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/] INS A= DECH!
GLfloat parameter[stacks + 1][slices + 1][2];

for (int j = @; j <= stacks; ++3j)
{
// telo, 1]
const auto t{ static cast<GLfloat>(j) / static_cast<GLfloat>(stacks) };

for (int 1 = 0; i <= slices; ++i)
{
// s€[0, 1]
const auto s{ static_cast<GLfloat>(i) / static cast<GLfloat>(slices) };

parameter[j][1][@] = s;
parameter[j][1][1] = t;
}
}
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/ TEREHNIAT 10 hZVERKRT D - —
GLu1nt vao; £2EBl&ERU

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

// B\ I 7 AT 1O MEEKRT D

GLuint vbo;

glGenBuffers(1l, &vbo);

glBindBuffer(GL_ARRAY_BUFFER, vbo);

glBufferData(GL_ARRAY BUFFER, sizeof parameter, parameter, GL_STATIC DRANW);

/] FEESNTWRER/N\Y I7 AT O MZE in BEHNSSRTS
glVertexAttribPointer(©, 2, GL_FLOAT, GL_FALSE, 0, 0);
glEnableVertexAttribArray(0);
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/] TERA TV OIRDE (=HbET DTERDE)

const auto size{ slices * stacks * 3 * 2 }; for (int 1 = 0; i < slices; ++1)
| X AEDE | AR 2 | {
/] TBSRA >y 2 ZDE /] TBRA>T VIR nislicestl nislicest2
GLuint index[size]; const auto n{ m + i };
/] TERA 25w 0 ADIEHNSE // TNRIO=E/
int count = 0; index[count++] = n;
index[count++] = n + 1;

for (int j = 0; j < stacks; ++3j) index[count++] = n + slices + 2;
{

// ERDERA>T v IR // ERIDO=EH

const auto m{ j * (slices + 1) }; index[count++] = n;
: index[count++] = n + slices + 2;
index[count++] = n + slices + 1;

(j+1)*(slices+1)'

j*(slices+1) }

(3-1)*(slices+1)F——=—= }
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/] BERATYIOAD)I\Y I7ATZT U b

GLuint ibo;

glGenBuffers(1l, &ibo);

glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, ibo);
glBufferData(GL _ELEMENT ARRAY BUFFER, sizeof index, index, GL_STATIC DRANW);




glDrawElements() (CKkDEE

/] ST—A7005 LADER

glUseProgram(program);

/] HZtEE I D IBO MEREL IBO O5F—4 8
glBindVertexArray(vao);

glDrawElements(GL_TRIANGLES, size, GL UNSIGNED INT, O);
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// 1D@dD STRIP DIE=RE
const auto strip count{ (slices + 1) * 2 }; for (int 1 = 0; i <= slices; ++i)
{
[/ TEmA 2T ADE /] BERA>2TYVIR
const auto size{ strip count * stacks }; const auto n{ m + i };
// TBEmA 27w 0 ADEES // STRIP (D_LAAl
GLuint index[size]; index[count++] = n + slices + 1;
// TEmA 257w O ADIEHNST // STRIP DT
int count = 0; index[count++] = n; L i inkslitesl
} VAWV W |
for (int j = 0; j < stacks; ++3j) } P i
{
// FEIRDIERA > 7T v IR
const auto m{ j * (slices + 1) };




[BRA >V IRXD)\W IT7AT=T O (IBO) DENN

/] BERATYIOAD)I\Y I7ATZT U b

GLuint ibo;

glGenBuffers(1l, &ibo);

glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, ibo);
glBufferData(GL _ELEMENT ARRAY BUFFER, sizeof index, index, GL_STATIC DRANW);




glDrawElements() (CKkDaHE]

/] ST—A7005 LADER
glUseProgram(program);

% STRIP D1 > 5w U ADi&iN%

Az % fiEi8 9 D S -
/i : N , FRaD IBO MIFEEMNSDATzY
glBindVertexArray(vao); Rt A (TS B
for (int j = @; j < stacks; ++3j) R

{

auto offset{ static cast<const GLuint*>(@) + strip count * j };
glDrawElements(GL_TRIANGLE STRIP, strip _count, GL UNSIGNED INT, offset);

} =
1 DM STRIP O IBO OF —4~2

JAm%




gIMultiDrawElements() (C X B1HiH|

/] BEARIYTDERBREERA > TYVIRXDI\Y I F7ATZT O (1B0) EDAIE

GLsizei counts[stacks]; £ STRIP D1 > 7w I X DI&ikE

GLuint* indices[stacks]; = o
for (int j = @; j < stacks; ++j) PRD IBO DOFEEMNSDATZY b

{ . . 1D STRIP DIERE
counts[j] = strip count;

indices[j] = static_cast<const GLuint*>(@) + strip count * j;

}

/] ST—A7005 LADER
glUseProgram(program);

TR > CEIRT D

// B 7z fEE 9 D
glBindVertexArray(vao);
glMultiDrawElements(GL TRIANGLE STRIP, count, GL UNSIGNED INT, indices, stacks);

& STRIP DIE=E IBO D= —4 8
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#tversion 410

in vec2 parameter; // CPU B5X5NBEAEME
uniform mat4 mc; /] T

void main()

{
float th = 6.283185 * parameter.s; // = [0,1]=][0,21]

float ph = 3.141593 * parameter.t; // f&E [0,1]+[0,1]
float r = sin(ph); /] F8E ph (CHIFTDEIERDRTEDHFF
vec4d p = vec4(r * cos(th), cos(ph), r * sin(th), 1.0);

gl Position = mc * p;
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#tversion 410

in vec2 parameter; // CPU 'B5X5NBEAEME
uniform mat4 mc; /] T

void main()

