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#include <iostream>
using namespace std;
#include <stdio.h>

#include <stdlib.h>

#if defined(WIN32) // 0000b00b0bobosboboon

pragma comment(lib, "glew32.1lib")
include "glew.h"

include "glut.h"

include "glext.h"

#elif defined(__APPLE__) || defined(MACOSX)
# include <GLUT/glut.h>

#else

# define GL_GLEXT_PROTOTYPES

# include <GL/glut.h>

#endif

H H HH

void initSystem(int argc, char *argv[]);

// OpenGLOGLUTO OO ODOOOODOO
void initData(); // 0000000000000o0ooDooo
void display(void); // 100ccOO0O000nOn
GLuint compileProgram(GLenum type, const GLchar *file);

//000000000C00DO0O0O0O0o0oo
GLuint program; // 000000000000000
void initSystem(int argc, char *argv[])

// OpenGLOGLUTO OO ODOOOOOO

{
glutInit(&argc, argv); // GLuT O OO0
glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
// 00000000000000
glutInitWindowSize(512,512); // 00000000000
glutCreateWindow ("Test Window"); // 00000000
glClearColor(0.5,0.5,0.5,1); // 0000000000000
#if defined (WIN32)
glewInit(); // Windows DO O OGLEWO O OO
#endif
GLuint vs = compileProgram(GL_VERTEX_SHADER, "shader.vert");
// 000000000000000O0D0DOO00COCQ0OO0
GLuint fs = compileProgram(GL_FRAGMENT_SHADER, “shader.frag");
// 000000000000OCO0000b0oDoooOo
program = glCreateProgram(); // 000000000 O0OOOO0O
glAttachShader (program, vs);
// 000000000000DO0O0O000O
glAttachShader (program, fs);

// 000000000000 DOO0O00Oo00D

032 x00000000000000 main.cppU 00 1000 20000
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~
43
44 gllLinkProgram(program); // 000000000000 O0O0O0OO0OO
45 }
46
47 const int NUM_POINTS = 4; // 0000
48
49 void initData() // 0000000000000 00o0oboon
50 {
51 float pos[2+NUM_POINTS]; // 200000000000
52
53 pos[0] = -0.5; pos[1] = -0.5; // 00000 (-0.5,-0.5)
54 pos[2] = +0.5; pos[3] = +0.5; // 00000 (+0.5,+0.5)
55 pos[4] = +0.5; pos[5] = -0.5; // 00000 (+0.5,-0.5)
56 pos[6] = -0.5; pos[7] = +0.5; // 00000 (-0.5,+0.5)
57
58 GLuint bufID; //000000000000000
59 glGenBuffers(1l, &bufID); // 000000000
60 glBindBuffer (GL_ARRAY_BUFFER, bufID);
// 000000000000000000
61
62 glBufferData (GL_ARRAY_BUFFER, sizeof(float)*2xNUM_POINTS,
pos, L_STATIC_DRAW);
// 000000000 pos DOOOODODO
63 GLint p = glGetAttribLocation(program,"position");
// 00 position OO0 p OO0O
64 glVertexAttribPointer(p, 2, GL_FLOAT, GL_FALSE, 0, 0);
//p 000000
65 glEnableVertexAttribArray(p) ; // p 0000
66
67 glLineWidth(10) ; // 00000
68 }
69
70 void display(void) // 100 ccOunonooon
71 {
72 glUseProgram(program) ; // 000000000000
73 glClear (GL_COLOR_BUFFER_BIT); // 0000000000000 O0O
74 glDrawArrays (GL_LINES, O, NUM_POINTS);
// 0000000000000 0O0
75 glFlush(); // 000000000
76 }
77
78 int main(int argc, char *argv[])
79 {
80 initSystem(argc,argv) ; // OpenGLOGLUTOO OOOOODO
81 initData(); // 0000O00oCoOoboboooooboo
82
83 glutDisplayFunc(display) ; // 00000 callbackOOOOOO0O
84 glutMainLoop(); // 0000000000DO0O0C000000
85 return O;
86 }
J

033 x00000000000000 main.cpp 00 2000 30000
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4 N
87 GLuint compileProgram(GLenum type, const GLchar *file)
88
89 FILEx fp = fopen(file, "r"); // 0000000000 open
90
91 #define MAX_SHADER_FILE_SIZE 10000
92 GLchar ftext[MAX_SHADER_FILE_SIZE];
// 00000000000000
93
94 unsigned long n = fread(ftext, 1, MAX_SHADER_FILE_SIZE, fp);
// 0000
95 ftext[n] = ’\0’; // 0000000000
96 fclose(fp); // 00000 close
97
98 GLuint shader = glCreateShader(type);
// type 0000000 0OOOOOOOOOO
99 const GLchar* ftext_handle = ftext; // O0O0Q0QOoOooo
AO glShaderSource(shader, 1, &ftext_handle, NULL);
// 00000000000000O0
Al
A2 glCompileShader (shader) ; // 00000
A3 return shader;
A4
\¥ J
034 x00000000000000 main.cppdd0 30
4 . N
01 #version 120
02
03 attribute vec2 position; // 0000000000
04
05 void main(void)
06
07 gl_Position = vec4(position, 0.0, 1.0); // 00000ogon
08 }
\_ J
035 x00000000000D0000OD0O0O0D000O00O shader.vert
a4 I
01 #version 120
02
03 void main(void)
04 {
05 gl_FragColor = vec4(1.0, 0.0, 0.0, 0.0);// 00O (1,0,0) ODODO
06 }
\¥ J

U 36:x00000000000000000 shader.frag
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3.1.1 00ggoood

g3200000000000000000

ubboobodgbooban

032000 OpenGLODOOOOODOOOCOODODOOOODODOOOODOOOOO
uboboobooobobooboobobooooo

ugboobooood

032000000
23 GLuint program; // 000000000000000

gbboobogboobobobobobobuobobooboboboboboobobobobg
OOobo0ooobooobooo0obooOobOoOD OopenGLOOODOOODOODOOO
ubogboobobobboobuoobobboboobooboboboobooboond
ubboobodgbooboboobuooboobooboo

000 0000D0000000OpenGLODOODOODOODOO *“name” ODOO0O0O
oo ooooooooobobobobobobbbboooddddddoooooon
gooooboobooboo

GLuint U OpenGLO O OO0 unsigned int 000000000 C/C++000000
gooobooobobooboboobooboobooboobbooboboboboobg
goboooboobobuooobuoobboobobooobo0bbOoOdn GLfloat U
goooooboon

gooooooon

000000 initsystem(O) ODOOOO0OOCODO
27 glutInit(&argec, argv); // GLUTO OO0

001000GLUTOO0O00000000000D00 int argc, char *xargv[] OO0
O0o0o0000ooooooOOoobo00oo0oooo
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28 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
// 00000000000000

ubil1go0oboogbooooboboooboboogewTRGB ODODOOODDOOOODOOOO00OO
UO0O00D0O0OGLUTSINGLE OO DOO0O0O000noboono10boooooooogd
goopoo0oOoooO0O0obDoO0oOoDOoOoOooOOoOobOOoOoobOoOobDoOOoooDooOoo eG
Uboobooodbobodn GLUTSINGLEO OO OO GLUTDOUBLE DO OO OODOO
uboboobooboobbooboooboom

29 glutInitWindowSize (512,512); // 00000000000
00 1000000000000000 51200 x51200 000000
30 glutCreateWindow("Test Window"); // 00000000

00 10007Test Window” 000000000000 OOODOOOOOOOOOOO
ooooooooo o

31 glClearColor(0.5,0.5,0.5,1); // 0000000000000

001000000000000000000000 (r,g,b,a) = (0.5,0.5,0.5,1) 0000
0310000000000000000000000000000000000000
000000 display() 000 glClear() 000000000000 O0000O000OO
oooooo

33 #if defined(WIN32)
34 glewInit(); // Windows DO ODOGLEWDO OO DO
35 #endif

U03000000000 WindowsUODODODOOUOOODOOOODOglewh OOoOoooonO
oobooboobooboogbbooobooobbo0boobo0b0oUubod Windows
goboobooboboobooboooobn

37 GLuint vs = compileProgram(GL_VERTEX_SHADER, "shader.vert");
// 0000000000000 000Db0Ooboa

!glutCreateWindow() 0 int 000000000000 O0O0OOOOO0ODO0OOOOOOOOOD
goooodoboooobobooboboooobobooboobobooboboboobobooo
0000000000000 void glutSetWindow(int win); 0000
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gbloboobbooboobbooboobboobooobooboon
compileProgram() U0 340000000000 0O0O0O0OOOO0ODO0ODOOOOODOO
O00000D0000000000000D00O0DOD0O0O000 OpenGLOOOOOODOO
Uo0o00b0b0obo0b0bd0obOob0bO GLUVERTEXSHADERO D OO OOOODOO
gboobooboobuoobuoobooboobooboobobooboobooo
00000000000000 "shader.vert” 000000000000 200000
gbo3sb0booooooobogboboboooooooooboboboboooon
oboobooboooooooooooooooobooobooooDo

38 GLuint fs = compileProgram(GL_FRAGMENT_SHADER, "shader.frag");
// 0000000000O0O00CO000000O0O0DOAO0

Oo010000000000O0O0O0OODOOOOOCCCODOOO0OO0O00DOOOOoOd
O00o0O00oooooO0o0oooDOo0OoooDoOoooooDOoooooDOoOoOooDg
000000000 ”shader.frag” 00000000 OO0OO0OOO ”shader.frag’ O
oooo3e6000O0ODOO

40 program = glCreateProgram(); // 00O00OO0O00000O00O0OO

Ub100000 0000000 00b0Db000b0b00000 program DO OOO0O
program OO 0D0OO0DOOO0OODOOODOOOOOO

41 glAttachShader (program, vs);
// 00000000000DO0O00C00000
42 glAttachShader (program, £fs);

// 00000oboooooobbooooooon

Ub20000000000000000000 vsOfsU programJO0OOOOOOO
gooom

44 gllLinkProgram(program); // 00 000000000000 OOOOO

U0 1000pregram U OO OOOOOOO0ODOO0ODOOODOODOODODOOOOODOODOO
oopbOo0ooOobOoooooGpvCOOOOOOODOODOODOODOUOOODOOO
goo

D00000D0000D00000D0D000DDO000NDDO0OOoonOg
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gooooooon

gbobooobooboooboboboooboxbooobooboo31boooooboonog
oboooooooogog
0ood

47 const int NUM_POINTS = 4; // 0000

obi1gog200b00booobooboooooooo4b0bobobobobobo
ODO0O0O000000 initbata() Odisplay() DUODOODOODOODOODOODOODODO

000000 initbata() OOOD0OOOODO

51 float pos[2*NUM_POINTS]; // 200000000000

gbhil1booboooboobobobobooouobobobobooboobobobooog
ub2000000b00b00b0b00b0000b0b0obonn fleat 0O 200000
uboboood NuMPOINTSOOUODOOOOOOOOOO0O00O00000 2xNUM_POINTS
goog

OO0 GPUDUOOOOOOOOOODOOOdouwple0OO0DO0OO0OODOOOfloatOD
0000000000000 000000CcGO00000000000000000
OoboooooooboooboOoRGBOODOO 2600000000DO0O0OCGOHOO
gbobgobooooboobobgoboooobob oob 400000000 0ODO
gbooooooobobobobob woobedbobbO0OODODDOOD float O
obooboooo

0040
53 pos[0] = -0.5; pos[1] = -0.5; // 00000 (-0.5,-0.5)
54 pos[2] = +0.5; pos[3] = +0.5; // 00000 (+0.5,+0.5)
55 pos[4] = +0.5; pos[b] = -0.5; // 00000 (+0.5,-0.5)
56 pos[6] = -0.5; pos[7] = +0.5; // 00000 (-0.5,+0.5)

004000000000 pesUDO0DOD0DODOODODOODOODODOODLO
goooobogoo

50000 NVIDIA Telsa 00000 GPGPUODOOOODOOODOODD GPUDDOODOODOOO
oono
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| AEY " CPU
(@, (b) !

I . OpenGL O 7F X b | 1

" | BRF—% (pos) (¢ !

N B D ) GPU
3 (d) X
L xEy |© —F Y IR T—H—TOTT L |
| vBo ...

! (€ attribute vec2 position; I
: V I
. l
! |
! )

_________________________________

037 GPUOOUOOOOOOOODODOO(a) OpenGLOOODODOOOOODOOODOODO
00 bufIDOOOOOO (b) bufID O Vertex Buffer Object 000000000 OOOO
O000O(c)bufIDOOO0ODO GPUODDOOOOOOOOOOCPUDOOOODOOOOO
000000000000 000000000 attribueJ 0000 pOOO00OO (e)
bufIDD pOOODOO0O

1. 20000000000000000:x0000y000000000400000
googooobogn

000 |yO00OO

2.000000000000D0DO0ODODOODOD 2000000000 20000
goooboooobooboooo

.. |0DD200000 [000200000 ..

gboboobooboobobooboobobooboo

.. |0DD02000 |0DDy0O00 [0002000 [000y000

gbooboobooboobbooboobboobooboo
OO00OOpenGLOOODOOOOOOOOODODOOOODDOOODDOOODOOOOO=O
oooO0ooooo [-1,1)0000y0000000oO [-,1j)000b000o0ooood

‘0000D0000000000000000000000000000000000000000000
oooocoooo
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0Ug3d Ooooobod

U 38 0b000oooboooon
039 000000000000

0000380000000000000039000000000000000000
00o0o0o0ooo o
00000700000 pes 0000000 GPUODDODOOOOOODODDODOO
0000000000000000000000000000003.7000000000
000000000000000000000000000o000ooooooon
0000000000000000

OpenGLOODOOODOOODOOOOOODOOODOO OpenGLOOODOODODOODODO
oo0ooOooboGpUOOOOODOODOOODOODO

GPUDODOOOOOOCOOOOOO0OOOOCOODOOOOOODODODDOO Buffer ObjectO
gbooooboobod

58 GLuint bufID; //000000000000000
OO0 10000000 ocooobooooboooooooooobooonooooooon
59 glGenBuffers (1, &bufID); // 000000000

OO0 10000penGLOOOODOOOOODOOOOOOODODOOOOODOOOODO
0000000370000 ( 0000000000000 O0OO0O0ODOOOOOO
Uoboobooboboboboob wfIDODOOO0OOOO0DOOO0OOODOOOODOODOO

00000000000D000000000000000 glutInitWindowSize() 000000 OODO
0oood
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OO000000000O0000 GgpUDODOODODOODOOOODOOODOOODOOODOOODO
OO0000000O0penGLOODOOOOOOOOODOOODOname0O0O0OOOOOO
GLuint 00 OpenGLOOOOODOOO0ODOOOODOOOODOOODOODODOOOO
gboboobogbbooboobbooboo
gbobooboobooboboobooboboobooboooboobooo
O000O0O00O0O0O00OddOoOpenGLOOOI0O0ODDOOOOODODOODODOOODOOO
oboobooboooooooooooooooobooobooooDo

60 glBindBuffer (GL_ARRAY_BUFFER, bufID);
// 000000000000000000

Ud1000bddb vefIDODUOOO0OOOOOOO0O0O0O00O00 GL_ARRAY BUFFER U
ugbbooobaboubboouobboobobbootobbooubDh 0UGL_ARRAY BUFFER
ubobobodobobooboobobbobooboboboboobuooooboooonoag
OO000O00DOOD0OO0O0DOO Vertex Buffer ObjectD VBOOOOOOOOD

62 glBufferData (GL_ARRAY_BUFFER, sizeof(float)*2xNUM_POINTS,
pos, L_STATIC_DRAW);
// 000000000 pes OODOODOODO

ubi1gbooobbooboobboooooabog

1. 0100 GLARRAYBUFFER U U0 UODO0OO0OODOOODOODOOODODOOODOODO
O0000DO0O00O0000D00O glBindBuffer() DODOOODOODO bufID O
GL_ARRAY BUFFERU U DO UOUODOOUOO0O0OO0OOwufIDOOUOOOUO0OO00O00O00
ooooooooogon

2. 0 200 sizeof(float)*2xNUM POINTS UL OO O0OODOODOOOODOOO
O000O000O0O000O00DOoOO0obOoOO0obO GpUODOOODODOOOOOOD

3. 0300 pes 0000000 GPUDDOOOOCPULDODOOODOODOOOODO
goboboooobooboooobooboooobooogbbobooobobooon
gb2000000000003000 NLLOOOOOOOODOODOODOO0OO0
gooobocrpUObOOOODOOOODGPUOOOOODOOODOOODOO
06000000000 glBufferData() 0000000000000 OODDOO
gooooooood

0000000 0glMapBuffer () glUnmapBuffer () glBufferSubbata() 100000000000
oo
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4. 0400 GLSTATICDRAWO OO OODO GPUDOOOOODOOODODDOOOOODO
googoobooboboobbooboooboobboobbooobooobo
gboobobobobobooboobobuoboooooobobobobooboa
gbobooo0bOobuooob0obOobbd GL_STREAM_DRAWL GL_STATIC_COPY[
GLDYNAMICREAD U0 900 00DO0ODOODODOO

oooGpUOOOOODODOOOOOOOOOOOOODOOOO3SODOOOOOOO
gbooaoo

63 GLint p = glGetAttribLocation(program,"position");
// 00 position OO0 p OODO

U0 100001000000000000000000 program JO OO attribute
Uoobooobonooobonoo 2000000 "pesition" O OODOODOOOODOO
OOlcationD OO0 pUDOODOOOOODOODOODODLOOOOOOODODODOOOD
gboboobbgooboboobobooboooboooboooboooboobma
goo3s00boooboobooboboonboa

03 attribute vec2 position; // 0000000000

Uboboo0obogg "pesition" DD OOOOOODOOODO
gog

64 glVertexAttribPointer(p, 2, GL_FLOAT, GL_FALSE, 0, 0);
//pO0OQ0O00O0O

ub1gooogooogooobogo

1. 0100 pO0000O0O000DOOCOOO0OODOOO0O0DOOOO arrributedO
O0D00 glGetAttribLocation() OO OO O "position" 0O OO OODOOODOO
O000000000000 VBOOglBindBuffer() DO0OOO0O0OO0O bufID
ODO00O0O0o0oooooooOoOoooooOoOoboOoOooooooDoooboOooooonoon
ODoooooooovBoOOODODOOOOOOODODOOODODOOOOOOOOO
arrribute U0 0000000000000 OOOOOOOOOM

2.020000060000VBO0OOOOODOOODOOOOOOODOOODOOOODO

(a) 0200 2000000 arrribute0 00 200000000000000
gbobooboboobooaood

22



10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

25

26

o330 Ooooogod

(b) 0 300 GLFLOATOOUODOODOOOOODOD fle,atOOOOODDODOOO
00000 0OGLBYTELD GL_UNSIGNED BYTE[] GL_SHORT[J GL_UNSIGNED_SHORT[]
GL_INTO GL.UNSIGNED INTO OO OUOUOUOOODODO

(¢ 0400 500 60000000000 DODODOOUOOOUOOODOOOOOO
GL_FALSE, 0, o0 OO0

65 glEnableVertexAttribArray (p); //p 0000
0010000100 pU0D00O0000O0 arrributed 00 0O0O0DOOODOO
67 glLineWidth(10); // 00000

ub1l1obooobooboooboobboobooboobooboiloooboongd
OO000O00D0O00D0O0ODO displayO DOODOOOOOOODOOODOOOOOOO
OO00000D0C0O0D0O00DO0O0DOinitbata() O 0OOODOO

gboooobooboooboaboo

oooO
0000000 displayO) OOOOOOOOOOODO
72 glUseProgram(program) ; // 000000000000

0010000000 program U OO 0O0D0OOO0ODOO0ODOOODOOODOODOOODOO
oooooooooooooooooooboooGpUOOOODDOOOODODOOOOO
ubogboboboobogbuooboobobuoobobboboobuoooboboonod
uod

73 glClear (GL_COLOR_BUFFER_BIT); // UOOO0O0OO0O0O0O0O0OO0OO0O

ub1gboobooopoboboob0ooboobob0ooboobbOdn GL.COLOR_BUFFER BIT
OOooOoO0oDbOOo0oDOoOoDOOoOooOooboOgosbcecGoOOobOoOoDoOoDoOooboOoOooO
gboboobooboobobooboooboo

74 glDrawArrays (GL_LINES, O, NUM_POINTS);

001000000000000000 1000000 glUseProgram(program) 000
0000000000000000000000000000000000
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1 1. 0100000000000 00b0b0o0bO0o0bobon

2 gogoogooboboobbot ... GeupoINTSUOOOOMN

3 goodo ... GL.LINES, GL.LINE_STRIP, GL.LINELOOPO O OODOODOOOOO
4 RN

5 goooon ... GL_-TRIANGLES, GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN O O O
6 goooobobooon

7 J00o00obooo0b00000000GLLINESODOOOOQU

8 2.02000000000000D0DODODODODOOOOOOOOOODOO
9 0000000000000 initbata() 0000000000000 O0O0O0O0O
10 oboobobobobOobobOobobo oboboboOoOoboboOooboboooo

11 3. 03000b00ooooooboboboooboooubbobooobbOoOd NUM_POINTS
12 goog

13 goooooooboobogboboboboboboeLpoINTSUDODOO 20000
w 0000000000 NUMPOINTSOOOOOODOOOOODO NUMPOINTS/2=4/2=2
s 0000

16 ooood

17 75 glFlush(); // 000000000

18 00 1000glbrawArraysO 000000 00 000000000 OpenGLOODOO
v 0 glbravArrays() D000 00 00000000000 O00O0C0O0O0O0O00O0O0O0O
2 glDrawArraysO DUOU00O0O0OO0OOOOOODOOOOODOODOOODOODOOODOODO
2 00000000000O0O000C0O0O00OO0O PCOUOOOO/OODOOODOOOOO
» O00000000O0O0O0OOOOOOOODOOO0ODOOO0ODOOOOOOOPCOOOOO
3 JOUO0O0O0O0DOO0O0ODOOODOO0OO00O00D0OO0DOO0O00O00D glF1ush(O) ODOO
» 000 OpenGLODODOODOOOOOO

» mainO0 0000

2 main 00000000 2400000000000
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googoobooboobooooo

00000000000 compileProgram() U0 34000000000000000
obooboooboooob
ooooogo 8D

89 FILEx fp = fopen(file, "r"); // 0000000000 open
90
91 #define MAX_SHADER_FILE_SIZE 10000
92 GLchar ftext[MAX_SHADER_FILE_SIZE];
// 00000000000000

93
94 unsigned long n = fread(ftext, 1, MAX_SHADER_FILE_SIZE, fp);

// 0000
95 ftext[n] = ’\0’; // 0000000000
96 fclose(fp); // 00000 close

Ubo0b0obOobo0obobO ftext J0OO0OODOODODODOOOODODODOOO
Uob0ooo0oboobo0bo0boDb 10000 =MAX_SHADER_FILE SIZEO OO [
vbobooobooboooobooooooooooooooooooobooooooo

98 GLuint shader = glCreateShader (type);
// type00000O0DOOODOOCOODOOODO

U0 10000 1000000GL_VERTEX_SHADER [0 00 J GL_FRAGMENT_SHADER OO OO
ugboboobooboobboobooobooon

99 const GLchar* ftext_handle = ftext; // 0000000

ublgoboboboobogboguaboubooboobooboobobbol ftext o
0000 ftexthandle 0000000000000 O0DODOOCOCOOO0OOOOO handleO
ugoog

AO glShaderSource(shader, 1, &ftext_handle, NULL);
// 000000000000000

U0 10000000 ftexthandle UOOO0O0OO0D0O0O0O0OO0O0O0OO0DOODOOODOO
ogboooobooboobobon

A2 glCompileShader(shader); // 00000

b 1l1boo0ooboboobooobobbobooboobooooboobooobooonogd
uboooboobobooooboobobbobooboooboooboobobooonoad
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RANTOTS A

65 GLint p = glGetAttribLocation(program, "position");

.

66 glVertexAttribPointer(p, 2, GL_FLOAT, .&L_FALSE, 0, 0);

. . .

* *
* o0 *
¢ .
* "

03 attribute vec2 position;

N—=Tv IRV T—R2—7O7Z L4

O 3.10: attribute D000 00DO0OO000O0DOOO0OO0OOOODODOOOOOOOODOO
oo

gboooboooboboboobooboboboboobobooboboobooboong
000o0000oO0o0o0oo0o0ooO0ooooOo0oo/o00ooo0oooOoooo
000o0o000ooO0o00oo0oU0ooO00/oo000oo0UoooUooOoUooDo
0000000 /000oo0003300000o

3.1.2 0OO000O00O00O0O000O000D0b0

0000000 OpenGL/GLSLOOOOOOOODO 460000000000D0O0OO
oobooboobooboobooboboobobooboooboooobooboboD 12000000
ubboobooboobboobuoobooobooboonbobdg

g3sboobboobboobbooboobboobooboobooboobooonoo
gbooboooboogn

01 #version 120
001000000000 GLSLOOOOOOO 120000000000000O
03 attribute vec2 position; // 0000000000

OO0 1000 attribute 0O position JOOOODO0O
attribute 000000000 initbata() 0000000000000 O0O0O0OO
OO00000D0C0O0D0OO00DO0O0O0O0OoOOn attribuwte 00O OOOOODOODOO
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gob0oO0OO0O0O0OO0O0O0O0000O0 inithata) D000OO0OCOOOOCOOOOOOOOO
googooboobooboobod

63 GLint p = glGetAttribLocation(program,"position");
// 00 position OO0 p OODO

OO00000bDOO00o0oO0oODOO attribute U0 position OOOOOOODOOODOO
Ub0ooboobOobOd vec2O00ODOODOO0OO0OO0OOfloatD 200000000000
ooooooog

64 glVertexAttribPointer(p, 2, GL_FLOAT, GL_FALSE, 0, 0);
//pO0O0O00O0O

Ub200 30000000000 0position00000O0O0O0000OO0 position.xU
position.y OO DOOOOODOOODattribute 100 O0DOO0OD0OOOOODOOO 3.100
OO0attribute 100000000 DOOOOOODOOOOOOODOOODOOOOODO
ugboboooooan

07 gl _Position = vec4(position, 0.0, 1.0); // 0000000

gbooobbodgbooobobuoobuobboobuoobbiod vec4a DOOOOOLOOOO
U glPosition O UOD0O0OD00ODOODOODOODOODOD400000000000

(z,y,2,w)

uboboobooboobboobooobobooob 3bboonog

T Yy z
XY, 2)=(=,2,=
(XY, Z2) = ()
0000000000O0penGLOODOOODO
~1.0<X <10, —-10<Y <10, —-10<Z<10, w>0

go000o0O0obO0o0ooO0ooobooo0ooOOobobobOobOooDOoDoOoboO —10<cXx <L
1.00-10<Y <lo0000OO0O00O0O0D0DOD (X, Y)OOOoOozooooooo
ooo

000000 vec4(position,0.0,1.0) OO ODOODOO

(z,y,z,w) = (position.x, position.y, 0.0, 1.0)
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o —lusl—1__, —f;.._t ~ [Fs.]
SAH ~ @ ~[Fs.]
° [Vs] — e '—— .
~| _Em
o Vs ] — — 5] | m" "m
o ey e
S ~® ~[Fs.] =
o [T ST Fs.|

U 31l: 0goboobooooboabooan

ubob0o00do.0, 1.0 0 position.x, positiony U0 UODODUOOOUOOODOOOO 30
oboobooboobooooooooon

position.x position.y 0.0

XY, Z)= i
(X,Y,2) = ( 1.0 ’ 1.0 " 1.0

) = (position.x, position.y, 0.0)

agoog

—1.0 <positionx <1.0, —1.0<position.y<1.0

gboobgoobogbbooboobooobooboooon

3.1.3 U000obooboobugoobbodad

360000000 boboooooboononoooooon
05 gl_FragColor = vec4(1.0, 0.0, 0.0, 0.0);// 00O (1,0,0) OOO

O000 vec4a DDOOODD glFragColor JO0DOODOOOORGBOOOODOOODOO
gbooobooboboboboboobooboobobooboooboobooong
00000000000000007000000000000000000000000
000000000000000000RGBOOOOOO (1.0,0.0,0.0) 0000000
gooboobooboon 3.1

3.1.4 U0000OO0OOOOO0O0OODOOOO0

031100000d0obooooooooooooo GpoooDOOoOoOoDOOOO
gbooaoo

"D0000000000000000 initSystem() O glEnable (GLBLEND) 0O 0O0O0OO00OO
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Ub0ob00ob0ob0ob0ob0olb DO00U0uob0oDbD0O initbhata) 0D 40000000

gobobooobobooboobobooobooooobobouoDg attribute 0 O
position 000 O0O0OODDOOOO0ODLODOODODODODOOOOOOOODODOOO
ggbooobooobooobooobooobooobobooobooon
goood

ubboobuodb obuoboobobuobuobbolb glpesitionUO4UOO0oOQgnO

gogbooobobooboboobboooboobboobboobboobooon
O000000glbrawArraysO OO OOODO0O GLLINESODOOODOOOOO
goboooboooboond

gbobgobobgoobooobooooooooobooooboboboboboboo
gbobgobobgobobooobooooooooooboboboboboboo
gobobgobobgooboobooooooooboboboboboboboboo
gbobobobobon

uboboobooboooobdg booobobooobooboooboboobooboooooboog

gobooobooboooboooboboooooan

O000000ob0ooddn gl FragColor O ODO0OOOOOO GPUDOOO
ggboogbbooobooaobboobooab

00000000020000000000000000000000000000
0000000000000000000000000000000000000
0o0oooooéo

3D CGUUOD0000000DODO00ODO000DD00N0NDO000NDO000ND0D000N0DOoO0oooao
ooboooooooooooobooomm
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3.2 0O0OOO0ODOOOOOOOO

000000000 000000000000000000000000000000
000000000000000000000000000000000O0O0O0O0000
000000000000

0000000000000000000000000000000000000000
struct 0000000000 °0

position2D ... DO UDOUODOO0OODOODOOODODOOOOODODLOOOODOD
U0o0000Java O00O0O0O0O0O0O0O0O0O0O0O0OO0OO0OO0ODOO

ArrayBuffer ... attribwte 000 0DO0OO00OO00DOOOOOODOOOCOOOOOOOOO
gboooobooaobooo

Shader ... 000000 OOO0ODO0ODOODODOODOODOODODOODOODOO

gboogobooboooboobooobooobo

‘000000000 class 0000000000000 D0OO0 public0000000O00O0O00
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01 #include <iostream> h
02 using namespace std;
03 #include "stdio.h"
04 #include "stdlib.h"
05
06 #if defined(WIN32)
07 # pragma comment(lib, "glew32.1lib")
08 # include "glew.h"
09 # include "glut.h"
10 # 1include "glext.h"
11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>
13 #else
14 # define GL_GLEXT_PROTOTYPES
15 # include <GL/glut.h>
16 #endif
17
18 struct Position2D //20000000000000000
19 {
20 float x; // x00
21 float y; // yoo
22 };
23
24 struct ArrayBuffer { // 00000000000D0O0000C0O000D
25 GLuint bufID; // 000000000
26 int size; // 00000000
27
28 ArrayBuffer(float* data, int s, int n); // 0000000
29 };
30
31 struct Shader // 000000000000 0D000DOocOo0oooon
32 {
33 GLuint program;
34
35 Shader (const char* vsn, const char* fsn); // 0000000
36
37 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);

// attrivute 000000000 0O0O0ODO
38
39 void use(); // 0000000b00o0booboobog
40 void run(GLenum mode, int n); // 00000000
41
42 GLuint compileProgram(GLenum type, const GLchar *file);

// 00000000oo0oobogooooo
43 void buildProgram(const GLchar *vsn, const GLchar *fsn);

// 00000000 b0boboboon

44 3},

03122 x00000000000O00O0O0 All.h
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o330 Ooooogod

01 #include "All.Rh" h
02
03 ArrayBuffer::ArrayBuffer(float* data, int s, int n)
04 {
05 size = s;
06 glGenBuffers(1l, &bufID);
o7 glBindBuffer (GL_ARRAY_BUFFER, bufID);
08 glBufferData(GL_ARRAY_BUFFER, sizeof(float)*size*n,
data, GL_STATIC_DRAW);
09 glBindBuffer (GL_ARRAY_BUFFER, NULL);
// oufIDOO0O0OO0O0000O0O0O0O0OO

10 }

%

0 3.13: ArrayBuffer U0 OO DOD0O0O0OO0OO Buffer.cpp
_ N

01 #include "All.h"
02
03 Shader: :Shader(const char* vsn, const char* fsn)
04 {
05 buildProgram(vsn, fsn);
06 }
o7
08 void Shader::bindArrayBuffer(const char* vname, ArrayBuffer* ap)
09 {
10 glBindBuffer (GL_ARRAY_BUFFER, ap->buflD);
11 GLint p = glGetAttribLocation(program, vname) ;
12 glVertexAttribPointer(p, ap->size, GL_FLOAT, GL_FALSE, 0, 0);
13 glEnableVertexAttribArray(p) ;
14 }
15
16 void Shader::use()
17 {
18 glUseProgram(program) ;
19 }
20
21 void Shader: :run(GLenum mode, int n)
22 {
23 glDrawArrays (mode, O, n);
24 glFlush();
25 }

%

0 3.14: Shader U0 UODO0ODOODOODOO Shader.cppU U0 1000 20000
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4 N
26 GLuint Shader::compileProgram(GLenum type, const GLchar *file)

27 {

28 FILEx fp = fopen(file, "r");

29

30 #define MAX_SHADER_FILE_SIZE 10000

31 GLchar ftext[MAX_SHADER_FILE_SIZE];

32

33 unsigned long n = fread(ftext, 1, MAX_SHADER_FILE_SIZE, fp);
34 ftext[n] = ’\0’;

