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XMebHULKUI HAallMOHAJIbHBI YHUBEPCUTET

PA3PABOTKA WEB-CUCTEMbI A®®UHHBIX IPEOGPA3OBAHUM
ITPOCTPAHCTBA HA OCHOBE WEBGL TEXHOJIOT'MHA

B cmambve onuceleaemcss apxumexkmypa npo2pammvl 045 peuwleHusi 3a0a4, CBSA3aHHbIX C aP@PuUHHbIMU
npeobpasosarHusamu npocmpaHcmea Ha ocHogse WebGL - mexHonozuu, komopas o6ecneyusaem 3D-zpaguky e 6paysepe.
Tpu kuma nexcam 8 ocHose WebGL mexnonozauu — HTML, JavaScript u OpenGL. [locpedcmeom asvika wetidepos OpenGL
peaausyemcsi o6pabomka kKaxcdoll eepuluHbl U HAX0xcOeHUsi eé KoopouHam C y4emom mampuy Modeau U npoekyuu,
npuuem HenocpedcmeenHo Ha GPU (Graphic Processor Unit). GPU npuHumaem Ha 8xod onucaHue mpexmepHoll cyeHbl 8 gude
Maccusoe 8epuluH U mpey201bHUKO8, d MAKxce napamempul HabAwdamens U N0 HUM CMpPOUMCs Ha SKpaHe 08yMepHoe
uzobpasceque cyeHbl 0451 3moezo Habawdamens. Ha npumepe 3adayu CKAHUPOBAHUSI PYNOPHOU AHMEHHbI
npodemoHcmpuposaHa sgekmusHocms 041 apxumekmypol WebGL npusoxceHus Ucho1b6308aHUS MAMPUYbl KOMNO3UYUU
auHHbIX npeobpaszosanutl, onpedesnsemoll yepe3 nocse008amMeAbLHOCMb NEPeMHONCEHUS MAmpuy 3/JeMeHMAapHbIX
npeobpazosaHull.

Kaiouessie cnosa: WebGL, 3D-zpagdpuka, komnosuyus, mampuya, apgpuHHble npeobpasosaHusi, GHMeHHd.

N.S. SVIRNEVSKYI
Khmelnytskyi National University

DEVELOPMENT OF WEB-SYSTEM OF AFFINE TRANSFORMATIONS OF SPACE BASED ON WEBGL
TECHNOLOGY

This article describes the architecture of the program for solving problems related to affine transformations of space based on
WebGL - a technology that provides 3D graphics in the browser. Three whales are the basis of WebGL technology - HTML, JavaScript and
OpenGL. Using the OpenGL shader language, each vertex is processed and its coordinates are taken into account, taking into account the
model and projection matrices, and directly to the GPU (Graphic Processor Unit). GPU takes on the input a description of a three-dimensional
scene in the form of arrays of vertices and triangles, as well as the parameters of the observer and a two-dimensional image of the scene for
this observer is constructed on the screen. The example of the problem of scanning antenna demonstrates the efficiency for the WebGL
application of using the composition matrix of affine transformations, determined through the sequence of multiplication of matrices of
elementary transformations.

Keywords: WebGL, 3D-graphics, composition, matrix, affine transformations, antenna.

BBenenne

WebGL (Web-based Graphics Library) — texnosorusi, kotopas obecneunBaet 3D-rpaduky B Opaysepe.

Tpu xuta nexar B ocaobe WebGL Texnonorun — HTML, JavaScript u OpenGL ES 2.0.
AHaau3 uccjief0BaHUN U MyOauKanuii

B npenpinymux myonukanusx [1-3] aBropa 3To# CTaThl  Ha OCHOBE JTIOCTATOYHO HATISTHOT'O U MPOCTOTO
MPaKTUYECKOTO TpuMepa (CKaHWpOBaHWE PYIOPHOW AaHTEHHBI) IEMOHCTPHPYETCS MeXaHu3M aduHHBIX
npeoOpa3oBaHUil B TpocTpaHcTBe. PaccMmarpmBaroTcs mpsiMas 3amada (IIOCTPOSHHWE H300pakKeHUH pPyHOpHOM
anTeHHBI)[ 1] 1 oOpaTHas — BOCCTaHOBIICHHE IApaMETPOB PYNOPHOI aHTEHHHI IO OJHOMY €€ M300pakeHHro [2] u
PEKOHCTPYKIIMSI TPEXMEPHOW Mojenu no 2-M u3o0paxenusM [3]. DTH 3amaun peajan3oBaHbl Ha miatdopme
mabnona C++WinAPI npunoxenus. Peanuzauns Mexanusma adGUHHBIX MPeoOpa3oBaHuUil s APYTrUX miathopm,
BKJIIOuas npuinoxenus s WEB, umeer psn crnenuduueckux ocoOeHHOCTEH, 4To TpedyeT paccMaTpHBAaTh
HO}I06HIJIC 3aJa4u 110 HOBOMY, YUUTBIBAsA 3TU 0COOEHHOCTH.

®DopMyTUpPOBaHUE LU

Paspaborate apxurektypy mnpunoxkeHus it WEB ¢ wmcmonmp3oBanmeM MexaHm3Mma  ap@UHHBIX

npeoOpa3oBaHuii mpocTpaHcTBa Ha ocHOBe WebGL TexHomornu.

D Menro | [ indexhim XE'%FO x=%y=0 x=l{)c6=0
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Puc. 1. Pucynok npsimoyrojbHuka B Web-0paysepe Puc. 2. Cxema KOOpPAMHATHOIO0 NPOCTPAHCTBA 3JIEMEHTA canvas
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N3n0:xeHne 0CHOBHOTO MaTepHaJia
Beoonas uacme. Uznoxenue Tteopun OyAeT WATH NapajulebHO C IIPaKTHYECKOW peaiu3anuen c
MEPEX00M OT MPOCTBHIX HNPUMEPOB CO3aHMSI M300pAKEHUH Ha IUIOCKOCTH K Oonee CIOoXHBIM mpumepam ¢ 3D-
rpadukoii. Hmxke npuBeneH npocTemnii KOx NPWIOKEHUsS, KOTOpBIH obecrneunBaer 2D-mpeoOpazoBanust u
pucoBaHue npsMoyronbHuka B Web-6payzepe (puc. 1).

