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METHOD OF COVERAGE EVALUATION FOR CIVIL AVIATION RADIO SYSTEMS
WHEN SELECTING THE POSITION OF THEIR PLACEMENT

Presents a method of coverage evaluation for civil aviation radio systems, allowing to take into account terrain relief and atmos-
pheric parameters of a considered region. Using the digital elevation model SRTM allows to evaluate the closing angles for the se-
lected position without having to departure to the place for the theodolite survey of the closing angles. The control example for ra-
dar 1L118 shows good convergence of simulation results and direct measurements. The parameters of the atmosphere are esti-
mated from the data of long-term observations given in aero climatic reference books. Carrying out of calculations is possible on
the average indicators or indicators of the worst month. Considering method can be used to select the optimal positions for radar
stations, short-range navigation systems VOR/DME, ground-based automatic dependent surveillance stations, and VHF radio

communication radio systems to support existing as well as future flight safety requirements.

Coverage, closing angle, digital elevation model, SRTM, positioning of radio systems, aviation safety
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CaHkm-llemepbypackuli 20Cy0apcmeeHHbIl 31eKmpomexHuU4Yeckul
yHusepcumem «J13TV» um. B. UI. ¥nesaHoea (/leHUHa)

Be6 n 3D-rpadumka

Paccmampusaemcsi 803pacmarowyasi poie NpuMeHeHUs mpexmepHol 2paduku Kak axcHolU Yyacmu Mynemume-
OuliHo20 8eb-koHmMeHma. lpedcmasneH u NOOpPoObHO paccmompeH 0630p COBPEMEHHO20 YPOBHSA MeEXHUKU UC-
nose3oeaHus 3D-2paguku e peasnsHOM speMeHU 8 MIHmepHeme, oxeamelgarowjuli Memoodsi peHOepuHaa, Memoos!
onucaHus cyeHsl U npedocmasneHus 3D-0aHHbIX. [TpedcmaeneHsl Nodxo0sl kK 3D-peHdepuHay Ha OcHose b6pay3e-
pa, KAaCCUPUYUPOBAHHbLIE NO YPOBHIO 0eK1apPamMUBHO20 nogedeHus. [loka3aHa 3sonoyus cmaHdapma X3D, nos-
80/1A10We20 NoAY4YUMs 6os1ee HU3KUL yposeHs 0ocmyna K 2paguyeckoMy 060py008AHUID, NOCMOAHHO y8enudu-
saroujeMy MOWHOCMeb. PaccmompeHHsle yoaneHHbie Memoosl peHOepuH2a N038050M Nepedasams 8bICOKOKaYe-
cmeeHHyro 3D-2paduky Ha wupokuli cnekmp ycmpolicme, a 8 NocaedHUe 2006l MAKX*e WUPOKO U3y4aromcs Mme-
model docmaeku KoHmeHma 044 e8e6-3D-npunoxceHull. Bce smu paspabomku ompaxcaromcs e ysenudyeHuu
konuvyecmea obsnacmed, 019 Komopbix papabameigaromca npunoxceHus 0458 3D-cemu. MpedcmasneH wupokul
Habop mexHoaozud, cyujecmsyrouyux 8 amoli obaacmu.

3D, 6paysep, nnaruH, HTML5, WebGL, X3D, X3DOM, XML, Three.JS, Java, Be6, peHAepVHr, canvas

Beo -
JIONITHH MMyTh C MOMEHTA TOsiBIeHus. [lepBoHavanbHO

WHTEPHET-IIPOCTPAHCTBO, MPOIIEIIIee
OHO CYILECTBOBAJIO KaK CPEICTBO COBMECTHOIO HC-
MOJIb30BaHUsl YAAJCHHBIX CTPAHUI] CTATHYECKOTO
TeKcTa yepe3 VHTepHeT, CBSI3aHHBIX BMECTE SI3BIKOM
pasmetkn — HTML. Brimyck Opaysepa Mosaic mo3-
BOJIIJI TIOJTB30BATEISIM «IIPOCMATPUBATEY YAAaJICHHBIC
«BeO-CTpaHUIIB», B KOTOPBIX ObLIa TpeICTaBICHA
cMech Tekcta u u3obpaxenus [1]. Tlocne Beimycka

Netscape Navigator u Microsoft Internet Explorer B
cepefHe JIEBSIHOCTBIX pAa3BUTHE BEO-TEXHOJIOTHI
MOIIIO YCKOPEHHBIMU TeMmamu. KackaaHeie Tabmm-
usl cruneid (CSS), Secure Sockets Layer (SSL),
¢aitnel cookie, Java u Javascript, Adobe Flash, XML
1 AJAX — 3TO TOIBKO HEKOTOPHIE U3 HCIOIB3YEMBIX
TexHOoNorni. K KoHITy TICSYeneTrs ceTb Oblia moj-
Ha TpOoeCCHOHAIBHO pa3pabOTaHHBIX CTPAHMUII, 00-
ratblX BHU3YaJIbHbIM KOHTCHTOM. OILHaKO HWHTEpaK-
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TUBHBIM MyJIbTUMEAUUHBIA KOHTEHT 3aBHCENI OT
Adobe Flash [2]. 3akpritas cuctema Adobe mo3Bo-
nuna  pa3paboT4MKaM BCTPAaWBaTh WHTEPAKTUBHEIC
aynmo-, Bupeo- W 2D-aHWManuu B HCIONHSIEMBIN
Flash-gaiin, koTOpsIii 3aTeM 3amycKayics IUIarHHOM-
Opay3epoM, YCTaHOBJIEHHBIM Ha IIONB30BATEIHCKOM
KOMITBIOTEpE, MOUYTH MOJHOCTBIO 000ins cam Opay-
3ep. [Ipunoxenus Ha ocHoBe Flash oObraHO Tpebo-
BaX (OTHOCHTENBHO) JITUTEIBHOTO BPEMEHH 3arpy3-
KH, ¥ 9TOT (aKkT B COUYETAHWU C Ooiee MO3THUM OT-
CYTCTBHEM HX JTOCTYIHOCTH JJs TutaTGopmbl i0S
(Apple) o3nauain, uro Flash morepsina vacth cBoeit
MepBOHAYAIbHON momyisipHocTH [3]. Mexnay tem, B
Ha4aJIC HOBOTI'O TBHICAYCJICTUA BBIPOCIIN BO3MOXHOCTH
A CO3JaHUd MHTCPAKTUBHBIX MyHLTHMeﬂHﬁHLIX
BEO-CTPAHUI] C HCIOIF30BAHUEM METOIOB OTKPBITHIX
craHmaptoB. B Opaysepsl Oblia BBeJeHa MacIITaOH-
pyemasi BekTopHas Tpaduka (SVG), mo3Bossromias
WCIIONIb30BaTh CIOXKHBIA 2D-prcyHOK, BIUCHIBAEMBIN
B cymectBytomuii ctuias HTML.

3arem ObUT J00aBIEH BIEMEHT canvas (XOJCT),
KOTOPBIN TaKXe MO3BOJISIET BBIMOMHATH 2D-pUCYHOK,
HO ommmuaommiics or SVG ynpaBieHuem uepes
Javascript. BrmepBble mpencTaBineHHbI Apple kak
gacTh cTpyKTypbl WebKit canvas mozxe ObLI BKIFO-
yeH B npoekt crangapra HTMLS [4] (mapsnmy c
SVG). HTMLS cnenmansHO pa3paboTaH i ajaar-
tamui HTML TakuM 00pa3oMm, YTOOBI HCIIOJIB30-
BaTbCs Ul CO3/IaHUS BEO-TIPIIIOKEHUH, T. €. JAHMHA-
MUYCCKUX HHTCPAKTUBHBIX CTPAHHI], KOTOPLIC 60ra—
TBI MYJIBTUMEIUIHBIM KOHTCHTOM.

TepMUH B KOMIBIOTEPHOU TpaduKe «PEeHIACPHHT
OMHUCHIBACT MPOLIECC MPEOOPA30BAHUSI TPEXMEPHBIX
JMaHHBIX B 2D-u3o0pakeHHe Ha dKpaHe OTOOpaxke-
HUsI. MeTonbl BU3yallu3allii CHIBHO Pa3IHYyaroTcs C
TOYKH 3pEHHS WX CIOXHOCTH, CKOPOCTH, (oTopea-
mm3Ma U npuMmeHeHns. doropean3m 0OBIYHO Olle-

HHUBAETCSI B COOTBETCTBHHU C PEaM3MOM BH3yallu3a-
uny 3D-00BeKTa, a TakKe TeM, KaK 3TOT OOBEKT 3a-
TEHEH 10 OTHOIICHWIO K UCTOYHHKAM CBETa B CIICHE.
KoMruiekcHbIe METO/IbI 3aTeHEHHUsI, TaKKe, KaK Tpac-
CUpPOBKa JIydeld W u3inydeHue, co3mator 2D-u3obpa-
JKEHHMsI, KOTOpbIE SBISIOTCS Ooyiee (oTopeamucTny-
HbIMU 3a CYCT YBCJIWYCHHA BPCMCHHU BBLIYUCJICHUA.
YMeHbIIas CIIOKHOCTh AITOPUTMOB, HCHOJIB3YyEMBIX
Uil uMATamy d¢dekra cBera B CIEHE, BpeMs peH-
JIEPUHTA MOXKET OBITh COKpAIlEHO, YTOOBI TO3BOJIUTH
MPHIIOKEHUAM C 2D-H300pakeHUSIMH BU3YaJIU3HPO-
BaThCs JIOCTaTOYHO ObICTpO. B mpemmaraemoii crarbe
paccMOTpuM 0030p COBPEMEHHOTO YPOBHS TEXHUKH
ucronb3oBanus 3D-rpadyiku B peanbHOM BpEeMEHH B
WuTepHeTe, 0XBAaTHIBAIOIIMI METOBI PEHICPHHTA, Me-
TOZBI OIMMCAaHNA CIICHBI U NPEAOCTABICHUA 3D—IL3HHI)IX.

Penpepunr nHa ocHoBe Opaysepa. CymiecTByeT
KJIACCU(HUKALIUS TPEXMEPHOIO PEHACPHHTa Ha OCHO-
Be Opay3sepa (T. €. TIe KIMSHTCKUN Opay3ep/MalinHa
BBINOJHSIET TPOIECC PEHICPHUHTa) B IEKIapaTHBHBIC
U UMIICPATUBHBIC TCXHUKU, CO3JaBasi KJ'IaCCI/I(bI/IKa-
uu 2D- u 3D-rpaduku B COOTBETCTBHUHU C Pa3iiny-
HbIMU napaaurmamu (puc. 1) [5].

