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£L1E 1IL®HIC

1.1 BEZROBE

CDMWRTIE, 7X@ IS 2 FRe 6T 2, Frickolr, SICHRErEE-> TV
GPU (Graphics Processing Unit!) % HWz@EBGEHEICOWT oD EH S %2175

orDFarvta—&r7749 27 (CG) DMETHS, 55FTd7%L. GPU X CG D
EEE D72 D DF AL 2L LTHBEINTE, CC DREHIED VD TH 2B 7 AKX 74 Xk
WERNZIHTH 5720, N—FU =27 TEERLT 2 Z L IZAWTE D, FEFIC GPU X7 2%
FARFEEAN— R T 27 THEELTVE, ZOHFTIE WebCL % FWTZ OREE R %3,

FHEMBIE Tava—&7 7749 72HE (HAV Tar¥a—&r57 4927 2)) 12
BWT CG 2 L7, LrL, £ THRZNAIZ 2D CG % 3D CG & TH D, GPU %
AWz CG B OV TIHIZE A VBTV, ZOMZTIEHIC 2D CG % 3D CG 122\ T
EAR NS, GPU ORI A EE OISR %,

COHERDOD SV ODHRIE. CG KRS RVW—D T —XUFFHETH 2, KEDERN
REHE% GPU LTf7 5 HiEpa S 1uad., BETRZhEHO 7 n 77 3 v 7RENER S 1
TW3, Zh%E—f&IZ GPGPU (General-Purpose computing on Graphics Processing Units) ¥
IER, ZOHHRTIE. T7RAF ¥ EHWET AR I 4 k% — Wt EICHR Y 2 HIEERNT 5,
GPU D E#EI R e 0D B0 5133 TH 5,

WebGL 13 Web 75 7% L THEITEN S OpenCL/GLSL D 70275 A TH %, N—AFikld 7
UV LTI u I LTI TER 0TS 37 F5E JavaScript TH B, RFDT 7 UHR 5
. EDT7 U TH o THIRIFETARETH D, Windows, MacOS 2 ¥ D OS 2DV, &
FBAERDA YA =V BARETH 2, ZOBBCTEBICENET 2707 L E2RURD O MRHE
HEDTHWL, #ETF A PZHET 2ICY D, FHFIEYFEIRNLRD Tl CoRETHNT
%7125 1id Windows, MacOS O F 7 Web 7' v H CTIEHICETTE TV S,

n

OpenGL DHEREZ TN 21272 D, LK S A7 L T T 4 Y IEHRERURFFIFFRZE D
F= L R=I2BHEII LIz, A= R=VEBE L TEEBRERE SHRWIZWe 2 ZIRHE

L4ii@8 ¥ LC “Graphics Processing Unit” Ti&72 <. “Graphical ...” ZH VTV 3EHL DA IN 5,
?http://marina.sys.wakayama-u.ac.jp/ tokoi
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258 JavaScript DEIE

2.1 NA—7—=J)LK (FD1)

JavaScript &, 2D 7075 ANEENT-HIML 7 7 4 L% Web 75 UHTHL 705
LADEITEIND HFARDIEFICTFR L T 05 IV EETH S, Web 77 74D En s GPU %
BET 2 WebGL OBIBEFOM-UH L1k Z @ JavaScript 2> 54T 5,

X 2.1 (4—%) &, JavaScript D N—1—7 —)L K DFRE L AT OB % 1T S5 JavaScript
ZEUHTML 7 7 A VORITH 5, TNEZDEEHEYR Web 77 7 HTHIC &, K22 (4=
V) OMEPRRING,

Zo7urI ADEH:

onload = function() {

};

Z. = O TEABBEER L. 2OBM (teference, DEDAEY 7 FLZADLIRDD) %
EADER, JavaScript D window A 73 =7 FDA XY bV K5 TH S onload IZHEMNT %

TEERLTWVWD, ZDAXRY AV FIOZRT 5HEIE, HTML IZERSA TV ETDY
V=% 7 7 UG AIAATRRIZFEITEIND LRSI TWS, DF D, BEHH % - 721212
T 7T AP ETEINSEMATD 5,

HTML TiE 7 7 Vv ORREZIBIEI R WZ2DIZ, BEEHARAATZY Y =R MDY YV — R
DFEAAAKT BT ICFRT AR > TWb, ZOMEHARZ I - E2RZERVERIC
BT 5, LHELY Y —RADFHARAAERTZRWI2®, JavaScript D 71 7T LFITICKFE 27z
THEMNDH Y, JavaScript TIZ LIZLIE onload = ... 2FIHIN S,

2T, BBoONEOEHE !

[: let canvas = document.getElementById("canvas"); :}

17238, onload XIEffICIE JavaScript @ Window 7Y 22 F DX Y N—ZE (L Y AR Y ZAEH) TH %, JavaScript
DTRTFAE FEDT 0T T L%EL HTML 7 7 A WSS 547z Window 4 7Y = 7 FNTENES 2 & W 5 HEHR
OFEDIzD, WHWS Window 4 7Y =7 b ZIEE T 2 MBI,



% 2 JavaScript DR E

<html>
<head>
<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script>
onload = function(){
let canvas = document.getElementById("canvas");
let context = canvas.getContext("2d");

context.font = "24px Arial, meiryo, sans-serif" ;
context.fillText( "Hello World!", 50, 50) ;

context.fillRect (20, 80, 100, 50);
}
</script>
</head>

<body>
<canvas id="canvas"></canvas>
</body>
</html>

X 2.1: "a—Y—L K EHEERH < HTML/JavaScript D 7027 Z 4 (2D 1)

Hello World!

X 2.2: X 2.1 DFETHE

TlZ. HTML 7 7 A LD TEBD F v ¥ AN RERSY (EBRICHEITHI ZE) ¢

(i<canvas id="canvas"></canvas> j)

Zid B X —ICL T, A7Y 227 b LTHERT %, KiZ,

(i let context = canvas.getContext("2d"); j:

T, MiETTE (24" = 2007 T 7 4v Z AMEDOER) ZEEL T, Fry oA AZ2Dary7F
A NERET 5, £ LT, 2RI, XFHIOHHE :



% 2 JavaScript DR E

context.font = "24px Arial, meiryo, sans-serif" ;
context.fillText( "Hello World!", 50, 50) ;

BEO, A O

[ context.fillRect (20, 80, 100, 50); ]




% 2 JavaScript DR E

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

</head>

<body>
<canvas id="canvas"></canvas>
</body>
</html>

X 2.3: "e—Y— FeEALHEEZHATMLO R 6 (2D 2)

onload = function(){
let canvas = document.getElementById("canvas");
let context = canvas.getContext("2d");

context.font = "24px Arial, meiryo, sans-serif" ;
context.fillText( "Hello World!", 50, 50) ;

context.fillRect (20, 80, 100, 50);

X 2.4: Ne—7 =)L R EHFEERML JavaScript D702 F 4 (£ 2, main.js)

2.2 NO—7—IK (£#FD?2)

JavaScript ® 712" 5% HTML 7 7 A WVIZHDIALDTIER L, A7 7 A VITHAET S Z
EHTED,

¥ 2.3 (6 R—) 12X, JavaScript D705 L% 7 7 A V% " /main. js" (HTML 7 7 A
NERUT 4 LV2Z FYAD main. js) THEELTWS, £ LT JavaScript D7 7 A )Lid, X 2.4
(6R=2) DX IHEAET %,

COHETT TS L2 BRD 7 7 A MHEILTERTIUR, OE2D7 7 A AHRRITKS
THAD

DT FZAMTE, RELRE, (20 1)) TiakLl, (20 2)) 0B TTarF L2 /Fl
5,
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T35 WebGLODIHE

WebGL ZHW/=7"1 275 20 BAFIIREZELFE RT 2 L, ZDETIE WebGL 2= CG
VA=SA FNOL X 3 AN

3.1 7O 5 LOEFEMN

GPU ZHW3 a2 Ak, CPU LTEET 2R MTAOY 5L GPU ETEIfET 23S —
ATIOTS LI 67405,

RA N8BT T LE GPU 2T 272007075 5 THD, @D JavaScript 71275 A
DET LRI CPU ETEIfEE N5, GPU ZHilf#l3 272 ® API (Application Programming
Interface) 121& WebGL ZHW 5%, Z#4Uud OpenGL @ Web 7' J YV HhRTH 5,

OpenGL &, 22O THRAHD CGC EHa Y a—Xo% - ek iToTWwWkyvay - 735
7 4y 7 AR L2 T 7 49 7R - 5475 ) OEEEE 1993 IR L7z DTH
%, HEEDMBEDIE L, a5 7 4y 7 ZEBAOBMDBHBINAEG TH 7270, Bk
AT, MREOBI WL DZ S 7 49 7 ZEBOURERF | EHT e ZET2ER L B
2570, fet ZlE~A 27 8vY 7 b DirectX ZFMA LGEICHAR] MEHBEEHPLLEN & W
IR D B 5234,

Yx—&7ur5 niE GPU O LTEITEINE 025 L TH%, WebGL Tld GLSL % Hw
%, GLSL &, OpenGL Shading Language D& TH D, OpenGL (Z D TIZ WebGL) & Xf
25T GPU Lo 7ur s akidiks2 705 IV 7EETH 5, 1990 FRONHEN/2Y
#1D OpenGL 12i& GPU Z#{ET 2R8I I TR o7z, L L. ZORICHEEIRRE L.
EHREL S %2 GPU ZR1RINCHIF$ % 72912, OpenGL ORFH 51EIE 10 FiBN T GLSL @

Ishader DA X AFERHL L LT Pz —&) ZHVEH, [P z2—&) ZHVE2EVE LT, JIS OHRETIIRIETYT
M. B, BEPHEITWEeDIr, TOTFRAMNTIREIEEZRAL T,

2DirectX l&~4 71 Y 7 + 2 Windows IS 2D TH 2720, ~7nuy 7 EEEICHR—FLTWS
HHREV, ZAUIH LT, OpenGL DY HE— MEIBIRDITKRDIBETH %,

SEOITIE, RHD GPU 2BEL. 2RV ELNLVOERENTE S5 7 4v 2 Z API ¥ LT, Vulkan X Metal 3
RBRINTWE, #FELYEEIRLIE Metal ZHWVWTW3,

40penGL 75 DirectX IZHERTAYIGEOND A, Eidr vy MRRL THHER 2 ERIETI RV, 22T, T
REMFRTEBICHCMED T 077 L OFTEREZ LR T 258217V, OpenGL 20BN 2 & 2 HEAEL 72,



% 3% WebGL DM

CPU
RA MO L :
)0 |
D T AAEEEEEEEEEE TR
l
|
L N=Fu o R TSTAV
: Jr—4H— T —H—
V| TRgS A PARASIN
I

X 3.1: 3fEO 175 ADH%

_________________________________

R RE XN, ZHICEL > T GPU 25KHETO S IV IFFEBLNALTHEHATESZ X511

7;0?:0

B 3.1 8—=2) & WebGL @71 7' ADWRIKTH %, GLSL D7u 755 (UTF. ¥=—
Z7a277 n) & WebGL DSEHET 2R b 7025 20BEH FTETEIN S, GPU X CG D
& R 2 RA T4 VHNZFATLTED, XA TIA VDR T VBT =2 —X T 7T A
PR T 20 EDH 2D, ZOHBTHVLI Y ==X T T I 0. N—TyIR>x—2T0T5
LTSRN 2—RTOTSLD2HTH S, ZODONIAARTAFERATIED

NRA T4 BB LTWS, BAFIHZICIEARS,

iR, WebGL/GLSL ZH\WT CG #iliZ1T 5 %6, 7ur/7<idbind e T 3D

VAT PN

1. "R a2 Z 24 (JavaScript + WebGL D EIEER)

2. N=TFT v I RA¥z—HFn 7 5 (GLSL)

3. 797Xz —&X 75 s (GLSL)

EEPRRZR SR,

FI3HGED CG METIEN 3.1 D X 5 REMBMERTIEIA I THD, ZHARIIAX MY =—
& (geometry shader)®, 7 v+l —2& (tessellator) 72 ¥ DRIEED S = — X EBINTE 2 GBI

SUAR MY Y = —RPFUFFHAZAFT28E0 D2 Z e HHISNZ X512k, BETRIZL A CHV SRR,
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26

¥ 3% WebGL O

WERAETIZRWN),, 72, FHEIBL LY 2 —& (a2 ¥ a— bz —&. compute shader)
LAATEL XS IR ->TETWS,

WebGL OHEE. &34 T OpenGL O ZNEFIEHHEVTE D, ZOHET F A b THEINEE
OpenGL THHEAMTEH T %, 7272 L. ZO#HFET F R M TS % WebGL (IEREICIE WebGL
ver. 1) 13, HHTD OpenGL DOftkED 513 2 04530 BT H 5,

WebGL OERH{LEEE ver. 2 TH 2, L LBIFETIE. WL D220 Web 77 VH Tk Z Dft:
BETFR—PLTORVDDDDH B0, ZO#HFET F A FTlE WebGL ver. 1 ZEAT 2L &
ERAE

AR LICBRZ X512, WebGL Ot OpenGL DIHROAAETH 2, D7z, ZhLlE
DfEFET 'WebGL TlX...) 2EPNTVAEMDZ 1 TIHKD OpenGL Tik...] ¥ FWRZ T
LWL, HdHZITH 3,

3.2 RAMTOTZLOIEE

WebGL 1325 7 4v 27 2D a 75 — J= & 2 3WHE Iy %251 ZAFE#HE T %
— 1T MUHTH D, a7 T2 — 722 2T 4 AT A Ricv4 v Fozhil /B
U2/ BEIT5. 24 ~—EIDAARERHVS — 71 WebGL DARICIZE Ehinw,

a7 AN DEDE. TS Web 75 78 2 JavaScript IIRIFT 205, EL ALY D Web 75
v CHGELAR (HTMLS) SRASATE D, FAUHELAIRETH 2, Dk b FEFRELED,
Windows, MacOS E® 3D Web 75 UHFTZDT XA MNTHNT 27077 2 2E T
BR D T CASEL [ CFHEDATRETH - 72,

WebGL ZHW2 R A b 7075 2 O—fREVZIFRFIE & P EIIA T OED TH 5,

KRITRRIROMEL © 3. WebGL OERM AL, Ml Y 4 > Py DERZE 21T I,

SI—ARTARI—RDER: >2—&F 70770 a 40 )7, GPUNDEE, B
FEIT D,

SIT—HAANDANT—2DEf | ERICHEH T3 HERD T —ZERA N0 7 Lk 5 GPU
NERET B 72 Y DHEFZIT S

SI—HARTERRI-FORS ! = —XETAREa— FZERT 2,
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27

28

¥ 3% WebGL O

WE: L vz —XEFREa— FOEER) IOV TRRRVAMIEMIZIT S,

¥3. TR ITLE VAT T A, ATV ba— R, FETAEEa - FO=FENDH
5ZrBWHZES, ZZFT Io=2—&X70r5 4] EMATWESDRREZY —XT0r7F A
DIZERIBL TV, THLE, Bil2#II 258103 > 2—42Y—XTOT 3L L W5 IERT
bHWEZ 2T b, ZNEAVRANLEDDE YT—FF TSI I—R 2Rz T
2, IBIC, TRV VI LED0% Sx—FRTTEI—F LRI T3,

BIE. GLSL ¥ = — X OMEE D —HERIERES N TVARN, FETERNVWEEZEZZRNERND
LR, 207, ZNZND GPU O DHHa Y4 JEZNEND T ANA AR T A NE
TZH o TRV X =D OEHEGIN TV RN TH 2, FER, Y2 —KY—2T0 77 L0Da >34
W, Visual Studio % Xcode D & 5 MM EFHABRIICHAA TN TEITEIN LD TII R, AR
N a2 Z nirs WebGL D a v o84 Z ZBBIFOH LS 5B N THEESNTWD, T
DA ARDOMERIILLTO@ED TH %,

1. 70— a>rals L EToRTartArdnaizd, 77 r—Yaryrars
DALHE LMD IEL 8k, 72 25— o518, BBRICTF—ABNRAX— T2 FTIlca—
PFRZDR-ENZ i, IFELLIRWY,

2. Lo —F —D/RBREOEHD DI, a3 ZIXEERa— FRE{LLTES % S
TERWV, LI z—RY—RATul I L%2HANIA AV TEDZRGIE, TokiEE%

B CEE TR R Rl 2 T E 57,

TR a %4 LD TS ORIFEAGA K BB Z TV B 05, 2HENARFERIZIZE > TWiw,

3.3 x—470O55LDIEE

BRICIRAR 7= K512, 2—HF 3P R ey 2BEHOY = — &Y —X 705 AT 3 B D
50 FNBHWREENZFNDY = —X ETEWEL, UTD XS R&EZH-TW3,

N=FTvI R+ >x—4 (vertex shader) .. JHi (vertex) ¥z —X& b5, 3D CG T
FIEROBEAEE Z DY 2 =X T 120, ZOHAMBTOT VS, ERERICITERIEE R
WIRSF. BHREENTE 720D, 747 4 7XRETIE GPU ODHHWEWADTE 2,

RRANTOT T LPHEN=T v I AT 2 —=ZANDANE, RTHEOME, B, ZOfmoft
FEEHCTH D, 2= HHICHEITTE 5,

SHEFREIAN—T vy 7R 2= i1Eh, FAXITAFICANEN D,

SHMEEDO MR EMARIUZ 22 Y O WS, GHREORNE NS 2 08EHH D, @, EHRRITUEZ R § 3,
"1 21E Metal DY = —&X 7025 AF Xcode BETHEANZa YA L TE 3,

10



% 3%  WebGL DM

function initSystem() {
/* T ZIZ WebGL Z DD WAL ILIE */
}

function initData() {
/x 227 r s ATHAT 27— 2 o9 L «/
}

function display() {
/¥ T TATHHEILIE +/

}

window.onload = function(){
initSystem();
initData();
displayQ);

};

X 3.2: AR MTO 7T LDVRIY

750Xk« >x—4 (fragment shader) DirectX TIZ¥' 7+t (pixel={Z) >z —X¥
IR, FITT AKX T4 X TRD HNIKEEDOEDF R ZIT I,

N=T v I AY 2 =X 5N SNEABRE, 72274 P2l L CEEREDH
WA INT, 797XV b2 —RICATENE, 797X b2 —XTIEZOD
ANERETCICME 2 DFEROE (L HER S RFERHR) 251875, & (ZEREHER
B7VL =27y 77 FOWET 2HBEANEZIATN D,

Y2 —X7TuT A& GLSL Titid 3525, GLSLIZ C B AR U EAM X EFiOF
FETHE06, CERBIEATVEZEIIEITe I II VDAL AMIELAER Y, C il 2
25DIE. F— 2D AHINCE#E T 2Rk L — L, X7 P LF— ZBBER I EHAMNITE ATV S
RTH Db, dHIIRELREICHIEZ FWT TEICHRH L TV,

3.4 WebGL/GLSL 707 3 LOAH

DT F A NTIE, WebGL W3 JavaScript DR R 710275 2ADFKEK 3.2 (11 =)
DED LT3, T0TTADFHART DD, ¥ 27 LBHOYIULZFT 5 B initSysten().
WEMRT — X DYWL EAT S BISK initData(), Y= —&X 7027 L%EH L, GPU THiliZ1T
5B display() 2 TERT %, COMRTE—EHLTZIDOEO T urssxHws It
T 5, BARGNIRETLGE TREZT 5,

11
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23

FA4E XAX—bF7v 7 BELEH

COFETERT % CG ERIZ, NVH (X) Z KOO THIK 41 TH 3, T DOHFLREB
RN T 270275 5% TEICHENLTOVL,

SRR AT Y, K410 X5 REMRREEHET 32073 D AT Dys s
SHREDTOY T LR EPREBLRNILICHEL LSS, LA LEERY ST 4y 7 ZILEIZIZ
BT TENZV LB L TIE LV, 20 AT OpenGL (= WebGL) 7213 Tl137% <. DirectX,
Metal 2 E HFERTH %,

BAZVEIF TR, OpenGL O 7155 2157 Dz v, LIZLIE OpenGL 13 MATEL,
CODELIICEMTHOHMD IS WMEFRemAL w2007 vithans, HAlt
BAREINZDN 0 ERTHD, YDA L a2 —XD7—F 727 F ¥ DHlRZ KM LD D
THY, ELEFEERN—FT 27 CETTES XS ICMBLEINLDTHB, ZOHTEL
W ol B EBERE X7z Metal 2833 -oZ2 D e LTEBD, BIVERL SV EHIC k-
TWV3,

728, WebGL F—#B. A7 =7 MEABADARKRZEID ANLTED, AKD OpenGL £ D B
DLETFGRAZGN T BT T KR ->TWE,

4.1 2070734

X4.2 (14 R=), K43 20=2), K48 (383 R=) BWKRRA+TRITLTHS, R
M 4225ty FLNVDOFEELTH D, 3.2 D0HBICHTEDTELATVS, K431, K
AIPBY =BT —REHET 2D DREHDITH 2, M4.81F, ZHUTOVWTIIERITR
RNEW, P2—RXTATF7LDAVNAN, VI OUHZITS Tl T LE T TH 5,

NeF 9IRS 2—=RIATIL8, 757X b x—& 702755, HIML 77 41DV
V=Rt LTEHRT b, 2D HTML 7 7 4 VIEK 4.5 (26 R—) TH 3,

#E (JavaScript DBEBER) ©  JavaScript 70277 2T, BFIILLTOWXTERT %,
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AR RX—F 7 v 7 R

X 4.1: E5H (2D 1)

function BA¥H (REIEV A b)) {
k@ NN
}

4.2 RAMFOTS L TEE
4.2.1 KBEHDEE

X 4.2 BEOZ 0 — LVEE .

(1et gl;

/] T 749 AV THFAL j

3 774y 7RV TRRAN T A ERDESTH S, TDF I 749y 7 RAVTHFAD
BT 75 AROREREN ST 7 RSN D, TR 1ILVEET b,

RDFTFD

[ let program;

13



FAE RAX—F 7 v 7 B

let gl; /] 757497 RAAVYTFFEFAL
let program; /] ¥ = —RFATAIREa — F
function initSystem() { // HES 27 L OWIHEE
let ¢ = document.getElementById(’canvas’); /] F X UNREES
c.width = 500; c.height = 500; /] Fx YNRADY A R EFE
gl = c.getContext(’webgl’); // WebGL 7' Z 7 4y 7 ZAa v 7F X b RIS
gl.clearColor(0.5, 0.5, 0.5, 1.0); / BROEPEE
buildProgram(’vs’, ’fs’); // ¥ = —XFATAIRET — F@Iﬁ‘\}lx F
gl.useProgram(program) ; // ENER LTl nzRMARREC S
}
let NUM_POINTS = 4; / THRBDRRE
function initData() { // FEHE T — X OFJEARRE
let position = [ // 2 RICTER T — & Z iAW a%
-0.5, -0.5, /] T
+0.5, +0.5, /] fHL
+0.5, -0.5, // T
-0.5, +0.5 /1 kL

1;
let buffer = buildArrayBuffer(position); // ECAIDSTHR NNy 7 7 B4R

bindArrayBuffer (buffer, ’position’, 2, program);
// buffer % >z —XMHNOD attribute £ position Y HEiHE

}
function display() { // FHEZ1TS
gl.clear(gl.COLOR_BUFFER_BIT) ; /] ¥ IRNRAEBEROTIVT
gl.drawArrays(gl.LINES, O, NUM_POINTS);
// THFoNY 7 7 DY (0) A5 NUM_POINTS-1
// FCOTERZHA U CHEE Z R
gl.flush(Q); // GPU |ZHHHELIE % 2
¥
window.onload = function(){ // main BIEICHYE T 3
initSystem(); // FE S 27 L OFIEHE
initData(); // THET— 2 0Pk
display(Q); // T
};

4.2: XEIZHiEF % JavaScript A& b v 7 4 (FEHEL, main. js)

14
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21

22

23

FAE RAX—F 7 v 7 B

., AV RAIARQY Y IBDY 2 —XETAREa— FESRITA2EHODES TH 5, ZndeEld
L7 7R RENB=H, Ju—ILEET 5,

#E (JavaScript DF—ABESICDOWVWT) ¢ JavaScript ZEINA(TOZFETH 5720, ZH
DEETRIEBICT = 2BE TR0, Ko TED 21TTIE, let ¥—V— FNORKICHICE A E
HzTw3,

8 (JavaScript @ var. let. const) : let ¥, EHZICHS XN FOZHTHE L
ERTDHDTH D, AEDH DL LT, var ¥—V— F23H %, var & let DEWVFERDO R a—
TTH5, —MIZ, C/CH+LFAFEDRA—T2FOLRIL let THSINLDDITKR S, var X
Zavr ({ ) OFTEFSINTVTD, 7y 70N THZOERICT 72 ATE 2 WO A
WRaA—=T2FoTED, C/CH+DEED» HIFHE 2, B, let TEHR L. var BUELF
HXELALTEOD S, TOTF A PTEES let ZHWV %, const FEHES (kD EMHKCE
2. ZOEBUCRAINfEE ZErEHTERVWEBIOES) ThH 3,

4.2.2 {#ED T LOFEAERE

Z ZTIXBIEL initSystem () IZDW TGRS 5,

[ let ¢ = document.getElementById(’canvas’); /] Fx UANRERE )

TiE, AIETHERZELSC, HTML 7 7 4 LD F ¥ YNy 2 BUSFT %, RXDT !

[ c.width = 500; c.height = 500; /] Fx INZADY A XZHRE ]

Tl ZDOF ¥ U NZADHE, MOV A XBEBETHRET S, IHIT, RDIT .

[ gl = c.getContext (’webgl’); // WebGL 7S 7 4w 7 2a vy 7F X+ 2HUT

N

T 77749 27Ray7TFRAMEAGT %, BIETIE, 518 LT "2d" ZHRELLMN,
Tld *webgl’ ZHEET %, ‘webgl’ DF'T 7 4w 7 XA Y7 F A M WebGL Dk 4 72 H&RE % 52

BENEPRP

lconst EESNLERICA TV = 7 P EFHARA LG A. ZBANOF 79227 P EERATEI LI TEZHA
M, ATV FHNOBEEDOEEIXAIRET T,

15
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22

23
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#E (JavaScript DXFF) HoHbLWA, JavaScript TIEXFHNES VIV T 3 —FT— 1
VO~ THRINT 4 —T—>ay "~"Thitdh TE 5, koT. ’webgl’ . "webgl" T
BH KW,

X512,

[ gl.clearColor(0.5, 0.5, 0.5, 1.0); / BROZHEE ]

F. FYONROERMERET S, HEDATHD, ZORETRERATERIORTILIEL
2\ 518 0.5, 0.5, 0.5 3 RGBMEHZFEEL TW5, 0 DSRAKBEE, 1 R ABEE D720
COfEIRKE (K412 THo, 4B/HDTIHIE 1.0 IZFBHE (RIEH, 0~1THE) TH
%, LI NEHTH Y, ERTOME[EZ LFE X352, 2B, clearColor() i WebGL 7' F
TAvTRAYTHFRRAL gl DAY v FTH 5, #HED OpenGL TIE, ZHUIEIEL glClearColor ()
CLTREEINTVWEHDTH S,

RDAT

[ buildProgram(’vs’, ’fs’); /! P x—RETAJREa— FDEIL R ]

By 2 —RY—ATUT I LEAVSRANL N=T v IR 2 —RF T2 ba—Re 757X

VE =X ATV s ba—REY YL, FEfTaREa— REER L. 7a— N LZER progran
WA S %, BE%X buildProgram() IZOW TR T %, 518 *vs’, ’fs’ I EHTML 7 7 £ )b
HOXFHNY Y — 2D idTHD, ZNENN—T YIRS 2 =KXV —RATAT T L TITTRAY
b=V —RT0T T L%RKT, TRZOWTHRAET 2,

[ gl.useProgram(program) ; // ENRLITar s neEITRIRRICT ]

F. BRI NIy 2 — X FEATRRE o — N2 FEATRIREIC 2 2 K5 ICERE T %, BH. GPU D LETIX
BROY 2 —X 70T MIEFTEE, Eil CCHmEIT>, ZO5HE, EIT732 70740
REBRAR CEZBDLFEITL TN, ZNUDB LD 11TTH 3,

IRBHED 1.0 XD /NI WG, THINET 2@ TES 2 LIcHY T 5,

16



1

2

AR — b7y 7 BRI

3
=~
il

4.2.3 EET—XOVEAERE

F3. UTD117:

[let NUM_POINTS = 4;

/] TERBEDRBGE }

W, FENCHOCRTEROMERE L TVWETS, ZOIHEHRIIEE display) THHHET 2720, 7
2— VULICEET 5,

BE%X initData() OB .

-~

\_

let

1;

position = [ // 2 XITTER T — X 2 ResNcEk

-0.5, -0.5, // ET
+0.5, +0.5, // GL
+0.5, -0.5, // AT
-0.5, +0.5 // EL

/

. oD 2 ZouEEEE 1 KITEANIHICH L 72 b DTH L, DT —X% GPU NIRIAL,
HENZ WS,
BEAHFRC 7 — & 2R 2 B IE AT O BAMIR A — DD 5,

L 2 RoTERRELE, AT ORID X 512, o BEEE, y FEEREZ 2 D IE%E TP LS EER1TE# K L T
TS %,

| e |y ek |

2. M ERT L EIE, UITORD X512, 4RO 2 KITHERE, &R 0D 2 RITHEEE % AL
BRI LTINS 5,

| AR 2 JOTHERRE | #EAD 2 SRR | .

fiR, Qe D2DMDERT 7 — XD TIILLT T LW,

| A o B | AR y PR

KD o FERGE

WA y PR | .