@aiin index.html
<htm >
<head>
<script src="draw. js" type="text/javascript"> </script>

</ head>

<body onl oad="draw _b();">

<canvas id="b" wi dth="100" hei ght="100" > </canvas>
</ body>
</htm >

@aiin draw.js

function draw b() {

var b_canvas = documnent. get El ement Byl d("b");

var b_context = b_canvas. get Cont ext ("2d");

b_context.fill Style = "#0000FF";

b_context.fillRect(0, O, b_canvas.w dth, b_canvas. hei ght);

b_context.fill Style = "#FFFF0OO0";

//b_context.rotate(-Math.Pl/4);

/1 b_context.transl at e(30, 10);

b_cont ext . set Transfornm(0. 707, -0.707, 0.707, 0.707, 0, 0);

b_context.fill Rect (0, 50, 25, 10);

}

B ¢aiine index.html na sizpike HTML onpenenen anemMeHT canvas — pacTpoBblii xonctT Ha Web crpanuie
(mpsiMoyronbHasi AByMepHas ceTka). M3amepeHus MpOCTPaHCTBEHHOH 00nacTu 3JeMeHTa canvas MO INUPUHE U
BBICOTE 3aJIat0TCsl B ITUKcenax (puc.2). Bepxuuii neBblit yron obnactu Canvas umeer koopanHatel Xx=0, y=0.

B ¢aitne draw.js Ha si3pike JavaScript momy4yaem goctym no atpuOyty id K 3JIeMEeHTy canvas U 3aTeM K
00beKTy context, Ie OIpeAelIeHbl METOAbl NpeoOpa3oBaHUs IPOCTPAHCTBA M CBOMCTBAa pHcOBaHUs. Meronq
setTransform (a, b, d, e, c, f) obecrieunBaeT MOBOPOT MJIOCKOCTH AJIEMEHTa canvas Ha yron 45 rpanycos. BeizoB
Mmeroza fillRect() pucyer nmpsMOyrojJbHUK M 3alOJHSET €ro TEKYIIMM LBETOM 3aJHMBKU. [IpSMOYrojbHUK 3a1aeTcs
neBsIM BepxHUM yriioM (0, 50), mupuHoii (25) u BeicoToi (10) B HanpaBIeHNH clieBa HAIIPAaBO U CBEPXY BHHUS.

Mampuunsie npeodpazosanus

MHorue BeO-pa3pabOoTUMKN MTHOPUPYIOT MaTpully ap@uHHBIX HpeoOpa3oBaHHMii, momaras e€ CIHMIIKOM
CJIOKHOM JUIsl HOHMMaHHMS ¥ UCHOJIB3YSl B3aMEeH NpocTeiiue QyHKIuu Ui TpaHchopMaliy Tuma rotate u translate
(B KoIe OHU 3aKOMMEHTHPOBaHBI). M coBepiIeHHO 3ps, MaTpuia NpeoOpa3oBaHWN 00JagaeT IIMPOKUMHU
BO3MOXKHOCTSIMH, BJIOOABOK, B TOM MJIM HHOM BUJI€ TTOJIZICPKUBAIOTCS] BCEMH Opay3epamH, a 3HAuuT, e€ NPUMEHEHNE
nmaét kpoccOpaysepHslil koa. Cama MaTpuiia uMeeT pasmep 3x3 u B 00IIeM BUIE 3aIFCHIBACTCS TaK:

a d 0
b e 0
c f 1

Ponp kaxkgoro xoaddunueHta MaTpuipl CTAHOBUTCS IMOHATHA W3 cledyromero. PaccMoTpum cxemy u
ypaBHEHHMs [l IiepecueTa KooparuHaT Touku B HoBoi CK [4].

¥ 1

’ \ " 5 x'=x"+m=xcosp+ ysinp+m

) y'=y"+n=xcos@+ysinp+n
Xﬂ

Puc. 3. Ilepecuer xoopaunart Touku B HoBoii CK

B marpuuHOM npeacTaBIeHUN YPAaBHEHUS 3allULIYTCS TaK:
., cosp sing
W)= [ 20
—sing cos@
O06061muM hopmyiisl ipeodpa3oBaHuil [BIKeHNUS K popmynam adhuHHOTO peoOpa3oBaHusl IIOCKOCTH:
a d
()=}, Jler)

