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https://github.com/ivanpopelyshev/

[1naH goknaga (oNTUMUCTUYHbIN)

BBog anga tex kto rpacdukon He 3aHumancsa nnm 3abbin. 10000 Kponmkos.
OnuncaHune npobnemsbl, Kak cenyac pucytoT nuHum B Canvas / WebGL
[eomeTpus: uto (nepe-)nsobpenu 3a 10 net

CrnakmBaHue: HagercCb Bbl 40 HEro 4OXUBETEe

[Mpumepbl ncnonb3oBaHust B production n BO3MOXHbIE ONTUMMU3aLMN

abkrowbh-~

XapakopHas YacTb AoKnaga Ha aHrMMACKOM:
https://www.khronos.org/assets/uploads/developers/presentations/Crazy Panda How to draw lines in WebGL.pdf



https://www.khronos.org/assets/uploads/developers/presentations/Crazy_Panda_How_to_draw_lines_in_WebGL.pdf

OcHoBbl Canvas 2D: kak caoenaTtb 2 Kposinka

e [IBe CTPOYKMU, yKe NOHATHO Kak paboTaer.
e PaboTtaeT BOOOLLE Be3ae Ca nvas 2D

e Xopowo gepxut 1000 kponunkos

x1, y1 w1
. X2,y2 w2

let context = canvas.getContext('2d');

context.drawImage(bunny red, x1, yl, wl, hl);
context.drawImage(bunny blue, x2, y2, w2, h2);

CtpaHuua 1 us 1

h1?

h2



OcHoBbl WebGL: kak caoenatb 2 Kposnuka

let texCoordLocation = gl.getAttribLocation(program, "a_texCoord");

gl.getAttribLocation(program, "a_position"); We b G L

let texCoordBuffer = gl.createBuffer();

gl.bindBuffer(gl.ARRAY_BUFFER, texCoordBuffer);

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array([©.6, ©.0, 1.0, 0.9,
e.e, 1.6, 6.6, 1.8, 1.8, 0.8, 1.8, 1.8]), gl.STATIC_DRAW); |

gl.enableVertexAttribArray(texCoordLocation);

gl.vertexAttribPointer(texCoordLocation, 2, gl.FLOAT, false, ©, 9);

let positionLocation

¢y

let positionBuffer = gl.createBuffer();

gl.bindBuffer(gl.ARRAY_BUFFER, positionBuffer);

gl.bufferData(gl.ARRAY_BUFFER, new Float32Array([
X1, .y, ol = Wi, yd, 96, y1.4% hi, XL,

yl + h1l, x1 + wl, y1, x1 + wl, y1 + h1]), gl.STATIC_DRAW); LA ‘LX M YA\A cM

gl.enableVertexAttribArray(positionLocation);
gl.vertexAttribPointer(positionLocation, 2, gl.FLOAT, false, ©, 0);

CtpaHuua 1 us 20



Crton! [laBanTte noka 6e3 koga

1. C nepBoro pasa y Bac TOMNbKO YEPHbIN 3KpaH NONy4nTcH
2. lonoe WebGL API B3pbiBaeT mo3r, a B WebGPU oHo ewé n gpyroe

3. MaBHoe - Kak npeobpasyoTcs AaHHbIe!




CTpyKTypa oaHOro BbizoBa oTpmucoBku (draw call)

1. 3agaTb reoMeTpUIo : KOoOpAUHAaTbl TPEYrofibHUKOB, MHOIO AaHHbIX
2. 3apaTtb uniforms : KOHCTaHTbI (LBETa, TEKCTYPbI), YYTOK JaHHbIX
3. 3apgaTtb wenaep: anroputmMm oTPUCOBKU

4. DrawCall!

Taknx BbI30OBOB MOTYT ObITb COTHU B TEYEHME OoaHOIo Kagpa.




Kak dpopmupyetca reomMeTpus, Ha npumepe AByX KPOrMKOB
.— AtTpubyThl (BBOA) —

NHpoekc - NHcTaHC : X,y,w,h,uBeT
0,2,3 0,12 06b':H\t/>'e x1,y1, w1, h1, m x2,y2, W2, h2, m 2, y2)
(x1, y1) =0 e
0 u=0, v=0 /( x1,y1, m J BbiBoa {X2, y2, m J 0 0
0
1 u=0, v=1 {X1+W1,y1,. J {X2+W2,y2,- J 1
o | vV {x1+w1,y1+h1,. J {x2+w2,y2+h2,- Jz )
2
3 e (x1 y1+ht, m J {xz y2 +h2, J 3 22 e we
S 2 \xt+w , : : : / y2 +h2)
yl+h) Vertex Shader
Uniforms gl _Position.x = (X + w * u) * camera_scale.x + camera_translate.x;
camera scale gl Position.y = (y + h * v) * camera_scale.y + camera_translate.y;
camera_translate out_coldr = €olGr;

out_uv = vec2(u, Vv);




