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Co3nanns 3¢ dexTa Kanam Ha A3bIKe HICHIepa

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B manHO# cTathe ommcaH mpoiecc co3aanus dddekra kamm. B mporecce paboTh
ucrnoss3oBaics sa3bIk meiaepa GLSL. B pesynbrare Obu10 cO3/1aHO M300paxeHue
¢ 3(peKTOM KaILIu.

Kuarwuessle caoBa: meiinep, OpenGL Shading Language, GLSL, s dexr.
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Abstract

This article describes the process of creating a drop effect. In the process of work,
the GLSL shader language was used. As a result, the image was displayed with the
effect of a drop.
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1 Beenenue

1.1 AxkmyanvHocms ucciedosanus

JlaHHasi cTaThsl OMKMCHIBAET BO3MOKHOCTh HAITMCAHUSI TIPOTPAMMBI Ha SI3bIKE
nieiaepa st co3nanus dpQexra Kariu.

1.2 I]env uccneoosanus

Llenpro pabGoTel siBrsieTcs co3maHusi d(PdeKTa Karmid Mpu MOMOIIU S3bIKa
menepa.

1.3 O630p uccneoosanuii

B pa6ote E. Tpabec npemiaraer pemieHue jisi ObICTPOro MOACIUPOBAHUS B
CHUCTeMax C TMOJHOW HWHBepcued (OpMBI BOJHBI, KaK PEHICHHE ONTHUMU3AINH
BbIUMCIUTENBHOM ciioxHOCTH [1]. B pabore K. 1. Yen, I1. C. Yen, C. K. A. Illonr
OMKCHIBAIOT PabOTy MOJENIHM Karulk BOJbI MPOCTHIM U 3(PPEKTUBHBIM MOAXOAOM K
MOJICTTUPOBAHUIO TIOBEJCHUS Ha CTEKIISTHHBIX MaHENIX (U3MUECKH KOPPEKTHOMN
MoJieiH, OOBEANHSIOT CUCTEMY YaCTUIl M KapTy BBICOT YTOOBI MOJIYYUTH (Hopmy
[2]. C. I'peen npeanaraet mpocTyr peaar3aiyio CHCTEMbl YACTHI] BKIFOUYAIOIIUI
CTOJIKHOBEHHE C WCIIOJb30BAHUEM €IUHOW CTPYKTYphl JaHHBIX CETKH C
HCIIOJIb30BaHUEM TeXHoJoruu Berauciienns Cuda [3].
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2. Pabdounii mpouecc

B naHHOM cTaThe MCHOJIB30BAIMCH JiBa M300pakeHus (puc 2.1 u 2.2) mus
BBITIOJTHEHUS TIpOoTpaMMbl IHeiaepa, B paboTe UCIOIb30BaNach MporpamMma
glslViewer [4].

Jlannass mporpamma HammcaHa Ha s3bike OpenGL  Shading Language
(GLSL).

Pucynox 2.1. UcxonHoe n300pa>keHus sl TOBEPXHOCTH

Pucynoxk 2.2. Ucxoanoe nzo0paxeHus sl OTPKESHUS
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Jluctunr 2.1. Ucxoauslii KOJ mporpamMmsl 171 co3aanus 3¢ dexTa Kamiu.

#version 330

#ifdef GL_ES

precision mediump float;
#endif

uniform vec2 u_resolution;
uniform float u_time;

uniform sampler2D u_tex0;
uniform vec2 u_texOResolution;
uniform sampler2D u_tex1;

10 |uniform vec2 u_tex1Resolution;
11 |void main (void) {

12 vec2 uv = (gl_FragCoord.xy/u_resolution.xy * 1.0) * 2.0 - 1.0;
13 vec3 col = vec3(0.0);

O©oo~NOoO O1lhs WN -

15 vec2 ¢ = vec2(0.0);

16 vec2 a = vec2(0.0);

17 uv =uv/ (uv.y - 1.8) * 0.4;

18 uv.Xx +=0.5;

19 uv.y += 0.6;

20 float rock = 0.0;

21 for(floati=0.0; 1< 32.0; i++) {

22 C =uv - cos(vec2(119., 154.) * i) * 4.0 + 2.0;

23 a += ¢ / dot(c, ¢) * sin(20.0 * clamp(length(c) - mod(i * 0.12 +
u_time, 3.0), - 0.157, 0.157));

24 }

25 rock = smoothstep(0.0, 0.6, texture2D(u_tex1, a * 0.005 - uv).g);

26 col = texture2D(u_tex1, a * 0.005 - uv).rgb;

27 col = mix(col, texture2D(u_tex0, a * 0.005 - uv * vec2(1., 1.)).rgb,
min(0.6, rock));

28 gl_FragColor = vec4(col, 1.0);

29 |}

B ctpoxke 1 (muctunr 2.1) BeiOpana Bepcus meiaepa 3.30.

B ctpokax 5 — 10, u_resolution - pa3pemieHue skpaHa, u_time — BpeMs B
cekyHzax, u_tex() — tekcrypa (puc 2.2) u u_texOResolution — pasmep TeKCTypbl
(puc 2.2). u_tex] — Tekctypa (puc 2.1) u u_tex1Resolution — pazmep TeKCTypbl
(puc 2.1).

B cTpokax 12 — 16, nepemeHHast uv — 3KpaHHOE MPOCTPaHCTBO OT -1 70 1.
COl — OCHOBHOI I[BET. C — OCHOBA KAILIA, 8 — MHOYKECTBO KAILIH.

B crpokax 17 — 19, nedopmarus KOOpAMHATHBIX HW300paKCHHI,
HAKJIOHEHUS TI0 OCH y, YMEHBIIIEHUE MacITaba u cMeIIeHne 000rxX OCeH.

B ctpoxe 20 onpenenenus rock 3To TekcTypa menu.

B ctpokax 21 — 23, renepupyem >peKT Karmiu.
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B cTpoke 25 TekcTypa 1ienu.
B ctpoxke 26, noGaBnenue pucyHka 2.1. 1151 HOBEpXHOCTH.
B ctpoxke 27, noGaBnenue prucyHka 2.2 ajsi OTpaxeHusl.

glslViewer main.frag Puc2.2 Puc2.1

Pucynok 2.3. Pe3ynbpTaThl paboThl IPOrPaMMBI.

3 BuiBoanl
B pesynbrare paboThl ObUTa HamuMcaHa MporpamMMa Ha sI3bIKe menaepa s

nosyueHus d3Qpexra Karim.
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