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1 2. Linux Yb5E#EA

Linux RAERSE. SEUKRKRARGEPFI T ZNAE, EFREMTEMER
AR EIRENZO. BESERG. SHRFNSSRESHEMBAR™IR, HiE
(Sandbox) fEA—MIRHIRENSIRIEME, XFHEIEL REIZFNRAZRNIAE,
BYHLEBERBT SHREEERE, REMBRANKELEMSN: EZHEF SRR
F, —MEBPEHSEERROE BB EN, TN assk S )5 N e RIS LS £ & 5 IR ED
THEHRE. ZAXEERNRIT Linux DREZOEAR, XRAARRELRE, AARAE
BR. ARESZLMRAR, BENEMEIESANANLEER,
XEEENDOFEBRNT, BSMHZEIRE AL Namespaces. Cgroups
Seccomp, MEET4E Firejail. Bbubblewrap EEH/TEH, HEALIFNARGMTY
o REWHRESMAENEREIFMITM, RELBRMKRBENAFRERETIRER
o WBIXLEANR, RERZIRGERIEDFEIEES.

1 2. Linux YDFE8EAR

VAR LER—MHERERSE, ENNARFAE—IZRIFR, HLEEIFRREFENN
RERR. RIEXIEE, AIoAAKEDVESHAPEDE: AIERBIRERGANZERT
i, 90 Namespaces; FEMNBIAF TEIERINEE, NMELEENTIEE. #H—F 5
KRBV BESENTE, FEERTEXANESREIAR, EENESTN NS EEH
FITH, XMOLRETHHENERTR, MXKEERSIERRSSFHRS.

Linux >FaM & BAEAEME 1979 £ chroot, Zm<LBEIBXHERE RLM
XHRFRE, BEFRMA, MBRBAKE. BE, MAZARI Namespaces Fl
Seccomp &17, SRR AREZRE: Docker 1 Kubernetes I[E2EBNXEEHHISST
HIRREINL. DENABETRRRS. RAHENEREYE, 1% Namespaces iFit
2 [B3) BUNRZNE, MEFTEED. A, BRUEEEFT: AZRRETES
Bokik, SEIENSINGERERD, SEERESS5MTENE.

2 3. mODAERRERAR

Namespaces = Linux DHENES, EAHEBREMBUNRESZNE, STMESFHERHN
fRES, BE#IZ ID (PID). #E#HS (Mount). W&k (Network). UTS (EHNRB 51
#). IPC (#i2EN&EME). AF (User) LUIKizHIE (Cgroup). XFHLHIED rTrE#ZHY
REME, BRFEHELT EZHRAIENBENZER. FI10, A unshare LI PID
Namespace AJit FHIZHE M AYHIERT, HIE ID M 1 FIBEHHRS.

ZELITFE)E Mount Namespace BIRHIER<:

1lunshare -m /bin/bash

XEEIBIEAMA unshare LA -m BB EI— T bash shell, HHF -m 8 Mount Names-
pace [BE. # shell WIRBRSE5BENSE, BEEEFRENEMZGETEAL, X
FRER LT BRSBTS HEERE TR ERRIEEN RS, LM, Network
Namespace J&id ip netns aa¥BIEMIIMEEH%, FI ip netns add testns /&, A
£ testns FEEEEINED, KUMERERS, MMAZERB KRS,

Cgroups (IF#IH) MEFFHFERE, ©E CPU EL&. WELMR. 1/0 FEURIEES
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im#z%l. Caroups V1 ERDEEHIE, M v2 SINGE—BXREN, A TEEBRE, 8%
5 Namespaces &4, MESRTESH CPU 951 10%, FhLERFZHERBENEIR,
Seccomp (Secure Computing Mode) RERFIABLKLIE, FIE BPF (Berkeley
Packet Filter) ZTHMBEHZE syscallo Seccomp ZIF=FED: Kill EIFELRLENH
2. Trap &% SIGSYS 5SS UEAFLIE, = Log (IZREFHMAT. UT2—MER
libseccomp FEREE C Rfil, ISR execve R

#include <seccomp.h=>
#include <stdio.h>

#include <stdlib.h>

int main() {

scmp_filter_ctx ctx = seccomp_init(SCMP_ACT_KILL); // #J%&fk Kill #&
— LK

seccomp_rule_add(ctx, SCMP_ACT_ALLOW, SCMP_SYS(read), 0); // #R¥F
— read A

seccomp_rule_add(ctx, SCMP_ACT_ERRNO(EPERM), SCMP_SYS(execve), 0);
— /] $E4# execve, IR[E| EPERM

seccomp_load(ctx); // METIEREINZ

printf("Seccomp,filter loaded.\n");

return 0O;

}

XS E 5@ seccomp_init (SCMP_ACT_KILL) SIEERIA Kill AT E LT,
RREBHEAFRIARKAL, AR, seccomp_rule_add FINFN: 2F read R4IAR
(BN 0, RELESEHKE), M execve iR[E] EPERM #5123, &/5 seccomp_load
¥ BPF BRENAZ, Lidigs3ph b#EBHITIER, MABRMEAEAR. SRAE
AIEFSETIE, MRHEINEHERTTEE, #—PRAEHE.

3 4 BERDEERITEMEAR

Firejail E—1MEPE&DVFEIE, £ Seccomp. Namespaces # AppArmor, 21t
FHEEANEE, ERO0RMaEIREX =R, 8IMXHRS (overlayfs BFERE
) A XM BREE, 51890, iB1T firejail --net=none firefox I& Firefox BT TTMEE
HIYDFEAR: - -net=none ZEFMEMLZIEN, 44 Seccomp WIEML syscall, HfEN
WASTAMELIR. Firejail B .profile XHAFBENHM, w0PREI /etc iAinl,
Bubblewrap (bwrap) = Flatpak Y324k Namespaces B33, TRFUIEL, &
BMARTE, BBEAN bwrap --ro-bind /usr /usr --bind /tmp /tmp ./app,
Hrh --ro-bind RIEHE /usr EIVVFE /usr, --bind AIG4ERE /tmp, XEE <RI
Mount Namespace, REEXHERMHNINE, RANREEERXHERS, BHLENAAR
PREEZ, HABETSEENS %R, ERT B EBNA.

gVisor & Google FF AV HE, KARFTEIANZEN: Sentry AHLIEBERFRERA,
Gofer BIEXH 1/0, BEFRIPULY 250 4 syscall, gVisor FRZIERESE) 90% LU



4 5. KERR S

L+, 5 Kata Containers %5, RELLEEBIIFRIIEE,

Landlock % LSM (Linux Security Modules) #—%5ak %8, AppArmor fEAK
REEIETE X AR, SELinux MEFIREZREIABEIES (MAC). Landlock (Linux
513+) AFIEFGHEMEXHRAETH, FIMRFIREREER, RNAPSHENE
TOFEo

4 5. PR AZESG

EA29H, Docker ZIAB A Namespaces. Cgroups #1 Seccomp iTiE 40+ &
syscall, REEMIEE, Podman 1 systemd-nspawn fEATFIFHEEN, #H—F
EEpE,

FE AR — XN A: Chromium /8 Native Client (NaCl) #1 Seccomp-
BPF, R B HIERETIHIL Namespace, FHiTIEER syscall, Firefox EtEE%
HIZGRM 50 FEIETSE8.

