KommrorspHa rpadpuka

[padmyHKN Npouecopun
[lporpamupaHe 3a GPU
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KomMmrorspHa rpaduka — 0000ITIEHIE

= TpaHcdopmauum 3a moaenmpaHe Ha 0b6eKTu
= Busyanunsumpauwa tpaHchopmauma

= [lpoekumna (nepcnekTuBHa, NapanesiHa)

= OnpepenaHe Ha BUAMMU NOBBPXHUHU

= OcBeTeHoOCT

= PeHpepupaHe

N306parkeHune




‘ Apxwurektypa Ha GPU

m GPU = Graphics Processing Unit

= OCHOBEH XapayepeH enemeHT

0 rnomokoe myamurnpoyecop “streaming multiprocessor” (SM)
npumep

8 aapa

2048 permncrbpa 3a BCAKO AAPO
16KB cnogeneHa namet

8KB Kel 33 KOHCTaHTH

8KB Kel 3a TeKkcTypu

= PasnnyHuTe rpadunyHm npouecopu
NMaT pasnnyeH 6pon NOTOKOBU
MYANTUNPOLECOPU
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Apxwurektypa Ha GPU

OCHOBHa Xap/AyepHa XxapaKTepUCTMKa

Q

8™ aapa Ha NOTOKOBUA MYyATUNPOLLECOp Ca
Single Instruction Multiple Threads
BCUYKUTE 8 AAQpa M3NDBJHABAT e4Ha M CblLLA MHCTPYKLMA

eaAHOBPEeMEeHHO HaA Pa3/INYHN AaHHU
noaobHO Ha BEKTOpPHATa apXUTEKTypa Ha cynepkomnioTpute CRAY

MWUHUMYM 4 HULLKWN Ha AP0 :
MUHUMYM 32 HULWKN N3NbAHABAT -
eZlHa U CbLLA UHCTPYKLUMA B (MoYUTH) A0 et
eHO U CbLLOo Bpeme

eCTECTBEHO U3MbHEHME Ha rpaduyHa | 15

06 pa 60TKa n ronam 6 PO N U3YNCINTENHU general register file (partitioned among threads)

3a4a4u

TO T1 ks T3

execution (thread) contexts



Apxwurektypa Ha GPU

CPU Intel quad-core Xeon

o 4agpa

o 10-40 Gflops

0 20-30GB/s memory bandwidth

GPU NVIDIA Tesla

o 448 agpa

o 1 Tflops single precision, 515 Gflops double precision
o 144 GB/sec memory bandwidth

eaunH rpadumyeH npouecop NVIDIA Tesla e 5-10 nbTh no-6bp3 oT ABa
4yeTupu agpeHn npouecopa Intel Xeon npu npnbansnTenHo coulata
LLeHA N KOHCYMALUA Ha EHEpPrus



Apxwurektypa Ha GPU

CnepBallo nokoneHue npouecopu Intel CPU
o Westmere-EP
6 Agpa
o Nehalem-EX
8 aapa
o Sandy Bridge
4-10 appa

CnepBawo nokoneHue rpadmnyHm npouecopm NVIDIA GPU
o Fermi

512 appa

1.5 Tflops single precision, 800 Gflops double precision

L1/L2 Kew 3a GPU

200GB/s memory bandwidth



Apxwurektypa Ha GPU

Opyrun rpadunyHmM npouecopm
o AMD

Radeon HD 6990

307 GB/sec

noaabvp}Ka ctaHaapta OpenCL 3a GPGPU (General Purpose
computation for GPU)

o IBM Cell

TPYAHO Ce nporpamumpa

He Ceé pa3BMBa 3a HAay4YHN U3HUNCNEHNA

Intel Larrabee

0 16-32 aapa ¢ BEKTOPHM YCTPOMUCTBA



'CPU vs. GPU

= TeHAeHUUN

0 yBenm4yaBaHe bpoa Ha agpaTta Ha CPU n GPU
0 yiecHABaHe Ha nporpamupaHeTto Ha GPU

0 n3nonssaHe Ha xeteporeHHn CPU-GPU cuctemu 3a
BUCOKOMNPOU3BOAUTE/THU U3YUCNEHMNA

