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  MODULE 2:  3D AND PHYSICS ENGINESds       

LESSONS 10:  SHADERS
OUTCOMES

· Given Vertex (points) and Fragment (pixel) shaders, learners will apply OpenGL commands to the GPU Graphical Processor Unit.
· Given the Shader class in ZIM, learners will make effects with Shaders.
PRESENTATION (50 Minutes)
Show learners the Shader examples.
BREAK (15 Minutes)
LAB (2 - 50 Minute labs with 10 Minute break)
Try out a variety of Shader code from ShaderToy.  Code them in ZIM.
SUMMARY (10 Minutes)
We will turn to Physics in the next set of lessons.  This lesson was a break in in the Engines Module to give us the skills to complete the third assignment where we use Shaders as a background (or in) or physics project.
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