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= divNum;
= divNum * divNum * 3 * 2;
/ divNum;

(positions != [] positions;
(colors != [] colors;

positions = vecd [numVertices];
= vecd [numVertices];

£t AV|E XSk 71s2 7o St710f, 0|d] positions?t colorsOf| H22|7F SEE[O]
H
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o AN
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ot M-S Rttt StLte| FARHE2 2719 &Y, T 672 vertex2 O[RO{N AL, #
24 T2 27| I5H 6702] vertexE 4702 BXNYE ztEE 0|8510 FotCh

i < divNum; i++) {

J < divNum; J++) {

colorIdx ] i N s 2.
(divNum % = y colorIdx = (colorIdx + 1)
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vecd
vecd
vecd
vecd v4d =
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-0,
-0,
-0,
-0,
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positions[curIdx] = v3; colors[curldx] plainColor[colorIdx]; curldx++;
positions[curldx] ; colors|[curldx] = plainColor[colorIdx]; curldx++;
positions[curldx] 2; colors[curlIdx] = plainColor[colorIdx]; curldx++;

positions[curIdx] = v3; colors[curldx] plainColor[colorIdx]; curldx++;
positions[curldx] ; colors[curldx] plainColor[colorIdx]; curldx++;
positions[curIdx] = v2; colors[curldx] plainColor[colorIdx]; curldx++;

Ol ‘4-d3t vertexE 7HXA|1, Vertex Array Object@t Vertex Buffer ObjectE ZfZt ‘4°d3t1 bindgt

= BufferData?t BufferSubDataE THEO{ZLE O uHHO|AM ShaderE HZStY, FH[SH HIO|HE

2 Shader2 2 WLt ShaderZ H|O|E{E ELj= =2 connectDataToShader() &+5 EE3HC}
(! )

glGenVertexArrays (1, & )
glBindVertexArray ( )

{1 )
glGenBuffers(l, & )
glBindBuffer (GL ARRAY BUFFER, ) 2

ngufferData(GLiARRAYiBUFFER,
(vecd4) * numVertices * 2, ;, GL_STATIC DRAW) ;
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glBufferSubData (GL ARRAY BUFFER, O, (vecd) * numVertices,
positions) ;

glBufferSubData (GL ARRAY BUFFER, (vecd) * numVertices,

* numVertices, colors);

(! )
= InitShader ("vshac

connectDataToShader () ;

O|, boolean B0l isInitializedE AHESIY, 7|E0| Zt QLEMET}L MMEEl X0
of, Md= Ho| Q= AR0T MMstC}

—

MN

connectDataToShader() 20|A&= progE AMESI=E SEStL, Shaderlfe HEE 7K et
DataE 940|=0|=5& 3iCt

BUFFER_OFFSET (0) ) ;

;, 0, BUFFER _OFFSET (

O|HM =0 CHet §EE Shader2 EZ2L, draw(2t=s &+E F%t0] 18 = ACE ME
(o]

S} , QIXtE AZtE2 2e=Ch 553._F ots2 J2{LjofF St7[0f Boolean
H=0l isWaveE 2Ot Ots2 X[ EEHSICE O™7(0f, M4 vaoE CHA| Bind 3F1, progE
MSESHE = glDrawArray() 25 =510 182 JE._“:f. O| [, AJZ+Q! curTimell boolean

Ol isWaveES Vertex ShaderOiA At238}7| Q8 uniform 42 S28t= AX | $£ATICt Ct
o
=

draw ( curTime, isWave) {
glBindVertexArray ( )7
glUseProgram ( ) 8
connectDataToShader () ;

GLuint uTime = glGetUniformLocation ( "uTime"
glUniformlf (uTime, curTime) ;

GLuint uWave = glGetUniformLocation (
glUniformlf (ulWave, isWave) ;

glDrawArrays (GL TRIANGLES, O,

Opx|etez, BHZ Of
decrease(), increase() &
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2) Vertex Shader

