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14.3 GISLIZ & A2Di#H

/* AT 4 S L shader2d.pde */
PShader circle; // x—5RAT ok

void setup() {
size(600, 600, P2D);
/] D5 Ao —RF DFHHIAH
circle = loadShader("circle.glsl");
[ =B ~DEHZITIEL
circle.set("radius", 20.0);

}

void draw() {
circle.set("center", (float)mouseX,
(float)(height - mouseY));
/] —FDEHME
shader(circle);
// EETRILIZHL T z—5 DA THE
rect(0, 0, width, height);

/* x—R TGS circle.glsl */

/] EBENT-ZHDZ(TERY (i EF1F)
uniform vec2 center;

uniform float radius;

/| EBDNEERIRBLEERE)
const vec4 bg = vec4(1.0, 1.0, 1.0, 1.0);
const vecd fg = vec4(0.2, 0.5, 0.2, 1.0);

/| FEDEILTHRIZEITSIND A A
void main() {
/] FDEVEILALHRIDETOHEBEZEG
float d = length(gl_FragCoord.xy - center);

/[ EVEILOBELTHORAAILLSATRE,
/1 MG ERBZEERTE

if (d < radius) gl_FragColor = fg;

else gl_FragColor = bg;
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14.5 GLSLAFS

uniform LER/TEROHXBEH AHhS5—  sin, cos, atan, pow, sqrt, abs,
N 1 H £ 2 7(., >
in E%/TEACEDANEY iy SISz, M50 ) &=
. ‘ Rk dot(AHFE), length, distance,
out BR/EACEDHAEH 7 (W), length, i

normalize, reflect(R&tA M) %4E

RIOMNV-EE-B BRYz—5DAHA
T—4%!

vec2, vec3, vecd uniform, in(attribute) Z#
vec3 v = vec3(0.1,0.2,0.3); s gl_Position.xyzw
ERA xyzw Ff=I& rgba (REEERTODIE S EE)

EXDSHE V.X, V.Z, V.XYy, V.rgb, v.a & RO out(varying#) ZH

EEDH a*v, viv(RicERRBLTOEE) IS5 A z—5F DA A
(N i e
& uniform, in(varying<) Z= 1

T2 mat2, mat3, mat4 A gl_FragColor.rgba(E4 /LD &)

HE D a*mat, mat*mat, mat*vec ¥ LIBID/N—3 0 THOES S .
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14.6 B D L7830 R

/* RKT 05 5 L ripple.pde */
PShader ripple; // x—% ATz ok

void setup() {
size(600, 600, P3D);
ripple = loadShader("ripple.gls|");
/| T—F~DEHZITIEL
ripple.set("rmax", 1.414 * 600);

}

void draw() {

float time = millis() / 1000.0;

ripple.set("time", time);

ripple.set("center”, (float)mouseX,
(float)(height - mouseY));

shader(ripple);

/[l EEDEILIZRL T —F DA THEE

rect(0, 0, width, height);

/* ox—HFT0Y 3 L ripple.glsl */

/] BEINE=EHDZITERY

uniform float time; // #:@8:E (F)

uniform float rmax; // & RXFZE (BIEXAR)
uniform vec2 center; // X9 RAEELE

const float gap = 100.0; // R D&

// BEDwILTHI R IZHiFIEITINHINIE
void main() {
float d = length(gl_FragCoord.xy - center);
float ¢ = 0.0;
/] gapfEIfRTEEBD )T (FEr)EERL,
/] TRTDI)T (R IoDFE5EEE
for (float r = mod(time * gap, gap);
r < rmax; r += gap) {
c+=2.0/abs(d-r); /)T NSDEEEE
}
gl_FragColor = vec4(0.0, 0.0, c, 1.0);
) 7
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14.7 GISLEZHY Ak

o GLSLTEE2DTIIVk
= http://www.demoscene.jp/?p=1147

O EFH]O-THNITHEEE ! WebGL & GLSL TIRHA. ZLHTD
Yr—8a—T427
= http://qiita.com/doxas/items/b8221e92a2bfdc6fc211

o GLSL Sandboxit&;E Al
= http://www.demoscene.jp/?p=1154

o GLSL Editor
= http://jp.wgld.org/js4kintro/editor/

o Shadertoy
= https://www.shadertoy.com/




2006-2016 H. SHIOZAWA http://vilab.org

148 GISL.CIAV S T—T 125

PShader phong; // ¥x—% 95X

void setup() {
size(600, 600, P3D);
noStroke();
// dataZ A I FIZANTHD TSI A2k
/| Vx—FEBRIT—FEHmAHAAD
phong = loadShader("fshader.glsl",
"vshader.glsl");