He Tak yX 9acTo MbI BBIIOJIHIEM TOJIBKO OJHO 3JEMEHTapHOE NMpeodpa3oBaHue; OOBIMHO B MPUIIOKCHUN
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TpeOyeTcs, YTOOBI MBI CO3/IAIN CIOKHOE MpeoOpa3oBaHue U3 HECKOJBKUX 3JIeMEHTapHbIX. Hanpumep, HaM MoxeT
MIOHA/IOOUTHCSI MEPEMECTHTh 00BeKT Ha Bekrop (3,-4), 3areM mnoBepHyTh Ha 30°, 3areM MacmITaOMpOBaTh C
nomouiblo MHOXHTENS (2,-1). OCHOBHOE MPEUMYILECTBO O0BEANHEHHBIX MPeo0pa3oBaHUi COCTOUT B TOM, YTO K
Touke Oosee 3()(EKTHBHO NPUMEHSATH OJHO pe3yJbTHpYIOUIlee IpeoOpa3oBaHue, 4YeM psii peoOpa3oBaHHUN
Ipyr 3a OpyroM. B ciydae mocnenoBaTenbHOrO BBIIOJHEHMS 1000 KOMOMHALMM OINepalyii BpalleHdus |
MacmTabupoBaHUs M OTPAKEHHs pe3ysibTaT JIETKO MOXKHO 3amicaTb B BHJAE MPOM3BEICHUS MaTpUI]
COOTBETCTBYIOIMX HpeoOpa3zoBanuil. OueBMOHO, YTO YyIoOHEe MPUMEHATh PE3YIBTHPYIOUIYI0 MAaTpPHILy
(KOMIO3UIIMIO MAaTPHUI]) BMECTO TOTO, YTOOBI KaXK/IbIH pa3 3aHOBO BBIYMCIATH pon3BeaeHne MaTpull. OHAKO TaKUM
CII0COOOM HeNb3sl MONYYHTHh PE3YJIbTHPYIOIIYI0 MAaTpHIy HpeoOpa3oBaHUs, €CJIU CPEeOu IOCIEN0BATENbHOCTH
npeoOpa3oBaHUi MPHUCYTCTBYET XOTS Obl ONMH CIBHT (IIEPEHOC), ITOCKOJIBKY OIepalysi MepeHoca peaan3yercs
OT/ZIEJIBHO (C IOMOLIBIO CIIOXKeHNUs). BbIIo GBI XOPOIIO NMETh MaTEMaTHYECKUH anmapar, HO3BOJISIOIIH BKIIIOYATh B
KOMITO3HMLIMM 1Tpeo0pa3oBaHuil 1 oreparyio nepeHoca. OmHOPOAHBIE KOOPAMHATHI M €CTh 3TOT MaTeMaTHYECKUi
armapart. Tenepb TOYKH ITIOCKOCTH MOYKHO OIMCBIBATH TPEXDJIEMEHTHBIM BEKTOPOM, a MaTPHLBI IpeoOpa3oBaHuUs
JIOJKHBI UIMETh pazMep 3 X 3

x'=ax+by+c a d 0
y'=detey+f; (x'y'D)=(xy1l)|b e 0
I'=0x+0y+1 c f 1

[IpenmymecTBo Takoro mnoxaxoxa (MaTpUuYHBIX (OPMyYJ) 3aKJIOYaeTcsi B TOM, 4YTO COBMEIICHHE
MOCJIEI0BATEINILHBIX 3JIEMEHTAPHBIX NTPe00pa30BaHMI PU 3TOM 3HAYMTENBHO yrpomaeTca. Hanpumep, nBa u 6omnee
MOBOPOTA MOKHO 3aIIUCATh B BUJIE€ OAHON MaTPUIbl CYMMapHOTO OBOPOTA:

cosee sina 0) cosf smf 0} [ cosla=pf) smla=g) 0
RlalRlf)= —sma cosae 0 -smpf cosf 0 = —smla=f) cosda=g) 0
0 0 1)1 0 0 1)L 0 0 1

PesynpTupyromas Marpuiia, MOJTyYeHHAs MPOM3BEICHHEM IBYX HCXOIHBIX MAaTpHIl IpeoOpa3oBaHMS,
IpecTaBisieT coO00l COBMEIIEHHE HIIEMEHTapHBIX IpeoOpa3oBaHuil. He3aBUCHMO OT KOJIMYECTBA 3JIEMEHTapHBIX
npeoOpa3oBaHUil B TOCIENOBATEIbHOCTH, MOXHO BCEr/la NPOM3BECTH COBMEIICHHWE TaK, YTOOBI TOJBKO OJHA
Mmarpuua 3x3 npeacrasiisiia BCIO MOCIIEA0BaTEIbHOCTh IIPe0Opa3oBaHuil.

Eme 6onpmmit 3¢ dext ncnonp3oBanus Matpunbl ahpQUHHBIX MpeoOdpa3oBaHUii MOXKHO TOIYIHTH B3aMEH
npocredmux (GyHKIUMA Ui TpaHchopmauuu npu coznanuu 3D-rpaduku Ha Web-crpanune. Ilepexox u3 oxHO#
MPSIMOJIMHEHHON KOOPIMHATHOW CHCTEMBI K APYrod OMHCHIBaeTCS B OOIIEM clydae CHCTEMOW YpaBHEHHHA C
COOTBETCTBYIOIIIUM MaTPUYHBIM MPEACTABICHUEM:

: (y'z1)=(ryz1)4
X =qx+o,y+oz+ A

y*=,31x+,32y+ﬂ3z+,u§ a Bon O
2 =Xy yz Y az|® P 0
a, ps 73 0
A u v 1

Apxumexmypa WebGL npunoscenun

I'papmueckue npunoxxeHns Hanboee HYXKOAIOTCS ONTUMH3AIUK, 0co0eHHO B Web mporpaMMupOBaHUH.
Uzyuas kaxnayro ¢yHkuuio OpenGL, ctout 3amymarbesi, Kak BBI30OB 3TOH (DYHKLMHM BBINOJHSETCS M CKOJBKO
BPEMEHU OH MOXET 3aHATh. Bo3moxxHocTn OpenGL onpenensrorcst anmapatypoi, KOTopasi, Kak U3BECTHO, UMEET
TEHJCHIMIO pa3BuBaThca. B coorBercTBum ¢ 3TMM B OpenGL noGapinsrorcst HoBble ¢ynkumun. K mpumepy, c
nosiBiienieM GPU (Graphic Processor Unit) Bech (yHKIMOHAN ¢ MOCIIEIOBATENLHON nepeaadyeil 1 o0paboTKOM
Ka)X[OH BEpIIMHBl NPUMHUTHBA IPAKTHYECKH IepecTan HUcroib3oBaThes. B3amen GPU npuHMMamm Ha BXOJ
OIIMCAaHUE TPEXMEPHOH CIIEHBI B BHJI€ MACCHBOB BEPIIMH M TPEYTOJBHHUKOB, & TAKXKe IapaMeTpsl HaOIoAaTems, 1
CTPOWJIM TI0 HHMM Ha DJKpaHe JByMEpHOE U300pakeHHWe CLeHbl s dToro Habmoxparens. I[lo  mepe
cosepireHcTBOBaHUsT GPU mosiBMiIach BO3MOKHOCTh XPaHWTH BEPIIMHBI M X aTpUOYTHI B pa3nuyHbIX Oydepax —
HenocpencTeeHHo Ha GPU.

