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EHEMEAE ) CLSL /ifhiE 5, WHEWEMT CIES, BAS LT, GISLJEZEN C
Wi S, GLSL 5 (0 884U 850 AP 5r: VertexShader (045 (4 24%F) F1 Fragment
(B 8%, AL SRS E B Geometry Shader (JUfA %5 (4 88) , 448 1 GLSL i 5
S, ST AR 17 & RS- 65 5 | S (A1 e e s ST o . BIAS 08 5 #0142 4
1, CG il 7 M HLSL if 75 A 1A IR GLSL 2840, N1 28 i ZHil K %00 GLSL 4 4
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FURITAE RS 2 i R IT A&, KER A5 | S TE e 8= GLSL 4w 5 A I 5 . GLSL J:h
FORRIE RS EW B, SN GLSL /5 & @i NE: fEH GRS SUSE 17 ey
WA ], FE4 2 uniform 52 SCAHS A A8 B, DA 32 pR0 main (B0 . T 95 (4
A AR main pREC, XER CilFRAEML. 7E main R Hrh AL BATA 194 A i, Jf
a2 o B RS IR A 202 uniform tARFHHLC, 165 1095 15 200
frifie. B ATE A AU AR BEE AR B, BRENH T OpenGL iy
GLSL AR TG E A USRS, TR

//position 254 1 JR PO EAE K 0

layout (location =0) in vec3 position;

/70 R Bl B8R E — Bl

out vecd vertexColor;

o

void main( )
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/7 A — A vee3 1E Ky veed A #0251
gl_Position = vec4 ( position,1.0) ;
/ /40K AR RS T AT
vertexColor = vecd (0. 51,0. 0f 0. Of, 1. Of) ;
J

55 TOURE A (e % 10 1) 2 e Bl (8IS, R R
/7 INTHL s A6 €2 88 A ok s A7 i (42 FRAHTR] R0 A TR))

in vecd vertexColor;

/7P B R B2 AT LUMERE A 4, FEAL AR vecd

out vecd color;vecd

void main( )

|
/ /i th R
color = vertexColor;

|

PSR S I R, LA At f S AR Y Shader Z BEIAS . A 005 2
EE ] A vertexColor ZZ BAE N veed Ky, JFE R BEF QR 7 -4 T
& (0 85 A ) (1) 2% i vertexColor, A T #0085 4 €6 8% 1 H 50 A9 B8, A ik v B (o 8% h
(1) vertexColor FITH 1 25 (7,28 T (19 vertexColor HE £ 5, M T A 25 (6 28 10 ) b 1) 1 2% 45 (0
i AR B 3K S0 O A O 8% R R B A B AR SR B S R, R R R A G
1Y

uniform Ji—Fp A CPU vp (g 57 B 1] GPU vp () 3 (6. 8% & 6 5005 19 5 58, {0 uniform A1 76
SUBRPEAEE AT L B, uniform 2R (Global) . 4 s B BEE uniform 25 04 40 15 4
A AR R R R R, i HE AT LA A 8RR T 094 R 8 (AT B
Bl JL, JEIR AR uniform (HELE WA 4, uniform 22— B ORAFEMTAO KNG, H 3
EATR R T A RSB SO uniform B AS R, BSOS 09 7 B (2L
r .

out vecd color;

//1E OpenGL AR i X A28 i
uniform vecd ourColor;

void main( )

{

color = ourColor;

f

el Ba A (g s ] 17— uniform veed (1) ourColor, JFf-8 1 Be & (0485 () i 113 290 (00 152 4
2 uniform LN ZE, KA uniform JE 4 Jap i, 0] DLPEARA] & € dsrhoe SCEAT], ifil o2
TS AR b A SR AR TP AT EX A uniform, BT RAASFAEAR L LB L1
Shader th X BHT 2 1 C ++ UG SRS E, £ C++ iU 2 1
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GLfloattimeValue = glfwGetTime( ) ;
GLfloatgreenValue = ( sin( timeValue) / 2) +0.5;
GLintvertexColorLocation = glGetUniformLocation ( shaderProgram , " ourColor" ) ;

glUseProgram( shaderProgram) ;

glUniform4f( vertexColorLocation ,0. Of , greenValue 0. 0f 1. Of) ;

AL b v pR A B 25 1 F A e — B AU Berbifi i glfwGetTime pR BRI 17 () FS
B, RIS sin pREGETIAE 0.0 ~ 1.0 Z [ 7840, 5 B4 FA70% 3] greenValue

4, A glGetUniformLocation pRA{AY if] uniform ourColor ({7 B {6, b if] pd BB (It 25
(A A5 2T Al uniform (9457 (O A AR 090 B AR DR ) . 2R glGetUniformLocation pR
ozl -1, WFRREA G O TRBE A G A0, i glUniformd ! pREEEE uni-
form (F{H . FERL, A uniform HHEAS SR PR 2 Fiifd L 6 (88 B2y, (HUR 308 — 4> uni-
form 77 WY {748 it 22 iy U 0 250 G A FH AR Y (IR glUseProgram ), PR 2 02 300G 4 (0 25 1)
AH