{
float th = 6.283185 * parameter.s; // &&= [0,1]-][0,21]

—_—

float y = parameter.t * 2.0 - 1.9; // =< [0,1]-[-1,1]
vec4 p = vec4(cos(th), y, sin(th), 1.9);

gl Position = mc * p;
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#tversion 410

in vec4 po, pi; /] BRI EERARDRDAE
uniform float t; // BFZ
uniform mat4 mc; /] PREEZ AT
void main()
{
gl Position = mc * mix(p@, pl, t);
}

(1-t)P, +tP, Z5tE I D

#HFHAHEEN 5D |




.
attribute Z28001 > 5w O XDERDH U

/] T TOTSLDFFHFAH
program = glCreateProgram();

. (VY=RTOT S LDFMHAF, A2I\A)L, BADHITE)

// in ZE8 (attribute Z#)) pl DA TV IRDRE (BEDOMSRATNL -1)
const auto plLoc{ glGetAttribLocation(program, "pl") };

GPU D attribute Z#i%
// pl DIER/\Y I 7 AT =10 SDVERK & CPU DRI E 2=
GLuint plBuf; (BEIC) BIUICLTWLD
glGenBuffers(1, &plBuf);
glBindBuffer (GL_ARRAY_ BUFFER, plBuf);
glBufferData(GL_ARRAY_BUFFER, vertices * sizeof (GLfloat[3]), pl, GL_STATIC DRAW);

pl DEEE(EZ
F&HR U 7= EeF
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// B (EDTEREIIAT > 0 hDIEE
glBindVertexArray(vao);

/] JB)\w I 7 AT T O R%Z in (attribute) Z#X p1 (pllLoc (FZEEL p1 DA>FT WV IR) TEHEITS
glBindBuffer(GL_ARRAY_ BUFFER, plBuf);

glVertexAttribPointer(plLoc, 3, GL_FLOAT, GL_FALSE, 0, 0);
glEnableVertexAttribArray(plLoc);

/] TOTSLATZ 1O SOERRE

glUseProgram(program);

/] BRIDEETE (tLoc (& uniform &3 t DA >FTwWIRX)
glUniformlf(tLoc, t);

// ERZODFEIE
glDrawElements(GL_LINES, lines, GL _UNSIGNED INT, ©);
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in vec4
uniform
uniform

uniform
uniform
uniform
uniform
uniform

#tversion 410

position;
mat4 modelViewMatrix;
mat4 projectionMatrix;

/] R=>DF—4
const int MAXBONES = 8;

int numberOfBones;

vecd pO[MAXBONES];

vec4 pl[MAXBONES];

mat4 blendMatrix[MAXBONES];
float exponent = -16.0;

uniform Z#%(C CPU h\51E
Ui - OB EE

72 5E

//
//
//

//
//
//
//
//
//

mOOME (O—)LERE)

EF)LE 1 —ZH175
oS TE)
CDOTOTS ATIRZDN—DERKE

ERR(CHIE T DR— > DEY
IR—>2DIRFTTDALE (T—)L REER)
IR—>DITRHDALE (T—)L REER)
Bi(t) * Mi-! (CPU TEtELTHK)
EHDIEEL, -c

OpenGL 3.2 (GLSL 1.5) L%

725 GLSL (CFEfTHl%EKReDD
tHAIAFHEIEL inverse H'dpD




void main()

{
vecd4 p = modelViewMatrix * position; // T—IL REZEZRDIERALE
vecd u = vec4(0.0); /] BTN THNZEKED DEEX

/] ETDIR—2CDNT
for (int i = ©@; i < numberOfBones; ++i) {
vecd vl = pl[i] - pO[i]; // vl Z3KEDD

// vl B e RTNLTRIFNE
if (vl !'= vec4(0.0)) {
float s = dot(vl, p - pO[i]) / dot(vl, vl1); // s = vl-v2 / v1?
float d = length(v2 - vl * clamp(s, 9.9, 1.0)); // d = |v2 - vl * s
float wi = pow(d + 1.0, exponent); // wi =1/ (d + 1)-exponent
u += wi * blendMatrix[i] * p; // u(t) = wi * Bi(t) * Mi-1 * p

} } EAHMTH | ) H"EREBEERSEH w, & IEHL T BHE(FR

/] TL> RUTTRERZETEROEZEBECES
gl Position = projectionMatrix * uj;

}
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- sin(x), cos(x)
- —AFEE, x (radian) DIETX, R
'pOW(XJ y)
- BN, xv
-mix(vl, v2, t)
vl & v2 Z= t THEAIESS, vl * (1 - t) + v2 * t
- dot(vl, v2)
- RO BN vl, v2 OREE, I9MEE cross(vl, v2)
- length(v)
- v OfEIHE/ =
- clamp(v, min, max)
- 5>, v<min 725 min, ve>max &5 max, TNLMNE v
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RDOTOT S AIFRDOZ BT ZBER LIRS ETREN T D77 Z_A—>3 >
(FIBIDOBREDEEICLD) #FR~UET
- https://github.com/tokoik/ggsample05
- CDORT—AIE cylinder.h TEESTNTULS p0 (TABINESNTULET
c CN'ET ZA=232(CEBRDT pl ODRFT—IDEICERTBEIDSICLT
T2
- ggsample05.cpp T pl & GPU (C3%xD, ggsample05.vert TE—J4 >0 %
ERLUTLTZT=L

- ggsample05.cpp & ggsampleO5.vert Z7w I O—FLULTL 20N
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