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GL_ARB depth_texture
GL_ARB_imaging
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GLARB_point_parameters
GL_ARR shadow
GLARB_textare_border_clanp
GL_ARB textwre_compression
GLARB_texture_cube_map
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glColor3f(1.0f,0.0f,
glvertex3f( 0.0f, 1.
glColor3f(e.0f,1.0f,
glvertex3f( 1.0f,-1.
glColor3f(0.0f,0.0f,
glvertex3f(-1.0f, -1.

glColor3f(1.0f,0.0f,
glvertex3f( 0.0f, 1.
glColor3f(0.0f,0.0f,
glvertex3f(-1.0f, -1.
glColor3f(e.0f,1.0f,
glvertex3f(-1.0f, -1.

glEnd();

glPopAttrib();

void DrawTexTri(void)

{

0.0f);
of, 0.0f),;
0.0f);
of, -1.0f);
1.0f);
of, -1.0f);
0.0f);
of, 0.0f),;
1.0f);
of, -1.0f);
0.0f);
of, 1.0f);

glPushAttrib(GL_CURRENT_BIT);

glBegin(GL_TRIANGLES);

glTexCoord2f (0.5, 0.
glvertex3f( 0.0f, 1.
glTexCoord2f(0.0f,0.
glvertex3f(-1.0f, -1.
glTexCoord2f(1.0f,0.
glvertex3f( 1.0f,-1.

glTexCoord2f(0.5f,0.
glvertex3f( 0.0f, 1.
glTexCoord2f(1.0f,0.
glvertex3f( 1.0f,-1.
glTexCoord2f(1.0f,1.
glvertex3f( 1.0f,-1.

glTexCoord2f (0.5, 0.
glvertex3f( 0.0f, 1.
glTexCoord2f(1.0f,1.
glvertex3f( 1.0f,-1.
glTexCoord2f(0.0f,1.
glvertex3f(-1.0f, -1.

glTexCoord2f (0.5, 0.

5f);
of, 0.0f);
of);
of, 1.0f);
of);
of, 1.0f);
5f);
of, 0.0f);
of);
of, 1.0f);
of);
of, -1.0f);
5f);
of, 0.0f);
of);
of, -1.0f);
of);
of, -1.0f);

5f);
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loapl, loop2 hline loopl+l, loopd

loopl, loop2+l hline loopl+l, loopl+l
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LightPosition

TexCoord
(s.1)=(0,0)

~ Normalvector i

Texturevectof s
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n[2]=-1.0f;
s[0]=-1.0f;
s[1]=0.0f;
s[2]=0.0f;
t[0]=0.0f;
t[1]=1.0f;
t[2]=0.0f;
for (i=4; i<8; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glTexCoord2f(data[5*1i]+c[0], data[5*i+1]+c[1
glvertex3f(data[5*i+2], data[5*i+3], data[5*
}

n[0]=0.0f;
n[1]=1.0f;
n[2]=0.0f;
s[0]=1.0f;
s[1]=0.0f;
s[2]=0.0f;
t[0]=0.0f;
t[1]=0.0f;
t[2]=-1.0f;
for (i=8; i<12; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glTexCoord2f(data[5*1i]+c[0], data[5*i+1]+c[1
glvertex3f(data[5*i+2], data[5*i+3], data[5*
}

n[0]=0.0f;

n[1]=-1.0f;

n[2]=0.0f;

s[0]=-1.0f;

s[1]=0.0f;

s[2]=0.0f;

t[0]=0.0f;

t[1]=0.0f;

t[2]=-1.0f;

for (i=12; i<16; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glTexCoord2f(data[5*1i]+c[0], data[5*i+1]+c[1
glvertex3f(data[5*i+2], data[5*i+3], data[5*
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s[2]=0.0f;
t[0]=0.0T;
t[1]=1.0f;
t[2]=0.0f;
for (i=4; i<8; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1i+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glMultiTexCoord2fARB(GL_TEXTUREO_ARB, data[5*
glMultiTexCoord2fARB(GL_TEXTURE1_ARB, data[5*
glVertex3f(data[5*i+2], data[5*i+3], data[5*
}

n[0]=0.0f;

n[1]=1.0f;

n[2]=0.0f;

s[0]=1.0f;

s[1]=0.0f;

s[2]=0.0f;

t[0]=0.0f;

t[1]=0.0f;

t[2]=-1.0f;

for (i=8; i<12; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1i+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glMultiTexCoord2fARB(GL_TEXTUREO_ARB, data[5*
glMultiTexCoord2fARB(GL_TEXTURE1_ARB, data[5*
glVertex3f(data[5*i+2], data[5*i+3], data[5*

