Texture Mapping

OpenGL Texturing
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O OpenGLO||A] ElA K] & (texture mapping)= {2t 3 tHA|

= HAK gy
glEnable(GL_TEXTURE_2D)

= AN YEYY (@Y, L 5) PO
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, O, GL_RGB, width, height, 0, GL_RGB,

GL_UNSIGNED_BYTE, imageData)

m HIAKX] Z}IE (texture coordinates) X| &
glTexCoord2f(0, 0);
glVertex3f(-1.0, -1.0, 0.0);
glTexCoord2f(1, 0);
glVertex3f(1.0, -1.0, 0.0);

OpenGL Texture Names

glTexImage2D

o BIAKO| O|E(name) X|HS}7| (texturelD)
GLuint texturelD;
glGenTextures(1l, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexImage2D(...);
glBindTexture(GL_TEXTURE_2D, 0);

glBindTexture(GL_TEXTURE_2D, texturelD);

o glTeximage2D(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLsizei height, GLint border,
GLenum format, GLenum type, const GLvoid *pixels);

m target: GL_TEXTURE_2D
w level: BIAK WOl CHYSH S =8 X[ RISH| s &7.
he| Sj& = E X752 H 12 4F.
BB (mipmapping)of A&
2t HANE Qo Cheo| 37|& 7HX| AL & O|0|X| & AHESHK]|
OtertH 022 X|H
= internalFormat: YEIE © 2 formatdt Z4 2. RGBZ}H 3, RGBAZIH
42 A
m width, height: lA X 0O|0|X|Q| HH|Q} &0|= 29| X}52 2 &|0{0f
(£, 2,4, 8, 16, 32, 64, 128, 256, 512, etc)
= border: IAK O] AA M HH|E X|7H. 2& 00|11 O|0[X| G|O|E{7}
border& 7}X|11 Qo™ 12 X|H.
= type: ElAX O[O|X| H|O|E 2| A HF.




glTexImagelD

glTexSubImage2D

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

O glTeximage2D() 2= 2XAH E{AX O[D[X|E Fe[5t
glTeximagelD(gt= 1XH AKX O|0|X|S Fo|shet.
glTeximagelD() & == 2} glTexImage2D() & = 9
At o Ao ofns Ao ZYS
glTeximage2D()&t =0 Bt O|O| X| El A X O] height(=0])
RIXtIt FIHEICE

o BAX 3 7|7t 29| £4:(e.g., 64x64, 128x256, ..)7} Ot
Z 2K 0/0|x|o| YLEOH 9l0) S Of ASY

O glTexSublmage2D(GLenum target, GLint level, GLint
xoffset, GLint yoffset, GLsizei width, GLsizei height,
GLenum format, GLenum type, const GLvoid *pixels);

OpenGL Texture Coordinates

OpenGL Texture Coordinates

O HAKN YOl AHEE|2H AN o HAN HES
Zalalfof St

o
= [ —_
» gluQuadricTexture(quadric, GL_TRUE) & At235}0] Bl A X I
stA 3}
= O

0 OpenGLOj A BIAK] ZfEE HAK 0[O|X|Q| 2} &3k (S,
Tol 0FH 19| Aoz HdE.
O OpenGLO|A 2 HEEE AN X E X|7H6H0fF &
0 MO MAK ZEI} AH O B BZHE|o] LIEH.
: (2.5,5.0,0.0)
01)

(0,0) — g
(1,0

Texture space

Object space (3.0,-2.0,0.0)




o0 HAME CzEo 12X Y Ies gle. 0 OpenGLOJ A EAX zhz 7}
o 7|8}5H DEO|LE AKX ZE ALRO| T2k, 00|X| 7} texture wrapping2 ¥ o 2
2 fZe|A LiEtd 25 Qe 0 AFZEO) 4700] BAXTtE

excanple

(3.5,3.5) 2 ™Mo|3t qf

glBegin(GL_QUADS);
glTexCoord?2i(0,0);
glVertex3f(-1.0, -1.0, 0.0);

glTexCoord2i(1,0);

glVertex3f(1.0, -1.0, 0.0);
glTexCoord2i(1,1);
glVertex3f(x1, y1, 0.0);

W7

glTexCoord2i(0,1); Repeat &Clam
glVertex3f(x0, y0, 0.0); Repeat Clamp P P
glEnd();
o Mipmap 0| mipmap 8|9t Zo| Hut 279, o HAN WIS 9ot TE(Y WY