35 fclose(fp);

36

37 GLuint shader = glCreateShader (type);

38 const GLchar* ftext_handler = (const GLcharx*)&ftext;
39 glShaderSource(shader, 1, &ftext_handler, NULL);

40

41 glCompileShader (shader) ;

42 return shader;

43 }

44

45 void Shader::buildProgram(const GLchar #*vsn, const GLchar *fsn)
46 {
a7 GLuint vs = compileProgram(GL_VERTEX_SHADER, vsn);

48 GLuint fs = compileProgram(GL_FRAGMENT_SHADER, fsn);
49
50 program = glCreateProgram();
51 glAttachShader (program, vs);
52 glAttachShader (program, fs);
53
54 glLinkProgram(program) ;
55 }
\_ ,/

0 3.15: Shader OO DO UOOOO0OOO Shader.cppl U0 20
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, I
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE);
09 glutInitWindowSize(512,512);
10 glutCreateWindow("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 sp = new Shader("shader.vert","shader.frag");
// 00000000000000
18 }
19
20 const int NUM_POINTS =
21
22 void initData()
23 {
24 Position2D pos[NUM_POINTS];
25
26 pos[0].x = -0.5; pos[0].y = -0.5;
27 pos[1].x = +0.5; pos[1].y = +0.5;
28 pos[2].x = +0.5; pos[2].y = -0.5;
29 pos[3].x = -0.5; pos[3].y = +0.5;
30 ArrayBuffer abl((float*)pos, 2, NUM_POINTS);
// 000000000000000
31 sp->bindArrayBuffer ("position", &abl);
// attribute 00 0O0OO0O000O0O0DODO
32 glLineWidth(10.0);
33 }
34

0 316: xJDOOD0OD0OO0O0DO0000 main.cppd U0 1000 20000
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o330 Ooooogod

4 N
35 void display(void)
36 {
37 sp—>use(); // 000000000000000
38 glClear (GL_COLOR_BUFFER_BIT) ;
39 sp—>run(GL_LINES, NUM_POINTS); // 0000000000000
40 }
41
42 int main(int argc, char xargv([])
43 {
44 initSystem(argc,argv) ;
45 initData();
46
47 glutDisplayFunc(display) ;
48 glutMainLoop();
49 return O;
50 }
\_ J

0317 x 000000000000 00 main.cppd OO 20

(:14-D ogboob 35000 :)

0318 x0000000000000000000D000 shader.vert

(:14[] gobg3ednon :)

0319 x00000000000000000 shader.frag
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3.2.1 200000000 Position2D

0312000000000 Pesition2b 0 2000000000000 O0OOOOOO
ubboobooboobboobooboooboobooonooo

3.2.2 000000 U0O0O0O0ODOArrayBuffer

0000 312000000000 ArrayBuffer JO0GPUODOOODOOODOOOOO
obobooobdoobooooobooooboboooobOongo 32003400000
uboboobooboobbooboobobooobooo

gbooboboobobobonoooboboboobbobobonn class OO
Uboobobd0struct 000000 DOODOODOODOODOO0OOODOODOOOODOO0OO
U0000D0classU00O0O0ODOO0ODOOODOOODODOODOODOOOODOODOOO

class ArrayBuffer {
public:
. O00structdgoogn

googooboobooobooboobbooboobboobooonoo

ArrayBuffer(float* data, int s, int n) ... 0 10000000000DOODOOO
000 fleat 0000000 O00OD200000000000000000000
000 attribute 0000000 float0ODOO 0000000000 3000
Oo0o0ooooooooog

UooobobgobobOo3.1300b0b000b000000 vufIDUOsizeOOOOO
0000000000 Y00000000000000000000000000000
boboobobooboboboboo

3.2.3 U00O0O0DOOOUShader

0000 31200000000000 shaderJ0OO0U0O0OO00ODOOODOOOOOOO
gbobooobooboobooboobooboo 3200 s400b0obo0oboOoDooOon
gbooboboobooboooo

gbobooobooboobobooboon

Pattribute 100 int 0000000000000 00000000O0OOO0O0OO
U0pooO0o00000000000 private 100000000 C++000000000000000
oobooooooooooooboooobooboooon
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Shader (const char* vsn, const char*x fsn) ... D0O0OO0O0O0O0OOO0ODO0O 100 2
00000000000 0000000000000O0000000O00000n0
OooO0ooooa

void use() ... OO0O0DOO0O0OOOO0ODOOOOOOODOOOOOODOODOOOO

void bindArrayBuffer(const char* vname, ArrayBuffer* ap) ... 0 100000
Ooooooboooooooooboooobooooooonog attribute0 0O OO0
O000000002000000 attribute0 0000000000 ArrayBuffer
ooboboooboooobooooooo

void run(GLenum mode, int n) ... DO00O0O0O0O0OOOOO0OO 1000000000
OGLLINESOOOOOOOOOO 2000000000000

O0DOO000000ODO0O0000D 3.1400 3.150000000000000 program
0000000000000 000D000000 compileProgram()[ buildProgram()
o0oo0ooouooooooooo

3.24 U000OO0ODOOOOOO

O0odoobboooobbOoO0o00dUbU initSystem()UinitData()Udisplay ()
googob 31600 3170000 bO00bDOoOgn

3.25 U0O0O0OOOOOOOObDOOOO

goboobobooobobooobogoooboobooooobooboooobobboboo
ooooo

3.2.6 U00O0OO0OOOOOOOOLDOOOO

gboooobooboaoo

3.2.7 ODO00OO0OOOOOODOODOODO

gbooooobooboos11ooobooooobon
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3.3 Uooon

00000 OpenGL/GLSLOOO0O00OO0OCOOOODOOOOOOOODOOODODODOO
ubdogoobobobobodobuooboboobuooboobobooboboobd
ugbogn

0 3.14 0 Shader: :compileProgram() OO OOOO0ODO0OOO0OO0ODOOOOOOO
gboobooooboooooobo32o0bobobobobobobobobob

1. 00o0obOoooboooog

19 glGetShaderiv(shader, GL_COMPILE_STATUS, &status);

2. 000000000000 O00D0DO0ODbOO0ODO

24 glGetShaderiv(shader, GL_INFO_LOG_LENGTH, &infologLength);

3. 0b0ooooooog

34 glGetShaderInfolog(shader, infologLength, &charsWritten,
35 infolLog) ; // 00000000

4. 0000000000

36 cerr << "Shader Infolog:" << endl << infolog << endl;

5. ybououobooobgoabo

39 exit(1); // 0000000

0 3.140 Shader::buildProgram() U OO O0OO0O0ODOODOOOOOOOODOO
O0000o00o0onbo0oD 321000000000 0D000 Shader: :compileProgram()
ooooobd

O00DO0000oooDO attribute 00D DD0ODOOOO0OOODOOOOODODOO
O0D0O00OooD attribute 000D O0O0O0O0OODOOOODODOOOODODOOOO
Shader: :bindArrayBuffer() DO OO0 attribute D0 000 pOO0O0O0O0O0O000O0O
OO0000DO0O000D0OO0000 3.140 Shader: :bindArrayBuffer() 00O 3.22000
gooogon
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01 #define MAX_SHADER_FILE_SIZE 10000 )
02
03 GLuint Shader::compileProgram(GLenum type, const GLchar *file)
04 {
05 FILE* fp = fopen(file, "r");
06
07 GLchar ftext[MAX_SHADER_FILE_SIZE];
08 unsigned long n = fread(ftext, 1, MAX_SHADER_FILE_SIZE, fp);
09 ftext[n] = ’\0’;
10 fclose(fp);
11
12 GLuint shader = glCreateShader (type);
13 const GLchar* ftext_handler = (const GLcharx*)&ftext;
14 glShaderSource(shader, 1, &ftext_handler, NULL);
15
16 glCompileShader (shader) ;
17
18 GLint status;
19 glGetShaderiv(shader, GL_COMPILE_STATUS, &status);
// 00000000Doooo
20 if (!status) // 00000000000
21 {
22 cerr << "shader compile error: " << file << endl;
23 GLsizei infologlLength;
24 glGetShaderiv(shader, GL_INFO_LOG_LENGTH, &infologLength);
// 0000000C0000DOCO0000boboogooo
25 GLchar * infolog = new GLchar[infologLength];
// 00000000000000
26 if (infolLog == NULL)
27 { // 0000b00boboobooboon
28 cerr << "ERROR: Could not allocate Infolog buffer\n"
29 << endl;
30 }
31 else //000000b0o000ooooooooboooon
32 {
33 int charsWritten = O;
34 glGetShaderInfolog(shader, infologLength, &charsWritten,
35 infolog) ; // 00000000
36 cerr << "Shader Infolog:" << endl << infolog << endl;
// 00000gon
37 delete infolog;
38 }
39 exit(1); // 0000000
40 }
41
42 return shader;
43 }
o j

O 320 000000C00DOOO00OOOO0DOOO0ODOOOOO0ODOOODOODO
UO00O00O00O00O00 Shader::compileProgram()
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//01 void Shader::buildProgram(const GLchar *vsn, const GLchar *fsn)
02 {
03 GLuint vs = compileProgram(GL_VERTEX_SHADER, vsn);
04 GLuint fs = compileProgram(GL_FRAGMENT_SHADER, fsn);
05
06 program = glCreateProgram();
07 glAttachShader (program, vs);
08 glAttachShader (program, fs);
09
10 glLinkProgram(program) ;
11
12 GLint status;
13 glGetProgramiv(program, GL_LINK_STATUS, &status);
//00000ooogo
15 if (!status) // 00000000000
16
17 cerr << '"program link error: " << endl;
18 GLsizei infologlength;
19 glGetProgramiv(program, GL_INFO_LOG_LENGTH, &infologLength);
// 000oooboogooobooooooboobogooon
20 GLchar * infoLog = new GLchar[infologLengthl];
// 00000o0oooooogon
21 if (infolLog == NULL)
22 { // 000000000000000
23 cerr << "ERROR: Could not allocate InfoLog buffer\n"
24 << endl;
25 Yelsed{ // 00000boo0gooobobooooooo
26 int charsWritten = O;
27 glGetProgramInfoLog(program, infologLength,
28 &charsWritten, infolLog);
// 000000o0n
29 cerr << "Program Infolog:" << endl << infolog << endl;
// 00000000
30 delete infolog;
31 }
32 exit(1); // 0000000
33
34 }
o J

0 321:0000000000000O0O0O00O0O0ODOQO Shader: :buildProgram()
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/,01 void Shader::bindArrayBuffer(const char* vname, ArrayBuffer* ap) h
02 {
03 glBindBuffer (GL_ARRAY_BUFFER, ap->buflD);
04 GLint p = glGetAttribLocation(program,vname) ;
05 if(p < 0) { // 0000000000000
06 cerr << "attribute name error: " << vname << endl;
07 exit(1); // 0000000
08 }
09 glVertexAttribPointer(p, ap->size, GL_FLOAT, GL_FALSE, 0, 0);
10 glEnableVertexAttribArray (p);
11}
\_ /
o 3.22: attribute 0 00000000 OOOOO0OOOOOCOOOOOO

Shader: :bindArrayBuffer ()
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U400 oo

2 gbooooboobooobooboobooboobobon

» 4.1 0000000

4 OO000O00DO0O0O0O00DOO0O0ODOODD attribute0OO0DOOODOOOOOO
s Jgbobooobouoooobooooooboobooboooooboooboobooboooboo
e OO attribute DO OO0 position OO0 OOO0OOOOOOOODOOODOODO 200
r Jooooooooan
8 gboooboboboobooboooboooobobobobooobooobooobobooaon
o UOobO0bOO0bOo0obobooboboboboobooboobobooobobooboooboo
w J000O0OvaryingODODODOOOOODODOOO
1 ooooooobooboobo 410000
gobbooboobooboobbooobon mbp 00000 BIUB, 000000
oboooobo pdbgonbo BO

_ Ip2 — p| lp — p1

B = B +
|p2 — p1] Ip2 — p1]

B, (4.1)

» JO0O00000O00O0GPUOOOOOODOOODOODOOODOODOODOODOO
3 0000000000
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040 DOODOO

Test Window

041 00000020000000000

[31DDDDD3.12DDD ]

042 000000000000O00O0O0O0O0O0O All.h

[32DDDDD3.13DDD ]

O 4.3: ArrayBuffer UOOOODOOODOO Buffer.cpp

3200000 31403300000 310000000 33000000000OO0ODO
oo

0 4.4: shader OO DOO0OOOOODO Shader.cpp
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040 0OOOO

4 _ N
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv) ;
08 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE) ;
09 glutInitWindowSize(512,512);
10 glutCreateWindow("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined (WIN32)
14 glewInit();
15 #endif
16
17 sp = new Shader("shader.vert","shader.frag");
18 }
19
20 const int NUM_POINTS = 4;
21
22 void initData()
23 {
24 Position2D pos[NUM_POINTS];
25
26 pos[0].x = -0.5; pos[0].y = -0.5; // 00000000000
27 pos[1].x = +0.5; pos[1].y = +0.5; // 10000000000
28 pos[2].x = +0.5; pos[2].y = -0.5; // 20000000000
29 pos[3].x = -0.5; pos[3].y = +0.5; // 30000000000
30
31 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
32 sp->bindArrayBuffer("position",&ab);
33
34 float bri[NUM_POINTS]; // 40000000000000
35 bri[0] = 0.0; // 0000000000
36 bri[1] = 1.0; // 1000000000
37 bri[2] = 0.0; // 2000000000
38 bri[3] = 1.0; // 3000000000
39
40 ArrayBuffer ab2((float*)bri,1,NUM_POINTS); // DOOOOOOODO
41 sp->bindArrayBuffer("in_brightness",&ab2) ;
// attribute00 0000000000
42
43 glLineWidth(10.0);
44 }
45
o /

O45 0000000000 0OO0Ox000DO0OO00O0O000O00OO0 main.cppl 00 10
ob20000
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a I
46 void display(void)
47 {
48 sp—>use();
49 glClear (GL_COLOR_BUFFER_BIT) ;
50 sp—>run(GL_LINES, NUM_POINTS);
51 }
52
53 int main(int argc, char *argv[])
54 {
55 initSystem(argc,argv) ;
56 initData();
57
58 glutDisplayFunc(display) ;
59 glutMainLoop();
60 return O;
61 }
- J

U46: 00000000000 0x00000000000000 main.cppU 00 20

4 . N
01 #version 120
02
03 attribute vec2 position; // 0000000000000
04 attribute float in_brightness; // 000000000000
05
06 varying float out_brightness; // D0 00000000000 O0O0O0OO
o7
08 void main(void)
09 {
10 gl_Position = vec4(position, 0.0, 1.0); // 000000
O
11 out_brightness = in_brightness; // 00000
O
12 }
\ J

O 47 00000000000 O0OxO000000O0O0O0O0O0O0O0O0OOOOOOOO0
shader.vert
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01 #version 120
02
03 varying float out_brightness;
// 00000000000 0DbOO000oOo0ooboooobooo

04
05 void main(void)
06 {
07 gl_FragColor = vec4(out_brightness, 0.0, 0.0, 0.0);
// out_brightnessO0OOOO0OOOODOODOODO
08 }
- /

U 48 00O00O0OO0ODOOOO0OOOxOODOOOODOOODDOODOOOODOOO0

shader.frag
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31

040 0OOOO

4.1.1 DOO00OO0OO0OO

0000000000000 45000 initbata() ODOOO0OOOO0DOO bridO
gboobooobooobboobboomilooobooobboobooooo

34 float bri[NUM_POINTS]; //40000000000000
35 bri[0] = 0.0; // 0000000000
36 bri[1] = 1.0; // 1000000000
37 bri[2] = 0.0; // 2000000000
38 bri[3] = 1.0; // 3000000000

O000OpenGL/GLSLOOOOO 001 00000000025 000000000000

gbbobooobbooobbooobiDU AarrayBufferUO0O00O0O0OOOOO0OO
O000000000O%nbrightness”0 000000000000 0O00O00O0OO0O0OO
OO00000 attribute 100 O0OO00OOO

40 ArrayBuffer ab2((float*)bri,1,NUM_POINTS); // 0D 0000000
41 sp—>bindArrayBuffer("in_brightness", &ab2) ;

4.1.2 DUOO00O0OO0OOOOOOOOOOOd

g4vyoogboboobooboobooboobooboobboobboobooon
ooog

04 attribute float in_brightness; // 00000o0ooogog
06 varying float out_brightness; // 0000000000000 O00O0O0O

11 out_brightness = in_brightness; // 000000

O00oO0oobooOooooonDn attributed O inbrightness DO0O0OO0OO0DO0O

ooooobooboobooooooooboboooooobboboooooboOobooooo
Udb00boobooboobooobobOodid outbrightnessUOOODOOOODO0O
OoooooooooooooooobobodvaryingOOOOOOOOOOOOOODO
U000 varying OOQOOOOOO

0470 main000000 in brightness OO0 out_brightness DO OODOOO
ocoobobooooooooobooooooboobooooooobooobobooooobooooon
oooooobooooooon

out_brightness = 1.0-in_brightness;
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040 0OOOO

attribute varying varying
position out_brightness out_brightness
in_brightness (gl_Position)

o —lusl—~1__, —:{0._’ - [Fs]]
SAY ~ @ ~ [ FS.|
® [Vs] — — e 'lF'—S'I—— L.
- mm
o Vs | — — 5] | m "m
o e e

049 00000000000

1 4.1.3 DOOOO0doboboooobobon

2 480000000000 0DODODODOODODLDODLO
3 obooo0oooooooooooooooooooooonbDon varyingdOODOO

4 03 varying float out_brightness;

s Jo0ooobooobooooobooboooooobmboobboboooobobobooboog
e UODODOODOODODOO outbrightness0 O ODOUO0OOOOOOOOOOODOO
y U000 bOooboobboobbOo0 varyingOOODOOOODOO

8 00000 b00obbO0O00bOd outlbrightnessJOODODOOODODOO000OO
o Jlo000o0oboobboobbooboboooboooboooboobobooDba
v JO0D0000000000Dout brightness0 0 UO0ODOO0OO0OOOOOODOOODOO
u 000000000D0O0000000D000 outbrightnessJOOODOODOOOOOO
00000000 GPUOODOOOOOOODOODOOOODOODOOODOODO
13 main0 00000000000 out-brightnessOUOOUOOODOOOO RGBOODODO
w 000000

s 4.1.4 0000

16 0490 GpUOODOOOOOOOO
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1 gbooobogooooooooooboboboboboobobobobobobobob
: Jobgobooobooboboobooboboobobobboobooboboboobg
s Jobgoooobobooobobooboooobobooboobooboboong
«+ QOo0OO0oO0o0obooboobobooboboobooboobobDbobobOoOon
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Test Window

O 410: 000000 30RGBOOOOODOOO

4.2 RGBUOUOOOOOOO

gbobobobobgoobo

040 DOODOO

000000 fleat OODOOO attributeD 0000 GPU OOOOODOattribute O
Ub00b00oo0o0ob00oooooooo200300400 fleatUOOOOO0OOD0OOOODO
OO0O000o0O0o0OoobooOoRrRGBOOOOO attribute 00 OOOO0ODOOODODOO
ooo410000000000O0C0OO0O0DORGBOOOODOOODODOOOOOODO

gboobooooooon

ooooobooooooooooooDoono mbOp, 0 RGBOOOOO C_"lﬂc_"gljﬂ

030000000000 000O00D poRGBOOODO co

golm—plg  lp=—nls
[p2 — p1 Ip2 — p1
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O00o0oO0obOoOoo0oOoOoOoDoOoOoDO0oOobDOooOoOooGPyODOOOOOOODOORO

gboboobooboobobooboobobooboo
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040 0OOOO

a . _ I
01 #include <iostream>
02 using namespace std;
03 #include "stdio.h"
04 #include "stdlib.h"
05
06 #if defined(WIN32)
07 # pragma comment(lib, "glew32.lib")
08 # include "glew.h"
09 # include "glut.h"
10 # include "glext.h"
11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>
13 #else
14 # define GL_GLEXT_PROTOTYPES
156 # include <GL/glut.h>
16 #endif
17
18 struct Position2D {
19 float x;
20 float y;
21 };
22
23 struct RGB { // RGBOOOOODOOODOO
24 float r; // 00000
25 float g; // 00000
26 float b; // 00000
27 };
28
29 struct ArrayBuffer
30 {
31 GLuint buflD;
32 int size;
33
34 ArrayBuffer(float* data, int s, int n);
35 };
36
37 struct Shader
38 {
39 GLuint program;
40
41 Shader (const char* vsn, const char* fsn);
42 void use();
43
44 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
45 void run(GLenum mode, int n);
46
47 GLuint compileProgram(GLenum type, const GLchar x*file);
48 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
49 3},
o %

0411 00000000000 b0o0oooboon0on A1ln
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040 0OOOO

(:32[][]D oo 313000 :)

0 4.12: ArrayBuffer OO ODOODOODOOO Buffer.cpp

3200000 31403300000 3.10b0b0obOo3d30ooooobooboon
oo

0 4.13: Shader U0 UODOODOODOODOO Shader.cpp

4 _ N
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char xargv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE) ;
09 glutInitWindowSize(512,512);
10 glutCreateWindow ("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 sp = new Shader("shader.vert","shader.frag");
18 }
19
- /

0O 414: RGBOOODOOODODOOOOx0ODOOOOODODDOOOO00ODODO main.cppd O
U1igog20000
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040 OO0

O

4 N
20 const int NUM_POINTS = 4;
21
22 void initData()
23 {
24 Position2D pos[NUM_POINTS];
25
26 pos[0].x = -0.5; pos[0].y = -0.5;
27 pos[1].x = +0.5; pos[1].y = +0.5;
28 pos[2].x = +0.5; pos[2].y = -0.5;
29 pos[3].x = -0.5; pos[3].y = +0.5;
30
31 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
32 sp—>bindArrayBuffer("position",&ab);
33
34 RGB rgb [NUM_POINTS];
35 rgb[0].r = 1.0; rgb[0].g = 1.0; rgb[0].b = 1.0; // O
36 rgb[1]l.r = 1.0; rgb[1]l.g = 0.0; rgb[1].b = 0.0; // O
37 rgb[2].r = 0.0; rgb[2].g = 1.0; rgb[2].b = 0.0; // O
38 rgb[3].r = 0.0; rgb[3].g = 0.0; rgb[3].b = 1.0; // 0
39
40 ArrayBuffer ab2((float*)rgb,3,NUM_POINTS); // DDODOOOOOO
41 sp->bindArrayBuffer("in_color",&ab2) ;
// attribute00 0000000000
42
43 glLineWidth(10.0);
44 }
45
46 void display(void)
47 {
48 sp->use();
49 glClear (GL_COLOR_BUFFER_BIT) ;
50 sp—>run(GL_LINES, NUM_POINTS);
51 }
52
53 int main(int argc, char *argv[])
54 {
55 initSystem(argc,argv);
56 initData();
57
58 glutDisplayFunc(display) ;
59 glutMainLoop();
60 return O;
61 }
- ,/

O 4.15: RGBOOOOOOODODOOOxOOOOOODODDOOO0O0OO main.cppdd

20

O
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040 0OOOO

01 #version 120

02

03 attribute vec2 position;

04 attribute vec3 in_color; // O000RGBODOOOOOOOO
05

06 varying vec3 out_color; // OO0 RGBUUOOOOOOOOCOOOOOO
o7

08 void main(void)

09 {
10 gl_Position = vec4(position, 0.0, 1.0);
11 out_color = in_color; //RGBOOOOOO
12 }
- J

0 4.16: RGBOOOOODODOOOOOxOOOOOOOOOOOOODOO0OOOooO0OooO
[ O shader.vert

01 #version 120
02
03 varying vec3 out_color;
// O000RGBUDUOODODOOOOOOODOODOOOOOOODOD

04
05 void main(void)
06 {
07 gl_FragColor = vec4(out_color, 0.0);
// out_colorJ00O RGBOOODODOOODO
08 }
\ J

O 417 RGBOOOOOOOOOOOOxOOOOOODOOOOOOOOOoooooao
U0 shader.frag
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28

040 0OOOO

4.2.1 DOOO0O0OO0OOOO

OO0OoRGBOOODOOOOOOODOOOOODO411000000000000DO
ubboobooboobboobooobbooboobobooon

23 struct RGB { // RGBOOOOOOOOOO
24 float r; // 00000
25 float g; // 00000
26 float b; // 00000
27 };

0415000 initbataQO UUODO0O rgo O O0ODOOOO ODOOOOOODO RGBO
ubbbooobbuoobobboobbuoobbbooobid ArrayBuffer DO U0 OU
OO0OoooooboooOoOoobobo0o0bO“ncolor”’0 00000 DOOOODOOO
OO0000O0DOOooOoO attribute0 00 00O0DOOOOO0O0ODOOOOOOODO

4.2.2 DO00O0OO0OOOOO0OOOOOOO

04160000000000DO0DO0DODODODODOD

O000000000000D0DO attributedO incolor DOOOOOOODO OOOO
OO00oOOoO00O0o0obOo0U0DbOOoRGBOOOOOOODOOODODOOOOODO
Uboooobobooboobongd varying O out_color OO DOOOODOOOOOO
Uboboobooboobboobogbvvecsd OO0 floatOO 30000000
UbobobbOvec3O0ODOODOO0ODOOOOORGBUODDOOOOOOOODDOODOO
gboogooo

423 ODUO000O0OO0OOOOOOOOODOOO

o41vyo00b0b0bO0ob0bob0obobobuoboboo

gobodbodb0ooobboboobobobobooooonO varyingODoooooooQ
minJ000000000000000000 outcolord000D0OO0OOOOODOO
OO00O0ODOoutcolord vec3O U DO OMOgl FragColord vec4a DD UODDOOOODOO
goooboboobobooooboobobo oooobobooboooobooon
gboboboooooboooooooooobooooobooboobOobOobOobOoDbOobODbO
ooooooo
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UbooobobooboonooboonobOodbOOpoint sprited 000000
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ubooobooboobooboobobboboobobooboboobobooong
ubooobooboobooboboobobobobobooboobobbooobooonog
goooboooobooboobooboboboobobobobobobooboooong
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OO000O0penGLOOOOOOOODOOOOODOOOODOOOODODOOOODOOO
Oo0o0ooGgpUDOOOOODOOOOODOOOODODOOOOODOOOODOOODn PC
gobooboobboobooboboooboobobooobooboboooboon

5.1 JUUobugoooobon

gbobobobobo200b00b00b000o00ooboobobooboboobobon
goooboobobooboobobobobooboobobooo20b00b0000
gboboooboobooboooobobbositbobonooobobonoobobg
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gsd 0ODoopoooobgooog

Test Window

Osl:0000004000000000000

[51DDDDD4.11DDD ]

052 0000000000000000000 All.h

[32DDDDD3.13DDD ]

O 5.3: ArrayBuffer 0000 0O0O0O0OONO Buffer.cpp

3200000 31403300000 310000000 33000000000OO0ODO
oo

0 5.4: Shader 000000 OOODO Shader.cpp

o8



gsld ODOOoOoboobooooon

4 , N
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE);
09 glutInitWindowSize (512,512);
10 glutCreateWindow("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 glEnable (GL_POINT_SPRITE); // DO UOUO0OOOOODOOOODOOOODO
18 glEnable (GL_VERTEX_PROGRAM_POINT_SIZE);
// 0000000000CO0000DOOo0OOO00O0OoooDooOoooDon
19
20 sp = new Shader("shader.vert","shader.frag");
21 }
22
23 const int NUM_POINTS = 4;
24
25 void initData()
26 {
27 Position2D pos[NUM_POINTS];
28
29 pos[0].x = -0.5; pos[0].y = -0.5;
30 pos[1].x = +0.5; pos[1].y = +0.5;
31 pos[2].x = +0.5; pos[2].y = -0.5;
32 pos[3].x = -0.5; pos[3].y = +0.5;
33
34 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
35 sp->bindArrayBuffer("position",&ab);
36
37 RGB rgb [NUM_POINTS];
38 rgb[0].r = 1.0; rgb[0].g = 1.0; rgb[0].b = 1.0;
39 rgb[1].r = 1.0; rgb[1]l.g = 0.0; rgb[1]l.b = 0.0;
40 rgb[2].r = 0.0; rgb[2].g = 1.0; rgb[2].b = 0.0;
41 rgb[3].r = 0.0; rgb[3].g = 0.0; rgb[3].b = 1.0;
42
43 ArrayBuffer ab2((float*)rgb,3,NUM_POINTS);
44 sp—>bindArrayBuffer("in_color",&ab2) ;
45
46 glLineWidth(10.0);
47 }
48
- ,/

Uss5:0000000000000DO00O0O00ODOODO0O0O0O00O0 main.cppU 00 100
020000

99



gsld ODOOoOoboobooooon

4 I
49 void display(void)
50 {
51 sp—>use();
52 glClear (GL_COLOR_BUFFER_BIT) ;
53 sp—>run (GL_POINTS,NUM_POINTS); // 000000000000
54 }
55
56 int main(int argc, char *argv[])
57 {
58 initSystem(argc,argv) ;
59 initData();
60
61 glutDisplayFunc(display) ;
62 glutMainLoop();
63 return O;
64 }
\\ J

Us6: 00000000 b0o0bo0nbooboobibodl main.cppbl OO 20

a N
01 #version 120
02
03 attribute vec2 position;
04 attribute vec3 in_color;
05
06 varying vec3 out_color;
o7
08 void main(void)
09 {
10 gl_Position = vec4(position,0.0,1.0);
11 out_color = in_color;
12 gl_PointSize = 50; // 00000000000DO0OC0OO
13 }
- J

O 5.7 O0O0O0O0O0OO0OOO0OOOOO0OOOO0OO0OOOOOO0OOO0OO0ODOOOOOOOOn
shader.vert

(:54[][]D oo 417000 :)

U 58 Ubboouboouobobouobobooobooobooobbboobbooad
shader.frag

60



10

11

12

13

14

15

16

17

18

19

20

21

23

gsld ODOOoOoboobooooon

5.1.1 0OUOOooooon
gssudsebnoonooonobooonooonboon
gboobobooboobboobuooboobooboboobooonoon

17 glEnable (GL_POINT_SPRITE); // UUO0ODOO0ODOOODOOOOOOODOO

gooobooboobobobobooboboobooboobobobooboong
000000 glPointSize OO UOODOODOOODOOODOOOO gl -PointSize
gboboobooboobooboobo

18 glEnable (GL_VERTEX_PROGRAM_POINT_SIZE) ;

0000000000000000000000000000000000000000OO
gl PointSize 000000000000 O00O00OOO0O0O0OOOMO 10000000
00 initbata() 000O0O00000O0000O0O0000O0O0000O0O00000O0O

00 display) 000000000

53 sp->run (GL_POINTS,NUM_POINTS) ; // 000000000oog

oboobogbboobod GupoINTSUODOODOOOODOODOOOOD

5.1.2 0O00OO0O0OO0OO0OO0OO0OOO0DOO

gsr7r0bfdbobobobobobobobobobobo
gl PointSize U U U O[O

12 gl_PointSize = 50; // 0000000000000 00OO

000000000000000000000O0DOgl PointSize 000000 000
gboooboboboobooobobscobbobooboobobobbooboonbd
gbooooboobooobobod

5.1.3 U000obooboooobooboood

oboooooooooooooooooooooooooon
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gsld ODOOoOoboobooooon

(:51[][]D 0ob 411000 :)

0 s5.11: 0000000000 DO0O0DO0O0O0DDO0O All.h

(:32[]E]D oo 313000 :}

0 5.12: ArrayBuffer U0 0O O0D0U0O0OOOO Buffer.cpp

3200000 31403300000 3.10b0b0obOo330ooooobooboon
oo

0 5.13: Shader U0 UOOOO0OODO0DOOO Shader.cpp

[59DDDDD5.5D60DDDDD5.6DDD )

0s514: 000000000000 00O00DO0O0O0OO0O000OO0 main.cpp

(:60[] gbogos70oO00n :)

0 5.15: JO0bo0oboooboobooooboboobooboboobooboobood

shader.vert

a4 I
01 #version 120
02
03 varying vec3 out_color;
04
05 void main(void)
06 {
07 vec2 xy = 2.0*gl_PointCoord-vec2(1.0,1.0);

// 0000 [o,1]1x[0,1] ODOOOO [-1,1]1x[-1,1] ODOOOOOODO
08 if (length(xy) < 1.00{ //0000xy000000C1000000DODO

09 gl_FragColor = vec4(out_color, 0.0);
10 }elsed{
11 discard; // 0000000000
12 }
13 }
- /

0 516 0J0O0OD0ODO0OO0OO0OO0ODOODOO0OO0O0OODOOO0OO0O0OODODDOOOOO0OO0OoODODO
shader.frag
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gsld ODOOoOoboobooooon
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0 -1

0 gl_PointCoord.x 1 -1 Xy.X 1

O 517 000000000000 0O0O0ODO gl PointCoorddxy DD OO ODOO

5.2.1 0O00O0OOOOO

gbooobobooood

5.2.2 00000 OOUOOOO0OOODOOOOObDOO

gbooobooboood

5.2.3 UU00O0OO0OODOUOOOOODOOOO

gsl600b0b00Db0bO0DbO0ObOO0ODbODbDODbODODbOD

U0D0000000 glPointCoord IO UODDOODODOODODOODOONO vec2U0 O
ooboobooooobooobooboboooboobooobooboboooboobooooDooOog 5.17
oooooof,l]x(o,1] 0000000000000 OO0O0ODOO0OOUOOOOO
U0000b00bO0b0b0 glpointCoord DO OO0OOOOOOOODOOOODOO
bobooooooooooooooooooooooooboooobobgnDo

0s16000000000000

07 vec2 xy = 2.0*gl_PointCoord-vec2(1.0,1.0);
O0oOoooooooo [o,1)xo,1]00000 [-1,1]x[-L,1]00000vec2000

xyQOOQooooooos1roood
goooobooon

08 if (length(xy) < 1.0){ //0000xy000000100000000
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gsld ODOOoOoboobooooon

®—|vs|—

vs.] —

vs.| —| Z

® —[vs]—|_

U518 0000000000000

1 O0xyO0O0O0O0O length(xy)d = |xy| =sqrt(xy.x*xy.x+xy.y*xy.y) 00 1.00000
» 000000000000 100000000000 00D0O0000O1ength() 0 vec2O
3 vec30vecda D0 DOODOODOODODOODO GLSLOODODOODODOOD

4 goooooooon

5 09 gl_FragColor = vec4(out_color, 0.0);

¢ UO00O0ODOoutcolor JOO0OO0OOOOODOODO
7 gbobobobooomobobooooboobooboboooobobOoooboooboo
s DOO0DO0OD0OOO00OO0O0ODO0O0OO0O0DDOesedD

o 11 discard; // 0000000000

0w 0000 discard 00000 0O0D0Odiscard0 0000000 OCOODOOOODOO
u Joo0ooooooooan

» 5.24 0000

13 gsi8idboobgnoogobosoobobooboooboboooboobooboboo
w JO0D0o0gdobooboobbooboobooboon
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oooo éo
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Test Window

0 6l:000000e6000000DO0DODOODODOODODOODO
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0 6.4: ArrayBuffer U0 OO ODOOOODOO Buffer.cpp
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ged DOOOODOOO

3200000 31403300000 3.10b0b0obOo330boooooboboon
oo

O 6.5: Shader U0 DO O0O0OOOOO Shader.cpp

a _ I
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE);
09 glutInitWindowSize(512,512);
10 glutCreateWindow ("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined (WIN32)
14 glewInit();
15 #endif
16
17 // glEnable (GL_POINT_SPRITE); // 0000000000
18 // glEnable(GL_VERTEX_PROGRAM_POINT_SIZE); // 0000000000
19
20 sp = new Shader("shader.vert","shader.frag");
21 }
22
\_ %

Ue66: 1000000000000 O00O0O0OOO0O0O0O0 main.cpp00 1000 20
ood
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ged DOOOODOOO

-
23 const int NUM_POINTS = 3; // 1000000300
24
25 void initData()

26 {
27 Position2D pos[NUM_POINTS]; // UDODOO0OOOODODOOOOODOO
28
29 pos[0].x = -0.5; pos[0].y = -0.5;
30 pos[1].x = +0.5; pos[1].y = +0.5;
31 pos[2].x = +0.5; pos[2].y = -0.5;
32
33 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
34 sp->bindArrayBuffer("position",&ab);
35
36 RGB rgb [NUM_POINTS];
37 rgb[0].r = 1.0; rgb[0]l.g = 1.0; rgb[0].b = 1.0;
38 rgbl1].r = 1.0; rgb[1]l.g = 0.0; rgb[1].b = 0.0;
39 rgb[2].r = 0.0; rgb[2].g = 1.0; rgb[2].b = 0.0;
40
41 ArrayBuffer ab2((float*)rgb,3,NUM_POINTS);
42 sp->bindArrayBuffer("in_color",&ab2);
43
44 // glLineWidth(10.0); // 0000000000
45 }
46
47 void display(void)
48 {
49 sp—>use() ;
50 glClear (GL_COLOR_BUFFER_BIT);
51 sp—>run (GL_TRIANGLES,NUM_POINTS) ; // 0000000000
52 }
53
54 int main(int argc, char *argvl[])
55 {
56 initSystem(argc,argv) ;
57 initData();
58
59 glutDisplayFunc(display) ;
60 glutMainLoop();
61 return O;
62 }
- J

067 10000000000000000000000 main.cppd 00 20
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ged DOOOODOOO

4 ] N
01 #version 120
02
03 attribute vec2 position;
04 attribute vec3 in_color;
05
06 varying vec3 out_color;
o7
08 void main(void)
09 {
10 gl_Position = vec4(position,0.0,1.0);
11 out_color = in_color;
12 // gl_PointSize = 50; // 0000000000
13 }
\_ %

Ue68: 1000000000000 0O00O0O0OO0ODOO0O0O0OO0O00000 shader.vert

4 . I
01 #version 120
02
03 varying vec3 out_color;
04
05 void main(void) // 00000000000D0OOCcO00O0ooooo
06 {
07 gl_FragColor = vec4(out_color, 0.0);
08 }
- %

069 1000000000000 00000O0O0DO0O0OO0OO0O0O0OODN shader.frag
Us4b0000041vO00b0oo0obo0oboobooboobooboooobooob
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ged DOOOODOOO

®—|[vs|—
- ~[Fs]
SRE|\ T ]
o V] — | 5| —% :
e
— —|FS.]

