JURA K 4.2 | cubeReflectl.vert

uniform matd4 ViewTranspose;
varying vec3 P;

varying vec3 N;

varying vec4 Reflect;

void main (void)
{

P vec3 (gl ModelViewMatrix * gl Vertex)z;

N = normalize (gl NormalMatrix * gl Normal);

vec3 incident = normalize (P);// ASIREERY ML

vec3 reflect0 = reflect (incident, N);//ZTDRERY ML

Reflect = ViewTranspose * vecd (reflect0, 0.0);//Eax—{THDEETHIERL, TIRF
¥ EERZICFI A

gl Position = ftransform();

}