UTO Ha BXxOOe reomeTpum

Tun Bydepa

MHcTaHe x1,y1, w1, hl, m X2, y2, W2, h2, m AnHamuka

O6bI4HbIN reom (Quad) u=0,v=0 | u=0,v=1 | u=1,v=1 | u=1,v=0 \(
N

CtaTtuka
NHOeke, TpeyronbHUKK 0,2,3 0,1,2
/
PCI-Express
CPU (JS) = GPU (wengepa)
[1aHHble
/

e CrTtaTtuka: oauH pas
e [lvHamuKa: Kaxabln Kaap



Kak nonyyntb 10.000 kponukos 3a 1 drawcall

MHcTaHC

x1,y1,wl, h1, = X2,y2,Ww2,h2, m

x3,y3, w3, h3, = x4,y4, w4, h4, m

x5, y5, w5, h5, m X6, y6, w6, h6, =

X7,y7,wW7,h7, m x8, y8, w8, h8, m

x9,y9, w9, h9, m

Ecnn xoTb oguH noMeHsn
KOOpAMHATY - Ha crneayrowmnn Kagp
NpuaeTtcsa nepesanueaTb BCE

WEBGL HIT A SNAG...
=i LN



HanomuHaHue: API| Bce elle yxacHo

const posBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, posBuffer);
const posArray = new ArrayBuffer(5 * 2 * 4);

KPOMMKN TYT

const posFloat = new Float32Array(posArray);
const posUint = new Uint32Array(posArray);
posFloat.set([x1, yl1, wl, yl], ©); posUint[4]
posFloat.set([x2, y2, w2, h2], 5); posUint[9]

RED;
BLUE;

gl.bufferData(gl.ARRAY_BUFFER, posArray), gl.DYNAMIC_DRAW);

gl.vertexAttribPointer(x_loc, 1, gl.FLOAT, false, @, ©);
gl.vertexAttribPointer(y_loc, 1, gl.FLOAT, false, ©, 9);
gl.vertexAttribPointer(w_loc, 1, gl.FLOAT, false, 9, 9);
gl.vertexAttribPointer(h_loc, 1, gl.FLOAT, false, 8, ©);
gl.vertexAttribPointer(color_loc, 4, gl.UNSIGNED_BYTE,
true, 0, 0);

gl.vertexAttribDivisor(x_loc, 1);
gl.vertexAttribDivisor(y_loc, 1); BKIHOYaeTcs
gl.vertexAttribDivisor(w_loc, 1); “~—— WHCTaHCUHI

gl.vertexAttribDivisor(h_loc, 1);

gl.vertexAttribDivisor(color_loc, 1);

const quadBuffer = gl.createBuffer();
gl.bindBuffer(gl.ARRAY_BUFFER, quadBuffer);
gl.bufferData(gl.ARRAY_BUFFER, new Float32Array(

[e, 8, 1, @, @, ©, ©, 1]), gl.STATIC_DRAW);
gl.vertexAttribPointer(quad_loc, 2, gl.FLOAT, false, 0, 9);

const indexBuffer = gl.createBuffer();

gl.bindBuffer(gl.ELEMENT_ARRAY_BUFFER, indexBuffer);

gl.bufferData(gl.ELEMENT_ARRAY_BUFFER, new Uintil6Array(
[6, 2, 3, 8, 1, 2]), gl.STATIC_DRAW);



3annBka nukceneu

1. Kakmne nukcenn 3sanmsarrtca?

2. Kakne gaHHble npuxogaT Ha fragment shader?

3. Kak B34Tb AaHHble C TEKCTYpPbI Kposinka?



Ham nucatb HUYero He Hapo. WebGL tak pabotaet. He tporautel

Kakne nukcenun zanmsaem?

AR
AT

- Sample point
- Sample point covered by the triangle



BaxxHaa nHpopmauums: nmHenHasa yHKLMA Ha NNOCKOCTU

Monoxum F(x,y)=a*x+b*y+c

[Mpwn pasHbIX a, b, ¢ ypoBHU yHKUMKM OyayT NPAMbIMW HA PaBHOM PacCTOSAHUM OpYr OT gpyra
PaccTosiHne o1 ToYKM 0O PUKCUPOBAHHOW NPSMON ABNAETCA NIMHENHOW (PyHKLNEN
JInnenHas pyHKUMA OOQHO3HAYHO 3a4a€TCs MO 3HAYEHNAM B TPEX TOYKaxX




Ham nucatb HUYero He Hapo. WebGL tak pabotaet. He tporautel

MHTepnonsauua: o MOW KPOSUK, YTO 3TO?

HdaHo: Bce KoopAuHaTbl U 3HA4YEHUA F BEPLUNH TpeyrosibHMKa

Bonpoc: 4yemy paBHo F ona ueHTpa nukcena?

