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gl Position = ftransform();
pos2d = gl Vertex.xy;

(19 2) GLSL vl 4oly

uniform sampler2D tex[8];
uniform mat3 M[8];
uniform sampler2D texw;

varying vec?2 posz2d;
void main (void)
{
vec3 tc;
float w;
float sum w = 0.0;

gl FragColor = vec4(0.0,0.0,0.0,0.0);

for(int i=0 ; 1i<8 ; i++)
{
tc = M[i]*vec3(pos2d,1);
tc.st /= tc.z;
w = texture2D(tex w, tc.st);
gl FragColor += w*texture2D(tex[i],
tc.st);
sum w += W;
}

gl FragColor /= sum w;
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