YA K7.6 | [slNoise3D1A.cpp) DO—HB

void setTexture3D(int n)
{
#ifdef WIN32
PENGLTEXIMAGE3DPROC glTexImage3D =
(PFNGLTEXIMAGE3DPROC) wglGetProcAddress ("glTexImage3D") ;
#endif

glPixelStorei (GL UNPACK ALIGNMENT, 1);
glBindTexture (GL TEXTURE 3D, texName[n]);

ngexImage3D(GLiTEXTURE73D,O,GLiLUMINANCE,NOISEileE,NOISE7$IZE,NOISE781ZE,O,G
L LUMINANCE,GL UNSIGNED BYTE,
texImage) ;
glTexParameteri (GL TEXTURE 3D,GL TEXTURE WRAP S,GL REPEAT);
glTexParameteri (GL_TEXTURE 3D,GL TEXTURE WRAP T,GL REPEAT);
glTexParameteri (GL TEXTURE 3D,GL TEXTURE WRAP R,GL REPEAT);

ngeXParameteri(GL_TEXTURE_3D,GL_TEXTURE_MAG_FILTER,GL_LINEAR);
glTexParameteri (GL TEXTURE 3D,GL_TEXTURE MIN FILTER,GL LINEAR) ;
glBindTexture (GL TEXTURE 3D, O0);

}

void makeTexImage3D (int texPattern)
{

CNoise3 noise3;

int i, j, k;

for (k = 0; k < NOISE_SIZE; k++)
{
for (j = 0; j < NOISE SIZE; j++)
{
for (i = 0; i < NOISE SIZE; i++)
{

if (texPattern == PERLIN)

texImage[k] [j] [1] = (GLubyte) ((1.0 + noise3.perlin(i, j, k, 5)) * 127.0);
else // TURBULENCE

texImage[k] [j][i] = (GLubyte) (noise3.turbulence(i, j, k, 5) * 255.0);

}
}
}

void display (void)

{

/ /B FEET R
static double timel, time2, drawTime, frame;
if(ang <= 0.001) timel = timeGetTime () ;

[INZ=Ny D7, TTANYT7DI)T

glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);

glLoadIdentity ();//HREELADEERFDMNEICHLE

if (cos (M _PI * view.theta /180.0) >= 0.0)//HA A SMAETE 1-797 A JME)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);

//HTRERE/ /1 ERLERARMETE
glLightfv (GL_LIGHTO, GL POSITION, lightPos);

if (flagWireframe)//'w' Cwireframe& solid modeltlY&E Z
{




glPolygonMode (GL FRONT,GL LINE) ;
glPolygonMode (GL BACK,GL POINT) ;

}

else glPolygonMode (GL_FRONT AND BACK,GL FILL);

glActiveTexture (GL_TEXTUREO) ;
glBindTexture (GL TEXTURE 3D, texName[O0]);
glActiveTexture (GL_TEXTUREL) ;
glBindTexture (GL TEXTURE 3D, texName[l]);
/) =R 7Ta55L0DERA
glUseProgram (shaderProg) ;
GLint scaleloc = glGetUniformLocation (shaderProg, "scale");
glUniformlf (scaleloc, scaleTex);
GLint coordLoc = glGetUniformLocation (shaderProg, "coord");
if (coord == OBJECT) glUniformli (coordLoc, O0);
else glUniformli (coordLoc, 1);
GLint texLoc = glGetUniformLocation (shaderProg, "smpl3D");
glUniformli (texLoc, 0);//GL_TEXTUREOZEF
drawO () ;
glUniformli (texLoc, 1);//GL_TEXTUREl% &M
drawl () ;
/) =R TRTS5 LDOERERER
glUseProgram(0) ;
drawFloor0(10.0, 10.0, 10, 10);
/ /%
drawShadow () ;
/ /B
//¥T
glutSwapBuffers () ;
}