F=C PeweHue: BbicOTa - NMHENHAA PYHKLUMS.
nonpobyem 4To-HNBYOb C HEW caenaTb.
n1 ri=n1/d1 d41
r2=n2/d2
}L n2 r3=n3/d3 d2
rM+r2+r3=1
F=B
d3
n3 F=r1*A+r2*B+r3*C
F=A
CINOXHA Il

[na yMHUKOB: 3TO He 6apULieHTpUYeCKOoe YTO-TO TaM



Ham nucatb HUYero He Hapo. WebGL tak pabotaet. He tporautel

MHTepnonaumsa: NnpocTon cnyyau

e [IpsiMOYronbHbIA TPEYronbHUK

F=0
TPEeyronbHUK
e [IBe BeplMHbI nmerT F =0, \
@

TpeTtba F = 1 3

e [inAa ueHTtpa nukcenu F byner nuKkcenb
COOTBETCTBEHHO OTCEYKE Ha ocK >
- F=0

Katete - 04




Ham nucatb HUYero He Hapo. WebGL tak pabotaet. He tporautel

MHTepnonauna: CnoXxHbIK crny4vau

® ﬂ,OI'IyCTI/IM AB€ BEPLUMHbI UMEKOT
F=0,F=1

e [lpoBeaem OT TpeTbeN NIMHUIO OO0
cootBeTcTByowero F=0.7 Ha ocn mexay
nepBon N BTOPOU BEPLLUNHOW

e [lpoBeoem napannenbHy NNHUIO OT F
LeHTpa nukcens, Hangem F ansa Hero

0




NHTepnonauusa: douHan

1. [ns Kaxgow BepLUMHbI pUCyeMOoro TpeyrosibHuKa
3agaém U, V - koopgmHaTtbl Ha TEKCTYPE Kposmka.
O6blyHO 310 3 yrma n3 4 (0, 0) (0, 1) (1,0) (1, 1)

2. WebGL nHTepnonauma no aTum 3aHa4eHUsm
BOCcTaHasnumeaeT popMyribl yHKummn U(X, y), V(X, y)

3. Ypa, 4ng Hac Haxanasy NocyMTarT 3HadeHusa U, V
Ans ueHTpa nukcens!

4. LlBeT Kponuka y Hac OAMH Ha BCEX BEPLUMHAX - OH He
N3MEHUTCA NPU MHTEPNONALNN

A BOT TYT HGAO AONMUCATb, KAK NOCNe UHTepnonaumm
paccumTaTh LBeT nNuKcens

Fragment (pixel) Shader

vec4 textureColor = texture(bunny_sampler, in_uv);
gl_FragColor = textureColor * in_color;




dparmMeHTHbIV Wenaep - BCeEMY ronosa

e BbinonHseTcs aAnsa Kaxgoro nukcens

e [lonyyaeT Ha BXxoA4 MHopMaLMo OT MHTepnonaTopa

e Wmeet goctyn k Uniforms, B YacTHOCTM K camnniepam
(ykasaTenu Ha TEeKCTypbl)

ol N

vec4d textureColor = texture(bunny sampler, in uv): Smooth Lif (L)

Q: Bpoge 661 OH NPOCTON, 3a4eM OH HYXXEeH, NodYemMy
BMECTO Kora He caenaTtb Kakne-To pexxmmbl
3anvBKun?

A: 370 MOLLIHOE, HO JIOpPOroe CPeacTBOo, Ha HEM
MOXXHO BOOOLLie HanMcaTb TaM BCKO NPorpaMmMy: fo
KoopAWHaTe NMUKCenNs BbIYUCNATb LIBET B Happy Jumping
MaTeMaTU4YEeCKON CLieHe onuckiBaeMon raymarching https://www.shadertoy.com/view/3lsSzf
SDF.



https://www.shadertoy.com/view/3lsSzf
https://www.shadertoy.com/view/XtdSDn

B nanéxkom npowsnom, Ha KaGKOM-TO UFPOBOU MpPUCTABKeE...

NHTepnonsaumsa: A yto ¢ 3D ?

-
.
=

.'—-*‘\*:g\- 4
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[1OCKM NOrHyTHI A 0OMKHO ObITb BOT Tak



TTo-xopolemy NpOeKTUBHYHO MIOCKOCTb MNPOXOAST B YHUBepe

MHTepnonsuusa: BonHa 6eCKOHEYHOCTH

w=1 w=2
e B 3D pobaBnsieTcs npoekunoHHas
KOOpAUHaTa w=0
e Yem ganblle BeplinHa, TeM bonbLue &f s Ll
CKYKOXMBaeTCs ceTka | </
e OToro HeTt B Canvas 2d

w=1




MOXHO NOCTPOUTDL LWIKOSbHOW reoMeTpuen, Ho ceiivac MHe NneHb

MHTepnonsuusa: BonHa 6eCKOHEYHOCTH

Ha camom gene "npocto”:

1. Npeacrasutb 4TO W NIMHENHAs. locunTaTb
Ang ueHTpa nukcens, nyctb nosiydnnocb wo
2. B3atb F * w , nocuntatb €€ ansa ueHTpa
NMKcens Kak byaTo oHa NMHenHas, NycTb
nonyyunocs FO

3. Pesynerart ato FO / w0 , ns-3a T0ro 4to
TaMm rge-To nogobHble TPeyronbHUKK

w=1 w=1

Vertex Shader

// d - paccTosHue po rnasa
gl_Position.x *= d;
gl_Position.y *= d;
gl _Position.w = d;




ol

»

