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3DCG API(p.280)

o OpenGL (IBSilicon Graphics)
m )T ILEZALCGHIEIM S
= UNIX, iOS, PS3, Wii(za1Ll)
s A—T UK = WebGL
o DirectX (Microsoft)
s YTZILERALCGUFIZH —L)
= Windows, Xbox
s EERMER, HIENA—FHAERL
O TO/D)7ILEALAPI
= Java3D, GNMX(PS4)
= Mantle(AMD), Metal (i0S)
0o RenderMan (Pixer)
s JEYTILAALCG (BR{EE4E)
n BRES{ETEER

3DCG/\—Fkx7 (GPU)

0 Graphics Processing Unit
» 3DCGEtENEARTOtYY
s BEULOEREI=VIEEE
» ZHOEBRAPEIEILIZHLT,
B #R75 A0 7 [E] B - 6 51 (23R4T
o Jays<iiLiz—4
» GPUOREMLEZRZRIZKHLCT
HRRAIA X TEHHEHE
n BEEREETZ T TIEXISTELL
1o 1= B FRIECGHRAITIZ® I
o Jx—T4VJEE
GLSL - OpenGL, WebGL
HLSL - DirectX, Xbox
Cg - NVIDIA, PS3
PPSL(PS4), Metal(i0S),... >
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/* Processing AMKT AT S L */
PShader circle; // x—RATx ok

void setup() {
size(600, 600, P2D);
/] D55 A 1 —F DA AH
circle = loadShader("circle.glsl");
/] =T ~DEHZITHEL
circle.set("radius", 20.0);

}

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

/* x—R TGS L circle.glsl */

[ BEINT-ZEHDZ(TERY (Rl EFF)
uniform vec2 center:

uniform float radius:

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

/| FEDEILTHRIZEITESINS A EHK
void main() {
/] FDEVEILALHILDETOHEBEZIG
float d = length(gl_FragCoord.xy - center);

/[ EVEILOBEELTHOAAILGLSATRE,
/[ MG ERBZEERTE

if (d < radius) gl_FragColor = fg;

else gl_FragColor = bg;
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FTARTOR(ERFNLONT D)%
“FEIC"GUPHR®DAI D7 TEHHET S
= D FADEFEFBRIFFEZLL

- S~o

oLfrescoraxy ] costazontith |
’ gI FragCoord.xy

d < radius center.xy

~._radius

[ :o%(ilo%’@@

d >= radius
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14.5 GLSLA P§
e

uniform BR/THEROXBEEM AHhZ—  sin, cos, atan, pow, sqrt, abs,
min, clamp, mix ($&f4#E0) BE

in BR/TERARCEDANEH
. ~YkJL dot(N%E), length, distance,
out E%/TEACEDH DL #), leng

normalize, reflect (Rt AR) #HE

RORIL-ER -8 BERVT—5DAHN
T—5E

vec2, vec3, vecd uniform, in(attributesx) Z#
vec3 v = vec3(0.1,0.2,0.3); i gl Pasition.xyzw
BRA xyzw Ff=I& rgba (fREEERTODIE S EE)

= naN) ZEE
EXDSHE V.X, V.Z, V.XY, V.rgb, v.a & EE D out(varying) &

EEOBHI a*v, v¥v(HICERE LT OHE) ST AN =5 DA S

= AS gl_FragCoord.xy (EYt JLEIE)
uniform, in(varying>¢) Z= 1
T—5E mat2, mat3, mat4 H gl_FragColor.rgba(E4+/L0 )

SERE D a*mat, mat*mat, mat*vec X LIBION—2avTOESES
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/* Processing AMKT AT S L */
PShader ripple; // L x—%7FT2 Uk

void setup() {
size(600, 600, P2D);
ripple = loadShader("ripple.gls|");
/] T—F~DEHZITHEL
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 EEEILIZH LT —F DA THAE
rect(0, 0, width, height);

}

/* x—RT0%5 5 L ripple.glsl */

/] BEINE=EHDZITERY

uniform float time; // #&X:BEERE (F)

uniform float rmax; // R KFE (BIEXTALR)
uniform vec2 center; // X9 AEELE

const float gap = 100.0; // K DE bR

/] FEDILTH RIZHHEITINSIIE
void main() {
float d = length(gl_FragCoord.xy - center);
float ¢ = 0.0;
/] gapfERTHERHBD) T (FFENEERL,
/1 TRTDIVT R DoDEFESEEE
for (float r = gap * fract(time); r < rmax;
r += gap) {
c+=2.0/abs(d-r); // &BIVTHhSDIER
}
gl_FragColor = vec4(0.0, 0.0, c, 1.0);

} 7
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14.7 LAXNYRAT4200 (12.65H)

/* Processing AMKT AT S L */
PShader sh;

void setup() {

size(600, 600, P2D);

sh = loadShader("raycast.glsl");
}

void draw() {
sh.set("size", (float)width, (float)height);
sh.set("r", sin(frameCount / 10.0) + 1.0);
shader(sh); rect(0, 0, width, height);

