UK 7.3 | 3DTexture.vert

varying vec3 P;

varying vec3 N;

uniform float scale;//TU RXF v DIEE
uniform int coord;//EE{ERNDER

void main (void)
{
P = vec3 (gl ModelViewMatrix * gl Vertex);
N = normalize (gl NormalMatrix * gl Normal) .xyz;

if(coord == 0)//ATTxH FEREZR

gl TexCoord[0] = (gl Vertex+vec4(0.5, 0.5, 0.5, 0.0)) * scale;
else //HRAEER

gl TexCoord[0] = (vecd4 (P, 0.0)+vec4 (0.5, 0.5, 0.5, 0.0)) * scale;

gl Position = ftransform();




