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742 HIE MEHO| hitp://cafe naver.com/gld3d/401 HIO[X| Ol DHET U= WHE AFE TIME 7 Mz SYULICH

&7t B2t NeHe TutorialZ} PowerVR SDK2| LHE F7I6H = 4zt YLCt,

0|20l HE|St= LIE2 3D2 7|2l Afgtel

PROJECTION MATRIX, MODEL MATRIX, VIEW MATRIX, EULER/QUATERNION TRASFORMATION,

FRAME BUFFER OBJECT, VERTEX BUFFER OBJECT, COLOR BUFFER ARRAY, DEPTH BUFFER ARRAY, STENCIL BUFFER
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NeH, X2 0Lt 4ESIE St ELR 2fo[dA Yo EX7E e & USLILCL
(’-‘—|“01| HH XXp7p 2AA0 CHSHA] O'REILLY STALO| #SH0| UYSO=Z,

A AZA| 22l siEdts 2% 280| JAUHA 2. )

Xt
=

=
=

SO7P7100 MM 25 FXI2 X Est 3DE OAH g HEf= Ofd 121 017] Wh=oll, LHE XI™IZE X2 FHMOZ Olshgt RS HIEC=

Y22 AL

£ E8 2E0| AUCHH HIZ HIZ X[XsH FHAIR M

1. =4 4

J128o2 O2MEE Android Java 3D7}t Ot, Native Renderer2 3DE &g oI iLict,
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Java2 & Z2, Debugging0| +|2 HH0| /UX|2t, Native Renderer 2Lt {27}
st710l= oLz SEE USLICE

0]0fl Native RendererE C++2 XA Android, i0S, Windows Mobile SOl O|ASIA| MstAH| TS0 = oY ILICE
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1. Builds : OpenGL, EGL Library 2t android ndk-r5b0lA] At2& stlportS0| RUCE,

&= FIHHQI prebuilt library S2 0] SH0fl =712 oY O|Ct,

2. Android : Android Project 2L O|C},
AICZO0|IEZ App HYE Al 2235t Activity S0| U2MH, Native Renderer& JNIT 0]320f| ULt

3. Windows : MFC Project 2C{ 0O|C}.
MFCZ F+4st= Frame, View, Document It2S3} GLView, EGLView, Native Renderer Interface S0| ULt

4, Classes : Renderer £A7} U= Z0 O|Ct,
0] ZC= MFC2 AndroidOIM S22 = AtESHT,

5. Shaders : Shader Language?! vertex shadert fragment shader?t = 20 0|C},
0| EC= MFC2t Android0ilA| SE22 ALESiCE
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gt ot g, 2lAA DiLIX St 22 =201 2530| A= 20 ol
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6. Utils : RendererE #Mst=0l Z
0| ZC= MFC2t Android0IM 22O AR

2. MFC Z=HE 4

[od 24 '0GLES20Ternplate’ (1 ZEHE)
= Clagses ¢y T &N P
¢+ ApplicationEngine, cpp L ._-é maatlizglrmélr:fgie,cpp
¢+ OGLESZ20Template, cpp
¢ OGLESZ20TemnplateDoc. cpp
¢ stdafy. cpp

¢ EGLRenderer.cpp

..... ] EGLRenderer.b
..... ¢ tga. cpp

----- ¢ OGLRenderer.cpp
..... ] OGELRenderer.h
= L_‘i =Ry

..... ¢+ RenderingEngine ES1,cpp
..... ¢+ RenderingEngine E52 cop - B
=N les?

- [d OpenGL 7 E:?Eégl
o 7 OpenGLES 2 O & gles

..... ¢ EGLSurface,cpp o ] eglh °

..... 1] EGLSurface.h gl

..... i glexth
Iplatform, b

----- ¢ EGLView,cpp
----- h] EGLView h i [n
El- 7 Shaders 9 = [ gles 7
- | Simplefrag (% T T ] gl2h
] glzexth

= Simple frag
= Simplesvert o
----- = S!mpIeL!ght!HQ.frag - |n] gl2extimg.h
S M= v =S e 1 L S N [?platformm, 1
= [ Utils 4 I I:uitmquh S
..... ] Comman,h - |n] DIBSurface.h
..... ] MainFrmm. b
----- n] OGLES20Template,h

..... ] Interfaces, hpp

----- ] LagPrinth
h] OGLES20Templateloc.h

] Resource.h

..... ] Matriz. hpp
..... ] Quaternion,hpp
..... n] ResourceManager.hpp
..... i‘l Yector.hpp ﬂ f;rdga;?ugr b
R I 1= n] tga.h
----- [Z] Readhe tut

DZ2HE Ij7|X| 243

1. Classes : #IH S2{AI} 20 UL,
HES OHoME Grid &l HIE A X-Y-Z & & J2|1 UL},

A1 AtEEl= OfU2 RenderingEngine.ES1.cpp2t RenderingEngine ES2.cppOIH,
= %=L

EGLRenderer2t OGLRenderer= O O A2 E|X|E 4=
(M3 2= iPhone 3D Programming 2 L1} QAISH M2 M2 QUOMH, o] 1%t L0} H|WSHA EA|H ELIC})

0| £C= MFC2 AndroiddilN SE22 AESICE,
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gist of HE0|C

GLView=ZA{ libEGL.lib 7

2. OpenGL.ES : MFCOIA Al2E E
A&y HE2 User ViewoO|Ct,

EGView.cpp= MFC2| CViewE

o/

EGLSurface.cpp= EGLS M3t Surface 2E0|Ct

3. Shaders :

0] 24= MFC2t AndroidoflA 32

GLSLE Shader IIUS0
o=z

Rendererg +43h=C0 ELs!

| QUCH.

AHEBICY.
Q5 431 3l 2|AA IILX S1p 22 £201 RES0| UL},

4, Utils :
0] 26 MFC2t AndroiddlA| S22 ALESiLt,
5. AA Il : MFC2| Frame, View, Documente| AA HE0|C}
0|= Nativelnterface.cpp= ResourceManager®lA bmp2t tga IIUS 20| 20 HX 7H= Bridge &S sict
6. sl o OpenGL ES 1.02 header It O]|C}
7. 8K O gles? : OpenGL ES 2.08 header I O|Ct
3. M3 At
MFC OllM Al3ist Zut= Chaat ZEL
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| mEE BEE DI 2200 |
D@,
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4, of| 2fAret He

GLES 2.02 GLES1.09| 59| 2HdS bid|ste 2HE0] RSU L)

O|If20i, GLES2.0MIM= 7I& GLES1.00IA X|&st= gIMatrixMode, glPushMatrix, glPopMatrix, glRotatef, giTranslatef,

glScalcef S8 H2 API7t X|&3IX| ¥&LICE

%, 2t0|22{2|0] HAU= header It {2 LHIBE ME CHELICL

SILt2| OGLES20Template T2HMELH0| GLES1.00t GLES2.02 EC} EL| M2 SE0| L= 2X|7f LAshct,
0l= i0S 7HHAINE SYUSHH HE Macro X2|E SdHM ZoY AI™H0| GLES1.022 &X| GLES2.022 &X| ZH giLICt.

MFC ZR2HMEUME CHRDH 20| £35 70} £ HES ALBE 2 UsLICH

4.1 GLES 2.0 £ "5}V

E'= 2 EHZII'='E1EI M Ot =
EE I M

s Fa me

HUECIH 28 &2t

0|5l S ol I EEF

ZH NE Ex

A 2EEDLL

St dlar 23

cpp iew.cpp || Fend

A2 int CEGLYiew::0nCreatel LFCREATESTRUCT Ipcs)

B3 {

54 if (CYiew::0OnCreatellpcs) == -1}

55 return -1;

ali}

57 m_egliurface. Create(this)h

B3 A4 morenderer.initializel REZOLUTION_WIODTH, RESOLUTIOM_HEIGHT X

59

&0 m-pResMar = new ResourceManageri )

fil Jfm_pRenderingEngine = E31::CreateRenderingEnginelm_pResMgr

G2 m_pRenderingEngine = ES2::CreateRenderingEnginelm_pResMar )

5 M_PAOET TCat TONENgITE = CTEGLEADDT LAt TONENg Tl M_PRenger TNgEng e 1
G4 m_pApplicationEngine-=Initialize{REZOLUTION_WIDTH, RESOLUTIOM_HEIGHT )
G5

G SetTimer{REMDER_TIMER, 30, NULLM:

a7

Ga return 0;

gaif 1

L HI

ol

D2ME £ Jo| "H3 -) U3 -) 7t 324" HOIM libGLESv2.IibE F7tH FOF StLIC

i}
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EGLView.cpp2l CEGLView:OnCreate()0liA {2 442 RenderingEngine.ES2.cppE X5 F 0f

ESt fLICE,
0] 222 iPhone 3D Programming Z0flA GLView.mmOA X2|Sl= 223 SASHAl X2| 3IRELIC

[

42 GLES 1.0 22 ZES}7|

moas 54 winmm.lib 1
E--?’é'mf:é' T= 1= Cl= ool A Ol &
EEz SEENERER=Y
B ST+ L=l T =
ERE M2 25 £t
%:%I- E:%I:E;l‘lf_ El;;_,k e =&t
LR B T B
ek T 2CE DL
LA AE HaS22t 2=~ 83
..... =5

EJ?EE[EIE‘#.EDDt Fend

IR

F2m int CEGLYiew::0nCreatel LPCREATESTRUCT Ipcs)

53| 4

54 if (CYiew: :0OnCreatellpcs) == -1)

55 return -1:

56

BT n_egl3urface. Createlthis)

R84S morenderer,Initializef RESOLUTION_WIOTH, RESOLUT IOM_HEIGHT

g

il m_pResMar = new ResourceManager( ).

1 ni_pRenderingEngine = E31!:CreateRenderingEnginelm_pResMar )
i //m_pRenderingEngine = ES2.:CreateRenderingEnginelm_pResMar
e M_PAPRT ICAL IONENGINE = LrEaLesPP ] ICAL [ONENG I Nel M-PREnder TngeEng ine j
G4 m_papplicationEngine-=lnitialize{ RESOLUTION_WIDTH, RESOLUTIOM_HE IGHT )
G5

GE SetTimer{ REMOER_TIMER, 20, MULL:

67

g3 return 0:

69 }

7nil

GLES1.022 YESY| flsiME Z2ME &4 Fo| "85 -) Y3 -) 7t 354" HolM libGLESv2.IibE AH|s = Floi

Lt EGLView.cpp2l CEGLView::OnCreate()0ilA #IE{2| 442 RenderingEngine.ES1.cppE X FOF SHLICE,
0| 222 iPhone 3D Programming 0flA| GLView.mmO|A X2|5l= F21t FASHA X2 SIRELICE

CtZ0l= Android Project A0 CH3HA CHE HE= SIASLICE
O2HEE= 16MB M2 X H2{M, myastro google code Off SXELIC

OGLES20 Template Application ported to mfc and android
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http://blog.daum.net/aero2k/67

Eﬁarc

Eq, android 2,3.3
5= jni

=T oM, myasto, gies 2
-0 Demodctivity, java
m GLARendereractivity, java
#-[J] OGLES10Lesson,java

== OGLES10 K
----- | & Android. mk

----- [ MativeRenderer,cpp
----- [£] MativeRenderer h

#-[J] OGLES20Lessan.java

m Resourcetanager,java
#-[J] TextureDescription,java
=- mm myastro, ales, demo 1

== QGELES20 H
----- | & Android. mk

----- (¢ MativeRenderer?l cpp
----- [ MativeRenderer2l,h

-4 myastro,java
_Eﬂj;l_.:nm,myastm.gles.wew

w1 EGLView,java 3
®-1J] EGLview!0,java
-1 EGLYiew?D java
-3 com,myastra.main
ElH:i COMm, My asTro, maim, ni 4

&-[J] MativeRenderer.java

[l o, myastro, ulls 5
=-[J] ArrayCopy. java
®-[J] HelperFunction,java
w10 TEA java

E-E2 gen [Generated Java Files]

----- | & Android.mk

..... | & Application,mk

----- [£ com_myastra_main_jni_MativeRenderer. b
----- [ common_def,h

..... [ importgl.c

..... [ impartgl.h

T conm.myasto, a4 ] e stdafs, h
&-[J] CBJavaHandler.java - libs

= E, armeabi
- -[a} libnative renderer, so
P . @y libnative renderer20, so
=8 E;- armeahi-v7a
------ [} libnative. renderer, so
------ . @y libnative, renderer?l, so

- Android 2,3.3

ODZHE Ij7|X| 243

1. com.myastro.gles.demo : Android App2l Main Activity O|C

2. com.myastro.gles : List ActivityO|C}.

GLES20.Lesson I} GLES10.Lesson 5 7}X| List Activity 7t

CHAM|Z GLES200f| CHaiA CHE GiIFY O|XITH, AIZH OiR7t d7IH, G

3. com.myastro.gles.view : EGL View& 25 O|C},
EGLView.java : GLSurfaceViews 4% {2
ESH EGLViewOl=
EGLView20.java : EGLViewS &% Ot abstract method =

GLES20 £ EGL Configuration@2 74 &[0 QICt.

[GLES20] 02. Android 3D ProgrammingS £/$t Android Z2HE M%

A2XI2 2E9| OHIEE £AISOZ Touch O[HIES
== 78§

[& oby
22 res

f'_ androidianifest, xmi

default, properties
|=| proguard,cfg

.

Ct.
LES10 8= HHOIES GFHO|LC}.

ZFA SallA(abstract class) OIC,
S5t Gesture 7|s 782 0[=20f O|F0{X UL},

o

Ct,
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EGLViewl0.java : EGLViewS &% 0t abstract method S5 +
GLES10 € EGL Configuration®2 74 &[0f ICt,

4. com.myastro.main.jni : C++2 545t NativeRenderer &t SXIsk= Java native interface OIC}.

NativeRenderer.java : GLES102 NativeRenderer.cpp2t GLES202 NativeRender20.cppE S&517| £t native method2
TEE0] ULt

CBJavaHandler java : Java £te| Main Activity Thread7t Ot Native ©2| NativeRenderer 2 £E Androd SDKLHS| APIE
0|88 m AIE5}7| fIgh EE0|Ct.

0] 2S0l= "utf-8 to ecu—kr" converting &=, "bmp, png, jpg, tga" St Z2 0|0|X| oA 2ES ISt &H4=7t ULCL.

ogr
o

5. com.myastro.utils : TGA 0|0|X| I 2 F2HAQI TGA java(cocos2d java HFOIA 7H4E) 2t 0|0jX] LS Integer
Byte o2 Hato}7| {ISt ArrayCopy.java S2|A 7} UL},
TGA.java : From cocos2d(ZhouWeikuan—cocos2d-2eb179b)

6. jni : Native RenderergE Td5k= Java Native Interface layer O|C},

com_myastro_main_jni_NativeRenderer.h : JNI2| &5 I O|C}(Java Native Interface &)

Anroid.mk : jni.GLES100]| != NativerRenderer.cpp 2t H4&0IA HHSt RenderingEngine.ES1.cpp 2t
RenderingEngine.ES2.cppS ZmY $HCt,

Y& ndk-r5b2 0|2sI¥ M, STL 2t0|E2{2]2| AL, crystax 2{0|H2{2|7} Of stiport 2{0|H2{2|E 0|2ol¥SLICt

stiport library = 0| H|O|X|0ilA HF3HZ0| "OGLES20Application—)Builds—)Android-)stiport" S0 UASLILC,
Application.mk : native module 44 MAZ ndk-r4b7HX|= ICHX| 2|0|7} AUAKX|TE ndk-r5b0IME stiport & MHa FI|= &
LICH(APP_STL := stlport_static)

7. jni.GLES10 : OpenGL ES 1.02 Native Renderer O|C.

8. jni.GLES20 : OpenGL ES 2.02 Native Renderer O|CI,

9. libs.armeabi : 2E3t Shared Library ¢! libnative.renderer.so 2} libnative.renderer20.so 7t ULk,

J|2XMOZ Android Z2MEL 99} 20| 1A E|0 YALICEH
3|, Android ZEHEN= MFC Z2HENM 2FHH Renderer 22221 RenderingEngine.ES1.cpp2t
RenderingEngine.ES2.cpp S0| HO|X| ¥&LICH.

LSt =20] 210|522l Interfaces.hpp, Matrix.hpp, Quaternion.hpp, Vector.hpp S EO0|X| &LICE

O ZZHEQ| JdS HE| SAUEM HYM 74 Sttt HL|, 229 HXIE Android Project ELt #0¢ CIZE2| '&0j HiX| SIRSLIC
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Eclipse LHOIA Z2HEL{O| HiX| AL, jni EC S0 £ &[Z! SFXITH mfc2t i0SSat CIHERZ| 20| £0{ X|7| LR XKt
Z0| 49| CIHER| 2oy HiX| SIRASLICH
O{XtI| GDBE O0|23HA| native TtOIA2| android debuggingO| &X| 27| IR0, micHIA CIHZ &4 U= HIX| SIFESLICE

(0] 42 Imagination TechnologyAt®| PowerVR SDK?t SAFSH il @iL|Ct)

= | Imagination

|0
=
N
i}
rir
u}
oo
K
my
o>
-
il

M5t

Android Galaxy TabOflA] &5

Damabctivity
GLES Déeras App
GLES20 Lesson

GLES10.L
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GLRendererActivity

3. Hitjz| &8

HI7F of7]0] AJHSH= Nativer Renderer = 7|2XQ
JEORE 0] MZ AtM HA[=H| Olai= O =24 Ha2t M2t ELICE

5 AR A7)0 thafAs M 227 hitp://blog.daum net/aero2k/A1 A B AT HUALIC

Ch=at Z&U .

rio

CE AR A

Portable Crr
Rendanng Engine
OpenGL ES T
Ohjective C
AppDeleg ate GlView
LRt EAL
y ¥ r

H|7} Android 3DE ZE!SH #HIEZ{ AXIT jOS g

ol
=

H3

Perspective Projection 22 X& Red, Y& Green, Z= Blue £ B8 &|0] Lt

= iPhone 3D Programming

HHO
TE==

E-r all = 2% 1:33

ol 20| Ct Liet JAFLICE

Fortable Cwr

OpanGlL ES T

16


http://blog.daum.net/aero2k/41

AL gLICE,

Portable C++

OpenGLJ]ES l
reretiate ([ atveRendersr |
GLSurfadgeView Android

! API

Classes/RenderingEngine.ES2.cpp Ol = Render &2 70| CHaHA ZHotsiA| MHSI=E SPASLICY

PROJECTION MATRIX
if (width ) height)
ratio = (GLfloat)width / (GLfloat)height;
else
ratio = (GLfloat)height / (GLfloat)width;
mat4 projectionMatrix = mat4:Perspective(45.0f, ratio, 1.0f, 100.0f);
glUniformMatrix4fv(m_simple.Uniforms.Projection, 1, 0, projectionMatrix.Pointer());

CAMERA MATRIX

/* Setting the camera */

vec3 eye(10, 10, 10);

vec3 target(0, 0, 0);

vec3 up(0, 1, 0);

mat4 camera = matd:LookAt(eye, target, up);

[GLES20] 02. Android 3D ProgrammingS ¢/t Android Z2HE MY . 17



SE+E X, XM= 212l =S Ot 20| sHAFHLC.

72t M 71522 M2[9Q && HWE(up(0, 1,0 )2 FUM, M= #H(target(0, 0, 0))22 MY =AU,

AIEZ2 X, Y, Z Z22 -10 2F HoiH ACt

Qrof 312l ZtEAZL OFL 2D EEAIQ X-Y 7IZ22 H11 ACHH, eye(0, 0, 10)2 SHAIE X2t YR HA| =1, Z52 AIHNM &
To| Euct,

VERTICES
/* Draw Grid and Axis */
[* 20x20 2| X+ HiEE J8Ic} Y/
GLfloat gridVertices[] = {
-10.0f, 0.0f, 0.0f,
10.0f, 0.0f, 0.0f,
0.0, 0.0f, —10.0f,
0.0f, 0.0f, 10.0f,
5

/* X(Red)-Y(Green)-Z(Blue) &g 12ICt, */
GLfloat axisVertices[] = {
/1 x
0.0f, 0.0f, 0.0f,
6.0f, 0.0f, 0.0f,

/'y

0.0f, 0.0f, 0.0f,
0.0f, 4.0f, 0.0f,
/Il z

0.0f, 0.0f, 0.0f,
0.0f, 0.0f, 6.0f,
5

MODELVIEW MATRIX
// BiZ3tH Shader®! Simple shader T2 HOIL,

gluseProgram(m_simple.Program);

ot
e

// GLES100i 4= glEnableClientState(GL_VERTEX_ARRAY)E LiX| st=
glEnableVertexAttribArray(m_simple.Attributes.Position);

// Draw Grid.

// Grid Vertices Buffer Array S8

[GLES20] 02. Android 3D Programming= 9|8t Android Z2HE 8% . 18



// GLES100il = glVertexPointer(3, GL_FLOAT, 0, gridVertices);
glVertexAtiribPointer(m_simple.Attributes.Position, 3, GL_FLOAT, GL_FALSE, 0, gridVertices);
glLineWidth(1.0f);

GLint grid_axis_diffuse = m_simple.Attributes.DiffuseMaterial;

// OGLES200{|\{= A Z5H= Color Buffer Array Lt glColor4fS2| API= X|RIGHK| =Lt
// OIE CHA[Sl= WHOR modellfl XHES YSM MS HESGHOF ST,

// diffuse material('ZHEAL ZHE) My MO = EISHCE

vec3 grid_axis_material_dif = vec3(0.5f, 0.5f, 0.5f);

glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());

AH
Ay
FEH
=

mat4 grid_axis_modelview;
for (inti = =10; i {= 10; ++i) {
grid_axis_modelview = mat4:Translate(0, 0, (GLfloat)i);

grid_axis_modelview = grid_axis_modelview * camera;

glUniformMatrix4fv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 0, 2);

}

for (inti = -10; i (= 10; ++i) {

grid_axis_modelview = mat4:Translate((GLfloat)i, 0, 0);

grid_axis_modelview = grid_axis_modelview * camera;

glUniformMatrixdfv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 2, 2);
}

// Draw Axis.

// Axis Vertices Buffer Array S5

// GLES100fl 9= glVertexPointer(3, GL_FLOAT, 0, axisVertices);= CH&| 5t= &t
glVertexAttribPointer(m_simple.Attributes.Position, 3, GL_FLOAT, GL_FALSE, 0, axisVertices);
glLineWidth(1.5f);

n@

/] Axis X

[/ B A THE 157

grid_axis_material_dif = vec3(1.0f, 0.0f, 0.0f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
// glTranslatef()& CHAMISH= &4

grid_axis_modelview = mat4::Translate(0.05f, 0.05f, 0.05f);

[GLES20] 02. Android 3D ProgrammingS ¢/t Android Z2HE
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grid_axis_modelview = grid_axis_modelview * camera;
glUniformMatrix4fv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 0, 2);

/] Axis Y

/] =M AL XHE 1817

grid_axis_material_dif = vec3(0.0f, 1.0f, 0.0f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
glDrawArrays(GL_LINES, 2, 2);

/] Axis Z

// T2t HEEAL XHE 1517

grid_axis_material_dif = vec3(0.0f, 0.0f, 1.0f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
glDrawArrays(GL_LINES, 4, 2);

// GLES100]l 4= glDisableClientState(GL_VERTEX_ARRAY)E CHA| sh=
glDisableVertexAtiribArray(m_simple.Attributes.Position);

ot
e

GLES20Z RenderingEngine.ES2.cpp2t GLES108 RenderingEngine.ES1.cpp LY FIHE H|waHA HH,
UL ZHoll APIS2| 40| O{EH HAEIU=X| Ol5H5}7] M A ZSLICL

4. Shader Language

==

E

tEYEHO0| ZHgst
A

e 2, EGLSLY 2| GLSLOIME OpenGL 1.1 A0 U= APIE

=l

b 20| ALE A=
StX|2F, Embedded Graphic Library Shader Language OlM= YHICIEELE £|X3} &[M, OpenGL 1.1 AHOA Shader &

012 X2|g 5 A= API SOl tioiM= S HA EASLIC

ot

A
F A= AS 25 USHLL

O|0j| cHet AHS O|3H5H | 74 ™ OpenGL ES 2.0 Programming Guide XS
20| o] Aoy hst MYSS 0] HAIH LAX|T LT LESLICH
g 2 A JF0AM GLES2.00] 2HS0{ ZIX| Ho} EIX| 42 AEO| LIt 113

ol
X| OF= OFF 20| RAIGHD K| AW BMS Qi S5t 70| SLICH™;

10
g
x
rr
HQ
0
=2
>~
k>

o

H HAl= A FSLCL
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o
.0 2HAE CHE 20| GlOIM FHE CHMIKIZL SiELIC

EF1 X QIEY0| PDF MU0 2= S DM FeiM B Rk, w w)

M

Z}dst,.... of2fet 0| HiZ=HH J2l= +F2| Shader 2O{0fA= & LHEO| SASLICE

0] =22 HIE 4&'=H0| A5 hitp://cafe naver.com/gld3d/402 &2t H|WSHA|HA SHH 2 HA|H,
olstist &= AS AU

Simple.vert : Vertex Shader

tatic const char* SimpleVertexShader = STRINGIFY(
precision highp float;

precision highp int;

// Attributes

attribute vec4 a_position;//Position;

attribute vec3 a_diffuseMaterial;

uniform mat4 u_modelViewProjectionMatrix;//Projection;
uniform mat4 u_modelViewMatrix;//Modelview;
varying vec3 v_diffuse;//Diffuse;

void main(void)

{

v_diffuse = a_diffuseMaterial;

gl_Position = u_modelViewProjectionMatrix * u_modelViewMatrix * a_position;

}

Simple.frag : Fragment Shader

static const char* SimpleFragmentShader = STRINGIFY(
varying lowp vec3 v_diffuse;//Diffuse;

void main(void)

{

gl_FragColor = vec4(v_diffuse, 1.0);
}

[GLES20] 02. Android 3D ProgrammingS 9|5t Android Z2H|E MX
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e maME MY 2EUOZ 07| MXIT A5

(=]
0

B3 SH= W0l iaN 2ot HES
= My J2ls WS ofshets o

CH2 ZoflAM= Modeldl Material ZHE
iXlol= AfAd

(£Z15] 0]0] OkAl= BE2 YAXIT, 0] 2

W5t MEDIOZE giColordiS

@uct)

OGLES20 Template Application ported to mfc and android

2|8t Android Z2H]
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[GLES20] 03, Color Shading 2011.11.06 22:50

1. Color Shading

AHOM ZrFsHA 2Est RenderingEngine.ES2.cpp il LHsHAM ECf E01M 2SS SHUSLICH

Classes/RenderingEngine.ES2.cpp

1. Create the GLSL program

m_simple.Program = BuildProgram(SimpleVertexShader, SimpleFragmentShader);

BuildProgram &0l M{= GLSL source 2! Vertex Shader texit(simple.vert)2} Fragment Shader text(simple.frag) It
S Ofzli2e| GLESE+E 0I83aiA oY siLct,

Vertex Shader A4

GLuint vertexShader= glCreateShader(GL_VERTEX_SHADER);
glShaderSource(vertexShader, 1, &source, 0);
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glCompileShader(vertexShader);

Fragment Shader 44

GLuint fragmentShader= glCreateShader(GL_FRAGMENT_SHADER);
glShaderSource(fragmentShader, 1, &source, 0);

glCompileShader(fragmentShader);

Vertex Shader?t Fragment Shader &3
GLuint programHandle = glCreateProgram();
glAttachShader(programHandle, vertexShader);

glAttachShader(programHandle, fragmentShader);

glLinkProgram(programHandle);

2. Program &4

HHEFSHHO| StLt M2|E AFEE ZR0|= Ottt 20| 43t Program

glUseProgram(m_simple.Program);

SHE AMZSICt GLES 2{0|22{2{0| LELICE,

F St 0|2 Program3 At AR0l= ELg ujoict glusePrograms O|E3diA HE 7ISEILIC

0
0l glPushMatrix()-glPopMatrix() 22 J0U= &l

GLES100IM= HIZSHHS J2|1 dXtE J2ICke S5HHE oSy

glPushMatrix();
drawBackground();
glPopMatrix();
glPushMatrix();
drawCubebox();
glPopMatrix();

GLES200|M= glPushMatrix()-glPopMatrix() &4%

glUseProgram(m_simple.Program);
drawBackground();
glUseProgram(m_cubebox.Program);
drawCubebox();

ot Z0| XM2lg = ALk

Icjz| 7Y QA S8 2 YBLILL

ULt
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3. PROJECTION MATRIX

m_simple.Uniforms.Projection = glGetUniformLocation(program, "u_projectionMatrix");

if (width ) height)

ratio = (GLfloat)width / (GLfloat)height;
else

ratio = (GLfloat)height / (GLfloat)width;

mat4 projectionMatrix = mat4::Perspective(45.0f, ratio, 1.0f, 100.0f);

glUniformMatrixdfv(m_simple.Uniforms.Projection, 1, 0, projectionMatrix.Pointer());

m_simple.Uniforms.Projection2 glGetUniformLocation() &t

0[Z3HAf

simple.vertLiol X191=1 uniform mat4 u_projectionMatrix;//Projection; ot ®Z&l= IDE A2 $ UASLIC

0| IDOf| Perspective, Frustum, Ortho & &S glUniformMatrix4fv() &+ OI25HA HESILICE

4. MODELVIEW MATRIX

4.1 CAMERA MATRIX

/* Setting the camera */

vec3d eye(10, 10, 10);

vec3 target(0, 0, 0);

vec3 up(0, 1, 0);

mat4 camera = matd:LookAt(eye, target, up);

SEE XN, M= 22| Z=EE Oof2Het 20| sHAgtLCt.

