YA k6.7 | reflectBump.frag

varying vec3 P;//fIEANY ML

varying vec3 N;//EERT ML

varying vec3 T;//{&ER~Y b

varying vec3 B;//fEEHRAYT L

uniform mat4 ViewTranspose;//Eax1—ZBFEZITOETIL - Ea—175
uniform float reflectivity;//RETE

uniform samplerCube cubeMap;//IRE< v

uniform sampler2D normalMap;//E#gR< v 7

void main (void)

{

vec3 grad = (texture2D(normalMap, gl TexCoord[0].st).xyz - 0.5) * 2.0;

N = normalize( N - grad.x * T - grad.y * B);

//RERT FILDEE

vec3 incident = normalize (P);//AHREENT KL

vec3 reflect0 = reflect (incident, N);//ZFDRERY kL

vec4 Reflect = ViewTranspose * vecd (reflect0, 0.0);
//UTIERSIREYYE LY

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

vecd4 ambient = gl FrontLightProduct[0].ambient;

float dotNL = dot (N, L);

vecd4 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;
/ATy COBERET Y TEHEHER

gl FragColor = mix(ambient + diffuse, textureCube (cubeMap, Reflect

reflectivity) + specular;

}

.stp),




