¥E4ZE GPU (Graphics Processing Unit)
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BN AN— Ry =27 CEXHBEIONE L (¥ 64), ZHUE, ZORAT—TVOMNBENFT X THEIT
FATARED T DI N R =TI LD RENR G ThoT-2 L &, HfliZe< ViR LALERF.LO
72N — Ry =TI X D2EELOIENRKRE N EEZZ NG T,

ey )yEVY

7Uyﬁyﬁfmﬁ@3;—fun—A(7Uy8y7 “fH) OBER LMD D NI =ATED
WEDODKRERERD, TOMNBEBTINOEZDEHLET, ZON—Ry=T73 7V vy 7T 4N
A X EMTIL. EEAWCTZ OB EFITLET,

e SXA54X
TABLTARADZ Yy N T v TOAT—V Tk, ZAFRODOFEE R EE2KD, Thnb
BEEM OO DR B ERH L E T, ZONBEICITDBOBEEEE & S ma A s E T,
EBEWMDOAT =TI, ZAFRORNIICHDL 777 A MEBIRL, ThEBVIELET,
AU HM B O MBE O < VIR LLERIZ e ) £,

o [SmEEE

HOLDIZBEINTRZZWERDZREINRNE DI T D EBEEELE T, THSDOT 7 AED
WL R D7 Z 7 A MBI AMEERD, TOMEET T ANy 77 L OB EITVET,
T EEEEE & S S B £,

® IS AL NDIEEATIT

THRDOT 7 AF Y ERED, MBS0 7 Z 7 A > MBI HMifEZ RS, 2Oz AT T
JAF ¥ AEYDOGEEY T 7 LET, ZRIC, REVEAICKIT DR O0EL 0 7
TTAL MBI LHiMEEZRLC, 777 A FOBERELET,
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% 7
2 B g 7 20 x4
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412 OFAMUREBON—FITTIE

VA ANV ON— Y = TR, Z OO T A (FE/NUREE) O — R
VT DAARBEPOTIZDIE, 7T T A MUBEON— Ry =7 b X W ETENLE L, L
U, ZORT T 7 4 v 7 An— R0 = TICELGHAKRENBMS ., ZOREL 7T T 1 v 7
ZN—=RU=THTITOND XV EL, ZHICKV L Z ) T RAT T A o BRD N
— Ry =T bR ER SN2 &b, 2D/ — K7 =7 % GPU (Graphics Procssing Unit) & FE5
X0 E L, 2O R =TI FITEIELEHE (Transform) & PREAGHE (Lighting, FE521)
) 2FETTHDT, ZOKREIZ/N— R 7 =7 T &L (Transform and Lighting) & FEIZAVE T,

® FEIRE

CG TIIFEIEEZ 4 WITDORIRIEIE TR L, EIEABRIZIE 41T 4 SO EFTHERNET, £
DI=DHIT 4 WOXT FVELONFEFE FEREE) 2 EZ 77 2HEGSHESNET, 417 4
FIOIEFITHE 4 RO ML & OfEIE, ZONBRE 4B TEITTEET, £/2, 417450
EFITHIR LEOFEIE, 1781 &7 MV OfE 4 Bl 5V ITNFER R 16 BITETTE 7,

o MEAGtE

FRBAGHE (FRRAHT) 1Tk, — MR TURIBHE & o 50130, SEHR O, BEGEHHE. B &
OWAERHRL, AN, & L CHRMIFHIMME 2 1 E LMD 2 7 Z o 7 En v b
F9, SMEEGHRIZ Y MLV OEROIEF O AN 2 HRE (Swizzling) ##AGHLED Z LT, N
7 MOBERITEOFE2EEF 1B THEITTE LT,

£ 7 7
) A EYTE
aNENzIL VN IN2RCRS
53 53 \y T
AL N B
=3 G EINE Fr M2
a A . (=3 iz
| d H B H B
i s o
# i+ m
SR - B - HE FHRF v
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413 JaFds5v I —HICLDBBEEHRZ

FEHER IR L o B TR T T4 OREBITIZIEEE L TW=D T, YHNIEHRD X 9 e
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— R =TI K DEENREEPITONE LIz, TOH%, 777 4 v 7 AN—FRU =7 O k)R
WA, ZDIEARBIGRBUT T 2 EROZHEIITHIE LT, 2OV Z Y TR, T T4 02
T LWEREN EAEALBINSNTHnEE LT,

L, BERENDTRTCOMIEEZ N~ Ry =7 CEESTLHZ LIFRETT, Zhid—FY
=T HEEHEICT 7T TR, Y7 b =TI ENIRTORE LN DIZR> T LENE
T, EZ T, ENEY 7 MU= TIICHEETE S L 91T, GPU O—HOEREIC (FFOY) CPU D X
ANTa I IV TELIIICUENMAONE LTz, ZOHMAEZ Y = — X ENNET,

FT, VA NIREDORT =IO PRN—F PR =R, 777 A NEMOBEEAITO
AT—=VNISTAV M —FICEEBZONE L2, Yz —T4 VT EBREMTOZ L 24h
LETH, Dx—FIIREMNTUIMNEELE R E O S S ERULEEITVET, ZOHSNT
07T 7 LI Z SR ATHNS K D AR LI O F ik CIERALE DR EZIT 720 |
R 2 IR EREEA T 2T THZENTED LR E LT,

EEHEEN—FD T

o 2
N\ 7 Z
[ E 5 g
7 1 B E 5 g
Y T~ >

o ey o i 2 B
D b ~ 4 D2 e
T 5 T =z T o
| # | i
4 4 =
KR -HRR - ME TIRAF ¥

K 66 7OSFS5<T TS —4FDEA
414 SFAHA MY —FDEM

TT3T4 T AN=RY 2T, ZZETT TV = arDoEONEVFA NI T —4%
ZOFFHEHMEERTDHIEMERET L, LEB->T GPU E0nx L, TONETYAANY
T—REERTHIEIEHY EFHATLE,

ERTLGOMEE EIF 5720 RRT ATV 27 hOT 4T 4=V EHELED ET
WE, 77U —varinb GPU ICEA VA A NI T —XO&EBRKLET, &2ANB, 50
&2 A GPU [Z, CPU 75 AT (N CPU I SN Tz LThH) AMEn—Ro =T
(peripheral) #\W\CTT 5, CPU 5 GPU ~DOFT — X OEHIZITT —X Da b —n"RELET,
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ZOTFT—=HXOat—L, ST (discrete) > GPU TH X PCI-Express 72 & DAER S A %%
HLTIThRETND, BAKEHZY OF —F OIBEEIIIBARH Y £, W< 5 GPU %
B L CT —Z OWMEMEREZ M ELTH, TOEETET — X OEOFRF LR O 72912 GPU
DOMRNFITERNE N ZERRIVHET,

ZZT, TV arTEAT Y2 NOMEOYAA N T =2 2K L, Y —FT
077 LML T, GPU ONECTT 4T 4 —NERDIAA NI T—HEAERTDLEND Z &
NEZOLNE L, TOEODOY=—ERNTOF A N) 2 —FTT,

UAA RN v 2—FE, BIBEON—T v I A 2= NHELNTE YA AN T—4% (S
AR ETEHARME) 22000, Tytb—3 Y GERKEOMSE) 7o & ORI EZTT - T,
B LWEARIE & THRUB M2 AR L E T

BB, IOV=—FEIA T arTHY, GPU TUA A N T =X 2ERT HLENETR
FAMET N TEET,

EEHEEN—FD T
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NAUIRNY
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BSOS RFHE T U %3
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415 DX AP —FDHMNE

VAA RN =TI, HRBMEOREL T v L — a Ofilf & BRHIATV, AR S
VAR N F—FBEOEETASTAPITHALET, Lol ERSNEVAA Y F—
A LT EEE BRI E DA A VR E MR T2 b bV ET, T TUVFA R v
=X, Tyl —varOREERET S TyEL—Ya vl —F L ERICT v
—a VEITOEEREN— RV 2T OTFyEL—%, T LTERSNEYA A N F—HICxt
LTYVAA NV EIT) (N—T v 7 A z—F YT D) TyvEL—2 3 VEHE 2 —4
Wb S E Lz,

EEHEEN—FD T

7__
Y
_ + _
v vl 5
AN + é * . 2 2
| L 3 L E 5 g
T [ v | v 2 5 g 2
3 1 3 D ™ b
- e Ll TN E 8 o
v il T B ‘{ ~ 'f D {7
T fin 1 i 5 P x T o
| > 2y # | i
" BRHE |5
N * N
A T A
A
FR-BRm - ME THORAFx

B 69 oA AT —FDHMAE

BEZ, INOORERTREZHME L TCLU XV IR T T4 AR ENTZ = —F D
ENC, HELHEZBNE L TCLUE Y T RATT 4 LML L TEMESE 2 Z &N A[REZR
avEa—broz—FbBENShTVET,

416 FRETAHFDOEE

TABTARDEIE TIENA T TANIFTAA NI T —=EZBRNATEY, 7AX T4 XL
DINATFZA NI T T T A T =B TVET, FAZTAFEITAA NI T =X %7
FIA T = RICERT HEEREN— Y =T TY,

