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glClearColor(0. 5f,0. 5f, 0. 5f, 1. 0f);//We'll Clear To The
Color Of The Fog (Modified)
glFogi ( GL- FOG- MODE,
Fog Mode
glFogfv(GL_ FOG- COLOR, fogColor);//Set Fog Color
glFogf (Gl._ FOG- DENSITY, 0. 35{);//How Dense Will
The Fog Be
glHint (GL_ FOG- HINT, GL_- DONT- CARE);//Fog
Hint Value
glFogf(GL_ FOG_START, 1. 0f);//Fog Start Depth
glFogf(GL_FOG_END, 5. 0f);//Fog End Depth
glEnable(GL- FOG) ; //Enables GL._ FOG
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Construction of Three — Dimensional Landscape Model by Using VC,Opengl and Directx
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Abstract In this article, the authors construct a three — dimensional landscape using VC ,Opengl and Directx; constructing the three

— dimensional model ., projecting the texture,dealing with textures of models by using 3DS MAX 6. 0 and Photoshop. This paper also

solves how to read the three — dimensional model into landscape in the format of 3DS, roaming about in the landscape at will, collision

detecting. fog detecting, shadow detecting., controling position of the sun .playing music and other functions.
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