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OPENGL

OpenGL — cneuudukaums, onpeaeasiioias He3aBUCUMbIM OT
A3blKa MPOrpaMMUPOBAHMSA MAATPOPMOHESIABMCUMBIN
NPOrpamMMHbIN UHTEPPENC AAA HAMMUCAHUS NMPUAOXKEHUH,
MCMOAB3YIOLLMX ABYMEPHYIO U TPEXMEPHYIO KOMMbIOTEPHYIO

rpaduky.
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LLIEMAEPHI

LLlenaep — aTO nporpamma AA OAHOM U3 CTYNEHe
rpapmyecKkoro KOHBemepa, MICNOoAb3yemas B TPEXMEPHOM rpaduke
AASl OTIPEAEAEHUS OKOHYATEABHbBIX MapamMeTpoB ObbeKTa UAM
M3006paXkeHUs

GLSL — a3bik nporpaMmMmMpoBaHMsA LLEMAEPOB
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// uniforms used by the vertex shader
uniform mat4 u mvp matrix; // matrix to convert P from

// model space to clip space.

// attributes input to the vertex shader
attribute vec4 a position; // input position value

attribute vec4 a color; // input vertex color

// varying variables — input to the fragment shader

varying vec4 v color; // output vertex color

void main()

v_color = a color;

gl Position = u mvp matrix * a position;
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varying vec3 normal;
varying vec3 vertex to_light vector;

void main()

{
/I Defining The Material Colors

const vec4 AmbientColor = vec4(0.1, 0.0, 0.0, 1.0);
const vec4 DiffuseColor = vec4(1.0, 0.0, 0.0, 1.0);

I/ Scaling The Input Vector To Length |
vec3 normalized_normal = normalize(normal);
vec3 normalized vertex_to_light vector = normalize(vertex_to_light vector);

/I Calculating The Diffuse Term And Clamping It To [0; 1]
float DiffuseTerm = clamp(dot(normal, vertex_to_light_vector), 0.0, 1.0);

// Calculating The Final Color
gl_FragColor = AmbientColor + DiffuseColor * DiffuseTerm;
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DOPEVMBYDE

Dpenmbydep — peaAbHOE UAU BUPTYAAbHOE 3AEKTPOHHOE
YCTPOMCTBO, MAM ODAACTb MAMATU AASI KPATKOBPEMEHHOTO
XPaHEHUSI OAHOIO UAU HECKOAbKMX KAaAPOB B LIUPPOBOM BUAE
nepeA ero oTrnpaBKkOM Ha YCTPOUCTBO BUAEOBbIBOAQ

BAUTTUHI — BbICTPOE KONMMPOBAHME U HAAOXKEHUS GPAarMEHTOB
M306paxkeHn B NaMATH
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http://opengles-book.com/es2/

http://habrahabr.ru/post/248153/

http://habrahabr.ru/post/248159/

http://habrahabr.ru/post/248179/

https://www.khronos.org/opengles/2 X/
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