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- Cg (C for Graphics)
- DirectX & OpenGL (C3XHit
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IN\—F VIR T—SFDV—-XTOTS

#version 410 #version 410
- GLSL version 4.1 {9 dE=

/] SIT—FDANEHDOES

in vec4 pv; n
- SIS DANEHBDES
// .GV—?—“J 7.7;;/1—9“0):[) NURA > S vecd
A (vor . SRR (float) FD 4 DOERAEI O ML
s D7 —S 8
gl Position = pv;
} pv
IN—FYV DR 1T—% - CPU M SIEREHZZ TS 1 —UERE
CAhENBIEREH: main
- 2I—ATJO0USLDI KIRA>
gl_Position

BRI EICEITEIND

- I\=F VDR 145 DHE S FEDOMIFHAFHZEER




GLSL o7—458

NP (=23

bool

int

uint

float

double

bvecn

ivecn

uvecn

vecn

dvecn

G LE

I~

1I~F=NH

A~

(D]

{2 32bit &
18U 32bit %

B, true / false

=2

=2
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5183

52 EBR

\ni3

53 &R

\ni3

54 B3R

\ni3

ZA

DV . XYy
pv.rgb
pv.q

pV.YyX

pv.brg

pv DE 1. B2EZRZHNSILD vec2
BofE

pv D1, 2. BIEBEZRHNSRR
D vec3 BiDfE
pv D% 4 BZRD float BLDfE

pv D 1. 56 2 BRD|EFZ AN

BX Iz vec2 BUoDfE

pv DB 1., B2, E3EBRZTEI.
E£1. E2DIEICUTE vec3 B2DIE
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- in ZE (attribute Z%0)

BB (18R, BRERESE) 721§D
- CPU 0T OO0 S LANDSEZETET D
)\—FV IR TS (EEH UDH
CNITBZERTET D EN

- vecd gl_POSlth“ IN—F VIR 1T —HDHE
- iRE I DR DIERUEZRATD
I\—=FTV IR T - TCiRHE=0JHE

- W ESDTDMRICIRD
-out ¥ (varying Z#)
- IMDAT—D(OXRBIERMUIBUNDT —4
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#version 410 out

/] T~ DHHES HS—)\wI7(C - ST Y DHENEHDES

out vecd fc; HESNTNS fc

/] TSOAY RS T—IDT > MIKA> K F ISOAD NS T DHAE (H5-
{ vec4 ()

fc =|vec4(1.0, 0.0, 0.0, 1.0);

- () DT —HD vecd BANDBATRAY Y
H=5—)\wI7I(C @ (FrAr)
HH9IEZRDE

BERC E(CETSND
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- in ZE (varying Z#0)

- BIDRAT—HBRITRB T —IMIE NN TS

cIIN=FV IR T —IMNBSRISAHTZNTUTIESNT LK DD EIEREHEOHEE
- vec4 gl_FragCoord

- BX=OEHE _EDOfIE (gl_Position DffEME) ZZ# L CUL\DHEMHAHFEEL, read only
- vec4 gl_FragDepth

- BIZRDT T AEZ &N T DIEHIAHZEL, #¥IRAME(Z gl_FragCoord.z

- T T AEZRA LU TCTEIMESLIRZGHIETE D . :

CNITIEZERTE T D EN

-out & ISHOAS NS T —SDIHE

c RDAT—(XBDT—IZ AT S

HDUNIHEE
(discard)

c DSOA KNS T —ATEIL—LI\YI7DOHT—)\y I7(CHEENTLD
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1. N=FYVIRST—FDET—FATZT O NZEMTD
- GLuint vertShader = glCreateShader(GL_VERTEX_ SHADER);

