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glsl = glCreateProgram();

vshader = glCreateShader(GL._VERTEX SHADER);
glShaderSource(vshader,1,&vert,0);

fshader= glCreateShader(GL_ FRAGMENT SHADER);
glShaderSource(fshader,1,&frag,0);

glCompileShader(vshader);
glAttachShader(glsl,vshader);
glCompileShader(fshader);
glAttachShader(glsl,fshader);
glLinkProgram(glsl);

samplerLoc = glGetUniformLocation(glsl,"o_texture");
sizeLoc = glGetUniformLocation(glsl,"size");

vLoc = glGetAttribLocation(glsl,"a_position");

fLoc = glGetAttribLocation(glsl,"a_texCoord");

glGenTextures(1,&tex);
glActiveTexture(GL_TEXTUREL);
gIBindTexture(GL_TEXTURE_ 2D, tex);
glPixelStorei(GL_UNPACK_ALIGNMENT, 1);
glTexImage2D(GL _TEXTURE 2D,0,GL_RGBA,img.
width(),img.height(),0,GL_RGBA,GL_UNSIGNED _
BYTE,img.bits());
glTexParameteri(GL_TEXTURE _2D,GL _TEXTURE _
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MIN_ FILTER,GL LINEAR);
glTexParameteri(GL_TEXTURE 2D,GL TEXTURE
MAG FILTER,GL LINEAR);
glTexParameteri(GL_TEXTURE 2D,GL TEXTURE
WRAP_S,GL CLAMP_TO BORDER);
glTexParameteri(GL_TEXTURE 2D,GL TEXTURE
WRAP_T,GL CLAMP_TO BORDER);
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for (inti=-3;1<=3;1++) {

for (intj=-3;j <=3;j++) {

float x = v_texCoord.x + i * delta;

float y = v_texCoord.y + j * delta;

vec4 color = texture2D(o_texture, vec2(X, y));

outColor = min(outColor,color);

}

}
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