Multi-threading  Multi-core  Many Core

CPU

» Motivated by higher quality graphics and
data-parallel programming

= Full

= + Evolving toward throughput computing pmgram:,ame
'.% + Motivated by energy-efficient performance

&

& Partially

o » Evolving toward general-purpose computing Programmable
g

Fixed Function

Throughput Performance



[ Iporpamupane 3a GPU

MoaxoasLo 3a BCUYKM 334a4U, CBbP3aHU C
rpadu4Hu onepaumnmn, obpaboTka Ha
n3obparKeHns, KOMMNIOTbPHO 3peHNe

d ecTecTBeH napanejin3bmMm

0 gobpa CbBMECTUMOCT

J BUCOKO ONTUMU3NPAHN 34 I'pa(I)W-IHM N3YNcaeHumAd



OcHoBeH rpapuYdeH KOHBEHEP

Llen Ha rpadunyHUTE CUCTEMU N CODTYEPHU MPOAYKTHU €
reHepupaHe Ha n3obparkeHuns, NpeacTaBALM BU3YyaIn3aLUMA Ha
BUPTYa/IHU CLLEHMU

0 cueHaTa Ce ornpegenda ot reomeTpmuAaTta, opueHTaumnuda, Kakto U CBOMCTBATA
Ha MaTepmnaanTe Ha NOBHbPXHOCTUTE Ha obekTuTe n NMO3NUUNATA U
XaPaKTEPUCTUKUTE HA U3TOUYHULUN Ha CBET/IMHA

0 BU3YA/IM3UPAHETO Ha CUeHAaTa Ce onpeaena ot MeCtono10KeHNETO Ha
BUPTYA/IHA KaMepPa

NHTepdencurte ca rpadpuyHa Bn3yanmsayma B peasHo Bpeme

KaTto Direct3D n OpenGL npeacraBAT nsyncneHuUATa 3a

BU3Yya/IM3MpPaHEe Ha CLUEeHUTe KaTo
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OcHoBeH rpapuYdeH KOHBEHEP
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OcHoBeH rpaduveH KOHBEHEP

= [MpeapBuKaa N3BbPLUBAHE Ha onepaunmn Haa
YyeTnpm OCHOBHMU (I)yH,EI,aMeHTa!'IHI/l eanHNUu
0 8b3au
O npumumuseu
O ¢ppazmeHmu

Q rnuKceau
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Tpancopmarm

[loBeyeTo onepauuun B rpadpuvHMUA KOHBENED Ce
N3NbAHABAT Ype3 TpaHCHopmMaLUU

0 MATPUYHU YMHOKEHUA Ha maTpuum 4x4

Device Projected View World Model
coordinates coordinates coordinates coordin ates—: coordinates

feshla s Eblala - g ' 6

=EE ooo "EE':E

JEm s SqTd @

i gOmE

E— VWorld-to-view Model-to-world
Device Projection transformation transformation

transformation transformation

npomsaHa napamempu npemecmeaHe Ha npemecmeaHe Ha

eusyanusupaHe Ha Kamepama Kamepama obekma
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OcHoBeH rpapuYdeH KOHBEHEP

= TpaaUUMOHHUA KOHBeNep

Q

Q

dUKCUpPaHU GYHKUUMK
KOHOUrypmpar ce ypes
nHTEpPenc

OorpaHM4YeHmn XapakKTepmnctuku

[lpunoxeHune

A 4

KomaHaa

CPU

v

[eomeTpuAa

A 4

PacTtepusnpaHe

l

PparmeHTUpaHe

BusyanunsmnpaHe

GPU
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‘ [ Iporpamupyem rpacdpudaeH KOHBEHED

-
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Mda3a Bp3AT

— VG (vertex generation)

a0 rpapuyHUTE NPUNOXKEHUS 33 peasHO Bpeme npeacTaBaTt
MOBBPXHOCTUTE KAaTO CbBKYMHOCT OT NPOCTU FEOMETPUYHM
NPUMUTUBU (TOYKN, NUHUU, TPUDBIBAHNLN)

