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m glOrtho

GL.glOrtho(left , right , bottom, top , near , fard
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m glFrustum

GL.glFrustum( left , right , bottom , top , znear , zfar)
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glutinitDisplayMode(GLUT_SINGLE | GLUT_RGBA | GLUT_DEPTH);
iphoned O O
glGenRenderbuffersOES(1, &depthRenderbuffer);
glBindRenderbufferOES(GL_RENDERBUFFER_OES, depthRenderbuffer);
glRenderbufferStorageOES(GL_RENDERBUFFER_OES, GL_DEPTH_COMPONENT16 _OES, backingWidth,
backingHeight);
glFramebufferRenderbufferOES(GL_FRAMEBUFFER_OES, GL_DEPTH_ATTACHMENT_OES, GL_RENDERBUFFER_OES,
depthRenderbuffer);
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glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glEnable(GL_DEPTH_TEST);
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