Hanpumep, moxHO pucoBath 2D-rpaduky B
Opay3zepe c¢ wucnonp3oBanueM SVG W 3neMeHTa
canvas HTMLS5. SVG npencrasnser co6oii ¢popmar
¢aitna Ha ocHoBe XML2D-BektopHOU Trpaduku —
n3o0paxeHuss U dPPEKThl HUIETPOB H300pAKEHHUS
3aKOMPOBAHEI ACKIapaTHBHBIM 0Opa3oMm. HampoTus,
MOJJOOHBIN MPOIIeCC PUCOBAaHUSA W 00pabOTKHM H300-
pakeHUl MOXET OBITh JOCTUTHYT C IOMOIIBIO 3Jie-
MeHTa <canvas> HMIIEPaTHBHBIM CHOCOOOM C WC-
noJbp30BaHueM Javascript.

B Tabmuue mpencraeneHsl moaxoapl k 3D-pen-
JIEPUHTY Ha OCHOBE Opay3epa, Kiaccu(UIIMPOBaHHbIC
[0 YPOBHIO JICKJIApPaTHBHOTO MoBeAcHus. Hactpau-
BaeMBbIil KOHBEHEp — ATO TOT, TJIE MPOTPAMMHUCT HMe-
€T HH3KOypOBHEBBIH KOHTPOJIb Haj OOBEKTaMHU PEH-
JICpUHTa, TIOPSAAOK BH3yaJIHM3allUH, rpad CICHBI, Ma-
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Tpebyercs | Yacts HTML- | Uuterpamus | BcerpoenHslit HacrpanBaemblii basupyromuecs
Iopxon o
IIaTUH JIOKYMEHTa DOM rpag clLeHbl KoHBeiiep™* Ha CTaHJapTax

X3D Ja Her Her Ja Her Jla
X3DOM Her Ja Ja Ha Her Ja
XML3D Her Ja Ja Ha Her YactuyHo
03D Bonbiie HeT Her Her Ja Her Yactnyao**
Three.JS Her Her Her Ja Ja Yactnyao**
Stage3D (Flash) Ja Her Her Her Ha Her
Java Ha Her Her Ha Ja Her
Silverlight Ha Her Her Her Ja Her
Native WebGL Her Her Her Her Ja Ja
Unity3D Ha Her Her Ha Her Her

TepHaibl U cBa3aHHble meinepbi(*). O3D u Three.JS
MOryT oToOpaxarbcs yepe3 WebGL, koTopblit ocHO-
BaH Ha cranaaptax(**). Unity3D Briro4eH B Kade-
CTBE (MOMYJISIPHOIO) MpHUMeEpa NMAaTEHTOBAHHBIX UTPO-
BBIX JIBUJKKOB.

VRML, X3D u cranaaptsel ISO. B 1994 1. Obin
pa3paboran dopmar Qaiina BUPTyadbHOH peasibHO-
cti (VRML) anst onucanust 3D-cuiensl, a gopmar (co
BTOpO# Bepcuu) ctan crangaprom [SO (MCO/M3BK
14772-1: 1997) B 1997 . [6]. VRML97 ucnons3yer
TEKCT JUIA YKa3aHUs Kak COAECPIKUMOTO, TaK M BHEII-
HEro BUJA CICHBI (HAPHMEp, CBS3BIBAHUS CETKU C
KOHKPETHBIM MaTepHalioM), HO HE MO3BOJISET CIelH-
¢unpoBars Takue 6osee cioxHbie 3D-TIOHATHS, KaK
NURBS (HesiBHbIE MOBEPXHOCTH) WM CIOXHAS
annManus. Bekope nocne onpenenenns VRMLI97 u
JUTSL TOTO, YTOOBI 3aIIUTHTh €r0 KaK OTKPBITHIA CTaH-
nmapt, Obu1 chopmupoBaH koHcopimym Web3D kak
COBOKYITHOCTb HpeﬂHpHHTHﬁ, AKAJACMHUYCCKUX HH-
CTUTYTOB WM YaCTHHIX JHI. Bpuio paspabortano He-
CKOJIKO TPWIOKEHWN W IUIardHOB, 4TOOBI O0TOOpa-
s)katb VRML-clieHbl B Takux Opay3epax, kak Cosmo
Player, World-View, VRMLView u Blaxxun Contact.
Bo MHOTHX OTHOIIEHHSX dTH MPHUIOKEHUS CHOPMHU-
poBaM TEpPBBIE NPUIIOKEHUS sl BBeneHus 3D-
rpa¢uku B Unareprer. B 2004 r. VRML 0b11 3ame-
Hen Ha X3D (ISO/ IEC19775/19776/19777). He-
cMoOTpsl Ha To, uto X3D moamepxuBaeT oOpaTHYIO
coBMectuMocTh ¢ VRML, oH mpenocTaBiseT Ooiiee
nponsunyThie API, nomonHuTensHBIE (QopMaThl KO-
JAUPOBAHUA NAHHBIX, 60.1'166 CTPOTHUC COOTBETCTBUA U
KOMITOHCHTHYIO apXxuTektypy [7]. HambGonbimmm oT-
anareM oT VRML sBnsieTcs CHHTakcuc: B TO BpeMs
kak X3D mo-mpexxHeMy MOIIEP>KUBAET TPATUIIHOH-
el cuatakcuc VRML C-like, on Taxke mobasisier
MOANEPKKY MBOMYHBIX U XML-popmaros. st mpo-
CMOTpa M B3aWMOJEUCTBUA CO cueHapusimu X3D
TpeOyeTcs MpHIIOKEeHHe ¢ moaaep kot X3D (aBro-
HOMHOE MPOTpaMMHOE OOCCIEYeHUE WU IUTarHH
Opaysepa). MHTerpamus ¢ BeO-Opay3epoM BKIIOYAET

B ce0s1 Opaysep, colepKaluil CIIeHy BHYTPH, ITO3BO-
Tsis1 pa3pabOTUHKY IUIATHHA KOHTPOIUPOBATH U OOHOB-
JISITH KOHTEHT Yepe3 HHTepgeiic JoCTyma K SKpaHy.

X3DOM. B momnbITKE pacCIIUPHUTH TOAIEPKKY
Opayzepa ans X3D B 2009 r. 6bu1 [8] mpencraBieH
X3DOM. X3DOM mnpemocTaBisieT COOCTBEHHBIN
Opayzep 0e3 mIaruHoB (rae 5TO BO3MOXKHO) U HIMPO-
kue Bo3MoxkHocTH 3D. OH mpenHasHadeH Aisi Tec-
HOW WHTETpallid CO CTaHJAPTHBEIMUA BeO-TEXHO-
JorusMH, TakuMmu, kKak AJAX, mopaepkuBaeT ne-
KJIapatuBHBIA xapakTep X3D, mblTaercs cromupo-
Bath X3D HemocpencTBEHHO Ha BeO-cTpaHUIy Oe3
HEOOXOMMMOCTH B IuTaruHe Opaysepa. X3DOM
ompenessiercs Kak (pOHT- U OdKEHA-CHUCTEMa, TIe
KOMIIOHCHT COSIMHHTEIIS MpeodpasyeT CleHy, ompe-
nenennyro B uHTepdeiice (DOM), B 6skeny (X3D).
3areM coeqUHUTENH OepeT Ha ceOs OTBETCTBEHHOCTh
32 CHHXPOHHM3AINIO JIIOOBIX M3MEHEHUH MEXIy IBY-
M okoH4YaHusMH Moxaenu. X3DOM  ompenpenser
npocTpancTBo uMeH XML [9] BkiroueHueM Tera
<x3d> (1 Bcex ero JOYEPHHX DJIEMEHTOB), KOTOPBIH
OyleT WCIONB30BaThC HAa CTAHAAPTHOW CTPAaHUIIC
HTML wmm XHTML. X3DOM npenna3HaueH amst
naTerpanmu ¢ DOM u mo3tomy MoOXeT ObITh U3Me-
HEH TaKuM ke 00pa3oM, Kak U 000l oobekT DOM
[10]. 3D-momenu MOTryT OBITH 3arpyKCHBI B
X3D/X3DOM, omnpenensisi TeOMETPUIO BEPIIMH HIIH
umnoptupys crieny X3D (mnmm VRML), onpenenen-
HYIO B OTIIENIEHOM (paiie.

Hwxke npuBenen npumep Koja, HEOOXOAMMOIO
UL CO3JAHUS CIIEHBI ¢ 00pa3loM CETKH, HaYWHAs C
ucxonHoro tera <body> ¢aiima XHTML (s xpart-
KOCTHU BBIBOJIATCS JIAHHBIC BEPITHH OOBEKTA).

<body>

<X3D

xmlns="http://www.web3d.org/specifications/x3d-
namespace"
width="400px" height="400px">
<Scene DEF='scene™
<Viewpoint position='0 0 300’
orientation="00 0 1" />
<Background skyColor="0.6 0.6 0.6'/>
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<Transform translation='0 10 0' >
<Shape>
<Appearance DEF='App 0>
<Material diffuseColor="0 1 0" shini-
ness='0.15625'/>
</Appearance>
<IndexedFaceSet creaseAngle='4" coordIn-
dex="'
[indexed vertex coordinates for model]
] />
</IndexedFaceSet>
</Shape>
</Transform>
</Scene>
</X3D>
<script type="text/javascript" src="x3dom.js">
</script>
</body>

Puc. 2

Pesynbrar 3TOr0 KOIa NIPH 3arpyske B BeO-Opaysepe
MOKa3aH Ha pUC. 2. DTOT (parMEeHT KOAA UCIIONIB3YeT
Hepapxudeckoe o0bsiBIeHue st co3nanust 3D <scene>.
[o3ums U opueHTaIMs TOYKH 0030pa 3aJaHbl, KaK H
et ¢ona. Ter <transform> ompenesnser mpeobpaso-
BaHUS TPAHCISIUK, BPAIICHUS W MAaCIITAOMPOBAHUS,
KOTOpBIE TPHUMEHSIOTCS K COIEPKUMOMY Tera (B 3TOM
cllyyae BECb KOHTEHT, ONpPEAEICHHbIH BHYTPU HETO,
JIOJDKEH ObITh mepeHece Ha 10 exunwmI o ocw y). Io-
3HITUSI K1 OPUEHTAIUSI TOYKH 0030pa 3aJIaHbl, KaK U IBET
¢ona. Ter <shape> ompezensier 0OBEKT B CIIEHE, B KO-
TOPOM CBOMCTBa OOBEKTA (TaKUe, KAK CETKA U BHEIITHHUMA
BUJI) OTIPEJIEIISIIOTCS MapauienbHo. CeTka B 3TOH CIieHE
oTpezieNsAeTCs KaKk HaOOp HMHAESKCHPOBAaHHBIX TPaHEl;
HUKaKHEe HOPMaJIbHbIC BEKTOPBI HE IMOCTABIISFOTCS, T10-
stomy X3DOM BbUuUCHSEeT UX ISl BKIFOUCHUST OCBE-
menus. Jns pennepunra cuensl X3DOM ompenenser
PE3EPBHYIO MOJIEITh, TIBITAsCh CHAYaIa MHUITHATU3HPO-
Barh NPEIIIOYTUTEIIbHBIC BH3yalIn3aropbl M MPHU HEOO-
XOOAUMOCTU HCIIOJIb30BaTh AJIBTCPHATUBHYHO TEXHOJIO-
rur0. Moziens pe3epBHOM MPOBEPKH CHadasa MpoBEps-
€T, MOXKET JIM ITOJIb30BATENIbCKOE MPUIIOKEHHE 0TOOpa-
skarh X3D-Kon n3HavyaabHO, U B 3TOM CIIydae MepeacT
colepkuMoe Tera <x3d> B MeXaHM3M pEHIICpHHTa
X3D, omnpeneneHHbIN XOCT-TPUIIOKEHUEM.