7t 2y 7IS2= ME|flQl 4 HWE(up(0, 1,0 )= FA2M, SXl= #H(target(0, 0, 0)2= 4H EAUL,

A2 X, Y, Z £522 10 UF HOo{H ALt
THoF 3XHPd ZLEA7} OFH 2D HEAIQI X-Y 7|EQ2 H1 MO
A FEHO| FLCH.

, eye(0, 0, 10)2 SIAIHE X2t YR HAl =1, 752 AIH
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camera HHS modelview SO ZaHA ALSEHLICE,

(camera &#E2 Option2 2 A ¢l0{x 3DE E3E &+ USLICH SHX|Tr H

210] E&Uct)

camerall oAM= HIEMEH 7|=ZZH CHS H0IXISS
http://cafe naver.com/gld3d /366
http://cafe naver com/gld3d/368
hitp://cafe naver com/gld3d/371

4.2 VERTICES

/* Draw Grid and Axis */

[* 20x20 2| AXFY HIEE JIcE 7/
GLfloat gridVertices[] = {

-10.0f, 0.0f, 0.0f,

10.0f, 0.0f, 0.0f,

0.0f, 0.0f, —10.0f,

0.0f, 0.0f, 10.0f,

%

/* X(Red)-Y(Green)-Z(Blue) £& 12ICt, */
GLfloat axisVertices[] = {
/] x

0.0f, 0.0f, 0.0f,

6.0f, 0.0f, 0.0f,

/'y

0.0f, 0.0f, 0.0f,

0.0f, 4.0f, 0.0f,

/] z

0.0f, 0.0f, 0.0f,

0.0f, 0.0f, 6.0f,

%

20x20 Z4XI3 Hi=tS B3 gridVertices HiED} X-Y-Z &

0] MME2 simple.vert 2| atiribute vec4 a_position; 0f

=2
=

H3ist axisVertices B QILICE,
§HLCt,

USS MY
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m_simple.Atiributes.Position = glGetAtiribLocation(program, “a_position");

m_simple.Atiributes.Position2 glGetAtiribLocation(program, “a_position"); && 0|&35HA

simple.vertL{oll 1=l uniform mat4 atiribute vec4 a_position; 3t HZE|= IDE HS & USLIC

a_position®i] ¥H Zts XM, glEnableVertexAttribArray()2t glVertexAttribPointer() &~ O|&&HLICE,
0| == GLES1.02t H|wSHH ChEt Z5LICt

GLES10 GLES20
glEnableClientState(GL_VERTEX_ARRAY); glEnableVertexAttribArray(m_simple Attributes.Position
glDisableClientState (GL_VERTEX_ARRAY); glDisableVertexAttribArray(m_simple .Attributes.Positior

glVertexAttribPointer(m_simple .Attributes.Position, 3, G
glVertexPointer(3, GL_FLOAT, 0, gridVertices); GL_FALSE, 0, gridVertices);
glVertexPointer(3, GL_FLOAT, 0, axisVertices); glVertexAttribPointer(m_simple Atiributes.Position, 3, C
GL_FALSE, 0, axisVertices);

4.3 MODELVIEW MATRIX

// HZEHH ShaderQ! Simple shader T2 HIQIY,

glUseProgram(m_simple.Program);

uo_l-
e

// GLES100i = glEnableClientState(GL_VERTEX_ARRAY)E LiX| st=
glEnableVertexAttribArray(m_simple.Attributes.Position);

// Draw Grid.

// Grid Vertices Buffer Array S2

// GLES100il = glVertexPointer(3, GL_FLOAT, 0, gridVertices);
glVertexAtiribPointer(m_simple.Attributes.Position, 3, GL_FLOAT, GL_FALSE, 0, gridVertices);
glLineWidth(1.0f);

GLint grid_axis_diffuse = m_simple.Attributes.DiffuseMaterial;

// OGLES200{lM= ME ZI5H= Color Buffer Array Lt glColordfS2| APIE X|RISHK| Q=0

// Ol LIStz WHOE modeld ES USIM MS HEHGHOF StCt,

// diffuse material('t2EAL ZHZ!) AAMS S|IMOZ EISHCE

[GLES20] 03. Color Shading
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vec3 grid_axis_material_dif = vec3(0.5f, 0.5f, 0.5f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif Pointer());

mat4 grid_axis_modelview;
for (inti = -10; i {= 10; ++i) {
grid_axis_modelview = mat4:Translate(0, 0, (GLfloat)i);

grid_axis_modelview = grid_axis_modelview * camera;

glUniformMatrix4fv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 0, 2);

}

for (inti=-10; i ¢= 10; ++i) {
grid_axis_modelview = mat4:Translate((GLfloat)i, 0, 0);

grid_axis_modelview = grid_axis_modelview * camera;

glUniformMatrix4fv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 2, 2);

// Draw Axis.

// Axis Vertices Buffer Array S5

// GLES100] = glVertexPointer(3, GL_FLOAT, 0, axisVertices);= CHA| k= &l
glVertexAttribPointer(m_simple.Attributes.Position, 3, GL_FLOAT, GL_FALSE, 0, axisVertices);
glLineWidth(1.5f);

oo

/] Axis X

[/ S HHEAL THE 517

grid_axis_material_dif = vec3(1.0f, 0.0f, 0.0f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
// giTranslatef()& CHXMlsk= &=

grid_axis_modelview = mat4:Translate(0.05f, 0.05f, 0.05f);

grid_axis_modelview = grid_axis_modelview * camera;

glUniformMatrix4fv(m_simple.Uniforms.Modelview, 1, 0, grid_axis_modelview.Pointer());
glDrawArrays(GL_LINES, 0, 2);

// Axis Y

/] =24 S XHE 4517

grid_axis_material_dif = vec3(0.0f, 1.0f, 0.0f);

[GLES20] 03. Color Shading
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glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
glDrawArrays(GL_LINES, 2, 2);

/] Axis Z

/[ THEHAE CHHEAL THE 4517

grid_axis_material_dif = vec3(0.0f, 0.0f, 1.0f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());
glDrawArrays(GL_LINES, 4, 2);

/] GLES100{l 4= gIDisableClientState(GL_VERTEX_ARRAY)E &l Sh= &=,
glDisableVertexAttribArray(m_simple.Attributes.Position);

2ol T=S 0|23HM 20x20 HXFY HIES J2F X-Y-Z&5S J-LUCH

047|x A Color Shading Ofl CH3HA LbSLICE,

GLES100iIX= SH|o MatsS M, COLOR BUFFER ARRAY = glColordf, glColordf S OI2&LLILCE

3HX|2t, GLES200i A= gIColorS XIRGHK| Qt&LILY

JZo= 2ol AFS3HE HHat 20| Position HES 75k= Wit OIE7LX|Z, Color0il CH3HAM Attribute=2 A& BLICE
X AL XHEQI Diffuse material2 &5t 2|A4(0.5f, 0.5f, 0.5)2 UASLICE

(HS S5EY MYS diffuse2 Tt $HLCh)

m_simple.Atiributes.DiffuseMaterial = glGetAttribLocation(program, “a_diffuseMaterial");

vec3 grid_axis_material_dif = vec3(0.5f, 0.5f, 0.5f);
glVertexAttrib3fv(grid_axis_diffuse, grid_axis_material_dif.Pointer());

Color Shading2 CH31t Z0| vertex shader®! simple.verttlA= a_difuseMaterial £ {2 Ml 22

varying keywordE O|83lA| fragment shader®! simple.frag0fl M gHLIC}.

simple.vert

varying vec3 v_diffuse;//Diffuse;

void main(void)

[GLES20] 03. Color Shading
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v_diffuse = a_diffuseMaterial;
gl_Position = u_modelViewProjectionMatrix * u_modelViewMatrix * a_position;

varying keyword2 MEH2 v_diffuse= gl_FragColor O XZEHLICE,
(gl_FragColor= (r, g, b, a) Y22 vecs4 HEHZ HHZ5H FOF SiLICE,
=2 varying SoiM ME Bh= 2t XIHE vecd R Biotel: FLICH)

simple.frag
varying lowp vec3 v_diffuse;//Diffuse;
void main(void)

{
gl_FragColor = vec4(v_diffuse, 1.0);

O] olM= ZHESHA gIColor4E OIZaiM MYS sl= Ly oM ot ZBHSLICE

Aol CH3t ZME Fal= Light Z8 st {32t Phong ShaderS ChEM| 23S SHUSLLCE

OGLES20 Template Application ported to mfc and android
o Jeade coodle com/ol dounloads/i
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[GLES20] 04. Geometry Transform 2011.11.11 12:37

EE

[ ——

ol

71

O FolM= CubeBoxE T2 20| OIZ =i, 21, 0IF Al7I= #E YHO| oA 2of HES SHUSLICE

——

1. 2| He

e —_

GLES100fiM= 2o CHaHA 21T HERS XE3517| 2sHM glRotatef() &S OIEFLICL

glRotatef(90.0f, 1.0f, 0.0f, 0.0) : X&& 7IEC2 9= 3™
glRotatef(90.0f, 0.0f, 1.0f, 0.0) : Y& 7IECE 90k 3|H
glRotatef(90.0f, 0.0f, 0.0f, 1.0) : Z52 7|E2E & 3|H

SHX|Z, GLES200|ME= glRotatef() $t=S X|RISIX| Q4ELICH.

0|Z CHA[Sk= Function SetS ZF ZHS0{0F HLILCY.

rlo

- ofiTol MU, "2 SH"Yof| HAIH 7|2 2|7} ASELICL

(H3t oF J7h= Z #92: ey §|x-|)

e

i
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Utils/Matrix.hpp

-. 22| Hel

—

-

A

X

static Matrix4{T) RotateX(T degrees)

{
T radians = degrees * 3.14159f / 180.0f;
Ts
Tc

std::sin(radians);

std::cos(radians);

Matrix4 m;

mxx = 1; mxy = 0; mx.z = 0; mxw = 0;
my.x = 0; my.y = ¢; my.z =-s; my.w = 0;
mzx = 0; mzy = s; mzz = ¢; mzw = 0;
mwx = 0; mwy = 0; mw.z = 0; mww = 1;

return m;

-, 22| Hel

—

=

A

Y

static Matrix4{T) RotateY(T degrees)

{
T radians = degrees * 3.14159f / 180.0f;
T s = std:sin(radians);

T ¢ = std::cos(radians);

Matrix4 m;

mxx = ¢; mxy = 0; mxz = s; mxw = 0;
myx = 0; myy = 1, my.z = 0; myw = 0;

m.zx = —-s; mzy = 0; mzz = ¢; mzw = 0;
mwx = 0; mwy = 0; mw.z = 0; mww = 1;

return m;

-. 2%3 #HE

—

-

=

static Matrix4{T) RotateZ(T degrees)

{
T radians = degrees * 3.14159f / 180.0f;
T s = std:sin(radians);
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T ¢ = std::cos(radians);

Matrix4 m;

mxx = ¢; mxy = -s; mx.z = 0; mxw = 0;

my.x = s; myy = c¢; my.z= 0; myw = 0;
mzx = 0; mzy = 0; mzz = 1; mzw = 0;
mwx = 0; mwy = 0; mw.z = 0; mww = 1;

return m;

void RenderingEngine::drawCubebox(int textureMode)

{

mat4::Rotate X(xrot);
mat4::Rotate Y(yrot);

mat4 euler_z = matd:RotateZ(yrot);

mat4 euler_x

mat4 euler_y

mat4 rotation = euler_X * m_orientation.ToMatrix();

mat4 modelview = scale * rotation * translation;
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void RenderingEngine::drawCubebox(int textureMode)

{

mat4 euler_x = mat4::Rotate X(xrot);

mat4 euler_y = mat4:RotateY(yrot);

mat4 euler_z = mat4::RotateZ(yrot);

mat4 rotation = euler_y * m_orientation.ToMatrix();

mat4 modelview = scale * rotation * translation;



I

—

% 2

void RenderingEngine::drawCubebox(int textureMode)

{

mat4 euler_x = mat4::Rotate X(xrot);
mat4 euler_y = matd::RotateY(yrot);

mat4 euler_z = mat4::RotateZ(yrot);

mat4 rotation = euler_z * m_orientation.ToMatrix();

mat4 modelview = scale * rotation * translation;



2. 23 H

rior

GLES100iM= 220l CHaiM =3 HERS XE317| shM glScalef()

oo
ale
i
=)
ol
o
=
o

SHXZH, GLES200IM= glScalef() St=E X|2I5HX| $ELICE

B2 WESIs WS 9Io H42 AISSIN| QIE VTSP Y 4 YU
RULISHH, ST SAE 2SMOR HIE| 0| Oftl AZ2t FO|7| R0 Sah7ISt 513 SLIC

iPhone 3D Programming 0| MSst= Z=0A= 010 et &S MS2= 0[S 0IZ5HH ELICt

Utils/Matrix.hpp

static Matrix4{T) Scale(T s)
{
Matrix4 m;
mxXx = s; mx.y = 0; mx.z = 0; mxw = 0;

my.x = 0; myy =s; my.z=0; myw = 0;
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mzx = 0; mzy = 0; mzz = s; mzw = 0;
mwx = 0; mwy = 0; mw.z = 0; mww = 1;
return m;

}

static Matrix4(T) Scale(T x, Ty, T 2)

{
Matrix4 m;
mxx = x; mxy = 0; mx.z = 0; mxw = 0;
myx = 0; myy = y; my.z=0; myw = 0;
m.zx = 0; mzy = 0; mzz = z mzw = 0;
mwx = 0; mwy = 0; mw.z = 0; mww = 1;

return m;

ALE YH2 OEa ZsUn

void RenderingEngine::drawCubebox(int textureMode)
{

mat4 euler_x = mat4::Rotate X(xrot);

mat4 euler_y = mat4::RotateY(yrot);

mat4 euler_z = matd:RotateZ(yrot);

// mat4 scale = mat4:Scale(1.0f);
mat4 scale = mat4::Scale(3.0f'cos(interpolation_z));

matd4 translation = mat4::Translate(x, y, 2);

mat4 rotation = euler_x * m_orientation.ToMatrix();
mat4 modelview = scale * rotation * translation;
interpolation_z += (2*Pi) * 0.0008f;

)

HZS AL A2HE0l cos2 0|SHBLICY,

212l 3.0f'cos(interpolation_z) 2| AL, interpolation_z7t 00| £E AIZEOZ, cos(0) = 1 LIt
+3~0~-3~0~+3 2| A4S BHE5HM HtetstA ELICE

25 of2fe] SBYMM = UXO0| CubeBox7t HHS 7IE2Z +30 2 Z7I0M AIZf ACt7}

HEOCE 8ol 71EHA ZOIFLICE 0% -30f A +&sh 717] W20 32 20| FESHM HX[A ELC
((2*Pi) * 0.0008f; E7t +=%li= PowerVR SDK LHe| 7t S7t XIS 7IxgELICE )
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3.0l #

rior

GLES100iM= ZEoj CHsHA OIS tHeks XE517] 2IsiAM glTranslatef() &5 018

St GLES00|ME glTranslatef() 85 X|25HK| §HELICE

015 BIEHO| 12l 4xd TAOIN 4T HOll ZUS MBI FLICH
OIS SOf Ol 22 &N WUO| UCKD FTHE,

[1 0 0 O]

[0 1 0 0|

[0 0 1 0|

|

wx wy wz 1|
wx, wy, wz 240 0| HEt S NE $tZ model matrix0fl ZotH ELICEH

St

= Chsdt Z2&UC.

rr

__I.l.
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Utils/Matrix.hpp

static Matrix4(T) Translate(T x, Ty, T 2)

{
Matrix4 m;
mxx = 15 mxy = 0; mx.z = 0; mxw = 0;
myx = 0; myy = 1, my.z = 0; myw = 0;
m.zx = 0; mzy = 0; mzz = 1; mzw = 0;
MW.X = X; MW.y = y; mw.z = z mww = 1;

return m;

ALE YHE2 O3 Z2EUn

void RenderingEngine::drawCubebox(int textureMode)
{

mat4 euler_x = mat4::Rotate X(xrot);

mat4 euler_y = mat4::RotateY(yrot);

mat4 euler_z = mat4:RotateZ(yrot);

mat4 scale = mat4::Scale(1.0f);
// mat4 translation = mat4:Translate(x, y, 2);
matd4 translation = mat4::Translate(x, y, 15.0f’cos(interpolation_z)-7.5f);

mat4 rotation = euler_x * m_orientation.ToMatrix();
mat4 modelview = scale * rotation * translation;
interpolation_z += (2*Pi) * 0.0008f;

—

).

B2 S Heto| MEME et cosS 0|RSLIC

cosOfl X|HE -1.0f ~ 1.0f Afo| L|ct,

15.0f"cos(interpolation_z)-7.5f 2 AL, interpolation_z7t 00X FE| A|ZStO 2, cos(0) = 1 YLICE
+75 ~ =75 ~ -225 °| S HHEsHA RSt ELch

E0| AMfet2 cos(theta)7t 0 ~ —1Y AL, -7.50 7E5XIS 7| ME0l, OIF A7t EaseOut &2t XM 7145
((2*Pi) * 0.0008f; Z7t +=X|= PowerVR SDK LHQ| EZ} 7t £X|E 7IH™SELICE )

=1y
=
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4. vertex shader LHOIA{ Het ME 35}7|

0|2} &2 tHEte| M2 vertex shader LHOIA ME38i= ElLICE
shader language LHOIAM Xz2[gt 22, O AL M2IE GPUNIM 57| MZ0i, CPUO| I
(M= A Sdsl EX|= r¥ELICh)

Shaders/SimpleLighting.vert

// Attributes

atiribute vec4 a_position;//Position;

// Uniforms
uniform mat4 u_projectionMatrix;//Projection;
uniform mat4 u_modelViewMatrix;//Modelview;

uniform mat3 u_normalMatrix;//NormalMatrix;

uniform float u_interpolation_z;

varying vec3 v_eyespaceNormal;//EyespaceNormal
varying vec3 v_diffuse;//Difuse;

varying vec2 v_textureCoordOut;

4



void main(void)

{

v_eyespaceNormal = u_normalMatrix * a_normal;
v_diffuse = a_diffuseMaterial;

v_textureCoordOut = a_textureCoordin;

// Vertex Position

vec4 newPos = vec4(a_position);

mat4 translation = mat4(1.0);
mat4 modelview = mat4(u_modelViewMatrix);
translation[3][2] = (15.0°cos(u_interpolation_z) - 7.5);

modelview *= translation;

gl_Position = u_projectionMatrix * modelview * newPos;

}

ILICH.

Io

translation[3][2] = OISHEMM ZFS 7IE2E HEII= 24




M= OFEMXI= vertex shader WOIA =2| HitS BO| A SHX[= RELICL

FEHL 247} ASER0= HES JIAPL ASA ZXIT,
OFEIMHXI= shader 2= L{OIA2| helper E+=E MZ Fdalof = Hat CIHZ0| 2HsIClE H W20 E AFESHK= $EUC
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Vertex Shader LHOI|AM Vertex Position =X

O ZoA= Vertex shader LHOAM HH IXIE ZH5H= WO CHSHA Mels 25 SHUSLIC
He|o ¥MM OpenGL GLSLE THEO{TI HIEMEE ZZIE shH 210 EA|H =20] 2 A ZSLC.
http://cafe naver com/gld3d/405

http://cafe naver.com/gld3d/406

OpenGL ESOIME OpenGLOIME X|5ke SAl EE(Immediate Mode)SEHS| glVertex3f()S XISHX| i&LICEH
JHCE 5| GLSLUO| U= gl_Vertex XIESHK| 4ELICE

HMHS A7|YYHM = attribute keyword HEHZ M54 OpenGL App(0I5t 2App M) OIM XX Zt2 0{0F SHLICE,
(LE=Ol CHRZXITE Normal vector, Texture vector 2t atiribute Q2 MASHA 2App2Z FE A0 SL|CL)

1. Cubebox 12|7]

0{7]A F&i5t Cubeboxi= GL_TRIANGLE_STRIPLZ 71&i5l= YWHOR HHS FYot= WHS St Y Lt
O£ £0{, vertices, normals, texcoords H{ES =7|3IAIZ0| O|2] Ct MM TMSHE EL|C
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GLfloat texcoords[4][2];

GLfloat vertices[4][3];

GLfloat normals[4][3];

GLubyte indices[4]={0, 1, 3, 2}; /* QUAD to TRIANGLE_STRIP conversion; */ —— (0)

glUseProgram(m_cubebox.Program);

// GLES100i 4= glEnableClientState(GL_VERTEX_ARRAY)E x| st= &t — (1)
glEnableVertexAttribArray(m_cubebox.Attributes.Position);
glEnableVertexAttribArray(m_cubebox.Attributes.Normal);
glEnableVertexAtiribArray(m_cubebox.Attributes. TextureCoord);

// GLES100] 9= glVertexPointer(3, GL_FLOAT, 0, gridVertices); ——————————- (2

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());
glVertexAttribPointer(position, 3, GL_FLOAT, GL_FALSE, 0, vertices);
glVertexAttribPointer(normal, 3, GL_FLOAT, GL_FALSE, 0, normals);
glVertexAttribPointer(texCoord, 2, GL_FLOAT, GL_FALSE, 0, texcoords);

/* Front Face */ = (3
/* Normal Pointing Towards Viewer */

[/ BN HIEHE 75 WSo2 Qo= LIQE HO|EZ2 7= o +1.08 Z=Cth

normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] = 0.0f;

normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = 0.0f;

normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = 1.0f;

/* Point 1 (Front) */

texcoords[0][0] = 1.0f; texcoords[0][1] = 0.0f;

vertices[0][0] = —1.0f; vertices[0][1] = —1.0f; vertices[0][2] = 1.0f;
/* Point 2 (Front) */

texcoords[1][0] = 0.0f; texcoords[1][1] = 0.0f;

vertices[1][0] = 1.0f; vertices[1][1] = -1.0; vertices[1][2] = 1.0f;
/* Point 3 (Front) */

texcoords[2][0] = 0.0f; texcoords[2][1] = 1.0f;

vertices[2][0] = 1.0f; vertices[2][1] = 1.0; vertices[2][2] = 1.0f;
/* Point 4 (Front) */

texcoords[3][0] = 1.0f; texcoords[3][1] = 1.0f;

vertices[3][0] = -1.0f; vertices[3][1] = 1.0; vertices[3][2] = 1.0f;

[GLES?20] 05. Vertex Position X2 (1)
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[* Blue Color */ -——————————————————- - (4
if (textureMode == 0) {

box_material_dif = vec3(0.f, 0.f, 1.f) * 0.75f;

glVertexAtirib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */ -—————————- (5
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);

/* Back Face */ ~ ————————————————- -= (6)

/* Normal Pointing Away From Viewer */

[/ 88 HEIE 7% WoRE FE S0{7l= H0|EE, 75 Hoj| -1.08 E=Ch
normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] = 0.0f;

normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = 0.0f;
normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = —1.0f;

/* Point 1 (Back) */

texcoords[0][0] = 0.0f; texcoords[0][1] = 0.0f;

vertices[0][0] = —1.0f; vertices[0][1] = —1.0f; vertices[0][2] = —1.0f;
/* Point 2 (Back) */

texcoords[1][0] = 0.0f; texcoords[1][1] = 1.0f;

vertices[1][0] = —1.0f; vertices[1][1] = 1.0f; vertices[1][2] = -1.0f;
/* Point 3 (Back) */

texcoords[2][0] = 1.0f; texcoords[2][1] = 1.0f;

vertices[2][0] = 1.0f; vertices[2][1] = 1.0f; vertices[2][2] = —1.0f;
/* Point 4 (Back) */

texcoords[3][0] = 1.0f; texcoords[3][1] = 0.0f;

vertices[3][0] = 1.0f; vertices[3][1] = —1.0; vertices[3][2] = -1.0f;

/* Black Color */

if (textureMode == 0) {

box_material_dif = vec3(0.f, 0.f, 0.f) * 0.75f;

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);
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[* Top Face */ ~ ————————————— (7
/* Normal Pointing Up */
[/ 88 HIEIE Y& WECR 92 S27h= HO|2E, Y& Hojl +1.0S =Lt
normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] = 0.0f;
normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = 1.0f;
normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = 0.0f;