2. NN=F7VIORT T —-FDYV—-RATOT S L%&5HHAD
- glShaderSource(vertShader, , , & );

3. NN—=FvORST—-AHDY-RATOTSLZI2INAILT S
- glCompileShader(vertShader);

4. TSUOANST—FDST—FATZT O MNEERNT D
- GLuint fragShader = glCreateShader(GL_FRAGMENT_SHADER);

5. JTOA N2 —HYV—-RTOU S LZHHAD
- glShaderSource(fragShader, , , & );

6. ITSTABNIT—FDY-RATOTSLZI2I)\AILT S
- glCompileShader(fragShader);




T—57005LDY>DFE

 JOUSALATZ U M2ERT D

- GLuint program = glCreateProgram();

JO0SAAT ST OIS T —AFATZT O MEDFITS

- glAttachShader(program, vertShader);
- glAttachShader(program, fragShader);

- glDeleteShader(vertShader);

STIT—AATZTOMNIEDSVSRUVDOTHIBRRY —IZ {417 TH <

- glDeleteShader(fragShader); BT NS EEEHE
SI-AJ0035 LU TTD createProgram()

- glLinkProgram(program); EVWDEENZHE U TCTWVWET
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IN=FT VIR TS D in BEDO%HE R

=TV IR T —5D in ZEUS index (TBES) THAITSD

- glLinkProgram() Mg CZEZ%AI(C index ZEIDEHTS

- glBindAttribLocation(program, 0, "pv");

gILinkProgram(program)
- JBREMEEANTS in BE pv @D index Z 0 (CBRELCU>DT B

- glLinkProgram() M&(CZZD index ZHFNRD G EEHD
- glLinkProgram(program);

- GLint pvLoc = glGetAttribLocation(program, "pv");

- gIBindAttribLocation() %ﬁbmoﬁmi index (FEERICENIDIRSND
- JBEREMEDABIICANSD in 228 pv @ index Z pvlLoc (C3kebD



S50 A ST —5 D out BEID AR

TS OA ST 5D out BRUCIEITSTA b —AF NI S
=7 —)\y D7 (CHfT T TeESZIBEIT D

- =5 —)\w I 7 D&ES(I glDrawBuffers() TIEE UZALSID index

- GLenum buffers[] = { GL_BACK_LEFT, GL_BACK_RIGHT };

- glDrawBuffers(2, buffers);
- GL_BACK_LEFT (& 0 &, GL_BACK_RIGHT (& 1 HB(CHIEMHTIB5ND (FITAILE)

- glLinkProgram() MEICEERAICESZEIDHTD
- glBindFragDatalLocation(program, 0, "fc");

- glLinkProgram(program);
c JTSOANT—HZENITIEX fc (C0BED/)\Y IF7ZRIETEITD
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index > T —5DYV —ATIEEIBDCEETES

-OpenGL 3.3 / GLSL 3.30 AP HkEE
- ZNLREITIE GL_ARB_explicit_attrib_location HiaRELRE

- “#extension GL_ARB_explicit attrib_location: enable” ' “#version” DIRICIHE

IN—FwvORS1T—4

#version 410 core
layout (location
layout (location

@) in vecd pv;
1) in vec4 nv;

JS50A> 1o —4
#tversion 410 core

layout (location
layout (location

@) out vecd fc;
1) out vecd fv;
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- [HREE

o JERUEREANRT ML
o« T RXTF 7 PEIZ

BEREE
(attribute)

IN—Fwv IR T1T—4

(attribute Z#0)

X418 (D=

@

(=2 - #R5D - =AR)
Z 18 7E U Clils

@ VAO (Vertex Array Object, JEm

FSNAT T U N) Z28wd D

@ VBO (Vertex Buffer Object, 1&

I\ ID7ATZTON) 4R
L C VAO (CHEFAHAD

5\(

3 VBO ([CJEREMZE X9 D

fizziaE LU C VAO = i@ 9D



VAO Z{F>C VBO ZiHdrnAd+ VAO ZigiE U CHaHlE

@ VAO (Vertex Array Object, JEmREFIAT T 0 N) D%
1. VAO Z{ERk 9 D
2. VAO =89 3d
2 VBO (Vertex Buffer Object, I8s2/\vy I 7 AT T 0 N) O%Sm
VBO Z{ER%9 D
VBO Z#E59 D (CNICELDREFHSULTULVS VAO (CHEMHMAETND)
VBO OAXAEUZMHRUIBERE G Z X T D
IN—FWV IR T —AHD in D index (C VBO =S
IN\—F WIS T —AD in ZED index =BT S

