgl-debugjs XEALA T glgetBrror()7 ik, M HiXAN7 kst fg
ﬁz)f*'éﬁ &aﬁAf‘ﬂf_ﬁ @élﬁf’h, @Mif’f’(ﬂ:‘? Z'Enz4iﬁ] webg]-debugjs };

e — SInoaesT— ]

2.3.4 WebGL Inspector

Chrome J¥ & A 2 T HA Firebug #RZMRAEK TR, EATEAITT AR WebGL
NARERFIESAH. B2, eNEE AR Web R TR, HAREHN WebGL #it#.

—ANER A H%17% WebGL #t i) T B /2 WebGL Inspector. ‘& /&—1> WebGL ififF
J, ‘B WebGL HIE R #E PIX 5 Direct3D 55 R LA K& gDEBugger 5 OpenGL 1K %R, K4
HARE T L IBUIThRE. WebGL Inspector & — PN FERERF, EAEAN Chrome H)— M B
B, BAJEH Ben Vanik FFA K. FH ] LAA http:/benvanik.github.com/WebGL-Inspector
BIXANFEF

%42 T WebGL Inspector J&, ¥ K28 SR A S WebGL A EKIMTT. —/MHH GL
AL /B bR B R EE Google Chrome Hihik#2(F B #7  omnibox )i & 45 1l .

_.MN,..“H
ERTF, HANF)F Gregg Tavares £ Google 28] FF & #43% =424 Dynamic |

f

Cubemap(http://webglsamples.googlecode.com/hg/dynamic-cubemap/dynamic- ;
cubemap html)ﬂfﬁ)i WebGL Inspector #) T4k X.. |

3
|
A




F2F tIIREXR WebGL =l

M Pl GL /NERRES, BHBAE N Capture F1 UL (93HLIHBIEEM TU A B, &
ISR AE GL BAR Y F T - 4 SR 5tk UL #4H, W) WebGL Inspector ] 5¢ % UL 51 H IL7E Google
Chrome FIJEH, HAVEZIRS RS E 2-15 4L #ILEEF, UL F A & il X rE
B WRFxEaD ULiZH, W55 Ul FsiaEk, A bR Capture 1 UL #44.

J/ © webst oynamic Cubemap <

’ €« C @ webglsamples.googlecode,com/t GL 1Y

2-15 WebGL Inspector 7EHili IR BTl {5 B 2 AT HOFH /o ST

A P #ili Capture %8BT, REHIEK T WebGL N HEFHI—WiA A . i0% T —i
WAJE, IATEAT LAFIH WebGL Inspector 73 #7117 % 55 [EAE K ) WebGL I FHFEF A K1
B0

WebGL Inspector B & DTHA —AN T HA, BEA 6 W, BI1E:

e Trace(FREF7)

e Timeline(H [A] £k)

e State(RZ)

e Textures(ZEH)

e Buffers(ZZ )

e Programs(f£/7)

A THEEIUON N —NER, $ti—T0h S M —MEN TR . B, SRR w48
Y5 Chrome FF & A fi T.ELF Firebug +4>#{tl. WebGL Inspector £ 21524 HIHIThEE, WA
FARNTARAMNBRETERFEEFHTFER. LU FLhLSHEFE A B LIRS
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34 | P 1% 5 WebGL Inspector B, ”E'ﬁ'ﬁ*-é‘ﬁ“ib%.@:)ﬂ P TR B A&
R, EVATIUT 69318 PR 2| 6 — AR T LR A F i,
hRERF G @ T ER ML ¢A+7wwm“ﬁm¢$%ﬁﬁﬁﬁm
. WebGL Inspector. LFE' BTk i‘kﬂ&iﬁﬁ /\*1' AT L,

1. Trace HHR

Trace [IAR(ILIE 2-16) 87 T =41 TR+ P47 05K FREJ WebGL A 7T LAZEA
ITRXREER P M. HRDPATKELRKP R LR, £ Trace MR KA AT LIFE 3
WebGL 375t i) B i L 75