TOOMDIEHIE, ENSH T — X 2BSNHE L TRET 5 I LIR30 06, 4HERZERT 24
Ehd 5,

SHEENCE 213, WIEHICHNRTD WS, ZOHEICBEA—T v 7 Ay 2 =X 7075 L THHIEICE D 5 BEHD 5,

17
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FAE RAX—F 7 v 7 B

775 LDORDIT

(: let buffer = buildArrayBuffer(position); // ECAIDSTHRNY 7 7 AR :}

. THRT — X 28 L 72B28 position 7 — & ZHWT, GPU LD — iz N—7F v

ANy 774 7Y 27 b (vertex buffer object. VBO) & FER — %3 3,
ZL T, RZEOIT:

bindArrayBuffer(buffer, ’position’, 2, program);

// buffer % ¥z —XAND attribute £ position Y HEH

TiX, VBO 2> = —& 702 LHOD attribute Z# position ¥ fEET 5, ZD 2fTOEED

WHEE DR DEMTH 2720, ZO0OEICE L D7z, FHllIERART 5,

4.2.4 HEHLE

FEE LRI display O DERAIDOUEIEF ¥ O AN ZADOHIHALTH 5,

[ gl.clear(gl.COLOR_BUFFER_BIT) ; /] ¥ IARNREBEROETIVT

)

KLy 2 —R7Ia 7 LADOREHZEITS,

gl.drawArrays(gl.LINES, O, NUM_POINTS);
// RNy 7 7 DFCEE (0) 725 NUM_POINTS-1
// FTOTERZ A L CHRIHE 2

BRI N U gl drawArray () — 7@ D TEIAIZHE <) — A ==X 707 o a2 K87 5,

HHOHFLE T TH 5, 5IBOERIILITDED,
1. 25 1 51803 2 ERDIR B E T %, 722 21

RAYERTS51 DTS ... gl.POINTS 2IEET %, RETHWV S TE,

RO DIBE ... gl .LINES, gl.LINE.STRIP, gl.LINELOOP X2 EZIEET %, arlld &M,

=AIRDH\BE ... gl.TRIANGLES, gl.TRIANGLE STRIP, gl.TRIANGLE FAN 72 ¥ 25E T 5,

A3 A, BETHV S TE,

18
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TN E WS 728, gl.LINES Z15ET %,

2. H 25 18TiE. FANCBR LAEAT — R OEANICOWT, HEZEGT 32 EAOMNE 2
TS 5, BHEIIBEE initData() TIRE LEADLHED: ST 205 0 ZHEET 5,
L7277 m 07 LA TlE 0 LINDNERZIEETSZ 2 dH 5,

3. F 35T, WEICHVATEHEOHEIEE T %, S OHIETIXTESEE NUM_POINTS T
b,

ﬁ%?\( G:\
gl.flush(); // GPU |ZHffE LI % fEE {2

D 1471&. glDrawArrays() 12 K 2 i Z5EH T2, £ W5 Db, OpenGL DR TIXERTD
gl.drawArrays () (3 Z TH 3 2B TH - T, #il%ETS 2B TIER0, gl.dravArrays ()
PO L7226 e Vo TEBICHENB I NS LIFRsRVWDTH S, LarL. EFICIEZ
D & 5 BAEEOIEEHE U 2 FRIDRNEEIE D PC HY —nN— /2 54 7 2 FOBHR TRy b
7 — 2 % UTHEILEZ1TS K5 BRBEICOAEZ LMD 5. HED PC THEZITSHAI
VREE RS OB IR X v, D 1171 OpenGL DEH & E X T LW,

HE BROKTEERZCLRTESZN?. K4l (13R=Y) ORDHMORKIEZEZ S Z LI
TERV, LETDOAR A 7 4 772 OpenGL TIEARETH o 7z BIED —HD S X7 LA TIIATRED b
LDy, D OpenGL YD 57 49 7 A5 477 VDEZHIE TRWRDERHiE 20
ROSHEVWEAEEHWARZ W] 7o TED, gl.LINES TIEY X7 AEHED K X DR L2
LTEDBTERY,

19
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function buildArrayBuffer(data) { / BRANY 77379 27 O
let arrayBuffer = gl.createBuffer(); /! BOFTI 7 bDIERK
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY o bR
gl.bufferData(gl.ARRAY_BUFFER, // BH| data OWNE% GPU N

new Float32Array(data), // a¥—L, [HEAANY 77

gl .STATIC_DRAW) ; /] FTI 2 bEER
gl.bindBuffer (gl.ARRAY_BUFFER, null); /] FREEHNT
return arrayBuffer; /] ERR LA 7Y =7 P 2RT

}

function bindArrayBuffer(arrayBuffer, name, s, program) {
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] ATT 7 bR

let location = gl.getAttribLocation(program, name);
/] N=T 9 IR z—XHND name EI[FL
// %HiD attribute Z8D GPU NN E % Ui

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0);
// location DTHEANY 7 7 DJEEZ&E

gl.enableVertexAttribArray(location);
// location DIHM NNy 7 7 ZRIHAIREIZT 5

4.3: XEIZH#iE3 % JavaScript Z A b 707 F 4 (JHRANy 7 7 B, util.js)

4.3 RAMFOVS L IBENY T 7DERTE

Z OHITIX, BIFETOLTD 217 !

let buffer = buildArrayBuffer(position); // BRAIHSTHRNY 7 7 B4R

bindArrayBuffer(buffer, ’position’, 2, program);
// buffer % ¥ x—XND attribute Z position LHEE

DOHNEBUINZ DONTIRIT 5, Z IR TH 2, IFHICAEATHD DI WIWHTH 555,
HEDWMET. ToOTELRANITKEEDBVWRFEb castnTiw,

B9%L buildArrayBuffer (). bindArrayBuffer () DEFRIIXI 4.3 DED TH %, ZDYFEFIE
NEZX 4.4 ZHWTHHAT 5, B, UTOHAFD TOpenGLJ & "WebGLJ IZHiAZK R T
QAN

20
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P e e e e T TR T

s \‘

| AE . CPU
1 1

N (@), (b :

| BRT 2 OpenGL Y7 FX k| 1

: (postiton) &_‘ :

N D ) GPU
- | (@ K
L AEY |© \—FYHRY T —E—TOGS L |
' | vBO ...

! (€ attribute vec2 position; |
Y |
| l
! I
! )

_________________________________

X 4.4: GPU XEVADHET —XDiRi% @ (a) OpenGL Y TF A MINY 7747V 22 b
arrayBuffer 247 %, (b) arrayBuffer % Vertex Buffer Object & A7 L. ZTHLIEDE
MREF 5, (c) arrayBuffer IZHIGT 25 GPU O X EVHEZHER L, CPUDXEYNHT —
RERGRT B, (d) ==X T 0T T LD BRED attribue ZEDHFT location ZRD %, (e)
arrayBuffer & location Zfi&3 %,

4.3.1 VBO O{ER

OpenGL Tl¥7n 277 L DFEITICBD 24 721858 % OpenGL 2> 7% X b2 LT—InEHEL
TW3, 2L, 72753 I0ary 73 A MIEHZIZ T 7L ATES, BE#T % OpenGL
O E R TOABENICY 72X T& %, GPUDXEY EDF—& % OpenGL 2> 7 F R
FOEENRTHD, OpenGL TEIDT—X%ENY 7747227 b (Buffer Object) &IMA
TW3, B buildArrayBuffer() DEHRD 1 17H :

[ let arrayBuffer = gl.createBuffer(); /] ZEDF T =7+ OIEK ]

3. OpenGL 2 Y7 F A MNCOEDDNYy 77 ATV 27 b il iCERT 2BETH 5, K
44 —HOWMHZ KR L TWE P, ZOBBFCH LEKOD (a) ITHYES 2, LoFvr 5 AT
F ERENTNY 7 7 F TP 27 MIZER arrayBuffer 22 HBMTE 2, BB, £ ZOMH
TiX GPU O X £V Rz y 7 7 FEUEFER S L TIE W ARV,

21
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1 R (X171 77 OpenGL) :  WebGL TR WA A 7 4 77 OpenGL TlERN—RXFiE% C
: BB LTW3, koT, 7Yz (AT7VF MEMTBTIIVITTVHILIHDAT
s Y7 b) EFHATES, Ny 7 70EHIIANY 7 7ID TfToTWd, ZDk®d, X474 77K
« OpenGL D7V I LAFIZDTHFAMDT BT ILEDBILICHAIILVWDHDIZR>TWVS,
s OpenGL D 7077 LDFHAIZ K EDOERNE, OpenGL DEFES 30 FFRTD 2 > ¥ a2 — X DRI %
s N—RIMELNTVWBEZLIZH B,

7 NI ATVl MAIZ DRI X o T A RSN B D, REBICENES 2 HIED R 5,
s AMEZZ 212 OpenGL T TARHCIX VD E DDy 77+ 7V 227 b ULHREDIRICTE W
o EWVIHERRIZR o TV S, ZAEHEZ T, RO 1{T2RTAHL I,

[ gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] ATY 7 bEHE ]

n ZOD1UTE Ny 774 7Y 27 b arrayBuffer I2DWT, Z4L% gl.ARRAY BUFFER ¥ \\5 fH
. DNy 772 LTINLFOREDOMNRICT 2 Z e B#HEET S (K4.4 (b) ZH&), gl.ARRAY BUFFER
B 3 FONY T 7 A T2 bPAN—T v 7 AT 2 —EADANEIINY 77 TH 3 BBEKRT
w bo ZOREHDNY 7 7%, BIffiTHNIZLSIC, VBO (IN—F v 7 ANy 77 FTV27 k) ¥

5 MEATWS,
16 RDAT -
gl.bufferData(gl.ARRAY_BUFFER, // FiFl data DNE% GPU N
new Float32Array(data), // a¥—L, HEANY 77
gl.STATIC_DRAW) ; [/ xTY = bEREK

17

s 3. UTOUEZF D TTHBIRTH 2 (K44 (c) B,

19 1. 25 1 5% gl .ARRAY BUFFER I2i3 Z ORI L TR E T2 Ny 7 » DR ZIEE T %,

20 ERTOEFIECH U gl.bindBuffer () IZB\W T, arrayBuffer 7% gl.ARRAY_BUFFER T»
21 LEBELTWVWA ], arrayBuffer 232 DFEIFUH L DEREDNRTH 5 (63\737) g
» W2 W D,

23 2. %2 518U2E CPU DEtHID S GPU DNy 7 7 ATV 27 AT — R 25X T 280D, CPU
2 D EAEBCE ZHEE S % o

2 LD 11T7DHAE. data 135 B THEINZBUHEADESITH 5, ZORIED B4R T — &80
2 HEINTWARY, % 32bit IFEINSSEBIEDBEIINZEHLS 2 D23, new Float32Array(data)
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21

22
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ThHb, WHE, GPU S B/ NSRBI T — 213 32bit TH 2405, data KDY
A B2V 64bit FBNEGEBER D55 72 LI & OFELFIERICOWT T — X BIE R
DRETH %,

2B, CPUDXEY LDOF—X% GPUDNY 774727 b AERET % IR MICD
HBDIEH. PFIEFITIL gl.bufferData() XV 2 HED R S M TELRIRMEHIE TIz]
wriEbhs,

. %8 35|¥ g1 .STATIC_DRAW IX, FEfRT 2 GPU DX EVUMNY 2 —&X T 07T AETRAITIEE

WKTF—XDHmAHLIHHAINE 2 EET 5, ZOESZMEEIA T Yz —XTnr o
L (F=3A) EEICEIES 20, 7 — X DA UICEBR RS E» 255805 5, 5l

¥ ¥ LT, fhZ g1.STREAM DRAW, gl.STATIC_COPY. gl.DYNAMIC DRAW DMEERIRETH %,

BE# buildArrayBuffer ) OULEORZRITLT ¢

(: gl.bindBuffer (gl.ARRAY_BUFFER, null); /] FiEEHNT :j

ThHb, 258U null Z¥EET 5 Z & T, gl.ARRAY BUFFER IS 2EX KT X ¥ 5,

4.3.2 VBO ¥ 1—H DR

B9%4 buildArrayBuffer () & VBO OFEZITD b D2 57225, bindArrayBuffer () I& VBO
B —REFEAEE, Y —KT0r T LAETOERETS,

LATH :

[ gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); [/ ATY = b ]

. BRCHIEI TRz X 512, Z0h 5 arrayBuffer (DWW T gl.ARRAY BUFFER & L CRE%R
15 2L ORATH %,
RDAT :

let location = gl.getAttribLocation(program, name);
/] N=T 9 IR z—XND name EI[FL
// FHID attribute ZED GPU N DN E % BTG

1CG Tff 5 BHIZ 64bit DEAEREEIZRBETL W,
SHEIRD P % ANid. gl.mapBuffer(). gl.unmapBuffer(). gl.bufferSubData() /2 ¥ DREABIZFARTAR XV,

23
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25

FAE RAX—F 7 v 7 B

. B 5IBUCEE SNy = — R FEITABE T — K program IZBWT attribute H 5 S/ AH
DO TERAHE 2 51D T name LR DD ZHL. ZDNIE (location) ZZEH location
ANEAT S (4.4 (d) 3. location OEMEMRMHEEH 2 HEIZR W, b LZDARTDOLERD
BoD L RWHEIIEBORD HIX null ¥ 4%2% (OFDETETS—TH3),
TRBIMHT AR A5 (26 R—Y) DN=T v 7 AT 2 —RXTBT T LIIE

[ attribute vec2 position;

/7 2 XoTIHRALE ]

EWVWIHEEDDHD, "position" EWIEHHBLEHWTWVWS, FOBBIFEOH LIZZ D position

DNBEZKRDTNS,
RDFT -

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0);
// location DIELNY 7 7 D@z

. ROZODWEZITS (K44 (e) B,

1. 55 151# location THET % > = —XEITAIAED — N D arrribute ZRH DM E L, Bilkf
HTHREMNRE 2 >TW3 VBO (gl.bindBuffer() TIHE LNy 7747V 7 ) %
WET 2, 2hCEkoT, ==& 77 LPEFTINZ L 12, VBO 2 5JHICT —
ZDELD &, Z0HBZENEND arrribute ZEICRAZIN D Z 212k (Z Z HHlIRIC

DIz Wn ),

2. % 25180 58 6 51803, VBO DL 5 JIE

ST =R WS HERIEET %

(a) %258 s &, WIET 5 arrribute 28D s D > R—F > b GEAMKER.
3z o L) 2RO EERKT %,

(b) 8355 g1 .FLOAT I, AiHD Y R—2 > b2 float BITH 2 Z L B EKT %, fic,

GL_BYTE. GL_UNSIGNED_BYTE., GL_SHORT,

IR EHEERRET H 5o

GL_UNSIGNED_SHORT. GL_INT, GL_UNSIGNED_INT

() # 4. B 5. 56 3IMOTINIEIKT 3. BB R FHAE VD, false, 0,

0 T&Wy,

BHEDIT .

24
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gl.enableVertexAttribArray(location);

1. #5158 location THiE

PLEAYVBO OFRETH 5,

PIEE L7 arrribute 28 & M HAREIC S

25
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FAE RX—b 7 v 7 HHERE

]

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
/] TTWRN=T 9 IRY 2 =&Y —RAT0T 7 hkaid

attribute vec2 position; // 2 RorTEANE

void main(void){
gl_Position = vec4(position, 0.0, 1.0); // ZDEEIRXTAPANET
}
</script>

<script id="fs" type="text/plain">
/] TZRXT IRV MY 2=V =R T 0T T Lk

void main(void){
gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0); // RN
}

</script>

</head>

<body>

<canvas id="canvas"></canvas>
</body>

</html>

4.5: XHIZfi#E3 % HTML/> = —X a7 L

44 x—R7OU05L

Yx—&XYV—2717F5 A& JavaScript DT BT T M o TR I XTI TH 2, £

IOFHRANTRY ==KV =27 055 22UTFD &SI,

1. Y2 —=RDY =270l 5 L% HTML 7 7 £ VT script BZFEr U THDIAA,

2. script HHEOD id BEZF - LTy =z—&X 70 r 7 L% JavaScript IZA 7Y =7 b &
THUD A A,

3. ZFDATI 2T D text AU N= L Tyz—XT0r 7 L% XFHEe LTHIST %,

FoittcithEnz HIML 7 7 A DX 4.5 (26 R—) TH B, ZD7 741D 44TH

’6

L

D

script HZIIX 4.2 (14 R—) D JavaScript 7RI LTH S, ZD7 741D 5{THD script

FHRIIX 4.3 (20 =) @ JavaScript 707 I L THS, TD7 741D 61THD script E

26
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RASTOUZ

bindArrayBuffer (buffer, 'position’, g, program) ;

let location = gl.getAttribLocation(program, name) ;

gl.vertexAttribPointer (location, s, gl.FLOAT, false, 0, 0);

2

attribute vec2 position;

N=TV IR T—R2—T0O7Z L

X 4.6: attribute ZEUCE T2 RA T 0TI L8 NN—T v 7R =2 —X 05 ADOME%R

FIIX 4.8 (33 R—) D JavaScript 7R 77 L TH D, HHICTHINT 2, ZASHDT 7 AL
HTML 77 AV ERIUET 4 L2 FVIC .js 77 AN LTSS %, ZDFD id="vs"D script
BEEPN—T v VAT 2=V =R 7075 A, id="£s"D script BRB T 77XV PPz —
RY)—ATa 75 L THbD, D script HHRD type JEMEL LT "text/plain" ZIEET %,
B DORH D OpenGL/GLSL OHARIZ ver. 4 TH D, Mea RHHRENE D IAT ATV S, L
L. 27 F A D WebGL OfEA#Z OpenGL @ ver. 2 #H24TH ., FEEEDSE L, LA L, Pz —
RIAT T Iy 7 OEMREHRT 513N THITH 5,

LIF, ZOHOFEDN—F v 7R/ T7 57X v 2 =K T0T 5 MIOWTHET 25, B
iRy ==X 7075 LOFATORFIZ 458 B30 R—) TihR2Z, TI TR, Fr7 720
WE AT 2RE Y L, 4.5 HiCIERICHERT 3 525 K\,

441 N—=FvIRz—=4HA70O095L

N—TF Y IAY z—RIWIRA N0 74006526123 A HOTEED ZNZNONMHANE %
Ry 3,
K45 DNN—F v 7 RSz —K707S5LDEH :

[ attribute vec2 position; // 2 XJCIHmfIE ]
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1%, attribute 2% position DEFTH % — 28 yec2 1INT MBI FHEN, float B2
fEl2 532 ZEELTWVWS, TOESRIERAN T I L0y 7 7 DRELESL TV
IR B0, ZORIZOVT, BIEHSINLFHHEZEVWHZ S5, KA+ 7m 754 (K4.3)
DLAT AT :

a I

let location = gl.getAttribLocation(program, name);
/] N=T 9 IRz —XHND name EI[FL
// %HiD attribute Z8D GPU N E % {5

gl.VertexAttribPointer(1ocation, s, gl.FLOAT, false, 0, 0);
// location DTHEANY 7 7 DJEER2HRE
- )

i, attribute Z% position DT — X EZRET BT H o7z, T TITEH name 1213 "position"
DREMSNTED, s I3 2 PRSI TWS, DD,

1. ZA7D position TH D Z L. gl.getAttriblocation(program, name) D 2 54
B3 "position" THZH I L EEEL TV

2. ZROT— 2D vec2 BITH B Z 213, gl.vertexAttribPointer(location, s, gl.FLOAT,

false, 0, 0) DF 2, FH3518M s, gl .FLOAT THRZ I L EBEAL TV,

RIZ, N—=T w7 A xz—&X7T0a7Z LD nain B

[ gl_Position = vec4(position, 0.0, 1.0); // ZDEETAXITAFANET ]

DUTDHEDBRD, THUE, TOTHRDF ¥ AR LOMBENEZRET 2D TH S, £LD
gl Position &, vecd DI R T AERZBTH D, HRD VA ¥ F Y LOEFNIEZ 4 XITH
REERER OB

(z,y,z,w)

ELUTHEINT 2 LIRS T WS, Z OFEEHEIZEE O 3 RITZEM T

(XY, 2) = ( )

)

g e

2 Yz
w w
LIRS NS, MEMEXY A > Ny 2KFESA [—1.0,1.0]. EEFH [-1.0,1.0] OFEHHEER L
T2 EONME (X,Y) TH2, Z DEIFFESME (EMIIZERMLEINLESE THb, Z <

—1.0, 1.0 < Z OBFA I X A,
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1

3

4

5

8

10

11

12

FAE RAX—F 7 v 7 B

LoRDEL veca(position,0.0,1.0) &,

(z,y,z,w) = (position.x, position.y, 0.0, 1.0)

REWT 5, DD ZODEME 0.0, 1.0 2% position.x, position.y DERAIIN L, ZhrilE
WD 3 TITEEOPEFERICEIR T 2 L LT D@D TH 5,

position.x position.y 0.0
1.0 ’ 1.0 7 1.0

(X,Y,Z2) = ( ) = (position.x, position.y, 0.0)

Lo T

—1.0 < position.x < 1.0, —1.0<position.y <1.0

ZolE, ZOHEREFYA Y Ry RicHiEEh s,

HBE RIPILBF—2DAM) : GLSL D702 5 A TIERZ bR vec2, vec3, textttvecd
ZRHTE 2, 22, float BEMEAY 2 . 3MH. 4 A 5745 2 KT, 3 KT, 4 KLY
LT =2 %RT,

N7 PVEOEREZE, x. .y. .ze w THODHTIEMNTEET, ZHERT P2 EEHEE
RIRL 7258 TH 2, NI ML% RGBA 7—X LT 22 4 TE T, Z0HAIIE. BRI
. .g .b, .a CTHOIFTZLHTEET,

N7 MVENZ, REFREPEQTHARL, 2 2E

vec2 v2 = vec2(2.0, 3.0);
vec3 v3 = vec3(1.0, 2.0, 3.0);
vecd v4 = vecd4(1.0, 2.0, 3.0, 4.0);

PF—REBEARZ L HTERD, BRORZ MAIF—22HWT, BRONY MUBF — &%k
522 TED, 2 ZEBMUTRELFRIUFREZFL, Lrd 0l I L&A S 0,

vec2 v2 = vec2(2.0, 3.0);
vec3 v3 = vec3(1.0, v2);
vecd v4 = vecd(v3, 4.0);

N7 PVOBEZEOANEZDTES, AW

[ vecd wéd = vecd(vd.y, vd.z, vd.x, vd.w); ]
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FAE RAX—F 7 v 7 B

® —|Vs.|— ® —[rs]
Vs 524 ~ @ !,Vﬁﬂ—
SA - @ ;i—ﬁﬂ—
® Lvs] — — e ——[Fs.]— | = u
H N
[ | |
I..I
) Vs | — — @ »[Fs.|— | | ]
SAZ|— @ F.S.
S04 "% ~[Fs| — 21T
~® ——[F5]
®—|vs]— ® —[fs]| ——=
X 4.7: $REIZE R IGE DY = — X OEIEH]
H BN
[ vecd wd = vecd(vd.g, v4.b, vd.r, vd.a); ]
4.4.2 TS TAEO—=HTOT5 L
TSR P2 —RTIETRARIAFRRDE-REEOCEIET %,
Xl 4.5 @ main BAEUIRAS :
(: gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0); /! Rz :]

DAHED OGS, D gl FragColor F vecd RD T A7 AFHE TH D, TOERITIZZ DHE
# D RGB EEEE 77 7E (FRBHE) 2T 2 LRI TS, RAZOEEDEIZ.
RGB BEEEIZFRE (1.0,0.0,0.0) THSH 5, MdA—EucEons (K413, 4FHOD
FBEHEIZ 1.0 TH20 5, TRIZTEHATH D, THINBIFTHRR 2 Z 13730,

4.5 70O 5 LDOETORF

K473 CFETHERHILTERTO7 7LD, FiZ GPU NTOETORTERRL7ZH DT

%50

N=TY IR z—HDE}E ZOFETIE. B initData() TATHRDMEZRET 5, T05
DEERPN—=T v VAT 2 =X T BT T LD attribute 2% position NMiEFG X 41, PUD
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DN—TFT 9IRS 2—RT07 7 ABFNFNAIRITEIND, N—T v 7 A =z — XD
F—XDR DI IZ—Y L, &L HICHFFEITE NS,

FRAAZAYDEE N—T v 7R 2 —KXTKRD LN gl Position DEIEEIZ. ATy 7>
CFRUCIEFTIENSR, ZOREN S OFTONRTICEINT, VA ¥ R LORS DA
Cmr a3 (gl.drawArrays ) BIBODE—518(T gl .LINES 248E L7278, Z
DR ZAELEENEE 5),

JHEDRTZIZTIARTA P TR EHN T IAHEBRICTIRAXIA XENS, R7IE2DH
6, FREFNRININT 2T AR T A4 FHRPNICHFIRITENS,

TSITA R T—FOHE SAXTAFLOLHNINBHRLATONVWTIFI TR Pz —
KON L CHFIRITIN D,
757X MYz —X15 gl FragColor IZHII SN BERIZIGPUD 7L —L Ny 7 7
WS T, —HROEIBIZR 5,
SEOFIETIE. 2 AKDMIHE & 5 RO LEERTIIER L TEIERN 7 L -2y
7y ttihEhs, 20t & ZOERBICEBRTEONLAIEIFETOXAL IV 7IURkFT 55

ZDEIIZ GPU ZHVWEHENEIZS S = — &, FRAX 7 AP THINEIZZ->TW5S, F
oo Tx—&R, TARTAFOUMIIIETINCEIL > TEITEINZ 84 T4 VIHIZI > T3,
GPU Tl&, MiFLEEY R4 F5 4 VI X o TEERMEZ EHR L TW 5,

63D CG DFAITIE, ERMADOESHRIC X o THBICHE S 3 82 8IRT 2 Rah oW EHRETOEMORN T O
BRBERL, il 5),
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4.6 RAMTOJSL:>x—47075L0AVINTIL, VD

NEFE DI KRN ENEIC 72 o 722, ZDEDREDFERBIZ 2 —&X T uros0ary 4Ly
THb, av AL, Vo7 EREFICLUEZEEREZ. GPUDFETOERBL BB LD TH S,
B#E 0275 Ald, 48 (33—3) TH3,

4.6.1 Jx—4A7O5LOaAVINTIL

Sr—HY—RTRY T R AV NT BEEIE, 48D FH  compileProgram() TH 3.,
D type ITIE. ENBN—T v I AT = —KXHT 0T L7207 (gl.VERTEX SHADER), 7
FIRXY b 2—RHT0 ST 1D (gl .FRAGMENT SHADER), DXABIEIEET %, HU L. id
ZiE, HTML 7 7 A L@ id BIEHEETEET 5,

REEAR D BEE -

let source = document.getElementById(id);
// HTML 7 7 A V08 id YT 2 ) Y — X2 IS
if (!source) { return; } // BUSTERZIIIUL null 2R

T, VY —RZHBF L, MGHEREZITI. K,

f
let shader = gl.createShader (type); /] DA T =l ba— ReER
gl.shaderSource(shader, source.text); /] V=R TS5 ADXFE
// %% shader IZ#&#i
gl.compileShader (shader) ; // arvRA
\_ %

. Y—R2Furorkarf L, A7V ba—FEREZ—HEOEETHSE, Y—A T 1
TSR AVRANT T =B o l=hBErEUTTF oy 7 L. 7 —WETUE, 7927+
a—RFERWEL T3, To7—2HBG5EIE. FRE2FRL, TSI sE S,

if (gl.getShaderParameter (shader, gl.COMPILE_STATUS)){ // =7 —F =zv 7

return shader; /] T =DBNROIEA TV v a -V ERT
} else {
alert(gl.getShaderInfolog(shader)); /] L7 —NEDERR

}
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// html 7 7 A VD id #iA3 vsid, £sid DV Y —RZXFHE L THARAT
/¥ = —RFATAREI— FZ LR
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
/[l N=T 9 IR 2=V —=AT0T 7 LDAVNA)L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 753 TRAY Y 2=V —=AT0T T LDAY R

program = gl.createProgram(); // ZEDFATAIRE T — R ZAERK

gl.attachShader (program, vs);

/] N=T v IAYz—RDATY =7 ba— F ek
gl.attachShader (program, fs);

/] 77 TRY M2 —RDATY =7 b a— F e

gl.linkProgram(program) ; VARV

if (!'gl.getProgramParameter (program, gl.LINK_STATUS)){ // o7 —F =v 7
alert(gl.getProgramInfolog(program)); /] L7 —NEDER
}
}

/] P2=ZDRAT (N=FT 9 IR/TIFTRXY) VY —=RidH»bH
/] FT7T =7 ba—-RFERT
function compileProgram(type, id){

let source = document.getElementById(id);

// HTML 7 7 A L5 id ICHY T2 U YV — X 2EE

if (!source) { return; } // BASTE R null ZiRS
let shader = gl.createShader(type); /] EOXTY 7 b a— REER
gl.shaderSource(shader, source.text); /] Y —=ARTOT 5 LDF

// %% shader Z#ft
gl.compileShader (shader) ; // AR

if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // o7 —F zv 7

return shader; /] =PSRRI P a—-FERT
} else {
alert(gl.getShaderInfolog(shader)); // T —NBEDERTR

}

4.8: XHIZHE T % javaScript RA 707 T A (¥ x— XFEITA[HE T — FIEREEE,
compileLink. js)

33



2

3

4

FAE RAX—F 7 v 7 B

4.6.2 J>v

AVRANZINT AT 2 P a—FRY 7 ENE,. 20N 4.8 D )7 buildProgram()
TH b,
BUEHD 217 :

let vs = compileProgram(gl.VERTEX_SHADER, vsid);

/] N—=T 9 IRAY 2=V —RATAT T LDAVNRA)L
compileProgram(gl.FRAGMENT_SHADER, fsid);

/] 727X o x—=RY =TT 7 LDATNRLN

let fs

B N—=T v IR/ TITA 2= ReZNETNAVRNA NV L, ATV =7 ba—FeRFT
BETTH B, AVRANMIEII LRI, UTo ks iczo0 v rs4%2) 7 L, 57
HEa— F2{ERT %,

f
program = gl.createProgram(); // ZEDELTAREa — F 2B
gl.attachShader (program, vs);
/] N=T 9 IRz —=RDATY =7 +a— ¥z
gl.attachShader (program, fs);
/] 77T RXAY M 2—=RDATI =7 ba— Nz
gl.linkProgram(program) ; VAN
- /

FATAIRE T — N3 a — VAR program IZAEME NG, VY7L T— (LR N—Tv 7
A2 —RETIITRY P2 —RTRIBET T —EPBELRVIRY) 2F v 75 580H5K
BiZd %,

34



FAE RAX—F 7 v 7 B

4.7 WHE : CO0EMNIOJTLDURE

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain"> B
/] TIRXN=T v IR =&Y =270l LEiR

attribute vec2 position; // 2 XIuIERNE

void main(void){
gl_Position = vec4(position, 0.0, 1.0); // ZDEETFIRAXRTAPAET
}
</script>

<script id="fs" type="text/plain"> B
VVARRel i /P S D S A = B N R U

void main(void){
gl_FragColor = vec4(1.0, 0.0, 0.0, 1.0); /] HEHN
}

</script>

</head>
<body>
<canvas id="canvas'"></canvas>
</body>
</html>
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// main.js
let gl; /] 7574w IRy T HFAL
let program; // ¥z —RFETA[REa—F

function initSystem() {

// fiE 2T A OYIRGE
let ¢ = document.getElementById(’canvas’); /] Fx YNREHUG
c.width = 500; c.height = 500; /] Fx UNADY A XBHRE

gl = c.getContext (’webgl’); // WebGL HZ'5 7 4y 7 227X X+ 2HG
gl.clearColor(0.5, 0.5, 0.5, 1.0); /] BRORIEE

/] Tz —RETAREa— RDE LR
// EXLR LTl aeHMARREICT S

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

}
let NUM_POINTS = 4; // THEBDORE
function initData() { // fHET— X OHIEERE
let position = [ /! 2 RICTER T — 2 2 BiHNZER
-0.5, -0.5, // KT
+0.5, +0.5, // HL
+0.5, -0.5, /1l BT
-0.5, +0.5 // FKE
1;

let buffer = buildArrayBuffer(position); // BRAIDSTHRNY 7 7 ZARK

bindArrayBuffer (buffer, ’position’, 2);
// buffer % > x—XND attribute £ position LS

}
function display() { // HEZIT S
gl.clear(gl.COLOR_BUFFER_BIT); /] FxANREBREOETI VY
gl.drawArrays(gl.LINES, O, NUM_POINTS);
// THEN Y 7 7 D5EEE (0) 75 NUM_POINTS-1
// FCOTEFZFIH U CHREE Z H
gl.flush(); // GPU |ZHffE LI % fiE {2
}

window.onload = function(){

};

// main BAEUICHY T 2

initSystem(); // HE > 27 L2 OHHL
initData(); // FiE T — 2 0L
displayQ); //
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// util.js
function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK
let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
gl.bufferData(gl.ARRAY_BUFFER, // BeFl data DWNEZ GPU N\
new Float32Array(data), // av¥—L, BEEAAy 7>
gl.STATIC_DRAW) ; /] ATV NEEK
gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
return arrayBuffer; /! VERRLI=A 7 227 b RRT
}

function bindArrayBuf:fer(arrayBuffer, name, s) {
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR

let location = gl.getAttribLocation(program, name);
/] N=T v 72X x—XHAND name E[AL
// FHID attribute 2D GPU N DN E % B

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHR NN Y 7 7 DJEMZFRE

gl.enableVertexAttribArray(location) ;
// location DIHM Ny 7 7 ZHIHAIEEICT 5
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// compilelink. js

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3

]

38



3

4

BHE HEHMER

CDETIXT AKX T 4 PIT X ERAREIRSEE 2 3§ 5,

5.1 KEE DR HHEE

N=T 9 I AT 2 —RT0TT MIEFT 3 attribute 8L, SR b 7075 A THEFLET—
REey2—RTOT T MR TEA VR =T 2 — R >TW\Wb, BIEDHITIE attribute 24K
¥ LT position BV, Z ZIIZEIFINY 7 7 5 HTEHED 2 RITEFENEZ #HE Lz, ZOHiT
F. BTEACHEHEZBENL, 72X 74P TRANOSEREDOMELIE S MEEE S, 20
BN—T v IR 2= RDE N FARTAFEEH LTI 77X bz —XDAN T 51t
#HA ¢ varying BEE 7 ICHW S,

