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1 5d %o 12

m GLSLe#g+& & 24 FC/C++
o #it4%, s¢F (tokens) , 4z¢2 4 (identifiers)
a5, XETHE
%= 4| & if-else, for, while, do-while
%4 3
B [ Fe/F/

Na & #% : void main()



I
e float: IEEE 324z % & 44
"EtHE FERGFLFTHOLSHBIAFATLY
e double: |EEE 644z i% & 14
"HHE, FERELTHAGNLSAIFKLFAR 4 @
® int: A5 693245 ¥ #&
" A, A4+ 4 42,052, Ox2A
" RAHEEY, RAHELEY
o uint: T4 T @324z £K
® bool A & 4!: true/false
" L4 E KA IR E A A A RA
" A bpkdt k& R (if, for, 2:, while, do-while) = # %4 & A



n @i-
® =¥ =4 dfloat. double. int. uint. bool#!
" yvec2. vec3. vecd
® dvec2. dvec3. dvec4d

B jvec2. ivec3. ivec4

" uvec2. uvec3. uvec4

" bvec2. bvec3. bvec4
® T 7 I

" XY,.Z,W) ZE KT @

" (r.g b,a) e

" (s, t, p,q) &I2 4 AR



m 46 I
@ 2X2,2X3,2X4,3X2,3X3,3X4,4X2,4X3, F2e4X4i%
S 46 TE
" mat2, mat3, mat4
" mat2x2, mat2x3, mat2x4
" mat3x2, mat3x3, mat3x4
" mat4x2, mat4x3, mat4x4
o W A4 B % L 4B 54T & Ao 47 Hd
o FAN#BEINK, FoANKBEITH
® 7K Z. #l4e47|3474 £ matdx3 M;
" M[21R %37, £Alvec3; M[3][1IRA 547 £2/7 4%




m xH# & (sampler)

® HE BiF R KILHAEY G
" sampler[1,2,3]D 49 1D,2D,3D 4 32
" samplerCube 7 9] Zz 5 B X 32
B Sampler[xxxx]MS % & # # B kK
" Sampler[xxxx]Array # 48 % A
" samplerRect = # 46 #; & 32
" samplerBuffer — ¢ & 324 7

o & T
uniform sampler2D Grass;
vec4 color = texture2D(Grass, coord);



# & EAR-4H4 (struct)

B AN TUREAEL ® REHBEOELLEY
R fo S A B R S E s
R REIHEFR

struct light { struct S { float T; };

float i1ntensity;

vec3 position; struct T {

1 lightvar; S; // Error: EHZE5H
struct { ... }; // Error:

light lightvar2; S s; // Okay: RELEH

}:



&
o Tl W AALAfotk i) eh £

BT HRABBSEN, FRRTHUAEREZ KL

[
o GLSL432 BB AL th % s
o T Allengthzr ik £ &4 69 X I

1. <Ti& it —ﬁ-kfﬂﬂiaii‘iéﬂkd,
CENY SN SN

vec4d points|];

vec4 points[10];

vec4 points|20]; // error
vec4 points[]; /7 error

R A ARER AT A7 4 2 04 K
1J\

vec4d points[];

points[2]=vec4(1.0); // 3
points|7]=vec4(2.0); // 8
INt size=points.length();



® void
® = Y & AR e {EAT A
® KA AGI AR
o HhTAAT2HRHMAI LI, FTRATHEEH

void main()

1
}
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NE MR XN SEXE ¥
e int -> uint, float, double
e uint -> float, double

float -> double
® 1 T. AT ARIEMR

R RX At g HGR B HE
® int# 4 R 4 f2 X 3% & Afloat# 4

11



& A 3%

B GLSL &5 /& A 3%, 4, M Fo C++4a 42

R AR KRN ZERGET LA DL AR

" RETAFHGOETEARALILET A

m while®] X fofori& 4 ¥ # A4 % ¥ /& AR TF HRARA
" ifEGFRAREFAKEF

12



Y XY X

" AT E T AN AR

< none: default > & 3% 5 K, & # th 5 2

const A& E A F T NI KA K

in & ENBRGIMNT T

out FEEMBRORETE

uniform £ A 5 A £ A FEEC B OHE, v TFL 2R ALMETRE N

A 2

T E

e buffer g AR A A FTH—#HTH FEAR
@ shared A L AP A ZTHE T (LRATHELEEZ)

