JUZXK6.11 |parallax.frag

varying vec3 P;//fIEANY b

varying vec3 N;//EERT ML

varying vec3 T;//{&ER~Y b

varying vec3 B;//fEEHRANYT L

varying vec3 view;//IEZRHREY LU

uniform sampler2D normalMap;//EfR~< v 7

uniform float fShift;//fRIRANY ML T +ERABTI 74

void main (void)

{

view = normalize (view);//fREEARY MILIERIE
J/RBRY FILIZKDV T RE
vec2 shift = view.xy * texture2D(normalMap, gl TexCoord[0]).b
//EBESNI=T U R F v EIZ
vec2 texCoord = gl TexCoord[0].st + shift * fshift;
//EERAEREIRG
vec3 grad = (texture2D(normalMap, texCoord) - 0.5) * 2.0;
//1P<IEéﬂrLt;£%if<7 ]

= normalize( N - grad.x * T - grad.y * B) ;
//u-F‘iL-%a)7’fT*f vy
vec3 L = normalize (gl LightSource[0].position.xyz - P);
vecd4 ambient = gl FrontLightProduct[0].ambient;
float dotNL = dot (N, L);
vecd diffuse = gl FrontLightProduct[0].diffuse * max (0.0, dotNL);
vec3 V = normalize (-P);
vec3 H = normalize (L + V);
float powNH = pow(max(dot (N, H), 0.0), gl FrontMaterial.shininess);
if (dotNL <= 0.0) powNH = 0.0;
vecd4 specular = gl FrontLightProduct[0].specular * powNH;
gl FragColor = ambient + diffuse + specular;