TALZTAPFEFHBEDN=T v I AL 2= FHHWNEVAFA NI v =—H | TykEL—T3
Vil == VA A N T = Z TR0 | EARKE OB VIR LA AT T, 7T 7 A
Y EOEREITOET, TLTC, BRLEEAD T T I AL NI T A by =—FaEID Y
T, TOT7Z 7 A MBI DHEMENE (EA00E, THAA, EROERXZ ML, 77 AT %
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JEAZ 72 &) OfEE ¥ LT, 777 A hro—FEEHLET (K 70),

Ny T 7 VAA/B AN 7L—A
A7V Uk vr—4 Ny T 7

BEREM

EAXF

H s

BRENTZTX 2 b

K 70 SR 54 DK

B, TOXONYI7AIToI MI, VAA M) T —H% GPU LICRFF+T 2 A =X 1
TT, T OWTIEB TR L ET,

42 7I)5r—30EDA BT —R

TV —ar, b5 CPU IO TIX, o0 UHTAA NVWBLL T Z 7 A |
WHEONE L =—X 70775 LT L, ZNENN—T v I AL ==K LT T T Ak
Ve—HICHRELET, VU OEHFEIT I = a o THRIELETN, &I TIEE L D
oy = — X TRk LT, AEEZTE 5RY GPU | %%?é;5:bi#o

FEEIC, il 25— DT =2 HH 510D GPU 1260 £§, %57 — X XTELDONED
ﬁﬂ\Eﬁ“ﬁbw\TﬁX?¥W@@k@EﬁEE(wmm®Tﬁ}:M%CPU%K%%L
NI FFA T FEMEND ATV L LET, HABMEZRFTLI NNy 7747V x
7 N, KRCIBERNy 27 A T Y kb (Vertex Buffer Object, VBO) & W\ E3, ZDIEDNT,
MENZHVWITEARBED A V7 v 7 2 (FF) #THRBMEEIIRNCRFT 256000 £3, 2
MEA VT D RNy T 7FH T4 bk (Index Buffer Object) & FEIEN F 9,

Ny 77 A7V =7 MM TERRMEZ O TR ORE 217 5 121%, TEAEEOFE
TEICHBLEAN Yy 77TV N, ENODON—T v I AV 2 —FIZT— X EANITTDH
FikE, TBREBIA Ty kb (Vertex Array Object) (28T 2 LENH Y 9,

FANRO X D12, BREZART DEICIITEABEDOMIZ, Hx 2EHR (RNT A—F) PN

2720 F97, ﬁﬁmu%iﬁﬁmf## IhEb L &méﬂé%?w%@%E:—%@\&
AT TR INET, INHLHO LD GPU IZE-sTHEBLMERLY ET, 6T
S OFEITFICIIEESNARWER T, v 2—F 7177 A0 51T uniform 3 E L TEMH
ENFET, TORAFYLEERIC, HONLEHD GPU IOT 7 AF v AEVIZED £,
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AR Y 7 N7 =T DA T T4 HFEBT 57D, GPU ODN—R T =T O/, T T4
XX 71 O X9 7o ERRIZ 72 > TWET, ZHUE OpenGL 3.2 OD/N— R =7 DO/8A 754 O
A AL L2 b DT, OpenGL 4.x TIEE HICEHZENHZ TWVET,

rTIVT—3Yv

BEARXF

4 L A L GPU
Ny IT7ATITI~ .

IN—FT VIRV T—% uniform

LYX%

IAXNYY =%

J0wEVY

—_—

AoU—=IvEVT

; TIAF ¥

XEY

FRIANRL—Y 3V

T

JL—LNNyT 7

TARATLA

BRI

B 71 B EDTSTAVIARN—FKO9TT7DINA TS54 DBEH
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VU ORENE, T/ ATy~ v BTN T O TVRAF YAy bEfREL, TR
THTI7AF ATV bR Y TlbE, HET 5 —r O Rk L TEARS A~
V= PEiEEL, BT MR AR EORRER (primitive) & HiEIIZHWDTE
RIBTED Ny 7 7 A7V =7 b EO#MHEZEE LT, MilimaceF T LET,
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V= AOTRTTIVTIEONS TR I VSRRV I T4 VIR LI, 7
774y AN= Ry 2T HIZBBEORDO L DORH Y £9, WFhb C FFEICETHET,

=R

® HLSL (High Level Shading Language)

e DirectX IZXHSLTW5
Microsoft 7% NVIDIA DO/ % 5 CTEIF

® Cg (C for Graphics)
DirectX & OpenGL (2% LTV 5

e NVIDIA (X v BHZ

® GLSL (OpenGL Shading Language, GLslang)

=Zh

e OpenGL EHDY =—F 4 >/ 53k
OpenGL ARB (BLfEIL Khronos Group) (Z L Y B

Z Di%#% TlE GLSL (OpenGL Shading Language) ZfffH L 3,

512 Yx—47055LDESHE
INETHANI@Y, 7T T4 T ANAT T4 BITIR, TERENRRLIEE ZRIZT =
—ABHEELET, THNHIE OpenGL O/NN— 3 NI X > TR 7,
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OpenGL 2.0 OpenGL 3.2 OpenGL 4.0
(DirectX 9 ) (DirectX 10 f8) (DirectX 11 #%)

N=TIIR =4

N—TYHR =4 TytL—ay
IN—TYHRz—H5 H@Es x—4

stav—5
I5Y Ik T—H Fovtl—ay
3T r b4 PRl —5

IS5 A =4

720penGL DNN—2 32 &Sz —4TAT S LDIESE

OpenGL 2.0 [MEHIREEMED L XV U T RA T T4 EDEHMEEZBF L TNDHTD,
ZITMHOBATITIII Y AT W OO, FEkfibn < R oML ZATHWET, DR
DOEESIZEIT D OpenGL DEHIUIL 2013 £ 7 AIZY U—RA &7z 44 TI N, BEF DR
TWVWHTRTO GPU RINZEHFAR—FLTWEDITTIEHY A,

ZZ T, ZOiFETIE OpenGL 3.2 @ Core Profile (3l o H.H#aME & Feff U 7-414%) 2% 5%ic L
FT (EWVIDEFVIRTEEIXF vy vF 7 v 7 TETRNET), 2L Mac OS X 10.7 (Lion) LA
Beb it L CWWE T, 3 312 OpenGL D AA—V 3 & ZHICHISE L. GLSL O AA—Y g U %
RLET, FHINOETIE GLSL Y —27F a7 I LIBITHR3—2 3 v OFRLDTT,

% 30penGL M/A—2 3> & GLSL dNN—2 3>

OpenGL D/\—3 3> GLSL O/t— gy
1.5 1.00 (100)
2.0 1.10 (110)
2.1 1.20 (120)
3.0 1.30 (130)
3.1 1.40 (140)
3.2 1.50 (150)
3.3 3.30 (330)
4.0 4.00 (400)
4.1 4.10 (410)
4.2 4.20 (420)
4.3 4.30 (430)
4.4 4.40 (440)
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5.2 HF0EEFIE

73 1T OpenGL 3.2 @ Core Profile (2317 5 KEOHHFIEZ R L £ 7, CPU HITEMET S
TV r—=var7u I ATy a—FT7 I AL T, £NE GPU ICHEL TRBE
o Fio, METHHBOHEABMEZ, HH22CH GPU o AE Y EICfHE L TR W ey 7
TATV = MIEELLTEEET, LT, MEORMEIMED > =—F 7T u 77 AZHEL,
HRBWEZRN LTy 77 A7 V=7 M EHET 2EARKEEZREL T, Mz EITLET,

CPU

Sx—H#T055.

RRRE

78
E&2
TEMS
HR4
AR5

AU NI

B —H\ N eI—,
W—H\7T\U%\J U

uopisod |6

H 73 AROEEFIR
53 x—47055LDERK
531 > x—47075LOERFIE
GLSL O ¥ =—Z7u 277 hefMT 2 FIEZ, ROX IR ET,

1. glCreateProgram() BIBUIC L > CTF R /T L4 7V =7 FNEfERR L 7,

2. glCreateShader() B3I K > TNN—TFT v VAV =2 —H LT T T A Nz —F Dy = —H
F7V s NEAERLET,

3. glShaderSource() BT L - T, fER L7 ENENDOY = — X F 7V =7 ML TY —
AT0T T N sibHET,

4.  glCompileShader() BA#IZ L » CTHARAATLE Y — AT a7 I hxa s AL LET,

5. glAttachShader() BABUIC L > T VI LA TV =7 MY ==X F 7V =7 M EAIA
HrET,

6. glLinkProgram() B L > T v 7 647V =7 N2 7 LET,

LD LD =—FDT 0l T 5477 MBERENE TG, K ZHE T 5]
\Z glUseProgram() B 3/T L C, REOHEICZ Oy =—X 70T Lo X oI LET,
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532 Yx—40DY—XRTATI LA

ON—TFTYHIARLI—HEDY—RTOYT5 LA

NeT 9P AL 2= DY —ATa T T 5ELT, ZZTEHEROLDERHWET, 207 s
FAF, ANENTEZHET —ZDOEDUEDDHEBICR L TEITEINET,

#tversion 150 core

in vec4 pv;

void main()

