* Star 27.6k

Ha npmmepax P|X|JS




1. Yonpaem <div>

:2_ let canvas = document.createElement(’'canvas’);
canvas.width = appWidth;
canvas.height = appHeight;
let gl = canvas.getContext('webgl”’,
{antialias: false, alpha: false, premultipliedAlpha: false, stencil: true});

document. body. appendChild(canvas);

3. PROFIT!



MeHs 30BYyT ViBaH

3akoHunn MexMat MI'Y, mHOro ydacTtsoBan B ofiumnuagax no
nporpaMmmMnpoBaHuIo.

C 2015 roga 3annmatocb WebGL, PixidS

B 2012—2013, ewé o agar.io caenan vrpy http://gameofbombs.com Ha
canvas-2d, 6ombep Ha 2000 4yernoBek Ha O4HOM KapTe.



http://gameofbombs.com/




Ewe o cebe

PaboTtato HekpoMmaHTOM B https://crazypanda.ru, nenato KOHBePTEpP
Flash-rpadoukm Ha html5.

4 roga nomorato Ha doopymMax 1 B Yyatax no paspabotke Ha Canvas 2d/WebGL.

3Hat0 MHOro HY>XKUNX KENCOB, KOHCYIIBbTUPYHKO MNMPOEKTbI C TSXKENbIMU cnyvyadamMmu.


https://crazypanda.ru/ru/







MuHunmansHbin WebGL B pixi

const app = new PIXI.Application();

document.body.appendChild(app.view) ; [i [I] u :'

const geometry = new PIXI.Geometry()
.addAttribute('aVertexPosition’', // the attribute name
[-108, -58, // x, y

100, -58, // x,
0.0, 100.6], j/, Z - KOOpAblIBEPLUUHbI

2) // the size of the attribute

.addAttribute('aColor’, // the attribute name
[1, 8,08, // r, g, b
OB gy b

e, 0,1, // 1, g b LIBETNKAN0}3

3); // the size of the attribute

const shader = PIXI.Shader.from(

| CionalnpuxopwifkoopaHara

Colored Triangle
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Rendering in WebGL




g

nAd 4ero ncnosib3yrT B MpoAdaKkLHe




OTO HE KOHb!

’b‘?“
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select asset

B3 Piaycanvas Editor

C' | & https:
© HIERARCHY +
Root
inside
+
- car
body
cap-petrol
cap-electricity
+ wheels
= interior
body
armchair
b steering-wheel

screen-middle
screen-audio
screen-panel
ELTE
steerParent

= doors

o left

+

right
glass
+ blobs
augmented
ground

+ pivot

laycanvas.com/editor,

© ASSETS L ]

/

scripts

= car

models
textures
ground

other

+ skyboxes

Search

leather-second-do leather-second-int leather-third-interl

or erior

panel-top-interior plastic-black-body

plastic-blue-body

Library

plastic-blue-interio

r plastic-blue-wheel ~plastic-dark-door

(® ASSET TASKS (beta)

plastic-dark-interlo
r

© MATERIAL

D 1974175
Name screen
Tags
Runtime yes
Type material
Preload
Size 0B
Source none
£ Download
MATERIAL
Shading Physical
® OFFSET & TILING
® AMBIENT
® DIFFUSE
(® SPECULAR
) EMISSIVE
\ Emissive Z
p i

Screen

Vartax Color






http://www.youtube.com/watch?v=GlBRggGOMjU

vJAu 105



http://www.youtube.com/watch?v=ZD9PvrLkqWc

Knyb 100k kKponnkoB — 3TO KpyTO!

Pa3Hble 3arneMeHTbl PeuenT

e Kponuku B urpe e 1oy-ne.en

e KoTupoBkn Ha bupxe (Sprite/Graphics/Tilemap)
e 30aHus, TOYKMN Ha KapTe e Xxau-nesesn OT Kogepa

KomOnHauum MHoro, peLlueHmnin MHOro,

MoxHO genaTtb AoKnaa Ha KaXaowu KOHe.



