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Abstract. OpenGL Shading Language, the high-level programming language defined to allow
application writers to write programs that execute on the programmable processors defined within
OpenGL. Informally the language is sometimes referred to as GLSL. The GLSL has been made part of
the OpenGL standard as of OpenGL2.0. The paper focus on a simple example of OpenGL Shader,
which can be used as a guide of GLSL.
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Figure 1.1 OpenGL Shading Language and GPGPU
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2. OpenGL operation pipeline
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Figure 2.1 A simplified version of the OpenGL pipeline
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Figure 2.2 Overview of OpenGL operation
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3. Using GLSL Shaders
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Figure 3.1 Shader Creation Flowchart



4. The simplest Shader Example
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void ShaderWidget: :setShader ()
{

if (lisValid())

{

return;

}
const QGLContext* aGlContext = context();
QGLShaderProgram* aShaderProgram = new QGLShaderProgram(aGlContext) ;

aShaderProgram—>addShaderFromSourceFile (QGLShader: :Vertex, “vertex. vert”);
aShaderProgram—>addShaderFromSourceFile (QGLShader: :Fragment, “fragment. frag”);

aShaderProgram—>1ink () ;
aShaderProgram—>bind () ;
QString alog = aShaderProgram—>log();
}
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Figure 4.1 A teapot model without shader
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void main()
{
vecd a = gl ModelViewProjectionMatrix * gl Vertex;
gl Position.x = 0.4 % a.x;
gl Position.y = 0.1 * a.y;
1
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void main()

{

gl FragColor = vec4(0.627, 0.125, 0.941, 1.0);
}
N TR R TG, BT R T EIFTR:

5| ShaderTest lﬂb"i—l

Figure 4.2 A Teapot with shader
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void main()
{
gl FragColor = vec4(0.627, 0.125, 0.0, 1.0):
}
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Figure 4.3 Change Fragment Shader
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5. Conclusion
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