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void display (void)

{

/ /BEREET R
static double timel, time2, drawTime, frame;
if (ang <= 0.001) timel = timeGetTime () ;

[IAZ—=NNy D7, TTRRNYIT7DI YT
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity();//RREEZDLZFFIDMEIZNE
if (cos (M PI * view.theta /180.0) >= 0.0)//HASMAETL 1-797° A HNL)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);

[/ RTRERTE/ /1 TR L ERARMERE
glLightfv (GL _LIGHTO, GL POSITION, lightPos);

glActiveTexture (GL TEXTUREO) ;

glBindTexture (GL TEXTURE 3D, texName[O0]);
glActiveTexture (GL TEXTUREL) ;

glBindTexture (GL TEXTURE 3D, texName[l]);

// =R 7O05S5L0EA

glUseProgram (shaderProg) ;

GLint scaleloc = glGetUniformLocation (shaderProg, "scale");
glUniformlf (scaleloc, scaleTex);

GLint coordLoc = glGetUniformLocation (shaderProg, "coord");
if (coord == OBJECT) glUniformli (coordLoc, O0);

else glUniformli (coordLoc, 1);

GLint texLoc = glGetUniformLocation (shaderProg, "smpl3D");
glUniformli (texLoc, 0);//GL_TEXTUREOZEFA

drawO () ;
glUniformli (texLoc, 1);//GL_TEXTUREl %M
drawl () ;

/) =470 5 LDOEREER
glUseProgram(0) ;
drawFloor0(10.0, 10.0, 10, 10);
/ /%
drawShadow () ;

// RBg
//3&T
glutSwapBuffers () ;

}