« Rendering
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http://www.youtube.com/watch?v=oPedU-zrMCk

& WebGL He HyxeH &






horizontal(sx, sy, len) {
( i=0;i<len;i++) {
curve(sx, 8, sx, sy);
curve(®, sy, sx, sy);
curve(sx, @, sx, -sy);
curve(®, -sy, sx, -sy);

KpuBble pyKn pUCYIOT KPpUBbIE



CSS/SVG n Tak MHOroe ymeer.
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e https://keithclark.co.uk/articl
~~~~~~~ — y es/creating-3d-worlds-with-h

11\ | ke 7 tml-and-css/ - Ha 4YnucTom
T

CSS
e ThreedS nmeert
SVGRenderer, yactn4yHasa
nogaepkka matepuarnos.
e canvas-2d bonee
OrpaHuNYeH: HeT
NepcneKkTuBbI



https://keithclark.co.uk/articles/creating-3d-worlds-with-html-and-css/
https://keithclark.co.uk/articles/creating-3d-worlds-with-html-and-css/
https://keithclark.co.uk/articles/creating-3d-worlds-with-html-and-css/
http://www.youtube.com/watch?v=YtTFCPYHYzo

</BCTYynneHmne>
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Research #2

MaTemaTunk orBeyaer:
peLLeHnn HaBepHOE MHOrO, HO BOT A YTO-TO nogobpan.

Mo)xHO cknagbiBaTh ABa coceaHnx obbekTa rno doopmyrie RSN G NN

Result, Source, Destination: kaxxabin umeeT kKomnoHeHTbl R*A, G*A, B*A A

AccoumMaTUBHOCTL: B KAKOM MopsaKe genatb CNOXeHUs - BCE paBHO, rMaBHOEe
4YTOObI HE MEHATb OOBLEKTLI X MecTamMu (f1eBbIN C NpPaBbiM)



Research #1

Bepém cBoboaHOro MmatemMaTrka 1 MPOCKMM ero nogoopartb OYHKLNIO

B pSiAYy CTOAT HECKOJSIbKO CBETALWMXCS 06bekToB: cBeTUMOCTb RGB, a
npo3payvyHocTb alpha (opacity)

HY>KHO MPeBPaTUTb X B OONH TaKoW OOBLEKT (CXMNOMHYTb)

ecnn obbekT Henpo3payHbin (alpha=1), TO TO YTO NO3aan HEr0 HUYETO He
3HaUUT

ecnun obbLEKT NOMHOCTLIO Npo3padHbin (alpha=0) To He BNUSET Ha pesynbsrar
YaCTMYHAada NPO3pPaYHOCTb HAaBEepHOEe Kakas-To fNiMHenHas



KowmapHbIX pesynbstar

He noHaTHo. Noyemy Henb3as
npocto R, G, B, A RrceXRa = SpegXSa + DreexDax(1 — Sp)

Premultiplied Alpha Not Premultiplied Alpha

Ra=Sp+Dax(1-S,)

R=S+Dx(1-—53)

Rras = (Sree*Sa + DreeXDax(1 = Sp)) / Ra




A roe TyT OH-TO?

varying vec2 vTextureCoord;

uniform sampler2D uSampler; <@ Source
uniform float uAlpha;

void main(void)
Destination ?? HeT, To/ZIbKO Result

gl FragColor = texture2D(uSampler, vTextureCoord) * uAlpha;




Blending B WebGL

P o) rt er D u ﬂ: Shapes are made transparent where both overlap and drawn normal everywhere

else.

e BbIbOp 13 Habopa koadpdpuumeHToB F

e +, -,max, min

® OTAErNbHO ANA UBETOB, OTAESbHO ASS
anbdbl (separate)

multiply

o https://threejs.org/examples/webgl_materials_blending_custom The pixels are of the top layer are multiplied with the corresponding pixel of the
bottom layer. A darker picture is the result.

R=Sx FS +Dx FD

existing content



https://threejs.org/examples/webgl_materials_blending_custom

Alpha compositing CSS / SVG

https://developer.mozilla.org/en-US/docs/\Web/CSS/mix-blend-mode -
OrpomHbIn BbIGOP peXMMOB

