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//const vec4 red = vec4(1.0, 0.0, 0.0, 1.0);
void main(void)
{
gl_Position = gl_ProjectionMatrix
*gl_ModelViewMartrix*gl Vertex;

/[ gl _FrontColor = red, /
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\_

L=l
PATAE X,
glColor KR AL
glOrtho
glLoadMatrix ‘
OpenGL T & _ "
i | . N\ ;“\U h‘ ‘}H: E‘

gl_FrontColor
gl_Position
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void main(void)

{
gl_FragColor = gl _Color;

}
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ARB shader_objects
ARB_vertex_shader

ARB fragment_shader
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Program

glCreateProgram
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glAttachsShader
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glAttachShader
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glLinkProgram
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glUseProgram

Vertex Shader

glCreateShader
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glCompilesShader

Fragment Shader

glCreateShader

)]

glShadersource
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GLuint glCreateShader(GLenum type);
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® GL_ FRAGMENT SHADER: A& # &%
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void glShaderSource(GLuint shader, GLsizel count,
const CLchar **string, const GLint *length);
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#include <stdio.h>
char* readShaderSource(const char* shaderFile)
{

FILE* fp = fopen(shaderFile, "rb");

char* buf;

long size;

if(fp==NULL) return NULL,;

fseek(fp, OL, SEEK_END); /* end of file */
size = ftell(fp);

fseek(fp, OL, SEEK_SET); /* start of file */
buf = (char*) malloc((size+1) * sizeof(char));
fread(buf, 1, size, fp);

buf[size] = \0"; /* null termination */
fclose(fp);

return buf;
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void glCompileShader(GLuint shader);
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GLuint glCreateProgram(void);
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void glAttachShader(GLuint program,
GLuint shader);
ek & 33 %.shaderif 4 (attach) )42 5 5t %
program
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void glLinkProgram(GLuint program);
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void glUseProgram(GLuint program);
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void glDeleteShader(GLuint shader);

MR % & 22t £ shader
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void glDetachShader(GLuint program,
GLuint shader);
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void glDeleteProgram(GLuint program);
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void glGetShaderiv(GLuint shader,
GLuint index, GLint *params);

R E] & & Bt Fshader 248 ) pname#d & 1444

pname params
GL_SHADER_TYPE HEHEA: GL_VERTEX _SHADERS:X

GL_FRAGMENT_SHADER
GL_DELETE_STATUS MIFRIK A GL_TRUE & #7478 A MR

GL_COMPILE_STATUS  %#FRE: GL_TRUE X AT 89435 R
GL_INFO_LOG_LENGTH fz& B &#9KE(Enull), 0x+LB &

GL_SHADER_SOURCE_  $8#)RARAF & B 6K EZ (S nullF4),
LENGTH Q& T X mE B AR
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void glGetProgramiv(GLuint program,
GLenum pname, GLint *params);

R B 42 5 &F F-program A3 4 pnamed & i

pname params
GL_DELETE_STATUS MIRIKA: GL_TRUE 3 aT474E 4 Mk
GL_LINK_STATUS #45K A GL TRUE X #7845 48 3

GL_VALIDATE_STATUS IEIRA: GL_TURE X #T69303E AR
GL_INFO LOG_LENGTH & ENKE(AENU), ORTALEE
GL_ATTACHED_SHADERS #4269 % 63T 269/ %

GL _ACTIVE_ATTRIBUTES Z3h B K% 36944k
GL_ACTIVE_UNIFORMS  #F#—& & 3844
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void glGetShaderinfoLog(GLuint shader,
GLsizel bufSize, GLsizel *length, GLchar *infoLoQ);
void glGetPrograminfoLog(GLuint program,
GLsizel bufSize, GLsizel *length, GLchar *infoLoQ);

infoLog:i& = & &, 25 %} %shaders /g — K 452K
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void glGetShaderSource(GLuint shader,
GLsizel bufSize, GLsizel *length, GLchar *source);
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GLboolean glisShader(GLuint shader);
GLboolean glisProgram(GLuint program);

¥ 2 shadersprogram £ % 2 & & 83t £ K42
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void glValidateProgram(GLuint program);
EiEA2 5 2F Fprogram2 % T VAL B A
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