® —[vs]—

0 610 000000000000

6.1.1 0O0O0OOooooOo

O0O0030000000000O0000DOO00DOO0 initbata() OO 67000
gooobooobooboboooo40b0oboooboobobboboboobooobobooon
ugboogon

goboboooboboooooooooboobobboooooooooooooooooobooo
ogoo

06700000 displayO 00000 00DOOO0ODOOCOOODOOO GL_TRIANGLES
gbobooboogobog

6.1.2 U000OO0OOOOOO0O0OOOOOO0

gelboboooboooboobooboobbooboobooboooboooooaonoo
uboboooboobooobbooboooboo

6.1.3 U00O0OO0OOOOOO0OO0OObDObOOOO0

geoboobooboboobooboobboboboobooboobooobooonoo
ubobooboooobood

6.1.4 0000

geloooobooobooon

gbooboobooobooboobooobooboobbooboobooobo3gooo
ubooobooboobobobboboobooboobooooooobobooooboo
O0000000D0DO0O000 displayO ODO0ODODOOOOOOOOOOOOOODOO
000000 GL.TRIANGLES OO UODODOOO0O0OO0O0 300000b00000oo0oo0
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ged DOOOODOOO

1 U00D0O0000D000000D0GL.LINE.STRIPH GL_LINE_LOOPL] GL_TRIANGLE_STRIPU
> GL_TRIANGLEFAN OO DOOODOOODOOOO0ODOOO0ODOOOO

3 gboobobooboobobooboobobooboobobobobobooo
« JOoDOoOoobooobg
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Test Window

0 611: 000000 0O0DO0O 30000000000

6.2 U0OODLOOOOO0OOODOOObOOOOOOLObLObOOoOn 10

goboooboobooooboobooooboooooboboooboobooogoboo
oood

oooooooooooooooboDoooOog attributed 00 0DOO0OOOOOOO
gobbooooobooobooooboobooobooobobooobobooooooboooDo
oboobooooobooooooooogoo

o0Do0D0o00 wiform00000000D0O0O0DOOODOOODOOODOOODOO
ubodgbooboobouoooobooboooobobooboboboobooboboooboo
goooboooobobooobobooobooboobDe1ntobbe100ObDOOO
gbobooboobooboboobobooboboobo soobobobOobOobobOoDo

goboboobuobooobobooboobobooboooobooboboban
OO00000Oo0oOoOooDOoooOooboDoOoOod0dbuniform00000O00OOODODOO
OO00D0O0OuwiformOO0 GPUOOODOOOODOOODOOOOOOODOOODO
ubooboboobooboobbboobobooboobooboobooboobooboaon
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ged DOOOODOOO

\
I I
|
| attribute 2% uniform Z5%% :
| 3
| % |
| < |
|
| N=Fvoz 759Xk | BEREA
o N . N
N e I —H— ﬁ
: AL/ A TN pARE/AT N |
]
\ 7

O 6.12: attribute 0 00 uniform 0000 O

, 0O00oooo o
» wifoom00000000000000O00O00O0O

0000000000000 0000000000 wifoeom 0000000000000000000
wiform 0000000000CO000000CCOODOO0O0O0OO0OO0O0O0O0QCCOODOOO0OOO0O0OO
oooocoon
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oed

gboogood

01
02
03
04
05
06
o7
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46

a7
48
49
50

#include <iostream>
using namespace std;
#include "stdio.h"

#include "stdlib.h"

#if defined(WIN32)

# pragma comment(lib, "glew32.lib")
# 1include "glew.h"

# 1include "glut.h"

# 1include "glext.h"

#elif defined(__APPLE__) || defined(MACOSX)
# include <GLUT/glut.h>

#else

# define GL_GLEXT_PROTOTYPES

# include <GL/glut.h>

#endif

struct Position2D {

~

// uniformO 0O wuwname 00 val DOOOOOO

float x;
float y;
}s;
struct RGB {
float r;
float g;
float b;
}s
struct ArrayBuffer
{
GLuint bufID;
int size;
ArrayBuffer(float* data, int s, int n);
};
struct Shader
{
GLuint program;
Shader (const char* vsn, const char* fsn);
void use();
void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
void run(GLenum mode, int n);
void setFloat(const char* uname, float val);
GLuint compileProgram(GLenum type, const GLchar x*file);
void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
};

%

06.13: 00000000000O0O0O0DOO0ODODO0O All.h
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ged DOOOODOOO

(i32[]E]D b 3.13000 j}

0 6.14: ArrayBuffer 0D OO 0OO0ODOOMO Buffer.cpp

a I
01 OO
02 ...
03 void Shader::setFloat(const char* uname, float val){
04 GLint p = glGetUniformLocation(program, uname) ;
// wniformO0 0000000
05 if(p < 0) A // 0000000000
06 cerr << "uniform name error: " << uname << endl;
07 exit(1);
08 }
09 glUniformlf (p,val); // wiformO000000O
10 }
\ /

0 6.15: Shader D00 OOODOOOOO Shader.cppl Shader: :setFloat() DO OO O
OO000O0 3200000 3.1403300000 3150000000 3300000000
oooooo

a4 . I
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
09 glutInitWindowSize(512,512);
10 glutCreateWindow("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 // glEnable(GL_POINT_SPRITE);
18 // glEnable(GL_VERTEX_PROGRAM_POINT_SIZE);
19
20 sp = new Shader("shader.vert","shader.frag");
21 }
22
\ J

0 6.16: 1000000000000 0000000O0000 main.cppl 00 1000 20
ood
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ged DOOOODOOO

23 const int NUM_POINTS = 3;

24

25 void initData()

26 {

27 Position2D pos[NUM_POINTS];

28

29 pos[0].x = -0.5; pos[0].y = -0.5;

30 pos[1]l.x = +0.5; pos[1].y = +0.5;

31 pos[2] .x = +0.5; pos[2].y = -0.5;

32

33 ArrayBuffer ab((float*)pos,2,NUM_POINTS);

34 sp->bindArrayBuffer("position",&ab) ;

35

36 RGB rgb [NUM_POINTS] ;

37 rgb[0].r = 1.0; rgb[0].g = 1.0; rgb[0].b = 1.0;
38 rgb[1].r = 1.0; rgb[1]l.g = 0.0; rgb[1].b = 0.0;
39 rgb[2].r = 0.0; rgb[2].g = 1.0; rgb[2].b = 0.0;
40

41 ArrayBuffer ab2((float*)rgb,3,NUM_POINTS);

42 sp->bindArrayBuffer("in_color",&ab2) ;

43

44 // glLineWidth(10.0);

45 }

46

47 #if defined(WIN32) // 00400 MPI OODODOODOOODODO
48 #define _USE_MATH_DEFINES

49 #endif

50 #include <math.h>

51

52 void display(void)

53 {

54 sp—>use();

55 sp->setFloat("theta", 30*M_PI/180.0); // theta OO O0O0O
56 glClear (GL_COLOR_BUFFER_BIT) ;

57 sp->run (GL_TRIANGLES, NUM_POINTS) ;

58 }

59

60 int main(int argc, char *argv[])

61 {

62 initSystem(argc,argv);

63 initData();

64

65 glutDisplayFunc(display) ;

66 glutMainLoop();

67 return O;

68 }

0617 10000000000DO0O0DOO0O0ODOO0O0OO0 main.cppb U0 20
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ged DOOOODOOO

4 . I
01 #version 120
02
03 attribute vec2 position;
04 attribute vec3 in_color;
05
06 varying vec3 out_color;
07
08 uniform float theta; // uniformO 0000
09
10 void main(void)
11 {
12 float x = cos(theta)*position.x-sin(theta)*position.y;
13 float y = sin(theta)*position.x+cos(theta)*position.y;
// 000000 theta DOOO
14
15 gl_Position = vec4(x,y,0.0,1.0);
16 out_color = in_color;
17 }
- %

0618 1000000000000000DO0O0O0O00O0O0O0O00O000ODO0O0 shader.vert

(:71 gboogoge9gniog :)

06.19: 100000000000 000000O00DOO0ODO0ODODO0O0ODOO shader.frag
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21

22

23

24

25

26

27

ged DOOOODOOO

6.2.1 ShaderUgggnn

0613000000000000000 GPUODOODOO floatO uniform 00O
gbooboooboooboooboobod

void setFloat(const char* uname, float val);

OShader OO0 0OO0D0OO0OO0OOOODOOOOOO 1000 wifeormO0000O0 20000
gboogbobod
gboooobel0b0b0ObObOODODODOD

04 GLint p = glGetUniformLocation(program, uname) ;

goboooogobbbooooboooboobobooobbooboooobbooooooo
O000uwane0 000000 wiformOO00000COODODODODOlocationdO0O0 pO0O
000000 glGetUniformLocation() 003.1000000 glGetAttribLocation()
O000O0OODODODO0O0O0O00 wmiform 0000000 attribute 0000000000
oooobodb p0dbobbobbDobobobOobDobobDobbOobOooDOoDO
ooboooboooooboobobooobbooboooobogbDooobDboobbooLoLo
oboobooboouobooouoboooobooooooboooooDooDooDoboDooDooDoDo
oooooon

09 glUniformif (p,val); // wniformO0 000000

O uniform 000000 floatd val 00000 OglUniform1if(O) 000000 O0O0O
0O 0OglUniform2f () 0glUniform3f ) OglUniformdf () DO DOOOOOOOOONO vec2O
vec3Ovecd OO wiform 000000000000 OOODOOOOO glUniform1i() O
int0 miform 0000000000000 O0OOOCOOOO0OOOOO

6.2.2 0O00O0OO0OOOO

O0000O000D0OCwiformO0 thetaODAOOOODODOOOODOOOODOOOO
gbobooboobobooboooboo

0000061700000 display() DOOOD thetaOOO 3000000000
000 30°-7/1800 000000000000

55 sp->setFloat("theta", 30*%M_PI/180.0); // theta OO O0OO
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oooobooboobbooboobogMPI0DUDUOODOODOOODO display) OO0

googno

47 #if defined(WIN32)

48 #define _USE_MATH_DEFINES
49 #endif

50 #include <math.h>

// 00400 MPI O0DOOOOOCOODO
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ged DOOOODOOO

uniform Z#§
t}leta

attribute Z%§

.
p
.
. I
.
.
.
.

’,

O ——[vs]—| 5

,
’
,

® —~[vs]—

0 620: 0000000O00O0OOODOO

1 6.23 0O0O00OO0O0OOOO0OOOO0ODOOO0OD0

2 O0bO0o0o0oo0ooo0ooo0oooboob0ooDbOo0o0Ogn theta O uniform O
s ggog

4+ 08 uniform float theta; // uwniformO0 0000

s DO0000000DOattribute 0000000000 20000 positionIOOOOOMNO

e UOOOODODO glPositionJOOOON

7 O00doooobobuobobobo0oo0oUoboUdnd thetaDOOO cos(theta)d
s sin(theta) U000 0O00ODOOOO0ODOOODOOODOOODOOODODOODOODOOD
o 0O000OD0OODO0OOO0OOOODOO0DOO0ODOO0OOOODOODOOODOO unifrorm O

1o 00 cos(theta)Osin(theta) DO DOOOOOO0DOOOOOO

u 6.24 0O00000O0OODOOOOOOODO

12 oboooooooooooooooooooooooooo

1 6.2.5 0000

14 062000000000 00attribute 000 000O0DOOO0OOOCOODOOOOOOOO
s 000 wiform0O0 thetaOOODOOOOODOOODOOOOODOOODOODOOODOO
v JOb0oobooobboobooobooboooboooobooo
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Test Window

0 621: J000008OIDLOODOO 30000000000

6.3 UUODLOODOOO0OOLOOOLObOOOOoOooOobObobooon 20

ooooooooDoOoOoOOOOOCOC0O0O00 miformO000000000000O0OO
U0bobo00bo00bo00bboobbo0 6210000 thetaOODOOOODOOODO

gbooboobooboooboooboobooooboobooboboooo
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ged DOOOODOOO

C?GDDDDD&IBDDD ]

0622 00000000000O0O0ODOO0ODODO0O All.h

[32DDDDD3.13DDD )

0 6.23: ArrayBuffer U0 OO 0000000 Buffer.cpp

[77DDDDD6.15DDD )

0 6.24: Shader U0 UODOODOODOODOO Shader.cpp

[77DDDDD6.16D78DDDDD6.17DDD }

0625 100000000000000O0O0DO0O0ODO0O0O main.cpp

[79DDDDD6.18DDD ]

0 6.26: 100 000000000000O00000O0O0OO0O0OO00O0DO0 shader.vert

a I
01 #version 120
02
03 varying vec3 out_color;
04
05 uniform float theta;
06
07 void main(void)
08 {
09 gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 0.0);
// 000000 cos(theta) OO0
10 }
\_ )

U627 100000000000000000000O0O0OOO0O0DODODO0O0O shader.frag
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ged DOOOODOOO

6.3.1 0OO0O0OOgOoooOO

gboooboboobooboooboobon

6.3.2 U00O0OO0OOOUOOOOOOOOO

gboogoooooboooboobobooboobobon

6.3.3 U00O0OO0OODOOOOOObDOOOO

0000000000 0O0O0D0D0000 uniformO0 thetaO 61800000000
oooooo
0e62vr00bDO0ODODOD

09 gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 0.0);

000000000 cos(theta) D000 OODOOcos(theta) = cos(30°-7/180) = 0.866..
00000006110 000D00C00000DOOCO0ODOODOOOODOOvec3dOO
0030000 .x0.y0.200000000 .x0.g0.pO00000C00OOOOOODOO
0000 out_color.r, out color.gODOOODOO cos(theta) U thetaO OO
o0o0o0o0oboOoOooOoobbogob oobboOoOooo

6.3.4 U000

ge200 00000000000 DLOLOODOOODLOODLODODLObLObDOObOD
gooboobooboobbooboobbooboobbooon
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attribute Z%%

uniform Z#§

_
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O70 CcGOODOOOOO

~
o000d0d0ee1300000000
01 #include <iostream>
02 using namespace std;
03 #include "stdio.h"
04 #include "stdlib.h"
05
06 #if defined(WIN32)
07 # pragma comment(lib, "glew32.1lib")
08 # include "glew.h"
09 # include "glut.h"
10 # dinclude "glext.h"
11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>
13 #else
14 # define GL_GLEXT_PROTOTYPES
15 # include <GL/glut.h>
16 #endif
17
18 struct Position2D {
19 float x;
20 float y;
21 };
22
23 struct RGB {
24 float r;
25 float g;
26 float b;
27 };
28
29 struct ArrayBuffer
30 {
31 GLuint bufID;
32 int size;
33
34 ArrayBuffer(float* data, int s, int n);
35 };
36
37 struct Shader
38 {
39 GLuint program;
40
41 Shader (const char* vsn, const char* fsn);
42 void use();
43
44 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
45 void run(GLenum mode, int n);
46 void setFloat(const char* uname, float val);
47
48 GLuint compileProgram(GLenum type, const GLchar x*file);
49 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
50 };
/

Url:00000000000000DO0O0O0O0O All.h 88



O70 CcGOODOOOOO

\
200000 3.1300000000
01 #include "All.h"
02
03 ArrayBuffer::ArrayBuffer(float* data, int s, int n)
04 {
05 size = s;
06 glGenBuffers(1l, &buflD);
o7 glBindBuffer (GL_ARRAY_BUFFER, bufID);
08 glBufferData(GL_ARRAY_BUFFER, sizeof(float)*sizex*n,
09 data, GL_STATIC_DRAW);
10 glBindBuffer (GL_ARRAY_BUFFER, NULL);
11 %}
)
O 7.2: ArrayBuffer OO0 OO0OO0OONO Buffer.cpp
. I
01 #include "All.Rh"
02
03 Shader: :Shader(const char* vsn, const char* fsn)
04 {
05 buildProgram(vsn, fsn);
06 }
07
08 void Shader::bindArrayBuffer(const char* vname, ArrayBuffer* ap)
09 {
10 glBindBuffer (GL_ARRAY_BUFFER, ap->bufID);
11 GLint p = glGetAttribLocation(program,vname) ;
12 if(p < 0) {
13 cerr << "attribute name error: " << vname << endl;
14 exit (1);
15 }
16 glVertexAttribPointer(p, ap->size, GL_FLOAT, GL_FALSE, 0, 0);
17 glEnableVertexAttribArray(p) ;
18}
19
20 void Shader::use()
21 {
22 glUseProgram(program) ;
23 }
24
25 void Shader: :run(GLenum mode, int n){
26 glDrawArrays (mode,O,n);
27 glutSwapBuffers() ; //glFlush O OO O
28 }
29
%

O 73: Shader D0 O0OOOOODOODO Shader.cppU 00 1000 20000
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O70 CcGOODOOOOO

\

30 void Shader::setFloat(const char* uname, float val){
31 GLint p = glGetUniformLocation(program, uname);
32 if(p < 0) {
33 cerr << "uniform name error: " << uname << endl;
34 exit(1);
35 X
36 glUniformif (p,val);
37 }
38
39 GLuint Shader::compileProgram(GLenum type, const GLchar *file)
40 {
41 FILEx fp = fopen(file, "r");

goo390boon 320000
42 return shader;
43 }
44
45 void Shader::buildProgram(const GLchar *vsn, const GLchar *fsn)
46 {
a7 GLuint vs = compileProgram(GL_VERTEX_SHADER, vsn);

gbob4000000 321000
48 glLinkProgram(program) ;
49 }

J

0 74: Shader 00O ODO0ODOODOONO Shader.cppU 00O 20
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O70 CcGOODOOOOO

4 N
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_DOUBLE);
09 // GLUT_SINGLE 0 GLUT_DOUBLE OO0
10 glutInitWindowSize(512,512);
11 glutCreateWindow("Test Window");
12 glClearColor(0.5,0.5,0.5,1);
13
14 #if defined(WIN32)
15 glewInit();
16 #endif
17
18 // glEnable(GL_POINT_SPRITE);
19 // glEnable(GL_VERTEX_PROGRAM_POINT_SIZE);
20
21 sp = new Shader("shader.vert","shader.frag");
22 }
23
- ,/

75 00000000000 DOOO0O0DOO0O0O0D0ODODO0O000 main.cppb 00
100020000
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O70 CcGOODOOOOO

4 ' N
24 const int NUM_POINTS = 3;
25
26 void initData()
27 {
28 Position2D pos[NUM_POINTS];
29
30 pos[0] .x = -0.5; pos[0].y = -0.5;
31 pos[1].x = +0.5; pos[1].y = +0.5;
32 pos[2].x = +0.5; pos[2].y = -0.5;
33
34 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
35 sp->bindArrayBuffer("position",&ab);
36
37 RGB rgb [NUM_POINTS] ;
38 rgb[0].r = 1.0; rgb[0].g = 1.0; rgb[0].b = 1.0;
39 rgb[1].r = 1.0; rgb[1l.g = 0.0; rgb[1].b = 0.0;
40 rgb[2].r = 0.0; rgb[2].g = 1.0; rgb[2].b = 0.0;
41
42 ArrayBuffer ab2((float*)rgb,3,NUM_POINTS);
43 sp->bindArrayBuffer("in_color", &ab2) ;
44
45 // glLineWidth(10.0);
46 }
47
48 double theta = 0.0; // 000000000000
49
50 void display(void)
51 {
52 sp—>use();
53 sp->setFloat("theta", theta);
54 glClear (GL_COLOR_BUFFER_BIT) ;
55 sp—>run (GL_TRIANGLES, NUM_POINTS);
56 theta += 0.02; // 0000000
57 }
58
59 void timer(int num) { // 000000
60 glutPostRedisplay(); // 0D0OUO0 glut OO O0OOO0D0OOOOOOODO
61 glutTimerFunc (50, timer, num+1); // 0000000000
62 }
63
64 int main(int argc, char *argvl[])
65 {
66 initSystem(argc,argv) ;
67 initData();
68
69 glutDisplayFunc(display) ;
70 glutTimerFunc(50 , timer , 1); // 00000000000
71 glutMainLoop();
72 return O;
73 }
\¥ J

Ove6: 0000000 DO0O0ODLOO0ODLO0O00DOOODOO0ODO0O00 main.cppd OO 20
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O70 CcGOODOOOOO

4 N
Mo0b0db 61800000000
01 #version 120
02
03 attribute vec2 position;
04 attribute vec3 in_color;
05
06 varying vec3 out_color;
07
08 uniform float theta;
09
10 void main(void)
11 {
12 float x = cos(theta)*position.x-sin(theta)*position.y;
13 float y = sin(theta)*position.x+cos(theta)*position.y;
14
15 gl_Position = vec4(x,y,0.0,1.0);
16 out_color = in_color;
17 ¥
\ J

Or7100000000000000D000O0O0O0OODODOOODOO0O0O0O shader.vert

f

00000627000 DO0ODOO

01 #version 120
02
03 varying vec3 out_color;
04
05 uniform float theta;
06
07 void main(void)
08 {
09 gl_FragColor = vec4(out_color.r, out_color.g, cos(theta), 0.0);
10 }
=

%

078 100000000000000000O00O0DO0O0O0O0O0ODOO0O0ODO shader.frag
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Oo70 CcGODOOOOOO

00000000000 20000000000000000000000000CGO
0000000000000000000000000000790000000000
0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
0oooooon
OpenGLODUODOOOODOOOODOOOODOOOODOOOODOOOO
D000 7500000000

08 glutInitDisplayMode (GLUT_RGB | GLUT_DOUBLE);

U GLDOUBLE U DO DOOOOOOOOOO0ODOOOOOOobobOOoOn
goob0renDO0nOOOOOnOO
55 sp—>run (GL_TRIANGLES, NUM_POINTS);

Jooooono 7300ooooonoon
27 glutSwapBuffers() ; //glFlush ) 000

O00200000000000/000000000000O4display) OOOOOODOO
CGOUOODOOODDOODOOO glutSwapBuffers() D0 0OOOO0OOODOOOOOOO
ugooo

gboooboboobooboooboo

7.1.2 000000

cGOODODOOOoOoOo10oD2000000000000000O00O0OM00000=10000
O00/20000 CGOOOOODODODUODODOUODODOODOOOOODODUODODUOODOOODOOOO
000000000000 00OoGLUTODO0ODO0O0O00O00D0DO0oDo0DO0D00nO
gr7io0ooboooooooo

U000 760 main0 OO0 glutMainLoop() DO DOUODOODOUODOODOODOO
70 glutTimerFunc (50, timer, 1); // 00000000000

ooboboobooboobOodbgivtbo0oboobOoOobOOoOoDOOODOOD
gilioooogobogoboboboboboooooboo 20000000 3b0bobooon
ooooooooooobooooboooooobooooooooDs000dnn timer(1)
oooooo

O0O0D00000 timer(O OO 760 590620000000000000000O
oooooo
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display () D%k
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0710 0000000000

60 glutPostRedisplay(); // U0DUOD0 glutODO00O0ODO0OOODOODOODOO

obobooobobodbodgitb0ooobobooooboobobooooobobooon
Ub00ob0b0b0obOobobuobDobDOoDOoboUn display) DOOODOODOODO
O timer() U0 OOD0O0O0OODOO display() DD OODOODOODODOOOOODOOO
glutMainLoop() U0 OO UOODOODOOOOODOODOOODODODOOOOODOOODODO

gboobgobooboobbooboobbooboobooobooboon
god

61 glutTimerFunc(50, timer, num+1); // 0000000000

O0D0D000005000000 timerO DOUODO0ODOODOO0O0O0O0O00OOmain 00O
O00000 glutTimerFunc(50, timer, 1) DOOO0OOO 3000 num+1 OO0 O
O00D0OD00OD timerO) OODODOO0ODODODOD num OO0 100000000
timer ) 00000000 num 00000000 0O0O0OOOOOOOOO timer() O
goo0o0oo0ooooooooooooooooOoboooOoboobooboooooog

O00000000000000S000000000000001000 1000/50 =20
000000000000 DO0DOO0O000D0Od FPSO Frames Per Sec O 2000000
O 1000FPSOOD0OD0100DO0O00OCOO0ODODO0ODODODOOOODODODOOO
oo0ooooooo
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Oo70 CcGODOOOOOO

v 7.1.3 0OO00O000

2 076000 display() DODOOOO thetaOOOOOODOOODO

3 53 sp—>setFloat ("theta", theta);

+ OOO0ODOGPUDO uniformO0 thetaOOOOOODOOOO0OODODO thetaODODO

5 56 theta += 0.02; // 0O000oogd

e UbOODgoo20000b0000bbObOOobDbOoOob0bObOoOobbObOgoo.c200bnbOd
r goooaooo

8 ODOO0000O0ObO0OOooooboOogrpPSO200000001000D000O000O 0.02rad. x
o 20x23deg. 000D ODOUDOOOUODODODOOOOD 100000O00O0O360/23=15.6500
w Jobooobooboooboooboboooo
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g8t 10000000000

Test Window

081:00000090100000000O00C0O0O00OCGOOOOOOOOOOO01O
oood

01 #include <iostream>

02 using namespace std;

03 #include "stdio.h"

04 #include "stdlib.h"

05

06 #if defined(WIN32)

07 # pragma comment(lib, "glew32.1lib")
08 # include "glew.h"

09 # include "glut.h"

10 # include "glext.h"

11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>

13 #else

14 # define GL_GLEXT_PROTOTYPES

15 # include <GL/glut.h>

16 #endif
17
18 struct Position2D
19 {
20 float x;
21 float y;
22 };
23
o %

08200000000 booboonbodon All.nddnbo 1000 20000
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g8t 1000b0o00oogd

~
24 struct RGB
25 {
26 float r;
27 float g;
28 float b;
29 };
30
31 struct RGBA // RGBOOOOODOO0OOOODOOOOOO
32 { // 00000000
33 float r;
34 float g;
35 float b;
36 float a;
37 };
38
39 struct ArrayBuffer
40 {
41 GLuint buflD;
42 int size;
43
44 ArrayBuffer(float* data, int s, int n);
45 };
46
47 struct TexturelD // 10000000000
48 {
49 GLuint texID; // 0000000000
50 GLint  num; // 0000000000
51
52 TexturelD(int tnum, void* data, int w); // 0000000
53 1;
54
55 struct Shader
56 {
57 GLuint program;
58
59 Shader (const char* vsn, const char* fsn);
60 void use();
61
62 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
63 void bindTexture(const char* vname, TexturelD* tp);
// 0000000000000
64 void run(GLenum mode, int n);
65 void setFloat(const char* uname, float val);
66
67 GLuint compileProgram(GLenum type, const GLchar x*file);
68 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
69 };

%

083: 00b0i0bUidbibobbuodbboOonh A11.n00ODO 20
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g8t 1000b0o00oogd

(:89 ooobog 2000 :)

O 8.4: ArrayBuffer 00 UODOOO0DOUOON Buffer.cpp

/f01 TexturelD: :TexturelD(int tnum, void* data, int w) )
02 {
03 num = tnum; // 000000000000
04 glGenTextures (1, &texID);
05 glBindTexture (GL_TEXTURE_1D, texID); // 000000000
06 ngeXParameteri(GL_TEXTURE_lD, GL_GENERATE_MIPMAP,
o7 GL_FALSE) ; // 000000000
08 ngeXParameteri(GL_TEXTURE_lD, GL_TEXTURE_MAG_FILTER,
09 GL_NEAREST) ; // 0000000000000
10 ngeXParameteri(GL_TEXTURE_lD, GL_TEXTURE_MIN_FILTER,
11 GL_NEAREST) ;
// 0000000000000 00000O000O0
12 glTexImagelD(GL_TEXTURE_1D, O, GL_RGBA, w, O, GL_RGBA,
13 GL_FLOAT, data); // O000OO0OO0ODO0OOOGPUOOO0O
14 %}
\_ J

O 85: 10000000000 TexturelDU O D OODDOODOOO Textures.cpp

a I
01 void Shader::bindTexture(const char* vname, TexturelD* tp)
02 {
03 glBindTexture (GL_TEXTURE_1D, tp->texID);
// 1000000000000 b0D
04 GLint p = glGetUniformLocation(program, vname);
// 00000000000
05 if(p < 0) { //00000oogog
06 cerr << "textureld name error: "<< vname << endl;
o7 exit(1);
08 }
09 glUniformli(p, tp->num); // 0000000000000
10 glActiveTexture (GL_TEXTUREO+(tp->num)) ;
// 000000000000000
11}
- ,/

0 8.6: Shader U0 D DOOOOO0OODODO Shader.cppU UODODODOOOORKDDODOON
r309000000 740000
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g8t 1000b0o00oogd

a I
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_DOUBLE);
09 glutInitWindowSize (512,512);
10 glutCreateWindow ("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 // glEnable(GL_POINT_SPRITE);
18 // glEnable(GL_VERTEX_PROGRAM_POINT_SIZE);
19
20 sp = new Shader("shader.vert","shader.frag");
21 }
22
23 const int NUM_POINTS = 3;
24
25 void initData()
26 {
27 Position2D pos[NUM_POINTS];
28
29 pos[0].x = -0.5; pos[0].y = -0.5;
30 pos[1].x = +0.5; pos[1l].y = +0.5;
31 pos[2].x = +0.5; pos[2].y = -0.5;
32
33 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
34 sp->bindArrayBuffer ("position",&ab);
35
36 float u[NUM_POINTS]; // 0000000O0DO0DbOD
37 ul0] = 0.0;
38 ul1] = 1.0; // 0000100000000
39 ul2] = 1.0;
40
41 ArrayBuffer ab3(u,1,NUM_POINTS); // DOD00OD0OOODOOOOOOO
42 sp->bindArrayBuffer("in_u",&ab3); // attributeJ 00000
43
- J

