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1 3a ocHoBy bepem npunoxeHne OpenGL 13 npegbiayLLen
TEMbI.

0 Ons Toro, YToObl NPUMEHUTL UNLTP K KAPTUHKE
NCNonb3yeM TEKCTYPY, B KOTOPYHO 3arpy3vmM UCXOOHYHO
KapTUHKY. Konnpyem yHKLUMUIO 3arpy>katoLLyto TEKCTYpPY
n3 pavna.

1 Ty TEKCTYpPY nepenannm Bo doparMeHTHbIN LWenaep, rae
ONS KaXXgoro nMkcena paccynMtaem UBET, yYUTbIBas
BNUsiHMEe dounetpa.

1 BeplmnHHbIN Wengep TonbKO NpeodbpasyeT KOOpAMHATLI
KBada, Ha KOTOpoM byaem oTtobpaxkaTb pe3yrnbraThl
pacyeToB
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BeplwmnHHbIN Wengep

0 Wenoepsbl - 310 ABa TeKCTOBbLIX dpanna. X Hy>XHO 3arpy3uTb ¢ gucka
N CKOMNUIMPOBAaTL B LUEUOEPHYIO NporpamMmy.

1 Cospgagunm OBa nNycTbIX TEKCTOBLIX dparna «SepiaShader.vs» Ans
BEPLUMHHOIO Wewnaepa n «SepiaShader.fs» - Ana pparMeHTHOro.

1 BepwuHHLIN Wengep cCoOBCEM KOPOTKUMN:

varying vec2 TexCoord; // TeKkcTypHble KoopauHaThI

void main(void)

{
// CoxpaHaeM TEKCTYpHble KOopAuHaTbI
TexCoord = gl_MultiTexCoordO.st;

// Bbluucnaem nonoxeHue BepLUMHbl B NPOCTPAHCTBE OTCEYEHNS
gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;
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dparMeHTHbIV LWenaep

uniform sampler2D RenderTexture; // TekcTypa ¢ ucxogHblmM n3obpaxxeHnem

varying vec2 TexCoord; // TEKCTypHble KoOpAMHaTbI

const vec3 Luminance = vec3(0.3, 0.59, 0.11); // KoadduLmeHTbl MHTEHCUBHOCTU KOMIMOHEHT LIBETa
const vec3 Sepia = vec3(1.0, 0.89, 0.54);  // LigeT dounTpa 'Sepia’

void main(void)

{

// Tlonyyaem ncxogHbl LBET oparMeHTa

vec3 color = vec3(texture(RenderTexture, TexCoord));

// Beluncnsem HoBbIN LBET pparMeHTa

gl_FragColor = vec4(dot(color, Luminance) * Sepia, 1.0);
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Hnumnanmsaumna wengepHou nporpamMmmbil
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3arpyska wengepos

void loadShader(String filename, ShaderType type, int program, out int address)

{
address = GL.CreateShader(type);

using (System.|O.StreamReader sr = new StreamReader(filename))

{
GL.ShaderSource(address, sr.ReadToEnd());

}
CL.CompileShader(address);

CL.AttachShader(program, address);
Console WriteLine(CL.GetShaderInfoLog(address));
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MHnymnannsayma wengepHom nporpamMmmol

int SepiaProgram|D;

int SepiaVertexShader;
int SepiaFragmentShader;
int uniformRenderTexture;

int imageTexturelD;

private bool InitShaders()
{
SepiaProgramID = GL.CreateProgram();
loadShader(".\\.\\Shaders\\SepiaShader.vs", ShaderType VertexShader, SepiaProgramID, out SepiaVertexShader);
loadShader(".\\.\\Shaders\\SepiaShader.fs', ShaderType.FragmentShader, SepiaProgramID, out SepiaFragmentShader);
GL.LinkProgram(SepiaProgramID);
Console WriteLine(CL.GetPrograminfoLog(SepiaProgramiD));
CL.Enable(EnableCap.Texture2D);
imageTexturelD = CreateTexture(".\\..\\Images\\boat.jpg");
uniformRenderTexture = CL.GetUniformLocation(SepiaProgramID, "RenderTexture");
CL.Uniform1(uniformRenderTexture, imageTexturelD);

return true;
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[TocnegHmne WTpuxu

1 [Jobasnsaem BbI3oB |InitShaders() nocne Init()
1 Paspeluaem ncnonb3oBaHue 2D TeKkCTyp

1 Bbi3biBaem GL.UseProgram(SepiaProgramlID); nepen
OTPUCOBKOW KBada

1 JobaBnaem reHepaumio TEKCTYPHbIX KOOpAUHAT
KBaga U Ha3Ha4YaeM 3arpy>KeHHY0 TEKCTYPY TEKYLLEN
nepen oTPUCOBKOMN.

1 3anyckaem.
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