JZK9.2 | anisotropic.vert

attribute vec3 tangent;
uniform int changeTangent;
varying vec3 P, N, T;

void main (void)
{
P = vec3 (gl ModelViewMatrix * gl Vertex);//TAmREERE
N = normalize (gl NormalMatrix * gl Normal);//iE#~RJ kL
T = normalize(gl NormalMatrix * tangent);//{E#R~ %Y ML
if (changeTangent == 1) T = cross (T, N);//3EHEXY FILOYYEZ
gl Position = ftransform();

}




