GLSL. BBeaoeHune

KomnbtloTepHas rpadpuka



XpaHeHne n komnmnauma GLSL wenaepos

GLSL wenaepbl NPUHATO XpaHUTL B BUAE UcxoaHbIx Koaos (xoTs B OpenGL 4.1 n nosBunaacb
BO3MOXHOCTb 3arpy’kaTtb Lienaepbl B BUAE OUHAPHbIX AAHHbIX)

TaKoi noaxop, 6bl1 UCNONBb30BaH A8 Ayyllelt NepeHOCUMOCTH LWENAepPoB Ha Pa3InyHbIe
annapaTHble U NporpammHble NAaTGopMbl

NcxoaHble Koabl KOMNUAUMPYOTCA APaiBEPOM
OHM moryT BbITb CKOMNUANPOBAHbI INLWb NOC/E CO3A4aHMA AENUCTBYIOLWEro KOHTeKCTa OpenGL
[panBep cam reHepupyeT BHYTPK ceba oNnTUMaNbHbIN ABOUYHbIN KOA, KOTOPbIM NOHUMaEeT

AaHHOe 0bopyaoBaHMe. OTO rapaHTUPYET, YTO OAMH M TOT XKe Wwengep byaeT NpaBUAbHO U
3pPeKTUBHO paboTaTb Ha Pa3NNYHbIX NAATHOPMaX.



LLlaru 3arpyskm n Komnmnaumm

* CHavana Bblgensatotca nageHtTndukatopnol B Buge GLuint, nog wenaepbl — glCreateShader v
wenaepHyto nporpammy glCreateProgram

* Ha nageHTMdumKaTop wWemnaepa 3arpyrKaertca MCXo4HbIM Kog, KOTOPbIN NepeaaeTca apansepy
giShaderSource

* [ocne wengep komnunmpyetca glCompileShader
* HecKonbKO Wenaepos pasHbiX TUNOB, NpuKkpennatoTca K nporpamme glAttachShader

* [locnegHWn war — NMHKOBAHUE NPUKPENNEHHbIX WWENAEPOB B OAHY LUENAEPHYIO NPOrpammy
glLinkProgram



Ob0bLWEHHAA CTPYKTYpa Wenaepa

#version version_number
attribute type attribute_name;

in type in_variable _name;
out type out_variable_name;

uniform type uniform_name;

void main() {
// nenaem, BbluMCIAEM, SKCNEPUMEHTUPYEM

// MpucBanBaem pesynbraT PpaboThbl Wenaepa BbIXOAHOM NepemMeHHOM’
out_variable_name = weird_stuff_we_processed;

}



ATpunbyT (attribute)

attribute vec2 coord;
void main() {

gl_Position = vec4(coord, 0.0, 1.0);
}

* JlaHHble nepesaBaemble NPOrpaMmmon BEpPLLUMHHOMY Wenaepy (apyrum wenagepam gaHHbIe He
NOCTYMHbI)

[laHHble NPUXOAAT LWENAEPY HA KaXKAaYIo BEPLUNHY

e JlaHHble AOCTYMHbI TO/IbKO ANA YTEHUSA



KonanyecTtBo aTpnbyTos

OpenGL rapaHTUpPyeT BO3MOXKHOCTM Nepeadyn No KpanHen mepe 16 4-x KOMNOHEHTHbIX aTpubyTOoB,
MHa4ye roBops, B LLeAep MOXKHO nepeaaTtb KaK MUHUMYM 64 3HaYEeHUA ANA KaXKA0U BEPLUMHDI

Y3HaTb MaKCMMa/IbHOE KONMYECTBO BXOAHbIX NEPEMEHHbIX-BEPLLUNH, MepeaaBaeMblX B LLENAEP,
MOHO Yy3HaTb 0bpaTmBWwMCb K aTpnbyty GL. MAX_VERTEX _ATTRIBS

GLint nrAttributes;
glGetintegerv(GL_MAX_VERTEX_ATTRIBS, &nrAttributes);
std::cout << "Maximum" << nrAttributes;



OHndPopm (uniform)
uniform vec4 color;

void main() {
gl _FragColor = color;

[laHHble NOCbl/IaeMble B LIENAEP NPUNOKEHNEM
B oTAnumm oT aTpmnbyTa OHM r106aNbHbI
N ana dparmMeHTHbIX LWEeNAepoB, N ANS BEPLUMHHbIX