~+_ ¢ Scanline




OcHoBbl Canvas: nuHum

basoBoe pucosaHue kak B Turbo Pascal
N kak Bo Flash, Java, C#

MoXHO gaxke HapucoBaTb MOHU

MOXHO MEHSATb LUMPUHY NTMHUN U ByaeT

rmageHbKo

context.

context

context.
context.
context.

context

context.

lineStyle = 'blue’;
beginPath();

.moveTo(330,249);

lineTo(340,232);
lineTo(342,237);
lineTo(344,235);

.stroke();

Canvas 2D



https://gameofbombs.com/pony/dash.html

-
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S
o
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Join:

Cap:

MITER

NONE

77

ROUND EEVEL

ROUND SQUARE



https://help.adobe.com/en_US//FlashPlatform/reference/actionscript/3/flash/display/JointStyle.html
https://help.adobe.com/en_US//FlashPlatform/reference/actionscript/3/flash/display/CapsStyle.html

getContext('2d') vs getContext(‘'webgl')

PixiJS canvas 2d PixiJS WebGL , 6e3 AA




Kak HapucosaTb nuHuto B WebGL

"HatnBHaga" nuHua B WebGL API

e drawArrays, LINE_STRIP
e |lineWidth Bpoae nomkHO BCE peluaTb

As of January 2017 most implementations of WebGL
only support a minimum of 1 and a maximum of 1 as
the technology they are based on has these same
limits.

BbIBOA: NogxoauT TONbKO AN OTnaaKku

(wire mesh)



https://developer.mozilla.org/en-US/docs/Web/API/WebGLRenderingContext/drawArrays
https://developer.mozilla.org/en-US/docs/Web/API/WebGLRenderingContext/lineWidth

Kak HapucosaTb nuHuto B WebGL

CoenaTb Mel (Ky4yy TpeyrornbHUKOB)

Bbiuncnntb Bce Toukn Ha JS (PIXI.Graphics) cMoTpst Ha NyTb U

e lineStyle { width, color, texture }
e lineStyle { lineCap, linedoin, miterLimit }
e lineStyle { alignment } ??7? - 06bsCHMM NoO3Xe

[1na BeplunH ecTb position, color, uv Ha doparMeHT yxoguT color, uv

I'Iopl,p,ep»(msaeT coysieHeHund noTomMy 4ToO y Hac KpyToe KOMMbOHUTHU!



https://pixijs.io/examples/#/graphics/dynamic.js
https://pixijs.download/dev/docs/PIXI.LineStyle.html
https://github.com/pixijs/pixijs/pull/6502
https://github.com/pixijs/pixijs/pull/6928

WebGL MultiSampling Anti-Aliasing ( MSAA )

Bes MSAA MSAA x16

5 [nsa kaxgoro nukcensa xpaHum 16 camniioB, €Cnu XoTs Obl 04MH NOKPbLIT -
[ns kaxporo nuKcens y KOToporo LeHTp nonas B Kakon-To Bbl3biBaeM fragment shader n cmeluBaem pesynstaT BO BCE MOKPbIThIE

TpeyronbHuK, BbidbiBaem fragment shader. Xopowo pa6ortaet camnnbl. [oTom 06beanHAEM CaMNIbl B MUKCENb.

TOMbKO Ha BePTUKASbHbIX U TOPU3OHTAarbHbIX JIMHUAX. Boo6liie-T0 8 He MOMHIO
X6 namaTm

TOPMO3UT BCE, HE TOINbKO MNHUK
pucoBaHune TeKCTypy - Tonbko B WebGL2
renderbufferStorageMultisample BbI3biBaeTca Ha kaxapi 6ydep

Mpy TOHKOM NUHUK MOXET HavaTb NponyckaTb nukcenu!

B npumepe MSAA x4,

Xx16 nokasaTtb TPyaHO



https://developer.mozilla.org/en-US/docs/Web/API/WebGL2RenderingContext/renderbufferStorageMultisample

2 o

Kak HapucosaTb nuHuto B Canvas 2d

[MpocTo beqginPath, moveTo, lineTo, closePath
3anonHutb SVG-wHbIn Path2D

Csouncta: lineWidth, strokeStyle wseru ysop)

[nsa akcnepTtoB: lineJoin, lineCap, miterLimit

HayepTtutb nyThb Tasenpe
const canvas = document.getElementById("
I_I Poq)MT! const ctx = canvas.getContext('2d");

ctx.moveTo(90, 130);

ctx.lineTo(95, 25);

ctx.lineTo(150, 80);

ctx.lineTo(205, 25); L
ctx.lineTo(210, 130);

He HaCTpanBaeTCA. ctx.linewidth = 15;

ctx.stroke();

JInHus Bcerna crnaxexa Result

LLinpuHa BCcerga meHsieTcs
npu zoom / scale



https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/beginPath
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/moveTo
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/lineTo
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/closePath
https://developer.mozilla.org/en-US/docs/Web/API/Path2D
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/lineWidth
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/strokeStyle
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/lineJoin
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/lineCap
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/miterLimit
https://developer.mozilla.org/en-US/docs/Web/API/CanvasRenderingContext2D/stroke