13



B ok 1R 4% &

m AT T A e AR #const. attribute. uniform
fevarying ¢ &g — A~

m B3 ¥ F R4 Aconstik & 4

& AR R4 Aconstik & %

" FHEQlifedhF BRI ARE R

s e
O SHMBEZKOALHIESNE TR I A SFo b i 6 B R $%415 4

14



constik & i

B CONStE ¥ XA 7 W ot in4s 4L
® const vec3 zAxis = vec3 (0.0, 0.0, 1.0);

n 4T T TLEHAONSt, LEHGFERAKEREA
const

15



infeOutfk & 4

" ALK EBRHBEGINHREET
" A ERE S AGEY

16



uniformfi& & ),

m unifromi§ £~ NAa s AEAPRELRGTE, AR R
et PRrRELETLA
® T # figlBeginfeglEndid) s ¥ £ 14
o T 4 figlDrawElement% 44| 4~ 4ok ¥ £ 14

n £ 2 5% B uniformEE, LAk T RMA
n TG METERNGET, Qisdhfofa

17



buffer{é-4% 4 %;;

B bufferiéth it e M S AKXCELEARALE
G—hARESE, XIEEERLEECRLARATRGL
RATEHH

B G ARSI TUAKLC BB G IR ABBRASALE

m § Hbuffer¥ §— R & A

18



2 46 HuFe ¥ 1§ & 2

¥ T F Y QG Atz Ands 4
o XA FFTTAANSA. + ut4fo+5ut4
® FLALMALE~NIES, BERAMRZHEE, 43E-7, SHKIRF
Tk
o i Al Atrue K false
B RAAM (GQF. 460, #AaAfosd¥) SARAHE R
ot 4T 20 46 4L

19



# & & #

vec4 color = vec4(0.0, 1.0, 0.0, 1.0);

vec4 rgba = vec4(1.0); // sets each component to 1.0
vec3 rgb = vec3(color); // drop the 4th component
mat2 m = mat2(1.0, 2.0, 3.0, 4.0); {LO 311

2.0 4.0

struct light {

float iIntensity;

vec3 position;

};

light lightvar = light(3.0, vec3(1.0, 2.0, 3.0));

const float c[3] = float[3](5.0, 7.2, 1.1);
const float d[3] float[](5.0, 7.2, 1.1);

20



B GLSLAR 2 HCAKGEHM AL, A
m truedt & A1X1.0, falsedt & 400.0
m 0X0.0%% 3 #Afalse, EO # Atrue

float T = 2.3;
bool b = bool(¥);

float T = float(3); // convert integer 3 to floating-
point 3.0 float g = float(b); // convert Boolean b to

floating point vec4 v = vec4(2); // set all components
of v to 2.0

21



VECEOE 5% 3

ITMHH%%Q#QﬁéO&A?Hﬁiﬁm?
X,Y,Z, W 45 & {7 @ K &
e, g, b, a#ié iz
® s, t,p,q &34 4z, (z&OpenGLAs,t,r,q
e a[2], a.b, a.z, a.pRA—##
m R4 (Swizzling) X HTHLA L/ AKEFNST
vec4d a;
a.yz = vec2(1.0, 2.0);

22



Y X

B AT THILMA, 244 AR—4A%
%, LEEAR%KT4

B A PEARTILER, AR TH

vecd v4;
vd.rgb; // 1s a vec3
v4d._.xgba; // 1s i1llegal

vec4 pos = vec4(1.0, 2.0, 3.0, 4.0);
vecd dup = pos.xxyy; // dup = (1.0, 1.0, 2.0, 2.0)
pos.xw = vec2(5.0, 6.0); // pos = (6.0, 2.0, 3.0, 6.0)

pos.xx = vec2(3.0, 4.0); // i1llegal - "x" used twice

23



3 y

E.fﬁ- 7

B GLSLP ARG EH R A BRIk o FCR—
&)
® ++ --

-

FREFAH: */ +-

(24 2R 4 <><=>=

BHEHG: ==1=8&&& " T (FX) |

hBbEhg 2

ﬂf\‘{ﬁ: = = .= ¥ = /:

