YA K5.6 [slCaustics.cppl D—Hk

void makeTexImage ()
{

int i, j;

float v, a;

for(j = 0; j < TEX HEIGHT; j++)
for(i = 0; i < TEX WIDTH; i++)
{

v = datal[j * (nMesh + 1) + 1i];

if (kindWave == 0) a = 180.0 + 75.0 * v ;
else a = 250.0 - 100.0 * v * v ;
if(a >= 255.0) a 255.0;

if(a < 120) a = 120;
texImage[j] [1][0] = texImage[j][i][1l] = texImage[j][i][2] = (GLubyte)a;
}

}

void display (void)
{
/ / BEFEET I
curTime = timeGetTime () ;
float dt = (float) (curTime - lastTime) * 0.001;//seclZZit
elapseTimel += dt;
elapseTime2 += dt;
fps ++;
if (elapseTimel >= 1.0)
{
printf ("frame per sec = %d \n", fps);
elapseTimel = 0.0;
fps = 0;
}

lastTime = curTime;

if (kindWave == 0) makeWaveCircle (amp, elapseTime2);
else if (kindWave == 1) makeWavePlane (amp, elapseTime2);
else makeWaveMix (amp, elapseTimeZ2);

makeTexImage () ;

setTexture () ;

if (flagWireframe)//'w' Cwireframe& solid modelt] Y EZ
{
glPolygonMode (GL FRONT,GL LINE) ;
glPolygonMode (GL BACK,GL POINT) ;

}
else glPolygonMode (GL FRONT AND BACK,GL FILL);

resize (width, height);
[/ NTZ—=NyT7DI )T
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);

if (cos (M _PI * view.theta /180.0) > 0.0)//AXAZMAETL 1-797 A JMETIE
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[l],
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[l],
view.cnt[2], 0.0, -1.0, 0.0);

//HTRERE/ /1 ERLEBRARMETE
glLightfv (GL_LIGHTO, GL POSITION, lightPos);

//fragment shaderMA= T+ —LZEHtexDA VT VY AENE
GLint texLoc = glGetUniformLocation (shaderProg, "smplCaustics");
glUniformli (texLoc, 0);//GL TEXTUREOZi#A




/] YI—4% - Tay5LOER
glUseProgram (shaderProg) ;

//FEE

fishl.motionl (elapseTime?2) ;
fish2.motionl (elapseTime?2) ;
drawFloor0(10.0, 10.0, 10, 10);

/) YI—5 - T0Y5 LOERERR
glUseProgram(0) ;

if (flagDrawWave)

{
//T93F. FBAMELH D EE
glDepthMask (GL,_FALSE); //F 7 AN 977 &EEAHEI
glEnable (GL BLEND) ; //TWI77" LUF 409" BT %
glBlendFunc (GL_DST ALPHA,GL ONE MINUS SRC ALPHA);//BEEFRHERDH D

/ /- BEBREE
drawWave () ;
//T0RF . FERYEIHLHEE
glDepthMask (GL_TRUE); //T 7 AN 977 DEEAHZFHA
glDisable (GL_BLEND) ;
}

/ /%

drawShadow () ;

/ /iR
drawLight () ;

/ /B

//¥T
glutSwapBuffers();