 © el Dymaric Cabermap =

{

| & C @ webglsamples.googlecode.co

4796 >+t
o calcz’!.ast( true, true, true, ’rae) i O s

| 1 depthMask (true)

i 2 clearColor(0,0,0,0)

3 clearDepth(l)

4 clear(COLOR_BUFFER_BIT | DEPTH_BUFFER_BIT | STENCIL_BUFFER_BIT)

5 disable (BLEND)

6 depthFunc (LESS)

7 disable(CULL_FACE)

8 enable(DEPTH_TEST)

9 blendFunc (SRC_ALPHA, ONE_MINUS_SRC_ALPHA)

10 bindFramebuffer (FRAMEBUFFER, [Framebuffer 2])

11 viewport(0, 0, 256, 256)

12 colorMask(true,true,true,true)

13 depthMask(true)

| 14 clearColor(o,c,1,0)

I 15 clearDepth(l)
16 clear (COLOR_BUFFER BIT | DEPTH_BUFFER BIT | STENCIL BUFFER BIT)
17 useProgram({Program 25))
18 bindBuffer (ARRAY BUFFER, [Buffer 26])
19 enableVertexAttribArray(0) i |
20 vertexAttribPointer(0, 3, FLOAT, false, 0, 0) l
21 b niBuf‘er(L_EHLW ARRAY BUFFER, [Buffer 27)) o |

¥ e o mes=——— ’

/d 2-16 WebGL Inspector 8’] Trace @1&

N T P PATIXEAN K 4, ATLAEH Trace MR ITESAI /N Skdiedll, sRE1E T
RethiEs. LLFRixeeohfethbisd L HAEM .

o F8——HLEHAT (AT

o FO— BN 5

o Fo—HLPHIE—/ MM

i'
{
i
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o F7— kR T —1EHH

o F10——\A—il i) JF 46 T Hr 5 )

" WebGL N HFEFE85E T AN E M E BN — N EHOREFE, B4 I Trace itk .
M P XA AR TR, A IR IR, B P R R E
ZER.

Trace MM —NEH AT HKIThEE L WebGL Inspector RJ LAR] 388 5 5% Bn JTUR K1
. BTiBICA A /&% WebGL API ¥ FH A%t WebGL PR = A AR AT A & X224k .
B, 45— ER—AS5EAMERREAARZITREE, EMaSE Trace MRT E
BRtik. MHP T EM WebGL N FvERERS, H AT LU A EE R 2T
FELE AT AR TO AR R H -

2. Timeline TR

Timeline AR &7~ X WebGL W A2 I SEN e vt i . B 2-17 52 Timeline [HIAR
AR

y () WebGL Dynamic Cubemap
C' O webglsamples.googlecode.com/hg/dynamic-cubemap
B

§

ielhe N rae \._"':,.’:.‘.h‘.‘ﬂ.’.;:_;'T..;’;}’.R:.#;lﬁ‘iﬂk‘iL?f:@';kgLﬁ;.i:__;. -\J”"”“ . e = k - -)ﬁ;}i v

& 2-17 WebGL Inspector [¥] Timeline THi#R
3. State HE#R

State THIAR 277 WebGL M HIFEFF PRSI . & 2-18 /& State HIHR ISP .
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you
|

|State Snapshot

RCTIVE_TEXTURE
ALTASED_LINE_WIDTH_RRANGE
ALIASED_POTNT_SIZE_RANGE
ALPHA BITS
ARRAY_BUFFER_BINDING
BLEND

BLEND_COLCR
BLEND_DST_ALPEA

BLEND_DST_RZB
BLEND _EQUATION ALPRA
BLEND_EQUATION_RGB

COLOR_CLEAR_VALUE
ITEMASK

_FACE_MODE
CURRENT_PROGRRM
DEPTH_BITS
DEPTE_CLEAR VALUE
DEPTH_FUNC
DEPTH_RANGE
DEPTH_TEST
DEPTA_WKRITEMASK

| DI7HER

4. Textures EHR

) _SRC_ALFHA
ONE_MINUS_SRC_ALPHR

false, falae, fal
false

BACK

(Program 10)

24

LESS
]

