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)*ก +%� �. /
 OpenGL ���	����)��� mipmap ก��.�2�����
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)*ก +%� 4. /
 vertex program ��
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5�� 2���������$ float4 inPosition : POSITION -�&
2���������$ out float4 outPosition : POSITION �'���"0
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,���%� vertex program -�& fragment program 45���
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)����ก����$ normal ��� normalized -���/
 WORLD SPACE 
�� fragment �
5�����'�

��'�ก����ก����$ �x, y, z�  ������ �1 	 x, y, z 	 1 -��� /�� fragment 
��
��	�: 

• R � �x � 1�/2 

• G � �y � 1�/2 

• B � �z � 1�/2 
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[15 
����] Vertex Program 

void main(float4 inPosition : POSITION, 

          float4 inNormal : NORMAL, 

          uniform float4x4 mvp : state.matrix.mvp, 

          uniform float4x4 modeling, 

          uniform float4x4 modelingInverseTranspose, 

          out float4 outPosition : POSITION, 

          out float3 texCoord0 : TEXCOORD0) 

{ 
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mvp �"0
 uniform parameter ������, +��*!
�� projection matrix -�& modelview matrix 

modeling �"0
 uniform parameter ������,  modeling matrix 



modelingInverseTranpose  �"0
 uniform parameter ������,  inverse transpose 
�� modeling    

matrix 

��� 4.2 

[10 
����] Fragment Program 

void main(float3 texCoord0 : TEXCOORD0, 

          out float3 color : COLOR) 

{ 
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 void drawSierpinski(int k) �2�������*" Sierpiński Triangle  ���
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void drawSierpinski(int k) 

{ 
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