0 BCEKM NPMMUTUB ce AedUHMPa Ype3 MHOMKECTBO OT Bb3/U

0 33 /4a ce MHUUMMPA BU3YaIM3UPaHETOo rpadnUyYHOTO NPUIOIKEHUE
npeaocTaBa CMUCHK C ONUCaHME Ha Bb3U

0 ¢as3aTa Ha reHepupaHe Ha Bb3AU Ha rPpaPpmnyYHMA KOHBeUeEp
NpoYynTa AaHHUTE OT NameTTa M 06paboTBa CNMCHKA KATo
reHepupa NOTOK OT AAAHHMU 33 Bb3UTE

0 JaHHUTe 3a BCeKu Bb3en ca 3D KoopamMHaTH Ha Bb3esia B cLeHaTa
N JONBAHUTENIHM NapaMeTPU 3a Bb3ena
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Mda3a Bb3AT

— VP (vertex processing)

o6pa60TBa ceé BCEKUN BB3€e/Z1 NOOTAE/NIHO B 3daBUCUMOCT OT KOHKPETHOTO
NPUIOKEHUNE

OoT AaHHWNTE 3a BCEKUN BXOAEH Bb3es1 Ce reHepnupa TO4HHO eanNH N3Xo4€eH
Bb3€EJl

JaHHU 3a 8b3aume

Q

nosnuunAd, uBAT, TEKCTYPHN KOOPANUHATU, HOPMAJZIEH BEKTOP

Onepayuu (8 npo2pama obpabomeawia ev3nu)

Q

U3MNb/IHEHUE Ha NOC/1e40BaTE/NTHOCT OT MaTEMATUYHECKU ONeEPaUNN 3a
BCEKU BbB3E

TpaHchOpPMMpPaHe Ha MO3ULIMUTE HA Bb3e/ B eKPaHHM KOOPAMHATH 33
pacTepusnpaHe

reHepnpaHe Ha TEKCTYPHU KOOPAOANHATU 3a TEKCTYPUPAHE
onpeaenaHe Ha OCBETEHOCT Ha Bb3€e/1 3a TEHEPUNPAHE HA LBETA MY
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da3za IIPUMUATUBU

— PG (primitive generation)

0 W3MN0A3Ba TONOJIOTMYHU A@HHW 3@ Bb3/IUTE, NPeaoCcTaBeHn OT
rpadpMYHOTO NPUIOKEHNE, 33 Aa rPYNMPa Bb3UTE B NoApeaeH
MOTOK OT NPUMUTUBU

AdadaHHUTE 3a BCEKU MPUMUNTUNB 34 O6e,£I,VIHeHMeTO Ha AdHHUTE 34
HAKOJIKO Bb3€e/la

Q TOMONOIrMATa Ha Bb3J/1IUTE onpegend pega Ha npuMmmnTtmnBuTe B
U3XOAHUNA NOTOK
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daza IIPUMHATUBHA

Q

— PP (primitive processing)
0b6paboTBaT ce NOOTAENHO BCUYKMN BXOAHM MPUMUTMBM 33 Aa CE
reHepupaT 0 UK NnoBeYe U3XOAHN NPUMUTUBHU

Pe3yNTaTbT € HOB NoApeaeH NOTOK OT AaHHU 338 MPUMUTUBU, KOUTO
MOXe A3 e MOo-Ab/Ibl UK MNO-KbC OT BXOAHMUSA

Onepayuu c npumumusu

Q

rpynmpaHe Ha Bb3/1M B FEOMETPUYHU NPUMUTUBU (TPUBIBIHMLMN,
JINHUN, TOYKK)

N3psA3BaHE Mo BU3yasIHMSA 0bem 1 ApYyrn n3paA3BaLlly PaBHUHM
eNMMNHUPAHE Ha 3aaHuTe HeBnauMM cTenu (culling)
pactepusnpaHe Ha reoMeTPUYHU NPUMNTUBK A0 GparmeHTH

onpeaenaHe Ha MHOXXeCTBO KOOPAMUHATU Ha NMUKCESIN U d)paI'MEHTI/I
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Daza pparmenT

a0 rnomeHyuaseH nukcen (KOMTo Bce oLle MorKe Aa 6bae npemaxHar)