{

gl_Position = pv;
}

ZO1ATH® #version OITIE, 425 GLSL OX—T 3 U &FREL £, 150 I OpenGL
32 @ GLSL O — 5 Thd 1.50 &K L, core | CoreProfile THdHZ L aERLET,

2HITHEFZOY ==X T a7 ADOANNER pv OES T, in 1 L2 OEEREIO AT — 7
OF =2 aX ML aRLET, N=T v 7 AT ==X D in BEITIE, CPU nbikEbIT
MET — 4% O—2>DOTEROTEFABMENRE SNE T, ZHUIFFIC attribute 22808 WD ET,

vecd (T2 DOEBOT — 275 32bit FEY/NIET (float ) D 4 EEDOT —Z bR DN
MBITHLZ EERLET, X7 MUVRNZE, ZOIENT 2 BHED vec2, 3 BFED vecd
HYET, NI FPAOFKEFRIT, C SFEOMERL FARIC Ky MERT < 2 W TERL D%
W {X.y 2w {s.t.pq) HOWEL {r,.gba} ZHT25Z2LICL0, ZROMRAZITH
ZLENTEET (R 4),

R 4GLSL OTF—4 B

EHOT—5E AFS R NVBIDER
float BREEZE/IER 1 &
X .y .z .w
vec2 BREIE/IER 2 @
vec3 SBT3 1B "9 ba
vec4 RTINS 4 18 s TP
LB
vecd pv; vecd BIOEHEE
pVv.Xxy pv OFE1,2EHR, vec2 T
pv.rgb pv ®%1,2,3E%K, vec3 #
pv.q pv DFE4ER, float H
pV.yXx pv OFEL22EXRDIEFZANEBEZZHD, vec2 B
pv.brg pv D%1,2,38%%3,1,20lBICENNEZ, vec3

V=X 7ur T LI C R CH SEEAEEE main() BB O EITEBMBLETS, 2L, v
— #7077 A0 man() BT, SIBERET. HERTILLHD EEA, LEN-T, B
¥ D EFHEIT void main() 12720 F7,

CPU M BN THARMEIL, —H GPU NEETIIEA NNy 7 7 LI D A E VIS S
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NET, TOH%, CPU NOHEfMmENE2 N5 L, GPU XTHL NNy 7 7 B THM Z L ITTHM
AT L, £k attribute Z2EUTHEM L T, XN—T v 7 A = —X 2B L E T,
gl_Position |X GLSL OfAIALZEE T, ZOEBIZRALIZMEN A T T4 L DIROD AT —
V(TAZTAFRE) ITELNET, N—T v I AL = —F TN T ZOEBIMEERALRT
RV EFH A, ZO7 17T AT attribute £ pv Z#FDF E gl Position [ZfAAL TV E
Tho, MEOHEICIEE SNTZHABEEZEDEEROAT VDT AZTAPFIZED £,

@ JSHAVKYI—HFDY—RTAYS LA

TITTAV 2= DY —AT7 07T HIE, WOBLOEHWEST, 207 s 7 ATHE
THEBOOE DO ESDOBEBICK L TEITEINET,

#tversion 150 core

out vecd fc;
void main()

{
fc = vec4(1.0, 0.9, 0.0, 1.0);

}

IO 2ATHIZ, 777 A NOBOM DL LTHEY B fo OEKES T, out HEIL.
ZOEEPRDAT =T — kDM NERTHLZa2RLET, 7797 A My =—H
TiE, HAOZBIRALTER T V=L Ny T 7 DA T =y 7 7 IS ET,

vecd() XD DEE % vecd BUTEHL (v A b)) LET, HALEK fo IZiFEEFET R OR).,
G (Fk). B(H). BL® ARBHE) © 4 RO MERALET, L7 L —L Ry 77
(EZHA L7220 (BREEZHERD) 7eb, 777 A byz—4 T discard B2 FEITLET,

533 FOYSLATSY FDER

VXDV —=ATu T L% GPU TETT LTI, Fhbrxar A7 LT, ¥
== A DTRSTRFT V= MEAERT DM BN DY T, £F, glCreateProgram() BI%T%E
DT T T LA TV b (program) ZERLL £7,

const GLuint program(glCreateProgram());

GLuint glCreateProgram(void)
T TAF T MEERLET, RVEIIMER SN T 0 T A5 TV 27 N (FR)
T, fEkTEIEL 0 TRWIEDOER, fFlTE i 0 ZIXKLET,

534 Lrx—5ATTxH FOER

WIZ, V2 —FDY—=RATaTTAhEea s ANV LT, Yo—FF TV NefERRLET,
ZITEN=T v I R == FE2FINCHILET, 777 A N == DY == FF TV
Mo, A CFIETERLET,

FTY AT 0T T LDOFATELFINCL T, ROXDITERINARMLET, 2D 1 THD
#version DITD X 912, 1THHN # OITOITRITIL ¥n' BHETT,

static const GLchar *vsrc[] =

{

"#version 150 core¥n",
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"in vec4 pv;",
"void main()",

Trn
J

gl _Position = pv;",

}s

ZLTUTFOFIEIZELY, Y—AT BT T LNEY ==X 4T V=7 b (vobj) ZVERKLET,
sizeof vsrc / sizeof vsrc[0] 1 & Y BLFIZEEL vsre DEFEE (T80 ZROTWET, 7ok, Zhign
—T VI AV 2= HEDBFETY, 7I7T A b =2— Dy =—F 4TV N EERT D55
l¥. GL_VERTEX SHADER % GL FRAGMENT SHADER (Z#E &tz 7,

const GLuint vobj(glCreateShader(GL_VERTEX_SHADER));
glShaderSource(vobj, sizeof vsrc / sizeof vsrc[@], vsrc, NULL);
glCompileShader(vobj);

V= HDY AT T APNE—OLTHNRL ATHE 1 & LT, ZEOXFIIORA
B LTCEBORA 22 WET, 12720, Z2OEZFOLGHEITFATOITRIZ ' & A7
We, TIT=RAytE—VOTESNHEND 2 ITRoTLEVET,

static const GLchar *vsrc =
"#version 150 core¥n"
"in vec4 pv;¥n"
"void main()¥n"
ll{¥7nll

" gl _Position = pv;¥n"
" }¥7nll ;

ORI D LI L T —RAT 0T T LD FIN e GEIATIE T,

const GLuint vobj(glCreateShader(GL_VERTEX_SHADER));
glShaderSource(vsrc, 1, &vsrc, NULL);
glCompileShader(vobj);
GLuint glCreateShader(GLenum shaderType)
Vx—HAT V=7 bR LET, RVEIRMER SNy =—F ATV =T M (F) T
ERRTENIE 0 TRWIEDEE, fFRTERITIIT 0 ZIKL LT,
shaderType
BT 5y ==X OFEBEEZIEELET, N—T v I AL 2—F DY =2 —HF TV =7 b
ZVERLT DA 13 GL_VERTEX SHADER, 77/ AL by =2 —F DY =—F 47T V=
7 N EAERT 5841 GL_FRAGMENT SHADER Z4/E L £,

void glShaderSource(GLuint shader, GLsizei count, const GLchar **string, const GLint *length)
Ve —HDY—AT T T KNG IirIET,
shader

glCreateShader() BISXDRVEE L Hmv=— X4 T2V N,
count
S1%% string ([ZFEE L7 LA D B FREL,
string
VXDV —=AT 0T AOLFHNORS, TN H OITOITRITIE ¥n' HAMLET
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R

length
5135 length 7% NULL (0) T7Z2 74X, length DFFEFRITIL string DX d D EFR DL
FHIORES CUFE) #HMLET, 72, 20 length OEFRICADHEEZHEM LI & X
(X, string OIS 2D EHROLFHN DA XV LT (0) IZ78 > TWDHMENRDH Y £
R

void glCompileShader(GLuint shader)
VEa—HAT V=) MIBPAENT Y — AT 7 A N Ea N, L LET,
shader
aURANTBHY2—EF TV N,
VE—HDY—=RATUTTEDALSNA I LI R D, ENET 0T T AT TV =T MC
MAABFES, 0T T AT TV MIMBIAATEY =—FF 7T =7 ME, Ml 5 HTH
RFNEDL S RERDT, ZZTHIBR~—27 Z2F TR EE T,
glAttachShader(program, vobj);
glDeleteShader(vobj);
void glAttachShader(GLuint program, GLuint shader)
T TEF TVl N2 —FF TVl NefAIARE T,
program
Vx—HEF TV NeBIAL TR T ATV T N,
shader
BRIy = —FF T =T "N,

void glDetachShader(GLuint program, GLuint shader)
TR TAF TVl by o= XA T2 NEROALET,
program
Vx— ATz NEROHNT TR T T ATV T N,
shader
WO F T N,

void glDeleteShader(GLuint shader)
Vx—EF T2l MR~ — 7 2T ET,
shader
HIfg~—2 2T v ==X 4TV 27 N,

void glDeleteProgram(GLuint program)
T T ITAF TVl NMIHIBR~— 7 2T ET
program
HIfp~—2 20567077 547 =7 M,
glDeleteShader() BA# CHIbR~—72 2107y = — X AT V=2 NI EDV =2 —H AT V=V
MRETOTa 7 547 =7 hD glDetachShader() Bz L - THY 4f iz & & I(2HI

