UAX k3.7 [glTextureFBO.cpp) @ linitFramebuffer ()| /L—F

void initFramebuffer (void)
{

//renderbuffer object MDHERL

glGenRenderbuffersiEXT ( 1, &rbName );

glBindRenderbufferEXT ( GL RENDERBUFFER EXT, rbName );

//depth buffer®*E!) MR

glRenderbufferStorageEXT ( GL RENDERBUFFER EXT, GL DEPTH COMPONENT, TEX WIDTH,
TEX HEIGHT ) ;

//framebuffer object MDHERK

glGenFramebuffersEXT ( 1, &fbName );

glBindFramebufferEXT ( GL FRAMEBUFFER EXT, fbName );

//textureZ framebuffer objectlZ#EUDIF5S

glFramebufferTexture2DEXT ( GL FRAMEBUFFER EXT, GL7COLOR7ATTACHMENT07EXT,
GL TEXTURE 2D, texName, 0 );

//renderbuffer® framebuffer object|Z#EUDIT5

glFramebufferRenderbufferEXT ( GL FRAMEBUFFER EXT, GL DEPTH ATTACHMENT EXT,
GL_RENDERBUFFER_EXT, rbName ) ;

//framebufferDExNIE

glBindFramebufferEXT ( GL FRAMEBUFFER EXT, 0 );
}