https://www.w3.org/TR/compositing-1/#blending
Bce doopmynbl N3BECTHBI

https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingCo
ntext2D/globalCompositeOperation
OHK BCe ecTb B canvas 2d

MO>XXHO MOMHOXUTb KapTUHKY Ha UBET C NoOMOLWbIO O0rM. canvas


https://developer.mozilla.org/en-US/docs/Web/CSS/mix-blend-mode
https://www.w3.org/TR/compositing-1/#blending
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/globalCompositeOperation
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/globalCompositeOperation

Pa3Hble TEKCTYpPbI, pa3dHble pexumbl premultiplied

NPM kak PMA Bce OK [Tpownucb BTOpOW pas




Original | ~










Overlay







Advanced Blending

overlay

® I_l (o) .El. ByM RG B Bbl |EI| aTb A combination of multiply and screen. Dark parts on the base layer become

darker, and light parts become lighter.

pesynsrart
e AnbQy y4yecTb B KOHLIE:
o 0 - He meHsieM QOOH, .
o 1-6epem pesynbrar. : J L J
-  WebGL Tonbko Ha wenaepe :( - e T o —

darken

Retains the darkest pixels of both layers.

Cr = (1 - ab) x Cs + ab x B(Cb, Cs)

existing content




</alpha-compositing>



Advanced Blend in WebGL

uniform sampler2D uSampler[2]; if (Cs.g <= @.5) {
uniform vec4 uColor; B.g = multiply.g;

} else {
void main(void)

{
vecd source = texture2D(uSampler[@], textureCoord) * uColor; b
vec4 target = texture2D(uSampler[1], vMapCoord); if (Cs.b <= 0.5) {
if (source.a == 8.0) { B.b = multiply.b;
gl FragColor = vec4(®, @, @, 0); } else {
returny B.b = screen.b;
h !

3 }

vec3 Cb = source.rgb/source.a, Cs;
if (target.a > ©.0) {

Cs = target.rgb / target.a;
} res.a = source.a + target.a * (1.@-source.a);

B.g = screen.g;

vecd res;

res.xyz = (1.8 - source.a) * Cs + source.a * B;

vec3 multiply = Cb * Cs * 2.0; gl _FragColor = vec4(res.xyz * res.a, res.a);
vec3 (b2 = Cb * 2.0 - 1.0;
vec3 screen = (b2 + Cs - Cb2 * Cs;

vec3 B;

if (Cs.r <= 0.5) {
B.r = multiply.r;

} else {

B.r = screen.r;







M smoothing: noau nytaroT




AA n smoothing: ntogn nyrtarT

2[1-TepmuHonormna

TekcTypHaa punerpayms AHTUANMaCUHr
e BHyTpK e [eomeTpus
e PERTEXTURE e PER CANVAS
e [lo4Tn HNUYEro He cToOUT e 3arpaTtHo
e OObIYHO 3TO K ecTb smoothing



dunbrpaumna B CSS/SVG




dunbrpaumna B CSS/SVG

e OHa nmnbo ectb, Nnbo eé HeT. ON/OFF
e [lymaTb He Hago
e MoxHO NpUMeEHSATL K canvas: crisp-edges / pixelate



HausHbI noaxon: Mosopot He Tyna @

1.

[1na kaXkgoro nukcens
TEKCTYpbl paccyntaem Kyaa
OH nonaget

[MonyyaeTca Hago
“HakannuBaTb’ LBET B
nukcene

[lon. namaTb 4ns XopoLlen
TOYHOCTU - He BapuaHT!



[Topo3putenbHas texture2D B wWengepe

varying vec2 vTextureCoord;

uniform sampler2D uSampler;

uniform float uAlpha;

void main(void)

{ /

gl FragColor = texture2D(uSampler, vTextureCoord) * uAlpha;




Bonpochl Kk texture2D

= N =

YTO eCJ1 Mbl nonasrin mexxay rnUKceraMm TeKCTypbl

w5 YEXxarnu 3a rpaHuuy?
KaK OHO onpefaensieT cxartune/pactaxeHue
