Texture Mapping

OpenGL Texturing
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O OpenGLA| A 8] 2~ %] 73] (texture mapping)= 1+ 3 T
w Blx] Fad st
glEnable(GL_TEXTURE_2D)
w Bl gy (5, 28 5) A
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT)
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT)

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
GL_LINEAR)

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER,
GL_LINEAR)

glTexImage2D(GL_TEXTURE_2D, 0, GL_RGB, width, height, 0, GL_RGB,
GL_UNSIGNED_BYTE, imageData)
w B4 F3E (texture coordinates) <] 73
glTexCoord2£(0, 0);
glVertex3£(-1.0, -1.0, 0.0);
glTexCoord2£(1, 0);
glVertex3£(1.0, -1.0, 0.0);

OpenGL Texture Names

o g 2% 9] o] F(name) #] G 3}7] (texturelD)
GLuint texturelD;
glGenTextures(1, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexImage2D(...);
glBindTexture(GL_TEXTURE_2D, 0);

glBindTexture(GL_TEXTURE_2D, texturelD);

glTexImage2D

O glTexImage2D(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLsizei height, GLint
border, GLenum format, GLenum type, const GLvoid
*pixels);

= target: GL_TEXTURE_2D
= level: B]25 Wi o] thafdl s e X dat7] flaf A,
1709 =S A QS H 1= A,
W 7 (mipmapping) il AF-&-
ZFEAA S Y3 o] 272 A AL Qe o 1 A & AFE-81A]
Erhd 022 A A
m internalFormat: & ¥H4 © & format¥} 22 RGBEHH 3, RGBAZH
42 44
= width, height: B12=3] o] W] %] o] 1] 9} 3z 0] = 29| 25 0.7 H ofof
o} (5, 2,4,8,16,32, 64,128, 256, 512, etc)
m border: Bl 22* 2] A AA YR E A A, H5 00] 2L o] u] X] Ho]E 7}
borderE 7FA 3L 9o 12 A4,
type: €] =% o] %] Hlo]E]&] P A& AA.




glTexImagelD

O glTexImagelD(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLint border, GLenum
format, GLenum type, const GLvoid *pixels);

O glTexlmage2D() & 22k 82~ olm|X|& Aol
ngexImagelD()?J’—’Ft 12k BlAax] oln x| & Ao sho)
glTexImagelD() 32} glTexImage2D() 32| AH&-HH 2}
2kl ojm= AL FdstH glTexImage2D() 3ol vt
o|u] %] B 23 9] helght(lﬁol) o) 2} 7} F=7 = o)

glTexSubImage2D

o Y23 H7]7}F29] 55 (e.g., 64x64, 128x256, ..) 7} ok 7 -
€2 o]l A 9] Bt 9]0} 5 o) AFE-E

O glTexSubImage2D(GLenum target, GLint level, GLint
xoffset, GLint yoffset, GLsizei width, GLsizei height,
GLenum format, GLenum type, const GLvoid *pixels);

OpenGL Texture Coordinates

o g2 g o] ARG H e AA e ¥l ax R E A e of
ot

O GLUT teapot 8l =4 23 & E3Falal itk

O GLU quadrics®™ 8|2~ % & FH 02 JoJ g 4= g},

» gluQuadricTexture(quadric, GL_TRUE) & A}-&-3}o] & 2] 93
245}

OpenGL Texture Coordinates

0 OpenGLOl 4] )23 3= €227 o] v 4| 9] 7} 4 (s,
7)o 058 1] Jejow F4%

0 OpenGLoIA] 7k 44 2 €224 #%8 A48 of 3.

o A €A AH7} AA ] Tl 17rE o R,

t (25,5.0,0.0)
(0.1)

(0.0,0.0,0.0),

(0,0) 0 S

Texture space Object space (3.0,-2.0,0.0)
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glBegin(GL_QUADS);
glTexCoord?2i(0,0);
glVertex3£(-1.0, -1.0, 0.0);
glTexCoord?2i(1,0);
glVertex3£(1.0, -1.0, 0.0);
glTexCoord?2i(1,1);
glVertex3f(x1, y1, 0.0);
glTexCoord?2i(0,1);
glVertex3£f(x0, y0, 0.0);

glEnd();