77



PrENET, F7 v s 704707 MRHIRIND & EI2IE, ZNCHAAEN TSV =
— XA 7V MNIBBICROASINET, LR - T, Hilg~v—2 03 ff0 oy = —F 4
TVl MI, ENEMBAALTE T T T AL TV 2 SRR THIBREN RS CHIBR S L E T,

Ta T T AT TV NMIHIBR~— 7 Z2451F 5121%, glDeleteProgram() BE%cE W E 7, HIFR
~—J TR ST ATy NI, FoL ) s arsR A M THEHRA IR
Sfc & ZITHIBRSIVE T,

535 JAYSLATSzY DYy
TR ITAF TV NMIMBRY = —FF TVl NeflBANTE S, 7a I 8F 7V
7 bDY 7 2TVWET, ZORNS, BIEOELOT =& (HAEME, attribute) Z2/3—7 » 7 A
V=N T LD HWD AL (attribute B, = Z TIXEEL & pv) OHAT (index)
L TFTA M= IO MAT T — X T AR (I TIEEEAE o L LET)
D)5 (colorNumber) ZfRE L THEEET, I biTWTind 0 UL EOEHTT,
CPU fllo7 w7 ZhE GPU DY =—4 70 /T AOMOT =2 DZFELIZ. 2D K S 7%
FEENMLTUTVET, 2L GPU ON— R =27 DLV AZEFZITHY LET,
glBindAttribLocation(program, @, "pv");
glBindFragDatalLocation(program, 0, "fc");
glLinkProgram(program);
void gIBindAttribLocation(GLuint program, GLuint index, const GLchar *name)
N—=T P A z—F DY —AT 7T LAHO attribute BEOLFTAFEE L £7, attribute &
BiZ, N"—=T v 7 Av2—F DY —A7 077 5NTE in EHELTESINET,
program
attribute ZZHDOLG TR T 0 7T AA TV =T N,
index
513 name (ZHRE L7 in ZEOEHT (F5) &, 0 ULOBKETRHRELET., 77+
FTIL 0 BERESNTWET,
name
N=T 9 I AL 2= DY =AT 0T T LD in BEDOELS DT,

void gIBindFragDatalLocation(GLuint program, GLuint colorNumber, const char *name)
TITA N 2= DY —AT 0T T AR out BT — Ny 77 &ED Y TET,
program
7T 7 A bOMNEIL (out BE) OEFTEZR~L7 0T T LAT 2T M,
index
513 name (ZHRE L72 out BEOLET (F5) . 0 ULOBETHRELET, 77+
VRTE O BRESNTNET, 0 [IHFEOT L — ARy T 7 DA T =Ny T 7 &R
LET,
name
TITAL P2 FDY =T 0T AHD out EEOELL DLFH,
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void glLinkProgram(GLuint program)
program [ZIEE LT 0 VI LA TV ARV 7 LET, ZRABEITIIE, v =2—F7
077 LANRERLET,
program
Vo037l I3 0F 7020 MM,

536 TAYVILATOzY bEERT HFHE

A = CTHH LI FIRZ RO LS IS Lo ET, Y —AT 1m0 T ADLFFHI NULL
DEFHE, v=—F AT V=7 FefERLARVE T LET,

/] TRGSLATSzH bE2ERT S
// vsrc: N—TFT VIR T—HFNDY—RTOY S5 LDXFS|
/] pv:i N—=F VPRI —FDY—RTATSLFD in TEHELDXIXFEF|
/]  fsrc: DSTAU R T—FDY—RTOYT S LDOXFS|
/] fc: DSTAVELI—FDY—RTOY S LD out EHELDXFS
static GLuint createProgram(const char *vsrc, const char *pv,
const char *fsrc, const char *fc)
{
/] BOTAYGSLATOz) FEERT S

const GLuint program(glCreateProgram());

if (vsrc != NULL)

{
/] N—F VORI —EDI—FFToxH vE2ERT S
const GLuint vobj(glCreateShader(GL_VERTEX_SHADER));
glShaderSource(vobj, 1, &vsrc, NULL);
glCompileShader(vobj);

/] N—=TFT VIRV I—=FDIz—FF TPz b ETARTSLA T FZHARRAD
glAttachShader(program, vobj);
glDeleteShader(vobj);

}

if (fsrc != NULL)

{
/] P59 *A0 =8NV —5FTH VEERT D
const GLuint fobj(glCreateShader(GL_FRAGMENT_SHADER));
glShaderSource(fobj, 1, &fsrc, NULL);
glCompileShader(fobj);

/] 230 A b z—53DOz—FF TP O b ETORTSLATTO Y FITHAARAD
glAttachShader(program, fobj);
glDeleteShader(fobj);

}

/] TRTGSLATSz vEYVIDT B
glBindAttribLocation(program, 0, pv);
glBindFragDatalLocation(program, 0, fc);
glLinkProgram(program);

[/ EBLTI=TRYT S LA TPy bERY

return program;
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537 Yx—4X7055LDER
X O 21T 5 A2, glUseProgram() BIEX CHEMAT 570/ 7 047V 7 MERELET,

glUseProgram(program);

void glUseProgram(GLuint program)
OB MERT 5270 7T 5477 MERELET,
program
MEOHIEN RS 57 n s 7 547V MMy, 0 ZFETHE, EOT v T T LA
TV PSR ET,

& —RTOYJSLDERER

main() BBEOERDO L VAITRIED T 0 7T 54TV =7 N EAEMRT 2B createProgram()
Bz ER L. GLEW OIHMLEZ T o7 %IC e FITLET, £ L TIRBOME AT 5 A,
COBBORVEE L THET v I AF T2l Ma% glUseProgram() BB O SIEUCHE L
T, 2Oy =—F7ar7 hOMMERBELET,

#include <cstdlib>
#include <iostream>
#include <GL/glew.h>
#include <GLFW/glfw3.h>

/] TRYT 5 LETERONE

static void cleanup()

{
// GLFW D& T iE
glfwTerminate();

}

/] TAGSLATS bEERT S

/] vsrc: N—FYHIRVI—HDY—RATOTS5LDOXES

/] pv: N—=TIHDRIT—EDY—RTOAYTSLFD in THAZDXFES

/] fsrc: TS ARV I—EDY—RATOT S LDOXES

/] fc: DSTAD R I—FDY—RTOTSLED out EHLDXFS

static GLuint createProgram(const char *vsrc, const char *pv,
const char *fsrc, const char *fc)

(&=1:-))
}

(HHE)
int main()
(&ms)

/] BEEBEHREETD
glClearColor(l.0f, 1.0f, 1.0f, 0.0f);

/] N—=TIIRT—FDY—RTOT S A
static const GLchar vsrc[] =
"#version 150 core¥n"
"in vec4 pv;¥n"
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"void main()¥n"

ll{¥n n

" gl Position = pv;¥n"
" }¥n n ;

/] FSTAboz—FDY—RTATS LA
static const GLchar fsrc[] =
"#version 150 core¥n"
"out vecd4 fc;¥n"
"void main()¥n"
ll{¥nll
" fc = vec4(1l.0, 0.0, 0.0, 1.0);¥n"
"}¥n";

/] TRATGSLATSzy) FEERT S

const GLuint program(createProgram(vsrc, "pv", fsrc, "fc"));

/] 74 RN TWSHEEY &Y
while (glfwWindowShouldClose(window) == GL_FALSE)

{
/] 94 FOEEETD
glClear(GL_COLOR_BUFFER_BIT);

/] =% TRY5LOERARE

glUseProgram(program);

//
// T TCHENEFITS
//

/1 A=\ IT7EANEZD
glfwSwapBuffers(window);

/] AR EERYHET
glfwWaitEvents();

}
}
® ## 2 : glUseProgram() BA#IZETT I E
glUseProgram(program); (X, i3 5> = —& 7077 AR LD U7 UL while L—7
DA (H) ITENTHWEE A, Y =—F 7 07T A2l (b2 WIFHIE M) Z L2 &
THEIHBAEF, V=7 ohicEEET, ¥, Y2 —F T 0TI ARARBIINIX
glUseProgram(0); #FATLETH, = —X 707 I AFEV S TR L THHENEREA,

54 T53—AytE—YDERT

ZZETHEHY 2= Dar AR VI DI T —F = v 7 BfTo CWEHATL,
GLSL LW &b 7 n s I I VEEROT, EXMEANTT T —BBELET, ZOR, =
T—AyE—=URbnbRRTIE, MEVNERSITLZENHLI RV ET, £ZT, a3
NOBRZZT —DREETF v 7 L, 27— AvbE—VERRTHFREZEMLEST, Z0H
BORYEIX, =7 =254 L GL TRUE, %434+ GL FALSE (2L %7,

/] DI —FA TSz rDaAVNRAIERERTT S
// shader: Yx—4A T4 4
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[/ str: AVNAILIZT—IRELGEMERT XFS]
static GLboolean printShaderInfolLog(GLuint shader, const char *str)

{
/] AV IERZERIFT S
GLint status;
glGetShaderiv(shader, GL_COMPILE_STATUS, &status);
if (status == GL_FALSE) std::cerr << "Compile Error in " << str << std::endl;

[/ YT =FDAVNAILEOOTDOREEZRET S
GLsizei bufSize;
glGetShaderiv(shader, GL_INFO_LOG_LENGTH , &bufSize);

if (bufSize > 1)