3 VBO (CITERBTE (attribute) ZEmX9 B
@ VAO Zi87E U CHE =il 9 5




N S
VAO (Vertex Array Object) D#E{

1. N & VAO Z{ERkT D
- GLuint vao[N];
- glGenVertexArrays(N, vao);

2. 1 &BH®D VAO Z#E89 D
- glBindVertexArray(vaoli]);
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VBO (Vertex Buffer Object) (D4

1. M1@E®dD VBO Z/ERkd D
- GLuint vbo[M];
- glGenBuffers(M, vbo);

2. JBBE®D VBO [CAEUZHRUCIERBEET —5ZEnXxd D
- glBindBuffer(GL_ARRAY_BUFFER, vbol[]j]);

- glBufferData(GL_ARRAY_BUFFER, , , );
3. IN\=FwORXZ 1T —HD in BEDindex(C VBO ZEIDHTD
- glVertexAttribPointer(index, s/7¢, , , );

4. NN=Fw O 1T —5Din ? yﬁld)lndex%’%ﬁb[@'é
- glEnableVertexAttribArray(index);
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glBufferData() MD5|#K size & data

- Size
-GPU E(CHRTD/\v I 7ATZT O DT AX
- Bcdl) p Z28hXD1R5 sizeof p
- data
HERUIE/I\Y D7 AT MIOXDT—4
- BEH p DINA >
- NULL 2557 —5%8x Uiy (J\w T 7 AT 10 SROHIRDHTD)




. S
glBufferData() M5|£X usage

N TP AT D SOEDNHZZIEET D

- g ERE L 9 DIz
- GL.XXXX YYYY O DEEL (GL_STATIC _DRAW 73 &)
XXXX (70t ADSEE) YYYY (77O RDMEE)
STATIC F—4 (3 1 BIOZEE (X U TRIElIHE DRAW I\ IJ7 EDOF—HFF7TIVo—>3>
HAE=nsd MWSZEZEINEE(C{FERTIND
READ I\ T 7 EDOF—4 (FGLHh S D+
STREAM F—AF 1 EMNSEEFERASN3C & UICKDEENTTUS—23> 05
(C1EEZEETND DORIVEDTEEICZEDT—AZIRT =8
(CAEHEIND
DYNAMIC F—#MAEEEESAVEE(CHERE  COPY NNy I7 LDT—IEBG Lb‘b@wuaft'ﬂ

N> I*‘O)‘J—X& L/_Cﬁﬁﬁ =Nd
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ACHNZZUASIASNIZIERIE T2 VBO (CERx9 24

// TERBMEE3RT (x, vy, z) DIET—4 1,000 {8
GLfloat position[1000][3];

(chB)
/] OEREFIAT ST Me—DfE3

GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);

// QIER/I\YIF7ATZT O RZE—DIED
GLuint vbo;

glGenBuffers(1l, &vbo);
glBindBuffer(GL_ARRAY_BUFFER, vbo);

// GIER/I\Y IF7ATZT U MNIIEREHZENEXT D
glBufferData(GL_ARRAY BUFFER, sizeof position, position, GL_STATIC DRAW);




VBO & attribute Z280OX 00T 1

1. J\—=F7w O T—AD in D index &= VBO (T e{T1T B

- glVertexAttribPointer(index, , , , , pointer);
. Size: —DDIERT —SFDEZRE
- type: [ERRT—A DT —4~H
- normalized: GL_TRUE R2XSEE/INIRT—F&IEAET D

- stride: = —~ D=
- pointer: JERBMHENEINSN TULBRIZAD VBO DICEENSDIIE
- 5|#X pointer (F/\+ bz GLubyte * BI(CEHAL TREI D (BUFFER_OFFSET ¥, &)

