DA N4.6 Fresnel.vert

uniform float nRatio;

uniform float reflectivity;//EERHTE

uniform matd4 ViewTranspose;//Ea—ZHBEITOETIL - E 2 —1THDEEITS
varying vec3 P;

varying vec3 N;

varying vecd4 Refract;//BBHfiNYI kL

varying vecd Reflect;//REIARY kL

varying float factorReflect;//RE{E

void main (void)
{
P = vec3 (gl ModelViewMatrix * gl Vertex);
N = normalize (gl NormalMatrix * gl Normal);
vec3 incident = normalize (P);//fREE (ASH XY kL
vec3 refract0 = refract(incident, N, 1.0/nRatio);
Refract = ViewTranspose * vecd (refract0, 0.0);
vec3 reflect0 = reflect (incident, N);//RENT kIL
Reflect = ViewTranspose * vecd (reflect0O, 0.0);
factorReflect = reflectivity + (1.0 - reflectivity) * pow (1.0 + dot (incident, N),
5.0);
gl Position = ftransform();