Textures AR 2-19)REHFZHHBGER, XLEEEHE WebGL N AR
Mg K. FERXAHERE, TUEBISEER, UL 2D SUERNLT AN E S BN
FR o XA B IR KRG 3377 30, SO U L& AMRLE URL AT LABRA SC3 45
Bo 585 B — PR,

(2 WebGL Dynamic Cubemap

TEXTURE_MIN_FILTER
TEXTURE_MAG_FILTER LINEAR

istory
texImage2D(TEXTURE_CUBE MAP_POSITIVE X, G,
texInage2D (TEXTURE_CUSBE )
texImage2D (TEXTURE_CUBE_MAP_POSITIVE Y, 0,
TexImage2D (TEXTURE_CUBE MAP NEGATIVE
texInage2D (TEXTURE_CUBE_MAP_PUSITIVE
zexImage2D (TEXTURE CUBE_MAP WEGATIVE Z,
generaceitipnap (TEXTURE_CUE_MAP)
vexImage2d (TEXTURE_CUBE_MAF_POST

_NEGATIVE )

L4

CLAMP_TO_EDGE
CLAMP_TO_EDGE
LINEAR_MIPMAP_LINEAR

. UNSISHED BYTE, |

. TNS
, UNS5
, UNST

HGBR, RGBA, UNSIGH

ONSIGHED_BYTE, (

USSIGNED_BYTE,

D _BYTE, |

YTE, (object HTMLImag

!

‘ |

TE, (object HTMLImay | }
i i

5. Buffers R

Buffers MR &7~ WebGL N FHFE 7 o 48 F 5988 Fh 22 b 1045 8L o TR KD 26 1) 2. 7% WebGL
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B SANEMER, BREENKNE. SEIRNUEARZE I E IR Z .
TS P A 0 58 7 B PR FR 2 1 o B ) 2 ) J LA X e o

TEFE 2-20 , GEFERIGEMTA — X N ATERAR LT S F P AT DAR Bbs fie e R4 180X
ARG, X T R 2R LTS, AR A A .

V@wwm Dy Cubermap ~ Gl

€ 1 € O webglsampiesgooglecode.com /e

Buffer 12 / ARRAY_BUFFER

er 13 f| BUFTER_SizE 1716
Baftar 14 BOFFER_USAGE STATIC_DRAW
Burger 18 S
putfer 19 )
Borfer 20 U Preview Options
Putrer 21 a -
e ;e Mode: | TRIANGLES {x] Postion Attribute: (40 / 3 + FLOAT vl
Butfer 27 @  Cementamay: Buffer 14 (2]  Element Type: | U¥aTGHED ssoRT =]
i Start: [0 Count. | 720

Structure (from last draw)

offset wize type stride normalized
o t ] FLOAT ] false
History
tufferDace (ARPAY_BUFFER, [0.1,0,0.1,0,0,1,0,0 0.1,

. ]

5 2-20 'WebGL Inspector ] Buffers [fii

6. Programs TR

Programs [HIAR ] FH P 424t 2457 WebGL NHEFAEH T A ECSEFER. B
VLA R R e B — AR B R R, taE BT RS A2 R 7 BUE B3 RS
K 2-21 .7~ Programs [HIHR A —34) .

' © wetct oynamic cobeman - NG i

| €& c

) webglsamplesgooglecode.com/fig/

Vertex Shader 15
COMFILE _STATUS true
DELETE_STATUS false

s worldViewdrojection;
rld;

4 viewlnverse;
4 worldInverseTranspose;

worldviewProjection * position;
worldinverseTranspose * vecd(normal, 8)).xyz;
Toview = (viewInverse[3] - (world * positien)).xyz;
on = v_position;

Fragment Shader 16
COMPTLE_STATUS true
DELETE_STATUS false

\ v_normal;
varying vesl v surfaceToview;

P 2-21 WebGL Inspector f¥] Programs [i#
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2.3.5 WebGL By#pEHER