ZOHiOEIGRDOHAHNEK 5.1 TH 5,
BB, TITOWIRREME L, BBOOMNR p1. po OHEEEL By, By, 352 %, oL

DEZEN p OHEHE B %
p_ 2=l g Ip—pi
|p2 —p1| |p2 —p1|

ERDBZEENVD, ZOHFETHEOFMEMNE =, BEEIC 77— a &2t 3, GPU
TR ZOMEMBEZN—F Y 2 7 TitE T 2720, bD TEERIHENTHETDH 5,

Bo (5.1)
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// main.js
let gl;
let program;

function initSystem() {
*x AT EFIL *x
}

let NUM_POINTS = 4;

function initData() { // THE T — 2 OFHAER
let position = [
-0.5, -0.5, !/l ET
+0.5, +0.5, // ALk
+0.5, -0.5, // GTF
-0.5, +0.5 // EL
1;

let bufferl = buildArrayBuffer(position);

bindArrayBuffer (bufferl, ’position’, 2);

let brightness = [ // FEEEAEZHr LB
0.0, !/l ET
1.0, // HLk
0.0, // AT
1.0 // EL
1;

let buffer2 = buildArrayBuffer (brightness); // FtHlHHIHEANY 7 7 ZEK

bindArrayBuffer (buffer2, ’in_brightness’, 1);
// buffer2 % ¥z —XMHND attribute £ in_brightness &

}

function display() { // FEEZIT S
sk FIE LR L %k

}

window.onload = function(){ // main BEEUCHHYE T 5
or BIELFL *x

};

5.2: FRFEEEDNHE &0 E LT 2 X EIZfiE$ % JavaScript A2 b 7’0 2'F A main. js (ZD 1,
ZFD2EEL)
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5.1.1 KRAMFOTIL

AR T2 T LDOEFEIFK 5.2 DB initData() DATH %, H7=ICHY] brightness %
AL, 221200 (RIEEE=E-8) ¢ 1.0 GAEE) 20T 5,

-
let brightness = [ // R fEZ RGN
0.0, // ET
1.0, // AL
0.0, // AT
1.0 // KLk
1;
\ J

7B, WebGL TIZHEEIX [0,255) OHPHTIZZ L. [0.0,1.0) DHEPHTH 2 2 ZHEET %,
ZLT. YT k3iiz, ZORFNCONVWT VBO (N=FT v 7 ANy 77+ 7Y =27 b)) %{F
D, Theyz—ReiEET 5, XFH| “inbrightness”id. ZOEINIIHIGT 2 N—F v 7
Y —XT0 T LD attribute BEDERTTH 5,

let buffer2 = buildArrayBuffer(brightness); // EHIDGIHRANY 7 7 B4R

bindArrayBuffer (buffer2, ’in_brightness’, 1);
// buffer2 % ¥z —XNHND attribute £ in_brightness & iHEE

51.2 N—FTvIRx—27005 L

53 DEAPEFEZRDN—T v IAS 2—R IO 5 LTHB, EREHLILITORET
%50

-
attribute float in_brightness; // attribute ZR DB
varying float out_brightness; // varying Z# (H71) DEhN

out_brightness = in_brightness; // FEEfEZ B v —

\_ /

9. T2 MIIHEEEESNT 2 attribute £ in_brightness DESZBMT 5, X HIC
N=T 9 IR 2= 77 LATHRELELEEEEZ I ZAZXIAFEN LTI FIIA Y bz —&
70T ANZIFIET AR out brightness ZEHS T %, N—T v 7 AY x—XHh5DHINTHIG
T B3EHNL varying R MHEN., ZRES ORIICF — Y — F varying 213 TES T %, main
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<html>
<head>
<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>
<script src="./util.js" type="text/javascript"></script>
<script src="./compileLink.js" type="text/javascript"></script>
<script id="vs" type="text/plain">
attribute vec2 position;
attribute float in_brightness; // attribute ZHDENM
varying float out_brightness; // varying ZZC (i71) DB
void main(void)
{
gl_Position = vec4(position, 0.0, 1.0);
out_brightness = in_brightness; // FEEEEZ B v —
}
</script>
<script id="fs" type="text/plain">
precision highp float; // float ZEfiE L LTHESE
varying float out_brightness; // varying ZZ8 (AJ1) DEM

void main(void)
{
gl_FragColor = vec4(out_brightness, 0.0, 0.0, 1.0);
// IROFEFE(E % out_brightness IZZ
}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

5.3: BEEEMEDNE & ICZ(LT 5 XEI2HiE$ 2 HTML/> = —&X 7075 A
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20

21

22

23

24

25

26

2 |

BE¥CCIXHIC in brightness D% out_brightness ICAAT 2723 TH 5, HRZRATH 3
A ZHUFEBTERV, HRZ2MAATERWAIE LT, 72t XU TORAS E VAU
MRELT 2 Z BT 5,

[ out_brightness = 1.0-in_brightness; ]

5.1.3 750X b x—47055L4
K53 DFHTBEERD IS IA Y oz —X Tl 8TH5B,
T3, FRRICEE XN B LT

[ precision highp float; // float X EfME Y LTES ]

E 75T R YR 2 —RIZBT S float ODEUEANHORINEEZIEE T 2 D TH %, highp
'3, high precision (FF§EE) OFHHE (32bit #HE) ZEKT %, T mediump =HHEE (16bit {#
B). lowp ={EAEFEE (10bit EE/NIGIHED) DHRERRETH 2, FEEREDMRN T 23 HE R X
REL D LHFTEZH, EBRICEHRERZIEEL TH Y AT APERKERRE 2565
D, HEEREE vs. MEOMRIE ZAUE Y EMTIIAR V. 2 2 TIIEEE 2 EE T 285 5 highp
ZIRET %

TATTLZEN—T v IR 2 =R T T T LRI CARID varying ZHOES

[ varying float out_brightness; // varying 28 (AJ1) DEM ]

ZMZRIZSRN (X RIFV I T7—-8d), THIZEST. XN=T v I ATz —XT
0> L0 H T E Tz out_brightness DENT A X F A H & U THIEMREN, 777X
FY 2 =R T T T LD varying ZEABIHE NS,

N—F 97 Az —R 07T LD out_brightness IIFR7T DM DME (0.0 £721X1.0) T
HED, TI7TR N2 —=RT0T T LDZNIICMHB S N EERDOMEICR S, FAXRTA
YA, out_brightness Dl DOE, Z DM HDEZENME, Z AN DZHE RN E O HHD
5. HEZFEIZEBIT 5 out_brightness D% HEMNIHIEMHET 5, Z DI GPU O E
HAN=Fv 2720570, S#RRMHEITE 5,

main BAEL T, KRFEMHIM 24172 out_brightness Z/REDEEEEY L TRGB 77 —%{E->T
W5,
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1

2

3

4

5

6

attribute
position
in_brightness

varying
out_brightness
(gl _Position)

varying
out_brightness

%

5 AR

® —|VS.|— ® —|FS
5. 524 ~® Fs | —[Fs.]
e - @ > FS.]
SAY o Eﬂ HH
°® Vs — — | ]
E =
1|
1
°® VS| — — 0 I. .I
B AT B - FsS.
SAY -0 —
®—|vs|— ® —[Fs] ..
X 5.4: JEE ORRZARE O EIER]
5.1.4 HITO¥KF
X 5.4 12 GPU OFEITOETERT,
N—TF 9 IAT 2 —R T I ANIANEINIREEATHAHEEHENBINENTNS, ZOfIT

BHEEMEZZOEEIARIAFIEINDS, AKX T4 FE. FlmDIEHRD SRR O HE
DIFREPAEEET 2, MHINEZ IS IR Moz —KTur I L AEINE, FROE
ICIC RGB 71 7 —#/EUX, K 5.1 D X 5 REIRPER XN,
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BoE PR

X 5.5: E{§E] (D 3, RGB & T — OEHIRE)

5.2 RGB hS—0DisH M

ZOHNIHIEHIOHTS %,

HIEiDBITIE float BIDIEE(E%Z attribute ZE & LT GPU N L7z, £ attribute Z$1T
BTE 27 —2D% 4 &, 28, 3. 4D float MOMPICEETZ2ILHTES, 2D
Hicld, THA D RGB & 7 —fli% attribute ZEUTHI L TH 5,

E{ROHIHNIR 5.5 TH %, MmO RGB 47— EMlE S, s 77— a v ki
LTW3,

BB, TITTVS BB L. B9 O pr. ps D RGB A 5 —fli% Ci. C 205 3K
JTERZ ML T 5L &, HEM p DRGB #7—f# C %

C':: |p2—P| 61+ |P—p1| 6':2 (5'2)
|p2 —p1| |p2 —p1|

YR PAEFETRDBZ 2V, BDIBLICKR 3P, GPU TIREMEZ N— K'Y = 7 THE
173272, b TEHBRINHENHETD 3,

5.2.1 KRAMFOTIL

X 5.6 (47 R—%) ORI initData() IZIXEH color ZHE L. #2112 H. 7R % HDRGB
H T —% ZDIEFITHMNL 7=,

46



Yixan

2 |

// main.js
let gl;
let program;

function initSystem() {
ox BIEELRL v
}

let NUM_POINTS = 4;

function initData() { // THET— X OFHIRRE
let position = [
-0.5, -0.5, // ET
+0.5, +0.5, // G
+0.5, -0.5, // GTF
-0.5, +0.5 // KL
1;

let bufferl = buildArrayBuffer(position);

bindArrayBuffer(bufferl, ’position’, 2);

let color = [ // RGB{E % Fr#EmMm
1.0, 1.0, 1.0, // ET. H
1.0, 0.0, 0.0, // FHL IR
0.0, 1.0, 0.0, VA SHINE
0.0, 0.0, 1.0 // EEH

1;

let buffer2 = buildArrayBuffer(color); [/ BAD BTEE AN Y 7 7 BAERK

bindArrayBuffer (buffer2, ’in_color’, 3);
// buffer2 % ¥ x—XMND attribute Z# in_color Y iHE
}

function display() {
*k FIFE LR L *x
}

window.onload = function(){
*xx A EEL *x*

};

5.6: RGB 1 7 —5F 6022 b3 2 X HIZ i § % JavaScript k2 b 7’027 F 4 main. js
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21

2 |

f
let color = [ // RGB{E7% B
1.0, 1.0, 1.0, // ET. H
1.0, 0.0, 0.0, // ALk R
0.0, 1.0, 0.0, /] BT
0.0, 0.0, 1.0 /] EE. &
1;
\ %

Z LT, ZOEAHNZDOWT ArrayBuffer 7 7Y =27 M 2{ED, Tz = —XEeRET 5, DUT

bindArrayBuffer (buffer2, ’in_color’, 3);
// buffer2 % >z —XND attribute ZH in_color &FEHE

D 2 518ME “in_color” 1. ZDEHINIHIET 2 NN—T v 7R ==K T 7 5 LD attribute
ZHOHFTH 5, 5 3518HE 3 1. RGBIEIZ=2®D float BT =X 054K 572DTH 5,

522 N—=TFTYIRx—47O05L

K57 (49R=2) BEERDY ==X T0T 5 LTH 5,

MDD G N=FT v 7R ==K 7T MIHEEEZIENT 5 attribute Z8 in_color %
HET 5, Hiffiid in brightness I& float B TH - 7225, in_color & float M7 —X =25
72578, vec3 BITH %,

EHR AN=FT v IR 2—RTuZ 7 LATEIRELERGB A7 —0Z2 7 AKX 74 ¥ %2/ LT
TRV N 2 =BT 0T T ANZITET varying B8 out_color EEHE T %, Z DADHHA
BHIETE T TH %,

5.2.3 759X z—4T7O05L

M57DTFH, 797XV b 2—=X70YTMI3IN=—T v I A 2—XTa 7 LLFL
varying ZBDEE Z MR %, main BIETIE. 7 XX F A P THIEMIR X 1172 out_color % [HjZE
D LTHNIT %, B, out_color ik vec3 I TH D, gl FragColor X vecd B TH 2005,
F—REBEXELDIC, FEASDOT VT 7fE (FREWHEE) 1.0 ZBIL 7.

5.2.4 HITOKF

K58 IRT LI XN—=T v IR x2—&X a7 7 MIANEINZFERTEAIZRGB &7 —
E2EMEXNT WS, ZOFITIE, RGBA 7 — B2 ZDEEITIRRXRIAVICET, FARIAY

48



2 |

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

attribute vec3 in_color; // attribute B OZEH
varying vec3 out_color; // varying B8 (1) 0%

void main(void) {
gl_Position = vec4(position, 0.0, 1.0);

out_color = in_color; // RGBHZHiffiavr —

}

</script>

<script id="fs" type="text/plain">
precision highp float;

varying vec3 out_color; // varying Z¥ (N}]) OZHE

void main(void) {
gl_FragColor = vec4(out_color, 1.0);

// RBBfE% out_color 75HUS

}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

5.7: RGB 1 7 =25 & 21223 5 X HIZ il 3% HTML/> = —X7a 277 4

49



1

2

®—[vs|]— ®—[rs]
S24 - @ ~[Fs.]—
o ~ @ - [Fs |
Y > -E '_
O VS| — — 0 —— [ F.S.|—
) VS| — — 0 ~[Fs.| —
S22 |— @ > | F.S.
L o > [FS.|—
SAY =0' > | F.S.
s . " o —[rs] —LEsd

SR ]

X 5.8: HEE DR O EER

FE XNz RGB 7 —EERS OGSO BMMEE Bz Xh, ZOMEDPERT DBEBITOWTHR
XN 3, XA -HI7 I A oz —& 7l s AhENn5,
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2 |

5.3 R C0EOOJZLDOYR

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

attribute vec3 in_color; // attribute B OZEH
varying vec3 out_color; // varying Z¥ (1)) D%

void main(void) {
gl_Position = vec4(position, 0.0, 1.0);

out_color = in_color; // RGBIEZ Hifliar —
}
</script>

<script id="fs" type="text/plain">
precision highp float;

varying vec3 out_color; // varying Z¥ (ANJ]) DZE

void main(void) {
gl_FragColor = vec4(out_color, 1.0);
// RBBfHZ% out_color 7 5HHUS
}
</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>
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40

// main.js
let gl;
let program;

function initSystem() {

}

*x FIEE[FEL *x

let NUM_POINTS = 4;

function initData() {

3

let position = [
-0.5, -0
+0.5, +0
0

0

B

+0.5, -
-0.5, +

.5
.5
.5,
.5

1;

let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let color = [

1.0, 1.0, 1.0,
1.0, 0.0, 0.0,
0.0, 1.0, 0.0,
0.0, 0.0, 1.0

>

-

1;
let buffer2 = buildArrayBuffer(color);

bindArrayBuffer (buffer2, ’in_color’, 3);

2 |

// T — & OYIHIEGE

i
/] HL
// BT
/1 FE

// RGB{HZHrALEM
/7 ET. H
/] Gk R
VAEEIINE -3
/] FEGE

/1 BEAN D HTHRE AN Y 7 7 2 K

// buffer2 % >z —XNOD attribute Z# in_color LA

function display() {

}

*x B EE L **

window.onload = function(){

};

wx WIEELFL
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// util.js HIEISEEZL

function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK
let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
gl.bufferData(gl.ARRAY_BUFFER, // BeFl data DWNEZ GPU N\
new Float32Array(data), // av¥—L, BEEAAy 7>
gl.STATIC_DRAW) ; /] ATV NEEK
gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
return arrayBuffer; /! VERRLI=A 7 227 b RRT
}

function bindArrayBuf:fer(arrayBuffer, name, s) {
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR

let location = gl.getAttribLocation(program, name);
/] N=T v 72X x—XHAND name E[AL
// FHID attribute 2D GPU N DN E % B

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHR NN Y 7 7 DJEMZFRE

gl.enableVertexAttribArray(location) ;
// location DIHM Ny 7 7 ZHIHAIEEICT 5
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Yixan

2 |

// compileLink.js HIEPOZHIRL

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3
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20

21

22

FLeE RAVFRXTFA4 FOIEE

COEITIE. TR, BAL Y PR TS 4 + (point sprite) EFEHET 3,

RA Y PRAT T4 MiE CPU OBEE - fiERES) 23173 Thw 1980 480 & 90 D PC 7 —
LRITBVWT, T4 ATV ABEEZRELEEZR LTS —2DF ¥ 57 X% A 5—XIHEHT 572
DICFHRBENLFIETDH 2, BRAFNEIRF ¥ I 7 22 EROFILED FIZFH—N—-F v FX
BLDEN, A==y TR XAEY LOEETITS DTIRZRL, BMRESEZHNIT2 L 21T~
FY 272K BEEARICE>TITI 2D, av ¥ a— X OAMIEL, YRDarPa—&D
- HEREN R R D ET T — Y 2 TEIz, “sprite” 1JFAE. NREEKRL, 2> ¥ a— RHEH
D LD LALHER L v 527 &2\ 5 RS 5,

BFED WebGL (= OpenGL) DRA ¥ s 2774 FOFETIMEEERICE B A —1NT v I T
13724, GPUD 7L —4XEY RIZR T T4 + OB Z EREE T 253, BTED GPU DffiE#E
N3, HEIC X o Td T EE A MEHRET D %,

6.1 FHBELRKRASY MR TSA MEE

B ORIETIXME SO 2 KTEERNETH 12, FAIIH LT, B4 ¥ FRAF 54 + O
WCRHBERIERIIZDAT T4 FOHFILED 2 RTCHEEY 2T 54 FOKEXTH B, £DIZLEH
2. M6.1DHEGEERT 27075 LE/NT 2, #iE»SOEBIXTz o/ _fEfch 3,

6.1.1 RKAMFOTIL

X 62203 DHIOKRRA TR TS5 LA TH DS, ZHEEFMIHERIE display() D 1{TOATH %,
SN

(: gl.drawArrays(gl.LINES, 0, NUM_POINTS); jj

. HTED GPU ZEH S 2P OH L TH o7, ThE ZDHiTIE,

[: gl.drawArrays(gl.POINTS, O, NUM_POINTS); // gl.POINTS ICZH :}
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H6E RAYMRATT7 A bOfH

X 6.1: HEE (Z04, KA PR TS54F)

CEET D, METOH 158D gl .LINES 3465, BAZ 52 THD /MBS 2 E— F2EK
L7ehy, ZOHiID gl . POINTS IFFTEHMEZHLE T 2HRA4 ¥ AT 74 M a#iET % E— F2EK
T 5,

JavaScript 70277 AOEHEIZ LO—EFITH %,

6.1.2 N—FTvIRx—4HATO55L

b9 —EIDEBREIN—T v IR 2 —R 707 0IH%, K63NIDHFDz—K 70 s
TLTHb, ZEEFNILTORALDBINTD %,

( gl_PointSize = 50.0; // RAYIRT T4 POREZIDIEE ]

AP gl PointoSize l¥. float DI AT AEREMTHD, ZZWXHRA Y MRATF4 bD—
ORI ZMRATE2HDOENHINTVWE, REOHFMIIHETH 5, ZORANIEZITHIRNG
A, BRI 1IERORS L RRSN, T4 AT VLA ETREREALRAR,

6.1.3 759X —=4T7O5L

TRV M2 —XTa 7T MIFEPLSEELL,
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// main.js
let gl;
let program;

function initSystem() {
ox BIESLRL v
}

let NUM_POINTS = 4;

function initData() {
sk FIFEL L AL %k
}

function display() {
gl.clear(gl.COLOR_BUFFER_BIT);
gl.drawArrays (gl.POINTS, 0, NUM_POINTS); // gl.POINTS 2%
gl.flush();

}

window.onload = function(){
o BIELLFIL *

};

X 6.2: IEATEDRA ¥ PR T T4 FZHET % JavaScript KRR b 7’027 F A main. js

. 6.1.4 EITOERF

2 X 6.4 I2ETOMFERRT b N—T VIR 2—RTOAT T LPETAR T L PR,V F
s PAXNDBEIND L, FRAXTAVFIIEA (2,y) OFEDIT N x N BHEOESEHEBZEHE L.
s FORDMELDHEZENE TSI TAY P2 —EANET,
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AV MATZ 4 hOFEHE

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;

void main(void) {
gl_Position = vec4(position, 0.0, 1.0);
out_color = in_color;
gl_PointSize = 50.0; /] RAYPMRT T4 FPOKREZIDIEE
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec3 out_color;

void main(void) {
gl_FragColor = vec4(out_color, 1.0);
}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

B 6.3: IEAFTEDORA Y bRAT 54 bfiET 2 HTML/> ==X 70 7'J A
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FHO6E RAYIFPRTTA FOHGH

o —[vs]—|27" i @80 i [Fs]
o——m~ T
—>
o Vs] — | .
Sxa|—— 888
o —[us] —

e

X 6.4: B4 > PR TS5 4 OFHERF]
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H6E RAYMRATT7 A bOfH

X 6.5: H#E] (2D 5. RA Y PRATF T4 FBAWVGE

6.2 AWDRAVERTSA

RAVIEPRTIAL VOBIRIE I 7S ATCHRHIEETE S, ZZTRIEAETERL, K65
D XS M ERE T 3 HEZENT 5,
6.2.1 RKAMFOTIL

A2 5B L 72w,

6.2.2 N—TYIRx—47O05L

HiEi» HAEBE LW,

6.2.3 7S AXAbz—4T7O5 L

X 6.6 DEFEHLD T I TRy 2 =X TR I58TH 5,

ZDTur T LD gl PointCoord \E7 7 7 XY ¥z =X T BT T LD vec2 BIDTHIZE
ThHhd, KA Y MRAT T4 MEEHFICIZ, 7727 X2 bY 2 —&iE gl PointCoord IZ & - TR
AV IPART T4 FOBBOBEEOMEEZHZ Z N TES XSITKoTW5,
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3
D
1
%

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;

void main(void) {
gl_Position = vec4(position, 0.0, 1.0);
out_color = in_color;
gl_PointSize = 50.0;

}

</script>
<script id="fs" type="text/plain">
precision highp float;

varying vec3 out_color;

void main(void) {

vec2 localPos = 2.0%gl_PointCoord-vec2(1.0,1.0); // PEREZEH
if (length(localPos) < 1.0){ // b URRD S OFERED 1 R85
gl_FragColor = vec4(out_color, 1.0); // ZOHEZRICOERES
Yelsed{
discard; // HRIZOEEE SN
}
}
</script>
</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

B 6.6: HIEDORA ¥ PAT 54 FZ2fiEHT 2 HTML/> ==X 70275 A
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16

F6HE RAVIFRTSIA FORHE

1 1
> >
B 3
o) n—!
3 —
o ©
g 3
4 3
o

.

—

00

0 -1

0 gl_PointCoord.x 1 -1 localPos.x 1

6.7 KA Y MRAT 74 bDIESFTEHEE Y gl PointCoord. localPos O FEERE(EDER

A TR S, SRR IAFEIN—T v 7R 2—&X 075 A TIRELEZEY A4 XDIE
FHEHNDOREEZRD, FEBICOWTTIIFAY bz —X2RET 5, FEEOMBEIF. X
6.7 DEKD X 512, [0,1] x [0,1] DHPADEE LTF AKX T4 HIZX > T gl PointCoord IZHH)
cEEhd, 22T, K66 D707 F LATIE, £73.

[ vec2 localPos = 2.0*gl_PointCoord-vec2(1.0,1.0); /] PEREZS ]

W XoT, ZOREEER [0,1]x[0,1] OFEH S [—1,1]x[~1,1] NEHE L. vec2 BIZ% 1localPos N\
BT (M6.70HEK%ESHE), 72 21 gl PointCoord =(0,0) 72 51X, localPos = (—1,—1)
T» D, gl PointCoord =(0.5,1) 7513, localPos = (0,1) ¥72 %,

Rz, BAT

[ if (length(localPos) < 1.0){ // b URRD S OFERED 1 ARhi7s 513 j

1%, localPos DK%= X length(localPos) (= |localPos|=
sqrt(localPos.x*localPos.x+localPos.y*localPos.y)) 25 1.0 X b d/NXWhEGh (Fhb
BRI OMONI»ED) OHETH S, B, length() FNT MILOKEF X %KD 2 GLSL
DHAALBETH 2 (FIEDEN vec2, vec3. vecd DWVITHHA]),

b UHEHNER S,

[ gl_FragColor = vec4(out_color, 1.0); // ZOBERIBEEES ]
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®—[vs|]—
o~ + +
o g : | =g
—m - — 8w

X 6.8: KA > PR T T4+ OFHER]

12X T, out_color D% ZDHEZRICHET %,
THRCIFHE LRV, 2212 THELARv) ik, BOEZHET 2 22 TlER, 7V—24
Ny 77 NOUBFREZEEZIAZTRVWI L E2ERT S, else TD

C discard; // BERICEEE SN ]

. FHEAERZ AL (discard) §2 2L 2EKT L7770 by 2 =X 7075 LDTHEET
5%,

6.2.4 EHITOKF

X 6.8 DEITOETTH S, 64 EDEWVE, 777XV b2 —XDERZTIL—LN Ny T >
CEXAFRVEELDHE L TH S,
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6.3

FTOE KAV IRTIT4 FORHHE

HE : COEDTOJSLDURE

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->
<html>
<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;

void main(void) {
gl_Position = vec4(position, 0.0, 1.0);
out_color = in_color;
gl_PointSize = 50.0;
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec3 out_color;

void main(void) {
vec2 localPos =
if (length(localPos) < 1.0){
gl_FragColor =
Yelseq{
discard;

vec4 (out_color, 1.0);

}
}
</script>

</head>
<body>
<canvas id="canvas'"></canvas>
</body>
</html>

2.0*gl_PointCoord-vec2(1.0,1.0);
/7 b URED S DRSS 1 Kz 51

/] FEREZE
// ZOERIZEEERS
// HBIZBEERERS WD
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// main.js
let gl;
let program;

function initSystem() {

}

let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;

gl = c.getContext(’webgl’);
gl.clearColor(0.5, 0.5, 0.5, 1.0);

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

let NUM_POINTS = 4;

function initData() {

}

let position = [
-0.5, -0.5,
+0.5, +0.5,
+0.5, -0.5
-0.5, +0.5

1
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let color = [

1.0, 1.0, 1.0,
1.0, 0.0, 0.0,
0.0, 1.0, 0.0,
0.0, 0.0, 1.0

>

-

1
let buffer2 = buildArrayBuffer(color);

bindArrayBuffer (buffer2, ’in_color’, 3);

function display() {

}

gl.clear(gl.COLOR_BUFFER_BIT);
gl.drawArrays(gl.POINTS, O, NUM_POINTS);
gl.flush();

window.onload = function(){

initSystem();
initData();
display();

RA VPR T T4+ ORH

/] ET
// HL
/] BT
/1 FL

// T
/1 Hk
// BT
/7 FL

// gl.POINTS IZZH
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// util.js HIEISEEZL

function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK
let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
gl.bufferData(gl.ARRAY_BUFFER, // BeFl data DWNEZ GPU N\
new Float32Array(data), // av¥—L, BEEAAy 7>
gl.STATIC_DRAW) ; /] ATV NEEK
gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
return arrayBuffer; /! VERRLI=A 7 227 b RRT
}

function bindArrayBuf:fer(arrayBuffer, name, s) {
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR

let location = gl.getAttribLocation(program, name);
/] N=T v 72X x—XHAND name E[AL
// FHID attribute 2D GPU N DN E % B

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHR NN Y 7 7 DJEMZFRE

gl.enableVertexAttribArray(location) ;
// location DIHM Ny 7 7 ZHIHAIEEICT 5
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H6E RAVIRATITA4 PO

// compileLink.js HIEPOZHIRL

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3

]
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FTE KIVIDOHEE

IOETE=MAFONREERD ORT T 0 s T LEENT 5,
3RTTEMNDEREDOHEMIL, DKM ZZHIE (R I = polygon) TEI ZEMNTE D,
FEEOZMVIIERER D =M e AEDETRIT ZENTE S, ZDZeH 5 3D CG TE=A
BEEHOEARE (FV)I5747) LARLTED, Zhz LIRLIE=MERY 2>, =Ky
2> (triangular polygon). & % WEHIUTRY I LS,

=AERY I OMET T ST LE RGP RA Y IR T I POZENALFEUMETH %,

7.1 BEGRY I UEE

CITRMT1D, 1 RO=ME2#HET 2752 HNT 2, —AREZMET 2 205 [ETH
AIEE T E R D, ZRLINC OV TIERTE £ TOHM & K2R,

Hifiio 70 7S 22T 270, ZAFO 3THRIZIZHIEIOMR, k. HOHEMAZED LTk, =
RO EOTIE, FODEA L RS, 3THMD SIEMEIIC X > TRdoh b, 2 ZI=AFN
DR & 13, =ATED 3THR p1v pas p3s EEEDOHE p IZDWT, X7 X =& (A1, A2, A3)
%z

ool o pmel o Pl
|p1 - Q1| |p2 - CI2| |p3 - Q3|

YEHT2 (M72288) %, 3[HSAO RGBT —H Cr. Con Cs 22BHNE p DRGB T —
i C %

(7.1)

5 = )\16;1 + )\262 + )\363 (72)

ERT PVEETRD L Z 20D, 28T X =& (A1, A2, \3) ZELPEERE (barycentric coordinate)
RS, X RGB 4 7 —fEHZ T TR EEDEDFIMICHIEMETE 5, GPU TIE Z OfR
A ZN— Y =2 7 THEITT 570, TOD TEEBRUMPATRETDH 5,
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7.1 R (2D 6, —RO=AFRY I DED OXRLOGE

7.2: EDEIERIC K 2 RGB 7 7 — DA
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BTE RV I OME

// main.js
let gl;
let program;

function initSystem() {
*+ BIEDOZHEIZL *x
}

let NUM_POINTS = 3; // RS 2 EHAEE 3 DEICE

function initData() {
*x FIENOLEERL *x*
}

function display() {
gl.clear(gl.COLOR_BUFFER_BIT);
gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS); // gl.TRIANGLES ~\ZH
gl.flush();

}

window.onload = function(){
*k BIEPOEFERL *x*

};

X 7.3: 1 O=ATERY 2> 2 HiE3 % JavaScript 8 A b 7’025 L main.js

711 RN FOTSL

M 73083 ZDHDRAN TR T T L TH D, ZEMEFIIHERIE display() OLLTD 217D A
TH b,

0ol MTo@Eb, HABE3OBM — 22Tl 3 — ~EHET 2, | KO=ABEER
T AL 3 0o TH %,

[let NUM_POINTS = 3; /1 ERS 2THABE 3 OERICEE ]

bbb AHA. =MAIEE 2KHE T 255 ICIEABIE6 TH S, 2T 1IROADREEZITS,
IV DEIMEE— FOLETH 5, 4 ETIIMRD ZHE T 3729012 gl .LINES &AWz,
HIEETIERA ¥ MR T 74 M EHET 572912 gl .POINTS ZH W2, ZOETII=AFERET

% 7212 gl . TRIANGLES ICEH T 5,

(i gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS); // gl.TRIANGLES’\gi j]
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712 N—=—FTYIRIx—=4HTOT5L

K74DBZOHDS 2 —R TR T IT L THbB, BIBEDELA Y VAT 74 D 1HIHOFE 7 7
5 (6.3 (58 =) HELUTD 1IT2HIBRT 2 TOEETH %,

[ //gl_PointSize = 50.0; // HIBR ]

71.3 TS AVEI—HATOTSL

757X b= 7nros (K74) BFEIEOKRALA Y NRT 54 v 1 HIEOHE 17
2 (¥6.3) YALCTH3,

7.1.4 HITOEF

X 7.5 BDETORTTH 2,

FERF TN ZERN DN =T v 7 AY 2 =X 075 ATUEE NS, 3TEHRDERIEIT AKX T
AP TEHLN, NEZEDHREDIRDOND, BB, FAXTAFHE & 2 HADOMFEEUL
HERIEL display() TIRET AMEE— FICk->TikE %, 2D B2 ATl GL_TRIANGLES
HE LT, HEhi T 2 3R E T O T=AB0 3HR L Rkd, MElt— I3 IhETIcH
L7 DL T, GLLINE_STRIP, GL_LINE_LOOP, GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN 73
fEETE 2, FHIEEETRANTEL L,