}

void draw() {
background(0);
translate(width/2, height/2, 0);
rotateX(radians(-30));

float angle = radians(frameCount);
float x = 200 * cos(angle);
float z = 200 * sin(angle);

shader(phong); // > z—% DAEMIE

// EEDOT=&, BEREANIR1DIZIFEL,
/[ RIERIT—FIZEEERL TS
lightSpecular(50, 50, 50);
pointLight(200, 200, 200, x, -200, z);

/! ZOHITIE, fillEshinessIZD & ®FILL,
// specularl$ER=N, fillER—BELD
fill(180, 180, 180); shininess(50);

/I TBDBRTHRERRLTHERELRX
beginShape(QUADS);

vertex(-300, 0O, -300); vertex(300, 0, -300);
vertex(300, 0, 300); vertex(-300, 0, 300);
endShape();

fill(220, 180, 80); shininess(100);
sphere(100);



2006-2016 H. SHIOZAWA http://vilab.org

149 (fg=) AR T—4~

/* 774 L4 vshader.glsl */ /] 22T Aoz —FIZET HREIER
// Processing®LIGHT  z—4 E£—FK out vec3 fN; // EEERIRIL
#define PROCESSING_LIGHT_SHADER out vec3 1V; // HREA~ADNTRIL

out vec3 fL; // FLBEA~ADARTRIL
// LIGHT  z—3E—FTHEINAHEBEZLH /[ BERIIZEODEEH A

uniform mat4 modelview:; // FTJLEa21—4T%]  out vecd fColor = color;
uniform mat4 transform: // R ZE #1775 out float fShininess = shininess:

uniform mat3 normalMarrix; // iE#RZ #2175
void main() {

[/ EEDT=86, fRRI1DZFREELTILNS /[ ANTBERDEZEZS R EERICERE
uniform vec4 lightPosition; // 1R R EIZ R gl_Position = transform * vertex;

[ TARZEICRESNAEH(O—HILEER) /| BREZEZRTODENINLERDD

in vecd vertex:  // TA S JERZE fN = normalMatrix * normal:

in vec3 normal;  // EEBAIRIL fV = -(modelview * vertex).xyz;
in vec4 color: /| TERDHMER fL = lightPosition.xyz + fV;

in float shininess; // 1EE{ZR %k }

COBITIK, BED-O, e FH - IR RAGEZ
T’\’Ccolor(ZliiEli?IE’*&JiﬁT@)’éﬁo’(.ﬁr%’-?’

10
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/* D74 L4 fshader.glsl */
/1 AN DHEEUR 5 Al 57 &85 | = 5T R
uniform vec3 lightDiffuse, lightSpecular;

/[l TBERIz—F D NhEHE (RREER)
in vec3 fN, fL, fV;

in vec4 fColor;
in float fShininess:

void main() {
/] ERIORIVEBRRFGANIRVIET D
vec3 N = normalize(fN);
vec3 L = normalize(fL);
vec3 V = normalize(fV);
[l RETARDRIRIL

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

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

/] 22—k D=
float LdotN = dot(L, N); // N%& = ILI INI cosb
if (LdotN > 0.0) {
/1 FEDRIVICE T HHLRUR ST iR E R &
/] (HEEXBRAR XRBZERDHD
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

/] EEDT=®, IREF (0.2, 0.2, 0.2)ICEE

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

/] BEFHE(F2ETEHEITLHEFER)
float fallOff = 1.0/ (1.0 + 0.001 * length(fL));
gl_FragColor.rgb =

fallOff * (diffuse + specular) + ambient;

gl_FragColor.a = fColor.a;
11
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1411 (§ZE)ITZT A x—45

/* D74 L4 fshader.glsl */
/1 AN DHEEUR 5 Al 57 &85 | = 5T R
uniform vec3 lightDiffuse, lightSpecular;

/[l TBERIz—F D NhEHE (RREER)
in vec3 fN, fL, fV;

in vec4 fColor;
in float fShininess:

void main() {
/] ERIORIVEBRRFGANIRVIET D
vec3 N = normalize(fN);
vec3 L = normalize(fL);
vec3 V = normalize(fV);
[l RETARDRIRIL

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

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

/] 22—k D=
float LdotN = dot(L, N); // N%& = ILI INI cosb
if (LdotN > 0.0) {
/1 FEDRIVICE T HHLRUR ST iR E R &
/] (HEEXBRAR XRBZERDHD
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

/] EEDT=®, IREF (0.2, 0.2, 0.2)ICEE

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

/] BEFHE(F2ETEHEITLHEFER)
float fallOff = 1.0/ (1.0 + 0.001 * length(fL));
gl_FragColor.rgb =

fallOff * (diffuse + specular) + ambient;

gl_FragColor.a = fColor.a;
12
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