WebGL M FHRLF Al fig 2 L 285 1R . b T BER LR 7 (i Hh R t I8 15 N R e
(10 B8, T MR S i) S P A IR ORI B . TR T AT RRIB B 1) & AP R B IR R A

o JavaScript iEVEH R —— W R R AT ENERE IR ES R, W JavaScript 51 A
MIXFER) JavaScript JEACES A %L JavaScript F2)7 . WR N FHFR P A A0 TR AR,
XA Y AR P AR A T AT

o IZITHER—FEFAAE— NG R, ERITFHRIBITZHET, JavaScript 518074k
BXANMER. B, JHP AT B S JavaScript F2 PR, BtSHBLRE, filik—
MR BITHERA LA,

o FE AP g R R—H P T AR (AR URACRE Bl A BUE (2R URARRS AR R A
B, Rk, 43R gl.compileShader()4m %4 (o s i, 4niF JoiZudid .

o EHHEBEFMEBEEG—WRAP A GASRA MR, WA gllinkProgram()
JriFsicikdE . B, AP BEASIKESH - NERAEDT A E AR
B X rTARAR BRI, s th BOXRE (TR

e WebGL &4 4R ——H P A A WebGL 777k o] REfELERT 1%, [AIk WebGL
AR 2-1 R EANME R . ATLLH gl.getError() ef 0 R 10K A4S 1R

o BHANIR——FF JavaScript B OpenGL ES #{aif 5 IS P fEdE — NMBHBATIR.
FH P ) WebGL N F2 5702 t A B FIUs AR A B i), (2 B TAA e B4R A R, N
FEFP S AT ¥ - T i 07 AT .

MAERCEANIE T 43 E O WebGL I FHFE BN UE 2% 5 AT B BLAK & FhaS R,

TEh, PRER T AR R ZE R X 5.

HSEHIRR IR E R

Fgt, HHFPHE WebGL NAHEFERAN A, (HREEHJFHIHKLS R, NiZ
EBa? TEZRU NP HITRE:

(1) P 30 58 88 SCRF WebGL 5 ? BARIX 2 —/MRAYFER ) 8, HEIERA RS H
BRET . SR R ASANBESCRE WebGL B3 PR A S48 R R ¥ A3 /3 - WebGL B, i H
canvas.getContext()Ft 2 i& [H] null . 8% IXER AT RILK, B KL EAEH WebGL (1
IR PR 2 FI A JavaScript [ alert() ef Zal LA RN HLE], MBREH P BrA S H
WebGL HIf5 B

(2) £ Chrome JF & A 51 T H.[] Console 4%, & & JavaScript {CHE B AELEiETRAL 1R .

(3) Kr#¥ Chrome Ff /& A i T ELIf] Console T4, &7 JavaScript fURS & 5 FEAE & 1T I
iR,
4 REEHOBNAEREEAERFRFERER. EFEEARMAEPHRE glcompile-
Shader()#1 gl.linkProgram() FJif FH 2 17 e, J7i8 /& H gl.getShaderParameter()F11 gl.getProgram-
Parameter(). #XJ5 1 H alert(), B FH I Ath 77 V28 500 FH 7 0 45 G 1360 1 oA A 10
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(5) Ky #EfE{T WebGL MG, BE~E—NTLULH gl.getBrror() 7 i2A R K8
e W webgl-debug.js 5 iR EIiL console.log()/7iiic sk Fix s, WIfE
Console A H A LAE FIX ARG R . SSBIEXLRRPRE A, FohHABE R TR
IR ER.

(6) Krfr WebGL B AN Z B IR M IEHIRI 77 M . WebGL & W& ZFFRAHNL, H
SERBAESE 4 T 2 S]] FH AR R AR IR AR AL (2 B AR IX 5 IX 25 B, 2R
YRAE WebGL M. FH A2 7 R AR — AN R, AT A BOX B B R AL BE 7V«

(7) MHAPFEEmEIF BBIEU EFraaR, (RN HFRIE & A RE W i Ay 2 (1) IR
BATHE, WELAE R E S 3 Chrome 1 & A 5 T H ) Scripts HIARH SIS REAT . A3 2045 %
H P AR ER AR T K, B SR RMRAERS], KR A 88T LA
B R XA A IR

o RIENZEULLETAHHERR. B, WRHIFZ WebGLBuffer X %4 N

JE M, FHRARFELE v Y itemSize A1 numberOfitems(WIFE i B 2-1 FiR), RIGTE
gl.drawArrays() &% gl.drawElements() i i FH 4 X L2 J@ vk, I8 A DR UIEAZEE NE
4 numberOfitems 7B J5 i HUR P nbrOfltems. 2 FrAMF4IR & @IE4%, ZE A
JavaScript ARVFERIRYIEEARAZ R, B2 VPRI — MR RVIGEYE.
XFEH bug ZIRHE RN .