NcTtounuk: hitps://skia.org/docs/dev/design/aaal

The number to compute:
coverage per pixel
(Area of the Intersection)

(319, 63)
A: FF
R: 0

(319, 63)
A: FF
R: 0

G: 0 G: 0
B: 0 B: 0

A single pixel
No AA AA (unit area = 1.0 = OxFF = 255)


https://skia.org/docs/dev/design/aaa/

NcTounuk: hitps://skia.org/docs/dev/design/aaal
CPU SCanline: Old VS. hew Fractional scan-lines & pixels

There are only
trapezoids
(triangles, rects)
between
scanlines

(similar to Cairo
and Direct2D,
except we never
tesselate
explicitly)

16x supersampling: Analytic AA:
4 scan-lines per pixel 1 scan-line per pixel, per edge
endpoint, per intersection


https://skia.org/docs/dev/design/aaa/

BbiBOA4: noyemy Henb3s caenatb To e camoe B WebGL?

e [naBHbIN anroputm - Scanline - pabotaet HaTuBHO Ha CPU. lNopTunpoBaTtb 370 Ha JS
BbIOET, HO OyAeT O4YeHb MeaNeHHO

e [laxke ecnu B3sTb wasm, npnaéerca nogasartb pesdynsrat B GPU ¢ nomowbio texlmage2D - a
3arpyska gaHHbIX Ha BUaKXy y Hac 6onee goporasi yem y Skia!

e Ecnu 6bl 6bIno BO3MOXHO, Skia yxe 6bl nepeHecnu Bcé Ha GPU

e HekoTopbIM YacTaAM HYXXHbl reOMeTpPUYECKNE LLenaepbl, a oHM ecTb Tonbko B (WebGPU)

UTo B34aTb OT cnamnaoB pedbaTt n3 Skia?

3abyabte BCE!

Hago BblumMcnunTb nokpbitue!



https://webassembly.org/
https://developer.mozilla.org/en-US/docs/Web/API/WebGLRenderingContext/texImage2D
https://skia.org/

Kpueble be3be? SDF? [Ipyrue ymHble cnosa?

KpacmsocTu B production
Shadertoy bezier curve cnacn6o Taylor Holliday. Gubnuorteka Slug ANns LWPUGTOB Winding Number
3amMeTuUM MHTepeCHbIN parMeHT oparmeHTa: Xopowo: ] =
if(d < thickness) { ° He Tonbko nuHum, nobsle gurypsbi! E
a=1.0; e  Kpyto!
} else { ° Jlydwee kavecTBO!

// Anti-alias the edge.
a = 1.0 - smoothstep(d, thickness, thickness+1.0);

Mnoxo: °
} at (kp, (12)+%) [ ] -
a sat(1—kp. (1))  ifrootlcligible @ s ke
° MnartHasa nuueHsus 0 | k) ifroo2eigbe @
° Bcé Ha fragment shader - Topmosa
BbiBoa
Ecnu BCé Ha hparmeHTe - 3TO TOpMO3a.
konnekuusa 2D shapes SDF cnacu6o Inigo Quilez CKOMbKO MOXHO YMTaTh U3 TEKCTYP C AaHHbIMW Ha TOPMO3HbIX YCTPOMCTBAX?

Hackonbko TpyaHasi matemaTvka?

Hy, MOXeT Mbl MOXXEM MCMOMNb30BaTh Kakme-HUBYOb KyCOUKM.



https://www.shadertoy.com/view/XsX3zf
https://twitter.com/tayholliday
https://iquilezles.org/www/articles/distfunctions2d/distfunctions2d.htm
https://sluglibrary.com/

YacTtes 3. I'oToBMM
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Marmm Her.

MHoro peHgepepoB UMelT peanudaunu reometpum c lineCap / linedoin, K
npumepy AwayJS n Next2D . ThreedS nmeet ceou fat lines

Cnenytowue ctatby cogepkaTt yny4dlleHUs, HanpuMep Kak BbIYUCIIATb
KOOpAWHAaTLI BEPLUWNH B LLENOEPE:

2013 anpenb, Robust polyline rendering with WebGL cnacn6o Dan Bagnell
2015 mapr, Drawing Lines is Hard cnacnbo Matt Deslauriers

2017 nioHb, PucosaHue tonctbix nuHmnn B WebGL cnacnbo openglobus
2019 HoA0pb, Drawing lines in WebGL cnacmnbo Matt Stobbs

2019 HosA0pb, Instanced line rendering cnacnbo Rye Terrell

2021 okta6pb, Instanced Line Rendering Part |I: Alpha blending oT Hero e



https://github.com/awayjs/awayjs-full
https://github.com/Next2D/Player
https://threejs.org/examples/webgl_lines_fat.html
https://cesium.com/blog/2013/04/22/robust-polyline-rendering-with-webgl/
https://mattdesl.svbtle.com/drawing-lines-is-hard
https://twitter.com/mattdesl
https://habr.com/ru/post/331164/
https://twitter.com/openglobus
https://blog.scottlogic.com/2019/11/18/drawing-lines-with-webgl.html
https://twitter.com/matt_stobbs
https://wwwtyro.net/2019/11/18/instanced-lines.html
https://twitter.com/wwwtyro
https://wwwtyro.net/2021/10/01/instanced-lines-part-2.html