{
/] VIR VRALEOATOREERET S
std::vector<GLchar> infolLog(bufSize);
GLsizei length;
glGetShaderInfoLog(shader, bufSize, &length, &infolLog[@]);
std::cerr << &infolLog[@] << std::endl;

}

return static_cast<GLboolean>(status);

}

void glGetShaderiv(GLuint shader, GLenum pname, GLint *params)

Vx—HXFT Vel bOEFERERDHLET,
shader
BHREROHT v =—FFT V=7 |k,
pname
V= ATV LI T EROEE, UTOLONEETEET,
GL_SHADER_TYPE
shader [ZHEE LTy = — X A7V bO Y = — X O (GL_VERTEX_SHADER,
GL_FRAGMENT_SHADER) % @i~ T *params |ZA5#H L £ 77,
GL_DELETE_STATUS
shader |[ZfRE L7y =— &4 7 V=7 NI glDeleteShader() BE#KIC & - THIBR~— 2 23 F
FHNTWDEE S NEFST, HIFR~—27 ROV TWiuiX GL_TRUE, DWW TWiglifi
¥ GL FALSE % *params [ZF&#H L £9°,
GL_COMPILE_STATUS
shader IZHRELI-Y = —FF T V27 "D A IVREIH LT E 5 na I~ T, i’
L CWil¥ GL_TRUE, KELL T\ iviE GL FALSE % *params (ZASHHL £,
GL_INFO_LOG_LENGTH
shader I[CFEE L2y =2 —F AT V27 bOa v XA NVERICAEKR SN0 VORI EZFHN
T *params (AL £, 2 73720 40F 0 ML £,
GL_SHADER_SOURCE_LENGTH
shader ICHEE L2y =2— 4 AT V27 bDY—AT 07T LADEX%EHH~T *params (T
MLET, Y—AT 07T L08R0TE 0 2N LET,
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params

Wy U721 Sk e,

void glGetShaderinfoLog(GLuint shader, GLsizei maxLength, GLsizei *length, GLchar *infoLog)
V= HA TV NI RANEOR 7 ERY L ET,
shader
0 ERYHET = FT =T b,
maxLength
B4 e 7ORRORS, 513 infoLog IZHRET 51 7 OMEDRE S1E, vk
DS RITHIERY FH A,
length
WY HL7en 7 OEBREOR S OBMIE,
infoLog
v Lo 7 Ok,
FERIZ, V7 DB —0REEZ T2y 7 L, =27 —A vt —V%RRTDHFREE 2B
LEd, BOEE, =7 —2%4 L2 E GL_TRUE, 494X GL FALSE (Z L %7,

/] TATSLFTSzI DY I HERERTT D
// program: FASTSLATSY +E
static GLboolean printProgramInfolLog(GLuint program)

{
/] VO RBRERFT S
GLint status;
glGetProgramiv(program, GL_LINK_STATUS, &status);
if (status == GL_FALSE) std::cerr << "Link Error." << std::endl;

/[l Y= DY VRO TOREERET S
GLsizei bufSize;
glGetProgramiv(program, GL_INFO_LOG_LENGTH, &bufSize);

if (bufSize > 1)

{
/] I=FDY VOO TODRNEERET S
std::vector<GLchar> infolLog(bufSize);
GLsizei length;
glGetProgramInfolLog(program, bufSize, &length, &infolLog[0]);
std::cerr << &infolLog[@] << std::endl;

}

return static_cast<GLboolean>(status);
}
void glGetProgramiv(GLuint program, GLenum pname, GLint *params)
T AF TV FOBRERY L ET,
program
HHREWRO T T 07T AT T2 b,
pname
T T AATV s Mo HIEROMEE, UTOLONRETEET, Ihb
LAMC b0 £428, ZZTEEFIELES,
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GL_DELETE_STATUS
program |[ZFEE L7707 T L4 7V =7 T glDeleteProgram() BE%XIZ & - THIBR~ —
I PMITF BTN MNE I NEHFRT, HIR~—27 250 TWiuid GL_TRUE, DWW T
7207 #UX GL FALSE % *params (ZA&# L £ 97,
GL_LINK_STATUS
program [CFRE L7270 T LA TV 27 ROV 7B LI E I DEFRT, i
L CWill¥ GL_TRUE, KELL T\ ivid GL FALSE % *params (ZASHHL £,
GL_VALIDATE_STATUS
program |[ZHRE L7707 Z7 A4 T V=7 MIxtd 5 glValidateProgram() B &L % &
RAERE H % | *params (ZHEHI L £ 77, *params (21X 7' B 7T A4 TV =7 RBBIED OpenGL
OARBECTHEITAIHE/L © GL_TRUE, FEITTE/2F4UE GL_FALSE &M E 7,
GL_INFO_LOG_LENGTH
program [CHRE L7270 T LA TV 27 OV 7 RICAER SN v 7 OR S &3~ T
*params [ ZFEI L £, = 732000 0 2L £,
GL_ATTACHED_SHADERS
program \ZFREL727R VT LA TV 27 MIMAAEN TWEL Y = —F ATV =7 D
B~ T *params (T L £7,
params

Wb U721 Sk i,

void glValidateProgram(GLuint program)
TaTTEAT V= FINBAED OpenGL DIRFETHEITAIREN L I AMGEL £9, #RIT
glGetProgramiv() B4t 5% pname | GL VALIDATE STATUS ##5E L CTHRVHLET,
program
EET D70 7T LA TV B,

void glGetPrograminfoLog(GLuint program, GLsizei maxLength, GLsizei *length, GLchar

*infoLog)
VA ATVl bR, O n SRR L ET,
program
nJEROHT T e ST AT T 2T b,
maxLength
B HT e 7O ROK S, 518 infoLog IZHRE LIZRMEDORE S ZBA TIERY %
A,
length
BYHLEr 7 OFEBEOREE (infoLog 12/ IR ) ORHIE,
infoLog

7 OANTE, FEE DR Z 13515 maxLength L0 & K& RITFIE70 /A,

& —RTAYJSLDERER
oo E, 7u It T7 Vs NEERT 5B createProgram() B D ETR LV Al

84



TEHEL, Yo FF TV FOaU XA LB T A TAFT T vOaL A LDk
WCFEITLET, 2B, IO TIE CH+ OERET 4 77 VIZEEND vector ZfEH L T
HDOT, Y—AT7 a2l T LD IET vector & #include L £7,

#include <cstdlib>
#include <iostream>
#include <vector>
#include <GL/glew.h>
#include <GLFW/glfw3.h>

/] TRYT S LETERONRE

static void cleanup()

{
// GLFW D& T IE
glfwTerminate();

}

/] =B F Tz bDAVIRAIERERTT S

// shader: Yz —4F+T x4y +E

/] str: AUNAILNIST—HIRELEGMERT XFS

static GLboolean printShaderInfolLog(GLuint shader, const char *str)

(&=1:-))
}

/] TATSLAX TS DY VI #ERERTT S
// program: JAYSLATO Y b4E
static GLboolean printProgramInfolLog(GLuint program)

(&=1:-))
}

/] TRYTSLATOzY bFEERT S
// vsrc: N—TFT VIR T—HFNDY—RTOY S5 LDXFS|
/] pv:i N—=F VIR —FDY—RTATSLFD in TEHELDXIXFEF|
/]  fsrc: DSTAU R I—FDY—RTOYT S LDOXFS|
/] fc: PSTAV LI I—FDY—RTOYT S LD out EHELDXFS
static GLuint createProgram(const char *vsrc, const char *pv,
const char *fsrc, const char *fc)
{
/] BOTAYGSLATOz) FEERT S
const GLuint program(glCreateProgram());

if (vsrc != NULL)

{
/] N—F VORI —ED—EFToxH va2ERT S
const GLuint vobj(glCreateShader(GL_VERTEX_SHADER));
glShaderSource(vobj, 1, &vsrc, NULL);
glCompileShader(vobj);

/] N—=FT VIRV I—FDIz—FF TPz Y bETARTSLA T FZHARRAD
if (printShaderInfolLog(vobj, "vertex shader"))

glAttachShader(program, vobj);
glDeleteShader(vobj);

}

if (fsrc != NULL)
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/] PSTA o z—FDL—8FTxy b EERT S
const GLuint fobj(glCreateShader(GL_FRAGMENT_SHADER));
glShaderSource(fobj, 1, &fsrc, NULL);
glCompileShader(fobj);

/] P23 A b z—53DOz—EF TP Y bETOTSLATO Y FTHARRAD
if (printShaderInfolLog(fobj, "fragment shader™))

glAttachShader(program, fobj);
glDeleteShader(fobj);

}

/] TRTGSLATSzo vEYIDT B
glBindAttribLocation(program, 0, pv);
glBindFragDatalLocation(program, 0, fc);
glLinkProgram(program);

// EBRL-TRYS LA Ty bERT
if (printProgramInfolLog(program))
return program;

[/ TRATSLATOx) bHMERTELZTNIE 0 BT
glDeleteProgram(program);
return 9;

}
(HRE)

