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void main()

{
float bla = blah();
bla += fﬂﬂ(bla)*blaj'

gL_FragCDIDF — bla;
}
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e position (X,y,2z)
etexture coordinates (u,v)
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*position (X,y,z)
stexture coordinates (u,v)



vertex shader

vold main()

a bla():
bUlh(bla :
bla@(bla

gl Position = bla;
}
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fragment shader
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gl FragColor = bla;
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GLSL Syntax

types:

float vec2 vec3 vec4d mat2 mat3 ...
operations:

+ - * / dot cross length distance reflect ..

vec3 myFunction (float foo)

{

vec3 pos = vec3(1.0, 2.0, 3.0) * foo;
POS.X += 5;

pos = normalize(pos);
return cross(pos,vec3(1.0, 0.0, 0.0));




varyilng vec2 texCoord;

volid main ()

{
texCoord gL MultiTexCoord0O.st;

vec4 pos = gl ModelViewMatrix * gl Vertex;

gl Position = gl ProjectionMatrix * pos;

}

uniform sampler2D tex;
varyilng vec2 texCoord;
vold main ()

{
}

gl FragColor = texture2D(tex, texCoord));




varyilng vec2 texCoord;
uniform float worldTime;
volid main ()

{

texCoord = gl MultiTexCoord0.st;

vec4 pos = gl ModelViewMatrix * gl Vertex;
pos.y += sin(pos.z + worldTime); //wheeee!
gl Position = gl ProjectionMatrix * pos;

uniform sampler2D tex;
varyilng vec2 texCoord;
vold main ()

{
}

gl FragColor = texture2D(tex, texCoord));