BIAXI} ZOIA =2, 2O} Gke ElMo| sF Ao X2 ZH (nearest neighbor filter)

2|05t 2 GL_NEARESTL} GL_LINEAR ZE 7} H&tst GL_NEAREST

AXAIE THEX| @S = UAS. M2t A7 22 O 0|M& TE (bilinear interpolation filter)

BHI AKX 7} flickering®t A LIEFSE &= U

GL_LINEAR

AMe D (trilinear interpolation filter) — mipmap filter
GL_LINEAR_MIPMAP_LINEAR

=3t @ (hybrid filter)
GL_NEAREST_MIPMAP_LINEAR
GL_LINEAR_MIPMAP_NEAREST
GL_NEAREST_MIPMAP_NEAREST

2 = AS.
B2 0|2 flickeringEME E20E + AS. AL ¥z
glofstA 2.

GL_LINEAR GL_LINEAR_MIPMAP_LINEAR




OpenGL Texture Filtering

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 (Mipmap2 At28}X| Y= AQ)

GL_NEAREST_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_LINEAR,
GL_LINEAR_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_NEAREST

GL_TEXTURE_BORDER_COLOR
[0.0, 1.0]8 2 &t
GL_TEXTURE_PRIORITY

OIZEL

Texture Environment Parameters

0 gITeEnv(fiVI()E AL8SI0] EIAKI| M (C, A) It i)
Ha[sre maf QB o] TAM (C, A)S OfEH S X
Mxist
= GL_TEXTURE_ENV_MODEQ| R E:

GL MODULATE: E{ 50| 4 M2l So|A FOjXIE 4428
Dostoz M AN uuu|O+0| SICfEl SQS HAJIS
GL_DECAL: E|AKX{O| MO| ZHK|o] ME AFS| HH

GL_BLEND: 2z M} StAfst
GL_REPLACE: Bl AX{ AHDF AL}
o GL_BLENDQO| st AM 2 G TEXTURE_ENV_COLORS =2
NpSi=
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 ‘ GL_REPLACE ‘ GL-MODULATE
GL.ALFHA C=Cp, A= Ay C=0Cf, A= AyA
GL_LUMINANCE C = Ly, A= Ay O = Cpla, A= Ag
GLLLUMINANCEALPHA || € = L. A — A C = Cplas A~ Ag A
GLINTENSITY C=1I, A=l O = Cply, A= Agl,
GL.RGB C=Cu A= Ay C = CyCy, A= Ay
GLRGBA C - Co A A O CpCi A Ard

int. format GL_DECAL GL_ BLEND
GL_ALFHA undefined C=0Cp, A= ArA,
GL_LUMINANCE undefined C = Cp(l= L) + CoLy, A = Ay
GLLUMINANCE ALPHA || undefined C=Cr(l = La) + Coly, A= Ag Ay
GLINTENSITY lefined C=Cp(1 = Ie) + Celey A= Ag(1 = Ie) + Acke
GL.RGB C = Ciy A= Ay C=Cp(l—Ci) +CeCr, A= Af
GL_RCBA C=Cp(l = A) + Cedp, A= Ay | C = Cp(1 = C) + CeCy, A = AgAy

o HAN FEO| HE

= 7|5tE N HEO| HetstR 0| ®AKX ZtHO| O|S (translation),
3| ™ (rotate), A 7|2t (scaling)g Mg

m gIMatrixMode(GL_TEXTURE)E AtE3}0 HH™O0| OfHl HIAK
ItEo| Hets HEa2 XA

glMatrixMode(GL_TEXTURE);

glLoadldentity();

glTranslatef(0.1, 0.05, 0);

glRotatef(30.0, 0, 0, 1);

glMatrixMode(GL_MODELVIEW);

// geometry with texture coordinates




OpenGL Texture Transformations

OpenGL Texture Movies

o BAX AHEO| H3H

o HAKN DEO| 37|WH (scaling)2 M8 1f BN E3t 2
37| W2 sforet

glMatrixMode(GL_TEXTURE);
glLoadIdentity();

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

// geometry with texture coordinates

o BlAX 0|0|X| sequenceE 0|83}0] flipbook Of L|H O] M
NS
= initTexture( 20 Af X% EIAK O|OX|2 20| S
m idle() B0 A currentTexturelD-E update®t