Ecnn 06bsBUTL OHMPOPM NEepEeMEHHYIO C OANHAKOBbIM MMEHEM B BEPLUMHHOM U pparmeHToOM
wenaepe, oHn byayt obWMMKM ANA HUX

He 3aBMCAT OT TOro Kakasa cemyac BeEpPLWHNHA o6pa6aTb|BaeTc54, OHW OCTAlOTCA HEN3IMEHHbIMU, MNMOKA
UX HE NSMEHUT NMPUNOKEHUE



INn 1 out NnepemeHHble

* nepemeHHble, NnepefaBaemMble U3 BEPLLUNMHHOINO wenaepa B GparmeHTHbIN
* WHTEPNOAMNPYHOTCA BAONAb FPAaHM C y4ETOM B TOM YMCNE N NEPCNEKTMBDI

//NepemeHHan nepeaaéTcs B cneayowmin Wwenaep, yxoanT
out vec3 viewVec;

//MNepemeHHan npuxoauT B Wenaep
in vec3 viewVec;



BCTpoeHHble NnepemeHHble

attribute vec2 coord; uniform vec4 color;
void main() { void main() {

gl_Position = vec4(coord, 0.0, 1.0); gl_FragColor = color;
} }

* gl Position — 370 BCTpOeHHadA NnepemeHHasa ANa 3anMcu 0b6paboTaHHOM BEPLUMHHBIM e AepoM
NO3MLUMN BEPLLUUNHDI

 [lanee AaHHble O BEpPLUNHE UAYT Aa/blLUE NO KOHBENepY

gl FragColor — B Heé 3anucbiBaeTcs 06paboTaHHbIM PparMeHTHbIM LWenaepom LBeT dpparmeHTa



Pasmep TOYKHU

2025

gl _PointSize : float, paamep To4KkM
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Tunbel gaHHbIX GLSL

Scalar — bool, int, uint, float, double

Array

Vector

Matrix

Sampler — BcTpoeHHbI TN AaHHbIX (camnnep)

Struct — [lonb3oBaTesnibCKUe TUMNbl AaHHbIX



KBaIMPUKATOPbLI A1 YMCen C N1aBatOLLEN TOYKOU

highp — 4yncno c nnaBatoLLEe TOYKOM COXPAaHAET MAaKCMMAJIbHYHO TOYHOCTb — MOJIOKEHUE BEPLLUUNHDbI
mediump — 4YMc0 Co cpeaHEN TOYHOCTbIO — TEKCTYPHbIe KOOPAUHATDI

lowp — 4ncno ¢ HU3KOW TOYHOCTbID — 3HA4YeHUA LBeTa

//Hanpumep
lowp vec4 color=vec4(1.0,1.0,0.0,1.0); // lowp aoctaTouHO ANA XpaHEHUs LBeTa



3aJaHune 1 NpoBepKa NOAAEPHKKM TOYHOCTH

3a4aTb TOYHOCTb ANA BCEX NEPEMEHHbIX OnpeaesIEHHONO TMNa MOXKHO C MOMOLLbIO KNOYEBOrO
C/10Ba precision

precision highp float; //Tenepsb Bce float cuntatotca highp
precision mediump int;  //Bce int cunuTatrotTca mediump

#ifdef GL_ FRAGMENT_PRECISION_HIGH
precision highp float;
Helse

precision mediump float;
#endif



Array

2025

float a[5];
float b[] = a;

float b[5] = a;
float b[] = float[](1,2,3,4,5);
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Vector

vecn (Hanpumep, vecd4) — 310 vector, coaepxawmim B cebe n 3HayeHu Tuna float
bvecn (Hanpumep, bvec4) — 3T0 vector, coaeprKalimmn B cebe n 3Ha4yeHM TMna boolean
ivecn (Hanpumep, ivec4) — 370 vector, cogeprKaliuim B cebe n 3HaYeHUW TUNa integer

uvecn (Hanpumep, uvecn) — 31o vector, cogep»awmi B cebe n 3Ha4YeHU Tnna unsigned integer
dvecn (Hanpumep, dvecn) — a1o vector, coaepawmi B cebe n 3HayeHn Tuna double

vec?, vec3, vecd
ivec?, ivec3, ivec4
bvec2, bvec3, bvec4

vec2 v =vec2(1.0, 2.0);



,ﬂ,OCTyI'I R KOMIMOHEHTAM BEKTOPOB

KaK K 0Obl4HbIM MaccnBam

yepes . c nomouwbto {x,V, z, W}
yepes . c nomouwpbto {r, g, b, a}
yepes . c nomouwpbto {s,t, r, q}

vecd Vec4;

