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void drawDispPlate (float size, int nDiv, int nRepeat$S, int nRepeatT)
(//x-yFEE

float tnt[3];

float s, t;

float q[4]1(3];//FELOHDETER

float sO, sl1, tO, tl, dO, di;

int i, j;

float sz = 0.5 * size;

static float p[4][3] = //z:LtHAM

{

{ sz, sz, 0.0}, {-sz, sz, 0.0}, {-sz,-sz, 0.0}, { sz,-sz, 0.0}
bi

s = (float)nRepeatS$S;

t = (float)nRepeatT;

GLuint tangentLoc = glGetAttribLocation (shaderProg, "tangent");
glEnable (GL TEXTURE 2D) ;

glBegin (GL_QUADS) ;

tnt[0] = 1.0; tnt[l] = 0.0; tnt[2] = 0.0;

glVertexAttrib3fv (tangentLoc, tnt);

glNormal3f (0.0, 0.0, 1.0); //zAB®DER

for(j = 0; j < nDiv; Jj++)

{

d0 = (float)j / (float)nDiv;

dl = (float) (j+1) / (float)nDiv;

/ /2 PERE

ql0][2] = gql[l1]1[2] = gl2][2] = ql31[2] = plO][2];

/] yEEAE

ql[0][1] = ql1][1] = p[2]([1] + (p[1][1] - p[2]([1]) * 4O;
ql2][1] = gql[3]1[1] = pl[2][1] + (p[1][1] - pl[2][1]) * d1;

//t THATHEERE
t0 =t * d0; tl1 =t * dil;
for(i = 0; 1 < nDiv; 1i++)
{

do

(float)i / (float)nDiv;

dl = (float) (i+1l) / (float)nDiv;
/| <FERE

q(0][0] ql3][0] =p pl

ql1][0] = gl2]1[0] = p[1]1[0] + (p[O][O0] - p[11([0]) * dIl;
//s THAFHEEAE

sO0 = s * d0; sl = s * dl;
glTexCoord2f( s0, t0); glVertex3fv(gq[0]);
glTexCoord2f ( sl, tO0); glVertex3fv(g[l]);
glTexCoord2f ( sl, tl); glVertex3fv(gl[2]);
glTexCoord2f( s0, tl); glVertex3fv(g[3]):
}
}
glEnd () ;

glDisable (GL TEXTURE 2D);
}