}

/* x—H TS L raycast.glsl */
uniform vec?2 size;

uniform float r;

vec3 kd = vec3(0.7, 1.0, 0.7);

vec3 light = normalize(vec3(1, 1, -3));
vec3 center = vec3(0, 0, -10);

void main() {
gl_FragColor = vec4(0, 0, O, 1);

}

float scrX = (gl_FragCoord.x * 2.0

- size.x) / size.x;

float scrY = (gl_FragCoord.y * 2.0

- size.y) / size.y;

float scrZ = -2.0:

vec3 ray = normalize(vec3(scrX, scrY, scrZ));
vec3 nearest = ray * dot(center, ray);

vec3 nc = nearest - center;

float d2 = r * r - dot(nc, nc);

if (d2>0) {

}

vec3 p = nearest - sqrt(d2) * ray;
vec3 n = normalize(p - center);
vec3 color = kd * dot(n, -light);
gl_FragColor = vec4(color, 1.0);
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14.8 GLSLSZ Y 1+

O GLSLTREE2DI Ik
= http://www.demoscene.jp/?p=1147

O DEHFH]O->THNILEBEE ! WebGL & GLSL THE®HB., [FLHTD
Yr—8a—T42Y
= 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/
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149 BRI T—2 DR

BRI z—7D%E O ZE 0 B e
O JERDREEZELH -
" BEE~FOHDHENELES (3D
. = BERVI—53DOHN
= AJB:position (O—HILEEEZER) 234 (out)
tH A1:gl_Position ($REEZR)
= EEDH f51:3DZER DR YT
gl_Position = transform * position NERRDE
O TE:%FO)/\OE}_?%H:II 5;(9_“:
n FI0EDOBDETE(D—ER)GE f#

= AH: color, normal %&
n HAoutZEH > BENEM

(2DIE E)

0 2IEROHBELH IS AR T—HD
n BRELHMITIEFEZLNERMNERTE AHDZEZ(in)
BREHITH
= transform (. ﬁkix?ﬁﬁﬁiz Bl 2DEE DR HD
= normalMarrix GE#RZEHLITSI) EEHEILDE

= lightPosition (JLREEAE) 73L& 10
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1410 GLSLC 7Aooz —T 420

PShader phong; // x—% 935X

void setup() {
size(600, 600, P3D);
noStroke();
// dataZA I FIZANTHD TSI Ak
/] V=R LR I—FHHHAD
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—5% DAL

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

/! ZDOHEITIE, fillkshinessIZD A XFIEL,
// specularlEER=N, fillER—BELD
fill(180, 180, 180); shininess(50);

/I TBDIRTHKRZRRLTHERLE
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);

11
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N

/* D74 IL4: vshader.glsl */
// Processing@DLIGHT > z—# E—F
#define PROCESSING_LIGHT_SHADER

uniform mat4 modelwew, // :ET)Lt 1—1T75

uniform mat4 transform; // & ZE #1775
uniform mat3 normalMarrix; // ;LR ZE #1175

/] RO, fRAR1DZHIRELTLNS
uniform vec4 lightPosition; // {3 mEEZ R

[ TERZEICERESNSGER(O—HILERZRR)

in vec4 position; // TE R EEE
in vec3 normal;  // jEEERIRNIL
in vec4 color; [/ TERDMER

in float shininess; // 1E={%%K

COBITIE, FMEDT-&, Hial- R

/] 75T AN —FETHEER
out vec3 fN; // iEIERIRIL

out vec3 fV; // HE~DRIL)L

out vec3 fL; // FLFE~NDRIRIL

/[ BERIEZDEFEE A

out vec4 fColor = color;

out float fShininess = shininess:

void main() {

[/ ANTERDERZER R ERRICER

gl_Position = transform * position;

/| BREEZRTODENINLERDD
fN = normalMatrix * normal;
fV = -(modelview * position).xyz;
fL = lightPosition.xyz + fV;
}

RERGEZE

§ N Tcolor (REITILERRE &) ’éﬁofa‘l‘%ﬁ'é

12
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14.12 (#=) TTZT A x—4

/* 274 )L4: fshader.glsl */
/1 NS SEDHRRUR 5 Al 53 SR TE R 5T RS
uniform vec3 lightDiffuse, lightSpecular;

/I TERVT—FDE hEwHERE (R EER)
in vec3 fN, fL, fV;

in vec4 fColor;

in float fShininess;

void main() {
/] ERORIWEBEGARINILIET S
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);

/] S N—kDR
float LdotN = dot(L, N); // N%& = ILI INI cos©
if (LdotN > 0.0) {
/1 FEVRIVIZEIT HILEUR S &R E RS
/] (MEREXBRBARXFZHZRHD
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

/] EEDT=®, IRFFI(X(0.2, 0.2, 0.2)ICEE

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

/] BREFE (H2FTHEIT LHEFBR)
float fallOff = 1.0/ (1.0 + 0.001 * length(fL));
gl_FragColor.rgb =

fallOff * (diffuse + specular) + ambient;

gl_FragColor.a = fColor.a;
13



