I NSTRUCTI ONS: To run, type LOAD IT.bat. Then "run nmin.cpe"

VESSAGE FROM THE AUTHOR:

H devel opers,

here's a little chrome nmappi ng demo for you.

It's not perfect but can give a nice effect when you pick

a nicer nodel and texture to use.

The vertex nornals for the object are stored in an array
which is indexed by an integer stored along with the vertex.

the two main procedures are cal c_chrone_uvs and change_texture.

calc_chrone_uvs will sinply run through the array of nornmals
and apply the objects rotation matrix to each. Then the val ues are
scal ed down to give the u v vals.

change texture just |ooks up the values cal cul ated by
cal c_chrone_textures
and applys the uv values to each of the polys.

Don't bother to look at tnd _shit.c as this is just a hack to convert the
flat nodel to a textured Gouraud one.

You should be able to get this working even faster, but I'll let you
wor k

that out for yourself, and if you get a good graphics book you'll see
that this can be used for a basic environent mapped denp i.e. stick a
sphere

in the mddle of the roomand get you high power SGto environent nap
it, then
turn the sphere into a flat texture and hey presto a basic environent
map deno.

Type psymake load to |oad the nbdel and texture
then run nain. cpe

you can e-mail me at David_Virapen@nteractive.sony.com

now added support for 3 different nodels with different textures,

plus a mad senitrans rai nbow thing and stupid | ooki ng Gouraud background
(I was bored)

Can also cope with multiple textures and it now doesn't matter where in
t he

vramthe texture is |ocated. The texture used nmust be 64/64 8-bit but |
m ght

update it again to deal with different sized textures plus support for
bot h

4 and 8 bit.