F AN Flatpak # Snap BV #ITENA: Flatpak #H Bubblewrap + BEX
PR, Snap #&#i AppArmor BEEXH, REEBEFNAEEFRFM. Android NIFEEE
SELinux 1 AppArmor, SSHLN ARV FE.

5 6. RENMESHREMEE

= kg AR e ENIZRTEM Dirty COW (CVE-2016-5195), EiiY race condition
LIFRURF, et Namespaces, MEERGHARZERE, HEARFEANE T IPC
Namespace.

HaES L2 ENE: Seccomp 3| syscall F5H, EENRE RS EEERLE M
5%-20%, ZEFHI0 LSM + Namespaces BI4E X,

RIESHERR/MIERN: A unshare --user --map-root-user BRETFF ID, B
% root #i%, EHIFEITER) strace -e trace=%seccomp ERER syscall, = auditd &
EMNEIEEMES, LLTR—1 Seccomp JSON BERHI, BF Docker:

{
"defaultAction”: "SCMP_ACT_ERRNO",

"architectures”: ["SCMP_ARCH_X86_64"],
"syscalls": |
{
"names": ["openat"],

"action": "SCMP_ACT_ALLOW",
"args": |
{
"index": 1,
"op": "SCMP_CMP_EQ",
"datatype": "SCMP_A64",
"argl": "/"



It JSON E X ERNELFREIER, XA openat FTAFRBR: args WEE NS (X
%R) EF /1, BNIEH, seccomp-tools dump AJIRIF BPF Hit, HREERER.

6 7. KRREFZSH

WSUZ AU eBPF ¥ BIVFERES], Cilium ERESIIMLEHRS, Rust-based Firecracker
microVM 1ZHHEEEPML, WebAssembly (Wasm) FEIEERMZ Linux runtimes,
PR EIEREM 50 Intel SGX BY enclave, UREBEEZEMEREE, FRMEW sysdig
M bpftrace #FRF I,

7 8. #ie

Linux Yf#EMZEXRIFEARE, M Namespaces E| Seccomp # LSM, 5 TiEARE K
Ro RER KL Firejail I bwrap, REAFFRLIEEIES, &% kernel.org X#4. Firejail
GitHub, L {Linux Kernel Development) #1 {Container Security) ZH£E,

8 MR

SLEIRB A EA Vagrant 28 VM: Vagrantfile F13EE Ubuntu box HE B EEMN
£, 5 Seccomp TiE28W L C RBIZRIEN gecc -1seccomp example.c, Firejail At
BXHTREIA /etc/firejail/firefox.profile FFN blacklist /etc/shadow, KiE
#&: Namespaces N#HZMEPRE, Seccomp H syscall &R
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FE AR TF R ERIIELE, BT HTMLS Canvas 1 Web Audio SFEAF AR
FRE, XERARILFAEEBRNCIEREEERERER. AT, %4 JavaScript 7
ENERFENEELT BENMEERM, NBLERITEESHIMEE. MEMNNIRE
WEE, URAETEZERTSMYEEEINERES. XESSME. SERER RN
XS LATE N BT 88 RIS T, MARRXLEBKE, 5|\ WebAssembly ({&E#F Wasm) #1
WebGL TEEXEE: WebAssembly REEHIFE4ERENITERES, M WebGL ML
MEXMH GPU IIRESR, —EESERNNSITIEREENFRTE,

WebAssembly 8—F7E RS BIETH @ HIESKR, EAFFAEFH C++. Rust
FEERSRE, HEEREEN .wasm X, M JavaScript BIEEERS 5
ZHE5EER A E WebGL, X2—1&TF OpenGL ES Y Web 3D E# API, HiZiAiA
GPU BHTREHINERES. & WebAssembly ARk pIiZ 0B EEE0 Al JREBMYIRITHET,
WebGL NfASTERELEIHR, XD TIRARA T BAMEE, CHESRTRA. A
EESHENA,

ANEARRFLZESHEEERFE, EELESIN WebAssembly #1 WebGL £ 52875
WARBIR A, BT EAEIRHAR. M98, RARRGIFIM A KER, EESZRNAMES
MEET . NESMMEREMATF, BSRNERNA. RHISH. REXEK, BERK
REE, HEEMFMIBREILG2mE EF,

9 2. WebAssembly EhtiIiR

WebAssembly F 2015 F£H Mozilla. Google FAFIRH, H1E 2017 FEXER
Web tr&E. . EARLE—MEXEDNIESE, EREENZHEIER (wasm X
%), ZRZMRIESEF. ZOBMIEE Wasm BRAG . ZUEREEE (—MNESNTE
THA, BTHIREF#ES JS BiR(F), UK WASI (WebAssembly System Interface)
BFRAEIZEON B, 5 JavaScript WER{E@Z TR wasm-bindgen (Rust )
g Emscripten (C/C++) I, EEBEKEA C++ B BIERIN KL,

EFYI2EH, WebAssembly WITEREBMRRIBEIEFIE: FLESLE C++ 5 Rust
REEI LLVM RiFsFAPREIRT (IR), BiRKA Wasm Z#Hl, MEET, A
JavaScript API 31 WebAssembly.instantiate() ¥ .wasm XHLFIEAERFATE
25, FrRRZSHY WebAssembly.instantiateStreaming() ZHEATNMNE, H—FE/DIE
Ro —BIFIL, Wasm REATEIEM JSBH, HUEERABETIHERSE CPURE. #
EMHIT (BHIREWERE) FMATRR (T#ESItk IS BERE). Fld, EREH, Wasm
I Rb RS ETRREEG T, IS FERW,