Ecnu BcTpoenHslil penaepunr X3D He oOHapy-
JKeH WM IJiaruH it Opay3epa X3D He ycTaHOBIICH,
MIPUIOKEHUE TBITACTCS CO3JaTh KOHTEKCT PEHICPUH-
ra WebGL, a taxxe noctpout rpad cuensl X3D mo-
BEpX 3TOro. BONBIIMHCTBO COBpeMEHHBIX Opay3epoB
Teneph MOJNEPKHUBAIOT 3D-peHnepuHr Ha OCHOBE
Opay3zepa uepe3 WebGL.

X3DOM mpennazuadex amnst uaterpanuu ¢ DOM
Y TIO3TOMY MOXET ObITh H3MEHEH TaKHM Ke 00pa3oM,
Kak W moboi oobekt DOM. Hanpumep, eciu mpo-
rpaMMHUCT XOTCJI U3MEHUTH IOJIOKCHHUC q)HprI)I BO
BpeMsl BBHIIOTHEHUS (HAIpHMEp, B OTBET Ha BBOJ
MOJIL30BATENIA), aTpHOYT mepeBoaa tera <transform>
MOKET OBITH M3MEHEH BO BPEMs BEHIIIONHEHHUS C UC-
MOJIb30BaHUEM Javascript, 1 ciieHa OyzieT OOHOBIISITh-
Cs COOTBETCTBYIOIIMM 0Opa3zoM. 3D-monmenu MOryT
ObITh 3arpyxensl B X3D/X3DOM, ompenensis reo-
METPUIO BEPIIUHEI, KaK B MPHUBEACHHOM paHee IpH-
Mepe, Wi umnoptupys cieny X3D (wm VRML),
OIPEICIICHHYIO B OTJICIIBHOM (haiisie. DTOT (aiii CrieHsI
MOXKET OBITh 3aKOAMPOBAH BPYYHYIO, a IS CIIOXKHBIX
00OBECKTOB U CIICH OH MOXET OBITh CO3/IaH C HCIIOJNB30-
BaHUEM IIOJB30BATEIBLCKUX MOMYJEH JKCIopTa s
cosnanust 3D-xontenta (DCC) (takux, xak Blender,
Autodesk Maya u Autodesk 3D Studio Max).

OcHoBHOe 3areHeHue (Harpumep, auddysHoe v
3epKaJbHOE) MOMACPKUBACTCS ACKIapaTuBHO. [lomb30-
BareNibCKUE MICHIEphl TOIEPKUBAIOTCS 4epe3 y3eln
ComposedShader; 3To 103BOJISIET IPOTPAMMHUCTY HAITH-
carh CBOM COOCTBEHHBIH Kop miekzepa. [lo3nHee ObLH
BBCACHBI HECKOJIbKO MCTOAOB HaBUI'aAllUU KaMEpbl, KO-
TOpBIE ONPENEIIIOT Y3€T TOYKH 0030pa W HECKOIBKO
Pa3MYHBIX MIA0OHOB HABHTAIMK (OIPEACIICHHE TIOJb-
30BaTeILCKOM HABHIAIIMH KAMEPhI TAKXKe MOICPIKUBA-
eTcsl TIOCPEACTBOM MAaHUITYIIINH SKBHBAJICHTHBIM Y3-
nom DOM, Hampumep ¢ nomorsto Javascript). Taroke
ObLTa MpeNCcTaBlieHa MpocTasi aHUMaIHsl 0OBEKTOB, JIU-
060 ¢ momompro CSS-npeoOpasoBanuii ¥ aHUMAITHEH,
JI100 ¢ MOMOIIBIO HHTEPMOATOpoB X3D.

XML3D. XML3D [11] noxox Ha X3DOM, mo-
CKOJIBKY OH sBigeTcs pacmupenueM HTML, npen-
Ha3HAYCHHBIM ]IS MMOJUICPIKKU HHTepakTuBHOU 3D-
rpaduku B Opaysepe, TpeOyrollell HCIOIb30BAHUS
XHTML. Ero nensr — moneITaTbCs HAWTH MUHHUMAJIb-
HBIA HAOOp IOMOJHEHUH, KOTOPBIC MOJHOCTBIO MOJ-
JIEpP’)KUBAIOT UHTEPAKTUBHBIN 3D-KOHTEHT KaK HEOTh-
emiieMyto 4dacth 2D/3D-BeO-mokyMeHTOB. MOXHO
BBIICJIHUTD CleAytouue xapakrepuctuku XML3D:

— siBnsieTcs pacmupenuem st HTMLS;

—IOBTOPHO ~ Hcmonb3yeT dneMmeHtel HTMLS,
HampuMep MIEMEHT <img> s ONpEeNeNCHHs TaHHBIX
teketypbl. Comepxumoe XML3D moxeT ObITh 0(opM-



neHo ¢ nomotnsto CSS2, 1. e. XML3D nognepxuBaet
BCE COOTBETCTBYIOIIIME CBOWCTBA CTUJIS,

— UTA clieHapueB onpenensier uatepdeiicsi DOM.
Bce snementet XML3D npoucxoast u3 uHTEpdeiica
DOM HTMLElement;

—wucnonszyer UlEvents kak cBOIO cucremy co-
OBITHI U TIOAJIEPKUBAET BCE PEIICBAHTHBIE COOBITHUS,
nocrynssie B HTML. Kpome Toro, oH noaaepxusaer
BCE COOTBETCTBYIOIIE aTPUOYTHI COOBITHIA;

— ucnonb3yet aMeMeHT <defs> n3 SVG.

XML3D wucnonb3yeT aHaJTOTUYHBIA MOIXOJ] BBI-
COKOTO ypoBHSA K 3D-mporpamMMupoBaHUIO, Kak H

</head>
<body

<div id="overall">
<div id="content">
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X3DOM. LlenTpanbHoe pasinaue MexTy STUMU IBYMS
MOJXOAAMHU COCTOUT B TOM, uTo X3DOM BO3HUK/IA H3-
3a TOMBITKU BCTPOUTH CYIIECTBYIOLIYIO HH(DPACTPYKTY-
py (X3D) B xoHTekcT Opay3epa, Torma kak XML3D
TpeIIaract, 0 BO3MOXKHOCTH, PACIIMPHTH CYIECTBY-
torme coiictea HTML, BctpanBast 3D-KOHTEHT B BeO-
CTPaHUIly C TIOMOIIBIO MAaKCUMAILHOTO TOBTOPHOTO
WCTIOJIb30BAHMS CYIIECTBYFOIIMX (DYHKIIUA.

IIpumep xoma XML3D numxe pucyer 3D-cueny
(1T KpaTKOCTH MCKIIIOYAeTCs CTaHAapTHHIA html-
KOJI, TAKOM, KaK TETH TEJIa ¥ TOJIOBHI, a TAK)Ke CTPOKU
JUTs 3arpy3ku oubmmorek XML3D):

<!--<h1>Spot Light - urn:xml3d:lightshader:spot</h1>-->
<xml3d id="MyXml3d" class="xml3d" view="#defaultView">

<defs>

<transform id="t spotLightl" rotation="0.0 1.0 0.0 0.37963513" translation=
"-9.05869 —1.965812 6.827833"></transform>
<transform id="t_directionalLight1" rotation="0.0 1.0 0.0 0.62446165">

</defs>
<group id="VisualSceneNode">

</transform>

<mesh material="lamp.xml#Kabel-fx" src="lamp.xml#Line09Shape" type=

"triangles"> </mesh>

<mesh material="basic.xml#BodenMaterial-fx" src="basic.xml#BodenShape"

type="triangles"></mesh>

<group id="spotLight1" transform="#t spotLight1">

<view id="lightView">

<float name="fovVertical">1.2</float>

</view>

<light model="urn:xml3d:light:spot">

<float3 name=

intensity">1.0 1.0 1.0</float3>

<float3 name="attenuation">1.0 0.0 0.015</float3>
<float name="cutoffAngle">0.8</float>

<float name="softness">10</float>

<bool name="castShadow">true</bool>

<float name="shadowBias">0.01</float>

</light>
</group>

<light model="urn:xml3d:light:directional" transform="#t_directionalLight1">
<float3 name="intensity">0.1 0.1 0.1</float3>

</light>

<mesh material="lamp.xml#Metall-fx" src=
"lamp.xml#LampShape" type="triangles"> </mesh>

<mesh type="triangles" style=

"transform: translate3d(-14px, Opx, 1px)" material="lamp.xml#Metall-fx">
<data src="basic.xml#mesh_cube"></data>

</mesh>
<transform id

cameraTransform" translation=

"-26 -31 22" rotation="0.8242830634117126 -0.3122488260269165
-0.47229036688804626 1.0554853677749634"></transform>
<view id="defaultView" transform="#cameraTransform"></view>

</group>
</xml3d>.
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B stom npumepe ter <defs> mozBonser ompese-
JISITh Pa3IMYHbIE MPE0OPa30BaHus, JAHHBIE JIJIsl CETKH,
a TaKXKe CBET (IONIOKEHNE M MHTEHCUBHOCTD) U TIOJIO-
keHue 3peHms. [IpeoOpa3oBaHUs OMPENEILIIOTCS Kak
ter <transform id>, kak u B X3DOM, x0T OHH MO-
TyT OBITh yKa3aHBI C WCIIOJBb30BaHHEM MpPeoOpa3oBa-
Huit CSS i Tex Opay3epoB, KOTOPBIE X MOJIEPHKH-
BAIOT, BBIMTOJHSS LENb — KaK MOKHO OOJIBIIE MCIOIb-
30BaTh cymiecTByronme (yHkimu. Pesymbrar storo
KOJIa TIpH 3arpy3ke B BeO-Opay3ep Mokas3aH Ha puc. 3.