e fI#r WebGLRenderingContext X % [1]4> 5 J& 14 & B # P 5 IE i . X 537 — A AEH 41
Lo B, fEVH gl.drawArraysOff, % gl. TRIANGLE ifiF gl. TRIANGLES £}
ZHfL# 4% E . JavaScript HFAS K HEEEE, FANTE JavaScript X, FEFRE
EE R — N RYIGIEHETC.

48R, £ WebGL A RIS, AIRESBRIE LR, B2, REBXAFHITH
i A] LA B P R 3R B I SUE — 2 LUR I B IR

24 F DOMAPI HANEREES

EE— WebGL /Rl (WFEFIE . 2-1), T & GRMF BE AR LU F R/ 81’
A A 2 JavaScript 055, FH JavaScript H+HE2 HFIE L/ B S IFE A BRE, WF
Fi7s:

var vertexShaderSource =

"attribute vec3 aVertexPosition; \n" +
"void main () { \n" +
" gl_Position = vecd (aVertexPosition, 1.0); \n" +

"}

FERTTE IR RE FIH . 2-1 IY 98, A — SRR 77 VE7E WebGL N AR hdi A
P s . N IR AR B T 65 88U ARAD, (B B A <script>hrid o X IR
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1 FH JavaScript +HE2HFE FFFFEp:

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
void main() {
gl Position = vecd (aVertexPosition, 1.0);

}

</script>

ST IXANRE], PRATREN R IX PR ERA 2 KX A HZ, HIATES] —MEA
TR KR B i, M FH 58 —Fp v ey, T B etk & 5 A

AL, BT WebGL % B 88 £ H OpenGL ES HEIESHE M, K Internet HFIR
% CHER A 1R £ 1035 (0 28R ) 382 ) OpenGL ES 2.0 iS5 (1, B/ 1B LA F WebGL.
e A T HE, 1 AMD /A 5] ] RenderMonkey, ‘& ] LA OpenGL ES ¥ f4.i&
He WMRMERBEATrE, WRASTE R K WebGL MR FH, FE<script>Hric &
NIXEE A

PRIBFT LS, FE<script>bric Z [A14n 5 I3 ALARURARASA & H JavaScript 155
HWMEM. BTXEGFERIZEH OpenGL ES HEIEFHME M, FIATT LIMEH JavaScript
8%, AR LU A JavaScript 7772

M P fE<scripthric Z (B F AR, AR B EWRE —A JavaScript 22
BN, WHEH—MTERRE, FHFHEEEIFR—A JavaScript 775 1, SR WebGL
APIfE N, FHIXBARFENHIA 11 % WebGL F2/7 4 5 48 H I — Pl . 1R A e X
REEREIR AW, (HA2, K E Mozilla 24 7 #5739 WebGL 7= T X P .

ié 5T R E) 69—/ A FLE http://learningwebgl.com/cookbook/
“ index.php/Loading_shaders from HTML script tags ¥, ‘€& d Valdimir Vukiéevié
Rk,

function loadShaderFromDOM (id) {
var shaderScript = document.getElementById(id) ;

// If we don’t find an element with the specified id
// we do an early exit
if (!shaderScript) ({

return null;

}

// Loop through the children for the found DOM element and
// build up the shader source code as a string

var shaderSource = "";

var currentChild = shaderScript.firstChild;

while (currentChild) ({
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if (currentChild.nodeType == 3) { // 3 corresponds to TEXT NODE
shaderSource += currentChild.textContent;

}
currentChild = currentChild.nextSibling;

}

var shader;

if (shaderScript.type == "x-shader/x-fragment") {
shader = gl.createShader (gl.FRAGMENT_ SHADER) ;