= drawTexture(&$0Ms S U HMXIEQ HIAK XHEO|
glBindTexture(GL_TEXTURE_2D, currentTextureID) AR SHY
oo A ot AKX E binding® — OfL|H|O|M SEHE &

imagel image2 image3 image4 image5 image6

OpenGL Compressed Textures

OpenGL Texture Coordinate Generation

o glCompressedTeximage2DARBE AFESH0 &=l
HANE HHE 5 S
= L{H[Q} £O0[9| RGB g{= 717 L HANEL ot MANE
HZ2 ArgEs 0|1 #e| 28 = UAS

m glCompressedTexImage2DARB(GL_TEXTURE_2D, 0, format, width,

height, 0, size, imageBuffer);

0 OpenGLOM= BlAN ZHHE MM 2 ddde = US
=S, TYEOR BAK 3E NFEMS A0} 3
glEnable(GL_TEXTURE_GEN_S), glEnable(GL_TEXTURE_GEN_T)
= GL_TEXTURE_GEN_MODE 2 E:
GL_OBJECT_LINEAR, GL_EYE_LINEAR, GL_SPHERE_MAP
= B (plane)S X|°YB{jOF of - BHOZREHO AH2|0f HIE S &
SAKN FEE 44

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) ;

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

glEnd() ;




OpenGL Sphere Mapping

O OpenGLOj|A= 7+ ME (sphere mapping) X| &
Ty W EAN FHEE view HIE T L EHO| BM HEO
HEALEl reflection HIE 2 H|AHE.
w HIAHIE|Z 212 BIAN ZIEZ WHSH= 240

SIEQI0f, AZEQOZEE 70| 7ts

N
s
St
fl

OpenGL Box Mapping

O OpenGLOAl= YN BE (box mapping) X| &
= QNS HEAL BT (reflection mapping)2| StLtY
= 2L} UM Y2 3R HAN IS ALESOF B
s A EHIAME 3128 S8 M Qe QUKo 6T 2K Bl A K

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;

= J2fLt JY O|0|X|E Fdt= AO| 01€1a (B60r2| FHAAS

Ete o|O|X|0fOF EH. O|-2,S Ho st H=o| o3 A2 EFE glTexGeni(GL_T, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;

TSAHLE, ey £ Y O|-9-o|-02| :l-A|-o|_|- S e glTexGeni(GL_R, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP) ;

glEnable(GL_TEXTURE_GEN_S) ;
glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP) ; Obiect in glEnable(GL_TEXTURE_GEN_T) ; n £
glTexGeni(GL_T, GL_TEXTURE_GEN_MJE environment glEnable(GL_TEXTURE_GEN_R) ; \ /
glEnable(GL_TEXTURE_GEN_S) ; glEnable(GL_TEXTURE_CUBE_MAP); %ﬁ Reflective abject
glEnable(GL_TEXTURE_GEN_T) ;
Intermediate
surface v
Multitexturing Multitexturing

o HE| HlAKN (Multitexturing)
= StLf O] Mol HIAKME Ko HEsHM HEHE 2NE =0[= R

O OpenGL 1.2.1 revision (ARB_multitexture extension)

IFr:gomg?t Texture O Texture 1 Resulting
9 Environme Environme Color
Color nt nt
Texture O Texture 1

Color Color

o Single-Pass vs. Multi-Pass Multitexturing
= d2 OA S HANE2 otbtel M o2 2t M
HAME o 7 Yole A
= OIS Oi& COFS AN 2 SHEoz HHOIL L4 XN E
ofgf ¥ M Ysh= A
o 2t0|E O (Light Mapping)
= SHEO 875 AMStE thd AN =Y ZIHE =510
Audoz g2 A =M Hof| Y2 (e.g. Quake 5 Al'Y)




Single-Pass Multitexturing

o =ty X[| ofE =g
#include <GL/glext.h>
PFNGLACTIVETEXTUREARBPROC glActiveTextureARB = NULL;

PFNGLMULTITEXCOORD2FARBPROC glMultiTexCoord2fARB = NULL;
PFNGLCLIENTACTIVETEXTUREARBPROC glClientActiveTextureARB = NULL;

Single-Pass Multitexturing

o &% K@ 0f% &0l 9l B4 molE| M3
char *ext = (char*) glGetString(GL_EXTENSIONS);
if(strstr(ext, "GL_ARB_multitexture") == NULL) {

printf("GL_ARB_multitexture extension was not found#n");
return;