[Mocnenunmu  TeHAEHIMAMH B TpadUuecKodl anmaparype sBISETCS 3aMeHa  (UKCHPOBAHHOM
(yHKIMOHAJIBHOCTH KOHBeHepa oOpaborku ¢ynkumit OpenGL nporpaMMupyeMocTbio B TeX 00JacTsIX, KOTOpPbIE
ctamu ciumkoM cinokHbl. B OpenGL B Bepcum 2.0 moGamisieTcss TOAmEp’KKa BBHICOKOYPOBHEBOTO IIEHIEPHOTO
s3pika GLSL (OpenGL Shading Language — GLSL). ITocpenctBom si3bika meiinepoB OpenGL  dukcupoBanHas
(DyHKIIMOHATBHOCTh  JTAamoB  00pabOTKM BepmuH ©  (¢parMeHTOB B KoHBeliepe OpenGL 3amensercs
MpOrpaMMUpPYEMOCTBIO, KOTOpas IMNO3BOJIACT BBINOJHATHL BCC, YTO MOXKET (l)I/IKCI/IpOBaHHaﬂ (l)yHKL[I/IOHaJ'H)HOCT]) )44
JTake HaMHOTO OOJIBIIIE.

LHef/'meprle IMporpaMmbl NUIIYTCA Ha CIICHHUAJIBHO pa3pa60TaHHb1x A3bIKaX, OAHUM M3 KOTOPLIX ABJIACTCA
s3pik GLSL(OpenGL Shading Language), xoTopsiii ogHOCTRIO ctan yacteio OpenGL, naumnas ¢ Bepcun 2.0.
Cunrakcuc GLSL ocHoBaH Ha s3bikax mnporpammupoBaHus cemeiictBa C. OH BKIIOYaeT MOYTH  BCE
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pactpoctpaHennbie B C/C++  apudmeruueckue, JOTHYECKHE M OUTOBBIE ONEPATOPbI, KOHCTPYKTOPBI IS
WHHULUATIN3alUH U TIpovee.

IIporpamma OOBIYHO COCTOUT U3 [BYX IIEHAEPOB: OJHOTO BEPIIMHHOIO M OJHOTO (hparMeHTHOro. Moxer
MIPUCYTCTBOBATh U Oo0Jiee OJHOTO LIeHaAepa KaKIOro THIA, HO JIOJDKHA OBITh TOJNBKO OfHa (yHKIMs main() cpean
BCeX (PparMEHTHBIX IIEHAEPOB M OJHA — CPeOH BCeX BEPIIMHHBIX. OOBIYHO caMblid MPOCTOI MyTh 3aKiIIOYaeTcs B
CO3JJaHUM OJTHOTO HIEHIepa KaXKA0ro THIIA.

BepmuHHble mmIedaepsl  NpeaHa3HAuYeHBI ISl OOpaOOTKM KaKIOW BEPIIMHBI W HaXOXKIeHus eé
KOOpJIMHAT C YYETOM MAaTpHIl MOJENIHU U MPOEKIHH, a TAKXKe IPOUYMX, 3aBHCAIINX OT 33IyMKH HPOTrpPaMMHUCTA,
ycrmoBuid. JIyis  3TOrO  BEpIIMHHBIN IIeiaep MOMydyaeT BCE MapaMeTphl BEpIIMHBI (KOOPAWHATHI, IBET,
TEKCTypHbIE KOOpAMHATHI M T.JI.). Tak’ke OCHOBHAas NporpaMMa MOXKET Iepelarh Iieiinepy JioOble Ipyrue,
OIIpeZieTIsIEMbIE TPOTPAMMUCTOM I1apaMETPhI, BKIIIOYAsl COBEPLIEHHO MPOU3BOJBHBIE, HMEIOLINE CMBICI TOIBKO
JUIL  BBITIOJTHEHUsT oOmiei 3amaun. Hampumep, meiinepy MoxkeT OBITh HepelaH MapaMeTp «CHila BETpay,
KOTOPBII COBEPILEHHO HE IPHBA3aH HU K KaKOMY CIIOCOOY NPEICTaBICHHS TPEXMEPHBIX OOBEKTOB, HU K KaKOMY
rpapuyeckomy API. Dto mpocTo mapamerp, KOTOpbIi Oyner oOpabarbiBaThCs BHYTPH ILueiinepa.

[MukcenbHBIE IIEinEpbl MMEIOT CBOCH LENbIO pacyeT IBeTa KaKAOTO IMHUKCEIs W 3HAYCHUS TTyOWHBI
(0ObIYHO, TIYOMHY pacCUMTHIBATH HEOOS3aTENIbHO) WJIM BBHIHECEHHWE PELICHUS O TOM, YTO ITMKCEIb BBIBOIUT
He Hano. IIukcenbHBIM IIEHaep MOXET IONydaTb Ha BXOJ TEKCTypHbIE KOOPAMHATHI, COOTBETCTBYIOIINE
oOpabaTbIBacMOl TOYKE, MPUMEIINBACMBIN IIBET M, BO3MOXKHO, HEKOTOpBIE Apyrue mnapaMmeTpsl. Ha ocHoBaHnm
9THX [JAaHHBIX OH PAacCUMTHIBAET LBET TOYKH U 3aBepuiaeT paboTy. IIMkcenpHbIN 1eiinep BbI3BIBACTCS MPU
00paboTke Kax10i AByMepHOW ToukH. HeoOX0oauMo 4eTKO MOHMMAaTh, YTO LIeHAephl padoTaloT pa3/ielibHO APYT OT
Jpyra, IMH MOXXHO MOJMEHWTh HE BCE YAaCTH PEHAEPUHra M 3TO HAKIAAbIBACT 3HAYMTEIBHBIC OTPAaHWUYCHUS Ha
BO3MOJKHBIC B p€aJin3aliun meﬁ}lepaMM AJITOPUTMBIL.