GPU #i Rt th kN L ~F e . AEREITIRAk . BEF sty i A tede 2, o8 GPU A
Ep LB FHEITIY, FTLALE Shader ZRFErf, —REANEADFH if else, for. while %5 2 {4 3] b
TEHER], XEEART GPU R ZLRialr, O S0 5T Y (D iiimia i, ix
S G ES Shader {CASHT 1% 7 B A9 8L, 1 17 PESE— T 2R i A B )T, SR T
A uniform 84 HI7E CLSLACAS P . 4if 88 2 MR B i, S 8UR 5 ik
RRA R IFAZA G e, X RERBUL T IEF RO E R, J34h, OpenGL fE KA L0y j&—
NCHE, FrlEA R E R TR, 76 RESEAS TR 50 2 0 How SOB Y eR 8. 2% ) GLSL
WAL MILER AT, S DMIEREE WA A5 A0S, X FE [ O A BB A4 5 (1) 3
il EAcH BN, L [ O RES RS GLSL if 5 A
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AL, B 55 Al T A 2 BB P # J OpenGL, 1R Z AIAK OpenGL Jit—/> API
( Application Programming Interface, W PRI P4 fede11), WA BN ST £ 9'] i ﬁ [
UL R 5B I, OpenGL AR B JfFAJE 4~ APL, & 2>l Khronos 4121l 2 Ji"beJ‘
(RIS . OpenGL BT RLAE 17 T 9 B4~ sRECINT I 7, DL RCERTI SR 0. A B2
OpenGL i) OpenGL3. 3 'L |- 1) i A
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OpenGL EREH C il 545 1Y, M L2 FIESMIRE, HERNZE 1 C Vt
T C 1—S5iE 5450 A 5 vl B 31 Hofb i) #9405 &, I OpenGL H:'/il'lllllﬂ’i'l

SR 2 “ X (Object) ™ gJEHPAY—4

f£ OpenGL 1 —ASXF SRR —SERE A E &, B I0EK OpenGLAREM —A4~FHE. filln,
ATEAH— R ERAURZ B T E, Z e sk ol LB B R/ SRR 51 (o 0%
A LAERTRFEAE A C RUEIIL5 K (Struct)

{

struct object_name |
GLfloat optionl ;
GLuint  option2;
Glchar[ | name;
i
{diH] OpenGL i, £ ILEEIH OpenGL 5 LI RECE RS B Noat B 23 )i 17128 GL
(IS 1 GLloat) | int 55\ GLInt 55 N (il i — B G A28 Jnfal B OpenGLL (19 ) 4
WS, AR R
/7RG
GLuint objectld =0;
glGenObject (1, &objectld) ;
/IIBERRE FF X
glBindObject ( GL_WINDOW_TARGET, objectld ) ;
/78 S HT4P5EF)] GL_WINDOW_TARGET (i) %14 i) — # 1E 77

W
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glBindObject( GL_WINDOW_TARGET , objectld ) ;
PRECIY IR RS0 M4 % | F 3, OpenGL [ B —4 L KAIREHL (State Machine )
- Z A2 B A OpenGL L ZI N M WMl iz 17, OpenGL (4R 2538 3 9 FK A OpenGL |- F
, Mol ek s . B OpenGL |- R
M AE OpenGL 1 Shader %85 rpr28 5 (i 0 25 (5 %

> Cocos2D-X 3 X SDEFERB AR
glSetObjectOption( GL_WINDOW_TARGET, GL_OPTION_WINDOW_WIDTH ,800) ;
glSetObjectOption( GL_ WINDOW_TARGET, GL_OPTION_WINDOW_HEIGHT ,600) ;
/78 TR SRR AT BRIA
glBindObject( GL_WINDOW_TARGET,0) ;
REMR— FACH & X X —/NBACRS R B 1 ] OpenGL 45 5 ACHS i 5 UL i) T4
i, BOARTHEAIE 1%, REH D d RIFEMSIH CERRBUR#AAEE R ), A
Jeb A G A L SO H AR (IS rp g 01 x4 H AR 907 ¥ 82 Xl GL_WINDOW _
TARGET) . 5 FAU W 67 L1 2T, f5 Jo B E AR 6 5 A X 42 id 152 1m0 O, A1l i 4 3 4> Xof
M) TN 8% A7 £ objectld Fir | HIARF G2, — HUHUR 98 X S % 4 51 GL_WIN-
DOW_TARGET {7 | X Eykmigh 2 dp /b8, W Fifa).

i
(Context) ., A ihidd, i 4 # 2L OpenGL AR A
e
GLSL J& WA Sl il i, &

SPOAEE
245 A )

ORI F 101

B s==nae
A g SRl CLSL 1925 C
L SO o) VR PR A A
Frogn b ad SO T B A B L AR G . uniform | varying | attribute X2 main pR 5 G5
RGOS AT AR main pREL, 763X eRECT AL BRFR A 15 A B G, JF
BRI — 5y, B (%% A8 AT i A R

==

TR

L 2
(o

71‘!:{%1.]1“
b —
h, XFEA R TR S AL . GLSL 2 3L 1 in Fil out SCHET [ DRSCHLX A~ H Y, T
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L SR i
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\\\\\

B
HEET S M B gy h S B AR, T00 e #0845 1 1248 )
T0T 5, 25 €0, 88 AR 0 AR R A T A T o5 850 v i
L NIN

A5 G B PR A8 AT 1

.

PR A o iR B (LA B veed F (g E AR T, TR R B (38T E A
BT, OpenGL 52 {04 {4 7

A
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layout (location =0) in vec3 position;
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out vecd vertexColor:

voidmain( )

{
/7T —4 vee3 1R vecd (A S S5
gl_Position = vec4 ( position,1.0) ;
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in vecd vertexColor;

/7 B BER (380 I 2 T LUMERE i 44, R vecd

out vecd color;

voidmain( )
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color = vertexColor;
}
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out vec4 color;
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uniform vecd ourColor;

voidmain ( )
i

color = ourColor;
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vec3 pos =new vec3 (100,100,100) 5
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GLint vertexColorLocation = glGetUniformLocation ( shaderProgram, "' ourColor" ) ;

glUseProgram ( shaderProgram) ;

glUniformdf( vertexColorLocation ,0. Of 1. 0f ,0. Of 1. Of) ;
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