FF% WebAssembly BERFESIE, U Emscripten 7], ©¥ C/C++ 4Ri¥)H Wasm,
FHERKK IS KB4 IE DOM 2 E; Rust F&AENRIF wasm-bindgen, BEERIER
ZLHHE. XS E, Chrome DevTools X Wasm JREZRET, wasm2js TEAE
Wasm $7 JS UES . UTE—ME% Rust =, HBRNFAUBHREEL JS:

# [wasm_bindgen]
2| pub fn update_particles(dt: 32, positions: &mut [f32]) {
for i in (0..positions.len()).step_by(4) {
4 positions[i] += 10.0 * dt; // TH x 24x



10 3. WebGL EAtiF1iR

if positions[i] > 1.0 { positions[i] = -1.0; } // &FLR

}

1

XEERBEER # (wasm_bindgen] &R JS 48%E, update_particles BR#RiE UK AT
B8 & ot I B A positions (M WebGLTAREM), BIF K 4BH (8§
MLF & x,y,zw O £32), B x LIRHXMELE R, HiERE, JSEEAMA
updateParticles(dt, positionBuffer), EXCIBE A M F, BRE IS thHig
ERF$H.

10 3. WebGL AR

WebGL 9379 1.0 kit (BF OpenGLES 2.0) #12.0 ik (EF OpenGL ES 3.0), ®i&E
RAMEY, EEXREZIHMNZEXRENEN, B HTML Canvas JTRIRENLET
X const gl = canvas.getContext('webgl2'), BIE[iAE) GPU, ZOEBERSER:
TR EBRLIB/LAIT, FTEBRItEGEEH®, “&MA GLSL (OpenGL Shading
Language) &5, Hi@id gl.createShader() # gl.linkProgram() $&#%,

WebGL ERELZMM=IBFIE: CPU LETNSRME. Ak, UV 2l VBO (Vertex
Buffer Object), IBO (Index Buffer Object) EX4&AF, B RN ERET
AT, BB =AT. Mt R, FnatlREath, SREWR. BaHEAM
4 (BMAREHBEEX FBO). flil, LHl—NEBE=fA/:

const vsSource = °
attribute vec2 a_position;
attribute vec3 a_color;
varying vecd v_color;
void main() {
gl_Position = vec4(a_position, 0.0, 1.0);
v_color = a_color;

}

const fsSource = °
precision mediump float;
varying vecd v_color;
void main() {
gl_FragColor = vec4(v_color, 1.0);
}

7|

TMmEE2R (vsSource) FHEAUBMEGEREY, T a_position EIFET(E, HiE
3% v_color BIA TE®EE, HTtE®E (fsSource) MBEHHBIHER T, LIRER
BY, BI#EE 2R const vertexShader = gl.createShader(gl.VERTEX_SHADER);
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[

©

gl.shaderSource(vertexShader, vsSource); gl.compileShader(vertexShader);,

HEIEEFEHERM gl.bindAttribLocation(program, 0, 'a_position');,

L Z¥3E gl .bufferData(gl.ARRAY_BUFFER, new Float32Array(positions),
gl.STATIC_DRAW);, JAMA gl.drawArrays(gl.TRIANGLES, 0, 3); BE%. XEBTRT
WebGL MNEIBRIBREN TR MRIZ.

HWEEBNFF A Three.js HEIZGEENMBEFRS, Babylon.js 21§ PBR JER, ##¥k5|
%40 PlayCanvas &£/ WebGL S¥IEi&EHR, BHiZfEiRMmE 3D k.

11 4. WebAssembly 5 WebGL 7% 285 3% # A9 5 5 K7 F

giRIZet R, JavaScript TEHIAR, RIBAFBAM Ul E4; Wasm IR 7 FH%
B, MYIRERL Al BEML; WebGL BEIRER, BiEREBEHMNEGRAR. ¥
EiEE TypedArray &%, B30 Wasm SHLEMNEMNE 1let positions = new
Float32Array(wasmMemory.buffer, offset, count);, EiZEZEZ WebGL VBO,
BEGHEDIFFSE, B4&FET, SharedArrayBuffer 81 Worker BIHEZERNTE,
HEEMRXTE. £ Wasm ], #E%IME IS AA, FH SIMD i5<9HiTitERE: Rust
B # (wasm_bindgen] 3Z#F £32x4 EENNRKFEH#H. £ WebGL M, #ABZMIER
‘b Draw Call, Instanced Rendering 4 EF 3L, &I ASTC/ETC £48. R#=E
HZRHE1: Wasm F# TypedArray f5, gl.bufferSubData(gl.ARRAY_BUFFER, O,
positions); Hix % GPU,

ZEETIFLWMR, BT Web Workers % Wasm L6, SharedArrayBuffer A
TUBERE, FEETEESR. Chrome BEX#F Wasm Threads 123, #—FEBiHIT
&7o

12 5. SERRZEGISDHM

ZE— 2D F RS Rust Wasm iHEHAMIFMME. FE, WebGLERN
¥eBEn, Wasm KBITF:

# [wasm_bindgen]

pub struct ParticleSystem {
positions: Vec<f32>,
velocities: Vec<f32>,

count: usize,

# [wasm_bindgen]
impl ParticleSystem {
#[wasm_bindgen(constructor)]
pub fn new(count: usize) -> ParticleSystem {
let mut positions = vec![0.0; count * 2];

let mut velocities = vec![0.0; count * 2];

/1 ¥R feREA L BEMERE
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12 5. KEREFIDH

for i in O..count {
positions[i*2] = (rand::random::<f32>() - 0.5) * 2.0;
positions[i*2+1] = (rand::random::<f32>() - 0.5) * 2.0;
velocities[i*2] = (rand::random::<f32>() - 0.5) * 0.1;
velocities[i*2+1] = (rand::random::<f32>() - 0.5) * 0.1;
}

ParticleSystem { positions, velocities, count }

pub fn update(&mut self, dt: f32) {
for i in 0O..self.count {
self.positions[i*2] += self.velocities[i*2] * dt;
self.positions[i*2+1] += self.velocities[i*2+1] * dt;
/] BFRRE
if self.positions[i*2].abs() > 1.0 {

self.velocities[i*2] %= -0.9;

if self.positions[i*2+1].abs() > 1.0 {

self.velocities[i*2+1] %= -0.9;

pub fn get_positions(&self) -> *const 32 {

self.positions.as_ptr()

Ltk ParticleSystem EEMIBR PN count MIFHUBENRELHA (8121
32: x,y) , M rand £REHENI{E. update /57% Euler IR FHUE, FHINEE REIHF,
get_positions IR[EI#IEE, #t IS MEHA TypedArray, JS MIZREX const positions
= new Float32Array(wasmMemory.buffer, particleSys.get_positions() as
usize, count * 2);, #8%E WebGL FEMIAA particleSys.update(deltaTime);
gl.bufferSubData(...); gl.drawArrays(gl.POINTS, O, count);. MEENIXE
R, 41 JS ARTE 10 FHIF TWiREZE 20fps, m Wasm+WebGL 327 60fps, EEITE
EERI .