FARGAFDRDIEHMBRICTOVTIEZNETND T T 7 XY by 2 —XTEZOEEDEHGE
BEh, ZADBT7 L =Ny 7 7 IIRESNT 1 ROMERE 725,
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

<script src="./util.jsw" type="text/javascript"></script>

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;

void main(void) {

gl_Position = vec4(position, 0.0, 1.0);

out_color = in_color;

//gl_PointSize = 50.0; // HIBR
}

</script>

<script id="fs" type="text/plain">
precision highp float; // HIELBIHERL 0277 A
varying vec3 out_color;

void main(void) {
gl_FragColor = vec4(out_color, 1.0);
}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

M 7.4 1 O=AER) T 2H#iET 5 HIML/> = —&X 7027 J A

®—[vs|—

vs.| —

—»—»

B 7.5: =Lz < 5a OBER
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X 7.6: HRE (207, =AF%E 30 EREEX 87556

7.2 SI—ATOJSLADNSA—EZDZITEL (FD1)

T—2% CPU (hRXMTuZF L) 26 GPU (¥=z—XT0rJ L) NZIFET IR H
KT — &% attribute ZE L TN=T v VA 2 =X T 7T AANZFETHEDSNCS S0k
. uniform B CTRIETHEND S, ZOHITERINZHVWS,

uniform (=[F—®, H—0D) PEKRT 2 LI, ZOHETERALF—ZE2L2TOI 2 —KF
075 ANZIET N TES, 22 2IEK 7.6, K 7.1 O=AKOETOTHESDOBEES I
FHEIDIC 30 EEHRX B ERTH 5, FEAZEIRTON—T v 7 A = —XTHAEERER B
WDEATLE S, uniform ZEUIZ D & 5 &F—7 -2 0HEFIHHE N 2,

uniform Z#3 GPU O X €Y MICREHEEOGHRS N, N—T v 7R z—KT0r 56 7
FITRY N 2= T T 5 LS RFHAALERORBZEHE LTHHATE S (FiAAAERHT
HEPE, TR —rVTERBINIZEREEEZTD XV,

uniform 2% &8 7' n 75 AETOBERKZMX 7.7 127R T, uniform ZHOHEIZAR FFa s
TUMBLHET Bo ¥z —R T VT T LH 5 I1E uniform ZEOEE ST & 225, uniform 20
EZRATEZLIETERY, DLEZANTEZRHIE, BHODY = —X T a2 F 42 uniform 2
BANBZBEERATEZ 22 2R, MR, uiform ZROMEEREL 2D, FEETH 5,

PUF. M 7.6 D=AFDOEEEZITS 07T 2 effiis 5, FREGERIZ. uniform 2% > = —
KWCHET BB OBMEFIHTH %,

73



1

2

BIE RUITVOHR

| \
|
|
| attribute 21 uniform Z#§ :
| +
| *s
| g |
|
| N=FvsR 755Xk || EREA
| ~ - - N
NI YI—f— | e——
: PAR AN 7075 L |

7.7: attribute 2 ¥ uniform Z DB %

7.2.1 N—=—TYIRIx—HATOTIL

]

uniform Z2EOFHOEEG L. KA N 077 A%RRTHIIZ, K78 (T5R—=) IZNN—F v

ATz —=RTOT T LERT,

N—TF v I AT 2= 7075 AT, EEAICHIET 2 ZEH theta % uniform 55 L TW 53,

uniform float theta;

// [EERF DRI & 722 R

ZDERIZIE. KA NI BT ATEE LTz 30xM_PI/180.0 DIHAI N TV B,
Z DERE VT attribute 282 L TAN Iz 2 RICHERE position % [BIHR X & % A%

79,

float x
float y

[E#E#% D FEEHE (x,y) XA :
gl_Position = vecd4(x, y, 0.0, 1.0);

12k 5T gl Position NMAAT 3,

cos(theta)*position.x-sin(theta)*position.y; // FEIED
sin(theta)*position.x+cos(theta)*position.y; // [Al#z

728, cos(theta). sin(theta) ZHLZDNN—T v 7 A2 = — X THEDIRLUEITT % DIFHERE
WK TH S, HOPUDHEARA N TS5 AT cos(theta), sin(theta) Z 1 [HZFETEL T
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

<script src="./util.jsw" type="text/javascript"></script>

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

<script id="vs" type="text/plain">

attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;
uniform float theta; // TRlE A FE DA AN X L 7= 2R

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y; // EEFED
float y = sin(theta)*position.x+cos(theta)*position.y; // [Elix

gl_Position = vec4(x, y, 0.0, 1.0);
out_color = in_color;
}

</script>

<script id="fs" type="text/plain">
precision highp float; // Hiffic Rt Tar 7 n
varying vec3 out_color;

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

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

7.8: LD =MAIBKEY 2> % 30° BiE X CHIES 2 HTML/Y = — & 71275 A
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22

BTE RV I OME

function setUniformFloat(name, value) {
let location = gl.getUniformLocation(program, name);
gl.uniformlf (location, value);

7.9: uniform ZEUEZ v b3 288 : util. js 1B

BE, ZOE% OO unifrorm ZEIKHIANT 2 H5DNRTH 30, 22T 70T LBED
BROS2BRETEED, ZABEEZDZTA—T v 7 AT 2 —XTEELTWVS,

722 TFISAEI—EATOTIL

T TA Y N2 =R 7T KIHIEID HZEE LR,

7.2.3 KAMNTAOTSL

X 7.8 @ uniform ZEOEE LY FT23DI1E. RA NI L THS, ZNRTH58EBET7 71
b util.js K79 (716 R—) DEXSICHET %, Z ZIZ, setUniformFloat(name, value)

D 1 518003 uniform 28, 5 2 5BBMRAT 2MHTH 5, BIRAKDIAS !

let location = gl.getUniformLocation(program, name);

FAN=T IR 2=RTu T LBEN () 777X boz—R 0T 2H0 5 name &

[ A D uniform Z40% o) %, B g1 . getUniformLocation() 1&. gl.getAttribLocation()
WHEMOKRET D 225, BiI#E I uniform 28D, %E X attribute ZE OGN % RO % BT
H2%, bL location DEMNEME (-1) &HIX. ZOEBEIKN—T v IRz =X T0TF
KT I TRXAV M 2=RT070DELICHESFINTVRY, 50 (ZZHEE!)
HEENTWEH, 7027 ANTSRENTOERW Z e 2EKRT 2, RRIZ. T2z

7 —NUEER 2 Feal 3R X723, DTz, 7.9 TEZENZHR-oTWVWB,

BIRPEOHI L

gl.uniformlf (location, value);

13 uniform ZEDEFMNAE val ZXAT %, gl.uniformif () L FAMIL 72BE%8 LT, gl.uniform2f (),
gl.uniform3f (). gl.uniformd4f() 23HDH. TN HIEZNZHN vec2, vec3. vecd BD uniform
ZEANEERAT B TH 2, 7. B gl.uniformli () i int B uniform ZEAEZ KA

T 5, ZNHOFFMIFEETHRNTIZL L,

1OpenGL ®a ¥ 34 i, ESIN TV THSHEIN TV uniform 8% (GPU DX €V 2 ARYLICEET 3)
KRB e UCTHAE R RIH T 2 LB TONE Z 3D 5,

76



B/TE RY IO

// main.js
let gl;
let program;

function initSystem() {
*+ BIEDOZHEIZL *x
}

let NUM_POINTS = 3;

function initData() {
*x FIENOLEERL *x*
}

function display() {
setUniformFloat (’theta’, 30*Math.PI/180.0); // B
gl.clear(gl.COLOR_BUFFER_BIT) ;
gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS);
gl.flushQ);
}

window.onload = function(){
*x FIENOLEERL *x*

};

7.10: 1 MO=ATERY I > ZH{E$ % JavaScript xR b 7B 7' F L main. js

uniform ZHEANOFEREDEORER, ¥ = —XETHIR LI DRHETIToTH RV, T Tl
WHEPARANTITo 2235, M7.10 (TTR=) BZDT0T I LTH5,

display() ®EIHT. uniform Z% theta NMAE 30 Z (57 ¥ E— FTIX 30° - 7/180) %
RAT 2B L -

setUniformFloat (’theta’, 30%*Math.PI/180.0); // B

ZEITT %,

7.2.4 EITOEF

X 7.11 WRITOETTH S, attribute BEE LT AN EINZBEBEHEIEIN—T v 7 A 2 —&T
uniform 2% theta DEZIIEEEX NS, ZDEEEXINTZAEED T AR T AL FAARTENT, [H
XN ZAFOBEBEIKRD 55,

7
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uniform Z#&
t}'leta
attribute Z#%
Vs Pl .
°o - —}
R _
¥ K524 —
O——— —*lsqey| : :
¥ - 5
o —

7.11: =ATEHEERT 2 555 OEIERI
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B7E RV IO

X 7.12: EiEEHl (2o 8. =MAEx 30 BREZXEEE

7.3 SIx—4ATOYFSLADNSA—EZDZITEL (FD2)

N—TF v IR 2 —X70 75 LA TEBRT 3 uniform TEOMEIEZ TS TA Y oo —RT0 TS5
LATHLELERICEBIRTE 3, K712 3FHID theta 7 77XV bz —R 0l L 0FH
BOMEMEYLr LTHRHAL. Aotz LA -MEFHTH 3,

7.3.1 RXAMFOTIL

HIEiE AL TH %,

7.3.2 N—TYIRx—HATFOIIL

HIFi LA CTH %,

7.3.3 IS AVEI—EATOTS L

790X o= 7aroa (K7.13 80 R—) DY) TiX uniform 2% theta #X
T8 LARRICES L TW5, %D uniform ZHDSA ©

gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 1.0);

// BEOHE(ER theta HHalE
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vecd4(x, y, 0.0, 1.0);
out_color = in_color;
¥
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec3 out_color;

uniform float theta; // uniform ZHODES

void main(void) {
gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 1.0);
// BEOOEE[EL theta 2 HFHHE
}
</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

B 7.13: 1 O=AERY 2> % 30° BB THiE T 2 HTML/> ==X 7075 A
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BTE RV IO

uniform Z#§

theta
SN
‘ \\\
N
P P N
3 -7 S0 AN
attribute Z#§ A N
Pid '0 ’ \\
&~ A AN
/' 'l \
® —~[vs|—}" RN
e e - \\ *
e . \
AN P G —[Fs]
» A Z7RZ _—
—— sl =] S| F
O VS| =1 5| ~ NEEA
S/ 4
: —
¥ -
—=Lvs|—

X 7.14: =AIEOTHIZED 2 EEH

T HRAFADFOMITZ cos(theta) LFH T 5, cos(theta) = cos(30° - 7/180) = 0.866.. T
HBH5, K7.61ZHRTH2R ) FBORTIINO 7205, 7B, COFEICITZEIC uniform
EREFESHEVWSUEDOEKRIEBEVWZ L Z2FEEL TH L,

vec3 DA D 3 NI, x. .y, .2 TBHBTE22, 1. .g. b TBBITZILdTE2,
LEDORAZD out_color.r, out color.g B3Z4LTH %, cos(theta) DfEHIX theta DA T
BAEME D S 35, ADHEMIFEIC 0 LEREN2,

7.3.4 RTOKRF

X 7.14 BDETOMFTHZ, FRARIAFRL IS IR b =2—X 705 MM AEINTE
BOFOMTBLEEINT, 7L—anNy 77 Il Eh 3,
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43

44

BTE RV IO

7.4 @RI COEOIOZLDOURL

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec3 in_color;

varying vec3 out_color;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vec4(x, y, 0.0, 1.0);
out_color = in_color;
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec3 out_color;

uniform float theta; // BEZAREROO—RERECDTA

void main(void)
{
gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 1.0);

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>
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// main.js
let gl;
let program;

function initSystem() {

}

let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;

gl = c.getContext(’webgl’);
gl.clearColor(0.5, 0.5, 0.5, 1.0);

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

let NUM_POINTS = 3;

function initData() {

}

let position = [
-0.5, -0.5,
+0.5, +0.5,
+0.5, -0.5
-0.5, +0.5

1
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let color = [

1.0, 1.0, 1.0,
1.0, 0.0, 0.0,
0.0, 1.0, 0.0,
0.0, 0.0, 1.0

>

-

1
let buffer2 = buildArrayBuffer(color);

bindArrayBuffer (buffer2, ’in_color’, 3);

function display() {

}

setUniformFloat (’theta’, 30*Math.PI/180.0);
gl.clear(gl.COLOR_BUFFER_BIT);
gl.draWArrays(gl.TRIANGLES, 0, NUM_POINTS);
gl.flush();

window.onload = function(){

};

initSystem();
initData();
display();

//
//
//
//

//
//
//
//

=T
L
A
i

T
(=
a1
L
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// util.js
function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK
let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
gl.bufferData(gl.ARRAY_BUFFER, // BeFl data DWNEZ GPU N\
new Float32Array(data), // av¥—L, BEEAAy 7>
gl.STATIC_DRAW) ; /] ATV NEEK
gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
return arrayBuffer; /! VERRLI=A 7 227 b RRT
}

function bindArrayBuf:fer(arrayBuffer, name, s) {
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR

let location = gl.getAttribLocation(program, name);
/] N=T v 72X x—XHAND name E[AL
// FHID attribute 2D GPU N DN E % B

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHR NN Y 7 7 DJEMZFRE

gl.enableVertexAttribArray(location) ;
// location DIHM Ny 7 7 ZHIHAIEEICT 5

function setUniformFloat(name, value) {
let location = gl.getUniformLocation(program, name);
gl.uniformif (location, value);
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// compileLink.js HIEPOZHIRL

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3

]
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12

18

20

21

ZDETIE, Wfio=AK (K 7.12) PEEET 2 CG 7=X—ary®{75, a7 0808
BB TH B, R—AZFED JavaScript IC7 =X — a3 Y 2FERT 2 7-00ERENHEI AT
25, FhEHWRUIE I W,

8.1 RUJVODEEFED T =ZA— 3>

I TRATEDO=AIERY IV Z2H#E$ 2 CC 7 =X —>a ¥ 2175,

HERDF window A 7Y =227 bD XY v K requestAnimationFrame() OF|HTH %, ZD
XY v FiX, Javascript D 7075 AWETEINTVWE PCOT 4 AT LADY 7L vy¥al—F
CEDLETHIMTER XY v FEETT 2 TNEITI. WhbWEa—NANy 7 XYy FOERT
H%s,

TarsablzRse, K81 87T R—=Y) OTDS !

[ requestAnimationFrame (display) ; // display ODFITOESE (1) }

73, requestAnimationFrame() @ 1[HIHDETTH %, 2% D, DAY v F display() %
FITTE2TREZZTITR>TVWS, ZLDEHFA, TARXATLADY 7Ly ¥al— I 1/608
TH5»5, LD requesthnimationFrame() DETDH, 1/60 ERIC display () DFEITENS
R s

8.1 @ display() DEFEIZ

[function display(time) { // 518Uz ]

Li5oTED, BIEETERRD, FiZ5E time 2EMENT WS, HlF requestAnimationFrame ()

DEIBE LTEREINIZAY v F (ZOHBE. display()) IKIEZED XY v RHFETINTRL0
FIEE LTHEININHRE Lo TWD, display() D725 1E time (32 DIXIZ 2T S 72
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// main.js
let gl;
let program;

function initSystem() {
*+ BIEDOZHEIZL *x

}

let NUM_POINTS = 3;

function initData() {
*x FIENOLEERL *x*

}
function display(time) { /7 GBI
setUniformFloat (’theta’, 0.05%time*Math.PI/180.0); // BIHEEAORE
gl.clear(gl.COLOR_BUFFER_BIT) ;
gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS);
gl.flushQ);
requestAnimationFrame (display) ; // displayCDgif?O)§§%i 2)
}
window.onload = function(){
initSystem();
initData();
requestAnimationFrame (display) ; // display OFETDOEF (1)

};

8.1: ZABRKY VDRI =X —> a Y EITHI KA MBS T A main. js

HDDBDTH 5, ZORENIS AT LADERT 2 OHRZH S ORGERRE (I VREN) TH 3B,
LFoTHRANZD B DIZS AT LMETH B,
X 81D71 T ATIEEIH time ZHWT,

(i setUniformFloat (’theta’, 0.05%time*Math.PI/180.0); // BlEMA DFKIE j}

. EERAEEHEL TV, tine OEICIHAI L CHEEZAEIEZ 2, tine DEOHMEI VD
TH5056. 1 BHEITE tine 1X 1000 X %, £-T 0.05+time I—MTHOMRA 2D,
=AM 1L 500 BT 5, 1 [EHE3 2 DIcHD 2 IREEIE 360/50 = 7.2 9 TH 2,
CG7=X=>aryziToI0d,. KA efiEZED KSR SL WV, XY v K display() D
RED

(: requestAnimationFrame(display) ; // display DFITOEE (2) :}
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2

3

H8E CG7=X—Yav

. ROWHELZTFNTE2HDTH5, 2% D, display) OHT, XD display() OETZF

WL, T4aRATLADY 7Ly al— NMEOEFHEZEF LTV,

ZOEDOIU I ADERIIDOINTHZ06, BHOERD TR 7T L) X OFHIEBIZEK

T %
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10

19

20

21

22

FIF 1RTTI7RAFvDFA

D EER CCHMETIE=MABRY I ORMTEGERMD 1), RY I ic8rndizr s
Z. BEN%EED 2, ZOHEEET 7 AF % (texture, HEDEK) IR, 727 2F v DR D fF
G % 727 2 F <y BV TR, THEBZAED .0 e E WD, TSI 727 2
Frev Y TDRITHoT, RI7T 7 AF v 7 — XIIEGITR 5720, 1 RIT~3 KITDTEARD
FT—XOM Y (FEEE RIFAEH) 277 AF ¥ £ LTGPUNTSHTE 2,

COBETEFEDIC I IILT Z AF ¥ 2Lk A R T 0 75 3 ¥ IPFREERHT 2, —fiC
FOARF 2 ZFNETUY S AIREETOT RS L SMBEN L2 55, TEIZ®-LD
CRRFL TWVL,

9.1 BEKROIvEVY

COETHNE T2 CGC 7= X —a iiN9.1 OFEREEZE--=AFTH 5, RiELT| =k
X ZOZAENSEEET S CGC 72X —ary®iT5, ZOMEREEFERT =012, @ah

%\‘\ EI\ %\ EI

DIEICHED BT RGBA [HORH 2 HET 50 ZAD L RILT IV AF ¥ TF—RTH 2, 777X
Fox—XTur I ATIEH. ZOTI7RF X T =% [0,1] OFFED 1 ZOTEEER 5 2 TS
35,

PIF, T ETeRERICT RS S L %2R L. ZOKRIC, BiFED 5 OEBEFZIER, 3T %,
7aZ 7 AHDaARX Y bOFOTOBEFNICERL TIELW,

9.1.1 RKAMFATIL

9.2 (90 R—2), 9.3 91 R—=%) M, KAV AT I LDFEEHITH 2,
3. XY v F initSystem) WKL FEBMT %, Z4Uk., WebGL DT 7 ZF ¥ 7 — X DEE
12 float BIZ WV BIGEICHE L 72 2 HLRIESREDBINRETH 21,

5%, ZOBBBEEHEERINE 2 b2 550 Bl ECIIERABETH 2,
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FOE 1T 7 AF v DFIH

9.1: FHH (2D 9, 1 XTTZAF ¥ HHDLZE, CC 7 =X = a »ORHID 1 KITHEY)

let gl;
let program;

function initSystem() {

let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;

gl = c.getContext(’webgl’);

gl.clearColor(0.5, 0.5, 0.5, 1.0);

let ext = gl.getExtension(’0ES_texture_float’) || // FEREHLER
gl.getExtension(’0ES_texture_half_float’); // FEREHEER
if (ext == null) { // PRREHERICRIM L 7272 1%
alert(’float texture not supported’); // 77— brERRLT
return; /] V=
}

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

9.2: fEEED T 7 X F ¥ ZHiE T 5 JavaScript FA M 025 A main.js (ZD 1, £D 2
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B

1L RILT 27 AF ¥ DRI

let NUM_POINTS = 3;

function initData() {

3

//TERD 2 RICFEIEE

let position = [

-0.5, -0.5, /T
+0.5, +0.5, // HE
+0.5, -0.5 /I HT

1

let bufferl = buildArrayBuffer(position);

bindArrayBuffer (bufferl, ’position’, 2);

let u_value = [ // TARD 1 RILT 7 A F v FEFHHE
0.0, // ET
1.0, // HLE
1.0 /I HT

1;
let buffer2 = buildArrayBuffer(u_value);
bindArrayBuffer (buffer2, ’in_u’, 1);

let TEXTURE_SIZE = 4; /] 2 DEFRITHE
let rgbaData = new Float32Array([

0.0, 0.0, 0.0, 1.0, /R

1.0, 1.0, 1.0, 1.0, // B

0.0, 0.0, 0.0, 1.0, /R

1.0, 1.0, 1.0, 1.0 // H

DK
let texture = buildTexture(rgbaData, TEXTURE_SIZE);
/] TOVRF ¥ F T2 bDEK
‘texl’, 0);
// texture % T x—XWD uniform I texi LiHE

bindTexture(texture,

function display(time) {

}

*x FIEE LA *x

window.onload = function() {

};

x FIELAL

X 9.3: fEtEERD T 7 A F x Z4Hi# 3 % JavaScript R A M 7B 7' A main. js (£D 2)
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HIOE 10T 7 AF v DHH

\\\\\\

2 RITEEAS(E
L R5TT 4 AF + EEARME

\\\\\\

X 9.4: —AEOKESIATRES % attribute 22D EHR

4 let ext = gl.getExtension(’0ES_texture_float’) || // FEBENLE )
gl.getExtension(’0ES_texture_half_float’); // FERESLR
if (ext == null) { // FEREHEIRICRI L 7272 513
alert (’float texture not supported’); // 77— brERRLT
return; /] VER—
}
AN /)

> initSystem() DZNLN DB IIFIEEZ TR LU TH %,
3 initData() OZEHIIXK 9.3 DED TH 3,

o THEOEBEHET — ZZRIEE T RRICHRET %,
5 Z OHIOFIETIZTEAIC RCGBHEIFRE LRV, ZDRDIC, ZAFD 3TEAICEFNFN 1 RTT
o TORAFVERREZUTOXSICKRET 2, —AFOHEHADTIZX, ZOHBEHE»HSIRXNS T2

7 AF ¥y DRGBIETH %,

let u_value = [ // TEERD 1 RTCT 7 A F v FErE(E
0.0, // ET
1.0, // GLE
1.0 // AT
1;
o BB, TITRF ¥ FEEYER [0,1] OHPAITRET 25 (ZOFRMIRETHT DD, THED 2 K

o JCEEAREY 1 RTeT 7 AF v EEAREOBRIZK 9.4 D@D ¥ 72 3,
u R LT DESCT 7 AF v T —RZEHNAER L. ZDEFN %I L TX Y v K buildTexture ()
v ZHWTT Z2RAF A 7727 24K L., XV v K bindexture() ZFHHWTZFDFA TS 7 b
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HIOE 10T 7 AF v DHH

= =

0.0 0.5 1.0

X 9.5 FIZAFYEEHEYL T2 AF v T —XEOEER (FD 1)

Pz —X 7077 AHD uniform B "tex1” EfEE TS, DL E, DT IVAFXIITIA

F¥FES 0 RZEDYUTS, B, XV v F buildTexture(). bindTexture() DHDUIHIZOWN
TEBAB T %,

f
let TEXTURE_SIZE = 4; // 2 DEFITHRE
let rgbaData = new Float32Array([
0.0, 0.0, 0.0, 1.0, /B
1.0, 1.0, 1.0, 1.0, // A
0.0, 0.0, 0.0, 1.0, /R
1.0, 1.0, 1.0, 1.0 // H
D;
let texture = buildTexture(rgbaData, TEXTURE_SIZE);
/] TOARF AT xr b DERK
bindTexture(texture, ’texl’, 0);
L // texture % ¥z —&XNOD uniform ZH texl L& )

77 2F ¥ BiF D& RGB fEiX. (0.0, 0.0, 0.0), (1.0, 1.0, 1.0), (0.0, 0.0, 0.0), (1.0, 1.0, 1.0) & &%
ELTWSHh6, 2%b, H, & A B Thd, 717 7EHIIEIC10 (REH) 2HET 5,
XT, ZOPETO TS LATOT 7 AF Y EIEHEE 727 2AF % 7 — X DERIZK 9.5 1R 58 D
ThHb, 77 AF ¥ EEOHHIZ [0,1] TH2H 5. ZOXME 4 758 L& XE D@D LICEE
L7zt e s %, BIEED HEERDIEEE T I 7R v 2 =X TIT 5,

CIZTT 7 RAF v DHHICE L TUTORIRYE D2 2 L 2R T 5,

o TUAFvHA4RX (EDFOY 5 LTIE TEXTURE.SIZE) (X2 DEFRH 2, 4, 8, 16, ... T
BITNUEE SRR,

Z DHIFNIAR OpenGL DEHTN—Y a Y TEDIEFRHFEEI N TR WD, WebGL TR E L
THoTW5, IEWVFEE, ZOflfIE WebGL 225 bTHZ 5725 523, BIRHRTT 7 AF ¥+ A4 X
22 DRFLUHNCHRELLHE., Yx—X T T I LhTTIAF ¥ T —RDGRARAAEITHTH
RGBA i LT (0,0,0,0) 235 AAENZ 2T TH 5,
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HIOE 10T 7 AF v DHH

function buildTexture(data, w) {
let texture = gl.createTexture(); /] TOVAF ¥ F T2 FDERK

gl.bindTexture(gl.TEXTURE_2D, texture); /] TOARFXxDNA VK

/] T2 RF X NT—RE KN

gl.texImage2D(gl.TEXTURE_2D, /] T AF X OFEH
0, /] FINT 7 2F v DL~V
gl.RGBA, /! T AF % T —XONEIEK
W, /] T RFx DI
1, /] TO7RAF ¥y DEE
0, /] ¥ AT LADEEM
gl .RGBA, /! FAHT T — 20
gl .FLOAT, /] T RF % T —XDEFEDIEA
data) ; /] T2 RAF X HEA T — &

/] TOARF X T —XOWY L AERIEE

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);
gl.bindTexture(gl.TEXTURE_2D, null); /] T RAF % DAL RERIE

return texture;

}

function bindTexture(texture, name, num) {
let location = gl.getUniformLocation(program, name); // ST DR
gl.uniformli(location, num); /] T AF 2 ITIEEHFE RGN

gl.activeTexture(gl.TEXTUREO+nun); // KEBEESDT I/ XF*x %27 774 71k

gl.bindTexture(gl.TEXTURE_2D, texture); /!l TI7AFXYDNA VR

9.6: 1 XILT 7 AF ¥ DMEICBIFT 2 XY v F D util. js ITEM

TFTIOAF AT 27 P RAERT S AY v K buildTexture (). DA T =27 b e z—&KT
077 LMFEETBAY Y K bindexture() &, K 9.6 (94 R—3) D LHI1E3,

%3, buildTexture() OEFHUH :

[ let texture = gl.createTexture(); /] TORF XA T s DERK }

TR, 2 (»5) DT VRAF A 7927 e D HRAITESL, R,

[ gl.bindTexture(gl.TEXTURE_2D, texture); /] TIOAFXxDNAL VR ]
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21

22

23

24

25

26

27

28

Tk, TS 2L T V7 AF v A7V 27 P DREEITD
HHZrEESLTWS, 2D gl.bind. ..