0 OpenGLol A ©l23 #3710, 1]9 9 S Hlold 9l
texture wrapping'd ¥ & = % ©] 3}: Repeat, Clamp

0 A28l 47]9] B2 A TS (0,0), (0,3.5), (3.5,0),
(3.5,3.5) = A 2] 3 <]

Clamp Repeat &Clamp
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O Mipmap-2 ©] % mipmap 4] <} 2] Ak 57]9].
B 7} 2fol A 2 Wk wo w Ao §F 3 Ao
A g x)olste & GL_ NEARESTQ’ GL_LINEAR Z €7} A &3l
A ARE WHEA S A wEbA A7 2 Y o
8 2~ %] 7} flickering 3 Al YERE 4= 25
W& o9 flickeringit Al & =0l = 7 A& Lo ARk o=
3|3k A 1.9,

GL_LINEAR GL_LINEAR_MIPMAP_LINEAR
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7 ¥ (nearest neighbor filter)

GL_NEAREST

©] 4% Z ¥ (bilinear interpolation filter)
GL_LINEAR

244 Y (trilinear interpolation filter) - mipmap filter
GL_LINEAR_MIPMAP_LINEAR

<% I H (hybrid filter)

GL_NEAREST_MIPMAP_LINEAR

GL_LINEAR_MIPMAP_NEAREST

GL_NEAREST_MIPMAP_NEAREST




OpenGL Texture Filtering

Texture Environment Parameters

O glTexParameter{if}v(GLenum target, GLenum pname,
TYPE *param);
® GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP_T
GL_CLAMP, GL_REPEAT

GL_TEXTURE_MAG_FILTER
GL_NEAREST, GL_LINEAR

GL_TEXTURE_MIN_FILTER
GL_NEAREST, GL_LINEAR (Mipmap< AF8-84] ¢k 7-9-)
GL_NEAREST_MIPMAP_NEAREST,
GL_NEAREST MIPMAP_LINEAR,

GL_LINEAR_MIPMAP_NEAREST,
GL_NEAREST_MIPMAP_NEAREST

GL_TEXTURE_BORDER_COLOR
[0.0,1.0]2 = 2| 2t
GL_TEXTURE_PRIORITY
0ES1

O glTexEnv{fi} [V]g )E AF&ste] g2 «] A (C, A A
%) s el W v o] H A (C, A o G £ #
/\4 X—] EP

= GL_TEXTURE_ENV_MODE?] & =:
GL_MODULATE: B2~ o] A} A3} &gol| M o)A = M w&
TEoEA 8 ‘{3%‘3101 s = )
GL_DECAL: g]2=%] o] o] A o] A8 ¢4713] A7
GL_BLEND: 73 A 31} -4 gt
GL_REPLACE: E-ﬂ 22 A puR=13 /\]_J&t‘sl—

o GL_BLEND¢] Al A1 GL_TEXTURE_ENV_COLORZC. &
] 3t

GLfloat blendcolor[] = {0.0, 1.0, 0.0, 0.5};

glTexEnvfv(GL_TEXTURE_ENV, GL_TEXTURE_ENV_COLOR,
blendcolor);

Texture Environment Parameters

OpenGL Texture Transformations

int. format H GL_REPLACE | GL_.MODULATE
GL_ALPHA O = Cp A= A OO, A= AfA
GL_LUMINANCE C =1L, A= Ay O =Cphe, A= Ay
GLLUMINANCEALPHA || € = L,, A— 4, O =CrLe, A= AsA,
GLNTENSITY C=h,A=1 O = Cply, A= Agly
GL.RGB C =0, A= Ay C=0CpCy, A=Ay
GL.RGBA O A A O =G A= A A

int. format GL_DECAL GL_BLEND
GL_ALPHA undefined C=Cp A= ArA
GL_LUMINANCE undefined C=Cp(l— L)+ CeLe. A= Ay
GL_LUMINANCE ALPHA || undefined C=Cy(1 = L) + Coloe, A= A A
GLINTENSITY undefined C=Cf(1=R) + Celey A= Ag(1 = In) + Acke
GL.RGB C- 0 A A C = Ol — )+ O, A— A
CL_RGBA C=Cp(l = A) 4 Crdy, A= A; | C=Ci{l = C) + CuCi, A = A Ay

o 82~ 2xe] wsk
= 7]sk= A o] o] Wghalzo] ¥lax] F 3kl o] (translation),
3] (rotate), ZL7] ¥ 3} (scaling)= %183+
= glMatrixMode(GL_TEXTURE)E A}-&-3}o] A H o] o}yl Bl 2%
zt3oll W3k 283k A A3

glMatrixMode(GL_TEXTURE);
glLoadlIdentity();

glTranslatef(0.1, 0.05, 0);
glRotatef(30.0, 0, 0, 1);
glMatrixMode(GL_MODELVIEW);
// geometry with texture coordinates