} else {
glActiveTextureARB = (PFNGLCLIENTACTIVETEXTUREARBPROC)

wglGetProcAddress("glActiveTextureARB");
glMultiTexCoord2fARB = (PFNGLMULTITEXCOORD2FARBPROC)

wglGetProcAddress("glMultiTexCoord2fARB");
if('glActiveTextureARB || !gIMultiTexCoord2fARB) {
printf("One or more GL_ARB_multitexture functions were not found#n");
return;

Single-Pass Multitexturing

o glActiveTextureARB (texture);
m texture /s GL_TEXTUREn_ARB
= GL_TEXTUREn ARB == GL_TEXTUREO_ARB+n
m n = 0. numTextureUnits - 1, maximum 32

O query number of texture units:

» glGetintegerv(GL_NUMBER_OF_TEXTURE_UNITS_ARB,
&numTextureUnits);

Single-Pass Multitexturing

O Bind and enable two 2D multitextures

// stage 0

glActiveTextureARB(GL_TEXTUREO_ARB);
glBindTexture(GL_TEXTURE_2D, tex0);

glEnable(GL_TEXTURE_2D);

// stage 1

glActiveTextureARB(GL_TEXTURE1_ARB);
glBindTexture(GL_TEXTURE_2D, tex1);

glEnable(GL_TEXTURE_2D);

// set texture environment

glTexEnvi(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_ADD);




. ° . . . . y v
Single-Pass Multitexturing Single-Pass Multitexturing “1,,
o glMultiTexCoord2fvARB(texture, ...); o HE|BEIAKN AFZIY AEE
V: indicates vector format, if present 9lBegin(GL_QUADS), (-1-1) (0,0)

glMultiTexCoord2fARB( GL_TEXTUREQ_ARB, 0.0f, 0.0f );
glMultiTexCoord2fARB( GL_TEXTURE1_ARB, 0.0f, 0.0f );
glVertex3f(-1.0f, -1.0f, 0.0f);

glMultiTexCoord2fARB( GL_TEXTUREO_ARB, 1.0f, 0.0f );
glMultiTexCoord2fARB( GL_TEXTURE1_ARB, 1.0f, 0.0f );
number of components: 1,2,4 glVertex3f(1.0f, -1.0f, 0.0f);

glMultiTexCoord2fARB( GL_TEXTUREO_ARB, 1.0f, 1.0f );
glMultiTexCoord2fARB( GL_TEXTURE1_ARB, 1.0f, 1.0f );
glVertex3f(1.0f, 1.0f, 0.0f);

glMultiTexCoord2fARB( GL_TEXTUREO_ARB, 0.0f, 1.0f );
glMultiTexCoord2fARB( GL_TEXTURE1_ARB, 0.0f, 1.0f );
glVertex3f(-1.0f, 1.0f, 0.0f);

glEnd();

m texture /s GL_TEXTUREn_ARB

Single-Pass Multitexturing

o glClientActiveTextureARB(texture);
= Client state analog to glActiveTextureARB();
(11,0 110 = HE| BIAK vertex array MEHE K|S0 ALE

O 2 texture coordinate arrays X|Hst= Of:

glClientActiveTextureARB(GL_TEXTUREO_ARB);
(Q,0,0) X 1 1 .
z : 0 | glTexCoordPointer(2, GL_ , 0, tex_array_ptr0);
j penGL | ITexCoordPointer(2, GL_FLOAT, 0, t tr0)
glEnableClientState(GL_TEXTURE_COORD_ARRAY);
(-1-10 1-1.0) glClientActiveTextureARB(GL_TEXTURE1_ARB);

glTexCoordPointer(2, GL_FLOAT, 0, tex_array_ptrl);
glEnableClientState(GL_TEXTURE_COORD_ARRAY);

_______________________________________




Billboarding

Billboarding

o YR 7|

= AbZtEo] HMo| S Fhoate] MBS H3I0) Hiate T & Bte
Jo2, ZIMOo 2 Fu|apt of Weto| N HiateotE ARzt
S Ze B w0l &