U 87 000000 00DbO0ODO0OO00b000DbU0000 main.cppd 00 1000 20
oo0
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g8t 1000b0o00oogd

44 const int TEXTURE_SIZE = 16, // 100000000000000
45 RGBA tex[TEXTURE_SIZE]; // 000000000000
46 for(int i = 0; i < TEXTURE_SIZE; i++){
a7 tex[i]l.r = i%2;
48 tex[i]l.g = i%2; // 0, 1, 0, 1, 0, 1,
49 tex[i] .b = i%2;
50 tex[i].a = 0.0;
51 }
52 TexturelD t1(0, tex, TEXTURE_SIZE);

// 0000000000000a4d
53 sp->bindTexture("tex1", &tl); // O00000uniformO0O0000O
54
55 // glLineWidth(10.0);
56 }
57
58 void display(void)
59 {
60 sp—>use();
61 sp—>setFloat ("theta", theta);
62 glClear (GL_COLOR_BUFFER_BIT) ;
63 sp—>run (GL_TRIANGLES, NUM_POINTS);
64 theta += 0.02;
65 }
66
67 void timer(int num) {
68 glutPostRedisplay();
69 glutTimerFunc(500 , timer , num+1); // 00000 2FPSs OOO
70 }
71
72 int main(int argc, char *argv[])
73 {
74 initSystem(argc,argv);
75 initData();
76
77 glutDisplayFunc(display) ;
78 glutTimerFunc (500 , timer , 1); // 00000 2FPS ODOO
79 glutMainLoop();
80 return O;
81 }

/)

088 0000000000000 000000000 main.cppd 00 20
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g8t 1000b0o00oogd

4 N
01 #version 120
02
03 attribute vec2 position;
04 attribute float in_u; // 10000000000000
05
06 varying float out_u; // 100000000Db0Db0D
o7
08 uniform float theta;
09
10 void main(void)
11 {
12 float x = cos(theta)*position.x-sin(theta)*position.y;
13 float y = sin(theta)*position.x+cos(theta)*position.y;
14 gl_Position = vecd4(x, y, 0.0, 1.0);
15
16 out_u = in_u; //100000000000000000
17 }
- /

0890000000000 DODDLO0DbO0Db00b00000O00 shader.vert

4 I
01 #version 120
02
03 varying float out_u; // 10000000000000O
04
05 uniform samplerilD texl; // 100000000 uniformO0O0 OO0
06
07 void main(void)
08 {
09 gl_FragColor = texturelD(texl, out_u);
// 00D00b00bobOoobgon
10 }
- J

0 810: 0000000000000 o00bo0bo0obob0oo0obOonbOdn shader.frag
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g8t 1000b0o00oogd

8.1.1 RGBAU DD

gbooboobooboobooboboboboobooboobobobooobooan
OO000O00000D0OO0ORGBOOODOOODODOOOOOODOO floatO 400 32bit
gbbooboobobooboobobooboreBAOODOOO 830000000

31 struct RGBA

32 {
33 float r;
34 float g;
35 float b;
36 float a;
37 };

gooboobogn

8.1.2 1000D00U000DODO TexturelD

gbogoobooboobobooobooboobboobooboo
0830470003 UIUNOOOMN TexturelD DUOODOOOODOODOOOODO

52 TexturelD(int tnum, void* data, int w); // 0000000

ubboobooboobbooboobbooboobbooboab

tnum ... 00 0000000000000 O0O0OO0O0DOO0ODOOOOOOOOOOODOOD0
gooooooobobobobon

data ... UO0OOO0O0O0O0OO RGBAODODOO 10000O0O0O0O0O0000O0OOO0O0O0
god

w ...datal 00000000000

gboooboooboooboboossbouboobooboobooobooboonoo
gbobooboobobooobooboobbooboobbooon
gooboogn

03 num = tnum;

000000000000 00000 TextureiDOOOOOOODODDOOOO numO 0
O00o00o0oOooOOoODOO0O0O0O0O0ODOO0O0OO0O0ODOOOODOOOOOOOOOO0O0OOO0OO0
0 Shader::bindTexture() DO O ODOOOODODOODO

goooooad
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g8t 1000b0o00oogd

04 glGenTextures (1, &texID);

0000000000 OpenGLOODODOODODOODOOODOOOOODODOODOD bufID
gbobooboobbooboobboooboobbooobooboboo
googoog

05 glBindTexture (GL_TEXTURE_1D,texID); // 000000ooon

U00D00OD00O texIDUUODOUOODOODOOOGL.TEXTUREIDO OO ODOOODODOODOO
OO000000000O0penGLODOOOODOOOOODODDODOOOODODOOOOODOO
goooboobobooboboobooboboboobooboboboobooong
0003.100000000000000penGLOOODOOODOOOOO
googoog
06 glTexParameteri (GL_TEXTURE_1D, GL_GENERATE_MIPMAP,
07 GL_FALSE) ; // 00000o0oon
ubbobo1l1obobooooooobobbb0ooobO0bO0dl GL_.GENERATE MIPMAPU
U0OO0OO0OGLFALSED DO DOO0ODOOD0OO0DOODOO0ODOODOODbOODOO000ooooonDg
ubooobooboobobobooobobooboboobobboboobooooboong
gbobobobobobobobooboboboboboboboboooooobooon
goooobogoo
O0000 glTexParameteriO) DO UODOODOODLOOOODOODOODOOOLOODOO
googoog
08 glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_MAG_FILTER,
09 GL_NEAREST) ; // 0000000000000
ubobobuoboobobooboboboobbOGLNEARESTHO OO DOOODOOOOOO
uboboobooobobooboobobooooo
ugbooooog
10 glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_MIN_FILTER,
11 GL_NEAREST) ;
O00O0oO00oooooOoO0ooooooOoOoUoooooOo RGBAODOOODODOOO
0000000000000 000000000000 '00000 GLNEARESTO OO
U GLLINEARUODOOODODOOOOO4anooOg
gbbooobuooboobobooboon

!J000000000000000000 GL_NEAREST_MIPMAP_NEARESTO GL_LINEAR_MIPMAP_NEAREST
gooogoog
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g8t 1000b0o00oogd

12 glTexImagelD(GL_TEXTURE_1D, O, GL_RGBA, w, O, GL_RGBA,
13 GL_FLOAT, data); // 0DUOD0OO0O0OODOODOGPUODOODO

ooooo00ooOoooOo00bObOO00oDooOooOOoObOOoUoDbboOooo GeUL O
OO00000D0O0O00bDOO0 GPUOODODOODOOOODD glTexImagelD() ODOO
uboooboobooboobooobuooboobooboboboobooboooboooonoad
0D000000000000000 20

0100 ...00o0obgoo0bdbo0bdb100b0obO0l GL.TEXTURE.-1D U
oon

0200 .. 000000000000 OCO0OOODOOOOODODOOO0O0nd]level of
detailD OO O0OOO0ODOOOOOOODOOODOOOOOODOOOO

U300 ...o0gbooboobooboobooboobooboooboobooong
O00000OpenGLOODOODOOOOODOOODOODOOOOODOOOO RGBA
OO0 GLRGRAODUDUOD 400 OO0

0400 ...080000000O0O00OOOOOOOOODOOOODODO wOODOO
os00 ...00bobogoooobobooon

et ..0dboobdooboobooboobooboobboobboobbonbg
0 RGBAOO GLRGBAOODODO

o700 ...000000000000000000000000 float U U GL_FLOATO
good

0osuod ..ogboobooboobooboobooboobooboooboooo
Ub0o0booobobooboobuobdl datad000datad 00000 d
000 initbata() OO OO0D0OOOOOO

oboboboboboooosoed700000bO0ObO0ODbDObLDODOOO0ObOOOOO
0000 fleatOO RGBAOOODODOOOOOOOOODODOODOOOOOO

‘0000000000000 O000O000000000 OpenGL O00O0OOOO
https://www.khronos.org/opengl/ 000000000
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g8t 1000b0o00oogd

8.1.3 ShaderUU g

U0000 TexturelD UOOOOO0OO0OOO0OO0OOOO0DOOOODOOOOOOOO
gboobooobooboobbooboobooosedboononoo

63 void bindTexture(const char* vname, TexturelD* tp);

obooboooboooboobobo1goboooboboobooboobooboooobo
g20000000000000b0g0oboo0oobooooooboobooboboobooon
boobooooboboooooooooooooooog

void Shader::bindArrayBuffer(const char* vname, ArrayBuffer* ap)

goooooooooooo
g8edonoooooon
gooool1gooooooooao

03 glBindTexture (GL_TEXTURE_1D, tp->texID);

ggbobbooubboooboboboouoboboobobiboobobbooiiD TextureID
ubbggoboobooboooo
OO00DO00wiformO0000000O00O0O0OCOODOOO

04 GLint p = glGetUniformLocation(program, vname);

ocooooboooooooooooboboooboooooobobobooooboobooooobooooo
00000 vhname 0000000 wiformO00000000000O00O locationdOO0O p
oooooo

OO0 pbOO0O0O0O0O0O0DOOOODODOOOOODOODOODODLDDODOOODOOD
coooooboobboooooobooooano

gboooooboobd
09 glUniformli(p, tp->num); // 0000000000000

OOuwifoom 0000000000 COO00C0O0 tp>num 000000000 floatO

wiform 0000000000 O0O0O00OOO0ODOOOOOO0ODOOODOOO0ODOOO
Ooooooo

10 glActiveTexture (GL_TEXTUREO+(tp->num)) ;

ocoooooooboooboooobobo GpOOOObOOOUODOOODOODOOODO
U GL.TEXTUREO DO O U0OO0O0OOO0ODOO0OOOO0OO0OO

gboboogobuooboobobuooboan
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g8t 1000b0o00oogd

JER [1]
(+0.5, +0.5)

L R7TT 7 AT v EiRME

\\\\\\\\\\\\

0 sll:00b0o1boboobooboobooboobogng

8.1.4 UU0OUOOOODOO

08700880l 0OOoouoo0oo0oboOoUnOg initbata() OO
gbooooooooob

gooobooobooobbooooboooooobooooobooobboOoo RGBOOO
gooobooogboo3oobooooo1ooobobboooobooobooooDn

36 float u[NUM_POINTS]; // 0000000000000
37 ul[0] = 0.0;

38 ul1] = 1.0;

39 ul2] = 1.0;

40

41 ArrayBuffer ab3(u,1,NUM_POINTS); // 0000OOOD0O000000OO
42 sp->bindArrayBuffer("in_u",&ab3); // attributeO0 OO OO0

O00000000o0ooo jo,l]000000b0o00o00ooooUooooomao

uboboob20000000b0b000b000booobo811oooooog
gboobooobogooboobobooboobobobobobobooboobobooan

OO00000DOCO00O0O00 wiformO0 "tex1” OOOOO0O

44 const int TEXTURE_SIZE = 16; // 10000000000
45 RGBA tex[TEXTURE_SIZE]; // 000000000000
46 for(int i = 0; i < TEXTURE_SIZE; i++){

a7 tex[i].r = i%2;
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g8t 1000b0o00oogd

=! =! =! =! =! = =| =

0.0 0.5 1.0

0 8l12: 0000 0o0oboobooboobooonobooooon 10

48 tex[i]l.g = i%2; // 0, 1, 0, 1, 0, 1,

49 tex[i].b = i%2;

50 tex[i].a = 0.0;

51 }

52 TexturelD t1(0, tex, TEXTURE_SIZE);

53 sp->bindTexture("texl", &t1); // 0000 OuniformO 00000

0 RGBOOO (0,0,0), (1,1,1), (0,0,0), (1,1,1), .. 00 000000000000000
0000.. 0000000000000000000 0000000
000000000000000000000000000000000000 8.120
0000000000000000000 [0,1]00000008.12000000000
(0,1 0000 1600000000000000000000000000000000
0000000000000000000

initData() 000 0000000000000 1000 20002FPSO0000OO0
00000000000000

8.1.5 UUUO0OOLOOLODLOUOOODLDOOOO

Oo0o0o00oDbOOoO0boOobooOobOoOogyUoboUoooooDOoOo RGBOOOOO
attribute 00 incolor OOOO0OOOOODOOOD fleatOO 10000000DOO
O attribute D00 inu OD00000000O00O0O0O0OO0OO0OOO

8.1.6 UUUULDOLODOUOOODDOOOO

gbogobooboobboboboosooooooon

gbobooobobooboobobooboobooboboboobobboobooo
goooboboobobooboboobobboobobOobd varyingD O outu U
googoood
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g8t 1000b0o00oogd

FURF v
(uniform Z%%)
texl | W
0.0 L0
1.0 — [Vs] — RN
\\ \
B ~ 10" :
AL 06 0819
- - - ———— 060810 :°
0.0 AP |— 04 06 08 1.0 '\
—> 020406 0.8 10 —=
—= 000204 06 08 10—>
10— —

U813 0uob1bbogobuoobobooboonboo

0000000000000 0000 wmiformO00000000D0O0OOOO10O000O
0000000000 GLSLOODOOO0O0D000 sampleriD 00D OO0D0DO 3000
obooooooooooon

05 uniform sampleriD texl; // 100000000 uwniformOO QOO

goog
OO0 RGBOOODOOO

09 gl_FragColor = texturelD(texl, out_u);

000 texturelD(texi,
O RGBAOOODODODOOOOOOOOOOOOOO0O0O0O00000000o0ooooon
oodode120000000

out.w) UOOOD0DO0OODOO tex1 UOUOOO outu OO

8.1.7 0OO0O0ODO

gboooooooooooobs13gogon

OO0b00o00D0o0oDO0o0oDOoOoDOODO attribute0 0000000 100000
gbooooooooogoobooboboboboboosbobobobobobo
OoooOOoOoooOo0obOo0oooboOooDoOoOoDOoO00oDOoOoO0DOO0O uniform O

00000 OpenGLOODOODDDOODOOONODOODOOOOOOOOOOOOOOOOOOODOD
goooooooooooboooooboooboobooobboobOoobOoOoDbOoobDbOoDbbOOoDbOn
OpenGL/GLSLO0OOOOOO
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Test Window

U 815: 000000 1woooobooooogogon

82 UUULOLUUOOUOLObOOUO

gssiooouooooooooooooooooooooon

44 const int TEXTURE_SIZE

O

44 const int TEXTURE_SIZE

16;

4;

// 10000000000

// 10000000000

1.0

oooogooooobobooooobbobbooogo e 40000 OODOOOOO
000000000000 RGBAOOOOOOODD 8140000000000000O0
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g8t 10000000000

Test Window

O 816: 000000 1MI0DO0000000000000

83 UUODOOOOOOO

46
47
48
49
50
51

O

46
47
48
49
50
51

gogos8ssuoooood

for(int i = 0;
tex[i].r =
tex[i].g =
tex[i].b =
tex[i].a =

for(int i = 0;
tex[i].r =
tex[i] .g =
tex[i].b =
tex[i].a =

i < TEXTURE_SIZE; i++){

i%2;

i%h2; // 0, 1, 0, 1, 0,
i%2;

0.0;

i < TEXTURE_SIZE; i++){

i%h2; // 0.0, 1.0, 0.0, 1.0, 0.0,
(i»3)/2.0; // 0.0, 0.5, 1.0, 0.0, 0.5,
(i»4>/3.0; // 0.0, 0.33, 0.67, 1.0, 0.0,

0.0;

gbobooboobbooglebobooboobgoDo
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U817 000000 1200000000000000DO
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gogosroooooooooooooon

37 ul0] =
38 ull] =
39 ul2] =

== O
O O O

e we we

// 0000100000000

gboooogoobooboboboooooobobooobooboboboboooooooDo
gobooooboooboooooboos1yobogobooooboooboooooooon
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ot 100bgdbootdbotdtd

gbooobobloobooooboobooooboobobooobooboon

9.1 [0,1]00D000000OOCOO00ODODOOO

ooooos4b00b00oogon

37 ul0] = 0.0;
38 ul1l] = 1.0;
39 u[2] = 0.5;

ubooboooooaoo

37 ul0] = -1.0; // 00000
38 ul1] = 2.0; // 00000
39 ul2] = 0.5;

ugboboobobobobobobbobobobobobouooonD —1o0bo0obobo 2.00
oboooooboob os0booboobboboboobobbooboobloonoo
obbooboobooobobooboobbYlnonon

g81vrooooooobuobobooboooooboo 1oboboobogoobgoobo e1nogobono 3
000000000000 000OpenGL/GLSLOODOOOOOD OOODODOOOOO
00 z€[-o00,+00] 000000000 O0OOOO

' = mod (z,1.0)

0000 2 € [0,1]00000000000000000000000000000 0
z-2'00000000000920000000

gbooogbdgbooobobooboobuooboboobuooboboboboaon
O0000ooooO0OO0o0ooooooOoOoOoOooooooOO ol))oooooooboooo
gbooaoo

!00000000000000 000000 x0000000000 200000200000 2’ =00
x000000 0000000000 1000000 20000000000
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090 10000000b00O0DDd

-2.0 -1.0 0 1.0 2.0

093 0bo0boooboonbooo

9.2 [0,1]00000000OCO0OO0O0ODOOOO

OpenGL/GLSLO0OO0000O00O 2< 00000 2/=002z>10000 2/ =1
00000000000000002-2"0000000000 930000
Ub0oooboob8s000b00blid TexturelDODOODOOODODO

05 glBindTexture (GL_TEXTURE_1D, texID) ; // 000000000
o

12 ngexImagelD(GL_TEXTURE_lD, 0, GL_RGBA, w, O, GL_RGBA,

13 GL_FLOAT, data); // O00O0OO0O0O0OO0OGPUOOOO

uboboobooobooboooboaoboo

glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE) ;

Uoobo0boboobobo00ob0o00b000b0OU00O0GL.TEXTURE.IDO O sO OO
UOOODOOGL.TEXTUREWRAP S OUODDDOOOD GLCLAMP.TOLEDGEL OO O D OO
ooo
goooooobogobobobobobooooooooooboooboooboobobobon 3
UOD00O0O0O0OO0OGLREPEAT OO ODOOODOOOOO

glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_WRAP_S, GL_REPEAT);

goooooooooe4b0boboonDn
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S
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1.0 = _—
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0.0 0.5 1.0

095 0Ddooboooobobboooboboooobboosgobbooooobog
gbooaoo

9.3 UU0buobouobboobbobb1n

oobooooooooooooooooobooobooobooboobooboOoGPUO
O0o00ooooooo0oOooooooOoO0oooDoOoobOO0oOo RGBAOODODODOO
obooooooooooon

oobooobooooooboogoboobooobogoobooooRrGBOOOOOooOoOoO
95000000000000000([0,1]0000 TEXTURESIZED=40000000
oooooooooboobooRGBUODOOOODOOOODODODOD o400 0ODO
(r,g,b) =(1.0,0.5,0.33) 000000000 e 00000 OOOOODODOO

OpenGL/GLSLOOO0000OO0O0O00O000O0O0O0OOOOODODOOOOOOOODO
obooboboboboboooooooboYsebobobOobOobDOobDObOOObOO 2
oobooobooooboooboooooooooGpybOoOOOoOOOOOOODOOO
oooon

U00D0000b00Db0O0 850000000 0ODO TexturelD DODODOODOODOO
gboooooooooog
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090 10000000b00O0DDd

1.0 i

0.0 0.5 - 1.0
1.0 3

0.0 i 0.5 1.0
1.0 =

0.0 0.5 1.0

096 00000000000 DOOODOOOOODO0ODbLO40DOODODOOOD
googoo

08 glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_MAG_FILTER,
09 GL_NEAREST) ; // 0000000000000

U0 3000000000000 000000 GLNEARESTU GLLINEARUOODOODO

08 glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_MAG_FILTER,
09 GL_LINEAR); // 0000000000000

oobooobooobooogbY4dgb v yobooooooooboooboooboon
obooooooboboooooboboooobobobobez<xo012gogoOO
O000Oz>08700000000000 RGBADOOOOO
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glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE) ;

ubooboooooooooooooooooobogooooonDog

glTexParameteri (GL_TEXTURE_1D, GL_TEXTURE_WRAP_S, GL_REPEAT);

ubobooobooboobooobboooboobooooboooboogoegubooonoo

gbooobooobooobooboobooboboobobbobbbe<o0125tJO000 O

UbdbUdz>08700000000000DOD0ODOODOO
gooooo9snuoonboogn
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s Joboooobooboobobooboboobooboboooon

+ 101 UO0O0O40oOoObooOl

5 200000b0oboO0ob0ooboboobDbOobbOo 1v1bobboobobboooobooa
e UOOODOOODOODOOOODODOOODOOOObOOOOOObOOobOOoooboOooobOOonOg
 goooan

8 gbooooobooboooooon

9 gboboloobobooobooboboboboooooobooboobol1boboooon
w JO00ooboooo20000000000000000000

125



010 20000000000

Test Window

0 101: 000000 1wwDO20000000000000

01 #include <iostream>

02 using namespace std;

03 #include "stdio.h"

04 #include "stdlib.h"

05

06 #if defined (WIN32)

07 # pragma comment(lib, "glew32.1lib")
08 # include "glew.h"

09 # include "glut.h"

10 # include "glext.h"

11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>

13 #else

14 # define GL_GLEXT_PROTOTYPES

15 # include <GL/glut.h>

16 #endif
17
18 struct Position2D
19 {
20 float x;
21 float y;
22 };
23
o %

0102 00000000000000000O00 A11.n000 1000 20000

126



010 20000000000

~
24 struct RGB
25 {
26 float r;
27 float g;
28 float b;
29 };
30
31 struct RGBA
32 {
33 float r;
34 float g;
35 float b;
36 float a;
37 };
38
39 struct ArrayBuffer
40 {
41 GLuint buflID;
42 int size;
43
44 ArrayBuffer(float* data, int s, int n);
45 };
46
47 struct Texture2D // 20000000000
48 {
49 GLuint texID; // 0000000000
50 GLint  num; // 0000000000
b1
52 Texture2D(int tnum, void* data, int w, int h);

// 0000000000000000 nOOO
53 1;
54
55 struct Shader
56 {
57 GLuint program;
58
59 Shader (const char* vsn, const char* fsn);
60 void use();
61
62 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
63 void bindTexture(const char* vname, Texture2D* tp);

// 0000000000000

64 void run(GLenum mode, int n);
65 void setFloat(const char* uname, float val);
66
67 GLuint compileProgram(GLenum type, const GLchar x*file);
68 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
69 };

%

0103 0000000000000 0O0O0ODO0O0O A11.DO0O 20
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010 20000000000

[SQDDDDDTZDDD )

0 10.4: ArrayBuffer 0D UOD0OD0OODOONO Buffer.cpp

fOl Texture2D: :Texture2D(int tnum, void* data, int w, int h) )
02 {
03 num = tnum; // OO0QO0O0O0O0O
04 glGenTextures (1, &texID);
05 glBindTexture (GL_TEXTURE_2D, texID); // 000000
06 ngeXParameteri(GL_TEXTURE_2D, GL_GENERATE_MIPMAP,
07 GL_FALSE) ; // 000000
08 ngeXParameteri(GL_TEXTURE_QD, GL_TEXTURE_MAG_FILTER,
09 GL_NEAREST) ; // 000000
10 ngeXParameteri(GL_TEXTURE_QD, GL_TEXTURE_MIN_FILTER,
11 GL_NEAREST) ; // 000000
12 ngeXImageQD(GL_TEXTURE_QD, 0, GL_RGBA, w, h, 0, GL_RGBA,
13 GL_FLOAT, data); // 000000
14 }

\_ %

0 105: 20000000000 Texture2DJOUOODODOOODOOODN Textures.cpp

4 N
01 void Shader::bindTexture(const char* vname, Texture2D* tp)
02 {
03 glBindTexture (GL_TEXTURE_2D, tp->texID); // 000000
04 GLint p = glGetUniformLocation(program, vname);// OO DOOODO
05 if(p < 0) { // 0000on
06 cerr << "textureld name error: "<< vname << endl;
07 exit(1);
08 }
09 glUniformli(p, tp->num); // 000000
10 glActiveTexture (GL_TEXTUREO+ (tp->num)) ; // 000000
11}
o j

0 10.6: Shader 00000000000 Shader.cppU 0000000089 OOOOO
r3p09000nDOO0 40000

128



010 20000000000

4 N
01 #include "All.h"
02
03 Shader *sp;
04
05 void initSystem(int argc, char *argv[])
06 {
07 glutInit(&argc,argv);
08 glutInitDisplayMode (GLUT_RGB | GLUT_DOUBLE);
09 glutInitWindowSize (512,512);
10 glutCreateWindow("Test Window");
11 glClearColor(0.5,0.5,0.5,1);
12
13 #if defined(WIN32)
14 glewInit();
15 #endif
16
17 // glEnable(GL_POINT_SPRITE);
18 // glEnable(GL_VERTEX_PROGRAM_POINT_SIZE);
19
20 sp = new Shader("shader.vert","shader.frag");
21 }
22
23 const int NUM_POINTS = 3;
24
25 void initData()
26 {
27 Position2D pos[NUM_POINTS];
28
29 pos[0].x = -0.5; pos[0].y = -0.5;
30 pos[1].x = +0.5; pos[1].y = +0.5;
31 pos[2].x = +0.5; pos[2].y = -0.5;
32
33 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
34 sp—>bindArrayBuffer("position",&ab);
35
36 Position2D uv[NUM_POINTS]; // 0000000000000
37 uv[0].x = 0.0; uv[0].y = 0.0;
38 uv[1].x = 1.0; uv([1]l.y = 1.0; // 0000 20000000
39 uv[2].x = 1.0; uv[2].y = 0.0; // 000004d
40
41 ArrayBuffer ab3((float*)uv,2 , NUM_POINTS);
// 000000000000000
42 sp->bindArrayBuffer("in_uv", &ab3); // attribute 00O OO0
43
- ,/

0107 00000000 0b0b00b0b0000bOn main.cppl 00 1000 20
uod
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010 20000000000

44 const int TEXTURE_SIZE = 16; // 200000000000000
45 RGBA tex[TEXTURE_SIZE] [TEXTURE_SIZE]; // O0OOOOOOOOOOO
46 for(int i = 0; i < TEXTURE_SIZE; i++)
a7 {
48 for(int j = 0; j < TEXTURE_SIZE; j++)
49 {
50 tex[j1[i].t = (i+j)%2;
51 tex[j1[i]l.g = (i+j)%2; // 0000000
52 tex[j1[i].b = (i+j)%2;
53 tex[jl1[il.a = 0.0;
54 }
55 }
56 Texture2D t2(0, tex, TEXTURE_SIZE, TEXTURE_SIZE);
// 00000000000 o0aa
57 sp->bindTexture("tex2", &t2); // 00000uniformO0O0000OO
58
59 //  glLineWidth(10.0);
60 }
61
62 double theta = 0.0;
63
64 void display(void)
65 {
66 sp—>use();
67 sp->setFloat("theta", theta);
68 glClear (GL_COLOR_BUFFER_BIT) ;
69 sp—>run (GL_TRIANGLES, NUM_POINTS);
70 theta += 0.02;
71}
72
73 void timer(int num) {
74 glutPostRedisplay() ;
75 glutTimerFunc (500 , timer , num+1);
76 }
7
78 int main(int argc, char *argv[])
79 {
80 initSystem(argc,argv);
81 initData();
82
83 glutDisplayFunc(display) ;
84 glutTimerFunc(500 , timer , 1);
85 glutMainLoop();
86 return O;
87 }

0108 000000000000O0000000O0O00O00O0 main.cpp0d 00 20
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010 20000000000

a4 I
01 #version 120
02
03 attribute vec2 position;
04 attribute vec2 in_uv; // 20000000000000
05
06 varying vec2 out_uv; //20000000000D00O
07
08 uniform float theta;
09
10 void main(void)
11 {
12 float x = cos(theta)*position.x-sin(theta)*position.y;
13 float y = sin(theta)*position.x+cos(theta)*position.y;
14 gl_Position = vec4(x, y, 0.0, 1.0);
15
16 out_u = in_u; // 200000000000000C00O
17 }
\ J

0 109: 0000000000000 000000000O0O0O00O00O000O00 shader.vert

4 . N
01 #version 120
02
03 varying vec2 out_uv; //200000000000D00OO
04
05 uniform sampler2D tex2; // 200000000 uwniformO0O0O0O0O
06
07 void main(void)
08 {
09 gl_FragColor = texture2D(tex2, out_uv);
// 0000000000000
10 }
- J

0 10.10: O0OOO0OOOOOOODOOOODOOODOODOODOOODODOOO
shader.frag
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10

11

12
13

14

15
16

17

18

19

20

21

22

010 20000000000

10.1.1 20000000000 Texture2D

10000000000 TexturelD HOOOOOOOOTexturelD O Texture2D O 0O
Ooo0ooooooao
O000ooOo0ooooooooo

52 TexturelD(int tnum, void* data, int w); // 0000000
oo
52 Texture2D(int tnum, void* data, int w, int h);// OO O0OOOO

ubboobodgboo200boobobooboobbooboobobon

gbobooooooooogssgibg1osbubouboobooboboobooboobooboon
Ub0oobobobbO0bOoOn GL.TEXTURE.1D U GL.TEXTURE 2D DO OO OOOOUO
ubobooboobooboboobooo

12 glTexImagelD (GL_TEXTURE_1D, O, GL_RGBA, w, O, GL_RGBA,

13 GL_FLOAT, data); // O00O0O0O00O0OOGPUOOOO
O

12 glTexImage2D (GL_TEXTURE_2D, O, GL_RGBA, w, h, 0, GL_RGBA,

13 GL_FLOAT, data); // 000000

oboobooboobooobo

10.1.2 Shaderggnn

U000 Texture2D UOUOUODOOOOOOOODOOOO0DOOOODOOOOOOOO
obooooo 1020

63 void bindTexture(const char* vname, Texture2D* tp);

gbooogloetnbooboboboob8edbooboobooonoobooboogg
U000 GL.TEXTURE_.1D U GL.TEXTURE2D U DO O0OD0OODOOO0OO
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10
11
12
13
14

15

16

17

18

19
20

010 20000000000

TBS (1]
(+0.5, +0.5)
(1.0, 1.0)
TBR [ AT ]
2 RITEIRE
2 RITT I ATF v EEAE(E
TBs (0] TB& (2]
(-0.5, -0.5) (+0.5, -0.5)
( 0.0, 0.0) (1.0, 0.0)

0 1011: 0000 2000000000000000DO

10.1.3 00000000

010700 1080000000000 0DOODOOODOOODOOOO initbata() O
ubobooboooobood

gbooboooboobooobobobuoooboobo20000o0obo0o0oooooas
uboooboooboooboboob 2b00b0bo0obobo0oboobooboooobooooboooboo
U000 Pesition2 OO ODOOODODOOODOOO

36 Position2D uv[NUM_POINTS]; // 0000000000000
37 uv[0].x = 0.0; uv[0].y = 0.0;
38 uv[1].x = 1.0; uv[1]l.y = 1.0; // 0000 20000000
39 uv[2].x = 1.0; uv[2].y = 0.0; // 000000
40
41 ArrayBuffer ab3((float*)uv,2 , NUM_POINTS);

// 000000000000DO0OO0
42 sp—>bindArrayBuffer("in_uv", &ab3); // attribute O0OOODO0O

0000ooO0ooooooo o1l xo,]]000000000000DOOO0OUOoOoOO
gbooobobooooboobobooo 20b0b0oooobooooboobobooon
10110000000

gboooooooooooooooooooooooonog

44 const int TEXTURE_SIZE = 16; // 200000000000000
45 RGBA tex[TEXTURE_SIZE] [TEXTURE_SIZE]; // O00O0O0O0OODOODOOOO
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14

15

16

17

18

19

20

21

22

010 20000000000

(0.0, 1.0) (1.0, 1.0)
tex[15] [0] tex[15] [1] tex[15] [2] - tex[15] [15]
tex[2] [0] tex[2] [1] tex[2] [2] - tex[2] [15]
tex[1] [0] tex[1] [1] tex[1] [2] - tex[1] [15]
tex[0] [0] tex[0] [1] tex[0] [2] - tex[0] [15]
(0.0, 0.0) (1.0, 0.0)
O 1012: 200000000000000000000000O0
46 for(int i = 0; i < TEXTURE_SIZE; i++)
47 {
48 for(int j = 0; j < TEXTURE_SIZE; j++)
49 {
50 tex[jI[i].r = (i+j)%2;
51 tex[j1[il.g = (i+j)%2;
52 tex[j1[i].b = (i+j)%2;
53 tex[jl[il.a = 0.0;
54 }
55 }
56 Texture2D t2(0, tex, TEXTURE_SIZE, TEXTURE_SIZE);
// 00000000000000
57 sp->bindTexture("tex2", &t2); // 00000uniformO0000003

000000000000 tex(jllil 02000000000 [0,1]x[0,1]O00000

goobl.1200b0b0bodbobobobobobobobobobo

10.1.4 0O00OO0D0OOOOOODOOODOOO0

gboboboboboboooboobo90b0bobib0bOD fleatd 10

OOOoo0oDDOoOO0 attribute0 D inu0000000D00DOOCO 200000000

OO0 attribute 000 inuw OO0O0D0OO0O0O0OO0O0OO0OOOOODOODOOODO0OO0OD0w

ogbooobooboooboobbooboobobon

10.1.5 0OU00OO0OOOOoOoOoboboboodn

gbooobobooboobobobobdo0100b0o00boo0o
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1

