V case linkovani je prirazeno umisteni
(lokace) uniformni proménne.
--------- csemmmmmeeeeeeeeeeo- - LInK time

Variable
(hloubka)

Program
shaderu

GLint

glGetUniformLocation(
GLuint program, const
GLchar* name)

void

glUniform{1]... {f[i{v}(
GLuint /ocation, ...)

Installation time



void . L i
glBindAttribLocation( Zpristupnéni dat ve vertex shaderu pomoci
GLuint program, nhavazani generického mista na proménnou
GLuint index,
const GLchar* name)

"""""""""""""""""""""" Link time
Program >Generic
shaderu locationl
Generic
location2

-------------------------------------- Installation time
void
glVertexAttrib{1|...{s|f|
dH{v}( GLuint location,
...



Zpristupnéni dat ve vertex shaderu pomoci
navazani generického mista na promennou

Program o

Shaderu """"""""""""""""""" Llnk tlme
void || Generic
glGetAttribLocation ‘/f locationl
(GLuint program, const Generic
GLchar* name) :

location2
U/ Installation time

void
glVertexAttrib{1|...{s|f|
dH{v}( GLuint location,

)



Osvetleni
Jak je pocitana barva?
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- difuze nezalezi na A

pozici pozorovatele
- difuze Je nejvetsi kdyz n I

svetlo dopada kolmo

(...
na plochu the vertex




Osvétleni
Jak je pocitana barva?

specular = (max{s.n,0}) shinness specular ., * specular e

- Spekularni odraz zalezi na N ‘ Y,
pozici pozorovatele — O —
N
s=lflelL il ‘

the vertex