Puc. 3

[leiimep MOXXHO yKa3zaTh C MOMOIIBIO JIEMEHTa
<shader>. Kak u sneMment <mesh>, <shader> moxer
UMETh MIPOMU3BOJIbHBIC TapaMeTpbl. OH TaKKe cchlla-
eTCs Ha y3ell CKpHITa 4epe3 aTpulyT script. IToT
y3eJ1 CUEHAapHusl COINEPXKUT HCHONb3YeMBbIH wieiinep-
Helid ko7, XML3D mocrtaBnsieTcst ¢ HaOOpOM CTaH-
JAPTHBIX IIEHIEPOB CTaHAAPTHON (YHKIIUH, KOTO-
pBIe UMEIOT MPENONpeICICHHBI Habop mapamMeTpoB.
Otu weiaepsl ceputatorcsi Ha URN. Tekymme pea-
JIU3AIUK TTOICPKUBAIOT TOJILKO 3TH (PUKCHPOBaH-
HbIe IIelaepsl GyHknuu. B Oornee mosmHed Bepcun
pa3pelieHo UCIONIb30BaHHE MICHIEPHBIX CKPHIITOB C
nomortisio cuctembl AnySL. leiinep MoxxHO Ha3Ha-
YUTH TPYIIE, UCIOB3Ys cBoMcTBO shader. 3aTteM Bce
MOTOMKH OyIyT OTOOpa)kaTbCs C HCIIOIB30BAHHEM
3TOTO HIeHAepa, €CAU TOJIBKO CBOMCTBO ILIEHEepa HE
OyleT mepesanmucaHo JJOYECPHUMH Tpynmnam. Bor
npumMep Toro, kak Phong shader 3aman u HasHaueH
rpyrmre:

<xml3d id="MyXml3d" style="width:
height: 100px; border: 1px solid gray"
xmlns="http://www.xml3d.org/xml3d">
<defs>
<shader id="ex4 1 redShader" script="urn:
xml3d:shader:phong''>

150px;

<float3 name="diffuseColor">1.0 0.5
0.5</float3>
<float name="ambientIntensity">1.0</float>
</shader>
</defs>

<group style=""shader: url(#ex_redShader)'>
<mesh type="triangles">
<int name="index">0 12 1 2 3</int>

<float3 name="position">-1-1-51-1-5-11-5
1 1 -5</float3>
<float2 name="texcoord">0.0 0.0 1.0 0.0 0.0
1.0 1.0 1.0</float2>
</mesh>
</group>

</xml3d>.

XML3D Takxe BBOAWUT Jpyro ypoBeHb ab-
ctpakiuu ¢ nomonipto Data Containers, onpezaensis
Ter <data>, KOTOpBI OOCPTHIBAET NPHUMUTHBHEIC
JaHHblE. DTO OmpejesieHue KOHTEHHEpOB JleKiapa-
TUBHBIX JAHHBIX IO3BOJIET O0pabaThIBaTh MOMYIH
00paboTKH JaHHBIX, YTO B CBOIO OUYepellb JOITyCKAaeT
CIIOKHBIE TPEoO0pa3oBaHMsl TEOMETPHH, HEOOXOaH-
MBI€ Ul TUHAMHYECKUX CETOK M HEKOTOPBIX rpadu-
9eCKHUX d(PPEKTOB.

XML3D-penaepusr peannzoBaH kak B WebGL,
TaKk ¥ B KadecTBE BCTPOCHHOTO KOMITOHEHTA JUIA
Opaysepa Mozilla (mommepxkusatomiero Firefox) u
OpayzepoB Ha ocHoBe Opay3epa Webkit (momaepxu-
BaeMbix Google Chrome u Apple Safari). XML3D
UCIIONB3YeT ¥ MHTETPHPYETCSA C OPYTHMU Crenuu-
Kamusimu 1 ctangapramu W3C[12].

CSS 3D-Transforms. CSS (Cascading Style
Sheets), WM kackajHble TAONMIBI CTHIICH, UCIIOJb-
3yIOTCSl JIIsl OTMCAHMS BHEIITHETO BHUJA JTOKYMCHTA,
HANKMCAHHOTO sI3BIKOM pa3MeTku. OObruHO CSS-
CTHJIM CIYXaT U CO3MAHUS W WM3MCHEHUS CTHII
SJIEMEHTOB BEO-CTPAaHWIl M TIOJIB30BATEIBCKUX WH-
TepdeiicoB, HamMcaHHBIX Ha s3pikax HTML u
XHTML, HO Takke MOTyT OBITh IPUMEHEHHI K JIF000-
My Bugy XML-nokymenra, B ToM uuciae XML, SVG u
XUL. KackamHple TaONHUIBI CTHICH OMUCHIBAIOT Ipa-
BUIa (OpMaTHpOBAaHUS DOIIEMEHTOB C  IOMOIIBIO
CBOWCTB | JIOITyCTUMBIX 3HAUYEHUH ITHUX CBOMCTB. [[is
Ka)KJIOTO 3JIEMEHTa MOXKHO HCIOJIB30BaTh OTPaHUYCH-
HBI HAOOp CBOICTB, OCTaJbHBIC CBOMCTBA HE OYyIyT
OKa3bIBaTh HA HETO HUKAKOTO BITUSHIISL.

IIpeobpazoBanust CSS sBIAIOTCA YacTBIO CIICIH-
¢ukaipn W3C 1 mo3BOISIIOT TpeoOpa3oBbIBaTh dlie-
MEHTBI, Co3aHHbIe ¢ Tomotpio CSS-koza, B ABYyX- Win
TpexMepHOM TpocTpaHcTBe. [lepBoHauaibHO pa3pado-
taHHbIe Apple kak yacth cpempl WebKit [12] (dyHKImH-
onmpyromnme B opaysepax Safari u Chrome), 3t mpe-
00pa3oBaHMs Teleph IIOTHOCTHIO TOMICPIKHBAIOTCS
Opay3epamu Mozilla ¥ TIOUTH TOTHOCTBIO MOICPIKU-
Barorcs B Internet Explorer.

3D-npeobpasoBanust pabOTalOT, CHauana ycTa-
HABNIMBAs MEPCIEKTHRY B CIICHE (C MCIIOIF30BaHUEM
transform: perspective(value); wim Ooyiee mpocTo
perspective: value ;). CaoiictBo aktuBupyer 3D-
MIPOCTPAHCTBO JUTST 3JI€MEHTA. CaoiicTBO
perspective u QyHKIUA perspective () J0-
0aBISIIOT TITyOMHY DIIEMCHTY, YBEIUYHBAsI €0 Pa3sMephl



0 OCH z, CaM DJIEMEHT NPH 3TOM CTAHOBUTCS BU3Yallb-
HO MeHbIe. YeM MeEHbIlle 3Ha4YeHWe, TeM ONKe Z-
MIPOCTPAHCTBO K 3PUTEIIO U TeM Ooibiie dhQeKT, 3a-
JIaHHBIN C MMOMOIIIBIO CBOMCTBA transform.

Ecmun 3D-mepcriektuBa 3amaercs € TIOMOIIBIO
¢yHKIMU perspective (), 3D-mpocTpaHCTBO ak-
TUBU3HUPYETCS TONBKO IJIi OfHOTO 31eMeHTa. CBoii-
CTBO perspective akTuBHpyeT 3D-pocTpaHCTBO
BHYTPH 3JIEMEHTA, CONIEPKAIEro JOYEepHHE TpaHC-
(hOpMHUpPOBAaHHBIC IEMEHTHI, M MPUMEHSIETCS K HUM.
CBOICTBO HE HACTEAYETCS.

OyHkuus TpeoOpa3oBaHUs perspective BakHa
IUISL TPEXMEpHBIX Mpeobpa3zoBanuii. OHa 3a/1aeT pac-
MOJIOKEHUE CMOTPSILET0 M pa3MeIaeT NpoCcMaTpu-
BaeMoe€ COJECPKUMOE Ha MHpPaMUJE MPOCMOTpa, KO-
TOpasi B UTOTE MPOCIHUPYETCS Ha IByXMEPHYIO IJI0C-
kocTh. Eciin mepcriekTBa HE 3ajaHa, BCE TOYKH B
MPOCTPAHCTBE Z MIEPEHOCATCS Ha TY K€ ABYXMEPHYIO
IUIOCKOCTh, U B UTOre IMpeodpa3oBaHuEe HE CO3IAeT
OIyIeHUs] 00BEeMHOCTH. JIJI1 HEKOTOPBIX Mpeobpa-
30BaHUil, TaKKMX, KaK TIEPEHOC BIOJb OCH Zz, (DYHKIIHS
npeoOpa3oBaHUsl TEPCICKTUBB OUYeHb Ba)KkHA ISt
pazimueHust JF00bIX dPPEKTOB PeoOpa30BaHMIA.

ITocne ycraHoBku cranmaptabsie 3D-mpeobpaso-
BaHUs, TaKue, Kak MepeHoc, BpalleHne U MacITabu-
pOBaHHE, MOTYT TPUMEHSThCS B Tpex ocsx. [lapa-
METp Z B OCHOBHOM 3aCTaBJISIET AJIEMEHT JBHUTAThCS
Onmke W Janblle, B 3aBUCHMOCTH OT yYMEHBIICHUS
WIM yBEITUYEHUS 3HAYCeHHUS. DTO KaK yBEIHYEHUE U
yMeHblIIeHne MaciuTaba:

@keyframes zooming {

0% { transform: translate3d (0, O,
0); 1}

100% { transform: translate3d(0, O,
200px) ; }

}

p { animation: zooming 5s alternate; }

Ha puc. 4 nokazana pabota mporpamMmbl — TpoO-
3pauHblii  3eMeHblt Onok momHmMaetrcs Ha 200px
«86epx» TI0 OCH z, KaK OyJITO CTAHOBSICh OJTFKE K HaM.

Result HTML CSS

OpuruHan

IIpeobpasosanue
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Hcnons3ys CSS-miepexofipl, MOXET OBITH JOCTHI-
HyTa IPOCTasi aHUMAIMSI MEXIY Pa3INIHBIMU COCTOS-
HUsIMU. 3aTeHeHHe OOBEKTOB MOJKHO YKAa3bIBaThCA
BPYUHYIO, OTIpenesisisi MH(POPMAIIMIO O IBETE I TEK-
cType (Kak n300pakeHHe), Kak co cranmapTHeiM CSS.

B npuBeneHHOM HMXe mpuMepe ONOK U3MEHUT
BeT (poHa B TEUCHHE ONHOW CEKYHIBI B JIMHEHHOM
BUJIC:

.box  {
background: #2db34a;
transition-property : background;
transition-duration: 1s;
transition-timing-function: linear;
}

.box:hover {
background: #ff7b29;
}

CSS 3D-mpeoOpazoBanusi 00ECTIEUMBAIOT  OYCHB
OBICTPBII U MOHATHBINA CIIOCOO KOIMPOBAHHS MPOCTHIX
3D-3ddexroB Ha BeO-cTpanuiyy. OXHUM W3 HUHTEpEC-
HBIX AaCMEKTOB WX WCIONB30BaHUS SIBISIETCS TO, YTO
cymiecTBytouMid  3D-KOHTEHT, TakoW, KakK 3JIEMEHT
DOM (nampumep, XOIncT), KOTOpbIi mMeeT 3D-rpa-
(GUKy, MPEACTaBICHHYIO IPYTMMH METOIaMH, MOXET
OBITH aJiee peoOpa3oBaH ¢ ucnonb3oBanuem CSS 3D.

