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readTexture 0 [

const int x0 = max(0, min((int) (u * m_FaceWidth), m_FaceWidth-1));

const int yO = max(0, min((int) (v * m_FaceHeight), m_FaceHeight-1));

bobooob0oobobuoob000bO envmap-test.cfg U0 UO0O00O0OOO0O00O0OO0DOOOOOO
god

e pixel_filter.cfg ~N

/x ... (@) ... */

environment_light
{
// filename = "Cubemap/beach_cross.hdr";

// filename = "Cubemap/building_cross.hdr";

// filename = "Cubemap/campus_cross.hdr";
// filename = "Cubemap/galileo_cross.hdr";
// filename = "Cubemap/grace_cross.hdr";

// filename = "Cubemap/building_cross.hdr";

// filename = "Cubemap/kitchen_cross.hdr";

// filename = "Cubemap/rnl_cross.hdr";

// filename = "Cubemap/uffizi_cross.hdr";
filename = "Cubemap/test_environment_map.hdr";
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