3D ik, TI#E4E Bullet Physics 51%: B Emscripten 3 C++ Bullet 4gi¥/ Wasm,
£ 2 btDiscreteDynamicsWorld: :stepSimulation(dt) # . &R Three.js B,
Wasm i+ ERZESFEH Mesh.position, Three.js B9 WebGLRenderer SEREEZSR,
Doom #tEIWHE, &M Wasm LIEFEEERMEA Al, WebGL LHISERMETIHSR, KT
8 FPS &,

HMBmMBW Unity WebGL §H, £ IL2CPP ¥ C#i 5 Wasm, HEXHESFH;
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Godot 3|% Web HRE#E4%1¥ GDScript 2] Wasm; Rust #9 Bevy 51358 28RFIB=
LixAH RS (ECS) HIEMo

13 6. RIEKRESHE MR
FRBRBBRUIG , BHIBEHEAR Wasm IR, BRIZTTF WebGL B, BEFMit

ME A, ZRMEMAEIE Wasm #iNE (WebAssembly.instantiateStreaming(fetch(' game. wc

1 WebGL F % 43 g1.texImage2D(gl. TEXTURE_2D, O, gl.RGBA, 1, 1, 0,
gl.RGBA, gl.UNSIGNED_BYTE, pinkTexture); #iiEM#E, B SERAZHM it
(!gl.getExtension('WEBGL_compressed_texture_astc')) fallbackToETC();s
%8B A Chrome Performance E1RIEER Draw Call 1 Wasm $#1783[8], EHT
B Spectator 24 ERNEFIHR. & RS % Draw Call B3 & HMEER, &
Shader E#E M LOD Hi&h, AFMIFS gl.deleteBuffer() B,

R REIE Wasm NIE18: B A Brotli £48 Content-Encoding: br, X352 EI/)
RRHITINE;, WebGL ERF LA GLSLI1BATS, W precision ik, BAARKE
gl.getShaderInfolLog() # fallback WebGL1; tiEARIIETF JS GC, A Wasm ##
EEIF, BohinRWAIES#EE canvas..width = window.innerWidth * 0.5; HH
LOD,

14 7. XRREEE5ETEE

WebGPU 73 WebGL 4{EE, RMUEMFAHEN GPU HEEE, FITEEERIME A
#IE, Wasm GC 1RER5INNIREINZ 1, BIF7 C#/.NET B3k 1E; WebNN FFEH 5
FIHWMEMLE, W0 NPC 17870,

T s [ ZEB RN EREEmR, PIagCanvas Next £ Wasm EMBKF=IE; PWA
SEETIENILE Web AIRIBESE, HXZFFEFE: MDN X14i%f# API, WebAssembly
Summit MEHEIFTIREE, GitHub awesome-wasm-games ;CERMGI, Rust %2 Bevy
121t ECS 11},

15 8. #ig

WebAssembly TEAENI 5T 88k A £ REZEITE, WebGL SEIRRERER, —&ES
TR LA ET AAA BT B, MRIFEINE] 3D #38, SERRsEGERREBE LB,
ITENRERIB! A starter kit ©FE [GitHub %1%, B& Rust $IFRSH Three.js £/,
fork HLBRNEIR, KK, Web FiGEEFIZEE, FREMNA,

16 MR

KRIEBE: [GitHub wasm-webgl-gamel, &&X#k: W3C WebAssembly #15E.
WebGL 2.0 Specification, #H—F i WebAssembly Summit 2023 {4fi. GDC
2024 R FEXAIR S o



https://github.com/example/wasm-webgl-game
https://github.com/example/wasm-webgl-game
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BER—T, (REMEEHERE, FFENINEE—ANE, B A £id4dITA, R
ENOHMEEERTE . XMETHIERL], MEY TR THNIME, FREUEST
AEEBABIESR. REMNEENESR, BNEHERZ LS. BIE Gartner BTN, F
2025 F, 50% HBIBOTRE&HE: Al TR, XTXNENERHA, B2 MERK, L8
ASEHIBIRThRE, ASCEHRIT Al (IfAITREEEIEA TR, MNEMBIRANF, BFRANZ
OINEE. LR ARG, HEEBRRED, HITEESNE Juputer Al Google Colab
ETH, BRElTf R ENANEERE, REAEGUEIEIITRIE.

17 HAREBIESTPNEICATIA?

BIEPIPMNEREATAEAR ERRXERIFE, ZFRB. XAMAMLNTSERES, HEh
Jupyter Notebook #1 R Markdown SHAEMNR, XLETARFDINIMER— LS
5 Python 3¢ R 5. RMMEREMXA, HBRANER, ERAISMNINRS. FREIL
AHRBETHEHERES, ETER, BHEEHERMR: FohmEEB. AiFER. &R
ZEREHEN, LEMMZEMS, %5 ERBIBRIERAEER AN,
AlMEEMNEIRATANBESEMARIESIRE, BT ATEMKMN. F190 Jupyter Al ¥
BB S £ ARBMEIRRARL, EAF Python Ml R MEIERIFHR; Google Colab 4
& Gemini Rt =in Al KB 2MERER, FIESMESH; VS Code BELE GitHub
Copilot NERIASLASAREBEINAIER, ERELWF%; Hex 1 Deepnote EFEHE Al &
WA BiRS, RIENE, XETEMERBMERERENERE, HIG0E Jupyter
Al A, RRABWMABRAESIES, EMEERTENSTEE, S5%F4%ANEML, AlEid
AR ITET Bl MBS RABRZ R D EhR, TRKIRFA T 710

18 Al ERATAMZLINESNE

BREBESXRER A LT AMNZOLINEEZ—, WA NLQ (Natural Language
Query). AFAILLAHEBIIESIRR, W1 IPMEENESE ), TRASBERERN
RBHHIIT. FIWNE Juputer Al F, fRATLUBMNE A< %%ai ask Plot sales
by region., XEXIBAIARIEIIT: %%ai 2 Jupyter WAARRE A<, tRIZHAET
BRURAARERN; ask SHERBAIESIRET, AIERE (NETFTGPTHN/E
in) =B EBE, £ pandas FIBME. groupby 73 A H matplotlib & E €
B, BEAIER: gEXMEBELUE (W df = pd.read_csv('sales.csv')), ARG
df.groupby('region') [ 'sales']).sum().plot(kind="bar'), mZXHEITRE,
XMINEERAFER T RIZIIHE, IEZ AR B REIRERIRIS A o

