varying vec3 |ightDir, normal

void main() {
lightDir = nornmalize(vec3(gl _LightSource[0].position));
normal = gl _Nornmal Matrix * gl _Nornal

gl _Position = ftransform);

varying vec3 |ightDir, normal

void main() {
float intensity;
vecd col or;

/1 normalizing the lights position to be on the safe side
vec3 n = nornmalize(normal);

tensity = dot(lightDir,n);
(intensity > 0.95)
color = vec4(1.0,0.5,0.5,1.0);
else if (intensity > 0.5)
color = vec4(0.6,0.3,0.3,1.0);
else if (intensity > 0.25)
color = vec4(0.4,0.2,0.2,1.0);

>
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color = vec4(0.2,0.1,0.1,1.0);
gl _FragCol or = col or;

voi d set Shaders() {
char *vs = NULL,*fs = NULL, *fs2 = NULL

gl Cr eat eShader Obj ect ARB( GL_VERTEX SHADER ARB)
gl Cr eat eShader Obj ect ARB( GL_FRAGVENT_SHADER ARB) ;
2 = gl Creat eShader Obj ect ARB( G._ FRAGVENT _SHADER ARB)

—_.—h <

vs = textFil eRead("toonf2.vert");
fs textFil eRead("toonf2.frag");
const char * vv = vs;

const char * ff = fs;

gl Shader Sour ceARB(v, 1, &vv, NULL);
gl Shader Sour ceARB(f, 1, &ff, NULL);
free(vs);free(fs);

gl Conpi | eShader ARB( V) ;
gl Conpi | eShader ARB(f) ;

printlnfolLog(v);
printlnfolLog(f);
printlnfolLog(f2);

p = gl Creat ePrograntbj ect ARB() ;
gl Att achObj ect ARB(p, V) ;
gl Att achObj ect ARB(p, f);

gl Li nkPr ogr amARB( p) ;
printlnfolLog(p);

gl UsePr ogr antbj ect ARB(p) ;
[ oc = gl Get Uni formLocati onARB(p, "time");



