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/* Processing &K TOJ 5 Ly */
PShader circle; // > x—4 AT ok

void setup() {
size(600, 600, P2D);
/] 72T XN 1—RZ25HHIAHBRL
circle = loadShader("circle.glsl");
/] =R floatB =z EY
circle.set("radius", 20.0);

}

void draw() {
/] >x—HI2DRINILDEZIET
circle.set("center", (float)mouseX,
(float)(height - mouseY));
[l x—AEBMLTEEI /L zHiE
shader(circle);
rect(0, 0, width, height); // £E7tJL
}

/* > x—R T3 L circle.glsl */

/] BEINTEH (ROCHFR) Z2RITES
uniform vec2 center; // 2DNXZJK)L
uniform float radius; // X73>— (float)

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

/] EET IV TRIRICRITINZ X1V EH
void main() {
/] EDET LA SHRILETOEREZES
float d = length(gl_FragCoord.xy - center);

// ADANHREL,,EV L DEBZERE
if (d < radius) gl_FragColor = fg;
else gl_FragColor = bg;
} 3
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14.4 GLSLAFS

uniform SEZR/ERTHEASIEBELH AHAS—  sin, cos, atan, pow, sqrt, abs,

- B /A DA H M min, clamp, mix (§Efz4ER) &
_ gkl dot(AF&E), length, distance,

out ER/ERIEOHNEH normalize, reflect (Rt A M) %H&E

RIOML-EE-B EHRYx—5OAHN

F—5% vec2, vec3, vecd uniform, in(attribute) Z#

vec3 v = vec3(0.1,0.2,0.3); 4 gl_Position.xyzw

EXR4L Xyzw Ffz[& rgba (RAEIZERTOHIE S EEAZ)

BEE DB V.X, V.Z, V.XY, V.rgb, v.a %5 E£E®D out(varying) %k

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

EE DA a*mat, mat*mat, mat*vec X UHION—3> TOESF
4
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14.6 ;ENDEOETNER

/* Processing ARIATOT S L */ /* > x—HTOTZ L ripple.glsl */
PShader ripple; // >x—RA T2 T Ik /] BEINT-EHDZITED

uniform float time;  // @885 (F)

vo.id setup() { uniform float rmax; // & ARFRE
size(600, 600, P2D); uniform vec2 center; // 0 (X X EFE)
ripple = loadShader("ripple.gls|");
ripple.set("rmax", 300.0); const float gap = 60.0; // FH DRI

}

/] FEEVEIL TRl RICHF)RITIN SUIE
void main() {
float d = length(gl_FragCoord.xy - center);

void draw() {
background(0, 0, 255);

ripple.set("time", millis() / 1000.0); float ¢ = 0.0

ripple.set("center”, (float)mouseX, // qapRARE THEE D> (£=2r) ZERL,
(float)(height - mouseY)); /] $RTDUVYT ER) h5DE 5%

/[l > T—H%EBRALI-RZiEE for (float r = gap * fract(time); r < rmax;

shader(ripple); r += gap) {

ellipse(mouseX, mouseY, 600, 600); c+=2.0/abs(d-r); // &I)>THEDEEE

/]l BB T—4 =R }

resetShader(); gl_FragColor = vec4(0.0, 0.0, c, 1.0);

} } °
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14.7L1x ¥ AT (12.6208)

/* Processing &R OO0 5 Ly */ void main() {
PShader sh; gl_FragColor = vec4(0, 0, O, 1);
void setup() { float scrX = (gl_FragCoord.x * 2.0
size(600, 600, P2D); - size.x) / size.x;
sh = loadShader("raycast.glsl"); float scrY = (gl_FragCoord.y * 2.0
} - size.y) / size.y;

float scrZ = -2.0;

L . . vec3 ray = normalize(vec3(scrX, scrY, scrZ));
sh.set("size", (float)width, (float)height); vec3 nearest = ray * dot(center, ray);

sh.set("r", sin(frameCount / 10.0) + 1.0); vec3 nc = nearest - center:
shader(sh); float d2 = r * r - dot(nc, nc);
rect(0, 0, width, height);
} if (d2 > 0) {
. \ L vec3 p = nearest - sqrt(d2) * ray;
/* 2x—8TNT7 L raycast.glsl */ vec3 n = normalize(p - center);
uniform vec? size; vec3 color = kd * dot(n, -light);

uniform float r; gl_FragColor = vec4(color, 1.0);
vec3 kd = vec3(0.7, 1.0, 0.7); }