TeM He MeHee OTCYTCTBUE MCTHHHBIX BO3MOXK-
HOCTEH OCBCICHHUS M 3aTeHeHHs o3HauaeT, yto CSS
3D o4eHb OrpaHHYCH B TOM, YTO MOXET OBITH JIO-
CTUTHYTO C MOMOIIBIO 00Jiee MOIIHBIX JIeKIapaTuB-
HBIX peleHni, Takux, kak X3DOM wuimu XML3D.

Javascript-noctyn k rpagpuyeckomy odopyno-
BaHUK. B oTim4ne OT NeKIapaTuBHOTO WK (QyHK-
LMOHAJBHOTO MPOrpaMMHUPOBAHUS TapaJurmMa uMIie-
PaTUBHOIO MPOrPaMMHPOBAHUS OMHUCHIBAET BBIYUC-
JICHHSI KaK CEPUI0 YTBEPKACHUH, KOTOPbIe H3MEHSIOT
COCTOSIHUE IPOTrpaMMbl. TpaAULIMOHHBIM SI3BIKOM JJIS
BBINIOJIHEHUS] HEACKJIApaTUBHOTO KoJa B  BeO-
Opaysepe sBisieTcst Javascript, KOTOPBIH COAEPIKUT
ANIEMEHTHl UMIICPAaTHBHBIX, OOBEKTHO-OPUEHTUPO-
BaHHBIX U (DYHKIMOHAIBHBIX MapagurM MporpamMMHu-
poBaams. OTHUM U3 CaMBIX BaXXHBIX (DaKTOpPOB, CIIO-
COOCTBYIOIIMX BO3HUKHOBEHHUIO UMITEpaTHBHOTO 3D-
nporpamMmupoBaHusi B IHTepHeTe, sBIsIETCS OrpOM-
HOE yBEJIHMYCHHE NPOU3BOAUTENBHOCTH B Javascript
Virtual Machine, no3posnsromiee OBICTPO KOHTPOJIH-
pOBaTh W MaHUIYJIUPOBATh THICSYaMU BEpILIMH B
TPEXMEPHOM IPOCTPAHCTBE, B KaX0M PHCOBAHHOM
kazpe [13]. XoTss MOXKHO CO3/1aTh alTOPUTM PEHJIE-
pUHra BeO-MpOrpaMMHOTO 00eCTIeYeHus ¢ HCIIOIb30-
BanneM SVG [14] wmm xoncra HTMLS, x koHiy
nepBoro aecsatwietuss XXI B. Ienalnuch TONBITKA
paspelnTh NPOrpaMMHBIA TOCTYN K BBIACICHHOMY
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Pacumpenve BoaMoxkHocTelt  Pacumpenue BosMoxkHOcTel  Pacimpenne Bo3MOXKHOCTEH

Open GL 1.5 Open GL 2.0
MNoamuo:

MoaMHOXECTBO

OpenL(iyL ES »w
HecosMecTiMb

MECTBO

Open GL 3.3

Open GL ES|
3.0

Open GL 4.3

WebGL 1.0 Criennukayy, MoAASpIKUBAIOIIHE e aepbl

Puc. 5

BeoO-crpanuna

Beo6-ctpanuna, ncnons3yrommas WebGL

[ HTML ][ Javascript ]

Mexanmm
OTOOpaKCHHS

HTML

AR R AR EEEEEEEEREEE R,
sSEEEEEEREEEEEEEEREREE,

Bpay3zep

[ HTML5 ][ Javascript ][ GLSL ES ]

Mexaamm
OTOOpaKCHHS

OpenGL/OpenGL ES

Sssssssssssnnnnnnnnnnnn®

Bpay3zep

Puc. 6

rpajguueckoMy obopynoBanuto. Cpean Hux Oblia
oubmoreka O3D Google [15] [16]. PazpaboranubIii
KaK MEXIUTaT(GOPMEHHBIN IUTaruH Ui BCEX OCHOB-
HBIX Opay3epoB U oneparoHHbIX cucteM, O3D nep-
BOHaYalIbHO mpenocTasui Javascript AP mist nocty-
ma K ero komay ruiaruHa (HamucanHomy Ha C/C ++),
KOTODBIiA, B CBOIO OYepE/ib, O3BOJISUT MPOrPAMMHUPO-
BaTh Tpaduueckoe oOopymoBaHue OO depe3
Direct3D, mubo uyepes OpenGL (pemeHue ObLIO
CKPBITO OT KOHEYHOTO MOJb30Barelsi). Bee mepeunc-
JICHHBIE BBINIC pa3pabOTKH HCIOIb3YIOT KaKOW-IH00
BHJl TUIarMHa Opay3epa, OOBIYHO 3alporpaMMHpPO-
BaHHbIH Ha C nnu C ++, KOTOPBIH 1O CyIIecTBy Aeii-
CTBYeT Kak oOepTka Javascript ans mocTyna K rpa-
¢udeckomy obopynoBanuto uepe3 OpenGL wumm
Direct3D. K 2009 r. crama o4eBUIHOM HeOOXOIHU-
MOCTh CTaHIAPTH3ALUN METOHOB JOCTyHa K rpadu-
4ecKoMy IpoLeccopy uepes Opaysep.

WebGL (Web-based Graphics Library). I'pyn-
na pazpadorunkoB Khronos onuceiBaer WebGL Tta-
kuM obOpasom: WebGL — 310 MexmiarGopMeHHBIN
OecruiaTHbI BEO-CTaHIAPT JUII HHU3KOYPOBHEBOTO
3D-rpaduueckoro API Ha ocHoBe OpenGL ES 2.0,
KOTOpBIA OoTOOpakaeTcsi dyepe3 snemeHT HTMLS
Canvas B kadectBe mHTepdericoB Document Object
Model [17]. OpenGL ES («BcTpoeHHBIE CHCTEMBD»)
2.0 — ato amanmramusi cranmaptaoro API OpenGL,
pa3paboTaHHOTO JUIS YCTPOMCTB C OTpaHUYCHHOM
BBIYHMCIIUTEILHON MOIIHOCTBIO, TAKHX, KaK MOOMIIb-
HBIC TeNe()OHBI WU ILIAHIICTHI.

Ilepexon x Bepcun OpenGL 2.0 o3naumics mo-
SIBIICHEM HOBOW Ba)KHON O0COOCHHOCTH — IMOJJICPXK-
KOW MPOrpaMMHBIX MICHAEpOB. DTa MojIepKKa Oblia
nepeneceHa B OpenGL ES 2.0 u crana ogHuM 13
OCHOBHBIX 3JeMeHTOB crernuduranua WebGL 1.0.
Ha puc. 5 noka3zana cBsa3p Mexay OpenGL, OpenGL
ES 1.1/2.0/3.0 u WebGL.

SI3BIK TIPOTPaMMUPOBAHUSI, WCIIONB3YEMBIH JUIS
CO3JIaHUs [ICHICPOB, HA3BIBACTCS S3BIKOM IICHICPOB
(shading language). f3bIk meiinepos, onpeaenseMbIi
B cnenuduranun OpenGL ES 2.0, ocHOBaH Ha A3bIke
meiinepoB OpenGL (GLSL) u HasbBaeTcs S3BIKOM
merinepoB OpenGL ES (GLSL ES). Tak xaxk WebGL
ocuoBana Ha OpenGL ES 2.0, B ne#t, muia cozmanust
meiepoB, Taxke ucnonbdyercs si36ik GLSL ES.

WebGL cnenyer kiIMeHT-OpHEHTHPOBaHHOMY TOJI-
X0Ay peHnepuHra it peraepunra 3D-cieH. Bes 06-
paboTka, TpeOyemas Ui MOJYy4YEHHUs H300paKeHus,
BBIMIOJTHACTCS. JIOKAJIbHO C TIOMOIIBIO TpaguIecKoro
obopynoBanus kimueHTa. WebGL mnpemHasHaueH s
UCIIOJIb30BAHMS B COYCTAHWH CO CTAHJAPTHBIMH BeO-
TEXHOJIOTUSAMH; TaKuM 00pa3om, Toka 3D-KOMIOHEHT
BeO-cTpaHuIBl prucyeTcs ¢ moMorsio APl WebGL we-
pe3 Javascript, cama crpanuna copMHpOBaHa CTaH-
nmaptaeiM HTML. Ha puc. 6 npencraBneHa cTpykTypa
TPAJUIOHHON JTMHAMHYECKON BeO-cTpaHHUIb! (ClieBa)
1 BeO-CTpaHMIIbL, UcTioib3yronieid WebGL.

C mnossnenneM WebGL Bo3HHKIA HEOOXOIM-
MOCTb JT00aBUTh B 3Ty KOMOMHAIIMIO S3bIK MICHIEPOB
GLSL ES. DT10 o03Havaetr, 4To BeO-CTpaHUIIBI, HC-
nonp3yromue TexHojoruro WebGL, co3matorcs Ha
Tpex s3bikax: HTMLS, JavaScript u GLSL ES.
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WebGL JavaScript API
Bepunnstit 6ydep > IIpeno6paborka |:> BepuuHHEIH
MIPUMHUTUBOB melinen
@p%ﬁglggggmn <::’ Pacrepm3amus < Primitive Assembly

Scissor Test Multisample Fragment p Stencil Test
Operations
Dithering o Blending Depth Buffer Test
Ne—— JA‘N:
Frame Buffer
Puc. 7

I'paguueckuii  xoneetiep WebGL. Kouseiiep
WebGL cxemaTHuHO MOXXKHO TPEICTaBUThH CIEIYIO-
M obpaszom (puc. 7):

* BHauane co3maem HaGop BepmmH B Oydepe
BepumH (Vertex Buffer). Ilo stum BepmHam BIo-
CIEeACTBUHM OyIyT COCTaBJICHBI TI'€OMETPHICCKHE
NPUMHUTHUBBL, & W3 IPUMHTHUBOB — 00BeKTHL. lanee
MIPOBOJIUM HEKOTOPYIO Peo0paboTKy.

* 3areM coaepxumMoe Oydepa BepIIMH MOCTynaeT
Ha o00paboTKy B BeplunHHBIA 1ekaep (Vertex
Shader). llleliaep nmpou3BOAUT HAJ BEpIIMHAMH He-
KOTOpbIE TpaHcopManuy, HapuMep INPHUMEHSCT
MAaTpPHIIBI TPEOOPA30OBAHHMS U T. II.