O|lH0= O4E H {UXIE ZANSl= Vertex ShaderOf Cist TEO|CE HA Vertex2| K|t A
A2 HIOtE vPosition, vColorE & 2EH=CL G510 uTime, uWaveZ drawO|lAl |88t uniform
HE 2OtF1, X|BZH2E Fragment Shaderd| color, position HIE{E E7&FC}

oIS sty 7.‘1, otss RMNoZ ML AN xyEBHO| plaing HZEM7|0, THE2 2
=2 ZEot0 FoSiof Shof FOIT OA|E QlotH 0N o E+F 1 ots2 8 &
OFZICH (H{3t0f, HO[X| Y= HRE RUCh) TS 71 A Fiste WH2 a8 &8t
= AoH, YoM HOEFF ZOtX|1 &£ O|F REFA TS| Qs X2t a2fets

He| AAL2 vPosition?| x, y @S 0|85t SUL=REH HO Xl AHZ|E F3UCE O|= dist H=

A n2{5to] F-goof ottt 2hsegrol AH2lof et F
f

27|12} Z+Z radian2

((uTime / 4.0f - dist) / 180.0f * 3.141592

ra 500.0
ZE2 AHS J|FELE HELE SHAFE +0|7]0 distd] -E &S HFLE L= IS0
M
(=]

=5 USACE xyBHO| HEO|S)

sin® 0 SoiE Xl = exp() S 0[E0HN MARUCL O M, SN HE7F O E
= OhsO0[ HOtX|Z|of (X[t A2 - (A2l HENE UXZ ARESHOF otit J2Lt X (1 -dist)E
AMEOHEH EZHM Jejzet 0| LA gt dLy ol HE SEHE 0] Lk + A7,

miEr agjmel 20| WHOISS AlZICh onf, 847t gle 22 022 Hzlgtol, Zat2o| of
Aot QAR BHECH

Ipos z = coef * sin(-rad) * 0.2f; I
ASH2R, z3ts LSt 20| Z2Eottt 028 TUFs =Fo17| 2o AHget gol2| gto|ct.
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angleX = 45.0f;
radX = angleX / 180.0f * 3.141592f;

angleZ = uTime * 15.0f;
radZ = angleZ / 180.0f * 3.141592f;

mat4 rotX = mat4(1l);
rotX[1l] [1] = cos(radX); rotX[2] [1] -sin (radX) ;
rotX[1][2] = sin(radX):; rotX[2] [2] cos (radX) ;

mat4 rotZ = mat4d (1) ;
rotZ[0] [0] = cos(radZz); rotzZ[1][0] = -sin(radZz);
rotz[0] [1] = sin(radZ); rotz[1][1] cos (radz) ;

pos = rotX * rotZ * pos;

gl Position = pos;

3) Fragment Shader

Fragment ShaderOllA| 222 color, Vertex ShaderO|Af 2|ME|7] ™ positiong BH=Ct &O0|0f [}

ot MaS ZEOF ot7|of|, buffetes BleE 0|83 22tS TIYSICL Buffel Z|S4L2 positionz

E2H Z%E G, oluf 7HE &= A& ACHE Vertex Shader| coef * 0.2f0 A 03™ERE & =+
C

AN
UCL MELM buffe] ZCHE 12 37| 2[510] Chgdt 20| positionz ¢{E Z=FETIL.
buff = position.z * 7;

vecd4 orange = vec4 (1.0, 0.607, 0.223,1.0);
vecd skyblue = vec4(0.238, 0.502, 0.786, 1.0);

vecd dst;

(buff > 0) {
dst = (1.0f - buff) * color + buff * skyblue;

(buff <= 0) {
buff *= -1;
dst = (1.0f - buff) * color + (buff) * orange;
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4) Source code

/oA BtE MyPlain2

Lt =7|=tE ™5}

InitializationO| £t &=

display() &+t glClear)E& 0|83t0 x|, Double Bufferingg At&E
2 plaindraw() g8 253 13 +

myldle() &=

, display, myldle, myKeyboard Callback &+ 43

o =

_—

I8 mylnit) E==0M plaininit)0] 2EE = UA St O[F glut

=
— c
g_bWave(@ts 48 )&

Sleep (16);

(g_bPlay) {

(g_bwave) {

myKeyboard() &0M= space, ‘1", 2, 'w, 'q'Q| LHZ It AN =X 2t 7|5

g Time += 0.016f;

glutPostRedisplay () ;

glutPostRedisplay () ;
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