OpenGL Texture Transformations

o Bl 2o Wal
w H2x] Fgo] 27| (scaling) S 48T ] EA = g 2
A71AgHE okt

rlo

gIMatrixMode(GL_TEXTURE);
glLoadldentity();

glScalef(size, 1, 1);
gIMatrixMode(GL_MODELVIEW);
glScalef(size, 1, 1);

// geometry with texture coordinates

OpenGL Texture Movies

O 824 o] "] #] sequenceE ©]-& 3} flipbook o 4 #| o] A
A 2
= initTexture() 3ol A A A B4 o|n A & ¢lo] ¢
= idle() &l A currentTexturelDE update 3
» drawTexture()&Holl A= 5L A M A x o} 6l %] 3o
glBindTexture(GL_TEXTURE_. 2D currentTexturelD); & A}-8-3} <]
Ty dd 3 EHAHE blndlng —ojyHold a= =

imagel image2 image3 image4 image5 image6

OpenGL Compressed Textures

o glCompressedTexImageZDARB% AH-&-&ko] 53l
Eﬂ/\x:] = /\g/ﬂ?ﬂ- £|: 9}1\
= C{¥5} 3] RGB ¢h& 7hl Qi 9 A e} g 9
w2 AN S Fola ] 1Y ¢ S
= glCompressedTexImage2DARB(GL_TEXTURE_2D, 0, format,
width, height, 0, size, imageBuffer);

rir

OpenGL Texture Coordinate Generation

o OpenGLoﬂfﬂ =EHAH ZJEEASAOZ AT 59l S
m S, THIEFo 2 Bl A~x 3% 25X S Al 3slof g
glEnable(GL_TEXTURE_GEN_S), glEnable(GL_TEXTURE_GEN_T)
= GL_TEXTURE_GEN_MODE X =
GL_OBJECT_LINEAR, GL_EYE_LINEAR, GL_SPHERE_MAP

= G (plane) S A 3fof 3 - B o E o] A 2ol vpFE =
Eﬂ/\ J}_LE /\g/ﬁ

glTexGenfv(GL_S, GL_OBJECT_PLANE, planeCoefficients)

planeCoefficients = {1, 0,0,0 };

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_OBJECT_LINEAR) ;
glTexGenfv(GL_S, GL_OBJECT_PLANE, planeCoefficients);
glEnable(GL_TEXTURE_GEN_S) ;

glBegin(GL_QUADS) ;

glVertex3£(-3.25, -1, 0); glVertex3f(-1.25, -1, 0) ;

glVertex3f(-1.25, 1, 0); glVertex3f(-3.25, 1, 0) ;

glEnd() ;




OpenGL Sphere Mapping

0 OpenGLel A+ 78 W3 (sphere mapping) #

o 78 W HaA T view WE 7L T W) WAL ]Eof

WAL reflection W E] 2 AlAHE.

o WAPMEIE 279) B HER W shE Ao] (hasha s,

p

A EORE FHo] 7hF.

= Py g oW A & k= S0 01?4%(360591 TS
ol =o] 2%

2o olu 7(]0:]0]:'0‘1—) o} vo 3t
TFIAL, DA FDL o] §3to] TAE ke A

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP); Objectin

environment

glTexGeni(GL_T, GL_TEXTURE_GEN_MODE, GL._SPHERE_MAP) ;
glEnable(GL._TEXTURE_GEN _S); \
glEnable(GL_TEXTURE_GEN_T) ;

Intermediate
surface

Projected

obiﬂct

OpenGL Box Mapping

o)

O OpenGLel A= 4] W3 (box mapping) #| ¢
w A - AL 95 (reflection mapping) 2] dF S

w T2Euh A S 3k Bl A 2% S AREE o 3

o Wb AT S8 B R AL SlE A 67 2316l Bl

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;
glTexGeni(GL_T, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;
glTexGeni(GL_R, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;
glEnable(GL_TEXTURE_GEN_S) ;
glEnable(GL_TEXTURE_GEN_T) ; n "
glEnable(GL_TEXTURE_GEN_R) ; ‘\ )
glEnable(GL_TEXTURE_CUBE_MAP); L

- Reflective object