Vec4[0] = Vecd.x = Vecd.r = Vec4.s
Vec4[1] = Vecd.y = Vec4d.g = Vec4.t
Vec4[2] = Vecd.z = Vecd.b = Vecl.r
Vec4[3] = Vecd.w = Vecd.a = Vec4.q

vec3 v2 = Vecd.rgb;
//vec4 v3 = Vec4.xyba; owmnbKa!

vec2 myVec = vec2(0.0,1.0);
float myFO = myVec[0]; // myF0=0.0
float myF1 = myVec[1]; // myF1=1.0

vec2 myVeci = myVec.xy // myVec2 ={0.0,1.0}
myVeci = myVec.xx // myVec2 = {0.0,0.0}
myVeci = myVec.yy // myVec2 = {1.0,1.0}



swizzling

N3 BeKTOpa, Npn 0bpalleHnn K AaHHbIM Yepes3 TOYKY, MOXHO NOJIy4UTb HE TO/IbKO OAHO 3HAYEHUE,
HO W LLeNblN BEKTOP, UCMONb3YA CNeayoLWMn CUHTAKCUC, KOTOPbIN Ha3biBaeTca swizzling

vec2 someVec;

vecd differentVec = someVec.xyxx;
vec3 anotherVec = differentVec.zyw;
vecd otherVec = someVec.xxxx +
anotherVec.yxzy;

vec2 vect = vec2(0.5f, 0.7f);
vecd result = vecd(vect, 0.0f, 0.0f);
vec4 otherResult = vec4(result.xyz, 1.0f);



Matrix

mat2, mat3, mat4d
mat2 fMatrix = { 0.0f, 0.1, 2.1f, 2.2f };
vecd c[3][2] = { vec4[2](vec4(0.0), vec4(1.0)),

vec4[2](vec4(0.0), vec4(1.0)),
vec4|[2](vec4(0.0), vec4(1.0))

Iy

vecd b[2] = vec4[2](vec4(0.0), vec4(0.1));

vecd[3][2] a = vec4[3][2](b, b, b);



[locTyn K KOMNOHEeHTaM MaTpwuL,

matd m;
m[2] = vec4(1.0, 2.0, 3.0, 4.0);
m[0][0] = 1.0;



MeTog length

vec4d a[3][2];
a.length()
a[x].length()

2025

// thisis 3
// this is 2
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Sampler

uniform sampler2D gSampler;

//NonyyeHune uBeTa NUKcensa B TEKCType Mo 3aJaHHbIM KOOpAUHaTamM
texture2D(sampler2D sampler, vec2 coord)

vec3 tempColor= texture2D(gSampler,gl_TexCoord[0].xy);



struct

struct LightStruct {
vec4 position;
vec4 color;
float force;

} LightVar;

LightVar=LightStruct(vec4(0.5,1.0,0.0,0.0), //position
vec4(0.0,1.0,1.0,0.0),//color
0.5); //force

vecd pos=LightVa.position;
float f=LightVar.force;



const

const float zero = 0; // OwmnbKa!
const float zero = 0.0; // MpasunbHO

const vec4 red = vec4(1.0, 0.0, 0.0, 1.0);
const mat4 identity = mat4(1.0);



OyHKUKMKM, onepaTopbl 1 610KM B GLSL

Onepauymnmn u BoiparkeHuna
PyHKUMMU
Bnokn {}

OnepaTopbl



Onepaunm 1 BblpaKkeHus

Onepauyuu
+I-I*I I=I+=I++I

<<1>>;==) !=I>=I
,&& , M, | |

//Ha HekoTopbIX GPU
x=x/2.0; // meoneHHee
y =y*0.5; // 6bicTpee



[Tormepbl BCTPOEHHbIX GYHKLUMM GLS

abs(x); round(x)

mod(x); fmod(x)

sqrt(x); pow(x, y)

max(x, y); min(x, y)

sin(angle); cos(angle); tan(angle)
log(x)

dot(x, y) — cKanspHoe nponsBeaeHNe BEKTOPOB X Ny
cross(x, y) — BEKTOpHOe Npou3BeseHNEe BEKTOPOB X U Y

matrixCompMult(mat x, maty) — npousseaeHne MaTpuL, X 1y, KOTOpble A0/IKHbI ObITb OAHON Pa3MepPHOCTH

normalize(x) — HOpMann30BaHHbIN BEKTOP X
reflect(t, n) — oTpakaeT BeKTOp t BAONb BEKTOPA N

vecd texture2D (sampler2D sampler,vec2 coord ) — BblIbOpKa TEKCTYp



OYHKUMU

vecd diffuse(vec3 normal,vec3 light,vec4 baseColor) {
return baseColor * dot(normal, light);

