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Animating in the Shader

● The vertex shader’s job is 
to move around points 
(normally transforms)

● Math here is very fast

● Lets play with possibilities
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Part 1: Bendy Trees and Flowers

Credit: L-System tree rig / wind blow Submotion PicturesCredit: Tree Creator Tutorial Assets (Unity)



Properties of Good Tree Bending

● Firmly planted (Right 
angle)

● Preserve volume

● Preserve distance along 
trunk/branches 
(uniform)

● Swaying leaves
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Part 2: Other Effects

● World streaming

● Soft body

● Exploding meshes

● Constructing buildings

















Questions?

Thanks for attending!

michael@hiddenpath.com

@QuanticMage