CKOHBEpPTMPOBATb MYTU U TOYKN B couNieHeHuns (joint)

97O ybpaTh

Y6paTb Aybnukatbl TOMEK N HEHYXXHbIE pEbpa
[o6aBuTb 4ONOMHUTENBHbLIE KOHEYHbIE TOYKU
Ob6beanHuTb BCE B joint data: X, y, type
Cobpatb Bce joint data B maccus

e

O6bI4YHbIN NYTb

x1 y1 0 x0 y0 cap | x1 y1 join | x2 y2 join | x3 y3 cap

.U.aHHble\Hy)KHbl \ / caps: square, butt, round

COCeaHUM OoTpe3Kam ™n

l

x3 y3 0 x0 yo0 0 x1 y1 join | x2 y2 join | x3 y3 join | x0 y0 join x1 y1 0

join: miter, bevel, round




YnakoBaTb CO4YSIEHEHUA B MHCTAHCBI

y0 t0 x1 y1 t1 X2 y2 t2 x3 y3 3 x4 y4 t4
T \
Prev_0 A0 B_O Next 0
type 0 BepwuHbl npoHymepoBaHbl 1-9
Prev_1 A_1 B_1 Next_1
type_1

A 9
[1aHHbIE B MHCTAHCE: B

e Kaxabin nHCTaHC pucyet 1 oTpes3ok 1 1 couneHeHve

e VIHCTaHCbl NepeKkpbiBalOTCA NO AaHHbIM! 4 TOYKM, Cbe3XatoT
No OAHOW BNpaBso prev g32 Next

e 4 BepLUMHbI Ha OTPe30K, 5 Ha couneHeHne (BEVEL) =9

BEPLUMH Ha MHCTaHC! 4 S
e [lo6aBuTb cTunu B Bydbep (LUIMPUHY, LIBET, TEKCTYPY) 4\'\\\*.>) U
e [lo6asuTtb gon. ctunb (miterLimit, bevelLimit, alignment) /35 //,\8



Vertex shader BblyucnsaeT kKoopanHaTbl U YTO-TO eLlEe

ok~ owbd -~

@
prev Next

[lepeBectu (A, B, prev, next, width) B nukcenbHble KoopANHaTbI
BbluMcnuTe HopmManm n GuccekTpuchbl

[0 HOMepYy BePLUNHbI BbIYUCIIUTL €€ MOSIOXKEHME

[lepegaTb uBEeTa U CTUIb UHTEPMONATOPY

[lepenartb pacctosHue 4O NPAMON UHTEPNONATOPY

'\



Vertex shader : kak pacnonoXxuTb BePLUNHDI

e [lonHbix popmyn B 3TUX cnangax HET, HO eCTb B YKa3aHHbIX CTaTbAX
ECTb HecKkosnbKo BEKTOPOB O KOTOPbIX HAA0 3HaTb, BCE OCTalflbHOE 3TO UX + -, ckanspHoe npounssegeHue (dot) n

YMHOXeHMe Ha ckansap ( *)

A nbiTatocb 3T0 06bACHUTL 6€3 B3pbiBa MO3ra, MOTOMY YTO 3TO He rMaBHas YacTb crangos!

BuccekTpuca

HopMmarb

[BGDMMHbI1-4]

l-‘|eTl:>IpeX)/FOJ'I bHUK




Vertex shader : kak pacnonoXxmTb BepLUNHbI - 2

[ BepLwmHbl 5-9
MITER

1 BEVEL

Ecnu 6onblue miterLimit,
HyxeH BEVEL bevel limit unu round radius
\ ROUND
\ I Kak bevel, obpexem Bo pparmeHTe
Ecnu OJIMHHee 4eM OTpPE30K - I'IyCTb

camonepecekaeTcs: - BAR ; '(‘} — |
= e
[N S ‘u




I[IOKPEITHME nukcesss ¢ HHAA




OTpesok: inflation!

w = lineWidth/2

[lna ctapon no3vummn BepLUNH Mbl UCMOSIb30Banu casur "w",
[laBante ncnonb3oBatb "w+1" ans HOBOM No3numnm

Bce nukcenu kotopble BbIM NOKPbITbI YHaCTUYHO (6e3 LeHTpa), W+ 1
Tenepb NOKPbITbl C LEHTPOM w
3HakoBoe paccTtosiHne o nuHum "w+1" unum "-(w+1)" Hago
nepenartb B UHTEPNONATOP

w+ 1




OTpe30K: 3HaKOBOE pacCcTosiHue

Yt0 ByaeT, ecnu Mbl nepeaaanuM 3HakoBoe
paccTosiHWe A0 NPSIMON B UHTEPNONALMO?

OTBeT NPoCTOU: 3TO NINHENHAaa PyHKUMA. B
fragment shader mbl nony4nm pacctosiHue ot
LEeHTpa nukcena 4o npsamou

/

_—

PaccTtosiHue (co 3Hakom)

1 (pa3mep nukcens)



BoT 310 nosopoT!

