OpenGL Programming
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what Is It?

e OpenGL Shading Language
e Similar to C++

e Cross-platform API




How Is It Different?

e Real-Time rendering

e Built-in functions and data values

e Lots of abstraction

e Easy to replicate results for consistency

in vec4 gl FragCoord;
in bool gl FrontFacing;
in vec2 gl PointCoord;
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Yesterday (3)

B glew-2.1.0-win32.zip

B oifw-3.4zp
. shader.frag

Earlier this week (12)

u glslang-master-windows-Release.zip
u SDL-release-2.30.10 (1).zip

u glee-master.zip
u 50L2-2.30.10-win32-x64.zip

Bl gladip

12/13/2024 12:57 PM
12/13/2024 12:55 PM
12/13/2024 12:32 PM

12/12/2024 1:24 PM
12/11/2024 1:12 PM
12/11/2024 12:58 PM
12/11/2024 1:11 PM
12/11/2024 1:07 PM

Compressed (zipp...
Compressed (zipp...

FRAG File

Compressed (zipp...
Compressed (zipp...
Compressed (zipp...
Compressed (zipp...
Compressed (zipp...

237T4KB
1,615 KB
2 KB

13,592 KB
8,847 KB
1,108 KB

391 KB
502 KB




What I Did

o

e
D




ambientcolor = O
diffusecolor [ I
c3 specularcolor = Hv

loat ambientmag = @.4;
vec3 ambient = ambientmag * ambientcolor;

 normal = normalize(v_normal.xyz);

light = Hvec3(1.6,0.0,0.9); ? u resolution:
t diffusemag = max( dot(light, normal)); == =
v_normal;

= diffusemag * diffusecolor;

camera = [vec »-8,1.8);

view = normalize(camera);

reflect = normalize(reflect(-light, normal));

t specularmag = pow(max(8.8, dot(reflect, view)), 18.8);
specular = specularmag * specularcolor;

3 lighting

= ambient + diffuse + specular;
. color = O .8,.8,.8);
gl FragColor = vecd{lighting, 1.
















What Did Not Work
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Q&A?
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