CKOINbKO pa3 Mbl MOXeM 3TO AernaTb AN O4HOro nukcens

9KpaHa



Mipmap: downscale no cteneHsam OBOUKU

Mip level
g 1 2

1

~+— 80% Mip 0, 20% Mip 1

Mipmap Linear Filter

WebGL1 gaét 10 caenaTtb TONbKO
ana power-of-two TekcTyp:

256x256
512x1024

— ans scex @



Mipmap exploration

e YpoBeHb cyuTaetcsa no ddx, ddy
e ddx, ddy cumMTaeTca no ToMmy 4YTO 3arnpPOCUI

LIJGI7I,D,€p B COCEAHUX MUKCENAX

e (opMYynbl pasHble Ha pa3HbIX YCTPONCTBAX

https://github.com/Busyrev/mipExploration



https://github.com/Busyrev/mipExploration

Ideal Isotropy Cursed GPU
must die

https://pikabu.ru/story/v_firefox 58 povavitsya zashchita_ot_skryitoy identifikatsii_polzovateley pri_pomoshchi_canvas 5449626



https://pikabu.ru/story/v_firefox_58_poyavitsya_zashchita_ot_skryitoy_identifikatsii_polzovateley_pri_pomoshchi_canvas_5449626

OTBeThbI npo texture2D

1. Ectb NEAREST - onuxanwmn n LINEAR - no 4yetbipém cocegHnm

2. CLAMP (default) / REPEAT (onatb pow2)

3. Ckeunn onpegensieTcsa no koopanHaTtam KOTopble 3anpocun wengep B
cocegHux nukcensax. Kakme mip-ypoBHuM BepyTcs 3aBUCUT OT AeBanca.

4. Korn-Bo BbI30BOB 3aBUCUT OT AeBaunca u cuctembl. B Windows XP/7 ewwé un
OorpaHMYyeHne Ha TO KaK MCnonb3oBaTh €ro C YCrIoBHbIM ornepaTtopom!

e JTO He PyHKLUMUA, 3TO INEeMEHT MHOroNOTOYHOCTHU



LINEAR filtering: premultiplied alpha strikes again!

[Tovemy nydiwe genatb premultiply.

http://www.adriancourreges.com/blog/2017/05/09/beware-of-transparent-pixels/



http://www.adriancourreges.com/blog/2017/05/09/beware-of-transparent-pixels/

Make it bleed! (extrude)
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Google Fail at downscale &

https://skia.org/user/modules/pathkit

WebASM version of Skia PathKit
[MbITaeMca HapucoBaTb JIOroTun
Google Ha webgl-1

mipmap paboTaeT ToNbKO Ha pow?2
Tak He gocTaBaucs Xe Tbl HUKOMY!
A WebGL 2 tam noka He paboTaer...

Google


https://skia.org/user/modules/pathkit
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<[texture-filtering>
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OTKyna bepetca neceHka?




Tunel AA B bpaysepe

Analytical AA Multi-Sampling AA

nenaetca Ha CPU XXpEeT aon namsTtb
OOPOro HO HE KaK CKeWn



Conflation (crninsiHne) coceaHnx douryp

Google Doodle

Memorial Day 2018

CreatedS shapes

https://www.google.com/doodles/veterans-day-2018



https://www.google.com/doodles/veterans-day-2018

PeweHune c SVG

d="filter">

<g filter="url(#filter)">



PeweHue ¢ PixidS ecnu B TekcType conflation

ar parasiteFix = new PIXI.Filter(null, °
varying vec2 vTextureCoord;

uniform sampler2D uSampler;

void main(void)

F

L
vec4 color = texture2D(uSampler, vTextureCoord);
if (color.a >= 0.5 &% color.a < 1.0) {
color *= 1.0 / color.a;

gl_FragColor = color;




[Mpobnembl ¢ MSAA B WebGL

e Ha WebGL1 (~50% ycTtponcts) TonbKo rnaBHbln dopenmoyddep
e He Bce peHaepepbl ymetoT ucnosnb3oBatb MSAA B WebGL2, apxntektypHble
npobnemsbl