55 Yx—ADYV—RTATSLENDI 714 I LHEAAD

RO 177 AT, GLSL TEW-Y ==X DY —A7 87T AELFHOET Cr+ OV
— AT 7T AMIHOIABLE LT, ZOHEFY 2 —F DY —ATa 7 T7hL C+H+ DY —RAS
07T LEDEDDT 7 ANMIELDDHIENTELOTHERE S ZIFFEHTTR, v=—FD
VAT 07T NELFHTEI LTI BRI, oY mfE T,

ZIT, V=D —=ATaTTLEEHNDT 7 AL T, C++ OT 17T KnEFEITHEC
MAIADL LI LET, 29T HE . v —FDY =Rl T AIERTEZMR & EIT CH D
T 7T K a R,V UESTICTAET, LU T ORI readShaderSource() ZiEM L £,

/] YT—=FDIV—RIT7AINERHANEAE) ERT
//  name: YT—HFDY—RT7AIE

static GLchar *readShaderSource(const char *name)

{
// ZT7AILED NULL 725 NULL &iRT
if (name == NULL) return NULL;

/] V—=RIT7AILERL
std::ifstream file(name, std::ios::binary);

if (file.fail())

/] BT EM o1
std::cerr << "Error: Can't open source file:
return NULL;

}

/] ZP7AILVDREICBEBLRAEME (=7 74ILYH4X) 55
file.seekg(@L, std::ios::end);

<< name << std::endl;
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const GLsizei length(static_cast<GLsizei>(file.tellg()));

/] Z7ANYAX+XFHOHRIHEIF (¥0°) PDAEY ZHER
GLchar *buffer(new(std::nothrow) GLchar[length + 1]);
if (buffer == NULL)
{
/] AERUNELGEN ST
std::cerr << "Error: Too large file:
file.close();
return NULL;

}

/] TF7AIVEREDLHRARAD
file.seekg(@L, std::ios::beg);
file.read(buffer, length);
buffer[length] = '¥0';

<< name << std::endl;

if (file.bad())
{
/] DELFEAADEN DI
std::cerr << "Error: Could not read souce file:
delete buffer;
buffer = NULL;
}

file.close();

<< name << std::endl;

[IV—=RTOATSLERHAVEAT)DRA VB ERT
return buffer;

}

SO, ZOEBEFESTy=—F DY —RAT7 7 A )VEailirFx, createProgram() PE%L % fif -
TFa s 7 L5A 7V N EEMT DB loadProgram() ZEM L F 97,

/] VI—=BDIV—RITF7AINERHAATTIATS LA T FEERT S
/] vert: N"=TYIRII—HFDIV—RT74IL%
/] pv: N"—=F VPRI —FDY—RTATSLFD in TEHLDXFEF|
/]  frag: PS5 A ST —EDY—RT7A4ILE
/] fc: PSTAVEIz—FDY—RTOY S LD out EHELDXFS
static GLuint loadProgram(const char *vert, const char *pv,
const char *frag, const char *fc)
{
/] PI—FDIV—RIT7AIERAHAD
const GLchar *vsrc(readShaderSource(vert));
const GLchar *fsrc(readShaderSource(frag));

/] TATSLATSxy FEERT S

const GLuint program(createProgram(vsrc, pv, fsrc, fc));

/] HmHRAFIMESIZ AT ZBRT D
delete vsrc;
delete fsrc;

[/ EBLT=TRYT S LF Ty bERYT

return program;
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0 Y—RTOYSLDEER

BE%% createProgram() D 7%1Z readShaderSource() & loadProgram() ZEM L £9°, F 7= main()
BETIE. X"=T v 7 A =2—=F DY —=AT 0T T LDOLTH| vsie £ETTF T AL Fy=—HD
V—ATa T AOLTH fsre #HIER L, createProgram() % loadProgram() |ZiE & 2% F 9,

#include <cstdlib>
#include <iostream>
#include <fstream>
#include <vector>
#include <GL/glew.h>
#include <GLFW/glfw3.h>

(HRE)

/] TRGSLATSzH bE2ERT S

// vsrc: N—TFT VIR T—HFNDY—RTOY S5 LDXFS|

/] pv: N—=F VPRI —FDY—RTATSLFD in TEHELDXIXFEF|

/]  fsrc: DSTAU R T—FDY—RTOYT S LDOXFS|

/] fc: DSTAVELI—FDY—RTOYT S LD out EHELDXFS

static GLuint createProgram(const char *vsrc, const char *pv,
const char *fsrc, const char *fc)

(HHE)
}

/] YT—=FDIV—RIT7AIINEFRHANEAEY ERT
//  name: YI—HFDY—RT7AIL%
static GLchar *readShaderSource(const char *name)

(&=1:-))
}

/] PT—=FDIV—RIF7ANEFZHAAVTTAT S LA TSy bEERT S
// vert: N—TYHORII—FDI—RIT7AIL%
/] pv: N—=TIHDRIT—EDY—RATOYTSLFD in EHAZDXFES
/]  frag: IS0 AV M I—HDY—RT74AIL4%
/] fc: DSTAD R I—FDY—RTOTSLED out EHLZDXFF
static GLuint loadProgram(const char *vert, const char *pv,

const char *frag, const char *fc)

(&=1:-))
}

(HHE)
int main()
(&ms)

/] BERBEHREETD
glClearColor(l.0f, 1.0f, 1.0f, 0.0f);

/] N—T YIRS T—HDY—RTAYT S LOXFEE| vsrc &
/] PS50 *A0 bz —FDYV—RTATSLDXES fsrc DESFHIBRLET,

/] TATSLATSxy FEERT S
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const GLuint program(loadProgram("point.vert", "pv", "point.frag", "fc"));

/] 74 RN TWSHEEY &Y
while (glfwWindowShouldClose(window) == GL_FALSE)

(€1
}
}

Vr—HDY—=AT 7 AL, Ctt DY —=AT 7 ANV ETHNAER LE T, N—T v 7 Az
— XD —=AT 7 ANDT 7 A NI pointvert, 7T T AL N 2—HDY—AT 7 A NVDT 7
A V4L pointfrag IZLET (ZNENDOILEFITEY TT), ZiHb%E CH+ DY —RAT 7 A )L
ERIUT 4 L7 R (ZAME) IRFLTLE SN,

0 I—ANDY—RT7AI
N—T YR T—HDY—RXT 74 )L point.vert
#tversion 150 core
in vec4d pv;

void main()

{

gl_Position = pv;

}
IS50*AV b 2—5DY—RT 74 )L point.frag

#tversion 150 core
out vecd fc;
void main()

{
fc = vec4(1.0, 0.0, 0.0, 1.9);

}

® {HE : Xcode DIHFE

Mac OS X DOFEABFERE TH D Xeode TlE, BNV RLUTERLTEEITZ 7 A VDY CH DY
— AT 7 ANETERDGINCER S NE T, £/, ZiE: Xcode N THEITLIZ L EDIEET
A7 R, TTECRESNET, 2O, Y=2—FDY—=AT 7 )V% C+t DY —A7
7ANERLT 4 L7 bUICEWEERIE, Y2—F DY =R T 7 A NDT 7 A VHIZEDT
V27 MY DNRRAEZGEDRNEFGFEHRALZ ENTEEREA,

ZIT,. I nT T 8% Xeode NTEITLIZE EDMEET 4 L7 FUDR, v =—HK CH DY
— AT 7 ANEENZT 4 L7 VIR DH L5, Xeode DFEEEZEHT L ET, Xcode DIE LD
“Set Active Scheme” 7>5 “Edit Scheme” %A T 7Z2& W (X 74),
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@00

sample.xcodeproj — |e; main.cpp

sample: Ready | Today at 1:07

No Issues

0 | R
mnoQa
o [ sample VM sample N

1 target, OS X SDK |

Edit Scheme...
New Scheme...
Manage Schem

+tlea@e >

< > sample » (] sample » (e main.cpp » [7] readShaderSource(GLuint shader, const cha

#include <cstdlib>
#include <iostream>
#include <fstream>
#include <vector>
#include <GL/glew.h>
#include <GLFW/glfw3.h>
#include <unistd.h>

/] 7V LETRONE
static void cleanup()

// GLFW D#THE
glfwTerminate();

/1Y Yx—FDY—ATAT S LERBAD
'z shader: ¥xz—¥ATIrIb%
/7 name: Yr—¥DV—RT77IN%
ita(ic bool readShaderSource(GLuint shader, const char *name)

11 V=R 7AIERL
std::ifstream file(name, std::ios::binary);
if (file.fail())

11 BBEh o

std::cerr << "Error: Can't open source file: " << name << std::endl;

return false;

11 77 AVORBEBBLRENCE (=777 X) 283
file.seekg(OL, std::ios::end);
GLsizei length = static_cast<GLsizei=(file.tellg());

74 AX—LDHRE

EDOXA D “Run 7m¥ =7 M” 2O, LD “Options” % &R L T “Working Directory”
WZTF =y 7B ANTLEE, 20K, TOFTOMIZY = —FR CH+ DY —RAT7 7 A )L &E
WET A L7 RUERELTLES, ARIOTAVEDOT A 2% 7Y vy 7 FIuL, 74045
BINOX A T a7 PRBRET, KEZIC “OK” 227U v 7 LTLESW (E 75),

r *name)

000 sample.xcodeproj — [¢] main.cpp
[0 | M sample M. sample: Ready | Today at 1:07 No Issues [&
m=aa
+ [ sample | | sample + | [ My Mac 64-bit d) (=)
= Ltarget, OS X SDI Scheme Destination Breakpoints
v [_]sample
» Build Info Arguments Options Diagnostics
3 sample.1 1 target
e D Bncuos Core Location @ Allow, ion Simulation
Test Default Location | None :
4 Debug
> Profile sample Persistent State (| Launch application without state restoration
Release
> B Snbalyze Document Vex@;mkm debugging when using document Versions Browser
ebug
Archive DI B .
prchiv Working Directory ¥ Use custom working directory:

XPC Services (¥ Debug XPC services used by this application

sers/tokoi/Documents/Projects/sample/sample_© i\

| Duplicate Scheme

| | Manage Schemes...

