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//1. B#E#FBO

int[] frameBuffer = new int[1];
GLES20.glGenFramebuffers(l, frameBuffer, 0);
fboIld = frameBuffer[0];

//2. 4FEFBO
GLES20.g1BindFramebuffer (GLES20.GL_FRAMEBUFFER, fboId);

//3. filiEFBOSH
fboTextureId = createTexture();

//4. IESYEE F|FBO
GLES20.glFramebufferTexture2D(GLES

UFFER,
GLES20.GL_COLOR_ATTACHMENTO,GLES20. E{ZD, fboTextureld, 0);

//5. WEFBOSHELNAE R/
GLES20.g1TexImage2D(GLES20.GL_TEXTURE_2D, 0, GLES20.GL_RGBA,bitmap.getwidth(),
bitmap.getHeight(),0, GLES20.GL_RGBA, GLES20.GL_UNSIGNED_BYTE, null);

//6. KRGS E T
if (GLES20.glcheckFramebufferstatus(GLES20.GL_FRAMEBUFFER) !=
GLES20.GL_FRAMEBUFFER_COMPLETE) {

Log.e("zzz", "glFramebufferTexture2D error");

//7. fRGSAFIFBO
GLESZO.g]Bi ndTexture(GLES20.GL_TEXTURE_2D, 0);
GLES20.g1BindFramebuffer (GLES20.GL_FRAMEBUFFER, 0);

{EFFBORIEE:

//1. 4iEfbo



GLES20.g1BindFramebuffer (GLES20.GL_FRAMEBUFFER, fboId);

//2. FBOZ:Hil
GLES20.gluseProgram(program) ;

/ /98 E G aH
GLES20.g1BindTexture(GLES20.GL_TEXT;
/...

/ /RS
GLES20.g1BindTexture(GLES20.GL_TEX
/ /@4 fbo
GLES20.g1BindFramebuffer(GLES20.GL_FRAMEBUFFER, 0);

HlmageTextureId),

Hn

26, 0);

//3. IR e foo LA id, JEHY:
GLES20.glUseProgram(program) ;

/ /R TE e
GLES20.g1BindTexture(GLES20.GL_TEXTURE_2D, textureId);
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TexureRender.java

import android.content.Context;
import android.graphics.BitmapFactory;
import android.opengl.GLES20;

public class TexureRender implements Eglsurfaceview.Renderer {
private BitmapFboTexture bitmapFboTexture;
private BitmapRenderTexture bitmapRenderTexture;

public TexureRender(Context context) {
bitmapFboTexture = new BitmapFboTexture(context);

bitmapFboTexture.setBitmap(BitmapFactory.decodeResource(context.getResources(),R
.mipmap.bg));

bitmapRenderTexture = new BitmapRenderTexture(context);
@override

pubTlic void onSurfacecCreated() {
bitmapFboTexture.onSurfaceCreated();

bitmapRenderTexture. onSurfa eated();
} H i
?n
@override
public void onsurfaceChanged(in w1dth, int height) {
// B

GLES20.glviewport(0, 0, width, height);
bitmapFboTexture.onsurfaceCchanged(width, height);

bitmapRenderTexture.onSurfacechanged(width, height);

@override
public void onDrawFrame() {



//EE G

GLES20.g1Clear(GLES20.GL_COLOR_BUFFER_BIT);

//HEEREE

GLES20.glcClearcolor(1.0f, 1.0f, 1.0f, 1.0f);

//FBOAb#E

bitmapFboTexture.draw() ;

//BITFBOREE Y 5, ER|GHid, KEIEY
bitmapRenderTexture.draw(bitmapFboTexture.getFboTexturelid());
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