YA K3.2 [slColorMap.cppl DO—Hk

void setTexture (int n)

{
glPixelStorei(GQ_UNPACK_ALIGNMENT, 1)
/I TORFx ATy FOERK
glBindTexture (GL TEXTURE 2D, texName[n]);
/] T RF v DIEE

ngeXImageZD(GLiTEXTURE72D,O,GLiRGBA,TEX7WIDTH,TEXiHEIGHT,O,GLiRGBA,GLiUNSIGNE
D BYTE, texImage) ;
[/ TORAFvDHEYRLAEDIEE
glTexParameteri (GL_TEXTURE 2D,GL TEXTURE WRAP S,GL_REPEAT);
glTexParameteri (GL TEXTURE_ZD,GL_TEXTURE_WRAP_T,GL_REPEAT);
[/ TORF Y ERK - BN DHEDIEE
glTexParameteri (GL TEXTURE 2D,GL_TEXTURE MAG FILTER,GL LINEAR);
ngeXParameteri(GL_TEXTURE_ZD,GL_TEXTURE_MIN_FILTER,GL_LINEAR);
glBindTexture (GL TEXTURE 2D, O0);
}

void display (void)

{

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

/ /T

/) =% OS5 L0OERA

glUseProgram (shaderProg) ;

//fragment shaderMDIA1=T#+—LE#texDA T VI AEWH
GLint samplerLoc = glGetUniformLocation (shaderProg, "sampler");
glUniformli (samplerLoc, 0);//GL_TEXTUREO% &M
drawO () ;

glUniformli (samplerLoc, 1);//GL_TEXTURE1 %M
drawl () ;

/] vx—% - T055 LDERAEHER

glUseProgram(0) ;

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

/ /B

}