}

n[0]=0.0f;

n[1]=-1.0f;

n[2]=0.0f;

s[0]=-1.0f;

s[1]=0.0f;

s[2]=0.0f;

t[0]=0.0f;

t[1]=0.0f;

t[2]=-1.0f;

for (i=12; i<16; i++) {
c[0]=data[5*i+2];
c[1]=data[5*1i+3];
c[2]=data[5*i+4];
SetUpBumps(n,c,1,s,t);
glMultiTexCoord2fARB(GL_TEXTUREO_ARB, data[5*
glMultiTexCoord2fARB(GL_TEXTURE1_ARB, data[5*
glVertex3f(data[5*i+2], data[5*i+3], data[5*
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GL_ARB depth_texture

GL_ARB imaging
GLARE_multisample

GL AR multitenture
GL_ARB_peint_parameters
GLARE_shadow
GLARE_textare_berder_clanp
GL_ARB textwre_compression
GLARB_ textwre_cube_maj
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unsigned int
unsigned int

sPoint

i, 3, k, 335
pl, p2Z;
vl, v2;

for (1=0; inPlanes;i++)

{

if (o->planes[i].visible)

{

for (j=0;j<3;j++)
k = o->planes[i].neigh[j];

if ((!'k) || (!o->planes[k-1].visible
{

pl = o->planes[i].p[j];

33 = (3+1)%3;

p2 = o->planes[i].p[]j]j];
vli.x = (o->points[pl].x - 1lp
vi.y = (o->points[pl].y - 1lp
vli.z = (o->points[pl].z - 1lp
v2.X = (o->points[p2].x - 1lp
v2.y = (o->points[p2].y - 1lp
v2.z = (o->points[p2].z - 1lp

glBegin(GL_TRIANGLE_STRIP);
glVertex3f(o->points

glVertex3f(o->points

glVertex3f(o->points

glVertex3f(o->points

glEnd();
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float py, pX, pyold;

GLuint drawlist = glGenLists(1);
POINT_3D temp[4];
POINT_3D *last = (POINT_3D*)malloc(sizeof (POINT_3D)*(

if (patch.dlBPatch != NULL)
glDeletelLists(patch.d1BPatch, 1);

temp[@] = patch.anchors[0][3];
temp[1] = patch.anchors[1][3];
temp[2] = patch.anchors[2][3];
temp[3] = patch.anchors[3][3];

for (v=0;v<=divs;v++) {
px = ((float)v)/((float)divs);

last[v] = Bernstein(px, temp);

}

glNewList(drawlist, GL_COMPILE);
glBindTexture(GL_TEXTURE_2D, patch.texture);

for (u=1;u<=divs;u++) {

py = ((float)u)/((float)divs);

pyold = ((float)u-1.0f)/((float)divs);
temp[0] = Bernstein(py, patch.anchors[0]);
temp[1] = Bernstein(py, patch.anchors[1]);
temp[2] = Bernstein(py, patch.anchors[2]);
temp[3] = Bernstein(py, patch.anchors[3]);

glBegin(GL_TRIANGLE_STRIP);

for (v=0;v<=divs;v++) {
px = ((float)v)/((float)divs);

glTexCoord2f(pyold, px);
glVertex3d(last[v].x, last[v].y, last[v].z);

last[v] = Bernstein(px, temp);
glTexCoord2f(py, px);
glVertex3d(last[v].x, last[v].y, last[v].z);

}
glEnd();
¥
glEndList();

free(last);
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{
lamda=10000;

for (int i=0;i<NrOfBalls;i++)
{

OldPos[i]=ArrayPosli];
TVector::unit(ArrayVel[i],uveloc);
ArrayPos[i]=ArrayPos[i]+ArrayVel[i]*RestTime;
rt2=0ldPos[i].dist(ArrayPosli]);

if (TestIntersionPlane(pl1,0ldPos[i],uveloc,rt,norm))
{

rtd=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZEROQO)
if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm;
point=0ldPos[i]+uveloc*rt;
lamda=rt4;

BallNr=i;

}

}

}

if (TestIntersionPlane(pl2,01ldPos[i],uveloc,rt,norm))

{
rtd=rt*RestTime/rt2;

if (rt4<=lamda)