FLTH, T ORERIRD 5 Z & DS 21T5 £ WS T gl.bindTexture() & gl.bindBuffer ()

FEHMLTWS,

HIOE 10T 7 AF v DHH

Z . BEUFDOBRENRD texture T

O FDAY v R LT, LENC gl.bindBuffer () %fi#

T I AF % DERNRREZILTOXY v RIECH L5 TH 3,

[ gl.texImage2D(gl.TEXTURE_2D,

/] T2 AF X DR ]

T 2D 32 R THB I 2BKT 5, T0bHB IOREF 2 XITLT 7 AF v BT 23 E
THb, 1 XL THRL, 2XeEHVZEEX, AFKD OpenGL X 1 RITT 7 AF v ZXKET S
BAE (72 21F glTextImagelD()) 23H %25, WebGL IZIXEN2DHTH b, 1 KL7 7 AF ¥ &
FIFSEESMENZ &, 20T 7 AF ¥ E L RLT 7 AF v OBEER AET 2 Z L0 HbEAR—R
DRSS H 1 RILT 7 AF v ZEBK LR O Bbh s, LU, 727 AF v HRIC 1 LT 27 X
FrfiloTAS L IERBZLHBBHYEIEZL00
BREZFWT I RLT 7 AF v ZWMOI/S 2L T 5,

XT, XYy FIEUH L gl.texImage2D(gl.TEXTURE 2D, ...) X, KA 7027 J 4 ETE
U727 7 AF % 7= RICHIGT 5 X €V #E%E GPU IKHEMRL., 207 —X%EFRZ b2 5 GPU
NIEIX T 2, EIZZDRX Yy FIIZEREEREEZ A L TB D, N 27231213072 D TRV 622
THb, LHELITTIEFEITOWTUTIH#HRT20AICE L 52,

5. ZIZTIEWebGL @ 2 XT7 7 AF v

W15 ... TO7RAF XY ORBEEIEET 5, TZ T 2RILT 7 AF % gl.TEXTURE 2D TH 5,
cF 2 — 7B T 7 2 F ¥ I $ % gl. TEXTURE_CUBE_MAP_POSITIVE X 72 ¥ DM#H T &

505, HWET B,

F25 ... T—REI vy TOMNT 7 AF v REEET BHED LU (level of detail) %
BET 2, SITEIvy Iy TEHVRWEED 0 #I6ET %,

FBIEFIH ... TIRF¥T—RONIEROREAREZREPIEET S, BERERETEET S &
D3, WebGL O 7O THEET BB LWV, 2

(EZEBT 1) TH 5,

Tidd — 7% RGBA £ gl .RGBA

BAGIE . BISIMTHET 2 OLT 7 RAF ¥ T —RDIEZIEET 5, ZI TR w TH,

FH5518 ... BISITEST 2RTCT VAF v T —RDGEGEZI/ET b, TIZ Tl 2KT7 7 R
Fy®1IOLT 7 AF Y LTHHT 225, &2 1 TH3,

FIIFHR L E DT RITHBEL TV BIRT

1F720,
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24

HIOE 10T 7 AF v DHH

BOGIR ... Y AT ATFROMEEME 0 Z46ET %,

BB ... =2 —KX T I LA THRANTE LT —XOEREHEET 5, Z 2 Tld RGBA
X g1.RGBA TH 3,

HBREIE ... T/ RF X T —RDBEZROEAZIET 5, T I Tld float B (gl .FLOAT) TdH 5,

FBIFIE ... RANTRITTLFDT I RAF v T —RIPMENINTVSE XEY DIEHET KL 2 %TE
ET D, TZTIESIEY LTZITE S data TH B, data DAL B initData() D
FHDED TH 5,

BB, ZhoD51 D55, H3, H7. B S5IMOIEEFEIIEIKA BNV D=2 a3 VDD B,
FEHERY 72 float B RGBA RSN 2 - W B8 ICIRICIEERVETH 5, ZOFETIEIN
WICOWTEHELS EFET 2083w L., Mo E2HET 2 Z2idLizwv,

RIZ,

/] T RF X T — XD M LTERIEE
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);

. TO2RAF e oERGANTEEIC RCT 7 RAF ¥ HT 4 AT LA ETIRRSWTERRSh
% v x12), Fobfs (gl.NEAREST) ONiE®D RGBA fE%itAH T I ¥ 2I6ET %, RbEHELSID
IR e U THIBHIBI D ATRETH %, ZHUC DV TIERICAN S,

ZDRDIT -

[ gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST); ]

3. TI7RAF T4 AT VLA LTHNSN TR REINS &£ 2D RGBA HOFH AL LT ZHEE T
%, ZNHHAFE (gl.NEAREST) DOE®D RGBA H%x AT Z L 2HEET %,
XYy REEUH LU @

[ gl.bindTexture(gl.TEXTURE_2D, null); //?7x%v®ﬂ4VF%ﬁ%mi]

UETTF 725 %A TP POEREWIKRTL, A7V v 2REVEE T 5,

Kz, BEIEX bindTexture() DEIED 217 :
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let location = gl.getUniformLocation(program, name); // ST OEIF
gl.uniformli(location, num); /] T RAF % \IEEERE W

3. %HID name THRZEIRTIVAF v DI = —X 705 LADAE (location) EReD, Z
DB T 7 AF ¥ DEBEHFS ZIMT . gl.getUniformLocation() ¥ gl.gl.uniform...()
ZRHWS TR, 728 (713 X=Y) LFRILTH 5,

XD 147

( gl.activeTexture(gl.TEXTUREO+num); // HEXRSDT I/ RAF ¥ %277 74 71k ]

. KEES nun DT 7 RAF ¥ ORELRHIGT 2 Z 2% WebGL OB AT ACEE T %, X
Vv FAIT active... £H 20, GPUNDT 7 AF v I3 ELEHAZRIZE T, FUTEHS X
TLNEZSLTWAREITH S, ZOHDMIHED, WebGL (£ L TKAILD OpenGL) %#IEEICH
MOIZK W HDIIL TV 3,

ZLTZOXRD 117 :

[ gl.bindTexture(gl.TEXTURE_2D, texture); /] TITAF ¥ DNA VR ]

T, BEICTZ 27747 (REF) ICLZEERS nun DT 7 RAF ¥ E2TI7AF ¥ AT b
texture IXFEH T %,

M ETT 7 25 v ORHHERDTE T Lz,

9.1.2 N—=FTYIR>x—47OJ5L

N—TF v IR =R 7075 LEK 9.7 (98 R—) DFIREDED TH 3, HiETIZRGB #
< —(E% attribute Z% in_color TEZIFE L /=8, T 2 TlX float BD 1 RITT 7 A F » JEAE(H
% attribute 2% inu TRITWD., ZOFEEIRAXRTAFAZIFET, ZFLTIAXITAHFIT
MR L2 100 T 7 RF v EE(ER ZEHBD 7 F 7 AV b 2 —EANZTET,

9.1.3 73X bxz—4705 L4

T30 RAXA bz =X 077 AIKIT OBRFDOEY TH S,
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

attribute float in_u; // 1 RTCT 7 AT % FEAE(HE
varying float out_u; /] ARG AFNZIIFET 1 RoTT 7 AF x FEASHHE

uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vec4(x, y, 0.0, 1.0);
out_u = in_u;
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying float out_u; // FAXIAFLORIFEEINL L XITT 7 AT ¥ PEREE

uniform sampler2D texl; /] 2RCT 7 AF ¥

void main(void) {
gl_FragColor = texture2D(texl, vec2(out_u,0.0));
/1T I AF % T —RDFEAIAA
}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

9.7: FAEERD T 7 A F ¥ 2T 5 HIML/> = —&X 7027 J A
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Rz iz, 727 AF ¥ 7 —XIZ uniform B L TSRENS, 20T 7 AF ¥ DT —
ZANX GLSL DA AAA T — 2 sampler2D ¥ ¥R XN TED, 77 RAF ¥ T —RDEFIX

[ uniform sampler2D tex1; /! 2RTCT 7 AF ¥ ]

&85,
HZE D RGB EDAUA :

gl_FragColor = texture2D(texl, vec2(out_u, 0.0));
/1T 7 AF % T —RDFEAIAS

DFi texture2D(texl, vec2(outu, 0.0)) & 77 AF ¥ 7T —& texl 205 2 RICFEFE(E
vec2(out_u, 0.0) DOfIE®D RGBA 7—XZRKDZHBITIH L TH 2, 2 1518 out_u 2/KF
TR D FEREAE, 55 2 51503 0.0 HRESTTEDEREMTH 5, BESFMDT 7 AF v OlFEE 1 (K
9.6 DLAT DFEE :

[ 1, // ?7X9’-%®T%é}

EEWHZS) TH2056, 6 2515EHIZ [0,1] DD Y ARMETH > THRERIZED SR,
FEREAE ¥ A oHGERE. BRCRZ k512, K95 Db TH 5,

9.1.4 HITOKF

a5 ADFETOMEKNK 9.8 TH D,

BNy 7 7 2 HN=FT v 7 A 2 — XD attribute ZEUC AT 7z 1 RITEEYEIZZ D F ¥
FTARTAYPANZFEIND, TAXTAFE, 3THAD S 3 =AFEONNO L2 TOEZHEFITD
WTEEHMEEZ AR T 2, 77 27X Y by = =&K&, uniform ZEIEHINTWS 1 KTT 7
AF ¥ T =X text OHH S EEYHICNIET 2 RGBA HEFHiARAL, ZHNE T L —LN Ny T 7\
FEZIAD,
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10 —[vs.| —

0.0 ———|vs.|—

1.0 — VS| —

X 9.8: =AIC 1 RICT 7 AF ¥ Bk 23586 OEEH

HIOE 10T 7 AF v DHH

TUORAFv
(uniform Z%%)
texl H N N
0.0 1.0
\\\ s\
&Lw .
> 0.8 1.0~
——————— 06 0810 :°.
—» 04 06 0.8 1.0 ° '\
— 0204 06 0.8 1.0 —>
— 0.0 0204 06 0.8 1.0 —>
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1

FIOE 1T 7 AF ¥ DFIH

X 9.9: HE&H (20 11, H—5—F 27 2F v DFIH)

9.2 H—5—TF—20FH

Rz, K937 r5 LD

4 N
let rgbaData = new Float32Array([
0.0, 0.0, 0.0, 1.0, // !
1.0, 1.0, 1.0, 1.0, //
0.0, 0.0, 0.0, 1.0, /] 5
1.0, 1.0, 1.0, 1.0 // B
1
\_ J
%
4 N
let rgbaData = new Float32Array([
1.0, 0.0, 0.0, 1.0, /] TR
0.0, 1.0, 0.0, 1.0, /] Fx
0.0, 0.0, 1.0, 1.0, // H
1.0, 1.0, 1.0, 1.0 // B
1
o %

AZEHELTALS, 9.9 OfEENESNS,
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FIOE 1T 7 AF ¥ DFIH

X 9.10: E&H (2D 12, 77 RAF v ZIERX B BZEH)

9.3 FTIXAFvDEH

iz, W93DTar 5 DT T AF % FEAEE

let u_value = [ // TERD 1 OCT 7 AF v FEREE
0.0, // FET
1.0, // Gk
1.0 // ET

DEAEZLTDESITEZTHD,

let u_value = [ // TEERD 1 RTTT 7 AF v FEREE
0.0, !/l ET
1.0, // HLk
0.5 // HF, 1.0 > 0.5 ~ZH

CHIZ X > T=ABOREENISBRTZT 7 AF v 7T —XOMNBLED 256, HRIZX9.10 D
L2 ED 3,
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28

HIOE 10T 7 AF v DHH

94 MR :ZDEODIOUVZLDOURL

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>
<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

attribute float in_u; /! L RITT 7 AF % PEREfH
varying float out_u; /] FARTAFANZIET L RITT 7 AF v FEATHHE

uniform float theta;

void main(void) {

}

float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vec4(x, y, 0.0, 1.0);
out_u = in_u;

</script>

<script id="fs" type="text/plain">
precision highp float;
varying float out_u; // FAXIAFNOZIFEEI N 1 RITT 7 AT * FEIEE

uniform sampler2D texl; !/ 2RILT 7 AF %

void main(void) {

}

gl_FragColor = texture2D(texl, vec2(out_u,0.0)); )
[/ T AF % T —RDitAAA

</script>

</head>
<body>

<canvas id="canvas"></canvas>

</body>
</html>
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52

53

54
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56

57

B

// main.js
let gl;
let program;

function initSystem() {
let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;

gl = c.getContext(’webgl’);

gl.clearColor(0.5, 0.5, 0.5, 1.0);

let ext = gl.getExtension(’0OES_texture_float’) ||
gl.getExtension(’OES_texture_half_float’);
if (ext == null) {
alert(’float texture not supported’);
return; //

}

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

b
let NUM_POINTS = 3;

function initData() {
let position = [

-0.5, -0.5,
+0.5, +0.5,
+0.5, -0.5

1;
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

[ //

let u_value
0.0,
1.0,

0.5
1
let buffer2 = buildArrayBuffer(u_value);
bindArrayBuffer (buffer2, ’in_u’, 1);

let TEXTURE
let rgbaDat
1.0,

>

SIZE = 4
= new Float32Array([
, , 1.
, , 1

1

1

> > >

O OO O W
= = OO
[eNeoNeoNe]

0.
1.
0.
1.

= O O
O O O

> > >

DK
let texture = buildTexture(rgbaData, TEXTURE_SIZE);

1 XILT 7 AF * OFIH

// FEREFER
// WREEJLIR

/7 BEREHRIRICRM L 7272 51
/] 77— ERRLT
y&x—

//TERD 2 RITFEERHE

/] FET
// FHE
/1 BJT

HRD 1 RILT 27 AT % FEREE

.
// HL

// BT, 1.0 -> 0.5 "ZLH

/] 2 DREFRITHRE

/] R
/] %
/B

/] TORFXF T =27+ DA

bindTexture(texture, ’texl’, 0);

// texture % ¥z —A&XWND uniform £ texi iHEE

}

function display(time) {
setUniformFloat (’theta’, 0.05*%time*Math.PI/180.0);
gl.clear(gl.COLOR_BUFFER_BIT);
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gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS);
gl.flush();
requestAnimationFrame(display) ;

}

window.onload = function() {
initSystem();
initData();

requestAnimationFrame (display);

};

B

1 XILT 7 AF * OFIH
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HIOE 10T 7 AF v DHH

// util.js
function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK
let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
gl.bufferData(gl.ARRAY_BUFFER, // BeFl data DWNEZ GPU N\
new Float32Array(data), // av¥—L, BEEAAy 7>
gl.STATIC_DRAW) ; /] ATV NEEK
gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
return arrayBuffer; /! VERRLI=A 7 227 b RRT
}

function bindArrayBuf:fer(arrayBuffer, name, s) {

gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR

let location = gl.getAttribLocation(program, name);
/] N—=T v I RX>x—X—NHN®D name Y [FL
// FHID attribute 2D GPU N DN E % B

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHR NN Y 7 7 DJEMZFRE

gl.enableVertexAttribArray(location) ;
// location DIHM Ny 7 7 ZHIHAIEEICT 5

function setUniformFloat(name, value) {

let location = gl.getUniformLocation(program, name);
gl.uniformif (location, value);

function buildTexture(data, w) {

let texture = gl.createTexture(); /] TORFXx ATz bDERK

gl.bindTexture(gl.TEXTURE_2D, texture); /] TOVRFxDNAL VR

/] T AF ¥ ~N\T —XEkEHN

gl.texImage2D(gl.TEXTURE_2D, /] TUARF X OFEMH
0, /] KEINT 2 AF v DL~V
gl.RGBA, /] TIARFx T —=XDNERER
v, /] T RF ¥ DI
1, /] TORAF ¥ DEm&E
0, /] AT LADMEEM
gl.RGBA, /! AT T —2DER
gl.FLOAT, [/ TIRF X T—=2DERDEX
data) ; /] TI7RF ¥R T—&

/] TIRAF ¥ TF—XOWY M LGERREE
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

gl.bindTexture(gl.TEXTURE_2D, null); /] TIRF % DAY REEML
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HIOE 10T 7 AF v DHH

return texture;

}

function bindTexture(texture, name, num) { B
let location = gl.getUniformLocation(program, name) ; // ST OEUS
gl.uniformli(location, num); /] T RAF v IZEERS BN

gl.activeTexture(gl.TEXTUREO+num); // HEFRSDT 7 AFx %2777 1 71k

gl.bindTexture (gl .TEXTURE_2D, texture); /] TORF DAL VR
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HIOE 10T 7 AF v DHH

// compilelink. js

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3
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BT1I0E 1XRTTIVRXAFvDIFEFIFHHEE

ZOEBTIFIRTTZAF v~y ¥ 7T 24 B2 BN T 5,

10.1 [0, 1] DEENDT U X F v EIEfE : FIRFHE

AiERE (0.3H) IBWT, 77AF v BEEZLITO X5 I1I2ERE L,

let u_value = [
0.0,
1.0,
0.5

let u_value = [
-1.0, /] ZEHE
2.0, /] ZEHE
0.5

1;

ANEHELTAL S, BIETIET 7 XF v FEIEEIX [0,1] O#PFHEEZEZ TE/z, LIAL., 2ITEZ
DHEIFANE G2 %, DFED. ZABOLETDT 7 AF v YA —1.0. H LOZHID 2.0 TH %,
T T=ABHNDOERD T 7 2 F v FBEEEIZN 10.1 (110 R—) DX S ITEH XN, i
%3 10.2 (111 =) Th 3,

X 9.10 (102 =) Tk, M. f&k. H. HOEOH 1 B2 G, K102 TldZh
M3EFEDRELTWS, ZOHEEIX, WebGL/GLSL DHEERDERETIE LED T 7 A F v FEAZHE
2 € [—00, +o0] I, BIARFE OO CREEE) :

¥’ = mod (z,1.0)
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BHI0E 1 XLT 7 AF ¥ DX F I E KR

4 10.1: =AIEORTHFICHNEES 2 attribute ZEDER @ 727 X F v FEEHED [0,1] O#EIPAIMC
»HHGE

WWEoTa € 0,1 REHMZINTT —ZZ2itAlAD LI ICHHRINTVELLTH S, KB, b
Lz RS v O/PNEEM T ORI 1 M8 E o' ARTHATDH S, 2 & 2/ O
%% 277 7 TRRT 32K 10.3 (111 =) DFEH TH 3.

TIRAF Xy Y TRE3NRR—V 2B DIRLRD T2 e 2ERLTWAHEINTH 206, £
BD7 7 AF v BIFEZRIRN (H2WEKEIR) 12 (0,1 NBBRT2Z3Eo% HATH S,
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B10E 1 RKTTZAF v+ DX FXE KR

N\

10.2: EEH] (2D 13, 727 X F v BEIEEDY 0, 1] OHIPANOHE)

10.3: 727 AF ¥ FEAAMEDRIRE R
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HI0E 1 XLT 7 AF % DX F X E5RE

Y

2.0 -1.0 0 1.0 2.0

X 10.4: 77 A F v FEAEAE O [ Ui sl [E] 2

10.2 (0,1 DEEND TV A F v EIE(E : IR EE

WebGL/GLSL TIERIHIORREEZ 2 <0 DL X2 2/ =0, 2> 1 DL XX =1 WKERT
LEHEAEDARETH B, ZOEHRE Z I TRHAEE LIESR, v & o/ OBRE S 7 7 TRIRT
5104 (112R=) THD, UKo THEHIBKIZK 105 (113 R=Y) DX HWED D,

IHEAT S 12iE. B buildTexture() X 10.6 (113 R—Y) DX WCEET S, KA ¥ b
F. T RT v FEAMESFN DG E D, LIFORGE -

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE);
// EEERAN 2 b s DB [EE 3 % RE

ThHd, T2 =Z2D5OERIIF. REFDO—RITT 7 AF v (gl.TEXTURE_2D) O S &5
MO DIEL (gl.TEXTURE_WRAP_S) ZMililC[EE 3 % (gl.CLAMP_TO_EDGE) Z & ZRL TW\5,
FE, EOBIBMEUH L E IR R WEE I T ORENEBIAE XN TV 5,

gl.texParameteri(gl. TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.REPEAT);
// PRS2 S S DB [ E 3 % ROE

B 35IRUTHEDIR L (gl.REPEAT) (repeat=#DIRL) ZFEE L TV A RUICERLTELW,
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B10E 1 RKTTZAF v+ DX FXE KR

10.5: ERE] (F D 14, FHEHND T 7 2 F % FEAZ{E % Wi OEICT )

function buildTexture(data, w) {
let texture = gl.createTexture();

gl.bindTexture(gl.TEXTURE_2D, texture);

gl.texImage2D(gl.TEXTURE_2D,
0,
gl .RGBA,
w,
1,
0,
gl .RGBA,
gl .FLOAT,
data);

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE);
/7 A2 S R D [EE 3 % BOE

gl.bindTexture(gl.TEXTURE_2D, null);

return texture;

10.6: AN D T 7 A F v FEREE % Ml S DOEIC S % buildTexture ()
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BHI0E 1 XLT 7 AF ¥ DX F I E KR

Gin
1.0 —m——o— —
0.0 0.5 1.0
1.0 i —_— —_—
0.0 . 0.5 ; 1.0
1.0 =
0.0 0.5 1.0

X 10.7: 727 AF v BAEEY 577 2F % 7T —XEOEGR (20 3, EEOSE. Er ok, . &)

10.3 TIXAFvT—2DEHMHRE (FD1)

En RN D72 DI, 77 AT ¥ &2 o0 S 2 REDS L ETH 5, GPU ITIEHEE
B T 27 ZAF v 7 — 2 0 B BRI CHEBIIC A L T 2 RGBA fHE KD 28— K'Y = 7 HH5#
INTVaL,

B E THWTE T 7 AF v EIEEYE 7 7 A F v 77— X2 fE (RGBfE) & OBFRIIN 10.7 (114
R=Y) DEIRXRRT B eMNTE 3, [0,1] DFEIPH% TEXTURE SIZE (=4) WZHEILTED,
rheh oG 2 RCGBEMGHAAENS, L 2T 7 AF v [EEED 0.4 OBE,
(r,g,b) = (0.0,1.0,0.0) TH %, MHDEI ¢ IZZDHPADOH LR ERT,

WebGL/GLSL T, #HPADOHLE (o ONE) 2D THAIIMNRS Z 7% T 7 XF v 7 —
ZEICHVRREDARETH %, X10.8 (115 R—) ZEFDZ 57 TH B, MO THILIT2 A
BOF— X EMUFREEEITE 22 THD., GPUTRINEN— RV =27 TEEHETE 32,

ZOMEER AT 2121, X10.6 DRI buildTexture() OHFOLI T OBEBIFEHL :

125 1LTHZE GPU RER & Z A THIUHMSAEETH 3,
UMM EEEE T Z 25, Lo LA LARWEAICHEARIUIEE o 2 b 3eRE 25 2 ikl sk,
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HI0E 1 XLT 7 AF % DX F X E5RE

i
1.0
0.0 0.5 1.0
1.0 e
0.0 - 0.5 1.0
1.0 = .
00 05 10

M 10.8: 727 AF ¥ EIEEE 727 AT v 7 — XEOBR (20 4, EMHEOEE. £ 50k,
k. )

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

DEIFNBEUTOLEICEZS (X10.10 (116 R—) HHE),

// & 3 5|4(% NEAREST %> 5 LINEAR IZZF
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.LINEAR);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR);

D% D gl .NEAREST % gl.LINEAR NAEH T %, ZAUT Ko THIFIOE(G (X10.5) ¥X 10.9 (116
R=Y) DXIIEDD, KB, HifiOEBGRIIGREEDRETH 25006, RAEDEIOLM (7
7 ZAF ¥ ALEIIZ LT, ¢ <0.125), REDBIOEH (z > 0.875) TRREAZNDEHD RGBA
Hr 725,
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B10E 1 RKTTZAF v+ DX FXE KR

X 10.9: HHRE] (ZFD 15, 727 ZAF v F— R EEHETRD 3)

function buildTexture(data, w) {

let texture = gl.createTexture();
gl.bindTexture(gl.TEXTURE_2D, texture);
gl.texImage2D(gl.TEXTURE_2D,

0,
gl.RGBA,

gl.RGBA,

gl.FLOAT,

data);
// % 3 51¥(% NEAREST 7* 5 LINEAR ICZ
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.LINEAR);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR);

gl.texParameteri (gl .TEXTURE_2D, gl.TEXTURE_WRAP_S, gl. CLAMP_TO_EDGE) ;
gl.bindTexture(gl.TEXTURE_2D, null);

return texture;

10.10: 77 A F » HE KA % buildTexture ()
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9

HI0E 1 XLT 7 AF % DX F X E5RE

DI
AO—e e
0.0 0.5 1.0
1.0 e
0.0 - 0.5 1.0
1.0 =
0.0 - 0.5 1.0

X 10.11: 727 A F v EREL 727 2 F ¥ 77— XHOBFR (20D 5, FRWIEME LS, L
SR, k. H)

104 TIXFvTF—ROEHAER (£D2)

iz, 102 HICBWTEALEUTOX ¢

(: gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE) ; :)

ZHIBR (£723axX b7 ) $5, $REBUTOXSE3FIBEEET 5,

(: gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.REPEAT); :)

TRbb, TIRAF ¥ ZRRVCHAADRENR T, fRE LT, 77— XDiGAAAITIEZN
1011 (117 R=2) DXk 2, 77 7 OMHDIRVFRDER T, RADBADEM (727 2F
MEIC LT, < 0.125), \mADBAOEM (2> 0.875) DD FNHIH(HI»HEHI NS,
R 10.12 (118 R—2) D@EH TH %,
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B10E 1 RKTTZAF v+ DX FXE KR

Y

10.12: HifgH (2o 16, KEIZ T 7 2 F v 7 — X RE XN 3)
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HI0E 1 XLT 7 AF % DX F X E5RE

10.5 MR : CDEO7OJFLDIRE

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute float in_u;

varying float out_u;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vec4(x, y, 0.0, 1.0);
out_u = in_u;
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying float out_u;

uniform sampler2D texl;

void main(void)
{
gl_FragColor = texture2D(texl, vec2(out_u,0.0));

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>
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HI0E 1 XLT 7 AF % DX F X E5RE

// main.js

let gl;

let program;

function initSystem() {
let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;
gl = c.getContext(’webgl’);
gl.clearColor(0.5, 0.5, 0.5, 1.0);

let flg = (gl.getExtension(’0ES_texture_float’) != null) &&

(gl.getExtension("OES_texture_float_linear") != null);
if (Mflg) {
alert(’float texture not supported’);
return;

}

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

b
let NUM_POINTS = 3;

function initData() {
let position = [

-0.5, -0.5,
+0.5, +0.5,
+0.5, -0.5

1;

let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let u_value = [
-1.0,

2.0,
0.5
1;

let buffer2 = buildArrayBuffer(u_value);
bindArrayBuffer (buffer2, ’in_u’, 1);

let TEXTURE_SIZE = 4;
let rgbaData = new Float32Array([
1.0, 0.0, 0.0, 1.0,
0.0, 1.0, 0.0, 1.0,
0.0, 0.0, 1.0, 1.0,
1.0, 1.0, 1.0, 1.0

D;
let texture = buildTexture(rgbaData, TEXTURE_SIZE);
bindTexture(texture, ’texl’, 0);

3

function display(time) {
setUniformFloat (’theta’, 0.05%time*Math.PI/180.0);

/] FET
// FHE
/1 BJT

/] ZEHE
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HI0E 1 XLT 7 AF % DX F X E5RE

gl.clear(gl.COLOR_BUFFER_BIT);
gl.draWArrays(gl.TRIANGLES, 0, NUM_POINTS);
gl.flush(Q);

requestAnimationFrame(display) ;

}

window.onload = function() {
initSystem();
initData();

requestAnimationFrame(display) ;

};
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// util.js
function buildArrayBuffer(data) {

let arrayBuffer = gl.createBuffer();

gl.bindBuffer(gl.ARRAY_BUFFER,

gl.bufferData(gl.ARRAY_BUFFER,

HI0E 1 XLT 7 AF % DX F X E5RE

/] RN Y 7 7 X790 27+ DIFER
/] BDATY =7~ DIEK

arrayBuffer) ; /] TPl bEREE

// BC%| data DWNAE% GPU N\

new Float32Array(data), // av¥—L, BEEAAy 7>

gl .STATIC_DRAW) ;
gl.bindBuffer(gl.ARRAY_BUFFER,

return arrayBuffer;

3

/] AT 27 FEIER
null) ; /7 REEANT
/] B L2472 VRS

function bindArrayBuffer(arrayBuffer, name, s) {

gl.bindBuffer (gl.ARRAY_BUFFER,

arrayBuffer); /] ATl NEREE

let location = gl.getAttribLocation(program, name);

/] N—TFT v I A 2 —XND name &AL
// BHID attribute 24D GPU N DL E % NS

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0);

// location DIELNY 7 7 DB Z KT

gl.enableVertexAttribArray(location) ;

// location DIEM NNy 7 7 ZH|HAGEICT %

function setUniformFloat(name, value) {
let location = gl.getUniformLocation(program, name);

gl.uniformif (location, value);

function buildTexture(data, w) {

let texture = gl.createTexture();

gl.bindTexture(gl.TEXTURE_2D,

/] TOAF e ~NARX =T %
gl.texImage2D(gl.TEXTURE_2D,
0,
gl .RGBA,

gl .RGBA,
gl .FLOAT,
data) ;

texture); // T AFx NNV FT 3

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.LINEAR);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR);

// gl.texParameteri(gl.TEXTURE_

2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE);
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/] T AF % DA R REE
gl.bindTexture(gl.TEXTURE_2D, null);

return texture;

3

function bindTexture(texture, name, num) {
let location = gl.getUniformLocation(program, name);
gl.uniformli(location, num);
gl.activeTexture(gl.TEXTUREO+num) ;
gl.bindTexture(gl.TEXTURE_2D, texture);
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// compilelink. js

1

2

s // htnl 7 7 A VD id A vsid, fsid DY Y —RAELFH| L L TaARAAT
o /) Y= RFETAREA - FEEAF

s function buildProgram(vsid, fsid) {
6 let vs = compileProgram(gl.VERTEX_SHADER, vsid);

7 /] N—T VIR 2 =RV —AT0 TS5 LDANA)L
8 let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);

0 /] 75 TRY M2 =RV —=RTAT T DAY NRAI

1 program = gl.createProgram(); // ZBOFEITR[EEa — R Z21ERK
12

13 gl.attachShader (program, vs);

1 /] N=T 9 IR z—=KXDATY =l ba— Kzl
15 gl.attachShader (program, fs);

15 /] 79 TRAY Y x2—=RDATY =7 b a— F e
17

18 gl.linkProgram(program) ; VAR N4
19

2 if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
21 alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
22 }

23 }

s // ?‘/1‘—&\\@&/{70 (/\:7“77X/757)<\\/}\> VY —Rid»bH
w [/ ATz ba—FNERT

s function compileProgram(type, id){

28 let source = document.getElementById(id) ;

2 // HTML 7 7 A AHH 5 id ITHYE T 23 V) Y — R 2 IS
2 if (!source) { return; } // BUSTERITINUL null Z2iRT
31

» let shader = gl.createShader(type); /] EDATI 2l ba— REER
33

1 gl.shaderSource (shader, source.text); /] Y —ATaT T ADLFE
35 // %% shader 2kt

36

37 gl.compileShader (shader) ; // 2N )L
38

39 if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7
40 return shader; /] T =PRI T T2 ba—-FERT

41 } else {

2 alert(gl.getShaderInfolog(shader)); // T —NEDER
s }

PV
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16

FL11E 2RTTIVXFVYDFE

2QRICT Z AF XX 1 RILT 7 AF v DERBILRTH 2056, HiLHE, BIEOHEMSIZIZD
FEWRD D, TOETEZFNZIEICHEEL TWL,

11.1 HRREEO<TvE> S

2RILT 7 AF v AW RAOFELE LT 11.1 (126 R—) D &5 Rilikkk (Fzv 57—
R=FRE—=Y) 2= TRo7DDEER S, HIREETLFRIC. ZO=MAEHI® - D E[H
TR A

PUFH, 20707 5 THZ, TR 1 LT 7 RAF ¥y ZHVS 23RV, 2T
WBHIED 1 KT 7 AF 2 ICH T 2502 2T 207 VA F Y ICEEMZ 52 55, T
7LV R PDTRIZZVH, BEEFNIAX S L OD IR DATH 5,

11.1.1 "R MFOT S L

X 11.2 (127 R—2) B, A ST F T LDOFEEHSTH %, initData() O—HHBEH XN

TW3,
TERS D FEREE T — X IR T L RBICRET %,
THED 1 RTTTF 27 AF v FEEEIZ. DLTDOESIC2RTTT 7 AF v BAEEICEET 5,
let uv_value = [ // 2RICT 7 AF v FEFE(E
0.0, 0.0, /! KT
1.0, 1.0, // HLk
1.0, 0.0 /! AT

77 AT v B DR BRI [0,1] OHPHTRE T 2 DHEEALED, ZOHHAN DL EITIFFIE L
FICHERE 2%, EMIBETTRNS, 3THED 2 TITHEEE Y 2 KITT 2 2T v FEEE D BHRIZ
X11.3 (128 R—=2) D@D 72,

Kz, LFDESWCT 7 AF v 7 — X2 BHNAERT %,
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X 11.1: EEE (2D 17, 2XTT 7 A F v FHDBE

let TEXTURE_SIZE = 4;
rgbaData = new Float32Array(4*TEXTURE_SIZE*TEXTURE_SIZE) ;
for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;

rgbaData[4*k+0] = (i+3j)%2;
rgbaData[4*k+1] = (i+j)%2;
rgbaData[4*k+2] = (i+j)%2;
rgbaData[4*k+3] = 1.0;
}
}
\_ /

LXTET 7 2AF % D (K9.3 (91 =) Z), IYOREREZIE L, LrL, 2007
IVAF X TRERBPZLTEL70, 2EHAL-TTERITDII e L, BB, 2RLT 7 AF ¥
24 2 KOTHA % W 2 DB ERTH 505, JavaScript D 2 KITAFIE WebGL & 13AHM N
7. 1 XTTHANC 2 RITT 7 AF v 7 — X &M L 7z,

2RILT 7 AF ¥ LB OMIGEFRER 11.4 (128 R—) ITRT, 727 AF ¥ 7 —XIE RGBA
DABEISRD, T ABENAED D SAE~KFEF AN TEXTURE SIZE i (=4 ) 723N,
Z DD T 6 EAFEE ST TEXTURE SIZE il (=4 ) WA T, 2TV AF ¥ T —XD

1JavaScript @ 2 KITFLFNIE, BLFIOREIF (1 RITARLFIA 72 = 7  BEFKICHEA TV S H D) LW\ S EiEE &
D, —7. WebGL ORE T EHIE C/C++D 2 KIThH (D% D, F—XiF 1 ZTHNCHATWZ D) THH,
FHIFEE LRV,
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let gl;
let program;

function initSystem() {

}

o FIELRAL

let NUM_POINTS = 3;

function initData() {

3

let position = [

-0.5, -0.5, // KT
+0.5, +0.5, // BE
+0.5, -0.5 /! BT

1;
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let uv_value = [ // 2 KILT 7 AT v FEREE
0.0, 0.0, !/l ET
1.0, 1.0, // G
1.0, 0.0 // GTF

1;
let buffer2 = buildArrayBuffer (uv_value);
bindArrayBuffer (buffer2, ’in_uv’, 2);

let TEXTURE_SIZE = 4;
rgbaData = new Float32Array (4*TEXTURE_SIZE+TEXTURE_SIZE) ;
for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;
rgbaData[4*k+0] = (i+j)%2;

rgbaDatal[4*k+1] = (i+j)%2;
rgbaData[4*k+2] = (i+j)%2;
rgbaData[4*k+3] = 1.0;

}
}
let texture = buildTexture(rgbaData, TEXTURE_SIZE, TEXTURE_SIZE);
bindTexture(texture, ’texl’, 0);

function display(time) {

}

*x FIEEFEL *x

window.onload = function() {

};

o BT LFAL *x

B 11.2: #ElBEERD 7 7 A F v Z i % JavaScript 8 A b 7’0 25 L main. js
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4

5

6

7

8

FBIUE 2077 AF ¥ OF|H

(+0.5, +0.5)
(1.0, 1.0)

> JTTREAS
2 RITT 9 AF v EEABAE

\\\\\\

X 11.3: ZAFBIZ 2 RITT 7 A F ¥ ik 3358 OEHEH

(0.0, 1.0) (1.0, 1.0)

[561, ..., [59] | [601, ..., [63]