3

5

6
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1

12

13

14

15

16
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18

19

010 20000000000

gbobooobobooboobobooboobooboboboobobboobooo
goobooobobbooobboooobbooooboogn varying OO out_uv
gooooooon

20000000000000 GLSLOODODOODOO0OO0DO sampler2b DO00OO0O0O0O
gobooboobbooboooo

05 uniform sampler2D tex2; // 200000000 wiformOOOODO
gaoon

goon
09 gl_FragColor = texture2D(tex2, out_uv);

000 texture2D(tex2, out_uv) DO OO0OO0O0000O tex200000 outuv 00
00 RGBAOOOOOOOOOOOOOOOOOO

10.1.6 0000

gboooooooooooog 0130000

gobooboobooobooboobobobooobo 2000b0b00O0b00obOobon
gbooooooooogobobob3sboobobobobobobobooooooon
O20000000000000DOC00DOOO0ODOOOD00wiformO00000O0O0O
0020000000000 tex20000000000CO0RGBAOOODODOOO
ubboobuogboobbooboo

goooooooool1gbobobobobobob 2000000000000
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TUORFy 10
(uniform Z£5)
— 0.0 1.0
(1.0,1.0) — [vs.] —
. S
~(1.0,1.00 — | FS.
7% (0.6,0.6) 28‘2’8’23 H"é”%ﬁl _>
—_— — s 1«0, U .0, U. .Y, U .
(00,0.0) | 54| ——————— (04,04) (06,04) (0804) (1.0,04) ~%
——> (02,02) (04,02) (06,0.2) (08,0.2) (1.0,02) —x
— (0.0,00) go.z, voﬁ (04,00) (06,0.0) (0.8,0.0) Em,o.o; —[Fs.]
(1.0,00) —[vs]—

U 1013: 0000 2000000000000000A0
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Test Window

0 10.14: 000000 1 8OODOO0OO0OO0OO00O00O0

10.2 0OO0O0O0O0O0OO0OO0OOOO0O0OO0

gl8booooooooooooooooon
TEXTURE_SIZE x TEXTURESIZE=16 x 16 DO OO0 OOODOOO

44 const int TEXTURE_SIZE 16; // 200000000000000

oboboobooboobooooob 4x4b00b0boobobgob o4a00boobonog

44 const int TEXTURE_SIZE = 4; // 200000000000000
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010 20000000000

Test Window

0 10.15: DO0OO0OO 1900000 DbOO0ObOObObOOon

10,3 OOOOOO0OO0OO0OO

gogb80booooooooooobognDg

46 for(int i = 0; i < TEXTURE_SIZE; i++)

47 {

48 for(int j = 0; j < TEXTURE_SIZE; j++)

49 {

50 tex[j1[i].r = (i+j)%2;

51 tex[j1[il.g = (i+j)%2; // 0000000
52 tex[j1[i].b = (i+j)%2;

53 tex[jl[i]l.a = 0.0;

54 }

55 }

0s830b0gn

46 for(int i = 0; i < TEXTURE_SIZE; i++)

47 {

48 for(int j = 0; j < TEXTURE_SIZE; j++)

49 {

50 tex[j1[i]l.r = (i+j)%2;

51 tex[jl[il.g = ((i+j)%3)/2.0; // OO0OOOO
52 tex[j1[i]l.b = ((i+j)%4)/3.0; // O0ODOOO
53 tex[jl[i]l.a = 0.0;

54 X

55 b

obobogooboobooistogoooobooan
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Test Window

0 10.16: DO0OO0OO2000000000000000DO0

104 0OO0OD0OOOOOO

gogbrobobooboboobobobobono

37 uv[0].x = 0.0; uv[0].y = 0.0;

38 uv[1].x = 1.0; uv[1]l.y = 1.0; // 0000 20000000
39 uv[2].x = 1.0; uv[2].y = 0.0; // 000000

O

37 uv[0].x = 0.0; uv[0].y = 0.0;

38 uv[1].x = 1.0; uv[1].y = 1.0;

39 uv[2].x = 0.5; uv[2].y = 0.0; // uv[2] .xO00

ubooobooobobobobooboobobboboboboobobobobooboo
gbooboooob wleoboboboon
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010 20000000000

Test Window

0 10.17: 000000 210000000000 [0,1] x[0,1]00000000

105 [0,1|0000000000O0O0O0OOOOO

goooa
37 uv[0].x = 0.0; uv[0].y = 0.0;
38 uv[1].x = 1.0; uv[1].y = 1.0;
39 uv([2].x = 0.5; uv([2].y = 0.0; // uv[2] .xO000
O
37 uv[0].x = -1.0; uv[0].y = -1.0;
38 uv[1]l.x = 2.0; uwv[l]l.y = 2.0;
39 uv[2].x = 0.5; uv[2].y = -1.0;

O000000o00ooooooooooooo o, x[o,lj]oooO00D0ooOUOoooOO
goob.17vogog

00 1000000000000000000000D0DOO0OOOOOOOOO [o,1]
oboobooboooboY20bbo20b000boooooobooooboobOon
ogoo
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11

12

13

14

010 20000000000

Test Window

0 1018: 000000 20000000000000010000000000000O
goo

10.6 [0,1)]00000C0000DOOOCOOO0OODOO

oo0o0oooofoljooo000oo0o00oooO0o0D0ooOOo0o0LOoODOOoOonD
D002000000000000 'O
goboooboooobo200b0000bo0obooonoboob 1osb00ooa0ooo

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_CLAMP_TO_EDGE) ;

oobobooobool1bboobo0o 2000000000 00DO0O0D GL_TEXTURE_2D [
UO0O0O00OGL_TEXTURE_1D 00O 00O M

gbooboooogoboboagbobobooooboboboooooboboboo
ooo40000010000000D00 200000000 101700 10180000
oobobogo40bobogbooobooobboobbooboboobboobooboboobooobn
oboooooooooooogoon

Ug0o00b0obobo0bO0ObO GL.TEXTUREWRAP.SUD200000000 1000
gboboobboooboooboo20b0000000000000 zyUuwUOstOOO

0000000000000 3050000penCLODODODOO0O0DODODODODOOOOOD
00000000000ooo
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Test Window

0 10.19: O0OO0O0ODOO 230000000000000000DOO0ODOO0O0ODO0OD0
goo

000000000000 GL.TEXTUREWRAP. SO DO OO SO st0000 1000000
oooooo

20000000000000000 GLTEXTUREWRAP.TUOODOOODO TO 200
000000020000000000000

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_CLAMP_TO_EDGE) ;

ubobodoboobooobooo asgoob200bboobobooboobooooooooo
uboboooobooobooooo

000000penCLOD 300000000 30000000000 RODOOOSOTOOO UOD
00000oub w0O0O0O0O0O0ODODODOOOOOOODODOODODOOO
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010 20000000000

Test Window

0 1020: OOOOOO 240000000000000000000

10.7 DOOOOoOOOoooooooog 3y

1000000000000000000000000 1050000000
08 glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
09 GL_NEAREST) ; // 000000
00 3000000000000000
08 glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
09 GL_LENEAR) ;
3000000 GLNEAREST 00 GLLINEAR 00O OOODDODO0O00000O0O0O0OO0O
000 102000000000
000 20000000000000000000 bilinear interpolationd 0 0 00 O
00000000000000000000000000000000000000
0102100000 4000 ADBOCOD 00000 V4aOVEOVeOVp,OODODODO
0000000000040000000 P = (ps,p)00<ps,p<100000 Vp O
000000000000

Vp=(1=ps)- (1 =p)) Va+ps-(1—pt) - VB+(1—ps)-pt-Vo+ps-p:i-Vp
00000000000 0000000000000000
Ve=01=ps)(1—pt) Va+p-Vo)+ps(1—pt) - VB +p- VD)
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010 20000000000

1.0‘0

P=(p,.p;)

D

0.0

0 1021: OO00OO0OO0O0OO0

oboooooooovyubvebUobobooooooooooooooog vepd VpOOo
ubooobooboobobobbob 2000000000 b0b0b00b0O00b0O00nOg

obobooboooobooooo

Vp=(1~pt) (1 =ps) - Va+ps-Vp)+p:((1—ps) Vo +ps-Vb)

gbobooooooooooo20b0bobobobob110b000
oooooooooooooooboobono
GgpUODOOOOOOODOODOOODOODOOOOOODOODOOOO

144



1

o o o~ W

7

8

©

10

12

13

010 20000000000

Test Window

0 1022: 000000 2000000000000000DO0D0ODODO

10.8 UOOOOOOO0OO0OOOOO0OOO0O0O 40

gbdloetooooooboooooon

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_CLAMP_TO_EDGE) ;

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_CLAMP_TO_EDGE) ;

gboooboooobogobobooboooooboobobooobooboboobobooon

gbooooooooob

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_REPEAT) ;

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_REPEAT) ;

gboboboboboboboboboboboboboi0220000
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010 20000000000

Test Window

0 1024: O0O0O0OODO 2600000 70
gobooooooooooo

200000000000 DO00OO0DODbOOoOOOODObOOoObOO0bbOOo0On

jpeg 00 0O00O0O0DOO0DOODODODOOODOODOODOODOODOODODOODODOO

goo

1. J0bob0obobobobobobreBADODODODODODODOD

2. 000000C0CO0O0O0OO0DOO GPUDOOODOOODOOOOOODOO

ooboooDb 24000000 70000000 10230000000000000O0
gboobooobooboooooboooo 1o8b0obobobOobon

RGBA tex[16][16];
for(int i = 0; i < 16; i++){

for(int j = 0; j < 16; j++){

tex[j1[i]l.r = (i+j)%2;
tex[jl1[il.g = (i+j)%2;
tex[j1[i].b = (i+j)%2;
tex[jl[il.a = 0.0;

}
}
Texture2D t2(0,tex,16,16);
sp->bindTexture ("tex2",&t2) ;

// 00000000000
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0100

good

// 000000000DOO000CO00DOOob0boOoOoDo
int imgw,imgh;
RGBA* img = loadBMP("b7.bmp", imgw, imgh);

Texture2D t2(0, img, imgw, imgh);
sp—>bindTexture ("tex2",&t2) ;

20000000000

O000000000000000 leadBMPO) ODO0OOOOOO0OO0 bmpOOOOOO0O

OOooO0oOooO0 10200 10260 0000bmp 000000 OOOOODOOOODOO

Uob00bo0oobooooboobdbjpegb0db00OO0bOO0ODOODOODOODO

ubogboobobboboboobouogboooboboobobobooboond

ubboobodgbooban

gbooboobobo 1024070000 102300000 7000000000000
UbooooobooooboibbD e00x4590 00000000000 00O0O00O0O0ODOO

b0 11gboboobobobobgoono
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\
#include "All.h"

RGBA* loadBMP(char *filename, int &ww, int& hh) {
FILE xfile = fopen(filename, "rb");
if(file == NULL)
{
fprintf (stderr,"BMP error 0: %s\n",filename);
exit(1);
}

char tmpl;
short  tmp2;
int tmp4;
RGBA* teximg;

fread(&tmpl,1,1,file);

if (tmpl !'= ’B’)

{
fprintf (stderr,"BMP error 1\n");
exit(1);

}

fread (&tmpl,1,1,file);

if (tmpl != 'M’)

{
fprintf (stderr,"BMP error 2\n");
exit(1);

}

fread(&tmp4,4,1,file);

fread (&tmp2,2,1,file);

fread(&tmp2,2,1,file);

fread(&tmp4,4,1,file);

fread(&tmp4,4,1,file);
switch(tmp4){
case 40:
{
fread (&tmp4,4,1,file);
int texwidth = ww = tmp4;
fread (&tmp4,4,1,file);
int texheight = hh = tmp4;
fread(&tmp2,2,1,file);
if (tmp2 !'= 1)
{
fprintf (stderr,"BMP error 2.2\n");
exit(1);
}
fread(&tmp2,2,1,file);
if (tmp2 '= 24)
{

0 10.25: BMPOUOOOOOOOO bmp.cppU 00 1000 20000
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fprintf (stderr,"BMP error 2.3\n");
exit(1);
}
fread (&tmp4,4,1,file);
if (tmp4 !'= 0)
{
fprintf (stderr,"BMP error 2.4\n");
exit(1);
}
fread(&tmp4,4,1,file);
fread (&tmp4,4,1,file);
fread(&tmp4,4,1,file);
fread(&tmp4,4,1,file);
fread (&tmp4,4,1,file);

teximg = new RGBA[texwidth*texheight];
if (teximg == NULL)
{
fprintf (stderr,"BMP new errori\n");
exit(1);
}

int s = 3*texwidth;
if(shd '= 0) s += 4-s¥4;
unsigned char *buf = new unsigned char[s];
for(int y = 0; y < texheight; y++)
{
fread(buf,s,1,file);
for(int x = 0; x < texwidth; x++)
{
int i = (x+y*texwidth);
teximg[i].r = float (buf [3*x+2])/256.0;
teximg[i].g = float(buf [3*x+1])/256.0;
teximg[i].b = float(buf[3*x 1)/256.0;
teximg[i]l.a = 0.0;

}
}
break;
default:
{
fprintf (stderr,"BMP error 3\n");
exit(1);
}
}
fclose(file);
return teximg;

0 10.26: BMPOUOUOOODOOOO bmp.cppll OO 20
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U110 odbbtgtdbootdbootdd

GpUOOOOOOCOODOOOOOOOODOOOOOCOODOOOOOOOODDOOOO
ubooobooboboobobobobbobooboobooboboooboooboood
gbobooboobooboobobooboobbooboobbooboonbooobooon

gbooobobooboooobobooboboobobooboobobboboon
OO0OO0OOCUDADO OpenCLODOOOOOOODOOODOOOODOO

O00O0000O00O00O00oO00oOo0O0oOOoU0oDOUOUODOO RGBAOOOOO
uobobobobobbobo0b0bOGLLINEARDO D ODODODOD GLNEARESTU
ubooobooboobobooobobooboobobooboobooooboong
ubooobooboobooboobooboooobooboobooboobooonoooon
goobooobgoobooboboobooboboobooboobobbooooboo
gobooboobbooboobobooboobbooboobboooboooDooo

gboo2000000000000000000O000O0O00DOOO0ODOO0ODbO00n
googno

OpenGLOOOOODO3DCGUOOOOOD —OO0OOQOOOODOOOOODO 3D CG
goobooOoOosbCcGUOUOOOD —OOOODODOOOOOOOODOOODOOOOO
gooboooboooboobobooobooobooobuoobobuoooboobba
0000000000 00000CUDAD OpenCLODODO GPGPUDOODODOODOO
goooboobooboog

00000 GpPGPUOODODO OpenGLOOOOOOODOOOOOODOOOOOOOO
OO00o0O00ooOoooooGpUOOODOOOOOOOODODOODOOOOOOOOOO
OO0 OpenCLOO0ODOOOOO0OODOOODOOOODODODOOOOODOOOOODODOD
ooooooooon

gbooboobobooboboobobbooboboobobbooboobooon
00000 GPUDOOODOD OpenGLOOOOODOOODOOOODO
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. N
#include "All.h"

void initSystem()

{
/0000000000000 000000D00 =/
}
void initData()
{
/A 0000000000000000 =/
}
void compute() // display() 000
{
/x 000epul OO0 =/
}
void showResults() // 00000
{
/ 000000000000 =/
}
int main(int argc, char *argv[])
{
initSystem(argc,argv);
initData();
compute () ;
showResults();
return O;
}
_ J

O 11.1: GpGPUOOOOODOOODOOOODOOD

11.1 00000000000

gbooboboboboobogooooo2000 2300000000000 00000
0111 0000000000000

initSystem()U initData() UOUODOOOODOOOODOODOODLDODOODO

compute() DO0ODOO0O0 display() DO ODOO0O0ODOOOODOOODOOODOO
gbooaood

showResults() 000000 OO0O0OOODOOOOOOODOOODOOOOOO

000000000 glutDisplayFunc()U glutMainLoop() OO OOOO0OOOO0OOO
goooooooooga
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CPU
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U 1l1.2:. 000o0o0booooooabooo

11.2 000000000
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gboobgoboobobdobuooboboobuoboobobbobooboaaon

ugbbgoboodan

Ul1.200b00000000000000000000000
OpenGLOOOOOODOOOOOOOO/O0OO0O0D0O0O0O0O0O0ODOOOOOOOOO
ooooooooorBobOODOOOODODOOOOODOOOOODOOODODODDO

ugbboobuogboobbooboo

1. 000FrFBOODOOOOOOODO

2. 000000000000000FBOOOOOOOO 11.20 (a)d

3. FBOOOOOOOOOOODOOO 11.20 (b)O

4. 0O00o0o0oboobobbobOoboobobooboobooobbobUobOobOobDooo
O RGBAOOOODOOOOOODOOOOODDODODOOOOOODOOOODOO

gooogoo
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5. 000000000 CPUDOUOODOOOOOOD 1120 (gMmOOUOOOOOO

gooooobogoboog

gbogboobobboboobuoooboobobbobobooboobaaon

ubbgobuoobbooboobbooboobo
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0110 O00bOoooboobooon

a . _ I
01 #include <iostream>
02 using namespace std;
03 #include <stdio.h>
04 #include <stdlib.h>
05
06 #if defined(WIN32)
07 # pragma comment(lib, "glew32.lib")
08 # include "glew.h"
09 # include "glut.h"
10 # include "glext.h"
11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>
13 #else
14 # define GL_GLEXT_PROTOTYPES
156 # include <GL/glut.h>
16 #endif
17
18 struct Position2D
19 {
20 float x;
21 float y;
22 };
23
24 struct RGBA
25 {
26 float r;
27 float g;
28 float b;
29 float a;
30 };
31
32 struct ArrayBuffer
33 {
34 GLuint buflD;
35 int size;
36
37 ArrayBuffer(float* data, int s, int n);
38 };
39
40 struct RWTexture2D // 000000 20000000000
41 {
42 GLuint texID; // 0000
43 GLint  num; // 0000
44
45 RWTexture2D(int tnum, void* data, int w, int h);
// 0000000

46 void readData(void* data, int w, int h);

// GPUul 000000000000
47 3},

\_ J

U 113: 0000000000000000000 Al1.nDO0 1000 20000
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a I
48
49 struct Shader
50 {
51 GLuint program;
52
53 Shader (const char* vsn, const char* fsn);
54 void use();
55
56 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
57 void setFloat(const char* vname, float val);
58
59 void bindTextureR(const char* vname, RWTexture2D* tp);
// 000000 2000000000000 O00000000000OO
60 void bindTextureW (RWTexture2D* tp);
// 000000 200000000000000000000O00O0000
61
62 void run(GLenum mode, int n);
63
64 GLuint compileProgram(GLenum type, const GLchar *file);
65 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
66 1;
\_ /

U114 00000000000000000D00 A11.2000 20

(:89 ooobog 2000 :)

0 11.5: ArrayBuffer U0 0O O0D0OOOOO Buffer.cpp
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a4 N

01 #include "All.Rh"
02
03 RWTexture2D: :RWTexture2D(int tnum, void* data, int w, int h)
04 { //0000002000000000000000
05 num = tnum; // o5001500000000000
06 glGenTextures (1, &texID);
o7 glBindTexture (GL_TEXTURE_2D,texID);
08 glTexParameteri (GL_TEXTURE_2D, GL_GENERATE_MIPMAP,
09 GL_FALSE) ;
10 glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
11 GL_NEAREST) ;
12 glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER,
13 GL_NEAREST) ;
14 ngexImageQD(GL_TEXTURE_QD, 0, GL_RGBA, w, h, 0, GL_RGBA,
15 GL_FLOAT, data);
16 glFramebufferTexture2D (GL_FRAMEBUFFER,
17 GL_COLOR_ATTACHMENTO+ (num) ,
18 GL_TEXTURE_2D, texID, 0);

// 000000000000 0000O00000000
19 }
20
21 void RWTexture2D::readData(void* data, int w, int h)
22 { // U0 00000000 O000000O0O0O0
23 glReadBuffer (GL_COLOR_ATTACHMENTO+ (num) ) ;

// 000000000000
24 glReadPixels(0, O, w, h, GL_RGBA, GL_FLOAT, data);// OOODOO
25 }
\_ )

U 1l6: 000000 20000000000 RWTexture2D OO OUOOOOOOOO
Textures.cpp
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4 N
01 ...
02 void Shader::run(GLenum mode, int n)
03 {
04 glDrawArrays (mode, 0, n);
05 glFlushQ); // glutSwapBuffer() O OO
06 }
07
08 void Shader::bindTextureR(const char* vname, RWTexture2D* tp)
09 { /000000000 vname O uniformO 0000
10 glActiveTexture (GL_TEXTUREO+(tp->num)) ; // 01
11 glBindTexture (GL_TEXTURE_2D, tp—->texID) ;
12 GLint p = glGetUniformLocation(program, vname);
13 if(p < 0) {
14 cerr << "texture2d name error: "<< vname << endl;
15 exit (1) ;
16 }
17 glUniformli(p, tp->num);
18 }
19
20 void Shader::bindTextureW(RWTexture2D* tp)
21 { // 000000000ooooooon
22 glDrawBuffer (GL_COLOR_ATTACHMENTO+ (tp->num)) ;
23 }
24 ...
\_ J

0 11.7: Shader 00000000000 Shader.cppU 000000008 OOODOO
r309000000 7400000 100000000000000
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01 #include "All.h"
02
03 const int width = 5; //000000000000000
04 const int height = 7; //00000000000000
05
06 Shader *sp;
o7
08 void initSystem(int argc, char *argv[])
09 {
10 glutInit(&argc,argv);
11 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE) ;
12 glutInitWindowSize (width, height); // 00000000000
13 glutCreateWindow("Test Window");
14 glClearColor (0.0, 0.0, 0.0, 0.0);
// 000000000 o00OOOboOoOd
15
16 #if defined(WIN32)
17 glewInit();
18 #endif
19
20 GLuint f£fb;
21 glGenFramebuffers(1l, &fb); // FBOO OpenGLO 00O 0OOOOO
22 glBindFramebuffer (GL_FRAMEBUFFER, £D);
// FBOOOOODOOODOOODODO
23
24 sp = new Shader("shader.vert","shader.frag");
25 sp->use(); // 00000000000
26 }
27
28 const int NUM_POINTS = 3;
29
30 RWTexture2D *texZp; // 00000 2000000000000
31
32 void initData()
33 {
34 Position2D pos[NUM_POINTS];
35 pos[0].x = -0.5; pos[0].y = -0.5; // 0000000000
36 pos[1].x = +0.5; pos[1].y = +0.5; // 0000000
37 pos[2].x = +0.5; pos[2].y = -0.5;
38
39 ArrayBuffer ab((float*)pos, 2, NUM_POINTS);
40 sp->bindArrayBuffer("position", &ab);
41
42 texZp = new RWTexture2D(0, NULL, width, height);
// 00000000NLLOOOCO0O0O000O0DO0O0OC0O
43 sp->bindTextureW (texZp) ; // 000000000C0C0O0ODOD
44 }
- ,/

0118 00000000000000000000 main.cppd 00 1000 20000
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a I
45
46 void compute(void)
47 {
48 glClear (GL_COLOR_BUFFER_BIT) ; // 000000000 o000
49 sp—>run (GL_TRIANGLES, NUM_POINTS); // 00000000
50 }
51
52 void showResults()
53 {
54 glFinish(); // 00000000000 000000
55
56 RGBA results[height] [width]; // 000000000000
57 texZp->readData(results, width, height);
// 000000000 results0 0000
58 for(int h = height-1; h >= 0; h--) // 00000
59 {
60 for(int w = 0; w < width; w++) // 00000
61 {
62 printf (" (%3.1£f,%3.1£) ", // 0000000000000
63 results[h] [w].r, results[h][w].g);
64 }
65 printf ("\n");
66 }
67 }
68
69 int main(int argc, char *argvl[])
70 {
71 initSystem(argc,argv) ; // 0000000000
72 initData(); // 000000000
73 compute () ; // 0000000
74 showResults(); // 000000000
75 return O;
76 }
\_ %
0119 00000000000000000000 main.cppl 00O 20
a ] N
01 #version 120
02
03 attribute vec2 position;
04
05 void main(void)
06 {
07 gl_Position = vec4(position, 0.0, 1.0);
// 200000000000000000
08 }
\_ %

0 11.10: OODO0O0D0OO00D0D0OO00000D00000000000000 shader.vert
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01 #version 120
02
03 void main(void)
04 {
05 gl_FragColor = gl_FragCoord;
// 000000000000 0000O00O00000Q
// 000o0o0oooooo
06 }
\_ %

U 11.11: 00Oo0booobobooboobbo0oboodobiboof0bdd shader.frag
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30
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11.2.1 000000 20000000000 RWTexture2D

gbobooooboobooboooobobooooboobooboob 2000000000
O RWTexture2D DO O 0O00O0OO0OO0O0O0OO0OOOO0OOOOODOOOOOOODOOOOO

goo0ooOooo0oOobOoOoOoOoboOooOoboboOooobboOoooDoGbPvbDbOOOO
gboboboboboboboboboboboboboboboboboobobonog
ubobooboooboobbooboobooobooboobobooboonon

gboooboboooboooboboobooboobobooooboobobobooan
uboboooogan

gooboobooiob 1nn3gbooooboobooooboon

45 RWTexture2D(int tnum, void* data, int w, int h);

0000000200000 D00000000000000D0DODODDDO0O0O readdata()
uboboobooobobooboooboobon

46 void readData(void* data, int w, int h);

OOoGPUOOODODOOODOOOOO0O0OODDODOOOO0ODODDOD dataO0O0000ODOwO
hoOooooooooooooo
gboogoboo11iedoboonon
goboboboooboboboobooooobooboboobo 20000000000
oboooooooooooogoo

16 glFramebufferTexture2D (GL_FRAMEBUFFER,
17 GL_COLOR_ATTACHMENTO+ (num) ,
18 GL_TEXTURE_2D, texID, 0);

00000000 0OOGLFRAMEBUFFERO OO0 numO0 000000 '00000000
texID 0 200000000OGLTEXTUR2DOD OO OOODODOOODODDODDOOOOOODODO 5
o0 o0o0o0doooobDooooooboodoooooDoo0oonoooooooon
gfdodo0oO0bOO0bOODOO0O0obOOoooOooOorFBOOOODOODOOOOODOOODOO
00 11200000 0000000000000000O00O 200000000000
000000 bOO00ooobOOooooOrFBOODODOOODOOOODOOOODODOOODDOO
oot uoooboooooooboobboobuooooao
00ooooooo 11.1200000000000000000000O0O0O0O00000
0000000000000 Shader::bindTexturew() 0000

10penGL OO O OO color attachment 0 00 0num D000 0000000000000000000
color attachment 00000000000 CO0OCOOOOO0O0O0O0O0O0OOOOOOOOOOOO
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0 11.12: FBOOOOOODOOOOOOOOOODO

000000000 readbata() U0 O00O0O0O0OOCOOOOOOGPUOOODOOO
OO0 cCcpUOODOOOD10000DODOOOOOODODOOODOOOO 1120 (cjOODO
gboogbobod

23 glReadBuffer (GL_COLOR_ATTACHMENTO+ (num)) ;

U0num 0000000000000 DOO0OO0DOOO0OD0ODOO0O00O0O0000000 num
gbobooboobbooboobooboboobooobooboo

24 glReadPixels(0, O, w, h, GL_RGBA, GL_FLOAT, data);// O00OO0O0O

ubboobuobbobobddlb detadbogoooooogyg

11.2.2 ShaderU o

0000 11.7000000D00000 Shader::run() OO glutSwapBuffers() 00O
00 glFlushO) O0O0OD0O0O0ODOOOODOODOODO CGOODODOODOOOOOOODOO
go0000o0oOdooOo2000000000000D000DO0OO0ODO0OOOO0ODOODOO
000000 cGOhODODbObOObOboOoboboOonoo

0000000000000 RWTexture2D 00O OO0OO0OOOOODOO
Shader: :bindTextureR() 0 Shader::bindTextureW() O Shader OO OO ODODOO
0oono

00 Shader::bindTextureRQO DD UODOUODOODOODOODLOODLOOOOOOOOOOO
00000000000 10.60 Shader: :bindTexture() 00O O0O00OO0O0O0ODODOODO
11.70

10 glActiveTexture (GL_TEXTUREO+ (tp->num)) ; // 01
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0 11.13: OO0 00OO0D00O0D0OO0O Shader: :bindTextureW() OO O

00000000000000000000000000000000 20
OO0 Shader::bindTextureW() DO 0000000 DOOOOOOOODODOOOOOO
uboboobooooobon

22 glDrawBuffer (GL_COLOR_ATTACHMENTO+(tp—>num) ) ;

000000000000 00DODODOFBOODODDODODODOOOOOOOOOOOO tp->num
ooogobobbooooogoboboooooboboobobboooggoobobooobon 1112
oooOoOrFBOOOOOOOOOODODOOOOOOOOOOOOOOOOOOOOOOO
Ulloboooogbobobooooooooooboboboboooobobo
googboboooboboboooboooobooboooboboboooboboooo
oboooooooooog

11.2.3 00000000

gili80db 119u00bobooooooboboooooaonoboon
gboobooboobooobooboobod

/0000000000000 0O

03 const int width = 5;
5 //00000000000000

04 const int height =
gboooboboobog20b00bo0oboooboobobobobobooboong
goooboooobooobooboobooboboboobooboboobong
000000000 widathOheight DOO0O0O0O0O00OO0OO0O0OO

OO0 initSystem() OO0O0OOD0OOODOODOOODOOODOOODOOOFBOODOOO
gobogoboboobbobbooobboobbooobbooobboooboog
01120 (1) 0000000000000 0O00000O00OO4nitSystem() O 0000

D00000D00000D00000D00000D00000D0ON000DO00N0NODoNoOoono
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20 GLuint £fb;
21 glGenFramebuffers(1l, &fb); // FBOUO OpenGLO O OOOOODODO
22 glBindFramebuffer (GL_FRAMEBUFFER, £b);

// FBOODOOO0OOOODOOOD

00000 initbata() 00000000 D0D0O0O0OD0OO0O0DODOOOOOO0DOOOOOO
sp->use() O initSystem() 000000000 30

25 sp->use(); // 00000000000

gbooooboobooboboobobooboboboboboobooboobooon
obobooobooboboobobooo

30 RWTexture2D *texZp; // 00000 2000000000000

gooooooooooooooboobooboobogng

42 texZp = new RWTexture2D(0, NULL, width, height);
43 sp->bindTextureW(texZp) ; // 000000000000D0O0

00 Onew RWTexture2D(0, NULL, width, height) 00 1000000000000
g0020000000000000000O000DOO0DOO0OODOO0ODOO 300400
0000000000000000000000 000000000400 2000 NULL
ooo0ooocpUDOOGPUOODOOOOODOODOODODOODOODODOODOO NULL
ooooooo

O0 compute() OOODO display() DO ODOODOOOOOOOODOOCOODOO
ooo

00000 showResults() O GPUODOODOODOOOOOODOODOOOOODOO
000000000000 00oo000oo0000ooooooooooooooooon
oooooog

54 glFinish(); // 000000000000000D0O0

OO0 compute() 0 sp->run(GL_-TRIANGLES, NUM_POINTS) DO 0O0ODO0OOOOOODOO
00000000000000°%M000000000000000000000000
boooooobooobgboboboboboooooobobobOoobobobo

300000 sp->use() O display() 0000000000

{00000 00000000000000000000000000000O

‘0000000000000 0000000000000000000000000000000000
0000 CPUOOOOOOOOOOOOO0OOOOOOOONONONONONO00000O0O0O0000000000
oooo
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Ub000b0b0ob0oob00boD0bD0bU0bU0bU0Ubb0bOglFinish() DODOODOOODO
000000000000000000000 000000000000000000
ogoooooooood

56 texZp->readData(results, width, height);

U0 results U0 OUOOUOOOOOOO0OOOO0OOO0OODOOOOO0O0OOOOOOO

61 printf (" (}%3.1£,%3.1£) ", // 0000000000
62 results[h] [w] .r, results[h] [w].g);

D0000000000000000000000 cout 00000printf() D000 70
ubooobooobooobooobotdrobbgboobooboooboooboboobooboonoo
uoboooobbooonoobooobboobobboo0oboodnD n 0O height-1 0

Ooddoooooooooooa
57 for(int h = height-1; h >= 0; h--) // 00000

11.2.4 0JU0O0OO0OOOO0O0OOOOOOOO0

glliooboobooboobooboobooboobooboobo 20000
gbooboobooboobobooboo

11.2.5 0JU00O0O0OO0OO0O0O0OOOOO0On

gliiigboodobboobodbooobooboo
000000 gl FragCoord 0 vec4a O ODODOODOD GLSLOODODOODOOOO
gbobobooobobobobobobobobobobobooozb0boyboog
b0 sgbbtogboodbrbdgdbobbogobbobobobobOobobOoobg
ooboobogooobg
(x00,y00) € [0,width] x [0,height]

ugbboobuooboboobobooboobbooboobboobooaonoo

00 = 05, 1.5, 2.5, -+, width— 0.5
yOO = 05, 1.5, 2.5, ---, height — 0.5

UbOo000b0b000000 width=50height=700000000000 11.14
ubogood

50 0 0 Osp->run(GL_TRIANGLES, NUM_POINTS) 00 ODOOO0O0 glFlush() 00000000 ODO0O
gobooooooooooooboooboboooo
Tcout 0000 D0O0ODO0ODOOO0DOOOOOOODO0ODOOOOOO
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(0.5, 6.5) | (1.5, 6.5) | (2.5, 6.5)| (3.5, 6.5) | (4.5, 6.5)