[TapameTp npwu co3gaHum KoHTekcTa { antialias: true}

PeTnHoBLIN Makbyk B3neTaet



</antialiasing>



&7 WebGL HyxeH &






dunetpbl B SVG/CSS

e box-shadow Ha camoMm gerne KoMonHauus PuneTPoB, KeLnpyeTcs

®  hitps://yoksel.github.io/svg-filters-02-2018/ - YAOOHbBIN peaakTop KOMMO3UTHbLIX (OUSLTPOB,
MOXHO pa3obpaTb TEHb Ha YacTu

e Bce ymetor pabotate B SRGB un linear RGB : pasHble rpagueHTh,
npeobpasoBaHUs LBeTa

e Topmosa. MIaMmeHeHMe CBOMNCTB => NepepucoBKa Cros, aHuMaumuam TSXKeno

e Canvas 2d ymeert ucnons3oBatb SVG unsTpsol

e Habop 3agaHHbIX KOMMNOHEHT, HOBbIE caenaTb HEMNb3s



https://yoksel.github.io/svg-filters-02-2018/




duneTpbl B PiXidS

e Tonbko B WebGL-pexume. Ha canvas-2d nuem reposi!
https://qithub.com/pixijs/pixi-filters oTaenbHbIM PENO3NUTOPUIN AN KOMNEKLNN

e https://aithub.com/pixijs/pixi.js/wiki/v5-Creating-filters onncaHne cnoXxHocTen ¢
HanMcaHWeM Lenaepa

e Hert pepaktopa, HO JS-Koa NOHATHbIN

e He TOopMO03, HO 1 He ras: WwTyK 20 Ha 3KpaHe, NN HECKOSbKO NMOSNHO3KPaHHbIX
BbIOEPXKNT.

e HeTt pasHuubl Mexay aHumaumen n CTaTUKon, XOTUTE KeLUMpoBaTh - AenanTe
9710 camu, PixiJS He cneguT 3a UBMEHEHUSAMN NapaMeTpoB



https://github.com/pixijs/pixi-filters
https://github.com/pixijs/pixi.js/wiki/v5-Creating-filters

dunetpbl B PixidS, dropShadow

Koa Javascript

1y (filterManager, input, output, clear) {

tar = filterManager.getFilterTex

this._tintFilter.

this._blurFilter.

vTextureCoord - shift *

filterManager.returnfilte




BeatFlyer

TRY IT NOW


http://www.youtube.com/watch?v=wXkF6P8GnQE




[lpocTaa cueHa co CBETOM

OnATb Kponukun!

e LlBeTHble Kpyrn nobasnaoTCS
B KOHTEMHEP KPOsSinKa

e [lomeyatoTca YTO AOIMKHbI
ObITb HApPUCOBaHbI B APYromM
KOHTEWUHEpE

e Ha gpyrom KoHTenHepe
dounnetp!

e Bocnpounssognmo Ha SVG un
canvas 2d




SpectordS (pacwmpeHne B chrome store)

e J[laét cnmucok WebGL komaHAa
ogHoro dopenma

e [lokasbiBaeT NPOMEXYTOYHbIN
pesynberaT

e MOXHO COXpaHUTb OTYET

e Cnacubo BabylonJS!

Frame buffer: @
Canvas frame buffer

Canvas frame buffer
Canvas frame buffer



]

R

.-



http://www.youtube.com/watch?v=8LQL5XznvGI

KOHKMIOXH




+/- WebGL @&

e MoxHo Takoe “BAY” koTopoe He caenaelwb Ha CSS/SVG, Hy nnn caenaellb
HO Yyepes CTpaHHble MecTa

e YTOObI NOMYYNTL CXOXKYIO KAPTUHKY NPUAETCS MHOIO YYUTb, ONbIT BaXXEH

e MoxHO ncnonb3oBaTb KonnekTnBHbIN onblT WebGL-coobuiectBa KOTOpbIv C
KaXablM rogom pacTeT (anaa K Ham B YaTuku!)

e 3a GLSL npupgértca npogatb AyLuy

e OrpaHnyeHne Ha KONMYeCTBO <canvas> Ha 3KpaHe

e [lony4vatowyrocst KapTUHKY MOXHO OTCKENNUTL Bpay3epom yeped CSS



PixiJS &

100.000 kponukos!

Mbl y>Xe NoYTn BCE MOYMHUNK

[MpocTtasa abcTpakumns or WebGL, KoTopbI M3Ha4YanbHO CIOXHbIN
MolHasa cuctema padboTbl ¢ punsTpamm, Ho 6e3 Kewla
YacTtunyHasa nogaepkka Bektopa u nHterpaumus ¢ SVG (pixids-svg)
CueHa a-nga Flash , 6e3 layout

Mo)xHO HanucaTtb wengepa

[laeT namasartbCcs B reHepaumm TEKCTYP

