UAX k8.2 [slSnowl.cpp) @ [drawParticle()] L—F

void drawParticle (float dt)

{
int 1i;
glEnable (GL_POINT SPRITE);//RA U b+ RTS54 LEH
glEnable (GL_TEXTURE_2D); //TORAF¥ -IvEVTHH
glEnable (GL_ALPHA TEST);

for(i = 0; i < num0O; i++) plcountP + i].create(elapseTime2);//FIFDHERK
countP += numO;
if (countP + num0O >= NUM PARTICLE) countP = 0;

for(i = 0; i < NUM PARTICLE; i++)
{
//RFDREICHEET STerrainDESERDH D

if(p[i].vPosition.x <= - sizeX / 2.0 || p[i].vPosition.x >= sizeX / 2.0
|| p[i].vPosition.z <= - sizeY / 2.0 || pl[i].vPosition.z >= sizeY / 2.0)

{

pli].inside = false;//$BiE5
}
else
{

pli].inside = true;

pli] .heightT = getHeightTerrain(p[i].vPosition.x, p[i].vPosition.z);
pli] .show();
}
pli] .update (elapseTime2, dt);
pli] .vAccel.x = accelX;
}
glDisable (GL ALPHA TEST);
glDisable (GL_POINT SPRITE);
glDisable (GL TEXTURE 2D);