{
if (rt4<=RestTime+ZERO)



if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERO)) )
{

normal=norm,;
point=0ldPos[i]+uveloc*rt;

lamda=rt4;
BallNr=i;
dummy=1;
}

}

}

if (TestIntersionPlane(pl3,01ldPos[i],uveloc,rt,norm))

{
rt4=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)
if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm;
point=0ldPos[i]+uveloc*rt;
lamda=rt4;

BallNr=i;

}

}

}

if (TestIntersionPlane(pl4,0ldPos[i],uveloc,rt,norm))

{
rt4=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)

if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm,;



point=0ldPos[i]+uveloc*rt;
lamda=rt4;

BallNr=i;

}

}

}

if (TestIntersionPlane(pl5,01ldPos[i],uveloc,rt,norm))

{
rt4=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)
if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm;
point=0ldPos[i]+uveloc*rt;
lamda=rt4;

BallNr=i;

}

}

}

if (TestIntersionCylinder(cyl1,01dPos[i],uveloc,rt,norm,Nc))

{
rtd=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)

if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm,;

point=Nc;

lamda=rt4;

BallNr=i;

}



}

}
if (TestIntersionCylinder(cyl2,01dPosl[i],uveloc,rt,norm,Nc))

{
rt4=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)

if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm,;

point=Nc;
lamda=rt4;
BallNr=i;
}

}

}

if (TestIntersionCylinder(cyl3,01dPos[i],uveloc,rt,norm,Nc))

{
rt4=rt*RestTime/rt2;

if (rt4<=lamda)

{

if (rt4<=RestTime+ZERO)

if (! ((rt<=ZERO)&&(uveloc.dot(norm)>ZERQ)) )
{

normal=norm,;

point=Nc;
lamda=rt4;
BallNr=i;
}

}

}

}



if (FindBallCol(Pos2,BallTime,RestTime,BallColNr1,BallColNr2))

{

if (sounds)
PlaySound("Data/Explode.wav",NULL,SND_FILENAME|SND_ASYNC);

if ( (lamda==10000) || (lamda>BallTime) )

{
RestTime=RestTime-BallTime;

TVector pb1,pb2,xaxis,U1x,Uly,U2x,U2y,V1x,V1y,V2x,V2y;
double a,b;

pb1=0ldPos[BallColNr1]+ArrayVel[BallColNr1]*BallTime;
pb2=0ldPos[BallColNr2]+ArrayVel[BallColNr2]*Ball Time;
xaxis=(pb2-pb1).unit();

a=xaxis.dot(Array Vel[BallColNr1]);
Ulx=xaxis*a;
Uly=Array Vel[BallColNr1]-Ulx;

xaxis=(pb1-pb2).unit();
b=xaxis.dot(ArrayVel[BallColNr2]);
U2x=xaxis*b;

U2y=Array Vel[BallColNr2]-U2x;

V1x=(Ulx+U2x-(U1x-U2x))*0.5;
V2x=(Ulx+U2x-(U2x-U1x))*0.5;
V1y=Uly;
V2y=U2y;

for (j=0;j<NrOfBalls;j++)
ArrayPos[j]=0OldPos[j]+Array Vel[j]*Ball Time;

ArrayVel[BallCoINr1]=V1x+Vly;
ArrayVel[BallCoINr2]=V2x+V2y;

//Update explosion array
for(j=0;j<20;j++)



{

if (ExplosionArrayl[j]._Alpha<=0)

{

ExplosionArray[j]._Alpha=1;
ExplosionArray[j]._Position=ArrayPos[BallColNr1];
ExplosionArray[j]._Scale=1;

break;

}

}

continue;

}
}

if (lamda!=10000)
{

RestTime-=lamda;

for (j=0;j<NrOfBalls;j++)
ArrayPos[j]=0ldPos[j]+Array Vel[j]*lamda;

rt2=Array Vel[BallNr].mag();

Array Vel[BallNr].unit();

Array Vel[BallNr]=TVector::unit( (normal*(2*normal.dot(-Array Vel[BallNr]))) +
Array Vel[BallNr] );

Array Vel[BallNr]=Array Vel[BallNr]*rt2;

for(j=0;j<20;j++)

{

if (ExplosionArrayl[j]._Alpha<=0)
{

ExplosionArray[j]._Alpha=1;
ExplosionArray[j]._Position=point;
ExplosionArray[j]._Scale=1;
break;

}

}

}
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