* Ha cnenyromem stame (Primitive Assembly)
KOHBEWep MOJy4aeT Pe3yJabTaT BEPIIMHHOIO IIeiae-
pa U TBITaeTCsl U3MCHEHHBIC BEPIIMHBI COITOCTABUTH
B OTACJIbHBIC NPUMHUTUBBI — JIMHUH, TPCYTOJIbHUKH,
crpaiTel. Takke Ha 3TOM 3Tane Onpeaeusercs, BXo-
JTUT JIA TIPUMHATHB B BUAUMOE IIPOCTPAHCTBO.

* Jlanee Ha srane pacrepusanuu (Rasterization)
MOJTyYeHHBIC TIPUMHUTHBBI TIpeoOpa3yroTcss B (par-
MEHTBI, KOTOPbIE MOXKHO NPEICTaBUTh KAaK IMUKCEIH,
B JaJbHEHIIEM OTPHCOBAaHHEIE HAa SKPaHE.

* 3areM B JIeNIO BCTymaeT )parMeHTHBIN ienaep
(Fragment shader). OH mpou3BoguT npeoOpa3oBaHus
C IIBETOBOM COCTABIISIIOLIEN IPUMUTUBOB, HAIOIHSET
UX I[BETOM, TOYHEE OKPAIIMBACT MHUKCEIH, U B Kaye-
CTBE BBIBOJA TEpEOacT Ha CIEAYIOMMI dTam Hu3Me-
HEHHbIE (PParMEHTHI.

* Scissor Test — Ha 3TOM »3Tame HpoOBEpsIETCH,
HaXOAUTCS M (parMeHT B MpPEAeTax OTCEKAIOIIEero
MPSIMOYTOJIEHHKA.

* Multisample Fragment Operations — Ha JaHHOM
JTane y Kaxaoro ¢pparMeHTa U3MEHSIOTCS [IBETOBBIE
COCTABIISIONINE, TPOU3BOJAUTCS CIVIaKWUBaHHE (anti-
alising).

* Stencil Test — 3nech (parmMeHT nepemaercs B
oydep Tpadaperos (stencil buffer). B atom Oydepe
JIOTIOJTHUTENIBHO  OTOpachIBAIOTCSI Te (hparMeHTHI,
KOTOpEIE HE JOJDKHEI 0TOOpaKaThCsl Ha IKpaHe.

* Depth Buffer Test — Tect Oydepa riyOuHbI.

* Blending — Ha JaHHOM 3Tare MPOUCXOAMT HE-
OoJbIIOE CMEIICHHE I[BETOB, HAIpUMEp IS CO3Ja-
HUSI IIPO3PAUHBIX OOBEKTOB.

* Dithering — 3/1eCh TIPOMCXOTUT CMEIICHUE IIBE-
TOB U1 CO3MaHUA TOHOB U IMOJIYTOHOB.

* Frame Buffer — 3mech HakoHen moirydeHHbIC
nocye npenoopadboTku GpparMeHTHl MPEBPALIAIOTCS B
MUKCEIIH Ha DKpaHe.

WebGL 3amyckaeTcss Ha TpaduueckoM Iporec-
COpe Ha KOMIIBIOTEpPE IOJB30BATENS, KOTOPBIN
MPEOCTaBIISIET KO/, pabOTaIONIMKA Ha 3TOM Tpadude-
CKOM TIpolleccope, B BUae map (YHKIHMA. JTH aBe
GYHKIMH HA3BIBAIOTCSI BEPIIMHHBIM IICHICPOM U
mieiepoM GparMeHToB, U KaXKIbIi U3 HUX HAIHCaH
Ha OYCHb CTPOrO TUNHU3HUPOBAHHOM si3bike C/C++,
HazbiBaeMoM GLSL (GL Shader Language).

PaccmoTrpum Bompoc mprMeHEHus mEeHJepoB B
WebGL nns peanmzanuu ocserienHoctd B 3D. Tlep-
BO€, YTO HY)XKHO CJIeJIaTh, 3TO OOHOBUTH BEPIIMHHBIN
mrefiep, 4To0Bl OH TEHEpHpOBAJT 3HAUCHHE 3aTCHE-
HUS JJI KaXJIOM BEpIIMHBI rpaduueckoro oObekTa
(ky0) Ha OCHOBE OKPY>KalOIIETo OCBEIIEHHs], a TAKKe
HaNpaBJICHHOTO OCBemeHus . llocMOTpuM Ha Kox
(parmMeHT mporpaMMmsi):
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const vsSource =
attribute vec4 aVertexPosition;  attribute vec3
aVertexNormal; attribute vec2 aTextureCoord;
uniform mat4 uNormalMatrix; uniform mat4
uModelViewMatrix; uniform mat4 uProjectionMa-
trix;
varying highp vec2 vTextureCoord;
highp vec3 vLighting;
void main(void) {
gl Position = uProjectionMatrix * uMod-
elViewMatrix * aVertexPosition;
vTextureCoord = aTextureCoord;
/I Apply lighting effect
highp vec3 ambientLight = vec3(0.3, 0.3,

varying

0.3);
highp vec3 directionalLightColor = vec3(1,
1, 1);
highp vec3 directionalVector = normal-
ize(vec3(0.85, 0.8, 0.75));
highp vec4 transformedNormal = uNormalMa-
trix * vec4(aVertexNormal, 1.0);

highp float directional =
max(dot(transformedNormal.xyz,  directional Vector),
0.0);
vLighting = ambientLight +
(directionalLightColor * directional);
¥

Kak TOJIbKO BBIYHCISIETCS MOJIOKCHUE BEPIIHHBI,
nepeaeM KOOPAMHATBI TEKCEJNs, COOTBETCTBYIOILUE
BEpIIMHE, B IIeiaep ¢pparMeHTa U MoXeM paboTarh
HaJl BEIYHCIICHHEM 3aTCHEHUS IS BEPIIUHEL.

[lepBoe, uTo nemaeM, — MpeoOpa3oOBEIBaEM HOP-
MaJlb, OCHOBAaHHYIO Ha TEKyIIeHd OpHeHTaruu KyoOa,
YMHOXasi HOPMAaJbHYIO BEpIIMHY HAa HOPMAJIBHYIO
MaTpuily. 3aTeM MO)XHO BBIYHCINTH KOJIHYIECTBO
HAIPaBJICHHOTO OCBEUICHHUS, KOTOPOE IOJDKHO OBITH
MPUMEHEHO K BEPIIMHE, BEIYMCIUB TOUCYHOE MPOM3-
BE/ICHHE Mpeo0pa3oBaHHON HOpMaal M BEKTOpa
HarmpapJeHUs (T. €. HAIPaBJICHUS, C KOTOPOTO HICT
cBeT). Ecnu 9To 3HaYeHHEe MEHbIIe HyIs, MPUBS3bI-
BaeM €ro K Hymo. B pesynbrare momy4ynM 3HaueHHE
RGB, koTopoe OyieT NCHoNb30BaThCs (PparMeHTHBIM
mieiiepoM JUIsl HaCTPOMKHK LBETA KAXKJIOTO MUKCEs,
KOTOPBIN BU3YaIIN3UPYEM.

Tenepb HEOOXOMUMO OOHOBHUTSH Iiieiiep (hparMeH-
Ta, 9TOOBI TIPHUHATH BO BHUMAHWE 3HAYCHHUE OCBCILCH-
HOCTH, BEIYHCIICHHOE BEPIIMHHBIM MICHIEpOM:

const £sSource =

varying highp vec2 vTextureCoord;  vary-
ing highp vec3 vLighting;
uniform sampler2D uSampler;
void main(void) {
highp vec4d texelColor = tex-

ture2D(uSampler, vTextureCoord);
gl FragColor = vec4(texelColor.rgb *
vLighting, texelColor.a); };

Ilepen yctaHoBKoii 1BeTa (hparMeHTa YMHOXKaeM
[[BET TEKCEJsA HA 3HAYCHHE OCBEIICHHOCTH, YTOOBI
HACTPOUTH LBET TEKCEIS M yUeCTh IPHEKT NCTOUHIKA
CBeTa IOJB30BaTeIs. Pe3ymerar mporpaMmmel, BKITIO-
Yarolled MPUBEACHHBIA KO peau3allid IIECHIEepPOB
pu 3arpy3ke B BeO-Opaysep, moka3aH Ha puc. 8.

-

Puc. 8

Three.JS. Bo3MoxHO, camasi M3BECTHass OMOIHO-
teka/APl mis BeO-rpadmku 3D.3JS [18], [19]. Xota
OHa OblIa epBOHAYAIBLHO pazpaboTaHa B ActionScrip,
Tenepb MpeAcTaBisieT coboil bubmmoreky Javascript ¢
OTKPBITHIM UCXOIHBIM KOJIOM, KOTOpasi TIO3BOJISIET OCY-
IIECTBIITh  BBICOKOYPOBHEBOE  IIPOTPAMMHUPOBAHHC
TpeXMEepHBIX CLIeH Ha OCHOBe Opay3epa. Ee MomympHas
CTPYKTypa O3HAYaeT, YTO HECKOIBKO PA3NIMYHBIX M300-
paxenuii (WebGL, Canvas u SVG) Obuti pa3zpaboTaHbl
JUISL pEeHICPUHra CONCPIKAHUS CIICHBI, U OHOIMOTEKa
MOXKET PaCIIMPATHCS PACIPECICHHBIM 00pa3oM He-
CKOJIbKAMH ~ JICCATKAMH  OTHCIBHBIX YYACTHUKOB.
Three.JS comepxut Tpad CIeHBI, HECKOJIBKO THIIOB
KaMep W PEKMMOB HABHTAINH, HECKOJBKO IIpEBApH-
TEJILHO 3allpOrPaMMMPOBAHHBIX IIEHAEPOB U MaTepya-
JIOB (2 TaKkxke BOBMOXKHOCTh IPOTrPAMMHPOBAHUSI TTOJTb-
30BaTeNIbCKUX IICHICPOB), 3arpy3Ky H PEHICPUHT
LOD-ceTkn, a Takke KOMIIOHEHT aHUMAIUH, TI03BOJIS-
FOIIUI BBITTONHSTE CKEJICTHYIO M MOP(HHT-aHUMAIIUHL.

