ShaderBase

# nlightLocal

# lights

# lightsLocal

# camera

# poscamLocal
# total

# world

# material

# inverseworld
# debug

+ ShaderBase()

+ ~ShaderBase()
+ VertexShader()
+ PixelShader()

+ getNbLight()

+ getPosCamera()
+ pointLight()

+ Light()

+ SetMaterial()

+ SetCamera()

+ SetWorldTransform()

+ AddLights()
+ Update()
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ShaderGoureau

ShaderPhong
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