/* Point 1 (Top) */

texcoords[0][0] = 1.0f; texcoords[0][1] = 1.0f;

vertices[0][0] = —1.0f; vertices[0][1] = 1.0f; vertices[0][2] = —1.0f;
/* Point 2 (Top) */

texcoords[1][0] = 1.0f; texcoords[1][1] = 0.0f;

vertices[1][0] = —1.0f; vertices[1][1] = 1.0f; vertices[1][2] = 1.0f;
/* Point 3 (Top) */

texcoords[2][0] = 0.0f; texcoords[2][1] = 0.0f;

vertices[2][0] = 1.0f; vertices[2][1] = 1.0f; vertices[2][2] = 1.0f;
/* Point 4 (Top) */

texcoords[3][0] = 0.0f; texcoords[3][1] = 1.0f;

vertices[3][0] = 1.0f; vertices[3][1] = 1.0f; vertices[3][2] = —1.0f;

/* Green Color */

if (textureMode == 0) {

box_material_dif = vec3(0.f, 1.f, 0.f) * 0.75f;

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);

/* Bottom Face */ ~ -——————————————————————— (8)
/* Normal Pointing Down */
[/ 84 HEHE Y& WCR 9|2 S2= Ho|2E, Y& ol -1.0S =Lt

normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] = 0.0f;

normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = —1.0f;

normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = 0.0f;

/* Point 1 (Bottom) */
texcoords[0][0] = 0.0f; texcoords[0][1] = 1.0f;
vertices[0][0] = —1.0f; vertices[0][1] = —1.0f; vertices[0][2] = -1.0f;
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/* Point 2 (Bottom) */

texcoords[1][0] = 1.0f; texcoords[1][1] = 1.0f;

vertices[1][0] = 1.0f; vertices[1][1] = —1.0f; vertices[1][2] = -1.0f;
/* Point 3 (Bottom) */

texcoords[2][0] = 1.0f; texcoords[2][1] = 0.0f;

vertices[2][0] = 1.0f; vertices[2][1] = —1.0f; vertices[2][2] = 1.0f;
/* Point 4 (Bottom) */

texcoords[3][0] = 0.0f; texcoords[3][1] = 0.0f;

vertices[3][0] = —1.0f; vertices[3][1] = —1.0f; vertices[3][2] = 1.0f;

/* Yellow Color */

if (textureMode == 0) {

box_material_dif = vec3(0.8f, 0.8f, 0.f) * 0.75f;

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);

/* Right face */ ~ ————————————————————- -——= (9)
/* Normal Pointing Right */
[/ MM HIEE XS WOR QEX0Z 0|S5H= HO|DZ, X5 Eol +1.02 2Lt
normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] = 1.0f;
normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = 0.0f;
normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = 0.0f;

/* Point 1 (Right) */

texcoords[0][0] = 0.0f; texcoords[0][1] = 0.0f;

vertices[0][0] = 1.0f; vertices[0][1] = —1.0f; vertices[0][2] = —1.0f;
/* Point 2 (Right) */

texcoords[1][0] = 0.0f; texcoords[1][1] = 1.0f;

vertices[1][0] = 1.0f; vertices[1][1] = 1.0f; vertices[1][2] = -1.0f;
/* Point 3 (Right) */

texcoords[2][0] = 1.0f; texcoords[2][1] = 1.0f;

vertices[2][0] = 1.0f; vertices[2][1] = 1.0f; vertices[2][2] = 1.0f;
/* Point 4 (Right) */

texcoords[3][0] = 1.0f; texcoords[3][1] = 0.0f;

vertices[3][0] = 1.0f; vertices[3][1] = —1.0f; vertices[3][2] = 1.0f;

[GLES20] 05. Vertex Position %{2| (1)

. 48



/* Red Color */

if (textureMode == 0) {

box_material_dif = vec3(1.0f, 0.f, 0.f) * 0.75f;

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);

[* Left Face®/  —————————————————— (10)
/* Normal Pointing Left */
[/ B4 HEHE X& WOR YAZOE 0|Fdkz HO|EE, X5 Fofl -1.08 F=Ct
-1.0f;
normals[0][1] = normals[1][1] = normals[2][1] = normals[3][1] = 0.0f;
normals[0][2] = normals[1][2] = normals[2][2] = normals[3][2] = 0.0f;

normals[0][0] = normals[1][0] = normals[2][0] = normals[3][0] =

/* Point 1 (Left) */

texcoords[0][0] = 1.0f; texcoords[0][1] = 0.0f;

vertices[0][0] = —1.0f; vertices[0][1] = —1.0f; vertices[0][2] = —1.0f;
/* Point 2 (Left) */

texcoords[1][0] = 0.0f; texcoords[1][1] = 0.0f;

vertices[1][0] = —1.0f; vertices[1][1] = —1.0f; vertices[1][2] = 1.0f;
/* Point 3 (Left) */

texcoords[2][0] = 0.0f; texcoords[2][1] = 1.0f;

vertices[2][0] = —1.0f; vertices[2][1] = 1.0f; vertices[2][2] = 1.0f;
/* Point 4 (Left) */

texcoords[3][0] = 1.0f; texcoords[3][1] = 1.0f;

vertices[3][0] = —1.0f; vertices[3][1] = 1.0f; vertices[3][2] = —1.0f;

/* White Color */

if (textureMode == 0) {

box_material_dif = vec3(1.f, 1.f, 1.f) * 0.75f;

glVertexAttrib3fv(diffuse, box_material_dif.Pointer());

}

/* Draw one textured plane using two stripped triangles */
glDrawElements(GL_TRIANGLE_STRIP, 4, GL_UNSIGNED_BYTE, indices);

// GLES100] = glDisableClientState(GL_VERTEX_ARRAY)Z CHX| sl= &4, —- (11)
glDisableVertexAttribArray(position);
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glDisableVertexAtiribArray(normal);
glDisableVertexAtiribArray(texCoord);

(1)

(2)

: A4S glDrawArrays?t OF-l giDrawElements2 27| 9I8t indices &=A ILILCE,

: glEnableVertexAttribArray()= vertex shader0| M1El attribute keywordS &4ds} §HL|Ct,

0l GLES109| glEnableClientState()S CHA|EHLICY.

: glVertexAttribPointer()S OI23HM vertex shader®l M= attribte keyword HIE{ H3=0f XA

Rz gLk,

(3)

(4)

(5)

(8)

(9

(10) :

:Front Face & ¢ &

: Bottom Face & Of2H
}

0|= GLES102| glVertexPointer(), gINormalPointer(), glTexCoordPointer()S CHX|ELICE,
0l= OpenGL2| glVertex3f(), giNormal3f(), gilTexCoord3f() & CHX| ELICH.

Ap2t
O, OtZl normals2t texcoordsE AIEsHXIE 2&LICH

I'.'E
mjo

Jdgj= 82 YL

0 Hr

I
MO Hskn 9

D OiEo 2 HSHI| fIsHA 2AppOlIA vertex shader2 FZoh=s £E2LICH

AHO
ML AMAZIOI Color Buffer Array2 XISk HE2LICE

D (0)0lM MESH MO1 2kl indices =ME AtZtdS JELICE

Back Face & & 2& ArZ Hig 2= B& YULICt
™Moz A5t UOM, OFEl normals®t texcoords= AM25HK|= L&LICE

ormals®t texcoords= AI2sHX|= 2ELICH

= At HE 2= B2 YLt

=
LaMioz Zi511 IO, OFEl normals®t texcoordse AF2SHX|E 2&LICEH

: Right Face & & £& Az BE 1= #& UL

WMo = A5t QUOM, OFEl normalset texcoords= AL25HK|= Q&LILCE

& MH 8BS 18= #& YU

giMoZ El5t USM, OFE! normals?} texcoords= AFRSIHK|= L&LIC
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(11) : (oM 2Hdskst HH, HY, HAS HIgEst gLt

0|= GLES1029| glDisableClientState()=S CH&| §HLICt.

2. Vertex Position

Vertex shader= 2App2Z FE Position E YEE a_position 22 HE A FLICL

atiribute2t uniform22 MAE HLEL shaderlHOlM = constani(X?)2 SXEHL|CE,

% shader LHOIME dataZ 217I(read)= 7FHSSIX|TE A 7|(write)S &= USLICH

JHEOE vertex HUXIE Y= S| siM= CtZat 20| vecd newPos HE TS0 =11 0|0 MFEILICH

/Shaders/SimpleLighting.vert
// Vertex Position
vec4 newPos = vec4(a_position);

newPos.z = newPos.z + sin(2.0 * newPos.x);

gl_Position = u_projectionMatrix * u_modelViewMatrix* newPos;
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3. 28

Cubebox2| EHo| HEst7| Hat

HA M7= sin 2=LiQ 715X &

newPos.z = newPos.z + sin(2.0

ofZt HetE WS =+ USULL
{202 O 3A ot Hapot =0l "FA 20IX|2, FHXt UF A WIAZHX|X|= EELICE

* newPos.x);

Ol= &2l 32 FHQ W=7t BX| oM JBACZE HYL|T,
HIE42E Oix|(hitp://cafe naver com/gld3d/406)2 20| FFXtz IS J2|H, L H|XE 2ot LiE LT

IO, OpenGL ESUIAE= glut lib E X[&SHX]

OpenGL2t 20| glutSolidTeapot()

LS oAM=
HXIE 12|11 Vertex Position &

=
T

(wavefront obj It22 3DMaxLt Blender2t Z2 3D 12T =FE 0|2351A I8

oo

FHMXtE 12]7] 2I8HA wavefront obj IHAS

07| o,
I+ SalM A FHXE 28+ AUASUCLEH o
ader=

he
2t US HEdH BEx=F SHASLICE

- HAZ2

= exportE obj HE{E 5tH HLIC}, )
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[GLES20] 06. Vertex Position %{2| —Obj 2tVBO (2) 2011.11.15 19:46

2011.11.18 : teapotE I, normal Zt0ll CHSt offsetO] R UASLICE M,
Wireframe FEHM= & RLIAX|IAX|T, HOE J8{HH LIAX|H|L.
EDSHIAL.

(O]X0il Render To Texture 2 IZf t 0|52 A& HKQUAJES AU

ol
ol
~

Vertex Shader LHOI|M Vertex Position =X

QHE0fl O]OjA O'H HOlAM= Wavefront Obj ZUOE FHE ObjItUNA mesh dataE F= §t £, 0|E Vertex Buffer Object
oz st Fl, Wireframe 29| FHXHTeapot)E 12EEE SHUSLICE

2|1 0] OpenGL App(OI5t 2App)2| ZIE Vertex Shader LHOIA Vertex Positiong ZHall HASLIC

1. Wavefront Obj mesh data
ZHXL Teapots J2lE Wye 72 51H Ho| LESLICL

OIE =0, OHSF0IM LUESE WWDC 2010 Of|A ZLUEHH CorMotionTeapot E &ZGHE E[1T,
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Wavefront Obj 2 IIUS F3HAM, header= HetsiA 0|5 FLICL

- * "« The obligatory Teapot.
- > 4 gatory Teap
e Get the WWDC 2010 CoreMotion

Teapot Sample

http://developer.apple.com/
videos/wwdc/2010/

Device Motion  (Download Sample Code)

OFF

ObjAmS TSI 22

s , iPhone3D Programming 9| 4Zt0= ML Lo} UZLICE
3|, iPhone3D Programming 22| ?:1—.— OBJ I} IZZBH0| 3dsMaxLt Blender2t= CHE HEHC| mesh 7= QiLICE

ZHHOE LIt AUX|2E Insanely Simple ObJ File(XIH8HH, "M|ZAI0] OFL|AH| ZHASH OBJ File) —o—; QIL|C}.
st vertex@t HAK2 1510 normald} texture coordinate 2 T2{oHX| 211 THEO{ZE IHA| QIL|Ct,

oA = normal &2 Triangle & +dst= 3712 HHO
#H2 YUY A= T HE Q| ME F5IH HMS AL = USLICL
= N

[=]
HE FY5k= 2| FHO| a, b, c2tal SHCHH

3

C
N = (b — a).Cross(c - a)
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M

O] = EA|Y Obj Z% mbYS 2at 20| SHH =Lt 2351 SHAIH x|,
Example 4.232 Z0] f(face) 2t Z0| XX Afojofl '/* 22 FEXIE QUASIHIZ TEMOF SHLICE

Example 4.22. Insanely Simple OBJ File

# This is a comment.

0.0 1.0 1.0
0.0 -1.0 1.0
0.0 -1.0 -1.0
=1.0 1.0 1.0

< <9 9 4

12 3
£f2314

Example 4.23. An OBJ File with Vertex Normals

v 0.0 1.0 1.0

v 0.0 -1.0 1.0

v 0.0 -1.0 -1.0
vn 1 0 0

£ 1//1 2//71 3//1

3ds MaxLt Blender 2 THE Obj OIY2 Example 4.23 It Z2 oS AZ > UYSLICE
JZo= O|MoM AJHSH= OBJ M= O[2 ZBE QUCtY O|3HSIA|L CHE HIME St |= 20| ESLICL

XM= Cf23t Z0| prebuilt headerZ 0]0] IHAE HIO|EHS O|EHLILCE
hiin://heikobel 1o009/08/27/abi y

obj2opengl O|2t11 perl script YEHO|H, &&A SE DiUS M
(Material 7HX| IHe2 kx| Rst7| WR0H, O] ZA2 FEYC= MH sHOf FHLICE )

o>
o
A
-
n

FHXt 5Lt J2l=0 HF MAMER Y HRHS
19 Opengl es= opengl 2Lt B7HE 12[71|7t &€lX|7t 4&LIC
Xt712t2| utility function S F&I5HA Moduledt sis= 20| ESLICL

3% CtA| Teapot FHXL J2|7|2 SO7H=S SHIELICE

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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Mesh data= ZX(teapot?Verts)?t HMHE(teapot?2Normals) F7HX|2H B USLICH(HAX MEE Q1)

Models/teapot2.h

I (1)
created with obj2opengl.pl

source file :./teapot2.0bj

vertices : 3644
faces 1 6320
normals : 5995

texture coords : 0

// include generated arrays

#importl "./teapot2.h"

// set input data to arrays

glVertexPointer(3f, GL_FLOAT, 0, teapot2Verts);
gINormalPointer(GL_FLOAT, 0, teapot2Normals);

// draw data

glDrawArrays(GL_TRIANGLES, 0, teapot?2NumVerts);

i
unsigned int teapot?NumVerts = 18960; // ——————— (2
float teapot2Verts [1={ // 3

/1 £2909//1 2921//1 2939//1

0.204248774988595f, 0.110553208769824f, —0.0353058869814484f,
0.2064082403289741, 0.105045437554406f, —0.0356647617094558f,
0.209210851457354f, 0.105045437554406f, 3.80670129563477e—05f,

float teapot2Normals [1 = { // (4
// 12909//1 2921//1 2939//1
-0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
-0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
-0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
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(1) : obj2opengl.pl AFZEE 0|sHA HdE Obj MU Cist HE iL|C
GLES 1.0 0lM Al8st= Exampleg H0{ SLICI,

(2) : F=XKte| J};’g H4E LIEFHLICE teapot2NumVerts (18960)
0] Zt2 He| M7t 63207HULZ, S7He| M 7HS| FHHO0| U7| WHZ0l| 189607H7t ELIC.

LIERHLIC

& Y= il =
JO=, Ho| HT} 630U E HH| E24-= 63020|H o 2 IH2| YHS Zetotr A7| W2,

of2fel MEE= (1)#H2| "obj2opengl.pl" 2 MAst HH ZHE Lct,

// 2909//1 2921//1 2939//1

0.204248774988595f, 0.110553208769824f, —0.0353058869814484f,

0.206408240328974f, 0.105045437554406f, —0.0356647617094558f,

0.209210851457354f, 0.105045437554406f, 3.80670129563477e—05f,

CHSHA| A HEH, "// f v/vt/vn" SIS HE RMSk=0H RSt vertex/texture/normal HEE LIEFRHLICE
£ S0 "//t 2009//1" &2 EH™ teapot2.obj 0= texture MEE QL= ZE L4 USLILCH

2009 : MS E3GH=M LS verices MEE 209K Sofl U= H XA

VOID : slash AtO|0fl 02 <= | OtLl2t H|9fFLICE

1: Mg H@sk=0 23t normal MEE 1M S0l U= M| HMS LIEHHLICE

= F

CHA| teapo2.hE H™ teapot2Veris2| AR,
A mEo HH x, y, z BEE teapot2.obj2| 2009HM F2| HHZLS LIEHLHOFEILICE,

T3], teapot2.0bj2| 2909Z2| vertex MEE "v 1.368074 2.435437 —0.227403" @2 11 Zt0| CHELICE,

0|= obj2opengl.pl AFEEE TIEL 2O| HH0| CHSt HEE Z[X31? A7|HAM HPE ArLICE
Ci2f=Ql ATa|E2 Zizte| A a center(x, y, z) HEE 7511,
scale factor 22 x, y, z HES 49| x5 71 2US 12 LM H7st scale factors F&LICH

0] center HHe} scalefacOll 2loHM At E[A7| I=20f CHEZL|CE

>
=<
N
o4
o
3
g
o

teapot2.0bjLt $12| obj2opengl.pl TH7[X|0f] Z&HEl banana.obj = HH0| E2 RHO0|7| I20| O[si7} oS+ JUSLICE

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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A

obj2opengl.pl Ii7|X| LHOi| Z0] Z3E cube.objet O|F ZIHES cube.hE HIWSHAM HAIH FC £ s = U
Z&Lrt.
cubeVerts[] = {
/] £ 1//2 7//2 5//2
-0.5, 0.5, -0.5,
0.5, 0.5, -0.5,
0.5, -0.5, -0.5,
|5

ufo

cube.obj

v 0.0 0.0 0.0
v 0.0 0.0 1.0
v 0.0 1.0 0.0
v 0.0 1.0 1.0
v 1.0 0.0 0.0
v 1.0 0.0 1.0
v 1.0 1.0 0.0
v 1.0 1.0 1.0

Cube?| Z, MHO| range= 0 ~ 1.0 Y22 center(x, y, z)= (0.5, 0.5, 0.5) YLIC}.

scale factor= xmax — min = xdiff 7} 1222 1.0 / 1.00] =|A{ 1.0LIC}.

(x_token - center.x) / 1.0 = (0.0 - 0.5 /1.0 = -0.5

(y_token - center.y) /1.0 = (0.0 - 0.5) / 1.0 = 0.5

(z_token - center.z) /1.0 = (0.0 - 0.5 /1.0 = -05

A Hm E9| Zto| ELCt

AUZ I 2| face 2 x(1.0), y(1.0), z(0.0)0U2Z HME! Zt2 vx(0.5), vy(0.5), vz(-0.5) 7+ ELICE,
CHA B Z=9| face 242 x(1.0), y(0.0), z(0.00 L2 E ZAHE! Zt vx(0.5), vy(-0.5), vz(—0.5)7} ELICt,

HM HE QILICE = teapot2Normals

(=l
20| (3) B YR Z2 WA OR HME = USLICL

/1 12909//1 2921//1 2939//1

—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,

A5IAH Vertex Positiong CHE2{n =0 Obj ParserE CHEA El0f HRAUK -o-;

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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H 2FEUM SEY M= 0] FES G7AE DX, X2 48 ZEHES TIWY ZR0= 3D CIXI0|H2t €S SHA ==,
0 o

o|mf 3D CIXIO|LiE= 3ds Max(R=Z)Lt Blender(2) £ 0|25HA Model2 12{A Obj ZBHOZ HEEH 4 USLICEH

Jyo=z Obj spec(hﬂp.:lbmmmantlnt&dd;mei[gtx[mLQ&Lspea)% 210 A EH Uitility moduleS 7HY St AR

Ct20l Texture &2 CIEME HAX HEI} 20| Y= ObjIt?2l banana.obj?} banana.jpgS CHEl HEE SIUSLICE

2. Vertex Buffer Object

AHNM ZHS header2 HESHE WHHO| CHHA] MHSIRSLIC
0|t H2 FXX} HHE stiQ] vector FHA0 HESt 5 0|F VBOO XMESH= WHO| CHEHA CHERSLICE
iPhone 3D Programming OI|%|Z ModelViewer.ObjViewer Z2H|EJ} Q&L|CH

ISurface interfaceE 4% 2O0FA ObjSurface2t= 2ES 718 6t YSLICH

HHOM A1 A Example 4.22 Insanely Simple Obj DtUZLE| H|O|EL

vertices HEE X5 normals 242 ALMGHM XEsHL USLICE

M

FESIY,

e O] IIME AMESHX| 211 Ch31t 22 ObjSurfaceFromData RS PHE0A| AFSEILICE

Utils/ObjSurfaceFromData.cpp

0] 2E2 Obj MAUZE FE F=3t vertices, textures, normals?| HEE stiQ| vector S2HAE O|2aHA] HZELICE

&2 obj2opengl.pl 0] indices M2l HHE 0|83HM 4Z&S J2|= gIDrawElements() 2A10] OF,
O MZISE J2|= glDrawArrays() H4l 2192 indices MEE XESIX| LELICEH
ObjSurfaceFromData(int numVerts, float® vertices, float" normals);

o HM HH 5t F3(stride) 22 TS0 stl2| vector SEHAN MZ FLIC

vertices(x, y, z)2t normal(x, y, z) YOR stride = float3¥22 6747t HHX| ELICE,

ObjSurfaceFromData(int numVerts, float* vertices, float* normals, float* texCoords);
M HM J2|10 HAXY HBEE st 23(stride) 22 IHES0{M stlQ] vector SaA0]| XZEH ghL|Ct,
vertices(x, y, z), normal(x, y, z), texCoords(s, t) Y2 stride = floatz{ 2 8747} H{X| ELICE,

void GenerateVertices(vector{float)& vertices, unsigned char flags) const;

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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http://www.martinreddy.net/gfx/3d/OBJ.spec

MEE HH(x, y, 2), HM(x, v, 2), HIAX(s, t) HHE Z35H= vector AL ZQIEIE Bhgt §hLCt

Vertex Buffer Object®2 Datag %717| /oAM= CreateDrawable() &4E O|S§ILICH
VBOO|| CH3HA= iPhone 3D Programming 2| "3% HX1} HX|H, 3-3 MH HI§ XS A0 45 &4 AlI717]" ZolM
HYH0| £|0] Yon, HEMEH0| H2|5H CI2 ZAER 910] HA|H T20| 2 ZELICHL

hitp://cafe .naver.com/gld3d/129

// Create the VBO for the vertices. (1)
struct Drawable {

GLuint VertexBuffer;

GLuint IndexBuffer;

int IndexCount;

int VertexCount;

int Flags;

%

// Create the VBO for the vertices. (2
struct Drawables {

Drawable teapot;

/]

%

void RenderingEngine:initialize(int width, int height)

{

// Create the teapot drawable (3

int flags = VertexFlagsNormals;//VertexFlagsNormals | VertexFlagsTexCoords;

m_drawables.teapot = CreateDrawable(ObjSurfaceFromData(teapot?NumVerts, teapot?Verts, teapot2Normals),
flags);

Drawable RenderingEngine::CreateDrawable(const ObjSurfaceFromData& surface, int flags)

{
// Create the VBO for the vertices. (4)
vector{float) vertices;

surface.GenerateVertices(vertices, flags);
GLuint vertexBuffer;

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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glGenBuffers(1, &vertexBuffer);
gIBindBuffer(GL_ARRAY_BUFFER, vertexBuffer);
glBufferData(GL_ARRAY_BUFFER,
vertices.size() * sizeof(vertices[0]),
&vertices[0],
GL_STATIC_DRAW);

// Create a new VBO for the indices if needed.
int vertexCount = surface.GetVertexCount();

int indexCount = surface.GetTrianglelndexCount();
GLuint indexBuffer;

/] AHAE AESIA| REE 02| X2,

(5)

if (indexCount € 0) {
indexBuffer = 0;
indexCount = -1;

} else {

// 0] Of2H 222 0 HUME AIG EIX| 4= M2 Y. ———-———

vector{GLushort) indices(indexCount);
surface.GenerateTriangleIndices(indices);
glGenBuffers(1, &indexBuffer);
gIBindBuffer(GL_ELEMENT_ARRAY_BUFFER, indexBuffer);
glBufferData(GL_ELEMENT_ARRAY_BUFFER,

indexCount * sizeof(GLushort),

&indices[0],

GL_STATIC_DRAW);

(6)

// Fill in the data into the drawable structure.
Drawable drawable = {0};
drawable.VertexBuffer = vertexBuffer;
drawable.IndexBuffer = indexBuffer;
drawable.VertexCount = vertexCount;
drawable.IndexCount = indexCount;

drawable.Flags = flags;

(8)

// GL_ARRAY_BUFFERO| binding 3™ ZS SHXISIXL,
glBindBuffer(GL_ARRAY_BUFFER, 0);

(9

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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return drawable;

}

M3 Vertex 4

Drawable #ZX| IL|C},

VBO=Z ‘M

0{2{7H2| Drawable E§t5H= Drawables x| JLIC},
32 07101 =7k oI LICt.

2 :
$iIT= teapot SHLIO|XISE Of2{7He| BEO| Qlg &
2A+SE S5 ELICL

ol

gretoll FELIC

i

teapot drawableE 4 Sl= CreateDrawable()
gt Vertex Buffer ID, Index Buffer ID S0] Z&tEl Drawable 24|
o5 2] m2o,
Parametric Surface 22 THE

LSt ObjSurfaceFromDataZ} ISurfaceE
30j| iPhone 3D Programming0lA] O|&3t=
0|23iA] 2= Geometry Sample(#

(3 :
0| &

(Parametrlc Surface= OH7HHx BHAS

(1) :
A8t VertexBuffer ID, IndexBuffer ID, Index
J2|1 Buffer®ll X&=l HIO[EI7t NormalO| Z8tE|0] =X TexCoord 7t £t £|0] J=X| LEHFE=

7|51 Lxe}t St
, BE, BH|IR

Flag 20| USLICE.

SLIC}
LICt)

ks

A 0 §)

(4) : 34 HEE XISl= VBOS ME&LCH
(5) : Vertex2| 2445 gt StL|CE,
Z44= Parametric Surface®lA] O|2&|H, 0{7|M= glDrawArrays()2 12|7] IE0| AH2 &|X| i&LICt

Index 8| =

3 .