Crout OOBSICHUTBH, TIOYEMY YacTO B HACTOSAIIEE
BpeMsi BeIOMpaercs three.JS, a He uucteiii WebGL.
[Tpuuun Heckomnbko. [lepBasg u miaBHas — ObICTPBIN
pe3ynbrar. @opMUPOBAaHUE CLUEHBI C BU3yaJId3alUen
3D-mozenei ocyniecTBISIeTCSl 3HAYUTEIBHO ObICTpee,
gyeM B WebGL. Three js e BBINONHSET BCHO HH3KO-
ypoBHeBy10 paboty ¢ WebGL 3a mons3oBarerns, mpeao-
CTaBIIsIs HAOOP KIIACCOB C MOHATHBIM HHTEpdEicoM 1Is
ymnobHol padotel ¢ 3D-rpadukoii, a KpoMe TOro, OHa
TO3BOJISIET OBICTPO IOCTHYD PE3yJibTara, He pa3oupasich
BO BCEX CIJIOKHOCTSIX M TOHKOCTSX B OTOOpa)KEHHH Ma-
TepuanoB B WebGL. Ckauarh OMONMHMOTEKY M TIOCMOT-
PETH MHOXECTBO MHTECPCCHBIX NPUMEPOB MOKHO Ha €€
opmmansHoM  caiite  (http://www.threejs.org). Ha
puc. 9 mokazaH MmpuMep BKIIOYCHUS B CIIEHY OCBE-
MIEHUS, KOTOPOE TONYYECHO C HCIIOIB30BAaHHEM OC-
HOBHBIX THIIOB HCTOYHHKOB cBeTa B three.JS.
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CueHa coepxuT 4 UCTOUHHUKA cBeTa (TI0 OAHOMY
KaX/I0T0 THUIIA) U OTOOpa)KaeT NPOCTYI0 YEepHO-
0enyr0 TeKCTypHUpPOBAHHYIO TUIOCKOCTh OCHOBaHUS U
3 mpocThix OejbIX reoMeTpudeckux oObekra. Ha
CIIEHE TaKKe MOXKHO YBUJIETh 3(PPEKTHI OT OCBElle-
HUS TOYCYHBIM W MPOXKEKTOPHBIM THUIIAMHA HCTOYHH-
KOB cBeTa. HakoHell, OKpy>KaroIuii CBeT o0ecreun-
BaeT HEOOJIBIIOE KOJMYECTBO OCBEIICHMS JJIA BCEX
00BEKTOB CIIEHBI OlMHaKoBo. Jlanmee moka3aH Qpar-
MEHT KOJ]a HACTPOIMKHU OCBEIICHUS:

// Create and add all the lights
directionalLight.position.set(.5, 0, 3);
root.add(directionalLight);
pointLight = new

(0x0000ft, 1, 20);
pointLight.position.set(—5, 2, —10);

THREE.PointLight

root.add(pointLight);
spotLight = new  THREE.SpotLight
(0x00££00);

spotLight.position.set(2, 2, 5);
spotLight.target.position.set(2, 0, 4);
root.add(spotLight);
ambientLight = new THREE.AmbientLight (
0x888888 );
root.add(ambientLight);
Kak u moutu Bce octaiabHoe B WebGL, uctounu-
KU CBETa SIBJISIIOTCA HMCKYCCTBEHHO CO3/1aHHOW KOH-
crpykuueit. WebGL 3Haet Tonpko 0 Oydepax u meii-
Jiepax, pa3padoTYMKaM HEOOXOJAUMO CHHTE3UPOBAaTh
cBeTOBbIe 3 (EKTH, HaUcaB IICHACPHBIA KOII.
Three.JS npemaraer nmorpsicaronmii HAOOP Marepu-
AJIOB ¥ BO3MOXKHOCTEH OCBEIICHMSI, OH OBUI HAITHCAH
Ha Javascript. KoneuHo, Bce 310 OBUIO OBI HEBO3-
MOXHO, ecinu 0b1 WebGL He mpenocTaBuil Moib30Ba-
TEN0 JIOCTYN K TpadUueckoMy MpOIeccopy, YTOObI B
MIEPBYIO OYEpe/lb CO3aTh 3TH YAUBHUTEIbHBIE (D (DEKTHL.
Ipu wucnonp3oBanuu WebGL cymectByer He-
CKOJIEKO BaPHAHTOB TOTO, KAaK HMEHHO BU3YaJIU3UPO-
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BaTh m300pakeHus. Hampumep, API pucosanus 2D
Canvas MO3BOJISIET MCHONB30BaTh Z-Oydepusanuio
pPEHIEPUHTa TaM, TJE almapaTHoe 00eCICUYCHUE HC-
MOJIB3YET JOMOJHUTEIBHYIO MaMSTh IUIS PUCOBAHHUS
TOJBKO TEX IMHUKCEIEeH, KOTOPHIE PACIOIOKEHEI BIIe-
penu B CIlGHE WJIM HEeT. DTO BBIOOp pa3paboTyMKa.
Ecin He ucnonp3oBath Z-Oydepusanuio, MpHIIOKe-
HUIO TMPHUIETCS CAMOCTOSTEIBHO COPTUPOBATH O0BEK-
ThbI, IOTCHUHAJIBHO BIJIOTH 1O YPOBH TPEYrOJIbHUKA.
DT0 3BYYHT Kak OoJblIas MpodiemMa, HO B 3aBUCHMO-
CTH OT BapUaHTa HCIOJIb30BAHUS MOXKHO CIIENAaTh
MMEHHO TaK. JTO JIUIIb ONUH U3 BBIOOPOB, KOTOPHIN
MOKHO C/I€JIaTh B OTHOIICHUH PEH/ICPUHTA.

Stage 3D. Kak yxe ynmomunanock, Adobe Flash-
IUTATMH TPECTaBIseT coOOW 3almaTeHTOBAHHYIO CH-
CTEMY, KOTOpas MO3BOJIACT MyﬂbTHMeHHﬁHOMy KOH-
TEHTy paboTaTh BHYTPH BEO-CTPAHUIIBI C BKIIIOYCH-
HeIM TuiaruHoM Flash. Hecmorps Ha mepBoHauaib-
HbIe TONBITKH BcTpamBarh 3D-rpaduku Bo Flash
(Harmpumep, ucuesHyBIIMH Papervision [7]), pa3pa-
OOTUYMKH TIOJIATAINCh HA METOIBI PEHIEPHHTA IIPO-
PAaMMHOTO OOECICUYCHHUS, KOTOPBIC HE MMO3BOJISIIH
MOJYYUTh JOCTYNl K TpadHuecKoMy IIPOIECCOpY.
Stage 3D — cobctBennblii 3D-nBmxkok Adobe [8],
MpUYeM KITIOYeBOE OTIIMYNE 3aKII0YAeTCs B TOM, UTO
oH mo3BoiisieT npwiokeHusiM Flash u AIR pucoBars
anmaparHyr yckopeHHyr 3D-rpaduky. I[Tpumoxe-
Hust AStage 3D Hamucansl B ActionScript, 00beKTHO-
OPUCHTHPOBAHHOM  SI3bIKE, pa3pabOTAaHHOM  JUIs
HaluCcaHus NpHIoKeHnH Ha ocHoBe Flash.

Silverlight. Silverlight mpenocrapnsier rpaduye-
CKyI0 cHcTeMy, cxoxyto ¢ Windows Presentation
Foundation, 1 o0beHHACT MyJIbTHMENNA, TPAPUKY,
AQHUMAIIMIO U MHTCPAKTHUBHOCTH B OTHOM MPOTPaMM-
Hoii Tutatdopme [20].

OH Ob11 pazpabotaH, 4ToObI padotarh ¢ XAML u
¢ s3pikamu Microsoft .NET. XAML npumensercs
JUISL Pa3METKH CTPaHHUII, UCTIONB3YIOIIUX BEKTOPHYIO
rpapuky u aHuManuio. TeKCT, coiepKamuiics B
npuioxenusx Silverlight, mocTynen /i TOMCKOBBIX
CHCTEM, TaK KaK OH HE KOMIIJIHPYETCs, a JOCTYICH
B Buge XAML. Silverlight Takxke MOXXHO HCIOIB30-
BaThb I TOrO, YTOOBI CO31aBaTh BHDKETHI IS
Windows Sidebar B Windows Vista. Silverlight mo3-
BOJISIET IMHAMHUYeCcKH 3arpyxatb XML u ncrnonbp3o-
Bathb DOM i B3aumoseiictBus ¢ HUM. Silverlight
conepxut o0bekT Downloader, Graromapst KOTOpoMy
MOXHO CKauMBaTh CKPUNTHI, Menua-(ailisl U T. 1.,
ecu 3T0 HeoOXomuMmo mpuiiokeHuto. HauuHas c
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Bepcun 2.0 JOrHKa NMporpamMMbl MOXKET OBITH ONHKCA-
Ha B ar000M m3 s3b1k0B NET, BkiItouas guHaMu4e-
CKHE SI3BIKH TMPOrPAMMHUPOBAHUS, Takue, Kak Iron
Ruby u Iron Python, xoTopsie B CBOIO o4epens HC-
nonastoTcst B DLR (Dynamic Library Runtime).
Paspabotka Silverlight Bemacs mocnenoBaTenbHBIM
nobaBieHneM (pyHKIIMOHAIBHOCTH B KaKIOW HOBOWM
Bepcun. Tak, Silverlight 4 mnpencraBman coOoit
HaaMHOXKecTBO Haj Silverlight 3, a Ta B cBOO Oue-
penp sBisack HaaMHOXectBoM Hax Silverlight 2.
Konx ans mamno# tuiardopmel He oOnamaeT MONHOW
COBMECTHMOCTBIO MEXITy BEpCHSIMU, IJIaBHBIM 00pa-
30M H3-32 BBIHY)KICHHOTO NMPUMEHEHUS MPOTPaMMHU-
CTaMU Pa3IUYHBIX OOXOAHBIX MyTEH MPHU OTCYTCTBHU
Kakoi-1100 BCTpoeHHOH (yHKImoHansHOCTH. [lpu-
yeM jgo0aBiieHHE TakoW (YHKIIMOHATIBHOCTH B IO-
CIIEAYIONIEH BEpCHM BEChbMa HETaTHBHO MOXET II0-
BIIHMATh HA KOPPEKTHYIO paboTy IPUMEHEHHON paHee
«XUTPOCTH», M3-32 YET0 TaKOW KOM, KaK MpPaBHIIO,
MIPUXOAUTCS MIEPEICHIBATE.

B HEKOTOPBIX TOBOJNBHO PENKUX CIydasx WHTEp-
¢eiic xakoi-mnbo (HyHKIMOHATHLHOCTH MOXKET HU3Me-
HHUTHCS U3-32 peaju3allid HOBOTO, Oojee YIauyHOTo
pemenus. TeM He MeHee MOJOOHBIE PE3KHE U3MEHE-
HUSI TOBOJIFHO PEAKH U MEPEHOC KOolla Ha HOBYIO Bep-
CHIO TUTAT(POPMBI TIPOMCXOIWIT CPAaBHUTEIBHO 0e300-
JIE3HECHHO.

