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B coBpemeHHBIX BeO-pecypcax IIHPOKO MCHOIb3YIOTCA 3ieMeHThl 3D rpaduku,
MO3TOMY TIPU UX CO3/IaHUM KeJIaTeJIbHO HCIOIb30BATh HHCTPYMEHTapUii, 00eCTIeYnBarOIINit
YHUBEpCAJbHBI MOAXOJA pa3paboTKu M KpoccrulaThopMeHHOCTb. OIHUM U3  TakuX
NpOrpaMMHBIX cpeAcTB sBisiercs JavaScript-6ubmmoreka WebGL (Web-based Graphics
Library), mnpexacraBmstomas co0oii KOHTEKCT o3yeMmeHTa canvas HTML, koropsiit
obecrieunBaeT API 3D rpaduky 6e3 ucnonp30BaHus MJIaruHOB, U ee pacumpenue Three.js
[1-2]. Hcnonb3oBaHue HU3KOYPOBHEBBIX cpeacTB moanepxkkun OpenGL  mo3Bossier
BBITIONHATh YacTh TMporpamMmmHoro koma Ha WebGL ammapatao [3]. CpencrBa Three.js
MO3BOJISIOT CO3/aBaTh U 0TOOpakaTh aHUMUPOBaHHYIO 3D rpaduky B BeO-IPUIIOKEHUSX, C
BO3MO>KHOCTBIO COBMECTHOT'O CTIOJIb30BaHus ckpunToB ¢ anemenToM HTMLS canvas, SVG
i WebGL [4]. bnarogaps ucnonsizoBanuto texnonorun WebGL Three.js mo3Bosser
Takxke co3naBarh yckopennyto Ha GPU 3D rpaduky, ucronbs3ys si3eik JavaScript Kak 4acTh
caiita 0€3 MOJKIIOYCHHUS TMPOTPUETAPHBIX IUIArMHOB s Opaysepa [5]. CranmapTHbIe
MHCTPYMEHTHI, BXoasiue B 6ubnanoreky three.js mo3BoisitoT 3arpyxarb U 00pabaTbIBaTh
O0pIMHCTBO (popMaToB (haitioB TpexMepHOii rpaduku [6].

JUis winrocTpalMy ONMCAaHHOM TEXHOJIOTUHM pa3paboTaHa cepusi JAEMOHCTPALMOHHBIX
CIICH, KOTOpPbIE MOTYT OBITh HHTETPUPOBAHBI B IPOM3BOJIBLHBIN BeO-pecypc.

Mooenv conneunoii cucmemvl. 1Ipu co3gaHUU CLIEHBI HCHOJIB30BAIUCH CIEIYIOLIUE
WHCTPYMEHTHI: TIEPCIIEKTHBHAas M OPTOTOHAJbHAas KaMepbl, TEKCTYPHbIE KapThl
(texture/specular/normal), peanu3zoBaHa pabora co cnpaiitamu. Jlng  Gosblueit
PEATMCTUYHOCTH JIJISl ICTOYHHUKA CBETA COJIHEYHOU crcTeMe (MOAEH COJHIIA) TPHUMEHEHBI
BEPLIMHHBIN U MUKCENbHBIN 1Ieiiiephl, MPOJEeMOHCTPHPOBAaHA paboTa ¢ IPUMUTHBAMHU.

Mooenv 6apxa. CuieHa Tipe/icTaBlIeHa MIEHACPHBIM UCTOYHUKOM CBETa, TUHAMUYECKOU
BOJIOM, TEHEPUPYEMON BEPILIMHHBIM WICHAECPOM IO KapTe HOpMallel, U 3arpy:KeHHOU
Mozenbio B (popmare json. IlocpencTtBom TexHosmorun web audio peann3oBaH HCTOYHHK
3BYKa, HaXOSIIUICS BHYTPH MOJIENH, 10 MEpe €€ yAaleHus JMOO NepeMelleHus s
HaOJIOAaTeNst MEHSETCS TPOMKOCTD 1 HAalpaBJICHUE 3BYKA.

Mooenv camonema. CueHa JeMOHCTpUpPYET paboTy co skybox, HampaBiIsSIOUIMMU U
BCIIOMOTaTeJIbHBIMU CETKAMH, peain3oBaHa padoTa particles. Camorner npencraBiset coooin
MoJienb obj, mpeoOpa3oBaHHOe B (opMaT json M 3arpyxaemoe uepe3 ajax. Ha crene
peanu3oBaHa pabora ¢ kamepoit Trackball, TeHsIMU 1 TOUEUHBIMU UCTOYHUKAMH CBETA.
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