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gluLookét (0.0, -10.0, 10.0, 0.0, 0.0, 0

glPushMatrix();
eglTrans|ated(eneny [0], enemy[1], enemy[
lMaterial fv(GL_FRONT, GL_DIFFUSE, red)

glPushMatrix();
elTranslated(iten[0], itenll], iten[2])
zlMaterialfv(GL_FRONT, GL_DIFFUSE, blue
lutSol idSehere (RADIUS, 10, 10);

glPushMat rix(};
zlTranslated(self[01, self[1], self[2]);
zlMaterial fy(GL_FRONT, GL DIFFUSE whitel;
g\utSnMdSPhErE(RADIUS 10, 103;

glPopMat rix();

zlDisable(GL_DEPTH_TEET);
glDisable(GL_LIGHTING) ;
glDisable (GL_LIGHTO);

elMatrixMode (GL PROJECTION)

glLoadldent ity
glMatrixMode (GL MODELVIEW)
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