+ ea@

he

X 75 #%§%T« LY b1 (Working Directory) M%
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2|12 D ¥ H]

L
o)
10k

6.1 OpenGL OT—%4%#

77747 A=K7 (GPU) DNEIZHEH L WL T —ZDOELXNNT T v FA—2L4
(CPU) & —HLTWD EIFRL722WDT, OpenGL THV 57— X I3 BE OF — & BIHE D
WTHRTWET (FE 9,

L, BRI, 207 =277y hA—A, D5WVNMEHT L7071 7 E5E
DL DIZHHEAT T B TWET, 72 & 21X GLubyte % C SiEdH H WX C++ SiE5D unsigned
char B Z%tits L, GLfloat 41X float (ZX}& L CTWEF, F72 GLclampf |% float DT — X (2
i LET 23, OpenGL TR &5 & E1TiX, AOfEIX 0 12, 1 ZBAHIEDfEIT 1 & LT
Wb Ed.

728, GLhalf BUZKIIET 57T v AR —AMOFT —ZBUIIFE LW, 7T v hik— Al
CZOEEZDEFEFHHELZEICHWD Z LIEXTEEREAD, F 7747 AN—Ry =T MhHH
DL TT Ty bA—AAITTHREFL T Z EIETRETT,

6.2 OpenGL OREHT—%

OpenGL TlE, KEDOT — X IXTHKROMECE, EHRAT MR EOFRTERINET, I
ZTHRBME (attribute) &FFOVET, KB ZH#ET 2I121E, ZOHEABEMEZ —H GPU filo X €Y
WHRELET, 20 GPU IO AE Y ZTHR ANy 77 EWVWWET, £72, ZOERNY 7 7 28
By o AE, HA NNy 7747 =7 & (Vertex Buffer Object, VBO) & WNET,

X OREENC W B TESUBMEICIE, MESSEOIEN, BT MAReT 7 AF v EER S
TN THEARbONE52bNET, Lo T, ERICKEA#ET 21213, BROTELSE
Yo, TROBIARNYy 77 A7 V27 bEMAEDELILENLY £, £OD, ZOMBE
DEEEHT LD, HARSIA 7Y =7 & (Vertex Array Object, VAO) & HW\ E 7,

OpenGL (28} 2 OE CIX, £THEICH WA TEABEAZRET2HANNYy 77 4TV
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=7 NEAERR L, EARBIEZ ZICERLEY, 2 L CHEMRSIA T V=2 MCZOTES Y 7
FHAT Vs N EMABAR, TOEMERSIAT Vs N EHE L CHiE 2 FATLE T,

£ 50penGL OTF—%#

el -
T8 | Ev i
GLboolean 1 SHIR(E
GLbyte 8 REME TERY (ComEBERR)
GLubyte 8 FFE73 U TR
GLchar 8 XEFF|HRDOXF
GLshort 16 |FSE2EER (ZomHERR)
GLushort 16 5L TEER
GLint 32 |REMZEITEERYR (ZOmBEKRRA)
GLuint 32 RSB UTEEX
GLint64 64 |RFEMNEITERHK (ZOmBEKRRA)
GLuinte64 64 RS UITEEHK
GLsizei 32 [FEoZHEEHTRLLEYAX
GLenum 32 THEBERTRULIETF
GLintptr pd e ETEEHR (ZOmBERRA)
GLsizeiptr ¥ FEDOTEEBHTRLEYAIX
GLsync P REA TV ROV RIL
GLbitfield 32 EYy h714—ILR
GLhalf 16 |[FSaULOEICRS{bS N EEZE/ NS
GLfloat 32 | BREFERINERE
GLclampf 32 [0, 1] I£0 T v 7N BBEEZENE R
GLdouble 64 |EREFEINESE
GLclampd 64 [0, 1] I£0 5 Y 7SN EBEEZENE R

KIRAYy (FPRLR) ZRFITBDICBHERE Y ML

6.3 THRESA TSV b

TESBLS A7 2 = 7 M, glGenVertexArrays() BEEL A ff - CTIERK L £ 97, 1ERK L 72 TEAELS A
TVl N5 L XL, glBindVertexArray() BIE A FEIT L E T,
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);
void glGenVertexArrays(GLsizei n, GLuint *arrays)
THRESN ATV =7 MEER L ET,
n
TERT 2 THRESN A7 ¥ = 7 b DR,
arrays
ERL LIRS A7 P =7 b (B F) T 285, D72 &b 518 n HEL LD
BWRBHFFOLENH Y £,

92



void gIBindVertexArray(GLuint array)
THRESA 7Y =7 M afia U THERRICLET,

array
FEETHERRINA TV =7 b, 0 BROBERAE SN TWAHTEARSIA 7Y =7 FD

NN

EOEMmBELET,
6.4 THERN\YI7A T b+
641 TEENYIF7ATH FOERK

HRRAA 7Y =7 MCBEIEOT —2 28 L ET, KIBIZLLTD 4 JaTER L3 2B

SN

I LET, &% vertices IZTERDOE T,

/] BERT—%
static const GLfloat position[][2] =

{
{ -0.5f, -0.5f },
{ o0.5f, -0.5f },
{ o.5f, @.5f },
{ -0.5f, @.5f }

}s

// TERD%

static const GLuint vertices(sizeof position / sizeof position[@]);

HRANY 7743702 FERAERL, 2OT7—F2X 212k ET, HRAAY 7747 V=7

VI

NME GPU ICHEMR LT=T — % OIRAFFEBZE R L £, #5157 57 — X% O o X3, GLfloat
D RIEDONLET — X DY vertices 72D T, sizeof (GLfloat) * 2 * vertices (2720 £97,

GLuint vbo;
glGenBuffers(1l, &vbo);
glBindBuffer(GL_ARRAY_BUFFER, vbo);
glBufferData(GL_ARRAY_BUFFER,
sizeof (GLfloat) * 2 * vertices, position, GL_STATIC_DRAW);

void glGenBuffers(GLsizei n, GLuint *buffers)
ANy 77 F 7V NEfERRLET,

n
BT 2THRAN Yy 77 A7V =7 F DR,

arrays
ERLTIZTER ANy 77 A7 V=7 N () T 285, 27 < & b5130 n EU

NN

LOBRBAEFFOVLERH Y £T,

void gIBindBuffer(GLenum target, GLuint buffer)
HRANY 773702 bafia L TERTTRRIZLE T,

VI

target
HAEA Ny 7 7 7 Y 2 bOKE A& K 4 . GL_ARRAY_BUFFER,
GL_COPY_READ BUFFER, GL_COPY_WRITE_BUFFER,
GL_ELEMENT ARRAY BUFFER, GL_PIXEL PACK_BUFFER,
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GL_PIXEL UNPACK_BUFFER, GL_TEXTURE_BUFFE, GL_UNIFORM_BUFFE,
GL_TRANSFORM_FEEDBACK_BUFFER 25ET& £7, THHE/NY 7 7 ONE & i #
W2 D TEASURME & LCfE 5 #5413, GL_ARRAY BUFFER ZfRE L £,

array
FETHEHRNY 77 ATV MM, 0 ROLBIEBAE STV DHRNY 77 4T
=7 FOREEMERLET,

void glBufferData(GLenum target, GLsizeiptr size, const GLvoid *data, GLenum usage)
HANY 77437227 FOAEY ZRER L, TIICT —# (HABM) i L £,
target
T A EWETDERNY 77 A7V =7 bOREAEXTE,
size
GPU ICHEMR T DTHR ANy 7 7 DY A X
data
THEN Y 7 7 \IZHRET DT — PSS TS CPU I OT—FDRA X, T—H
MM EINTND AT Y (FANIEHE) OV A X137 < & bElH size N1 DY
BRD D, B, 0 0 725 GPU MNIZTHR AN v 7 7 OFERTET 24TV, T —Z D
LRIFITD 2R,
usage
COERANy 77N ED XS b2 200 % E L £3, GL_STREAM_DRAW,
GL_STREAM READ, GL_STREAM COPY, GL_STATIC DRAW, GL _STATIC READ,
GL_STATIC COPY .  GL DYNAMIC DRAW .,  GL DYNAMIC READ
GL _DYNAMIC COPY MRETE £¥, Zhik GPU 0EfEx ik 4 57Dk v k
ELTHIHENET,
STREAM
T —Z ORAFEBICIT—ERE T EEAEN, smc BB S ET,
STATIC
T —Z ORAFEBICIT—ERE T EZAEN, MELEHESNET,