3abyabTte 0 noBopoTe, owmnbka rae-to +-4% anbdbl

Hanuiwem dyHKLMIO ANsi TepeceyeHmst MMKCENs U NOMynIoCcKOCTH
[MoKpbITUE MUKCENS - 3TO pasHULE MEXY ABYMS (yHKLUSIMU ° float pixelline(float x) {
nepeceyeHust MomynnockocTen ) return clamp(x + 0.5, 0.0, 1.0);
11 | 1
=T
05y 0 05

in vec4 vColor; //color style
in float vType; //type of segment/joint

° in float d; //varying signed distance
0 in float w; //varying half-width
> void mainImage( out vec4 fragColor, in vec2 fragCoord )
.
float result = 0.0; Left Right
d-w d  d+w if (vType == 0.0) { N

float left = pixellLine(d - w);
float right = pixellLine(d + w);
result = right - left;

//Il

}

fragColor = vColor * result;

7/ /

.

= Result



Yronok ( Miter ): on Bce

e Miter 310 yron mexagy AByMSA oTpeskamu

e JIMHMN OpueHTNpOBaHbI

e [eomeTpus HEMHOXKO BbonbLie, n3-3a "w+1"
BMecTO "W" B vertex

e [locuntaem B vertex pacctosHme 4o obeunx
NPSAMbIX

e [loBopoT? Cuntaem 4TO HETY.



Yronok ( Miter ): nogepxnte moe nneo

Ncnonbaya pixelLine() moxHo nocuntatb al,b1,a2,b2 -
pPaccTosiHUA OT yrina Ao Kpaes NMHUMN.

bonbLon kBagpaT nMeeT nnowaab a2*b2, menkun al*b1

OTBeT - Hago BbIMECTb OOHO N3 Apyroro. a2*b2 - a1*b1

w8

7

if (vType
float
float
float
float

al
a2
bl
b2

result =

1.0) {

pixellLine(dl -
pixellLine(dl +
pixellLine(d2 -
pixellLine(d2 +
a2 * b2 - al *b

W) ;
W) ;
W) ;
W);
1;

Ecnu He BbvecTb al*bl To MoOXHO
NOJyYUTb BONOCHI MOAMBILLIKOU



dacka (Bevel)

Kak MITER HO ¢ gononHunTenbHOW OTCEYKOW
Hago nepeceyb ABe nnowagmn
nepeceyeHune rge-to mexagy min(S1, S2) n S1 * S2

= min(

/7Y /




dacka (Bevel) : octaHoBuUTe 310 He3ymMune!

Kak MITER Ho ¢ gononHuTtenbHomn pixelLine
B3artb pesyneraTt ot MITER n nepeceys ¢ nonynnockocteto BEVEL

MOMOLLbLIO PyHKLMM Min()

e TOYHbIN pe3ynbTaT C MOMOLLLIO TPUTOHOMETPUK, Aa HY Hadur
e Jlonyctnm d3 9TO pacCTodHME OT LeHTpa nukcena oo bevel-nuHnm

/ -—l\ bevel line

if (vType

float

float
/ float
float
float
float

== 2.0) {

al = pixellLine(dl
a2 = pixellLine(dl
bl = pixellLine(d2
b2 = pixellLine(d2
result_miter = a2

+
-+

*

W) ;
W);
W) ;
W)
b2 - a1 * bil;

result_bevel = pixellLine(d3);
result = min(result_miter, result_bevel);



3akpyrneHue (Round)

e CoegnHnm bevel nonynnockocTb C OKPYXHOCTbLIO
e [lepeceyeHue roe-to mexgy max(S1, S2)m1-(1-S1)* (1-S2)

7 = max(‘77E |

N\ | = min( ,

e



3akpyrneHue (Round) : apMenNckmne TEXHOMOrmm

e Kak nepeceyb OKpPY>KHOCTb?

e [lycTb "circle" aTo koOpaMHaThI LLEeHTpa NUKcesnst OTHOCUTENBHO
LeHTpa Kpyra (MOXHO NPOMHTEPNONMPOBATh)

e [locuntaem r, pacctosiHne Ao LeHTpa

e [lpeactaBum 4TO KpYyr - 310 KBagpart (Pi = 4, B BOEHHOE BpeMsi)

e [lepeceyb aoBa kBagparta ¢ nomoubio pixelLine() He cNoXxHoO

r N\




3akpyrneHue (Round) : Hy Bcé

if (vType == 3.0) {
float al = pixellLine(dl - w);
- float a2 = pixellLine(dl + w);
\ float bl = pixellLine(d2 - w);
M 4 float b2 = pixellLine(d2 + w);
bevel line float result_miter = a2 * b2 - al * bil;
float result_bevel = pixellLine(d3);
float r = length(circle.xy);
float circle_hor = pixellLine(w + r) - pixellLine(-w + r);
float circle_vert = min(w * 2.0, 1.0); //height of square
float result_circle = circle_hor * circle_vert;

result =

min(result_miter, max(result_bevel, result_circle));



neanbHbIV NMUKCENb

UTO ecnu Mbl BCE-TakM MOXEM Y4YECTb BpallleHne nukcensa?
Mpy aHnMaunmn nuHUN, +-4% anbdbl 3TO 6onbLLAs HETOYHOCTb