HohttBELIERES —XBMNE, REEAREE. HRREXEMFEIRE. HlW0
Pandas Al ERF—#4E: from pandasai import PandasAI; 1lm = OpenAI();
pandas_ai = PandasAI(1lm); result = pandas_ai.run(df, BMREEEHIE
FRAHEET), BIRXENE: BTSN PandasAl H41E OpenAl B S EEUE
AEM; run 7AW DataFrame MR, Al B&hiRBIRE (WA Z-score
B df ['sales'] = df['sales'].clip(lower=df['sales'].quantile(0.01),
upper=df['sales'].quantile(0.99))), HIERTMRKME (ERMPABIER

df ['sales'].fillna(df [ 'sales'].median())). XLt FRTE if-else FHEHIE



19 SEFRRZFEEEM!

15

%, BT 80% M boilerplate 13,

BRI MAIRRERE—TRA T DRE. Al FRRE, FHEREERREE, &
MEBHTMEE, FIN7E Matplotlib && Al WZEH, BT MERREAHEENER
2] AJEEfmt import plotly.express as px; fig = px.scatter(df, x='date',
y="sales', trendline='ols'), fUiBf#I%: Plotly Express B scatter FR#LEIEEL
mE, trendline='ols' BEINSEBR/N_FEIL § = By + f1z, EF 5 BER/N
WEREFESFMITE, REEZEAL. XMEsititomIimMERIEFERRER, EEFULS
e

RBERSEIRANEEL T Copilot WL 42, BMRMAFRTERBU def
clean_data(df): BY, Al SENEELI, SIFHIREEMMK. HIMIERBIIEATEE
A def clean_data(df): outliers = df['sales'] > 3 # df['sales'].std();
df.loc[outliers, 'sales'] = df['sales'].median(); return df. fRiE: K%K
WNEEE (ERA3 o MU, MBEHINE=ETEE), AEPAKER, RBEIERE.
XMEIYANINERR, RBIFHRSOMELE LEIRINRSER,

IMESEREBINEERE Al EiICAFEAEL AN, LEROZE. RAITHIF—RILES Streamlit &
AR AMREL. FI30 Jupyter AL H A Streamlit BZA: streamlit run app.py,
Heb app.py A Al £/, 88X EH widget, RERBREE: EAENLESR, Al TEESD
WBYIEIZERE 70%, MEEFA 5-10 &, BBV AATEIR, MRER. BIBEZE, 80% #&
BOMMEXRALETR,

19  SEFRRFAZA!

NENAUEESIES T A, £ Google Colab /1, k1% CSV X#fE, WA B
FEUEH T ERE L, Al ERTERIE. EEME import pandas as pd; df =

pd.read_csv('sales.csv'), &4 df.dropna(inplace=True); df['date’] =

pd.to_datetime(df [ 'date']), FAIG4EE df .groupby('date')['sales’].sum().plot(Do

XEEIBARIR: dropna BBERERKLTT, to_datetime 3% H A pandas Times-
tamp, ZIFREIFETIEIE; groupby-sum-plot #EREMFEE, BRETEBES, B
PN EEFRENE/LDHH, MEFoHFEF R

FERGIBRERTF MY, F£H Jupyter Al £ 58 KMeans B2, B57 TWEFHIE#H
1T KMeans B2 2% 1, B from sklearn.cluster import KMeans; kmeans
= KMeans(n_clusters=3); df['cluster’'] = kmeans.fit_predict(df[['age"’,
"income']]). XEBARIE: sklearn BJ KMeans #1#a1k 3 &, fit_predict iHEEME
AEFHEFOHREES /> (v — 1))?, RIVEARBESEATE, Al XSMRER, W
% O NERRBANEHE), BETEHRE,

SR EF BT iE FFITN, NARZESIE, FH Hex &£/ Prophet: from prophet
import Prophet; m = Prophet(); m.fit(df.rename(columns={"'date’:'ds",
‘price':'y'})); future = m.make_future_dataframe(periods=30);

forecast = m.predict(future). f&i%: Prophet EMR 5 AtrE ds (HER) My
(B45), fit EMEERE y(t) = g(t) +s(t) + h(t) + ¢ (BB ag. =Hs. BEA ),
predict K 30 XFul, GEEEXIE, XMEMILER LSTM BIRE X ART, EH
ERF 15%.
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XeeplETI R, INEH A/BINIRBEDSITEEN. Er2EHIERNEREFL.
RN PEEEMER XGBoost. fRAILUM GitHub T&= Notebook shFifik, BiE*t
b R RETEITIE 80%. EMERIEY,

20 Bkhk. BRS&IELE

RE®K, Al £icATAMEIEHkGE, MEIRRFANKE (RTE APl ZRTTRE EHRE
B). ALL5E (ETMREE) Mpda (HHRERRRER). BRETFERMESEALTF
M, BRERARNE, SBSERK. NN, BINEEALES, BNAIEREATS
L, MAEFRIER Llama A#GETT, BRmimfiii; SHEARAEHIFINSXIESER
EER;, 2RRRIRE, BAKIESW TEA Silhouette NEIERRE K E1 LURFHER
M, XELHHFRTAANE, BREERW.

AIZREATAENRREASENEH, ZIFXH. BGMES SR, TRBEEN
Streamlit Al 2, BH&ITELIARIETT, FREESW Hugging Face £RIEIE%
XEBBRE— T RENUBIESN, IDRRMFT R,

B2, AIERBATAESEEHIEAITERN, MEEIICIFEERM. LBNXA Jupyter
Al, AT, WMTRER. FEHENER, I TFHER Notebook 2, —i2iEif Al
NEa e
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CAD X%, BMitEHHENIRIT X, BRI TR OEBIERE, XEXHERE LU
STEP. IGES. STL. OBJ 5 DWG FRIFiE, HET M _HEED = HLAEE ST
JUAER. EREL. BRWHISEIRITEINN, CAD XHXEBEEFmMESEIEFHNE
NMERAR. MEITEMBINKENENR, ¥ CAD XHHEREI Web X REERBEAL
R, XMIBHET owDE. BaipRNEEEENER, LRITEARNTRERERE
R ER R R SSE BB,