2. IN\—=F VO RS 1T —5D in D index ZBZNCIT D
- glEnableVertexAttribArray(index);




B ...a.tiBeee— »Hisrr
VBO Z/\—F7 WO RS T —5D in BEUHEOT 1T D1

// TERBMEE3RT (x, vy, z) DIET—4 1,000 {8
GLfloat position[1l000][3];

(chB)

// GIER/I\Y I7ATZT U MNIIEREHZENXT D
glBufferData(GL_ARRAY BUFFER, sizeof position, position, GL_STATIC DRAW);

// B 0 @ in BTIHREDIER/\W I 7ATZT O MS 3 Rtd Glfloat B> —FZEWMOHT
glVertexAttribPointer (0, 3, GL_ FLOAT, GL_FALSE, 9, 90);

// BFRHY @ D in BEZBCITD B\ T 7 AT T4 RDETEHS
glEnableVertexAttribArray(0);

F—AFZE(CLATULD

IEARAE LU




R A e -
XAz IE]

1. RIS T —45700 3 L%ZEN
- glUseProgram(program);

2. 1 BBB® VAO Z X ZHHIE 9 D
- glBindVertexArray(vaoli]);

- glDrawArrays(/mode, first, count);
- mode: }HEI DEARXAZDIERE
- first: 8B DIERT —FDFIEEDES
- count: ¥HE I BIERT —FDE
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. 3 / 3 .
4 4
2 2
0 0

0
GL LINES GL LINE STRIP GL LINE LOOP

3

1 BE 5:
4
2
0 0 0

GL TRIANGLES GL TRIANGLE STRIP GL TRIANGLE FAN



GL TRIANGLES ADJACENCY GL TRIANGLE STRIP ADJACENCY
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R O L,
[EUE T — 5 D

// TERfIE
static GLfloat position[][2]
{
-1.0f, -0.5f },
(0.6,05) (02,05) (1.0,0.5) |  oe oar i
Q Q Q { -0.2f, -0.5f },
{ ©.2f, ©.5f },
{ ©.6f, -0.5f },
{ 1.ef, ©.5f },
s

© © ©

(-1.0,-0.5) (-0.2,-0.5) (0.6, -0.5)




e i -—Z.
JERBECHNAT = 0 SDO%EMR

// JEREHNAT O MZ2EKRT D
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);

// TB)\W D7 AT 10 NElERRT D
GLuint vbo;
glGenBuffers(1l, &vbo); [EREMEN X =ND

glBindBuffer(GL_ARRAY_BUFFER, vbo);
glBufferData(GL_ARRAY_ BUFFER, sizeof position, position, GL_STATIC DRAW);

/] FEESNTWVWRER/\Y I 7ATZT O % in BEHNSESIBIT S
glVer‘texAttr‘leomter' 2 ,«GL FLOAT, GL_FALSE, 0, 0);
glEnableVertexAttribArray(0);

in Z#%d index 1 TBEEHlEDDOT—45# (RT)




- S
glDrawArrays() (C KB1HiH|

/] ST—ATO00SLAZEIRT D

glUseProgram(program) ;

// HEETDIEREINAT T O b ZERT D
glBindVertexArray(vao);

// RFEIEE T D
glDrawArrays(GL_POINTS, (0, (6);

HHE I DRVIDIERES § HHE 9 DIERDE
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B>V IOXD)\W I7 AT
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- BIOEDNNY I FAT ST O NEED
- fig5l edge (CIRINSNZIES DA > T VIR % kK EEO/N\Y T7 AT
s i/l NP Ty e, IS

- gIBindBuffer(GL._ ELEMENT ARRAY BUFFER, vbo[k]);

- glBufferData(GL_ELEMENT_ ARRAY_ BUFFER, sizeof edge, edge, usage);

-VAO (CIEREEZISMNULTZ VBO &—HElCEERT D
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- glUseProgram(program);

| &HE® VAO =X Z1imlE 9 5
- glBindVertexArray(vaoli]);