DYNAMIC

T —Z ORAFEBUIT VIR LEZAEN, MELFEHINET,
DRAW

T —H ODRIFEBRONEET 7V r—ya ko TEZAEN, #iBEODOT—4 L
LTHWHRET,
READ

F—Z DRAFFEIONEINET 7V r— a b DORWAbHEIZ L - T OpenGL (GPU)
MrbFmAaHEn, 77 r—rva VNGRS E T,
COPY

F— 2 DRAFEIEONEITT 7V r— a b DIEA 2L - T OpenGL (GPU) M5
A SN, fHEOEDOT—2E L THWLNRET,
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642 TEENYI7A T4y & attribute T

HRANY 7737V =7 MIEMINTWLERBMEIZ, N—T v 7 Ay =—FD in BE%
loTHRYHLET, Zh% attribute £ EVNET, HD in BEBEDTHLANY 77 4TV
=7 6T =20 T ONERET HITI1E, glVertexAttribPointer() Bz HW\WEJ, L
T glEnableVertexAttribArray() BI#IC L > T, Z® in BEEFHINZLET,

glVertexAttribPointer(®, 2, GL_FLOAT, GL_FALSE, 0, 90);
glEnableVertexAttribArray(0);
void glVertexAttribPointer(GLuint index, GLint size, GLenum type, GLboolean normalized,
GLsizei stride, const GLvoid *pointer);
BT ORI attribute 2883 T ID 7 — & ORMGET L EXEHE L £

index
vx—XTa s 7 ADY YRR glBindAttribLocation() BACHRRE LT, T — ¥ &% T
% attribute XD HT (index), Z DY = —& 717 Z A TIE pv @ index (2 0 %45
ELTHWETNDH, ZZ2TE 0 ZHELTWET,

size
attribute 2N ZITID —HOT =2 DY A AL EL LT, 1, 2, 3, 4 DENFET
TET, ~HOT =N TWIC x,y) b 2. ZIKRIT (x,y,2) b 3 HFRELET,
ZOTRT T ADRT —ZIETREBROT, ZIZTH 2 ZERELTVET,

type
attribute 2N ZITED (pointer T/RENTFED) 7 — XM AEFHEL £3, GL BYTE,
GL UNSIGNED BYTE . GL SHORT ., GL UNSIGNED SHORT . GL INT .
GL_UNSIGNED INT, GL FLOAT., GL DOUBLE W{§EC&E7, D7 a s T LD
JEIRT — # 1 GLfloat H72 DT, Z Z Tli¥ GL FLOAT ZfREL TV,

normalized
GL TRUE 726 type M [EE/NAA (GL_ BYTE, GL_UNSIGNED BYTE, GL_SHORT,
GL_UNSIGNED SHORT. GL INT., GL UNSIGNED INT) ® & X ZDfli% D7 — 4
FICRBITRE 2 Ik RIE CIESML LEJ, GL_ FALSE 25 EHL L FH A, & Z TIXIEM
{b&1TH 72\ DT, GL FALSE ZfEL TWWE 7,

stride
attribute 2N TS (pointer T/RENTZHED) 7 —F OEHID, HEFEMOMIE% 15
FLET, 0 ROT =X THIWATND DL LTHRWET, ZITIE 0 2HEL
TWET,

pointer
attribute ZENAZITIWD T —Z BEMHES N TOWLEFHEREL £, N1 MO 7
Ty FERA U ZICFY APLTELES, HANNYy 77 DEENAGIRD HT25 0
ERELET. B, A MEAEOATE Y b3 int RIOLEL offset IS TN D
EE, ENERAHXIZHETITHE, static_cast<char *>(0) + offset & 5\ L (char *)0 +
offset & L ¥,
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void glEnableVertexAttribArray(GLuint index)
attribute 28 A HNT L ET,
index
HNZT 5 attribute 25 DOLAT,
THRESN ATV 27 FOMERRDET Lich, —HIERANYy 7747V =7 NOREEZMERL .
THREANA TV =7 FOFREGEMRERLET,

glBindBuffer(GL_ARRAY_BUFFER, 8);
glBindVertexArray(0);

2B, ZOHITIL glGenVertexArray() B CTHARSIA 7 ¥ =7 M EERR LT RICTHSA NNy 7
TATV 2 FEERLTHWETH, BIZEHANRNY 7737V 27 FEER L THOENEY A,
HRANYy 7747 V=7 MIBID L ZATES TEWT, glVertexAttribPointer() Bd# % 179 5
EHIZ gIBindBuffer() B CTREAT 5D, LW IHEEXH L TEET,

e BREHA Ty F2ERT HAFHE
UEOFmEx2BKICE LD, OLIITRY £9,

/] TEEEBRIA TS FDER
// vertices: TEE D%
//  position: TERMDHIE ZH&H# L f=ELSI
static GLuint createObject(GLuint vertices, const GLfloat (*position)[2])
{
/] TEREHA T b
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);

[/ RNV ITF7A Ty K
GLuint vbo;
glGenBuffers(1l, &vbo);
glBindBuffer(GL_ARRAY_BUFFER, vbo);
glBufferData(GL_ARRAY_BUFFER,
sizeof (GLfloat) * 2 * vertices, position, GL_STATIC_DRAW);

/] BEEEINTWLWATERNYI7A TV bE in ZEHHNLSHBTELLIIZTH
glVertexAttribPointer(®, 2, GL_FLOAT, GL_FALSE, 0, 90);
glEnableVertexAttribArray(0);

/] TBRNY I 7A Ty FETEREBIATO ) FOHEEEHERKRT S
glBindBuffer(GL_ARRAY_BUFFER, 8);
glBindVertexArray(0);

return vao;
}
® X T —5 DIERL
createObject() BIEL % > THIE DT — & Z{ERK T % createRectangle() &9 B A EHR L £
T HEOMENZIITEARSNA 7 V=7 N ETHROBNRMETT NG, 2O 2% REFFT 51
R (“Object” & LET) #ERLTHBEET,
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/] BRT—%
struct Object

{
/] ERBEHNF TS +4

GLuint vao;

/] T—2DERY

GLsizei count;

s
BE%L createObject() 1, ZDOMDOT — X KT L HITLET,

/] BBRDT—2 EERT B
static Object createRectangle()
{
/! EROEET—%
static const GLfloat position[][2] =

{
{ -0.5f, -0.5f },
{ 0.5f, -0.5f },
{es& 9.5f },
{ -0.5f, ©.5f }

};

// THR D

static const int vertices(sizeof position / sizeof position[@]);

// ERESIA TSy FOERK

Object object;

object.vao = createObject(vertices, position);
object.count = vertices;

return object;

}
6.5 HEDZEIT
BT DX T — % 2 RFF LIZTESBLSIA 7 V= 7 b % glBindVertexArray() BIEt CTHE L
glDrawArrays() B CHARBKE O (X 76) Z & L CTHiEm L £,

glBindVertexArray(vao);
glDrawArrays(GL_LINE_LOOP, ©, vertices);

void glDrawArrays(GLenum mode, GLint first, GLsizei count)
TESBELHNC & 2 B OfiE 217 0 E 5,
mode
HiE 4 2 EARKEORE, X 76 27T HOITM & T, OpenGL 4.0 LLKE Tl

GL_PATCHES MEETX £,

first
HET 2 THARBRMEOEFZOLHOE S, THR Ay 7 7 OEHOTERNGHET 5725 0,

count
T ATESBEOEZOH, PIZIXMNMARR S 4,
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30 3 3 3
5 5 5 5
o 3 1 / / 1 1
o
o 4 4 4 4
o 2 2 2 2
0 0 0

0
GL_POINTS GL_LINES GL_LINE_STRIP GL_LINE_LOOP
1 3<§5
4
2
0

GL_ TRIANGLES GL_ TRIANGLE STRIP GL TRIANGLE FAN

GL_TRIANGLES ADJACENCY GL_ TRIANGLE STRIP ADJACENCY
76 OpenGL DEKXE
&Y —RTOUSLDEER
(HE)
// TBERENA Ty FOVERK
// vertices: THR D%

// position: THRDAHIE Z &K L f=EFI
static GLuint createObject(GLuint vertices, const GLfloat (*position)[2])

(€12
}
/] BRT—%
struct Object
{

(€12
s

/] BROT—2EERT S
static Object createRectangle()

(&=1:-))
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int main()
(&ms)

/] BERBEHREETD
glClearColor(l.0f, 1.0f, 1.0f, 0.0f);

/] TATGSLATOxy) FEERT S

const GLuint program(loadProgram("point.vert", "pv", "point.frag", "fc"));

/] BRT—2ZERT S
const Object object(createRectangle());

/[l 74 EIARNTVSERRYERY
while (glfwWindowShouldClose(window) == GL_FALSE)

{
/] 94RO EEETD
glClear(GL_COLOR_BUFFER_BIT);

/] Yx—%TRY5LOFERARE

glUseProgram(program);

/] BAREREYT S
glBindVertexArray(object.vao);
glDrawArrays(GL_LINE_LOOP, @, object.count);

/1l BS—N9IT7EANEZD
glfwSwapBuffers(window);

/] AR RERYHT
glfwWaitEvents();

}
}

® ERITHR

8 00 Hello! e

77 RITHER
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