Graphics Programming I — Assignment #1 (2D plasma)
Due on 10/14,/2009

In this assignment, you will implement a simple 2D graphics effect using GLSL shaders. Using the fragment
shader, implement a simple “plasma’” effect. Some examples of this effect can be found on YouTube by searching
for “plasma demo”.

It is recommended that this assignment be implemented in three phases.

First, start with the sample code provided in class to open an window for OpenGL rendering. The program
should terminate when the escape is pressed. The program should also use a time to control the rate of rendering.

Second, implement set of utility routines to compile a shader, generate a program from a pair of shaders,
and create an empty buffer object. Use the routines to load a simple vertex and fragment shader. Use these
shaders to render a simple triangle strip in the shape of a rectangle. The “GLSL Hello World” tutorial at
http://people.freedesktop.org/~idr/0OpenGL_tutorials/ will be very helpful for this stage.

Finally, modify the simple fragment shader to implement a plasma type effect. The fragment shader built-in
gl _FragCoord gives the X, Y, and Z position at each fragment. Scaling this value and using as input to the sin
function can produce interesting results. In addition, your program can provide an angle offset uniform that
can be used to change the input to the sin function. Play around and come up with something interesting.
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This rubric is based loosely on the “Rubric for the Assessment of Computer Programming” used by Queens

University (http://educ.queensu.ca/ compsci/assessment/Bauman.html).