eiineps! B3aUMOACHCTBYIOT ¢ (MKCHPOBAHHOW yacThio KoHBeiiepa OpenGL, 3amuceiBas 3Ha4eHHUS BO
BcTpoeHHble nepemeHHble OpenGL, koropsle umeroT npedukc "gl ". BepluuHHBIA 1Ieinep OTBETCTBEHEH Kak
MUHUMYM 32 OAHY THepeMeHHyro: gl Position, m 0OBYHO TpaHCPOPMHPYET BEPIIMHY B MaTpUIAX MPOEKIUH U
mozeneid. O0s3aTebHON paboTOM AJIsl (PparMeHTHOTO ILeiiepa sSBIseTCs 3aKch BeTa (parMeHTa, B BCTPOCHHYIO
mepemerHyto gl FragColor. BepmiaHEIi miefinep BRIMOTHIETCS OAWH Pa3 Ui KaXKIOW BEPIINHEI, a parMEeHTHBIA —
OIMH pa3 JuId Kaxaoro ¢parmeHra. HeckonbKo HCIIOJHEHWI OJHOrO W TOro K€ Iueijaepa MOTYT HPOXOIHTh
TIapaJuIeIbHO.

B Ka)K[lblﬁ MOMCHT BBITNIOJIHCHHA TMPOTpaMMbl aKTHBHA JIMIIb OJIHA Ilapa, COCTOoAllasd W3 BEPIIMHHOTO U
MMAKCENBHOTO mieiinepa. B cimywae, ecam mporpaMMHCT HE YCTaHOBHIJI aKTHUBHOW Mapy ImedaepoB, pabotaer
CTaHIAPTHBIA IIEWIep,  KOTOpPhI  oOecrieunBacT  BCHO  CTAHAAPTHYI (QYHKIMOHAIBHOCTh (KOHBEHeEp)
rpadudeckoii OmommoTexku OpenGL. OOBIMHO Mapy BEpIIMHHOTO M ()ParMEHTHOTO IISHIEepPOB HA3BIBAIOT MPOCTO
menaepoM.

Juis cozmanms WebGL-npunoxxenns Ha 6aze WebGL API Heobxoammo:

. Coznats Ha HTMLS anemeHT canvas.

. [omy4nTh KOHTEKCT 3JIeMEHTa canvas.

. Mannmanu3upoBaTh pabouyro 00J1acTh OTOOpaXKeHUs rpauKH.
. IannmansupoBats 1meiiep ¢ napamMeTpamu.

. Coznats Oythep JaHHBIX BEpIIUH MOIEIIH.

. Co3nath MaTpuIly IpeoOpa3oBaHMs BEPIINH MOJEIH Ha IKPaH.
. Hapucoarts rpaduxy.

Hwxe npusenen mnpoctedimmii konx WebGL npuioxkeHusi, KOTOpBI o0ecneyrBaeT pUCOBaHHE 2-X
IPSAMOYTOJIBHUKOB — 0€JI0ro Ha (hOHE YEePHOTO.

NN B W -

®daiinn index.html

<htm >
<head>
<script src="draw. js" type="text/javascript"> </script>
</ head>
<body onl oad="onLoad();">
<canvas id="webgl" w dth="500" hei ght="500"></canvas>
</ body>
</htm >

@aiin draw.js
function onLoad() {
var canvas = documnent. get El ement Byl d("webgl ") ;
var gl = initWbG.(canvas);
initViewort(gl, canvas);
i ni t Shader (gl);
initMatrices();

var nodel = createhbdel (gl);
draw(gl, nodel);
}
function initWbG@ (canvas) {
gl = canvas. get Cont ext ("webgl ") || canvas. get Cont ext ("experi mental -webgl ") ;
return gl;

}
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function initViewiort(gl, canvas) {

gl .viewport (0, O, canvas.w dth, canvas. hei ght);

var shader Pr ogr am shader Vert exPosi ti onAttri bute, shader Proj ecti onMatri xUni form
shader Model Vi ewvat ri xUni form
function initShader(gl) {

var fragnent Shader = createShader(gl, fragmentShaderSource, "fragnent");
var vertexShader = createShader(gl, vertexShader Source, "vertex");
shader Program = gl . creat eProgramn();
gl . att achShader (shader Program vertexShader);
gl . att achShader (shader Program fragnent Shader);
gl . I'i nkProgram shader Program ;
shader Vert exPosi ti onAttribute = gl.getAttribLocati on(shaderProgram "vertexPos");
gl . enabl eVertexAttri bArray(shader VertexPositionAttribute);
shader Proj ecti onMatri xUni form = gl . get Uni fornLocati on(shader Program "projectionMatrix");
shader Model Vi ewvat ri xUni form = gl . get Uni f or mLocat i on(shader Program "nodel Vi ematri x");
if (!gl.getProgranParaneter(shaderProgram gl.LINK_STATUS)) {
alert("Could not initialise shaders");
}

function createShader(gl, str, type) {

var shader;
if (type == "fragnent") {
shader = gl .createShader (gl . FRAGVENT_SHADER) ;

else if (type == "vertex") {

shader = gl .createShader (gl . VERTEX SHADER);
} else {

return null;

gl . shader Sour ce(shader, str);
gl . conpi | eShader (shader);
if (!gl.getShaderParaneter(shader, gl.COWILE_STATUS)) {
al ert (gl . get Shader | nf oLog(shader));
return null;

return shader;

function initMatrices()

nodel Vi ematri x = new Fl oat 32Array/(

[1, 0, O, O,

0, 1, 0, O,

0, 0, 1, O,

0, 0, -5, 1]);

proj ectionMatrix = new Fl oat 32Array(
[1, o0, O, O,

0, 1, 0, O,

0, 0, 0, O,

0, 0, 0, 1]);

function createMdel (gl) {

var vertexBuffer;

vertexBuffer = gl.createBuffer();

gl . bi ndBuf f er (gl . ARRAY_BUFFER, vertexBuffer);
var verts = [

1
gl . buf ferDat a( gl . ARRAY_BUFFER, new Fl oat 32Array(verts), gl.STATI C_DRAW;
var square = {buffer:vertexBuffer, vertSize:3, nVerts:4, printype:gl.TR ANGLE_STR P};
return square;