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

void draw() {
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14.8 GLSLEZ H 1k

o GLSLTEHE2DI 7ok
= http://www.demoscene.jp/?p=1147

O [EFH]P->THNITHEE! WebGL & GLSL T 3.13LHTD
SI—Hd—TaVT
= http://qiita.com/doxas/items/b8221e92a2bfdc6fc211

0 GLSL SandboxiB;E
= 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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[BERS—4DIRE o ZEOBEE#EE
n EROEEER N
« BEE~HOEOHENEE RS (SDZF)
e - Bar—42DEH
= AJIiposition (O—HJLEER) 28 (out)
H77:gl_Position (8= EEIZER)
. EEOH 1: 3DZERIDA T
gl_Position = transform * position DEBEROE
O IEJ?—:"\’CG)/\"EX—_/S'%H:'. ) | 5 242—At
n F10LE|OEBEDEE (D—EF) ABE 1 e
= AJI: color, normal &¥
o
0 RIEROTLBEZH ISHXNS T—LD
n BREZHITIEFZNIBRHDETE ANZ# (in)
A e R = F|
= transform (.:. EJ?Q?%;TQ)_ Bl 2DEE DD
= normalMarrix GEREZE#1TS) Lrov)L0E

= lightPosition (JEIREEAE) 7RE °
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PShader phong; // >x—&2U352X

void setup() {
size(600, 600, P3D);
noStroke();
// dataZ L ZICANTH DT TT A

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); // >T—2DEE

/| BEROID, BBAIERICR1D7EIFEL,
/] BRIFICIE S T—RICEREE ML TV S
lightSpecular(50, 50, 50);
pointLight(200, 200, 200, x, -200, z);

/! ZDBITIZE, fillZshinessiC D& IGL ,
// specularl¥EHIN,fillEFA—EBEES
fill(180, 180, 180); shininess(50);

/1 TBDRTHRZRTL THAXLX
beginShape(QUADS);

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

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

} 10
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14.11 (i) B> —A

/* 771 )L%4: vshader.glsl */
// Processing®@LIGHTY T—4E—R
#define PROCESSING_LIGHT_SHADER

// UIGHT z—4E—RTHEINZHBEEHK
uniform mat4 modelview; // €7 J)LE 2—17%]
uniform mat4 transform; // 8 Z #4175
uniform mat3 normalMarrix; // E¥F #1751

/| BEDI®, RCR1DZEiiREL TWS
uniform vec4 lightPosition; // 18 R EEIEZR

/] TERCUICREINZEH (O—ILEZER)
in vecd position; // TEREERE

in vec3 normal;  // ERERTNIL

in vec4 color; // TERDOMER

in float shininess; // EEZ %N

/] TSI XN T—RITETHEER
out vec3 fN; // EBEARINL

out vec3 fV; // HHEADRIRIL

out vec3 fL; // FLIRADXRIK)L

/! BERIEEDFRRE S

out vec4 fColor = color;

out float fShininess = shininess;

void main() {

/!l ANTERDEEIR 18 R EEAR RIS R

gl_Position = transform * position;

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

COPITIE, BEDID, I8 - R - RIER I EZ
AN Tcolor (KRISILER S E) =2fE>TEHET S 11
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14.12 (FeZ) T A —4

/* 771 )L4: fshader.glsl */

/] ASTFCDILENR 59 pk 77 & #5 R 99 B 73
uniform vec3 lightDiffuse, lightSpecular;

/l TERS T—4H D H 7z R REER)
in vec3 fN, fL, fV;

in vec4 fColor;

in float fShininess;

void main() {
/] BRI ZBAUXRIMNILIET S
vec3 N = normalize(fN);
vec3 L = normalize(fL);
vec3 V = normalize(fV);
/! RIS AEDRINIL
vec3 R = normalize(reflect(-L, N));

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

/] 2> IN—hDT
float LdotN = dot(L, N); // R%& = ILI IN| cos®
if (LdotN > 0.0) {
/1 BETEIUCE T BIE RS S RE R AT
/ ((MEEXREBE X R Z2RDB
diffuse = fColor.rgb * lightDiffuse * LdotN;
specular = fColor.rgb * lightSpecular
* pow(max(dot(R, V), 0.0), fShininess);
}

// BEED®,RIENIX(0.2, 0.2, 0.2)ICEE

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

/| REAB (P2RETHET 3R BA)
float fallOff = 1.0/ (1.0 + 0.001 * length(fL));
gl_FragColor.rgb =

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

12