- glIDrawElements( , , , Indices);
- mode: 1H1EI DEAXAZDIELE
- count: HBIT BIERT —SDEN
» GL_LINES TO6ARDBEDZH <S5 1 KB 2T8LHDDT count = 6x2 = 12
- type: indicesdF—48 (VBO (&I LTe1 > T W O RADFT —FH)
- indices: VBO NTIEmRA > 7w I IO SN TUL\DIHFT
- 5|#X indices(d/\1 bEi7Z GLubyte * B(CEHIU CEE I D (BUFFER_OFFSET Y20, #&ik)
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static GLfloat position[][2]

{
(50.75) { -0.25f, 0.75f }, // (@)
{ -0.75f, e@.of }, // (1)
{ -0.25f, -0.75f }, // (2)
{ @.25f, e@.ef }, // (3)
{ 0.75f, 0.5f }, // (4)
{ e.75f, e@.5f } // (5)
}s

static GLuint index[]
{
) /7 (a)
> // (b)
/] (c)

J
[BERA>FTvIR

(-0.25, -0.75)

-
-

wERroe
v
AN PR
o
Ul W W

}s




R
JERBECHNAT = 0 SDO%EMR

// TERESIAT T O Z2ERT D
GLuint vao; BT Z2ESHEERU

glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);

/] TR\ D7 AT 10 NEEKRT D

GLuint vbo;

glGenBuffers(1l, &vbo);

glBindBuffer(GL_ARRAY_BUFFER, vbo);

glBufferData(GL_ARRAY BUFFER, sizeof position, position, GL_STATIC DRAW);

/] FEESNTWVWRER/\Y I 7ATZT O % in BEHNSESIBIT S
glVertexAttribPointer (0, 2, GL_FLOAT, GL_FALSE, @, 0);
glEnableVertexAttribArray(0);
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/] ATV OIRADI\Y IT7ATZT IS

GLuint ibo;

glGenBuffers(1l, &ibo);

glBindBuffer(GL_ELEMENT ARRAY BUFFER, ibo);
glBufferData(GL_ELEMENT ARRAY BUFFER, sizeof index, index, GL_STATIC_DRAW);




glDrawElements() (C XD1HiH|

/] ST—A7005 ADER
glUseProgram(program) ;

// HWETDERECHNAT ST O MNEIRT D

glBindVertexArray(vao);

/] B2z iEEd 5

)\ I 7 AT 10 NDYCEE

glDrawElements(GL_TRIANGLES, 9, GL_UNSIGNED INT, ©);
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- glBufferSubData( , , , ),
- target: GL_ARRAY_BUFFER, GL_ELEMENT_ARRAY_BUFFER
- offset: BRX5ED/\w T 7 AT 1T MOFEEAE
. Size: BiX 9 B35 —FDH A X
- data: X9 B35 —%4

NI AT T O BT —FZBIS T D EETED
- glGetBufferSubData( , , );
- target, offset, size, data: @ L (— /90)$£1_7ﬁl‘]73\}§5(]‘(c_7357‘ \F)

I\ IF7ATZ1T0 % CPU AIOAEUZEBICYY T U CHRAHAESTTES

- void *glMapBuffer( , );
- target: [E_L
- access: GL_READ_ONLY, GL_WRITE_ONLY, GL_READ_WRITE




glMapBuffer()

// GPU EDIER/\W I 7 AT OZ7TVT—23>DAETIEUVUTSEBTEDILDCTS
GLfloat (*p)[4] = (GLfloat (*)[4])glMapBuffer(GL_ARRAY BUFFER, GL_READ WRITE);

// 8 BEDFT—4H p[7] ([CT—H%ZHETD (access N GL_READ_ONLY LU4t)
p[7][9] 3.0f;
p[7][1] 4.0f;
p[7][2] 5.0f;
p[7][3] 1.0f;

// 6 HEDFT—4 p[5] "7 —FZENDHT (access 7' GL_WRITE_ONLY U4})
GLfloat x = p[5][@];
GLfloat y = p[5][1];
GLfloat z = p[5][2];
GLfloat w = p[5][3];