}

function draw(gl, obj) {

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

gl .clear(gl.COLOR BUFFER BI T);

gl . bi ndBuf f er (gl . ARRAY_BUFFER, obj . buffer);

gl . usePr ogr anm( shader Progr an ;

gl . vertexAttri bPoi nt er (shader VertexPositionAttribute, obj.vertSize, gl.FLQOAT, false, 0, 0);
gl . uni formvatri x4f v(shader Proj ecti onMatri xUni form fal se, projectionMatrix);

gl . uni f or mvat ri x4f v(shader Model Vi ewMat ri xUni form fal se, nodel Vi ewatri x);

gl .drawArrays(obj.printype, 0, obj.nVerts);
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var vertexShader Source =

" attribute vec3 vertexPos;\n" +

uni form mat 4 nodel ViewMatri x;\n" +

uni formmat4 projectionMatrix;\n" +

voi d main(void) {\n" +

"gl _Position = projectionMatrix * nodel ViewMvatrix * vec4(vertexPos, 1.0);\n" +
" oRnY;

var fragment Shader Source =

" void main(void) {\n" +

" gl _FragCol or = vec4(1.0, 1.0, 1.0, 1.0);\n" +
"I\n";

WebGL npujio:kenne ynpasJjieHHs M0JI0KeHHeM PYIOPHOI aHTeHHBI

Hwmxe paccMoTpeHa TeXHHKa WCIOIB30BaHUSA MaTpUIbl ahOUHHBIX mpeoOpa3oBaHmid mpu co3xaHuu 3D-
rpadpuku Ha Web-cTpanuiie (puc.4) Ha NpPUMEpPEe BHINOJIHEHHS T'€OMETPUYCCKHX IPeoOpa3oBaHMil PYHOPHOM
aHTEHHBl 4Yepe3 YIpaBJICHHE W3MEHEHHEM JI000T0 M3 5 IapaMeTpoB €€ IOJOXKEHHsS (pHC. 5) mepeMelneHHeM
MBIIIKH ( coObITHE "mousemove"). B mporpamme, onucaHHOM HUXKe, IPU NEPEMEIIEHUH MBIIIKH MEHSIOTCA 2 yria
— anbda u Oera.

[y ] T e

v

Puc. 4. Ilpumep peaausauun 3D-rpaduxu Ha Web-cTpanuue Puc. 5. IlapameTpbl 0JI0:KeHUS PYNIOPHOH AHTEHHbI

UYepes OpenGL mpenocTapiseTcst BO3SMOKHOCTB OIKCATh MOJENH B TII00aBHOM crcTeMe KoopaunHaT XY Z.
Pesynbrupyromas Marpuna npeodpazoBaHuii (puc. 6) OT Ha4yalbHOTO IIOJIOKEHUS! aHTeHHBI, Ipu kKotopom CK
AHTEHHBI COBIAaeT ¢ monoxkeHueM riodansHoi CK (puc. 7), 10 ee KOHEYHOTO MOJO0XKEHHS B IMPOCTPAHCTBE (CM.
pHcC. 5) onpenenseTcs 4epe3 MOoCIe0BaTeIbHOCTh IEPEMHOKECHUST MAaTpPUI] SJIEMEHTAPHBIX NMpeoOpa3oBanuil (Ta0I.

).
T, =TT,

cosycosa+sinysinfsing  sinycosff 0
—sinycosa+cosasinfsina  cosycosfS 0 iz ,
b cosfisina —sinf 0 X
hcosfsina —hsinf+p 0 1 !
Puc. 6. Pe3yabTupyomasi MaTpULa IPeoOpa3oBaHUN AHTEHHBI Puc. 7. HayaiibHoe M0/10:KeHHe AaHTEHHbI

Tabnuna 1
MaTpHubl 31eMEeHTAPHBIX NPeodpa30BaHNii AHTEHHBI
1 2
CaBur Ha BJI0JIb OCH Z IToBopoT BOKpyT ocu Z
1 000 cosy siny 0 0O
01 00 —siny cosy 0 O
T = T, = x x
0 010 0 0 1 0
0 0 A 1 0 0 01
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[IponoxenHs a0 '

1 2
IToBopoT Bokpyr ocu X IToBopoT Bokpyr ocu Y
1 0 0 O cosa 0 —sina 0
0 cosfp sing 0 0 1 0 0
T3 = . T 4= .
0 —sinf cosf O sma 0 cosa O
0 0 0 1 0 O 0 1
Casur Brosis ocu Y IIpoekiyist B HalIpaBIeHUU OCH Z
1 0 0O 1 0 00
01 00O 01 00O
T5 = To =
0 010 0 00O
0 p 0 1 0 0 01

Hwxe npusenen xonm WebGL mnpuiioxeHus, KOTOPBHIH 00eCHeYnBacT BU3YalU3aAIMI0 YIIPABICHUSI
MIOJIOKEHUEM PYTIOPHOM aHTEHHHI (pHC.8).
®aiin index.html

< <htn >
<head>
<script src="draw. js" type="text/javascript"> </script>
</ head>
<body onl oad="onLoad();">
<canvas id="webgl" wi dt h="500" hei ght ="500" ></ canvas>

<script id="fragnment Shader Source" type="x-shader/x-fragnent">
precision mediunp float;

varyi ng vec4 vCol or;

voi d main(void) {

gl _FragCol or = vCol or;

