JUZ2Ko.7 |bubble2.vert

uniform matd4 ViewTranspose;
varying vec3 P, N;

varying vecd Reflect;
uniform float time;

void main (void)
{
gl Vertex.x += 0.1 * sin(2.0 * 3.141592 * gl Vertex.z + 2.0 * time);
P = vec3 (gl ModelViewMatrix * gl Vertex);
N = normalize (gl NormalMatrix * gl Normal);
vec3 incident = normalize (P);//fR#EE (ASH XY kL
vec3 reflect0 = reflect (incident, N);//REANT ML

Reflect = ViewTranspose * vecd (reflect0O, 0.0);
gl Position = ftransform();