IndexBuffer2} IndexCount2 AI25IX| Q= ZCE M

(6) :
(7) : vBOQ| Index Buffer & S&5t= S=22lL|C},
glDrawElements()2 JEM T §iLICt FHXIE 2= AF5HK| RELIC
LI&=0f| Parametric SurfaceE O|&3sHA] 7|5t +EE JEM ALEE O lL|Ct
2 A& SLICE

(8) : Drawable F*ZxX|0f] VBOZ M5t ID, Vertex count

[GLES20] 06. Vertex Position X{2|

— Obj 2} VBO (2)
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(9) : VBOQ| BindingS 3| B,
07l Z7|8 £20|X| MH| Rendering 3h 20| OtH22, VBOS At&3Hz AIR0H Binding A1 ALSEILICY,
Ok Vertex Buffer Array(VBA)Qt #1Z0F 71BiA RHS T2 ZR0= VBOZ UnBind3H tfOF SE0| WASHK| St&LICE

3. Teapot 12|7]

Ol®| EC|0f F=HXIE I FH|7t O} ZRA&LICH

OpenGL OlME= glutSolidTeapot() &4~ StLt2 3HZ0| Z[X|2t, OpenGL ESOHIME H2 FH[7t T §hLct M,
FUXE J2l= WHS YA 2 Cubebox 121712 FAL SHH,

Vertex Shader= Cubebox0IAX AZ3HH SimpleLighting.verts X AL SIELICEH

X}0|7} Li= S22 HIEN 31HOI Grid Axis@t 1Xt 229l Cubeboxe= VBA HE{Z 1X|Tt
Teapot2 VBOZ 12 2 Y22 0] 20| HEHMD M2[SIES SHISLICE

void RenderingEngine::drawTeapot(fioat size, int textureMode)

{

[* stride 8 */ (1)
int stride = sizeof(vec3);
if (drawable.Flags & VertexFlagsNormals) {
stride += sizeof(vec3);
}
if (drawable.Flags & VertexFlagsTexCoords) {
stride += sizeof(vec?);
}

const GLvoid* offset = (const GLvoid*) sizeof(vec3);

/* Load teapot object as VBO */ (2
glBindBuffer(GL_ARRAY_BUFFER, drawable.VertexBuffer);
glVertexAtiribPointer(position, 3, GL_FLOAT, GL_FALSE, stride, 0);

[GLES?20] 06. Vertex Position X2| — Obj 2} VBO (2)
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glVertexAtiribPointer(normal, 3, GL_FLOAT, GL_FALSE, stride, offset);

[* Select A Texture Based On filter */ )
glBindTexture(GL_TEXTURE_2D, 0);
glUniform1i(m_cubebox.Uniforms.TextureMode, 0);

/* Draw teapot */ (4)
//gIDrawArrays(GL_TRIANGLES, 0, drawable.VertexCount);

glLineWidth(1);

glDrawArrays(GL_LINES, 0, drawable.VertexCount);
//glDrawArrays(GL_POINTS, 0, drawable.VertexCount);

(1) : strideE A& §LIC},
size(vecd) = float x, y, z Y22 3 * 4byte = 12 LICt, FMXH= normal T AS stride= 24 JLIC},

offset2 normal Zt0ll LSt 2424 QILICE vertices $IX| CI=2USRE sizeof(vecd) 22 MF siL|C},

|0
Hu

(2) : 2HOIA A 93HE Teapot VBO ZX|E Bind ELICE

VBAOIM= vertices2t normals2| HiE EQIEE H7|X|T

VBOE stride HEHZ Vertex Buffer 2| £22 37|18 Hst1, FAE NULL(0)S E&LIC

normal Y0l CHSHAME (1)0lA HILESE offsets A8 FLICH
glVertexAttribPointer(position, 3, GL_FLOAT, GL_FALSE, stride, 0);

(4) : Wireframe HE{Z FHMXIE JEILICE
Face HOZ J22{™M GL_TRIANGLES 22| M3 slixlsi SLICt.
Point Mo 2 J&2{H GL_POINTS 222 F=MZ SixsH SLICt.
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4. Vertex Position

O 2 FoIM HE T Vertex PositionS H&dsi EASLICL

Shaders/SimpleLighting.vert
// Vertex Position
vecd newPos = vec4(a_position);

newPos.z = newPos.z + sin(2.0 * newPos.x);

gl_Position = u_projectionMatrix * u_modelViewMatrix* newPos;

a7t d7071= AXIT, HEYEE oM 2E 3A SAXIX|E SEU .
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75Xl US 2.0 OIM 4022 SN SR,

newPos.z = newPos.z + sin(4.0 * newPos.x);

Cubebox0l HI3HA 23| MEZX|= A &R = USLICE
FtHi2t WS CH3at 20| HFEHM Hi2t & 3%, B0 518 & 25 A= A &L
vecd eye(0, 0, 10); // —————————- (1
vec3 target(0, 0, 0); // —-——————————- (2
vec3 up(0, 1, 0); // (3
m_camera_0 = matd:LookAt(eye, target, up);
S Hi2tEAH Qs
gLt

(1) : eye vector 2 camerall Z=2 World Coordinate2]

(2) : target(center) vector2 camera®l S48 World Coordinate 7|EC 2 #HORE HH
{0l UAA S

o 9 sict,

(3) : up vector2 camera®| YE2 World Coordinate2| X-Y H

- 66
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5. 28

0N S 22 =M2 SE5HH EU.

RenderingEngine::Render()

// VBOZ UnBind a0} VBAR} £=0]| QiCt.
glBindBuffer(GL_ARRAY_BUFFER, 0);
gIBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0);

_ */

/*
// HiZ3}H Shader?! Simple shader ZZ13 HIOIG

drawGridAndAxis();
—_ */

/*
/* Use cubebox shader */

drawCubebox(1.0f);
- */

/*
/* Use cubebox shader */

drawTeapot(6.0f);

Wavefront Obj I} THAIGHT, 0] HO|EFS VBOO XESHAl Renderer®iAl= VBA2L VBOZ AJ0{A]

R0l CHolAM 2ot HUASLIC.
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(o]]

IE5t Shaders/SimpleLighting #I0IHE X AFE3HAl AL2E &= 2SS &QIE £ A/ASLICL

A
== T M

mjo
Jhot

LS doll= Pixel LightingE ol ‘G2[5t7] ¥MA Parametric Surface2
"J(Sphere), &&(Cone), E2{A(Torus), 22! H(Klein bottle), FIHIRA [|(Mobius strip)" 222 13 EEE sH&LICE

OGLES20 Template Application ported to mfc and android
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http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=01_GeometryTransform.v1.1.1.zip&can=2&q=#makechanges

[GLES20] 07. Parametric Surface 2011.11.16 22:19

Parametric Surface

rek
Iz
o

iPhone 3D Programming 2| 4%0| AJ4E Parametric Surface= Parametric representation(0f7H#H4 244 B
0I&3HM 7|5t +ZE 12|l= YWHO| MEEI0 JUSLICL

——

XM= X& iPhone 3D Programming 4&2| Oj7HH BIHAIS ZSM, O A0 UL 71E 712 HUSLICE

T(Sphere)oil CHaHA x"2 + y"2 + 2"2 = "2 Q1 2 7|AGIX|T, cosinedt sineS MA HEE otz YWHS MAMUSLIC

I, FALL nSetw ZMMS O B -o-; I7fHs SFACZE 2X7L UUSLICL =

= (= |

OH7HE4 SrRAIO) CHSHALS A3 7V | erp(Linear Interpolation) ZOIA A7HEH XiMT} §i2 ESsts WS YO,

= 20| Xz ZEFHQ.

OH7H 4 WA ishM O SSSHUIES Ot2ie] MOIES| 44l HUSHIAIL.

9lo| £A12 iPhone 3D Programming 2| 0i®|QI ParametricEquations.hppOll &8 g5 2= HE
E2 352 A ZELL

[GLES20] 07. Parametric Surface
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http://blog.daum.net/aero2k/72
http://blog.daum.net/aero2k/46
http://www.euclideanspace.com/maths/geometry/surfaces/parameterisation/index.htm
http://tutorial.math.lamar.edu/Classes/CalcIII/ParametricSurfaces.aspx
http://www.econym.demon.co.uk/isotut/parametric.htm

1. Cylinder & Parametric Surface F7}
2. Teapot, Banana, Cubebox Obj Surface 7}

LIHX| 222 (32 HIME UAS)2 48 Li8n S oz Mz JYS SiXl= Al

1. Cylinder & Parametric Surface 7}

OF&lAIE iPhone 3D Programming 0= AM2IHE J2|= oMl ASLICH
olofl HZHE OH7HHS EEA HFM I3 ZSLCH

(http://tutorial math lamar edu/Classes/Calclll/ParameiricSurfaces aspx £=)

Utils/ParametricEquations.hpp

class Cylinder : public ParametricSurface {

public:

Cylinder(float radius) : m_radius(radius)

{
ParametricInterval interval = { ivec2(20, 20), vec2(Pi, TwoPi), vec2(20, 20) }; //
Setinterval(interval);

}

vec3 Evalluate(const vec2& domain) const

{

float u = domain.x, v = domain.y; //

float x = u - Pi / 2 // ZY0 RL=E ZH517| I6HM Pi / 2 S WFACL //
float y = m_radius * sin(v);
float z = m_radius * cos(v);
return vec3(x, y, z);
}
private:
float m_radius;

%

7IZ2| Oj7H Ha AZA| HHM FASIASLICL,
t

AMzicio] 42 €0l Cone WHAIM

[

(3)

[GLES20] 07. Parametric Surface
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http://ofps.oreilly.com/titles/9780596804824/chrealism.html
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I
1o
r\l

%
X B ivec2(20, 2003 A0l 202 MZGE FXZIOR LiE X| ZYSHH, Fo 202 19528 =8(¥)
2ok Floll 20 52 eiChH 4240 EC2 %-F7F €23 U= Cube box7t 12 FHLICH

=

mjo

2 LI,

=0 d

= B vec2(Pi, TwoPi)3 20l Pi = M2C|2| ZOIE ZHSIH, Flo| TwoPi= £2| ZO0IE ZH SLIC.
20l Pi= 3.14159i2] ZO|E SotH, 2.0f 6= &2 S
FO| QAXE7L PiO|H M| HHat T8 FLICE,

Il
{0l

M I vec2(20, 20) B XHES 7 I A EIH 7t2 ME =Z 5 ZFELCL

(2) : Mol %t O] Parametric SurfaceOlA Zi&H ZIL|C},

(3) : ML /XIS SYUAM FE| AZSI7| fI5HM TA| Z0I(Pis3.141591)2 HhS b FASFLICE

OH7HtH<~ ZXO| "Parametricinterval interval = { ivec2(20, 20), vec2(Pi, TwoPi), vec2(20, 20) };" & AL,

OH7HH4= Z40| "Parametricinterval interval = { ivec2(20, 20), vec2(Pi, Pi), vec2(20, 20) };' & AL,
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2. Teapot, Banana, Cubebox Obj Surface 7}

-

0| SRE= 2 AR, A7 25| ASLLL

CIXtoIL7F J2l AEL HMX|E S o

_C.>.
=".'é
I-I'I
mIT)
o
40
o
1
o0
=Olg
H'|
e
i
N
4]
rr
4o
A
=
A
08
ol
30
|0
=2

Aol LR RS MR0|M= CIXIO|L7} 3ds MaxLt Blender SC2 J2{A FEHA = 3dsLt obj IUS AZE SHA ALESHA E
LIk,

(28 ObjSol WYUS 1= 0|ESIX| 41 0[0|X| B £017]| oM =M A5z LT

LS| AAE QRN AFZSHK| RSI=E 27|fleH ATYS SHM AHESH | ELIC )

0|% FOM FXX} Teapot Obj IUS SHAMGHAM ALESt= W0l CHoHAN CHRISSE XS FISHIAL.
&l X10|M2 RenderingEngine.CH02.ES2.cpp 0| OF, ApplicationEngine.CH02.cpp Ol 7181 &[0 JUELICE,

Classes/ApplicationEngine.CH02.cpp
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- 72



void ApplicationEngine:nitialize(int width, int height)
{
m_texturelndex = 3;
//  LoadTexture();
vector{ISurface™) surfaces(SurfaceCount);
surfaces[0] = new Sphere(1.4f);
surfaces[1] = new Cone(3, 1);
surfaces[2] = new Torus(1.4f, 0.3);
surfaces[3] = new TrefoilKnot(1.8f);
surfaces[4] = new KleinBottle(0.2);
surfaces[5] = new MobiusStrip(1);
surfaces[6] = new Quad(1, 1);
surfaces[7] = new Cylinder(.5f);
surfaces[8] = new ObjSurfaceFromData(CH02::teapot?2NumVerts, CH02:teapot2Verts, CH02:teapot2Normals);
surfaces[9] = new ObjSurfaceFromData(CH02::bananaNumVerts, CH02::bananaVerts, CH02::bananaNormals);
surfaces[10] = new ObjSurfaceFromData(CH02::cubeNumVerts, CH02::cubeVerts, CH02::cubeNormals);

m_renderingEngine-)Initialize(surfaces);
for (inti = 0; i { SurfaceCount; i++)

delete surfaces[il;

ResizeWindow(width, height);

0~7 HX|= Parametric SurfaceO|H, 8 ~ 10 ¥7}X|= Obj Surface L|Ct.

Classes/RenderingEngine.CH02.ES2.cpp

void RenderingEngine::Render(const vector{Visual)& visuals)

ProgramHandles handler = m_pixelLight;
handler = m_vertexLight; // (1)
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// Set the light Mode : 0(Diffuse Mat Color), 1(DIFFUSE), 2(AMBIENT_DIFFUSE), 3(AMBIENT_DIFFUSE_SPECULAR)
Il (2

glUniform1i(handler.Uniforms.LightMode, 0);

(1) : VertexLighting 22 Alglf StL|C},

Difuse Material TtIC2 = HAYUOE Pixel Light O] Vertex Light 0| 34|

g2 USLICH

EpAr2 Diffuse Material XHZE Zi2tQ 2 EILICEH

(@) :
Ol= Light Off &JEH iLICt,

Teapot Obj Zu}
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Cubebox Obj Zu}

3. 28

iPhone 3D Programming 22| 4Z0f|lA| Of|K|2 HSE Parametric SurfaceE mfct android Off HZAsHA Ziolf HUSLIC

mOHG ¢

GLRendererActivity

ZYS HEo/|M SMM ZFS FEE CjAst 75t 28 13 EUSLICL

2 XM= Ambient Light(Z=tH &), Diffuse Light(2F &), Specular Light(Z™ &) Sof| CiahA CHE

a

2ES SUAELICL

OGLES20 Template Application ported to mfc and android

[GLES20] 07. Parametric Surface
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[GLES20] 08. =H XZo}7| - 2k, Diffuse Vertex Light

*:*E‘ & ¥ = ul B 2H 11:59

GLRendererActivity

2011.11.20 17:04

US A ZEULC

0{7|M CtE= X XHE317|= iPhone 3D Programming 42| "4-5% X X&317]"Q| Vertex Light &2 CHELILC,
ZMist dH2 M3 BAH ofai7 & E ALICL
St HIEMEES| Fels 241 GLSL £& ZEet H|wshA 2EAIH GLES202t2| HZ AlS 2QI5H

1. Diffuse Light : &2 X &

SIS MAIZH EBS UERNE 74 QEPOl SEf2lD 5i0, 2M|ZE HAHLambertian Reflection)S

o= o|O] Ct & Loty HIEYEHE F2|gt IES Tl Felots A2 = ZY0| 22 ZOtA
THHL J|ls2 *“aro}EE SHAELICE ™Y

(HI24&e GLSL 172 : Diffuse Z=%2| 315i(http://cafe naver.com/gld3d/435))

[GLES20] 08. =& X&35}7| - &l

§, Diffuse Vertex Light
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Figure 4.9. Diffuse Lighting

&tit2(Diffuse Factor) 19] 220N HO|= df ZraiLct,
df = max(0, N dot L)
HES SolM 7dE H(face)2l M HE(N) F22l AXIME(L) ZHoil AFNZHo] df JLICH
(dot 2 AlIZIE H3h= LHE)
(1) Yo Z2i0] U7t XZH90)S cos(90)0| ECZ dfi= 0.0 0| ELICt,
df = INI*|L|*cos(90) = 0.0
™ cos(0)0] ELZ df= 1.0 0] ELIC.
normalize E|0] U7| L{20f Tt AR 24 ULCL)

(2) MM ZIo| Yx|7t $T(0)2 0|2

df = INI*ILI*cos(0) = 1.0 (Nt L2
cos(60)0] ESZ df= 0.57F ElLICt

2 dfe 0.02= siLiC},

(3) BMt Hado| 2IX[7t 60=E O|FH
(4) MO 20| X7t 0= HCh ICHH S Mol JACHD 24 ASS
0]0j| Ci$t Diffuse Light Shader 8 ZEE= C}33} ZELICH
const lowp float INTENSITY = 1.0
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// difiuse light
vec3 calcLightDiffuse()
{

vec3 N = normalize(eyespaceNormal); // (5

vec3 L = normalize(directionLight — vec3(positionLight)); // ——— (6)
float df = max(0.0, dot(N, L)); /l @)

return INTENSITY * a_diffuseMaterial * df; // (8)

(5 N : eyespaceNormal 2 BEXt ZFH0|A{Q] HMHE QL|CH

0] Zt2 WY MM HWEZL a_normal It EApp OflA 0]0] HHE|0| U= NormalMatrix?@sS =8t AALICE

2AppolIA 2™ NormalMatrix 2+ modelView matrix 2{0] ZHE HMEE|0| JUSLICE

Ol= Of GiM|olM L] ZHEA 7L =l Hrtst ZEA0] 0]7] IHE0 modelviewOil CHEt & HX|7} M2 TLSIX| LELICE

(6) L : Zale| fIx| LCt.

Directional Light 2t Positional Light 2| 7H&E0| S0{7l= £& LICt

Directional Light : 28 XHOZ A MAHE GIE SO{A EfL0| Z0|2tn & HL,

S X|ZRE ZR0| T2 HOY U7| W20, ZHO| YHAUQI Vertex Position2 #H(0, 0, 0022 = USFLICE
5 Z{o| W2 2 HMAQ| VertexOll @S| H2{FA ELICL

0| MEf7F E2{H, "~ vec3(positionLight)" F£0| 0 HE{7} E|0jof Lt

ZO|L} 7|E} C}2 AAES BB 20| QIX| 2t LE directionLight 2kt AL23LL vertex postion 42 AF2SIX| &= A2

directionLight= main()&4=0lA 235t CD, EApp = HE MU y_lightPosition®lA ZtS WOt FLIC
712 22 (10.0, 10.0, 10.0, 0.0) Y2 QEZ--HMMO| UAH FLIC|

(D2 HEME oxl= g0l (1, 1, 1, 0)2lcl, X o= (10, 10, 10, 0)2! 0|RE=

HIEMEE Oldl= 1.0 Tl ZuZEA ZEMME A5 JUCH,

X= Perspective Projection0l 7tHIZIE AFZsHA 102+ FIE W] E0|

T Z0| 1023 =¥ FASLCL (- = 0] 20| SXCHH W32 X|Xal FH2 )

Positional Light : |X[7|& ZHOE B E Vertices HHS0 #S5HH #2{F=20| OtL2t,

[GLES20] 08. =% X&3}7| — &t Diffuse Vertex Light
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(sitst= 7I=2 "directionLight — vec3(positionLight)" 2F 20| HIE{Q| Xt2 L5t ASCZ
HIE{2} postionLight HIE{(HHE) 2 0|0iF= 40| =HRASLICL)

o
=
93
o
=5
o
>
C

Q
=
—
d

O Mg Lig2 HEYEH| Ha|at, 212 Positi ' LSt OlaH" S 210f EAIH =Z0] EHUCh ™

(5), (6)HO| normalize()&+-E X2lst AY=0l 235t SEULICE
=

HIZAYEY 2S5 "142 Fragment shaderS 0183t pixeld M B0 M| Ligt lom,

H S2I0ME "M3 52t ¥ | erp"o| The| AFEE Normalize Sh= F20 H? Hwst7t RS X| 4HO| ASLICH

oA,

(7) Diffuse Factor &tEs HEHLICY,

(8) INTENSITY : Wo| ZEE SELICH
Of 9 E ofahHl & 4 2

0{7|1M= 1.022 YoM HMESIXI= 4 USLICL

Diffuse Light main() &=

Shaders/VertexLighting.vert

void main(void)
{

eyespaceNormal = u_normalMatrix * a_normal;

// Calculate Color
vec3 color = a_diffuseMaterial;

// Calculate Light

// Directional Light // (1)
positionLight = vec4(0, 0, 0, 0);

directionLight = vec3(u_lightPosition);

// Positional Light  // (2
//positionLight = u_modelViewMatrix * a_position;
//directionLight = vec3(u_lightPosition);

[GLES20] 08. =% X&3}7| — &t Diffuse Vertex Light
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//directionLight *= u_interpolation_z;
3

if (u_lightMode == DIFFUSE_LIGHT) //
color = calcLightDiffuse();
else if (u_lightMode == AMBIENT_DIFFUSE_LIGHT)
color = calcLightAmbDif();
else if (u_lightMode == AMBIENT_DIFFUSE_SPECULAR_LIGHT)
color = calcLightAmbDifSpec()
* u_color;

v_destinationColor = vec4(color, 1.0)

u_modelViewMatrix * a_position;

// Vertex Position
gl_Position = u_projectionMatrix

tL|C},

1

90t MOk

%

[¢)
Hu
1

£ 235l S

(1) : Directional Lights 4™
positionalLight= 0 #HE{0{0} 5tH, Positional Light (2)

23l S
ILICt, MES ?lsiM= =45 20| FH FLICH

Positional LightS
4y =g

(2 :
positionalLight 2|

A3 AL,
EAppOE R §0f SLCt,

(9) : =hurd

Positional Light 2/EH2| Zi1})

oOxO
T==

(Zt=2 Directional Light 2EHO|H,
- 81

sHit Diffuse Vertex Light
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2. 2App OIA Diffuse Light &8 5t7] (Vertex Lighting)

// Classes/RenderingEngine.CH02.ES2.cpp
void RenderingEngine:Initialize(int width, int height)

// Set up some default material parameters.

vec4 diffuseLight = vecd(1, 1, 1, 1); // sz

vec4 ambientLight = vec4(0.05f, 0.05f, 0.05f, 1.0f); // S4&
vec3 diffuseMaterial = vec3(1, 1, 1); // A xHE

vec3 ambientMaterial = vec3(1.0f, 0.f, 0.f); // ZiA THZ!

// vec3 ambientMaterial = vec3(0.0f, 0.f, 0.); // FHZ 17|
vec3 specularMaterial = vec3(1, 1, 1); // WA xHE

ProgramHandles handler = m_pixelLight;
handler = m_vertexLight; /l (1)

GLfloat weight = cos(interpolation_z) * 1.5  // (2)
glUniform1f(handler.Uniforms.Interpolation_z, (GLfloat) weight);
LOG_PRINT("interpolation_z:%f, cos(%f)", interpolation_z, weight);

interpolation_z += (2'Pi) * 0.0008f;

// Set the light Mode : 0(Diffuse Mat Color), 1(DIFFUSE), 2(AMBIENT_DIFFUSE), 3(AMBIENT_DIFFUSE_SPECULAR)
glUniform1i(handler.Uniforms.LightMode, 1);  // ()
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LICE, M,

(1) : VertexLighting 22 A8 StL|C},
50| HO{X|X|2t Diffuse P2 = AL0IE I A XIO|7t LIX|E &
ZLICE

pixelLight 2L} &5

(2) : Postional Light Al0fl 22| XIS 0l Al7|7] fI5HM AHEEI= 7HSXI

iffuse Light22 A8 §HL|Ct,

I D

{Directional Light)

2 1.3MB)

{Positional Light)



3. 2E

mfct android app2 2 Vertex Light 28 MEsH HUELICE
ZR0f| QIXIE oF2iet Z2D M Directional Light HEA|0fl= Of2Het Z&LICt.

ELRerLderernttiuity

Positional Light HEA|0fl= Yt WetOZ 0|SsHA OfEAH LtA ELCH ™

CHZ AlZtoll= Ambient Lightoll CHEHA CHRIERASLICE

= ul B 2H 11:59

84



OGLES20 Template Application ported to mfc and android
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[GLES20] 09. = X23517| - FH&, Ambient Vertex Light 2011.11.20 17:09

=ul B 22744

GLHeﬁderemttiuity

28 XMEZ45l7| - Ambient Light

1. Ambient Light : FHZ M

~ niXe)
FHZe 20|

H SO0{71H MMIAL FH(EF?)S 1z B3 siofsh= =Y HMY2Z 2X| ORCIL BLICE -o-;

39

SHX|2H, YHIMOZ OpenGLOIME 'ZUSH THY'S LIEFHCHY SHL &A XM2[” & UASLCHL ™Y

bkl 2fshM 1 AMH0] HotX| §27] mE,
.

|X|(Light Source Position), EH2]

el o ¢ :
EEX| L SRIO FH MAS LIEMHCIT 28 4 LT

I, OFF: FHBT ALY F2, FH My SHQ| MY0| 12 =X 47| W2, 28X SAE EX| Y=,
=
=

=Xt FHO| ALEEX] A

T

ZgoiM = S O AT UAA U= AL EUC

Trof FHET ALSoiA J2|H CiZat 20| HMo 2T LI@A| ELCE

[GLES20] 09. =H X&s}7| - FHE, Ambient Vertex Light
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O{X[AH 2EHAIL )

L=

(0152 XA 210] 12 FTLICL §LHOIH £
ol 220M EZ0| A0S AIBsh= R A9 SleH, CH3at 20| &t (Diffuse), ZH&E(Ambient) S2t
ZeloliM AZILIC
2] CHSHA] iPhone 3D Programming ZH0lA= 3A| Xl= 94&LICE
0] 222 HIZWEE %S "18Z Ambient ZHO| A&" S IS H £20] A ZELICH
FAI2 O30 ZELC
— i R %]
1,=G,*M, +L, *M,
H OHE 7[Z2= HH FHUS HIESIHO| MO Z7HA0] FHAO| FLICT,
SHX|2, AJYME RXISHH, FHEO0| & AHYOZ HMOZ HASHM AlRleH HEstUSLICE
Shaders/VertexLighting.vert
// ambient + diffuse light
vec3 calcLightAmbDif()
{
vec3 N = normalize(eyespaceNormal)
vec3 L = normalize(directionLight - vec3(positionLight))
float df = max(0.0, dot(N, L))
vec3(0.05); // * gl_LightSource[0].ambient
/[ —————- 2

/1 (1)
vec3 globalAmbient = u_ambientMaterial
vecd ambient = u_ambientMaterial * vec3(u_ambientLight)
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return (globalAmbient + ambient) + (INTENSITY * a_diffuseMaterial * df); //
}

(1) : MY FHY(Ga) M2 FELICL

Ma * Ga

globalAmbient= Ambient Material * gl_LightSource[0].ambient2} Z&tsHA FEHLICE
SIX|2H GLES200M= HE| &8 XM2|A| MABEl= gl_LightSource & XI25HX| eF&LICH

2 uniform HEHZ THESOIA ALE35HOF 5HH Of7|M= =T =i

HIE!S}HA0| HEMAORE vec3(0.05)2 X2| SIAUSLICE

u_ambientLightE

(2) : FHH(La) MS
Ma * La

ambient= Ambient Material2} Ambient LightS ZoiFH ELIC,

(3) : MY Feam) Feys

CoHE=H ELC

ZUTS ST} OIS X|7| S0, 1 20| 0 WEIOIE SN Z0| &S IXIX| AL
X, ZHBS T SMFOR EH = FUCH

(HHEfO] ZEMo|7| W20l FHAS AHY dstRAELIC)

Z{AO0| OP XAHO B HHZ

[GLES20] 09. =&

MZat7| - THY

=4

Ambient Vertex Light
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2. 2 App OIA Ambient Light 218 17| (Vertex Lighting)

Classes/RenderingEngine.CH02.ES2.cpp

void RenderingEngine:initialize(int width, int height)

// Set up some default material parameters.

vec4 diffuseLight = vec4(1, 1, 1, 1); // uirig

vec4 ambientLight = vec4(0.05f, 0.05f, 0.05f, 1.0f); // S
vec3 diffuseMaterial = vec3(1, 1, 1); // A4 XHZ

vec3 ambientMaterial = vec3(1.0f, 0.f, 0.f); // XA XHE

// vec3 ambientMaterial = vec3(0.0f, 0.f, 0.f); // FHZ 17|
vec3 specularMaterial = vec3(1, 1, 1); // A xHE

