[Toctymat. 2023. Nel ISSN 2414-4487
YJIK 004.92

Co3nanus ;KMBOT0 y30pa Ha sA3bIKe HIeiiepa

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmanHOl cTathe ommMcaH Tpomecc co3daHus y3opa. B mporecce paboThI
ucronb3oBasicss a3k medgepa  GLSL. B pesymbrare ObUTO  TOTYyYEHO
1300pakeHUE JKUBOTO y30pa.
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Abstract

This article describes the process of creating a pattern. In the process of work, the
GLSL shader language was used. As a result, images of living patterns were
displayed.
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1 Beenenue

1.1 AxkmyanvHocms ucciedosanus

JlaHHas cTaThsl OMUCHIBAET BO3MOKHOCTH HAMMCAHUS MPOTPAMMbl Ha S3BIKE
Ieniepa i pUCOBaHUS y30pa.

1.2 I]env uccneoosanus

[lenpro paboOTHI SBISIETCS HAINMCAHUE MPOTpaMMBbI Ha SI3bIKE IIeiaepa s
pUCOBaHUS y30pa.

1.3 O630p uccneoosanuii

K. T'nmammen, onuceiBaeT MaremaTuueckue (opMyibl sl  CO3JIaHUA
a0CTpaKTHBIX (PPAKTAIBHBIX Y30POB U KOMIUJIEKCHBIX MJIOCKOCTEH, KOMOMHAIIMY TTO
HaXOXKJEHUIO KOpHEH Mg co3laHus (pakTtanbHbIXx mnarrepHoB [1]. B pabore
C.I'ycTtaBcOH ONMUCHIBAET NPOLEAYPHBbIE TEKCTYPbl, KOTOPBIE BBIUUCISETCS HA JIETY
BO BpEMsI pEHJIEpUHTa C UCTO0JIb30BaHueM rpaduueckux npoieccopoB B GLSL [2].
M. T'a33upo ONUCHIBAET UHTEPAKTUBHOE U MHTYUTUBHOE MOHSTHOE MPHUIIOKEHUE,
KOTOpPOE MOJEIUPYET MPOIlecC MpaMopu3alud B LU(POBOM BUIE B pPEKUME
peanbHOro Bpemenu [3].

2. PaGouwnii nmpouecc

B naHHO# cTaThe MCMHOJIb30BaIaCh IporpaMMa, KOTopasi HamucaHa Ha SI3bIKe
merinepa OpenGL Shading Language (GLSL) u glslViewer [4].
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Jluctunr 2.1. VIcXoHbBIN KO TpOTpaMMBbl JJIs1 co3/ianusl 2P deKTa Karim.

1 |#version 330

2 |#ifdef GL_ES

3 |precision mediump float;

4 |#endif

5 |uniform vec2 u_resolution;

6 |uniform float u_time;

7 |float rand(vec2 n) {

8 return fract(sin(dot(n, vec2(12.9898, 4.1414))) * 43758.5453);
9 |}

10 |float noise(vec2 p){

11 vec2 ip = floor(p);

12 vec2 u = fract(p);

13 u = u*u*(3.0-2.0*u);

14

15 float res = mix(

16 mix(rand(ip),rand(ip+vec2(1.0,0.0)),u.x),

17 mix(rand(ip+vec2(0.0,1.0)),rand(ip+vec2(1.0,1.0)),u.x),u.y);
18 return res*res;

19 }

20 |float fom(vec2 uv, float frequency, float amplitude, float value, int octaves) {
21 for(inti=0; i < octaves; i++) {

22 value += amplitude * noise(frequency * uv);

23 amplitude *=0.5;

24 frequency *= 2.0;

25 }

26 return value;

27 |}

28 |float pattern( in vec2 uv, out vec4 d) {

29 uv +=sin(vec2(0.12,0.14)*u_time * 0.1 + length(uv)) * 0.3;
30 vec2 g = vec2( fom( uv + vec2(0.0,0.0), 3.0, 0.5, 0.0,5),

