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Canvas TiL, EMOMBEIILLFD X 5 e #EIZ L VTS,

context.strokeStyle = “#000000”; EL#RD A DIEE

context,linewidth = 1; EFROIE DR T

context.lineCap = ‘square’; TELERO F&IHALEE

context.beginPath(); E3 0> 1 1E BH 4k

context.moveTo(-1, 0); TELHR OB BE 45 HEAE D R B
context.lineTo(1, 0); EHROREHIKE T HEFE DR E

context.stroke(); [ELHRDHHE B AAAEAR H> & REEKE T AR F CHEE

Pl EomaE2ITTD L, 21 DX HITOENETHROMWE 1 v B, &iROE A
LRBEMRE, (1,005 (1, 0)F THIE T 5, Canvas TOMBREDOLEI AN HEZD
connect BI%cA 1ERS L. ELRE 2 HEE 4 2 BRI2 1T connect BA%KIC B2 258 % B % CHilE L T
W5,

Fennest (1,00 (1,00 2HDIC000,
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22 HMHotEE
Canvas TiE, FORENILAT D & 5 a5 HETIT 9,
context.fillStyle = *#000000”; %Y .5 L OADIERE
context.strokeStyle = “#000000”; D D5 E
context.linewWidth = 1; TROFEE
context,arc(0, 0, 2, (Math.P1/180)*0, (Math.P1/180)*360, false); (1.[-0> x JFEIZ, oD y FEHE,
8, MoOMEBGAET 7 ], MORERKR T AET 27 ], Mo mtrue Sk
FHE Y | false HEEFEI D ])
context.stroke(); FJ o> Hi
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Canvas CiE, FEREOHEIZILLTO X 5 2B HETIT S,
context.fillStyle = *#000000%; ¥V 2.5 L DD FEE
context.strokeStyle = ‘#000000”; D D45 E
context.lineWidth = 1; g
contex fillRect(0, 0, 2, 1); HEIEDOH LD x FEEE, SEIBE O LD y BEEE, 5RO, B O
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I 5T Canvas & WebGL Ti, JEEDORBLENR R/ 5, Canvas TiE, #iBEfEO L LD
JEREAS(0,0) & 720 . BB OE, MSIIEEL-E 7w Eied, oF 0, HEEEO
T2 640, /& S 728 480 ThAvL, MiBEKOA T OEEEEIL(639, 479) & 72 5, LA L WebGL
T, EICHE R O OB 230 ,0) & 2R Y . HEEISEIE O/ EORERE (-1, 1), S e
DA F ORI, DICHEE S ND, £, FEEITHEmfER I XY Ol 417 5 F2 R
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WebGL TiL, EROHEIILLTO X 5 2aBRHc L 01T,

I A2 EET 5 07 oy
gl.clearColor(1.0, 1.0, 1.0, 1.0);
gl.clear(gl. COLOR_BUFFER_BIT);
I 2632 7 7 7V DR
var buffer = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER, buffer);
I TER Y = — 4 —
var vSource = [

"precision mediump float;",

"attribute vec2 vertex;",

"void main(void) {",

"gl_Position = vec4(vertex, 0.0, 1.0);",

e

oin("¥n");

var vShader = gl.createShader(gl. VERTEX_SHADER);
gl.shaderSource(vShader, vSource);
gl.compileShader(vShader);
gl.getShaderParameter(vShader, gl. COMPILE_STATUS);
I 757 A0 by z—HF—

var rgha = [0.0, 0.0, 0.0, 1.0]; // Red, Green, Blue, Alpha
var fSource = [
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"precision mediump float;",
"void main(void) {",
"gl_FragColor = vec4("+ rgba.join(",") +");",
e
Jjoin("¥n");

var fShader = gl.createShader(gl. FRAGMENT_SHADER);
gl.shaderSource(fShader, fSource);
gl.compileShader(fShader);
gl.getShaderParameter(fShader, g. COMPILE_STATUS);
I 7ar7 o547 FOARK
var program = gl.createProgram();
gl.attachShader(program, vShader);
gl.attachShader(program, fShader);
gl.linkProgram(program);
gl.getProgramParameter(program, gl.LINK_STATUS);
gl.useProgram(program);
Il > = — % —DZ%5 % Javascript T2 ELY
var vertex = gl.getAttribLocation(program, "vertex");
gl.enableVertexAttribArray(vertex);
gl.vertexAttribPointer(vertex, 2, gl.FLOAT, false, 0, 0);
IINEEDE v b
var vertices = [

-0.125, 0,

0.125,0
I;
I TR O ]
gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(vertices), gl. DYNAMIC_DRAW);
gl.drawArrays(gl.LINE_STRIP, 0, vertices.length/2);

P Eoaaa 3795 L Canvas TORMMEEF U<, K31DOX I ICENBETHROEL &
7, KIEROENIUMA LR D EMRE, (-1, 002035 (L, O)ETHB SN, ZokH7k, B
MRE T 2 OB E RS RE%Z . Canvas THEE3 2 B & [FEIEEIC connect BI% & L. S4B
DHMEREE B2 TEHBRMETE L X912 LTW 5,
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I FERE D > K
var vertices = [
0, -0.5,
-0.5,0.5
0.5,0.5
I;
Il =T ORE
gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(vertices), gl. DYNAMIC_DRAW);
gl.drawArrays(gl. TRIANGLES, 0, vertices.length/3);
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EEOFERRFLTVDN, FERITITER L LTERRIND,

3.3 FOFR

—163—



4. HBHYIC

AEl, 2 RIELEMT = A— g v Forr 0T AOHiE L%, Canvas 7> 5 WebGL (2
EHETAHZLICL VISR ELZR ESEz, L, EREERNZ2KEZH#m 5845 L
NIRRT TAEERREDSTELT, Sl EHEEHEIMWMIMEEELITo K MNERD D, F
Ton TOEENKDVIKRE, 3 WERMT = A — 3 VER~OPEEZIT> T TET
b5,

WebGL 1%, A& UE S WebGL2 L7225 TETH Y . FERIIZITHED 7 1 7T KIS
HERLEL R D AREMER D D, T2, 5% OEEAIEZE L, Threejs 72 £ D WebGL
HWEHOZ 477V OFA LRI 2HERH S, FHT, 3 WILEMT = A — 3 VFR
WZHEBR T D BRI T D L ER & D,

S XXk

[1] JRIF#L. THTML5 3 X O Javascript (2 K D87 = A —3 3 U EoR], f&ILERK
FREEE (2017)

— 164 —



	1. はじめに
	2. Canvasによる図形の描画方法について
	2.1 直線の描画
	2.2 円の描画
	2.3 矩形の描画

	3. WebGLによる図形の描画方法について
	3.1 直線の描画
	3.2 三角形の描画

	4. おわりに

