YUA ka1 [slCubeReflectl] D—H

void setCubeMap ()
{

for(int i = 0; i < 6; i++)

glTexImage2D (target[i],0,GL RGBA, TEX WIDTH,TEX HEIGHT,0,GL RGBA,GL UNSIGNED BY
TE, texImage[i]) ;

glTexParameteri (GL TEXTURE CUBE MAP,GL TEXTURE WRAP S,GL REPEAT);
glTexParameteri (GL_TEXTURE CUBE MAP,GL TEXTURE WRAP T,GL REPEAT) ;
glTexParameteri (GL_TEXTURE CUBE MAP,GL TEXTURE WRAP R,GL REPEAT);
glTexParameteri (GL_TEXTURE CUBE MAP,GL TEXTURE MAG FILTER,GL_ LINEAR);
glTexParameteri (GL_TEXTURE CUBE MAP,GL TEXTURE MIN FILTER,GL LINEAR);

}

void display (void)
{
[INS—Ny D7, TTRNYIT 7D )T
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity();//HRELADELEFDMUEICHE
if (cos (M _PI * view.theta /180.0) >= 0.0)//AASMAETL 1-7y7" A JNL)E

gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[l],
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[l],

view.cnt[2], 0.0, -1.0, 0.0);

//HRERFE/ /1 ERLERARMERE
glLightfv(GL LIGHTO, GL POSITION, lightPos);
/ /B

[/ =5 - RIS LOEFEME
glUseProgram (shaderProg) ;

float m[16] ;
glGetFloatv (GL_MODELVIEW_MATRIX, m) ;
GLint ViewTransLoc = glGetUniformLocation (shaderProg, "ViewTranspose");

glUniformMatrix4fv (ViewTransLoc, 1, GL TRUE, m);

//fragment shader®A1=7#+—LE#MsamplerDA VT v I REWME

GLint samplerLoc = glGetUniformLocation (shaderProg, "sampler");
glUniformli (samplerLoc, 0);//GL_TEXTUREQ %M

/ /T

draw () ;

glUseProgram(0) ;

//HB

/ /T

glutSwapBuffers () ;




