UAXK5.4 [slProjectionMap2.cppl D—Eh

void setTextureMatrix()

{
/I TORF Y EBTHNEERET D
glMatrixMode (GL TEXTURE) ;
glLoadIdentity() ;
[/ ETYRFYEZOQEHE (0,11 54Ty FEED[-0.5, 0.5]IT—HZED
glTranslatef (0.5, 0.5, 0.0);
if (flagTexRotation) glRotatef (ang, .

0.0, 0.0, 1.0);
gluPerspective (fov, 1.0, 1.0, 100.0);
5

if (projCenter == 0) glulLookaAt(0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, =-1.0);//
Bt

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

else if (projCenter == 2) gluLookAt (lightPos[0], lightPos[1l], 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);
}

void drawO (void)
{

float ambient[] { 0.3, 0.3, 0.3, 1.0};
float diffuse[] = { 0.7, 0.7, 0.7, 1.0};
float specular[]= { 0.5, 0.5, 0.5, 1.0};

if (flagShadow)

{
glMaterialfv (GL FRONT,GL AMBIENT AND DIFFUSE, shadowDiffuse);
glMaterialfv (GL FRONT,GL SPECULAR,shadowSpecular);

}

else

{
glMaterialfv (GL_FRONT,GL AMBIENT, ambient);
glMaterialfv (GL FRONT,GL DIFFUSE,diffuse);
glMaterialfv (GL FRONT,GL SPECULAR, specular);
glMaterialf (GL FRONT,GL SHININESS,100);

}

setTextureMatrix () ;

/I TORFAEEDEODET) VI EH

glTranslatef (pos[0][0], pos[0][1], pos[0]1[2]);
glRotatef (angle[0]([2], 0.0, 0.0, 1.0); // zEhE &R
glRotatef (angle[0][1], 0.0, 1.0, 0.0); //yEREl R
glRotatef (angle[0][0] + ang, 1.0, 0.0, 0.0);//xEhEEx
glScalef (scale[0][0], scale[0][1l], scale[0][2]);

[/ BEDETIV - EA—FEHICRT
glMatrixMode (GL MODELVIEW) ;

glPushMatrix () ;

glTranslatef (pos[0][0], pos[0][1l], pos[0]I[2]);
glRotatef (angle[0][2], 0.0, 0.0, 1.0); / / zBh B &R
glRotatef (angle[0][1], 0.0, 1.0, 0.0); / / yEh[aExR
glRotatef (angle[0] [0] + ang, 1.0, 0.0, 0.0);//x#H[E#R
glScalef (scale[0][0], scale[0][1], scale[0][2]);
glutSolidSphere (0.5, 20, 20);

glPopMatrix () ;




