JUZAX K 7.9 | noise3DlC.frag

varying vec3 P;

varying vec3 N;

varying vec3 objPos;//FTTxH FEE
uniform float thUpper;//LEAHLEFLME
uniform float thLower;//TFALZEFULME
uniform float amp; /77 A XIRIE
uniform sampler3D smpl3D;

vecd col0 = vecd (0.7, 0.9, 0.1, .
vecd coll = vec4(1.0, 0.6, 0.0, 1.0);
vecd col2 = vecd4 (0.8, 0.3, 0.1, ;
// EEwmOHIL
float x0 =
float y0 =
//BRE
float lambdaO = 0.2;

’

’

1.0
0.0

void main (void)

{
vec3 L = normalize (gl LightSource[0].position.xyz - P);
N = normalize (N);

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;

vecd specular = gl FrontLightProduct[0].specular * powNH;

//RE

float intensity0 = texture3D(smpl3D,gl TexCoord[0].stp).r;

float d = sqgrt((objPos.x-x0)* (objPos.x-x0) + (objPos.y-y0)* (objPos.y-y0));
float PI = 3.141592;

float lambda = lambda0 * (1.0 - 0.02 * objPos.z);

float intensity = (1.0 + sin( (2.0*PI* d + amp * intensity0)/lambda) ) / 2.0;
if (intensity >= thUpper)
gl FragColor = (ambient, diffuse) * col0O * intensity + specular;
else if( intensity >= thLower)
gl FragColor = (ambient, diffuse) * coll * intensity + specular;
else

gl FragColor = (ambient, diffuse) * col2 * intensity + specular;




