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7045 5<7I)LGPU TS5 T Iz —F DigkE
o GPU o [Emz—4
= Graphics Processing Unit s JEAMNIB(BM—TEADEENSE
= 3DCGEHEUFITUTILEAL) DNEB)ETOT S0y
DIzHODER/N—FITT = ETIVE1—FiR, BELH,
" STIHIEFTRTOPCHIEE TES & O E (B E L),
o Jays5<vIILo—4 TORAFYERODHEL
s GPUDLUA YA mELEmEg O YA AR (FVET4)ox—5
[ZIGCTHRETA X TEH RS n TERNER JIVIT47 (A, %
s CGEMNSEI- 2L, B 7, ZAR) BAOMIEEFEN
TE HEEE TIE 3 i TS o7 = = THR DR, TIST4TDER
O S1—Ta4VHFEE o EO9vIL(ITTAVN S —4F
= GLSL - OpenGL, WebGL n BERVI—YEOHEREFIAL,
= HLSL - DirectX, Xbox EVvILEBETOTSIVT
= Cg - NVIDIA, PS3 = Yx—TaUT - vE T NE,
= PPSL(PS4), Metal(iOS),... BRIk ;
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14.3 Processing+GLSLO I (2D)

/* KKT 0SS5 L ripple.pde */
PShader ripple; // x—5AT2xIk

void setup() {
size(600, 600, P3D);
ripple = loadShader("ripple.glsl");
I 1—F~DEHZITEL
ripple.set("diagonal”, 1.414 * 600);
}

void draw() {
float time = millis() / 1000.0;
ripple.set("time", time);
ripple.set("*mouse”, (float)imouseX,

(float)(height - mouseY));

shader(ripple);
/[l EEOEIVIZHLTY z—F O H T E
rect(0, O, width, height);

}

/* > x—RT09 3L ripple.glsl */
/] BEINTE=EHDZITERY
uniform float time, diagonal;
uniform vec2 mouse;

const float gap = 100.0;

// FEOEILIZKH T HIE
void main() {
float d = length(gl_FragCoord.xy - mouse);
float ¢ = 0.0;
float r = mod(time * gap, gap);
while (r < diagonal) {
/[l WhRRARAVEDKIFEITVR
c+=2.0/abs(d-r)
r += gap;
}
gl_FragColor = vec4(0.0, 0.0, c, 1.0);
}
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14.4 GLSLAFS

uniform SEHR/TEROHXBEH AHhS5—  sin, cos, atan, pow, sqrt, abs,
s i 3 4 2 7¢.~ >

in Ex/TEASEDANTH min, clamp, mix (¥gFZ##RE) GE
. ; k)L dot , length, dist ,

out B/ EDANEY 7 Ot(R#D), length, distance

normalize, reflect(R&FAMR) % &E

T—HE

vec2, vec3, vecd uniform, in(attribute) Z#
vec3 v = vec3(0.1,0.2,0.3); s gl_Position.xyzw
R4 Xyzw F7t=[E rgba ((EEEERTOIE M EE)

BRDSBE  v.X, .z, V.Xy, v.rgb, v.a 5& EE D out(varyings) &3

BE a*v, v¥v(ERRLTOHE) IS5 A —4

— AR gl_FragCoord.xy(E )L E1Z)
17 uniform, in(varying)Z %k
T—5H mat2, mat3, mat4 H A gl_FragColor.rgba(E4t/L D)

N x * * . ar S s
BE a*mat, mat*mat, mat*vec % URIDA—Sa0 THEES
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PShader phong; // x—5% 93X shader(phong); // z—37 DEMIE
void setup() { // FEEOT-&, BEAXAIIR1DEITEL,
size(600, 600, P3D); [ RERIF S IZEESERLTLS
noStroke(); lightSpecular(50, 50, 50);
// dataZ A ILF[CANTHBHIZT Ak pointLight(200, 200, 200, x, -200, 2);
/] =R ELTBRVI—RFHAAD
phong = loadShader("fshader.glsl", [ ZOHITIE, fillkshinessZDHFFEL,
"vshader.glsl"); // specularlZERSN, fillLFE—B LGS
} fill(180, 180, 180); shininess(50);
void draw() { [/ MDD THREZRRTLTHERLX
background(0); beginShape(QUADS);
translate(width/2, height/2, 0); vertex(-300, 0, -300); vertex(300, 0, -300);
rotateX(radians(-30)); vertex(300, 0, 300); vertex(-300, 0, 300);
endShape();
float angle = radians(frameCount);
float x = 200 * cos(angle); fill(220, 180, 80); shininess(100);
float z = 200 * sin(angle); sphere(100);
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14.6 =) TBERY T —4

/* T74IL4: vshader.glsl */
// ProcessingMLIGHTY = —4% E£—F
#define PROCESSING_LIGHT_SHADER

/| UGHT 21— E—F CHESNIHBEEH
uniform mat4 modelview;// T JLE 2—175
uniform mat4 transform; //& RRZEHITS
uniform mat3 normalMarrix; // LR ZE #2175

/| BED=®H, REIFER1DZRHRELTLNS
uniform vec4 lightPosition; // i R FEEIE R

/[ TERZEIZERESNDIZEH (O—HILEEZER)

in vecd vertex;  // TBE R EEAE
invec3 normal; // iEZ{ERTRIL
in vec4 color; // TERDHMER

in float shininess; // 1= (%%

/] D2 AN —R BT HEIER
out vec3 fN; // iEBRIKIL

out vec3fV; // BEADRIRL

out vec3 fL; // FLIRADARIKRIL

[/ BERIEZEDEEH A

out vec4 fColor = color;

out float fShininess = shininess:

void main() {

[l ANTERDERZERREFRRICER

gl_Position = transform * vertex;

/| RREERTOIRNIRLEKRD D
fN = normalMatrix * normal;
fV = -(modelview * vertex).xyz;
fL = lightPosition.xyz + fV;
}

COBITHE, HEOKS k- B BEREEE
F R Tcolor (AEiFHBRSTR) EH>TitET 5
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/* T7AIL4: fshader.glsl */
/1 A5 DHLEUR 8 A 73 & 8% T = 5 Rl 2
uniform vec3 lightDiffuse, lightSpecular;

[/ BRI —F DOH hE@EM (RREER)
in vec3 TN, fL, fV;

in vec4 fColor:

in float fShininess;

void main() {
/] ERORVEBRGANIRLIET S
vec3 N = normalize(fN);
vec3 L = normalize(fL);
vec3 V = normalize(fV);
/| REARDARIRIL

vec3 R = normalize(reflect(-L, N));

vec3 diffuse = vec3(0.0, 0.0, 0.0);
vec3 specular = vec3(0.0, 0.0, 0.0);

/] 52 N—bkDH
float LdotN = dot(L, N); // N%& = ILI INl cosb
if (LdotN > 0.0) {
[ FEDRIVIZE T DIERR S L L iR E R ST
/I (MERXBRARXFZHBZRDD
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

/] EED=®, IREINIX0.2, 0.2, 0.2)ZEE

vec3 ambient = fColor.rgb * vec3(0.2, 0.2,
0.2);

/| REFARE (H2FRTHELTLEIEFBR)
float fallOff = 1.0 / (1.0 + 0.001 * lenfth(fL));
gl_FragColor.rgb =

fallOff * (diffuse + specular) + ambient;
gl_FragColor.a = fColor.a;
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