%4 CAD ZTHEB[KIAMELLE, W AutoCAD = SolidWorks, XLETHRRINAERAK, £
HiRETaRAMLEE. HERTNBERESHER. Web ERNEIGE™IRkE: CAD
XHEFEERER, S8/ A&MN NURBS HiEs BREP if; LRNRXEERSME
TEde. MBI, BREERFEHBIME. AEMHHIAT, XERRELEF N
AREIRFRo

SRR CAD XXfHEY Web SEZRA, MERBIUBTEIERELML, BEIER
PEFISEPRERAI, BRI %E. CAD TR~ REBERESHRAR. RITKHRITR
ARE. Xtk FREELMLL, ARERFKES,

21 2. CAD Xf-EHFNIR

CAD X=X %#, EBME, L STEP (AP203/AP214) 1fl, X2 I1SO iRk
BREP LFEAMET, seleMRmHEIEmMAINXR, REMRE, BRINEZTHAE. IGES
ERZBZIERINBAMNRE, MEFMEERK, STLUU=AMNEAE, XHERN), &
& 3D TE), BERKHENBE. OBJ RS, EMSIE, 5F WebGL HiZME,. gITF
2R Web 5, —#HEIESES, # Khronos Group #EFREFEKRR. DWG/DXF 2
AutoCAD £4, E& 2D/3D #iE, HEMBRE LI,
XAFATRIEM ZH R AFIE S, REUZOJLESIE: TSR, BLEE. @HZE
KNEARRIER, BEHNLUMER, MEEL (Decimation) BIEHEN=AER
DTRm¥E, LOD (Level of Detail) MARMZHMATIER, RIBENERISTIR, 540,
— MNEAHEEREEA 10 FE(E LOD kids, MERmER.

22 3. Web BREARZOEE

WebGL @ Web B2 EA, £#F1.0/2.0 1 ES 3.0 hrid,. HIERELMNNIREES
(Vertex Shader) Fg, MIEERMEIKFIENE (MVP) TiH: v =P-V-M. v, Hff
P AR HERE, V AUEERE, M AREER, v ATIRAIE, M, A TRmaiE
Ak, hcE®2E (Fragment Shader) iTERAHE, BMASRENNES (FXAA)
FIFASZ ST (Shadow Mapping)o.

MREMUEXREE, JLAMRMEA Draco 5 MeshOpt [E4EM %, Draco ERBE AR
BEMEFIREEWN, E4ELEEX 101, EHEESR (Instanced Rendering) £
BAHEREJLMA, XZIEME: @i drawElementsInstanced 2 HlET 3241, IRAEES
HERMEK, LOD 5M#FIB% (Frustum Culling) 44, ZIRRMEHIEINLA, FH
IRAT R EEEANBEME, AXA LOD = log(sgensize), 24125 /A Web
Workers 3 OffscreenCanvas 7 BT 5ER, TEELEE Ul RESEEIINANMNE
(Progressive Loading) #3{%imiEsY, Basis Universal S3Ef#E31F GPU M0k,
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REEFE. HNEFIOMNEERR, B3 B AT H E # 00T ke E:
quaternion.setFromEuler(euler), ZTIFMEMKFETE%IE5 (Raycasting): MR
MERFLE r(t) = o +td, RZXAITHEE, CSGC ARIzFVIELMAEMEIL, VR/AR AR
WebXR APl #3E & & LS.

23 4. ERFTAKRSE

FIEER, Three.js & WebGL &E#t%, Z#F olTF/STL/OBJ %, HESFEZ LF,
HI7EE %% CAD fEMT L3255, Babylon.js &£/ PBR (Physically Based Rendering) ##
FAYIES|E, NFRFAHE, BFSMLERIE, PlayCanvas fEAEGIE, 1RIERIESS
e, MERXEH =, xeogl TiF BREP %, %5 STEP/IGES, =#E CAD £, X
R#N4 D, OpenCascade.js iid Emscripten #18 OCCT A%, %2 STEP/IGES/STL
TR, HEFEFIX MB R
@k A% Autodesk Viewer/Forge, iEfftz=is DWG F4ESR, HEEMLR. Onshape
#1 GrabCAD LI 28 CAD 4R4E, Sketchfab MI%E3F 3D BN, FHiR T AFEIE
glTF Pipeline, ¥ CAD ¥ gITF; CAD Exchanger SDK Z#FZ X E5%H Web SHi,

24 5. LG5 HZELE

—/MEI# Demo ZR#9E1ER K HTML $£/X Three.js #1 Draco Loader, [Gif Node.js A]
ERETARSS, AEN % CAD. #ift gITF. WebGL E%. TER Three.js I glTF &9
ZOAED

import * as THREE from 'three';

import { GLTFLoader } from 'three/examples/jsm/loaders/GLTFLoader.js
= '

import { DracoLoader } from 'three/addons/loaders/DracolLoader.js’;

import { OrbitControls } from 'three/addons/controls/OrbitControls.js

— '

const scene = new THREE.Scene();

const camera = new THREE.PerspectiveCamera(75, window.innerWidth /
<% window.innerHeight, 0.1, 1000);

const renderer = new THREE.WebGLRenderer({ antialias: true });

renderer.setSize(window.innerWidth, window.innerHeight);

document .body.appendChild(renderer.domElement);

const controls = new OrbitControls(camera, renderer.domElement);

camera.position.z = 5;

const dracoLoader = new DracolLoader();
dracolLoader. setDecoderPath( ' /draco/');

dracolLoader.preload();
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25

27

29

const loader = new GLTFLoader();
loader.setDRACOLoader (dracolLoader) ;
loader.load( 'model.glb’, (gltf) => {
scene.add(gltf.scene);
animate();
}, undefined, (error) => {
console.error("MNEKM: ', error);

3K

function animate() {
requestAnimationFrame(animate);
controls.update();

renderer.render(scene, camera);

}

XERIEELBLTR. BNMERSR, BRAMBLEIEAMIRE, OrbitControls 48E
RAREINHNEZH, DracolLoader FNE #2288, Z#FEZE glTF (.glb). GLTFLoader
@i setDRACOLoader 5 Draco, FFMHREHRMEZR. animate EIFIEA
requestAnimationFrame, EFITHHESRM, R 60 FPS 4. Z2IIMNE 10MB
RENEHY, SRATRERE,

YR A RR, Three.js + Draco &2 10MB STEP (BERA=/) % 3s, iPhone 12 F
FPS 45, W7 150MB; OpenCascade.js 25T 8s. FPS 30. 7E 500MB;
Autodesk Forge =ffiftiX 2s. 60 FPS,

ErEFE CDN H&1R8, BLE CORS/IP BH&HEfH&ERE, DRM MEREE. PWA BH
B4ETF, IRLTMNEE.

