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3DCG API(p.280)

o OpenGL (IHSilicon Graphics)

m )T ILEZALCGHIEIM S
= UNIX, iOS, PS3, Wii(FE{l)
m F—T UK = WebGL

o DirectX (Microsoft)
m YT ILEALCGHFIZHT — L)
= Windows, Xbox

= SERMEER MIGN—FHRN

O ZD/D)7ILAALAPI
= Java3D, GNMX(PS4)
= Mantle(AMD), Metal (i0S)
o RenderMan (Pixer)
= JEYTILEALCG (BR{EE4E)
n MREEETIEEYN

3DCG/\—F+ 7 (GPU)
o Graphics Processing Unit
= 3DCGEtENER7OtyY
" HEULEDEREI=VrEEE
n ZHOEBRAPEIEILIZHLT,
Bl FR7AR AL IR 7 [ B - A6 51 (23R4T
o Jays<iiLiz—4
= GPUDRNEALIEZFHIEIZIHLET
HARAIA A TEHHHE
n BEEREETZ T TIEXISCTELL
T2 1= BRI CGHAMTIZ T It
o Yx—T4a4UJERE
GLSL - OpenGL, WebGL
HLSL - DirectX, Xbox
Cg - NVIDIA, PS3
PPSL(PS4), Metal(iOS),... 2
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14.3 GLSLIZ kA 2D3E(H

/* Processing RAT OS5 L */
PShader circle; // x—RA Tk

void setup() {
size(600, 600, P2D);
/] 22T A r—FEHHAHFRIE
circle = loadShader("circle.glsl");
/] =5 [float B EHEET
circle.set("radius", 20.0);

}

void draw() {
/] x—R|vec 2B EHAEET
circle.set("center", (float)mouseX,
(float)(height - mouseY));
/] x—REBNLTEEVILEHE
shader(circle);
rect(0, O, width, height); // £EV+tJL
}

/* x—HFT0Y5 S L circle.glsl */

/] BEINE=ERZZITIRD (R EFE)
uniform vec2 center;

uniform float radius;

/[l EHDEEAImBLE=E)
const vec4 bg = vec4(1.0, 1.0, 1.0, 1.0);
const vecd fg = vec4(0.2, 0.5, 0.2, 1.0);

/| FEDEILTHRIZEITSND A A
void main() {
Il FDEVRILMLHRINETHDERMEZEIG
float d = length(gl_FragCoord.xy - center);

/ FORNEHIEL, EVEILDBZETE
if (d < radius) gl_FragColor = fg;
else gl_FragColor = bg;
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144 A FMIBDZEZ
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14.5 GLSLAP5

uniform LHZR/TEROXBLEHN AHAS—  sin, cos, atan, pow, sqrt, abs,

' ix ($R1 HE
in EXR/TERCEDANLER min, clamp, mix (R HH) B

Ykl dot(HFE), length, distance,
out EIR/TRR S EDH IR normalize, reflect (Rt A M) %H&E
ROMV-EEE - HRVI—FDOAHN
T—45% vec2, vec3, vecd uniform, in(attributeX) Z=#
vec3 v = vec3(0.1,0.2,0.3); s e —

ZR4% xyzw F7=[4 rgba (R A B H TOIE S EAE)
EENDBE V.X, V.Z, V.XY, V.rgb, v.a #& E£E®D out(varying) %k

HEE DB a*v, V¥V(RISERETOEE) oL 0
e
o uniform, in(varyingx) Z %k
T—H mat2, mat3, mat4 A gl_FragColor.rgba(E4+ /LD )

EE DB a*mat, mat*mat, mat*vec X UBID/NA—S 3 THEZT
: = 6
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/* Processing RMAT OS5 L */
PShader ripple; // x—%74T2 Uk

void setup() {
size(600, 600, P2D);
ripple = loadShader("ripple.gls|");
ripple.set("rmax", 300.0);

}

void draw() {

background(0, 0, 255);

ripple.set("time", millis() / 1000.0);

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

/] x—FHEERALI-AZEE

shader(ripple);

ellipse(mouseX, mouseY, 600, 600);

/[ BB T —F R

resetShader();

/* x—R 7045 L ripple.glsl */

/] BEINT-ZHDZITEY)

uniform float time;  // #Z1@EEE (F)
uniform float rmax; // xX¥&F
uniform vec2 center; // Hly (XD AEELZ)

const float gap = 60.0; // K D& FE

/] FEHILTHI R I FIEITSNSHIIE
void main() {
float d = length(gl_FragCoord.xy - center);
float ¢ = 0.0;
/] gapfERTERHBD) T (FENEERL,
/] TRTDY2T (R DoDEHEEEEE
for (float r = gap * fract(time); r < rmax;
r += gap) {
c+=2.0/abs(d-r); // &BIVTHhoDIER
}
gl_FragColor = vec4(0.0, 0.0, c, 1.0);
} 7
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14.7 LAXNYRAT4200 (12.65H)