(0.5, 5.5) | (1.5, 5.5) | (2.5, 5.5) | (3.5, 5.5) | (4.5,

ut
ut
N—

(0.5, 4.5) | (1.5, 4.5) | (2.5, 4.5) | (3.5, 4.5) | (4.5, 4.5)

(0.5, 3.5) | (1.5, 3.5) | (2.5, 3.5) | (3.5, 3.5) | (4.5, 3.5)

(0.5, 2.5) | (1.5, 2.5) | (2.5, 2.5) | (3.5, 2.5) | (4.5, 2.5)

(0.5, 1.5) | (1.5, 1.5) | (2.5, 1.5) | (3.5, 1.5) | (4.5, 1.5)

(0.5, 0.5) | (1.5, 0.5) | (2.5, 0.5) | (3.5, 0.5) | (4.5, 0.5)

U 11.14: 00000000000 000 gl FragCoord x U UDO yUDOUOwidth= 50
height=7000

11.2.6 0000

0O11.15000000000000000000000000 showResults() O OO
ubobooboaoo

(0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (0.0,0.0) (3.5,4.5) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (2.5,3.5) (3.5,3.5) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (2.5,2.5) (3.5,2.5) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0)
(0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0) (0.0,0.0)

ubobooboobooboboobooboboobooboobobooobobooonog
O (o.0,0.0) 0000000 ODOOOODOODOODOO
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[154DDDDD 113015500000 114000 )

0 1116: 0000000000000 000000 All.h

[89DDDD[I7.2EIDD )

O 11.17: ArrayBuffer 0O O0O 000000 Buffer.cpp

[156DDDDD 11.6000 ]

0 11.18: 000000 20000000000 RWwTexture2 O ODOODOOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 11.19: Shader DO UOOO0OO0OO0DOOO Shader.cppd D OOOOOOO8DODOOON
r3p090000D0O0 740000
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4 _ N
01 #include "All.h"
02
03 const int width = 5;
04 const int height = 7;
05
06 Shader *sp;
o7
08 void initSystem(int argc, char *argv([])
09 {
10 glutInit(&argc,argv) ;
11 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE);
12 glutInitWindowSize(width, height);
13 glutCreateWindow("Test Window");
14 // glClearColor (0.0, 0.0, 0.0, 0.0);
/0000000000000 0DOO0O0O0o0ooD
15
16 #if defined(WIN32)
17 glewInit();
18 #endif
19
20 GLuint £fb;
21 glGenFramebuffers(1l, &fb);
22 glBindFramebuffer (GL_FRAMEBUFFER, £fD);
23
24 sp = new Shader("shader.vert","shader.frag");
25 sp—>use();
26 }
27
28 const int NUM_POINTS = 4; // 00004000
29
30 RWTexture2D *texZp;
31
32 void initData()
33 {
34 Position2D pos[NUM_POINTS];
35 pos[0].x = -1.0; pos[0].y = -1.0; // 0000000
36 pos[1].x = +1.0; pos[1].y = -1.0; // 0000000
37 pos[2].x = +1.0; pos[2].y = +1.0; // 0000000
38 pos[3].x = -1.0; pos[3].y = +1.0; // 0000000
// [-1.0,1.0]x[-1.0,1.0] 000000 400000
39
40 ArrayBuffer ab((float*)pos, 2, NUM_POINTS);
41 sp->bindArrayBuffer("position", &ab);
42
43 texZp = new RWTexture2D(0, NULL, width, height);
44 sp—>bindTextureW(texZp) ;
45 }
46
\ J

0 11.20: 0OO0O0O000O00DOO0O0DO0O00O00D0O000 main.cppd 00 1000 20
ood
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47 void compute(void) A

48 {

49 // glClear (GL_COLOR_BUFFER_BIT) ;
/0000000000000 0O0O0O000000000OO

50 sp—>run (GL_POLYGON, NUM_POINTS);// DUODOUODO O GL_POLYGON O OO

51 }

52

53 void showResults()

54 {

55 glFinish();

56

57 RGBA results[height] [width];

58 texZp->readData(results, width, height);

59 for(int h = height-1; h >= 0; h--)

60 {

61 for(int w = 0; w < width; w++)

62 {

63 printf (" (%3.1£f,%3.1£f) ",

64 results[h] [w] .r, results[h][w].g);

65 }

66 printf("\n");

67 }

68 }

69

70 int main(int argc, char *argvl[])

71 {

72 initSystem(argc,argv) ;

73 initData();

74 compute () ;

75 showResults();

76 return O;

77}

0 11.21:. 000000000000 0000000000 main.cppt 00 20

(159DDDDD 11.10000 ]

0 11.22. 000000000000000000000000O0O00000 shader.vert

ClGODDDDD 11.11 000 ]

U 11.23: 0000000000000000000ODO0O0O0ODO0O0O0000 shader.frag

171



1

10

11

12

13

14

15

16

17
18

19
20
21
22
23
24
25

0110 O00bOoooboobooon

11.3.1 0O00O00O04dd

UbobobobOo0O0dGLTRIANGLESOD O OO O0OO0DOOOO0OOOO00OO0OO00
geL_pOLYGONOD OO DO DOOOOODODOOO
0 11.200

28 const int NUM_POINTS = 4; // 00004000

gboboob40b00b0o0obbooobooboo

35 pos[0].x = -1.0; pos[0].y = -1.0; // 0000000
36 pos[1].x = +1.0; pos[1]l.y = -1.0; // 0000000
37 pos[2].x = +1.0; pos[2].y = +1.0; // 0000000
38 pos[3].x = -1.0; pos[3].y = +1.0; // 0000000

ooooobbooobobo4bb00obobboobobboobobDbooobDboOn
gooboobogn

50 sp—>run (GL_POLYGON, NUM_POINTS);// OOODOOO GL_POLYGON O OO

OO0O0DO0O0000O00b04000000000O0DO0polygon00O0D0OO0OODOOOOO
ubboobooboobbooboobobooobooboonog

11.3.2 0000

01124000000000000OshowResults) 0D000O0O0DOOCOOOOOOOO
uboboooobadaoo

(0.5,6.5) (1.5,6.5) (2.5,6.5) (3.5,6.5) (4.5,6.5)
(0.5,5.5) (1.5,5.5) (2.5,5.5) (3.5,5.5) (4.5,5.5)
(0.5,4.5) (1.5,4.5) (2.5,4.5) (3.5,4.5) (4.5,4.5)
(0.5,3.5) (1.5,3.5) (2.5,3.5) (3.5,3.5) (4.5,3.5)
(0.5,2.5) (1.5,2.5) (2.5,2.5) (3.5,2.5) (4.5,2.5)
(0.5,1.5) (1.5,1.5) (2.5,1.5) (3.5,1.5) (4.5,1.5)
(0.5,0.5) (1.5,0.5) (2.5,0.5) (3.5,0.5) (4.5,0.5)
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01124 000000000000000
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7Y RF %

(0.5,6.5) (1.5,6.5
(0.5,5.5)(1.5,5.5
(0.54.5) (1.54.5

) (2.5,6.5

)
(0.5,3.5) (1.5,3.5)

)

)

)

2.5,5.5
2.54.5
2.5,3.5

(0.5,2.5) (1.5,2.5) (2.5,2.5 ,
(0.5,1.5) (1.5,1.5) (2.5,1.5 3
(0.5,0.5) (1.5,0.5) (2.5,0.5 X
—(05,6.5) (1.5,6.5) - (45,65 —
— (0.5,5.5) (1.5,5.5) - (45, 5.5) —
— (0.5,1.5) (1.5,1.5) ... (45,1. 5)
— (0.5,0.5) (1.5,0.5) - (45,05 —

FBO
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0 11.25: 000000

114 O000O0O0O0O0OO0O0O0O040

2 gboboobobogbooobuoobboobuoobobon
3 ooooooooooboooooboooooooooooboooocoooooboooo
+ 00020000 x0=z0000

5 z[i1[j1 = x[i1[j];

e UODODOODODOODO

7 GPUOOODODOOOOO 11.2500000000000000000O0DODOO0OO0O
s JOOoOoOOO0Oo0obboooobbbooobboo xgoobboooobooobog
o DO00D00000DO00O00D0O0011.21000000000000 DRWTexture2D O
o 0O00O000obOoooobooboooobobobooobooboobooooobobooon
u 0O000000OO0DOODOOD
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[154DDDDD 113015500000 114000 )

0 1126: 0000000000000 000000 All.h

[89DDDD[I7.2EIDD )

O 11.27: ArrayBuffer 0O O0O 000000 Buffer.cpp

[156DDDDD 11.6000 ]

0 11.28: 000000 20000000000 RWwTexture2D DO OOODOOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 11.29: Shader OO OO0OO0O0DOOO Shader.cppd D OOOOOOO8DODOOON
r3p090000D0O0 740000
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4 _ N
01 #include "All.h"
02
03 const int width = 5;
04 const int height = 7;
05
06 Shader *sp;
o7
08 void initSystem(int argc, char *argv([])
09 {
10 glutInit(&argc,argv) ;
11 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE);
12 glutInitWindowSize(width, height);
13 glutCreateWindow ("Test Window");
14
15 #if defined(WIN32)
16 glewInit();
17 #endif
18
19 GLuint f£fb;
20 glGenFramebuffers(1l, &fb);
21 glBindFramebuffer (GL_FRAMEBUFFER, £fD);
22
23 sp = new Shader("shader.vert","shader.frag");
24 sp—>use();
25 }
26
27 const int NUM_POINTS = 4;
28
29 RWTexture2D *texXp; // 00000 2000000000000
30 RWTexture2D *texZp; // 00000 2000000000000
31
32 RGBA x[height] [width]; // 0000000O00DO0DbODbOOD
33
34 void initData()
35 {
36 Position2D pos[NUM_POINTS];
37 pos[0].x = -1.0; pos[0].y = -1.0;
38 pos[1]l.x = +#1.0; pos[1].y = -1.0;
39 pos[2].x = +1.0; pos[2].y = +1.0;
40 pos[3].x = -1.0; pos[3].y = +1.0;
41
42 ArrayBuffer ab((float*)pos, 2, NUM_POINTS);
43 sp->bindArrayBuffer("position", &ab);
44
. %

U 11.30: 0D 0000000000000 00000 main.cppl 00 1000 20000
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4 N
45 sp->setFloat ("width", width); // 00000 uniformOOOO0O
46 sp->setFloat ("height", height);// D000 0O0 uniform O 00O O
47
48 for(int h = height-1; h >= 0; h--)

49 {
50 for(int w = 0; w < width; w++)
51 {
52 x[h] [w].r = h+w+0.1;
53 x[h]l[w]l.g = h+w+0.2; // 00000000 ODOOOOOO
54 x[h] [w].b = h+w+0.3;
55 x[h] [w].a = h+w+0.4;
56 }
57 }
58
59 texXp = new RWTexture2D(0, x, width, height);
// 0000000000000
60 texZp = new RWTexture2D(1, NULL, width, height);
// 0000000000000
61
62 sp—>bindTextureR("tx", texXp);
// 000000000000 00000 uwniformOO tx OOO
63 sp->bindTextureW(texZp) ; // 00000000000000
64 }
65
66 void compute(void)
67 {
68 sp->run (GL_POLYGON, NUM_POINTS);
69 }
70
71 void showResults()
72 {
73 glFinish();
74
75 RGBA results[height] [width];
76 texZp->readData(results, width, height);
77 for(int h = height-1; h >= 0; h—-)
78 {
79 for(int w = 0; w < width; w++)
80 {
81 printf("%d %d r : %7.3f %7.3f\n",
82 h, w, x[h][w].r, results[h][w].r);
83 printf("%d %d g : %7.3f %7.3f\n", // 00000
84 h, w, x[h]l[w].g, results(hlwl.g); // OODOODO
85 printf("%d %4 b : %7.3f %7.3f\n", // 00000
86 h, w, x[h][w].b, results[h]l[w].b); // O0ODOOO
87 printf("%d %d a : %7.3f %7.3f\n",
88 h, w, x[h][w].a, results[h][w].a);
89 }
90 }
91 }
- J

U 11.31: 0000000000000 0000000 main.cppl 00 2000 30000
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92
93 int main(int argc, char *argv[])
94 {
95 initSystem(argc,argv) ;
96 initData();
97 compute () ;
98 showResults();
99 return O;
AO }
\_ ,/

0 11.32:. 00000000000000000000 main.cppd 00 30

[159DDDDD 11.10000 )

0 11.33: 00000000 b000b0oobboobooobbo0nbdd shader.vert

4 I
01 #version 120
02
03 uniform sampler2D tx; // 0000b0booon
04
05 uniform float width; // 0000000
06 uniform float height; // 00000000
07
08 void main(void)
09 {
10 vec2 texCoord = vec2(gl_FragCoord.x/width, // gl_FragCoord.xy
11 gl_FragCoord.y/height);// 000000
12
13 gl_FragColor = texture2D(tx, texCoord); // UUIDOOODOOOODO
14 }
- %

0 11.34: 000000000000 00bb0o0b0o0bbOo0bOdd shader.frag
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0110 O00bOoooboobooon

11.4.1 0O0O0OO0OOO0O

000000000000 000000000000 initbata() O showResults()
oooooooo

30 RWTexture2D *texZp; // 00000 2000000000000
31
32 RGBA x[height] [width]; // 00000000oooooon

gboogbobooooboboboooobbboboobooboboboooaboon
OO0O00O0DDoDO0 wmiformO00000D00CCOOO0OO0O0OO0OO 11.310 initData()
ugboobooboboobodo

45 sp->setFloat ("width", width); // 00000 uniformOODOO0O
46 sp—>setFloat ("height", height);// UO0DOO0OUOO uniformO000 O

Uboo0 xgbooboobooooobooooboobooboboobobooooan
oboooboobon

52 x[h] [w]l.r = h+w+0.1;
53 x[hl[w].g = h+w+0.2; // OO0O0OO0ODODOOOOCOODOO
54 x[h] [w] .b = h+w+0.3;
55 x[h] [w] .a = h+w+0.4;

0000 x[2]1[8].r0000b+w+0.1=2+3+0.1=5100000000000000
ubboobuodgbobooiob xboobboobooobboobdoobibdld texXp U
OOo0ooooboobooooDooboOo000wifromO0 tx000000ODO

59 texXp = new RWTexture2D(0, x, width, height);

62  sp->bindTextureR("tx", texXp);

gogsypoooge3sbgn

59 texXp = new RWTexture2D(0, x, width, height);

60 texZp = new RWTexture2D(1, NULL, width, height);

61

62 sp->bindTextureR("tx", texXp);

63 sp->bindTextureW (texZp) ; // 0000000000D0D00OD
ooooa

59 texXp = new RWTexture2D(0, x, width, height);

62 sp->bindTextureR("tx", texXp);

60 texZp = new RWTexture2D(1, NULL, width, height);

63 sp->bindTextureW(texZp) ; // 000000000000D00
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gobodobbooboboobbooobooobooobooobo™oobooooba
00000000000000000000000000% 000000000000
gooooooon

1. 0goboobooboooboobboobobooboooboobbooboooon
gooogoo

2. 000000000040 obbooboaon

OO0 showResults() OO

81 printf("%d %d r : %7.3f %7.3f\n",
82 h, w, x[h][w].r, results[h] [w].r);

OO0DO0O000000 xh]wl] COOOODOOOCODOODO results(hllw]l OOO
ubboobuoobbooboobboobooobo

11.4.2 0J00OO0OO0OOO0O0OOOO

gbooooooooooooooooo1134oo0o0oooooo
bbb «xOO0ooooobooobboobooobobooboobobooooo

10 vec2 texCoord = vec2(gl_FragCoord.x/width, // gl_FragCoord.xy
11 gl_FragCoord.y/height);// 000000

U00000gl FragCoord.xy UOOOOO
[0,width] x [0, height]
coooooooooobooao
[0,1] % [0, 1]

OOobooobOooDOoooobooobboobOoOooopenGLOODOO GPGPUOODO
ubboobooboobbooboobobooobooboonog
gboooooodan

13 gl_FragColor = texture2D(tx, texCoord); // 0O ODOIODOOODO

00400 float OOOOOORGBAODODOD 40000000C0O00O0O0OOODODOO
00000000000 0D0O00DO00D0O00O00O000d SIMDO Single Instruction
Multiple DataD 00O Q0 O00GPUOOODODOO SIMDOODOOOOOOODO

000000000000 00000D0000DDO00ooOn
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CPU
E f.... :
L

N XA TS el GPU
P o - - - - ¥, - - - == ==

X * .. \
I{ L’ d .. I
|| attribute Z#K TYUAF v x TOAF vz :
| : |
| : |
| : |
' - [
| ! \/ - |
| o .
| on=Fusz TSUA b |
| vyz—4%— vr—H— |
N inly SN FO455 I |
| ]
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0 11.35: saxpy U OO 0O

115 ObOboooooboboogooon

2 goboboboooooboboobbbototoooooooboboooooooooobooo
s JU00000x0yOz0000200000alphall0 0000000000

4 z[i1[j] = alpha*x[i][j1+y[il[j];

s 0000000000000 D00000000 double d0 double precision00 00000
s 00000000 daxpy 0000000 doubleDalphalxOplusODy 000000000
7 00 float O Osingle precisiond 0 00000000 saxpy = singlel alphall x[I plus
8XDDDDGPUDDDDDDDDDDDSaXpyDDDDDD9D

‘000000 GPUOO double 10 0000000000000 O00O0O0 GPUO float0OO0D0O0
00000000000 CGO double0OODOOODOOOODOD
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[154DDDDD 113015500000 114000 )

0 1136: 0000000000000000000 All.h

[89DDDD[I7.2EIDD )

O 11.37: ArrayBuffer 0O DO0OO0O00OOOO Buffer.cpp

[156DDDDD 11.6000 ]

01138 000000 20000000000 RWwTexture2D O OOODOOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 11.39: Shader OO OO0OO0O0DOOO Shader.cppd D OOOOOOO8DOOOON
r3p090000D0O0 740000
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a4 . I
01 #include "All.h"
02
03 const int width = 5;
04 const int height = 7;
05
06 Shader *sp;
07
08 void initSystem(int argc, char *argv[])
09 {
10 glutInit(&argc,argv);
11 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE);
12 glutInitWindowSize (width, height);
13 glutCreateWindow("Test Window");
14
15 #if defined (WIN32)
16 glewInit();
17 #endif
18
19 GLuint £fb;
20 glGenFramebuffers(1, &fb);
21 glBindFramebuffer (GL_FRAMEBUFFER, £fDb);
22
23 sp = new Shader("shader.vert","shader.frag");
24 sp—>use();
25 }
26
27 const int NUM_POINTS = 4;
28
29 RWTexture2D *texXp; // 00000 2000000000000
30 RWTexture2D *texYp; // 00000 2000000000000
31 RWTexture2D *texZp; // 00000 2000000000000
32
33 float alpha = 0.5; // 00
34 RGBA x[height] [width]; // 00000000000D00C0CO0
35 RGBA y[height] [width]; // 000000000000000
36
37 void initData()
38 {
39 Position2D pos[NUM_POINTS];
40 pos[0].x = -1.0; pos[0].y = -1.0;
41 pos[1] .x = +1.0; pos[1].y = -1.0;
42 pos[2].x = +1.0; pos[2].y = +1.0;
43 pos[3].x = -1.0; pos[3].y = +1.0;
44
45 ArrayBuffer ab((float*)pos, 2, NUM_POINTS);
46 sp->bindArrayBuffer("position", &ab);
47
- ,/

0 1140: saxpy UODODOODOUODOODOOOO main.cppd 00 1000 20000
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48 sp—>setFloat ("width", width);
49 sp->setFloat ("height", height);
50
51 sp->setFloat("alpha",alpha); // saxpyUUOO uniformOJ 0O OO0
52
53 for(int h = height-1; h >= 0; h--){
54 for(int w = 0; w < width; w++){
55 x[h] [w].r = h+w+0.1;
56 x[h]l[w].g = h+w+0.2;
57 x[h] [w].b = h+w+0.3;
58 x[h] [w].a = h+w+0.4;
59
60 y[h][w].r = h-w+0.1;
61 y[h]l[wl.g = h-w+0.2; // 00000000 ODOOCOOOO
62 y[h] [w].b = h-w+0.3;
63 y[h] [w].a = h-w+0.4;
64 }
65 }
66 texXp = new RWTexture2D(0, x, width, height);
// 0000000000000
67 texYp = new RWTexture2D(1, y, width, height);
// 0000000O000O0DOOD
68 texZp = new RWTexture2D(2, NULL, width, height);
// 0000000000000
69
70 sp—>bindTextureR("tx", texXp);
// 00000000000000000 wiformO0 tx 00O
71 sp->bindTextureR("ty", texYp);
// 00000000000000000 wiformO0 ty 00O
72 sp—>bindTextureW (texZp) ; // 00000000000000
73 }
74
75 void compute(void)
76 {
77 sp->run(GL_POLYGON, NUM_POINTS);
78 }
79
o %

O 114L: saxpy UODODOOOOOOOOOO main.cppd 00 2000 30000
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80 void showResults()
81 {
82 glFinish();
83
84 RGBA results[height] [width];
85 texZp->readData(results, width, height);
86 for(int h = height-1; h >= 0; h—-)
87 {
88 for(int w = 0; w < width; w++)
89 { // 0000000000000 O0O0OO0000000000OO
90 printf("%d %d r : %7.3f %7.3f\n",
91 h, w, alphax*x[h] [w].r+y[h] [w].r, results[h] [w].r);
92 printf("%d %d g : %7.3f %7.3f\n",
93 h, w, alpha*x[h] [w].g+y[h] [w].g, results[h][w].g);
94 printf("%d %4 b : %7.3f %7.3f\n",
95 h, w, alpha*x[h] [w].b+y[h] [w].b, results[h] [w].Db);
96 printf("%d %d a : %7.3f %7.3f\n",
97 h, w, alpha*x[h] [w].a+y[h][w].a, results[h][w].a);
98 }
99 }
A0 }
Al
A2 int main(int argc, char *argv[])
A3 {
Ad initSystem(argc,argv) ;
A5 initData();
A6 compute() ;
A7 showResults();
A8 return O;
A9 }
\_ %

0 1142: saxpy OO0 0000000000 main.cppd OO 30

[159DDDDD 11.10000

O 1143: saxpy U0 0000000 OO0DOO0OOOOODOO shader.vert
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01 #version 120

02

03 uniform sampler2D tx; // 0000000000
04 uniform sampler2D ty; // 0000000000
05

06 uniform float alpha; // saxpy 000000
07 uniform float width; // 0000000

08 uniform float height; // 00000000

09

10 void main(void)

11 {

12 vec2 texCoord = vec2(gl_FragCoord.x/width, // gl_FragCoord.xy
13 gl_FragCoord.y/height);// OO0ODOOO

14

15

16 vecd x = texture2D(tx,texCoord); // 0000000000
17 vecd y = texture2D(ty,texCoord); // 0000000000
18

19 gl_FragColor = alpha*x+y; // saxpy 00O

20 }

0 1144: saxpy U0 0D O0OO00O0OOOO0OOOOO0DOOOOO shader.frag
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11.5.1 00000000

0114000 1142000000000000000000000
gboobooobobooboobboobooobobooooog

29 RWTexture2D *texXp; // 000002000000000000
30 RWTexture2D *texYp; // 00000 2000000000000
31 RWTexture2D *texZp; // 00000 2000000000000
32

33 float alpha = 0.5; // 00

34 RGBA x[height] [width]; // 000000000000oOoOO0

35 RGBA y[height] [width]; // 0000000000000O0O0O

OO0 initData() OO0 Oalpha OO0 wiform 00000000000 ODOCOOOO
googon

51 sp->setFloat("alpha",alpha); // saxpydJ O OO uniformO 0000

gboboobobud xgboabboobuoobbuod yuobuoobbooboooo

60 y[h]l[w]l.r = h-w+0.1;
61 yhllwl.g = h-w+0.2; // O000000000COCOOOO
62 y[h] [w].b = h-w+0.3;
63 y[h] [w].a = h-w+0.4;

gbobogobgooboobbooboobbooboon

66 texXp = new RWTexture2D(0, x, width, height);

67 texYp = new RWTexture2D(1, y, width, height);

68 texZp = new RWTexture2D(2, NULL, width, height);

69

70 sp->bindTextureR("tx", texXp);

71 sp->bindTextureR("ty", texYp);

72 sp->bindTextureW(texZp) ; // 00000000ooooon

00 showResults() OO OO0

88 printf("%d %d r : %7.3f %7.3f\n",
89 h, w, alphax*x[h] [w].r+y[h] [w].r, results[h] [w].r);

0000 300 alpha*x[h][w]l.r+y[h]l[w]l.xr 000000 saxpy 0000000 40
O resultsh]w]l.r D000 O0000OD00ODO0ODOODOODODODODODOD
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11.5.2 JU0O0OO0OO0OO0OO00ObOOOOodn

01144 0saxpy 000000000 O0ODOOCOOOOODOOOOOODO
uniform 00 tyOalpha OO OOOOODO0O
gl FragColor O OO OQ

19 gl_FragColor = alpha*x + y; // saxpy 00O

OO000O00oDoooo SsIMbODO

gl_FragColor.r = alpha*x.r + y.r;
gl_FragColor.g = alpha*x.g + y.g;
gl_FragColor.b = alpha*x.b + y.b;
gl_FragColor.a = alpha*x.a + y.a;

O0000000ooooooooooooooo

GpPUOODOODOODOODOODOODODOODOODOODOOOSIMDODODODOODOOO
0000000000000 00000000000 -0O0Db00000 SPMDO Single
Program Multiple DataD0 OO0 OO0 —-O0000O00O0O0OO

11.5.3 0000

showResultsO 000000000 DOOODOOOCPUDOODO GPUOODOOO
ugbbogobogboobao

6 0r : 9.150 9.150
6 0g: 9.300 9.300
6 0 b : 9.450 9.450
6 0 a: 9.600 9.600
6 1r: 8.650 8.650
61g: 8.800 8.800
uad

03a: -0.900 -0.900
04r: -1.850 -1.850
04g: -1.700 -1.700
04b: -1.550 -1.550
04a: -1.400 -1.400

oooboobob GpGPULOLOOOODOOOOUOODOODOOODOODOOO

189



1

3

6

7

8

11
12
13

14

15

16

17

18

20
21
22

23

24

25

U120 Oodbubotgdootdbootdd

ooobooOobO100000o00obOoO0OoDOooboboOo GeOOODOOOODOOO
goocpUDOOOOOOODOOOOOGPUODOODOOOODOODOOO

e CPUODO GPUOODOODOOODOODOOOGPUOOCPUDDOOOODDOOOO
gooooobogan

O00oOoO00ooOoOobOOo0oUobOboOooboo GpUDOOOODOODOOOODOOODO
OO0 CpUD GPUOOODOOOOUODOOODOOODOODOODOOOOOOOOO
obobooboobboobooboooboobooon

12,1 0000 Oooooooobod

UbooooboobbooibbDsaxpyODOO0O0OO0OooOOO

for(int k = 0; k < N; k++){
x[1]1[j] = alpha*x[i] [j1+y[i]l[j];

}
000DOO0DOO00000000bOO0bOoDOoD x[AlGplobO0obOO0oD0OoO0ODOOoOO
dooooobooooooooooooooboooooooooboogoooooooa
goooooooooooo

000000000 OpenGLOOODDOOOODDODOOODDODOOODDOOOODOO

gooooooooNoooooooon

for(int k = 0; k < N/2; k++){
z[i]1[j] = alphax*x[i]l [jl+y[il[j]l; /00000
x[i]1[j] = alpha*z[i]l [j1+y[i]l[j1;

ubobooobl1boboobbooboobooobb2000 x0z000000000040
ugboogon

OooooooOoooboo GpUOOODOOOODOOO 12100 122000000
texXpU texYpUtexZp DO U UOOOOOOOO0OOOODOOOODOO0OOOOOODOOO
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1 0000020 [3] = alphaxx[i] [j1+y[i][j1000000000000000000
. 0 x0y0z0000000000000 x[4]1[j] = alpha*z[i][j1+y[i1 ({10000
s O texXpdtexYpdtexzpd z0yOx 0 0000000000000 00000000O
, 00000000000 GPUOOOOOOOOOOOOOOOO0OODOOO ping pong
s computationd 000 00000000000000000000000000000O000
s 00000000000000000O0O0O0O0O0O0O0O0O00O0O00000000000
; 000000 5x70000000000
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texYp texXp texZp
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| . .
| N=TY IR TZTXAk
| Yz —4%— T —A— BERH 7
: pA= N 7095 4
~_ _ _ _ D
O 12.1: z[11[j] = alpha*x[i] [jl+y[il[j1OO0O0O0O
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[154DDDDD 113015500000 114000 )

0123: 00000000000000000O000 All.n

[89DDDD[I7.2EIDD )

0 12.4: ArrayBuffer U0 OO 0OD0OOOOO Buffer.cpp

[156DDDDD 11.6000 ]

0 125: 000000 20000000000 RWwTexture2D OO OOOO0OOOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 12.6: Shader 00000000000 Shader.cppU 0000000089 OO0OOO
r3p0900n0noO0oO 40000
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01 #include "All.h" h
02 #include <math.h> // 000 fabsOQUUODOOOOOOOO
03
04 const int width = b;
05 const int height = 7;
06
07 Shader *sp;
08
09 void initSystem(int argc, char xargv[])
10 {
11 glutInit(&argc,argv) ;
12 glutInitDisplayMode (GLUT_RGB | GLUT_SINGLE) ;
13 glutInitWindowSize(width, height);
14 glutCreateWindow ("Test Window");
15
16 #if defined(WIN32)
17 glewInit();
18 #endif
19
20 GLuint fb;
21 glGenFramebuffers(1l, &fb);
22 glBindFramebuffer (GL_FRAMEBUFFER, £fDb);
23
24 sp = new Shader("shader.vert","shader.frag");
25 sp->use();
26 }
27
28 const int NUM_POINTS = 4;
29
30 RWTexture2D *texXp;
31 RWTexture2D *texYp; // 00000000000O000O00OO
32 RWTexture2D *texZp;
33
34 float alpha = 0.5;
35 RGBA x[height] [width];
36 RGBA y[height] [width]; // 0ooo/0boobobbobooooo
37 RGBA z[height] [width];
38 RGBA results[height] [width];
39
40 void initData()
41 {
42 Position2D pos[NUM_POINTS];
43
44 pos[0] .x = -1.0; pos[0].y = -1.0;
45 pos[1].x = +1.0; pos[1].y = -1.0;
46 pos[2].x = +1.0; pos[2].y = +1.0;
47 pos[3].x = -1.0; pos[3].y = +1.0;
48
49 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
50 sp—>bindArrayBuffer ("position",&ab);
51
J

O 127 saxpy U0 00000000000 main.cppU 00 1000 20000
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52 sp—>setFloat ("width", width);
53 sp->setFloat("height", height);
54
55 sp->setFloat("alpha",alpha);
56
57 for(int h = height-1; h >= 0; h--){
58 for(int w = 0; w < width; w++){
59 x[h] [w].r = h+w+0.1;
60 x[h] [w].g = h+w+0.2;
61 x[h] [w].b = h+w+0.3;
62 x[h] [w].a = h+w+0.4;
63
64 y[h] [w].r = h-w+0.1;
65 y[h][w].g = h-w+0.2;
66 y[h] [w].b = h-w+0.3;
67 y[h]l[w].a = h-w+0.4;
68 }
69 b
70
71 texXp = new RWTexture2D(0, x, width, height);
72 texYp = new RWTexture2D(1, y, width, height);
73 texZp = new RWTexture2D(2, NULL, width, height);
74
75 sp->bindTextureR("ty", texYp);
76 }
77
78 #define LOOPNUM 100 // 000000
79
80 void compute(void)
81 {
82 for(int n = 0; n < LOOPNUM/2; n++){ // 0000000
83 sp->bindTextureR("tx", texXp); // texXp O tx OO0
84 sp—>bindTextureW(texZp) ; // texZzp DO UOOOOO
85 sp->run (GL_POLYGON, NUM_POINTS);
86
87 sp->bindTextureR("tx", texZp); // texZp O tx OO0
88 sp->bindTextureW(texXp) ; // texXp DO UOOODODO
89 sp->run(GL_POLYGON, NUM_POINTS);
90 }
91 }
92
\ J
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93 void showResult()
94 {
95 glFinish();
96
97 texXp->readData(results,width,height); // 00000 cpuO0OO
98
99 for(int n = 0; n < LOOPNUM/2; n++){ // cpud00ononooa
A0 for(int h = height-1; h >= 0; h--){
Al for(int w = 0; w < width; w++){
A2 z[h] [w] .r = alpha*x[h] [w].r+y[h] [w].r;
A3 z[h] [w].g = alphaxx[h] [w].g+y[h] [w].g;
A4 z[h] [w].b = alpha*x[h] [w].b+y[h] [w].b;
A5 z[h] [w] .a = alpha*x[h] [w].a+y[h] [w].a;
A6
A7 x[h] [w] .r = alpha*z[h] [w].r+y[h] [w].r;
A8 x[h] [w].g = alphaxz[h] [w].g+y[h] [w].g;
A9 x[h] [w] .b = alpha*z[h] [w].b+y[h] [w].Db;
BO x[h] [w] .a = alpha*z[h] [w].a+y[h] [w].a;
B1 }
B2 }
B3 }
B4
B5 double error = 0.0;
B6 for(int h = height-1; h >= 0; h--){
B7 for(int w = 0; w < width; w++){
B8 error += fabs(x[h] [w].r-results[h] [w].r);
B9 error += fabs(x[h] [w].g-results[h]([w]l.g); // OO0OOO
Co error += fabs(x[h] [w].b-results[h] [w].b);
C1 error += fabs(x[h] [w].a-results[h] [w].a);
C2 }
C3 }
c4 printf ("%30.251le\n",error); // 0000000000
C5 }
Cé6
C7 int main(int argc, char *argvl[])
c8 {
C9 initSystem(argc,argv) ;
DO initData();
D1 compute () ;
D2 showResult () ;
D3 return O;
D4 }
\_ /
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a )
W8roooodbD 114 000000000000000000
01 #version 120
02
03 uniform sampler2D tx;

