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in/out #0017V IRZIEEI D

/] TOTSLATZ 10 SOVERK

const auto program{ glCreateProgram() };

- (VY=RTOUSLDFEHIHAF, A1)V, BODMHITE)

/] TOISAATSTIMOU>Y Aiads

glBindAttribLocation(program, 6, "pv");
glBindFragDataLocation(program, 0, "fc");

glLinkProgram(program);

// uniform Z# mc DA TV IRADEE (EDOWS5TNE -1)
const auto mcLoc{ glGetUniformLocation(program, "mc") };
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// TERESIATZT O K
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);
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/] BRI\ D7 AT T O
GLuint vbo[1];
glGenBuffers(1l, vbo);
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B\ I 7 AT MMEDT—FZERET D

// TERDALE
static const GLfloat pv[][3]

{

{ -1.0f, -0.8660254f, 0.0f },
{ 1.0f, -0.8660254f, 0.0f },
{ ©0.0f, 0.8660254f, 0.0f },

s

// THRDEL
constexpr auto points{ std::size(pv) };

B DEZREZRDD: sizeof pv / sizeof pv[0]

// —DBDIEFR/\Y I7ATZ O MIJBERDMUEBEDT —FZENX T D
glBindBuffer(GL_ARRAY_BUFFER, vbo[@]);
glBufferData(GL_ARRAY BUFFER, sizeof pv, pv, GL_STATIC DRAW);

/] CDIERI\W I F7ATZT % index == 0 @D in BHEHSHEIT S
glVertexAttribPointer(®, 3, GL_FLOAT, GL_FALSE, o, 0);
glEnableVertexAttribArray(0);
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/] ST—A7005 ADER
glUseProgram(program);

// uniform Z# mc (BEF/LE1— - I&EZHITY]) ZKTEITD
glUniformMatrix4fv(mcLoc, 1, GL_FALSE, mc);

// HE(CEDSTEREHATZ 0 SDIEE
glBindVertexArray(vao);

// BERZO1HIE
glDrawArrays(GL_TRIANGLES, @, points);
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ATIN

500X k1o —4

#version 410
in vec4 pv;
uniform mat4 mc;
void main(void)
{
gl_Position = mc * pv;

}

#tversion 410
out vecd fc;
void main(void)
{
fc = vec4(l.0, 0.0, 0.0, 1.0);

| e ()
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IEAN9 D in (attribute) Z#X cv D1 27 W IR =15

/] TOTSLATZ 10 SOVERK

const auto program{ glCreateProgram() };

w (VY=RTOUS LDsdHAF, TAINAIL, UTE)

glLinkProgram(program);

// in (attribute) Z# cv DA >FTYVIRADRE (RO SRTNIE -1)
const auto cviLoc{ glGetAttribLocation(program, "cv") };

// uniform Z# mc DA >FTVIRDWRE (EDOMSRAITNE -1)

const auto mcLoc{ glGetUniformLocation(program, "mc") };
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// TERESIAT O S
GLuint vao;
glGenVertexArrays(1l, &vao);
glBindVertexArray(vao);
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/] BRI\ D7 AT T O
GLuint vbo[2];
glGenBuffers(2, vbo);

BRI\ I 7 AT 10 ha2{E@Ed
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// TERODALE
static const GLfloat pv[][3]

{

, -0.8660254f, 0.0f },
, -0.8660254f, 0.0f },
, 0.8660254f, 0.0f },

e
© R K
(IO IO
-+ -h —h

s

// THRDEL
constexpr auto points{ std::size(pv) };

// —DOHEDIES/\Y I 7 AT 10 MIJBERDOMEDT —F ZERiXx

glBindBuffer(GL_ARRAY_BUFFER, vbo[@]);
glBufferData(GL_ARRAY BUFFER, sizeof pv, pv, GL_STATIC DRAW);

/] CDIERI\W I F7ATZT % index == 0 @D in BHEHSHEIT S
glVertexAttribPointer(®, 3, GL_FLOAT, GL_FALSE, o, 0);
glEnableVertexAttribArray(0);




[BEmotEDlEa/)\Ww I7AT T O~

// TERDE
static const GLfloat cv[][3]