25 6. PhESRGE

AERELREHENE, ZR=AEB WebGL &R, fRRAZEIER WebGPU (Chrome
13+), FRAHEEGRBHITHE: Mesh Shaders HIE4EMETT, MHEERA 5-10 &, &
EERLBRTZRIREMAINEIR, B MeshLab KiEfEE, Safari WebGL FRHIFEMEL ES
2.0,

REBERLES SVG RELIES WebGL HitgETE, Al MRS INLESR, W Instant-NGP
Web £, 3@t MLP RESEARTRBE: o(x) = f,(x;0,), TSRS,

26 7. RFKEH

WebGPU FFE#iLdm, TEEGRZIFEMITE, Mesh Shaders fifbJLfAlRKkLk. Al IR
&) NeRF & CAD EAH#EEH1T, FRERAR C(r) = [T(t)o(t)e(t)dt, EIMBERE
MR, £75FE CAD 5tFH, WebXR RHIMRRXE, CRDT + Yjs SLIIKBIIE, trA
HEH gITF 2.0+ ¥IEM B, USD Web ZiFpsiiR,
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27 8. &5

CAD Web ER£HEEMHA, MBETRE WebGPU MIE, JEIGIHINME, HEEM
Three.js #£F, TTEAFFREME, ¢3PfrEE Demo, ZFEEIE Three.js X#4. Khronos
gITF =il Sketchfab Embed #1 Autodesk Viewer API, X GitHub B9 awesome-
3d-web B,

28 IR

R FFRRDN ETFiR. £% WebGL Fundamentals #1 SIGGRAPH CAD 83X, FAQ:
DWG 4325 Forge 3¢ CAD Exchanger ¥ gITF; A Draco + LOD 3 EMN#H.
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28.1 1.1 HDR EfGRAEHLR

HDR Bf%, ISHSCEE S, fBHEEAENTERABGNRECENATER. B
Scit SRR R REEEE MRIERRRZIRIRE M EESEE, M HDR fKARE I
RAEFRBRTGERE, FEETEY RERTEEHERREE (nits), MMERBESAT
HILRMTEESER, S2ZXtt, LDR (R#HACEE) BGRZRT 8 (IS BB YwS,
BHEREERN 0-255 MREE, SESNHIBIMPTERATHRE. £ Web HAT,
HDR MMMEEHZEOE, FIINREMILAIHRAERMNTEIIR, N5 EELINSEEE
%, AR/VR =M% m T EBARRBIE, MiELdmis TRNEELL AP SR ARERI

28.2 1.2 JavaScript EEIGIEFRNAE

JavaScript {fEANNBRFEEHEKIES, EARRBRANERLIEES. @id Canvas 2D API
AT LU T EMGRIZIE, WebGL MR GPU MR E EE3RIE, M Web Workers #
OffscreenCanvas #—S R L EIBELRE T, XERARHL S TN K815 HDR L IBK
HIETRE, BT RS HBERMAMIEH TR, AXETEMEMBIERTEIESR Tone Mapping
B, BSESRELINTEN HDR BGRAIEEE, BinEW@EE%R Web KA.

28.3 1.3 IERFIRAIR

EENESEM JavaScript RIZRIE, B3E ESG+ B EMFR P AIE; #% HTML Canvas
APl EARRE, tNEHIBGMEGREESLR; i, TRESNZEREES, InEiz
BT, BEBTEMREETEEIR,

29 2. HDR El&EHEe
29.1 2.1 BIASSEES Tone Mapping

B RNBMSHASSEE A 1014 ¢ 1, MR 2R3 HE 100-1000 nits WIS ERE,
79%% HDR #tiEI59ZEl LDR B7R, Tone Mapping Operators (TMO) 2#ZER, &
/& TMO 41 Reinhard Bi&@:I 3 $EFRLIMISIEE, EBFHRRN L, = iizw’ Hrp
L, AtRRE, L, NET=E. BE TMO %l Drago NSINRESE, #HI1TEER K
Bt Ly = logy(Ly + 1) x bias, BFHREBERENLE, XLEEEFETRXESET
B8,

29.2 2.2 HDR X 5#EXRT

HDR Elf2 % Radiance (.hdr) 3% OpenEXR M TEHET SGEIE, JER Web B
8 {I4U2MRG), 31\ RGBE (RGB + £35#) HiD: S MREM RGB BB 8 (IRME
&, A 8 (IS, THILY 30 (B, MIBAN O = M x 257128, Heh M WM,
E J9$5¥. 7E JavaScript §, %i§ SRGB MR L4MN RGB LUt {TYIEHE: 4
BB L = (s/255)>2, ACES ZARABIESEM— SR T X—Ti,
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203 23 BASRmE

ZBNMABEREREBRLENEGRFTIER HDR, FIMA Exposure Fusion BiAitE
WE: BHNENE S =1 - exp(—A;), MEENEEFHEZHHET, WHE A, B
WERNSHERE, XENEMERS, HDREEA L, = Y wig(EV;)/ > w;, HEH g 7918
VR %R (CRF), Fi@id Debevec BiEfhit,

30 3. JavaScript MIEHER

30.1 3.1 % API 5

Canvas 2D API Z2&1RERE!, WEA ctx.drawImage(img, 0, 0) MZFEE. WebGL
2.0 RSB ®es, I Fa8IE, OffscreenCanvas RIFTE Worker HEZ:, B
FEIEEE, E three.js B9 RGBELoader RIEEMNE .hdr X1,

30.2 3.2 BRMESF R BUELIE

£ fetch 1 ImageBitmap MN&E; HDR #438, 7AF&iT ctx.getImageData() FKEX
Uint8ClampedArray, ¥4 Float32Array #1T##S, RECENT:

async function loadHDRImage(url) {
const response = await fetch(url);
const arrayBuffer = await response.arrayBuffer();
const hdrData = parseRGBE(arrayBuffer); // BENX RGBE f#ifr2s
return new Float32Array(hdrData.pixels);

}

XEEMEE @ fetch 3REX HDR X4 Z# FI%38, arrayBuffer() 3R [E] Array-
Buffer, B&/518 A BE X parseRGBE K #1247 RGBE 4h3, BT 2B EEAIR(D
Float32Array. Z3EHEREXAEFEER, IFEEITE,

30.3 3.3 MRELILER

Web Workers #it+BHHZNEE4%TE, FH postMessage 5% Typed Arrays, Array-
Buffer HERFEE SR NI FE,