} else if (shaderScript.type == "x-shader/x-vertex") ({
shader = gl.createShader (gl.VERTEX SHADER) ;

} else {

return null;

}

gl.shaderSource (shader, shaderSource);
gl.compileShader (shader) ;

if (!gl.getShaderParameter (shader, gl.COMPILE_STATUS)) {
alert (gl.getShaderInfolLog(shader));
return null;

}

return shader;

}

bR $5 loadShaderFromDOM() 5 B — ™ id BHESH, ERAHXA id BHEAE DOM
FR R BIAH R B 0 B, TR BRA 1A AN B B RS ) <script>AR 10 ¥ B id 4 shader-vs,
| 75 4T shader-vs 1 4 2 ¥4 45 loadShaderFromDOM() B8 % .

loadShaderFromDOM(){f § DOM API R HOF R AN id EIMNHITE, KRG
I TCERETHTFIOR, El—ANRAERLHCAF TS,

BJE, ETREREFRITENRTENSE, HRELREE - NTSEARRA R
Hod. BIEEARNERBEAQRKEERNZY, e ITmE. R FR,
FEIXANE A5 SR [F] 45 8 XA sk AR 7

25 BEShESTH

Atk RELHEE T WA H DOM API ] document.getElement() /738 H T &
a5, WENLE T WK B K WebGL N AHFRF, WHERR N P AR, RS
B BRRE, eNETIXEANARH R,

PRI B 2-2 & DA FE AT FE 1 5 2-1 IRt (B2 EF)H DOM AP # AT &4
HOBMA B AL, XUE 6RO/ U F<header>Tt K M<scriptbric . th4h, &
B T A FHTTH 44 1) webgl-debug.js iR .

WERAR CAF 40 B A ZHTE A N 2, X B YR ARRS A% AN B AL, VA% LR 2 5
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. WRAREEIRBETREREES, MAEEETAEARNFBAEAR. EMIED
# J5, H#A webgl-debug.js WA, © & — MM JavaScript K. BRI createGLContext()
R FE R 2-1 PEA M.

F— AR B A loadShaderFromDOMO) R E, R iZAEW IRAE . F setup-
Shaders( R ¥, BERA THFH ORIFEIDM JavaScript FHF & . IAEIXA R HORH
loadShaderFromDOM() i %, Bl — AN A AENS: B —IX loadShaderFromDOM()
PR, BIE N BREGS. BEE sartupQR L, BATER], H TR KR, 7 WebGL

DebugUtils.makeDebugContext() &% $ 1 # F createGLContext() /772

‘f&,‘}‘ BFEE2-2 —/1F DOMAPI HAE &#HE S webgl-debug.js iR R TERH

a4
- LS
rox.com \
TREAT <!DOCTYPE HTML>

74

<html lang="en">

<head>

<title>Listing 2-2, Load Shaders From DOM</title>

<meta charset="utf-8">

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

void main() {
gl _Position = vecd (aVertexPosition, 1.0);
}
</script>

<script id="shader-fs" type="x-shader/x-fragment">
precision mediump fl oat;

void main() ({
gl_FragColor = vec4(1.0, 1.0, 1.0, 1.0);
}
</script>

<script src="webgl-debug.js"></script>
<script type="text/javascript">

var gl;

var canvas;

var shaderProgram;

var vertexBuffer;

function createGLContext (canvas) {

var names = ["webgl", "experimental-webgl"];
var context = null;
for (var i=0; i < names.length; i++) {
try {
context = canvas.getContext (names([i]):;

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

}
if (context) |
context.viewportWidth = canvas.width;
context.viewportHeight = canvas.height;
} else {
alert ("Failed to create WebGL context!");
}

return context;

function loadShaderFromDOM (id) ({
var shaderScript = document.getElementById(id) ;

// 1If we don’t fi nd an element with the specifi ed id
// we do an early exit
if (!shaderScript) {

return null;

// Loop through the children for the found DOM element and
// build up the shader source code as a string
var shaderSource = "";
var currentChild = shaderScript.fi rstChild;
while (currentChild) {
if (currentChild.nodeType == 3) { // 3 corresponds to TEXT_ NODE

shaderSource += currentChild.textContent;