}

BaxHo: ®yHKUMK B GLSL He moryT 6bITb PEKYPCUBHbBIMMU



// Co3paHue maTpuupl, ANA ABYXMEPHOro BpalleHus
mat2 rot(in float a) {
return mat2(cos(a),sin(a),-sin(a),cos(a));

}

// Co3paHue maTpuupbl, ANA ABYXMEPHOro BpaleHnsa (anbTepHaTUBHbIN BapuaHT)
void rot2(in float a, out mat2 rezult) {

rezult = mat2(cos(a),sin(a),-sin(a),cos(a));

}

// icnonb3yem ¢pyHKUMIO
vec2 posl =rot(17.0) * pos;

// anbTepHaTUBHbIM BapuaHT
mat2 m;

rot2(17.0, m);

posl =m * pos;



OnepaTopsl ynpasaeHMA

if

switch

discard // nna pparmeHTHOroO Welaepa

// NnpuBOAUT K NpeKkpaLleHUto AasbHeNLlen 0bpaboTKu TekyLlero pparmeHTa
//6e3 ero nonagaHua B bydep useTa

break

continue

do

for

while
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if (color.a < 0.25) {
color *= color.a;

}

else {
color = vec4(0.0);

}

for(inti=0;i<3; i++) {
sum += i;

}

//BaxHo. LLMKAbI cTapaTbcAa He NPUMEHATD!
//OcobeHHO BO pparmeHTHbIX Wekraepax

float value = gl _TexCoord[0].x;
if (value > 0.5) {
discard();
//NpeKpalleHne BbINOJIHEHWA NPOrPaMMbl U 3anpeLleHne ob6paboTKu NuKcens

}



OrpaHunyeHmna onepatopa discard

discard gpoctyneH TonbKo B pparmeHTHOM Lienaepe

Bbi3os discard BblvepKMBAET NMKCeNb Kak byaTo y HEero He ToNbKo anbda paBHa 0, HO U He yunTbiBaeT
ero B bypepe rnybuHbl 1 ocTanbHbIX bydepax.

[Mocne BbI30Ba BCE BbIYUCIEHUA NO 3a4aHHOMY NMUKCENIO NPEKPALLAOTCA

discard He 3aBMCUT OT pexxnma bieHgmMHra

N rnasHoe: discard aBnaetca Taxkenenwen onepaunen. Npomnssoantenn peKoOMeHayoT He
ncnonb3osatb discard, notepu nponsBoanTENbHOCTM ByayT BoNbLIMMU

[eno B Tom yto Npu Bbi3oBe discard ynny Hy>kHO octaHoBUTb BCE npoueccopbl u nepectpontsb bydep
rNMyOuHbl, NepecTponTb GParMeHT U T.A4. U TO/IbKO NOC/1e 3TOr0 MOXHO NPoAo/KaTb paboTaThb



MaKpochl

[MpUCYTCTBYIOT MAKpPOCHI:
#if, #ifdef, #elif, #else, #endif, #define, #pragma n npoumne

OTcyTCcTBYET:
#include

#define Pl1 3.14



ROHTPO/1b BEPCUM

__VERSION_
4 Bepcuna 310 400

BepcumAa 3.3 ato 330

#if _ VERSION__ > 400

// TyT pacnonoeH Kog ANnA CTaplmnx Bepcuii, HaunmHan c 4 Bepcum u Bbllle
#else

// TYT Koa, Ans oCTanbHbIX BEPCUIA

#endif



2025
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BapnaHT 1

Vertex shader Fragment shader
in vec3 position; void main() {
gl_FragColor = vec4(0.5f, 0.0f, 0.0f, 1.0f);
void main() { }

// Hanpamyto nepepaem vec3 B vecd
gl_Position = vec4(position, 1.0);

}



BapunaHT 2

Vertex shader Fragment shader

in vec3 position; out vec4 color;

void main() { void main() {
// Hanpamyto nepepaem vec3 B vecd color = vec4(0.5f, 0.0f, 0.0f, 1.0f);
gl_Position = vec4(position, 1.0); }