31 fom( uv + vec2(5.2,1.3),3.0,0.5,0.0,5));

32 q +=sin(vec2(0.12,0.14)*u_time + length(uv)) * 0.2;

33 vec2 r = vec2( fom(uv + 4.0*q + vec2(1.7,9.2) , 3.0, 0.5, 0.0, 5),
34 fom( uv + 4.0*q + vec2(8.3,2.8) , 3.0,0.5,0.0,5) );
35 d = vec4(q, r);

36 return fom(uv + 1.0*r +q, 3.0, 0.5, 0.0, 5);

37 |}

38 |float fn(vec2 uv) {

39 vec4 q;

40 float a = pattern(uv, q);

41 return a;

42 |}
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43 |void main (void) {

44 vec2 uv = (gl_FragCoord.xy / u_resolution.xy * 2.0) - 1.0;

45 vec3 col = vec3(1.0);

46 float e = 2.0 / u_resolution.y;

47 vec4 p;

48 float ¢ = pattern(uv, p);

49 col = mix( col, vec3(0.1,0.2,0.9), dot(p.zw, p.zw) );

50 col = mix( col, vec3(0.9,0.5,0.9), 0.2 + 0.5*p.y*p.y );

51 col = mix( col, vec3(0.4,0.2,0.4), 0.5 * smoothstep(1.2,1.3,abs(p.z) +
abs(p.w)) );

52 col = clamp( col*c*2.0, 0.0, 1.0);

53 vec3 nor = normalize(vec3( fn(uv + vec2(e, 0.0)) - fn(uv),

54 2.0%e,

55 fn(uv+vec2(0.0,e)) - fn(uv) ) );

56 vec3 lig = normalize(vec3( 0.2, 0.9, -0.4));

57 float dif = clamp(0.6+0.6 * dot( nor, lig ), 0.0, 1.0);

58 vec3 lin = vec3(0.90,0.95,0.95) * (nory * 05 + 0.23) +
vec3(0.75,0.95,0.95) * dif;

59 col = col * lin;

60 gl_FragColor = vec4(col, 1.0);

61 |}

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

B ctpokax 5 — 6:

u_resolution - pasperrenue sKpana,

u_time — Bpems B CEKyHax,

B cTpokax 7 — 19:

Oynkius rand reHepUpYyeT IIyM, a NOISe CO3AAaeT KIETOYHBIN 1IyM, KO/ B3ST
u3 [5].

B crpokax 20 — 27, dbynkuust fBM renepupyer nanamadr [6].

B crpokax 28 — 37, dbynkuus pucyet y3op [7].

B crpokax 38 — 42, dbyHKIIUS BBIBOJUT OJTHOKOMITIOHEHTHBIN IIBET y30pa.

B ctpokax 44 — 46, nepeMeHHasi uv — 3KpaHHOE NPOCTPAHCTBO OT -1 10 1.
col — ocHOBHOI1 11BET. € — pa3mMep (BbICOTA) B MHKCEIISX.

B ctpoke 47. p — NONOJHUTENBHBIA Yy30p, MOJYYEHHBIM U3 (DYHKIUU
pattern.

B cTpoxke 48 nmonydaem y3op.

B cTpokax 49 — 52 3agaem 1BeT y3opa.

B ctpokax 53 - 55 co3maem penbed.

B cTpoke 56 3amaem HampaBiieHHs] HCTOUHHKA CBETA.

B ctpokax 57 — 58 3amaem uBeT penbeda.

B ctpoxke 59 ymHOo)kaem 1BeTa y3opa u penbeda.

B ctpoke 60 BEIBOAMM M300pakeHHUE.
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glslViewer main.frag -w 800 -h 600

Pucynok 2.1. Pe3ynbratsl paboThl IpOTrpaMMbl

3 BuiBoanl
B pesynbrare paGoThl ObUTa HammcaHa MporpamMMa Ha S3bIKE MIeHaepa s
MOJIyYEHHUsI y30pa ¢ ucnosib3oBanus pyHkius fBM.
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