JARK4.5 refraction.vert

uniform float nRatio;
uniform matd4d ViewTranspose;
varying vec3 P;

varying vec3 N;

varying vec4 Refract;

void main (void)
{
P = vec3 (gl ModelViewMatrix * gl Vertex);
N = normalize (gl NormalMatrix * gl Normal);
vec3 incident = normalize (P);//fR#EE (ASH XY kL
vec3 refract0 = refract (incident, N, 1.0/nRatio);//BHiRY kL
Refract = ViewTranspose * vecd (refractO, 0.0);//BIFRY FILIZ&K BT RAF v EIZ
gl Position = ftransform();