04 uniform sampler2D ty;
05
06 uniform float alpha;
07 uniform float width;
08 uniform float height;
09
10 void main(void)
11 {
12 vec2 texCoord = vec2(gl_FragCoord.x/width,
13 gl_FragCoord.y/height);
14
15
16 vecd x = texture2D(tx,texCoord);
17 vecd y = texture2D(ty,texCoord);
18
19 gl_FragColor = alpha*x+y;
20
- J
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11
12
13
14
15

16

17
18

19

20

21

22
23
24

25

26
27
28

29

30
31
32

0120 0O000O000DOOO0OOOOO0O0

12.1.1 00000000

gbobodobobooboboobobooboboobbooobooboboooooonon
00000DO000000oO0o0oooto

gbobobooooboooobbobooobobooooboobobooboboooooon
bobooobobobobonoooooboobobobobooooobooboboboyg
O12700b00bogooogooon

30 RWTexture2D *texXp;

31 RWTexture2D *texYp; // 000000000000000DOO
32 RWTexture2D *texZp;

33

34 float alpha = 0.5;

35 RGBA x[height] [width];

36 RGBA yl[height] [width]; // 0000/0000000000000
37 RGBA z[height] [width];

38 RGBA results[height] [width];

initData(OO 0O 12.8000

sp->bindTextureR("tx",texXp) ;
sp->bindTextureW(texZp) ;

O02000000000000000011.500 initbata()O00O 114100000000
0000000 20001141000 compute() OO0 DOO0OODOOODODOOODOO
00 compute() OO0

82 for(int n = 0; n < LOOPNUM/2; n++){ // 000000ad

0 3

U0D00saxpyU O DOOOOO0OOOoOOOOO

83 sp—>bindTextureR("tx", texXp); // texXp O tx OODO
84 sp->bindTextureW (texZp) ; // texzp OOODOOODO
85 sp—>run(GL_POLYGON, NUM_POINTS);

b0 l1210000000000DO00DODODODODO

87 sp—>bindTextureR("tx", texZp); // texZp O tx O OO
88 sp->bindTextureW (texXp) ; // texXp OOODOOODO
89 sp—>run (GL_POLYGON, NUM_POINTS);

00000000000 000D0DO000D0D0O000DDO0
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34
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ooob1220000000000000000000

00 11.410 showResultsO U DO GPULOOODOOOODO CPUDOODOOOODOOO

goobooobobobobon

97 texXp->readData(results,width,height); // O

OGpUDOOOOOOOCPUODOODOOOODO

gboogcpudgn

99 for(int n = 0; n < LOOPNUM/2; n++){ // cPuld000ooan
A0 for(int h = height-1; h >= 0; h--){

Al for(int w = 0; w < width; w++){

A2 z[h] [w] .r = alpha*x[h] [w].r+y[h] [w].r;

BO x[h] [w] .a = alpha*z[h] [w].a+y[h] [w].a;

B1 }

B2 }

B3 }

O0O0OsaxpyO OO CPUOODOOOOODO

B5 double error = 0.0;

B6 for(int h = height-1; h >= 0; h—--){

B7 for(int w = 0; w < width; w++){

B8 error += fabs(x[h] [w].r-results[h] [w].
B9 error += fabs(x[h] [w].g-results[h] [w].
Co error += fabs(x[h] [w].b-results[h] [w].
Cc1 error += fabs(x[h] [w].a-results[h] [w].
Cc2 }

C3 }

c4 printf ("%30.251e\n",error);

oooGpUDOOOOODCPUOODODOOOOOODOOOO
agoog

12.1.2 Q00000000000 ODOO0

gbobooboboobobooobob 1nsbooobooooood
ubob 1211000000

12.1.3 0000

OO00DOO0OOopCOOOOODOOOOOO

0.0000000000000000000000000e+00

obo0o2000000000000D0DODO

r);
g); // 00000
b);
a);

gbogoobooogoobod

gboooooooood
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-

#include <time.h>
double start_time,end_time;

start_time = clock();

// 0000000000C00DOO0O00o0o
// 0000000000000

goooooooogooogong

end_time = clock();

double total_time = (end_time-start_time)/CLOCKS_PER_SEC;

0 1212: 000000000

12,2 0OOO0O0OO0OOO

gboooooooooooooooooooooon

gbbobooooboboooboobooboboo1212000000000000
clock(O)0D0ODDDOODODDOODOO0OO0O000000O0OO?2000000000000
OO0000O0 CLOCKS_PER.SEC [0 clock() DUODOOODOODOOD10O00OOOO

OO0000O0D0 clock(O UUOUODOUODOODDOOD CLOCKS.PERSECUOUODOOOODO
bobooobooboooboooobooobob

D0000000000000 <time.h>00000000 clockt 00000000 clock_t O 32bit

obooooooooooo
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12.3 0000

12.3.1 00O

goboooobbooobobooobooobobooobobboobboooo
GFLOPSOODOOODOOOOOOO
O000Osaxpy 000000000000 NW,H,L)OOOOOOOOOO

NW,H,L)=2-4-W-H-L (12.1)

00000 200SAXPYDOODOOOOOOOO200000000D00000D0O 4
000000000000 0D0OCO ROGOBODAD4000000D0O00O0OO SIMDOO
oooooowbhHOODOOOobOoooooboooboooobLooooboooo
gboobgobooboobbooboobbooboobooobooboon

double gflops = (2%4*width*height*LOOPNUM) / (total_time * 1e9);

uboobooobooboobobobboboboobooboobobobooboonog
00000000000000000000000000000000000000 30

12.3.2 GPUOOOOODOOO

GPUODODOUODOOOODOO initData() OO O

70 texXp = new RWTexture2D(0, x, width, height);
71 texYp = new RWTexture2D(1, y, width, height);
72 texZp = new RWTexture2D(2, NULL, width, height);

00000 showResults() OO0
97 texXp->readData(results,width,height); // 00000 cpuO0O0O

ubboobuoobbooboobbooboobo

12.3.3 CcCpUUOOODOOOOO

CPUODOOOO0OOOO0OO showResults() O OO
99 for(int n = 0; n < LOOPNUM/2; n++){ // crudnoonoonoon

gbooooooooooon

‘00000000000 000D000000000000000000000000000000000
oobooooooooooo
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1 12.3.4 00000000000

2 gbooboboooboooboboobooboobobooboobooooboooooboo
s Jogooan
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[154DDDDD 113015500000 114000 )

0 1213: 0000000000000000000 All.h

[89DDDD[I7.2EIDD )

0 12.14: ArrayBuffer OO OO O0ODOOONO Buffer.cpp

[156DDDDD 11.6000 ]

0 12.15: 000000 20000000000 RWwTexture2D DO ODOODOOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 12.16: Shader OO OO0OO0O0DOOO Shader.cppd D OOOOOOO8DOOOON
r3p090000D0O0 740000
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01 #include "All.h"
02 #include <math.h>
03 #include <time.h> // 000000000DO00000O0
04
05 const int width = 100;
06 const int height = 100;
o7
08 Shader *sp;
09
10 void initSystem(int argc, char *argv[])
11 {
12 glutInit(&argc,argv) ;
13 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
14 glutInitWindowSize (width,height);
15 glutCreateWindow("Test Window");
16 glClearColor(0.0,0.0,0.0,0.0);
17
18 #if defined(WIN32)
19 glewInit();
20 #endif
21
22 GLuint fb;
23 glGenFramebuffers(1l, &fb);
24 glBindFramebuffer (GL_FRAMEBUFFER, £fDb);
25
26 sp = new Shader("shader.vert","shader.frag");
27 sp->use();
28 }
29
30 const int NUM_POINTS = 4;
31
32 RWTexture2D *texXp;
33 RWTexture2D *texYp;
34 RWTexture2D *texZp;
35
36 float alpha = 0.5;
37 RGBA x[height] [width];
38 RGBA y[height] [width];
39 RGBA z[height] [width];
40 RGBA results[height] [width];
41
42 double start_clock, end_clock; // 000000/0000000
44
- J
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45 void initData()
46 {
47 Position2D pos[NUM_POINTS];
48
49 pos[0].x = -1.0; pos[0].y = -1.0;
50 pos[1].x = +1.0; pos[1].y = -1.0;
51 pos[2].x = +1.0; pos[2].y = +1.0;
52 pos[3].x = -1.0; pos[3].y = +1.0;
53
54 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
55 sp—>bindArrayBuffer ("position",&ab);
56
57 sp—>setFloat ("width", width);
58 sp->setFloat ("height", height);
59
60 sp—>setFloat("alpha",alpha);
61
62 for(int h = height-1; h >= 0; h--){
63 for(int w = 0; w < width; w++){
64 x[h] [w].r = h+w+0.1;
65 x[h]l[w].g = h+w+0.2;
66 x[h] [w].b = h+w+0.3;
67 x[h] [w].a = h+w+0.4;
68
69 y[h] [w]l.r = h-w+0.1;
70 y[h]l[w].g = h-w+0.2;
71 y[h]l[w].b = h-w+0.3;
72 y[h] [w].a = h-w+0.4;
73 }
74 }
75
76 start_clock = clock(); // GPUOOODODOOODOO
7
78 texXp = new RWTexture2D(0, x, width, height);
79 texYp = new RWTexture2D(1, y, width, height);
80 texZp = new RWTexture2D(2, NULL, width, height);
81
82 sp—>bindTextureR("ty", texYp);
83 }
84
\_ J/
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//85 #define LOOPNUM 100
86
87 void compute(void)
88 {
89 for(int n = 0; n < LOOPNUM/2; n++){
90 sp->bindTextureR("tx", texXp);
91 sp—>bindTextureW(texZp) ;
92 sp—>run (GL_POLYGON, NUM_POINTS);
93
94 sp->bindTextureR("tx", texZp);
95 sp->bindTextureW(texXp) ;
96 sp->run(GL_POLYGON, NUM_POINTS);
97 b
98 }
99
A0 void showResult()
A1 {
A2 glFinish();
A3
Ad texXp->readData(results,width,height);
A5
A6 end_clock = clock(); // cPUO 000000 OQg
A7 double GPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
// Geud OO0
A8 double GPUgflops = (2.0%4.0*width*height*LOOPNUM)/(GPUtotal*1e9)|;
// GPUODODODODO
A9 printf ("GPU: %15.101f %15.101f\n", GPUtotal, GPUgflops);
BO
B1 start_clock = clock(); // cPud00ooooon
B2 for(int n = 0; n < LOOPNUM/2; n++){
B3 for(int h = height-1; h >= 0; h--){
B4 for(int w = 0; w < width; w++){
B5 z[h] [w] .r = alpha*x[h] [w].r+y[h] [w].r;
B6 z[h] [w] .g = alphaxx[h] [w].g+y[h] [w].g;
B7 z[h] [w].b = alpha*x[h] [w].b+y[h] [w].b;
B8 z[h] [w] .a = alpha*x[h] [w].a+y[h] [w].a;
B9
co x[h] [w].r = alphax*z[h] [w].r+y[h] [w].r;
C1 x[h] [w] .g = alpha*z[h] [w].g+y[h] [w].g;
c2 x[h] [w].b = alpha*z[h] [w].b+y[h] [w].b;
c3 x[h] [w] .a = alphax*z[h] [w].a+y[h] [w].a;
Cc4 }
C5 }
C6 }
c7 end_clock = clock(); // ceud0O0Ooononoon
C8 double CPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
// ceudnonon
C9 double CPUgflops = (2.0*4.0*width*height*LOOPNUM)/(CPUtotal*1e9)|;
// cpudognon
DO printf ("CPU: %15.101f %15.101f\n", CPUtotal, CPUgflops);
-

~

%
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D1 double error = 0.0;
D2 for(int h = height-1; h >= 0; h--){
D3 for(int w = 0; w < width; w++){
D4 error += fabs(x[h] [w].r-results[h] [w].r);
D5 error += fabs(x[h] [w].g-results[h] [w].g);
D6 error += fabs(x[h] [w] .b-results[h] [w].b);
D7 error += fabs(x[h] [w].a-results[h] [w].a);
D8 }
D9 }
EO printf ("ERROR: %30.25le\n",error);
El }
E2
E3 int main(int argc, char *argv([])
E4 {
E5 initSystem(argc,argv) ;
E6 initData();
E7 compute () ;
E8 showResult () ;
E9 return O;
FO }
\_ %

0 12.20: saxpy 000000000000 main.cppd 00 40

(159DDDDD 11.10000 ]

0 1221 saxpy U0 0000000000 DOO0O0O0ODODOO shader.vert

[187DDDDD 1144000 ]

U 1222 saxpy U0 000000000 0O0O0O0OOODOOOO shader.frag
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U121 00b0boooooobogod

GPU CPU
ooo || OO oo 0o 00
42 || 1.11E400 | 1.16E—04 || 3.10E—05 | 4.12E+00
82 | 1.11E400 | 4.62E—04 || 1.39E—04 | 3.68E+00
162 || 1.11E400 | 1.85E—03 || 4.62E—04 | 4.44E+00
322 || 1.12E400 | 7.34E—03 | 1.70E—03 | 4.81E+00
642 || 1.11E400 | 2.94E—02 | 6.69E—03 | 4.90E+00
1282 || 1.11E+00 | 1.18E—01 || 2.70E—02 | 4.82E+00
2562 | 1.12E+00 | 4.68E—01 || 1.10E—01 | 4.76E+00
5122 || 1.13E+00 | 1.86E-+00 || 5.21E—01 | 4.02E-+00
10242 || 1.13E400 | 7.44E400 | 2.20E+00 | 3.82E+00
20482 || 1.29E+00 | 2.60E+01 || 8.71E4+00 | 3.86E+00
40962 || 1.69E+00 | 7.96E-+01 || 3.39E+01 | 3.96E-+00
00000000000000 GFLOPS

12.3.5 0000

012100000000 PC*0000 LOOPNUMO 10000 0 00 O widthd height O
o0 4080..04096 0000000000 O0OO0O0ODO0ODODOOODODODOOOO
uboobooboaon 12230000

000do 12.20 0widthOheight 00O 0 4096 U O O O OLOOPNUM O 10001000...00100000
ubobooboooooobobooboboobbooobo 121000000 1220 30
ubooobooobooobooooboobgo3sgobobbobooboobooooonog
uboooboobobooboboobobobbooboobooboooobooonog
obobobooboooboobbooboobooo

12.3.6 0O0O0O0OOOO

0000 12100 12200 GpPUODOOOOOOOO 100GFLOPSOCPUOODOOO
48GFLOPSOO0O00OO0DODOOOOO GPUONODOOOOOOODODOOOODODO
oooo0O0ODO cCcpPUOOOOGPUDDOOOOOOOOOOOOOOOOOOOOOOO
ooooo

‘0000 Mac Pro Late 20130 3.7 GHz Quad-Core Intel Xeon E50 12 GB 1866 MHz DDR30 AMD
FirePro D700 6144 MB
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—GPU —CPU
1.00E+02

1.00E+01 //

e

1.00E+00 /

1.00E-01

1.00E-02

o

1.00E-03

pd

4 8 16 32 64 128 256 512 1024 2048 4096

1.00E-04

0 12.23: 0 121000000000000000000000000O000O00O00O0O
voboooboooooooooooooooobooboooooboobooooo

O00000GPUOOOOOODOODOOOO 3.5TFLOPSO =3,500GFLOPSO O O
ooooOoooooooooODDODO 100GFLOPSOOO0O0OOOOOGPUOOOOOO
oboooooooooooooooogoDog

Oo00o0oooooooooo0odo NOOOooooooooo rToooo NoOooa
oo
T=A+B-N (12.2)

0000000000000 D AOBOOOODOODODDAOOOOOOOOOODOOBO
lgogoobobobogooootboobobooobo0 NOODOooo T7hobobo PDOO
ubbooboooboboobobooboobboobooobobooooonoo

N N
T A+B-N

OO0b00o00ooooooOooo0O0 AoDBOOODDOD
O000GPUOOO0O00 1220000000000000000000000 Agpy O
obooboobooboobo

P (12.3)

N (4096, 100000)

=1.02 x 101
Baru - N (4096, 100000) x
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0 122: 000000b00aaoo

GPU CPU

oo oo oo oo oo
10 || 4.37TE—01 | 3.07TE+00 | 4.37TE—01 | 3.07TE+-00
100 || 5.22E-01 | 2.57E+01 || 3.58E+00 | 3.74E+00
1000 || 1.68E+00 | 7.97E+01 | 3.41E+01 | 3.93E+400
10000 || 1.32E4-01 | 1.02E4-02 || 3.38E+-02 | 3.97TE+-00
100000 || 1.32E+02 | 1.02E+02 || 3.41E+03 | 3.93E+00
OOo0oOooobDOoOooooon GFLOPS

000
Bgpy = 0.98 x 1071

1 googd
0000001220 100000000 BepyOOOOOAgpyOODOOODOO

N (4096, 10)

= 3.07 x 10°
Agru + Bapy - N(4096, 10) *

0oQ
Agpy = 0.419

: DO00oO0oOoobOoboOobobobobbooo40bU0bO0obObObOODObOODODODOD
s D000 o400000000DOOOO0O0O0DODOCOCPUOO GPUOODODOOOOOOO
« GPUODOCPUOODOOOOODOOOODO 1220000000000 1GBOOOO
s OO CPUD GPUDDOOOOOOOOOOOOO®OOOOO0000O0ONONONODOO
¢ JO00OOO0OO0OO0ODOO0OAgpyO0ODOOOO 1220 100000000000 O0OOOO
; JO000000O0OC0DOO0O00 Agpy00O0O0OD0OOCOOOOOODODODOOO
cpUOO0OOOO12230000000000000000OOOOOOOOOOD 12120
0122000000 40GFLOPSOOOOOODOOODOCOOODO

N
Acpu + Bepu - N

=4 x 10°
000000000 0000000

Acpy =0.0, Bepy =0.25 x 107

54096 x 4096 000000000 — 0000 28MO000000000 —0O2000CPUDO GPU
ooooooooOoOOCOOObOO0OO0OO011000GPUOOCPUOOOOOOOOOO 8OSMBOOOO
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CPUDODDOODOODOODOD Acpy OODDODOODOODOODODODODOODO
O00000O0O0OO00ODOOOoO0OocCcpPUDODOODOOOOOO37GHzOODOOOOOOO
000000000000 — 0000000 1PCO instructions per cycleD 000 —
004.0GFLOPS/3.7GHz=1.080 000000 CPUDOOODO IPCO 20000000
000000000000 0DOoOO0ooO0ooooooDle00o0ooooooOoooo
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v 124 0000000

2 0000000 saxpy0 000000000000 DOOOODODOOODDOOOO 12,110
s 010000000000000D4000 SIMDOODOOOO

4 19 gl_FragColor = alpha*x+y;

s Jo0oooooooboobobo xk00bobon
6 OoOoOocpUOGPUOOODODOOOODODOOOODOOOODOOOODODOOOO
r Joboooobooboobobiliooboobbooongd

8 for(int k

=0; k < N; k++){
x[i]1[3] =

alpha*x [i] [j1+y[i] [1;

©

10 }

u JO00Oo0ooooobooo
12 goooobooboobobon
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0 1224: 000000000000000000O0 All.h

[89DDDD[I7.2EIDD )

0 12.25: ArrayBuffer 00000000 OO0O Buffer.cpp

[156DDDDD 11.6000 ]

0 12.26: DO0DOD0O 20000000000 RWwTexture2D DO OOODOOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 12.27: Shader U0 O00O0O0OD0OO0OO0DOO Shader.cpp 00 OOOO0OO8ODOOOMO
r3p090000D0O0 740000

213



0120 0O000O000DOOO0OOOOO0O0

4 I

01 #include "All.h"

02 #include <math.h>

03 #include <time.h>

04

05 const int width = 4096;

06 const int height = 4096;

o7

08 Shader *sp;

09

10 void initSystem(int argc, char *argvl[])

11 {

12 glutInit(&argc,argv) ;

13 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;

14 glutInitWindowSize (width,height);

15 glutCreateWindow ("Test Window");

16

17 #if defined(WIN32)

18 glewInit();

19 #endif

20

21 GLuint f£b;

22 glGenFramebuffers(1l, &£fb);

23 glBindFramebuffer (GL_FRAMEBUFFER, £D);

24

25 sp = new Shader("shader.vert","shader.frag");

26 sp—>use();

27 }

28

29 const int NUM_POINTS = 4;

30

31 RWTexture2D *texXp;

32 RWTexture2D *texYp;

33 RWTexture2D *texZp;

34

35 float alpha = 0.5;

36 RGBA x[height] [width];

37 RGBA y[height] [width];

38 RGBA z[height] [width];

39 RGBA resultslheight] [width];

40

41 double start_clock, end_clock;

42

43 void initData()

44 {

45 Position2D pos[NUM_POINTS];

46

47 pos[0].x = -1.0; pos[0].y = -1.0;

48 pos[1]l.x = +1.0; pos[1]l.y = -1.0;

49 pos[2].x = +1.0; pos[2].y = +1.0;
\_ J
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50 pos[3].x = -1.0; pos[3].y = +1.0;
51
52 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
53 sp->bindArrayBuffer("position",&ab);
54
55 sp—>setFloat ("width", width);
56 sp->setFloat("height", height);
57
58 sp->setFloat ("alpha",alpha);
59
60 for(int h = height-1; h >= 0; h--){
61 for(int w = 0; w < width; w++){
62 x[h] [w].r = h+w+0.1;
63 x[h] [w].g = h+w+0.2;
64 x[h] [w].b = h+w+0.3;
65 x[h] [w] .a = h+w+0.4;
66
67 y[h] [w].r = h-w+0.1;
68 y[h]l [w].g = h-w+0.2;
69 y[h]l[w].b = h-w+0.3;
70 y[h]l[w].a = h-w+0.4;
71 }
72 }
73
74 start_clock = clock();
75
76 texXp = new RWTexture2D(0, x, width, height);
77 texYp = new RWTexture2D(1, y, width, height);
78 texZp = new RWTexture2D(2, NULL, width, height);
79
80 sp->bindTextureR("ty", texYp);
81 }
82
83 #define LOOPNUM 10000
84
85 void compute(void)
86 {
87 sp—>setFloat ("LOOPNUM",LOOPNUM);// DO O0ODOOOOOOODOODOO
88
89 sp->bindTextureR("tx", texXp); // texXp OODOOOOOO
90 sp->bindTextureW (texZp) ; // texZp OODOOOOOO
91 sp->run(GL_POLYGON, NUM_POINTS); // 00000000
92 }
93
94 void showResults()
95 {
96 glFinish();
o7
98 texZp->readData(results,width,height); // texZpO OO QOOO
99
\_ %

0 12.29: saxpy U0 O O0O0O000D000O0O0 main.cpp0 00 2000 30000

215



0120 0O000O000DOOO0OOOOO0O0

AO end_clock = clock();

Al double GPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
A2 double GPUgflops = (2.0*4.0*width*height*LOOPNUM)/(GPUtotal*1e9)|;
A3 printf("GPU: %15.101f %15.101f\n",GPUtotal,GPUgflops);
Al

A5 start_clock = clock();

A6 for(int n = 0; n < LOOPNUM/2; n++){

A7 for(int h = height-1; h >= 0; h--)

A8 {

A9 for(int w = 0; w < width; w++)

BO {

B1 z[h] [w] .r = alpha*x[h] [w].r+y[h] [w].r;

B2 z[h] [w] .g = alpha*x[h] [w].g+y[h] [w].g;

B3 z[h] [w] .b = alpha*x[h] [w].b+y[h] [w].Db;

B4 z[h] [w] .a = alpha*x[h] [w].a+y[h] [w].a;

B5

B6 x[h] [w] .r = alpha*z[h] [w].r+y[h] [w].r;

B7 x[h] [w].g = alpha*z[h] [w].g+y[h] [w].g;

B8 x[h] [w].b = alphaxz[h] [w].b+y[h] [w].b;

B9 x[h] [w] .a = alpha*z[h] [w].at+y[h] [w].a;

Cco }

c1 }

C2 }

C3 end_clock = clock();

c4 double CPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
C5 double CPUgflops = (2.0%4.0*width*height*LOOPNUM)/(CPUtotal*1e9)|;
Cé6 printf ("CPU: %15.101f %15.101f\n",CPUtotal,CPUgflops);
C7

C8 double error = 0.0;

co for(int h = height-1; h >= 0; h--)

DO {

D1 for(int w = 0; w < width; w++)

D2 {

D3 error += fabs(x[h] [w].r-results[h] [w].r);

D4 error += fabs(x[h] [w].g-results[h][w].g);

D5 error += fabs(x[h] [w].b-results[h] [w].b);

D6 error += fabs(x[h] [w].a-results[h] [w].a);

D7 }

D8 }

D9 printf ("ERROR: %30.25le\n",error);

EO }

E1l

E2 int main(int argc, char *argvl[])

E3 {

E4 initSystem(argc,argv) ;

E5 initData();

E6 compute() ;

E7 showResults();

E8 return O;

E9 }

~
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[159DDDDD 11.10000

U 1231 saxpy U0 000000000 0OOOOOODODOOO shader.vert

4 . N
01 #version 120
02
03 uniform sampler2D tx;
04 uniform sampler2D ty;
05 uniform float alpha;
06
07 uniform float width;
08 uniform float height;
09
10 uniform float LOOPNUM; // 000000
11
12 void main(void)
13 {
14 vec2 texCoord = vec2(gl_FragCoord.x/width,
15 gl_FragCoord.y/height) ;
16
17 vecd x = texture2D(tx,texCoord);
18 vecd y = texture2D(ty,texCoord);
19
20 for(int k = 0; k < int(LOOPNUM+0.5); k++) // 0000
21 {
22 x = alpha*x+y; //saxpy O O
23 }
24 gl_FragColor = x; // 000000000000000OO0
25 %
- ,/
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25
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12.4.1 0O00OO0OOOO

00001229000 compute() 0O ODOO0ODOOODOODO 1000O000DOO
OO00O0000000oDOoOoOooDOoOoOoobOoOOLoopPNuM OO0 uwiformO0O0000O
O00DDODODDOLOOPNUMD int0000000000000000000 %0000
U roopNUM OO DOOO0OO0O0O0OO0O0OO00OO

87 sp->setFloat ("LOOPNUM",LOOPNUM);// OODOODOODODOODODOODO
88

89 sp->bindTextureR("tx", texXp); // texXp DODOOODOOO
90 sp->bindTextureW (texZp) ; // texZzp DO ODOODOODO
91 sp—>run (GL_POLYGON, NUM_POINTS); // 00000000

UbogbuoboboobobiO textzp oo oooooooooogno
O showResults() O GPUOO CPUOODOOOOOODOOOOOODOOOODOOCOO
ugbbogobuoobbooboabo

98 texZp->readData(results,width,height); // texZpOOOOOO

12.4.2 0J00O0O0OOO0O0OOOO

ood

19 gl_FragColor = alpha*x+y;

ubooobooboo 123200

20 for(int k = 0; k < int(LOOPNUM+0.5); k++) // 0000
21 {
22 x = alpha*x+y; //saxpy U 0
23 b
24 gl_FragColor = x; // 000000000000000OO

O000000000 int(LOOPNUM+0.5) DOOOUOOOODODOOOOOOOODDOO
0000000 LooPNUM OO0 000000000000 0000000000000 "0

‘0000000000000 000000000O0OShader: :setFloat(float) 00O 00O
Shader::setInt(int) 0O OOD0OOOOODOO

‘D000000 100000000000 LOOPNUM OOODO0O 99999900 0000000000000
dooooooobooooooeoodoooDbo0oDoOoo0oDoDo0ooDooooosOOOoOoOg
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U123 000000004aoo

GPU
oo 0o

oo

oo

CPU
o0

10000 || 0.54E+-00 | 2.37TE+03

3.24E+02 | 3.95E+4-00

O00000000O0ooo0OO GFLOPS

12.4.3 0000

012300409 x 4096 D00 O00O0O00O0ODO 1000000000000000000
00000000 GPUO 237TFLOPS 0000000 ®MODO00000O0OOON
oooooobooopcObbOOb GPUOLOOOODOOO 3TFLOPSOOODOOO
00000000000000000008%OO000O0O000O00b0O000

gboooooooooooooooooooooboooboooboboobooobgno

0000000 GPUODDOOOD 0500000000 050000CGPUOODOOOODOOO
000o0oo0ooopCO0O0OdO0O0OOoOoOoOoOoOoOOOOODODOODOODOOOO
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(-1,0) (0,0) | (0,+1)

0 1233: 000 400

12,5 OO0O0Oooboodooodgn

gobooboooboobobouo2200bgboobobbogbDobobobobooobDob
ogoodbooboooobooooooboobogboobobobooboobobboooooo
ooooooooon

ggobooooooooboooobooooobooobobooooboooobooooo
obooo040000 123300000000000000000O000O00O0O0OO0OOODO
gboobooooooooooooon

for(int i = 0; i < N; i++){

for(int j = 0; j < M; j++){
z[i1[j] = (x[i1[j1+
x[i-1] [j1+
x[i][j-11+
x[i+11[j1+
x[i]1[j+11)/5.0;
}

ooooobooboboboboooooboobooooooooo 100000000y [i-11=[-1]
Ui0N-100000D00 ixl=IN] J000000Db0o00oooooooooon
obooboojoooooobooboobobobobobobobobob

goooooooooooogoooobgo
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[154DDDDD 113015500000 114000 )

0 1234: 0000000000000000000 All.h

[89DDDD[I7.2EIDD )

0 12.35: ArrayBuffer 00000000 OO0O Buffer.cpp

[156DDDDD 11.6000 ]

0 12.36: DO0DO0O0 20000000000 RWwTexture2D DO OOOD0OOODOODOO

Textures.cpp

[157DDDDDH.7DDD )

0 12.37: Shader U0 00O 0ODOO0OO0DOO Shader.cpp 00 OOOO0OOO8ODOOOMO
r3p090000D0O0 740000

221



0120 0O000O000DOOO0OOOOO0O0

, N
01 #include "All.h"
02 #include <math.h>
03 #include <time.h>
04
05 const int width = 4096;
06 const int height = 4096;
o7
08 Shader *sp;
09
10 void initSystem(int argc, char *argv[])
11 {
12 glutInit(&argc,argv);
13 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
14 glutInitWindowSize (width,height);
15 glutCreateWindow("Test Window");
16
17 #if defined(WIN32)
18 glewInit();
19 #endif
20
21 GLuint fb;
22 glGenFramebuffers(1, &fb);
23 glBindFramebuffer (GL_FRAMEBUFFER, £fD);
24
25 sp = new Shader("shader.vert","shader.frag");
26 sp—>use();
27 }
28
29 const int NUM_POINTS = 4;
30
31 RWTexture2D *texXp;
32 RWTexture2D *texZp; // texYpOOOOOOOOOO
33
34 RGBA x[height] [width];
35 RGBA z[height] [width]; // yllOOOOoOOOoooOoOo
36 RGBA resultslheight] [width];
37
38 double start_clock, end_clock;
39
40 void initData()
41 {
42 Position2D pos[NUM_POINTS];
43 pos[0].x = -1.0; pos[0].y = -1.0;
44 pos[1] .x = +1.0; pos[1].y = -1.0;
45 pos[2].x = +1.0; pos[2].y = +1.0;
46 pos[3].x = -1.0; pos[3].y = +1.0;
a7
48 ArrayBuffer ab((float*)pos,2,NUM_POINTS);
49 sp—>bindArrayBuffer("position",&ab);
50

/
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51 sp—>setFloat ("width", width);

52 sp->setFloat("height", height);

53

54 for(int h = height-1; h >= 0; h--){

55 for(int w = 0; w < width; w++){

56 x[h] [w].r = h+w+0.1;

57 x[h][w].g = h+w+0.2;

58 x[h] [w].b = h+w+0.3;

59 x[h] [w].a = h+w+0.4;

60 }

61 }

62

63 start_clock = clock();

64

65 texXp = new RWTexture2D(0, x, width, height);

66 texZp = new RWTexture2D(1, NULL, width, height);

67 }

68

69 #define LOOPNUM 10000

70

71 void compute(void)

72 {

73 for(int n = 0; n < LOOPNUM/2; n++){ // 000000

74 sp->bindTextureR("tx",texXp);

75 sp->bindTextureW(texZp) ;

76 sp—>run (GL_POLYGON, NUM_POINTS);

77

78 sp->bindTextureR("tx",texZp) ;

79 sp->bindTextureW (texXp) ;

80 sp->run(GL_POLYGON, NUM_POINTS);

81 }

82 }

83

84 void showResults()

85 {

86 glFinish();

87

88 texXp->readData(results,width,height);

89

90 end_clock = clock();

91 double GPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;

92 double GPUgflops = (5.0%4.0*width*height*L0O0OPNUM)/(GPUtotalx*1e9)|;
// 2.0 0 5.0000

93 printf("GPU: %15.101f %15.101f\n",GPUtotal,GPUgflops);

94

%
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95
96
97

98
99
AO
Al
A2
A3
Ad
A5
A6
AT
A8
A9
BO
B1
B2
B3
B4
B3
B4
B5
B6
B7
B8
B9
CcOo
C1
c2
Cc3
Cc4
C5
Ccé
c7
c8
C9
DO
D1
D2