= ALR O|2M, §2 X|T 90| RS LEHHDA & 1 LS 03]
nUzjoz HHSH 21 LR 0[0K|S UHCE 2uy

- 25 HAK 7| U3 OjLBjo|MO| Fptel WeS Jjwe D4
OIS 2K @ o3 HAS EHBIEH| AR : 017, 2, O,

ro r|r

o Wiomarien =) A i1 x|

)
Billboarding
g5

oD 82EE 2|
w RO M2, A AES HfEPEEE Modelview &S
0|20 HHE AZLHEE O|F = vertexE =5l OF B
= Modelview $1Z0]: PHXIS| AR 0] T8t - XHE} (U
vector)@f 2= E(right vector) §E 7 § %
Glfloat M[16]; .
glGetFloatv(GL_MODELVIEW_MATRIX, M); [‘g
Up-vector Look-vector P
== Y o ' Up-vector ‘
mo H my H ! mz: m3 -
A / ,\

Billboarding

Point Sprites

o Axial Symmetry
m AHCE AFZHO| vertical axisE SA O 2 3| (rotate) 8fjOf &
m Modelview matrix MO MEE FtH2tQ| yaw angleS AlAtst

theta = 180.0f * atan2f(M[8], M[10]) /M_PL
Look.x Look.z

s EHC ALZES 9| Rotation matrix R2 arbirary axis (LBHH S Z up
vector=(0, 1, 0))1f angle (Z}M|2} yaw angleo| HICH)Z H At

R=loos@+Symmretric (1—cosé)+Skew sn &
Z+osil-&)  aa(l-osd)-asnd aa,(l-cse)+a,sné
= aa (-ocsH)+asnd & +osdl-a)  aa(l-omsb)-asind
aa (l-sd—-asnd aa(l-osd+asnd & +osdl—a)

o Point SpritesO|2t StEQ0f 7|Hto| HIHE J7|HOo =,
ALE O|2M IHE[E A|AE! (Particle System)Of| A Ct=9|
AL (Particle)g HAK ALZE B4 (Quad) CHAl
(Point) & ARESHY X7t
0 OpenGL extension (GL_ARB_point_parameters &
GL_ARB_point_sprite)

et e i x|




Point Sprites

o &% A|Q Yo =3
#include <GL/glext.h>

PFNGLPOINTPARAMETERFARBPROC  glPointParameterfARB = NULL;
PFNGLPOINTPARAMETERFVARBPROC  glPointParameterfvARB = NULL;

Point Sprites

(m]

2t K& ofF =ol % ot 2olH 47

char *ext = (char*) glGetString(GL_EXTENSIONS);

if(strstr(ext, "GL_ARB_point_parameters") == NULL) {
printf("GL_ARB_point_parameters extension was not found#n");
return;

} else {
glPointParameterfARB = (PFNGLPOINTPARAMETERFARBPROC)

wglGetProcAddress("glPointParameterfARB");
glPointParameterfvARB = (PFNGLMULTITEXCOORD2FARBPROC)

wglGetProcAddress("
glPointParameterfvARB ");

if(! glPointParameterfARB || ! glPointParameterfvARB ) {
printf("One or more GL_ARB_point_parameters were not found#n");
return;

Point Sprites

o glPointParameterf[v]JARB (GLenum pname, GLfloat
param);
= GL_POINT SIZE MIN_ARB (default: 0.0)
» GL_POINT SIZE MAX ARB
= GL_POINT FADE THRESHOLD SIZE ARB (default: 1.0)
» GL_POINT DISTANCE ATTENUATION_ARB (default: 0, 0, 0)

O Point sprite@ 2 texture coordinate2 X|&35}11 enable 3t

= glTexEnvf(GL_POINT_SPRITE_ARB, GL_COORD_REPLACE_ARB,
GL_TRUE);

m glEnable(GL_POINT_SPRITE_ARB);

Point Sprites

a

Point £ 22l

// enable point sprites...
glEnable(GL_POINT_SPRITE_ARB);

glBegin(GL_POINTS);

for (inti = 0; i < MAX_PARTICLES; ++1i) {
glColoréaf(g_particles[i].col[0], g_particles[i].col[1], g_particles[i].col[2], 1.0f);
glVertex3fv(g_particles[i].pos);

}

glEnd();

// disable point sprites
glDisable( GL_POINT_SPRITE_ARB );




Reference

o OpenGL Billboarding Tutorial
http://www.lighthouse3d.com/opengl/billboarding
o SIGGRAPH'97 Advanced OpenGL Programs

http://www.opengl.org/resources/code/samples/advanced/advanc
ed97/programs/programs.html

o OpenGL Point Sprites

http://www.informit.com/articles/article.aspx?p=770639&seqNum=
7

o Particle Systems http://www.gamedev.net/




