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Co3nanue TpeyroyibHOM MO3auKH HA si3bIKe HIeHaepa

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOl cTaThe OmMCaH MpOLECC CO3[aHMsl TPEYroJbHOM Mo3anku. B mponecce
paboTHI UCITOJIB30BAJICS S3bIK mekmepa GLSL.

KaroueBbie ciaoBa: meinep, OpenGL Shading Language, GLSL, Ttekctypa,
MO3aHKa.
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Abstract

This article describes the process of creating a triangular mosaic. In the process of
work, the GLSL shader language was used. As a result, the image was displayed in
the form of a triangular mosaic.

Keywords: shader, OpenGL Shading Language, GLSL, texture, mosaic.

1 Beenenue

1.1 AxkmyanvHocms ucciedosanus

JlanHasi cTaThs OMUCHIBAET BO3MOXHOCTh MCIIOJB30BAHMS SI3bIKa IIEHepa
JUTSL CO3/TaHUSI MO3AHKH.

1.2 I]env uccneoosarus

[lenpro paboThHI SABISETCS HAIMKMCAHUE MPOTPaAaMMBbI Ha SI3bIKE IIeHaepa s
MOJIYYCHUS] N300pa)KEHNS B BUJIC MO3AHKH.

1.3 O630p uccneoosanuii

JI. BOCMKOB ONMCBHIBAET MAKET NpOrpamMM Uil BU3yaJIn3aluu Mo3auku 3D c
ucnonb3zoBanueM OpenGL (GLSL) B peanbHom Bpemenu [1]. B padote E. Ma33a,
ne M. M. M. TIuCOH NpPEACTABIAIOT MYJIBTHIIATGOPMEHHYIO NPOTPaMMY C
OTKPBITBIM HMCXOAHBIM KOJIOM, TpPEIHA3HAYCHHYIO IS TIPOrPaMMHPOBAaHUS B
pealbHOM BpPEMEHH M BU3YAIbHOTO TporpammupoBanus. [Ipunoxenne Ha Oaze
openFrameworks [2]. A. Jlenna moka3bIBacT MCIIONB30BAHKE SI3bIKA IMICiaepa Iy
MO3auKH OOJBINX pa3MepoB (priara, i BU3yalInu3alus aHUMaluOHHbIX () PexToB
JUISl CIIOPTUBHBIX TpaHCISIIUH [3].
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2. PaGoumii npouecc

B nmaHHOM cTarhe HCHOJIB30BAIOCh H300paxkeHue (puc. 2.1) s
JIEMOHCTpAllUM TIporpaMMbl Ieigepa. B paboTe wucmonb3oBanzack mporpamma
glslViewer [4].

Jannass nporpamma HanucaHa Ha s3eike OpenGL Shading Language
(GLSL).

Pucynoxk 2.1. Ucxoanoe nzobpaxenue

Jluctunr 2.1. VIcxoaHbIN KOJ TporpaMmbl JijIst co3anust 2gdhexra Karim.

#version 330

#ifdef GL_ES

precision mediump float;
#endif

uniform vec2 u_resolution;
uniform float u_time;
uniform vec2 u_mouse;

O 00O ~NO Ol WwN K-

10 |uniform sampler2D u_tex0;
11 |uniform vec2 u_texOResolution;

12

13 |void main (void) {

14 vec2 uv = gl_FragCoord.xy / u_resolution.xy;
15 vec2 muv = u_mouse.xy / u_resolution.xy;

16 vec2 tile_num = u_resolution.xy * muv / 4.0;
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17 vec2 uv2 = floor(uv * tile_num) / tile_num;

18 uv -= uvz,;

19 uv *=tile_num;

20 gl_FragColor = texture(u_texo,

21 uv2 + vec2(step(1.0 - uv.y, uv.x) / (2.0 * tile_num.x),
22 step(uv.x, uv.y) / (2.0 * tile_num.y)

23 )

24 |}

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

B ctpokox 6 — 11:

u_resolution - paspenienue 3kpana,

u_time — Bpems B CEKyHIax,

u_tex0 — tekcrypa (puc 2.1) u u_texOResolution — pa3mep Tekcrypa (puc

2.2).

U_Mmouse — KoOpAMHATHl Kypcopa, cucrteMa KoopauHatr oT 0 1o pasmepa
JKpaHa.

B crpokax 14 — 17:

IlepemenHass uv — »3KkpaHHOe IpocTtpaHctBO oT 0 mo 1. muv —
npocTpaHcTBO Kypcopa oT 0 mo 1, tile num — pa3mep pelmeTku, 3aBUCUT OT
KOOpJIMHAT Kypcopa, uv2 mojayyaeM pa3Mep KBaJpaTHOTO MUKCEIS.

B crtpokax 18 — 23! TekcTypHBIE KOOPAMHATHI IS TOJYYEHUS

TPEYroJIbHUKA U N300paK€HUs B BUJI€ MO3aUKHU TPEYTOJIbHUKOB.
Komanna juist 3amycka mporpammbi:

glslViewer main.frag Puc2.1 -w 800 -h 600

Pucynok 2.2. Pe3ynbTaThl paboThl IPOrpPaMMBbI, B 3aBUCUMOCTH PACIIOI0KEHUS
Kypcopa

3 BuiBoabI
B pesynprate paboThl HamMcaHa TporpaMMma Ha sI3bIKe IIeiaepa s
MOJIYYCHUS N300pa)KEHNS B BUJIC MO3AHKH.
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