D3
D4

start_clock = clock();
for(int n = 0; n < LOOPNUM/2; n++){
for(int h = height-1; h >= 0; h--){
// 0000000000000 O00000 ceudOOO
int hm = (h == 0) ? height-1 : h-1 ;
int hp = (h == height-1) ? 0 : h+1 ;
for(int w = 0; w < width; w++){
int wm = (w == 0) ? width-1 : w-1 ;
int wp = (w == width-1) ? 0 : w+l ;

z[h] [w].r = (x[h] [w].r+x[hp] [w].r+x[hm] [w] .r+
x [h] [wm] . r+x[h] [wp]l .x)/5.0;

z[h] [w].g = (x[h] [w].g+x[hp] [w] .g+x [hm] [w] .g+
x [h] [wm] . g+x[h] [wp] .g)/5.0;

z[h] [w] .b = (x[h] [w] .b+x[hp] [w] .b+x [hm] [w] . Db+
x[h] [wm] . b+x [h] [wp] .b)/5.0;

z[h] [w].a = (x[h] [w].a+x[hp] [w] .a+x[hm] [w] .a+

x [h] [wm] . a+x[h] [wp] .a)/5.0;
}
}
for(int h = height-1; h >= 0; h--){
int hm = (h == 0) ? height-1 : h-1 ;
int hp = (h == height-1) ? 0 : h+l ;
for(int w = 0; w < width; w++){
int wm = (w == 0) ? width-1 : w-1 ;

[ = g

int wp = (w == width-1) ? 0 : w+l ;

x[h] [w].r = (z[h] [w].r+z[hp] [w] .r+z[hm] [w] .r+
z[h] [wm] .r+z[h] [wp]l .x)/5.0;

x[h] [w].g = (z[h] [w].g+z[hp] [w] .g+z[hm] [w] .g+
z[h] [wm] . g+z[h] [wp] .g)/5.0;

x[h] [w].b = (z[h] [w].b+z[hp] [w] .b+z[hm] [w] .b+
z[h] [wm] . b+z[h] [wp] .b) /5.0;

x[h] [w].a = (z[h] [w].a+z[hp] [w] .a+z[hm] [w] .a+

z[h] [wm] .a+z[h] [wp] .a)/5.0;

}
}
end_clock = clock();
double CPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;

double CPUgflops = (5.0%4.0*width*height*L0O0PNUM)/(CPUtotal*1e9)|;

//2.00 5.0000

printf ("CPU: %15.101f %15.101f\n",CPUtotal,CPUgflops);
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a N
D5 double error = 0.0;
D6 for(int h = height-1; h >= 0; h--){
D7 for(int w = 0; w < width; w++){
D8 error += fabs(x[h] [w].r-results[h][w].x);
D9 error += fabs(x[h] [w].g-results[h][w].g);
EO error += fabs(x[h] [w] .b-results[h] [w].b);
E1l error += fabs(x[h] [w].a-results[h] [w].a);
E2 }
E3 }
E4 printf ("ERROR: %30.25le\n",error);
E5 }
E6
E7 int main(int argc, char *argv[])
E8 {
E9 initSystem(argc,argv) ;
FO initData();
F1 compute () ;
F2 showResults();
F3 return O;
F4 }
\_ J
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. N
01 #version 120
02
03 uniform sampler2D tx;
04
05 uniform float width;
06 uniform float height;
o7
08 void main(void)
09 {
10 vec2 texCoord00 = vec2((gl_FragCoord.x+0)/width,
11 (gl_FragCoord.y+0) /height); // ( 0, 0)
12
13 vec2 texCoordmO = vec2((gl_FragCoord.x-1)/width,
14 (gl_FragCoord.y+0) /height); // (-1, 0)
15
16 vec2 texCoordp0 = vec2((gl_FragCoord.x+1)/width,
17 (gl_FragCoord.y+0) /height); // (+1, 0)
18
19 vec2 texCoordOm = vec2((gl_FragCoord.x+0)/width,
20 (gl_FragCoord.y-1)/height); // ( 0,-1)
21
22 vec2 texCoordOp = vec2((gl_FragCoord.x+0)/width,
23 (gl_FragCoord.y+1) /height); // ( 0,+1)
24
25 vecd x00 = texture2D(tx,texCoord00);
26 vecd xm0 = texture2D(tx,texCoordm0) ;
27 vecd xp0 = texture2D(tx,texCoordp0);// 00O ODDODODODOODODO
28 vecd xOm = texture2D(tx,texCoordOm) ;
29 vecd xOp = texture2D(tx,texCoordOp) ;
30
31 gl_FragColor = (x00+xm0+xp0+x0m+x0p)/5.0; // 000000
32 }

/
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12.,5.1 0O0O0OO0OO0O0

gobO0o0 121000000000 123800 12410000000000000000
ugbooobooon

12.5.2 JU0O0O0O0OOO0OO0O0OO0OOOO0O00

gooobooooboboboogoboooobuobob 124300000 ogooooboon
goboooboobbooboooboo

13 vec2 texCoordm0 = vec2((gl_FragCoord.x-1)/width,
14 (gl_FragCoord.y+0) /height); // (-1, 0)

Oobo0o0 i-11jl]00b0ob0bo0ob0boubbo0bOod gl FragCoord.x OO 00
0000 (glFragCoord.x-1)/width OO0 00O 0D00O0DOOODOOODLOOOOOOOO
oobboobooooobbooobogoboo1wsbbooboobooboobboobooon
gbooboooooooooooooogooogoDg

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE) ;
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE) ;

0000000001101 0 (01l 00000000000 ooooooouod
i 0 width-1 0000 [i+1]1[j] O [width-1]1[jl] D000 O0OO0O0OOOOOOOOO
0000000000000000000000000M00000000000000

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);

Oooooobidobdon [-110j]1 0 [wiath-11[j] OO0OO00O0O00O4 O
width-1 O0O0OD0 [A+1]1[j1 0 [olj1 00000000000 DDO0O00DO DO periodic
boundary condition0 D 00D OO0O0O0O0O0ODOOOOOOOOODODOOODODbDOODO
gbooobooboobodo

12.5.3 0000

gbooooooooooooooooooooooooooooboooonog
0124000000 122000000000000000000000000000
oo
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0 124: 00000000000

GPU CPU

oo oo oo oo oo
100000 || 2.11E402 | 1.59E+402 || 9.57TE+03 | 3.50E+00
O0o00Ooooooooobo GFLOPS

gboobooobooboobooobgool2ziooboo 20000 10000 1040o
oooooooboobooobosbbboo40b0ob10b0bOo0ObDboOOnD 12.390
0124000000000000

92 double GPUgflops

(5.0%4.0*width*height*LOOPNUM) / (GPUtotal*1e9) ;

D2 double CPUgflops = (5.0%*4.0*width*xheight*LOOPNUM)/(CPUtotal*1e9);

ogboooobooon

12.5.4 0O0O0O0OOOO

gooboboooobooboob 20b0bbogoobobboooDobOo sogboo
obobobobobob 2s500b00b00onoog

GPUOOOOOOOOOO 102GFLOPSOOOOODOOODDODODDO 159GFLOPSO
oboooogilsbboobooboobobobobobbooboobooboobobobobo
gboogboobobobooobooogoobobooogbobooboobooooboobo
gbooboooboooboolsbogbooooboobooboooooon

cepUOOOOODOOOODODO4GFLOPSOODOOOODOOODODODO 3.,5GFLOPSOO
oocpubOOOODOOODDOOOOOODOOOOOOOOOODODODDOOODO 12400

98 int hm = (h == 0) 7 height-1 : h-1 ;

99 int hp = (h == height-1) 7 0 : h+l ;

Al int wm = (w == 0) ? width-1 : w-1 ;

A2 int wp = (w == width-1) 7 0 : w+l ;

I A T A O I G ggd

OO000O00O0O000O00oOo0oOo0oooooOobooooooGbPvOoCcPUOOOOO
gbooboobooboobbooboobooon
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0 1244: 000000000 O0O0OO0OO

12,6 O0O0O0O0O0OO0OOOOO0O0OO0O0OO0

2 O00000000000000O0O0O0O00000/o000ooooooooooooO
s OO00OOreductionD 0000000000000 OOOCOOODOOOOODOOOOO
« Jooog

gbogobooboobboooon

1+5+94+3+6+7+2+4
gboobooobooboobooooooooooooooooooooooooooon
(((((L+5)4+9)+3)+6)+7)+2)+4)
oboboooouobooouoooooboobooooboooooooboooog
((L4+5)+(9+3)+((6+7)+(2+4)))

s DO0OooOoD1+509+306+7024+4000000000000000O0D0ODODO
e UOOUO0OODOODOOOODObOObLObLOOD 12440000000000000DO
r Joboooo3uoobooobobogrobooobbooboobooboobooboboond
s DO00O0O0O0O0OODOcascade=000O000O00OO0ODOOOODO

9 gbooooooo0o20b0b0000b00b00b0bObO0OobOobODbOoD
10 oob20000000000DOO00bD  CcOobOobOOoOooOOoOobObOOoOooDOOOD
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0 1245 00000000O00O0O0O0O0O0OO

float sum = 0.0;
for(int j = 0; j < M; j++H){
for(int i = 0; i < N; i++){
sum += z[i] [j];

}
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0000000000000 2000000000000000

01246000 1245000000000000000000000000000000
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00000000000 (me)000000004000000000000000000
(m,n)00000400000 (2m,2n)0(2m+1,2n)0(2m, 2n4+1)0(2m+1,2n+1)00
0000000000000000 (2m,2n)0(2m+1,20)0(2m,2n+1)0(2m+1,2n+1)
000000000000000 (mn)0000000000000000000000
00000 124500000000000000000000000000000000
000000000000000000

00000000000000
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0 1246: 2000000000000D0OD0ODO
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a . _ I
01 #include <iostream>
02 using namespace std;
03 #include <stdio.h>
04 #include <stdlib.h>
05
06 #if defined(WIN32)
07 # pragma comment(lib, "glew32.1lib")
08 # include "glew.h"
09 # include "glut.h"
10 # 1include "glext.h"
11 #elif defined(__APPLE__) || defined(MACOSX)
12 # include <GLUT/glut.h>
13 #else
14 # define GL_GLEXT_PROTOTYPES
15 # include <GL/glut.h>
16 #endif
17
18 struct Position2D {
19 float x;
20 float y;
21 };
22
23 struct RGBA {
24 float r;
25 float g;
26 float b;
27 float a;
28 };
29
30 struct ArrayBuffer
31 {
32 GLuint bufID;
33 int size;
34
35 ArrayBuffer(float* data, int s, int n);
36 void moveData(float* data, int n); // datad GPUO O OO
37 };
38
39 struct RWTexture2D
40 {
41 GLuint texID;
42 GLint num;
43
44 RWTexture2D(int tnum, void* data, int w, int h);
45 void readData(void* data, int w, int h);
46 };
47
o %
0 1247 0000000000000 0O0OO0OO Al1l.n000 1000 20000
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4 N
struct Shader
{
48 GLuint program;
49
50 Shader (const char* vsn, const char* fsn);
51 void use();
52
53 void bindArrayBuffer(const char* vname, ArrayBuffer* ap);
54 void setFloat(const char* vname, float val);
55
56 void bindTextureR(const char* vname, RWTexture2D* tp);
57 void bindTextureW(RWTexture2D* tp);
58
59 void run(GLenum mode, int n);
60
61 GLuint compileProgram(GLenum type, const GLchar *file);
62 void buildProgram(const GLchar *vsfile, const GLchar *fsfile);
63 1;
\ /

0 1248: 0000000000000 0O00O000 All.nDODO 20

4 N
01 ...
02 void ArrayBuffer::moveData(float* data, int n)
03 {
04 glBindBuffer (GL_ARRAY_BUFFER, bufID);
05 glBufferSubData (GL_ARRAY_BUFFER, 0, sizeof(float)*size*n, data);
// data00000000bufIDO GPUOODODOOOOOODOO
06 }
07 ...
\_ J

0 12.49: ArrayBuffer OO O0D0O0ODOOODO Buffer.cppO UODOODOOO 89000
oo 7200000

(:156!] ugbbg11e000 :)

0 1250: OO0DOD00O 20000000000 RWwTexture2D DO ODOOD0OOODOODOO

Textures.cpp

[157DDDDD 11.7000 ]

0 12.51: Shader 0O ODOO0OO0ODODOO Shader.cppd DO OD0OOOOO8YDDOOOO
r309000000 740000
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4 I
01 #include "All.h"
02 #include <math.h>
03 #include <time.h>
04
05 const int width = 4096;
06 const int height = 4096;
o7
08 Shader *sp;
09
10 ArrayBuffer* abp; // 000000000000
11
12 void initSystem(int argc, char *argv[])
13 {
14 glutInit(&argc,argv);
15 glutInitDisplayMode (GLUT_RGB|GLUT_SINGLE) ;
16 glutInitWindowSize (width,height);
17 glutCreateWindow ("Test Window");
18
19 #if defined(WIN32)
20 glewInit();
21 #endif
22
23 GLuint fb;
24 glGenFramebuffers(1l, &fb);
25 glBindFramebuffer (GL_FRAMEBUFFER, £fDb);
26
27 sp = new Shader("shader.vert","shader.frag");
28 sp—>use();
29 }
30
31 const int NUM_POINTS = 4;
32 Position2D pos[NUM_POINTS];
33
34 RWTexture2D *texXp;
35 RWTexture2D *texZp;
36
37 RGBA x[height] [width];
38
39 double start_clock, end_clock;
40
41 void initData()
42 {
43 pos[0].x = -1.0; pos[0].y = -1.0;
44 pos[1]l.y = -1.0;
45 // 0000000000 compute() DO OO0
46 pos[3].x = -1.0;
47
48 abp = new ArrayBuffer((float*)pos, 2, NUM_POINTS);
49 sp->bindArrayBuffer ("position", abp);
\_ J

0 1252 0000000000000 00 main.cpp 00 1000 20000
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50
51 sp->setFloat ("width",width);
52 sp->setFloat ("height" ,height);
53
54 for(int h = height-1; h >= 0; h—-)
55 {
56 for(int w = 0; w < width; w++)
57 {
58 xMh]lwl.r = 1;
59 x[h][w]l.g = 2;
60 x[h] [w].b = 3;
61 x[h] [w] .a = 4;
62
63 }
64 }
65
66 start_clock = clock();
67
68 texXp = new RWTexture2D(0, x, width, height);
69 texZp = new RWTexture2D(1, NULL, width, height);
70 }
71
72 void compute(void)
73 {
74 float offset;
75 for(int size = width; size > 1; )
76 {
77 offset = float(size)/float(width)-1.0;
78 pos[1].x = offset;
79 pos[2].x = offset; // 00000000000
80 pos[2].y = offset;
81 pos[3].y = offset;
82 abp->moveData((float*)pos,NUM_POINTS); // U0 DOOODOOODO
83
84 sp->bindTextureR("tx",texXp) ; // texXpO DO OO0
85 sp->bindTextureW (texZp) ; // texZpOOOOO
86 sp->run(GL_POLYGON, NUM_POINTS); // 00000000
87
88 size /= 2; // 00000000
89

\_

%

0 1253: 000000000000 0000000 main.cppU 00 2000 30000
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a4 I
90 offset = float(size)/float(width)-1.0;
91 pos[1].x = offset;
92 pos[2].x = offset; // 0000000000
O
93 pos[2] .y = offset;
94 pos[3].y = offset;
95 abp->moveData((float*)pos,NUM_POINTS); // OO0 O0OOOODO
96
97 sp->bindTextureR("tx",texZp); // texzpUO QOO
98 sp->bindTextureW(texXp) ; // texXpUO QOO0
99 sp->run (GL_POLYGON, NUM_POINTS) ; // 00000000
AO
Al size /= 2; // 00000000
A2 }
A3 }
Ad
A5 void showResults()
A6 {
A7 glFinish();
A8
A9 RGBA result;
BO texXp->readData(&result,1,1); // 000000000 fleatO 10
B1
B2 end_clock = clock();
B3 double GPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
B4 double GPUgflops = (4.0*width*height)/(GPUtotal*1e9);
B5 printf ("GPU: %15.101f %15.101f\n",GPUtotal,GPUgflops);
B6
B7 start_clock = clock();
B8 float result2r = 0.0,
B9 result2g = 0.0,
(610] result2a = 0.0;
C1 for(int h = height-1; h >= 0; h--)
C2 {
C3 for(int w = 0; w < width; w++)
Cc4 {
C5 result2r += x[h] [w].r;
C6 result2g += x[h] [w].g;
Cc7 result2b += x[h] [w].Db;
C8 result2a += x[h] [w].a;
C9 }
DO +
D1 end_clock = clock();
D2 double CPUtotal = (end_clock-start_clock)/CLOCKS_PER_SEC;
D3 double CPUgflops = (4.0*widthxheight)/(CPUtotalx*1e9);
D4 printf("CPU: %15.101f %15.101f\n",CPUtotal,CPUgflops);
D5
D6 }
D7
\_ %

0 1254: 0000000000000 0O0000O0 main.cpp 00 300040000

236



0120 0O000O000DOOO0OOOOO0O0

4 N
D8 int main(int argc, char *argv[])
D9 {
EO initSystem(argc,argv) ;
E1l initData();
E2 compute() ;
E3 showResults();
E4 return O;
E5 }
\ J

0O 1255: 00 0000000000000 0O0O0O0 main.cppU 00 40

[159DDDDD 11.10000 ]

0 1256: DD O00D0DO00OO0OO0D0DOO00O0O0D0D0OO00000D0D00O0 shader.vert

4 ] I
01 #version 120
02
03 uniform sampler2D tx;
04
05 uniform float width;
06 uniform float height;
o7
08 void main(void)
09 {
10 vec2 texCoord = 2x(gl_FragCoord.xy-vec2(0.5));
11 vec2 delta = vec2(0.5/width, 0.5/height);
12 vec2 texCoord00 = vec2(texCoord.x/width,
13 texCoord.y/height) + delta;
14 vec2 texCoordl0 = vec2((texCoord.x+1)/width,
15 texCoord.y/height) + delta;
16 vec2 texCoord01l = vec2(texCoord.x/width,
17 (texCoord.y+1)/height) + delta;
18 vec2 texCoordll = vec2((texCoord.x+1)/width,
19 (texCoord.y+1) /height) + delta;
20
21 vecd x00 = texture2D(tx,texCoord00);
22 vecd x10 = texture2D(tx,texCoord10); // OD0O0O0O 4000000
23 vecd x01 = texture2D(tx,texCoord01); // O0OOOOODOOOOO
24 vecd x11 = texture2D(tx,texCoordil);
25
26 gl_FragColor = x00+x10+x01+x11; // 00
27 }
- /

O 1257 0000000000000000D00DO0OD0ODOODOO0O shader.frag
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12.6.1 ArrayBuffer U0 0000

00000000 0O0D0O0O0D0 A1L.nD0O 124700 12480000000

000000 ArrayBuffer::moveData() DO 0D O0ODOODOODODOOOOODOO
OOooOoO0OoobOooOoOoocpubOOo GpUOOODOOOOODDOOOOOO 12450
goooOooOoOoOoOoOoOoOoOOOCOODOOOOOOODOODOOODOODOOOOOOO
0000000000000 ArrayBuffer::moveData() 0O OO

ArrayBuffer::moveData() DO O ODO 12490000000 OpenGLOOOOOOOO

05 glBufferSubData(GL_ARRAY_BUFFER, 0, sizeof(float)*size*n, data);
// data0 0000000 bufIDO GPUOODOOOOODOOOO

00000 GPUODOOODODOOOODDOOOODDOOODODOOODOOOn 0

12.6.2 0OU0O0OOOOOO

U0o0o00oooooooooooooo 125200 12540000
O000Db0O0O0000000000 initbata() U compute() DO OODOOOOOO
oboooooooooooogog

10 ArrayBuffer* abp; // 0000000gogog

initSystem() DO DO OODO
00 initbata() UOOUO0OOO0 0000y 0D00O0 —100D000DOO0OODOOO

43 pos[0].x = -1.0; pos[0].y = -1.0;

44 pos[1]l.y = -1.0;

45 // 0000000000 compute() IO OOO
46 pos[3]l.x = -1.0;

obooogooo 124500 12460 0000000000000 0000O00O00O0O00OO

oooboooooooOoOoobooO0oO0obDOoO00OooOOoOOobDOO0UOoDOO0OoDbDbOUOODoo

O0000000D0D0D initbata() OO0O0OOO0O0O0O0OO0DOOOOOOOCOODOO

000000000000 0O0ODO0O000DO compute() OOOODODOODODOO

ooo0o0o0oo0ooOobOdDboOoOOoUooboOoboOoboooUobooooooogooooo

sp—>bindTextureR() U sp—>bindTextureW() O U0 compute() DO OO OODN
OO00D0O00O00C00D0000 compute() ODO0O

‘000000000 glMapBuffer ) '°0 glUnmapBuffer O 00000 00000000000 OOO
oo0oooooooon
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0124600000000000000000000000
00ooOoOo0(-1, —1), 0000000, 1)
000000000000000000000000000000000000000
0000000(-1, —1), 0000000(0, 0)

00000000000000000000
0Doooooo(-1, —1), 0000000(0.5, 0.5)

OO000O0OO0O0oO00DOO000OoOoo00oDOoO0o0bOooO01oboboogoooOoooo
U000 compute() U for0O QOO

75 for(int size = width; size > 1; )

ugbboobuoobboobuoobbooboobbooboo

gogaaoon
77 offset = float(size)/float(width)-1.0;
78 pos[1].x = offset;
79 pos[2].x = offset; // 00000000000
80 pos[2] .y = offset;
81 pos[3].y = offset;

gboboobooboobbooboobbooboobbooboon
gboooobogooobg

82 abp->moveData((float*)pos,NUM_POINTS); // 00O O0OOOOO

ooobo GpUODOOOO
gboooobooboobboobuoobobon

84 sp—>bindTextureR("tx",texXp) ; // texXpO0OOODO
85 sp->bindTextureW (texZp) ; // texzpOOOODO
86 sp—>run (GL_POLYGON, NUM_POINTS); // 00000000

gbooooooobooboobobobobooooooonboD 1245000000000
400000000O0O0OODbObOObObOObObOObDObOObOO

OpenGLOOO GPGPULOODODOOOOODOCOOOODDOOOO compute() OOOO
ub2000000000000b000bo0ooobooboooooboobooobooonag
gboboobobobooobooobboooboobobooobooil1gooooobooooon
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OO0 showResults() DUOOUODOOOOOOOOOOOOOLOOOOOOOOO
GpUDOOOOODO GPUDOODOODOODOODOODO10000DOOODOODO

Ooono
A9 RGBA result;
BO texXp->readData(&result,1,1); // O0O000O0OO00OO fleatO 10

0000 CPUD 1000000 result 0000000 OCPUOOOOOOOOODOO
O000D000000DO
D000000000000D4.0*width*height 000 20

12.6.3 0UU00OO0OOOOOO0

oooooboobooobooboooboboobooooo

000o0oboobobooobOoobobooobOoo 12570ooog

0124600000000000000000000000 (m,n)0000ODODOOO
O0ooo (2m,2n)0(2m+1,2n)0 (2m,2n+ 10 (2m+1,2n+1) 000000000
U00bo00oduoobbuobbouuobibOd texCoordd texCoordoOU texCoord10U
texCoord01l texCoordOO U DU UIUUUODNUUODDUOOUODDUOOUODLDODDOOO
ggdo.sdoooooobobobobobooooouooo

12.6.4 0000

go00DOoOoOoooGPUOODOOOOOOCPUOODODOOODOOODODOOODOOO

000 GPUODOOOOOOOOOCPUDOODODODODOODOODOODOOO
U0D00Ofleat0O0OD0DOOO0ODLOO0OO YODDODOODOODDOYODOODDOODO
gbobobobobooooooooboboboboboobooooooobo
gboobooboooobooooooooooooooooooooooooooon

12.6.5 0000

O12s00GpUOOOOOO  CPULDOODOOODOOODOOODOOODOOODOOOO
0000004096200 000000000000000000000 LOOPNUMOODO DO
gooobobooooobobooooooooboobooboobooooobob 1000
ubboooboobooboo

200000004.0%(width*height-1) 00 00 O widthO height 000000000 -1 000000
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U 125 000000000000000000

GPU CPU
guo 0o oo oo
1.69E-01 | 4.00E-01 || 2.13E-02 | 3.15E4-00
ODO0000000000D000 GFLOPS

1 12.6.6 0O0O0OOOOO

2 O012500000GPUCOOOOOD 04AGFLOPSOOOOOCPUDODODO 3.15GFLOPS
s DOooon

4 O00000000000O000oooooooooGPUOOOO CPUDDO 1/100

s Do0oOoOoOoOoOoOoOoOoOOOO/100000O0O0OOOOOOOOOODOOODODODO
¢ DODOO0ODODOOODOODOOOOODOODOODLOOOOODOObOObOOOODbObOOODOOD

r DOobooooboooogooboboobobobooooboboobooboboooobobooboooon

s UO0O00OO0O00O0

241



1

3

4

5

10

11

12

13

14

15

16

17

18

19

20

21

22

23

24

0130 OpenCLODOOOOO

00000000 OpenGLOODODO GPGPUDOODOOO2000000000000O0O
OO000DOOoO000oDoOoDOODOOO00bOOO0OOobOOoDOOoOoOpenGLOOOOODOO
OO0000O0O000DOO000DOO0O0O00goDOOpenGLOOODOOOODDOOO
OOo0DOO0O00DOOO0o0DboOo GepGPUODOOOODOOODOOODDOOODOOODOO
CUDA O OpenCLOODOOOODO

0000000000 OpenCLOOOOOOODOODOOOODDODODOOOODO

13.1 saxpyU U

00000011500 0000000 saxpy 0O0DOOD0OODO0O0O OpenCLODOODOO
oo ooobobbobobobobobobobbobooooooooom o
OO0O0O00O0ODOhttps://peta.okechan.net/blogld 000 OO0 Xcode O OpenCL
ugobbtboooobobboooouobobooobobuooobboooubnbobooon
0000000000000000000000000000000000000 'o

0 13.100 1350 OpenCLOODOODOOODOODOODOOODOOODOODODOODOOO
O00D0O0DODO initSystem()[ initData () compute () showResults() O OpenCL
00000000000 00D000011.5000 114000 11420 OpenGL OO ODO0O
goooooooon

01360 OpenCLOOODODOOOOODODOOOOODDOO11.5000 11.440 OpenGL
gogoooobobobobbbbooodoooooon

0 13.100 13500 13.600000000000O0penCLOOOOOOO GPGPUO
oboooooooooboboboboboooboooooboOoDb 114000 114200 11.44
OO000DOOO000oOOoOoU00obOOoOo0obOoo0oooooOooooGpGPUOOODOO
000000000000 OpenGLOOpenCLOOOOODOOOOOOOOOOOODOO
gboogooobooboobooooo

000000000000 000000000000000000000 OpenCLOOODOOOOODO
oobooooooooon
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OpenGLO OpenCLODODOOODODODOOOOOODOOOOOOODDODOOpenCL
OO0 GpPUOOODDOOOOOODODOODOOODODOOODOODOOOODOOOOOO
0000000000 O0O0penGLOOODOODOODODOOODOOOODODOOODOO

gooboobuogbboobooboooboobboooboobboooboon
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a . _ I
01 #include <iostream>
02 #include <vector>
03 #include <OpenCL/opencl.h>
04 using namespace std;
05
06 #define PLATFORM_MAX 4
07 #define DEVICE_MAX 4
08 cl_int err = CL_SUCCESS;
09
10 cl_device_id devices[DEVICE_MAX];
11 cl_context ctx;
12 cl_program program;
13 cl_kernel kernel;
14 cl_command_queue q;
15
16 void initSystem()
17 {
18 // 0000000000000, O0d0ooooooo
19 cl_platform_id platforms[PLATFORM_MAX];
20 cl_uint platformCount;
21 clGetPlatformIDs (PLATFORM_MAX,
22 platforms,
23 &platformCount) ;
24 for (int i = 0; i < platformCount; i++) {
25 char vendor[100] = {0};
26 char version[100] = {0};
27 clGetPlatformInfo(platforms[i],
28 CL_PLATFORM_VENDOR,
29 sizeof (vendor),
30 vendor,
31 nullptr);
32 clGetPlatformInfo(platforms[i],
33 CL_PLATFORM_VERSION,
34 sizeof (version),
35 version,
36 nullptr);
37 cout << "Platform id: " << platforms[i]
38 << ", Vendor: " << vendor
39 << ", Version: " << version << endl;
40 }
41
42 // 0000000000000 O000000ad
43 cl_uint deviceCount;
44 clGetDeviceIDs(platforms[0],
45 CL_DEVICE_TYPE_GPU,
46 DEVICE_MAX,
47 devices,
48 &deviceCount) ;
\_ /

O 13.1: saxpy 00000 OpenCLOOOOOOOODO main.cppd 00 1000 20000
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//49 cout << deviceCount << " device(s) found." << endl; )
50 for (int i = 0; i < deviceCount; i++) {
51 char name[100] = {0};
52 size_t len;
53 clGetDeviceInfo(devices[i],
54 CL_DEVICE_NAME,
55 sizeof (name) ,
56 name,
57 &len);
58 cout << "Device id: " << i
59 << ", Name: " << name << endl;
60 }
61
62 // 0000b0obooon
63 ctx = clCreateContext (nullptr,
64 1,
65 devices,
66 nullptr,
67 nullptr,
68 &err) ;
69
70 // 0000000 ca00boobogon
71 const char* bitcode_path = "OpenCL/kernel.cl.gpu_32.bc";
72 size_t len = strlen(bitcode_path);
73 program = clCreateProgramWithBinary(
74 ctx,
75 1,
76 devices,
7 &len,
78 (const unsigned char*x)&bitcode_path,
79 nullptr,
80 &err) ;
81
82 // 000000000
83 clBuildProgram(program,
84 1,
85 devices,
86 nullptr,
87 nullptr,
88 nullptr);
89
90 // 0000000
91 kernel = clCreateKernel (program, "saxpy", &err);
92 }
93
94 const int N = 1000;
95
- /

O 13.2: saxpy 00O OO0 OpenCLOOOOOOODODO main.cppd 00 2000 30000
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4 _ I
96 cl_mem device_memx;
97 cl_mem device_memy;
98 cl_mem device_memz;
99
A0 vector<float> x(N);
A1l vector<float> y(N);
A2 vector<float> z(N);
A3
A4 void initData()
A5 {
A6 // 00000ad
A7 for (int i = 0; i < N; i++)
A8 {
A9 x[i] = float(i);
BO y[i] = float(i+1);
B1 }
B2
B3 // 000000000000 00000000
B4 device_memx =
B5 clCreateBuffer(ctx,
B6 CL_MEM_READ_ONLY | CL_MEM_COPY_HOST_PTR,
B7 sizeof (float) * N,
B8 x.data(),
B9 &err) ;
Cco device_memy =
C1 clCreateBuffer(ctx,
C2 CL_MEM_READ_ONLY | CL_MEM_COPY_HOST_PTR,
c3 sizeof (float) * N,
c4 y.data(),
C5 &err) ;
Cé6 device_memz =
c7 clCreateBuffer(ctx,
C8 CL_MEM_WRITE_ONLY | CL_MEM_ALLOC_HOST_PTR,
Cc9 sizeof (float) * N,
DO NULL,
D1 &err) ;
D2
D3 // 00000000000
D4 clSetKernelArg(kernel, 0, sizeof (cl_mem), &device_memx) ;
D5 clSetKernelArg(kernel, 1, sizeof(cl_mem), &device_memy) ;
D6 clSetKernelArg(kernel, 2, sizeof(cl_mem), &device_memz) ;
D7 float alpha = 0.5;
D8 clSetKernelArg(kernel, 3, sizeof (float), &alpha);
D9 }
EO
- /

0 13.3: saxpy 0000 OpenCLODOOOOO0O0O0OO main.cppd 00 300040000
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a I
E1 void compute()
E2 {
E3 // 0000000000
E4 q = clCreateCommandQueue(ctx, devices[0], O, &err);
E5
E6 // 0000000
E7 size_t global = N;
E8 clEnqueueNDRangeKernel (q,
E9 kernel,
FO 1’
F1 nullptr,
F2 &global,
F3 nullptr,
F4 0,
F5 nullptr,
F6 nullptr);
F7 }
F8
F9 void showResults(){
GO // 000o0oog
G1 clEnqueueReadBuffer(q,
G2 device_memz,
G3 CL_TRUE,
G4 0,
G5 sizeof (float) * N,
G6 z.data(),
G7 0,
G8 nullptr,
G9 nullptr);
HO
H1 // 00000
H2 for (dint i = 0; i < N; i++)
H3 {
H4 cout << i << " : " << z[i] << endl;
H5 i
H6 }
H7
- /

O 13.4: saxpy0 0000 OpenCLOOOOOOODODO main.cppd 00 4000 50000
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4 N
H8 int finSystem()
H9 {
I0 // 0000000000
I1 clReleaseCommandQueue(q) ;
I2
13 // 0000000000
I4 clReleaseMemObject (device_memx) ;
15 clReleaseMemObject (device_memy) ;
I6
I7 // 0000000
I8 clReleaseKernel (kernel);
I9
JO // 00000000
J1 clReleaseProgram(program) ;
J2
J3 // 000000000
J4 clReleaseContext (ctx);
J5
J6 return EXIT_SUCCESS;
J7 }
J8
J9 int main(int argc, const char * argv[])
KO {
K1 initSystem() ;
K2 initData();
K3 compute () ;
K4 showResults();
K5 return finSystem();
Ké }
. %
0 13.5:saxpy 00000 OpenCLOODOODOODOONO main.cpp0 00O 50
4 I
01 kernel void saxpy(__global float* x,
02 __global float* vy,
03 __global float* z,
04 const float alpha)
05 {
06 int i = get_global_id(0);
o7
08 z[i] = alpha*x[il+y[i];
09 }
- ,/

0 13.6: saxpy 00000 OpenCLOODODOODOODOODN kernel.cl
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