MoxxHo Bpyouts MSAA 1 ybpaTh LWBbI



CSS & SVG ¥

Layout!

[Noytn ngeanevHbIN BeKTOP. aeanbHbi Ha Nvidia 10xx

Jlyywne cpeacrtea nHcnekunu B bpaysepe

[MokpbIBaeT NoYTU BCE MOTPEDOHOCTU 3(PHEKTOB HA COBPEMEHHbIX CanTax
BcTpoeHHble UNLTPLI, TEHU KELUMPYIOTCH U HE TOPMO3AT



Canvas 2D %

To yckopeH Ha GPU, To — HeTt

PeHpeput SVG

[Mpoctoe API anga pucoBaHusa, BoamoxxHocTn ot SVG Path
dur oTpyoOUuLLIb aHTUANMMaCUHT

EcTb yxe Be3ge!

Bcerga xopoLinn ckenn

[epXUT ThILLKX KPOINKOB

®dunbTpbl oT SVG 6e3 kelwa ¢ Topmosamm (HO ecTb!)



CCbINKWN CCbIJTIKW CCbhIJTKK

https://qithub.com/pixijs/pixi.js
PixiJS penosntopun, wiki (BaxkHO!) co ccblfikamu

https://www.html5gamedevs.com/forum/15-pixijs/
PixiJS nogdopym Ha html5gamedevs

https://t. me/gamedevforweb , https://t.me/threejs_ru
PycckoasblvHble telegram yatbl o WebGL

https://beatflyer.com/
NPUNOXEHNE NCMOSb3YoLLEE MHOXECTBO OUNLTPOB



https://github.com/pixijs/pixi.js
https://www.html5gamedevs.com/forum/15-pixijs/
https://t.me/gamedevforweb
https://t.me/threejs_ru
https://beatflyer.com/

[1obmnBaHue

https://www.researchgate.net/publication/262357352_GPU-accelerated_Path_Rendering
nvidia NblITaeTcs B BEKTOPHYIO rpadoumky (2012)

https://docs.google.com/document/d/1bs27MuOGB60QrIQ2yNbStUWQFWISMvxtIELIIMyIVaA/edit
Analytical Anti-Aliasing in Skia, Ha camom ferne ecTb B copuax camon Skia

https://developer.nvidia.com/gpugems/GPUGems3/gpugems3 ch25.html
Rendering Vector Art on the GPU

https://habr.com/ru/post/141910/
[MepBbI NOHUTPe Ha xabpe, npo canvas-2d n Typb6o-nackarib.



https://www.researchgate.net/publication/262357352_GPU-accelerated_Path_Rendering
https://docs.google.com/document/d/1bs27MuOGB6OQrlQ2yNbStUwQFWI3MvxtIELIlMyIVgA/edit
https://developer.nvidia.com/gpugems/GPUGems3/gpugems3_ch25.html
https://habr.com/ru/post/141910/

[1o6aBku!!!

http://www.adriancourreges.com/blog/2017/05/09/beware-of-transparent-pixels/
cTtatb4 no premultiplied alpha

https://github.com/Busyrev/mipExploration
TECT Ha 0CODEHHOCTU BbibOpa YpOBHS mMip

https://ciechanow.ski/alpha-compositing/
XopoLwlasa ctatbd no alpha compositing

https://codepen.io/stefanweck/pen/Vbgeax
douneTp C 4OXKANKOM



http://www.adriancourreges.com/blog/2017/05/09/beware-of-transparent-pixels/
https://github.com/Busyrev/mipExploration
https://ciechanow.ski/alpha-compositing/
https://codepen.io/stefanweck/pen/Vbgeax

[1po cebs

https://twitter.com/ivanpopelyshev

https://github.com/ivanpopelyshev/

https://www.youtube.com/channel/UCaHarZvroy10g4dMLE nbWQ



https://twitter.com/ivanpopelyshev
https://github.com/ivanpopelyshev/
https://www.youtube.com/channel/UCaHarZvr6y1Og4dMLE_nbWQ

AHnmauus!

https://www.youtube.com/channel/UCZfYlIsllUFyfmlL odipzUQOg

ANIm decks

(0]O]



https://www.youtube.com/channel/UCZfYlIsllUFyfmLodIpzU0g

CcbIfnika Ha crnanabl

hitps://bit.ly/2Nt/7L1h



https://bit.ly/2Nt7L1h