ProgramHandles handler = m_pixelLight;
handler = m_vertexLight; /l (1)

GLfloat weight = cos(interpolation_z) * 1.5  // (2)
glUniform1f(handler.Uniforms.Interpolation_z, (GLfloat) weight);
LOG_PRINT("interpolation_z:%f, cos(%f)", interpolation_z, weight);

interpolation_z += (2*Pi) * 0.0008f;

// Set the light Mode : 0(Diffuse Mat Color), 1(DIFFUSE), 2(AMBIENT_DIFFUSE), 3(AMBIENT_DIFFUSE_SPECULAR)
glUniform1ti(handler.Uniforms.LightMode, 2); // (3)
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(1) : VertexLighting 22 &5 §hL|C},
pixelLight HCt 450] HO{X|X[2t Diffuse 22 & ZAR0= IA XI0|7t UKl 2&UCt MY

(2) : Postional Light Al0fl 22| XIS OIS Al717] LIGHM ALEEl= 7ESX| LI

(3) : FHZYa sitE HFoR M FLCE
Helf FHEA2S AZAMO|X|T SH|Qt HIESIHS FE517] IohA MM IHES ALESIRASLILCE
vec3 ambientMaterial 3(1.0f, 0.f, 0.f);

At +AS M Folg M2 AFMO| (0, 0, 0) 02t sHAM 0220 ME F51H, S HAI0 oJaiM Y A=

0 O] =0 HELICE,
J#o=z, FH HIEO0| HYMOIC2T: 00l 7172 A4(0.05 7)2= AFsHof Lt ™

OtoF S 7171 AICHH AmbientMaterial XHE! Z+2 (0, 0, 0)22 MX5HH ELICE,

(Positional Light)

90



ST B

M

3. 28

S Mol HASLICL
ositional Light 2t HE3I&LICt

mfc2t android app2 2 Vertex Light FH& X
1t Zom Directional Light = M2kt P

L= OFX}
- OO

E0 AxI

Ambient + Diffuse AEH)

oxo
TE=

= §EULCL

(Zt=2 Diffuse Only 0|0,

SRt I XH0|7h IAXIX]
MM B2t BHS0] X|H| ELIC

FHY WES HIZML HYMOZ SHH Di
CHSIt 20| FHT MHHS HMOZ § AR0= 0|F2 XM

(X}&2 Diffuse Only O|H, &2 Ambient + Diffuse AfEH)

- 91
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, Ambient Vertex Light
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OGLES20 Template Application ported to mfc and android
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[GLES20] 10. =H X{&5}7| — 3™, Specular Vertex Light

XY HMEas17| - Specular Light

1. Specular Light : ZHZ Mg

QHOIA CHRIT EHibat FHE Jh= 22| Specular ZHEL| AL, HIE Q| AFXIAAL
HEAtHIE|(Reflection Vector), Bt BlE{(Half Vector) O CHSF M3l Sk&50] TS|t
Ci2ol E2IE FUSHIAIL.

m

A}

g

2011.11.21 23:22

(Projetion Vector),

HIE|Q| AFRIGIAND HAIHS X E270| "Mt O2 Jp= 2 # : WEQ} SHH" of MHO| £|0 YSLICY.
HIAMHIE|Q| ZR0l= HI2AIEHH O] 40| 2 P$45H= specular ZH" 1}

=0
fXHE ol HIAMMIE]" E2TE FUSIH 20| 2 HZSULL

oN

Specilar Lo ZHFYO et XZS FOPEH 2| 87| TR0, OIZ0f Tt 2 &
= Zo' g M BAH O E8 X

(H2MEo| A} AO|E 315

UUIMORZ Specular 2 HEHEHN Phong Modelt Blinn Model F7tX|IE 0| A4

[GLES20] 10. =%

Ch=

M

1o

o7 - ¢

2, Specular Vertex Light
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EIE 2[O] gLict,

[l

M3z

specular =412 C+31}

Spec = (R - Eye)Stminess « . x M,

Eye
BEXIO| AF(Eye), ZH(L)T A HWE(N)OI HoHAE 2T UOH, 0|2 7IZOR HiAt HEf RS RE &4 Y&LICH
MEAMIE| RS HIZAEHO| D2 £oA IS JIZ0= sHAsHH Liant ZaLtt
?
HHMHIE| R TSHEH ROIE HS "' B2 ALICH -N'Dot(L, N)O| RE =7| skl
ChSat 22 HAIH(SE HE)S 0l3H5tm RL0fof EiCk,

&, Specular Vertex Light
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HIO|X|E CHAl 2HH & HHA|

b= (ﬂ‘ﬂfﬂ,a)xa [tB|]B|XcusD=B-B]

flot Z2 HAIE A0M A2t B HIEE -LIt NHIEZ WHISHM 2H -Dot(L, N)NS #& + ASLICL
(2ZAE, Dot(N, N)o| Z< HMHE2 7= 10]7] WZ0| 1*10] E[0jA Y=\ ELICL)

E2E Dot(N, N)S THS0{ 0{0f 2 E LY 2E2| =M= XF LO| 2o AT M N2 Flofl U0{0F BLICH
OlM| HtAL WIE| RS |ESH| loiAM £ HE n0fl 28 S5t XF LYES} S6ixH Y
= 2N(L-N)+1L
0|Z S3dliM Specular 2| Phong H&QI CHZ2| A0 HEe = JUSFLICL
_ . Shininess
Spec = (R - Eye) X Lo X Mg
(ZH X|5= Shininess = HIE2MEH 2% " Zt 20| S16h= ZH' g ISR M)

N2 HiAL HIE] R2 OpenGL ES 202| shader &-0M X3S 3t UM
21} 20| "vec3 R = reflect(-L, N);" &2 O|2&i= EL|Ct ™

1.2 Blinn 2

B DA F D0 HIGHAM =Al0] SESHK| 4ELICH I8 sik= & 2 UF L7 20 A2 HREE S8

=

iz

[GLES20] 10. = X &o}7| - 2™, Specular Vertex Light
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Geometric Factors in Computing Lighting Equation for a

Figure 8-3
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(H2 gk el O3 521 29 Specular)
L

Sye o\ l0 H =Eye-L
Spec=(N-HY *L *M,

22 29| U3 IS XYY BEXQ AWOR 0| FLL,
oo] Z BHOIAE HEA HIEf RS T5H 20| SHAJOI2IE, SR BHOAE HH2} HEH(Half Vector) & 78t 20| #MQILICt
o AIZO| HEf BO2 7B + UBLICL OFF LEHSHE ™

H| ®ilMl= iPhone 3D Programming 2t OpenGL ES 2.0 Programming GuideE &
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Shaders/VertexLighting.vert

// ambient + diffuse + specular light

vec3 calcLightAmbDifSpec()

{

vec3 N = normalize(eyespaceNormal);

vec3 L = normalize(directionLight - vec3(positionLight)); // ———--—--—- (1)
//vec3 L = —normalize(vec3(positionLight) — directionLight);

vec3 E = vec3(0, 0, 1); // (2
vec3 H = normalize(L + E); // ()

float df = max(0.0, dot(N, L));
float sf = max(0.0, dot(N, H)); // (4)
sf = pow(sf, u_shininess); // —- (5)

vec3 globalAmbient = u_ambientMaterial * vec3(0.05); // * gl_LightSource[0].ambient
vecd ambient = u_ambientMaterial * vec3(u_ambientLight);

// (6)
return (globalAmbient + ambient) + (INTENSITY * a_diffuseMaterial * df) + (u_specularMaterial * sf);
}

(1) : Positional Light 7#5}7|
Al HM normalize(directionLight — vec(positionLight)); Q1O directionLights 2| £IX10]|11, positionLight=
22I0| ZALE[S XA QILCt.

£ HEZ HM world spaceE 7I&
2lo| JZoM HH L HEE HHS &bk

Io

m I

ALE|=0| Ol2t Hir Hhefol —L HE{7} S5 FLIC

(2) : BEXIQ| AIF(AM) E= BEX
017|M= vec(0, 0, 1)2 =0l Fsts] el BN U= HSXKinfinite viewer) LICE

grek EZrS A2 E 4R0= 2 EEXHlocal viewer)2t SLICE

2HX| AZOIM Positional LightE Fot= WS 0I&3HM sIEH 2 &KVt 7tse A 224
= ZEXjof| CHEH oMz SHH Palistor & A Zu(e.

=

[GLES20] 10. =% XZ5}t7| - Z™MZ, Specular Vertex Light

9| X2 ZCtH, (D - P) 2} 81H, P —-) D2 HASH= HE7L M FLICH
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(3) - Bz} HE| 71547]
OpenGL ES 200|A= OpenGLZt H2| 22t #E HE 2% 15l FOF SLCh.
o

H
ZEI HEXZIO| HWEQ| 3HE SaliM EA & = AFULCE MY

=
(;g
uﬂo

(Specular Factor) 7517|
A(N) 2 ZH(L)ZHel MNZES 0|83 FaHX|Tt
BA(N) 2 HH2F WE(H)Zte] AIZIS 0183HA FELICH.

(5) - H X[ 57|
AH X2 M U0IH, 2AppUIA uniformS O|2381A X% StRSLICE
4™ X|== Shininess 20| 3™ Specular 7} H|EX|= uiMZ HMo| HIAZS ZIOLX|X|2F M2 SI5IAH| HE

20| SHOB ALY Mol HEHO| WAl HELIC
Al OIFIOIALS 1288 AR BIRELICE.

oy
rg
ol
re
08

2. 2App Ol Specular Light 213t 57| (Vertex Lighting)

Classes/RenderingEngine.CH02.ES2.cpp

void RenderingEngine:nitialize(int width, int height)

// Set up some default material parameters.

vec4 diffuseLight = vec4(1, 1, 1, 1); // a2

vec4 ambientLight = vec4(0.05f, 0.05f, 0.05f, 1.0f); // S
vec3 difuseMaterial = vec3(1, 1, 1); // 4 xHZE!

vec3 ambientMaterial = vec3(1.0f, 0.f, 0.f); // XA xHE

// vec3 ambientMaterial = vec3(0.0f, 0.f, 0.f); // FH& 17|

vec3 specularMaterial = vec3(1, 1, 1); // WM XHE

[GLES20] 10. =% XZ5}t7| - Z™MZ, Specular Vertex Light
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glUniform4fv(m_vertexLight.Uniforms.DiffuseLight, 1, diffuseLight.Pointer());

(
glUniform4fv(m_vertexLight.Uniforms.AmbientLight, 1, ambientLight.Pointer());
glUniform3fv(m_vertexLight.Uniforms.AmbientMaterial, 1, ambientMaterial.Pointer());
(

glUniform3fv(m_vertexLight.Uniforms.SpecularMaterial, 1, specularMaterial.Pointer());

glUniform1f(m_vertexLight.Uniforms.Shininess, 128);

ProgramHandles handler = m_pixelLight;
handler = m_vertexLight; // (1)

GLfloat weight = cos(interpolation_z) * 1.5f; // (2
glUniform1f(handler.Uniforms.Interpolation_z, (GLfloat) weight);
LOG_PRINT("interpolation_z:%f, cos(%f)", interpolation_z, weight);

interpolation_z += (2'Pi) * 0.0008f;

// Set the light Mode : 0(Diffuse Mat Color), 1(DIFFUSE), 2,(AMBIENT_DIFFUSE), 3(AMBIENT_DIFFUSE_SPECULAR)
glUniform1i(handler.Uniforms.LightMode, 3); // 3)

(1) : VertexLighting 22 Alalf StL|C},
pixelLight HCt 50| "O{MA LEZLICE M
LE=S0l| Pixel Light(Fragment Light)/S CtE 0 H|WE SHEZSLICE

(2) : Postional Light Alofl 22| XIS OIS Al7|7] LIGHM ALEEl= 7ESX| LI

[GLES20] 10. = X&5}7| - ZHZ, Specular Vertex Light
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= Ct.

HAZ2 A-MOIX|T SH} HIEEIHE FE617] s M IS AHSsIRSLIC
ZAHY2 HWMO = X2| K| USLICL

vec3 ambientMaterial = vec3(1.0f, 0.f, 0.);

vec3 specularMaterial = vec3(1, 1, 1); // @M X{E

olof RS 11T LB, AmbientMaterial T 2t (0, 0, ()22 435HE HLICL

{Specular Light)

www, Bandleam.co. ki

Vertex Light 2 ZHAS S Z2, HIE MY oM “GLSI 19 Zt 40|C|=2 FSH= specular ZH" 1} OEIHX|2

Pixel Lightz E2igt ZL L=t 20| HYX0| 2}HO| LEZLICE,
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CHSXI0fl= Pixel Light2 E3 M AH HEE SH3ELIC

OGLES20 Template Application ported to mfc and android
o) o com/o dounloads i
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[GLES20] 11. =B X&35}7| - Pixel Light 2011.11.26 13:23

XY XME317]| - Pixel Light

1. Pixel Light : FHZ &tz AHZ Mg

Pixel Light= T T+ ZH(Per Pixel Light)g 2|0| gHLICt E§t Fragment Shader®A 2| E 92 Fragment Light 2t %=
SELICH YU OZ Fragment Light ECH= Pixel Light2t o #0| E2l=A ZUHIL.

(Direct X2| A<, Fragment ShaderE Pixel Shader2td £ELICt)

DM ko] Y2 QPEOIA HHRIE HH T ZH(Vertex Shader®lM X2|8k= Vertex Light)2 J1HE Pixel Shader0iAd 71

ol Vertex(HH) 2|t S SEOt Vertex ShaderOflM varying & H$2 MM Fragment Shader2 H7HFH ELIC}

Specular Light £ 7|22 EH C}31t ZELICEH

Shaders/PixelLighting.vert
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// Varying // (1)
varying vec3 v_eyespaceNormal;//EyespaceNormal

varying vec3 v_lightPosition;//EyespaceNormal

varying vec3 v_diffuse;//Diffuse;

void main(void)

{
/I (2

v_eyespaceNormal = u_normalMatrix * a_normal;

v_diffuse = a_diffuseMaterial;
v_textureCoordQOut = a_textureCoordIn;

// (3)
// Directional Light

vec4 positionLight = vec4(0, 0, 0, 0);

vec3 directionLight = vec3(u_lightPosition);

// Positional Light

positionLight = u_modelViewMatrix * a_position;
directionLight = vec3(u_lightPosition);

directionLight *= u_interpolation_z;

// Varying

v_lightPosition = directionLight — vec3(positionLight);

// Vertex Position
gl_Position = u_projectionMatrix * u_modelViewMatrix * a_position;

}

(1) : varying & ¥ Mo

Vertex Shader®iA A 2= HHE 0|231A ALt 8=, Fragment Shader2 Mgt 0’521 Ha ALICE
[

v_eyespaceNormal, v_lightPosition, v_diffuse S0| JU&LIC}.
MM MBS diffuse colorE i1, ambient, diffuse, specular material 2t colore

Fragment Shader0|A uiform 92 EAppOZ HE MY HIMEL|C

(2) : M HIE{ Vertex Color
HH HHe} HHENM AL E|l= B2 LICH

[GLES20] 11. = X&35l7| - Pixel Light
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(3) : Wkl = 2ARIY =
Light VectorE AILHILICE,
0] EE 0|&3lM Vertex Shader0ilM Half VectorgE 4det= varying @2 = Fragment Shader2 HE5HE EL|Ct
H| ofiX|0i A= Half VectorS2 Fragment ShaderOlA X{2| stRELICE,

0%

HEf

Shaders/PixelLighting.frag

// ambient + diffuse + specular light
vec3 calcLightAmbDifSpec()

{

vec3 N = normalize(v_eyespaceNormal); // —————————— (1)

vecd L = normalize(v_lightPosition); // (2

vec3 E = vec3(0, 0, 1); // )

vec3 H = normalize(L + E); // (4)

float df = max(0.0, dot(N, L));

float sf = max(0.0, dot(N, H)); // (5)
sf = pow(sf, u_shininess);  // (6)
/l ()

vec3 globalAmbient = u_ambientMaterial * vec3(0.05); // * gl_LightSource[0].ambient

vec3 ambient = u_ambientMaterial * vec3(u_ambientLight);

return (globalAmbient + ambient) + (INTENSITY * v_diffuse * df) + (u_specularMaterial * sf);
}

FragmentShader?| Pixel Light Al4t2 2HE0IM 2|3 Vertex Light £2S JHE £ 272t 5t ELICH

(1) : Ho HE 7517

(2) : Positional Light 75}7|
+AME HH normalize(directionLight — vec(positionLight)); IH| directionLight= &2l 2IX[0|1, positionLight=

Al
FH0| ZAElE ™ YU

[GLES20] 11. = X&35l7| - Pixel Light
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AEl=C| 0|2} Hih ekl

(3) : BEXIS| AIM(AIM) E= BHEX}

07| M= vec(0, 0, 1)2 =0l £5t5] HE| BojX A= BSXKinfinite viewer) LICE

grek EZS AIBE A0l= 2 EEXHlocal viewer)2t LIt

HX| YU Positional LightS F1ot= YHS 0I8sHM SHH 28 #SA) 7kse A 220

27 BEXO CHE GRS B TaHRIOr B R 218,

(4) : Wtz WEf 2517
OpenGL ES 200ilAM= OpenGLZ} S| Rz}

H
ZE A HWEQ| 32 SalM EA & = AFULCE MY

(5) : 4™ 2(Specular Factor) 7517

S diE BHINZ ()2 MS’J’—.*% 01Z3HA T3HRIEL,
HES st HMNT B12 WEI(H)ZE0] ARIZIS OISaHA FEILICE,

(6) - BH X[ 517

M X|$E A4 2010, 2AppUIA uniformS O|23HAM XX SHASLICE
AH X|2= Shininess 20| 2™ Specular 7t H|FX|= uiiz Ho| HIZH2
20| ZfO M HHANZ ol HEZA0| WA MELICH
M oHolM = 1282 AL SIRELILCE

-

sty

ol

(7) : FHT, BUY, ZHY

o, ©

J

2 33 P8 ok BLCL
o

ZIOMX|X|ZH M2 2t5HH &

[GLES20] 11. =9 XM&

gl

o7 -

9| X2 =ZCHH, (D - P) 2} 5'H, P ——) D2 HASH= HWE7L M4 ELICH
-L #E7} sl FHLCh

Pixel Light
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2. EApp Ol Pixel Light A134 57|

Classes/RenderingEngine.CH02.ES2.cpp

void RenderingEngine:initialize(int width, int height)

// Set up some default material parameters.

vec4 diffuseLight = vec4(1, 1, 1, 1); // @izt

vec4 ambientLight = vec4(0.05f, 0.05f, 0.05f, 1.0f); // &
vec3 diffuseMaterial = vec3(1, 1, 1); // BiA XY=

vec3 ambientMaterial = vec3(1.0f, 0.f 0.f); // XA XHE!

// vec3 ambientMaterial = vec3(0.0f, 0.f, 0.f); // FHZ 117|

vec3 specularMaterial = vec3(1, 1, 1); // A xHE

glUniform4fv(m_vertexLight.Uniforms.DiffuseLight, 1, diffuseLight.Pointer());
glUniform4fv
glUniform3fv
glUniform3fv(m_vertexLight.Uniforms.SpecularMaterial, 1, specularMaterial.Pointer());

m_vertexLight.Uniforms.AmbientLight, 1, ambientLight.Pointer());
m_vertexLight.Uniforms.AmbientMaterial, 1, ambientMaterial.Pointer());

(
(
(
(

glUniform1f(m_vertexLight.Uniforms.Shininess, 128);

[GLES20] 11. = X&317]| - Pixel Light - 106



void RenderingEngine::Render(const vector{Visual)& visuals)

ProgramHandles handler = m_pixelLight;
//handler = m_vertexLight; // (1)
GLfloat weight = cos(interpolation_z) * 1.5f; // (2

glUniform1f(handler.Uniforms.Interpolation_z, (GLfloat) weight);
LOG_PRINT("interpolation_z:%f, cos(%f)", interpolation_z, weight);

interpolation_z += (2'Pi) * 0.0008f;

// Set the light Mode : 0(Diffuse Mat Color), 1(DIFFUSE), 2,(AMBIENT_DIFFUSE), 3(AMBIENT_DIFFUSE_SPECULAR)

glUniform1i(handler.Uniforms.LightMode, 3); // (3)

(1) : PixelLighting 22
Pixel Light2 S&SHES vertexLight=

AlsH SH|C}

(2) : Postional Light Al0fl 2| XIS OIS Al7|7] fIGHM ALEEI= 7ESX| ZtULICE

F, Sy, ATY ARoRE MY §iLC

2 Z™MOIX|Z, SH|t HHESIHS TE017| flohM XA IHES ARZsIASLIC
A2 WMoz ®2| E|0] USLICE

vec3 ambientMaterial = vec3(1.0f, 0.f, 0.f);

vec3 specularMaterial = vec3(1, 1, 1); // WA XHE

U2 (0, 0, )22 HHSIH FLICH

groF AL 710 ACHH AmbientMaterial XHE

[GLES20] 11. =&

HEs17]

- Pixel Light
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3. 28

mfc2} android app22 Pixel Light &

4=
sHof &

Ct20l CHE Spot LightLt Toon Light= Vertex Light?t OF:l Pixel Light2 X{2| SHOF

13 H| Specular Light2 =2 EA|H

A HMZE OHE SHS2

HYSt Flat Model 2Tt L= A2

Ch oA LI=0 &

I:IH Iél- SEALE

20| Vertex Light HC}
= Vertex Light 2 2| six= EX|2t

MMELl I:I'.

o
AWK,

o= X

=1
=+ US guch

F7H| Oleket Hol

2N oBA L= AS =2
, Specular Light Z™

HAELICL

X} Teapot Tt O|&sHAIT

[GLES20] 1. =&

UAELICE,

X2|g W= Pixel Light2 2]

EIM OB AH| LESLICE,

HEs17] -
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T HM2E= $Ixi X85t =Y HA0| Directional Light 7t OF Positional Light &I0l= S5, Lighte] $IXIE 7H7H0I6HE,
1

HRMeZ HHX= A XM HYLC

Ol Z4| S4l(attenuation)S HIHSHK 411 AU7| W2 0fl Lrlst 244 LICH

Ch= ZollM= of 2200 thshM sHZsk= Lotoll thahM Lot TS SHUSLICE

OGLES20 Template Application ported to mfc and android
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[GLES20] 12. Z=H &5} | - Flat Shading2t Smooth Shading 2011.11.27 11:09

¥ XL5}7| - Flat Shading2} Smooth Shading

1. Flat Shading

OpenGL ES 2.00iIM= glShadeModel() APIE X|I5HK| QF&LICE,

OfmfZ0l 24X HI7t AkEotl U= FTAt teapot2.bj LAS OIEsHA XEIE ZL0= B2 XA} Flat 22 WHoL7| HEO,
=

M
PhongS X&3}E Blinn2 XE35HE Smooth E147} HX| Q&LICY
JI2MO=2 Z1t S22 Normal 242! HM HIE, Light HE, S} AlM HE S0| £ QIXt L|Ct,

M|, Flat Shade Model2| Z0= 3t HS O|F= M EH2| Normal 0] Z2 &S HiZt B JAFLICE

ojmjZol o 2fgh ZF0| HZI siX|2F HHet 2E0| HOl= #HLICH

Models/teapot2.h
double teapot2Normals [] = {

/1 £ 2009//1 2921//1 2939//1
—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
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—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
—0.926910681623383f, —0.368160873543573f, 0.0727609750079555f,
[/ £ 2939//2 2931//2 2909/ /2

—0.926913284595327f, —0.368154113036399f, 0.0727620223405273f,
—0.926913284595327f, —0.368154113036399f, 0.0727620223405273f,
—0.926913284595327f, —0.368154113036399f, 0.0727620223405273f,
// £ 2869//3 2877//3 2921//3

—0.903724329229544f, —0.368523134254108f, 0.217883079375474f,
—0.903724329229544f, —0.368523134254108f, 0.217883079375474f,
—0.903724329229544f, —0.368523134254108f, 0.217883079375474f,
/1 £ 2021//4 2009//4 2869//4

—0.903723860047075f, —0.368524942929311, 0.217881966258257f,
—0.903723860047075f, —0.368524942929311, 0.217881966258257f,
—0.903723860047075f, —0.36852494292931f, 0.217881966258257f,

A

10

| QIOEIE 2 St H
|

ot Z#2 =3 #lo|g2 EHO

el S HoIgdsS 018

0| ALZETt BLCt,

e
N

Set7t Szt UetS HiZtE D

3% Hleid MOl otHXMY HO|X|T,

st

== g+ UASLICh

ALt M2|7F Smooth0il HIsHA £0| SX| 87| HE0|

CESH CHZEY Zio| 20| 20l= WA 20[71% #iLICh "o’

OpenGL ES 1.02] Z<20l= glShadeModel(GL_SMOOTH) &

0
Ol= 11 mo|Z 2}2l 7|s22 CPU g REE %ol ECi

oM BEHS 2EHA BE3HE & USLICH

gfLict,
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0[0fl OpenGL ES 2.00AM= WS LICE —o-;
CHA| 2513 OH[2] teapot2.objS IHHE 0|2517| 2IsHAE= GL_SMOOTH 2 XIF JaisH Fof SiLict,

2. Smooth Shading - Gouraud Shading

In
E
ajo
njo
oo
o

OpenGL ES 2.00iA Smooth ShadingS +3 5}7| 2I8HM= Gouraud Shading 7|#(12tRE? 12?7 F2? 2

L
LIzt LIRS M2 [I2 MOZ MQL WHOR HRMQIN 3 HHS HOM 0I5 52 MT U Bo| HM HES HMES TR
g FSICID BLICE -0

BEHL0| U= Uolo] 3t B IpS Taks WE YL,

Scan line

o la=l1-(11-2)*(y1
o b=l1-(1-B)*(y1-ys)l(y

9|2|2 0|22 HXIZ, OpenGL ES 2.00IM= F2i =7t & HO|X| §ELICH
AR0= ol 22 HHoll st 22t X217t CPUO| REE R0l 7| WF0] OFd7} Mzt E|HL.