(161, ..., [19] | [20], ..., [23]

[ol, ..., [3] [al, .., [71 | 81, .., [111 | [12], ..., [15]
(0.0, 0.0) (1.0, 0.0)

X 11.4: 2 XJTT 7 AF v ZEENC BT BEH| T — X DA

PIREHR LTV,
TR LE2RILT ZVAF v F—REUTICE > Ty —&X 7S L efEEa3ns,

let texture = buildTexture(rgbaData, TEXTURE_SIZE, TEXTURE_SIZE);
bindTexture(texture, ’texl’, 0);

LI RICT 7 AF v DIGELFRIETH 5D, buildTexture() DE I FIBICT 7 AF v T —4&
DEEHADRKEZZIBET 2R 1L RTDHEEL Bz 5,

FTOAF X I T 27 P EAERT B XY v F buildTexture() XX 11.5 (129 —) D LS
2. BECHET2EEL 1 26 h CEBEITZE T THS, 77AF %A 727 ez —&T
075 AMIEETAAY v K bindexture() IZHIELFEUETH %,
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function buildTexture(data, w, h) { // h &
let texture = gl.createTexture();

gl.bindTexture(gl.TEXTURE_2D, texture);

/] TOAF ¥ NARX =T 2
gl.texImage2D(gl.TEXTURE_2D,
0,
gl .RGBA,
W,
h, // 1 % h (B
0,
gl.RGBA,
gl .FLOAT,
data) ;

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

gl.bindTexture(gl.TEXTURE_2D, null);

return texture;

3

function bindTexture(texture, name, num) {
*x FIFE LR **

}

X 11.5: 2 KICT 7 AF v DEFEICET 5 XY v K L util.js 2EH
11.1.2 N=FYvIR>x—47O595 L

N=T v IR z=R707 7 LI 11.6 (130 R—2) OHIFDED TH 5, BIETIE 1R
TLT 7 AT % FEREHEE attribute 28 inu TRIFHE LD, T2 TE 2 KILT 7 AF % EEHEE
attribute Z¥(% in uv TRIIEWD, ZOEEITAXITAFARIIET, ZLTITRAE T4 FIIHRE
A S Tz 2 RITT 7 AF v BEEEE BEED 7 7 7R Y b ¥ =2 —XNZTET,

11.1.3 759X boxz—47095 L4

IR xz—&R7n I AIK11.6 (130 R—2) OBFDEHTH 3,
D

79
HZ2 D RGB EDAAK :

[: gl_FragColor = texture2D(texl, out_uv); :}
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec2 in_uv;

varying vec2 out_uv;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vecd4(x, y, 0.0, 1.0);
out_uv = in_uv;
¥
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec2 out_uv;

uniform sampler2D texi;

void main(void)
{
gl_FragColor = texture2D(texl, out_uv);
}
</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

B 11.6: TR D T 7 A F v 2§ 5 HTML/> = —X 70 275 A
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D texture2D(texl, out_uv) &, 77 AF ¥ T —& texl 25 2 RITFEIEE out_uv DNV E
D RGBA 7 —& %KD 2BBIFOH L TH %,
PEFEAE ¥ DX ERERIE, BRIz X512, K 9.5 (93 R—) O@DHTH %,

11.1.4 EITOH¥F

a7 o ADOFETOBEKZR 11.7 (132 =) TH 5,

Ny T 7 PON=T 9 VAL 2 —=RIZASEND 2 KICERMHIZZDE E T AKX T A PRI
HEEhzd, 7ARITAFIE, 3THAD S5 =AKOAMOETOHEREF[ITOWT 2 TR EE
BT 2, 7727 XY by z—XiE, uniform ZEIEHZINTNS 2 00T 7 AF v T — X
tex2 DD & BEEMEICHIN S 2 RGBA HZZARAA, TNEZDEE T L — LNy Ty AEEZ
AT,

RELRETIE, BIET L RILT 7 A F ¥ AT o e EHEE 20T 7 AF ¥ THik 3,
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BILE 2T7 7 AF v OHH

TURFv 10
(uniform Z#%)
— 0.0 1.0
(1.0,1.0) — [vs] —
SO T
~0.0,1.0 — -F.S.
A% (0:6,0.6) 28'3'8'23 Em'\o\‘se); _>-
6,0.6) (0.8,0.6) (1.0,0: . .
(0.0,0.0) s — (0.4,0.4; 50.6,0.4; 50.8,0,4; (1.0,04) ~~7%,
— (0.2,0.2) (0.4,02) (0.6,0.2) (0.8,02) (1.0,02) —x
— (0.0,0.0) (0.2,0.0) (0.4,0.0) (0.6,0.0) (0.8,0.0) (1.0,0.0) —
(1000 —[vs]—

11.7: =AM 2 RITT 7 A F ¥ Bk 256 OEEH
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X 11.8: E&E (20D 19, H—F—F 27 ZF % OFIH)

. 11.2 h—5—57—2DFH

: KT, K112 (1271 R—=2) DTV RF v T —RDIEL -

Ve N
for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;
rgbaData[4*k+0] = (i+j)%2;
rgbaData[4*k+1] = (i+j)%2;
rgbaData[4*k+2] = (i+j)%2;
rgbaData[4*k+3] = 1.0;
}
}
SN %
. &
Ve N
for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;
rgbaData[4*k+0] = (i+3j)%2;
rgbaData[4*k+1] = ((i+j)%3)/2;
rgbaData[4*k+2] = ((i+j)%4)/3;
rgbaData[4*k+3] = 1.0;
}
}
AN /
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. AZTHET 3, GH0RUHER, X 11.8 (133 —) DOHiEHEIESN B,
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1

HILE 2007 7 AF ¥ DFIH

X 11.9: E&HE (2D 20, 727 RAF v ZIEFXEBZEH)

11.3 T XF v DfEF

iz, ®11.2 (127 =) OFO TS5 LADT 7 AT v FBIEMEDHE :

let uv_valu

_ e =[ /! 2 TCT 7 AF v FEREE
0.0, 0.0, /] ET
1.0, 1.0, /] EE
1.0, 0.0 // BT

NEELTALI, TRIE > TEMBORBERNSRT 27 7 ZF ¥ 7 — X DAEIED 2 »

5. HEfBIEK11.9 (135 =) DL S5I2EDH 3,
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11.10: EGRH] (2D 21, 727 R F % BEED [0, 1] x [0, 1] OHPHSNOEE

D114 [0, 1] OBENDT Y RF v EAEME | FISEE

2 Ty LkBiET S,

3 Ao
let uv_value = [
0.0, 0.0,
1.0, 1.0,
0.5, 0.0
1;
4
s &

let uv_value = [
-1.0, -1.0,
2.0, 2.0,
0.5, -1.0

7 NEET L, ZHUTK 5 TT 7 RF v FEEEDS [0, 1] x [0, 1] OHIFAAMCIZ 2, HEX N7 ERIZX
s 11.10 (136 R—) TH 3,
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v BHC L RITT 7 AF ¥ OFH TN, 77 2F v PEAEEIGREIRF I £ - T [0,1] OHEFHIZ
: Bfrxh3 (X103 (111 R=2) BR), 2 K0T 7 2 F v Dl & DEFEEIZOWTHAETH 5,
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11.11: BB (20 22, #PEHID T 2 R F v FEEEZ 1 RTTHIZO W THiN R OEIC S 5)

11.5 [0,1] DEEND TV XA F v EIESE : IHREE

RIEICBWT, [0,1] OEIFHDE D FNEICIZRIRETREIC X 2 /715 L S EICEE T 2 HED 2
EELD 2 Z e w2,
WREEEIT 91X, TIRIERBEIC, B buildTexture O WKHATEMZ UL LW,

[ gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE); )

AU K o THIERIEK 11.11 (138 R—=2) DX SWED S, Il v, ETFH»bhE
ANDORD 45 EDFIAH 1 KoH. BEFAH 2 KTHTH %, K11.10 (136 R—) X 11.11
(138 =) ZIET 22, R 45 FHAITIE X — O DREL (BIRETH) 2L RoTW»
5, L2 LEEAFMICIKEDRLBAR OGNS,

L OBBIEH LD~ 7 B ER gl . TEXTURE_WRAP_S X, 2 KICT 7 AF v+ D 1 XItH D PEfE
BIRET BT RX—RTH 2, 2 TICHBERIZHN B FERELIIE 2y, wo, st REDHV SRS 05,
~ 7 0ERL gl . TEXTURE WRAP_S DRED S A st PEIERD 1 KItHEZRTHDTH %,

2 T B e, FIFZRET 3~5 B (OpenGL DAN—Y 3y, FEHEICE-TERRZ) HBH2H. I I TIHREN
RZDEENT %,
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11.12: ERH (2D 23, #HEHSND T 7 2 F v FEEEZ D DRIt L MR OEICS )

L 2OCH ORI 5~ 2 0 ERE gl . TEXTURE.WRAP.T TH 3, KEDT A2 XtHERL
: TW33, 72T, B buildTexture() I

( gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE); )

s A2, ZOMBIEN11.12 (139 R—) TH 2, 2TOCHOHATH 2HEES A TH X —
s YORDIRLDPEL ZoTW3,

3B 1A, OpenGL Tl 3 KILT 7 AF ¥ D 3 FHODEIZOWTIE R ZHWV3, S. T OXIE Ui b 257278,
U & u-v PERER DS L RELT 20 58I 72075 5,
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o

o

8

9

BILE 27007 7 AF v DFIH

X 11.13: E{EH] (2D 24, 77 AF ¥ F— X BB TRD 3)

11.6 TIXFvT—ROEHER (£D3)

1 RTET 27 2AF % DB E LA, B buildTexture () DD

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

DHEIFBELLTDLICEZTHS,

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.LINEAR);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR);

3FEHDG#% g1 .NEAREST 75 gl .LINEAR NEH L7 Z L ICHERET %, Z4UT X - THEHRIZK
11.13 (140 =) DX S51ZED %,
GPU TR 7 7 A F ¥ IOV TOMEAMHZ N— RV = 7 CREHEETZ 5,
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4

HILE 2007 7 AF ¥ DFIH

X 11.14: EEHE (Zo 25, KRBT 7 AF ¥ 7 — X e TR D 3)

11.7 FTIXFvT—2OEH @R (£FD4)

Kz, 115 HICBWTEBALEZMUTOX :

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE) ;
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE) ;

ZHIBR (£723axXy 79 b)) T2, 2B, LO—X2HIRT 2 Z eid. IRINCIZUT ofsE

YEIETH B

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.REPEAT);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.REPEAT);

AU & o THMEIED S - CRIRFTHICRE 2, %, K 11.14 (141 =) 2183,
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11.8 MR : C0EDOD7OJFLDIRE

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec2 in_uv;

varying vec2 out_uv;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vec4(x, y, 0.0, 1.0);
out_uv = in_uv;
}
</script>

<script id="fs" type="text/plain">
precision highp float;
varying vec2 out_uv;

uniform sampler2D texl;

void main(void) {
gl_FragColor = texture2D(texl, out_uv);

</script>

</head>
<body>
<canvas id="canvas'"></canvas>
</body>
</html>
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// main.js
let gl;
let program;

function initSystem() {

3

let ¢ = document.getElementById(’canvas’);
c.width = 500; c.height = 500;

gl = c.getContext(’webgl’);
gl.clearColor(0.5, 0.5, 0.5, 1.0);

let flg = (gl.getExtension(’0ES_texture_float’) != null) &&
(gl.getExtension(’OES_texture_float_linear’) != null);
if (Mflg) {
alert(’float texture not supported’);
return;

}

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

let NUM_POINTS = 3;

function initData() {

let position = [

-0.5, -0.5, // KT
+0.5, +0.5, // BLE
+0.5, -0.5 /1l BT

1;

let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let uv_value = [
-1.0, -1.0,
2.0, 2.0,
0.5, -1.0

1;

let buffer2 = buildArrayBuffer(uv_value);
bindArrayBuffer (buffer2, ’in_uv’, 2);

let TEXTURE_SIZE = 4;
rgbaData = new Float32Array(4+*TEXTURE_SIZE+TEXTURE_SIZE);
for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;
rgbaData[4*k+0] = ((i+j)%2);

rgbaData[4*k+1] = ((i+j)%3)/2;
rgbaData[4xk+2] = ((i+j)%4)/3;
rgbaData[4*k+3] = 1.0;

¥
}
let texture = buildTexture(rgbaData, TEXTURE_SIZE, TEXTURE_SIZE);
bindTexture(texture, ’texl’, 0);
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}

function display(time) {

setUniformFloat (’theta’, 0.05*time*Math.PI/180.0);
gl.clear(gl.COLOR_BUFFER_BIT);
gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS);
gl.flush();
requestAnimationFrame (display) ;

}

window.onload = function() {
initSystem();
initData();

requestAnimationFrame (display) ;

};
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1 // util.js

» function buildArrayBuffer(data) { [/ TERANY 7 7379 =7 FOFEK

3 let arrayBuffer = gl.createBuffer(); /] DA T =l b DIERK
4

5 gl.bindBuffer (gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0+ ERE
6

7 gl.bufferData(gl.ARRAY_BUFFER, // B data DA% GPU N
8 new Float32Array(data), // a¥—L, HEANY 77

; gl.STATIC_DRAW) ; /] ATV NEEK

10

1 gl.bindBuffer(gl.ARRAY_BUFFER, null); /! KRS
12

13 return arrayBuffer; /] ERL7=A 727 bV RRT
14 }

15

16 function bindArrayBuffer(arrayBuffer, name, s) {

1 gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY =0 bR
18

19 let location = gl.getAttribLocation(program, name);

2 /] N=T v 72X x—XHAND name E[AL

2 // FHID attribute 2D GPU N DN E % B
22

23 gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )

2 // location DIHE NNy 7 7 DEMEZFE
25

2 gl.enableVertexAttribArray(location) ;

27 // location DIHE Ny 7 7 ZH|HAIREIZT %
s}

;1 function setUniformFloat(name, value) {

32 let location = gl.getUniformLocation(program, name);
33 gl.uniformif (location, value);
s

37 function buildTexture(data, w, h) {

38 let texture = gl.createTexture();

39

40

" gl.bindTexture(gl.TEXTURE_2D, texture); // 77 AFx %AV KT 53
42

a3 /] TOAF e ~NARX =T %

44 gl.texImage2D(gl.TEXTURE_2D,

45 0,

. gl.RGBA,

47 w,

48 h,

49 o,

50 gl.RGBA,

5 gl .FLOAT,

52 data) ;

53

54 gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.LINEAR);
55 gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.LINEAR);

s // gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_S, gl.CLAMP_TO_EDGE) ;
ss [/ gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_WRAP_T, gl.CLAMP_TO_EDGE) ;
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/] T ARF ¥ DNA R RE
gl.bindTexture (gl.TEXTURE_2D, null);

return texture;

}

function bindTexture(texture, name, num) {
let location = gl.getUniformLocation(program, name);
gl.uniformli(location, num);
gl.activeTexture(gl.TEXTUREO+num) ;
gl.bindTexture(gl.TEXTURE_2D, texture);
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// compilelink. js

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3
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1

2

B2 TIVAFVYZRAVCEBEBELRHE

GPU I & 2 AL TIIZHDAN—F v 7 22 2 —XBIUOERD 75 7 A > b = —ZH
HFEITT 5, b z—RT70 T 503707 I7IVIRETH 00, Zxd ELEHATH
FHEENCIR S TR & RAFFHEATE 20 TRARVHA L HIFTE 2,

ZITORA Y MET 7 AF vy DRHATH 2, 77 AF v BEHIDO LSS e TE 2, F
K. TIAF v 7= REEH LIV L 7220 B, 727 ZF v 2 AW EE CRAEE b Rk L T42
SN, COETIIBHELIE TS 0TI A TZAEHERT 2, TOHEDONED, KiEd GPGPU

IO 5> TWVL,

12.1 FTIAFvzRHUWIEHE

ZOHITIE. FUEK (RCHEEY A X)) 0207 7 AF v %2 2KHAEL, ThoT 7 X F v
BOMIGT 2 EEOMEZITV, #ERE 7L —L Ny 77 BT 27075 0%EZ 5,

FIR12.1 (149 R—=2) (a). (b) BENLTND 2RILT 7 AF ¥ ZRIEDHIETHEL/12d D
TH2, ZLTH12.1 (149 R—=2) ()BT 7 RAF ¥ DMBEEETLEZSDTH S, ZOMEE
TR P 2—RDETFTT 2, DED, 79T AV P 2—RT2HDT IV AF ¥ DT —
ZEBIFL, MEL., ZOMRETL =Ly 7 71T 5, ZHEMEDNSIEHE TS 5,

12.1.1 KRR +FOJ 5L

B 12.2 (150 =), K123 (151 R=) KRR M TR T I L TH 2, 2HOT 7 AF v %
W2 DS FE R EETH 5,

X12.1 (149 =) (a) D=MAFICH SN T 7 ZAF % 13K 12.2 (150 R—) ORI initData()
WOLLT D& TIER T %,

rgbaDatal [4*k+0] i/TEXTURE_SIZE;

rgbaDatal [4xk+1] 0;
rgbaDatal [4xk+2] = O;
rgbaDatal [4%k+3] = 1.0;
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BI2F TI7RAF v EHAWEHEREE

(a) 727 2F %1 (b) 727 2F v 2

(c) (a) & (b) DG

X 12.1: oD F 7 AF ¥ DINE
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// main.js
let gl;
let program;

function initSystem() {
wr RTEE AL

}

let NUM_POINTS = 3;

function initData() {
let position = [

-0.5, -0.5, // KT
+0.5, +0.5, // EBE
+0.5, -0.5 /! BT

1;
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let uv_value = [

> >

.0
.0,
.0

B

= = O
O O Ol
O = O

B

1;
let buffer2 = buildArrayBuffer(uv_value);
bindArrayBuffer (buffer2, ’in_uv’, 2);

X 12.2: 77 AF ¥ DA & #HE %175 JavaScript A b 7B 27'J L main.js (FD 1, ZD 2
i <)

v DD R GR) OEMEZKEAR (ErbhNiDHERZAM) 2757 —>ay LEEBRT
2 Hb, K121 (149 k=) (b) D=MABICHMioNIzT 7 A F ¥ 1dK 12.2 (150 R—) DLLFT
3 %50

rgbaDatal [4*k+0] i/TEXTURE_SIZE;

rgbaDatal [4xk+1] = 0;
rgbaDatal [4xk+2] = 0;
rgbaDatal [4x¥k+3] = 1.0;

s D%D B (%) OfEEzEESH (Ero TN jOBSHH) 12777 —>ay LEERTH S,
6 TORF X AT 27 MIZDERIHED, ==X T0 75 LERET 5,
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FI2E TI7RAF vy EHAWEERELEE

let TEXTURE_SIZE = 32;
let rgbaDatal = new Float32Array(4*TEXTURE_SIZE+TEXTURE_SIZE) ;
let rgbaData2 = new Float32Array (4*TEXTURE_SIZE*TEXTURE_SIZE);

for (let i = 0; i < TEXTURE_SIZE; i++) {
for (let j = 0; j < TEXTURE_SIZE; j++) {
let k = i+j*TEXTURE_SIZE;
rgbaDatal [4*k+0] = i/TEXTURE_SIZE;
rgbaDatal [4xk+1] = 0;
rgbaDatal [4xk+2] = 0;
1

rgbaDatal [4xk+3] = 1.0;
rgbaData2[4xk+0] = O;

rgbaData2[4xk+1] = 0;

rgbaData2[4*k+2] = 1.0-j/TEXTURE_SIZE;
rgbaData2[4xk+3] = 1.0;

}
let texturel = buildTexture(rgbaDatal, TEXTURE_SIZE, TEXTURE_SIZE);
let texture2 buildTexture(rgbaData2, TEXTURE_SIZE, TEXTURE_SIZE);

bindTexture(texturel, ’texl’, 0);
bindTexture(texture2, ’tex2’, 1);
}

function display(time) {
*x FIFEEFEIL *x
}

window.onload = function() {
sk FIFEL L AL %k

};

12.3: 727 AF x DA L #i# %17 5 JavaScript KA b 7’025 A main. js (£D 2)

texturel
texture?2

buildTexture(rgbaDatal, TEXTURE_SIZE, TEXTURE_SIZE);
buildTexture(rgbaData2, TEXTURE_SIZE, TEXTURE_SIZE);

bindTexture(texturel, ’texl’, 0);
bindTexture (texture2, ’tex2’, 1);

12.1.2 N=—Fv IR x—=4A7T0O5L

X124 (152 R—3) B3 2 —X T 5L TH 53, BiEEDN—T v 72> 2 —KTFar 5 A
BHIEXHETCTH B,
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;
attribute vec2 in_uv;

varying vec2 out_uv;
uniform float theta;

void main(void) {
float x = cos(theta)*position.x-sin(theta)*position.y;
float y = sin(theta)*position.x+cos(theta)*position.y;

gl_Position = vecd4(x, y, 0.0, 1.0);
out_uv = in_uv;
}

</script>
<script id="fs" type="text/plain">
precision highp float;

varying vec2 out_uv;

uniform sampler2D texl;
uniform sampler2D tex2;

void main(void)

{
vecd datal = texture2D(texl,out_uv);
vecd data2 = texture2D(tex2,out_uv);
gl_FragColor = datal+data2;
}
</script>
</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

12.4: 727 RAF ¥ OIIE L HiE %2175 HIML/> = —&X 70277 A
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FBI2E TI7RF vy EHAV#EREE

TORFw 10 TUARFy 10
(uniform Z%k) . (uniform Z#0) .
1 2
E=x)

.0 1.0 0.0 1.0

(1.01.0) —[vs] — N
T4
(1.0,1.0) —
AL (06,0.6) Eg‘g'g'?) ((}'8'%%))
(0.000) Lvs]—| 514 (04,04) (06,04) (08,04) (10,04 i ° *
—————= (02,02) (04,02) (06,02) (08,02) (1.0,02) — )
— (00,00) (02,00) (04,00) (06,00) (08,00 (1.0,00) —[F5.]

(1.0,00) —[vs]—

X 12.5: 77 AF ¥ OINE L #EZEIT S ¥ = — X OHIERF]

12.1.3 739X boxz—470595 L4

X124 (152 %—3) OBEHLD IS T A L Vo2 —RTar 5 LTE. 23, 20727 X F %
Funifform ZHE LTI 97 AV bz —EhOBRTE3 L5127 3,

uniform sampler2D tex1;
uniform sampler2D tex2;

KT, EBEDT 7 AF ¥ o7 —X 2D T,

vecd datal = texture2D(texl,out_uv);
vecd data2 = texture2D(tex2,out_uv);

ZL T, UToORAXTT —XHOMBEERE 2T, B LTHNT %,

(: gl_FragColor = datal+data2; :}

12.1.4 > x—4705LORTOF

X125 (153 R—%) 12, ZOHIDT0Z 5 ADETOMTERT, 2HDT 7 ZF ¥ h btk
FNTAERT7 TR bz =X TNEENT, Hhah s,

HERDIE, 777 A0 by 2 —XBWHNCETINZHTH 2, GPUNDOZHO Tat v
THINZ L CHiFNCFEITE NS 79, KA MO CPU TR D IR LETIN 255 08ME. BtiEo
EIHETHTE L L ifFENG, dbAA. ERICEERFETEEIUCT 2 13kc 2EEZ 2V 7
BRI SRV, REDFICHEAAA T ZED TV L,
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DX 3.2 (11 =) T

function initSystem() {
/* T ZIZ WebGL Z DD WAL ILIE */
}

function initData() {
/x 227 r s ATHAT 27— 2 o9 L «/
}

function compute() {
/* T TATRTRILTE */
}

function showResults() {

/x T ZICETEEROHMHE O «/

}

window.onload = function(){
initSystem();
initData();
compute() ;
showResults () ;

// display() 2»HZH

/] BB

12.6: GPGPU OB DFRA N Fu s S5 LD UIRIE

12.2 7O LOANFDEE

I OREET TR RIS L., fEE YT, £2T, 341H (11 R—=)

> > )=
L_L_c\_\

FELETO TS AOREBKERN12.6 (154 R—) O LS ITEET 3,

e initSystem(). initData() &, THETEIXIIFE CEEIZHS B L 725,

e compute() ¥, TN X TD display() L[AkkIZ. GPU OEEERIORES kK OEEI 21T S

A, HEITDRWo, BB EEZ T,

e showResults() (&, FIEMERERRT 27-DICHIEATLHETH 5,
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CPU

: RANTOTZ A E

| ;R |

\ 4 *,, (c) )

SIS TTIToTT ___.:___ _ - '_:2:__ - T _GEU_ _____

< ~ IR ~
[ \i ‘e, '
| * (b) |ZL—LnNv77 |1
I attribute Z%§ TIAF ¥ — (7JF“E%;/I’7 t |
' |
' |
' (a) |
S BigLn |
: N=Tv TR 7394V b :
I :/I—Q\\— :/I_g“_ |
| 7RI LA TAYS I |
A -

X 12.7: 77 AF ¥ ~NT—REMRANT R

12.3 TIXAFvADKA

121 #0707 5 ADORELMBEIEFTREMEREZWMD HERNZ L TH 5, MERHKR M HIANHL
DHEZWIR S, MORICTH I,

Fx WebGL 121k (3 BAAAREKD OpenGLIZH) 777XV by = —ROFHEMERE 7L —
LNy 77T, T7AF 2 ICEZRAUKEPHEZIRTWS, ZOHAEX GPGPU D7
DITBAINZRTIERL, e 23FDOH 2 3D =Y BV THICE > G2 ED TS —
V& IEHECHE § 2 72 DICEAINdDTH B, £/, WebGL (& OpenGL) X377 A F ¥
T =X ERA MR HIEEDHBEIR TV, o 0ER WV, FIEMEREZEID 15,

ZOfITCIRENLRKREZ H LY TS0 s T A THERET %,

B 12.7 (155 R=2) BT 7 AF ¥ AT — 22 HBZAOUHOBENTH 5, WebGL Tid 7 L—
LNy 7 7 BAAE MR U RES 7Y 2 7 bR TL—LNy I 7A TSz U b (LT, FBO)
IR, CHEMAWTTZRAF v 2 7L —aNy 7 7 ICREDT 5, FIEZLUTO®ED TH 5,

1. £9. FBO 202243 %,

WindH 3 3D o — O T, FIHICHMZEEREZRD, ZOHE{GRE—H, XEVIHENT 3, BN h-EGREE
&, ZiAcrEh, 3D Y=Y OFUHAAEND, D [—H, XEVIZHENT 2 72012, FHEMSRE 7L -y T >
TR, 77AF vy TEZADHEREPEA SN2,
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16

18

20

21

22

FBI2E TI7RF vy EHAV#EREE

2. 777X bz —KOW% FBO WKHH s 5 (K12.7 (155 =) @ (a))
3. FBO T 7 AF v #fid 2 (K12.7D (b))

4. BEOWEHNEEITS, ZHUTX-T, 777 AV o2 —XDFHE L=KEZED RGBA i
F, 7L =2y 7 »ANEIBHEAT, LOTF 7 RF v DXIET BEZEAHI NS,

TIAF ¥ T =K% CPUDXEYAFGAHL (K12.7D (c)). KA M T 7S5 LA TZDOA
BrRT 5,
12.3.1 KA +FFOTS L

X 12.8 (157 *—¥), K129 (158 R—) MWRRA M Tu I LAOFTEEHSTH 5,
F9. UTTHEOY A XBIEET S

let width = 8;
let height = 8;

COETRIEEHALHINTD 2006, ERITNI BRI A XEIEE L, L0V A T 7 ZF %
DA XTHD, HOVA Y RUH AL XTHH 5,

BI%X initSystem() DLITDEIE, 7L —anNy 774722 b (FBO) &R L. Zh
BIV—bNy 77 (757X bxz—XOWHN) SHEETUHTH 5, X12.7 (155 R—)
D (a) YT 2, ZOWAIINLPFEDEHE LNz, initSystem() IR TH L,

let frameBuffer = gl.createFramebuffer();
gl.bindFramebuffer (gl.FRAMEBUFFER, frameBuffer);

BI%L initData() DLATDHEDIE, FEZRAAMT 7 RAF v DEREFRETDH 5,

let texture = buildTexture(null, width, height);
bindWTexture (texture);

BRI CNH U buildTexture(null, width, height) D% 151855 null O¥E. CPU 5 GPU
AT = REEETDOIR V. B H U bindWTexture (texture) (bind ¥ Texture DD W
WCHE) B5IDT 7 2F v 2HZAAHICRET 2K TH 25, ZHUIK 12,7 (155 R—) D
(D) ITHE T 2, Wik write CEKT 2D LTt Lz, BEOTEIZKRICHERS,
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// main.js
let gl;
let program;

let width = 8;
let height = 8;

function initSystem() {

let ¢ = document.getElementById(’canvas’);
c.width = width; c.height = height;

gl = c.getContext(’webgl’);
gl.clearColor(0.0, 0.0, 0.0, 1.0);

let flg = (gl.getExtension(’0OES_texture_float’) != null) &&
(gl.getExtension("OES_texture_float_linear") != null);
if (1flg) {
alert(’float texture not supported’);
return;

}

let frameBuffer = gl.createFramebuffer();
gl.bindFramebuffer (gl.FRAMEBUFFER, frameBuffer);

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

let NUM_POINTS = 3;

function initData() {

let position = [

1;
let bufferl = buildArrayBuffer (position);
bindArrayBuffer (bufferl, ’position’, 2);

let texture = buildTexture(null, width, height);
bindWTexture (texture) ;

X 12.8: 727 AF v ~DRAZITS JavaScript FRZ M 7B F Amain. js (D1, ZD 2 i)
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function compute() {
gl.clear(gl.COLOR_BUFFER_BIT);
gl.drawArrays(gl.TRIANGLES, O, NUM_POINTS);
gl.finish();

}

function showResults() {
let result = new Float32Array(4*width*height);
readFromTexture(result, width, height);
let str = "";
for (let h = height-1; h >= 0; h--) {
for (let w = 0; w < width; w++) {
let k = 4*(h*width+w);
str = str +
n "+W+","+h+": I|+
result [k]+" "+
result [k+1]+" "+
result [k+2]+" "+
result [k+3]+"\n";
}
}
alert(str);

}

window.onload = function(){
initSystem();
initData();
compute() ;
showResults();

12.9: 727 XF v NOKA%ZITS JavaScript 2 A F 7B 25 A main. js (£D 2)

BA%EL compute () IFHIFD display() L [FFRICHEITAIREY = — X 70T A2 KEIT 5, Ak
R OBIEIFECHI L

(: gl.finish(Q); :j

3. GPUDFTR T 2O DTH S, LWV HDD, ==X 707 J L%HHIT 5 gl.dravArrays ()
WEFATHE T R0 0TI LU R X 25025 TH 52, 1@H D GPU OB TIEH R M = —
XOFETHET 2Fil- 3. ZOMIHDOWUIEREZIT o e FHNEN I, L L, SHEMEREF zv 7
T5720100F, Y2 —XDETPERICKT L TOVEIREND S, gl.finish() FEFTHETT
2 ECTHBITUH L2 HR > TIHRWNS,

2FATOMT R Rz TICHIEAR 2 BEOF O LI R / > T'a w ¥ o ZRULE ¢ R,
3ZAUTKH LT gl.£flush() & GPU Ky = —XOEFHZMME L., EHICEETCH L2 5R - TL 2BHBTH 5,
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07:0001
17:0001
27:0001
37:0001
47:0001
57:0001
6,7:0001
77:0001
06:0001
16:0001
26:0001
36:0001
46:0001
56:0001
6,6:0001
76:0001
05:0001
15:0001

c.anna

X 12.10: BER Y 7 2ADH 6] : MacOS. Safari DIFE

BI%L showResults O 13 GPU D7 7 A F ¥ ICHE XA TN FHRMERE KR MUANEEAL, 20
WEZFHERNIANTR T 2, UTE 77RXF ¥ T =X &2 h X MIDRXE Y AFGAADUHETH 2,

let result = new Float32Array(4*widthxheight);
readFromTexture (result, width, height);