JaHHU 30 ppazmeHm
0 UBAT, Ab/O60YMHA, MECTOMNOIOKEHNE, MHOXECTBA TEKCTYPHU
KOOPAUHATU
— FG (fragment generation)

0 reHepupaT ce AaHHU 33 U3X0AHU GparmMeHTU — NO3ULUUTE B
n30bpaxKeHNeTo Ha NOBbPXHOCTTA, ONMcaHa ¢ pparmeHTa,
pa3CcTosiHWE A0 BUPTYasHaTa Kamepa, MUHTepnosinpaHe Ha
napameTpu Ha Bb3nTe
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‘ Daza pparmenT

m ObpabomeaHe Ha chpazmeHm — FP (fragment processing)

2 CUMYAMpa ce B3aMMO/JENCTBMETO Ha CBET/IMHATA C NOBbPXHOCTUTE B
cLueHaTa 3a onpegensaHe Ha LBeTa Ha BCAKA TouKa (sample point) ot
dbparmeHTa

0 onepauunTe Ha Ta3m dasa ca Nnporpammpyemm
= Onepauyuu c ppazmeHmu (8 npozpama obpabomeawia
¢pazcmeHmu)

O UHTEepnoaaunda, TEKCTYpUpaHe n ornpegesdHe Ha UBeTa

O MaTematTnyecku onepaunu

21



Mdaza mukceAn

— PO (pixel operations)

0 W3MN0/3Ba Ce N0o3ULMUATA HA eKpaHa Ha BCEKU dparmeHT 3a Aa ce
N34YUCNAT AAHHUM 33 PE3YNTAHTHUA NUKcen (KoopaMHaTU U UBAT)

0 3a Ta3u ¢pas3a a KoOHBEMEepPa ce rapaHTMpa obpaboTBaHe B peaa
cneumdumumpaH oT NOTOKA AaHHMU

Hanpumep Korato GparMeHTU OT HAKOJIKO MPUMMUTUBA y4acTBaT NpwU
onpeaenAHeTo Ha CTOMHOCTTA Ha eANHCTBEH NUKCeN (KaKTo e npu
HacnareawM ce Nosy-npo3payHmn NOBbLPXHOCTN) OOHOBABAHETO Ha
CTOMHOCTUTE Ha NUKCENUTE € B peaa onpeaesieH oT No3munnTe Ha
NUKCENNTE B NOTOKA AaHHWN, KOUTO Ce Noay4vyaBa OT NpeauilIHaTa
da3a
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OpenGL pipeline

Bb3/IUTE N dparMeHTUTe ca BeKTopu (c pasamepHocT Ao 4)

da3unTe Ha Bb3aM U parmMeHTn ca nporpammpyemm
a B MO-HOBUTE Fpad)M‘-IHVI npouecopun un d>a3aTa Ha NPpUMUTUBNTE CHLLO

Primitives,

connectivity
Vertex coordinates Ve rtex Transformed Prl mitwe Triangles etc
and normal vectors pTDCESSGT coordinates assembly

et Clip, cull

Fragment > >

operations 1 1
Frame buffer \+GD]7|W' e E;gggggr N\ Pliixmom ?c?tﬂgrrsion
operations |
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‘ OcHoBeH rpapuYdeH KOHBEHEP

(A) wect Bb3ENa OT
N3XOA4HMA NOTOK Ha
¢daszara Ha Bb3auTe
AebnHUpaT nosnunmte
N OpueHTaumnATa Ha 2

(C) cnep dazaTa Ha
reHepupaHe Ha pparmeHTH
ABaTa NPUMUTUBA BOAAT A0
nosy4YyaBaHe Ha MHOXeCTBa
OoT GparmeHTH,

TPUBIMBAHUKA CbOTBeTCTBaLM Ha pO n pl
- | vl b o1
v0s s V0= p0 ¥
v
vl = p1 ":"1 «v4
e w3

