UX K~ 4.4 slCubeReflect?2.cpp

void display (void)
{
//stepl:IRET v TDIERL
/AT H hRLHLREZ6 AMDY—2 R L. TUVRF v« AEICERE
[IRZ—=NNy D7, TTRRNYIT7DI YT
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
/] BREBITHIDERTE (texturetEr)
glMatrixMode (GL PROJECTION) ;
glLoadIdentity () ;
gluPerspective (90.0, 1.0, 0.1, 30.0);//t8%FHMA%90°
// BTIL - Ea—EBRITHDHRTE
glMatrixMode(GL_MODELVIEW);
glLoadIdentity() ;
/] ATz DL REV—VETFIVRFYIZHA
for (int i = 0; 1 < 6; ++1i)
{
/] Ea—FR—FrETIORFYDY A XIZKRET S
glviewport (target[i].x, target[i].y, TEX WIDTH, TEX HEIGHT);
/] ATy bR RZADEDELOAYDY
glPushMatrix () ;
gluLookAt (pos[0], pos[l], pos[2], pos[0]+target[i].cx, pos[l]+target[i].cy,
pos([2]+target[i].cz,
target[i] .ux, target[i].uy, target[i].uz);
glLighth(GL_LIGHTO, GL_POSITION, lightPos);
//3DZEREDIEE
drawRoom (10.0, 10.0, 5.0);
glTranslatef (0.0, 1.0, 0.0);
pet.draw (frameCount) ;
glPopMatrix () ;
/] LYE) UG LI-EBETIRAF Y - AEYI(CER&E
glCopyTexSubImage2D (target([i] .name, 0, 0, 0, target[i].x, target[i].y,
TEX WIDTH, TEX_HEIGHT);
}

[/ BEOHEEIL—F VICRY

/INS—=yT7 , TTARNYT7DI )T

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

resize (width, height);

/] Yx—4 055 L0OER

glUseProgram(shaderProg);//ZMAX Y FOMENEE

GLuint refLoc = glGetUniformLocation (shaderProg, "reflectivity");

glUniformlf (reflLoc, reflectivityO);

float m[16] ;

glGetFloatv(GL_MODELVIEW_MATRIX, m) ;

GLuint ViewTransLoc = glGetUniformLocation (shaderProg, "ViewTranspose");

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

J/RIBERFE/ /1 ER L RARMERTE

glLightfv (GL LIGHTO, GL POSITION, lightPos);

if (flagWireframe)//'w' Cwireframe& solid modelt] Y EZ

{
glPolygonMode (GL,_FRONT, GL LINE) ;
glPolygonMode (GL BACK,GL POINT) ;

}

else glPolygonMode (GL FRONT AND BACK,GL FILL);

//fragment shaderMA= T+ —LZEHtexDA VT VY AENE

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

//YEE

draw () ;

/) =4 - TAYS LOERERR

glUseProgram(0) ;




drawRoom (10.0, 10.0, 5.0);//room2.hlZ®H 5
glTranslatef (0.0, 1.0, 0.0);
pet.draw (frameCount) ;

curTime = timeGetTime () ;

//13 < QR ERRE

float dt = (float) (curTime - lastTime) * 0.001;//sec
lastTime = curTime;

elapseTime += dt;

fps ++;

if (elapseTime >= 1.0)
{
printf ("frame per sec = %d , dt = $f¥n", fps, dt);
elapseTime = 0.0;
fps = 0;
}
frameCount++;
/ /B
//¥T
glutSwapBuffers () ;
}