LATH TR X E Y 2R X MICHE S %, ZLT2/7HT. XEY Ny 77 (BF)
result 255 2, 3 5IBMTHERALED T — X2k d %5, 2K 12.7 (155 R—2) D (c) IZH
EER-

ZORD2EN—TTIFEE L 72T — X EEER Y 7 ARKRT 5,
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e I

let str = "";
for (let h = height-1; h >= 0; h—-) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
str = str +
M g+ "M 4+ h o+ 4
result [k]+" "+
result [k+1]+" "+
result [k+2]+" "+
result [k+3]+"\n";
}
}
alert(str);

\ %

KED alert () 25, BERY 7 AT e RN L TH %, JavaScript TiE. HDOHTI/
FIRIZIE console.log() ZFHWVWE Z DBV, ZOHE. RRNREERT 572012, WHW
Hbary—nvA4y PR »IIRS T, FlP#H»2, 22T ITRESERy 7X2HWS
Zrrd b, M12.10 (159 R=Y) BZOHDTa 7T A THNEZEERY 7 206 TH 3, H
HlD &7

SIS, HI#%ES : R OfE G OfE B D A DA

ZNCH T %, BBHNTIE, 77RXAF v 7 =K% LHSIHICERT 5720, V—TZE h
!X height-1 225 0 £ T P[> TELEE 5, FEEDHIOMELIERICIT S,

Lo T % 7-BI% bindWTexture (). readFromTexture() DWNAIZX 12.11 (161 R—
V) O@EDTHZ, B, K12.11 (161 =) i, HFEZHLHOD bindWTexture() OHD
FAIAAHD bindRTexture ) d#E /2D, ZIUIRTE E TOD bindTexture() & 4 < [F UMLHE
2179,

bindWTexture () (¥, XY v K gl.framebufferTexture2D() ZMUH LTV AIEE RV, &
DAYy RBETIZAF ¥ I L —LAVIHEET2DDRY v FTH 5, WebGL TI3H 4515
D texture LAMIFE, K 12.11 (161 R—) K#Ho TV AHEICEHETH 21, DAY v P&
ETT2 e THEEDT 7 AF v 2 HAAICRERRETH 5 (M 12.12 (162 R—2)), BEITIE,
BEOMNHT 7 AF v ZUIDEZ RN 6, X OEHRIEZITS 212k b,

readFromTexture() . EKIZX YV v F gl.readPixels() TH 3, ZDXY v Fix, i
FDYTHN2HLT 7 AF v T —XNDEEDAE (B8 1. #2518 THE) OEEOREX
(%6 3. BB 4518cciee) ofEERRX B5. F 6518 THE) DT —X %8 75 OBEI~

4WebGL DEHIRTH 5 WebGL 2 TIE5 MO BHENEZ TV B2, ZAUTOVWTIEAEIET %,
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function bindRTexture(texture, name, num) {
let location = gl.getUniformLocation(program, name);
gl.uniformli(location, num);

gl.activeTexture(gl. TEXTUREO+num) ;
gl.bindTexture(gl.TEXTURE_2D, texture);
}

function bindWTexture(texture) {
gl.framebufferTexture2D(gl.FRAMEBUFFER,
gl .COLOR_ATTACHMENTO,
gl . TEXTURE_2D,
texture, /! TURF ¥ RIEE
0);
}

function readFromTexture(data, w, h) {
gl.readPixels(0, O,
w, h,
gl.RGBA, gl.FLOAT,
data);

X 12.11: 727 X F ¥ NORAZAT 5 72 DBIEEE © util. js ITEM

W32, 22T, &7 —XZIET 50, H 1. H25[BETOAME (0,0). 530 FH4id
2RO KE X (width,height), 55 5 5/81% RGBA i (= g1.RGBA). #F 6 58U HlE B IZE/ MK
M7 —2& (= gl.FLOAT) %Z{8E 7T %,

12.3.2 N=FYvIR>x—47O795 L
X 12.13 (163 —3) DHIFB I I TON—FT v IR 2 —R IO TS5 L5THb2, AENT-
QRTLENEEE ZDEFE T AR T A PFAHTIT 3,
12.3.3 739X bz —47095 L4

4 12.13 (163 =) OBRFENT I TR b2 =X TuT 5 LTH 5,

RAAD gl FragCoord 1% vecd BDFHAAAER D GLSL THMEMTH D, U&7 77
AV MY z—=ZPHYE LTV LHEE EOBRMEDNCDERD v BA. yBD ($H3 W& s B3
tR. Flldr S g A THEY) ICHBNICERNENS, XoT. ZOEDHFIZ

(@ X453,y B57) € [0,width] x [0, height]
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TUARF ¥

_ S AR N AN A 4
TIRF+ YAR— SV 7
(FBO)

TUORFv |

12.12: HAREOFD O & D% bindWTexture () TiER

THs, EMIZE R SEROTOLOMEI SN DD, Theh

r 5 = 05, 1.5, 2.5, ---, width — 0.5
y 45 = 0.5, 1.5, 2.5, ---, height — 0.5
DEERED M E 5, I TIX width= 8, height=8 X FHEL T3 H 5, X 12.14 (164 X—

V) O@EHTH S,

12.3.4 RITOHF

12.15 (165 =) B DHID T 7 ADFEA X —ITH 5, FEIED showResults() D
HAILTo@EY Tdh 3,

e e e e e e e

-

Lo

-

OO P ONEFPONOLOPPWNNEONOLDOGVTE WN -~ O
e e e R e e R e e R T B B T I I
O O O O O O O OO OO OOODODODOOOOOO
EJWOOOOOOOOOOOOOOOOOOOOO
O O O O O O O O OO OO ODODODOOOOOO O
Eﬂ»—-HHn—\»—L»—-HHl—\»—L»—LHHHn—\»—L»—-HHn—\»—»

-
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FI2E TI7RAF vy EHAWEERELEE

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

void main(void)

{
gl_Position = vec4(position, 0.0, 1.0);
}
</script>

<script id="fs" type="text/plain">
precision highp float;

void main(void)
{

gl_FragColor = gl_FragCoord;
b

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

12.13: 727 AF ¥ ~NODHAZITS HTML/> = —&X 7027 A

o O
(G2l ]

-

-

v e v

o O O
o o1 o
(o

-

COOUBRWOOOOOU®OOOOO O
COO0OUUUOOOOOU OO OO
COOWWWOOOOORANOOOOOO

-

O ~NO U P WNRFPLONOOOPWNEFEONO®
N WWwWwwwwwwd DD Pdoo

163



20

21

22

23

24

25

26

FBI2E TI7RF vy EHAV#EREE

(0.5, 7.5) | (1.5, 7.5) | (2.5, 7.5) (7.5, 7.5)
(0.5,2.5) | (1.5, 2.5) | (2.5, 2.5) (7.5, 2.5)
(0.5, 1.5) | (1.5, 1.5) | (2.5, 1.5) (7.5, 1.5)
(0.5,0.5) | (1.5, 0.5) | (2.5, 0.5) (7.5, 0.5)

12.14: Hiff (WHHT 27 AF¥) LD gl FragCoord ® x if5 & y 57 width= 8, height= 8

DGE

. e

-

o O O O
o o oo
e

-

P

~NO O WNEFE, O NP WNEFE O NO O WN -
QOO O OO0 O0COORrRRFRPEPRRFEPEPELPEPELNNMDMNDNDMNDNODND

O OO O OO OO ODIODODODOOOOOO U wN O
O O O OO OO OO0 OOOOOOO U oo 1 ©
O OO OO OO OODODODODOOOOOONMNNMNNNO

P PP RPRPRPRPRRPRPRPRPRPPRPRPPRPPRPRPRRPRRPROCOO O

12.15 (165 R—3) 1T, KEEHETO x 7. y A% 2 K LIHRTWS, b x5 =
FAHHES 237 DA, BRDEEMESENIN TV Z 95, W ZhLANDEZ I

EXALIITHOOTOR WY,
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79 AF ¥

(0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0)
(0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0)
(0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (5.5, 5.5) (0.0, 0.0) (0.0, 0.0)
(0.0,0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (4.5, 4.5) (5.5, 4.5) (0.0, 0.0) (0.0, 0.0)
(0.0,0.0) (0.0,0.0) (0.0, 0.0) (3.5, 3.5) (4.5,3.5) (5.5, 3.5) (0.0, 0.0) (0.0, 0.0)
(0.0,0.0) (0.0,0.0) (2.5, 2.5) (3.5, 2.5) (4.5, 2.5) (5.5, 2.5) (0.0, 0.0) (0.0, 0.0)
(0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0)

0.0,0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0) (0.0, 0.0)
(0.5,0.5) —=[vs.| —
—
SRR m’(3.5,45 e
e 5,35) (35,35) - :
(-0.5-0.5) —— |54 —0525 (3323 - FBO
_—
(0.5-0.5) —[vs]|—

X 12.15: 727 2 F » ~NOKADEEH
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FBI2E TI7RF vy EHAV#EREE

Py Dy

by

12.16: triangle strip 1 & 2 5 DREAK

12.4 TIXAFyE&EADKA

RIFOBITIX. ZAFEBICOARAD TNz, Lo LEtEENTIET 7 2F v DLHEHEAR
ADPTONBZRETH B,

DDDTT T ADBBEIEGTH b, N—T v 7 AT ==X 6 IS0 2 FEERRED,
BERDOR [—1,1] x [-1,1] ZE S XS CHRETUI IV, BIEEES 72DI2Z 2T 2 O =7
B, HEZHRS 5, UTHZDT0T 7 L TH S,

12.4.1 KA+ 7OT 5L

HROT 7 AF v RIETHERZITO 0. 1 RO=AF2HME 3 %E—F (gl.TRIANGLES) T
3K BBOMIET 2 =M 2 /MiE S 2 E— K (gl.TRIANGLE STRIP) % F\WCIES % i 3
%, ThxM12.17 (167 =) DTV T LZDOWTHH LTV L,

¥9. EAHEOAHREZERAWS L2 EHET %,

[let NUM_POINTS = 4; ]

Rz, LUFo & 512, B2z 5 IEHEO 4 THROPEMEZ BOES %,

~
let position = [
-1.0, +1.0, // po
-1.0, -1.0, // p1
+1.0, +1.0, // p2
+1.0, -1.0 // p3
1;
\_ J/
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FI2E TI7RAF vy EHAWEERELEE

// main.js
let gl;
let program;

let width = 8;
let height = 8;

function initSystem() {
wx BIEILFL

}

let NUM_POINTS = 4;

function initData() {
let position = [

-1.0, +1.0, // poO
-1.0, -1.0, // pl
+1.0, +1.0, // p2
+1.0, -1.0 // p3

1;

let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

let texture = buildTexture(null, width, height);
bindWTexture (texture) ;

}

function compute() {
gl.drawArrays (gl.TRIANGLE_STRIP, 0, NUM_POINTS); // fH€— FZZH
gl.finish();

}

function showResult() {
wx BIETERIT *x

}

window.onload = function(){
* HIETE R #*

};

B 12.17: 727 AF ¥ 2Kk %E 5 LR 2§ % JavaScript Z R b 7B 75 L main. js
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FBI2E TI7RF vy EHAV#EREE

T TICTHR pos o p3 1ZX12.16 (166 —2) OELETH %,
X T, PHEX compute() TlX. gl.TRIANGLESTRIP #f8EL Ty = —&X 7027 L% EET 5,

[ gl.drawArrays (gl.TRIANGLE_STRIP, O, NUM_POINTS); // f#iHi€— K% ZH ]

gl.TRIANGLE STRIP Tld. THREHIFOERES 2 3 THAD SR, =MAEEMIR L. il L T
o TOHODTUTZATEZIRX, $F 3THE po. p1v p2 TLRO=MEEHRT 2, T, H
Re—2FH L. 3THM p1v pon p3 TRO=AEZIED, ZDLIITLT, 4THRIZOWT 2D
SAEEBRTE 2, 20 2KRO=AFKIZK 12.16 (166 R—) BHICIEHEEES 2 vk 5,
L IZAT, HEORE (R TOEER) WL THREEOFZAAZITONSH, I ETUT/T
BoTEyz—RTur T AEBER OB Z V) 7 .

[ gl.clear(gl.COLOR_BUFFER_BIT); ]

. BRERAETH 2, 1217 (167 =) 2o Zhz2HIBRL. ZhlEoeTo T ar >
LZBWTHHIBRT 3,

ZOFioTurS ADEFIZLETH B,

12.4.2 FEITOHF

X 12.18 (169 R—) FFEIfTDA X —ITH 3,
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TUARF¥

(0.5,7.5)(1.5,7.5) (25,7.5) (3.5,7.5) (4.5,7.5) (5.5,7.5) (6.5,7.5) (7.5,7.5)
(0.5,6.5) (1.5,6.5) (2.5,6.5) (3.5, 6.5) (4.5,6.5) (5.5,6.5) (6.5, 6.5) (7.5, 6.5)
(0.5,5.5) (1.5,5.5) (2.5,5.5) (3.5, 5.5) (4.5, 5.5) (5.5, 5.5) (6.5, 5.5) (7.5, 5.5)
(0.5,4.5) (1.5,4.5) (2.5,4.5) (3.5,4.5) (4.5,4.5) (5.5,4.5) (6.5,4.5) (7.5, 4.5)
(0.5,3.5)(1.5,3.5) (2.5,3.5) (3.5, 3.5) (4.5,3.5) (5.5,3.5) (6.5,3.5) (7.5, 3.5)
(0.5,2.5) (1.5,2.5) (2.5,2.5) (3.5, 2.5) (4.5, 2.5) (5.5, 2.5) (6.5, 2.5) (7.5, 2.5)
(0.5,1.5)(1.5,1.5) (2.5, 1.5) (3.5, 1.5) (4.5, 1.5) (5.5, 1.5) (6.5, 1.5) (7.5, 1.5)

(10,10 ——— [V5]—| 52 4

(0.5,0.5) (1.5,0.5) (2.5,0.5) (3.5,0.5) (4.5, 0.5) (5.5, 0.5) (6.5, 0.5) (7.5, 0.5)
(1.0,1.0) — [vs.] —
— [Fs]
—_—
3535 T
(10,-1.0) —[vs] — | 777 | '_,
FS

(-1.0,-1.0)

[vs.]—

12.18: 77 2 F v EEA DA OEIEH|

FBO
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CPU
! KR MTOTS L :
i Ry : r !
1 3 n *
‘\ 0’ - " /, GPU
LTI LT LT T LTy T T I e I T _______Z-_

v ." . 0. ~
! | d *, ‘
| |
I'| attribute Z# TOAF ¥ tx TYIAF+ \ [
[ |
[ l Se. [
I Se. TL—=LNv T 7|
| 2 39T,
: IN—=TFTv IR T5TA bk / :
L I —4%— YI—H— |
: AR A TN pA=AIN J
AN -

X 12.19: 2 ¥— DRk

12.5 FTIAFyEOIE—

AifiECTT 7 RAF Y IMHEHEZRATE S Z L 2R L 72,
FITRIZTZAF 2 TTF— XD a—%2ERT 3, COTa I AR TELHIE. 2
IKICEA %, z IZDWT

z[11[j] = x[i]1[j];

YT ZEITTH 5,

GPU N7 —2ofiih %z 12.19 (170 R—) DX SIITRET %, £3. KA MBI J A
Ko TIITRY M 2=RTAT T LANDT I AF % x BELRYIAETEY b7 v 7T 5,
OHRFREDBED TH B, K2, ZDT 7 AF ¥ DNEEHNHT 7 2F v NHERBIEN T
FEWv, BEMICEUTOMDTH 5,
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FBI2E TI7RF vy EHAV#EREE

12.5.1 KRR +FOJ 5L

9. UTOKBZEREZENES L TEL, Z4UT initData() ¥ showResults() M HFHHX
h%o

[let xData; /] NIRRT 7 AF % ]

ST, BHIFBIZARED, 77 RXF v %Y 2 —RTHARAL IR Y S ATIIERORE S %
¥ 2 — XD uniform ZEICZITETHERH B, ZZTK12.20 (172 =) D initData() D
T OUEZIT S,

setUniformFloat (°width’, width);
setUniformFloat(’height’, height);

KT, BLHl xData \CHEYRWHEZRE S 5, I T TIREAIERDEIELICH ST O
BOEE WS,

xData[k+0] = w+h+0.1;
xDatal[k+1] = w+h+0.2;
xDatal[k+2] = w+h+0.3;
xDatal[k+3] = w+h+0.4;

X, UTTATHAT Z2RAF v A 7T 27 b textureX & xData THWVWTAR L, TOXF TV
7 N % T 27 AF vunifrom ZH tx IZHEULDT 3,

let textureX = buildTexture(xData, width, height);

bindRTexture(textureX, ’tx’, 0);

B, ZDOdEY

let textureX = buildTexture(xData, width, height);
let textureZ buildTexture(null, width, height);

bindRTexture (textureX, ’tx’, 0);
bindWTexture (textureZ) ;
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FI2E TI7RAF vy EHAWEERELEE

let gl;
let program;

let width = 8;
let height = 8;

function initSystem() {
* FIETE R L **
}

let NUM_POINTS = 4;
let xData;

function initData() {
let position = [
-1.0, +1.0,
-1.0, -1.0,
+1.0, +1.0,
+1.0, -1.0
15
let bufferl = buildArrayBuffer (position);
bindArrayBuffer (bufferl, ’position’, 2);

setUniformFloat (°width’, width);
setUniformFloat(’height’, height);

xData = new Float32Array(4*width*height) ;
for (let w = 0; w < width; w++) {
for (let h = 0; h < height; h++) {
let k = 4*x(h*width+w);
xData[k+0] = w+h+0.1;

xData[k+1] = w+h+0.2;
xData[k+2] = w+h+0.3;
xData[k+3] = w+h+0.4;

let textureX
let textureZ

bindRTexture (textureX, ’tx’, 0);
bindWTexture (textureZ) ;

buildTexture(xData, width, height);
buildTexture(null, width, height);

/] AT 2 ZF %

/] ANT — & DU

X 12.20: 77 A F ¥ TT— X% 3 —7F % JavaScript RA M 7’02 F L main.js (ZD 1, Z

D 2~ER)
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FI2E TI7RAF vy EHAWEERELEE

function compute() {
* HIETE R #+*
}

function showResults() {
let result = new Float32Array(4*width*height);
readFromTexture(result, width, height);
let error = 0;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
for (let i = 0; 1 < 4; i++) {
error += Math.abs(result[k+i]-xData[k+i])/Math.abs(xDatalk+i]Q ;
3
}
}
alert(error/4/width/height) ;

window.onload = function(){
*x FIETEFIC *x

X 12.21: 77 AF ¥ TT =& % at—73 5 JavaScript " A M 7B 2'J A main. js (£D 2)

1 DFETIEE

let textureX = buildTexture(xData, width, height);
bindRTexture(textureX, ’tx’, 0);

let textureZ = buildTexture(null, width, height);
bindWTexture (textureZ) ;

s RELEBBELEGE. 70l MIEEETINZVWI L 2ERET 2, 20Ol OFREDIERIZIE
o BRI T A TR AN D, JFHIE LTUTOL— LV TEREEIT I,

5 1. 72RF %A 7927 FPOEBERIZELDTITWV., FORICEFLDHTI 2 —X AT 3,

6 2. TURF v DEEFFIX 0 2 SIHIZfHES,

. X 12.21 (173 R—) DEI showResults() Tik, U TR :

[: error += Math.abs(result[k+i]—xData[k+i])/Math.abs(xData[k+ii};
8
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14

FBI2E TI7RF vy EHAV#EREE

T, Yz—=&70 77 20 IEL TTO ATHMEDHMREZ EHE L TV, ZL T, 8RR TR
alert(error/4/width/height) THNFRADVFEEEZH T2, ZDED 0 THRITAE Y —
BIEFEATbhiTwinwz k5,

12.5.2 N=FTvIR>x—47T0O5L

X 12.22 (175 R—3) OHIENR I I TON—T v IR 2 —X7u 753 LTH5, HifinbE
B30,

12.5.3 759XV b x—4

TR o2 —R7007 AEK 1222 (175 R—) OEFEETH 5,
ZIZTCTI7AF % tx X7 7 2RAT B 2DRBEEOHERXNLITTH 2 Z L ITEE LW,

vec2 texCoord = vec2(gl_FragCoord.x/width,
gl_FragCoord.y/height);

il 7z 51E. gl _FragCoord.xy DIEDHIFIX
[0,width] x [0, height]

THY., 77 RAF v EEOHIFIZ
[0,1] x [0,1]

THb, IN2EBEXEIONLOHERTH 2, REIZTFHTH 20, WebGL X (2 E5 XD

HARED OpenGL 1F) L4 GPGPU ZHifEL Ltk o Twawned, —~FH2E 5,
TAARA
[ gl_FragColor = texture2D(tx,texCoord); ]

T 4D float BD 7 —% (RGBA MEEED 4 HR) MFHFFICaL—3N3 2 LIFEET %,
D EDODEITXTERBD T — X RIS 2 Z £ % SIMD (Single Instruction Multiple Data)
EEYFER, GPU I X 55HIE. RAREOALR ST, MAREE S, SIMD #HE % &,

12.5.4 RITOHF

BEDVIMEDS 0 TH B Z L 2R TE 5,
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FI2E TI7RAF vy EHAWEERELEE

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

void main(void)

{
gl_Position = vec4(position, 0.0, 1.0);
}
</script>

<script id="fs" type="text/plain">
precision highp float;

uniform sampler2D tx;

uniform float width;
uniform float height;

void main(void) {
vec2 texCoord = vec2(gl_FragCoord.x/width,
gl_FragCoord.y/height);

gl_FragColor = texture2D(tx,texCoord);
}

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

12.22: 77 AF ¥ TTF—&X%at—5% HIML/> = —&7 077 A
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FBI2E TI7RF vy EHAV#EREE

CPU
! KA N7OT5 L :
! s . . :
1 ‘0’ : .’. f..'... ;
\ : .Q. a4

oo '_';_0";';';'; o T e, G _P!

- - ‘e . AN
|{ L” v . e |
| attribute Z#& TIRF vty T ARF ¥ tx TIRAF¥ :
I : .

. I
| float:alpha ' T |
| i |
I N TL=LINvT7 |

.. *79TH

I Y |
I

| IN—FTv IR TS5TA7 K / :
| Jr—H— T —A— ERE ] |
A RA=PEIN 7a%45 4 |
' ]
N g

12.23: saxpy af B DR

12.6 TIVAFvYZAHAV-EEABLSEE

TIAF Y IZ X BEIEOMERMIITE 2, T I TIREHRFHEEIT->TAD, x. y. z 2R 2
RITHECH, alpha ZHY4REHME T5 & =,

z[i] [j] = alphaxx[i] [j1+y[il[j];

ORI R EZTT 5. ZDFIHE% double & (double precision) TfTH & &, ZORE LIXFLIE
daxpy &FER, Z#UZ double, alpha, x. plus, yiCHKT %, AL < float & (single precision)
TaEHHET % & FiTI3 saxpy = single. alpha, x. plus. y EFER, GPU ZHW 3 FHHETIE—KkIC
saxpy ZFEITTE 55,

GPU ZHWE BRI DA X =213 12.23 (176 R—) D@D TH %, —DDT IV AFx &
U DODERE uniform ZE e U TEET 3,
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FI2E TI7RAF vy EHAWEERELEE

let gl;
let program;

let width = 8;
let height = 8;
let alpha = 0.9;

function initSystem() {
*k HIETERIC **

}

let NUM_POINTS = 4;

let xData;
let yData;

function initData() {
let position = [

-1.0, +1.0,
-1.0, -1.0,
+1.0, +1.0,
+1.0, -1.0

1
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

setUniformFloat (’width’, width);
setUniformFloat(’height’, height);
setUniformFloat(’alpha’, alpha);

xData
yData

new Float32Array(4*width*height) ;
new Float32Array(4*width*height);

for (let w = 0; w < width; w++) {
for (let h = 0; h < height; h++) {
let k = 4x(h*width+w);
xData[k+0] = w+0.1;
xDatal[k+1] = w+0.2;
xDatal[k+2] = w+0.3;
xData[k+3] = w+0.4;

yData[k+0] = h+0.1
yDatalk+1] = h+0.2
yDatalk+2] = h+0.3;
yData[k+3] = h+0.4

12.24: saxpy DFtHE%Z1TS JavaScript A A 7827 F A main.js (ZD 1, ZD 2 Fi<)
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FI2E TI7RAF vy EHAWEERELEE

let textureX = buildTexture(xData, width, height);
let textureY = buildTexture(yData, width, height);
let textureZ buildTexture(null, width, height);

bindRTexture (textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

}

function compute() {
*x HIETE R T *x
}

function showResults() {
let result = new Float32Array(4*width*height);
readFromTexture(result, width, height);
let error = 0;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4*(h*width+w);
for (let 1 = 0; i < 4; i++) {
let val =alpha*xDatalk+i]+yDatalk+i];
error += Math.abs(resultl[k+i]l-val)/Math.abs(val);

}
}
alert(error/4/width/height) ;
¥

window.onload = function(){
ok BIETE L ok

};

12.25: saxpy DFtE %175 JavaScript FA 70275 A main. js (£D 2)

. 12.6.1 KRR MTOTS L

2 X 12.24 (177 R—¥), K 12.25 (1718 R—3) MARA a5 L TH 3,
3 T3, a7 L0l E. BROBED LSRRI ZUTORBEREES L TBL,

(ilet alpha = 0.9; :J
4

let xData;
let yData;

5422 FD GPU I2I3 double FUHEM AR T 22 Db H 35, HH GPU I float BUHE I L AEH L TV
W, —%iZ CG T double ftHIZARELE LS TH B,
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FBI2E TI7RF vy EHAV#EREE

B8%% initData() IZIE. alpha DfH% uniform & LT = —XWRIFETEHD ZEMT 2,

[ setUniformFloat(’alpha’, alpha); )

Xz, F%l xData, yData I 22 fHZWIHEE T %,

a I

xData[k+0] = w+0.
xData[k+1] = w+0.
xData[k+2] = w+0.
xData[k+3] = w+0.

S wWw N -

yData[k+0] = h+0.1
yDatal[k+1] = h+0.2
yData[k+2] = h+0.3;
yData[k+3] = h+0.4
\_ J

ZLTCTI7RAF Y DERE Y 2 =X OREGEZIT

4 N

let textureX = buildTexture(xData, width, height);
let textureY buildTexture(yData, width, height);
let textureZ = buildTexture(null, width, height);

bindRTexture (textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

- %

B showResults() Tlk. UTD X512, GPU TOD saxpy DEIEEYE CPU T® saxpy Dif
HiEOZDOHMED GFH 2R T %,

[ error += Math.abs(result [k+0]-(alpha*xDatal[k+0]+yData[k+0]))+ ]

ro7Fva S LD result [k+0] A3 GPU TOEHHEAH, alpha*xData[k+0]+yDatalk+0] %% CPU
TOFMETD %,

12.6.2 N—=—FTv IR x—4ATOT5L

X 12.26 (180 R—) DHI¥EBI I TON—F v 7R 2 —R TS5 LA TH 5, HifirHE
iz,
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<html>
<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">

<script src="./main.js" type="text/javascript"></script>
<script src="./util.js" type="text/javascript"></script>
<script src="./compilelLink.js" type="text/javascript"></script>

<script id="vs" type="text/plain">
attribute vec2 position;

void main(void)

{
gl_Position = vec4(position, 0.0, 1.0);
}
</script>

<script id="fs" type="text/plain">
precision highp float;

uniform sampler2D tx;
uniform sampler2D ty;

uniform float alpha;
uniform float width;

uniform float height;

void main(void)

{
vec2 texCoord = vec2(gl_FragCoord.x/width,
gl_FragCoord.y/height);
vecd x = texture2D(tx,texCoord);
vecd y = texture2D(ty,texCoord) ;
gl_FragColor = alpha*x+y;
}
</script>
</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

B 12.26: saxpy DatBE %2175 HIML/> = —&X 7075 A
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12.6.3 7359 X> bz —47095 L4

X 12.26 (180 X—) Esaxpy st BEITHI 777XV b2 —R T 5 L TH 5,
%3, uniform 2% ty. alpha 25BIIE ATV 3,
gl FragColor "DfXA :

[: gl_FragColor = alpha*x+y; :)

TiE, EBIWELIT o SIMD &

gl_FragColor.
gl_FragColor.
gl_FragColor.
gl_FragColor.