}

</script>

<script id="vertexShader Source" type="x-shader/x-vertex">
attribute vec3 vertexPos;

attribute vecd4 aVertexCol or;

uni form mat 4 nodel Vi emVatri x;

uni form mat 4 projectionMatrix;

varyi ng vec4 vCol or;

voi d main(void) {

gl _Position = projectionMatrix * nodel Viewvatrix * vec4(vertexPos, 1.0);
vCol or = aVertexCol or;

</script>
</ body>
</htm >

Daiin draw.js
function onLoad() {
var canvas = docunent. get El enent Byl d("webgl ") ;
var gl = initWbG&. (canvas);
initViewort(gl, canvas);
i ni t Shader(gl);
creat eModel (gl);
drawScene();
canvas. addEvent Li st ener (" mobusenove", nouseMveEvent, false);
canvas. addEvent Li st ener (" mobusedown”, nobuseDownEvent, fal se);
canvas. addEvent Li st ener (" mouseup", nmouseUpEvent, false);

}
function initWbG (canvas) {
gl = canvas. get Context ("webgl") || canvas. get Context ("experinmental -webgl");
return gl;

function initViewiort(gl, canvas) {
gl .viewport (0, O, canvas.w dth, canvas. hei ght);

var shader Progr am shader Vert exPosi ti onAttri bute, shader Vert exCol or Attri bute,
shader Proj ecti onMatri xUni form shader Model Vi ewvat ri xUni f orm
function initShader(gl) {
var fragnent Shader = createShader(gl, "fragnmentShader Source");
var vertexShader = createShader(gl, "vertexShader Source");
shader Program = gl . creat eProgran();
gl . at t achShader (shader Program vertexShader);
gl . att achShader (shader Program fragnent Shader);
gl . I'i nkProgram shader Progran ;

BicHuk XmeabHUYbK020 HayioHA/1bHO20 yHigepcumemy, No4, 2017 (251) 225




Technical sciences ISSN 2307-5732

shader VertexPositi onAttribute = gl.getAttribLocati on(shaderProgram "vertexPos");
gl . enabl eVertexAttri bArray(shader VertexPositionAttribute);
shader VertexCol or Attribute = gl.getAttri bLocati on(shader Program "aVertexColor");
gl . enabl eVertexAttri bArray(shaderVertexCol orAttribute);
shader Proj ecti onMatri xUni form = gl . get Uniformlocati on(shader Program "projectionMatrix");
shader Model Vi ewiviat ri xUni form = gl . get Uni f or mLocat i on(shader Program "nodel Vi ewMatri x");
if (!gl.getProgranParaneter(shaderProgram gl.LINK _STATUS)) {
alert("Could not initialise shaders");
}
}
function createShader(gl, id) {
var shader Scri pt = docunent. get El ement Byl d(i d);
if (!shaderScript) {
return null;
}
var str =
var k = shaderScript.firstChild,
while (k) {
if (k.nodeType == 3)
str += k.textContent;
k = k. nextSibling;

wo
1

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

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

else {return null;}

gl . shader Sour ce(shader, str);

gl . conpi | eShader (shader);

if (!gl.getShaderParaneter(shader, gl.COWILE STATUS)) {
al ert (gl . get Shader | nf oLog(shader));

return nul | ;

return shader;
}
var rightface;
var col orsrightface;
var downf ace;
var col or sdownf ace;
var |eftface;
var col orsl eftface;
var upperface;
var col or supperface;
function createMdel (gl) {
rightface = gl.createBuffer();
gl . bi ndBuf f er (gl . ARRAY_BUFFER, ri ghtface);
var vertices = [ 0.40, 0.20, 0.0,
0.40, -0.20, 0.0,
0.20 ,0.10, -0.40,
0.20, -0.10, -0.40,
0.20, 0.10, -0.80,
0.20, -0.10, -0.80

I
gl . buf ferDat a(gl . ARRAY_BUFFER, new Fl oat 32Array(vertices), gl.STATI C_DRAW ;
rightface = {buffer:rightface, vertSize:3, nVerts:6, printype:gl. TR ANGLE_STRI P};

colorsrightface = gl.createBuffer();

gl . bi ndBuf f er (gl . ARRAY_BUFFER, col orsrightface);
var colors =[]
for (var i=0; i < 6; i++) {

colors = colors.concat([1.0, 0.0, 0.0, 1.0]);

}
gl . buf f er Dat a( gl . ARRAY_BUFFER, new Fl oat 32Array(col ors), gl.STATI C_DRAW;
col orsrightface = {buffer:colorsrightface, vert Si ze: 4, nVerts: 6,

printype: gl . TRI ANGLE_STRI P} ;

var vertexBuffer2 = gl.createBuffer();
gl . bi ndBuf f er (gl . ARRAY_BUFFER, vertexBuffer2);
var vertices = [-0.40,-0.20,0.0,
0. 40, - 0. 20, 0.0,
-0.20,-0.10,-0. 40,
0. 20, - 0. 10, - 0. 40,
-0.20,-0.10,-0. 80,
0.20,-0.10,-0.80

I
gl . buf f er Dat a(gl ARRAY BUFFER, new Fl oat 32Array(vertices), gl.STATIC DRAW ;
downf ace {buffer:vertexBuffer2, vertSi ze: 3, nVerts: 6,

printype: gl . TRI ANGLE_STRI P} ;

col orsdownface = gl.createBuffer();
gl . bi ndBuf f er (gl . ARRAY_BUFFER, col or sdownf ace);
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var colors =[]
for (var i=0; i < 6; i++) {
colors = colors.concat([1.0, 1.0, 1.0, 1.0]);

gl . buf f erDat a( gl . ARRAY_BUFFER, new Fl oat 32Array(col ors), gl.STATI C_DRAW ;
col or sdownf ace = {buf f er: col or sdownf ace, vertSi ze: 4, nVerts: 6,
printype: gl . TRI ANGLE_STRI P} ;
var vertexBuffer3 = gl.createBuffer();
gl . bi ndBuf f er (gl . ARRAY_BUFFER, vertexBuffer3);
var vertices = [ -0.40, 0.20, 0.0,
-0.40, -0.20, 0.0,
-0.20 ,0.10, -0.40,
-0.20, -0.10, -0.40,
-0.20, 0.10, -0.80,
-0.20, -0.10, -0.80