/* Processing R"ATOT 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);

}

/* L x—HT0% S 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, 0, 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 GLSLSZH A~

o GLSLTEE2DIIVk
= http://www.demoscene.jp/?p=1147

O [EEH]O-THNITHEEE ! WebGL & GLSL TIHRHA. FLHTD
Yr—HaA—T427
= http://qiita.com/doxas/items/b8221e92a2bfdc6fc211

o GLSL Sandboxi&;E BT
= 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 TERVT—F DFFE

BRI z—37 D& O 00 8 ek
O JEROEIZELHR -
= H8E~HIENH FAEERE BN
= AJi:position (A—H)LEER) "“?:"Z;&(out)
tH A1:gl_Position ($REEZR)
m BEDOH 5 : 3DZER DRI
gl_Position = transform * position DERROE
O TE,“'CO)/\°5)‘—’5‘%iﬁ S5249—I1L
n F10EIDEBDETE(D—E)GEE AR
= AA: color, normal %&
m HAoutZEH - BENEE (2DEE)
o ZIEROHELEH TS5 A —5 D
n BREEBRTIEZLERNETE AAZEH(in)
m transform (&§RZE#1THI) ol |—te
= normalMarrix GE¥RZEHITSI) WJ'ZD%@EE/;O.;T,(JDJEJWOD

= lightPosition (JLREELE) T5& 10
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1410 GLSLTCIA o z—T 420

PShader phong; // ¥x—%U3X shader(phong); // z—FDE%IE
void setup() { // FEEOT=8, BRAIXAINIE1DEITEL,
size(600, 600, P3D); [ REBEXIF—FICEEERLTLNS
noStroke(); lightSpecular(50, 50, 50);
// dataZ A ILFIZANTHAITZT Ak pointLight(200, 200, 200, x, -200, z);
/| =R LRI I—FEHmAAD
phong = loadShader("fshader.glsl", /! ZDHITIE, fillkshinessIZD AR L,
"vshader.gls|"); // specularlEFEREN, fillER—B LGS
} fill(180, 180, 180); shininess(50);
void draw() { /I TEDIRTERERRLTHERILEX
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);

} 11
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14.11 (S ERiz—4

/* 774 L% vshader.glsl */ /] 22T *A bz —RITET HEER
// Processing@LIGHTY = —4 E—F out vec3 fN; // iZEgEAIKIL
#define PROCESSING_LIGHT _SHADER out vec3 fV; // SRE~NDRIMIL

out vec3 fL; // FLRA~ADARIRIL
// LIGHTY  z—AE—RF TCHEINSZHEAZLH [ BERIEZODEREHA
uniform mat4 modelview:; // ETIJLEa21—4%T5]  out vecd fColor = color;
uniform mat4 transform: // & ZE #1735 out float fShininess = shininess;
uniform mat3 normalMarrix; // E#RZEHITHI

void main() {

[ EHED=H, AXBE1DZFRIHRELTLNS /[l ANTERDEZEZR R EIZERIZE R
uniform vec4 lightPosition; // tR S EIZ % gl_Position = transform * position;

[/ TERZEICERESNAER(O—HILERZRR) /| BREEZRTODENINLERDD

in vecd position; // THRERE fN = normalMatrix * normal:

in vec3 normal; // EEENRIRIL fV = -(modelview * position).xyz;
in vec4 color; //TERDMER fL = lightPosition.xyz + fV;

in float shininess; // 1@={%# }

COBITIK, BED=O, e FH - IRREREZ
§ R Tcolor (RKFIIRRIR)ZFE-TEHET D 12
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14.12 (§x&) I T Abox—45

/* D74 IL4: fshader.glsl */
/1 NSt DYLEUR 5 B 73 & 8% 1 = 5t o7
uniform vec3 lightDiffuse, lightSpecular;

[/ TERYT—45 O hZEHRE (REEER)
in vec3 TN, fL, fV;

in vec4 fColor;

in float fShininess:

void main() {
/] ERORIVEBGNINLIET S
vec3 N = normalize(fN);
vec3 L = normalize(fL);
vec3 V = normalize(fV);
/! 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 IN—FkD=
float LdotN = dot(L, N); // R%& = ILI INI| cos©
if (LdotN > 0.0) {
/[ FEEVRIVIZE T A IR S LEE RS
/] (MEEXEAR XRBERDHD
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

/] BEOT=8, IRKFFH(X(0.2, 0.2, 0.2)IEE

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

/| BEEE (H2ETHEITHEFRER)
float fallOff = 1.0/ (1.0 + 0.001 * length(fL));
gl_FragColor.rgb =

fallOff * (diffuse + specular) + ambient;

gl_FragColor.a = fColor.a;
13