= alpha*x.r + y.r;
alpha*x.g + y.g;
= alpha*x.b + y.b;
= alpha*x.a + y.a;

p oM K
I

PTHNT WS Z L IIFIHNCARTED TH 5,

GPU OFtHETIE, 02D 777X by =z —X T SIMD §tEMTON S, 2L T, 2D
757X bz —RDUHNEIT - ZHUILIZLIZ SPMD (Single Program Multiple Data) J8#
BrMInhs - 220 bicds, 2FbH, GPU TOFHEIX. SIMD ¥ SPMD @ 2 iz 1Ic/ -
TW3,

12.6.4 FEITOHF

HIEIEREIC, showResults() TlX GPU & CPU OFHEMHED I EFHE L. BERy ZITFRRT
%, ZORERIX, WBERHEYEFEDO PCTIX

3.0903946849573404¢ — 8

THhol, &oTGPUDFREL CPU OFHREMEAZERIC—HT 2 TIRRV, TR LCHTS
NIHETH B0, 22T float B (HIGEIFE/NEGETY) OBEMHENE 2 R 24 17 (10 HEEL
THRITHD TH2 I ezeEAabEIUL, LORERMEBFERD i TNL bit FIUDIENZIRETH 5
YIRETE B,

f# e LT, GPU & CPU OFPEMRIIIFLAL —HL TV R EE>TVWES S,

SLIEiD GPU X IEEE ¥l TR o 72720, GPU OFHMAY CPU OFEMICENIET 2 Z AN TH -T2, &
T GPU DR/ MG R#HFE SR IEEE #HLICR > TH Y, FIEBREFECICR 3, Lh UEBICIGEAEE O QLB
HEDENTOTPIIENECBGENRDH 2 ZEBNMSENT WS, 7L, AEROMAENZNIEY T 2052 TH
Thb,
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12.7 R : CDEO7OJFLDIRE

7075 AR OER DD, UTICZOEDORBKTHEHR L7077 40 X 2#EE 3,

<!-- HTML -->

<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

void main(void)

{
gl_Position = vec4(position, 0.0, 1.0);
}
</script>

<script id="fs" type="text/plain">
precision highp float;

uniform sampler2D tx;
uniform sampler2D ty;

uniform float alpha;
uniform float width;

uniform float height;

void main(void)

{
vec2 texCoord = vec2(gl_FragCoord.x/width,
gl_FragCoord.y/height);
vecd x = texture2D(tx,texCoord);
vecd y = texture2D(ty,texCoord) ;
gl_FragColor = alpha*x+y;
}
</script>
</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>
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// main.js
let gl;
let program;

let width = 8;
let height = 8;
let alpha = 0.9;

function initSystem() {
let ¢ = document.getElementById(’canvas’);
c.width = width; c.height = height;

gl = c.getContext(’webgl’);

let flg = (gl.getExtension(’0ES_texture_float’) != null) &&
(gl.getExtension("0ES_texture_float_linear") != null);

if (1f1g) {
alert(’float texture not supported’);
return;

}

let frameBuffer = gl.createFramebuffer();
gl.bindFramebuffer(gl.FRAMEBUFFER, frameBuffer);

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

b
let NUM_POINTS = 4;

let xData;
let yData;

function initData() {
let position = [
-1.0, +1.0,
-1.0, -1.0,
+1.0, +1.0,
+1.0, -1.0
1;

let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

setUniformFloat (°width’, width);
setUniformFloat (’height’, height);
setUniformFloat(’alpha’, alpha);

xData = new Float32Array(4*width*height);
yData = new Float32Array(4*width¥height) ;

for (let w = 0; w < width; w++) {
for (let h = 0; h < height; h++) {
let k = 4*(h*width+w);
xData[k+0] = w+0.1;
xDatalk+1] = w+0.2;
xData[k+2] w+0.3;
xData [k+3] w+0.4;
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yData[k+0] = h+0.1;

yDatalk+1] = h+0.2;
yData[k+2] = h+0.3;
yData[k+3] = h+0.4;

}

let textureX = buildTexture(xData, width, height);
let textureY buildTexture(yData, width, height);
let textureZ = buildTexture(null, width, height);

bindRTexture (textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

function compute() {

}

gl.drawArrays(gl.TRIANGLE_STRIP, 0, NUM_POINTS);
gl.finish();

function showResults() {

3

let result = new Float32Array(4*width*height);
readFromTexture (result, width, height);
let error = 0;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
for (let i = 0; 1 < 4; i++) {
let val = alpha*xDatal[k+i]+yDatal[k+i];
error += Math.abs(result[k+i]-val)/Math.abs(val);

}
}
alert(error/4/width/height);

window.onload = function(){

};

initSystem();
initData();
compute () ;
showResults();
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// util.js
// util.js
function buildArrayBuffer(data) { [/ RNy 7747927 b DIERK
let arrayBuffer = gl.createBuffer(); /] ZEDF T 27 b OIERK
gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] ATI =l bR
gl.bufferData(gl.ARRAY_BUFFER, // BiH| data DA% GPU N
new Float32Array(data), // aE—L, HENY 77
gl.STATIC_DRAW) ; /] FTY = b EAERK
gl.bindBuffer (gl.ARRAY_BUFFER, null); /! KA
return arrayBuffer; /] ER LA 7Y =7 F2RT

}

function bindArrayBuffer(arrayBuffer, name, s) {

gl.bindBuffer(gl.ARRAY_BUFFER, arrayBuffer); /] FTY = b EFRME

let location = gl.getAttribLocation(program, name);
/] N=T 9 AYx—XND name LI[FL
// %H1D attribute ZX D GPU NONLE % HUS

gl.vertexAttribPointer(location, s, gl.FLOAT, false, 0, 0); )
// location DTHENY 7 7 DBtk % T

gl.enableVertexAttribArray(location);
// location DIHF Ny 7 7 ZHIHAIREIZT 5

function setUniformFloat(name, value) {

let location = gl.getUniformLocation(program, name);
gl.uniformlf (location, value);

function buildTexture(data, w, h) {

let texture = gl.createTexture();
gl.bindTexture(gl.TEXTURE_2D, texture); // 77 AFx %AV KT 53

/] TOAF e ~NARX =T %
gl.texImage2D(gl.TEXTURE_2D,
0,
gl .RGBA,

gl .RGBA,
gl .FLOAT,
data) ;

gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl.TEXTURE_2D, gl.TEXTURE_MIN_FILTER, gl.NEAREST);

/] T AT % DA R REE
gl.bindTexture(gl.TEXTURE_2D, null);

185



FBI2E TI7RF vy EHAV#EREE

return texture;

}

function bindRTexture(texture, name, num) {
let location = gl.getUniformLocation(program, name);
gl.uniformli(location, num);
gl.activeTexture(gl.TEXTUREO+num) ;
gl.bindTexture(gl.TEXTURE_2D, texture);

}

function bindWTexture(texture) {
gl.framebufferTexture2D(gl.FRAMEBUFFER, gl.COLOR_ATTACHMENTO, gl.TEXTURE_2D, texture, 0);
}

function readFromTexture(data, w, h) {
gl.readPixels(0, O, w, h, gl.RGBA, gl.FLOAT, data);
}
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// compilelink. js

// html 7 7 A AHD id #4208 vsid, £sid DV Y —REXFHI L L THAAAT
/] ¥ = —XFATAREa — FZEL R
function buildProgram(vsid, fsid) {
let vs = compileProgram(gl.VERTEX_SHADER, vsid);
[/ N=T 9 IR 2=V —=AT0T 7 LDAYNA )L
let fs = compileProgram(gl.FRAGMENT_SHADER, fsid);
/] 757X 2 2—=KY=RAT0T 5 LDALRA )

program = gl.createProgram(); // ZEDFEATA[REa — R Z2EK

gl.attachShader (program, vs);

/] N=T 9 IR z—=RXDLX Tz ba— N
gl.attachShader (program, fs);

/] 79 TRAY Y x2—=RDATY =7 b a— F e

gl.linkProgram(program) ; VAR N4

if (!gl.getProgramParameter (program, gl.LINK_STATUS)){ // Zo7—F =zv 7
alert(gl.getProgramInfolog(program)) ; !/l T —NEDER
}
}

/] ¥x2=BDEAT (N=FT v I RX/T7F7XF) VY —=Rid»bH
// FT7T 27 ba—RFERT
function compileProgram(type, id){
let source = document.getElementById(id) ;
// HTML 7 7 A AHi 5 id IS S 2 ) Y — X2 IS

if (!source) { return; } // BUSTERITINUL null Z2iRT
let shader = gl.createShader(type); /] EDATI 2l ba— REER
gl.shaderSource (shader, source.text); /] V—ATa T ADXFE
// %% shader 2kt

gl.compileShader (shader) ; // a4
if (gl.getShaderParameter(shader, gl.COMPILE_STATUS)){ // T7—F xv 7

return shader; /] T =PRI T T2 ba—-FERT
} else {

alert(gl.getShaderInfolog(shader)); // T —NEDER

3
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BI3E TIVAFVYZRAVEARIEAE

AIEREO 7077 ATiE, BELZD 1 EOEAEE (saxpy i) Z2{T-o72. LL, 2D
BREOHERTIIGPUIRKZHED A Y v MMIkL, CPUTHETIHPERTH S, 22T
ZDETIED - L KEDFTENHICHER L., FERICFEITEEZHET 5,

13.1 TIRXAF¥ZAHWVWIEEVRVEHE

ZITEZRZDE. 2TD i, jIZDOWVWTOD, BLTFD X5 7% saxpy st HOBEDIRLTH %,

for(int k = 0; k < L; k++){

N x[1]1[j] = alpha*x[i] [j1+y[i] [j];
LORAX DRI AEL AR CEANESR x[1] [G] ZHVWTWSRTH S, L L, HIET
WA= E 512, FIZRF Y ICEBEETIRVEDODT VA F v 2HARA L EZAA (BRER
A) OREGICFEFFICMHES Z 2 idT&ERWV, ZZ T, ZDEFHE% WebGL (OpenGL) TIT S 729HIZ
BRER LT a7 742U TOXSICEET 5, MHEOLD, LIFMEBEIRET %,

for(int k = 0; k < L/2; k++){
z[i] [j] = alphax*x[i] [j1+y[i][j];
x[i]1[j] = alpha*z[i] [j1+y[il[j1;
}

N—TAED 117H z[1]1 [j] = alpha*x[i] [j1+y[i] [j]; (FETED saxpy stE IR 5720, 2
THbD x Lz ZEZMZANIATREEFRILTH 5,

ZOZODRAICE T 2 GPU NOFHERKIZZAZNK 13.1 (189 R—), K 13.2 (189
R=Y) THb, KD textureX. textureV, textureZ [IHRA M 70T I LS RLET 7 R
Fx ATVl b THB, z[11[§] = alpha*x[i] [j1+y[i] [j] DFHHE T, Fhzhdy = —&
DOHT tx, tty, tz & LTT7 72 REN %, XD x[i]1[j] = alphaxz[i] [j1+y[i]l [j] DFET
X textureX ¥ textureZ I = —&XWTIE tz, tx L LTANEI T 7t A3N3, RO
DOFHEREREZ LAY b7y FLAED S GPU OFETE#EDIEL TV, TZEVRYVHE
(ping pong computation) & HMER, FHAEEZEVDBFIRNSETTEIARXA—ITH 5,

7077 LA TOMEY TH 5,
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textureY textureX textureZ
: : GPU
7 W
attribute Z# TUOAF ¥ tx TIOAF+
‘ PA R AV
X ; 71Uk

IN—TFT v R
JI—H—
pARLZAS N

pARASFN

TISHAY b /
Sl B 1H7)

13.1: z[11[j] = alpha*x[i] [j1+y[i] [j] DFtHARER
textureY textureX texture?Z
:  GPU
v v
attribute Z#4 TIAF ¥ T RF ¥ itx
'/ ZL—=LNy T 7
X » EA AN
N—=Tv IR TITA K
YI—H— S — A BEfRE
pAnE/A NN LA I N
13.2: x[i]1[j] = alphaxz[i][j]1+y[i] [j] DFHHEAEE

~_~ - e e e e D — —

~_~ - e e e e D — —
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13.1.1 KRR +FOJS L

X 13.3 (191 R—2), K134 (192R—), K 13.5 (193 R—=) BKRRA a5 L THb,
F9. HEOY A X2 KRKEL L

let width = 256;
let height = 256;

KT, TITRAT 2 3KDT 7 ZF v I3B% initData(). compute() TEMENL7=0, KL
TOESICKBES L TEL,

let textureX;
let textureYV;
let textureZ;

BI%L initData() OMFNX 12.6 i (176 X—) LIFLALFRUTH %, ME—RLZ2DIE, 77
AFxHP =TT T LEHET 5 bindRTexture (). bindWTexture() % initData() 7
BLHIBRL. compute() "BEIL 7K TH %,

Z® compute() T, ==XV LDFETEZHDIET, 3. M13.1 (189 =) IZ
WGF BT E2FEITT %,

bindRTexture(textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

gl.drawArrays(gl.TRIANGLE_STRIP, O, NUM_POINTS);

iz, K13.2 (189 R—) ITHIET LU T 2HEITT %,

bindRTexture (textureZ, ’tx’, 2);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureX) ;

gl.drawArrays(gl.TRIANGLE_STRIP, O, NUM_POINTS);

% loop2 MIFEDIRL., HRIRIC gl.finish() ZFEITL. 2EOFETEKRZX 5, KB, BFOD
gl.drawArrays () DEHEFETORHIC gl.finish) FFETH %,
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let gl;
let program;

let width = 256;
let height = 256;
let alpha = 0.9;

function initSystem() {
*k HIF LR L *x
}

let NUM_POINTS = 4;

let textureX;
let textureY;
let textureZ;

function initData() {
let position = [
-1.0, +1.0,
-1.0, -1.0,
+1.0, +1.0
+1.0, -1.0

>

1;
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

setUniformFloat (°width’, width);
setUniformFloat(’height’, height);
setUniformFloat(’alpha’, alpha);

let xData = new Float32Array(4*width*height) ;
let yData = new Float32Array(4*width*height);

for (let w = 0; w < width; w++) {
for (let h = 0; h < height; h++) {
let k = 4x(h*width+w);
xData[k+0] = w+0.1;
xDatal[k+1] = w+0.2;
xData[k+2] = w+0.3;
xDatal[k+3] = w+0.4;

yData[k+0] = h+0.1
yDatalk+1] = h+0.2
yDatalk+2] = h+0.3;
yData[k+3] = h+0.4

13.3: ¥ YR VEHEEITS JavaScript KR F 7B 2'F A main.js (ZD 1, D 2Ft<)
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textureX = buildTexture(xData, width, height);
textureY = buildTexture(yData, width, height);
textureZ = buildTexture(null, width, height);

let loop2 = 10;

function compute() {
for (let 1 = 0; i < loop2; i++) {
bindRTexture (textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

gl.drawArrays(gl.TRIANGLE_STRIP, 0, NUM_POINTS);

bindRTexture (textureZ, ’tx’, 2);
bindRTexture(textureY, ’ty’, 1);
bindWTexture (textureX) ;

gl.drawArrays(gl.TRIANGLE_STRIP, O, NUM_POINTS);

b
gl.finish();
¥

function checkResult() {
let resultGPU = new Float32Array(4*width*height) ;
readFromTexture (resultGPU, width, height);

let resultCPU = new Float32Array(4*width*height) ;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4*(h*width+w);
for (let i = 0; i < 3; i++) {
let x = w+0.1%(i+1);
let y = h+0.1x(i+1);
for (let i = 0; i < 2*loop2; i++) {
x = alpha*x+y;

}
resultCPU[k+i] = x;

13.4: ¥R VEHE%Z1TS JavaScript kA b B2 J A main.js (2D 2, ZD 3 ~Hi)
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let error = 0;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4*(h*width+w);
for (let i = 0; 1 < 3; i++) {
error += Math.abs(resultGPU[k+i]-resultCPU[k+i]);
/Math.abs (resultCPU[k+i]) ;

}
}
alert(error/4/height/width) ;

window.onload = function(){
initSystem();
initData();
compute() ;
checkResult();

};

X 13.5: ¥R VEEZITS JavaScript xR b 7022 F L main. js (ZD 3)

BE% checkResults() T E3, BHEO I O I LR .

let resultGPU = new Float32Array(4*width¥height);
readFromTexture (resultGPU, width, height);

T GPU OSEATRHEREZED 13,
iz, BUEHE%E CPU TIT5 DB T OERDTH %,

4 N

let resultCPU = new Float32Array(4*width¥height);
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
for (let i = 0; 1 < 3; i++) {
let x = w+0.1%x(i+1);
let y = h+0.1%(i+1);
for (let i = 0; i < 2xloop2; i++) {
X = alpha*x+y;
}
resultCPU[k+i] = x;
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X512 GPU TOEIEEY CPU TOFEMEDLLEE GEDHOMEDIEHDEE) Z1T5EHaNUT
TH 5,

\
let error = 0;
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
for (let 1 = 0; i < 3; i++) {
error += Math.abs(resultGPU[k+i]-resultCPU[k+i])
/Math.abs (resultCPU[k+i]);
}
}
}
alert(error/4/height/width) ;
\_ J

13.1.2 N—=TFTwI/TFTRX+>x—27075 L4

12.6 &i (176 R—2) rEULBOEFHTE 3,

13.1.3 EITOHF

X 13.3 (191 R—2), K134 (192 R—2) IZHETWVWB XS

let width = 256;
let height = 256;

let loop2 = 10;

DEMTHEIT LIz 25, HREUED PC TOVIHMNAREIILTOED TH o 72,

1.546199858905406e-7

AAFEIX width, height DEICIHIZIIMEFE T, loop2 DN & HITFRAE SIS 2 1HAA R 5
%, RVHHOF A TIIAENRMT 2056 TH 5,
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let before;
let after; /! RBEH LTESLTHBL

before = Date.now();

ZZIWCEHEE SO T S A REL

after = Date.now();
alert(0.001*(after-before)); // WRiflZ % FRoR

13.6: FEATIRFE OFHAT %

13.2 EBMEEDETA
13.2.1 RITEFREDEHA

Z OHITI JavaScript 1281 2 EATRE OFHIAEIC OV TR %,

JavaScript IZB W T EITRIB 2 HIE T 3 HEIZWL 2B X 535, SEIEK 13.6 (195 _—
V) okonTur I aHVS,

Date.now() |¥ Date 7 7 ADEHHIA Y v FTHDH, UTC d 1970 4 1 A 1 H 00:00:00 5> & X
Yy RIFOH LIRS CoORGEBREZ I VR TIR S, Lo T, KEZFHHIL 2 Wii#2 D Date.now()
D7 ERDIUR, ZNDBFETRME (I VPHA) TH S, FRFHTIE 0.001 fF 34U, BEAA
ZHTE 3,
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13.2.2 ERMEOEX

1IGFLOPS &, 1#%47- 012 10° BIOMERAZFEITTE 2 2 L 24673, FREZMESRA IR
THAE R PA—HIZEE WD, @, EEMREZH U 2BICEAVRn,

BB XZD GFLOPS fHiZ, 7027 ACE T2 RMIEEEE FITRBTEHZ e TRk B
MTE D, ZOHID saxpy DL DB L EOREER N(W, H, L) 3L TO@ED TH 5,

NW,H L)=2-4-W-H-L (13.1)
ZZIWCHF 213, SAXPY SHETEMME L RED 2 BOEREZTS-0TH 3, AT 4. 75
A b x2—XTE R, G, B, AD4E7OFEEL—EIZITS SIMD SE2EKST %, W, H
13727 ZF v DKL, BEGEOYA X, LIFBEVELERTH S, LoT. 2o7urJ 4
TOHEBEMEIUTO 0 S A TEETE %,

(2#4*width*height*2x1loop2) / (0.001x(after-before) * 1e9);
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13.3 EVRIVHBEODOERMEE

13.1 81 (188 —2) 75 JMKEHHo v 7S AR 2B L. PC OEEMEEZR HIE
j‘éo

13.3.1 KRR+ TFOJSL

GPU O EEMEER M 212, K 13.7 (198 R—) DLk 512, ANF—&% CPU » 56 GPU A
5T B EATD SHETEEREY GPU 205 CPU NERE L-ER T TOETRREZHEI %2, 2% b, M
TOXMETH %,

4 I
beforeGPU = Date.now(); // GPU D EATIFEIFHHIBAAE
textureX = buildTexture(xData, width, height);
textureY = buildTexture(yData, width, height);
textureZ = buildTexture(null, width, height);

let resultGPU = new Float32Array(4*width*height);
readFromTexture (resultGPU, width, height);

afterGPU = Date.now(); // GPU DFEATIRFRIFHAIRE T
\ J

Z LT, HAEMREZFHORICE SV TUTO X3 ICHERN1T 5,

let durationGPU = 0.001*(afterGPU-beforeGPU);
alert(durationGPU + " " + 2*x4xwidth¥height*2*loop2/durationGPU/1e9);

CPU OHEMREL AT H %,
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** [iHE *x

let beforeGPU; // GPU FEATDRFHEEHHIH
let afterGPU; // FE

let beforeCPU; // CPU 4T DRERFHHIFA
let afterCPU; // Tk

function initData() {

}

xx HAME sx
beforeGPU = Date.now(); // GPU DEATIREETHIBHAA
textureX = buildTexture(xData, width, height);

textureY = buildTexture(yData, width, height);
textureZ = buildTexture(null, width, height);

xk FPIE *x

function compute() {

}

*x IR *x

function checkResults() {

}

let resultGPU = new Float32Array(4*width*height);
readFromTexture (resultGPU, width, height);

afterGPU = Date.now(); // GPU DEATIRFIFHI 1

beforeCPU = Date.now(); // GPU OFEATHRRAEHIBELA
let resultCPU = new Float32Array(4*width*height) ;

for (let h = 0; h < height; h++) {

}

afterCPU = Date.now(); // CPU DSEATRFMEIFTHIBLS

let durationGPU = 0.001*(afterGPU-beforeGPU);
alert(durationGPU + " " + 2*4xwidth*height*2*loop2/durationGPU/1e9);

let durationCPU = 0.001*(afterCPU-beforeCPU);
alert(durationCPU + " " + 2*4*widthxheight*2xloop2/durationCPU/1e9);

xx TEHE *x

13.7: HEMEREZFANR S JavaScript KA b 7027 A main. js
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K 13.1: 77 AF ¥ I A R HEMRE (WebGL. Safari. iMac 27 inch (2017))

GPU CPU
PAX | W | MERE IRpf] | PERE
42 | 1.97 | 0.000130 || 0.001 | 0.256
82 || 1.97 | 0.000520 || 0.002 | 0.512
162 || 1.98 | 0.00207 || 0.005 | 0.819
322 || 1.98 | 0.00827 || 0.014 | 1.17
642 || 1.98 0.0330 || 0.047 | 1.39
1282 || 1.98 0.132 || 0.182 | 1.44

2562 || 1.99 0.527 || 0.716 | 1.46
5122 || 1.99 211 | 2.83| 1.48
10242 || 2.10 801 | 11.3| 1.49
20482 || 3.71 18.08 || 45.24 | 1.48
40962 || 13.3 20.2 - -

R D HALIR, HEDH(IIZ GFLOPS

7 13.2: #HEMAE (OpenGL. iMac 27 inch (2017))

GPU CPU
YA | W | PERE || AR | PERE
2048% || 2.20 | 30.5 || 13.9 | 4.84
I D AL RD
HE D HAIIZ GFLOPS

13.3.2 AIERER

# 13.1 1%, #HFRHEYE D PC T Web 77 V¥4 Safari W T, loop2 % 1000 IZ[EE L
width, height T 4, 8, ... 4096 &£ 272035 FH T L HBEMEREZ KD b DTH %, £
N%E 277 7L b DX 13.8 (200 k=) TH 3,

%9, £ 13.1 25 GPU ORAFHBEMEREIZN 20GFLOPS, CPU @ 2434 1.5GFLOPS T
%, KIEBEHE T GPU OMEESERIRNICE N b %, M/ E T CPU 235
. GPUIRIEFEITE N, FHEMFBIIG T THE ZHWTITENETH 5,

EETHW PC IB#H X172 GPU (AMD Radeon Pro580) @A & u 2 - ¥— 7 HEEIEHN
6TFLOPS (=6,000GFLOPS) TH 3%, —f%IZ GPU oh & n 2 - v¥'— 7 HEE2 EBOFE T u »
FLATHTZRIHIEE AL TERVS, ZRUILTH ZDEBKRD 20GFLOPS &7 h/hEw, %
DEEHE LT, WebGL D55, Web 77 U BEMFREER Y 7 v = 7 Tldk L, FHRUND
WP ZRBDZ . A X7 ) REFETH 5 JavaScript DETHEDBIFENEZ ONZ, 5
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100

10

4 16 32 64 128 512 1024 2048 4096
0.1
0.01
0.001
0.0001
—GPU —CPU

13.8: £13.1 0277 7 : MEIEGRO—LOE X, His#EEERE (777 7(icliz=h, &b
I EREIT R o7, Wl DA EBED TH 2 2 LICiER)

# 13.3: HEMEE (WebGL. Firefox, iMac 27 inch (2017))

GPU CPU
B4 X || KR | PERE || RERE | MERE
20482 || 3.81 | 17.6 || 46.7 | 1.44
RE D B LD
HE DHN X GFLOPS

EFETIZ, FAUFHELZ WebGL Tid72 <. OpenGL ¥ C++THEL HEDRIERREE£ 13.212
T3, GPU M£RET WebGL O¥;ED#) 1.5 5. CPU £RET WebGL D55 D 3 f5OMERE% H
LTW3,

¥7:. WU PC ETHoThH, Web 77 U HHBEZIUR HEREDE ST %, K 13.31%, Firefox
ERWGEOIEMRETH %, Safari ICLERTRRMRED S > TV 5,

DU LWRENT D=2, $EE N OFFEIC»H 53 ERM T 2 il N OFIILT
T=A+B-N (13.2)
TRIZLEEZLS, TIW A BREEKTHZ, AFHEDL—N—~v K, BiZ1ED

HEC»R2 AR EEZOND, WEHER N 2FTRE T THlo 728 P IZEAEMERE (B
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FICETTE2HER 2RI ZHIXKXDBED TH 5,

N N

p=___ -
T A+B-N

(13.3)

TR LTV ARIEIZOWTER A, BEZRDTHS,
RNZEEEZHAWBEZETHIRVWES S, 3. GPUIKOWTHE 13.1 @ 1 {TEHTIHIZIEA —N
A R Agpyu DALEZD L,

Acgpy =197

Y%, RIT, £ 13.1 D 20482 OH A4 XIZDWT
3.71 = 1.97 + Bgpu - (2 - 4 - 2048% - 2 - 1000)

R 2,
Bgpu = 2.59 x 10711

Y725, 728, 4096° ORERFIIHIEAME D 2@ 3 2 BHEIC R o TW b 720, BRILVT %,
W DOEEIEIEY A APKEL R TET, F vy > 2@ FORECHBEMRIENINCED
TWwakotEbhs,
CPU oW T, ZOMWHED S
Acpy = 0.0

rEL, ZLTE 131D 20482 O A ZITDWNWT
45.24 = Bepy - (2 -4 -2048% - 2-1000)

R &,
Bepy = 6.74 x 10710

L%,
MEzFe®2 L, GPU, CPU OEHEMREZZAZAUTOED TH 5,

N

1.974+2.59 x 10~11 . N

N
P, - _ 148 GFLOP
Py 6.74 x 10-10. N 8 GFLOPS

Papu — 38.6 GFLOPS (N — OO)
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134 &LOEELHE

Z DHIDOHIEN Z DHBDOBRILDHIETH 5,
BIETIE 7 77X b =—&FNT 1 HOBEMNGFE GEL K E 2. 416350 SIMD BIFEFETE)

(: gl_FragColor = alpha*x+y; :)

2TV, ThEEYRVEIETL EREDIRL 72,

AR CPU, GPU D7 — XIGED I — =~y REGRH U, Eid> = —XOEEH b K
ERF—N=AY FTH B, ZIT, Yx—XEMVBELETT20TERL, 1EOT7F TR
bz —ROFHEOHIL—-T !

for (int k = 0; k < L; k++) {
x = alpha*x+y;

}

ZED, 2T I UADEERZITS

a7 LI TOEYTH 5,
13.4.1 KA+ FOTS L

F3. K13.10 (204 R—2) DX IIZ, 3WDT 7 AF % DFES X OB compute O 1. 12.6
i (176 =) OBE (HBA3WF12.7H (182 R—) OFHHASPLT V) OHMMLZEICET,
13.4.2 N=FTYvIR>x—47O595 L

N—F 97 AT z2—RT707 5 AFK 13.12 (206 R—) ORPREED, HIELFELTTH 3,

13.4.3 TSI A I T—H

T30 RXA b —X7a T AZK13.12 (206 R—) DB¥ETH S,
HIHIT

gl_FragColor = alpha*x+y;

THoEm %X 13.12 (206 —) TlE
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let gl;
let program;

let width = 2048;
let height = 2048;
let alpha = 0.9;

function initSystem() {
let ¢ = document.getElementById(’canvas’);
c.width = width; c.height = height;

gl = c.getContext (’webgl’);
gl.clearColor(0.0, 0.0, 0.0, 1.0);

let flg = (gl.getExtension(’0ES_texture_float’) != null) &&
(gl.getExtension("0ES_texture_float_linear") != null);
if (1f1g) {
alert(’float texture not supported’);
return;

}

let frameBuffer = gl.createFramebuffer();
gl.bindFramebuffer(gl.FRAMEBUFFER, frameBuffer);

buildProgram(’vs’, ’fs’);
gl.useProgram(program) ;

let NUM_POINTS = 4;

let beforeGPU;
let afterGPU;
let beforeCPU;
let afterCPU;

function initData() {
let position = [
-1.0, +1.

-1.0, -1.

+1.0, +1.

+1.0, -1.

>

>

0
0
0,
0

1;
let bufferl = buildArrayBuffer(position);
bindArrayBuffer (bufferl, ’position’, 2);

13.9: saxpy DE#eTE %2175 JavaScript R X b 7’0 27F A main.js (ZD 1, D2 \Fil)
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setUniformFloat (’width’, width);
setUniformFloat(’height’, height);
setUniformFloat(’alpha’, alpha);

let xData = new Float32Array(4*width*height);
let yData = new Float32Array(4*width*height) ;

for (let w = 0; w < width; w++) {
for (let h = 0; h < height; h++) {
let k = 4x(h*width+w) ;
xData[k+0] = w+0.1;
xDatal[k+1] = w+0.2;
xDatal[k+2] = w+0.3;
xData[k+3] = w+0.4;

yData[k+0] = h+0.1
yData[k+1] = h+0.2;
yData[k+2] = h+0.3;
yData[k+3] = h+0.4

>

}
beforeGPU = Date.now();
let textureX = buildTexture(xData, width, height);

let textureY buildTexture(yData, width, height);
let textureZ = buildTexture(null, width, height);

bindRTexture (textureX, ’tx’, 0);
bindRTexture (textureY, ’ty’, 1);
bindWTexture (textureZ) ;

let loop2 = 1000;

function compute() {
gl.drawArrays(gl.TRIANGLE_STRIP, O, NUM_POINTS);
gl.finish();

}

function checkResults() {
let resultGPU = new Float32Array(4*width*height);
readFromTexture (resultGPU, width, height);
let afterGPU = Date.now();

13.10: saxpy DE#EEE1TS JavaScript mA M 7B 277 L main. js (2D 2, 2D 3 ~FE<)
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let beforeCPU = Date.now();

let resultCPU = new Float32Array(4*width*height);
for (let h = 0; h < height; h++) {
for (let w = 0; w < width; w++) {
let k = 4x(h*width+w);
for (let i = 0; 1 < 3; i++) {
let x = w+0.1*x(i+1);
let y = h+0.1x(i+1);
for (let i = 0; i < 2*xloop2; i++) {
x = alpha*x+y;
}
resultCPU[k+i] = x;

}
}
afterCPU =Date.now();

let durationGPU = 0.001*(afterGPU-beforeGPU);
alert(durationGPU + " " + 2*4*widthxheight*2xloop2/durationGPU/1e9);

let durationCPU = 0.001*(afterCPU-beforeCPU);
alert(durationCPU + " " + 2*4xwidth*height*2*loop2/durationCPU/1e9);
}

window.onload = function(){
initSystem();
initData();
compute() ;
checkResults();

13.11: saxpy DEHEEIE%1T 5 JavaScript KA b 70275 A main. js (£D 3)
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<html>

<head>

<meta http-equiv="Content-Type" content="text/html; charset=UTF-8">
<script src="./main.js" type="text/javascript"></script>

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

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

<script id="vs" type="text/plain">
attribute vec2 position;

void main(void)

{
gl_Position = vec4(position, 0.0, 1.0);
}
</script>

<script id="fs" type="text/plain">
precision highp float;

uniform sampler2D tx;
uniform sampler2D ty;

uniform float alpha;
uniform float width;
uniform float height;

void main(void)
{
vec2 texCoord = vec2(gl_FragCoord.x/width,
gl_FragCoord.y/height);

vecd x = texture2D(tx,texCoord);
vecd y = texture2D(ty,texCoord) ;

for (int k = 0; k < 2000; k++) {
X = alpha*x+y;
}
gl_FragColor = x;
3

</script>

</head>
<body>
<canvas id="canvas"></canvas>
</body>
</html>

13.12: saxpy DEnEatHE %2175 HIML/> = —&X 7 a7 A
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# 13.4: HEMEE (WebGL. Safari, iMac 27 inch (2017))

GPU CPU
B4 X || KR | MERE || WRERE | PERE
20482 || 0.205 | 327 || 45.1 | 1.49
RERE D BN 1T R
R o BAT 1 GFLOPS

7 13.5: {#HEMRE (OpenGL. iMac 27 inch (2017))

GPU CPU
FA X || W | PERE | RER | 1RRE
20482 || 0.116 | 579 || 14.0 | 4.78
R o BT 1SR
D BT GFLOPS

for (int k = 0; k < 2000; k++) {
X = alphax*x+y;
}
gl_FragColor = x;
WHEBERZ 2, 22V —7EBOELRE 2000 22D EE 70T MTEDAATNEDIE, Bl
R AT WebGL/GLSL D S iB{EAENEII T, £ 21 uniform ZEEHWE R ENTERWD

TH5%,

13.4.4 RAIEFER

13.4 (207 R—2) &, 2048 x 2048 DHEH Y A XDV T 2,000 [A#E D3R U 72358 DFATHE
RBTH 3,

Z DFETHITIE GPU 2% 300GFLOPS Z#E 2 2 MREZZEMR L TW5b, CPU L DEIFHETDH
%, ZORNFRRRHETH 20, LRINUIL R GWHEMELZH T I TE 2 Z 20390
%, ZHEETIZH13.5 (207 =) WIEF CEHHEZ OpenGL & C++THEEL, ETLLGED
HIERERE/RT, GPU Tld 600GFLOPS JWHREZ R L TV %,
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Z Di#FETIE. WebGL/GLSL Z H\WHME DFED» b E o7 GPU DY = —XZHW= 71
77 LEAREINAH T 0 7T A TH Y, £ OWMHIMEEREZE L CERWICER S 2 2 2R R4
Too RICTZAF ¥ ZBAL, ¥ x—XTHINT—XE2HHAL I EDBAIRERTH S Z L 2R LT,
BTV AF v ANDOFEZALEFTFEEFN L. ThxkHVT GPU TRIEGE 3 2 k%R L7z,

BIEIZ CUDA 72 ¥’ ® GPGPU H#HOBRELSHHTZ 2006, ZOMFET ¥ X b OBIEEH R L
5 GPGPU O FERICL 2 Z i3, L L, [RE7 77 4y 7 ZE[AAN— Y = 7HEHEGTR
WKHIHTE 2000 WS RMRHOANDEZZHZ TIN5,

(1)
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