/] IV —23>DAEYZERBNMNSIELR/N\Y D7 AT O Nt )DEET
glUnmapBuffer (GL_ARRAY_ BUFFER);




125 —U—JRIExEM

72

BRI EEEEEZ—DD) W T 7 (CFEINT B



BB ZA 25— U—J(CRiET e

struct Vertex vertex[e] | | _Position[e]
{ ___________ offset stride
GLfloat position[4]; // fUiE& -"n;;m;l_[;]"_ \
GLfloat normal[3];  // i&f% T
GLfloat color[4]; /] B SToTe]
}s ]
"""""" \
Vertex vertex[3]; vertex[1] | | Position[@] |

CDIEREMD stride (& sizeof (Vertex) | normalfe]
normal @ offset (& sizeof position | B EEEEEEEEEE
color @ offset (& sizeof position + sizeof normal | _positionle] |

vertex[2] position[@]
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#tversion 410

/] SIT—FDANEHRDE

layout (location = @) in vec4 position;
layout (location = 1) in vec3 normal;
layout (location = 2) in vec4 color;

/] IN—=FTYV IR T—FDI> KIRA>
void main(void)

{

gl Position = position;
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// JEREHNAT O MZ2EKRT D
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);

/] TR\ D7 AT 10 NEEKRT D

GLuint vbo;

glGenBuffers(1l, &vbo);

glBindBuffer(GL_ARRAY_BUFFER, vbo);

glBufferData(GL_ ARRAY_ BUFFER, sizeof vertex, vertex, GL_STATIC DRAW);
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/] FEESNTUVWBIER/\W I 7 AT T O N in BENSERTD

/] COREEHRDYA X

constexpr GLsizei stride = static_cast<GLsizei>(sizeof (Vertex));

position (& Vertex MJCEE(CH DD T

// position
glVertexAttribPointer(@, 4, GL _FLOAT, GL FALSE, stride, 0));
glEnableVertexAttribArray(0);

offsetof() ZfE Sim5a (& #include <cstddef>
// normal
glVertexAttribPointer(1, 3, GL FLOAT, GL FALSE, stride, BUFFER OFFSET(offsetof(Vertex, normal)));

glEnableVertexAttribArray(1);

// color
glVertexAttribPointer(2, 4, GL FLOAT, GL FALSE, stride, BUFFER OFFSET(offsetof(Vertex, color)));
glEnableVertexAttribArray(2);




BUFFER_OFFSET(bytes) <L

-VBO DigEXEU(E GPU fll(CH D

- glVertexAttribPointer(: -, pointer); M51#X pointer (& CPU IO AT D7k
- 2 TIEIRLN

- pointer (C(& glBufferData() THR U Tz GPU £ AT JEEBDITEEMNS DA
Jtzwy NEEET DWEND D

- B51%% bytes ZA >HF ERIBRUT pointer (CEITHENHD
- 5|22 bytes DIEZZDIRFNA2FICEHT B
- #define BUFFER_OFFSET (bytes) ((GLubyte *)0 + (bytes))
- 0 97315 NULL & GLubyte BUID/RA > A (TR (Fv X )
- TNUCERZE bytes A CA PN byte DIEDINA > 12D

)\ I 7 AT T 0 bDEENSIEDSIRS bytes = 0




/N7 X I —GPU (Graphics Processing Unit)

Moodle /N MMCERZEZ L TL 20N
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- IEREOORH(Z GitHub (CH D EXT
- https://qgithub.com/tokoik/ggsample02

- sEERD Web R—JZzZlBU T IZEW
- https://tokoik.github.io/gg/
ZIRTTISDTIERT —HDEZZEN 3 (LI D TULET
- glVertexAttribPointer() M2 2 5|#X size Z=E&N(CEHETLZEL)
-ggsample02.cpp Z7v I O—RFLUTLZEWL
- “ggsample02.cpp” EWD T 7 AMILZZZEBURNT S TZE0)



https://github.com/tokoik/ggsample02
https://tokoik.github.io/gg/

ggsample02
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