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uniform vec3 uAmbientLightColor;
varying vec3 vLightWeighting;

vLightWeighting = uAmbientLightColor;
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varying vecd vLightWeighting;
vec4d texelColor = texture2D(uSampler, vTextureCoordinates);

gl FragColor = vec4(vLightWeighting.rgb * texelColor.rgb,

texelColor.a);
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float diffuseLightWeightning = max(dot(normalEye,
vectorToLightSource), 0.0);
vLightWeighting = uAmbientLightColor +

uDiffuselightColor * diffuseLightWeightning;
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const float shininess = 32.0;
float rdotv = max(dot(reflectionVector, viewVectorEye), 0.0);
float specularLightWeightning = pow(rdotv, shininess);
vLightWeighting = uAmbientLightColor +

uDiffuseLightColor * diffuselLightWeightning +

uSpecularLightColor * specularLightWeightning;
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// Get the vertex position in eye coordinates

vec4 vertexPositionEye4 = uMVMatrix * vec4(aVertexPosition, 1.0);
vec3 vertexPositionEye3 = vertexPositionEye4.xyz /
vertexPositionEye4.w;

// Calculate the vector (1) to the light source

vec3 vectorToLightSource = normalize(ulLightPosition -
vertexPositionEye3) ;
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// Transform the normal (n) to eye coordinates
vec3 normalEye = normalize(uNMatrix * aVertexNormal);
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// Calculate the reflection vector (r) that is needed for

specular light
vec3 reflectionVector = normalize(reflect(-vectorToLightSource,

normalEye)) ;
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vec3 viewVectorEye = -normalize(vertexPositionEye3);
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