31 4 BB
31.1 4.1 LDR % HDR #iE&&

MZ 5 LDR El&4 R HDR £k # CRF HEIE=E. UT2IENIESE (Radiance)
S

function extractRadiance(exposures, corf) {

const width = exposures[0].width;
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const height = exposures[0].height;

const radiance = new Float32Array(width * height * 3);

for (let i = 0; i < exposures.length; i++) {
const ev = exposures[i].exposureValue;
const pixels = exposures|[i].data;
for (let j = 0; j < pixels.length; j += 4) {
const idx = Math.floor(j / 4) * 3;
for (let ¢ = 0; ¢ < 3; c++) {
pixels[j + c] / 255;
const 1 = Math.log(crf.inverse(q) / ev + 1e-5);

const g

radiance[idx + c] += Math.exp(1);

}

}

return radiance;

}

o

~

LR EUZIRERE 570 CRF R, BEMBHERNERSE, MERHEKER, 1HHE
JEEVRENSE: &3 CRF EMNRKRERE g HILMRE, WMHHMNTEY, REEH
RIR, ZERMAAMBEER VD HSER, EEREREM.

31.2 4.2 Tone Mapping Operators 323}

Reinhard £/ TMO {82 H8%, H JavaScript lrZ&73:

function reinhardTonemap(color, whitePoint = 1.0) {
const luminance = 0.2126 % color (0] + 0.7152 * color[1l] + 0.0722 *
< color([2];
const tonemappedL = luminance * (1.0 + luminance / (whitePoint *
— whitePoint)) / (1.0 + luminance);
const scale = tonemappedL / Math.max(luminance, 1e-5);
return |
Math.pow(color (0] * scale, 1/2.2),
Math.pow(color (1] * scale, 1/2.2),
Math.pow(color (2] * scale, 1/2.2)
]

KRBEBTERAFEERENRE Y (£H8 BT.709 X&), A Reinhard ARXESE Ly =
Ly(1+Ly/L2%)/(1+ L), EF L, AAR. FHEAFIEE RGB&E, &/ gamma X
IEE sRGB, ZBE22BEIERN, BEFHESHAT,

FFHEF TMO, WebGL Fragment Shader EE3K:




precision highp float;
2luniform sampler2D hdrTexture;
uniform float whitePoint;

4| varying vec2 vUv;

6| vec3 reinhard(vec3 color, float w) {

float 1 = dot(color, vec3(0.2126, 0.7152, 0.0722));

g| float t =1 (1.0 + 1/ (w=*w)) / (1.0 + 1);

return pow(color * (t / max(1l, 0.0001)), vec3(1.0/2.2));

relvoid main() {
vecd hdrColor = texture2D(hdrTexture, vUv).rgb;
u| gl_FragColor = vec4(reinhard(hdrColor, whitePoint), 1.0);

}

It shader £ GPU EZF&ZEH 1T tonemapping. precision highp float EREERE
F 8, dot ITERE,; Reinhard EK#5 JS fr—3,;, SEREFRE gamma RIEEE,
uniform whitePoint 7AiFLATET,

Drago /&8 TMO FRRBEN M, EEE&EMtLHR.

31.3 4.3 ZEBRE

Exposure Fusion it E =1 ERft5:

-

function exposureFusion(images) {
const weights = new Float32Array(images[0].data.length / 4 * 3);
s| /] WWEEME. WHHE. BXNE (BRAT)
/!
5| const fused = new Float32Array(weights.length);
for (let i = 0; i < images.length; i++) {
7 const imgData = images[i].data;
for (let j = 0; i < weights.length; j++) {
9 fused[j] += imgData(j] * weights([j];
}
n 1
return fused.map((w, i) => w / Math.max(weights[i], 1e-5));

BHRZMMRER, REE—K. ZEFRAEEFENXE, BREXMNR.
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32 5. TERFIIE

321 5.1 201 HDR &&=28

WE—NHLERE, EREBYBRM Canvas Mk, ZOMWIE: MNE .hdr — 15
Float32 — WebGL tonemapping — 4%l LDR %t

322 52 EERNA: KB HDR 4migss

TERNEEEZEGRE. TMO SHEIRM PNG S, M88MIX 2R Chrome £ 4K

HDR _EiX 60fpso

32.3 5.3 ERFIESR

7 React ¥t WebGL A1+, f#H useRef 487 Canvas, 1% Three.js HDR 15
eSS

33 6. @&EESMmKL

33.1 6.1 GPU Mi®5S Compute Shaders

WebGL Z@EERENH S TMO; WebGPU $E5|INELE Compute Shaders, ¥
FP16 fniR.

33.2 6.2 HlERFIIEIR

TensorFlow.js AIMNE;, HDR B MR85

import * as tf from 'atensorflow/tfjs’;

async function enhanceHDR(inputTensor) {
const model = await tf.loadLayersModel( 'model.json');
const enhanced = model.predict(inputTensor.expandDims(0));

return enhanced.dataSync();

}

MEFNERARE, MNKEFNIERE L. %75 7AF A CNN FIE RIS, RAAT
(V=1

33.3 6.3 #%ohins PWA L

WebAssembly i@id Emscripten 4gi¥ C++ TMO, &&= b 5RE,



28

334 6.4 RIRMESHIRTTE
HBRAEMED Polyfill FBR; AERFRERMAIRVIE: BT Float32 k.

34 7. ELMRERFHI SN

S MiILfER Canvas LI HDR IS, fRARF BT, HX5|EEM WebGL TMO, SEI
SKEYEhASSEREl. HDRIPS iR IREhTEL#t 8 SDR iR T B,

35 8. HiS5RE

JavaScript &4 WebGL #1 Typed Arrays, BRUSEEIME~4 HDR I8, MEIERRD
Z| GPU tonemapping £ &1k,

35.1 8.2 kK

AVIF HDR #&=(#1 WebNN B4R B8R EZHF, HDR 278 APl #EB B,

352 831TnHS A&

WFEERTF AN FEIR, T8k GitHub B, 35 ZSEFRMN A&,

36 MR
36.1 A RERBEE

J£ 0 GitHub: github.com/example/js-hdr-processors

36.2 B. &EAHIR

Reinhard B9 {High Dynamic Range Imaging) 22L& H; Khronos WebGL
Samples & shader 7rffl; HDRIPS #iE&E A FE &R,

36.3 C. RiER

TMO: Tone Mapping Operator; CRF: Camera Response Function,

36.4 D. E¥EE

v1.0: #hR&%, #F Reinhard TMO,