}



BapnaHT 3

in vec3 position; uniform vec4 colorl;
void main() { void main() {
// Hanpamyto nepepaem vec3 B vecd gl_FragColor = colorl;
gl_Position = vec4(position, 1.0); }

}



BapunaHT 4

Vertex shader Fragment shader

uniform vec4 colorl;

in vec3 position;
out vec4 color;

void main() {
// Hanpamyto nepenaem vec3 B vecd void main() {

gl_Position = vec4(position, 1.0); color = colorl;

} }



2025

BapnaHT 5
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Vertex shader

#version 330 core
in vec3 position;
out vec4 vertexColor; // Nepepaem uBeT BO pparmeHTHbIN Wenaep

void main() {
// Hanpsimyio nepenaem vec3 B vecd
gl_Position = vec4(position, 1.0);
// YcTaHaBnMBaem 3HaYeHMe BbIXOAHOM NepeMeHHON B TEMHO-KPaCHbIM LBeT.
vertexColor = vec4(0.5f, 0.0f, 0.0f, 1.0f);

}



Fragment shader

#version 330 core

in vec4 vertexColor;
// BxogHas nepemeHHas U3 BEPLUMHHOTIO Wwekiaepa (To e Ha3BaHMe U TOT XKe Tun)

out vec4 color;

void main() {
color = vertexColor;

// vnu

// gl_FragColor = vertexColor;

}



2025

BapnaHT 6
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Vertex shader

#Hversion 330 core

in vec3 position;
uniform vec4 colorl;

out vec4 vertexColor; // Nepepaem uBeT BO pparmeHTHbIN Wenaep

void main() {
// Hanpamyto nepenaem vec3 B vecd
gl _Position = vec4(position, 1.0);
// YcTaHaBAnMBaemM 3HaYeHME BbIXOAHOW NepeMeHHOM B TEMHO-KPaCHbIN LiBET.
vertexColor = colorl;

}



Fragment shader

H#version 330 core

in vec4 vertexColor;
// BxooHas nepemeHHas U3 BEpPLUMHHOTIO Wwelgepa (To e Ha3BaHMe U TOT XKe Tun)

out vec4 color;

void main() {
color = vertexColor;

}



2025

[paaneHTHaA 3a/1MBKa
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Vertex shader

H#version 330 core

in vec3 position;
in vec4 color;

out vec4 vertexColor; // NMepenaem uBeT BO pparMmeHTHbIN Wenaep

void main() {
// Hanpamyto nepenaem vec3 B vecd
gl_Position = vec4(position, 1.0);
// YcTaHaBnMBaem 3Ha4YEeHUE BbIXOAHOW NepemMeHHOM paBHbIM aTPUOYTY LBETa
vertexColor = color;

}



Fragment shader

H#version 330 core

in vec4 vertexColor;
// BxogHas nepemeHHas U3 BEepPLIMHHOTIO Wweiaepa (To e Ha3BaHMe U TOT XKe Tun)

out vec4 color;

void main() {
color = vertexColor;

}



Lenaep c discard

// PackpalwinBaem NpMMMUTUB B KPaCHbIM LIBET, HO B cepeanHe byaeT KBagpaTHaAa Ablpa
void main(void)
{
gl_FragColor = vec4(1.0, 0., 0., 1.0);
if(gl_FragCoord.x>0.25 && gl FragCoord.x<0.75)
if(gl_FragCoord.y>0.25 && gl _FragCoord.y<0.75)
discard; // UrHopupyem pesynbTaT paboTbl Wenaepa



PekomeHaauUMM Mo oNTUMMU3ALMN LLENAEPOB

CtapanTecb COKpaTUTb pa3mep wenaepa, o0cobeHHO pparmeHTHOro
YacTo MHOrmMe pacyeTbl MOXHO BbIHECTM U3 PPAarMeHTHOrO B BEPLUMHHbIN
CTapaiTecb He NUCNO/1b30BaTb BETB/IEHMS B GParMeHTHOM Lienaepe

CTapanTecb MCNO/Ib30BaTb BCTPOEHHbIE GYHKLUMK



CTapanTecb MCNOAb30BaTb BCTPOEHHbIE QYHKLMN

float f1,f2,f,3,f4;
float c = f1+f2+f3+f4; // meaneHHo

float B = dot(vec4(f1,f2,f3,f4),vec4(1.0)); // 6bbicTpo
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