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Listing 4.1. Built-in uniformvariables

/1

/1 Matrix state

/1

uniformmat4 gl _Model Vi ewat ri x;

uniformmat4 gl _ProjectionMatrix;

uni form mat4 gl _Model Vi ewPr oj ecti onMatri x;
uniformmat4 gl _TextureMatrix[ gl _MaxText ureCoords];

/1

/1 Derived matrix state that provides inverse and transposed versions

/1 of the matrices above. Poorly conditioned matrices may result

/1 in unpredictable values in their inverse forns.

/1

uniformmat3 gl _Normal Matrix; // transpose of the inverse of the upper
/1 leftrmost 3x3 of gl _Model Vi emat ri x

uni formmat4 gl _Model Vi ewiat ri xl nver se;

uniformmat4 gl _ProjectionMatrixlnverse;

uni form mat4 gl _Model Vi ewPr oj ecti onMatri xl nver se;
uniformmat4 gl _TextureMatrixl nverse[ gl _MaxText ureCoords];

uni form mat4 gl _Model Vi ewiVat ri xTr anspose;

uniformmat4 gl _ProjectionMatrixTranspose;

uni formmat4 gl _Model Vi ewProj ecti onMatri xTranspose;
uniformmat4 gl _TextureMatrixTranspose[ gl _MaxText ur eCoor ds]

uni formmat4 gl _Model Vi ewVat ri xl nver seTr anspose,;

uniformmat4 gl _ProjectionMatrixlnverseTranspose;

uni formmat4 gl _Model Vi ewProj ecti onMatri xl nver seTr anspose,;
uniformmat4 gl _TextureMatrixl nverseTranspose[ gl _MaxText ur eCoor ds]

/1

/1 Normal scaling

/1

uni form fl oat gl _Normal Scal e;

/1
/1 Depth range in wi ndow coordi nat es
/1
struct gl _Dept hRangePar anet ers
{
fl oat near; /1 n
float far; /1 f
float diff; /1 f - n
i
uni f or m gl _Dept hRangePar anet ers gl _Dept hRange;
/1
/1 Cip planes
/1

uni formvecd4 gl _dipPlane[ gl _Mxd i pPl anes];

/1

/1 Point Size

/1

struct gl _Poi nt Paraneters
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{

fl oat size;

float sizeMn;

fl oat sizeMax;

fl oat fadeThreshol dSi ze;

fl oat di stanceConstant Attenuati on;
fl oat distanceLi nearAttenuati on;

fl oat di stanceQuadrati cAttenuation;

b

uni f orm gl _Poi nt Par aneters gl _Poi nt;

/1

/1 NMaterial State

/1

struct gl _Material Paraneters

{
vecd eni ssion; /1 Ecm
vecd anbient; /1 Acm
vecd diffuse; /1 Dcm
vec4 specul ar; /1 Scm
fl oat shini ness; /1 Srm

b

uni form gl _Material Paraneters gl _FrontMaterial;
uni form gl _Material Paraneters gl _BackMaterial;

/1
/1 Light State
/1

struct gl _Li ght Sour ceParaneters

{

vec4 anbient; /1 Acli
vecd diffuse; /1 Dcli
vec4 specul ar; /1 Scli
vec4 position; /1 Ppli
vecd4 hal fVector; /1 Derived: Hi
vec3 spotDirection; /1 Sdli
fl oat spot Exponent; [l Srli
fl oat spot Cut of f; [l Crli
/1 (range:
fl oat spot CosCut of f; /1 Deri

/1 (range:

float constant Attenuation; // KO
float |inearAttenuation; /1 Kl
float quadraticAttenuation; // K2

b

uni form gl _Li ght Sour cePar anet er s gl _Li ght Sour ce[ gl _MaxLi ght s];

struct gl _Li ght Model Par anet ers

{
vec4 anbi ent; !/l Acs

b

uni form gl _Li ght Model Par anet ers gl _Li ght Model ;

/1

[0.0,90.0],
ved: cos(Crli)
[1.0,0.0],-1.0)
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/1 Derived state from products of |ight and material.
/1

struct gl _Li ght Model Products
{

vec4 sceneCol or; /] Derived. Ecm+ Acm* Acs

b

uni form gl _Li ght Model Products gl _Front Li ght Model Product ;
uni form gl _Li ght Model Products gl _BackLi ght Model Product ;

struct gl _Li ght Products

{
vec4 anbi ent; Il Acm* Acli
vec4d diffuse; /1l Dcm* Dcli
vec4 specul ar; /1 Scm* Scli
b

uni form gl _Li ght Products gl _FrontLi ght Product[ gl _MaxLi ghts];
uni form gl _Li ght Products gl _BackLi ght Product [ gl _MaxLi ght s];

/1

/1 Texture Environment and CGeneration

/1

uni form vec4 gl _TextureEnvCol or[ gl _MaxTextureUnits];
uni form vecd4 gl _EyePl aneS[ gl _MaxText ur eCoor ds] ;

uni form vec4 gl _EyePl aneT[ gl _MaxText ur eCoor ds] ;

uni form vecd4 gl _EyePl aneR[ gl _MaxText ur eCoor ds] ;

uni form vecd4 gl _EyePl ane( gl _MaxText ur eCoor ds];

uni formvec4 gl _ObjectPl aneS[ gl _MaxText ur eCoor ds] ;
uni form vec4 gl _QObjectPl aneT[ gl _MaxText ur eCoor ds];
uni form vec4 gl _ObjectPl aneR[ gl _MaxText ur eCoor ds];
uni formvec4 gl _ObjectPl ane( gl _MaxText ur eCoor ds];

/1
/1 Fog
/1
struct gl _FogParaneters
{

vec4 col or;

float density;

float start;

fl oat end;

float scal e; /1 1.0/ (gl _Fog.end - gl _Fog.start)
i

uni form gl _FogPar aneters gl _Fog;




