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ovr_Initialize(d);
ovrHmd hmd = ovrHmd_Create(9);

ovrSizel texsz[Z];
texsz[@] = ovrHmd_GetFovTextureSize(hmd, ovrEye_Left, hmd->DefaultEyeFov[0], 1.0);
texsz[1] = ovrHmd_GetFovTextureSize(Chmd, ovrEye_Right, hmd->DefaultEyeFov[1l], 1.0);

rtarg = create_rtarg(texsz[0].w + texsz[1l].w, texsz[0].h);

ovrGLTexture ovr_tex[Z];
for(i=0; 1i<Z; i++)
ovr_tex[1].0GL.Header.API = ovrRenderAPI_OpenGL;
ovr_tex[1].0GL.Header.TextureSize.w = rtarg.width;
ovr_tex[1].0GL.Header.TextureSize.h = rtarg.height;
ovr_tex[1].0GL.Header.RenderViewport.Pos.x = 1 ? rtarg.width / 2.0 : 0;
ovr_tex[1].0GL.Header.RenderViewport.Pos.y = 0;
ovr_tex[1].0GL.Header.RenderViewport.Size.w = rtarg.width / Z2.0;
ovr_tex[1].0GL.Header.RenderViewport.Size.h = rtarg.height;
ovr_tex[1].0GL.TexId = rtarg.texid; /* GL texture id */

¥

ovrGLConf1ig ovr_cfg;

ovr_cfg.0GL.Header.API = ovrRenderAPI_OpenGL;
ovr_cfg.0OGL.Header.BackBufferSize = hmd->Resolution;
ovr_cfg.0GL.Disp = glXGetCurrentDisplay();
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ovrHmd_BeginFrameChmd, 0);
glBindFramebuffer(GL_FRAMEBUFFER, rtarg.fbo);

ovrPosef pose[Z];
for(i=0; i<2; i++) {

HMD)

n@ﬂu:

}

glViewport(1 == 0 ? 0 : rtarg.width / 2, 0, rtarg.width / 2, rtarg.height);

ovrMatrix4f proj = ovrMatrix4f_Projection(hmd->DefaultEyeFov[1], 0.5, 500.0, 1);
glMatrixMode(GL_PROJECTION);
glLoadTransposeMatrixf(proj.M[0]); h
pose[1] = ovrHmd_GetHmdPosePerkEye(Chmd, 1); C:-

glMatrixMode(GL_MODELVIEW);

glLoadIdentity(); PO ’
glTranslatef(eye_offset[1].x, eye_offset[i].y, eye_offset[1].z); &esﬁ"‘g kl ’a?_'TU
a f fﬁa! ’

float rot_mat[16]; .
quat_to_matrix(&pose[1].0rientation.x, rot_mat); (e ﬂspgﬁm? o
- k‘?’f‘f

glMultMatrix(rot_mat); .
W (};ﬂ?ﬁ'}

glTranslatef(-pose[1].Position.x, -pose[1].Position.y, -pose[i].Position.z);
glTranslatef(®, -ovrHmd_GetFloatChmd, OVR_KEY_EYE_HEIGHT, 1.65), 0);

draw_scene(); KG({’QS HQT?I;\/ )(lﬂ"lﬁ”!

glBindFramebuffer(GL_FRAMEBUFFER, @);
ovrHmd_EndFrameChmd, pose, &ovr_tex[0].Texture);
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