[Myctb A = max(abs(n.x), (n.y)), B = min(abs(n.x), abs(n.y)) rae n 310 Hopmarsb

float pixellLine(float x, float A, float B) {
float y = abs(x), s = sign(x);
if (y * 2.0 < A - B) {
return 0.5 + s *y / A;

. Scanline

}
y -= (A - B) ¥ 0.5;

y = maxkl @ -y / B, 0.9);
return (1.0 + s * (1.0 -y *y)) * 0.5
//return clamp(x + 0.5, 0.0, 1.0);







PixidS Graphics Smooth

PixiJS bnbnunorteka graphics-smooth ato 3ameHa
"PIXI.Graphics". Bce nonb3oBatenu PixiJS mMoryT BeIpyOuTe  ghader code: 350 LoC ans vertex v 60 ans fragment
"antialias:false" opna WebGL.

pixi-candles aTo nantoBas Bepcusi, 4Tobbl HapMcoBaTb OAHY

NVHMIO - €€ MOXXHO NOPTMPOBATb B ApPYrMe peHaepepbi. FoundryVTT , 0QuH 13 OCHOBHBIX
KOHTpMObIOTOPOB PixiJS B3snn e€ B nepByto
e Hepento. Cenvac BCE B npoaakilHe.

O6e 6ubnuotekmn ato nepsble peanusauun HHAA

FOUNDRY VIRTUAL TABLETOP

“A'SELF-HOSTED, MODERN, AND DEVELOPER-FRIENDLY ROLEPLAYING PLATFORM



https://github.com/pixijs/graphics-smooth
https://github.com/gameofbombs/pixi-candles
https://foundryvtt.com/
https://github.com/pixijs/graphics-smooth/blob/master/src/SmoothShader.ts

Bcé Hayanock ¢ npobnembl ¢ CAD software

[Tpobnema TOHKUX NMTNHUIN



https://github.com/pixijs/pixijs/issues/7511

[lononHuUTEnNbHbIE NnapamMeTpbl CTUIA

Line Scale Mode

° Adobe Flash Graphics

° Specifies how to scale line width depending on
transform
Line width is the same vertically and horizontally
Very useful for scaling plots!

° Many requests in PixiJS issues

vertical horizontal
al |[c| ty
b| [d| ty
0 O 1

float avgScale = 1.0;
if (scaleMode > 2.5) {
avgScale = length(translationMatrix * vec3(1.0, 0.0, 0.9));
} else if (scaleMode > 1.5) {
avgScale = length(translationMatrix * vec3(0.0, 1.0, 0.9));
} else if (scaleMode > 0.5) {
vec2 avgDiag = (translationMatrix * vec3(1.0, 1.0, 0.9)).Xxy;
avgScale = sqrt(dot(avgDiag, avgDiag) * 0.5);

J
lineWidth *= ©.5 * avgScale;

Line Alignment

Pixi Graphics

Shifts the line

Added by Mat Groves

Cannot implement in canvas2d
because it affects joins!

Outline shapes inside or outside,
maybe with gradient

PIX1.Graphics lineStyle alignment

Bevel Limit WIP

Bevel sometimes looks bad on plots
Bevel looks bad with alignment=0

If equal to miter limit, smooth
transition between miter and bevel
Extra shift of bevel line

bevelLimit * lineWidth/2



https://help.adobe.com/en_US/FlashPlatform/reference/actionscript/3/flash/display/LineScaleMode.html
https://pixijs.download/dev/docs/PIXI.Graphics.html#lineStyle
https://twitter.com/doormat23

Batching & Performance

Attributes:
e Color

Style:

e \Width
Texture
Gradient WIP
Dash WIP

Extra:
e MiterLimit WIP
e BevelLimit wip
e Alignment

My general approach on batching:

How to separate style into attributes, style and extra style? Its up
to you.

Style & Extra can be stored in UBO or Data Textures, just include
their ID in attribute to reference it in vertex shader.

Animated props are better in styles, that way you can animate
single uniform or UBO without re-uploading the buffer.

Props that are different for many objects should go in attributes,
because UBO is limited.

HHAA successfully works in production, | did
not do any benchmarks yet, it's just looks fast.

If you want a benchmark, please help me by
posting a demo :)



Cnacunbo 3a npocmoTp!

[MpocTo onuwnTe cBoK Npobnemy Ha rnTxab
PixiJS discussions

nInn B TE€Nerpam BakaHcua JS mxyHa ansa crazypanda.ru
https://t.me/webgl_ru

Nnu npocto ynomaHute WebGL B TBUTTEpPE

https://twitter.com/ivanpopelyshev OdbopmrieHune cnanaos Kponvkamm:



https://github.com/pixijs/pixijs/discussions
https://t.me/webgl_ru
https://twitter.com/ivanpopelyshev
https://crazypanda.ru/ru/careers/junior-front-end/
https://crazypanda.ru/
https://www.youtube.com/channel/UCZfYlIsllUFyfmLodIpzU0g

