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Porting

Why WebGL

Demos

Conclusions?



• Native UI Evolution
Desktops, Mobile.

iPhone, WP7, Android, MeeGo

• GPGPU
C++, Shaders, WebCL, 

Optimizations

• Web UI Evolution
Static, Web 2.0, Flash, HTML5,

Javascript, WebGL, Desktop Link



• Stock Market
Real Time! Sockets. Responsive. Trading Platform.



• Social UI
Pretty Pictures as Tiles.



• Scripting vs Native
XNA, UnrealEngine, Unity.

Behaviours, logic, event driven.

• App Components
Database, File IO, Rendering, 

Audio, Controls, Socket, HTTP, 

GPS, Gyroscope, Compass, 

Camera, Video

• Javascript
Hacky, inheritance, 

closures, lot’s of 

support, getting faster.

• Cross Platform
Write once, patch everywhere!
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Web will be supporting WebGL and 

Native Client. Native Client 

supports C++ and OpenGL.

XNA uses with DirectX and C#.

However, we can run C++ through 

managed libraries.

DirectX is very similar to OpenGL.

A wrapper will be required at device level.

Qt, iOS and Android 

support OpenGL.
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Qt and iOS both

provide OpenGL views,

which will be

passed to the

wrapper.

The rendering wrapper

will provide the shader

and drawing calls.

The local application

can use the renderer

provided by the

Engine.



• debugger
Crashes a lot, not available on the 

phone. Lives inside the browser!

• floats
float = var. Everything is var. No 

referencing for primitive types.

• inheritance
Over excitable object inheritance.

• optimization
var lineCheckBox = this.lineCheckBox;

for( var i=0; i<length; ++i )

{

var checkingHitObject = list[i];

checkingHitObject.refreshCollisions();

var checkingHitDistance = lineCheckBox( start, end, hitObject.min, hitObject.max, hitPosition );



• Limited
Still not available on all browsers. 

Works different on browsers. • Mobiles
To be continued.

• Crashes
YAY!
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• Database

• File IO

• Rendering

• Audio

• Controls
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• Compass

• Video

• Camera
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Source code provided by Chris Bowers & Chris Wilson from Imperial College London



WebGL

MeeGo

Android

Linux

Mac

Windows

Source code referenced from learningwebgl.com



• Database WebSQL

• File IO LocalStorage

• Rendering Canvas/WebGL

• Audio <audio>

• Controls touch events

• HTTP XMLHttpRequest

• Socket WebSockets

• GPS geo-location-javascript

• Gyroscope phonegap

• Compass phonegap

• Video <video>

• Camera In the works

• JSON JSON



• HTML5
WebGL isn’t Canvas? • Security

FEAR!!

• GPGPU
Web on Steroids

• Testing
PhantomJS

• Mobiles
Must resist ranting on 

this topic!



• Mobile
Helium, WebKit, Light, WebGL

https://github.com/OrangeLabsUK/Helium-Mobile-Browser