ET oo

OI-[]I-E I‘II‘IO' OI-

P
(B AN 7S S off B= A E2 A ZHL. ™)
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Models/teapot2_smooth.h

double teapot2_smoothNormals [] = {
// 12909//1 2921//2 2939//3
-0.94681898769934, —0.284130897478523, 0.151008071406948,
-0.91365422609069, —0.369282579203481, 0.169900947152883,
—0.926916056314328, —0.368148199769382, 0.0727566323661089,
// £ 2939//3 2931//4 2909//1
-0.926916056314328, —0.368148199769382, 0.0727566323661089,
—0.96417026254053, —0.254257716714598, 0.0756882971377034,
-0.94681898769934, —0.284130897478523, 0.151008071406948,
// f2869//5 2877//6 2921//2
-0.911147515387562, —0.284468468461901, 0.298140731289795,
-0.875375967008971, —0.369676898357678, 0.311537970725489,
-0.91365422609069, —0.369282579203481, 0.169900947152883,
/] £2921//2 2909//1 2869//5
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http://m.blog.naver.com/PostView.nhn?blogId=darkedge81&logNo=120040318294
http://www.stack.nl/~dimitri/3dsview/gouraud.html
http://omega.di.unipi.it/web/IUM/Waterloo/node84.html#SECTION001520000000000000000

—0.91365422609069, —0.369282579203481, 0.169900947152883,
—0.94681898769934, —0.284130897478523, 0.151008071406948,
—0.911147515387562, —0.284468468461901, 0.298140731289795,

ral

4 #E2| HIOEIE &

o
LS -

3. 8=
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LESH QIEY = CIXIO|LZ S Y2 0[0|X| HIOIEF7t Flat model B2 O 3 sh= YO CHaHM ZHEHSHAl oF 2%
LiC}.

o>

a3, 0] Kid|2] teapot2.0bj2= smoothE XM2|SHE 2-Zx A0 AAIM0| J24K U= EXMFL} Texture ZHEI} Obj LHO|
SUCHs EM7t USLICE

e E2 Y2 AWM O E2 SourceE 5t7LE CIXIO|HZ HE| o2 FHX} O|0IXIE &= A0| 7Y ESA 2ELICL

EHIZ 3ds Max0l= 7|22 Teapot0| U2H 0| 0|851A SmoothE HaliFl T Group2E MEHSHA T12|H CtSat 2
2 O W2 FHXIt EXSSILICE (AL CIXto[L 7t 2=E )

Gouraud Shading0il CHSHAIE A|ZtO] Lt

H 73S
oM X HAXO| 7% WS C2T

1oL

ro

SO A ZUR. M
X

| ZIHO| ELtT LEM AlXkel 2ot 2 2|2,

]
oh

o

[e]]
A

OGLES20 Template Application ported to mfc and android

[GLES20] 12, =¥ X&45}7| - Flat Shading2t Smooth Shading

- 115



[GLES20] 12. = X&5}7| - Flat Shading2t Smooth Shading - 116


http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=02_ParametricSurface.v.1.2.1.zip&can=2&q=#makechanges

[GLES20] 13. = MZ3517| - Point Light2f Zt2| B! 2011.11.28 01:09

ZH XME3517| - Positional Light 2f 24| &1t

o0 HoflM= Wakd ZHS Directional Light2tal st X[ ZHE Positional Light2txl 3IRELICE
a3, 3D 2AL 4SS B Directional Light= Direction Light2t1l 5k, Positional Light= Point Light2t1 = £ELICE
#2 2JO| 0]7] WE0| ES0| YAAIZ HIZLICE M,

t Positional Lighto] CHet 4138 X|AlS A1 HOA|CHH,

e 2ol 435k [GLSL] 21, Positional Lightoll CH3t O3 &S &HH 2101 EAIH =F0| EZHLIC

==

! ZH M25}7| - SMZ D ight" ZoIM Zeio| QIXI0N Tk Ehitat ZEiFol

ZAL ElE fIXI7F HEEE HE BUSULL

I, OldsiA: &0l 2RZ FE HOX|H Ho| 22 F= A7t RO{X|7| E0 ZHO0| 050 HOF sh=Cll 22| KX
OiME 2EXI7t &L

b

0
tol
filo

HE 7|=9| Specularg Pixel Light 7&igiS 2| sFHRILICE,

02
1z
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http://blog.daum.net/aero2k/78
http://cafe.naver.com/gld3d/439
http://blog.daum.net/aero2k/73

Yo A 2AXI= (2, 0, -7)2 HEiZ SH0ll 7p70] Ci7t 2t o sHH LICH
(7HHI2t2] eye vectorS (0. 0. 102= HH 5 HEHYCZ 77} -70|H EA|0| 7H710] CH7kZ AULICE)

HIHZE REZO| A AXI= (2, 0, 0 HEHZ SHO HOIRS ©f stH LICH
J3H, REX 12| 3HsS U2 ¥:E BEW O §2 S E0F1 s
=E dH0| 222 JE HOXY| W20 LAEE SH0| HoiMAM JECIE 24 UK,

ZHs 0~10022 23 ™ O got X|A| FLUCt

O|= O1X| Directional LightE (1, 1, 1, 022 =11 Positional LightE XME5tX| YSCO=2A, F5t6| Ha| WX ENY X3 &

Ooff 2lshA = Hx0 BIEX|= 24Dt FAL SLICE,

B0l AL FIZ HOIN 7h=Cl= SH7t O 2HOIKl= A2 Ofdet SEf YLt -o-;

ops

rim
oK

0l 08~10 ZoliA CHE Diffuse, Ambient, Specular Lightoll Z#2| £Ix| 0|50 M2 W HH(Directional Lightls M=
ME0| E[AX|D, el RO H2|0f| M2 HME(Positional Light)s BAMOR M E|X| UU7| MR0 LIEILH: SL
Ct,

0|2+ 20| H2| HHEof mZ Positional Light M8 IsiAle Z2l(attenuation) Y EAS HE sljofF iLICE,

2. Attenuation — Zi4| HiHAl

1
K.+Kd+K,d?

attenuation factor =
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Kc = GL_CONSTANT_ATTENUATION, Z2| &=
Kl = GL_LINEAR_ATTENUATION, Z&| &x

=
Kq = GL_QUDRATID_ATTENUATION, Z2|
= @ ZHo ™ AL0] A2

OpenGL ES 2.00iIM= OpenGL OlA X|&H5ks TSt 22 S XIHHK| EELIth

glLightf(GL_LIGHT0, GL_CONSTANT_ATTENUATION, 1.5);
glLightf(GL_LIGHTO0, GL_LINEAR_ATTENUATION, 0.2);
glLightf(GL_LIGHT0, GL_QUADRATIC_ATTENUATION, 0.5);

M GLSL Base Rl=lEqllm GLSL Base

22 ZAE2 (1.0, 0.0, 0.0) O|H, LEZ2 (1.5, 0.5, 0.2) QI AE{ YL|Ct,
£ Default ZH2182 KcTt 1,00|2 KI2t Kg= 0.0 0]7] I{Z0f| attenuation factor= 10| E|lH Z4| F0tE AM2SHX| LA EL

SIX|TH RE% Kc(1.5), KI(0.5), Kq(0.2) o B0z, H2| 2t d7t 12 7IE2E & Z, 0.4545 7t =0, TH|IZQI Light Zt0ilAM
BF YT wx|A ELIC
yElat ARO[ AH2(Ql d7F 0 ~ 1 AfO[2}H T B{OFE 20|11, 1 ~ 7 AfO] 2tH HH 0{F0{ X|A ELIC}.

nHu
OH

Z= Kc, KI, Kq O 2lshA HAHEl Zat 221 attenuation factor & 1 20| 1.00] 7P7k2 Z0|2HH, ZA|E XEstX| Z= Z10|H,
0.001] 71ZAH =™ 2180 FFS IA LA =M Light7t 6IFH XAl ElLICE

EJSELIETSN

rlo

1
K.+Kd+K,d?

attenuation factor =
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E27H1ECE 2 2UA0IH, 0.00 77k X, 227F 120 22 2U0|H 28612 4| Fit= ARRMX|LE o 210F X|A| ELCt,

Ke, KI, KqE &= 017] M0 Zaat EHO| FH AL0[2] AH2[Q d7t ot MZ 71710] QUCHH, att 242 0.0 ECF HX[A =0,
He|7h HOIXMM dZk0l HXIH, att 242 0.00 717k ELC.

Ol

2%t Z2 LSS ALt 57| 2T AXS2 uniform 22 EAppLE FE Y LORA AHZSHOF BLICE

I

Light attenuation

S — | TR _

0] 0| Ha|3t WA Falo| UIXISS YO|Z MHE FL, XA Sl BYS ZHSHD UALICH HE
) 1
attenuation factor = a4
(= +1)2
T
loh 22 SAOIM I EEo| FA At0|2] 29l dE JIE YHE HAE 4 o,
of7[0fl lelol HIXIE r2 1, 2, 4, 8 2 =11 A4t & 42 Ch33F 22 2427t LZUct
1
0.3
&
E 0.6
= m— radius=1
=]
E 0.4 - w0 IS =2
ﬂ -
ﬁ radius=4
0.2 4 w— radius=8
0
1] 5 10 15 20 5
distance
0] +AIZ E0ojM E0{ EH BIX|S0| 1Y ZR0= HE2|7t 1,58 BO{7t= att7t 0.27} =|0f H2|7| IE0| OIF O{FO0{X HHZLICY,
z Zelo| B #e

HH
Ol 7p7to] AS ZROIT HA BIFFLICH
FR0= H27H10EEE EORSZER00 att7h 0.20] =F A2Z O{FO0{X|= S40| MAF| LBt Ct.

9| =AZ 2X YHACE =W St 20| LU
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http://imdoingitwrong.wordpress.com/2011/01/31/light-attenuation/

1
attenuation factor = 5 1

(-1+Fd+r_2d2]

O|X| #™AlZ OpenGL 9| attenuation factor2 R 81H, Kc = 1, Kl = 2/r, Kq = 1/(r'2) & Y2 5 ASLICH M

T8 FEE= 7|EQ| Specular 220 attenuation factorg F7} sI}&LICH

// ambient + diffuse + specular + attenuation light

vec3 calcLightAmbDifSpecAtt()

{

float dist = v_distance;

//vec3 N = normalize(2.0 * v_eyespaceNormal - c_one); // 28 % Hs} : from Shaderx2
vec3 N = normalize(v_eyespaceNormal);

vec3 L = normalize(v_lightPosition);

vec3 E = vecd(0, 0, 1);

vec3 H = normalize(L + E);

vec3d R = reflect(-L, N);

//vec3 R = —normalize(-2.0 * N * dot(L, N) + L); //-2"N*(dot(L, N)) + L;

//vec3 R = normalize(2.0 * N * dof(N, L) - L); // from ShaderX2

float df = max(c_zero, dot(N, L));

float sf = max(c_zero, do#(N, H)); // Blinn model

//float sf = max(c_zero, dot(R, E)); // Phong model

sf = pow(sf, u_shininess);

vec3 globalAmbient = u_ambientMaterial * vec3(0.05); // * gl_LightSource[0].ambient
vec3 ambient = u_ambientMaterial * vec3(u_ambientLight);

vec3 color = globalAmbient;

// GL_CONSTANT_ATTENUATION, GL_LINEAR_ATTENUATION, GL_QUADRATIC_ATTENUATION
float r = 4.0; //lightRadius;

float d = max(dist - r, c_zero);

//L = normalize(L / dist);

// calculate basic attenuation
float denom = d/r + c_one;
float att;

float K¢ = c_one;

float KI = 2.0/r;
float Kq = c_one/(r *r);

[GLES20] 13. = X&3}7| - Point Lightet Zf2] WAl . 121



[/ rOl 4.02m...

//Kc = 1.0;
//KI = 0.5;
//Kq = 0.0625;
//Kc = 1.5;
//KI = 0.5;
//Kq = 0.2
// Default
//Ke = 1.0;
J/KI = 0.0;
//Kq = 0.0;

if (df ) c_zero) {

// att = c_one / (denom*denom);

att = c_one / (Kc + (KI *d) + (Kq *d * d));
color += att * (v_diffuse * df + ambient);

color += att * (u_specularMaterial * sf);

}

return color;

}

TAS ofzliet 22 =M BES 0|18 3¢ &0 z[¥at €A ZELICL

attenuation factorE Kc, Kl, Kq2 T25HX| 411 HIZ Of2iet 20| 22E (d/r +1)E 3HM ALtStD UELICH
// att = c_one / (denom*denom);

57t SX| Yo = Hute Y St
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3. 28

O|$HZE2 Spot Lighttll S0{717] RMM LTt Z2|E Attenuation factorg ME5h=
OpenGL ES 2.0 Programming Guide 22| "8%} Vertex Shaders"0lA{ Spot Light
KO, K1, K2 2t Higst M2k £|o] USLICE,

g &XIsta YCk=s H
SLICt. —o-;

2 OpenGL ES 2.00IM% Ct2

9| glLightf()& XISIX| ¢47] W20 =i

glLightf(GL_LIGHT0, GL_CONSTANT_ATTENUATION, 1.5);
glLightf(GL_LIGHTO0, GL_LINEAR_ATTENUATION, 0.2);
glLightf(GL_LIGHTO0, GL_QUADRATIC_ATTENUATION, 0.5);

37IX| MEL} Fixed Pipe line 7[&22 ZCtH 3J74Ct
= 'light attenuation” S F5t= LHAS

M4 Qo2 yniform
WELSRSTS

IR

SHE H

&2 OGL ES 2.0 Programming Guide 240 CHSHA] SO AHSICHH O[AMOIA XMISSH= OMl= O B
SIXI2t Windows, iOS, Android, WebGL 7HX| £& O|X|Z2 X|Z5tH

2 242 k= 20| EELICL

0] IEL EN SE 7ks8t 2A(?)= OILIX|D iOS 82 OpenGL 2 S&t

L|Ct (hitp://code goagle com/p/gles?-bc/)

0] AAE ZH0| HollA HAl= AS FH UL "o¥

otm

M “"I'm doing it wrong" 2212 XX} Ho| X

[GLES20] 13. =9

AHIZ A%

%1 shader L{OIAM F25HE ELICE
QI "Improved light attenuation"®= HMiSst AZSTOE FIHHQI SEI} HRsH 2

M MIT License YUOE 0| TX{A AlS0

7IS5t=% AP| Setg =0

B0l CHoHA 20t ERELIC.

HE20] attenuation factor 7} LI,

Sl 71 W20 MAMEt 22s &

=

s FMOF BHLICH

&oF Mo HopM X2|5H FE ELICH

rlo

EISIAAIL.

(=L

835t Light Attenuation 22k H|St 217t L= g &Qlst

X317 - Point Lighte} Zt4] 24
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http://imdoingitwrong.wordpress.com/2011/01/31/light-attenuation/
http://imdoingitwrong.wordpress.com/2011/02/10/improved-light-attenuation/
http://code.google.com/p/opengles-book-samples/
http://code.google.com/p/gles2-bc/
http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=02_ParametricSurface.v.1.2.1.zip&can=2&q=#makechanges
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[GLES20] 14, =H H&3517| - Spot Light 2011.11.28 23:31

ZH XE317] - Spot Light

O[HY2 7|= =3 1-EF OKX[9} Fo[2t & + A= Spot Light RLICE

Spot Lightoll CHsHA= iPhone 3D Programming Z{0jiA= CEX| o1 YELICE (attenuation Z2
0] 220l tHsHAM= OpenGL ES 2.0 Programming Guide 22| "8% Vertex Shader's &115t= 0| EZ&LCE

EE OpenGL ES2.0 #2 =X}7} OpenGL ZHo|| CHaHA 0= HE O|aHSt HEHOIA HHS BHLICH
37| W20 OpenGL ES FE| A%} 5= HUXIS2 73 &2l spotlight() =Tt BME= 013 415 OI&3HH EHFLE &

£ UK MM S A7 E4E= AUSLICL

SHXI2H 13% 7MX| & O|shst w2t @M CHH 14%2] Spot Light= ZLH2| spot_light()&42t H1 T M85t £ U Zi0[2t 2
Zsh|ct,

710l X XI22E 2 MEHo| "[GLSL]23 Spot Light 2| 8" &1t PowerVR SDK Training Course LH0f| U=

E 245 BAIH =30| & HLICt

[n

"ComplexLighting" 2

:
ic}
o]
n
0l
>
4o
A
0
0%

0{7|M& Spot Lighte] £=2{1 2|5t 2 S17&LICt

126


http://blog.daum.net/aero2k/79
http://cafe.naver.com/gld3d/441

1. Spot Light

712HMo &2 Spot Light=

Chadt 22 J8o=z 83e = USUCh

1. ZIoZ 2E Spot(X|1H) WakoZ sksh= HWE Spot direction If ZHglo| EHO| MHOZ Sk5H= Light direction Zte| ARSI
2tg P,

2. 1 AKlZi0| Spot cutoff angle ELCt ZCHH Spot EffectE Al4kstL, ICHH Z2AE

3. Spot factorZt Cutoff angle ELCt ZfCHH Of2i2t Z2 Spot Effect =210 MH2tA] A|AtSHCt,

spotEffect = (spotDirection - lightDir)****

flel #AS 2tdsh| floiM= et 22 USS SApp2E FH uniform 2= RIOILLOF LICH.

= 0.022 FCt,

Off 74 &= =W 23
GL_SPOT_DIRECTION 0,0,-1 2rat
GL_SPOT_EXPONENT 0 A ZEZIO|E T
GL_SPOT_CUTOFF 180 AZEEOE HOHL

(spotExp2| 7[2at2 022 0] 2{0] EOIX|H spotEffect’t 243} Eli= FHa}t 1 S0l Z4El= FHo| REHY HY

138X Gelst RS 71222 1488 2H Spot Light= &7l sHEE + USLICH

Spot Lightoil CHet 18 == CHEd ZELIC

[GLES20] 14. =9
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Shaders/PixelLighting.frag

// ambient + diffuse + specular + attenuation + Spot light
vec3 calcLightAmbDifSpecAttSpot()

if (u_spotCutOffAngle ¢ 180.0)
{
vec3d S = (vec3(u_spotDirection));
float spot_factor = dot(-L, S); // (1)

if (spot_factor )= cos(radians(u_spotCutOffAngle))) { // ——————- (2
spot_factor = pow(spot_factor, u_spotExponent); [/ ————- (3)
} else {

spot_factor = c_zero;  // (4)

}
att *= spot_factor;  // (5)

(1) Spot directionzt Light direction At} F517|

X|H LetS LIEHH= Spot direction HE{Qt Z3 kS LEHHE= Light Direction 22| AtSIZIS FLELIC
Spot direction2 ZAppOlIA 72221 (0, 0, -1)2 MY E|0] YCH,

Light Direction2 vertex shader0OlA| Z&at HEo| WE| XIE SaiAM 7t Positional LightfIE{E O|E&LILCY.
doi-L, S)OlIM -LQI O|f= Zaat FHO| HIE| XS FHSCE 1 #H W2 "HHY-)F'2=2 gHiLICh

M3l "el-)YA" WO FoHoF $OR -LS O BHLIC,

(2) Spot factor®t cut off angle H|x

Spot Light= #¥E&2=2 20| H|FTLICH

ojuf &l HHE Mol= 7IF0| Spot directiong ZSA2Z spot cut off angle(EH2h)E S5 5 ELICE

% 0| cut off angle LHOI2 Spot EffectE A&t s, LIHX| A2 ZAlIE 20l 0.02 SHELEM LS NS WiFOF JLIC
o|m cos() &7} OI2El=H| Ol spot factor?t L2} SZHe| LS SoliA Foll 2 I ZHiak= cos(theta) RILICE
T3 HEeziRCh Zofof STt kg, HlwAl2 "I 7L Zo YLCh
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ZMZH(X|H)2 =OtX|7| =0 1ZESLIC

0l ot2Het Z0| Cosine&7t Theta Zt=(Range)?t HES+E 1 2

2= x| ZMQI spot factor?t cos(CutOffAngle) 2| Zat HCt ICHH, 1 AFIZE2 ACh= ZAS oJ0| L Ct,

=

(0 222 M7} O3 OJ3} Y= O/0| YLICH -o-; & CHE 207k UCH THZ HORFAY

Q™M)

(4) HHZioM HolL= QA2 ZAIES Z|HXIZ FQIC

(5) #2200l Spot factorg FHFAM Flol 2= FHEY, S, ZHIO X5 FCt.

(}1Z2 Vertex LightE 0|23t Spot Light O|H, 2E2%2 Pixel LightE 0|28t Spot Light)

2. 2App OIA Spot Light &l 5t7]

Shader Li2| Z== 81X =2|7t HadlM OX|= ESUL.
A

J3d|, GLES2 2 S8 App o 222 L0 7] 20, =OHH Spot direction2 24? (0, 0, -1)2
Spot Exponent= % EOIFOF Sl=X[? Cut Off Angle HHHZI2 180=E EO{7tH O{EA| El=X|?

Light direction2 R2Z TO[OF SH=X|? SOl tHshME 2Tt HM=E L= USLIL

20{0F 5,
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I8 AN S8 AppUliM= HEAH 25 &if FOF ot=X| 28 SHISLICE

Classes/RenderingEngine.CH02.ES2.cpp

void RenderingEngine:initialize(int width, int height)

m_pixelLight.Uniforms.AttenuationFactor = glGetUniformLocation(program, "u_attenuationFactor");
m_pixelLight.Uniforms.IsAttenuation = glGetUniformLocation(program, "u_computeAttenuation");
m_pixelLight.Uniforms.LightRadius = glGetUniformLocation(program, "u_lightRadius");
m_pixelLight.Uniforms.SpotDirection = glGetUniformLocation(program, “u_spotDirection”);
m_pixelLight.Uniforms.SpotExponent = glGetUniformLocation(program, "u_spotExponent");
m_pixelLight.Uniforms.SpotCutOffAngle = glGetUniformLocation(program, "u_spotCutOffAngle");

Attenuationzt Spot Factor0fl LS 415F uniform @S0| F7t EAS2E 0| =7|8t &0 F7I5H FSLICt.

void RenderingEngine::Render(const vector{Visual)& visuals)

1l
// PixelLight
bool blsPixelLight = true; // (1)
ProgramHandles handler;
if (bIsPixelLight)

handler = m_pixelLight;

else
handler = m_vertexLight;
glUseProgram(handler.Program);
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// Set the light Mode /l (2

// 0 : MENU_DIFFUSE_MATERIAL -) DIFFUSE_MATERIAL

// 1 : MENU_DIFFUSE_LIGHT -) DIFFUSE_LIGHT

// 2 : MENU_AMBIENT_DIFFUSE_LIGHT -) AMBIENT_DIFFUSE_LIGHT

// 3 : MENU_AMBIENT_DIFFUSE_SPECULAR_LIGHT —) AMBIENT_DIFFUSE_SPECULAR_LIGHT

// 4 : MENU_AMBIENT_DIFFUSE_SPECULAR_ATT_LIGHT -) AMBIENT_DIFFUSE_SPECULAR_ATT_LIGHT

// 5 : MENU_AMBIENT_DIFFUSE_SPECULAR_ATT_SPOT_LIGHT -) AMBIENT_DIFFUSE_SPECULAR_ATT_SPOT_LIGHT
glUniform1i(handler.Uniforms.LightMode, MENU_AMBIENT_DIFFUSE_SPECULAR_ATT_SPOT_LIGHT);
//glUniform4f(handler.Uniforms.AmbientLight, 0, 0, 0, 0);

// Initialize various state.
glEnableVertexAttribArray(handler.Attributes.Position);
glEnableVertexAtiribArray(handler.Attributes.Normal);

GLfloat weight = sin(interpolation_z) * 3;//12.06//1.5,  // 3
//weight = 0.0f;

//glUniform1f(handler.Uniforms.Interpolation_z, (GLfloat) weight);
//LOG_PRINT("interpolation_z:%f, cos(%f)", interpolation_z, weight);

interpolation_z += (2*Pi) * 0.0015f;

// Set the attenuation factor. /l (4)
//vec3 attenuationFactor(1.5f, 0.5f, 0.2f);
vec3 attenuationFactor(1.0f, 0.0f, 0.0f);
glUniform3fv(handler.Uniforms.AttenuationFactor, 1, attenuationFactor.Pointer());
glUniform1i(handler.Uniforms.IsAttenuation, 1);
glUniform1f(handler.Uniforms.LightRadius, 4.0f);
// Set the light position.
//vec4 lightPosition(0.f, 0.f, —1.f, 1.0f); // for ortho
vec4 lightPosition(0.f, 0.f, —6.f 1.0f); /1l (5)

//lightPosition.x += weight;

lightPosition.z = max(-6.5f, lightPosition.z+weight'2.f); // (6)

lightPosition.y += weight;

//LOG_PRINT("lightPosition:(%f, %f, %f) + weight(%f)", lightPosition.x, lightPosition.y, lightPosition.z, weight);
glUniform4fv(handler.Uniforms.LightPosition, 1, lightPosition.Pointer());

// Set the spot direction.
vec4 spotDirection(0, 0, -1, 1); // ()

[GLES20] 14. = X&3517| - Spot Light
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glUniform4fv(handler.Uniforms.SpotDirection, 1, spotDirection.Pointer());
glUniform1f(handler.Uniforms.SpotExponent, 0.0f);
glUniform1f(handler.Uniforms.SpotCutOffAngle, 25.0f);
//glUniform1f(handler.Uniforms.SpotExponent, 40.0f);
//glUniform1f(handler.Uniforms.SpotCutOffAngle, 51);

(1) : bisPixelLight 4 HH§HLICY,
Pixel Light2 SZfetX| Vertex Light2 SEfetX| MEigh & QUESLICE

(2) : Spot Light7t S&tot=S HHILICE. ; MENU_AMBIENT_DIFFUSE_SPECULAR_ATT_SPOT_LIGHT

(3) : Light Position2| §I1XIZ HA AIFAFT| fIst 7

0| Z2 sin()&+E S 22 0~1~-1~0 E HHE§iLCt
ZH
HA

Of7|04 M| HHE 7t ER2 0~3~0~-3~0

(4) : Attenuation factorQ! Zt4|g ZtS AH hLICt
71232421 (1.0, 0.0, 0.0022 AH E|0f UX|TH AEOAM HIRE 2ol HIX|E A0 2lsHA Z4|80] ME ELICH

(5) : Light Position2 &3 &LIC},
Light Position &E2 (0, 0, -6)22 A|ZtEiLICE,
SHM ZE2 HHOE Hi= MENOIA FIH2IE 102t =2 i AE] ILICH (eye(0, 0, 10)

GiXl= CameraS &
CIA| st DH = 2E XEAE 7|8CR Z&2 7I1ECE —10 U2 Fo U= AEHULIC

JECE & AAXIE ZY HM(2Z ZHE)0| 7170 CHIL7HA| 817] UshM -6 2 WFEASLICE

a4 el o-?-, AIZH AHt0| -62I0] R MHH(2Z ZHH)O| A2 -10LICh T2 Z2t0| 6.5 OI5I2 Cf LH2{7HH,
X %ﬂol AR2tY HZLc
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(7) : Spot Directiong A3 &Lt

712 221 (0, 0, -1, 1)2 MXHCE,

wt 12 vertex positon2| wet SSICHT 2Lt JHLICE

0| GiMIGIME wt2 AH| shading S0 ALK 2L&LICH

Spot Exponent= 7|23t2! 022 sl M, 0] 22 =0IH Spot Light ZAXIH0| £E2] X|HL
Spot Cut Off Angle2 262 4% SIRCMH, 0] &S =O0|H Spot Light 7t HX[A| ELICt,

(180 Of& 22|™H Spot Light?t S=kstX| A ELICt)

————— 0{7|M REl= M =2l 2H 017] HE0 E8xE USULCEL M =8t 0
G7|M Q3 U2 -1 YLICt AT 20|E7} HHHC = S=51| flsiM= 0l 242 S+0{0F BfLICt.
Zdo| X[l Light Positon2 24 WOz B UHLCt

Spot Light= Z2 22kl S+ WAL= B U0{0F L1t SZHe| LHXS SaHM 5h= Al 20| ofiZ} LHOflM 25l X|AH| EL
Ct.

