YAk 3.6 l[glTextureOSR.cppl @ [display()] M—F

void display (void)

{
/ / B FEET I
static double timel, time2, drawTime, frame;
if (ang <= 0.001) timel = timeGetTime () ;

//stepl:textureMERK

glBindTexture (GL TEXTURE 2D, texName);

glClearColor( 0.7, 0.6, 0.6, 1.0 );//BE®

glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );

glviewport( 0, 0, TEX WIDTH, TEX HEIGHT );

glMatrixMode ( GL PROJECTION ) ;
glLoadIdentity();
gluPerspective (view. fovy, (double)TEX_WIDTH/(double)TEX_HEIGHT, view.nearZ,
view.far?z);
glMatrixMode ( GL MODELVIEW ) ;
glLoadIdentity();
if (cos (M _PI * view.theta /180.0) >= 0.0)//AASMAETL 1-7y7" A JNL)E
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[1l],
view.cnt[2], 0.0, 1.0, 0.0);
else
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[1l],
view.cnt[2], 0.0, -1.0, 0.0);
drawl () ;
drawFloor (10.0, 10.0, 10, 10);
drawShadow (1) ;
glCopyTexSubImage2D (GL TEXTURE 2D, 0, 0, 0, 0, 0, TEX WIDTH, TEX HEIGHT);
glBindTexture (GL TEXTURE 2D, O0);

//step2:BEDrendering
resize (width, height);
glClearColor (0.2, 0.2, 0.3, 1.0);// B8t
[INS=NRw D7, TTR - Ry IT7DI )T
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity();//HREZEASEEFEIDMUEICKLE
if (cos (M _PI * view.theta /180.0) >= 0.0)//H A SMAETE 1-797 A JME)E
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[1l],
view.cnt[2], 0.0, 1.0, 0.0);
else
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[1l],
view.cnt[2], 0.0, -1.0, 0.0);

//FIRERTE/ /1 ER U RAERMEATE
glLightfv (GL_LIGHT0, GL_POSITION, lightPos);

//FEE
glBindTexture (GL _TEXTURE 2D, texName);
drawO () ;

glBindTexture (GL_TEXTURE 2D, O0);

drawFloor (10.0, 10.0, 10, 10);
/1%
drawShadow (0) ;
//HEE
//%&T
glutSwapBuffers() ;
}