}

currentChild = currentChild.nextSibling;

var shader;

if (shaderScript.type == "x-shader/x-fragment") {
shader = gl.createShader (gl.FRAGMENT SHADER) ;

} else if (shaderScript.type == "x-shader/x-vertex") ({
shader = gl.createShader (gl.VERTEX SHADER) ;

} else {
return null;

gl.shaderSource (shader, shaderSource) ;
gl.compileShader (shader) ;

if (!gl.getShaderParameter (shader, gl.COMPILE_STATUS)) ({
alert (gl.getShaderInfolLog (shader)) ;
return null;

}

return shader;
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function setupShaders () {
vertexShader = loadShaderFromDOM ("shader-vs") ;
fragmentShader = loadShaderFromDOM("shader-fs");

shaderProgram = gl.createProgram();
gl.attachShader (shaderProgram, vertexShader);
gl.attachShader (shaderProgram, fragmentShader):;
gl.linkProgram(shaderProgram) ;

if (!gl.getProgramParameter (shaderProgram, gl.LINK STATUS)) {
alert ("Failed to setup shaders");

gl.useProgram(shaderProgram) ;

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

}

function setupBuffers() {
vertexBuffer = gl.createBuffer();
gl.bindBuffer (gl.ARRAY BUFFER, vertexBuffer);
var triangleVertices = |

0.0, 0.5, 0.0,
«0..5, 7@ S5y 0.0,
0.5, -0.5, 0.0

17

gl.bufferData (gl.ARRAY BUFFER, new Float32Array(triangleVertices),
gl.STATIC DRAW);

vertexBuffer.itemSize = 3;

vertexBuffer.numberOfItems = 3;

function draw() {
gl.viewport (0, 0, gl.viewportWidth, gl.viewportHeight) ;
gl.clear (gl.COLOR BUFFER BIT);

gl.vertexAttribPointer (shaderProgram.vertexPositionAttribute,
vertexBuffer.itemSize, gl.FLOAT, false, 0, 0);
gl.enableVertexAttribArray (shaderProgram.vertexPositionAttribute) ;

gl.drawArrays (gl.TRIANGLES, 0, vertexBuffer.numberOfItems);

function startup() {
canvas = document.getElementById ("myGLCanvas");

gl = WebGLDebugUtils.makeDebugContext (createGLContext (canvas)) ;
setupShaders () ;
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setupBuffers();
gl.clearColor (0.0, 0.0, 0.0, 1.0);
draw () ;

}
</script>

</head>

<body onload="startup();">
<canvas id="myGLCanvas" width="500" height="500"></canvas>

</body>

</html>
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« WebGL [ gl INVALID OPERATION 4412,
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Wi A WebGL &l =F. LA R

R AW E T H T i

IR = A TR SR ) B

WA F| WebGL $R 4L 42 B 75 v

FIE AT 2 R AR EH U EATTHE WebGL H )4 H 775X
T f# FH P RT DA F 6 22 PR Tk DA B an e 45 21 B A 4 i
] £ [F] — /N B4 H A8 S R AN [R) B8 1 T s i

TE28 2 Frh, A% 2] T Wl {E R WebGL 2| — MBS =M, BAEH T gl drawArrays(),
I gl. TRIANGLES {E A BERE —1SH, LLEJF WebGL FIIX LT s g X— N =A T
IEWURATEL, XA WebGL ™ fME— 22 B 7 vk . A FENG [ R/ 4448 WebGL 4B 1K
HoAh w7 i

T WebGL 7 424 LA E X7E WebGLBuffer X% 1 () 15 s 54 b Bemb iy, BRI TR
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3.1 f£M WebGL £&HIE TFLE A%

gl.drawArrays() 77 V% & 22 I B T I AN T 72— o 55— AN J7i: 42 gl.drawElements() .
AT ], YRIXPIA J7 0 VR A R AR . (B, S RRATRITE FH T A
AT LLE RS ST, FHEJLT M ARECREATLAMEAN gl.drawArrays()&k gl.drawElements()
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