0ok Spot Light7t (0, 0, 1) OIT Lat S| #E Hgto] Bt} |0 H2{M XS SahM AM == A 242 o12H0] OFd
Z}0| |0 HELICE

J™o= 0] 222 (0, 0, -1)0| E|0{0F 3=2 Z&LIC,

(Orgd JUSLICH OME U2 oM SUt7} 2lok= HIE LIQX| ELICE)

AN

www. Bandieam.co. kr
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(Vertex shader2 F&E Spot Light)

www.Bandicam.co.kr
]

(Pixel shader2 F&{El Spot Light, Exponent 0)

www.Bandicam.co.kr

(Pixel shader2 FL&E Spot Light, Exponent 36)




0{7|M MHSH HEE2 iPhone 3D Programming 3} OpenGL ES 2.0 Programming Guide Z0i| o[0] Lt2t U=

S 24 AL O7|M2] HE2 HHHUAZ Y2 O|FSIAIH X ZELICL

flel F oM Otel2 22 X at0f| tHoiM= CHEX] LUSLICE
J3X 2240 CH3HA= Shader X2:Direct X9 #|0IE =272 240f] HHO| Lt AT,

S3oH 22 X2 M2 HTSIME B2 % ZHL.

O4OR X} AR J|E WHYS O1R2 SES SHHUBLIC
LHE MI| NRSIKIE SEH0| EIUELICL

BE S0l OFHE EAY S|, 1018 ST QLD 22 WS HUL.

Ju

UYORBLE AL XWS FHHM I MO % ZUIR. -o-;

fol= M= Eelgh AU

XIS7X] O47|M MBS WHS2 M3 Ho MG 2A OI-A EZFLE 5t 442
AN ZoE E7{Lt OLAE ESHE| A 2H2210] OLLIOM 2F 7t JAS sk JSFLICE M
O

=]
g =20l M7t AAL HFo| 25t £E20| JACHH HI=Z XX FHA|

C

OGLES20 Template Application ported to mfc and android

f

0jo

& 2

r|r
i
»
01)|
O
&
g
o
>
Iw
n'nﬁ
44

[GLES20] 14. =Y XM&s}7| -

= Toon ShadingS ZtSHA| Helet 20| Texture XE|Z2 O7IEE

LHE Ll

o

Spot Light

SHAELICE
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http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=02_ParametricSurface.v.1.2.1.zip&can=2&q=#makechanges

[GLES20] 15, =Y ZZ5}7| - Toon Shading 2011.11.30 23:51

ZH XMEZ36}7] - Toon Shading (294291 402 E3)

E lojg2 CH2 ZLZ Cell Shading 0|2t = FEL|C,
CHE2| AIAZ0] U= Het & HHEI0 USLICE

Ol 2A|H, cartoon rendering 0|I CHSHA "ESHO 4|08 B = "M 22 QA F S0l S7HXI7 HEE ACHH

Toon ShadingO|2t11 M2|3t1 UELICY,

iPhone 3D Programming H0jIM= "SASXQI Hl0|d B WAooz S 5t YAFLICH

1. Toon Shading O|Zt?

ol

3D Programming®| SX2 stHO| H|EX|= Z0| OFX| & MA2| 240} HIXSHA| E&ist7| I5t WHLICE,
S5O0 AKX ZO| ZO| LXKz Al AMZECRE L= AYULICH
O], st ME LKA ME2lohH, H] $A Mol 0| E|of HELICE
Toon Shading®| HEHZ! 7|#S Non photo realistic rendering(NPR) H|AtAIZOI I

om
I
>
°
Iu

gfLCt,

iPhone 3D Programming 22| Z#< "4% 210|2} S4Z S4A7(7"H0IM Toon Shading & AE5t USLICE

[GLES20] 15. = X&3}7| - Toon Shading - 136


http://blog.daum.net/aero2k/80
http://bbs2.ruliweb.daum.net/gaia/do/ruliweb/default/101/read?bbsId=G005&articleId=8749477&itemId=421
http://ofps.oreilly.com/titles/9780596804824/chrealism.html#fig-ToonShading
http://ofps.oreilly.com/titles/9780596804824/chrealism.html#fig-ToonShading

OIFHOANE TEE UXIBL MBS QLT WY WAH X2 ULl YE -o-;

Toon Shading®il oA EC 2o H2H sh= FE0121 SHX|2, O1FA 2| 51H He= 7L Y2k MES A ZUL.

Me MAL 2EsH| 211 "ojZt 220 tioiM £ S Sl=F SHUSLIC

7t Wi = X2| WHS FHZ Ambient, 42 Diffuse, Z™E Specular, XIHZ Spot S0| JAUSLICE,
0|§ gtz ZAH0= Diffuse factor?t Specular factor7b UUASLILCE,

MMHE

Diffuse factor= H2| Zt=t EHO| Zt=2| OI5iA Hdk|= 20|M, Specular factore= 442 2t} WO| ZIE HEMO| ZI:0f|
ol3 H3ikl= SIYEI0|E ZhLCt.

XHE B3sty 523t factor= Diffuse factor &IL|C}.
Figure 4.9. Diffuse Lighting
t
' })

e
WOl EHO 100% 7|2 BHF7| Yol Lol 2=t BEHO| ZIEo| AfQl 10| (=& O|F0{0f #LICt(acos(1) = 0k)
40| EHO| 50% H7|12 Ho{F7| lsiM= Lo 2=t HEHO| Ziro| AfQl 20| 60=E 0|F0{0F §LICE (acos(0.5) = 60k)
20| £H

Ol 0% $4712 2oiF7| fIsiM= WOl ZHz ot BMO| Ztof Al Zt0] 9= 0|4 O[F0{0F FLICt (acos(0) = H=)

|2} Z0] consine §4+E2 S5l 3t difuse factor2 O|235HA #|0|ZE ASASIA T8 siL|Ct,

o= —T

Jon

<
oE!
rlo
40
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iPhone 3D Programming 22| Of|H|0l A= CISat Z0| 4THAIZ O|R 0K USLIC

Shaders/PixelLighting.frag

vec3 calcLightToon() {
float df = max(c_zero, dot(N, L));
if (df € 0.1) df = 0.0;
else if (df € 0.3) df = 0.3;
else if (df € 0.6) df = 0.6;

else df = 1.0;
}
-, 2Mtg A0 100% ~ 60% H 100%22F 23S MESHCt
—-. 2k ZTt 59% ~ 30% H 60%=2F =HitES MESIT}
—-. 2 AT 29% ~ 10% H 0%=0 2HiES M5
-, 2MtE AT 9% ~ 0% H %22 2t MESIHCH
4o YO R #7 A B3 EHOoR SHS XMOl oY B3 YULICE

J!‘.’l'

21} =0 S5tYU2}0|EE E¥S= Specular factorfi= &

Shaders/PixelLighting.frag

vec3 calcLightToon() {
float sf = max(c_zero, dot(N, H)); // Blinn model
sf = pow(sf, u_shininess);

sf = step(0.5, sf);

step(a, b) &= CIS0F 22 YLIC

BAZ Mok 7t EUC.

z o

8st7|

- Toon Shading

- 138



float step(float edge, float x)

{
return x { edge ? 0.0 : 1.0;

}

CHA] 25HH, step(0.5, sfl= 0.52CH 3™ Specular LightS 100% 2t&stal, 0.52CH ZCHH 0% HtHst2t= 2l0] LCt

Zil= oS3 20| H s Mol o S

0>

fo] ELCt "af;

wwwi. llandicam.co.kr
|

3 E2E
Toon Shading 0| ¥ LTE © ojmx| EHEl= ¥2 WHS0| ALCh
oi

[=]
HZ(Ink) 1, 224 (Outline), A2 22, Hatching S HL SH7t Ol AL ™

OGLES20 Template Application ported to mfc and android
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http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=02_ParametricSurface.v.1.2.1.zip&can=2&q=#makechanges
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[GLES20]16. Q/A Z7|X |2} FBO ARZA| S22 He| 2012.01.01 15:43

M7t Eelgt Android 3D Programming ZZHAM S8t 2E AFL0| AN HelE s ZHUASLICL

1. Q&A

EE1]

9ff QtEZO0|EE glgen glbind QtAI7|ZE?

[EfH]
glGenZ} gBind= O R2ES YUSSIA=X| & ZEALHL.
FBO, VBO, Texture S glGeni gIBindE HFAIR Fdk= ZS0| HOLA,
M A7t 6f7[0] 22! Ki”l= Android2t MicE E&6H SUSLICH
H ZEHEM= EclipseZ Android project?t US Z<0l= NDK(jni)Z LUS2 build® Android.mket JNI
NativeRenderer.cpp®t UX| 4H| Renderer 78 £&2 HO|X| LSLICE
=

=]
=]
MFCZ DZZHMEZS oMM EA|H 243 MAES 24 UOH 0|Z0 glGenxxx, giBindxxx & 2E0| UALICH

—

=2

SHTI0M 7t2 2E / Mz EEE HEE 32, iU XM= oo 5Hte?

[GLES20] 16. Q/A R7IX|2t FBO A2A| Ro/H Ha|

- 14


http://blog.daum.net/aero2k/82

—

EtH]
QIER0|E2| HL, Java THOAM X 2| 3HFA{O0F BILICE,

QtEZ0|E0A= EGLViewE GLSurfaceView® 73 gL|C},

72|11 0] GLSurfaceViewS Android Activie2| Main View0| add A|ZIL|C}.
0|RE2 UER0|E J7|2MHE IS =H £E2 A ZSLICL

(M A& FEHO|ME= GLRenderActivity.java®ll HA|H setContentViw(mGLView) 220IA 7t giLICH)

GLSurfaceView7t HHXMO R ‘44 E|UCHH, THUT|2| Orientation0| $HZ Emj OtLi,
onSurfaceChanged() &7t & ELICt,

X NativeRenderer.java®ilA 0] 228 X2lotil UM, nativeResize()&+E SSELICL
0] ol 28 BE2 INIZ 724E|0f U2, NativeRenderer.cpp?l

Java_com_myastro_main_jni_NativeRenderer_nativeResize 2+ H|% ELIC,

02 M7t 22 OIFIME= ResizeWindow()Li0il glGent gIBind 7t L=El, OIF SHK| Sh= F=20] WA UAFLICH E
gty|o
=271=

712 ko] HZZWOCH AL YEEA ELIC
|HstE AlZ! 6iFl= OtL|7| miE0| =FO0| BLELICE
OIS S0f Oof2Het ZOl...

P)Il

void RenderingEngine::ResizeWindow(int width, int height)
{

if (m_screenSize.x |= width && m_screenSize.y |= height) {

// Create Off-screen FBO
glGenFramebuffers(1, &m_offscreen_framebuffer);
glBindFramebuffer(GL_FRAMEBUFFER, m_offscreen_framebuffer);
// Create Off-screen FBO
}

}

EE 0] YT 0™ fboE AMl= A5t U7| WRO0 A4S HXEt £|o] UKX|= PSLICH M

[2&3]
GLSurfaceViews CIEHIHZEE X717 OtA SHiFE=71?

[EH]
CIESHHE S oiFX|= ST
N7t 47|12= Ol0|Z: CISHIES X|HSH| = A= Y1 UFLC.

UM O = OGLES2.00AM= CIEHIES X|SCii e sh=Hi(ZoME), OFF XM= M3stX| RiELICt

[GLES20] 16. Q/A R7tX|2} FBO AHEA|

7ol EH

4
o

-
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(22 Ofx] AEE gttt T ™)
SEX|2t o|O] OMMX| BEZED|, HEHHES tHXsk= 7|&2 Framebuffer ObjectS OI2§LILCE
FBOZ OnScreen $H7H, OffScreen SH7HA4.. THSO0{A At25H= WHRILIC

OfO|Z 3D programming 0= MHO| Liet AL o|0] HHHMSA ZUL

(d E230= RenderToTexture E(hitp://blog.daum.net/aero2k/53)0il 7|29l HH2 |0 UELICE)

=

4]
O[0|Z0|AM= glDraw 5t LtA [m_context presentRenderbuffer:GL_RENDERBUFFER]; &<~(i0S 7|£22& messagezt

Ix BE2X)E S& sh=dl, ¢AER0|EE GLSurfaceView?t SE5HH E[LIR?

[Eft]
O}0|Z0IM= OpenGLESE XzZ|ShH=0l EGLE AM23IX| 911 EAGLOIZIL Apple 82 THE HTS ALEEILICE

CtZ2l [m_context presentRenderbuffer:GL_RENDERBUFFER]; O] £:22 O}0|Z0j|2t sHEst= AISIUC R X2[oiE TR
E HAEL-“:I'.

=E UER0|ELL AERX AAHOIM OpenGL £ 0I8517] 2I5HAM EGL ZXIE 2HS0{0F BiLICE
0| EGLE UEE= -?—IXI7} QIER0|E2| Z2?, GLSurfaceView2 2 0| HHE &3} A X2[sHF oF HLiCt.
29| B2, MFC 7|Z2Z+= CView SHAE HS2UO0tM CEGLView § THE0{0F BLICL EGL 0Ol CHSHM= &3 Xtz

(B2 5
E0| 2o X AACL HIWSHA HA|IH O|5H7} E|A|Z|2t A2t ELICt)

GLSurfaceView0llA] S&%|0{ X|= onDrawFrame() &4(Listener method)0ll X=gt Rendererg SE5HFAIH ELICE
(0] H2l= Java2 ZgE $x UM, X Gix|2t Z0| Native C++2 EME & JUSLICL)

H| ofiX|oilA= NDKE2| nativeRender() —) Java_com_myastro_main_jni_NativeRenderer_nativeRender&t+2 S& &L
Ct.

Java Renderer?t Native Renderer2| A2 H0f| CHSHA|= 0]0] AEZO0|= Mol 0| Lot USLICE

S FISHM H GHE EAIH =20| o HEA Zu

2. FBO ArEA| 7eld EH

OFX|2o 2 ZR0= AUXITH MAHS XIH, Of0| =t A= Z20|=(Windows MFC)UIAS] Framebuffer Object2] AFE HHof| L0
M XI0|7} Q&LICH

[GLES20] 16. Q/A Z7}X|2t FBO ALEAl R21d ™2l - 143


http://blog.daum.net/aero2k/53

Framebuffer2t Of2H2| 12at 20| ™ OtX|2} THof| fIX[g HIHZ OpenGLOIA LCD Buffer ®H22 H0{7t7| = {1X| YLICt,

(ZCf MMISH MBS BFEMEO| H2I5H hitp://cafe naver com/gld3d/130 & 0| HAHAIL M)

Vertex Arrays/
™1 Buffer Objects
Y
L Vertex Primitive | s
i shader Assembly Rasterization
'T'
AP ’
Texture
Memory
Fragment ’ Per-Fragment | |
Shader Operations Framobutfor l
Figure 1-1 OpenGL ES 2.0 Graphics Pipeline
OIO|Z AAE QMIERO|E AAR EESI= 0| 71 HHMZE R2R5|= FE20| OOt Framebuffer Object AF2E 0| Ot 4
Z} ghLct,

M7t =2 Android 3DUIRIIME O] X2t HEE =28 277t ASLIC

£E SHsk=tl= M7t eYELC V)

A

=2a 27} £l BEL HIEHE X735} Sl= Initialize E0lA LAISHL|CE

void RenderingEngine:initialize(int width, int height) {

// Create the depth buffer.

glGenRenderbuffers(1, &m_depthRenderbuffer);
glBindRenderbuffer(GL_RENDERBUFFER, m_depthRenderbuffer);
glRenderbufferStorage(GL_RENDERBUFFER, GL_DEPTH_COMPONENT16, width, height);
// Create the framebuffer object.

glGenFramebuffers(1, &m_framebuffer);

glBindFramebuffer(GL_FRAMEBUFFER, m_framebuffer);
glFramebufferRenderbuffer(GL_FRAMEBUFFER,

[GLES20] 16. Q/A R7IX|2t FBO AF2Al |o/H H2| - 14


http://cafe.naver.com/gld3d/130

GL_COLOR_ATTACHMENTO,
GL_RENDERBUFFER,
m_colorRenderbuffer);
glFramebufferRenderbuffer(GL_FRAMEBUFFER,
GL_DEPTH_ATTACHMENT,
GL_RENDERBUFFER,
m_depthRenderbuffer);

// Bind the color buffer for rendering.
glBindRenderbuffer(GL_RENDERBUFFER, m_colorRenderbuffer);

#ifndef PLATFORM_IOS
glBindFramebuffer(GL_FRAMEBUFFER, 0);
#endif
}
=75t &2 FBOZ m_framebuffer £ MHM=0H, AAEZ0|E2F WindowsUHIAl= 0|2 AMEsHX| 21 USLICEH
glBindFramebuffer(GL_FRAMEBUFFER, 0);

S&81M m_framebuffers AF28IX| 21 "0" H IDS AR FHL|C

O[0|Z2| ZL0l= On Screen Buffer & FBO ID2| #<, System Frame buffer Object 21 0810 OFl, JHUX}7} gIGenst IDE
AL235H0F gfLICt(OtO|Z 3D T2 Y MoME HF0| =0 USLICE)
SIX[2t t=EZ0|=Q Windows SEHZ0|AME= System Frame buffer Objects 022 0]0] MoHA UELICE
J™OZ On Screen Buffer 2+2 0% 0]0{0f LILCE,
QIEZ0|ER} MERE ESMENAM= System Frame buffer Objects &tQ1517| 2IsHA 0|2E|=

glGetintegerv(GL_FRAMEBUFFER_BINDING, &m_framebuffer);
0|83 HS+ ASULE 0] 22 00| LIS LY.

Ha|5HH, OlO|ZE AAE OICZ0|E AAR HEISH A0 On Screen Buffer £ LCD Buffer®ll 12| HHIE X2|g A=

FBO ID7} 0t olojof Aoz &i30| C|AZ0| ELICL.

-— T} dH 1 -~
On Screen Buffer 2= 20{7} & 0|37t Qt7HAMCHH, SHHO| HC{=ESH 3D HAE TJ2{F7] AIsHA,
10| X]HE FBO ID7} On Screen Buffer £ 7|2

i
foi
]
ol
<
A J
|'>|

glDrawArray £ glDrawElement &4+ SE§LICE 0] &
7= ID YLt

[GLES20] 16. Q/A Z7X|2t FBO AHBAl f21H Ha| - 145



-— Ft 282 -

J1ELCHH FBOE 0I&3HM Render To TextureE T3igt 4<R0= CE HI{E Z0| On Screen Buffer 2t OfL|2t Off
Screen Buffer& FBOZ /g §tLILCY.

O|if= On Screen Buffer®l siEsk= FBO IDE 08H0| &|0{0F 511, CIE HIH2|S floH M5t Off Screen Buffer FBO IDE
glGenFramebuffers(1, &m_offscreen_framebuffer);2t Z0| THSO0{A,

glBindFramebuffer(GL_FRAMEBUFFER, m_offscreen_framebuffer); &4+2 HIQIYsiA &2 T2/ FLIC,

7]

O dAMist 4H2 Render To Texture &S CIEM CIA| 2|5 H=E SIESLICE

[GLES20] 16. Q/A H7}X|2t FBO AIEAl R2lH Ha|
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[GLES20] 17 HIA XK ML25}17| 2HMA] ZH| AFat XE| 2012.01.16 13:18

168 RE=

Texture EHEHSHA Mo E=E SHISLICE
} Z

7|25l EXxt= Chaa Z2EU

—_

0|0jx| ol =5
Single Texture
Multi Texture
Bumpmap Texture
Cubemap Texture
Render To Texture

Blur(Bruteforce blur and Gaussian blur)

(22 919 Sxh= M HAXMQ AP E= ZXAHA O] 20p7F W71H HY 2 £ JASFLICHL )

AKX 25| YMA FH| AHE M2

3D OfIM TextureE HE317| fIsiME PNG, JPG, BMP, TGA, PVR IS 22 2D image IUSS decoding dliAd,
RGBA HE{2| byte array 2 HetsH F o ELICE,

[GLES20] 17. HIA X M25}7| LM A =H| AFSt M2| . 147


http://blog.daum.net/aero2k/83

OIE =0{ HILILIE 3DE 12]7| {lshM= CiSat #2 2D 0|0|X| mo| HBtLICt,
(O] I “http://heikobehrens.net/2009/08/27/obj2opengl/ Ol A HHZEEl HFL{LE M AL|CY)

O[OIX| Xtal= HiLILIS| &-S HE HOFE 31H QLICL

1. MFCOlIM 2D O[O|X] 25}

MFCOlIA O|O|X] Mg 2HSH= QUESIMA HMGHH CisH ghHg &2 &+ USLICH
BMP, TGA 52| Decoder= M SRIMHME AHE HAX|DE PNGLE JPGSS Decoding t7| $lsiA= F7t 2t0jE2{2|7t U
ofof BfLICE,

07| Zpdsh= GIMIS2 HIAE U2E Cximage 2t0|2Z2|E OIZ3HM ZHAsHES SHISLICE(Version 5.99c)
Cxlmage 2{0|=2{2|7} zlib 2tO[MAE ME& open source Y2E XZEXt0| CHEH 2tO[MIA H7|DF SHECHH M-2310 S5
A M7t =EXl= 9471 W20 MEIRSLICE

JIEHOE MEBYT ZHEEILICE

CIREE 92 Cximage ZE2HMEE ReleaseZ YUESHH, CH3at 22 210|E2{2|E ¢S + JUSLIC

cximage.lib jasper.lib jbig.lib Jpeg.lib png.lib Tiff.lib zlib.lib

[GLES20] 17. HIAX ME5}7| LM A =H| AFSt M2| - 148



FHC): |B4(Debug) | 2xEE: |Bawin2 -] [ 24 2am0)..

=& =4 Llibjcximage.lib jasperib jbig.lib Jpeg.lib pngJib Tifflib zlib.lib...|
T4 &4 BE 7|E 2H0|E32 BAl Of Lk
=2 £3 210|282 2A
HHZ 2F o oy
et B8O 2F 27
2 Be|Es an B
L L 27 7|z BE
== X9 2= DL
OE—== = =
Oy z HEE= 822 B3
11 A e

O|0|X| mAS 2Tok= YHE ZHrefL D).

/OGLES2/Platforms/Windows/Nativelnterface.cpp

-. Cxlmage 2t0|E2{2| S& £&
ImageData CBLoadImage(char* filename, int type)
{
ImageData imgData;
Cximage image;
char resourcePath[256];
sprintf(resourcePath, “../../Textures/%s", filename);
image.Load(resourcePath, type); i ==== 1l{l]
if (image.lIsValid()) {
int length = (int)image.GetSize();
long size = 0;
BYTE" buffer = 0;
image.Encode2RGBA(buffer, size); /I ——-(2)
//CxMemFile memfile;
//memfile.Open();
//image.Encode(&memfile, CXIMAGE_FORMAT_BMP);
//BYTE* buffer = memfile.GetBuffer();
//long size = memfile.Size();
m_plmageData = new BYTE[size];
memcpy(&m_plmageData[0], buffer, sizeof(BYTE)*size);
imgData.Size = ivec2((int)image.GetWidth(), (int)image.GetHeight());

imgData.length = size;

[GLES20] 17. HAX XE5L7| MM EH| Ag Ha|
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imgData.image_data.resize(size);
vector{unsigned char):iterator data = imgData.image_data.begin();

for (int i=0; i{size; ++i) {
*data++ = (unsigned char)m_plmageData[il; // -——- (3)

}
image.FreeMemory(buffer);
}
return imgData;
}

(1) - CXIMAGE_FORMAT_BMP, CXIMAGE_FORMAT_JPG, CXIMAGE_FORMAT_PNG,

CXIMAGE_FORMAT_TGA 2tZ2 typeil U}E O|0|X| IjY E7|

ogk
|o
u
[
ok
ro
fu

232t 0|0|X| DIUS RGBA HE|= Het

(2 :
(3) : RGBA HIOIEIS Open GL OIA] A& byte array

-. BMP It =g
ImageData CBLoadlmageBmp(string filename)

{
ImageData imgData;

int len = strlen(filename.c_str());
char* text_utf = new char[len*2+1];

strepy(text_utf, filename.c_str());
imgData = CBLoadImage(text_utf, CXIMAGE_FORMAT_BMP);

memset(text_utf, 0x00, len*2+1);

delete[] text_utf;
return imgData;

-. JPG It 2
ImageData CBLoadImagedJpg(string filename)
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-. PNG It 29

ImageData CBLoadlmagePng(string filename)

-. TGA ojd 29

ImageData CBLoadlmageTga(string filename)

CxImageOII CHoiM O 235k 22 WOl 227 F g 20| & 4% Eof JAFLICE Y

2. Android0Oi|A 2D 0|O|X] 2E35}7]

OlOIE O] X2 HAlE BEE2 7|2XOoZ QtEZ0|E0|A BMPLF PNG O|0|X| 222 0|0] AEs] BEAS Ho=Z HQlL|LCT,
J™o=Z 2D 0|0|X| 2Yof| Cidt LHXQ HES MfsI=E SHASLICH M

[ |

CtX| JavaZt OF! NDKOIA Open GLE X2|5l1 US2Z, Android API2! Drawable O|Lt InputStream 2 0|23 Y2 Bitmap
HHIE MMSH S RGBA byte array buffer2 $HZ $t5 NDK SR L2 HLHOF SfL|C}.

H AX?)0ME com.myastro.gles.ResourceManager OlA bmp, png, tga, jpgS2l 0I0|X| MYS C|FLHSIEE ¢ &
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http://blog.naver.com/kdha83?Redirect=Log&logNo=98673605
http://www.codeproject.com/KB/graphics/cximage.aspx

USLICE

RGBA byte array buffer@| Z< Java Activity@| =7|2} Al0f| sl = = U220, M7} F2dg WAL Z0| Activity 7|2t Al
H0| Ofl, NDKEHOA Open GLO| =7|8t El= APHO ®zlaH S+E USLICH

Z NDKefe| E412 Activity main threaddlA & &= SHEH7L Ofd,

Native THOl Activity E7|s} AI™0| XESH g_VM-)AttachCurrentThread(&env, NULL)OIA{ Activity main thread2 & k= &
Aoz F¥ &0 UASLICE

(YHHMo 2 JNIZ S8t S410] Java —-) JNI -) Native layer £ S41 E|X|2F g VME O|835HA, Native layer —) JNI —) Java
gILICE O] B20fl ChaiAs 222 stAIALE M AIZIA NativeRenderer20.cpp {--) CBJavaHander.java

0[o|x] mYo|] 2= #let =M= L=t 20| i ELCh

Portable C++

RenderingEngine

4

ApplicationEngine

I

NativeRenderer

3

OpenGL|ES
v

AndroidJava [ ) )
NativeRenderer

.