(E) nochepgHaTta ¢asza Ha
KOHBelepa obHOBABA
NUKCeNnUTe B reHepMpaHoTo
n3obparkeHne c OTYNTaHE Ha
BMAMMOCTTA Ha
NOBBbPXHOCTUTE

g

(B) cnepn dasute Ha
obpaboTBaHe Ha Bb31U U
reHepupaHe Ha NPMMUTMBM
Bb3/IUTE ce TpaHchopmupar
B €KPAHHW KOOpAMNHATK U ce
rpynupart 8 2 NpUMUTUBA -
TpubrbaHuumTe pO n pl

(D) obpaboTBaHeTO
Ha CerMmeHTHU
onpeaena Kak ce
BM3yanusmpar
NOBbPXHOCTUTE BbB
BCAKA TOYKa

(8 npumepa pl e
no-6amso o
KamepaTa oT pO0,
B pe3y/TaT Ha
KoeTo pl ce

~ 3akpmsa ot p0)
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[Tporpammpane Ha shader pyrkIIm

[NloBepeHneTo Ha pa3mTe Ha KOHBENEepPa, KOUTO ca Nporpammpyemm ot
rpadpumyHoTo npunoxenue (VP, PP, FP) ce nedpunHmnpa upes

(nnwn shaders)

npu NPorpammpaHeTo ce 3aAaBaT B ABeH BmA shader dyHKUKMM 33
BbpXoBe, NPUMUTUBKU U dparmeHTU Ha shading e3uK oT BUCOKO HUBO
COpPCBHT Ce Komnuaunpa B banTkoa, u cnen ToBa Nnpeobpasysa B

cneundunyeH asonyeH popmat 3a GPU ot rpadunuHma apamsep no
BpeMe Ha U3NbJ/IHEHUE

Shading e3nunTe noaabPKAT C/IOKHU TUNOBE AAHHU, KAaKTO 1 boraT
HaAabOopP OT KOHCTPYKLMK 33 YNpPaBAeHME Ha NOTOKA AAHHM

He CbAbPXKaAT NPUMNTUBU, CBBP3AHU C U3PUYHO NapasieNiHO
N3NbAHEHUE
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[Tporpammpane Ha shader pyrkIIm

[Mo T03K HaunH geduHnumATa 3a shader pyHKUMA e noaobHa Ha C
bYHKLUMA, KOATO NOCNeA0BaATENIHO U34YUCAABA U3XOAHWN e AUHNLUM
Ha 6a3aTa Ha eaAMHCTBEHA BXOAHA eamnHuLa

N3BMKBAHETO HA BCAKA d)yHKLI,VIFI e a6CTpaKLI,VIFI 3d HE3ABNCNMO
ynpasjiaeHne n uUsyncieHune B no/iHa N301auma ot O6pa6OTBaHeTO
Ha OCTaHa/InTe eaunHNuUnM B NOTOKA

Shader pyHKUMUTE MMAT AOCTBN A0 BXOAHUTE U U3XOAHUTE
NAHHW N AOCTHIMN 33 YETEHE, HO HE U MoaAndULMpPAHE Ha TONIEMMU
rnobanHo cnoaeneHun bydpepun ¢ AaHHU
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Vertex shader

3ameHA PUKcMpaHa PYHKUMOHANHOCT Ha da3aTta Ha
obpaboTBaHe Ha Bb3/U

0 MOXKe Aa
TpaHchopMMpa Bb31U, HOPMANU N TEKCTYPHU KOOPANHATH
reHepupa TEKCTYPHU KOOPAMHATH
N34nCNsiBa OCBETEHOCT Ha BCEKU Bb3en

onpeaena NapameTpu 3a MUHTepnoaaLuma, KOUTo Aa ce N3Non3eaT oT
fragment shader

0 He MOoXKe A3
NPOMEHA NEePCNEeKTUBA, PaMKa 3a BU3ya/in3mpaHe
BM3yasieH obem
npumntuem (1)
npemaxBaHe Ha ckpuTh ctenu (culling)
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Fragment shader

