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void RenderTextureShadow( float obj_matrix[ 16 ], float size_x , float size_z, float
shadow_y )

{
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float x0, z0, x1, zl, x2, 22, x3, z3, y;
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void RenderTextureShadow( float obj_matrix[ 16 |, float size_x , float size_z, float
shadow_y )
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1.2.1 ZTHITIDERE

void RenderProjectionShadow ( const Obj % obj, const float obj.matrix[ 16 ], const
Vector & light_dir , float color_r, float color_g, float color_b, float color_a )
{
/] B
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glPushMatrix ();
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/] OfiE, BAERETNVEEE O THE
RenderObjUnicolor ( obj, color_r, color.g, color_.b, color_a );
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glPopMatrix ();
/] A
}
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void RenderObjUnicolor( const Obj % obj, float color_r, float color_g, float color_b,
float color_a )
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void RenderProjectionShadow ( const Obj % obj, const float obj.matrix|[ 16 ], const
Vector & light_dir, float color_r, float color_g, float color_b, float color_a )
{ /] B
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