- '

[ EGLView ] CBJavaHandler

GLSurfageView Android
API
A 4 v v

jni/OGLES20/NativeRenderer20.cpp
ImageData CBLoadIlmage(string filename)
{

JNIEnv* env;

g_VM-)AttachCurrentThread(&env, NULL); // —————————————— (1)

jMainCls = (*env).FindClass(CB_CLASS_MAIN);

mLoadimage =

(*env).GetStaticMethodID(jMainCls, CB_CLASS_LOADIMAGE_FUNC, CB_CLASS_LOADIMAGE_SIG);
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jobject res_texture_description =
(jobject)(*env).CallStaticIntMethod(jMainCls, mLoadlmage, (*env).NewStringUTF(text_utf)); // —— (2)

/l ————- (3)
int width = (int)env-)GetintField(res_texture_description, tex_description_field_id.width);

int height = (int)env—)GetintField(res_texture_description, tex_description_field_id.height);

int length = (int)env-)GetintField(res_texture_description, tex_description_field_id.length);

jobject array_obj = (jobject)env-)GetObjectField(res_texture_description, tex_description_field_id.image_data);
jboolean iscopy;

jbyte* array_element = env-)GetByteArrayElements((jbyteArray)array_obj, &iscopy);

imgData.Size = ivec2(width, height);

imgData.length = length;

imgData.image_data.resize(length);

vector{unsigned char):iterator data = imgData.image_data.begin();

for (int i=0; i { length; i++) {

“data++ = (unsigned char)array_element[il; // (4)
}

int len2 = sizeof(array_element);
env-)ReleaseByteArrayElements((jpyteArray)array_obj, array_element, 0);

return imgData;

}

(1) g_VM-)AttachCurrentThread(&env, NULL); & 3t Native thread Z{H| HE &5

(2) CallStaticintMethod() 842 S35 Java T2| CBJavaHandlerMfiA 13E _|oadimage() &4 S

0] X|M0IM Native thread= _loadimage()&4S S5HM ST 0|0|X| mAS 2ESEL7| H7X| Lock ELCt,
NativeRenderer20.CBLoadImage.CallStaticinMethod() ——) com.myastro.main.jni.CBJavaHandler._loadimage() —-)
com.myastro.gles.ResourceManager.ResourceManager() ——) _loadimage() ——) CBLoadlmage()

Z 0|3 gt

(3) 248t o|O|x|oi| CHSt width, height, byte array buffer 7|

oo
4%
M
Ofm
=°£
_>.:
r|o
&
><
Q.
D
w
o
=1
o
3
g
Q.
=
Hu
4
_m_
.{'
mI
III
-

com.myastro.main.jni.CBJavaHandler._loadlmage()
Ct.

(4) RGBA HIOIEtE Open GL OlA AI2E! byte array o= Bt
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O|X| Open GL £ Texture £ I T3t width, height, RGBA byte array buffer @J{&LIC}.

3. 28

NDK =0 OpenGLE FAE ZA0= 0[0|X| ZZMA TES Android.mk LHO| F8I5HA Al25H= AR
M= 2 X240 Android API O|23HA P51l %oM, §8M02 MZICHH JCHK| FHMEIKIE RsIAHL M,
Z0| JNIO| RHEES £ LQE US HLUZAR 55

F7I2 o0l Zat Ha| AEZ0|=0| FR0= TR0 GPU 0| O CHELC.
(OlOIEZ2 OF=TX] PowerVR Et ALE)
O[m{Z0i NDKOl Open GLE T8 B2, A T M= SE6ks HOol BHETUMME SAGH| s EX7H L

CHEEZQ! Ofl7F A St ZEA| 2| B2 Power VR S AESHA|T, ZEA| S22 ZS ARM Mali S AFEEILICE
Power VRAI2| GPUS| B OIO|ZUIME AHESH7| MHE0 OFF2H OfO|Z0A Foigt ZEI} +=&5HAH ZEO|

S22| FR0= FBO7I YHEH2Z FE6IX| §e E7t L.

HICHZ Z2A| S20 M= ESHA Foish Areto] ZEA| SLt M= HIYY SEshs 3 BELUCH -o-;

GIEE0{ RTT #&A| Offscreen sizeE NPOT 27|12 MHE AL, AZA| S20|ME MM SEH6HE Z40]

A=A HoM= A ST = ZRT1 Sl

Ol= Power VR %o A< o|0|X|e| 7t2-MZ 37|17} POT(Power Of Two, 22| HEHIE, 2x2, 4x4, 64x128) SizeCG{OF EiLILCE,
SHX|2F Z2IA| S22| A NPOT Sizek: MMXOZ X|ELICE

ZS20|M POTO &1 AKX 0401 F1245ICE7H UM BAX LIQX| §I=CHH, POTE HHMZ 2

0>
gg
HL
rr
N
H-|
O
in}3
-
n
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[GLES20] 18, ElIA X X1235}17| - 2D Texture 2012.01.18 00:41

BIAX M&35}7| - 2D Texture

OtOl= 0|22 9= BE29| ¥, 7I2XHOZ OpenGL L OpenGL ES 1.x0A HIAX S HEMS Zi0[2t M2t ELict,
OpenGL 2g AtH EHA T XMo|7] mHZ0 2 MS 20 B WS FHELICL

HIEMEEH| dH5H "[lioS Gl View PHS71113. Texturing” H0IM= HHO| & =0 UASLICE

All about OpenGL ES 2.x [J (part 2/3)

(http://db~ —about-opengi-es=2-x-part-23))

07|M= OpenGL ES 2.00IM 2D Texture S ALE5t7| 2IoHAM= O{EA X2[sHOF Sk=XI0f| CHoHA ECE HSsH=E SHASLICE

1. Texture 12|7|X Z=H|A}St

BIAXS| ZF0= 2D Texture, Multi Texture, Cubemap Texture, Bumpmap Texture S5 Ct¥st 2210 UELICE
(3D TextureT UX|Tt O]= GL_TEXTURE_3D_OES 2l extension 2= MEF )
QUHIXMOZ 71X 20| AF23H= 2D TextureOl CHSHA] Lot EEE S7IELICE

BAKE 12]7] QEIME LRI RE ST 0|0|X| DU 2YS & buffer array2 HZAGHOF 51T,
71 Cj20l= Texture IDE 44 St% 0| IDO buffer arrayS X&3HOF BHLICE
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BHIAX |D A4A 2 0|0|X] RGBA I X%t

GLuint RenderingEngine::icreateTexture(const string& file, bool bPot, int wrapMode)
{

GLuint tex;

glGenTextures(1, &tex);

glBindTexture(GL_TEXTURE_2D, tex);

loadlmage(m_resourceManager—)Loadlmage(file));

GLenum minFilter = (bPot ? GL_LINEAR : GL_LINEAR_MIPMAP_LINEAR);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, minFilter);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

if (bPot) {
if (wrapMode == 1) {
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE);
} else {
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);
}
} else {
//glTexParameteri(GL_TEXTURE_2D, GL_GENERATE_MIPMAP, GL_TRUE);
glGenerateMipmap(GL_TEXTURE_2D);
}
return tex;

}

FEQ| M2 OpenGL ES 1.x2t RAFEHLICE,

(1) glGenTexture() &+E O|23HA Texture IDS MA5tL,

(2) giBindTexture() &+E O|83HA 443t Texture IDE WIS},

(3) glTeximage2D() 42 O|231A "16% " 0lA Y2 RGBA byte array2 X&s5t,
(4) glTexParameteri() &<+& O0I8diAM SAEE GL_TEXTURE_MIN_FILTER 2t i TE{ GL_TEXTURE_MAG_FILTER &
e = ASULL

(5) glTexParameteri() &4 O0|23§M GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP_T £ O|23A Vertex X
BEH H7H A|7{ZFE= GL_CLAMP_TO_EDGE 9t HIAKZE & HH2 A|Z GL_REPEATS AMSH & UL

ol A
s |
LWS A& A0 glGenerateMipmap(GL_TEXTURE_2D) £ 0|23 F12

_|.
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GL_NEAREST : 21 &4 TE=Z, 71 ZHet HH0| MYS AFSSITh Tastn HEA EdE.
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);

GL_LINEAR : &g M&(bilinear) TEIE YNAF2Z, EIM0M QUES 2x2 HES WEHSI0 715X| WS 8t
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

GL_LINEAR_MIPMAP_LINEAR : &5 M&(TRILINEAR) ZEECZ 7}% 2 &M FINE HObAM Z42F GL_LINEAR ZEE

st
stst At 242 M=Ch OpenGLE 0| EIS fIsHM 871l MES FESIEE, 71H &2 X AUS MYst= THo|C,
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR_MIPMAP_LINEAR);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

BIMe ZATIEOF FEHS O|X|H, OpenGL ES 2.00A AI2E ZH0E XIS W &40
glGenerateMipmap(GL_TEXTURE_2D); OI23HAM 2| 7HS3ICH,

O[X| Texture IDE YISIRAS2E, Y3t Texture IDS OIEHA 2HHO|| OfZH T Sh=X[0f| CHoHA] LOHHES SHASLICY.

]

2. 2D Texture

AXIMK|Q] ZEIIM= Vertex Coordination(®& =HE)2} Normal Coordination('HM ZE)E
A ZIHE 0I186iM oY, RE, ¥E, 7, 2HRA 0 33 Z2 Geometry(7ISHE X2
MM ZHEE 0|25 AZ&e| 2t MSo| ZH(Light) 238 HOFUSLICH

ORRIZIX|ZE BIAKE GeometryOll HE2i57| Qo= BIAX ZHEI} EQeiLICE

(HIAX ZtEE Texture Element2t 220 A ElM(texel)0l2t §HLICE,)

OpenGLOIA texel2 7|E pixelZt CHELILCE.

CH2el J8E HAIH, LM |eft-Top0| &Z&(base point) JLICE,
SIX|2F, Open GLOIA S| HEE Left-Bottom L|CE,

(¥H™E Anchor point 2l1= 227|% §iLCt)
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Usual Pixels Order OpenGL Pixels Order

A JPG image The same image inside OpenGL

X2t ofic| o|O|X|E OIE S0 EH H4(normal) 0|0|X|(pixel &=A)2| ZL &Zdt Z2H, 0| 0[0|X|E OpenGLOl XZE5HH,
REZI} 20| FESM S01717| WE0 OpenGLE &HS 12|H FIES UA FLICH
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Normal Invert

oiiZ LHES 627HX|7 AZLIC.

(1) O|OIX] XIHE +Z(MZ) Weke2 FTM XMHsH EC.

(2) O|O|X|Z 242 = Affine coordination(OFE! ZtEH|) £ api S 0I2381A FIRIOA OpenGLY| HESICE,

(3) OpenGLOIA O|E2E texel?| y ZtEHO| -1.0f & I S22AM 4 FIZO XA St

(4) Vertex Shader0flA vertex position0i| sH=st= 2H("gl_Vertex.y" to "a_position.y")0ll -1.0f2 Sl 2= M

st FZO XA Stk ("a_position"2 |7t 0|83t= attribute vec4 a_position; HE-2A HEH2 HHYA ALSHE FLICEH

")

>

07|M ZFolgt M (3)Ha} (4)H2| HL Render To TextureE O|E3aHA StHE H3dsH =i RTTSH O|0|X|7} Left-Top2 2
L

HEHOIM BAO| yR0O| S57F SoHMA Left-Bottom &=MZ CHA| FIEOX|= 2M7t YUY = AS2=,
HoHIMel oo =E (1)Ha} (2)H Yol Mg A ZELICL

3. Draw Banana

O|H| HILILIE 7|Z22 AXN| ShaderE O|83HAM Texture Rendering sl S20| oAl EAELICE
Mol HXIE Qo2 EastH L3t ZELICE
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KAk (Left-Top) S| & al(Left-Bottom)

(A2FE 20| AMM CFE HOIM CHE MultiTexture2t S2HEI0 A7] THE0) HHQI I}

rr

& OE = UsUL)

Classes/RenderingEngine.CH03.ES20.cpp

HICE 517|1H

P

715 2E Hal

(«]]]
HI

void RenderingEngine:initialize(const vector{ISurface*)& surfaces)

{

m_textures.BANANA = createTexture(TextureFiles[BANANA], true); // -——- (1)
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// Initialize OpenGL ES STATE

Initialize(width, height); // (4)
}
[ smmmmmm e (2)
GLuint RenderingEngine::icreate Texture(const string& file, bool bPot, int wrapMode)
{
GLuint tex;

glGenTextures(1, &tex);
gIBindTexture(GL_TEXTURE_2D, tex);
loadimage(m_resourceManager—)Loadlmage(file)); // —————————————————- (3)
GLenum minFilter = (bPot ? GL_LINEAR : GL_LINEAR_MIPMAP_LINEAR);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, minFilter);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);
if (bPot) {
if (wrapMode == 1) {
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE);
} else {
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);
}
}else {
//glTexParameteri(GL_TEXTURE_2D, GL_GENERATE_MIPMAP, GL_TRUE);
glGenerateMipmap(GL_TEXTURE_2D);
}
return tex;

}

(1) : HELILE BIAR] MM

createTexture() &+E O[23HA "banana.jpg’ MYS 2 = Texture IDE YASLICY,

0] A5t Texture IDE HILILIE 3DZ #IEZ 17| M0f| gIBindTexture(GL_TEXTURE_2D, tex_id) £ SHZH EL|CE,
(B 3}7| XMO|2t.. gIDrawArraysLt glDrawElements & $£5}7| X 0[2t1 BH =24 Z&LC})

(2) : createTexture() &=
2AUME MHHAX|DF BIAK mdS 2GS

Folg d M2 HE

Texture IDE 4M5H= g+ LICH
M AZA|0l= O|O|X| OIS 2S5

-

0x
mﬂ
m||1
Hu
I
2
|.|-|
re
il
mn
$Q  Aob
n
H>
=]
o

OpenGLO| X&st= g2l gITexImageZD() 2f+ M2l H0M UK of FOF YYHOE SERILICEL
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k

o

(3) : loadlimage() &=
mdg 235t array bufferS glTeximage2D()&t+2 0I231A OpenGLOl XMESH= &S &Lt

(4) : Initialize() &=
OpenGL ES201} =5t VERTEX SHADER, FRAGMENT SHADER STATEE %7|3t= F=2¢lL|C}
O|™ Zu} CHE M2 textureE A2 AUCE L+t 20| FIHX|7t 7} ELLCH

VERTEX SHADERO| M21=l texel 1} 2t attribute €91 "atiribute vec? a_textureCoordIn;"2t HAL|=

m_pixelLight.Attributes.TextureCoord = glGetAttribLocation(program, "a_textureCoordin");
821t FRAGMENT SHADERO|| MA= sampler2D &2 "uniform sampler2D Sampler0;'et HAE|=
glUniform1i(m_pixelLight.Uniforms.Sampler0, 0);

£ F7t =I¥SULY.

(TextureE CHE M sampler2DEQ! Sampler00 0222 =7|8t siFX| L= 20|L} ZET} 2t= JUELICE

Single TextureQ ZQ0|= 022 X7|3} s15K| QLOPE HAXOZ SXf BHLILCH

SHX[2t Multi Texture 7HX| 12{5HA T2IHS B AUOCE Sampler0t= 022 =7|3} siF= A0| E5LICE)

Classes/RenderingEngine.CH03.ES20.cpp

Ay &

e

HI

void RenderingEngine::Render(const vector{Visual)& visuals)

{

// PixelLight

bool blsPixelLight = true;  // ———- (1)
ProgramHandles handler;

handler = m_pixelLight;
glUseProgram(handler.Program);

// Initialize various state.
glEnableVertexAtiribArray(handler.Attributes.Position);
glEnableVertexAttribArray(handler.Atiributes.Normal);
glEnableVertexAtiribArray(handler.Attributes. TextureCoord);  // ———— (2)
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// Set the Texture Mode
if (blsPixelLight) {
glActive Texture(GL_TEXTURE(O + TEXTURE_0);
if (visuallndex == 9) {
glBindTexture(GL_TEXTURE_2D, m_textures.BANANA); /[ ————————- (3)
glUniformli(handler.Uniforms.Sampler0, TEXTURE_0);
} else {
gIBindTexture(GL_TEXTURE_2D, m_textures.CRATE);
glUniformti(handler.Uniforms.Sampler0, TEXTURE_0);
}
}

// Draw the surface.

int stride = 2 * sizeof(vecd) + sizeof(vec2); // ————————- (4)

GLvoid* offset = (GLvoid*) sizeof(vec3); /] ———————- (5

GLint position = handler.Attributes.Position;

GLint normal = handler.Attributes.Normal;

GLint texture = handler.Attributes.TextureCoord; // ————————- (6)

vec4 white(1, 1, 1, 1);

if (drawable.IndexCount € 0) {
glBindBuffer(GL_ARRAY_BUFFER, drawable.VertexBuffer);
glVertexAttribPointer(position, 3, GL_FLOAT, GL_FALSE, stride, 0);
glVertexAtiribPointer(normal, 3, GL_FLOAT, GL_FALSE, stride, offset);
offset = (GLvoid*) (sizeof(vec3) * 2); /] - (7)
glVertexAttribPointer(texture, 2, GL_FLOAT, GL_FALSE, stride, offset); // ————————- (8)
glDrawArrays(GL_TRIANGLES, 0, drawable.VertexCount); // ———-——-—— (9)

} else {

glBindBuffer(GL_ARRAY_BUFFER, drawable.VertexBuffer);
glVertexAttribPointer(position, 3, GL_FLOAT, GL_FALSE, stride, 0);
glVertexAtiribPointer(normal, 3, GL_FLOAT, GL_FALSE, stride, offset);

offset = (GLvoid") (sizeof(vec3) * 2);

glVertexAtiribPointer(texture, 2, GL_FLOAT, GL_FALSE, stride, offset);
glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, drawable.IndexBuffer);
glDrawElements(GL_TRIANGLES, drawable.IndexCount, GL_UNSIGNED_SHORT, 0);

glDisableVertexAttribArray(handler.Attributes.Position);
glDisableVertexAttribArray(handler.Attributes.Normal);
glDisableVertexAttribArray(handler. Attributes TextureCoord); // ———---——- (11)
// VBOZ UnBind 3lOF VBA®t £E0| iCt. // —————-——- (12)
glBindBuffer(GL_ARRAY_BUFFER, 0);
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giBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0);
/* Flush all drawings */

glFinish();

error = checkGLError();

if (Im_spinning) {
xrot += xspeed; /* Add xspeed To xrot */
yrot += yspeed; /* Add yspeed To yrot */

}

glBindTexture(GL_TEXTURE_2D, 0); /| ————————- (13)

glUseProgram(0); /] ————————- (14)
}

(1) : bisPixelLight ‘M=~ MH$HLICE
bool blsPixelLight = true;
handler = m_pixelLight;

glUseProgram(handler.Program);

(2) Texture Coordination Array £ &3} sHEL|C
"glEnableVertexAtiribArray(handler.Attributes. TextureCoord);"

7|1& GLES1.1 7|&22& "glEnableClientState(GL_TEXTURE_COORD_ARRAY);" &4+£ CHASt= S22t
gHMstet vitisl= ) gMsk= (11)# &' gIDisableVertexAttribArray(handler.Attributes. TextureCoord);" 7t
Wo =z A0{0F FLICE,

(3) Banana texture idS HIRIY SHFLILC,

At HAXE 3D HCIE A0 ME517| flsHM= SHE texture idS HIIE SHEIOF RLIC
glBindTexture(GL_TEXTURE_2D, m_textures.BANANA);

glUniform1i(handler.Uniforms.Sampler0, TEXTURE_0);

(Sampler00il CH3HA 02 M MY siF= RFES UM LB ¢l S| 2 LIELIC)
(Zt= Shader0f| M2|El sampler2d ¥~0 glGenTexture() &+ O|E35HA M43t texture id0fl 18 3t &
20z LT} A= BRIt JUSLICL Ol glGen()Al0l XS WHE D7t 10]7] MZ0 JEA sk 42
=M= Galaxy Tabdt 22 PowerVR GPU2| AL, XS MMA| 10] OF 3xxxxx ¥ St 22 =2 XV}t LI”E 427t

IELICE JEez FAIMoz 0d A MM samplerad H0l= 02 F M= 18 E0iF= A0l E2 A ZELICH)

Ral
0
0g
>
bl
a]
-Ql
o

;O

=
banana.objE 3415t & Vertex Buffer Object(VBO)l XZSH SUS2 2, OpenGLAIAI HIZE|7} & 20 sHYdH=
37|E LqFof SLICt. 0] HES Stz 20| stride RALICE

int stride = 2 * sizeof(vec3) + sizeof(vec?);
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"VertexCoord(12) + NormalCoord(12) + TextureCoord(8) = 32" 7} ELILCI,
OpenGL ES 2.0 Programming Guide 0= 0|28 Array Of Structures(Page 104) 2t B3 SiLICE,

(x[y[z][x|y|z]s|[t]s]t]-mmrmm [x]y]z|x]y|z|s][t]s]t]
I | N I I | I | I I
Position Normal Tex0 Tex1 Paosition Normal Tex0 Tex1

Figure 6-2 Position, Normal, and Two Texture Coordinates Stored As an Array

(5) Array Of Structures OflA] Normal Coord0f| it offset & A& gLt
GLvoid* offset = (GLvoid*) sizeof(vec3);

VertexCoord Off CHSt 37| 2t O|SAIHAZE HYUCE 12 bytes RLICH
M2 GLvoid* HENZ FHAEIGHN FAZ HA FLUCH

(6) VERTEX SHADERLHS| Texture Attrbute2t HZE ID iL|C}.

GLint texture = handler.Attributes.TextureCoord;

PixelLighting.vert LH0Oil M=l "a_attribute vec?2 a_textureCoordIn;" HZ 7ks$St Attribute ID LICE,
0| IDE OI23HA (8) SH=20|M Vertex Atiribute Pointer S& Al AF23HA| ELILCH.

(7) Array Of Structures OflA Texture CoordOil CH3t offset 2 A% SILICH,

offset = (GLvoid*) (sizeof(vecd) * 2);

VertexCoord 2t NormalCoord®l LhEt 37| BH2 O|SAIHE HYUCE 24 bytes ULICE
MY GlLvoid* HEIZ FHARIGHIM FAZ YA SL|C

(@)
—
m
2
d

i

[E2 2= "gITexCoordPointer(2, GL_FLOAT, 0, texcoords);"&4+E CHX|Sl= SE2L|Ct,

(9) Vertices WAlOZ HIC|RS §HLIC
glDrawArrays(GL_TRIANGLES, 0, drawable.VertexCount);
banana.obj= glDrawArray WAIO 2 BEEL|HZ header HEIZ TISU7| IR0 0] E20|M T2 X|A FLICE

A

(10) Indices WAlC2 HEYS §LICE
glDrawElements(GL_TRIANGLES, drawable.IndexCount, GL_UNSIGNED_SHORT, 0);
ParametricSurface 2 PIS0{Zl Geometry E2 Indices 2 TS0 X222 0| £20|AM XA ULt

(11) Texture Coordination Array £ H| &As} siELICt.

"gIDisableVertexAttribArray(handler. Atiributes. TextureCoord);"
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gt+£ 7|Z GLES1.1 7|&2Z& "gIDisableClientState(GL_TEXTURE_COORD_ARRAY);" &£ CHX|5t=
ggstet Hithl= gdshs () &4'glEnableVertexAtiribArray(handler.Atiributes. TextureCoord);" 7t

|
Mo Qojof BHLICL.

(12) VBO Z4#MIZ UnBind EHLICE,
Vertex Buffer Array HEE I X|= G2t S SHX| ¥TE VBOE oHHlsH FLIC}.

(13) HIQIE B HAXE SHRIGH SLIC

glBindTexture(GL_TEXTURE_2D, 0);

(14) PixelLighting #IOICIE SHXISH FLICt.
glUseProgram(0);

www. andieam.ca. kr

4, E0 1 S7|
£714OR O|0|X| §1H7| TI5g EH Halsl HES SPAaLIC

O|OIX| #I&7I API H&|

oM AZUX|T, O|0|X] MAUSE 2Tt = raw dataS FIES EQ7t YASULL

FEYLC
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o|mf O|2st= Z0| Affine Transformation API ILIC},

MO Z O0|Z 0| A= LSt 20| ME5HH ELICL

TextureDescription Loadlmage(const string& file)

{

NSString* basePath = [NSString stringWithUTF8String:file.c_str()];
NSString* resourcePath = [[NSBundle mainBundle] resourcePath];
NSString* fullPath = [resourcePath stringByAppendingPathComponentbasePath];
Ullmage* uilmage = [Ullmage imageWithContentsOfFile:fullPath];
TextureDescription description;

description.Size.x = CGImageGetWidth(uilmage.CGImage);
description.Size.y = CGImageGetHeight(uilmage.CGlmage);
description.BitsPerComponent = 8§;

description.Format = TextureFormatRgba;

description.MipCount = 1;

int bpp = description.BitsPerComponent / 2;

int byteCount = description.Size.x * description.Size.y * bpp;
unsigned char* data = (unsigned char)calloc(byteCount, 1);

CGAfiineTransform  transform = CGAffine Transformldentity;
//if (flipimage)
{
transform = CGAffineTransformTranslate(transform, 0, description.Size.y);
transform = CGAffineTransformScale(iransform, 1.0, —1.0);
}
CGColorSpaceRef colorSpace = CGColorSpaceCreateDeviceRGB();
CGBitmaplInfo bitmapInfo = kCGImageAlphaPremultipliedLast | kCGBitmapByteOrder32Big;
CGContextRef context = CGBitmapContexiCreate(data,
description.Size.x, description.Size.y, description.BitsPerComponent, bpp * description.Size.x,
colorSpace, bitmaplnfo);
CGContextConcatCTM(context, transform);
CGColorSpaceRelease(colorSpace);
CGRect rect = CGRectMake(0, 0, description.Size.x, description.Size.y);
CGContextDrawlmage(context, rect, uilmage.CGImage);
CGContextRelease(context);

m_imageData = [NSData dataWithBytesNoCopy:data length:byteCount freeWhenDone:YES];

return description;
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OIEZ0|E0ME Ci2at 20| X8t £ UHLIC

com.myastro.gles.ResourceManager.java

public ResourceManager(Context context, int res)

{

// Get the texture from the Android resource directory

Bitmap bitmap = null;

InputStream is = context.getResources().openRawResource(res);

try {

// BitmapFactory is an Android graphics utility for images
bitmap = BitmapFactory.decodeStream(is);

} finally {
//Always clear and close
try {
is.close();
is = null;
} catch (IOException e) {
}
}
// HIEY Hgtg 25t #FS THECL
Matrix mirrorMatrix = new Matrix();
/] ¥8 ZEE YR2=E FT=LCL
mirrorMatrix.preScale(1.0f, —1.0f);

/] MM E HEslizs 0|25HM M bitmapS

Bitmap tranformedBitmap = Bitmap.createBitmap(bitmap, 0, 0, bitmap.getWidth(), bitmap.getHeight(), mirrorMatrix,

false);
bitmap.recycle();
if (tranformedBitmap = null) {
initBitmap (tranformedBitmap);

}
}

AKX H5P|S LEBA OfZH Y227t T

i}, £EE777

[GLES20] 18. ElAX XE35}7| - 2D Texture

- 168



-
0710] M2|E At Mg H1 QRS0 HA|D 0] WAOR ES2 022 MEE 7ts SiChz HHOE HA|H £ A ZELICHL
o

TS HIL Hale WA Hxat 5

[GLES20] 18. ElAX X&3}7| - 2D Texture - 169


http://code.google.com/p/myastro/downloads/list
http://code.google.com/p/myastro/downloads/detail?name=OGLES20Application.release.v.1.3.0.zip&can=2&q=#makechanges
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