Hapwnua ce owe pixel shader

3ameHA PUKcMpaHa PYHKLUMOHANHOCT Ha da3aTa Ha
obpaboTBaHe Ha pparmeHTH

O MOXe aa
onpeaena v 3aAaBa UBAT Ha GparmeHT
onpeaenna UBEToBe OT TeKCTypa
N34ncasBa Mbria U LBeToBeTe Npu Apyrn edbekTu
M3N0/13Ba MHTEPNOIMPAHUN AaHHW 33 Bb3IUTE

O He MoKe Aa
npomeHAa KoOopanHaT Ha d)paFMEHT
NPOMEHA TEKCTYPU

MaHMNYyANpPa JaHHUTE KaTo NPOMEHS napameTpuTe 3a stencil,
scissor, alpha, depth
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[Tporpammpane Ha shader pyrkIIm

Shader ¢pyHKUMUTE ce n3nbaHaBa Bbpxy GPU gokaTo
OCTaHajs1iaTa nporpama ce n3nbvaHasa ot CPU

Bceku shader e B otaeneH moayn
0 KomMnuaumpa ce oTaeHO
0 cBbp3Ba ce ¢ OpenGL nporpamarta

TunuyHmn npumepu 3a shader pyHKUMM B Kl
0 MAHMNyAMpPAHe Ha Bb3U

O un34vymcnAsaHe Ha oCBeTeHOCT
o multitexturing

a

bump mapping



Shader e3uru

YeTnpu pasnnyHm BapmaHTa
a Acembnep
CTapo peLlleHmne, He ce Npuaara 4ecto u He ce o6HOBABA
o Cg
“C for graphics”, NVidia
o HLSL
“High-level shading language”, Microsoft

o GLSL
“OpenGL shading language”

N360pbT 3aBUCKM OT NaTPopMaTa, HYXKAUTE U
npeanoYynTaHusaTa Ha NPOrpammcTa
o GLSL e c Han-pobpa cbBMECTUMOCT
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GLSL

YacT oT ctaHaapTa OpenGL 2.0
E3nK OT BUCOKO HUBO, Noao0beH Ha C

HoBu TMnoBe AaHHU

o  Matrices
o Vectors
o Samplers

BrpageHu npomeHAnBU U GYHKLMNM
Bcekun shader nma main pyHKUMA KaTO BXOAHA TOUYKA

KomnunaTtop 3a GLSL BrpaaeH B apanBepa Ha
roadunyHaTa KapTa
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GLSL

Program

glCreateProgram

4

glAttachShader

!

glAttachShader

| |

4

giLinkProgram

-
o

glUseProgram

Vertex Shader

glCreateShader

!

glshaderSource

J

glCompileShader

Fragment Shader

glCreateShader

4

glshaderSource

!

glCompileShader
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Cob3AaBadHe Ha shader

Cb3aaBa ce KOHTeMHep 3a shader
o Bpbuwa handle 3a shader

3agaBa ce copc Ha shader
O MacuB OT CUMBOJIN

UTN YKa3aTe/1 KbM HETO

Komnununpa ce

Shader

glCreateShader

J

glshaderSource

l

glCompileShader
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Cob3AaBadHe Ha shader

void glShaderSource (
GLuint shader,
int numOfStrings,
const char **strings,

int *lenOfStrings);

shader — handler 3a shader
numOfStrings — AbNAXKMHA Ha MacKuBa OT CUMBOIU
strings — macmB OT CUMBOJIU

lenOfStrings — macmB ¢ AbAXKMHATA Ha BCEKU CTPUHT
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M3moa3Bange aa shader

Cb3/[aBa ce KoOHTeiHep 3a nporpama

Q Morat Aa ce U3nosa3sat HAKOJIKO U Aa ce
npeBKAYBAT

3agaBa ce copc Ha shader
O MacuB OT CUMBOJIA

UTN YKa3aTe/s1 KbM HETO

Mpwunara ce shader
a0 3apaBa ce handler

Csbp3Ba ce

0 COpCbT TpAbOBa Aa € KoMNUAMpPaH

N3nbnHABAT ce B nporpamarta BCUYKU
npunoxeHu shaders

Program

glCreateProgram

d

glAttachshader

!