24



RPN
i, QFfEEELRAE S FRITG

n g AR EBEROF. AT REBILALE S ia ik
& H K E K 0

vecd v, u; Tloat T;
v=u+TF;, // v=_Q(Ux+TF, uy+*Ff, uz+ f, uw+

);

mat4d m;

v * u; // BSER, FRAR
v *m; // ITHRIERMERE

m * v; // EFERYINE

m * m; // FEREEMETE

25



i, 32 4
B GLSL&G 24| FoCH+E T Ao, KB BHNO
£ & main & £

m {Eins4.: for. whilefedo-while, forfe
Whilei# g P TIXEAEE, EAKFSLFF
1% 4§ & % . break#econtinue@ C

m kBl iffeif-else, switch+E §

o fBR4l: RAWALSE—Ncasez 4] ifvieiE 4

mdiscard A AL BACEFPEFRFE

26



& F
B B GEAFCH £, G Tl A HBNE S

LR R ITEHR
" Rk E N

returnType functionName (typeO argO, typel argl,
typen argn);

I &8
returnType functionName (typeO arg0O, typel argl, ...,
typen argn)

{

// do some computation
return returnValue;

}

27



AR E
m GLSL#:45-:& & (value-return) +8 A & £
n A ERtypensts Rk 2 £ B Fo T ik 69 5 IR % 4%

< none: default > Flin

in A4 PP, BHKATEH
constin Z4|# &#HF, KA A

out BRe AR BET A4 E R

inout A4l BALRGH A4 L E

® 6 ¢ o o \

28



PSP X

B A AR QA TIAR(EE LA
o #4225 E K s
@ HMBINREZROHPARESLALETL, LK) FoIHKFH P«

" RHSREARQALEY, LR E H AHvoid
B ANREAL B KA
" &R A i Y A

29



A & &

RBF= Rl 2o¥
"B Z2oF
TR ZH¥
LT #: @F
%6 18 & #

Oh 8 X F 3

£ &

£ 31 &
BFit#H BRI
BT Al

& A &
AR &
REIHK
IRLE X P-XF 1

30



mﬁ%@&

A ERLARA K4 TOpenCLE = 7 # 69 & 7| &,
# 4’F
o HA-MEALLEBIBHELEALATTE 44k
S IL 4B M5 XA = Al T 4 3E 4k 4R
EETEATHI|NRA AR, BLEA T %KM A
% 4 2t & AGL AUTO NORMAL#, 47 i &1 41 3, 44
E A B B A AR SIE A AR
AT HETE G LB A
& # AT e M At & (glColorMaterial )
AR HE R ABITH
F B S AMmaEaA, WA LA KA

31



MSHEER

R TAREREAFNA L HFCRAAFGW 244

o iid 44z (clamping) #e#- 42 (masking)

o K A 4z a9 5 MMk

o 48R A it B 4 A o g4t

o CHEAFRAKTFRGORT

® [ G & A £

o T &My gL

o M. KLkiz. £, LRI F—~REHRKT
o RAME &AL

32



MEACBGHMNT T

ERBARLGSLEAEL: £28. @, Hd. ﬂﬂi
¥, EARAELINE FHN

" R EW AN
in int gl VertexlID;
in int gl _InstancelD;
in int gl DrawlD; // Requires GLSL 4.60
in Int gl _BaseVertex; // Requires GLSL 4.60
in Int gl Baselnstance; // Requires GLSL 4.60

33



MEACBGHLETF

e EFEAOULKE N, T @ ’F'Tb(ﬂbaﬁﬁf"‘%*f‘
n AT R ET T,

out vecd gl Position;
out float gl PointSize;
out float gl ClipDistancel[];

o gl _Position: ML ACELAENGFARKT 44z, RATAALE
fo. KT, 5%

e gl_PointSize: #i £MiLa £ K

e Gl _ClipDistance[]: Mis#l A 2L W& FTFRES

34



g

sHhERTER

Built-in User-defined
attribute attribute
variables variables
gl_Color StartColor
gl_Normal Velocity
gl_Vertex Elevation
gl_MultiTexCoord0 Tangent
etc. ptc.

e mmm——————

E Texture maps

[ Provided directly by application

" Provided indirecty by application

| Produced by the vertex processor

User-defined uniform variables

ModelScaleFactor, EyePos, Epsilon,
LightPosition, WeightingFactor1, etc.

[ e
—  Built-in uniform variables  §

ey ———

gl_ModelViewMatrix, gl_FrontMaterial,
gl_LightSource[0..n], gl_Fog, etc.

