YA K6.1| IslBumpMapl.cppl ®O—b

void makeNormalMap (Bitmap *bmp)
{/ /3887 v THEFIER

int i, j, ip, Jjp;

float r, g;

if (bmp->bi.Width != TEX WIDTH || bmp->bi.Height != TEX HEIGHT)

{
printf ("TEX WIDTH, TEX HEIGHT& 77 YA XE—HIETLLZELiyn");
return;
}
//BMPZ 7 A ILhhbEEYy TE#O—FK
for(j = 0; j < TEX HEIGHT; j++)
{
for(i = 0; i < TEX WIDTH; i++)
{
/) EERY TERE
if (bmp->bi.BitCount <= 24)

normalMap(j] [1][2] = (bmp->pixel[i+j * TEX WIDTH]) .r
else//32bit color
normalMap([j][1i][2] = (bmp->pixelA[i+] * TEX WIDTH]).r

}
}

//EEXY THDERT Y TEER
for(j = 0; j < TEX HEIGHT; j++)
{

jp = j+1;

if (jp >= TEX HEIGHT) jp = 0;

for(i = 0; i < TEX WIDTH; i++)

{

ip = i+1;

if (ip >= TEX WIDTH) ip = 0;

float deltaS = inv * (normalMap[j][ip]l[2] - normalMap[j]lI[i]I[2]);
float deltaT = inv * (normalMap[jpl[i][2] - normalMap[j]l[i]lI[2]);

r = 127.5 + deltaS * fGrad;
f(r < 0.0) r =0.0;

f(r > 255.0) r = 255.0;

g = .5 + deltaT * fGrad;
(g < O 0) g =10.0;

if(g > 255.0) g = 255.0;

normalMap([j][i][0] = (GLubyte)r;
normalMap([j][i][1] = (GLubyte)g;
if(inv == -1.0) normalMap[j][1i]1[2] = 255 - normalMapl[jl([i]l[2];

}
}
}

void setNormalMap (int n)

{
glBindTexture (GL_TEXTURE 2D, texNamel[nl);//TOARAFx¥&ENAUFT S

glTexImage2D (GL_TEXTURE 2D, 0,GL_RGB, TEX WIDTH, TEX HEIGHT, 0,GL_RGB,GL_UNSIGNED
BYTE, normalMap) ;
glTexParameteri (GL TEXTURE 2D,GL_TEXTURE WRAP_ S, GL REPEAT);
glTexParameteri (GL_TEXTURE 2D,GL_TEXTURE WRAP T, GL REPEAT) ;
glTexParameteri (GL_TEXTURE 2D,GL_TEXTURE MAG FILTER,GL_LINEAR);
glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MIN FILTER,GL LINEAR);
glBindTexture (GL_TEXTURE 2D, 0);///\1 ¥ FZ#ERR

}
void display (void)

{
/ /FsfElEt A




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

JINS—INY D7, TTRNNYIT7DHI )T
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity();//fRREEZDLZFFDMEIZNE

if (cos (M PI * view.theta /180.0) >= 0.0)//HASMAETL 1-797° A HNLNE
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);
J/HEREE/ /1 ER U RARMEEAE
glLightfv(GL_LIGHTO, GL_POSITION, lightPos) ;

glActiveTexture (GL TEXTUREO) ;
glBindTexture (GL TEXTURE 2D, texName[O0]);
glActiveTexture (GL TEXTUREL) ;
glBindTexture (GL TEXTURE 2D, texName[l]);

// VI—& - TA55 LDOER
glUseProgram (shaderProg) ;

/ /HEE

//fragment shaderMDI1=T#+—LEH#HtexDA T VI AEME

GLint texNormallLoc = glGetUniformLocation (shaderProg, "normalMap"):;
glUniformli (texNormalLoc, 0);//GL_TEXTUREOZ M

drawO () ;

glUniformli (texNormalLoc, 1);//GL_TEXTUREl %M

drawl () ;

/] Yx—4% - FTag5 L0OEAERER
glUseProgram(0) ;

drawFloor (10.0, 10.0, 10, 10);
/ /%

drawShadow () ;

/ /A
/T
glutSwapBuffers () ;

//N V7T I9E" vy REARILIA
/RO T -2y EVT A (fhIEEER)
void drawBumpSphere (double radius, int nSlice, int nStack, int nRepeatS, int
nRepeatT)
{
int i, j;
double s, tO0, tl1, r0, rl, thO, thl, phi;
double p[2][3], tnt[3];

GLuint tangentLoc = glGetAttribLocation (shaderProg, "tangent");

for(j = 0; j < nStack; j++)
{
//3=0I&ALER (x=0, y=0, z=radius)
//2DMDEERZ

t0 = (double)j / (double)nStack;
(7+

tl = (double) (j+1) / (double)nStack;
//ThbDOXIEA

th0 = M_PI * tO0;

thl M PI * tl;

//x-yFREIZERE LIz $&

r0 = radius * sin(thO0);




}

}

rl = radius * sin(thl);

/ /TR 2 B4R
pl0]1[2] = radius * cos(thO);
pll]l[2] = radius * cos(thl);

//ERRAY LD z S
tnt[2] = 0.0;

//FABREO, AMBRE1ET HLEE
t0 = (1.0 - t0) * nRepeatT;
tl = (1.0 - tl) * nRepeatT;

glBegin (GL _QUAD STRIP);

for(i = 0; i <= nSlice; i++)

{
// sEEFE
s = (double)i / (double)nSlice;
phi = -M PI + 2.0 * M PI * s;
//TBEEDxyEZ (i=0%E%A)

pl0][0] = r0 * cos(phi);//xEF
pl0][1] = r0 * sin(phi);//yEEiE
p[11[0] = rl * cos(phi);//xFE{E
pl[1][1] = rl * sin(phi);//yE&
/1R LD xyE S
tnt[0] =-sin(phi);
tnt[1l] = cos(phi);

s *= nRepeats;

glVertexAttrib3dv (tangentLoc, tnt);

glTexCoord2d (s, tO0);//T9 RF vEZ

glNormal3dv (p[01);//EBAY ML, EFRETAIXTEREEZICRELC
glVertex3dv (p[0]) ;//TEREERR

glTexCoord2d (s, tl);//T9 RF ¥ EE \
glNormal3dv (p[11);//EERY b, ERETNITTERERZIZR L
glvertex3dv(p[1]);//TERER

}

glEnd () ;