Java. Ilnardpopma Java, paspaboranHas Sun
Microsystems 10 ee cnusiausa ¢ Oracle, Teneps sBIs-
€TCsl 4aCThI0 COBPEMEHHON BBIYMCIMTEIBLHON TEXHHU-
ku. C Touku 3peHus MHTepHeTa, BOBMOXKHOCTH 3a-
mycka Java-ammiera (HeOONBIIOTO MPHUIIOKEHHS, KO-
TOpPOE BBIMTOJHACTCS B BUPTYAJIbHOW MaluHe Java) B
Opay3epe OblLIa OTHUM U3 CaMbIX PaHHUX CHOCOOOB
MPOTPaMMHpPOBAaHHA 0olee TOPOTOCTOSIIINX BH3Y-
aJIbHBIX BBIYUCIIEHUH [9]. B wacTHOCTH, MOXHO paz-
pewnTh Java-anmieram MoiydaTrb AOCTYN K rpagu-
YeCKOMY TIPOLIECCOpPY, KOTOPBIA [0 TOSBICHHUS
WebGL ObuT OTHUM K3 PaHHUX CIIOCOOOB MOCTYTA K
anmapaTHbBIM YCKOPEHHSIM ¢ BeO-CTPaHHUITBI, HE IOJIa-
rascb Ha COOCTBEHHBIH IIaruH Opaysepa. Java3D
API 6b11 BBITIYTIICH U1 OONeryenus pa3padorku 3D-

npuiiokeHui ¢ momouipio Java [21]. Java3D umeer
MOJTHBIN Tpad ClEHBI U CIOCOOEH BU3yalTU3UPOBATh C
nomomipto Direct3D wmmu OpenGL. Pa3pabotka Ha
Java3D Obuia npekpamiena B 2008 r., Tak kak Sun
Microsystems nepeMecTHIach Ha HOBYFO TUTaT(OpPMY
JavaFX, xors pa3paborka Ha Java3D Oblna mepesa-
myieHa coodmectBoM JogAmp [22].

Vnanennblii penaepunr. Konuenuus ynajieHHO-
IO PECHIEPHHTa BKIIOYACT B ceOs CO3MaHUE TaHHBIX
Ha OCHOBE cepBepa, KOTOpble 3aTeM IepelaloTcs
KITMEeHTY Jyid Busyanuzauu (puc. 10).

Bonpimas yacte uccieqoBaHUM B 3TOM 00jacTH
HE OTHOCHTCSI HEIOCPEACTBEHHO K BeO-3D-rpaduke,
MIOCKOJIBKY OHa (POKYyCHPYETCSl HAa CHCTEMax peHIie-
pHHTa «KIHEHT-CEPBEP», TA€ KIUEHT OOBIYHO HE SIB-
JSIETCS. BEO-TIPHIIOKCHHEM.

OnHako Bce yarie BeO-Opay3ep MCIONb3yeTcs B
KauecTBe KineHta 3D-rpaduku, MO3TOMY METOIBI
VIAJIEHHOTO PEHJIEpUHTa TPEACTaBISIIOT HHTEpEC.
IMpu knaccupuKanuy pa3IWIHBIX MOAXOIOB K ya-
JICHHOMY PEHICPUHTY MOXXHO BBIICTHTEH 3 00JaCTH:
rpaduuecKiue KOMaHIbl, TUKCEIA W IPUMHTHBHI HIIH
BEKTOPEI.

I'paduyeckne komanabl. HuzkoypoBHEBEIE BBI-
30BBI pucoBanus Ha cepsep GPU mepexsarsiBaroTcs
U TmepearoTcs KiIueHty [23], KOTOphIA 3aTeM ocy-
LIECTBISET PEHAEPUHT M OTOOpa)kaeT OKOHYATEINb-
HOE H300pakeHHe. DTOT MeToi ObLI aJanTHPOBaH
[24] nns mapannensHOM Buzyanmu3anuu B WebGL s
cymecTBytommx 3D-HACTONBHBIX MPWIOKEHUH C
ucnosnb3oBanueM AJAX mpu CHUHXpOHM3ALUM JBYX
MPOIECCOB peHaepuHra. Kpome TOro, CyuiecTByer
npsiMoe npeobpazoBanue koga C/C ++ (depes Gait-
xoj LLVM) B Javascript [25].

Hukcesn. CepBep OCYMICCTBISET PEHICPUT
N300paKEeHUsI M TEPEefaeT €ro HemOCPEICTBEHHO
KITMEeHTY Ji1si oToOpaxkerus [26]—[28]. Dtot 6a30BbIi
METO/I YAAJIEHHOTO PEHJECPUHra MOXHO paccMaTpHu-
BaTh Kak OOIIyI0 MpoOiieMy mepeladyd TaHHBIX, IO
CYIIECTBY, BBIOOPKY Oydepa ymalieHHOH CHUCTEMBI U
OTIPaBKy €ro KIWEHTY B BHJIE BHJEOMOTOKa [29].
B o101 0051aCTH MOXKHO ClejiaTh HECKOJIBKO OITHUMU-
3anuii, TaKUX, KaK CHHXPOHHU3ALUS BBICOKOIIPOHM3BO-



JIUTEIILHOTO PEHACPUHTa CepBEpa C HU3KOYPOBHEBBIM
pennepunrom knueHta [30], BIOOpoYHas mepemada
nukcenedt [31] wnu onTUMHU3alMS KOAUPOBAHUS BU-
[0 sl WCTIONB30BAaHUS TpadHUECKUX CIEH C Tpa-
¢udeckum mporeccopom [32].

IIpumMuTHBBI WIN BeKTOpPbI. MeToabl BEICIE-
HUSI 00BEKTOB HCIIONB3YIOTCSI HA CepBepe JUIs MOIy-
YCHUSI BCKTOPOB, KOTOPBIC NOJIKHBI 6I>ITI> nepeaanbl
KIHEHTY Uil peHaepunra, muoo B 2D [33], mubo B
3D [34]. IIpenmy1iecTBO 3TOTO METOAA 3aKIFOYACTCS
B TOM, YTO KIIMCHTCKHE YCTPOWCTBA, KOTOPBHIE HE
UMEIOT COOCTBEHHBIX 3D-BO3MOXKHOCTEH, MOTYT
otoOpaxarb 3D-00bEKTBl M3 NEPEIAHHBIX BEKTOP-
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HbIX [JAHHBIX, TIOCKOJbKY Joporoctosimue 3D-
peoOpa30BaHus BHITOTHIIOTCS CEPBEPOM.

MoxHO yTBepxaaTb, 4To MUp BeO-rpaduxu 3D
SIBJSIETCS SIPKUM M 3aXBaTHIBAIOLINM KaK JJISI HCCITe-
noBareneil, pa3paboTINKOB, TaK W IS MOJH30BaTe-
nert. Kaxknpiii mocnenyronuii rog NpUHOCHT Jaiib-
HeHIme McCIeaoBanns  pa3paboTKH, KOTOphIE pac-
MPOCTPAHAIOTCS OHJIAMH, B OOIIEH akageMuuecKon
mpecce U KOH(EpeHIHUsAX, a TakKe B KOHKPETHBIX
MEPOIIPHATHSIX, TAKUX, KaK MexayHapoaHas KoHpe-
pennus o 3D Web Technology, kotopas B 2017 T.
TpoIuia y)xe B 22-i pas.
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WEB AND 3D GRAPHICS

The increasing role of 3D graphics as an important part of multimedia web content is considered. In the proposed work, a
review of the current state of the art of using real-time 3D graphics in the Internet, covering rendering methods, methods
for describing a scene and providing 3D data, is presented and discussed in detail. Approaches to 3D-rendering based on
the browser, classified by the level of declarative behavior are presented. The evolution of the X3D standard is shown, which
allows to obtain a lower level of access to graphic equipment, which constantly increases the power. Considered remote
rendering methods allow you to transfer high-quality 3D graphics to a wide range of devices, and in recent years also wide-
ly studied methods of delivering content for web-based 3D applications. All these developments are reflected in the increase
in the number of areas for which applications for the 3D network are being developed.
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A. M. TonybkoB
CaHkm-lTemepbypackuli 20cydapcmeeHHsblIl 31ekmpomexHuYeckuli
yHugepcumem «J/13TW» um. B. V. ¥nvsaHoea (/leHUHa)

BuHapHasa Knaccnpukauma nsobpakeHuii
Ha NnpuMepe 3aga4yn pacno3HaBaHUs v,

Paccmampueaemcsi npakmuyeckoe npumeHeHue meopemsi 0 pazdesumocmu, ymeepxcoarowel, Ymo 8 MHO20-
Pa3MepPHbIX NPOCMPAHCMBAX NPOU3BOALHO BbI6PAHHAS MOYKA 3MO20 NPOCMPAHCMBA 0moeauMa AuHeliHbIM
OUCKPUMUHOHMOM 0m /1106020 NPOU3BOALHO 8bIGPAHHO20 MHOXECMBA MOoYek 3Mo20 NPOCMPAHCMEa npu 0o-
cmamoy4Ho 6osbwol pazmepHocmu. [1oKa3aHoO, Ymo «docmamoyHo 60a6wWoli» A815emca pa3mMepHOCMs 6oabuwe
dsadyamu. B kayecmeae npunoxceHuUs 0aHHOU meopemsl npu8ooumcs 3a0a4a Pacno3HasaHus (6uHapHol kaac-
cupukayuu) nuy arded. Micnonsb3ys ceepmoyHele HelipoHHble cemu, 015 KaxcOol ¢omozpaguu auya popmupy-
emcsi 8eKMop NPU3HAKO8 (8 OaHHOM cyyae 128-MepHsili). KaxObili makoli eKMop MOXHO paccMampusame Kak
mouky 8 128-mepHoM npocmpaHcmee. [10Ka3aHO, YMo, UCNo/b3ysi meopeMy 0 pa30enuMocmu, MOXCHO C 8eposim-
Hocmebto, 61uU3Kol Kk euHUYe, omoeaums AUYO 00HO20 4Yenoeeka om /AUy ocmasneHeix Ardeli. B kayecmse ouc-
KPUMUHQHMA UCNOo/b3yemca AUHeUHbIU OUCKpUMUHaHmM Puuwepa, Komopeili npedocmasnsem 00HOWA208YH0
npoyedypy omoesneHus, He mpebyrwyo npedsapumensHo20 0byyeHUs. B pesysnemame 3KcnepumMeHmMo8 Ha
Habope u3 13 233 pomozpaguli beina noayyeHus moyHocme 0.9980 ¢ nosaHomol 0,9623.

HelipoHHble ceTy, 6UHapHas KnaccmpKauus, TeopeMa o pasaeMMOoCTU, TINHENHbI
AVNCKPUMMHAHT, paccTosiHue MaxanaHo6uca

bunapnas knaccudukauusi U300paKeHUH SBIS-
eTcsl MOMYJISIPHOM 3a/1auell cO MHOXKECTBOM TE€XHHUYE-
CKHX TpHIOKeHnW. Perenne nanHo# 3amadm OTBe-

YaeT Ha BOMPOC, OTHOCHUTCS JIM JJAHHOE HU300paXKeHHE
K 3aJJaHHOMY Kjlaccy wiM HeT. Hampuwmep, Uit akTy-
aJbHON 3ajayd aBTONMMJIOTHPOBAHUS aBTOMOOWIICH