Y Y

Y

Built-in Special User-defined
varying output varying
variables variables variables
gl_FrontColor gl_Position Normal
gl_BackColor gl_Pointsize ModelCoord
gl_FogFragCoord gl_ClipVertex Refractionindex
etc. Density

elt.

35



FEHXHER

R rBEACBERRKEBzY G, fieKf. ¥
%1
® KA & A S Fo 5838 £
o EAMITHEE AR A
® XML AME KA
o X H & A EAMA
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ﬁm%@ﬁﬁ%hii

SHER (Ao LEeR. LALER) G
ii‘

" AR R AW
in vec4 gl FragCoord;
in bool gl FrontFacing;
in float gl _ClipDistance[];
in vec2 gl PointCoord;
in int gl _SampleMasklIn;
e GI_FragCoord: A @& o4
e Gl FrongFacing: #rti#aé
e Gl ClipDistance[]: it A 2L 4R FTFREE
e gl PointCoord: AT &#& 32 (point sprites) , # i b
(AmiAGH k) PHAE
e gl SampleMaskin: % € £ # %%
37



FAKACBRGREEF

B A 8 BT A Aloutib-th it @ Wi £.5 (frame
buffer) #h sk — 47 &8 “H e~

n AT ETE.

out float gl FragDepth;

out 1nt gl _SampleMask][];

e Gl FragDepth: x &9 & A 4, 44 7gl FragCoord.z

e GI SampleMask: 2 & £# ¢4 +5, 4 4kgl _SampleMaskln

38



BAEB2T%&H

Built-in Special ( User-defined
varying input varying
variables variables L variables
ql_Color gl_FragCoord Normal
gl_SecondaryColor gl_FrontFacing ModelCoord
ql_TexCoord[0..n] Refractionindex
gl_FogFragCoord Density
el

User-defined uniform variables

——— ModelScaleFactor, EyePos, Epsilon,
 Fragment LightPosition, WeightingFactor?, etc.
Processor §

.......................

gl_ModelViewMatrix, gl_FrontMaterial,
gl_LightSource[0..n], gl_Fog, etc,

Special output variables

gl_FragColor
gl_FragDepth [ ] Provided directly by application
gl_FragData[n] {1 Provided indirectly by application

| Produced by rasterization
B  Produced by the fragment processor

39



AETE

const 1vec3 gl MaxComputeWorkGroupCount
65535,65535%};
const i1vec3 gl MaxComputeWorkGroupSize

{65535,

{1024,1024,64 };

const int gl MaxComputeUniformComponents = 1024,
const int gl MaxComputeTexturelmageUnits = 16;
const int gl MaxComputelmageUniforms = 8;

const i1nt gl MaxComputeAtomicCounters = 8;

const i1nt gl MaxComputeAtomicCounterBuffers = 1;
const 1nt gl MaxVertexAttribs = 16;

const Int gl MaxVertexUniformComponents = 1024;
const i1nt gl MaxVertexOutputComponents = 64;
const Int gl MaxGeometrylnputComponents = 64;
const 1nt gl MaxGeometryOutputComponents = 128;
const 1Int gl MaxFragmentlnputComponents = 128;
const 1nt gl MaxVertexTexturelmageuUnits = 16;

40



# R A A

I =ky 1, 1-n +k I (h-n)e+k, I,

41



XBTHGLiz £

R BRE: ABHBAETFNLE L

RS Az 4
B TERGERSETTHANS 445

layout(location = 0) 1n vecd4 aPosition;

uniform mat4 ModelViewMatrix;

// Transform vertex to eye coordinates

vecd vPosition = ModelViewMatrix * aPosition;

42



& € X #

R aME Rt E AR, FQLLATHIME RN

normal = NormalMatrix * aNormal;

- XOF R 4
normal = normalize(normal);

" RA: THREBME G T REBNZ @G L L2
N:(M-l)T
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RenderMonkey & ShaderGen

B R CBREAFLRE: QERE. R EUBRE. &K
#. MK, #28XF

R A AERABBMEARAKEYLECBRRBHEL

44,


https://gpuopen.com/archive/gamescgi/rendermonkey-toolsuite/�
https://github.com/mellinoe/ShaderGen�

Thanks for your attention

Lg®
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