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Project contents
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Rendering the sky, the
river and the waves.

- |\ Building the ‘U’ shape
| mountain around the river.
Rendering the flowing water,
the falling drops of water, and
the splash.

Implementation
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h Model.hpp

FEMIMAZEM, 78 main (IEB/IAPEEA BN, UL EH camera 3355 ‘. main.cpp

h Skybox.hpp
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Roles in group
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