1
gl . buf f er Dat a(gl ARRAY BUFFER, new Fl oat 32Array(vertices), gl.STATI C_DRAW;
| eftface {buffer:vertexBuffer3, vert Size: 3, n\Verts: 6,
primype: gl . TRIANGLE_STRI P} ;

colorsleftface = gl.createBuffer();

gl . bi ndBuf f er (gl . ARRAY_BUFFER, col orsleftface);

var colors =[]

for (var i=0; i < 6; i++) {

colors = colors.concat([1.0, 0.0, 0.0, 1.0]);

}
gl . buf f er Dat a( gl . ARRAY_BUFFER, new Fl oat 32Array(col ors), gl.STATI C_DRAW;
col orsleftface = {buffer:colorsleftface, vert Size: 4, nVerts: 6,
primype: gl . TRIANGLE_STRI P} ;
var vertexBuffer4 = gl.createBuffer();
gl . bi ndBuf fer (gl . ARRAY_BUFFER, vertexBuffer4);
var vertices = [-0.40,0.20,0.0,
0. 40, 0. 20,0.0,
-0.20,0.10,-0. 40,
0. 20, 0. 10, - 0. 40,
-0.20,0.10,-0. 80,
0.20,0.10,-0.80

I
gl . bufferData(gl. ARRAY BUFFER, new Fl oat 32Array(vertices), gl.STATI C_DRAW;
upper f ace = {buffer:vertexBuffer4, vertSi ze: 3, nVerts: 6,
primype: gl . TRIANGLE_STRI P} ;

col orsupperface = gl.createBuffer();

gl . bi ndBuf fer (gl . ARRAY_BUFFER, col or supperface);

var colors =[]

for (var i=0; i < 6; i++) {

colors = colors.concat([1.0, 1.0, 1.0, 1.0]);

}

gl . buf ferData(gl. ARRAY_BUFFER, new Fl oat 32Array(col ors), gl.STATI C_DRAW;

col orsupperface = {buffer:col orsupperface, vertSi ze: 4, nVerts: 6,
primype: gl . TRIANGLE_STRI P} ;

function drawScene() {

gl.clearColor(0.8, 0.8, 1.0, 1.0);

gl . enabl e( gl . DEPTH_TEST) ;

gl.clear(gl.COOR BUFFER BI T | gl.DEPTH BUFFER BIT );
initMatrices();
drawm(gl, rightface, colorsrightface);
draw(gl, downface, col orsdownface);
draw(gl, leftface, colorsleftface);
draw(gl, upperface, colorsupperface);

}

var A = 45.0;

A=A* Math.Pl / 180.0;
var B = -45.0;

B=B* Math.Pl / 180.0;
var C = 45.0;

C=C* Math.Pl / 180.0;
var h = 1.0;

var p = 0.0;

var lastX =0, lastY = 0;
var nouseSt at e=f al se;
function initMatrices()

nodel Vi ematri x = new Fl oat 32Array/(
[ Mat h. cos(C) *Mat h. cos(A), Math.sin(C *Math.cos(B), -Math.sin(A)*Math.cos(C, O,

-Mat h. sin(C)*Mat h. cos(A), Math.cos(C)*Math.cos(B), Math.sin(C*Mth.sin(A), O,

Mat h. cos(B) *Mat h. si n(A), -Mat h. si n(B), Mat h. cos(B) *Mat h. cos(A), O,

h*Mat h. cos(B) *Mat h. si n(A), -h*Math. si n(B)+p, h*Mat h. cos(B) *Mat h. cos(A), 1]);
proj ectionMatri x = new Fl oat 32Array(

[1, 0, O, O,

0, 1, 0, O,

0, 0, 0, O,
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0, 0, 0, 1]);

function drawm(gl, obj, colobj) {
gl . usePr ogr an( shader Pr ogr an ;
gl . bi ndBuf f er (gl . ARRAY_BUFFER, obj.buffer);
gl . vertexAttri bPoi nter(shaderVertexPositionAttribute, obj.vertSize, gl.FLOAT, false, 0, 0);
gl . bi ndBuf f er (gl . ARRAY_BUFFER, col obj . buffer);
gl . vertexAttri bPoi nter(shaderVertexCol orAttribute, colobj.vertSize, gl.FLOAT, false, 0, 0);
gl . uni formvat ri x4f v(shader Proj ecti onMatri xUni form fal se, projectionMatrix);
gl . uni f or mvat ri x4f v(shader Model Vi emMat ri xUni form fal se, nodel Vi ewatri x) ;
gl .drawArrays(obj.prinmype, 0, obj.nVerts);
}
functi on nouseMoveEvent (e) {
if (nmouseState==true) {
A-=(1 ast X- e. pageX) *0. 01;
B- =(I ast Y- e. pageY) *0. 01;
last X = e. pageX;
lastY = e. pagey,;
dr awScene();
}

}

functi on nouseDownEvent (e) {
mouseState = true;
| ast X = e. pageX;
lastY = e. pagey;

}

functi on nouseUpEvent (e) {
mouseState = fal se;
}

BriBoabI
Pazpaborana apxuTekTypa HporpamMMbl Uil pEUIeHHMst 3ajay, CBs3aHHBIX ¢  adduHHBIMU
mpeoOpa3oBaHUSAME MIpocTpaHcTBa Ha ocHoBe WebGL texHomornn. Ha mpuMepe 3amadn cKaHUPOBaHUS PYHOPHOM
AQHTEHHbl TPOJEMOHCTPUpPOBaHa A(PPEKTUBHOCTh HCIOJIB30BaHUS MaTpullbl ad(GUHHBIX peoOpa3oBaHMH,
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