CS 4554 - CG I: Lab 4: Intro to Shader
	
Lab Project Files
Windows Users
Download Lab4_Win.zip
Mac Users
Download Lab4_Mac.zip
Upload to Blackboard
· A description of your project structure (short documentation);
· Source code with enough comments to make it clear what you are doing;
· Video/Gif/Images of your result (upload to the discussion board as well);
Requirements
· In this lab, you will learn about simple shaders and frame buffer objects in OpenGL 2.
· You are required to finish:
· Improve the Phong shading with multiple textures; (2 points)
· E.g. Diffuse + Specular or Diffuse + Emission.
· Finish toon shader; (2 points)
· Finish Matcap (lit sphere) shader; (2 points)
· Choose your favorite post-processing shader and implement it; (2 points)
· Implement more than one lighting in your shader; (1 point)
· Create a beautiful looking scene; (1 point)
· Extensions (Bonus):
· Implement grass or leaf shader; (1 point)
· Implement normal texture with TBN matrix; (1 point)
· Create 2 different viewport with 2 frame buffer objects; (1 point)

Additional Help Information
· You can go to sketchfab to find your favorite model. (*.obj format)
· For more detailed GLSL 1.2 tutorial, please check this website, and this document.
· For more detailed frame buffer tutorial, please check this page, also for compatibility issue, some of the function might need EXT appendix.
· You can use Shadertoy to search the post-processing shader you like.
· For more matcaps, checkout this repository;
· For more detailed Phong shading, checkout this page;
