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void display (void)

{
// Eg
/) =4 TAJS5LDER
glUseProgram (shaderProg) ;
GLuint refloc = glGetUniformLocation (shaderProg, "reflectivity");
glUniformlf (refloc, reflectivityO);
float m[16] ;
glGetFloatv (GL MODELVIEW MATRIX, m);
GLuint ViewTransLoc = glGetUniformLocation (shaderProg, "ViewTranspose");
glUniformMatrix4fv (ViewTransLoc, 1, GL TRUE, m);

//HRRE (1 ERLERARMEATE)
glLightfv (GL LIGHTO, GL POSITION, lightPos);

GLint cubeloc = glGetUniformLocation (shaderProg, "cubeMap");
glUniformli (cubeLoc, 0);//GL_TEXTUREOZ% EF

glActiveTexture (GL TEXTUREL) ;

glBindTexture (GL TEXTURE 2D, texName);

GLint normalloc = glGetUniformLocation (shaderProg, "normalMap");
glUniformli (normalloc, 1);//GL_TEXTUREL % EF

/ /HEE

draw () ;

/] Yx—4% - FTag5 L0OEAERER
glUseProgram(0) ;

drawRoom (10.0, 10.0, 5.0);//room2.hlZ®H 5
glTranslatef (0.0, 1.0, 0.0);
pet.draw (frameCount) ;

//FBg

}




