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Debugging

There is no debugger! You must use other
tricks!

e Compiler error messages
e Signhals using vertex shader
e Signhals using fragment shader

e Use simple geometry - easy to understand
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InfoLog

glGetPrograminfoLog/glGetShaderinfolLog
(glGetinfoLogARB)

Retrieves information about compilation and
linking results

May include error messages, warnings... The
exact contents varies depending on GPU
brand.
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Development tools

Shader development directly in large application
unreasonable

Simple development shells are used to:
e Edit source code for vertex and fragment shader
e Recompile when desired
e Test the shader on a model
e Display compilation results

l.e. Rendermonkey, OpenGL Shader Builder,
and our lab shell for lab 3
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The shader lab shell

Created by Lars Abrahamsson, more or less rewrittenthis
year by Mikael Kalms.

e« Source code edited in separate editor, as two files putin a
certain place.

e Compilation results in the shell window
e Two pre-installed textures

e Can switch between shader and fixed pipeline
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Name: /homefingisjvalla-online/lassejlabjshader/shadervert

MIME Type: plain text document (text/plain)
Encoding: Unicode (UTF-8)

S/ mynorm = gl_Normal; /7 Ar normalerna noll?
S/ mynorm normalize(gl_Vertex); // Ar normalg

vec3 ecPosition = vec3(gl_ModelViewMatrix *
lightVec = normalize(vec3(gl_LightSource[l].
lightVec2 = normalize(vec3(gl_LightSource[3]
// 1+3 ar fin, matchar synliga reflektioner

vecd v = gl_Vertex;

gl _TexCoord[®] = gl MultiTexCoord®; // ?7
// mynorm maste vridas!

mynorm = normalize(gl_MNormalMatrix * gl _Norn

reflecVec = reflect(-lightVec, mynorm);
reflecVecZ = reflect(-lightVecZ, mynorm);

camVec = normalize(-ecPosition);

// Test p& om normalerna &r négot alls. Det &r de!

1T (mynorm.x*mynorm.x + mynorm.y*mynorm.y + mynorm.z*mynorm.z == 0) v.y = 0;|.
[+ ] *]
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