YA K5.1| lglProjectionMap.cppl D—#h

void setTexture ()

{
glPixelStorei(GL_UNPACK_ALIGNMENT, 1)
/1T RFrDIEE

glTexImage2D (GL TEXTURE 2D,0,GL RGBA,TEX WIDTH, TEX HEIGHT,0,GL RGBA,GL UNSIGNE
D BYTE, texImage) ;
/I TORAF v DIEYRLFEDIEE
glTexParameteri (GL TEXTURE 2D,GL TEXTURE WRAP S, wrapMode) ;
glTexParameteri (GL TEXTURE 2D,GL TEXTURE WRAP T, wrapMode) ;
/T RF Y EHMK - BN 5HEDIEE
glTexParameteri (GL_TEXTURE 2D,GL_TEXTURE MAG FILTER,GL LINEAR);//GL NEAREST);
glTexParameteri (GL TEXTURE 2D,GL TEXTURE MIN FILTER,GL LINEAR);//GL NEAREST);
/] TORFYER
glTexGenf (GL S, GL TEXTURE GEN MODE, genMode
glTexGenf (GL T, GL TEXTURE GEN MODE, genMode
glTexGenf (GL R, GL TEXTURE GEN MODE, genMode
glTexGenf (GL Q, GL TEXTURE GEN MODE, genMode

/] TORFvEBERO R

’

’

’

’

static const GLfloat param[][4] = {
{10, 0.0, 0.0, 0.0 1},
{ 0.0, 1.0, 0.0, 0.0 1},
{ 0.0, 0.0, 1.0, 0.0 },
{ 0.0, 0.0, 0.0, 1.0 1},
}i
if (genMode == GL OBJECT LINEAR)
{
glTexGenfv (GL S, GL OBJECT PLANE, param[O0]);
glTexGenfv (GL T, GL OBJECT PLANE, param[1l]);
glTexGenfv (GL R, GL OBJECT PLANE, param[2]);
glTexGenfv (GL Q, GL OBJECT PLANE, param[3]);
}
else
{
glTexGenfv (GL_S, GL EYE PLANE, param H

(GL_S [(01)
glTexGenfv (GL T, GL EYE PLANE, param[1])
glTexGenfv (GL R, GL EYE PLANE, param[2]);
glTexGenfv (GL_Q, GL EYE PLANE, param[3])
}

}

void display (void)

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

[/ TORF Y EBITHEEREST S

glMatrixMode (GL TEXTURE) ;

glLoadIdentity () ;

/1 ETORF Y ERZOERE0, 1154 TPy FEZD[-0.5, 0.5]1I2—HIES

glTranslatef (0.5, 0.5, 0.0);

//glRotatef (ang, 0.0, 0.0, 1.0);

gluPerspective (fov, 1.0, 1.0, 100.0);
_Eif(projCenter == 0) gluLookaAt(0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, -1.0);//
BEE

else if (projCenter == 1) gluLookAt (0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);//z
i

else if (projCenter == 2) gluLookAt (lightPos[0], lightPos[l], lightPos[2], 0.0,
0.0, 0.0, 0.0, 0.0, -1.0);

else gluLookAt (view.pos[0], view.pos[l], view.pos[2], 0.0, 0.0, 0.0, 0.0, 0.0,
-1.0);




//BEOHEEEREIZRT
glMatrixMode(GL_MODELVIEW);
glLoadIdentity() ;
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
if (cos (M _PI * view.theta /180.0) >= 0.0)//AASMAETLE 1-797° A JMLE
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);

//HTRERTE/ /1 R U RARMLEATE
glLightfv (GL LIGHTO, GL POSITION, lightPos);

glEnable (GL TEXTURE 2D);

glEnable (GL TEXTURE GEN S);

glEnable (GL_TEXTURE GEN T);
( )
( )

’

glEnable (GL_TEXTURE GEN R
glEnable (GL_TEXTURE GEN Q

’

//FEE
drawO () ;
drawl () ;

drawFloor0(10.0, 10.0, 10, 10);

’

)
glDisable (GL TEXTURE GEN T);

)

)

glDisable (GL_TEXTURE GEN S
(

glDisable (GL_TEXTURE GEN R
(
(

’

’

glDisable (GL,_ TEXTURE GEN O
glDisable (GL TEXTURE 2D);

/1%
drawShadow () ;

/ /B8 E B

ang += dang;

if (ang >= 360.0)
{

time2 = timeGetTime () ;
drawTime = (time2 - timel) * 0.001;
frame = (360.0 / dang) / drawTime;

printf ("I L—ALE= 24.2f[fps] \n", frame);
// 2 L—LHi=Y OEEREFHE

drawTime = 1.0 / frame;
printf("?ﬁ@ﬂ%laaﬁ= %4.5f[spf] \n", drawTime) ;
ang = 0.0;
}
//RBg
/ /3T

glutSwapBuffers();
}




