YAKR7.1 [gl13DTexture.cppl @ [display()] /L—F

void display (void)

{

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

[/ TORFYEBITIEERET S
glMatrixMode (GL TEXTURE) ;
glLoadIdentity () ;

[/ TORF v ERE (s, t) DR [0,1] 1T
glTranslatef (0.5, 0.5, 0.5);

glScalef (scaleTex, scaleTex, scaleTex);
//EBTIE 2 —T3IZET
glMatrixMode (GL MODELVIEW) ;

[INS—Ny 7, TTRNYIT 7D )T
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity () ;//MREEADEFEIDNEICHE
if (cos (M _PI * view.theta /180.0) >= 0.0)//AASMAETL 1-7y7" A JNL)E
gluLookAt (view.pos[0], view.pos[l], view.pos[2], view.cnt[0], view.cnt[1l],
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[1l],
view.cnt[2], 0.0, -1.0, 0.0);

[/ RTRERTE/ /1 E R L ERARMERTE
glLightfv (GL _LIGHTO, GL POSITION, lightPos);

//FEE

// 3DTHURF¥ -IvEIRE
glEnable(GL_TEXTURE_3D);
glBindTexture (GL TEXTURE 3D, texName[O0]);

drawO () ;
glBindTexture (GL _TEXTURE 3D, texName[l]);
drawl () ;

// 3DTHORFx¥ - IVEVITHT
glDisable (GL TEXTURE 3D);

drawFloor0(10.0, 10.0, 10, 10);
/ /%
drawShadow () ;
//RBg
//¥T
glutSwapBuffers();
}