{ 1.0f, 0.0f, 0.0f }, // 7Kk

{ 0.0f, 1.0f, ©0.0f }, // #%

{ 0.0f, 0.0f, 1.0f }, // B
}s

// ZDOEDHERINY IF7AT IO MIBDT—FZERXT D
glBindBuffer(GL_ARRAY BUFFER, vbo[1]);
glBufferData(GL_ARRAY BUFFER, sizeof cv, cv, GL_STATIC DRAW);

/] COIER)\Y IJ7ATZ1T = index BY cvLoc @D in BEHSEHIET D
glVertexAttribPointer(cvLoc, 3, GL_FLOAT, GL_FALSE, 0, 0);
glEnableVertexAttribArray(cviLoc);
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/] ST—A7005 ADER
glUseProgram(program);

// uniform Z# mc (BEF/LE1— - I&EZHITY]) ZKTEITD
glUniformMatrix4fv(mcLoc, 1, GL_FALSE, mc);

// HE(CEDSTEREHATZ 0 SDIEE
glBindVertexArray(vao);

// BERZO1HIE
glDrawArrays(GL_TRIANGLES, @, points);
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IN—FVvOR>T1T—4

#version 410

in vec4d pv;
=]
in Vec4 cv; ];E\/n\djé

ISR ST —%

#version 410
in vec4d vc;

uniform mat4 mc; HE=ND

out vecq4 vc;=
void main(void)
{
VC = CV;
gl Position = mc * pv;

¥

out vecd fc;
void main(void)
{

fc = vc;

}
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IN—=FTV IR 1T—% ISOA k21 —4

#tversion 410 #tversion 410

BRIER DB & B[R U IR AHE
AR NN

out vec4d cl;
smooth out vecd c2;

in vec4 cl;
smooth in vec4 c2;

= AOYANWY S 7 i
HIN

noperspective out vec4 c3; noperspective in vec4 c3;

HE LRV g REOIERBIEMMENND

flat out vec4d c4; flat in vec4 c4;
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RDOTOT S A attribute (CJTERDAIEEETIEEL C=ALEZRETET.
[EROB(FHEI SN TEHRZZED DARULET
- https://github.com/tokoik/ggsample06
- COB c DRODICITERICHITRIEERT BN n Z5XTIN—FV IR T —
S TIERDEREZETE L, out B# v (CRATBRRLDICLTLSIZEL

- 2R ETRICIIRS A R 31 MEOT,, SREARBIYEDOETILICIIRSA R 21 #
D Blinn OEF)LZFERLUTLIZE0)N

- MEBIRTEZET ggsample06.vert NCTEZEUL CULVETY
-ggsample06.vert Z7wvJO—kUTLZEL)
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https://github.com/tokoik/ggsample06

cgsample06.cpp DEE A

/] JEmE
static const GLfloat cv[][3] =

{ 1.0f, @0.0f, 0.0f }, // 7%
{ 0.0f, 1.0f, 0.0f }, / X
{ 0.0f, 0.0f, 1.0Ff }, // B

s

static const GLfloat nv[][3]

{
{ -0.086172748f, -0.049751860f, 0.99503719f },
{ ©0.086172748f, -0.049751860f, 0.99503719f },

e

{ o.of, 0.099503719f, 0.99503719f }
}s
/] TBERDOE cv ADN\Y I7ATZT oK CD cv & nv
glBindBuffer(GL_ARRAY_BUFFER, vbo[1]); (CESM]MRD

/] [fB&] cv ORNODIC nv ZESEIDICEETD
glBufferData(GL ARRAY BUFFER, sizeof cv, cv, GL STATIC DRAW);




GLSL OOfE

- R NLDIERAE
vec3 h = normalize(l + v); // hldl&EvOrFEAT R

- NUEITOEITERS EDIE(ICIRD

vec3 v3 = vl * v2; /] NI RNWIEV2ORERZTNNTD
NIV ERADT—DREIINRD MNUICIRD

float f;

vec3 v2 = vl * f; /] NI RNIWVIOEERZFEIT D

RO BNILEXITT—DFHNINRD NUICIRD
vec3 v2 = vl * 2.0 + 1.9; // NTOMNIWIOEEZHE L C1HaET

- swizzling (NI NLDOEZEDANEXR)
vec4 vl = vecd4(4.09, 3.0, 2.0, 1.0);
vec3 v2 = vl.wxy; // V2.xev1l.w, v2.y«v1l.X, Vv2.z¢V1.y
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