glAttachShader

4

giLinkProgram

d

glUseProgram




M3moa3Bange aa shader

volid setShaders () {

char *vs, *fs;

v = glCreateShader
(GL_VERTEX_SHADER) ;

f = glCreateShader
(GL_FRAGMENT_SHADER) ;

vs = textFileRead
("toon.vert");

fs = textFileRead

("toon.frag");

const char * vv =
const char * ff =

vVS;
fs;

&vv, NULL)
&ff, NULL)

glShaderSource (v, 1,
glShaderSource (£, 1,

free(vs); free(£fs);

glCompileShader (v) ;
glCompileShader (f) ;
p = glCreateProgram() ;
glAttachShader (p,v) ;
glAttachShader (p, £);

glLinkProgram(p) ;
glUseProgram(p) ;
}

4

4
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Vertex Shader

Bxo0: aTpnbyTtn per-vertex

ICol Apphcu’rinn
o Positions: glVertex d o Pregram
E L]

o Normal: gl_Normal *Elb”d’“‘“"‘ | i
o Color: gl_Color

— OpenGL Wartax Primitive

. —— - UEE— — -
o Texture coordinates State Shader Assembly
| Verta

JocTbn A0 rNo6anHN faHHU g ModslViewMarrix sl_glmpn:;:!:;

o OpenGL states gl_ProjectionMartrix

o Texture
N3Xx00: NHTEpnNoMpPaHU CTOMHOCTU OT pacTeEPU3UPAHETO
o Position (required): gl_Position

2D clip koopanHaTth B KAaHOHM4YHA KC

o Opyru ctonHoctn (optional): gl_FrontColor
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Vertex Shader

3ameHsA reomeTpnyHnTe N34ynmcieHnA 3a Bb3J/1l BbB (I)MKCMpaHMFI
KOHBeWep
AaHHU per-vertex

KoopAanHaTK Ha Bb3en (glVertex)

BEKTOP Ha HOpMa/a

TEKCTYPHU KOOPAMHATH

uBAT RGBA

APYTU AaHHU: UBETOBM MHAEKCU, dar 33 KOHTYP

AONBAHUTENHU NOTPEBUTENCKM AedUHUPAHN AAHHU
onepaunu per—vertex
0 TpaHchopmaumm ype3 matpmumnte model-view u projection
O  mMn34ymcnAasaHe Ha OCBeTeHOCT

Q
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[Tpmaoxkenns Ha Vertex Shader

TpaHchopMMpaHe Ha Bb3U OcBeTeHoOCT
Morphing 0  PeannUCTU4HU Moaenu
o  Wave motion 33 OCBETEHOCT
o Fractals o Cartoon shaders
o Particle systems

Mpumep 3a Vertex Shader

const vec4 red = vec4(1.0, 0.0, 0.0, 1.0);
vold main (void)
{

gl_Position = ftransform();

gl _FrontColor = red;
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Fragment Shader

Bxo0: bparmeHTM NONYyYEHM
cnep, pactepusmpaHe

Onepauuu ¢ pparmeHTn

o texture mapping, fog, anti-
aliasing, Scissoring, Blending

OpenGL
e

vartices Fmgmml‘ﬁ

—®  [osterizer ——— =

|_F'n:-5itinn

q _Fron Calor
[par verhax)

Fragment e
Shader

g|_antC::-|n::r
[in’rarpcih:l hau:.|]

N3x00: aTpnbyTtn Ha dparmeHT

o Color: gl_FragColor

0 Depth-value: gl _FragDepth
dparmeHTUTE NPEMUHABAT Npe3
onepauuu 3a alpha test, depth test un

ap. npeay aa 6vaart 3anmMcaHn BbB
frame buffer

Appl ication
F'rc:g ram

piIEllE
Butfar
gl_FragmentCalor



‘ [Tpnaoxkenns ma Fragment Shader

= N3uncnasaHe Ha ocBeTeHOCT per fragment

per vertex lighting per fragment lighting
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[Tpmaoxenmsa Ha Fragment Shader

Texture mapping

smooth shading environment mapping bump mapping
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KPAU




